JlaGopaTopHas padora Ne3
3D ELEMENT
Llenv pabomei: HayunThes pabortath ¢ IutaruHom 3D element B mporpamme
Adobe After Effects.

Teopemuueckue ceedenus

Jlnis Hadana paboThl co3aaéTest HoBast KoMmo3uims ¢ pazmepamu 1020x1080 u
JUIMTENBHOCTBIO B 5-10 cexkyHna. [lns syemeHTa co3Ma€TCS OTAECIBHBIN IyCTOM CIION
“Solid”, B moucke addexToB u mpecetoB “Effects & Presets” mHaxogum 3meMeHT
“Element”, ¢ qaqbHEHIIINM IPUMEHEHHEM Ha CJIOM.

Viewer

Composition Settings... Text
Reveal Composition in Project Solid... b

Preview > Light...

Switch 3D View > Camera...

Null Object
Shape Layer

Rename

Open in Essential Graphics AdiistraantUayec

Composition Flowchart Content-Aware Fill Layer...
Adobe Photoshop File...
MAXON CINEMA 4D File...

Composition Mini-Flowchart

ITepexoaum B “Scene Setup”

(@ MPORY S ENVIRONMENT ¥ extrupe B CREATE +

Ha manenu ynpaBiieHHs] HaM JOCTYITHBI:
o Wmmnopt ¢aiinos ¢popmara: .c4d; .obj; e3d;

° Undo/Redo — oTMeHa neficTBHASA/BOCCTAaHOBIIEHUE NEHCTBUA;

o Enviroment — nacTpoiika OKpysKaromiero Mupa, BbIoOp TEKCTYphl/
HDRI kapTsl ¢ 1omn. HacTpoilkamu;

° Extrude — BeinaBiuBanue;

° Create — co3ganne HOBBIX OOBEKTOB;



OCHOBHOE ITPOCTPAHCTBO COCTOMT 3!

. “Scene Materials” — okHO HACTPOWKH MaTEPHAIIOB

° “Scene”— okHO cieHbI (CIMCOK 00BEKTOB KOTOPOE HAXOASITCS B
CIICHE)

° “Edit” — 0OKHO HACTPOMKH KaXI0I'0 OTACIILHOIO 00BEKTa

o “Model Browser” — roTOBbI€ PECETHI

PaccMoTpuM oTAEIBHO OKHO HACTpPOeK - “Edit”:
o Hacrpoiiku o0bekTa

Edit

%" bulb_on

+ v EFHEHo S

< Transform

@ UVMapping

Transform:
o Position XYZ — nepemeliieHue mo Mmo3uliiiy, 1Mo Kax a0l OCH;
o Scale — macmrad 1o xaxoi ocu;
o Normal Size — ucxoaHblit pa3mep 00bEKTa;
o Orientation — yros HakJIoHa 0OBEKTa 10 KaX 10 OCH;
° Flip — oT3epkanuBaHue M0 K10 OCH;
o Anchor Point XYZ — koopanHaTbl SKOPHOW TOYKH;
o Alignment — BeipaBHHBaHNE HAXO0XICHUS AKOPHON TOUYKH;
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UV Mapping:
o Texture Mapping — BapraHTbI HAJIO)KEHUS TEKCTYPBI;
o UV Repeat — moBTopsieMoCTbh TEKCTYpPHI IO ABYM OCSIM;
o UV Offset — caBur TeKcTyphl 10 ABYM OCSIM;

Surface Options:

o Normals — BapuanThl paboTa HOpMAaJeii;
o Normal Threshold — cpe3 nHopmanneii;
o Invert Normals — ucnoss3yercs B ciaydae HEKOPPEKTHOTO

OTO6pa)K€HI/IH MOACIIN,

Reflect Mode:

. Mode — paboTa oTpakeHus;

o Disable Environment — oTkiroueHrEe OTpaXKCHHS
TCHEPHUPYIOLIUXCS OKPYKAIOIIMM MUPOM;

o Render Self — nmpu moarpy3ake coOCTBEHHOMN KapThl OTPAKEHHIA;
. Reflect Offset — caur ocu oTpaxenus;
. Reflect Rotation — moBopoT ocu oTpaxenus;

Advanced:

o Enable Deformation — nepopmuposanue;
. Enable Multi-Object — co3ganre MynbTH-00BEKTOB,;

° Hacrtpoiiku maTepuaJjion

Edit
board
. ® 0

¥ Material Type
Physical Shader 82

Textures

® Basic Settings

Diffuse Colo

Material Type:
o Type — Tumnsl menaepa,



Textures:
° Diffuse — cBer;
o Glossiness — “rasHIEeBOCTS
o Reflectivity — orpaxxenue;

. Illumination — cBeTUMOCTB;
J Normal Bump — Hopmais o 6amiry;
) Occlusion — okxiro3uy;

o Environment — kapta oKkpy»aroIero Mupa;

Basic Settings:

o Diffuse Color — nigeT o0bekTa (eciii HET TEKCTYpPhI), T00aBICHUE K
I[BETY 00BEKTA (€CIIHM €CTh TEKCTYpa);

° Diffuse — sspkocThb 11BeTa;

° Ambient — 3arenenue;

. Glossiness — “risgHIeBocTs”;
. Specular Multiplier — rerepanus HOBTOPHBIX OJIMKOB;

o Environment Multiplier — Bo3MOXHOCTh OTpaXkaTh OKPYKarOIIUi
MHD;
Reflectivity:

° Color — uBer GJIMKOB;

o Intensity — “rasaneBocts” (100 — Omke K MeETaUTHYECKOU

MOBepXHOCTH, 0 — paBHOMEPHO MaTOBasi IOBEPXHOCTH);

Refraction:
o Color — uBer “cTeKkIIHHOCTH”, IPOIYCKAHUS CBETA;
o Intensity — mporeHT “cTexyissHHOCTH”
o Distortion (I0R) — oTpaskeHue cBeTa 1Mo pa3HbIMHU yrilaMu (JTydIie

BCET0 MOAXOIUT JJIsl METaslia);

IHlumination:
. Color — uBeT CBETUMOCTH;
. Use Diffuse Color — paccenBanue 118era,;
° Intensity — mporeHT cBeTa HCXOIAIIETO U3 OOBEKTA;
o Frensity — cxkaThe CBETUMOCTH;
o Fresnel Bias — pactmpsieT CBETUMOCTb, Cy)KaeT JHara3oH;

Subsurface Scattering:

o Enable — mnpomyck cBera, Ui UMHUTaUd OOBEKTOB C
MO/IMTOBEPXHOCTHBIM CBEUEHHEM (K PUMEPY BOCK);

o Scatter Color — et npucnyckaemMoro cBera;

o Intensity — ”HTEHCHBHOCTB;
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o Scattering — mpoIeHT IPOITYCKaeMOT0 CBETA;
. Absorption Range — rimyOuHa MpoOHUKaHUS CBETA;
o Absorption Falloff — paccenBanue cBera;

o Light Penetration — pacripoctpaHeHnue cBeTa BHYTPH 00BEKTa;
Wireframe:

o Enable — co3manue ceTouHoit CTPYKTYpHI;

° Width — Toammnua cetku;

. Fill Mode — pexxuMbI BEIBOJIBI CETKH;

° Line Color — pexxum 11BeTa CeTKH;

. Line Color — user cetku;

. Fog Influence — co3nanue 3¢pdexra qpIMKH BOKPYT 0OOBEKTA;

) Fresnel — cuma cBeuenus;

. Transfer Mode — pexxum cBeueHus;
Advanced:

. Visible to Camera — BugumMocTh B Kamepe;

o Cast Shadow — co3naHue JOMOTHATEILHBIX OTPAKESHUH, TCHEH;

° AO Mode — BKJI/BBIKII OKKIIIO3HS;

° AO Amount — cujia BO3IeHCTBHS OKKIIO3UH;

° Matte Shadow — co3nanue Tenei;
° Matte Reflection — cozpanue oTpakeHuii;
. Matte Alpha — anbpda kanasr,

Hanee mist paboThl HaM TOHAAOOUTCS JIFOOOW MOCTymHBIM B mpuMmepax 3D
00BeKT, OepéM ero u3 “Model Browser” BoiOpaB HEOOXOIUMBIH OOBEKT HaKUMaeM
npaBoM BepxHeM yriry OK, ais moarpykeHusi 00beKTa B CIICHY.

Coznanum kamepy, [IKM > New > Camera



Composition Settings... Text

Reveal Composition in Project Solid...
Preview > Light...
Switch 3D View > Cartga...
Rename Null Object
Shape Layer

Open in Essential Graphics Adjustment Lsyer

Composition Flowchart Content-Aware Fill Layer...
Adobe Photoshop File...
MAXON CINEMA 4D File...

Composition Mini-Flowchart

Jlis BapuanTa Unified Camera Tool:

° JIKM — Bpaiienue

o Konécuko — manopamupoanue (IIpu npubnuxenuu 6oxee 100%
HAYMHACTCS CHIIbHAS MTUKCUITN3AIIH)
J [IKM — 3ymmupoBanue

Brinensiem ciioit ¢ 00beKTOM, ISl pACCMOTPEHUS TPYIIIL;




JlaHHbIe HACTPOMKM COCTOAT U3:

Group *:
o Enable — Bxi1/BbIKII 0TOOpaXKeHHE TPYIIIILL;
o Particle Replicator — co3nanue konuii 00bLeKTOB:
) Particle Count — koJIM4eCcTBO KOIUIA;
o Replicator Shape — xak Ut reHepanys MacCuBa,;

. Position XY — nepeMeliicHre 00bEKTOB;

o Position Z — rny6uHa;

o Shape Scale — macmta6 Replicator Shape;

o Scale XYZ — pactsiruBanue GopMsbI 10 KaXKI0H OCH;

. Rotation — moBopor Replicator Shape mo kaxoit ocw;
o Shape Options:

. Particle Order — kak pacrosiaratorcst 00bEKTHl BHYTPH;
o Particle Repeat— moBTop#r;

. Particle Offset — cuBur;

o Scatter — pazdpoc 00beKTOB (00IIIEE U IO OCSIM);
o Position Noise — co3nanue myma(BoJIH):
. Noise Evolution — ypoBeHs ckauka BOJIH;

) Noise Amount — criia BOJIH;
o Noise Scale — macmTad BoiH;
. Random Seed — ciyyaiinblii mepedpoc 0ObEKTOB;

Particle Look:

. Particle Size — pa3mep kaxmoit Koruw;

o Particle Size Random — reHepupyeT CilydaliHbIH pa3Mep Kaxmaoi
KOTIHH;

o Particle Rotation — moBopoT kaxkmoi Komuu (MOXHO TaK e
OTJEJILHO MOBEPHYTH MO Kaxkaou ocu XY Z utak ke ectb Random);

o Randomize Angle — nomosHuTENIbHAS BO3MOXHOCTh PaHIOMHOI'O
MOBOPOTa OOBEKTOB 110 OCSIM;

o Color Tint — mogo0OHBI# KOJIOPY B OCHOBHBIX HACTPOMKAX;

. Multi-Object — BO3MOXHOCTB J0II. HACTPOWKH pa3Mepa;

Jlns co3pmaHust COOCTBEHHOM MOJCIU M3 J000ro 00beKTa HaM ITOHAJIOOHUTCS
HOBBIH cioit “Solid” ¢ o0BIM 1IBETOM, TOBEPX KOTOPOT'O MOYKHO CO37aTh TEKCTOBBIN
CJIOM, HamucaB HEOOXOJMMBIM TEKCT M HACTPOUB Ha CBOE ycMoTpenue. HyxHO
ouncTUTh MaMaTh yepe3 Edit > Purge > All Memory & Disk Cache.

Beibupaem cioit “Solid”, mepexonum B “Scene Setup”. Ykas3piBaeM C Kakoro
ciost 6epércst mupopmarnms, i droro nepexoqum B “Effect Controls” wmm xe F3,



nepexoaum B Custom Text and Masks, BeiOrpaem ciioi, KoTopbiii HaMm HyxeH. [Tocite
nepexonuM B “Scene Setup”, “EXTRUDE”, mosBAsIOTCS CIION BbIaBIMBAHMUS.

M Group Folder

» ¥ ExrusionMode

Jist KasKIaoro ¢Jiosi CyleCTBYIOT CBOU HACTPOUKM

EXtI’USiOI’l - BbIIaBJINBaAHHUE.
° Custom Path — iyTu;

o Bevel Copies - koiu4ecTBO KOMHi;

o Offset Mode - cmenenne KOmuii;

° Bevel Scale - cuna BeinaBuBanus;

. Real World Scale - peanbHb1ii MupoBoii MacmTad;
o Path Expand - pacumpenue Tekcra;

Tessellation - pa6ora ¢ popmoii:

. Path Resolution - BapuanTsl hopMBI;
o Auto Path Orientation — BIOOp CTOPOHBI, B KOTOPYIO TPOUCXOTUT

BbI/IaBJIMBAHHE;
o Reverse Path Winding — BeigaBMBaHue BO BHYTPb;
o Fox holes — 3aMbIkaHie OTKPBITBIX KOHTYPOB;
o Spike Filter — cunBanue To4ek;
° Depth Segments — koM4ecTBO CErMEHTOB BHYTPH O0BEKTA,

M Group Folder
v W EBstrusion Modd

. ﬂe'.'el 1

Ilepexoaum K HACTPOMKAM MaTepPUAJIOB:

Bevel:
° Extrude — cuia BeigaBiuBaHue;
. Expand Edges — pacuupenmue;
o Bevel Size — pa3smep ¢acku;
Bevel Depth:
° Bevel Segments — mnaBuocTh (hackw;
. Bevel Curve — ckpyriienue dackw;

° Z Offset — cmemenue or Hac;
o Bevel Backside — ckoc ¢ 00paTHOI CTOPOHBI;
o Use Layers UV — wucnonb3oBaHu€ TOTOBBIA TEKCTYpPhl C

HCXOOHOI'O 06’b€KTa;



Bevel Outline:
. Enable — 06BoaKA;
. Outline Width — mmpuna,
o Inside Bevel — riryOuna B 00BbeKTe;
o Outside Bevel — riryouna 3a 00beKTOM;
o Material Type — Tuim MaTepuarna;
Textures:
o Diffuse — morpy3ka oTAeIbHOTO H300pasKeHUS
o

Paccmorpum paspgen Presets:

Bevels > Physical. Pa3suiunbie 3aroTOBKH ISl BbIIABIMBAHHMS.

Presets Scene Materials

P Physical (33)

Environment > BlackLight Enviroments > BackLight. Hatop HDRI kapr.
[MpumensieTcs Haxkatuem Environment, Tak ke psa0M MOXHO HACTPOUTh OTTEHOK U
CHUJIy UICTOYHHUKA CBCTA.

|

Materials > Pro_Shaders_2 > Jlanee BoiOMpaeTe HEOOXOUMYIO MATIKY.
COOpHHUK TEKCTYP.

B bpozie (s0)

Materials > Physical, ¢pusudeckue meiaepsi.



B9 Physical (23)

ENVIRONMENT

G :
2l Al Backlight_2K_08.jpg
Invert:
Contrast:
Brightness:

Saturation:

UV Repeat
UV Offset

Input Levels:

Output Levels:

HactpouB 00BeKTHI, KapTy, KaMephl, U CIIEHY B 11€JIOM MOXKHO MEPEXOIUTh K
aHUMAaIINH.

3aoanue

CaMoCTOSITeNIbHO C€O3/1aTh MOJIeNb, WJIM K€ B35IB TOTOBYI, AHUMHPOBATH
JTAHYI0 MOJIeNib, JHO0AaBUTh Kamepy, NBUKEHUE KaMmepbl M HUCIHONb3ys IiaruH 3D
element co3natk BUICOPOSIMK JTMHHOM B 5-10 cekyH.I.
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