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[TociOHMK MICTHTH peKOMEHAMIi 1010 OpraHi3amii BUKOHAHHS 1 0QOpMIICHHS
MPaKTUYHUX PoOIT 3 Kypcy « TpuBumipHa rpadika». [IpaktuyHi poOOTH BUKOHYIOTHCS 32
JOTIOMOTOI0  peAaKTopa TpuBHMIpHOI Tpadiku Blender, sxkuit moctynHmid s
BUKOPHUCTaHHA 3 BIJKPUTOIO JILEH31€10. 3MICT MPAKTUYHUX POOIT OXOIUIIOE BHUBUEHHS
OCHOBHUX 1HCTPYMEHTIB Ui CTBOPEHHS 1 peJaryBaHHS MeEIIIB, 3aCTOCYBaHHS
MOJU(IKaTOPiB, 3aCTOCYBAHHS TEKCTYp, PUTIHI MEPCOHAXY, HAIAITYBaHHS pyXYy,
BHCTABJICHHS CBITJIA 1 KaMEPH, PEHEPIHT 300pakeHHsI Ta 3anuc aHimartii. s peanmizarii
TBOPYOI'O MPOEKTY BAXIIMUBO CHPSIMYyBaTH 3100yBayiB OCBITH 3A1MCHIOBATH IMOIIYK
MPUHLMIIN M3aifHy, 03HaK IU3alHEPCHKOTO CTHJIIO 1 BUMOT mojirpadii 1ist BTIIEHHS
aBTOPCHKOTO TpadiuHOro MPOAYKTY.

MetonuyHi pexkoMeHalii OpiEHTOBaHI JUIsl BUKOPHCTaHHA 3700yBadiB BHUIIOI
OCBITH, 1110 HaBYalOThCA 3a cremianbHocTsIMU A4.10 Cepennst ocsita (Texnounorii) Ta
AS5.39 IIpodeciiina ocsita (L{uppoBi TeXHOIJIOTT) APYTroro OCBITHHOTO PIBHS «MAaricTp»
a0o Ju1s 3a6e3neyeHHs BUOIPKOBOT AMCIUIUTIHYU MOTIMOIEHOT0 BUBYEHHS KOMIT FOTEPHOL
rpadiku.
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HABYAIbHO-HAYKOBO2O THCMUMYMY Npo@ecitiHoi 0c8imu ma mexuHoo2il
Hayionanvnoeo ynisepcumemy « Yepniciecokuui xkone2iym» imeni T.1'. [llesuenka
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ITEPEJIMOBA

Jlanuii HaBYaIbHO-METOIMYHUHN MOCIOHUK MPU3HAYEHUH JJ1s OpraHizaiii MpakKTUYHUX POOiT
31 CTyJICHTaMH, SIKi BUBYAIOTh Kypc « TpuBHMipHa rpadika, 110 BXOIUTH 110 MEPETiKy BUOIPKOBUX
OCBITHIX KOMITOHEHTIB TOTJIMOJICHOTO BHBYCHHS KOMII IOTEPHOI Trpadikud MepeBakHO s
ocBiTHRO-TIpodeciiinnx mporapam «Cepemns oceita (Texuomorii. Indopmaruka)» Ta
«IIpodeciitna ocsita (Llndposi TexHOIOTrIT)» APYTOro OCBITHHOTO piBHS «MaricTpy». Kypc noriuHo
OB’ I3aHUH 31 3MICTOM MPAKTUYHUX POOIT TUCIUILIIH «[H)XKEHEpHA Ta KOMIT FOTepHa rpadikay ta
«OcHOBH KOMIT'IOTepHOI rpadikuy», sIKi BUBYaJach Ha OakajaBpari Ta € OCHOBHOIO I'padidHOI0
MiArOTOBKOI, Takok «PactpoBa rpadikay Ta «Po3poOka KOMIT'IOTEpHUX Irop», IO
3a0e3mnedyBalii peiaryBanHs 0€31I0BHUX TEKCTYp Ta MirOTOBKOIO MEPCOHaKEH 1 00’ €KTIB CLIEHH
JUIs IEPEHECEHHS Y CePEJOBHUIIE POEKTYBAHHS IrPOBOrO MPOCTOPY 1 HAKJIAAAHHSA MEXaHIKH PyXY.

[TociOHMK MICTHTH CHCTEMAaTHU30BaHi iIHCTPYKTUBHO-METOAMYHI MaTepialid O MPaKTHIHUX
pOOIT, TOJIOBHOIO METOIO SIKUX € MIArOTOBKA MalOyTHIX BUMTENIB iH(POPMATHKHU, TEXHOJOTIH Ta
MeaaroriB  MpoQeciifHO-TEXHIYHUX 3aKiajliB OCBITH JO OpraHizamii OCBITHBROTO TIPOIECY
muciumiid «Komm’totepnoi rpadikny, « TpuBumipHoi rpadiku» Ta «CucteMu aBTOMaTH30BaHOTO
IPOEKTYBAHHS.

IcHY€e TOCUTPH BEJMKE Pi3HOMAHITTS pelakTopiB TpUBUMIpHOI rpadiku Taki sk: Autodesk
Maya , 3DS Max, Mudbox, Fusion 360, Maxon Cinema 4D, ZBrush, SolidWorks, AutoCAD,
FreeCAD, SketchUp, ArchiCAD, Lumion, Twinmotion (Epic Games), PrusaSlicer, Cura. ITpore
KOXKEH 3 HUX OPIEHTOBAaHWN Ha BUKOHAHHS MEBHUX CIENU(IYHNX 3a/1a4 Ta y OUTBIIOCTI BUITAIKIB
€ NOIIMPIOETHCSA 32 KOMEPIIHHOIO JleH3i€r0, 10 He 3aBK/U JOCTYIHE IS 3aK/1a/iB OCBIiTH. IXHE
NPU3HAYCHHS BapIIOETHCS 3aJICKHO BiJ| CHemiai3alii mporpamu, aje 3arajJoM BOHH JI03BOJISIOTh
MEePETBOPIOBATH i7ie 3 IBOBUMIPHOIO MPOCTOPY B 00’ €MHI MOJIeNi, sIKI MO>KHA BUKOPHUCTOBYBATH
B Halipi3HOMaHITHIIMX cdepax: yHiBepcanbHi 3D-nmakern, nporpamu ajst ckyiasntuary, CAD-
cuctemu (Computer-Aided Design) mporpamu j1s1 iHXEHEPHOTO MPOSKTYBAHHS Ta IPOMHUCIIOBOTO
Iu3aiiHy, TporpaMM Juis apXiTekTypHoi Bisyamizauii (Architectural Visualization), pennep-
nsurynu (Render Engines), mporpamu mis 3D-apyky.

3okpema, rpadiunuii pepakrop Blender e 6e3xomToBHEM IporpaMHUAM 3a0€3MEYCHHSM, 3
BIIKPUTUM BUXIIHUM KojxoM. lle yHiBepcanbHUM 1HCTpyMEHT i 3D-MojentoBaHHS,
CKYJIBIITYBaHHS, TEKCTypyBaHHS, PEHEPUHTY, aHIMallli, CHMYJISILI] p1IMH/TKaHNH, B1IEOMOHTAXY
Ta KOMOO3UTUHTY. Jly)ke NONyJspHUN cepel] He3aJleKHUX PpO3POOHUKIB, MaJUX CTyAId Ta
¢piiaHcepiB. AKTUBHO BUKOPUCTOBYETHCS JUIsl CTBOPEHHSI 1rop, KOPOTKOMETPAXHUX (LIbMIB,
apxiTeKTypHOI Bi3yasli3allii, peKIaMHUX POJIMKIB. 3 OIVISy Ha I XapaKTepUCTUKU BiH Oyxe
BUKOPHCTOBYBATHCh, SIK OCHOBHE TIPOTpaMHe 3a0€3MeUYeHHs U1l BAKOHAHHS MPAKTHYHUX POOIT.

I'padiunmii penaxtop Fusion 360, Big kommanii Autodesk, € koMepIiitHUM TPOIYKTOM Ta
Mae O€3KOINTOBHY Bepcii uist Xo00i. Moke BHMKOPUCTOBYBAaTHCS CTYIEHTaMH Y SKOCTI
IPO/JIOBXKEHHS BHMBUYEHHS TBEPAOTUIBHOTO MOJAETIOBAHHS Ticis Kypcy «lHXKeHepHa Ta
KoMt totepHa rpadika». Lle xmapHa mutatdopma st npoektyBanas 3D mMozeneid, iHxeHEepHOTO
anamizy, CAM (Computer-Aided Manufacturing) Ta 3abe3neuenHs 3D-apykapens.
BukopuctoByeThess y moeaHaHHI 3 pemaktopom Cura, sIKWil TpW3HAYEHWH IS IMiIrOTOBKH
monenedt s 3D-npyky, mepeBipili iX Ha NOMWJIKH, pO3pi3aHHI Ha mmapu (ciaiicuHr),
nepetBoperHs 3D-mozneni Ha G-kon, sSKWW BHUKOpPUCTOBYe 3D-mpuHTEp I KepyBaHHS
KPOKOBUMHU JIBUT'YHAMH.

Koyxna mpaktrdHa pob60oTa MICTHTh: MATAHHS I CAMOCTIMHOTO OTMPAIfOBAHHS, CTUCIUN
TEOPeTUYHMI OJIOK 3a TeMOl poOOTH, 3aBJaHHA 1 JOKJIAaJHI METOAMYHI BKa3iBKU MO0
MOCIIJIOBHOCTI BHMKOHAHHSI TMPAaKTUYHOro OJOKy Yy ¢opmaTi BiJle0 I1HCTPYKLINH, a TaKoxX
pekoMeHaalii moa0 odopmileHHS TpadiuHOi poOOTH Ta CIHUCOK PEKOMEHJIOBAHUX JIKEpel
iH(dopmaii. 3MICT Kypcy crpsMOBaHUI Ha (GOPMYBaHHS y CTYAEHTIB LUJIUN KOMIUIEKC 3HAHb 1
BMiHb, 5KI € QyHAAMEHTAILHUMHU JUIsI pOOOTH B Pi3HUX cepax CydacHOI IHAYCTpii, HAIPUKIIAJ,
pO3poOKM 1rop, KiHO, apXiTEeKTypa, AW3aiiH, Bi3yajizailis, aHIMalis, BIpTyaJibHa/ONOBHEHA
PEABHICTb.



Buxopucransas TpuBuMipHOi rpadiKu OXOTUTIOE ISUTBHICTh TaKUX Tpodeciii:

—XYJOXXHUK SIKUH BH3HAUA€ 3araJbHU CTHJIb MYJIbT(UIBMY, MalIO€ IUIaHU, 00pasu
MEePCOHAXIB 1 T. [I.;

—MOJETBED, IKUI Mozentoe 3D-Mo/erni nepcoHaxiB 1 OTOUEHHS;

—XyJI0’)KHUK 13 TEKCTYp, IKUI MaJIO€ TEKCTYPH;

—ceramnep, sikuil crBoproe st CG-niepCcoHaxiB CKeNeT 1 BUUTh iX pyXaTUCs;

—aHIMaTop, SKUW aHIMY€ PYXH TepoiB MyJIbT(1IBMY 1 IPEIMETIB OTOUCHHS;

—OCBITJIIOBAY, SKUM BUCTABIISIE CBITIIO;

—oleparop, AKUi BUCTABIIE KaMepy;

—VFX-XynoxxHuK, KUl CTBOpIO€ pi3HI crenedekTu (BUOYXH, CUMYJIALIi BOIU, OJATY,
BOJIOCCS 1 T. 11.);

—Bi3yalnizaTtop, SKMH HajlamTOBye peHaep (mporpamy Ui Bizyalizaulii KapTHHKH,
npuMipom, V-Ray) 1 3 ycix niux 3D-gaHuX CTBOPUTH PealliCTUUHY KapTHHKY;

—KOMIIO3€ep, SKUW JOJA€ OCTAHHI MITPUXH JI0 aHIMAaIIii.

Metor BuBYeHHs Kypcy «TpuBumipHa rpadika»: HajaHHA 3100yBadaM BHINOI OCBITH
udpoBoi rpadiuHOi KOMIIETEHTHOCTI MIOJ0 IMOHSATh, METOMIB 1 TEXHOJIOTiM Bi3yamizamii i
MOJIETIIOBAaHHS TPUBHUMIPHUX OO’€KTIB Al €(QEKTUBHOTO BHUKOPUCTAHHS Yy NEAAroridyHiil 1
npodeciiiHiil JisSTBHOCTI.

3aBnaHHAM Kypcy «TpuBuMipHa rpadika» € OTpUMAaHHS CHCTEMHOIO YSBIEHHS IpO
3aCTOCYBaHHS PENAKTOPiB TPUBHMIPHOI rpadikd, OTpUMaHHS KOMIIETEHTHOCTEU 3IiHCHIOBATH
CTBOpEHHS 1 pelaryBaHHs TPUBUMIPHUX HU(PPOBUX 00’€KTIB AJI MPUKIATHUX 3a7a4 1HXKeHepii,
Bi3yauizamii Ta CTBOPEHHSI BIpTYaJIbHUX MTPOCTOPIB.

[Ipenmerom kypcy «TpuBumipHa rpadika» € 3aco0u, mMeroau HUGPOBOrO CHHTE3Y 1
00pOOKH Bi3yaJIbHOTO KOHTEHTY Ta MPAKTHUYHE 3aCTOCYBAaHHS TEXHOJIOT1H TpUBUMIpHOI rpadiku y
M (POBUX KOMEPLIMHUX Ta OCBITHIX MPOIYKTaX.

Bukonanns 3100yBauaMu MpakTHIHUX poOIT 3 Kypey « TpuBumipHa rpadikay crpsiMmoBaHa
Ha (GOpMyBaHHs y HUX TaKUX IIPOrPAaMHMX pe3yJIbTaTiB HAaBYAHHS |

3Hauns i po3yMiHHA:

- O3HAaHOMJICHHS 3 CYYaCHHMH CHUCTEMH aBTOMAaTH30BAHOT'O NPOEKTYBaHHS, OCHOBHI
MPUHLIMIN TOOYA0BU TPUBUMIPHUX Moelel Ta chepH iX 3aCTOCYBaHHS;

- PpO3yMiHHS NPHUHUMUMIB BiAOOPaXEHHS HA MOHITOPI TPUBUMIPHOTO IPOCTOPY,
KOOpPJMHATHI CUCTEMU IPOEKTYBAaHHS (I€KapTOBa, ChepUyHa);

- (opMyBaHHS 3HaHb OCHOBHHUX IOHATh «BEPLIMHA», «PeOPO», «TPaHby, IOJIrOHY,
noBepxHese i TBepaoTiibHe (CAD) monentoBanHs, Ta Buau 3D-mozeneii: momironansna, NURBS,
CKYJIBITYPA;

- oOpleHTyBaTHcs Yy iHTepdelici Ta poO0oUYOMy CEepeAOBHUIII TPUBUMIPHOIO rpadidHOro
penakropa Blender, Hagiramist y podouomy cepenoBuili, poOoTa 3 BIKHaMH, OpraHi3allis CLHEHU
BUKOPHUCTAHHSI rapsiuux KJapill AJis €eKTUBHOI poOOTH;

- 3HAHHSI OCHOBHUX PEXHUMIB pOOOTH Ta IHCTPYMEHTIB CTBOPEHHS 1 peJjaryBaHHs 00’ €KTIB
TpuBUMIipHUM Tpadiuyaum penaktopom Blender/;

- 3HAHHS OCHOBHHUX NPHUHIIHMIIIB, METOIB Ta 3ac00iB MOOYI0BU TPUBHUMIPHUX 00’ €KTIB
(modiroHasbHEe MOJENIOBaHHS, MOJAU(IKATOPU, CKYJIBOTYPHHI pEXUM), OCHOBH TOIOJOTI]
(onTHManbHE pO3TalllyBaHHS MOJITOHIB A Aedopmalii Ta aHimarllii) Ta iMmopt/exkcrnopt 3D-
Mozenel y pi3Hi popMaTu.

- PpO3yMiHHS OCHOBHHX TEXHOJOTM Bi3yami3auii Ta CTBOpPEHHS (OTOpeaTiCTHUHUX
Mozenei ta 3D-npyKy as negaroriyHoi 1 mpodeciitHol AIsTEHOCTI.

Yminua:

- yMiHHS O0MpaTH JOUUIBHUI Nporpamu, peKUMHU Ta IHCTPYMEHTH TPUBUMIPHOI IpadikH,
€proHOMIYHO HAJNAMITYBaTH CEPEIOBHILE TPUBUMIPHOTO rpadiuHoro penakropa as eeKTUBHOI
poboTw;

- YMiHHS 3JIHCHIOBaTH IpPOEKTYBaHHSA Ta peraryBaHHs 3D-mozeni 3a pedepeHcom,
CTBOPIOBATU CKJAAHI 00 €KTH 3 MPHUMITHUBIB, BUKOPHUCTOBYIOUH IHCTPYMEHTH EKCTPYIyBaHHS,



BupizaHHs, 3’eaHaHHs, Qacku (bevel), miapo3nimy moBepxHi (subdivision surface),
BUKOpHcTOBYBath MoaudikaTopiu (Mirror, Subdivision Surface, Boolean, Solidify, Array Toro)
JUTSL PO3B’sI3aHHS PUKIIATHUX 337134,

- YMiHHS HaynamroByBaTH iHTepdeiic, UV-po3roptku, marepiaiu, OCBITICHHS, OTOUYCHHS,
PHTU NIEPCOHAXY, KIFOYOBI TOYKU TaiiMIIaiiHy, KaMepy Ui OTPUMAHHS SIKICHOTO PEHICPUHTY Ta
3amucy a”iMarlii;

- YMIHHS 3aCTOCOBYBAaTH TPUBHUMIpPHI 00’ €KTH B OCBITHIN Ta MpodeciitHii TiSIbHOCTI.

[Tpu odopmieHHI MPaKTUYHUX POOIT 1 3BITY O HHUX HEOOXINHO NOTPHUMYBATHCh TaKUX
PEKOMEH/TaITii:

1. 3antucatu HOMED 1 TeMy poOOTH.

2. 3anucaTty i yCBIJOMUTH METY POOOTH.

3. IlpounTatu TEOpETUUHUH OJIOK.

4. Jlatm TMCHMOBI BIAMOBiAI HA THUTAaHHA [UII CaMOCTIHHOTO ONpAIFOBAHHS,
BUKOPHCTOBYIOUH PEKOMEH/IOBaHI JpKepena iH(opmartii.

5. BUKOHaTH MyHKTH MPAKTUYHOTO OJIOKY, 32 TOTIOMOTO0 BiCOIHCTPYKIIIH.

6. 3poOMTH BHCHOBKHM II0J0 €()EKTHBHOCTI 3aCTOCYBaHHS METOIB Bi3yamizamii Ta
MOJICJIFOBAHHS, Y SIKUX 3a3HAYMTHU CBill BIACHUN JOCBIA CTBOPEHHS TPUBUMIPHOIO 00’ €KTY.

Jns  30epiraHHs BUKOHAHUX MPAKTUYHUX poOOIT, 3aBaHTaXEHHA Ha 1Iardopmy
nucTaHiiiHoro HapyanHsa Moodle i 3py4HocTi iX oAasIbIIoi TepeBipKH, CTBOPITh, OY/Ib Jacka, Ha
Google Jlucky abo iHmOMY XMapHOMY cepBici 30epiraHHs ngaHux TeKy «TpuBHMipHA
rpadika BamellpizBume PikBukonanns». Hapmalite poctynm no Hel s mepernsgy 3a
NOKJIMKaHHSM, a B CEpeArHI Hel CTBOPITh OKpeMi Teku «JlabopaTopra podora Ne  » 1m0 KOXKHOI
oKpeMoi npakTHuHOi poboTH. [ToTiM OKpeMo Ha KOXKHY TeKy JabopaTopHoi poOoTH AOCTyn Oyxae
Ha/IaHO aBTOMATUYHO 3 0aTbKIBCHKOI TEKH. Y cepeinHI KOXKHOT TEKH MPAaKTHIHOI poO0TH Mae OyTu
daiin mpoexkTy BUKOHAHHS 3aBlaHb, pedepeHc, NONOMDKHI (aliu Ta CKpIHIIOT 3aBEpIIeHOT
poboTwu.

ITix yac 3aBaHTaKeHHs poboTu Ha ardhopmy Moodle, ik Ha KOCTYN 10 3aralibHOT TEKH
3 MPAaKTUYHUMHU pOOOTaMHU, HAJCUIIAETEe ¥ JOKYMeHTI GopMmary .pdf. abo y TekctoBoMy momi. Y
apxiTeKTypi (ailily MpoeKTy BpaxoBYHTe 3MIiCT 00’ €KTIB 1 MOKJIMBICTh 00’ €JHATHU IIAPU Y IPYTIH,
MapKyH4H iX OKPEMHUM KOJIbOPOM.

BpaxoByiiTe, 1110 BUKOHYIOUH 3aBJaHHA 3a 3Pa3KOM BU OTPUMAETE OLIHKY «3aJI0BUIBHO», &
CTBOPEHHS 1 pelaryBaHHsI BIIaCHUX LU(PPOBUX 300pa’keHb 3a BaIlIUM 3alyMOM — «BIAMIHHO». [1o
3aBEpILEHHIO Kypcy 000B’sI3KOBO BUKOHATH 1HAMBITyadIbHUNA TBOPUMN MPOEKT, SK MiJICYMOK YCiX
MPAKTUYHUX POOIT 1 3aBepuieH] popMyBaHHS IPOrpaMHUX Pe3yJbTaTiB HaBuaHHS. Lle moTpiOHO
JUI CTBOPEHHS BalllOr0 aBTOPCHKOTO MOPT(OIIio, 10 MO3UTUBHO BIJIMHE Ha Balle MOJaJIblIe
IpaleBIaITyBaHHS.



ITPAKTHY9HA POBEOTA Nel

HamamryBanns intepdeiicy nporpamu Blender.
IIpocTe MoaeIlOBaAHHSA 3 MELIIiB

Meta poboTi:

— o3HaoMHTHCA 3 iHTEepdelicoM Ta pexkumamu podboTu nporpamu Blender;

— PO3TJISHYTH CTPYKTYPY Ta TOMOJIOTI0 MEIIa;

— chopmyBaTH yMIHHA HaJaITOBYBaTH 1HTepdeEHC I eproHOMIUHOI
poboTu;

— HalyTu yMiHb JOJaBaTH MEIMIl Pi3HOI TOMOJOTIl 1 3IHCHIOBATH 3arajbHe
penaryBaHHs MEIIB: MacIITad, mepeMillieHHs 1 00epTaHH;

O61anHanHA Ta MaTepiann: pedepeHc, rpadiuna craniis, Blender 2.8.

IInTaHHA 171 CAMOCTIVIHOTO OIIpAIfOBaHHSI:

1. TloscHiTs, mo Take mem y 3D-rpadiri. ki Horo OCHOBHI CKJIa/10B1 €IEMEHTH 1 K BOHH
B3a€MOJIIIOTH (BEPIINHU, pedpa, rpaHi)?

2. Yomy momiroHajgbHI MEIIi € HAWMOMMPEHIIHUM TUIIOM y Ounbmiocti 3D-penaktopiB?
SIki ixHI TepeBarm Ta HENOJIKM TOPIBHSAHO 3 iHmMMMHU Tunamu (Hanpukian, NURBS a6o
BOKCEJISIMH ) ?

3. 1o Taxe Tonoioris mema? YoMy BOHA HACTIJIbKY BaXKJIMBA JJIs aHiMalii, qedopmartii
ta UV-posroptku? [TosicHITH KOHIIEIIF0 «Xoporoi» Tornosorii (quad-based topology).

4. .OnuiriTe OCHOBHI IHCTPYMEHTH TOJIrOHAIBHOTO MOJENIOBaHHA (Hampukiaza, Extrude,
Inset, Bevel, Loop Cut, Knife, Merge, Dissolve) Ta OsACHITb, [J1s1 40T0 BUKOPHUCTOBYETHCS KOXKEH
3 HuX. HaBeniTh npukiagy ix 3acToCyBaHHS.

5. Hlo take nopmani y 3D-rpadini? Ik BOHM BILTUBAIOTH Ha BiJOOpa)kKeHHS Mellla Ta
penaepunr? Ski npodieMu MOXYTbh BUHUKHYTH, SIKIIIO HOpMaJli HEKOPEKTHI, 1 SIK 1X BUIPABUTH?

6. [IlosicHITh MOHATTA onTuMizauii mema. [ voro BoHa mnoTpiOHaA? Ski Meromn
onTuMi3allii BU 3HaeTe (Hanpukiaa, Decimate, Retopology) 1 ko ix BapTo 3acTOCOBYBaTU?

7. 1o rake Retopology i yomy 11e BaxJnBuUi eTan y po6odomy mpoiieci, 0coOIMBO Micis
CKyJBNTUHTY? SIK1 IHCTpYMEHTH a00 MiX0AU BUKOPUCTOBYIOTHCS I PETONOJIOT1i?

8. JSIxi mpoGieMu MOXYyTh BUHUKHYTH 3 MEIIaMHM IIiJ] 4yac MiAroToBKU a0 3D-npyky abo
iMoopty B irpoBi pymii? (Hampuxian, He3IMKHYTI Kpai, HEKOPEKTHI HOpPMaii, MepeBepHYyTI
MIOJIITOHU, Ha/IMIpHA KIJIBKICTh MOJIITOHIB). SIK X BUSBUTHU Ta BUNPABUTHU?

9. IIo take Oynesi omnepauii (Boolean operations) i Koau BOHHM 3aCTOCOBYIOThCS? SIKi
repeBaru Ta HeJJOJIKH 1X BUKOPUCTaHHS?

Teopernuni BimomMocTi

Epronomiune HanmamTyBaHHs iHTepdeiicy mporpamu Blender BrmimBae Ha minBUINEHHS
MPOAYKTUBHOCTI Ta KoMpopTy mig yac podotu. Blender nyxe raydka nporpama, sika J03BOJIsI€
HaJIAIITyBaTH MIPAKTUYHO KOKEH aclekT iHTepdeicy miJ cBoi moTpedu Ta podouunii mporiec.

3 OCHOBHHMX MO3MIIH, SIKI MOKHA HaJalITyBaTH JJsl eproHomiyHoi pobortu y Blender
BUIUISIOTHCS TaKI:

1. BukopucTaHHs Ta CTBOPEHHsI BIaCHUX pobounx npocropiB (Workspaces)

Blender mocTaBisieThcsi 3 KUTBKOMa TEPEABCTAHOBICHUMU POOOYMMHU CEpeOBUIIAMHI
(Layout, Modeling, Sculpting, UV Editing, Shading, Animation, Geometry Nodes, Compositing
TOIO), PO3TAIIOBAHUMH Y BKJIAAKax 3BepXy. KoKeH 3 HUX ONTHUMI30BaHWU il KOHKpPETHE
3aBJIaHHs, BiqoOpakatouu HEOOX1/IHI PeIakKTOpH Ta MaHEeTi.

Jl71s1 eproHOMIYHOTO HaJAIITYBaHHS HEOOX1THO!

— Ilepemuxkaiitecs mixk Workspaces. AKTUBHO BUKOPHUCTOBYHTE I1i BKJIAJIKH, 11100 IIBUIKO
MEePeXOoAUTH MK PI3HUMH eTanamu podotu. Hampukiaz, Bijg MoaentoBanHs 10 UV-po3ropTku.

— CrBoproiire Bracui Workspaces. Ile HalnoTyXHillMNA iHCTPYMEHT Il eprOHOMIKH.
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— Bu moxere nayOmoBatu icHytounii Workspace (HaTUCHYBIIM + TOpYdY 3 BKJIaJIKaMHU
Workspaces i o6pasiiu «Duplicate Current).

— TIlotim Hanamryiite posramryBanns Bikon (Editor Areas).

— Posninsaiite BikHa. HaBemiTh Kypcop Ha KyT OyIb-IKOTO BIKHA, IOKM BIiH HE
NEPETBOPUTHCS HA XPECTHK, MOTIM MEPETATHITh, 00 PO3ALIUTH BIKHO Ha JIBA.

— OO6’ennyiiTe BikHa. 3po0iTh TE X caMe, ajie MEPETITHITh Kypcop 3 OJHOTO BiKHA B 1HIIIE,
106 00’ eTHATH iX.

— 3wminroiite THI penakTopa. KojkHe BIKHO Mae MalleHbKUI 3HAYOK y BEPXHBOMY JIIBOMY
KyTi (4acTo y BUIUBIAI KyOWKa a0o IKOHKH PEAaKTopa), SKUH JO3BOJIAE 3MIHUTH HOTO THII
(manpukinan, 3 3D Viewport Ha Shader Editor).

— Ilepersaryiite naneni. Bu moxere nmepersarysatu maneii Outliner, Properties, Toolbar, N-
Panel (Sidebar) mix BikHamH.

— Ilicns wHamamryBaHHS 30epexiTh cBiii Workspace sk wactuHy crapToBOro (aiiny
Blender: File — Defaults — Save Startup File. Ile m03B0MTh BaM MaTH BJIACHI HAJIAIITyBaHHS

niopasy, KoJiu BH BijkpuBaete Blender.
5 Blender

> it v
,_
| 0

5 BUCNSAY

-

\

KHONKW
Ke pyBaHHA
Nepernsgom

MNaHensb
IHCTPYMEHTIB

,
TpaHchopmauil
BikHO €
BNBCTUBOCTE N

S s d P>

Puc. 1. Iurepdeiic nporpamu

2. HanamrryBanss naneneii Ta ix smicty (Panels Customization)
Blender mae kinbka OCHOBHMX TIaHeNed, SKI MOXKHa TNPUXOBYBAaTH, pPO3rOpTaTH Ta
HAJIAIITOBYBATH.

— Toolbar (T-panel, 3miBa): MicTUTh OCHOBHI IHCTPYMEHTH JJsl TIOTOYHOTO PEKHUMY
pobotu (Object Mode, Edit Mode, Sculpt Mode tomo). Hatucuite T, o0 nmpuxoBaTu/mokazatu
ii. Bu MoxeTre 3MiHUTH 11 IIUPUHY, IEPETATYIOUN 11 Kpai.

— Sidebar (N-panel, cnpasa): Mictuth Tpanchopmarlii, po3MipH, eIeMEHTH BiTOOpaKEHHS
(View), a Takox HajamTyBaHHs ajioHiB. Hatucuite N, mo6 mpuxoBaTu/mokasarH ii.

— Properties Editor (mpaBa wactuHa 3a 3amoBYyBaHHsAM): lle kiIrouoBa mMaHeNb IS
HaJalTYBaHHS 00 €KTIB, MOAM(IKATOPIB, MaTepiaiiB, PEeHIEPUHTY, CIEH, CBITy Tomlo. BoHna
pO3JIiIeHa Ha BKJIAJIKH, SIKI MOYKHA 3TrOPTaTH Ta PO3rOpTaTH.

— Outliner (BepxHs mpaBa yacTHHA 332 3aMOBYYBaHHAM): BinoOpaxae iepapxito 00’€KTiB y
CLIEHI, JI03BOJISIE JIETKO BUOMPATH, IPUXOBYBATH, OJIOKYBaTH 00’ €KTH.

— Epronomiune HanmamTyBaHH:

— IlpuxoByiiTe HenoTpiOHI maneni: SIkmo Bu He BUKOpHCTOBYeTe Toolbar abo Sidebar y
neBHoMy Workspace, mpocTo npuxoBaiTe iX, o0 3BIILHUTH MiCIIe.
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— 3ropraiite cekiii: Y maneni Properties abo Sidebar 3ropraiite po3niid, sSki BU HE
BUKOPUCTOBYETE, 11100 3MEHIIUTH MTPOKPYTKY.

— CrBoproiiTe BiacHi BKIafku/maHeni (3a momomororo Python): Jlns mpocyHyTHX
kopuctyBadiB Blender 103Bosisie CTBOpIOBATH BJIACHI ITaHEN Ta KHOMKH 32 JJOTIOMOTOI0 CKPUTITIB
Ha Python, 1106 3rpymyBaTu 4acTo BUKOPHCTOBYBaHI (PYHKITIT.

3. apsui knasimi ta kpyrosi merio (Hotkeys & Pie Menus)

Blender BigoMuii cBOIMH YHCIIEHHUMH TapsYdMU KIIABIiIIaMu, SIKi 3HAYHO IPUCKOPIOIOTH
pobory.

HanamryBanHs raps4ux KJIaBil:

— BuBuaiite cranmaptHi rapsyi kiasimi: OcHoBHI rapsuyi kiasimi (G — Grab/Move, R —
Rotate, S — Scale, Tab — Edit Mode, A — Select All, X — Delete) e yHiBepcadbHUMHU Ta 3HAYHO
MPUCKOPIOIOTH POOOUHIA TIpoILIEC.

— Jlnst HajanryBaHHsS rapsiuux Kiasim nepeinite no Edit — Preferences — Keymap. Tyt
BU MOKETE 3MIHUTHU Oy/b-SIKYy ICHYIOUY Tapsdy KJIaBilly abo MPU3HAYUTH HOBY.

— «Industry Compatible» Keymap: Blender mpomnoHye aabTepHATHBHY PO3KJIAAKY KJIaBilll
«Industry Compatibley, sika Girk4ua 10 cranaaptis iHmux 3D-pegakropis, Hanpukiaa, Maya, 3ds
Max. SIkmo Bu nepexonure 3 iHmoro 3D-penakropa, 1ie Moxe OyTH FapHUM CTapTOM.

— Ilpusnauaiite raps4i xiasimi g0 Oyab-skoi Aii: KiamHiTe mpaBorO KHOMKOK MUIII Ha
Oy 1b-sIKiil KHOTIIII, TOB3YHKY a00 myHKTI MeHto B Blender, i Bu mobauunte omiiro «Assign Shortcuty
(ITpu3HaunTH raps4y Kiapimry).

— Buxkopucrosyiite kpyrosi mexto (Pie Menus): Blender mae BOy1oBaHi KpyroBi MEHIO, sIKi
aKTHBYIOTHCSl ICBHUMH TapsuuMH KiaBimmamu (Harmpukian, Q 3a 3aMOBUYBaHHSIM JUIS IIBUAKOTO
JOCTYTY JI0 PeXKUMIB BHOOPY, Z IJIsl peKUMIB BimoOpaxenHs ). Lle qyke eproHoMiuyHO, OCKITbKA
JI03BOJISI€ MIBUAKO OOMpATH MOTPIOHY OMIliF0 pyXoM MHuIli. baraTo afiioHiB TaKOX 10/1al0Th BIACH1
KpPYTOBi MEHIO.

4. HanamryBanns BikHa 3D-Burnsagy (3D Viewport Customization). Lle ocHoBHe po6oue
1oJie, 1 HOro HajallTyBaHHS BayKIUBE sl KOM(pOpTy oueil Ta epekTuBHOCTI. JJ11 eproHOMIYHOTO
HaJaIITyBaHHS:

— Cxemu xompopiB (Themes): V Edit — Preferences — Themes Bu MoxeTe 3MIHHTH
KOJIbOPOBY cxeMy iHTepdeiicy. € 6arato roToBux TeM, a00 B MOXKETe CTBOPUTH BiacHy. Lle moxe
3MEHILIUTH HANPYTy Ha 04l Ta 3pOOUTH IHTEPPEIc MPUEMHIIINM.

— HanamryBanHs Bi1oOpakeHHS:

— Viewport Shading: IIIsuako nepemukaiitecst mixk Wireframe, Solid, Material Preview,
Rendered pexxumamu (rapsiya kiasima Z s Pie Menu).

— Overlay: HanamroByiite BioOpakeHHsI CITOK, BEpIIUH, OPIEHTHPIB, aHOTAIIN TOIIO y
Viewport Overlays (ikonka ABOX Kij y BepxHiii npasiit wactuni 3D Viewport).

— BinoOpaxenns craructuku: Y Viewport Overlays — Statistics moxHa yBIMKHYTH
BiTOOpaXeHHs KIJIbKOCTI BEPIIMH/TPaHeH, 1110 BayKIMBO JJIs1 KOHTPOJIIO ONTUMI3aIlii MOEITI.

5. Anmnonu (Add-ons). Blender mae Bemuue3Hy CHUIBHOTY pPO3POOHHKIB aJJIOHIB
(1OTIOBHEHbD), SIKI PO3IIUPIOIOTH HOro (HYHKIIOHAI Ta MOXKYTh 3HAYHO MOKPAIIUTH €PrOHOMIKY.
[Ipukiagym eproHOMIYHUX aJIOHIB:

— Pie Menus: baraTo aj1oHiB J01af0Th BIACHI KPyroBi MEHIO IS IIBHAKOTO AOCTYITY JI0
IHCTPYMEHTIB.

— HardOps/BoxCutter: Jlist mpucKOpEHHS MOJICTIOBAHHS TBEPAOTLINX 00’ €KTIB.

— Machin3tools: Habip kopucHHX iHCTPYMEHTIB JJIsl pi3HKUX €TariB poO0YOoro mporecy.

— Asset Browser: (BOynosanuii) EdexkTuBHO opraHi3oByiiTe Ta mepeTsaryiire matepiam,
MO/IETi, TI03H aHIMaIlii y CBOIO CIICHY.

— Bcranosnenns agnouis: Edit — Preferences — Add-ons.



6. ITicns Toro, SIK BM HANMAIITYBaIu iHTEp(]EC Tak, sIK BaM 3py4HO, 000B’ I3KOBO 30€pEXIiTh
CTapTOBU (haiiy Ta HAJAIITYBAHHS KOPUCTYBaya:
— File — Defaults — Save Startup File: 36epirae moTounuii poboumii mpocTip, 00’ €KTH B
CIICHI, HAJIAIITYBAaHHs PEHACPHUHTY SIK CTaHIAPTHI JIJIsl KOXKHOTO HOBoOro (aiiiry Blender.
— Edit — Preferences — Save Preferences: 36epirae Bci Bamii 3MiHH B HaJalITyBaHHIX
(Temm, rapsdi KIaBilli, aJJJOHN).
Epronomiune HanmamTyBaHHs 1HTEpQECY 11e TOCTIHHUI MmpoIiec. 3 4acoM, KOJIM BU Kparie
3po3yMieTe CBili poOOYMIl Tmpoiec, BU 3MOXKETe M€ TOYHINIE HAJAIMTYBaTH WHOro JyIs
MaKCHUMaIbHOI e(heKTUBHOCTI Ta KOM(DOPTY BUKOHAHHS 3aBJaHb.

3aBOaHHA NPaKTUYHOI podOTI:

1. 3aBantaxutu Blender 2.8x32 a6o Blender 2.8x64 (Windows) abo Blender 2.8x64.msi.

2. Epronomiuno HanamryBatu pobouunii mpoctip peaaktopy Blender.

3. CtBOpHUTH MOJIETH SIIKKA 32 32 peepEeHCOM, BHKOPHUCTOBYIOUN OCHOBHI MaHIMYJIAIIIT 3
MEIIIOM Ta IHCTPYMEHTH pelaryBaHHSI.

Puc. 1. Pedepenc 1o npaktuuHoi podoTH
Ilopsinok BMKOHaHHs po0OoT:

1. NonaBanus 6a3oBoro mpumituba (Add a Primitive):

— Binkpuiite Blender. 3a3Buuaii, npu HOBOMY 3alycKy Bxke € KyO y LEHTpi CleHH. SKIIo
Hi, TO:

— V¥ 3D Viewport HatucHiTh Shift + A (1ie rapsiua knasima s Mmerto «Addy - JlonaTtn).

— Bubepite Mesh — Cube (Citka — Ky0).

— Ha yvomy emani su 6dice macme npamoKymuuil auux (ky0), AKuti € NOYAMKOB0I0 MOUKOIO
07151 NOOANLUUX MOOUPDIKAYT.

2. HamamryBanHa po3mipiB Ta no3uuii (Adjust Dimensions and Position). Ilicnsa
JI0JJTaBaHHA Ky0a BH MOXKET€ 3MIHUTH HOro po3MipH Ta MOJOXKEHHS, 100 BiH CTaB MPSIMOKYTHUM
ALMKOM Oa)kKaHUX MapaMeTpiB:

— UYepes nanens «Add Cubey» (Jonatu Ky0): Oxpasy micist gonaBanHs Ky0a, y HIKHbOMY
miBomy KkyTi 3D Viewport 3’sBuThcs ManeHbka mnaHenb «Add Cube». Bona mo3Bosse
HanamTyBatu po3mip («Size») Ta nonoxeHHs («Locationy) kyda o Toro, Kk BU BUKOHAETE Oy 1b-
ki innm gil. Le Hai3pyuHinmii crocio 3agatu Mo4aTtkoBi mapamerpu. Yepes maHens «Propertiesy
(BnmactuBocti) - N-Panel. Ilepekonaiitecs, mo 00’€kT BHOpaHWid (BUAUICHUH MOMapaHYEeBUM
koHTypoM). HatucHite N, 1106 Bigkputu nanens «Sidebary (biuna manens) cripasa. [epeitnith
Ha BKiIaaKy «ltemy» (Enement). TyT BU MoKeTe TOUYHO BBECTH 3HAUECHHS JJIS:

— Location (PosramryBansus): X, Y, Z KOOpAUHATH LIEHTPY 00’ €KTA.

— Rotation (O6eprantst): OGepTanHs 00’ €KTa HABKOJIO OCEH.

— Scale (MacmTa6): Macmita6 3a ocsimu X, Y, Z. JInst CTBOPEHHS MPSIMOKYTHOTO SIIITUKA 3
KyOa, 3MiHIOlTe 3HaueHHs Scale (Hampukiaz, Scale X =2, Scale Y = 1, Scale Z = 0.5).

— BukopucTanHs IHCTpYMEHTIB TpaHchopmarii:

— Grab/Move (ITepemimenns): Harucuite G, motim X, Y, ado Z, 106 nepeMicTUTH 00’ €KT
110 KOHKPETHi oci.
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— Scale (MacmrrabyBanus): Harucuite S, motim X, Y, abo Z, mo6 MacimradyBatu 00’ €KT
10 KOHKPETHiH Oci.

— Rotate (O6epranns): Harucuite R, motim X, Y, a6o Z, mo6 oOGepHYTH 00’€KT IO
KOHKpETHiH oci.

3. 3acrocyBanHsi macmrtaly (Apply Scale). Skmo Bu 3MiHIOBaIM pO3MIp SIIIHKA 32
JIONIOMOTOI0 1HCTpyMEHTa MaciitadyBanHs (S + Bick) abo B N-maneni (Item — Scale), ayxe
BakuBO «3actocyBatu» (apply) meit maciurab. Ie ckune 3HadeHHs macmTaby o6’exrta 10 1.0,
ane 30epeke Moro MOTOYHUN Bi3yanbHUH po3mip. lle HeoOXimHO st KOPEKTHOI poOOTH
Moudikatopis, Gpizuku, UV-po3ropTku Ta iHIIHMX onepaniil y Maiil0yTHbOMY.

— Ilepekonaiitecs, mo o00’exkt BuOpanwmit. Hatuchite Ctrl + A (menio «Apply» -
3actocyBaru). Bubepite «Scaley (Macmrab). Pemarysanns mema (Edit Mode)/ dus Oinbin
CKJIaJHUX MAaHIMyJSii 3 GpopMoro simuka (Hanpukiaa, 101aBaHHs BHUPi3iB, OTBOpPiB, a00 3MiHA
OKpeMHX I'paHeii), BaMm MoTpiOHO mepeitu B peskuM peaarysanns (Edit Mode). Bubepits 06’€xT.
Hatucuites Tab, o6 nepexiountucs 3 «Object Mode» (Pexxum 06’exta) B «Edit Mode».

— V «Edit Mode» Bu moxxere obupatu okpemi Bepmunu (Vertices), peopa (Edges) abo
rpani (Faces), BUKOpUCTOBYIOYH Bi/IIIOBIIHI KHOIIKM BUILICHHS Y BepxHii yactuHi 3D Viewport
(abo rapsui knasimi 1, 2, 3).

OcuogHi onepartii B Edit Mode:

— Extrude (Bursarysauns): Hatuchite E, o0 BuTArHyTH BuOpaHy rpaHb (200

pebpo/BepiuHy) 3 Melia.

— Inset Faces (BcraBka rpaneii): HartucHith |, mo0 cTBOpUTH BHYTpIIIHIA KOHTYp Ha
BHOpaHii rpaHi.

— Bevel (®acka/3rnamxysanns kytiB): Harucuite Ctrl + B, mo6 ctBoputu dacky Ha
BUOpaHUX pedpax abo BepUIMHAX.

— Loop Cut (Pospizanns mnernero): Hartucuite Ctrl + R, mo0 momatu HOBI pebpa
MEPIEeHIUKYIISIPHO /10 iCHyI0o4oi Tonojorii. Lle 1o3Bossie qoaaTH 101aTKOBI JeTall.

— Kbnife (Hix): Hatucuits K, 11100 MamoBaTi BIacHi JiHiT po3pi3y Ha MeIIIi.

— Boolean (bysesi omeparii): Xoua e wmomudikaTop, BiH J03BOJISIE 00 €IHYBATH,
BIJIHIMaTu ab0 MEpEeTHHATH MeIlll 3a JO0NOMOIo 1HIINX 00’ekTiB. Lle KopucHO 1 CTBOpEHHS
OTBOpIB 200 CKJIAJHUX BHPI3iB.

5. HonaBanus moaudikaropis (Adding Modifiers)

MoaudikaTopu 103BOJISAIOTH 3MIHIOBAaTH MEII HEPYHHIBHUM CIIOCOOOM, TOOTO BH 3aBXKIH
MO>KETe MIOBEPHYTHUCS J10 MONEPEAHBOT0 CTaHy ad0 3MIHUTHU MapamMeTpu Moaudikatopa. Bubepits
00’exr. Ilepeiinite no Brinaaku «Modifier Properties» (BmactuBocti Moaugikatopis) y maHeni
Properties (3a3Bu4yaii, ikoHKa raiikoBoro kimoda). Harucuite «Add Modifiery (Jomatu
MoudikaTop) 1 BuOEpiTh noTpidbHuil Mmoaudikarop:

— Subdivision Surface — nans 3rimamKyBaHHS TOBEPXHI Ta JO0AaBaHHsS JaeTajel 0Oe3
301IbIIEHHS KUJIBKOCTI TOJITOHIB y 0a30Bii CITII.

— Solidify - 1 nogaBaHHsS TOBIIHMHH IIOCKKUM 00’ €KTaM.

E E — Boolean — nst Bupizanns abo 00’ eHaHHS HOPM.
|

JIOTpUMYIOUHCh IHOTO TIOPSIKY, BH MOXeETe e(PEKTHBHO
- CTBOPIOBATH Ta MOAMU(DIKYBAaTH NPSAMOKYTHI AIUKH (1 OyAb-AKi 1HIII
meri) y Blender. IlouniTs 3 6a30Boro npumiTHBa, HalamTyTe HOTO
po3Mmip, 3acTocyiiTe MacimTad, a MOTIM MEPEXObTe JI0 JETAIBLHOTO
penaryBants y «Edit Mode» ta 3actocyBanus MoudikaTopis.
Jist  sKiCHOTO pPO3YMIHHS TOCHIJOBHOCTI [Jilf  MOKHA
E NeperIsiHyTH Bifeo iHcTpykiio https://youtu.be/VOVXyvbijBO no
npakTuyHoi podotu Nel a6o 3a QR-komom.
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ITPAKTHYHA POEOTA Ne2

PenaryBsanns Tomosiorii memy i creopedass NURBS ¢iryp

Merta poboTm:

— O3HAaHOMHTHCA 3 PEKUMaMU POOOTH pelaryBaHHS MeIlla, peaaryBaHHS
Tomojorii TpuBuMmipHoro o0’ekty Ta ctBopeHHss NURBS ¢iryp na ocHoBI
oOepTaHHS KPUBUX;

— PO3TASHYTH I1HCTPYMEHTH peJaryBaHHS: €KCTpy3is, MaciuTaOyBaHHS,
oOepTaHHS, 1 IEPEMIIICHHS;

— cgopMyBaTu yMiHHS pearyBaTi BepTeKcH, pedpa 1 TuIonuHY (TOJIITOHN);

— HaOyTH yMiHb 3/IICHIOBATH;

O61apHaHHA Ta MaTepiamn: pedepenc, rpadiuna crauiis, Blender 2.8..

ITuTaHHS 1715 CAMOCTIMTHOTO OIPAIfOBaHHS:

1. Ha3BiTh Ta ONMINITH NPU3HAYEHHS LIOHAWMEHIIE TPHOX OCHOBHUX IHCTPYMEHTIB
noJiroHansHoOro MozenoBanHsa B Blender (okpim Tpancdopmaniit G, R, S) mist 3minu hopmu
Melia.

2. Jlaiite Bu3HauenHs TepminiB «N-gon» ta «non-manifold geometryy». Yomy ix crin
YHUKATH y OUIBIIOCTI BUMAJKIB 1 K iX BusiBuTU y Blender?

3. Jlns goro BukopucroByethest «Loop Cut» (Ctrl+R) ta «Knife Tool» (K) y pexumi
penaryBaHHs Mema? Ska IXHs IPUHIMIIOBA BIIMIHHICTH?

4. Sk smBae ¢ynkuis «Merge by Distance» na Tonosnorito Mema? B sikux Bunaakax ii
JOL1IbHO BUKOPHCTOBYBATH?

5. IIlo o3nauae abpesiatypa «NURBSy 1 sika ocHoBHa BigmiHHICTE NURBS-mmoBepxoHb
BIJI ITOJIITOHAJIBHUX MELIIB?

6. Hasgite mepeBarm BuxopuctanHs NURBS pans meBHuX THITIB MOJENIOBaHHS
(HampuKJaj, A5 aBTOMOOUTBHUX Ky30BiB 200 POMMCIOBOTO TU3aHY).

7. OnuuriTe, K cTBOpIOIOTHCS Ta penarytorbcs NURBS-kpuBi ta nmoBepxHi y Blender.
SIkuii eeMeHT € KIIFOUOBUM JUIsl 1X KOHTPOITIO?

8. Has3siTh 1Bi OCHOBHI omepariii, 3a JOITOMOT0I0 IKMX MOKHa cTBOpUTH 00’ eMHi NURBS-
¢irypu 3 NURBS-kpuBux y Blender.

9. Konu BuHukae HeoOXiaHicTh KOHBepTYyBaTH NURBS-00’€kT y nomiroHansHuii Mer?
Ski mapameTpH ciiiJ] BpaxoBYBaTH IIPU Takiii KOHBepTalii?

10. Ywu e Blender moBrouirnHoto CAD-cuctemoro st podotu 3 NURBS Ha mpomucioBomy
PiBHI? APryMEHTYHTE CBOIO Bi/NOBI/b.

11. Sxuit ocHoBHMM Henonik BukopuctanHs NURBS y Blender mopiBHsiHO 3 #oro
MOYKJIMBOCTSIMU TIOJIITOHAJIBHOTO MOZICITIOBAaHHS?

12. Hagenite npukian o0’ekra, sikuil Oyno O MOLITbHINIE MOAETIOBATH 3a JOIIOMOIOIO
MOJITOHAIBHOTO TiAXOAYy, Ta mpukiaang o0’ekra, it skoro NURBS wmormu 6 Oyt
edpextuBHiMME. [TosicHITH CBiif BUOIp.

MeTtoanuni peKkoMeHIaMii

V Blender, six penakTopi TpUBUMIpHOI rpadiku A peAaryBaHHs Mellla BAKOPHUCTOBY€EThCS
HIMPOKUHN TepertiK 1HCTpYMEHTIiB. BOHU 103BOJSIOTH MaHIMMyJIIOBAaTH BEpUIMHAMM, peOpamMu Ta
IpaHsMHM MeIlla, 3MIHIOIOYH Horo ¢opMmy, OJaroud JeTajli, ONTHUMI3yIoud TOIMOJIOTiI0 Ta
CTBOPIOIOYH CKJIaJIHI 00’ €KTH.

[lepm Hi>k MOYaTH penaryBaHHs, HeoOXiaHO yBiiiTn B Pexxum penarysanns (Edit Mode).
Bubepite 00’ext y Pexxumi 06’exta (Object Mode) i nHatucHiTh kiasimry Tab. ¥V Edit Mode Bu
TaKOX MOXKETe TIepeMUKaTHCsI MK pexkuMamu Buainenss: sepmuau (Vertex Select): peopa (Edge
Select): I'pani (Face Select).
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Puc. 3. Ctpykrypa Memia

OcHogHi iHCTpyMeHTH TpaHcdopMariii (Transform Tools). L{i iHCTpyMEHTH TO3BOJIAIOTH
nepeMilryBaTi, o0epTaTH Ta MaciiTadyBaTH BUOpaHi €JIEMEHTH Mellia (BepIuHu, pedpa, rpaHi).

— Move / Grab (Ilepeminienns). Bubepith enemenTn (BepiinHu, pedpa abo TpaHi),
HaTucHITH G. [ToTiMm nepemimyiite muiry. MoskHa 0OMEXHUTH MEPEMIIIEHHS M0 OCi, HATUCHYBIIN
X, Y abo Z micna G. Ilpu3HadeHuil iHCTpyMEHT AJisi 3MiHH (OpPMH 00’ €KTY, MO3UI[IOHYBAHHS
€JIEMEHTIB.

— Rotate (O6epranns). Bubepite enementu, HatucHiTh R. IloTiM obOepraiite mwutry.
MoskHa ooMexuTr obeprants 1o oci (X, Y, Z). IIpusHaueHuil iHCTPYMEHT IS 3MiHU Opi€HTAITi]
YaCTUH MeMIa.

— Scale (MacmtabyBantst). Bubepits eneMenTH, HaTucHIThH S. [ToTiM mepemilnyite MuIy.
Moskna obmexutu macimtabyBanHs 1mo oci (X, Y, Z). [lpusHaueHuid iHCTPYMEHT JJisl 3MiHU
PO3Mipy YacTUH MewlIa.

Iactpymentn ansi ctBopeHHst Ta 3MiHu reometpii (Geometry Manipulation Tools). Ili
IHCTpYMeHTH Oe310ocepeIHbO BIUIMBAIOTh Ha CTPYKTYPY MeIla, JI0JAI04YM HOBI €JIeMEHTH abo
3MIHIOIOYH 1CHYIOUI.

— Extrude (BursaryBauns). Bubepith rTpani (abo peOpa/Bepuinuu), HaTHCHITH E.
[lepemintyiite muimry anas BUTATYBaHHs. lIpu3HaueHWil 1HCTpyMEHT AJisi CTBOPEHHS 00 €MHHUX
JeTaneil 3 MIOCKMX TpaHei, jJoJaBaHHs «rHOMHM» abo «BucTymiBy. Extrude along Normals
(BUTATYBaHHS B3/10BK HOpMaieil), Extrude Manifold (ButsiryBanHs 3 TOTpUMaHHSIM TONOJIOTIT).

— Inset Faces (BcraBka rpaneii). Bubepits rpani, HatucHiTh |. Ilepemimyiite mumry s
CTBOpPEHHS BHYTPILIHBOT0 KOHTYpY. [Ipu3HaueHuii iHCTpyMEHT JiJIsl CTBOPEHHS B1ICTYILY Ha IpaHi,
10 JI03BOJISIE MOTIM ii BUTATHYTH a00 BTUCHYTH JJIsi CTBOPEHHS paMKH, BikHa Tomio. Jlyxe
KOPHUCHMH ISl CTBOPEHHS PIBHOMIPHUX B1/ICTYIB.

— Bevel (®acka / 3rnamkyBanss KyTiB). Bubepite pedpa abo BepiunHu, HatucHITH Cirl +
B. IlepemimyiiTe MuIry, MpOKpydyHTe KOJECO /I 3MIHU KIJTBKOCTI CerMeHTIB. [Ipu3nadenuit
IHCTPYMEHT JUIsl 3TJ1a/I)KyBaHHS TOCTPUX KYTIB, CTBOPEHHS (hacok, L0 J0/a€ pealiCTUYHOCTI Ta
nokparniye Bijmoopaxkenns citia. Bevel Vertices (dacka Bepmnn), Bevel Edges (dacka pedep).

— Loop Cut (Po3zpizanns netnero). Harucuite Ctrl + R. HaBenite kypcop Ha pedpo, moo
MOOAYUTH JIHIIO PO3PI3Yy, KIAIHIT JIBOK KHOMKO0, 00 MIATBEPAUTH, IEPEMILYHTE MUIILLY AJIS
MO3UIII0HYBaHHS, MOTIM KJIALHITh 1e pa3. [IpokpydyiiTe Koneco At 3MiHM KUTBKOCTI pO3pi3iB.
[Mpu3HaueHnii 1HCTPYMEHT Ui JOJaBaHHS HOBHX pEOCPHHUX IETENb TEPICHIUKYISIPHO 0
icHyt040i Torosorii. Lle KpUTUYHO BaXKITUBO VIS IOJJaBaHHS JeTani3allii, MOKPaIeHHs TOMOJOTil
Ta MiATOTOBKHU Mojeni 10 aedopmariii (Hanpukiag, st Subdivision Surface).

— Knife Tool (Hix). Harucuite K. Knamnaiite ma mermr, mo0 MaiioBaTH BiacHi JiHIT
po3pizy. Hartuchite Enter mms minrBepmkeHHs. llpu3HaueHuil 1HCTpYMEHT JUIsl CTBOPEHHS
JIOBUIBHUX PO3Pi3iB Ha MeIlli, 10 T03BOJISIE AUTUTH T'PaHi, CTBOPIOBATH HOBI MOJIITOHH Y AOBUIbHIN
bopmi.

— Merge (3’enqnanns/O06’eqHanns). Bubepits Bepmunu (a0o pebpa/rpani), HaTUCHITH M.
Bubepits omrito (At Center, At First, At Last, Collapse, By Distance). [Ipu3znauenuii iHcTpyMeHT
st 00’eTHAHHA BUOpAaHUX E€JIEMEHTIB B OAHY TOYKY (BEpIIMHY), IO KOPHUCHO IS 3aKPHUTTS
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0TBOpIB abo crporeHHs Tomoorii. «By Distance» (Merge by Distance) BUKOPUCTOBYETHCS ISt
BUJAJICHHS TyOJIIOI0YNX BEPIIHH.

— Dissolve (Po3unnuti). Bubepith Bepiinbu, pedpa ab0 rpaHi, HaTHCHITH X, IOTIM
BuOepith «Dissolve Vertices/Edges/Faces». [Ipu3nadenuii iHCTpyMEHT ISl BUJAJICHHST BHOPAHHX
€JIEMEHTIB, aje MpU LbOMY cIpoba 30epertu iCHyrody Tomojoriro. KopucHo st 3MeHIIeHHs
KUTBKOCTI TIOJITOHIB 0€3 3HaYHO1 3MiHH (DOPMH.

— Bridge Edge Loops (3’eanatu pebephi metii). Bubepite aBi BiakpuTi pebepHi meTii,
HarucHite Ctrl + E, Bubepits «Bridge Edge Loopsy. [Ipu3Hadyenuii iHCTPYMEHT ISl 3aIIOBHEHHS
IMPOMDKKIB MK JIBOMa METJIAIMU, L0 JTO3BOJISIE CTBOPIOBATH MOCTH MIX PI3HUMH YaCTHHAMU
Mela.

— Fill (3amoBHenHst). Bubepith aekinbka BepuiuH/pedep, M0 YTBOPIOIOTH 3aMKHEHHI
KOHTYp, HaTUCHITH F. IIpu3HaueHuil iHCTPYMEHT HJsi CTBOPEHHsS HOBOI TpaHi (a00 KUTBKOX
TPUKYTHHX TPaHEH) JUIs 3alIOBHEHHS OTBOPY.

— Grid Fill: Sxmo BuOpaHo 3aMKHEHy peOepHy METII0 3 YOTUPUKYTHUKIB, MOXKHA
Bukopuctaru Face > Grid Fill mist akypaTtHOro 3aroBHEHHS BEJIMKUX OTBOPIB KBaIaMHU.

[actpymentu i ckynentuHry (Sculpting Tools). J{ist Oi1bIn opraHiyHOTO Ta JA€TAIBHOTO
MOJICTFOBAHHSI BHUKOPHUCTOBYETHCS cremianbHuii pexkum Sculpt Mode. [lns BuKOpHCTaHHS
BUOepiTh 00'ekT, mepeiaiTh g0 «Sculpt Mode» y BepxHboMy JiBOMY KyTi iHTepdeicy.
[Tpu3navenuii iHcTpyMeHT IS «JIituteHHs » GopMu Mela, SIK BIpTYaIbHOI TJIMHU, 32 JIOTIOMOT OO
nen3niB. OcHoBHi nen3imi: Draw, Clay, Smooth, Grab, Inflate, Crease Tomo. Koxen nensens mae
CBOT HaJAIITYBaHHS (pO3Mip, CUJIa, CUMETPIs).

Momudikaropu (Modifiers). Moaudikaropu 103BOJISIOT BUKOHYBATH CKJIaIHI oneparii 3
MellaMyd HEePYWHIBHUM CITOCOOOM, TOOTO OpHTiHaJbHA T'€OMETPis 3aJIMINAETHCS HE3MIHHOIO, a
Mo (iKallil 32CTOCOBYIOTCS MOBEPX Hel. IX MOKHA BKIIFOUATH/BUKIIOUATH, 3MiHIOBATH HOPSI0K
Ta napamerpu. Jlns BuxopuctaHHs BuOepiTh 00’ekT y Object Mode, mepeiinith A0 BKIAIKU
«Modifier Properties» (ikonka raiikooro kioua). Harucuite «Add Modifier», nanpuknan:

— Subdivision Surface — 3rmamkye Mel, 10Jar04ud HOMy OLUIbIle JeTajael i CTBOPIOIOYH
opraxivyti ()OpMu 3 HU3BKOIIOJIITOHAILHOT OCHOBH.

— Mirror — aBToMaTHYHO IyOJIIO€ YaCTHHY Mella J3epKaIbHO, [0 €KOHOMHUTh Yac IMpH
MOJIETFOBaHHI CUMETPUYHHUX 00’ €KTIB.

— Boolean — BukoHye J10Ti4HI onepariii Hax MenaMu (00’ € IHaHHSI, BiJIHIMAHHS, IEPETHH ).

— Solidify — nonae TOBIIUHY MIIOCKUM MEIIaM.

— ATrray — cTBOpro€ MacuB Koriid 00’€KTa 3a 3aJaHUMH ITapaMeTpaMHu.

— Shrinkwrap — «HaTsIry€» OJJH MeIll Ha MOBEPXHIO 1HIIIOT0, [0 KOPUCHO ISl PETOIOJIOTII.

VY Blender po6ora 3 NURBS (Non-Uniform Rational B-Splines) Biapi3useTbcsi Bin
TBEPAOTLIHLHOTO MojienoBaHHA. Xoua Blender He € moBHominHOIO CAD-cuctemoro miist NURBS,
BIH JI03BOJISIE CTBOPIOBATH Ta MaHIIMYJIOBAaTH LIMMU 00’ €KTaMHU, a OTIM KOHBEPTYBATH iX y Melll
JUIs TOJANBLIOrO TMOJITOHAJBHOIO peJaryBaHHSA, CKYJbOTHHTY a00 eKCHopTy B 1HIII
IpPOrpaMu/irpoBi pyuiii.

NURBS-06’extu B Blender — e MmaTtemaTtuuHo BH3HaueHi1 KpuBi abo moBepxHi. Bonu
CTBOPIOIOTHCS 32 JOTIOMOT0r0 KOHTposIbHUX TouoK (Control Points). 3MiHIOIOUN MOJIOKEHHS LIUX
TOYOK, BU AehopMyeTe KpUBY a00 MOBEPXHIO.

[Tpomec ctBopernss NURBS ¢iryp y Blender nounnaetsces 3 nogaBanns 6azoBux NURBS-
IPUMITHUBIB:

1. Biakpuiite Blender.
2. Y 3D Viewport HatucHite Shift + A (menro «Add» - lonatn).

3. Bubepitb:

— Curve > NURBS Curve: CtBoputs 2D NURBS-kpuBy.

— Curve > NURBS Circle: CtBoputs 3amkaery 2D NURBS-kpuBy (koi0).

— Surface > NURBS Surface: Ctoputs 3D NURBS-noBepxHio (IJIOLIUHY).

— Surface > NURBS Circle: CtBoputs 3D NURBS-noBepxHto y popmi KiTbLis.

— Surface > NURBS Cylinder / Sphere / Torus: CtBopsits 6a30Bi 3D-NURBS 006’ exTH.
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PenaryBanuss NURBS 06’extiB (Edit Mode):

1. Bubepits nonanmit NURBS-00’€kT.

2. Harucnite Tab, mo6 nepeiitu B Edit Mode (Pexxum penaryBanss).

3. Bu mnobGaunte KOHTPOJNBHI TOYKM (3a3BUYail BOHM BUIJISAAIOTH SK MAaJICHBbKI
KBaJPAaTHUKH), sIKI BU3HAYAIOTh (POpMY KpUBOi 00 MTOBEPXHI.

4. Bubepitb oqHy a00 KibKa KOHTPOJIBHUX TOYOK.

5. BukopucroByliTe cTaHIapTHI IHCTPYMEHTH TpaHChOpMaIlii:

— G (Grab/Move): [lepeminieHHs KOHTPOIHHUX TOYOK.

— R (Rotate): O6epranns KOHTpoIbHUX TOYOK (MeHm mnommpeno it NURBS, ane
MOYJIHBO).

— S (Scale): MacmtabyBaHHsI KOHTPOJIBHHX TOYOK.

6. JlonaBaHHsS HOBHMX KOHTPOJIBHHUX TOUYOK: BuOepiTh 1Bi CycCifiHI KOHTPOJBHI TOYKH 1
HatucHITh W (creriansHe MeHI0) a0o RMB (mpaBa kromnka mutii) > Subdivide (ITigpo3ginuTh).

7. BupaneHHs KOHTPOJBHMX TOUYOK: BuOepith TOukM Ta HaTtucHITH X > Vertices
(Bepumam).

Cropenns 06’ emanx NURBS-}iryp 3 kpuBux:

NURBS-kpuBi 4acT0 BUKOPUCTOBYIOTHCS K «IIPOQii» st cTBOpeHHS 3D-M0BEpXOHb.
Extrude (ButsaryBanns):

CtBopits NURBS Curve (Hanpukinaf, JiHit0 a00 J0BUIbHY KPUBY).

VY Edit Mode BuAiIITE BC1 KOHTPOJIBbHI TOUKH (A).

5. Ha maneni Properties (N-Panel), B po3aini Curve (ikoHKa KpUBOi), 3HaMITh BKIIAJKY
«Geometryy.

6. 36imblryiiTe 3HaYeHHS «EXtrudey, mo6 HaxaTH KpuBiii 00’ €M.

7. Mosxna takox peryitoBatu «Bevel Depthy ans okpyrienHs kpais.

8. Revolve (O6epranus):

9. CrtBopite NURBS Curve (Hampukiiaj, miBkojo abo mpodisis Basu).

10. ¥V Object Mode (natucuits Tab mist Buxoay), Budepitb NURBS-kpuBy.

11. Tlepeiinith Ha Bkiaaky Modifier Properties (ikoHKa ralkoBOro Kiroua).

12. Jlonaiite Mmogudikatop «SCrewy.

13. Hamamryiite mapamerpu moamdikaropa «SCrew» (oci obepraHHs, KyT, KUIBKICTh
KPOKIB) JUIsl CTBOPEHHS 00’ €KTa 00epTaHHS.

[TeperBopernnss NURBS o6’extiB Ha wmemn. Ilicns Toro, sk BU CTBOpWIM (GopMy 3a
nonomororo NURBS, Bam, mBuaiie 3a Bce, notpiOHO OyJie KOHBEPTYBATH ii B MOJITOHAIbHUN
Mell, OCKUIbKM OUIBIIICTh I1HCTPYMEHTIB MOJIENIOBAaHHS (CKYJBOTHUHI, peronojoria, UV-
pO3ropTKa, iIrpoBi PyIIIil) MPAIIOI0Th CaMe 3 MeIlIaMHu.

1. IMigrotoBka NURBS o00’exta, mepexonaiitecs, mo Bu Buinuu 3 Edit Mode 1
nepedyBaere B Object Mode (Tab). Bubepits Baiu NURBS-006’ext. HanamryBanus po3aiiabHOT
smataocTi (Resolution). Ile mysxe BakMBHIA KPOK, OCKUTBKH BiH BU3HAYa€ MIUIBHICTD MOJIITOHIB
Mail0yTHBOTO Memia.

2.  Tlepeiinits mo Bkiagku Object Data Properties (ikonka kpuBoi). Y po3aiii «Active
Spline» abo «Surface» (3anexxno Bix Ty NURBS) 3naiigite mapamerpu «Resolution U» Tta
«Resolution V» (ans nosepxonsb) abo «Resolution Preview Uy (mist kpuBux). 30inbInyiiTe I
3HAUeHHS, 00 OTPUMATH OUTBII 3TIAKEHUI Ta METalli30BaHM Ml Micis KOHBepTalii. Yum
BUIIIE 3HAUYEHHS, THUM OUIbIlI€ MOJIrOHIB OyJle Yy KIHIIEBOMY Memli. 3HalAiTh OamaHc MiIx
JeTali3alicro Ta KUTbKICTIO MOITOHIB.

3. Komnsepramis B meni. [lepekonaiitecs, mo NURBS-00’ekT BuOpanuii. Hatucuite Alt
+ C (abo y mento Object > Convert > Mesh). Bubepits «Meshy.

4.  Ilicns xonBeprauii Bamt NURBS-00’ekT cTane 3BU4aliHUM MOJIITOHAJIBHUM MEIEM.
Ile o3nauae, mo Bu mMoxere nepeitu B Edit Mode (Tab) i BUKOpHcTOBYBaTH BCi IHCTPYMEHTH
nomironansHoro moxenmtoBaHHs (Extrude, Bevel, Loop Cut Tomo). Takox, 3acTocoByBaTH
MoaudikaTopu A7 moganbioi onTumMizaiii abo aedopmarrii.

el A
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Jami moxHa BuKoHyBaTH UV-po3ropTKy AJig TEKCTYPYBaHHS, BHKOPUCTOBYBATH HOTO ISt
CKYJIBIITHHTY YM €KCIIOPTYBAaTH MOJENb Y popMaTH, CyMiCHI 3 IrpOBUMH PyIIisiMU a00 IHIIMMHU
3D-nmporpamamu. [licns koHBepTalii Bu BrpauaeTe MareMaTuuny TouHictb NURBS. [ToBepuenns
10 NURBS 3 Memma € gyxe CKJIaJHUM 1 3a3BHUail HEMOXIIMBUM 0€3 CIIeLiaTbHOTO IPOTrPAMHOTO
3a0e3neueHHs Ta perononorii. Tomy 3aBxkau 36epiraiite opurinaabHuii NURBS-00’exT, sikio
BaM MO>Ke 3Hao00uTHUCs oro nonaansina 3mina y NURBS-dopmari.

Ilepestik rapstamx KJIaBiIi:

G — nepeMimieHHS.

R — oGepranns.

TAB — pexuM penaryBaHHs.

E — ButsryBanns/3arnubnenns (B pexxumi TAB).

| — nonaBaHHs HOBOI TUIOIIMHK BeepeauHi (B pexxumi TAB).

CTRL + B — 3kpyriaenns rpaneii (B pexumi TAB).

CTRL + Z — BigMmiHa monepeTHbO1 ii.

CTRL + S — 30epekeHHsI IPOEKTY.

CTRL + R — nonatu HOBIi rpaHni Ha 00’ekTi (B pexxumi TAB).

SHIFT — oGparu nekinbka ¢eiicis, a00 TOUOK (3aTUCHYBLIM B pexxumi TAB).
CTRL — obpatu nexinbka eiiciB, abo TOYOK Mo KpyTy (3aTHCHYBIIHN B pexkxuMi TAB).
G - nepemimenns (+X/Y/Z nns nepeMilieHHs piBHO 1O OCi).

SHIFT + D — nyGmroBanns 00’ exty (+X/Y/Z nns mepeMilieHHs piBHO IO OC).
R — ob6epranns (+ X/Y/Z nns oGepTanHs 1O OCi).

| — BuTSTYBaHHS HOBOI IiommHN (B pexkumi TAB).

3aBoaHHA IIPaKTUYIHOI poOoTI:

CTBOpUTH NEPETBOPEHHSI MEIIly, /U1l OTPUMAHHS MOJIEN1 pOJTy CYIII.

BukoHaTy HakIa1aHHS KOJIBOPY HA OKPEMi CKIIaJ0BI POITY.

Bukonatu ny0iroBaHHS poity CyIli Ta po3Tallyiire 3a peepeHcoM.

3a OakaHHSIM MO>KHA CTBOPUTH KOMIIO3UIIIIO CETY CYIII Ha JIOIIL 3 MaJTH4YKaMH.
[Mannyxu MoxxHa 3pobutu Girypuumu 3a gqonomororo NURBS-06’ekry.

agrwdE

_sil

Puc. 2. Peepenc 1o npakTuuHOi poO6OTH
IlopsAaaoK BMKOHaHHS po0OTH:

[TigroroBka criern Ta 6a30Bi popmu

1. Bunanite crangapTHUN Ky0. 3a3BU4aid, pu BiAKpUTTI HOBOTO (haitiry Blender Bu 6aunte
Ky6. Hatuchite X i Bubepitsh «Deletey, 06 Bugamutu ioro.

2. CtBopith puc (mwtiaap). HarucHite Shift + A (Add - logatu) > Mesh > Cylinder (Citka
> Huninap). Y naneni «Add Cylinder» (Bau3y miBopyd) 3MeHIITe KijbKicTh BepuinH (Vertices)
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no 16-24 nns OutbIn JeTKOi MOJENi, SKIIO0 HE TUTaHyeTe cymepriankocti. 36umpmre Radius
(Paniyc) ta Depth (I'mubuna) no 6axanux mpomnopitii pory. Lle Oyne ocHoBa 3 pucy.

3. CtopiTh HOPpI (111e ouH mumHAp/mwiommHa). Harucuites Shift + A > Mesh > Cylinder. V
nanen «Add Cylinder» 3anaiite Ti ) Radius ta Depth, 1o # ans pucy, ane 3po0its Vertices §-12.
[ToTiM 3p06iTh HOTO TPOXHU TOHIIUM 1 TPOXH OLIBIIMM Y pajiyci, Hik puc. [lepemicTiTs #toro (G +
7)) TpOXM BUIIIE BiJl pUCY.

MopentoBaHHsT GOPMH POITY

1. Hapnaiite HOpi popmy oOroptku. Buninite muminap Hopi. [epeiiaite B Edit Mode (Tab).
Bubepits pexxum BunineHHs rpaneii (3). BubepiTe BEpXHIO Ta HYXKHIO TpaHi nuitiHapa. HatucHiTh
X 1 BubepiTh «Facesy, mod BUAATUTH 1X, 3aTUIIMBIIY JIHIIe O19HY oBepXHIO. Buiinite B Object
Mode (Tab).

2. 3acrocyiite momudikatop Solidify (BmactuBocTi MomudikaTopiB - iKOHKA TalKOBOTO
xiroua > Add Modifier > Solidify), mo6 nagaTu Hopi ToBIIMHEU. Perymiolite mapametp Thickness
(ToBumHa). 3actocyiite moaudikaTop Subdivision Surface (Add Modifier > Subdivision Surface)
s 000X 00’exTiB (pucy Ta HOpi), mod 3rimagutu iX. PiBenp subdivisions (View, Render)
BCTaHOBITh Ha 1-2.

3. Pozramyiite HOopi HaBkoJO pucy. B Object Mode, Buainite 06’€kT HOPi. 301IbIITE HOTO
po3mip (S), mo0 BiH 00ropHyB prc. MOKIUBO, 10BeaeThCs MaciuTadyBaru (S + Shift + Z) mo ocsix
X T1a'Y, mo6 BiH OyB Tpoxu OUTBIINM 32 pHC, 1 ToMicTUTH ioro (G + Z) HaBKOJIO pucy.

4. CTBOpITH HAYMHKY (HANPUKJIAJ, OTipok/aBokano/puda). HarucHits Shift + A > Mesh >
Cylinder / Cube / UV Sphere (3anexHo Bin hopmu inrpenienta). [lepemicrits (G), Mmacmradyiite
(S) Ta 06epHiTh (R) 00’€KT, 00 BiH BUTIISAAAB K IIMATOYOK HAYMHKH BCEPEIUHI POITY.

5. y6mwoiite (Shift + D) Ta posramoByiiTe KijbKa TaKMX IIMATOYKIB BCEPEAMHI POIIY,
iMiTytoun HauuHKY. [|J1s1 oripka, HampuKIiIaj, MOKHA B3STH IHJIIHADP, 3MEHIIUTH HOTO, a TIOTIM B
Edit Mode 3a nomomororo Loop Cut (Ctrl + R) ta Scale (S) 3pobutu iioro HepiBHOMIpHUM,
IMITYIOYH CEPIICBHUHY.

6. 3actocyiite Subdivision Surface 10 iHIpeAi€HTIB A 3TI1a1KyBaHHS.

[Tpu3HAYSHHS KOJIBOPY VIS OKPEMHUX KOMITOHEHTIB POy

1. Marepian st pucy

Buninite 06’ext pucy. Ilepeiiaits g0 Bkianku Material Properties (BiactuBocti marepiaiis
- ikoHKa yepBoHOTO0 Kona). Hatucuite «Newy. 3minite Base Color (ba3oBuii koip) Ha O6inuii abo
cBiTio-kpemoBwmid. 30umbmIiTh Roughness (IllopcTkicts) 10 0.8-0.9, 1006 pric He OYB TIISHIIEBUM.
HonatkoBo: ¥ Briaaui Shading (3axiazka 3Bepxy) MoxkHa onat Tpoxu Noise Texture (LIlymua
Tekctypa) uepe3 Bump Node (By3son Bumykiocti) 1u1s imiTanii 1piOHOT TEKCTYPH pUCY.

Marepian ast Hopi. Buainite 06’ext Hopi. [lepeiinits 1o Material Properties. HatucHiTh

- Martepianu ans HauMHKH. J[7s KOXKHOTO I1HTpeAi€eHTa CTBOPITH
[=]

I- TEMHO-KOpHUYHEBHUI (KicTouka). Puba: I[lomapanueBuii abo pokeBui,

Jist IKicHOTO pO3yMIHHS ITOCIIIOBHOCTI 11 MOKHA NEPETIISIHY TH

«Newy. 3miniTe Base Color Ha TemHO-3eneHm a00 yopHUi. 3MeHnIiTh Roughness mo 0.3-0.5,

11100 IMITyBaTH JIErkui 6iuck Hopi. 3MeHuIiTh Specular ([[3epkanbhicTts) 10 0.2-0.3.
HoBMI MaTtepian. Oripok: CBITJIO-3€I€HMI KOJIp, MOXKJIMBO, 3 JIETKOO
TEKCTYpOIO LIyMy AJisl MIKIpKU. ABokano: CBiTiio-3esieHuit (M’ SIKOTh) Ta
3nerka mpo3opuit (Transmision ~0.1-0.2) 1 3 HuU3bKOIO Roughness st
imMiTawii XUPHOCTI.

E |':_I'I|| BiZieo iHCTpykKwito https://youtu.be/ygxWO0t8zxzl no npakTuyHOi poboTH
No2 abo 3a QR-komom.
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ITPAKTH9HA POBOTA Ne3
CrBopenns cxiagaux Hight Poly monesten

Merta poboTm:

— o3HaromwuTHCA 3 Tonojoriero Hight Poly 06’exTiB;

— PO3MIISIHYTH CTPYKTYpY 1 npu3HaueHHs Hight Poly 06’ exris;

— HabyTtu ymiab ctBoproBaTu High Poly monens;

O61apHaHH:A Ta MaTepiamn: pedepenc, rpadiuna crauiis, Blender 2.8.

ITuTaHHS 719 CAMOCTiMTHOTO OIpalf0BaHHS:

1. Haiite Bu3naueHus repminy «High Poly monens» y 3D-rpadiri. Yum BoHA TPUHITUTIOBO
BifpizHseThes Bin «Low Poly Mozeni» 3a KUTbKICTIO TOITOHIB Ta piBHEM JeTaji3arii?

2. Ha3Bith moHaliMeHIIIe TpU OCHOBHI npu3HadeHHs (cepu Bukopuctanus) High Poly
Mojiesiel (HanpuKIian, KiHo, Bizyamisaris). [TosicHiTh, YoMy came JIJIsl [UX IiJiel ToTpiOHa BUCOKa
JeTai3anis.

3. Onumite ocHOBHI Meroau (minxomau) ctBopeHHs High Poly mopeneit y Blender.
BxkaxiTs, U1t IKUX TUTIB 00’ €KTiB (OpraHiuHi/xapa-cepdeiic) kpaie miaxoauTh KOXKEH METOI.

4. TlosicHiTh posib MoaudikaTopa Subdivision Surface y ctBopenni High Poly moneneii.
Sk BiH BIUIMBAa€ Ha TONOJIOTIIO Ta Bi3yajbHE CHPUUHATTS 00’ekra? SIKi mapameTrpu LbOTO
MoaudikaTopa € KJIFOYOBUMHU IS KOHTPOJIIO AeTalTi3arii?

5. Hlo Take Digital Sculpting (Lludposwuii Ckynentinr) y Blender? Ha3gite monaiimenme
Tpu ocHOBHI meH3m (Brushes) nns ckynapnTuHry Ta ixHe mpusHaueHHs. Skuil Tunm o0 €KTiB
HaHYacTIIe CTBOPIOIOTH 32 JJOMOMOTOI0 CKYJIBITHHTY?

6. Onuuite BaxauBicTh Dyntopo (Dynamic Topology) ta Remesh y pexumi
CKYJNBITHHTY. SIK mi QyHKIIIT TOmOMararoTh I 4ac AeTaiizamii Moaesi?

7. SIxi mpoOnemu MOXYyTh BUHUKHYTH 3 Tomosoriero High Poly mopeni, crtBopenoi
ckynbnTUHroM? Yomy 11 mpobsieMu € KpUTUYHUMH JUIsl TOJAJIBIIUX €TaliB poOovyoro mnpouecy
(HampuKaa, A7 PeTOnoorii)?

8. IIlo take Retopology (Peromororist) i 4oMy BOHA € Maiike 000B’ I3KOBHM €TAIIOM TIiCIIS
CTBOpeHHs BucokozeranizoBanux High Poly moneneit (0co6uBo micist CKyJIbITHHTY)?

9. Sk Bukopuctanusa High Poly mozxenei BrummBae Ha poayKTHBHICT ciieHu y Blender
(LLIBUAKICTD PEHIEPUHTY, po3Mip (ailny, crnokuBaHHS nam’sTi)? SIki iCHYIOTh MIIXOAM MAJIS
YIOpaBIiHHSA UMU poOiaemMamMu?

MeToanuni pekoMeHaanii

[Ipu ctBopenni High Poly (Bucokxononironansuux) mozeneit y Blender BukopucroByeTbes
IMIMPOKUHA CHEKTP IHCTPYMEHTIB, SIKI J03BOJIAIOTH JI0/1aBaTH BEIMKY KUIBKICTh JeTaleil Ta
JIOCSITaTH BUCOKOI Bi3yallbHOI sSIKOCTl. OCHOBHI MiIXO/IM BKJIFOYAIOTh MOJIITOHAIEHE MOJICITFOBAHHS
3 BHUKOPHUCTaHHSIM MOJU(IKATOPIB MiAPO3/Ty MOBEpXHi, HU(POBHHA CKYJIBOTIHT Ta OyieBi
omepartii.

Ochb KIIIOYOBI IHCTPYMEHTH Ta TEXHIKH, 11O 3aCTOCOBYIOThCs Juist cTBopeHHs High Poly
moaenel y Blender. [Tonironansae moaemtoBants 3 moaudikaropom Subdivision Surface (SubD
Modeling). — e oauH 3 HANUMOIMPEHIMMX METO/IIB CTBOPEHHS TJIAJIKUX, BUCOKOIETai30BaHUX
Mojiesiel 3 HU3bKOMOJITOHAIbHOI OCHOBH.

Monudikatop Subdivision Surface (Subsurf), sikii npu3HaUeHUH SIK OCHOBHHIA IHCTPYMEHT
JUISL 3TJIaJKyBaHHA Mela. BiH MaTeMaTuyHO MiApPO3UISE€ KOXKHY I'paHb Ha KUIbKa MEHIIMX,
CTBOPIOIOYM UTIO31I0 TJIaJKOI IMOBEPXHI 3 MEHIIOi KUIBKOCTI TOJIrOHIB y 0a30Bii CITII.
3actocoByeThest B Object Mode uepes Bkiaaky «Modifier Properties» (ikoHka railkoBOro Kiroua).
[MTapametpu «Levels Viewporty (amst BimoOpaxenHs y BikHi) Ta «Levels Rendery (s ¢inamsHOTO
PEHIEPUHTY) J03BOJISIFOTh KOHTPOJIIOBATH PiBEHB 3TI1a/KYBaHHS.
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Iactpymentu Edit Mode mutst kortposto Subsurf. L1 iHCTpyMEHTH BUKOPHUCTOBYIOTBCS TSI
J0ZIaBaHHs «OMOPHUX» pedep (support loops) ado 3MiHK HOpMU HU3PKOTIONITOHAIBHOT CITKH, 11100
KOHTPOJIIOBATH, SIK MoaudikaTop Subsurf 3riamkye MoIeb.

Loop Cut (Ctrl+R) — nonae HOBi peGepHi NeTdi, siKi «3aTATYIOTh) 3IJ1aDKEHY TOBEPXHIO,
pobIstun ii rocTpimor. Yum Oiokye omopHi NeTI 10 Kparo, TUM TOCTPIIUM Oy/ie el Kpai.

Bevel (Ctrl+B) — cTBoproe (acku Ha peOpax abo BepiimHax. [Ipu Bukopuctanti 3 Subsurf,
Bevel monomarae cTBOpuTH O1JIbIII KOHTPOJBOBAHI Ta YUCTI TOCTPi Kpai, Hik mpocTto Loop Cut.

Crease (Shift+E) — nosBonsie «3aroctputu» pebpa, siki iHakme Oynu O 3riajpKeHi
MoaudikaTopom Subsurf, 6e3 101aBaHHS T0AATKOBOT T€OMETii.

Extrude (E), Inset (1), Knife (K) — BukopucToBYIOThCS 1151 10jaBaHHs 0a30BUX (OpPM Ta
JIeTaei 10 HU3bKOMOJITOHAJIBHOI CITKH, sIKI TTOTIM OyayTh 3rimapkeHi Subsurf.

[udposuit Cxynentiar (Digital Sculpting) mo3Bonse cTBOprOBaTH OpraHiuHi Ta
BHCOKOJICTaII30BaHi MOJIEII, MPAIFOIOYH 3 MEIIIEM SIK 3 BipTyaJIbHOIO TJIHHOIO.

Sculpt Mode npusnauenwmii sk crieriaabaui pesxkuM y Blender, onTumMizoBanuit st poOOTH
3 BEJTUKOIO KUJTBKICTIO MOJiroHiB. BukopucroByeThest Sculpt Mode 3aiiicHIOETbCS 3 BUITAal040T0
MEHIO Y BepXHiii JTiBiif yactuHi BikHa Blender.

[Tensm (Brushes):

— Draw/Clay/Clay Strips — mis 1o7aBaHHS Ta BHIAJICHHS 00’€My, CTBOPEHHs 0a30BHX
dbopm.

— Smooth — ans 3rmamKyBaHHS TOBEPXHI.

— Grab — 115 nmepeMilieHHs BEJIMKHUX JAUISHOK MeIlla, 3MiHH 3araibHoi GopMu.

— Crease — u1st CTBOPEHHSI TOCTPUX JIHIHN Ta CKIIAJOK.

— Inflate/Deflate — nmst 30ibIICHHS/3MEHIIIEHHS 00’ €MY.

— Scrape/Fill — nns BupiBHIOBaHHS MTOBEPXHI 200 3alIOBHEHHS BITaIUH.

— Masking — 103BoJIsI€ «3aMacKyBaTH» YaCTHHU MOJIEII, 00 MEH3IIi He BIUIMBAIN HA HHX.

— Symmetry — 103BoJIsSIE CKYJIBIITYBAaTH CUMETPUYHO TI0 OJIHIH a00 Kinbkox ocsx (X, Y, Z).

— VYnpasninas Tononorier B Sculpt Mode.

Dyntopo (Dynamic Topology) npusHauenuii st AMHAMIYHOTO T0JaBaHHS a0 BHIAIISE
reoMeTpiro (MOJITOHM) MiJ MEeH3JeM MiJ Yac CKyNnbnTUHTY. Lle mo3Bossie 30cepemKyBaTHCs Ha
JeTalsAX, He TypOYIOYHCh MPO MOYATKOBY TOMOJIOTIIO. AKTUBYEThCs Y BepxHiil manemi Sculpt
Mode. Mae pi3ni pexxumu (Constant Detail, Relative Detail).

Remesh (Voxel Remesh) mpusHaueHwii /i1 MEpeTBOPEHHS MeEII HA HOBY CiTKy 3
PIBHOMIPHOIO TOTIOJIOTIEI0 HA OCHOBI BoKceiB. Lle kopucHo A 00’ €1HAHHS KIJIbKOX CKYJIBITIB
abo IIsi OTpUMAaHHS YUCTOI CITKU Tepej] MOMANBIION JeTali3alicl0. 3HAXOIUThCS Y BKIIAII
«Object Data Properties» (ikoHka TpukyTHHKa) B po3aimi «Remeshy.

Bynesi oneparii (Boolean Operations) BUKOPUCTOBYIOTHCS JJi 00’ €THAHHS, BiTHIMAHHS
abo mepeTUHy MeIIiB, 110 J03BOJIsI€ CTBOPIOBATH CKIaAHI (GopMHU, 0COOIMBO i XapA-cepdeiic
MOJICIIEN.

Moaudikatop Boolean BukoHye soriuti onepaii Mk ABoMa 00’ €eKTaMU. 3aCTOCOBY€ETHCS
B Object Mode sik monudikarop. Yacto BUMarae moaabiioi pyqHOi OYUCTKH TOTIOJIOTI{, OCKITBbKA
MO3K€e CTBOpIOBaTH N-gons Ta TPUKYTHHUKH.

Oneparrii:

— Difference (Pi3uuis): Bigaimae oauH 00’ €KT BiJl 1HIIOTO (CTBOPIOE OTBOPH, BUPI3H).
— Union (O6’eqnanns): O6’ennye aBa 00’ €KTH B OJTUH.
— Intersect (Ilepetun): 3anuiiae nuiie CiibHy YaCTHHY ABOX 00’ EKTIB.

Jlo momaTkoBUX iHCTpYMEHTIB BimHOCATHRCs Multi-resolution Modifier

Multi-resolution Modifier mpusnauenuit ays 30epiraHHs KiIbKOX PIBHIB JeTaizaiii
Mozenl (K MpaBUiIo, Michs CKYJbNTUHTY). Lle mae 3Mory mpaifoBaTH Ha HU3BKHX PIBHIX IS
3arajibHOI (pOpMHU Ta Ha BUCOKUX JUIs NpiOHMX aetanei. JlomaeThbes sik moaudikaTop Shrinkwrap
Modifier, sikuii «HATATY€» OJWH MEII HA MOBEPXHIO iHIIOr0. /ly)e KOPUCHUI IS PeTOIOIOrii,
KOJHM BU CTBOPIOETE HOBY, YHCTY HHU3BKOIOIITOHATIBHY CITKY MOBEPX BHUCOKOMOIITOHAILHOTO
CKYJIBIITA.
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Vertex Groups (I'pynmu Bepmmn) 103BOJiss€ BHAUIATH Ta TPYIMyBaTH BEPIIUHH IS
3aCTOCYBaHHS MOAH(IKATOPIB, MaTepiaiB ab0 A KOHTPOIO ehopMalliii.

Edge Crease (36inbieHHst roctpotu pedep) KOHTpouoe, ik Moaudikatop Subdivision
Surface 3riamkye kpai, poOiasiun IX TOCTPIIIUMHU.

Buxopuctanus mmMx 1HCTPYMEHTIB y KoMOiHaIii J03BOJIs€ CTBOPIOBATH HAA3BUYAITHO
neranizoBaHi Ta ckinaani 3D-moneni y Blender.

3aBgaHHA IPaKTUYHOI poOoTN:

1. CtBoputu High Poly moneins pakeru 3a pedepencom.
2. Bukxonatu nmpu3HaYeHHS KOJIbOPY IO OKPEMHX ii CJIEMEHTIB.
3. 3acrocyBaTu Moau(DiKaTOp A 3TIaKyBaHHS IMMOBEPXHI 00’ €KTY

A dribbble.com

IlopsaoK BMKOHaHHS po00OTH:

1. HpoaHanlsyHTe pedepenc. Po3aiiiTe pakeTy Ha OCHOBHI JIOT1UHI CEKIIii:
HOCOBUI OOTIYHUK (KOHYC)
— OCHOBHHH KOPITYC (IIMITIHAP)
— Kpuia/crabinizaTopu
— JIBUTYHH Ta COIUIA
— JieTaji oOIIMBKH, JIIOKH, Kabei, 3axuenku (Juis High Poly)

2. [lepenecite pedeperc y Blender, mo6 nerme Oyio MOIEIOBaTH 1 JOTPUMYBATHCS
nponopuiid. ¥ 3D Viewport HatucHiTh Shift + A > Image > Reference (306paxkenns > Pedepenc).
3aBaHTaXTe 300paKEHHS Ta PO3MICTITh iX Tak, MO0 BOHW BIAMOBIAAIN OCSAM (HANPHUKIIAJ, BUJT
cnepeny Ha oci Y, BUJ 300Ky Ha oci X). 3MEHIIITh IXHIO MPO30PICTh y HANAIITYBAHHAX 00’ €KTa
(Object Properties > Transparency), o6 0yJ10 3py4HiIIe MOJICITFOBATH.

3. bazoBe mnomnironaneHe MoxemoBaHHs (Blockout). Ha npomy erami cTBOprO€THCS
3arajibHa (popma pakeTu 3 MiHIMATHHOIO KUTBKICTIO TTOJTITOHIB.

Ocnosnuii kopnyc. Jonante Shift + A > Mesh > Cylinder (Citka > Huminap).

VY manem «Add Cylinder» (iiBopyd BHHM3Y) BCTaHOBITH KibKicTh BepinuH (Vertices) Ha
16-32 (mocratHbo 11 mouatkoBoi Gopmu). Macmrabyiite (S) ta Butaryiite (E B Edit Mode)
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CErMEHTH LIWJITH/PA, 00 OTPUMATH OCHOBHY (hOPMY KOPITYCY paKeTH BiAMOBITHO 10 pedepeHCIB.
JIis cexitiid, o 3MIHIOIOTH JIiaMeTp, BUKOPUCTOBYHTE MaciiTabyBaHHs BepiuH/peodep (S).

Hocosuii o6miunux. Moxxna ouatu 3 UV Sphere (Shift + A > Mesh > UV Sphere) a6o
Cone (Shift + A > Mesh > Cone). B Edit Mode (Tab) maninynroiite BepmnHamu, o0 HaaaTH
oMy aepoJIMHaMivYHOi (OpMH HOCA PaKeTH. 3MEHINITh KUIbKICTh BEPIIHH, 1100 MOTIM 3IJIaIUTH
moaudikatopom. O0’eqHaiiTe 3 KOpIycoM (BHAUTITE o0uaBa 00’ektH, Ctrl + J), skmo ne oaux
CYHUTBbHHUH MelI, a0 TpUManTe iX OKPeMO ISl THYYKOCTI.

Cmaobinizamopu/Kpuna. Jonaiire Shift + A > Mesh > Plane (Citka > [Tnommna) a6o Cube
(Ky6). B Edit Mode maninmynroiTe BepIIMHAMH Ta TPaHSAMH, 00 CTBOPUTH (GopMy KpHIIa.
BuxopuctoByiite Extrude (E), Loop Cut (Ctrl + R) mans dopmyBanHs reomerpii. 3acTocyiite
Mirror Modifier (Moaudikatop JI3epkana) 10 OJHOTO Kpwia, 00 aBTOMAaTUYHO CTBOPUTHU
cumetpuyHi kormii. [Tepexonaiitecs, mo 06’ ekt Mirror Modifier cToiTh 1Mo MEHTPY pakKeTH.

Jeueynu ma conna. Ilounits 3 Cylinder abo Cone. Chopmyiite 6a30Bi 00prcH JBUTYHIB
Ta IXHIX comen.

4. CtBopenns High Poly neranizanii (Add High Poly Detail). Ha npomy etami gogaerscs
peanbHa JeTaji3alis 3a J0MOMOrol MOJU(IKAaTOPiB, CKYJIBITHHTY Ta OyJIEeBUX ONEpalii.

4.1. 3actocyBanHsi Subdivision Surface (Subsurf). J[ns BCiXx OCHOBHUX YacTHUH pPaKETH
(xopmyc, Hic, KpHIIa, TBUTYHH), SKi MalOTh OyTH TJIaJKUMH Ta OKpYyTrJuMH, poxaite Modifier >
Generate > Subdivision Surface. Bcranosits Levels Viewport Ha 1-2 m1s po6otw, a Levels Render
Ha 2-3 abo Buie g QiHaIBHOTO peraepunry. Bukopucrosyiite Loop Cuts (Ctrl + R) ta Bevel
(Ctrl + B) Ha Hu3bKOMONIrOHANBHINA Moaeni (A0 3acTtocyBaHHs Subsurf), mo06 KOHTpOIIOBATH
KOPCTKICTh KpaiB. Yum Onmkue ormopHi pedpa 10 Kparo, TUM FOCTpiluM Oy 1€ BUTIISA IIbOTO Kparo
micias Subsurf.

4.2. leramizamis 3a gonoMoror byneBux omepartiii (Boolean). [lyiss cTBOpeHHST OTBOpiB
(Hampukiaa, BiKHA, JIFOKH, BUPI3H) a00 CKIATHUX 3’€/lHAHb, BUKOPHUCTOBYWTE MoaudikaTop
Boolean. CteopiTh okpemuii 00’€KT (HanpukiIam, HATHAP abo Ky0), sikuit Oyae «BupizaT» abo
«00’eHyBaTUCA» 3 OCHOBHOIO pakeToro. Buninite pakery, noxaiite Modifier > Generate >
Boolean. Bubepite inmmii 06’exT sik «Object» Ta Tun oneparii (Difference - Pizuuiist, Union -
OO6’ennanns). byneBi omepamii MOXyThb CTBOpIOBAaTH HeiJeajbHY TOHOJOr0 (ngons,
TpUKYTHHUKH). [HOA1 moTpiOHa pyuyHa nopodka B Edit Mode nnst ouniieHHs Tonomiorii.

4.3. CKyABNTIHT JUIsl OpraHiuHuX abo apiOHuMx netaneil (Sculpting). s cTBOpeHHs
HEpIBHOCTEH MOBEPXHI, 3BApHUX LIBIB, BM SITUH, MOAPSANUH a00 OLIbII CKIAJHUX OpPraHIdYHUX
¢dopM (KO pakeTa Mae Taki eleMeHTH), BUKopucToByiTe Sculpt Mode. Ilepeiinite 1o Sculpt
Mode (Tab a6o BepxHe MeHI0). BukopucroByiite Taki nensini, sik Draw, Clay Strips, Crease,
Inflate, Scrape, Smooth. AktuByiite Dyntopo aasi THHAMIYHOTO JOJaBaHHs MOJITOHIB i Yac
CKYJIBIITUHTY, a00 BUKOpucTOoBYTE Multi-resolution Modifier a1 cKyIbNTHHTY Ha PI3HUX PIBHSIX
JeTai3anii.

4.4. lonatkoBi apiobni nerami (Hard Surface Detailing). Pi3ni manemi, mroku:
BuxopuctoByiite Inset (I) Ha rpansx, nmotrim Extrude (E) nns ctBopeHHs BUCTYMiB ab0 BIaJMH.
3aknenku/6ontu: Mogenoite oaHy 3akienky (Hampukiaa, 3 UV Sphere, 3MeHmeHoi Ta
CIUTIOCHYTO1), TOTIM BUKOpUCTOBYHTe Array Modifier abo mpocto my6umtoiite (Shift + D) Tta

po3MimyiTe ix Bpyuny. Kabeni/manru: CTBOproiiTe iX 3a 10MTOMOTOIO
Curve objects (Kpusi) Ta 3acrocoByiite Bevel y BracTuBocTsiX KpUBOi
E E JUTsL TOBIIMHM, a00 niepeTBoproiite kpuy B Mme (Alt + C > Mesh).
[Tam’siTaiire, mo crBopenHs High Poly Mmozeni - e itepariiitamii
nporiec. YacTo TOBOAUTHCS TIOBEPTATUCS JI0 TTOMEPEIHIX €TarmiB, 00
BHECTH KOPEKTHBM abo noiatu HoBi jaetaini. Ilparoiite momaposo,
MOYMHAIOYH 3 BETUKHUX (DOPM 1 OCTYITOBO J0AI04H APIOHIII JETaTI.
Jis  AKICHOTO  PO3YMIHHS TOCTIAOBHOCTI JIid  MOKHA
HeperissHyTH  BimeoincTpykuiro  https://youtu.be/T3txK5F hil  no
npakTuyHoi podotu Ne3 a6o 3a QR-komom.
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ITPAKTHYHA POBOTA Ne4

Purinr nepconaxy. IlinroroBka Mozes1i, BCTaHOBJIEHHsI apMaTypw,
HaJIaIlITyBaHHA KiCTAKa 1 pyXy epcoHaXxXy

MeTta poboTn:

— PO3MISIHYTHU MPU3HAYEHHS apMaTypy Ta HakJIaJgaHHS OOMEKEHb PYyXYy;

— copMyBaTh YMIHHS CTBOPIOBAaTH PHUTIHT TEPCOHAXY Uil KEpyBaHHS
pyXxamu 1 3MiHaMHM TOIIOJIOT1i IEPCOHAXKY Y 3aJICKHOCTI B1JI MOJIOKEHHS KICTAKA;

— HaOyTH yMiHb TOTYBaTH MEPCOHAX JIJIs 3HIMAHHS aHIMalll,

O61agHaHHsA Ta MaTepiann: pedepeHc, rpadiuna craniis, Blender.

IIuTaHHS 071 CaMOCTiMTHOTO OIIpaIlfOBaHHSA:

1. o take «purinr» (Rigging) nepconaxy mis animamii 3D-animarii Ta 3a0e3meueHHs
MeXaHiKu irpoBoro pymrisi? [ToscHITE HOTO OCHOBHE NMPU3HAYCHHS Ta YOMY BiH € HEOOXITHUM
€TaroM Iepe]] aHIMAIlI€r0 Ta 3aBaHTAKEHHSIM.

2. o take «apmarypa» (Armature) y Blender? fIki i OCHOBHI KOMIIOHEHTH (KiCTKH,
CyrJ00M) 1 IK BOHHU 1€papXiyHO MOB’s13aHi?

3. Onumiite MOCIITOBHICT JIOJIaBaHHS Ta MOYATKOBOTO HAJAIITYBAHHS apMaTypd IS
TYMaHOIAHOTO nepcoHaxy. Ski aii HeoOxinHo Bukonatu B Edit Mode apmartypu?

4. 1Ilo Take «Baru BepmuH» (Weight Painting) i 4oMy BOHHM € KPUTUYHO BaXKJIMBUMU JIJISI
KOpeKTHOI Aedopmariii mema mifg yac animanii? [osicHiTh, sk npaitoe iHcTpymMeHT Weight Paint.

5. SIki mpoGieMu MOXYTh BUHHKHYTH, SKIIO Bard BEpPIIMH PO3IMOMALICHI HEKOPEKTHO?
HageniTs npukiaam THNOBUX apTedakTiB (HAPUKIAI, «IyKEPKOBHI 00ropTKay abo <«GKeJIeHi»
Cyrio0m).

6. Illo Take «Parenting» (ITpus’s3ka) memia 10 apmatypu? ONUIIITE Pi3Hi TUITH IPUB’ I3KH
(manpuxmnan, Automatic Weights, Empty Groups, With Empty Groups) Ta mosicHITh, KOJIH KUt
THUI JIOLIJIBHO BUKOPUCTOBYBATH.

7. o rake «Inverse Kinematics» (IK) ta «Forward Kinematics» (FK)? IlosicHith
NPUHIUIIOBY PI3HUIIO MK HUMHU Ta KOJIM KOXKEH METO]I aHIMallii € KpaIiuMm.

8. Sk crBopurtu IK-maniror y Blender? Onumrite HEOOXiqHI KPOKH /ISl HAJIAIITYBaHHS
IK-koHTpoONepa s KiHIIBKY (HAPUKJIIaA, HOTU a0 pyKH).

9. o Take «Constrainty (OOmexenHs) y purinry? Ha3piTh IIoHaiiMeHIe JBa THIH
00OMEXeHb, K1 4aCTO BUKOPUCTOBYIOThCS JJIsl PUTIHTY nepcoHaxy (Hampukiaa, Copy Rotation,
Limit Rotation, Child Of) Ta nosicHiTs iXHE TpU3HAYEHHS.

10. Idnst woro BUKOpUCTOBYHOThCsS «Custom Bone Shapes» (Bmacui ¢opmu kictok) Ta
«Bone Layers» (Ilapu kicTok) y puriary? Sk BoHM MOKpalyoTs poOoumii mpoiec aHimaTopa?

11. Mo rtake «Shape Keys» (Kmtoui (opm) i sk BOHH IHTETPYIOTbCS 3 PHUTIHIOM IS
aHiMaIlii o0uyus abo M’sIKUX jaedopmariiin?

12. SIxi xpoxu HeoOXiIHO BHMKOHATH, 100 «3amopo3uti» (Apply) Bci Tpancdopmartii
00’exTa nepes purinrom? Yomy 1ie BaxIinBo?

13. OnwumiThk 3arasbHUl poOOYM Mpollec PUTIHTY, TOYMHAIOYHM BiJl TOTOBOI MOJEINI 10
MITOTOBJICHOTO JIJIS aHIMAIII1 TIEPCOHAXKY.

MeToanuni pekoMeHIanii

Purinr nepconaxy B Blender — 1e mpouec CTBOpEHHS «KICTSIKa» — CHCTEMH «KICTOK»
(apmaTypH) Ta KOHTpPOJIEPIB, SKI JO3BOJIAIOTH aHIMATOPy JIETKO AeGopMyBaTH Ta mno3ysatu 3D-
MoJielIb a00 BUKOPHCTOBYBATH JJIsl peani3allii irpoBoi MeXaHIKM y cepenoBuull pymris. s
OPUPOJHBOTO 1 TapMOHIHHOrO JedOopMyBaHHS MOJeNli BHUKOPHCTOBYETbCA KOMOiHAIlis
BOYIOBaHUX 1HCTPYMEHTIB, MOJAU(IKATOPIB Ta 0OMEXKEHb.

OCHOBHI IHCTpYMEHTH JJIsi CTBOPEHHS Ta peJjaryBaHHs apMaTypH.

22



Add Armature ([omatu Apwmartypy). Ilpusnauenuii mas crBopeHHs 0a30Boro 00’€kTa
apMaTypH y CIieHi. 3a3Bu4aii mounHarTh 3 «Single Bone» (oana kictka) abo «Human (Meta-Rig)»
(st TYMaHOIAHHMX MEPCOHAXIB). AKTUBI3yeThes mpu Hatuckani Shift + A (Add - Jlomatu) >
Armature.

Edit Mode (Pexxum PenaryBanust ApMarypu) Ipu3HAYEHUH IS peAaryBaHHS CTPYKTYPH
apMaTypH: JI0/aBaHHS, BUAAJICHHA, MEPEMIIICHHs, oOepTaHHS Ta MacmTaOyBaHHS OKPEMHX
Kicrok. Bubepite 06’ext apmatypu B Object Mode, motim HatucHite Tab abo BubGepite «Edit
Mode» y BuIaiat0uoMy MEHIO.

Kirouosi aii B Edit Mode:

—Extrude (E) — BuTsryBaHHS HOBHX KiCTOK 3 KiHI[Sl BUOPAHOT KiCTKH.

—Subdivide (W > Subdivide) — po3aineHHs KiCTKH Ha KiJlbKa MEHIIHUX.

—Separate (P > Separate Bones) — BiiokpemIieHHsI BUOPaHHX KICTOK BiJI iCHYIO4OT apMaTypH.

—Parenting (Ctrl+P) — BcTaHoBIeHHs OaThKIBChKHUX 3B’ s13KiB Mik KicTkamu (Keep Offset a6o
Connected).

Pose Mode (Pexxum Ilo3yBanHs) mpu3HayeHU Ui BU3HAUEHHS PEKUMY MO3YBaHHS Ta
aHiMaIii mepcoHaxy. Y MbOMYy PEKHMI KICTKM MOXHAa 00epTaTh Ta IMEepeMillyBaTH, i BOHH
nedopMyBaTUMYTh HpUB’s3aHui Menl. Jlyis BUkoprcTanHsa BUOepith 00’ ekT apmaTypu B Object
Mode, notim HatucHiTh Ctrl + Tab a6o Bubepith «Pose Modey» y BunasarogoMy MeHIO.

[HcTpymenTu i npuB’si3ku Mema 10 apmatyp (Skinning)

Parenting (IIpuB’si3ka) mpu3HAYEHHWU I BCTAHOBJIGHHS 3B’s13Ky MiK 3D-momemto
(MemeM) Ta apMaryporo, o0 mpu pyci KicTok aedopmyBaBcst memr. [ 1IbOro BUIALIITH M,
notiM (yrpumyroun Shift) Buainite apmarypy. Hatuchits Ctrl + P.

OcCHOBHI OITIii:

—With Automatic Weights (3 aBTromarnynumm Baramu) — Blender aBroMaTH4HO
HaMara€eThCsl PO3IMOAUIMTH Baru BEPIIUH Ha OCHOB1 OJIM3BKOCTI /10 KicTOK. [le HalimommpeHimui
1 HAMIIBHIIIHIA CITOCIO JUTS MOYAaTKOBOTO CKIHHIHTY.

—With Empty Groups (3 mopoxHIMU TpynamH) — CTBOPIOE T'PYNHU BEPUIMH I KOKHOL
KICTKH, ajie He Mpu3Hayvae Baru. Baru moTpiOHO Oyjie MaJIlOBaTH BPY4HY.

—Armature Deform (/ledopmanis apMaTyporo) — mpocTo MPUB’A3y€ MEII JI0 apMaTypH 0e3
CTBOPEHHS TPYII BEPIIHH.

Weight Painting (MamoBanHs Bar) npusHaueHMil A TOYHOTO HalalITyBaHHsS TOrO,
HACKUIbKM CHJIBHO KO’KHA KICTKA BIJIUBAE Ha AeQopMallito OkpeMux BepiinH meia. e qo3Bosie
YHUKHYTH HeOakaHuX Jieopmaniid. /1 1boro BUALIITE Melll, NOTiM (yTpumytouu Shift) Buainite
apmatypy. [lepeiiaits 10 «Weight Painty y BumamgaogoMy MeHO.

Incrpymentu B Weight Paint Mode:

—Draw Brush — ocHoBHWUIT TIeH3€ITb 7151 10/IaBaHHS/BiTHIMaHHS Bard (KOJBOPH BiJl CHHBOTO
(0) mo uepBonoro (1)).

—Blur Brush — 3rnamkye nepexoan Baru.

—Smear Brush — «po3MuBaey Bary mo moBepxHi.

—Clean Brush — Bugassie ay»ke HU3bKi 3HAYCHHS Bary.

—Normalize All — Hopmani3ye Bary, o0 cyma Bar Juis KO’KHOI BEpIIUHH jJopiBHIoBana 1.0.

O6mexennst (Constraints) st KepyBaHHS PyXOM JIO3BOJISIFOTH CTBOPIOBATH CKJIATHIIII
CHUCTEMH KEpyBaHHS pHIOM, pOOJSYM aHIMalil0 MPOCTIIO Ta epeKTuBHimow. Bonu
3aCTOCOBYIOTHCS /10 KicToK Yy Pose Mode.

Inverse Kinematics (IK) no3Bosisie kepyBaTu iJHM JIAHITFOTOM KiCTOK (HAIPUKJIaJI, HOTOO
abo pyKo0) 3a JOMOMOrol 0jHi€i KOHTposibHOI KicTKu (IK-koHTposepa). 3amicTh oOepTaHHS
KOXHOI KICTKM OKpeMO, BH MPOCTO TMepeMillyeTe KiHIeBy Touky, a Blender po3paxoBye
oOepTaHHA BCiX KICTOK y JaHI031. Y Pose Mode, BUILIITS OCTAaHHIO KICTKY B JIAHITIO31, JO/IalTe
Bone Constraint > Inverse Kinematics. Braxite «Targety (uipoBuii 00’€kT/KicTKy) Ta «Pole
Target» (111 KOHTPOJIIO JIIKTSI/KOJIIHA).
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Copy Rotation (KomiroBatn OOepranHs) poOuTh Tak, o0 OJHA KICTKAa KOIitoBaiga
oOepranHs 1HmOI KicTku. KopucHO ans KepyBaHHS CHMETPUYHUMH YacTHHAMU abo s
CTBOPEHHS «MalCTEeP-KOHTPOJIEPIBY.

Limit  Rotation/Location/Scale  (Obmexutun  O6Gepranus/Po3ranryBanns/Maciira0)
00MeXXye pyX KICTKM B TEBHHMX Jlama3oHax, 3amo0iraroyd HeOakaHMM a00 HepeaTiCTUYHUM
nedopMartism.

Child Of ([lutuHa) m03BOJsIE KICTII «IIPUB’SI3yBaTUCS» IO 1HINOI KICTKH ab0 00’e€kTa, a
MOTIM «B1JIB’S3yBaTUCS» BiJl HHOTO 3a JOMOMOror0 aHimarii. KopucHo s B3aemoii mepconaxka
3 00’ekTaMu (HaIPHUKIIad, IEPCOHAXK Oepe mpeamer).

Damped Track / Track To (BimctexxyBatu) poOuTh Tak, mo0 OFHA KICTKA 3aBXKIU
«IMBWJIACS») Ha IHINY KICTKY abo 00’ekt. KopucHO st oyelt, rosioBu, ab0 aBTOMATHYHOIO
HaBeJIeHHs 30poi y irpOBOMY IPOIIEC.

JlomaTtkoBi iHCTpYMEHTH Ta (DYHKIIIT PUTIHTY .

Custom Bone Shapes (Bnacui ®opmu KicTok) 3aMiHIOE cTaHIapTHE BiIOOPAKEHHS KiCTOK
Ha Oinbimn iHTYiTHBHI 3D-00’€kTH (HampuKIaA, Koja, KBAApaTH, CTPUIKH), SIKi CIYTyIOTh
KOHTpoOJIepaMH JUIsl aHiMaTopa. Lle poOuTh pur 4UCTIOIMM Ta JITIIUM JUIsi BUKOPUCTaHHS. J{is
[BOTO CTBOPITh MpOCTU Mem-00’ekT (Hampukian, kono). Y Pose Mode, BuIimiTh KiCTKY,
nepeiaiTe 10 BKIaaku «Bone Propertiesy (ikonka kictku) > «Viewport Display» > «Custom
Shape», i BubepiTh Balll MemI-00’€KT.

Bone Layers (Ilapu KicTok) mpu3HaueHuil ans oprasizamii KiCTOK y pi3HI IIapu IS
3pyunocTi. Hanpuknan, onun map ans IK-kontponepis, inmmii s FK-kicTok, TpeTii a7 KiCTOK
o0mmausi. Jlo3BoJisie MpuXoByBaTH/IOKa3yBaru ieBHi yacturau pury. Y Edit Mode abo Pose Mode,
Ha BKJIafi «Armature Properties» (ikoHka 4ostoBiuka) € po3ain «Layersy.

Shape Keys (Kiroui @opm) xoua 11 He CyTO pHTIiHT, TpoTe, Shape Keys BUKOPHCTOBYIOTHCS
JUTsI CTBOpEHHS nedopMalliil Mella, ik He 3aJeath BijJ KicTok. Halfyacriiie 3acTOCOBYIOTbCS ISt
a”imanii o0nmyus (MiMikK) a60 M’sKkuxX nedopmariii oxsary. st iboro BUAUTITE Mel, IEpeHaiTh
no Brimagaku «Object Data Properties» (ikorka 3eeHoro TpukyTHHKa) > «Shape Keysy. CTBopiTh
«Basis» (6a3oBy (opmy) Ta HOBI KiIr0Ui PopM, moTiMm penaryiite mem B Edit Mode.

Vertex Groups (I'pynu Bepins) rpynu BepIinH CTBOPIOIOTHCS aBTOMATUYHO MTPH MPUB’ SI3111
3 «Automatic Weights», anme X Takok MOKHAa CTBOPIOBATM Ta peaaryBaTH Bpy4YHy. BoHu
BU3HAYAIOTh, K1 BEPLIMHM HaJIeXaTh 110 sikoi KicTku. s uporo y Edit Mode, BuaiiTh BepIInHH,
nepeinite 10 «Object Data Properties» > «Vertex Groups», CTBOPITh HOBY TpyIly, IPU3HAYTE T
Bary.

Armature Modifier (Moaudikatop Apmatypu) 3acTOCOBY€EThCS 10 Mela 1 Bkasye Blender,
mo e mem mae gedopMyBaTHCS 3a JOMNOMOIOI0 TMEBHOI apMaTypH. 3a3BUYail J10JIA€ThCs
AaBTOMATUYHO MPH MPUB’ 3111 MelIa JI0 apMaTypH.

OnaHyBaHHs IUX IHCTPYMEHTIB JI03BOJIUTH BaM CTBOPIOBATH (DYHKIIOHAIbHI Ta €PEKTHBHI
puru ans Oynb-SKMX IEpCOHaXIB aHiMalli 4M irpoBoro mpouecy y Blender ta mopanbiioro
BUKOPUCTaHHs TaiiMaitni un Unity.

Puc. 4. PedepeHc maHinyIIsiTOpa
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3aBIaHHA OIPaKTUYIHOI podOTIIL:

1. CtBopuTH MOJIENIb MaHIMyJIATOPA 32 peepeHCOM.
2. TlpuB’s3atk apMaTypy J0 CKJIAJIOBUX YaCTHUH 3 BIMOBITHOIO i€pApPXI€l0.
3. HamamryBanHas 0OMeXeHb pyXy apMaTypu i1 CHCTEMH KepyBaHHS IIEPCOHAKEM.

Puc. 5. Burnsin maninynstopa

ITopsinok BMKOHaHHs poOOTNM:

1. MiagrotoBka moneni  (Model Preparation). TIlepeBipka ToOmosorii  Mojeli.
Ilepexonaiitecs, mo 3D-monens «MaHinyasTOpa» Ma€e YUCTY KBaJl-0a30BaHy TOMOJIOTiO (TOOTO
CKJIAJJA€THCSl TEPEBAKHO 3 YOTHPHKYTHHX IONIroHIB). Lle KpUTHYHO BaKITMBO IS TJIABHHUX
nedopmariii. Bunipasre Oynp-ski N-gons (rpaHi 3 Oifbll HIXK 4 BepIIMHAMK) a00 HEKOPEKTHI
TPUKYTHHUKH, a TaKoK «Non-manifold» reomerpito.

2. 3actocyBanHsi TpaHcopmauiii. B Object Mode 3actocyiite Bci TpaHchopmariii
(posrtamryBaHHs, 00epTaHHs, MaciiTad) moneni. Bununite Moaens, HatucHITH Ctrl + A 1 BUGepiTh
«All Transformsy. Lle 3a6e3meunTs, 110 MOENb Mae ynctuii Mmacmtad (1,1,1) i obepranns (0,0,0),
110 3aro6irae mpodieMam Npu PUTIHTY.

3. Posramyiite Pivot Point y «kopeHi» mepcoHaxy 1 BiACYTHI JIyONFOBaHHSL.
[lepexonaiitecs, mo Touka noxomkeHHsa (Origin Point) Mozxeni 3HaxoauThes B ii LeHTpl abo B
TOYIIl, sIKa Oy/Ie «KKOpEeHEeM» Balloi apMaTypH (HampuKIiIaa, ocHoBa Tyinyoa). Object > Set Origin >
Origin to Geometry (a6o Origin to 3D Cursor). [lepekonaiitecs, 1o HeMa€e MOABIHHUX BEPIIUH
a6o inmmx apredaxtiB (Edit Mode > M > Merge by Distance).

2. CtBopenns Apmatypu (Armature Creation) — 1e eTar moOy/I0OBH CKeJIeTa TIepCoHaxXa.

2.1. JlonaBanHs xopeHeBoi KicTku. Y Object Mode, nartuchites Shift + A > Armature >
Single Bone. Ile Oyme ocHoBHa (KOpeHEBa) KiCTKa JJII BCHOTO pUTy. PO3MICTITH 11 B IIEHTpaJIbHIN
yacTuHi «MaHinynsTopa» (HallpyuKIIaa, B OCHOBI Tija).

2.2. TlobymoBa ocHoBHOI iepapxii. Ilepeiimite B Edit Mode (Tab) mis apmarypw.
Exctpynyiite (E) HOBI KICTKHM Bil iCHYIOUHX, (POPMYIOUM CKEJIET, IO BiJIMOBIJA€ aHATOMIi
«Mamninynsropay. [logymaiiTe mpo OCHOBHI CyTi1001: OCHOBA T1JIa, CETMEHTH KiHIIBOK/TITyTIaJellb,
«manbli» abo KiHIEeB1 MaHimynaTopu. Bukopucrosyiite cumerpito (X-Axis Mirror) y Tool settings
(BepxHiit npaBuii kyT 3D Viewport) /Ui CHMETpUYHUX YAaCTHH ITEPCOHAXKA.
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2.3. Jleramizarisi KiHI[IBOK/IIymajeis. st KOKHOTO CErMEHTa MaHIMyJsITopa, KU Mae
THYTHUCS, JOJIalTe JOCTATHIO KUIBKICTh KiCTOK. J[Jisl MaBHUX BUTHHIB MOTPIOHO 3-5 KICTOK Ha
CETMEHT.

2.4, HanamryBanHus He3B si3anux apmaryp (Disconnected Bones). [lnst koHTposepiB, siKi
HE € YaCTUHOIO (hi3UYHOTO CKEJIeTa, aje KepYITh pyxXamu (HaIpUKJIal, OCHOBHUI KOHTPOJIEP PYXY
nepcoHaxa, IK-koHTposiepH), CTBOPIOATE iX OKpEeMO 1 TOTiM BCTaHOBIIONTE Parent (0aThKiBChbKUI
3B’s130K) 3 «Keep Offsety (Ctrl + P > Keep Offset).

3. IlpuB’s3ka Mojeni nepcoHaxy a0 apmarypu (Skinning / Weight Painting). Lleit eran
BHU3HAYae, K Mer Oyzae nepopmyBaTuCs 3a KiICTKaMH.

3.1. ABromaTtnuna npuB’s3ka: Y Object Mode, Buainite Moaens «MaHIyIsTOpay, MOTIiM
(yrpumytoun Shift) Buminite apmatypy. Harucuite Ctrl + P i Bubepite «With Automatic
Weightsy». Blender cipo0Oye aBTOMaTHYHO PO3IMOIIIMTH Bard BEPIIIKH.

3.2. Pyune namamryBaHHs Bar (Weight Painting). Ilepeiimite y Weight Paint Mode.
Blender BinoOpa3uth Baru KOJIbOpaMu Biji CHHBOTO (0€3 BIUIMBY) A0 Y€pPBOHOTO (TIOBHUI1 BILIUB).
Bubepith kicTky y BikHi «Vertex Groups» (una Biammi «Object Data Properties») abo y BikHi
«Outliner» (nepeMkHyBIIUCH Ha BijoOpaxkeHHs KicTok). BukopucroByiite nensini (Draw, Blur,
Subtract, Smooth) nns ToyHOro HamamITyBaHHS PO3MOALTY Bar. 3ocepeabTecs Ha 00JIacTAX
cyrio0iB Ta Miclsix, e noTpiOHa riaBHa aedopmaris. «Normalize Ally: Y Weight Paint Mode
(Toolshelf T a6o W > Weight Tools) BukopucroByiite «Normalize Ally mnst Hopmaizaiii Bar,
1100 KO)KHA BEpIIMHA Majla CyMy Bar piBHy 1.

4. CtBopeHHs KOHTposiepiB Ta HanamryBaHHs iHBepcHOi kiHematuku (IK/FK Controls &
Setup). Lleii eTarm poOUTH pUT 3pyYHHM I aHIMATOpa Ta PO3POOHHKA irop.

4.1. Ilepetitn 'y Pexum IK (Inverse Kinematics). Jng KiHIIBOK/IIynanelp, SKi
noTPEeOYIOTh «IIPSIMOTO» YIPABIIHHS (BH 33/1a€T€ KIHIEBY MO3HUIIII0, & pUT PO3PaXOBY€E 0OCPTaHHS
cyrno6iB), Hanamryiite IK-nanitoru.

4.2.Y Pose Mode, BUAiiTh OCTAaHHIO KICTKY B JIaHIT031 KiHIiBKH. [leperaiTs 1o Bone
Properties (ikonka kictku) > Inverse Kinematics.

4.3. Ctopithk koHTposep IK (1ie Moxxe Oyt HOBa, He3B s13aHa KiCTKa a00 MPOCTUI MeI-
00’€KT, sIKOMY HaJlaHa kKacToMHa (popma). BectaHoBiTh #oro sik « Targety mis IK-o6mexeHHs.

4.4. BukopucroByiite «Pole Target» (3a3Buuail okpemMa KiCTKa-KOHTpOJEp) JUIs
yIpaBIiHHS HANPSMKOM 3THHY JIIKTiB/KOJIIH/CErMEHTIB IIyHalellb.

4.5. Ilepeiitn y pexxum FK (Forward Kinematics). Jlesiki 4aCTUHM MOXYTbh KepyBaTHCS
yepe3 MpsAMy KiHeMaTHKy (0OepTaHHsS KOKHOI KICTKH BpyuHy). Lle ocoOmuBO akTyanbHO AJs
OCHOBHHUX YacTHUH Tula abo g mynaneub, ae 1K moxe Oytu 3aHaaro >xopcTkuM. OCHOBHMIA
kouTposep Tina (COG - Center of Gravity): 3a3Buuaii He3B’ s13aHa KiCTKa, J0 SKOi MPHUB’sI3aH1 BCl
1HII KICTKH 200 TOJIOBHI KOHTPOJIEPH.

4.6. BuzHaunTH 10/1aTKOBI KOHTPOJIEPH, SIKIIO OTPIOHO, TOJIOBHU, OYEH, IIeINer, TOIIO.

Custom Bone Shapes (Bmacui ¢opmu kictok): CTBOPITH MPOCTI MEMI-00’€KTH (KoJa,
KBaJ[paTH, CTPUIKM) Ta IpU3HAYTE iX KiCTKaM-KOHTpoJsiepaM. L{e 3poOuTh pur Bi3yaabHO YUCTIIIMM
Ta JIETIIAM JJIsl HaBirarfii.

Bone Layers (Iapu kicTok): OpranidyiiTe KiCTKM Ta KOHTpOJEpPH B pIi3HI IIapu
(nanpuknan, IK-konTponepu, FK-kictku, kictku aedopmariii, JornomixHi Kictku). Lle go3Bosie
aHiMaTopaM BMHMKAaTH/BUMHUKATH Pi3HI TPYIIH KOHTPOJIEPIB.

5. omatkoBi oOMexeHHs Ta po3muperi GyHkiii (Constraints & Advanced Features). st
«MaHInyasTOpa» MOXXYTh 3HaJJOOMTHCS CKJIAHIII HAaJaIlITyBaHHS.

—Copy Rotation/Location/Scale — BukopucTOBYy#iTE 11i OOMEXCHHS JIJIs1 aBTOMATH3AIli1 pyXiB
(HampuKJaj, mo0 OJIUH eJIeMEHT 00epTaBCs, KOJIM PyXaeTbCs 1HIINN).

—Limit Rotation/Location — oOMexeHHsS diana3oHy pyxy KICTOK, MO0 YHHUKHYTH
HepealiCTUYHUX a00 HeOakaHUX T03.

—Transformation Constraint — st ckiaIHUX 3aJIeKHOCTEN MK TpaHCHOpMAaITiIMu.
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—Drivers (/lpaiiBepun): MT03BOJIAIOTH KEPyBaTH BJIACTUBOCTIMH (HANPHUKIAM], 3HAYCHHSIMHU
Shape Keys, BractuBocTsIMH MOAM(DIKATOPIB) 3a JOMOMOroO TpaHcopmamid IHIIMX
00’exTiB/KicTOK. [le MOke OyTH KOPHCHO JJIsi aBTOMAaTH3aIlii CKJIaTHUX PyXiB 400 MIMIKH.

—Shape Keys (Kitoui hopm) — amst animarii o0aumaysi, MiMiku, a00 JUIE CTBOPEHHS M’ SIKHX,
HeKiHeMaTHyHuX nedopmariiii Tita. CTBoproite Kitodi (GopM Ha MOJIEI, a MOTIM KOHTPOJIIOUTE
iX 3a IOTIOMOTOI0 ApaiiBepiB, MPUB’I3aHKUX JI0 KICTOK-KOHTPOJIEPIB.

—Actions (J1ii) ta NLA Editor (Non-Linear Animation) — mjist CTBOPEHHSI Ta 3MilllyBaHHS
pi3HUX aHIMaLiIHHUX [UKIIB.

6. TectyBanns Ta Bimnaromkenns (Testing & Debugging) — 1ie iTepaTuBHMIA TTpoIIeC, KU

Lon B B

P

€ JKUTTEBO BAXIUBUM. PeryispHo mo3yiiTe mnepcoHaka B Pi3HHUX
eKCTpEeMaJIbHUX T03aX, 00 BUSABUTH MPOOJIEeMH 3 aedopMalisiMu Ta
BaraMu BepwMH. SKmo Bu Oauute mnpoOiemMu 3 aedopmaiismMu,
noBepHiThesa 10 Weight Paint Mode 1 Biakopuryiite Baru. Skmio
KOHTpOJIEpM HE3pYy4Hi, 3MiHITh IXHI (opMH, po3TamryBaHHs abo
0OMeXEeHHS.

Jis  AKICHOTO  PO3YyMIHHS —TOCHIJOBHOCTI Jili  MOXHa
NEPeryisIHYyTH  BiZeO 1HCTPYKLIIO [0 MpakTU4HOi podotu Nel
https://youtu.be/RORIanHghGs a6o 3a QR-xomom.
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https://youtu.be/RORlanHqhGs

ITPAKTHY9HA POBOTA Ne5
HaxstamaHHA TeKCTyp i KapT MaTepiasliB Ha IpocTOpoBi ¢popMu

Merta poboTm:

— TMEpPEeHeCTH 3HAHHA MPO TEKCTYpPHU 3 PacTPOBOi Trpadiku y CeperoBHUIIE
TPUBUMIPHOTO TpadidHOrO PeaKTopa;

— chopMyBaTy 3HaHHS BUKOPUCTAHHS TEKCTYp Ta KapT MaTepiais;

— HaOyTu yMiHb 3/1MCHIOBATH HAaKJIaJJaHHA TEKCTYp Ta HAJAIITyBaHHS KapT
MaTtepiaiB,

O61apgHaHHA Ta MaTepiam: pedepeHc, rpadiuna crauniis, Blender 2.8, nabip
TEKCTYp ACPEBUHU Ta KaMEHSI.

ITvTaHHS 715 CAMOCTiMTHOTO OIpalf0BaHHS:

1. o rake «matepiam» y 3D-rpadii? [osicHITE HOTro posib Ta YOMY BiH € BaXJIUBUM IS
Bi3yaJIbHOTO cpuiHATTS 3D-Moeri.

2. SIxe npusHaueHHs «TeKcTypu»? Ha3BiTh 1IOHaliMEHIIEe TPY OCHOBHI TUIIU TEKCTYP, L0
BUKOPUCTOBYIOThc B Blender (mampukian, 300paskeHHs, MPOLEAYpHi), Ta MOSACHITE IXHIO
BIJIMIHHICTb.

3. Mo Take «UV-posroptka» (UV Unwrapping)? YoMy BOHa € KPUTUYHO BaXKIMBHM
€TarnoM Jyisg KOPEKTHOT0 HaKJIaJaHHs TeKCTyp Ha 3D-mozneni?

4. Onumiite OCHOBHI npuHIMIHN BUKoHaHHs UV-posroptku. fki iHcTpymentu B Blender
BUKOPUCTOBYIOTbCS 11 cTBOpeHHs: UV-posropTku (Hanpukian, Mark Seam, Unwrap)?

5. 1o rake «PBR» (Physically Based Rendering) marepianu? Ha3pite mjonaiimenmie tpu
OCHOBHI KapTH, IO BXOAiTh N0 ckiany PBR-martepiany (manmpuxman, Base Color, Normal,
Roughness), Ta OSCHITH TPU3HAYCHHS KOXKHOI.

6. Slke mnpusHauenHs «Normal Map» (kaptu Hopmainei)? Sk BOHa BIUIMBae Ha
Bi3yaJsi3allilo MOBEpXH1 00’ €KTa, HE 3MIHIOOYH HOT0 reoMeTpii?

7. s doro BukopucToByeThCsi «Roughness Map» (kapra mopcrkocti) ta «Metallic
Map» (kapta MeTtasneBocTi)? Sk 11 KapTH BIUIMBAIOTh Ha BIAOUTTS CBITJIa Ta BUIJIA] MaTepiany?

8. 1o take «mpoexkuis Tekctypu» (Texture Projection)? Ha3BiTh moHaliMeHI1Ie TpU BUAN
npoekuii, okpiMm UV-posroptku (Hanpukiaza, Box, Sphere, Cylinder, Generated), 1 mosicHITh, KOJIU
X TOL1JIbHO BUKOPUCTOBYBATH.

9. OnumiTe mpoIiec 101aBaHHs TEKCTYpH 300pakeHHs 10 MaTtepiany B Blender. SIki By3mm
(Nodes) Shader Editor € ocHOBHUMH /1S 1Ti€T Omepartii?

10. Illo Take «Shader Editor» (Pemaktop meliaepi) y Blender? TIlosicHiTe #oro
(YHKII1OHAJBHICTD Ta POJIb Y CTBOPEHHI CKJIAJIHUX MaTepiaiB.

11. JIns yoro BukopuctoByeThcst «Ambient Occlusion Map» (kapra 3aTiHEHHS Bif
orouenns) ta «Displacement Mapy» (kapra 3mimienns)? SIka MPUHIMITOBA PI3HHUI MK IXHIM
BIUIMBOM Ha MOJIEJL?

12. SIk moxkHa MacmTaOyBaTH Ta TO3MLIOHYBaTH TeKCTypy Ha Mogjem micis UV-
posroptku? fAxki inctpymenT B UV Editor BUKOpUCTOBYIOThCS 171 IILOTO?

MeToanuni pekomMeHanii

Haknananus Tekctyp i kapT marepiaiiB y Blender — 1ie nporiec, sikuii mepeTBopIoe IpocTy
3D-monens Ha BizyanbHO HacuueHUi 00’ekT. Lle mo3Boisie imMiTyBaTH pi3HI MOBEpXHi (IepeBo,
MeTaJ, IIKipa, KaMiHb) 3a JIOTIOMOT00 KOJIbOPY, BIJOUTTS, IIOPCTKOCTI Ta 1HIINUX BIACTUBOCTEH.
OcHoBHUM iHCTpyMeHTOM 11 1iboro € Shader Editor (Penakrop mieiinepis), ajge aas OiArOTOBKU
MOJIeNi 10 TeKCTypyBaHHs KpuTu4yHO BaxkiauBuM € UV Editor Ta inctpymentu UV Unwrapping.

Shader Editor (PemakTop mieinepiB) — e OCHOBHE poOOUYEe CEPENOBHUIIE IS CTBOPEHHS
martepianiB y Blender. Bin no3Bosisie OynyBaTu ckjiajnHi MaTepiand, 3’€THYIOUM Di3HI BYy3/IH
(Nodes). Bono npusHaueHe ist CTBOPEHHS Ta peaaryBadHs Matepianis (shaders) 3a momomororo
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CUCTEeMHU By3JiB. TyT BH BH3HAYa€Te, SIK CBITJIO B3a€EMOJIIE€ 3 MOBEPXHEIO 00’€kTa. Y BEpXHIH
yacTuHi iHTepdeiicy Blender BubepiTh Briiaaky «Shading» abo neperBopith Oyab-sKy 00JacTh Ha
«Shader Editor.

Kittouosi By3mu (Nodes):

—Principled BSDF: Ile yHiBepcaibHHil By301 Iieiaepa, SKU OXOIUIIOE OUIBIIICTh THIIIB
MaTepianiB (MeTany, IJIaCcTHK, IEPEeBO, CKI0). BiH Mae 6e3iu BXOAIB IS IMiAKIIOUEHHS PI3HUX
KapT:

—Base Color — ocHoBHuii komip moBepxHi. CrOIu MiAKIIOYAETHCS TEKCTYpa KOJIBOPY
(Albedo).

—Metallic — Bu3nauae, HackibkH MaTepian € metaieBuM (0 - gieneKTpuk, 1 - Metan).

—Roughness: Kontpomroe moperkicts moBepxHi (0 - igeanpbHO TIUIajaka/TisHIECBa, 1 -
ITOBHICTIO MaTOBA).

—Specular: Cuna n3epkanbHOT0 BiZOUTTS.

—IOR (Index of Refraction): IlokazHuk 3aJOMJICHHS CBITJIa JJs TPO30puX abo
HaITIBIIPO30PUX MaTepiaiB.

—Transmission: KoHTpoto€e mpo3opicTs MaTepiaty.

—Normal: Bxin ansa kaptu nopmaneit (Normal Map), sika imiTye qpiOH1 AeTasi TOBEpXHi.

—Height/Displacement: Bxin mist kaptu Bucot (Displacement Map), sika ¢i3udHO 3MinTye
T€OMETPIIO.

Image Texture mpusnauene s 3aBaHTaxeHHS (QaitniB 300paxkens (JPEG, PNG, EXR
TOIIO) JUIsA TIpU3HaYeHHs TekeTyp. s nuporo tpeda Shift + A (Add) > Texture > Image Texture.
[Totim HatucHiITE «OpeNy» 1 BuOEpiTh (aiis 300paKeHHS.

Texture Coordinate Hazmae pi3Hi THITH KOOPIUHAT [T pO3MillIeHHS TeKCTyp Ha mozeni (UV,
Generated, Object, Camera, Window). [lns uporo HatucuHytu Shift + A > Input > Texture
Coordinate.

UV: Haiinomupenimmid miaxig, BukopuctoBye UV-posroptky moxem. Generated
aBTOMAaTHYHO T€HEepye KOOPAUHATH HAa OCHOBI 0OMEXYBaJIbHOT paMKH 00’ €KTa.

Mapping mo3Bosisie TpaHCHOPMYBAaTH TEKCTYpHI KOOpAMHATH (IepeMilllyBaTu, o0epTary,
MmaciitabyBatu TekcTypy). s mporo tpeba HatmcHytn Shift + A > Vector > Mapping.
[Tinkmouaersest mixk Texture Coordinate Ta Image Texture.

Normal Map kopekTHO iHTeprpeTye Koiabp0poBy iHpopMmariito Normal Map 300paxeHHs st
BUKOpHcTaHHs y Bxoi «Normal» meiingepa. Jns mporo HeoOxinHo Hatucuytu Shift + A > Vector
> Normal Map. [Tigxmouits Color 3 Image Texture 1o Color nboro By3ia, a Normal 11p0oro By3na
1o Normal Principled BSDF.

Bump BuxopucroBye 4opHO-Oine 300paxeHHs (abo iHIIY KapTy BHCOT) A iIMiTalii
JpIOHUX HEpIBHOCTEH MOBEpXHi, miakirouaeThess n0 Bxomy «Normal» meiigepa. J{ns mporo
HeoOXxigHo HatucHyTH Shift + A > Vector > Bump. I[Tiaxmouits Color 3 Image Texture no Height
115010 By31a, a Normal miporo By3ia 10 Normal Principled BSDF.

Mix RGB / Math / Color Ramp mpu3Ha4eHuii Al 3MillyBaHHsS KOJIbOPIB, BUKOHAHHS
MaTeMaTHYHUX OIepamiid 3 YHCIOBUMH 3HAYCHHSMH TEKCTyp, a00 TEPEeTBOPECHHS iara3oHy
Kos1bopiB. KOpuCHO 17151 poLieAypHUX TEKCTYp a00 TOHKOTO HaJlalITyBaHHS KapT.

Noise Texture / Musgrave Texture / VVoronoi Texture — me mpoueaypHi TEKCTypH, SKi
TeHEPYIOTHCS MATEMaTHYHO 1 He OTpeOytoTh UV-po3ropTki. BUKOPUCTOBYIOTHCS 1151 CTBOPEHHS
PI3HUX IIyMY, HEPIBHOCTEH, BI3€PYHKIB.

UV-posroptka — 11e nporec «posroprans» 3D-mozneni y 2D-npocrtip, moaidHo 10 TOrO, SIK
pO3pi3ar0Th KApTOHHY KOPOOKy, 100 3pobutu ii mmockoro. Ile mo3Bomnsie Hakmamatu 2D-
300pakeHHs (TekcTypH) Ha 3D-noBepxHi. BoHa nmpusHayena /i BitoOpaKeHHs Ta pefaryBaHHs
UV-koopauHaT Mojeni, sKi BU3HA4aloTh, IK TEKCTypa Oyne BimoOpaxkarucs Ha moBepxHi. s
oro HeoOXiaHo 3aiT y «UV Editory.

Kitouosi incTpymentu UV Unwrapping (B Edit Mode moneni):
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Mark Seam (Ilo3nauntn moB) Buaitsie pebpa, sAKi OyayTh «po3pizamu» TiA dac
po3ropTaHHs, MO0 po3ropHyTH Mem Ha okpeMi «octpou» UV. Y Edit Mode (Tab), Bubepith
pebpa (2), natucHitp Ctrl + E > Mark Seam.

Clear Seam (Ouuctutu 1110B) Bugasie nmoznaueni msu Ctrl + E > Clear Seam.

Unwrap (Po3ropayTr) BUKOHY€ pO3ropTKYy BHAUIEHUX TpaHEl HAa OCHOBI MTO3HAYEHUX IIIBIB.
Jlst Bu£KopucTaHHs HeoOxinHo 3aiitu y Edit Mode, Buninite rpaHi (3 a6o A 11 BCiX), HATHCHITH
U > Unwrap.

Smart UV Project (Po3ymua UV-npoexkuist) aBTomaTnyHO reaepye UV-kapTy, HaMararounch
MIHIMI3yBaTH PO3TATHEHHSI TA MEPEKPUTTS. YaCTO BUKOPUCTOBYETHCS ISl TOYATKOBOT PO3TOPTKU
a0o st 00’ exTiB Oe3 wiTkux mBiB. s BukoHanHs HatucHyti U > Smart UV Project.

Cube Projection / Cylinder Projection / Sphere Projection (IIpoexii
Ky6a/Huningpa/Chepu) mnpoekryrors UV-KapTy, «po3ropraroym» MOAEIb TakK, HiIOM BOHA
MIPOEKTYETHCS 3 BIAMOBIIHOT (hopmu (KyOa, nuitiHapa, chepu). KopucHo mis npuMitTuBHUX Gopm
HaTUCHYBIIW U > BiNOBITHA MTPOEKILiS.

Project from View (Ilpoekiis 3 Buay) crBoproe UV-KapTy, IPOEKTYIOUH TpaHi HA TUIOIIMHY
BIJITIOBITHO JI0 IOTOYHOTO BUAY Kamepu. KoprCcHO 11l IIIOCKHUX 00’ €KTiB a00 YaCTHH, K1 BHIHO
amie 3 ogHoro 6oky. st mporo Hatucuytu U > Project from View.

Pack Islands (YmakyBatu octpoBm) ontumisye posramryBanHs UV-octposiB B UV Editor,
1100 BoHU eeKTUBHO 3anoBHIOBanu npoctip UV-kaptu (0-1 UV-kBaapart), MiHIMI3yIOUd BTpaTU
mictst. s mporo HeooOxinno 3artu y UV Editor, UV > Pack Islands.

UV Sync Selection (Cunxponizanis Buaiienuss UV) 3’eqnye Bugiienns B 3D Viewport 3
BuniieaasM B UV Editor. Lle mo3Bosisie 6auntH, siki BepiuHU/TpaHi B 3D BIAMOBIAIOTE SKUM
yactuHam UV-kaptu.

Pesxxumu BinoOpaxkenns y 3D Viewport. Viewport Shading (3aTiHeHHs OrJIsiay) J03BOJISIE
Bi3yalli3yBaTH TEKCTYPH Ta MaTepianu 0e3 PEHJICPUHTY CIEHU. Y TMpaBOMYy BEpXHbOMY KyTi 3D
Viewport Bubepits. Material Preview — nokasye marepianu 3 6a30BuM ocBiTiIeHHsIM Ta Rendered
— MOKa3ye MOBHUN PEHAECPHHT CLIEHHU 3 OCBITJIEHHSM, TIHAMH Ta BCiMa MaTepiajlaMH.

Jlo nonatkoBux iHcTpymeHTiB Ta ajnoniB (Advanced Tools & Add-ons) Bigaocstecs Node
Wrangler (BOynoBanuil ajioH), skuif 3Ha4HO NpHCKOproe pobounii mporec y Shader Editor.
Jo3Bonse mBuako gogasaTt By3nu Texture Coordinate Ta Mapping 1o Image Texture (Ctrl + T),
cTBOproBaTH «mpuHIMnoBani» (Principled) marepiamu 3 tekcrypHux kapt (Ctrl + Shift + T),
neperysiaaty okpemi By3iu (Ctrl + Shift + LMB). Pexomennyetbes yBimkayTu: Edit > Preferences
> Add-ons, 3uaiigite «Node Wrangler» i moctaBre ranouxy.

Texture Paint Mode (Pexum MamtoBaHHSI TEKCTYp) JA03BOJISIE O€3MOCEPETHBO MATIOBATH HA
3D-momeni, a Blender aBTomatnyHO mpoekTye mamoHOK Ha UV-kapty Ta 30epirae ioro sk
300paxkeHHs. KopucHO /Ui CTBOpEHHS YHIKAIbHUX JIeTalel, Opyay, MOMIKOIKEHb.

Baking (3amikanHsl) mpouec «3amikaHHsS» iH(popMmalii (Hampukiaa, OCBITJIEHHS, TiHEH,
Normal Map 3 High Poly moneni) y TekctypHi kapTu. Lle 103Bosi€ mepeHecTr CKIaiHi 1eTati Ha
OLTBII TPOCTI MOENI ab0 onTUMI3yBaTH peHaepuHr. s nporo y Briaaii «Render Propertiesy >
«Bake».

Po3ymiHHS Ta BMiJle BHMKOPHCTAHHS IMX IHCTPYMEHTIB € OCHOBOIO JJISi CTBOPEHHS
peamicTuuHEX Ta mpuBadimBux 3D-moxaeneli y Blender.

3aBaaHHA IPaKTUYIHOI poboTN:

1. Ha mogenp simuka 3 mpakTH4HOI poboTu Nel HakiacTu TeKCTypy AepeBuHH. Jliis
pPOOOTH MOXKETE Y35TH JIH00Y O€31I0BHY TEKCTYPY IAE€PEBUHU (MOKIMBO 3 MPAKTHUHOT poOoTH Ne2
3 pactpoBoi rpadiku). MokHa CKOpUCTATHCS MOUTYKOM Y MEPEeKi IHTEpHET.
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Puc. 10. Tekcrypa nepeBunu
2. CTBOpUTH MOJEIb KaMCHS 1 TMOBEPXHI JUId KaMeHHOT kiaaku (mimrorn). Hakmactu
BIJIOBIAHI TEKCTYPH.

Puc. 11. Tekcrypa kamiHHS
3.  nsa HaknmamaHHS penbedy Ha KaM SHY ITHUIOTY MOYKHA CKOPUCTATHUCS PECYPCOM JUIS
CTBOpEHHsI KapT HopMateii https://cpetry.github.io/NormalMap-Online/
4. 3pobuth mpoleaypHE HAKIAJaHHS TEKCTYp IS KaMeHs, 00 BiH BHIJISIAB SK
MariyHui apredaxrt. s nporo moxHa nojatu kapty RGB Mix.

IlopsanoK BMKOHaHHSA poOOTI:

1. CTBOpeHHS pealliCTHYHOTO KaMeHs 3 BiJIOBIIHOIO TEKCTyporo B Blender mepenbauae
KUJIbKa €TamiB: BiJ 6a30BOr0 MOJIENIOBAHHA /0 JETAJbHOIO TEKCTypyBaHHS Ta HaJIAIITyBaHHS
Matepiany. OCh TOCTIIOBHICTD il IS IIHOTO:

1.1 MognentoBanHs 6a3oBoi popmu kamens (Low Poly Blockout) mounits 3 mpoctoi popmu,
sKa MoTiM Oyze netamizoBaHa. J[ns momgaBanHs 6a30Boro o0’ekTy Bimkpuiite Blender, Bumamith
cTaHJapTHUM KyO (AKio BiH €) 3a nonomoroto X > Delete. Hatucuite Shift + A > Mesh > UV
Sphere (Citka > UV Cdepa) abo Cube (Ky0). Ky6 kpamuii, SK1mo Bu xoueTe OUTBII «IaMaHHi»
KaMiHb, cpepa — U1l OKpYTJIIOTO.

1.2. Nedopmariis 11 HepiBHOCTI BUALTITE 00’ ekT. [Tepeiinite B Edit Mode (Tab). HatucHiTh
A, 1100 BUALIMTH BCi BepIIMHU. Y BIMKHITE Proportional Editing (ITponopuiiine penaryBanss) —
1KOHKa Kojia y BepxHid udactuHi 3D Viewport, abo rapsua knaBima O. Ilepexonaiitecs, mo
BuOpano Ttun Random (BumagkoBuii) ab6o Smooth (3rmamxkenuii). Hartucuite G
(Grab/Ilepemimennsi) 1 nepeminryite mumry. [Ipokpydyiite komeco mMuti, o0 3MIHUTH pajiyc
BIUTMBY (KOJIO HABKOJIO Kypcopy). Lle 103BouTh BaM BUITaJKOBUM YHHOM JeopMyBaTu Gpopmy,
CTBOPIOIOUM  HEpIBHI  00OpWCHM  KaMeHsA.  [akoX  MOXKeTe  BHUKOPHUCTOBYBaTH S
(Scale/MacmrabyBanns) Tta R (Rotate/O6epranns) 3 Proportional Editing mist 6imbioi
BapiaTUBHOCTI.

1.3. JonaBaHHs A0AATKOBOi TeoMeTpii (OMIIOHANhHO), SKIIO MOYATKOBOI KiTBKOCTI
MOJIITOHIB HEJTIOCTAaTHRLO IS aedopMariiif, MoxHa nogaTu Subdivision Surface momudikarop Ha
1poMy erami (piBeHb 1-2), a motiM 3H0BY nepeiitu B Edit Mode anst nonatkoBux aedopmariiii.
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2. CtBopennst High Poly meramizamii (Sculpting) mist mocsirHeHHs peanicTuaHol Gopmu Ta
JpiOHUX HEPIBHOCTEH KaMEeHs 11€aJIbHO MiXOANUTh CKYJIBIITIHT.

2.1. ITigroToBKa 70 CKYJBITHHTY IEpPEKOHAWTEeCs, 10 Ball 0a30BHi 00’€KT BUOpPAaHMIA.
[Mepeiinite 10 Sculpt Mode (Pexxum CKympOTHHTY) Y BEpXHbOMY JIBOMY KyTi iHTepdeiicy.
VYBimkHITH Dyntopo (Dynamic Topology) y BepxHiit manem Sculpt Mode. Lle no3Bonuts Blender
JUHAMIYHO JIOJaBaTH T'€OMETPII0 IMiJl BallMM IEH3JIeM, 3a0e3Meuyroun AOCTAaTHIO JIeTaTi3aIliio
tam, ae 1e norpiono. Hanmamryiite «Detail Size» (Po3mip meraii) Ha BianoBigHe 3HaYeHHS. A0O,
SKIIIO MOJIENh BXXE€ Ma€ 0aratro MOJIroHIB a0 BM XOYeTe KOHTPOIIOBATH DPIBEHB JeTaii3allii,
Moxkete aonatd Multi-resolution Modifier 3amicte Dyntopo. Lle m03BoJisie CTBOpIOBATH KijlbKa
piBHIB meTaizarii.

2.2. CkynbITyBaHHsS OpMHU KaMEHSI BUKOPUCTOBYHTE OCHOBHI MEH3J1 111 (hOpMyBaHHS

— Draw / Clay Strips — mis ponaBaHHs Ta BHIQJICHHS 00’€My, CTBOPCHHS BEIHMKHX Ta
CEpEe/IHIX BUCTYIIIB 1 3aI1aIuH.

— Scrape / Flatten — qyist BUpiBHIOBaHHSI JUISHOK Ta CTBOPEHHS «JIaMaHUX» IUIOLIHH, IO
XapaKTepHO Il KaMiHHSL.

— Crease — 115t CTBOPEHHS TOCTPUX TPIIIKH Ta HIUTHH.

— Inflate / Deflate — myis nonaBanHs ab0 3MEHIICHHS 00’ €My B KOHKPETHUX JUISHKAX.

— Smooth — ans 3riampkyBaHHS 3aHAATO PI3KUX MepexoiiB (3atucHiTe Shift mig gac
BUKOPUCTAHHA Oyb-SKOI'0 MEH3I).

3ocepenbTecs HA CTBOPEHHI Pi3HOMAaHITHOI MOBEPXHI, IO IMITy€e MIPUPOJIHI €po3ii, BiIKOIN
Ta TPIIIMHH.

3. Pobota 3 UV-posroptkoro (UV Unwrapping), o6 TekcTypu KOPEKTHO HAKJIaJaInucs Ha
noBepxHio, HeoOxinHo crBoputu UV-kapty. [lepeiinite 1o UV Editing Workspace. ¥V BepxHiit
yacTuHi inTepdeiicy Blender Bubepits Briaaky «UV Editing». Lle Bigkpue 3D Viewport Ta UV
Editor. I[Tosnauenns msis (Mark Seams):

3.1. Buninite Bam kaminb. Ilepeiinite B Edit Mode (Tab). BuGepite pexxuM BUALICHHS
pebep (2). IMosnaure «mBm» (Seams) — me Ti pedpa, MO SKUX MOJIEIb Oyle «po3pizaHa» s
posropraHHs. J{Jst KaMeHsl, e HEeMae YiTKUX «IIBiB», MOXkHa cripodyBatu U > Smart UV Project
(Pozymna UV-npoekuis). Lleit MeToq yacTo Jae XOpoUIMii pe3ynpTar Ui 00 €KTiB 6e3 YiTKHX
1IBiB 200 BpPYYHY IO3HAYUTH KUIbKa pedep, A€ TEeKCTypHI WIBU OyIyTh MEHII MOMITHUMH,
HatucHyBum Ctrl + E > Mark Seam.

3.2. BukoHaHHS pO3rOPTKH MICJIS MO3HAYCHHS MBIB (200 K0 BUKOpUCTOBYeTe Smart UV
Project), nepexonaiitecs, mo Bci rpani BunauieHi (A). Hatucuite U > Unwrap. Bu nobauure
posropuyti UV-octpoBu y BikHi UV Editor. Ontumizauis UV-octposiB (Pack Islands). ¥ UV
Editor, natucuite UV > Pack Islands (YnakyBatu ocTpoBm), 106 ontumizyBaTi po3miments UV-
octpoBiB y UV-tipocrtopi. Lle makcumizye epeKTUBHICTh BUKOPUCTAHHS TEKCTYPHOTO IIPOCTOPY.

4. HanamryBanHs Mmarepiany Ta TekctypyBaHs (Shading & Texturing), mo6 Hagatu
KaMEHIO peajicTUuHOro Burisay 3a gornomorotro PBR (Physically Based Rendering) martepianis.
[Tepeiinite 1o Shading Workspace. ¥V BepxHiii yactuni iHTepdeiicy Blender BuOepith BkiIaaky
«Shading». e Binkpue 3D Viewport ta Shader Editor.

4.1. Jlns cTBOPEHHS HOBOT'O MaTtepiaidy BUALTITh kKamiHb. Y Shader Editor HaTucHiTE «Newy,
1100 CTBOPUTH HOBUH Matepia. 3a 3aMoBUyBaHHIM Oyne goaaHo By3ou Principled BSDF.

4.2. 3aBanTaxre Ta miakaodite PBR Tekctypu. 3Haiaite sikicHi PBR-Tekctypu xamens
(manpuknan, Ha Poly Haven, Quixel Bridge). Bam 3nanoOnstecs monaiimenmie: Base Color
(Albedo), Normal, Roughness, Displacement (omiionansHo), Ambient Occlusion (oniioHaIbHO).

4.3. Yeimkuith agnon Node Wrangler: Edit > Preferences > Add-ons, 3uaiiaite «Node
Wrangler» i mocraBte ranouky. Ile 3Ha4HO CIIPOCTHTH TpOIIEC.

4.4. J1ns BUKOTO MiIKIIIOYEHHS TeKCTYp BUALTITE By3o0u Principled BSDF. Hatucnits Ctrl
+ Shift + T. V Bikui Bubopy ¢aiini, Bubepite Bci Bami PBR-tekctypu s kamens. Node
Wrangler aBromaTuuHO CTBOPUTH Ta MiAKIOYUTH By3nu Image Texture, Mapping, Texture
Coordinate Ta Normal Map (ans Normal Map).
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4.5. Pyune migkmrodeHHs (sxmio 6e3 Node Wrangler). st koxknoi Tekctypu: Shift + A >
Texture > Image Texture. Binkpuiite Bignosiguwuii ¢aitn. Base Color: ITinxmouits Color 3 Image
Texture mo Base Color Principled BSDF. Normal Map: Shift + A > Vector > Normal Map.
[Migxmouite Color 3 Image Texture (Normal) no Color Normal Map By3na. BaxxiuBo: 3MiHITh
Color Space B Image Texture (Normal) na «Non-Colory. ITigkarouite Normal 3 Normal Map
By31a 10 Normal Principled BSDF.

4.6. Roughness Map migkmrouite Color 3 Image Texture (Roughness) mo Roughness
Principled BSDF. Baxximso: 3minite Color Space B Image Texture (Roughness) Ha «Non-Colory.

4.7. Displacement Map (sikmo €): Shift + A > Vector > Displacement. ITigkmrouite Color 3
Image Texture (Displacement) no Height Displacement By3na. Baxxnuso: 3miniTe Color Space B
Image Texture (Displacement) Ha «Non-Colory. ITigkmrodite Displacement 3 Displacement By3iia
no Displacement Buxomy By3na Material Output. Y namamryBanHsax warepiany (Material
Properties > Settings > Surface), Bcranoits «Displacement» ua «Displacement Only» a6o «Bump
and Displacementy nns ¢izuunoro 3minieHHs reomerpii (motpiden Cycles Ta mocTaTHs KUIBKICTh
MTOJTITOHIB).

4.8. Ins HanmamTyBaHHS MacmTady TEKCTyp BHKOPUCTOBYHTE By301 Mapping
(mipxmrouenuit 1o Beix Image Texture By3:miB) Asisi peryiroBaHHS MaciITaOy TEKCTyp Ha KaMeHi.
3wmintoiiTe 3naueHns Scale (X, Y, Z).

5. OcBiTnenHs Ta Penepunr nepconaxy i cueHu, mo0 modaunTu pe3ynbTar Bamoi poOooTH.

5.1. JIns HanmamrtyBaHHSA OCBITIEHHS BUAANITH craHmaptHy jammy. Homaiite HDRi-kapry
Ui peanicTuyHoro rmobanbHoro ocBitieHHs: [lepeiaite 1o World Properties (BnactuBocTi cBiTy
- ikoHKa 3eMHoi Ky1ii) > Color > Environment Texture. Binkpuiite HDRi-¢aiin.

5.2. Honanite Area Light (Shift + A > Light > Area) mis 1o1aTkoBOro mijcBiuyBaHHS Ta
CTBOpEHHS TiHEeW. Po3MicTiTh 1i Hag KaMeHeM.

5.3. [Inst HamamTyBaHHS KaMepH po3MicTiTh kamepy (G, R) Tak, mo6 kamiab OyB y Kaapi.
HatucHits 0 Ha mudpoBiii KIaBiaTypi A NEpersiLy 3 KaMEpH.

E E 5.4. Bubipite  penzep-nBuryna y Render  Properties

(BnactuBocTi penaepuHry — ikoHka ¢otoamnapara). BuGepitsb
Cycles mns ¢oTopeamicCTHYHOTO PEHACPUHTY (OCOOIHMBO SKIIO

BukopucTtoByete Displacement). YBimMkHITE Denoise (3MeHIIEHHS
uymy) y po3aiii «Rendery st 4ucTimmoro 300paxeHHsl.
5.5. [Ins pennepunry HatucHiTh F12 (abo Render > Render
Image) s peHaepuHry QpiHaIbHOTO 300paXKEHHS.
st SIKICHOTO pPO3YMIHHSL IOCIIJOBHOCTI il MO’KHa
NeperIsiHyTH Bifeo iHCTpykuito https://youtu.be/No2FKgDO08 w
710 TIPaKTUIHOT poboTH Ne5 a6o 3a QR-komom.
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ITPAKTHYHA POEOTA Ne6

OcBiT/IeHHS ClIeHV, BUCTaBJIeHH i HaJlallITyBaHHS KaMep JJ1s1
peHIepiHry Ta 3almcy aHiMarrii

MeTta poboTn:

— POBTJIIHYTH IEPeJIiK TUIIB OCBITICHHS 1 PEKUMIB POOOTH KaMepH,

— c(opMyBaTy yMiHHS HaJalITOBYBATU JU3AWH CLIEHU, CUCTEMY OCBITJICHHS,

— HaOyTH yMIHb HaJAlITOBYBATH KaMEpU Ta HAJAIITYBaHHS PEHICPIHTY HJIst
OTpUMaHHS SAKICHOTO IU(GPOBOTO 300paKEHHS,

O61apHaHH:A Ta MaTepiamn: pedepenc, rpadiuna crauiis, Blender 2.8.

IIuTaHHS OJ1A CaMOCTiMTHOTO OIIpalfOBaHHA:

1. Hagimo OCBITJICHHS € KPUTUYHO BaXXJIMBHUM etarnoM y 3D-izyamizanii? [loscHiTh, K
OCBITJICHHS BIUTMBA€E HA CIPUHHATTS (POPMH, MaTepialliB Ta 3arajibHy arMoc(hepy CLeHH.

2. Ha3zBiThk monaiimMeHIie Tpu OCHOBHI TUIH JKepen cBiTiia y Blender (manpukian, Point,
Sun, Area) Ta ONUIIITH IXHE TPU3HAYEHHS 1 TUTIOBI CIIEHAPil BUKOPHCTAHHS.

3. Mo rake «rmobanshe ocitiaenus» (Global Illumination - GI)? IosicHiT fOTo MPHUHIKIT
poboTu Ta Ha3BiTh, SAKUN THI JpKepena cBitia y Blender naiiwacriine BUKOPUCTOBYETHCS LIS
IMITaIil IPUPOTHOTO III00ATHHOTO OCBITIICHHS.

4. Jlns yworo BukopucroBytoThcs «HDRIi-kaptu» (High Dynamic Range Imaging) y
Blender? Onuimith moCiIOBHICTh IXHBOTO HAJAIITYBAHHS IS OCBITJICHHS CIICHH.

5. TlosicHITH KOHIEMIIII «TPUTOUYKOBOro ocBiTiieHHs» (Three-Point Lighting). Ha3ith
TPH KJIIOUOBI JKepesia CBITIIA B LiK CXeMi Ta IXHIO PYHKIIIIO.

6. ke npusHaueHHs kamepu y 3D-creni? Sk kamepa BIUTMBAE Ha KiHIEBE 300paKeHHS,
OKpIM ITPOCTOTO BiIOOPaKEHHS 00’ €KTIB?

7. Slki mapameTpu KamMepu € OCHOBHUMH JJIsl HAJAIITYBAaHHS PAaKypcy Ta KOMIIO3MIIIi?
[TosicHiTh BruB «(dokycHoi BijncTaHi» (Focal Length) Ha nepcniekTuBy 300paXKeHHs.

8. o take «rimbuna pizkoctiy (Depth of Field - DOF) y Blender? [Iyis 4yoro BoHa
BUKOPUCTOBYETHCS 1 K 11 HANaITyBaTH 3a JOMOMOTOIO NapaMeTpiB kKamepu?

9. OnumiTe NOCTIIOBHICTh AiH JUIS HATAMITYBAHHS KaMEPH JUIsl pEHIEPUHTY CTATUIHOTO
300paxkeHHs. Sk 3adikcyBaTu BUII KaMepH, I[00 BUTIAAKOBO HE 3MIHUTH ii TIOJIOKEHHS?

10. Sk mamamTyBaTH Kamepy Ui 3ammcy aHiMmarii (pyxy kamepu)? SIKi iHCTpyMEHTH
BUKOPUCTOBYIOTBCS Il CTBOPEHHS KiII0uoBHX Ka/piB (Keyframes) pyxy kamepu B Blender?

11. IIo Take «penaepunr» (Rendering) i siki ocHOBHI «peHep-aBuryHm» (Render Engines)
noctynHi B Blender? IlosicHiTs npuniunoBy pizuuiito mixk Cycles ta Eevee.

12. Ha3BiTh mIOHAiMEHIIE TpPU BaXIWBI IMapaMeTPU PEHACPHHTY, SKi HEOOXiTHO
HaJIAIITYyBaTH nepes (GiHaJbHUM BUBEICHHSAM 300pakeHHsI a0o Bieo (HANpHKIAZ, po3JiIbHa
3/1aTHICTh, KUIbKICTh CEMILIIB).

13. JIns goro BUKOpUCTOBYeThCs «Denoising» (3MeHIIeHHs 1yMy) npu peHaepuHry? Sk
HOro yBIMKHYTH Ta HaJaIITyBaTH?

14. SIxi dopmaTtu ¢aiuniB Halikpalle BHUKOPHUCTOBYBATH JUIs 30epeXeHHs (iHaIbHOTrO
peHIepuHTy 300pakeHHs Ta Bijeo aHimarlii? Ha3BiTe npuxmiamy.

MeToanuni pekoMeHIanii

VY Blender ans HanmamrtyBaHHS CBITJIa, KAMEPU Ta PEHAECPUHTY BHUKOPUCTOBYETHCS LIITUI
Ha0ip 1HCTPYMEHTIB, MaHeNel BIACTUBOCTEHN Ta pekuMiB. Po3yMmiHHS 1X B3a€MOJIii € KIIFOUOBUM
JUISl CTBOPEHHSI siKicHHX 3D-300pakeHpb Ta aHIMAIIii.

Ocsitaenns B Blender Bu3Hauae, ik 00’ €KTH BUTIISIAI0Th, K IaJal0Th TiHI Ta sSKa 3arajibHa
atMocdepa crieHu. [HcTpymMenTr st HamamTyBaHHs cBiTiia Lighting Tools. Bonn Bu3HavaroTh
tunu Jpkepen ceitia (Light Types), siki nogatotses yepe3 Shift + A > Light.
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Point Light (ToukoBe CBITII0) BUIPOMIHIOE CBITJIO y BCIX HANpsSMKaxX 3 OJHIET TOYKH, K
namnouka. KopucHO 715 TOKaIhbHOTO OCBITJICHHS 200 iMiTaIlil CBITHJIbHUKIB.

Sun Light (Consiune cBiT/IO) iMITY€E COHIIE, BUIIPOMIHIOIOUN TapajiebHI MPOMEHI CBITJIa 3
OJHOTO HampsMKy. HeszamexHo Bif HOTO po3TalIyBaHHS, CBITIO 3aBXAW HAe 3 3aJaHOTO
HamnpsIMKy. [1eabHO /1Sl CIIeH Ha BIAKPUTOMY TOBITPI.

Spot Light (ITposkekTop) BUIIPOMIHIOE CBITIIO y KOHIUHINA (opmi. Jl03BOMsIE CTBOPIOBATH
c(hOKyCOBaHI CBITJIOBI IJIIMH Ta TPOMEHI.

Area Light (ITnomuHHE CBITIO0) BHIPOMIHIOE CBITJIO 3 IUIOCKOI MOBepxHi. UnM Oinbla
IJI0IIA, TUM M K1 TiHl. YyZJ0OBO MAXOAWTH I CTYAIHOTO OCBITJIICHHS, BIKOH, CBITUJIBHHUKIB 3
PO3CISTHUM CBITJIOM.

[Manens «Light Properties» (BiacTuBoCTi CBiT/Ia - iKOHKA JAMITIOYKH) Ma€ TaKi IapaMeTpH:

— Power (IloTyxHicTb) — IHTEHCUBHICTH CBiTJA (Y BarTax abo roMeHax, 3aJeXHO BiJ THITY
CBITJIa Ta PEeHJEP-/IBUTYHA).

— Color (Komip) — koJip BUIPOMIHIOBAHOT'O CBITJIA.

— Radius / Size (Paniyc/Po3mip) — ans Point/Spot Lights (paaiyc mxepena), s Area Light
(po3mipu mromuam). binemmii po3mMip = M’sIKII TiHi.

— Shadow (TiHb) — yBIMKHEHHS/BUMKHEHHS BiIKUJAHHS TiHEH, HalalITyBaHHS TiHEH
(M’SIKiCTB, PO3JiJIbHA 3IATHICTB).

— Visibility (BugumicTs) — KOHTPOIIb BUAUMOCTI JKEpesia CBITIA y peHAepl.

— Custom Falloff (BnacHuii cmag) — HamamTyBaHHs, $K IHTEHCHBHICTH CBITJIa
3MEHIIY€ETHCA 3 BIICTAHHIO.

— World Properties (BmactuBocTi CBIiTY - ikOHKA TJI00yca).

— Color (Komnip) — 3anae ¢poHoBuit Kouip cienu (raodanbHe OCBITICHHS).

— Environment Texture (TexcTypa oTo4eHHs): 103BoJIsie 3aBaHTaxyBatn HDRi-kaptu st
peallicTUYHOro II100aTBFHOTO OCBITJICHHS Ta BifoOpaskeHb. Lle iMiTye CBITIIO 3 peajbHOTro CBITY.

— Strength (Cuna) — intencuBHicts HDRi-kapTH.

Shader Editor (Pemaktop 1meiinepiB) Mo>ke€ BUKOPHCTOBYBAaTHCS Ui OLbII CKJIAJHOTO
HaJaIITyBaHHS CBITJIa, 0coOauBo 11t Mesh Lights (00’€kTiB, siKi BUIPOMIHIOIOTH CBITJIIO Yepes
Emission meiinep Ha iXHbOMY MaTepiaii) abo s CTBOPEHHSI TPOLETYPHUX CBITHIILHUKIB.

[HcTpymentu it HanamryBaHHs kamepu (Camera Tools) BU3HauaroTh, 110 Oye BUAHO Ha
¢biHanpHOMY peHzepi Ta K 00’€KTH BHIISIATUMYTh y Kajpi. s mporo tpeba Add Camera
(Jomatu Kamepy), Shift + A > Camera, Viewport Camera View (Burinsza 3 kamepu). Hatuchits 0
Ha uudposii knasiatypi (NumPad 0), 1106 nepexItouuTUCs Y BUTIISAA 3 aKTUBHOI KaMepH.

Lock Camera to View (3a0yokyBatu kamepy Ui BUy): Y BIMKHITG 11€ B N-Panel (HatuchiTh
N) > View > Lock Camera to View. L{e 7103BoJTUTh BaM TepeMIIllyBaTH Ta 00epTaT Kamepy, HiOu
BU MEPEMIILYETECS MO CLIEHI.

[Tanens «Camera Properties» (BiactuBocTi kamepu - ikoHKa ¢otoanapara). Type (Twum):
3azpuyaii «Perspective» (IlepcriextuBa). «Orthographic» (Optorpadiunmii) s TeXHIYHHX
KpeclieHb, «Panoramic» mis 360-rpagycHux penzaepis. Lens (O6’extuB). Focal Length (DokycHa
BiJicTaHb): KOHTpOIIOE «3ymM» Ta epCcleKTUBY (MEHILIe MM = IMIMPIIMHA KyT/O1JIbIIe CIIOTBOPEHHS;
OiIbIIe MM = BYKYMH KyT/OLIbII CTHCHYTA MepcnekTruBa). Shift — 3mileHHs nepcrneKkTHBH.

—Depth of Field (I'mubuna piskocti - DOF) imiTye edekt ¢Gokycy peaabHOI Kamepw,
PO3MHBaIOYH 00’ €KTH, 10 3HAXOATHCS 11032 30HOI0 (POKYCY.

—Focus Object / Focus Distance — Bu3nadae Touky abo 00’€KT, Ha sskoMy Oyne Gokyc.

—F-Stop / Aperture — koHTpoIOE CHITY pO3MHTTS (MeHIIe f-stop = CHITbHIIIE PO3MUTTS).

—Viewport Display (BinoOpaxeHHs y BikHi):

—Composition Guides (Kommo3uiiiini HampaBisiioui) — JI03BOJIIE€  BioOpakaTH
namnpasisitodi (Rule of Thirds, Golden Ratio Tomio) s 10moMoru B KOMITO3HIIIT Kajpy.

—Limits: mokaszye Mexi peHIEpUHTY.

—Object Constraints (O0mMexeHHsT 00’ €KTa - IKOHKA JIAHITFOKKA).

—Track To (BinctexxyBatu) — m03BOJII€ Kamepi 3aBXAW JAUBUTUCS Ha NEBHUHA 00 €KT
(HampuKIad, MepcoHaXxa).
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—Damped Track (3aTyxaroue BifcTexyBaHHs) — cxoxe Ha Track To, ame 3 611bIII TJTABHUM
pyxom.

Inctpymentu st penaepunry (Rendering Tools) meperBopenHst 3D-cuienn Ha 2D-
300pakeHHsT a00 MOCHIIOBHICTH 300pakeHb (aHimanito). Render Properties (BmactuBocti
PEHIEPHHTY - IKOHKA BiJlcOKaMepH) — 1€ OCHOBHA MMaHellb Ul HANAIITyBaHHs peHaepy. Render
Engine (Penaep-nBuryn):

— Eevee — mBuakuii peHaep-IBUTyH y pealbHOMY 4aci, 1110 06a3yeTbcs Ha pacTepu3allii.
Jo6pe miaxoauTs AJs MONEepeHbOTO MEePerisay, aHiMalliil Ta CTHITI30BaHUX PEHJIEPIB.

— Cycles — ¢iznuHOo KOpeKTHHH TpacyBalbHHK MpoMeHiB (path tracer). 3abesmeuye
doTopeanicTUUHy SKICTh, ajie IMpalfoe MOBUIbHIMIE. [neanbHo a7 (iHATHPHUX BHCOKOSKICHUX
pEeHIEPIB.

— Workbench — ny»e nmiBukuii, 6a30Buii peHIep A5l MOJCITIOBAHHS Ta TPEBI3Yy.

HanamryBanas Sampling (Bubipka - miis Cycles)

Render (KinpKicTh CeMIUTB) — KUIBKICTh «IPOMEHIB», ski Blender BukopucroBye mis
PO3paxyHKy KOJbOPY KOXKHOTO Mikcelns. biiblie ceMmIuliB = MEHIe HIyMy, ajieé JOBIIUNA 4ac
PEHIEPHUHTY.

Denoising (3MeHIIIEHHS 1IyMy) — alrOPUTMH JUIsi aBTOMATUYHOTO BUJAJICHHA IIyMY 3
penaepunry. Jlyxe BaxmBo s Cycles, o0 3MEHIIATH 9ac PeHICPUHTY 0€3 BTPaTH SIKOCTI.

Light Paths (Insxu cBiTia - mis Cycles) — KOHTPOIIO€E, CKUIBKH pa3iB CBITJIIO MOXKe
BiIOMBATHCS BiJ MOBEPXOHb (KUIBKICTh BIJICKOKIB). BUCOKI 3Ha4YeHHS IAarOTh pPeaTiCTHYHINI
BiJII3€PKAICHHS/TIPO30PICTh, alie 30UIbIIYIOTh Yac peHIEpY.

Xapakrepucruka Performance (IlpoxykTHBHICTB):

— Tiles — po3mip mIMTOK, Ha AKi JITUTHCSA 300paKeHHS ITij Yac peHaepunry. Onrtumisaris
s CPU/GPU.

— Persistent Data — 30epirae mani CclieHH B HaMm’sATi U1 MIBUIIIONO PEHACPUHTY
MOCITIIOBHOCTI KaJpiB.

— Output Properties (BiacTuBocTi BUBEIEHHS - IKOHKA IPUHTEPA).

— Resolution (Po3ninpHa 3maTHICTE) — IIMPUHA Ta BUCOTa (DIHAJIBLHOTO 300pa’KEHHS
(manmpuknan, 1920x1080).

— Frame Rate (HacToTa kaapiB) — KUIbKICTh KajpiB 3a cekyHAay (fps) mst animauii (24, 30,
60).

— Frame Range (/liama3oH kaapiB) — MOYATKOBHIA Ta KIHIIEBUI KaJpH JJIs PEHACPHUHTY
agiMarii.

Hanamrrysanns Output (Busenenns) 311iicHIOETbCS y TakuX (popmarax:

— File Format (®opmar daitny) — .png (mis 300paxens), FFmpeg Video (mns
BiJIeoaHIMaIlii).

— Color (Konip) — tun kosnpopoBoro npoctopy (Hampuxian, RGBA nis 300paxens 3
MIPO30PICTIO).

— Output Folder (ITanxa BuBeneHHst) — BUOip Micist 30epexeHHs peHepiB.

— Render Menu (Menro «Penmep»).

— Render Image (Perneputu 306paxkenns) — F12. 3amyckae peHAEpUHT OAHOTO Kajpy.

— Render Animation (Pennepurtu animaniro) — Ctrl + F12. 3anmyckae peHaepuHr ycix kajapis
aHiMarii.

Compositor (KommosuTtop) npusHadeHu#l st MOCT-00pOOKH pEeHIEPEHUX 300pakeHb 3a
JIOTIOMOT0I0  BY3710BO1 cucTteMu. Jlo3Boisie nonaBatu e(eKTd, Taki SK KOJIpHA KOPEKIIis,
BIHbETYBaHHs, Oyp, glare, ycyHenHs mymy (Denoising).

Bci 11i iHCTpyMEHTH B3a€MOJIIIOTH Mik COOOI0, JO3BOJISIOYN BaM MOBHICTIO KOHTPOIIOBATH
BI3yaJIbHHH BUTIISA Bamioi 3D-ciienn B moYaTKy A0 KiHIIS.

3aBaaHHs IPaKTUYIHOI poOoTNI:

1. IligroryBaTH clieHy 3 MaHIIyJISTOPOM IS 3alKUCy aHIMallii.
2. BucraBuTH OCBITICHHSA 1 Kamepy.
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[TpoBecTH HaAIITYBaHHS PEXKHMIB 3aIACY KAMEPH.

BucraBuTH omopHi TOYKHM aHIMAIlil MOBOPOTY MaHIMyJIsTOpa Ha TaliMIIaiiHi.
Bukonaru 3amuc agimarii.

JonatkoBo, 3a OaxaHHsAM, 3poOoutH showreel (wmoypisn, AeMoHCTpamiiHUAN
POJIMK) Bamioi poOOTH 3 TPUBUMIPHOI Tpadiky y BigeopeaaKkTopi.

o s W

Puc. 12. Pedepenc nns HanamryBaHHS CLEHU

ITopsimok BMKOHaHHs poOoTH:

CrtBopeHHs aHiMamii MoOBOpOTy MaHimynstopa B Blender, BkiIrouaroun HamamrTyBaHHS
CBITJIa, KAMEPH Ta KJIIOUOBMX KaJIpiB Ha TaiiMiIaiiHi, BUMarae nociiJoBHUX KpoKiB. OCh AeTanbHUI
TUTaH JTiH:

1. [TinroTroBka cuienu Ta Mojedi. [lepen moyaTkom aHiMmarlii mepeKoHalTecs, 110 Balia CIieHa
Ta MOJIEJIb TOTOBI.

1.1. 3aBepuriTh MOAETIOBAHHS Ta PUTIHT. Baria Mosiens MaHiyIsTOpa Mae OyTH MOBHICTIO
3MOJIeJIbOBaHa Ta MaTu (PYHKIIOHAIBHUM pUT (apMaTypy), SIKIIO 1€ aHIMOBaHMM nepcoHax. Bci
Baru BEpIIMH MalOTh OyTH HAJIAIITOBaHI, @ KOHTPOJIEPH PUTY — 3PYUHUMU JJIs1 BAKOPUCTAHHS.

1.2. 3actocyiite Tpancopmanii. [lepekoHaiirecs, mo BCi 00’€KTH (MaHIITyJIATOp, CBITIIO,
KaMmepa) MaroTh 3actocoBaHi TpaHchopmarii (Ctrl + A > All Transforms). Lle 3amoOirae
HenependavyBaHiil MOBEAIHII M1 Yyac aHIMallii.

1.3. BcTaHOBITh MOYAaTKOBE MOJI0XKEHHS. PO3MICTITh MaHIyIATOP Y MOYATKOBIN MO3MIIi, 3
SIKOI ITOYHETHCS aHIMalris.

2. HanamtyBanns Kamepu Bu3Hauae pakypc, 3 sKoro OyJie 3anucaHa aHiMarlis.

2.1. lomaiiTe kamepy, SIKIIO Y BaC HEMae KaMepH B CIieHi, goxaite ii: Shift + A > Camera.

2.2. Posmicrite kamepy. Hatucuite 0 (NumPad) mist mepernsay 3 kamepu. [lepeminryiitecs
o 3D Viewport (Shift + F ansa «isotHOTO» peskumy abo G st mepemimieHHs, R mist o6epranss,
S s mMacmtabyBaHHS, MONEPEIHBO BUOPABIIM KaMepy), 100 3HAWTH OakaHUM MOYaTKOBUIM
paKkypc AJis Balloi aHIMalii.

2.3. 3abnokyiite kamepy [uid Buay: 1100 kamepa He «BiutiTana» mija yac poOOTH, BIAKpUITE
Oiuny manesb (N), mepeiaitTe 10 BKiIaaku «Viewy i BcTaHoBiTh raouky «Lock Camera to Viewy.
Tenep, konu BU nepemintyetecs y 3D Viewport, kamepa pyXaTUMEThCS Pa3oM 3 BaMH.

2.4. Hanmamryiite mapameTpu Kamepu. Buainite kamepy, nepeiaite 1o Camera Properties
(ixoHKa (poToanapara):

— Focal Length (®okycHa BiacTaHp) — BiApETyIrOiTe, 00 OTpUMaTH Oa’KaHW BUTJIS
(MeHIII 3HaYeHHS - MUPLIMKA KyT/Oiblle CIIOTBOPEHHS, OBl 3HAYEHHS - BY>KUMM KyT/OUIbII
Jlacka MepcreKkTruBa).

— Depth of Field (I'nubuna pi3zkocTi) — skuio norpioxo, yBiMkHiTH DOF, BkaxiTs Focus
Object (manmpukian, yactTuHy MmaHimynstopa) abo Focus Distance, Ta namamryiite F-Stop mms
KOHTPOJIIO PO3MUTTS.
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3. HanmamyBaHHS OCBITJICHHS CIICHH € KJIFOYOBHUM JIJIsl IEMOHCTpaIlii opMH Ta MaTepiajiB
MaHimynaropa. Bunanite crangapTHe OCBITIEHHS, SKIIO Y Bac € crangaptHe Point Light, Bu
MokeTe ioro Buaanutu (X > Delete), mo0 moyaTy 3 YUCTOTO apKyIiia.

3.1. JlonaiiTe OCHOBHI JKEpenia CBITIIA:

— Key Light (Kmrogose cBitio) — Shift + A > Light > Area. Po3micrite #oro crepeny i
Tpoxu 300Ky BiJ MaHinmysstopa. Lle Oyne naitsickpasimie mkepeno. Hamamryiite iioro Power ta
Size (6inbImIMKA po3MIp - M SAKIII TiHi1).

— Fill Light (3amoBHioroue cBiTno) — Shift + A > Light > Area. Po3micTiTh #oro 3
npotuiexHoro 6oky Bix Key Light, ane 3 MeHIoo moryxHictio. Moro mMera — mom’ sKIIKTH TiHi,
ctBopeni Key Light.

— Rim Light (Kontypne cBitio) — Shift + A > Light > Area a6o Point. Po3micTiTs iioro 3a
MaHIIyJIATOPOM, HAMpaBIIAIOYU Ha Horo KoHTyp. Lle monmoMoske BIZOKPEMHUTH MAHIITyJISATOP Bix
dbony Ta 101aTH 00’ EMY.

3.2. Hanamryiite rimobanpHe OCBITICHHS (OMIIIOHATBHO, aje PEKOMEHOBAHO) IS IbOTO
nepeiiaite 1o World Properties (ikonka rioOyca). 3miHiTh Color Ha Environment Texture
(Texcrypa otouennsi). 3aBantaxkte HDRi-kapty (Open). Ile 3a0e3neunts peanictuuHe (HOHOBE
OCBITJIeHHs Ta BioOpaxeHHsa. Hanawryiite Strength (Cury) HDRIL

3.3. ns mepeBipku ocBiTieHHs nepeinite y Viewport Shading > Rendered (y BepxabOMY
npaBoMy KyTi 3D Viewport) i neperisiny OCBITIEHHS B peaJbHOMY 4aci.

4. HanamtyBannst TaiimuiaiiHy Ta KJIIOUOBHX KanpiB misi aHimarii. s HamamryBaHHS
niana3zoH aniMauii y BikHi Timeline (Taiimnaiin, 3a3Buuail BHU3Y iHTepdeiicy) BCTaHOBITh Start
Frame (ITouatkoBuii kazp, 3a3suuaii 1) Ta End Frame (Kinnesuit kaap). 11 mpocToro moBopoTy
MoskHa mmouatu 3 50-100 kazapis.

4.1. lna BuctaBiaeHHs onopuux touok (Kimowosux Kaapis — Keyframes) nepeiinits y Pose
Mode (Ctrl + Tab) nns pury manimynaropa. Buninaite ronoBHuii KoHTposep abo KIiCTKH, SKi
BIJIIOBIIAFOTH 3a 3arajibHU{ MOBOPOT MAaHIMyJsATOpa. SIKMIO pUT Mae MEHTPAbHY KIiCTKYy abo
KOHTpOJIEp Uil BCbOTo 00’ €KTa, BAKOPUCTOBYHTE ioro. [ToMicTiTh Mapkep BiATBOpeHHs (3eleHa
BEpTHUKAJIbHA JIIHIS) Ha TOYaTKOBUH Kajp (Hanpukian, kajap 1) na Taitmualini.

4.2. Jlns BCTaBJIEHHS MEpUIOTO KIF0UoBOTo Kaapy HatucHiTh | (Insert Keyframe - BeraButu
KIrouoBMid  kamp) 1 BuOepith  «Rotation»  (O6epranns). Ile 3adikcye motoune
MOJIOXKEHHS/00epTaHH KOHTPOJIepa/KiCTKU Ha IIboMy Kajipi. IlepemicTiTe Mapkep BiITBOPEHHS Ha
KiHIIeBUH Kaap (Hanpukiaa, kaap 50). O6epHITs KOHTposiep/KiCcTKY, BuKopucToBytoun R (Rotate),
Ha OaxaHuil KyT (Hanpukiaz, Ha 360 rpaayciB HaBKoJIO oci Z).

4.3. Jlns BcTaJleHHS IPYroro KJIF0OYOBOTO KaJpy 3HOBY HATHUCHITH | i BHOepiTh «Rotationy.
Hartuchith Spacebar a1 BIATBOpEHHS aHiIMallli Ta IEPEBIPKU MIOBOPOTY.

4.4. HanamryBanHs iHtepnoismii (Graph Editor - omnmioHanbHO), SKI0 0oOepTaHHS
MOYMHAETHCSI/3aKIHUYEThCSL 3aHA/ITO Pi3KO, a00 BU X0deTe OiIbIl IJIAaBHY/TUHAMIYHY aHIMAaLlio,
MOXHa HaJIAIITYyBaTH 1HTeprosiito. 3MiHITh BikHO Ha Graph Editor (I'padiunuii pemgaxrtop).
Bubepits animariiini kpusi s oOepranHa. Haruchite V (Set Keyframe Handle Type -
BceraHoBUTH TUIN pydKH KIIFOYOBOTO Kajpy) Ta BUOepiTh «VeCtor» s JiHIHHOI 1HTEepHOAIil
(mocriitHa mWBUAKICTE) a00 «Bezier» s maBHOTO MPUCKOPEHHS/YTTOBITbHEHHS.

5. Hanamryiite mapameTpu peHIEpUHTY Mepe;] 3alicoM aHIMaIlii 1J1s BUBEICHHS.

5.1. O6epitp Output Properties (BrmacTuBOCTI BHBEIEHHS - IKOHKAa MpPHUHTEpa) Ta
HaJalTyure:

— Resolution (Po3ainpHa 37aTHICTH ) — BCTAHOBITH Oa)kaHy pO3/UIbHY 31aTHICTh JUIS BiZIEO
(nanpukinan, 1920x1080).

— Frame Rate (YacroTa kaapiB) — mepekoHaiTecsl, 1110 BOHA BiJIMOBIa€ BAllTUM BUMOTaM
(3a3Buyaii 24 a6o 30 kaapis/c).

— Frame Range ([liana3zon kanapiB) — mepekonaiitecs, mo Start i End BigmosigaroTh
MOYaTKOBOMY Ta KIHIIEBOMY KaJpaM Balloi aHIMallii.

—  Output (Busenenss).

— Output Folder (ITarka BuBeneHHs) — BKaXITh MAINKy, Ky1u Oyie 30epexeHo Bijeo.
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—  File Format (®opmar daiiny) — ans animaitii Budepite «FFmpeg Video».

— Encoding (KonyBanust) — po3ropHits, BctanoBiTh Container (Hanpukian, MPEG-4),
Video Codec (mampuxiazn, H.264), Output Quality (Bucoka sikicTh, Hanpukias, «High Quality»).

— Render Properties (BnacTuBOCTI peHIEpUHTY - IKOHKA BiJIGOKaMepH).

— Render Engine (Pennmep-aBuryn) — BuOepitb Cycles mis ¢doTopeasicTHIHOTOo
pennepunry abo Eevee u1st IIBUAIIOTO pe3ysbTaTy.

—  Sampling (Bubipka - gms Cycles) — manamryiite Render Samples (Hampuximan, 128-
256) s MOCATHEHHsT Oa)kaHOi SIKOCTI Ta 3MEHIIEHHs IIyMmy. YBIMKHITH Denoise (3MeHIIeHHs
IIyMY) JIJISl YUCTOTO PE3yJIbTATy.

“ - 6. Pennmepunr Amnimanii — 1€ OCTaHHIM KpPOK CTBOPEHHS
E E Bimeodaiiny. J{ns 3amycKky peHAepuHry aHiMallii HeoOXiIHO:
6.1. ¥V mento Render (Pennep) BubGepite «Render Animationy
(Penneputn animartito) abo narucHits Ctrl + F12.

6.2. JlouekaiiTecs 3aBeplieHHS peHaepy, 00 Blender moune
OIpalbOBYBaTH KOXKEH KaJp Balloi aHiMmaiii Ta 30epexe iX y
Bijleodaiist y BKa3aHiid Terl.

Jns  sSKicCHOTO pO3yMiHHS TOCTHIAOBHOCTI Ji  MOXHa
NeperIsiHyTH Bifieo iHCTpyKmito https://youtu.be/jQoocl8hZy4 no
npakTuaHoi podot Nel a6o 3a QR-komgom.
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https://youtu.be/jQooc18hZy4

TEMW IHAMBIAYAJIbHUX TBOPUMX ITPOEKTIB

1. 3D norotune [y AM3aliH cTy il HABYAIbHO-HAYKOBOTO IHCTUTYTY MPO(deciiiHOi OCBITH
Ta TEXHOJIOT1H.

2. Koneco aBTomMOOiNss A1 CTBOpEHHs aHiMamii pyXy Ha pi3HUX THIAX JOPOKHBOTO
MOKPUTTH.

3. Cromnosi mpubopu /1 Bizyaunisamii cepBipyBaHHS CBITKOBOTO CTOJY JI0 TIEBHOTO CBSTa

4. MarepuHChbKa IjIaTa JJIS BUKOPUCTaHHS y MYJBTHMEMIMHINA Tpe3eHTalii y sKoCTi
JTUIAKTHYHOTO MaTepiaiy.

5. 3ybuacte 3’emHaHHS IS Bidyamizamii mepeaadi oO0epTOBOrO pyxy Ta TOHSTTS
«TepeaaTOYHE BiTHOIICHHS.

6. Kamepa ansi MonenioBaHHS MOBOPOTHOI'O MEXaHI3My KaMEpH CIIOCTEPEKEHHS IS
Kypcy «OCHOBH pOOOTOTEXHIKH.

7. Kpyxka, K IpHuKiIag 00’ €KTY MPOEKTYBAHHS ISl YPOKIB TEXHOJIOT1H.

8. biroso U1 CTBOPEHHS MEHIO JUTsl CEPEIOBHUIIA BIPTYaIbHOT peabHOCTI.

9. TlepcoHaxx KOMIT IOTEPHOI TPH.

10. Ixonku BeGiHTEpDEiiCy.

11. Tudorpadika mig MyIbTUMEIIHHOT Tpe3eHTAalli]

12. IHCTpyMEHT IJisi pEMOHTY aBTOMOOIJIS.

13. OOGnanHaHHS MIBEHHOI ramysi.

14. Opsr 3 enemeHTaMu 03100JICHHS.

15. JlannmadTHHA TU3aitH

16. OdopmiteHHS irpOBOTO CEPEIOBHUIIIA.

17. OOGnamHaHHS Xap4yoBOI ramysi.
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KPUTEPII OLITHFOBAHH I
BVKOHAHUX IPA®IYHUX POBIT

(DOpMI/I KOHTPOJIIO HABYAJBbHUX JOCATHCHDb

[ToTouHe oIiHIOBaHHS CaMOCTIHHOT poOOTH

[nauBigyanbpHal TECTOBUI

MoaynbHui

3microBuii Monynb 1. TpuBumipHa rpadika Bopua poGoTal KOHTPOIH Cyma
Tema T1 T2 T3 T4 T5
banu 14 14 14 14 14 20 10 100

KpuTepii oniHIOBaHHSI IPAKTHYHOI i CAMOCTIiIHOI pO0OOTH CTY/EHTIB:

Kpurepii oninioBanHs

Bincorok BapTocTi KpuTepiro Bin
BH3HA4€HOI KIJILKOCTI 0aJiB 3a
BH/IOM POOIT

[ToBHMIT OOCST BUKOHAHHS 3aBJIaHb IPAKTHUYHOT pOOOTH

HanucanHs nmutaHHs 71 CAaMOCTIHHOTO OIMpallfoBaHHS 5%
SIkicTh 3acTOCYBaHHS IHCTPYMEHTIB I'paiqHOrO peaaKTopa. 10%
PiBeHb CKJIaJHOCTI IEPETBOPEHD 300paXKEHHS

HasiBHICTD TPaBUIILHOT KOMITO3UIIIT IH(POBOTO 300paKeHHS 30%
JlocTyHICTh IUGPOBOTo 300pakKeHHS I CIIPUUMAaHHS 20%
J[O111TBHICTB 3aCTOCYBaHHS IHCTPYMEHTIB ISl peJlaryBaHHS 20%
EcTteTnka nmoganHs 1iudpoBoro 300pakeHHs (rapMOHIYHUAN 10%
17101p KOJIbOPIB, TUIIOTpA(iKK)

/loLiiibHE BUAUIEHHS BaXKJIMBO1 Bi3yalbHOI 1H(OopMallii 5%
SHIDKYIOTHCS 0aTi 32 TIepeBaHTAKEHHS 300pasKeHHS 20%

3HI/I)KyIOTLC${ Oanu 3a HCTIPpAaBUJIbHC BUKOHAHHSA 3aBJdHb

I kaJia oniHIOBaHHS

Cywma GauiB 3a Bci . O1iHKa 3a HALlOHAJILHOKO IIIKAJIO0
.. OrmiHka 3a
BUJIM HABYAITHHOT ECTS -
TiSUTBHOCTI [IKayoro IS eK3aMEHy JUIS 3aITKy
90 — 100 A BIIMIHHO
83 -89 B
no0pe
75— 82 C 3apaxoBaHO
68 — 74 D
3aJ0BUIBHO
60 — 67 E
HE 3apaxOBaHo 3
35_59 Ex HE3aJIOBUIHHO 3 MOKJIMBICTIO IOBTOPHOTO |  MOKITUBICTIO
CKJIaJaHHS MTOBTOPHOTO
CKJIaJAaHHS
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HE 3apPaxOBaHO 3
000B’I3KOBUM
MOBTOPHUM
BUBYEHHIM
JUCLUILIIHA

HE3aJJOBUIBHO 3 000B’SI3KOBUM MTOBTOPHUM
BUBYEHHSAM JUCUMUILIIHA

KpwuTepii oLjiHIOBaHHA pe3ynbTaTiB HaBYaHHSA

Origka 3a
HaIlOHAJILHOKO|
[IKAJIOK

Cyma
OauiB 3a
BC1 BUIU

HaBYAJILHO]
IISUTBHOCTI

Orinka
ECTS

HaBuanbHi TOCATHEHHS CTY/ICHTa

2

Bigminuo

90 -100

Cmyodenm:

— TOCKOHAJIO (y MeKaxX HaBYaJIbHOI IPOrpaMu) 3HaE 1
BUKOPHCTOBYE MOKJIIMBOCTI TPUBHMIPHOTO IpahiyHOTO peaaKTopy;
— CAMOCTIITHO BUKOHY€ HaBUYaJIbHI 3aBJaHHS,

— ITiJT YaC BUKOHAHHS 3aBJIaHb MIPOSIBIISIE€ TBOPUHMA TT1IX1T;

— 3HaXOJIMTh 1 BAKOPUCTOBYE J0JIaTKOBI JpKepena iHpopmariii,
110,10 OOPOOKH 300paxeHb;

— BU3HAYA€E pallioHAIBHUI opMat 30epexeHHs rpadiaHoro
300pa’keHHS 3 YMCIIa CTAaHIAPTHHX;

— OIMCY€E METOJIM CTBOPEHHS TPUBUMIPHUX MOJIEJICH;

— MOSICHIOE 0COOJIMBOCTI pOOOTH 3 MOJIrOHAMH 1 MOAM(IKATOpaMu;
— EKCIIOPTYE 1 IMITOPTY€E 300paskeHHs 3 cepeIoBUIL rpadiuHIX
penakTopiB y (ailiau pi3HUX POpMaTiB;

— J10 300pakeHb 3aCTOCOBY€E PI3HOMaHITHI e()eKTH, yCyBae
medexTu Ha doTorpadisax 3a JOMOMOTO0 CeIialbHUX (PUIBTPIB Ta
IHCTPYMEHTIB.

Ho6pe

82-89

Cmyoenm:

— BUIBHO BOJIO/IIE OCHOBHUMU 1HCTPYMEHTaMH TPUBUMIPHOTO
rpagiuHOro pelakTopy, 3 BUKOPUCTAHHAM HABYAIIbHOI JiTepaTypu
| J0JaTKOBUX JpKepes 1Hdopmalii;

— yMi€ CTBOPIOBATH i 00poOsiTH GaraTorapoBi 300pakeHHs,
CTBOPIOBATH I'PYNHU Ta pO3TPYHOBYBaTH 00’ €KTH, 3aCTOCOBYBATH J10
(parMeHTiB 300pakeHb PI3HOMaHITHI €EeKTH;

— Yy CepelOBHILI TPUBUMIPHOTO I'paidyHOTO PEIAKTOPY CTBOPIOE
[IPOCTI TEOMETPUYHI MPOCTOPOBI (BIrypu, peaarye rnoiironu, pedpa
| rpaHi, a TAKOK HAJIAIITOBYE BiJIMOBIIHO 3aBJIaHHS 1X MapaMeTpH;
— Y CepeJIOBHILI TPUBUMIPHOTO TpadigyHOro pelakTopy CTBOPIOE
BUCOKOIOJIITOHAJIbHY CKYJIBITYPY. 31IHCHIOE HAK/IaJaHHS TEKCTYD;
— BUKOHY€ BUBIJI IPOCTOPOBOI0 00’ €KTY JUISI IEPETIISAY;

— 1111 4ac poOOTH 13 300paKEHHSIMU BUKOPUCTOBYE JIHIAKH,
HanpsIMHI JIHII, CITKY, 8 TAKOK Pi13H1 PeKUMU Neperisay 00’ exTy.

74-81

Cmyoenm.

— Y IIIJIOMY OPIEHTYETHCS Y CEPEIOBUIIAX TPUBUMIPHOTO
rpadiIHOTO peIaKTOPy, 3HAE HOTO OCHOBHI, MOYKJIMBOCTI,
IHCTPYMEHTH Ta METOJU CTBOPEHHSI 1 peIaryBaHHsI POCTOPOBUX
(biryp, noyroxis, pedep i rpaHei;
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— yMi€ nepeMilyBaTH, KOIiloBaTH, MaciuTadyBaTu, o0epTaTu,
TEKCTYpyBAaTH, HAJIAIITOBYBATH OCBTIJICHHS 1 KaMepH y
CepeIOBUILI TPUBUMIPHOTO rpadiYHOTO PEIAKTOPY.

3a10B1JIBHO

64-73

Cmyoenm:

— BOJIOZII€ OCHOBHHMHU METO/IaMU poOOTH Yy

CEPEIOBHUILI TPUBUMIPHOTO TpaiqHOTO PEAaKTOPY;

— I11]T KEPIBHULITBOM BUKJIa/la4ya y CEPEAOBHUII TPHBUMIPHOTO
rpadiyHOTrO pelakTOpy MOKE CTBOPIOBATH 00’ €KTH, 10
CKJIaJar0ThCs 3 0a30BUX reOMETPUYHUX (Piryp (MIpUMITHBIB);
- ymie BUAUTATH GparMeHTH 00’ €KTIB y

CepeIOBUILI TPUBUMIPHOTO IrpaiyHOTO PEAAKTOPY Ta BHOCUTH
3MIHU;

— OIUCY€E NMPU3HAYCHHSI OCHOBHUX KOMaH] MEHIO 1 KHOTIOK
[aHesnel IHCTPYMEHTIB.

60-63

Cmyodenm:

- 1117] KePIBHUIITBOM BHKJIaJa4a OPIEHTYETHCS B pOOOTI 3
TPUBUMIPHHM IpadigHUM pEeIaKTOPOM, BMIE 3aBaHTAKYBATH,
pearyBatu ta 30epiraTi IpoCTOPOBI MOJIENI;

— OIKCYE MOHATTSI TPUBUMIPHOI Ipadiki;

— PO3yMi€ MPUHIIUIHN TOOY10BH, 30epiranHs it oopodku 3D-
300pakeHb.

He3anoBiibHO
3 MOYKJIUBICTIO
MTOBTOPHOTO
CKJIaIaHHs

35-59

FX

Cmyoenm:

— Mae ysiBieHHs 1po 3D-300pakeHHs, 1110 00po0IIAI0THCS 3a
ITONIOMOT'0F0 TPUBUMIPHOT'O I'padiuHOro pelakTopy;

— onrcye (pyHKITIOHATbHE PU3HAYEHHS IHCTPYMEHTIB 1 poO0Y0ro
CepeIoBUILA TPUBUMIPHOrO IrpaiqyHOr0 pelakTopy.

He3anosinbpHO
3
000B’SI3KOBUM
MOBTOPHUM
BHUBYEHHSIM
JUCLUILIIHA

0-34

Cmyodenm po3Mi3HaE 3a/1a4i, 17151 PO3B’A3aHHS SKUX MOKHA
3aCTOCOBYBATH TPUBUMIPHUI rpadiyHUN peJakTop, Ha3UBa€e
pyHaiiMHI 1Ba rpa1yHUX PEaKTOPHU.

I'padix BUKOHAHHA IIPaKTUYIHMX i CAMOCTiVIHMX poOiT

TepMiH BUKOHAaHHS 1 3axHCTy poOIT oOMexeHuil TrpadikoM IPOBEICHHS 3alliKOBO-
eK3aMeHallIMHUX CeCli MOTOYHOTO CEMECTPY 1 IaTH JOMYCKY JI0 3aIiKy a00 eK3aMeHy.
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