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AHHOTAUA

['maBHas 1enb TEKylleil paboThl 3aKIIOYAeTCsl B MOJCIMPOBAHMH PA3IMYHBIX OOBEKTOB
ropojia, a UMCHHO OOBEKTOB 4yacTu paiioHa JlacHams» Bo3ie jemoBoro xoiuia Tondiraba
Jadhall. beutn cMonenMpoBaHbl CIEAYIONIME MOJEIH: JISIOBBIA XOJJI, JEBATUITAXHBIC H
ISTUATAXHBIE JI0Ma, J1BAa BHJA JETCKOW IUIOLIAIKH, JOPOTH, OCTAHOBKH, 3HAKH, (DOHAPU H
npourne HeOonbpme OO0BEKTH. Besg 3Ta Mozmens HeOONBIIOW dYacTH ropoja Oblia
peanu3oBaHa B BHPTyalbHOH peanbHOoCcTH ¢ momomisio Blender u Unreal Engine 4 ans

oukoB Oculus Rift.

Bce 00BeKTHI ISt TaHHOM YacTh paiioHa, KpOME PaCTHTEIHLHOCTH OBUIM CMOJICITUPOBAHEI B
nporpamMMe TpexmepHoro MmoxenupoBanus Blender. [lanee, Mogenu Bcex 0OBEKTOB ObLIH
umnoprtuposanbl B Unreal Engine 4, pazpabarbiBaeMoro u moaaep>KuBaeMoro KoMraHuen
Epic Games. Jlns coznanus pa3nudHbIX TEKCTYP MCIOIB30BAICS PACTPOBBIN rpaduueckuii

penaktop GNU Image Manipulation Program 2 unu GIMP 2.

3a OCHOBY Mojiesiel ObUIM B3AThl PEANbHO CYLIECTBYIOIINE OOBEKTHI B ropojie TallIuHH, B
paiione Jlacmamss. TekcTypsl ObLIM chenaHbl ¢ MOMOIIBIO (oTorpaduil peasbHBIX

00BEKTOB M Pa3INYHbIX TOKPHITHIL.

Peanu3zanus Takoro THma MpoeKkToB TpeOyeT MHOTO BPEMEHU M YCWIIMH U B paMKax OJHOM
OakanmaBpckoil paboThl HE MOKET OBITh paccMoTpeHa. JlaHHas aumiaoMHas pabota Oyner
3aTparuBarh Ty 4acTh pabOThI, KOTOpast Oblia C/ie/iaHa B TAKMX MporpaMmax, kak Blender u
GIMP 2, To ecTh TIe MPOXOAHWIO CO3JAaHHE TEKCTYp, MOJCIUPOBAHHE OOBEKTOB M WX

TEKCTYpUPOBAHHUE.

JlurtomHast paboTa HampcaHa Ha PYCCKOM SI3BIKE M COAEpKUT TekcT Ha 30 ctpanu, 5

r71aB ¥ 42 pucyHKa.



Annotatsioon

Kéesoleva t60 peamine eesmérk on modelleerida erinevaid linna objekte, tipsemalt objekte
Lasnamée linnaosa ja Tondiraba Jaddhalli ldhedal. Modelleeritud on jargmised mudelid:
jaahall, iiheksa- ja viiekorruselised majad, kahte tiitipi ménguvaljakuid, teed, bussipeatused,
liiklusmaérgid, tdnavavalgustuspostid ja muud viikesed objektid. Viikest linnaosast mudel

oli realiseeritud Blenderis ja Unreal Engine 4 virtuaalreaalsuses prillide Oculus Riftile abil.

K&ik selle piirkonna objektid modelleeriti kolmemodtmelise modelleerimise programmis
Blender. Kodikide objektide mudelid imporditi Unreal Engine 4, mida aredatakse ja
toctatakse Epic Games ettevottega. Erinevate tekstuuride loomiseks kasutati rastergraafika
redaktor GNU Image Manipulation Program 2 ehk GIMP 2.

Mudelite aluseks voeti tegelikult olemasolevad objektid Tallinna linna Lasnamée linnaosas.

Tekstuurid tehti kasutades objektide ja erinevate katete reaalseid pilte.

Selle tiitipi projekte realiseerimine nduab palju aega ja pingutusi ning {ihe bakalaureuset6o
raames ei saa seda kisitleda. Kéesolev diplomit6d puudutab seda osa, mis on tehtud
programmides Blender ja GIMP 2, see tdhendab tekstuuride loomine, objektide

modelleerimine ja tekstureerimine.

Loputdd on kirjutatud vene keeles ning sisaldab teksti 30 lehekiiljel, 5 peatiikki, 42 joonist.



Abstract

The main objective of this thesis is to model various city objects, specifically object of a
part of Lasnamae district near the Tondiraba Ice Hall. There were next objects modelled:
ice hall, 5 and 9 stories high apartment blocks, two different types of playground, roads,
bus stops, road signs, road lights and various small objects. The whole model of a small
part of city was implemented using Blender and Unreal Engine 4 for the Oculus Rift virtual

reality headset.

All the objects for that part of city, except for the foliage were modeled using 3d modeling
software Blender. Then, all the objects were imported into the Unreal Engine 4 game
engine, developed and supported by Epic Games. There was raster graphic editor GNU

Image Manipulation Program 2 or GIMP 2 used to create various textures.

Created models are based on real object in Tallinn city, in Lasnamae district. Textures were

made with a help of photos of various real objects and surfaces.
An implementation of such kind of a project requires a lot of time and effort, that is why it
cannot be done within a single bachelor work. This diploma thesis only describes the part

of work made in Blender and GIMP 2, i.e. texture creation, objects modeling and texturing.

The thesis is in Russian and contains 30 pages of text, 5 chapters, 42 figures.
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1. BBenenue

3D-monenupoBaHre — 3TO pa3paboTKa TPEeXMEpPHOM MOojAeNHu Kakoro-mbo oobekrta. C
MOMOIIBI0 TPEXMEPHOTO MOJICTHPOBAHUS MOXHO CO3/1aBaTh JYyOJUKAT OIMPEACICHHOTO
npeaMera WM OOBeKTa M3 PEealbHOTO MHpA, a TaKKe CMOAETUPOBAaTh YTO-TO cBoe. Ha
CETOJTHSIIHUN JICHb B )KMU3HHU YEJIOBEKA MOCTOSTHHO HCIIOJIb3YETCsl TpexXxMepHas rpaduka B

Pa3IUYHBIX OTPACIIAX, TAKUX KaK MHAYCTPHUA pa3BICUYCHUA, MCIUIIMHA U IIPOMBIIIJICHHOCTD.

B manHO# numutoMHON paboTe MOWIET pedb 0 TPEXMEPHOM MojaenupoBanuu B Blender’e, o
TOM, KakuM 00Opa3oM co3/aBajachk MOJEIb HeOOJbIIONW yacTu paiioHa JlacHamsid Bo3ie
aenosoro xoyuta Tondiraba. Bee cMoaenupoBanHbie 00bEKThI B TaHHOM TUIJIOMHOM paboTe
CO3MaHBl C TIOMOIIBI0 OJHOTO TPHUHIUINA MOJCIUPOBAHUS — MOJUTOHAIBHOTO
Mo teTipoBaHusl. [IoTUTOH — 3TO MHOTOYTOJIEHUK, KOTOPBIM CO3/IaeTCs 3a CUET COCTUHEHUS

Tpex wiu 6ojee BepuIH pedpamu. Ha moiMron Mo>kHO HaKJIabIBaTh LIBET U TEKCTYPY.

HemanoBaxHOW 4YacTbl0 MOJEIMPOBAHUS CUMTAETCS TEKCTypupoBaHue. OT Xxoporen
TEKCTYpbl OYJeT 3aBUCETh, HACKOJIbKO XOPOLIO CO3JaHHBIH OOBEKT MOBTOPSIET OOBEKT U3
peanibHOro Mupa. MHorue pazpaboTUMKU UTP PUCYIOT CaMU CBOU TEKCTYphI, HO B JaHHOMN

pa60Te HCIOJIB3YIOTCS (I)OTOFpa(I)I/II/I PCAIbHBIX HOBCpXHOCTeﬁ IJI1 CO3JaHus TCKCTYP.

[lepen Tem, Kak MPUCTYNHUTH K MOJICTUPOBAHUIO OOBEKTOB, HEOOXOAMMO CO3/1aTh KaKyIO-
HUOY/Ib TOBEPXHOCTH CO CITYTHUKOBBIMH CHHUMKAaMH KapThl, 4TOOBI CBEPHUTH TOTOBYIO
MOJIeIh M0 KapTe U YOEIUThCS, YTO €€ pa3Mephbl MOBTOPSIIOT peanbHble. [lepBbIM nenowm,
paccMOTpUM, KaKoi BapuaHT ObLIT IPUMEHEH JUIS MOJIyYeHUs CHUMKOB TTOBEPXHOCTH KapThl

B JJaHHOU paboTe.

1.1 Hean

Jannas 6akanmaBpckasi paboTa COIEPIKHUT CISAYIOINE TSN
* Co3maHue KapThl;

» Co3pmanue TpexMepHbIX Mojeneii B Blender;



* Co3pnaHue TEKCTyp;
* HanoxxeHnue TekcTyp Ha OOBEKTHI,

*  3aBeplIaONIUi ATall CO3aHUs MOJICTICH.

1.2 Ilpobaembl

[TpoGnemMbl, BOSHUKHYBIIIHE BO BpeMs paboThl ¢ MojiensimMu B Blender:
*  YMcHbIICHHE IOJUTOHOB Ha 00BEKTAX;
* VYjaneHue HEKOTOPBIX CTEH Ha JIEOBOM XOJUIE U 3a00pe;
*  Cl0)XHOE TeKCTYpPHPOBAHHE HAa HEKOTOPHIX MECTaXx 0OBEKTOB, HAPUMED, HA TAKUX

KakK TpyOBI U miepua.
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2. Co3naHue KapThl YaCTH Fopoja

[Tocne u3ydyenus aByx nporpamm, Blender u Unreal Engine 4, Heo6X0auMo0 OBLIO PEIINTS,
KaKkuM 00pa3oM CO37aTh KapTy, C T[OMOIIbI0 KOTOPOH MOXHO OBUIO y3HATh
MECTOITOJI0KEHHE 00BEKTOB M CPABHHUTH Pa3MEPhl BUPTYAIbHBIX 00BEKTOB C peajibHbIMU. B
IpoIecce M3YYEHHs 3TOr0 BOIMPOCa, ObLIO MHOXECTBO BAapHAHTOB IS CO3MaHUSI KapThl,
OJIHAKO IPHUIIIOCH ObI BOCIIONIB30BATHCS HECKOJIBKMMH IPOrPaMMaMH, Y KOTOPBIX He OBLIO

OecCIUIaTHOM JINIICH3UN.

B camom Havane ObUIO MpPEIJIOKEHO BOCHONB30BaThcs cHUMKamu ¢ Google Maps, Ho
n300pakeHre ObLIO CIHMIIKOM Ppa3MbITBIM. Xopolled uaeed ObUIO HCIIOJIB30BaTh
CIyTHHKOBBIC CHUMKH ¢ KaptT Maaamet, ux paspemieHue Bbimie, ueM y kapt Google.
Opnako Ha kaprax Maaamet Henb3s BbIpe3aTb pPOBHBIE YacTU M300paKE€HUS KapThl.
Heo0OxonnMo ObUIO MOMY4YUTH CIIYTHUKOBBIE CHUMKHU pa3zmepoM 150x150 meTpoB, Tak kak
3TO OBLI OJMH M3 PEKOMEHIYEeMBIX pa3MepoB co3nmanus nanamadpra B Unreal Engine 4.
Ilenp ObUTa TakoBa — CKJIEUTh 8 JaHAMA(TOB, Ha KOTOPBIX OBIIM CBEPXY HATO0XKEHBI
M300paXeHUs CHMUMKOB 4YacTW paiioHa. B  wurore ObUl  HWCHOJNB30BaH  CalT

http://geoportaal. maaamet.ee/. [Ins wm3MepeHHs pPACCTOSHHUS MPUMEHSJICS HWHCTPYMEHT

vahemaade mdadtmine (nuneiika). Cama nuHelka B BHIEC Kpyra, o JHaMeTpy KOTOpPOH
BO3MOXHO OBUIO ONpEAENuTh H3MepsieMoe paccrosiHue. llpomecc M3MepeHHsl y4yacTKOB
nuHerkon mo 150 metpoB mpousutrocTpupoBan Ha Puc. 1. JIst Toro 4ToObl CIIyTHUKOBBIE
CHUMKH BBITJISIAENN O60JIee TOUHO, MPUOIMKAIICA KaK MOXKHO Oyivke oJuH yyacTok 150x150
METPOB U Jienancs CHUMOK 3kpaHa. C nomorsio nporpamMbel GIMP 2 B utore nosyuusinoch
8 m300paxkeHuil kapTel. B pe3synbprare cama Kapra, cocrosimas W3 8 yacTei, BbIILUIA

npumMepHo pazmepoM 600x300 meTpoB.
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(s Lisa punkt _ Muuda punkt._ Kustuta punkt

Pucynok 2. KoHeunast kapTa yactu paiiona Jlacuamss B Blender'e
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3. Co3nanue moneau B Blender

Blender — OecratHbIi peakTop Ui CO3aHUsI TPEXMEPHOW KOMITBIOTEPHOM rpaduky,

KOTOpBI JaeT BO3MOXKHOCTh 3aHMMatbcs 3D MopenupoBaHueM, HaCcTpawBaTh

OCBCIIICHUC, CO31aBaThb aHuUMalluuy, TCKCTYpUPOBATb O6’beKTBI, 3aHHMMAaThbCA

nocToOpaboTKONM U MHOroe Jpyroe. SBiseTcss OIHUM M3 caMbIX monmyisipHbix 3D -

PECAaKTOPOB C OTKPBITBIM UCXOAHBIM KOAOM.

OcoOennoctu nnTepdeiica MoaIb30BaATEINS:

3.1

1)

2)
3)

PexxuMbl penakTHpoBaHUS, OCHOBHBIMHM SIBJSIOTCA OO0BEKTHBIH pexxuMm (Object
mode) u pexum penakrupoBanus (Edit mode), koTtopeie mnepexro4arOTCs
knaBuie Tab. OObeKTHBIN peXUM UCHOIb3YETCS IS MIEPEMEILECHNUS, BPALLleHUs U
MaciITabupoBaHusi 00BEKTOB, a PEXHUM PEAAKTUPOBAHUSA — JUIsl Oosiee IeTalbHOU
00paboTkn o0BekTa. Bes pabora ¢ 00beKTaMH OOBIYHO IPOXOJAMT MMEHHO B
pEeKUME pelaKTUPOBAHMSL.

Hcnonp3oBaHne ropsYrx KJIABUIII ¢ TIOMOIIBIO KITABUATYPHI.

VYnpasiaenue pabounMm mnpocTpaHcTBoM. ['paduueckuit unTepdeiic Blender’a
COCTOUT U3 OJJHOTO MJIM HECKOJIbKMX SKPAHOB, KXl M3 KOTOPBIX MOXET OBbITh
pa3nenéH Ha cexiuu. B cBoeit paboTe aBTOp B OCHOBHOM HCTIOJIF30Bajla TOJIBKO JIBa
JKpaHa, Ha MepBoM ObUT OTKpHIT pepaktop 3D View — penakrop miist mpocMoTpa U
pabothl ¢ Mozensmu, a Ha BTopom — UV/Image Editor — pempakrop amst paboTsl ¢

TEKCTYpaMHU.

HauaJjo co3panusg moaeau

OOBbexTsl MOTYT OBITH pa3HbIX BHIIOB, (OpM M pa3mepoB, modTomy B Blender mmeercs

MHOI'0 PpPa3JIMYHbIX HUHCTPYMCHTOB. Ka)K,I[BIﬁ 00BEKT MOKHO nepemMeuiaTb, BpallaTb U

MaCI_HTa6I/IpOBaTB.

[lepen TeM Kak IPUCTYNHUTH K CO3/IaHUIO MOJIEIH, HY>)KHO HACTPOUTH €AMHUIIBI U3MEPEHUS

B cpene Blender’a. Choenath 3T0 MOXHO cieayrOImuM o0pa3oM — BKIIOYHTH Ha 0a30BOi

HaHEeNIN KHOIIOK penakTop Properties (0ObIYHO OH Cpa3y OTKPBIT IPH 3aITyCKE TPOTPAMMBbI),
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Ha TIAHEJIM KHOIOK BBIOpaTh paszesl SCene, mocie uero BbeiOupaetcss Metric, kax

n300paxeHo Ha Puc. 3. B koHeuHOM UTOTE BCA CHCTEMa U3MEpeHHs OyJeT B MeTpax.

Imperial

Radians

PI/IcyHOK 3. CucreMsl HU3MEPCHUS B IIPOrpaMMeE B METpax

IMportecc co3manust 00HEKTOB KaXIblii pa3 HAYMHAIICS C JOOABICHHUS MPOCTOTO MEII-00eKTa
— maockocTh (anri. Plane) depes Brmaaky Hmxnaero menio Add -> Mesh -> Plane B
00BEKTHOM PEXHMME, KaK MOKHO 3aMeTHTh Ha Puc. 4. TTocie co3manus MIOCKOCTH, HYKHO

HepeiTH B PeKUM pelaKTUPOBAHMS JUIs AajibHEeHIIeH paboThl CO3/1aHUS MOJAEIH.

Group Instance
Force Field

¥ Lamp

Camera
Plane
Speaker Cube
Circle
UV Sphere
Ico Sphere
Cylinder

Cone

|
®
®
()
&
E
¢
e

*

Global H ‘

Pucynok 4. Jlob6aBneHre IpOCTOr0 MEMI-00bhEeKTa
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PaGota B Blender’e B ocHOBHOM MpoXojania B peKHUME PEIAKTHPOBAHHUS, IOITOMY HIKE
HalMCaHbl OCHOBHBIE TOPSYHE KIIABUIIH, KOTOPhIe ObLIN 33JeiCTBOBAHbI B JaHHOW paboTe
B 3TOM pEXUME:

Knasuwa TAB — mepexiaodaeT MEXAy COOOW pEeXUM PEIaKTUPOBAHUS M OOBEKTHBIM
PEXKUM.

Knasuwa A — ucnionmb3yercsi Ui BBIICIEHUS BCEX BEPILIMH, MOBTOPHOE Ha)aThue 3TOU
KHOIIKH ITPUBEJET K CHATHIO BBIOOPA C BEPILUH.

NumPad — yrnpasieHre pexuMaMi POCMOTpa: 7 — BU cBepxy, 1 — Bua criepenu, 3 — BUI
cOoky, 0 — BUI M3 KaMepBl, 5 — PEKUM MEPCIIEKTUBBI/ OpPTOTpahUIECKHA PEKUM.

Mbiwika — neBasi KIaBWIIA TpeJHAa3HaueHa Uit yrpasieHus 3D-kypcopom, mpaBast uis
BBIJICJICHUS] BEpIIMH OOBEKTOB, CPEOHsS Ul BpallleHUs U INPOCcMOTpa OOBEKTOB MOJ
Pa3HbIM YIJIOM.

Knasuwa Shift — He00X0IUMO yIEP>KUBATh 3Ty KJIABHINY, YTOOBI AeTaTh MHOTOUYHCICHHBIC
BBIJICJIEHUE MPABOM KJIABUIIEH MBIIIH.

Knasuwa S — macitabupoBaHue BbIIETICHHBIX 00bEKTOB/BEpIIMH/pedep/TpaHeit.

Knasuwa G — nepemelnieHue BbIIEIEHHBIX O0BEKTOB/BepIIMH/pedep/rpaHeil mo X, Y, Z
OCSIM.

Kombunayus Shift + D — ny0arpoBaHue BbIIEIEHHBIX 00bEKTOB/BEPIIMH/pedep/TpaHeit.
Knasuwa E — BBITATUBAET BbI/IETICHHBIE BEPIINH/pedep/TpaHei.

Knasuwa N — BbI3pIBaeT HH(POPMALIMOHHOE OKHO BBIAETIEHHOTO 00bekTa. /[aHHBIE B 3TOM
OKHE MOXKHO M3MEHATh. Hampumep, W3MEeHEHHE pacIioioKeHUE BBIACICHHOTO 00BEKTa Ha
TUTOCKOCTH.

Knasuwa F — co3maer rpaHb MeXIy BBIJCICHHBIMH BeplIIMHAMU. UTOOBI CO3/1aTh I'paHb,

CJICOAYCT BBIACINTL HC MCHCEC TPCX BCPIINH.
K BBIICTICPCUYNCIICHHBIM  KJIaBUIIIaM, MOKHO }106aBI/ITI) OOHY BaXHYIO0 OIIWI0 1A

cozmanusi 00vekToB — Subdivide. ITpu ucnons3oBannu Subdivide kakaoe BBIAEICHHOE

peOpo pazbuBaeTcs Ha /jBa paBHBIX peOpa, Kak MOXKHO BuAeTh Ha Puc. 5.
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Pucynok 5. Bei6op dyukmmu Subdivide

B 00BEKTHOM pEKHUME B OCHOBHOM HCIOJB30BATHCH KombOunayus Ctrl + J —
0oOBeIMHSIIONIAsT BBIOPAHHBIE OOBEKTHI B OJUH OOBEKT, W Krasuwia P — Ha000poT

pazOuBaroias O0HEKT Ha pa3Hble OOBEKTHI.

PI/IcyHOK 6. Koneunas MOACJb IIATHITAXHOTO JOMa
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3.2 YaajeHue JUIIHEro HA MOJEJIH

bmmxke k KOHIY Iponecca Co3gaHus MOACIHU, €€ HCO6XOI[I/IMO IIPOBEPUTHL Ha IMPEAMET
pPa3iIuYHBIX HCEOIO0YCTOB, TaKHUX KakK ,Z[Y6J'II/Ip0BaHI/IC BCPIIIMH, BBIBCPHYTHIC HOPMAJIH,

JIUMITHUEC ITOJIUTOHBI.

Bo-nepBbix, HEOOXOUMO yIaIUTh JUIIHUE BEPIIUHBI, pedpa 1 TpaHH.

Bo-BTOpBIX, HEOOXOAMMO MPOBEPUTH BCE HOPMAJIM HA MOJIENH, YTO BO3MOXKHO CJEJaTh C
nomonipto Viewport Shading: Solid, cmotpu Puc. 7. B nannoit pabore HOpMab cUuTaeTCsI
noiuroHoM. Eciii jke He COBCeM IMOHSATHO, KaKUe HOPMAU BBIBEPHYTBI, TO 3TO JIETKO

MOKHO TIpoBepuTh B Unreal Engine 4.

) Rendered
Material

Texture

@ wireframe i ) R )
Display the object solid, lit with default OpenGL lights

(4) 5-zka @, Bounding Box

% EdtMode v @ 5| % ¥/ L2 ciobal ¢ |M® e @ @ A R AR

Pucynok 7. IIpoBepka Hopmaeii ¢ momorsio Solid

B cnydae BBIBEpHYTBIX HOpMaliel, HY’)KHO WX BBIOpaTh U HCIIONB30BATH CIEAYIONIYIO
BKJIaAKy B HIbkHeM MeHto: Mesh -> Normals -> Flip Normals, u3o6paxennoe Ha Puc. 8.
Ho nmannsii crioco6 He Bcerma momoran. MHoraa kakas-HHOYIs CTOpOHA OIpPEACIICHHON
mozenu B Unreal Engine 4 morma tak ¥ He TOSBUTHCS Ha OOBEKTE IMMOCIE HACTPOUKH

HOpMAaJIEH, ITO3TOMY IIPUXOJUCH CO3aBaTh €€ 3aHOBO BPYUHYIO.
B-Tperbux, Bce AyOnupyrome BepIInHbI, KOTOPbIEe HAXOAATCSA O4Y€Hb OJIM3KO APYT K APYTyY

MOYKHO yJaluTh aBTOMATHYECKH, ¢ ToMomeio MeHoo: Mesh -> Vertices -> Remove

Doubles, cmotpu Puc. 9.
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Symmetrize

Clean up
B

Recalculate Outside Ctrl N

Ctrl F Shift Ctrl N
Ctrl E

Ctrl V

Recalculate Inside

Delete X
Extrude
Add Duplicate

UV Unwrap..

Snap
Mirror

Transform

Undo History
Redo
Undo

Ctrl Alt Z
Shift Ctrl Z
Ctrl Z

¥ Edit Mode ¥ Global

Proportional Editing Falloff

Proportional Editing
AutoMerge Editing

Mark Sharp Edges
Clear Sharp Edges

Sort Elements.

Bisect
Snap to

Symmetrize

Clean up

Delete
Extrude

Add Duplicate
UV Unwrap...

Snap
Mirror

Transform

Undo History
Redo
Undo

=

mmetry

¥ EditMode ¥

Bevel Shift Ctrl B
Convex Hull

Smooth

Blend From Shape
Smooth Vi

Shape Pro

Vertex Groups
Hooks

X
AltE

Shift D

u

Ctrl Alt Z
Shift Ctrl Z
Ctrl Z

A

Pucynok 9. Ynanenue n1yOnupyromumx BepInH

Ecau momens chnemana B ¢GopMe Kpyra WM [UIHHIPA W3 HEOOJBIIONO0 KOJINYECTBA
MIOJIMTOHOB, TO ¢ ToMoIslo Shade Smooth MokHO caenaTh MOBEPXHOCTh ATHX O0OBEKTOB
[JIaIKOM, BU3yaIbHO YBEIMYMBAsK KOJMUYCCTBO MOIMIOHOB. J[aHHYIO OIMIIHIO MOYKHO C/IEIaTh

gyepe3 Mesh -> Faces -> Shade Smooth, kotopas nmoka3zana na Puc. 10.
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Wire Frame

Mark Freestyle Face

Clear Freestyle Face

Poke Faces
Show/Hide Triangulate Faces
Tris to Quads

Proportional Editing Falloff
Split by Edges

Proportional Editing
AutoMerge Editing
Shade Flat
Sort Elements.. 5
Recalculate Normals Ctrl N
Snap to Symmetry Rotate Edge CW

Symmetrize
Rota

Clean up

Normals

Edges Ctrl E
Vertices Ctrl V

Delete X
Extrude AltE
Add Duplicate Shift D

UV Unwrap. u

Snap
Mirror

Transform

Undo History Ctrl Alt Z
Shift Ctrl Z
Ctrl Z

¥ EditMode ¥/ @ ¥ % ¥ L[ Global

Pucynox 10. [Ipouecc co3nanus riiaIkoil HOBEPXHOCTH

3.3 Oco0eHHOCTH CO31aHUST HEKOTOPBIX MojIeei

OmnpeneneHHble MOETU ObUIM CO3/1aHbl IPU UCHOIb30BAaHUU PA3IUYHBIX MOJIU(UKATOPOB.
U3 cnircka Moaudukaropos, n3odpakeHHbix Ha Puc. 11, ucnons3oBanucek Array, Boolean,
Curve. OHu OBLIM HYXXHBI JUIS CO3JJaHUS TaKUX OOBEKTOB, KaK OKHA Ha JIEAOBOM XOJIJIE,

noporu, OpeBHa, OKPYKAIOIIUE IETCKYIO TUIOMIAIKY.

Bce roroBeie 00BEKTHI, MPH MCIONB30BAHUU KOTOPBIX HPUMEHSINCh MOAN(PUKATOPHI,

I/I306pa)KeHBI HUIKC U TTOJIHOCTBIO 3aTCKCTYPUPOBAHBI.
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¢ Data Transfer
i=i Mesh Cache
® Normal Edit
UV Project
UV Warp

Y Vertex Weight Edit

" Vertex Weight Mix

' Vertex Weight Proximity

Add Modifier

Array
Bevel

Boolean

&= Build

¥ Decimate

Edage Split
Mask

 Mirror

Multiresolution

i Remesh

Armature
Cast
Corrective Smooth

Curve

. Displace

Hook

Laplacian Smooth

i Laplacian Deform

Lattice

i Mesh Deform

nulat

Cloth
Collision
Dynamic Paint

Explode

% Fluid Simulation

Ocean
Particle Instance
Particle System

Smoke

¥ Soft Body

Screw e* Shrinkwrap

£ Skin Simple Deform
Solidify # Smooth
Subdivision Surface Warp

/] Triangulate Wave

Wireframe

Pucynox 11. Habop moaupukaTopoB

3.3.1 JlemossIii xoi1 « Tondiraba Jaahall»

B nmanHOM citydae XO0Tenoch Obl pacCCMOTPETh, KaK CO3/1aBaMCh OKHA JJIs JIEJOBOTO XOJIIa,
YYHUTHIBAasi WX KOJUYECTBO HA BCEM 3JaHHMH. [lepBbIM 1eloM Co37aBajoch OJHO OKHO
KBaJIpaTHOM (POPMBI, Y KOTOPOTO OBLIO CTEKJIO U paMa, IOCJE Yero Ha HEro HaKJI1abIBaJIuCh
TEKCTYpHI. 3aTeM OKHO JyOJIMPOBANIOCh, U €ro KOMUHU Pa3MENIAINCh M0 BCEMY MEPUMETPY
JEAOBOrO XOJIa, COOTBETCTBEHHO UX peaJbHOMY pacnojiokeHuto. B mporuecce

pa3MerneHus, OKHaM MpHUIaBaiach Hy)kHas popma kak Ha Puc. 12.

OkHa 00s3aTelIbHO JOJIDKHBI OBITh OTACIbHBIM O6’bCKTOM, TaK KakK MOI[I/I(I)I/IKaTOp HC BCCTJa
pa60TaeT CTa6I/IJ'H:H0, U CTCHA XOJlJIa MOXCET HMCYC3HYTH COBCCM. ITocne TOT'0, KaK OKHa
pacCTaBJICHEI 11O OJIHOM CTEHE Xojjia, ux H606XO,Z[I/IMO BBIACIIUTD U Pa3MCCTUTD Tak, YTOOBI

W3 CTEHBI OBLIN BUIHBI TOJIBKO paMbl OT HUX. [laHHOE nelicTBue moka3zano Ha Puc. 13.
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Pucynox 12. Co3maHue OKOH Ha JIEIOBOM XOJLIE

Pucynok 13. PacrionoxeHne OKOHHBIX pam

3aTeM HEOOXOIMMO aKTHBHPOBATH CTEHY XOJUIa B OOBEKTHOM PEKHME M BBHIOPATh pasies
Modifiers B mpaBoM MeHIO, B KOTOpOM MpuMeHHTh Moaudukarop Boolean u omeparuio
Intersect B Hem. Jlaee HY»KHO PUMEHHUTH JAHHBIH MOAU(MHUKATOP K CTEHE JIEJOBOTO XOJIIa,

KOTOPBII npomiuttocTpupoBan Ha Puc. 14 u Puc. 15.

[Tocne mpouecca MoaudpuKanuyu HEOOXOIMMO NEPEUTH B PEKUM PEAAKTHUPOBAHUS U
yIaJUTh YaCTH OKOH, KOTOPHIE MOSBUJIMCH HAa CTEHE XOJIJIa MOCTIe TepeceyeHus ¢ 00bEKTOM
okoH. Ha cTeHe Xosa OCTaHyTCS OTBEPCTHS JUISI OKOH, KOTOpbIE 3aroJIHAT OOBEKT C

OKHaMMH.
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Pucynox 14. T'oToBBIC OKHA Ha XOJUIE

Intersect

Pucynox 15. Moauduxarop Boolean

Pucynox 16. Koneunas monens jenoBoro xoiuia Tondiraba
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Pucynok 17. I'maBubiii Bx0J1 JieqoBoro xoiuia Tondiraba

Pucynok 18. Koneunas mozens neoBoro xoiua Tondiraba
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3.3.2 bpeBHa Ha JeTCKOM IJIOIIAAKE

Jdns co3manust OpeBeH Ha JETCKOW IUTOMIaJKE HEOOXOAMMO BOCIOJIB30BATHCA IBYMSI
monupuxaropamu: Array u Curve. Array co3aeT MacCUB KOIUN HCIIOIB3yeMOro 00BEKTa.
Bepmuabl xonmii 6a30BOro 00BEKTa MOXKHO COEIUHATH MEXAy co00i uiaum HaoOOpT
OTIANATH Apyr OoT Apyra. Jlanuelii Moaudukarop ynoOHO MPUMEHSTH C MOIU(PUKATOPOM

Curve, Tak Kak TpeOyeTcsi pacrojOkKHUTh OpEBHA 110 KPYTY.

[TepBBIM J1€710M CO3AIOTCST KOITUU OPEBEH € MOMOIIBI0 MoAuduKaTopa Array B 00bEKTHOM

pexuMe, Kak mokazano Ha Pwuc. 19 u Puc. 20.

Fixed Count

" Relative Offset

Pucynok 20. Moaucdukarop Array
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Uto0b1 pacnosiokuTh OpeBHA IO KPYT'Y, HY’)KHO TOOABUTH B IIPOEKT KPUBYIO B BHJIE KpyTa

Circle u Hactpouts ee pazmepsi (Puc. 21).

Group Instance
Force Field

Lamp

Camera

) Speaker

Empty
Armature ,) Bezier
Surface

Mesh

Pucynok 21. To6asnenwue Circle

Jlayiee HY>KHO BBIOpPAaTh CHOBA OpeBHA U OOABUTH €I OJAWH MOAU(PUKATOP TOJT HA3BAHHEM
Curve. B momudukarope B Cricke 0OBEKTOB BRIOMPASTCS CO3/IaHHAS KPUBasi, KaK MOXHO

3aMeTUTh Ha Puc. 22.

Add Modifier

—

Pucynox 22. Moauduxaropst Array n Curve
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B urtore OpeBHa OyayT pacmoioKeHbl IO KPYTy, 4TO IpOMLUTIOCTprpoBano Ha Puc. 23. Hx
KOJINYECTBO MOKHO PETYJIMPOBATH C MOMOIIBIO KoJn4ecTBa 00beKToB B Tpade Count mpu
BeiOpannom Fixed Count B momudukatope Array. Korma Bce (yHKIMH C IByMs

MOILI/I(l)I/IKaTopaMI/I BBITIOJIHEHBI, UX HGO6XOILI/IMO IIPUMEHUTH Ha 00BEKTE.

Pucynox 24. Koneunast MoJziesib OpeBEH, pacCTaBICHHBIX BOKPYT AETCKOH IIIOMIAIKN
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3.3.3 doporu

Co3pmanue JOpor MoX0oXke Ha MPOLEecC CO3MaHHs OpeBEH BOKPYT JIETCKOH IJIOMIAAKH TEM,
YTO TaK)Xe MCIOJIb3yeTcs ABa MoanukaTopa. PaboTa Has 1oporoit HaUMHAETCS C CO3/AaHUS
onHOro Ooparopa, mocie 4Yero mnpumeHsercs moauduxarop Array. UtoOsl O0pIiopb
PAaCCTaBUTL TaK, KaK OHH PACIOJIOXCHBI B HCﬁCTBHTeHBHOCTH, HGO6XOI[I/IMO [[O6aBI/ITB

monupuxatop Curve. Ilepen Tem, kak 3TO cAeNlaTh, HY)KHO J0OABUTh KPUBYIO B BUJIE ITYTH,

Kak n3o0paxkeHo Ha Puc. 25.

B pexume penakTUpoBaHHMS TpUIAEM HYXHYIO (GOpMy IyTH,
CIIyTHUKOBBIM CHMMKaM. [locne co3manust 60paopoB € ABYX CTOPOH AOPOIH, HEOOXOJUMO
COCJMHUTh BCE HIXHME BEpIIMHBI OOpPAOpOB Ipyr C ApyroM kKinaBuuied F, B wurtore

MoJIydacTCsa aopora, Ha KOTOPYIO HAKJIaAbIBACTCA OIPCACICHHAA TCKCTypa H CBEPXY

pa3MerTka.

Group Instance

Force Field

) Speaker

Empty
_attice
Armature
Text

Metaball

Surface

Mesh

3 Bezier

'C). Circle

C Nurbs Curve
O Nurbs Circle

a5

_‘k¥

Fath

@ Object Mode

Pucynok 25. Jlo6aBienue nytu
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Pucynox 26. Koneunast Mosienb JOpor, BU CBEPXY

Pucynok 27. Koneunast MoJiesib JOpOT
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Pucynok 28. TIpumep oiHOM TapKOBKHM BO3Jie JiegoBoro xoyuia Tondiraba
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4. TexkcTrypupoBaHue Mojeel

Blender mo3Bosisier KOHTPOIMPOBaTh BHELIHUI BUJI OOBEKTA, IPUMEHSISI IIBET U TEKCTYDY.
st Toro, 4TOOBI HAYaTh MPOIIECC HATOXKEHUS TEKCTYPHI Ha 00BEKT, HEOOXOMMO BHIOpATh
€ro MOJUTOHBl M CO3JaTh I HHUX MaTepuall, Ha KOTOPBIH B JanpHEimeMm Oyner
HAKJIQIBIBaThCSl TEKCTypa. Marepuan co3maeTrcs Bcerjga mepen J00aBICHHEM TEKCTYpBI.
[TpoucxoauT 3TO ciieAyrOIUM 00pa3oM: B PEeXHUME PEIaKTUPOBAHUS BHIOpAaTh MOZIETb, B
IpaBOM MEHIO BbIOpaTh Bkianky Material u co3naTh HOBBIM MaTepual, Kak MpPEICTaBICHO
Ha Puc. 29. OTkpeiTh BKIaAKy TeXture u BCTaBUTH CBOIO CO3JAHHYIO TEKCTYPY, YTO MOXKHO

nocMmotpets Ha Puc. 30.

Ecmn HEeoOxommmo co3gath OOBEKT € HECKOJIBKHUMH TEKCTYpaMH, CIEOyeT BBIOpaTh
HEOOXO/MMBIE TpaHU O00BEKTa, BHIOPATh HYKHBIH MaTepHall U Ha)KaTh HA KHOMKY Assign

(Puc. 29). ITocie 3Toro oaHa 4acth 00bEKTa OYAET OJHOTO MaTepHalia, a Apyras 4acTb —

JpyToro.

i3 5 Data

Wire Wolume Halo

Pucynok 29. Co3nganue marepuana
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El Image or Movie

Texture Both

Pucynox 30. JlobaBieHHe TeKCTypHI

BaxxHo Takke OTMETHTh, YTO MaTepual U TEKCTypa MOJDKHBI MMETh pa3HOE Ha3BaHHE,
uHaue moxxe Unreal Engine 4 Gyner nepeMMeHOBBIBAThH UX, J100aBiss uudpsl 1,2,3 u T.1.
MO MOPSAKY, YTO MOXKET CO3JaTh HEKOTOPYIO MyTaHUIly. MaTepuaibl pa3HbIX OOBEKTOB

Tak)kKe HeOOXOMMO HA3bIBATh MO-PA3HOMY, €CIIH UX TEKCTYPhI pa3IndaroTCs.
Ha crtpanwine Huke mpHUBEACHBI MPUMEPHI, KaK TMOYTOBBIM SIMUK W Kadyeld Ha JETCKOU

IUTOMIA/IKe BRISAAT Oe3 Tekctyp u ¢ HuMu. Koneuno, B Unreal Engine 4 stu o0bexTh

BBITJIAAAT TOPa3g0 JIydlIe, TaK KaK TaM HACTPAUBACTCA UX MaTCpHaJl.
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Pucynox 31. [To4TOBBIH SITUK 10 Pucynox 32. [To4TOBBIH SITUK TIOCITE

HaJIOKCHUA TEKCTYP HA HETO HaJIOKCHUA TCKCTYP HA HETO

Pucynok 33. Kauenwn Ha neTcKoil miomaake 10 Pucynox 34. Kadenu Ha JeTCKOM IUIOMIAIKE TIOCIIE
TEKCTYpUPOBaHHS

TEKCTYPUPOBAHUS
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4.1 Co3naHnue TEKCTYpPbl

[lepBbIM femOM HEOOXOAMMO CAENATh yaauHyr (oTorpaduio TOro Wik WHOTO TOKPBITHS,
JydIlle BCETO JeNaTh 3TO BO BPEMsi COJIHEYHOH morojsl. B obnavynyto morony ¢ororpadun
MOJTyYaIiCh 00Jiee CHHIMH U HE TIepeIalii PeaabHbIi BUJ. B OONBIIMHCTBE CITydaeB B X0/1€
paboThl, U3 U300pakeHn HeoOXoIUMO OBLIO CeNaTh OCECIIOBHBIC TEKCTYPHI, B CIIy4ae C
¢dororpadusMu OKOH, 3HAKOB MOXKHO IPOCTO BBIPE3aTh U3 IEJIOT0 U300pKEHHS HYKHYIO
4acTh W, NMPH HEOOXOJMMOCTH, OTPEIaKTUPOBaTh MOJYYCHHOE, Oyarofapsi pa3indHbIM
UHCTpyMeHTaM. /J[7s1 BBINICTIEPEYUCICHHBIX Meled B X0Je pabOThl HCIOIBb30BAJICA
pactpoBsiii rpaduueckuii pegakrop GNU Image Manipulation Program 2 wm GIMP 2.
GIMP 2 cuutaercst cBOOOAHBIM MMOA00MEM PA3JIMYHBIX IIATHBIX PEJAKTOPOB (HaAmpumep,
Adobe Photoshop). [lyist co3nanust TEKCTYpbI HCTIOJIb30BATKCEH CIICIYIONINE HHCTPYMEHTHI:

® [ITaMIl: BEIOOPOYHOE KOMUPOBAHHE M3 M300PaXKCHUS WM TEKCTYPBI IMPH MOMOIIU

KHCTH, KOTOpHﬁ oMoraja peTylnupoBaTh OB HA TCKCTYPE

Pucynok 35. [1aHenb HHCTPYMEHTOB

e CMelleHHe M300paXKeHUs, HEOOXOAMMOE sl CO3/aHUs OECIIOBHOW TEKCTYpHI;
BBIOpaTh JIaHHOE JEHCTBHE MOXKHO 4Yepe3 MEHIO CIIOi -> mpeoOpazoBaHHs ->

CMECTHTH (TYT HY)KHO PEryJUpOBaTh 3HAYCHUE CABUTA MO OCH X H Y)
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skenne Cnolt  LUser WHctpymentol  ®uabtpel  OkHa  Cnpaexa

L w [ CosaaTs CAOif... Shift+Ctrl+N PR SO 1 SR

S Cosgate 13 Buaumoro
L’H( £ i' [ Cosaate rpynny cnoés...

" :;-‘," '8 Cosaate konuto cnos Shift+Ctrl+D
S8 s Mpukpenute cnoi Ctrl+H
&l OB6beanHUTL C NPEeabIAYLLIAM
4/

B Yaanute cnoii

Cronka cnoes
Macka

vy v v v

Mpo3zpauHocTs
ﬂpegﬁp'uomm &> OtpasuTe No ropusoHTann
R B panuus cnos.. £ OtpasuTe no pepTukann

[, Cnoii k pazmepy usoGpaxenns % MoeepHyTs Ha 90° no Yacosoii cTpenke

B Pasmep cnos...

& MosepHyTs Ha 90° NpoTME 4acosoit CTpenkn
95 \ 1 /A Orxagpwposars 6 sbigenenme a MosepHyTs Ha 180°
N . ABTOKPMPOBETB SI08 @ MpouseonsHOE BPaLLEHNE. .

Cmectute... Shift+Ctrl+0

Pucynox 36. Cmemenne n3o0paxeHus

Hexkotopble TekcTyphl mostydaeTcst eiaTh OSCIIOBHBIMHM BCETO B JiBa KJIMKAa 4Yepe3 MEHIO
¢mIbTpEl -> Kaprta -> 0e3 mBoB. Ho yamie Bcero mMpuUXOAWTCS NENaTh TaKUe TEKCTYPHI
BpPYUHYIO, yOHWpass IIOB HMHCTPYMEHTOM InTami. Hampumep, KHPIUYHYIO JIOPOTY

MMPpUXOAUJIOCH ACJIaTh TOJIBKO BPYIHYIO.

Ecmm uMmeroTcst TeKCTyphl ¢ HEPOBHOW IMOBEPXHOCTHIO, TaKas KaK KUPIHYHAS JOPOXKKa,
KaMEHHOE MOKPBITHE JIOMa, TO MOCIIE TOTO KaK TEKCTypa IMOJHOCTHIO TOTOBA, HEOOXOAUMO
co3naTh KapTy Hopmaieil. Kapra Hopmaneil — TekcTypa, KoTopas cosfaer 3(pQeKT
penbeHONM TOBEPXHOCTHM 3a cyeT 4epHo-Oenmoil  ¢otorpaduu. HMHCTpyMmeHTa,
TIO3BOJISIONIETO CENaTh 3TO, HET M3HAYAFHO B PEAAKTOpE, MOITOMY OH OBUT OecTiaTHO
ckadaH u3 MHTEepHeTa B BUjE muaruHa. Kapra HopManei aenaercs CAeAyrOIMM o0pa3oM:
MEHIO M300pakeHUE -> PEeKUM -> IpaJallud Cceporo (IaHHBIM MIar HEOOXOAUM, TaK Kak
TEKCTYpY HY)KHO C/IeIaTh YepHO-0eoit); u3obpakenue-> pexum ->RGB (tonsko mis RGB
U300pakeHHs] MOKHO TTPUMEHHUTH TuTarme Normalmap); ¢buietpser -> kapta -> normalmap.
B nmanbHeiiiem kapta HopManei ucnoas3yercs B Unreal Engine 4 B cBoiicTBax MaTepuaia

00BEKTA.
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Pucynox 37. [Ipumep kapTel HOpMauieit

4.2 UV-TekcTypupoBaHuUe

ITocne mpomecca co3maHus Marepualia M JOOABJICHUS Ha HErO0 TEKCTYphI, €CIU 3TO
HEOOXO0MMO, MOXHO TPHCTYIHUTh K KOPPEKIMU TEKCTyp Ha oObekTax. Omumx u3 Ooiee
yIOOHBIX crioco00B oToOpakeHust 2D - TekcTyp, HAJIOKEHHBIX Ha TPEXMEPHOM OOBEKTE,
spiasiercst UV — pasBepTka, KOTOPYIO BO3MOXKHO OTKpBITH uepe3 pemaktop UV/Image

Editor, kak npencrasneHo Ha Puc. 38.

®opmy UV — pa3BepTKH MOXKHO peryaupoBaTh C MOMOIIBIO BepIIMH/pedep/rpaneil. [l
TOr0, 4T00BI OTKPBITH UV — pa3BepTKy Kakoro-mudo oOBEKTa, HEOOXOIMMO B pPEXUME
pEelaKTHPOBAaHHS BBIACIUTh BECh OOBEKT WIM €ro 4acTh M Hakarh kimaBumy U, rre
BbIOpaTh Unwrap wim Smart UV Project, cmorpu Puc. 39. Iocne dero aBroMaTmdecKku

cosznaerca UV — pazBepTka 00beKTa.
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Pucynox 38. UV-pasBeptka s cronbda

Smart UV Project
Lightmap Pack

Follow Active Quads

Cube Projection

Cylinder Projection

Sphere Projection

Project From View

Project from View (Bounds)

Reset

Pucynok 39. Coznanmne UV-pa3sepTku
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5. 3aBepluaroumuii 3Tan CoO3aHUs MO/IeJIH

Bce, 4to ObLTO IIPOETAHO IO 3TOTO 3TaIa, eiie He 03HAYaeT, YTO BCsA paboTa ¢ MOJCIIAMU
3aKOHYMJIACh. ABTOpP XOYET OTMETUTH €IIe HECKOJBKO BAXKHBIX BEIlEH, Mepea TeM Kak

OKOHYHUTH pabOTy C 00bEKTaMH.

5.1 Kapra ocBemenust

Korga momenu 3arpyxenst B Unreal Engine 4, MOXHO CTOJKHYTBCS € mpoOiieMoi
pa3BepTKH Ui KapThl OcBelieHMs. Kapra ocBemIeHHs - TEKCTypa, Ha OCHOBE KOTOPOM
dopmupyercst ocBenieHue 3D-monenu. [lpu HaNOXKEHUH TEKCTYp Ha OOBEKTHI CO3/1aeTCs
ocHoBHas UV-kapra. UToObl co31aTh KapTy OCBEILEHUS, HaJI0 TIEPEUTH Ha MaHeIb KHOMOK

B paznen Data u naiitn UV Maps, B kotopoii coznats HoByto UV-kapty (Puc. 40).

Pucynox 40. Coznanue HoBoii UV Map

ITocne dero BBLIETUTH Bechb 00OBEKT W Haxarh KiaBumy U, BeiOpaB Lightmap Pack, kax

rnmokasasno Ha Puc. 41.

Selected Faces

¥ Share Tex Space

Pucynok 41. Coznanue Lightmap
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5.2 Dxcnopt moaeseit n3 Blender

Ecnu mnanupyercst oTkpbiBath 00bekThl U3 Blender’a 8 Unreal Engine 4 B popmare FBX,
TO CYIIECTBYET OJMH MPOCTO# crocod sKcropTupoBath ux. B mMento File B paznene Export
BeiOupaercst FBX (.fbX) 1 OTKpBITEI 00BEKT IKCIOPTUPYETCS, KaK MPOMLIFOCTPUPOBAHO

Ha Puc. 42.

New Ctrl N
Open... Ctrl O
Open Recent... Shift Ctrl O
Revert

Recover Last Session

VOLDPITE

Recover Auto Save...

Ctrl S
Shift Ctrl S
Save Copy... Ctrl Alt S

RN

User Preferences... Ctrl Alt U

Save Startup File Ctrl U

2
\l’7:4
LS

Load Factory Settings

Link Ctrl Alt O
Append Shift F1

Data Previews

Collada (Default) (.dae)
| Evternal Data 3D Studio (.3ds)
Quit
Stanford (.ply)
Wavefront (.obj)
X3D Extensible 3D (.x3d)
Stl (.stl)

DirectX (.x}

Pucynox 42. Dxcnopt Mojenu nerckoi miomanku B FBX ¢opmar
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3akJIro4YeHue

Bce o00bekThl ObLIM cMoOmenupoBaHbl B mporpamme Blender. bnaromapst ropsuumm
KJIABUIIIAM U Pa3HBIM WHCTPYMEHTaM, CO3/JaHHE OOBEKTOB OBLIO JIOBOJBHO OBICTPBIM. 3a
cuet Tpex MomubukatopoB Array, Curve u Boolean ymanocs caenarh OKHa Ha JIEAOBOM
X0JUle, JOpPOrH, OpeBHA BOKPYr JETCKOH IUIOIMIAIKKA M 3a00p BO3JE JICAOBOIO XOJuia

HaMHOI'o 6BICTpee, YCM HU3HAYAJIIBHO IJIaHUPOBAJIOCH.

BbUT0 CO3/1aHO 3HAYMTENILHOE KOJUYECTBO PA3IMUYHBIX TEKCTYP C MOMOIIBID peaaKTopa
GIMP 2. Bcst c10KHOCTh TEKCTYPUPOBAHHS 3aKJIIOYaiach B OKPYIJIBIX YacTAX OOBEKTOB,
HanpuMep, Ha TpyOax u mepmiax. [lodemMy-To B 3TUX YaCTAX TEKCTypa MepeBOPAYHBAIIACK,

" IPpHUXOAHUJIOCH KZDKIIBII\/JI IIOJIMI'OH TCKCTYpHUPOBATh OTACIILHO.

[Tpu 3aBepiieHUU CO3AAHUS MOJEIU O0S3aTENIbHO HYKHO MPOBEPUTH, OTIEHTPOBAHA JIU
OHa Ha IUIOCKOCTM U TpUKpEeIUleH U K ee ueHTpy 3D-kypcop. [lanHHoe nelicTBue
HE0OXO0MMO, TIOTOMY 4TO, UMITOPTUPYs 00BekT B Unreal Engine 4, oH MOXeT MOSBUTHCS
naneko ot 3D-kypcopa wurpoBoro JBM)KKa, YTO COBEPLICHHO HEYAOOHO  JaJs

HCIIOJb30BaHMA.

CaMbIM HEOKUJaHHBIM MOMEHTOM IIPU CO3JaHUU MOJENIN ObUIO MCUE3HOBEHHE HEKOTOPBIX
ero CTOpPOH MpHU HCIONb30BaHMU Moaudukaropa Boolean. Pemennii 6buto Bcero nBa:
CO3JaTh CTEHY BPYYHYIO, COECIMHSAS HYKHBIE BEpIIMHBI JIPYr C APYTOM, WJINM 3aHOBO
npuMeHuTh Moaudukatop Boolean na oObekte. IlepBblii  BapHaHT MPHXOIUIOCH

WCITOJIB30BAaTh Yallle, YeM BTOPOH.
[Tocne Toro xak Bce FTambl CO3JaHUS OOBEKTa BBIMIOJIHEHBI, €r0 MOXKHO 0e3 mpobiiem

skcnopTupoBath B popmat FBX u mponmomxare ¢ HUM paboTy yke B UTPOBOM JBHXKKE

Unreal Engine 4. Bce 00beKTBI B pe3yJibTaTe BBITISIAT PEATUCTHYHO.
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