OcHogu 32 pabora ¢ Blender: HaTepdeiica.
Musien MunkoB, blaffix@gmail.com
Haii-BaxxHoTO mpeau na 3amnounete 1a padoture ¢ Blender, n n3001110 ¢ kosATO U 112 €
mporpama, € ToBa Jia ycBoute uHTepdeiica it.Cier ToBa Be4e MOXKETe Ja MPEMUHETE KbM ChIIHHATA
Ha TOBa, KOETO BBPIIM IIPOrpamara.
B ciyqas ¢ Blender umame uaTepdeiic, KoMTo MOKe MHOTO JIECHO JIa CE€ POMEHS U TI0 TO3H
HAYMH J1a Ce HaCTPOMBA CHPSMO MPEINOYNTAHUATA HA KOHKPETHUS oTpeduTen.Mosxere 1a
no0aBHTE IPO3OPIIH, A2 TPEMaxHETe TaKUBa, 1a M30MpaTe KaKBo J1a Ce MOKa3Ba B KOHKPETHHS
npo3zoper upe3 Header MeHI0TO(M MO-TOYHO MajKaTa MKOHKA B bI'bja Ha Header MmeHIoTO), 1a ce
JIBYKATE U3 MMPOCTPAHCTBOTO HA MPO30peria HE3aBHCUMO JIAlK € HAKaKbB 3D mariien nim mpo3opert
¢ OyTOHU U JIp.
[Ile 3amounem ¢ kpaTka AuceKIus Ha nHTepdeiica Ha Blender mom ro BKItoUnTE 32 MHPBU
nbT.Haii-BeposTHoO 111e nonaaHere Ha ToBa(gue. 1), ako JIM He - 3HAYU CTe HaIlpeHaIN U HAMa
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Nurepdeiica Ha Blender ce checTon oT mpo3opiu — BipHO, He Te3u Windows-ku/Gnome-cku/KDE-
cKk#/whatever mpo30piii KOUTO Cpelare U3 onepanuonHaTa cu cuctema.B Blender mpozoperr e
MIPOCTO OMPEAEIIEHO IPOCTPAHCTBO OT paOOTHOTO MOJIE KOETO € OTPAHUYCHO, HE MOXKE Ja C€ IBUKH
KaTo MPOCTO CE 3aXBaHE 3a 3arjlaBHaTa JICHTA MPOCTO 3alI0TO HAMa TaKOBa HEIIO KaTo 3arjaBHa
nenra. E, Bce mak uma Header — ToBa urpae mozjo0Ha posist caMo 4e HE MOXKETE J1a XBaHETe
npo3open u 1a ro Mmepaase 3a Header-a. Header-a Ha Bcexu mpo3opert € pa3iinyeH CupsMo TOBa
KaKbB MOJYJI € IyCHAT B ONpeeieHus npo3opel. Hampumep, B ciydas ¢ KapTHHKATa 1MO-TOpe
header-a Ha ronemus mpo3opelr, Ha KOWTO BHXKAATE TO3HM KBapaT(IMO-KbCHO 1€ BUAUTE Y€ € Ky0) €
€TO TOBA!
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CTJOTBCTHO BCHUYKHN Header—H Ha OTBOPCHUTEC BCUYKHU OTBOPECHU IIPO30PIIH Ca €TO TOBA:
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Header-a Ha Bcexu mpo3opell, KakTo ClioMeHax, IPeCTaBIsiBa MEHIOTO OT KOETO MOXKEM Ja
HacTpoliBaMe (PYHKIMUTE, KOUTO BHPIIN MOAYJA TyCHAT B ONpeaeieHus npo3opeil.L{bkueTe ¢
neced OyTOH BbpXY HsAKoW oT Header-ute u e Mmoxxere ga
HacTpoMBaTe JaJid TOM a ce Hamupa B ropHata yact(Top) Ha

nposzopena win B gonHara(Bottom).Chilo Taka MoxeTe 1a aplit Area
paskapare Header-a na onpezenen nposoper kato uzoepere No EB“ E Join Areas
Header.Ako uckare nanen nzuesnan Header na ce mosiBu u3depere ¢ = Add Header

7eceH OyTOH MACTOTO MEX/Ty JBaTa MPOo30pera eANHHS, OT KOHTO €
to3u ¢ nuncsaius Header u u3bepere Add Header(t.e. lo6aBu
Header).

OT ch110TO TOBA IPeOHO MEHIO MOXKETE J1a HallpaBUTE HOB Mpo3opel] kato pasaenute(Split
Area) IPO30PITUTE KOUTO CTE U3OPATHU(T.C. CBOTBETHUTE MTPO30PIIH, YUETO PA3CTOSHUE TIOMEKIY UM
cte nzbpanu).llpu uzbupanero Ha Join Areas MOXKeTe /1a CbeJICHUTE JIBaTa PO30peLa B eIMH KaTo
OT TOBa eIMHUS U34e3Ba(JIoruuHo :P) u apyrus 3aema u HeroBoto mscto.lllom u3depere Join Areas
, Blender mie Bu nonuTa koif mpo3opel Jja 3aeMe NpOoCTPAHCTBOTO. 3a LEJITa CE MOSABSIBAT CTPEJIKH
KaTO MECTHTE MUIIKATa OT eANHUS B Apyrus npo3oper. [Ipn HaTickane Ha neBust OyTOH Ha
MHUIIIKATa, IPO30peLa, KbM KOMTO coun cTpenkara e Obe “3aB3eT” OT APYTrHsl IPO30peL.

Omre B HAYaJIOTO CIIOMEHAX, Y€ BCEKU IPO30PEI] ITOKa3Ba ONPEeNIeH MOIYJI OT IIporpaMara.
3acera Haili-uecTo I U3MOI3BATE CIETHUTE MOAYIH(IIPU YCIOBUE Y€ HE IIPABUTE HELIO CyIep
CJIOXKHO):



- 3D Views

- Buttons Window

- User Preferences

- esentyanHo npu auumanuu [PO Curve Editor u Timeline.

3D View ce Hapuya u3riiel BbPXY ClieHaTa Kosito 00paboTBaTe — Moke Aa e B 3/ mepcrekTuBa,
W3TJIeIN OTTOpE, OTCTPAHU, KOMTO CHIO MOTAT Jia ca B MEPCIIEKTHRA WK Ja ca opTorpadcku(mpu
OopTOrpad)CKOTO pUCyBaHE HsIMA TOUKA B KOSITO ce “‘chOMpa’ KapTHHATA; XopaTa rieaame B
MEPCIIEKTUBA 3aTOBA TPYJHO CE CBUKBA C OPTOTPA(CKUS U3TIIE, HO TOM MOJKE J1a € MOJIe3eH TPH
HaMECTBaHE Ha pa3HU €JIEMEHTH B CIICHATA).
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" Global View MumPad £
Wiews Mavigation 3

Align View 3
Set Clipping Eorder Alt B

Wiew Selected MNumPad .
Yiew All Home
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Ha kaptunkata BmxaaTe 3 oTBOpeHH mpo3opena ¢ Moy 3D View, kato Hall-10THUS CbM
My maxHan Header-a(mpuMepHO IOTO MU € TIO-NIPUSTHO 12 paboTs Taka ;) ). OTBOPHI CbM
MeH00To View ot Header-a Ha npo3opena rope BasicHo.Upe3 ToBa MEHIO MOXe J1a ce n30epe KaKbB
TOYHO M3IJIEA J1a ce TIOKaXxe B Ipo3opena — n36op mexay User(Hopmanna 3D nepcnekTusa),
Kawmepa, I'open nzrnen(Top), [Ipenen uzrnen(Front), Crpannuen usrnexa(Side). 3adenexere ue
OT/ISICHO Ha BCsKa (DYHKIIMS MMa MMOKa3aH MPSK BT C KJIABUIIN OT KJIaBHATypaTa.

CphOTBETHO MOXKETE JIOKAaTO Kypcopa Ha MUIIKaTa B C€ HAMUpPa B TO3U MPO30peLl IPOCTO Ja
HaTHCHeTe 7 oT unupoBus 610K Ha Ki1aBuatypara(npu BkiaroueH NumLock) u na ce nosiBu usriena
oTrope.

Ot ToBa MeHI0 View MoxeTe Ja n3bepere Jajiu u3riena 1a ce pucyBa opTorpadcku win B
MEePCIEKTHBRA.



Upes MankoTo OyTOHUE HAMHpAIIO ce BIsSIBO HA Bceku Header moxke 1a nzbepere KakbB
MOJIyJT HCKaTe Ja ObJIe IMMycHAT B TO3UW Ipo3opeir. Hanpumep, Ha kKapTUHKATA OO0y ChbM OTBOPHLT
Moayna Buttons Window B mpo3operia rope BIIsSICHO, a 3aeTHO C TOBa ChbM HaTHCHaJ OyTOHYETO 3a
n300p Ha MOJIYJI HA IIPO30peLa BIIBO.
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Buttons Window e moxe 01 chplieTo Ha :
mporpamara — B HEro IIe PaBUTe L ~ Panels |@ | .Eh:! |ﬁ| . D

MOBEYETO Hellla.
Toii e pazzeneH Ha 6 IIaBHU YacTH:

[IppBaTa(c MKOHKAaTa Ha YOBEYETO OTBOPHIIO yCTa) — @BH MO3BOJIsIBA J1a 100ABSATE JIOTHKA TTPU
CJIO’KHU aHMMAIMM U TIpU M3MO0JI3BAaHETO HAa UTPOBUs  JBUrares(game engine) Ha Blender.
Bropoto 6yT0qu OTKJTIOYBA YacTTa CBbp3aHa C U3IMOJI3BAHETO HA CKPHUIITOBE.

Tpetus -6yT0H € CBBbP3aH ¢ MaTepuaanTe Ha 00eKTa, KoiTo penakrupare.lllom ro usbdepere
OTCTpaHU c€  MOsABABAT olle 5 OyToHYeTa.
ToBa OyTOHYE C MIKOHKA Ha €JIeKTPUYECKa KPYIIKa BU MO3BOJISIBA JIa peAaKTUpaTe
napaMeTpHTe Ha u30paHa J1aMIia B cLieHaTa.
[ITom u30epete TOBa OyTOHYE I1I€ MOXKETE J]a PEJaKTUpaTe MapaMeTpUTe Ha U30paH
9!

MaTepuain
C 1031 OYTOH pelaKTHpaTe Pa3IndHA TEKCTYypH, KOUTO CE U3IIOJI3BAT B IaJICH
——Marepuai — MOXXeTe J1a 100aBaTe COOCTBEHU TEKCTYpH KaTo KapTUHKH(.jpg, .bmp, .tga
W JIp.) WK J1a TeHepupare T.Hap. MPOLEIyPaTHH TEKCTYPH(TEKCTYPH, KOUTO C€ U3rPaKaaT o
CHEIMaIHA MaTeMAaTUYECKU aITOPUTMH — Hall- 4eCTO NMPECTABISIBAT Hellla KaTo IIyM, O0JIallu,
Pa3HHU MPOCTOYKH MOTHBH)
To3u OyToH BU T03BOJIsIBA Ja 100aBuTe 00ekTH 3a radiosity peHaupaHe, KakTo U Jia



HaIpaBUTE U3YUCICHUATA U HACTPOMKHUTE HYKHH 3a caMoTo radiosity.
Upes To3u OyTOH pelakThpaTe HACTPOOHKHUTE Ha “‘cBeTa’’T.e. [I[poCTpaHCTBOTO B KOETO
@ce Hamupat 3D oOekTuTe.MoskeTe a MpOMeHsTe I[BeTa Ha oHA(TIO0 MPUHIIUI € ThMHO
CHUHBO), MOXKETE J1a 00aBsTe TEKCTypa 3a (OH, KAKTO U J1a BKIIOUKTE omiusata Ambient
Occollusion, kosTo npeacrapmnsBa Buj riaodanHo ocBersBane(Gl/Global [llumination).

Cera 0THOBO KbM I'TaBHUTE OyTOHM — OyTOHA C TPUTE CTPENKHYKU BU 12 OTBaps
HACTPOUKHM 32 aHUMaLUs(BKIIOUUTEITHO UMarTe U OyToHue 3a pu3nyHu epeKkTH,  YacTHIH U JIp.),
a OyTOHa IpeJCTaBIIABAI KBAAPATIETO, KOETO MMa 110 PHOOBETE CH MAJIKH KPBIJIH OPAHKEBH
KpbryeTa(BEpTEKCH) OTroBaps 3a || pelakTUpaHeTo Ha 00eKTa, KOMTO cTe u30paiu.

Haii-nmocnexanst 6yToH OT penuiara [ oTBaps HACTPOMKUTE 3a PEHAUPAHE — MOXKETE
Jla peHANpaTe aHUMallu1, CTATUYHU KapTUHKU(Hapuyany stills), 1a n3bupare crenex
Ha W3TJaxaaHe Ha prOoBeTe(anti-aliasing) u ap.

Haii-no6pe B Bammst Blender na cu Hactpoiite mpo3open ¢ Buttons Window, nipo3zoper ¢ 3D
MepCIEeKTUBEH U3TJe, U 1 WK ormie 2 npo3opena ¢ U3riaean OTrope U OTCTPAHU.

Memtoto Haii-Haii-rope B Blender cbi110 € 115171 mpo3opelr, B KOWTo € oTBopeH Moy User
Preferences u mie 3a6enexere e ako ro “npbrHeTe” 32 ppOa ¢ MUIIIKATA, IPE] BAC 1€ C€ OTKPHUSAT
Oll[e HACTPOMKU Ha Mporpamara.
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B mMoxyna 3D View mMoxeTe a U3MOI3BaTe MUIITKATA 32 HABUTAIINS:
- CbC cpeaHMs OyTOH Ha MUIIIKaTa MOXeTe Jia ce BbpTuTe B 3D cpenara.
- Cnc cpennus 6yToH u HatucHAT Shift Moxkere fa ce mpenBuxksare B 3D cpenata
- cbC cpennust OyToH U HatucHAT Ctrl MOXeTe 1a yBenn4aBaTe U HamaysiBare usriena Ha 3D
cpenarta.

Bennbx mom cte nonagHan B 3D cpeaTa MHOTO TPYAHO IIe ce onpaBuUTe 0e3 Ja 3HaeTe 3a
HSIKOM ITPOCTH KOMOHMHAITH OT KJIABUIIK, KOUTO MOXKE J1a YJIECHST paboTara BU
HeumoBepHo.Hampumep, mom Hatuchuere Ctrl+Space, mpo3opena, B KoifTo ce Hamupa Kypcopa Ha
MUIIIKATA 1€ 3aITBIIHH 1511 eKpaH.[IoBTOPHOTO My HaTHCKaHe BH BPbIa B OpUTHHAIHATA
¢dopma.Chi10 Taka 06eKTUTE, KOUTO ce HamupaT B 3D cpenata Morat 1a Ob1aT U300pa3sBaHu 10
pasznuueH HayuH ¢ OyToHa Z.Taka n30bupare Mex1y n300pas3siBane Ha 00exTuTe B cThi Solid(T.e.
3ambiaHeH) unn ctun Wireframe(t.e. Camo pereTkara Ha 0OeKTa €

n300pa3eHa). Draw type:
Karo a0 Moskere 1a BbpIIUTE Tazu paboTa U OT TO3U & Textured
o0yton B Header mentoro Ha Bceku 3D usrnen:
- Textured moka3Ba 06EKTHTE C HICKOKAYECTBEHA £ solid
penpe3eHTalus, Ha TEKCTYPHUTE, KOUTO IIe ObaaT £ wireframe

pennupanu(ako Tekctypute Bu ca UV MamnHatm).

- Shaded moka3Ba 00eKTHUTE C MHOT'O MHOT'O MHOTO TIO- :\
HUCKOKAQUECTBEHU PEIIPE3CHTAIIMH HA TEKCTYPUTE KOJIKOTO camos——
Jla ce BUJIM KakK I11e U3IIICKIAT IPH OCBETICHUETO.

- Solid e 6e31BeTHO MpeACTaBIHE HA OOCKTHUTE.

- Wireframe kakTo ka3ax e pemerkara(t.e. HaunHa Ha CBbp3BaHe, CAMHUTE BPB3KH MEXKILY
OTJICITHATE BEPTEKCH, BIIIN U JIUIAa N300pa3eHH Upe3 JIMHUH) Ha 0OCKTA.

- Bounding Box moka3Ba 00eKTHTE KaTO MPOCTH KyOOBE — MOJIE3HO MPU MHOTO T'OJIEMH CIICHU
KOraTo KOMIIa € MHOTO HATOBAapPEeH U HE MOXKE J1a N300pa3siBa BCHUKH 0OCKTH OBP30.

() Bounding Box

W 3a Hakpas enHa TOTHHA HJIEs KOSTO IIe B MPEAJIOKa € 1a uinon3sare Blender B npyro
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ougetsiane(Theme) Ha nnTepdeiica.B mpozoper User Preferences n3depere Themes u ot
najamoTo MeHio Tam nu3depere Rounded.Taka niBera Ha Blender craBa MH mo-ThMeH U MO-TPUSTEH
3a paboTa 3aII0TO HE U3MOPSIBA OYUTE ChC CBETIIU IIBETOBE.

Cren xaTo HaCTPONTE BCUYKO KaKTO Hckare u3bepere MeHoTo File->Save Default Settings
Taka 4e MPOMEHHUTE JIa ce IOMHST | MPHU ciieaBamus crapt Ha Blender.






