Meparor: Bnacosa /llogmuna HukonaesHa
MAY A0 UPTAnKO Monapuc r. MoH4yeropcka MypmaHckoi obnactu

3D mogenvnpoBaHue B nporpamme Blender

Obyuatolan npakTUyeckan paborta: «HosoroaHsaa enka». Blender 3.6
Bospacrt: 13-16 net

YpoBeHb 3HaHWUM nporpammsbl Blender Bepcus 3.6: NpoaBuHYTbIN.




BcTaBUTb LMAMHAP B CLEHY.

BbinonHuntb NHceT «lI»

N3meHWTb pasmep BblAeNEeHHbIX rpaHen - S



OnycTnTb UX BAOAL OCU Z




MpUMeHUTb MOANDUKATOP CTAXKMBAHUA , 3 UTepaLun

CobpaTb enky, aybampys noayvyeHHbIM 06beKT, yMeHbLUAs W BpaLlas BOKPYr ocn Z




Ana co3pgaHna BEe€pPXHEero ypoBHA BbINO/IHUTb ,D,ED‘ICTBVIﬂ AnAa co3gaHnA BETOK TOJ/IbKO ON1A UMnanHapa

13 8 rpaHer.

[lnsa nocnefHero ypoBHA BETOK NpoAaenath Bce
onepaumu ans UMANHAPA U3 6 rpaHeit




HacTtpouTb peHaep cueHbl

Render Engine
Feature Set

Device

Sampling

Viewport

Noise Threshold

Max Samples

Min Samples

Denoise

Render

Noise Threshold
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Time Limit

' Denoise

Cycles
Supported

CPU

Open Shading Language




Yp,anmb Nnamny, caenatb MMUp YepHbIM
&)~ world

> Preview
# Surface

Surface Background

Color

Strength

Color e Sky Texture
Ha entom Kpy»xouke y COLOR Bbib6paTb U3 CnNUCKa

BbICTaBUTb Kamepy Kak Ha CKPUHLLOTe




B HacTpoiKax peHaepa caenaTb Npo3payHbim GoH HactpouTb cBeT
&+ World

Render Engine  Cycles
Feature Set  Supported Preview

Device CPU N Surface

Open Shading Language Eal o Backround
a aCKC
Sampling

Color e Sky Texture
» Light Paths

Nishita
> Volumes

« Sun Disc
Curves

Sun Size 22.1°

Simplify
Sun Intensity 0300

Maotinn Blur
Sun Elevation 4.1°

Film Sun Rotation 61.5°
Exposure q Altitude 15m

Pixel Filter Air 1.000
Dust 1.000

Type Blackman-Harris
Ozone 1.000

Width 1.50 px
Strength 1.000
& Transparent

BCTaBWTb OKPYKHOCTb Mpo3KCTPYAMpPOBaTb OKPYKHOCTL: E U cpasy S




B 06bEKTHOM perknme crnaguTb: HasHaunTtb moandmkatop BEVEL
nKkAn BbibpaTb Shade Avto Smooth

smoct!

Shade Auto Smocth *

Cbpocutb Bce TpaHcpopmaumm: CTRL+A

Monyuynm mogens:

MoaxoppeKTUpoBaTb 3HaueHne moandukatopa BEVEL n HazHaunTb moadukatop MoapasaeneHuns




(_i] ®acka

Vertices

Width Type

Amount

Segments

Limit Method
Angle
Profile
> Geometry
> Shading
Q! MNoppaspenenns
Catmull-Clark

Levels Viewport 1
Render 1

« Optimal Display

B3 Autosmooth or custom ...sabling GPU subdivision

> Advanced

Bblgenntb pebpa KaKk Ha CKpuHLleTe OTaennTb neTao ot umanHapa P
MpoakcTpyampoBaTb BOBHYTPbL: E S

[Oybnuposatb netao SHIFT +D

BblaennTb BCIO MOBEPXHOCTb NPO3KCTPYAMPOBATD.

YBENMUNTL BEPXHUIA LMAMHAP. MpPO3KCTPYAMPOBaTL rPaHU MO OCK Z

Co3patb cTBOS.






Co3paTtb MaTepuan BeToK enku. MNepelitn B LLlenamHr, 4o6aBUTb HOAbI:
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Y Subsurface Radius v
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Window
Rotation: Subsurface IOR 1.400

etk Subsurface Anisotropy 0.000
Metallic 0.000
Specular 0.500
Specular Tint 0.000
Roughness 1.000
Anisotropic 0.000
Anisotropic Rotation 0.000
Sheen 0.000

Object: ‘W 2
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Clearcoat 0.000

Clearcoat Roughness 0.030

IOR 1450
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MaTepman ctBOAa:
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v Nolse Texture v Material Output

N \ All
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Color @ \ GGX @ Surface

Normal Fina:ll Polnt
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uv 3D
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| o Height Subsurface Radius v
Window Y Detall 2.300

' : ssurface C... ([
Reflection 7 Roughnes 1,000 Normal Subsurface C...

Subsurface 10R 1.400
Subsurface Anisotropy 0.000
Metallic 0.000

Object: = . Rotation: Distortion 0.000
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Specular 0.500
Specular Tint 0.000
Roughness 0.500
Anisotropic 0.000
Anisotropic Rotation
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Marepuan tecra:

v Texture Coordinate
Generated
Normal
uv
Object
Camera
Window

Reflection

Object ™ »

From Instancer

v Mapping “ Nolse Texture

Vector Fac @

Color @ '\

Type: Point

Vector s > \ -

Location: Vector &
X Scale 25100 -
Y Detall 2.000

Z Roughnes 0.925
Rotation: Distortion 0.000

Normal

Invert

Strength  1.000

Distance  1.000
Height

Normal

v Principled BSDF

GGX
Random Walk

® Base Color
° Subsurface 0.000
Subsurface Radius v
® Subsurface C... —
Subsurface I0R 1.400
Subsurface Anisotropy 0.000
Metallic 0.000
Specular 0.500
Specular Tint 0.000
Roughness 1.000
Anisotropic
Anisotropic Rotation
Sheen
Sheen Tint
Clearcoat
Clearcoat Roughness
10R
Transmission
Transmission Roughness
Emission
Emission Strength
Alpha
Normal
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Clearcoat Normal
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e Surface
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Mpnanpa.

Nothing
¥ Generate UVs

World

B pexkume penaktmpoBaHus (TAB) BblaennTb BepluMHbI Yepes oaHy (meHto Selekt- Cheker Deselekt)

MoAHATb BblAENEHHbIE BEPLUMHbI MO OCU Z M YMEHbLWNTD (S).




[anee, BblaennTb BCce BEpLUUHbI K A

3aTem Ha)kaTb 3 Knasuwmn ogHospemeHHo: Shift+Ctrl+B 1 NOTAHYTb MbILLKY B CTOPOHY, MOKPYTUTb
KOMIECMKO MbILLU, YTOBbI MONYYNTb HY>KHOE KOIMYECTBO BEPLUUH.

[anee Ha BepLUMHbI TMPASHAbI HA3HauYUTL | BblaenuTb Bce BepwmnHbl (A)

moandukatop Skin. HakaTb Knasuwu Ctrl+A 1 NOTAHYTb MbILLKY B

CTOPOHY, ANA YMeHbLlUeHMA 06bEMa rMpaaHabI

HasHaunTb mogudumKkaTop
nogpasaeneHus(crnaxmBaHms)

' Subdivisicn Su e

'
Ul




Ha3HauMTb maTepunan rupaaHaam.

BctaBuTb Ky6. HazHaunTtb moaudukatop
noapasgeneHun 3 utepaunn. Kyb ckpyrauntcs

BAHYTb CKpYrneHHbIA KBaapaT no ocu Z

Oyb6nnpoBaTb BbITAHYTbIN KBAaApPaT U YBENNYUTD
aybnukat

BblAennTb BEPXHUE U CUMMETPUYHbIE HUXKHUE
NOJIUFOHbI U C MPOMOPLMOHANBbHBIM
pPeAaKTUPOBAHNEM YMEHbLINTb NO 0CK Z, YTObbI
caenatb popmy 6onee BbINyKaom

IO i




[06aBUTb UMANHAP Ha 16 BeplunH. HasHauuTb
Ha Hero moaudukaTop Bevel.
] ®acka

Vertices

Width Type
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Segments

Limit Method

Angle

Profile
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« Harden Normals

Seam
Sharp

Material Index

Face Strength  None

Surface

Surface @ Principled BSDF

GGX

Random Walk v
Base Color e _
Subsurface e

Subsurface Radius

Subsurface Color

Subsurface IOR
Subsurface Anis..
Metallic

Specular

Specular Tint

Roughness
Anisotropic
Anisotropic Rot..

Sheen

Sheen Tint

Clearcoat
Clearcoat Roug..

IOR

Transmission
Transmission R..

Emission

Emission Strength

Alpha




Co3gaTtb maTtepuran BHELWHEero sfieMeHTa fIamnbl:

Surface

Surface @ Principled BSDF

GGX

Random Walk
Base Color e
Subsurface e

Subsurface Radius

Subsurface Color
Subsurface IOR
Subsurface Anis...
Metallic

Specular
Specular Tint
Roughness
Anisotropic
Anisotropic Rot...
Sheen

Sheen Tint
Clearcoat
Clearcoat Roug...
IOR

Transmission

[y6n1BaTb NpaAyYeHHYIO N1aMMNOYKY Ha enky. 3aTem Ay6anpoBaTthb ee, NOMEHATb LBET U Pa3MECTUTb Ha eJlKe.

PasmecTuTb 1aMMNoYKK Ha enke. [lo6aBuUTb Nog, enKky NogapKku.




