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3mMmicT

3aranbHi NONoXeHHSA

© N ORAWDN =

OcHoBM NoniroHanbHOro MoAenNtBaHHSA

OCHOBHI (pyHKUIT BKNaAKM 3 iHCTPYMEHTamMu

o0 ~ b

PepnaryBaHHS Ha piBHI BEpPLUWH

PepnaryBaHHs Ha piBHi pebep

PeparyBaHHs1 Ha piBHi MOMIrOHIB.

PeparyBaHHs1 Ha piBHI MeX NOMIroHiB

PeparyBaHHs Ha piBHI OKpeMnx efieMeHTIB

CamocrinHa poboTta: CTBOpEHHSI eNeMeHTIB koprnycHMX MebniB 3a
pedepeHCcoM.

Cnncok nitTepatypu




3aranbHi NOMOXEeHHA

lMNoniroHanbHe MoOAEentoBaHHA € OOHMM 3 OCHOBHMX | HambinbLu
yHiBEpCanbHMUX METOAIB CTBOPEHHS TPMBUMIPHMX OO’EKTIB Yy cepeaoBuLLi
Autodesk 3ds Max. Llen nigxig LWMPOKO 3aCTOCOBYETLCA B apXiTEKTYPHOMY
NPOEKTYBAHHI, iHAYCTpianbHOMY AM3alHi, po3pobui irop, a TakoX y CTBOPEHHI
Bidyanisauiv iHTep’epiB Ta npegMeTiB MebntoBaHHA.Y Mexax AaHOoi ANCUNNITIHN
OCHOBHa YyBara npuginserbca ©a3oBUM  IHCTPyMEHTaM pedaryBaHHS
nosniroHanbHOI reomeTpii — 30Kpema, Ha piBHAX nigob’ektiB Vertex, Edge,
Border, Polygon ta Element. Meta kypcy — cdopmyBaTn y CTyOEHTIB
NpPaKTUYHI HABUYKM NOSIFOHANBbHOro MOAEMOBAHHS LUMSIXOM CTBOPEHHS 06’ EKTIB
KOpnycHUX MebniB, i3 OOTPMMaHHSM KOHCTPYKTUBHOI NOrikM, macwTtaby Ta
TOYHOCTI.

Y Mexax JaHuxX MeTOANYHUX BKa3iBOK CBILOMO He po3rnsaatoTbCs:

» poboTa 3 rpynamu srnagxyeaHHs (Smoothing Groups),

* iHCcTpymeHTHn Soft Selection,

* aHiMauinHi moxnusocTi 3ds Max.

Lli doyHKuUil MaloTb Okpemy cneumdiky 3acToCyBaHHSA i MOXYTb OyTu
AO00AaTKOBO BKIMIOYEHI OO0 Kypcy Ha nisHiwmMx eTanax. 30Kpema, LuikaBuMm
AOMOBHEHHAM Yy nofanblin poboTi Moxe cTtaTm 3HaAanomMcTBO 3 Oas3oBUMU
kntodamu aHimauii (Set Key, Auto Key), Wo BigkpvBae HOBi MOXIIMBOCTI Y
npeseHTauil CTBOpeHnx moaenen. [lJaHnin nocibHMK po3paxoBaHO Ha CTYAEHTIB,
SIKi onaHoBYOTbL nporpamy 3ds Max 3 MeTO CTBOPEHHSI TOYHUX Ta Bi3dyasibHO
npueBabnmMBmnx Mogenen npegmMeTHoOro cepefoBuLLa, | CTaHe HagiMHOK OCHOBOLD
AN19 noAarnbLoro po3BUTKY HaBUYOK Yy cdpepi 3D-moaentoBaHHs.

OcHoBM noniroHanbLHOro MoAenoBaHHA.
IHcTpymeHTHn Editable Poly

MoniroH B 3ds Max (puc. 1), Tak camo, SK i B iHLWMX NakeTax nporpam —
ue 6araToKyTHUK, SKMI CKNadaeTbCsl MiHIMyM 3 YOTUPLOX pebep Ta BepLuunH. 3a
AOMNOMOrot0 MOSIIFOHIB MOXHa cTBoptoBaTM Oyab-Ki, HaBiTb HaWCKMagHiLWi
dopmu Ta 06’ekTn. Ha puc. 2 HaBeaeHUn Npuknag CTBOPEHHS Moaeni NoanHn
i3 npumiTMBa Box 3a fONOMOroro nosiroHanbHOro MoAeNtoBaHHS.



Puc.2. CTBOpeHHSA Moaeni niogmHn

[na Toro, wob noyatn npautoBaTu i3 noniroHamuM ob’ekta, HeobxigHO
cnovatky nepetsoputu uen 3D ob’ekt B Editable Poly (6araTtokyTHuk, LWwo
peparyeTtbcsl). Lle moxHa 3pobutn y aBa cnocobu: abo 3actocyBaTu
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moaundcpikatop Edit Poly, abo 3a ONOMOroto KOHTEKCTHOMO MEHIO NEPETBOPUTH
o6’exkt B Editable Poly. [1na uboro noTpibHO KnauHyTM Ha O6’ekTi npaBoto
kHorkoto muwi Ta y Quad Menu, wo Bigkpuetbcd, obpatn Convert to —
Convert to Editable Poly, sik Le nokasaHo Ha puc. 3.

Puc. 3. lNepeTBopeHHsA 06’ekTa y peaaroBaHi nNoniroHu

Ha ubomy eTtani noTpibHO posibpaTu, WO came Biapi3HSAE BUKOPUCTAHHS
moaudpikatopa Edit Poly Big npsmoro koHsepTyBaHHA B Editable Poly (puc. 4).

He
NepeHaBaHTaXKYETbCA
onepaTtMBHa Nam’ATb

36eperkeHHA 38'A3KY 3i
CTaHOAPTHUMMK
BNACTMBOCTAMMU

npUMITUBY

Moandikatop KoHBepTauja

Puc.4. lNopisHAHHA npeactasneHb Edit Poly Ta Editable Poly
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B nepwomy BuMnagky, SKWO MM BUKOPUCTOBYEMO MoaudikaTop,
30epiraeTbCcs 3B'A30K i3 KepyBaHHAM napamMeTpiB 06’ekTa, a TakoX BuMAanuTu
MoamndpikaTop, AKWO pesynbTaT MOAENtOBaHHS Hac He BrawwToBYye. AKWO X
06’ekt 6yB KOHBEPTOBaHUW, TO MW He 3MOXeMO KepyBaTu BOygoBaHUMMU
napameTpamu.

[Mpn nepeTtBOpeHHi cTtaHgapTHoro npumitney Box B Editable Poly B
naHeni Command 3'9BNSATbCS HOBi HanawTyBaHHA Ta IHCTPYMEHTU, 3 SAKUMU
cnig 03HanOMUTUCH A5 NOBHOLIHHOT po60oTK 3 06’eKTOM (pUC. 5).

BoxD01 * Edit Geometry

Modifier List Repeat Last

» Editable Poly

Normal

Split

Optional Culling

Selection

¥ Full Interactivity
Whole Object Selected

* Subdivision Surface

+ Soft Selection

Render

Separate By
Smaoothing Groups

Matariala

Puc. 5. IHctpymeHTn Editable Poly B naHeni Command

Kpim TOro, 6inbll po3WMpPEHNn iHCTPYMEHTapin 3HaxoauTbCa B NaHeni
Ribbon — cTpiyui iIHCTpyMeEHTIB, sika BiAKpPMBAETLCA NPU aKTUBHOMY OO’€KTI, LLIO
6yB nepetBopeHun B Editable Poly HaTMCKaHHAM KHOMKK, WO po3TalloBaHa
Ha[ BEPXHbOI YAaCTUHOK BUOOBUX BiKOH.

Puc. 6. Burnsag naneni Ribbon
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CTpiyka iHCTPYMEHTIB € pO3LIMPEHUM NpenCTaBNeHHAM CTaHOapTHUX
dyHKLUiN, AKi po3TalloBaHi Ha naHeni komaHg. Tomy cnodaTtky Mm Oygemo
BMBYaTM BMIiCT came naHeni Command. Ha naHeni B npegcraBneHHi ob6’ekTy
Editable Poly npeacrtaeneHi 3aranbHi Bknagku: Selection, wo gossonsie
kepyBatn Bubopom o6’ekTiB, Edit Geometry, wo fossonse pepgaryBatu
reomeTpito  06’eckty, Subdivision Surface, wWwo pgosBonse kepyBaTu
3rnagxyBaHHAM 00’ekTy 6e3 yuinbHeHH reomeTpil, Bknagka Soft Selection,
3a JOMNOMOrOH SIKOI CTBOPIOKTLCA 3aneXxHOCTi TpaHcdopmauin nigob’exTis, Ta
IHLLI.

3DsMax € 06’eKTHO-OpiEHTOBAHOK NporpamMoto. ToMy ckrnag Ta nepenik
BKNaAoOK MOXe 3MIHIOBATUCb B 3arieXHOCTi Big TOro, sikMn nignopsgkoBaHUN
00’EKT € aKTUBHUM.

OcHOBHI (hyHKLii BKNaaKku 3 iHCTpyMeHTamMu:
Bknagka Selection:

AK MK BXe BU3HAUMNN, KOXEH MOSIFOH CKagaeTbCsa 3 BEPLUMH, pebep,
rpaHen i 3 KOXXHMM i3 umx 06’ekTiB MOXKHa npautoBaTn okpemo. Came Ha Bknagui
Selection moxxHa obpaTu oaunH 3 nignopsiAkoBaHMX 06’eKTiB.

Madifier List

* Editable Poly
Verktex
Edge
Border
Fofygon

Optional Culling

Element

Preview Selection

i Off

Whole Object Selected

12345

Puc. 7. Cnocobu Bnbopy nignopsgkoBaHmx 06’ekTiB

Bubip nigo®’ekTiB (pUc.7) 3aincHioeTbCca abo B cTaky mogudikatopis 3a
AOMOMOroK CMMUCKY, LWO BiOKPMBAETbCHA, Ae MW 0Gadnmo Becb nepenik
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nignopsgkoBaHnx ob6’ekTiB, abo Ha Bknagui Selection 3a pgonomoroto
nepeMmKaHHa MK nikTorpamamu 3a OOMOMOrok JiBoi Knasiwun muwi, abo
HaTUCKaHHAM Ha knasiaTypi knasiwwu 1,2,3,4,5:

1. Vertex - o6paTtu Ta npayoBaTtu 3 BepLinmHamm mogeni

2. Edge — obpaTu Ta npautoBatu 3 pebpamu mogeni

3. Border — obpaTu Ta npautoBati 3 MeXaMmn BUOaneHmx nosniroHis
4. Polygon — obpaTtu Ta npautoBaTtuv 3 noniroHamv mogeni

5. Element — Buaginntn enemeHtn mogeni

PeparyBaHHs Ha piBHi BepwiuH (Vertex)

v Edit Vertices Ha piBHi pegaryBaHHA BepLlUWH CTae
pocTtynHoto Bknagka Edit Vertices (puc. 8).
[ani MU pO34MBUMOCH MOXXJTMBOCTI
pegaryBaHHs  BeplMH 3a  LOMNOMOrok
Chamfer larget Weld JOYHKUIN, WO po3MileHi Ha uin BKnagui, a
Connedct TakoX TUX (OYHKUiIA, WO po3TalloBaHi Ha

Bonn e Jonketod Vortieos IHWKMX BKragkax i cTalTb akTUBHUMMWU MNpwu
BMAINEHHI nignopsakoBaHoro o6’ekty Vertex.

Bemode Break

Extrude Weld

Remowve Unused Map Verts

Weight:

Creasa:

Puc 8. Bknagka Edit Vertices

Connect — pgosBonde ctBoputn pebpo MK OBOMa BepLUMHAMW, LO
nexatb B MeXax O4HOro nosnirony (puc 9.)

Puc 9. CtBopeHHs pebpa 3a gonomoroto yHkuii Connect



Cat — BUKOHYE pO3pi3 MO MOBEPXHi MOJIIrOHY, YTBOPIOKOYM MPU LbOMY
pebpa (puc. 10)

* Edit Vertices

Puc 10. YTBOpeHHs gogatkoBoro pebpa 3a gonomoroto yHkuii Cat

Break — B1koHye po3puB B BepLuuHi (pnc.11).

* Edit Vertices

Optional Culling
Backface

Tessellate

Puc. 11. PospuB B BepLUnHi 3a gonomoroto pyHkuii Break
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Weld — «3Baptoe» BuaineHi BepwunHn B ogHy. [lopsag i3 pyHKuieto
3HaxXoOUTbCA KHOMKa napameTpiB, Aka O03BONAE BKasyBaTU Bi4CTaHb, Ha SKin
BepwnHM ByayTb «3BaproBaTucb» (puc 12).

¥ Full Interactivity

* Vertex Properties
Edit

Puc 12. «3BaptoBaHHs» BepLUMH 3a gonomoroto dyHkuii Weld

Make Planar — cyHKuUiqa, Ska 0O3BONSE BUPIBHIOBATU BEPLUNHU B3LOBX
obpaHoi oci koopauHar (puc. 13).

Puc. 13. BupiBHioBaHHs BepLunH 3a gonomoroto oyHkuii Make Planar

11



Remove — yHKUia fika [03BOSISE BUMAANMUTUA BEpPLUUHY, 3anuwmnsLUn
YacTMHY NOBEPXHI, 4O KOl BOHA Hanexarna, HeyLKoLpKeHoto (puc. 14).

Puc. 14. «M’sike» BuganeHHsa BepLUMHN 3a ONOMOrol goyHKUiT Remove

Extrude — BugaBnioBaHHsa BepwHU. KHoMka 3 napameTtpamu O03BONSE
perynioBaTu BUCOTY BMAABIIIOBAHHA Ta LWUMPUHY (PacKu, LLIO YTBOPKETLCA Mpn
BMOaBnoBaHHi (puc. 15).

» Soft Selection

* Edit Vertices

Puc. 15. BugasnioBaHHA BepLUMHM 3a 4ONOMOroto komaHan Extrude
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Chamfer — (pyHkUiA WO 03BONSE yTBOPOBATU PacKy B BEPLUUHI. Takox
Ma€e [o4aTKoBi napameTpu, AKi JO3BONAKOTbL pedaryBaTu BenMuduHy dhacku,
KINbKICTb yTBOpPIOBaHUX pebep, 3aoKpyrneHHs dacku. TakoX € MOXIMBICTb
YTBOPEHHS dpacku, WO € BiaKpuToto (puc. 16).

Puc. 16. CTBOpeHHSA hacku B BepLUMHI 3a gonomoroto komaHam Chamfer

PeparyBaHHs1 Ha piBHi pebep (Edge)

[nsa npuckopeHHs poboTn 3 Mogennto Ha piBHi pebep, HaMm 3Hago6NATLCS
KHONKM wBuagkoro BuaineHHs Ring Ta Loop, ki 3HaxoOosTbCs Ha BKnaaui
Selection.

Mpu kopekTHO nobygosaHin mogeni, Ring Buainse pebpa no kony, a
Loop nocnigosHo (puc. 17).

Puc. 17. BuaineHna pebep 3a gonomoroto komaHa Ring ta Loop
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v Edit Edges MNpu poborti 3 Editable Poly Ha pisHi pebep,
ctae poctynHow Bknagka Edit Edges. Oani mu
pPO3OUBUMOCH MOXITMBOCTI pefaryBaHHS BEPLUUH
3a JOnoMOorow OyHKUin, WO po3MilleHi Ha Uin
BKMNagui, a TakoX TUX PYHKLUIN, WO po3TaLlloBaHi
Ha IHWMWX BKMagkax i CTawTb akTUBHUMWU MpuU
BMAINEHHI nignopsakoBaHoro o6’ekty Edge
(puc. 18).

Display Hard Edges

t Tri Turr Puc. 18. Bknagka Edit Edges

Connect — dyHKUia ska possonse nobygysatv gopatkosi pebpa
nepneHankynsapHo obpaHum. MNopsag i3 KHOMKOK (OYHKUIT 3HAaX0ANTbCA KHOMKa
napamMmeTpiB, 3a [OOMOMOrOK $IKOT MOXHa BCTaHOBUTU HEOOXiOHY KinbKiCTb
aonaTtkoBux pebep, BiacTaHb Mk pebpamu Ta 3MileHHs pebep BiAHOCHO OCi
po3TallyBaHHS.

Puc. 19. MNobygoBa gogatkoBux pebep 3a gonomorot gyHkuii Connect

14



Extrude — ¢yHKuis gossonsie sBuaasnioBatn obpaHi pebpa. lNopsag i3
KHoMkow Extrude Takox 3HaxoAnTbCA KHOMKa napameTpiB Npy HaTUCKaHHI AKOT
MOXIMBO BCTAHOBUTW BUCOTY Ta LUMPUHY BuaaentoBaHHsA pebep. Ha npuknagi,
LLIO HaBeaeHn Ha pucyHKy 20 nokasaHui pesynbTaT BuaaBnoBaHHA pebep Ha
rpaHax 6okcy, wo 6ynu BugineHi 3a gonomorot komaHau Loop.

» Soft Selection

Puc. 21. Pesynbtat 3actocyBaHHs komaHan Chamfer
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Chamfer — (yHkuis, Wwo gossonse nobyaysatu gacky Ha BUAINEHOMY
pebpi, abo rpyni pebep. AK i B 4BOX MUHYNNX BUNAgKax, KHOMKa napameTpis
drackm 3HaAXOAUTbCHA NpaBopyd Big koMaHau. PesdynbTaT poboTn KomaHau Ta
Habip BMKOopucTaHMx npyn NnobyaoBi napameTpiB NpeacTaBneHi Ha pUCYHKy 21.
Create Shape from Selection — @yHKUia, 9ka [03BONSE CTBOPUTU HOBUW
cnnavH (Shape) Ha OCHOBI BUAINEHUX efNeMeHTIB MoAeni, Taknx sk pebpa yun
noniroun. Lis komaHga 3pydHa ons CTBOpeHHs1 obpuciB reomeTpii, ki MOXHa
BMKOpPMCTOBYBaTM Yy noganbwomMy €k 6asy pgns mogentoBaHHsa abo
AeKopyBaHHS.

KHonmka napameTpiB Ui€l KOMaHAWM TaKoX po3TalloBaHa MNpaBopyd Bifg
Ha3Bu. [pu 3acTtocyBaHHi Create Shape from Selection kopuctyBay mMoxe
Bnbpatu:

* Linear (JliHinHun cnnanH): CnnavH cknagatuMeTbCs 3 NPSMUX NiHIN
MK BUOINEHUMN TOUKaMMN.

« Smooth (magknin cnnanH): CTBOPKOETLCA CnManMH i3 MAaBHUMMU
nepexogamMmmn Mixk TouKamu.

PesynbTaT BUKOPUCTaAHHA KOMaHAM NoKa3aHUM Ha PUCYHKY 22. BubpaHun
TUM CrinanHa BrfnBae Ha nogarblle BUKOPUCTAHHA POPMU: NiHINHWKA NIAXOANTb
ANa TEXHIYHOro MOAESNOBaHHSA, rMagkum — ans geKkopaTuBHUX €NeMeHTIB.

Puc. 22. PesynbTtat 3actocyBaHHS komaHau Create Shape from Selection
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PeparyBaHHs1 Ha piBHi noniroHiB (Polygons)

Y Editable Poly nigo6’ekt noniroH (Polygon) € 6a30BvM eneMeHTOM,
KU cknagaeTbesa 3 Tpbox abo Ginbwe BepwmH (Vertex) i pebep (Edge), wo
POpMYIOTb 3aMKHEHY NOBEPXHI0. Lle knto4oBa CTPYKTYpHa oguHuuUs Ans poboTu
3 noniroHanesHow reomeTpieto B 3ds Max.

OcHoBHi xapaktepucTtuku noniroHy B Editable Poly:

1. 3aMKHeHa nnowmHa — noniroH YTBOPEeHurW Tpboma i bBinble
BepLiMHamMmu Ta pebpamu.

2. Hopmanb (Normal) — BM3Ha4yae HanpsiMOK, y SIKOMY «AUBUTbCS»
MOSIIrOH.

3. MaTepianu Ta manu — KOXXeH NosiroH MoXe MaTu CBi MaTepianbHUN
ID i TeKCTYpHI KoopanHaTH.

4. 3rnapxyesaHHa (Smoothing Groups) — MONIroHNM MOXyTb OyTu
ob’egHaHi B rpynu A4ns nnaBHOro nepexoay Mk NnowuHamu.

Ons npuckopeHHss poboTn 3 MOAEnn Ha PiBHI MOMIroHiB, Ham
3HapobnaTtbea kHonku Shrink ta Grow, ski gonomaratoTb 30inbwnTM abo
3MEHLUNTN 30HY BUAINEHHSA Ta 3HAaXoaAaTbCs Ha Bknagui Selection.

Mpn poboTi 3 Editable Poly Ha
PiBHIi  MOSIrOHIB, CTae [OOCTYMHOW
Bknagka Edit Polygons. [ani mwu
Outline pPO3ANBMMOCH MO>XMMBOCTI
pegaryBaHHS MOsiroHiB 3a 4ONOMOror
doyHKUIN, WO po3MiLLleHi Ha Uin BKnaaui,
a TakoX TUX PYHKLIN, LLO po3TalloBaHi
Hinge From Edge Ha iHWNX BKNagKax i CTatoTb aKTUBHUMM
npuv  BUAINEHHI  NigNnopaaKoBaHOro
o6’exty Polygon (puc. 22).

[nset

Bridge Flip

Extrude Along Spline

Edit Triangulation

Hietria FI'Q|J|E|tE Turmi

Puc. 23. Bknagka Edit Polygons

IHCTpyMeHTN pefaryBaHHS MOMiroHiB:

Inset — (pyHKUisA, 9Ka 0O3BONAE CTBOPHOBATU MEHLUMIA MOMIrOH BCepeaunHi
HaaBHOro (puc 24). Lo yHKUilo MoxXHa BIATBOPUTU 3a [OMNOMOrOK
TpaHcgopmauii Scale (MacwTabyBaHHS), AKWO MacwTabysatv BuaineHumn
NnoniroH i3 3atucHeHot knasiweto Shift.

®OyHkuUis Inset TakoXX O03BONSE NP AEKiNbKOX NOCIAOBHO BUAINEHUX
NnosliroHax CTBOPUTW BCTaBfIEHHS MOMiroHiB rpynot (puc. 25), abo okpemo
(puc. 26)
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» |Editable Poly

By Vertex
Optional Culling

3ackface

By Angle:

Preview Selecton

L SubObj Mult

Polygon 2 Selected

* Soft Selection
* Edit Polygons

Hinge From Edge
strude Along Spline
Edit Triangulation

Retriangulate

By Vertex
Optional Culling
Backface

By Angle

Preview Selection
® off SubObj Mutti

3 Polygons Selected

* Soft Selection
* Edit Polygons

Puc. 25. BctaBneHHsa noniroHis rpynoto (Group)
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+

* Sebection

By Vertex
Optional Culling

Backface

By Angle

Freview Selection
® off SubObj Multi

3 Polygons Selected

+ Soft Selection
* Edit Polygons

Puc. 26. BctaBneHHsa noniroHis okpemo (By Polygon)

Extrude — yHKUia Aka go3Bonse BUTAryBatu (BuOaBrioBaTu) MOMIroH
A5151 CTBOPEHHS HOBUX rpaHen (puc. 27).

Puc. 27. BugaBsntoBaHHSA NONIroHy 3a gonomoroto komaHan Extrude
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Lito coyHKUi0 MOXHa BIATBOPUTU 3a JOMOMOrow TpaHcdopmauil Select
and Move (nepemiweHHs), SKWO nepecyBatn BUAINEHUA MOMIroOH i3
3aTucHeHot knasiweto Shift.

BuaoaBntoBaHHS OeKiNbKOX NOMiroHiB Moxe Bigbysatucsa rpynoto (Group),
SIK Lle Noka3aHO Ha pucyHky 28, no Hopmansx (Local Normal), (puc. 29) Ta no
okpemux noniroHax (By Polygon), sk Ha puc. 30.

Puc. 29. BuaasntoBaHHA noniroHis no Hopmansax (Local Normal)
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Puc. 30. BugasntoBaHHsA okpemux nosiroHis (By Polygon)

Bevel - yHkuia, wo € «kombiHauiero kombiHauia Extrude Ta
macwTtabyBaHHsA. Pe3ynbTtart ii Aii Ha okpeMoMy MoniroHi npeacTaBneHnn Ha
puc. 31.

* Selection

By Vertex
Optional Culling

Backface

By Angle:

Preview Selection
® Off SubObj Mult

Polygon 4 Selected

* Soft Selection
* [Edit Polygons

Puc. 31. PesynbTart gii komaHam Bevel
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BupasnioBaHHA 3 mMaclwtabyBaHHAM [EKiNbKOX MOMIrOHIB TakoX MOXe
BiabysaTucs rpynoto (Group), Sk Le nokasaHo Ha puc. 32, no Hopmansx (Local
Normal), (puc. 33) Ta no okpemux nosniroHax (By Polygon), sk Ha puc. 34.

Preview Selection
® Off SubObj Multi

4 Polygons Selected

* Soft Selection

.

y 5
By Vertex
(1] Group
Optional Culling
& Local Normal
1 Backface
-‘ By Polygon )

By Angle:

Puc. 33. BugasnioBaHHS 3 MacwtabyBaHHAM rpynoto (Local Normal)
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Puc. 34. BugaentoBaHHA 3 MmacwuTabyBaHHSAM BiJOKPEMITEHMX
noniroHis (By Polygon)

Bridge — cdyHKUia 3a gONOMOrol sIKOi MoXeMo 3’eaHaTn ABa BuOpaHi
nonironun (puc. 35).

Puc. 35. Pesynbtat poboTtn komaHau Bridge
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Flip — doyHKuUig, Wwo iHBepTye Hopmarib noniroHa. lig yac mogentoBaHHSA
TpannATbLCA CUTYyaUil, KONK MONIroH ctae YopHUM abo 30BCIM HEBUOUMUM Y
BMOOBOMY eKkpaHi 4 npu peHgepi (puc. 36). AKWo BUOINUTA TakMA NONIrOH,
BUSIBUTbLCSA, LLO BiH MPUCYTHIN Yy MOAeni, NpoTe He Bi3yani3yeTbCA HanexXHuMm
YUHOM.

MpuynHa nongrae B TOMY, WO HOpMarni UbOro MOJSlroHa y npoLleci
pegaryBaHHa Oynu po3ropHyTi B MpOTUAEXHUM 6ik. Hopmani Bu3HadaloTb
HaMPSAMOK, Yy SIKOMYy cucTema “6aumTb” NOBEPXHIO AN NOAANbLUOro BidyanbHOro
Bigo6paxeHHs. AKLWOo HopManb po3BepHYTa BCcepeanHy ob’ekta, NOBEPXHS CTae
“HeBMOMMOLD”.

3actocyBaHHa komaHau Flip go3Bonse BuNpaBUTM LEW HaNpPSAMOK,
NOBEPHYBLUM HOpMasnb Yy MNpaBuriibHYy CTOPOHY i BiAHOBMBLUM BigobpaXkeHHs
nosiiroHa.

Puc. 36. PesynbTtaT poboTtn komanau Flip

Tessellate — cyHKLUiA, WO 30iMCHIOE foAaTKOBY AeTanisauito (po3dbuTTs)
NOSiroHanbHOI CiTKM WSXOM 1T noginy Ha ApiGHiwi noniroHn. Llen iHCTpymMeHT
BUKOPUCTOBYETBLCA AONs1 NOKpaweHHA Tononorii abo nigrotoBkn mogeni Ao
noganbLUOro 3rfagXKyBaHHS.

MNicna aktueauii komaHan Tessellate 3’aBnsieTbca AgianoroBe BIKHO 3
BMBGOpPOM crnocoby po3butts:

« By Edge — nogin BMKOHYeTbCA Ha OCHOBI pebep: koxHe pebpo
PO34iNAeTbCA, a MONIrOHM OTPUMYIOTb A04aTKOBI AiaroHani. Y peaynbTari
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CTBOPKOKTLCA HOBI BEPLUMHM Ta rpaHi, SKi
3rnagXyBaHHs B34OBX KpaiB (puc. 37).

P e
B Face

Preview Selection
® Off SubOb) Mt

Polygon 3 Selected

* Soft Selection

+

* Salaction

" y
By Vertex
(H edge
Optional Culling
'_ Faor 4} Backface Occluded

By Angle:

Freview Selection

® off SubOb Mt

Polygon 3 Selected

* Soft Selection

Insert Vertex

Puc. 38. Pesynbtat poboTtn komaHan Tessellate no rpaHsx

25

Kpalle nigTpUMYTb HanpsMKu

od Vertices
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» Polygon: Smoothing Groups
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* Subdivision Surface

» Subdivision Displscement

* Paint Deformation

¥ Full Interactivity

+ Polygon: Material IDs
* Polygon: Smoothing Groups
* Polygon: Vertex Colors

+ Subdivision Surface

+ Subdivision Displacement

* Paint Deformation




By Face — nopgin BUKOHYETbLCA 3a LEHTPOM KOXHOrO nomiroHa: HOBi
pebpa yTBOPKOWTLCS 3 BEPLUMH O UeHTpa. Y pesynbTaTi popMyeTbCsa OinbLu
cMMeTpuYHa, «3ipkonofibHa» CTpykTypa. Takui BapiaHT 3pydHMA On4
CTBOPEHHS PIBHOMIPHOI AeTanidauii 6e3 npue’a3km 0o HasBHMX pebep (puc. 38).

Tessellate He 3miHIOE bopmy 06’ekTa, ane 3Ha4yHO 30iNbLUYE KiNbKICTb
MOSIroHiB, TOMy BapTO BMKOPUCTOBYBATW MOro 3 ypaxyBaHHAM ManbyTHbOro
HaBaHTaXXEHHSA Ha CUCTEMY.

Lle npeacrtaBneHHs 3abe3nevye TOYHWA KOHTPOSMb HaL MOAEnsto,
O03BOMAYM CTBOpPIOBATU CKNagHi copmu, npauiowyum 6esnocepefHbo 3
nosniroHamu.

PeparyBaHHsA Ha piBHi mex noniroHis (Border)

Y Editable Poly nino6’ekt Border (mexa) nosHayae BigKpuUTUA Kpau
reoMeTpii — naHulr CyMikHUX pebep, WO YTBOPKOKTb MEXY He3aMKHEHOI
YyacTUHM moaeni.

Lle ocobnmBo BaxnueBo npu poboTi 3 ob’ekTamu, AKi MaloTb OTBOPW,
BUpi3n abo e He 3aBeplleHy Tonosorito. Border 3'aBnsetTbca toai, konu B
MOAEeni BiACYTHIl NONIroH, LWo 3aMuKae NpocTip Mk pebpamn.

OcHoBHi xapakTepuctukm mexi B Editable Poly:

1. BupineHHs wMexi — cknagaetbCcs 3 NOCMigoOBHOCTI pebep, wWo
YTBOPIOKOTb BiAKPUTY NETIIHO.

2. ABTOMatnyHe popMyBaHHSA — MeXa YTBOPKETLCA aBTOMaTUYHO MiCns
BUOANEHHN NOniroHiB abo Npu MoaentoBaHHI BiaKpUTUX hopm.

3. He mae Hopmani — OCKiflbkM MeXxa He € MMOLWMHO, BiH HEe Mae
HanNpPsMKy B NPOCTOPI, K MOJIIroH.

Mpn poborTi 3 Editable Poly Ha
Extrude Insert Vertex PiBHI MeX, CTae [OOCTYMHOK BKNagka
Edit Borders. [Jani mn po3gmenmochb
MOXINMBOCTI pedaryBaHHs MexX 3a
Connect [I0MOMOrOt0 (PYHKLIlA, LLIO pO3MiLLeHi Ha
Lin BKNagui, a TakoX TUX oyHKUin, WO
po3TalloBaHi Ha IHWWX BKMagkax i
Weight: CTaloTb aKTUBHUMWU MNPU  BUIINEHHI
Crease: nignopsgkosaHoro ob’ekty Border

Depth: (puc. 39).

» Edit Borders

Chamber Cap

Edit Tri.

Pwuc. 39. Bknagka Edit Borders
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[HCTPYMEHTN pefaryBaHHA MeX:

Extrude - cdyHKUiqa, 9ka go3Bonse BUTArysatn mexy ob’ekta (Border),
CTBOPIOKOYM HOBI MOMIrOHNM Ha OCHOBI 1 popmun. Lle kopucHo ana nobynosu
006’eMHNX OTBOPIB, TyHENIB abo KapKaCHUX CTPYKTYP.

TakoX MOXNMBe 3aCTOCYBaHHA rapsaymnx Krnasilu:

* W + Shift — nepemilleHHs 3 ekcTpya3i€to.

* R + Shift — macwTabyBaHHsA 3 ekCTpy3i€to.

Taku Tunn nobynoBu npeacrasneHi Ha pucyHky 40.

W+ Shift

R+ Shift

Puc. 40. Pesynbtat poboTtn komaHan Extrude Ha pisHi Border

Cap - dyHKUis, sika O03BONSAE aBTOMAaTMYHO 3aKpPUTU MEXY HOBUM
noniroHoMm. KomaHga CTBOPKOE MMOCKMW MNOMIrOH ycepeauHi  BuAineHoro
B6opaepa, TMM camMMM 3aBEpPLLYIOYN FEOMETPID. 3aCTOCOBYETLCS AN 3aKPUTTS
OTBOpIB, Hanpuknag, gHa abo Bepxy NocyamMHu, abo NNOLWMHN MiX KiflbLLEBUMMU
Mexamu (puc. 41).

Collapse - yHKUis, Ska go3Bonsie o0’egHaTH BCi BEPLUMHM MEXi B OOHY
Touky. KomaHga 3acTocoBYETbCHA, KOMM MOTPIOHO 3aMKHYTUM OTBIp Yy rocTpy
BEPLUMHY, Hanpuknag, 3pobuTn KiHYMK, 3aMKHEeHHS Tpybu abo gekopaTuBHY
aetanb. Ane npu BUKOPUCTAHHI L€l KOMaHaW cnig BpaxoByBaTH, WO B SIKOCTI
pesynbtaTty MU MOXEMO OTpUMAaTM OOHY ChiNbHY BEPLUMHY, WO MOXe
CMPUYMHNTN HEPIBHOMIPHE 3rnamkyBaHHSA, TOMYy 1 cnifg 3acTtocoByBaTu Yy
dopmax, e Le BunpaBgaHO KOHCTPYKTUBHO (puc. 42).

Bridge — pyHKUiS, sika go3BoNsAe 3'eqHaT ABi BUAINEHI MeXi, CTBOPMBLUN
nofiiroHaneHy “nepeMnyky” MK HuUMK. KomaHOa BMKOPUCTOBYETLCS MpwU
MOAESOBaHHI CKnagHMX OTBOPIB, TYHeNiB, NepexodiB MiXX YacTMHaMN MoOAerTi.
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[oCTynHi napameTpu KiNbKOCTi CErMeHTIB i CKPYTKU, SKi 0O3BOSIAOTb TOYHO
HanawTyBaTn doopmy nepexoay.

[Anga ycnilwHoro 3’egHaHHA KiNbKiCTb BEpLWH Ha 060X Mexax mae byTn
O[HaKoBa, abo X pe3ynbTaT MOXe BUATU HEOUiKyBaHUM.

» Subdivision Surfac
* Subdivision Displacement

* Paint Deformation

Ed T

Puc. 42. PesynbTtaT pob6oTn komaHan Collapse Ha piHi Border
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Puc. 43. PesynbTtaT poboTn komaHau Bridge Ha pisHi Border

Ha puc. 43 nokasaHo npouec CTBOPEHHS BiKOCIB BIKOHHOrO OTBOPY:

1. BuxigHa mogernb — NPSIMOKYTHWUIA OB’EKT i3 BUPi3aHMM BIKOHHM MPOPI30OM.

2. BugineHo no gBa npotunexHi bopaepu BcepeauHi oTBopy (BEpX-HU3,
niBopy4-npaBopyu).

3. 3a gonomoroto komaHau Bridge y Bknaaui Edit Borders (PenarysaHHs
MeX) CTBOPEHO 3’€4HaHHS MK MexaMu 3 (pOpMyBaHHAM BHYTPILLHIX rpaHen —
BiJKOCIB.

4. HanawrTyBaHHA napameTpiB (Segments, Taper, Bias ToL0) fo3BONSE
TOYHO HanawTyBaTN HaXUNu 1 rMuWonHy BiOKOCIB.

Llen nigxia gossonsie nerko mopudikysatn oTBip, 36epiratoum 4ucty
TOMOOrito, WO € 0COBNMBO BaXIMBMM NPU MOAAnbLIOMY TEKCTYpYBaHHI yu
3aCTOCYyBaHHI 3rnagxyBaHb.

IHWwi cpyHKuii piBHs Border, Taki sk Remove abo Chamfer, moxyTb OyTn
AOCTYMHI, ane BUKOPUCTOBYIOTLCHA OBMEXEHO i NOTpebyoTb 06epeXXHOCTI.

PeparyBaHHs Ha piBHi okpemux enemeHTiB (Element)

Element — yHKuia, sdka [0O3BONSE npautoBaTM 3 YCIEHD 3aMKHEHOR
reoMeTpieto, L0 YTBOPKE OKPEMUN ENEMEHT CITKM.

Y mogeni Editable Poly enemeHTOM HasmMBaeTbCs rpyna 3’€gHaHNX Mix
cob0t0 NONIroHiB, SIKi YTBOPIOKTL 3aMKHEHY NOBEPXHIO. BOHM MOXYTb HE MaTH
CNiNbHMX BEPLUMH i3 IHWMMN YaCTUHaAMU MOLENI, ane 3anuiarTbCs B 1i Mexax
AK UinicHa nigcTpykrypa.
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Lle 3py4HO, konu B mexax ogHoro Editable Poly 3HaxoguTbca gekinbka
He3anexHux ob’ekTiB (Hanpuknag, 60nTn, BCTaBKKU, Kapkac Towo). BuaineHHs
3a piBHeMm Element gossonsie wBmMako konitoBaTu, nepemiwlysaTtn, BugansaTm
abo 3MiHOBaTK OKpeMi UinicHi YacTnHu o6’ekTa 6e3 BNnnBYy Ha peLuTy reoMeTpil.

OcHoBHiI gii, Wwo moxnuei Ha pisHi Element:

1. TpaHcopmauia  Bciel  reomeTpii  enemMeHta  (NepemileHHs,
mMaclTabyBaHHs, ob6epTaHHS);

2. KonitoBaHHA 3 knasiweto Shift;

3. MpwusHayeHHsa okpemunx matepianis ado ID;

4. BupaneHHsa enemeHTa 3 Moaeni;

5. BigasepkaneHHs, 3rnagKyBaHHS, rpynyBaHHs TOLLO.

Llen piBeHb € kopuCHMM npu pobOTi 3i CKNnagHUMKM MOAENSMU, KOMU
Ba)XXKNMBO LUBMAKO OnepyBaTh He3anexXHUMmn YyactnHamm ob’ekra.

Mpn poboti 3 Editable Poly Ha piBHIi enemeHTiB, cTae [OCTYMHO
Bknagka Edit Elements. [Jani mn po3gMBMMOCH MOXINMBOCTI pefaryBaHHS
eneMeHTIB 3a ZONOMOro OYHKLNM, LLO pO3MilleHi Ha Uin BKagui, a Takox Tnx
JOYHKUIM, WO po3TalioBaHi Ha IHWWX BKMagkax i CTalTb aKTUBHUMW Npu
BMAINEeHHI nignopsigkoBaHoro o6’ekty Element

nc. 44).
Insert Vertex Flip (p ) 3 ’
Detach sk okpemun 00’ekT — MOXHa
Edit Triangulation . L, o o
. BUOINNTN enemMeHT | BIA €aHaTU MOoro B HOBUU
Retriangulate Turmn 06’eKT (pVIC. 45)_

Puc. 44. Bknagka Edit Elements

Puc. 45. Pesynbtat poboTtn komanan Detach Ha pisHi Element
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CamocrTinHa po6oTa: CTBOpeHHS efieMeHTa KOpnycHUX meo6niB 3a
pedepeHcomM

lNocmaHoeka 3adadyi:

3aBaaHHs nonsarae y ctBopeHHi 3D-moaeni enemeHTa KopnycHux mebnis
Ha OCHOBiI 306paxeHHda-pedepeHcy. OB6’ekToM MoentoBaHHA € Tymba nig
Tenesi3op — MacuBHa, AepeB’siHa, BUKOHaHa B KITaCU4HOMY CTUII.

YMoeu suKkoHaHHS:

» basoBuit 06’eKT: MogEenNb CTBOPHOETLCA 3 0OAHOroO BoX;

* [Nicnsa koHeepTauii B Editable Poly po6oTa BeaeTbCsa 3 BUKOPUCTAHHAM
IHCTpPYMeHTiB noniroHanbHoro mogentoBaHHA (Inset, Extrude, Bevel, Bridge,
Cut, Connect, ToLw0);

* Y pob0oTi 4O3BONAETLCHA BUKOPUCTaAHHA MogudikaTopie Symmetry (a5
A3epkarnbHoro BigobpaxeHHs YactuH ob’ekta) Ta Chamfer (ons nom skweHHA
reomeTpii);

* YCi enemeHTM mMaTb OyTU 3moaenboBaHi B mexax ogHoro Editable
Poly — o6’ekT noBuMHeH 3anuwatucb UiNICHUM (He CcKnagaTuCb 3 OKpemuXx
npUMITUBIB);

» TekcTypyBaHHSA Ta NpM3HAYEeHHA MaTtepiasniB He BUKOHYETbCS, OCKINbKK
Le He BXOAMTb A0 NOTOYHOro etany HaBYaHHS.

Bumoeau do peghepeHcy:.

 CTyoeHT caMOCTiMHO obupae 300paxeHHss TymMmOW y MOMOXEHHI
MakcuManbHO HabnumkeHoMy A0 pPOHTasNbHOI NpPoeKuii, abo KOpUCTYyeETbCS
BapiaHTamu, NnpeacrtaBneHnmMm B Tabnuui 1.

* PedbepeHc 3aBaHTaXyeTbCs B CLEHY SK 300paKeHHs1 Ha MNMOLWMHI
(Plane), wo nonerwye MogesntoBaHHA 3a NponopuisiMu.

[ocTyn oo Bigeosanucy i3 4eMOHCTpau e BUKOHAHHSA 3aBOaHHA HadaHo
3a gonomoroto QR-koay:
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Tabnuuga 1. BapiaHTu pedpepeHciB 4nsi CTBOPEHHSA eNleMeHTY KOpnyCHUX Mebnis

MocunaHHa onsa ckavyyBaHHS 300paXkeHb:
https://drive.google.com/file/d/11p5i7 3tMCCZNvWwURoh OVuvOpfvOaGM/vie
w?usp=sharing
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[na nonerweHHa poboTn 3 moaennio B Tabnuui 2 HaBegeHo nepenik
rapsa4mx Knasill, WO BMKOpPUCTOBYOTHCA Npu poboTi 3 Editable Poly.

Tabnuuga 2. MNapadi knaeiwi Ta kopucHi yHKuiT Editable Poly

PiBeHb PyHKLUIA NMpu3sHavyeHHA

3aranbHi Move (INepemilLieHHs) [MepemiweHHs ob'ekta

3aranbHi Rotate (ObepTaHHs) Ob6epTaHHs ob'ekTa

3aranbHi Scale (MacwTa0) MacwTtabyBaHHs

3ararnbHi X-Ray (Alt + X) [Mpo3opun pexum nepernagy

3ararnbHi Edged Faces (F4) [Mokas pebep noniroHis

3aranbHi Wireframe/Shaded (F3) [NepemukaHHs BUAY CITKU

3aranbHi Isolate Selection (Alt + Q) | I3onsuia o6'ekta

3aranbHi Shrink / Grow 3MiHa 30HM BUAINEHHA

Vertex Target Weld 3'eaQHaHHsA OBOX BEPLUMNH

Vertex Remove BupaneHHs sepwnHun 6e3 anamy
reomeTpii

Vertex Chamfer Po3awenneHHsa BepLUNHU Ha
Kinbka

Edge Connect 3'eaHaHHsA pebep HoOBUMM

Edge Ring / Loop BugineHnsa niHin pebep

Edge Chamfer CTBOpEHHS dhacku

Edge Remove BuoaneHHs pebpa

Border Cap 3akpuTTa OTBOPY

Border Bridge 3'eaHaHHsa bopatopis

Border Extrude ButarysaHH4A kpato

Polygon Inset CTBOpEHHS BHYTPILLIHBOroO
nosniroHa

Polygon Extrude BuTtaryBaHHA noniroHa

Polygon Flip IHBepcis Hopmani

Polygon Bevel Inset + Extrude pasom

Polygon Detach Big'eaHaHHAa noniroHa

Polygon Smoothing Groups 3rnagxyBaHHS NOBEPXOHb

Element Detach BinaoineHHs enemeHTa

Element Select Element BuaineHHs BCbOro enemeHTa
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