M TaK, Mbl yXKe 3arpy3uivM MoAae/Nb U UCNPaBUAN TEKCTYPUpPOBaHME. HaM HY}KHO OCTaBUTb NLLb CTOAHWUE Ha
MmecTe, xoabby, ber, npuceaaHune, NPbIXKOK, ataky (0AHY XoTa 6bl) — BCEro WecTb 1€ MEHTOB aHMMauuun. B
peasibHOM aHMMaL MM 31EMEHTOB O4eHb MHOro. A OHO Ham Hago ? ©

B nporpamme ecTb MHCTPYMEHT MacluiTabupoBaHus n nosoporta (Transform -> Transform Options). OaHako
A HAaCTOATE/NIbHO HE PEKOMEHAYI0 UM M0/1b30BaTbCA ANA Moaenen c aHumaumen. CTaTuyHble moaenm
NnpeBoCcXoA4HO TpaHChOPMUPYIOTCA. A BOT KOCTHAA aHMMaLMS MOXKET TPaHCHOPMMUPOBATLCA C CEPbE3HbIMMU
owmnbKamm, KoTopble byayT 3ameTHbl niub B Blender. Mpole macwtabuposaTtb B camom Blender u
COXPaHUTb Moaenb oTAeNbHbIM blend dainom, KoTopbliA MOTOM N€rKO NOArPY3UTL K MPOEKTY.

Mapy cnoe o Tekctypax. Popmat dds aa ewé m B 32 bit 3aHMMaeT o4eHb MHOro mecTa. PekomeHayto
COXPaHATb TEKCTYPbI B jpg 1 24 bit. Manbiih pasamep M HOpManbHOe KayecTo. Mo KpaHen mepe, A He
3aMeTuN 6ONbLIOK Pa3HULLbI.

U Tak, yAanAaem ATNWHKOK aHMMaUno. Ecnm MNOCMOTPETb Ha OKOLWLKO CrnpaBa, TO Tam eCTb napy

HeO6XO,CI,MMbIX ANnA HacC CTPOK:
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e Mame Anim-1
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Cluration 124.9
Looping 4 True
o Loopstart 1
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YT1o Takoe FPS Hagetochb Bbl 3HaeTe. MoKeTe No3KCNepnmMeHTUPOBATb, COXPaHAA Gpaia C pasHbIM
3HaveHuem FPS. A ctasnto 24. NumFrames — KoanM4ecTBO BCeX KagpoB aHMMaumn. Korga mbl yaannmm
NNLWHee, 3TO 3HaYeHne nuameHunTca. LoopStart — ¢ kKakoro Kagpa ctaptosatb. A LoopRange — KoHU0BKa. A
e cTaBato Ha 1 6onblue, Yem Bcero Kaapos.

Tenepb KNMKaem ABONHbIM KInKom JIKM Ha XenTom YenoBeyke BBEPXY:

E% Animations

Default Poze

i

OTKpOEeTCA OKHO C KNHoYamMM No Kaapam:



Keyframe Editor 3|
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Bl 2, Skeleton -
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B Scalekeylist
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Ho npeagapuTenbHO HE06X0AMMO MPOCMOTPETL BCHO aHMMALMIO M BbI6pPaTb C KAKOTO MO KaKoW Kaap Mbl
XOTMM OCTaBUTb. Jlyyllie 3TO AenaTb NOKaAPOBO, TOrAa CHETUMK NOKa3biBaeT TOYHO HOMEP Kaapa:

132 | < 4 » > M|[®Q

Hanpumep, A pewwnn octaButb ¢ 1 no 20 (aHUMauma paHeHua) n ¢ 192 no 523 (Bcé octanbHoe). OTKpbIBaEM
okHo Keyframe Editor. Haxoaum 191 Kaap, HaBOAUM CTPEsKy Ha BEpXHEee CMHEE NoJe Had HUM U , 3aXKaB
NpaByo KHOMKY MblLlWK, BeaAéM BAeBo Ao 21 Kagpa:

Mo< 4 > 0 [0 [[487[ob] Q|| e e By Bef By B3 3 |
g L

170 175 140 1485 140 195

0000000000000 000000O0CO0000C000000000D0
0000000000000 00000COOCO0C00C000000000D0
GO0000C0O000C0O000C0O000CL0000000RO00000O0

0000000000000 000D0
0000000000000 0000
o000 C0Q00000OQ0000

3ameTbTe, eC/IM BbIATY 3a FPaHMLLbl OKHa, TO BblaeneHne naéet 6bictpee ©. Taknm 06 pa3om Mbl BblAeANM
Cpasy BCe KAo4YM B 3TOM UHTepBase. Tenepb mém Edit -> Cut unm Boobue Delete u yaanaem BCé, 4To mbl
Bblgennan. Takum ke o6pazom noctynaem m ¢ 524 no cambiii nocnegHUN Kaap:



Keyframe Editor
Edit Select Pose
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Copy
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Edit: Kew Yalues. ..
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Tenepb Bblaensem Bcé ¢ 192 no 523 u Bbipesaem (OHO TYT e Konupyetcs B bydep) — Edit -> Cut. CtaBum

Kypcop Ha 21 Kagp (NpocTo KAMKaemM Ha CMHel nosioce Hag, HUM), n BcTaBasem Edit -> Paste:

1 ] 10 15 20 25 a0 Gial 40 45 a0 55

[ ]

NI T ¢ e st le e el e e e e s R R T e e T s e TR e el e e e e
OO COS 0000000000000 0348004080840 0006 00088 400000040000 00008
OO GO S 0000000000000 04400640800400000008 4600840400 8408008
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GOoOoCo0o00000o0o000REE848080800080800080408 400000000000040408

MNoKa BblaesieHne mopraeT 3e/1EHbIM LUBETOM, Mbl MoxXemM JIKM caBuHYTb ero Brnpaso (Mn BIEeBO), ecnu
obpa3oBanacb HakNa4Ka O4HOTO KaZpa Ha Apyron. Mpu sTom Kypcop M3MEHUTLCA Ha NagoHb. Janee
A0CTaTOYHO OAMH Pa3 LEIKHYTb Ha CUHEN Noa0Ce BBEPXY, KaK BblAeNE€HME U3MEHUT LBET Ha CUHUN.
FotoBo. Tenepb M3MEHMM A/INMHY BCe aHMmaummn. Beab y Hac yxe He 2000 Kaapos ?! © Mepexoaum B
CaMbll KOHeL, CMHeN noaockl. Ha Helh 6yaeTt cTtpenka. Ecnm Ha Heé HaBeCcTM Kypcop, TO OH TOXKe U3MEHUTCA
Ha cTpenky. 3axnmaem JIKM n TaHem BNeBO 4,0 TOro Kagpa, Ha KOTOPOM 3aKaHUYMBAETCA Halla aHMMaLUMA:

3

MoKa Mbl TAHEM, 6yp,eT BbICBEYMBATLCA OKHO CYETUMKA. TaK Mbl JIEFKO BOBPEMA OCTaHOBUMCA ©
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B MOé&m npumepe A ocTaHoBUACA He Ha 352, a Ha 353 (Ha 1 kKaap 6onblue):

FO000000000008

FO000000000008
OO0 00000000e

3aKpblBaeM 1 Nepexoaum B NPaBOE OKHO, r4e MeHAem 3HaYeHuUA:

@,ﬁ.nimatinns e e i A ﬂﬂ|
El--@% Animations
o Default Pase

(% Arimations | Skeletor | [0 Model |28 Testures |0 Schema |
@ PerErtiES R R R R R e R e R R R R R R R R R R ﬂﬂ

El Animation

Marme Anim-1
FF= 24
MumFrames 352
Ciuration 14.6ERGY
Looping ¥ True
LoopStart 1

LoopRange 3he

BoT 1 Bcé. CoxpaHAem TEKCTYpy U moaenb B BbIBpaHHYIO nNanky.
Cam blend daiin moaenn opuruepa c 3TOro ypoKa A BblIOXKUA B pa3gen «[onesHoe» Ha canTe.
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Cocrasun Niburiec ans caita http://blender-game.ucoz.ru
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