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PyKOBOI[CTBO HacTaBHUKaA

IIpumep co3nanus npocroii moaeau (banan)

HobGasnssem ky6. Ilepexomum B pexum X-Ray.

1. HobGasnsiem  pedepeHc.
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2. [Tepexonum B Edit-Mode u ¢ momMoIpi0 HHCTPYMEHTOB BpallleHUE; MTEPEMEIIICHHUE;
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3. [Mepexomum B pexxum Object Mode. Otkirouaem X-Ray. Mcnonb3yem moaudukatop
Subdivision Surface. Hcnonb3yem pexum meiauara Shade Smooth. Otkirodaem oToOpakeHHe
pedepenca. Cierka u3MeHseM MaciiTad oobekTa o ocu Y (1emaeM yxe).
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4, [Tepexoaum obpatHo B pexxum Edit-Mode u xoppektipyem (GopMy HCIOIb3Ys
CO3/IaHUE JTYTIKaTOB M UCIOJB3YS YK€ u3yueHHble HHCTpyMeHTh (Cunuii Mmapkep). Takxke cozmaem
JyNKaT BAOJIL Ocd X, KOTOPOMY 3aTeM MpHMEHsieM HMHCTpyMeHT Bevel B 2 cermenTta. (KpacHbIit

Mapkep)
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5. Penaktupyem dbopmy ¢ BepxHEHW U HUXKHEH YacTu (PyKTa YMEHbIIAasi HEOOXOIUMbIE
pedpa (kpacHbI Mapkep). 3aTeM cO3/1aeM ellle OJIMH JYNKaT (CHHHUI MapKep) clerka BAaBIUBas €ro

B BHYTpb OaHaHa.

6. Mensiem oToOpaxkenue moaudukatopa Ha On Cage (kentbiit Mapkep). 3aocTpsieMm
«rpanu OaHaHa» OTOIBUTAsl MX OT LEHTpa. (KpacHbI Mapkep). Pemaktupyem (opmy XBOCTHKA
(cunmii mapkep). Iepexomum B Object Mode mpumensiem moaudukarop Subdivision Surface.
Bosspamaemcs B Edit-Mode u coznaém UV-pasBepTky ¢ momorisio Smart UV project.
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7. IMepexogum B okomko Texture Paint u co3maem TekcTypy 0a30BOro IBsera ¢

HEOOXOJMMBIM BaM pa3zpelieHueM (KpacHblii Mapkep). Ilepexirodaemcst B pekuM OTOOpa)KeHUs
MaTepHuaioB (CMHMI Mapkep). PackpammBaem OaHaH co Bcelt BO3MOXKHOM (paHTazmeil.
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8. CoxpansieM TeKCTypy B HeoOXoauMoM (opmaTe. DKCIOPTHPYEM 00BEKT B popmate
fbx.

Co3naHne ¥ TEKCTYPUPOBAaHHE YCJI0KHEHHBIX 00bEKTOB

Ipumepsl: «AHaHacy; «['panaray; «['po3as Bunorpanay; «Kapambonay.

Pexomenganumu:

Bonee cnoxHble MOJEnH OOBEKTOB MOXKHO MPEUIOKUTH CTapUIMM YYaCTHHKAM MacTep-
KJlacca, a TakKe JeTSIM, KOTOpPBIE YCIIEBAIOT BBIOIHATH 3aJaHus ObIcTpee IPYrux. DTO MO3BOJIHUTH
YMEHBIINTh PUCKH HEPABHOMEPHOTO TeMITa pabOTHI U IOTEPU HHTEPECa CO CTOPOHBI 00JIee OBICTPBIX
U OIBITHBIX YYaCTHUKOB. PEKOMEHIIOBaHHBIM BO3pacT AJIsl JaHHOTO BapuaHTa 3amaHus 12+ ner.
MuHuMallbHBIE TpeOOBaHUS K HABBIKAM: YMEHUE OPHCHTHPOBATHCS B KHOIKAX Ha KJIaBUAType U
HAJIMYHE TPEACTABICHUS 00 OCSIX KOOPAWHAT.

Heo0xonnmble HHCTPYMEHTBI:

Hagurarus B Blender.

JloGaBneHne 0OBEKTa; BpalleHHE; MepeMelleHNe; CKaJHMpOBaHUE; OSKCTPYAHPOBAHUE;
co3maHue Jynkara, co3ganue ¢acku; momudukatopsl Bevel, Subdivision Surface, u Simple
Deform. TIlepexmouenune wmexay Edit-Mode/Object-Mode/Texture-Paint.  Pexxumbl  OkHa
Beronopta (X-Ray/ Solid/ Material/ Rendered). Pexxumbr Beinenenus. Select Simular. Poke Faces.
TpaucdopmupoBanue B chepy. Boigenenue neriau. Pexxumsel meiinuara Shade Smooth u Shade
Flat.

Takke HeoOxoauMo co3aath UV kapTy ¢ momornsio Smart UV project.

Co3snanue ciost 6a3zoBoro nsera B Texture Paint.

CoxpaHeHune TeKCTypbl. DKcmopT Moaenu B popmar fbx.

I[OHOJIHI/ITCJIBHBIC MaTepHaJibl:

Buneoypok ¢ mpumMepom co3fanus 6aHaHa!
Can We Make This Banana The Most Liked Blender Tutorial On YouTube? —
https://www.youtube.com/watch?v=pRo50mxbz28&ab channel=CGGeek



https://www.youtube.com/watch?v=pRo5Qmxbz28&ab_channel=CGGeek

IIpuMep co3aaHus YCJI0KHEHHOM Moae M (AHaHAC)

1. HobGasmsiem pedepenc. JobGammsiem 1mwmHap (32 rpanu + 0e3 3amoJHEHUs).
HCHOHBSYSI HUHCTPYMCHTBI NCPEMCIUICHUC, CKAJIMPOBAHUC, SKCTPYAUPOBAHUC MOATOHACM C€T0 I10J

pedepeHc.
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2. Jlobaensiem moaudukarop Decimate. B pexume Un-Sabdivide ycranasnusaem
napametp (1). [anee nepektouasice mexay Edit-mode u Object-mode nobasnsiem ynkatsl 10
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B pexxume Edit-mode BeiObupaem Bech 00bekT 1 mpuMensiem Poke Faces.
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BriOupaem yka3aHHbIE BEPTEKCHl W MPUMEHSEM K HUM BBIOOp TOYEK CO CXOKHMH
CBOWCTBaMHU.

&
: ?
0 > 9o
b i °
) |\
3 .
N




5. Hcnone3zyem momudurarop Subdivision Surface, u k BeIOpaHHBIM paHEe TOYKAM
npUMeHsieM TpaHc(hOopMUpoBaHUE B cepy 10 HE0OXO0AUMOTrO BaM YPOBHS.
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6. Mensiem otobpakenne moaudukaropa Ha On Cage. 3akpbiBaeM HMKHEE U BEpHEE

otBepctue ucnonsdys Grid Fill. Koppexktupyem dopmy eciam 310 Heobxomumo. Hcmosb3yem
moaudukatop Bevel.
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7.

Cozmaem ky0. Jlasee ¢ TOMOIIBIO TOOABICHHS JTYIKATOB U OOBIYHBIX WHCTPYMEHTOB
npuaaeM emy GopMy JIMCTa.
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[TocnemoBarenbHo ucnonb3yeM moaudukaroper Bevel, Subdivision Surface, u
Simple Deform B pexxume Bend usrubas o0bexT mmo ocu Y nmpumepHo Ha -150 rpaaycos.
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9.

Hy6nupyeMm U mepeMeniaeM OOBEKT TaKUM 00pa3oM, YTOOBI JHCThSI CIOKUIHCH B
HeoOXoIuMBIH HaM Ty4oK. OObeIUHIEM UX B OJJUH OOBEKT.
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10.  dyOmmpyem Iyd4oK, M3MEHSEM €ro Mmacimrad, pasBopaunBaeM Ha 90 TpamaycoB u
npunogaumaeMm. O0benuHsIeM Bce 00BEKTH B ouH. co3maaém UV-pa3BepTKy ¢ momMormipio Smart
UV project.
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11. TexcTypupyeM aHaHac UCXO0/I U3 COOCTBEHHBIX MPEITOYTCHHI.
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12.  CoxpansieM TeKCTypy. DKcropTupyem aHaHac B ¢popmare fbx.

I[OHOJIHI/ITeJlebIe MaTepI/IaJIbI:
Buzgeoypok ¢ npumepom cosnanus ananaca: Modeling a pineapple table lamp in Blender 2.8.2
— https://www.youtube.com/watch?v=tgOmvc8g2lc&ab channel=ExposeAcademy



https://www.youtube.com/watch?v=tg0mvc8g2lc&ab_channel=ExposeAcademy

Co3znanue Cexkupbl.

PexoMmenpanum:

JlanHblii 5Tam pabOTHl HaJ WUIPOH MOMKHO BKIIIOYMTH B MAaCTEp-KJIacC, €CIU IO3BOJISIET
OTBEJEHHOE BPEMsI M YPOBEHB IMMOATOTOBKH YYAaCTHUKOB. PEKOMEHIyeM MMPUMEHSTH €ro IS IETE B
Bo3pacte 12+. Eciu BbIeIeHHOE 1101 MEPOIIPHUATHE BPEMsI, TEMIT paOOThI U YPOBCHD YYACTHUKOB HE
MO3BOJISIIOT IPOBECTH 3aHATHE IO CO3JaHUI0 OCHOBHOIO OPYXKHSI UIPBI «C HYJISI», TO MOKHO
HCII0JIb30BaTh MOJIEIb, PHIIOKEHHYIO K IPAKTHKE B KAUECTBE 3arOTOBKU M KACTOMU3HPOBATH €€ IpH
MOMOIIIM HAJIOKSHHMS [[BETA U TEKCTYP B TEUCHHE 00Pa30BaTEIbHOTO HHTCHCHBA.

Hcnosib3yeMble HHCTPYMEHTBI:

Hasuranus B Blender.

JloGaBnieHre O0OBCKTA;, BpalllcHHE, MEPEMEICHUE; CKATMPOBAHUE; OSKCTPYAMPOBAHUE;
co3maHue Jynkara; co3manue ¢acku; Momubukatopel Bevel, Subdivision Surface, Mirror.
[Mepexmtouenune mexay Edit-Mode/Object-Mode/Texture-Paint. Pexwumbl okHa Bbromopra (X-
Ray/ Solid/ Material/ Rendered). Pexwumbl BbienieHusi. Boigenenue netiu. Pexumpl mieiuHra
Shade Smooth u Shade Flat. Coznanue u ounmenue msoB Mark Seam u Clear Seam. Co3nanue
UV kaptel. Co3ganne ciios 0a30BOTO IBeTa/ MeTalliIa/ KapThl BBICOT/ IIepoXoBaTocTH B Texture
Paint.

Kpartkuii nopsiiok aeiicTBuil.

1. Co3maeM pydky ©3 [HIMHIPA [OCJICIOBATEIBHO HCIONB3Ysl HMHCTPYMEHTBI
CKQJIMPOBaHUE U IKCTPYTUPOBAHHE.

2. Cozmaem acku Tam, /1€ 3TO HEOOXO0IUMO.

3. Co3naem u BThIKaeM B Hee KOHYCHI (4 pedpa) ¢ yAaJIeHHOU 3a/IHeH rpaHblo, COTIACHO
pedepeHcy.

4. CozaeM IUIOCKOCTh W HCHOJB3Ys HHCTPYMEHTBHI ASKCTPYIUPOBAaHUE, BPAIICHHE

CKQJIIPOBaHUE, TIEPEMEILCHUE M CO3JIaHKE JIYITKATOB MOBTOPsieM (opMy Jie3BUsI C OJHON CTOPOHBI
coriacHo pedepeHcy.

S. Ucnonszyem  momudpukatrop Mirror Ttakum o0pa3oMm, 4YToObI  IUIOCKOCTh
poayOIMpoBaiach 1 aajia Toiamuny jge3suro. CraBuMm ragouky Ha Cliping.

6. B mecrax, rae ne3Bue JOKHO OBITH 3aTOYEHO MepeMelaeM pedpa Ha BCTpedy JIpyr
APYTy J0 UX «CIHUMaHus». B MecTax rie 3aTOUKH HeT SKCTPYAUPYeM pedpa Ha BCTpedy JIpyT IpYTy.

7. [ToBTropHO HcHoONB3yeM Mmoaudukarop MIrror, ykaspiBas OOBEKTOM OTpaKCHHS
pPYUKy cexupbl. HacTpanBaem moJyio;KeHHe JIe3BHsL.

8. [Tpumensiem MotnpukaTopsl Ha BceX 00bekTax. O0beuHsIEM 00BEKTHI.

9. Beinensem rpaHu, Ha KOTOpBIX OyaeT mpoxoauTh woB. [IpenmouteHue otmaem

OCTpPBIM TPaHsSIM U MeCTaM, TJe II0B OyJaeT HaumMeHee 3ameTeH. [IpuMensieM Ha 3Tu rpann Mark
Seam.

10. [IpousBomum paseepctky. Cozmaem UV-kapty. OnTUMH3UpyeM pacmoioKEeHUE
octpoBoB Ha UV.

11. ITepexomum B Texture-Paint, cozmaeM TeKCTypbl Ha HEOOXOIMMBIX HaM CIIOSX.
CoxpaHsieM KaxIyro U3 HUX.

12.  Dkcnoptupyem mMozenb B ¢popmare fhx.
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JIOI[O.]'[HI/ITEJILHI)IC MaTepna.m)I:

Buneoypok ¢ npuMepom Co31aHUs CEKUPHI:

Create a Stylized Low Poly Weapon In Blender-PartO1 Modeling -
https://www.youtube.com/watch?v=VRDIratUCMA&ab_channel=Chaakoraa



https://www.youtube.com/watch?v=VRDIratUCMA&ab_channel=Chaakoraa

