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TekcTtypupoBaHue CKynbntoB 1.

LaHHas obyyatowas ctatbs nepeseneHa eHncom "paneHko (Denis Gradenko) ¢
paspeleHns n Npu nogaepXxke asTopoB OPUrMHANIbHOIO TEeKCTa.

OpvruHanbHbii TekeT Haxoautes TyT: http:/blog.machinimatrix.org/2008/05/12/blender-su
rface-textures/#more-12

CkayaTb nosicHsowee snaeo Kk gaHHomy ypoky: blip.tv/file/get/Machinimatrix-CreatingSurfa
ceTexturesForSculptedPrimsWithBlender782.wmv

AHHOTaums: [1obpo noxanosaTb B Hawy BTOPyto obyyatowyto BneHgepy nporpammy. Tenepb
Mbl CO30aanM TEKCTYPY NMOBEPXHOCTWN ON14 CKYNbNTYPHOro wnemMa n3 ogHoro npuma. Ecnun Bbl
XOTUTE NONy4YnTb BoNblie HOopMaLUM O TOM, Kak Mbl CO34anu 9TOT WeM, NoXanyncra,
NponanTe Mo 3TOM CCbiKe N n3yynte Buaeo «CosnaHne ckynbnTypPHbIX MPUMOB B NpOrpamme
Bnenpoep»: http://www.toroks.ru/component/content/article/31-builders-school/101-2010-
12-23-17-37-56

3ateM Bo3BpawanTtech croga.  He nponyctute TakXxe cneayrouwee Buaeo “TekctypupoBaHns
CKYNbMTOB HECKONbKUMN TekCTypamu» («Texturizing sculpties with multiple images»): http://bl
og.machinimatrix.org/2008/09/01/texturizing-with-multiple-images

, KOTOPOE OEMOHCTPUPYET NPeanoYTUTENbHbIN MeTOoA pelweHns B bneHaepe.)

MepeBopn TekcTa K 06yvatoLLLeMy BUOEO:

XoT8, MOXHO cO3[aBaTb CBOW TEKCTYpPbl MONHOCTbLIO B BneHaepe, Mbl TakXe nmeem
anbTepHaTMBY UCNONb30OBATb AN 3TOr0 BHEWHWI rpadpuyecknii pegaktop. B atoi
obyuatouen nporpamme Mol Byaem ncnonb3osatb Paintshop. KoHeuyHo, Bbl Takxe MmoxeTte
ncrnonb3oBatb Photoshop, nnu nioboii gpyroi pegaktop n3obpaxxeHunii, NpPoLecc He 3aBUCUT
OT 3TOrO.
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Hebonbwoe nosicieHme otTHocutenbHo UV-TekcTyp.

LaBaiTe Tenepb BepHemcs kK bneHagepy. BaxHo 3HaTb, 4TO LeNbI NpoLecc ynpasnseT
UV-TekcTypoir, koTopblii paboTaeT rnaBHbiM 0bpa3om B ooHOBOM pexume. UV-TekcTypa SiBHO
MCrnonb3yeTcs ong 2 pasHblx 3a4au.

1. BO-MEPBbIX, ICNONb3yeTCs ANS coO3aaHNsa HENOCPEACTBEHHO CKYNbNT-KapThl. dTa
3ajaya o4eHb xopowo nogaepxaHa ckpuntamm Domino Marama: http:/forums.secondlife.c
om/showthread.php?t=203571

, Mbl 06 BACHNNIM 3TOT NPOLIECC B HALIEM MEPBOM YPOKE.

2. BO-BTOpPbIX, UV-TekcTypa onpenenseT pacnonoxeHue (mapping) nnockon AByMepHOM
TEKCTYPbl OTHOCUTENBHO NOBEPXHOCTM TPEXMEPHOro 06bekTa. Mbl byaem 3a60TnTbLCS 06 3TOM
cooTHoweHun (mapping).(second, the UV-texture defines the mapping between plain texture
files, and the object surface. We will take care of this mapping now.)

Bbl HangeTe UV-TekcTypy B konoHke mesh. OHa HaabiBaeTcs “UV-tex”.

UV-kapTa Bcerpa - npaBunbHbIi kBagpart, cogepxawmin 1024 meHbwmnx kBanpatos. Kax ol
N3 9TMX KBaApPATOB OTOOpaxaeT Ha KapTe pas3NyHbIe 4acTu NOBEPXHOCTHOW TEKCTYPbI
(surface texture).lns Second Life 370 nocTtpoeHme kapTbl (mapping) He MoXeT BbiTb
n3meHeHo. Tak, NOHUMasa NPUHLMM NOCTPOEHMS KapTbl MOXHO CO34aTb CBOK MOBEPXHOCTHYIO
TekcTypy (surface texture) Bpy4yHyto. Ho aT0 He yoayHas nges, notToMy 4To Takoe
npeobpa3oBaHne BbIrNSANT HEMHOIO CTPaHHbIM.

MocMoTpurTe Ha OKOHYaTEeNbHbIA pe3ynbTaTt 3Toro ypoka. [lpencrtasbTe, 4TO Bbl 4ONXHbI
6blnm 6bl cO30aTh 3Ty TEKCTYPY BPY4HYt0? 0! 310 HbIN0 6bl HE Nerko, passe Bbl Tak He
nymaete”?

MpakTnyecknn nogxopn,
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NTak, BOMpoc: kak MOXEM Mbl KapTy NA0CKOro ABYXMEPHOr0 N306paxeHus Wwnema,
npeobpa3oBatb B yA0OHYIO CKYNbNTYPHYO TEKCTYpY!

Pewenne: Mbl cosganmm gpyryto cunbHo oTnmyatowytocs UV-kapTy. 9Ta kapTa
HenocpeacTBEHHO NpoeunpyeT ABYMepHoe u3obpaxeHne Ha 06bekT. 3aTeM Mbl
npeobpasyem 3Ty KapTy NPOELMPOBaAHUS B OKOHYaATENbHYO COBMeCTUMYyto ¢ Second Life
kapTy. Xopowune HoBocTU: BneHpoep MoxeT caenatb 310 NnpeobpasoBaHne ans Bac.

1. MNepsbii war: Cospante BTopyto UV-TekcTypy. Tonbko knukHUTEe Ha UV-texture > new.
Hosas UV-tekcTypa («new UV-texture») Tenepb goctynHa. [lepenmeHyinTte 370 Ha:
"surface-texture". l 3aTeM KNMKHUTE KHOMKY, MPUMbIKAIOLWYHO CneBa K Nonto sBeoaa: “Set
rendering, UV texture”... 3! 910 66110 NPOCTO!

2. Tenepb cosparite HoBoe n3obpaxeHue (Image > New), n yctaHoBuTe Ha 1024 no
Wwu1puHe 1 BoicoTe. Micnonb3yiTe cpenHIon KHOMKY Mblwn, 4Tobbl oTMacwTabupoBaTth (scale)
n3obpaxeHue.

3. Tenepb Mbl 4ONXHbI Y6eanTbes, 4To multires - oTknoYeH. NHaye cnepytowme warun He
6ynyT paboTaTtb, Kak NokasaHo 3aecb. Hainante konoHky multires n knnkHUTE Ha: : “apply
multires”. KHonka namenutcs Ha «Add Multires».

4. MoxanyiicTta, Takxe BnounTe, “occlude background geometry”, Tak, 4tobbl Bbl
BblOpanu ToNbKO BMAMMbIE YAacTu obbekTa.

5. 3aTeM nNepekyYMTEeCh Ha peXxunMm BbloeneHns nonuroHos «Face select mode» — Ctrl
Tab 3). [NoBepbTe MHE, B cneayowmx HECKONbKKX Wwarax, Bblaensats pabouyve rpaqm (faces
works) nyduwe, YeM BblOENATb BEPLNHBDI.

Co3paHue HayanbHOM TeKCTypbl
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Tenepb, BEPHEMCS B TPEXMEPHOE OKHO, KNnkHUTE “mesh -> UV unwrap -> project from view”.
970 - war, roe Bol onpenensiete npoeumpoBaHne CBOEro AByMEPHOro n3obpaxeHus Ha
noBepxHoCcTb o6bekTa. CnegoBaTenbHo, ceiidac Bbl BUANTE Npoekuuto Wwnema B NpaBoM OKHe,
HO NPUCMOTPEBLNCH, Bbl BMOMTE, 4TO BEPWMHbBI TeNepb 0TobpaxarTcs HaBepxy oaHa Hag,
npyron. Mbl 0OMXHbI OTAENUTL NIEBYIO U MPABYIO CTOPOHbI, & TaKXe BHYTPEHHIO YacTb
wnema. Mbl coenaem aTo, N1wb BbIOMpas NOAMHOXECTBA BEPLINH BPEMS OT BPEMEHMW. 3aTeEM
Mbl Nepenenaem KapTy Bpy4Hyo. He BONHyTECH, 9TO NErko.

Pa3spneneHuve CTOpOH

1. WTak, cHayana cHUMeM BbioeneHne co Bcex BeplwunH. lNoackaska: HaxmuTe, “a”, ewe
pas. MNepeiiante BO opoHTanbHbli BuA (front view) n Boibepute cevac BUANMYO CTOPOHY
wnema. MNepenaute Takxe B BUA cBepxy (top view). Bbl, BEposiTHO, He Bbibpany BCe BEPLWUHbI
37O cTOpOHbI. CoenanTe 370 Tenepb.

2. Ceityac Mbl Bbibpanun ogHy CTOpPOHy wnema. Nepengute B UV-editor, Bbloennte Bce
BEPLVMHbI 30ECb, U ONyCTUTE UX BHU3. YbeounTech, 410 y Bac otknoveH multi-res kak
obbsicHAnoch paHee. xopowo! Mopa Takxe BbibpaTh APYryto CTOPOHY Wwnema. Bol MoxeTe
coenaTb 3TO U3 BUAa cBepxy. (Ha suaeo 5 MuH 13 cek)

3. Tenepb, BHnMmaHne! B UV-editor knukHuTe Ha UV, 3aTeM npoeepbTe, 4TO
“nponopunoHanbHoe pepaktuposaHne” (“proportional editing”) otTknoyeHo. Ecnn 310 He Tak,
Baw mew cnnbHO gedopmMupyeTcs.

4. OctaBascb B UV-penakTope (UV editor), CHUMUTE BblgeneHne Co BCEX BEPLUNH, 3aTEM
BblOepMTE HOBYIO CTOPOHY, M NMEPEMECTUTE €€ BBEPX.

5. Tenepb BepHEMCS K TPEXMEPHOMY OKHY. 3eCb BbiIbepuTe NEPBYIO BHYTPEHHIOK
CTOPOHY Wnema.
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6. BepHutecb k UV-pepaktopy v nepeMectnTe HoBble TOUYKM MeLwa B CTOPOHY.

7. HakoHeL BblibepunTe BCe TOYKM Mella B TpexMepHoM okHe. CoenaiTe aTo, Haxas, “a”,
BO BTOPOW pas.

Tenepb pacnonoxute UV-tekcTypy, kak Bam HpaButcs. MNo3aboTtbTech, 4T0bObl 3aM0NHNTb
Kak MOXHO H6onblie NpocTpaHcTBa. OTO NOBLICUT KA4eCTBO Bawein puHanbHOM TeKCTYpbI.

9ta UV-TekcTypa BbIrnsaanT LOBObHO MPOCTO. OTO MOXET ObiTh 3aAM0HEHO COAEPXKAHNEM,
6e3 na3nuwHe 60NbLWON AONONHUTENBHON PaboTbl. Mbl coxpaHnM 370 n3obpaxeHne Tenepb
kak obpaseu. B UV-penaktope, knukHnte Ha UVs >> Scripts >> Save UV Face Layout.)

Ceityac Bpemsi noiiTn B Baw penaktop nsobpaxeHuii (image editor) n co3patb HavanbHyo
TekcTypy. Cnenytowwmin knun 6bin co3paH B nporpamme Paint-shop. KoHevHo, Bel MoxeTe
ncronb3oBaTh OO0 OpPyroi penakTop Ha CBOM COBCTBEHHbI BblIOOP.

MNocne co3paHns HayanbHOW TEKCTYpbI

Cospatb TekcTypy 6bino nerko. Mbl He NPOBOANNM fanbHENWen KOPPEKTUPOBKIN NUKCENEA.
Mbl TONbKO NPMMEHSNN NpaBunbHoe MacwTabupoBaHue (scaling) n nepemewanu
n306paxeHne B NpaBuIbHOE NonoXeHme. (8 MUH 42 cek)

Y Hac HeT OTO BHYTPEHHe YacTu wnema. [ns aTol AeMOHCTpaUumn Mbl LWL packpacunm eé
pasyMHo, He BAaBasiCb B AeTasw.

Ho TekcTypa, KOTOPYIO Mbl TONIbKO YTO CO3[aNW, HE ABNSETCS HALMM OKOHYaTEeNbHbIM
pesynbTatoM. Mbl BonXHbl BepHYTbCs K Bnenaepy. [laBaite ceyac 3arpysmm TObKO YTO
CO3[4aHHYI0 TEKCTYpY.
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MoarotoBka npeo6pa3oBaHus

1. [MpoBepbTe, 4TO Mbl Haxoaumcs B Texture Paint mode (B pexume TekCTyprupoBaHus)
Draw type: textured, Torna Mbl CMOXEM BUAETb, Kak Wwnem OyaeT BbirNSAeTb B KOHLE
npotiecca.

2. W Tenepb no3sonbTe, caenatbh 3akAlyUTENbHbIV Wwar. Mbl co3gagum matepuan.

3. Mepengute B material pannel. (Shading F5)

4. B 3aknagnke, “links and pipeline” >> add a new material.

5. Tenepb nepenante B texture-pannel (Texture buttons F6), n 3aTeM nobaebTe HOBYLO

TekcTypy (add a new texture). MNocne nobaeBneHns HOBOI TEKCTYpPbI, OTKpbiBaeTcs 6onblue
noner BBoga v kHornok. Onpenennte MeECTOHaxoXAeHne obnacTu Tmna TekcTypbl (texture
type) n nameHnTe ee ot "none" k "image". Tenepb OTKPLINOCH elwe 60Nble KONOHOK U KHOMOK
ynpasneHus.

6. lMepenpute B KONOHKY "image" (cnpasa) u 3arpy3ute ainn TekcTypbl. 30eCb Mbl
3arpy>xaem TeKCTypy OT (paifioBoin cucTembl. 3amMeTbTe, HTO Mbl TAKXe MOXEM BblbpaTb
3arpysky n3 combo box, cnesa ot kHornku 3arpy3ku (load button).

7. Tenepb BepHuUTECh K Material buttons pannel. 3atem nepekntouMTeCh K «map input».
9710 — MOMEHT Koraa Mbl 06beauHsem 2 UV-TekcTypbl. Tenepb HaxmMuTe Ha kHonky UV. 910
ykaxet bnengepy ncnonb3osatb UV-koopanHaThl Kak KoopanHaTbl TEKCTypbl. U, HakoHeu,
HaneyartanTe NMS TEKCTYPbl, KOTOpoe Bbl XOTUTE NCNONMb30BaTh Kak BBOAHOE (as input).
3anomHnTe, 3TO - Ha3BaHWe Haleln NOBEPXHOCTHOM TeKCTypbl (surface texture).

Mepenoute B edit-pannel n nepekntounTte original Uv-tex Ha3an Ha active u rendering UV
texture.
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Tenepb co3pnariTe HoBoe n3obpaxeHue (image), ncnonbays 1024 nukcens no WmMprHe n
BbICOTE.

W 3aTtem 3anekute TekcTypy: : Go to Render -> bake render meshes -> texture only.

HedekTbl n306axeHns n3-3a NPob6seM ¢ TOUHOCTbIO ?

NHorpa npeobpasoBaHmne co3naeT psan HYepPHbIX TPEYroNbHUKOB HABEPXY MU Y OCHOBAHUS
n3obpaxeHus. Ecnn ato npoucxoant ¢ Baweli TEKCTYpoWi, TO BOWAMTE B PEXUM
penakTupoBaHus (edit mode), HaXXMmMTe Ha smooth (0AHOKpAaTHO). 3aTeM, 3aneknTe TeEKCTypy
cHoBa. Tenepb YepHble TPEeYronbHUKN AONIXHbI MCYe3HYTb. Mbl nonaraem, 4to 310 npobnema
MaTemMaTnyeckoin TOYHOCTH B Nonocax obbekTa.

NMPUMEYAHWE: Ota npobnema cnyy4aeTtcs TONbKO, KOrAa BEPWMHbI NOoca paspyLwmnnmcs
(collapsed) Bce BMecTe. B aToM cnyyae rpaHuLbl MOBEPXHOCTEN — TpeyrofbHble (triangles),
BMECTO NpsIMOYrofibHbIX (rectangle). Ho anroputm TekcTypusaumnm oxungaeTt npsMoyrosibHbIX
(rectaniges). Bo Bpems crnaxusaHus (smoothing), paspyLleHHble BEPLWUHbI HaCTUYHO
BOCCTaHaBNMBAIOTCS, Tak YTO Tenepb BCE BEPLUNHBI PacnonarTCcs Ha ManeHbKoM KornbLe
BOKpYr nontoca. V1 certvac, Bce TpeyronbHUKN Ha rpaHnLe 3aMeHEeHbl NPSIMOYTOfibHUKaMN.
Tenepb BblYMCNEHME NOBEPXHOCTU MOXET BbINONHATLCS KakK U 0XKUAANoch, U YepHble
TPEeyronbHUKN NCYE3aloT.

Xopouwo! Tenepb Mbl 3akoH4MAN. CoxpaHMTe NOBEPXHOCTHYIO TEKCTYpY (surface texture) Ha
CBOI XxecTkuin anck. N nopa novtm B Second Life, 4To6bl yBMaeTb Baw TeKCTypupoBaHHbIN
ckynbnT B gene...!

B Hawei cnenytowei oby4vatoweit nporpamMmme Mbl nokaxem Bawm, kak paboTaTb C HECKONbKUMM
TekcTypamu. M HakoHel, Mbl 06 bSICHMM, Kak NCNONb30BaTh BCTPOEHHbIE B BbneHaep
WHCTPYMEHTbI AN CO34aHNs TEKCTYPbI.
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OcTaBanTecb ¢ HamMu, 00 CnenyloWwmx ypokos!
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