G IS [opoackon
MH(HOPMALMOHHDIV CEPBUC

OcHoBHbIe

BpauweHue - CKM
MacwTtabuposaHue - Scroll
[JobaButb 00bekT - Shift + A
Yoanutb - X\Delete

Mounck no dyHkumnam - Mpoben
[MokasaTb NaHenb MHCTPYMEHTOB
ytpaHcgopmauum - T

Csomctea - N

CoxpaHutb ¢pann - Ctrl + S
PengepwuHr - F12

PengepuHr aHumauum - Ctrl + F12
OcTaHoBUTb peHaepuHr - Esc
CoxpaHnTtb peHaepuHr - F3
[MokasaTb nocnegHun peHaepuHr - F11
OTmeHuTb - Ctrl +Z

BepHyTb - Ctrl + Shift + Z

FeHepanbHble

Ay6bnuposatb - Shift + D
MepemecTntb Ha cnon - M
OT3epkanutb - Ctrl + M
Cnpsitate - H

[Mokasatb - Alt + H

CmecTtutb Touky - Ctrl + Shift + Alt + C
Cessatb c - Ctrl + P

Ounctutb cBsaAsun - Alt + P
MpuBasatb - Ctrl + T

Oumnctutb npmBasky - Alt + T
C6pocutb 34 Kypcop - Shift + C
Hobasutb B rpynny - Ctrl + G

lopsauuve KnaBuwiu

MNepemelueHus

MepemeweHmne - G

BpaweHue - R

MacwTabupoBaHue - S

3amenneHune nepemMelleHns - [3axartb] Shift
YcuneHne nepemelleHus - [3axartb] Ctrl

BpalueHue ¢ npuBsskon k Buay (B3rmsg Oyget npunvnatb

K npsiMmbIM npoekumsam ocent XYZ) - Alt + CKM

FeHepanbHbIe

Ady6bnuposatb - Shift + D

NepemectnTb Ha cnon - M
OT3epkanutb - Ctrl + M

Cnpsitatb - H

lMokasatb - Alt + H

CmecTtutb Touky - Ctrl + Shift + Alt + C
CesasaTtb Cc - Ctrl + P

Ouunctutb cBasm - Alt + P

MpuBssatb - Ctrl + T

Oumnctutb NpmBasky - Alt + T
C6pocuTtb 34 Kypcop - Shift + C
lMokasaTb BULKET TpacdopmmnpoBaHusa - Ctrl + npoben
HobasuTb B rpynny - Ctrl + G

HaBurauus

Bua ceepxy - Numpad 7

Bua cnepeaun - Numpad 1

Bug cboky - Numpad 3

MpoTtueonosnoxHble Buabl - Ctrl + Numpad 1/3/7
Bug ¢ kamepbl - Numpad 0

Mpnbnunauntbca kK 06bekTy - Numpad

Pexxum noneta - Shift + F

BbigeneHue

Bblioenutb o6bekT - NMKM

Bbligenutb Heckonbko - Shift + MKM
Bbligenutb Bce - A

Bbigenutb cebinkm - L

Bbigenutb Bce cebinku - Ctrl + L
Bulaenenue ksagpaTtom - B
Kpyroeoe BbigeneHue - C

JTacco - Ctrl + Click

NHBepTupoBaTth BbliaeneHue - Ctrl + |

MopenupoBaHue
Cospatb cacky - F
Paspgenutb - W

Bbigasuthb - E
Pasegenunts - V
Cenapuposatb - P
Cospgatb nynkart - Ctrl + R

MponopumnoHanbHoe pegakTupoBaHue - O

Bbigenutb umkn - Alt + npaBbIv KNUK
Cospatb wos - Ctrl + E

Cnutb BepLlwmnHbl - Alt + M
Ot3epkanutb - Ctrl + M
Cxatb/Pacwuputs - Alt + S

Hox - K + Click

3anutb - Alt + F

[MpekpacHas 3anuBeka - Shift + Alt + F

[o6aBuTb ypoBeHb aenenus - Ctrl + 1/2/3/4



GIS e UHTepdbenc Blender

MHHOPMALIMOHHbIV CEPBUC

Pabouee npocTpaHCTBO Scene - cueHbI View Layer — ciion

Blender =5 a x

MeHto nporpammel

Outliner -
CTPYKTypa npoekTa

3D Viewport —
paboyee OKHO

HacTponku cueHbl

Hactpoliku Properties

Time line — Wwkana BpemeHn ans aHMMauum



G IS [opoackon
MHHOPMALIMOHHbIV CEPBUC

1. 3axogum B meHio Edit -> Preferences.
2. BoibupaeMm nyHKT meHto Input.

3. CraBum ranoyky Emulate 3 Button Mouse — 370 no3BonuT Bblgendats ——
nogo6GbEKTbl B MOAENM ABOMHbIM HaxkaTtnem Ha JIKM.

4. lanee nepexogum B meHto Navigation.

5. CraBum ranoykm Hanpotus Orbit Around Selection (BpaLueHune Bokpyr
BblOpaHHoro anemeHTa) 1 Zoom to Mouse Position (npubnmkeHue
OTHOCUTENBHO MOMNOXEHUS] MbILLKW Ha 3KpaHe).

6. Haxxnvaem Save Preferences.

HacTtpouka Blender

® Blender

& Blender Preferences

4 Blender Preferences -

Tumtable
0.4

# Orbit Around Selection

Navigation

Keyr

% 4 Blendes Preferences

It

Novigat

Tumtable

@ Blender Preferences

@ Blender Preferences.

Tumntable

Trackball




GIS e UHTepdenc Blender

MHHOPMALIMOHHbIV CEPBUC

Layout — c6opka cLeHbl. Sculpting — ckynbnTUHT. UV Editing — pa3ssepTka.

Texture Paint — pucoBaHue TekcTyp. Shading — HacTpolika matepuanos. Animation — aHnmauus. Rendering — Bu3yanusauusi.

Compositing — o6paboTka Scripting — HanncaHue ckpunToB.
BM3yanusaumu.

VNN
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G IS [opoackon
MHHOPMALIMOHHbIV CEPBUC

FOPAYUE KNABULLUN HABUTALINN:

)

1. CKM — BpalueHue B3rmsiga BOKPYr CLEHbI.

2. Shift + CKM — nepemeLLeHre B NNIOCKOCTY 3KpaHa.
3. Scroll + CKM — npubnuxeHne/otganeHue (waramu).
4. Ctrl + CKM — npubnuxeHue/otganeHne (nnaeBHoe).

5. Alt + CKM — BpaLleHue ¢ npuBsa3sKkon kK Buay (B3rmsag
OygeT npununaTtb K NpsAMbIM nNpoekumsam ocen XYZ ).

6. Numpad Dot — 3ym Ha BblgeneHHoOM oObekTe.
7. | — n3onaums o6bEKTOB B CLIEHE.

HaBurauus

®DyHKUMU B HTepdence ansa HaBuraumm:

npubnmxkeHne/otganeHue

nepemMmelleHune

nepexop B kamepy/Bbixoa 13 kamepbl (Numpad 0)

M3omeTtpus/ Mepcnektnea (Numpad 5)

4 U3omeTpus (OpTo)

B atom pexnme HeT NepCnekTUBHbIX NUCKaXXEHUI.

MepcnekTuBa

YMEHbLUAETCS Npu yaaneHum).

B naHHOM pexunme napannenbHble NIMHNN NCKaXEHbI
NPOCTPaHCTBOM (I'IpOCTpaHCTBO BU3yanbHO

\

- 2

nobanbHasi cuctema koopauHart B Blender.

BuayanbHbIn anemMeHT nonoxeHns B3rnaga
B MPOCTpaHCTBE B rmobanbHon cucteme
koopauHaTt Blender (XYZ).




GIS o Tunbl 06bLEKTOB

MHHOPMALIMOHHbIV CEPBUC

v
-~

Mesh — reomeTpus. Metaball — Tekyune Volume — 06beMHble Surface — CAD Lattice — pewéTka Image — 2d Camera — kamepbl.
NOBEPXHOCTM. aheKTbI. NOBEPXHOCTMU. Aecopmanimu. n306paxeHus.
Curve — BEKTOpHbIE Text — TekcT. Grease Pencil - Armature — kocTu. Empty — nycTbiwku. Light — cBer. Speaker — 3Byku.
KpuBble. 3MEeMEeHTbl PUCOBaHMS.

v |[&@| Collection 1

E’ Collection 1

Light Probe — Force Field [ cunbl gnsa Collection Instance — 3aBucumble
aneMeHTbl 3axBaTta CUMYNSLUN Y aHUMaLMN. Konnekuum.
OTPaXEHUN.



GIS oo Co3paHue u yaaneHne o6beKToB

MHHOPMALIMOHHbIV CEPBUC

1. Insa cosgaHua HoBoro ob6bekTa Haxogmm MeHo Add , 3aTem BbiGUpaem HyXXHbIN

3MEMEHT 13 crmucka.
2. Co3paBaTb OObEKTHI M3 MEHIO CITOXKHO M AONro, NO3TOMY Mbl COBETYEM

ncnonb3oBath ropsyyto knasuwy Shift+A.
3. O6beKT MOXHO yoanuTb Yyepes ropsadyto knasuiy Delete, Toraa oH cpasy

nponaget 13 cueHbl. MoxHo BbiOpaTh 06bekT n3 Outliner, nanee Haxatb MKM no

06bekTy, BbibpaTh NyHKT MeHio Delete.

4. Takke ans yoaneHuna obObekTa MOXXHO UCMnosnb3oBaTh anbTepHaTUBHYIO ropa4vylo

knaeuwwy X, NOSIBUTCS OKHO, rae MOXHO BblOpaTth Delete.

)

Yaanute

e

__=V l@\/ p

— —
=] Scene Collection

v =1 Collection

> v Cube

O Light

Object

LA copy

R, Paste

X Delete

¥ Select

Select Hierarchy

Light
%% Light Probe
E’. Camera
W) Speaker
33 Force Field

& Collection Instz




GIS e Co3pgaHue o0BLEKTOB

MHHOPMALIMOHHbIV CEPBUC

Korga Bbl yyxe co3ganuy HoBbI 06bekT, Toraa Blender otobpasnt
OTAeNnbHOE MEHI0 nocrneaHero oencTeus. B HemM Bbl CMOXeTe HacTpPoUTb
napameTpbl 0ObekTa (Anst Kaxaoro oobekTa oHW ByayT CBOM).

Size — pasmep obbekTa.
Align — BbipaBHuBaHue (rae byaet co3gaBaTbCs OOLEKT).

World — k rmo6anbHomn
cucTeMe KoopauHar.

View — K akpaHy.

3D Cursor — k 3d Kypcopy.

World

0722 m

-0.961 m
-0.0255 m

Location — nonoxeHune obbekTa B ocax XYZ.
Rotation — noBopoT o6bekTa B ocsix XYZ.

BaxHo!

OkHO nocnepHero AenNCTBUS, B HEM O0TOBpaXkatoTCs HaCTPONKM
nocnegHero aenctens B Blender, oHo MoxeT cogepxatb ntobble CBOMCTBa
WHCTPYMEHTa UNnn OENCTBUS, a HE TONbKO CO3aaHMs OObEKTOB.




GIS e PeoaktupoBaHue o0bLEKTOB

MHHOPMALIMOHHbIV CEPBUC

Transform — 370 MeHI0, B KOTOPOM OTOBpaXxaeTcsi MHOPMaLMs 0 NOBOpPOTE,
nonoxeHuu, pasmepe obbekTa B CLEHE.

[axe ecnu Bbl 3aKpbITM MEHIO NOCIeaHEro AENCTBUS, TO MOXHO M3MEHUTb
HaCTPOWNKM NornoxeHus oobekta B MeHto Item — Transform (ropsivas knasuwa N).

Cdrepa u ee Bounding Box

¥ Transform

lterm

Location:
X -0.72211 m
i -0.96077 m
z -0.025549 m

Rotation: Rotation — nosoporT.

— Scale — macwTab.

-Dimensions — pa3mepbl rabapuTHOro KOHTenHepa

(JTio6oe Teno B 3d rpadhmke umeet ceor bounding box.
3710 KopobkKa, B KOTOPYIO BNMCaH co3gaBaembll O6BHEKT).

Tool

Location — nonoxeHue.

View

Edit

X
Y
4

XYZ Euler

=
=
.
5
U
=
G
b
vy

Scale:
X
Y
"4

Retopology

Dimensions:

Quad Remesh




G IS [opoackon
MHHOPMALIMOHHbIV CEPBUC

1. Jlto6o anemeHT cueHbl MOXHO BblaenuTb Yepes3 Outliner (qo6aBuTb
K BblaeneHuto unu ncknounts Ctrl + JIKM).

3 — .

=] Scene Collection
e ~ .

v =] Collection

aD E
»— B Camera

O Light

2. Boigenutb 06bekT MoxHo 13 3D Viewport, knvkHys JIKM no Hemy.
Onsa no6asnexHunsa unu nckntoveHusa Shift + IKM no o6wekTy.

BbigeneHue

3. Bugbl BblgeneHus (ropsiyasn knaeuwa ans cmeHsl W). Bce 4to nonano B o6nactb
BblaeneHnst byaet BbiOpaHo.

Tweak — npocTon Kypcop.
Select Box — npsiMOyronbHuK.
Select Circle - oKpy>XHOCTb.
Select Lasso — nacco.

All — BbIGpaTh BCe (ropsiyas knasuwa A).
None — cHATb BbigeneHune (Alt+A).

Invert — nHBepTupoBaTthb Bbigenexuve (Ctrl + 1).
Box Select - npsamoyronbHuK.

Circle Select — okpyxHocTb (C).
Circle Select i




I [opoackon
MHHOPMALIMOHHbIV CEPBUC

Outliner — 370 MeHI0, B KOTOPOM HaxoaaTCcs BCe 06bEKTbI CLEHBI.
Search — nouck.

Filters — punbTpbl (MCNONL3YIOTCA AN COPTUPOBKW/
CKPbITWS/6NoKNPOBKM 06HLEKTOB B CLIEHE).

New collection — co3gaTb HOBYtO KOnnEKUMIO.
Scene Collection — rno6ansHas konnekuus. (310
rMaBHbIN KOHTENHEP CLEHbI, XPaHALLMIA NOKarbHble
KOMMeKUMn 1 06beKTbI CLeHbl. Ero Henb3as uaMeHuTb
WUNu yoanuTb).

Collection — nokanbHas Konnekuus (4aHHbIN
3MEeMEHT MOXET XpaHuUTb B cebe 06bEKThI CLEHDI).
Hide in Viewport (1 rpemeHHO cKpbITb/NokasaTtb
06BbeKT BO BblonopTe.

Camera/Cube/Light — 06bekTbl B cLiEHE.

Outliner

Bknapka Filters

Restriction Toggles — ckpblBaeT 06beKTHI B ONpeaeneHHbIX YCIIOBUSX.
Exclude from View Layer — pa3peluaeT Bknto4aTb UNu BblK4YaTh
Konnekuum no YekGokey.

Indirect Only — BusyanuanpoBaTb TONbKO OTPaXEHHbIN CBET.

Holdout — B13yanuampoBaTtb TONbKO Macky 06bEKTOB.

Disable in Renders - oTkntounTb 0GBEKT HA peHaepe.

Disable in Viewports - oTknounTb 06HEKT BO BbIOMOPTAX.

Hide in Viewport - BpeMeHHO cKpbITb/NoKa3aTb B TEKyLLEM BbOMNopTe.
Selectable — pa3pelwnTb/3anpeTnTb BolaeneHne oobekTa.

Filter — ckpbiBaeT 06bEKTLI MO KATEropUsM.

" Object Children
e ¥ Transforr o Lights
= o

Y | ~ Empties

i B~ Cube

Collections — konnekumm (310 yCnoBHbIE rpynnbl OGLEKTOB).

Objects — 06bEKTHI.

Object Contents — cBA3n B 06bekTax (B cLeHe MOryT ObiTb 06BEKTbI,
KOTOpble UCMONb3YIOT BHELLHME JaHHble, HanpuMep, pedepeHc Noarpyxaet
nsobpaxeHune ¢ Ancka).

Object Children - 3aBncumble 06bEKTHI (B CLIEHE MOTYT ObITb 3aBUCKHMbIE
06bekTbI, Heo6X0AMMbIE A5 aHUMaLmn).

Meshes - reomeTtpusi.

Lights — ceeT.

Cameras — kamepsbl.

Empties — nycTbiwku.



GIS S —— TpaHcdopmauus

B neBon Yactn akpaHa Haxogum
naHenb C MaHUNynaTopamu, oHa
no3BonsieT TpaHcOpMUPOBaTh

00BbEKTbI B CLIEHE.

Move (lMepemeLlleHue)

(Bce TpaHcdhopmaummn)
[,quspemeHHo nossonsiet

MepemellaeT 06bEKThI
(roSqqaﬂmKnaBmua G). Rotate (Bpaluenue)
Bpalyaet o6bekTbI
(ropsivas knasuwa R). Scale (MacwTabuposaHue)
Macwtabupyet 06bekTbI
Qopﬂqaﬂ knasuwa S). f\ll Transform

nepemeLlarb, BpawaTb 1
MacLTabnpoBaTb OObEKTbI.

[Ecrm BblAENUTb OOHY U3 OCel, TO TpaHcdopmaumst ByaeT MeHATBCS TOMbKO NO BbIGpaHHON ocm.]




GIS S —— TpaHcdopmauus

Ecnn HaxaTb G (nepemelyeHmne) unun R (BpalleHwe), nnu S (macwrabrposaHue), 3atem BblbMpaem HyxHyto ocb TpaHcdopmauun X, Y, Z. [1na 3Toro HaxvMaeMm Ha
TO aKTUBMPYETCS HYXHbIN MHCTPYMEHT TpaHcopmaLmm. cootBeTcTByOWyto knasuwy X, Y, Z Ha knaBuaType. Ecnv Heobxoaumo NCKNoYnTb
O[lHY UNW HECKONbKO ocer, To Haxunmaem Shift + XY nnn Z.

Ecnv Bo Bpemsa TpaHcopmaLum HanucaTb HY>KHOe 3HaYeHne (HacKomnbKO HY>KHO NepeMecTUTb,
NOBEPHYTb UK OTMacLuTabrnpoBaTb 06BEKT) C KraBmaTypbl (B MyCTOM MecTe), TO 06bEKT U3MEHUT
CBOE MOroXeHne Ha 3agaHHoe 3HaYeHue.




GIS e CucrtemMbl KoopaAnHaT

MHHOPMALIMOHHbIV CEPBUC

Transform Orientations — meHio ynpaeneHus
opueHTauuen ocen koopanHaTt o6bekTa B CLeHe.

12 Global v (-~

+ — OT NONOXEHUs Global — rmo6anbHas Local — nokanbHas cuctema Normal — no Hopmanu k
BblGpaHHOro obbekTa. cucTeMa koopavHar (ocm KoopauHaTt (ocu obbekTa NMOBEPXHOCTM (JOCTYNHO B
Trar I urnentat Bcerga HanpasneHbl Kak HanpaeneHbl NToKarbHO pexxnme penaktupoBaHua
rmoGanbHble XYZ). B 3aBUCKMMOCTM OT €ero reomeTpun, ocu HanpasneHbl
E‘-) Global noBopoTa, NN ToYHee, ero no HopMarnu K BbIGpaHHbIM
Origin). nogobbektam).

« Local

DH’ Normal

Cursor

Gimbal — wapHupHas iew — OT nnockocTn akpaHa Cursor — ot nonoxeHus 3D
(HyxHa Ans aHMMUpoBaHNS (ocm Bcerga nNpviBsi3aHbl K cursor (NonoxeHns oce
%xaHmMOB). 3KpaHy). 3asucuT oT nosopota 3D
cursor B NpOCTPaHCTBe).

23




G IS [opoackon
MHHOPMALIMOHHbIV CEPBUC

Origin — 370 nokanbHasa cucTteMa KoopAaMHaT, OHa ecTb y nboro obbekTa
B cueHe. IMEeHHO B TOYKe NnokarnbHOWM CUCTEMbl KOOPAUHAT HaxoasTCs
MaHUNynaTopbl TpaHcopMaLmnii.

Transform Pivot Point - 3T0 MeHto oTBeYaeT 3a NonoXxXeHne nokanbHOon
CUCTEMbI KOOPAMHAT NPU BblAENEHNN HECKOMNbKNX OOBEKTOB B CLIEHE.

¢ . Bounding Box Center
D Cursor — o1 nonoxenusi 3d k .
E: 3D Cursor 3D Cursor — oT nonoxe 3d kypcopa

Individual Origins — y kaxpaoro o6bekTa 6yaet
CBOSI CMCTeMa KOOpAMHaT.

Median Point — LeHTpanbHas Touka BblIGpaHHbIX
06BbEeKToB.

Active Element — oT akTMBHOro anemeHTa.

—

@” Individual Origins
ian Point

e Element

Bounding Box Center — oT rabapuTHoro LeHTpa.

Origin

G

ﬂl‘lﬂ M3MEHEHUS NONOXEHMUS NOKaNbHOM CUCTEMBI KoopaAnHaAT MOXHO HaXaTb
MKM no obbekTy, fanee HanTu NyHKT MeHto Set Origin.

eometry to Origin — nepemelLaeT 06LEKT K NIOKaNbHOWM CUCTEME KOOPAUHAT.

to Geometry — nepemelLaeT nokanbHy CUCTEMY KOOPAMHAT K reoMeTpun.
Origin to 3D Cursor - nepemMeLLaeT fnokanbHyt cuctemy koopamHat k 3d Kypcopy.
Origin to Center of Mass (Surface) - nepemelLaeT nokanbHyt cuctemy
KOOpAMHAT B LLEHTP Macc (OTHOCUTENIbHO NMOBEPXHOCTH).

Origin to Center of Mass (Volume) - nepemeluaeT nokanbHyto cuctemy
KOOpAMHAaT B LLEHTP Macc (OTHOCUTENbHO 06bema).

BaxHo!

Mpu BbIAENEHNM HECKONBKMX OOBLEKTOB B CLiEHE TOMbKO oAuH ByaeTt akTuBHbIM (Active Element).
Active Element — 3T0T 06beKT MMEET XenTbIl KOHTYP. [1Nsi 3BMeHeHUsi akTUBHOIO afieMeHTa
HaxmMuTe Shift no nio6omy obbekTy 13 BbibpaHHbIX. Mpu akTmBaumm dyHkummn Active Element
NoroXeHue ToYKkM TpaHcdopmauui ByaeT pa3mellaTbCcs B BbIOpaHHOM aKTUBHOM 3fieMeHTe.




GIS e 3D cursor

MHHOPMALIMOHHbIV CEPBUC

3D cursor — 370 OTAEeNbHLIN BCNOMOraTerbHbIN 3r1ieMeHT B clieHe. Bce HoBble 06beKThI Onsa nepemewienns ncnonssyrte Shift + MKM.
B CLIEHe co3gatoTca TaMm, rae HaxoamTea 3d cursor.

[ns pa3melleHus 3D cursor B LeHTpe koopanHaT - Shift+C.
Mpun nepemelyeHnn 3D cursor Ha NOBEPXHOCTb MOAENN, OH aBTOMaTUYECKN Pa3MeCTUTLCS Ha HE.



G IS [opoackon
MHHOPMALIMOHHbIV CEPBUC

PeXXumbl oToOpaxeHns

Object Types Visibility — meHto ckpbiTua 06bekToB B pabodem npocTtpaHcTBe. OTKPLIBAETCA C MOMOLLbIO CTPENMOYKN Had MEHHO.

Ecnu HaxaTb Ha «rna3uk» HanpoTe Mesh, To Bce 0GbeKTbI 3TOI KaTeropum BpeMeHHo ncyesHyT 13 Viewport.

@r
eor
oy
>y
>
> v

»
@y
@y

Object Types Visibility — oto6paxeHne o6beKkToB No nx Tuny.

Mesh — reomeTpus.

urve [] KpuBbIE.

Surface — CAD noBepxHOCTMW.
Meta — metabonbi.

Text — TekcT.

Volume — VDB adhdekThl.
Grease Pencil — 2D anemeHTblI.

Armature — kocTu.

Lattice — pelweTtkn gecopmarimu.
Empty — nycTbiwkn.

Light — cserT.

Light Probe — nosupl oTpaxeHui.
Camera — kamepbl.

Speaker — 3Byku.



G IS [opoackon
MHHOPMALIMOHHbIV CEPBUC

Viewport Overlays — meH0 0ToBpakeHns BCromoraTefibHbIX 311IEMEHTOB CLIEHbI.

PeXXumbl oToOpaxeHns

(Viewport Overlays |

Grid — ceTka nona B NPAMbIX NPOEKLUSIX.
Sroo) (Ao N Floor — ceTka nona B nepcrexkTuBse.

1.000
XYZ — ocu.
Scale — maclwuTab cetku.

3D Cursor — noka3sbiBaTtb 3d Kypcop.
Wireframe — nokasblBaTb CETKY MOAENW.

Face Orientation — nokasbiBaTb
OopueHTauuto noBepxHocTen. [1ns yero
3TO HY>KHO, Y3HaeM Mo3xe.

» 3D Cursor

»" Annotations




GIS e PeXXnmbl otobpaxxeHus

MHHOPMALIMOHHbIV CEPBUC

Viewport Shading — MeHI0 HacTponkn oTobpaxeHus maTepuanos B paboyem okHe.
MepBoe, 4TO Bbl MOXETE BblIOpaTh 3TO OAHY M3 rpynn LekaepoB:

Studio — cTyaniHbIN.

MatCap [ maTepuan u3 crnucka. Ecnun HaxaTb no wapuky B MmeHto Viewport Shading, To moxHo
Flat — npocToit (HeT GrUKOB, OTPaXKEHUIA, TEHEN). BbIOpaTh Wweaep 13 BblIGpaHHON rpynnbi:

O o Color [ uset 06bekTOB BO Viewport 3aBMCUT OT BbIGpaHHOIO Studio
pexuma

Material — ot maTepuna.
Object — ot 06bekTa.
Vertex — OT LiBeTa BEPLUMH.
Single — oguH uBeT.
Random — cnyvaiHbin LBeT.
MECETEINN | Oect iici Texture — ¢ TEKCTYpOIi. MatCap

Background — ¢poH pabo4yero okHa 3aBMCUT OT BbIOPaAHHOIO pexuma ‘ ‘- ‘ ‘ .

Theme (] oT TeMbl ohopmIIeHUs.
World - ot mupa.

Viewport — oT pa6oyero okHa. > . Y (“») . .

Options — HacTpolikn oTobpaxeHus.
Backface Culling — noka3biBaTb MONWUIOH C OBYX CTOPOH. : Ml']‘”lﬂ”“' . . .
X-Ray — cvna npospadyHocTu.

Shadow — nokasbiBaTb TEHW.

Cavity — nokasbiBaTb yrnybneHus un kpas.

Depth Of Field — nokasbiBaTb rmybuHy peskocTu.
Outline — nokasbiBaTb 06BOAKY.

Single Random Texture

World Viewport

& Outline

& Specular Lighting

Specular Lighting — nokasbiBaTb 0TpaXeHWst UCTOYHWNKOB CBeTa.



GIS e PeXXnmbl otobpaxxeHus

MHHOPMALIMOHHbIV CEPBUC

KHonku BeicTporo goctyna MeHio Viewport Shading. (EINEEL RIS
Viewport Shading — MeHi0 HAaCTPONKM OKPY>KEHUSI N OCBeLLeHMs cueHbl. Ons

BKITOUMEHMS HACTPOEK ocBeLLeHus Heobxoammo neperity Material Preview.

X-Ray — coenatb reomeTpuio Nonynpo3payHon.
Wireframe — nokasatb ceTky moaene. ——— : >
() Solid — nokasatb npocToi Lwenaep. - 0 eeS0x ' b
Material Preview — nokasaTb nonHoueHHbIN Matepuan.
Rendered — BKniounTL BU3yanusaumio.

Lighting — cBer.
Scene Lights — BkntoyeHne/BbIKNIOYEHNE
OCBeELLEHNSI OT UCTOYHUKOB CBETa.

Scene World — BkntoueHmne/BbIknoYeHne
ocseweHunsa ot HDRI kapTbl.

Rotation — nosopoT HDRI kapThl.

Strength — apkoctb HDRI kapTbl.

World Opacity — npospayHocTs HDRI kapTbl.
Blur — pasmbiTve HDRI kapTbl.

HDRI kapta — 310 n3o6paxeHue, kKoTopoe ocBelaet cueHy. OHO ycTaHaBnMBaeTcs
Ha 3aHuI poH paboyero NpocTpaHcTea.

BctpoeHHbie poHbl (HDRI) B Blender:




GIS o MNooob6bLekTbI

MHHOPMALIMOHHbIV CEPBUC

JTiobas mogenb B 3D rpadhmke coctouT 13 BepwmH (Vertex), pebep (Edge), nonuroHos (Polygon).
Mo dpakty 3D XyaoXHUK BbinennnsaeT B NpocTpaHcTBe hOpMYy MOAENN U3 STUX ANIEMEHTOB.

| BepwnHbl (Vertex) — aTo ToukM coeamHeHus pebep.
|Pebpa (Edge) — 310 nHUMN coeanHEeHNst BEPLUVH.

{MonuroHbl (Polygon) — 310 3anonHeHHbIe NOBEPXHOCTY.




GIS e OOpalueHue K noaoobLeKTam

MHHOPMALIMOHHbIV CEPBUC

MHCprMeHTbI MoaennpoBaHNA MOXHO OTKPbITb pa3HbiIMU crnocobamu: [ns nepekntoveHus Mexay nogo6bekTamu MCI'IOJ'Ib3yﬁTe MEHI
nnu ropavmne KnasuLlun:

User Orthographic . - User Orthographic
(1) Cube G l
) (1) cube 1 - vertex 2 - edge . I 3 - polygon

TpaHcdopmauusa nogobbEKToB
TyT Bce paboTaeT aHanorM4yHo TpaHcgopmaL M 06LEKTOB:

a G- nepemeu.l,eHme) ( R- Bpau.l,eHme) S — macwTabupoBaHue

BaxHo!

Ecnun aBaxapbl Haxatb G, To nogobbekT
OyneT nepemeLLaTbCsi BOOMb CYLLECTBYHOLLNX
pebep. Ansa ynobcTBa MOXHO MCMONb30BaTh

1. Haxatb TAB B okHe Layout. 2. 3avitn Bo Bknaaky Modeling. MaHUMynaTopbl.




GIS e UHCTpYyMeHTbI MogennpoBaHus

MHHOPMALIMOHHbIV CEPBUC

Ha atom kypce Mbl 6yaem n3yyaTb HOBbIE MHCTPYMEHTbI MOAENMPOBaHMS Ha NpakTuke
no mepe HeobxoanMoCTH.

Extrude — BbipawimBaHue nonuroxHa (ropsivas knasuwa E).

[nsa paboTbl UHCTPYMEHTA:
1. BolgenuTb nogobbekT (vertex, edge, polygon) B pexxuve TAB .
2. Haxatb knasuvwy E n noTsHyTb Mbillb B HYXXHYIO CTOPOHY A11s
BblpaLLMBaHus (POpMbI.

BaxHo!
Ecnu Bbl Haxkanu E, Ho He BbipacTunun dopmy, TO y Bac B O4HOM
mMecTe OyaeT ABa nogobbekTa (vertex, edge, polygon).

Loop cut — co3naHne paspesa (ropsvas knasuwa Ctri+R)

Ons paboTbl MHCTPYMeHTa:
1. BolgenuTtb 06beKT 1 nepenTn B pexxum pegaktuposarnms TAB.
2. HaxaTtb koMmbuHaumio knasuw Ctrl+R gns cospaHms kpyrosoro
paspesa no LeHTpy.
3. Noka He Haxanu JIKM, MoxHO nepemMellaTb pa3pes B HyXXHOe
MecTo.

BaxHo!
Ecnun kpyTuTb KONecuko MbilwK, TO Bbl OyaeTe yBenuuneatb/

YMeHbLUaTb KONIM4eCTBO CO34aHHbIX pa3pe3oB.




@, Inset — co3gaHue nonuroHa BHyTpW nonuroxHa (ropsiyas knasuwa I).

[nsa paboTbl MHCTPYMeHTa:

1. Boigenutb nogobbekT polygon B pexvmve TAB .

2. Haxartb knasuwwy | u NOTAHYTb Mbllb BO BHYTPb MOMWIoHa Ang
onpegeneHns 3asopa.

Connect — pa3pes OT TOYKM 40 TOYUKM
(ropsyas knasuwa J).

[nsa paboTbl MHCTPYMeEHTa:
1. BblgenuTb aBa nogobbekTa vertex B
pexume TAB , mexay KOTOPbIMU HY>XHO

GIS oo WHCTpYMEeHTblI MoaennpoBaHuUs
cospatb pebpo.

MHHOPMALIMOHHbIV CEPBUC
2. Haxartb knasuwwy J ons cosgaHus

@ Bevel — cosgaHue cpesa pebpa (ropsiyas knaesuwa Ctrl+B), ecnn pebpa.

KPYTUTb KOeco Mbilu Bnepen, To pa3pe3oB 6yp,eT 6onbLue.

[nsa paboTbl MHCTPYMeHTa:

1. Boigenute nogobbekT edge B pexxume TAB .

2. Haxatb kombuHauuio knaesuw Ctrl+B gns cosgaHms dackm Ha
pebpax.

3. MNoka He Haxanu JIKM, MoxHO nepemeluaTb MbilWb U onpegensTb
pasmep dacku.

BaxHo!

Ecnn KPYTUTb KONMECUKO MbILLN, TO Bbl 6yp,eTe yBeJ'WI‘-IVIBaTb/
YMeHbLUaTb KONMM4YeCTBO CO3aHHbIX pa3pe3oB




GIS o KonupoBaHue

MHHOPMALIMOHHbIV CEPBUC

Bblgensiem o6bekT (NN HECKOMNbKO) B CLIEHe, 3aTeM UCMNONb3yeM OOUH U3 BapnaHTOB KONMPOBaHUSA:

1. Shift+D — konnpoBaTb 1 BcTaBuTb. [1py KoNMpoBaHuMKM AaHHbIM cnocobom aybnvkar 6yaet
nepemeLLaTbCsi aBTOMaTUYeCKu 3a BaLUVM KypcOpOM MbIlwn. Ecnn HyxHO cOpocnTb nepemelleHne,

To MOXHO HaxkaTb MKM. Ecnn HaxaTb ropsuyto knaeuwy ocert (XYZ ), To 06bekT 6yayT nepemeryarbes
no HUM.

2. Ecnu HaxaTtb MKM no BbigeneHHOMy anemeHTy cueHbl, To nossuTtca Object Context Menu.

[anee BbibMpaem nyHKT MeHi0 konvpoBaTh - Copy Objects (Ctrl+C), satem BctaBuTh - Paste Objects
(Ctrl+V). HoBbin 06BbEKT NOABUTCA TaM, r4e CTOAN NepBoOHaYanbHbIN.

Bce HoBble Konun MOXHO HanTh B MeHto Outliner, oHn ByayT MMeTb YNCNOBOW UHAEKC.

Shade Smooth
Shade Flat

Set Origin

#ll Copy Objects

K, Paste Objects

| coma| - - .
=] Scene Collection
\

[C Duplicate Objects
Duplicate Linked

Collection

Rename Active Object...

Mirror

Snap
Parent

BaxHo! Move to Collection

MopobbekTbl Takke MOXHO konMpoBaTb. Belaensiem nobon 13

. 58 1 ke
noao6bLEKTOB U Haxnmaem kombuHaumo knasuw Shift + D. zttio ety 2

Delete




GIS e YnaneHue noaoo6bLEeKToB

MHHOPMALIMOHHbIV CEPBUC

Ecrin Bbl6paTb OOVH UNW HECKOMBKO NOAOOBLEKTOB M HaxaTb X, TO NOSIBUTCA cnegywouime MeHo yaoaneHua:

Vertices

Vertices — ynanuTb ONopHyo Edges — ynanutb pebpo u Faces — yganuTb NonuroH u Only Edges & Faces — yganutb

TOYKY U FEOMETPMUIO. reomMeTpuio. reomeTpuio. TONMbKO pebpa 1 NONMUroHbl BMecTe
C reoMeTpuen, OCTaHyTCS TONbKO
BEPLUMHbI.

Limited Dissolve

Collapse Edges & Faces
Edge Loops

Only Faces - yaanuTb TOmnbKo Dissolve Vertices — yganutb Dissolve Edges - yaanutb pebpo, Dissolve Faces - yganutb
MOSIUFOH Y reOMEeTPUI0, OCTaHyTCA OMOPHYIO TOYKY, HO OCTaBUTb HO OCTaBUTb FrEOMETPUIO. HEeCKOIbKO NMOMMWIOHOB,
TOMbKO pebpa 1 BEPLUMHBI. reomeTpuio. HO OCTaBUTb FrEOMETPUIO




GIS e ‘pynnbl crnaxunBaHus

MHHOPMALIMOHHbIV CEPBUC

Mpynnbl crnaknBaHUA — 3TO CBONCTBO NMOBEPXHOCTU, €€ NoBedeHNe Npu OCBELLEHNN
(rmapgkoe unu rpaHeHoe). [nga npumepa co3gagum UV Sphere.

Mo ymon4yaHuio Bce NOBEPXHOCTM 3TOro o6bekTa OyayT rpaHeHbiMn. Ho ecnn HaxkaTb MKM

no MoAernu B cueHe, aanee Haxartb no dyHkumm Shade Smooth, To chepa cTaHeT rmaakon.

Shade Smooth
Shade Flat

Set Origin

Cambli npocToi cnocob HacTpOUTb HOpManu — 3anuTu B MEHIO @ , Aanee HanTu CBUTOK
Normals, noctaButb ranoyky Auto Smooth, orperynuposatb yron Angle (3ToT napameTp
onpefensieT yron Mmexay nonuroHamu n aenaet pebpa KeCTKUMU NN MArKMMHU).

¥ Normals

¥ & Auto Smooth

Angle

Kaxabl Vertices nmeeT CBOMCTBO HOpManu

Hopmanu coHanpaBneHbl Hopmanu He coHanpaBneHbl
Mexay cobow — NOBEPXHOCTb Mexay coboi — MOBEPXHOCTb
rnagkas. rpaHeHas.

\_

B HekoTopbIX criyyasix Heo6xoanmMo fnokarnbHO 406aBUTb XKeCTKOCTb. [1nsa aToro
Haxumaem Tab gonsa pegakTnpoBaHus, 3aTeM BbleNsieM HyXHble pebpa, Haxmmaem
MKM no pebpy, Bbibupaem Mark Sharp. Tenepb BeiGpaHHble pebpa GyayT KeCTKMMM.




GIS oo CoeaonHeHue Noao6HLEKTOB

[ns cnusHus HeobxoamMMo BbIbpaTh HECKOBLKO NOA0OBLEKTOB, a 3aTeM HaxaTtb (M). MosiBuTcst MmeHto Merge.

At First — npucoeanHeHve k nepeomMy At Last — npucoeanHeHue kK At Center — npucoenmHeHNe K LEHTPY

BblaeneHHoOMy Nofo6bekTy. nocriegHemy BblaeneHHoMy Bbl€NeHHbIX NoA06GbLEKTOB.
nogo6beKTy.

At First

At Last

At Center

Collapse

By Distance

At Cursor — npucoeguHeHne Collapse — npucoeanHexmne
BblGpaHHbIX NOA06BHEKTOB Ha MecTe BblBGpaHHbIX OGBbEKTOB.
3D kypcopa. By Distance — ot gnctaHuun. MogobbekTbl,

paccTosiHne Mexay KOTopbIMU ByAeT MeHbLUE, YeM
B napametpe Merge Distance, 6yayT cBapeHsbi.
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