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3D Pipeline Workflow

1.Modeling: NMI&3IUATIA L3UNT

2 Shading/Materials: N3 la&uazNH"
3.Lighting & Camera: N39ALEILAZHUNADI

4 Rendering: M3tzananaidunnniiansaiala



Mesh : BN

Cube: NADNA LA AEEEE
Cube




X o , .
NIMNIUANLLUBIAW (Basic Transformations)

AFINUIIWNADI [ TAaaaLIaN:
*G (Grab/Move): N13taRaKENe
*R (Rotate): N3%3J%
*S (Scale): N IUILVUNG

(~1 A W o @ A & o
*NMIRBAUNK: NA X, Y #1380 Z RAINNAFILNDRDANI TV LA
LALLM T4TbTh €

v Transform

Location:
-1.5877 m
-2.5466 m
1.2464 m

XYZ Euler

Scale:




M3uN 1uIag (Edit Mode)

MIgaulnNa: na Tab Lﬁam”uj Edit Mode
JTAUNIILREN (Selection Modes):
Vertex (3@): NALAY 1
Edge (L) NALAY 2
Face (¥#1): NALaY 3




A A o
LASadNanan
E (Extrude): N3@9R%1 Mesh aanan

| (Inset): NMTFSIIRUNTDUTN9 154

Ctrl + B (Bevel): NIIRLANNRIDTINVIL NI

Ctrl + R (Loop cut): L‘i/‘\liaJngfu




ﬂ’ﬁldauaz’?ﬁ@]‘ (Materials)

Material Properties

Principled BSDF: Inuauasgiuivinlannagi
Base Color: Lﬂ?}lﬂug‘%ﬁugm

Metallic: USUAMNLIBUL Lane

Roughness: ‘.lJ%ﬁJm’]&mgﬂJﬁz

(ANKa8 = LWINN, ATNIN = A1)

Jo)

® Material.001

-

&+ Material.001

Assign

> Preview

v Surface

Surface

Base Color

Metallic @

Roughness

Ok x Vv

Select Deselect

@ Principled BSDF

IOR e

Alpha

Normal

Default

v Surface

Surface

Color
Roughness
IOR

Normal

> Volume

> Displacement

> Thickness

v Settings

® Glass BSDF

Multiscatter GGX




N1336Lgd (Lighting)

> Preview

UszinnuagLas: v Light
*Point: L&I3INIALALI (AlaURARA W) () Point ¥f Sun (7 Spot ) Area

= | a 6
*Sun: LYWW (LANDULLEIAINGE)

Power 10 W o
*Area: LdNNITUILU (bATUBY Soft box bik ST ‘
ﬁ‘?;] aIa) Radius Om o

> & Shadow
> Influence

D Custom Distance

2> Custom Properties




NNINIAINNaY (Camera Setup)

NUNBINABd: NG Numpad 0

NN33AYNNABY: N@ Ctrl + Shift + 0

Focal Length: UTUTEOZLAUE (L% 35mm 1R
JUNT W38 85MmM MRILAWLAAR)

Focal Length 50 mm

Lens Unit Millimeters

Shift X 0.000
Y 0.000

Clip Start 0.1m
End 100 m

b Depth of Field
> Camera

> Safe Areas

) Background Images

N




MILIULADTHAINY (Rendering)

Render Engine

Eevee Cycles

AT ATLNWNTIN, LT Tualas Stylized AANZENRILI AN (Photorealistic), 311

&5 Scene

A0NUALNITY

Render Engine EEVEE

v Sampling

v Viewport

Samples 16 Render Engine  Cycles

+ Temporal Reprojection S| r—

Jittered Shadows

v Render Open Shading Language

Samples

> & Shadows

> Advanced

o o 6
*ANFAILINLADT:

Noise Threshold

*na F12 fnsunwis

Min Samples

* Ctrl + F12 snviulale



US':?QJ’]'L@':?%J

® Oliver Villar.(2021).A Hands-On Guide to Creating 3DAnimated Characters. Pearson Education, Inc.

* https://www.blender.org/download/releases/4-0/

* https://www.blender.org/

® JOHN M. BLAIN.(201¢). The Complete Guide to blender Graphics Computer Modeling and Animation (7th
ed.). A K Peters/CRC Prez:.

* https://docs.blender.ore/manual/en/3.€/physics/particles/hair/dynamics.html

* http://www.csc.villanova.edu/~mdamian/Past/graphicsfalO/assign/Blender8-ParticleSystems.pdf
® https://www.youtube.com/watch?v=7bTpEPyb1E

* https://www.youtube.com/watch?v=pGvolLVRu92E


https://www.blender.org/

