Tema 45: IlousaTTs cuenu ta ii eaemenTiB. Bikno nporpamu Blender.
Amnimaris. [lepeminienss mo kaapax

AHiManiss — e iJ1103ist pyxy 00’€KTiB, IKa OTPUMYEThCSI NIBUAKHAM 3MiHEHHAM
300pa’keHb HA eKPaHi.

VY Blender MmoxHa aHIMYBaTH HE TUIBKM IPOCTE MEPEMILIEHHS 00'€KTIB B TPOCTOPI, a 11e
U 3MiHY iXHBOT ()OpPMH, CTBOPIOBATH LMUKJIIYHUI pyX, MEPEMILIEHHS MO TPAEKTOPIi Ta 1H.
VY Blender animalis CTBOpPIOETbCS TaKMM YHHOM: BHUOMPAIOTHCS JESAKI Kaaph, B SKHUX
3MIHIOIOTBCS TMO3MIllT 00'€KTIB, KyTH iX MOBOpOTY, MacmTad Ttouio, naini Blender cam
PO3paxoBy€ MIBUAKICTh 3MIHH MAPAMETPIB TUT MIXK IIUMHU KaJpamH.

['0710BHUM MOHSATTSAM KOMI'FOTEPHOI aHIMAIlli € TTOHSATTS KJIY0BOT0 Kajapa.

KirouoBuii  kaap — me Mapkep 4acy, B fKOMY 30epirarlorbcsi 3HaYeHHA
BJIACTHBOCTEN 00'€KTA.

KirouoBmit kanp Qikcye napamerpu o0'ekTa B sIKHiiCh MOMEHT 4acy, a Blender ctBoproe
nepexiHl KaJpu MK KIFOUOBHUMHU.

Hanpukiiaj, KII040BUN KaJp MOXKE O3HAYaTH PO3MIpH 1 MO3UIIi0 Kyba B 1—My Kajpi.
KopucryBau Moke pomaru e OAuH Kio4oBMM kanap Ha 10—wmy kazapi, BuzHavaroun Ky0
B IHIIOMY ToJiokeHH1, 1 Blender Oyne aBromarnuHo BHU3HauaTH MpaBuiibHE nojoxeHHs KyOa
JUIS BCIX KajapiB MDK Kaapamu 1 1 10 B 3aieXHOCTI BiJi 00OpaHOTO METOMY IHTEPIIOJIAIIT
(manpuknan, be3we, MiHIAHO, KBaAPATUIHO, 1 T.1.).

Penakrop Timeline

Jnst  cTBopeHHs aHiMauii cmig  Biakputh penakrtop Timeline, sxuii  go3Boisie
nepemilaTrucs 1o Kajapax, CTBOPIOBATH KIIFOUOBI KaJpH 1 1H.
HatucHu Animation B roJ10BHOMY MeHIO. 3'sIBISThCS 3 BIKHA :

] T B T N

1 — BikHO cuenu; 2 — penakrop Timeline; 3 — BiKHO BUIUISAY 3 KaMepH.

TonoBumil perion penakropy Timeline 3aiimae kanpoBaHa IIKajia yacy, po3MidyeHa 3
kpokoM y 10 kanmpiB. OOmacTh mij IIKAJOK Yacy Ma€ Ha3By APKYyII eKCrmo3uiii. Y 1
oOmacti MM 0auuMO MicClsl PO3TAIyBaHHS KIIOUOBUX KaJpiB, IO3HAYEHI >KOBTUMHU



toukamu. [loTounmnii Kajap TMMO3HAYEHO CHHBOIO CMYXKKOIO, IMO3HAUKy IOTOYHOTO KaJpy
BUJIIJIEHO CUHIM MPSIMOKYTHUKOM.

Ob6uactb 3 0-ro mo 250-ii kaap nodapoboBaHa no-iHmomy. L{ei mpoMiKok Mmo3Havae Ti
KaJIpH, K1 OyIyTh CKJIa/IaTy aHIMAIIIIO.

VY HmxHIA yacTuHi pemakropa Timeline po3ramioBaHa naHejib KepyBAHHS HIKAJIOI0
yacy Ta BiATBOpeHHsiM. Y TpaBiii 4YacTHHI TaHENl yKa3aHO HOMEp IIOTOYHOTO KaJpy
(ma mamroHKy — 1), kaapy nmoyaTky aHiMarii (Cmapm) 1 0CTaHHBOTO KaJipy aHiMalii (Kireys).

[Tocepenuui maHenl MU 0auuMO KHONKH KepyBAHHSI MPOrpaBaHHAM aHIMaIli Ta
nepexogamu. OKpeMa KHONKA 3 KPY/KeUKOM MpPU3HAYeHa [IJIi aBTOMAaTHUYHOTO CTBOPEHHS
KJTFOUOBHX KaJIPiB.

AJITOpUTM CTBOpPEHHS aHiMamii HA 60 kaapiB:

1. KiiknyTy mo BigMiTIi 1-ro xaapy.

2. Bubpatu O0'ekt — Amnimanis — BceraButu kiarodoBmii kagp — Location,
Rotation&Scale (abo HatucuHytu I — Location, Rotation&Scale).

3. Knikaytu o BiamiTii 60-ro kaapy.

4. Bukonaru tpancdopmaiiito o0'ekra.

3. Harucuytu I — Location,Rotation&Scale.

[lepernsiny Ty aHiMalio MokHa HaTuckaHHSIM Ha [Ipo6in abo kHomnkoro Play.
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Ha pucynky nmokazaHo BUIVIS IIIKAJIK Yacy, B apKyIIll €KCIO3HUIIIH K0T BITOOPaKA€ThCS
MOJIOKEHHS 4 KITFOUOBUX KaJIpiB.
Taxkum yuHOM,

° MepEMIIIAIOYUCh 110 KAl Yacy,
° 3MIHIOIOYH B TOTOYHHUX KaapaxX 00'€KT,
° (IKCYIOUM 3MIHHU 3a JOTIOMOTO0 KJTIOUiB,

MU MOKEMO CTBOPUTH BIIHOCHO CKJIAJHY aHIMALIIIO.

SAxmo B mento penakropa Timeline Bubparu O — [lokaszaTtu cekyHau, po3MiTKa
KaJIpiB 3MIHIOETHCS HA YaCOBY IIIKAITY, 1 MM MOXEMO MTPUCKOPIOBATH 200 YITOBIILHIOBATH
BiJ0Opa’keHHs 3M1H 00'€KTa.
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TpuBamicTh KaJipy 3aJ€KUTh BiJl TOTO, CKUIBKH «IIPOKPYUYETHCS» KaAPIB B CEKYHIY. Y
pa3zi 60-tu kanpiB B cekyHay (60 FPS) kanp Oyne kopotie, Hixk y Bunaaky 24 FPS. Yum
oubwe FPS, T00TO unM KOpoTIIE TpUBAIICTh KaApIB, TUM IIJIABHILIE TIEPEXOAH, SIKICHIILE
aHIMallis.

30utbenHs FPS 361ib11ye po3mip BUXITHOTO (ailily 1 HABaHTa)Kye 0OUMCIIOBAIIbHI
MOTY>KHOCT1 KOMII'fOTEpAa.

3anuc y Bigeodain

Criouatky cI1iJi HaJalTyBaTH MapaMeTpy Bijeodaiy Ha
Brutasii Output pemnakropa Properties.

- | NEYaTKOBKA | OCTaMHE Kagpw
| SHMAL

Quiput Properties

| PograwysamHa slaaodanay

| Dopmat eigecdaiiny

3anyck peHiepy aHimailli BAKOHyeThcs 3 peaakropa 3D Viewport mpu BuGopi B
roinoBHOMY MeHIO Render — Render Animation (Ctrl + F12).

[Ticns poro movyHeThCs peHiep Kaapis. [[poManboByETHCS KOXKEH Kap, BC1 pa30M BOHH
YIIaKOBYIOThCS B Bijieodaitn. Periep 3aiimae yac. Bu MoxeTe OIiHUTH, IKUH 11€
PECYPCHOMICTKHI IPOIIEC, SKIIO HABITh HA CTBOPEHHS aHIMAIlll B KIJIbKa CEKYH/T TOTPIOHO
Oonmu3bpko XBUIIMHU. [Ipu peHepi y BepxHii JiBiit vacTuH1 pegakTopa Image
Editor BimoOpaxaeThcst HOMEp KaJpy, SIKU MPOMAJIbOBYETHCS B TAHHI MOMEHT.



