MpexAae, 4em mbl byaem paccmaTpuBaTb HOBblE TEMbI, AaBaliTe BCMOMHUM W 3aKpenum BOnpoc
TeKcTypupoBaHua. Co3aaanm Npor3BObHYH KOMHATY BYKBa/ibHO No ToYKam. ns aToro Ao6aBum nnaH,
nepenaém B peXxMm peakTMpOoBaHUSA, BbIAEAVM TPU BEPLIUHBI U yAAAUM UX (OCTaBUB OAHY):

Edges

Faces
Only Edges & Faces

Only Faces

Dissolve Vertices
Dissolve Edges
Dissolve Faces

AR FElane Limited Dissolve

7 Edit Mode Edge Collapse

MNepenaém Ha BMA CBEPXY, BblIAEAMM OCTABLUYHOCA BEPLUMHY, SKCTPYAMPYEM €€ B HYKHOM Ham
HanpasaeHun no ocn X nnu Y. [1ns aToro HaxkMEém nat. «E» 1 3a Helt naT. «X» nam «Y». Begém Mbllwblo 40
HY»KHOFO HaM PaCcCTOAHUA N 3aKpeniaem NeBO KHOMKOM MbILLW:

(1) Plane

CHOBa XMém «E», 3aTem «X» nam «Y» n TAHeM B APYrom HanpasaeHuu. Tak NOCTynaem CTONbKO pas,
CKOJ/IbKO HaM HYXHO:




Ecnv Ham Hy»KeH 3aMKHYTbI KOHTYP, TO NOCAEAHIOK0 TOYKY NMOABOAMM KaK MOXHO BMKe K MepBo.

Tenepb Bblgensem obe u }KMEmM « F». Mexay ABYMA TOYKaMKU NOABUTCA AONONHUTENbHAsA coeanHAKLLaA

JINHUA:

A MOXXHO NOCTYNUTb MHaye. Bolaenms ABe TOYKK, NepeHecem Tyaa Kypcop:

Mirror
Transform
Undo History
E!. edo

I__I ndo

¥ Edit Mode

A Tenepb 06beANHMM [BE TOYKU B OOHY:

ction to Grid
ion to Cursor

ion to EIJFSI:IF [Orffset)

Cursor to Center
Cursor to Grid

Cursor to Ac



MoCcKoNbKY A 3aAyMan NOKaTble CKAOHbI Y KOMHATbl, MHE HY¥Hbl AOMNOAHUTE/IbHbIE NOUIOHbI MO
BHELWHeMy nepumeTpy. Boigensem Bce ToUKM (nat. «A»), >)kMmém nat. «E» 1 3atem «S». Boitarnsaem Ao
HYKHbIX pa3mepoB (HapyXy):

Kak BUAHO, HEKOTOPbIE rPaHN BblAABUAUCH HE TyAa. ITO Nerko UcnpaBuTb. Nepexoaum B pexmm
penakTMpPOBaHUA rpaHen:

Global ¥ [ |/ &0

Bblgensaem Hy»KHYIO rpaHb 1 TAHEM 3e/IEHON UM KPAaCHOW CTPesIKoM B 1100YI0 CTOPOHY:




McnpaBuB Bce rpaHK, CHOBA MEPEXOANM B PEKMM PeaaKTUPOBaHMA ToUYek. Bblaensem Bce TOYKM BHELHEro
nepumeTpa 1 BKAoYaem BMA COOKy (cneBa Uam cnpasa — BCE paBHO). TAHEM 3a CUHIOIO CTPeKy ( T.e. no

0CW Z) CTO/IbKO, CKO/IbKO HaM HY}KHO, YTOBbl NONYYUICA YKIOH:

Tenepb, He CHMUMaA BblaeneHuA, MMEM naT. «E» 1 3aTem «Z» U BbITATMBaEM BBepPX HallK CTEHDbI:

MocMOTpPUM, YTO Y HAC NOYYNNOCh, Mepenana B pexxmum oTobparkeHua Solid:

M Wireframe

) Bounding Box

®:l% L




He TPYAHO A0raaaTtbCA, 4TO NOZIMTOHbI €CTb BE3 A€, KPOME Nona. BmecTo Hero Y HaC CKBO3HOE OTBEpCTHE.

[na 3an0NHeHnA 3ToM NyCcTOTbl HEOBXOANMO BbIAENNTb BCE HUMKHME TOYKM NMEPUMETPA NONA U HaXKaTb « Fx»:

TOYHO TaK e MOXHO caenatb U NOTONIOK. BaXKHO MOMHUTbL ANLLb O4HO: ANA CO34aHUA NOAUTOHA AO/TKHO
6bITb BblaesieHO He meHee 4 To4veK. Ecnn HYXXHO 3aMOJIHNTb TPEYroNibHUK, Hanpumep, TO HUYEro He MmellaeT
Ham CO34aTb AONO/IHUTE/IbHYIO TOYKY Ha noboi rpaHn ©.

Co3ganm OKHO (TOYHO TaK *Ke MOXKHO CAenaTtb U ABepHOolM Npoém). o6aBnM 4 rpaHuM Ha AJIMHHYIO CTEHY U
pa3aBuHEM KX (Mo oyepeam) Kak Ham HYXKHO:

Extrude




Bblaenaem BHYTPEHHWUI NONAUTOH U yaansem («X» -> Faces):

(0) Plane

¥ Edit Mode




lfoToBoO. [MogHMMeEM namny ocBeLw,eHnA U 3aMeHUM eé Ha Sun. CMeCcTMM Kamepy N pa3BepHEMm:

XoTAa, ec/in Ham He HYXXHO OKOHHOe OTBepCTUEe, TO MOXKHO 6b1n0 NPOCTO 3TOT NMNOZIMTOH NOKPbITb

npo3payHoit TekcTypoit. Hy, aa nagHo, nyctb 6yaet tak ©.

3aliMEMcA TEKCTYpaMK. Y Hac eCcTb MO, CKNOH U CTeHbI. ITO TPU TEKCTYPbl U COOTBETCTBEHHO TPU
mMmaTtepuana. Mbl c BAMM NOMHUM (M3 NEPBbLIX YPOKOB), YTO OAHOMY OOBEKTY BMOJIHE MOMKHO NPUCBOUTL
HECKONbKO MaTepunanos. Tak 1 noctynaem. Boigensaem KOMHaTy M Nepexoaum B PEXKUM pelaKTUpoBaHus,
npeaBapuTebHO OTKNOYMB NEPCNEKTUBY (C HEW Heya06HO):

Playback Animation

Wiew All
View Selected Numpad .

View Global/Local Nurnpad /
Show All Layers

Render Border... ctl B
Zoom Border... shift B
Clipping Border... AltB

Align View

Mavigation

Cameras

Left Ctrl Numpad 3
Right Numpad 3
Back Ctrl Murmnpad 1
Front Numpad 1
Bottom Ctrl Nurmpad 7
Top Numpad 7

Camera Numpad 0

Tool Shelf T
Properties n ) Plane

¥ Edit Mode § @

Bblaenaem noAMroH noaa n HasHavyaem emy matepuan:




1] 5 Data

Wire Volume

* Cubic Interpolation

———

Opagque y Mormal

O6nasaTenbHO cHATb rano4ky Backface Culling. ina Henpo3payHoOro matepmnana MHe NOHPABUINUCL 3TU
HaACTPOMKKU. N KMEM KHONKY Assign, 4TOBbl MPUMEHUTbL €ro TObKO K Noy.

BakHo! Bcé ato genaetca B pexkxume Blender Game u 6e3 GLSL !

B AaHHbIX 06bekTa co3gaém UVMap_Pol (natocukom cnpasa):




Co3.aéM TEKCTYPY M 3arpy’Kaem KapTUHKY:

E| Image or Movie

Single Image

B pexkume pesaKTMpOBaHMA U NPU BblAeNEHHOM NOAUTIOHE nona (a TaK e nNpu BUuae cBepxy u
BK/IIOYEHHOM OTODOparkeHun TeKkcTyp) nepexogmum B UV pegaktop. Tam co3gaém pa3BEpTKy nona:



Symmetrize Unwrap

Clean up

Lightrmap Pack
Normals T
9 Follow Active Quads
Faces ¥
Edges Cube Projection
Wertices Cylinder Projection

Delete x e Prection

Extrude AltE Project From View

Add Duplicate Shift D Project from View (Bounds)
Reset

Snap
Mirror

Transform

Undo History Ctrl Alt £
Redo Shift Ctrl £

|__| ndo

W EditMode ¥ @ 5 % 5 L " Global ¥ Eﬂ'r

Ecnu TekcTypa (B NpaBomM OKHE) He BUAHA, TO BEPHUTECb B MaTepuan U BpemeHHo ( ! ) BkatouuTe:

Xv’ ol

TFHI"‘ISIUCEM)I': 0.000 Cubic Interpolation

He 3abyabTe NnoTom BblKNtOUMTbL! MIHaye He ByaeT 3aTeHeHMA Ha CTeHax M rpaHax. Toraa nponagaer CMbICA
B uctouHmKe ceeta ©. Ecaim pasmep pucyHKa TEKCTYpbl CrpaBa BesInK (rMraHTckue nanTku!), To Bbliaensem
cneBa rpaHu U macwtabupyem ( «S»):

(0} Plane

[k texture_walljpg 21 view ¥ ) [ ) EditMode ¥




Ecnm nocne Bcero aToro y Bac BOT TaKoW BUA, He CTPaLLHO. Ecan Bbl HaXKMETe «P» (BbIiaa U3 peknma
pefaKkTMPOBaHMSA), TO YBUAMUTE HOPMAIbHYIO KapTUHY:

(0) Camera

Tenepb B peknme pegakTUPOBAHUA BblAeNAEM BCe MOANTOHbI CKIOHOB. CO34aéM HOBbIM mMaTepuan.
MpumeHaem ero (Assign) 1 T.4. [lenaem BCE TaK e, Kak U C MONIOM, TO/IbKO BbibMpaem Apyryto KapTUHKY:



Tpu UVMap KapTbl:

U Tpu TeKCTypbl:

Sklon

Sterny

0 Tex

Ha Buae c Kamepbl BCE ByaeT BbIrNAAEeTb NPUMEPHO TaK:




HHHH,
THHH]
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A
Ity
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5

@ ObjectMode & & b (BB Global %

BarkHo! B cneaylowmx ypokax s 6osblie He 6ygy noapobHO 06bACHATL MogeIMpOBaHUE U
TEeKCTypUpoBaHue. 3a UCKNIIOUEHMEM Yero-To HOBOrO B 3TUX Bonpocax. fl 6yay nogpasymesatb, UTO Bbl B
pexxume Blender Game 1 3HaeTe, KaK co34aTb MOAE/b U NOKPbITb €€ TEKCTYPOM, KaK NOCTaBUTb CBET U

T.A..

HakoHel, Mmbl U3 Kamepbl caenaem Urpoka. OKasbiBAETCS, YTO MOXKHO KamMepy U He KPenuTb K pusmyeckomy
06bekTy TMna cdepbl. OHa cama BNOMHE MOXKET 6bITb akTépoM. B Blender 2.72 (Ha KoTopom s nuuy Bce
YPOKM) ecTb Ans 3Toro Bcé Heobxoammoe. OBHYAMM Yy Kamepbl Bce 3HavyeHua Rotation n nosepHém eé no X

Ha 90 rpagycos:

MycTb Kamepa CMOTPUT B CTOPOHY ocK Y. Tenepb 3aiiAEM B HAaCTPOIMKY €€ GU3UYECKUX CBOICTB:



Character

*E Euler

Etapsule

Kak BuanTe, Mbl BbiI6panu Tmn cTtonikHoBeHuns Capsule, NOCKonbKy OH 6onee NpaBUAbHO B3aMMOAeNCTBYeT
C NOBEPXHOCTbIO. A eLLé, Mbl PAaCTAHYN Kancyny no BepTuKanu. Moyemy no ocu Y? MoTomy, 4To mbl
MOBEPHYM Kamepy, U BEePTMKaNbHOM OKa3anacb ocb Y. [lanee 3axoanm B N0TUKY U 6e3 BCAKUX CKPUNTOB Ha
Python co3gaém ynpaBieHne mbillbio:

Add Sensor 3 Add Controller Add Actuator

Movement Use ¥ Axis

Local

dnemeHTapHO 6epém ceHcop Mouse ( Movement ) u coeanHaem ero ¢ aktyatopom Mouse ( Lock ).

MposepbTte camun ©. Mpu ABUNKEHMM MbILbIO MOBOPAYMBAETCA KaMmepa (BPaLLaeTcs B pasHble CTOPOHbI).

[lo6aBnm ABUsKEHWE BNEepEs No HaXKaTHIO NMPaBoi KHOMKM MbILLN:
Add Sensor v T Add Controller G dd Actuator
2

> Motion

Character Moticn

Right Button

CeHcop Mouse ( Right Button ) coeanHsiem c aktyatopom Motion ( Character Motion ), B KoTopom genaem
OBUXKeHMe No ocu Z NOTOMY, YTO Y Hac NoBEpHyTa Kamepa. OcTanocb 406aBUTb NPbIXKKK:




aracte

Camera A i Camera Add Con er Camera

[ » T

Character Motion

Jumip

3pecb ceHcop Keyboard noakntoyaem K akTyatopy Motion ( Character Motion ), y KoToporo npocTo HaaTa
KHoMKa Jump. Ecnm nocne npoBepKu BbISCHUTCA, YTO aKTEP NPbIraeT C/IMWKOM HU3KO, TO 3anante B GU3UKY
Kamepbl U U3MeHUTe napametp Jump Force Ha 20 .

3ameyaTenbHO, TeNepb Mbl CBOOOAHO NepemeLLLaemMca MO KOMHaTe. XoTenochk 6bl caenaTb OKPYKEHNE B
Buae Heba c obakamu. Het Hnuero npouwe! CkaunBaem ntobomn Skybox Ha cTpaHuue «lMonesHoex.
Co3paém ewwé ogHy CUeHy ( NAOCKK ) U HasbiBaem eé «Sky»:

Blender Garme

Copy Settings

Add new scene by type: New
Link Objects add 1
A0 ME

Link Object Dat
Full Copy

MocKkonbKy cKavaHHbI Skybox B dopmate 3DS, umnopTnpyem ero B HOBYIO cuUeHy Kak 3DS. HemHoro
yBenndnum. YCTaHOBMM Kamepy B LLeHTpe n nosepHém eé no X Ha 90 rpaaycos:




YT106bI yNYYLWINTb OTOBPaXKeHWe KapTUHKK HebBa Ha BUAE C KaMepbl MOXKET NOHAA06MTbCA U3MEHUTD
HaCTPOMKKN Kamepbl:

Orthographic Panoramic

Millimeters

Camera Persp

(1) Camera.001



I'Iepexo,a,MM B JIOTNKY U CO303éMm ynpasaeHune Mbllblo, aHanormM4yHoe npe,u,bl,a,yu.l,eﬁ cueHe:

Camera. 001 E Camera.001 olle ¥ Camera. 001

Bo3Bpaluaemca B Nepsyto CLLEHY M B 1OTMKE CO34aEM CBA3b ABYX CL,EH:

Camera 150 5 Camera Add Con 5 Camera

T.e. pobasnaem ceHcop Always 1 cBasbiBaem ero ¢ aktyatopom Scene ( Add Background Scene ), rae B
none Scene Bbibupaem cueHy ¢ Hebom ( Sky ). MoxKHO Bbl10 He AenaTb yNpaB/ieHME MbllLbIO B CLLEHE C
Hebom. Torga npu NoBOpOTe Kamepbl HE6O NOBOPaYMBaNOCh bbl Bcerga o4HON 1 TOW Ke CTOPOHOM.

N KOHEYHO, HYKHO He 3abbITb 3aNaKoBaTb TEKCTYPbl. MHaye Hale Hebo MOryT U He YBUAETb NOJIb30BaTENN
Ha apyrux KomnbtoTepax ©. Nepeingém B cueHy Sky. OTKpoem maTepuanbl U B KaskA0M (OCHOBHbIX A0/I3KHO
6bITb 5) B Shading noctasum ranouyky Shadeless. 3aTem OTKpOEM TEKCTYPbI U B KAXKAOW HAXKMEM KHOMKY
3aNAKOBKMU:



| B

Single Image

J

Hactano sBpems paccmotpetb HUD. Yto 310 Takoe? MpuLen, KOTopbIn NepeMeLl,aeTca BMecTe C KaMepou;
CYET Ha IKpaHe — BCE, YTO NepemMelLLLaeTca BMECTe C Kamepon MOXKHO oTHecTM K HUD. B npolwibix ypoKax
Mbl yKe genanv nogobue HUD, npuKpennas HyXHble Ham 06beKTbl K Kamepe No NPUHLUMIY NOTOMOK-
poautens. O4HaKo B OAHOM C/ydae 3TO MOMKET 6biTb HEIhDEKTUBHO, @ B APYroM MOXKET HEKOPPEKTHO
paboTaTb Boobule. Pa3paboTumku nosabotunmnce 06 aTom, NpeanoKMB Ham B akTyaTope Scene Bbibop
pexknma Add Overlay Scene. PaboTaeT BCE No Takomy e npuHumny, 4to n Add Background. Co3paétcsa
HOBa#A CLLeHa, COBEPLUEHHO CTaTUYHAA, B KOTOPOM eCTb Kamepa M BCE 4TO Ham Heobxoanmo. Mpu aTom
HUYEro HUKy4a NPUKPENNATb HEe HYXKHO. Mpn NoaKAtOYEeHMM STOM CLLeHbl K OCHOBHOWM BCE byaeT
oTobpaKaTbCA Ha 3KpaHe, NnepemMeLLancb BMecTe ¢ Kamepon. MHTepeceH TOT ¢aKT, 4To 6oNblue He HYXKHO
6ecnoKonTbca 0 KayecTse WpKndTa Ha aKpaHe. Begp B cueHe ¢ HUD Mbl CNOKOMHO MOXEM ero yBe/IMYnTb U1
OTOABWHYTb Ha Ntoboe paccToaHMe (ANnA KayecTBa). B ocHOBHOM cLeHe TeKCT He by et npATaTbcA 3a
npeameTbl, C KOTOPbIMU Mbl CTa/IKUBaeMCA — OH By AeT BbIrNAAETb, KaK NON0XKeHOo. Ho rnaBHoe To, YTo ABe
CueHbl MoryT 0bmeHMBaTbCA AaHHbIMM 6€3 rnobanbHOro cnoBapsa —Hanpamyto. Tak, byaTo 370 BCE
NPONCXO4MUT B OAHOM cueHe! 3To No3BoNAET NOACUHMTLIBATE NPEAMETbI, NATPOHDI, }KU3HU B PeXXUME
peanbHOro BpemeHn 6e3 TopMo30B.

B npeabiayliem ypoKe 6bin Hebonbluon 6ar — pyKu nepuoamyecknin Aépraancb. ITo KakK pas u3-3a
noAcoeamHeHUs UX K Kamepe. A Beab Ta, B CBOO ovepeap, 6bina coegnHeHa ¢ dusmyeckum obbekTom.
[aHHas olwnbKa B NPUHLMNE HEBO3MOMKHA, €C/IN Pa3sMecTUTb PyKku B cueHe ¢ HUD. [aBaiTe caenaem pyku
N NOACYET CTONIKHOBEHWUI ¢ npegmeTamm Kak HUD. Co3gaanm HOBYIO CLEHY M Ha30BEM eé
COOTBETCTBEHHO. KaK 00bI4YHO pa3mecTm B LeHTpe Kamepy. Mpu 3ToM NoBOPaYMBaTh €€ yXKe HUKyaa He
Haao (BC& No HyNsAMm), HO HEOH6X0AMMO NOAHATbL Ha MPUANYHYIO BbICOTY. ECM He NOAHATL, TO CKO/IbKO Obl
Mbl HE OTAANANM TEKCTOBbI 0ObEKT B pe3y/ibTaTe pasmep TeKcTa byaert Bceraa 0AMHAKOBbIM:




3204HO caenaem aHMMaLMIo PYK, KaKk B MPOLINIOM ypoKe (BCMOMHUTE):

s X Blender Game 7 D

e (el | 22 [ (0| o Sync

Mepenaém B OCHOBHYIO CLLEHY U B 1orMKke aobasum aktyaTop Scene (Add Overlay Scene), rae B none Scene
Bblbepem Haw HUD:

Camera A i G Camera Add Con ¥ Camera

Kak BUANM, BCE 3ameYaTeNbHO:




B ocHOBHOI cueHe nepenaém Ha HOBbIN CIOM U co3aaanM BOUKY:

Caoenaem eé Rigid Body n pasmectum B KOMHaTe, BKAKOUYMNB ABa CNOSi OAHOBPEMEHHO:

Kctatn, 604Ky A genan no Tomy »Ke NPUHLKUNY YTO U KOMHATY. A noTom npumeHun Spin. O6 aTom Bbl
MOMKeTe NpoYecTb B KHUre Mpaxosa (cmoTpum pasgen «lonesHoer):

Extrude




HuKe nprBeaeHbl HACTPONKN PU3UKK ans BOYKK:

Rigid Body

Mo Sleeping

Cormvex Hull

M TakK, BKNOYUB ABa C/10A:

Bblgensem Kamepy B OCHOBHOM CL,eHe U NepexoanMm B I0TUKY, TAe HacTpauBaem CTOIKHOBEHMA ¢ 60YKOM:

Camera A 150 5 ] Camera Add Con v Camera




YT10 B ceHcope?

BkntoueHa KHonka M/P - oTcnexunsatb no matepuany. B none Material Bbibupaem matepran 60KoBoi
NOBEPXHOCTM 60UYKM (DU3MKY KPbILWKN U AHA BOODLLLE MOXKHO OTK/IIOYMTbL B HACTPOMKaxX UX MaTepuana).
BkntoueHa KHoMKa Tap — paKTUUECKnii B 04HO KacaHue. Ecam He BKAOUMTD, TO MOKA Bbl KacaeTecb 6H0YKM OH
ByaeT cuMTaTh AECATKM U COTHU cTokHOBeHui | © Ham ato Hago? © B aktyatope Message B none Subject
nULWem Ha3BaHWe METKM, KOTOPYIO Mbl AaAMM NpUHUMAtoWweMy ceHcopy Message B cueHe HUD. Ecau
3TOro He caenatb, To coobuweHne Byaet oTnpaBieHO Ha BCe BO3MOXKHble ceHcopbl Message. Nepexoanm B
cueHy HUD. lobaBnsaem TEKCTOBbIM OOBEKT, B KOTOPOM MeHAEM LWPUDT HAXKaB Ha 3HAYOK MaNKK:

B Windows wpundTbl Haxoaatca no takomy nytn — C/Windows/Fonts. Bbibupaem noboi,
NoAAEPKUBAIOLLNIA PYCCKUM A3bIK. [pY BblAENEHHOM TEKCTE NEPEKIOYAaEMCA B PEXUM PelaKTUPOBaHUA U

meHAem Haanucb:




K cnoBy, Xxouy NpM3HaTb CBOO HEMPABOTY. B caMblix NepBbIX ypoKax A nucan, uto Blender He apyut ¢

PYCCKMM... He y3HaB BCex BO3MOXHOCTEM A MbITa/icA paccy»kaaTb o nporpamme ©.

Hy aa nagHo. [lanee. MOCKONbKY Mbl He 3HaeM Ha KaKol cucteme ByaeT 3anyLuieHa urpa, nyywe caenatb
PYCCKMIA TEKCT MeLeMm, T.e. MpeBpaTUM ero B 06beKT. KoHeYHo, noc/sie 3Toro ero Heb3s 6yaeT USMeHUTh.
3aTo Ha BCex MalUMHAX OH ByaeT BbIrNAAeTb O4MHAKOBO. BbIXOAMM U3 pekuMa pefakTMPOBaHUA U geflaem

TakK:

ShowHide T

Move to Layer...

Game
Quick Effects

Constraints
E.ru:uup
Track

Parent

ale
Cirl L
Ctrl Alt P
x
Duplicate Linked Alt D
Duplicate Objects Shift D

Anirmation

= |
]
-

0
L

I I lun
]

]

= e

Mirrar

Transform

Undo History Ctrl Alt £

[ g Object Mode e 'ﬂv # |~. AT M Global

Tenepb emy MOXHO Ha3HauYNTb MaTepuan, Kak 1tnbomy apyromy o6bekTy u B Diffuse BbiGpaTb HYXKHbIN
Ham uBeT. Unn Boobuie NoKpbITh TekcTypoin! © A ero HeMHOro BbiAaBus, YTO6bl OH CTasl 06 bEMHbLIM U

[06aBU/I UCTOYHUK CBETa:



CbpacbiBaeM BblaeneHue n genaem Bug c Kamepbl. Jobasnsem ewé oamH TEKCTOBbIM 06beKT (pagom). A

BOT OH y)Ke by AeT NOKasbiBaTb LM Pbl, MOITOMY €0 U3MEHATb HE HYXKHO:

He cHMMas BblaeneHns c TEKCTOBOro 06beKkTa NepexoamMm B 10rMKy (BCE Tam e B cueHe HUD):

Sensors

23

gel : = | Message

T

Y70 MbI 34€Cb CAENann?

Acuators 7 ¥ Sel ¥ At ¥ Link ¥ State

Text.001 Add Actuator

v EZETRE) (Poeery ) o
Add
O



Job6aBnsaem CBOMCTBO TEKCTY:

BctaBnsaem ceHcop Message, rae B nose Subject nuwem meTtky Bochka (T.e. oT Koro npuHuMmatb
coobuieHuns):

BcTasnaem aktyatop Property (Add), rae soibupaem csorictso Text. B none Value nuwem 1 (1.e. no
CKO/IbKO [,06aBNATH):

" Property

CoeauHsaem ceHcop M aKkTyaTop. Mepexognum B OCHOBHYIO CLeHy. [lenaem BuA ¢ Kamepbl. 3anycKaem urpy u
ybexkaaemcs, 4To Mbl BCE caenanm npasunbHo ©.




30 nioHa 2015 roga.

Coctasun Niburiec gna caita http://blender-game.ucoz.ru
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