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396LoL bobgMA03zmMbs: 6 330600

336LOL 5M69Mo:

9L 396LO gob637YM360M0s oMmM30L, 3063 30639tM 6500390L EoOL 3D Lodysmmdo. 3YHLOL
396003mMmM00d0 0LBSZMOM, HMZME 007)domm Blender 80 3MIFMGEYMO, 39J060m mJ3960
LO3YMat0 3D bEYHe, oYx6MM JBIIBYM0 Fobomgds s 3MA3MBOENYS, 3)J060m Lb3zoobb3e
¢030L dMEYMY00 s 5600530900 o 00LEYM 6507T9)39ML LOdMEMMM, EsLMYMYBYMO LobyY.

3396LoL EsLEAYMYE0L 39009s LEHWI6E0 dgdemgoL:

e Blender-oL 06¢9M3goLOLS S J0MOMSEO LEAYTom goMHOML 9FBYIEYM O FodMYgHgdsD;

e 3D m309J3900L 0MEHYMOMHYOsL LodsDOLM 06LEHMHIYHEYO0LS Ve OMEOFGOZOBMMHIOL
ob0sMydom;

e bLE960L LEHMYIGNGOMYBaLS o MB0YTEYOOL MEMFE60DYBOL;

e 3M®MIY30L LEOEODYBOL o 300YoMYM0 3MO3MBoE00L 8)JoboL;

e Jobomyool, G9JLEYMYd0LS o Shader LoLEHOOL LEBSDOLM godMyHb9doL;

e 30600900L, 3009M0LS o 3MI3MHD0B0630L 306(303900L FodmMynb69dsL;

* 003030 06000300L 39Ja65LS o G0bsEMYM0 MHYBHHOL AMIDOEYOSD;

* (050MY3000909t0 3D 3MHMHIE0L 63YE030LS s FYJLMOYMHOLD.

396LOL §56053(MMB590 §o0MYyyx6909tmo 3GIMgMo0gdo: Blender
3994603960 dmmnbmzbgodo:
e DLodYomm LOOAME3M0L 3MA30YEgto Blender-ob LobEHAYMH0 AMNbM36900L JgLoBEOOLOE

e LOOMOMO30060 0YLO;
e Numpad 3moe300@9Mo

BOHIsEG0: MbmMonb 99b3zgM9gd0


https://www.blender.org/download/requirements/

33065 1, 99b390Ms 1
®905: 6630353006 5 3D 3VMHM36900L Logyn0d3mm9gdo

e 0639MHxY0LOL DMEeEo 000MboM3zs o AMMFYds (Workspace),
e 603030300 Viewport-do,

e Qutliner-oL doMHM3s o MB09JE900L MEFs60DYBY,

e Mesh @MobLBMMOs(30900 (G, R, S),

e Pivot Point o 300960L LadsDobM 3M063303900 (30MHOMYDY).

0635MY05: S0LEHMIBIYMO 3MA3MDOE0OL 8byMds Outliner-ob byg@ms LEGYIGYOHom.

330615 1, 99b3906Ms 2
®905: 6630353006 5 3D 3VMHM36900L LHGYAZ3M9Y60, AgLYMYO) V535(MY06DY P39363060L
00009005

330615 2, 99b39066 3
®90s5: dMEYmMoMgdoL &9Jd6039060 o 361063039060

e Edit Mode - 06603ymo300 (Extrude, Inset, Bevel, Loop Cut, Knife Tool),
e AmM3mmmmanob Log3YI3mydo,
e Shade Smooth vs Flat, Auto-Smooth o Reference-9omob 07)9omd0L 36M06303900.

0535M905: 3m63M9EY0 Prop-ob 89Jd6s LYFTMO BM3MEIMFOOL OE30M.

330656 2, AgbzgMo 4
®905: dMEYr0c9gooL G9J603900 o 3606303900, 9gLMYMY0YM V535(MY05DY 93393533060 0L
000905

330615 3, 99b390Ms 5
®905: LEGHMYIBHYGo o 0MEPOG035GMMY0

e JoMOMaEO AMEOG03sEMMYdo (Mirror, Array, Subdivision Surface, Solidify, Boolean),
e (Collections-ob 0oM30,
e Parent/Child 303006980 o Apply Scale-ob 0603369mMdo.

0535M908s: 9ME0x035GMMYB0L §odmygbgdom Lb3zoEoLL3s GMmMAYdob dgddbs s Legbob
0960560 Jo0b §odsMmzs.

33065 3, 99b39006Mo 6
®905: LAHYIGHIo s dMEV0G035EMMY00, IgLMYMY0Y V535(MY05DY 3393539000L doMYds
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330605 4, 9b3z9Mo 7
®m90s: Master Scene - bEoMmobsz0s s hmEHbO

e Proportional Editing-oL godmy96909,

e @MMH0OH00L YIFMMASE06 9JL3MYLoOLMZOD,

e LEAOMODY0YMO boboomob 009ds,

e Master Scene-0L 30639mo©0 "bmBHLOL" 669MBS (Block-out) o 30970t 0 dogmabLO.

05356mMY08s: Master Scene-0b 00)0b 306H39tMo0 "BMEHLOL" 864MBo o MB09JEYd0L LE0mobYdes.

33065 4, 39b390066 8
®90o: Master Scene - LG0MObsE30s s HMEHLO, IJLAYMYO) ™M (V535eMYD5DY 319393900 0L dom9gdo

33065 5, d9b390066 9
®905: 05LOMY00 VS 30DY5MYM0 Fob6GyMdo

e Shading Logyd3zmydo: Shader Editor-ob gogbmos,

e BSDF, Albedo (Base Color), Roughness, Specular, Bump o Noise 3®063030.

e 3063030 36M3Y0MYMmo BgJLEYMHYO0L 8xJabs 0sLEYMLEY60LM30L Node LobE)dob
8o0MYyn690600m.

0535Y9Y0s: LEY60L LEYMO §oBYMSYDs VS LEBSDOLM 3BIMEYIYMYmo GIJLEHYM0MYDS.

33065 5, dgb3zgts 10
®90s: LEY60L LAY FoBYM5VY0S Vs LsBsBVOLM 3OMEYEYMY™Mo B9JLEYMH0MYdS,

99LOY Y0P M 535 Y06DY Y393630060L d0(MYdS

33065 6, Agb3zgto 11
®m90s: §obomgds, 3MA3MV0G 060 o MY6YMHO

e 356009080L 303900, LOdBYOE0MMM3560 gobomydoL 30063030 s HDRIL

e Keyframes o 006030 66000300.

e Compositing (3m03mb0E0630) - Node-900L go0my9690s MH96009MHoL 89003M00 (0s07353900LMIOL
(Glow, Lens Distortion).

e Cycles vs Eevee m3300005300 o 3060(MYMH0 MH609Mo0.

0635MY0s: B0bomMo 36MYJBoL (Master Scene) gobomgds, 5600030s s MHY6YMH0630.

330656 6, 39b390065 12
®90s: gobomo 36m9gJEol (Master Scene) gobomgds, 560063006 Vo M96YMH0650.
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