Sculpted Prims Part IV

AHHoTaums: [aHHbiii y4ebHbIVi Kypc AaeT npeacrasneHne o6 MHCTPDYMEHTax
TekcTypmpoBanus bnernpepa. lNokaxer, cekpetsi Ambient occlusion, kak 3ane4b 61uku (to
bake highlights), kak HacTpouts cuctembl ocBeleHns brernpepa, kak ncrionb3osats Penakrop
y3/710B (node editor) u, kak co3gaBatb U NMPUMEHSITb KapTbl pesibegpHoCcT (bump maps). 3rot
y4ebHbIV KypC 0xBaTbIBAET BCe nocnenHne sepcun Blender 0o pekoMeHayeMbix B HacTosiee
Bpems Bepcuii 2.49b n Jass2.

Ambient occlusion (AO) — mogenb 3aTeHeHuUs, UCnonb3yemas B TPEXMEPHON rpaduke,
nossonsiowas 1ob6aBNTb peanncTUYHOCTN N3006paxXeHMIO 3a CYET BbIYNCIEHNS
WHTEHCMBHOCTW CBETA, A0X04AWero A0 TOYKM MOBEPXHOCTU. B 0TAn4Yme oT nokanbHbIX
METOO0B, Kak Hanpumep 3aTeHeHme no P oHry, ambient occlusion saBnsieTcs rnobanbHbIM
METOLOM, TO €CTb, 3HAYEHNE APKOCTM KaX 0N TOYKN 06 bEKTA 3aBUCUT OT APYrux 06 bekToB
cueHbl. B npuHUmMne, 370 4OCTATOYHO OTAANEHHO HANMOMUHAET rnobanbHOe OCBELEHNE. —
npumMeyaHue Xilion Northman.

Cratbs HanucaHa Ha 6a3e Buaeo-dounbma:

http://streaming.the-machinimatrix.com/pub/tutorials/sculpted prims 4/video.mp4

OpwuruHan ctatby Ha aHrMIMACKOM:

http://blog.machinimatrix.org/2010/07/07/sculpted-prims-part-iv/

TpaHcKkpunuums

MpuBeT 1 Lobpo noxanosatb
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Sculpted Prims Part IV

3710 cnepytowasn obyyarowas nporpamma U3 Halelh cepun 0 CKynbnTypPHbIX NpUMax B
Bnenpepe. Ha celi pas, Mbl 6nnxe B3rnsHeM Ha TekcTypupoBaHue (texturing). Hawa rnaeHas
uenb 6yneT 3aknoyeHa B TOM, 4TobObl caenatb UMAMHAP HAaMHOro 6onee nasuwHbIM. [1o aToro
Mbl CO34ann O4eHb NPOCTON MaTtepuan Ans Hawewn wnansl. Mbl 3aneknm TeKCTypy 1 NoAy4Ynnm
MOYTM NONMHOCTbIO FOTOBOE YepHOE M306pakeHne ¢ KpacHoi 06nacTbio ANS NEHTbl Ha Whsne.
Mbl npooonXnM ganee, BBEAS HECKObKO HOBbIX METOLOB TEKCTYPUPOBAHUS.

B yacTHOCTM:

- Mbl fo6aBmum ambient occlusion K 06bekTy.

- Mbl 6erno ocMoTpuM cucTeMy oceelleHnst bneHaepa,

- B UTOre, Mbl no6aByM CBETO3aBMCKMbIE TEHWN U LIBETHbIE CBETOBLIE AP eKThI.

- Mol yBnaonMm, Kak MOXXHO nobasuTb 9P eKT rnsaHua B TEKCTYpPHbI.

- HakoHeL Mbl yBMAOMM, Kak MOXHO yNy4ylWwnTb BUA 1 owylleHne ewe bonblue, co3naBas u
nobaensis kapTbl penbedHOCTM (bump-maps) HawnM TekcTypam.

Yactb I: Ambient Occlusion

Ambient occlusion otobpaxaeT ocBelleHNe Baweit CLeHbl TONbKO C PACCESIHHLIM CBETOM.
Tak Kak paccesiHHbI CBET He3aBucuM OT yrna nageHus, AO-Bbl4MCNeHne He3aBnMcumMo ot
NONOXEHMUs Kamepbl 1 Bawmnx cBETOBbIX YCTAHOBOK. 3MeHeHUst ocBeleHns o6 bekTa
npounssoasaTcs BansHNeM (occlusion) cocegHnx 06 bEKTOB NN CaMM 06 bEKTOM
(self-occlusion) kak NpPoAeMOHCTPUPOBAHO 30€ECh.
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Sculpted Prims Part IV

Mpu yMeHbLWEHUN yrna packpblTus (aperture-angle) pebpo mexay ABYMS MOBEPXHOCTSIMM
nofly4yaeTt BCE MEHblLUE N MeHbLUe OKPYyXalolero cBeta, No3aToMy BU3yann3npyetca TEMHee n
TeMHee. XoT4, ambient occlusion 0CHOBaH Ha MCKYCCTBEHHbIX pacyeTax, 3T0 NOMOraeT Ham
coenatb 06 bekT Bbirnaaawmum 6onee peanncTnyHo. Tak Kak 3T0 He 3aBUCUT OT MONOXEHNS
Kamepbl, 3T0 MOXHO 6e3onacHo 3aneyb (baked) B TekcTypy.

Tenepb gaBanTe NOCMOTPUM, KaK Mbl MOXEM MCNONb3oBaTh ambient occlusion Ha Halwen
wnsne. K coxaneHuto, wnsna nofiHOCTbIO YepHasi B AaHHbIA MOMEHT, 1 TakM 06pa3om
NONHbIA agpdpbekT ambient occlusion 6ynet no 6onblei YacTn HeBUOMM. Tenepb NO3BONbTE
HaMm N3MEHNTb UBET Wbl HA 6enbliA, U NepeKkNioYnTbC Ha3ad K YHepHOMY No3aHee.

- Boigenute Teno wnansl (hat body) n nepenonte B pexum penaktmposaHus (edit mode).

- YOocToBepbTECh, H4TO Bbl HAXOAUTECH B 30HE KHOMOK penaktuposaHus (edit button section).

- BoibepuTe YepHblii MaTepuan, ncnonbadys «material index selector».

- KnukHnte no obnactu YEepHOro useta n USMEHUTE LUBET Ha 6enbiit. lWnsana ctaHeT cep0|7|.

Bnocnencteuun, Mbl 6ynem 0ob6aBnsTb HEKOTOPbIE HE3HAYUTENbHBLIE UBMEHEHNS HA MOAENM
ANS onTuMM3aumm 3anekaHus TekcTyp (texture baking). 910 Bcerga xopowas noes CoxpaHuTb
MOJENb Kak eCcTb, 1 paboTatb C €€ Konue.

3/30



Sculpted Prims Part IV

- Tak 4yTO naBaliTe BepHeEMCs B 06 beKTHbIN pexuM (object mode) n Bblaenum wnsny.

- 3aTeM, Haxas shift, Bbloenum neHTy n 6aHT.

- Tenepb konupyiTe BoibpaHHoe, Haxas: shift D,

- N1 HEMEeONEHHO K/IMKHUTE NeBOW KHOMKOW MbILWW.

Ceityac Mbl UMeeM 2 OTAeNbHbIX 06 bekTa, TOYHO Nepecekarwmxes apyr ¢ apyrom. Mol
NepemMecTM OAMH N3 06 BEKTOB B APYroi CMOIA 1 OCTaBUM 3Ty KOMMIO Kak 9TanoHHY0 MOOENb.

- Haxmute Knasuuly M, OTKPOETCA ManeHbKOE OKOLWKO Bbl60pa cnos.

- BoibepuTte cnoii 6.

Tenepb Bl nMeeTe oaHy konuio Bawero o6bekTta Ha cnoe 6 1 Apyryro KOMuio Ha Croe OfuH.
MepeinouTe K CNOK OOVH 1 BbiOENNTE TaM 00 bekT.

- Y6enuTtecb, 4To Bbl Takxe Bbibpanm UV-Tex map, koTopas bbina BeaeHa Ha npoLuiom
ypoke. Mbl 6ynem ncnonb3oBaTtb 3Ty KapTy ANS NPOLAOIXEHUS paboThbl.

- [epengute B pexum pegaktmposaHus (edit mode) v BblaennTe BCe BEPLUHDI WNAMbI.
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Sculpted Prims Part IV

- B UV image editor cosnaite HoBoe usobpaxeHue.

- bynbTe ntobesHbl, coenarTte aTo n3obpaxeHne bonbwmm. ns Hawmx uenei pasmepa 1024
NVKCens BO BCEX HanpaBneHnsx goctatoyHo. OfHako Bbl MOXETE UCMONb30BaTh Aaxe
6onbluee 3Ha4YeHNe, Korga Ball 06 bEeKT UMEeT MHOIO NPeKpacHbIX aeTanei.

- MepenmeHyitTe Bawe naobpaxeHne B “AO-map”.

Mepekntountecb Ha Bknaaky Shading («shading tab» - F5), n Tam BbibepnTte KHonky «world
buttons». (Ha Buoeo: 4 MMHyThl 31 cekyHaa)

- Hangnte kHonky Ambient Occlusion n akTusupyinte eé

- CoxpaHsanTe HaCTPOMKKU NO YMON4YaHUIO 1 ToNbko 3anekute (bake) kapty ambient occlusion
(the ambient occlusion map), nepengute k: render, bake render meshes, ambient occlusion.
"eHepauns KapTbl MOXET 3aHATb HECKONbKO CEKYHA,.

MNMocmoTpuM BHUMaATENbHO Ha KapTy. Ecnn Bl BMAnTE YepHbie TpeyronbHUKK, 310, cKkopee
BCEro, NoTOMy, 4TO Mbl UMEEM MOJIOC B BEPXHEW YacTu wnsanbl. Mbl ceriyac 910 ncnpasmm.
Ecnu npucmoTpeTbes K kapTe, Bbl yBuante, 4to cocefHne o6 bEKThI BANSIOT HA CTEMEHD
3aTeMHeHns. ITO Tak, NOTOMY YTO OKpyXatowumi ceeT (ambient light) nogsep>XeH BANSHMIO
6nmn3nexawmnx obbvekToB (gets occluded by near-by objects). 3aech, B yacTHOCTU, BaHT K
neHTa. Bbl Takxe MoXeTe SICHO BMAETb rpaHuly kpas. Ho Bcé nsobpaxeHue Bbirnsant
HeMHoro 3epHucTbIM. [1ns xopowen kapTbl ambient occlusion (ambient occlusion map) Mbl 370
TOXE 3aXOTUM MCNPaBUTb.
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[aearite cHavana no3aboTuUMcsi 0 TpeyrofibHUKax.

- nepenguTe B pexum pegaktuposaHus (edit mode)

- NepekYNTECh Ha rpynny penakTupylowmx kHonok (edit button section — Editing F9)

- Hangute mectoHaxoxgeHwe nontoca v Bbldenute ero BEPLWWHbI.

Bbl MOXeTe NOCMOTPEeTb B BEPXHIO CTPOKY MEHI0, 4ToObl BUAETb, CKONbKO BEPLWMH (vertices),
pebep (edges) n rpaHeii (faces) Bbl Bblaennnm B AaHHblin MOMeHT. Ceilvyac TaM OOMXHO ObiTb
BblOpaHO BOCEMb BEPLIVH.

- 3atem nepeknUnTeCh K KHONKam pepaktuposaHms (edit buttons — F9), n HaxxmnTe KHOMKy
Smooth.

- Bbl nMmeeTe BxoaHoe OTBEPCTNE HA BEPXY WNANDbI. Ho He 6ecnokoiTecb 06 aToM. Mbl
3aKpoeM ero rno3xe cHoea.

- Cenyac BepHemcs cHoBa K pasgeny Shading (F5) n 8 World-buttons (kHonka, KoTopyto Hafno
akTMBMpoBaThb) HanauTe cHosa Bknagky Ambient Occlusion.

- laMeHuTe 3HaYyeHne Samples Ha 20. 9T0 YMCNO ONpenennT CTeneHb CrnaxeHHocTy Bawer
kapTbl. Ho 310 TakXxe caenaeT npouecc pacyeTa kapTbl 6onee anutenbHbiM. He 6olitech, Bam
Ha[o0 caenaTb 9TO TONbKO OAWH pas, Mo KpavHeih Mepe, A0 TOW Nopbl, NOKa Bbl HE N3MEHUTE
MoJesb ele pas.
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Sculpted Prims Part IV

- Tenepb 3aneknte (bake) ambient occlusion cHoBa. CxoauTe 3a Yalkon Kogoe Mexay AenoM.
- (Ha BnOeo: 6 MUH 44 cek)

Mo3>xe Bbl MOXeTe pewnTb caenatb KapTy ele 6onblie nnm ncnonb3oBaTtb 6onbliee
3HayeHne Samples. A noka Hawa kapTta ambient occlusion (occlusion map) goctaro4yHo
xopouwa. Xopowas naes coxpaHuTb Bawe nsobpaxeHne Ha ouck cenyac. MHave, Bam
npuaeTcsa 3aHOBO Cco3aaBaTth 9Ty KapTy no3xe u Bbl, BEpOATHO, HE XOTUTE 3TO AenaTb 4acTo,
NOTOMY, 4TO 3TO TPyJOeMKas 3agavya.

Xopouwo, Tenepb Mbl uMeeM ambient occlusion 3anedeHHyto (baked) B AO-kapty (AO-map). Mbl
MOXXEM YMEHbLINTb 3Ty KapTy OO0 pa3yMHOro pasmepa, ckaxem 512 Ha 512, n ucnonb3osatb
STOT pes3ynbTaT Kak TeKCTYpy AN Hawew wnsansl B second life. 3aTem Mbl MOXeM
ncrnonb3oBaTb LBeTonogbopuwumk (color picker) B Second Life ons nookpawmnsaHns wnsinbl 1 Mbl
3aKoH4YMNN. Ho 4TO, ecnu Mbl XOTUM BEPHYTb Ha3ad KpacHyto neHTy? OHa He BknoveHa B AO
kapty (AO map)?

JaBainTe noCcMOTPKM, Kak MOXHO 3aneyb TekcTypbl 1 AO kapTy (AO map) BCcé BMecTe.

- NOEM B PeXMM pefakTmposaHus (edit mode)

- 1 BblbepuTe BCe BEPWUHBI (vertices).

- Tenepb U3MeHUTe TeKcTypy Baweit wnsanbi.

- Bbl, BO3BMOXHO, XOTUTE Tenepb co34aTb HOBOE M30OpaxXeHne ¢ pasyMHbIMU pasMepamu.
512x512 nukcenei OONXHO ObiTb AOCTATO4YHO.

- W, HakoHeL, Tonbko 3anekute (Bake) TekcTypy. (Ha Buaeo: 8 MuH 03 cek)
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Ok, Mbl X aeMm, Kak xe ato npousonget. Mpn akTusaumm Textured B 3aknanke Draw Type Mbl
NONYYUM NONHOCTbIO BENyIO WASANY C KpacHo neHTon. CMOTPUM, Kak 9TV pasHbie MOAENN
BbIrNAasT cenyac. MNoyTtn BCs TpexmepHas nHdopmaums ncyesna. lNepeknoyante snepen n
Hazagn mexay AO kapTon (the AO-map) n Tekctypoin. CMOTpuUTE, Kak XopoLLo
noaYepKunBatoTCs 0COBEHHOCTM 3TON TpexMepHol moaenun ¢ ambient occlusion kapTol
(ambient occlusion map)? Tenepb 6bin0 6bl HENNOXO MMETL 1 TO U Apyroe? B TekcType? LiseTt
n ambient occlusion? 3gecb ecTb NPUEM:

- Y6eamnTech 4TO Bbl B peXuMe pefaktmpoBaHus (edit mode), 1 Bce BEPLWMHbBI BblAENEHDI.

-TakXe ybeonTechb, YTO Bbl BbiOpanu TeKCTypy OCHOBHOI YacTu wnsnbl (hat-body texture) B
penakTope n3obpaxeHuns.

- 3atem ngute B pasgen «Shading» - F5.

- Boibepute «material buttons». (Ha Buaeo: 9MmH 02 cek)

- Tenepb HananTe cTek texture (texture stack), n no6aBbTe HOBYIO TEKCTYPY B HEE.

- HaszoBuTte ato «AO-texture».

- Mepenpem k Texture buttons - F6 1 Boibepem Image B Texture Type.

- B nosiBnBweEMcs okHe Bbibopa Bbibepnte AO-map.

K HacToswemy BpemeHun mMbl nobasmnun AO-kapTy (AO-map) B cTek texture n aTo cHoBa BpeMms
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Sculpted Prims Part IV

BblbpaTth: render » bake render meshes » texture only (Texture only — 3gecb He npoucxoanTt
NMOBTOPHOW OTPUCOBKM MeLa, TONIbKO NOBTOPHOE YTEHNE TEKCTYP, T. €. NepepuUcoBbIBaAOTCS
TONIbKO TEKCTYpbl NoKpbiBatowme mew — npumedadue Wib Daxter)

Taknm 06pas3oM, 3TO He TO, 4TO Mbl OXuaanu. Yero agecb He xBataeT? Ambient occlusion 6bin
CreHepupoBaH C UCNoNb30BaHMeM ckynbntypHoit UV-kapTbl (sculpties UV-map). 310 6bino
BbIMOMIHEHO MOYa N aBTOMaTMYeckn, korga Mol 3anekann (baked) AO-kapty (AO-map). N aTo
6b1N0 XOPOLWMM peLeHnem, NoToMy 4To Bbl Mmornn ncnonb3osatb Ha Bawem ckynbnTe T0NbKO
AO-kapty 6e3 Mmoamdvkauuii. Ho ceiyac Mbl NPUMEHUM 3Ty TEKCTYPY Kak n3obpaxeHue.
Ntak, Bnennepy Hano 3Hatb, Kak 3TUM 06epHyTb Bawy MOAenb BOKpyr. M aTo nenaetcs
cnenyowmm 0bpasom:

- [Mepenante k material buttons,

- Boibepute AO texture (ecnu aTo elle He BbIOpaAHO).

- NepeknYnTEeCh Ha 3aknanky Map Input,

AkTneupyinte kHonky UV n onpenenute, kakas UV-kapta (UV-map) 6yaeT ncnonb3oeaHa ans
3anekaHuns (baking). KoHe4yHo, aTO Ta Xe camas KapTbl, KOTOPYIO Mbl UICMONb30BaNU nepes
3anekaHuem (baked) AO-kapTbl (AO-map), To ecTb “UV-Tex”.

-Tenepb cHOBa 3aneknTe ToNbko TekCTypy (bake texture only). (Ha Buaeo: 10 MuH 43 cek)

B utore, Baw ocHoBHOM maTepuan tekctypbl (base material texture) + AO-kapta (ambient
occlusion map), 6ecnpensTcTBEHHO 06 beanHeHbl. Ho noooxanTe, Mol ewe He 3aKkoH4Yunu!
KpacHas neHTa Bcé ewwe He oTobpaxaeTt ambient occlusion. Moyemy Tak? MNoka Bbl
npumeHnnn AO-kapTy Tonbko K Bawemy yepHomy matepuany. I matepuan WASMHOMW NEHTHI
noka eule He BuanT eé. Tak gaBanTe ucnpasuM 310 cenyac. (Ha Buaeo: 11 MnH 12 cek)
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- MNMepennem B pasnen Editing (F9)

- Tenepb BbibeprTE MaTepuan WASMHON NeHTbl, Mcnonb3yst material index selector.

- Mepennem k Material buttons.

- B kopobke Bbibopa Texture (texture-selection box) BeibepuTe yXxe CylwecTBYOLLYO
AO-TekcTypy. Co3naHHas paHee AO-TekcTypa NMOBTOPHO UCMOb30BaHA A5 WAANHOW NEHTHI.
Ho HaM Hapgo ele NepeknioyYnTbCA Ha 3aknaaky map input (map input tab), u...

- akTmsmpymnTe kHonky UV (UV-button), n npukaxute bneHgepy cHoea ncnonb3osatb UV-Tex
kapty (UV-Tex map).

- 1 B UTOre genaem euwe pas: render » bake render meshes » texture only. (Ha Bugeo: 11 MuH
53 cek)

W 6onbluoe pasoyapoBaHue, WsinHas neHTa cHoea mucyeadna. MNoyemy a10? Mbl nonanv B
nosyuky. Koe-410 yCcKkO/b3HY N0 OT Hawero BHUMaHus. [laBanTte BepHeMca K kHonkam Shading
(

F

5) n npoBepumM Takxe 3aknanky

Map

To

cekuumn

material

(

section

of

the

material

). Mbl BUOMM B Habope Tvn cMewnsaxms (blend type) BoibpaH Mix (peyb 0 Bbinanatowei
MeHtowke texture blending mode — npuM. nepesoa4mka). Tak 4To 3necb cMewmnBaeTca? Bcé
4TO B 9TOM CTEKE BbllWe TeKyLeh TeKCTypbl OyaeT ¢ Helt cMewaHo. Ho Tak kak HeT HUYero
Bblle TEKYLEel TEKCTYpbl B CTEKE, B3aMeH B6epyTcs OCHOBHble HAacTpoiku Material. Pesynbtar
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CMeWnBaHnsa onpeaenseTcs 3Ha4eHeM LBETOBOW nepeMeHHon (color variable) — (peyb 0 Sets
the amount the texture affects color values (Col 1.000) — npuM. nepesog4mka). Tekyuee
3HayYeHne ycTaHoBNEHO Ha 1 1 TakMm 06pa3oM TekyLwas TEKCTypa B CTEKE NMOJSTHOCTbIO
3amelaeT 1o, 4TO Tam ObINo paHbLLe.

Tak 4To HY WnsAnHas neHTa, H1M 6enas OCHOBHAsA YacTb WASAMNbI HE paccunTbiBatoTcs (rendered).
N nuwb AO-kapTa BugHa cervac. Y Hac eCTb HECKONbKO BAPMaHTOB AanbHEeNnwWmx OenCTBUN.
lMpocToe pelweHmne - usMeHNTb 3HaveHne Mix 0o 0.5 coenaet T0, 4TO NoagpasymeBaeT
Ha3BaHMe. ITO cMelaeT OCHOBHOM maTtepuan (base material) n AO-kapTy B COOTHoweHUn 50%
Ha 50%. Ho aT0T BbIOOp CO3AaCT pa3mMbiTyo TEKCTYPY. (Ha Buaeo 13 MuH 17 cek)

Lna ynyyweHuns WnsanHon NeHTbl MOXHO MCNonb3oBaTb cnocob cMewmnsanus “Overlay”. N
yCTaHOBUTb LIBETOBYIO NepeMeHHyto Ha 1. 9To npuBeneT k ropasno 6onee 4eTkomy
onpeneneHnto LBeTa, U K ToMy Xe bynet conepxartb ambient occlusion.

Lpyrum n, BEPOATHO, Ny4wum BbI6opom 6b1no 6bl ncnonb3osaHme AO-kapTbl Kak
kKoadppuumenTta (multiplier) Ha wnanHom neHTe. Tak OHa BNMSET TObKO HA SAPKOCTb TEKCTYpbI.
Bam npupetcs nourpatb € LLBETOBOM NEPEMEHHON 00 NOMyYeHUs noaxoasiero pesynbrara.
HakoHeu, coenaem cHoBa Matepuan YepHbIM:

- ngem B Editing (F9)

- epeKkioyYaemMcs Ha MmaTepuvan WRsanHom ocHoBbl (hat-base material)

- n genaem wnany (hat-base) yepHon.

- B HacTpoiikax «Map to» kopriyca wnsnel yctaHoBUTb 3Ha4veHue useTta (color) 0.5.

Pesynbtatom 6yneTt TeMHO cepas wnsina ¢ Buanmor ambient occlusion.
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Jlo cnx nop Mbl co3gaBanu TEKCTYpbl, KOTOPblE CogepXanu Halwn OCHOBHbIE HACTPOWKU
MmaTtepuanos, a, MMeHHo, black hat-body n hat-band. Mbl no6asunnu ambient occlusion,
ncnonb3ys 1onbko AO-KapTy Kak TEKCTYpPY B TEKCTYPHOM CTeke. W ceinyac Mbl XOTUM
n06aBUTb HEKOTOPbIE AONONHUTENbHbIE 3P deKThl ocBelweHns. M 3aneub (bake) nx B
TEKCTYpY.

Hactpowka cBeta (Light setup). (Ha Buoeo: 14 muH 43 cek)

Jasarite cHayana nocMOTpUM, YTO Mbl BUAMM Cervac B HacTponkax ceeta bnengepa no
ymonyaHuo. Coenaem ato knukas: Render, bake render meshes, full render.

HocapnHo. Ham, oueBnaHo, npuaetcs nobaBnTb HEKOTOPOE OcBelleHune. MoxanyiicTa,
OTMETbTE, 4TO 0ObIYHO Mbl HACTPaMBaeM CBET TakM 06pasoMm, YTO BCe 06 bEKTbI NPEKPaACHO
BbIFNAOSAT C NO3MUUKN Kamepbl. Bbl npakTnyeckn He 3a60TUANCH O YacTAX 0O bEKTOB
pPacnonoXeHHbIX B TOYKax yaaneHHbIx oT kamepbl. Ho onga 3anekaHus (baking) Tekctypbl 370
6onblue He NpaBunbHO. Bbl 3axoTuTe, 4T0OLI 06HEKT ObIN OCBELEH C Pa3HbIX CTOPOH. BoT
OLVH N3 BO3MOXHbIX MYTEn LOCTUXEHUS 3TOro:

Mbl 6ynem ncnonb3oBaTb BCEro 4 NCToyHMKa ceeta. B npouecce npom3BoacTBa Mbl XOTUM
nony4nTb NPUBNN3NTENBHOE NPEACTABNEHNE O TOM, KaK OCBeleHMe OyneT BANSATL Ha Hawy
TekCTypy. Mbl MOXEM ncnonb3oBaTh B Bbinagatowem MeHio «Draw type» kHonky «Shaded».
OTOT pexum cumynmpyeT cBeTOBble 3CPPeKTbI B peanbHOM BpeMeHun. Ho byabTe 3nech
OCTOPOXHbI. Ecnv Baw komnbtoTep He BbICTp nan, ecnm MoLenb COAEPXUT MHOTO
noBepxHocTen, nnn Bol nobaBmnm MHOro UCTOYHMKOB CBETA B Ballel cueHe, pexunm «Shaded»
MOXET HayaTb NOTPebNSTb CNMWKOM MHOFO PECYPCOB KOMMbloTepa. Tak 4To, ecnv bneHpep
TOPMO3WT, Bbl [ONXKHbl YMEHLWNUTL NOOOIA N3 paHee YNOMSAHYTbIX NapaMeTPOB HACTPOMKMN.

- C Bawen HacTpoinkor Shaded B Draw type, nepenaute B cekumo Shading (F5).

- TaM nepeknoynTecb Ha Lamp buttons.

12/30



Sculpted Prims Part IV

- nepengute K Buay ceepxy (top view). 970 nomoxeTt Bam HanTu xopolwee MECTO
pacnonoxeHns. HakoHew, nobaebTe HOBbIV NonycBeT knukas Ha Add, Lamp, Hemi.

- [TomecTunTe 9TOT CBET OTAENBHO OT KAMEPbI U HEMHOIO BbIlE WNSAMbI, PA3BEPHUTE Er0 B
HanpaBneHun wnsnol. MNepeknoyanite Mexay Buaamm cBepxy, cnepeam n cboky ans
KOppeKuuu.

- Tenepb yMeHbLwarTe 3Ha4eHne «Dist» go Tex nop, noka po3oBas MHNA He CTaHeT paBHa
PaCCTOSIHMIO MEXAY NTaMMOoi U MOLENbIO.

- MOeM B BUA CBepXY 1 fobaBnsieM elle ABa nonycseta nofn yrnom nnoc 120 rpagycos U MUHYC
120 rpanycoB OTHOCUTESNIbHO MEePBON namrbl.

BoTt 6bicTpbIi cnocob caenatb 310: (17 MUH 14 cek)

- nomecTtute 3D Kypcop HaBepx wnanbl (on top of the hat).

- B 3aknapgke “Pivot” Bbibepute 3D-kypcop.

- Boibepute nonycset (Hemi-light) n coenaiite konuu Haxunmas: SHIFT-D,

- HemenneHHo BCneq 3a NEBbIM K/IMKOM MbIWKK HaxXMuTe knasuwy R, n sBeaute 120 ¢
KnaBmaTypbl.

- CoenanTe eule 0OHY KOMMIO TONbKO YTO CO34aHHOMO CBETA 1 NOBEPHUTE 3TO CHOoBA Ha 120
rpamycos.
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- HakoHeu, nobaBbTe 4eTBEpPThI CBET, KOTOPLIA OyneT ocBewaTtb Wsny CBepxy.

Ceitvac yctaHoBute “Texture” B 3aknagke “Draw type”, 4Tobbl yBnaeTb, 4To Bbl Bynete
3anekaTtb (bake).

- 3aTteM BbibepuTe Wnsny u HayHMTe HoBoe nonHoe 3anekaHue (full bake), 4Tobbl yBMAOETHL YTO
N3MEHNOCb.

Ok, BCE elle He Tak MHOro yny4weHuin. Moaenb BCE elle BbIrNSONT 04EHb HE €CTECTBEHHO.
YTo peanbHO OTCYTCTBYET 3[€Ch, 9TO MHTEPECHas CTPyKTypa matepmana. M1 Mbl MOXeM
MHOroe caenaTb 34ecb C TEKCTypupoBaHneM. Ho nepen aTum paeaiite cHavyana nobasum
LWNSINe HEMHOIO CONTHEYHOCTM U KOHTYP.

3anekaHune 3epkanbHoctu (Baking Specularity) (18 muH 35 cek)

BepHemcs k Solid B Draw type. Bbl ceryac BuanTe 3epkanbHble 0TpaXeHus Ha wngane. 9Tu
OTpaXXeHUst NONHOCTbIO 3aBUCAT OT TOYKM B3rnsaa ¢ no3uumm kamepbl. C opyro CTOPOHbI Mbl
MOXEM TONIbKO 006aBUTb CTATUYECKYIO MHGDOPMALIMIO K TEKCTYpeE, KOTopas He3aBucuma ot
TOYKM 3PEHUS C No3nLMK Kamepbl. Ho Mbl MOXXeEM TyT NpnberHyTb K ynoske. Mbl MOXeM
co3gatb y3en oCHOBHOro matepmana? (node based material) n ncnonb3osatb MHOOPMaLNIO
3epkanbHocTu (specularity information) nns nameHeHms TekcTypbl. Ho 6yabTe OCTOPOXHbI,
yNnoBKa He Bcerga gaet oxuaaemblii pedynbTtat. Bam Hano 6ynet npoBecTy HEKOTOPbIE
3KCMEPUMEHTbI, 4TOObI BbISICHUTb, KaK Ha0 YCTAHOBMTb CBET, YTOObI NONYYNTb OTPaXEHMS
Tam, roe Bol xenaete, 4T06bl OHM ObINM? ECnun 37O YNOBKOW NONMb30BATLCA akkypaTHO OHa
MOXeT Ao6aBUTb MHTEpPeCHble 3 ek Tbl BaweMy KoHe4YHOMy pe3ynbTaTty. B KoHLEe KOHLOB,
Ha40 NOMHUTb, YTO 3TO (PanbWUBOE OTPAXEHNE, KOTOPOE MOXET Bbi3biBaTb MOMEXM,
B3anMOLeNCTBYS ¢ MexaHn3mMoM obpaboTkm nsobpaxerus «Second Life» (Second Life
rendering engine).

B ntobom cnyyae nasarite nonpobyem aTo npsimo ceryac. Ecnu y Bac He nonyuntbes ¢
nepBoro pasa, To NpobyiTe CHOBA 1 CHOBA. OTO HAMHOIO NPOLLE, YEM KaXeTcs.
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WTtak, 3gecb Mbl cnegyem:

- Ybeautech, 4To Bbl Boibpany YepHblii MaTepuan kopnyca Wwnsnbl,

- nepenante B pasgen «Shading» (F5),

- Hanoute pacnonoxexue sknagku «Links and Pipeline», n Bkmounte «Nodes» (y3nbl).

- Tenepb aTOT MaTepman ABNSeTCSA OCHOBAHHbIM Y3/10M (is node based) n Bbol MoXxeTe
N3MEHATb ero, UCnonb3ysa penaktop y3nos (node editor). (opuruHan: Now this material is node
based and you can modify it by using the node editor.)

- Tak paBanTe pasgenum akpaH 1 0TKpoeM penakTop y3nos (node editor). (Ha Buaeo: 20
MuH 10 cek)

Bbl BuanTe nBe kopobku. JleBas kopobka y3en matepuana (material node). [pyras kopobka —
MOHUTOP, oToBpaxatowWwuii Nony4yaowmincs matepman.

Tenepb Mbl 3aMeHM material node Ha extended material. Mbl nenaem ato, NOTOMY 4TO
00blYHbI MaTepunan He MeeT KaHana 3epkanbHoro 6necka, B TO BpeMS Kak y paclMpeHHoro
MaTepuana OH ecTb.

- Tak yganute material node cHavana, Bbibpae ero,

- N 3aTEM HaXxXaB KNnaBulKM «X» U «delete».
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- N pobasbTe extended material (;xmem Ha kHonkwn): Add, Input, Extended Material.

- Tenepb nobasmm cmecuTenb (mixer), Haxumas npoben (space bar), 3atem Add, Color, Mix.
Ham Hy>xeH Mukcep Ans Toro 4Tobbl cMewartb MHpopMaLmMio 3epkanbHoro 6necka ¢
NHCpopMaLmein useTa.

- Bol BUOMTE, 4TO Y3en Mukcepa (mixer node) yxe 6bin cBSI3aH ¢ y310M Matepuana (material
node). Mbl HEMHOIO N3MEHNM CBA3b, NepektoYme coeanHeHne oT Defuse Ha Spec (Specularity
— 3epKanbHbli 6neck). PakTnyecky Mbl NPOCTO KMKAEM Ha Bbixod Specularity v
nepetackusaem (drag) cesa3b Ha Color2 - Bxog y3na mukcepa (mixer node), nocne yero
OTNyCKaeM KHOMKY Mbiwn. Tenepb CBA3b N3MEHEHa.

- Mbl coegnHsem Mukcep (mixer) ¢ BbiBOASAWMM y310M (out-node), knukas Ha eBbixon Color
mMukcepa (mixer),

- 3aTeM nepeTtackusaem (drag) Ha Bxon Color yana Output,

- U, B KOHLIE KOHLIOB, OTNyCKaeM KHOMKY MblWKW. (Ha Buoeo: 21 MuH 41 cek)

Ceityac 6binm ycTaHOBNEHDI Y37bl, HO Y3en matepuana (material node) Bcé ewe 0onXeH 6biTb
CBSI3aH C CyLleCTBYOWMM MaTepuanom (existing material). ioem B y3en matepuana (material
node) n Tam BbIOMpaeM YepHblii MaTepran n3 Kopobku Boibopa (selection box). Tenepb y3en
OCHOBHOro matepuana (node based material) rotos k paboTe. N HakoHew, cHoBa: render, bake
render meshes, full bake n cmoTpum Bawwn pesynbtathl. Yoeantecb 410 B 3aknaake Draw type
BbicTaBneHo Textured, 4Tobbl yBMAETb pe3ynbTaThl Bawero 3anekaHus (bake). Tenepb Mbl
Koe-4T1o nonyymnu. CylwecTeyeT elle MHOro BO3MOXHOCTEN ANs yNy4leHus, HO Tenepb Wwasna
BbIFSAANT HAMHOIO MHTEpecHee. Tak, ¢ NpUMeHeHMeM 3epkanbHoro bnecka wnsna
npnobpeTaet ropasno bonee Yetkuii KOHTYp. [laBainTe caoenaem ewe 04HO
ycoBepLeHcTBOBaHue. [locmMoTpuTe Ha BepXHUIA Kpanm kopnyca wnsnbl. Tam Bel BuonTe

3o hekT 3epkanbHOro 6necka, Ho OH He O4YEeHb KOPPEKTHbINA. MNprnynHa B TOM, 4TO MOLENb
NCMONb3yeT HN3KOMONUIOHAaNbHYO ceTKy (mesh), Ho TekcTypa AoNnXHa 6bITb co3aaHa ¢
ceTkow (mesh) 6onee BLICOKOro paspeleHns 1 3aTeM «3anekaTbCs K HU3KOMONMUIrOHaNbHOM
ceTke (mesh)». (The reason is that the model is using a low poly mesh but the texture should
be created with a much finer mesh and then “baked to the low poly mesh”.) Mbl
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BEPHEMCS K 9TOM TEXHUKE No3xe. [loka Mbl MOXEM TONbKO YBENMYNTL YACNO YpoBHEN Subsurf
Ha OOWH UK OBa, U 3aTEM CHOBA BbINONHUTL nonHoe 3anekaHue (full bake).

- Woewm B Editing (F9).

Haxogum ctek mogugomnkartopos (Modifiers stack).

- MNosbiwaem 3HayveHe Render Levels Ha 2 (B hunbMe 3HaveHue 3 n3meHseTcs Ha 5).

- W Tenepb 3anekaem (bake). 910 pact Bam 3HaunTenbHoe ynydweHue. (Ha sugeo: 23
MyH 11 cek)

Mocne 3anekaHus (baking) Bce menkune netanu, Takum 06pasom, BUAHbI B TEKCTYPE U NMO3TOMY
Bbl MOXeTe nony4mTb Menkue getanu, He yBenninsas Konm4yecTBo NOBEPXHOCTEN Mewa
TONbKO 3anekas nx B TEKCTYPY U UCMONb3yS 9Ty TEKCTypy Ha Bawen Hn3kononnroHanbHOM
mozenu (low poly model).

Tenepb nourpaemM ¢ 0OCBELEHNEM N MOCMOTPUM Kak 30 PeKT 3epkanbHoro 6necka MeHsieTcsl
OT NapameTpoB HacTpoek ceeTa. Hanpumep, Bbl Morav 6bl NONYy4YUTb HEMHOIO
HeoxungaHHocTn (Adventurous) u pacusednsaHns (Colorise) Bawwum orHam. (For example you
could get a bit adventurous and colorise your lights

)

Y6enuntech, 4to Bbl Haxoontech B cekumn Shading (F5) n B Draw Type BbibpaH «Shaded»,
4TOObl KOHTPONNPOBATb N3MEHEHWS B PEXIMME peanbHOro BpeMeHn. Takxe no3aboTbTech O
TOM, 4TOObI B CyMMe BCe OrHu aasanu bonee nnu mexHee 6enbiii ugeT. Hanpumep, ncnonbayinte
OLVH CBET KPacCHbI, BTOPOW 3e/IeHbIA N TPETUA CUHUIA. W oakTUYeCKyto «0Kpacky»
(effectively «paint») Ha Bawen wnsne ¢ Bawummn cBeTOBbIMU NCTOYHUKAMU.

And effectively “paint” on your hat with your light sources

[MpoBepbTe pesynbTart, Nponas K

Textured

B
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Draw

Type

1N Ha4YaB HOBOE MOJIHOE 3anekaHune (
full

bake

). (Ha Bngeo: 24 mnH 19 cek)

W Tenepb npuwwno BpeMsi NPoBepuTb TEKCTYPHDIR CTek (texture stack) n nob6aesuthb ele
CTPYKTYp K Bawen nosepxHocTu (surface).

PeanucTtuyHblii Bepx wnsinbl 6yneTt coenaH n3 getpa nnm noxoxero Mmatepuana. [aeainte
ceiiyac nonpobyeM NonyynTb Takyt TEKCTypy ANs Hawen wnsnbl. Mbl noctapaeMcs U3NoXuTb
3gecb metomonoruo nonydyeHns Tekctypbl: We will try a procedural texture here.

- Boibepute YepHblii MaTepuan (black material) B cekummn kHonok peaakTupoBaHus (edit button
section),

- 3atem ngem B Shading (F5),

- U TaM nepekoyaemMcs K TeKCTypHOMy cTeky (texture stack), cozpaem HOBYIO TEKCTYpY, U
Ha3blBaeM €€ «qpeTp» («felt»).

- nepekntoyaemcs Kk Texture buttons (F6) n Beibupaem tun Tekctyp (Texture Type) «Voronoi».

Tenepb BbIMO/IHNTE MNMONTHOE 3aneKaHue, 4TOObI yBMUOEeTb TO, YTO NOJTY4MNJIOCb.

Ok, aTo ewe oamH ctopnpus. Noyemy wnana ctana TEMHO-PO30BON C YEPHBIMU NATHAMMW?
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Tenepb. MNMoyemy wnsna pos3osas? o HeKMM NpuynHam paspaboTunku BneHnepa soibpanu
PO30BbI LBET Kak LIBET, UCMONb3YEMbIV MO YMONYAHWIO ANS MoObIX TEKCTYP. Mbl MUrom
n3MeHuM 3T10. Ho faBanTe BCMOMHMM, 4Ero Mbl XOTENM AOCTUYb B NEPBYIO O4epedb. dTa
wnsna OofIXHa BbirnggeTb Kak caenaHHas n3 gpetpa. Takxe pasmep TEMHbIX NATEH KaXeTcs
He NpPaBW/bHbIM, U Mbl XOTWUM NONYYNTb BoNnee TOHKWIA pe3ynbTar.

Celyac npew:

- Hangoute perynatop pa3mepa poHa (noise size setting) B cekumm HacTpoek
TEKCTYPHbIX KHOMNOK (texture button settings).

- N3meHnTe 3HaYeHune Ha 0.02 unn ntoboe Opyroe 3Ha4eHUN No CBOEMY BKYCY.

- MNepeknounteck Kk cekumn Material buttons.

- B tabnnue Map To namMeHuTe BTOPOi LIBET C PO30BOro Ha 6enblii.

- 3areM 3anekanTe (bake) cHoBa.(Ha BMAeO: 26 MMH 12 cek)

Pa3Mep NATEH BCE elle CNMILKOM BENKK. Tak Y4TO JaBanTe N3MEHMM Ero B CeKUMmn map-input.

- N3meHnTe HacTpoiiku pasmepos oT 1 oo 40 no Bcem ocsm (X, Y, z).

- 3arteM cHoBa 3anekuTte (bake).

Tenepb wnsana novYTn Takas Kak Mbl XOTeJIn, HO OHA CTana CBeT/10 cep0|7|. OTO OTTOr0 4YTO Mbl
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Bbl6panm BTOPOCTENEHHBLIM LIBETOM TEKCTYypbl 6enblit. Mbl MOXEM B3aMeH UCMOb30BaThb
cepblit, 1 Takum 06pasom caenatb WAsny TeMHee. Ho Mbl BbINOMHUM APYrol ropasno Nny4wnia
TPHOK.

- ngem B cekumo Map-To,

- Tam oTknoyaem “Col” (Color) n Bkntovaem “Nor” Normal.

- 9T0 3HA4NT, YTO TEKCTypa bonble He N3MeHsIeT uBeT Bawei monenn, Ho Tenepb okasbiBalOT
BnuaHne Hopmanu (affects the normals).

- BennumHa adopekta MoXeT ObiTb ycTaHOBNEHA 3HaYeHMeM “Nor”, KOTOPOe Mbl YCTaHOBUM
NpMONM3NTENBHO paBHbIM 1.5,

- Tenepb 3anekaem (bake) cHoBa 1 CMOTPUM.

- Ok, nonpobyiTe yMeHblNT 3Ha4YeHne adpdpekTa 3epkanbHoro 6necka, peTp He 6necTut. (Ha
BMOEO: yMeHblaloT 3HaveHne Spec (Specularity) ¢ 0.570 go 0.2)

- N 3anekainTe (bake) cHoBa.(Ha Bnaeo: 27 MuH 37 cek)

Tak ncnonb3ys noise-texture kak kapTy Hopmanen (normal map) Mbl co3ganu matepman
CXOXWiA ¢ peTpoM. Mbl ele MOXEM HATK YNYHLWEHNS, 1 3TO MOTyT ObiTb ropas3ago nyywue
MeToAbl. ECnn Bbl 3HaeTe MHTepecHble MeToabl 0ToBpaxxeHns ceTpa, He CTECHSANTECH
CcoObWMTb HaM UX.

KapTbl penbecdoHocTu (Bump Maps).
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Tenepb BepHEMCS K KpacHOM neHTe. OHa No-nNpexHeMy BbirnsanT Kak HapucoBaHHas Ha
wnane. Mbl noctapaemcs caenatb Tak, YTOObl OHA Bbirngaena kak 06epHyTas BOKPYr WASMbI.
KoHe4Ho, Mbl MOr I cMOOenupoBaTth 3Ty AeTasb B caMOM Mewe (mesh).

Ho s nokaxy BMecTo 3TOro, kak Mbl MOXeM n06aBnTb getanv 6onee BbICOKOro paspeLweHuns K
Hu3kononuroHanbHomy Mewy (low poly mesh) nucnonb3ysa kapty penbedHocTr (bump map).
Ho npex e 4eM nepenTtun K npakTuke 9 gam Bam kpatkoe npeacTtaBneHne 0 ToM, 4To
NPOMCXOAMNT 32 3aHABECOM:

MoxanyicTta, NOMHUTE, YTO aTa Wnana bbina co3gaHa ¢ 8 NOBEPXHOCTSAMM Mo ocu X, n 8
noBepxHOCTSAMM rno ocu Y. [oaTomy B BneHpepe aTo caenaHo ToNbko U3 64 nosepxHocTen. Ho
B Second Life, Mbl cuutaem 32 pasa no 32 noBEpxXHOCTW, TO €CTb Mbl TaM Buanm 1024
noBepxHocTW. Bce aTn 4ONONHMTENbHBIE MOBEPXHOCTU BbINN paccymMTaHbl C MOMOLLbHO
Subsurf-moandgmkartopa (subsurf-modifier). 3atem oHu 6binn Npeobpa3oBaHbl B UTOrOBYHO
CKYNbNTYPHYIO KapTy (sculptie-map) B npouecce 3anekaHns ckynbnrta (sculptie-baking). B
nopsiike 0OCMOTPa TOro 4TO MONYYUNOCh Mbl CKaxeM BneHaepy nokasaTtb Ham ceyac aTu
LOMOJTHUTENbHBIE MOBEPXHOCTY NPSMO HA MOL4eNN. HO BMECTO UCNOIb30BAHUS OPUrMHANbHOW
MOOENN Mbl B3aMEH CO34aAUM elle OAHY Konuio 1 byaem pabotaTtb Ha Konuu.

- noem B 06 beKTHbIN pexium (object mode).

- YbeaomTtechb 4TO Wnsina BbloeneHa.

- Takxe Bblbepute nctoyHmnkm ceeta (lights). Hepes HeCkONbKo CEKyHA OHM HaM NoHaaobsTCS.

- 3ateM xmute SHIFT-D, n cpasy knukante nesot KHOMKOW MbILLN.

- Haxxmute ropsidyto knasuwy M, n nepemectute konuio B cnom 5. (29 mnH 40 cek)
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Tenepb Mbl CKONUPOBANW Hawy MOAENb MKOC CBETOBbIE HACTPOWKK B €noi 5. [NepeknioynTtech
B C/ION 5 1 BblgenuTe Kopnyc wnansl (hat-body).

- Mpoem B cekumio KHOMOK pefakTmposaHus (edit button section — Editing (F9)), n
Haxoaum cTek mogudpukaumm (modifier stack).

- Tam Bbl HailpeTe Subsurf moondukatop (Subsurf modifier). Y6eautecb, 4To 4ncno
ypoBHeln nmeeT 3HadveHune 2 (pedb o Number subdivisions to perform).

- 3aTtem HaxmuTe KHorky «[MpumeHnTb MogmdukaTop» (modifier's apply button).

- W HakoHeu, nepeknio4nTech B pexum pegaktuposaHus (edit mode). (Ha sugeo: 30 MUH
12 cek)

To, 4TO Bbl BUAUTE Ceinyac NOYTM UAEHTUYHO TOMY, YTO ByaeT No3aHee NMNOPTUPOBAHO B
Second Life. Tenepb Mmogens coenaHa n3 32x32 noBepxHocTel. Taknum 0bpa3om, ecTb
HeMHoro 6onble NpocTpaHcTBa Ans bonee neTanMaMpoBaHHOro MoaennposaHus. Ho nasaite
npoBeneM akcnepumeHT. [asante nobasmm apyroit Subsurf moandukatop (subsurf modifie) n
yBenuyum 3HaveHre Number subdivisions to perform o 3, n 3atem npMMeHuM MoandomkaTop.
Tenepb y Hac ecTb 04eHb BbicOKONonuroHanoHas momens (high poly model), koTopas
comepxuT ropasno 6onee 64000 noeepxHocTeil. bonee Toro s Bbibpan Takne Yncna 4YTo Mbl
MO>EM MCMOb30BaTb TEKCTYPY pa3mMepoM 256x256, TO eCTb B UTOre C POBHO OOHUM
nvkcenem n3obpa>xeHnst Ha NOBEPXHOCTb Modenn. Tenepb AaBanTe NPUMEHNM HEMHOTO
nomex (noise) Kk BbicokononuroHanbHon mogenu (high poly model). Mbl BKt04aeM NHCTPYMEHT
nponopunoHanbHOro peaakTnpoBaHus (proportional edit tool), n Bbibupaem cnyyaiHblii cnag
(random fall-off). 3atem Mbl BbiGMpaemM TONbKO OAHY BEPLMHY, 1 NMOBbLIWAEM MW NMOHMXKAEM,
04HOBpPeMeHHO Bcé bonee n bonee, ysenuumeas amanasoH nameHeHuii (edit range). Kak
TONbKO WNAna noxoxa Ha €xuka, Mbl OCTaHaBIMBaEMCS Y BbINONHSAEM nonHoe 3anekaHue (full
bake), Toro 4to Mbl cendyac nmeeM. Cenyac TeKCTypa COLEPXUT CBETOBbIE AP PEKTI
HepoBHOM NoBepxHOCTU (noisy surface). (Ha Bnaeo: 31 MuH 40 cek)

Tenepb NepeknYnUTECh Ha CNON OAMH U MOCMOTPUTE, KakK aTa Xe TEeKCTypa BbirngaauT Ha
Hu3kononuroHanobHom wngne (low poly hat). Tak HU3kononMroHanbHas wWnsna BbIrNAanT
CXOJHO C BbICOKOMONUIroOHaNbHOM MOOEeNbIO, BO BCAKOM Cnyyae, OO onpeneneHHon CTeneHu.

22/30



Sculpted Prims Part IV

Mo kpanHen mepe, Bbl BuaonTe, 4to Bbl MOXeETe, B NpMHLMNE NCNONb30BATb TEKCTYPY AN
nobaBneHns HEKOTOPbIX MENKUX aeTanei k Bawemy o6bekTy 6e3 chakTnyeckoro nobasneHms
BEPLWWH 1 rpaHen Kk Bawemy mewy (mesh).

Ho Mbl Tak>Xe MOXeM NoBEPHYTb BECb NPOLIECC BBEPX TopMalwkaMmn. BMecTto ncnonb3osaHuns
BbICOKOMO/IUrOHAaNbHbIX MOAENEN B Ka4eCTBE MCTOYHMKA U 3aneKkaHns pesynbTaTos B
TEKCTYpPbl Mbl TAKXXE MOXEM MCNONb30BaTh cneunanbHble, 00bI4HO, YHepHO-6enble TEKCTYPHI,
roe 3HaveHve uBeTa KaxXxaoro nnukcensa TeKCTypbl onpenenset To4Hoe CMelleHne
NnoBepXHOCTU (surface) BOoNb HopManu rpaHun (normal face) cooTBeTCTBYOWEr0
pacnonoxeHus. (Ha suaeo: 32 MUHyThbl 29 cek)

BneHnoep nongepxusaeT kapTbl penbedHOCTU (bump-maps), kapTbl HopManei (normal
maps), kapTbl cMelweHuns (displacement maps).

Kaptbl penbecpHocTU (Bump maps) MOryT ncnonb3oBaTbCs Ang MOLENNPOBAHUS, YTO Mbl
TONbKO YTO NoOKasanu ¢ Halwel BbICOKONONUroHanbHom moaensto. bnenpep 6ynet cozpasatb
BMPTYyanbHYyIO TOYKy Mewa (virtual meshpoint) ons kax.noro nukcens KkapTbl penbedHoOCTH, 1
NoOHMMATb UNN OMycKaTb 3Ty BUPTYaNbHYIO TOYKY Mewa BAOIb HOPManu BEPLWNHBI (vertex
normal) B 3aBMCUMOCTM OT LBeTa nukcens. B pesynbTtarte kapTta penbeHOCTN NUMUTUPYET
NOBEPXHOCTb C ropa3no 6onbluein getannsaumeit, 4em Ha camoM fene noanepXxneaeTcs
MeweM. Takmm 06pas3oM, kapTa penbedHOCTN MOXET YNYHWNTb HU3KOMOUIOHANIbHbIE MeLwW,
LaB UM Ka3aTbCs ropa3no 6onee CTPyKTYPUPOBAHHBIMU, YEM OHW HA CaMOM Lefe eCcTb.

KapTbl HopMmanen (Normal maps) o4eHb NOX0XMKM Ha KapTbl penbedHocTN (bump maps), HO
OHW BMECTO LWKanbl OTTEHKOB CEPOro n3obpaxeHus ncnonbaytoT RGB-n3obpaxeHne
(uBETHOE N306paxeHne) ans pasmelleHms BepwnH. NoaTomy kapTbl Hopmanei MoryT ObiTb
NCMONb30BaHbI A5 NEPEMELLEHNS BUPTYanbHbIX TOYEK Mela NPpou3Bo/bHbIM crocoboM. Takum
06pasoM, Mbl MOXXEM cKasaTb, YTO KapThbl PeNbedHOCTN 0CObbIN BapuaHT KapTbl HOpManew,
roe U3MeHeHne NPonCcxXoauT TONMbKO BAOb HOpManu BepwuH (along the vertex normals). (Ha
Bnaeo: 33 MmH 34 cek)

KapTtbl cmeweHusa (Displacement maps) HenocpeACTBEHHO U3MEHSIOT MELL BO BPEMS
3anekaHus. B otnnume ot kapT penbedHOCTM 3TOro TMna KapTbl HE MOTyT 000aBNSTb MENKMe
netanun B TekCTypy. BennunHa cMmelweHnsa cHoBa HanpsiMyto 3aBUCUT OT 3HAYEHUS CEPOWA
lWKanbl COOTBETCTBYIOWMX NMKCENER B KapTe. YepHblin ByaeT nepeMewatb BEPLWNHY BHYTPb
BLO/Ib HOPManu BEPLWMHbBI, B TO BPeMS kak benbiin 6yaeT cMewaTb BEPWUHY HapyXy. Tak
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adbhekT KapT cMelweHus (displacement-maps) MoxeT Bcerga 6biTb JOCTUIHYT TakXe
HernocpencTBEeHHbIM MOOENMPOBaHNEM camoro Mewa. KapTbl cMeleHnsa npeactaBnsaoT
MEHbLWNIA NHTEepPEC, Korga npuxoanTcs UMeTb Oero ¢ 3anekaHnem TekcTtyp (dealing with
texture baking). Ho, TeM He MeHee, g nokaxy Bam xopowwin npumep, roe Mbl MOXeEM
ncnonb3oBaThb X ANs Hawwmx uenein. ObpaTnte BHUMaHWe, 4TO Bawa monenb He n3aMeHeHa
MOSTHOCTbIO. TONbKO B X04€ 3anekaHns 3T0T NPOLECC NPUMEHUT KapTbl CMELLEHNS, BblYNCNSAS
TEKCTYPHYIO KapTy (texture map) COOTBETCTBEHHO M3MEHEHUSIM MeLa U MO0 BbIYUCNT
pe3ynbTaThl AN5 BU3yannsauum B OKHE UK (Kak B HaWeM cny4vae) Ans 3anekaHus TeKCTypbl.

KpaTko rosops: kapTbl penbeHoCTV 06aBNSOT BUPTYalbHble BbICTYMbl U CKNAAKW K
Bawemy Mewy ¢ HanpasneHneM BbiCTYMNOB BCEraa BAoob HopManen BepwunH. PaspelweHne
NPSIMO MPOMOPLIMOHANbHO pasMepy TEKCTYpbl KapTbl penbedHocTn. Kapta HopManei kak
KapTa penbeHOCTH, HO NO3BONSET NPOMU3BO/IbHOE HanpasneHne penbega. Kaptbl cMewWweHns
HEenoCpeaCTBEHHO YNPaBNAOT TOYKaMM BEpWUH Mewa (mesh-vertex points) n Takum 0bpasom
He pobasnsitoT 6onblue getanein. Mbl yxxe ncnonb3oBany kapTbl penbedHOCTH, Koraa
cosgasanu TeKCTypy beTpoBO NOBEPXHOCTU. Tam Mbl HacTpounu bneHoep ncnonb3osartb
TEKCTYypy nomex (noise-texture) kak kapTy HopMasnern ¢ NOMOLLbIO 3TOr0 Mbl CUMYMPOBANU
BbICOKOMONMroHasnbHyto nosepxHocTb (high poly surface). (Ha Buoeo: 34 mnH 33 cek)

NTak, Tenepb Mbl MOXeM No3aboTUTbCS O WAAMHOW NeHTe. Mbl cO34aanM TEKCTypy
MONHOCTbIO BENYI0 B MECTE PACMONOXEHNS WSINHON NeHTbI. I NONHOCTbIO YEpHYIO B
ocTanbHbIX MecTax. 9Ta kapTta 6ynet cumynnpoBaTb HeBO/bLOE BO3BbIWEHNE NEHTbI HAL
wnsanoi. Mbl co3aaeM aTy TeKCTypy crneaytowmm obpasom:

- yoansem BbICOKOMONMUIOHaNbHYIO WnAny n3 cnos 5. Mbl B Heit 6onblue He Hy>X.0aeMmcs.

- Bblbepaem wnsiny B cnoe 1,

- JeneM KOMnuio Kopryca Wwnsansl 1 noMewaem eé B cnom 5.

- Bologensem wngany B cnoe 5 n nepexoamm B pexunm penaktuposaHus (edit mode).
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- NepektYaemMcs K KpacHoMy matepuany neHTol (red hat-band material).

- MNepekntoyaemcs K cekumm kHonok Shading (F5).

- CO3[aeM HOBbI MaTepwrar, Ha3blBaeMblii 6enas WnsnHas neHTa, u genaem ero 6enbim.

- OTKNtoYaem kHorky Nodes 1 0TKIKo4aeM BCe TEKCTYPbl HA TEKCTYPHOM cTeke (texture stack).

- B pexume pepakTtuposaHus (edit mode — Editing (F9)) npoeepsieM, 4TO BepWMHbI WNAMHOWR
NEHTbI TENepb COeAMHEHbI C HOBbIM MaTEpUasnom.

- nepekyaeMcs K YepHomy marepuany. (Ha engeo: 35 MuH 58 cek)

- CHoBa ngute B pasgen Shading (F5), cosnainTe HoBbI MaTepuan, oTknoynte kHornky Nodes
N OTKNKOYMTE BCE TEKCTYPbI B TEKCTYPHOM CTEKE.

- Tenepb BbIbMpPaem BCce BEPLMHDI, U B peaakTope n3obpaxeHust (kHonka Image),

- co3pnaem HoBoe n3obpaxeHue pasmepom 1024x1024. Hazoeem ero band-bump-map.

- 3ateM: render, bake render meshes, texture only. (Ha Buaoeo: 36 MuH 34 cek)

Tenepb Mbl MOCTPOUNM KAPTy penbedHOCTN. Ham Hapo NpMeHUTb KapTy K WAsine cenyac:
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- nepekyaemcst 0bpatHo B 06 bEKTHbLIN pexunM (object mode), n 3atem BoibeprTe CNo oanH.

- BoibepuTte wnsny.

- 3aTeM BblbepeM MaTepuran WASMHOW NEHTbI

- M NepeknioyYmMMcs Ha cekumio kHonok Shading (F5).

- Tam, nobaBrM HOBYIO TEKCTYPY U Ha3oBeM eé band-bump-map (kapta penbedHOCTU NEHTbI).

- NLOEM B HACTPOWKN TEKCTYPbI.

- TaM, yCTaHOBMM TUM TeKCTypbl: Image.

- 1 3arpyaum band-bump-map.

- Tenepb NepekntyYnumcsa Ha kHonkn Shade (Ha Buaeo naoet nepeknoyeHne Ha Material
buttons).

- Ha Bknagke Map-input tab, skntovyaem UV, n BnncoiBaem “UV-Tex”.

- B map-too-section, otknoyvaem Color (useT), n Bknoyaem Normals (Hopmann).

- ICMONb3YyNTe AN Hopmanen 3HavyeHme okono 20. (Ha euaeo: 37 MUH 37 cek)
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Tenepb Bbl MoxeTe: render, bake render meshes, full render. 9pekT He O4eHb 3aMeTeH, HO
310 paboTtaeT. OgHaKO, Mbl MOXXEM MONY4YMTb HEMHOIO NpeumMylecTs (advantereous?)
nonpoboBaTb UCMONb30BaTb 3Ty KAPTY Kak kapTy cMeweHus. NoMHMTe 4To npouecc
3anekaHus (baker) cHavyana npuMmeHUT cTek moamdpukartopa (modiefer stack) nepen
3anekaHuem (baking). Noatomy Mbl dpakTnyeckn nmeem 32x32 NOBEPXHOCTEN, OOCTYMHbIX AN
cMmeuleHuns (displacement).

- Tak yMmeHblwunTe 3Ha4veHne Nor (Hopmanewn) Huxe 2,

- N Bknoumnte kHonkwm disp (disp button) B HacTporikax Map To.

- YcTaHoBMTE 3HAYEHNE CMELLEHMS NPUMEPHO paBHbIM 0.15

- 3aTeM elle pas BbinonHUTe nonHoe 3anekaxue (full bake).

W HakoHeu, wnanHas neHta BbirnsanT nogobHo neicTBuTenbHO cnenneHHon B 3D. U a1o To,
4TO Mbl XOTENN AOCTUYL. [laBaiTe nobaBMM HEKOTOPbLIE FOPUIOHTANbHBIE TMHUK K NTIEHTE. (Ha
Bnaeo: 38 MuH 40 cek)

- B cekuumn Edit (edit-section F9), ybenmtech, 4To Bbl Bbibpanu matepman KpacHOR WsINHOW
neHtbl (red hat-band-material).

- B cekuuum Shading (F5) nobaBbTe opyryto Tekctypy. Hasosute eé wenk (silk).

- noem B cekumto Texture, yctaHasnmBaem Texture Type Ha: obnaka (Clouds).
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- npem obpatHo B pasnen Shading (F5), 3atem B 3aknanke Map Input (Map Input tab),
yCTaHOBUTE BCe 3HayeHns Ha Y B KoopAmHaTHoM kapTte (coordinate map).

- Takxe Bknounte UV n yctaHosute UV-Tex kak kapTy.

- HaKOHel, YCTaHOBUTE 3HA4YeHne Y Ha 10. OTa HacTpowka co3[acT ropu3oHTanbHble NOoChI.

- B Map-To cekuunn, sbiknounte Liset (Color) n Bknoumte Hopmanu (Normals).

- ICNONb3ynTe 3HaveHne 5 ans Hopmanein (Nor).

- Tenepb render, bake render meshes, full bake. (Ha Bugeo: 39 muH 40 cek)

K coxaneHuto, Mbl 3akaH4nBaeM. [ocnenHas Tekctypa aToi obyyarowen nporpaMmmbl rotToBa K
nmnopTty B Second Life.

C atoro MomeHTa Bam MoxeT noTpeboBaTbCst MHOrO BpEMEHW A4S 9KCNEePUMEHTOB U
yny4weHuii. 9 He nokasan Bce LOCTYMHbIE BO3MOXHOCTU TEKCTYyprpoBaHus B bnenpepe. A
TONIbKO KOCHY/NCS MOBEPXHOCTHO.

B yacTtHOCTU:

- Mbl cosznanu kapTy ambient occlusion onst 06 beKTOB.

- Mbl 6erno B3rnsiHynu Ha cuctemy ocselueHust bnengepa (light system),
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- 1 Mbl nobaBmnu ceeTo3asucumble TeHn (light-dependent shadows)

- N uBeTHble cBeToBble adodoekThl (colored light effects).

- Mbl Hawnm cnocob 3aneyb agopekT 3epKanbHOro oTpaxeHus (specular-reflection effect).

- Ml HaKoHeU, Mbl YNyHWNan BUA 1 peannucTUYHoCTb elwe 6onbwe, co3nas 1 nobasus KapTy
penbedHOCTU (bump-maps) K HawnM TeKCTypam.

B nHTepHeTe Bbl MOXETE HaTK COTHM XOPOLWMX Y4EOHMKOB NO TeKCTypmpoBaHmio. OcBomB
OCHOBbI 9TOI 0Byyatower nporpammel, Bol 6€3 npobnem ocBomTe Apyrue y4ebHukn. (Ha BUAEO:
40 MuH 40 cexk)

A Tenepb HacnaxpgamnTecb TEeKCTypunposaHMeM n nonyqame yaooBONbCTBUE. Ysuonmcs nosxe.

JdononHutenbHble pekomeHpauuun (Extra hints).

Ecnn Bapyr 3anedyeHHble TekcTypsbl (baked textures) 6onblue He obHapyxmBatoTcs B 3D
BbtoBepe, To Bbl ctann xepTBoit 6ara KoTopbIii MHOroa cnyvaeTtcs B bneHaepe.

Y10 3pecb npoucxoamut: MHorpa, korna Bol HaxoouTtech B pexume TekcTyp (texture mode), Bbl
He BUOMTe pesdynbTarta Ha CBOen Mogenu cpasy nocne sanekaHus Bawen tekctypsbl. /I 3gecb
€CTb Crnocob, Kak MOXHO 060iTK 3Ty Npobnemy, ecnv 3To cny4nnocb ¢ Bamu:

- NOEM B PEXUM pefakTmposaHus (edit mode)
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- B UV image editor BkntounTe paint mode (pexxvnm pucoBaHus),

- U KNnukHUTE no TekcType. Ceivac Bbl 0o6aBmnmn LBETHOE NSATHO HA TEKCTYPY W Kak NOBOYHbIIA
b hekT BCS TEKCTypa Tak Xe byneT BuaHa Ha Moaenu.

- UIcnonb3yiTe control-z ons Toro, 4T06bl y6paTb TONbKO YTO CO3AAHHOE NSATHO C
n3obpaxeHune (B opurnHane revert - BEpHyTb B NPeXHee COCTosiHME). DTO He yaobHO, HO 3TO
noMoraerT, No KpanHen mepe, Asuratbca ganbwe. axe nydwen anbTepHaTUBON ON4
pelweHust aTol Npobnembl sBnsieTcs coxpaHeHne Baweii paboTel B .blend goaiin (File -> save)
3arteM 3akpbiTb BbneHaep, nepesanycTnTb ero, BHOBb OTKPbITb TOMbKO YTO COXPaHEHHbIN
blend gpaiin. Mpobnema Takxe ycTpaHUTCS.

MepeBop aToM cTaTbm ocyuiecTeneH IeHncom NpapeHko (Denis Gradenko):
https://www.xstreetsl.com/modules.php?name=Marketplace&amp;MerchantiD=684471

51 He npogbeccnoHanbHbIV NepeBoa YUK, MOSTOMY MPOLY He CyAUTb MoV Tpya cTporo. byny
04€Hb MPU3HATE/IEH BCEM, KTO HaviqeT BO3MOXHbIE HETOHYHOCTY B MEPEBOAE 1 COOBLUMT O HUX
MHe nu4HO Yepe3 IM Second Life ans ynydweHns ka4yectsa rnepesos AaHHov ctarby. Takxe 5
Bblpaxaro 61aroapHOCTb CBOMM [PY3bSIM, OKa3aBLMM MHE NMOAL4EPXKY Mpu NepeBosne
naHHov ctatbu: dimm Torok, Katrina Kristan. Natali Zeplin, Pride Novaland n Web Gearbox.
Ocobyro npusHaTenbHOCTb S Bbipaxaro Xilion Northman, Wib Daxter, Tepnennso
Pa3bIACHUBLINM HECKO/IbKO HE MOHSTHbIX INHHO MHE TEPMUHOB. Llpy3bs, MHE MPUSITHO Y4UTbCS
BMecTe ¢ Bamu, nepesoas atu cTarbu, NO3TOMY S HAAEHCb, HTO MPOAOIXEHNE Cleayer...

{icomments on}
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