o——

MACTEP-KJIACC

30-PADUKA:
& CBETMNbHINK B BLENDER

NMeparor 4O le6bpoBa AHHa l’eHHaabeBHa
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BLENDER

Blender - cBobogHoO pacnpocTpaHaeMbin 3D penaKTop C
OTKPbITbIM MCXOOHbIM KOO0M.

C nomMoubto Blender MOYXHO co3pnaBaTb

3D-Bun3yanmsauunm n 3D-aHMMaUUnIO N pegaKTUpoBaTb BUOEO.

byoyuyun KpoccrnnatpopMeHHbIM NpunoxeHmem, Blender

paboTaeT B cucteMax Linux, macOS n Windows. OH TaKye
MMeeT OTHOCUTENbHO HebonbLUume TpeboBaHMA K MaMATU U
OWCKY MO CpaBHEHUIO C OpYyrMMm nakeTamm gnsa cosgaHua 3D.

BLENDER - ABCOJTKOTHO BECITJTATHOE MNMO!
CKayaTb ero MoXHo Ha odpumumanbHOM canTe blender.org
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Blender 6b1n pa3paboTaH Kak pabo4yun MHCTPYMEHT rosilaHACKoOM aHuMMaunMoHHou ctyameun NeoGeo
(He nMeeT OTHOLLEeHUA K urpoBoun KoHconu Neo-Geo). B HacTosawee BpeMs Blender aBnaeTca npoeKToMm
C OTKPbITbIM UCXOAHDbIM KOAOM U pa3BMBaeTCH Npu akTUBHOU nogaepx Ke Blender Foundation.


https://ru.wikipedia.org/wiki/Neo-Geo
https://ru.wikipedia.org/wiki/%D0%9E%D1%82%D0%BA%D1%80%D1%8B%D1%82%D0%BE%D0%B5_%D0%BF%D1%80%D0%BE%D0%B3%D1%80%D0%B0%D0%BC%D0%BC%D0%BD%D0%BE%D0%B5_%D0%BE%D0%B1%D0%B5%D1%81%D0%BF%D0%B5%D1%87%D0%B5%D0%BD%D0%B8%D0%B5
https://ru.wikipedia.org/wiki/Blender_Foundation
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[Mpaeka

DEBEKTHRIA peEXM
PE#UM PEOSKTUPOBEHWMA
PexKUM CKYyNBNTHHIE
PUCOBGHWE N0 BEPLUWHI

PUCoBaHWE BECE

PEXWM TEKCTYPUPOBEHW A

PernoepyuHr OkHO Cnpaeka

Bug BripoeneHwe [JobBaEWTh

YCTaHOENTE pexiM B3ial

I1BA 0CHOBHbIX PEXXWNMA

O61beKTHbIN pexXuM (Object mode) 1 Peyxum
penakTupoBsaHua (Edit mode), koTopble
nepeknyatoTcsa Knasmwen Tab.

O6BEKTHbIN PEXKMM B OCHOBHOM UCMOMb3YyeTCH
019 MaHUNyNaumMm ¢ MHOUBMAOYanbHbIMU
ob6beKTaMu, B TO BPEMSA KaK PEXKUM
penakTUpPoBaHUA — 019 MaHUNYyNaunm

Cc daKTUYEeCKMMU OaHHbIMU OOBbEKTA.

TaKXe NMerTCH HECKOJTbKO OPYrmMx peXXMMOB,
TaKMX KaK Sculpting, Texture Paint, Vertex Paint
n UV Face select.
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K TEKYLLEMY BUOY

Blender noaaepXxXmBaetT orpoMHOE KOJINYeCTBO ropavdmnx Knasmil m CnbiBeT CJIOXXHOM Ans n3yyvyeHumd
nporpaMMoﬁ, HO B CerogHdlLHeM MacCcTep-Knacce Mbl caenaemMm CBeTUribHUK U ero peHaep MeHee,
yem 3a 10 MUHYT, UCNOJIb3yHd TOJIbKO OCHOBHbDbIE€ FropAavdne Ki1aBuULLINU.



% Blender

D ®ain Mpaska Pergepurr  Okno  Cnpaeka Layout  Modeling  Sculpting UV Editing  Texture Paint  Shading  Animation  Rendering  Compositing  Geometry Modes  Scripting + &5~ Scene L &~ ViewLayer
2. 'MW OfvekTHuiA ..~ Bwun Benenenwe [obaeuTe OBwexT 12 Mnofa. v v &G v (0 N vy @ 3 o000 - ey (W~ §e N
B Jw R} onuun B Konnesuws cueHsl
n v |B Collection
. ONB30BATENBCKAR MNEPCNeKTUES
o < - - R ——
'——EJ, (1} Collection | Cube e Lamers
- O e * v Cube
i
» @ Light

IPUCTYNAEM K TBOPYECKOMN YACTH

B 8 &€ 9o

i |
“' M Cube

. f M~ Cube
T " TpaHCiropMaLma
) N MonomeHre X 0m
L

a *3 Y 0m

z 0m

BpawerHwe X o=

= K v

£ o=

Pexum  XYZ 2inep w

MacwTab X 1.000
¥ 1.000
Z 1.000

» NensTa-TpaHChopMaL e

OTHOWEHKA

@ - Bocnponssenenne ~ Keying ~ Bun  Mapkep ® 4 %4 4 P ré #|
20 30 40 50 a0 70 a0 a0 100 110 120 130 140 150 160 170 180 190 200

|

1 10



SAIIAHWE

e Co3pauTe CBOIO MOAENb CBETUNIbHUKA \ 7~
No NpoAeHHOMY MacTep-Knaccy -

e CpenanTte peHpep Mopenu
U NPULLJINTE Ha HaLuy MOYTY
kvantorium55@yandex.ru po 1 anpens
2023 r., 4yTO6bI NONYUYUTb cepTuUdMUKaT
O NPOXOXAEeHUU MacTep-KJlacca




CMAGHBO 3A BHUMAHHE!
TBOPHECKMX YCIEXOB!




