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Blender — nakeT ons CTBOPEHHS TPMBUMIPHOI KOMM'HOTEPHOI

rpadikn, Wo BKNOYae 3acobm mMoaestoBaHHS, aHiMalil, peHOEPWUHTY,
post-00pobKuM Bige0, a TAKOX CTBOPEHHS IHTEPAKTUBHMUX irop.
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DyHKUiT nakeTy:
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[MigTpnMKa pi3HOMaHITHUX FrEOMETPUYHNX MPUMITUBIB, BKIMOYAKYM NOMNIrOHasbHi
MoZAeni, CUCTeMY LLBUOKOroO MOLENOBAHHA B PEXUMI NOAINY NOBEpXHi, KpUBI
bBesbe, noBepxHi NURBS, BucikaHHS MOnMIroHiB Ta BEKTOPHI LLUPUPTHN.
YHiBepcarnbHi BOyooBaHi MexaHiamMun peHaepiHry, iHterpauis 3 YafaRay ta
iHLLUMMW aHanori4YHUMM NporpamMmamu.

[HCTpYyMeHTU aHimalii, cepen AKux apmaTypHa (CKkeneTHa) aHiMmauis Ta CiTkoBa
aedpopmauis, KnoyoBi Kagpw, HeMiHiMHa aHiMauis, YyacoBa wWkKana, guHamika
M'AKUX Tin BKNKOYa4m BU3HA4YeHHS Konidin doopmu 06'eKkTiB Npm B3aemMogil,
AVHaMiKa pigvH, AnHaMika TBepaux Tifl, CucTemMa YaCTUHOK NPU BU3HAYEHHI
KOsi3inn 06'eKTiB.

Python BUKopncTOBYETLCS SIK 3aCib CTBOPEHHS IHCTPYMEHTIB | MPOTOTMNIB,
CUCTEMU NOTiKK B irpax, gk 3acib imnopTy/ekcnopTty annis, aBTomatmsadii
3aBaHb.

OcHoBa cucTeMu HeNMiHIMHOroO peaaryBaHHs Bigeo 1a poboTn 3 My3UKOHO.

Game Blender — nignpoekT Blender, wo Hagae iHTepakTuUBHI OyHKLUII, Taki 9K
BU3HAYeHHSA KOMi3in, AMHaMIiKa Ta rnporpamoBaHa sorika. Takox BiH JO3BOMSAE
CTBOPIOBATW OKpeMi Jo4aTKM NOYMHAKYM Bif, apXiTEKTYPHOI Bidyani3auil 4O Bigeo
irop.
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B niBin YacTuHi po3MiLLLEHO KOPUCTYBaLbKi MOCUNaHHsA, 30KpemMa onuc Bepcil, koo Bu kopuctyetechb (Lo
HOBOIO B Hii), wiki NoCi6HUK, odiuinHmin canTt Blender Towo (Ui nocunaHHa 4ocTynHi B MeHto Help ).

B npasin 4yacTuHi cnucky po3miweHi octaHHi 6 Blender-cpannis, siki Bu 36epernu. Akwo Blender 6ys
BIAKPUTUM BrepLuUe, TO LUs YacTMHa 3acTaBku Byaoe nopoXHbO, OCKinbkM Bu He pegarysanu i He 36epiranu
XoaHoro dpanny. Lien cnncok MoxHa BUKIIMKaTK 3a HacTynHow koMmaHaoto File ->Open Recent.
IHTEpakTMBHE MEHIO [03BONSAE BUBpaTh po3knaaky knasiatypu (Ha Bubip Blender un Maya).
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Tpn ocHoBHUX npasunia Blender

= XoaHoro nepekpuTTA. KopncTyBaLbkui iHTEPENC A03BOSSE
nepernagaTty BCi BIANOBIAHI onuil Ta iIHCTPYMEHTapin He nepecyBaroyn i He
NepeTAaAryo4vn BikoH HaBKOIMO.

= KopHoro 6noKyBaHHA. IHCTpyMeHTapiu i onuii iHTepdelicy He OrokytoTb
KopucTyBada y Oyab-akin iHWIin YacTuHi Blender’a. Blender He Bumarae
3anuTiB, Y AKUX HeobxiaHe 000B’A3K0oBE BBEAEHHSA AaHMX AN BUKOHAHHS
neBHOI ail.

= JXogHoi MoganbHocCTi: KopucTyBalbke BBeAEHHS AaHNX 3pobrneHo
MaKkcuMarnbHO rHy4ko, 6e3 dianoris. A TakoX Mons BBEAEHHS, A& 3HaYEHHS
MOXXHa BBOOAUTU HAK KnasiaTypoto, TaK i MULLIEIO.
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1. TonoBHe MeHto (iHdbopMaLinHe BIKHO), pO3MilLleHe 3BEPXY, NpeacTaBrieHe TiNbKu
3arosioBKOM (HI4Oro iHLIOro TamM He NOBUHHO BiTn).

Hanbinbwe 3D BikHO (BikHO 3D neprnsay).

BikHO YacoBoI LWWKanu po3MileHe 3HN3Y.

RN

5. BIKHO KHOMOK Ta BNacTUBOCTEWN — cripaBa 3HU3Y.
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Po36umms 8ikHa Ha OeKirnbKa

Y BEPXHLOMY MPaBOMY KYTKY BikHa (Marn. 5) 3HaxoguTbCA BiAKeT po3buTTs BikHA, 8IiH
CXOXUU Ha Heeesliukul mpuKymHuk. BiH i po3buBae, i 06'eqHye BiKOHHI naHeni. Konu su
HaBedEeTe Ha HbOro MULLIKY, KypCcop 3MIHUMbCSA Ha xpecm. KnauHimb 51i60K0 KHOMKOK MUWI |
rnomsi2cHime er1ieo 05151 po3bumms 8ikHa o eepmuckarii, abo 8HU3 0111 po3bummsi 8iKHa o
20puU30oHmMarli.
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O6’eOHaHHS 080X 8IKOH

LLlo6 o6'egHaTn aBa BikHa, BOHM MOBUHHI 6yTM 0QHAKOBOro po3Mipy B TOMY HarnpsiMky, B
KoMy BK BaxaeTe ix 06'egHatn. Hanpuknaa, aKwo Bu xoyete o6'egHaTth ABa BikHa, WO
CTOATb NOPYY, BOHM NOBUHHI BYTN 04HAKOBOT BUCOTU. AKLWO BIKHO 3MiBa He Oyae 30iratucs
MO BMUCOTI 3 BIKHOM crpaBa, TO BU He 3MoxeTe 06'egHaTtu ix no ropusoHTani. Onepauito
cnig BUKOHyBaTW Tak, Wob ob'egHaHe BiKHO B pesynbrati byae npsiMoKyTHUM. Take X
npaBuno gie onga ob'eaHaHHsA ABOX BIKOH, SIKi HAXOAATHCSA OAMH Nig O4HWUM, Y HUX NOBMHHA
OyTn ogHakoBa LWMpKHa. AKLO BEPXHE BIKHO po3buTe Nno BepTuKarsi, TO BU MOBUHHI
cnoyaTky ob'egHaTtu Ui ABa BikHaA, a TiflbKM MOTIM NpUeEgHaTU 40 HU3Y NepPLIOro BikHa BepX

ApYroro.

* Click and N
drag up
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Twunun BIKOH

1. 3D View — BikHO 3d nepernsaay, rpadivyHmMin BUINSA BaLlol CLEHMW.

2. Timeline — yacoBa LiKana, KOHTPOJSIKE BIOTBOPEHHA aHiMaLlii.

3. Graph Edito_r— peAakTop rpaq)iKm (KOJ‘IVILI...I.HC BikHO IPO) kepye knovoBuMM '@ 3D view
Kagpamu aHimauii i KpuBUMM iHTEpnonaLii.

4. DopeSheet — "MoHTaxHuWI cTin" 06'eaHye okpeMi Aii B NOCMiA0BHICTb Ail. © Timeline

5. Man. 10NLA Editor — pegaktop HerniHinHOT aHimau,l. 2/ Graph Editor

6. Image/UV Editor — pegaktop 300paxeHb, 3 pO3LLUMPEHNMMN IHCTPYMEHTaMK AN1s ** DopeSheet

pob6oTu 3 UV posropTkamu.

7. Video Sequence Editor — pegakTop Bigeopsay, MOHTY€E NOCNIAOBHOCTI Bigeo B
OOVH ifibMm. = UV/image Editor

8. Text Editor — TeKCTOBUIM pefakTop AN4 3anucy 3amiTok i AOKYMeHTaLii Npo BaL 5 Video Sequence Editor
NpoekKT i HanncaHHAa Python ckpunTis.

9. The Node Editor — pegaktop HoAiB, [O3BOSISIE BUKOPUCTOBYBATU HOAM NS
TEKCTYpPYyBaHHS, HanalwwTyBaHHS MaTepianis Ta KOMNO3uLil.

= NLA Editor

Text Editor

10.  Logic Editor — BikHO pegakTopa irpoBUii NOTiKM. ¢ Logic Editor

11.  Properties Editor — BikHO BnacT1BOCTel nokasye Bam AesKi napameTpu noTo4HOro > Properties
BuAineHoro ob'ekra. Outliner

12. Outliner — pegakTop CTPYKTYpy AonomMarae 3HaxoauTu Ta opraHidoByBath 06'ekTn y
BaLLIil CLEHi. User Preferences

13. User Preferences — npu3HayeHi 4ns KopucTyBava HanawTyBaHHS. BCTaHOBNEHHSA @ Info
y Ble'nder i BAWOro ocobmncToro cTmunto poboTun, NpMnaLIToOBaHOro 40 BALIOro R —
komn'toTepa.

14. File Browser — BAKOPUCTOBYETbLCA AN51 OpraHidauil, 3aBaHTaXeHHSA Ta 36epexeHHs Bl Console
dannis (y 6aratbox BMnagkax 3'ssBSETbCA aBTOMATUYHO, KOMW Le HeobXxigHo). Editor type

15. Console — koHconb ans 6e3nocepeaHbOro BukopuctaHHa python B Blender.
16. Pi3Hi Tnn BikOH MOXXHa BUBMpPAaTK, KNauHyBLUX MULLKOKO B 3arofioBKy Mo camin
NIBOO iKOHL. Y MEHI0 NOKaXXyTbCA BCI JOCTYMNHI TUNW BIKOH



N
eMCTeMM eKpaHiB

1-Model (MogentoBaHHSA) — 4 BikHa 3D neperngagy, BikHO BNacTMBOCTEN 3
KHOMOKaMu peaaryBaHHS.

2-Lighting (OcBiTNeHHs) — Kinbka BikoH 3D nepernagy Ana BCTaHOBMNEHHS
mxepen cBitna, BikHo UV/Image onga BigobpaxeHHst pesynbsraTis
Bidyanisauil, BikHO BnacTMBOCTEN N4 Bidyanisauil, HanawTyBaHHA Ta

KOHTPOIO namr. =

3-Material (MaTtepianun) — BikHO BriacTMBOCTEN 4SS HaNaLTyBaHHS L mm
matepianis, BikHo 3D nepernaay ana Bubopy o6'ektis, BikHo Outliner, Animation

Bibnioteka ckpunTiB (SKLWO BU KOPUCTYETECH), MOXE BYyTK pegakTop HoaiB o

(Node Editor). ——
4- UV Layout — BikHO pegakTopa UV/Image, BikHo 3D nepernagy ong el

3aBaHTaXXeHHS | BUKOHaHHSA po3ropTkn mesh o6’ekTa. Game Logic

5-Painting — PegakTtop UV / Image ona mantoBaHHA 300paXKeHHS Scripting

TekcTypwn, BikHO 3D nepernagy ona mantoBaHHA 6e3nocepeHbO Ha UV Editing

ob6'ekTi B pexxumi UV Face Select, 3 miHi-BikHa 3D nepernagy BHU3Yy Video Editing

300Ky, siKi MiCTATb Habip BUXigHMX 306paxkeHb y MOBHOMY CKNnagi, BiKHO

BNacTUBOCTEN. 9

6-Animation (AHimauia) — PegakTtop rpadgis, BikHo 3D nepernsgy ons
NocTaHOBKM apmatypu, BikHO NLA.

7-Node (Byanun) — Benuke BikHO pegakTopa Hogis (Node Editor) onga 3g’
a3ky, BikHo UV / Image nos'a3aHe 3 pesynsratoM Bidyanisauil (Render
Window)/

8-Sequence ([MocnipgoBHocCTi) — PegakTop rpadis, BikHO VSE B pexumi
nonepeaHboro nepernagy 3obpaxeHb, VSE B pexumi WKanu vacy, BikHO
LIKanu vacy i ctape aodpe BiKHO KHOMOK.

9-Notes/Scripting (Mpumitkn / HanncaHHsa ckpunTiB) —BikHO Outliner, BiKHO
TEKCTOBOro pefakropa.



KOHTEeKCTU

— PeHpgep Render: Bce, WO BIiAHOCUTBLCSA A0 BUXIAHUX hanniB, NPOAYKTUBHOCTI TOLLO.
— CueHa Scene: ['paBiTauisi B CLEHi, 0ANHULI BUMIpIOBaAHHS, iHLWA 3aranbHa iHhopmadisi.

— CaiT World: HaBkonuLuHi OCBITNEHHS, HEDO, TyMaH, 3ipku Ta HABKOSTULLHA OKMO3is
Ambient occlusion (nornuHaHHA cBiTNA).

— O06'ekT "Object": TyT 3HaxoAsaTbCA HanawTyBaHHS PO3MILLEHHS | BUOUMOCTI (3a
AOMNOMOrOH0 LWapiB), HanawTyBaHHA AyOntoBaHHSA Ta iHpopMaLis Npo aHiMauito (MaeTbCs
Ha yBa3i No31LioOHYBaHHS).

— ObmexeHHs Constraints: BukopuctoByeTbCsa 44 ynpaBiHHA No3uuieto 00'exTiB,
mMaclwTabom i 1.4. (TOBTO WOCH HACTINBbKN NPOCTE K KOMitoBaHHA KOOpAUHATU X
iHWoro ob'ekTa).
— [aHi o6'ekta Object Data: mictntb yci cneundidHi gaHi o6'ekta (konip axepena
CBiTNa, (bOKyCHa BiACTaHb Kamepu); BUA iIKOHKM 3anexnTb Big Tuny ob'ekta (TyT
3niBa nokasaHa ikoHka o6'ekta TUny CiTKu).
— Matepian Material l[Hbopmauiss noBepxHi (43epKasibHICTb, MPO30pPICTb, KOSIp i T.
a.).
— TekcTypa Texture: BOHM BUKOPUCTOBYHOTLCA MaTepianamu, wob 3agatn Bug,
lwabnoHny (a pattern) (mapmyp, LWaxoBa AoLKa, 3006paXXeHHS Ta iHLLUi
MOXITMBOCTI NtOC X KOMBiHaLLT).
— YacTtuHku Particles: [logatoTb BENUKY KiNbKICTb (Han4acTiwe maneHbknx) ob'ekTiB,
SKi MOXYTb KepyBaTUCA CUNOBMMU MONAMU i IHLUMMW HanawTyBaHHAMMN.
— ®isuka Physics: TyT 3HaxoanTbca BCs iHpopmaLis, noe'd3aHa 3
imiTauietotkaHnHu Cloth, cunosux nonis Force Fields, 3iTkHeHHa Collision, piguH

Fluid i aumy Smoke, L0 BigHOCATLCA A0 06'ekTa.

4 ‘« \
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36epexeHHA/BigkpnTtta doannis

© Blender

Blender Render

N Application Data
i Desktop

i Documents

& DRM

& Fa
i Start

¥ Load Ul

v Trusted Source

System

MeHto System MiCTUTb CNMCOK JOCTYNHUX ANs NOLWYKyY dannis npuctpois. KnayHite Ha 0AHOMY 3 HUX, WO6 nepentn 4o
BiANOBIAHOT AMpeKTOopIl.

Bookmarks

TyT 3HaxoasaTbCA Ti Nanku, 4OCTYN 4O AKX MOXNMBMIA 6e3 HaBirauii no 6paysepy dannis. LLlob gogatn oupekTopii B MeHIo
Bookmarks nepengite B nanky ta HaTUCHITb KHONKY Add. [ins BuaaneHHs nanku 3i Cm1cKy NPOoCTo KNiKHITb Ha X nopyy 3 iM'am
narku.

Recent

Lle cnnucok nanok, siki HegaBHO BUKOPUCTOBYBanucs. Bu moxeTe kOHTpontoBaTK, Sk 6araTo nanok notpannse croan
nepenwosLumn B 3aknagky File B User Preferences, BkasaBLun HeobxigHe 3Ha4eHHs B YncroBy kHoMKy Recent Files.

Onuii 8idkpummsi ¢hadiny

Y koxeH. Blend dann Blender 36epirae kopuctyBaubkui iHTEpdENc — po3TallyBaHHS i po3mipy pobounx BikoH. 3a
3amoBYyBaHHSM, Len 36epexeHnin Ul 3aBaHTaXyeTbCs, 3aMiHIoYM Byab-AKi HanawTyBaHHS KOPUCTyBaya 3a 3aMOBYYBaHHAM
abo NOTOYHE po3TallyBaHHS i pO3MipK BIKOH. AKLLO BM xo4eTe npautoBaTtu 3 blend-annom, BUKOPUCTOBYOUN BaLli NOTOYHI
HanawTyBaHHs, 3anycTiTb Blender 3HoBY, BiakpunTe havnosui 6paysep (F1). 3HimiTe npanopeub 3 Load Ul, nicnsa voro
MOXHa BigkpusaTtu cann.



36epexeHHs/BigkpnTtta doannis

© Blender
Blender Render
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CADocumerts and SettingsWiUserss |

1

liis Application Data
[l Desktop

fis Documents

& DRM

v Load Ul

v Trusted Source

[NaHernb 3a2051080KYy

3aronoBoOK MICTUTb Kiflbka iIHCTPYMEHTIB ANnd Hasirauii. YoTupu iKOHKK i3 CTpinkamu 403BONSATb NEPENTH B HACTYMHY
nanky, NnepenTn y nonepeaHto nanky, nepenTn B 6aTbKiBCbKY OMPEKTOPI0, OHOBUTM NOTOYHY Narky.

CTBOpPUTK HOBY OMPEKTOPIIO BCEPEAMHI NOTOYHOI MOXHA NPOCTO KnauHyBLwK no ikoHui Create New Directory.

PewwTa ikOHOK 403BONAOTL KOHTPOMOBATH, SKi bannu ByayTb BUAHI, a sKi Hi. Bu moxeTe nokasyBaTtu channm KOpoTKUM
CMMCKOM, NOoKasyBaTtu annun CrnMckom 3 aetanamu, nokasysaTtu oannu y BUIMsaAi eckisie; coptysaTtu pannv 3a
andasiTomM, 3a TUNOM dranny, 3a 4aTO OCTaHHbLOI 3MiHW, 3@ PO3MIPOM.

dinbTpadia KOHTpontoe, aKi Tunu dannis dyayTe nokasaHi. KnauHite no Enable Filtering BubepeTte, siki dhannm
HeobxigHo Bigobpaxatu (nanku, Blend-annn, 306paxeHHs1, Bigeo dannu, CKpunTtu, annm wpnudTis, My3nYHI dannu,
TeKCTOBI dhannu)
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|[HLWII MOXXNMBOCTI BIAKPUTTA doannis

3 MeHio File BU moxeTe Tak camo BigKpUTU hann, BUKOPUCTOBYHOYN TaKi
IHCTPYMEHTM:

Open Recent — nokasye gannm, HegaBHO BUKOPUCTOBYBanuca. KnauHitb
MO OAHOMY 3 HUX AOJ1 3aBaHTa)KEHHS.

Recover Last Session — usa onuia 3aBaHTaxye gann quit.blend, B akun
Blender aBTomaTtnyHo 30epirae BCi AaHi nepeq 3akputTam. Lia onuia
[03BO9€ BiAHOBUTW BaLly NonepenHio Cecito, Hanpuknag AKLwo Bu
BUNaakoso 3akpunu Blender.

Recover Auto Save — usa onuis Bigkpme aBToMaTtnYHO 36epexeHnn ann
A5 NOro BiAHOBMEHHS.
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CNMNCOK PEKOMEHOOBAHOI NNITEPATYPU

http://www.blender.org/education-help/tutorials/
http://wiki.blender.org/index.php/Doc:2.5/Manual
http://aryllus.net/Blender/3D.html

Colin Litster. Blender 2.5 Materials and Textures.Cookbook. — Birmingham
- Mumbai, 2011. - 297 p.

Aaron W. Powell. Blender 2.5 Lighting and Rendering. — Birmingham -

Mumbai, 2010. - 234 p.
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