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3HAaKOMCTBO C MHTepdencom

Korga mpuxoautcst 3amyckaTh HEM3BECTHOE NPHIOKEHUE, NEPBBIM J€JIOM OOpallaellb
BHUMaHHE Ha TO, KaK OHO BBIMIAIMT. He 3ps onHa M3BECTHas MOCIOBUIA IJIACUT:
"BerpeuaroT mo ofexke...". A BOT "MPoBOKaTh 1Mo yMy'" Takyro nmporpammy, kak Blender,
BaM M He 3axodeTcs. Ecim BBl moOuTENs MM Mpodeccruonan B obmactu 3D-rpaduku, TO
MOILb ¥ POCTOTA ITOTO PEAAKTOpa Bac MOKOPST.

"Ho, mpoctrTe!, — BOCKIMKHET MOTOITHBIA dnuTaTenb. — Benb o Blender xomuT ciaa
CJI0XHOM MPOrpaMMBI ¢ 3aIyTaHHBIM HHTepdeiicom". Pe3onHO 3amedy, uro m00oe cepb-
e3HOe IpWIOoKeHHe TpeOyeT BAyMUYMBOro m3ydeHus. [lo mepe HakomIeHHs OIMbITA BCE
KaKYIIUECs CIOKHOCTH YHAYyT Ha 3agHuii maH. byne To Blender mmm Maya, nmm
3Ds Max — B yMenbIX pykax Jit00asi IporpaMma CTaHET MOCIYNTHBIM HHCTPYMEHTOM.

I'ox Hazax paspabotruuku Blender pemmnuchk Ha GecriperieIeHTHBIN IIar U B KOPHE U3Me-
HUIKM UHTEpdEenc mporpaMmbl. JJNEraHTHBINA BHEIMHUNA BHJ, TIOJIHOCTHIO HAcTpanBacMast
pabouast 00sacTh, THOKOE KOH(MUTYPHPOBAHUE T'OPSYMX KJIABHUII — BCE ATO MPH3BAHO
00Jierduth paboTy MOJIB30BATENS, 1aTh BO3MOXKHOCTh €My CKOHIICHTPUPOBATHCS UCKITIO-
YUTENBHO Ha TBOpYecTBe. Ecnmu Bel paHee paboTaim C JAPYTHMH POrpaMMaMH
3D-MoaenupoBaHus, TO IEPBOHAYATHLHO MHOTOE OY/IeT Ka3aThCsl HEYI0OHBIM U HECypas-
HbIM. OJTHAKO 3TO MOKAXETCs TOJbKO Ha nepBbld B3risa. Bens Blender oonagaer codet-
BEHHBIM NOAXOAOM K co3JaHui0 3D-koHTeHTa, CBOEro poaa MupoBo33peHueM. [loctur-
HYB €r0, HAYMHAEIIb MOHUMATh, KaK yI00HO U NPOJTyMaHHO BCE B HEM YCTPOEHO. B koH-
11e KOHIIOB, HUYTO HE MEIIAeT HACTPOUTH POTrpaMMy Ha CBOI BKyC, 011aro pa3paboT4nku
Npe/IararoT JUIsl 3TOr0 HIMPOYAMIIHE BO3ZMOXKHOCTH.

Ora riaBa sBisieTcs: 6a30Boi B moHMMaHuu padotel ¢ Blender. [IpounTas ee, Bl U3y4nre
uHTEepdeiic MporpamMMbl, MO3HAKOMUTECH C OCHOBHBIMH OOBEKTaMH M JIAXKE CJeNaeTe
CBOIO TIEPBYIO MOJIEIIb.

1.1. OKOHHaAa cuctema

Urak, BBl ycranosunu Blender, 3amycTunu mporpaMMmy ¥ TOTOBBI MATH B 0Ooii. UTo ik,
JlaBaiiTe HAYNHATb.
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I[Tpu 3amycke mporpamMMa BCerja BCTpEYaeT MPUBETCTBEHHBIM OKHOM C KaKoW-JIH0O 3a-
HUMATENIbHOW KapTHHKOH. OT BEpPCHU K BEPCHH H300paKEHHE MEHSETCS, HO 3TO U He-
Ba)XXHO. Ba)kHO TO, YTO JJAHHOE OKOIIIKO MMEET CCHIIKU Ha TOJIC3HBIC HHTEPHET-PECYPCHI,
nocesiieHHbie Blender, a Takke COASPKUT CIMCOK MOCIEAHUX pabodux mpoekToB. Kpo-
M€ TOT'0, €CTh €III¢ JIBA UHTEPECHBIX MyHKTA:

4 Recover Last Session (BoccTaHOBHTH MOCTEIHUN CEaHC) — BbI3BIBACT MPOCKT, U3
KOTOPOTO OB IMPOU3BECH BBIXOA U3 NMPOTrpaMMEL. Jlel0 B TOM, YTO KOTJIa BBI 3aKpPbI-
BaeTe Blender, mpoucxoaut aBTomaTudeckoe coxpaneHue (aina ¢ umenem quit.blend
B JIOKAJIbHOW JUPEKTOpHU Temp TeKyILIEeTo MOJIb30BaTeist. OTa GYHKUIUS Ype3BbIYaii-
HO TI0JIC3HA, €CJIN BBI 3a0bUTH COXPAHUTD MPOEKT Mepe]] BEIXOI0M;

SAMOMHUTE!

Blender Hukorga He npegynpexgaet 0 HEOOXOAMMOCTU COXPaHEHUs!, AaXe eCN OHO Heob-
xoaumo!

4 Interaction (B3aumopeiicTBue) — naHHas cChUIKa OyAET MHTEpECHA TeM, KTO paHee
paboran ¢ maketom Maya. IIpocto BeIOepHTEe M3 TpeIaraeMoro CIMCKa IMPEceTOB
HYXXHBIM TyHKT ¥ MOJYYHUTE MPUBBIYHYIO PACKIIAIKY FOPSYUX KIaBHIIL.

A Tenepb AaBaiiTe MOCMOTPUM Ha CKPUHIIOT CTAHAAPTHOTO OKHA mporpammsl (puc. 1.1).

Blender Render %

ctri o

ctio &

&

@z ® 0

(alise) s [E11 16 || mitchelln &

ctri o

HE S

(1) Cube
@enc 4| Y File Extensi
BW RGB | v Overwrite

Puc. 1.1. Npwn nepsom 3anycke Blender BbIrmaguT nMeHHo Tak
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B nelicTBUTENBHOCTH 3/1€Ch HE OJHO OKHO, a LIEJIBIX MHATh. Y BBl MOJKETE JIeJIaTh ¢ HUMHU,
YTO 3aXOTHUTE: U3MEHATH pa3Mephl, J00aBIATh HOBBIC, YAIATh HCHY)KHBIE U JTaXKe OTCO-
SJIMHSITh B BUJE OTIACIBHOTO OKHA. [locienHss QyHKIUS MPUTOAUTCS TEM, y KOTO He-
CKOJIBKO MOHHTOPOB.

[TorpoOyem HeMHOTO mourpaTh ¢ okHamu. IllekHUTE B TF0O0OM MecTe MPOrpaMMBbl, 4TO-
Onl 3akpbITh npuBeTcTBre Blender. Eciu BbI mozBeneTe Kypcop K Kako-mu0O0 rpaHHIIC
MEXIy TMaHeIsIMH, TO OH IMOMEHSETCS Ha XapaKTepHbIH BYXCTOPOHHHUI YyKa3aTelb.
Tenepb BbI MOXETE, 3a)aB JICBYIO KHOTKY MBIIIH, IEPETSIHYTh TPAHUILY B HYXKHYIO CTO-

pOHY.

COBET

SKCnepMmMeHTUpyr, NpoBepsn, ucnonbayn! BoT Bal NO3yHr Ansa nyywero yCBOeHUs maTe-
punana. Bce HecnoxHble ynpaxHeHusi, NpuBeOEeHHbIE B KHUre, ctapanlTecb MOBTOPSATb Ha
npakTuke.

BecbMma opurunansao B Blender BBINONHEHO yrIpaBieHHe OKHAMU: YAaleHHE, 00beIUHE-
HHE ¥ OTCOeIUHEHHE. [ STUX OIepanuii CIIy>KUT HeOOJBIIONW YrOJOK B BEPXHEM Ipa-
BOM YTJIy Kaxxoro okHa (puc. 1.2).

VYienuTech KypcopoMm 3a Jr000i OHPAaBUBIIUICS YTONOK U MONPOOYHTe HEMHOTO Tepe-
TAHYTh BieBo. Kak Buaute, mosiBUiCS AyOnaukar okHa. YToObl 00BEIMHHUTH HX, 1OCTa-
TOYHO IEPETAHYTh TOT XKe yrojoK Bipaso. [Ipu 3ToM Bbl yBUANMTE CXeMaTUUHBIE CTPEIIKH,
yKa3bIBaIoOlINe, Ky/la UMEHHO "BosibeTcsl" OKHO. MoXeTe MOMEHATh HalpaBleHue, nepe-
MeILas BIIPaBO WU BJIEBO MbIIIIb.

3amoMHuUTE JBa MPOCTHIX MpaBHia:

¢ s 0obasnenus OKHA — TBUYKEHNE MBIIIBIO BICBO TN BHHU3;

¢ U1 06veQuHenUs OKOH — JIBHKCHUE MBIIIBIO HATIPABO WM BBEPX.
OTcoennHeHrE OKHA BBITOJIHAETCS €llle MPOLIe:

1. Haxwmute u ynepxxuBaiite knasumry <Shift>.

2. Yienurech KypcopoM 3a yroJiok.

3. TlepeTsHUTE MBIIIB B JIFOOYIO CTOPOHY.

Takoe ynpaBieHHe OKHAMH JIOCTATOYHO HEOOBIYHOE, HO HAa MPAKTHKE OKA3BIBACTCS BECH-
Ma 3QPEKTUBHBIM.

Puc. 1.2. KnioyeBon anemeHT
Ons ynpaBneHus OKHOM

Blender — nporpamma MHOrO(GYHKIHOHAIBHAS, TO3BOJISIET MOJACIUPOBATH, BBINOJIHATD
aHMMalUlo, CO3JaBaTh BUJEOIOCIEAOBATEIbHOCTH, IOJAEPKUBAECT CKPUIITOBAHUE.
BrionHe HOHSATHO, 4TO Pa3pabOTYMKM 03a00THIMCH HAUISKAIIMM 00pa3oM CrpyNIupo-
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BaTh MHCTPYMEHTApWi OTAEIHHBIMU OJOKaMH ISt
ONTUMAJIBHOIO HCHOJNB30BaHUd. JlaBaiiTe mo3Hako-
MHUMCS C TJI00aTbHBIMU OKHAMU TIPOTPaMMEI.

@ Timeline

[IpucMoTpuTECh BHUMATENFHO K OKHAM IPHIIOKE- [REvlcert=uie

Hus. C mpaBol CTOPOHBI, BBEPXY, y KaI0i obnac-
TH HUMeeTcsl HeOoulblllasi KHOIKA, NPU HaXKaTUU KO-

TOPOM BBICKAKUBACT MEHIO (puC. 1.3). VMeHHO B [N m————
HEM BBl MOXKETE BBIOpATh, KAKOE OKHO OYyJEeT Haxo- g quence Editor

IUTHCI B JaHHOM 00JIaCTH.

Editor
& Logic Editor
o Properties
Outliner

LI-: User Preferences
@

Info
[i® File Browser
=] Python Console
Puc. 1.3. 310 MeHio comepxnt (ISRl
BC€ BO3MOXXHbl€ OKHa nporpamMmmbl

HpI/IBeI[CM CIIMCOK BO3MOKHBIX OKOH.

¢
¢

3D View (3D Bum) — 0CHOBHOE OKHO JJIsl CO3JJaHUS U IPOCMOTPA CLICHBI.
Timeline (IlIxana BpeMeHn) — BpeMEHHAs MIKaJa JJIsi KOHTPOJISI aHUMAIIHH.

Graph Editor (Pemaktop rpadoB) — peaakTop aHUMAIMOHHBIX Kitouei. [To3Bomser
C MOMOIIBIO0 KPUBBIX TOYHO KOPPEKTHPOBATH MOBEACHUE KOHKPETHOTO 00BEKTA U €ro
CBOWCTB.

DopeSheet (Tabnuiia xmroueit) — MHOrOGYHKIIMOHATBHBIN PETaKTOp aHUMAIIWH,
UMEIOIIUI TpU pekuMa paboThI:

e DopeSheet — ynpasinenne KtoueBOi aHUManueil Beeil CIieHsb!;

e Action Editor (Pegakrop AeHCTBHiT) — CIEIHMAIBHBIA PEKUM JUTS YIIPABICHUS
TONBKO CKEJIETHOM aHMMAIIHEH;

e Shape Key Editor (Penakrop xito4eii (popMbl) — HacTpoiiKa BHyTpEHHEH aHUMa-
MU KOHKPETHOT'O 00BEKTa.

NLA Editor (Pegakrop NLA) — HeJHMHEHHBIN pefakTop mocieaoBarebHocTei. Ero
YI00HO MCIIOJIB30BATh JJIs TJI00AJIbHOTO KOHTPOJISI aHUMAIIMU BCEH CIICHBI.

UV/Image Editor (Pemaktop u300pakeHHii) — CO3JaHHE, HAIOXKEHHE TEKCTYp Ha
00BEKT.

Video Sequence Editor (PegakTop BHIEOMOCIEI0BATEILHOCTER — TMOTHOPYHKIHO-
HaJIbHAas MOHT@XHAS CHUCTEMa, TO3BOJISIONIAs 00beauHATh 3D-clieHy ¢ Bugeodaiina-
MH, UCIIOJIb30BaTh IIEPEXOIbI, pabOTaTh CO 3BYKOBBIMHU JOPOKKAMH.
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¢ Text Editor (TekcToBblif pelaKTop) — BCTPOCHHBIN TEKCTOBBIA PEIAKTOP ISl HAITHU-
CaHHS COMPOBOJUTEIBHOTO TEKCTA K CIICHE WJIM CO3JIaHHsI CKPHIITOB Ha si3bike Python.
[Ipu 5TOM JaHHEIE COXPAHSIFOTCS B CAMOM CIICHE.

4 Node Editor (Pemaktop y3/10B). YHHUKaIbHBIA HHCTPYMEHT, MO3BOJIIOIINI B Tpadu-
Y4ECKOM BHJIE HACTPaMBaTh CBOMCTBA OOBEKTOB, CIICHBI, Pe3yJIbTaTa peHaepa (OKOHYa-
TENbHAs BU3YaIH3allisl CIIEHBI).

¢ Logic Editor (Pegakrop JOruku) — OKHO ISl CO3AHUSI HTPOBOM JIOTHKH.

¢ Properties (CpoiicTBa) — OCHOBHOE OKHO, MO3BOJIAIOINICEC HACTPAMBATh CBOWCTBA
00BEKTOB, CIICHBI, pEHIEpa.

¢ Outliner (TI1aHUPOBIIKK) — BCIIOMOTATENIbHBIH HHCTPYMEHT ISl IPOCMOTPA U Opra-
HU3aIlUU CIICHBI.

4 User Preferences (ITonb30BaTenbCKie HACTPOMKH) — HACTPONKH MPOTPAMMBI.

¢ Info (Madopmanus) — riobanbHOE MEHIO TPOrpaMMbl M TOJIe3Has MH(GOpPMAIMU
0 CIICHE WJIM BBIICJICHHOM OOBEKTE.

¢ File Browser (Bpay3sep ¢aiiioB) — GhailioBblii MEHEDKEp AJIsI 3arpy3KH U COXpaHe-
Hus ¢aiiios. MeeT HeMaso (GyHKIMIA, ONTHMUA3HPOBAHHBIX 101 HY /16l Blender.

¢ Python Console (Koncomab) — unTepnperarop Python.

He npaBaa 5u, BIeyaTssiomuil CIMCOK MHCTPYMEHTapHs AJIsl MPOrpaMMbl 00BEMOM BCe-
ro 30 Mb6aiit? KoHeuHO, MHOTHE TEPMUHBI BaM TTOKa HEMOHSATHEI, HO 110 MEpe MPOUYTEHHUS
KHUT'H BCE CTaHET SICHO. A Temeph JaBaiiTe BEpHEMCS K TeMe pa3zena.

JItoboe oxHo B Blender umMeer cranmapTHbIE 00JIAaCTH: KHOINKa BbIOOpa pexuma (pac-
cMaTpuBajach paHee), TEKCTOBOE MM Tpadudeckoe MeHro, pabodast obmacts. MHTEpec-
HO, YTO M BUJI OKHA MOXXHO TIOJICTPanBaTh Ha CBOW BKyc. K mpumepy, BBl MOXeTe Tiepe-
MECTUTh HaBEpX CTAaHJAPTHO pa3MEIEHHOE BHU3Y MEHIO HJIM BOOOIIE €ro CIpSTaTh.
[llenkHUTE TTPaBON KHOIKOM MBIIIN B JIIOOOM MECTE IO 3aroJIOBKY, M MOSIBUTCS HEOOJIb-
nrast manesb Header (3aronoBok). Ha Heit Bcero nBa myHKTa:

4 Flip to Top (Otpa3uth BBepx) — ImepeMeliaeT MEHIO BBepX OkHa. Ilocie 3Toro
Haamuch n3menutcs Ha Flip to Bottom (Otpasuts BHU3);

4 Maximize Area (MakcuMalbHBI OXBaT) — paclaxMBaeT TEKylllee OKHO Ha BeCh
9KpaH.

Bbl MOkeTe MOIHOCTBIO CKPBITh MEHIO, €CJIM OHO He HYyxHO. [loaBeauTe Kypcop K rpa-
HUIIe MEXIY MEHIO B paboyeii 001acTeio. OH AOIKEH TOMEHTHCS Ha H300pakeHne Bep-
THKaJIBHBIX CTPENIOK. Ha)kMHTE JIeBYIO KHOMKY MBIIIK H COXXMHUTE MEHIO. A BOT /IS BOC-
CTAQHOBJICHHS €r0 HINUTE HEOOJBIIYI0 KPYIIyl KHOIKY C KpecTHKoMm (cm. puc. 1.2).
3aMeTbTe, YTO TAKWE€ KHOIIKHU MOABJIAIOTCA NJIA BCEX CKPBITBIX raHeneun TCKYUICTO OKHA.

COBET

B Blender o4eHb akTMBHO MCMOMb3YIOTCH ropsivme Knasuwn. Tak, K npyuMmepy, Ans pacnaxu-
BaHWUsi aKTUBHOIO OKHa (T. €. TaKoro, B KOTOPOM HaXOAMTCS KypCOp MbILIW) AOCTAaTOYHO Ha-
XaTb KOMOUuHauuto knasuw <Ctrl>+<Up>.
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1.2. YctponcTtBa BBoAa U "yMHOE MeHI0"

Pabora ¢ Mbinibpio 1 KinaBuatypoir B Blender umeer cBoM OCOOSHHOCTH IO CPAaBHEHHIO
C QJIBTEPHATUBHBIMH MpOrpaMMaMu. 3a0yabpTe MPO BCEBO3MOXKHBIC KOHTEKCTHBIC MEHIO,
BBI3BIBAEMBIC TIPABOM KHOTIKOW MBIIIN, — UX HUYTOXKHO MaJjo, CYIMIECTBYIONINE OTHOCST-
Cs K HaCTpOKKe OKOH. Bce MaHUIYIAIMK ¢ HHTEP(PEHCOM OCYIECTBIISIFOTCS JIEBOM KHOTI-
KO MBIIIH, a BOT MpaBas CIIyKUT HCKIIOUYUTENBHO IS BbIIETICHUS 0OBEKTOB U UX 3JIe-
MeHTOB. Cpe/lHAS KHOIKa (KOJIECHKO) MpeAHa3HaueHa JUIsl BCIIOMOTaTeIbHbIX (DYHKITUI:
MacmTabupoBaHHe M MOBOPOT ciieHbl B 3D View, mpokpydyuBaHHE COACPKUMOrO Ta-
HEJeH.

Bonbimoe 3nayenne B Blender oTBoaWTCs MCHONb30BaHMI0O KOMOWHALWMN TOpsYUX Kia-
BuIl. Pa3zymeercs, UIMEIOTCS UX aJbTEPHATUBBI B BHUJE MHTEPEHCHBIX 3JEMEHTOB (KHO-
MOK, MEHIO), HO Ha MPaKTHKE ropas3zio Mpolle MoJIb30BaThCsl TOJIbKO UMHU. Ha MHOTHE ro-
psiuMe KIJIaBHIIH MOBEIIEHB M KOHTEKCTHBIE MeHI0. [t OBICTpOro BeIOOpa HEOOXOIMMO-
ro IMyHKTa B HUX MOXXHO Ha)aTh COOTBETCTBYIOLIYIO IM(POBYIO KJIABHUILY HA OCHOBHOM
KJIaBHATYpE.

Opnaxo ropmoctsio Blender siBnsiercst Tak HazpiBaemMoe ""yMHOE MeHIO". B miponmisix Bep-
CHSIX TIPOTPAMMBI JUTSI CO3JIaHHSI HOBBIX OOBEKTOB CYIIECTBOBAJIO CIIEITHATIEHOE MEHIO,
BBI3BIBAEMOE TI0 KJaBHIe <Space>. DTO 3HAYUTEIbHO YOBICTPSUIO paboTy Hall CICHOM,
BeAb HE MPUXOIUIIOCH JUIIHUN pa3 MocelaTh TIaBHoe MeHIo npuinoxenus. Ceiiuac pas-
paboTunku nonuty ere ganbine. HoBas Bepcus "ymHO-
ro MEHIO" MO3BOJISIET BBI3BIBATH JIIOOYIO (YHKIHIO
Blender, OykBajbHO HaOpaB HECKOJbKO KIIFOUEBBIX
CHMBOJIOB B MOMCKOBOM cTpoke. [Ipuuem B mpeziarae-
MBI CIIMCOK TIOMAAyT KOMAaH[BI, HCKIFOYHATEIEHO I i AlL S
OTHOCAIIMECSA K BBIAEIIEHHOMY DJIEMEHTY CLEHBI N
(puc. 1.4). Tak mnst noucka komanasl Add UV Sphere
(cozmanme mpumuTHBa cepsl) AOCTATOYHO HaOpaTh
sphe.

~ sphe

Add lco Sphere

Add Surface Sphere

Puc. 1.4. Napa HabpaHHbIX OykB —
1 CMNCOK roToB

1.3. KoHuenuus 3KpaHoOB " cUeH

Paborass Haj ClEeHOW, MPUXOAUTCS BBINOIHATH MHOMXECTBO JCHCTBUI: MOJCIMPOBATH,
TEKCTypUpPOBaTh, HACTPAWBaTh aHUMAIMIO U (U3MKY, KOMIIOHOBAaTh BHJICOIOCIICIOBA-
TEJLHOCTHU. Y3Ke MOHATHO, 4To Blender nmpenocraiser mmpovaime BOZMOXKHOCTH JUIS
HACTPOMKHU pabovux OKOH. BOT TONBKO MOCTOSIHHO MaHHUITyJUPOBATh OKHAMHU B 3aBHCH-
MOCTH OT TeKyIIel 3a7aun Kak-To HerenecooOpasHo. ['opa3mo mporie 3apaHee co3narh
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pa3IMYHbIC PACKIIAKH OKOH IOJ] BCe HYKABL. Pazymeercs, Takasi BO3MOKHOCTh B Blender
uMeercs. Mano Toro, pa3paboTYMKH 03a00THIINCH CO3JaHHEM HECKOJBKHX 3arOoTOBOK
O] OTIpENIeNICHHBIC 3a/1a4l. DTOT MEXaHM3M TOTy4Yri Ha3BaHue — Screen Layout (Ma-
KT PKpaHa).

[Tonp30BaTHCS KpaHAMHU OYCHb W OUYEHBb MPOCTO. Bi3rmsuute Ha puc. 1.5. Hecnoxuo omn-
PEIeNUTh, YTO 3/IECh BUJCH KyCOUEK TIIABHOTO MEHIO MporpaMMsl (okHO 1Nnfo).

o [0

1 2 3 4

Puc. 1.5. SnemeHTbl ynpaBneHus Screen Layout

PaccmoTpum snementst okaa Info:

1. CxematnuyHoe m300pakeHHEe OKOH — BBIOOP MMEIOMIEHCS pacKiIaaKy W3 BEITIaTaroIIe-
T0 MEHIO.

2. Ha3BaHue TEKyIIETo SKPAaHHOTO MaKeTa.
3. JlobaBiieHHEe HOBOM pacKIaIKH.
4. YnaneHue akTUBHOM pacKJIaIKy.

I[J'IS[ BLI60pa KEJJa€MOro Make€Ta A0CTaTOYHO INEJIIKHYTH IO KHOIKE OTKPBITHUA MPECECTOB
u BI:I6paTI: HOI[XO,[[)IHII/IIZ, Omaro pa3p360T‘{I/IKI/I npeayCcMoTpeii HECKOJIBKO BApHUAHTOB:

4 Animation (AHuManus) — HabOp M PacCIHOJOXEHHE OKOH; ONTHMAJIBHO MOAXOIHT
JUTst pabOoTBHI C aHUMAITHET;

4 Compositing (Kommno3surus) — HacTpoiika MaTepualioB U TeKCTyp B pexxume Node
Editor (PenakTop y3110B);

4 Default (ITo ymonmuaHui0) — BapuaHT 10 YMOJIYaHUIO, MPEUIaraeMblil MPOrpaMMOii
[PH TIEPBOM 3aITyCKE WIIH CO3IaHUH HOBOTO MPOCKTa;

4 Game Logic (MrpoBasi jorika) — ONTHMAIbHO JUISI HACTPOMKH JIOTUKH WIPBI HIIH
IIPE3EHTALINH;

4 Scripting (CkpunroBaHue) — HCIOIb3YyHTE 3Ty PACKIAJIKY, €CIIH HEOOXOAUMO OTpe-
JaKTHUPOBATh WX HAIIUCATh CKPUIIT HaA HI/ITOHC;

4 UV Editing (Pa3zseptka UV) — co3aanue, okpacka U IPUMEHEHHE TEKCTYP;

¢ Video Editing (PemakTupoBanue BHI€0) — MMOrOTOBKA BHICOIMOCIIECI0BATEILHOCTH.

COBET

Bbl mMoxeTe ObICTpO nepeknodaTb 9KPaHHbIE MakeTbl C MOMOLLLIO TOPAYMX  KnaswL
<Ctrl>+<Left> unn <Ctrl>+<Right>.

WNHorna nMeromuxcsi BApHAaHTOB MAKETOB MPOCTO HemocTtatodHo. K mpumepy, Bo Bpems
MOJIEIIMPOBAaHUSI HEOOXOTUMO IPOCMATPUBaTh pabounii 00BEKT ¢ pa3HbIX pakypcos. s
3TOM IENM LEJIeCO00pa3HO CO03/aTh DKPAHHYIO) PACKIAIKYy € HECKOJIBKUMH OKHAaMH
3D View.
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[TocnenoBaTenbHOCTH JEUCTBUH ClieayrOmIas:

1. Co3pmatek HOBBIN NPODHITL MyTEM HaXaTHs KHOIIKY C H300paKeHUEM TUTIOCA.

2. IlepenMeHOBaTh 00BEKT (IEJIKHUTE 110 HA3BAHUIO ¥ BBEINTE HOBOE 3HAUCHHE).
3. PacronoxuTh OKHa B HY’)KHOM TIOPSIIIKE.

3aMeTHM, YTO BCE CO3JIaHHBIC MAKETHI, PABHO KaK W BCTPOCHHKIC, COXPAHSIOTCS B (aiine
TEKyIero mpoekTa. Tak 4to, Mpu 3arpy3Ke CBOETO MPOEKTa BBl OISITh BEPHETECHh K JIIO-
OMMBIM HACTPOMKAM.

COBET

Cospganu yHuKanbHble 3KpaHHbIe packnagkv v xenaeTe UX UCNONb30BaTb A4S BCEX NPOEK-
ToB? HeT Hmyero npouwe. Haxmute <CtrI>+<U> unn BbibepuTte nyHKT meHo File | Save
User Settings (®ann | CoxpaHuTb HacTpOWKWM) [AONA COXPaHEHUS MOMb30BaTENbCKUX Ha-
cTpoek. Tenepb Npy CO34aHUM HOBOrO MPOEKTa Bbl CMOXeTe paboTaTb ¢ COBCTBEHHbIMM 3a-
roTOBKaMMu.

B Blender umeercst yHukaiabHasi BO3MOKHOCTh OJTHOBPEMEHHOW Pa0OThI ¢ HECKOJIbKUMU
CIICHaMU. DTO HE TOBOPUT O TOM, YTO TPOUCXOJUT 3aIYCK Pa3HBIX 3K3EMILISPOB TPO-
rpaMMbl. Bce mporcxouT B 0JJHOM M TOM XKe MPOEKTe. YTpaBJieHHE CIICHAMU OCYIIIECTB-
JISIeTCS Ha TIaHEeN M TJIaBHOTO MeHio (puc. 1.6).

Puc. 1.6. SnemeHTbl ynpaBneHus
Scene Selectors

B npunnummne, pabota ¢ 3TOW MaHENbIO PAaBHOICHHA paHee pPacCMOTPEHHOW Screen
Layout. Ho B oTiinuue OT mocCieaHeH, TPU HAXKATUU KHOIKU JO0AaBJICHUS — MOSIBUTCS
meHto New Scene ¢ HeCKOJIbKUMH ITyHKTaMu:

4 New (HoBast) — coznmanue HOBOH clieHbl 0e3 Kakux-JIMOO OOBEKTOB. 3HAYCHMs Ha-
CTpOEK peHzepa OepyTcst 0 YMOIYaHUIO;

¢ Copy Setting (KomupoBanue HacTpOEK) — CO3JaHHE YMCTON CIICHBI C TEKYIIUMH Ha-
CTpOMKaMU PEeHJIEpa;

¢ Link Objects (Cs3b 006EKTOB) — KOIMMPOBAHHUE CYHIECTBYIOMIEH ciieHbl. IIpu n3Me-
HEHUH PaCTOJI0KEHUS U CBOWCTB OOBEKTOB B OJHOM CIIEHE pPe3yNbTaThl MPOSBATCS
B JIpYTO¥i;

¢ Link Object Data (CBs13p maHHBIX OOBEKTOB) — B 3TOM ClIydae BO3MOXKHO HE3aBH-
CHMOE TepeMelieHre 00bEKTOB, HO M3MEHECHHUS B CBOMCTBaX (DUKCHPYIOTCS BO BCEX
CIIeHaXx;

¢ Full Copy (TTomHast KOTHs) — CO37[aHUE TIOJTHOCTHIO HE3ABUCHMOM CIIEHBI C KOTIHSIMHU
00BEKTOB M HACTPOEK.
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Jl1 HarsIIHOCTH IPEICTaBUM CUTYallHI0, KOTJa BO3MOXKHOCTH OJHOBPEMEHHOM paboThl
C HECKOJbKMMHM CLIEHAMU HET WM OHa He mcnonb3yercs. Jomyctum, naer pabora Hax
CO3/laHHEM HHTEephepa FOCTHHON KoMHAThL. [lo mpochOe 3aka3umka Bbl pacCTaBHIN BUP-
TyaJbHYy!0 MeOeNb U C TOPAOCTHIO IEMOHCTPUPYETE Pe3yJbTaT. 3aKa3uuK B L[EJIOM yIOB-
JIETBOPEH, HO MPOCUT H00ABHUTH 3307, TA€ 3Ta MeOeIb PacroyiaracTcsi HeCKOIbKO I10-
nHoMy. Het HHuero npouie, coxpaHsieTe MPOeKT B APYroH Qaiii, MeHseTe pacloNIoKeHUe
00BEKTOB U 00pabaThIBacTe pe3yibTaT. 3aKa3uuK MpocMaTpuBaeT o0a 3MU301a U 3aropa-
€TCsl XKEJJaHUEM IIOCMOTPETh, YTO IPOU30MIET CO CTEKISTHHBIM CTOJIMKOM, €CJIM Ha HEro
ymanet ny6oBbiid mkad. XKemanue knmmenta — 3akoH. Co3znaere yxe Tpetuid ¢aiin, rae
KpacuBO BIpeOe3ru pasjeraeTcs CTONMK. BHe3amHo MOsBIseTCS MapTHEP 3aKa3uhKka W
3asBJIIET, YTO €ro He ycrpauBaeT (opma mkada. Bee, Beck Tpyn Hacmapky, a Boepean
nepeaesKa Tpex MPOeKTOB.

CwmemHas cutyanua? Ho oHa BmonmHe peanpHa. JlaBaiiTe TOCMOTPUM, 9TO MOXHO OBLIO
OBI cienaTh, UCTIOIB3YSI MEXaHM3M clieH Blender:

1. Cozparts CIieHy C MMOJIHOCTBIO TOTOBBIMU OOBEKTaMHU.

2. BpmonnuTh KonupoBanue cueHsl npu nomoun ¢ynkuun Link Object Data (Coenu-
HHUTH C JaHHBIMU 00bekTa). Tenepb BO3MOXKHO HE3aBHCHMOE MepeMelieHie 00beKTOB
B 00enx clLeHax, HO JI00ble U3MEHEHUsS] CBOWCTB OOBEKTOB IPOSBATCS BO BCEX CB-
3aHHBIX CIICHAX.

3. Co3math TpeThto Komuio, ucnoib3ys Gyukiwmo Full Copy (Ilommas komwus). Dta
CIleHa YK€ He3aBHCHMa OT IEPBBIX JABYX, 3aTO COAEPKHUT TE€ K& OOBEKTHl M Ha-
CTPOHKHU.

1.4. O6bekThbl B Blender

Korzma cMoTpuIs Ha CIOKHYIO, KPACHUBYIO TPEXMEPHYIO MOJIEINb, TO ITIOHEBOJIE 3ayMBbI-
Baelllbcsl, Kak ee Aedanu. TpyaHo NMpeacTaBUTh, YTO M3HAYAIbHO OHA MPEACTABIAIA CO-
00l KaKoW-HHOYAb HECIOXKHBIH 00BEKT, HanpuMep KyO. Takue 0OBEKTHI, KOTOpPhIE CIIy-
KAt MIePBOPOIHBIMU KUPITUYUKAMH JUIS CO3IAHHS MOJIEIICH, Ha3bIBAIOT NPUMUMUBAMU.

Ho npumuTBaMu HE OrpaHMYMBAETCS COCTaB CLIEHBI. B Hell mMpUCYTCTBYET MHOYKECTBO
JIpyTHX OOBEKTOB, 0e3 KOTOpPHIX paboTa Haj MPOEKTOM ObLTa OBl HEBO3MOXKHOH. OmHH
CIyaT I CO3/IaHUsl MOeNeH, Mpyrue oO0eCcCTIeuYMBAIOT OCBEIICHHE, TPEThH SBISIOTCS
BCIIOMOTaTeJIbHBIMU MK paboTe ¢ aHuManuen uinn ¢pusnkoi. Blender npennaraer 6omb-
1ol Habop 00BEKTOB JIS PEATU3AIUHN CAMOM CyMaCIISAIICH UICH.

s mobaBiieHust HOBOTO 00OBEKTA B CIIEHY CYIIECTBYeT crennanbaoe Merio Add (Jloba-
BUTB) B IJITABHOM MEHIO Iporpammsl (puc. 1.7).

Blender mmeer paznuuHbIe TPUMUTHBBI, MOAXOSAIINE ISl BBHITONHEHHS] TOW WM WHOU
3agaun. [Ipruem uid KauecTBEHHOTO pe3yibTaTa HY)KHO 3apaHee MpaBHIIBHO OIpejie-
JUTHCSI, KAaKOH 00BEKT Oy/eT JexaTh B ocHOBe. Hampumep, eciii Hy»KHO co371aTh MOJIENb
010K, TO ONITUMAIBHO HCITOJIE30BaTh IIPUMHUTHB C(ephl.

B HEKOTOPLBIX CIIyYasX pasHbIC BUJAbI IPUMUTUBOB MOI'YT C PABHBIM YCII€XOM CIIYKUTb
HepBOOCHOBOfI. Tak MOACIb JOAKHN MOXHO CACIAaTh U3 TOI'O KE KY63., HO Ooltee y,Z[06H0



20 nasa 1

JUTsE 3TO# 11esu ucnonb3oBath kpuBbie NURBS. CrienoBaresibHO, HY)KHO OpHEHTHPOBATh-
cs B 00wy npuMUTHBOB Blender u 3HaTh UX MOTCHIMATBHBIC BO3MOXKHOCTH.

Bce npumutussl Blender passeneHbl Ha 1Be OOJBIINE TPYIIIbL:
4 o0bexTsl Mesh (m1ockocTs, Ky0, chepa, HHIHHIP, KOHYC, TOP);
4 marematudeckue 00BEKTH (KPUBBIE, TOBEPXHOCTH, METAOOBEKTHI).

OTinyne MeXy HUMH 3aKIII0YaeTcs B Croco0ax reHepanuu ux mnporpammon. Tak, ecinu
CTPYKTypa MepBBIX 00BEKTOB MPEACTABISAET cO00i HAOOP BepIInH, pedep U IUIOCKOCTEH
(puc. 1.8), To BTOpBIE CO3MAIOTCS Ha OCHOBE CIIEIHANBHBIX MaTeMaTHYECKMX (DYHKIIHI
(puc. 1.9). Do obecrneurnBacT HEOOBIYANHYIO THOKOCTD MPH PEAAKTHPOBAHHUU (HOPM.

WV Mesh
2 Curve

& Surface

A Armature

M Lattice
Ermpty
) Speaker
, Camera
y Lamp
Force Field

A Group Instance

Puc. 1.7. 310 MeHto copepxuT Puc. 1.8. [ina co3gaHms Meya Ucnorb30Barcst NpocTou Kyo
Bce 06bekThbl Blender

Puc. 1.9. A atoT 60kan Gbln co3aaH C MOMOLLbIO KPUBBIX
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OCOOHSKOM OT 3THX IMPUMUTHBOB CTOUT 00BbeKT TeXt. Kak BblI yike Joragaanuch, OH CIy-
KHT JUISI Co3/IaHus OYKB M TEKCTOB B ciieHe. [IpenaraeMbie porpaMMoil BO3ZMOXKHOCTH
YPE3BBIYAWHO HIMPOKHU: OT BHIOOpA M HACTPOWKH IIPU(TA IO MAHUITYTUPOBAHUS HE3aBU-
CUMBIMU TEKCTOBEIMU OsiokaMu. OO0bekT Text siBisercss AByXMEpPHBIM M CIYXKHUT TOJIBKO
JUIS CO3/1aHusl TeKkcTa. B manmpHeimeM ero oOBIYHO KOHBEPTUPYIOT 00 B Mesh, mubo
B KpHBEIC.

IMpomomxuMm paccmoTpenne mento Add.

¢ ['pymmsr Curve, Surface, Metaball cogepxart npuMuTHBBI, CO3/1aBaeMBbIE C TOMOIIIBIO
MaremMatuueckux (GyHkumid. biaronmapsi ’ToMy peJakTUpOBaHHE TaKHX OOBEKTOB SIB-
asietcst Oosiee TOYHBIM U yAOOHBIM. OOBIYHO MX HMCHOJIB3YIOT HPH BBICOKOMOJIUTO-
HaJBHOM MOJICITUPOBAHUH.

¢ Armature (ApmaTypa) — AaHHBIH OOBEKT HEOOXOAMM MpPU CO3JAHHU CKEIETHOM
AHMMAaLIH.

4 Lattice (Pemierka) — BCHOMOTaTENbHBIH OOBEKT, KaK MPABUIIO, UCTIONB3YEMbIH IS
nedhopMaIiy MOJICIH.

¢ Empty (Ilycteimka) — BCIOMOTaTENbHBIA O0OBEKT, UTHOPUPYEMBI PEHIEPOM IPO-
TpaMMBbI TIPU BU3YAJIU3AIUH CLICHBI.

¢ Speaker (luHaMuK) — WCHOJB3YyeTCS Ui TO3UIIMOHUPOBAHMS HMCTOYHHKA 3BYKa
B 3D-mpocTpaHcTBe.

¢ Camera (Kamepa) — npu nepBom 3amycke Blender B clieHe yke ecTh O7Ha KaMepa,
HO BbI MOYETE JI00ABUTH €I1le HECKOJIBKO.

4 Lamp (Cser) — naHHBII DYHKT CONEPXHT MSITh PA3IUYHBIX TUIIOB MCTOYHHKOB CBE-
Ta, HAYMHAsI TOYEYHBIM M 3aKaHYHBasi COTHEUHBIM.

4 Force Field (CuoBbie mosisi) — 00BEKTBI, UCIOJIB3yEMbIC JJIsI UMHTAUU (hU3nUe-
CKUX SIBJICHHM, TAKUX KaK BETE.

4 Group Instance (I'pynmbe) — HHOTJIa HECKOJIBKO OOBEKTOB B CIICHE BBITOJHO 00b-
eMHATh B OJHY rpymiy. TTocie Co3maHusi TakoW TPYNIbI ee Ha3BaHWE IMOSBUTCS B
3TOM MyHKTE.

COBET

[ns 6bicTporo BbI3oBa MeHo [ob6aBrneHusi 06 bEKTOB B CLIEHY HakMuTe KnaBuwin <Shift>+<A>
B okHe 3D View.

1.5. OpuneHtauuna B 3D-npocTpaHcTBE

OcHoBHasi pabora B Blender nmpoucxomur B okte 3D View. IMeHHO B HEM CO3/1al0TCH,
PEIAKTHPYIOTCS U pa3MeInaroTcs o0bekThl. [Ipu mepBoM 3amycke B OKHE OTOOpa)aeTcs
ClleHa C MUHUMAJIbHBIM KOJIMYECTBOM HEOOXOIMMBIX O0OBEKTOB: KaMEepOU, HCTOUHUKOM
CBeTa M KyOOM.

Oxkno 3D View umeeT 00JbII0e KOJHUYECTBO HHTEP(PEHCHBIX JIEMEHTOB, YIIPABIISFOLIMX
pexuMamu 0ToOpaxkeHust U peaakruposanus (puc. 1.10).
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nasa 1

v omm;s \\i ’ User Persp

Yransform:
[Transiate
Rotate
| Scale

Object:

Duplicate Objects
Delete

Join

(smooth [rt |
(insert | Remove ]
Motion Paths:

clearpatns |
Repeat: ;
¥opemtor

Puc. 1.10. OkHo 3D View

Onucanue oCHOBHBIX 1eMeHTOB 3D View:

1.

Nudopmarust 0 pesxume TPOCMOTpa ¢ TOYKH 3PEHHS M0JIb30BaTe sl (BHU CIIEHBI CIie-
penu, cOOKy, CBEPXY | T. 11.).

. Tool Shelf (ITanenp uHCTpyMEHTOB). CONEPKUT OCHOBHBIC (PYHKIIMH, XapaKTEPHBIC

JJI BBIACJICHHOI'O 00BEKTA U pPeKUMa p€aaKTUPOBaHUA.

Dra maHelb COAEPKUT HACTPOMKH BHIOPAHHON (YHKIIMHM WM CO3MaHHOTO OOBEKTA.
K npumepy, eciu 106aBuTh B ciieHy npumutus Circle, To Ha qaHHO# naHenu otoOpa-
3arcs 3Hauenus: Verticles (Komuuectso Bepmun), Radius (Paguyc), Fill (3amueka).

Ha3zBaHue BbIIeIeHHOTO 00BEKTA B CLICHE.
Mode (Pexum). Beibop pexxuma padotsr 3D View.

. Viewport Shading (Pexum otpucoBku). KauecTBo 0TOOpakeHHs] 00BEKTOB Ha 3Kpa-

HE, OT CXEMAaTUYHOI'O 10 TECKCTYPHOI'O.

Pivot Point (Touka uentpa). Mcmosb3yercs Ui yKa3aHHs TOYKH B IPOCTPAHCTBE,
[0 OTHOLLIEHMIO K KOTOPO#l OYJeT BHIMOIHATHCS IOBOPOT MIIM MaclITaOupoBaHUE 00b-
eKTa.
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8.

11.

Kuonku BbIOOpa BUa MaHUNYJISAIMKH 00BEKTOM (IIepeMellieHre, MacTadupoBaHue,
ITOBOPOT).

. YrpaneHue 0ToOpaKeHUEM CJIOEB B CIICHE.
10.

Snap (Ilpussska). BeomMorarenbHbld peskuM, Uil 00jI€€ TOYHOIO MaHHUITYJIHPOBa-
HUS O0BEKTOM.

Knomnku "MruoBeHHOT0" YEpHOBOTO PEHICPHHTA.

e Hy)XHO 3aMETHUTh, YTO HEKOTOPBIC 3JIEMEHTHI 3arojioBka okHa 3D View moryt u3-
MEHSTBCS B 3aBHCHMOCTH OT BeIOpaHHOTO pesknma (Mode). Bonee moapobHo oHM
OyayT U3ydaThCs B CISAYIOIIUX TTaBax.

e [Ipu MOJETUPOBAHWU OYCHb BAXKHO PACCMATPHUBATH MOJIENh WJIH CIEHY CO BCEX
cropoH. Blender mo3BosieT 310 menaTh pa3IMIHBIMHU CIIOCOOAMHE: C MCIIOIh30Ba-
HUEM MBIIIH U TOPSYNX KIIABHIII.

PaccMoTpuM OCHOBHBIE CIIOCOOBI IPOCMOTPA CIICHBI.

¢

Bpawenue. OcyniecTBiseTcs MyTeM HaXXaTHA W YICPKAHUS CPEIHEH KHOIKU MBIIIN
(xomecuka). Toukoi BpalieHus: CIy»XUT IEHTp OKHA. TakuMm 0Opazom, 4TOObI AeTaThb-
HO PacCMOTPETh HYKHBIH 00BEKT, JOCTATOYHO IIOMECTUTH €T0 B IICHTP SKpaHa.

IHanopamuposanue (epeMeIlieHUe IO BEPTUKAIM WM TOpu3oHTanu). Vcnons3yercs
BCE Ta YK€ CPEIHSS KHOIKA MBIIIH ¢ HaXkaToi kiasuiien <Shift>.

Macwmabuposanue. [ yBennueHUs WiIA YMEHBIICHUS MaclTada CLUEHBI UCTIONb3Y-
€TCsl KOJIECHKO MBIIIH. AJBTEPHATUBOW CIYXHUT KoMOwHarws winapumu <Ctrl> u
cpeaHel KHOMKY MBIIIH.

Kpome stux ocHoBomomararoninx MaHumyssiwid, Blender mpemmaraer 3arotoBku mpo-
CMOTpA, BBI3bIBAEMbIE TOPSUYUMH KIIABHIIAMHU JOTIOJHUTEIBHON TUPPOBOI KIIaBUATYPHI:

<NumPad 1> (Front View) — Bu ClICHbI CIIEPEIH;
<NumPad 3> (RightView) — B ciieHbI CrIpaBa,;
<NumPad 7> (Top View) — BuJ CLICHbI CBEPXY;
<NumPad 0> (Front View) — npoexius 13 KaMepbl;

<NumPad 5> — nepexoueHre 0TOOpaKEHHsT U3 MEPCHEKTUBBI B OPTOrOHAIBHYIO
MPOEKIIHUIO0 U HA00OPOT;

<NumPad 4> u <NumPad 6> — Bparienne CIieHbI 110 BepTUKaJIHLHON OCH;
<NumPad 2> u <NumPad 8> — BpatieHue CrieHbI 110 TOPU3OHTAIHLHON OCH;
<NumPad +> u <NumPad —> — macmtabupoBanue;

<NumPad .> — BbI/IeJIEHHBI 00BEKT MOMEIIAETCS B IIEHTP U 3alOJIHACT BCIO pabo-
4yI0 00J1aCTh OKHA.

Urak, BCs nononHuTenbHas 1udpoas kiaBuarypa B Blender monHocThio 3aBsi3aHa Ha
yrpaBieHrue npocMorpoM okHa 3D View. 3anomHuUTE 9TH COYETAHMS KIIABHIL, B Oy1Iy-
IIEM OHHU HE pa3 MPUTOIATCS.

Teneps paccmotpum Merro Viewport Shading (Pexxum otprcoBkn). Kak yske Ob110 CKa-
3aHO, B HEM MOKHO BbIOpaTh croco0 mpopHcoBKU cojepskumoro okHa 3D View. IMpu



24 nasa 1

Hakatun kHomku Viewport Shading (Pexwum otprcoBku) (cMm. Ne 6 ma puc. 1.10) mpo-
rpamMMa MpeyIoKUT CIEAYIONHNA CITUCOK:

¢ Textured (TekcTypHble) — MaKCUMAaIbHO NPUOIKCHHBI K PEATbHOCTH PEKHM
MPOPUCOBKH 00BEKTOB: MOKA3BIBAIOTCS TEKCTYPBI, TCHH, CIIOKHBIE MEHIEPHI;

4 Solid (CrutomiHoit) — HCMOIB3YETCs M0 YMOIYAHHIO: CaMU 00BEKThI, OCHOBHBIC 11BE-
Ta MaTepHAIIOB, IPOCTHIE HICHICPHI;

¢ Wireframe (Kapkac) — mpocToe, cxeMaTHYHOE MPECTaBICHUE O0BEKTOB, ITOT pe-
KM y100HO HCTIONB30BATh AJISI MOAEIHPOBAHUS,

¢ Bounding Box (I'panuibl 00bekTa) — peaibHbIe 00BEKTHI 3aMEHSIOTCS TMapaiese-
NHIEIaMH — MHHHUMAIBHOE MPEICTAaBICHNE, HO 3aTO MAKCUMAaIbHasl CKOPOCTh Iepe-
PHCOBKH CLICHBI.

1.6. baszoBble MaHUNYNALUM OO BEKTaMu

B sToM pasnene BB MO3HAKOMHUTECH C OCHOBHBIMHU CIIOCOOAMH YIIPABICHHS OOBEKTaAMHU
B CIIEHE, TAKHMH KaK: IlepeMeIleHre, MacCIITaOupOBaHue, pOTalys, 100aBICHUE U yaae-
HUe, 1yOIrpoBaHUe.

3anycrute Blender u oOparute BHUMaHue Ha 0OBEKTHI, Haxomsmecs B okae 3D View.
ITo yMOm4aHuIO MX TO/DKHO OBITH TPU: Kamepa, HCTOYHHK cBeTa U KyO (cm. puc. 1.10).

YT1o0Obl ynpaBisATh 0OBEKTOM, €r0 HEOOXOIMMO INPEABAPUTEIBHO BBIACIUTH. s 3TOTO
CIIy’)KUT TIpaBas KHONKa MbIIIH. [Ipu 3TOM Kpasi aKTUBHOTO 00BEKTa OTMEUArOTCs OpaH-
JKEBBIM I[BeTOM. KpoMe TOro, HMOSBISIOTCS BCIIOMOTATENIFHBIE JIEMEHTHI B BHIE Pa3HO-
IBETHBIX CTPEJOK C OKpY>KHOCTHI0. Tak Blender ormedaeT nieHTp 00bekTa (OKPY>KHOCTB)
W N0 YMOJIYaHUIO BKIIOYAeT MaHWUMyNIATOp nepemenieHus. [lonpoOyiiTe BBIACTUTH KyO,
3aTeM yXBAaTUTHCS 3a JIOOYI0 U3 CTPENOK M, HaXKaB JIEBYIO KHOIIKY MBIIIH, OCTOPOKHO
HEePEMECTUTD €€ B CTOPOHY — OOBEKT MOCIYIIHO MOCIEAYET 3a KypcopoM. 3aMeThTe, UTO
B 9TOM Clly4ae IMepeMeIleHHe OCYIIECTBIISETCS CTPOrO O BBHIIEICHHONH KOOPAWHATHOMN
ocu. JI71s MpOU3BOJILHOTO MIEpEeMEIeHHs] BHE OT/IEIBHOI OCH HaBeIUTE Kypcop Ha OOBEKT
1, HaXXaB IPaBYyIO KHOIIKY MBIIIH, [[BI/II‘aI‘/'ITC MaHUITYJIATODP.

Ha 3aronoBke oxknHa 3D View ummeercst crienuaibHasi rpynna KHOIOK, aKTHBUPYIOLIHX
pa3HbIe TUIIBI MAaHUYJIATOPOB (puc. 1.11):

1. BxiroyeHue uiM OTKIIIOUEHHE BU3YAJIbHOT'O OTO6pa)KeHI/I$I B OKHE€ aKTHUBHOI'O MaHH-
mynsTopa. OTO HE 3HAYHT, YTO OOBEKT HENb3s OyJeT MmepeMeniaTh Wi MacmTabupo-
BaTb. [IpocTo mpueTcst HCIOIb30BaTh TOPSYNE KIABUIIH.

2. Pexxum nepemernenus (Grab).

3. Pexum Bpauienus (Rotate).

NP Global %

1 2 3 4 5

Puc. 1.11. NaHenb ynpaBneHus MaHunynsaTopamu
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4. Pexum Mmacimrabuposanus (Scale).
5. BrI00p KOOPIUHATHON CUCTEMBI.

[Ipu BBIOOpE pexuMa B BCIIOMOTATEIbHBIX 3JIEMEHTOB Y 00BEKTa COOTBETCTBYIOLINM
o0pa3oM m3MeHHTCA. Takke MMEeTcs BO3MOXKHOCTh BKJIIOYEHHS Cpa3y HECKOIBKHX Ma-
HUMYJISATOpOB. IIpocTo BEIOMpaiiTe HyXHBIE W3 HUX, YACPKHUBas HAXATON KIABHUIILY

<Shift>.

B GonpmmHeTBE citydaeB paboTaTh ¢ MAHUIYJIATOPaMU d3QQEKTUBHEE C HCIOIh30BAHIEM
TOPSTYMX KJIABUII:

¢ <G> — nepemerieHue;
4 <S> — macnTabupoBaHHUE;
¢ <R>— BpaieHue.

Hpnqu HUMECTCA BO3MOXXHOCTH ABHMIKCHUS 00BeKTa CTporo mo Hy)KHOﬁ KOOp)IHHaTHOﬁ
ocu:

¢ <X>—koopauHarta X;
4 <Y>—xoopauHaTa Y;
4 <Z>—xkoopauHarta Z.

Hampumep, HE00X01UMO TIEpEeMECTHTh 00BEKT M0 kKoopauHaTe Z. COOTBETCTBEHHO, Ha-
kumaeMm kiaasumry <G>, 3atem <Z> W mepemerniaeM o0BeKT. [ 3akperuieHus pesyibTa-
Ta CIYXHT JieBas KHOMKA MBIIHK. UTOOBI OTMEHHTH AEWCTBHE, HOCTATOYHO IICIKHYTH
MpaBOil KHOMKOM MBILIM WIK HAaXaTh Ki1aBuily <Esc>.

COBET

Bbl moxeTe ucnonb3oBath knasuwy <Shift> ona sameanexnvs gsmxeHus obbekta npu ne-
pemMelleHun, mMacwTabupoBaHMM unu potaumu. A BOT ecnu Haxatb knasuwy <Ctrl>, To
OBmxeHne obbekTa GyaeT NpmBsi3aHO kK BCoMoraTenbHou ceTke okHa 3D View.

HemanoBakHBIM MOMEHTOM SIBJISETCS BBIOOP MOIXOMAAIICH KOOPJAUHATHOM cucTeMbl. [1o
ymonuanuto Blender paGoraeT B rio0alibHOM CUCTEME, T. €. B TaKOH, TJie KOOPJAMHATHBIC
ocr 00BEKTOB COBIAJIAIOT C OCSIMU CaMoii cleHbl. J1iist BEIOOpa HHOW OpUEHTALIMN CITYKHUT
COOTBETCTBYIOIIICE MEHIO HA MaHEIH MaHUITYIsTOpoB (cM. Ne 5 Ha puc. 1.11).

Bcero nporpamMma npeanaraet niath BApUaHTOB:

¢ View (OxomnHas) — 3aBHCHUT OT Tekymiei mpoekimu okna 3D View (Front, Top,
Right);

Normal (Hopmann) — opueHTaiust mo HopMaiisiM 00beKTa;
Gimbal (JIxiumb6an) — MCIONb3yeTcs MPU CKEIETHOH aHUMAIIUH;

Local (JlokanbHast) — cOOCTBEHHAs KOOPJAMHATHASI CUCTEMA BBIZIEJIEHHOTO 00BEKTa;

* & o o

Global (T'mo6anbHas) — OpHEHTAIHS IO OCSIM CIICHBI.

Teopust 6e3 MPaKTUKK HAYTO, HE TaK JTU? A Bellb JJa)Ke TOrO, YTO BbI y3HAJHM HA 3TOM 3Ta-
e, BIIOJHE JOCTaTOYHO AJsl Havajga paboThl HaJX NPOCTEHIIed MOJENbIo, HanpuMmep
KYBaJIJbl.
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