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Weighted Normal
B3BelleHHaAa HOPMa/b

* 3TOT MOANPUKATOP PeadaKTUPYET KACTOMHbIE
(M3MeHeHHble No/ib30BaTeNIEM) HOPMAU
MeLLa, NCNONb3yA Pa3/InYHble Bblbnpaemble
MeTOoAbl. 9TO MOXET ObITb NONE3HO NpuU
CO34aHUUN HYXKHOTO WWenanHra, npeacTtaBnas
HEKOTOPbIE FTPaHU NJIOCKUMMU.

* 3TOT MOAMDUKATOP TPpebyeT BKIKOYEHUA HACTPONKMU
KaCTOMHbIX HOpMasien ¢ nomoubto Auto Smooth B
CsonctBa (Properties) - [laHHble o6bekTa (Object Data),

—> Hopmanu (Normals) K
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Hactponkn Weighted Normal

Weighting Mode (peXnm B3BewumBaHMUA) — HOPpMaiM BOKPYT BEPLUMHbI byayT
obbeAnHeHbl ANA NOIYYEHUA KACTOMHbIX (Ha KaXKAoM yray mexay ABymsa
rPaHAMM) HOpManen, NCNoNb3ya ANs 3Toro pasnmyHble Beca. Weighting Mode
onpeaensaeT, Kak pacCcYnTbIBaTb 3TOT BEC.

— Face Area (naowjadb 2paHu) — B3BeLLMBAHME COMNACHO NJIOWAAM rPaHU, KOTOPOM
NPUHAANEXUT BepLlinHa. Bonbluasa naowaab rpaHn 3HaYMUT, YTO HOPMab 3TOM FPaHM NONYUUT
66nbLLUUM BecC.

— Corner Angle (y2on) — B3BeLUMBaHME B COOTBETCTBUM C YINIOM, KOTOPbIM KaXkaana rpaHb
obpa3syeT B BepLIMHe. ITO MeToA, N0 YMO4aHUIO, ucnonb3lyembi Blender’om, koraa
06begMHAITCA HOPMAKU FPaHen ANs pacyeTa HOpMaau BEPLLUUNHBI.

— Face Area and Angle (nanowadb 2paHu u y20s1) — pacyeT BECOB MyTEM YMHOXEHUSA NIoWwaan
rpaHu u yrna.
Weight (Bec) — OnpeaenaeTt 10, HACKO/IbKO CU/IbHO ByaeT cMellaTbCcs BEeC B
COOTBETCTBMU C NAOWaAblO NPaHU I/I/I/U'II/I yrna, HEMHOTO CXOxe C HaCTpOﬁKOﬁ
KOHTPACTHOCTHU M306pa)-KEHVIFI.
— 3HayeHue 50 03HaYaeT, YTO YTO BCE rPaHM B3BELIEHbI PABHOMEPHO.
— bBonee yem 50 03HauaeT, yTo rpaHn ¢ GonbLIEN NNOLAALIO UK YITOM ByayT

noayyatb 6onbwmnm Bec (6bonblue “KoHTpacTa”).
— MeHbLwe 50 — rpaHu ¢ 6onbluen naowaabto U yrnom byayT nony4aTb MeHbLUMIA BeC (MeHbLUe
o ”
KOHTpacTta”). | cs.petrsu.ru




Hactponkn Weighted Normal

Threshold (noporosasa BeanunHa) — okpyrieHHasa NOpPoOrosasa Be/JIMYMHA
Beca, T.e. eC/u ABa Yr/a Uan ABe NJOLWAAN OTAMYALOTCA HA 3HAYEHMe
MEHbLLIE MOPOroBOro, TO OHW NOAYy4YaT PaBHbIN Bec.

Vertex Group (rpynna BepLuH) — ecnm yKasaHa, To mogndukaTop byaet
BO3/€eCTBOBaTb TO/IbKO Ha AiaHHble BeplwmnHbl. KHoNKa “é>” nHseptupyer
BblAeNeHMe, N, TaKUM 06pa3om, moamndukaTop byaeTt BANATb TONbKO Ha
BEpLWMHbI, KoTopble HE npuHaanexaT K BepTeKc-rpynne.

Keep Sharp — coxpaHaeT ocTpble pebpa, XOTA CrnaxKmnBaHUeE BCE XKe
NPOU30MNAET, ECIN MEXKAY ABYMA OCTPbIMU KPaaMM ByaeT HECKO/IbKO
rpaHen.

Face Influence (Bo3aencTBue rpaHen) — UCNONb3YET Beca rpaHen: cnabbin
(weak), cpeaHnin (medium), cunbHbIM (Strong), KOTOpPbIN 3a4aeTcA
MHCTpymeHToM Set Strength nnm pexkxnumom Set Strength moandukaTopa
Bevel.

— Hanpumep, ecnun 3 rpaHu UCNOAb3YIOT OAHY BEPLLUUHY U MMEKT cnabbin,
CpeaHni 1 CUbHbBIN BEC COOTBETCTBEHHO, TO ByAeT MCnoab30BaHa HOpManb

TO/IbKO TOM rPaHun, y KOTOPOM HanbonbLIM Bec. | cs.petrsu.ru
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Array/Maccus

MoaundukaTtop Array co3gaet Maccms KONMM OCHOBHOTO
obbeKkTa, fobaBnAAa cmelleHne oT npeablayuero obbvek

T4

PA3NMYHbIMK NYTAMU. BepLnHbl coceaHMX KOMUIN MOTYT

6bITb 06bEeaANHEHDbI, ecnn OHU B6AIM3KN, NO3BONAA TEM
cambim ncnonb3osaTb Subdivision Surface.

3TOT MoAUdUKATOP MOXKeT bbITb NoNe3eH Ana pa3paboTku
bonblNX cUEeH ¢ NnoMoLllbto noBTopAtowmxca (Tann, tileable)

mewen. OH TaKKe nosie3eH A8 Co34aHUA CNOKHbIX
NOBTOPAOLWMUXCA POPM.

OoHOBPEMEHHO K OAHOMY 0O6BEKTY MOTYT ObITb
NMPUMEHEHbI HECKONbKO Array.

by
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HacTtpounku Array

* Fit type (meTon BNUcaHUA) — KOHTPO/IMPYET TO,
KaK byaeTt paccymTbiBaTbCA AJIMHA MacCcUBa.
Mo»Ho BblbpaTb 13 Tpex cnocobos (Mo Kpmnsown,
NJINHE, KONNYECTBY), OMUCAHHbIX HUMKE:

— Fit Curve (enucameo 8 Kpusyro) — co34a€eT AOCTAaTOYHO

KOnuin, 4To6bl NOKPbLITL BCHO ANNHY KPUBOMN,
yYKa3saHHou B none Curve.

— Fit Length (enucameo 8 0nuHy) — co3aaeT AOCTAaTOYHO
KOnun, 4YToObl BNMCATbCA B YKa3aHHOE 3HAYeHue
NIHBI.

— Fixed Count (onpedeneHHOe Konuyecmeo) — co3aeT K
HY>KHOE KO/IMYEeCTBO KOMWK, yKasaHHoe B nosie Coynt,

rsu.ru




HacTtpounku Array

e Offset (CmeweHune)

— Constant Offset, X, Y, Z (noctoaHHOe cmewleHue) — nobasnaer
onpeaeneHHoe 3Ha4YeHmne cmelleHna AybanKkaTtos ob6beKTa No ocAM
X,Yuc.

— Relative Offset, X, Y, Z(omHocumenbvHoe
cmeuwjeHue) — nobaBnseT 3Ha4YeHNEe aNa CMeLLLeHUA
Ay61MKaToB 06BbEKTA NyTEM YMHOXEHUA KaXKA0M
OrpaHUYMBatOLLLEN PAMKN OOBEKTA CTOPOHDI
(bounding box) BAoAb Kaxaon ocn Ha KO3ddUUMEHT
MmacwTaba. B cooTBETCTBYIOLWLMX NOAAX MOXKHO
YKa3aTb KO3PPMUMEHT CMELLEHUA ANA OCEN.

— Object Offset (cmeweHue no obvekmy) — nobasnaer
nHbopmauuto o TpaHchopmaumm obbeKTa K obuemy
cmelleHnto. MoXKeT 0Ka3aTbCs NONE3HbIM
MCNO/Ib30BaHME NYCTbIWKK (empty),
pacnoaiararolWenca B LEHTPE NN PALOM C UCXOAHbIM

OOBbEeKTOM.




HacTtpounku Array

 Merge (06beanHeHUue) — ecnm BKAOYEHO, TO
BEPLUMHbI KaxKaoun Konuu byayt obbegnHeHbl €
BEPLUMHAMMU CAEAYIOLLEN KOMUU, KOTOPbIE
HaxXoAATCA Ha PAacCTOAHMU, YKa3zaHHOM B Distance.
— First Last (nepesbili-nocaedHuli) — ecnvn BKAOYEHA
3Ta U pyHKumMa Merge, BepLLUMHbI NePBON KonNun byayT
o0b6begnHeHbl C BepLMHAMKU NOC/IeAHEN KOMUU, eC/TU

OHW HaxoAATCA Ha PacCcToAHMU, YKazaHHOM B Distance.
9TO NONE3HO ANA KPYroBblX 06OBHEKTOB.

— Distance (paccmoaHue) — KOHTPOAUPYET pPaccToAHUE
ana obbegmMHEHUA BEPLUNH. K

| cs.petrsu.ru




HacTtpounku Array

e UVs

— U Offset, V Offset (U cmewieHue, V cmewjeHue) — cmeuwaet UV
Ka*K[0M HOBOWM KOMWUM Ha YCTAaHOB/MIEHHOE 3HAYeHMe.

e Cap (3arnywka)

— Start Cap/End Cap (HayanbHaa u KOHeYHasa 3a27aywKa) — 3Ta
bYHKUMA NO3BONAET YKa3aTb 06BbEKTbI /1A Hayana U KOHUA
MaccuBa.

— lMonoxeHune gna HavyaNbHOro 0H6bEKTA: pacnonaraeTca Tak, ecau
6bl OH 6bIn B NON0XKeHUM -1 (0AMH War maccmBa) nepes NepBbim
“06bl4HBIM” 3nEeMeHTOM MaccuBa.

— [MonoxeHune AN KOHEeYHOro obbeKTa: pacnosaraeTcs Tak, ecau
6bl OH Obln B nonoxKeHuun +1 (oguH Wwar maccma) nocne
nocnegHero “obbiMHOro” anemeHTa maccmBa. &LK

)

— Ecnn pyHKuma Merge BrkatoYeHa, BepLUMHbI 3ar/TyLKN Haxoad
B Npeaenax NoporoBon Be/JIMYNHbLI, OHM ByayT 06beanHEHH.







Bevel/®ackKa

* 3TOT moaAudUKATOp AenaeT
CKOC Ha BbIbpaHHbIX pebpax, n
MMeeT HaCTPOUKKM Ana Bblbopa
TOro, KaKk v rae AenaTtb CKOCHI.

* 3TOT moaAUPUKATOP ABNAETCA
He AeCTPYKTUBHbIM aHaN0rom
MHCTPYMeEHTY Bevel n3
peXXnma peaakTMpoBaHMUA.

v ] Bevel
Apply
Offset
Offset Width

Only Vertices

& Clamp Overlap

« Loop Slide
Segments
Profile
Material
Miter Type:
Quter: Sharp
Inner: Sharp
Limit Method:
MNone Angle Weight
Face Strength Mode:
None Mew Affected
Intersection Type:
Grid Fill

Customn Profile

Vertex Group

All

Cutoff




HacTtponku Bevel

 Width (wunpuHa) — yctaHaBamnBaeT pa3smep
CKoca.

Tpu Kyba c Hacmpolkamu wupuHsl ckoca 0.1, 0.3, 0,5

| cs.petr




HacTtponku Bevel

* Segments (cermeHTbl) — KO/IMYECTBO NeTesb
pebep (edge loops) BAonb rpaHu cKoca.

Segments = 3 co 3HaueHuem Profile = 0.5

Jcs.pet

rsu.ru




HacTtponku Bevel

* Profile (npodunb) — popma ckoca. MoxKeT
O6bITb BOrHYTaA MAKM BbIrHyTaA. IpdpeKTa ot
3TOro He byaeT HUKAKOro, ecaim KoNn4ecTso

CermeHTOB MeHblle 2-yX.

Mpumepbl HUKe ¢ npodpunem 0.0 (2 cermenTa) n 1.0,
COOTBETCTBEHHO.




HacTtponku Bevel

* Material (maTepuan) — nHgekc matepmana,
KOTOPbIN byaeT MCNo/s1b30BaH ANA rpaHen CKoca.
Echn yctaHoBneHo -1, byaeTt ncnonb3oBaH
MmaTepunan bamxKanLien rpaHn.

Hymepauna matepuanos B cnncke HaumHaeTca ¢ 0. B atom
npumepe B none Material yctaHoBneHo 3HayeHue 0.

| cs.petrsu.ru




HacTtponku Bevel

* Only Vertices (TonbKo BepLimnHbl) — Eciu
BK/1tOYEeHa 3Ta PYHKUMA, CKOC byaeT
no6aBNATLCA TONIbKO HA BEPLUMHDI.

| cs.petr




HacTtponku Bevel

* Clamp Overlap — nobaBnaeTt orpaHnyeHmne Ha
NJINHY CKOCa, NpeaoTBpaLlas TEM CaMblM
nepeceyeHme Co3aaHHON reoMeTpumn ¢
OPUTrMHaNbHOWN. YCTPaHAET BOSHUMKHOBEHMUE
noaobHbIX apTedaKToB.

TaKrKe ABNAeTCcs OCHOBHOM NPUYMHOMN HepaboTatowero Bevel,
Koraa ¢acka He co3aaeTcs.




HacTtponku Bevel

Loop Slide — ecnun pebpa c packon BCcTpeyaroTca B onpeaeeHHON
BEPLUNHE C pebpamMm, K KOTOPbIM OHA HE NPUMeEHAETCA, MoandUKaTop
NocCTapaeTca NepemeLLaTbeca BAOb 3TUX pebep, NoKyAa 3TO BO3MOXKHO.
OTKtOYEHME 3TOM ONUUKN MOXKET CAeNaTh CKOC bonee POBHbIM.

Mark Seams (oTmeTUTb WBbI) — ecnu LWOB NepeceKkaeT pebpo, He
OTMEYEHHOE LLIBOM, M Bbl le/laeTe CKOC Ha BCeX TakMx pebpax,
MOANDUKATOP COXPAHUT NPaBUIbHOE PACMONOKEHME LLBOB.

Mark Sharp (otmeTutb ocTpble pebpa) — To XKe, yto 1 Mark Seams, TonbKo
ANA oCTpbIX pebep.

Harden Normals — echu BKAto4yeHo, BepTEKC-HOPMaAAK NOACTPOATCA Noj,
OKPYKaOLLLYO FTEOMETPUIO, U 3TO HUKAK HE MOBAMAET Ha HOPMaau
OKPYKaAMOLLUX rPaHeN. ITa GYHKLUUA OCTaBUT OKPYKAKOLLIME rPpaHU
NNOCKMMM (€CNm OHM TaKoBbIMK BblIN), U cAENatoT CKocam bonee MArkKUn
wenauHr . Ans Toro, 4Tobbl 3Ta GYHKUMA paboTana, HYKHO pa3peLLlnTb
NoNb30BaTeNIbCKNE HOpPManu, BKAoUMB Auto Smooth. K

| cs.petrsu.ru




HacTtponku Bevel

e Limit Method (meTopg orpaHnuyeHms) — ncnonb3yetcs ANA
YKa3aHwusA, rae co3aaBaTthb CKOC.

— None — OTK/II0YaAET OrpaHMyYeHune, T.e. cKoc byaet nobasneH Bcem
rpaHAaAMm.

— Angle (y2o0n) — ckoc byanet nobaBneH ToNbKO Ha Te pebpa, Y KOTOPbIX
Yron mexay obwmmm rpaHammn 6yaeT MeHblle YKa3aHHOro 3HaYeHUs.
Mo3BoAsieT NPUMEHUTb GACKY TO/IbKO K OCTPbIM FrPaHAM, He
3aTparmean apyrue.

— Weight (sec) — ncnonb3yeT Bec Kaxaoro pebpa, ans onpegeneHuns
LWMpPUHbBI cKoca. Ecan Bec 0.0 — ckoc He byaeT co3aaBaThCA.
CmoTtpuTe Edge Data ana nonydyeHus 6onbluen nHbopmaumu.

Bec ¢pacok moKHO yKa3aTb B meHto Edge - Edge Bevel Weight
pexXnma peagaktupoBanHus, uam B N-naHenmn - Item - Transform

— Vertex Group (2pynnel 8epwuH) — VCNONb3yeT Beca rpynn BepLIVH ANR
onpeaeneHus WUPUHbI packu. ECv BeplUMHA MMeeT HyNeBoi BEC, K
dacKa co3paBaTbcs He byaet. Ha pebpe dacKa byaet co3aaBaTbCA
TONbKO ecnu 06e NpUHaANexalle eMy BePLIMHbI OTHOCATCA K rp%ﬁeetrsu'm

BEPLUMH.



HacTtponku Bevel

 Width Method — onucbiBaeT 10, Kak byaet
NPOCYUTBLIBATLCA LUMPUHA PaCKM.

— Offset (cmeweHue) — paccHUUTbIBAETCA KaK PACcCTOAHME
OT U3Ha4vyanbHoro pebpa K pebpy rpaHn Ppacku.

— Width (wupuHa) — 3Ha4yeHne, KoTopoe
MHTEPNPETUPYETCA KaK PacCTOAHME MEXKAY ABYMSA
pebpamu NoNy4EeHHOro CKoCa.

— Depth (2nybuHa) — nepneHanKynap oT U3Ha4aIbHOro
pebpa K rpaHu cKoca.

— Percent (enybuHa) — Toxke camoe, yto n Offset, HO

UCNOJIb3yeTCA NpoueHTHOE COOTHOLWEHUE. K

| cs.petrsu.ru




HacTtponku Bevel

e Set Face Strength Mode (ycTaHOBUTb peXXum BAUAHUA
rpaHein) — Ha OCHOBAaHMKM BbIOpPaAaHHOIo MeToaa
yCTaHaB/INBAET CUJIy TPAHEN, KOTOpPbIe Y4aCTBYIOT B
co3aaHnn pacKn. Ty BO3MOKHOCTb MOXHO MCMO/Ib30BaTb
Bmecte ¢ mogmndunkatopom Weighted normal u
BK/ItOYEHHOW B HeW pyHKuUMen “Face Influence”.

— None — He yCTaHaBNAMBAET CUJTY TPAHEMN.

— New — yctaHasnmBaeT Medium (cpeaHtot0) cuny rpaHen BAOb
pebep, n Weak (cnabyto) cmny HOBbIX rpaHEN Ha BepLUMHAX

— Affected — paboTtaeT KaK pacwmpenune ana metoaa New, HO
TaKXe gobasnset Strong (CUNbHYIO) CUAY K HOBbIM FTPAHAM.

— All — B pononHeHue K npeabiayuemy metoay
nobasnaet Strong cuny Ko BCEM OCTaNbHbIM FPAHAM MOAE/M.

Jcs.pet

rsu.ru




HacTtponku Bevel

* Miter Patterns — miter obpa3yeTtcsa, Korga nepecekatorcs gsa pebpa,
obpa3ytowme dpacky. CtopoHa, rae yron 6onbie 180 rpaaycos,
Ha3biBaeTcA outer miter. Ecnn yron menbe 180 rpaaycos, cpes
Ha3blBaeTcA — inner miter. [1aTTepH BHELWIHEro U BHYTPEHHEero miter moxeTt
ObITb OAHNUM U3 HUXKE NEPEYNC/IEHHDIX.

— Sharp — pebpa cxogAaTca nog ocTpbiM yriom 6e3 gobasneHnA Kaknx-nmbo
AONONHUTENbHbIX BEPLUMH.

— Patch — pebpa cxogAaTca NoA oCTPbIM YINIOM, HO B MECTe CXoXaeHuna pebep
[06aBnAKTCA ABe AO0MNONHUTENbHbIE BEPLUNHbI, KOTOPbIE AEe1al0T reOMETPUIO
MeHee CxaTomn, ybupasa pinch, Kotopbin obpa3yeTca B pe3yabrate
meToaa Sharp. 9ToT naTTepH 6ecnoneseH AN BHYTPEHHEro miter, Tak 4Tto AnA
Hero oH paboTaeT KaK Arc. [Ton3yHoK Spread KOHTPOAMPYET TO, HACKONbKO
Aaneko byayT pacnonaraTbCA HOBblE BEPLUMHbI OT LLEHTPA NepecevyeHus.

— Arc — pobaBnseT 2 BepLlKHbI B MecTe nepecevyeHuns pebep, n cosgaet
NUCKPUBJIEHHYIO AYry ANnA ux obbeamHenus. NonsyHoK Spread KoHTponupyet

TO, HAaCKO/IbKO Aafieko byayT pacnonaratbCA HOBblE BEPLUNHbI OT LLEHTPA H
nepeceyveHus. Profile slider koHTponnpyet popmy ayru. K

| cs.petrsu.ru
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* Intersection Method (meToa nepeceueHuns) — ykasbiBaeT MeTOA,
KOTOpPbIM ByaeT co3aaHa reomeTpus Ha nepeceyeHun hbacok

— @Grid Fill = ctaHaapTHBIN MeToA, AN1A NOCTPOEHUA NepecevyeHus,
NCMNONb3YEeTCA AN1A CO34aHUA MATKOro Nepexoda Mexay reomeTpuen.
Mpwn oTKNtoHeHHOW PYyHKUMKM Custom Profile KpuBusHa npodunsa
NPOAO/KaeTca BAO/Ib NepeceyeHna, Ho Npu BKAtoYeHHoM Custom
Profile Bcero nuiub co3aaeT NiaBHYO reOMeTpUto B Npeaenax
reoOMeTpumM NnepeceyeHus.

— Cutoff — co3paeT Bbipe3 B MecTe nepecevyeHmns Kaxkaoro pebpa ckoca.
3T0 Hanbonee nosesHbI cnocob nNpu ncnonboBaHum Custom
Profile, Tak nopoi reomeTpua MoXKeT ObITb CAULLIKOM C/OKHOWN ANA
NOCTPOEHMUA NNABHOro nepeceyeHus. LleHTpanbHana rpaHb He
obpasyeTcs, Korga BHyTpeHHMe yrabl Bcex Cutoff npodunei
BCTPEYaloTCA B OJHOM MecTe.

Jcs.pet




HacTtponku Bevel

* Custom Profile — aToT BUAKeT no3BossieT CO34aBaTb KACTOMHble bonee
C/IOXKHble npoduaun.

NHCTPYMEHT No3BOASIET U3MEHAET Npodunb, HO popma npoduna ctaHeT
peaakTMpyeMon TONbKO Nocae npumeHeHna mogmndukatopa. NMpodunb
HaYMHAETCA C MPABOro HUXKHETO yrna N 3aKaHYNMBAETCA B BEPXHEM IEBOM, TaK
ecnu bbl 310 6bIKM ABa pebpa HaxogAwMeca NoA NPAMbIM YoM, KOHTPOAbHbIE
TOYKM CO34al0TCA BUAMKETOM, a NyTb Npodmnna Nnoapasfenaerca Ha KoNM4ecTso
CErMeHTOB YKa3aHHbIX B mogmndunKaTope Bevel.

— Presets — Support Loops (noddepxcusarowjue
nemsu) n Steps Habopbl cTpoATCA
AVHAMMYECKN B 3aBUCUMOCTM OT KOZIMYECTBA
CermeHToB pacKM.

— Reverse — 3Ta KHOMKa MHBEPTUPYET
opueHTauuio npoduna ana pebep dacku.

— Clipping — 37a pyHKUMA NO3BONAET
KOHTPO/IbHbIM TOYKaM BbIXOAMTb 33 PaMKH
NCXO4HOM reoMmeTpumn, no3sonasa packe
n06aBNATb 06BEM K CETKE, HEXE/IM OTHUMATD.

A . X 0.75000 Y 075000 X

Sample Straight Edges
Sample Even Lengths




Boolean//lormuyeckunm

* Boolean moeT BbINONHATb HEKOTOPbLIE
onepauunmn A0BOJIbHO NPOCTbIM CNOCOOOM,
KOTOPbIe MOPON CNIOKHO NPOU3BOAUTL BPYYHYIO.
3TOT MoagnPuKaTop AnA paboTbl UCMONb3YET ABa
06BbeKTa, KOHBEPTMPYA UX B OAUH.

| cs.petrsu.ru




* 3 onepauunu:
— Union (o6beanHeHue), Intersect (nepeceveHue),
Difference (BblunTaHme).

— MoaundukaTtop Tpebyet Hann4yme BTOPOro
0b6beKTa, yyacTByHOLLEro B onepauuu (BTopowm
onepaHa)

| cs.petrsu.ru




Hactpounkun Boolean

* QOperations — Bbibop perknma (onepaummn) paboTbl
MmoanduKaTopa.
— Difference (pasHuya) — ueneson mew byaeT BbIYTEH U3

MeLla, K KoTopoMy npumeHseTca moamduKkaTtop. Bcé, uto
Llen1eBOM Mell He NMOoKpbIBaeT, byaeT coxpaHeHo.

— Union (o6veduHeHue) — uenesoit mew byaet nobaBneH K
Mmoanduunpyemomy.

— Intersect (nepeceyeHue) — NPOTNBOMNONOXKEH NO AENCTBUIO
Difference: Bce, 4TO He NOKpbIBaeT Ueneson mew byaer

COXpaHeHo.
* Object — Ha3sBaHWe LeneBoro obbeKTa. |
* Overlap Threshold — makcumanbHoe paccTosaHwMe \_

MeXAay ABYMA rpaHAMM, ANA onpeneneHmna byayT /g petrsur
OHW CYMTATbLCA NepeceKaroLWwnMmCA.




Build/Cbopka

* Mogundpukatop Build 3acTtaBnaert rpaHn melua
KaKoro-to o6beKkTa NoABAATLCA UM UCYE3aTb
OAWH 33 APYrMM B TEYEHUN BPEMEHMN.

e [1o ymON4aHUIO FTPaHM NOABAAIOTCA B NOPAAKeE
B KOTOPOM OHM XPaHATCA B NamATK (B nopsaaKe
X co3aaHusa). U3ameHUTb NopAaoK rpaHen Unm
BEPLUMH MOKHO B PEXUME pPedaKTUPOBaHUA

(Edit Mode) ncnonbsya Sort Mesh Elements.

\
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HacTtpounku Build

Start — HayanbHbIN Kaap npouecca NOCTPOUKMW.

Length — KoaM4ecTBO KaapoB B TE4EHUN KOTOPbIX
byneT nepecTpanBaTbCA OOBEKT.

Randomize — caenatb cny4yamHbiM NOPAAOK
NOCTPOEHUNA FPaHEMN.

Seed — cayvyamHoe HavyanbHoe 3HavyeHne. U3meHeHune
3TOro 3Ha4YeHUs co34aeT Pa3NnYHbIK “cayv4amHbiin”
nopaaok, ecam BkntoveHo Randomize.

Reversed — moandurkatop byaet pabotatb B 06paTHYIO
CTOPOHY, TEM CaMbIM, MO3BO/IAA €ro UCMO/Ib30BaTb ANA

co3aaHunA apPekTa “paspywieHna”. 3To nonesHo aAsAa K
noay4yeHnA Habopa aK3emMnAApoB 0O bEKTOB, KOTOPRI sy
NOCTENEeHHO ncYes3atoT.




Decimate/YnpouweHue

* [lo3BoNsieT YyMEHbLUNTb KOMYECTBO BepLUMNH/rpaHei meLla
C MMHUMA/IbHbIM N3MeHeHnem GopMmbl.

* OObIYHO HE NCMONb3YETCA HA MELLAX, KOTopble
MOAENNPOBANNCL aKKYPATHO M SKOHOMMUYHO (Koraa Bce
BEPLUMHbI U TPaHU BarKHbl U onpeaenatoT popmy).

* Ecnm mew ABnAeTca pe3ynbTaToOM C/IOXKHOIo
MOJEeNNPOBaAHUA, CKYNbNTUHTA, U/UAN NPUMEHEHUA
moandukatopos(Subdivision Surface nan Multiresolution),
MmoanduKatop Decimate moxKeT 6bITb MICMONb30BaH ANA
YMeHbLUEHMA KONIMYeCcTBa NOJINTOHOB, YBEINYEHUA
NPOU3BOANTENBHOCTU UKW MPOCTO ANA TOro, YTobbl yopaThb

HEHY*Hble rpaHn n pebpa.

* B oTAanumm oT 60NbLIMHCTBA CYLWECTBYHOLWMX MOANDUKATOPOB,
5TOT He NO3BOJIAET BU3YyaIn3npoBaTb U3MeHeHua B Edit mode:<:Pe*

rsu.ru




Decimate Type — Tvn anropmtma paboTtbl moandurKaTopa:

* Collapse — O6beaunHseT BePLUMHbI NOCTENEHHO, Y4UTbIBAA popmy mella.

— Ratio (coomHoweHue) — COOTHOLIEHWE FPaHel, KOTOPble OCTAaHYTCA HETPOHYTbIMM Nocne pPaboTbl
mogmduKkaTopa.
3HayeHue 1.0 — mew He byaeT M3meHeH
3HayeHue 0.5 — pebpa cxnonHyTCA TaKMM 06pa3om, 4TO OCTAHETCA TONbKO MONOBUHA FPAHEN
3HaueHue 0.0 — Bce rpaHu ByayT yaaneHsl.
— Vertex Group — rpynna BepLWNH, KOTOPasA KOHTPOAMPYET, KaKkaa YacTb MeLla byaeT ynpoLaTtbes.
*  Factor — cuna BO34ENCTBUA FPYNMbl BEPLUMH Ha YNPOLLEHME,
— Triangulate — coxpaHAeT pe3ynbTUPYIOLLYO FEOMETPUIO TPUAHTYIMPOBAHHOM NOCAE YNPOLLEHNA

- Symmetry — COXpPaHAET CUMMETPUIO NO O,EI,HOI\/'I M3 ocen
*  Un-Subdivide — 3TOT peXXnm MorKeT paccmaTpMBaTbCs KaK 06paTHbIN NoapasaAeneHunto; NbiTaeTcs
yAanuTb pebpa, KoTopble NOABUANCL U3-3a onepaumin noapasaeneHns. IToT PEXUM NpeaHasHavYeH
AN MeLlen ¢ ceTKonoaobHoM Tonoaornen.
— Iterations — KonnuyecTso I'IOBTOpEHMIZ ynpouweHuA. ﬂ,Ba NOBTOPEHUA, 3TO TOXKE CaMOe 4YTO OA4Ha onepauuna
nogpasaeneHunA, Tak uto 06bIYHO MCNONb3YIOT YETHbIE YUCAA.
*  Planar — ymeHbliaeT getanmnsaymio Ha popmax, B OCHOBHOM COCTOALLMUX U3 NIOCKMX MOBEPXHOCTEN.

— Angle Limit — pacTBOpAeT reomeTpuio, KoTopasa obpasyeT yron (mexay ABYMA NOBEPXHOCTAMM) BoNblUEM YeM
YKa3aHHbIN B 3TON HAaCTPOMKE.

— All Boundaries — koraa BK/IOYEHO, BCE BEPLUMHbI BAONb rPaHUL, rpaHen 6yayT pacTBopeHbl. ITa onums gacTt
Y4l pe3ynbTaT, eciv byaeT CNoNb30BaTbCs BMECTE C BbICOKMM 3HaYeHnem Angle Limit.

— Delimit — npepoTBpalLaeT pacTBOPEHNE TEOMETPUN B ONPEAENEHHbIX MeCcTax.
*  Normal — He pacTBOpAeT pebpa Ha rpaHuLax obiacTelt, rae HOPMaan rpaHen obpallLeHsbl.
*  Material — He pacTBopseT pebpa Ha rpaHULax obaacTel, rae NPUMEHAIOTCA Pas/INYHbIE MaTepuabl.
*  Seam — He pacTBopseT pebpa, 0OTMeYeHHble WBamM (Seam).
. AononHutenbHble onuyun

— Face Count — 5Ta meTKa NOKa3blBaeT KO/INYECTBO rpaHeﬁ, KOTOpPble OCTaHYTCA nNocae NnpumeHeHUA 3

moandukaTopa. K

| cs.petrsu.ru




I« ¢« 4 P »¢ »|

o ?

W, Cone.005 /] Decimate 57
Add Modifier v
v(h Rem [TH 7 [

Blocks Smooth  Sharp Voxel

Voxel Size 0.1 m .
Adaptivity 0m °

Smooth Shading e

v /] Decim.. g8 v X

Collapse  Un-Subdivi... Planar
Angle Limit 52 °
Delimit = Normal .
Material
Seam
Sharp
UVs

All Boundaries .

Face Count: 395




Edge Split/Pa3pgeneHune pébep

Paspensaet, oy6nupyet pebpa BHYTPpM Mmella, pa3pywaet “ceasn”
MeXay rpaHAMM BOKPYT TakMX pa3aesieHHbIX pebep.

Pebpa, KoTopbie byayT pa3genaTbca MOryT ONpeaenaTbCca yr/iom
pebpa (yron mexay rpaHamu, obpasyrowmmm 31o pebpo) n/mam
bnaropaps pebpam, oTMe4YeHHbIM KaK sharp.

Pa3speneHne pebpa BamaeT Ha ob6pa3oBaHNUE HOPMAJEN BEPLLUH
NAHHOTo pebpa, Takum obpasom, 4YTo pebpo CTaHOBUTCA OCTPbIM.
CnepoBaTtesibHO, OH MOXET UCMONb30BaTbCA ANA AOCTUXKEHUA TOrO
Xe apdeKkTa, utTo n Auto Smooth, 3actaBnasa pebpa BbINIAAETb
OCTPbIMM, KOrga ux yron bonblue onpenesieHHoOro NoporoBoro
3Ha4YeHwus.

MoKeT 6bITb NCNONb30BaH AN PYYHOrO KOHTPOA NpoLL.ecca
CrNa*KMBaHWUA, Korga nosib30BaTe /b CAMOCTOATE/IbHO ONpeaenserT,

by

Kakne pebpa A0oNXKHbI ObITb IaAKMMUM @ Kakue ocTpbiMu. Mpu
KenaHuu, 0ba pexnma MoryT BbiTb NPUMEHEHbI OLHOBPEMEHHQ.

N\
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HacTpounku

* Edge Angle — kKoraa BkatoyeHo, pebpa byayr
pPa3esieHbl, eCaN YroN MeXay ABYMA CMEXHbIMU
rpaHAamMM bonblue yem 3HadeHue Split Angle.

— Split Angle lNpwn 0 — Bce pebpa byayT pasaeneHsbl. [Mpun 180

— pebpa He byayT pa3aesieHol.
 Sharp Edges — Koraa Bkato4eHo, pebpa byayt

pa3geneHbl, eC/IM OHM OTMEYEHbI Kak ocTpble (sharp).

* 3TOoT MOANPUKATOP NPUCYTCTBYET U3 UCTOPUYECKUX

coobparKeHuin 1 coBMecTUMOoCTU. He pekomeHayeTcs ero

NUCMOJ1Ib30BAdTb B HOBbLIX MPOEKTAX.

Jcs.pet
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Mask/Macka

[Mo3BONSAET ANHAMMUYECKUN CKPbIBATb BEPLLUNHbI MeLla, MCNO/b3YA
rpynnbl BEPLUUH.

Mode — 310T MoaANDUKATOP MOKET CKPbIBATb YaCTU MeLLa ABYMS
cnocobamm, KOTOpPble MOXKHO BblOpaTb B IAHHOM CIMUCKE.
— Vertex Group — korga onuua Vertex Group BKIOYEHa, BCe BEPLUUHBI,

NPUHaaNeXKalme BbiIbpaHHOM rpynne BePLUKH (C BECOM BbilLe HYAA)
6yayT BUAMMbBI, BCE OCTa/IbHble BEPLUMHbI OYAYT CKPbITHI.

— Armature — Haxoascb B Pose Mode, BepLlinHbI, NpUHaanexKawme K
rpynne BepLmnH, CBA3aHHbIE C aKTUBHOM KOCTbIO (0AMHAKOBbIE MMEHA)
byayT Buammsbl. BepwnHol HE B aaHHOM rpynne 6yayT CKpPbIThI.

Inverse — 06bI4HO, BEPLLUUHbBI, MPUHAANEKALWME K BbIDpaHHOMU
rpynne BepwuH (MaK rpynne cBA3aHHOM C aKTUBHOWM KOCTbIO NO3bl)
byayT noKasaHbl. [epekntoveHune Invert no3sonAaeT Bam obpatuTb

by

3TO NoBeAeHWEe, NOKa3biBas TONbKO TE€ BEPLUMHbI, KOTOPbIE HE
NPUHaANEXKAT K rpynne BepLlmH.

cs.pet
Threshold — BepLunHbI, BEC KOTOPbIX MEHbLLE WX PaBEH ,£I,aHH?TM§§

N\
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3HaYeHuto ByayT CKPbITHI.



Copy Apply Copy

Mode: Vertex Group: Mode: Armature:

Wertex Group a5 ZCOMmers Armature B, Armature

Threshold: Threshold:




Mirror/CnmmeTpus

* [1aHHbIN MOANPUKATOP NO3BOAAET OTPA3UTb MeLl
BAO/Ib IOKaNbHbIX ocen X, Y n/vnn Z,

yepe3 Object Origin (ueHMpPanbHAA MOYKaA
obvekma).

* TaK)Ke MOYKHO MCMOAb30BaTb APYron 06 BHEKT KaK

LUEeHTP OTpaxKeHUA, TeM CaMbiM UCMOJ/1b30BATb
JNIOKaJ/ibHbleé OCU AaHHOTIO obbeKTa.

| cs.petrsu.ru




Remesh

* 3TOT MOANDUKATOP ABNAETCA MHCTPYMEHTOM
ONA reHepupoBaHUA HOBOM TONONOTUM.
Pe3ynbTUpyloLLLaa reoMeTpua NoBTopAeT
KPUBU3HY NOBEPXHOCTM NCXOAHOIO MeLLa, HO
TONO/IOTNA COAEPHKUT
TOJ/IbKO YeTbIPEXYrO/IbHUKM.

* 1N KOPPEKTHOM PaboTbl MCXOAHbIN MeLl A0/KeH
NMeTb ToNnwmnHy. Echm Baw mew abcontoTHO NNOCKUNA, 4,

nobasbTte Solidify Modifier Hap moandukatopom Remesh.

| cs.petrsu.ru




HacTtponkn Remesh

* TpW OCHOBHbIX peXNMa - pe3ynbTaT PaboTbl C TOYKU 3peHUnn
TONO/IOMMU NPAKTUYECKN MAEHTUYEH, OTINYAETCA B OCHOBHOM
CrnaXkmBaHue.

— Blocks — B 5TOM peKMMe HeT Crna*KMBaHuA.
— Smooth — pe3ynbratom byaeT crnaxKeHHaa reomeTpus.

— Sharp — nopobeH Smooth, HO AaHHbIN PEXXUM COXPaAHAET OCTPble
pebpa n yraobl.

* Sharpness — bonee BbICOKME 3HAaYEHUSA CO34at0T pebpa bonee cxoxume C
NCXOAHbIMU, B TO BPEMSA, KaK HU3KNE GUNLTPYIOT LLYM.
— Voxel — ncnonb3yet OpenVDB ana reHepmpoBaHua manifold
(repmeTMYHOrO) meLla 13 TEKYLEN reOMETPUMN, CTapaACb COXPAHUTL
NCXOAHbIN 06bem meLla.

* Adaptivity — CHUXaeT KO/INYECTBO rpaHei, ynpoLLasa reoMeTpu1Io Tam, rae
BbICOKaA AeTanm3aunsa He HyXKHa. Hanpumep, TPMaHIyIMPOBAHUEM FPaHEN, .,

KOTOPbIA He Hy*KAatoTcA B JaHHOM KayecTBe AeTa/in3aumu. K
* Smooth Shading — pna pe3ynetata byaet ncnonb3osatbca Smooth Shading, a
He Flat Shading. J.cs.petrsu.ru




HacTtponkn Remesh

Octree Depth — ycTaHaB/IMBAET pa3pelleHne pe3yNbTUPYIOLLEN
reomeTpun. HU3Kmne 3HavyeHmna byayT reHeprupoBaThb rpaHm bonblue
OTHOCUTENIbHO UCXOAHbIX, BbICOKME 3Ha4YeHMA byayT co3aaBathb
bonee N/IOTHYIO CETKY.

Scale — c nomoLLbO 3TOM ONUUN MOMKHO PAKTUYECKN CHU3UTD
pa3pelleHne ana pesynbraTa.

Smooth Shading — nepekntoyaetca ncnonb3oBaHmne smooth
shading pns rpaHei. He coxpaHseT smooth/flat wengnHr ncxogHbix
rpaHen.

Remove Disconnected Pieces — punbtpyet menkume He
NPUCOeANHEHHbIE YacTM Mella. TOHKME YacTu NCXOAHOro MeLla
MOTYT NOTEePATbLCSH, N CO34aTb MaJIeHbKUE N30/IMPOBAHHbIE KYCOYKMU.
3Ta onumA No3BOSIAET M30aBUTLCA OT HUX. y

\
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Screw/BUHT

e [1aHHbIN moanduKaTop nogobeH
MHCTPYMEHTY Screw Ha NaHenm MHCTPYMEHTOB,
TEM, YTO UCNONb3YET NPOPUNb 0OBEKTA: MeLl UK
KPUBYIO, ANA CO34aHMNA CNNPANbHOU GOPMBbI.




HacTpouKu Screw

Axis — ocb, BAO/b KOTOPOM byAeT co3aaBaTbCcs Cnvpans.
— Screw — BbicOTa OA4HOro 3BeHa crnnpanun.
Axis Object — umsa o6beKTa gna onpeaeneHns HanpasaeHUA ocu.

— Object Screw — ncnonb3yeT pacctoAaHume oT Axis Object pna onpeneneHuna BbiCOTbl 04HOTO
3BeHa cnupanu.

Angle — yron ogHoro obopoTta cnupanu.

Steps — KONMYECTBO LWaros, MCNOb3yemble A/18 0A4HOro 0bopoTa cnupanu,
oTparkaemoro B 3D Viewport. ByabTte oCTOPOXHbI C STUMM HAaCTPOMKaMM, Koraa
OHU Bblle Yem Render Steps, KOTOpble UCMO/b3YIOTCA AN1A PEHAEpPa.

Render Steps — To)ke camoe 4YTO M HaCTPOIKa Bbllle, HO 3Ta BUAHA TO/IbKO MNpU
peHaepe. Mcnonb3yinTe ansa ynydlweHma KavyecTsa.

Smooth Shading — nepekntoyaetca ncnonb3oBaHue smooth shading pna rpanHen.
He coxpaHaeT smooth/flat wengnHr ncxogHbIx rpaHen.

Calculate Order — paccuntbiBaeT nopaaok pebep, 4tobbl n3bexkatb Nnpobdbaem c
HOPMaNAMM U WENANHTOM. Hy»KeH TOIbKO AN Mellel, HO He KPUBbIX.

Flip — oTpakaeT HanpaB/iieHNe Hopmanen.

Iterations — konnyecTBo 060pPOTOB CNNpPau.
Stretch U/V — ecnun ectb UV, pactarnsaet UV KoopauHatbl ot 0.0 ao 1.0. k

Merge Vertices — 06beiMHAET BEPLUMHbI, KOTOPbIE /IEXKAT HA OCU BPALLEHMUs-S5-PEtrsu.Iu
Mcnonb3ynte 3Ty onumio, 4Tobbl 3aKPbITb KOHEYHbIE TOYKM CNUPaK.

- Merge Distance — BeEPWUMHbI meHbLUE 3TOI0 PACCTOAHNA K OCAM 6y,c|,yT O6'be,£l,l/IHeHbI. i



Skin/CkenetHaa ob6o104Ka

* ITOT MoandUKATOP UCNO/b3yeT BEPLUUHbI U pebpa ana
CO34aHMS MOBEPXHOCTU, OKPYHKatoLLen 3TN BePLUNHbI U
pebpa. 1A 3Toro oH UCNOAb3YET pagnyc KaxKaoMm
BEPLUMHDbI, NydLle onpeaenaa popmy.

* Ha BbIxoge B OCHOBHOM MOJ1y4atoTca
YeTbIpexyro/ibHMKKU, HO TaKXKe BCTpevatoTca
TPEeyronbHUKN B MeCcTax NepecevyeHunin.

 C nomoLLbto 3TOro moamndmKaTopa MOXKHO bbICTpO
co34aTb OCHOBY Mella AaA CKY/IbNTUHIa U/nnm
NAaBHbIX OpPraHn4Yecknx ¢opm, ¢ NPOnU3BOIbHOM
TONOJIOTNEN. S




HacTtpounku Skin

Branch Smoothing — branch point (Touka BeTBneHMA), 3TO BEPLUMHA C TPEMA U
6onee npncoeanHeHHbIMU pebpamu. Takne 061aCcTU CKAOHHbI K TeHEPUPOBAHUIO
C/IOXKHOM TOMOJIOTMKN, KOTOPAA MOXKET NPMUBECTM K HANOKEHUAM. ITa HACTPOIKA
CMArYaeT NOBEePXHOCTb BOKPYF 3TUX TOYEK C AOMNONHUTENbHbIM 3OPEKTOM
yCaxKnBaHuA.

Smooth Shading — nepekntoyaetca nucnonb3oBaHne smooth shading ans rpaHemn.
He coxpaHaet smooth/flat shading ncxoaHbix rpaHen.

Symmetry Axes X/Y/Z — 3T 4eKBOKCbI MCMO/b3YIOTCA A1A NPUAAHMA CUMMETPUN
TONONOrMMM Ha BbIXOAeE, MO COOTBETCTBYHOLWUM OCAM. [pyrumm cioBamu, aTa onuuma
NO3BOJIAET NPeAoTBPaTUTL 0O6beANHEHNE TPEYIONIbHMKOB BAO/1b OCH, 33
NCKNOYEHMEM CYYaEB, KOr4a TPeyrosibHUKM 06pa3yoT CUMMETPUYHbIN
YeTblPexyroJibHUK.

Add Skin Data — Skin ncnonb3yeTt No/nb30BaTeNbCKNI HAOOP AaHHbIX B MeLle,
KOTOpPbIN reHepMpyeTca aBTOMaTUYeCKM, Korga Bbl 4obasnaete mogmpumKkaTop
BnepBble. O4HAKO, Bbl MOXeTe yaannTb UK NOTEPATb 3TU AaHHbIE Pa3/INYHbIMU
cnocobamu. ITOT onepaTop reHepupyeT 3TN AaHHble CHOBA.

Selected Vertices — 3T onepatopbl MogNPULNPYIOT “KOHTPONbHbIE AaHHble”

noseaeHnem mogmndukaTopa.

OPUIMHaNbHOIO Melwa Ansa AaHHoro moandukatopa. OHM NO3BOAAIOT YNPaBAATH k
Create Armature — co3gaeT apmatypy no ob6vekTy. Kaxkaoe pebpo CTaHOBMTJﬂ%trSU-ru

KOCTblIO.




Solidify/O6bemHoCTb

* Mogundukartop Solidify 6epet noBepxHOCTb
Mmewa n pobasnaet rnybuHy n TONLWNHY

v (7 solid @ = FF Y A v ox v T solid @ = Y Y a v ox

Apply Copry

Mode: Complex

Flip Mormals

Ewven Thickness

High Quality Maormm.. amp 0.0000 Flip Mormals
& Fill Rim " Fill Rim

Only Rirn uZ Only Rirn

0.000 Material Index Offset: Material Index Offset:
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Subdivision Surface
[logpasgeneHme NnoBepPxXHOCTU

Mopgundukatop Subdivision Surface (4acTo cokpawatoT
no “Subdiv” nan “SubD”) ucnonb3yetca ans
nogpasaeneHna rpaHem mella Ha 6onee menkue,
no6aBnAa crnaxXeHHoCTu.

OH no3BoAeT co34aBaTb C/IOXKHbIE CrNaX¥KeHHble
NOBEPXHOCTU, HE YCNIOXKHASA FreOMETPMUIO.

He TpebyeTcs xpaHUTb U noaaep»KmnBatb bonbLune
ob6bembl AaHHbIX, @ 06BbEeKTbl NPUObpPETaOT MagKNIn
“opraHnyeckun” sua.

Kak n ¢ ntobbim moamndpurKaTopom, NnopsaaokK

BbINONHEHUSA (NO3MUMA B CTEKE MOANDUKATOPOB) K
OYeHb BarkeH AaA pe3ynbraTa.
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Add Modifier
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Catmull-Clark Simple

Levels View... 3

Render

+ Optimal Display

» Advanced




Deform/Oedopmaumm

Armature/Apmatypa

Cast/Mepexop,

Curve/Kpusas

Displace/CmelleHne noBepxXHOCTH
Hook/Kptok

Laplacian Deform/Oedopmauuma Jlannaca
Lattice/PelwéTKa

Mesh Deform/Odedopmauma mewem
Shrinkwrap/O6TtarusaHune

Simple Deform/MpocTtaa gedopmauus
Smooth/Crna)kmnsaHue

Smooth Correcrive/KoppeKkTupytolee crnaxKmsaHue
Smooth Laplacian//lannacoBo crnaxmsaHue
Surface Deform/Oedopmaumsa noBepxHOCTH
Warp/Ob6TeKaHue

Wave/BonHa

Jcs.pet

rsu.ru




Physics/®un3snka

Cloth/TkaHb

Collision/CTonkHOBeHMe

Dynamic Paint/OQunH.pucosaHue
Explode/B3pbiB

Fluid/Mnakoctb

Ocean/OKeaH

Particle Instance/2k3emnnap YacTuubl

Particle System/Cucrema yactuubl
Soft Body/Msrkoe Teno k
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