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HCCAEAOBAHME NPOrPAMMHBIX CPEJ
3D-MOAENHPOBAHMA

IIposedeno ucciedosariue npozpamMmHvLx naxkemos mpexmeprozo modeauposanus Autodesk 3D Maya,
Autodesk 3Ds MAX, Pixologic ZBrush. Cozoana xomMnolomephas Clyena ¢ mpexmepuovimu 3J1eMeHmamiL,
PA3PAbOMAHHBIMU CPEOCBAMU UCCLEOYEMBIX NPOZPAMMHBIX naKkemos. Paspabomanvl npaxmuuecxkue
pexomendayuu no nauboiee dPHEKMUEHOMY UX NPUMEHEHUTO, KOMOPble MO2Ym Obimb UCNOIb308AHDL
Kax npogeccuonaiamie, max u HauuHaouuUMu noab308amensimu.

Kmiouessie cnosa: mpexmeproe modeiuposanue, 2papura, noauzon, CRiain, NPUMUMUG, MeKCMypu-

posanue, anumauus, 6UYAIU3aAuUUA.

1. Beepexue

3D-MojenupoBaHie MpeACTaBsieT coboil Mmpoteaypy
paspaborku 3D-mMozenn (Uiiu ke KapKacHOI MOJIeJIN B BUJIE
TPEXMEPHOTO 0OBEKTa — BOOAYUIEBJIEHHOIO UJIM HEBOOMLY-
MIEBJIEHHOT0) € MCIOJb30BAHUEM CIIEIIMATIN3UPOBAHHOTO
POrpaMMHOTO obectieuerust. TpexmepHas MOJeJb CO3/AeTCst
nocpe/cTBoM MHoxecTBa Todek (Points), coeamnennnix
MexKIy coboil munusmu (Lines) M M30THYTHIMM TOBEPX-
nocrsmu (Curved Surfaces) [1].

Ob6sacTb MPUMEHEHHUS TPEXMEPHOTO MOJICIMPOBAHMSI T10-
CTOSTHHO PACIINPSIETCS M OXBATBIBACT: UTPBHI, JIJIsI KOTOPBIX
MIPOU3BOIUTCS MOJIEJMPOBAHNE PEATNCTUYHBIX TIepCOHaKeN
W JIOKAIWi; MEAUIMHY — /IS CO3/IaHus JIeTaJbHBIX MO-
nesiefl OpTaHOB YeJIOBEYECKOTO TeJa; WHXKEHEPHIo — I
BOCIIPOU3BE/IEHNS MOJIeJell TPAHCIIOPTHBIX CPEICTB, HOBBIX
YCTPOHCTB U COOPYKEHUIT; KHHeMaTorpad) — IJIs CO3JaHus
pasanyHbIX crend(dEeKTOB ¥ BLIMBIIIJICHHBIX EPCOHAKEH.
B ob6usacTut pexiaMbl TaKKe HEPEIKHU CJIyIan UCIIOIb30BAHUS
3D-momenmmpoBanus [2].

HeoObluaiinpiii mHTEPEC K UrPaM B HbIHEINIHee Bpe-
Ms TPUBEJ K TOMY, 4TO IPOU3BOJUTENN KOMIIBIOTEPHBIX
3D-makeToB GbUIN BBIHYK/IECHBI CO3/IaBaTh Bee boiee u GoJee
coBeplieHHbie npuiokerus. OHM 03BOJMUIU PazpaboTum-
KaM KOMIIBIOTEPHBIX UTP M XY/I0KHNKaM 110 crendddexram
B KHeMartorpade BOIJIOMATH B JKU3Hb T€ MU, KOTOPbIe
HeJIb3s1 OCYIIECTBUTDH B peasibHOCTH. HoBble BO3MOKHOCTH
TPEXMEPHOTO MOJICJIMPOBAHNS 3HAYUTEIBHO HKOHOMST BPEMS
Ha CO3/IlaHMEe MEePCOHaKa B MYyJIbTHIUIMKauu. [Iporpamm-
HBII TAKeT TO3BOJISIET JIETKO MPUAATh [BIKEHNE O0OBEKTY,
3aTpaurBas MpPU 3TOM MUHUMYM BpeMmenu [3].

Takum 06pa3oM, CJeAyeT OTMETUTh IIUPOKUN CIEKTP
BO3MOXKHOCTEH, IIpe/locTaBsseMblil coBpeMeHHbIMU 3D-11a-
KeTam¥; MPOCTOTY W JIPY’KECTBEHHOCTb WX WHTepdeiica,
a TaksKe OOJBIIYI0 MPAKTHYECKYI0 00JacTh TPUMEHEHUsT
TPEXMEPHOTO MOJIEJIMPOBAHMUS.

2. NMocTaxnoBka npob6neMsel

C 11es1bI0 IETATBHOTO MCCTeI0BaHIS BO3MOKHOCTEN T1po-
IPaMMHBIX AKETOB TPEXMEPHOIO MOJIEIMPOBaHUsE B paboTe
HEeOGXOIMMO CO3/IaTh KOMIIBIOTEPHYIO CIIEHY, COMEPIKAILYIO
TpexmepHble aeMeHThl. s ahHeKTUBHON OlEHKN BO3-
MOKHOCTEH BCEX HMCCIEAYEMBIX MAKETOB 1eneco00pasHo
BKJIIOYMUTH B CIlEHY JIOKAllMIO, CMOJAENMPOBAHHYIO B TIPO-
rpamme Autodesk 3Ds MAX; nepcoHak, ClipOeKTHPOBAHHbII

B cpese ZBrush; anmmManumio nepcoHaxa, peaqn3oBaHHYIO
cpeacTBamu rporpammHoro nakera Autodesk 3D Maya.
Pelnenue 3a7aun B TaKOii IOCTAHOBKE 3aTPyAHEHO HEOO-
XOJIMMOCTBIO 0ObEJIMHEH IS BCEX TPEX PE3YJILTATOB B TOTOBOM
nponykre. [IpegBapuresnbroe uccieoBanme MOKA3ano, 4to
JUIST KQKIIOTO M3 AHAJM3UPYEMBIX TIPOTPAMMHBIX TIPOYKTOB
CyIIECTBYIOT cBOM Haubosee apheKTuBHbIE 00JACTU UX
ucnionbsosanus. Tak, Autodesk 3Ds MAX 6GoJibliie opueH-
TUPOBAH HA CO3/IaHKE U BU3YAIU3AINI0 CTATUYECKUX CIIEH,
WM K€ JIOKAlMU, TaK 4acTO HUCIIOJb3yeMbIX B HMIPOBOI
UHIYCTPUH, B TO BpeMsi kak 3D Maya nosBosisieT mpuiath
JBUKEHUSIM pealiucTudHocTh. Pixologic ZBrush kapaunasb-
HO OTJINYAETCSI OT BBIIIEHA3BAHHBIX [IPOTPAMMHBIX ITAKETOB
U 103BOJISIET CO3/IaTh CJIOXKHbIE MOJMIOHAJIbHbIE MOBEPX-
HoCTH 6e3 0COOBIX YCUJIHIT CO CTOPOHBI TT0JI30BATEST. ITO
YacTO WCIIOJIb3YeTCsl B CO3JIaHUU IepcoHakei [4].
CoBMeCTHOE HCIOJIb30BAHME HA3BAHHBIX MPOIPAMMHBIX
MTPOZIYKTOB MO3BOJIUT CO3/IATh PEAJIMCTUYHYIO UTPOBYIO CIIEHY.

3. "EG"BADB&HHB NMporpaMMHBIX NMAKETOB
TPEXMEPHOro MOAENMPOBAHUKA

WccenoBanme CymecTBYIONMX TPOIPAMMHBIX [TAKETOB
TPEXMEPHOTO MOJIEJMPOBAHKS OCYIIECTBIsIETCsS B pabore
C IEJBI0 ONpEeAeTeH s 0COOEHHOCTE, MOCTOMHCTB U He-
JIOCTATKOB KaKIOTO U3 IMAKETOB, a Takxe Hambosiee 3¢b-
(exkTuBHBIX OOsacreil ux npumenenus. s npoBegeHUs
uccseloBanus B pabore poaHaIM3UPOBaHbl Hauboee mo-
MyJIsipHBbIE B HACTOsIIEe BPeMs NPOrPAMMHBIE TTPOJYKTHI,
rakue kak: Autodesk Maya; Autodesk 3Ds Studio Max;
Lightwave 3D; Maxon Cinema 4D; Blender; ZBrush.

Autodesk Maya — 3710 camblii BocTpeGOBaHHBIA Ha
JMAHHBIII MOMEHT TPOTPAMMHBIN ITAKeT TPEXMEPHOTO MO-
JIeJTUPOBAHNS, OTINYUTETHbHON YepPTOil KOTOPOTO SIBJISIETCS
pabora ¢ anmMarueil. ITo atoil mpuunme Maya MCITOIB3Y-
eTcst B Kunemarorpade u MyJbTUIIUKAIIMN JIJIsI CO3AHUST
pPeasiMCTUIHOCTH.

3Ds Studio MAX opueHTHPOBaH B TIEPBYIO OYEPE/b
Ha CO3[JaHME TPEXMEPHBIX M300pakeHui, JOKaui M WH-
TepbepoB. OH 103BoJIsIeT paboTaTh TakkKe ¢ aHUMaluei
U MOJIEIMPOBAHUEM TIEPCOHaXKeH, oHaKko Hanboee adex-
THUBHO €T0 MCMOJIb30BaHUE IS TPOEKTHPOBAHNS JOKAIINI.
VMeHHO ¢ yuyeToM TaKoil HAIPaBJIEHHOCTU, AHHbII MaKeT
HIUPOKO HMCIIOJb3YETCSI B UTPOBOM MHIyCTPUU.
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Lightwave 3D — eme omma mporpamMMHasi cpeja,
XOPOIIO MOJJIEPIKUBAIOIIAsT aHUMAINIO, obecredynBaer
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peHiepuHT (BU3yaJau3allnio) BBICOKOTO KadyecTBa U TJIO-
GasbHOE OCBElleHMe.

Maxon Cinema 4D — npodeccuonanbunrii 3D-naker
JUIST CO3/IAHUST AHUMAIUH, TIO3BOJISTIONIIN OBICTPO TIEPEKIIIO-
YaThCsT MEKILY MOJIEJMPOBAHUEM, aHUMAIMEN U 11a0JI0HAMU.

Blender — nporpaMMmHblii nakeT, HAXOASIIKUICS B CBO-
Goxnom gocryre. IIpurojeH st co3MaHust MyJIBTHILTNKA-
HUOHHBIX (UIBMOB, OJTHAKO UMEET OrPAHNYEHHbBIE BO3MOXK-
HOCTU JIJIs1 TPO(MECCHOHATBHOTO TIPOEKTUPOBAHUS.

ZBrush — nporpamMmuast cpejia TpEXMEPHOTO MOJIEIIPO-
BaHus OoT Kommauuu Pixologic ¢ yHUKaIBHON TeXHOIOTHE
«CKYJIBIITHHTA», TO3BOJISIIONIET0 MOJEIUPOBATH OOBEKTHI
OYEHb BBICOKOW JeTaqusaiu 0e3 CUJIbHBIX HArPY30K Ha
ammapaTHoe obecrieuenue [5].

CiiesryeT OTMETUTD XapaKTEPUCTUKU, SIBJISIIOLIUECS 00-
UMM JIJISE BCEX PACCMOTPEHHBIX MPOrPAMMHBIX TaKETOB.
Tax, mporpaMMHbIE MTPOAYKTbI, pa3paboTaHHbIE C TIOMOIIIBIO
9TUX MAKeTOB, TPEOYIT BBICOKOH MPOU3BOAUTENbHOCTU
annapaTtHoil 4yacTu, 4To He Bcerjga Bo3MoxkHo. Iloaromy
CO3/1aTeJIM UTP U KOHEYHBIX MPOAYKTOB YHPOIMIAIOT CTPYK-
TYpPY TpexMepHBIX Mojerneil. [[ng aToro oHNM MCTOMB3YIOT
Pl METOJIOB.

OpnuM n3 Hux sBjsercss Mmeron «HesBuaumbie mosu-
roubl» (Unseen polygons). B HEKOTOPBIX CIydasx MOJb-
30BaTeJib HE CMOJKET YBW/IETb HEKOTOPbIE 4acTH MOJIEJIH,
MO9TOMY Y/JaJieHue 3TUX <«HEBUIAMMBIX» 4YacTell BIIOJIHE
11eJ1eCO00PA3HO [/l COKPAIEHUsI KOJIMYECTBA MOJUTOHOB
U, COOTBETCTBEHHO, COKPAIEHNS] BPEMEHU BU3YyaJN3alliu.
K npumepy, eciu 1epcoHax Bce BpeMsl HAXOAUTCS B OJl-
HOI M TOH XKe Ofie’k/le, Pa3yMHO OCTaBUTL ero M3HYyTpHU
MIOJIBIM, COCTOSIIUM JIMIIb U3 OT/IEJIbHBIX YacTeil 9Toll ca-
MOU OZl€sK]Ibl, TIPHOOPETAIONINX B 11e0M (HOPMY YesIoBeKa.

Meton «Tpeyroabruky 1 yerbipexyroabaukus> (Triangles
and Quads) mpeamosaraer, 4To s GoJiee JIETKUX BbI-
YUCJEHUH KK/l 4eTBIPEeXYTOJIbHBIN IIOJUTOH MOJIEJIN,
UMITIOPTUPYEMOIl B MTPOBOil BMKOK, pa3bMBaeTcsl Ha /[Ba
TPeYroybHbIX mojurona. CrucreMa MPOU3BOAUT OAOOHYIO
OTIepalio yTeM CO3/IaHUsI HOBBIX I'PaHel, COeIMHSIONNX
CYIECTBYIOIIME BEPUIMHBI HA Moziesin. U yem Gosiblie yrios
HMeeT MHOTOYTOJIbHUK (TI0JIUTOH ), TeM GOJIbIIE CYIECTBYET
Pa3JIMYHBIX BapUAHTOB Pa3OUEHUs] ero Ha TPEeyroJbHUKH,
YTO MOXKET HPHUBECTH K YCJOXKHeHMI0 Mojenn. Ecian xe
OHa TIEPBOHAYAIBHO Pa3bUTa Ha TPEYTOJbHbBIC MOJHUTOHBI,
crCTeMe HUYEro He HY)KHO OyJeTr Jiearh, U, [0 CYTH, Tak
u OyJer BBITJISETh 3aKJAUUTeIbHAs Mozesb. Hanpumep,
B CJIyYae C MSITIYTOJBHBIM [OJIMTOHOM BapUAHTOB Pa3OreH st
ysKe HIeCThb, YTO 3HAYNTEJBHO TOPMO3HUT BU3yasn3anuio [6].

Cpeayt BBIIIENEPEUNCACHHBIX TTAKETOB OBLITA BBHIOPAHBI
Autodesk Maya, Autodesk 3Ds MAX, ZBrush. C nomoribio
Maya MoxeT ObITh CO3/laHa aHUMAaIKs Ha TPOGhECCHOHATb-
HO KauecTBeHHOM ypoBHe, 3Ds MAX naer BO3MOXHOCTH
CIPOEKTUPOBaTh JoKaumio, a ZBrush, 6aaromaps csoeit
TEXHOJIOTUH <«CKYJBITUHTA», MO3BOJSIET ObICTPO CO3/ATh
MO/IeJIb/TIePCOHAKA C BBICOKOU JeTaan3aiuei.

Wcnosb3oBanue pa3iMyHbIX TPOIPAMMHBIX TAKETOB JIJIsI
TPEXMEPHOTO MOJIETUPOBAHNS KOMIIBIOTEPHOI CIIEHBI 11eJie-
€006pasHo, TIOCKOJIBKY TO3BOJISIET TIPUMEHUTD KasK/IbII MTaKeT
JUIs pa3paboTKU MMEHHO TOTO MPOAYKTA, [ KOTOPOTO OH
Haubosiee aexruBen. Tak, CylUecTBYIOT IPUMEPHI TAKOTO
HCIIOJIb30BAHU, KOT/IA TPOEKTUPOBAHUE TOIIOJIOTUHN TIEPCO-
Haska OCYIIECTBIISLIOCH B IporpaMMHOi cpeme ZBrush, a
DKCIIOPT JUIsi TeKeTypupoBanus — B Autodesk Maya. Anu-
Malns peajn3oBaHa MoCpPeICTBOM PETOTIOIOIHH, T. €. Tepe-
CTPONKM MOJICJIM JIJIS NCIOJIb30BAHMS €€ B UTPe WU CPejie

aHUMAIIUI, YTO MO3BOJSAET U30eKaTh IIPOOIEM, BHI3BAHHBIX
MOJIMTOHAMU HETPEYTOJIbHO U HEYeThIPEXYTOIbHOM (HOPM.
B pesyJibrare 1mojyuena MOJ€eIb yUUTE s, CIIPOEKTHPOBAHHAS
B nporpaMMubix nakerax Zbrush u Autodesk Maya [7].

4. MaTeMaTH4ECKOE MPEJCTABNEHHE
OCHOBHBIX ONMEpPaLMit TPeXMepHoit rpatiuku

Wubopmarust, mpeacTaBisioniast coboil TpeXMepHyIo
MOJIeJib, B OCHOBHOM COCpeoTOueHa B (GopMme MOJHTO-
Hos (Polygons) u Bepmun (Vertices). ITonuron npen-
craBiisier co00i MHOTOYTOJIbHYIO MTOBEPXHOCTH, KOTOpPAst
COCTOUT M3 BEPIIHH, COEUHEHHBIX MEKLY COOOU JIMHUSAMUL
KoopanHaTel TOTUTOHOB XpaHATCSA B BepuimHax. Camast
obmas gopma nosurona — arto Tpeyrosibuuk (Triangle).
ITockombky Takast ¢opma SABJSETCS IIOCKOH, TO ee Ipole
Bcero 06pabaThIBaTh.

Haj TpexmMepHBIME MOIEIIMI MOSKHO COBEpIIATh TPAHC-
dopmartnu (Transformations) — omeparuu, KOTOPbIE H3MEHSI-
10T KOOPMHATBI 0OBEKTA UJIK K€ €r0 YaCTU B IPOCTPAHCTBE.
TpexmepHble peoOpPa3OBaHusi B OCHOBHOM XPAHSITCS Kak
Tpexmephbie Marpuilbl. OCHOBHBIME BHIaMHU Tpanchopma-
Uil TPEXMEPHOTO MOJEJUPOBAHUS SIBJAIOTCS: IlepeMelle-
une (Translation); Bpamenne (Rotation) m macmtabupo-
Banue (Scaling).

Bo Bpems repemelieHusi Bce BeplIMHbI 0ObeKTa Iepe-
JBUTAIOTCS BIoJib onuoi u3 oceit (X, Y unu Z). Illpu atom
MaTpHIla TepeMenieHnst BBITJISAT CIeAYIOMUM 06pasoM:

’

x 1 0 ¢, |lx
Yy 010 ¢y
1= gt (D
z 00 1 ¢z
1 000 1|1

Bpaierne o6bekTa IpOM3BOIUTCSI BOKPYT OCH 2, OCH X
U MOKeT ObITh OIKMCAHO C TIOMOIIbI0 Matpull (2, 3) coor-
BETCTBEHHO:

("] [cosO —sin0 0 O[]
Yy’ sin0 cosO 0 Ofly
L= ; (2)
z 0 0 1 0]z
L 1] 0 0 0 1 1]
(] [t 0 0 0[]
y'| |0 cosO —sin0 O]y
1= . 3)
z 0 sin0 cosO Off z
11] [0 0 0 11]

MacmitabupoBaHue MO3BOJSIET MPOTOPIUOHATBHO U3~
MEHUTH Pa3Mepbl 00BEKTA, €CIIM OHO TIPOU3BOIUTCSI COOT-
BETCTBEHHO 110 BCeM HarpasJieHusiM. [Ipu MacirabupoBaHun
JKe 110 KAKOH-TO O/IHOH MJIM Iape oceil He yAacTcs IPOoIop-
IUOHAJIBHO U3MEHUTh MOJesib. MaTpuiia MaciutabupoBaHust
IIpejicTaBJeHa B CJe/lyIolieM BHjE:

S, 0 0 0
G [0 S5 00
o o0 s of
0 0 0 1
-1 S O S S
S (SX7S'1/,SZ)_S Sx’S]/’SZ ' (4)
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TakoBBI OCHOBHBIE OIIEPALUH, TTPOUZBOAMMbBIE HAJ TPEX-
MEpPHBIMU 00BEKTaMH, B MareMaTundeckom Buie [8].

5. PaapafoTka KOMNBITEPHOR CLEHEI

PaccmoTpuM ocsie[oBaTesIbHO BeCh IIPOIECce CO3/1aHus
KOMITBIOTEPHOIT CIIEHBI C MCIIOJIb30BAHIEM AHATU3UPYEMBIX
MPOrPAaMMHBIX HAKeTOB.

Tak, A1 mocTpoeHust WHTepbepa BbiOpaH naker 3Ds
MAX. [ljist moCTpoeHusi CTeH Gepercss M3HadajbHasl I1JI0-
ckocth (Plane), pasburast Ha paBHble yacTu. B pesysbrare
npeo6Gpasosanus B Pepaktupyemyio [Tosepxnocts (Editable
Mesh) atu wactu cranoBsitcss nosuronamu. IIpu usme-
HEHUN COOTHOIIEHWS Pa3MepPOB IMOJHUTOHOB C IIOMOIIBIO
BbIjleseHusT B pekuMe Vepapxuu, nX MOKHO BBIJIABJINBATH
BBepx mnocpecTBoM orepainn Extrude (BwimasauBanme).

[l MojieTupoBaHMs HETIOCPEICTBEHHO TIPEIMETOB NH-
Tepbepa UCII0JIb30BaHbL cleyomue MOANMUKATOPLI U IIpe-
obpasoBaHus:

— Lathe (Bpauienue) — miist co3panusi Basbl;

— Extrude (BbiaBiauBatue) — JJist CO3[aHUST DJIEMEH-

TOB THUIIA KHUXKHBIE TOJKU, OKHO, BOCIHPOU3BOAUMBIX

U3 3aMKHYTOTO ClLjalina;

— IIpeo6pasoBatue IPUMUTUBOB € TOMOIIBIO GYJIEBBIX

onepannii (Bprunranume — Subtract) — a1 obbekTa

«KOJIOHKI»;

— Omnepanun ¢ noauronamu u Bepmunamu (Ilepe-

MeneHne, BrimaBanuBanne, BoijaBinBanne co cKocoMm)

nocJie npeobpasoBanist oobekTa B Peaktupyemyio Tosu-

ronanbhyto [loepxuocts (Editable Poly), kak B 00bex-

TaX <«KOMITBIOTEPHOE KPECJIO», <«INBAH»;

— Mounudurarop Mesh Smooth (Craaxkusanue cetkun)

— 11 0OBEKTOB «KOMITBIOTEPHOE KPECTO», <«HBAH».

KomrmbioTepHast ciieHa BKJIOYAeT Teii3a)x 32 OKHOM,
KOTOPBIN HA CAMOM JieJie MPEACTABIsAET COOO ABYXMEPHOE
nusobpaskenue, pacrnoiokennoe no ocu Z. Jlas cospanust
rei3a’ka UCI0JIb30BaHbI MaTEPUaAJIbl C IPUMEHEHUEM PacCT-
posoii kapTel (Bitmap) B kauecTBe mporeaypHON, KOTOpas
[O3BOJISIET UCIIOJIb30BATh JIBYXMEpPHOE HM300paskeHue st
TeKcTypsl. HampumMep, TekcTypa mapkeTa Ha I0JLy, TeKCTypa
JiepeBa Ha CTOJIe W TMOJKAX, TEKCTypa 000eB Ha CTeHaX,
TKaHW — Ha JAuBaHe u kpece [9].

Jlnsa cospanus nepcoHaxka (4enoBeka) BbIOpaH Ta-
ket ZBrush. Ilpexme Bcero, cienyer cos3math Kapkac, KO-
TOpbI 3aTeM OyAeT WCIOJb30BAH [l «BbLICILIMBAHUSI>
mozienn. Camast yao6nast hopMa NPy CO3/aHUK KapKaca —
ato ZSphere (ZCdepa), u3 KOTOPOIl BIOCAEACTBUN BbI-
MaBINBAIOTCA W APYTHe YacTh (IIJIeYH, PyKH, TeJO U T. /L.).
Korga o6mas hopma rorosa, Kapkac Hy;KHO 11peobpaszoBaTh
B IIOJIMCETKY, U YK€ C IOMOIIBIO PA3INYHBIX CKYJIBIITYPHBIX
kucreii (Move, Inflat, Standard add and sub) ouepunsa-
orest Gosiee y3HaBaemble KOHTYPBI. Ha Tex craansix, Koria
€ HACTOSAIIMM KOJUYECTBOM TIOJUTOHOB HEJIb3st TOOUTHCS
Gosiblell IeTanusalyy, IIPOU3BOIUTCS epexo/] Ha HOBBIN
yposetb Divide, B pesysbrate KOTOPOTO KasKAbIH TTOJUTOH
geauTcs: Ha derbipe. TakuM CII0CO60M OCYIIECTBIISIETCS
CrJIQAKUBAaHUE MOJENH, OAHAKO IIepexo]i Ha HOBBIH ypo-
BEHb JIeTAU3AIUK 11e1eco00pa3eH TOJbKO TOT/A, KOrja
Ha JIAHHOM YPOBHE y’Ke HUYero GOJIbIIe C/IeJIaTh HEJIb3sI.
Ha GoJsiee BBICOKHX YPOBHSIX JACTANU3AIUN K WHCTPYMEH-
taputo gobaBuinch kuctu Smooth (BbipaBHUBaWIIasK),
n Clay Tubes, umurtupyionias jenky raunsl. Kpome Ttoro,
C 11eJIbI0 0OJIETYeH SI MOJEJIUPOBAHMSI JKEIATENbHO BKJIIO-
YaTh PEXUM CHUMMETPUU C TIOMOIIbIO KHONKN X.

Jns HajoXeHUs MaTepuasa B JIydllleM cjlydae HyK-
HO TPOU3BOJNTH PAa3BEPTKY, KOTOPYIO TPU IKCIOPTE W3
ZBrush B8 Adobe Photoshop moxkHO OGymer uameHUTH 110-
nobaromum o6pasoM. Bee 910 BO3MOKHO Osaromapst mia-
runy ZAppLink [10].

Jliist cosnanus anumaiu 8 Maya, HeOOXOAUM TIEPCOHAK.
B panbueiiniem He06GXOAMMO MOCTPOUTH TAK HA3BIBAEMbIN
«CKeJIeT» ¢ TIOMOIIbI0 MHCTPyMeHTa Joint Tool mocpexcTBoM
OOBIYHBIX KJIMKOB MBI, 110 3aBepIICHUIO TIOCTPONKH CKe-
Jeta Heo6XoAuMo BbIOpaTh TiaBHyI0O KocTh (Root Joint),
CYLIECTBYIOIIYIO B €IMHCTBEHHOM 3K3eMILIIpE.

Jlyunras mosa it mocJsiefyioniell aHuMalu Mepco-
Haxka — T-mos3a (pyku B CTOPOHBI, JIy4llle IIOJ| TIPSIMBIM
yraoMm, Horu B crtopoHsl). [locie mocTpoenust mo mMozenn
MePCOHAXKA €ro CKeJieTa HYKHO MPOBEPUTH MTPABHILHOCTH
OPUEHTUPOBAHHOCTH BPaIIaTeIbHbIX Oceil (join orientation)
¥ HA3BaTh KaXK/bIi y3es (KocTb) cBouM uMeneM. /s cum-
METPUYHOCTHU KOCTEI Ha PyKaX M HOTaX CJeyeT IPUMEHUTD
omepanuio Mirror Joint, mocse dero ckeser GYAET TOTOB.

3areM s Kaxaoi kocru (y3/ia) He0OXOAUMO CO3ATh
yupasJssitone 00bexTbl 13 NURBS-kpuBbIX 1 10CTpOUTH
uepapxuio, rie OyIyT MpUCYTCTBOBATh KaK JOYepPHUE dJie-
MEHTBI, TaK ¥ POAMUTEIbCKHUe. Takas MOCIe0BATENbHOCTD
NeiiCTBUI TIOBTOPSIETCST /IS BCEX 4YacTell Tesia, HAuMHAas
OT HOI'M U 3akaHuuBas pykoil [11].

TakuM 06Pa3OM, OCYIIECTBISECTCS TOCTPOCHUE KOMITHIO-
TEepHOIl CIIEHbI, COfIepIKAIIEell TPEXMEPHBIE IeMEHTDI, CO3/IaH-
HbIE C IPUMEHEHNEM HCCIe/lyeMbIX TPOrPAaMMHBIX TTaKETOB.

PesynbraTel cozmanus unrepbepa B 3Ds MAX mnoxkasa-
ubl Ha puc. 1. Cosmanubiil ¢ moMorbio Zbrush nepconax,
TpeCcTaBJIeH Ha puc. 2.

Bpr & s@s

i‘w.i el B

6

Puc. 1. Vureprep, cospanssm cpeactsamu 30s MAX: a — cuena
B OCHOBHOM OKHE NPOrpaMMHOTrO [aketa; § — CIeHa, NpoueAmasn
BU3YaIM3aLMIo
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Puc. 2. Tlepconas, cosganseni B ZBrush

VccnenoBanue IPOrpaMMHBIX CPEJl TPEXMEPHOTO MOJIe-
JIMPOBaHMsI II0Ka3bIBaeT, 4To paboTa ¢ Ha3BaHHBIMU ITAKETaMU
TpebyeT BBICOKOTO YPOBHSA MOATOTOBKU MoJb3oBaress. [Ipo-
BejleHHOe B paboTe MPAKTHYECKOe UCCIIe0BAHIE IPOTPAMM-
HBIX MakeToB, Takux Kak: Autodesk Maya; Autodesk 3Ds
Studio Max; Lightwave 3D; Maxon Cinema 4D; Blender;
ZBrush, nossosmio npesxzae Bcero Boibparsh Hanbosee ad-
(dhexTuBHbIe 13 HUX. TakuM makeramu okasanuch Autodesk
Maya, Autodesk 3Ds Studio Max u ZBrush. 3arem stu
[POrPAMMHbBIE HAKETbl ObLIM MCIOJIb30BAHbI /Il CO3AaHUA
KOMBIOTEPHO! CI[CHBI, OCHOBHBIMHM 3JIEMEHTAMN KOTOPOIi
SBJISIIOTCS: MHTEPbEP, EPCOHasK U aHuMalus. IIpaktuueckoe
HCCIeI0BAHNE TTO3BOJINIO ONPEAETUTh 001acTh Hauboee
11e71eC000Pa3HOr0 PUMEHEHUsT KaKI0TO U3 IakeToB. Tak,
Maya MOxKeT ObITb MCIIOJIb30BAH A/ CO3JAHM aHUMALMK
Ha BBICOKOM TIpodeccronanbaHoM ypoBHe; 3Ds MAX 1erne-
c000pasHo MCHOJIb30BaTh /ISl IPOEKTUPOBAHUS UHTEPHPA;
ZBrush Mosker ObITH IPUMEHEH JJIST CO3AAHNS MOJEIN /TIepP-
COHa)ka C BBICOKOU JleTajin3aljueil.
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HOCNIAMEHHA MPOrPAMHKX CEPEAOBHL 3D-MOAENHBAHHA

IIpoBeneno mocmipkeHHsT TPOTPAMHUX MAKETiB TPHOXBUMIPHOTO
mozemosanisa Autodesk 3D Maya, Autodesk 3Ds MAX, Pixologic
ZBrush. CTBopeHo KOMIT'IOTEPHY CIEHY 3 TPhOXBUMIPHUMHU eJie-
MEHTaMHU, PO3POOIEHNMN 3aBASKN 3ac06aM TOCTIKYBAHIX TIPO-
rpaMHUX TakeTiB. Po3polJieHi mpakTuuHi pekoMenaanii 3 HaiGibin
e(eKTUBHOTO X 3aCTOCYBAHHS, AKI MOXKYTb OyTH BUKOPHCTaHi K
npodecionasamMu, Tak i KOPUCTYyBAaYaMU-TOYATKIBI[SIMI.

Kmouosi cneea: TpuBuMipHe MOeTIOBAHHS, Tpadika, MOJITOH,
CILJIAliH, MPUMITUB, TEKCTYPYBaHHs, aHiMallis, Bi3yaJisalfis.
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