Mavzu 15. Adobe photoshop dasturida 3D shakllar va shu shakllar o’stida amallar bajarish texnologiyasi.
[image: http://www.pscraft.ru/assets/resourses3/103/deform4.jpg]Vazni rasmini Photoshop yordamida ochamiz , buning uchun yuqori menyu satrida "Fayl" - "Ochish" -ni tanlang yoki " Ctrl + O" tugmachalarini bosing .
[image: http://www.pscraft.ru/assets/resourses3/103/deform5.jpg]2) yangi Tuval, bu maqsad uchun zarur hajmini eng menyu "Tasvir" ning tanlash yaratish - «yangi» yoki bir birlashmasidan Clavey " Ctrl N +" va Tuval kerakli hajmini belgilash, men 1024px 1024px uchun Tuval hajmini kvadrat olaman. 
3) Vazo rasmini yaratilgan kanvasga torting, buning uchun biz chap panelda "Ko'chirish" vositasini tanlaymiz, so'ngra panellar panelida sichqonchaning chap tugmasi bilan vaza bilan qavatni bosing va uni ushlab turib, qavatni yangi kanvasga tortamiz. 
[image: http://www.pscraft.ru/assets/resourses3/103/deform8.jpg][image: http://www.pscraft.ru/assets/resourses3/103/deform7.jpg]Agar rasm ochilgandan so'ng u bilan qatlam bloklangan bo'lsa, ya'ni. o'ng tomondagi qavatda blokirovka belgisi mavjud, siz avval uni qulfdan chiqarishingiz kerak, aks holda qatlamni boshqa tuvalga surib bo'lmaydi. Agar qatlamni qanday ochishni bilmasangiz, " Photoshop- da qatlamni qanday ochish mumkin" maqolasini o'qishingiz mumkin .
[image: http://www.pscraft.ru/assets/resourses3/103/deform9.jpg]4) Endi, vaza qatlamini yangi tuvalga surganimizdan so'ng, rasmni tuval o'lchamiga moslashtirishimiz kerak, buning uchun qatlamlar panelidagi sichqonchaning chap tugmachasini bosib, vaza rasm qatlamini tanlang va "Tahrirlash" - " bepul Transform "yoki birikma surish Clavey " Ctrl "+ t. 
Keyin " Shift " tugmachasini bosib, sichqonchani chap tugmachasini bosib, vazaning kerakli hajmini moslashtiramiz.

" Shift " tugmachasi bosib turishi kerak, shunda tasvir hajmi mutanosib ravishda o'zgaradi.
[image: http://www.pscraft.ru/assets/resourses3/103/deform10.jpg]5) Vazo rasmini tuvalga qo'yib, kerakli o'lchamni o'rnatganimizdan so'ng, 3D deformatsiyasidan foydalanib, ob'ektni yaratish uchun vaza devorlarini chizishimiz kerak. Vazoning barcha devorlarini emas, balki yarmini chizish kerak, shuning uchun qulaylik uchun biz Photoshop yordamchi vositasi - "Ruler" dan foydalanishimiz mumkin, uning yordamida vazaning yarmini rasmga qo'yamiz . Agar o'lchagich siz uchun ko'rinmasa, uni yoqishingiz kerak, buning uchun yuqori menyuda "Ko'rish" - "Rulers" -ni tanlang. "Hukmdorlar" bandiga belgi qo'yish kerak. Agar ular qo'shilmagan bo'lsa, "yordamchi elementlar" ni qo'shishni tavsiya etaman.  

[image: http://www.pscraft.ru/assets/resourses3/103/deform11.jpg]Endi siz yib qo'yish tasvirni, bir-biridan satr yuqoriga belgilashingiz mumkin istalgan biri unga sichqonchaning chap tugmasini chimchilab va kerakli joyga harakatlantiring, uni ushlab. Bunday holda, biz vazaning yarmini vertikal ravishda belgilashimiz kerak, shuning uchun chap tomonda vertikal o'lchagichni olib, uni vaza o'rtasiga qo'yaman.

Keyinchalik, qatlamlar panelida yangi qavat yarating, uning ustiga biz devor chizamiz, bu bosish uchun "Yangi qavat yaratish" belgisini bosing.
[image: http://www.pscraft.ru/assets/resourses3/103/deform14.jpg]
Keyinchalik, asboblar panelidagi Qalam vositasini tanlang va uni vaza devorlarini aylana qilish uchun foydalaning, kerakli devor qalinligi qilinganida, u qanchalik qalin bo'lsa, devorlar 3D ob'ekt uchun qanchalik qalin bo'ladi. Bu quyidagi skrinshotda bo'lgani kabi chiqishi kerak.
[image: http://www.pscraft.ru/assets/resourses3/103/deform12.jpg]
Umuman olganda, siz devorning konturini kerakli qalinlikda qilishingiz kerak. Vazoning pastki qismini aniq gorizontal holga keltirganimga e'tibor bering, chunki agar u dumaloq bo'lsa, 3D vaza konveks tubiga ega bo'ladi. Qalam bilan gorizontal konturni chizish uchun Shift tugmachasini bosib ushlab turing . Devor konturining o'zi yopiq bo'lishi kerak.
Endi undan shaklni yaratish uchun konturni to'ldiring. Buni amalga oshirish uchun Qalam vositasidan foydalanib, sichqonchaning o'ng tugmachasini bosing va ochilgan menyuda "Pill yo'l" -ni tanlang. Natijada, kontur asboblar panelida siz tanlagan rang bilan to'ldiriladi, menimcha, qizil. Siz uni mutlaqo har qanday rang bilan to'ldirishingiz mumkin, kelajakda biz qo'ng'iroqqa baribir rasm chizamiz.
[image: http://www.pscraft.ru/assets/resourses3/103/deform13.jpg]
Yo'lni to'ldirgandan so'ng, yo'lni yana sichqonchaning o'ng tugmasi bilan bosing va "Yo'lni o'chirish" -ni tanlang
[image: http://www.pscraft.ru/assets/resourses3/103/deform15.jpg]
Natijada, biz yangi qavatdagi vaza devorining rasmini olamiz. Shundan so'ng, vaza tasviriga ega qatlam shunchaki ushbu qavatning teskarisidagi "Ko'z" belgisini bosish orqali o'chirilishi mumkin.
[image: http://www.pscraft.ru/assets/resourses3/103/deform16.jpg]
6) Va nihoyat, biz eng qiziq narsaga tushdik - 3D Photoshop vositalari bilan ishlash . Yuqori menyu satrida, vaza devorining tasviri bilan tanlangan qatlam bilan "3D" - "Tanlangan qatlamdan yangi 3D ekstruziya" ni tanlang.  
[image: http://www.pscraft.ru/assets/resourses3/103/deform17.jpg]
Shunday qilib, biz vaza devorining shaklidan 3D ob'ektini yaratamiz va Photoshop ish muhiti avtomatik ravishda "Asosiy ish muhiti" rejimidan odatiy ravishda "3D" rejimiga o'tadi.
[image: http://www.pscraft.ru/assets/resourses3/103/deform18.jpg]
Yuqoridagi skrinshotda ko'rib turganingizdek, qatlamlar panelida bizning 3D ob'ektimiz joylashtirilgan "3D" yorlig'i paydo bo'ldi.
7) Keyinchalik, 3D deformatsiya vositasidan foydalanib, vaza devoridan to'la vaza qilamiz. O'ng panelda, xususiyatlarda "Warp" xususiyatini tanlang va "Landshaft burchak (X)" slayderini 360 darajaga qo'ying. 
[image: http://www.pscraft.ru/assets/resourses3/103/deform19.jpg]
Natijada, vaza tayyor 3D modeli.
[image: http://www.pscraft.ru/assets/resourses3/103/deform20.jpg]
Ammo, ko'rib turganimizdek, vaza biz yasashimiz kerak bo'lgan narsaga unchalik o'xshamasdi, u suratdagidan ingichka bo'lib chiqdi. Uni kerakli kenglikka moslashtirish uchun, "Ekstruziya chuqurligi" sozlash slayderini kerakli o'lchamga o'tkazing va o'zimizni o'lchagichga yo'naltiring, u vazaning o'rtasida paydo bo'lishi kerak.
[image: http://www.pscraft.ru/assets/resourses3/103/deform21.jpg]
3D ob'ekti bilan ishlashda, qavat panelida yulduzcha belgisi bilan belgilangan ob'ektning asosiy qatlamini tanlash kerakligini yodda tuting.
8) Shunday qilib, bizda vaza rasmdagi kabi bir xil bo'lib, uni buralib, har tomondan ko'rib chiqish mumkin. 
[image: http://www.pscraft.ru/assets/resourses3/103/deform22.jpg]
Keyinchalik, biz ushbu vaza uchun rasm chizamiz, siz ham yengillikni qo'llashingiz mumkin, ammo men vaza yuzasini silliq qoldiraman. 3D ob'ekt uchun material o'rnatish uchun sichqonchani chap tugmachasini bosib qavat panelidagi "Extrusion Material" qatlamini tanlash kerak. Natijada, o'ng tomonda, qatlamlar panelida, ob'ektning xususiyatlari paydo bo'ladi, unda siz standart Photoshop- dan material tanlashingiz yoki o'zingiz yaratishingiz mumkin.
[image: http://www.pscraft.ru/assets/resourses3/103/deform26.jpg]
Photoshop- ning standart materiallari juda xilma-xil, metall, platik , shisha, yog'och va boshqalar mavjud, siz o'zingizning ob'ektingiz uchun har qanday tayyor materialni, teksturali (silliq) tanlashingiz mumkin.
Vazo holatida, men oddiy materialni tanlayman, teksturasiz, bu metall , plastmassa yoki boshqa biron bir narsaning ahamiyati yo'q, chunki kelajakda biz ushbu materialga rasmni joylashtiramiz.
[image: http://www.pscraft.ru/assets/resourses3/103/deform24.jpg]
9) Shunday qilib, biz kerakli materialni tanladik va endi bo'yalgan vaza olish uchun gullarning tasvirini yaratamiz. Men gullar rasmini oldim, ularni dars uchun barcha fayllarni o'ng ustunda yuklab olishingiz mumkin, ammo siz istalgan rasmlaringizdan foydalanishingiz mumkin. Picture u aynan shunday qilib, uzluksiz tanlash afzaldir bindirilmiş aks holda, barcha ko'p emas kabi qarash qiladi, ob'ekti va hech oshkor tikuv edi. Siz uni google-ga qo'yishingiz va o'zingizning didingizga qarab tayyor choksiz fon rasmi topishingiz mumkin. 
3D ob'ektining xususiyatlar panelida "Object Dispersion" belgisini bosing va "Teksturani tahrirlash" -ni tanlang.
[image: http://www.pscraft.ru/assets/resourses3/103/deform25.jpg]
E'tibor bering, tuzilmalarni tahrirlab bo'lmaydigan va ularda boshqacha diffuz belgi mavjud. Agar siz tuzatib bo'lmaydigan teksturani o'rnatgan bo'lsangiz, uni boshqasiga o'zgartiring, shunda "Scatter" elementi yuqoridagi skrinshotda bo'lgani kabi belgini ko'rsatadi.
"Teksturani tahrirlash" bandini bosish orqali ushbu tuzilma alohida fotoshop yorlig'ida ochiladi . Teksturani tahrirlash va natijani 3D modelida ko'rish qulayroq bo'lishi uchun, biz vertikal ravishda joylashtirib, to'qimali oynani va yaqinidagi vaza bilan oynani ochamiz. Buning uchun yuqori menyuda "Oyna" - "Tartibga solish" - "Hammasini vertikal ravishda tartibga solish" -ni tanlang va natijada biz bunday interfeysga ega bo'lamiz:
[image: http://www.pscraft.ru/assets/resourses3/103/deform27.jpg]
Endi biz teksturani tahrirlaganimizda, bizning 3D vaza tashqi ko'rinishini kuzatishimiz mumkin. Siz har qanday cho'tkani olib, uning rangi va hajmini belgilashingiz va shunchaki teksturaga biror narsa chizishingiz mumkin va natijada biz ushbu rasmni vaza ustiga olamiz.
[image: http://www.pscraft.ru/assets/resourses3/103/deform28.jpg]
Ammo, yuqorida aytib o'tganimdek, biz 3D ob'yektimizni bo'yamaymiz, balki unga gullar bilan tugagan rasmni qo'yamiz. Buning uchun fotoshop yordamida muammosiz chizilgan rasmni oching va uni tekstura bilan kanvasga torting, ya'ni. biz ushbu darsning №1 va 3-bandlaridagi kabi harakatlarni bajaramiz.
[image: http://www.pscraft.ru/assets/resourses3/103/deform29.jpg]
Ko'rib turganimizdek, rasm vaza ustida namoyish qilindi, endi siz rasmni teksturaning o'lchamiga moslashtirishingiz yoki uni bir necha marta nusxalashingiz va uni to'qimaning butun tekisligiga joylashtirishingiz kerak, chunki rasm muammosiz va hamma narsa keskin o'tishlarsiz aylanishi kerak. Siz kamaytirish mumkin tushunishga tiklash yoki kattalashtirish umumiy sizning xohishiga ko'ra.
Tasvirni vazoga qo'llaganingizdan so'ng, biz odatdagi oyna ekraniga qaytamiz, buning uchun yuqori menyuda "Oyna" - "Tartibga solish" - "Yorliqlardagi hamma narsani birlashtirish" -ni tanlang.
9) Keyingi qadam, vaza burchagini sozlash, ya'ni. biz uni kerakli burchakka o'rnatamiz, aytaylik, eng yaxshi ko'rinish. Agar siz fotosuratga biror narsani joylashtirishni xohlasangiz, keling, bu vazani fotosuratga solingan tokchaga joylashtiramiz , so'ng vaza burchagini rasmdagi javonning joylashishiga moslashtiramiz. 
[image: http://www.pscraft.ru/assets/resourses3/103/deform30.jpg]
Bundan tashqari, siz ob'ektning soyasini o'zgartirishingiz yoki uni o'chirib qo'yishingiz mumkin, shunda keyinchalik uni qo'l bilan chizishingiz mumkin . Agar siz darhol soyani sozlamoqchi bo'lsangiz, unda qatlamlar panelida, 3D yorliqda asosiy qatlamni ob'ekt va sichqoncha bilan tanlang, yoritgichni siljitish orqali yorug'lik burchagi va oralig'ini tanlang. Agar siz soyalarni o'chirib qo'ymoqchi bo'lsangiz, "Shadows Capture" va "Soyalarni qo'llash" elementlarini olib tashlang.
[image: http://www.pscraft.ru/assets/resourses3/103/deform31.jpg]
10) Vazoga kerakli naqshni qo'llaganingizdan so'ng, kerakli burchakni to'g'rilab, so'nggi lahzada soyalarni qo'llaganingizdan so'ng, ekranning eng yaxshi sifatini qabul qilish uchun ob'ektni ko'rsatish kerak. Yuqori menyuda "3D" - "3D qatlamini berish" -ni tanlang va Photoshop ob'ektni namoyish qilguncha kuting . Kutish uzoq vaqt talab etadi, taxminan 5-10 daqiqa, barchasi kompyuteringizning kuchiga bog'liq. 
Ko'rsatish protsedurasi oxirida , natijada olingan ob'ektni kerakli formatda saqlashingiz mumkin, buning uchun yuqori menyuda "Fayl" - "Eksport" - " Veb uchun saqlash .... " -ni tanlang . Agar ob'ekt saqlash bo'lsangiz ham PNG boshqa tasvir yoki tasvir o'z lavozimini yanada shaffof fon bilan formatini, qatlamlari paneli oq fonda tubida saqlash oldin o'chirib qo'ying. 
[image: http://www.pscraft.ru/assets/resourses3/103/deform33.jpg]
Natijada juda yaxshi vaza paydo bo'ldi, men yorug'likni yuqoridan pastga tushirdim, shunda soya faqat bo'ynidagi vazada ko'rinadi, va soya vazadan ko'rinmaydi.
[bookmark: _GoBack]
image5.jpeg
aiin Pepoxruposariwe Vsobpaxerve Cron Texcr Bugenene Omnerp 3D Tpocworp Okwo Cpaska
Qv @ @ [ Hecm pmpocor () Boscexooax [ Mocur.neperscoieswien | 10%  Mamorvers Moo

vase.png @ 57% (C.. X B

©10. %  Besumenn-3 @ 0% (Cnoi 1, RGB/8) " %

User

T

v

.

2 K]

ok A

s

£

&

o, —
».

» Open
0. e
5 1T
k. A3 o
- T
V.

Q fi
a4 Caom

Box: 3,004,001 >

i
§




image6.jpeg
Msobpaxerme Crow Texcr Begenewe Owmerp 3D Mpocworp Okso  Crpaska

[r—
= Useronpota ey

) Noxasare yn. ane.

#h

T RN DL CIORIR  ocayrp. o seixose sa mpegensi . oxeara - ShiftCtrbeY
Mlonxcensian nponopum
Kopperuy

Mapamerps: 32-6u:

Mokasars 80 secs.
Mok

Pasiep npw nevat
Pesxuel skpara

v BenoworaTensHsie an
Toxasars

© Neiikn

v Mpussaxa ShiftCtrl+;

Mpugssars




image7.jpeg
54 4V vs





image8.jpeg
Oburae | Henpesparsiocras | 100% | -

e B 4 8 1 8 S 0 |





image9.jpeg
o, L R el = W W
=3
am

el

-

T

IT s

o





image10.jpeg
CospaTs BeKTopHy0 Hacky.
YBRUTS KOHTYD

OnpegenyTs npossonsHyio GHIYPY.

BuenyTs 06maCTS...
Hosiie Hanpaensiouwyte u3 Gryps.

BLONHUTS ODEOZKY KOHTYP:
06TpaB0uHsIi KOHTYD.

CaofoaHoe TpaHCopHIpOBaHite KOKTYPa

OBteauHTE dUryDH
BieCTe nepefo0 HHTYDY
OBbeauHuTS GUTYDH B HanOXeHUM
BieCTs GUIYDH B HINOXeHIM

KonuposaTs sanvisky
Konuposae 8co 0Bs0aKy

BCraBuT anMeKy
BCrasuT 810 06B0AKY

VsonvposaTs Crom





image11.jpeg
IloBa8uTs OnOpHYIo TouKY

CospaTs BeKTopHY0 Hacky.
D

OnpegenTs NPONBONEHYIO GHIYPY..

BuenuTs 06maCTS...
Hosiie Hanpasnsiouyie us Guryps.
BLMONHUTS 3271BKY KOHTYP3.
BLONHUTS O6BOZKY KOHTYP...

O6TpaB0uHsIi KOHTYP.

CB06OHOE TDAHCHOPMHDOBZHIE KOHTYDZ





image12.jpeg
TIITT:TTTF

fi ad

Avwicond: QWA +| % XKA We

Coon | Kaams Koy
o moeTnM )
O6reane Henpeapmsacr | 100
Gapers: B 7 b O 8 Sanwmra: | 100%





image13.jpeg
posanne  Vsobpa Bua Qunerp 3D Mpocwotp Okso _Crpaska

Cosgars 3D-cnoit 13 aiina.
Custine 3D-cnoes

Poon: | Hopranwnsii Henpesp
Bes mmenn-3 @ 50% (Croi 2, Ret/ AR
Cepuseckan naopana

Tlonysums gonoAHuTNsHoE CoAEpKIMOE,

-
Hosan 30-3KCTpy3i 1 B5AnEHHOTO KoOHTYPa

Hosan 3D-3KCTPy3HA 13 TEKYLLIEFD BLIAENEHHOTO GparMexTa

Hosan cerxa s cnos

TpynnuposaTs obsere
Crpynnuposars sce ofuerre: Ha cuere

TepenectuTs 06eKT Ha MAOCKOCTS OCHORHMA

Hosan wosawsHan KapTuka us cnon
Cosgars V.

Venosoe suiuserare.

Cicrema pcosana

Packpachs Ha uenesol Texcrype




image14.jpeg
Habop Guryp:

2 .
A V

€ Oorsbpamemerercrp: | tkana

[ —

* a
) e

n
E 8 @
% com
o
e oun
& e

© v iz
8 Croft 2 Marepuan nepeas
2 Croft 2 Marepuan nepeas
8 Croft 2 Marepuan svcrpy

@ Croft 2 Marepuan saaer

00000

£ Croft 2 Marepuan saaei

© Orpansmne a1





image15.jpeg
Crow Tekcr Bmpenewwe Oumsip 3D Mpocworp Owno Cnpaska

" h b = bW oW Drome |2 O O~ th
< Besumenn-3 @ 50% (Cnoii 2, RGB/8#) * * e ot
s 8
% ¢ . Redopunposars
R — 27358 e
.
[r— -
.
e o0
Al
-
o
O Maru6 ) Casur
y ‘Yron no ropusosTanm (X): 360°
@ ol
Ep— -
®
Bl e | o
E 8 & @
Gl

.




image16.jpeg




image17.jpeg
Oce aebopraun:

CBpocim acbopran

[ —— 80146 rnc
a
[e—
a

Kouyesocrs 100%

a

=
WD Crow K
E 6
% Cpaan
B ciea

N Tesyunit ona

[— 1

© v iz
£ Crot 2 Marepian nspeaeis sy
£ Croft 2 Marepian nepeaiero croca

£ Croft 2 Marepian swcrpyain

£ Croft 2 Marepian saawero croca

) 0000





image18.jpeg




image19.jpeg
gerene  Ownstp 3D Mpocworp Okwo  Cripaska
vt 100t |v| @ Haws 100% v | (F  Crmewae: | 19%

T »

#2.RGB/BN* X Croii 2 Marepuan xcrpys»

8

® @

Caviicraa

| o Marepuanu

[—
User S
Jom—

Ocoaeine

Snec

a
Orpaxae:

&

[
a
Pensats

B

> % Cous
>t Cume
- Teoui o

0000000

© & oz

B
=
=

A

42 Marepian swcrpyamn

2 Marepuan sagnero croca

£ Croft 2 Marepian nepeanl sunynocr
£ Croft 2 Marepwan nepeanero croca

/e
@ on

£ Croi 2 Marepian saueis sumysnocrn




image20.jpeg
1930

%0

th





image21.jpeg
e Ounetp 3D Mpocuorp Okro Crpaska

i il Droow DO P W om-th

-

 (Croi 2, RGB/8) * %
- g5

Caviicraa

0| Marepuans

[S—
User G PeaKTIpOBaTS TERCTYDY -
Commune: PenaKTIpOZaTs UV-CROACTES
p—

Hosan Texcrya
SavenT oKDY
A o Vit sy

q Croi 2
Crof 2 Marepan aKcTpyan - Te
] o ywonuasino 8L





image22.jpeg
cr Bupenenwe Owntp 3D Mpocworp Okwo Crpaska

FTerh 223 T kBN il

‘Cnoit 2 Marepwan xcrpysin - Texcrypa o ywr





image23.jpeg
aiin Penacruposanue Vsobpaxense Crow Texcr Bugenenwe Owntp 3D Mpocworp Okwo Crpaska
@ @ () Hocrp. pamepovon () Boscaromax [ Macur.neperackeamnen 0% | Mogorsame Mo wpan

sumenn2 X | Beawmenn3 @ 33.3% (CroR2 RGB/BM*® X > Croit 2 Matepwan KTpysu - TEXTyDa 1o yMORaHMopsD





image24.jpeg
PeEONZDSHFAPNNNO I+

=
&

=l o





image25.jpeg




image26.jpeg
Caviicraa

b)

* & % cna

Secearirs e Heswaasi

@ Hanaerr e

Habop uryp Oce aspopraunn:

€ Orparamerercryp: | hana

Ty swcrpya: 50146 ruec

* S

) [——

D Con  Kavam

B & e
© % coema
O cea
> W Teryuni sia

R— 1

<

a2

@ Crot 2 Marepian nspeansssnynocr
ot 2 Marepuan nepeairo croca
5 Croft 2 Marepuan swcrpyain

£ Croft 2 Marepian saanero croca

0000000
@

£ Croft 2 Marepuan sanef sumyxnoc

[}

[ ——





image27.jpeg




image1.jpeg
Crom
CtrleN

Gaiin Pesawtuposaiue

Visobpaxetine

Co3gare.

Orcpois. )

Alt+Ctrl+0
AltsShift+Ctrl+ O

0630p & Bridge.
Oreparts KK,

OTKpHTS KaK ChapT-0BbexT.
Mlocnegme gorymentss

CtrlW
3axperms ace Alt+Ctrls W
KpiiTs u nepeiiTi & Bridge...  Shift+Ctrl-W

pas s
Shift+Ctrl+S
Fi2

KpeiTe

Coxparims K.

SxcnopTaposats
Fenepuposate
Mly6nicatys.

Texcr

Bugenene

Qurtp 3D Mpocuotp Owio  Crpaska

noi 2, RGB/8) " X

=&d = (]
gx  Ceoicr
& e
22
w10





image2.jpeg
2 ppi

 ppi

i

Sawaanan
1024 x1024 ke @72 ppi

707x500 ke, @72 ppi

%

Sawaanan
386270 nec @ 72 ppi

Sawaran
1520x1080 ke, @72 ppi

be3 umenn-4 ala

e
1024 Meccena S
Comrl G e
1024 [i] O

e

7 [r—— >

Liserosoit pexcam

Uisera RGB v o6 v

Coneprammoe doria

Benuii o




image3.jpeg
@aiin Pepakuposariue | Vsobpaxenve  Crou Ounetp 3D Mpocworp Okwo  Crpaeka

Orwesure: Mepemewierme
War snepea ShiftCtrl+Z
War vasaa Alt-Ctrl+Z.

cnabis Shift

Buipesars
Konuposars.

KonWposaTs copmewenmsie garHke  Shift

B

Creunansrias scrasc »

Mlouex. CtrlsF
Mposepra opgorpau.
Mlomck n 3amera Texcra,

BunonwuTs sanvey. Shift+Fs
BuinonHuTs 0B20aKy.

N Y

Macuurat c yuerom coaepsamoro  AltShift+Ctrl+C
Mapuonetoutias aepopuauus

Leopuaunn nepcnextuas

Tparcpopumposarine.

 sbipasHmsaTs




image4.jpeg
Awico: QWA +| %1 KA Wi+

Crow  Kaam  Kowrypus

Seua - BoeTnM u/
o < | Henpespmwocs: 0

Sanwea:| 100% |





