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rMMABA 1

3HAKOMCTBO C UHTepcdencom

Korna npuxoauTcs 3amyckaTh HEM3BECTHOE MPUIIOXKEHHE, MEePBbIM J1eNoM o0paliaellb BHU-
MaHHe Ha TO, KaK OHO BEINIILANT. He 3pst omHa W3BecTHAs MOCIIOBHIA TacuT: «Berpeyarot mo
OJIEXKKE...». A BOT «IIPOBOXKATH IO yMy» TaKkylo IporpamMmy, kak Blender, BaMm u He 3axoueT-
csi. Ecau BBl mo0utens uian npodeccuonan B obdnactu 3D-rpaduku, TO MOLIb U MPOCTOTA
3TOr0 pelaKkTopa Bac MOKOPST.

«Ho, mpocTuTe! — BOCKIMKHET JOTOLIHBINA yuTaTesb. — Benps o Blender xoaut crnaBa ciox-
HOI TporpamMMBbl C 3alyTaHHBIM HHTepdeiicom». Pe3oHHO 3amedy, 4To Noboe cepbe3Hoe
npuiokeHue TpeOyeT BAyMUYMBOro u3yueHus. [1o Mepe HakoIIeHUs ONbITa BCE KaxylLUecs
CJIOHOCTH YHIYT Ha 3a7Huii miad. byns To Blender unu Maya, nnu 3ds Max — nrobas npo-
rpamMMa B yMeJbIX PyKaX CTaHeT MOCIYLUIHbIM HHCTPYMEHTOM.

DneranTHBI BHEUTHAN BUJ, OJHOCTHIO HACTpanBaeMasi pabodas 061acTh, THOkoe KOHPUTY-
pUpOBaHUE TOpAYMX KJIaBUII — BCE 3TO MPU3BAHO 00JeryuTh paboTy MOJb30BaTeNs, JaTh
BO3MOYKHOCTb €My CKOHLIEHTPUMPOBATbCSl MCKIIOUMTENIBHO Ha TBOpuecTBe. Eciau Bbl paHee
paboTany ¢ nIpyrumu nporpammamMu 3D-MozennpoBaHus, TO MepBOHAYAEHO MHOTOE OyaeT
Ka3aThCsl HEYHOOHBIM M Hecypa3zHbiM. OmHAKO — IUINL HA TepBblil B3, Benp Blender
o0nagaer cOOCTBEHHBIM MOAXOJOM K co3AaHui0 3D-KOHTEeHTa, 0COObIM CBOEr0 pPojAa MHUPO-
BO33peHUeM. [1ocTUTHYB ero, HauMHaelllb MOHUMAaTb, Kak yI00HO U MPOJYMaHHO BCE B HEM
ycTpoeHo. B KOHIIe KOHIIOB, HUUTO HE MEIIAeT HACTPOUThH MPOrpamMMy Ha CBOIl BKyC, Oiaro
pa3paboTyuKy MpeAaratoT AJsl 3TOro LUpovaiiiye BO3MOXKHOCTH.

Orta rnaBa sBisercs 06a3oBoii B moHuMaHuu pabothl ¢ Blender. IIpountar ee, BbI m3yuute
uHTepdelic mporpaMmel, MO3HAKOMHUTECH C OCHOBHBIMU OOBEKTaMH U JjaXKe CAelaeTe CBOH
MIepBYIO MOJIEJIb.

1.1. OKOHHaA cuctema

Hrak, Bbl ycranoBuin Blender, 3amyctuiu nmporpaMMy ¥ rOTOBBI UATH B 60ii. UTo %, naBaii-
Te HAYMHATb.

[Tpm 3amycke mporpamma Bceraa BCTpedaeT MPUBETCTBEHHBIM OKHOM C Kakoi-1n0o 3aHMMa-
TesbHOI KapTuHkoi. OT Bepcuu K BepcuU N300paxKeHUe MEHSIETCs,, HO 3TO U HEBAXHO. Bax-
HO TO, YTO 3TO OKOLIKO MMEET CCHUIKM Ha IOJIE3HbIE UHTEPHET-PECYPCHI, MOCBSLLEHHbIE
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Blender, a Taxxe comepKHUT CMUCOK mocieqHux pabounx mpoektoB. Kpome Toro, ects ere
TPU MHTEPECHBIX MYHKTA!

4 Recover Last Session (BoccTaHOBUTB MOCHENHMI ceaHC) — BbI3BIBAET MPOEKT, U3 KOTO-
poro ObL1 MPOW3BEJEH BBIXOJA W3 Mporpammbl. JIeno B TOM, 4TO KOTZa Bbl 3aKpbIBacTe
Blender, mponcxoaut aBTOMaTnieckoe coxpanenue (aitna ¢ uMeHeM quit.blend B mokanb-
HOM Kartayiore Temp TEKYIIETO MOIb30BaTeNs. JTa (PyHKIUS Ype3BBIYAiHO MOJIe3Ha, eCIn
BbI 3a0bUTH COXPAHUTb MPOEKT Mepe]l BLIXOJ0M;

4 Copy Previous Settings (KonupoBath nmpeablaylyie HacTpOWKH) — HE YTO WHOE, Kak
CBOEOOPA3HBINf MOCTUK MEXIy BepCUsMH mporpamMmbl. Ll{enkHuTe Ha 3TOM MyHKTE, eCITU
JKelaeTe BOCCTAHOBHTH TpeIbIAyIIue HacTpoiiku Blender, BkiOWas W yCTaHOBICHHBIE
TUIarvHbL;

4 Interaction (B3auMmogeiicTBie) — 3Ta ccbulka OyJeT WHTEpecHa TeM, KTO paHee pabdoTait
C anbTepHAaTUBHBIMU MporpamMmamu Maya uiu 3ds Max. [IpocTto BeiOepute u3 mpenna-
raeMoro CIMcKa MpeceToB HY>KHbI MYyHKT U MOJyYUTe MPUBBIUHYIO PACKIAAKy FOpSYUX
KJIaBMLLL.

A Temnepb naBaiiTe MOCMOTPUM HAa CKPUHLIOT CTAHAAPTHOrO OKHA MporpamMmsl (puc. 1.1).

B neicTBUTENBLHOCTH 31€Ch HE OJHO OKHO, a LECJbIX MATh. W BBI MOXETE neaTh ¢ HUMMU, YTO
3aXO0TUTE: UBMEHATDb Pa3MEpPhI, ,I[O6aBJ'I$ITB HOBBIC, YAAJISATh HEHYXKHBIE U JaXKE€ OTCOCAUHATDH

D Blender 2.7 1 v cosses

Pwuc. 1.1. Npun nepsom 3anycke Blender BbirnagnT nMeHHo Tak
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UX B BUJIE OTAENILHOTO OKHa. [TocieHss (GyHKIUS NPUTOJUTCS TEM, Y KOTO HECKOJIBbKO MOHU-
TOPOB.

[Tonpobyem HemHOro mourpath ¢ okHamu. LllenkHuTe B J1060M MecTe MpOrpamMbl, YTOOBI
3aKkpeITh NpuBeTcTBUe Blender. Ecau Bbl moaBenere Kypcop K Kakoi-1ub0 rpaHuLe MexIy
MaHeNsIMH, TO OH IOMEHSAeTCsl Ha XapaKTepHBIN IBYXCTOPOHHWH yka3aTenb. Temepb BbI
MOYKEeTe, 3aKaB JIEBYIO KHOIIKY MBIIIH, IEPETSIHYTh TPAHNILy B HY)KHYIO CTOPOHY.

COBET

OKcnepuMeHTMpYii, NpoBepsl, ucnonb3yii! BoT Ball NO3yHr ANs Nyyllero yCBOEHUs maTtepuana.
Bce HecrnoxHble yNpaXkHeHWs, NPUBEAEHHbIE B KHUME, CTapaiTecb NOBTOPSATb Ha NPaKTUKE.

Becbma opurnnansHo B Blender BeImosiHeHO yripaBiieHe OKHaMU: yalleHne, OObeInHeHNe 1
otcoenHeHne. J{d 3THX omepaununii CiykHUT HeOOJNBIIONW YTrojloK B BEpPXHEM MPaBOM YIITy
Kaxxoro okHa (puc. 1.2).

VYiuenurech KypcopoM 3a 000l MOHPaBUBILUICS YroJlOK M MONpoOyiiTe HEeMHOTO TepeTs-
HYTh ero BIeBo. Kak BuanTe, mosiBUIICS TyOMuKaT okHa. UTOOBI 0OBETUHNUTE MX, JOCTATOUHO
MepeTsiHyTh TOT e YroJIOK BMpaBo. [Ipu 3TOM Bbl YBUAUTE CXEMATUUHBIC CTPENIKH, YKa3bl-
Baroll[ye, KyJa MMEHHO «BOJIbETCS» OKHO. MojkeTe MOMEHSATh HalpaBlieHHe, Tepemerias
MBI BIPABO WJIH BIIEBO.

3anoMHuUTe ABa NPOCTHIX MpaBUIa:

¢ 111 Oobasnenus OKHAa — JIBUKEHHE MBILIBIO BIIEBO WM BHU3;

¢ 111 06veOurHeHuss OKOH — JIBU)KEHUE MBIIIBIO HAIPaBO WM BBEPX.
OTcoenHeHUE OKHA BBIMOIHAETCS eLle MpolLe:

1. Haxwmute u yaepkuaiite knapuuny <Shift>.

2. VYuenutech KypcopoM 3a YroJioK.

3. IlepeTssHUTE MBILLB B JIOOYIO CTOPOHY.

Takoe ynpaBieHre OKHaMK JOCTaTOYHO HEOOBIYHOE, HO Ha MPAKTHUKE OHO OKa3bIBAeTCs BECh-
Ma 3P PEeKTHBHBIM.

Puc. 1.2. KntoyeBoi anemeHT
ANS ynpaBneHus OKHOM

Blender — nporpamMma MHOTo(QyHKIOHANBHAsA, OHA MO3BOJIIET MOJEINPOBATH, BBHITOJIHATD
AHMMAaLMIO, CO3/1aBaTh BUICOIOCIEIOBATEILHOCTH, MOJICPKUBACT CKPUNTOBaHUe. BronHe
MOHATHO, YTO Pa3pabOTUMKK 03a00TWIIMCH HAAJeXalMM 00pa3oM CrpyNmnupoBaTh UHCTPY-
MeHTapHii OT/eNbHBIMI OJIOKaMH AJIst ONTUMAITBHOTO MCTIONB30BaHMs. J[aBaiiTe MO3HAKOMUM-
Csl ¢ TI00aIbHBIMU OKHAMH MPOTPaMMBI.

[TpucmoTpuTeECh BHUMATENBHO K OKHAM NpuioxkeHus. C mpaBoil CTOPOHBI, BBEPXY, Y KaXKA0MH
obnactu umeeTcs HeOoJiblIas KHOMKA, MPU HaKaTUM KOTOPO#l BBICKAKMBaeT 0co00e MEHIO
(puc. 1.3). IMeHHO B HeM Bbl MOeTe BbIOpaTh, Kakoe OKHO OyJeT HaXOAWThCs B 3TOH 00-
JIacTu.
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Puc. 1.3. 310 MeHI0 BKNovaeT
BCE BO3MOXHbIE OKHa MPOrpammei
E
Timeline
Graph Editor
Dope Sheet
MNLA Editor
i
PaccMOTPUM CITHCOK BO3MOMKHBIX OKOH. s
Sequence Editor
ie Clip Editor

. . . Text Editor
4 Timeline (Illkana BpeMeHM) — BpeMeHHAs IIKala ms

JUTSL KOHTPOJISl aHUMAIIUH. Ll s

4 3D View (3D Buja) — OCHOBHOE OKHO AJIsi CO3aHMs
1 TIPOCMOTpA CLICHBI.

4 Graph Editor (Penaktop rpadoB) — penakTop aHu- Leg B

MALMOHHBIX KJtouei. [1o3BONIIET ¢ MOMOLIBIO KpH-
BBIX TOYHO KOPPEKTUPOBATh MOBEIEHNE KOHKPETHOTO
00BEKTA U €r0 CBOWCTB.

Properties
Qutliner

User Preferences
4 Dope Sheet (Tabnuua kioueir) — MHOTO(YHKIMO-
HaJIbHBI peaakTop aHMMaluu, UMEKOLUA NATh pe-

JKUMOB pabOThI:

Info

File Browser
e Dope Sheet — ynpapineHue KIIOU€BON aHUMAaLU-

el BCeii CIEeHBI; Python Console

e Action Editor (Penakrop neiictBuil) — cneuu-
albHbII peXXUM Ui YNpaBlieHUs] TOJBKO CKeJeT-
HOM aHMMalueii;

e Shape Key Editor (Pegakrop kmoueii ¢popmbl) — HacTpoiika BHyTpeHHe! aHUMAaIiH
KOHKPETHOT0 00beKTa;

o Grease Pencil (BockoBoii kapaHjai) — KiroueBas aHMMalus MHcTpymenta Blender
C OZTHOMMEHHBIM Ha3BaHUEM;

e Mask (Macka) — pexxuM Jyis aHUMalUKM BCIOMOTaTelbHbIX 00BEKTOB, MPUMEHSIEMBIX
JUTSL CKPBITUS YAaCTH M300pakeHUs CLICHBI.

4 NLA Editor (Penaktop NLA) — HenuHeiHBI pemakTop mocieaoBarenbHocTel. Ero
yI0OHO UCIONIb30BATh JIsl IN100aTbHOIO KOHTPOJISl aHUMAllUY BCeil CLISHBI.

4 UV/Image Editor (Penaktop uzobpaxeHuit) — co3qaHue, HAIOXKEHUE TEKCTYp HA 00b-
eKT.

4 Video Sequence Editor (Penaktop BuaeomnocienoBaTeNbHOCTEH) — MOTHOPYHKLHO-
HaJlbHas MOHTaXHas CUcTeMa, Mo3BoJjsolas o0beanHATs 3D-cueHy ¢ Buaeodaiinamy,
UCIOJIb30BaTh MEPEX0bl, paboTaTh CO 3ByKOBBIMU JOPOJKKAMU.

4 Movie Clip Editor (Penaktrop knunoB) — B otiunuue ot VSE (Video Sequence Editor),
9TO OKHO CITY>KUT TOJIBKO ISl yripaBiieHus cucteMoii Motion Tracking, T. e. cuctemoit co-
BMeLIeHHs TPEXMEPHOT0 N300payKeHUsI C OTCHSTBIM BUJIEO.
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4 Text Editor (TekcToBblil peiakTop) — BCTPOCHHBIN TEKCTOBBIM peJakTop Ui HATMCAHUS
COMPOBOJUTENBHOIO TEKCTA K CLIEHE WM CO3JlaHusl CKpUNTOB Ha si3bike Python. [1pn a3tom
JAHHbIE COXPAHSIOTCSI B CaMOii CLieHe.

4 Node Editor (PenakTop y3/10B) — yHUKaJbHbIA HHCTPYMEHT, MO3BOJISIONIMI B rpaduue-
CKOM BUJIe HACTPANBATh CBOICTBA OOBEKTOB, CIIEHEI, Pe3yibTaTa peHaepa (OKOHUATeTbHAS
BU3yaJIU3alNs CLICHBI).

4 Logic Editor (Pegaktop JOrMKi) — OKHO JUIsl CO3JaHUSI UTPOBO JIOTUKH.

4 Properties (CoiicTBa) — OCHOBHOE OKHO, IO3BOJISIFOILEE HACTPaMBaTh CBOICTBA 0OBEK-
TOB, CLIEHbI, peHJepa.

4 Outliner (TTnaHMPOBIUKK) — BCIOMOTaTeNbHbI MHCTPYMEHT /I IPOCMOTPa M OpraHu-
3alUU CLICHBL

4 User Preferences (ITonp30BatenbCKie HACTPOMKN) — HACTPOMUKH MPOTrPaMMBL.

4 Info (Mudpopmanus) — riodajspHOE MEHIO MPOrpaMMbl U TIoJie3Hast HH(opMalys o cleHe
WJIM BbIIETIEHHOM OOBEKTE.

4 File Browser (bpaysep ¢aiinoB) — aiinoBblii MeHeIpkep Ui 3arpy3Kd M COXpaHEeHUs
¢aitnoB. UmeeT Hemano GyHKUMI, ONTUMU3MPOBAHHBIX MO HYX /bl Blender.

4 Python Console (Koncons) — untepnperatop Python.

He mpaBna nu, BeUaT/IAIOMUN CIIUCOK MHCTPYMEHTAPUS U HMPOTpamMMBI 00BEMOM BCETO
300 Mbaiit? KoHeuHO, MHOTHE TEPMUHbBI BaM MOKa HEMOHSATHBI, HO 10 Mepe MPOYTEeHUS KHU-
I'M BCE CTAHET ACHO. A Teleph JaBaiiTe BepHeMCsl K TeMe pazjena.

Jlro6oe okHo B Blender mMeer cranmapTHbIe 001acTh: KHOIKY BBIOOpa peknMa (paccMmarpu-
BaJlach paHee), TEKCTOBOE MM rpaduueckoe MeHto, padbouyto obiacTs. MHTepecHo, 4To U B
OKHa MOYKHO MOJCTpanBaTh Ha cBOW BKyc. K mpumepy, Bbl MOXKeTe MepeMecTHTb HaBepX
CTAaHAAPTHO pa3sMeLIeHHOe BHU3Y MEHIO WK BooOLIe ero cnpstars. lllenkHure npaBoii kHON-
KOIi MBIIIN B IFOOOM MeCTe 10 3arojoBKy, 1 MosiBUTCs HeOonbluasd naHens Header (3arono-
BOK). Ha Heii Bcero Tpu myHkTa:

4 Flip to Top (OTpa3uth BBepx) — NepeMelllaeT MeHIO BBepX okHa. [locie aToro Hajmuch
n3menuTcs Ha Flip to Bottom (OTpa3uTs BHU3);

4 Collapse Menus (CBepHYTh MEHI0) — JIIOOMTENM MUHUMAJIM3Ma MOTYT BOCIOJIb30BATHCS
3Tol (yHKIMe, uToOBI ele Oonblie onTUMU3MpoBaTh okHa Blender. ITocne BbiboOpa Tek-
CTOBOE MEHIO TIPUMET JIPEBOBUIHEII BUL;

4 Maximize Area (MakcuManbHbI 0XBaT) — pacnaxMBaeT TEKYIee OKHO Ha BECh IKPaH.

Bbl MOKeTe MOJHOCTBIO CKPBbITh MEHIO, €Clii OHO He HyxHO. [loaBenuTe Kypcop K rpaHule
MEXIY MeHIO 1 pabodeli o0macTeio. OH TOMHKEH TIOMEHSThCS Ha N300 pakeHNe BEPTUKANBHBIX
cTpenok. HaxkMuTe JIeBylo KHOTIKY MBILIN U COXXMUTE MEHIO. A BOT JiJIsl BOCCTAHOBJIEHUsI €ro
UuMTe HeOONBIIYIO KHOIKY € KpeCcTUKOM (cM. puc. 1.2). 3ameTbTe, UTO Takhe KHOMKHU MOsB-
JISFOTCS 17151 BCeX CKPBITHIX MaHesel TeKy1ero okHa.

COBET

B Blender o4eHb akTMBHO MCMOMb3YHOTCHA ropayne knasuwmn. Tak, K npyumepy, AN pacnaxmsaHus
aKTUMBHOrO OKHa (T. €. TaKoro, B KOTOPOM HaXOA4UTCS KypCOp MbILLUM) AOCTATOYHO HaxaTb KOMOU-
Hauuto knaeuw <Ctrl>+<Up>.
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1.2. YcTpoucTBa BBOAA U KYMHOE MEHIO»

Pabota ¢ MbIlIbO 1 KaBuaTypoil B Blender mo cpaBHeHHIO ¢ albTepHATHBHBIMU MPOrpam-
MaMHU MMeeT CBOM 0COOEHHOCTH. 3a0y/bTe MPO BCEBO3MOXKHBIE KOHTEKCTHBIE MEHIO, BbI3bI-
BaeMble MPaBOil KHOMKOM MbIIIH, — MX HUUTOXXHO MaJIO, a CYLIECTBYIOLIUE OTHOCSTCS JIULIb
K HacTpoiike okoH. Bce MaHmmynsaumu ¢ mHTep(eicoM OCYLIECTBISIOTCS JIeBOM KHOIKOMN
MBILIY, & BOT MpaBasi CIy>KUT UCKIIOYUTENLHO JJIsl BbIAEIEHUS OOBEKTOB U UX DJIEMEHTOB.
CpenHsst KHOMKa (KOJIECUKO) MpeJHa3HayeHa A BCIoMoraTenbHbIX (pyHKOMi: MaciTabu-
poBaHMs U MOBOPOTA cLieHb! B 3D View, NpokpyunBaHMs COAECPKUMOro MaHesei.

Bonpmoe 3nauenne B Blender oTBoanTCS MCHONB30BaHMIO KOMOMHALMI TOpSYMX KIABHILL.
Pazymeercs, A HUX MMEIOTCS aJbTEPHATHBHI B BHIE WHTEP(ElCHBIX 3JeMEHTOB (KHOTIOK,
MEHI0), HO Ha [TPaKTHKe ropa3o MpolLe MoNb30BaThCs TOJALKO UMHU. Ha MHOrne ropsuue kna-
BHLUM MOBEIIEHbI U KOHTEKCTHbIE MeHIO. J[71 ObIcTpOro BeIOOpa HEOOXOAUMOr0 MyHKTA B HUX
MOYKHO H&KaTh COOTBETCTBYIOLIYIO M(POBYIO KIABUILy HA OCHOBHOH KJIaBHaType.

Onnako ropgocteio Blender siBnsiercst Tak Ha3pIBaeMoe «yMHOe MeHIO». B crapbix Bepcmsx
MPOrpaMMBI JUIsl CO3/1aHNSI HOBBIX 0OBEKTOB CYILIECTBOBAJIO CHIELHATbHOE MEHIO, BBI3bIBAEMOE
Mo KjaBuie <Space>. DTO 3HAUMTENLHO YOBICTPsIIO pabOTy Hall CLEHOH, Beb HEe MPUXOIH-
JIOCh JIMIIHUI pa3 nocelarsb raBHOe MEHIO NPUJIOKEHHUS.
Ceituac paspabotunku nouun euie panbuie. Hosas Bep-
CHsl «YMHOT'O MEHIO» I03BOJISIET BBI3bIBATH JIOOYIO (DYHK- /2 sphel
o Blender, OykBaibHO HaOpaB HECKOJBKO KITFOYEBBIX
CUMBOJIOB B IIOMCKOBO cTpoke. [IpudeM B mpeiaraeMblii
CMHCOK MOMaxyT KOMaH[bI, OTHOCSIIMECS HUCKIIOUUTENb-
HO K BBIJIEJIEHHOMY 3JieMeHTy cueHsl (puc. 1.4). Tak, ans
noucka komanjsl Add UV Sphere (Co3nanue npumMuTiBa
cepbl) TOCTATOUHO HAOPATD sphe.

Add Ico Sphere

To Sphere Shift Alt S

Add Surface Sphere

Puc. 1.4. Mapa HabpaHHbIX OykB —
1 CNMCOK roToB

COBET

MHorve 3agaun B Blender TpebytoT BBOAA LMGPOBLIX AaHHBLIX B CieUmanbHblX OKOLWKaxX. JTo Ae-
NaeTcsl OYeHb NErko — nMbo LenkaeTe MbIWbo MO MOMK U BBOAMTE C MOMOLLUBIO KnaBuaTypbl
umdpbl, NMMbO, «yLENUBLLUMCEY» 3a NON3YHOK, ABUraeTe ero B Hy>xHOM HanpasneHun. OgHako B HO-
BOW BEPCUM MporpaMmMbl NOSABUNACL BO3MOXHOCTb U3MEHATb AaHHble OAHWM ABWXEHWEM cpasy
B HECKOMbKMUX Nonsx. Takoe MOXeT ObiTb yA0OHbIM, K NPUMEPY, Npu U3MEHEHNN KOOpAMHAT 00b-
eKTa, — NpOCTO BblAENMTE NO BEPTUKANMN HECKOMBLKO MOMen 1, He OTryckas KHOMKY MbIWW, nepe-
ABUHBTE MON3YHKN B HYXKHOM HanpaBneHnu.

1.3. KoHuenuua 3KkpaHOB U CUEeH

Pabotas Han cueHO#, MPUXOAUTCS BBIMOJHATE MHOXKECTBO JeHCTBUI: MOJENMpoOBaTh, TeK-
CTYpUpOBaTh, HACTpaMBaTh aHUMAaLIMIO U (PU3KMKY, KOMIIOHOBATh BUJICOMOCIIEA0BATEILHOCTH.
VYxke moHsTHO, uTo Blender mpenocramnser mupouaiiiiiue BO3MOXKHOCTH Uil HACTPOHKH
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pabo4nx oKoH. BOT TOJBKO OCTOSHHO MaHMITYIMPOBATh OKHAMH B 3aBHCUMOCTH OT TeKyIIel
3aJaul Kak-TO HelenecooOpa3Ho. ["opa3mo mpoie 3apaHee CO3MaTh pa3IddHbIe PacKIIaJKU
OKOH MOJ Bce HyKAbl. Pasymeercs, Takas Bo3MOXXHOCTb B Blender mpeaycmotpena. Mano
TOro, pa3paboTyMKK 03a00THIMCH CO3JaHUEM HECKOJIbKUX 3aroTOBOK MOJ OMNpe/eNeHHbIe
3ajaun. DTOT MeXaHU3M Moulyuni HazBaHue: Screen Layout (MakeT skpana).

[Tosb30BaThCs 3KpaHaMU OYEHb M OYE€Hb IIPOCTO. B3rmanute Ha puc. 1.5. HecnoxHo onpene-
JIUTb, YTO 3/1€Ch BUACH KycOYeK I1aBHOr0 MeHto nporpamMmbl (0kHO Info).

s 7
{ 2 3 4

Puc. 1.5. SnemenTbl ynpaenexus Screen Layout

PaccmoTpum anemenTs! okHa Info:

1. CxemaTuuHoe I/1306pa>l(eHI/Ie OKOH — BLI60p UMEIoLIENCS pacKiIaaiK1i M3 Bbllagaroliero
MCHIO.

2. Ha3paHue TeKyllero 3KpaHHOTO MakKeTa.
3. JloGaBneHue HOBOW PacKIaAKH.

4. VYnaneHue akTUBHOH pacKiIaaKy.

Jlnst BeIOOpA KenaeMoro Makera JOCTATOYHO HIENKHYTh MO KHOMKE OTKPBITHS MPECETOB U
BBIOpaTh MOAXOAALINHI, O7aro pa3padoTUMKU TIPEyCMOTpPENN HECKOIIBKO BAPHAHTOB:

4 3D View Full (ITonHelii MpocMOTp) — CKpBITHE JHUIIHUX MNaHedell M OKOH, Kpome
3D View. Ot0 no3BosnsieT 3¢GeKTHBHO MCIIOIB30BATH paboUuyIo 00J1acTh 3KpaHa;

4 Animation (Anumaius) — HabOp U PACMOJIOKEHUE OKOH, ONTUMAIbHO MOAXOAUT ISl
paboThI C aHUMAIIHEH;

4 Compositing (Komnosuuusi) — HacTpolika MaTepualioB M Tekctyp B pexkume Node
Editor (PenaxTop y310B);

4 Default (ITo ymonuaHu0) — BapHaHT MO YMOJIYAHUIO, TIpeJylaraeMblii MporpamMMoii NpH
MEPBOM 3alyCKe WJIM CO31aHUM HOBOI'O MPOEKTa;

4 Game Logic (Mrpoas yornka) — ONTUMabHO Uil HACTPONKM JIOTUKK MIPbl WK TIpe-
3eHTalluy;

4 Motion Tracking (TpeknHr) — HabOp OKOH ISl CUCTEMbl CHHXPOHU3AINU TPEXMEPHOTO
n300paxkeHust ¢ BUJIEO, OTCHATBIM KaMepoii;

4 Scripting (CkpunroBaHue) — UCHONB3YHTe 3Ty packiaaKy, eciu HeoOXOAUMO OTpelak-
THPOBATh WM HamucaTb CKpUNT Ha [IuToHe;

4 UV Editing (Pa3zseptka UV) — co3nanue, okpacka 1 IpUMEHEHHE TEKCTYP;

4 Video Editing (PenakTupoBanue B1I€0) — MOATOTOBKA BHICOMOCIEA0BATETBHOCTH.

COBET

Bbl MOXeTe ObICTPO NepekntoyaTh 3KPaHHbIE MAKETbI C MOMOLLbI ropsymx knaeuw <Ctrl>+<«>
mnun <Ctrl>+<—>.
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WHorna wmMeromuxcsi BapHaHTOB MAaKeTOB IMPOCTO HepoctaTouHo. K mpmmepy, Bo Bpems
MOZIeIMPOBaHHsl HEOOXOJMMO MpOCMAaTpHBaTh paboumii 0ObEKT ¢ pasHbIX pakypcoB. Jlms
9TOI e 11e1eco00pa3Ho CO3aTh IKPAHHYIO PackiaiKy ¢ HEeCKOIbKUMU OkHaMu 3D View.

[NocnenoBaTeabHOCTD eiCTBUM ciieaytoLas:

1. Co3nartb HOBBI MPOQUIIb MMyTeM HaXaTHs KHOMKH C U300payKeHUeM ILTIoca.

2. TlepenMeHOBaTh 0OBEKT (ILETKHUTE MO HA3BAHWIO U BBEAUTE HOBOE 3HAUCHHE).
3. PacronoxuTh OKHa B HY>)KHOM MOpSAKe.

3aMeTnM, YTO BCE CO3JaHHBbIE MaKeThl, PABHO KaK M BCTPOSHHBIE, COXpaHsAOTCA B (aiine Te-
Kyliero mpoekra. Tak 4To, Ipy 3arpy3Ke CBOEro MpPOEKTa BBl OMATH BEPHETECH K JFOOMMBIM
HaCTpOMKaM.

COBET

Cosganu yHukanbHble 3KpaHHble packnagku U xenaeTe MX UCMNonb30BaThk ANA BCEX NPOEKTOB?
HeT Huuero npowe. Haxmute <CtrI>+<U> nnn Beibepute nyHkT MeHio File | Save Startup File
(Paiin | CoxpaHnTb HavanbHbIM ain) AN COXpaHeHWs MoNib30BaTENbCKUX HacTpoek. Tenepb
npu CO34aHUN HOBOIO NPOEKTa Bbl CMOXeTe paboTaTb C COBCTBEHHBIMU 3aroTOBKaMW.

B Blender nmeeTcs yHUKaIbHAS BO3MOXKHOCTH OJJHOBPEMEHHOH Pa0dOTHI ¢ HECKOJIILKUMH Clie-
HaMHU. OTO HE TOBOPUT O TOM, YTO NMPOUCXOAMT 3allyCK Pa3HbIX 3K3EMIUIAPOB MPOrpaMMBbl.
Bce mponcxoauT B OTHOM M TOM K€ MPOEKTe. YTIpaBJeHNe CLIEHaMH OCYLIECTBIIIETCS Ha Ma-
HEJHU rIIaBHOTO MeHIo (puc. 1.6).

My scene 2 Puc. 1.6. SnemeHTbl ynpaenexus
Scene Selectors

Scene

B npunuune, pabora ¢ 3Toii naHenbl0 PaBHOLEHHA paHee paccMOTpeHHOil Screen Layout.
Ho B oTinume ot Hee, Mpu Ha)kaTUM KHOMKHM 100aBeHUs MOsiBUTCA MeHI0O New Scene ¢ He-
CKOJIBKMMU ITyHKTaMU:

4 New (HoBas) — co3naHue HOBO#t CIIeHBI 0€3 Kakux-JIn0o 00BheKTOB. 3HAUEeHHs HACTPOEK
peHzaepa 6epyTcst 10 YMOJIYaHMUIO;

4 Copy Setting (KonupoBaHue HAcTpPOEK) — CO3/[aHUE YMCTOM CLEHbI C TEKyL[MMH Ha-
CTpoiikamu peHzepa;

4 Link Objects (CBsi3b 00BbEKTOB) — KONMPOBaHWE CyIIeCcTBYIOIIeH cueHbl. [Tpu n3MeHe-
HUM PacIONIOKEHUS U CBOHCTB OOBEKTOB B OJHOI ClieHe pe3yJbTaThl MPOSBITCS B ApY-
roii;

4 Link Object Data (Cesi3b 1aHHBIX 0OBEKTOB) — B 3TOM Cllydae BO3MOXKHO HE3aBUCUMOE
nepeMelnieHne 00HEKTOB, HO M3MEHEHHs B CBOMCTBAX (PMKCHUPYIOTCS BO BCEX CLIEHAX;

4 Full Copy (ITonHas komusi) — CO3/aHUE TOJHOCTBIO HE3aBUCUMOMW CLEHBI ¢ KOMUSIMHU
00BEKTOB U HACTPOEK.
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Jins HarfsAHOCTH TMPEACTAaBMM CHTYaIMIO, KOTJa BO3MOXXHOCTH OJHOBPEMEHHOI paboThI
C HECKOJIbKMMHU CLIEHaMU HeT WM OHa He ucmofb3yeTcs. Jlomyctum, et padoTta Haj co3ja-
HUEM UHTepbepa rocTuHOi koMHathl. [lo mpockOe 3aka3zurka Bbl PacCTaBUIIU BUPTYaJbHYIO
Mebenb ¥ ¢ TOPIOCTBIO JEMOHCTPHUpPYeTe pe3ysbTaT. 3aka3uhK B LEJIOM YIOBJIETBOPEH, HO
MPOCHUT JOOaBUTH U304, Ie 3Ta MeOellb pacrosaraeTcsi HeCKOJIbKO Mo-nHOMy. Het Huvero
NpolLLEe — cOoXpaHsieTe MPOeKT B Apyroi ¢aiia, MeHseTe pacrnojiokeHue o0beKToB U 00pada-
ThIBaeTe pe3ynbTaT. 3aKa3uuK NpocMaTpuBaeT 00a 3MU30/a U 3aropaercs KejlaHueM MoCcMoT-
peTh, YTO MPON3OHAET CO CTEKIITHHBIM CTOJIMKOM, €CITH Ha Hero ynajeT nyOoBbIii mkad. XKe-
JaHne KnueHTa — 3akoH. Co3jaere yxe TpeTii daiin, rae kpacuBo BAapeOe3rn pasieraercs
CTONUK. BHe3anHo nosBnseTcs napTHEp 3aKka3yKKa U 3asBIsieT, YTO ero He ycTpauBaeT ¢popma
uikada. Bee, Bech TpyA HacMapky, a BIepeau nepesienka Tpex NpoeKToB.

CwMmemHas cutyanms? Ho ona BmojHe peanbHa. J[aBaiiTe MOCMOTPHM, YTO MOXKHO OBUIO OBI
clIerath, UCTIONB3Ys MeXaHu3M cueH Blender:

1. Co3maTh CIeHy C MOJHOCTBIO TOTOBBIMU OOBEKTAMH.

2. BwimonHuTh KonupoBaHue clieHbl pu nomoiy ¢yHkiuuu Link Object Data (CoenuHuTh
C IaHHBIMU 00BeKTa). Termepb BO3MOXKHO HE3aBHCHUMOE TepeMelleHne 00heKTOB B 00enx
CIIeHaX, HO JIFOObIe M3MEHEHHsI CBOHCTB 0OBEKTOB MPOSIBATCS BO BCEX CBSA3AHHBIX CIICHAX.

3. Cozpatb TpeTbto Komuto, ucnodb3ys ¢pyHkuuto Full Copy (ITonHas xonus). Dta clieHa
y’Ke€ He3aBUCHMA OT MEPBBIX JBYX, 3aTO COAEPKUT Te€ e 0ObEKThl U HACTPOIKH.

1.4. O61bekThbl B Blender

Korga cmoTpuilbe Ha CIOXKHYIO, KPacUBYH0 TPEXMEPHYHO MOJENb, TO MOHEBOJE 3alyMbIBa-
elbcad — Kak ee genanu? TpyaHo mpeacTaBUTh, YTO W3HAYAIBHO OHA MpeJCTaBisia coOoi
KakoH-HUOYIb HECNOXHBIIT 00BeKT — Hampumep, ky0. Taknme oOBEKTHI, KOTOpbIE CITyXaT
NEPBOPOAHBIMY KUPIMYUKAMU IJIsl CO3AAHUS MOJEIIEH, HAa3bIBAKOT NPUMUINUEAMU.

Ho mpumuTHBamMu He OrpaHMuYMBAETCS COCTAB CLEHBI. B Hel MpucyTCTByeT MHOXECTBO JIpy-
rux o0bekToB, 0e3 KOTOphIX padoTa HajJ MPOeKTOM Oblia Obl HEBO3MOXKHOW. OAHU clyXkat
IUI co3faHusi Mopenell, npyrue oOecrevnBaloT OCBEIleHHe, TPEThbH SBISIOTCS BCIOMOTa-
TeTBHBIMU TIpH paboTe ¢ aHmManmeil wim Qusnkoit. Blender nmpenmaraer Gombinoii Habop
00BEKTOB JUIsl peain3aluy caMoil cyMaciieauen uueu.

Jns mobamieHNss HOBOTO O0BEKTa B CLeHY CIyxuT cnenuansHoe MeHio Add ([lo6aBuTh)
B MeHI0 okHa 3D View (puc. 1.7).

Blender mMeeT paznuyHbIe TPUMHUTHUBBI, TOJXOSIINE ISl BBITTONHEHNS TOW WM WHOM 3a1a-
yy. [Ipudem Uit KQUeCTBEHHOTO pe3yibTaTa HYXKHO 3apaHee MPaBUILHO OMpeeNuThCs, Ka-
Kol 00BeKT Oyner jexarb B ocHoBe. Hamprmep, ecii Hy)KHO cO34aTh MOJENb sI0JI0KA, TO
OTITUMAJIBHO UCIIOJIE30BATh IPAMUTHB CHEPHI.

B HekoTophIX cilyyasx MEpBOOCHOBOH MOTYT C paBHBIM YCNEXOM CIYXUTb pa3zHble BUIbI
MPUMUTHBOB. Tak MOJENb JIONKA MOXHO C/ENaTh U3 TOTO ke KyOa, Ho Oonee ymoOHO uist
3TOM Lenu ucnoin3oBath kpuBbie NURBS. CriegoBatenibHO, HY’)KHO OpUEHTUPOBATLCS B 00U-
JMM NpuMUTUBOB Blender 1 3HaTh MX NOTEHLMANbHbIE BO3MOXKHOCTH.

Bce npumuTuBbl Blender pa3nenensl Ha aBe 0OJblIME TPYMIIbI:
4 00bekThl Mesh (mockocTs, Ky0, cdepa, QUAMHAP, KOHYC, TOP);

4 MareMaTHUYECKUE OOBEKTHI (KpI/IBBIe, TMOBEPXHOCTH, MeTa06’beKTI>I).
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A Group Instance

Force Field

Lamp

<dve%%NT >H»r

& Object Mode

Puc. 1.7. 310 MeHI0 CoOAepXnT Puc. 1.8. [ina co3gaHnsa meya ucrnonb3oBarncs NnpocToii kyo
BCce 06bekThl Blender

Otnuune Mexay HUMHU 3aKiIiouaeTcss B croco0ax reHepalmu ux mporpammoii. Tak, ecnu
CTPYKTYpa MEpBBIX OOBEKTOB MpeACTaBNsAeT co00il HabOp BepilvH, pedep W TUIOCKOCTEl
(puc. 1.8), TO BTOpbIE CO3AAIOTCS HAa OCHOBE CHEUMaJbHBIX MaTeMaTHUeCKUX (YHKLMM
(puc. 1.9). D10 obecneunBaeT HeoObIUAKHYIO TMOKOCTH MTPU PelaKTUPOBaHUU (opM.

OCcOOHSAKOM OT 3TUX NpUMHUTHBOB cTOUT 00bekT Text. Kak Bbl y)xe noragaiauch, OH CILyXXKUT
JUIS CO3JaHus B ciieHe OykB M TekcToB. [Ipeanaraemble nmporpamMMoli BO3MOXKHOCTH Ype3BbI-

Puc. 1.9. A atoT 6okan 6bin co3aaH C NOMOLLbIO KPUBbIX
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YaifHO MIMPOKH: OT BEIOOpA M HACTPOIKY LIpU(Ta IO MAHUITYTUPOBAHUS HE3aBUCHMBIMU TEK-
cToBbIMU Onokamu. OObekT Text siBisieTcs ABYXMEPHBIM U CIY>KUT TOJBKO AJISl CO3/aHMs
TekcTa. B nanpHetiiem ero o6b14HO KOHBEPTUPYIOT b0 B Mesh, 1100 B KpuBbIe.

[Tponomxum paccmoTrpenue MeHto Add (cMm. puc. 1.7).

4 [pynnel Curve, Surface, Metaball cogepkaT NpUMUTUBBI, CO34aBacMble C MOMOIIBIO
MaTeMaTndeckux (gyHkuuii. braromaps aToMy penakTHpoBaHUE TaKUX 0OBEKTOB SBISIETCS
6osee TOYHBIM U YJOOHBIM. OOBIYHO MX MCIOJIB3YIOT MPU BbICOKOMOJIUIOHAIBLHOM MOJIEe-
JIMPOBaHUM.

4 Armature (Apmatypa) — 3TOT 00BEKT HEOOXOANM MPU CO3JaHNN CKEJIEeTHOW aHUMAallWH.

4 Lattice (Pemerka) — BcrioMoraTenbHblii OOBEKT, Kak MPaBUIIO, HCIONb3YeMblid s
nedopMaIy MOJIEIH.

4 Empty (TTycTbilka) — BCIIOMOTaTeNbHBI 00BEKT, MTHOPUPYEMBIii peHIepOM Mporpam-
MBI TIPH BU3YaJIM3alUH CLESHEI.

¢ Speaker (JluHaMuUK) — CIIy>KUT JJisi MO3MLIMOHMPOBAHKMS MCTOYHMKA 3Byka B 3D-mpo-
CTpaHCTBe.

4 Camera (Kamepa) — npu nepBom 3anycke Blender B cuieHe yxke ecTh olHa Kamepa, HO
BbI MOXeTe 100aBUTh €Lle HECKONbBKO.

¢ Lamp (CBGT) — 3TOT IMYHKT COACPKUT MATH PA3JIMYHbIX TUIIOB UCTOYHUKOB CBE€TA, HAYU-
Has TOUYCYHBIM U 3aKaH4YWBasA COJITHCYHBIM.

4 Force Field (CunoBbie mosist) — OOBEKTbI, UCHOJIb3yeMble I UMUTAUMU (PU3NUECKUX
SIBIICHUH, TAKNX KaK BETep.

4 Group Instance (I'pymniibl) — HHOTAA HECKOJBKO OOBEKTOB B CLEHE BBIFOJHO 00b-
eJIMHATh B OHY rpynmy. [locne co3gaHus Takoii rpymibl ee Ha3BaHWE TOSBUTCS B 3TOM
MyHKTE.

COBET

[Ans 6bICTporo BbI30Ba MeHO f06aBneHNs 06BHEKTOB B CLEHY HaxxmuTe B okHe 3D View koMGuHa-
umio knaemw <Shift>+<A>.

1.5. OpueHTauuma B 3D-npocTpaHcTBE

OcHoBHas pabota B Blender npouncxomur B okHe 3D View. MimeHHO B Hem co3naroTcs, pe-
JAaKTUPYIOTCSA M pa3MellaroTcst 00bekThl. [1py mepBoM 3amycke B OKHE OTOOpakaeTcsl cLeHa
C MMHMMAaJbHBIM KOJIMYECTBOM HEOOXOIUMbBIX OOBEKTOB: KaMepoi, MCTOYHMKOM CBeTa U
KyOoMm.

OxHo 3D View nmeer Oosbloe KONWYECTBO MHTEPQEHCHBIX 3JIEMEHTOB, YMPaBIAIOMINX
pexxumamu 0ToOpakeHus U peraktupoBanus (puc. 1.10).

PaccMoTpuM OCHOBHBIE 3eMeHThl OkHA 3D View:

1. Mudopmauus o pexumMe NpocMOTpa ¢ TOUKH 3peHUs MOJIb30BaTeNs (BUJ CLEHBbI Cliepey,
cOOKy, CBEepXy U T. I1.).

2. Tool Shelf (ITaHenb UHCTPYMEHTOB) — COJIEPIKUT OCHOBHbIE (DYHKIIMHU, XapaKTepHbIe s
BEIJICNICHHOTO 00BEKTa U PEXKUMA PeIaKTHPOBAHMSI.
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Puc. 1.10. OkHo 3D View
3. Dra maHenb COACPKUT HACTPOKM BbIOpaHHON (YHKIMM WM CO3JJAHHOTO OO0BEeKTa.

K npumepy, ecnm 106aBuTh B ciieHy npumutuB Circle, To Ha 3Toii maHemn oToOpa3sTcs
3HaueHus: Verticles (Konnuectso Bepiuut), Radius (Paguyc), Fill (3anuska).

4. HasBaHue BBIIEIEHHOIO 00OBEKTA B CLIEHE.

5. Mode (Pesxxum) — BBIOOp peskuma padboTsl 3D View.

6. Viewport Shading (PexxuM oTprcoBkm) — Ka4ecTBO 0TOOpakeHHsI 00BEKTOB HA IKpaHe,

OT CXEMATUYHOTO OO TEKCTYPHOIO.

. Pivot Point (Touka neHTpa) — UCHoNb3yeTcs M yKa3aHWs TOYKHM B MPOCTPAHCTBE, MO

OTHOILEHUIO K KOTOPO# OyeT BBIMOIHATHCSA TTOBOPOT WM MacIITabWpoBaHNe 0OBEKTa.

. Knomku BpIGOpa Brga MaHUMYJISIUN 00BEKTOM (TIepeMelleHre, MacIiTabupoBaHue, 1Mo-

BOPOT).

9. YnpasneHue 0TOOpakeHHEM CIIOEB B CLIEHE.

11.

Snap (IIpuBs3ka) — BCTIOMOTaTENIbHBIN PEXUM, [T 00jee TOYHOTO MaHWITYIHPOBAHUS
00BEKTOM.

KHONKM «MTHOBEHHOT'0Y YEPHOBOI'O pEHACPUHTA.
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Hy’kHO 3aMeTHTBh, YTO HEKOTOpPbIE JIEMEHTHI 3arojoBka okHa 3D View MOryT M3MeHATbCA
B 3aBUCUMOCTHU OT BblOpaHHOro pexxuma (Mode). Bosnee moapoOHO oHM OYAyT M3yuaThbCs
B CJIC/IYIOINX TJIaBax, a Moka JaBaiite paccMoTpuM moapodHee nanens Tool Shelf.

Bbl ye 3HaeTe 0 ABYX crnocobax cO37aHus HOBBIX OOBEKTOB B CIIEHE: 3TO KYMHOE MEHIOY,
BbI3bIBacMOe 110 KJlaBuile <Space>, n MeH0 Add. Ho ecTb u Tpetuii BapraHT — HabOp KHO-
ok B crienuanbHoi 3aknaake Create maHenn Tool Shelf. Her Hukakoil pasHWIbL, 4TO WC-
MOJIB30BATh JJIsl CO3AAHUSI CIIEHBI, — 3TO TOJBKO BaIll BEIOOP.

[Nanens Tool Shelf comepxxut Oonbinoe KoIMYECTBO (YHKIMIA, CrPYNIIUPOBAHHBIX MO pa3-
HbIM 3akiajakam. [IpyueM KonM4YecTBO UX U COAEPIKUMOE MEHSIOTCS B 3aBUCUMOCTH OT 33ja-
4M, KOTOPYIO BbI peluaere B cleHe. Tak, ecnu MpoUucXoguT PeAaKTUPOBAHUE KOHKPETHOTO
00BeKTa, TO MPOrpamMma MpeUIoKUT BOIMOXKHBIE (DYHKLUH, OTHOCAIINECS UMEHHO K 3TOMY
pexxumMy padoThI.

Kpome Toro, myist yno6¢cTBa ncnoib3oanus naneib Tool Shelf nmo3BonseT ynpapnsTe cBOUM
otoOpaxkeHueM. Brl MoxkeTe CBepHYTH JIIO0YIO M3 TPYIIII, IENKHYB MO TPEYTOJbHUKY OKOJIO
ee Ha3BaHWs, BBl MOXETe JIaKe MePeMECTHUTh €€ B PYroe MeCTO, YXBaTHBILHUCH 338 PeOPUCTHI
YroJIOK OKOJIO Ha3BaHMUs.

COBET

Mpeirate no 3aknagkam Tool Shelf B nonckax HyxHOW rpynnbl MHCTPYMEHTOB He Bcerga yaobHo.
Ho ecTb BO3MOXHOCTb «MPULIAUANTL» K MECTY Mtobyto naHenb — LWENKHWUTE MPaBOi KHOMKOW
MbILLUM MO Ha3BaHWIO NaHENM 1 B NOSIBUBLLEMCS MeHI0 BbibepuTe nyHKT Pin (3akpenuTb). Tenepb
3akpenneHHas rpynna scerga OyAaeT AOCTYyNHA BHE 3aBUCYMOCTY OT BbiGpaHHOW 3aknagku.

[Ipu mMopmenupoBaHMM OUY€Hb BAKHO pacCMaTpPUBATh MOJENIb MM CLEHY CO BCEX CTOPOH.
Blender no3BossieT 3T0 AenaTh pazIM4YHbIMU CIOCOOAMU: C UCMOJIb30BAHUEM MBILIN U TOpsi-
YMX KJIaBUIL.

PaCCMOTpI/IM OCHOBHBIE CIIOCOOBI MMPpOCMOTpa CLUEHBI.

¢ Bpawenue. OcyliecTBIsSETCS MyTeM HaXXaTUs U yJepiKaHus cpeiHell KHOIKU MbIIIH (KO-
necuka). Toukoli BpallleHHs CITy)KUT LEHTp OKHa. TakuM oOpa3oM, YTOOBI JeTallbHO pac-
CMOTpPETh HYXKHbI! 00BEKT, JOCTATOYHO OMECTUTH €0 B LIEHTP IKPaHa.

¢ [anopamuposanue (nepeMellieHne MO BEPTUKATIM WM ropu3oHTann). Mcnosb3yercs Bce
Ta 5Ke CpeJHsIsl KHOTKA MbILIM ¢ HaKaToi knaBuiiei <Shift>.

¢ Macwmabuposanue. ]I yBenudeHUs UM yMeHbLIEHHUS MaciuTada CLeHbl BpallaeM Ko-
JIECUKO MBIIIH. AJIBTepHATHBON CITY>)KUT KoMOMHaums kinaBuiun <Ctrl> u cpeHeil KHOTKK
MBIIIIH.

Kpome 3tux ocHOBOMONAraroux MaHummysiuii, Blender mpeanmaraet 3arotoBku mpocMoTpa,
BEI3BIBACMbIE TOPSYMMHE KIIABULIAMU JTOTIOTHUTENBHOM HU(PPOBOi KIIaBUATYPhI:

4 <NumPad 1> (Front View) — BuUJI CLIeHBI CIIEpean;
<NumPad 3> (RightView) — Bux clieHsl cripaBa;

¢

4 <NumPad 7> (Top View) — BUJ ClLieHbI CBEPXY;

4 <NumPad 0> (Front View) — mpoekuus U3 Kamepsl;
¢

<NumPad 5> — mnepekiroueHre OTOOpaXKEHUSI U3 MEPCIEKTUBBI B OPTOrOHAJIBHYIO MPO-
eKIUIO U Ha00O0pOT;

4 <NumPad 4> u <NumPad 6> — BpaineHune ClieHbI M0 BEPTUKAILHON OCH;
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4 <NumPad 2> u <NumPad 8> — BpalueHue cLieHbl 10 TOPU30HTATIBHOM OCH;
¢ <NumPad +> u <NumPad —> — maciuitabupoBatue;

4 <NumPad .> — BblJie/ieHHbIN OOBEKT MOMEIAETCs B LIEHTP U 3aMOJHSET BCHO pabouyro
0071aCcTh OKHA.

Wtak, Bcs mononHuTeNnbHas LugpoBas kiaBuatypa B Blender nonHocThio 3aBsi3aHa Ha ynpas-
JeHue npocMoTpoM okHa 3D View. 3anoMHUTe 3TH cOUYeTaHUs KJaBulll, B OyJylIeM OHU BaM
HE pa3 NpUroasTcs.

Teneps paccmoTpum MeHto Viewport Shading (Pexxum otpucoBku). Kak yxe 6bL10 cka3aHo,
B HEM MOXKHO BBIOpaTh crioco® MpopucoBKM cozepxumMoro okHa 3D View. [lpn Haxatnn
kHomnkn Viewport Shading (Pexxum otpucoBkn) (cM. mo3. 6 Ha puc. 1.10) nporpamma npen-
JIOXKUT CJIEAYIOIINI CIUCOK:

4 Rendered (ObpaboTaHHOE) — TIOKa3 CLEHBI BBINOJHASTCS NP TOMOLIM peHaepa mpo-
rpaMMBbI, ¥ BBl BUIUTE BCe B (PUHANBHOM KauecTBe. Ho B oTiiMUMeE OT peanbHO#t 00paboTKn
MPOEKTa, Bbl MOXKETE MPOCMaTpUBATh CLIEHY M Jake ee peAakTupoBaTb. OJHAKO yuTHTE,
YTO 3TO TpeOyeT KOIOCCANbHBIX BRIUMCINTEIbHBIX MOIITHOCTEH;

4 Textured (TekcTypHble) — MaKCHMMaIIbHO MPUOJIMKEHHBIN K PealbHOCTH PEXUM TPOPH-
COBKH O0'BEKTOB: MTOKA3BIBAIOTCS TEKCTYPBI, TEHH, CIIOKHBIE LIeHIePHI;

4 Solid (CruioniHo#) — HUCMONb3yeTes MO0 YMOJNYaHMIO: caMi OOBEKThI, OCHOBHbIE I[BETA
MaTepHanoB, MPOCThIE LIeHephl;

4 Wireframe (Kapkac) — mpocroe, cxeMaTUuHOE MpecTaBlIeHue OOBEKTOB, STOT PEKUM
yIOOHO UCIOJIBb30BATh JJIsl MOAEINPOBAHMUS;

4 Bounding Box (I'panunbl 00bekTa) — pealibHble 00bEKThl 3aMEHSIOTCS Mapaluieenurie-
JlaMi — MUHHUMaJbHOE MpeJCTaBleHNe, HO 3aTO0 MakCUMalbHasi CKOPOCTh MEPEepUCOBKU
CIICHEI.

COBET

Blender npegnaraet ewe oanH HeOObIYHbIA cnocob NpocMoTpa CueHbl — urpoBoi. [a, aa, ato
He wyTka! B pexume «wyTepay Bbl MOXeTe 6eratb Unv netaTtb No CUEHe, NpbiraTb, NONb30BaTb-
csl rpaBuTauUmMelt 1 gaxe TenenopTupoBatbcsi. KoHeuHo, dyHkumsa «Fly Mode» 6onblue noaxoaunt
ANA TECTUPOBaHWSA UrpoBbIX YpoBHeN (Blender — 3TO He TONMbKO TPEXMEPHBLIA PEeAaKTop, HO U
MOLLHbIA UIPOBOW ABUXKOK), HO YTO MeLUaeT UCNoNb30BaTh ee ANs YyA00HOro NpocMoTpa 00bIYHbIX
cueH? Haxmnte kombuHaumio knaeuw <Shift>+<F>, n nepea BaMu NosiBUTCA UIPOBOIN «NpULIEN».
Tenepb NPYBBIMHBIMU ANS Kaxgoro urpoka knasuwamu <WASD> nnm KypCcopHbIMU KnaBuLIamm
MOXHO nepemelyatbes no cueHe. Ecnn HaxaTb knasuwy <Tab>, To BKMUMTCA (PU3MYECKUIA
OBWDKOK M NOSIBATCS rpaButaums. Tenepb MOXHO npbiraTh (knasuwa <V>). I HakoHewu-To, Npu Ha-
BOAKE Mpuuena Ha o6bekT B CLEHE WM HaXaTuu KnaBuwmn <Space> Bbl MFHOBEHHO «TeNenopTu-
pyeTecb» K BbIOpaHHOM Lenu.

1.6. BazoBble MaHUNYNSALUKN 06 BLEKTaMM

B sTOM paszmene BeI MO3HAKOMUTECH C OCHOBHBIMU CIOCOOAMHU YIpaBIeHUS OObEKTaMu
B ClleHe — TaKMMU Kak: TepeMellleHne, MacuTabupoBaHye, poTalus, Jo0aBjieHne U yaae-
Hue, 1yOiMpoBaHue.

3anyctute Blender u oOpatute BHUMaHue Ha 00bEeKThl, HaxoasauMecs B okHe 3D View. [lo
YMOJIYaHUIO UX JOJKHO OBITh TPU: KaMepa, UCTOUHMK cBeTa U KyO (cM. puc. 1.10).
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YToObl ynmpaBiATh 0OBEKTOM, €ro HEOOXOAMMO IMPeABAaPUTENBHO BbIIENUTh. J[i1d 3Toro ciy-
JKUT MpaBas KHOMKa MbIK. [Ipy 3TOM Kpas akTMBHOrO OOBEKTa OTMEYArOTCs OPaHKEBBIM
uBeToM. KpoMe Toro, nosiBiasrOTCS BCIIOMOTATENbHbIE 3JIEMEHTHI B BUJIE PA3HOLBETHBIX CTpe-
TIOK ¢ OKpykHOCTBIO. Tak Blender oTMedaeT nieHTp 00BbekTa (OKPYKHOCTB) M 110 YMOTYAHHIO
BKJIIOYAaeT MaHUMynATOp nepemeuieHus. [lonpoOyiite BbiaennTs KyO, 3aTeM yXBaTUTHCS 3a
00y U3 CTPENOK M, HaXaB JIEBYI KHOIKY MBILIM, OCTOPOXHO MEPEMECTUTh €€ B CTOPO-
HY — OOBEKT MOCIYIIHO TMOCIEAYeT 3a KypcopoM. 3amMeThTe, YTO B 3TOM Cllydae mepemelle-
HUE OCYLIECTBIISIETCS CTPOTO IO BBIACIEHHON KOOPAMHATHON OCH. J{J1sl MPOU3BOJIBHOTO Tepe-
MELLEHNs BHE OTIENbHON OCH HaBeUTE Kypcop Ha OOBEKT M, HaXkaB MPaBYK KHOMKY MBILLIH,
JIBUraiiTe MaHUIyJIsSTOP.

Ha 3aronoBke okHa 3D View umeercs crnenuanbHas rpynna KHOMOK, aKTUBUPYIOILUX Pa3HbIE
TUIBI MaHUMYJIATOPOB (puc. 1.11):

1. BxiroueHne WM OTKIIOYEHHE BU3YaJbHOTO OTOOPaXKEHUS B OKHE aKTUBHOTO MAaHUITYJIS-
Topa. DTO He 3HAYNT, YTO OOBEKT HeNb3s OyleT nepeMenarh Ui Maciurabuposars. [1po-
CTO MPUETCS UCTIONIB30BATh ropsiure KIIaBHIIN.

Pexxum nepemerenus (Grab).
Pexxum Bpatenus (Rotate).

Pexum maciitabupoBanus (Scale).

A

Bb160p KOOpAMHATHOMN CUCTEMBIL.
A N
17 27 3 4 5

Puc. 1.11. MaHenb ynpaBneHns MaHunynstopamu

[Tpu BbIOOpPE pexrMa BUA BCIOMOTaTelIbHBIX 3JIEMEHTOB Y 00beKTa COOTBETCTBYIOLMM 00pa-
30M M3MeHHTCA. Takke MUMeeTCsl BO3SMOXKHOCTh BKITIOUEHHS Cpa3y HECKOJIBKUX MaHUITYJISTO-
poB. [1pocTo BeIOMpaiiTe HyXKHBIE U3 HUX, YAepKNUBas HaxaToi kinaBuiry <Shift>.

B OonpumiMHCTBE cilydaeB paboTaTh ¢ MaHUMyIsATOpaMu d(PQeKTHBHee, eCli UCMOIb30BaTh
ropsiare KJIaBUINu:

¢ <G> — nepeMelleH¥e;

4 <S> — macurrabupoBaHue;

4 <R>— BpaiieHue.

[TpuueM umeeTcs BO3MOXHOCTb JBUKEHUSI OOBEKTA CTPOrO M0 HY>KHON KOOPAUHATHOM OCH:
4 <X>— xoopauHata X;

4 <Y>—xoopauHara Y;

4 </>—xoopauHara Z.

Hanpumep, Heobxonumo nepemMecTuTh 00BeKT Mo koopanHate Z. COOTBETCTBEHHO, HAXHUMA-
em knauiry <G>, 3areM <Z> W nepemernaeM o0beKT. Jlisl 3aKpenyieHus pe3yabTraTa CIyKHUT
JeBasi KHOMKA MbIIHU. YTOOBI OTMEHHTH JEeHCTBHE, AOCTATOYHO LIENKHYTh MPaBOH KHOMKOM
MBILIY WM HAKaTh KiaBuiy <Esc>.
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