Blender: cosgaHue peanucTuuHom Boabl

Mo nosogy cosgaHuA Bogbl B Blender'e (ucnonbsys pedgep Cycles) ypoKu ecTb, HO, MHe
NMoKa3asoch, 6bIBAOT OHM NNLLb ABYX BUAOB:

0. MpocTble, HO pe3ynbTaT He HPaBUTCS;

1. Pe3ynbTaT HPaBUTCA, HO C/IOXKHOCTb YPOKa rae-To Ha ypoBHe «ag 1 nornbens» (@BTopsl rpy3aT
negeHAaWMMM KpoBb GopMynamu, 4a ewé 1 NoKkasbiBaloT BeCb NPoLecc He ¢ CamMoro Hadana, a
MOMEHTA, KOr4a Ky4da C/I0¥KHbIX Y3/10B yXKe Co34aHa).

MpuWwNoCck NO3KCNepUMeHTMPOBaTbL M CAMOMY CO34aTb Lenaep, KOTopbli MeHs ycTpousa. OHbIM K
[,entoCb C OCTaNbHbIMMU. ..

KoHeuHbIN pe3ynbtaT BbIrNAANT BOT TakK:

YacTb 0: co3gaHue NoBepXHOCTU BOAbI
[na Hayana Hy»*XHO Cco34aTb NOBEPXHOCTb BOoAbl. CAenaTh 3TO MOXHO pa3HbIMM Cocobamum.
Cnoco6 0: Dynamic Paint

[lo6aBneHHyo B CLEHY MI0CKOCTb HEO06X0AMMO HEeCKOsIbKO pas noapasaennts (BbigenvTb BCE B
pexkume pegakTuposaHua — W — Subdivide). Yem 6onblie nogpasgeneHnin — Tem Bbille
KayecTBO, HO 1 60/blUe Harpy3Ka Ha Komn.

Mocne nogpasgeneHnsa oTnpasnsemcAa BO BKNagky Physics (naHenb WMHCTPYMEHTOB), *KMEm
KHoNKy Dynamic Paint —» Add Canvas — Surface Type: Waves. BogHas noBepxHOCTb roToBa.
Tenepb co3gaém ob6beKkT, KoTopbi BygeT co3gaBaTb, COGCTBEHHO, BO/HLIL. [14 3TOro comgér
nw6on mew. Boibupaem ero, onate ngém B Dynamic Paint, Ho Ha 3ToT pa3 emecto Canvas
Bbl6paem Brush, }kmém Add Brush n 6onblue HMYero He Tporaem.

MNepemeltaem Brush — cozgaém BoAHbI. TOABKO NpY 3TOM He 3a6bITh BKAKOYUTL MPOUrpbiBaHME
aHumaummn (Alt+A). ina HarnagHocTM caenan y6oryo rudky:


http://www.mapper720.ru/wp-content/uploads/2017/05/water.jpg

Cnoco6 1: Displacement map

MNMoTpebyetca obbluHbIM nnenH c UV-paseépTtkoin. [obaendem Texture — Noise Texture u
nogkntovaem ero K yany Displacement y Material Output'a. Tenepb npu nepeknUYeHmUn pexmma
npocmoTpa B «Rendered» moHO HabnoaaTbh HeKyto psAbb Ha Boge (M3MeHATb eé BUA MOXKHO,
MeHsa napametpbl Noise Texture). a8 Havnydwen HArMAAHOCTM CAeNaTh MANHY 3epKasibHbIM
maTepuan (tnna Glossy) n 4o6aBuTbL KapTy oKpy»KeHua (Environment map).

MpaBga, Takaa pAbb bygeT cTatMyHoM (pasBe uTo nonpoboBaTbh AHMMMUPOBATL KakMe-To
napametpsbl y Noise Texture, Ho cam He npo6oBsan).

Cnocob6 2: MogudunkaTop Ocean

CyTb cBOANTCA K TOMY, 4TO A06aBneHHOMY B CLeHy nnaeliHy gobasnseTca mogudukaTop Ocean,
nocse Yyero HacTpaMBaloTCa ero napameTpsbl. [logbupaTh NapameTpbl — Mo BKycy. M3 Hambornee
3HAUYUMBbIX:

. Repeat X/Y — ecnv ogHOro KBagpaTHOro «oKeaHa» He XBaTaeT.
1. Resolution — yem 6onblie — Tem nyywe, 6onee-meHee onTumansHo — 15-17.

2. Size — pasmep nneitHa (3pPeKT He naeHTUYeH ToMy, YTO AOCTUraeTCa Npu UCMOAb30BAHUM
KHOMKM S 1 MbIlK — NonpobyinTe cammn 1 NoMMeTe, B 4éM pasHuLa).

3. Scale — BbicOTa BOAIH.
4. Chopping — yBenn4yeHue 3Toro napameTtpa genaet rpebHn BoaH 601ee 0TY4ETANBLIMMU.

Ecnun xouetcs, uTob 3TOT OKeaH 6bi He cTaTuyeckum (Hanpumep, Npy CO34aHUU BUAEOPOIMKA),
TO HY>KHO aHMMKpoBaTh napameTp Time (KoTopsbi nNo ymondaruio 1.00).

YacTb 1: co3gaHue maTtepuana




Tenepb, Korga NMOBepPXHOCTb CO3A4aHa MOHPaBMBLUMMCA CNOCOOOM, CO34aAMM MaTepuan BOAbI.
0. lobaBnaem HOBbIN MaTepuan naemnHy.

1. Diffuse BSDF yganaem.
2. BmecTo Hero ctasum Mix Shader.

3. Co3gaém Glass BSDF v nogkntovaem Ha BepxHUM MHAYT Shader y Mix Shader'a. Roughness —
Ha Hosb, IOR — 1.333. 3TOoT NapameTp oTBeYAeT 3a CTerneHb MCKaXKeHnAa 06beKTa, Ha KOTOopbI Mbl
CMOTpuM Yepes Boay. a8 Boabl OH paseH 1.333, ansa gpyrnx matepmnanos TabnuLbl MOXKHO HaUTH
B UHTepHeTe (ryrnnTh «NoKasaTtesib NPesoMIeHna»).

4. flobaBnsaem Transparent BSDF n nogkntouaem Ha HU»KHM MHNYT Shader y Mix Shader'a.
5. Jo6asnaem y3en Layer Weight, ayTnyT Fresnel nogkntouaem K nHnyTy Fac y Mix Shader'a.

6. Mexkgy Layer Weight n Mix Shader'om BTbikaem y3en RGB Curves. Kak HacTpamBaTbh? Kak
6onblie HpaBuTcA. BrawumTte pexkum npocmoTpa Rendered m urpaiitech C KpUBbIMU, MOKa
pe3ynbTaT He HAYHET HpaBMTCA.

7. Tenepb enaTenbHO caenatb TakK, 4HTOO NO mepe yBennyeHusa ryorHbl CTAaHOBUAOChL TeMHee.
Ona 3toro gobasnsem Volume Absorption n nogkntovaem kK uHnyty Volume y y3na Material
Output. LiseT n Density, onaTb e, nogbupaem camu No BKyCYy U CUTyaL UK.
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