Mooenupoeanue

CKynbnTUHT
s mpopaboTku Oosiee MEIKUX U CIOXKHBIX JIeTaleid, KOTOHbIE MPOOIeMaTHIHO
cJIeNIaTh MCIIONB3Ys pedpa M BEpIINHBI, HCIIONB3YIOT pekumM «Sculptingy.

~o) Blender [G:\blender\nuca\fox.blend]

felp Sculpting

- o EN

Radis: sopx ¢ | Strength: 0500 @ [ — Brush Texture Stroke

Brush  Hide/Mask

2 90 x

Radius 50 px 74
Strength 0500 &
+ Add — Subtr

0.000 74

¥ "Féxt
»toke

> Falloff
jects:1/5 | I

18:51

a [m g )
P a0 PYC o

OTOI[BI/IFaeM HJIKM CKPbIBACM BCC MCIIAIOIINUC OOBEKTHI.
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Ha 6okoBoii manenu BeIOMpaeM KUCTh «Drawy, BeIOMpaeM NoAXOASIIUN painyC KUCTH U
pexxum nobasienns «Add» u Berumtanus «Subtract» (oIHUM PEKUMOM BBITyYHBACM



pebpa, a 1pyrum caaBiauBaeMm). Takum oOpa3zoM npujaem GopmMy MopAe, MepeaHuM
3aJTHUM JIallKaM.
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TeKcTypuposaHue

Ha roToByi0 MoOm€ahb MOKHO HAllOKUTh TEKCTYPY, TO €CTh, MPUAATh 1BeT. [l
aTOro nepexoaum B peskum «UV Editingy.
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[IBeT (oHa ceTKM MOKHO U3MEHUTh OAMH M3 CTAaHJAPTHBIX BApUAHTOB WU
3arpy3uTh KapTHUHKY.
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Bri6paB Mozenb, mporpamMma Ha JIEBOM CTOPOHE JKpaHa Ha CETKE Mporpamma
ABTOMATUYECKHU PA3I0KUT MOJIeb. ECu 3TOro He mpon301uIo Uil TpedyeTcsi 0OHOBUTh
pa3BepTky Heobxoammo HaxaTh kiaBuiry «Uy» wim JIKM u B KOHTEKCTHOM MEHIO
BbIOpaTh «UNWrapy, mpuyeM MblIllib JOJKHA OBITh HA JIEBOM CTOPOHE 3KpaHa.



JlanHasi pa3BepTKa HEMOHSATHAsA, TO €CTh HE SICHO, TJIE JIallbl, XBOCT WJIM MOpJaA.
YToOBI HACTPOUTH Pa3BePTKY HYKHO pa3pes3aTh MOJENb Ha YacTu. Beibupaem pedpa, mo
KOTOPBIM Oy/IeT MPOXOAMT pa3pes, HaxxumaeM JIKM u Beioupaem «Mark Seamy. Pe6po
paspes3a okpacutcsl B KpacHblid 1BeT. Jlanee oOHOBIsieM pa3BepTKy. Eciu HeoOxoamumo
YAQIUTh pa3pes, TO TaK ke BeIOeIeM pedpa, ¢ KOTOPBIX HaJ0 yOpaTh pa3pes, HAKUMaeM
JIKM u BeiOupaem «Clear Seamy.
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Onuca"HHbBIM CIOCOOOM pa3pe3aeM BCIO MOJIETh U OOHOBIISIEM Pa3BEPTKY.
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COGCTBGHHYIO pacuBCTKy, TO MOXHO COXPAaHUTH

Ecnu tpedyetcst co3aarh CBOIO
pa3BepTKy Ha ¢opmaTe KapTUHKU U B TpauiIecKoM peaakTope C MOIACPKKON padOThI

CO CJI0sMHU HApHUCOBATH, TO YTO HGO6XOI[I/IMO.
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Ecin mpocTto OTKpBITE KapTHUHKY B CETKE, TO OHAa MOXET HE OTOOpa3UThCs Ha
Mozaenu. YToObl 3TO HCIpaBUTh HEOOXOJUMO B CBOWCTBAX MEPEUTH BO CKIAJKY
«Material» u co3gare MaTepHal.
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Hanee nepeiitu B pexxum «Shading». B mynkre «Addy» BeiOpa «Texture» -> «lmage
Texturey.



Tenepb HEOOXOAMMO CBSI3aTh TEKCTYPY U MOJieib. B mose, rie oTkpeiTa KapTUHKA,
y myHkTa «COolor moTsSHYTh 3a CEpyr0 TOYKY U COCIUHUTH €€ C APYroi cepod TOUKOU y
nynkTa «Base Color» monst «Principled BSDF». B pe3yiabTate Moaenb o0epHETCS B
KApTUHKY.




Bepnysiuce B peskum «UV Editing», BumHO Kak pa3BepTKa Jierjia Ha KapTUHKY.
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»

B nanHOM cuTyanuu pasBepTKa JIEKUT HENPABWIBHO. Tak KaK MMEEHO C 3TOU
KapTUHKU JIeJIanach MOJIENb, TO Pa3BEPTKY MOKHO MEPEBEPHYTH Ha BUJI COOKY.

)

Pa3BepTka cnoxuiach B mojoOuWe MOJEIM M Jierjia mouTtu mnpaBuibHO. Ecnu
BEPILMHBI PA3BEPTKU BBIXOAT 3a TPaHULIbl (PUTYPHI HA KAPTUHKE, TO UX MOKHO JIBUTATh
TaK K€ Ha ¥ TIPU NTOCTPOSHUHU CaMOU MOJICIIH.




Anumauusn

Ckenetun poBaHue

Tenepsr mepeiineM k cozmanuro ckenera mojenu. B mynkre «Add» ects ctpoka
«Armature». HaxaB Ha 3TOT ITyHKT, TOSIBUTCS IIEPBAst KOCTb, KOTOPYIO OyJI€T HE BUJIHO.
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YtoOBl KOCTh CTajla BHJHA 4Yepe3 MOJIeb, HEOOXOAMMO TOCTAaBUTh TAJOYKY B
nyHkre «In Fronty. Terneps MOXKHO IBHUraTh U Bpa)KaTh KOCTh CKO3b MOJENb. OCTphIit
KOHEI KOCTH 3TO TOYKa, OTHOCHTEIHLHO KOTOPOTO TIPH COCTaBIICHUU IIO3BI OyIeT
BpaIaThCsi KOCTh (3TO HEOOXOAMMO YUUTHIBATS).
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UtoObl M3 OOHOM KOCTH BBIPACTUTH JPYIYI0 B pEXKUME PEIaKTUPOBAHUS
HE00X0UMO BbIOpaTh OJIMH U3 KOHIIOB (I1ap) CO3/TaHHOM KOCTH U HaXaTh KiaBulry «E».
JIB>KEHUSIMU MBIIIH MOKHO YIIPABIATh pa3MEpPOM U HAlIPaBJIECHUEM CO3/1aBAEMOM KOCTH.
Taxum 00pa3oM CTPOMM OCHOBY BCETO CKENIETa, B JAHHOM CITy4ae MO3BOHOYHUK.
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YroObl cO37aTh HECBA3aHHYIO C OCTAJIbHBIM CKEJIETOM KOCTh B MyHKTe «Add»
BeIOUpaeM «Single Bonesy. [lepeMerniaeM co31aHHYI0 KOCTh B HY)KHOE MECTO M TaK XK€

KaK ¥ OCHOBHOM CKEJIET HapalInuBaeM KOCTH ISl IEPEAHEN U 3aJJHEH HOTH.
a5 Blender* [C:\Users\Mapwus\Desktop\nuca\fox.blend] = (=) “

3@ 3
¥ Transform

(104) Amature : Bone.023 Head:

X: 1.25m
Y. 0.364m
Z -2.24m
Radius (Parent): 0.0558m
Tail
X; 1.54m
Y. 0.364m
z -2.33m
Radius: 0.03m
Rol T > Skeleton

Envelope: 0.0751m N
» Bone Groups

" » Pose Library

> Motion Paths
¥ Viewport Display

DisplayAs O

Shapes & =
Group Colors & =

InFront & =«

o (<o q Ppro




YroObl IepeIHUE WITH 33 THIE HOT'M OBUTH MEXTy COOO0M OJTMHAKOBBI, KOTTUPYEM HX
B momonibio «Shift+Dy» Tarxke kak u mpu padoTe ¢ YXOM.
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Ternepb HEOOXOIUMO COCTUHUTHL KOCTH Jiall ¥ M03BOHOYHUK. CHauana BriOupaem
KOCTH, KOTOPBIE XOTUM MPUCOCTUHUTH, HO 00s3aTEILHO BEIOMPATH MOCJIEIHEHN TY KOCTh,
K KOTOpoi mpucoeaunsieM. Haxkumaem xomOuuaruio kmaumn «Ctrl+Py», mosBmsercs
MEHIO U3 JIBYX ITYHKTOB:

e «Connected» - mpuiieruisieM KOCTH APYT K IPYTY;
o «Keep Offset» - coenuusieT KOCTH, HE MEHSISI U3 PACTIOIOKEHUSI.
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Object
Object (Keep Transform)
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Bone

Bone Relative

MeHsTh pacnoyiokeHue KocTell He Tpedyercs.

Ecin HavaTh aBuWrath ckener B pexume «Pose
Mode», To Mozenb He OyAeT IBUraThCs BMECTE C HHM.
YToOBI 3TO UCIPABUThH, HEOOXOAUMO MPHUBSA3ATH MOJECIH K
ckeneTy. BwpiOupaem Mojenb W CKelner, KOMOWHAIHIO
knaBuin  «Ctrl+P» wu  BeiOmpaem  «With  Automatic
Weight». Teneps npu M3MEHCHHH IOJIOKEHHUS KOCTEH,
OyJeT MEHSTH 11032 MOJICIIH.




MHorna aBTOMaTnveckasi MpuBs3Ka KOCTEH K MojeIn paboTaeT HEKOPPEKTHO, TO
€CTh NP CMEUICHNE KOCTU MEePEeMEIaeT MIOCKOCTH KOTOPhIe epeMeniaTh He TOJDKHA.
[TpuBsI3Ka KOCTH K IJIOCKOCTH Ha3bIBaeT Bec. UTOOBI N3BMEHHUTH Beca KOCTEH, HEOOXOAMMO
BEIOpaTh pexum «\Weight Painty.

[CUsersHome\Desk tfox

BbIOpaB KOCTh, KOTOpasi JBUTAET MOJEIb HENPABUIBHO, BUJIHO OHA BIIMAET Ha
4acTh MOJIENH, HA KOTOPYIO BIUATh HE OJDKHA (CUHUN — HE BIUSET, KPACHBIN — BIIUSET,
3€JIEHbIN — YyTh BIIUSIET).

JI1s1 pacCTaHOBKYM BECOB MCIOJIB3YIOTCS] TAKUE KUCTHU:

«Drawy (depHas cTpenouka);
«Blur» (kpacHas cTpesocka);
«Smear» (CUHSIS CTPETIoYKa),
o «Gradienty (3eneHas cTpenoyka).

Y100l OJHOCTHIO H30aBUTh KOCTh OT BeCa, MOXHO HCIIOJIb30BaTh IPAIUCHT, TaK
KaK 3akpammBaHue o0jacTe OOBIYHON KUCTHIO HE MOXKET IMOJHOCTHIO TapaHTHPOBATH
3akpamuBanue. [lociie MOJbHOW OYMCTKHA BECOB, MOKHO TMPUCTYIMHTh K HUX PYYHOU
paccraHoBke. HacTpolika kucteit mponusBoauTces Ha Biajke « T00l». [Tapamerpsr:

e «Weight» - et Beca (1 — xpacHsiit, 0 - cuHuit);
e «Radiusy - paguyc KucCTH;
e «Strenght» - cua HaxaTHsL.



[Tocne paccTaHOBKM BCEX BECOB, HEOOXOIMMO MPOBEPUTH KAXAYH KOCTh Ha

CCTCCTBCHHOCTD ABHMXXCHHA MOACIIN.
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[Mo3npoBaHme

[lepeitnem B pexxum «Layout». BHH3y OkHa ye uMeeTcss BpEMEHHasl OKaApoBast
IKaja, HO TaK >k€ HeoOXoJuma IMOKaJIpoBas IIKaja pacroiiokeHus kocrtedl «Dope
Sheety.
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PacronokuB KOCTH B HY)KHOM TIOJIO)KCHHH, HA)KMMaeM KHOTIKY «A». BbiOpaB B
mkane 0 kapna, HakuMmaeMm kiaBuiny «l», W TonokeHHEe KocTed 3adukcupyercs.
CKomnmupoBaTh 3a(pUKCUPOBAHHOE MOJIOKEHUE MOXKHO, 3aKaB KiaBuIle «Alt», Haxxumaem
I[IKM Ha mo0oii Touku Ha Kajape B mkaine «Dope Sheety, maxkummaem koMOWHAIMIO
kiaBuin «Shift+Dy u mepemeriaeM KOMMIO B HYKHBIH KaJp.
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3adukcupoBaB Bce MO3bI B KIIOYEBBIX KaJpax, MOXHO 3aIyCTUTh IO KPYTY
MOJTYYHMBIIYIOCSI aHUMAIIMIO. [[J151 TOr0 HE0OX0IMMO HaJl BPEMEHHOM IIKaJIOW OCTaBUTh
3Ha4yeHue B moJie «ENd» Ha 1 MeHbIe 00IIero KoMm4yecTBa KaapoB. ITO JAeiIaeTCs u3-3a
TOrO, 4YTO TEPBBIA W TOCICAHMNA Kaap oauHakoBble. Haxxumaem kHomky «Play
Animationy wau nmpoOen. AHUMAIUS 3aITyIIeHa.

3anmyckaTh aHUMALUIO MOXKHO U JaXe HY’KHO B IIPOLECCE PACCTAHOBKHU KITFOUEBBIX
KaJpoB. Tak MOKHO OTCJIEIUTh MOMEHTBI, T/I€ HEOOXOAUMO CJIeaTh AOMOJHUTEIbHBIN
KJIFOUEBOM KaJp.
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3anucb

UToOBI cnenaTh 3amuch aHUMAIUU WM H300pakeHue, HEOOXOIMMO TEepPEerTH B
pexuM  «Animation» go6aButh 00bekT «Camera». Tak ke MOXHO J00aBUTh
JOTIOJTHUTEIbHBIC UCTOUYHUK cBeTa «Lighty. ITonmokeHre u MOBOPOT Kamephbl MOXKHO
peryiupoBath Tak k€, Kak M OObIYHYIO BepllMHbI/pedpa/mnockoctu. B Jlecoit yactu
9KpaHa MOXXHO yCTaHOBUTH PEXKHUM MPOCMOTPA M3 KaMepbl, TO €CTh MOCMOTPETh Kak



OyZleT BBITJISACTh MOJICNIb BO BpeMs BU3YyaJU3alldU: IMyHKT «Viewy -> «Camerasy ->
«Active Camerasy.
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[lepen TeM kak AenaTh 3aMKUCh, HEOOXOAUMO BBIOpaTh (popMat BUACO, KOJIUYECTBO
MUKcesel (Ka4ecTBO BUEO), KOJIUISCTBO KaapoB B cekyHy. Ilocie 3Toro B K riiaBHOM
MEHIO OTKPBITh MyHKT «Render» -> «Render Animationy.
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