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AHOTAIIA

Aptemenko A.O. YropasmiaHS TpoekToM po3pooku 3D rpadiku ms
KOMIT'FOTEPHOI T'PU 3 TEMATHKOIO BIPKUBAHHS B CKDYTHUX YMOBAX.

ATtecTalliiina BUITyCKHa poOoTa 6akajgaBpa 3a creliajbHIicTIo: 126
«IHdopmaIiiiHi CUCTEMH 1 TEXHOJIOT1i», OCBITHS IIporpamMa « Y IpaBJIiHHS ITPOEKTAMI.
— KuiBchKuii HalllOHATBHUN YHIBEPCUTET OYIIBHUIITBA Ta apxiTekTypu. — Kuis, 2024.

ArecTariiitna po6oTta npucBsueHa po3po6ui 3D rpadiku Ans rpu 3 TEMATHKOIO
BIKMBAHHS B CKPYTHUX YMOBaX Ta CTBOPEHHIO MPOTPAMHOTO NPOAYKTY JJIsl IHTEerparlii B
nporpamue 3a0esnedeHHs Autodesk Maya. Po3poOienmii mporpamMHHMiA HPOIYKT
JI03BOJISIE aBTOMATHU3yBaTW Ta 3a0€3MEUUTH ONTHUMI30BAHUN Ipouec po3podku 3D
rpadiku. B miacymky ne 3a0e3nednTs 3py4HICTh AJ1 PO3POOHUKIB.

Pe3ynpTaToM BUKOHAHHS aTecTaliiHOi poOOTH, Oy MpoaHaNli30BaHI METOIU
YIOPABIIHHS MPOEKTOM, CTBOPEHHSI TPhOBUMIpPHOI rpadiku, po3pobieHa iHpopMaliiHa
monenb cucremu, UML-miarpama kiaciB, po3po0Oienuit miarin Autodesk Maya. [{ns
yOpaBiIiHHSA TpoekToM OyB o0O0panmii meron Waterfall, ns mMeroguka mo3Bosmia

BUKOHYBATH yCl1 TOCTaBJIEH1 3aJja4l OETAaITHO.

SUMMARY

Project management of 3D graphics development for a computer game with the
theme of survival in difficult conditions.

Bachelor's thesis for a bachelor's degree in specialty: 126 “Information Systems
and Technologies”, educational program “Project Management.” - Kyiv National
University of Construction and Architecture - Kyiv, 2024.

The certification work is devoted to the development of 3D graphics for a
game with the theme of survival in difficult conditions and the creation of a software
product for integration into Autodesk Maya software. The developed software product
allows to automate and provide an optimized process of 3D graphics development. As a

result, it will provide convenience for developers.



As a result of the certification work, we analyzed the methods of project
management, creation of three-dimensional graphics, developed an information model of
the system, a UML class diagram, and developed an Autodesk Maya plugin. The
Waterfall method was chosen to manage the project, as it allowed us to complete all the

tasks in stages.
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BCTYII

YnpainiHHs MPOeKTOM po3podOku 3D rpadiku 1151 KOMI'TOTEPHOT TP 3 TEMATUKOIO
BIDKMBAHHSI B CKPYTHHUX YMOBAX € € aKTyaJbHOIO TeMOIO. B ChOrogHINHIX peamisx, Ae
pPICT PO3BUTKY TEXHOJOTIM HaOupae JOCUTh MIBHJKI TEMIIH, IrpOBa IHIYCTpis CTae
MOTY)XHUM 3acO0OM HE JIMIIE JJIsi PO3Bard, aje W OCBITU 1 KyJbTYPHOTO BILIUBY.
Po3polOka sikicHuX KoM toTepHUX AAA-TIPO€EKTIB 3 BUKOPUCTAHHSIM HOBITHIX METOJIIB
ctBopeHHs 3D rpadiku cropuse MiJABUIICHHIO PIBHIO TEXHOJOTIYHOI T'PaMOTHOCTI,
PO3BUBAETHCS KPEaTHBHE MUCIICHHS Ta 3aydye Bce Oubin moeit 1o IT-chepu.

Jlna Ykpainu 1g TeMa Mae ocoOyiMBe 3HA4€HHA. B yMOBax Cy4acHHX BHKJIHKIB,
YKpaiHChKH PO3POOHUKH MOXKYTh BHUKOPHCTOBYBaTH CBOi ITPOBI TMPOEKTH IS
IOPUBEPHEHHS YBaru /0 Ba)JIMBUX COLIAJbHUX Ta €KOJIOTIYHUX Mpobinem. Irpu 3
TEMATUKOIO BIDKMBAHHA B CKPYTHHUX YMOBaX MOXYTh HE TIIbKM MaTH PO3BaKaJIbHHIMA
XapakTep, ajle W HaBYaTU KOPHUCTYBayiB HaBHUUKAM IOJOJIAHHS PI3HUX TPYAHOILIB,
ajanTailii Ta BIDKMBAHHA B CKJIQJHUX yMoBax. KpiM TOro, po3BUTOK IIOTO HAIPSIMKY
CIpHSIE CTBOPEHHIO HOBUX POOOYMX MICIb, 3aTyYEHHIO 1HBECTHUIIM Ta MOMYJsSpU3aLii
YKpaTHCHKOTO MPOAYKTY Ha MI)KHAPOIHOMY PiBHI.

[le#i uNIOMHHUM TPOEKT MPHUCBAYEHUN PO3poOI e(dEeKTUBHOI CTparerii
YIpaBIiHHS TPOEKTOM, sIKa BKIIOYae BCl eTanmu cTBOpeHHs 3D rpadiku g rpw,
MOYMHAIOYM 3 KOHILIENTYaJIbHOrO In3aiiHy A0 (PIHAIBHUX KPOKIB CTBOpeHHs. OcobimBa
yBara npuIiIseThcs po3po0Ill MPOTPAMHOTO MPOAYKTY AJISI MPOTPAMHOT0 3a0€3MeUeHHS
Autodesk Maya, 1m0 [103BOJUTH ONTHUMI3YyBaTH Ta CKOPOTUTH TEPMIHU PO3POOKHU
KIHIIEBOTO TIPOJIYKTY.
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PO3A1JI 1 XapakTepucTHKAa i aHAJII3 MPeAMeTHOI 00J1aCTi Ta MOCTAHOBKA 3a/1a4i.
1.1 XapakTrepucTuka ail040i CHCTeMH YIPABJIHHS TA NPOEKTYBAHHS
AHAaJIi3 Cy4yacHOro CTaHy yNPaBJIiHHS TAa MPOEKTYBAHHSI.
Ha cyuacHoMy eTami po3BUTKY irpoBOi 1HIYCTpii, yNpaBIiHHSA Ta IPOEKTYBaHHS
BHUMarae BJOCKOHAJICHHS 3 YPaXyBaHHSAM 3pOCTAIOYUX TEXHIYHUX MOKIMBOCTEN Ta pPUHKOBUX
BUMOT. CHCTEMU YIIPaBIIHHS MPOEKTAMH, TaKl SIK:

1.Agile - 1e CyKymHICT, TIAXOMIB 1 MOJCJIEH TIMOBEAIHKH, OPI€EHTOBAaHMX Ha

BUKOPHUCTAHHS 1TEpaTUBHOI pPO3pOOKH, time boxes (Y4acoBHX paMOK), JWHAMIYHE

dopmymoBanHs BUMOT 1 3abe3meuenHs peamzamii [I3 B pe3ynpTaTi B3aemoii

BCEpEANHI BUCOKO CaMOOPTaHi130BaHO1 poO0oU0i rpyn# i3 (axiBiiiB pi3HUX MPOQIITiB.

2.Scrum - 1e ¢pedMBOpPK yHOpaBIiHHA, 3TIAHO 3 SKUM OJHA YU JEKUIbKa

KpOoChYHKIIOHATFHUX KOMaH/{ CTBOPIOIOTH TPOYKT IHKPEMEHTAMH, TOOTO, MOETAITHO.

B xomanai Moxke 0yTH OJIM3bKO CEMU JTIOJEH.

3.Waterfall - tpaguuiiiHa, HallmolmMpeHima Ta JIOTIYHA METOJOJOrIS YIpaBIiHHSA

npoektamu. BonocnanHa monenb nepeadayae MOCHIIOBHE MPOXOKEHHS IPOLECY,

po30uTOro Ha crafii abo eranu. 3a3BUyail ii 3aCTOCOBYIOTh IO MPOEKTIB, SIKI MOXKYTh

OyTH MOJIIJIEHI HA MOCIJOBHI JIOT14HI YaCTUHH. J[0 TOTO K JKOJIEH eTar He MOXe OyTH

BUKOHAHMI paHilie 3a mnonepeAHii. JIOriky Takoro MpOEKTY JIETKO 3pO3yMITH Ta

OTIHCATH.

i cucTeMu MIUPOKO BUKOPUCTOBYIOTHCS ISl TIJIAHYBaHHS, BAKOHAHHS Ta KOHTPOJIIIO
MIPOEKTIB y Taiy31 po3po0KH BiFCOIrop, TOMY MpOaHaTI3yBaBIIN Cy4acHI METOIU YIIPABIIHHS
MOHa 3poOuTH BHOIp Ha Meroaojorii ynpasiinHa ‘‘Waterfall”’, ueid meron iaeanbHO
MIIXOMUTh JIJISL YOPaBIiHHSA NPOEKTOM po3poOku 3D rpadiku st TpU 3 TEMATHKOIO
BIDKMBAHHS B CKPYTHHX YMOBAX Ta SIBJIIETHCS aKTyaJbHUM Ha ChOTOIHIIIHIN Yac.

Ochb neKkinbpKka OCHOBHUX IPUYUH YOMY caMe€ OOpaHUil METO MiIXOIUTh JIJISl IPOEKTY

ctBoperHs 3D rpadiku 1715 TpU 3 TEMAaTUKOIO BUKMBAHHS B CKDYTHUX YMOBAX:

1.HasiBHicTh 4iTKO BU3HAYEHHUX BUMOT TA 3aBJaHb - B PAMKax HaIIOTO MPOEKTY

OPUCYTHI YiTKI Ta BU3HAYEH1 €Taly Ta PIIIESHHS 00 MOJINIIEHHS TPOAYKTUBHOCTI

11



nporecy po3pooku. [letanbHo onucani 3aBaaHHs OyayTh MOKa3aHi y Y4eTBEPTOMY
PO3LITI AUTIOMHOTO MTPOEKTYBAHHSI.

2.3po3ymijli BAMOI'M Ta O4iKyBaHHS — B JaHOMY BUIIAAKY crieniddikaliii CTBOpEHHS
3D Mopenelt BU3Ha4YEeHI Ha MOYaTKOBOMY €Tarli.

3. Jlerka BigcTeKyBaHHICTh MPOrpecy — KOXKEH €Tall CTBOPEHHSI IPOIYKIIii, a came
3D Mopneneit Mae KOHKPETHY LIUIb Ta pe3yibTar.

4.3MeHIIEeHHS 3MiH Y POLeci — OJTHOIO 3 OCHOBHUX OCOOJIMBOCTEN TaHOTO MPOEKTY
€ T€, 110 BAKJIMBI pillIeHHs OyAyTh MPUKHSTI HA caMOMY TTOYaTKy, TOMY 1€ MIHIMI3ye
PU3MKH 3HAYHUX 3MIH Ta 3aTPUMOK ITiJ] 4ac PO3POOKH.

5.®ikcoBaHnii 0KOIKeT Ta BUMOIM — MPOEKT CTBOpeHHA 3D rpadiku s rpu 3
TEMATHKOIO B)KMBAHHS B CKPYTHUX YMOBaX Ma€ Ha OYaTKy (pikcoBaHUX OIOJIKET Ta

BUMOTH, OLIBII JETATBHO MPO 111 ACIEKTHU Oy/i€ OMUCAHO Y YETBEPTOMY PO3ILIi.

Oco0auBoCTI ynpaBiaiHHA NPOEKTOM po3podku 3D rpadiku
VYnpapniaas npoekToM po3podku 3D rpadiku Mae cBOi OCOOJIMBOCTI, 3YMOBIICHI
BHUCOKHUM CTYTIEHEM TE€XHIYHOI CKJIQJHOCTI Ta TBOPYOIO Xapakrepy 3aBAaHb. OCHOBHI CKJIaI0B1
CHUCTEMH YTIPABIIIHHS MPOEKTOM BKJIOYAIOTH IJIAHYBaHHS, BUKOHAHHSA, KOHTPOJb Ta OLIHKY
pe3ynbTaTiB.
IIpouecu npoexryBanus 3D rpagiku
[Ipouecu npoextyBanHs 3D rpadiku BKIIOYAIOTh CTBOPEHHS KOHLETILIMHUX 300pa’KeHb,
MOJICITIOBAHHS 00'€KTIB, TEKCTYPYBaHHS Ta pO3pOOKH 1HIMBINyaTbHUX pimieHb. KoxeH 3 1ux
€TamniB BUMarae Creniajii3oBaHuX 1HCTPYMEHTIB Ta KBaji(ikoBaHUX (haxiBLiB. 3aCTOCYBaHHS
iHTerpoBanux cepeaopuil po3pooku (IDE) Ta rpadiunux pemaktopiB, Takux sik Autodesk
Maya, Blender, Adobe Photoshop Ttormo, crpusie ehekTHBHOMY BHKOHAHHIO 3aBAaHb Ta
CIUJIBbHIN pOOOTI KOMaH/IH.
Bukiuku ynpasjiHHS Ta NPOEKTYBAHHA
OmgHuM 13 TOJOBHMX BHUKJIHWKIB YMPABIIHHSI TPOEKTOM po3poOku 3D rpadiku €
3a0e3nedeHHs] BIANOBIAHOCTI TpaiyHOrO KOHTEHTY BHMMOTaM IMPOEKTY, 3 YpaxyBaHHSIM

oOMexeHb TepMiHIB Ta OrokeTy. Takok BaKJIMBO 3a0€3MEUNUTH 3PYUYHICTh CIUIKYBaHHS Ta
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CHIBIpall MDK 4YJeHAaMM KOMAaHIW, 000 YHHKHYTH HEMOpPO3yMiHb Ta 3a0e3MeunuTH

OJTHOPITHICTh PO3YMIHHS IIUJICH Ta 3aBJIaHb MPOEKTY.

IncTpymeHnTH ynipaBaiHHS

VYrpasiinus npoekToM po3podku 3D rpadiku Moxke OyTH MOJIETIIEHO 32 JTIOIOMOIrOI0
BUKOPHUCTAHHS CHEIIali30BaHUX MPOrpaMHUX 3aC001B, TAKUX K CUCTEMHU KOHTPOJIIO BEPCiil.
Hanpuxnan:

1.Git — 1e po3noizieHa cucTeMa KOHTPOJIIO BEPCiid, sika J03BOJISIE B1ICTEKYBATH 1CTOPIIO

po3po6ku 13 1 cribHO MpaIroBaTy HaJl CKIAAHUMHE IPOEKTAMU 3 OYb-sIKOT TOUKHU CBITY.

Takox qocuth BaxksBuMU [13 1151 CHIJIBHOTO KOHTPOJIIO PECYPCIB €:

1.Dropbox - 11e Miclie, Jie 310paHo BeChb BMICT KOMaHIH PO3POOHUKIB, € € MOXKIIUBICTh

KOPUCTYBaTUCh IIUPOKUM CHEKTPOM IHCTPYMEHTIB, BIJKHAYBAaTH BcCe 3aiiBe, 100

30CepEeAUTHCS JIUIIE HAa HAWBAXKIMBIIINX CIIPaBaXx.

2.Google Drive - mnardopma 1is oOMiHy (aitiamu i ocoOMcTe XMapHE CXOBHINE —

Google. InuterpoBanuii HaOlp Oe3MEYHUX XMapHUX JOJATKIB Ha OCHOBI TEXHOJIOTIH

Google Al nnsa epexTuBHOT pOOOTH i CITIBIpAIIL.

CremianizoBani miaTGopMu JIsl YIIPABIiHHS MPOEKTAMU, HATTPUKITA:

1.Jira — 1e cucreMa ympaBIlliHHS MPOEKTAMHU, SKa JTO3BOJISIE€ 3aKpUBATH Mailke BCi
3apmaHHs PM-a B pamMkax OJHOTO IHCTpYMEHTA: BiJ IUIaHYBaHHS 10 KOHTPOJIO
MIPOIIECiB Ta pe3yibTariB. € komiuiekcoMm 3 IT-pimens Bijg kommaHii Atlassian.
2. Trello - ue Bi3yaldbHUH IHCTPYMEHT, IO Ja€ 3MOry KOMaHJl KepyBaTu
PI3HOMaHITHUMHM TPOEKTaMH W poOOYMMH MpollecaMd Ta BiACTEKYBAaTH BUKOHAHHS
3aB/IaHb.
3. Microsoft Project - cucrema ynpapiiHHSI NMPOEKTaMH, pO3pOOJIEHA KOPIIOPAIli€l0
Microsoft. Microsoft Project crBopenuii, 1mo0 ITOMOMOTTH MEHEIKEPOBI MPOEKTY B
po3po0Ill TIaHIB, PO3MOALT PECYpCiB 3a 3aBAaHHSMH, BIJICTEKYyBaHHI MpOrpecy 1
aHai31 00CsriB pooiT.

Bukopucranss nux 1HCTPYMEHTIB J03BOJIsIE 3a0e3neunTr ePeKTUBHE IJIaHyBaHHS,

CHIBIIPALIO Ta KOHTPOJIb HAJl IPOLECAMU PO3POOKH.
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1.2AHaJi3 o0J1acTi 3acTOCYyBaHHS 00'€KTA NMPOEKTYBAHHS

[TpoexT po3pobku 3D rTpadiku mAjis KOMITIOTEPHOI TPU 3 TEMAaTHKOIO BIDKMBAHHS B
CKPYTHHUX YMOBaX BITHOCHUTBCS JIO IFPOBOI 1HAYCTPII, 110 € OJIHIEI0 3 HAUOLIBII JUHAMIYHHUX Ta
IIBUKO3MIHHUX Tajy3edl PO3BUTKY MPOTPAMHOTO 3abe3nedeHHs. BiH 3HAXOAWTH IMIMPOKE
3aCTOCYBaHHS Y B1JIOMOMY KaHPI 1rop Mpo BUKUBAHHS, JI€ TPABISIM JJOBOJUTHCS POTUCTOSITH
pPI3HOMaHITHUM HeOe3IeKaM Ta BUKOPUCTOBYBATH OOMEXKEH1 peCypcH JJIsl TOTo, 11100 BUXKUTH B

CKPYTHUX YMOBAaX.

1.2.1 JlocArHYTi MOKJIMBOCTI HA JAHUH MOMEHT 4acy
IrpoBa iHAYCTpis € CYLUIBHUM IOJEM HOBATOPCTBA Ta TEXHOJIOTIYHOI'O IPOTrpPECY.
IBuakuii TeMI PO3BUTKY amapaTHOTO 3a0e3MeueHHs] Ta MPOTpaMHOro 3a0e3MeYeHHs Hallae
0e3MexH1 MOKJIMBOCTI JUIsl peanii3allli HOBaTOPChKHUX i7eil y ramysi reitmzaeBy. ['padika y
BIJI€OIrpax cTae Bce OUIbII (OTOPEATICTUYHOK, AUHAMIYHOI Ta IMMEPCHUBHOIO 3aBISKH
HOBITHIM TEXHOJIOT1IM 00p0oOKHU Trpadiku, TaKUM K (i3UUHO 3aCHOBAHE OCBITJICHHSI, TEXHIKU

pEeaTiCTUYHOI aHIMAIlll Ta BUCOKOSIKICHI TEKCTYPH.

OpHi€eo 3 OCHOBHUX c(pep TEXHOJOTIYHOTO MPOrpecy B IrpoBiM 1HAYCTPIl € PO3BUTOK
rpagiyHUX TEXHOJIOT1H. POBpOOHHKN aKTUBHO BUKOPHCTOBYIOTH HOBITHI TEXHOJIOTII, TaKl SIK
petitpeticiar, meiaepu, HDR, ¢i3uuno 3acHOBaHe pPEHACPHHT TOIIO, JJI JOCSATHEHHS
MaKCHUMAJIbHOI PEaJiICTUYHOCTI Ta JAeTali3allii Bi3yalbHOTO BUMISAY irop. Peamictuuna 3D
rpadika BiAIrpae KIOUYOBY pPOJb y CTBOPEHHI IMMEPCHUBHOTO JOCBIAYy [JIsi TpaBIliB. 3a

JIOTIOMOTOI0 MepeIoBUX rpadiuHUX JBUKKIB:

1.Unreal Engine - iHCTpyMEHT I CTBOPEHHS 1rop 1 CHEH 13
BUKOpucTaHHsAM 3D-monenelt, po3podienuii komnaniero Epic Games. Ls
mporpama npu3HadeHa st CTBOpeHHs irop i cumyismii. Unreal Engine
Hajae 3aco0W [Isi CTBOPEHHSI JIMBOBIKHUX TpadiuHux eQeKTiB:
BHCOKOSIKICHE OCBITJICHHS, PEHJEPUHT 1 MIATPUMKA BIpTyaJIbHOI

peaTbHOCTI.
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2.Unity - nie irpoBuii pyurii, ssIkuii BUKOPUCTOBY€eThCs A cTBopeHHs 2D 1 3D irop
Ul Pi3HUX TUIAT(GOPM, BKIIOYHO 3 MEPCOHATBHUMH KOMIT FOTEPAMH, MOOUTBHHUMHU

MPUCTPOSIMH, KOHCOJISIMU 1 HABITh BIPTYaJIbHOIO PEATBHICTIO.

3.Cryengine - 11¢ irpoBuii pyiiiit po3pobieHuit HimelbKoto kommanieto Crytek, sikuit
Briepie 0yB Bukopucranuil y Bineorpi Far Cry. Bin OyB cTBopeHuil ik TEXHOJIOT14HA
nemoHctparniss GeForce 3 Bim Nvidia. Ubisoft ke Mae moaudikoBaHy BepcCito

CryEngine y rpi Far Cry, skuif HazuBaeTbes «Dunia Enginey.

Takoxx BemuKy poib BIAITPalOTh Cy4yacHI pPENakTOpu TPUBUMIPHOI Tpadiku, sKi

BOJIOJIIIOTH MIUPOKOIO (QyHKIIOHATBHICTIO 3D-aniMallii, MOJIeTIOBaHHS Ta Bi3yalli3allii:

1. Autodesk Maya - 3actocyHok, rpadiuHuil pegakTop, sl MOJICIIOBAHHS
TPUBUMIPHUX O0'€KTIB, aHIMAaIlli, KOMIIO3UTUHTY Ta Bi3yami3alii (3a JOMOMOIOI0
MIJIMKHYTUX CUCTEM pEHIEpHUHTY). B nmaHuii yac € cranmaptoMm ajis po3poOku 3D

rpadiku I KIHO 1 TeJe0ayeHHs.

2.Blender - 11¢ OBHICTIO IHTETPOBAHUM KOMIUIEKT CTBOpeHHs 3D, sSikuil mpornonye

IMIMPOKUIA JTlaria30H OCHOBHUX 3aCO0IB.

3. 3ds Max - TpuBUMIpHMI TpapiyHUl pegaKkTop, MNOBHOPYHKIIOHAIbHUMA
npodeciiiHuil 3aCTOCYHOK, CHCTeMa [JIsi CTBOPEHHS 1 peAaryBaHHsS OO'€KTIB Ta
CTBOPEHHS Bi3yalli3alliid, po3poosieHa kommaHiero Autodesk. MicTuTh HaiicydacHiri
3aco0M I apXITEKTOpiB, JU3alHEpIB, XYJOKHHUKIB 1 (axiBIiB B 00JacTi

MyJIbTUMEIA.

4. Plasticity — 1ie vHoBuii copt mis 3D-monmemoBanHsi Ha ocHOBI NURBS, sike

PO3POOISETHCS CHEIiaTbHO IS 31-XYI0KHUKIB Ta JU3aiHEPIB.

5. ZBrush — mporpama mus 3D-MopentoBaHHSA, CTBOpEHAa KOMIIAHIEIO
«Pixologicy».BimMinHOIO 0cobsuBIcTIO 11bOTO [13 € iMiTallis mporecy <«IIICHHSD
TPUBUMIPHOT CKYJBITYpPHU, MOCUJICHOTO JBUTYHOM TPWUBHMIPHOTO PEHIICPUHTY B
peaqbHOMY Yaci, 0 COPOIIY€E MPOIEAYPY CTBOPEHHSI HEOOX1THOTO TPUBUMIPHOTO

00’exTa
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6. Fusion 360 - ne xommuekcumii xmapHuiit CAD/CAE/CAM iHCTpyMEHT is
MIPOMUCIIOBOTO JM3aiiHy Ta MalIMHOOYIIBHOTO MPOEKTyBaHHS. BiH moeanye B co0i
Halkpaiie, 1mo Mo)kHa Oyio B3saTH Big Inventor, Alias, Simulation Ta iHIIHX
nporpaMHuX mpoaykTiB Autodesk, mo0 cTBOpUTH yHIKaJdbHE CEpEAOBHIIE, SIKE 3
JIETKICTIO MOYKHA MPUCTOCYBATH MiJ] ce0€ 1 IKe JO3BOJIUTH CIIPOEKTYBATH MPAKTHYHO

BCC, IO BU MOKCTC YABUTH.

7. Substance 3D Painter — 11e nporpamne 3abe3neueHHs A 3D-manroBaHHs, sSKe
Jla€ KOPUCTyBavYaM 3MOTYy TEKCTYpyBaTH Ta JOJaBaTH MaTepianu Oe3MOoCepeHbO 10

3D-cITOK y peKrMi peanbHOro yacy.

BuxopucroBytoun Hapenene Buiie [13 po3poOHHMKHM MOXYTh CTBOPIOBAaTH Bi3yalibHI

edeKTH, eTaai30BaHl CBITH Ta KUBI1 MEPCOHAXI Ta BIPOBAKYBATH 1HAUBIyalbHI PIIIICHHS.

Taki TEXHOJNOTIYHI JOCSITHEHHS POOJIATH 1rpyd OUTbII MPUBAOIMBUMU ISl TPABIIIB, aje
BOJHOYAC CTaBJIATh IIepe]] PO3pOOHMKAMHM HOBI BHUKIHMKH, IIOB'SI3aHI 3 ONTHMI3AIlIEI0

MPOYKTUBHOCTI Ta 3a0€3MEUEHHAM CYMICHOCTI 3 PI3HUMH IUIaThopMamu.

Pe3yjibTaTu 3aCTOCYBAHHSI JOCATHYTHX MOKJIMBOCTEMH B irpax npo BUKUBAHHS

[rpu 3 TeMaTHKOIO BUJKUBAHHS B CKPYTHUX YMOBAX B1J0OpaXaroTh peajiCTUUHI CLEHapii,
JIe TPaBIsIM JOBOJUTHCA OOpOTHUCS 3a BUKMBAHHS Yy BOpOKOMY cepenoBuiil. Lle moxe Oytu
NOCTANOKAMNTUYHUANA CBIT, TUKUN NpUPOAHUNA JaHAmAPT abo 1HIII HECHPUATIMBI YMOBH.
['paBelib CTUKAETHCS 3 PI3HOMAHITHUMM BHUKJIMKAMU, TAKUMHU SIK TOLIYK 1K1, OYJIIBHHIITBO
NPUTYJIKY, 3aXUCT BiJ] BOPOTIB Ta MPUPOIHUX KAaTacTpod.

OpmHuM 3 pe3yNbTaTiB 3aCTOCYBAHHS IOCATHYTUX MOKIIMBOCTEH BUKOPUCTAHHS HOBITHIX
TEXHOJIOTIM TpH3BeNa JO0 3POCTaHHS yBaru 10 arMochepu Ta aMOIE€HTY, 1€ JO3BOJIUIIO
pPO3pOOHUKAM CTBOPIOBATH HabaraTo peaaiCTUYHIII iIrPOBI CBITH.

Takox BaXJIMBO BIIMITUTH, TEpPEXiJ JO BIPTyaldbHOI Ta JOMOBHEHOI PEaJbHOCTI.
Possutok AR Ta VR TexHomoOri#i 3a ITOMOMOTOI Cy4aCHOTO IMPOTPaMHOTO 3a0e3reueHHs
MIPU3BEJIO JI0 3POCTAHHS TOMUTY HA TEMATHKY 1ITOp BUKUBAHHS.

Opni 3 HalyCHIIIHIIKMX MPOEKTIB cTBOpeHHs 3D rpadiku B irpoBii IHAYCTPII :
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1.Electronic Arts (EA): Onun 3 HaWOUIBIIUX BUIABIIB KOMI'TOTEPHUX Ir0p y
cBiTi.Bumyckae mMpoKHil CHEeKTp 1irop pi3HUX >KaHPIB, BKIIOYAIOYU ITpU 3

TEMAaTHUKOIO BrKMBaHH, Taki sk "The Sims", "Dead Space" Ta "Plants vs. Zombies".

2.Ubisoft: ®panHiry3pka KOMIIaHis, 10 CIEIaTi3yeThess Ha po3po0Ill Ta BUAAHHI
Bijieoirop.Bumyckae cepii irop 3 TeMatukoro BikuBanHs, Taki sk "Far Cry" Ta "Tom

Clancy's The Division".

3.Bohemia Interactive: YUecrka ctymis, po3poOHHK cepii irop "Arma" ta "DayZ",

SIK1 B1ZIOM1 CBOEIO PEaTiCTUYHICTIO T4 BH)KMBAJILHUM T'CHMILICEM.

1.2.2 InenTudikanisa npodjieMHUX MOMEHTIB

Po3pobka peanictuunoi 3D rpadiku s irop nNpo BHKMBAHHS TaKOXK CTHKAETHCS 3
TEXHOJIOTIYHUMH BUKIMKaMU. BHCOKI BUMOTM [0 MNPOAYKTHBHOCTI Ta €()EKTUBHOIO
BUKOPHUCTAHHS PECYpPCIB OOMEXKYIOTh MOXKJIMBOCTI po3poOHUKIB. Ontumizaiiis rpadiku ajis
pizaux mnatdopm, Big I[IK 10 MOOUIBHMX NpUCTPOiB, BUMara€e po3pOOKU CKIIATHUX
QIrOPUTMIB Ta CTpaTeril ympaBiiHHSA pecypcamMu. Tomy Oyzae B3STO A0 yBaru JesKl
po0JIeMHI MOMEHTH:

1.CxkaagnicTh peasizanii BUCOKOSKICHOI rpadiku:

OpHi€ero 3 OCHOBHUX MpoOsieM y po3podii 3D rpadiku ais irop € CKIAIHICTh
JIOCSITHEHHSI BUCOKOsIKICHOT Tpadiku. Bumaraerbcs nabaraTo Ounbllie 4acy Ta
3yCWJIb JIJIi CTBOPEHHS PEATICTHUHUX TEKCTyp, Mojened Ta e(eKTiB, 10 MOKe
CHOBUTHHIOBATH MPOIIEC PO3POOKH Ta 301JIBIITYBATH BUTPATH HA MPOAYKIIIIO.

2.0nTuMizanis MPOAYKTUBHOCTI /ISl Pi3HUX m1aTdopm:

[le oaHlE BaXKIMBOK MPOOIEMOIO € ONTUMI3ALS TPOIYKTUBHOCTI IpadigHOro
KOHTEHTY Uil pi3HUX miaaTdopM. OCKUIBKM ITPU YacTO BUITYCKAIOThCS HA Pi3HI
npuctpoi, Taki sk [1K, koHcom Ta MOOUIBHI IPHUCTPOI, HEOOXITHO 3a0e3MeUnTr
ONTUMAJIbHY TMPOAYKTHBHICTH IJIsi KOXHOI 3 HHUX. lle Moxe Oytn 0CcoOJIMBO
CKJIQJIHUM 3aBJAHHSM IPU PO3pOOIll JJii MOOUIBHUX MPHUCTPOIB, /1€ OOMEXKEH1
pecypcu MOXKYTh CTUCHYTH MOXJIMBOCTI BIITBOPEHHSI BUCOKOSIKICHOT Tpadiku.

3. PU3HK He0JIiKIB y NPOAYKIIii:

IcHye pU3UK HEJOJIKIB Y IPOIYKIIIi, III0 MOKE€ BUHUKHYTH IIPU PO3POOIII CKIAAHOI
3D rpadiku. TexniuHi mpoOjemMu, MOMUIKH y KOJl, apredaktu rpadiyHOTO
JBIDKKY Ta 1HIII HerepeaoadeHi (pakTopyu MOXKYTh MPHU3BECTU A0 MOSIBU OariB Ta
BIUIMHYTH Ha SIKICTh I'pU. BupilieHHs ux npo0yieM MoXe BUMaraTu A0JaTKOBOTO
Yacy Ta pecypciB, 0 MOXKE 3aTPUMaTH BUITYCK T'PY Ta MIABULIUTH il BUTPATH.
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OT1xe, 001acTh 3aCTOCYBaHHS MPOEKTY po3poOku 3D rpadiku 1uist KOMO'TOTEPHOT TpH 3
TEMATUKOI0 BHKMBAHHS B CKPYTHUX YMOBaX MpPENCTaBisie COO0I0 BUCOKOTEXHOJIOTIYHE TOJIe
IHHOBAIIIM Ta TBOPYOCTI, J¢ KOXHA AeTalb rpadiku Mae BEIUKE 3HAYCHHS JJII CTBOPEHHS
3aXOILTIOI0YOT0 IMMEPCHUBHOTO JIOCBITY IS TPABIIIB.

1.2.3 Bu3dHayeHHSI MeTH IMIIJIOMHOTO MPOEKTYBAHHS

[TpoananizyBaBiy npoOIeMHI MOMEHTH Oy BU3HAYEHI OCHOBHI HEJIOJIKH y Po3po0iri
IPOAYKTY, TOMYy B MeXaX JIWIJIOMHOTO IPOEKTYBaHHS TMPOIMOHYEThCS HACTyITHA MeETa
aBTOMAaTH30BaHOTO MPOEKTYBAHHS:

OcHoBHaA MeTa aBTOMATH30BAHOT0 MPOEKTYBaHHs: Po3poOKa sIKICHOTO MPOIYKTY, a
came 3D rpadiku nUISIXOM BOPOBAKEHHS BJIACHUX PO3pOOOK Ta IHTErpaliil B akTyallbHE
porpaMHe 3a0e3MeYeHHS.

OHI/IpaI-O‘-IHCB Ha MCTY O‘{iKyeTLCH OJCPIKATHU B XOI[i JUIINIOMHOTO ITPOEKTYBAHHA!

- PilneHHs 11010 CKOPOYEHHS CTPOKIB PO3POOKH Ta BUPILICHHS MOCTABJICHHUX 3a/1a4.
- IlinBuIIeHHS IKOCTi TA TEXHIYHOI0 PIBHS Pe3yJbTATiB PO3POOKH.
- SIkicHMH IUIAH TAa KOHTPOJIb MPOEKTY.

I'osoBHI 3aBJIaHHS aBTOMATHU30BaAHOI'O IIPOCKTYBAHHA Ta MPOEKTY:

1.BnpoBajgkeHHs BJIACHMX pilleHb Ta Po3po0ok: [IpoBeneHHS MOETarHOTO
aHajgidy Ta BHOPOBAKCHHS I1HAWBIAYaJbHUX PIMICHb JJIsS  IT1ABUIICHHS
€(EeKTUBHOCTI CTBOPEHHS MTPOJIYKTY.

2.Po3poOka iHTerpauniii B mnporpamHe 3al0e3medeHHs: I[louyaTok eramy
pO3pOOKH aBTOMATH30BAHOTO (PYHKIIIOHATY SKUW HAIaCTh IIMPOKUMA CIEKTP
IHCTpYMEHTApI0 1 B pe3yibTaTi 3a0e3MedynTh MIBUIKHUI MPOLEC PO3POOKH Ta
CKOPOTUTH TE€PMIHU BUPIIIEHHS 3aja4 ajsi cTBOpeHHs 3D rpadiku ans rpu 3
eJIEMEHTaMH BUKUBAHHS B CKDYTHUX YMOBaXx.

2.CTBOpEeHHSI peajlicTUYHOTrO BipTyajibHOrO0 cBiTY: Po3po0Kka aeTanizoBaHuX i
IMMEPCUBHUX BIPTyaJbHUX JIOKAIlid, W10 BigoOpaxarwTh CKPYTHI YMOBHU
BIDKMBAHHS, 3 YpaxyBaHHSAM (PI3MUHUX 3aKOHIB Ta OCOOJIMBOCTEM OTOYYHOHOIO
cepeaoBuLIA.

3.Mopae0BaHHsI MNEPCOHAKIB Ta  BOpoxkHMX 00'ektiB:  CTBOpEHHS
peanictuuaux 3D mojieneit roToBHOTO repos, BOPOTiB Ta THIIMX 00'€KTIB 3 SKUMHU
nepcoHax Oyjie MaTH B3a€EMO/IIO, 110 JOTIOMOKE MIJBUIIUTH IMMEPCUBHICTh Ta
EMOI[IHY 3aJTy4EHICTh TPaBIIiB.

4. TexcTtypyBanHs Ta a”Himanisi: Po3poOka peanicTHUHUX TEKCTYp s 00'€KTIB
Ta TIEPCOHAXKIB, a TAKOXK CTBOPEHHSI MJIABHUX Ta PEATICTUYHUX aHIMAITIH.
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5.0nTuMi3zanisi NpoAyYKTHBHOCTI Ta cyMmicHOcTi: 3a0e3MeueHHs] ONTUMAJIbHOI
MPOAYKTUBHOCTI IpH Ha pizHuX 1atdopmax (11K, koHcosi, MOO1IBHI IPUCTPOT),
a TaKOX 3a0€3IeUeHHsI CYMICHOCTI 3 pI3HUMH KOHQIryparismMu o0aIHaHHS.

6. TectyBaHHSI Ta BHIPAaBJEeHHS MNOMHJIOK: I[IpoBeJACHHS KOMILICKCHOTO
TECTYBaHHS TpPH JUIS BHSBJICHHS Ta BHUIPABJICHHS IIOMHJIOK, a TaKOX
3a0e3mnedeHHsI cTa0uTLHOT Ta O6e3mepeOiiiHoT POOOTH.

OT1xe, TUITOMHE MTPOEKTYBAHHS CIIPSIMOBAHE HA CTBOPEHHS BUCOKOAKICHOT 3D rpadiku
JUISl KOMITIOTEPHOT TpU 3 TEMATUKOIO BIDXKMBAHHS B CKPYTHHUX YMOBaX, a TaK0X pPO3pOOKHU
BJIACHUX PIIIEHb ISl 3a0€3MeYeHHs TPOyKTUBHOCTI.

1.3 OcHOBHI Wijli ABTOMATH30BAHOI'0 NPOEKTYBAHHSA

Y KOHTEKCTI PO3pOOKH IPOEKTY 31 CTBOPECHHS KOMITHOTEPHOI TPU 3 TEMAaTHUKOIO
BIDKMBAHHS B CKPYTHHX YMOBaX, aBTOMAaTH30BaHE MPOEKTYBAHHS BHUCTYMAE SK KIHOYOBHI
€JIEMEHT JJISl IOCSATHEHHS YCIiXy MPOEKTY. 3aCTOCYBaHHS aBTOMAaTU30BaHUX 1HCTPYMEHTIB Ta
METO/IIB J03BOJISI€ ONTUMI3YBAaTH MPOIIECH PO3POOKHU Ta 3a0e3MeunTH ¢(h)eKTUBHE BUPIIICHHS
3aBJaHb. Y IIbOMY BIJIOMCTBI PO3TJITHEMO OCHOBHI I11J11 aBTOMATH30BAaHOTO ITPOEKTYBAHHS Ta
H0Oro BIUTMB Ha PO3pOOKY KOMIT'HOTEPHOI I'PH.

OT)KG, IIGHKi 3 OCHOBHHUX Hiﬂeﬁ ABTOMATHU30BaHOI'O IIPOECKTYBAHHA:

1.3MeHIIEHHsA TPYAOMICTKOCTI NMPOEKTHHUX pilleHb Ta IUVIaHYBaHHsA: OCHOBHOIO
METOI0 aBTOMATHU30BAHOTO MPOEKTYBAHHS € 3MEHILEHHS 3yCHWIIb, SIKI HEOOXIIHI s
pPO3pOOKH CTpAaTETIYHUX Ta TAKTHYHUX pIIIEHb y mporeci po3podku rpu. lnsxom
BUKOPUCTAaHHSA BIANOBIJHUX I1HCTPYMEHTIB MOXKHA aBTOMAaTU3YBAaTH MpPOLIECH
IUIaHYBaHHS Ta BUPILICHHS KIOYOBUX 3aBAaHb IMPOEKTY.

2.CkopoyeHHsI CTPOKIB BHPpillleHHA 3aaa4: ABTOMATH30BaHI METOAU J103BOJIAThH
e(EeKTHUBHO BUSBIISITH Ta BUPILIYBAaTH MPOOJIEMH, 1110 BUHUKAIOTH M1J] Yac pO3pOOKH I'pH,
10 IPU3BOAUTH JO CKOPOUYEHHS 4Yacy, MOTPIOHOIO AJi peali3alii IpOeEKTY CTBOPEHHS
3D rpadiku 1 Tpy 3 TEMAaTUKOO BUKUBAHHS B CKPYTHHUX YMOBaX.

3.3MeHIIeHHsI €00iBApPTOCTI NMPOEKTYBAHHSI Ta BHUIOTOBJEHHsI: BukopucranHs
aBTOMATHU30BaHUX IHCTPYMEHTIB JOMOMAara€ 3HM3UTH BUTPATH Ha PO3POOKY Tpu 3
TEMaTUKOIO BIDKMBAHHS B CKPYTHUX YyMOBaX, IUISIXOM OMNTUMI3aIlii BHKOPUCTAHHS
peCypcCiB Ta IPUCKOPEHHS MPOIIECIB peaizaliii.

4.IlinBuIIeHHsT AKOCTI Ta  TEXHIKO-eKOHOMIYHOIO PpiBHA  pe3y/bTaTIiB
NPOEKTYBAHHA: ABTOMAaTH3alllsl MPOEKTYBaHHS JIO3BOJISIE TOKPAUIUTH  SAKICTh
PO3pOOKH TpU HUISXOM 3MEHILIEHHS MOMUJIOK Ta MiJABUIIEHHS TOYHOCTI MPUNHATTA
pILIEHB.
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S5.3MeHIIeHHST BUTPAT HAa HATYpHe MOJAEJIIOBAHHS Ta TecTH: BuKOpucCTaHHS
aBTOMATH30BaHUX METOJIB JI03BOJISIE €(EKTUBHO BUKOPHUCTOBYBAaTH BIpTyasjbHI Ta
CUMYJIAIINHI CepelIoBUINA JJIsI TECTYBaHHS Ta IEPEBIPKH pIllIeHb, IO JOTOMarae
3MEHIIUTH BUTPATH Ha (p13UYHE MOJICITFOBAHHS Ta 1CIIUTH.

1.4 /lepeBo wijieii NpoOEKTYBAHHS

JlepeBo 1iiei A1 NPOEKTYBaHHS KOMITFOTEPHOI I'pY 3 TEMATUKOIO BUKUBAHHS B
CKPYTHHX YMOBaX BUTJISIIa€ HACTYITHUM YHHOM:

1.Po3po0Oka iHTerpariii B mporpamMHe 3a0e3rneueHHs .
1.1. Anani3 HasgsBHUX MPOOJIEM Yy MPOIIeCi pO3pOOKH Ta MATOTOBKA A0 PO3POOKH.
1.1.2. Po3po0Oka nmporpamMHOro Komy.
Po3poOka mporpamMHOro Koy
Po3pobka inTepdeticy
1.1.3. TecTtyBaHHs nporpamu
[aTerpanis B mporpaMHe 3a0€3Me4eHHS
TectyBaHHs

1.2. TloyaTok CTBOpEHHSI TIEPCOHaXIB Ta OO0'€KTIB 3 BUKOPUCTAHHSIM BJIACHOTO
IHTErPOBAHOI0 MTPOTPAMHOIO IMJIATIHY.
1.2.1. CTBOpEHHSs MO/IeN1 TOJIOBHOTO MEPCOHAKY
MIPOEKTYBAHHS PEATICTUYHUX XapaKTEPUCTUK Ta aHIMaIlli
Po3pobxa 30BHINIHBOTO BUTJISIAY Ta EKIMIPYyBaHHS
TexcTtypyBaHHs Ta JeTanizaiis
1.2.2. Po3pobOka Mojienielt BOpOXKHUX 00'€KTIB
MPOEKTYBAHHS PI3HOMAHITHOCTI BOPOKHUX MIEPCOHAXKIB Ta 1CTOT
CtBOpeHHS aHIMaIliil Ta peakiliii Ha B3a€MOJII0 3 TOJJOBHUM I'€POEM
BuznaueHHs iHTENEKTyaIbHUX Ta (13UYHUX BJIACTUBOCTEH BOPOTiB
1.2.3. AHimaIrisi IepcoOHaX1IB Ta 00'€KTIB
CTBOpEHHS peasliCTUYHUX Ta IJIABHUX PYXiB MEPCOHAXKIB
Peamizamist  aniMariii  Jyisi  B3a€MOJIi  MEPCOHaXIB 3  OTOUYHOUYUM
CEpEIOBUILEM
BiaTrBopeHHs pi3HOMaHITHUX €(EeKTIB Ta aHIMAI[IHHUX CLIEH

1.3. TexcTypyBaHHsI Ta OCBITJICHHS
1.3.1.CtBOpeHHSs TEKCTYp 115l 00'€KTIB Ta MEPCOHAXKIB
[TinroToBKa TEKCTYp BUCOKOI PO3AIBHOI 31aTHOCTI
AnanTariisi TEKCTyp JI0 p13HUX JIOKAIlIi Ta yMOB OCBITJICHHS
1.3.2. OnTumi3zanisi OCBITJIEHHS BIPTYaJIbHOIO CBITY
Peaunizariist pi3HUX JKepell CBITIa
CTBOpeHHS TiHEH Ta 00'€MHOTO OCBITIICHHS
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OnTuMizariisi OCBITJIIGHHS JJIS JOCATHEHHS TUTABHOTO Ta PEATICTUYHOTO
B10OpasKeHHs

1.4. OnTumizarlisi IpOAYKTUBHOCTI Ta CyMiCHOCTI

1.4.1. ITinTpumka piznux miatdopm (I1K, koHcom, MOOLIBHI MPUCTPOT)
ApanTarist rpadiqHOTO KOHTEHTY JI0 MOXJIMBOCTEH PI3HHUX IU1aTHopm
BumnpaBieHHss NOMWJIOK Ta ONTHUMI3alisl MPOJYKTHUBHOCTI JJIsi KOXKHOI
mwiatopmu
TectyBaHHs I'pu Ha PI3HUX MPUCTPOSIX ISl BUSIBICHHS CyMICHOCTI

1.4.2. OnTuMmi3zanisi IpOAYKTUBHOCTI TPH HA PI3HUX MPUCTPOSIX
BukopucranHs pi3HMX piBHIB JeTaiizamii s MATPUMKHA PI3HUX
IIPUCTPOIB
OnTuMizaniss aIrOpUTMIB PEHAEPUHTY JUIsl 3a0€31€UeHHs IUIABHOI TPU Ha
CJIa0IIMX TPUCTPOSAX
[linTpuMKa pi3HUX PO3AUIBHUX 34aTHOCTEW Ta €KpaHHUX (QopMaTiB s
PI3HUX MPUCTPOIB

1.5 AHaJIi3 MOCTABJICHOI'0 3aBIAHHSA

1.0nuc 3aBaanns:IlocTaBiene 3aBaanHs noJsarae y po3poo6ui 3D rpadiku pist rpu 3
TEMaTUKOK BIKMBAaHHS B E€KCTPEMAJIbHUX YMOBax 3 BHKOPHCTAHHSIM IPOrPAMHHX
pIlIEHb.

2.AHani3 ninboBoi ayauTopii puHKY:['paBIll, SKI HIKABIATHCS ITPAMHU 3 TEMATHKOIO
BIDKMBAHHS, NIYKAlOTh 3aXOIUIIOIOYUN Ta peaNiCTUYHUN 1rpoBuil 1ocBif. Bonu
OUIKYIOTh JIETAJI30BAaHOTO CBITY 3 BIATBOPEHHAM pPi3HUX aTMochep Ta YMOB
BIDKVBAHHSI.

3.Texuniuna ouinka npoekry:Po3pobka 3D rpadiku Ta mporpaMHUX pillleHb BUMAarae
BEITUKHUX OOUYMCITIOBAILHUX PECYPCIB Ta CHEI1aTi30BaHOTO IPOTPAMHOTO 3a0€3MeUeHHs
JUTSL MOJIETTIOBAHHS.

4. InenTudikanis TpyaHomiB Ta pu3uKiB:CTBOPEHHs ETalTi30BaHMUX JIOKAIM Ta
MIEPCOHAXKIB MOXKE 3alHITH 3HAYHUIN Yac Ta BUMAraTyd BEJIUKOi KUIBKOCTI pecypciB.
OnTumizariiss Tpu JUisl pi3HUX IJIATGOPM MOXKE CTUKATHUCS 3 TPYAHOIIAMU Y
3a0e3MeveHH] CTa0UTLHOCTI Ta MPOAYKTHBHOCTI HAa PI3HUX MPUCTPOSIX.

3arayibHUM aHaji3 MoKa3ye, 0 YCIIIHA peali3allis [IbOT0 3aBAaHHs BUMAarae BeIUKUX
3yCHUJIb, CIIEI1ali30BaHMX 3HAHb Ta JOCBIAY B PI3HUX Tally34X PO3POOKH KOMITIOTEPHUX 1TOpP.
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1.5.1 Orasja BigoMuXx J0CTiAKeHDb 3 TeMH JTUIIJIOMHOI po00TH

B peanizaiii OyJp-sKOTO MPOEKTY KIIOYOBOIO CKJIAJIOBOIO € YIPABIIHHS IMpOLiecaMu
po3pobku Ta KoopauHalis podit. OCoOIMBO 1€ CTOCYETHCA PO3POOKH BEIHUKHX IMPOEKTIB,
TaKUX $K KOMIT'IOTepHI irpu 3 BUKOpHcTaHHAM 3D rpadiku, 0coOIMBO 3 TEMaTHKOIO
BIDKMBAaHHS B CKPYTHHUX YMOBax. B mboMy MiApo3[ini MU PO3TIASHEMO OIJIAJ BiIOMHX
JOCTIIKEHb 3 I[i€] TeMU, 3BEPTAaI0UX 0OCOOIUBY yBary Ha myoOJikailii B HAyKOBHUX )KypHaJlax Ta
NEPIOINIHHUX BUIAHHSIX.

PerenpHMii aHammi3 mMUX JOCTIIPKEHb JTO3BOJHMTH 3pPO3YMITH CydacHUW CTaH CIIpaB y
rajxy3i ynpaBiiHHSA MPOEKTOM PO3POOKH BiJICOIrOp 1 3'ICYBaTH MOYKJIMBOCTI BUKOPHCTAHHSI
BIJIOMHUX PillIcHb a00 HEOOX1THICTh TPOEKTYBAHHSI OPUTIHAIBHUX IT1IXO/I1B.

1.Ilyoaikauisi: "Effective Project Management Strategies for Developing 3D
Graphics in Survival-themed Video Games"

Bupanns: Journal of Game Development

s cTaTTs MpoImoHye cTpaTerii epeKTUBHOTO YIPaBIiHHS MPOEKTOM po3poOku 3D
rpadiku B BIDKMBIBHUX Bijieoirpax. ABTOpU JOCHKYIOTH KIIIOYOBI €Talu
MPOEKTYBAHHS Ta BU3HAYAIOTh ONTUMAJIbHI MIIXOAMW J0 BUPIMICHHS CKJIAIHOIIIB y

po3pooIIi.

2. Hyoaikamisi: "Innovative Techniques for Integrating 3D Graphics into
Survival-themed Video Games"

Bunanus: ACM Transactions on Graphics

VY wiif cTarTi onMcaHi HOBATOPCHKI TeXHIKM 1HTerpaii 3D rpadiku B BI>KUBAJIbHI
BIJICOIrpU. ABTOPY BUBYAIOTh TEXHIUHI aCMIEKTU PO3pOOKH Ta HAAAIOTh MOPAAH IIOA0
ONTUMAJIBHOTO BUKOPUCTAHHS TpadiYHUX MOKITHUBOCTEH.
3.Ilyoaikauisi: '""The Evolution of Video Game Graphics: From Pixels to Realism"

Caiit:Medium.com

ABtop: Atticus Madison

Crarta "The Evolution of Video Game Graphics: From Pixels to Realism"
PETENBHO JOCIIKY€E €BOMIONII0 Tpadiku B KOMMI'IOTEPHUX Irpax 3 MOYATKOBUX

MiKCEJIbHUX 300pa)KeHb 10 BpPa)Karouoro peaiizMmy, SKuid Mu 6aunmo choroAHi. Bona
PO3IIIsIa€ KOKEH €Tar PO3BUTKY Ipadiku, MOYMHAIYH 3 MpocTuXx 2D rpadiynux irop

22



1 mepexoAsuu A0 MOTYyKHUX 3D cepenoBHIl] Ta BHUCOKOSKICHOI Tpadiku B €moxy
BHCOKOT YITKOCTI.

4.I1yoaikanisa: Crafting Realities
The Past, Present, and Future of Open World Survival Craft Games

Caiit: Medium.com

Agtop: JohnTheKraken

Crarrsa "Crafting Realities: The Past, Present, and Future of Open World Survival
Craft Games" npononye orinsn xanpy "Biakputuii CBit Bukupanns ta Pemecno"
(OWSC), mo omnucyerbcsi SIK CTWIb IPH, B SIKOMY TIPaBIi MalOTh HEOOMEXEHY
MO>KJIMBICTH JTOCHIIJI)KEHHS, MEXaHIKK peMecia Ta MOCTIHHI 3arpo3u HaBKOJIMUIIIHBOTO
cepenoBuia. Ctarta po3IiiAlae €Tanu PO3BUTKY LBOTO KaHpPy, HOro BU3HAYAJIbHI
0COOJIMBOCTI, KJIFOYOBI IrpH Ta iX BIUIMB HA IPABIB 1 TATy3b B IIIOMY.

TakoX pO3MIISIAIOTECS TEPCICKTUBU JKaHPY y MalOyTHROMY, BKIIOYAIOUH
MO>KJIMBOCTI BUKOPHUCTAHHS TEXHOJIOT1M BIPTyaJIbHOI Ta PO3IIUPEHOT PEaNbHOCTI,
PO3BUTOK ITPOBUX MEXaHIK Ta OOpOOKM HITYYHOTO I1HTENEKTy. B minmomy, crarrs
BiJI3HAYA€ BOKJIMBICTD KAHPY Ta HOT0 MOTEHIIIAN i1 MailOyTHHOTO PO3BUTKY.

OTxe, 3HaMIEH] JOCTIKEHHS Ta MyOIiKalii y HAyKOBUX KypHaJllaX Ta MepioANYHHUX
BUJIAHHAX CBITYaTh MPO AaKTyalbHICTh TEMHU Ta HASBHICTh I1HTEpPECY 0 YIPABIIHHS
MPOEKTaMU B PO3poOIlll cypBaiBi irop 3 BukopuctanHsM 3D rpadiku. MOXIUBICTH
BUKOPUCTAHHS BIJIOMHUX PIIlIEHb Ta MPAKTUK 3a3HAYEHUX Y JOCTIHKEHHSIX Oyje KOPHUCHOIO
JUTSL yCHIIIHOT peaizalii mpoekTy cTBopeHHs 3D rpadiku 17s Tpy 3 TEMAaTUKOIO BHOKMBAHHS
B CKPYTHHX YMOBaXx.

OpHak, TakoX BaXKJIMBO PO3MVISIHYTH MOKIIMBICTh MPOEKTYBAHHS OPUTIHATBHUX
pilieHsb, 100 CTBOPUTH YHIKATbHUN FeMMILIEH Ta BIAMOBICTH HA YHIKAJIbHI BUMOTH MPOEKTY.

1.5.2 Orasja cX0KuX NPOEKTIB
OCKUTBKM TeMa JUIIJIOMHOT pOOOTH CTOCYETHCS YIPABIIHHS MPOEKTOM po3pooku 3D
rpadiku 4151 KOMIT'FOTEPHOI I'PH 3 TEMATUKOIO BHXKUBAHHS B CKPYTHUX YMOBax, JlaBaiiTe
PO3IIITHEMO KUIbKA aHAJIOTTYHUX MPOEKTIB:
1. Subnautica:

Temaruka: ['paBIil po3riisarOTh MIABOAHUN CBIT Ha TUIAHETI, /16 BOHU IOBHHHI
BIDKUBATH B PI3HUX YMOBaxX Ta OOPOTHUCS 3 HEOE3MEUHUMH MOPCHKUMH 1CTOTAMHU.
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I'padika: I'pa mae Bpaxkatouy 3D rpadiky, 1110 BIITBOPIOE TUBOBUKHI MOPCHKI MEH3ax1
Ta ICTOT.

Mexanika rpu: ['paBlii TOBHHHI BXKUBATH, 30UpaTH pecypcH, po30JI0KOBYBAaTH HOBI
TEXHOJIOTIT Ta TOCIKYBaTH II1JIBOJTHUN CBIT.

2. The Forest:
Temaruka: I'paBii BMKHBAIOTH y JIICI Mics aBlakatacTpodu, OyAylOTh MPUTYIIKH,
30MparOTh pecypcH Ta OOPIOTHCS 3 MICIIEBUMHU 1CTOTAMH.

I'padika: I'pa mae peamictuuny 3D rpadiky, sika qoromMarae CTBOPUTH HaIllpyKeHY Ta
KaxXJMBY aTMocdepy.

Mexanika rpu: ['paBiii moBuHHI OyyBaTH YKPUTTSI, BUPOIILYBATH 1KYy, TOCTIIKYBaTU
HABKOJIMIIHIM JIIC Ta 3MaraTucs 3 BOPOXKUMHU IIIEMEHAMMU.

3.DayZ:
Tematuka: ['paBii BHKMBAIOTH y MOCTANOKAIINTAYHOMY CBIiTi, JI€ BOHHM 3MYIIEHI
IIyKaTH 1KY, BOAY, OJST Ta 30pO0, YHUKATH 30MO1 Ta IHIIUX IPaBLIB.

I'padika: I'pa BuKOpucTOBYe Bpaxarouy 3D rpadiky, skxa nepemae atmocdepy
MyCTEIBHOTO CBITY, JIe KOKEH KyTOK MPUXOBYE HOBY 3arpo3y ab0 MOXKIIHBICTb.

Mexanika rpu: ['paBli NOBUHHI BHKMBAaTU B HEOJIAronoJiydHMX YMOBAaX, LIYKaKOUd
pecypcu, 000pPOHSIOYKCH BiJl BOPOXKHUX ICTOT Ta B3a€MOJIIOYM 3 1HIIMMH T'PaBILSIMH,
1100 BUYKUTHU B IbOMY 0€3:KaJIbHOMY CBITI.

1.5.3 BUCHOBKH 111010 MOKJIMBOCTi BUKOPMCTAHHA BiIOMHX pilieHb a00 HeoO0XiaHOCTI
NPOEKTYBAHHA OPUTIHAJBHUX pilliecHb

1.0rasa BixoMux pilieHb:

Texnonoriuni BrockoHaneHns: [lomxiOH1 mpoektu, sk " Subnautica", " The Forest",
"DayZ", neMOHCTpYIOTh 3HAUHUI MPOTrpec y raiaysl Bi3yallbHUX €(eKTiB, TeMMIUICIO Ta
MEXaHIKN BI)KUBAHHS.

PosButok crinbHOTH: L1 irpu CTBOpPWIM BEJMKI Ta aKTHBHI CHIJILHOTH I'paBliB, 110
MO’Ke OYTH KOPHUCHUM JJisi OOMIHY JIOCBIZOM Ta 11€IMH MiJ] 4ac pO3POOKH.

2.MoAJIUBICTh BUKOPHUCTAHHSI BilOMHX pilleHb Y TMPOEKTI YNPaBJIiHHA
cTBopeHHsi 3D rpadiku 1isi rpu 3 TEMATHKOI0 BUKMBAHHS B CKPYTHUX YMOBAX:
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Buxopuctanus rpadiku Ta MexaHiku rpu: Bigomi pilieHHS HagaAayTh Ba)JIMBI
BKAa31BKH I[0JI0 TOTO, SIK BUTJISAA€E YCIIIIHA Tpa Y ’KaHP1 BUKUBAHHS.

CniuibHOTa KOPUCTYBauiB: 3amo3WyeHHs 1€l 3 I1HIIMX BIJOMHUX IPOEKTIB MOXE
CIPUSATHU 3aJTy4YEHHIO YBaru Ta MiATPUMKH CIUIBHOTH T'PABIIIB.

3. HeoOXigHicTh NPOEKTYBAHHSI OPHMIIiHAJBHUX pillleHb Y NPOEKTI CTBOPEHHA
pennsi 3D rpadikm 11 rpu 3 TEMATHKOI BUKUBAHHS B CKPYTHUX YMOBaXx:

KonkypenTtae cepenoBuiie: Xoua BiJoMi PIIIICHHS MOXKYTh HaJIaTH BaXJIMBI BKa3iBKH,
KOHKYPEHTHE CEpEJOBHIIE Taly3l BUMarae OpUriHaJIbLHUX 1HHOBAIliH, 00 BHIUIMTHCS
cepeq IHIIKX TPaBI[iB HA PUHKY.

3a/10BOJIEHHS TTOTPEO LITLOBOT ayauTopii: Po3yMmiHHS yHIKaIbHUX MOTpeO Ta OakaHb
IIJIbOBOI ayJIUTOPli MOYKE BHUMAaraTH CTBOPEHHS YHIKaJIbHUX PIIICHb, 110 BIAMOBIAAIOTH
iXHIM OYIKYBaHHSIM Ta OOAKaHHSM.

OTXe, BUKOPUCTAaHHS BIJOMHUX pIIIEHb MOXE€ CIY>)KUTH BaKJIMBUM JIKEPEIOM
HATXHEHHS Ta BKa31BOK, ajie JJIsl YCHIIIHOIO KOHKYPYBaHHSI HAa PUHKY HEOOX1JTHO TaKOX
PO3pOOIATH OpUTiHATIBHI 1HHOBAIIlI, 10 BIAMNOBIIAIOTE MOTpEOAM IIIOBOI ayJUTOpPIi Ta
BUOKPEMIIIOIOTh NMPOEKT CTBOpeHHA 3D rpadiku 3 TeMaTHKOIO BM)KUBAHHS B CKPTYHUX
YMOBax cepejl KOHKYPEHTIB.

1.6 Knacugikanisi, O0CHOBHI XapaKTepHUCTUKH 00'€KTA TOCIXKEHHS Ta
(opMysIIOBAHHS MOCTAHOBKH 3a1a4i

VY upoMy mipo3Aini MpoBOAUTHCS Kiacu@ikallis Ta aHalli3 OCHOBHUX XapaKTEPUCTHK
o0'ekTa JOCHIDKEHHS, SKUM € TIPOEKT YINpaBliHHA po3pookoto 3D rpadiku s
KOMITFOTEPHOI TPH 3 TEMATHKOIO BIKMBAHHS B CKPYTHUX YMOBaX.

['muGoxuii po3risi OCHOBHUX PUC TPH JI03BOJUTH Kpallle 3p03yMITH ii CyTh, MEXaHIKY
reiiMIUIeI0 Ta 0COOIMBOCTI, 1110 BIAPI3HAIOTH 1i B1J] IHIIUX MIPEACTABHUKIB *KaHpPy. PO3risaHyTI
aCIEeKTH BU3HAYAIOTh YHIKAJIBHICTH IFPOBOTO JOCBIAY Ta B1J0Opak)aroTh KIIFOUOBI €JIEMEHTH,
K1 (GOPMYIOTh IIEH MPOEKT y MUIICHY Ta MPUBAOJIUBY TPy JJIs TPABIIB.

Kaunp rpu: YnpasninHsa npoektoM po3poOku 3D rpadiku aiiss KOMIT'IOTEPHOI TpH 3
TEMaTHKOIO BIDKMBAHHS B CKPYTHHUX YMOBaX HaJIeXKHUTh JO KaTEropii BIIKPHTOTO CBITY
(open world) Ta BmwxuBaHHs (survival).

OCHOBHI XapaKTepPUCTUKU:

1.Binkputuii cBit: ['paBii MaloTh MOXJIMBICTh JOCTIKYBAaTH OOIIMPHUIMA
IHTepaKTUBHUI CBIT 0€3 OOMEKEHb Ha JIHIWHUN Mporpec.
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2.BuaxuBaHHs: ['paBiii MOBUHHI OOpOTHCS 3a BIKUBAaHHA B HEOJArompHUsSTHUX
yYMOBaX, YIPAaBIIOUN peCcypcaMu, TaKUMH SIK 1Ka, BOJAA, TEIUIO, i 3ITKHECHHIMH 3
BOPOXKMMH CHJIa MiCIIEBOTO CEPEIOBHIIIA.

3.Po3BuHena cucrema kpadry: IrpoBuii mpouec mependauyae 30ip pecypciB Ta
BUTOTOBJICHHS 3 HUX 1HCTPYMEHTIB, 30poi, Oy/iBesb Ta IHIINX KOPUCHUX MPEAMETIB.

4.]Innamiuna armocdepa: CBiT Ipr MOKE 3MIHIOBATHCS 3 YaCOM, BKIIIOYAIOUH 3MIHY
MOTOJHUX YMOB, JICHHO-HOYHHMM LMK Ta 1HIN (aKTOpH, IO BIUIMBAIOTh Ha
TeUMILIEH.

i xapakTepHCTUKK BU3HAYAIOTh OCHOBHI aCIIEKTH 1'POBOI0 JIOCBIAY Y MIPOEKTI, 110
JTOCTIKYETHCS, 1 BU3HAYAIOTh HOTO YHIKAJIBHICT CEPEJI 1HIINX 1Irop Yy KaHpI.

1.7 BucHoBku

1. TIpoBenenuit aHami3 Ta XapaKTEPUCTHKA JIIFOU0i CUCTEMHU YIPABIIIHHS Ta

IPOEKTYBAHHS.

[IpoBenenuii aHasi3 3aCTOCYBaHHs 00'€KTa MPOEKTYBAHHS.

[IpoBeneHo NOCHiAKEHHS JOCATHYTUX MOKOJIMBOCTEH.

[IpoBenenuii anasi3 pe3yabTaTiB JOCATHYTUX MOKIMBOCTEM.

[nentudikoBani npoOIEMHI MOMEHTH.

Busnauena meTa TUIUIOMHOTO MPOEKTYBAHHS.

BuznaueH1 OCHOBHI IUJTI TUTIJIOMHOTO MPOEKTYBAHHS.

[ToOynoBaHO JIepeBO L1IEH MPOEKTYBAHHS.

9. IlpoBeneHuii aHai3 MOCTaBISHOTO 3aBIaHHS.

10.IIpoBenenuit AeTaqbHUNA OTJIA AOCTIIKEHb 3 TEMU AUILNIOMHOT pOOOTH .

11.IIpoBenenuit aHami3 CXOKUX MPOEKTIB.

12.3po06eH1 BUCHOBKH MOKJIMBOCTI BUKOPUCTAHHS BIJOMHUX PIIlIEHb Ta
MPOEKTYBAHHS BIJIOMUX PIllICHbD.

13.TIpoBenenuii anami3 MPOEKTYBAHHS OPUTIHATBHUX PIIICHb.

14 . KnacudikoBaHi OCHOBHI XapaKTEPUCTUKU 00'€KTY JOCIIKEHHS.

P I el
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PO31JI 2 Indpopmaniiine Ta MaTeMaTU4YHe 3a0e3Me4YeHHS.
2.1 Beryn 10 Apyroro po3ainy

VY cydacHOMY CBITI ITpOBa 1HIYCTPis BIAITPAE BAXKIMBY POJIb SIK Y PO3BaXKaIbHIM,
Tak 1 y BUXOBHIH cdepax cycmiibcTBa. [lIBHAKI Ta MOCTiMHI 3MIHKM B Il ramysi
BUMAararoTh IMOCTIHOTO BJOCKOHAJICHHS Ta aJalTaIlii 10 Cy4aCHUX TEXHOJIOTii Ta BUMOT
rpaBiiB. OJIHI€I0 3 HAMOUTBII IKABUX Ta MOMYJSPHUX (HOPM 1rop € KOMITIOTEPHI 1TpH 3
TEMATHKOIO BI)KHBAHHS B CKDYTHHX YMOBaX.

OnHuM 3 KIIFOYOBHX aCIEKTiB, K1 BH3HAYAIOTh YCHIX TaKUX Irop, € sSKicHa Ta
peanictuuHa 3D rpadika, sika BIITBOPIOE OTOYCHHS 3 BpaKalouolo JeTajizalli€lo Ta
aHIMALII€IO.

B paMkax IaHOTO AUIUIOMHOTO MPOEKTY MPHUCBSYEHO po3podui 3D rpadiku s
KOMIT'FOTEPHOI I'PU 3 TEMATUKOIO BHXKMBAHHS B CKPYTHUX YMOBAX, 1€ OCHOBHOIO METOIO
€ YIpaBIliHHS TpoiiecoM CTBOpeHHs 3D otoueHHs. [ AOCSATHEHHS yCHiXy B LIbOMY
MIPOEKTI HEOOXITHO MPOBECTH JAETAIBHUN aHaJI3 MPEIMETHOI 00J1acTi, mo0 3pO3yMITH
OCHOBHI BHUMOTH 110 rpagiuyHuX O0O'e€KTIB, sIKI OyJyTh CTBOPEHI, a TaKOXX BpaxyBaTH
Cy4acHI TeHJEHIIi Ta CTaHAAPTU PO3POOKHU B ITPOBIM IHAYCTPII.

VY oMy po3aim Oyje MpoBeIeHO aHajll3 aKTyaJIbHOTO Ma|II JaiHy cTBopeHHs 3D
otoueHHs 3D rpadiku g rpu 3 TEMaTUKOO BroKMBaHHS. OmnucaHi acleKTH OyIyTh
JeTaJbHO TpOaHaIi30BaHl 3 METOK BH3HAUCHHS KIIOYOBHX BHMOT Ta BapiaHTIB iX
peanizaii Ta MOJIMNIICHHS Y paMKax JaHOTO MPOEKTY.

Lleit po3min Oyae BaXJIMBHM €TArioM Yy TMIJATOTOBIN Ta IUIAHYBaHHI IIPOIECY
pO3pOOKH TphOXMIpHOI Trpadiku, OCKIIBKM BIH HaaacTh 0a3oBYy iH(poOpMaIliio Ta
peKOMeHAaIi I TOJAIBIINX €TaITiB IMPOEKTY.

2.2 MeTa gociiiazKeHHs MpeAMeTHOI 00J1acTi

Metor AOCHIDKEHHS MpeaMeTHOi o0JacTi B paMKaxX JaHOTO JUTIOMHOTO
IPOEKTYBaHHSA, a came cTBOpeHHs 3D rpadiku s Tpu 3 TEMaTUKOK BIM)KMBAaHHS B
CKPYTHHUX YMOBax — aHaJi3 aKTyaJIbHUX METO1B CTBOPEHHS MPOIYKTY, ACTATLHUN OIHC
poriecy po3poOKH Ta BUSBJICHHS 11 CIaOKUX CTOPIH JJIs HaJaHHS MaHOyTHIX pillleHb
mono ii momimmeHHs. Takoxk Oyne mpoaHamTi30BaHO Ta BU3HAYEHO caMe €heKTHBHE
IIpOTpaMHE 3a0e3TICUCHHS.

[e#t ananiz Oyne HajaBaTH 4YITKE PO3YMIHHS WIOJAO IJIAHYBaHHS MaHWOYyTHIX
MPOIIECIB PO3POOKH.

2.3 BugijieHHs Ta aHAJII3 00’ €KTIB AOCTiAKEeHHA

B npomy myHKTI Oyzie pO3TAsSHYTO Ta BULJIEHO OCHOBHI 00’ €KTH TOCIIIKEHHS Ta
HasiBHI 1HCTPYMEHTH HOTO CTBOpPEHHS Ta OyJe OTpUMaHO 0a30BY KOHKPETUKY MIJis
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NOJANIBIIOTO JIETAJIbHOTO aHaji3y Ta BHUABJICHHS MNpPoOJieM B paMKax JUIIOMHOTO
POEKTYBAHHSI.

O1xe, omHUM 3 00’ €KTIB AOCIIHKEHHS HaIoi poootu — 3D Mojenb, sika BiANoBigae
CTaHJapTy IrpoBoOi IHTYCTPIi.

Game ready 3d model(I'eiim peni 3D Moaenb) — 1€ LIEHTPAJIbHUN E€JIEMEHT y
po3po0IIi irop, sKa BIUIMBAE Ha BI3yaJIbHY IPUBAOJIUBICTh Ta MPOAYKTHUBHICTH TPH.
[Tpoctumu crnoBamu 3D Mopeni B IrpoBid 1HIYCTpili Ta B paMKax TEMH JUILIOMHOTO
NIPOEKTYBAHHS MOXHA KJIacu(iKyBaTH TAKUMU 00’ €KTaMU:

1.IlpupoaHi 00'ekTH:

Jlanamadr:

Penbed, pi3HOMaHITHICTS HOBEPXHI, MPUPOIHI 00’ €KTU(TpaBa, KyIIll, AepeBa, piukH,
o3epa, ropu, (hOHTaHU, BIIATUHH)

2. Cnopyau Ta KOHCTPYKUIii:

bynunku: CtBopeHHs Oy/IMHKIB PI3HUX THUITIB Ta PO3MIpPIB, BKIIOYAIOYU KOTEXKI,
XWKUHU Ta 0araToOKBapTUPHI OyIiBIIL.

[TpumituBHI ykputTs: Po3poOKka yKpUTTIB, TAKUX SIK MEYEPH, HAMETU Ta OApJIOTH.
Bexi Ta Oynkepu: CTBOPEHHS BEXK, sIKI MOXKYTh CIY>KUTHU JIJIsl CIIOCTEPEXKEHHS a00
000pOHH, a TaKOXX OYHKEPIB JUIs 3aXUCTY BiJl HEOE3MeK.

3. Ilepconaiki Ta icroTu:

['ooBHUMI IEPCOHAXK — TEPOM SIKUM KEPYE TPABELIb.

Bopoxi 1cTOTH — 1CTOTH 3 SKUMHU OyJ€ CTHMKAaTUCh T'OJOBHHH MEpPCOHAX IiJl 4ac
IPOXOJIPKEHHSI OCHOBHOT'O CIOXKETY I'PH.

TBapuHU — PI3HOMAHITHI 3BUYHI TBAPUHHU SIKI 3yCTPIYAIOTHCS y MOBCSIKIECHHOMY
KUTTI JIFOTUHH.

4. 3napsiaas Ta pecypcu

30post Ta iHCTpyMeHTH: HoXI1, COKupH, BOrHemajibHa 30pos, IHCTPYMEHTH IJis
BYKMBaHHS.

EJleMeHTH >KMTTE31aTHOCTI FOJOBHOTO MEPCOHaXy: Ixka, Boja, JTikH, MaTepiany s
BUTOTOBJICHHS TTPEIMETIB.

5. Tpauncnopr:
TpancnopTHi 3ac06u: aBTOMOO1JT1, MOTOITUKJIIN, BOJAHI 3aCO0M TPAHCIIOPTY 1 T.II.

B mpoexti ctBopennst 3D rpadiku st Tpu HA TEMATUKY BHIKMBAHHS B CKPYTHHX

yMOBax 0Oyjie BUKOPUCTOBYBATUCH MOJIITOHATLHUM METO/ MOJICJIFOBAaHHS 00’ €KTIB, TOMY
NOTPIOHO PO3IJISIHYTH Ta MpOaHaNi3yBaTH AaKTyaJbHUM Tain-lailH CTBOpPEHHS
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TPUBUMIPHUX OO0’ €KTIB ISl BHSIBICHHA CIa0OKUX CTOPIH METOAY 3aais ManlOyTHIX
MPOrPaMHUX PIIICHb.

OT1xe, MOYHEMO aHaJTI3 AKTyaJIbHOTO METOJIy CTBOPEHHS 00’ €KTIB y cydyacHUX AAA-
MIPOEKTIB:

1.KoHuenTyBaHHsI — MEPUIN €Tan y CTBOPEHHI Oy/Ib-sSKOi TPUBUMIPHOI MOJIE1
HE3aJIC)KHO Bil HAmpsMKYy BHKOpUcTaHHS. KoHIENTyanbHI 300paXeHHS B
KIHIIEBOMY pe3yJIbTaTi BigoOpakae i€t Ta 6aueHHs (iHaIbHOTO MPOIYKTY.

B Hamomy npoekTi nepeBaxkHa KiIbKiCTh KOHIIENT-apTiB OyIyTh BITHOCUTHUCH 0
post-apocalyptic style(mocTanokainTHYHUAN CTUIIB).

2.Po3pobka Bucoko-noJgironanabHoi(High Poly Modeling) moaeni — micis
OTPUMAaHHS KOHIICIT-apTy TOYHMHAETHCA PO3poOKa camoi imei [uIsIxom
MOJIITOHAJIBHOTO MOJICNIIOBaHHS. BHcCoKomoironagsHa MoJeNb BKIIIOYaeE y cede
po3poOKy dhopMu Ta aeraneit 00’€kTy, TOOTO CTBOpEHHS 0a30BOi JE€TaII30BaHOI
reoMeTpii.

3.Po3podka HM3bKO-MOJironanabHoi moaeai(Low Poly Modeling) — Hu3zbko-
MOJIITOHAJIbHA MOJIeNIb OyAY€TbCA Ha OCHOBI BHCOKO-IOJITOHAJBbHOI. Po3poOka
HU3BKO-TIOJIITOHAIBHOT MOJIEN 3yMOBJIEHA THUM, IIIO LI MOJIeNb B MallOyTHHOMY
OyJle BUKOPUCTOBYBATUCh y peaIbHOMY 4Yacl, TOMY ii MOTpiOHO ONTHMI3yBaTH,
TOOTO 3MEHIIUTH KUIBKICTh TMOJITOHIB, 10 TMpPHU3BEAE 1O OTPUMaHHSA
ONITUMI30BaHOT'O 0Aa30BOTO MIPOIYKTY.

4.Po3roptka UV (UV Unwrapping) — cTBOpro€ TBOBUMIPHE 300paKe€HHS KapTH,
dKa BiJoOpakae TpUBUMIpHY Mojenb. llell mnpomec ayke BaXIUMBHI Ta
YaCOBUTPATHUM, caMe 1€l eTal CTBOPEHHSI CTaHE€ MPUYMHOI BIPOBAIKEHHS
IHAUBIAYaIbHOI ~ PO3pOOKM  MporpamMHOi  iHTerpauii  Juisi  JUILIOMHOTO
MPOEKTYBaHHS.

S5.3anikannsa kapt(Baking Maps) — 1e mnporec 30epekeHHsS JeTam3arli
PO3pO0IEHOT BUCOKO-TIOTITOHATBLHOT MOJIENIl Ha HU3BKO-TIOMITOHAIBHY MOJIETh Y
BUTJIsA/II KapT(0a30BUX TEKCTYP).

6.TexcrypyBannsi (Texturing) — cCTBOpeHHSI TEKCTyp, Skl OynyTh BU3HAYaTH
KOJIbOPH, MaTepiaiy Ta BIACTUBOCTI Mozei. [IpocTuMu cioBaMu TeKCTypyBaHHS
HaJa€ MOJCNII 1HAWBIAYalIbHICTh Ta YITKICTh PO3yMiHHS, IO [03€p OauyuTh Ha
eKpaHi CBOr0 MOHITOPY. B paMKax mpoeKTy CTHIIICTHKA TEKCTYP BU3HAYAETHCS HA
nepioMy erari po3poOKH, a came — KOHIENTYBaHHS.

8.CtBopennss marepiaaiB(Material Creation) — nmnpoluec HaJgalTyBaHHA
MatepiaiiB y 3D penaktopi Juis HagaHHS MOJiesi (D1HATBHOTO BUTJISTY.
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9. Interpaunis B irposumii pywiii (Integration into Game Engine) — mporec
IMITOPTY MOJIeJIi B irpoBuid pyiii. [lel eran € piHaIbHUM.

OTxe, mpoaHali3yBaBIlMU J1aHy METOAUKY cTBOpeHHs 3D mopeni, Oynu BUSIBIIEHI
nepeBaru Ta HeJJOJIKH:

IlepeBarn merony niasi crBopenHss 3D rpagiku 1 3 TeMATHKOI BUKMBAHHS B
CKPYTHHMX YMOBAX:

[neanpbHO MIAXOAWTH IJIA MPOEKTY CTBOPEHHS Tpadiku ANl TPU HA TEMATHKY
BIDKMBAHHS Y CKPTYHHX YMOBAaX, TOMY 1110 METOJMKa 3yMOBJICHA Ha TOETAITHOMY MPOIIeCl
pO3pOOKH, a caMe KOXKEH eTall He MO)XKe OyTH MOoYaTUd TMOKH HE 3aBEpIIUTHCS
nonepeaHid. OOTpyHTYBaHHSIM III€ CIYXWUTh T€, IO Halla CUCTeMa YIpaBJIiHHS
0asyeTbcsa Ha meToai Waterfall.

Henoniku merony ansi creopenns 3D rpadiku A5l 3 TEeMATHKOKW BUKMBAHHS B
CKPYTHHX YMOBAX:

[le#i mpomec Bumarae OaraTo 4acy Ta € AyX€ TPYAOMICTKUM. TeXHOJOTi14HI
00OMEKEHHS, BAKOPUCTAHHS IEBHUX 1HCTPYMEHTIB Ta IPOTrPaAMHOTO 3a0€3M1€YEHHS MOXKE
MaTH CBOE OOMEKECHHS.

HactynHe 3aBnanss, a came apyruid 00’ exT gociaimkenas — 3D penaktop. Metoro
Oyze mpoaHaTi3yBaTy Ta BU3HAYUTH B SIKOMY TEXHIYHOMY CEPEIOBHII Ta 32 JOTIOMOTOIO
AKUX THCTPYMEHTIB 3/IIMCHIOETHCS po3po0Ka revim pesi 3D mojieni Ta monryk MO>KIJIMBOCTI
1HTerpaiiii BIaCHOTO MPOrPaMHOTO MPOAYKTY. Y IIbOMY MMYHKTI Oy/1e pO3IIISTHYTO OCHOBHI
TEXHIYHI 3aCO0M Ta MporpaMHe 3a0e3MeUYeHHs, AK€ BUKOPUCTOBYETHCS ISl CTBOPEHHS
reitmpeni 3D moneneit.

Po3pobka reiimpeni 3D wmojeni BuUMarae BUKOPUCTAHHS CHEIIaII30BAHOTO
IporpaMHoOro 3ade3neueHHs. BaxinBo 00paTu npaBuiibHI IHCTPYMEHTH Ta HAJIAIITYBATH
cepenoBUlle Uil €PEeKTUBHOI poOOTH, MO 3a0e3NeYUTh BUCOKY MPOAYKTUBHICTH
po3po0KKM Mojenel Ta iX ONTUMI3AIlIo0 JIJIi BUKOPUCTAHHS B PEaTbHOMY 4Yacl s
IPOEKTY.

Otxe, 1S MOYATKY NOTPIOHO BU3HAYUTH 1110 Take 3D pemakTop:

3D peaakTop — 1€ TNporpaMHe 3a0€3MEUCHHS, SIKE BUKOPUCTOBYETHCS IS
ctBopeHHs: TpuBuMmipaux (3D) mMopeneii, cuen Ta aHiMmamiid. L{i iHCTpymeHTH
JTIO3BOJIAIOTh XYJOKHUKaM, JU3aiiHepaM 1 PO3pOOHMKAaM CTBOPIOBATU JETajbHI
00'€KTH Ta OTOYEHHS, K1 MOXKYTh OyTH BUKOPUCTaHI B PI3HUX Taiy3sX, TAKUX K
BIJICOITpH, KIHO, apXITEKTypa, BIpTyajbHa peaJIbHICTh Ta 1HIII Bi3yaJibHI MEia.
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3D penaxkTopu HaalOTh PO3POOHUKAM HIMPOKUHM CHEKTP IHCTPYMEHTIB Ta (DyHKIIIH
1 poOOTH 3 TpUBUMIpHUMH 00'ekTamu. ToMy gani Oyne po3riasHyTO OCHOBHI (PYHKIII1
3D penakTopis:

1.MonaeaoBaHHA:

[TomironansHe MoaemoBanHs: CTBOPEHHS Ta pearyBaHHs MOJIEJICH 32 JOTIOMOT OO
MIOJTITOHIB (BEPIIMH, pedep 1 IpaHeil).

Ckyneritypa: [HCTpyMEHTH 1151 CTBOPEHHS BUCOKOIETATI30BAHUX MOJIETICH MIJITXOM
"mireHHs" 3 BAKOPUCTAHHAM PI3HUX KUCTEH Ta IHCTPYMEHTIB.
NURBS/Spline(HYPBC  Tta  cmmaitau):  TexHiKM  MOJCNIOBaHHS, IO
BUKOPHCTOBYIOTH KPHBI JIJI1 CTBOPEHHS TJIaIKMX Ta TOYHUX TTOBEPXOHb.

2. TexkcrypyBanusa ta Marepiaiu:

UV posroptka: [Iporec posropranns 3D mozaeni Ha 2D miomuHy 1151 HAaHECEHHS
TEKCTYP.

[etinepu Ta Matepianu: HanamryBaHHs BUTIISATY TOBEPXOHb MOJIEINI, BKIIOUAIOUU
KOJIbOPH, OJIMCK, MPO30PICTh Ta 1HIII BIACTUBOCTI.

3.Penepunr:

dotopeanictuuHuii  peHaepuHr: CTBOpPEHHS BHUCOKOSIKICHMX 300pa)eHb, IO
BUTJISAJIAIOTH SIK hoTorpadii.

PeanbHOro yacy: BukopucTtoByeThCS 1)1 BiICOIrOp Ta BIPTYalbHOI peaJIbHOCTI, /€
MIBUKICTh PEHACPUHTY € KPUTUYHOIO.

Tenep micas MpoBEACHHS aHaAi3y TEXHIYHOTO CEPENOBUINA Ta MO0 OCHOBHOTO
(yHKIIOHATY MOTPIOHO PO3IIIAHYTH Ta BU3HAYMTH caMuil kpauuii 3D pegakTop 3 sKUM
Oyne BinOyBaTucs po3poOKa MPOTPaMHOIO TUIATIHY B paMKax MPOEKTY CTBOpeHHs 3D
rpadiku 175 TPH 3 TEMATUKOIO BIDKMBAHHS B CKPYTHUX YMOBAX.

Honyasipui 3D Penakropu cb0roaeHHs:

1.Blender: beskomroBue Tta Bigkpute I[I3, ske mpomnoHye mOBHUN HaOIp
IHCTPYMEHTIB JJI1 MOJAEIIIOBAHHS, TEKCTYPYBAaHHS, aHIMAIlli Ta PEHIECPUHTY.

2.Autodesk Maya: Ongun 3 HallOUIBII NOMYJISIPHUX IHCTPYMEHTIB Yy 1HIYCTPII,
BUKOPHUCTOBYETHCA JUIsl CTBOPEHHS CKJIQJHHUX aHIMaIliil Ta Mojesei.

3.3ds Max: Takox po3poOneruii Autodesk, MHMPOKO BUKOPUCTOBYETHCS B
apXiTEeKTYypHIN Bizyasizallii Ta reiM/IeBi.

4.Cinema 4D: Bigomuii CBO€IO 3pyUHICTIO Y BUKOPUCTaHHI Ta MOIMYJISIPHUMA cepent
IU3aiiHepiB rpadiku Ta peKIaMu.
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5.ZBrush: CneuianizoBanuii Ha HUQPPOBIN CKYJIBNTYpl T4 BUKOPUCTOBYETHCS IS
CTBOPEHHS BUCOKOIETATi30BaHUX MOJIETICH.

Kpurepiii Blender Maya 3ds Msx Cinema | ZBrush
4D
Hina beskomroB | [limatHa ILmatHa IInaTtHa [InaTnHa
HO MMIIITUCKA MMIITUCKA MIJMACKA | OJTHOpa3oBa
MOKYTIKa
InTepdeiic | Bucoka [Ipodeciitn | [aTyiTuBHU | [HTYiTUBH | YHIKaNIbHUM,
THYYKICTh, | I, , 1504 CIIeIiaji30BaH
CKJIaTHUH CKJIQTHUH CKJIQTHUH 17071
MogaenwBan | Binminge, | Biaminne, | Bigminue, | Xopome, | OOMexeHe
HA HIPOKI npodeciitHi | mpodeciiiHi | 3pydHe 0a3oBe
MO>KJIMBOCTI | IHCTPYMEHT | IHCTPYMEHT | IS MOJICITIOBaHHS
" u [MOYATKIBII
1B
Ilnarinu Ta | Benmue3na | Bennuesna | Bennuesna | Benuuesn | Benuuesna
PO3MIMPEHH | KUIBKICTb KUIBKICTb KUIBKICTb a KUIBKICTb
s OE3KOIITOB | IJIATHUX IJIATHUAX KUIBKICTh | TUTATHUX
HUX Ta TUTATHUX
TJIaTHUX
Buxopucra | Ilupoxe, [Mupoxe, [Hupoxe, [Mupoxke, | CreuianizoBaH
HHSA 0CO0JIMBO MPOBIAHUKM | OCOOJIMBO B | OCOOJIUBO | €, IIUPOKO
TUTSL 1H - CTaHAApPT y | apXITEKTyp |B BUKOPHUCTOBYET
PO3pOOHUKI | KIHO Ta HIN rpadiyHoO | bCS JUIS
B IrpoBId BI3yasmizamii | My CKYJIBIITUHTY
1HIyCTpil U3aiHl
Ta
aHiMarii

Ockisibku MPOEKT sBisieThesl [T Ta MOBUHEH MaTh eTan po3podKH MPOrpaMHOIo
NPOAYKTY MOTPiIOHO 00OpaTy Take MporpaMHe 3a0e3NeyeHHs B KUK Oyae MOXKIIUBICTh
IHTErpyBaTu BJAacHy po3poOky. Tomy mnpoaHami3yBaBIIM CIHCOK MOKJIHBOTO
nporpaMHoro 3abesrneueHHs BuOip mamae Ha 3D pemaktop Autodesk Maya Bin
po3pobruKa Autodesk.

[lepeBaru mporo pemakTopy aisi ctBopeHHs 3D rpadiku Asis Tpu 3 TEMATHUKOIO
BIDKUBAHHS B CKPYTHUX YMOBAX:
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1.Po3mmproBana apxiTekrypa:

API (Application Programming Interface): Maya mae moTyxHHIl Ta mo0pe
nokyMeHToBaHui API, sxuii 103BoJIs€ PO3POOHMKAM B3aEMOJIATH 3 ycIMa
acriektamMu Tiporpamu. lle 3a0e3mnedye MOXIUBICTH CTBOPEHHS ILIATiHIB, SKI
MOKYTh J10OJIaBaT HOB1 (PYHKIIIi, aBTOMAaTU3yBaTH 3aBJaHHA a00 1HTETPyBaTU
Maya 3 iHIIUMH THCTPYMEHTaMHU Ta cucTeMaMu cTBopeHHs 3D rpadiku anig rpu
3 TEMaTUKOIO BUYKMBAHHS B CKPYTHHX YMOBax.

Ckpuntunr Ha Python 1 MEL: Maya niaTpumye 1Ba OCHOBHI CKPUIITOBI MOBH
- Python Ta MEL (Maya Embedded Language). Python € nmonynsipHoo MOBOIO
porpamMyBaHHS, sIKa J03BOJISE JIETKO CTBOPIOBATU CKPUIITH JIJIsI aBTOMATHU3AIll1
3a/a4d Ta po3poOku iHTepdeiicy kopuctyBaua. MEL, 3 iH110r0 O0KY, € P1IHOIO
MOBOI0 Maya, 110 JI03BOJIsIE€ JOCTYI /10 BCIX BHYTPIIIHIX KOMaH Ta (PYHKITIH.

2. IHcTpyMeHTH AJ151 pO3pO0OKM:

Autodesk Maya Devkit: Autodesk Hagae po3poOHUKaM MPOEKTy CTBOpeHHs 3D
rpagiku Jjid TpU 3 TEMAaTHUKOI BW)XKMBAaHHA B CKPYTHHX YMOBax HaOip
1HCTPYMEHTIB Ta 010/110TEK, 5IK1 CIIPOILYIOTh Mpouec po3poOkH miarinis. Devkit
BKJIIOYA€E TIPUKIIAJIA KOy, TOKYMEHTAIIIFO0 Ta IHCTPYMEHTH Il KOMITUTAIT Ta
TECTYBaHHS IIJIATIHIB.

Visual Studio Integration: J{ns po3po6nukiB Ha Windows, Maya npomnonye
iHTerpartito 3 Microsoft Visual Studio, 1o 3a6e3nedye 3pydHe cepeoBUILE IS
HaIMCaHHs, HAJIaroJDKSHHS Ta TECTyBaHHSI IUIATiHIB.

3.Bucoka NpoayKTHBHICTh:

OnTtumizoBani anroputmu: Ilmarinu, Hammcani mana  Maya, MOXYTh
BUKOPUCTOBYBATH MOTYXH1 aITOPUTMH Ta IHCTPYMEHTH 11711 0OPOOKHU BEIMKUX
o0'emiB manux Ta cknagHux 3D cren. Lle no3Bosisie 3a0e3MeYUTH BHCOKY
MPOIYKTUBHICTh Ta €PEKTUBHICTh POOOTH.

[lintpumka OaratosimepHocti Ta GPU: Maya BUKOpPUCTOBYE IepeBaru
CydyacHUX TIPOIIECOpIB Ta TpadiyHUX KapT, IO JI03BOJISIE PO3POOHHUKAM
CTBOPIOBATH IUIATIHH, K1 BUKOPUCTOBYIOTH OaratosiiepHi nporecopu ta GPU
JUISl TPUCKOPEHHSI O0YHUCIIEHb.
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VY mincymky Autodesk Maya mae moTy:KHI MOXJIMBOCTI JUIsl pO3pOOKHU TLJIATiHIB
3aBJISKH CBOIM PO3IIMPIOBAaHIN apXITEKTYpi, BEJIUKINA CHIIBHOTI PO3POOHUKIB, IHTETpaLlii
3 1HIIMMH TIporpaMaMH, IATPUMII CTaHAApTIB OOMIHY JaHUMH Ta HaJIaHHIO
THCTpYMEHTIB Tl po3pobOku. Ile pobutr Maya igeanbHUM BHOOPOM ISl CTBOPCHHS
IHIWMBIAYaJIbHUX  PIllIeHb, SKI PO3MIMPIOIOTH  (YHKI[IOHAIBHICTH MpOrpaMud  Ta
3a0e3MmeuyroTh e(PeKTUBHICTh 1 BUCOKY SIKICTh poOOTH B iHAYCTpii 3D MonentoBaHHs.

Otxe, 3D pemakTop € HEBIA'€MHUM IHCTPYMEHTOM JJisi Cy4acHHX HU(POBHUX
XYJIO)KHUKIB Ta PO3pOOHUKIB. BOHM Hagal0Th MOXIJIMBICTH CTBOPIOBATH BI3yaJIbHO
MPUBAOIMBUYN Ta TEXHIYHO ONTHUMI30BaHUN KOHTEHT, SKUH MOKHA BUKOPHCTOBYBATH Y
PI3HOMAHITHMX Mefia Ta 1HAYCTpisX. B pamkax NUIUIOMHOTO MPOEKTY, BUBUEHHS Ta
BUKopucTanHs 3D penakropa JA03BOJIUTH CTBOPUTHU BUCOKOSIKICHI TeMMpell MoJeni Ta
IHTErpyBaTy BJIACHUI MPOrpaMHUM MPOAYKT, IO € OCHOBOIK JUIsl YCHIIIHOI pO3pOOKHU
B1JICOIrOp Ta 1HIIMX IHTEPAKTUBHUX JIOJATKIB.

HactynHuMm kpokom Oyzae po3riisiHyTa Ta oOpaHa  METOJOJIOTISE CTBOPEHHS
miarigiB - s Autodesk Maya. IloyHemMo 3 BH3HAYeHHS IO Take IUIATIH:

Ilnarin - ue nporpaMHe 3a0e3MEYeHHs, IKE J0Ja€ MEeBHI (PYHKIII A0 1CHYIOUYOi
nporpamu. Lle Monyinb, SKuii 1HTETpy€eThCs 3 0A30BOIO MPOrPaMOI0 JJIsi POLIUPEHHS 1i
MOJIMBOCTEN 0€3 HeOOX1THOCTI MOIU(iKaIlli OCHOBHOIO KOY.

Tenep Bu3HAUMMO HaBimE OyJe CTBOPEHMM IUIATIH JJIS MPOTPAMHOTO
3a0e3neueHHss AutoDesk Maya B paMkax AMIUIOMHOTO NpOeKTyBaHHS. OTxke, A
noJinieHHs epeKTUuBHOCTI cTBOpeHHs 3D rpadiku s Tpy 3 TEMaTUKOIO BIDKMBAHHS Y
CKPYTHUX YMOBaX 3HaJOOUTHCS YHIBEPCAJTbHUN IHCTPYMEHT SIKMM 3MOXKE 3a0€3MeUnTH
PO3pOOHUKAM CTBOPIOBATH TPUBUMIPHY rpadiky OUIbII MIBHIIIE, IO OyJe CIPHUSTH
3MEHIIEHHIO BUTPAT y 4aci Ta OIO/IKETI MPOEKTY.

Ha choropHimHii AeHb ICHy€ JBa METOJIM CTBOPEHHA IulariHiB Juisi Autodesk
Maya:
Metoa 1: CTBopeHHs mariny Ha ocHoBi Python.
Python — noty:xHa MOBa NporpaMyBaHHs, SIKa BAKOPUCTOBYETHCS JIJIs1 CTBOPEHHS
miaridiB y Autodesk Maya. lleit meton nependadae Bukopuctanus Python API mns
B3a€eMO/IIi 3 PyHKIIOHATIOM Maya.

IlepeBaru Bukopucranust Python nis npoexry crBopennsi 3D rpadiku s
KOMII’KOTEPHOI I'PH 3 TEMATHKOK BHKUBAHHS B CKPYTHHUX YMOBaXx:

1.3pyuHicTs BUKopucTaHHa — [laiiTon Mae mpocTuii Ta 3p03yMIiTUil CHHTaKCHC,
10 JI03BOJIUTH IIBUKO MHUCATH KOJ.
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2.1lIlnpuxka nigrpumka — [[aiiTOH MIUPOKO BUKOPUCTOBYETHCS B 1HAYCTpIi Ta
HAJIa€ BEJHMKY KUIBKICTh pecypciB Ta 610110TeK.

3.MoayabHicTh — MOXJIMBICTH PpO3POOJIATH MOMAYJIBbHI Ta MAacIITabOBaHi
IpOTpaMHu 3aBSKU 00’ €KTHO OPi€EHTOBAHOMY IIPOTPAaMyBaHHIO.

4 IlinTpuMkKa po3MIMPeHb — JIETKO IHTETPYBaTH 3 IHIIMMH MOBaMH,
IHCTpYMEHTAaMHU Ta MPOTPaMHHUM 3a0€3MeUeHHSIM.

5. luHaMiyHIiCTb — JO3BOJISIE MIBUIKO MPOTOTUITYBATH 1 TECTYBATH 17€i.

Hepnouikn Buxkopucranns Python pis npoekry creopennsi 3D rpadgiku ais
KOMII’IOT€PHOI TPH 3 TEMATHKOI0 BUKUBAHHS B CKPYTHHX YMOBAX:

1.1IIBuakonis — NAUTOH MOXKE MNPU3BOAUTH JIO HUXKYOI MPOLYKTUBHOCTI
HOPIBHSHO 3 KOMIIUIbOBAHUMHU MOBAMH.

2.3aJ1€5KHOCTI — TUTariHi MOKYTh BUMAaraTu J0JaTKOBUX 010110TeK.
Metona 2: CrBopeHHs miiariny Ha ocHoBi MEL.
MEL (Maya Embedded Language) — moBa clieHapiiB, crieniajibHo po3po0JieHa
st Autodesk Maya. MEL no3Bosisie aBToMaTH3yBaTH Pi3HI 3aBJIJaHHS Ta CTBOPIOBATH

niariny juis Maya.

Iepesarn Buxkopucranusa MEL pas npoexkry crBopenHss 3D rpadiku s
KOMIT’KOTEPHOI I'PH 3 TEMATHKOI BHKUBAHHS B CKPYTHUX YMOBAaX:

l.InTerpamiss — 19 MoBa TICHO IHTETpOBaHa 3 PIAHUM MPOTPAMHUM
3a0€e3NeUeHHsIM 1 Hala€ NPSAMUNA JOCTYI A0 (PyHKIIIOHAITY.

2.IIpocToTa — rapHo 3a0e31euye MPoCTi aBTOMATHU3AIlIT Ta IMBUAKI CIIeHapii.
3.JlokymMeHTallis — IIMPOKA JOKYMEHTAIIIS Ta MPUKIA IH.

Henoniku Buxkopucranna MEL nas npoexry crBopeHHss 3D rpadiku s
KOMIT’IOTEPHOI TPH 3 TEMATHKOI0 BUKUBAHHS B CKPYTHHX YMOBAaX:

1.00MmesxkeHicTh — 00MEKEHI MOXKIUBOCTI MOPiBHAHO 3 Python.
2.MacmtadoBaHiCTb — MEHII TIIXOJAUTh IS CTBOPEHHS CKJIAIHUX Ta

BEJIMKHUX IIJIAriHIB.
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3.Miatpumka  —  oOMexxeHa  MIATPUMKA 00’ €KTHO-OPIEHTOBAHOTO
porpaMyBaHHs Ta Cy4aCHUX KOHLEMIIN pO3POOKH.

[opiBustaust Python Ta MEL:
AcneKkT Python MEL

3pyuHicTh 3py4HHi, 3p03yMUTUI [IpocTuii qys 6a30BUX
CUHTAKCHC aBTOMAaTHU3AIlIM

HigTpumka upoka miaTpruMKa, upoka qoKyMeHTallis,
Oarato pecypciB iHTerparisa 3 Maya

Mo:zkanBocTi [ToTyXHiCTb, MATPUMKA OOMexeH1, MIXOAUTh IS
OOII, MmoxymbHICTB MPOCTHUX 3a7a4

IMpoaykruBHicty | Hwxkua mBuakonis yepes | Buia mBuakozis aas IpocTHX
IHTEpPIPETOBAHY IPUPOAY | 3a]1a4

MaciuradoBanicts | Bucoka, miaxoauts Jis OOmerxeHa, CKIIagHo
CKJIQJJHUX IUIArIHIB HIATPUMYBATH BEJIMKI IPOEKTH
PozmmproBanicTe | Jlerke iHTerpyBaHHs 3 OOMexeHa po3IIMPIOBAHICTh

IHIITUMH MOBaMH

BpaxoByroun yci nepeBaru Ta HeIOJiKH BUOip magae Ha Python, ockuibku BiH
JIHACHO Ma€e 3py4Himui (yHKIIIOHAJ, a caMe TOJIOBHE, 1[0 HA PUHKY BaKaHCIW 3HAWTH
po3pobnuka Python nabararo nerrmie.

OTxe, I MPOEKTY YIpaBiiHHA CTBOpeHHs 3D rpadiku uisi TpU 3 TEMATHUKOIO
BIDKMBAHHS B CKPYTHUX YMOBax Oyze 0OpaHO MepIInii METO/ JJisi CTBOPEHHS IUIAriHy
Ha MOBi Python.

2.4 IloGynoBa ingopmaniiiHoi MoaeJTi

Onuparouuck Ha 1H(OPMAIIIIO 3 TEPLIOro Po3ALTY O0yJI0 0OpaHO METOI YIIpaBIiHHS
— Waterfall. [1epetinemo no oOrpyHTyBanHs yuomy came Waterfall:

1.CtabiibHICT BUMOT: B HamoMy MOpoOeKTI YITKO BU3HAYEHUN HaAOIp BUMOT 1
(GyHKIIOHATBHUX MOXJIMBOCTEH. BUMOTM CTBOpEHI Ha MOYATKy MPOEKTY HE OYIyTh
OiJAaBaTUCS 3HAYHUM 3MiHaM MPOTATOM YChOTO JKUTTEBOTO LMKIY MPOEKTY, 1€
3abe3rneuye cTab1IbHY OCHOBY JIJIs1 PO3POOKH.

2.IlocnimoBHUI XapakTep 3aBlAaHb: B pamMkax MpoekTy yci eramu po3poOKu
repeadadeHi MOCIiIOBHUM METOJOM BHUKOHAHHS IS 3a0C€3MEUCHHS CHCTEMAaTHYHOIO
porpecy.

3.®ikcoBaHuil OrokeT Ta rpadik: MpoekT Mae (PikcoBanuid Oromxker. Lle
3a0e3neuye KepyBaHHS pecypcamMy Ta BUTpaTaMu Ha KOKHOMY €Tari.
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4 Yitkicth ynpapiinHa: KokeH ertam mnpoekTy Oyae 3aJ0KyMEHTOBaHUU, IIe
MOCTIPUSIE 3MEHIIIEHHIO PU3HUKIB.

5.HeBenuki 3MiHM B mpoI1ieci po3poOKu: MPOEKTY HE MOTPIOHO MIBUIKO pearyBaTu
Ha 3MIHA BUMOT a00 BHsBJICHI moMuikd. KokeH mepexin 10 HACTYIMHOTro eTamy Oyae
3aBEepUIYyBATUCh BUKOHAHHSIM MUHYJIOTO.

B mpomy mynkti Oyae moOymoBaHa iH(opMarliiiiHa MoAeNb IMIOAO0 peasiarlii
1HTerparlii MporpaMHOTO MPOAYKTY B MPOTPaMHE 3a0€3MEUCHHS 3 MEPEX0AO0M JI0 OMHCY
CTBOPEHHS KiHIIEBOTO MPOIYKTY.

OTxe, MOYHEMO 3 OTJISIIy €TalliB PO3pOOKH 1IHTErpallli B IporpaMHe 3a0e3MneueHHs
(mnariny) quis iHGopMariitnoi Moaeni:

1. BuzHaueHHs1 BUMOT JI0 TUTariHy

- Bxiani nani: TexuiuHe 3aBnanus, crienudikaitii, GyHKIIIOHATbHI BUMOTH.
- BuxinHi nani: JIOkyMeHT 3 BUMOTamMu JI0 IJIariHy.

2. IPOEKTYBAHHS TUJIAriHy

- Bxiani nani: JJokyMeHT 3 BUMOraMu JI0 IJIariHy.

- Buxiani nani: ApxiTekTypa Iiarigy.

3. Po3poOka muiariny

- Bxiani nani: ApxiTeKTypa Mjarigy.

- Buxigni nani: Koj miariny, 1oKyMeHTarlisl.

4. TectyBaHH

- Bxigui nani: Ko miariny, JoKyMeHTallisl.

- Buxinni nani: TecToBi Keiicu, 3BIT PO TECTYBaHHS.

5. InTerparis niariny

- Bxiani naui: IIpoTecToBanuil KOa MariHy.

- Buxinni nani: IntrerpoBanmii ruarid B Autodesk Maya, moKkymMeHTaIis s
pO3pOOHUKA.

JHam OyayTe nokasasi etanu po3poOku 3D mMozeneii:

1.KonuenTyamnizaiisi Ta CTBOPEHHSI KOHLIETIT apTiB
- Bxigni nani: Inei, pepepencu, TexHIYHI BUMOTH.
- Buxigni nani: Konnenr-apru.
2.3D MonenroBaHHSI
- Bxigni nani: Konnenr-apru.
- Buxigmi gani: basosi 3D mogeni.
3.CTBOpEHHS MaTepialliB Ta TEKCTYP
- Bxigui mauni: ba3zosi 3D mozeni.
- Buxinni nani: Tekctypu, maTepiaiu.
4.AHiMars
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- Bxigni nani: 3D Mozem 3 maTepianamu.

- Buxinni nani: CkeneTHi CTPYKTYpH.

5.TectyBaHHS Ta ONTHUMI3AIIISA

- Bxigni nani: 3D Mopeni, TekCTypH, aHiMaIlii.

- Buxigni gani: OntumizoBaHi MOJEII, 3BIT.

6. [HTerpartiis B irpoBe CEpeIOBUILE

- Bxigui mani: OnTuMizoBaHl MOJE1

- Buxinni nani: ['oToBi 1715 BUKopucTtanHus reiimpeni 3D Moaeni B irpoBoMy pyiiiii.

2.5 NPOEKTYBAHHS CUCTEMHU

Y po3aiii MPOEKTYBaHHS CHCTEMH Oyne HaBeIeHl alTOpUTMH PO3pPOOKU
IIPOrpaMHOI0 3a0€3MEeUYCHHS Ta aJropyuT™ CTBOpeHHS 3D rpadiku B MeKax MPOEKTY.

CnouaTky HaBeJIeMO BU3HAUEHHS 1110 TaKe JiiarpaMa mociiiIOBHOCTEH:

Jiarpama nmocJjaigoBHOCTeM - 11e JliarpaMa, Ha SIKiii IToKa3aHi B3aeEMOIii 00'€KTIB,
YIOPAJIKOBaHI 32 4acoM iXHbOro nposBy. Ha niarpami mociiioBHOCTI HEABHO MPUCYTHS
BICh 4Yacy, IO JO03BOJISE Bi3yalli3yBaTH THMYACOBl BIJHOIICHHS MK IIEpeIaHUMU
MMOB1TOMJIEHHSIMH.

B nanomy Bunajaky jgiarpama mojijieHa Ha JBa OJIOKH.

Hepuuii 610k: Po3podka Ilnariny (Pucynok 2.5.1)

B upomy 610111 OnMcana mociiIOBHICTh BUKOHAHHS CTAKOM PO3POOHUKIB IIPOLIECY
po3poOku miariny s AutoDesk Maya.

A)36ip BuMor no miariny: Ha mpomy erami BH3HA4YarOThCS ITiT, 3aBIAaHHS Ta
BHMOTH JI0 TUIATiHY, IO JacCTh YiTKE YSABJIEHHS KIHIICBOTO PY3yJbTAaTy Ta HOTO
(GyHKIIOHATBHI MOXKIUBOCTI. 301p BUMOT € KPUTHYHO BAXKJIUBHUM JUIsI PO3YMIHHS
HEOOXITHOTO (YHKIIOHAIYy IJIariHy Ta 3amoOiraHHs HEBIANOBIAHOCTIM Yy
MaiOyTHbOMY.

B)HanamryBanust cepenopuina po3poOku: Ilicns Bu3HaueHHST BUMOT HEOOXI1THO
MJrOTYBaTH CEPEIOBUIIE JJII pO3POOKH, BKIIOYAIOUN BCTAHOBIIEHHS HEOOXITHUX
610moTek Ta migkaoueHHs 10 APl Autodesk Maya. Lle 3a6e3neuye po3poOHuKam
MOJKJIMBICTh O€3MEePEelIKOHO MpaIfoBaTH 3 HEOOXIIHMMH I1HCTPYMEHTaMHU Ta
TEXHOJIOT1SIMHU.

C)Po3pobka ocHOBHUX (yHKIINA miariny: OCHOBHMM (yHKIIIOHAN MJIariHny
pO3po0IIsieEThCS Ha LbOMY eTami. Bxkiioyae HamucaHHS KOy Ta MEPBUHHY
HepeBipKy Moro npane3gaTHocTi. Lle € 0CHOBHOIO YaCTHHOIO MPOIECY po3poOKH,
Jie CTBOPIOETHCS SIIPO (DYHKIIIN TUIAriHYy.

D)Po3pobka rpadiunoro intepdeiicy (GUI): Jns 3abe3reueHHs 3pydHOCTI
PO3pOOHUKIB, po3pobisieThess Tpadiunmii iHTepdeiic. CTBOpeHHS IHTYITMBHO
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3po3yminoro Ta pyukmionanbHoro GUI € BaxmuBUM 17151 3pyYHOCTI BUKOPUCTAHHS
IIariny KiHIEBUMHU KOPUCTYBauaMHu.

E)TectyBanns mnariny: TecTyBaHHS TO3BOJISI€ BUSBUTH Ta BUIPABUTH MTOMUJIKH,
3a0€3MeUnTH CTablIbHy POOOTY IUIariHy Ta BIJAMOBIAHICTE MOTO IMOYATKOBUM
BuMoram. [le BaxmBuil eTamn aJis JOCSITHEHHS BUCOKOT SIKOCT1 IPOAYKTY.

F)[lokymenTariiss mnariny: [lokyMmeHTalliss onucye (yHKI[IOHATbHI MOXIJIUBOCTI
IJariHy, crnoci®é Horo BUKOPUCTAHHsS Ta BHUPIIICHHS MOXJIUBHUX Ipobiem. lle
3a0e3neyye KOPUCTyBaudiB HEOOXigHOW 1H(popMalielo g  e(EeKTUBHOTO
BUKOPUCTAHHS IUIATIHY.

CrtBopenns reiimpeni 3D moneneii: Ilicns 3aBepiiieHHsT poOOTH HaJl MJIariHOM,
MOYMHAETHCS €Tal CTBOpeHHs reviMpeni 3D mozeneit. Lleit mporiec BKIroyae BU3HAYSHHS
TEXHIYHUX BUMOT, CTBOPEHHS KOHLIETIT-apTiB, MOJIEJIIOBAaHHS, TEKCTYpYyBaHHsI, aHIMAII1l0
Ta TECTYBaHHS MOJICJICH.

MouaTok

PozpoSka nnarity l_

BraHaueHHA uinei Ta

ocoGnueocTen

36ip BMMOr "
nnariHy

Hanawrysanna
cepeloEMLLE

DO3POGKM

AokymeHTauiA

3asepluenHa
i POozpOooKM

BcTaHoBneHHA
GiGnioTex

l

Migxniouena
GiGnioTex Maya AP|

—_— l
CTEODE@HHA OCHOBHMI

. = 5 o Gul
Deleloper DOVHKLIA oSpooKa

l

Pozpofka enemenTis
ynpasnitHa

!
l

BunpasneHHa Hanucanna
nomMMnoK AokyMenTaul

TecT

Pucynox 2.5.1 (brox Po3pobku Ilnaziny)

Jpyruii 0;10k: Po3podka 3D rpadiku (Pucynok 2.5.2)

B npyromy 6noui 300paxeHuil mnpoiec cTtBopeHHs 3D rpadiku s Tpu Ha
TEMAaTUKY BIDKUBAHHS B CKPYTHUX YMOBAaX.

BaxmBo 3a3HauuTH, 110 nporec ‘‘JlokyMmeHTallis’’ 3 nepuioro 0JI0Ky po3pooKu
IJIariHy TEePEXOAUTH 10 APYTOTO.
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JIoKyMeHTaIisi mepexoauTh A0 CTaKy pPO3POOHHUKIB TPUBUMIPHOI rpadiku 1 y
pe3ynbTaTi KOMaHJa MOYMHAE PO3POOKH 3 BIACHUM MPOTPAMHHUM 3a0€3MEYSHHSIM, 110
3HAYHO MiBUIIUTH MPOTYKTUBHICTH Ta 3MEHIIIUTH BUTPATH HaCy.

Yci eranu po3podku 3D rpadiku AeTaNbHO ONMUCaH y MiApo3aut ‘‘BumineHHs ta
aHaJji3 mpeaMeTHo1 ooacTi’’.

Pozpodra 3D rpadikm

—bi » PozpoGra 3D rpadikm : BusHauenHa | 30IP pehepeHcHix : KoHLenTysaHHa

TEXHMHWX EMMOTr so0paskeHL

3D stuck

W

Baking Maps -« UV Unwrapping |« Low-Poly B High-Poly

v

TexkcTypyBaHHA

v

Material Creation

v

IHTerpauia

v

ZaseplUeHHA

TecTysaHHA » iy
pozpoSKEK

Pucynox 2.5.2 (bnox Po3pobku 3D I paghixu)

OTxe, OOTpPUMAHHA IILOTO aNTOPUTMY 3a0e3medye CTPYKTypOBaHICTh Ta
MOCJIIJTOBHICT y TIPOIIECi PO3POOKH, JO3BOJISIE MIHIMI3YBAaTH PHU3UKH Ta MiABUIIUTH
AKICTh KiHIIEBOrO mpoaykty. OOpanHuil miaxia 3a0e3mnedye IHTETpaliio po3poOJIeHUX
IJIariHIB Ta CTBOPEHUX MOJACIEeH y poOoui mpoiecw, 1o crnpuse eheKTUBHOMY
JIOCSITHEHHIO TIOCTABJICHUX ITiJIeH mpoekTy cTBopeHHs 3D rpadiku a1t rpu 3 TEMaTHKOIO
BIDKUBAHHS B CKPYTHUX YMOBaX.

2.6 MaremaTn4He Ta aJropuTMivyHe 3a0e3ne4eHHs

VY migpo3aini "MartemaTHdHe Ta aaropUTMivuHE 3a0e3NneueHHs" MpefCcTaBICHO
JNeTaJbHUM  aHalll3 MaTeMaTUYHUX  MOJeNied, aJIropuTMiB Ta  METOMIB, SKI
BUKOPHUCTOBYIOThCS JIJIsl po3po0ku miariny aia Autodesk Maya. Metoro 11b0ro po3auty
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€ OOrpyHTYBaHHSI BUOOPY MaTeMaTHYHUX METOMIB Ta aJITOPUTMIB, IO 3a0€3MEYyOTh
e(eKTHUBHY 1 KOPEKTHY pOOOTY IUIariHy, a TAKOXK BUCOKY SIKICTh KiHIIeBUX 3D Mozeneil.

Y mpomy mizmpo3aini Oyae BUKOHAHO HACTYITHE 3aBAaHHS:

Onuc niarpamu peamizaiii MeToliB: bByayTh pO3INISHYTI aJlIrOpuTMH, SIKI
BUKOPUCTOBYIOThCSL i po3poOku T1uiariny Ha Python, a Takoxx mopiBHSHHA iX 3
anroputmMamu  Ha MEL. OOrpynryBanHss Bubopy Python sk ocHOBHOI MOBHU
porpaMyBaHHS JJIsl peatizallii miariay.

UML-giarpama kiaciB mporpaMmHoro npoiaykry (Mamonok 3.2.1) mist mpoexTy
ctBopeHHs 3D rpadiku Ui KOMIT IOTEPHOI TPH 3 TEMATHKOIO BIDKUBAHHS B CKPYTHUX
yMOBaXx:

= OptionVarldanager = CommandManager = MenuManager
- default_values - commandDict - commandDict
- _ init__(sel) - init__{self) - create_menu(selr)
- set_defaulis(self) - setCmd(self)
- delCmd(self) - delete_existing_menu(self)
v
= ToolU!l
- commandDict
- flattenUl{self)
- relaxUi(self)

- averageLineUl{self)
- straightenLineUl{self)
- circlelizeLineUl(self)
- shapeLine(self)

- randomize(self)

- shrinkWrap(self)

Manronox 3.2.1 — UML oiaecpama xnacis.

[{s cTpykTypa J03BOJISIE€ JIETKO PO3IIMPIOBATH Ta MIATPUMYBATH KOJI, OCKUIBKH
KOYKEH KJIacC BIJIMOBIIAE 33 OKpeMUI (QyHKIIOHATBHUIN OJIOK.

2.7 BUCHOBKH

1. BuzHaueHO MeTy AOCIIKEHHS TPeAMETHO1 00J1acTi.
2. BuaisieHi Ta npoaHalii30BaHi 00'€KTH TOCII1IKEHHS.
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WO kW

Busnaueni He10J1iKY Ta miepeBaru 00'€KTiB JOCIIKEHHS.
[TpoBeneHo MOPIBHSAHHS 00'€KTIB TOCIIIKESHHS.
[IpoanamnizoBaHi METOU PO3POOKH.

[ToOynoBana iHpopMaliiitHa MOJIEINb.

Po3po061eHo pOEKTYBaHHS CHCTEMHU PO3POOKH.

HpOBe,ZIeHO MAaTCMAaTHYHC Ta aJIFOpI/ITMi‘{He 3a0e3IeYCHHS.

CtBopeno UML-niarpamy KJ1aciB mpOrpaMHOTO KO .
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PO3A1JI 3 npo€eKTHI pillieHHs Ta PO3p00Ka NPOrPaMHOI0 MPOAYKTY.

3.1. TexnoJorii peaJsizaniii MPOrpaMMHOI0 NPOAYKTY.

Po3poOka mporpaMHOrO TPOAYKTY BHMAara€ peTEeIbHOIO IUTAHYBAaHHS Ta
BUKOHAHHS JICKIJIBKOX €TariB, IMOYMHAIOUM BiJ KOHIIENTyalli3alii Ta 3aKIHYyIOUYd
PO3rOpPTaHHSAM TOTOBOTO MPOAYKTY. LI TexHoJoris omucye mporec cTBOpeHHsS 3D
rpadiky Uil TP Ha TEMAaTHKY BYDKMBAHHS B CKPYTHHI YMOBaX, BKIIFOUAIOYH PO3POOKY
miariny st Autodesk Maya na Python, ctBopenns reiimpeni 3D moxeneit Ta ix
IHTErpalIliio B irpOBE CEPEIOBHUIIIC.

Y uboMy po3auii Oyae HaJaHUi YITKUN OMUC TEXHOJOTIH peani3allii IporpaMHOro
MpOayKTy. Takox Oy1yTh HaBEJEH1 IEpeBark Ta HEJOJIIKH.

3.2 BuOip MOBHM nNporpamMyBaHHS

Moga Python — 11e aBTOHOMHa MOBa CII€HApIiB, BOHA HE 3aJICKUTh HANPSIMY BiJl
cucteMu Maya, ayxe momyJisipHa MoBa B o0jacTi ctBopeHHst 3D rpadiku. B Hamomy
BUIIAJIKY, @ CaM€ CTBOPEHHSI TPHOBUMIPHOI rpadiku A TpH, HEOOX1HO MpaIfoBaTH 3
TakuM (opmaToM SIK json, abo 3 BiIacHUMHU popMaramu aaHuXx, 1 Python mae Benmuky
MiATPUMKY B 111 00acCTI.

[Inarin crtBopeHuid MoBOr mnporpamyBaHHa Python 3 Bukopucrtanusm API
Autodesk Maya. Python o0panuii yepe3 HOro mpocToTy, YWTAOENbHICTh 1 MOTYXKHI
MOXJIMBOCTI JIJIsl aBTOMATH3aIli1.

Python € nmonynsgpHOI0 MOBOIO cepel XyAOKHUKIB 1 TEXHIUHUX (DaxiBLIB y chepi
KOMM'IOTEpHOI Tpadiku 3aBIsSKU CBOIM 34aTHOCTI IIBUAKO CTBOPIOBATH MPOTOTUIH 1
PO3pOOIATH CKJIaJHI IHCTPYMEHTH 3 MIHIMAJIbBHUM OOCSITOM KOJy.

1.IIpuknax Bukopucranusa komanau Python B Maya (Manwnok 3.2.1):
maya.cmds.sphere (radius = 10, name = ‘ball’)
[Ist komaH @ cTBOprOE cepy B Maya.

[Ipedikc maya.cmds Bkazye Python Ha Te, 110 BUKOPHUCTOBYETHCS KOMaHIA 3
Maya Embedded Language (MEL). V npomy Bumanky, koMaHga sphere oTpumye
aprymenTu radius Ta name, sSiki BU3Ha4aroTh pajaiyc chepu Ta i Ha3By BiamoBiaHo. Ha
BIIMiHY Bij] 3BU4aitHoro cuHTakcucy MEL, ne mi mapameTpu MOXKyTh TiepeaaBaTUCS K
npanopu, y Python Bonu nepenaroThCs Ik apryMeHTH (PyHKITI.

Takum uymHOM, KOMaHaa maya.cmds.sphere(radius=10, name='ball') cTBOpIOE
cdepy 3 paniycom 10 onunuub 1 Ha3Boro "ball", BukopucroBytouu Python API nis Maya.
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Pytnon mays.cdisphere lisdis = 10, namie = all)

Manionox 3.2.1 — Cmeopenus cghepu 3a donomozcoro komarnou Python.
2.1Ipuxiaan Bukopucranua komanau Python B Maya (MaJironok 3.2.2):
import maya.cmds as cmds
# CTBOpeHHS KyOa
cmds.polyCube(w=1, h=1, d=1, name="myCube")

Sl | LN Ieeoae = o Live Surtace IR ) o @ 1

» S, Wy, Wy W,

Manwnok 3.2.1 — Cmeopenns Kyoa 3a 0onomo2or komanou Python.

[Is xomanma cmds.polyCube cTBOpro€ mNoOJIroHaANBPHUNH KyO 3 BKa3aHUMU
napameTpamMu w — lmpuHa, h- Bucora, d- rnmubusna.

BukopuctoByetrbcst Moyl maya.cmds, SIKUH MICTUTh KOMaHIHM JJig poOOTH 3
00’ eKTamH.
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3.3 BuOip cepenoBuina nporpaMmyBaHHsI

Kon po3pobnseTscst B cepemoBumi Autodesk Maya (3o0paxens 3.3.1) - me
iHCcTpyMeHTi 1i1st 3D monemoBadHs. J[aHe mporpaMHe 3abe3nedeHHs Mae Oaratuii Habip
iHCTpyMeHTIB 175 ctBopeHHs 3D rpadiku ta API nms inTerpauii 3 Python, mo no3Bosnse
BJIOCKOHATIOBATH (DYHKITIOHAJBHICTh PO3POOHUKAM Ta OJHOYACHO pPEeajli30BYBaTH ITiJI1
poekTy cTBopeHHs 3D rpadiku ajis 3 TeMaTUKOIO BHYKUBAHHS B CKPYTHUX YMOBaX.

Mantwonox 3.3.1 — Cepedosuwe npoepamysanns Maya.

3.4 BUKOpPUCTAHHS TEXHOJIOTIN
Jlnst ctBopenHs 1ariny BukopuctoByetrbest APl Autodesk Maya.

API Autodesk Maya nagae moxiuBicTh kepyBatu 3D o00'ekTamu, CTBOPIOBATH
HOBI MOJIEJT1, 3aCTOCOBYBATH MaTepiaik, HATAIITOBYBATH OCBITJICHHS, aHIMyBaTH 00'€KTH
1 Oarato 1HmoOro. OCHOBHI MOAYJi, IO BUKOPHCTOBYIOTHCS B KOJIl, BKIIIOYAIOTh
maya.cmds 1 maya.mel.

maya.cmds: Ileli mMoayns Hamae noctyn no komann Maya yepe3 Python. Bin
JI03BOJIsIE CTBOpIOBaTH 1 MadinymoBatu 3D o0'ekTamMu, a TaKOXX HaJalITOBYBaTH
rapaMeTpu CIICH.

maya.mel: Monynp no3Bossie BukonyBatu MEL (Maya Embedded Language)
koMan 1 3 Python, 1o 3a6e3neuye 3BOpoTHY CyMicHICTH 3 icHytounMu MEL ckpunramu.

TexuoJiorist ‘optionVar’

B po3poOui mporpaMHOro MpoOAYKTY JaHOTO JUIJIOMHOTO MPOEKTYBAaHHS
BUKOPHUCTOBYETHCSI TEXHOJIOT1sl optionVar 1yt 30epeeHHs] HajallTyBaHb PO3pOOHUKA
MIX ceaHcamu pobotu 3 Maya.
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[{s TexHoJIOTIS HaAae MOXKJIMBICTH 30epiraT IiJIl 4YWCia, PSAKU 1 3HAYCHHS 3
J1aBal0YOI0 TOUKOI0, 3a0€3IMeUy0ur THYUKICTh Y 30€peKEeHH1 PI3HUX THUIIIB JaHUX.

OTxe, Terep NOTPIOHO BU3HAUUTH IepeBaru Bukopuctanus Python mist mumarinis
Maya.

3.5 BusiBjieHHsI mepeBar Ta Heo0JikiB Bukopuctanis Python ta API Maya.
IlepeBaru Bukopucranusi Python B janomMmy JUIUIOMHOMY NPOEKTYBAaHI.

1.IlepeBara mpocTOTH Ta YUTAOEIBHOCTI B MPOEKTI cTBOpeHHs 3D rpadiku mis 3
TEMaTUKOIO BUKUBAHHS B CKPYTHUX YMOBaX:

[TafiToH Mae rapHy BJIACTHBICTh NPOCTOTOI HANHUCAHHSI KOAY Ta JIETKOIO
quTabeabHICTIO. IOro CMHTAaKCUC 3pO3YMUIMH, IO Y pe3yJbTaTi poOUTh KOJ MPOCTUM
JUTSl YIOCKOHAJICHHSI Ta MIATPUMKHU JUIsl HOBUX BEPCIH.

2.IlepeBara HasgsBHOCTI BEJIMKOI KIJILKOCTI 010J110TEK JJIsi IPOEKTY CTBOpeHHS 3D
rpadiku U1 3 TEMATUKOIO BIJKUBAHHS B CKPYTHUX YMOBAX:

[laliToH Mae B HasBHOCTI Ta BKJIOUa€ y ceOe BEIHMKY KIIbKICTh O10J110TEK, Lie
N03BOJIIE  PO3POOHMKY  INPOrpaMHOro  3a0e3MedYeHHs  HIBUAKO  PO3LIUTH
(PYHKIIOHATBHICTh Ta BUKOPUCTOBYBAaTU B)KE€ T'OTOBI PIIIEHHS JJIsI BUKOHAHHS PI3HUX
IIPOCTHUX 3a]a4.

3.IlepeBaru BukopucTaHHs iHTerpamiii 3 Maya B npoekti ctBopenHs 3D rpadiku
JUTS 3 TEMATUKOIO BIDKUBAHHS B CKPYTHUX YMOBAX:

Buxopucranns APl Maya no3Bosisie iHTErpyBaTé po3pOOHUKY IJIariH HAMTMCAHUN
Ha MOBI nporpamyBanHs Python 6e3nocepennro B cepenonuiie crBopents 3D rpadiku,
1€ Ha/Ia€ 3MOT'Y aBTOMATU3YBaTH 0arato pi3HUX MPOIIECIB Ta PO3MIMPIOBATH MOKIUBOCTI
IPOrpPaMHOTO 3a0€3MeUEHHSI.

4.I'nyukicTh BUKOpHcTaHHS MOBU Python B nmpoekTi ctBopenHs 3D rpadiku nms 3
TEMAaTHUKOIO BUKMBAHHA B CKDYTHUX YMOBAX:

Moga nporpamyBaHHs Python 3a0e3neuntbh po3poOHHMKY [1aHOTO JUIIIOMHOIO
MPOEKTYBAHHS JIETKO PO3POOJISATH CKJIaAHI IHCTPYMEHTH Ta MPOTOTHUIIN 3 HE THXKKUMU
3YCWJUISIMHU. 3aBJASIKM THYYKOCTI MAaWTOH Ma€ MIATPUMKY PI3HUX HapajurM METOMAIB
OporpaMyBaHHs, BKJIIOYalOUd y cebe 00 €KTHO-OpIEHTOBaHE, (YHKIIOHAJIbHE Ta
npoLeIypHEe MPOorpaMyBaHHS.
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Hepnousiku Bukopucranus Python B 1anHomy 1MnjaioMHOMY NPOEKTYBAHHI.

1.IlepeBara npoIyKTUBHOCTI MOBH MporpamyBanHs Python B pamkax po3po6xu 3D
rpadiku 175 TPH 3 TEMATUKOIO BIDKMBAHHS B CKPYTHUX YMOBAX:

Ockinbku MOBa Python He € KOMMUILOBAaHOIO MOBOIO MPOrpPaMyBaHHS, 1€ MOXKE
IPU3BOAUTH JIO HUXKYOi MPOJYKTHBHOCTI CTBOPEHHS IOPIBHSHO 3 KOMITIIbOBAHHMHM
MoBaMH, TakuMu gk C++ Ta Java. B pamMkax QUIUIOMHOTO MPOEKTYBAHHS 11€ MOXKE OyTH
KPUTUYHUM, SIKILIO 3HaI00UTHCSI 0OpoOKa BETUKUX OOCATIB TaHUX.

2.IlepeBarn nuHamikun MoBu Python B po3poOlii mporpamMHOTro MPOAYKTY s
pOEKTY cTBOpeHHs 3D rpadiku A Tpy 3 TEMAaTHUKOIO BIDKMBAHHS B CKDYTHHX YMOBaX:

Moga Python € MoBOIO 3 JUHAMIYHOIO THUIMI3Ali€l0, 1€ MOXE TMPU3BECTU O
MIOMUJIOK sIKi OyJle BaXKKO BHUSIBUTH Ha €Tamax po3poOKH MPOrpamMHOTO MPOAYKTYy. B
pe3ynbTaTi MOXYTh BHSBJISTUCS TaKli NOMWIKM SK 30UIBIICHHS BUTpPaTH 4Yacy Ha
TECTYBaHHS Ta BIJIAJKY KOJY.

IlepeBaru Ta HexoJ1iku BUKopucTtanusa Maya API:

IlepeBaru Bukopucranass Maya API B npoekri crBopennsi 3D rpagiku st
KOMII’FOTEPHOI TPM HA TEMAaTUKY BUKUBAHHS B CKDYTHHUX YMOBaXx:

1.IlepeBara HasgBHOCTI BEJIMKOTrO HAa0Opy 1HCTPYMEHTIB JJIi BUKOPHUCTAHHI Yy IMPOEKTI
cTtBopeHHs 3D rpadiku 1715 TpU 3 TEMAaTUKOIO BUKUBAHHA B CKDYTHUX YMOBAX:

Bukopucrannus cepenoBuma Maya APl Mae gocTym 10 BeIMKOi KiTBKOCTI
iHcTpyMeHTiB 3D MopemtoBaHHA. Lle 103BoJise CTBOPIOBATU CKJIAAHI Ta IHTEPAKTUBHI
IHCTpYMEHTH i poOoTH 3 3D rpadikoro B paMkax JUIUIOMHOI poOOTH AJisl TpU Ha
TEMAaTHUKY BH)KUBAHHS B CKPYTHUX YMOBAaX.

2.IlepeBaru Buxkopucrtanns interpaiiii 3 MEL B ipoekTi ctBopenHs 3D rpadiku ais rpu
3 TEMAaTUKOIO BUYKUBAHHS B CKPYTHUX YMOBaX:

API Maya mae 38’5130k 3 MEL(Maya Embedded Language), 1ie 3yMOBJIE€HO THM,
0 TpU PO3pOOIll MPOTPaMHOTO MPOAYKTY € MOXKIMBICTH BHKOPHCTOBYBATH CTapi
IHCTPYMEHTH.

Hepnoniku Buxkopucranust Maya API B npoekri crBopennsi 3D rpagiku st
KOMII’FOTEPHOI I'PH 3 TEMATHKOI0 BUKUBAHHSA B CKPYTHUX YMOBaXx:

1.HasiBHICTD CKJIATHOCTI BUKOPUCTAHHS B JJAHOMY JUTUIOMHOMY TIPOEKTYBaHHI:

st pobotu 3 Maya APl BuMaraeTbcst HasiBHICTh 3HaHb [TPO BHYTPIIIHI MEXaHI3MH
Ta IHCTpyMeHTH Maya Ta npunuunu po6otu 3 3D rpadikoro.

2.HasBHicTh nediuuTy NpoAyKTHUBHOCTI BUKOpucTaHHs Maya API B ctBopenni 3D
rpadiku Juisi TPU 3 TEMATUKOIO BUKMBAHHS B CKDYTHUX YMOBAX:
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KommnintoBanHus ckinaaHux omnepaiiiit uepe3 API moxxe OyTy moBUIBHUM, 0COOJIHUBO
SKIIO Y CIIEHI MPUCYTHS BEIMKA KiIbKICTh 00’€kTiB. Ile Moxe BUMaratu J0JaTKOBOI
ONTUMI3AIlIT KOTY.

Bukopuctanns Python y moemnanni 3 APl Maya ans po3poOku CKpuNTIB i
THCTPYMEHTIB Ma€ CUJIbHUM IHCTPYMEHT ISl aBTOMATH3AIII1 1 PO3IIMPEHHS MOKINBOCTEH
Maya.

[Tpoanami3zyBaBIIM TMepeBarn Ta HEIONIKH, CKJIABCS BHCHOBOK, 1Mo Python e
BIJIMIHHUM BHOOPOM I po3poOKHU B cepefoBulili Maya mis crBopeHHs 3D rpadiku y
Ipi HA TEMATUKY BHKUBAHHS B CKPYTHUX YMOBaX.

3.6 Onuc TexHoJI0ril 30epeKeHHs JaHuX.

Y mpomeci po3poOku iHCTpyMeHTIB 11t 3D MojentoBaHHS B JUINIOMHOMY
IIPOEKTYBAHHI BaXJIMBO MaTH MOXJIMBICTH 30epiraTd KOPHUCTYBallbKi HalaIITyBaHHS
MDK ceaHcaMu poOOTH.

VY nporpamHomMy 3abesneuenHi Autodesk Maya st IbOrO BUKOPHUCTOBYETHCS
CIeliaIbHUN MeXaHi3M, SKUW Ha3uBaeThcs optionVar. llelt MexaHi3M J03BOJIUTH
30epiraTy pi3HiI TUIHU JIaHUX 1 3a0€3MEeUUTh iX JOCTYIHICTh MPH HACTYMHHUX 3aIyCKax
IPOrpaMH.

VY upoMy mipo3aiiai Oye po3rIsiHyTO OCHOBHI aCIEKTH TEXHOJIOT1 30epeKeHHs
JTAaHUX 3a JIONIOMOTOI0 optionVar, ii nepeBaru Ta HeOJIKH.

Texnouoris 30epexxeHHs JaHux y Maya 3a gornomoroto optionVar.

®OyHkIris optionVar B IPOEKTI BUKOPUCTOBYETHCA JIJIs1 30€PEKEHHSI 1 OTpUMaHHS
3HAYEHb 3MIHHHX, K1 MOXYTh OyTH a00 YUCIOBUMH (1V JJIS IIIIIOYUCIOBUX 3HAYEHB), 400
CTPOKOBUMH (SV JJIsI CTPOKOBHX 3HAYEHB), 00 3 TJIaBar040r0 TOUKOI0 (fv 11 3HaYCHb 3
IiaBarouol0 Toukoro). Ili 3MiHHI BUKOpHCTaHi Juisi 30epiraHHs HaJlalTyBaHb
PO3pOOHUKA, K1 3aJTUIIATUMYThCS IOCTYITHUMH HaBITh MICTs TIepe3anycky Maya.

Ocp mpeacTaBieHI MPUKIAIM BHUKOPUCTaHHS optionVar B po3poOieHOMY
MPOrpaMHOMY MPOJIYKTI:

1.Ilpuknan BukopucTaHHsi optionVar B mpoekTi po3podku 3D rpadiku nns 3
TEMAaTHUKOIO BUKUBAHHA B CKDYTHUX YMOBAX:

if not mc.optionVar(ex="GAME POLY TOOLS polyTools flatten axis'):
mc.optionVar(sv=[ GAME POLY TOOLS polyTools flatten axis', 'view plane'])

VY upoMy NpuKIIaal NepeBipsAETHCS, YU ICHYE 3MIHHA
"GAME POLY _TOOLS polyTools flatten axis’.
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Ski10 3MiHHA HE 1ICHY€, CTBOPIOETHCSI HOBA 3MIHHA 31 3HAYeHHsIM 'view plane'.
Takum 4MHOM, HaNAIITYBaHHS 30€piraeTbcs 1 MOke OYTH BUKOPUCTAHE IMI3HIIIE Y
ckpunTi abo B iHIIIOMY ceaHcl Maya.

2.Ilpuknan BuKopucTanHs optionVar B mpoekTi ctBopeHHs 3D rpadiku 1yist rpu 3
TEMAaTHUKOIO BUKUBAHHS B CKDYTHUX YMOBAX:

HanamyBanns oci s supiBHioBaHHs(Flatten Axis):
if not mc.optionVar(ex="GAME POLY TOOLS flatten axis'):
mc.optionVar(sv=GAME POLY TOOLS flatten axis', 'view plane'])

s pyHKI11s IEpPEBIPSE YU ICHYE

sminHa' GAME POLY TOOLS polyTools flatten axis''. fAkmio BoHa HE iCHY€E, TO
IUTariH TIOYMHAE€ CTBOPIOBATH HOBY 3MIHHY 31 3Ha4eHHsSM  view plane’” - 1€
HaJaIITyBaHHS BU3HAYAE MO sIKii oci Oy/1e BUKOHYBATHUCS BUPIBHIOBAHHS.

BupiBHIOBaHHS € BaXXJIMBUM I1HCTPYMEHTOM i POOOTH 3 TPHOBUMIPHUMU
monensmu. HamamryBanusa flatten axis BuM3Hadae, mo sikii oci Oyne 3A1HCHIOBATHCS
BUpiBHIOBaHHA, a flatten space Bu3Hauae, yu Oy/ie BUPIBHIOBAHHS BUKOHYBATHUCS Yy
CBITOBOMY YU 00’ €KTHOMY ITPOCTOPI.

3.Ilpukinan BukopuctanHsa optionVar B mpo€ekTi cTBOpeHHs 3D rpadiku ais rpu 3
TEMAaTHUKOIO BUKMBAHHA B CKDYTHUX YMOBAX:

HanamryBanns npoctopy s BupiBHioBanHs(Flatten Space):
if not mc.optionVar(ex='"GAME POLY TOOLS polyTools flatten space'):
mc.optionVar(sv=[' GAME POLY TOOLS polyTools flatten space', 'os'])

el mpukIaa BCTAHOBIIIOE 3HAYEHHSI 3MIHHO1
GAME POLY TOOLS flatten space, k110 BoHa He icCHY€. 3Ha4€HHs '0S' 03Hayae, 1110
BHUPIBHIOBAHHS Oy/ie BAKOHYBATHUCS B 00'€KTHOMY ITPOCTOPI.

4 Ilpuxnan BUKopucTaHHs optionVar B ipoekTi ctBopeHHs 3D rpadiku pyist rpu 3
TEMAaTHUKOI0 BUKMBAHHS B CKPYTHUX YMOBaX:

HanamtyBanHs BunaakoBux 3MmiH napamerpiB(Randomize Space).
if not mc.optionVar(ex="GAME POLY TOOLS randomize space'):
mc.optionVar(iv=' GAME _POLY _ TOOLS randomize space', 1])

B 11boMy BUIaJKy BCTAaHOBIIOETHCS 3HAUEHHS 3MIHHO1
GAME POLY TOOLS randomize space, SIKIIIO BOHA HE ICHYE.
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3HadyeHHsa ‘1’ BKa3zye Ha BHUKOPUCTAHHS OO0 ’€KTHOTO MPOCTOPY IS PaHIOMHHX
3MiH ITapaMeTpiB.

BurmnaakoBi 3MiHU BUKOPUCTOBYIOTHCS JJISi CTBOPEHHS HEPETYISAPHUX MPUPOTHUX
BUrsAiB Moxeni. HamamryBanus randomize space s randomize shift go3BossiroTh
KOHTPOJIIOBATH MacIITad Ta MpOCTIp JJIs BUMAAKOBUX 3MiH. B manomy mpoekTi 1ie Oyze
KOPHUCHO JIJIs1 pO3pOOKH OpraHIidHUX (DOPM Ta MOBEPXOHb.

5.IIpuknan Bukopuctanus optionVar B mpoekTi ctBopeHHs 3D rpadiku asis rpu 3
TEMAaTHUKOIO BUKMBAHHS B CKDYTHUX YMOBaXx:

HanamtyBaHHs 11 30epekKeHHs TpaHUIlb 1111 Yac BUKOpUCTaHHA QyHKIIii Relax.
if not mc.optionVar(ex="GAME POLY TOOLS relax keepBorder'):
mc.optionVar(iv=GAME POLY TOOLS relax keepBorder', 1])

[Inarin 36epirae nanmamtyBanHsi GAME POLY TOOLS relax keepBorder,
SKIIO BOHO HE iCHye. 3HaueHHS | Mokasye, IO TpaHMIl OyayTh 30€peKeHl I 4Jac
BUKOHaHHA Relax.

Oynkiis Relax BUKOpUCTOBYEThCA MUIsl 3TIa/KyBaHHS MOJieNied, 1€ JO03BOJIUTH
oTpuMatu OuIbII mpuponaHii Burian. HanamryBanus relax keepBorder Bu3Hauae uym
Oyne 30epexeHi rpanuili mozem miag 4dac Relax — 1e BaxkiauBo st 30epeKeHHS
MOYaTKOBOI (POPMH.

3.7 IlepeBaru Ta HeAOJIIKH TEXHOJIOTII 30epeKeHHS JaHUX 32 JOIIOMOT 010
optionVar.

IlepeBaru Bukopuctanis optionVar B npoekrti ctBopeHns 3D rpadiku nias
IrPH 3 TEMATHKOI BUKUBAHHS B CKPYTHHX YMOBAX:

1.IlpocTora BUKOpUCTaHHA optionVar B NpoekTi cTBOpeHHs 3D rpadiku s rpu 3
TEMAaTHUKOIO BUKMBAHHSA B CKDYTHUX YMOBAX:

s gyHkuisa 3abe3neuye nNpocTuil cnocid 30epiratv HajJalTyBaHHS PO3POOHUKA
0e3 HeOOXI1JTHOCTI CTBOPEHHSI CKJIQJHUX CKPUITIB 30epekeHHs. BChoro AeKijabKa psAaKiB
KOJly MAalOTh MOKJIMBICTb OTPUMaHHs Ta 30€piraHHs 3MIHHUX.

2.36epekeHHsI MK ceaHcaMH po3pOoOKH BUKOPUCTOBYIOUM optionVar B MPOEKTI
ctBoperHs 3D rpadiku 1715 TpU 3 TEMATUKOIO BUKMBAHHS B CKPYTHUX YMOBAX:

JlanHa QyHKIIS 1a€ MOXKJIMBICTD 30€piraTi BKa3aHi 3HAYEHHS PO3POOHHMKA MIX
ceaHcaMu poOOTH 3 NporpaMHHM 3a0e3neueHHsM. lle o3Hayae, 110 HaJalITyBaHHS
pPO3pOOHMKA 3aJMIIAIOTHCS JIOCTYMMHUMH IMICIS 3aKpPUTTS 1 MOBTOPHOIO 3aIyCKY
nporpamu. Taka 0coOMUBICTh € KOPUCHOIO JJisi 30€peKeHHs] HAJIAIUTyBaHb 1HTEpdecy
Ta 1HIIUX.
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3.IlepeBara rayukocti optionVar B npoekTi ctBopeHHs 3D rpadiku ais rpu 3
TEMATUKOIO BHYKMBAHHS B CKPYTHUX YMOBAX :

OyHKIIISI Ma€ MOKIIUBICTh 30€piraTi JOCUTD Pi3HI TUIH JJaHUX, TaKl 5IK:

- Yucnia
-  Pagxu
- Psanxwu 31 3HAUEHHAMA

e 3a0e3meuye rHyUKICTh y 30epiraHHi pi3HUX HAJNAIITYBaHb.

4. MOXIUBICTD IHTETPAIli]l 3 TPOrpaMHUM 3a0€3MEYCHHAM B MPOEKTI CTBOpeHHA 3D
rpadiku 175 TPH 3 TEMATUKOIO BIJKMBAHHS B CKPYTHUX YMOBAX:

Texnouorist optionVar iHTerpyeThes 3 Maya, 11e 103B0JISI€ CITPOITYBATH B3aEMO/Ii0
3 IHIIMMH 1HCTPYMEHTaMHU Ta CKpuUnTamMu. PO3pOOHHMK MOXE 30CEepeauThCcs Ha
(GYHKIIOHATBHOCT1 CBOIX 1HCTPYMEHTIB, HE MEPEUMAaIOUYHCh PO CYMICHICTh MEXaHI3MiB
30epeKCHHS JaHUX.

Heponiku Bukopucranis optionVar B npoexkri creopenHs 3D rpadiku ais
I'PH 3 TEMATHKOI0 BU/KUBAHHS B CKPYTHHX YMOBaX:

1.O0MexeHICcTh PYHKITIOHATY BUKOPUCTaHHs optionVar B Ipo€eKTi cTBopeHHs 3D
rpadiku IS TPU 3 TEMATUKOIO BUKMBAHHS B CKPYTHUX YMOBaX:

Texnosorisa optionVar mixoauTh JIJIsl IPOCTUX HANAIITYBaHb, aje s
CKJIQJIHIIIMX 3a/1a4 MOK€ 3HaJOOUTHUCS OUIBII MOTYXKHUA MEXaHI13M 30€peKEHHS.

2.Henomnik npoyKTUBHOCTI BUKOPHUCTAaHHS optionVar B mpoekTi cTBOpeHHs 3D rpadiku
JUTSI TPU 3 TEMATUKOIO BHXKMBAHHS B CKDYTHUX YMOBAX:

Benuka KigpKiCTh 30€peKEHNX 3MIHHUX MOXKE BIUIMHYTH Ha 4ac 30epiranHs Ta
POIYKTUBHICTH CHCTEMH.

3.BiACTYTHICTB CTPYKTYpOBaHOCTI optionVar B mpoekTi ctBopeHHs 3D rpadiku ajs rpu
3 TEMAaTUKOIO BUYKUBAHHS B CKPYTHUX YMOBAX:

@DyHKLIS HE NIATPUMYE CTPYKTYPOBaHI1 JAaHi, 11€ YCKIAJHIOE MPOLIEC KEPyBaHHS
BEJIMKOIO KUTBKICTIO 1H(OpMAIIii.

TexHounorist 30epexeHHs JaHUX 3a 1onoMororo optionVar y Maya € edekTuBHUM
THCTPYMEHTOM 7151 30€peKeHHsST KOPUCTYBAllbKUX HaJallITyBaHb MK ceaHcamu. Bona
MpoCTa y BUKOPUCTAHHI, THYYKa Ta IHTETpoBaHa Oe3mocepeaHno 3 Maya, 1o poOuTs ii
3py4HOI0 i OaraThox 3amad. I[lpote, mis CKIAQAHIMMX 3a7a4 MOXE 3HAIOOUTHCS
BUKOPUCTAHHS IHIIUX TEXHOJIOTN 30epeKeHHs naHuX. BpaxoByrouwm BCi mepeBaru Ta
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HEeJI0NIIKU, optionVar € BIAMIHHMUM BHOOPOM ISl 30€peXeHHsI MPOCTUX HaJallTyBaHb,

3a0e3Meuyoun Mpu oMY 0e3MepePBHICTD 1 3pYUHICTh POOOTH KOPHUCTYBAUIB.

3.8 Onmc 710AaTKOBUX TEXHOJIOTIH TAa MiIX0XiB POOOTH IPOrPAMMHOTI0
3a0e3meYeHHsd.

B npomy migposain Oyae HajgaHo AeTanbHe MOSICHEHHS (YHKIIH TPOTpaMHOTO

IpOAYKTY (TLIariny).

1. Inimianizanisa HaJaMITYBaHb 32 I0NIOMOT0I0 optionVar.

Po6ora rmariHy PO3IIOYNHAECTHCA 3 HepeBipKI/I Ta BCTAHOBJICHHS 3HAYCHb 3MIHHUX

‘optionVar’, SIKIIT0O BOHU HE 1ICHYIOTb.

if not mc.optionVar(ex='"GAME POLY TOOLS averageline stepMode'):
mc.optionVar(iv='"GAME POLY TOOLS averageLine stepMode’, 0])

if not mc.optionVar(ex='"GAME POLY TOOLS flatten axis'):
mc.optionVar(sv=['"GAME POLY TOOLS flatten_axis', 'view plane'])

if not mc.optionVar(ex='GAME POLY TOOLS flatten space’):
mc.optionVar(sv=['GAME POLY TOOLS flatten_space', 'os'])

if not mc.optionVar(ex='"GAME POLY TOOLS flatten_align'):
mc.optionVar(sv="GAME POLY TOOLS flatten align', 'mean'])

if not mc.optionVar(ex='GAME POLY TOOLS relax keepBorder'):
mc.optionVar(iv=['"GAME POLY TOOLS relax keepBorder', 1])

Leli (pparmeHT muiariny nepeBipsi€ HasIBHICTh TAKUX 3MIHHUX:

- Game Poly Tools averageLine stepMode
- Game_Poly Tools flatten axis

- Game Poly Tools flatten space

- Game_Poly Tools flatten align

- Game Poly Tools relax keepBorder

SIk1110 BOHM HE 1ICHYIOTbH, CTBOPIOIOTHCS] HOBI 3 BiJIITOBITHUMU 3HAUYCHHSIMH.

2.@ynkuis “setCmd()".

[ pyHKIis BcTaHOBIIOE Yac BUKOHAHHS KoMaH runtimeCommand’ y Maya.

def setCmd():
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for namedCommand, command in commandDict.items():

try:

mc.runTimeCommand(namedCommand, c=command, cat='"Game Poly Tools',
cl="python")

except:
pass

Oynkuisg nepedbupae camoBHUK commandDict’ 1 BCTaHOBIIOE KOKHY KOMaHIY SIK
KOMaHJly 4acy BUKOHAHHS. SIKIIIO BCTAHOBJICHHS KOMAHJIM BHUKJIMKA€ MOMUJIKY, BOHA
IIPOCTO MPOMYCTHUTH ii 3a JOMOMOT00 KOHCTPYKIIIi "try...except'.

3.®yHKuis create_menu() .

Janna ¢yHK1is cTBOprO€ KopucTyBalpke MeHto Game Poly Tools™ y
TOJIOBHOMY BIKHI.

def create_menu():
menus = mc.IsUI(menus=True)
for eachMenu in menus:
if 'Game Poly Tools' in mc.menu(eachMenu, g=True, 1=True):
mc.deleteUI(eachMenu)
break

melMenuCmdsl ="\n  menu -1 "Game Poly Tools" -tearOff 1 -allowOptionBoxes 1
-p "MayaWindow"; ... n menultem -1 "Harden Edges" -c "Display HardenEdges";\n
menultem -1 "Soften Edges" -¢ "Display SoftenEdges";\n\n setParent -menu ..;\n
menultem -d 1;\n  menultem -1 "v1.62" -en O;\n '

melMenuCmds = melMenuCmds1
mm.eval(melMenuCmds)
create_menu()

OyHKIIs MepeBips€ HASBHICTh MEHIO 1 BUAANSAE€ HWOro, AKIIO BOHO ICHYE, 1100
YHUKHYTH ayOntoBaHHs. [lani ijie CTBOpEeHHsI HOBOTO MEHIO 3 HA0OpOM IyHKTIB.

4.Dyukuii inTepdeiicy:

1.flattenUI() (ManroHok 3.8.1) - cripoiiye iHTEpdEiic KOpUCTYBaua, BUAAISIOUH
a00 MPUXOBYIOUYM HENOTPIOHI €leMeHTH, 100 3pOOMTHM HOro OIbII 3pYYHHM Ta
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3po3ymiutuM. Lle Moxe BKIrouaTu 00'€qHAHHS CXOXKHMX (DYHKIIIH, 3MEHIIIEHHS KUTHKOCTI
B1J100pakyBaHUX OMIiK a00 ONTUMI3AIlI0 PO3TAIIyBaHHS €JIEMEHTIB.

m Flatten -

Axis: X ¥ 7 View Plane Average Normal

Align: ® Mean Max

Flatten

Manwonok 3.8.1 - flattenUI

2.relaxUI()(Manwonok 3.8.2) - 3riamkye Ta BUpiBHIOE BepmnHu B 3D-Mmoneni,
3MEHIIyoun Aedopmaliii Ta HEpIBHOCTI, 00 NOBEPXHS BUIJIsAAAIA OLIbII IIaIKOIO.

m Relax —

v Keep Border Keep Shape

Step: 1 .

Manwonok 3.8.2 - relaxUI

3.averageLineUIl()(Mamonok 3.8.3) - ycepeaHioe TOJIOXKEHHS JHIT MIX
KIJIbKOMa 3aJlTaHMMU TOYKAMU, BUPIBHIOIOYM 11 JIJIE CTBOPEHHsS OUIBII TJIAJKOTO Ta
PIBHOT'O PE3yJIbTATY.

m Average Line
v Even v Keep Shape v smooth

Aligne: YZ & ¥F Y Auto

Average Line

Manionoxk 3.8.3 - averageLineUI

4.straightenLineUl()(ManwHnok 3.8.4) - Bumpsmise KpuBy abo IiHIIO,
BHUPIBHIOIOUH 1i M1k IBOMa 200 O1IbIIIe 3aJaHUMH TOYKAMU JJIsI CTBOPEHHS TIPSIMOT JTiHI1.
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m Straighten L...

Even

Straighten Line

Manwonok 3.8.4 - straightenLineUl

S.circlelizeLineUI() (Mamonok 3.8.5)- mneperBoproe dmiHil0 Ha ¢opmy,
HaOJIMKEHY /10 KOJIa, PO3TAIIOBYIOUH ii TOYKHU TaK, 100 BOHU YTBOPIOBAJIH KOJIOMOA10HY

CTPYKTYDpY.

m Circlelize Line

Even
Align: ¥Z ¥ 4 ) Auto
Radius: ® Mean Wax Min Custom

Circlelize Line

Manwonox 3.8.5 - circlelizeLineUI

6.shapeLineUI()(Manwnok 3.8.6) - 3miHi0e QopMy IiHIi, T03BOJISIOUU
po3TalllyBaTH il TOYKHM BIAMOBIIHO A0 3aJaHOro IabjoHy abo ¢Gopmu, CTBOPIOIOUU
MEBHUI KOHTYP a00 mpodiib.

m Shape Line
Even

Add Curve

Manwonok 3.8.6 - shapeLineUI

7.shrinkWrapUI() (Mamionok 3.8.7)- oGepTae oauH 00'€KT HABKOJIO MOBEPXHI
1HIIOTO, MPUTUCKAIOYH HOTO0 10 POPMHU LITHOBOTO 00'€KTa, MOA1I0HO 10 OOrOPTaHHS.

m ShrinkWrap

Add Target

Mode:

Manionox 3.8.7 - shrinkWrapUI

8.0cHoBHuii inTepdeiic (MaawoHok 3.8.8).
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Game_Poly Tools

Delete Mesh History

Edit Components

MirrorPoly

Split Mesh

Regularize

Select Flatten

Display Relax
Randomize
Average Line
Straighten Line

Circlelize Line

ooooogdno

Cruplicate Edges
Shape Line...
ShrinkWrap...

Manwonox 3.8.8 — Ocrosnuii inmepgeiic.

[Inarin Game Poly Tools BUKOpUCTOBY€E pi3HOMaHITHI (PYHKIIi Ta METOAM JIs
B3aemoii 3 Maya, HanamtyBaHHs 1HTep(dency po3pOOHHKA Ta BUKOHAHHS ONEpaliil HaJl
3D moznensmu. IlIupoko BUKOpUCTOBYETHCS optionVar 11 30epe’KeHHS HaJallTyBaHb, a
TakoXX Moyl maya.cmds 1 maya.mel 151 BukoHaHHa komaHJl Maya. JletanbHuit anamni3
uux (pyHKIIN HaJgaB YsSBICHHS, SK HaJallTOBYIOTHCS 1 BUKOHYIOTBCS PI3HI omneparli B
Maya.

VY miaCcyMKy JUIs JAHOTO TUIIJIOMHOTO MPOEKTYBAHHS OYyJI0 CTBOPEHO MPOrPaMHHUIA
MPOJIYKT, AKUN 3e0e31eunTh ePeKTuBHy po3poOKy 3D rpadiku Ajid Tpu Ha TEMATUKY
BIJKMBAHHS B CKPYTHHX YMOBaXx.

3.9 BucHoBku

1. Bu3HaueHi TEXHOJIOTII peasizailii pOrpaMHOro MPOIYKTY.

2. Obpana MoBa IporpamMyBaHHSI.
Hageneni npukiiaau BUKOPUCTAHHS MOBU IIPOTPAMYBAaHHS B IUILNIOMHOMY
MPOEKTYBAHHI.

4. OOpaHO cepeloBUIIE MPOrPaMyBaHHs.

5. OnucaHo BUKOPUCTAHHS TEXHOJIOT1 B TUIIJIOMHOMY MTPOEKTYBaHHI.

6. BusiBneHi nepeBaru Ta HeJIOJIIKM BUKOPUCTAHHSI MOB TPOrpaMyBaHHS.

7. OmnmcaHi TEXHOJIOTII 30epeKCHHS JaHUX.

8. BusBieHi nmepeBaru Ta HEJIOJIIKH TEXHOJIOT1M 30€peKeHHS JJaHUX.

9. Ommcani 10AaTKOBI TEXHOJIOTII Ta MIIX0IU POOOTH MPOTPAMHOTO 3a0€3MEUCHHS.
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PO3A1JI 4 YupaBJ/iiHHSI IPOEKTOM
4.1 3araJbHuUil OIS NPOEKTY

Jlns 3arajgbHOTO OIJISIAY LIBOTO PO3JAUTY HEOOX1THO MPOBECTH JICSIKI YTOUHEHHS
I10J10 3arajibHOTO MOHSTTS 110 TaKe KEPYBaHHS IMPOEKTOM.

YrpaBiiHHSA TIPOEKTOM - 11€ CUCTEMATUYHHUH MiIXiJl 10 IUIaHYBaHHS, BUKOHAHHS,
KOHTPOJTIO Ta KEPYBAHHSI PI3HUMHU aCIIEKTaMU MIPOEKTY 3 METOIO JOCATHEHHS MOTO ITiIei
B MeKax 0O0MEeXeHb, TAaKUX SIK 00CsT, "ac, OI0/HKET Ta AKicTh. Lle mporiec, Mo BKiIrovae
YOPaBIIHCHKI 3YCWIIJISA, METOJW, I1HCTPYMEHTH Ta TEXHIKA I 3a0e3meueHHs
e(eKTUBHOTO BUKOHAHHS TPOEKTHHUX 3aBIaHb Ta JOCATHEHHS HOTO pe3ylbTaTiB y
BU3HAUYEHI TEPMIHU Ta OOCSTH.

VYrpaBiiHHS TOPOEKTOM TMependayae IUIAHYBaHHS PECYpCiB, B3aEMOJIID 3
YYaCHUKaMHU MPOEKTY, PO3NO/ILT 3aB/IaHb, KOHTPOJIb IPOTPECY Ta BUACHY pearyBaHHA Ha
3MinH. Ioro ocHOBHA MeTa - 3a0e3IeUnTH YCITiIIHe 3aBepPIICHHS IPOEKTY BiAIOBIIHO 10
BHUMOT Ta OYIKYBaHb 3al[IKaBJICHUX CTOPIH.

Ockuibku TPOEKT 30cepemkennit B IT-ramysi, oci nedxi acrnekTd ynpasmiHHS [T
IPOEKTOM JTsi cTBopeHHs 3D rpadiku 1uist KOMIT FOTEPHOI IPU 3 TEMATUKOIO BUKUBAHHS
B CKpYTHUX YMOBax:

1. [lnanyBanHs npoekty ctBopeHHs 3D rpagiku 1 KoM’ IOTEPHOI I'pH 3
TEeMaTHKOK BIKUBAHHSA B CKPYTHHX YMOBAaX:

Buznauenns 1ineit Ta o0cary poOiT: Lle Bkitouae diTke GopMysroBaHHS IiieH
MIPOEKTY, 00CATy poOIT, BA3HAYEHHS BUMOT Ta crieludiKalii.

Po3poOka miany mnpoekty: CTBOpEHHS AETAIBHOIO IUIaHY /i, IO BKIIOYAE
pO3KJIaJ 3aBlaHb, PO3MOJAUI PECypcCiB, BU3HAYEHHS BIAMOBIJAILHUX OCIO Ta
BCTAHOBJICHHSI KOHTPOJIbHUX TOYOK.

2. YnpaBJ/iiHHA 4acoM B NPO€KTi crBOpeHHs 3D rpadiku 1 KOMII’ IOTEPHOI
IrPH 3 TEMATHKOI BU’KHUBAHHS B CKPYTHHX YMOBAaX:

Cknananna rpadika poOiT: Po3poOka rpadika 3 ypaxyBaHHAM BCIX €TarliB
MPOEKTY, BCTAHOBJICHHS JIE/JIAlHIB JJI1 KOKHOTO 3aB/IaHHSI.

KoHTposb TepMiHiB BUKOHaHHS: MOHITOPUHT BUKOHAHHS 3aBJIaHb 3TAHO Tpadiky,
BUSBJICHHSI 3aTPUMOK Ta CBO€YACHE BHECEHHS KOPEKTHB.

3. YnpaBJiiHHS pecypcamu B IPoeKTi crBopenHs 3D rpadikm aost
KOMII’FOTEPHOI TPH 3 TEMATHKOI0 BUKUBAHHS B CKPYTHUX YMOBaXx:

Posnozin pecypciB: BuznadeHHst Ta po3noiia HEOOXIAHUX PECYPCIB (JTHOJICHKUX,
TEXHIYHUX, ()IHAHCOBUX) J1JI1 BUKOHAHHS TIPOEKTY.
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OnTumizaiiss ~ BUKOPUCTAHHS  pecypciB:  3abe3neueHHs  e(PEKTUBHOTO
BUKOPHCTAHHS PECYpCiB JUIsi MaKCHMAaJbHOTO JOCATHEHHS pE3yNbTaTiB TIpH
MIHIMaJbHUX BUTpATAX.

4. YnpasJ/iiHHA PpU3HKAMH B IPO€KTi crBOpeHHs1 3D rpadiku s
KOMII’KOTEPHOI I'PH 3 TEMATHKOK BHKUBAHHS B CKPYTHHUX YMOBaX:

InenTudikaiis pu3ukiB: BusBiIeHHS NOTEHIIIHHUX PU3UKIB, K1 MOXKYTh BILTUHYTH
Ha BUKOHAHHSI IPOEKTY.

AHani3 1 ianyBaHHs pu3uKiB: OIiHKa IMOBIPHOCTI BAHUKHEHHSI Ta TOTEHIIIITHOTO
BIUIMBY PU3HUKIB, PO3po0Ka IUIaHIB 1010 iX MiHIMI3aIlli a00 YCYHEHHS.

5. YnpagJiiHHA IKicTIO B PO€KTi cTBOpeHHs 3D rpagiku aJisi KoM’ l0TepPHOI
IPH 3 TEMATHKOK BUKMBAHHA B CKPYTHHUX YMOBaX:

BcraHoBieHHs cTaHIapTiB SIKOCTI: BU3HaueHHS BUMOT JI0 SIKOCTI MPOJYKTY abo
MOCJIYTH, SIK1 MAIOTh OyTH JIOCSATHYTI B pE3yJbTaTl IPOEKTY.

Koutpons sikocti: [TocTiliHUIT MOHITOPUHT Ta OIIHKA SIKOCTI BUKOHYBaHUX POOIT 1
KIHIIEBOTO TPOJYKTY, KOPUTYBaHHS TIPOILIECIB JJIS JIOCSTHEHHSI HEOOXITHUX
CTaHJapTIB.

6. YnpasiiiHHA KOMYHIKaUiAMHU B IPO€KTI ctBopeHHs 3D rpagiku aos
KOMII’FOTEPHOI I'PH 3 TEMATHKOI0 BUKUBAHHSA B CKPYTHUX YMOBaXx:

[InanyBaHHS KOMyHIKaIlii: BusHaueHHs MeTOAIB Ta 3aco0iB KOMYHIKAIl MIX
YYaCHUKAMH TTPOEKTY.

3abe3neueHHss epekTuBHOI KomyHikari: [locTiitHuit oOMiH 1H(OpMaIiE0 MIXK
YJICHAMH KOMaH]IU, PEryJIsipHi 3yCTpidl, 3BITHICTH MEepe]] 3alliKaBIEHUMU CTOPOHAMH.

7. YnpasJ/iiHHA 3alliKaBJeHUMH CTOPOHAMM B NPOEKTI cTBopeHHs 3D rpagiku
JJIS1 KOMIT'FOTEPHOI I'PH 3 TEMATHKOK BUKMBAHHA B CKPYTHHUX YMOBaX:

Inentudikaiiis 3amikaBieHUX CTOPiH: BU3HAUEHHS BCIX YYaCHUKIB, K1 BIUIMBAIOTh
a00 3a3HAIOTh BIUIMBY BiJ MPOEKTY.

3aiydeHHs] Ta YOpPaBIIHHS OYIKYBaHHSIMHU: AKTHBHa po0OOTa 3 3alliKaBICHUMU
CTOpOHAMU JJI BpaxyBaHHS IXHIX BUMOT, OYiKYBaHb Ta IHTEPECIB.

8. YnpasJinus 3MiHaMu B poekTi ctBopeHHs 3D rpadiku aasi KoM’ 0TepHOL
IrPH 3 TEMATHKOI0 BU’KUBAHHS B CKPYTHHX YMOBAaX:

KoHuTposb 3MiH: BcTaHOBIEHHS TTpoLiecy YIPABIIHHS 3MIHAMU 1J1 3a0€3MeUeHHs
KOHTPOJIIO HaJl yciMa 3MIHAMH B MPOEKTI.

Ominka Ta BrapoBakeHHs 3MiH: OIliHKa BIUIUBY 3alpONOHOBAHUX 3MiH,
MPUIHATTS PIICHb MPO 1X BIPOBAHKEHHS Ta IHTETPAIlisl 3MIH B IUIaH MPOEKTY.
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9.3aBepuieHHsI NPOEKTY cTBOPeHHs 3D rpadiku st KOMII’IOTEPHOI I'pH 3
TEMATHKOI0 BUKMBAHHA B CKPYTHHUX YMOBAaX:

Ominka pesynbTariB: [liicymMmKkoBa OIliHKa OCSTHEHHS IUIEH MPOEKTY, aHATI3
BIIXWJICHB BiJ] TUTaHY.

JlokymeHTyBaHHS ypoKiB: 30ip Ta JOKYMEHTYBaHHS YPOKiB, OTPUMAHMX 1] 4ac
BUKOHAHHS TPOEKTY, JJIS TTOIAJIBIIIOTO BUKOPUCTAHHS B MAalHOYTHIX MPOEKTAX.

3akputTtsa mpoekty: OdiliiiHe 3aBepilleHHS NPOEKTY, 3BUIBHEHHS PECYpCIB,
MiAr0oTOBKA (PiHATBHUX 3BITIB Ta Mepeiada pe3ybTaTiB 3aMOBHUKY.

OTxe, OCHOBHOIO LIULTIO yrpaBiaiHHS [T-IpOEKTOM € JOCSITHEHHSI YCiX MOCTaBICHUX
3aBJaHb Ta TOTPUMAHHS YCIX MOCTABICHUX OOMEKEHb Ta OIOJIKETY.

EdextuBne ynpasminas IT-nmpoexrom BuMarae yBaru 10 BCiX LHMX acCIEKTIB Ta
3JIaTHOCTI THYYKO pearyBaTH Ha 3MIHHU 1 BUKJIMKH, 10 BUHUKAIOThH B IIPOILIEeCi peaizarlii
IPOEKTY.

[Himaniga npoexkty po3poOku 3D rpadiku s KOMO'FOTEPHOI TP 3 TEMATUKOIO
BIDKMBAHHS B CKPYTHHX YMOBaX CTaJI0 CHOCTEPEKEHHS 3a TPEHAAMH B I1HAYCTpil
koMmm'torepHux 1rop. IlocTiiiHME mNoONUT Ha Irpd 3 €JIeMEHTaMU BIKUBAHHS, SKI
BMIIIYIOTh y ceOe TJIMOOKMU CIOXKET Ta Bpakaroul Bi3yalbHl epextu. Taki mpoextu
MPUBEPTAIOTh yBary KOM IOHITI CBO€I0 aTMOC(EPHICTIO Ta 3JaTHICTIO MOTJIUHYTUCH Y
CBIT €KCTpeMaJbHUX YMOB. TexHOJOrii B Taity3i po3pooku 3D rpadiku cTBOPUIO HOBI
MOJIMBOCTI JJI BIATBOPEHHS PEANICTUYHUX Bi3yalibHUX edekTiB. Bukopucranus 3D
rpadiky 103BOJISIE MOTIMOUTH TPaBIIiB Ta 3a0€3M€YUTH HOBUI PIBEHb B3AEMO/I1i 3 TPOIO.

4.2 OrJusj 3a1a4 NPOEKTY

B oMy nyHKTI Oyae po3riIsHYTO Ta MOKa3aHO OCHOBHI 3ajadvl IMOCTaBJICHI JJIs
JOCSITHEHHSI pO3pOOKH SIKICHOTO MPOJIYKTY, a came 3D Mopeneit mist rpu.

OT1xe nmoyHeMo 3 MyHKTY *‘JlocnimkeHHs Ta iHimianisa’ ’(300paxenus 4.2.1).

Ha 300paceH1 MokHa TOOAYUTH MEPEiK 3aB/IaHb, 111 3aBJIaHHS OYJIU CTBOPEHI JJIs
SIKICHOTO CTapTy MPOEKTY.

1.06c¢sT MpO€EKTY — KITHOYOBHIM aCHEKT YIPABIIHHSA IPOEKTOM, B IKOMY Oyzie BU3HAUYEHO
HOTro Mexi, I, 3aBlaHHS Ta KIHIEBl pe3yJbTaTh. BU3HAYCHHS OOCATY MPOEKTY €
KPUTUYHUM [JIs yCHINTHOTO BUKOHAHHS Ta 3aBEPIICHHS TPOEKTY, OCKIIBKH BIH
BCTAHOBIIIOE OCHOBY Jisi TUIAHYBaHHSI, PO3MOJIIY PECYpCiB, YINPaBIiHHA YacoM Ta
KOHTPOJTIO SIKOCTI.

2. BrojkeT mpoekTy — 11e IeTAIbHUY IJIaH, B IKOMY BU3HAYEHO , CKUIbKU (h1IHAHCOBHUX
pecypciB Oyzae mOTpiOHO MPOEKTY JJii BUKOHAHHS BCIX 3aBJaHb Ta JOCSATHEHHS IIiICH.
Bin € ocHOBHUM (DIHAHCOBHM IHCTPYMEHTOM, SIKUH JO3BOJIIE KEPIBHUKY MPOEKTY
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e(eKTUBHO IJIAaHYBaTH, KOHTPOJIOBATH Ta YHPaBIATH (1HAHCAMU MPOTITOM YChOTO
KUTTEBOTO ITUKITY MPOEKTY.

3. Project Overview — 1 3arajbHHI OIJIAJ MPOEKTY, SKUM BKIIOYAE KIIOUYOBY
1H(pOpMaIliIo TIPO HOTO METY, 3aBJIaHHs, 00CAT, YaCOB1 paMKH, OIO/I>KET Ta OCHOBHI €TarH.
Ile xOpOTKHIl JOKYMEHT, KU Haja€ YiTKE YSBJICHHS MPO CYTHICTh MPOEKTY, HOTO
3HAYYIIICTh Ta OCHOBHI MOMEHTH, IO JO3BOJIAIOTH BCIM 3alliKaBJICHHUM CTOPOHAM
IIBUKO 3pO3YMITH, MIPO IO HAETHCS B MPOEKTI.

4. Inentudikariss CTEUKXOJIAEpPIB — II€ MpoIeC B SIKOMY OyJae BHU3HAYCHO YCiX
3aIliKaBJICHUX CTOPiH, SKi MOXYTh BIUIMBATH HAa TPOEKT CTBOPEHHS TPHOBUMIPHOT
rpadiku I TPY 3 TEMAaTUKOIO BUKMBAHHS B CKPYTHHX YMOBax a0o miAmaaaTH Imij1 BIUIUB
fioro pe3ynpraris. Lle BaxkIIMBHIA eTarl yIpaBIliHHS MPOEKTOM, OCKIJIBKH BiJl MPAaBUIBLHOTO
BU3HAYCHHS Ta YIPABIIHHS CTEHKXOJIIEpaMH 3aJI€KUTh YCIIITHE BUKOHAHHS TIPOEKTY.

5. IligroToBKa Ta OIliHKa OEKJIOTY IMPOEKTY — II€ MPOIEC B AKOMY OyJie CTBOPEHO Ta
MIATPUMAHO CIIMCOK 3aBjaHb, BUMOT Ta (DYHKIIIH, SIKI HEOOX1JHO BHKOHATH B paMKax
npOo€eKTY. bekor € OCHOBHUM 1HCTPYMEHTOM JIJIsl YIIPABJIIHHS Ta IpiopuTe3allii poooTH
HAIIIO1 KOMaH/IH.

6.1liaroToBKa CKJIaqy KOMaHIW — II€ €Tal y MJaHyBaHHI MPOEKTY, BIH BKJIIOYa€e B cede
BU3HAYEHH1 HEOOX1THUX KaJpiB Ta (axiBLIB Ta 3a0e3MeUeHHsI €()EKTUBHOIO 3aIy4CHHS
110 TIPOEKTY.

7.11iaroroBka JIRA flow - 1ie nporiec B sskomy Oy/i€ HaJlallITOBAHO OPraHi3aliito poOoumnx
MPOIECIB B CHUCTEM1 YINPABIIHHSA MPOEKTOM Jira misi 3a0e3nedeHHs €(EeKTUBHOIO
MEHEIP)KMEHTY 3aBJIaHb.

8.ITinroroBka Definition of Done - 11e nporiec B skomy OyayTh BU3HAUYEHI Ta YTOYHEHI
KpuTepii, skl OyayTh BU3HAYATH, KOJIU POOOTA HAJl IEBHUM €JIEMEHTOM MPOEKTY MOMKE
BBAXKATUCS 3aBEPIICHOIO 1 TOTOBOIO JI0 BUITYCKY.
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Pexcun
23534y = | Hassanme sapaum » | [JnuTtensHc »  Hawano  «  OkoHuadm » | [pegluecTEEHH

0 = 4 MpoekT _|391 AHeld  TMH 29.04.2¢ MK 27.10.25
1 = 4 Nocnig#eHHA NPOEKTY Ta 18 gHe# MH29.04.24 Cp 22.05.24
iHiLiauia

2 = OBCAr NpoEXTY 2 oHei MH 29.04.24 Bt 30.04.24

3 = BroaseT 1 neHe Mu 29.04.24 MH 29.04.24

4 ) CTEOpPEHHA NPOAMERT 1 aeHb MH 29.04.24 TMH 29.04.24
owerview(LokyMeHT AKKA
ONMCYE MPOEKT 3aranom)

E = loeHTUdiKauia 5 OHer Br30.04.24 Nw06.05.24 4
cTeldnxongepie{RACI

B ) MigroToeka Gexknory 3 aHeR BT07.05.24 Y7109.05.24 5

7 = OuiHka Bernory 1 neHe Mt 10.05.24 Nr10.05.24 6

3 ) MigroToBKa crAamy KoMaHaM 4 aHei MH 13.05.24 Y116.05.24 7

9 = Migrotoexa JIRA flow(Onke 2 aHei Mr17.05.24 Nw 20.05.24 8
CTaTycie 3a0ay Taix
nocnigoBHOCTEH)

10 = Migrotoexa Definition of 2 oHei Br21.05.24 Cp22.05.24 9

Done(doKyMEeHT B AROMY
i: onKcaHl KpuTepli Toro Wwo
38[aua BMHOHaHa)

4.2.1 Jlocnioxcenus npoekmy ma iniyiayis

[Ticnsa 3akiHdeHHs eTamy ‘‘JlocmipKeHHs Ta iHIimiamis' ™ Oynae mepexia 10 eTamy
““‘Opranizaris poodotu’’ . Ilel eram mojaiileHW Ha JBI yacTWHH, a came ‘‘IlimroroBka
iH(ppacTpykTypu nipoekty’’ Ta ‘‘IliaroToBka KoManau’’.

VY yactui ‘‘IligroroBka iHdpacTpykTypu’ OynyTh onucaHi 4 3aBAaHHS.
JInst moyaTKy BU3HAUYUMO 110 Take iHPppacTpykTypa [T-mposkry.

[HbpacTpykTypa MPOEKTY - 11€ CYKYIHICTh amapaTHUX Ta MPOrpaMHUX 3aco0iB,
CEpEeNIOBHUII 1 PeCypciB, HEOOXITHUX JUIsl peanizallli Ta MiATPUMKHA MPOEKTY B 00JaCTI
1H(MOpMAIIHHUX TEXHOJIOTIH.

Jlo 11i€1 yaCTUHU B paMKax JUIJIOMHOTO MPOEKTYBaHHS OyIyTh BIHECEHI Taki
3aBJIaHHS:

1.ITomyk npuMilieHHsT — JJi1 OpOAYKTUBHOI poOOTH KOMaHAM TEPII 3a BCe MOTPiOHO
3HalTH npuMinieHHs. Ha 1eit eran npu3HaueHo yac BUkoHaHHs 7 AHiB. Lleli yac Bkitouae
y ceOe MOIIyK caMOoTo MPUMIIIIEHHS Ta BECh MPOLIEC OPEH/IH.

2.IliaroToBKa TPOTrpaMHOTO 3a0€3MeUeHHs] — BUKOHAHHS I[LOTO MYHKTY Ma€ Ba)KITHBE
3HaueHHs. [[punbanHs IieH31HOTO MPOrpaMHOTo 3a0e3NeUYeHHs Oy/1e rapaHTyBaTH, 1110
npoekT cTtBOpeHHs 3D rpadiku ajs KOMII'IOTEPHOI TPU 3 TEMATUKOIO BUIKUBAHHS B
CKPYTHHX yMOBaX JOTPUMYETHCS aBTOPCHKUX MPaB Ta 3aKOHOMABCTBA. JloTpumaHHS
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IIbOTO TYHKTY Oyne 3a0e3nedyBaTd YHUKaHHS TMOTEHI[IHHUX MpoOJeM MOB’SI3aHUX 3
MOPYIIEHHSIM aBTOPCHKUX MpaB Ta Oe3neku. Takox CIiJ BIAMITHTH, IO JiIEH31HHE
mporpaMHe 3a0€3IeUeHHs] Ma€ MOCTIMHY MIATPUMKY BiJ PO3POOHHMKIB, IO BKJIIOYAE B
cebe OHOBJIEHHS Ta 3a0e3neuye 6e3nepediitny podoty I10. Ille oquuM nyxe BaxJIMBUM
acmeKkToM JiJIsl MpoeKTy Jinensiine 110 — oTpuMaHHs MOXKIMBOCTI YJIOCKOHAJICHHS Ta
IHTETpyBaHHS CBOIX PO3pOOOK.

3.IligzroroBka oONagHAHHS - MOIATOTOBKA OOJIAJIHAHHS MAa€ BEJIUKE 3HAUECHHS 1 HA 1€ €
JEKUTbKA TIPUYHH:

3abe3neyeHHs] TPOAYKTUBHOCTI KomaHau: IIpaBuibHO mimiOpaHe HaMu Ta
HaJIallITOBaHe oOJagHaHHS OyJe JO3BOJSATH KOMaHII TMpamioBaTH e(QEeKTHBHO Ta
npoayktuBHo. llIBuake obOnmagHaHHS 3a0e3MEUnTh MIBHAKY pPOOOTY 3 MporpaMaMu
PO3pOOKH Ta IHITUMHU HE MEHII BaXJIMBUMHU THCTPYMEHTAMH.

3abe3neueHHss cymicHocTi: OOnagHaHHS MOBUHHO OyTH CYMICHUM 3 IHIIUMU
cuctemamu. lle 3a6e3meunTh MBUAKY POOOTY CIIBPOOITHUKIB, SIK1 IPAIIOIOTH Y OHJIANH
pexKUMI.

4 JIRA Setup — y ipoMy mpoiieci Mu 0yJIeMO HAJIAIITOBYBATH KOH(DIrypalliro CUCTEMHU
ynpaBiiiHHS npoekToM JIRA sl ONTUMaIbHOTO BUKOPUCTAHHS B paMKax HaIloro
MIPOEKTY.

Jlami nepeitiemMo 10 Apyroi YaCTUHU eTaIly opraHizailii poootu (3o0paxeHHs 4.2.2)
— “IlizroToBka KoMmaHau ’. Y IpbOMY IYHKTI OyIyTh ONMCaHl Ba)XJIWBI €Tanud JUIs
e(eKTUBHOI pOOOTH CIIBPOOITHUKIB.

1.CTBOpEeHHS BakaHCI Ta MPOBENCHHS CIIBOECI — MpaBUJIbHE CTBOPECHHS BaKaHCIN Ta
IIPOBEICHHSI CITIBOECI T JOTIOMOXKE HaM CKJIACTH KOMAaHJy 3 BIATIOBIATHUMHU HABUYKAMU Ta
JOCBIZIOM, K1 IOTPIOH1 JJI peai3allii Haloro MPOEKTY.

2.IliaroroBka issue log - e JOKyMEHT SIKUi MU OyJ1IeMO BUKOPUCTOBYBATH B YIIPaBIIiHHI
MIPOEKTOM JIJISI PEECTpAIlii Ta BIACTEAKEHHS TPo0JIeM, TOMUJIOK, PU3UKIB, a TAKOXK 3aUTIB
Ha 3MIHH, 5IK1 Oy1yTh BUHUKATH MPOTATOM KUTTEBOTO LIUKITY HAIIOTO MPOEKTY. Bin Oye
BKJIIOUATU B cebe JeTanl Mpo KOXKHY MNpoliieMy, Takl SK OMUC MpooOsiemu, Aata ii
BUHHUKHEHHS, MPIOPUTET, CTATYC, BIAMOBIAANIbHY 0COOY, IUIAaHOBaH1 Jii Ta BUPILICHHS.
Issue log Oyne momomaratu Hamliid MPOEKTHIA KOMaHJI €(pEKTUBHO BIJICTEXKYBaTH Ta
KepyBaTH BCiMa NMpobOjIeMaMu Ta PU3UKaMHU.

3.IlinroroBka change request log - 1€ 1HCTPYMEHT yOpaBIiHHS, SKUH MH OyIeMo
BUKOPUCTOBYBATH AJI PEECTPALli] Ta BIACTEKEHHS 3alIMTIB HA 3MIHU B HAILIOMY MPOAKTI.
Bin Oyne mictutH netaii mpo KOXKEH 3aluT Ha 3MIHY, TaKl sSIK OMUC 3MiHU, JAaTa IMOJIaHHs,
OpiOpUTET, CTATyC, BIANOBiJalbHA 0CO00a, BIUIMB HA MPOEKT 1 MIATBEPIKEHHS BIJ
3aMOBHHKA MTPOEKTY.
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1 = 4 Opradizayia po6otk 13 gHe# Yr 23.05.24 [H 10.06.24
12 = 4 NMigrotoska ingpacrpyrryp 11 gHei Yr 23.05.24 Y1 06.06.24
13 = Mowyk NpUMiLLEHHA 7 OHel Y1 23.05.24 MN131.05.24 1
14 -] MigroToeka 1 aeHb MH03.06.24 Mu03.06.24 13
nporpamHoro
zabe3neueHHA(zakynien
13 ) Migrotoexka o6nagHaHHA 2 JHeH Br04.06.24 Cp05.06.24 14
16 -} JIRA setup 1 AeHb Y71 06.06.24 M4706.06.24 15
17 = 4 MiaroToBKEa KOMaHIM 1 peHb Br04.06.24 BT 04.06.24
13 = CTBOPEHHA BaKaHCIA 1 AeHb BT04.06.24 BT04.060.24 14
P18 = Migrotoeka issue log 2 aHel Nr07.06.24 MNun10.06.24 12
X [[LOKYMEHT B AKOMY
BEAeTbCA 3anMc npobnem
MPOATIOM NPO3KTY)
20 = Migrotoeka change 2 IHER Mt 07.06.24 NH10.06.24 12

request log{ dokymeHT B
AHOMY BEOETLCA CTIMCOK
HE3anNaHoBaHMX 3aNMTIE
3aMOBHWHA NPOTATOM
poBOTH HaA NPOEKTOM)

4.2.2 Opeanizayia pobomu

OTxe, Temep € MOXJIMBICTh TEPEXOAUTH JI0 CaMOr0 BaXKJIUBOTO Ta
BIJIMOBIJIAJILHOTO €Tany MPOEKTY CTBOPEHHS rpadiku IJis IPU 3 TEMATUKOIO BHXKUBAHHS
B CKpYTHUX YMOBax, a came 1o eramy — ‘‘Po3poOka’’ (300paxkenHs 4.2.3).

Jlo 1bOro MyHKTY OYyJIM BKJIFOYEHI OCHOBHI aKTUBHOCTI, MOB’sI3aH1 3 PO3POOKOIO
IPOrpaMHOro 3a0e3MeYeHHs Ta CTBOPEHHS KIHIIEBOTO MPOIYKTY.

OcHOBHI eTany B MeXaxX MNpPOeKTy cTBopeHHs 3D rpadiku st rpu 3 TEMAaTHKOIO
BIDKUBAHHS B CKPYTHUX YMOBAX:

1.CTBOpEeHHsSI TIpOrpaMHOr0 HaJallITyBaHHS — II€ OJHAa 3 OCHOBHHMX 3a7ady Ta MeTa
JTUTUIOMHOTO TPOEKTyBaHHSA. B miif 3amaudi Oyae mnpoBeleHa po3poOKa BIACHOTO
3a0e3nedeHHs 100 B KIHIIEBOMY PE3YJIbTAaTi OTPUMATH KOJI SIKW Oy/1e TIPAIFOBATH 331715
e(eKTUBHIIIOTO Ta MPOAYKTUBHOTO eTamy po3pooku 3D oToyeHHS!.

2.IaTerpaiiisi mporpaMHOTo HanmamTyBaHHs B [13 — 114 3a7a4a BiAMOBIIA€ 3a IHTETPAIIIIO
BJIACHOI pOo3pOOKH B IporpaMHe 3ade3rneueHHs, a came B 3D penakrop.

3.TectyBaHHS TPOrpPaMHOrO0 HAJNAIMNTYBaHHS — B IIBOMY IYHKTI OyJe TpOBEICHO
TECTYBaHHS HaIIOT PO3POOKH 3a1J1s1 6e3nepediitHoT poOoTH.

4.CTBOpEHHS KOHIENT-apTIiB — B IIbOMY ITpoLieci Oy1yTh po3po0iieHi Bi3yaabH1 KOHIEIIT
Ta MaKeTH, K1 OyAyTh BU3HAYaTH 30BHIIIHINA BUTIISA Ta aTMOC(Epy TpH.

5.CTBOpEHHS UTIOCTpalliif — 11 3a1a4a HeCe BIAMOBIIAIbHICTD 32 CTBOPEHHSI LTFOCTPAIIii
JUIS JTOKAITIA, TPeIMETIB, TIOIIH TOIIO.
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6.MopentoBaHHsS 00’ €KTIB/EPCOHAXIB/OTOYEHHS — B MM 3aaadi Oyjae BigOyBaTuCs
IPOIIeC CTBOPEHHS BIpTyaIbHUX TPUBUMIpPHUX 00’ €KTIB 3a JoriomMoror 3D penakTopy Ta
HAIIIOro po3p0o0JICHOr0 MPOrPaMHOTO HaJIaIlITyBaHHS.

7.CTBOpeHHsI MaTepialliB Ta TEKCTYp — B LbOMY Ipoiieci Oyae BinOyBaTucs CTBOPEHHS
Bi3yaJbHUX €JIEMEHTIB K1 OyAyTh HalaBaTu 00’ €KTaM iX 30BHILIHIN BUTISAA Y Tpi.

8.CTBOpEeHHS aHIMaIIi1 — 1151 3a71a4a BiJIOBIIA€ 32 CTBOPEHHS PyXy Ta IMHAMIKH 00’ €KTIB.

9.TecTyBaHHS — 3aBepIIATBHHUIA €Tam y pO3poOIli KiHIIEBOTO MPOAYKTY, TECTyBaHHSI
BIJIMOBIAA€E 3a MepeBipKy cyMicHOCTI 3D enemMeHTIB.

= 4 Po3pobka 360 pHiB B111.06.24 Mu 27.10.25
= CTeopeHHa nporpamiore 1 gexs M1 29.04.24 Mr11.10.24 Po3pobHuK NnporpamHoro
HanawTyeaHHA zabezneuenHA(Mporpamict
= IHTerpauia nporpamHoro 1 geHs MH14.10.24 MNr22.11.24 22 Po3poBHMK NporpamHoro
HanawTysaHHA B M3 zabeaneyenHA(Mporpamict
= TecTyBaHHA Nporpamdore 1 aeHe Mu25.11.24 Br03.12.24 23 Po3pobHuK nporpamHoro
HanawTyesaHHA zabeaneyenHAa(lMporpamict
= CTeopeHHA KoHuenT-apTie 30 gHiB Cp04.12.24 Brl14.01.25 24 Concept Artist
= CTBOPEHHA INHOCTpaLif 1 aeHb Cp 15.01.25 MH03.02.25 25 2D Artist
() MogenwoeaHHA ob'exTiB 1 0eHb BT04.02.25 MNn17.03.25 26 Junior 3D Artist;Middle 3D,
= CTBOpEeHHA NepCoHamie 30 onie Br18.03.25 Mu28.04.25 27 Character Artist
() CTBOpEeHHA OTOYEeHA 1 neHb BT29.04.25 TMH09.06.25 28 Environment 3D Artist
= CTeopeHHA matepianie 60 oHie Br10.06.25 Mwn01.09.25 29 Material Artist
= CTBOpPEHHA TEKCTYP 1 aeHb BT 02.09.25 MH13.10.25 30 Middle 3D Artist;Senior 3D
g CTeOpeHHA aHimawii 60 oHie BT14.10.25 TM4H05.01.26 31 3D Animator
L TecTyBaHHA 1 aeHs Br06.01.26 M+ 16.02.26 32 TecTyBanbHUK
4.2.3 Pospobka

BaxxnuBo BIAMITUTH, yC1 OINKCaHI 3aBJaHHS BHILIE OYIyTh BUKOHYBaTHUCH
MOCHIIOBHO. [l KOXHOro eramy BH3HA4€HI CBOI TEPMIHM Ta BIJIMNOBIJAIbHI
CHIBPOOITHUKH MIPOEKTY.

4.3 Orasp pecypceiB NPOEKTY

VY naHiif yacTHHI po3Aly Oy1yTh ONMCaHI pecypcH 1 Or0IKET NpoeKTy. TyT OyayTh
OMKCaHl 3HAYEHHS Ta BaXJMBOCTI MPABWJIBHOTO YIPABIIHHA pecypcamMu y MPOEKTI
cTBOpeHHs1 cTBOpeHHs 3D rpadiku s KOMIT IOTEPHOT I'pY 3 TEMAaTHUKOIO BHKUBAHHS B
CKPYTHUX yMOBax. Mo>kHa 3a3HaYUTH, 110 €(PEKTUBHE BUKOPUCTAHHS PECYPCiB, TAKUX 5K
JIOAChKI, MaTepiayibHI Ta ()IHAHCOBI, € KIIOYOBUM ACHEKTOM YCIIIIHOTO BHUKOHAHHS
Oynp-sikoro mpoekTy, 30kpema B IT iHmyctpii. Takox MoKHa Haraaatu, IO OTJIST
pPECYPCIB TPOEKTY JOMOMArae 3po3yMITH, SIK pecypcu OyayTb BHUKOPHUCTOBYBATHUCS
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IPOTATOM TPOEKTY, 1 SIK €(PEeKTUBHO KEpyBaTH ISl TOCATHEHHS MOCTaBICHUX LIIEH Ta
3aBAaHb.

3aranpHuii 010pKeT poekTy Oyae ckinamaatu 7.000.000 rpuBeHb.

Ha 300paxennsax 4.3.1 ta 4.3.2 OynyTh HaBeJCHI apKyllll pecypciB Ta OMHUCaHI
BIJIMOBIAAIBHOCTI KOXKHOTO CITIBPOOITHUKY MPOEKTY cTBOpeHHs 3D rpadiku ans rpu 3
TEMATUKOIO BI)KHBAHHS B CKDYTHHX YMOBaX.

Cning 3a3HauuTH, 3apoOITHS IUIaTa CHIBPOOITHUKIB IIPOEKTY BHU3HAUEHA 3a
MOTOJIMHHY POOOTY, a poOOUNii ICHb TPUBAE § TOMH.

OpuHuug
BUMIpHOBaE Makc. CraHgapTHa Craska
@ HazeaHwe pecypca »  Tun ~ | MaTepianie »  HiLianm - | [pyna - | euHUL -  CT3BKa v | CEEPXYPOUH

1 | | EnexTpoeHepria Butpatun E
2 OpeHaa odicy ButpaTti 0O
3 OBcnyroeysaHHA Butpat 0

obnagHaHHA
4 Po3poBHMK PoBoTa P 100% 930,00 2/r 1034,002/r

NporgamHoro
3 Concept Artist PoBoTta C 100% 676,00 2/t 712,00 2/r
6 Junior 3D Artist PoBoTa 1 100% 121,302/t 135,00 2/r
7 Middle 3D Artist PoboTa M 100% 486,512/t 501,002/t
g Senior 3D Artist PoBoTa 5 100% 786,00 2/t 804,00 2/r
9 Environment 3D PoBoTa E 100% 340,00 &/t 370,00 2/t

Artist
10 3D Generalist PoBoTa 3 100% 400,00 2/t 454,00 2/t
1" Material Artist PoBoTa M 100% 332,00 &/r 397,00 &/t
12 Character Artist PoBoTta C 100% 550,00 2/t 610,00 &/t
13 2D Artist PoBoTa 2 100% 410,00 2/r 489,00 2/r
14 3D Animator PoBoTta 3 100% 509,00 &/t 601,00 &/r

4.3.1 Apxyw pecypcis

1. Po3poOuuk mporpamuoro 3abesneueHss([Iporpamict) — BinmoBizae 3a po3poOKy
IPOrPaMHOTO HAJIAIITYBaHHS B MEKax HAIIOro MpoeKTy. PeanizoBye QPyHKIIIOHATBHICTh
KOZYy.

2.Concept Artist(KoHuenTyBaJlbHHK) — BIJINOBIJIA€ 32 PO3POOKY Bi3yadbHUX KOHIIENTIB
Ta 11€el.

3.Junior/Middle/Senior 3D Artist - BiAMOBiIat0Th 32 CTBOPEHHS TPUBUMIPHUX MOJIETICH,
a caMe: CTHITI30BaH1 00’ €KTH, 00’ €KTH apXITEKTypH Ta 1HIII aceTu. [XH1 BiAMOBI 1aTbHOCTI
MOYTbh BapiFOBATUCS B 3aJICKHOCTI BiJ] 1X PIBHSI IOCBITY 1 pOJIi B KOMaH/II.

4. Environment 3D Artist(Xyq0KHUK OTOUYEHHS) — BIATMOBIIa€ 32 CTBOPEHHS OTOYCHHS 1
JIOKAIIN TS TIPOEKTY, & caMe: CTBOPEHHS JIaHImad Ty, PO3MIIIIEHHS 00’ €KTIB, CTBOPEHHS
aTMOC(EPHOCTI.

5.3D Generalist — BiamoBiJlae 3a IMMPOKUH CHEKTp 3aBaaHb. KopoTko 11,0TO
CIIBpOOITHUKA MOXHA onrcatu ‘JItouHa mBeHapbCKui HIK .
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6.Material Artist — BiANOBIIaIbLHUM 32 CTBOPEHHS Ta ONTUMI3AIII0 MaTepiaIiB 1 TEKCTYP.

7.Character Artist — BiANoOBiZa€ 3a CTBOPEHHS TPUBUMIPHUX MEPCOHAXIB. Y HOro
00OB’SI3KM BXOJHWTH HU3KA 33/a4: KOHIICTITyaJdbHHI TWU3aiiH, MOJCIIOBAHHS, PUTTIHT,
aHiMarrs.

8.2D Artist — BiAmoOBiAa€ 3a CTBOPEHHS JBOBUMIPHUX rpadiyHUX €JIEMEHTIB Ta pO3pOOKY
1HTEepdeiCiB.

9.3D Animator — BiJIOB1/1a€ 3a CTBOPEHHS aHIMallli TPUBUMIPHUX 00’ €KTIB Ta poOOTY 31
CKEJIETHOIO aHIMAIIIEIO.

15 HR Manager PobBoTa H 100% 127,00 2/r 214,00 2/t

16 QA Manager PobBoTa Q 100% 136,00 2/r 241,00 2/t

17 Team Lead PobBoTa T 100% 1127,00&/r 1300,002/r

18 TecTyBanbHUK PobBoTa T 100% 112,70 2/r 198,00 2/t

19 KepisHuk npoerty  PoboTa K 100% 227,00 2/r 299,00 2/t

20 MpOEKTHMIA PoBoTa n 100% 563,80 2/r 647,00 2/t
MEHeLKep

21 BiHaHCoBKUA PobBoTa @ 100% 164,40 2/t 210,00 2/t
MEeHEIHED

22 MeHegmep 3 PoBoTa M 100% 211,302/t 297,002/t

YnpaeniHHA AKOCTI
4.3.2 Apkyu pecypciB

10.HR Manager — BiANOBIJaIbHUM 32 KEPyBaHHS JIIOACHKUMU pecypcaMu B MPOEKTI, a
caMme: HabO1p mepcoHany, OHOOPAUHT, KaJApOBE aJAMIHICTPYBaHHS.

11.QA Manager — MeHeKEDP 3 KOTPOJIIO SKOCTI Ta 3a0€3MeUYeHHs SKOCTI MPOrpaMHOro
HajamTyBaHHsI. B 000OB’SI3kM MeHemkepa 3 KOHTPOJIIO SIKOCTI BXOJIAThH: IJIaHYBAHHS
TECTYBaHHS, KEpyBaHHS TECTOBMM  IMPOLIECOM, aBTOMAaTH3allisl  TECTyBaHHS,
BCTAHOBJICHHS CTaHJAPTIB SIKOCTI, KEpyBaHHs AePEKTaMHU.

12.Team Lead — BiamoBijaJbHUM 3a KEPIBHHUIITBO KOMAaHOK PO3POOHHKIB, a came:
TEXHIYHE KEPIBHUIITBO, TUIAHYBAHHS 1 KOHTPOJIb, B3A€MOIiSI 31 CTEHKXOJIIEpaMHu.

13.TecTyBanbHUK — BIANOBIJAIBHUI 3a SKICTh MPOTPAMHOTO HAJNAIITYBAHHS y MEKax
HAIIOI0 IIPOEKTY.

14.KepiBHUK MTPOEKTY — JIFOJMHA SIKa BIJIMOBIIA€E 3a KEPYBAHHS yciMa eTarnamMu MPOEKTY.

15.mpoexTHUIT MEHEKep — BIAMOBIAA€E 3a KEPyBaHHS HAILIUM IPOEKTOM 3 IMOYATKY Ta JI0
3aBepuIeHHs. Mae J1yke pi3Hu# My 000B’s3KiB.

16.®DinaHCcOBUN MEHEHKEP — Ma€e 00OB’SI3KM €(PEKTUBHOTO KepyBaHHS (iHAHCAMU Ta
(h1HaHCOBUMM MUTAHHSIMH MPOEKTY 3 METOIO 3a0€3MEUYECHHS HOro YCHIIITHOCTI.

17.Menemxep 3 ympaBJliHHS SIKICTIO — BIJINOBIJA€ 3a SIKICTh KIHIIEBOTO MPOIYKTY
IIPOEKTY.
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4.4 Anaji3 3a1ikaBJIeHUX CTOPIH

AHani3 3alliKaBIeHUX CTOPIH (CTEHKXOJAEPIB) AJIA MPOEKTY € OOOB’S3KOBUM €TaroM
yIOpaBIiHHA, TOMY B I[bOMY MiJIp0o3a1i Oyae BU3HAUEHO, XTO BIUIMBAE HA MPOEKT Ta Ha
KOro BIUTMBae MpoekT. lle nomomoske Kparie 3po3yMiTH BHMOTH, OYIKyBaHHS Ta
MOTEHITIHI PU3WKH, MOB'SI3aHl 3 KOKHUM cTeiikxonaepoM. st mpoekTy po3podku 3D
rpadiku 175 TpU Ha TEMATUKY BIDKUBAHHA B CKPYTHUX YMOBax OyJie BUIIJICHO HACTYIHI
TpyNH 3aliKaBICHUX CTOPIH:

BuyTpimHi 3anikaBiieHi CTOPOHM NPOEKTY cTBOpeHHst 3D rpadikm miasi rpu 3
TEMATHKOI0O BUKMBAHHA B CKPYTHHX YMOBAaX:

1. Komanjaa po3poOHuKIB:

InTepecu: BukoHaTu 3aBHaHHS BIANOBIAHO A0 IUIaHY, OTPUMATH JOCBIA Ta
MIJBUILEHHS 3a YCHIIIHICTh peami3anii.

OuikyBanHs: YiTKe pO3yMIHHS BUMOT, HAasBHICTb HEOOXIJIHHX pECypcCiB, TapHa
KOMYHIKaIIisl 3 KEPIBHUIITBOM.

Brnus: BninmuBaroTh Ha SIKICTh Ta TEPMIHU BUKOHAHHS.
2.IPOEKTHUI MEHeIKep:

IaTepecn: YcminiHe 3aBEpIICHHS MPOEKTY B MEKax TEPMiHIB Ta BHU3HAYCHOIO
OI0JIKETY.

OuikyBaHHs: Bucokuit piBeHb KOMYHIKAIllT 3 KOMaHJOI0 Ta KEPIBHUIITBOM, YITKE
PO3YMIHHS BUMOT.

Bnus: BriinBae Ha pecypcu, KOHTPOJIb BAKOHAHHS 337a4, KOOPAUHAL[IS KOMaH/IH.
3. KepiBHMUTBO:

IaTepecu: IligBuIEeHHS KOHKYPEHTOCHPOMOXKHOCTI, 30UIbIIEHHS NPUOYTKY B
MaiOyTHbOMY.

OuikyBaHHS: BiANOBIAHICTE IPOEKTY 3a3HAYEHHUM LIISIM.
Brnug: BuszHauae O10/pKeT Ta pecypcu, IPUUHATTS BaXJIMBUX PILIICHb.

30BHIIIHI 3anikaB/ieHI CTOPOHU NPOEKTy cTBOpeHHst 3D rpadiku aas rpu 3
TEMaTHKOK BH:KUBAHHA B CKPYTHUX YMOBAaX:

1.ITocTavyanbHUKH JIiEH3IHHOTO0 POrPAMHOI0 3a0e3MeYeHHs:
InTepecu: 3abe3neueHHs BUKOPUCTAHHS MPOTrPaMHUX MPOAYKTIB Y MPOEKTI.
[TinTpriMKa JOBrOCTPOKOBOI CITIBIIPAITi.

Brmuie: BrmmBaroTh Ha JOCTYITHICTH Ta YMOBHM BHKOPHCTaHHS TPOTPAMHOTO
3a0€e3MeYeHHS.
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2. [locTavyaJdbHUKH 00JIAJHAHHSA

[aTepecu: 361bIICHHS MPOJAXY CBOrO OOJaJHAHHSA, MITPUMKA JOBIOCTPOKOBOI
CIIBITpAIIi.

BrumiB: BriimBaroTh Ha SKICTh HEOOX1THOTO 00JIaIHAHHS Ta MaTepiaiB.
3. InBecTOpHU:

[atepecn: OTpumatd MakCUMaJbHUWA TNPUOYTOK BiJl 1HBECTOBAHUX KOIITIB,
3a0e3neyeHHs CTa0lIbHOCTI IPOEKTY.

Brug: BrimnBaroTh Ha OIOJIKET Ta peCypCH MPOEKTY.
4. Ceprudikauiiiti opranu:

InTepecu: 3abe3neyeHHsl BIANOBIAHICTh NPOAYKTY BCTAHOBJIEHUM CTaHAApTaM 1
HOpMaM.

BrumiB: BriinBaroTh Ha SKICTh KIHIIEBOTO IIPOIYKTY.

4.5 SWOT-anaunui3

SWOT ananiz — 1€ IHCTPYMEHT CTpaTeriyHOTO IUIAHYBaHHSA, IO
BUKOPUCTOBYETHCS ISl OI[IHKM BHYTPIIIHIX Ta 30BHIMIHIX (PAKTOPIB, K1 BIUIUBAIOTh HA
opranizamito abo nmpoekt. SWOT posmudpoByerbest sk Strengths (CuiibHiI cTOpOHN),
Weaknesses (Cnabxki croponn), Opportunities (MoxknuBocti) 1 Threats (3arposn).

Meroto SWOT ananizy € igeHTudiKalis KIHOUYOBUX (HAKTOPIB, SKI MOXKYTh
BIUTUHYTH HA YCIIX TPOEKTY.

SWOT anani3 npoekTy:

CuibHi CTOPOHH

Cua0ki croponu

3pocTaHHS NOMYJISIPHOCTI KAHPY:
Irpu 3 TeMaTUKOIO BUXKMBAHHS B
CKPYTHUX YMOBaX 3apE€KOMEHIYBaIN
ce0e sIK OJIMH 3 HAMMOMYJISIPHIILIUX
YKaHPIB B IHIYCTPIi.

Bucoka cryniHb iHHOBaLii:

PuHOK BiIOMHUI CBOEIO TOTOBHICTIO J10
BIIPOBAHPKCHHS HOBUX TEXHOJIOT1H Ta
1J1eH.

IInpoxki MOKIMBOCTI MOHETH3AIIII:
Jlo3Bossie po3poOHUKaM
BUKOPUCTOBYBATH Pi3HI MOEII

3pocTaHHA KOHKYPEHIIii:

3 nosiBOIO0 0araTbOX HOBUX 1TOp y
[IbOMY >KaHp1 KOHKYPEHIlisl HA PUHKY
CTa€ BCE OUIBII dKOPCTKOIO, 110 MOXKE
YCKIIQTHUTH TPOCYBAHHS HOBUX
MPOJIYKTIB.

TexHiuHi 00MeKeHHS:

Mo>knnB1 TeXHIYHI OOMEKEHHS MTPU
1HTerpatii pi3HUX IHCTPYMEHTIB Ta
TEXHOJIOT1H.

Bucoka BapricTh po3pooku:
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MOHeTHU3aIlli, mpoaax 0a30B0O1 IpH,
DLC, mikpoTpaH3akiiii Ta MiN1UCOK.

3Ha4yH1 BUTPATU HA JILICH31HE
nmporpamMHe 3a0e3MeueHHs Ta
oOJ1aTHaHHS.

TpuBasicTh npouecy po3pooxku:
Mertonosoris po3pooku Waterfall
MO>Ke OyTH MEHII THYYKOIO, 10
BIUIMBAE HA aJanTaiiio 10 3MIH I Jac
PO3pOOKHU.

MokJIuBOCTI

3arpo3u

Po3BHTOK HOBHX TE€XHOJIOTIii:
BukopucranHs HOBUX TE€XHOJIOT1H IS
MOKpPAIICHHS SKOCTI rpadiku.
IHapTHEpcTBO:

MoXIHMBICTh CHIBIpAIll 3 IHITUMH
KOMIIaHISIMH Ta CIEI1aJICTaMHU JJI
MOKPAIIIEHHS KIHIIEBOTO MPOAYKTY.
Po3mnpeHHs1 Ha HOBi pUHKU:
MoXIHMBICTh BUXOIY Ha MIDKHAPOTHI
PUHKH Ta 3a]Ty4€HHSI HOBOTO

KonkypeHuist 3 iIHINMMH KaHpPaAMU:
[TipaTcTBO Ta KOMiIOBAaHHS MOXE
MIPU3BECTH JI0 3HWKEHHS MIPUOYTKY 3
IrPOBUX KOMIH.

3MiHU B TEXHOJIOTIAAX:

[IIBM KM PO3BUTOK TEXHOJOT1N MOXKE
3pOoOUTH JIesKl THCTPYMEHTH 1 METOAU
3acTaplIuMH.

DiHaHCOBI pU3UKH:

Hecraua ¢inancyBanHs a0o

KOM IOHITI. HernepeadayeH1 BUTPaTH MOXKYTh

MMOCTAaBUTH MPOEKT i 3arpo3y.

SWOT-anani3z npoekty ctBoperHs 3D rpadiku Ajig rpu Ha TEMaTUKY BUXKWBAHHS
B CKPYTHUX yMOBax IIOKa3ye, M0 MPOEKT Ma€ 3HAYHMM TMOTEHIIAJl 3aBISKH CBOIM
CUJIBHUM CTOPOHAM, TaKUM SIK BHCOKa SKICTh Tpadiku Ta JocBigueHa koMmanaa. [Ipote,
JUTsL yCHIITHOI peasi3allii HeoOX1THO BpaxOBYBaTH CJIa0KI CTOPOHH, 30KpeMa BHCOKI
BUTpPATH Ta CKJIAIHICTh yNPaBIiHHA. MOKIUBOCTI 3pOCTaHHS PUHKY 1TOp Ta pO3IIUPEHHS
ayJIMTOPil BIAKPUBAIOTh MEPCIIEKTUBH ISl PO3BUTKY, MPOTE HEOOXITHO OyTH TOTOBUMH
JI0 KOHKYPEHIIii Ta TEXHOJOTIYHNX PU3HKIB.

3aranom, ycrix MpPOEKTY 3ajiexaTUME BiJ] 3AaTHOCTI €()eKTUBHO BUKOPUCTOBYBATH
CBO1 CHJIbHI CTOPOHU Ta MOJIUBOCTI, BOJHOYAC MIHIMI3YIOUH BIUIMB CIA0KUX CTOPIH Ta
3arpos.

4.6 IlosiTuKa AKOCTI NPOEKTY cTBOPeHHs 3D rpagiku 1y KOMII’IOTEPHOI I'PH 3
TEMaTHKOK BUKUBAHHSA B CKPYTHUX YMOBAX.

OpoeKT 3000B's3aHMI 3a0e3MedyBaTh BHUCOKY SKICTb B pPO3poOLI MPOEKTY
yopasiiaHs 3D rpadikoro s TpU NIISXOM BIPOBAHKEHHS Ta JOTPUMAHHS BUMOT
cragaapty JACTY ISO 9001:2015. mpoekT mparsHe A0 TOCTIMHOTO BIOCKOHAJICHHS
MPOIIECIB Ta MPOAYKTIB, MO0 3aJ0BOJHLHUTH MOTPEeOM KOPHUCTYBayiB Ta 3a0€3MEUUTH
BUCOKUI PIBEHb SKOCTI y BCIX acleKTax JisIbHOCTI.
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Iisti mostiTukM sIKOCTI MPOEKTY cTBOPeHHA 3D rpadiku 1 KOMIT’IOTEPHOI
rPH 3 TEMATHKOK BUKMBAHHA B CKPYTHHUX YMOBAaX:

1.3abe3neueHHs BINOBIAIHOCTI MPOIYKTY BUMOTaM KITI€HTIB Ta CTaHJapTaM:

- BukoHaHHs BCiX BUMOT, BCTAHOBJIEHUX CTaHAApTaM, a TAKOX BUMOT CTaHJApTy
JACTY ISO 9001:2015.

- [locTiiiHe OHOBJICHHS MPOIECIB Ta MPOLIEAYP JJIsI 3a0e3neYeHHs BIAMOBITHOCTI
BHUMOTaM.

2.ITinBuIIIEHHS 33/10BOJIEHOCT] KOPUCTYBAYiB:

- 3abe3neueHHs BUCOKOI SKOCT1 MPOAYKTY, IO BIJIMOBI/Ia€ OUIKYBaHHSIM Ta
notpe6aM KOpUCTYBayiB.

- 3a0e3neyeHHs] BYaCHOTO BUKOHAHHS 3aMOBJIEHb Ta BUPILICHHS OyAb-SKHX
po0JjIeM, 1110 BUHUKAIOTb.

3.IlocTiiiHe BIOCKOHAJICHHS IIPOIICCIB:

- BripoBaipkeHHS cHCTeMHU YIPABIIHHS SKICTIO 3T1AHO 3 BAMOTaMU CTaHIapTy
ISO 9001:2015.

- [TocTiitHe oIiHIOBaHHS Ta BJOCKOHAJIEHHS €()eKTUBHOCTI MPOIIECIB PO3POOKH Ta
YIOPABIIHHS TPOEKTOM.

4 KoMyHIKallist Ta CIiBIIparls:

- 3abe3neueHHs e(heKTUBHOT KOMYHIKAIIIT Ta CIIBIpAIll MK yCiMa 3aI[iKaBJICHUMH
CTOPOHAMU TIPOEKTY.

- Bupimensst KoHQIIKTIB Ta MpoOJeM HUIIXOM B3aEMOPO3YMIHHS Ta CHiBIIpall.
5.HaBuaHHs Ta pO3BUTOK CITIBPOOITHUKIB:

- 3abe3reueHHs HaBUYaHHS Ta PO3BUTKY NIEPCOHAIY JIJIsl 3a0€3MeUEHHS BUCOKOTO
piBHsI podeciiHOT KOMIIETEHTHOCTI.

- CTBOpEHHSI CIPUATIMBOI aTMOC(HEPH 11l HABYAHHS Ta PO3BUTKY MEPCOHATY.

L1 wini BU3HAYAIOTh Hally 3000B's13aHICTh JOCSTTA BUCOKOTO PIBHS SIKOCTI Y BCIX
acreKTax po3poOKH MpoeKTY ymnpaBiaiHHg 3D rpadikoro s Tpy BIAMOBIAHO 10 BUMOT
crangapty JCTY ISO 9001:2015.

4.7 BUCHOBKH

1. IIpoBeneHuii 3araJibHUM OTJIsA]] IPOEKTY.

2. OrnsgHyTI Ta OMUCaHI 3a7a4i IPOEKTY.
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AN N

OrnsiHyTi Ta ONMKCaHI PECYPCH MPOEKTY

[IpoananizoBaHi Ta BUSBIICHI 3allIKaBJI€HI CTOPOHH MPOEKTY.
[Ipoenennit SWOT-anani3 npoexTy.

CTBOPEHO MOJITUKY SAKOCTI IIPOEKTY.
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BUCHOBOK

VYrpapmiHHS TPOoeKTOM po3podku 3D rpadiku a1l KOMITIOTEpPHOI TpU 3
TEMAaTHUKOIO BI)KMBAHHS B CKPYTHUX YMOBaX IMOKa3aj10 HACKUIbKU MPOLIEC CTBOPEHHS €
CKJIQJTHUM Ta OaraTorpaHHHUM, SIKMIl BUMarae riuOOKHUX 3HaHb y cepi mporpaMmyBaHHs,
3D auzaiiny Ta ynpaBiiHHS Mpoe€KTaMu. B paMkax JaHOro AUIJIOMHOTO MTPOEKTYBaHHS
OyJ10 AETAIbHO PO3IIISTHYTI BC1 KIIFOUOBI ACMEKTH, BiJ] TOYATKOBOTO MJIAHYBaHHS MPOEKTY
Ta MPUUHATTA BJIACHUX PIIICHb 0 PO3POOKH KOHILENTYaJbHUX 1Aei Ta peamizamii 3D
MOJIEJIEN.

Po3pob6ka mariny s Autodesk Maya Ha ocHOBI MOBH TiporpamyBaHHs Python
JI03BOJIMIIA 3HAYHO TIABUIIMTH NPOAYKTUBHICTH MTPOIIECY MOJICIIOBAHHS, CKOPOTHTH Yac
Ha BUKOHAHHS PyTUHHUX 3aBJIaHb Ta 3a0€3MEUNTH BHCOKY SIKICTh KiHIIEBOTO MPOIYKTY.
byna o6pana meromonoris ynpaiinHg npoektoM Waterfall, Bona 3abe3neunia 4iTky
CTPYKTYpY Ta IMOCHIZIOBHICTh BHUKOHAaHHS YCIX 3aBJaHb, IO JO3BOJIAJIO JIOCSTTH
MOCTABJICHUX I[1JIEH Y BU3HAYCH] TEPMIHH.

[leli NOpOEKT NPOAEMOHCTPYBAaB  BAXIIMBICTh BUKOPHCTAHHS  CYYaCHHX
IHCTPYMEHTIB Ta TE€XHOJIOT1 po3poOku 3D rpadiku, a TakoX MiJIKPECIUB BaXJIUBICTh
3HAYEHHS YIPaBIIHHSA IPOEKTAMMU JIJISl JOCATHEHHS YCHIIIHOTO PE3ybTaTy.

OtpumaHi 3HaHHS Ta JIOCBIT MOXYTh OyTH MOXYTh OYyTH BUKOPHUCTAH1 ISt
MOJANBIIOT0 PO3BUTKY IFPOBOi 1HAYCTpli B YKpaiHi, CHPHUSAIOYA CTBOPEHHIO
IHHOBAIIMHUX TTPOJYKTIB, K1 MOXKYTh CTaTH BXKJIMBUMU K Ha BHYTPIIIHHOMY, TaK 1 Ha
MDKHAPOJHOMY PUHKY.
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JUKEPEJIA
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JTOJATKH

Koa niariny y nopHomy 00csisi:

import maya.cmds as mc
import maya.mel as mm

if not mc.optionVar(ex="Game Poly Tools averageLine stepMode'):
mc.optionVar(iv='Game Poly Tools averageLine stepMode', 0])

if not mc.optionVar(ex='Game Poly Tools flatten axis'):
mc.optionVar(sv=['Game_Poly Tools_ flatten axis', 'view plane'])
mc.symmetricModelling(e=True, t=0.01, st=0.01)

if not mc.optionVar(ex='"Game Poly Tools flatten space'):
mc.optionVar(sv=['Game_Poly Tools flatten_space', 'os'])

if not mc.optionVar(ex='"Game_Poly Tools flatten align'):
mc.optionVar(sv=['Game_Poly Tools_flatten_align', 'mean'])

if not mc.optionVar(ex='"Game Poly Tools relax keepBorder'):
mc.optionVar(iv='"Game Poly Tools_relax keepBorder', 1])

if not mc.optionVar(ex='"Game Poly Tools relax keepShape'):
mc.optionVar(iv=['Game Poly Tools relax keepShape', 0])

if not mc.optionVar(ex='"Game Poly Tools relax_step'):
mc.optionVar(iv=['Game Poly Tools relax_step', 1])

if not mc.optionVar(ex='"Game Poly Tools randomize space'):
mc.optionVar(iv=["Game Poly Tools randomize space', 1])

if not mc.optionVar(ex='"Game Poly Tools randomize axis x"):
mc.optionVar(iv='Game_Poly Tools randomize axis x', 0])

if not mc.optionVar(ex='"Game Poly Tools randomize axis y"):
mc.optionVar(iv=['Game Poly Tools_randomize axis_y', 0])

if not mc.optionVar(ex='"Game Poly Tools randomize axis z'):
mc.optionVar(iv='Game_Poly Tools_randomize axis z', 1])

if not mc.optionVar(ex='"Game Poly Tools randomize_shift'):
mc.optionVar(fv="Game Poly Tools randomize_shift', 0.1])

if not mc.optionVar(ex="Game_ Poly Tools randomize keepBorder'):
mc.optionVar(iv=['Game Poly Tools randomize keepBorder', 1])

if not mc.optionVar(ex='"Game Poly Tools averageLine even'):
mc.optionVar(iv=["Game Poly Tools averageLine even', 0])

if not mc.optionVar(ex="Game Poly Tools averageLine keepShape'):
mc.optionVar(iv='Game Poly Tools averageLine keepShape', 0])

if not mc.optionVar(ex='"Game Poly Tools averageLine smooth'):
mc.optionVar(iv=['Game Poly Tools averageLine smooth', 0])

if not mc.optionVar(ex='"Game Poly Tools averageLine align'):
mc.optionVar(iv='Game_Poly Tools averageLine align', 1])

if not mc.optionVar(ex='"Game Poly Tools averageLine step'):
mc.optionVar(iv=['"Game Poly Tools averageLine_step', 1])

if not mc.optionVar(ex='"Game Poly Tools circlelizeLine even'):
mc.optionVar(iv='Game_Poly Tools_circlelizeLine even', 0])

if not mc.optionVar(ex='"Game Poly Tools circlelizeLine align'):
mc.optionVar(iv='Game_Poly Tools_circlelizeLine align', 1])

if not mc.optionVar(ex='"Game Poly Tools circlelizeLine radius'):
mc.optionVar(iv=["Game Poly Tools_circlelizeLine radius', 1])

if not mc.optionVar(ex='"Game Poly Tools circlelizeLine customRadius'):

mc.optionVar(fv=["Game Poly Tools_circlelizeLine customRadius', 1])

if not mc.optionVar(ex='"Game Poly Tools straightenLine even'):
mc.optionVar(iv=['"Game Poly Tools_straightenLine even', 0])

if not mc.optionVar(ex="Game Poly Tools shapeLine even'):
mc.optionVar(iv='Game_Poly Tools shapeLine even', 0])

if not mc.optionVar(ex='"Game Poly Tools mirror mode'):
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mc.optionVar(iv=['"Game Poly Tools mirror mode', 1])

if not mc.optionVar(ex='"Game Poly Tools duplicateEdges degree'):
mc.optionVar(iv='"Game Poly Tools duplicateEdges degree', 1])

if not mc.optionVar(ex='"Game Poly Tools connect div'"):
mc.optionVar(iv='"Game Poly Tools_connect div', 1])

if not mc.optionVar(ex='"Game_Poly Tools_insertEdgeLoop_div'):
mc.optionVar(iv=['"Game Poly Tools_insertEdgeLoop div', 1])

if not mc.optionVar(ex="Game_Poly Tools subdivEdges div'):
mc.optionVar(iv='"Game_Poly Tools_subdivEdges div', 1])

if not mc.optionVar(ex='"Game Poly Tools mergeFacet cleanVtxs'):
mc.optionVar(iv=['Game Poly Tools mergeFacet cleanVtxs', 0])

if not mc.optionVar(ex="Game Poly Tools_selToPattern reverse'):
mc.optionVar(iv=["Game Poly Tools_selToPattern reverse', 0])

if not mc.optionVar(ex="Game Poly Tools selNonQuardFaces 3side'):
mc.optionVar(iv=['"Game Poly Tools_selNonQuardFaces 3side', 1])

if not mc.optionVar(ex='"Game_Poly Tools_selNonQuardFaces 5side'):
mc.optionVar(iv=['"Game Poly Tools_selNonQuardFaces 5side’, 1])

if not mc.optionVar(ex="Game_Poly Tools selNonQuardFaces 6side'):
mc.optionVar(iv='"Game Poly Tools_selNonQuardFaces 6side', 1])

if not mc.optionVar(ex="Game Poly Tools selNonQuardStars 2star"):
mc.optionVar(iv=['"Game Poly Tools_selNonQuardStars_2star', 0])

if not mc.optionVar(ex='"Game_ Poly Tools selNonQuardStars 3star’):
mc.optionVar(iv=['Game Poly Tools_selNonQuardStars_3star', 0])

if not mc.optionVar(ex="Game Poly Tools selNonQuardStars Sstar"):
mc.optionVar(iv=['"Game Poly Tools_selNonQuardStars_5star', 0])

if not mc.optionVar(ex="Game Poly Tools selNonQuardStars 6star’):
mc.optionVar(iv=['"Game Poly Tools_selNonQuardStars_6star', 1])

if not mc.optionVar(ex='"Game Poly Tools selCenterVtxsThreshold'):
mc.optionVar(fv=['Game Poly Tools selCenterVtxsThreshold', 0.1])

import re, copy, os, glob
from random import uniform, randint, choice

mm.eval('source "dagMenuProc"')

mc.scriptJob(e=['Undo', '%s.pf 68()' % name 1)

commandDict = {'DeleteMeshHistory": '%s.deIMeshHistory()' % name
'EditComponents EditFacet": '%s.editFacet()' % name

'EditComponents SpinDialog": '%s.spin(dialog=True)' % name
'EditComponents_SpinForward': '%s.spin()' % _name

'EditComponents SpinBackward': '%s.spin(reverse=True)' % name |,
'EditComponents Connect': '%s.connect()' % name
'EditComponents_ConnectOptionBox": '%s.connectUI()' % name ,
'EditComponents_InsertEdgeLoop': '%s.insertEdgeLoop()' %  name
'EditComponents InsertEdgeLoopOptionBox": '%s.insertEdgeLoopUI()' % name
'EditComponents_SubdivideEdges': '%s.subdivEdges()' % name
'EditComponents_SubdivideEdgesOptionBox": '%s.subdivEdgesUI()' % name
'EditComponents MergeFaces": '%s.mergeFacet()' % name
'EditComponents_MergeFacesOptionBox": '%s.mergeFacetUI()' % name
'EditComponents AddNewFaces': '%s.addNewFaces()' % name
'MirrorPoly CreateMirror": '%s.createMirror()' % name

'MirrorPoly CreateMirrorOptionBox": '%s.mirrorPolyUl()' % name
'MirrorPoly DeleteMirror": '%s.delMirror() % _ name

'MirrorPoly TakeHalf": '%s.takeHalf()' % name ,

'MirrorPoly UpdateMirror": '%s.updateMirror()' % _name

'MirrorPoly ToggleMirror': '%s.toggleMirror()' % name

'MirrorPoly SelectCenterVtxs': '%s.getCenterVixs()' % name
'MirrorPoly_SelectCenterVtxsOptionBox': '%s.getCenterVtxsUI()' % _ name



'MirrorPoly MoveToCenter": '%s.getCenterVtxsUI()' % _ name
'SplitMesh_Split': '%s.splitMesh()' % _name

'SplitMesh_Merge": '%s.mergeMesh()' % name

'SplitMesh_Isolate': '%s.isolateSelFaces()' % name
'SplitMesh_Unisolate': '%s.unlsolateMesh()' % _ name
'SplitMesh_Duplicate': '%s.dupSelFaces()' % name

'Regularize Flatten': '%s.flatten()' % name

'Regularize FlattenOptionBox": '%s.flattenUI()' % name |,

'Regularize Relax': '%s.relax()' % name |,

'Regularize RelaxOptionBox": '%s.relaxUI()' % name
'Regularize_Randomize': '%s.randomize()' % _name

'Regularize RandomizeOptionBox': '%s.randomizeUI()' % name |,
'Regularize AverageLine'": '%s.averageLine()' % name

'Regularize AverageLineOptionBox": '%s.averageLineUI()' % name |,
'Regularize StraightenLine': '%s.straightenLine()' % name

'Regularize StraightenLineOptionBox': '%s.straightenLineUI()' % name |,
'Regularize _CirclelizeLine'": '%s.circlelizeLine()' % name

'Regularize CirclelizeLineOptionBox": '%s.circlelizeLineUI()' %  name
'Regularize DuplicateEdges": '%s.duplicateEdges()' % name |,

'Regularize DuplicateEdgesOptionBox": '%s.duplicateEdgesUI()' % _ name
'Regularize_ShapeLine': '%s.shapeLineUI()' % name |,

'Regularize ShrinkWrap'": '%s.shrinkWrapUI()' % name |,
'Select_QuickSel": '%s.quickSel()' % _name

'Select SelectNonQuardFaces'": '%s.selNonQuardFaces()' % name
'Select_SelectNonQuardFacesOptionBox": '%s.selNonQuardFacesUI()' % name
'Select SelectNonQuardStars': '%s.selNonQuardStars()' % name

'Select SelectNonQuardStarsOptionBox": '%s.selNonQuardStarsUI()' %  name
'Select_SelectOpenEdges'": '%s.selBorder()' % name

'Select_ToPattern": '%s.selToPattern()' % name

'Select ToPatternOptionBox": '%s.selToPatternUI()' % name

'Select ToBorder': "%s.selToBorder(mode="border")" % name
'Select_Tolnteral": "%s.selToBorder(mode='inside')" % name
'Display_ToggleShader": '%s.toggleShader()' % name

'Display ToggleTransparency": '%s.toggleShaderTransparency()' %  name
'Display_DisplayHardEdgesOnly": 'mc.polyOptions(ao=True,he=True)',
'Display_DisplayAllEdges": 'mc.polyOptions(ao=True,ae=True)',
'Display_HardenEdges': '%s.hardenEdge()' % _name
'Display_SoftenEdges": '%s.softenEdge()' % name

'Game Poly Tools info" '%s.info()' % name |,

'Game_Poly Tools_register': '%s.register()' % name }

def setCmd():
for namedCommand, command in commandDict.items():
try:
me.runTimeCommand(namedCommand, c=command, cat='"Game Poly Tools', cI="python")
except:
pass
def delICmd():
for namedCommand in commandDict:
try:
mc.runTimeCommand(namedCommand, edit=True, delete=True)
except:
pass
def prtCmd():
print "n\n\n\n\n' + ver + ' nameCommands:\n'
for i in sorted(commandDict.keys()):
print i
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setCmd()
mc.optionVar(iv=['Game Poly Tools_setNamedCommand', 1])
mc.optionVar(iv=['Game Poly Tools_setNamedCommand?2', 1])

def create_menu():
menus = me.IsUI(menus=True)
for eachMenu in menus:
if 'Game_Poly Tools' in mc.menu(eachMenu, qg=True, I=True):
mc.deleteUl(eachMenu)
break

melMenuCmdsl ="\n menu -1 "Game Poly Tools" -tearOff 1 -allowOptionBoxes 1 -p "MayaWindow";\n
menultem -1 "Delete Mesh History" -¢ "DeleteMeshHistory";\n menultem -d 1;\n\n menultem -1 "Edit
Components" -subMenu 1 -tearOff 1 -allowOptionBoxes 1;\n menultem -1 "Edit Facet" -c
"EditComponents EditFacet";\sn menultem -1 "Spin" -subMenu 1 -tearOff 1 -allowOptionBoxes 1;\n
menultem -1 "Spin Dialog" -¢ "EditComponents_SpinDialog";\n menultem -1 "-->" ¢
"EditComponents SpinForward";\n menultem -1 "<--" -¢c "EditComponents SpinBackward";\n setParent -
menu ..;\n\n menultem -d 1;\n menultem -1 "Connect" -c¢ "EditComponents Connect";\n menultem -
optionBox 1 -¢ "EditComponents ConnectOptionBox";\n menultem -1 "Insert Edge Loop" -c
"EditComponents InsertEdgeLoop";\n menultem -optionBox 1 -c
"EditComponents_InsertEdgeLoopOptionBox";\n menultem -1 "Subdivide Edges" -c
"EditComponents SubdivideEdges";\n menultem -optionBox 1 -c
"EditComponents SubdivideEdgesOptionBox";\n menultem -1 "Merge Faces" -c
"EditComponents MergeFaces";\n menultem -optionBox 1 -¢ "EditComponents MergeFacesOptionBox";\n
menultem -1 "Add New Faces" -c "EditComponents AddNewFaces";\n\n setParent -menu ..;\n menultem -1
"MirrorPoly" -subMenu 1 -tearOff 1 -allowOptionBoxes 1;\n  menultem -1 "Create Mirror" -c
"MirrorPoly CreateMirror";\n menultem -optionBox 1 -c¢ "MirrorPoly CreateMirrorOptionBox";\n
menultem -1 "Delete Mirror" -¢ "MirrorPoly DeleteMirror";\n menultem -1 "Take Half" -c
"MirrorPoly TakeHalf";\n menultem -d 1;\n menultem -1 "Update Mirror" -c¢ "MirrorPoly UpdateMirror";\n
menultem -1 "Toggle Mirror" -¢c "MirrorPoly ToggleMirror";\n menultem -d 1;\n menultem -1 "Sel Center
Vixs" -¢ "MirrorPoly SelectCenterVtxs";\n menultem -optionBox 1 -¢
"MirrorPoly SelectCenterVtxsOptionBox";\n menultem -1 "Move to Center" -c
"MirrorPoly MoveToCenter";\n\n setParent -menu ..;\n setParent -menu ..;\n menultem -1 "Split Mesh" -
subMenu 1 -tearOff 1 -allowOptionBoxes 1;\n  menultem -1 "Split" -c "SplitMesh_Split";\n menultem -1
"Merge" -c "SplitMesh_Merge";\n menultem -d 1;\n menultem -1 "Isolate" -c "SplitMesh_Isolate";\n
menultem -1 "Unisolate" -c¢ "SplitMesh_Unisolate";\n menultem -d 1;\n menultem -1 "Duplicate" -c
"SplitMesh_Duplicate";\n\n setParent -menu ..;\n menultem -1 "Regularize" -subMenu 1 -tearOff 1 -
allowOptionBoxes 1;\n\n menultem -1 "Flatten" -c "Regularize Flatten";\n menultem -optionBox 1 -c
"Regularize FlattenOptionBox";\n\n menultem -1 "Relax" -c "Regularize Relax";\n menultem -optionBox 1
-¢ "Regularize_RelaxOptionBox";\n\n menultem -1 "Randomize" -¢ "Regularize Randomize";\n menultem -
optionBox 1 -¢ "Regularize_RandomizeOptionBox";\n\n menultem -1 "Average Line" -c
"Regularize AverageLine";\n menultem -optionBox 1 -c "Regularize AverageLineOptionBox";\n\n
menultem -1 "Straighten Line" -c "Regularize StraightenLine";\n menultem -optionBox 1 -c
"Regularize StraightenLineOptionBox";\n\n menultem -1 "Circlelize Line" -c "Regularize CirclelizeLine";\n
menultem -optionBox 1 -¢ "Regularize CirclelizeLineOptionBox";\n\n menultem -1 "Duplicate Edges" -c
"Regularize DuplicateEdges";\n menultem -optionBox 1 -c "Regularize DuplicateEdgesOptionBox";\n\n
menultem -1 "Shape Line..." -¢c "Regularize ShapeLine";\n\n menultem -1 "ShrinkWrap..." -c
"Regularize ShrinkWrap";\n\n setParent -menu ..;\n menultem -1 "Select" -subMenu 1 -tearOff 1 -
allowOptionBoxes 1;\n menultem -1 "Quick Sel" -c¢ "Select QuickSel";\n menultem -d 1;\n menultem -1
"Select NonQuard Faces" -¢ "Select SelectNonQuardFaces";\n menultem -optionBox 1 -¢
"Select SelectNonQuardFacesOptionBox";\n menultem -1 "Select NonQuard Stars" -c
"Select_SelectNonQuardStars";\n menultem -optionBox 1 -¢ "Select_SelectNonQuardStarsOptionBox";\n
menultem -1 "Select Open Edges" -¢ "Select SelectOpenEdges";\n menultem -d 1;\n  menultem -1 "To
Pattern" -c "Select_ToPattern";\n menultem -optionBox 1 -c "Select ToPatternOptionBox";\n menultem -1
"To Border" -c "Select ToBorder";\n menultem -1 "To Interal" -c "Select Tolnteral";\n\n setParent -menu
.;\n  menultem -1 "Display" -subMenu 1 -tearOff 1 -allowOptionBoxes 1;\n menultem -1 "Toggle Shader" -c
"Display_ToggleShader";\n menultem -1 "Toggle Transparency" -c "Display ToggleTransparency";\n
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menultem -d 1;\n  menultem -1 "Display Hard Edges Only" -¢ "Display DisplayHardEdgesOnly";\n
menultem -1 "Display All Edges" -¢ "Display DisplayAllEdges";\n menultem -d 1;\n menultem -1 "Harden
Edges" -c "Display_HardenEdges";\n menultem -1 "Soften Edges" -c "Display SoftenEdges";\n\n setParent
-menu ..;\n menultem -d 1;\n menultem -1 "v1.62" -en O;\n '

melMenuCmds = melMenuCmds1

mm.eval(melMenuCmds)
create_menu()

def flattenUI():
global flatten RB 1
global RBG axis_flatten
global flatten RB 3
global flatten RB 4
global flatten RB 5
global RCL_axis_flatten
global flatten RB 2
global RBG_flatten space
global RBG flatten_align
pf 610
if pf 73('Game_Poly Tools flattenUT'):
pf_71('Flatten Window Exists!")
else:
mc.window('Game Poly Tools flattenUI', t="Flatten - Game Poly Tools', s=False, mxb=False)
mc.columnLayout(co=['both', 5], rs=3, adj=True)
RCL _axis_flatten = mc.rowColumnLayout(nc=6, cw=zip(range(1, 7), [50,
35,
35,
35,
80,
100]), cal=zip(range(1, 7), ['left'] * 6))
RBG axis_flatten = mc.radioCollection()
me.text(l=" Axis:', al="left')
flatten RB 1 = mc.radioButton(1='X', sl=mc.optionVar(q='Game Poly Tools flatten axis') =='x/,
onc="mec.radioButtonGrp(%s.RBG_flatten space,e=True,en=True);mc.optionVar(sv=['Game Poly Tools flatt
en_axis,'x"])" % name )
flatten RB 2 = mc.radioButton(I="Y", sl=mc.optionVar(q='Game Poly Tools flatten axis') =="y',
onc="mec.radioButtonGrp(%s.RBG _flatten space,e=True,en=True);mc.optionVar(sv=['Game Poly Tools flatt
en_axis,'y'])" % name )
flatten RB 3 = mc.radioButton(I='Z', sl=mc.optionVar(q='Game Poly Tools flatten axis') ==z,
onc="mec.radioButtonGrp(%s.RBG_flatten_space,e=True,en=True);mc.optionVar(sv=['Game Poly Tools flatt
en_axis','z'])" % name )
flatten RB 4 = mc.radioButton(I='View Plane', sl=mc.optionVar(q='Game Poly Tools flatten axis') ==
'view plane',
onc="mec.radioButtonGrp(%s.RBG_flatten_space,e=True,en=False);mc.optionVar(sv=['Game Poly Tools_{flatt
en_axis','view plane')" % name )
flatten RB 5 = mc.radioButton(I='Average Normal', sl=mc.optionVar(q='Game Poly Tools flatten axis')
== "average normal’,
onc="mc.radioButtonGrp(%s.RBG _flatten space,e=True,en=False);mc.optionVar(sv=['Game Poly Tools flatt
en_axis','average normal'])" % name )
mc.setParent('..")
RBG flatten_space = mc.radioButtonGrp(l1=' Space:', ntb=2, la2=["World Space', 'Object Space'], cw3=[50,
110, 120], cl13=["left'] * 3, sl=1 if mc.optionVar(q='"Game Poly Tools flatten space') =='ws'else 2,
en=mc.optionVar(q='Game Poly Tools flatten axis') in ('x','y', '2"),
onl="mc.optionVar(sv=['"Game Poly Tools flatten space','ws'])",
on2="mc.optionVar(sv=['Game Poly Tools flatten space','os'])")
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RBG flatten align = mc.radioButtonGrp(l1=' Align:', ntb=3, 1a3=['Mean’, 'Max', 'Min'], cw4=[50,

80,

70,

70], cl4=["left"] * 4, sl=1 if mc.optionVar(q='Game Poly Tools flatten align') == 'mean’' else (2 if
mc.optionVar(q='Game_Poly Tools flatten align') == 'min' else 3),
onl="mc.optionVar(sv=['Game Poly Tools_ flatten align','mean'])",
on2="mc.optionVar(sv=['"Game Poly Tools flatten align','min"])",
on3="mc.optionVar(sv=['Game Poly Tools flatten align','max'])")

mc.button(I="Flatten', c='%s.flatten()' % _name )
mc.showWindow('Game Poly Tools_flattenUT'")

def relaxUI():
global CB_relax_keepBorder
global CB_relax_keepShape
global ISG_relax_step
pf 61()
if pf 73('Game_Poly Tools relaxUI'):
pf 71('Relax Window Exists!")
else:

mc.window('Game Poly Tools relaxUI', t='Relax', s=False, mxb=False)

mc.columnLayout(co=['both', 5], rs=3, adj=True)

mc.rowColumnLayout(nc=2, cw=[(1, 110), (2, 100)])

CB_relax_keepBorder = mc.checkBox(I=' Keep Border', al="left',
v=mc.optionVar(q='Game Poly Tools relax keepBorder"),
cc="mc.optionVar(iv=['Game Poly Tools relax keepBorder',mc.checkBox(%s.CB relax keepBorder,q=True,
v=True)])" % _name )

CB_relax_keepShape = mc.checkBox(I=' Keep Shape', al="left,
v=mc.optionVar(q='Game_ Poly Tools relax keepShape'),
cc="mc.optionVar(iv=['Game_Poly Tools relax keepShape',mc.checkBox(%s.CB_relax keepShape,q=True,v
=True)])" % name )

mc.setParent('..")

ISG relax_step = mc.intSliderGrp(I=' Step:', f=True, min=1, max=10, cw=[(1, 40), (2, 40)], cal=[(1, 'left")],
rat=[1, 'top', 3], v=mc.optionVar(q='Game Poly Tools relax_step"),
cc="mc.optionVar(iv=['Game_Poly Tools relax step',mc.intSliderGrp(%s.ISG relax_step,q=True,v=True)])"
% name )

mc.button(I='Relax’, c='%s.relax()' % _name )

mc.showWindow('Game_Poly Tools_relaxUI')

def averageLineUI():
global CB_averageLine even
global CB_averageLine keepShape
global CB_averageLine smooth
global ISG_averageLine step
global RBG averageLine align
pf 61()
if pf 73('Game Poly Tools averageLineUI'):
pf 71('Average Line Window Exists!")
else:
me.window('Game Poly Tools averageLineUI', t='Average Line', s=False, mxb=False)
mc.columnLayout(co=['both', 5], rs=3, adj=True)
mc.rowColumnLayout(nc=3, cw=[(1, 80), (2, 120), (3, 80)])
CB_averageLine even = mc.checkBox(I=' Even', al="left,
v=mc.optionVar(q='Game Poly Tools averageLine even'),
cc="mc.optionVar(iv=['Game Poly Tools averageLine even',mc.checkBox(%s.CB_averageLine even,q=True
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,v=True)]);mc.intSliderGrp(%s.ISG_averageLine_step,e=True,en=not
mc.optionVar(q='Game_Poly Tools_averageLine even'))" % (__name , name_))

CB_averageLine keepShape = mc.checkBox(1=' Keep Shape', al="left,
v=mc.optionVar(q='Game Poly Tools averageLine keepShape'),
cc="mc.optionVar(iv=['Game Poly Tools averageLine keepShape',mc.checkBox(%s.CB_averageLine keepS
hape,q=True,v=True)])" % name )

CB_averageLine smooth = mc.checkBox(lI=' smooth', al="left',
v=mc.optionVar(q='Game Poly Tools averageLine smooth'),
cc="mc.optionVar(iv=['Game Poly Tools averageLine smooth',mc.checkBox(%s.CB_averageLine smooth,q
=True,v=True)])" % name )

mc.setParent('..")

RBG _averageLine align = mc.radioButtonGrp(I=' Align:', nrtb=4, la4=["YZ',

X7,

XY,

'Auto'], cw5=[55,

40,

40,

40,

40], cI5=["left'] * 5, sl=mc.optionVar(q='Game Poly Tools averageLine align'),
cc="mc.optionVar(iv=['Game Poly Tools averageLine align',mc.radioButtonGrp(%s.RBG averageLine align
,q=True,sl=True)])" % name )

ISG_averageLine step = mc.intSliderGrp(I=' Step:', f=True, min=1, max=10, cw=[(1, 55), (2, 40)],
cal=[(1, 'left")], rat=[1, 'top', 3], en=not mc.optionVar(q='Game Poly Tools averagelLine even'),
v=mc.optionVar(q='Game Poly Tools averageLine step'),
cc="mc.optionVar(iv=['Game Poly Tools averageLine step'.mc.intSliderGrp(%s.ISG_averageLine step,q=Tr
ue,v=True)])" % name )

mc.button(I='Average Line', c='%s.averageLine()' % name )

mc.showWindow('Game Poly Tools_averageLineUI'")

—n"

def straightenLineUI():
global CB_averageLine even
pf_61()
if pf 73('Game Poly Tools_straightenLineUI'"):
pf 71('straighten Line Window Exists!")
else:

me.window('Game_Poly Tools_straightenLineUI', t='Straighten Line', s=False, mxb=False)

mc.columnLayout(co=['both', 5], rs=3, adj=True)

CB_averageLine even = mc.checkBox(lI=' Even', al="left,
v=mc.optionVar(q='Game Poly Tools_straightenLine even'),
cc="mc.optionVar(iv=['Game_ Poly Tools straightenLine even',mc.checkBox(%s.CB_averageLine even,q=Tr
ue,v=True)])" % name )

me.button(I='Straighten Line', w=230, c='%s.straightenLine()' % name )

mc.showWindow('Game_Poly Tools_straightenLineUI")

def circlelizeLineUI():
global RBG_circlelizeLine align
global RBG_circlelizeLine radius
global CB_circlelizeLine even
global FF _circlelizeLine customRadius
pf_61()
if pf 73('Game_Poly Tools_circlelizeLineUI'"):
pf_71('Circlelize Line Window Exists!")
else:
me.window('Game Poly Tools _circlelizeLineUT', t='Circlelize Line', s=False, mxb=False)
mc.columnLayout(co=['both', 5], rs=3, adj=True)
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CB_circlelizeLine even = mc.checkBox(I=' Even', al="left,
v=mc.optionVar(q='Game Poly Tools_ circlelizeLine even'),
cc="mc.optionVar(iv=['Game Poly Tools_ circlelizeLine even',mc.checkBox(%s.CB_circlelizeLine even,q=T
rue,v=True)])" % name )

mc.setParent('..")

mc.columnLayout(rs=3, adj=True)

RBG_circlelizeLine align = mc.radioButtonGrp(I=' Align:', ntb=4, la4=["YZ/,

X7,

XY,

'Auto'], cw5=[55,

55,

55,

55,

55], cI5=['left'] * 5, sl=mc.optionVar(q='Game_Poly Tools_circlelizeLine align'),
cc="mc.optionVar(iv=['Game Poly Tools circlelizeLine align',mc.radioButtonGrp(%s.RBG_circlelizeLine al
ign,q=True,sl=True)])" % name )

mc.rowColumnLayout(nc=2, cw=[(1, 270), (2, 60)], rat=[1, 'bottom’, 3])

RBG circlelizeLine radius = mc.radioButtonGrp(I=' Radius:', ntb=4, la4=['Mean',

'Max!,

'Min',

'Custom:'], cw5=[55,

55,

50,

45,

60], cl5=["left"] * 5, sl=mc.optionVar(q='Game Poly Tools_circlelizeLine radius'),
cc="mc.optionVar(iv=['Game Poly Tools circlelizeLine radius',mc.radioButtonGrp(%s.RBG_circlelizeLine r
adius,q=True,sl=True)]);mc.floatField(%s.FF _circlelizeLine customRadius,e=True,en=(mc.optionVar(qg='Gam
e Poly Tools circlelizeLine radius')==4))" % (__name , name ))

FF _circlelizeLine customRadius = mc.floatField(min=0.001, max=100, pre=2,
en=mc.optionVar(q='Game Poly Tools circlelizeLine radius') == 4,
v=mc.optionVar(q='Game Poly Tools_circlelizeLine customRadius'),
cc="mc.optionVar(fv=['Game Poly Tools_circlelizeLine customRadius',mc.floatField(%s.FF_circlelizeLine c
ustomRadius,q=True,v=True)])" % name )

mc.setParent('..")

mc.button(I='Circlelize Line', c='%s.circlelizeLine()' % name )

mec.showWindow('Game Poly Tools_circlelizeLineUI")

def shapeLineUI():
global TFBG_shapeLine
global BT _shapeLine
global CB_shapeLine even
pf_61()
if pf 73('Game Poly Tools shapeLineUI'):
pf 71('AverageLine Window Exists!")
else:

mc.window('Game Poly Tools shapeLineUI', t='Shape Line', s=False, mxb=False)

mc.columnLayout(co=['both', 5], rs=3, adj=True)

CB_shapeLine even = mc.checkBox(lI=' Even', al="left’,
v=mc.optionVar(q='Game Poly Tools shapeLine even'),
cc="mc.optionVar(iv=['Game Poly Tools shapeLine even',mc.checkBox(%s.CB shapeLine even,q=True,v=
True)])" % name )

TFBG_shapeLine = mc.textFieldButtonGrp(eb=True, bl=' Add Curve ', ed=False, cw=[1, 180],
bc="%s.addShapeCurve()' % name )

BT _shapeLine = mc.button(l='"Shape Line', en=False, c='%s.shapeLine()' % _name )

mc.showWindow('Game Poly Tools_shapeLineUI")
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def randomizeUI():
global FSG_shift randomize
global RBG space randomize
global CBG_axis_randomize
global CB_protectBorder randomize
pf 61()
if pf 73('Game_Poly Tools randomizeUI'):
pf _71('Randomize Window Exists!")
else:

me.window('Game_Poly Tools randomizeUI', t='Randomize', s=False, mxb=False)

mc.columnLayout(co=['both', 5], rs=3, adj=True)

RBG space randomize = mc.radioButtonGrp(I=' Space:', nrb=3, la3=['Normal', 'Object', 'World'],
cw4=[50,

60,

60,

60], cl4=["left'] * 4, sl=mc.optionVar(q='Game Poly Tools randomize space'),
cc="mc.optionVar(iv=['Game Poly Tools randomize space',mc.radioButtonGrp(%s.RBG_space randomize,q
=True,sI=True)])" % _name )

CBG_axis_randomize = mc.checkBoxGrp(I=' Axis:', ncb=3, 1a3=['X", 'Y", 'Z'], cw4=[50,

60,

60,

60], cl4=["left'] * 4, vl=mc.optionVar(q='Game Poly Tools randomize axis_x'),
v2=mc.optionVar(q='Game Poly Tools randomize axis y'),
v3=mc.optionVar(q='Game Poly Tools randomize axis_z'),
ccl="mc.optionVar(iv='"Game Poly Tools _randomize axis x',mc.checkBoxGrp(%s.CBG_axis_randomize,q=
True,v1=True)])" % name |,
cc2="mc.optionVar(iv=['Game Poly Tools randomize axis_y'.mc.checkBoxGrp(%s.CBG_axis randomize,q=
True,v2=True)])" % name |,
cc3="mc.optionVar(iv=['Game Poly Tools randomize axis z',mc.checkBoxGrp(%s.CBG axis_randomize,q=
True,v3=True)])" % name )

FSG_shift randomize = mc.floatSliderGrp(l=' Shift:', f=True,
v=mc.optionVar(q="Game Poly Tools randomize_shift"), step=0.001, min=0.001, max=1, cw=[(1, 50), (2,
38)], cal=[(1, "left")],
cc="mc.optionVar(fv=['Game Poly Tools randomize shift',mc.floatSliderGrp(%s.FSG_shift randomize,q=Tr
ue,v=True)])" % name )

CB_protectBorder_randomize = mc.checkBox(1="Keep Border',
v=mc.optionVar(q='Game Poly Tools randomize keepBorder'), al="left,
cc="mc.optionVar(iv=['Game_Poly Tools randomize keepBorder',mc.checkBox(%s.CB_protectBorder rando
mize,q=True,v=True)])" % name )

mc.button(I='Randomize’, c="%s.randomize()' % name )

mc.showWindow('Game_Poly Tools randomizeUT')

def shrinkWrapUI():
global CB_border_shrinkWrap
global RBG_mode_shrinkWrap
global BT_shrinkWrap
global TFBG_shrinkWrap
pf 61()
if pf_73('Game_Poly Tools_shrinkWrapUT'):
pf 71('ShrinkWrap Window Exists!")
else:
me.window('Game Poly Tools shrinkWrapUT', t='ShrinkWrap', s=False, mxb=False)
mc.columnLayout(co=['both’, 5], rs=3, adj=True)
TFBG_shrinkWrap = mc.textFieldButtonGrp(eb=True, bl=' Add Target ', ed=False, cw=[1, 150],
bc="%s.addWrapTarget()' % name )
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mc.rowColumnLayout(nc=2, cw=[(1, 150), (2, 60)], cat=[2, 'left, 12])

RBG mode shrinkWrap = mc.radioButtonGrp(nrb=2, I=' Mode:', la2=['Vertex', 'Facet'], sl=1, cw3=[45,
60, 45], cal=[1, 'left'], on1="mc.checkBox(%s.CB_border shrinkWrap,e=True,en=False)' % name ,
on2="mc.checkBox(%s.CB_border shrinkWrap,e=True,en=True)' % name )

CB_border_shrinkWrap = mc.checkBox(I='"Border', v=True, en=False)

mc.setParent('..")

BT _shrinkWrap = mc.button(l='ShrinkWrap', en=False, c='%s.shrinkWrap()' % _ name )

mc.showWindow('Game Poly Tools_shrinkWrapUTI')

def shrinkWrapUI popupMenu():
if pf 73('shrinkWrapUI popupMenu'):
mc.deleteUI('shrinkWrapUI popupMenu')
target = mc.textFieldButtonGrp(TFBG_shrinkWrap, q=True, tx=True)
if target and mc.objExists(target):
mc.popupMenu('shrinkWrapUI_popupMenu', p=TFBG_shrinkWrap)
mc.menultem(1="Enable’, cb=True, c="%s.enableShrinkWrap()' % name )
mc.menultem(d=True)
me.menultem(I="Select Target', c='%s.selWrapTarget()' % name )
mc.menultem(I="Remove Target', c='%s.removeWrapTarget()' %0 name )
mc.menultem(d=True)
mc.menultem(I="Make Target Live', c="mc.makeLive('%s')" % mc.listRelatives(target, s=True)[0])
me.menultem(I="Turn Off Live', c='mc.makeLive(n=True)")
mc.menultem(d=True)
mc.menultem(1="Target Visibility', cb=mc.getAttr(target + '.v'), c="%s.toggleWrapTargetVis()' %
__name_ )
targetShape = mc.listRelatives(target, s=True)[0]
curShaderGrp = mc.listConnections(targetShape, t='shadingEngine")
if curShaderGrp:
curShader = mc.listConnections(curShaderGrp[0], t="Tambert")
if curShader:
curShader = curShader[0]
transparency = any(mc.getAttr(curShader + '.transparency')[0])
mc.menultem(1="Target Transparency', cb=transparency, c='"%s.toggleWrapTargetTranspency()' %
__name )
mc.radioMenultemCollection(p="'shrink WrapUI popupMenu')
mc.menultem(I="Normal', rtb=True if not mc.getAttr(target + .overrideEnabled') or
mc.getAttr('%s.overrideDisplayType' % target) == 0 else False, c="%s.toggleWrapTargetOverride(mode=0)' %
__name )
mc.menultem(I="Template', rb=True if mc.getAttr('%s.overrideDisplayType' % target) == 1 and
mc.getAttr(target + .overrideEnabled’) else False, c='%s.toggleWrapTargetOverride(mode=1)' % name )
mec.menultem(I='"Reference’, rb=True if mc.getAttr('%s.overrideDisplayType' % target) == 2 and
mc.getAttr(target + ".overrideEnabled’) else False, c="%s.toggleWrapTargetOverride(mode=2)' % name )

def relax():
pf 61()
selComps = pf 06()
if selComps:
selComps, selVtxs = selComps|[:2]
keepBorder = mc.optionVar(q='Game Poly Tools relax keepBorder')
keepShape = mc.optionVar(q='Game Poly Tools relax_keepShape')
step = mc.optionVar(q='Game Poly Tools_relax_step')
if keepBorder:
selVtxs = [ vtx for vtx in selVtxs if not pf_08(vtx) ]
if keepShape:
mesh = pf 29()
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target = None
if pf 73('Game Poly Tools_shrinkWrapUI') and mc.button(BT _shrinkWrap, g=True, en=True):
target = mc.textFieldButtonGrp(TFBG_shrinkWrap, qg=True, tx=True)
if target:
if mc.objExists(target):
targetMesh = target
else:
target = None
if not target:
targetMesh = mc.duplicate(mesh)[0]
me.setAttr(targetMesh + '.v', False)
if selVtxs:
gMainProgressBar = mm.eval('$tmp=$gMainProgressBar")
me.progressBar(gMainProgressBar, edit=True, beginProgress=True, isInterruptable=True,
status="relaxing...', maxValue=step * 5 + 5)
for 1 in range(step):
if mc.progressBar(gMainProgressBar, query=True, isCancelled=True):
break
mc.progressBar(gMainProgressBar, edit=True, step=1)
mc.polyAverageVertex(selVtxs)
delMeshHistory()
mc.progressBar(gMainProgressBar, edit=True, step=4)

if keepShape:

pf_48(targetMesh, mesh, len(selVtxs), [ pf 32(vtx) for vtx in selVtxs ])
if keepShape and not target:

mc.delete(targetMesh)
mc.progressBar(gMainProgressBar, edit=True, step=2)
mc.select(selComps)
pf 68()
mc.progressBar(gMainProgressBar, edit=True, step=3)
delMeshHistory()
pf 22()
mc.progressBar(gMainProgressBar, edit=True, endProgress=True)

def flatten():
pf 61()
selFaces = mc.filterExpand(sm=34)
selMode = pf 06('vtx'")
if selMode and selMode[1]:
selComps, vtxs = selMode[0], selMode[1]
vtxNum = len(vtxs)
mesh = pf 29()
axis = mc.optionVar(q='Game_Poly Tools flatten axis')
space = mc.optionVar(q='Game Poly Tools flatten space’)
align = mc.optionVar(q='Game Poly Tools flatten align')
if axis in ("average normal', 'view plane'):
if axis == 'average normal":
if selFaces:
normal = pf 37(selFaces).toTuple()
else:
pf 71('No faces selectd!")
return False
elif axis == 'view plane":
modelPanel = mc.getPanel(wf=1)
camera = mc.modelPanel(modelPanel, g=True, camera=True)
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targetNull = mc.group(em=True)
baseNull = mc.group(em=True)
mc.move(0, 0, 1, targetNull)
mc.parent(targetNull, baseNull)
mc.delete(mc.orientConstraint(camera, baseNull))
normal = me.xform(targetNull, g=True, ws=True, rp=True)
mc.delete(baseNull)
centerPos = mc.xform(mesh, g=True, ws=True, rp=True)
parentNull = mc.group(em=True)
me.xform(parentNull, ws=True, t=centerPos)
mc.parent(mesh, parentNull)
loc = mc.spaceLocator()
mc.xform(loc, ws=True, t=centerPos)
mc.xform(loc, ws=True, r=True, t=(0, 1, 0))
mc.delete(mc.aimConstraint(loc, parentNull, aim=normal), loc)

space = 'ws'
axis2 ='y'
else:
axis2 = axis
funcDict = {'mean": 'sum',
'max': 'max’,
'min": 'min'}

vtxPosGroup = pf_69.vectorList(eval('mc.xform(vtxs,q=True,%s=True,t=True)' % space))
num = vtxNum if align == 'mean’ else 1
val = eval('%s([pos.%s for pos in vtxPosGroup])/%s' % (funcDict[align], axis2, num))
eval('mc.move(val,vtxs,%s=True,%s=True)' % (space, axis2))
if axis in ("average normal', 'view plane'):
mc.setAttr(parentNull + '.r', 0, 0, 0)
mc.ungroup(parentNull)
mm.eval('doMenuComponentSelection("%s", "facet")' % mesh)
mc.select(selComps)

pf 700

def randomize():
pf_61()
selComps = pf 06('vtx')
if selComps:
comps, vtxs, selMode = selComps
if mc.optionVar(q='Game Poly Tools randomize keepBorder'):
vtxs = [ vtx for vtx in vtxs if not pf 08(vtx) |
if vtxs:
gMainProgressBar = mm.eval('$tmp=$gMainProgressBar")
me.progressBar(gMainProgressBar, edit=True, beginProgress=True, isInterruptable=True,
status='Randomizing...", maxValue=len(vtxs) * 1.1)
space = mc.optionVar(q='Game Poly Tools randomize space’)
shift = mc.optionVar(q='Game_ Poly Tools randomize shift")
axis_x = mc.optionVar(q="Game_ Poly Tools randomize axis x')
axis_y = mc.optionVar(q='Game Poly Tools randomize axis_y')
axis_z = mc.optionVar(q='Game Poly Tools randomize axis z")
cmd = 'mc.polyMoveVertex(vtx,'
if space == 3:
cmd += 'ws=True,'
if axis_x:
if space == 1:
cmd += "ltx=uniform(%f,%f)," % (-shift, shift)
else:



cmd += "tx=uniform(%f,%f),' % (-shift, shift)
if axis_y:
if space == 1:
cmd += "lty=uniform(%f,%f),' % (-shift, shift)
else:
cmd += "ty=uniform(%f,%f),' % (-shift, shift)
if axis_z:
if space == 1:
cmd += "ltz=uniform(%f,%f),' % (-shift, shift)

else:
cmd += 'tz=uniform(%f,%f)," % (-shift, shift)
cmd = cmd[:-1]
cmd +=")'

for vtx in vtxs:
if mc.progressBar(gMainProgressBar, query=True, isCancelled=True):
break
eval(cmd)
delMeshHistory()
mc.progressBar(gMainProgressBar, edit=True, step=1)

mc.select(comps)
mc.progressBar(gMainProgressBar, edit=True, endProgress=True)
pf 22()

def straightenLine():
pf 610
selEdges = mc.filterExpand(sm=32)
selVtxs = mc.filterExpand(sm=31)
if selEdges and len(selEdges) > 1:
vtxGrps = pf_03(selEdges, breakVitxs=selVtxs)
if vtxGrps:
openVtxGrps = vtxGrps[ 0]
if openVtxGrps:
grpsNum = len(openVtxGrps)
mesh = pf 29()
even = mc.optionVar(q='Game Poly Tools straightenLine even')
gMainProgressBar = mm.eval('$tmp=$gMainProgressBar")
mc.progressBar(gMainProgressBar, edit=True, beginProgress=True, isInterruptable=True,
status='straightening...", maxValue=grpsNum)
for vtxGrp in openVtxGrps:
if me.progressBar(gMainProgressBar, query=True, isCancelled=True):
break
pf 43(vtxGrp, even)
mc.progressBar(gMainProgressBar, edit=True, step=1)

mm.eval('doMenuComponentSelection("%s", "edge")' % mesh)
mc.select(selEdges)
if selVtxs:

mc.select(sel Vtxs, add=True)
mc.progressBar(gMainProgressBar, edit=True, endProgress=True)
delMeshHistory()
pf_22()

def circlelizeLine():
pf 610
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selEdges = mc.filterExpand(sm=32)
if selEdges and len(selEdges) > 1:
vtxGrps = pf_03(selEdges)
if vtxGrps:
closeVtxGrps = vtxGrps[1]
if closeVtxGrps:
even = mc.optionVar(q='Game_Poly Tools_circlelizeLine even')
grpsNum = len(closeVtxGrps)
mesh = pf 29()
alignDict= {1:'YZ/,
2:'XZ',
3: XY,
4:'Auto'}
align = alignDict[mc.optionVar(q='Game _Poly Tools_circlelizeLine align")]
radiusDict = {1: 'Mean',
2: 'Max',
3: 'Min/,
4: 'Custom'}
radius = radiusDict[mc.optionVar(q='Game_Poly Tools circlelizeLine radius')]
radiusValue = mc.optionVar(q='Game Poly Tools_circlelizeLine customRadius')
gMainProgressBar = mm.eval('$tmp=$gMainProgressBar")
mc.progressBar(gMainProgressBar, edit=True, beginProgress=True, isInterruptable=True,
status='circlelizing...', maxValue=grpsNum)
for vtxGrp in closeVtxGrps:
if mc.progressBar(gMainProgressBar, query=True, isCancelled=True):
break
pf 42(vtxGrp, even, radius, radiusValue, align, mesh)
mc.progressBar(gMainProgressBar, edit=True, step=1)

mm.eval('doMenuComponentSelection("%s", "edge")' % mesh)
mc.select(selEdges)

mc.progressBar(gMainProgressBar, edit=True, endProgress=True)
delMeshHistory()

pf 22()

def averageLine():
pf 61()
selEdges = mc.filterExpand(sm=32)
selVtxs = mc.filterExpand(sm=31)
if selEdges and len(selEdges) > 1:
vtxGrps = pf_03(selEdges, breakVixs=selVtxs)
if vtxGrps:

even = mc.optionVar(q='Game Poly Tools averageline even')

keepShape = mc.optionVar(q='Game Poly Tools averageLine keepShape')

openVtxGrps, closeVtxGrps = vtxGrps

allVtxGrps = openVtxGrps + closeVtxGrps

grpsNum = len(allVtxGrps)

mesh = pf 29()

if keepShape:

target = None
if pf 73('Game_Poly Tools_ shrinkWrapUI') and mc.button(BT_shrinkWrap, q=True, en=True):
target = mc.textFieldButtonGrp(TFBG_shrinkWrap, q=True, tx=True)
if target:
if mc.objExists(target):
targetMesh = target
else:
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target = None
if not target:
targetMesh = mc.duplicate(mesh)[0]
mc.setAttr(targetMesh + '.v', False)
smooth = mc.optionVar(q='Game Poly Tools _averageLine smooth')
alignDict = {1:'YZ',
2:'XZ',
3: XY,
4: 'Auto'}
align = alignDict[mc.optionVar(q='Game Poly Tools averageLine align')]
step = mc.optionVar(q='Game Poly Tools averageLine step')
gMainProgressBar = mm.eval('$tmp=$gMainProgressBar")
me.progressBar(gMainProgressBar, edit=True, beginProgress=True, isInterruptable=True,
status="averaging...", maxValue=grpsNum)
for vtxGrp in allVtxGrps:
if mc.progressBar(gMainProgressBar, query=True, isCancelled=True):
break
pf_44(vtxGrp, vtxGrp in closeVtxGrps, mesh, even, smooth, step, align)
if keepShape:
pf 48(targetMesh, mesh, len(vtxGrp), [ pf 32(vtx) for vtx in vtxGrp ])
mc.progressBar(gMainProgressBar, edit=True, step=1)

if keepShape and not target:

mc.delete(targetMesh)
mm.eval('doMenuComponentSelection("%s", "edge")' % mesh)
mc.select(selEdges)
if sel Vtxs:

mc.select(selVtxs, add=True)
mc.progressBar(gMainProgressBar, edit=True, endProgress=True)
delMeshHistory()
pf_22()

def pf 45(vtxGrp, close, mesh, even):
refreshShapeCurve()
shapeCurve = mc.textFieldButtonGrp(TFBG_shapeLine, g=True, tx=True)
if shapeCurve and mc.objExists(shapeCurve):
vtxNum = len(vtxGrp)
if even:
dupCurve = mc.duplicate(shapeCurve)[0]
dupCurve = me.rebuildCurve(dupCurve, s=vtxNum if close else vtxNum - 1, d=3 if close else 1,
ch=False)[0]
curveStartPos = pf 69(mc.xform('%s.ep[%s]' % (dupCurve, 0), g=True, ws=True, t=True))
if close:
firstVtxld =0
firstVtxPos = pf_69(mc.xform(vtxGrp[0], g=True, ws=True, t=True))
firstVtxDist = curveStartPos.distance(firstVtxPos)
for i in range(1, vtxNum):
vtxPos = pf 69(mc.xform(vtxGrp[i], g=True, ws=True, t=True))
dist = curveStartPos.distance(vtxPos)
if dist < firstVtxDist:
firstVtxDist = dist
firstVtxld = 1

vtxGrp = vtxGrp[firstVtxId:] + vtxGrp[:firstVtxId]
curveEp2Pos = pf 69(mc.xform('%s.ep[%s]' % (dupCurve, 1), g=True, ws=True, t=True))
vtx2Pos = pf 69(mc.xform(vtxGrp[ 1], g=True, ws=True, t=True))
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vtx_last Pos = pf 69(mc.xform(vtxGrp[-1], g=True, ws=True, t=True))
if curveEp2Pos.distance(vtx2Pos) > curveEp2Pos.distance(vtx_last Pos):
vtxGrp.reverse()
vtxGrp = vtxGrp[-1:] + vtxGrp[:-1]
else:
firstVtxPos = pf_69(mc.xform(vtxGrp[0], g=True, ws=True, t=True))
lastVtxPos = pf 69(mc.xform(vtxGrp[-1], g=True, ws=True, t=True))
firstDist = curveStartPos.distance(firstVtxPos)
lastDist = curveStartPos.distance(lastVtxPos)
if firstDist > lastDist:
vtxGrp.reverse()
for i in range(vtxNum):
mc.xform(vtxGrp[i], ws=True, t=mc.xform('%s.ep[%s]' % (dupCurve, 1), g=True, ws=True, t=True))

mc.delete(dupCurve)

pf_48(shapeCurve, mesh, vtxNum, [ pf 32(vtx) for vtx in vtxGrp ])
else:

pf_48(shapeCurve, mesh, vtxNum, [ pf 32(vtx) for vtx in vtxGrp ])

def shapeLine():
pf_61()
if pf 73('Game Poly Tools shapeLineUI'):
selEdges = mc.filterExpand(sm=32)
if selEdges:
continua = pf 17(selEdges, returnMode='comps")
if continua:
close = True if continua[0] == 'close' else False
vtxGrp = continua[1]
mesh = pf 29()
even = mc.optionVar(q='Game Poly Tools shapeLine even')
pf 45(vtxGrp, close, mesh, even)
mc.select(selEdges)
mm.eval('doMenuComponentSelection("%s", "edge")' % mesh)

def shrinkWrap():
pf 61()
if pf 73('Game_Poly Tools_shrinkWrapUT'):
refreshWrapTarget()
target = mc.textFieldButtonGrp(TFBG_shrinkWrap, q=True, tx=True)
if target and mc.objExists(target):
mesh = pf 29()
if mesh and mesh != target:
delMeshHistory()
pf_22()
shrinkMode = mc.radioButtonGrp(RBG_mode shrinkWrap, g=True, sl=True)
selComps = pf 06('selModeOnly")
if selComps:
if shrinkMode == 1:
selComps, selVtxs, selMode = pf 06('vtx")
vtxNum = len(selVtxs)
allVixlds = [ pf 32(vtx) for vtx in selVtxs ]
elif shrinkMode == 2:
selComps, selFaces, selMode = pf 06('face")
faceNum = len(selFaces)
allFaceldsSet 1 = set([ pf 32(face) for face in selFaces ])
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else:
msg = mc.confirmDialog(t="Warnning!', m="Will ShrinkWrap the whole Mesh, are you sure?",
b=['OK"', 'Cancel'], db="OK', ds='Cancel', cb="Cancel')
if msg =="'OK":
if shrinkMode == 1:
selComps, selMode = (None, 'mesh")
vtxNum = mc.polyEvaluate(mesh, v=True)
allVtxlds = range(vtxNum)
elif shrinkMode == 2:
selComps, selMode = (None, 'mesh')
faceNum = mc.polyEvaluate(mesh, f=True)
allFaceldsSet 1 = set(range(faceNum))
else:
return False
targetFaceNum = mc.polyEvaluate(target, f=True)
disableUndo = False
if targetFaceNum > 5000 and (shrinkMode == 1 and vtxNum > 500 or shrinkMode == 2 and faceNum
> 500):
disableUndo = True
mc.undoInfo(swf=False)
if shrinkMode == 1:
pf 48(target, mesh, vtxNum, allVtxIds, progressBar=True)
elif shrinkMode == 2:
pf 46(target, mesh, faceNum, allFaceldsSet 1, progressBar=True)
fixBorder = mc.checkBox(CB_border shrinkWrap, g=True, v=True)
if fixBorder:
if selComps:
selEdges = pf 06('edge")[1]
selBorderEdges = [ edge for edge in selEdges if pf 07(edge) ]
else:
selBorderEdges = pf 23(mesh)
if selBorderEdges:
pf 47(target, mesh, selBorderEdges, progressBar=True)
if selMode == 'mesh":
mc.select(mesh)
else:
mm.eval('doMenuComponentSelection("%s", "%s")' % (mesh, selMode))
mc.select(selComps)
if disableUndo:
mc.undoInfo(swf=True)

def enableShrinkWrap():
state = mc.button(BT _shrinkWrap, g=True, en=True)
me.button(BT_shrinkWrap, e=True, en=not state)

def refreshWrapTarget():
target = mc.textFieldButtonGrp(TFBG_shrinkWrap, q=True, tx=True)
if not mc.objExists(target):
removeWrapTarget()
pf 71("%s not exists!' % target)

def selWrapTarget():
target = mc.textFieldButtonGrp(TFBG_shrinkWrap, q=True, tx=True)
if mc.objExists(target):
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mc.select(target)
refreshWrapTarget()

def removeWrapTarget():
mc.textFieldButtonGrp(TFBG_shrinkWrap, e=True, tx=")
me.button(BT_shrinkWrap, e=True, en=False)
shrinkWrapUI_popupMenu()

def toggleWrapTargetVis():
target = mc.textFieldButtonGrp(TFBG_shrinkWrap, q=True, tx=True)
if mc.objExists(target):
state = mc.getAttr(target + '.v")
mc.setAttr(target + '.v', not state)
refreshWrapTarget()

def toggleWrapTargetTranspency():
target = mc.textFieldButtonGrp(TFBG_shrinkWrap, g=True, tx=True)
if mc.objExists(target):
targetShape = mc.listRelatives(target, s=True)[0]
curShaderGrp = mc.listConnections(targetShape, t='shadingEngine")
if curShaderGrp:
curShader = mc.listConnections(curShaderGrp[0], t="lambert")
if curShader:
curShader = curShader[0]
transparency = any(mc.getAttr(curShader + '.transparency")[0])
if transparency:
mc.setAttr(curShader + ".transparency’, 0, 0, 0)
else:
mc.setAttr(curShader + '.transparency', 0.3, 0.3, 0.3)
refreshWrapTarget()

def toggleWrapTargetOverride(mode = 0):

target = mc.textFieldButtonGrp(TFBG_shrinkWrap, g=True, tx=True)
if mc.objExists(target):

state = mc.getAttr(target + '.overrideEnabled')

if not state:

mc.setAttr(target + '.overrideEnabled', not state)

mc.setAttr(target + '.overrideDisplayType', mode)

refreshWrapTarget()

def addWrapTarget():
sel = mc.Is(sl=True)
target = None
if sel:
if mc.nodeType(sel[0]) == 'transform":
shape = mc.listRelatives(sel[0], s=True)[0]
if mc.objectType(shape, isa='geometryShape'):
target = sel[0]
else:
target = None
elif mc.objectType(sel[0], isa="geometryShape') and " not in sel[0]:
transform = mc.listRelatives(sel[0], p=True)[0]
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target = transform
if target:
me.textFieldButtonGrp(TFBG_shrinkWrap, e=True, tx=target)
me.button(BT_shrinkWrap, e=True, en=True)
else:
mc.textFieldButtonGrp(TFBG_shrinkWrap, e=True, tx=")
me.button(BT_shrinkWrap, e=True, en=False)
mc.refresh()
shrinkWrapUI_popupMenu()

def addShapeCurve():
sel = mc.Is(sl=True)
target = None
if sel:
if mc.nodeType(sel[0]) == 'transform":
shape = mc.listRelatives(sel[0], s=True)[0]
if mc.nodeType(shape) == nurbsCurve':
target = sel[0]
else:
target = None
elif mc.nodeType(sel[0]) == nurbsCurve":
transform = mc.listRelatives(sel[0], p=True)[0]
target = transform
if target:
mc.textFieldButtonGrp(TFBG_shapeLine, e=True, tx=target)
me.button(BT_shapeLine, e=True, en=True)
else:
mc.textFieldButtonGrp(TFBG_shapeLine, e=True, tx=")
me.button(BT_shapeLine, e=True, en=False)
mc.refresh()
addShapeCurve popupMenu()

def addShapeCurve_popupMenu():
if pf_73('addShapeCurve popupMenu'):
mc.deleteUI("addShapeCurve popupMenu')
target = mc.textFieldButtonGrp(TFBG_shapeLine, g=True, tx=True)
if target and mc.objExists(target):
mc.popupMenu(‘addShapeCurve popupMenu', p=TFBG_shapeLine)
me.menultem(I='Select Curve', c="%s.selShapeCurve()' % _name )
mc.menultem(I="Remove Curve', c='"%s.removeShapeCurve()' % name )
mc.menultem(d=True)
mc.menultem(1="Curve Visibility', cb=mc.getAttr(target + '.v'), c='%s.toggleShapeCurveVis()' %
__name )
mc.radioMenultemCollection(p="addShapeCurve popupMenu')
mc.menultem(I="Normal', rtb=True if not mc.getAttr(target + .overrideEnabled') or

mc.getAttr('%s.overrideDisplay Type' % target) == 0 else False, c="%s.toggleShapeCurveOverride(mode=0)" %

name_ )
mc.menultem(I="Template', rb=True if mc.getAttr('%s.overrideDisplayType' % target) == 1 and
mc.getAttr(target + '.overrideEnabled') else False, c='"%s.toggleShapeCurveOverride(mode=1)' % _name )
mc.menultem(lI="Reference', tb=True if mc.getAttr('%s.overrideDisplayType' % target) == 2 and
mc.getAttr(target + .overrideEnabled') else False, c='%s.toggleShapeCurveOverride(mode=2)' % name )

def refreshShapeCurve():
target = mc.textFieldButtonGrp(TFBG_shapeLine, g=True, tx=True)
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if not mc.objExists(target):
removeShapeCurve()
pf 71("%s not exists!' % target)

def selShapeCurve():
target = mc.textFieldButtonGrp(TFBG_shapeLine, g=True, tx=True)
if mc.objExists(target):
mc.select(target)
refreshShapeCurve()

def removeShapeCurve():
mc.textFieldButtonGrp(TFBG_shapeLine, e=True, tx=")
mc.button(BT _shapeLine, e=True, en=False)
addShapeCurve popupMenu()

def toggleShapeCurveVis():
target = mc.textFieldButtonGrp(TFBG_shapeLine, g=True, tx=True)
if mc.objExists(target):
state = mc.getAttr(target + '.v")
mc.setAttr(target + '.v', not state)
refreshShapeCurve()

def toggleShapeCurveOverride(mode = 0):

target = mc.textFieldButtonGrp(TFBG_shapeLine, g=True, tx=True)
if mc.objExists(target):

state = mc.getAttr(target + '.overrideEnabled')

if not state:

mc.setAttr(target + '.overrideEnabled', not state)

mc.setAttr(target + '.overrideDisplayType', mode)

refreshShapeCurve()

def spin(spinType = None, dialog = False, reverse = False):
global firstID
pf_61()
comps = pf 06('face")
if comps:
selComps, selFaces, selMode = comps
else:
return False
if not spinType:
continua = pf_18(selFaces)
if continua:
outlineEdgesNum = pf 09(selFaces, num=True)
if outlineEdgesNum % 2 == 0 and outlineEdgesNum >= 4:
if pf_12(selFaces):
spinType = 'pf 52
elif len(selFaces) == 2 and len(pf 64(selFaces)) == 1:
spinType = 'pf 49'
elif pf_11(selFaces):
spinType ="'pf 51"
elif pf_13(selFaces):
spinType = 'pf 54"

93



elif pf 14(selFaces):
spinType = 'pf 53'
elif pf_15(selFaces, selMode):
spinType = 'pf_50'
elif len(selFaces) == 2 and len(pf_64(selFaces)) == 1:
spinType = 'pf 49'
if spinType:
delMeshHistory()
messageDict = {'pf 50" 'Spin %s-loop:' % len(selFaces),
'pf 52" 'Spin %s-ribbon:' % len(selFaces),
'pf 51" 'Spin %s-star:' % len(selFaces),
'pf 53" 'Spin %s-grid:' % pf 14(selFaces),
'pf 49" 'Spin edge:',
'pf 54'": 'Spin H-shape:'}
if spinType == 'pf 50"
sortedVtxs_A, sortedVtxs B =pf 05(selFaces, selMode)
vtxNum = len(selFaces)
if spinType in ('pf 53", 'pf 54"):
mesh = pf 29()
target = None
if pf 73('Game_Poly Tools_shrinkWrapUI') and mc.button(BT_shrinkWrap, g=True, en=True):
target = mc.textFieldButtonGrp(TFBG_shrinkWrap, q=True, tx=True)
if target:
if mc.objExists(target):
targetMesh = target
else:
target = None
if not target:
targetMesh = mc.duplicate(mesh)[0]
mc.setAttr(targetMesh + '.v', False)
if spinType == 'pf 53"
gridType = pf_14(selFaces)
if not dialog:
pf 22()
if spinType == 'pf 51"
pf 51(selMode)
elif spinType == 'pf 52"
pf 52(selMode, reverse, 1)
elif spinType == 'pf 49"
pf 49(selMode, reverse, 1)
elif spinType == 'pf_54"
pf 54(selMode, reverse, mesh, targetMesh)
if not target:
mc.delete(targetMesh)
elif spinType == "pf 53"
pf 53(selMode, reverse, 1, gridType, mesh, targetMesh)
if not target:
mc.delete(targetMesh)
elif spinType == 'pf 50"
pf_50(selMode, vtxNum, sortedVtxs_A, sortedVtxs B, -1 if reverse else 1)
pf 22()
return 1
firstID =0
opNum = 0
if spinType in ('pf 49', 'pf 54"):
bts = ['<--,
'OK,



'Cancel’,
v__>V]
elif spinType == 'pf 51"
bts = ['OK", 'Cancel’, '-->']
elif spinType == 'pf 52' and len(selFaces) == 2:
bts = ['<--,
'OK,
'Cancel’,
V__>V]
elif spinType == 'pf 53" and len(selFaces) == 6 or spinType == 'pf_ 50"
bts = ['<<--,
v<__v,
'OK,
'Cancel’,
v__>v’
V__>>V]
else:
bts = ['<<--,
v<__v’
'OK,
'Cancel’,
v__>v,
>
'90 Degree']
mc.undolnfo(ock=True)
while True:
msg = mc.confirmDialog(t='Spin - Game_Poly Tools', m=messageDict[spinType], b=bts, db="OK,
ds="Cancel', cb="Cancel’)
pf 22()
if msg =="'0OK":
if spinType in ('pf 53", 'pf 54") and not target and mc.objExists(targetMesh):
mc.delete(targetMesh)
mc.undolnfo(cck=True)
pf 22()
delMeshHistory()
return opNum
if msg == 'Cancel"
mc.undoInfo(cck=True)
pf 22()
if opNum:
pf_35()
if spinType in ('pf 53", 'pf 54') and not target and mc.objExists(targetMesh):
mc.delete(targetMesh)
return 0
if spinType == 'pf 50"
if msg == '<<--":
for i in range(2):
firstID = 1
pf 50(selMode, vtxNum, sortedVtxs A, sortedVtxs_ B, firstID)

elif msg == '<--":

firstID =1

pf 50(selMode, vtxNum, sortedVtxs A, sortedVtxs B, firstID)
elif msg =="'-->"

firstID += 1

pf 50(selMode, vtxNum, sortedVtxs A, sortedVtxs B, firstID)
elif msg =="'-->>"



for i in range(2):
firstID += 1
pf 50(selMode, vtxNum, sortedVtxs A, sortedVtxs B, firstID)

elif spinType =="pf 51"
if msg =="'-->"
pf 51(selMode)
elif spinType == "'pf 52"
if msg == '<<--"
pf 52(selMode, True, 2)
elif msg == '<--":
pf 52(selMode, True, 1)

elif msg =="'-->"
pf 52(selMode, False, 1)
elif msg =="'-->>"

pf 52(selMode, False, 2)
elif msg == '90 Degree'":
pf 52(selMode, False, 3)
elif spinType == 'pf 54"
if msg == '<--":
pf 54(selMode, True, mesh, targetMesh)
elif msg =="'-->".
pf S54(selMode, False, mesh, targetMesh)
elif spinType == 'pf 53"
if msg == '<<--"
pf 53(selMode, True, 2, gridType, mesh, targetMesh)
elif msg == '<--":
pf 53(selMode, True, 1, gridType, mesh, targetMesh)

elif msg =="'-->".
pf 53(selMode, False, 1, gridType, mesh, targetMesh)
elif msg =="'-->>"

pf 53(selMode, False, 2, gridType, mesh, targetMesh)
elif msg =='90 Degree":

pf 53(selMode, False, 3, gridType, mesh, targetMesh)

elif spinType == 'pf 49"

if msg == '<<--"

pf 49(selMode, True, 2)
elif msg == '<--":

pf 49(selMode, True, 1)

elif msg =="'-->"
pf 49(selMode, False, 1)
elif msg =="'-->>"

pf 49(selMode, False, 2)
elif msg =='90 Degree":
pf 49(selMode, False, 3)
mc.refresh()
opNum += 1
pf 48(targetMesh, mesh, 1, [pf 32(centerVtx)])
if not target:
mc.delete(targetMesh)
mc.undoInfo(swf=True)
newFaces = mc.polyListComponentConversion(center Vtx, fv=True, tf=True)
mm.eval('doMenuComponentSelection("%s", "facet")' % mesh)
mc.select(newFaces)

def pf 59(mesh):



target = None
if pf 73('Game Poly Tools shrinkWrapUTI'):

target = mc.textFieldButtonGrp(TFBG_shrinkWrap, q=True, tx=True)

if target:

if mc.objExists(target):
targetMesh = target
else:
target = None

if not target:

mc.undoInfo(swf=False)

targetMesh = mc.duplicate(mesh)[0]

mc.setAttr(targetMesh + '.v', False)

mc.undoInfo(swf=True)
mc.polyExtrudeFacet()
mm.eval("polyMergeToCenter")
centerVtx = mc.filterExpand(sm=31)[0]
centerEdges = mc.filterExpand(mc.polyListComponentConversion(centerVtx, fv=True, te=True), sm=32)
mm.eval('PolySelectConvert 1')
mc.delete(centerEdges)
delMeshHistory()
polyFace = mc.filterExpand(sm=34)[0]
sortedVtxs = pf 02(polyFace)
sortedVtxsEdgeNums = [ len(mc.filterExpand(mc.polyListComponentConversion(vtx, fv=True, te=True),

sm=32)) for vtx in sortedVtxs |

startld = (sortedVtxsEdgeNums.index(min(sortedVtxsEdgeNums)) - 1) % 6
edge A = pf 24(sortedVtxs[startld], sortedVtxs[(startld + 2) % 6])
edge B = pf 24(sortedVtxs[(startld + 3) % 6], sortedVtxs[(startld + 5) % 6])
newVtxs = pf 26(edge A, edge B)[:2]
mc.undoInfo(swf=False)
for i in range(5):

mc.polyAverageVertex(newVtxs)

delMeshHistory()

pf 48(targetMesh, mesh, 2, [ pf 32(vtx) for vtx in newVtxs |)
if not target:

mc.delete(targetMesh)
mc.undoInfo(swf=True)
newFaces = mc.polyListComponentConversion(newVtxs, fv=True, tf=True)
mm.eval('doMenuComponentSelection("%s", "facet")' % mesh)
mc.select(newFaces)

def pf 60(toolbox, titleBarHeight = 21):

state = mc.window(toolbox, g=True, tb=True)
topEdge = mc.window(toolbox, g=True, te=True)
leftEdge = mc.window(toolbox, g=True, le=True)
teOffset = titleBarHeight
height = mc.window(toolbox, g=True, h=True)
if state:

topEdge += teOffset

leftEdge +=3

else:
topEdge = teOffset
leftEdge -= 3

mc.window(toolbox, e=True, tb=not state, te=topEdge, le=leftEdge, h=height)
return state



def pf 61():
pass

def pf_62(smooth = True):
allGrps = None
selEdges = mc.filterExpand(sm=32)
if selEdges and len(selEdges) >= 3:
vtxGrps = pf_03(selEdges)
if vtxGrps:
allGrps = [ vtxsGrp for vtxsGrp in vtxGrps[0] + vtxGrps[ 1] if len(vtxsGrp) >= 3 ]
else:
selVtxs = mc.filterExpand(sm=31)
if selVtxs and len(selVtxs) == 3:
allGrps = [sel Vtxs]
else:
selFaces = mc.filterExpand(sm=34)
if selFaces:
outlineEdges = pf 09(selFaces)
vtxGrps = pf_03(outlineEdges)
allGrps = [ vtxsGrp for vtxsGrp in vtxGrps[1] if len(vtxsGrp) >=3 ]
if allGrps:
for vtxsGrp in allGrps:
vtxNum = len(vtxsGrp)
vtxPosGroup = [ pf_69(mc.xform(vtx, g=True, ws=True, t=True)) for vtx in vtxsGrp ]
temPoly = mc.polyCreateFacet(p=[ vec.toTuple() for vec in vtxPosGroup ])[0]
mc.xform(temPoly, cp=True)
centerPos = pf_69(mc.xform(temPoly, g=True, ws=True, rp=True))
distGroup = [ vec.distance(centerPos) for vec in vtxPosGroup |
radius = sum(distGroup) / vtxNum
circle = mc.circle(s=vtxNum, r=radius, ¢=(0, 0, 0), d=3 if smooth else 1, ch=False)[0]
mc.xform(circle, ws=True, t=centerPos.toTuple())
pos_axis_grp = [ abs(vec.x - centerPos.x) for vec in vtxPosGroup |
firstld = pos_axis_grp.index(min(pos_axis_grp))
wuVec = (vtxPosGroup(firstld] - centerPos).toTuple()
mc.delete(mc.normalConstraint(temPoly, circle, aim=[0, 0, 1], u=[0, 1, 0], wu=wuVec))
mc.delete(temPoly)

def edge pos(edge, vtx):
if int(mc.polyInfo(edge, ev=True)[0].split()[2]) == pf 32(vtx):
return 0
else:
return 1
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