Cos3paTtb , Onectawyr” 3emnto cpeacteamm , Photoshop” - 3D
5 okrs16ps B 3D or Dpen Goksel

B sTOM ypoxke st mokaxy BaM, Kak co31aTh OiecTsmeen300pakeHue miaHneTsl Ucroib3ys 3D ocobennocTn

»Photoshop CS4 Extended”. Dto naet ocHOBHbIE cBefeHus 0 3D cosix u TeKCTyphl KapThl. JlaBaiiTe
npuctynum!

ABTop: Dpen Goksel
S1 npenionaro B YauBepcutere Ananony Photoshop, Makc u CorelDraw.

3akmwounTeabHblii lmage Preview

BsrisinuTe Ha m300pakeHne, KOTOpPOe MBI Oy/IeM co3/1aBaTh. XOTHTE MOJIY4UTh JOCTYN K moHOMY PSD
¢aiinamu 1 3arpyxaeMbie KOIMHUH KOXKIOTO ydeOHHKa, B TOM uucie 3toro? Peructpupyiirecs Psd Plus Bcero
3a $ 9/Mecsi. Bbl MOKeTe IPOCMOTPETH OKOHYATENHOE H300paKEHUE HITKE.

Buageo YueOHUK



Harr Buneo penakrop I'eun CTHIT cO3/1a71 3TOT BUACO YICOHHUK M TOT YPOK.
Hlar 1

Co3narps HOBBIN TOKyMeHT, KoTophlid coctaBmsieT 1000 nukceneli B mupuny 1 500 nukceneil B BRICOTY IpU
paspemiennu 300 Touek Ha Jr0iM, ¢ uMeHeM "home".

New
Hame: ' Home | OK |
Preset: | Custom .V] [ Reset J
Sire: [ Save Preset... ]
Width: | 1000 | pixels ~|
Height: | 500 | pixels ~|
R Z | Device Central... |
Resolution: | 300 ||:|i:-cel5,"inch IV]
Culurmnde:| RGB Color |V| | & bit |:]
Background Contents: | White IV] ,
Image Size:
¥ Advanced 1,43M

Hlar 2

MpI OyaeM HCIoNB30BaTh HEKOTOPBIE TEKCTYpPHI ISl HAIlleH ITaHeThl. BBl MOKeTe ckadaTrh TEKCTYpPY
planetpixelemporium.com. Ckauats " color map " uzo0paxeHue ¢ caiita U IOMECTHTh €T0 B KAUeCTBE
HOBOTO cJios B JokymeHTe. [lepenmenyiite ero kak "3emis .

Hlar 3



Teneps nepeiiaure B 3D > New Shape From Layer > Sphere. D3to kpyroBoii ciio# BOKpyr cepsl, H 3TO
OyneT 0a30BBI CION MILUTIOCTPAIIMH HAIICH TJIAHETHI.

alysis ‘u’iew Window Help | v 100% v | ¥ Q & | WE] » [=] ~

[ Mew Layer from 3D File...
won: |- Clear |

—|  Mew 3D Postcard From Layer =

% Mew Shape From Layer H  Cone
Mew Mesh From Grayscale k| Cube

TS Cylinder

Donut

Hat

Pyramid

Ring

Soda Can

Sphere

Spherical Panorama

Wine Bottle

Mew Tiled Painting

Hlar 4

Croit "3emusa” B Hactosmiee Bpemsi 3D-ciost 1 KyO 3Ha4OK 0TOOpaXkaeTcs B MaJuTpe CIoeB. Bl MoxeTe
B3anMmozeicTBoBath ¢ 3D-momemsivu B 3D crosix B Photoshop’e. Bsr MoxkeTe OBOpaunBaTh M MepeMeniaTh
MOJIeITb WJTH U3MEHUTH MOJIOKeHHnEe Kamepsl B 3D-mpocTpancTBo ¢ moMomsio 3D-MHCTpYMEHTOB Ha MaHEIH.

= fx O ® 2 :
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3axBature 3D BpalleHHEe HHCTPYMEHTA HAKMHTE Ha X0JICTe, CANVAS U MepeTaluTe, YT00bl TIOBEPHYTh
chepbl 1 HACTPOUTH ee Kak XxoTuTe. Yaepxusas kinapuiry Alt wim Shift orpannyuTe ocu BpamieHwus.

T,
.,
\J
;E! = A 3D Rotate Tool K
Cj. @ 30 Rofl Tocl K
i ' 3D Pan Tool K
4 -}-30 Shide Tool K
Q\. ;ﬁj;n Scale Tool K
L]
Iar 6

Kpas cepor Mbr coOnpaemcs ucnpasuthb. llepeliaure Ha MAMUTPY CIOEB U ABAXK/IbI MEITKHUTE IO
MaJICHbKOW MKOHKE KyO B ciioe "3emuis”, uToObI oBecTH 10 3D-maautpel. 31eck Bel cMokere cienarthb
psix KoppeKTHpoBOK B 3D-ciioe. Yoenutech, uto " Scene " BpiOupaHa B BEpXHEM CIIMCKE M YCTAHOBUTH €
Anti-Alias na Best. D10 N03BOJIHUT YCTPAHUTh MUKCEIU3AIMIO TIO KPasM.

3o scene} [ e
(= e o

[ Sphere Material
. Infinite Light 1

®. Infinite Light 2

*

®. Infint= Light 3 LAYERS | CHANMNELS

T = 1 Lock: [ # a8
Preset: | Cystom Render Settings V! it 'L

& | | Earth
Render Settings... = S

T Tt
Anti-Alizs: | past @ Tebiwes
Slobal Ambient Calor: . .
PaintOn: | pruee =1
REGIE B- “:I Backgrow
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Teneps Haxkmute Ha nosie Global Ambient Color u ycranosute user R: 100, G: 100, B: 100 u Haxmute
kaonky OK. DTo npuBeneT kK M3MEHEHHMIO [IBETa Ha OoJiee SIPKHIA.

2D {SCENE}
= B [ Q

Scana
w [@ Sphers
[ Sphers_Msterisl

®. Infinit= Light 1

®. Infinit= Light 2

"

9@ 9 9@ 9

¥. Infinit= Light 3

Add To Swatches
i

e 0 |® O |42
050 % Oz [0
B 39 (% Ob: 0

Presst: ICustcrm Render Settings |V]

[ Render Settings... ]

R | 0 Co62 % b b

6 | 100 M:i53 (% o iDrHuse [ﬂ
I- "-' e H EEEtnn
; Wie: | 100 Wil 40 B [ Cross

# | 646464 K21 (9% T = [l
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MsI Terepb 106aBUM KapTy penbeda, Ha Hamel miaHere. CHadana ckadath 'TlogHAT KapTy'" ¢
planetpixelemporium.com u coxpanute nzo0paxkeHue Ha padouem ctone. Teneps nepeiiaure B 3D-
namutpy. [lepeiitu k Sphere_Material u naxmute kHoniky Edit the Bump Texture u Beiopan Load
Texture. BeiGepute ¢aiii, KOTOPBIA BbI TOJIBKO uTO 3arpy3mwin. "Earthbumplk.jpg” ¢daiin Grayscale u
lighter areas na sTom n3zo0pakeHnn HenpasuibHO oToOpaxaroTes B 3D chepe. MbI Takke XOTHM, YTOOBI
HaIllla [J1aHeTa Oblia MISHIIEBOH, Tak uTo ycraHoBuM Glossiness mo 100%.




30 tnaTeRiALS) ||

Emae de
E* Scens
| f@ Sphere
= [] Sphere_Material
@ | ®. Infinite Light1
| ®. Infinite Light2
| ®. Infinite Light3

Ambisnt: |:| R,Efm;m 1
Specular: |:| [#] Two Sided

Diffuss: D £, Earth.psd
Seif-Thumination: . a
Bump Strength: | | 4D,

S .@Edltﬁﬁe bum;
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B 3D-nanuTpe BBl yBUANTE, 94TO €CTh TPH Jy4a cBeta. Onu o ymosaanuto Photoshop’e. Temneps mbr
M3MEHHMM UX THII, IiBeT U mo3unmto. CHauana Beroepute " Infinite Light 1" u u3menuts ero nset Ha R: 150,
G: 150, B: 150. Teneps Boidepute " Infinite Light 2" u yctaHOBHUTE €€ THIT C TOUYKH TaK YTO Mbl MOYKEM
M3MEHUTH JTO ITojoxkenne. M3menennnu ero nserta R: 180, G: 180, B: 180.

BbI MoskeTe n3MeHuTh no3uinio ceera B 3D-cueny ¢ momornsio Slide the Light u nmeperamure Drag the
Light Tools B 3D nanutpsr. [o3urus gloss effect na chepe ncrnonp3oBanus ITUX HHCTPYMEHTOB. Temepb
BeiOepure " Infinite Light 3", yctaHoBHUTE ee TUII-TOUKY, a TakxKe ycTaHOBHTH 1 ero 1Beta R: 130, G: 130,
u B: 130.



2D {LIGHTS} 2D {LIGHTS}

3D {LIGHTS}

(= B8 [ @ &= B [ @ =e E e
[ |5cens [ [ |Scene j [& |scens
| i@ Sphere | = @ Sphers | |- @ Sphere
= [ Sphers_Materisl fas ] Sphers_Materisl i [ [F Sphers_Msterizl
| (= Eantebgh | | . Infiits ight1 | @] ® Infinite Light1
®| 3 Infni= Light2 | sl ton s | & | i infinte Lght2
| ¢ Infinte Light3 | 3 Infinte Light3 | ®| [ iefinitetights

coer: []

% [v] Crev '« Shadows

*

f}_" Intensiy: [ 1| [» [x e Intensity: |_1 Ex

R=G=B=180
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" Infinite Light 3" maxoaurcs nox chepoit. TTockoapKy Mbl COOHpaeMCcst IOCTaBUTh chepy Ha
MOBEPXHOCTh U JI00ABUTh TEHb MO3KE, MBI HE XOTHM JIyun HIKe ee. Takum oOpa3oM cBeT Haj cepoii ¢
nomotnsio Drag Asro n CepBuc.

Hlar 11

Teneps MBI ciesaeM o0Jiaka BOKPYT IUIaHeThl. [lepeliTi Ha manuTpe cinoes, Ayonukar cios "Tlnanera
3emuts” u HazoBute ero " Clouds ". Otkpoiite nanens coiictB 3D ms " Clouds " cioii. Beibepure
Sphere_Material B Bepxuem crincke. Haxkmure kaonky Edit the Diffuse Texture u Beioepure Y aaauThb



TEKCTYpPY. DTO 3arpy3uT CYLIECTBYIOIINE KapThl TeKCTyp 1 color of the Diffuse 6yaer onpenensts, ero
Buna. Ycranosuts color of the Diffuse na Gensiii.

Haxxmure knonky Edit the Bump Texture u BeiGepute Y 1aiuTh TEKCTYPY BBITPY3UTh KapTy pelibeda.
Teneps y Hac ecThb Oeubiii map. Mpl OyaeM HCIOIb30BaTh IPYIYIO TEKCTYPY 3a oOmakamu. Ha camom nmene
MBI OyZIeM UCIIOIb30BaTh Okl 1BET U PY3HOI HEMPO3pavHOil TEKCTyphl. Bbl MoxeTe ckauars " clouds
transparency " u3o0paxenus u3 planetpixelemporium.com. Hakmute kHONKY VI3MEHUTH IPO3pavHOCTH

TEKCTYyp U BbIOpaTh TeKkcTypy. Haiimure “"earthcloudmaptrans.jpg” ¢aiina, KOTOpHIit BbI TOJIBKO YTO
CKavaJiH.

Hernpo3pa4HoCTh TEKCTYpHI C/IeTIaHa TaK, YTO HEKOTOPbBIC YacTH Chepbl HEBHIUMBI, HO, OUYEBH/THO,
HenpaBwibHO. Haxxmute kHomky Edit the Opacity Texture u Ha 3TOT pa3 BeiOepuTe OTKPBITH TEKCTYPY.
DTO OTKPOET TEKCTYPY B HOBOM OKHe JokymeHTa. [lepeiitu k Image> Adjustments> Invert. Coxpanure
U 3aKpoiiTe fokymeHT. Beprutech k "nokymenty Home.PSD", BbI yBunuTEe Kak OOHOBIISETCS
HEMpPO3PaYHOCTh Ha KapTe.

[Toroaa KaXeTcst CIUIIKOM 00JIa4HOM, TOTOMY YTO Mbl MOKEM YBUJIETh 00J1aKa, KOTOPbIC HAXOAATCS HA
JPYro CTOpoHe Mpo3padHoi obmactu. OTKIIOUNTE JJIS 3TOH TEKCTYPHI IBYCTOPOHEE OTOOpaKeHUE U
MOCTaBUTh IaJI0YKY Ha oJHOCTOpOoHEee. Jlist Toro, uToOB! 00saka cranu Oenee BeicTaBuTh Ambient and
Specular colors na Oenbiit. Bei MoxkeTe nonyuauts 3D Rotate Tool u3 nanenn HHCTPYMEHTOB M HACTPOUTH
pacrooxeHne 00JaKoB, €CITH XOTHTE.

!

=oene
= [@ Sphers

[ Sphere Material -

®. Infinite Light 1

NI ]

LI

%t Infinite Light 2

%t Infinite Light 3

f”ﬁ“:d_l Refraction: |
Specular: '7E:H- | Twio Sided 'I?:E:'_';
Self-Tumination: . =y
Bump Strength: | 4| R
Glossiness: | o0, | &1L
Shininess: [ 430, | £}
fOpaatval 1000 | D),
Reflectivity: | 100 | &0
Environment: £}

Mormal: S0y
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Jlyis1 Toro, 94ToOBI 00J1aKa BBIIEISIIMCH HEMHOTO 0OJIbIIE - YCTaHOBHUTH 1BeT ¢ light Ha white.



(B\ae L e

Scene

= [@ Sphere

[d Sphere_Material

T

3¢ Infintte Light 2

B9 Y E G

{
!lnﬁni‘t-;

B | LRl
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[Tpumenute Drop Shadow cioes Ha " Clouds " cioit u ucnone3oBath 51U apameTpsi: Blend Mode
ycranoButh Multiply, ycraHoBUTE 1IBET YepHBIH, HEMIPO3PAUYHOCTh YCTAHOBJICHA HA YpoBHE 75%,

YCTAaHOBUTH PACCTOSTHHE 10 1PX 1 pa3Mep yCTaHOBIICH B 3PX.

[ stroke

y
- - —
Layer Style
Y= ~ oro shadow
— Structure
T R
g Oy ———— 5 [ |» New Style...
[ Inner Shadow 1
Angle: E |2 [#]use Global Light Praview
[J outer Glow e @ L ! i g
[JInner Glow | Distances = l‘ pﬂc
[C] Bewvel iard Embom Spresdi ——————— [0 |% .
[] Contour By O T
[ Testure — Quality
[] satin
Contour: [JAnti-zlizsed
[ Color Owerlay
[ Gradient Overlay Hoe=: 3 L@ i
[] Pattern Owerlay Layer Knocks Cut Drop Shadow
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Teneps MBI caenamu Haury raHeTy. [lockonbky Mbl codupaeMcs o0bequanTh Hamm 3D cion, mpexae
9YeM IPOJIOJDKUTE, TO MOXKET OBITh Balll TIOCIETHUN IIAHC N3MEHUTH BpalleHne 3eMiId U 00JIaKoB.
[MepeiiT Ha manuTpe crnoes, BeiOepuTe Kak "Tlmanera 3emus™ u " Clouds " ciiou, 00beIMHUTD UX, BHIOpaAB
Layer> Merge Layers. Mms o0bennHeHHOTO c10s -"3emuns .

Teneps BoiOepete Elliptical Marque Tool, Yaepxusars Alt + Shift u nenaem kpyroscit ot60p, HaYHHAsS
OT IIeHTpa 3eMIIH, I/Ie TIepeceKaeTcs AByMs poBoaHuKaMu. CrenaiiTe BbleIeHHE KaK MOKa3aHO HIKE, Ha
OJTHHH THKceNb MeHbIne. [lepeittu k Select> Inverse u Haxkmure Y 1anuth Ui OYUCTKH. DTO OYHCTHT
TeHU OT 00J1aKOB, U cenaeT ruaakue kpas. Ctrl+ D - cHATh BbIIeneHHE.

Hlar 15

Hcnone3yiite Move Tool 1ist nepemenienuns 3eMiii BBepX, 4T00bI 0CBOOOAUTH MECTO ISl TCHU U
orpaxenus. [Ipumenuts INner Shadow ctuie, ucnone3ys crnenyromue napamerpsl: Blend Mode
ycranoButh Multiply, ycraHOBHUTE 1IBET YepHBIH, HEIPO3pPAavYHOCTh ycTaHOBJIeHa Ha ypoBHe 100%, yron
Habopa 110 -90 rpagycoB, pacCTOSHIE YCTAHOBJICHO B 25pX M pa3Mep ycTaHOBJIEH B 46pX. DTo 3aTeMHsET
HIDKHIOIO 9aCTh H300pa)kKeHUSI.



-
Layer Style
v kg
— Structure -
Blending Options: Default Blend Mode: I Y |;:-E-
Drop Shadow e -
- Opacty: - J[1w00 [% MNew Style...
Inner Shadow .
Angle: E |2 [#]us= Global Light Preview
[] Outer Glow ang @ 0 5 ig
[] Inner Glow Distange: —— 33— | g pue
[[] Bevel and Emboss Choke: - - [a o .
[] Contour swe: — F—— |4 P
1 Feidurs — Quality -
I Satin 1
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Co3pnaiite HOBBII croii o Ha3BaHueM "Tenp" Haja cinoem "Background”. 3axsature Elliptical Marquee
Tool u co3naiiTe BbICTICHHE, KAaK TOKA3aHO HA PUCYHKE HIDKE. 3arlOJIHUTE BBIICICHHE YEPHBIM U CHUMHTE
¢naxok. Ilepeiitu Ha Filter> Blur> Gaussian Blur u npumenute ¢ paguycom 7pX. Ilepeiitu Ha Filter>
Blur> Motion Blur, ycranosure yrou o 0 u paccrositue 10 150 nukc v IpUMEHSITS.



2 w @
Radus: | 7,0 pixels
W w = 5
| m_n
S o
@ wx &

Destance: 15IJ| phoals
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Komus cnost "Tenn". Ctrl + T, BeicTaBbTE BepTHKAIBHOE M TOPH3OHTAIbHOE MacinTabupoBanue 10 60%.
OTO MO3BOJIHT CAETATh O0Jiee TEMHOM TeHb, I'ie chepa KacaeTcs 3eMIIH.

= Wk~ ‘ oEE x| seopx | A vi[miopx || ME[eme | @ #ife0 P 2o [olH:fon |
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[MepetiTa k coto "3emia” B manuTpe ClioeB, TyOIMPOBATh €Tro U Ha3BaTh ero "OTpakenus’. Y nammTh
Inner Shadow crtuib neperamuth aeiicteue B kop3uny. Go To Edit> Transform> Flip Vertical
otpa3uth uzobpaxenue. Grab "Otpakenue" cnoit Huxe cos "TeHb" U PaCHoNIOKHUTE €€ KaK MOKa3aHO
HUXKE.

AYERS
armal [w | Opacty:| 100% [ |
=: [ #++ & HH:__]_O_D‘I_EE!
i :_"'_' Reflection fx -
(®Efects
W Inner Shadow 1|.
i Ezrth | s
& Effects
@ Inner Shadow \
i I:I Shadow copy l:
| st
Pl ] Bsctground &
AN
== fx [0 ®©. 4O & % :
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[Mepeiitn Ha manmUTpe ClOeB U J00aBbTE MacKy ciios, 4To0bI "OTtpaxenue” cioit. [Tomyants Gradient
Tool, oTkpoiite BpIOOpa rpaiueHTa U BIOCPUTE YEpHBIH, Oenblil. HapucyiitTe rpagueHT Ha MacKy, KaKk
MOKA3aHO HWXKE. DTO MO3BOJMT CAENATh OTPAKEHUE HCUE3aEeT.

B 'Y SWt o SUMEY LUILD suiete i dnungois oo wiesr romuuns g | =m0 B
B@nﬁmﬂ | MDdE:iNDrmaI |VEOPEEIW|_]@%§_[:J | []Revers=

LAYERS -
Normal [ ] omacity: | 100% [ |
Lock: [] 7 b @ Pl 100% > |
® 5] o fos
B Effects
&% Inner Shadow

- l:l Shadew copy
® [ ] shedow
== Il o
® |[ o |8 | Reflection
k] l:l Background a

= A4 Add layer mask ¥



3akjauyeHue

B nanutpe ciioeB HAXXMUTE Ha MHHHUATIOPY ciios "Otpaxenue”, 4toObl BeIOpath ero.llepeiitu na Filter>
Blur> Gaussian Blur u npumenuTe ¢ paguycom 2 muKcesa. Y CTaHOBUTH HEMPO3PauyHOCTh Ciios Ha 75%.

3axBature Gradient Tool u 3anoiaHuTh "Ha (hoHE™ CIO¥ C TONYOBIM OEMbIil TPAJUCHT.

Hy Bot 1 Bce! Hazeroch, Bam MOHPaBHUIIOCH, M y3HATh 4TO-TO HOBOE 0 Bo3MoxkHocTsix 3D Photoshop!

daiin kapTel 3eMin ckavaH ¢ caiita Planetpixelemporium
VYpox B3aT ¢ caiira - PSD TUTS +

[IpepeBox - Auuna



