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Beryn

VY cyuacHHX cHcTeMax aBTOMaTH3allii BaXIJIMBY POJb BiAIrparoTh
texHonorii 3D MojemoBaHHS, Bi3yamizalii Ta MPOMHUCIOBOrO
mu3aitHy. IX 3acTocyBaHHs TiIBHUILye e(EKTUBHICTH Cy4acHMX
TEXHOJIOT'1H, a TAKOXK MOKPALIy€e SIKiCTh BAKOHAHHS POOIT.

MeroauuHi BKa3iBKM J0 BUKOHAHHS J1abOpaTOpHUX poOIT 3
HaBYAJbHOI OUCHHUILIIHKA «3J] MomentoBaHHS» MICTATh HEOOXITHUI
Marepian Juis  3100yTTS CTyJSHTaMU TPAKTHYHUX HABHUKIB
BUKOPUCTaHHSI CYYaCHHX HayKOBHX KOHIEMIIiH, MIOHSTh, METOIB Ta
TEXHOJIOT1H Bi3yamizalii, a TakoX MOJCTIOBAHHS TPUBUMIPHHX
o0’extiB. [lig wac BUKOHAHHS 1abOPAaTOPHHX pOOIT CTYAEHTH
3100yAyTh JOCBIJ, SKHH JOMOMOXE MpU po3podili peanbhux 3D-
MOJIeTIeH Y PI3HUX TaTy3s5X IPOMHCIOBOCTI.

Y  mabGopatopHMX poboTrax po3mISHYTO TpukiIagm  3D-
MOJICTIOBAHHS, 0COONMMBOCTI  po3poOku  3D-00’ekTiB  pizHOI
cragaocti.  Ilim 4ac  BHKOHaHHS  JIA0OpAaTOpPHUX  pOOIT
BHKOPHCTOBYIOTHCS JIilIEH3IliHE MporpaMHe 3abe3nedeHHs Autodesk
Maya Bix kommnanii Autodesk (CILIA), siki HaJaHi 3a IPOrPaMor0 s
ocBiTHIX 3akianiB  «Education community». 3aBISKH I[bOMY,
CTYICHTH MOXYTh OE3KOIITOBHO BUKOPHUCTOBYBATH IPOTrPaMHI
npoaykTu komriaHii Autodesk, sik B HaBYaJIbHUX J1a00OpaTOpiAX TaK i
Ha BinacHux [IK.



JlaGopaTtopna podora Nel
3naiiomcTBO 3 IporpamMoro Autodesk Maya.
InTepdeiic, HaBiranisa Ta gyHkuionan iHcTpyMeHTIiB

1.1. Mera po6otu

O3HailoMHUTHCS 3 MPOrpamMol0 Ui MOJEIIOBAHHS TPUBHUMIPHUX
0o0’ektiB  Autodesk Maya. HaBuuTHcs  BCTaHOBIIOBaTH i
HAJANITOBYBATH TIPOTpaMHE cepefoBuIIe Juis KoMmQopTHOi Ta
epextuBHOi  poGoTH. PosrmsHyTH iHTepdelic Ta  OCHOBHI
(dyHKITIOHATBHI MOXKITUBOCTI Tiporpamu Autodesk Maya

1.2. Teopernuni Binomocti

3D-epaghixa (mpueumipna epagpika, 3 Dimensions) - onuH 3
PO3IUTIB  KOMIT'IOTEpHOI  Tpadiky, SKHH TPU3HAYSHHN  JIst
300paxkeHHs 00’eMHUX 00’ekTiB. Llel BHI Tpadikk 3aCTOCOBYETHCS
JUIS HAYKOBHX JIOCHIDKEHb, B IPOMHCIIOBOCTI, apXITEKTypi Ta
IM3aifHi, B KIHOIHAYCTpii, B KOMIT IOTEpHUX irpax, mojirpadii ta B
iHmmx  ranyssx. Jlo 3D-epaghiku  MoKHA BimHECTH IBOMIpHI
300paKEeHHS y SIKHUX 3aCTOCOBAHO TeXHONIOTii 00’emHOCTI. Takox 10
3D-rpadiku BiTHOCATHCS PI3HOMAHITHI TPUBHUMIPHI MoOIENi, SKi
CTBOPIOBAHI B CITEIiaIbHUX ITpOrpamax.

3D-mo0eni € CKIAAOBOK IMPE3CHTAIIHHOI Ta  TEXHIYHOI
JMOKyMEHTaIlii, a TaKO)X BOHH BHKOPHUCTOBYIOTHCSI HJISi CTBOPEHHS
MIPOTOTHUIIB BUPOOIB Ta BUKOHAHHS BUIIPOOYBaHb.

3D-mooenmosannss - 1e TMpoiec POo3poOKH MaTEeMaTHIHOIO
TIpEeJICTaBIIEHHSI OyIb-sIKOI TPUBUMIpDHOI TIOBepXHI 00’€kTa 3a
JOMTOMOTOI0  CIellialli3oBaHoro mporpamMHoro 3abesmedenHs (I13).
3D-MonentoBaHHS € KOMIT FOTEPHOIO Tpadikoro, M0 MOETHYE B 001
MIPUHOMH Ta IHCTPYMEHTH, SIKi HEOOXiJHI ISl CTBOPEHHS 00 €MHHUX
00’€KTiB B TPUBUMIPHOMY IIPOCTOPI.

CTBOpeHHS BIpTYalbHHX MOJIENEH € HEBiJ €EMHOI YaCTHHOIO
Cy4acHOTO BHPOOHMIITBA Yy Takux cdepax, sK po3podKa
TEXHOIIOTIYHUX OO0’ €KTiB, Bi3yami3aiis MPHUPOIHIX SBHII, Meia-
npoayknii Ta iH. BuOuparoum cepenoBuine Uisi TPUBHMIPHOTO
MOJICITFOBAHHS, B TIEPIIy Yepry, CIiJ BU3HAYUTHU KOJO 3aBIaHb, JUIA
BHPIIICHHS SKUX BOHA ITiIXO/IUTb.

OmHuM 3 T[OWMPEHMX  OPOrpaMHUX — MPOAYKTIB,  SKi
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BUKOPUCTOBYIOTBCS mst 3D-monemoBanHs € mporpama Autodesk
Maya. Autodesk Maya 1ie — rpadiunuii peaakTop i MOICTIOBAHHS
TPUBHMIPHUX 00’€KTIB, aHiMallil, KOMIIO3UHTY Ta Bizyamizamii. Llei
penaktop € ogauM 3 cranaapTiB 3D rpadiku B kiHO, aHiMailii,
puIao0yAyBaHHs Ta Bizyasizamii 00’ €KTiB.

Ocoonueocmi ecmanoenenna npozpamu Autodesk Maya.
BcraHOoBGHHS — MPOrpaMHOro  3a0e3MEYCHHS  BHKOHYEThCS 3
opirifinoro caiity autodesk.com 3 BHKOPHCTaHHIM JIIIEH3ii
CTy[IeHTa, [I0 MOXXHA OTPUMATH TNpPH MiATBEP/DKEHHI JaHUX Ta
BHUKOpHUCTaHHI KopriopatuBHoi oty HYBITTL

Hns ypoeo nompiono:

1. Tepeiitn Ha odiuiiiuuii caiir Autodesk B posmin Education

(puc. 1.1).

#2 AUTODESK

STUDENTS EDUCATORS ~ ADMINISTRATORS LEARNLAB GET HELP

Unlock educational access to
Autodesk products

educational access to
as long as you remain

@ Not a student or educator? Explore our free trials

Puc.1.1. Burmsia cropinku 3 caiity Autodesk y Bxiraami Education

2. Tlepexomumo 3a mocwianHsm Get standart, micis doro
3aX0MUMO y BIACHWA account, a B pasi HOro BiACYTHOCTI
peecTpyemMocs Ta yeKkaeMo miaTBepmkeras Autodesk.

3. B HOBIi#l Bknaami 3Haxomumo mporpamy Maya (puc. 1.2) ta
HaTucKaeMo «Hauams pobomyy. IlinTBepKyeMO BHUKOPHCTaHHS
3apeecTpPOBAHOTO aKayHTa 3 BHKOPHUCTAaHHAM CBOTO IMeEHi Ta
CNIEKTPOHHOI MOLITH CTYAEHTa. 3ayBakeHHs. BUTITSN BKIagoK Ta
Mepenik JOCTYMHHX HporpaM MOXe 3MIHIOBATHCS, TOMY y pasi
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npobieM 3 3aBaHTAXEHHSAM 3BEPHIThCI A0 BHKIaaaya, abo
aZMiHiCTpaTopa KOMIT I0TEPHOTO BiAIITY.

4. OOupaeMO THI CHUCTEMH, pIK Ta MOBY Ta BHKOHYEMO
3aBaHTa)KCHHS.

5. Hatuckaemo Ha 3aBaHTaKeHMI (aill Ta MPOBOIUMO
BCTAQHOBJICHHS BCiX KOMIIOHEHTIB 3rifHO iHCTpyKIii. [IpoBogumo
ABTOPH3AILII0 JJIsl OTPUMAHHS JIIIIEH31HHOr0 MOrO/KCHHSI.

R revir A autocap A AuTOCAD FOR MAC ] INVENTOR PROFESSIONAL

3 305 Max M mara A ADVANCE STEEL A AUAS AUTOSTUDIO

A rzvow A autocao ur A AUTOCAD LT FOR MAC (€ AUTODESK CFD ULTIMATE

Puc. 1.2. [lepenik mporpaM JOCTYITHUX TSI BCTAHOBIICHHS

Cucmema npoexmie ¢ Maya. llpoekr Maya — 1e mamka, 1o
MICTHUTH B 001 30epexennii Gaiin 00’eKTa, TEKCTypH, pEHAEPH, aBTO
30epexxeHHs Ta gomaTkoBi Qaitim. Tomy mis modatky poOoTH
MOTPiOHO BKAa3aTH, N1€ 3HAXOMUTHCS TMPOEKT Ta MiIKIOYUTHCS 0
00paHOT MMarnKw.

JIst cTBOpeHHs a00 BIIKPUTTS POEKTY BUKOPUCTOBYEMO:

e File — Set Project — (nanxa) — Set — g 3aBaHTaKEHHS
MIPOEKTY,

e File — Open — (¢ghaiir) — Open — st BIIKPUTTS CLICHU.

ITpu cTBOpEHHI HOBOrO HPOEKTY B MAIIli 3’SBISETHCS BIKHO 3
npomosunieto crBoputu Houii (Create default workspace) a6o



obpatu icuyrounii mpoekt (Select another location) 3a HoBuM
uuisixoM (puc. 1.4)

M

Select another location  Create default workspace Cancel

Puc. 1.4. Bubip npoexty

B mami npoekTy 3HaXOAAThCS HACTYITHI (aiiiu:

o textures — mamka 3 HaOOPOM BUKOPHUCTAHHUX TEKCTYP;

e *.mb — cam crienapiii / cuena Maya;

e *.mel — TexcToBuii (haiii 3 HAJIAIITYBAHHSIMH HPOEKTY.

Hasizauis ¢ Maya. OCHOBHOIO IUTIOIIMHOKO 1J1s1 podotu B Maya €
mwiomuHa — View port. @yHkiioHanbHi KiIaBimy B mporpami Maya
MaroTh Taki mii: Alt — masiramis, Ctrl — xouBepryBanmus, Shift —
THCTPYMEHTH.

Hagiramiis BHKOHYeTBCS 3a Jgomomoror kiapimi Alt ta ii
JOTIOMDKHUX KOMOIHAITIN:

o Alt + JIKM (niBa KjaBilila MUIIIi) — IIOBOPOT 00JIaCTi;

o Alt + xoneco (KoeCcKO MHUIII) — IIEPEMIIIIEHHS 00IacTi;

e Alt + JIKM (tipaBa KJaBiiiia MHUIIIi) — TOYHUH 3yM 00IaCTi;

o Koneco — MO3UIIHHINA 3yM 00JIaCTi.

SIkmo HaTUCHYTH Ta yrpumyBaTu Space (Hot box) Biakpuerbes
HOBE MEHIO 3 JOAATKOBUM (YHKIIOHAJIOM, SIKIIO HE yTPUMYBAaTH
Space, a nuiIe HATHCHYTH OTPHUMAEMO TIepen coboro 4 eKkpaHu
BUIIAAY IUIomHM. [ BinMiHM pyXy Kamepu BHKOPHCTOBYIOTHCS
opekern «{» i «}». 1106 chokycyBaTHCs Ha BHALICHOMY 00 €KTi
BHKOPHCTOBYIOTH KiaBimny «F», abo «A» - mokasatu Bce.

Pexycumu gioooparcenns. JIns BimoOpakeHHS BHUKOPHCTOBYIOTH

T

. SN e ]
IMMaHCJIb 3 OCHOBHMMHU HAJIAIITYBAHHSIMUA HaBIramu D% € @ z

e Wireframe — 4 kapkacHe;

e Smooth shade all — 5 nonironansHe;

e Use default material — Bukopucratm Matepianu 3a
3aMOBYYBaHHSIM;



Wireframe on shaded — kapkacue + mosiroHanbHe;
Textured — 6 TexcTypoBaHue;

Use all lights — 7 ocBitnenms;

Shadows — 8 TiHb.

Poboui oonacmi ¢ Maya:

e BumagHi criucky 3 KaTEropisiMu 3HaXOIATHCS 3JTiBa 3BEPXY Ta
MAaIOTh B c001 BeCh (PYHKITIOHAI BiJICOPTOBAHHIA 32 KaTErOPisiMH;

e Shelf (monwmi), MO 3HAXOAATHCSA TiJ KATETOPIAMH MICTATH
Haifuacrilne BXHBaHI (QYHKI[IOHAIBHI KHONKHA CQOpMOBaHi 3a
KaTeropisiMu abo CTBOpPEHI KACTOMHO;

e tool box - maHenp iHCTpYMEHTIB a00 K OCHOBHHUH
THCTpYMEHTAapiil, 3HAXOAUTHCS JIIBOPYY EKpaHy;

e View port ma Outliner — Tunu 00’€KTiB, 3HAXOAATHCS HIDKYEC
OCHOBHOTO €KpaHy;

e Time line — yacoBa 06nacTh, 3HAXOIATHCA HU)KUE OCHOBHOI'O
eKpaHy;

e Chanel box - ob6macte omucy Beix mii 3 00°€KTOM,
3HAXOAWTHCS TPABOPYY Y BEPXHIN YaCTHHI €KpaHY;

e Layers — pemakrop mapiB — 3HAXOAUTHCS TIPABOPYY Yy HIKHIHN
JaCTHHI eKpaHy.

Jnst poboTH 3 00’€KTaMH BUKOPHCTOBYETHCSI OCHOBHY TIaHEIb
Tool box, 110 MICTUTh KHOMKH, IO TAKOXX MOYKHA AKTHBYBATH
KJIaBillIaMH:

«W» - mepemirnenns — Move Tool;

«R» - posrsaraytu — Scale Tool;

«E» - moBepuytu — Rotate Tool;

«Q» - xypcop — Select Tool.

[Ipu poboti 3 06’€KTOM BCi 3MiHH B Or0 BHTJISIZII T PO3MIIIEHH]
3aMKCyIOThCs 3a qoromororo omirii Chenal box.

SAxmo 00’eKT MOTPiOHO JOMATH B i€papXidHe AepeBO MOOYIOBU
IHIIOTO 00’€KTa, TO BUAUISETHCS TEPIIUH, 3aTHCKAETHCS KIIaBilia
Shift Ta Buaginserbest HeoOXigHA YaCTHHA i€papXidHOI MOOYIOBH.
ITicnst 4oro HATHCKAEMO KIABIITY «P» Ta OTPUMYEMO 300paKeHHS
nepmii 00’ekT B npyromy. 11106 posrpynyBatu 00’€KTH MOTPIOHO
Hatucuytu Shift+P. Jlnst Toro mo6 3MiHOBaTH po3Mip 00’€kTa 3
MEHIIUM KpOoKOM NOoTpiOHO HaThcHyTH Ctrl Ta moTsSrHyTH MOB3yHOK
3 po3MipoM B Oik.



1.3. ITporpama po6oTu

1. 3apeectpyBatucs Ha caiti Autodesk B posmin Education ta
OTPUMATH CTYAEHTCHKY JIIIEH3IIO0.

2. 3 odinifiHoro caifty autodesk.com BcTaHOBUTH (SKIIO HE
BcraHoBJieHa) mporpamy Autodesk Maya, o3naiiomuTHCs 3 i
OCHOBHHUMHU (byHK]_[iOHaHBHI/IMI/I MOXJIIHUBOCTSAMMW Ta  BUKOHATHU
JOCTYITHI HAJIAINTYBaHHS.

1.4. TlopAaaok BUKOHAHHS POOOTH

1. OsnaiiomutHncs 3 ocodmuBocTsAMU mporpamu Autodesk Maya,
10 PO3IJISHYTO Y TEOPETUYHUX BiZJOMOCTSX.

2. BcranoButH Ta Bimkputu nporpamy Autodesk Maya.

3. Croputu HOBHIT TpoekT y porpami Autodesk Maya.

4. TIpoBecTH OCHOBHI HaJalITyBaHHS CIICHH.

JIJ'[S[ BHUKOHAHHSA HaJIaITYyBaHb MOXHAa BUKOPUCTATHU TaKl IUTSXHU:

1) Windows - Settings/Preferences — Preferences a6o 2)

LIBUJIKUH IOCTYI B IPAaBOMY HHKHBOMY KYTKY .

B HanamryBaHHSIX BUKOHATH 3MIHH 32 TAKMMH OILIISIMU:

- Undo — Queue — Infinite (ms moBepHeHHs Hazan);

- File/Projects — AutoSave — Enable v/;

- File/Projects — AutoSave — Limit autosaves v (KiIbKicTh
aBTO30EpEIKEHB);

- Polygons — Highlight — Border edges v* (mixcsitka pebep);

- Display — Heads Up Display — Poly Count v* (BigoOpasxeHHs
CTaTUCTHUKH 00 €KTIB).

ITicist 3aBepIeHHs HAAINITYBaHb BUKOHYEMO iX 30epeskenns File
— Save Preferences.

5. Jlomatu eneMeHTapHI IPUMITHBH Ha poOOYy OOJIACTH MPOEKTY
Ta TPOBECTH OCHOBHI MaHIITyJISIIii.

6. Pesynmbratn BHKOHaHHS O(GOPMHTH y BUTIIAA 3BiTY Ha
CTaHIAPTHUX apKymiax dhopmaty A4.

Bumozu 00 opopmnenns 3eimy:
3BIT MIOBUHEH MIiCTUTH:

- TUTYJIBHY CTOPIHKY;

- METy po0oTH;
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- Iporpamy poOoTH;

- CKpIHIIOTHM 3 BCTAQHOBJICHHS, BIIKPUTTS, HAJAIITYBaHHS Ta
CTBOPEHHSI IIPOCKTY;

- BUCHOBOK.

1.5. KonTpoJbHi 3anutanus

1. o Taxe Autodesk Maya?

2. 1o sBisie coboro mpoekT B iporpami Autodesk Maya?

3. 3a wo Bignosimae koMmOinamis kimasim Alt + I7KM Tta Alt +
JIKM?

4. 3a 10mOMOIoK 40ro BUKOHYEThCS OKYC 00’ €xTa’?

5. JIi1st 4Oro BUKOPUCTOBYIOTh OpeKeTH?

6. Slke mpwmsnauenHs wmasin: P, W, R, E, Q y mnporpami
Autodesk Maya?
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JlabopaTtopHa podoTa Ne2
Po3pobka noaironansHux Moaesiei B nporpami Autodesk Maya

2.1. Mera po6otu

OsHaifoMuTHCS 3 TPHUMITHBAMHU, SKi BHUKOPHUCTOBYIOTBCS Y
nporpami Maya Ta criocodamu ix ctBopeHHs. HaBuuTucs mpairoBatu
3 OCHOBHUMH INapaMeTpaMy MPUMITHBIB Ta iX TpaHCOpMAaIlisIMH.

2.2. Teoperuuni BizomocTi

Hus Bupimenns 3amad 3D-mopentoBanHs y mnporpami Maya
PO3POOISIOTHCS TPUBUMIPHI CIIEHH, KOXKHA 3 STKUX 000B’SI3KOBO OyIe
ckiamatucs 3 okpemux 3D-o0’ekrtiB.  Ilim  3D-00’ekramu
PO3YMIETBCSI BCE 1[0 MOYKHA CTBOPUTH B CIICHI: BiJl TPMBHUMIPHUX TLI
70 JoKepen cBiTia, o0’eMHHMX Jedopmariii i Oarato iHIINX
THCTPYMEHTIB 3 IKUMH MOYKHA TIPAIIOBATH B CIICHI.

Bci TpuBHMIpHI 00’€KTH, siKi € B iporpami Maya 3HaxonsThcs Ha
Bimaani Create (puc. 2. 1) JIJIs TIOJICTIICHHS IIOIIYKY HOTp16HHx
00’eKTiB  BOHM  pO3IUICHI  Ha
kateropii. OCHOBHUMH 00’ €KTaMu

\BS Primitives it momemoBanHs  €: NURBS

yoon Primitives Primitives —  npumituBu,  sKi
Rolumeturstzes CKIamaroThes 3 KpuBuX; Polygon
Hanes Primitives — crannapTHi IpUMITHBH,
o AKi (OPMYIOTBCS 3 IOJIrOHIB (pHC.
2.2); Curve Tools — incTpymeHTH
IUIs CTBOpeHHs KpuBux; Lights —

Create | Select

Curve Tools

Type

dobelR] lllustrator(R) Object... I[)Kepeﬂa CBiTJ'Ia' Cameras _
b

S — kamepu; Volume  Primitives —
Free Image Plane 00’eMHI MIPUMITHBH, SIK1
SLZLED BUKOPUCTOBYIOTECS IJIsI CTBOPEHHS
Annotation... : : b

o CBITJIOBUX e(eKTiB Ta 00 €MHOro

re lools

TyMaHy.

[MpumituBH € mapamMeTpUIHHMH
00’ektamu (y KOXKHOTO 3 HUX HasIBHI
napaMeTpy, SKi MOXYTh 3MiHIOBATH

30BHIWHIA BUMIAL 1 OyZOBY).
Puc. 2.1. Bmict MeHI0 3aBAsSKM IIbOMY HAaBITh HEBEIHKa
Create
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KUIBKICTh TIapaMETPUYHHUX MPHUMITHBIB Ja€ MOXJIHMBICTH CTBOPHTHU
0araTo pi3HUX 00’ €KTIB.

Create Select  Modify ) Windo esh Edit Mesh Mesh Tc Mesh

ab GO I o
MUR imitives

Polygon Primitives

Volume Primitives Sphere
Lights ube
Cameras

Curve Tools

oooooQd

Type

Adobe(R) lllustrator(R] Object...

Construction Plane yramid
Free Image Plane Prism
Locator Pipe
Annotation... Helix
Measure Too ear

Soccer Ball

Interactive Creation
v Exit On Completion

Puc. 2.2. Mento Create — Polygon Primitives

I3 Bcix THHIB 00’€KTiB, camMe TpPHUMITUBA HaWdJacTimie
BHKOPHCTOBYIOTBCA B PI3HUX CIleHax. /[0 OCHOBHHX NpPHUMITHBIB
nanexars Cube (Tlapanenenineo), Sphere (Cegepa), Plane
(ITnowuna), Cylinder (Lunindp) i inwi. Tlpaiforoun HaBITH 3 UMU
MPOCTUMH 00’€KTaMH, 3MIHIOIOUM IX MapaMeTrpH, NepeMillyroun i
MOBEpTal4M, MO)KHAa mHoOynyBatu 3D-00’ektn pi3HOI CKIamHOCTI.
Hampuxiian, ckmaBmmm JeKinbKa TapajeliemineniB 3 pPi3HUMH
rapaMeTpaMu, MOXHa Mo0yTyBaTH CTuI, mady i T.1.

3BUYaiiHO, AKOW BCi CIIEHH CKJIAJANIMCS TUIBKH 3 TPUMITHBIB, TO
CKJIaHO Oyno O mepenaTtu peasiCTUYHICTh TPUBUMIPHUX MOJENEH.
Jus Toro, mo6 Bci 3D-Mopeni BUrIsinanu, SK peanbHi 00’€KTH, iX
JOAAaTKOBO Tpeba JompanboBYBAaTH IOAATKOBHUMH IHCTPYMEHTAMH.
Korken 3 mpuMITHBIB Mae CBOI apaMeTpH, sIKi MOKHA 3aJaBaTH MpU
CTBOpEHHI 00’€KTa 4YM MIHATH Mi3HilIe B NpOLECi peaaryBaHHS.
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Hesiki mapamerpu € cneuuiuyHAMH IJs1 TIEBHUX NPHMITHBIB, aie
OUIBIIICTD 3 HUX TTOBTOPIOIOTHCS.

OcHo6HI cnOCOOU CMBOPEHHS NPUMITNUBIS:

e Create — Polygon Primitives (HaTucHyTH Ha KBajpar OuIs
CTBOpEHHsSI MPHUMITUBY JO3BOJNUTH 3aJaTH HWOMY TOMEpenHi
HaJAMITyBaHHS).

e Ha naneni incTpymenTiB BuOpatu Briaaky Modeling i Humkue
B Bkiamaui Poly Modeling (puc. 2.3) BuOpatu moTpiOHHN NPUMITHB
(TonmBifiHMIA KK MO MPHUMITHBY JO3BOJIMTH 3aJaTH TOMEpenHi
HaJaITyBaHH).

File Edit Create Select Modify Display

Modeling v H h E‘ 2 c

Poly Modeling

Puc. 2.3. Brimaaka Poly Modeling Shelf

e 3arucuyrutu [lpobin — Create — Polygon Primitives
(HaTHCKaHHSA Ha KBaJapaT OIS CTBOPEHHS INPHUMITHBY O3BOJHTH
3aaTH oMYy TIoNepeTH] HaJallTyBaHHs, puc. 2.4).

e Edit Create Select Modify Display Amold  Help

Primitives

oooooo

nPartides  Fluids  nC

Byramid
Free Image Plane Frism

Locatar Fipe

Helix

Soccer Ball

Puc. 2.4. Bukonauus ¢yskiii /Ipooin — Create — Polygon
Primitives
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e Shift + [IKM (matuckaHHS Ha KBaapaT OUIS CTBOPCHHS
NPUMITUBY J03BOJIUTH 3a/IaTH HOMY ITONEPEIHI HaJalITyBaHHSI, PUC.
2.5)

Create Polygon Tool [

Plane [J Disc
Cylinder [J Sphere [
cone [] Torus [
Cube [

Platonic Solid

Pyramid

Prism

¥ Quad Draw Tool

Interactive Creation

Polygon Display All

Puc. 2.5. Buxonaunns Shift + ITIKM

l'anmouka B myHkri Interactive Creation mo3Bossie CTBOpIOBATH
MIPUMITHBH MPOTSHKKOIO MU B CITEHI.

Ocnoeni napamempu npu pooomi 3 npumimusamu. Sk paHimie
3raJyBajiocsi, TapaMeTpd MO)KHA 3aJaTH Oe3MOCepenHbo Iepes
CTBOPEHHSIM TPHUMITHBY a00 X TpU pemaryBaHHI HOro B CIIEHi.
PosrinsiHemo HalOITBII BHKOPHCTOBYBAHI MIPUMITHBH:

o Cube (ITapanenenineo) (puc. 2.6):

Puc. 2.6. 306paxenns npumituBy Cube ([Tapanenenineo)
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BikHO 3 mapaMerpaMy HaAIITYBaHHS TEPEd CTBOPECHHSIM
npumituBy Cube (TTapanenemninesn) mokasaxo Ha puc. 2.7. OcHOBHI
nmapamMeTpu B SIKUX 3aJaeMo po3mip o0’ekta: Width (Lllupuna),
Height (Bucoma), Depth (I'nybuna), mapamerpu B SKHX 3aJal0Th
kinbkicTb cermentis: Width division, Height division, Depth division.

M Polygon Cube Options

Edit Help

Puc. 2.7. BikHo 3 mapamerpamu HajgamryBaHHs npumMituy Cube

[Tapamerpu 00’€ekTa, sIKi BioOpaskarOThCs MMICs HOro CTBOPEHHS
MOXKHa TIeperasHyTH y Bikai Attribute Editor a60 Channel Box (puc.
2.8). B npoMy BiKHI TaKOK MOYKHA 3MIiHIOBATH Ha3By 00’€KTa (TaKOXK
MOXKHa 3MiHuTH B Bikai Outliner). ¥ 6iabimocTi BUKOPHCTOBYBaHUX
MIPUMITHBIB 3PYYHO 3MIHIOBAaTH Ta HAJAINTOBYBATH ITAPAMETPH CaMe
3 BUKopucTaHHsaM BikoH Attribute Editor abo Channel Box.

SHAPES
pSphere

¥ Poly Cube History

dth

INPUTS
polySphere1

Puc 2.8. BiknHa 17151 penaryBaHHsI IPUMITUBY IICIIsl CTBOPEHHS
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o Sphere (Cgepa) (puc. 2.9):

Puc. 2.9. 306pakenns npumitusy Sphere (Chepa)

BikHO 3 mapamerpaMu HaJalITYBaHHS TI€PEl CTBOPEHHSIM
npumituBy Sphere: Radius (Paodiyc), Subdivision Axis (Kinekicmo
ceamenmie no oci), Subdivision Height (Kinvkicms cecmenmis no
sucomi) nokazano Ha puc. 2.10. B npumituBy Sphere e cnenudivna
oco0auBicTh, moa0 11 cerMmenTartii. UM OUIBIIE CErMEHTIB THM
chepa Oyzie TIAIKINIO HAa BUIUISAJ, 2 YAM MEHIIE CETMEHTIB, TUM
OLTBIIIO0 OYJIe TOCTPOTa BUKOPUCTAHUX TIOJITOHIB.

Puc. 2.10. BikHo 3 mapaMerpamMu HaJlamTyBaHHs IpUMITUBY Sphere

e Cylinder (L{uninop) (puc. 2.11):

Puc. 2.11. 3o6paxkennst npumituy Cylinder (IJuninop)
17



BikHO 3 mapaMerpaMH HaNAIITYBaHHS TeEpel CTBOPCHHSIM
npumituBy Cylinder: Radius (Paoiyc), Height (Bucoma), Subdivision
AXxis (Ceamenmayis no oci), Subdivision Height (Ceamenmayin no
sucomi), Subdivision Caps (Ceemenmayis no 3eysicennio kona 6
yenmpi), Round Cap (Pobums eunyxni kymu) oKa3aHo Ha puc. 2.12.
IMpu Bukopucranui npumituBy Cylinder 3MiHOHOYM KUTBKICTH
CerMeHTallil 0 0Ci MOYKHA PEryJIIOBaTH KUIbKICTh CTOPIH IMIIIHApPA.
Hampuxiian, skmo 3agatv MiHIMalbHY KiUTBKICTH CETMEHTIB, TO Y
Hamoro npumituBy Cylinder moyxe BUITH TpUKyTHa OCHOBA.

Focus

Presets

" Show Hide

Node
uuID

Extra Attributes

Puc. 2.12. BikHo 3 mapameTpaMu HaJIAIITYBaHHS IPUMITHBY

Cylinder

e Cone (Kownyc) (puc. 2.13):

18



BikHO 3 mapaMerpaMH HaIAIITyBaHHS TeEpel] CTBOPCHHSIM
npumituBy Cone (Kowuyc): Radius (Padiyc), Height (Bucoma),
Subdivision Axes (Ceemenmayis no oci), Subdivision Height
(Ceemenmayis no eucomi), Subdivision Cap (Ceemenmayis no
38yoicennto koaa 6 yeumpi), Round Cap (Pobumwv eunyxni xymu,
SAKWO HAABHA CeeMeHmayis 8 yeHmpi Koja) ToKa3aHo Ha puc. 2.14.

Focus

[*
Show Hide

Axis

Node Behavior
uuip

Extra Attributes

Puc. 2.14. BikHo 3 mapameTpamMy HaJNalITyBaHHs npuMiTHBY Cone

e Torus (Kinvye) (puc. 2.15):

Puc. 2.15. 300paxenns npumituy Torus (Kinvye)

BikHO 3 mapaMerpaMy HalAIITYBaHHS TeEpe] CTBOPCHHSIM
npumituBy TOrus: Radius (Paodiyc), Section Radius (Toswuna
kinoys), Twist (Ilpokpyuyeanus pebep 630082iC Kilbys, NOMIMHO
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mooi Konu mana Kinbkicme ceamenmayii no eucomi), Subdivision
Axis (Ceemenmayis no oci), Subdivision Height (Ceamenmayis no
6ucomi) okazaHo Ha puc. 2.16.

Axis

Node Behavior
uuIR

Extra Attributes

Puc. 2.16. BikHo 3 napamMeTrpaMu HaJalITyBaHHS PUMITHBY TOrUS

e Plane (ITrowuna) (puc. 2.17):

Puc. 2.17. 3o0paxenns npumituy Plane ([lrowuna)

BikHOo 3 mapamerpamMu HaJalITyBaHHS TE€pell CTBOPEHHSIM
npumituy Plane: Width (Lllupuna), Heiht ([oesxcuna), Subdivision
Width (Ceamenmayia no wupuni), Subdivision Height (Ceamenmayis
1o 0062#CUHi) TIOKa3aHOo Ha puc. 2.18.
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Puc. 2.18. BikHo 3 mapaMerpaMu HaJlamrTyBaHHs npumitiusy Plane

Ocobnusocmi  mpancpopmayii  3D-00’exmis.  JIns  KOXKHOrO
o0’ekTa B CIGHI MOXHA  3aCTOCOBYBaTH  TpaHcopmarlii
(penaryBannst). Ochoeni mpancopmayii — 1€ TEPEMIIIEHHS I10
0CAX  KOOpAMHAT, IOBOPOT IO OCi Ta MaciiTa0yBaHHI.
Tpauchopmariii MokHa 3/ificCHIOBaTH 3a gormomoror Move Tool (W),
Rotate Tool (E) ma Scale Tool (R), mepecyBaroun, 4 3MiHIOOYH
OCHOBHHI KOHTpoJsiep 00’ekTa B clieHi. Takoxk, BCi TpaHchopMarrii
MOJKHA 3aCTOCyBaTH O€3MOCepenHbO 0 KaHaliB TpaHcdopMalliii B
BikHi HamamrryBanas Channel Box: Translate X/Y/Z (Ilepecysanms
06 ’exma no ocam), Rotate X/YIZ (O6epm 06’ckma no ocam), Scale
XIYIZ (Macumabysanns 06’ekma no ocsam), Visibility (Buoumicmo
00’ekma), K 11€ TIOKa3aHo Ha puc. 2.19.

Channels  Edit  Objec
pCubel

MPUTS
polyCubel

Puc. 2.19. OcHoBHi HanawmTyBaHHs TpaHchopMaii 00’ ekTa y BikHi
Channel Box
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Ocnosu  nonieonanvHozo  Mooeno8anHs.  BUKOpHUCTaHHA
MOJIrOHAJIBHUX MPUMITUBIB € ocHOBOIO 3D-MonenoBanHs. Ane npu
iX BHKOpPUCTaHHI 3aBXIM TIOCTAa€ MUTAHHS 1X 3MiHW. Y mporpami
Maya wmi 3MIHM MOXHa 3IIMCHIOBATH PI3HAMU CIIOCOOAMH.
Hanpukman, mnpu  HaBegenni wmwumi Ha  3D-o0’ekt  Ta
Bukopuctopytoun [IKM wmokHa BHOpaTH BiONOBIAHUN pPEKAM
penaryBaHHS KOMITOHEHTIB IMOJIITOHAJILHOTO MpUMITHBY. Kpim Toro,
y nporpami Maya, takox € pexum Multi (Myremurxomnonenmmuii,
BiH JIO3BOJISIE OJHOYACHO PEJaryBaTH BCi KOMIIOHEHTH, a PEKUM
Vertex Face pnonomarae mepeBipuTH O00’€KT TMicias BUKOHAHHI
omepartiit Extrude.

3a JIONOMOrOK0 IMX PEXKHUMIB 3JIHCHIOETHCS IOJIMOHATIBHE
MOJICJIIOBAHHS, SK IPH pelaryBaHHI BCIX KOMIIOHEHTIB TakK 1
OKpemHx omepaiiii. BukopucroByroun Kiasinry Shift moxHa
BHOMpATH JIEKIJIbKa KOMIIOHEHTIB pelaryBaHHs B OJIHOMY pexuMi. B
OCHOBAX MOJIITOHAJIEHOTO MOJIETIFOBAHHS 3HAXOMATHCS KOMIIOHEHTH.
Cepen peXuMIB penaryBaHHs KOMIIOHEHTA € Taki, SIKi MOKa3aHi Ha
puc. 2.20: Object Mode (Peorcum 06 exma), Vertex (Pescum mouok),
Edge (Peowcum pebep), Face (Pescum noniconis).

Object Mode

Vertex uv

Vertex Face Multi

pCubel...

Puc. 2.20. OcHOBHI pexuMH pefaryBaHHsI KOMIIOHEHTa

Po3risiHeMO OCHOBHI P&KUMHU pearyBaHHs KOMITIOHEHTA:
o Vertex (Peowcum mouox) (puc. 2.21):
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Puc. 2.21. OcobnuBocTi 3acTocyBaHHs peXUMy peaaryBanHs Vertex
(Pesicum mouox)

B pexumi Vertex moxxHa mepeMmiliaTH Ta pelaryBaTd BepIIUHH
00’ekra, 3anar0uu iM motpidHy dopmy. IIpu BUKOpHCTAHHI PEeKUM
Vertex BHIUICHHI BEPIIMHU I[TO3HAYEHO KOBTUM KOJIbOPOM, HE
BHJIJIEH] - (ioNeTOBUM, a BEpUIMHM Ha SKUX HaBEICHUH Kypcop -
YepBOHKMM. BepIiinHu MOXKHA ITepeMilliaTi B MeKax CIIEHH, aje ix He
MOXHa MaciTabyBaTH i 00epTaTH.

OcHoBHI omepanii Haj BepmMHaAMK (BiIOOpaKalOTHCS TIPU
HatuckanHi kmaBim  Shift+/7KM): Merge Vertices (06 eonye
sepuwunu), Multi-Cut (ZJosinene napizanns eepuwiun Ha noaicoHax),
Delete Vertex (Buoarenns seepwun), Extrude Vertex (Buoasniosanns
sepwun), Chamfer Vertex (@acka ons eepuun), Average Vertex
(Ilepemiwgenns epuiun OaudCHe 00 yeHmpy 06 ’€kma) MOKa3aHO Ha
puc. 2.22.

Puc. 2.22. OcHoBHi onepauii Haa BepIIMHAMH
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o Edge (Pesicum pebep) (puc. 2.23):

Puc. 24. OcobmuBOCTI 3aCTOCYBaHHS peXUMY penaryBanus Edge
(Peosicum pebep)

B pexumi Edge moxna mepemimaté Ta pemaryBatu pebpa
o0’ekta. BumineHi peOpa MiACBIYYIOTHCS OPAHKEBHM KOJIbOPOM,
peOpo Ha siKe HaBEIECHUH Kypcop MIACBIUYETHCA UYEPBOHUM, HE
BHJIIJICHI pedpa MaroTh ctangapTHuil koiip. [1{o6 BuaMTH KiNbIe 3
pebep, sKi 3’€JHAaHI B OMHOMY HANpPSMKY, MOTPIOHO JBIUl KIIKHYTH
Mo OTHOMY pelOpy. SKIo moTpiOHO BUALIATHU Kiiblle 3 pedep, AKi He
3’eqHaHi MDK co00r0, Tpeba 3 3aTHcHyTOM Kiasimero Shift nsiui
KJIAI[HYTH TI0 OJHOMY 3 pedep.

OcHoBHI omepamii Haxm peOpamu  (BigoOpaXkarOThCS  IIPH
nHatuckanui wmasim Shift+/7KM). Merge/Collapse Edge (3’eonye
pebpa minc coborw), Multi-Cut (ZJosinena wnapizka mouok na
nonieonax), Delete Edge (Buoanse peopa), Extrude Edge (Buoasnioe
pebpa), Bevel Edge (@acka ons pebep), Insert Edge Loop Tool
(HoginvHo Hapizae Oodamkogi Kinbys pebpa GIONOBIOHO 00
suoinenoco pebpa), Bridge (3 ’eonye noniconom osa okpemux pebpa),
Fill Hole (3axpusac noniconom omsip misc peopamu), Connect Tool

(Hapizae pebpa 6i0nogioHo 0o eudireHux pedep) OKa3aHO Ha PHC.
2.24.
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Puc. 2.24. OcHoBHi onepaliii 3 pedpamu

o Face (Peowcum nonizonis) (puc. 2.25):

Puc. 2.25. OcobnuBocTi 3acTocyBaHHs peXUMy peaaryBaHHs Face
(Peoicum nonizonie)

B pexumi Face moxHa mepemiliaTH Ta penaryBaTtd IOJITOHU
00’exTa. BupineHi momiroHu miACBIYYIOTHCS OPAaHXKEBHM, IMOJITOHU
Ha SIKi HaBeJEHUH Kypcop MiJACBIUYIOTHCS YEPBOHUM, HE BUIIJICHI
MOJIrOHW MAaOTh CTaHAApTHUH Kojip. Jlo MOJNIroHiB TakoX MOXHA
3aCTOCOBYBaTH BCi  JocTymHi  TpaHcdopmauii. Buainsrorscs
MOJIrOHM TaK caMo SIK pedpa, SIKIIO J1BAa pa3d HATHCHYTH Ha OIWH
MOJITOH, TO BUJILIAETHCS IOBHICTIO BCI IOJITOHH 00’€KTa, SIKIO
BUOpATH OJMH ITOJIITOH 1 3 HATHCHYTOO ABivi KiaBimiero Shift, a konu
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KJIAIHYyTH 10 HACTYMHOMY TMOJIrOHY, TO BHAUIMTHCSA KiNbIE 3
TIOJIIT OHIB.

OcHoBHI omepanii 3 TomMroHamMu (BiZoOpa)KalOTbcs TpU
Hatuckanui kmasimr Shift+/7KM): Merge Face to Center (3’couye
mouxu subparozo noxaicona ¢ yenmp), Multi-Cut (Josinona napizka
mouok Ha noniconax), Wedge Faces (Ilpu eudinenni pebpa ma
nonizona pobums éudasnosants noiicona 0o pebpa), Extrude Faces
(Buoasmiosanns nonicona), Bevel Faces (@acka onsn nonicona), Poke
Faces (Hapizac pebpa 6i0 mouox 0o uyemwmpa nonicona), Add
Divisions To Face (Hapizac oJooamxosi ceamenmu), Detach
Components (Bio ‘eouye noniconu i pobumo 3 Hux okpemutl 06 ’€km),
Mirror (Biooszepkanennss noaiconis), Extract Faces (Bio’eonye
nonizonu 8i0 opmu ane sarumaromocs 6 06 'ekmi), Duplicate Face
(Llybnioe nonieconu) nokazaHo Ha puc. 2.26.

Merge Faces To Center

= Paint Select Faces & Poke Face [

Mutti-cut  [] @ BevelFace []
% Wedge Face [] Face Normals »

=T

Detach Components
Triangulate Faces

i Quadrangulate Faces
Reduce Faces
Bridge Faces

Mirror

Puc. 2.26. OcHoBHi onepauii 3 mojiroHamMmu

» Object Mode (Pearcum 06 ’exkma) (puc. 2.27):
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Puc. 2.27. OcobmuBocTi 3acTocyBaHHs pexkxuMy pemarysanus Object
Mode (Pestcum 06 ’exma)

B pexxumi Object Mode BukoOHYIOTHCSI OCHOBHI TpaHchopmarrii 3
caMHM O0’€KTOM, TIpU IbOMY OO’€KT MOXXHA IepeMilaru Ta
penaryBatu. PeOpa BuJiNIEHOrO 00’€KT MiJCBIUYIOTBCS 3EIICHUM
KOJIbOPOM.

BinbiicTh OCHOBHHX orepariii HaJll 00’€KTOM IMOBTOPIOIOTHCS 3
MOTIEPETHIX pexXUMIB: Separate (Bio ‘eouye 06 ’ekm 3 negnoi epynu),
Combine (06 ’conye 06a 06 ’exma 6 0oun) mokazano Ha puc. 2.28.

Puc. 2.28. OcHoBHi oneparii 3 00’ekTamMu
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BaxxnuBUM eeMEHTOM TIIpU BHUKOPHUCTaHHI Ta penaryBaHHI
NPUMITHBIB € npug’a3ku. 3acTOCYBaTH MPUB’SI3KM MOXKHA 32
JOTIOMOTOI0  BKJIAJIKH, $IKa 3HAXOMUTHCS HAaJl IMaHETbHUM MEHIO
nporpamu Maya (puc. 2.29). 3a I0IOMOrow NpUB’S3KH MOXKHA
TOYHO PO3TANIOBYBAaTH 00’€KT BimmoBimHo g0 Touku (Point), ciTku
(Grid), xpuBoi (Curve) ta iHmmx enemeHtiB Mozaeini. Kpim Toro, 3a
JIOTIOMOTO0 Tapsyoi kiaBinn «D» Ta BUKOPUCTaHHI BiIIOBITHUX
MPHB’ 30K MOYKHA peJlaryBaTH OMOPHI TOYKU 00’ €KTa.

File Edit Create Select Modify Display W Mesh  Edit Mesh Mesh Tools  Mesh

Modelng v | @ o HYE [+ ST SR

Foly Modeling

Puc. 2.29. Po3raniyBaHHs IaHeNi IPHUB’ 30K

BuKOpPHCTOBYIOUM ONHMCAaHI BUIINE IMOJITOHAIbHI HMPUMITHBU Ta
crocobu ix TpaHcdopmarllii MoxkHa po3podisitu 3D-Momeni pi3HOi
CKJIaJHOCTi. PO3IIIsSTHEMO NpPHKIaZ alroputMy MOOYIOBH MPOCTOL
3D-moneni pobora 3 BUKOPHCTAHHSIM MONIMOHAIBLHUX TMPUMITHBIB,
skui TokazaHo Ha puc. 2.30. [TocnigoBHicTs BuKOHaHHS 3D-Momemni
poboTa onucaHo JuIst Bepcii mporpamu Maya 2022.

Puc. 2.30. 3D-mozaens poboTa
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1. Ha mowatky crBOopuMO cdepy, po3BepHemo ii Ha 90° Ta
3MIHUMO ii PO3MipH, MiCJI LBOTO BHIAIMMO IOJIOBHHY 1 3aKPHEMO
OTBIp.

2. CropuMo 11e oJHy cepy, TaKoK camo po3BepHeMo ii Ha 90°,
JI0JIaMO JI0 TIONEePEIHBOT 1 3MIHUMO MacIiTal.

3. CtBoprMO HWIIHIAP Ta TPUETHAEMO 1O JBOX IOMEPEIAHIX
MPUMITHBIB.
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4. CTtBOpHMO II€ OAWH LMJIIHAp, PO3BEPHEMO HOro 1 3HIMEMO
(acky.

5. CtBopuMO 3BepXy 1€ OIUH IMJIIHIAP 1 JOAaMO JIO IHIIHX
00’ €KTIB.

6. 3Bepxy 3poOMMO IIe OJWH IWIIHAP 1 Ha PiBHI TOYOK abo
pebep 3MEHIIMMO paiyc HIKHBOI OCHOBH.
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7. JlomaeMo 1ie ONWH MWIIHJAP Ta KPIMMUMO WOTo A0 I1HIIHX
00’€KTiB.
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8. CtopuMmo cdepy Ta BUIAIUMO 11 TOJOBUHY i 3aKPUEMO OTBIp.

9. Cropumo chepy, 3rpynyeMo MoIepeHi eTami Ta 1y0oeMo
IX Tak o0 BUMILIO IBi.

10.CtBOpMMO IWITIHJP, 3aCTOCYEMO 10 HBOT'O (hacKy Ta Haa HUM
cTBOpUMO cdepy.
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11.Ty6mroemo monepenHiil nuiIiHap Ta 301IbIIyeMo Horo.

12.360ky n0 mHUIIHIpa TPUKPILTIOEMO chepy.

13.CtBoOproeMo IUIIH/P 1 MPHETHYEMO HOTro 10 chepu.
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14.CTBOpIOEMO IIIE OAMH IUIIHJIP.

15.CTBOpIOEMO KOHYC 3 JIOJATKOBOIO CErMEHTAIli€I0 Ta Ha PiBHI
MOJITOHIB  BUJANSIEMO BEpX KOHyca 1 3aKpUBaEMoO OTBip Ta
MPHUKPITUTIOEMO 300Ky JI0 IIWJTIHJpPA.

16.[ToBTOpIOEMO TOMIEPEAHIO OMEpalilo, 3MEHIIYIOUH PO3MIp
LUITIHAPA Ta KOHYCA.
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17.CtBoproeMo chepy Ta JyOmrOeEMO €IEMEHT, sKuii OyB
CTBOPEHHIT I HOTH paHillle.

18.CtBOproemo /Bi cepu, OJIHY 3 TKUX MAcCIITaA0yEMO.

19.CTBOproeMo OIMH Tayellb BUKOPHCTOBYIOUM cdepu Ta
MWTIHIPY.

20.I'pynyemo Ta ayOMO€EMO CTBOPEHHMH LWUITIHAP (TTaJiensp)
YOTUPU pasu.
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21.I'pynyeMo CTBOpEHY pyKy Ta AyOnr0oeMo ii 3 iHIIOro OOKy.

22.T'onoBy poboTa nogaemMo y BUTIsIII chepu.

23.300Ky TOJOBH CTBOPHMO [IBI MaJeHbKi cdepu, 10 SKHX
MPHEIHYEThCS €KpaH. EkpaH Takok CTBOpeHHU 31 cdepw, B SIKOT
BUIAJIWIIA TIOJITOHH.
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[Tlicnst BUKOHAHHS BCHOTO alTOPUTMY OTpUMAaEMO KiHueBy 3D-
MOJIeTb, SIKa MoKa3aHa Ha puc. 2.30.

2.3. Ilporpama po6oTu

1. O3HallOMHUTHCSA 3 OCHOBAMM I1OJIITOHAJILHOI'O MOJEIIOBAHHS Ta
orepanismMu HaJ X komroHeHTamu porpamu Autodesk Maya.

2. Pospobutu mpototun 3D-momeni pobora BIAMOBITHO JO
3aJ]aHOTO BapiaHTYy.

3. OdopmMuTH 3BIT.

Iopsinok BUKOHAHHSI POOOTH

1. PosrnsiHyTH OCHOBHI mapamerpu poOOTH 3 mpuMiTHBamu 3D-
MoJieNie Ta TpUKiIa] BHKOHaHHs 3D-moxmeni poGora y mporpami
Autodesk Maya, skuii ONMCaHUI Y TEOPETHYHUX BIJIOMOCTSIX.

2. Bubpatu BapianT BuKOHaHHs 3D-Mofeni po0oTa 3a BKa3iBKOIO
BuKiagada. Po3pobut 3D-momens pobOoTa BHUKOPHUCTOBYIOUU
OCHOBHI TPHUMITHBH TMOAIOHO 10 aJropuTMy, IO ONHCAHWUK ¥
TEOPETUYHUX BIZJOMOCTSIX.

4. BukoHatu po3podky 3D-Momeni poGoTa 3riHO BapiaHTYy.

5. Pesymbratn MopemoBaHHS OGOPMHUTH Y BHIJISAL 3BITY Ha
CTaHJAPTHUX apKymax Qopmaty A4, a TakoX HaJaTH BUKOHAHWUH
(atin 3D-momens y popmari *.mb i mepeBipku.

Bumozu 0o ogpopmnennsn 36imy
3BIT IOBUHEH MICTUTH:
- TUTYJIbHY CTOPIHKY;
MeTy poOOTH;
- TIporpamy Ta HOpsIOK BUKOHAHHS POOOTH;
CKpIHIIOTH BWKOHAHHA OCHOBHHX €TalliB MOOYAOBH, SIKi
OIMCaH1 y IOPS/IKY BUKOHAHHS pOOOTH;
- BukoHany 3D-mozenp pobora y hopmati *.mb;
- BUCHOBOK.

KoHnTpoabHi 3antuTanHs

1. o Take mapaMeTpu4IHHA 00’ €KT?

2. HaBenith mnpukiagy OPUMITHBIB, SIKIi MOXHa CTBOPDHTH B
nporpami Maya.
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3. Onwumiite 30BHIIIHIN BHTJISII MPUMITHUBIB, K1
BHUKOPUCTOBYIOTbCA B Mporpami Maya Ta HaBemiTh NpUKIagH iX
HaJAIITyBaHb.

4. Sdxi cnocobu CTBOpEHHS O00’€KTIB BUKOPHCTOBYIOTHCS B
nporpami Maya?

5. Ski e cocobu TpaHcdopMallii 00’€KTIB BUKOPUCTOBYIOTHCS B
nporpami Maya?

6. Illo Take momroHaabHE MOZCIIOBAHHS?

7. SIki € peKMMH KOMIIOHEHTIB BUKOPHUCTOBYIOTHCSI B TpOrpami
Maya?

8. ki cmocobn 00’c¢qHaHHS IEKUIBKOX O00’€KTIB B OJUH
BHUKOPHUCTOBYIOThCS B Iiporpami Maya?
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JlabopaTopna po6ora Ne3
Po3poOka npororuny 3D-Monesi maninmyJsitopa
B nnporpami Autodesk Maya

3.1. Mera podotu

Hapuntics pospobnsitt Ta KomOiHyBaT 3D-00’€xkTH s
CTBOpEHHsI CKJIIQAHUX (YyHKUiOHANbHUX Mmoxenedl. HaBuuthes
MpaloBaTH 3 OCHOBHUMH (dopMaMu Momudikamii 00’€KTiB Ta
MOJIEIIEN.

3.2. Teoperuuni BizomocTi

3a3Buuaii  Mpd  CTBOPEHHI  BUCOKOMOJIOHAJIBHUX  Ta
JIeTaTi30BaHNX OO0 €KTIB 3a OCHOBY OepyThb OAHMH ab0 JeKilbKa
NPHUMITHBIB, Ha sKi HaWOinblmie CcXOXuH caM 00’exT. 3 1uX
MPHUMITHBIB, 3aJIa€ThCS 3arajbHa (opma 00’€KTa, IMOTIM 3 HBOTO
MOJIETIOIOTE HU3bKOIIOJIITOHAJIbHUN 00’€KT, a BXKE
HHU3LKOMOJIITOHAJIEHOMY 00’€exTy HaJIal0Th MaKCHUMAaJIbHY
JETai3aIliio 1 CTBOPIOIOTh BHCOKOMIOJITOHANBHUHA 00°€KkT. [lyxke
0araTto 00’€KTIB MOICIIOIOTHCS YOTHpUKyTHHKamMu. 1106 3pobdutn
SIKYCh 3araibHy (hopMy 00’€KTa 3 MPUMITHBIB BUKOPHCTOBYIOTH Pi3Hi
THCTPYMEHTH Ta orepariii Haj 00’ eKTamHu.

PosrmssHemo cmocoOu, SIKi BHUKOPHCTOBYIOTBCS y Tporpami
Autodesk Maya, siki BHKOPHCTOBYIOTECS 17151 cTBOpeHHs 3D-006’€ekTiB
Ta ix meramizaiii. s mporo y mporpami BUKOPHUCTOBYIOTHCS Pi3HI
iHCTpyMeHTH. OOWH 3 YacTO BHUKOPHCTOBYBAHHX IHCTPYMEHTIB €
Extrude Tool (BunaBmoBanus). Moro MoXHa 3aCTOCOBYBATH, K 110
BepIIvH (BUIITUTH HATUCHYBIH F9), pebep (BUAUTUTH HATUCHYBIIH
F10), Tak i 10 OKpeMHX MOJIrOHIB (BUIAUTMTH HAaTHUCHYBIIH F11).
Bkazanuit iHCTpyMeHT mnsi BuOpaHoro pebpa 4YH IIONIrOHA
aKTHBYETHCS 3a joromororo kiasimii Shift, abo uepes Shift + IIKM,
HATUCHYBIIM Ha KBAJPaTHK OLIA IHCTpyMEHTa MO)XXHA BHKIHKATH
Horo HaJaITyBaHHA (YepBOHA CTpLIKA Ha puc. 3.1).

OcHoBHI HanamryBaHHs iHcTpymMeHTa Extrude Tool (puc. 3.2):

- Thickness - ToBIMHA OMIrOHIB, SKi BULABIIOIOTHCS,

- Local Translate Z - 3wmimieHHst meHTpa TOYKH BIIHOCHO SKOT
3IIMCHIOETBCS BUAABIIOBAHHS;

- Offset - 3MiHIO€ pO3MIip TIOJIITOHIB, SIKi BUIABIIOIOTHCS;
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- Divisions - napizae 101aTkoBi peOpa npyu BHUaBIIOBaHHI;
- Keep Faces Together — mapametp, sikuii 3’€aHye BHIaBIICHI
MOJITOHH.

Puc. 3.1. Iuctpyment Extrude Tool

Puc. 3.2. HanamryBanus inctpymenty Extrude Tool

3a monomoroto iHcTpymentis Connect Tool ta Insert Edge Loop
Tool moxxHa Hapi3aTé J0AaTKOBI peOpa Bxe Ha rOTOBiil reomerpii
00’exra. Connect Tool piBHO Hapi3zae nomaTtkoBi peOpa BiTHOCHO
Buaitennx, a Insert Edge Loop Tool wapizae pebGpa m0BiTbHO
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BiTHOCHO BHAUTEHUX. L[i iHCTpyMEHTHM Kpalle BHKOPHCTOBYBATH
Konu pebpa BUIITWIN KilblieM. BUKIMKAaTH iHCTpYyMEHTH MOXKHA 32
JIOTIOMOIOX0 KOoMOiHamii knasitn Shift + [IKM (puc. 3.3).

Puc. 3.3. Inctpymentu Connect Tool ta Insert Edge Loop Tool

BaxnuBuM eneMeHTOM 3TIIa/pKyBaHHS Ta HaJaHHS PEalicTHYHOT
¢dopmu € BuKopucTaHHS (acok Ta ckociB. Y Maya mias 1poro
BUKOPHUCTOBYEThCSI ~ iHCTpymeHT -  Bevel  Tool  (dackn).
BukopucroByBaTu #oro kpamie 10 BUIUIEHHX pebep. Bukiamkatu
IHCTPYMEHTH MOXXHA 32 JOMOMOror KoMOiHamid wmaBim Shift +
[IKM (puc. 3.4).

Puc. 3.4. Tuctpymenr Bevel Tool (dacka)
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OcobnuBocTi HanamtyBanus inctpymenty Bevel Tool (puc. 3.5):

- Fraction - cuna aii ckocy;

- Segments - KUIBKICTH OJATKOBHUX CETMEHTIB (pebep) mpu
CTBOpPEHHI CKOCY;

- Depth - rnybuna pebOpa (MOXKHa BHJaBUTH Ha30BHI, abo
BIIABHUTHU B CEPEAMHY) Ha SIKOTO Ji€ IHCTPYMEHT;

- Mitering/Miter Along - tum 3’eqHanHs pebep Ha MepeTHHAX
PI3HUX TONIroHIB (KyTax);

- Chamfer — nanmamTyBaHHs, sike BKJIOYA€ a00 BUKIIOYAE CaMy
(acky.

Puc. 3.5. HanamrryBanust incrpymenta Bevel Tool

Iactpyment Combine mae 3Mory BUKOHATH OMEpaIlifo 3’€IHAHHS
IBOX OKpeMHX O0O0’e€KTiB B ofwH. J[iIs IIbOro BHAUISIIOTHCA 1B
00’ekTa Aajii 3 BUKOPUCTaHHAM KoMOiHauii knasim Shift + IIKM 31
CIUTMBAIOYOr0 MEHIO BHOMpAEThCs omepauis. [HcTpymeHnTt Separate
Jla€ 3MOTy BHKOHATH OIl€pallifo Bix’€JHaHHA BUAUICHUX MOJIrOHIB
omuH Bix omHoro. Ilicma iX BUKOpHUCTaHHS NOTPIOHO OYHMCTHTH
icTopito 00’exra (puc. 3. 6).
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Puc. 3.6. O6’emHanHs ABOX 00’ €KTIB 32 JIOTIOMOTOI0 iIHCTPYMEHTY
Combine

[HOMI TIOTPiIOHO 00’€MHATH JIEKITbKa OKPEMHUX pedep MOJTIrOHOM.
Jlnst 1ibOoro MOYKHA BHKOpHCTOBYBaTH iHCTpyMeHT Bridge Tool (puc.
3.7). Kinbkicts pebep nmpu BUKOpUCTaHHI iHCTpyMeHnTty Bridge Tool
MO)KHA 3MIHIOBAaTH 32 JOIMOMOIOK KOHTEKCTHOro MeHro Divisions
(cermenTaris) (puc. 3.8).

Puc. 3.7. Bukopucranus inctpymenty Bridge Tool
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Puc. 3.8. BukoprcTaHHs KOHTEKCTHOrO MeHro Divisions ms
iHcTpymenTa Bridge Tool

Iuctpyment Merge Vertices - BUKOPUCTOBYETHCS ISl TOTO, 11100
3’€IHATH JIEKUIbKA TOYOK B OJIHY. BUKOPHCTOBYETBCS BiH Ha PiBHI
TOYOK Ta Mae€ JIeKiIbKa BapiaHTIB 3acTocyBaHHS (puc. 3.9).

Puc. 9. Menro s I/IKJ'II/IKy iHCTpeHTy Merge Vertices

Merge Vertices to Center - BHKOPHCTOBYETbCS TOMi, KOJIHK
BHJIUIEHI TOYKU TOTPIOHO 3’€THATH B IEHTPI, SKHI 3HAXOJIUTHCS MIXK
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Humu. Merge Vertices - 3’emHye TOYKM BIQIOBIAHO O 3aJaHOTO
Jiana3oHy BIAHOCHO iX po3TallyBaHHS MiK coOoro. Takuii miaxi,
3pyYHO BUKOPUCTOBYBAaTH KOJU Ha 00’€KTi € 0arato TOYOK, SKi
3HAXOJATHCS HEMOAAJIIK OJIHA BiJl OJTHOI, a JIesKi Tpeba 3’ €THATH MK
coboro. Hatomicts, Target Weld Tool 3’enHye onHy BuaiIeHy TOUKY
3 iHmmoro (puc. 3.10).

Puc. 3.10. IIpotiec 00’ eqHaHHS OJHIET BUALIICHOT TOUKH 3 1HILIOHO

Iactpyment Mirror Tool - BUKOPHCTOBYEThCS JUTsl BiOOpasKeHHS
yacTHHH  00’€KTa  BiIHOCHO TeBHOi oci. Moro  BapTto
BUKOPHUCTOBYBATH IIPU MOJICIIOBAHHI CKJIAJHUX CHMETPHYHHX
00’exTiB (puc. 3.11).

Puc. 3.11. Incrpyment Mirror Tool
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OcobnuBocti HanmamrtyBanHs iHcTpymenty Mirror Tool (puc.
3.12):

- Cut Geometry - oOpi3ae 4acTHHY T€OMETpii, sIKa HaXOIUTh
MOBEPX JIBOX 00 €KTIB;

- Axis Position - posrairyBaHHS OIOPHOI TOYKH, MOXJIMBE
BITHOCHO 00’€KTa a00 BiIHOCHO B FOIIOPTA;

- Offset - 3cyB 00’ekTa, KUl BiI3epKaIUIIy;

- AXiS - BiCb BiTHOCHO SIKOT pOOHMTBHCS Bi3EpKaICHHS;

- Direction - HanpssMOK Biyi3epKaieHHsI BiJHOCHO OCi;

- Border - 06’ennye pedbpa abo TOUKH, SKIIO BiIA3EPKATHIN TaK,
1110 00’€KTH JTOTOPKAIOTHCS OJIMH JI0 OJHOTO;

- Multi-Cut - no3Bomsic mOBiUTEHO Hapi3aTH TOYKH (3 HATHCHYTOIO
kiasimero Shift mpaitroe, sk Edge Loop Tool).
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Iucrpyment Boolean Tool - no3Bonse mogaBatu abo BHpi3aTH
MeBHY TeOMeTpuuHy Qirypy 3 o00’ekta. Hampuknan, y cxiagHomy
00’exTi MOTPiOHO BUpi3aTh KBaapaTHUW oTBip. Lle MokHa 3poOHUTH
IUISIXOM CTBOPEHHS KyOy MOTPiOHHMX PO3MIpiB Ta MiAHECEHHS HOro
JI0 MiCIIsl OTBOPY, BCTaBUBIIH HOTO B ceperHy 00’ €KTa, IMICIs 40ro
Bukopuctati iHctpyment Boolean Tool. Tnctpyment Add Divisions
- Hapi3ae JI0JaTKOBi pedpa B BUAUICHUX MOJTITOHAX.

[Ipu MonentoBaHHI 00’€KTIB MOXKHA BHKOPHUCTOBYBATH BKIJIAJKY
Modeling Toolkit (puc. 3.13). Ha miii Bkaaami MoXKHa YBIMKHYTH
MYJIbTUKOMIIOHEHTHE  MojJentoBaHHs. Llell pexum  go3Bossie
BUKOHYBaTH MOJICIIIOBAHHS Oflpa3y BCiX KOMITOHEHTIB. Takox
MOXKHAa BHMKOPHCTATH CHMETPII0 TPH MOAemoBaHHi (Symmetry),
BKa3aBIlIM MOTPIOHY BiCh Ta MPHUB’SI3KY MO pedpax 3a JOMOMOIOI0
mamamryBanas Transform Constraint: Edge Slide. Kpim Toro, Ha 1riit
BKJIA/IIll MOXXHA OTPUMATH IIBHIKHN JOCTYI 10 JESKUX JI0JaTKOBUX
IHCTPYMEHTIB.

Puc. 3.13. 3osuimmnii Burmsa Bkiaaka Modeling Toolkit
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Ille omuu edexkTuBHUME 3aci0 mias “M’SKOro” BUAUICHHS IE -
iHcTpyment Soft Selection (Mm’sike BuaiieHHs). BiH BMHKaeThCs
HaTUCKaHHAM KiaBimi B. [Ipu nboMy, CHIa BUIICHHS PETYIIOEThCS,
pyxaroun 3atucHyTow [ITKM. lleli iHCTpYMEHT Ma€ HaJlalllTOBaHHIMA
Jiara3oH BUAUICHHS 1 TOM’SIKIIYE CHJIY BUJIUICHHS BiIJAJISFOUUCH
Bil OCHOBHOrO  BHAUIGHOrO  KOMIOHEHTAa. Moro  3pydHo
BHKOPHCTOBYBATH, KOJIM MOTPIOHO 3pOOWTH TJIaJKe BTUCHCHHS YU
BUTICHEHHsI pebep abo MOJIroHiB.

PosristHyTi ciocoOu Ta iHCTPYMEHTH JI03BOJISIFOTH CTBOPIOBATH Ta
3MiHOBaTH 3D-00’€KTH JIJIS TTOKPAIIEHHSI X 30BHINIHBOTO BUTIISLY
Ta HaJaHHA IM OUIBIIOI PealiCTUYHOCTI. 32 JJOIOMOr0I0 HUX MOXHA
OiTbIl  edeKTHBHINIE TpaAIOBAaTH 3 OCHOBHUMH  (opMaMu
moaudikamii 06’ ekTiB Ta Mogenei mporpamu Autodesk Maya.

PosrnsHemo  mpukiax  anroput™my —mooyaosu  3D-mopeni
MaHINyJasaTopa, SAKUKM Toka3zaHo Ha puc. 3.14. IlocnigoBHICTH
BHKOHaHHS 3D-Mozeni MaHimyssTopa onucaHo Jyist nporpamu Maya
2022.

Puc. 3.14. IIpuxnax Bukonanoi 3D-moneni maninynstopa
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1. CrBoproemo ocHoBy 3 mpumituBy Cylinder, ta napizaemo
noTpiOHY KUTBKICTB pedep 3a ronomororo incrpymenta Connect Tool
abo Insert Edge Loop Tool.

2. BukoHyeMO BTUCHEHHsI IEHTPAJIBHHX ITOJIITOHIB BHU3.

3. CrBoproemo HoBuit mpumitus Cylinder ta miaransemo oro
i1 BUKOHAHUH OTBIp B OCHOBI.
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4. 3a nomomororo iHcTpymeHTa Extrude Tool abo mepecyBanus
pebpa 3 3atucHytoro Kiasimero Shift Hamaemo 00’€kTy HacTymHy

dopmy:

5. CrBoproemo mpumituB Cube Ta po3MminryemMo HWOro Haj
LATIHIPOM.

6. CrBoproemo npumitus Cylinder, po3Bepraemo #oro, Hagaemo
mOTpiOHI  PO3MIpH  Ta  PO3TAIOBYeEMO  #oro 300Ky Haj
napaienenineoM.
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7. Hapizaemo moTpiOHy KiIbKiCTh pebep Ha IMIIHAPI Ta Ha
mapajenemnineai 3a gonomMororn iHcrpymenta Connect Tool a6o
Insert Edge Loop Tool. Bugansemo HenmoTpiOHI MOMIrOHH.

8. 3a momomororo iHcTpymenTa Bevel Tool crBoproemo dacky Ha
HATIHIPI.

9. 3’emHyeMO BIANOBIAHI TONITOHM Ha IIHAPI Ta HA
napasesernineai 3a jgomoMoror inctpymenta Bridge Tool (mepen
M Tpeba BuKoHaTH omepaiiiro Combine).
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10.3a momomororo iHcTpymenTta Extrude ctBoproemMo moaaTkoBi
pebpa o 000X Ookax mapaselneninena Ta BimoBiTHO 3’ €JHYEMO iX 3
pebpamu IMITIHApPa 32 TONOMOrorw iHcTpyMenTa Bridge Tool.

11.0TtpumMaemo pe3ysbTaT MojieoBanHs 3D-eneMenTa Mojeli.

12.Tlepemimytoun  pebpa  3amaeMo  BUNYKIY  Gopmy
napasenernineny.
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13.CrtBoproemo npumitus Cube.

14.BcraBisieMo mapaneserninel Ta 3a JOIHOMOTOK IHCTPYMEHTY
Bevel Tool crBoproemo dacky Ha HbOMY.

15.CtBoproemo mie oauH mpuMituB Cube ta Hapizaemo pebpa.
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16.J1o HIKHIX MTOJIITOHIB 3aCTOCOBYEMO iHCTpyMeHT Extrude.

17.Hapizaemo  nojaTkoBi  pebpa, BUAAISIEMO  MOJOBUHY
napaveserinesna, croproemo npumitus Cylinder ta gy6moemo #oro.

18.Hapizaemo momaTkoBi peOpa Ha MWIIHAPaX Ta 3aCTOCOBYEMO
1o Hux iHcTpymeHnt Extrude, motim BHmamsemo He mOTpiOHI pedpa
IUTS IOAAJIBILOTO 3’ €AHAHHS UHUIIIHApA 3 MapajiesenineaoM.
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19.ITigransiemo pebpa mo ¢opmi Ta 3’€JHYEMO Ha PiBHI TOYOK
HWTHAP Ta Tapajesernine] 3a JOomoMOrow iHcTpymenta Merge
Vertices (mepem mmM 3actocoByemo omepariiro Combine, o6
3pOOUTH 3 IBOX 00 EKTIB OJTUH).

20.3a monomororo inctpymenta Mirror Tool pobumo a3epkaibHy
KoITifo 00°€KTa (3’€IHYEMO TOYKH MEPETHHY SKIIO TOTPIOHO).

21.Y Bepxuiii yactuni 3D-ememeHTa CTBOPIOEMO NPUMITHB
Cylinder Ta po6umo a1t HBOTO (hacky.
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22.CtBoproemo mpumitus Cylinder.

23. Hagamo #iomy mnotpiOHy ¢opmy, Hapizaemo pedpa Ta Ha
PIBHI TOYOK 3 MIPUB’SI3KOI0 10 PeOpax MepeMilllyeEMO TOUKH.

24.Ha piBHi pebep BHOATIEMO NEHTPAJIbHUN TIOJITOH 3a
JIOTIOMOTOF0 orepalii BugapiaroBanHs Extrude.

25.3a nonomororo iHcTpyMeHTy Bridge 3’eanyemo notpi6Hi
pebpa mixk coboto.
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26.CtBoproemo npumitue Cylinder 3 morpibHot0 hopmoro.
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27.Ctoproemo mie oxue mpumitu Cylinder ta Hamaemo iomy

moTpibHOT popmu.
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28.]l0 CTBOpPEHOrO NWJIHJApPa ONAEMO 1€ OJUH IPUMITHB
Cylinder Ta Hagaemo motpidbHOI popmH.

29.BuansieMo OJOBHHY OCTAaHHBOTO IMITIHApPA.

30.PobumMo BHIaBIICHHS pedep sIK MMOKa3aHO HUKYE.




31.KormiroeM0 NOIOBUHY LWTIHApPA, K B IYHKTI 29, 3MEHIIyEMO
ii Ta BCTaBJISIEMO B IHIIHIA KIHEI[b KOHCTPYKIIIi.

32.3 npuMITHBY HWITIHJP pOOHMO CXOXKY (popMy sIK B TIYHKTI 26.

33.CTBOpIOEMO Taky k camy GopMy 00’€KTY K B IyHKTi 32.




34.Butunckaemo peodpa.

35.Ha piBHI TOYOK CTBOPIOEMO MOTPiOHY (hopMy.
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36.CtBoproemo mpumitue Cube Ta posmimyemo #oro Hu3 1O
LEHTPY MOMEPEIHBOr0 HIITIHAPA.

37.Hapizaemo pebpa 1 Hagaemo moTpiOHY dopmy ans
napa’esnerninesna.

38. 3actocoByemo dacky JIo mapajesiermninena.

39.Pobumo kormiro 3D-enementa 3 myHkTy 20.
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40.IIpukpimmoemMo HWTIHIP bit) KiHIIS 3MiHEHOT O
napaienerninesna.

41.Pobumo dacky nuimiHpa.

42 .TIpuKpirmIroeMO MPUMITHB Mapajenenines| 10 KiHIs WTiHIpa.
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43.3acTocoByeMo hacky 110 mapasenemninena.

44 Bcrasnsemo e oxun Cylinder ta momaemo 10 HBOTO (hacky.

45.CtBoproemo 1iie oaun Cylinder, nogaemo dacky, poduMo 1Horo
KOITifO Ta 30UIBIIYEMO TI.

46.Ha piBHI TOYOK BHKOHYEMO BHpIBHIOBaHHS Ha 000X
UWTIHIpAX.




47.BunanseMo 3aliBi ONIrOHM Ha 000X IUJIIHIPAX.

48.3a 10MOMOro BUTHCKAaHHS HAJa€EMO CTBOPEHOMY €JIEMEHTY
noTpibHOT hopMHu.

49.CTBOPIOEMO KOITiIO €IEMEHTA.




50.Hapizaemo pebpa.

51.BupansgeMo BUUIEH] HOIITOHU 3 000X YaCTUH €JIEMEHTA.

52.3’eanyeMo 11i YaCTHHH.




53.CTBOprOEMO 3 IMITIHPA HOBUH €IIEMEHT, K MTOKa3aHO HUKYE.

54.BcraBisieMO HOBUH elleMeHT Mk YacTuHaMu 3D-00’ekra.

55.3 muninapa MoaenroeMo Gopmy, SIK B IMyHKTI 33.

56. lyomtoemo popmy 3 000X OOKiIB.
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57.3 npumitusy Cylinder BuBomiMo GhopMmy, SIK MTOKa3aHO HUXKYE.
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58.CtBoproemo npumitu Plane.

59.3anaeMo oMy HeoOX1THOT hopMH.

60./Iy0Ir0eMO eeMEeHTH Ta 3’ez[H|eM0 ix.




61.CtBoproemo Cylinder ta BuganmuMo moioBUHY.

62.CtBoproemo e oaun Cylinder Ta BugasnsieMo 3aiiBi MOIIrOHH.

63.3’eTHyEMO IUITIHIPH.

64.CtBoproemo nmpumituB Plane ta 3agaemo norpibHy dopmy 3a
JIOIIOMOTO10 MEPEMILLIEHHSI TOUOK Ta iHCTPYMEHTIB BUTHCHEHHSI.
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65. lyomtoeMo popMy 3HU3Y Ta 3’€HYEMO HEOOXI/IHI MOJTITOHHU.

66.3 muTiHAPiB CTBOPIOEMO KPIiTUICHHSI.
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[licns BHKOHaHHS BCIX ONHMCAHUX KPOKIB MPUBEAECHOTO
anroputMy Maemo oTtpumatu 3D-momens, sk Ha puc. 3.14.
BukoHyroun onmcaHi B TNpPUBENECHOMY TMPHUKIAAlI Jii MOXHA
HABYUTHUCS CTBOpoBaTH 3D-Mofeni pizHOI CKITaHOCTI.

3.3. Iporpama podoTn

1. O3HalioMHuTHCA 3 OCHOBHUMH criocodamu cTBopeHHst 3D-
Mojene y mporpami Autodesk Maya.

2. Pospobutn mportotun 3D-mozeni MaHImynsiTopa BiAOBIIHO
JI0 33JIaHOTO BapiaHTy.

3. OdopmMuTH 3BIT.

3.4. [lopsaaoKk BUKOHAHHS POGOTH

1. Po3ruisiHyTd iHCTpyMEHTH Jjisi BHKOHaHHs 3D-moxenedt Ta
MpHUKIIa] BUKOHaHHS 3D-Momeni MaHiny stopa y mporpami Autodesk
Maya, SIKuii ONTMCAaHUH Y TEOPETHYHUX BITOMOCTSIX.

2. BubOpatu BapianT BHKOHaHHS 3D-Momeni MaHImyJasTopa 3a
BKa3iBKOIO BHUKIamada. Po3pobutu 3D-Mozens MaHIITyIsTopa
BUKOPHCTOBYIOYH IHCTPYMEHTH CTBOPEHHSI Ta peJaryBaHHS
TIOJIITOHIB TIOMIOHO 1O ajdTOPUTMY, IO ONMHUCAHUNA y TEOPETUIHHX
BiTOMOCTSIX.

4. Buxonatu po3poOKy Bcix geraneit 3D-mozeni MaHImymsTOpa
3TiHO BapiaHTy.

5. PesympraTm MopemroBaHHS O(DOPMHTH y BUTIISAAL 3BITYy Ha
CTaHIAPTHUX apkymax ¢opmary A4, a TakoXK HaJATH BUKOHAHUN
¢aiin 3D-momens y popmari *.mb i epeBipku.

Bumozu 0o oghopmnennsn 3eimy:

3BIT MOBUHEH MiCTUTH:

- TUTYJBHY CTOPIHKY;

- METy po0oTH;

- IporpaMy Ta IOpsI0OK BUKOHaHHS PoOOTH;

- CKpDIHIIOTH BWKOHAHHS OCHOBHHX €TalliB IMOOYAOBH, SIKi
OIMCAaHi y NOPSIKY BUKOHAHHS POOOTH;

- BukoHany 3D-Moenb MaHinyssTopa y ¢popmari *.mb;

- BUCHOBOK.
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KonTpoabHi 3anutanus

1. fxa pizamia Mk Connect Tool, Insert Edge Loop Tool Ta
Multi-Cut?

2. o rake Soft Selection Ta, stk #ioro BUKOPHUCTOBYBATH?

3. Hasgimo BukopucroByBatu omnepaiiii Combine ta Separate?

4. Yepes siKuil iIHCTPYMEHT MOXKHA 3pOOUTH (acKy?

5. IIlo Take MyJIbTHKOMITOHEHTHE MOJICITIOBAaHHS?

6. Slk MoxkHa Hapi3aTH JIOJATKOBI CErMEHTHM IIiJf Yac
BUKOpUCTaHHs iHcTpyMenTa Bridge Tool?

7. SIki e HanamTyBaHHs iHCTpymeHTa Extrude Tool?

8. Ski e BapianTH BHKOpUCTaHHs iHCTpymMeHTa Merge Vertices?

9. sk moxna BuKOpucToBYBaTH nanens Modeling Toolkit?

10. Ha3BiTh jaekiibka croco0iB uepe3 sSKi MOXHAa BUKIMKATH
MEHIO 3 OCHOBHHMH IHCTPYMEHTAMH Ta OIEpaIlisIMH.
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JlabopaTopna po6oTa Ne4d
Po3podka neranizoBanux 3D-moaesei

4.1. Meta podotu

HaBuuTHCS CTBOpIOBAaTH JETai30BaHI Ta BHCOKOIOJITOHAIBHI
Mozeni y nporpami Autodesk Maya, Ha OCHOBI HU3bKOIOJIITOHAJIBHI
MOJENI.

4.2. TeoperuuHi BizoMocTi

3a3suyaii micns crBopeHHs 3D momemi uyu 3D o00’ekta HE
JOCTaTHRO BHKOPUCTOBYBATH il HH3BKONOJIrOHaJIbHHH BapiaHT. B
MOJANBIIOMY  BHKOPHUCTaHHI  po3poOiieHi  Mozeni  MmoTpiOHO
YIOCKOHAJIUTH MEPETBOPUBIIM iX HA BHCOKO IMOJITOHAJbHI MOJENI.
Takuii migxim DOTPIOHMHA A 30UIBIICHHS — PealiCTHYHOCTI.
Haiiyacriiie BHCOKOITOJMINOHAAbHY MOJCIb CTBOPIOIOTH JJISI TOI'O
o0 peHaepu 3 HEr OyJiM MaKCHMabHO SIKICHI Ta pealiCTHYHI.
SAkio po3poOiieHy Mojaedb IMOTPIOHO BHKOPHCTOBYBATH IS
Bi3yasizamii Ta aHimarlii, TO IMiCIs CTBOPEHHS BHCOKOIIOMITOHAIHHOI
MOmeNni  BCi  TEKCTypHI  KapTH  MOXHA  IIEPEHECTH  Ha
HHU3BKOMOJIITOHAJIEHY MOJIENh, MICI YOr0 SKICTh MO € BUCOKOIO
MpH  HHU3BKIA KUTBKOCTI TOJNIrOoHIB. Takwil Mmaxim AOpedHo
BUKOPHCTOBYBATH TO[i, KOJIH MOJEIh CTBOPIOETHCSA I BifEo,
TIpe3eHTalliif, peHaepiB, Tl ii IKICTh € Iy’Ke BaXKINBOIO.

€ neKxiTbKa BapiaHTIB CTBOPEHHS SKICHHX BHCOKOMIOJITOHAIBHUX
00’ekTiB. SIKmO 00’€KT mpocToi (GOpMH, TOMI MOKHA BHKOPHUCTATH
inctpyment Bevel (dacka) mis Bcix pebep 00’ekrta, i TAKMM YHHOM
MOXKHa TOM'SIKIIATH iX ¢opmu. Takum umHOM Oyne BHKOpHCTaHa
HEBENHMKA KUTBKICTh TONIIOHIB 1 Iel chocid JacTh 3MOTYy HaIaTH
MIPOCTOMY 00’ €KTY HEOOXiTHOTO BUTIISITY Ta AETai3allii.

Kpim Toro, icHye ckimamHimmii Ta OUTBII SIKiCHIIIUH crmociO
CTBOPEHHS BHCOKOITOJIITOHATILHOI MOJIENI, 1€ CTBOPEHHS JOJATKOBHX
CITOK, YTOYHEHHS TeoMeTpii Ta ykpimieHHs pebep o00’ekrta. 3a
JIOTIOMOT'OI0 YTOYHEHHS TeoMeTpii JTOAaTKOBUMHU pedpamu, 00’ €KTy
HaJa€ThCs JOAATKOBA JIETANi3allis, a YKPIIUIIOYKW pedpa MOXKHA
JMOCATHYTH M’SIKOTO 3riaKyBaHHs. llel crmoci6 Oimbmn moBmmii Ta
pecypco3aTpaTHui, ane BiH Jae 3MOry OTpUMartd Habarato
SKICHIINHN pe3ysbTar.
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Vikpimasitu ~ pebpa  MO)XKHa  JAEKUIBKOMa  crioco0amH.
BukopucroByroun inctpymentu Connect Tool, Insert Edge Loop
Tool ta Multi-Cut. Ha puc. 4.1 moxna mobaunTH, K BUTTIAAAIOTH HE
yKpiruieHi pedpa. A Ha puc. 4.2 MOKa3aHO BUIJISIT YKPIIJICHUX pedep
TOTO ) caMoro 00’exTa. YKpiruieHHs: pebep BUKOHYETHCS UIS TOTO
11106 MOTIM MOKHA OYJI0 BUKOPUCTATH PEKUM 3TJ1aKyBaHHS.

Puc. 4.1. Burnsg HeykpirieHux pedep

Puc. 4.2. Burnaa ykpimnenux pedep
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[licns BuKOHaHHA QYHKOIl 3rIaKyBaHHS BHIJISIL 00 €KTY
HaOyJe BUTIISALY MpEACTaBICHOro Ha puc. 4.3. TakuMm YMHOM, YUM
Onmxde OynyTh yKpimieHi peOpa OJuH 0 OJHOT0, TUM FOCTPIIIUMH
Oy/lyTh BUTISIATH KYTH 1 HaBIaKW, YAM Jami OyayTh YKpiIlieHi
pebpa, THM KyTH OyayTh M’ SIKIIMMH.

Puc. 4.3. Burmnsg 00’€kTy B pexXuMi 3T KYBaHHS

Taxox mogiOHOro pe3yabTaTy MOXHA JIOCSTTH BUKOPHUCTOBYIOUH
inctpyment Crease Tool (puc. 4.4), BiH qae 3Mory ykpinutu pedpa.
Jis mporo motpibHO BHOpaTH mOTpiOHI pedpa, Ta 3 3aTHCHYTHM
KOJIECOM MHII pyXaTh 1i B TOTPIOHY CTOPOHY, TpPHU I[HOMY
BiZIOYBa€ThCSI TOM SIKIIICHHS pedep.

Puc. 4.4. Buxopucranus incrpymenty Crease Tool
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[Tpu Bukopucranxi inctpymenTa Crease Tool pesynbraT Oyzie He
TaKWii, K MPU BUKOPUCTAHHI 3IJIa/PKYBaHHS ONMMCAHOTO BHIIE, aJie
BiH epeKTUBHIIIUIT Tpu POOOTi 3 M’IKUMU 00’ €KTaMHU.

KpiM TOro, 1o1aTkoBy JeTalizaiilo MOKHA CTBOPIOBATH IHIIIMMH
criocobaMu, OfMH 3 HHX Lie omepanis Boolean. fkmo mnorpi6HO
JoAaTh O0’€KT 3a 3aJaHOI0 TPAEKTOPI€I0, HANPHKIAL Kabelnb 4Yu
HIHYp, TO MOKHa Bukopuctatu incrpyment CV Curve Tool, sxwuit
3HaxoauThcs Ha Bkiamui Create > Curve Tool > CV Curve Tool
(puc. 4.5). Ilicns BUOOpY IHCTpyMEHTa, MOTPIOHO 3a7aTU KOHTYP
kabeto (0akaHO BUKOPUCTOBYBATH BU/ 300Ky a00 criepeny), Aaji 3a
normomoroto iHctpymenta Control Vertex — (BUKIMKaeThes 3a
noromoroto [TIKM) moxkHa penaryBatu KoHTYp (puc. 4.6 —4.9).

Create| Select Modify Mesh  Edit Mesh  Me tesh [f

n QOGO

S Primitives
rimitives
alume Primitives (O]
. 2
Ligl
Cameras w  Shading Lighting Show
Curve Tools

pe
(R) lllustrator(R) Object..

% Construction Plane Three Point

Free Image Plane * Twao Poi

oooooo

Locator

Puc. 4.5. Tuctpyment CV Curve Puc. 4.6. IlocninoBHicTh
Tool CTBOpEHHSI Kaberto

[Ticns nporo, NoTpiOHO BUTHCHYTH MO KPUBiil HE0OXinHY (opmy.
Hns uporo BuOupaemMo moTpiOHY (GopMy IMONIrOHIB, HaNpPHUKIAL,
LUITIHApa, 3 3aTHCHYTOK Kiasimero Shift kmamaemo mo KpuBii i
BuOMpaemo inctpyment Extrude (puc. 4.10). B HamamryBaHHSX
Bubupaemo Selected, migustu kinpkicts Division, Taper (3ByxeHHs),
Twist (o6epTanHs).
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Puc. 4.7. Buxkopuctanas Puc. 4.8. ®opmyBaHHS BUIY
iHcTpymenty Control Vertex npu Ka0eIro
CTBOPEHHI Ka0eto

Puc. 4.9. Ckpyrnenns mniHii Puc. 4.10. CtBopenns kabemnto
KabeJro BUKOPHUCTOBYIOUH iHCTPYMEHT
Extrude Face

VY pe3ynbTaTi BUKOHAHUX [iii OTPUMAEMO KIHIIEBUN pe3ylbTaT
CTBOpEHHS Ka0emro, AK Iie Toka3aHo Ha puc. 4.11. [lns BuUKOHAHHS
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Jeraiizamii Mozei eleMEeHTIB MaHImyIsATopa JoAaeMo pedpa, sK e
MOKa3aHO Ha UIIOCTpallisiX Ta HAZaeMO iM 3raJDKEHOT (OpMH.
[TocnimoBHICTH BAKOHAHHS MIPEACTABICHO Ha puc. 4.12.

Puc. 4.11. TlocnioBHICTS CTBOPEHHS Ka0eITto

Puc. 4.12. ITocmigoBHICT, BUKOHAHHS J€Tajli3alil eJ1EMEHTIB
MaHiImyJsTopa
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[Ticns nboro HEOOXiAHO neTanizyBartH iHII eneMenTH 3D-monerni.
Hampukiian, 3a JOMOMOTOI JOJaBaHHS IHJIHAPIB CTBOPIOEMO
JeTaizaiito KpirieHHs (puc. 4.13)

Puc. 4.13. [leramizaiisi KpiluieHb MaHiITyasiTopa

3a monomororo iHctpymenta Create-Curve Tools-CV Curve Tool
CTBOpIOEMO (hOpMy KOHTYpY MpoBoAy (IIIaHTy), a 3a JOIOMOI'0I0
iHctpymenta Control Vertex pemaryeMo KOHTYp Ta BHTHCKaeMO 3a
KpHuBOIO popmy. [Iiist 11bOro BHOMpPAEMO TIOTPIOHY (OpPMY MONITOHIB,
3 3aTucHytuM Shift knamaemo mo kpuBiii BHOMPAaEMO HCTPYMEHT
Extrude  BukopucroByrounm — HamamtyBanus:  Selected.  [lns
301UIbIICHHS KUTBKOCTI BUKOPHCTOBYEMO - Division, asist 3By»eHHS -
Taper, wis obepranss - TWist. Y pe3ysbraTi BAKOHAHHSI JIeTati3arrii
OTPUMAEMO KiHIIEBHI pe3ynbTaT, K [ie TIOKa3aHo Ha puc. 4.14.

Puc. 4.14. Pe3ynbpTaT BUKOHAHHS JIeTali3alii MaHimyssTopa
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4.3. Iporpama podoTn

1. O3HailoMUTHCS 3 OCHOBHHMH CIOCOOaMH  CTBOPEHHS
JIeTaTi30BaHMX Ta BUCOKOMOJITOHATBHUX MOJIeTIEH y IpOrpaMi.

2. JleranmizyBaT HU3BKOIOJITOHAIBHY MOJIENb Ta 3pOOMTH Ha ii
OCHOBI BUCOKOIIOJIITOHAJIbHY MOJIENb MaHImyJIsTOpA.

3. OdopmMuTH 3BIT.

4.4. Ilopsaiok BUKOHAHHS PO60OTH

1. Po3mIsiHyTH TpPHKIAJ CTBOPEHHS BHCOKOMONITOHAIBHUX
MoOJIeTIeH, SIKUI OMUCaHNH y TEOPETHYHHX BiIOMOCTSIX.

2. Ha ocHOBI HM3BKOMONIrOHANBHOI MOJENi PO3pPOOJIEHOI B
MorepeIHiiA  1abopaTopHid POOOTI BUKOHATH JIETANI3allil0 MOJeNi
MAaHIMyJISATOPa BUKOPUCTOBYIOUH TPHKIIA]] OMTUCAHUN Y TEOPETUIHUX
BIZJJOMOCTSX.

3. BukoHatu gojaBaHHS peOep, 3’€IHaHb Ta IHIIUX EJIEMEHTIB
JUIsl HaJIAHHSI MaHIMyJISITOPY PEeaicCTHIHOI (POPMHU.

4. BukoHaTH 3TJIaHKyBaHHS JIeTaTi30BaHOl MoJei
MaHIITyJIsTOpAa.

5. Pesymbratn MozemroBaHHS O(GOPMUTH y BHITISAAI 3BITY Ha
CTaHIAPTHUX apkymax ¢opmaty A4, a TaKoX HaJaTH BUKOHAHWN
¢atin 3D-monensb y popmari *.mb i nepeBipKu.

Bumozu 0o ogpopmnennsn 36imy

3BIT MOBUHEH MICTUTH:

- TUTYJBHY CTOPIHKY;

- METy po0oTH;

- TIporpamy Ta MOPSIOK BUKOHAHHS pOOOTH;

- CKDIHIIOTH BWKOHAHHSI OCHOBHHX €TamiB MOOYIOBH, SKi
OIMCaH1 y IOPS/IKY BUKOHAHHS pOOOTH;

- BukoHany 3D-mozenb y dpopmari *.mb;

- BUCHOBOK.

4.5. KoHTpoJIbHI 3aniMTAHHS

1. Jlnst 90ro CTBOPIOIOTH BHCOKOITOMNITOHAIBHI MOIENi?

2. SIxi € crtocoOu CTBOPEHHS BUCOKOITONIIMOHATBHIX MOJIEIEH ?
3. Ski € ciocoOu ykpirtuieHHs pedep?

4. Hagimo BUKOpHCTOBYIOTH iHCTpyMeHT Crease Tool?
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5. Sk BUKOHATH BHJABIIOBAHHS IO KOHTYPY?

6. Sk cTBopuTH OUIBII M KWK Ta OLTBII TOCTPHUHA KYT B PEKUMI
3rIaKyBaHHs?

7. HaBimo BUKOPHCTOBYIOTh PEKHM 3TJI1a)KyBaHHS?

8. Sk akTHBYBATH PEKHUM 3TIIAKYBaHHS?
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JlabopaTtopna podora Ne5
Po3po6ka Ta Bukopuctanasa marepiajiB 3D-moaeneii B nporpami
Autodesk Maya

5.1. Merta podoTu

Hapumtcs crBoproBaTH Ta mpamioBaTd 3 Marepiagamu 3D
mozeneii B mporpami Autodesk Maya. PosrisiHyTH npaBuia
noOy/JI0BY Ta HallAIITYBaHb MaTepialiB, iX B3aEMOJIII0 Mk cO00I0 Ta
TEKCTYpYBaHHS (OTOPEATICTHYHUX 00 EKTIB.

5.2. Teoperuuni BizomocTi

B peanpHOMY CBITI BCi HABKONMINHI TNPEIMETH CTBOPEHI 3
PI3HOMAaHITHUX MaTepiaiiB: MeTaily, CKja, IIacTMacH, I'yMH TOIIO.
Martepianu pa3oMm 3 HOpMOI0O 00’€KTa, BU3HAYAIOTH HOr0 30BHILIHIH
Burisia. [lpy BUKOHaHHI JaHOi JabOpaTOpPHOI POOOTH 3BEPHYTO
yBary Ha OCHOBHI NMPUIOMH Ta MpaBUIIaMU pOOOTH 3 MaTepiaiamH,
SIKi JIO3BOIISITH OTPHMATH 3arajibHe YSBICHHS PO 3aCTOCYBAaHHS
MartepiaiB.

Y mporpami Maya mim MarepiaJoM  poO3yMilOTh  Habip
XapaKTEePUCTHUK, SIKI TIEI0 YH IHIIOK MIpOI0 BIUIMBAIOTH Ha
BimoOparkeHHs TTOBEpXHI 00°€KTa y TpoIleci Bizyamnizamii cieHu. Bin
TOTO, HACKUIBKH 10Ope Oyme mimiOpaHmii Matepianm 3 SIKOTO
BUTOTOBJICHUN 00’€KT, 3aeKaTuMe pearicTuuHictb 3D-00’exTa, 1mo
MOJICTTIOETHCSI.

[Ticns Bukonanns neramizaiii 3D-00’ekTa 3a3BU4ail BUKOHYETHCS
TEKCTYPYBaHHSI Ta CTBOPEHHs MaTepiaiiB Juisi Hboro. lle BanuBuii
eramn, Tak K 30BHIIIHIA BuUIIsan 3D-00’ekTa 3aleXuTh Bid SKOCT1
TEKCTYp Ta MartepiaiiB. 3a JIOMOMOTOl0 TEKCTYp Ta BUKOPHCTOBYIOUN
MPOIEAYPHI KapTH MOXXKHA TOKPAIIUTH SIKICTh Ta OLUIbIIEe HOro
neramizyBaTy. [IpH 1bOMY, BaXIUBHUM EIEMEHTOM MPH BHUKOHAHHI
TEKCTYPYBaHHS € PO3ropTka 00’€kTa. BOHA CTBOPIOETHCS It TOrO
00 MPaBUIBHO HAKJIACTH JBOBHUMIPHY TEKCTYPY Ha TPUBHMIPHHMA
00’€KT.

B Autodesk Maya craHgapTHHI ~pemakTOp — MarepiajiB
sHaxomuthes 3a B Windows — Renndering Editors — Hypershade
(Puc. 5.1), abo #oro Mo)kHa BiAKpUTH Ha naHeni iHcTpyMeHTiB (Puc.
5.2)
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Windows  Mesh Edit Mesh Mesh

neral Editors

Modeling Edito
Animation Edit

Rendering Editors

Settings/Preferences
Outliner

Node Editor
om Stereo Rig Editor

Rendering Flags

Shading Group Attributes

Puc. 5.2. BiakputTs pegakTopa MatepialiiB Ha MaHell IHCTPYMEHTIB
nporpamu Maya

VY Bruammi Materials moxHa mobauMTH BCi Matepianu, sKi
BHUKOPHUCTaHI B ClieHi. Y BKIaai Textures 3HaXoJsIThcsl TEKCTYPH, a
y Bruaami Utilites - momomikHi yTHIIITH, [DKEpena CBiTIa, KaMepu Ta
iH. (Puc. 5.3).

Puc. 5.3. OcHoBHMII €KpaH pelaKkTopa MaTepiaiB
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Ha ocnoBHomy momni Node Editer cTBoproroTbesi BCi Martepiaim.
3niea B Omomi Create BuOHMparoTbcs MaTepiaiy, TeHEpaTOpH,
yruiita. [IpaBopyd 3BepXy 3HAXOAUTHCA OJIOK 3 TMOMEpPEnHIM
MeperyiiioM Martepialy, a IMiJ HAM OJIOK 3 BIACTHUBOCTSIMH Ta
HaJIaITYBaHHSAMHU MaTepiaiy.

g toro, 100 AoAaTH HOBUEM Marepiaj MOTPIOHO HATUCHYTH B
Mmento Create Ha nmoTpiOHHIA MaTepia, MICHs HOTO BiH aBTOMaTHIHO
JOZaCThCS 70 MaHei oopanux y BKmazimi Materials 3 300pakeHHsm
fioro HajmamTyBaHb Ha ocHoBHOMY Toii Node Editer (Puc. 5.4).

Puc. 5.4. Burnsg oCHOBHOTO TTOJIS Ta €JIEMEHTIB HaJaIlTyBaHb
MarepiariB

Hus Toro, mo6 momaté Matepian no po3podbneHoi 3D momeni B
OCHOBHOMY pPO0OOYOMYy BIKHI mporpamMu Maya TmepexoauMo y
Bkiaanky Attribute Editor (Puc. 5.5) ta oOupaemo mnoTpiOHUit
Marepia.
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Puc. 5.5. Briaaky Attribute Editor

AnarnoriyHuii croci®é oJaBaHHS Marepialy BHKOHYEThCS 32
nomomororo kinaranis [TKM Ha 06’exTi Ta BuOOpi miaMento Assign
Existing Material o6pasmiu Bimnosiguuii marepian (Puc. 5.6).

Puc. 5.6. Burisig migmento Assign Existing Material, sike
BUKJIMKAEThCS KiaranasaM Ha 3D-00’exTi

86



Takox Marepiaq MOXHa J0JaBaTd 3a JOMOMOIOK BiKHA
Hypershade. [lns 1soro o0OupaeMo BimMOBIAHWN 00’€KT Ha
OCHOBHOMY poOouoMy mpocTopi mnporpamu Maya, mami y BikHI
Hypershade xmanuysmm ITKM Ha Matepian Ta 0OHpaEMO ITiIMEHIO
Assign initialShadingGroup To Selection (Puc. 5.7).

@ e lol @ @ |

=

Select Objects in initialShadingGroup

[ VS ambert1 | lambert2_|partcleClou. | standardsur|

Puc. 5.7. Bubip matepiany 3a JOIIOMOror0 migMento Assign
initialShadingGroup To Selection

Assign initialShadingGroup To Selection

lle omuum cnocoboM HaganHs 3D-00’ekTy HEoOXimHOrO
MaTepially € 3BHYaiiHE TIEPEHECeHHsT BHOpPaHOro Marepiany 3
Hypershade Ta Node Editer subpasmmu tioro JIKM Ta mepenicuiu Ha
3D-06’exT. Bei HamamTyBaHHs MaTepialiiB i caMi MaTepiain MOYKHA
TIEPEHOCUTH HE TUTbKH Ha Bech 3D-00’ekT, a i Ha #oro okpemi
KOMITOHEHTH.

Jost CTBOpPEHHS MarepiaiB Ta  TEKCTYp MOXYTh
BHKOPHCTOBYBaTHCsA HoAW. Homu e — okpeMi mporpamu-0I0KH, 110
BHKOHYIOTb OCHOBHI (DYHKIIil 110 CTBOPEHHIO MaTepiajiB 1 TEKCTyp
(Puc. 5.8).

Puc. 5.8. [Ipouec cTBOpeHHs MaTepiaiiB i TEKCTYp
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Hns Toro mo0 CTBOPUTH YHIKaJIbHUM Matepian moTpiOHO
MOEAHATH JIeKiTbKa HOA, a AJISl LBbOTO MOTPiOHO BHUKOPHUCTOBYBATH
enementd Hox Out Ta In. J{nst po3mmpeHHs] BUIUMHX HajlallTyBaHb
MaTepialy B HOAI BUKOPHCTOBYIOTbCs rapsui kiasimi 1, 2, i 3
BIJMOBIIHO 70 TMOTPIOHOI KUIBKOCTI Ta pO3MIpYy BioOpasKeHHs
naHux abo BinnmoBimaHo 1o GyHkIii Hoqu (Puc. 5.9).

. re

(s)
=
=

1

Out Color!

Color

Color R

Color G

Color B
Ambient Color
Incandescence
Matte Opacity
Diffuse
Normal Camera
Translucence

Transparency

Puc. 5.9. 300pakeHHsT HaNaMITYBaHb HOJH

3B’SI3KM MO’KHA CTBOPIOBATH aBTOMATHYHO MIAKITIOYAIOYN OKpeMi
TEeKCTypH A0 OOpaHMX HaJalITyBaHb HATHCKAIOYM Ha 3HAYOK
TeKcTypH 300Ky HanamryBauHs (Puc. 5.10).

Presets
View: Lookde Template: lambert

¥ Common Material Properties

¥  Bump/Normal Mapping

Mag
¥ Advanced Material Properties

* Ray Tracing

Puc. 5.10. HanamryBanHs 1OJaTKOBUX KOMITOHEHTIB

88



[IIo6 BHUKOPHUCTOBYBATH OKpPEMi XapaKTEPUCTHKH MaTepialiB
3actocoByeThes OibOmioreka Utilities 3 mento Create (Puc. 5.11).
JonaTKoBi XapaKTepHCTHKH MaTepialliB IOMAIOThCS 1 CyMYIOTBCS 3
MaTepialaMHi TaK caMo, SK MaTepiaid MK cO0Or, aje 3MIHIOKUHN
napaMeTpH TOTO YH IHIIOTO MaTepiany Ta TEKCTYpH.

Puc. 5.11. Br;m 6iomiorexu Utilities B mento Create
[Iporpama Maya pnae 3Mory JofaBaTH KacTOMHI (CTBOpEHi)

TeKCTypu 10 00’exTiB. Lle MokHa 3poOMTH AOAABLIM X, BKA3aBILIH
Micue po3ramryBaHHs 3a gonomororo Image Name. [Ipu upomy,
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MO)KHa BHKOPHCTATH CTOPOHHE 300pa)KCHHs Ta JIOJAaTH WOro J0
BiamoBianoi Hoau (Puc. 5.12).

Puc. 5.12. JlomaBaHHs CTBOPEHUX TEKCTYp 3a JAoroMoroto Image
Name

JUtsi Teperisigy pO3TAIlyBaHHS TEKCTYpH BHKOPHUCTOBYETHCS
mignyakr UV > UV Editor (Puc. 5.13). Skiio noTpiOHO MOMICTHTH
TEKCTypy B OOpaHe Miclle KOMIIOHEHTY BHKOPHCTOBYETHCS MEHIO
Automatic.

Puc. 5.13. 300paxeHHst MeH10 po3ramryBaHHs Tekctypu UV > UV
Editor
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s Toro moO OYMCTUTH POOOdYE TOJNe i po3movaru podoTy 3
HOBUM MaTtepianioM BukopuctoByerbest (ynkuis Clear Graph. A
mo0 MNPONEeMOHCTPYBAaTH BCl MarTepiald MPUCBOEHI BUIUICHOMY
00’exty BHKOpHCTOBYeThCs Graph materials on selected objects
(Puc. 5.14).

Puc. 5.14. BinoOpaxeHHs MaTepiaiiB 00’ €xTa

BukoHytoun posrisHyTi omepaiii Ta MEHIO MOXXHA HaJaTH
MOTPIOHOT TeKCTYpHU po3pobieHiii 3D-monmeni

5.3. IIporpama podoTn

1. OznafioMuTHCS 3 OCHOBAaMH TEKCTYPYBaHHS Ta PENAKTOPOM
marepianiB Hypershade 3 treopernunux Bimomocreii.

2. CTBopMTH Ta HaKJIaCTHM MaTepiaJii Ta KOJIbOPU IS
MaHIIMyJIATOpa, SKUK po3po0JIeHU B TOMEpenHix JabopaTOpHHUX
poboTax BiAMIOBITHO /IO BapiaHTy.

3. OdopMuUTH 3BIT.

5.4. TlopsiioKk BUKOHAHHS POOOTH

1. Po3rnsHyTH NOpHUKIaZ BHUKOPUCTAHHS TEKCTYp Ta KOJbOPIB
SIKUI OMUCaHUN y TEOPETUIHHUX BiOMOCTSIX.

2. CrBopuTH Ta  HAKJIacTH  Mmarepiaau  o0’exra.  Jlos
TEKCTypyBaHHsI BUKOPHCTOBYeMO omiito Shader > aiStandartSurface
TaK, SIK 1€ IOKa3aHo Ha puc 5.15.
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Puc. 5.15. TIporiec Bubopy omiii Shader > aiStandartSurface

3. 3amaru Ha3By Matepiany Ta komip. s 1poro y Bkiaazimi Base,
HEOOX1IHO 3a]]aTH KOJIIp Ta HAJNAIITYBAaTH MaTepialn (puc. 5.16).

aistandardsurface RSN, -

fet

Puc. 5.16. IIponec Bubopy Ta 3amaHHs MaTepianry

4. 3a momoMororo Bkiajgka Specular (Biga3epkajieHHs) 3a1aeMO
TUN MaTepiaiy: IMIsHUeBUH abo maroBuid. Lle mMoxHa 3pobutn 3a
noroMoror HanamryBanas Roughtness, a mapamerpom IOR 3amaemo
3anomuieHHA cBitna (Puc. 5.17).
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Puc. 5.17. 3apaBanus THIIy MaTepiaily 3a JIOIOMOrOI0 BKJIAAKH
Specular

3ayesasicenns: llpuBeneni imrocTpanii HalamTyBaHb MOKa3aHi, K

npuknax 0a3oBuUX TekCTypyBaHb. lIlicnms 3amaHHs  Ga3uCHHX
TEKCTypyBaHb HEOOXITHO JIOJATH IHIUBIAyaJIbHI HalAIITyBaHHS
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KObOPY TEKCTYpM Ta MaTepially Uil BapiaHTy  Bamioro
MaHImyIsATOpA.

5. BUKOHYyeMO TeKCTypyBaHHS MaHimynstopa. Y  SIKOCTi
NpHUKIaNy TEKCTYpYBaHHA KOJIBOPY Ta MaTepialy MpUBEACHO
MOXJIMBUH  BapiaHT, SKUA  po3poOJeHWMd y  momepesHix
snabopatopHux podorax (puc. 5.18).

Puc. 5.18. Pe3ynprat TeKCTYpyBaHHS MaHIMyIATOpa

6. Pesymbratn MonemroBaHHS O(GOPMHUTH y BHITISAI 3BITY Ha
CTaHAAPTHHUX apkymax Qopmary A4, a TakoX HaJaTH BUKOHAHUH
¢aiin 3D-monens y popmarti *.mb 15 nepeBipku.

Bumozu 00 oghopmnenns 3gimy:

3BIT MOBUHEH MiCTUTH:

- TUTYJIbHA CTOPIHKA;

- METy po0oTH;

- IporpamMy Ta IOpsI0OK BUKOHaHHS POOOTH;

- CKpIHIIOTH BHKOHAaHHA OCHOBHHMX €TalliB I0OYJOBH, SKi
OIKCaHi y MOpsIIKY BUKOHAHHA poOOTH;

- BukoHany 3D-mozensb y ¢popmari *.mb;

- BUCHOBOK.
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5.5. KoHTpo/1bHi 3anuTaHHA

1. 3a J0MOMOro0 SIKOTO MYHKTY MEHIO BIJIKPHBAETHCS BIKHO
penakropa MaTepianiB?

2. Ha3Bithb Bci criocoOu BIAKPUTTS peAaKTOpa MaTepiaiB.
HasBith ocHOBHI KoMmoHeHTH BikHa Hypershade.
Ilo Take Node Editer?
IIlo Take HOma?
Ha3spith MeToM JTI01aBaHHs MaTepiany 10 00’ekra?
Uu MOXKJIUBO JIOZIaBaTH MaTepiaji 10 KOMIIOHEHTa?
. 3a JI0ITOMOTOI0 SAKHX TapsSuuX KIABIll MOXKHA PO3TOPHYTH
HOmy?

© o N A
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