Blender Node Editor - Pepaktop Y3nos bnennepa, oH xe Penaktop Honos bnenpepa.

lMepeBoa oaHHOro ypoka ocyuwecteneH IeHncom ["'paneHko (Denis Gradenko) ¢ paspeleHns n
npuv NoanepXkKe aBTOPOB OPUTMHANBHOIo TeKCTa.

OpuvrnHanbHbIA TEKCT ypoka HaxoamnTcs 3aech: http://blog.machinimatrix.org/3d-creation/video
-tutorials/sculpties-advanced-tutorials/blender-node-editor

CkayaTb opurnHanbHoOe BUAEO K YPOKY Ha aHr INACKOM S3blke MOXHO oTctoaa: http://blip.tv/fil
e/get/HussaynDabbous-TheBlenderNodeEditorPartlintroduction857.wmv

AHHOTaums: Mbl 03HaKOMMMCS C OCHOBHbIMM CPYHKLMOHANBbHBIMU BO3MOXHOCTSAMM pefaktopa
y3nos bnengepa. Mbl 06 bSICHUM, Kak BKIOYNTb peAakTop HOLOB M Kak co3naBatb U
06beanHATb y3nbl ANS co3aaHns 6onee CnoXHblX MaTepManos U NOALEPXKN CNOXHOro
TEKCTYPUPOBAHUS.

LeneBasi ayouTopus:

Monb3oBatenu bneHpoepa ¢ 6a30BbIMU HaBbIKaMM.

Heob6xonumbie ycnoBus:

- UV-pasBepHyTasi noBepxHOCTb Mewa (cM. obyyatowwyto Bmaeonporpammy: sculpted prims

- «CKyNbNTYpHbIE NPUMbI», €€ PyCCKUIA NepeBod MOXHO HaMTK
30€ecb

- Tekctypa (n30bpaxeHue) ons Baweit mogenn (cMm. oby4aroulyto Buaeonporpammy: surfa
ce textures
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Blender Node Editor - Pepaktop Y3noB bneHaepa, oH xe Penaktop Honos BneHpepa.

—«[ToBEPXHOCTHbIE TEKCTYPbI»), €€ PYCCKUIA NEePEeBOL MOXHO HANTH
34ecb

I pyrue obyyaroLime NporpaMmmbl CBsi3aHHbIE C 3TOW TEMOMN:

- blender-nodes-ui
- blender Nodes basic introduction
- blender-Materials-Nodes

TekCcT BUOeo:

[obpo noxanosaTb cHoBa!

CeroaHs Mbl pacckaxem O rnaBHbIX NpuHUMNax paboTbl y3na OCHOBHbIX MaTepuanos (node
based materials) n kak 3T MaTepuanbl MOXHO UCNOMb30BaTb TEKCTYPUPYS CKynbnThl. Ecnny
Bac HeT Hukakoro onbiTa ucnonb3oBaHus bnenpepa ong cosnaHmsa TeKCTyp, Bol 4ONXHBI
cHavana nocMoTpeTb, 0OyYaloLLy0 MPOrpaMMy O «TEKCTYPMPOBAHMUN CKYNbNTOBLIX MPUMOB>, U
TO/IbKO NMOTOM BEPHYTLCS B 9TOT YPOK ANS NPOAONXEHNS U3YUYEHUSI.

Ok, npuctynaem n otkpbieaeM bneHgep. Mbl cHoBa Bynem Mcnonb30oBaTh Haw paboynii
npumep - NpocToi wnem. Mbl yxe npenBapuTenbHo co3nany cebe ckynbnTbl, U Ans
TekCcTypupoBaHus Mol cosganu gpyryto UV-kapty (UV-map), KOTOpYto Mbl Ha3Banu:
projection-Map (kapTa npoeumpoBaHus). Obe kapTbl MOryT OblTb HaOEHbI B pa3gene
UV-texture konoHkn mesh B naHenn pepakTuposaHus (Edit panel — F9). Mbl 6yaem
ncnonb3osBaTb MUx cenyac. (1 mmH 09 cek)

C atoro ab3aua v [0 cneaytoweit KpacHoOM METKM CMOTPUTE BUAEO BHUMaTeNbHee, N6o
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Blender Node Editor - Pepaktop Y3noB bneHaepa, oH xe Penaktop Honos BneHpepa.

NOSICHEHUS XyccelnHa Ha BULEO U TEKCT Ha caliTe He COOTBETCTBYIOT AOCNOBHO. HO BMECTO
MCMNONb30BaHNS NPOCTbIX MATepranos, Kak Mbl Aenanv npexae, Mbl Tenepb XOTUM
ncrnonb3oBaTb pegakTop y3nos (node editor). tak, naBainte nepennem cHavyana B naHenb
matepuana (material panel), u HEMHOXKO Npubepemcs, yoanuB yXXe CyLecTBYOWNIA
matepuan. lNMoxanyiicta, 3aNOMHUTE, YTO ceiryac aToT MaTepuan bbin yaaneH n3 cnucka
«MatepmanbHbix» 06bekToB (objects material list). Ho oH BCé ewe noctyneH. Ecnv Mbl XoTum
NOMHOCTbIO YAANNTb MaTepuan, Mbl LOMXKHbI CHaYana coxpaHntb 06bekT. [locne NOBTOPHOroO
OTKpbITUA harna .bland matepman ncyesHet. [lanee TeKCT 1 BUOEO CHOBA COBMAOatoT.
ObpaTtunTe BHMMaHME: 3TOT LWar TONbKO AN O4MCTKM. (Ha B1aeo: 1 MUH 56 cek)

Tenepb Mbl pasfenum Hawm paboyne okHa, Tak, YTo6bl MONYYMNTb OOMNONHUTENbHBIV BUL,
(additional view). NepemecTute Kypcop Ha rpaHuuy okHa. Korpa Bbl yBuanTte asyrnasyto
CTpenky, caenainTe npasblii KK MbllWblo U BolbepuTe: “split area” («pasneneHne obnactu»). B
BEpxHeM OkHe, B «Window type» (Tun okHa) Bbibepute «Node Editor» (pepakTtop y3na).
Mo3aboTbTechb BbAENMTL AOCTATOYHO MecTa Ha akpaHe. Tenepb fobaBbTe HOBbI MaTtepuan
(B «Links and Pipeline» xmem «Add New») n nepeunmeHyinte «Material.001» B
«texture-container». 3atem nepengute B texture panel — F6 (Texture buttons) > Add New >
Image n pobaBbTe yxe cywecTBytouwyto «helmet-projection-texture» n3 kombobokca
pacnofioXeHHoro cneesa ot kHonku Load B konoHke Image B 3aknagke Texture
nepenmeHoBbiBaeM «Tex.001» B «helmet-projection-texture».

MpuynHa, No KOTOPOIA Mbl CO38ann 3TOT MaTepuan - npobnemMa B3anMO3aBMCMMOCTU B
penakTope Hogos! (dependency problem in the node editor!) B 6onee no3gHem ware mbl
LONXHbl pacnpefennTb TEKCTYpbl MexXay y3namm Tekctyp (to assign textures to texture
nodes). Ho, eaMHCTBEHHOE MECTO, rae Mbl MOXEM CO34aBaTb TEKCTYpPbl - 3TO BHYTPU
cylwecTsytowero marepuana. [ostomy Mbl cozganv BMecTunuvile TekcTypsbl (texture-container),
Kak 06xoaHoM Tptok. Mbl BEpHEMCS Ha3ap K 9Toi NnpobnemMe Yepe3 HECKONIbKO MUHYT. (Ha
BMAEO: 2 MUH 57 cek)

NTak, naBalite nepeiiem B OKHO peaakTopa HOLOB. TaM OTKPOMTE MEHIO Bbibopa n
BblbepuTe: “ADD NEW”. 3T1oT war cospnaet y3en ocHoBHOro matepuana (node based material).
Dante atomy matepuany noaxogsiiee ums, Hanogobue: «helmet-material» («matepuan
wnema»).

Tonbko 4TO co3aaHHbIn MaTepuan ByaeTt NONHOCTbIO onpeaeneH B peaakTope Honos. Mbl
LOMXHbI coobwmnTb 06 aToM Bnenpaepy ceiyac. NpocTo knukarTte Ha: “Use nodes”. Tenepb
helmet-material (MaTepuan wnema) ncnonb3lyeTcsa Kak KOPeHb CNOXHOro matepuana. 970
BMOJIHE MOXET NCMONb30BaTbCA KakK NPOCTble MaTepuarsbl, HO 9TO MOXET COAEPXaTb HAMHOIO
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Blender Node Editor - Pepaktop Y3noB bneHaepa, oH xe Penaktop Honos BneHpepa.

6onee CNoXHy BHYTPEHHIOW CTPYKTYPY MO CPABHEHUIO C TEM, YErO Mbl MOXEM OOCTUrHYTh
NPOCTbIMM MaTepranamu.

Helmet-material (MaTepuan wnema) Tenepb COAEPXUT 2 BHYTPEHHWX y3na:

1. cnesa y3en matepuna (material-node) - nuwb MecTo onsa cogepxaHus matepuana. Mol
BCE elle OONMXHbl CBA3aTb Matepuan ¢ 3TUM HOLOM.

2. cnpasa y3en BoiBoaa (output node) - Touka KoHeYHo 06paboTkmn. 3necb BCe NPOLECCh
06paboTkm maTepuana byayTt cobpaHbl 1 BU3yanmampoBaHsbl (rendered) B donHanbHOM
TekcType. ManeHbkoe OKHO BbIXOOHOMO Hofa (output node) oTobpaxaeT MUHMATIOPHYO
BEPCUIO OKOHYaTenbHOro pesynbrarta. B HacToswee Bpems Bbl BuanTe Tam YepHbIin Kpyr.

Ho Bbl Takxe BuanTe HaMHOro bonblie aetanei 3oechb:

1. Bo-nepsbix, 06a y3na cBs3aHbl Yepes3 CBOM «LBETHbIE» KOHTAKTHblE TOYKM. B npuHumne
3TO O3HAyaeT, 4TO Kakow Obl LBET HM Bbin CBA3aH C MaTepunanom, oH byneT nepefaH Ha
BbiBOAAWMMN y3en (out node). M B HacToswee BpeMs Matepuan - YepHbin. [103TOMy BbIXo4,
nokasbiBaeT YepHbIA KPYr.

2. Kpome Toro, Bbl BUAUTE HEKOTOPbLIE HE CBA3AHHbIE TOYKM TPEX Pa3NYHbIX LIBETOB:

- XenTble pa3beMbl (Connectors) nepeaatoT LBETOBYIO MHGIOPMALIIO

- Cepble pa3beMbl NepenarT NPo3padyHocTb (values).

- HakoHeu, cuHne pa3beMbl nepenaroT BEKTOPHYO MHGpopMaLMIO (HopManu).
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Blender Node Editor - Pepaktop Y3noB bneHaepa, oH xe Penaktop Honos BneHpepa.

3. B obwweM, ToNbKOo KOHTaKTbl OAHOrO LBeTa MOryT ObiTb coeanHeHbl. Ho 3To npaBuno He
He3blbnemo. Mbl BEpHEMCS K 3TOMY B Oyaywem.

4. Bce y3nbl nokasbiBaloT HE N3MEHEHHYIO 06LLY0 CTPYKTYPY:

- BxogHble pa3beMbl pa3MeLleHbl ClieBa,

- BbixogHble pa3beMbl pa3MeLlleHbl CripaBa.

- Heucnonb3yeMble pa3beMbl 06bIYHO 3aMONHATCS NOAXOAAWNMUN 3HAYEHNSAMU MO
YMONYaHWIo.

5. B uenom, naHHble noyT cnesa Hanpaeo. (Ha Buaeo 5 MuH 14 cek)

Ok, Tenepb BepHeMCS K npakTuke. Bbl 3ameTunm atoT 6pocarowmincs B rnasa KpacHblii 3anpoc
Ha pobasneHme HOBOro matepuana? (peyb 0 KpacHOW KHOMKE B y31e matepuana ¢ Haanmcbio
«Add New»). NTak, naeante Tenepb KAVKHEM MO 3TON KPACHOW KHOMNKE. DTO 3anOfIHUT y3en
maTtepuana (material node) xun3sHbto. ObpaTuTe BHMUMaHNE, 4TO TENEPb B NAHENV MaTeprana
(material panel) TakXxe, cywecTByeT HOBbI/ NPOCTON MaTepuan. Tenepb CMOTPUM
BHUMaTtesnbHee. Bbl BuonTe, 4to Boixoosawwnin Y3en (Out-node) nameHnncs Ha cepyto cagepy.
3710 noToMy, 4yto Y3en Matepuana (material node) nepeknto4nn cBol UBET Ha Cepblii, 6bino
nobaBneHo HEMHOMO 3epkanbHOCTH (specularity), n ata nHgopmauns nepenanach Yepes
cUCTEMY.

NTak, kakoB Tenepb cnenyowmi war?

KoHe4yHo, Mbl Tenepb NOMECTUM Hally NOBEPXHOCTHYIO TEKCTYPY B cUcTeMy. Takum obpasom,
Mbl CHa4yana co3aanum HOBbI y3en TekcTypbl (texture node).
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Blender Node Editor - Pepaktop Y3noB bneHaepa, oH xe Penaktop Honos BneHpepa.

Xwmunte: npoben, add, input, texture. (Ha Buoeo: 6 MuH 14 cek)

Bo BcTpoeHHOM Bbinagatolem MeHio BbibepuTte: “projection-texture”. 1o mecTo, rae
BCMNbIBAET paHee ynomsHyTas npobnema 3aBMcuUMOCTU. TekcTypa AonxHa bbiTb onpeneneHa
MUHVMMYM Ha OOMH MaTepwvan, MHaye aTo He 0BHapyXnTcs 34echb B cnvcke Bbibopa. Ho cosnas
texture-container matepuan B npegplaywem ware (npumevaHne nepesogymka: NoMHUTe
nepevmeHoBbiBann? CM. BbiWwe), Mbl Hawwm crnocob obxona npobnembl, U TENEPb MOXEM
npocTo BbibpaTb " projection-texture " n3 cnucka. [aeaite nongem n N3BMeHNM
npenBapuTenbHbli npocMoTp Ha 2D. Coenaem 310 NpsMO B naHenu matepuana (material
panel).

Tenepb Bce y3nbl B peaakTope HoLoB M3MeHUIn «Bbixond» ¢ 3D Buaa Ha npocToe 2D
n3obpaxeHue.

Tenepb 04€BUAHO, 4TO Mbl LOMXKHbBI COEAUHUTL TEKCTYpPY C MaTepuanom. [lasante coenaem
370, MCMONb3ys pa3dbembl LBeT-uBeT (color to color). KnukHuTe no ogHOMY N3 HUX, 1 C
HaXaTomn KHOMNKOM MbllWK NEPETSIHNTE Kypcop Ha pa3beM HasHavyeHus. JInHng cea3un npu aTom
ObICTPO COEANHUTCS C KOHEYHOM TOYKOM. Kak Tonbko Bbl 0TNyCTUTE KHOMKY MbIWK, AaHHbIE
TekcTypbl (texture-data) nepenanyTcs kK yany sbisoga (out-node). (Ha Buaoeo 7 MuH 26 cek)

Tenepb naBaiite NOCMOTPUM, MOXEM NN Mbl 3anedb OMHaNbHY TEKCTYpy. B cBS3n ¢ aTuMm:

- nepengute B edit panel (naHenb pepakTuposaHus)- Editing F9

- BblbepuTe projection-Map (kapTy npoeunpoBaHuns)

- co3paiTe HoBoe n3obpaxeHue: Image > New > ok.
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Blender Node Editor - Pepaktop Y3noB bneHaepa, oH xe Penaktop Honos BneHpepa.

- 1 3aTeM: render, bake render meshes, Texture only.

Ok, 310 He TO, 4TO Mbl OXUAanM yBuaeTb. Yero-1o He xeataeT. Mbl BUAUM, 4To oTobpaxxeHne
NOMHOCTbIO HE BepHO. Mbl 3abbinu onpenennTb, Kakol cnocob nepeHoca TekcTypbl (mapping)
LOMXEH UCMONb30BaTbCS AN1s 06epThiBaHUS («3aBEPTKU», Wrap) TEKCTYpPbl BOKPYr o6 bekTa.

Tenepb B Urpy BKOHaeTCs y3en reomeTpun (geometry-node). [laBante cenyac cosnanum
Takow y3en:

Xmute SPACE -> add -> input -> geometry. (Ha Buaoeo 8 muH 11 cek)

MossnseTcsa HoBbIN y3en reomeTpumn. Cervac mbl BCromHunu sknanky Map Input B naHenm
maTepuanos (material panel)? Mbl onpenensinu Tam HEKOTOpble AeTanu, YTobbl NONYy4YnTb
npaBunbHOE HaHeceHe TekcTypbl (texture mapping). [oxoxwue napameTpbl HACTPOEK eCTb B
y3/ne reoMeTpumn:

coeauHute UV Bbixon ¢ Bxonom Vector yana helmet-texture.

OT0 paBHO3HA4HO: BbinonHeHuo UV-mapping (UV pacnpeneneHunto TeKCTypsbl), v
ncnonb3osanHnio UV-coordinates (UV-koopaunHaTt) kak KoopanHaT TEeKCTypbl.

3ateM BBeauTe: “projection-Map” BHyTpuW nonsg BBoda. 3TO paBHO3HAYHO: “use the
projection-Map as UV-map” (“ncnonb3oBaHunio KapTbl NpoeunposaHns (projection-Map) kak
UV-kapTbl”).

Tenepb 3anekute (bake) cHoea, N pa! 31o cpaboTtano!

O! HeT, Mbl BCe elue O0MXHbl Npeobpa3oBaTtb Hawy TEKCTYPY B BEPCUIO COBMECTMMYLO C
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Blender Node Editor - Pepaktop Y3noB bneHaepa, oH xe Penaktop Honos BneHpepa.

Second Life. Mbl ucnonb3osanu HenpaeunbHoe npeobpasoBaHue. B 3akntounTenpHoM ware
3anekaHus (baking) Mbl 0OIXHbI MCMONb30BaTh CKyNbNTypHYO UV-kapTy (sculptie UV-map)
BMeCTO kapTbl npoeumposaHus. Ok, naeante ceindac coenaem ato: (Ha Bugeo 9 MuH 20 cek)

- Boibepute ckynbntoByto UV-TekcTypy (sculptie UV-texture), kak UV-TekcTypy
npencrtasnexus (rendering UV-texture). Npum. nepesonyuka: nesee UV-Tex Xxmem KHonky Set
rendering UV texture n cocenHioto elle neesee)

- MepeitonTe B pexum penakTuposaHus (edit mode) n Bbibepnte cHoBa Bbixoasilee
n3obpaxeHune (output image)

- HakoHeu 3anekute (bake) cHoBa.

Tenepb Mbl 3aKoH4YUAKU. Mbl NPOCTO Mcnob30Banu peaakTop yana (node editor), 4Tobbl
onpenenuTb NpeobpasoBaHme TEKCTYPbI HaWero ckynbntnpuma (our sculpted prim texture
conversion). 1o cyTn, Ham Hy>XeH 0AuMH y3en TekCcTypsbl (texture node) n oamH y3en matepuana
(material node). Mbl Tak>xe 0ONXHbI 66N ONpenennTb pacnpeneneHe (mapping) TeKCTypsbl
no 06bekTy. [103aTOMYy, Mbl UICNONB30BaNN 30eCh y3en reomeTpumn (geometry node). 3aTem Mol
LONXHbI 6binK BbIOpaTh ckynbnTypHyto UV-kapTy (sculptie UV-map) ans 3anekaHus (bake)
npaBuIbHOM OKOHYaTENbHOW TEKCTYPbI.

NTak, 4To Mbl nony4nnn?

[MonHas ycTtaHoBKA OTHANA HEMHOIo BpeMeHW. Ho Tenepb Mbl B COCTOSIHAM NCNONb30BaTb
NOMIHOCTbIO MOLb CUCTEMbI pefakTupoBaHus y3na (node editing system). Bewwn ctanyT
[OBO/NIbHO NPOCTbIMK, 1 Bbl Tenepb CMOXeTe BbINOMHUTL O4YEHb CMOXHbIE 3a4a4u
TEKCTYPUPOBaAHUS.

Ceityac Mbl NpnBIM3NINCH K KOHLYY 3TOi obyyatoweli nporpamMmbl. B 3aknoyeHne s nokaxy
Bam npocTon npumep TOro, Kak Mbl OTCIO4a MOXEM Npodonxutb. [laBanTte nepekpacum
TEKCTYPY 1 cOenaeM wnem ronybbiMm.
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Blender Node Editor - Pepaktop Y3noB bneHaepa, oH xe Penaktop Honos BneHpepa.

- [MepBoe, g 0TCOEOAMHSAD TEKCTYPY KapThbl NpoeunpoBaHus (projection-map texture) ot yana
matepuana (material node).

- 3atem pobasnsio 2 npeobpasdosartens (converters), 0OOUH ANS pa3neneHns 3HaveHuii
KpacHOro, 3e1eHOro U CMHEro, a Apyron ans nx noBTopHoro coeanHenus. (Add > Convertor >
Separate RGB n Add > Convertor > Combine RGB)

- 3aTeM 5 nepecekato (NOAKNI0YA0 CUHUIA K KPACHOMY, & KPacCHbIA K CUHEMY) 3HAYEHUS CUHEro
N KpacHoro useTa Mexay npeobpasosatensmu (converters). (Ha Buaeo: 10 MuH 57 cek)

HakoHeL, s HanpaBnso faHHblE O TEKCTYPE Yepes MOM HOBbI KOHBEPTEP, CHOBA COEAUHSSA
«BbIXx0O» (output) c yanom maTtepuana.

B 3akntoyeHun 3anekato... n?

LWnem ctan cnHnMm!

W cevac?

Tenepb Bawa o4yepenb nonyyatb yAOBONbCTBUE OT TEKCTYPUPOBAHUSI.

Mexay Tem, Mbl NpooONXMM M3yyeHne nanee.

Lo ckopow BcTpeun!
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Blender Node Editor - Pepaktop Y3noB bneHaepa, oH xe Penaktop Honos BneHpepa.

Lpy3bs, s He NpodbeccnoHanbHbI NEPEBOAYMK, MOITOMY NPU 0OHAPYXXEHUN B TEKCTE
HEeTOYHOCTEN, noxanyicra, coobwmnTe MHe 06 3TOM ANS YNy4WeHNs KayecTBa NepeBoaa.

Ha npaBax peknambi
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