CO3JAHIME MOJIE/IEN B BLENDER'E

IIpumeuaHue: mpernosnaraeTcs 3HaHWe OCHOB pabotbl B Blender. Xors 6bI cBoOO#HOE co37aHue
MPOCTBIX MoJesiel, npuMeHeHrHe UV-TeKCTypUPOBaHUS W YCTAaHOBKM IJIarMHOB. OUeHb TIOMOXKET
NpaKTUYeCKoe yMeHHe CKOMITUIMPOBATh MOJIEb.

Co3panue 6a30BOro HeMaTrepuaJbLHOIO MPoMa

1. Co3panite Moziesib U TIOKpOMTe eé TeKCTypou C momoiibto UV-ManmnuHra. B pesynbrare mosyuuTcst
¢aiin B dopmare blend u Bce TGA-daiinbl, KOTOpble BbI UCIO/B30Ba/IM B KauecTBe TeKCTyp. [l mpumMepa
rcrosib3oBaH xypHan «PC Gamer UK», cnpsaransbiii Ha de_dust_pcg (secreted all around de_dust_pcg)
(blender-daiin mogpenu - «pcgmag.blend», a daiin TekCTyphl - «pcgmap.tga»).

2. YcranoBuB miaruH SMD exporter, skcriopTupyiite Baily Mogens B ¢gopmar Half-Life 2 SMD, B
JTaHHOM Cyyae — «pcgmag.smd».

ame  Hencder  Help

3. Eom wmogens pgns Counter-Strike:  Source, ckonupyiite  SMD-¢aiin B Karazior
SteamApps/username/sourcesdk_content/cstrike/modelsrc, a TGA-datin(sr) - B
SteamApps/username/sourcesdk_content/cstrike/materialsrc/models.

4. SMD-aiin, KOTOpBIY Bbl BUAWTE - JIUIIL CChI/IKA Ha Mozenb (is just the reference model). Ham Takxke
norpebyeTcss AomonmHUTENbHBIM SMD-daiin g o6o3HaueHWss aHuMaiu «idle». Tak uto co3maém B
TeKCTOBOM pefiakTope (ain «pcgmag_idle.smd» (uim Kak-To emjé, HO ¢ pacumpeHveM SMD) u BBogum
cenyoiiee:
version 1
nodes
0 "joint0" -1
end
skeleton
time 0
0 0.000000 0.000000 0.000000 0 0.000000 0.000000
end

5. Komrunsitopam HykeH QC-daitn, cofepskariuii nHGopmario o Mojiend. OTo pcmag.qc:



$modelname pcgmag.mdl
$cdmaterials "models"

$scale 3.5

$surfaceprop "paper"

$staticprop

$body studio "pcgmag.smd"
$sequence idle "pcgmag_idle" fps 1

Ob6paruTe BHMMaHUe Ha 3HaueHHWe «Scale», KOTOpBIM OTBeYaeT 3a MPABWIHHOCTH pa3Mepa JKypHanaa B
urpe. Takke B3IISTHUTE Ha CTPOKY «$surfaceprop», ycTaHaB/IMBAKOLIYI0 TaKHe CBOWCTBA MaTepuasna, Kak
TPeHWe WA H3/aBaeMble 3BYKW. B ommmuuu oT 00bIyHOro Opaitia, Bce $surfaceprop'si, 3ajjaHHbIe B
Mmarepuanie nporna (VMT) urHopupytotcs (any $surfaceprop set in the prop's material ((VMT) files is
ignored); BMecTO 3TOrO0 OHM 3a7at0Tcs B QC-atine.

6. Texctypa fo/mkHa ObITh ckoMmuiupoBaHa B gopmar VTF, TouHo Tak >ke, Kak U yr00asi HOpMasibHast
TeKcTypa. B moboMm cydae, oHa Zio/bKHA cofepykath o0bsiBieHue "$model"”. Ins KoMOUasILiU TEKCTYp B
dopmar aBwkka Source xopomio mogouAér mporpamma VTFEdit. OHa wummnopTtupyeT O0JBIIMHCTBO
¢dopmaToB n300pakeHHi 1 UMeeT rpaduueckuil uHTepdeiic A coznanus VMT-¢aitnos. Hike npuBoguTcs
VMT-daiin, ncrosib30BaHHBIN /151 pcgmag.tga:

"VertexLitGeneric"

{
"$baseTexture" "models/pcgmag"
"$model" 1

}

Kakoe Obl nMs ¢aitia TeKCTYphl He OBIZIO MCITO/Ib30BaHO, Mozenb B Blender'e Gyzer mcronb3oBaHa B
KauecTBe Ha3BaHUs (paiina - marepuana Jjs 3Toi mopenu. Hampumep, eciv Ajisi TEKCTYphbl KMCTMOIb30BaH
daiin pcgmag.tga, To Mogesb OyneT MCMOMb30BaTh MaTepyan pcgmag.vimt. [1py UCmonb30BaHUU TEKCTYpP C
JJIMHHBIMA WMeHamMu (aiisioB, Blender o0pekeT KkoHell. OKCIIOPTHUPYS MOJe/b, OH OyzgeT BMeCTo
OpPUTMHaLHOTO MMEHM MCKaTb COKpallléHHOe, ucronb3oBaHHOe Blender'om. /1abbl TpoBepuTh, Kakoe WMsi
ucronb3oBan Blender, B3misiHuTe B OKHO BbIOOpa TEKCTYp B pefakTope n3obpakeHuid Blender'a (wim okHO
UV-Manmuara). [Ipexxae, yeM KOMIUIMPOBAaTh KakKue-TM0O0 TeKCTYPbI, YAOCTOBEpbTeCh, UTO MMeHa (aiiioB
Takue ke, Kak IMeHa TeKCTyphl B OKHe. Bbl Takke MoykeTe MOMeHSTh MMeHa (aiiyioB 1oc/ie KOMITUISALIMY, U
BCé OyzeT paborarh, ec/iv Bbl Takke n3MeHHWTe UMeHa (aiiioB B VMT-daiine. Bbl MoXKeTe HMCIOIb30BaTh
MHOTO0 (ail/IoB-TEKCTYP /11 OHOW MO/eJIH.

7. HakoHel1, mepeiiiure B KaTasjor UCHoaHseMbIx QaitioB B SourceSDK, copepkaiuii studiomdl.exe, u
CKOMITU/IMPYUTe MOZe/lb, UCIT0/Ib3Ysl KOMaH/y BpOJe 3TOM:

studiomdl.exe "..\..\sourcesdk_content\cstrike\modelsrc\pcgmag.qc"

Xopoliei anbTepHaTUBOW AJs1 Kommuasaimu Mojieneid sisasietcsi GUIStudioMDL. Bei 3arpy»kaeTe Baiil
.qC ¥ HaKuMaeTe KHOMNKY KOMITW/ISLMM, TakKe WMeeTCs HabOp [pyrux OI[Ui, KOTOPBIMM MOTYT
BOCTIO/Tb30BaThCsl O0sIee OMBITHBIE ITO/Ib30BaTeH.

8. Ec/m BCé mpomwio Kak Hazio, BbI TIOJIYUHUTE XOPOIIWM pe3ynbTaT (BHUMATe/bHO C/IefnTe 3a TH0ObIMU
ommbKaMi) ¥ CMOYKeTe HaUTH MogesTb B Opay3epe mozesneit Hammer'a A1t MCTIONb30BaHUS B UTPe.

JlobaB/1eHHe HeCKO/TBKHX CKMHOB

Cpenatb Tak, utob mporn umMen 2 u Oosiee CKWHA HeCJAOXKHO. [1yi Mozenu KypHasia MOXKHO ObIZo ObI
c/lesiaTh HECKOJIbKO BapUaHTOB 00/I0KKH. [[1s1 Hauasa co3paiite HOBYt0 VTF-TekcTypy, cienys Tomy xe UV-
MaruHry, 4To ObUT UCTI0/Ib30BaH B OPUTHMHAIBHOMN TeKcType. Takke caenaiiTe Konuto repsoro VMT-gaitna
(HampuMep, COXpaHUTe TIOf WMeHeM «pcmag_cover2.vimt»), yOeJuBILINCh, UTO OOHOBW/IM OIILHIO
«$baseTexture» /11 HOBOM TEKCTYPBI.

Teneps fobaBkTe cenytoilyto Komanay B QC-daiin, cpasy rocse ctpoku «$body»:



$texturegroup skinfamilies
{

{ Hpcgmag" }

{ "pcgmag_cover2" }

}

31ech OpUrMHaabLHOM TEKCTYpOU CKMHA Oblla «pcgmag», a «pcgmag_cover2» siB/iseTCsi MaTepyuasioM JIJist
BTOpOro ckrHa. UTo0kI co3AaTh O0Jblile CKUHOB - I00aBbTe eIllé TaKUX CTPOK.

[Tocsie mepeKOMITUSLIMA MOJENU, TPU YCJIOBUM, UTO Bce (Dali/IbI-TeKCTYPbl HaxO[SATCS B HYKHBIX
MecTax, Telepb Bbl MOXKeTe CMEHUTh CKMH MpOoIa yepe3 COOTBeTCTBYIOLYO oniuio B Hammer'e.

JobaBienune Kosma3ui (collisions)

Ha paHHBI MOMEHT MO/ie/Tb MOYKHO MCIIO/Ib30BaTh TOMBKO B KaueCcTBe prop_static, MacChl OHa He UMeeT.
Wrpoku, oObeKThI U IMyaM OyAyT TMPOXOAWTb HACKBO3b. UTOOBI 3TO WCHpaBUTh, Hal0 JA00ABUTh MOJE/b
kosir3ui (collision model).

1711 mpocTOro Tipora Bpojie Halllero, COo3AaTb Mojie/b KO/UIM3UM HeCJIOKHO. Mbl MOXKeM HCII0J/1b30BaTh
TOT ’Ke Melll, YTO y Mogenu, Ho B Blender'e, BeiOmpaem Bech Melnl U )MéM «Set Smooth» (1o maHesb0
«Link and Materials» B pexxume peznaktvpoBaHusi). ClienaTb 3TO HY)KHO T0 TOUM MPUYMHE, UYTO KOMITUJISITOD
OXKHJIaeT TOTO, UTO MOje/b KO/UTM3ui OyleT MMeTh eJUHCTBEHHYIO TEKCTYDPY [/Is KaXK/I0MW BLICTyMarolei
yaCcTU B OJHOM Trpynme criaxuBaHus (smoothing group). Temepb 3SKCIOPTHPYWTE Mell Kak
«pcmag_phys.smd». OTo OyzeTr Harlel MOZe/bI0 KOJITU3UH.

Ecimu reference-mei umeer He MPOCTO BBIMYK/IYyIO (DOpPMY, HO M OCTaTOUYHO 3aKPBITYIO, KOMITHA/ISITOD
CO3/1aCT «BBIMYK/IYH0 000/I0UKY» BOKPYT CITel[haTbHOW MOZIe/Td KOJITM3UH, 3aro/iHsAst Bce BOTHYThIe Kycku (If
the reference mesh isn't a simple convex shape, but is pretty close, the model compiler will build a «convex
hull» around the specified collision model, filling in any concave bits). Takke Bbl MOXeTe CO3/aTh
OTZIe/IbHYI0 MOjle/Tb KOJUTM3HWM, CO37laB KyD TOUHO Tex >ke pa3Mepa W ¢opmbl, uTo U mipor. OOparute
BHUMaHHe, uTo CKpUMTy «SMD export» Hy>KHO, uToObI Melll ObIT C pa3BépPTKOM (requires a mesh to be UV-
mapped), Tak 4To NpUETCS MpUMeHUTh UV-ManmuyHr K Mo/ie/id KO/UTU3UH /1Sl e€ 3KCIOPTa, /ake ecivu OHa
HUKOTZIa He OyJeT oToOpakeHa Ha 3KpaHe. Bosiee c/10)kKHBIE TIPOTIBI MOTYT OBITH COBCeM OecthOpMeHHBIMH,
cuTyalusi OyZieT pacCMOTpeHa HIDKe.

W3menute QC-gaiin, utobbl m006aBUTH MOJe/Nb KOIM3WK K mporty. [lpuBeaute daiin pcmag.qc K
CieyroIieMy BUay:
$modelname pcgmag.mdl
$cdmaterials "models"
$scale 3.5
$surfaceprop "paper"
$staticprop
$body studio "pcgmag.smd"
$sequence idle "pcgmag_idle" fps 1

$collisionmodel "pcmag_phys.smd"

TosbKo 4TO MbI A00aBUIM CTPOKYy «$collisionmodel», koTopasi ccbulaeTcsi Ha KOJIM33MOHHBIM MeIIl
(collision mesh). TTepekommunupyiite mMozenb, 1, Oyayur moOaB/eHHON Kak prop_static B Xammepe, oHa
Oyzer MMeTh TIIOTHOCTb. UITpPOK U Apyrve oOBEeKThl HE CMOTYT IIPOMTH CKBO3b He&, a BBICTpes Oyzer
OCTaHOBJIEH U Ha MOJIe/IA TIOSIBUTCS CJIef, OT TTyJ/IH.

JlobaBienue puznku

Tenepb Y HacC eCTb MOJeJ/ib KO]I]'II/IBI/II‘/JL HO IIPOII II0O IIpE€XXHEMY CTAaTUUE€H: OH HE€ MOXXeT AOBUI'aTbCs, Ha
HEro He B/IMAKOT B3DbIBbI U I'DABUTALIUA. YT0o0OKI 3TO HU3MEHUTDL, C/IeyeT ,E[O6aBI/ITb HEKOTOPYIO ClJI/I3I/I‘IECKy1-O



MH(pOpMaLMIO B TIPOIL.
ITpuBepuTe (aiin «pcmag.qo» K CiieyIoIemMy BUIY:
$modelname pcgmag.mdl
$cdmaterials "models"
$scale 3.5
$surfaceprop "paper"
$staticprop
$body studio "pcgmag.smd"
$sequence idle "pcgmag_idle" fps 1

$collisionmodel "pcmag_phys.smd"

{
$mass 0.5

$keyvalues
{
"prop_data"

{
"base" "Cardboard.Small"

Mel 00aBU/IN ZiBe CEKIMK: ocyie cTpoku «$collisionmodel» mMbl j06aBHIM CEKIIMIO B CKOOKAX, a TAKXKe
HOByl0 cekimio «$keyvalues», copepkaniyro HeKOTOpy0 HH(GOpPMALMI0 O TIpome. 3aMeTHM, UTO
«$staticprop» y Hac BC€ eIé ecTb, HECMOTPS Ha TO, UTO MbI OOJIbIIIe He TMBITAEMCS CO3/aTh Prop_static.
HecMoTps Ha Takoe MMsi, 3Ta KOMaH/ja UCMO/b3YeTCsl He TOIbKO MPY KOMITWJISILMK prop_static'oB, HO U J/1s1
noboro pyroro rporia, He MMEOIIero aHWMalMil WM HY)KJAIOIIerocs B CTPYKType «kocTei» (bome
structure) (To eCcTb UTO-TO KpoMe prop_dynamic'oB wiu prop_ragdoll'oB).

Cexkuus nocsie «$collisionmodel», a TouHee, komaHza «$mass» B CKOOKax, orpezesisieT MacCy Tporia B
kunorpamMmax. IlocraBere 37echk 10 0.5 KT - 310 00BbIYHAsE Macca /ijisi 3a0HUTOT0 peK/laMOi KOMITLIOTEPHOTO
xypHana (advert-laden PC magazine). Pa3gen «$keyvalues» orpezensier gomosiHUTe IbHbIE XapaKTePUCTUKHY,
KOTOpble MOTYT OBbITh WCIIO/Ib30BaHBI IBMKKOM - 371eCh Mbl 3afaéM prop_dat'y ajisi Mofenu. Ba3oBblid Tvm
niporia «Cardboard.Small» («KapToH.Menkuii»), Hauaydimum 06pa3oM MOAOUAET /s KYPHA/IbHOU Oymarw.
Prop_data TpeGyercsi ngis moboro ¢usnyeckoro mpora W omnpefesisieT TaKde Bellyd, KaK JXU3Hb U
TIOBpeX/|eHUs TIpona OT pa3HbIX 3QQeKToB. [1o/HbIN NepeyeHb MOXXKHO HaTU B ¢aiie scripts/propdata.txt B
GCF-apxuBe «source engine.gcf» nmm «counter-strike source shared.gcf».

Teneppr nepekomnuaupyite QC-daitn ¢ mnomomipto studiomdl.exe. Terepr B XamMMepe MOXKHO
WCII0/Ib30BaTh MoZenb Kak prop_physics. OHa Oyaer majarh Moj BAMSHHAEM TPaBUTAL[UH, CTAJKUBATHCS C
00BeKTaMy ¥ UTPOKOM, JBUTAThCs OT BBICTPEJIOB U B3PHIBOB.

Co)xHbIe Mojie/T1 KOJUITU3UH
MpbI HayYUIMCh CO3/[aBaTh MO/ KOJUTM3UM [I/Isi TIPOCTOTO BBIMYK/IOTO 00beKTa, BPOZe >KypHasa WH

kHury. Ho asis Toro, uToObl CO34aTh He BBIMYKJ/IbIN 00BEKT, TaKOW KakK CTOJ, MPUZETCS MPOSIB/ISITH OO/bIIYIO
aKKypaTHOCTb [IJIsl TOTO, UTOOBI TIPOTT COYAAPS/ICS C APYTUMHU BelllaMU TaK, KaK OXKU/aeTCsl.



[lepes Hamu [epeBsIHHBIN
cToJ, co3jaHHbIi B Blender'e.
Wcnonb3yem subsurfaces. Y Hux
€CTh BepIIMHA C 3aKPYT/IEHHBIMU

KpasiMu u K/IMHOBU/HbIE
LIWIMH/IpUYeCKre OTpe3KH.
MosxkHO clesarhb mozesb

KOJITU3UM M3 TOrO >Ke Mellla, 13
KOTOPOTO CjieJlaH CaM CTOJI, HO
9TO 3alMET CJIMIIKOM MHOTO
BpeMeHH - KOJIM33UOHHbIE MeIlu
JIOJDKHBI OBITh KaK MOYKHO Oostee
MPOCTBIMH, UTOOBI (hM3HUECKOMY
OBIDKKY  TIDUILJIOCH — MeEHbIIIe

paborark.
YépHbIii KapKac ToKa3bIBaeT
HaJIo)KeHue KOJIM33MOHHBIX

Mellleil TOBepX MOAeIN IyTéM
nobapnieHHs TISATH  OT/e/IbHBIX
o0bekToB B Bledner'e. BepxHsist
4acThb cTona - TPOCTO
CTUTIOLIIeHHBbIN Ky0, a Kaxzaas u3
HOXKEeK - KJIMHOBUAHBIM KyO (WM yceuéHHas TNvpamuja), TOBTOpsitoias (opMy BHAUMOW HOXKKW. Ha
NpaKTHKe, BO3MOXKHO, Jyuine OyaeT cpe3aTh YIJIbI BepXHEM YacTH CTO/a, JJISi JIYYIIero COOTBETCTBHS
reference-mozieny, Ho A1 TipuMepa COMZET M Tak. [lomMecTUTe KOJUIM3WOHHBIA MeIl Ha OTHAeIbHBIA OT
BUIUMOM MOJIe/TH CJIOH, UTOOBI OBIIO JieTye peaKTUPOBATh UX HEe3aBUCHMO JPYT OT ApyTa.

BakHo, uToObI Hauasa 00BEKTOB reference-mereld M KOMM3UOHHBIX Melllel OblTd B ogHOM MecTe (It's
important that the object origins of the reference meshes and the collision meshes are in the same place).
Cawmblii npocToii criocob 3Toro A00UTHCA - BbIJEIUTh BCe MellH, oMecTuTh 3D Kypcop B cepejuHy CcTo/a U
Hakatb «Centre cursor». OTO COABUHET BCe MCTOUHHMKH 00bekTa (object's origins) K Kypcopy; B NPOTHBHOM
Cjlydyae Mojiefb KOJ/UTM3UM M BUJMMasi MOJe/lb MOTYT OKa3aThCsi He BBIDOBHEHHBIMHA B Wrpe, TIOPOXK7ast
HEKOTOpble CTPAHHOCTH.

MoykHo 3kcrioptrpoBath SMD Mogens (table.smd), Bbibupasi 06bEKTbI U UCTIONB3YsI CKPUMT 3KCIOpTa
Tak >kKe, KaKk paHbllie. Y0eauTech, UTO IKCIIOPTHUPyeTe B 3TOT (ail/i TOMBLKO Te MeIlM, KOTOpble JKesaeTe
YBU/IETb B UTDe.

17151 5KCIIOpTa MOJie/iv KOJITM3UA Hy)KHa HEeKOTopasi akKypaTHOCThb. Bo-TiepBeIX, cieayeT ybeauTbCs, 4To
Ka)kJasi BBIMYK/asi 4aCcTh Mofenud Ko/usuii siBisietcss B Blender'e otgenbbiiM oObekTtoM. B 0ObeKTHOM
pexxume, 1ipu BbiiesieHnn obbekta (ITKM), momkHa OyzeT MOACBETHTLCA TOMBKO 3Ta 4acTh. Ecim mocsie
OZIHOTO K/MKAa TIOfICBeUeHbI /IBe YaCTH, 3HAUMT, OHH, (AaKTUUeCKU, HaXOAATCS B OAHOM oObekre. MOXKHO
pa3fe/uTh WX, Mepeiifis B peKUM pelakTUPOBaHUs, BbIODAaB BCe BepIIMHBI OJHOW YacTH 00BeKTa W HakaB
KJ/IaBUILLY «P».

KomnuiaTop o)kuziaeT, uyTo Kakfasi 4aCThb CJI0KHOW MOieny KOMIU3uid OyleT HaxOAUThCS B OT[e/IbHOMN
rpyrmre criaakuBanus (smoothing group). Ha camom-To fiene Blender He 3HaeT Takoro noHsiTHs, Kak rpyrina
CIJIa)KMBaHUS, HO er0 MOXXHO 3MY/IMPOBaTh, BbIOMpas KaX[bli 00BLEKT MOJe/ KOIIU3UWA 110 OZHOMY M
HakuMast «Set Smooth». He mbITaliTech BbIOpaTh cpa3y Bce 00beKThl M HaxkaTh «Set Smooth» - pesynerar
OyzeT He Takol. Kak To/bKO BbI BCE 3TO C/lesiaeTe, BbibeprTe BCe KOJIM33MOHHbIe 00beKThl U SKCIIOPTUPYITe
ux B «table_phys.smd». ITomHMTe, UTO CKpWIT 3KCropta TpeOyeT, UyToO Bce Melld ObLIM C Pa3BEPTKOMN
(exporter script requires all meshes to be UV mapped), Tak uTo nepes 3kcriopToM rpueHuTe rpoctort UV-
MaIMUHT K KOJKM33MOHHBIM MelllaM (TTOCKOJIbKY OHO HHUKOrZa He OyJeT BHUAMMBIM, He Ba)XKHO, KaKyl BbI
WCII0/Ib3yeTe TeKCTYPY).

Kak u f10 3toro, asisi onpesenenus «idle»-anumaru Ham niotpebyetcst ¢aiin «table_idle.smd», koTopbrit
MOXeT ObITh ueHTHUeH (aiiny «pcgmag_idle.smd», ucriop30BaHHOMY HaMU paHee.

Teneps Ham Hy>keH QC-aiin AJis rporna cToJa:




$modelname rof/table.mdl
$cdmaterials "models/rof"
$scale 12.0

$body studio "table.smd"
$sequence idle "table_idle" fps 1
$staticprop

$surfaceprop "Wood_Furniture"

$collisionmodel "table_phys.smd"
{

$automass

$concave

}

$keyvalues

{
"prop_data"
{

"base" "Wooden.Large"

}
}

OO6parvTe BHMMaHHWe Ha OTJIMYMS OT TOTO, UTO OBLIO paHee. Mbl HEMHOTO YBEJWUWIM pa3Mep |
ycraHoBun «$surfaceprop» u mporn-gary Ha «Wooden.Large» («/lepeBsHHBIN. BO/IBIION» ), 1abbl THIT TIpoIia
COOTBETCTBOBA/l TOMY, UTO Mbl co3faéM. B pa3smene «$collisionmodel» mbl, momMumo cTpoku «$mass»,
UCTob3yeM «$automass». ITO 3aCTAaBUT KOMITU/ISITOP BBIUMC/IUTL MAacCy /i1 00ObeKTa, B35B 3a OCHOBY €ro
pasMep W THI MaTepuasjia. BMecTo 3TOro Mbl MOXKeM, KaK W B TIPOIUIbIA pa3, 3a/laTh MacCy oObeKTa C

TIOMOIIBI0 «$mass».

Taxke Mbl 700aBW/IM B 3TOT paszesn CTPOKy «$concave». ITO 3acTaBUT KOMIMJIATOD CO37aTh He
uMmeromiidi - GopMbl  KO/IM33MOHHBIM Melnl (non-convex collision mesh) gns kaxpoir wactu aiina
«table_phys.smd», BMecTo TOro, uto0bl cMelaTh BCEé B OfHOU BhIyK/oi gopme (lump them all together in
one convex shape). MoxHo oripefiesutb, cpaboTaso i 31o rnpu komnuisiun QC-daiina. [lepBbie CTPOKU B
BbIBOgie studiomdl.exe 10/DKHBI OBITH UEM-TO BPOJIE:

c:\steam\steamapps\username\half-life 2\h12\modelsrc\, c:\steam\
steamapps\username\half-life 2\hl2\, path table

Working on "table.qc"

SMD MODEL table.smd

SMD MODEL table_idle.smd
SMD MODEL table_phys.smd
Model has 5 convex sub-parts
Collision model completed.
Computed Mass: 15.83 kg

Crpoka «model has 5 convex sub-parts» roBOpuT HaM O TOM, UTO MO/e/Tb KOJUTU3UM paboTaeT Tak, Kak
Hazo. Ecyii BMecTo 3Toro BeicBeunBaetcst «Model has 1 convex sub-parts», 3HauuT, MbI JINOO He OMpeze/HUIH
KoMaHy «$concave», b0 3adeiinim HopMasbHOE CO3ZlaHHe Melled KOoM33uoHHBIX Mogesei (failed to
make the collision model meshes correctly).



modelsitable.mdl ] B[a]EA)| . models:table.mdl i

Fie Options Yiew Help Fie Options View Help

Rende: | Sequence | Model | Fles  Physics | Bones | Atiachments | Fende: | Sequence | Model | Flex  Fhysics | Bones | Attachments |

[table_phys x| MassBias ~f——— 100 [teble_phys =] MassBias ~f——— 1.00
MESSW Min - 000 Inetia = f—— 100 MESSW Min - j——— 00 Ineta  =f——— 100
[ Highlight Ma - f———— 000 Damping f——— 000 ¥ Highlight Ma - j———— 000 Dampng f——— 000
ROy Cz Te f—— T lick Geneale QT FiatDamp  f——— 000 Ex oy Oz Ted = [ Lk Generate G RotDamp f——— 000
Figen  f———————— 000 Materisl  default Fiicion ~ j——— 000 Mateid  defaul

Mbl MOXeM MpOBepUTb Mofenb Ko/au3uk c miomolilbio Model Viever'a (hlmv.exe). Ha Bkiagke
«Physics» HakmuTe KHOTIKY «Highlight» 1 kKom33roHHBIM MeIT 0TOOpa3UThCS KpacHBIM KapkacoM. Eciu Bcé
HOPMaJ/IbHO, OH [IOJDKEeH BBITVIA[eTh, KaK Ha KapTHHKe CJieBa: KapKaC TIOBTOPSIeT KaXKIyH YacTh TIO
otaenpbHOCTU. ECi uTO-TO He Tak, BUZ, OyzeT, Kak Ha KapTWHKe CIpaBa: Kapkac, Oyayuuw equHOM ¢GhopMoi,
00épThiBaeT BeCch 0OBEKT. B urpe mogenb crona cripaBa OyfeT CTpaHHO ce0si BECTU - Mbl HE MOXKEM
BBICTPEJIUTh MEXIy HOXEK, a eC/Id ero MepeBepHyTh KBePX HOTaMH, TO TOMEIIEHHBIM Ha Hero oObeKT
3aBUCHET B HEBUMMOUM KOpoOKe mop ctosioM. Mogenb cieBa OyzeT BecTtd cebs HopManbHO. Ecim y Bac
BO3HMKJ/IA Ta >Ke MpobsiemMa, 9To CO CTOJIOM CIpaBa, Korha (pu3nuecKuid Melll sIBJISIeTCSl eUHON 000I0UKOM,
TIOTNPoOyiTe YBeJIMUUTL pa3Mepbl (Gusuueckoi Mojienu B Blender'e. Kommuastopy Hy»KHO, uTOOBI (heHichl
OblmM Gostbilie, ueM 1 AIOMM, Ha Ka)KJOM OCH, TakK uTO ecyid (eliC KOpoue WM TOHbBIIE OIHOTO AroiMa,
KOMITWIATOP BBIZACT MPeAYIPeXKIeHre U CO34acT CBOM COOCTBeHHBIM (Gu3nueckuii Melnl. He 3a0yabTe Takke
YBEJIMUUTH pa3Mep HOPMajbHOM MOZie/id, B TPOTMBHOM Ciydae (u3uyeckass MoOfelb W OTpeH/epeHHast
Mogesb He OyayT COBMaJarh!

HOﬁﬂBJ’lEHl/Ie MOJ/JIb30BaTe/IbCKHUX MOJZ[EJIEﬁ 00/I0MKOB

Co3maB Mogenb CTojla, Bbl OOHApyKUTe, UTO
OHa pa30MBaeTCsi Ha HECKONBbKO KYCKOB JepeBa,
OyZyud [0CTAaTOUHO MOBPEXIEHHOU. DTO 0OIOMKH
MoZiend, W OHM yKa3biBalOTcsi B (haiiie
«propdata.txt» ans nporioB Thna «Wooden.Large».
Tak wim uvHaue, Te O0OJOMKH, UYTO €CTb IO
YMOJTUaHUIO, He OYeHb TOAXOAST HalleMy CTOJy,
M03TOMY MOYKHO CO3/]aTh CBOM MOZe/IM BMECTO HUX.

st Hayasma HY>KHO pa30OUTh CTOJI Ha KyCOUKH.
CHauana cpenaiite kormmto (Shift+D) croma wu
ybepute eé Ha apyroii cioi. Temepb mopyOuTe
cron, ucnons3ys «Knife tool» (Shift+K). MoxHo
paspesaTb OfJHYy U3 HOXKeK rocepe/ivHe, U T0JI0MKa
C OJJHOTO yT/Ia TIPUBEZAET K OT/IaMbIBAaHUIO B BTOPOM
HOXKU (broken the tabletop across one corner so
that comes away with the second leg).
[ToBpexxnéHHbIe pEOpa OB OrpyO/eHbI, UTOOBI
BBIIVIIETh  [JOCTAaTOYHO TOBpeXAEHHBIMU. /[IBe
JIpyrve HOXKKU MIPOCTO TostyuyaT rnoBpexxzeHus (The




other two legs will simply drop-off whole). He 3abyasre mo6aButh rpanu (u UV-ManmuHr) B Te o0sacTv
MO/Ie/i, KOTOPble CTaHyT BUJUMBIMH TIOC/IE TIOJIOMKH - HarlpyuMep, BepIIMHbBI HOXKEK, BUAUMOCThH KOTODPBIX
ObuTa MIITHeN paHbIlle, HO He ceifvac.

HoBenute Mozenn Ko/u3uM (4EpHbIe KapKachl) 0 COOTBETCTBUS CJIOMAaHHBIM KycCKaMm. [[71s1 HEKOTOpPbIX
HOXKeK CjleflaiiTe KOJM33MOHHbIe Melln 6osiee 3aKpyr/iéHHbIMU 0 3TO TI03BOJIUT HOXKKaM KPAaCHBO KaTaThbCs,
YTO UM He ObUIO HY)KHO, TIOKa OHU OBbLTH TIPUOUTHI K CTOMTY. 3aMeTHM, UTO ZIBe U3 3TUX MOZesieil 00JI0MKOB
(cTon c 06pyOKOM HOXKKM M HOXKKA C OTJIOMAHHBIM YTJIOM), UMEIOT BOTHYTbIE MO/e/TU KOJUTU3UMA, U TIOITOMY
JIO/DKHBI OBITH CO3/IaHbI C UCTIO/Ib30BAHKEM BhIILIEHa3BaHHBIX METO/IOB.

Kak u mipexxzie, cieyeT yAOCTOBEPUTLCS, UTO KaXKAbld W3 OPUKUHIIOUHTOB (Origin points) obbekTa
(BK/THOUAsi TaKOBble y Mojiefleid KOJUIM3UM) HaXOASTCS B Tex e MecTax (ucronb3ys KomaHay «Centre
Cursor»), a TakXe OHHM [JO/DKHbI COOTBETCTBOBaTb OPWUIMHABbHBIM OPUPKUHIIOMHTaM TepBOHAYa/IbHON
Mo/iesiy cTosia. Pasmecture 06/IOMKH B TeX )Ke MeCTaX, T7ie HaXO[UTCsS OpUTMHA/IbHasl, HeC/IOMaHHast MOJIeTb.
OTO 3acTaBUT 00JIOMKaM TIOSIBUTBCS B HY)KHOM MeCTe, KOTZla CTOJI CJIOMAroT (3aMeTHM, UTO Ha KapTHHKe
MO/Ie/ [JI7Isl HarvIiAHOCTU pa3MellieHbl UyTh B CTOPOHe).

Terepb HY)KHO 3KCIIOPTHPOBAaTh M CKOMITWIMPOBaTb MOJE/Ib /11 KaKAOro OO/IOMKa BMeCTe C UX
KOJIM33MOHHBIMU MelllaMu. Hike nipuBoguTcsi cogepkumoe QC-datina s uacTu cTosa:

$modelname rof/table_gib_top.mdl
$cdmaterials "models/rof"

$scale 12.0

$body studio "table_gib_top.smd"
$sequence idle "table_idle" fps 1
$staticprop

$autocenter

$surfaceprop "Wood_Furniture"

$collisionmodel "table_gib_top_phys.smd" {
$automass
$concave

$keyvalues

{
"prop_data"
{

"base" "Wooden.Medium"

3aMmeTbTe, uTO UMsi MoJenu - «table_gib_top.mdl». [Toutu ugentuunbii QC-daiin ucrnonb3yeTcs AJis
YeThIPEX OCTABIIMXCS KYyCKOB, C «table_gib_legl.mdl» go «table_gib_leg4.mdl». EquHcTBeHHass HOBUHKA -
KomaHZa «$autocenter», KoTopasi aBTOMarduyeCcKd TOMECTUT MOJe/b B IieHTpe, TakKUM 00pa3oM, uToObI
OCBellleHHe U KOJIIM3WUU KOPPEeKTHO paboTas.

CKOMMUIMPOBaB BCe TISITb Mofereld 0OOMKOB, HaM OCTaéTCsl TOMbKO A00aBUTH HOBYHO KOMaHIy B
OpPUTHHAJIbHBIN «table.qc»:

$collisiontext

{
break { "model" "rof/table_gib_top" "health" "20" "fadetime" "0" }
break { "model" "rof/table_gib_leg1" "health" "20" "fadetime" "0" }
break { "model" "rof/table_gib_leg2" "health" "20" "fadetime" "0" }
break { "model" "rof/table_gib_leg3" "health" "20" "fadetime" "0" }
break { "model" "rof/table_gib_leg4" "health" "20" "fadetime" "0" }



OTO 3aCTaBUT MOSBUTHCS 00/IOMKH, KOT/ja TepBOHaYa/bHasi Moziesb cioMaeTcsl. Kaxkzpiii 0010MOK MoKeT
TIOJTYUMThb 3HaUeHHe XKU3HHM, a Takke 3HaueHue «fadetime», ompesenstoiiee, Kak MHOTO TIPOAAET BpeMeHH (B
ceKyH/lax) TpeXxJe, yeM MoOZieflb HMCUe3HeT W3 BUJY. YCTaHOBKa 3HaueHMs1 «0» O3HayaeT, UTO MoOZe/b He
TIpona/iéT HUKorya. Tereps CKOMIUUpYyHTe «table.qc», u Mogens GyzneT rorosa.

Ectb ofuH cTpaHHbIN 3(deKT, 3aKTH0YatoUiics B TOM, UTO MOJe/l 00JIOMKOB He OyAyT COyAapsITbCst
JpyT o apyra (HO oHU OyAyT CTanKuBaTbCsl C ApyruMu obwektamu). Co3maHue Gosibliiero Kosimyectsa bosee
MeJIKMX OOJIOMKOB cjiesiaeT 3Ty 1pobieMy meHee 3ameTHol. Kpome Toro, Kaxjast Mofienb 06/10MKa MOXKET
ObITb B Jla/IbHEHINIEM TIPH TIOBPEXK/IeHWUM pa30uTa Ha CTaHAAPTHBIE JepeBsiHHbIe OOMOMKH. [Iyisi Kaxou
MO/IeJiv 3TO 33/]aéTcs B paszienie «prop_data».

ITepeBopa: Mapper720 (27-28.10.2012)
Opwurunan: https://developer.valvesoftware.com/wiki/Modeling props with Blender
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