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Ocw yorce ngoch cxodice Ha Micmo

VYBara! [lio uwac pobomu 3 Komn'tomepom Oompumyumecs npasunl oOenexku i
CAHIMAPHO-2ICIEHIYHUX HOPM

JIist HamaHHS IPUPOAHOCTI CEPEIOBHIILY, IO OTOYY€E TTOOYI0BaHE MICTO, HEOOX1THO
ioro posdapOyBarn. Ane me Mae OyTH HE MPOCTO OIWH SKHICH KOMIp, a KOJip
MICIIEBOCTI — TpaBa, CKeNi, 3eMJsl, MICOK Toio. [ CTBOpeHHs nen3axy HeoOX1THO
CKOPHUCTATUCSI TOTOBUMH TEKCTYPaMH, sIKi MOKHA OE3KOIITOBHO 3aBAHTAXKUTH 3 IHTEPHETY
1 HaKJaCTH Ha IUIOIIMHY-JTaHamapT. Mu BXke CTBOPUIIM JEKUIbKAa 00’ €KTIB-Oya1BENb, K1
TAKOX XOTiTocss O momatw Ha creHy. lle poOuThCs 3 BUKOPUCTAHHSAM oOmepaii
npuenHanag. Hy 1, 3BicHO, clieHa OBUHHA OyTH OCBiTIeHa. MU BUKOPHUCTOBYBATUMEMO
IPUPOJIHE OCBITIICHHS — COHIIE.

3aBaanHs. 3acTOCyBaBIM TEKCTYpYy, po3dapOyBaru nanHAmadTt, A0JaTH CTBOPEHI
00’€eKTH Ha crieHy 13 nanamadToM. JlogaTu eIeMeHTH OCBITIICHHS.

HpOTOKOJI BUKOHAHHA 3aBJaHHA

. Bigkpuiite daiin, skuif MICTUTh CTBOPEHHUI BaMU paHiliie JaHamadT.
3acrocyiiTe n0 TMUIOMMHU-TaHamadry marepian. Jns mporo y BikHI Properties
BUOEPITh BKIJIAJIKY MaTepialliB 1 HATHCHITH NeW — CTBOPUTH HOBHM (O1JIbIIIE HIYOTO
pOOUTH HE MOTPIOHO).

3. 3HaWAITh 1 3aBAHTAXKTE 3 IHTEPHETY Oylb-IKYy TEKCTYpY, SIKy O BH XOTUIM OauuTH SIK
OCHOBY CBOTO JIaHIImaTy (MOXHA 3aBaHTAXUTH ACKITbKa KAPTHHOK, OCKUIBKH MPU
3aCTOCYBaHHI BaCc MOX€E HE 33JJOBOJIBHUTH PE3YNIBTaT).

4. Ilepeiinite y pexxum Shading. VY niBomy BepxHbOMY BiKHI (MeHemkep (aiiiB)

3HAMITh TEKCTYpY, AKY BHM 3aBaHTAXWIH. 3 1IbOTO BiKHA mepeTsarHiTh ii y Shader

Editor 1 3’e¢muaiite coketu Color 1 Base Color. 30UIBIINTH MOXJIUBOCTI

HajamTyBaHb MoxHa, noxaBmu Hopa Texture Coordinate (Add = Input =

Texture Coordinate).
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ect | Add | Object

User Perspective
(1) Collection | Plane

Select Add Node |&f Use Nodes Slot 1 ~ ‘,‘-» Material.001

v BecwoeHan TekcTypa zeman #1715pg ¥ Principled BSDF

st Toro mo0 moGayuTH pe3ysbTar, BaM HEOOX1AHO MEPEUTH B peKuM
HIBUKOTO PEHACPUHTY (3HAYOK PO3TAIIOBAHUN HAJ| T13MO).

5. JlomaiiTe cTBOpEHi paHiiie 00’ €KTH Ha ciieHy. J{Jis nboro:
a) BuOepith MeHio File = Append... 1 3HalgiTe ¢aiin 00’e€kra, KUK XOoueTe
3aBaHTAXUTH, HATUCHITH KHOTIKY Append;

Edit Render Window

& Link...

L
@ Append...
Data Prey
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VY mamii Object moke 30epiratucs He JTUIIE Ball 00'€KT, a i JOTIOMIXKHI
KaMepH, CBITIIO, TOIIIO.

Material Object

B) BUOEpITh (ailn 13 BalIuM 00’ €KTOM 1 HAaTUCHITH Append;

d d d

Camera Circle Light

T') 3MiHITh PO3MipH 00’ €KTa 32 HEOOX1AHOCTI Ta MEPEMICTITh HOT0 B TOTPiOHE MiCIIE.

6. JlomaiiTe maTepianu Ta 3a moTpedu po3dapOyiTe 00’ EKTH.
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7. 7. Jomaiite OCBITIACHHS CcieHl. s mbOoTro:
a) mepemicTith 3D-nypcop y mnorpibHe wmicue (Tam, ne O BH XOTUIM, 1100
pO3TaIloByBajocs Jkepeno ocBiTieHHs). Y Blender € pi3Hi TUnu OCBITICHHS, aje
MU BUKOPUCTAEMO THUI Sun (COHIIE);
6) narucuith Shift + A, Bubepitb Add = Light = Sun;
B) 3MIHITh KYT Haxwuwily MPOMEHIO Tak, 00 BiH OCBITIIOBaB MICTO. 3a MOTpeOH
3MIHITh MICIIE€ PO3TAlllyBaHHS JKEpEa OCBITICHHS.

8. 30epexiTh blender-daiin 13 Hazoro Star_City 2.blend
9. TloBimoMTe BUMTENS PO 3aBEPIICHHS POOOTH.
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