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1 Tunu4aablii peHaEp CIIeHbI

[TepBBIM J1€JI0M HAJ0 BKJIIOYUTH BO3MOXKHOCTDH HCIOJIb30BaHus mitaepos SToon. [Iixsa sroro
M B Render — Scene Options u BbIOMpaeMm B KadecTBe peHjiepa ciieHbl Cycles Renderer

I Passes : Scene Render Dptions (Pass,Rendering) (j

D10 HaJO cllenaTh 1o ciaedylomeit npuanne. B ajgone SToon ucnosnb3yercs cobbiTHE, KO-
TOPOBIE BBI3BIBACTCH II€PE]] HAYAJIOM PEHJIepa KarKJI0ro KaJjipa. B 9ToM COOBITHH ITPOUCXO/IUT
epebop Beex MIdIIEePOB BCeX MaTEPUAJIOB CIIEHBI I B HEKOTOPBIE N3 HUX 3alIUCHIBAIOTCS JTaHHBIE
00 UCTOYHWKAX CBeTa B ciieHe. /st Toro, 9To0nr n30€2KaTh 3TOro rmepedopa Mpu peHjiepe COBCeM
JIDYTHM PEHJIEPOM, aJJIOH CMOTPUT, KaKOil peHJIep YyCTaHOBJIEH B KAYETCBE OCHOBHOI'O PEHJEpa
criienbl. Eciim 910 Cycles Renderer, To nepebop MpOUCXOAUT. B ocTabHBIX CiIydasix HET.

Hasee BriouaeM 1oiepKKy osl-mmiiepos. Besb Bea cucrema SToon ocnoBana nuMeHHO Ha
Hux. /s 9TOro muéM B HACTPONKHN peHJiepa W BO BKJIaJiKe Performance BuIOMpaeMm 3HaAUEHHE
Shading System pasnoe OSL.

Teneps jaBaiite penyeputs. [lpeamnonmokum y HaC ecTh crieHa ¢ DitdeseBoit HGarrHeit, mIoc-
KO 3eMJIEH M OJTHUM HAITPABJIEHHBIM UCTOYHHUKOM CBETA.



Kcrarn, cucrema SToon moHmmaer TOJIBKO JiBa THIla UCTOYHHUKOB cBeTa: Point Light u
Directional Light. OuHm 1o/zKHBI OBITH HCTOYHUKAMU cBeTa I Cycles. OcrajbHble IPOCTO
UTHOPUPYIOTCA.

BaxouM B HACTPOMKM peHjepa W BO BKJaJKe Background BIBK/IIOYAEM MPO3PAYHOCTH U
yCTaHABINBAEM CEPEHLKUIl IBeT B KadecTBe (PoHA.

I ¥iewB : Render Region Dptions (Rendering) 1990l
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Render Region Options
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Hasznauaem Garmne marepuadt ¢ maiigepom Emission. /lobasisiem nomy SToon EasyToon u
nojKIovaeM e€ K Hojie Emission. BricraBisem B meit mapamerpsl Cells u Specular Size
paBHBIME ().



[ material1 : SToon_EasyToonl

. 1 | SToon_EasyToonl 1
|
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Hasnauaem 1tockoctn maTepuali ¢ 1aiigepom Emission u penepum.
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He ouenn, ma? Haso goectu uytok. CHavasra gobaBum Tern. /[jist 3Toro B Marepuast mioc-
KocTu jobasisieM HOmy SToon Scene Shadow, eé mojk/odaeM K Hoje Emission. Pesynbrar
Emission cMemuBaeM € pe3yabTaToM HOIbI Transparent no Macke u3 HOJpl SToon Scene Shadow.

Penyiepum.



Tenn nogsuiiack, Ho yépuad. /lobasum npera. 2Kmém
Property — SToon — Add SToon Global Property

1 B IIOIBUBIIIEMCs OKHE BbICTaBJIIeM TEMHO-CUHUI 11BET Ji1d napamerpa Background Color.

Texture Map

Color At Vertices Map
Render Map
Symmetry Map

User Data Map
Weight Map

GATOR.
Map Paint Tools

Ambient Lighting
Glow

Lens Flare
Motion Blur
User Motion
Wolumic

r Scene_Root : 5Toon_Global

Annotation

Attribute Display
Display

Polygon Cluster Visibility
Geometry Approximation
Static KineState
Synoptic

Transform Setup

Ultimapper

Binormal

CustomColor

TextProp

Tangent

Point Oven Marph Property

Override
Store in Override
Delete Override

Penyiepum.
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[Tosryumre. Teneps ciie1aeM NCTOYHUK CBeTa YKEITHIM. /11 9TOro BBIIEINM €ro, HazKMEM
Property — SToon — Add STooon Light Property

1 B IIOBUBIIIEMCs OKHE BBICTABUM KEJITHII 11BeT /14 ltapameTpa Light Color.

Color At Vertices Map
Render Map
Symmetry Map

User Data Map
Weight Map

GATOR

Map Paint Tools

Polygon Cluster Visibility
Geometry Approximation
Static KineState
Synoptic

Transform Setup

Ultimapper

Binormal

CustomColor

TextProp

Tangent

Point Oven Morph Property

Qverride
Store in Override

Pennepum.



Tenepsb 106aBUM caMbIil BaXKHBII 3JIEMEHT MYJILTSIIHOTO peHjiepa — 00BoaKy. s sToro B
MaTepuast darran JodasisgeMm noay SToon LineArt Deterministic. BreicraBisem B Hell mapa-
Merp Size pasuabiMm 0.5, a mapamerp Normal Limit pasuabiMm 0.3. CMmermmBaem e€ pe3ysibTar C
pesynbraToMm HOJBI SToon EasyToon ¢ koaddunuerntom 0.8.

T
I Materiall :SToon_LineArt_Determ... ‘L_j

[ Materiall : cycMixRGB
r
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Penjiepum.






2 Hcnooap3oBaHue HN3KOYPOBHEBBIX HISi/’I,Z[epOB

Tak-T0 BOODIIE YyHUBEPCAIBLHON HOJIOM J1j1st it unra sBiserTcd SToon EasyToon. OjiHako ecthb
HECOKJIbKO 00J1ee HI3KOYPOBHEBBIX HOJ, 3 KOTOPBIX MOYKHO COOPATh YTO-TO HoJIee crennduie-
ckoe. JIT06oii MISIMHT COCTOUT U3 TPEX KOMIIOHEHT: TeHNU, OJINKKA U COOCTBEHHO MIdiauHr (1iBeT
06beKTa B 3aBHCHMOCTH OT TOTO, UTO OCBEIIAETCsS MCTOYHUKOM CBeTa a 4dro Her). [lnsa reneii
npejiHa3HadYeHbl HOJIbI

SToon Directional Shadow, SToon Point Shadow m SToon Scene Shadow.
st 6yiMKOB
SToon Directional Specular, SToon Point Specular m SToon Scene Specular.
s msiiguHra 00 beKTOB
SToon Directional Shading, SToon Point Shading u SToon Scene Shading.

Ornmanst TPEX HOJL B KAXKJIOM CeMeHCTBE COCTOUT B TOM, KaKHe UCTOUYHUKH CBETa UCIIOJIb3Y-
1orcd. HoJibl, B Ha3BaHUM KOTOPBIX €CTh Scene, UCIOJIb3YIOT UCTOYHUKH CBETA HEITOCPEICTBEHHO
13 CIICHDI. KaK pPa3 JaHHbIC JJIgd HUX 3allOJTHAIOTCA 1epel KazK/IbIM PEHJICPOM B ClIelIiaJIbHO BbI-
3bIBAEMOM COOBITHH. 1€ HOJIbI, B HA3BAHUU KOTOPBIX €CcTh Point paccunTbiBaio 3PeKTh /I
TOYECYHBIX UCTOYHUKOB CBETA, & T€, B HA3BAHUU KOTOPBIX €CTh Directional — jid HallpaBJcH-
vbIX. [Ipwdyém mcTouHMKAMU cBeTa B IOCJIEIHUX JIBYX CJIydasX MOYKET CJIyKUTh BOOOIIE YTO
YIOJHO, TaK KaK OT HUX TPeOyeTcs TOJBKO IOJIOYKEHHE B MPOCTPaHCTBe. YT0oObI 33/1aTh CBOIi-
CTBa NMCTOYHHMKOB CB€Ta JAJId HCIIOJIbB30BaHUM B HOJaX THIIa Scene, HaJI0 Ha Ka)K,ZLbeI N3 HUX
oBecuTh cBoicTBO SToon Light. Ecam sToro cpoiicTBa HET, TO mapaMeTphbl HCTOYHUKA CBETA
CYUTAIOTCH CTAHIAPTHBIMH.

[lepeitném k npakTuke. [IpemmnosioykuM y Hac eCcTh CIieHa C IIapoOM Ha, IJIOCKOCTH U OJIHUM
null-om. On GyJieT BBIIOJIHATH POJIb UCTOYHUKA CBETA.




Ha mtockocTh m map HazHadaeM Marepuaj ¢ miijgepoMm Emission . /lobasisiem Hoy
SToon Point Shadow. Brixos mpomyckaeM depe3 ColorRamp u nojkio4daeM B kKadecTBe Color
nosbl Emission. /[uis 3a/1anusa MecTomnosioKeHne UCTOYHUKA UCIOJIb3yeM Hoy CombineXYZ, B
3HAYEHHUsT KOTOPOI IIPOCTO IepeTacKuBaeM IJiobabHble KoopanHaThl null-a.

Scene_Root : null : Global Transform [==§

®

—

Material : cycCombineXYZ

. SToon Point Shadow

[ cycCombinexyz -"l

Penyiepum m BujinM, 9to 0Oejioe — 9TO TO, YTO He IONAJAET B TeHb, a YEPHOE — TO, UTO
TI0T1a/TA€T.

st Hoet SToon Directional Shadow sddekT Takoii ke, TOJIBKO BMecTO Position B Heit
HAJIO 33J1aBaTh mapaMerp Direction. DTOT mapaMeTp MO CYyTH TO YKe CaMOe MECTOIOJIOKEHIEe
HUCTOYHUKA CBETA B IPOCTPAHCTBE, & €ro HalPaBJIeHHe PACCUUTHIBACTCH TOIJIA HAIIPABJIEHHBIM
B IIEHT CICHBI.

s 6mmkoB j00aBiseM HOty SToon Point Specular. Pesymbrart.
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Matetial : 5Toon_Point_Specularl |
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. SToon Point Specular

WSIuon_Point_Specularl W
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g cobcTBeHHO 3aTeHeHUs ucnoab3yeM Hoy SToon Point Shading.

Material : 5Toon_Point_Shadingl | E.}
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. SToon Point Shading

SToon_Point_Shadingl

[TapameTp Radius y 3Toit HO/BI OIpejiesisieT HACKOJIBKO JIaJIEKO CBET PaclpOCTPAHSETCs OT
IeHTPpa UCTOYHHUKA cBeTa. ¥ HOJbI SToon Directional Shading orpaHWveHHS 110 PaJINyCy HET.
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[ Material : SToon_birectional_Shadi..]

o

It Lib.Material

B® s700n Directional Shading

SToon_Directional_Shading1

Teneps maBaiite cobepém Bce BMecte. CHadasia TeHU Ha IJIOCKOCTU. T'yT mpoCTo: TJie TeHb
— TaM PUCyeM TEMHO-CUHUM, TJIe TEHH HET — HUYEro He PUCYeM, UCIOJIb3ys Hoy Transparent.

[ Materiall : cycEmission
[ Materiall : cycTransparentBSDF =o€ [T =
—==

DefaultLib Material1

SToon Point Shadow

( cycTransparentBSDF ‘

Jlasibiite cmermuBaeM OJIMKYA U COOCTBEHHO TISWIMHT Ha IIape.
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Material : SToon_Directional_Shas

[ Material : sSToon_Point_Specular1 (1)

CycMixRGBL

Material : cyc

SToon Paint Specular >
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