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1. IlocTanoBKka 3ag1aun

1. Haittu noxxozsimiee nzoopaxxeHue 6okana;
2. YcraHoBUTh N300pakeHne B KauecTBe (poHa mpoekiuu Top;
3. BrImomHUTH TpacCUpOBKY OOKaIa Mpu MOMOIIU KPUBBIX besbe;

4. Coznarb urypy BpallleHUsI U3 MOJTYYEHHOTO KOHTYpAa.

2. Xo1 BbINIOJTHEHUS PA00THI

2.1. TpaccupoBka u300paxxkeHust 1Jisl CO3TAHUSA CIJIaliHA

2.1.1. BcraBka ¢GoHOBOr0 U300pakeHus

Jns Havana nepeiném B mpoekiuio Top ¢ momorsto meHto View — Top. Jlo6aBum
¢dboHoBoe n300paxkeHue s TpaccupoBku yepe3 MmeHro Add — Empty — Image.

A Group Instance

A Force Field

| i

Plain Axes

L
I

Lattice Arrows

ERGIEL Single Arrow
Text Circle
Metaball Cube

Surface Sphere

Cone

U NN 3E

Puc. 2: Ilycroe nzobpaxenue

® ObjectMode 3| @ 7 %

Puc. 1: Menro co3nanust 00ObEKTOB

Wcnonw3ys Bkiagky Data B OG0koBOM MeHIO, 100aBUM H300paxeHHe Ookaia B

CO3JIaHHBIN 00BEKT HaXkaTheM KHOIKu Open.



Puc. 3: Bxiagka Data

Teneps MOXKHO YBETUUHUTH NU300paXKEHUE U PA3MECTHUTD €T0 IO LIEHTDY.

2.1.2. TpaccupoBka n300paskeHus1 NpH MOMOIIM KpuBou be3be

CoznanuMm kpuByro Bezier uepe3 Bkiaaky Create B J1€BOM IAHENIHU U NEPEMECTUM
e€ Tak, yToObl OHA HauMHAJIACh TOYHO M3 IIEHTpAa HOXKKHU Ookana. /lanee mepeiiaém B
PEXUM pEeNaKTUPOBAaHMS KPUBOW Ha)kaTtheM KinaBumn TAB.

Puc. 4: Pexxum pegakTupoBaHUsI KPUBOM

[lyTéM meperackvMBaHUsl HAMPaBISIONIMX U CaMHX TOYEK KPUBOU OOBEAEM 4YacTh
6okana. [y moOaBiieHrs HOBBIX TOUYEK MOXKHO MCIONIb3oBath kiasuiny E (Extrude).



Puc. 5: YacTb HOXKKH 00BecHA
[IpomomkuM BBIIONHITH AHAJOTWYHBIC OMEpauu 10 00pa30BaHUS IOJHOTO
KOHTYpa.

Bwmecto PYYHOTO 3aMbIKaHHS KOHTYpa

BOCIIOJIb3YEMCSI  CTaHJAPTHOM  BO3MOXKHOCTBIO
KpuBbIX B Blender u cmemaem co3maHHyrO0 KpPUBYIO
3aMKkHyTOM. Bo Bkiamke Data B mpaBoM MEHIO B
pasnene Active Spline Bkirounm mapametp Cycle.

Linear

Linear

v Smooth

P AN e ” ”
: IR e Puc. 7: Hactpoliku kpuBoi

Puc. 6: IToutu 3aBepiieHHBIN
KOHTYP



Tenepp, Korga KOHTYp 3aBEpIICH, MOKHO YIAJIUTh (JOHOBOE HM300pakeHme. Jliis
ATOTO BBIAJEM W3 pEXUMa PEIaKTHPOBAaHWSA HakaTtueM kiaBuimu TAB, BeiOepem
dhoHOBOE M300pakeHHEe MPABOM KHOMKOM MBIIMIM M YJAIMM €r0 Ha)KaTheM KJIaBHIII
Delete, a 3atem Enter.

2.2. Co3nanne 00beKTa BpalieHust

CHoBa BbIOEpEM CO3JaHHBIA KOHTYP U BOCTIONB3yeMcsl coueTannemM kiaBuin Alt+C
JUUIsl KOHBEpTAIlMU 3TOT0 KOHTypa B Mesh.

N

Puc. 8: KonBeprauus kpuBou B
Mesh

Jlanee Hy>XHO CHOBa BKJIIOUMTh pEXKUM peAaKkTUpoBaHus Kiasuiieil TAB.
Brinenum Bce Touku Haxkatuem kiaBumd A. Ilepeiiném B mpoekuuio Front uepes
MmeHto View — Front.

Tenepp BC€ ToTOBO K co3faHHio oObekTa BpamieHus. Otkpoem Bkiaaky Tool B
JeBOW MaHENIW U BbIOEpEM MHCTpyMEHT Spin. B HacTpoiikax MHCTpyMEHTa B JIEBOM
HWKHEHN naHelIn ycTaHoBUM yroi 360° n konuvecTBo maros 30.

BLIﬁﬂGM H3 pCKUMa pCAAKTUPOBAHHA U IIPOU3BOJIBHO U3MCHUM YI'OJI KaMCPLI ITPHU
IIOMOIITM CpGI[HGfI KHOIIKH MBIIIIH.

Puc. 10: Pe3ynbrar npumMeneHus
Spin (nmpoekius Front)

Puc. 9: Bokan (mpou3BoJIbHBIN pakypc)



3. BniBoj

Hcnonb3oBanue 0ObEKTOB BPAILEHUS 3HAUUTENHHO YIPOUIAET CO3/IaHUE MOJIETIEH.
W3MeHsisi KOMMYECTBO IIIaroB BpAIIEHUS, MOXKHO OBICTPO M MPOCTO YIMPABISATH
JeTanu3aured roToBOM Mozenu s oOecrneyeHUs] MaKCUMaJIbHOM IUIAaBHOCTHU
00BEKTa WM K€ TPOU3BOIUTEILHOCTH MPU OTPUCOBKE.
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