3d mogenunpoBaHue

CKyJIBIITHHT

Cnenana Illesankuna Auna 9b




CKYNbOTUHT

CKyJBNTHHI —CII0OCO0 MOJEIMPOBAHUS OOBEKTOB,
KOTOPBIM ITO3BOJISICT MPUAABAaTh GOpMy U JOOABISATH
IeTaad, Mogo0HO Jenke u3 miactuanna. C
MIOMOIIIBIO ATOI0 METOAA MOXKHO CO3/1aBaTh IpyoOkIe
(OpMBbI MOJIEJIM M3 MPOCTOr0 KapKaca IIpUMHUTHBA
WA J00aBIATh ACTAIN M yaydllnaTh (opmy
CYILIECTBYIOIIUX MOJIEJIEH.




[ Toumep npoLecca
MOOEenMpoBaHNA C MOMOLLbIO

CKYJIbINTUHI A




e

TornbKo Ha ckynbnTuHr: Mudbox,
Zbrash




[Tpnmep paboThl, caenaHHOU C

MOMOLLbIO CKYSIbNTUHIA B Nporpamme
/brush

™




Hauano paboTbl — 3arotoBka

® CHayana HY>XHO
CO3/1aTh 3arO0TOBKY Oyay
ero 00ObeKTa. 37IeCh HET
HUKAKUX OrPAHUYCHUN:
3TO MOKET OBLITH YEIOBEK,
*KUBOTHOE, pacCTCHHUE WUJIM
IPUAYMAaHHOE CYIIECTBO.
[ 1aBHOE HE HOOABIIATH
neTrajier, 0003HAYUTD
TOJIBKO 0011YI0 hopmy.




Moaundomnkatop Multiresolution

® Ilocie Toro, Kak
3aroTOBKa T'OTOBA,
n100aBb MOAU(HUKATOP.
bes Hero y Te0s He
TTOTYUHTCS KAUECTBCH S
paboTarh B pexnMe [l
CKYJIBIITHHTA

Modify

& Data Transfer

&Y UV Project
&% UV Warp
& Vertex Weight Edit

i Vertex Weight Mix

i Vertex Weight Proximity

Generat

] Array

4 Bevel

Ta Boolean

&= Build

¥ Decimate

& Edge Split

B Mask

.'! Mirror

EP Multiresolution
4 Remesh

? Screw

& skin

) Solidify

® Subdivision Surface
Wl Triangulate

E] Wireframe

Deform

& Armature

@ Cast

£ Corrective Smooth
. Curve

A, 4 Displace

R Hook

L Laplacian Smooth
iul Laplacian Deform
B} Lattice

i=] Mesh Deform

%! Shrinkwrap

¢ Simple Deform
£ Smooth

i=[ Surface Deform

& warp

AT Wave

Simulate

W Cloth

® Collision
e/ Dynamic Paint
f} Explode

& Fluid Simulation
@ Ocean
1t Particle Instance
4 Particle System
. Smoke

“ Soft Body




Multires

Mogpens Oymet
CIJIa)KHBAThCS

OtoOpaxxkeHue
ACTaIN3aIlid B OKHE
IIPEBBIO

OtoOpaxxeHue
ACTAIIN3AIUN B PEKUIME
CKYJIBIITHHT A

OtoOpaxkeHue
JAeTalu3allii Ha pEeHJIepe

Mogaenb pa3aenuTbes, HO
COXPaHHUT CBOIO (popmy
(He crmaguThCA)

[Tonpasznenenue moaeiun

Simple 6

V' Subdivide UVs




