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Jopane neoo

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

Sx y mynbTduTbMax OTPUMYIOTh HABKOJWIITHE CEPEIOBHINEG, B SKOMY PYyXarOThCS
repoi Ta BiIOyBaIOThCS AKICh MOAII? AJKe HEIIKaBo, 10 Ha CIEHI € TUTBKU CTBOPEHI HAMH
00’extH, 0e3 Oynb-1Koro oToueHHs. ChbOroJHI BU CTBOPUTE peajbHy aHIMALIIO B KOCMOCI.
Haiia nitaroua tapisika 3A1CHIOBaTUME MIKTaJTAKTUYHUHN TOJIT. [[7151 IbOTO HE TOBEAEThCS
CTBOPIOBAaTH IUIAHETH W 3IpKU, MM TPOCTO 3aBaHTAXXKUMO KpacuBy ¢ortorpadio 3
IHTEpHETY.

3aBnannsa. CTBOpUTH aHIMAIIIIO JIITAIOYOI TAPUIKK Ha TJI1 30psTHOTO Heba.

HpOTOKOJI BUKOHAHHA 3aBJaHHA

1. 3aBa"Taxre (aiin i3 MOMEPEAHHOrO 3aBIaHHS (MOro Mo)XKHa 30€perTd 3 HOBHUM
IMEHEM).

Jlnst HamanHs 00'eKkTy OUIBII OKPYIIOl (hOpMH BUALIITH HOTO, HATUCHITH
I[IKM — Shade Smooth. 11106 06'ekT HaOyB MeTaneBOro GJIUCKY, y BIKHI
Properties, y Bkiajall HaJalmTyBaHHS MarepiaiiB, BHOEpITh CBUTOK
Surface 1 3miniTh mapamerpu Specular (6mauckyuicte) 1 Roughness
(mreprraBicTh) Ha CBid PO3CYII.
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B Cdepa & Material

@ Material

>

&~ Material

» Preview
¥ Surface

7 Use Nodes

Metallic

¥ Settings
Backface Culling
Blend Mode Opaque

Shadow Mode Opaque

2. 3uaiaite dpotorpadiro 30psHOTO HEdA.
3. V BikHi Properties BuOepith Briaaky HajnamryBaHHs CBiTYy.
4. 'V cutky Surface 6115 onst Color HaTUCHITH HA KPY>KEUOK.

&> Scene &) World

&)~ World
¥ Surface

Use Nodes
Surface e Background

Color

Strength e

» Volume

5. V¥ BikHi, mo 3’sBuiocs, Bubepitb Environment Texture.
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Ambient Occlusion
Attribute

Object Info

RGB

Vertex Color

Volume Info

Dimensions:
X
Y
z

Brick Texture Bright/Contrast

Checker Texture Gamma
Environment Texture Hue Saturation Value
Gradient Texture Invert

Image Texture Mix

Magic Texture RGB Curves

¥ Surface

=

Surface

Color
Blackbody
ColorRamp
Combine HSV
Combine RGB
Shader to RGB

Wavelength

Use Nodes

® Background

Noise Texture
Point Density
Sky Texture
Voronoi Texture
Wave Texture

White Noise Texture

6. Jlami 3’sBUTHCSA OMIlisA 3aBaHTaXeHHs MatoHKa. Haruchite Open 1 BHOEpITH TOMH
MaJTIOHOK, 110 BaM nogo0aeThes. I... Higoro He 3MiHmIOCa?!

7. IlepeiaiTh y pexuM peHAepHHTY (Y BEpXHOMY MpaBoMy KyTi Viewport, Haja ri3Mo
(BKa3iBHUK Oceil)) — 1 BU oTpumMaete 30pssHe HeOo! ToOTO KapTUHKY CBITY BUIHO B
PEXUMI PEHAECPUHTY ¥ HE BUHO y 3BUYAMHOMY PEKUMI.

8. HanamryiiTe kamepy, BUXOASYH 3 TOTO, SIKUI BUIJISAL BU O XOTUIM MaTH 3 KaMepH.

J11s 3py4HOCT1 BUKOHAMTE TaKi Jii:
a) Biakpuiite 61une meHto (N);

Mauaenxo C.B. http://teach-inf.com.ua 3



@Kpox N°32 Bopsine Hebo ‘ IHd)anAT m éﬂ@ «éﬂé@

0) y Bkiaami View nocraste npanopenb 0uis myHkTy Lock Camera to View;
B) HaJAIITYWTe BUIIAI 13 KaMepu, BU MOXKETE MOBEPTATH 00’ €KT, IUIOIIMHY,
HAONMMXKaTH 1X — MPU HOMY HE BUXOSYH 13 TIOJIS1 30pY KaMepu;
T') MICJIs HAJAIITYBaHHS 3HIMITH MPAIopellb.
9. 3a GaxxaHHSM BH MOXKeETe J0AaTh edeKT CIOCTePEKEHHsI KaMepH 3a 00’ ekrom. Jls
LBOTO:
a) BUAUTITh KaMepy, a MoTiM 00’ ekT (13 3aTucHyTor0 Kiasimieto Shift);
0) BuOepiTh 13 MeHio Object = Track = Track to Constraint.
10.Bigpennepits animaiiiro: Render = Render Animation.
11.36epexith blender-daiin i3 HazBoro Flying saucer animation_6.blend
12.TToBioMTE BUMTEIIS TIPO 3aBEPIICHHS POOOTH.
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