3mMicToBin moaynb 2. NMoniroHanbHi 3D-06'ekTH

Tema 3. lNoniroHanbHa 3D-rpacpika

JNTabopaTopHe 3aHATTA 5. CTBOpPEHHSA Ta peparyBaHHA NMOBEPXHi Yy
3ds max

MeTa po60TU: 0BONOAIHHA TEXHOSOrIE POBOTM 3 NOMIFOHANBHOK CITKOLO.

5.1. OcHOBM NosiroHanbLHOro MoAentoBaHHA

3HayHa 4YacTuHa o6'ekTiB 3ds max Moxe ByTu nogaHa y BUrnagi citok [1],
LLIO CKNagarTbCs 3 OAHOTUMHUX eneMeHTIiB abo nigo6’ekTiB, 40 AKMX HanexaTb
BepLUMHW, pebpa, rpaHi, NoniroHn 1 enemeHTn (puc. 3.1).
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BepLunHKu Pebpa CpaHi MoniroHn EnemeHTH

Puc. 3.1. NMNigo6'ektn

MpusHayeHi gnsa pobotn 3 nigob'ekTom 3acobwm CKOMMOHOBaHI 3a
pisHamu: Vertex, Edge, Face, Polygon, Element i Border.

BepwunHn — ue TOYKM, Yy AKMX CXOAATbCS | 3'€QHYOTLCA OfHA 3 OLHOK
Byab-sKka KinbkicTb pebep. Ons pobotn 3 BepiMHaMu MNpU3HAYEHUN PiBEHb
Vertex (BepwuHa).

Pebpa — ue niHii Mmex Mk rpaHamu. Pebpa MoxyTb 6yTv BugMmumm,
SKWO CYyCigHi rpaHi He nexaTtb Y OAHIN NnowuHi (ToAdi BOHM BigobOpaXkatTbCs
CYUinbHUMK RiHisMK), abo HeBnaMMnMK. 3a 3anUTOM KOPUCTyBada HEBUOUMI
pebpa MOXyTb BigobpaxyBaTucs MNYHKTUPHOK MiHielo. 3a ynpasniHHA
BMOUMICTIO | NONoXeHHsM pebep Bignosigae piBeHb Edge (Pebpo).

[paHi — ue JiNgaHKU NAOWMHU TPUKYTHOT bopMu, LLIO € eneMeHTapHUMuU
ocepegkamn CiTkn. B ogHin nnowmHi ob6'ekta Moxe 3HaXoAUTUCS MHOXUHa
rpaHen, siki 30BHI ByayTb abCcontoTHO HeBMpasHuUMW. [ns poboTtn 3 rpaHsaMu
npusHavyeHnn piseHb Face ([paHb).
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CyMiXKHI rpaHi, WO nexaTb Yy OAHIA NNOoWMHi, MOXyTb ByTn ob'eqHaHi
B GaraToKyTHUKN-NONIrOHK. Y pasi nepeTBopeHHs ob6'ekta B Tun Editable Poly
npouec {OpPMyBaHHS MOSMIrOHIB i3 rpaHen BUKOHYETbLCS aBTOMATUYHO.
Y 3BMYalHIA CiTUi NOMNIrOH — uUe NpocTO Nigo6’eKkT, WO O03BOMSIE BUAOINUTU
Biipa3y BCi CYMiXKHI rpaHi, WO nexartb Y OAHI NIOLWMHI. Y NOMiroHanbHOI CiTKM
HemMae Takux Nigob’ekTiB, AK rpaHi, i BCA BOHA CKagaeTbCs TiNbKW 3 NOMIrOHIB,
npuyoMy OedKi NoMiroHNn MOXyTb OyTU | TPUKYTHUMK. 3a pobOTy 3 noniroHamu
Bignosigae piseHb Polygon (baraTokyTHUK).

Kpim TOro, citkosi 06'ekTM MOXyTb peparyBatucs Ha piBHi Element
(EnemeHT), SKUN BUKOPUCTOBYETLCA An poboTuM 3 rpynamu rpaHen,
o6'egHaHMMKM B efNleMEHT Kapkaca, WO 3py4HO, Hanpuknag, nig Yac BTUCKAHHS
MEX.

PeparyBaHHs ciTyacTux 06'ekTiB MOXXHa MPOBOAMTU SIK Ha piBHI 0O’ekTa
3aranom, Tak i Ha piBHi Nigo6’ekTiB: rpaHen, pedbep abo BeplunH. LLlob6 ob'ekT
CTaB pegaroBaHMM Ha piBHi Nigo6’ekTiB i NepeTBOPMBCA Ha pefaroBaHy CiTKy,
HeobXigHO BNAINUTK NOrO | BUBpaTK 3 KOHTEKCTHOroO MeHo komaHgy Convert to
> Convert to Editable Mesh (KoHBepTyBatn > KoHBepTyBatn Yy pexumm
pefaryBaHHS CiTKM); MOXXHa TakoX 3acTtocyBaTu 00 o6'ekta mogudikatop Edit
Mesh (PeparyBaHHsa ciTkn). [1ns nepetBopeHHA ob'ekta B Tun Editable Poly 3
KOHTEKCTHOrO MeHI0 BMOMpaeTbcst komaHaa Convert to > Convert to Editable
Poly (KoHBepTyBatn > KoHBepTyBaTh B pexum pegaryBaHHA nosicitkn). B
obox Bunagkax ue npuasene 4o nosien Ha naHeni Modify uinoi cepii cyBoiB:

Selection (BugineHHsa) Bignosigae 3a  BBIMKHEHHS  NOTpiGHOro
Nigo6'ekTHOro piBHSA i ynpaBniHHA pexumamu Bubopy nigod’ekTiB;

Soft Selection (M'ake BuAINEHHS) nNpU3HAYEeHUN ONS  PO3LUMPEHHS
MOXITMBOCTEN BUAINEHHA nNigob'ekTiB i BM3HA4Yae 3aKOH MOLUMPEHHS
TpaHcdopmauin 3a 06'eMoM pegaroBaHoOro Kapkaca;

Edit Geometry (PeparyBaTn reomeTpit0) MICTUTb OCHOBHI IHCTPYMEHTU
3MiHK reomeTpii Nigo6’ekTiB. [leski iIHCTPYMEHTU OgHAaKOoBI NS BCiX PIBHIB i ANs
000X TUNIB CIiTOK, a iHWIi € 0COBNUBUMU AN KOXHOro piBHA (i CiTKM). Y nepenik
3aranbHUX IHCTPYMEHTIB BXOA4ATb, 30KpeMa, Taki:

Attach ([MpuegHatn) — goseonde gogasatn 4O pefaroBaHol MoAesli HOBI
KapkacHi 06'ekTn, npudomMy BCi rpaHi npuegHyoTbca [0 ob'ekta Ta
BUSABNSAOTLCA 06'€AHaHNMM B HOBUN €NEMEHT;

Detach (Big'eaHaTu) — Bignosigae 3a BigaineHHsa BubpaHoro nigob’ekta B
oKpeMunmn enemeHT abo HoBUK OB'EKT;
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Remove Isolated Vertices (Buganutu isonboBaHi BepPLUMHW) [O3BOSNSE
BMOANSTM OKPEMO PO3TalLOBaHi BEPLUMHN 06'eKTa;

View Align i Grid Align (OpieHTyBaTK 3a noto4yHum Buaom / OpieHTyBaTu
no ciTui) 34incHI0e BiANoOBiAHY 3MiHY OpieHTaUil BUGpaHux nigoo'eKTiB;

Make Planar (NpuBect [0 nNMOWWMHM) BCTAHOBIOE  MSTOLUMHHY
opieHTauito ans sBubpaHmx nigo6’ekTis;

Collapse (3BecT B TOYKY) BUKOHYE Koranc (CTUCKyBaHHS) i 06'eqHaHHSA
BCiX BepLUMH BUBpaHux Nigo6'ekTiB B O4HY, PO3TALLOBYIOYN 1T B reOMETPUHHOMY
LEeHTpi BUAineHol obnacri;

Surface Properties (BnactueocTi noBepxHi) o06'egHye Taki iHCTPYMEHTU
HanawTyBaHHA BI1aCTUBOCTEN NOBEPXHI, SKi NPU3HAYEHi AJ19 KOXXHOro pPiBHA.

Bubip noTpibHoro pisHs nigo6'ekTiB BUKOHYETLCS abo NiacBiMyBaHHAM
piBHA B crnivckax nigo6'ektie Editable Mesh abo Editable Poly, abo knauaHHAM
Ha BigNoBigHY KHOMuUKy B cyBon Selection naHeni Modify. [insa Bnbopy cammx
Nigo6'ekTiB BUKOPUCTOBYIOTb 3BUYaWHI IHCTPYMeHTU BuUAaineHHs: Select Object
(Buginutn ob6'ekt), Select and Move (Buginutn i nepecyHytn), Select and
Scale (BuginuTtun i macwtabysatn), Select and Rotate (Buainutu i noBepHyTH) i
Selection Region (®opma obnacti BuaineHHs). LWo6 nocnigoBHo BuainuTu
Aekineka o6'ekTiB, Nig Yac BMAiNeHHa yTpumytoThb knasiwy Ctrl.

Ona Toro wo® noBepHyTUCS BiOg pedaryBaHHs o6'ekta Ha piBHI
nigob'ekTiB OO0 3BMYAWHOroO pefaryBaHHsl, Tpeba nigcBiTUTUM Yy  CRUCKY
nigo6'ekTiB piBeHb Editable Mesh abo Editable Poly.

LLlo6 no4aTtn poboTy 3 noniroHamu, NOTPIBHO KOHBEPTYBATN NOYaATKOBUM
o0'ekt B Editable Poly. Lle moxHa 3pobuTtn, HaTUCHYBLUM Ha O6'€KT MpaBoto
KHOMKOK MuLi, noTiM, BubpasLum "Convert to:", HaTucHyTn "Convert to Editable
Poly".

[ns 3py4HOCTi poboTM 3 0B'EKTOM BUKIIMYTE KOHTEKCTHE MEHIO Y BIKHI
Perspective i BubepiTb Edged Faces, Tenep BugHO CTpyKkTypy oO6'ekTa
(y HaBegeHomy Bunaaky Box) 3 pebep i TOYOK.

Micna koHBepTauil ob’ekTa 3'BUTbCS rOfloBHA MNaHenb MOAENOBaHHS
Editable Poly (puc. 3.2).
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Modifier List v

[ Mesh Select | |Patch Select |
[ splineselect | [ Poly Select |
[ vol. select | [ FFD Select |

[ | [Gsurfiseln)
B Editable Poly <
........ Vertex
........ Edge d
........ Border
........ PO'VQO"
Element

o B I T Y =
Puc. 3.2. F'onoBHa naHenb mogentoBaHHA Editable Poly

MopentoBaHHS BiAOYyBaeTbCA 3a 4OMOMOro 3MiHMU:

TouYkoK (Vertices) — HAMOPIBHILLMX YaCToK, i3 AKMX CKNagaeTbCs 00'eKT;

pebpa (Edge) — niHii Mixk ABOMa ToYKamWU;

noniroHy (Polygon) — 4YactuHu ob'ekta BcepeauHi SIKOro HeEMae TOYOK,
cTopoHamu € pebpa.

Toukn, 3 sKMX CKnagaeTbCcs OB'EKT, MOXHA BUAINATU, NepemillyBaTu,
cnonyyaTu (puc. 3.3a).

[ns po3aMHOXeHHS BMOMpaeTbca ogHa abo Ginblue TOYOK | HATUCKAETLCS
kHonka 6ina komaHgun Chamfer. 3'aBnsetbca BikHO, e Tpeba Bubpatn
BiACTaHb MK TOYKamMu, WO 3'aBUnucs. PO3MHOXEHHS nae no AOTUYHUX A0
TOYKM pebpax (puc. 3.36).

Puc. 3.3. MNepemiweHHs1 | PO3MHOXEHHS1 TOYOK
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BuganeHHa TOYOK MOXHa BMKOHyBaTKM 3a OOnomMorok komaHau Delete
i Remove. Y nepwomMy BuNagkKy BigoanawTbCA BCi CyCigHI noniroHW, a B
APYromy BUNagKy TOYKa 3HUKAE, ane nMnosliroHn 3anuuaroTbCd Ha Micli
(puc. 3.4ai 3.40).

Puc. 3.4. BupaneHHs TO4OK

[na peparyBaHHs reomeTpil BUKOPUCTOBYETLCSA 3aknagka Edit Geometry,
sika 0O3BON4E:

Create — cTBOpIOBaATU TOYKN, SIKi HE NPUB'A3aHI NoniroHamn Ao 06'ekTa;

Collapse — 3'egHyBaTi BCi BMOpaHi TO4kM B ogHY Tak camo, sk i Weld,
TinbKkn 6e3 BiaCcTaHi;

Attach — npnegHyBaTn 0o o6’ekta 6yab-siIKMIA IHLWININ OB'EKT;

Detach — Big'egHyBatM 3a gonomorod o6paHOl TOYKM BCi  CYCigHI
NoniroHun Big ob'ekTa;

Slice Plane — cTBoptoBatu 3pi3 i BignoBigHi MOMY MONIroHW;

Cut — cTBOprOBaTM 0OOATKOBI TOYKM;

MSmooth — 3rnagyBaTu CcycifHi NOMiroHu;

Tessellate — po3buBaTtn cycigHi noniroHn Ha opibHiLui.

Ona 3rnagkyBaHHA o06'ekTa BUKOPUCTOBYETbCH BkNagka Subdivision
Surface. Ha Bknagui Subdivision Surface noctaBumo ranouyky nepen Use
NURMS Subdivision. lNoyaTtkosui 06'ekt Habyae BGinbLu okpyrnoi goopmu (puc.
3.5).
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Subdivision Surface 2
Smooth Result
Use NURMS Subdivision
Isoline Display

[]show cage...... ]

Display

Iterations: [2 S
Smoothness: [1,0 =

Render

Iterations: [0 &
Smoothness: [1,0 =
Separate By

Smoothing Groups
Materials

Update Options
©) Always
=) When Rendering

Puc. 3.5. 3rnagXxXyBaHHS 00'eKTa

Y npoueci 3rnagKyBaHHA AO04alOTbCsA HOBI TOYkM i pebpa. o6 ix
no6a4nTun, NOTpibHO NpubpaTtn ranoyky 3 ondii Isoline Display. KinbkicTb TOYOK
i pebep Tak camo 3anexunTb Big napameTpa lteration y rpyni Display.

Axwo noctasutn ranoyky nepen Use NURMS Subdivision B Display,
Iteration noctasntK 0, a B Render Iteration noctaBut 2, TO 4OAATKOBUX TOYOK
i pebep He 6yne, ane 3a pengep (weuakmn poctyn "F9") ob'ekt 6yae
BUIMSiAaTW 3rNagKeHNM.

[ns pobotn 3 pebpamun ckopuctaemocst 06'ektom Plane, KoHBEpTOBaHUM
ob'ektom y Editable Poly, i Buginumo nigo6'ekt pebpa. Lani HaTMcKaemo

knasiwy Shift i nepetaryemo pebpo B iHWe Micue abo 3acTocyeMO KOMaHay
Extrude (puc. 3.6).

5 - r Edit Edges ~
2 ]

[ Insert Vertex

( Remove |[ spit |

[(Extrude JB)|(Cweid )5

((Chamfer ] (Target weld ]

| Bridge | | Connect |

[Create Shape From Selection |

=l 0,0
® weight: [1,00 3]
Crease: [0,0 3

JR—
P~

Puc. 3.6. MNepemiweHHs pebpa
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[1o noniroHiB 3aCToCOBYHOTLCA haKTUYHO Ti XK onepadii, Wo n go pebdep.

3aBaaHHA 5.1. [loniroHanbHe MoAenBaHHA Ha KOHKPETHUX

npuknagax
CTtBOpPMMO KyXxosib i3 pyykoto 3a gonomorot Editable Poly (Pepgarosana

nonicitka).
CtBOpUMO UUniHAp i3 3agaHnMu napameTpamu (puc. 3.7).

‘Parameters |

Radius: [22,385 |3
Height: [43,681 [
Height Segments: rl_ S|
Cap Segments: [T [
Sides: [15 [

Smooth

Slice On

slice From: J0,0 1
Slice To: lo,o S|
Generate Mapping Coords.
Real-World Map Size

Puc. 3.7. Uuninap i3 3agaHnmm napameTtpamm

3a [JOoMoOMOrot KOHTEKCTHOro MeH nepetsopumo uuniHap B Editable
Poly (puc. 3.8).

......... Polygon
& e aement

w(nlve|E

Puc. 3.8. NMepeTBopeHHA uuniiapa B Editable Poly
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[ani gogamMo MOMIroH y BepxHiM YacTuHI uuniHgpa 3a 4ONoMOror
komaHau Inset (puc. 3.9).

N

Edit Polygons Al

( Insert Vertex |
(Extrude ] [ outine )

[ Bevel ]
([ Bridee JB [ Flip_ ]
[ Hinge From Edge ]
[ Extrude Along Spline ][5
[ EditTriangulaton |
Retriangulate| [  Turn |

Puc. 3.9. [lonaBaHHs1 NONiroHy y BepXHIO YaCTUHY UuniHapa

3a gonomoroto komaHan Extrude bopmMyeMO BHYTPILLHIO YACTUHY YaLLKK.
Ha cnnusatodin komaHgHin naHeni —40 o3Havae, WO BUTUCKAHHS BUKOHYETLCA
BHM3 Ha 40 oanHuub BUMiptoBaHHS (puc. 3.10).

Edit Polygons Al

| Insert Vertex |

[, Outline ]
[ Bevel 18 ([ Inset |8
((Bridge JB) [ _Fip ]
[ Hinge From Edge ]
[ Extrude Along Spline ]
[  EditTriangulation |
[Retriangulate] | Turn |

Puc. 3.10. PopmyBaHHSA BHYTPiLLHbOI YaCTUHM YaLUKH
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AKWOo noniroH BTUCHYBCA 3aHagTo cwuiibHO abo, HaBnaku, 3aHaaTo
cnabko, TO, He 3HiMawuuM BUAINEHHS, Bigpasy BUMOUPAEMO IHCTPYMEHT
nepemiweHHs Move, "bepemocsa" TOYHO 3a BepTUKalnbHY BIiCb i pyXxaemo
noniroH. Hackinbkn NoniroH BTUCHYBCS, MOXHa nodayntn Ha Burnsaai cnepeay
abo 300Kky.

Ona Toro wob cdopmyBaTn pyyky, CTBOPUMO OOLATKOBI MOMIrOHM Ha
Gi4yHiM noBepxHi yvawku. [Ona uboro Bubupaemo piBeHb Edge (Pebpa).
Buginsemo Bci BepTukanbHi pebpa 30BHi. HawnnpocTiwe Buainutu opHe
3 pebep, a noTiMm 3aTUCHYTM Ha knasiaTypi kHonky Shift i knauyHyTM no
cycigHboMy. Y npasiil naHeni HaTUCKAaeMO MarieHbKy KHOMKY Mops[ i3 KHOMKOK
Connect.

Ha komaHgHin naHeni, sika cnnmBae, nepwia uugpa o3Havae KinbKiCTb
cermeHTiB Segments: 2, gpyra uudpa (Pinch) 3miHoe BigcTaHb Big OQHOro
CerMeHTa [0 iHWOro i TpeTa undgpa (Slide) 3MiHIOE NONOXEHHA CEerMeHTIB.

Onepauito Tpedba BUKOHATK ABIYi AN HWXKHBOI | BEPXHbOI YaCTUH YalLKn
(puc. 3.11).

( Insert Vertex

Edit Edges 73l
|
)

[ Remove | [ split

[ Extrude ] [ weld ]

[ Chamfer ] [Target Weld |

(Create Shape From Selection |
weight: [1,0° |
Crease: [0,0 £

[ EditTri. |[ Tun |

Puc. 3.11. ®opmyBaHHS 4OAATKOBUX MOJIirOHIB
Hani Bubepemo piBeHb noniroHis (Polygon) i Bnginumo noniroH, 4o Skoro

npukpinnoBaTMMeTbCcAa pydka. [o BMAINEHOro noniroHy 3acToOCOBYEMO
komaHgy Extrude i3 sagaHumn napametpamm (puc. 3.12).
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Edit Polygons A

[ Insert Vertex ]
(Extrude & ((outine |5
((Bevel ] ((Inset |8
((Bridge JB) [ Fip. ]
[ HingeFromEdge |
[ Extrude Along Spline ]
[ Edit Triangulation |

[Refriangulate] [ Turn |

Puc. 3.12. NoyaTtkoBa ctagis popMyBaHHA PYy4KU

Ha puc. 3.19 6a4mMmo gBa BUCTYNK, Ha KOXXHOMY 3 SIKUX € Ba CETMEHTM.

Y mogudpikatopi EditPoly Buginumo piseHb BeplumH (Vertex) i Ha Burnag;
300Ky MNOCYHEMO BEpPLUMHK TaK, WoO MONIroHM Ha KiHui BuUCTyniB 6ynu
NpMBNU3HO oguH HaBNpoTK ogHoro (puc. 3.13).

B Editable Poly .
L Vertex ., %
......... Edge
ot Border
........ Polygon
Bl Element

wlnly e |m

Puc. 3.13. lloBOpOT noniroHiB
Ha 3aBeplanbHoMy eTani ¢OpMyBaHHSA pydknm BubepemMo piBeHb

noniroHis (Polygon), BuginumMo [fBa MOMIFOHM OAWH HaBMPOTU OAHOro
(knauHeMO MMLIED MO OOHOMY, 3aTUCHEMO Ha kKnasiaTypi kHonky Citrl,
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KnauHemMmo no Apyromy). Y npasin naHeni HaTucHeMo KHonky Bridge, BuAaineHi
noniroHu 3'egHatoTbea (puc. 3.14).

Edit Polygons |
8 Insert Vertex )
(Extrude )5 (outine )5
((Bevel B ([Inset )8
((_HingeFromEdge B
(__Extrude Along Spine
[ EdtTriangulation |
Retriangulate] [ Tumn |

Puc. 3.14. OctaTouyHe (hopmMyBaHHSA PYy4Kun

Hani, nepebyBaioun B pexumi pegaryBaHHs noniroHis Editable Poly,
BMKOHAEMO 3rnamkyBaHHs 00'ekTy 3a gonomoroto BknoveHHs Use NURMS
Subdivision Ha Bknagui Subdivision Surface (puc. 3.15).

Subdivision Surface 2|
[¥] smooth Result

Use NURMS Subdivision |
Isoline Display

IShow Cage...... [] I

- Display

Iterations: |1 =i |
Smoothness: [0 [

~ Render

Iterations: lO B |
Smoothness: ]1,0 S

iSeparatJe By:mi

Smoothing Groups
[P materials

Puc. 3.15. 3acTocyBaHHA onepauil 3rnagaXyBaHHA
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[Ons 3rnagpKyBaHHA MOXHa 3actocyBatm a0 ob'ekta moaudpikaTop
MeshSmooth a6o TurboSmooth.

MoaundikynTte Kyxonb i npuBeaitTb noro Ao surnagy (punc.3.16).

Puc. 3.16. MoaudikoBaHun Kyxornb
[Ana mogudikauii Kyxsisi BUKOPUCTOBYNUTE MeTod poboTr 3 noniroHamu.

3anuTaHHA AnAa camonepeBipKu

1. MNMepepaxynte nigo6'ekTn NONIroHanNbHOI CiTKK.

2. Ulo Take BepLlumHa noniroHasibHoI CiTKN?

3. Lo Take pebpo noniroHanbHOI CITKN?

4. Nepepaxynte OCHOBHI onepadii Hag nigob'ekTamuw.

5. Ak nepeTBOPUTM NOYATKOBUM OB'EKT CLIEHN B NOMiroHanbHUN?

6. NepepaxynTte BapiaHTK BUAINEHHS Nigo0'ekTiB NOMIrOHaNbHOI CiTKW.
7. AK 3rnaguTn NOBEPXHIO NONIrOHaNbHOI CiTKN?
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