Co3paHune noynosibHOM UNncTpaummn

MoaenupoBaHne MeCTHOCTHU

Yapanute Ky6 n cosgante BMECTO HEro niocKoCTb.

Empty

YBenunybTe pasMmep niockocTu (S) 4o pa3mMepoB, NOKa3aHHbIX Ha PUCYHKE:




Mepengnte B peXxum pepaktupoBaHuUs 1 nogpasgenuTe nnockoctb 4-5 pas (W — Subdivide):
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Shade Flat

Blend From Shape
Shape Propagate
Select Shortest Path
Sort Mesh Elements
Symmetrize

Snap to Syrmmetny




Yaepxuas knasuwy Shift Boigenute 2 ToYkM Ha NAOCKOCTU:

Haxogsich B pexxume peakTMpoBaHUs BKNOYMTE NponopunoHanbHoe pegaktuposaHme (O) u
ycTaHoBuTEe TN cnaga Smooth.
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Tenepb nepeMecTuUTe AaHHbIN BEPLUMHBI BBEPX N0 0cu-Z (G|Z). C nOMOLLbIO KonecuKka MbILLKK
perynupynte obnacTtb BO3AENCTBMS NPONOPLNOHANBHOrO peaakTUpPOBaHKS.

3aTem BblagenuTe OAHY BEPLINHY N NOAHNMUTE €€ elle HEMHOIo BBEPX:




Bbligenunte Bce ¢ nomoubio knaesuwn A n npeobpasynte mew B TpeyronbHuk (Ctrl + T).

CH/MMUTE BblAeneHne ¢ NNoCKOCTU U U3MEHUTE TUMN NPONOPLMOHANbHOIO peaakTMpOoBaHUSA Ha
Random:
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CHoBa NoOgHUMUTE BblaeNeHHbIe BEPLUMHbI. [1py HEOOX0AMMOCTH NOAKOPPEKTUPYIATE MHANBUAYANBHO
Kaxkayto BepLUMHY, YTobbl NpuaaTh ropam Heobxoaumyto dopmy.

Beligenute Bcro nnockoctb, HaxmuTe W 1 Boibepute nyHkT Shade Flat. Ha atom cosgaHue rop
3aBepLLEHO.
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Ha3Ha4yeHue MaTepuanoB A5 ropbi

C BblaeneHHOM NNOCKOCTbI0 NepeENnMTE Ha BKNaaKy MaTepuanoB 1 co3ganTe HOBbIM Matepuarn.

e Blender Render 3 o

HasoBute maTtepuan Green, ycTaHOBUTE ANSA HEro 3eneHbIn UBeT 1 yctaHoBute Specular Intensity

paBHbIiM 0.




Mepengute B pexknm pegaktnposanHus (Tab), pexxum Wireframe (Z), pexum BblgeneHns rpaHen
(Control + TAB - Face), Bua c6oky nnv cnepeam n ¢ nomoLlpbto knaesuwm B Boigenute ropy. Ecnu
OyaeT HyxHo, yaepxusas knasuwy Shift Boigenvte gononHUTEnNbHbIE FpaHu.




Ha Bknagke maTepuanoB Haxmute +, YToObl co3aaThb HOBLIN CMOT MaTepuana u 3atem Haxmute New.
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Wire Wolume Halo

HasoBute matepuan Brown, ycTaHOBUTE ANSA HEro KOPUYHEBLIV LIBET N ycTaHoBUTE Specular
Intensity paBHbiM 0.

Blender Render 5 D
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HaxmuTte kHonky Assign, 4TOObI NPUMEHUTL HOBbI MaTepuarn K rope.

Blender Render 5 A

Tenepb co3gaanM CHEXHYIO BEPXYLUKY ANA rop. Beigenute BepXHIOK YaCTb ropbl, co3gante 3-m CrnoT
maTepuana, HasosuTe ero White, ykaxute 6enbivi uBeT n yctaHoBuTte Specular Intensity pasHbim 0.
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HaxmuTte kHonky Assign, 4TOObI NPUMEHUTL HOBbIM MaTepuarn K rope.

Blender Render

Wire Valurne

MopaenupoBaHue aepeBbLeB

HobasbTe B cueHy ICO-ccepy (Shift + A — Icosphere):
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Haxmute .(Touky) Ha NumPad knaBuaTtype, 4ToObl LeHTpupoBaTb Bua Ha ICO-cdepe. MNepengute B
opToroHanbHbIn BUA 1 BuA cnpasa (NumPad5|NumPad3). Job6asbTe B cueHy uunuHgp (Shift + A —
Cylinder):
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MepengnTe B peXum peaakTMpoBaHUst U yMEHbLUMTE pa3Mep UunuHapa.

Beligenure BEPXHKOK 4YaCTb umnnuHapa n nogHMMmUTE ee BBEpPX MNno ocn-Z, 4tobsbl co34aTb CTBOJ1 AepesBa.

He 3abyabTe OTKNIOYNTDL NponopunoHansHoe pegaktuposaHue! (knasuwa O)




He cHuMmas BbiaeneHus B BEpXHe 4acTu UMnNuHapa, Haxmute S 1 cBeauTe BepLUnHbI HEMHOTO B
LIeHTP.

Cenyac Mbl COKpaTMM KONMYECTBO NOSIMTOHOB B BEPXHEW YacTu Hallero aepesa. Boigenurte
ICO-chepy n pobasbTe ana Hee moandukaTop Decimate.
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YMeHbLumTe napameTp Ratio, 4tobbl cozgate MeHee NonmMroHanbHy BEPXYLLKY AepeBsa.
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B 3aBepLueHnn Haxxmute kHonky Apply.
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CospaHue MaTepuanoB AnA gepeBa

BbigenvTte BepxHIOO YacTb AepeBa U co3ganTe HoBbIN MaTepuan (Nnnbo, Bel MoxeTe ncnonb3oBaTb
yXe rotoBbin matepuan Green).

Blender Render v A
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3aTtem cosganite maTepuan gns cteonia gepesa (nnbo, Bbl MOXeTe NCNonb30BaTb YXXe roTOBbIN
maTepuan Brown).
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[enaem gepeBo LeNbHbIM 06 BHLEKTOM

Boligenute ctBon 1 nuctba gepesa u Haxmute Ctrl + J, 4Tobbl 00bEAMHNTD UX.




BapVIaHT co3gaHusa aepeBbeB

Co3paHue obnakoB

HobaebTe B cueHy ICO-chepy, nepengute B pexxum pegaktupoBaHus, cosgante ayonukart (Shift + D),
pacnonoxuTe ero cboky n ymeHbLuMTe Maclitab. 3atem gaHHbIM AybnukaT cHoBa npoayonupymte m
pacnosioXXMTe Ha NPOTUBOMONOXHOW CTOPOHE:
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3aTtem npumeHuTe k obnayvky HOBbIV MaTepuan, unm ncrnonb3ynte rotosbin matepmnan White.

Blender Render ¥ A

CoepunHsaem Bce BMecCTe

Mepengute Ha BMUA cOOKy (MNu cnepenmn) n pacnonoXxute AepeBo Ha 3eMrie. YMeEHbLUMTE ero maclutab
A0 Heobxoammbix pa3mepoB. NpogenanTe 3To 1 4ns BTOPOro AepeBa.




3aTtem Ha Buae ceepxy (knasuwa 7) cosgante HyxHoe Bam konudectso konun (Shift+D)aepesbeB n
pacronoXxuTe UX B HyXHbIX MecTax Ballen cueHbl:

Bbl6epl/ITe Bally KaMepy 1 pacrnonoXunTte ee B HeobxoanumMom mecTe Baluen cueHbl:

Haxopsack Ha Buae ns kamepsbl BbicTaBuTe 06nayko Tak, 4Tobbl oHO nonaaano B kaap. CosnainTte ero
KOMWIO, YMEHBLUWUTE U PACMONoXUTE PSOOM.




HacTpouka ocBelieHusn

[ob6aBbTe B cueHy conHue (Sun) nnv naMeHuTe TMn namnbl N0 yMonyaHuio. Pacnonoxure ero cnpasa
OT Hallewn CueHbl U MOBEPHUTE TakK, YTOOblI OHO CBETUNO Ha HaLly CLEHY.

Haxmute F12 gna cosgaHna npobHoro peHgepa:

[MepenguTte Ha BKNagky Mmpa u BbICTaBUTE HACTPOWKKU, YTOOLI Ha BawleM nsobpaxxeHun bbin nerkum
TyMaH ¥ 3Be3[bl.

Ha atom pabota 3akoHyeHa! Kay Bawmx Low Poly cueH Ha nouty

NHdpopmaums https://blender3d.com.ua/sozdaniye-low-poly-illyustratsii-v-blender/



https://blender3d.com.ua/sozdaniye-low-poly-illyustratsii-v-blender/

