Toon Boom Studio 8 - PykoBoacteo

'hasa 1: BBeaeHue.

Studio - 3TO NONHOUEHHOE aHMMALUMOHHOE NPOrPaMMHOEe
obecneyeHne AN HeOrpaHNYEHHOTro CO34aHMA BaLLMX
npoekToB. MmeeT B cebe o4eHb LUIMPOKOE pa3HOObpasue
WHCTPYMEHTOB U GYHKUMN. B pyKoBoACTBE NO Havyany paboThl,
Bbl y3HaeTe 06 OCHOBHbIX OCOHBEHHOCTAX U NOHATUAX
nporpammHoro obecnevyeHmna Toon Boom Studio, yto 6bicTpo
BBeAET Bac B Kypc aena.

CopepiKaHue:
Fnhasa 1: BeepgeHue.
FnaBa 2: Co3paHue npoeKra.
Fnasa 3: OcHOBbI pUcoBaHMUA.
FnaBa 4: OcCHOBbI pacKpaluMBaHUA.
Fnaesa 5: UmnopTupoBaHmne n3obparkeHui.
Fnasa 6: AHMMUpPOBaHuUe.
Fnhasa 7: MrHoBeHHOe ABUXKeHue.
naBa 8: Co3gaHme KyKobHOM annanKauuum.
naBa 9: OcHOBbI KOCTeiA.
FnaBsa 10: AHMMALMA KYKONIbHOM ann/IMKaLuu.

FnaBa 11: HacTpoiiKa cueHbl U NYyTU ABUMKEHUA.



naea 12: flo6aBasem 3ByK U CUHXPOHMU3aLUUIo ryb.
fnasa 13: KykosnbHaa aHMmauyus.

lnaea 14: Jo6aBneHune apdeKTos.

Fnasa 15: CioXKeTHaa NMHUA U nepexoabl.

nasa 16: dkcnopTupoBaHue myabtpuabma.

OHNanH BepcMA AaHHOro maTtepmana HaxoauTca Ha popyme
ToonBoom.ru:

http://forum.toonboom.ru/index.php?/forum/22-
%D1%81%D0%BF%D1%80%D0%B0%D0%B2%D0%BE%D1%87%D0%BD
%D1%8B%D0%B9-
%D0%BC%D0%B0%D1%82%D0%B5%D1%80%D0%B8%D0%B0%D0%BB/

O HanaeHHbIX OWMBOKaxX MOXKHO M3BECTUTb Ha GOpPyMeE MM Ke Hanncas
Ha No4YTOBbIN agpec toonboom.ru@gmail.com

Asmop nepesooda: KOpuli MapKuH.
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fnasa 2: Co3paHue npoekKra.

Koraa 3anyckaete Toon Boom Studio, To nepea Bamu noasnaetca
3KpaH NPUBETCTBUA. DTOT 3KPaAH TakK e A0CTYyNeH BHYTPU npoeKTa. Ans
oTobparxKeHUA sKpaHa NPUBETCTBUA N3 NPUNOKEHNA, Heobxoammo
3aKpPbITb TEKYLLMIA NPOEKT HarXKaB Bo BKAagKe "File> Close" (Pann>
3akpbITb). MOXHO BOCNONb30BaTbCcA KOMbUHaumen knasuw "Ctrl + W"
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Co30aHue rnpoeKkma us aKpaHa ripueemcmaeus.

1) B none "Name" (Mma) BBeanTe ms HOBOro NpoekTa. Yoegurtech B
TOM, YTO MMA Nerko AaéT Bam NOHATb TO, YTO 3TO 3a NPOEKT.




2) B cnucke "Format" (PopmaT) BbibepuTe dopmaT NpoeKTa, B KOTOPOM
Bbl xoTenu 6bl caenatb CBOM NPOEKT.

Bbl moKeTe BbIbpaTb M3 LULMPOKOro CNeKTpa NpeayCTaHOB/IEHHbIX
HACTPOEK, Taknx Kak: Web, iPod n DV. 1o ymon4yaHuto BbibpaHa camas
HOBaA onuuA. 9To 03Ha4yaeT, YTo ByaeT UCNoAb30BaTbCA NOC/eAHAA
YCTAHOBKa, KOraa co3gaBain nocnegHuni npoekT. MNpu co3gaHnm
NPOEKTa B NepBbli pa3, HaCTPOMKM ByayT UCNONb30BaTbCA Te, KOTOpPbIEe
611 yKa3aHbl B nonax "Frame Rate" (YacTtoTa KaapoB B ceKyHAay) u
"Camera Size" (Pa3mep Kamepbl/Pa3pelueHne skpaHa). Bbibunpasn
npeaycTaHOB/IEHHbIE HAaCTPOMKM, 3T Nonsa byayT aBTOMATUYECKU
N3MEHATCA C COOTBETCTBYHOLLMMM 3HAYEHUAMMN.

Format: |Most Recent

MU
Frame Rz Diefault

Web Animation small
Camera S yyah Animation medium
Web Animation large
Ipod and Podcasting
Windows Mobile Full Screen
Windows Maobile Browser
VEA
SGA b

3) Ecan Bbl npeanoynTaeTe NCNoAb30BaTb CBOM COOCTBEHHbIE
HAaCTPOMKN, MOXKHO BBecTU Bo "Frame Rate" (YacTtoTa Kagpos) 1 B
"Camera Size" (Paamep Kamepbl) cBOM 3HaYEHUA.

Format: |Custom W

Frame Rate: |24 I

Camera Size: | 720 X 540

4) Mocne TOro, Kak BcA MHGOPMALMA HAXOAUTCA Ha MECTE, HAXKMUTE Ha
KHonKy "Create" (Co3aaTb), UToObI cAenaTb Bal npoekKT.

OTKpoeTca HOBbIN NMPOEKT.



Tenepb, Korga Bbl co3aanun npoekT, caeayowmit War COCTOUT B
COXPaHEHUU ero B HYXHOe MecTo.

3T0 XxopoLwana naes, Yytobbl cnenoBaTh CTPYKTYpPE COXpaHeHUA Balei
paboTbl, Tak Kak Bawmn ¢pannbl He pazbpocaHbl MO BCEMY KOMMbIOTEPY.

BHumaHue! lNpu coxpaHeHuu, nyme He 00aXeH CO0epHamb Ha38aHUeE ranoK Ha
Kupunnuue!



F'nasa 3: OcHOBbI pUCOBaHUA.
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Kak Tonbko Toon Boom Studio 3anyctmnca, Bbl morKeTe cpa3y HayaTb
PUCOBATb HA CNOE, KOTOPbIN Y}Ke JOCTYNEH.

Kak pucosartb:

1) Haxmute Ha KHonKky Drawing View @ ana nepekntodeHusn B Drawing
View (OKHO puncoBaHusA). Bbl HallaeTe 3TO B MPaBOM BEPXHEM Yray
rNaBHOro OKHa.

2) B naHenn Drawing Tools (MHCTpymeHTbl pucoBaHUA) 1 Bbibepute

=
MHCTPYMeHT Brush (Kuctb) @ unm Haxkmute Ha "@".

3) B Timeline (BpemeHHasn wkKana) unm B okHe Exposure Sheet
(Tabnunua akcnosuuuin) Bbibepute NnepByto A4ENKyY B cnoe Drawing
(PnucosaHue).

e & =
& Drawing

4) B Drawing View (OKHO p1coBaHMA) HaYHUTE PMCOBATb.



lpumeyaHue:

Obpamume 8HUMAHUe HQ MO, YMO 8bl MOXeme puco8ams rPSmMo 8
"Camera view" (Mone 3peHus Kamepsol, oH xce "Bud/OkHo Kamepbi")
6e3 nepeknroyeHus 8 "Drawing View" (OkHo pucosaHus).



'nasa 4: OcHOBbI pacKpalwinBaHUA.

BbiNONHMTE cneayloLme o4eHb NPOCTbIe MHCTPYKLUK, YTOObI y3HaTb,
KaK pacKpallMBaTb CBON PUCYHKN. KaK TONbKO Bbl OBNaAeeTe AaHHOM
onepaumen, Bbl cmorxkeTe onpoboBaTb BCE MHCTPYMEHTbI U PYHKLUMN,
OMUCaHHbIE HUXKeE.

Packpalwumsaem cBOU PUCYHKMU:

1) BbINONHUTE OAHO U3 CAeayoWwmnX AenCTBUN:

* B naHen MHCTPYMEHTOB A/19 PUCOBAHUSA, BbIOEPUTE MHCTPYMEHT
Paint (Kpacka)

* Bbibepute "Tools> Drawing Tools> Paint" (MHcTpymeHTbI>
NHCTpyMmeHTbl pucoBaHma> Kpacka).

* Haxkmute "#".

2) B okHe "Colour Palette" (LiBeToBas nanutpa) Bbibepute UBET U3

naaunTpbl.

Colour Palette =
Name |Default v
Style |Default v
= (# &

Colour 5
Colour &
Colour 7
Colour 3
Colour 9
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Colour 11
Colour 12
.Culuur 13 w
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3) B "Camera View" (OKHO Kamepsbl) nam B "Drawing View" (OKHO
PUCOBAHWUA) HAYHUTE PacKpallMBaTb B LiBeTa Ball pUCyHOK.
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nasa 5: UmnopTtnposaHue nsobpakeHuin.

N306paxkeHns MoryT 6bITb B camblX pasHbix popmaTtax. HekoTopsbie
dopmaTbl MOTYT HECTU B cebe NPOo3pPavYHOCTb UK Ke NPOo3pPadHbIe C0M.

Toon Boom Studio nogaepxunsaet cneayowme popmaTbl:

GIF, JPEG, JPEG 2000, PICT, SGI, BMP, PNG, PSD, TIFF, TGA, MacPaint,
QuickTime u FlashPix.

MmnopT pactpoBoro nsobpaxkeHua:
1) BoibepuTte "File> Import File" (®Pannn> Mmnopt daiina).

OTKpoeTcA NpOBOAHMUK.

2) B npoBOAHMKe HanguTe HeobxoaMMOe PacTPoBOE N306paKeHMe U
HaxxkmuTe "Open" (OTKpbITb).

OTKpOGTCFI Ananoroboe OKHO MUMMNOopPTa.



e =

Import Cptions @

Image Import Options

Fitimage to camera width

QK l ’ Cancel

3) B 4ManoroBom OKHe MMMOPTa MMeeTcA cneaytollan HacTpoMKa:

* Fit Image to Camera Width (M306pa)keHne cooTBeTCTBYET LUMPUHE
Kamepbl).

Mo ymon4aHuIo 3Ta ONUKUA BKIOYEHA, 3TO O3HAYaeT, YTo Bawe
n3o6paxKeHne USMEHUTCA B COOTBETCTBMW C LUMPUHOM Kagpa Kamepbl.
Bbl MOKeTe OTKAOUNTb 3TY ONLMI0O U UMNOPTUPOBATbL N30bparkeHne B
OPUTMHANbHOM pa3mepe.

Enabled - BkntoyeHa.

Disabled - BbikntoyeHa.

4) Haxkmute "OK".



lpumeyaHue:

Bbl mak e moxceme 8blbpame ¢alin pacmposozo u3obpareHus
HernocpedcmeeHHO U3 nNpo8o0HUKa Baweli onepayuoHHolU cucmemsl U
nepemawiume e2o 8 Camera view (OkHo Kamepeol), Drawing view (OKHO
pucosaHus), Top (Bepx), Side (bok), Timeline (BpemeHHas WwKana) uau e
OKHO Exposure Sheet (Tabnnua skcnosnumin).

@Q'Z « Documents » TOON BOOM ANIMATION » Images - : 67‘ Search P

Name Date modified Type Size Tags
: [k Timeline [Scene-1] - [Frame 4] &
Underwater.jpg
& 4 BE L | o




fnasa 6: AHMMuUpoBaHue.

ITa Tema pa3gensaeTca Ha ABe YacTu:
* ['pyban aHMMauma (KoTopana ceityac byaeT HuXe).

* Yuctaa aHumauma (Ha ctpaHuue No)

fpybasa aHumauumsa

r 4 ,//:t

MepBbiM WIArom Ans 3aBeplueHua rpyboit aHMmaumm, Kotopana sBaAeTcA
CKeJIETOM aHMMaLMN, KaK NPaBU/IO ABNSAETCA OCHOBHbIM AeiCTBUEM.
Hanpumep Ana aHUMaumMu ULMKANYHOM X0ab6bl, Bbl HauHETE C
ABUXKEHUA TY/IOBULLA U HOT.

FfoN10Ba, PYKN 1 oaexaa A06aBAA0TCA BO BTOPUYHOM aHUMAL MW,

[ns ynoBNeTBopmUTEeNbHOM aHUMALU MK, 3aBEPLLNTE OCHOBHOE ZIENCTBUE,
npexae yem nobasuTb BCce Aetanun. Ecnm Bbl HauHETe aenaTb



NoApPOOHY0 aHMMALMIO NPAMO CEMNYac, TO NOTEPAETE MHOIO BPEMEHMH,
ecnn Bam Hy»KHO ByaeT caenatb NONPaBKK, KOr4a aHUMAUMA BbIrNALUT
cAnwkom rpybo.

Ana aHumauuu:

1) B Timeline (BpemeHHas WKana) cosgante HOBbIM CAOM ANA
PUCOBaHMA M HAa30BUTE 3TO Kak '[pybaa".

2) B naHenun Tools (MHCcTpymeHTbl), BbiIbepuTe MHCTPYMeHT Brush

4
(Knctb) @ mam Haxkmute "@".

3) B okHe LBeTOB BblbepuTe LBET, KOTOPbLIN ByaeT Ucnoab3oBaTbCcA ANA
pucoBaHuA. Xopollen naeen byaet, ecnmn Bbl Bbibepute cBeTNbIN LBET
ana rpybon aHmmaumm, 4tobbl B byayuiem obnerynts cebe 3agauy B
NPOLLECCE OUYMCTKM.

Colour 65
Colour 66
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4) B Timeline (BpemeHHas WwKana) naun B okHe Exposure Sheet (Tabanua
3Kcno3unuumn) Bbibepute Aa4enky, rae 6yaet nepsBbin PUCYHOK.

5) B Drawing view(OkHo pucoBaHua) nnm B Camera view (OKHO
Kamepbl) HapUCYnTe NepBbl KNOYEBOI PUCYHOK.



6) B naHenu Tools (MHCcTpymeHTbl) HaxkmuTe Ha KHoMKy "Enable Onion

Skin" (Bkntountb npocseT cnoes) « ° .

7) N3 naHenn "Onion Skin" (MpocBeT cnoeB) HaXXMUTE Ha KHOMKMU
5
Previous (Mpeabiaywme) © % nnm Next (Cneaytowime) - pUCYHKM U

NOSABUTCS BbINaAatoLWMNIA CMUCOK, e Bbl MOXKETE BblOpaTbh KO/IMYECTBO
npeablayLwmx Uam cneayowmx C1oes, KoTopble byayT BUAHLI.
HacTtpoinTte TaK, Kak Bam byaeT yaobHee.

8) B Timeline (BpemeHHasn wkana) unm B okHe Exposure Sheet (Tabanua
aKcnosunuumn), bepute ayenky, rae noasmTca Baw cheayowmia
KNOYEBOM PUCYHOK.

£ Drawing

O &= 2 BE s ®
] o+ -

Drawing-1




9) B okHe Camera (Kamepa) HapucyinTe Baw BTOpoOI KNo4yeBoi
PUCYHOK.

N

10) B okHe Exposure Sheet (Tabanua akcno3numit) BbibepuTe sueinky
MeXKAY ABYMA K/IOYEBbIMU.

O &= & 5= - 45 Drawing

e L Drawing-1

| Drawing-3 [ |

Drawing-2

11) HapucyiiTe Baw HOBbIN PUCYHOK.



12) B Timeline (BpemeHHasd wkKana) nnm B okHe Exposure Sheet
(Tabnnua akcno3smymin) Bbibepnte HOBYIO AYENKY U MOBTOPANTE 3TU

AENCTBUA ANA HOBbIX PUCYHKOB.

Yucraa aHmmauyuma



Korpa Balwa rpybaa aHMMaLuA roToBa, NPULLIJIO BPEMS OYUCTKM OT
JIMLLHUX WTPUX0oB. OYMCTKOMN TaKKe Ha3bIBAOT TPACCUPOBKOIA.

TpaccMpoBKa COCTOUT M3 TBEPAbIX M YUCTbIX TMHUIN Hag, rpybom
aHMMaUMen, YTobbl NONYYUTb 3aKPbITbIE 30HbI. ITO NOC/AEAHWUN wWar
6e3bymaxkHOM aHMMaUUK NNepea TeM, Kak HaYHETCA pacKpackKa.

Bam Hy*XHO 006aBUTb HOBbIN CNOW ANA PUCYHKA U 0OBECTU PUCYHOK
YUCTbIMU IMHUAMMU. ITO SKBMBANIEHTHO A06aBNAEHMI0 McTa Bymaru u
TpaccnpoBkM (06BoaKa) noBepx rpybon aHMMauUMn UCNOo/b3ys
aHMMALUMOHHbIN AUCK.

lpumeyaHue: Ecau 8bl nnaHupyeme mpaccuposKy Bawel aHumayuu 8
"Drawing View" (OKkHo pucosaHus), mo Bam Heobxo0umMOo 8bIKAHO4UMb

"Light Table" (Mpoceem cmona/cnoes) = ocobeHHOocMb Komopoli
cocmoum 8 omobpaxceHUU 8cex Cq1068 sawie20 npoceema.

O6Bogum Bawy aHMMmaLuIo B HOBOM C/l0€:

1) B okHe naHenu Timeline (BpemeHHan WKana) HAXKMUTE HA KHOMKY

. o M
Add Drawing Layer (Jo6aBuTb cioi gna pucoBaHums) =,
2) NepenmeHynTe Baw HoBbIN cnoki B "Yucrana".

3) B okHe Timeline (BpemeHHasn WwkKana) Bbibepute Baw cnon rpybom
aHUMaL UK.

4) Haxmute kHonky Menu (MeHto) = 1 Bbibepute Lock > Lock
(3abnoknpoBaTb > 3ab6/10KMpPOBATb). ITO cAENAHO ANA TOro, YTOObI
npeaoTBpaTUTb Ntobble CayYanHblie USMEHEHMUS.

O #= a4 = & =

7 43 Baby_clean /
7 43 Baby_rough




5) B okHe Timeline (BpemeHHas wkKana) unm Exposure Sheet (Tabanua
3KCNo3unuunin), BbibepuTe A4YEnKy B CN10e YUNCTON aHMMaLUUKU U caenanTe
nepBbIA KAKOYEBOM Kaap no Bawen rpybon aHmmauun.

6) B naHenn Drawing Tools (MHCTpymeHTblI pucoBaHUA) Bbibepute
NHCTPYMEHT ANA PUCOBAHMUS.

7) B okHe Colour (LiBeT) BbibepuTe useT ana o680aKM Bawen
aHUMaUnKn. BbibepunTe yBepeHHbIN TEMHbIN LIBET, KaK YEPHbIN,
Hanpumep, YTobbl OH XOPOLIO BblAeNaNcA Ha GOHe CBET/IONO LBETA
rpybon aHnmaumn.

8) B Camera View (OKHO Kamepbl) HaYHUTE 06BOAUTL NEPBLIN
K/I04EBOM Kaap PUCYHKa.

9) Echn y Bac ecTb Apyrue cnou Ha NyTn, TO MOXKHO BPEMEHHO caenaTb
OTOOpParKeHUA NNLLb TEX CI0EB, KOTOPbIe Bam HY»KHbIl. B AaHHOM
CNy4yae, HY»KHO OCTaBUTb C/I0M C rpyboi aHMMmaumen n ¢ YNCTOMN.
[laHHOe AencTBMe MOXKHO caenaTb AByMA cnocobamu.



CHATb ranioykn B okHe Timeline (BpemeHHas WwKana) ¢ Tex cnoés,
KOTOpble B AAHHbIM MOMEHT He HY»XHbl. CoenaTtb 3TO HY»KHO B OKHe
Camera View (OKHO Kamepbl). 9Ty ONLMIO MOXKHO HAWTK CNpaBa B
BEPXHEM Yrny raBHOro OKHa.

Nnn nepekntountca Ha Exposure Sheet (Tabanua skcnosmumin) n 8
BKAHOUUTL perknum Drawing View (OKHO pucoBaHuA).

10) B naHenu Tools (MHcTpymeHTbI) BbibepuTe Enable Onion Skin

@

(BKNOYUTb NPOCBET C/10€B) N pacnMpbTe YNCA0 BUAUMBIX

npeablAyLWmnX n cneayoLmnx cloes.

11) B okHe Timeline (BpemeHHan wkKana) unm B okHe Exposure View
(Tabnnua akcnosmumin) Bbibepute cneayloLLyo A4ENKY U NpocaeaymnTe
No rpybbiM pUCYHKaM.

12) B Drawing View (OKkHO pucoBaHusa) nunm B Camera View (OKHO
Kamepbl) o6BoAUTE Balin puCyHKKU aanblue.



13) MoBTOpANTE 3TV AENCTBMA A0 TeX NOP, NOKa He 3aBepLlunTe 06BOAKY
BCEX OCTa/IbHbIX FPYyObIX PUCYHKOB.

3TOT MeTo/, NO3BO/IAET COXPAHUTbL rpybble PUCYHKM U AEeNaeT YUCTble
HETPOHYTbIMMN. Bam BCero finb OCTAaETCA OTKAOUYUTL CNOM C rpybon
aHUMmaumen, YyTobbl OHa He NOABAANACH B CLEHE.



'hasa 7: MrHoBeHHOe ABUXXeHue.

C Instant Motion (MrHoBeHHOe ABUMKEHME) CO34aHUA aHMMALUU He
MOKeT 6bITb npouwe. CHayana Bbl co30aéTe pPUCYHOK, @ MOTOM ABUraeTe
ero, macwtabupyete unm nepesopaymsaeTe. [pn maHunynaumnm
PUCYHKA, CO34al0TCA MaNleHbKUE TOUYKN, KOTOPble NpeacTaBaAoT
K/toYeBble Kaapbl. Yem meaneHHee aABuxKeHue, Tem 6osblue To4ek
CO3a€éTcA.

Mocne TOro, KaKk OTNyCTUTe yKasaTenb, Bawa aHMmauuna byaert co3gaHa.
OHa byaeT npeactaBneHa B okHe Timeline (BpemeHHas wKana) Kak
NyTb. AHUMaUUA MOXKeT BbITb A/IMHHON UK KOPOTKOM, Kak Bam
HpasutcAa. Ecan Bbl npogosnxkute asunraTtb Baw pncyHOK, TO Mo
YMONYaHUIO, NYTb aBTOMATUYECKU NpoaneBaeTca. Bbl moxKeTte caenatb
HECKONbKO NyTen ABUKEHUA, OANH 33 APYrum. KaXKabii U3 HUX
aBToMaTU4eckn byaet nobasneH B KOHLE NOCAeAHErO.

Cagrturs Speedt 100 1

) dast Bt D B

Co3paém Instant motion (MrHoBeHHOe ABUXKeHMUe):

1) Co3painTe pUCYHOK.



2) B naHenn Animation (AHMMaUMA) HaXXMKUTE Ha KHOMKY Instant
Motion (MrHoBeHHOE ,CI,BVI)KeHVIe) B

BOKpyr pUCyHKa NosBAAETCA NPAMOYTO/IbHUK C KOHTPO/IbHbIMM
TOYKaMM, MOBOPOTHAA PYKOATb U B 3TOT }KE€ MOMEHT OTKPbIBAETCA MEHIO
Instant Motion (MrHoBeHHOe ABUXEHME).

Control pDir‘l‘I:s Instant Matizn @

Capture Speed: | 100 =

¥| Auto Extend Drawing Exposure

Rotation handle

3) BbinoAHWUTE 0A4HO M3 cneayoWmuX AeNCTBUM, YTOObI OXKUBUTb CBOM
PUCYHOK (TONbKO OANH €ANHCTBEHHbIM TUMN TPaHCHOPMaLMN BO3MOKEH
3a OAWH Nepuoa 3anucu ABUXKEHUA):

* NepemelteHune: YTobbl NnepeMecTUTb PUCYHOK, YCTaHOBUTE yKa3aTe b
MbILIWX Ha Ball pUCYHOK M1 NepeTaliuTe ero Ha HOBOE MEeCTO Ha SKpaHe.

ranslate pointer



* MacwTab: YctaHoBUTE YKasaTe/lb Ha OHOM U3 TOYEK Ha
NPAMOYroNbHUKE M NepemellanTe Ana MacluTabupoBaHUS PUCYHKa.

Scale pointer

* MoBOPOT: YCTaHOBUTE yKa3aTe/ib Ha NOBOPOTHOM PYKOATKE UM Ha
TOYKM BPaALLEHMSA B YrNaX PUCYHKA. HaXkmuTe n yaepmBasa KHOMKY
MbILLM NOBOpPaYMBanTe.

Rotation handle Rotation point

Kak TonbKO Bbl nepemectuTte, U3MeHUTe Mmaclutab nnu nepesepHeTe
Ball pUCYHOK, Cpa3y co34aAyTcA MasleHbKME TOYKU, KOTOPbIe ABAAIOTCA
KNKYeBbIMM Kagapamu Bawen aHumaumm. Koraa Bbl oTNYCTUTE KHOMKY
MbILLM, TO CKOPOCTb M NYTb aHMMaLUM 3anunLIeTcA.

=0 (= I, = B B

7 45 Fish . Motion path is recorded
7 45 Drawing

¥ = Camera-P

7 & Camers !

4) HaxkmuTte Ha KHonky Play (Bocnpoussectn) > AN NPOCMOTpa
Bawen aHMmauuu.



5) Echu Bbl XOTUTE KOMBUHMPOBATL PA3/INYHbIE ABUMKEHMUA, TAKUE KaK
BpalleHne N maclitabrupoBaHUe K NPUMEpPY, TO MOKETEe 3arnncbiBaThb
3TW AENCTBUA OTAENbHO C MOMOLLbIO POANTENbCKUX Neros. MepBblit ner
MOXKeT BbITb UCMONBb30BaH ANA BpalleHus, a BTOpoi Ans macwitaba. B
Timeline (BpemeHHas WKana) BbibepuTte cnom ¢ Bawmm puUcyHKOMm n
HaXmuTe Ha KHonKky Add Parent Peg (Jo6aBuTb poauTenbCckuin ner) ans
NPUBA3KU K nery. BoibepuTte ner u nogsurante sto BOKpyr ¢ Instant
Motion (MrHoBeHHOE ABUXEHWE), Kak Bbl genanu paHee co cioem
PUCYHKa. Bbl MoKeTe A06aBUTb CTONbKO POAUTENIbCKUX MNEroB, CKONbKO
Bam notpebyetca, 4ToObI pa3noKntb AencTems. Jlyywe Bcerga UMeTb
OCHOBHOE nepemelleHne (TPAaeKToOpUIo) B KaUecTBe BEPXHErO
pPOANTENBCKOrO nera, YTobbl n3berkaTb KOHPAMKTA C BPALLEHUEM U
MacwTtabupoBaHuem, 4Tobbl 3TO BAMAIO Ha BClo Bawy TpaeKkToputio, a
He TOJIbKO Ha PUCYHOK.

Timeline [Scene-2] - [Frame 1] x ‘ Exposure Sheet [Scene-2] X I Function Editor X I Storyline
50 @PE B E B E

w (* Fish-P-Scale
¥ / Fish-P-Rotation
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w (" Camera-F
& Camera
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'naBa 8: Co3pgaHMe KyKOo/IbHOM
annanKauun.

dTa Tema noApa3aenseTca Ha cieaytolme 4acTu:
* PucoBaHue yacTem

* Pacnpegenaem cnou

* PoanTtenbcKkue yactu

* lobaBneHne mactep-nera

* YcTaHaB/nMBaeM TOYKY BpalleHus

PucosaHue yacteu

Y10obbI BbipE3aThb Ballero nepcoHarka Ha KyCo4ku, Heobxoammo
PELWNTb, KaKMe YacTM B OKOHYaTeIbHOM BapuaHTe byayT ABMraTbCA.

Leftleg




Ecnun Bbl cTpouTe nepsyto CBOO KYKY (MapMOHETKa), TO MOXKHO Ha4yaTb
C O4YeHb NpocToi pa3bumekK. Beab 60nblyto YacTb BpemeHu Bbl byaeTte
aHMMMPOBATb PYKU, HOMM M ronoBy. He o6a3aTenbHO OTAENATL BCE
YepTbl LA UK XKe pa3bmBaTb Ha KONIEHU U IOKTU, YTODObI A40CTUYb
paboyet mapruoHeTKU. Pa3bnBasa NnepcoHaXKa Ha WeCTb OCHOBHbIX
YyacTen - aToro 6yaeTt 4OCTaTOYHO A1 OCHOBHOM aHMMaLMW.

Ecan Bbl XOTUTE, TO MOMKETe PacLMPUTb KOIMYECTBO apTUKYAALMM
MapUOHETKN. Bbl MOMKeTe COrHYTb PYKM U HOTU, U OTAENNTb FO/I0BY Ha
HECKO/1IbKO Pa3/INYHbIX YacTel, 4Tobbl OXKUBUTL BPOBU U CAeNaTb
3aKpblBatoLwue rnasa.

Pucyem Bawu yacrtu:

1) B okHe Timeline (BpemeHHasn wWKana) HaxkmuTe Ha KHonKky Add

Drawing Element *& 1 nepevmeHyiiTe COOTBETCTBYIOLWMI CNOV B
HOBYIO YacTb (KYCOYKa KyK/bl), KOTOpYO Bbl XOTMUTE cO3AaThb.

Timeline [Scene-1] - [Frame 1] x | Exposure Sheet X || Function Editor X |
I‘ D+- Q J-C. '.E ||||||||--|||||||||l;--|||
4 Leftw
43 Turtle_colour ]

& Camera I




2) C npaBoit ctopoHbl B oKHe Timeline (BpemeHHasn wWwKana) Bbibepute
HOBbIM CNOW NEePBON AYENKOMN.

3) B naHenn Drawing Tools (MHCTpyMmeHTbl pucoBaHUA) Bbibepute
MHCTPYMEHT, KOTOPbIN ByaeTe ncnosb3oBaTb. PekomeHayeTca

MCNONb30BaTb MHCTPYMeEHT Brush (KucTtb) v :
4) B naHenun Onion Skin (MpocseT cnoes) HakmuUTe Ha KHOMKY Light

Table (MpocseT cTtona/cnoes) =, yuTobbl yBMAETb CBOM OPUTMHA/bHbIN
PUCYHOK BO Bpems pucoBaHus.

5) B Drawing View (OKHO pucoBaHKuA) 06BeanTe HOBYIO YacTb (Kycouek
KYK/1bl/MapuoHeTKK). YbeauTecb B TOM, YTO Bbl HAPUCOBAM MOJIHYIO
$OpMY 4acTK, KOTOPaA MOKET BbITb 3aKPbITO APYrMM YH4aCTKOM Tena.

6) B naHenn Tools (MHCTpymeHTbl) BbibepuTte MHCTPYMeEHT Paint
(Kpacka) :

7) B okHe Colour Palette (LiBeToBas nanuTtpa) Bbibepute HeobxoaMMbIiA
LBerT.



8) B Drawing View (OKHO pucoBaHMs) pacKkpalunsaem Balwy HoByIO
3aPUCOBKY.

9) CoxpaHuTe Ball NpoeKT.

10) MoBTOpUTE 3TN AENCTBUA ANA KaXKA0M HOBOM YacTu Bawero
nepcoHaXKa (MapuoHeTKa).

Pacnpegensaem cnou

Kak TonbKO Bbl 3aKOHYMAM pUCcOBaTb YacTu Bawero nepcoHarka, To
MOXHO 0OHApPYXUTb, UTO PUCYHKWN O0/XKHbI ObITb NepepacnpeseneHsi.
Bbl MOKeTe pa3mecTUTb YacTM MEPCOHAXKa B MPaBUIbHOM NopAaKe
nepen yCTaHOBKOM UX APYT C APYTOM.

MNMepepacnpeaensem Bawu cnou:

1) B okHe Timeline (BpemeHHas WwkKana) Bbibepute pUCYHOK, YTOObI
MOCTaBUTb €ro Nnepea Apyrmumu.

2) NepeTawumTe BbIOPaHHbIN ciok u nomecTute ero MEXAY
cyuiecteyowmmm cnosmu. HE 6pocanTe ero Ha cNoM, TaK KakK 3To
COeANHUT UX, ECIN HE XKeNaeTe 3TOro, YToObl X COeaMHUAO.
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L] 45 _Turtle | oyohrou 45 Turtle_head | | | | | | |
5 Turtle hat # Turtle_|_eyebrow

43 Turtle_belly 45 Turtle_belly

=1 R SR R (| O T R

3) NoBTOPANTE 3TOT NPOLLECC A0 TEX NOP, MOKA BCE YAaCTU NMEPCOHAXKa He
Pa3/10XKaTCcA B HY}KHOM nopaake.

Poautenbckue 4actu

Y106bI NPUKPENUTL OANH CNON K Apyromy, B okHe Timeline (BpemeHHasn
LWKana) nepetawmte oaAnH CNI0M Ha APYrown.

MpuKpennsaem oauH cCNou K gpyromy:

1) B okHe Timeline (BpemeHHasn wkKana) BbibepuTte /101, KOTOPbIN
HeobxoaAnMMO coeAnHUTb € ApyrMm. Hanpmumep BbibepuTe ciom ¢
npegnneybem, YTobbl NPUKPENUTb €r0 K C/I0H0 MNevya.

2) NepeTawmTe BbIOpPaHHbIN cno HA TOT, K KoTopomy Bbl xoTuUTe

npucoeAnHuUTb. ocne 3Toro, Kak cnon byaet npucoeanHEH, oH byaet
OTTEeCHEH BNpaBo.

O + - A= E B

# Turtle_r_leg i L
¥ 45 Turtle_r_thigh !

P ——
Eﬂ Q Turtle_| arm ]
¥l #3 Turtle_| forearm l ,,,,,,,
¥l #9_Turtle _halk | ,,,,,,,
sl & Turtla hattam nack i

Ecnn coegnHeHHas Bamu 4yacTb A0MKHA HAXOAUTLCS NOBEPX CN0K, K
KOTOpoMy Bbl coegnHmnnmn, To €€ MOXKHO BblABUHYTb BNepes, c
MOMOLLbIO COYETAaHUA KNABULL, YTO OO BACHAETCA HUXKE.



* B naHenn Animation Tools (MHCTpymMeHTbl aHMMmaLunm) Bbibepute

)

NHCcTpymeHT Transform (TpaHcpopmaums)

* B Camera View (OKHO Kamepbl) BbibepuTe 4acTb, YTOObI BbIABUHYTb
NnoBepxX.

Haxkmute n yaeprkuaa Knasuuwy [Alt] n HaxkmuTte kKnasuwy [CTpenkKa
BHU3], 4TOObI BbIABMHYTb PUCYHOK NoBepX. JJaHHAaa KOMBMHaumA
nepemeLLaeT PUCYHOK Ha O4HY no3uuuto Bnepes, (nosepx). Ecnm
Ha*KMETe HECKONIbKO pas, TO PUCYHOK MEPEMECTUTCA HA HECKObKO
no3nuui. Bbl TaK ke MmoXKeTe MCNoNb30BaTb Knasuwy [CTpenka Beepx],
4yTObbI NEPEMECTUTbL Ha3aa,



4) NoBTOpPANTE 3TOT NPOLECC ANA KaXKA0N COeAMHEHHOMN YacTu.

Dob6asneHne Macrep-nera.

Xopowunm anemeHTOM B KadecTBe A06aBKM K Balwen Kykne aBnsetca
Mactep-ller. 310 TpaeKTopua K KOTOPOWN Bbl NnpuKkpennaeTe KyKkny,
4TOObI caenaTb Kakne-nnbo aencTemna ana Heé. TakK ke 3To
MCNonb3yeTca ANa Toro, YTobbl caenatb MaclwTabnpoBaHue anda BCeN
KYK/Ibl U/IN XKe ANa oTaenbHOW Yactu. K npumepy, Bbl moxeTe
HapuncoBaTb XO04ALLEro NepcoHa*ka Ha 0 4HOM MecCTe U C MOMOLLLbIO
MacTtep-llera 3acTaBUTb ero nepemecTmTCca cn1esa Hanpaso.

Do6aBnaem Mactep-er:

1) B okHe Timeline (BpemeHHasn wWKana) HaxkmuTe Ha KHonKky Add
Parent Peg (lo6aBuTb poanTENbCKUIA Ner) = .

2) [1BOMHOM KNUK Ha HOBbIN lNer u Ha3oBMUTE ero
"MmaMoerolMepcoHaxa-lMer"

3) B okHe Timeline (BpemeHHas WwKana) BbibepuTe BCce Bawim chom
KYKAbI.



4) NepeHecuTe BbibpaHHOe HA HOBbIN Ner.

Bce choun coeanHATCA C Nnerom v OTTECHATCA BMpaBso.

20 #F & & |

[] = Peg Master Turtle
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YcTaHaB/AMBaeM TOUKY BpaleHusA
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[ns TOoro 4To6bI Balum YacTy NPaBUABLHO BPALLLAIUCH, HYMKHO
YCTaHOBWUTb TOUYKY BpalLLeHUA B HY>KHOM mecTe. ToYKa BpalleHuA - 3T
TOYKa OT KOTOPOW ByZeT OTTA/IKMBATLCA YacCTb Tesla U B LLEe/IOM
COOTBETCTBOBATb APTUKYNALUU. YTOObI 3HATH, rAe PacnoNOKUTb TOUKY
onopbl, Bbl A0/KHbI 3HATb CBOE Teso. Ecin Bbl nepemecTute pyKy, To
3aMeTUTe, YTO pyKa BpallLaeTcs BOKPYr nseya. [oaTomy, TouKa
BPaLLEHMA Y KYK/bl A0/I)KHA pacnosaratbca Ha naede. OnopHas To4Ka
ANs npeanaeybs 6yaet N0KoTb U T. 4.



Pasmewiaem TOUKY BpaleHuUA:

1) B naHenu Animation Tools (MHCTpyMeHTbl aHMMaUKnmn) Bbibepute
)

MHCTPYMeHT Rotate (BpalieHue) Q

2) B Timeline (BpemeHHasn wkana) nnm B Camera View (OKHO Kamepbl)
BblbepuTe NepBbii Kagp Ha KOTOPOM ByAeT yCTaHaB/IMBATLCA TOYKA
BpalLeHuA.

3) B Camera View (OKHO Kamepbl) HaXKMUTE Ha 3e/1eHYI0 TOYKY
BpaLL,EeHMA N NepemMecTUTe Ha HOBYIO NO3ULUIO.



4) B Camera View (OKHO Kamepbl) BpallaiTe YacTb, YTOObI YBUAETD,
XOPOLWO /M PaACNoJIOXKEeHa TOYKa BpalleHUA. Ecam HeT, ToO nepemectute
0,0 HYXXHOro pesynbrarta.

5) MoBTOpPUTE 3TOT NpOLECC AN KaxXAoM YacTu. He 3abyabte
YCTaHOBUTb TOYKY BpalleHUA ANs r1a3 n pTa. ITo, KaK NpaBuo,
pacnosaraeTca B LLeHTPe PUCYHKaA.

He 3abyabTe caenatb Baw mactep-ner. /lydylie Bcero pacnosiaraTb ero
MeXay Hor.



F'nasa 9: OcHOBbI KOCTEeM.

ITa Tema noapasfenaerca Ha caeayroume 4YacTu:
* NlobaBnaem KOCcTH

* HacTpolika KocTeM

* 30HbI BANAHKA

* AHMMaUMA KocTen

NobaBnaem Koctn

Do6aBbTe KocTn gnA Bawero nepcoHaxKa:
1) Y6éeantecn, uto Bbl paboTaete B Camera View (OKHO Kamepbl) ¥,

2) B okHe Timeline (BpemeHHas WwKana) BbIbepuTe c1oM KOTOPbIN
coaepKut Bawy pabory.

3) 3 naHenn Bone Tools (MHCTpyMeHTbI Ans KocTel) Bbibepute
r&‘?
NHCTPYMeHT Bone Creator (Co3gaHune KOCcTu) &% nnum HaxkmuTte Ha [U].

4) B3rnaHuTe Ha Bawero nepcoHaxa namn Ha 06BEKT U pelunTe, Kakme
yacTn 6yayT c3aam (CKpbIBalOTCA 33 APYTMMUM YacTAMMK). ITU YacTu
AO0MKHbI ObITb CO34aHbl B NEPBYHO o4Yepesb.
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KocTn 1 KoCTHble Lienu, KoTopble bblan co3aaHbl Nepsbimu, byayT
pacnonaratbcs B okHe Timeline (BpemeHHas WwKana) BBepxy nocse nux

CO34aHusA, NO3TOMY OHM ByAyT PacnofoXKeHbl B NepeaHen 4acTu
nepapxmm BUANMOCTU.

5) B Camera View (OKHO Kamepbl) Ha*KMUTe U NoTAHUTE, 4TObbI CO34aTb
nepBylo KOCTb K Ballemy pUCyHKy.

Mpwn co3aaHnKn CTPYKTYPbI KOCTEN, AyMalATe O TOM, rae Bbl xoTenu bbi
cAenatb U3rnb Ha n3lobparkeHnun. B aTom npumepe Mbl XOTUM MMETb
ABa n3rnba (oAnH B NOKTE U OAMH Ha 3anAcTbe). [lo3ToMy A0MKHbI

6bITb cO3AaHbl TpU KocTu: (Arm) pyka, (Forearm) npeanneybe u (Hand)
KUCTb.



6) NMocne Toro, Kak Bbl co34aM KOCTb, OHa aBTOMAaTMYECKM BblbMpaeTca
N oTobparKaeTca KpacHbIM UBeTom. Mpu co3aaHnKU cneayioLen KocTu,
OHa aBTOMaTUYECKU CBA3bIBAETCA C BbIBPAaHHOW POANTENICKOM KOCTbIO.
ITO co34a€eT CBA3aHHYIO Mexay coboli uens.

You must create your first bone by clicking to determine its start

/ position, then dragging to extend the bone length and releasing

the pointer at the desired end point. Every subseguent bone can
be created by clicking at the next end point. In this example, we
clicked at the wrist to create the second bone.

7) Mocne Toro, KaKk co34ann NOAHYIO Lenb AN OAHOM KOHEYHOCTH, Bbl
MOXeTe C034aTb OTAENIbHYIO KOCTb MW LEeNyk KOCTHYIO Lenb AnA



Apyron 4yactu Balwiero nepcoHarka nnm obbvekTa. Haxkmure u
yaepxunsamnTte knasuuwy [Shift], ytobbl caenatsb 370.

lpumeyaHue:

Ob6sa3zamensHo omnycmume knasuwy [Shift], ecanu xomume co30ame
uers U3 Kocmet, 8e0b 8 MPOMUBHOM csy4ae, Bol 6ydeme co30asame
cepuro He c843aHHbIX mexoy coboli Kocmed.

8) MocmoTpuTe Ha okHO Timeline (BpemeHHas wkKana). Mpu co3gaHum
Lenu U3 KocTen BUAHO, YTO C/ION aBTOMaTUYeckn gobasnatoTtca ana
Kaxaon koctn nog Bone Group (Fpynna kocten). KoctHasa uenob
OpraHW30BaHa B MEPAPXMMN, B TO BPEMSA KaK OTAENbHO CTOALLNE YYyTb
Hu»Ke Bone Group (Fpynna KocTen).
O #= & BiE =
w2 Pirate_Skeleton
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J w4 Pirate_Skeleton Bone
v

W

w4 Pirate_Skeleton Bone 2
& Pirate_Skeleton Bone 3

TaK*Ke OTMETUM, YTO C/ION PUCYHKaA C Bawmm nepcoHaxkem unm
ob6beKkTom aBTOMaTM4eckn npmucoegmuaetcs K Skin Group (Fpynna
BHELIHOCTM) nnu K Bawei Hosol Skeleton effect group. 370
NPOMCXOANT NOTOMY, YTO Bbl HAYanM co3gaBaTb KOCTU C 3TUM
BbIOPaHHbIM C/10EM.

w4 SkeletonPirate Bone 11
4 SkeletonPirate Bone 12
v 0 Skt Group
I 3 SkeletonPiratelmage
& Camem

e S I




HacTtpoika Kocteu

Kak To/1bKo Bbl Ha4yHETe co34aBaTbh KOCTU, UX MOXKHO ByaeT N3MeHSATb B
Setup mode (Pexknum HacTpoiiku) B Ntoboe Bpems, YToObI
ONTUMU3NPOBATL UX PacrnosioKeHne 6es3 co3gaHua aHMMaLUUM.

M3meHsem KOCTU UCNONb3ya MHCTPYMeHT Bone Setup (Hactpoika
KOCTH):

1) U3 naHenun Bones Tools (MHcTpymeHTbl gna Kocten) Bbibepute Bone
Setup (HacTtpoiKa KocTu) ﬁ WV HaXKMUTe Ha Knasuuwy [J].

2) B Camera View (OKHO Kamepbl) BbIbepUTe KOCTb, KOTOpPYtO Bbl xoTHTE
N3MEHUTD.

BblbpaHHaA KOCTb CTAHOBMTCA KPACHOM M NOABAAKOTCA ABa pblyara
yrpas/ieHus.

* YTOobbl NOBEPHYTb KOCTb, MEPEMECTUTE YKa3aTelb MblILLM Ha KOCTb,
MOKa He yBMAMTE Kypcop BpalleHua. Haxkmute u BpalwlanTe BbIbpaHHYO
KOCTb. Bbl MOXKeTe N3MEHUTb Yro/ BpalLeHua 1060 KOCTN B LenMu.

* YTt0obbl COKPATUTb AN YOJAMHUTD KOCTb, HA*KMUTE Ha KPYI/bIn
PbIYAXKOK HA KOHLLE KOCTU U NepemeltanTe 6anke nam ganolie ot
KOPHS KOCTU. Bbl MOXKeTe YyMEHbLIUTb NN YBENUUYUTb NH0OYIO KOCTb B



Lenoyke. Bbl TakKe MmorKeTe BpawaTb Npu MaCLLITa6I/I|DOBaHVIVI,
COo34aBaA ABa npeo6pa3OBava B O4AUH Llar.

—e

> <
\{Er\::%\

A\

Note how the scaled bone
affects the length of the
bone directly connected to

it, but not further down the
chain

* YT06blI MK3AMEHUTbL MNONOXKEHNE KOCTEN, HYXKHO HaXaTb Ha
MPAMOYrONbHbIN MapKep N NepeMeCcTUTb B HYXKHOE MecCTO.

llpumeyaHue:

Bbi 00%#CHbI UBMEHAMb Mos10#EHUE MOsIbKO poOumesnscKoll Kocmu
(ma, ymo co30aHa 6bina nepesoli 8 uernu), Yymobbl He co30a8aMeb
npobesbl 8 Bawux cocmasax, Ymo moxcem rpusecmu K
HexcenamesnbHOMYy UCKaxceHuUto 8 0aHHoU obsaacmu.

30HbI BAUAHUA

Ecauv Bbl ycTtaHoBUTE 30HY BAanAHMA KocTu B Elliptical, To oHa byaeT
CBA3aHa B npegenax ¢opMbl 3/111MCa, KOTOPYI MOXKHO U3MEHUTb.
Y106bI NI3IMEHUTL Pasmep 1 GopMy 311UNCaA, AOCTAaTOYHO NPOCTO



MaHUNYTNPOBATb KBAaAPATHbIMU TO4YKaMU BOKPYT CBOEro
orpaHmn4yunTenaA.

N3meHsaem 30HY BAMAHUA C NOMOLLbIO MHCTpymeHTa Bone Influence
(Bnnaxue Koctu):

1) U3 naHenu Bone Tools (MHCTpyMeHTbI AnsA KocTen) Bbibupaem
NHcTpymeHT Bone Influence (Bananue koctn).

2) B Camera View (OKHO Kamepbl) BbIbepuTe KOCTb, BAUAHUE KOTOPOM
XOTUTE N3MEHUTb. Ybeantech, 4To B oKHe Properties (CBOMCTBA) 30Ha
BNINAHMA ycTaHoBANeHa Kak Elliptical.

Bbi6paHHble KOCTK 0TOOPaAXKatOTCA KPaCHbIM LBETOM, @ BOKPYT YepPHbIM
LLBETOM OrPaHMYMBAIOLLAA 30HY BANAHMA rPaHULa.

3) HaxkmuTe 1 nepemeLante KBagpaTHble TOYKU, YTOObI U3MEHUTb
pa3mep WA U3SMEHUTb 30HY BAUAHUA.

AHMMaUMA KocTen

Tenepb, Koraa KyKobHbIN CKeneT rotoB, MOXHO NPUCTYNaTh K ero
aHMMaUMW.

AHMUpyem KocCTu:

1) U3 naHenn Bone Tools (MHCcTpymeHTbl Ana KocTen) Bbibepute

NHCTPYMeHT Bone Manipulator (MaHunynatop KocTtu) [—&?



2) B okHe Timeline (BpemeHHas WKana) nepenaute K Kagpy, rae Bbl

XOTUTE YCTAaHOBUTb NEPBYHO NO3Y KYK/bl.
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3) B Camera View (OKHO Kamepbl) BbIbepuTe KOCTb KOTOpPYHO Bbl xoTUTE

dHMMUNPOBATb.

4) KocTb BbibpaHa, TO Bbl MOKETeE:

* Ucnonb3oBaTb KBagpaTHbIE PblYaXKKN AN NepemelleHUs BbiIbpaHHOM

KOCTU Ha HOBOE MeCTO. YYTuUTe, 4YTo 3TO AOCTYNHO TONbKO ON1A

pPOAMTENbCKOM KOCTHU (Ta, YTO Nnepsan bblna co3aaHa) B Lenu.

h::f
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Mpu nepemeLLLeHNM KOcTH, B OKHe Timeline (BpemeHHasn wkana)

CO3aeTcA MapKep - YepHbIit KBagpaT KAKYeBOro Kagpa Ha cnoe

BbIOpPaHHOM KOCTM.

* Ucnonb3ymnTe KPyrabiit pbluyaxKokK, YTobbl CRIOWUTL U PACTAHYTb

KOCTb. B npuBeaeHHOM nNpumepe HUKe, 0bpaTnte BHUMaHUE, KaK

poanTenbCKaa KOCTb HE U3MEHAETCA, HO AOo4YePHAA KOCTb CTAHOBUTCA

CNAIOLLEHHOW M PACTAHYTOMN.



MacwTtabupoBaHMe KOCTU C MHCTPYMeHTOM Bone Manipulator

(KOCTHbI MaHMNYNATOP) CO34acCT CTPENOBUAHbIE KNoUYEBble MapKepbl
BBEPX-BHU3 B OKHe Timeline (BpemeHHas WwkKana) Ha BbIbpaHHOM c/ioe
KOCTW, @ TaK e U Ha C/ioe lo4epHen KOCTH.

MPUHUMN MAaHUNYAALUNM NPOUCXOANT TOT }KE, YTO U MO K/HOYEBbIM
MapKepam, KOTopble BUAHbI MPU MacliTabnpoBaHUM M BpaLLEHUU. ITO
NOTOMY, UTO MHCTPYMeHT Bone Manipulator (KocTHbI maHunynatop)
NO3BOJIET MaclITabupoBaTh M BPaLLaTb B TOM K€ CAMOM ABUKEHUN.

E‘-!

lpumeyaHue:

Bbl mak e moxeme ucnonb3oeams UuHcmpymeHm Scale (Macwma6)

J@ U3 naHenu uHcmpymeHmos Animation (AHumayus) 004
8bIMN0/IHEHUA 0py2020 muna macwmabuposaHus. Yxeamumecs 3a
KOHYUK KOocmu Ymobbl cnanwumes U pacmsaHyme e2o. B npusedeHHoOM
HuMce npumepe, obpamume 8HUMAHUE, YMo pooumesibCKue U
doYyepHuUe Kocmu He 3a8ucAm om mMmacwmabupo8aHuUs, HO MOAOHEHUE
doyepHell MeHAemcsa no omH{oweHuto macwmaba eblbpaHHOU Kocmu.



MacwmabuposaHue Kocmu ¢ NoMoubto UHCmpymeHma Scale
(Macwmab) co30acm cmpesKy 8HU3 KAHO4YEB8020 MAPKepPd 8 OKHe
Timeline (BpemeHHas wKana) Ha cs10e 8bI6paHHOLU Kocmu.

—

* C nomoLblo MHCTpyMeHTa Bone Manipulator (KocTHblii

MaHUNynsaTop) & HaXXMUTe HeNnocpeacTBEHHO Ha KOCTb U
nepemecTuTe Kypcop, YTobbl NOBEPHYTH €€.

MOBOPOT KOCTU CO34aCT KPOLLEYHYIO CTPE/IKY BBEPX KNHOUYEBOTO
MapKepa B okHe Timeline (BpemeHHas WKana) Ha cnoe BbibpaHHOM
KOCTW.



* Ecnun Skeleton Effect cBepHyT, 06paTnUTE BHMMAHME, YTO Bbl He
yBUAUTE KNtoUYeBble MapKepbl. ECAY pa3BepHYTb 3N1eMEHTbI KYK/bl,

Ha)aB Ha CTPEesIoUKY CnedytoLLero mactep-nera, To 3aMeTUTe KpacHbIi

KBaZpaT Ha pOAUTEIbCKOM 3/1eMeHTe NepemelL.eHHoM Bamn KocTu. 3T1o

YKa3blBa€T HA TO, YTO 3Ta A0YEPHAA KOCTb N €CTb K/ toueBomn Kagp.

v & Firate_Skelatc o | 1 e— '|
w4 Pirate_Ske i i
$ plrate— e ——————h_]

5) B okHe Timeline (BpemeHHasn WKana) nepengnte Ha Kaap, rae Bbi
XOTUTE YCTAaHOBUTb BTOPOW KNOUEBOM Kaap.

S0 &S @ @@ g 5 | i 20 30 40
B leton Bone 1

w4 Pirate_Skeleton Bone 7|

4 Pirate_Skeleton B

6) B Camera View (OKHO Kamepbl) aHUMUpPYHTE NEPCOHAXKa.




7) NoBTOpPANTE 3TOT NpPOLECC A0 TEX NOP, NOKa BCe No3bl He byayT
caenaHbl.



f'nasa 10: AHMMaLUA KYKO/IbHOM
annanKauun.

Mocne Toro Kak Bbl MMNOPTUPOBA/IN KYKONbHYO aHMMaLLMIO B CBOM
npoekKT B Studio, Bbl moKeTe HayaTb aHMMMPOBATb 3TO.

AHMMaAUMA KYKAbl:

1) B naHenun Animation Tools (MHCTpyMeHTbl Ana aHumauumn) Bbibepute

NHCTPpyMeHT Transform (TpaHcpopmaums) nnu Bblbepute Tools>
Animation Tools> Transform (MHcTpymeHTbI> NHCTPYMEHTbI ANA
aHUMaunmn> TpaHchopmaLma) AN HaxKmuTe Ha [7].

2) B okHe Timeline (BpemeHHas WwKana) nepenaute K Kagpy, rae Bobi
XOTUTe, 4Tobbl yCTaHOBMAACL NepBasn No3a Bawen Kykabl (MapuoHeTKa).

20 &= & = E =
DT - ———
W Camea

3) B Camera View (OKHO Kamepa) uaun B Timeline (BpemeHHas wKana)
BblOepuTe YacTb A1 aHUMaLUMN.

* Ecnm Bawa Kykna cBepHyTa, WENKHUTE B BEPXHEM C/I0€ CTPE/IOYKY,
4yTObbl pa3BepHyYTL €E.



4) C nomoulbto nHcTpymeHTa Transform (TpaHcdopmaums) noBepHUTE,
HAK/NIOHUTE, MacLITabnpynTe AN NnepemecTuTe Ha HOBYHO MO3MLMIO.

KntoueBoi Kagp co3aatbea B okHe Timeline (BpemeHHasd wkana). Ecam
Bawa Kykna cBepHyTa, 0bpaTuTe BHMMAHME, 4TO Bbl He BUAUTE
K/1l0YEBOM Kaap Ha C/0e macTep-nera.



& # = & T s =

|:| %’ Turtle_Puppet P |
w4 Turte bely o
w4 Turtle_bottom_neck ¢
4 Turde_r_forearm ¢}
w4 Turtle | arm2 |} O
4 Turde_| forearm. -

Ecnn pa3BepHyTb 31eMeHTbl Ballen KyKnbl, HaXKaB Ha CTPEIOYKY pALOM
C 91eMeHTOM MmacTep-nera, Bol 3ameTnTe KpacHbIM KBagpaT Ha
pPOANTENBCKOM NepeHeceHHOM Bamu anemeHTe. 3TO NpU3HaAK TOrO, YTO
A04YEPHUN INEMEHT MMEET KKOYEBOM Kaap.

* YepHbIM KBagpaT Ha aN1eMeHTe NpPeacTaBAeT NepeHeceHHbI Bamu
K/Il04EBOW Kaap.

5) B okHe Timeline (BpemeHHas WwKana) nepenaute K Kagpy, Ha
KoTopom Bbl xoTtenu 6bl ycTaHOBUTb BTOPOM K/IHOYEBOW Kaap.

&0 = A = B = '

D ’lr"" Turt|e_|3uppet - +
W Camers

6) B Camera View (OKHO Kamepbl) aHMMUpynTe Baliero nepcoHaKa.

lMocne Toro, Kak Bbl pacnonoxute Bawy Kykny, Bbl moXKeTe co3aaTb
K/1IOYEBOM Kaap 419 BCEX CBEPHYTbIX 3/IEMEHTOB U 3a0/1I0KMPOBATb BCHO
KOMMNAEKTauuIo Tena B onpeaeneHHom Kajgpe.

BAOKMPOBKa pacnosoXeHusa Bcero Tena:

1) B okHe Timeline (BpemeHHasn wWwKana) Bbibepute Kaap, Ha KOTOPOM
Bbl xoTuTe 3a610KMpPOBaTb NONIOXKEHME Balueln KyKbl.



2)Bbibepute Element> Peg> Add Keyframe (3nemeHnT> MNMer> Job6asutb
KNo4YeBOM Kaap) Mamn Haxkmute Ha [L].

Y0 #= | = = E 2 0 ® & & (E s =
- Turtle_Puppet » w ¢ Turtle_Puppet - |
o
& Gmers w43 Turtle_bely

w43 Turtle_bottom_neck
w43 Turtle_top_neck |=

¥ 43 Turtle_head 2

4 Turtle_r_e

e I B




Fnasa 11: HactpouKa cueHbl U nyTu

ABUXXEHUA.

IdTa Tema noApasaenaeTca Ha cneaytoume YacTu:
* No3MLMOHUPOBAHNE 31EMEHTOB

* [lybnnpoBaHue cnoes

* AHUMaUnA obbeKToB

* AHUMaUKNA Kamepbl



No3nymoHmnpoBaHue aNemMeHTOB.

Ncnonb3ysa nHcTpymeHT Select (Bbibop) R , Bbl moKeTe
NO3ULUMOHMPOBATb, MaclUTabnpoBaTb, BPaLLaTb U HAK/NOHATL 3/1EMEHTbI
npamo B Camera view (OKHO Kamepbl) 6e3 co34aHUsA Ko4YeBbIX

Kaapos.

Horizontal and
ertical scale

Temporary pivot
offset

Horizontal scale

Vertical skew

.|
Horizontal skew

Ucnonb3syem nHcrpymeHT Select (Bbibop):

1) B naHenun Animation Tools (MHCTPpYyMEHTbI ANA aHUMaUUN) HAXKMUTE

Ha MHcTpyMmeHT Select (Bbibop) R , nepenaunte B Tools> Animation
Tools> Select (MHcTpymeHTbI> UHCTPYMEHTbI aHMMauun> Bbibop) nnu
HaXXmuTte [6].

2) B Camera View (OKHO Kamepbl) unun B okHe Timeline (BpemeHHan
LLKa/1a) BblIbepuTe MHCTPYMEHT, KOTOPbI Bbl XOTUTE NepemecTuTb.

3) Ncnonb3ynte oAnH N3 PblYAXKKOB OrPaHNUYMBAtOLWLEN FPAHMLbI ANA
NO3MLUMOHUPOBAHMA U TpaHCchopMauun Bawero anemeHTa.

* Ypepxunsante knasuuwy [Shift] npu macwrabmuposaHumu, 4tobbl
COXPaHUTb COOTHOLLEHMSA NPU UCNONb30BAHMW YTNOBbIX PbIYAXKKOB.



*Ynepxunsante knasuuwy [Shift] npu BpaweHnmn, 4Tobbl 3a610KMPOBaATH
COOTHOLLEHKWE NpU KaxAablx 15 rpaaycos.

AybnnpoBaHue cnoes.

527
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[ybnvpoBaHue cnosa npeaocTaBuT Bam He3aBUCMMYIO KOMUIO PUCYHKaA
M ero aKCno3nuuio. Bl MoXKeTe n3mMeHATb B Ay6/1MpoBaHHOM C/l0€ BCe,
4TO Bbl 3aXOTUTE M 3TO HUKAK HE NOBAMAET HA OPUTMHAA.

Bbl MOXKeTe ncnoab3oBaTh Ay6/IMPOBaHHbIE C/I0U, €CAKN, Hanpumep Bbl
XOTUTE NCMOIb30BATb aHMMALMIO CTaun pbib, HO BCe eLé XoTUTe
N3MEHUTb HEKOTOPbIX Pblb 1 AaTb UM MHAMBUAYA/IbHbIE AEACTBUA.

Aybnunpyem cnomn.

1) B okHe Timeline (BpemeHHasA wWKana) HaXKMUTe Ha CI0M, KOTOPbIM
XoTuTe npoaybnpoBaTthb.

O #= &8 FE & E
+ School of fish =
#3 Sand dune k

#5 Sand dune 1
#3 Rock Background
#5 Coral reef

EEEHE) &

2) B meHto okHa Timeline (BpemeHHas wKana) Bbibepute Duplicate
Element (Qyb6anpoBaTtb anemeHT).



[ly6nnpoBaHHbIN cnoit noasaseTca B okHe Timeline (BpemeHHan
wkana). B Camera View (OKHO Kamepbl) UAEHTUYHBIA SNE€MEHT
NOSAB/IAETCS B TOM YK€ MecCTe, YTO U OPUTUHAJIbHbIN.

20 #& & @BE s =
49 School of fish 2 | -
#3 School of fish

3 Sand dune

#5 Sand dune 1

SIS =

3) MoBTOpAKTE 2-0M WAl A0 Tex NOP, NOKAa He npoaybanpyeTe BCce

HYXHble Bam cnhown.

O #¥& & BF S E
#3 School of fish 6 *
#3 School of fish 5
#3 School of fish 4
#3 School of fish 3
#3 School of fish 2
#3 School of fish

EHSHSHEHS) S

4) B Camera View (OKHO Kamepbl) Bbl MoxKeTe nepeno3numoHmMpoBaTb
N TpaHcPopMUpPOBaATbL CBOM AYOAMPOBaAHHbIE CION UCMO/b3YS

aHMMaUMOHHbIN MHCTPYMeHT Select (BbibpaThb) &R :

5) B Drawing View (OKHO pucoBaHUA) U3MeHAnTe Balln pUCYHKKU no

HeobxoaAnMOCTH.

O



AHUMaUnA 06bEKTOB

B aTom pasgene onucbiBatoTCA OCHOBbI aHMMaLMM 0O BEKTOB Ha CNOE.
Studio npeaocTaBnAeT WMPOKUN aCCOPTUMEHT PYHKLUMI, KOTOpPbIE
NO3BO/IAIOT BOCNPOU3BOANTb TOYHbIE TPAEKTOPUMK. TeM HE MeHee, A0
AOCTUXKEHWNA TaKoro ypoBHA, Bbl A0NKHbI HAY4YMUTbCA CO34aBaTb
NPOCTOE ABUMKEHME.

AHMMUMpyem cnom:
1) B naHenu Tools (MHCTpymeHTbI) BbiIbepuTe MHCTpymeHT Transform
(TpaHchopmauus)

2) B okHe Timeline nepenguTte K nepsomy Kagpy.

20 PP & B s % |
o 45 Drawing *

| =/ Camera-P

¥ & Camera

3) B Camera View (OKHO Kamepbl) BbibepuTe anemeHT ana
aHMMMPOBAHMA MU NEPEMECTUTE Ha NepBYy NO3MLMIO.




4) B okHe Timeline (BpemeHHas WKana) nepengnte K Kaapy, KOTOPbI
Bbl xoTUTE cAaenatb BTOPOM NO3ULMEN.

5) B Camera View (OKHO Kamepbl) nepemecTtuTe BbiIOpaHHbI 0OBEKT Ha
HOBYIO NO3MNLMIO.

6) B naHenun Playback (BocnponsseaeHune) Haxkmute Ha KHOMKy Play

/

/
(MpowurpaTb) \!/ , YTOObI yBMAETb Bally aHMmauumto.
AHMMaLMA Kamepbl.

AHmMUpyem Kamepy:

1) B naHenun Animation Tools (MHCTpyMeHTbl AnA aHumauumn) Bbibepute

NHcTpymeHT Motion ([BuxKeHue) f :

2) B okHe Timelime (BpemeHHas wkKana) Bbibepute ner-cnom Kamepbl B
NepBOM KaZpe CLEHbI.




49 Sea ‘_‘

W Cmen?r | N
W CEmers -

3) B Top view (Bupa cBepxy) Bbibepute Kamepy 1 nepemectuTe B
}enaemoe mecto. Bbl moxeTe BepHyTbca K Camera View (OKHO
Kamepbl), 4TOObl yBUAETb, KaK 3Ta Kamepa nepemellaeTca B Bawei
cueHe.

ERERER

4) B okHe Timeline (BpemeHHas WKana) Ha*KMUTe Ha AYENKY B c/oe
Camera Peg (Mer-kamepbl), AOKyAa Kamepa Hayana bbl cBoe ABUKEHME.

45 Rocks Background . I

43 Sea H T
A I | |

W Camera s [}

5) HaxkmuTe npaByto KHOMKY mbiwn 1 Bbibepute Add Keyframe
(Aob6aBnTb KNHOUEBOW Kaap) UM HaxkKMmuTe Knasuuy [l].

KntoueBoi Kagp noAaBuTCcA B 3TOM ayelike. Jllobble Kaapbl,
NnpeALwecTBYHOLINE 3TON AYEMNKM K/IIOYEBOTO Kagpa NpoBeayT Kamepy B
TAKOE e MONOXKEeHWUE, KaK U B 3TOM K/IHO4EBOM Kagpe.

45 Rocks Background i
#5 Sea

& Camera -

M=

]




6) HaxkmuTe Ha apyryto A4elky, rae Bbl xotenn 66l OCTaHOBUTbL Kamepy.

49 Rocks Background
6 Sea

] Camera-P

W Camera

7) B Top View (Bua cBepxy) BbibepuTte Kamepy U nepemectuTe Ha

Kelaemyro nosnuuio.

Top View

ERERER

» FEERE) g

MosBnAeTcA BTOPOM KAOYEBOM Kaap U NNHUA CoeANHAIOLWAN ABa Kaapa

YKa3blBaeT, 4YTO Studio COo34aHa HEMNOCTOAHHbIM CETMEHTOM, a 3TO

O3HA4aEeT, UTO 3TO aBTOMATUHECKAA UHTEPNONALUNA ABUKEHUA.

+9 Rocks Background
43 Sea

[ = Camera-P

& Camera




l'nasa 12: lobaBasem 3BYK U
CUHXpPOHM3auuio ryb.

dTa Tema noApa3aenseTca Ha cieaytolme 4acTu:
* UMNopTMpoBaHMe 3BYKa

* CUHXpoOHM3auma ryb

MmnopTt 3ByKa

Koraa Bbl pewnTe, 4to xoTnTEe 406aBUTbL 3BYK, TO Bam Heobxoanmo
NoAroToBUTb 3TOT 3BYK 3a nNpegenamu Toon Boom Studio. A B Studio Bbl
nobasnsete Sound Element (3ByKoBOM aneMeHT) U opraHn3oBbIBaeTe
¢dannbl B Bawen aHumauymu.

3BYK byaeTt urpatb A0 Tex Nop, NOKa He AOCTUTHET KOHUA ¢panna nuau
nocnegHero Kagpa, co3gaHHbii B Sound Element Editor (PepakTop
3BYKOBOrO 3/1eMeHTa). Ecnm 3BYK pacnpocTpaHAeTCcA B HECKO/IbKMX
CLeHax, To OH byaeT npoaoaXKaTb UrpaTh.

Bbl MOXXeTe MMNOPTMPOBATL CTO/IbKO 3BYKOBbIX $aaoB, CKO/IbKO Bam
yrogHo. OaHako, ecnu Bbl byaete nocTtaBasTb CBOU MyNbTHUIbMBbI
yepes UHTEPHET, To Yem 6osblue 3BYKOB AobaBute, Tem 6onblue
pasmep (merabaiiT) 3aKOHYEHHOro my/bTdunbma byaer.

Toon Boom Studio umnopTupyeT, aKCNOPTUPYET N NPOUTPbIBAET 3BYKU C
nomoubto QuickTime. Studio noaaep»neaet 3s8ykoBblie GopmaTbl
TO/IbKO Npu3HaHHble Qt®, 3a og4HU NNWb UcKAoYeHnem: popmar Flash
ADPCM, KoTopbi NoaaepKMBaeTcs n3Ha4vyasibHo.

MmnopTtupyem 3sykoBou ¢ann:
1) BbINnONHUTE OAHO U3 CneayoWwmnx AernCTBUN:

* Ha naHenu Sound Editor (3ByKoBOW peaKTop) HaXKMUTE HA KHOMKY

Import Sound (MmnopTnpoBaTh 3BYK) FAl



* B BepxHem meHto BbibepuTe File > Import File (Painn >
NmnopTtupoBaHue daiina).

* B okHe Exposure Sheet (Tabnnua aKCno3nuUmin) HaXXMUTE NpaByto
KHOMKY MblLlIKX Ha Ntobyto suenky mn Bbibepute Import Sound File
(MmnopT 3ByKOBOrO ¢aiina).

* B okHe Timeline (BpemeHHasn WkKana) Haxatb Ha KHonKy Add New
Elements (Jo6aBuTb HOBble 3n1eMeHTbl). B Ananorosom okHe BbibepuTe
TmMn Sound (3BYyK), Ha3BaHue cnosa n Haxkmute OK. B okHe Properties
(CBoiicTBa) HaxkmuTe Ha KHonKy Import Sound File (MmnopT 3ByKOBOrO
danna).

* B okHe Exposure Sheet (Tabanua akcno3mumuii), B BEpXHEN NaHenm
Ha)XMuTe Ha KHonKy Sound (3ByK). B okHe Properties (CBoicTBa)
Ha)XMuTe Ha KHonKy Import Sound File (MmnopT 3ByKOBOro danna).

OTKpoOeTCA AMasnioroBoe OKHO.

2) B OTKpbITOM ANANOroBoM OKHe HanauTe Baw 3BykoBown ¢ann (*.aiff,
*.mp3, *.wav nau *.m4a) n Haxkmunte Ha Open (OTKpPbITb).

3BYKOBOW /101 NoaABUTCA B OKHe Timeline (BpemeHHas wWwKana) u
oTobpasunTca B BUAE 3BYKOBOM BOJIHbI. TaK e 3ByKOBOM dhain noaBUTCA
B OKHe Exposure Sheet (Tabaunua akcnosnuun).

..D-l-—-l?:j‘-’__' B =

TE_Sound.way
o 43 Drawing

7| = Camera®f

¥ & Camera




CuHXpoHU3auma ryb.

[obaBneHne cMHXpoHM3aumm ryb B NpoeKT No3BOIUT NOBLICUTb
KaQyecTBO aHMMaLMKM NMPU Pa3roBOPHOM peun. Tem He MeHee, 3TO MOXKET
6bITb TPYAHO CAENAHO ANS NepCcoHa)a, 4Tobbl rybbl COOTBETCTBOBAN
3BYKY B HE0H6X0AMMbI MOMEHT. YTobObI pewnTb 3Ty Npobaemy, Studio
npeAaocTaBAAeT BO3MOXHOCTb CUHXPOHM3aLUMKM BUAEO U 3BYKA, 3Ta
bYHKUMA aHANU3NPYET COAEPHKMMOE 3BYKOBOTO 3/1EMEHTA U
reHepupyeT PoT Ha OCHOBe AMarpammbl (CM. HUXKE) U3 BOCbMU GOHEM
(A, B,C,D, E, F, GunX, KOTOpbI ncnonb3yeTca Ana Mmoa4YaHua). Bol
MOXETe CUHXPOHN3MUPOBATb ryObl TPAAULMOHHBIM CNOCOBOM MK AaTb
Studio co3aaTb aBTOMaTUYECKYO CUHXPOHM3auuto ryb Ha 6a3oBon
OCHOBE.

dopmbl pTa ncnosb3yemble Studio 0OCHOBaHbI Ha TPAAULMOHHOM KapTe
pTa MCNONIb3yeMOW B aHUMALMOHHOM MHAYCTPUN. byKBbI
ncnosnb3yemble ansa popm HE cooTBeTCTBYIOT GaKTUUECKUM 3BYKAM.

3aecb NnpeacTas/ieHbl Npuban3nTenbHble popmbl pTa, Kaxkaaa dopma
KOTOpaa MOXeT MPOU3HOCUTb 3BYK:



dopmbl pTa MpnbnunsutenbHoe 3By4aHme
b, m, p

d, h,ij ks
a, e

A, E

(0]

00, U
f, ph
MonyaHue, HeonpeaeneHHbIN 3BYK

X oOmMmmooO o>

q O\
@ o

ikt

C D

Y q Sz
F &

Extra Mouth 1  Extra Mouth 2

Bbl MoxeTe 06pallaTbcs K gMarpamme no3nLKiA pTa, Korga pucyere
dopmy pTa Bawero nepcoHarka.

Studio noctaBnaeTca ¢ MHOXKecTBOM WabA0HOB pPTa, YTO NO3BOAAET Bam
NUrpPaTb U SIKCNEPUMEHTUPOBATb Ha Bawem nepcoHaxke. Bbl moxeTe
€034aTb CUHXPOHM3AUMIO Ty6 1M CNoab30BaTb 3BYKOBOM C/ION UN
C034aTb CUHXPOHM3auMIo ryb, a 3aTem MMMNOPTUPOBATH 3BYK.




Co3paém cMHXpoHU3aumio ryé ncnonb3ya WwWabnoHbl pra:

1) U3 naHenun Sound (3BYK) Ha*kmuTe Ha KHOMKY Lip-sync

(CuHXpoHM3aums ryb) - (B BepxHen naHenn B Mac OS X).

<y ()]

Mouth: | Lips Displays list of drawings

Sound: |[TE_Soundl.wav

2) BbinoNHUTE 04HO M3 CeayoWmnX AencTBMiM, 4Tobbl 406aBUTL 3BYK:

“

* Ha)kmuTe Ha KHOMKy umnopTa Sound (3ByK) }‘) . B oTKpbIBLWIKMMCA
ANAaNoroBom OKHe BbibepuTte 3ByKOBOM Pann u Haxkmute Ha Open
(OTKpbITD).

*N3 cnncka Sound (3ByK) BbiIOpaTb 3ByKOBOM pai/, KOTOPbIN Bbl yke
MMMNOPTUPOBANMN.

3) Echm Heob6x04MMO OTPeAaKTUPOBATb 3BYK, TO HAXKMUTE HA KHOMKY

‘ lljv| Edit Sound. .. ‘

Edit Sound (PeaakTop 3ByKa) n caenamTe ntobyo

onepauymto B Sound Element Editor (PegakTop 3ByKOBbIX 3/1€MEHTOB).

4) Haxkmunte Ha KHonky Import Template (MmnopT wabnaoHa) 4")

OTKpoeTcs AManoroBoe OKHa, rae otobpasaTca wabaoHbl pTa.



B Templates | 2 &r

N W\ —— U o

Alien.tbt BigLips.tbt BigSmile.tbt Boy.tbt Cat.tbt Clown.tbt CrookedTeet..,

m

~ L) N A - @ ——

Derno.tbt Dog.tht Frown.tbt Girl.tbt RedLips.tht RoundLips.tbt Smiletbt

OK ] | Cancel

A

5) Boibepute wabnoH pta u Haxkmute OK.

B okHe Timeline (BpemeHHas wkKana) cosgactcs cnout Drawing
coZeprKallMii BOCEMb PUCYHKOB PTa.

O # = & = E B

v S TB_Sound.wav

v #5 Drawing

J| = ¢ Camera®

7 & Camera

6) Haxkmute Apply (MpnHATL) ANsA reHepnpoBaHUA CUHXPOHM3ALNMK YD
CO 3BYKOBbIM paniom.

dopMbl pTa CUHXPOHM3NPYIOTCA CO 3BYKOBbIM hali/iom.

O # = & = B H
v S TB_Sound.wav
v #5 Drawing
J| = ¢ Camera®
7 & Camera

7) B Drawing View (OKHO pucoBaHUA) UCNONb3YNTE NHCTPYMEHT Select

(Bbibop) ’ R 1 n3 naHenn Animation Tools (MHcTpymeHTbI Ans
aHMMaUUK) ANna maclTabupoBaHUsA PUCYHKOB pTa Ha c/oe.

8) B Camera View (OKHO Kamepbl) CKOPPEKTUPYMTE MeCTo pTa Ha
Bawem nepcoHaxe.



Bbl MOKeTe NCNONb30BaTb CBOW COBCTBEHHbIE PUCYHKN AN
reHepMpPoOBaHUA CUHXPOHKU3ALUMN TY6.

Co3paém cMHXpOHM3aumio rybé ucnonb3ysa cBoM COH6CTBEHHbIE
PUCYHKMU:

1) B okHe Timeline (BpemeHHasn wWwKana) Bbibepute c0 PUCYHKA, rae
6yayT coaepKaTtbca BOCEMb PUCYHKOB Baluero pra.

2) Ha naHenun Sound Editor HaxkmuTe KHonky Lip-sync (CMHXpoHM3aumsa

ry6) = ..

MoaBuTcA oKHO Lip-sync (CMHXpoHM3aumsa ryb). Bocemb Bawmx
PUCYHKOB PTa aBTOMaTUYECKM 0TOOPA3ATCA C aHUMALMOHHBIMM
doHemamum.
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3) BbINOAHUTE OAHO U3 cAeayoLWmnX AeUCTBUM, YTOObl A,06aBUTL 3BYK:

* HaxkmuTe Ha KHonKy Import Sound (UmnopT 3BYyKa)
OTKPbITOrO AAMaN0roBOro OKHa BbibepuTe 3ByKOBOM pain U HAXKMUTE Ha
Open (OTKpbITb).



* U3 cnucKka Sound (3BYK) BbibepuTe paHee UMNOPTUPOBaHHbLIN Bamu

3BYKOBOW dpann.

4) Echu HeobXxoAMMO OTPEAAKTUPOBATb 3BYK, TO KIMKHUTE Ha KHOMKY

Z*b*d'n Edit Sound...

Edit Sound (PepakTnpoBaTth 3BYK) N BbINONHANTE Ntobble

onepaumu B Sound Element Editor (PegakTop 3ByKOBbIX 31€MEHTOB).

5) Mpn HeoH6X0ANMOCTN, MOXKHO HAaCTPOUTb OTOOPaXKeHMA pTa, HaXKaB
Ha cTpenoyku Previous Drawing (Mpeabiaywmnii pucyHoK) n Next
Drawing (Cneaytowmii pucyHoK) ntobbix pToBs.

Mapping

g — H

6) Haxkmute Apply (MpuHATB), 4TOObI CreHepUpPoBaTb CUHXPOHMU3ALNIO

ryb co 3ByKoBbIM pansiom.

dopmbl pTa CUHXPOHM3UPOBAINUCHL CO 3BYKOBbIM dain.

2 ) #E B E E =
o TE_Sound.wav » Ll S 28
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f'nasa 13: KykonbHaa aHumauyums.

B 3aBucmmocTun ot T0oro, xotute nm Bol 2D nnun 3D oKpyKeHue, Bol
A0/IKHbI HACTPOUTb COOTBETCTBYHOLWMN GOH. Echm npegnoyntaete 3D
¢OH, TO Bbl OTHOCMTECH K 31EMEHTAM B TOM XKe MaHepe, 4To Bbl
obpauwaetecb co cBoum Stop-motion (KykonbHas aHumaumsa). Ecam Bam
HYy»XeH 2D ¢poH, TO He0bX0A4MMO YCTAaHOBUTb CUHUM NN 3EeNEHDbIN
3KpaH.

KyCOK TKaHM CO CRNOLWHbIM CUHUM UK 3e1EHBIM LIBETOM, YTOObI Bbl
MOTF/IN NErKo BblAeNnUTb U ybpaTb HEOOXOAMMBIN LBET B MPOrpamme.
3TOT NpoLecc U3BeCTeH Kak MaHUNyNALMK CO LBeTOM. 3aTem Bbl
MOKEeTe HaJIOXNTb Apyron ¢oH, Hanpumep 2D-pUCYHOK, CO3AaHHbIN B
Studio unun 3D-poTorpaduio, UM KycoK BUAEO.

Ba*KHbIM 3/1IEMEHTOM CAeAyeT YyYUTbIBATb MNP HACTPOKE 3e/IeHOro
doHa nnmn HacTpoikn Stop-motion (KykonbHas aHMmauus), asnaerca
ocselleHune. B cnyyae 3en1eHOro skpaHa, MArKMn, NI0CKOe OCBeLLeHne
MOMKET BbITb KNOYOM ANA TNaAKOCTU U eCTECTBEHHOCTU TEHEN. Yem
MEHbLLE Pa3/IMiuuA B TOHE, TeM Sierdye NoTom paboTaThb C K/OUYEBbIM



LUBETOM. HeobA3aTenbHO cTaBUTL ANA 3TOro HECKOJZIbKO J1aMIl.
JloCcTaTO4YHO XOpoLero KOMHaTHOro OcBeLleHuA.

3Ta Tema noapasaenseTca Ha cneayouwme 4acTtu:
* HacTpoiku Kamepbl
* KntoueBon uset

* 3axBaT

HacTtpoiika Kamepbli
1) U3 meHto File (Pain) Bbibepute Acquire >From Capture Device.
MoasuTca oKHO Image Capture (3axBaT M306parkeHms).

2) B pasaene Options (MapameTpbl) BbibepuTe BKAaAKY Source
(McTouHMK). HatgmTe n BbibepumTe Bawwe 3anucbiBatoLLee yCTPOMCTBO U3
CrKCKa.

3) U3 cnuncka Source (UcTtouHmK) BbibepuTe Full-Resolution Photo
(MakcmanbHoe pa3pelueHme oTo), ecnm 3To A0CTYNHO AnA Bawero
YyCTPOMCTBa (HEKOTOpPbIE YCTPOMCTBA, TaKNE KaK BEO-Kamepbl MOTYT U He
06/1a4aTb TakoOM onuuen). B npotnBHom cnyyae, Bbibepute Live
Preview, ecnu npeanoymntaete 6bICTPYO CbeMKy ana rpyboro Tecra.

4) Ecnu xoTuTe crnagunTb HEKOTOpble Balwiun uBeTa, BbibepuTe onumio
Noise Reduction (LUymonoaasneHune). Echm xoTuTe 3aXxBaTUTb Kak
MOXKHO bonbllue aeTanen, To He BbiIbUpanTe 3Ty onumio.

5) Haxkmute Properties (CBomncTsa).

OTkpoeTtcs okHo Camera Properties (CBoicTBa Kamepbl).



310 Nnpumep oKkHa TunnyHom Camera Properties (CBoicTtBo Kamepbil).

[lpumeyaHue:

CmpaHuua Camera Properties (Ceolicmea kamepa) omauyaemcs 0414
Kaxc0oeo ycmpoticmea 3axeama. Omobpaxcaemas UHghopmayus Ha
cmpaHuue ucxooum om camozo ycmpolicmea u, cs1e008amesbHo,
codepxum passnuyHbslie 8apuUaHmMbl 0414 Kaxr 0020 ycmpolicmeaa.

Camera Properties (=]
Exposure @
AEMode: A-DEP

Tv:

he numbersin this
diagramrefer tothe
ollowing steps.

Av:

503 800 =

Metering Mode:  Center-Weighted Average

Exposure Comp: 41

Image Size: Large Fine Jpeg

White Balance
Focus Preview Position:

Mode: Tungsten 5.8 ‘
Zoom Preview | Left DUD ‘ Right
own

Compensation

blue () amber Info
0 Camera Name:

magenta ! green Serial:
l_} Owner:
0 Battery (%):

{ Close

6) BONbLWKMHCTBO HAaCTPOEK, KoTopble Bbl BUAUTE B pasaene Exposure
(9kcno3mumA) Ha Balwwel Kamepe ycTaHOBEHbI BPY4YHYO. Ecam
M3MEHUTb HACTPOMKY B MporpammHom obecneyeHnu, Takyto Kak ISO,
OHa M3MEeHUTCA Ha Bawen Kamepe. Ecam Bbl U3meHAETe HAaCTPOMKY Ha
CaMOM Kamepe, TO OHa TaKXe U3MEHUTCA B MPOrpaMMHOM
obecneyeHum.

7) B paspgene White Balance (banaHc 6enoro), urpaite c napameTtpamm
n3 cnucka Mode (Pexknm) n Bbibepute oaHY U3 HacTpoek noa Bawe
OCBELLEHME, MU NOKA LBETA B OKHE NpeABapuTeIbHOro NPoOCMoTpa He
oTobpa3ATca paBHoMmepHOo cbanaHcMpoBaHHbIe UBeTa. enante
KOPPEKTUPOBKM LIBETA MON3YHKAMMU.



8) B pasaene Focus (Pokyc) ucnonbayimte Near n Far ansa
npeaBapuTenbHOro nsobpaxkeHus B pokyce. na 6onbluei
$GOKYCMPOBKM K AeTanu, Ucnonb3yimTte KHonku: Left (Bneso), Right
(Bnpaso), Up (Beepx) n Down (BHU3) ans nepemelieHunn, KOTopbie
OKO0J10 NPAMOYro/IbHOM KHOMKK Zoom Preview (YBennuuntb
npeaBapuUTeNbHbIM BUA) B OKHE npeasaputenbHoro npocmotpa. Korga
Bbl HANAETE HY)KHbIM Y4aCTOK ANA PACCMOTPEHMUA, HAaNnpUMep, Naowaib
C BbICOKOM KOHTPACTHOCTbIO, Haxkmute Zoom Preview (YBennuntb
npeaBapuUTeNbHbIA BUA) AN1A PACCMOTPEHUA 3TOrO y4acTKa B AeTanax.
Ncnonb3ynte Near u Far ans ocywecteneHnsa 6onee TOHKOM
HACTPOMKMU.

9) Haxkmute kKHonKy Close (3akpbiTb).

KnioueBow uBer

BHocum uBeT Bawero 3agHero poHa:

1) Ecnhm 370 ewwé He OTKpbITO, TO U3 meHto File (Paiin) Bbibepute
Acquire> From Capture Device oTKpoeTca okHO Image Capture.

2) Boibepute BKknaaky Keying (Manunynaums).

Source Keying

Chroma Keying (YUV) |E| @
he numbersin this

| Pick Colour | -® diagramrefer tothe
Luma Carrection STEF}S shown below.

Matte | Hide Badkground

Minimum IJD @

Maxirmum

Gaussian |E|
Effect Intensity Low [ =]




3) N3 nepBoro cnucka, Bbibepute TMn Keying (Manunynaums). 3to
pekomeHayeTcs, YTobbl BbIOpaTb TMMN, KOTOPbLIM 0TObparkaeTcs
Hanbosee YyBCTBUTE/NIbHO K Bawemy ¢poHy. 3TO MOXKeT ObITb He
3aMeTHO, NoKa Bbl He BbibepuTe LBET, KOTOPbIN XOTUTE UCKAKOYUYUTL. Bbl
MOXEeTe OLEHUTb CYMMapPHYH YyBCTBUTENBHOCTb "TaHLyOWMX"
NMUKCeNen B OKHE NpeaBapuUTeIbHOro NPoOCMoTpa.

4) HaxkmunTte Ha Pick Colour (BbibpaTb UBeT).

5) Ncnonb3yinte nuneTky, 4Tobbl BbIOPaTh CBOM POH B OKHE
npeaBapuUTeNbHOro NPocMoTpa. Ecam ectb HEKOTOpPbIe HEN3OEXKHble
3acBeTbl UM 3aTeHeHUA Ha Bawem 3eneHom poHe, To nonpobyinte
BbIGpaTb 061acTb B cpeAHMX TOHAX. BbiOpaHHbIN UBET NOABUTCA PAAOM
c kHonkou Pick Colour (Bbibop uBeTa).

Bawe oKHO npeaBapuTeIbHOrO MPOCMOTPA OXMBAET C "TaHUYWMMN"
NUKCEeNAMM.

6) Ecnn Bbl Bbibpanu "Luma Keying" (MaHunynaums ApKocTn) Kak Tun
MaHUNynALMK, To Bbl TaK ke moxeTe BbibpaTb Luma (ApkocTb)
KOppeKumto, 4ToHbl TOMOYb BbIPOBHATL M306parkeHne gna NpocToro
N3B/IEYEHUNA PUCYHKA M3 3agHero GpoHa.

7) Ecnm 6b1n BbIOpAH OAMH U3 TUNOB LBETOBOM MAaHMUNYASLMN,
BblbepuTe onumio Matte, ecnm xoTuTe caenatb NpeaBapuUTebHbIN
NPOCMOTP B OKHe H6ecLBeTHbIM. ITa onuums Aenaet npouecc
MaHUNYASLUMN BU3YaSIbHO N1Ierye, BUAA, YTO BblAENEHHbIA pparmeHT
O6yay4Yn YMeEHbLLEH [0 YEPHOro M BKAKOYEHHAA YacTb, yMeHbllaemas Ao
6enoro.

8) Bbibepute onumio Hide Background (CKkpbiTb 3aaHuIn PpoH), ecan
XOTUTE YBUAETb, KaKue 4acTu M306parKeHUA CTaHOBATCA NPO3Pa4YHbIMMU.

9) UrpanTecb ¢ nonzyHkamu Minimum (MuHumym) u Maximum
(Makcmumym), noka Baw ¢oH He ncyesHet B "tBepabiin” 6enviin (Man



NPO3pPayYHbIf B 3aBUCUMOCTM OT TOro, Kakue bbiam otobpaHsbl
BapUaHTbl).

10) Ecnv ewé ocTaincb YacTu € 3e/1eHbIM LLBETOM, TO NonpobyiTe
BbIOpaATb M3 BbINAAAOLWEr0 MEHIO OANH U3 3OPEKTOB N U3MEHATL
cteneHb MHTeHcmBHOCTU Effect (3ddekT), noKa He yBUAUTE YNCTbIN
6enbit nan 6an3Ko K Ynctomy 6enomy GoHy B OKHE npesBapmUTeIbHOro
npocmoTpa.

3axBar

[na BbiInoNHEHNA 3axBaTa M306pa)‘KeHMﬂZ

1) Ecnhm 370 ewwé He OTKpbITO, TO Bbibepute Acquire> From Capture
Device 3 meHto File (Painn) ytobbl OTKPbITbL OKHO Image Capture
(3axBaT M306parkeHmA).

2) YcTtaHoBUTe Bawy nepsyto Nno3sy. Micnonb3yiTe OKHO
npeABapuUTeNbHOro NPOCMOTPa N BUAOUCKATENb 3aNUCbIBaAOLWLErO
YCTPOWCTBA, YTOObI yOeanTbcs, YTO BCE NPaBUIbHO 0GOPMAEHO.

3) Korpa Bcé byaet rotoBo, Haxkmute Capture (3acHATb/3axBaTuThb).

| Capture |[ Cloze l

4) U3ameHunTe no3mumio Bawmx nepcoHaxen n/mnm gpyrux s1eMeHToB
Ha cueHe. Yem MeHblue pe3KuxX ABUXKEHUIN, TeM NnaBHee byaeT
aHUMaumA.

5) Haxkxmute Capture (3acHATb/3axBaTuThb).

B 3TOT MOMeHT, B okHe Timeline (BpemeHHas WwkKana) aTo BbIrnaguT
NPUMEPHO TaK. Kaxkaplh Kaap npeactasnaeT cobon 3axBavyeHHoe
n3obpaxkeHue.



& 0 HE & B = & =
Bl Image Capture e J_H

6) MoBTOpPANTE 3TOT NPOLECC A0 TeX NOp, NOKa Bbl He 3aBepLuNTe BCIO
nocnen0BaTeIbHOCTb NepemMeLleHNN.

7) Koraa Bbl 3aKOHUMTE, HAaXkKMUTe Ha KHOMKY Close (3akpbITb).



nasa 14: lo6baBneHue 3dpdpeKToB.

Hanbonee Ba)kHasA YacTb B aHMMaALMM - 3TO CO34aHME PEaNUCTUYHOTO
NBUMKEHUA, 3aTeM paccKas XopoLlein UCTOPUK U co3aaHune
3anoMuHalWmMx nepcoHaxken. OAHaKo, Koraa BCE TaK XOpoLlo
[enaeTca, TO KO BCeEMY 3TOMY, MOXXHO J06aBUTb HEKOTOPYIO U3IOMUHKY.

MoBbICbTE KAYECTBO aHUMALUK, NPUAAB KaKyo-HUOYAb TOHKOCTb
aTmocdepbl UM NOBOPOT Ha Bay-3pPeKT.

Toon Boom Studio npegnaraet oagMHHaaLaTb PAa3NYHbIX
npeaycTaHOBAEHHbIX 3G PeKTOB Ha BblibOP.

JTa Tema noApasfenAeTcs Ha cnegytolme YyacTu:

* MpeaBapuUTenbHbIN NPOCMOTPbI 3¢ PeKToB

* Blur Effect (3pdekT pasmbiTua)

* lobasnenune Forces of Nature Effects (3pdekTbl cunbl npupoabl)

* lobasnenune Blockbuster Effect (3¢ ekt 6rokbacTepa)

MpepBaputenbHblt npocmoTp 3PdeKToB

Y106bI YBMAETb OKOHYATENbHbIN BUA HEKOTOPbLIX Bawmnx a¢pdekTos,
TAKUX KaK Pa3MbITOCTb, CUCTEMA A01XKHA BbIYUCINTb U CAENATD
peHaepuHr. OKHO Kamepbl MOKA3bIBAET YNPOLLEHHYHO BEPCUIO
apdeKTOoB, TaK Bbl cmoXKeTe Npon3BoaMTb aHMMaLMIO BbICTPO.
MoaTomy, UTo6bI YBUAETHb Balwim oKoHYaTenbHble 3pPeKTbl, KaK Bbl nx
OTPEerynmpoBanu, Hy>HO cMoTpeTb B 0KHO Effect Preview
(MpeaBapuTenbHbi NPocMOoTpP 3PpPEKTOB), KOTOPOE AaET BO3IMOKHOCTb
OTPEHAEPUTb TEKYLLUN Kaap U 0TOOPa3nUTb ero B OKHe.



lpumeyaHue:

Toon Boom Studio 6ydem smew,ame 8 200 Mb namamu
ompeHOoepeHHble uzobpaxceHus. (~25 kadpoes 8 HD, ~ 100 nosnosuHa HD
u ~400 yemsepmeo HD)

[na oTkpbITUA okHa Effect Preview (MpeaBapuTenbHbIA NPOCMOTP
apdpekToB):

1) Boibepute Window> Effect Preview (OkHO> NpeasaputenbHbIin
npocmoTpbl 3pdeKTOB)

2) CxBaTuTE NepemMeLaloLLLEE OKHO M NPUKPENUTE eé pALOM C OKHOM
Bawen kamepol.

ur Palette X}Pvm Xllbrmr bt

No Preview Avadable

Quarter Size (160 x 90) [ =] 7] Sync Current Frame

BREEH «
Timeine [Scene-1) - (Frame 5] X | ExposreShest X | FunctionEdtor X | Staryine X
0O $& a = & % “

Pen X | Text X | cets x
(&

OkHo Effect Preview (MpeasaputenbHbin npocMmoTp 3ddeKTa)
no3BossieT Bam oTpeHAepuTb OQMH Kagp, AMana3oH Kagpos Uamn
yBuAETb 3dPeKTbl NO BCEN CUEHE. Bbl MOXKeTe OTpeHAepUTb YETBEPTD,
NOJIOBUHY WUIN NOJIHbIA pa3mep Baliero npoekTa B 3aBUCUMOCTU OT
TOro, CKO/IbKO NamATU Bbl XoTUTE MCNONb30BaTb.

MpepaBaputenbHblii NPpocMoTp 3¢ PeKTa pasmbiTUA:

1) B okHe Timeline (BpemeHHasn wKana) Haxkmute Ha KHonky Add New
Element (Jo6aBuTb HOBbIN anemeHT) & .



2) B okHe New Elements (HoBble anemeHTbl) BbibepuTe M3 cnucka Type
(Tun) Blur Effect (3ddeKT pasmbiTus).

E Mew Elements @g

Type: Drawing

Bone -
Mame: Skeleton Effect

Colour Transform Effect
Clipping Effect

Drop Shadow Effect =
Mature Effect h‘ =

Mumber;

[

Blockbuster Effect
Annotation

3) B okHe Timeline (BpemeHHas WwKana) noABUAUCL POAUTENbCKUE CNOU

AN1A PUCOBAHMUA, KOTOpPbIe XOTUTE, YTODObI pa3mbino appekTom Blur
(PasmbiTHe).

# Efectireden X | CokuePaietie X | Proportes X | Lbewy x

Mo revew Avsldabie

Render Sengle Frame v Quarter Se (160 x %) ] 7 Syre Curvent Frame
AR .

| Tovcine [Scene-3] - Prame 1} X | DgosseSwet X | Punchontoter X | Steyies x e ol AL X
|
|

e
4) B okHe Effect Preview (MpeasaputenbHbit npocmoTp addeKTa)
Haxmute Ha Render Single Frame (OTpeHAepuTb OAMHOUYHbIN Kagp).
TeKywuin Kagp otobpasnTca B YeTBEPTb OT pa3mepa NpPoeKTa.

~ Octopus_Puspet

v
v
Ca TR
L4
v

A BlocodusterE¥ect 2
= Gmea

» 2
. " . LA « - .




Quarter Size (160 x 90) [ 7] Sync Qurrent Frame

-

Blur Effect (3ddeKT pasmbiTua)




Ecan Bbl aHnmmpyeTte nsobpaxkeHue, Kotopoe BUAHO ¢ 60abLIOro
PAcCTOsAHMA, UK Yepe3 HebnaronpusaTHbIE NOroAHble YCA0BUA, TaKUX
KaK TymaH, To Bbl morKkeTe ncnonb3osatb 3¢ deKT Blur (PasmbiTue),
4yTobbl AaTb MATKYIO POKycnpoBKy Bawemy nsobpaxkeHuto. C apdektom
Pa3MbITUA, Bbl MOXKeTe N3MEHUTb 0OLLYIO Pa3MbITOCTb 3/IEMEHTA, a
MOTOM YCTaHOBUTb K/tOYEBble Kaapbl A1 Pa3MbITOCTU B TEYEHUMU
OJITENIbHOTO BpemeHn. Takmum 0b6pa3om, Bbl MOXKETE Kak YBe/IMYnBaTh,
TaK M YMEHbLIATb YPOBEHb Pa3MbITOCTU BCEN aHMMALUM.

Co3paem 3dpdeKr Blur (PasmbiTue):

1) B naHenu Special Effect (CneunanbHbie apPeKTbl) HAXKMUTE Ha
KHonKy Blur Effect (3pdekT pasambitua).

Bbl Takke morkete fob6aBuTb aPpPeKT pasmbiTva n3 naHenn Timeline
(BpemeHHasn wWwkKana).

* B okHe Timeline (BpemeHHan wkKana) HaxkmuTe Ha KHonky Add New
Element (Jo6aBuTb HOBbIN 3/1EMEHT).

OTkpoeTtcs ananoroBoe okHo New Elements (HoBble anemeHTbl).
* U3 cnucka Type (Tun) BbibepuTe Blur Effect (3pdekT paszmbitua).
* B none Name (Mms), nepenmeHymntTe cOOTBETCTBEHHO 3P DEKTY.
* Haxkmute OK.

HoBsbih cnoit Blur nossutcs B Timeline (BpemeHHas wkKana).

2) B okHe Timeline (BpemeHHas WwKana) BbibepuTte cNom PUCYHKa, K
KOTOpomy Bbl xoTenn 6bl NpuUaoKnTb 3PpdeKT pasmbITUA U NepeTalmuTe
ero Ha cnont apdekTa Blur (PasmbiTocTb).
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Sand dune
" Peg_Master_Turtle
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[ pi® Colour Transform-Turtle ||

45 Rock Background 2 |

#5 Rocks Background -
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3) Ecnu Bbl He xoTute, 4yTobbl 3dPeKT pasmbiTna bbia € NEePBOro Kaapa,
TO Bbl MOXKeTe BblbpaTb N NnepemMecTuTb A4ernkn apdeKTa C HayanbHOrO,
A0 Heobxoaumoro Kagpa.

L W )

# - Blur—-Turtle

4) Echum Bbl XOTUTE YKOPOTUTb MW YANNHUTL 3 PeKT, To Bbibepute
KOHeL, rpynnbl Kagpos, NOKa He NOABUTCA ABOWNHOM Kypcop, a 3aTem
NOTAHMUTE BNEBO MW BNPaABO.

& @ |

# = Blur-Turtle

5) B okHe Timeline (BpemeHHas WKana) nepemectuTe KpacHbli MapKep
Ha Kaap B Bawem cnoe c apdpekTom, rae Bol xotenun 661 4ob6aBnThb
K/1l04EBOW Kaap.

20 PR & E E®! o » F 3
b School of fish-P -

# Blur-Turtle

w ™ Peg_Master_Turtle

P % Colour Transform-Turtle

B naHenun Tool Properties (MHcTpymeHT napameTpoB) ansa addekra Blur
(PazmbiTne), HaxkmuTe Ha KHonKy Add Blur Keyframe ([o6aButb

KJl04YeBO Kaap pa3mbiTua) &



“ 0 &= 4 = & =
. Pr"’ School of fish-P

Blur--Turtle
l ¥ (~ Peg_Master_Turtle
P % Colour Transform-Turtle

HoBbIn KntoueBon Kagp AobaBneH B BbiIbpaHHOE MecTo.

6) B okHe Timeline (BpemeHHas WwKana) nepengure K Kagpy,
cogeprkalum Baw nepsblt KNKOYEBOW Kaap v BbibepuTte cnon apdekTa
Blur (Pa3mbiTue).

= 0 &= 8 = &
w % Blur-Turtle

[]  w Peg_Master_Turtle

P % Colour Transform-Turtle |=
P seaweed-P 3 3
P 7 seaweed-P 2

7) B okHe Properties (MapameTpbl) nepemectute nonsyHoK Radius
(Pagmnyc), 4tobbl yBEAMUYUTb MK YMeHbLKUTL Blur Radius (Paguyc
Pa3MbITUA) NN NPOCTO BBEAUTE 3HAaYEeHNEe HENOCPeACTBEHHO B MNoJe.
Bbl MorKeTe BBOAUTb AeCATUYHbIE 40U AnA 6onble TOYHOCTH.

Ho6asneHue Forces of Nature Effects (3¢ dpekrTos Cunbi
Mpupoabi).
Do6asnaem apdeKTbl "Cunbi Mpupoab”:

1) B naHenu Special Effect HaxkmnTe Ha KHonKy Forces of Nature (Cuna

r" —a

Mpupoapl) L J

Cnown adpdekTa Forces of Nature (Cuna Mpupoabl), Kak U A0YEPHUN,
CNOW CNpanT-puUCyHKa, aobasnaetca B okHO Timeline (BpemeHHas
WKana). CnpanT ABNAETCA YMHOMKEHHOM YaCTUYKOM U
creHepupoBaHHbIM apdekTom "Cunbl Mpupoabl”. B npumepe HMxKe,
PUCYHOK NafatoLLero Ao AA UCMO/Ib3YeTcA B KaYecTBe crnpanTa.
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Mo ymonyaHuio BbibpaH apdekT Rain (JoxKab) n oTobparkaeTcs B none
3peHuA (B OKHE) Kamepbl.

YT06bI HACTPOUTL U aHMMKNPOBATL Bawwu apPpeKTbl Force of Nature
(Cuna Mpupoapl) Blockbuster (baokbacTtep), Heob6x0ANMMO HACTPOUTb
napameTpbl B NaHenun Properties (CeoilicTBa). Mcnonb3ymTe Static
Parameters (CTaTMuyeckne napameTpbl) 418 HACTPOMKM FNaBHbIX
napameTpoB Ans apdekTta. Jlobon Kaap moxeT bbITb BbiIbpaH B OKHe
Timeline (BpemeHHasn wWkKana) npn nU3MeHeHUM 3Ha4YeHUA B 3TOM
BK/1agKe. Ecnm Bbl XOTUTE aHMMUPOBATb CBOMCTBA 3G PEKTa,
COOTBETCTBEHHO, A06aBbTE KAtOUYEBbIE Kagpbl, 3aTEM U3SMEHUTE
3HaYyeHMA KYeBOro Kagpa Bo BkAaake Dynamic Parameters
(AMHaMunyeckme napameTpbl).



Effects 6 Emas "ﬁ"“ 6 Reset to Default Values s————————— Reset effect
= ; parameters

Effect sub-category — v R8N b @
p—
Static Parameters Dynamic Parameters

Background Dark Gradient Blue Sky
Start of Simulation -10

First Frame 1

Duration &0

Max Amount of Objects
Effect parameters Max Visibilty [l
Region

29.9

Width Height
Floor Height D

—

No6asneHue adpdekra Blockbuster (baokbacrep)

Do6asnaem apdekrt Blockbuster (Bnokbacrep).

1) B naHenu Special Effect (CneunanbHbit 3pdeKT), HaXKMUTE Ha KHOMKY

Blockbuster Effect (3¢ deKkT baokbacTep) 2l

Cnon addekTa "brokbactep”, Kak 1 A0YEPHUI, CAOMN CNPANT-PUCYHKMU
pobasnsetca B okHo Timeline (BpemeHHas wkKana). CnpaiTt Aasnsetca
YMHOEHHOM YaCTUYKOMN U CreHEePUpPOBaAHHbIM 3ddeKTOM
"Bnokbactep". B npumepe HUXKE, PUCYHOK KMPNMYa, KOTOPbIN
MCNO/Ib3YeTCA B KAa4ecTBe CnpanTa.

0 &= &\ (= s = ]
=, % Blockbuster-Effect ~ A
(@ Sonite-Oramings
45 Drawing
[ Camera-P
W & Camera ]
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Mo yMON4YaHMIO, KUPNMYHaA CTeHa BblibMpaeTca ¢ apdekTom
paspyLweHua n otobparkaetca B Camera View (OKHO Kamepbil).
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2) Y Bac ecTb BO3MOXXHOCTb CO34aTb CBOM COOBCTBEHHbIN 3PdEKT n
HAaCTPOMUTb ero TakK, Kak Bbl 3axotuTe. Co3paiTe cBOKO COBCTBEHHYIO
YaCTULLY Ha CZI0€ PUCYHKA AN UMNOPTUPYITE n3obpakeHne ana
MCMONb30BaHMA B KayecTBe crnpaiTa (B apdpeKTe yacTuua ymHoKaeTcs).
Toraa Bbl cmoXKeTe NpUcoeamnHUTb STOT PUCYHOK K CYLLECTBYHOLLLEMY
adpdekTy Blockbuster u oH HyaeT BMecTo TOro, 410 N0 YMO/IHAHUIO.

B cnyuae addektos Blockbuster Shatter (6aokbacTtep “Pa3spywenune”),
nepsoe n3obpaskeHne byaeT MCNONb30BaATLCA B KAYecTBe
pa3buBatoweroca n3obparkKeHMA Ha KYCOYKM, a BTOPOWN PUCYHOK byaeT
MCNOJIb30BaTbCA B KaYecTBe YacTen U 30Hbl Pa3buTna B nepsom
pucyHKe. na 6onee nogpobHoM nHGOpPMALMM CMOTPUTE OHNANH
BEPCUIO NOMb30BATE/IbCKOro yYebHUKA (Ha aHFIMNCKOM):
http://docs.toonboom.com/help/toon-boom-studio/

Ona Magic (Marus) nnun apyrux apdekros bnokbacrtepa, TpagnLNOHHO
aHMMUMPOBAHHbIE PUCYHKM ByayT paccMaTpmUBaATbLCA KaK B BUAE
YMHOEHHbIX TOro e TMna 4yactuy,. Hanpumep, TpagnuMOHHO
HapucoBaHHaA xoabba oTobparkaeTca Kak cepma KagpoB Ha OAHOM
cnoe. Kaxapiv Kagp coaepKUT HECKO/IbKO U3MEHEHHOE ABUMKEHME HOT
n pyK. Ecnm aToT cnoit gonkeH bbITb MCNO/Ib30BaH B Ka4eCTBE CNPaMnTa,
TO BCE 3T Pa3/INYHbIE PUCYHKKU ByAYT cayyarHbl M oTobparxKaTbes
HenocneaoBaTeNbHbIMMU, CTaTUYHbIMKM, 0COOLIMKU YaCTULAMMU B
adpdekTe. Noatomy, ecnn Bbl pucyete 6aecK 4acTMLbl O4HOTO LiBETA B


http://docs.toonboom.com/help/toon-boom-studio/

nepBOW AYEerKe, APYroro uBeTa BO BTOPOM AYEMKE 1 eLlé APYron B
TpeTui, To Bbl byaete nonydatb apdekT MHOrouBeTHOro baecka.

Bbl MOXKeTe NCNonb30BaTh 3TOT 3G PEKT B CBOIO NO/b3Y; Hanpumep, B
c/nydae, ecnm Bbl XoTUTe co34aTh NATb BUAOB 3B€34, YTOObI OHU
YMHOXa/INCb U reHepupoBanuch. MpocTo co3gaiiTe NATb Pa3ANYHbIX
PUCYHKOB Ha TOM }Ke CN10€, HO B KaXK,0M CBOEM Kajpe.

3) MepeTawmTe TONbKO YTO CO3A4aHHbIN CNpanT-CI0M Ha POAUTENIbCKUN
cnon Sprite-Drawings. Cnpantosbint apdekT Blockbuster (nokbacTep)
(ero He BugHo B Timeline [BpemeHHasA WKanal) aBTOMaTUYECKU
noactpounTtca noa Baw co3aaHHbIM CnipaurT.

0 # = | = = =
W % Blodkbuster-Effect -~
'\_Q_ Sorite-Drawings —

45 Glitter LI |
w ¢ Camera-F

& Camera ]
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Custom sprite with

a series of particles

Mo ymonyaHuio cnpanT byaeTt BUAEH, €C/IM OH He co34aH anda addeKTa
Blockbuster (baokbacTep).



'nasa 15: CioXkeTHaAa AMHUA U Nepexoabl.

ITa Tema noapasaensieTca Ha cneayoume 4acTtu:
* CueHbl

* Mepexoabl
CueHbl

OkHo Storyline (CtorkeTHas IMHUA), rAe Bbl MOXKETe YNPaBAATb CBOMMMU
CLUEeHaMM, CMOTPETb CLEHbl B NOCNeA0BaTEe/IbHOCTH, a TaK e A006aBUTb
nepexoabl Mexay CLueHaMM.

Tineline [Scene-1] - [Frame 1] X | Exposure Shest [Scene-1] X | Function Editor X | Storyine o

| Piay Stoeyine

T 20 30 40 50 &0 70 L 1] 100 110 120 130 140 150 160 170 180 190 2000 210 220 230 240 250 260

J Scene-1 Fade Scene-2 [®

ransition

[Ona poctyna B oKHO Storyline (CrorkeTHasa InHuA):
1) BbiNnoNHUTE OA4HO U3 CneayoWwmx AenCTBUN:

* B HUXKHEN YacTu aKpaHa Studio HaxkKmuTe Ha BKNaaKy Storyline
(CtorkeTHas nnHuA).

* Bbibepute Window> Storyline (OkHo> CrorKeTHaa AnHKA)

* Haxkmurte [Ctrl]+[Shift]+[M] (Windows) unu [s]+[Shift]+[M] (Mac OS
X)

MoasuTcA oKHO Storyline (CtoxkeTHaa AnHKUA).

[na ysennyeHusa okHa Storyline (CroxkeTHasa 1nHKA):



1) B neBom BepxHeM yray 061acTu CLUeHbl, NepemeLlanTe nosi3yHoK
BNPaBO ANA YBEAMUYEHMUA CUeHbl. JnA yMeHblleHMA, nepemectuTe
BNEBO.

Fpynna cueH, NPOUCXOAALLNX B TOM e MeCcTe NPUMEPHO TOrO Ke
AencTena nnm cobbiTMA HasbiBaeTCcA NOC/e0BaTe/IbHOCTbIO. Kak
TONbKO Bbl NOCTPOUIN CBOM CLLEHbI B NOCN1€40BaTENbHOCTb U BCTaBUIN
nepexo/pl, Bbl MoxeTe npocmoTpeTb Bally nocnenoBaTenbHOCTD,
4YTOObI YBUAETL pPe3ybTaT.

NMpoussoaum nocnepoBaTelbHOCTb:

* B okHe Storyline (CloxeTHaa NMHMSA) HaXKMMaem Ha KHonMKy Play

] Flay Storyline |

Storyline (MpourpaTb CIOXKETHYO NHUIO) [ :
Co3paem cueHy:

2) N3 okHa Storyline (CioxkeTHan nnHKA) nepenguTte B pasaen Scene
Manager (MeHeaxep CLueHbl) U BbINOJHUTE OAHO U3 CAeayHoLWNX
NEencTBun:

* B BepxHel yacTu, Haxxmute Ha KHonky New Scene (Hosas cueHa) & .

* Haxmute Ha KHonKy Menu (MeHto) = n BbibepuTe New Scene
(HoBas cueHa).

* B cnncke Scene (CugeHa), Ha*KMUTe NPaBYH KHOMKY MbILIW U B
cnabiBatoLem meHto Bbibepute New Scene (HoBas cueHa).

HoBaA cueHa NoABUTCA B CNMCKe.
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| Scene-1
7 || Scene-2
| Scene-3

3) OTKpounTe cueHYy U3 CNNCKA ABOMHbIM MO Ha3BaHUIO CLUEHbI.
Bbibupaem cueHy:

1) BbINnoONHUTE O4HO U3 CeayroWmnX AeNCTBUN:

* BbibepuTe cueHy 13 okHa Storyline (CloxeTHaa AnMHKA).

| Play Storyine

0 20 30 40 S50 60 70 8O 90 100 110 120 130 140 150 160 170 180 190 200 210 220 230 2
WMMHWMM

3| | Scene-1 Fade Scene-2

Selected scene

* B Scene Manager (YnpasneHue cueHoi) BbibepuTe CLEHY 13 CUCKa.

[#)=) (=)

e
V| Scene-2

NMepexoAbl

NpumeHaem nepexon;:

1) B okHe Storyline (CtoxkeTHaa AnHKUA), BbiIbMpaem nepexoa ona
N3MEHEHUNA MeXKAay cueHamu. Ecnum Bbl yaanmam cywectsyoLLnii
nepexoa, BblbepuTe TOUKY peaaKTUPOBAHMA B HaYane UK B KOHLE
CUEHbI, UIN MeXAay ABYMSA CLLeHaMMU.
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Fade Scene-2

7335,
80 90 100 110 120 130 140 150 160 170 |1BO 190 200 210 220 230 240 250

©

Edit pointat beginning Edit point between scenes

of sequence

TouKa peakTUPOBaHMA BblAeNIeHA U KPaCHbIN MapKep
BOCMNpPOU3BEeAEHUNA NPMBA3bIBAETCA TyAa, KyAa Bbl KNNMKHYAMN.

2) B naHenu Properties (CBoiicTtBa), BbiIbop nepexoda 13 cnmucka Type
(Tvn). Mo ymonyaHuio, Fade aBaseTca nepBMYHOM HACTPOMKOIA.

Type Mo Transition |E|

Clock Wipe
Checker
Cross Dissolve

3) B naHenu Properties (CBoiicTBa), peAakTop CBOMCTB Nepexoaa.

4) Beeaute Duration (AantenbHocTb) (B Kagpax) ansa nepexoaa. Ecam
Bbl BbIOpann nepexon Fade, To Heobxoaumo BBectn gna Left Duration,
Blank Duration n Duration Right.

5) Mepexon oTtobpasnTca B okHe Storyline (CtoxkeTHaa AnMHKUA).

0,00 g,

10 20 30 40 50 60 70O 80 90 100 110 120 130 140 150 160 170 180 190 200 210 220 230 240 250 260

itk

ipe tran:
end of seq

Slide transition at
beginning of sequence

Fade transition
between scenes



6) B okHe Storyline (CloxeTHaa NMHKSA), KAMKHETEe Ha KHOMKY Play

Storyline (MpourpaTb CIOXETHYIO IMHMIO) | ) Py storyine .




fnasa 16: kcnopTtupoBaHue
Mmynbtpuabma.

dopmaT 1 HacTpoIKK, KoTopble Bbl pelwinTe caenatb, Korga Tpebyetca
3KCMOPTUPOBATb aHMMALINIO, YaCTO 3aBUCAT OT TOTO, YTO Bbl
cobupaeTecb genatb € 3TUM ganblue. MNnaHupyeTte nn gopabaTbiBaTh
Ball NpoeKT B Apyrom nporpammHom obecneyeHnmn oT CTOPOHHETO
pa3paboTunKa UK Ke BbINOXKMUTbL B MIHTepHeT?

dKcnopT Bawero mynbtdpunbma:

1) BbibepuTe File> Export to Movie (Pann> KcnopT B MyAbTOUNbM)
MoasuTcAa ananorosoe okHo Export (3KkcnopT)
Save As

C:\sers\DocumentsMyMovie. avi | == |

Export Format: | AVI |E|
Export Settings: |Custom |E| | Options. ..
Export Type Export Range
@ Full Movie @ al All Mo Transitions
Current Scene: Camera View Frames from |1 to |1
Current Scene: Drawing View Selection Free Playback Range

| Launch Player After Export

2) B pasaene Save As (CoxpaHUTb KakK), Ha*kKMUTe Ha KHOMKY Browse
(O630p) B KOHLE NONA NYTK U BbiIbepuTe MecTo, Kyaa byaet coxpaHeH
Baw peHaepuHr.

3) B cnucke Export Format (Popmat skcnopTa) Bbibepute popmar.
Export Settings (HacTpoiiku akcnopTa) Options (MapameTpbi)
N3MEHAOTCA B 3aBMCMMOCTM BbIOpaHHOro ¢opmaTta 13 sToro pasgena.



Export Format: | AVI |E|

Flash Maovie
QuickTime Movie

Options...

Export Settings:

Export Type

YouTube

All Mo Transitions
Facebook

@ Ful Movie

4)HaxkmuTe Ha KHonKy Options (MapameTpbl), YTOObI HACTPOUTL
napameTpbl popmaTa.

5) B pasaene Export Type (Tun akcnopTa) Bbibepute oanH 13
cneayoLmnx BapUaHTOB:

* Full Movie (MonHbin mynbTdunbm): PeHaepsaTca BCe CUEHbI U BCe
CNOWU, KOTOPbIE BK/IKOYEHbI, OT NEPBOro U A0 NOCNeHEero Kajpa,
BKAOYas Bce 3 PEeKTbI.

* Current Scene (Tekywas cueHa): Camera View (OKHO Kamepbl):
PeHaepATcs BCe BKAKOYEHHbIE C/I0U B KOHKPETHOM CLEHE, KOTopble
MmoryT 6bITb BUAHbI B Camera View (OKHO Kamepbl) C BO3MOXHOCTbIO
BblOOpa Anana3oHa Kaapos.

* Current Scene (Tekywas cueHa): Drawing View (OKHO pucoBaHus):
PeHaepATcA TONbKO TO, YTO €CTb Ha OAMHOYHOM C/I0€ B KOHKPETHOM
cueHe. 3TO MOXKeT BbITb XOPOLIMM BapUAHTOM A5 BbIMOJHEHMA TECTOB
Ha KOHKPETHOM NEepPCoHaXe UK ABUKEHUN 0OBEKTOB, NN NepeHecTm
O\VH aHUMUPOBAHHbI 31EMEHT B NporpaMmmHoe obecneyeHue ot
CTOPOHHEro NPou3BoAUTENA.

6) N3 Export Range Section (Pa3aen ananasoHa akcnopTa) Bbibepute
O[IUH U3 cleayoW X BapUaHTOB:

* All (Bce): PeHaepwuTca Becb Baw npoekr.

* All No Transitions (Bce 6e3 nepexoaoB): PeHaepuTca Becb NpoeKT bes
nepexonos.



* Frame Range (Kagposblit aAnana3oH): [o3sonseT BbibpaTb
onpejeneHHbIN pasaen Bawero npoekra ana peHaepuHra no Homepy

Kagpa.

* Selection (Bbibopo4yHO): PeHaepuTCca 3aBUCMMOCTM OT TOFO, CI0N UK
3/1EMEHT, KOTOPbIM Bbl Bbibpanu, npexae 4em Havanum npotecc
aKcnopTa.

* Free Playback Range (CBoboaHbI aAnana3oH BonpousseaeHun): B
oKHe Timeline (BpemeHHas WwKana), WenKHUTe NPaBo KHOMKOM MbILLN
Ha IMHENKY BO BPEMeHHOM WKane (BBepxy) n BbibepuTte Playback
Range> Free (nana3oH BocnpounsseaeHua> CBob6oaHbIN). [lBa YEepPHbIX
“anmasa” noABATCA B Hayane u B KOHLe nNpoekKTa. Nepemeuwante atu
MapKepbl, YTOObI BbIOpPaTb AMANA30H.

7)Bblibepute nan cHummnte pnaxok ¢ Launch Player After Export
(3anycTntb NpourpbiBaHMe Noc/e 3KCNopTa).

8) WenkHnte Ha Publishing Options (MapameTpbl nybankauunm).

MoasuTca ananorosoe okHo Publishing (NMy6ankauua).

Export HTML

k] = (LU QLR ]~ orary

[ oK ] | Cancel |

9) B ananorosom okHe Publishing (My6ankauns) sbibepute napameTp
Export to HTLM (3KcnopTtuposatb B HTML), ecan Baw npoekr
npeaHasHa4yeH ans Beb n/mnm ecnm Bbl XOTUTE OTNPaBUTb KOMUIO B
6mubnunoTteky iTunes.

10) Korpa Bbl 3aKOHYKNTE, Ha*KMKUTe Ha KHonky OK.

11) B guanoroBom okHe Export (3KcnopT), Koraa Bce yxe HacTpouu,
HaXXmuTte KHonKy OK.

MosBMTCA OKHO Nporpecca.



| |Ees

Cancel

12) Nepenante B Nanky Ha Bawem KomnbtoTepe, Kyga Bbl coxpaHunm

MYAbTPUABM U ABaXKAbl WENKHUTE No parny, 4Tobbl nocmoTpeTb Baw
3KCNOpT.



