Ocnoenu komanou 3a nasuzauus ¢ Blender: Onpeoenenun

1. Move (IlpuaBu:KBaHe HA 00€KT):
o Komannara Move (na 6sarapeku: "IIpunsrxsane”) B Blender mo3Bomnsia Ha
noTpeOUTENUTE ]a MECTIT 30panu 00ekTr B 3D nmpocTpaHcTBOTO 10 OcTa X,
Y wnu Z. ToBa craBa upe3 u3bupane Ha o0ekTa 1 HaTHCKaHe Ha KinaBuma G
(ot "Grab"). Cnen ToBa 00€KTHT MOXKE J1a ObJIe CBOOOIHO IPEMECTECH HIIH
3aKJII0YEH IO €/IHa OT OCUTE, KaTo Ce HATUCHE ChOTBeTHAaTa OykBa: X, Y, Win
Z. Harmpumep, ako HatucHeTe G, ciex ToBa X, 1€ MOXKETE J1a MPEMECTHTE
obekTa camo 1o ocra X.
2. Pan (ITanopaMHO IBHKeHHE HA KaMepaTa).
o Komannara Pan (aa 6bnrapcku: "Ilanopama') ce n3mon3Ba 3a NpUABHKBaHE
Ha u3riena (KaMepara) XOpH30HTAIHO WM BEPTUKAIHO, 0€3 Ja ce MPOMEHS
Toukata Ha okycupane. ToBa BH MMO3BOJISABA J1a PA3TIICKIATE PA3TUIHA YACTH
Ha clieHaTa. 3a U3IbJIHCHUE Ha KOMaH 1aTa Ce M3I0JI3Ba CPETHOTO KOIMYE Ha
MHUIIKaTa (3a1bp)KaHe U BIIAUCHE), WM KJIaBUIIHATa KoMOuHaims Shift +
3a]bpyKaHEe HAa CPEIHOTO KOIUE Ha MUIIIKATA.
3. Zoom (Ilpudau:kaBaHe u oTaaIeYaBaHe):
o Komangara Zoom (ua Owsrapeku: "IIpubmmkaBane/OtnaneyaBane’)
KOHTPOJIMPa MPUOIMIKAaBAHETO U OTJAICYaBAHETO Ha M3TJIe]a KbM CIICHATA.
ToBa e mosie3Ho 3a MPEUU3HO Pa3TIeKIAHe Ha ISTAUIN WIH 32 TI0Jy4aBaHe Ha
o011 mperyie Ha 1s1aTa cieHa. 3a Z00mM MOoKe Jja ¢€ U3I0JI3Ba KOJIEIIETO Ha
MHUIIIKaTa (BbPTEHE HAIPE]] 3a MPUOJIKaBaHEe U Ha3a/l 3a OTAaJICUaBaHe), MU
kinaBuinHaTa komounarwst Ctrl + cpeaHo Komue Ha MUIIIKAaTa, KaTo JIBUKHUTE
MHUIIIKAaTa HArOPE WM HAJI0ITY.

Ocnoenu pexcumu ¢ Blender: Object Mode u Edit Mode

1. Object Mode (Pe:xxum Ha 00eKT):

o Object Mode (na 0birapcku: "Pexum Ha 00EKT'") € OCHOBHHSAT PEXHM 3a
MaHMITyIanus Ha 1enu ooexktu B Blender. B To3u pexum Moxete na
Ch3/1aBaTe, MECTUTE, 3aBbPTATe, MalladupaTe U U3TpuUBaTe e ooexktu. Toi e
MOJIXOASI 32 001 TpaHC(hOopMaIMK Ha 00EKTUTE U padoTa C TAX KaTo Lo,
HO HE T03BOJISIBA PEAaKTHPAHE HA TEXHUTE BHTPEITHH €JIeMEHTH (BEPTUKAIH,
pbOOBE U JIULIA).

o Ilpumepnu neiicrus B Object Mode:

= (Cp3aBaHe Ha HOBHM 00€KTH (Hamp. KyO, cdhepa, HUIUHABD U JIp.).
= [IpuaBmkBaHe Ha 00EKTH MO ocute (KoManaa Move).

= 3aBbpraHe U Mamadbupane Ha ooektu (komanau Rotate u Scale).
= U3rpuBaHe Ha 0OekTH (HaTHCKaHe Ha X).

o IlpeBkiouBane: HarucHere knaBuma Tab, 3a na npemunere mexy Object
Mode u Edit Mode.

2. Edit Mode (Pe:xum Ha pefakTHpaHe):

o Edit Mode (na 0barapcku: "Pexkum Ha penaktipane”) € peXUMbT, KOUTO BH
MO3BOJISIBA J1a peAAKTUpaTe TeOMETPUATA Ha HHANBUIYaTHUTE €JIEMEHTH Ha



naneH o0ekT. B To3u pexxuM MokeTe 1a paboTHUTe ¢ KOMIIOHEHTHUTE Ha 00EKTa,
Kato BbpxoBe (vertices), ppooBe (edges) u muna (faces). ToBa € peKUMBT 3a
no-noipoOHa u puHa padboTa BEpXy 00EKTH, BKIIFOUUTEITHO Ch3/I1aBaHE Ha HOBU
¢dbopmH upe3 peakTUpaHe Ha ChLIECTBYBAILATa MPEXKa.
o Ilpumepnu peiicteus B Edit Mode:
= l30upane u nmpemecTBaHEe HAa BPXOBE, pHOOBE U JIHIIA.
= JloOaBsiHe WM IpEeMaxBaHe HA TeoOMeTpus (Harp. 700aBsiHE HAa HOBU
BBPXOBE WIN U3PSA3BaHE HA PHOOBE).
= 3rnaxngane u npenu3Ha padora BbpXy Gopmara Ha 00EKTHUTE.
o IpeBxiouBane: Harucuere kinasuina Tab, 3a qa npemunere mexxay Object
Mode u Edit Mode.

Onpeoenenus 3a pexrcumume Ha usz2ieo ¢ Blender

1. Wireframe (Mpe:xoB usrJjen):

o Wireframe e pexxuMbT Ha U3IJIE], KOWTO IMOKa3Ba OOEKTUTE KAaTo
Mpo3payHa MpeXxa, CbCTaBE€HA OT TEXHHUTE BbpXoBe (vertices) H
prOoBe (edges). B To3u pexuM MOXeTe Ja BUIAUTE BBTpEIIHATA
CTPYKTypa Ha OOEKTHUTE W CKpUTaTa T€OMETPHUS, KOETO T'O MpPaBH
MOJIE3€H 3a MPEIU3HO MOJEIHpaHe M pPEJaKTUPAHE Ha CIIOXKHH
dopmu. TekcTypuTe, OCBETICHUETO U MAaTEpPUAIIUTE HE CE MOKa3BaT
B TO3U U3TJIEI.

2. Solid (IlabTeH U3rjen):

o Solid e pexxumMbT, KOHTO MOKa3Ba OOCKTUTE KATO TBHP/Ia FTECOMETPHS,
0e3 ma ce B3eMar NpeIBHU] TEKCTypUTe W maTepuanute. B To3u
peXKUM OOCKTUTE M3TJICKIAT OMPOCTEHU, HO BCE MaK CE€ BUIKIAT
TeXHUTE (GOPMU U MOBHPXHOCTU. TOBa € Hall-4eCTO M3MOI3BAHUST
pexuM 3a 001112 paboTa U MoJIeNIUpaHe, Thil KaTO MPEIOCTaBs ACEH
u3rieq Ha o0ekTuTe 0e3 BHU3yaJlHM OTBIWYAHUS KaTO CBETJIMHU U
CCHKH.

3. Material Preview (Ilpersieq Ha matepuajure):

o Material Preview moka3Ba o00CKTHTE ¢ TPUIOKCHUTE UM
MaTepuaad W TEKCTYpH, HO C ONPOCTEHO OCBETJIeHHe u 0e3
¢unamauTe penaep edextu. To3u pexuM B MO3BOJISBA Ja BUINUTE
KaK IIe M3MJIeKIAT MaTepuanute, 0e3 Ja yakare peHIepUpaHeTo.
Tol e mone3eH 3a HACTpOMKAa Ha TEKCTYpH, LIBETOBE U LICUIBPH,
MpEIn J1a Ce MPUIOKAT (PUHAITHUTE CBETIMHHU U CEHYECTH €(PEKTH.

4. Shading (Rendered View):

o Shading (Rendered View) e pexumbT Ha U3JIe], KOWTO MOKa3Ba
crieHaTa ¢ (pUHAIHWUTE CBETIWHHU €(EKTH, CEHKHM U MaTepHaliH,
TOYHO KaKTO TS IIe M3TIeXIa ciiel peHaepupane. To3u pexum



cuMmyliinpa pCaJIMCTUYHUTC BSaHMOHeﬁCTBHﬂ Ha CBCTIMHaA C
O6CKTI/ITC, BKIIOYUTCIIHO OTPAXCHHUA, IIPCUHYIIBAHHUA H ,HeTaﬁHHH
CCHKH, KOCTO I'0 ITpaBU UJACAJICH 3a q)HHaJIHa BH3YyaJIHA ITPOBCPKA HA
CICHaTa Ipecanu pCHacpa.



