Blender

3HAKOMCTBO C NMPOTPAMMOMU



Paboune npocTpaHcTBa Scene - cueHbl View Layer - cnou

Outliner - 351eMeHTbI CLEHbI

HacTpouku otobpaxeHus

WMHCTpyMeHTbI TpaHcdopMaLm MNHCTPYMEHTbI HaBUraLMim

6oyee OKHO

HacTponku cueHbl

Properties — HacTpoiku

LR AR B A

Time line - WwKana BpeMeHn 4Na aHUMaUUK




HacTtpoumka Blender

1. 3axoaum B meHio Edit -> Preferences.

2. Boibupaem nyHKT meHto Input.

3. CrasuM ranoyky Emulate 3 Button Mouse — 3To N03BO/IUT BblAENATb
nogobbvekTbl B MOAEIN ABOVHbIM HaXxaTuem Ha JIKM.

4. [lanee nepexoanm 8 meHio Navigation.

5. CrasuM ranoyku HanpoTtus Orbit Around Selection (BpalwieHne Bokpyr
Bbl6paHHOro anemeHTa) 1 Zoom to Mouse Position (npubanxexve
OTHOCUTE/NIbHO NOJIOXEHMA MbILIKKN Ha 3KPaHe).

6. Haxxumaem Save Preferences.

LF Preforerces

& Blender Preferences & Blender Preferences

Navgaron Mgt ien




Paboyme npoCTpPAHCTBO

Modeling - mogenuposaHue. Sculpting — cKynbnNTHHT. UV Editing - pa3ssepTka.

Texture Paint — pucoBaHue TeKCTyp. Shading — HacTpoiika MaTepuanos. Animation — aHnmMauyus. Rendering — Bu3yannsaums.

Compositing - o6paboTka Scripting — HanncaHue cKpMNTOB.
BM3yannsaumn.




HasMraums

roPAYME KJIABULLUN HABUTALLUWA: ®yHKUUM B UHTEpdeiice ANA HABUraLMMK:

MobanbHan cucteMa KoopauHar s Blender.

. CKM - BpalueHue B3rnsga BOKPYr CUEHb.

. Shift + CKM - nepeMelleHne B NJI0CKOCTU 3KPaHa.

. Scroll + CKM - npubnuxenune/otaaneHue (waramu). - npubanxeHune/otaanesue
. Ctrl + CKM - npnbanxenne/otaanexme (nnasHoe). nepemeteHue

. Alt + CKM - BpalieHue c Nnpusaskoi K suay (83rnag nepexop B Kamepy/sbixoa u3 kamepb! (Numpad 0)
6y11eT NPUANNATL K NPAMbIM Npoekuvam ocen XYZ). Aaoweront] TIeoenekivoa (NGMpad 5) :
6. Numpad Dot - 3ym Ha BblaeNIeHHOM obbekTe. Bu3yanbHbIN 31eMEeHT NOJIOXKEeHUA B3rnaga

7. /- vzonauns o6LEKTOB B ClieHe B NPOCTPAHCTBE B r/106anbHON cUCTEME
koopauHaTt Blender (XYZ).

U3omeTpusa (OpTo) MepcnekTuBa

B 3TOM pexume HeT NepcrnekTUBHbLIX UCKAaXeHN. B AaHHOM pexunme napasnsiesibHble IMHUN UCKAXKEHbI
NPOCTPAHCTBOM (MPOCTPAHCTBO BU3YaNbHO
YMEHbLUAETCA Npu yaaneHuu).




TMNbl OOBbEKTOB

Mesh - reomeTpus.

Curve - BeKTOpHble
KpuBble.

Volume - o6bemMHble

3¢ dekTbl.

Metaball - tekyune
NOBEpPXHOCTW.

Grease Pencil -
3/1eMEHTbl PUCOBAHMUSA.

Text — TekcT.

Surface - CAD
noBepxXHOCTW.

Lattice - pewéTtka
aedbopmauuun.

Armature - KocTu. Empty — nycTbilwKW.

Light Probe -
3/1eMEeHTbI 3aXBaTa
OTPaXXeHUN.

Force Field - cunbl gns

CMMyNIAaUnMnN U aHUMaUnn.

4

Image - 2d
n3obpaxeHus.

Camera - Kamepbl.

Light - cser. Speaker - 3ByKu.
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Y E Collection 1
55) Mone
sl
v & Collection 1
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Collection Instance — 3aBucMMble
Konnekumm.




CO3A0HME 1 YAOAEHME ODBLEKTOB

1. A co3aaHna HoBoro o6bekTa Haxoanm meHio Add, 3aTem BbiIbBUpaeM HyXHbI e s
3/1EMEHT U3 CrmncKa. v e

{1} Scere Colection | Non v Megh
3 Curve
' Surface
& Metaball
a Text
‘ Volume

JRANU

2. Co3aaBaTb 06BbEKTbI M3 MEHIO C/IOXHO U AI0Nr0, NO3TOMY Mbl COBETYEM
NCNONb30BaTb ropayyio knasuwy Shift+A.

3. O6bekT MOXHO yAaNuTb Yepes ropadyio knasuuwy Delete, Toraa oH cpasy
nponaaeT 13 cueHbl. MoXxHo Bbi6paTb 06beKkT 13 Outliner, aanee HaxaTb MKM no
o6bekTy, BbibpaTh NYHKT MeHio Delete.

Grease Pencil

0
* Armature
H

Lattice

No Ay >t 2
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4. Takxe Ans yaaneHns o6bekTa MOXHO MCNONb30BaTb a/IbTEPHATUBHYIO FOPAYYIO
Knasuwy X, NoABMUTCA OKHO, rae MoXHo BbibpaTh Delete.
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Empty

Image

Light
Y ¢z Light Probe

Camera

E Scene Collection

Collection Instance
v =1 Collection
~ Q
> v Cube ¢ ;ﬁ Copy
»© Light

\, Paste

X Delete

¥ Select

Select Hierarchy




CO3A0HME 1 YAOAEHME ODBLEKTOB

Korpaa Bbl yxe co3ganu Hosbl 06bekT, Toraa Blender otobpasur
oTAeNbHOe MeHIo nocaegHero AencTens. B HeM Bbl CMOXeETe HaCcTPOUTb
napamMeTpbl obbekTa (AN Kaxaoro obbekTa oHun byayT ceowm).

Size - pasmep obbekTa.
Align - BbipaBHuBaHue (rae 6yaeT co3aaBaTbca 06beKT).

1.86 m
Generate UVs ¥
3D Cursor World - k rnobanbHomn
World cmcTemMe KOOpAauHaT.
View — K 3KpaHy.

3D Cursor 3D Cursor -k 3d kypcopy.

World v
0.722 m
-0.961 m
0.0255 m

Location — nonoxeHue obbekTa B ocax XYZ.
Rotation — nosopoT ob6bekTa B ocax XYZ.

OKHO nocneaHero AencTens, B HeM 0TOBPaXKaroTCA HAaCTPOMKM
nocnegHero aencrsema s Blender, oHo MoxeT coaepxaTb /iobble cBOMCTBA
WNHCTPYMEHTa NN AeNCTBUSA, 3 He TO/IbKO CO34aHMA 06beKToB.




PEeAQKTMOOBAOHME OOBEKTOB

Transform — 370 MeH10, B KOTOPOM oTobpaxaeTca MHpopmMaums 0 NOBOPOTE,
NonoXeHun, pasmepe obbekTa B CLEHeE.

[axxe ecnu Bbl 3aKpblIv MEHIO NOC/IEAHEro 4eNCTBUA, TO MOXHO U3MEHUTb
HaCTPOMKM NonoxeHna obbvekTa B8 meHio Item - Transform (ropsyan knasuwa N).

¥ Transform Cdepa 1 ee Bounding Box

[tem

Location
X 0.72211m
Y -0.96077 m
y4 0.025549 m Location — nonoxeHue.

Rotation Rotation — nosopor.

Scale - macwTab.

Dimensions — pasmepbl rabapMTHOro KOHTeNHepa

(Jlroboe Teno 8 3d rpaduke umeet ceon bounding box.
3710 KOpobKa, B KOTOPYIO BNUCAH CO34aBaeMbivt 06beKT).

Tool

View

-t
k")
ul

XYZ Euler

Shortcut VUr

Scale

Retopology

Dimensions:
1.86m
1.86m

1.86 m

Quad Rémesh




BbiAEAEHUNE

1. Jllo60o1 3neMeHT cLUeHbl MOXHO BblgenuTb Yepes Outliner (aobasuts
K BblaeneHnto nnm ncknoumntsb Cerl + JIKM).

=] Scene Collection
v

=3 ~ 11 s
=] Collection

oD
-« Camera

@

v Cube

© Light

2. BuigenuTts 06bekT MoxHo u3 3D Viewport, knukHys JIKM no Hemy.
Ona pob6asneHna nnm ncknyvenus Shift + JIKM no obvekry.

3. Buabl BbiaeneHnsa (ropayvas Knasuia gna cmedbl W). Bce 4to nonano B obnactb

BblaeneHus 6yaet BobibpaHo.

-tJ . ’..}. Tweak

) | Select Box

b ! Select Circle

4. MeHI0 BblaeNeHUA.

"Select | Add Object

All
None

Invert

Box Select

Circle Select

Tweak — npocTou Kypcop.
Select Box — NnpAMOYronbHuK.
Select Circle - okpyXHoOCTb.
Select Lasso - nacco.

All - BbiI6paThb BCe (ropa4yas knasuwa A).
L—None - cHATb BblgeneHve (Alt+A).

Invert — nHBepTMpoBaTh BblgeneHue (Ctrl +1).

Box Select - npamoyronbHuK.

Circle Select - okpyxHocTb (C).




MHCnekTop oObekToB Quftliner

f

: o -
Outliner — 370 MeHI0, B KOTOPOM HaxoAsaTcA Bce 06beKTbl CLEHBI. ) Bknagaka Filters
Search — nouck.

Filters — dunbTpbl (MCNONB3YIOTCA ANA COPTUPOBKW/

CKpbITHA/6N0KMPOBKYM 06BLEKTOB B CLeHe). d L50d Ea e Restriction Toggles — ckpbiBaeT 06beKTbI B ONpeieIeHHbIX YCI0BUAX.

New collection - cospate HoBylo KoNeKUMIO. SRS Exclude from View Layer — pa3peluaeT BK/1104aTb UK BbIK/IIOYaTb
Scene Collection — rno6ansHas konnekums. (3to =1 C T T KOIEKLUM N0 YeKBOKCY.

FN1aBHbIN KOHTEWMHEP CLieHbl, XPAHALMIA IOKa/IbHble o [ Indirect Only — BM3yann31poBaTh TO/IbKO OTPaXKeHHbIi CBET.
KON/TeKLMM M 06BbeKTbI cLeHbl. Ero Heb3a M3MeHUTb @ bt Abnabetibainy Holdout — B13yaNN3MpPOBaTh TONKO MAcKy 06beKTOB.

WU YAANNT). Disable in Renders - oTkN041Tb 06BEKT Ha peHaepe.

Collection — nokanbHan konnekuMa (AaHHbIN i iy e ot Disable in Viewports - oTK/1l04MTb 06BLEKT BO BLIONOPTAX.

3/1eMEHT MOXeT XPaHUTb B cebe 06beKTbI CLeHbI). Hide in Viewport - BpeMeHHO CKpbiTb/M0OKa3aTb B TEKYLLEM BbIONOPTE.
Hide in Viewport — rpeMeHHO CKpbiTb/NOKa3aTb Selectable - paspewnTs/3anpeTnTs BbigeneHne obbekTa.

06beKT BO BblONOPTE.

Camera/Cube/Light — 06beKTbI B cLeHe.

®

2 Filter — ckpbiBaeT 06bEKTbI MO KaTEropusaM.

Collections — konnekuymm (3To ycNoBHbIE rPpynnbl 06bEKTOB).
@ Collections Objects — 06beKTbI.
Object Contents - cBs3u B 06bekTax (B cueHe MoryT 6biTb 06beKTbl,
KOTOPbIE UCMONb3YIOT BHELUHWE AaHHble, Hanpumep, pedepeHc Noarpyxaer
n3obpaxeHue C AUCKA).
& Object Children Object Children - 3aBucumble 06beKTbI (B cLieHe MOTYT BbITb 3aBUCHMbIE

7 @ Meshes 06beKTbl, HeobxoaAuMbIe 418 aHUMAaLUWK).
¥ Transfor 8 ohes Meshes - reomeTpus.

; Lights - cser.

Loc |O¢ Wlamems | Cameras — Kamepb..
I @ Empties Empties — nycTbILKM.

& Objects
¥ Object Contents




Crcrtema KOOPAMHAT

Transform Orientations — MeHt0 ynpassieHus
OpueHTauuMen ocen KoopaMHaT obbekTa B CLeHe.

12 Global v (3

+ — OT NOJIOXEHMUA
BblOpaHHOro o6beKkTa.

Global - rnobanbHas
cucTema KoopauHaT (ocu
BCeraa HanpasneHbl Kak
rnobansHbie XYZ).

12, Global
« Local
[e» Normal
% Gimbal
1, View

& Cursor

Gimbal — liapHUpHas
(HyXHa Ana aHMMUpPOBaHUA
MEXaHM3MOB).

Local - nokanbHas cucrtema
KoopauHaT (ocu ob6beKkTa
HanpasBNeHbl IOK3NbHO

B 3aBUCMMOCTY OT €ro
NOBOPOTA, UM TO'IHEE, ero
Origin).

View — aT nNackacTy AKPAHA

(ocm Bcerga npuBA3aHbI K
3KPaHy).

Normal — no Hopmanu kK
NoBepxXHOCTH (AOCTYNHO B
pexume pefakTMpoBaHUsA
reoMeTpum, OCU Hanpas/eHbl
NoO HOPMasK K BbIOPaHHBIM
nogobvekTam).

Cursor — ot nonoxexusa 3D
cursor (NoNoXeHnA ocen
33aBMCUT OT nosopoTta 3D
CUrsOr B NPOCTPAHCTBE).




Pe>XXrmbl OTODPAXKEHMS

Object Types Visibility — meHIo ckpbiTha 06bekTOB B paboyem npocTpaHcTee. OTKPbIBAETCA C MOMOLLBIO CTPESIOYKM HaZ MEHHO.
Ecnum HaxaTb Ha «rnasmk» HanpoTtus Mesh, To Bce 06beKTbl 3TOM KaTeropun BpeMeHHo ncyesHyT us Viewport.

Object Types Visibility - otobpaxeHne 06beKToB o nx Tuny.

Mesh - reomeTpus.

Curve — KpuBble.

Surface - CAD noBepxHOCTW.

Meta - metabonbl.

Text — TekcT.

Volume - VDB 3¢ dekThbl.
rease Pencil - 2D 3nemeHTbI.
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Armature — KocTwn.

Lattice - peweTtkn gedopmMaunn.
Empty — nycTbilwku.

Light - cseT.

Light Probe — nosubl oTpaxeHui.
Camera — Kamepbl.

Speaker - 3ByKu.




Pexxmm oTtobpaXKeHmd

Viewport Overlays — MeHI0 0To6paXeH1A BCNOMOraTe/ibHbIX 3/1EMEHTOB CLEHbI.

Viewport Overlays

Grid — ceTka nona B NpAMbIX NPOeKUUAX.
W Extras Bores o~
S Retcrsi Line: ‘ Floor - ceTka nona B nepcnekTuse.

¥ Outline Selected Origrs Scale
¥ Text Info & 3D Cursor _XYZ —oCcn.
ot Scale - MacwTab ceTku.

3D Cursor - noka3sbiBaTb 3d Kypcop.
@ Extras % Bones Wireframe — noka3sblBaTb ceTKy Moaenu.

ekigaalidled S ool Face Orientation - noka3sbiBaTb
Outline Selectec & Origins -
e ol OpWeHTaLMIo NoBepxHOCTeN. 115 Yero
3TO HYXHO, Y3HaeM nosxe.




HACTPOMKAO OTODPOXKEHMI MATEPUMAAOB

Viewport Shading — MeHio HacTpolikn oTobpaxkeHns maTepuanos B paboyem oKHe.
MepBoe, 4TO Bbl MOXeTe BbIBPaTh 3TO OAHY U3 rpynn Wenaepos:

Studio MatCap
3

Material Object

Single Random

¥ Outline

& Specular Lighting

Vertex

Texture

Viewport

Studio - cTyauiHbIN.
MatCap - maTepu1an us cnucka.
Flat - npocToi (HeT 611MKOB, OTPaXeHUI, TEHEN).

Color - useTt o6bekTOB BO Viewport 3aBUCUT OT BbIBpaHHOro
pexuma

Material - ot maTepuna.

Object — ot o6bekTa.

Vertex — oT uBeTa BEpLUMH.

Single - oguH useT.

Random - cny4aliHbiv LBET.

Texture — c TeKCTypoW.

Background - ¢oH paboyero okHa 3aBMCUT OT BbIOpPaHHOro pexuma
Theme - ot TemMbl odopMeHus.
World - ot mupa.
Viewport — ot pabo4yero okHa.

Options — HacTponky oTobpaxkeHns.
BackFace Culling — nokasbiBaTb NONIMIOH C ABYX CTOPOH.
X-Ray — c1ia npo3payHoOCTL.
Shadow — nokasbiBaTb TEHW.
Cavity — nokasbiBaTb yraybneHus n Kpas.
Depth OF Field - nokasbiBaTb rnybuHy peskocTu.
Outline — noka3biBaTb 06BOAKY.
Specular Lighting — noka3biBaTb OTPaXXeHNA MCTOYHNKOB CBETA.

Ecnm HaxaTb no wapuky B MeHio Viewport Shading, To MoxHo
Bbl6paTh Wenaep 13 BblbpaHHOM rpynnbi:

Studio

LIk B
@ * -
Sheoe




Pe>Xmmbl OTOOPOXKEHMS

KHonku 6bicTporo goctyna meHto Viewport Shading. (1S

X-Ray — caenatb reoMeTpMio NOYNpo3payHom.
Wireframe — nokasatb ceTKy Mmoaenei.

() solid - nokasaTtb npocToi weiiaep.

Material Preview — nokasaTb N0/HOL@HHbIN MaTepuan.
Rendered - BK/1104MTb BU3yanusaumio.

HDRI kapTa - 310 M306paxeHune, KoTopoe ocsellaeT cueHy. OHO YCTaHaBANBAETCA
Ha 3aaHMK doH paboyero NPoCTpaHCTBaA.

BcTpoeHHble doHbl (HDRI) 8 Blender:

Viewport Shading — MeHi0 HACTPONKM OKPYXXEHUA N OCBELLEeHUA CUeHbl. AnA
BKJIKOYEHMA HacTpoeK ocBellleHna Heobxoamumo nepentn Material Preview.

Rotation
Strength
World Opacity
Blur

Lighting — cserT.
Scene Lights - BkntoyeHune/BbikN04EHME
OCBELLEHMA OT UCTOYHNKOB CBEeTa.

Scene World - skntoyeHne/Bbiknto4eHme
ocselweHna ot HDRI KapTbl.

Rotation — nosopoTt HDRI KapTbl.

Strength - spkocte HDRI KapTbl.

World Opacity — npo3payHocTb HDRI KapTbl.
Blur - pasambiTne HDRI KapTbl.




ObpaLLeHME K MOAODBEKTAM

MHCprMeHTbI MoAeNMpoBaHUA MOXHO OTKPbITb Ppa3HbIMU cnocobamu: Ana nepekntoyeHus mexay nOAOGbEKTaMVI mcnonb3y171Te MEeHI0
WA ropaymne Knasuwn:

s e 7Y EditMode ~ S

Modeding

SE] B I=HE ] el e R
e v clect Add Mesh Vertex Edge F v T a aaE
User Orthographic

(1) Cube

User Orthographic

(1) Cube : 2N ) 3 - polygon

TpaHcpopmauma noaobLeKToB
TyT Bce paboTaeT aHanorn4yHo TpaHchopMaLmmn o6bLeKToB:

G — nepemelleHne @ R - BpalueHue '."l S — MacwTabuposaHue

BaxxHo!

Ecnum aBaxAabl HaxaTb G, To NnogobbekT

byaeT nepeMelLaTbCs BAO/b CYLLECTBYIOLWNX

pebep. [Ansa yanobcTBa MOXHO MCNONL30BaTb
1. HaxaTb TAB B okHe Layout. 2. 3a1nTu Bo BKN1aaky Modeling. MaHUNyAATOPbI.




YAOAEHUME MOAODBEKTOB

Ecnm BbibpaTh 0ANH MM HECKO/IbKO NOA0OHLEKTOB U HaXaTb X, TO NOABUTCA CAEAYIOLNE MEHIO YA3IeHUA:

Vertices J—

Edges
Faces

Only Edges & Faces

Vertices - yaanuTb onopHyto Edges - yaanuto pebpo 1 Faces — yaannTb NOJIMIOH U Only Edges & Faces - yaanutb
Only Faces TOYKY U FEOMETPMUIO. reoMeTpuio. reoMeTpuio. ToNbKo pebpa M NONAUrOHbI BMEcTe
C reoMeTpuen, OCTaHyTCA TOSIbKO

Dissolve Vertices BepLWUHbI.

Dissolve Edges

Dissolve Faces
Limited Dissolve

Collapse Edges & Faces

Edge Loops

Only Faces - yaanuTb TONbKO Dissolve Vertices - yaanutb Dissolve Edges - yaanutb pebpo, Dissolve Faces - yaanutb
NOJINrOH U FTEOMETPMUIO, OCTAHYTCA OMOPHYIO TOYKY, HO OCTaBUTb HO OCTaBUTb FrEOMETPUIO. HEeCKO/IbKO NO/INIOHOB,
Tonbko pebpa 1 BepLUMHBI. reoMeTpuio. HO OCTaBUTb FrEOMETPUIO




CoeAmHeHMEe NOAODBLEKTOB

Ona cnananna HeobxoanMMo BbIBpaTb HECKONbKO NoA0ObEKTOB, a 3aTeM HaxXaTb (M). MossuTca meHto Merge.

At First
At Last
At Center
At Cursor

Collapse

By Distance

At First — npucoeavnHeHne K nepeomy
BblAe/IeHHOMY NoAo6beKTy.

At Cursor — npucoegnHeHune
Bbl6paHHbIX NOA06BLEKTOB Ha MecTe
3D Kypcopa.

L 4

At Last — npucoeauHeHne K
nocnegHeMy Bbige/IeHHOMY
nono6vekTy.

Collapse - npucoeanHeHue
B8bl6paHHbIX 0O HLEKTOB.

At Center — npucoeguHeHue K LLeHTpYy
BblZle/IeHHbIX N0A06bEKTOB.

By Distance — oT AucTaHUWK. MoaobbeKTsI,
paccToAaHne Mexay KOTOpbIMK 6yne'r MeHblle, 4emM
B NapameTpe Merge Distance, byayT cBapeHbl.




[oYyNMNbl CTAOXKMBAHMS

Fpynnbl CrnaXXMBaHUA — 3TO CBOMCTBO NOBEPXHOCTY, ee NoBeeHne Npu ocseLleHnm
(rnapkoe nnu rpaHeHoe). [ins npumepa cospgaamm UV Sphere.

Mo yMon4aHMIo BCe NOBEPXHOCTUM 3Toro o6bekTa byayT rpaHeHbiMU. Ho ecnu HaxaTb MKM
Nno MoAenNu B CUeHe, ganee HaxaTb no dpyHkunn Shade Smooth, To chepa cTaHeT rnaakon.

Shade Smocth
Shade Flat

Set Ongin

CaMbliit NpoCTOM CNocob HAaCTPOUTL HOPMAN — 3aUTU B MEHIO e , Aaniee HavTn CBUTOK
Normals, noctasuTb ranouyky Auto Smooth, otperynmposats yron Angle (31oT napameTp
onpeaenseT yroa Mexay noamroHamu 1 genaet pebpa XecTkMMu nnm Markumm).

¥ Normals

¥ ¥ Auto Smooth

Angle

Kaxabin Vertices nmeeT CBOMCTBO HOPMaau

HopManu coHanpasneHsl HopManu He coOHanpaB/ieHbl
Mexay coboit — NoBepXHOCTb Mexay coboi — NoBepXHOCTb
rnagkas. rpaHeHas.

B HekoTOpbIX CNy4asx Heo6xoAMMO NoKaNbHO A063BUTL XEeCTKOCTb. 1A 3Toro
Haxumaem Tab ans peaakTMpoBaHUs, 3aTeM BblaenseM HyXHble pebpa, Haxnmaem
NKM no pebpy, Bbibupaem Mark Sharp. Tenepb BbibpaHHble pebpa byayT XecTKumu.

Mark Starp




