Hanpasnenune «DeKTpOHHBIE CUCTEMBI M TEXHOJIOTHH
VIIK 004.925.82

MOAEJIMPOBAHUE OB BEKTOB CTEOMETPUYECKH
INPABNWJIBHBIMHU ®OPMAMMU METOJI0OM HARD SURFACE
B AUTODESK MAYA

Hlunmenxo A.C., Maxapeeuu A.C.

Benopycckuti cocyoapemeennwlii yHusepcumem uH@GOpMamuKky U paouonekmpoHuK,
2. Munck, Pecnybnuxa benapyco

Hayunwiii pyxogooumens: IHuckyn I'A. — kx.m.H., ooyenm, ooyenm xagheopwi ITHKC

Annoramust. Mozaenuposanne merogomM Hard Surface B Autodesk Maya oTtHOocHTCS X
cnenu(pmIecKOMy TOJAXOAY K CO3JAHHI0 TPEXMEPHBIX OOBCKTOB, KOTOpBIC OOBIMHO
XAPAKTCPUBYIOTCA YUCTKHMH, TCOMCTPHUCCKHA MPABUJIbBHBIMHA (I)OpMaMI/I, THIHAYHBIMHA  TJIA
JKECTKHX MOBEPXHOCTEH. Takoil MeTOA MHMPOKO HCMOMB3YETCA MPH CO3AAHMH TEXHHYCCKHX
06’I>GKTOB, OPYXKUA, TPAHCTIOPTHBIX CPECACTB, APXUTCKTYPHBIX 3JICMCHTOB H TOMY 1'[02[06H01"0.

Kmrouersie ciiosa: 3D-monemmposanue, Hard Surface, Texamueckuit 00bEKT

Beeoenue. B nauane npouecca moaenupoBanus odoro 3D-o0bekTa ciaenyeT yuuThiBaTh
ero ocobennoctu. IIpm MomenupoBaHUM OOBEKTOB, COCTOSLIMX M3 OTPOMHOrO uucia Oonee
MEJIKUX YacTeit 00bdHO ucop3yoT Meron Hard surface.

B nanHOIi cTaThe aBTOP AaeT KpaTKOe MPENCTaBICHUE O 3TaNax MpoLecca MOASTHPOBAHHS
3D-06wexToB Meronom Hard Surface u mopkpernisier TEKCTOBYIO COCTABIISIFOLLYIO Pe3yJIbTaTaMH
CBOEH paboThL.

Ocnoenasa wacme. {11 Havanga ciefyerT ONPEIENUTbCS C BBIOOPOM MCXOMHOIO 3CKH3a.
XynoKHUK OOBIYHO HE CaM MPHAYMBIBAET OOBEKT, & MOAEIHPYET MO yKe HUMEIOIIUMCS B €ro
pacropsuKeHUN 4YepTeskaM Wiin pucyHkam. OdeHb BakKHO, YTOOBI OOBEKT MOXKHO OBLIO YETKO
pPaccMOTpPeTh CO BCEX CTOPOH, BeMb €CIIM KaKHe-TO MecTa OyayT MJIOXO 3aMETHBI, UJIH BOBCE HE
BHUJIHBL, TO 3TO MOKET MPUBECTHU K MpodjieMaM B MOJEIUPOBAHUH.

Ilocne Toro, kak BHIOOP 3CKH3bI 3aBEPLICH, CJEAyeT MPUCTYNAaTh HEMOCPEACTBEHHO K
mozaenuposanio. CyTb OAHHOTO METOAA 3aKJIYaeTCs B TOM, YTOOBI MO OTAEIBHOCTH
CMOJIEMPOBATh COCTABHbIC YaCTH HAIIEro OyayLiero o0beKTa, mocie 4ero coopaTh UX BOSIUHO.
B nanHoM mpumepe OyaeT npoBOAUTHCS MojeupoBanue podora. MoKHO HAYMHATH ¢ JiF00Oit ero
94acTH, HAIIPUMEP ¢ Tuieda (CM. pUCYHOK 1).

Pucynok 1 — DmemeHT muieua, cMoaempoBaHHbH B Autodesk Maya
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[Tocne Toro kak BCe 4acTH ObUTH CMOJIEIMPOBAHBL, CTOUT 3aHsAThCst UV-passeptkoit. UV-
pas3BepTKa — 3TO MpoIecc Mpeodpa3oBaHusl TPEXMEPHON TOBEPXHOCTH OOBEKTa B IByMEPHOE
IPOCTPAHCTBO TEKCTYpbl (OOBIMHO 3TO KBajpaTHas TEKCTypHas Kaprta). B pesynbrate 3TOrO
nporecca Kakaas BEpUIMHA TPEXMEPHOW MOIENH MONTy4YaeT CBOM KOOPAMHATHI HA TEKCTYPHOH
KapTe, YTO MO3BOJISIET OMPEENNUTh, KaKast 4aCTh TEKCTYPhI OyIeT HAHECEHA Ha 3Ty YacTh MOJEJIH.
310 HEOOXOAMMO ISt TOTO, YTOOBI B JATBHENIIIEM TEKCTYPbI MPABUIIBHO JIETJIH HA HAIy MOJEIb.

Tak xax HaIra MOJENb UMEET OTHOCUTENILHO OOJIBIIOE KOJUYECTBO IeTajleH, CTOUT pa3OuTh
€€ Ha TPYIIBI He COMPUKACAIOIINXCA IPYT ¢ ApyroM o0wvekToB. K mpumepy, B OgHOH rpymnme He
TOJDKHBI HAXOIUTHCS YEMOCTh C TOJIOBOM MM HIDKHSAA (pasanra jmo0oro u3 majibles C JagOHbIO
COOTBETCTBYIOLIEH PyKH. DTO HYKHO, YTOOBI B MPOLECCE «3aredykw» (ITam, KOTOpbId Oynmer
OTHCAaH MO3K€e) HE BO3HUKAJIO OMMUOOK 1 apTedakToB.

ITocne Toro, kax BeimosHeHa UV-pa3BepTka U PELICHO KaKue IeTalii OyAyT APYT ¢ APYroM
B TPYIIAX, CAEAYET OOBEIUHUTD AETAIH OIHOM IPYIIIBI (CM. PUCYHOK 2).

PucyHok 2 — OnHa w3 Tpynn aeraieh

ITocne Toro, kak rpymnmsl OyAyT CO3AHBL, CIEAYET MPOCISIUTh, YTOOBI pa3BepTKa HeTanei
KaXXIOH U3 TPYII MPABIIBHO JIETJIa Ha TEKCTYPHYIO KapTy (OOBIMHO MOJ 3TUM IMOHUMAIOT TO, YTO
IeTau 3aHUMAroT Oosiee 85 MPOLEHTOB TEKCTYPHOTO MPOCTPAHCTBA, & TAKIKE HE MEePECEeKar0TCs
MexIy coboit).
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Pucynok 3 — UV-pa3BepTka rpynisl, OPEACTABICHHOM HA PHCYHKE 2

I[aﬂbHefIHlI/Ie STanbl AHAJOTUYHBI TEM K€, HUMCHOIKUM MECTO B [APYrux METOAAX
MOACIUPOBAHUS. I[.]'[f[ I[aJ'IbHefILHHX MaHI/IHy.]'IﬂL[I/Iﬁ C MOACJIBIO €€ HeO6XOI[I/IMO SKCIIOPTHUPOBATH B
cooTBeTcTBYIOIEM popmare (00buHO 3T0 tbX, HO MHOTIA YMECTEH | 0b]). DKCIOPTUPOBAHHYIO
MOJIeJTb TIOMeIaeM B iporpaMmy (aBTop ucnoib3oBai Marmoset Toolbag 4, B koTopoii Mbl OyeM
«3ameKarby (MePEeHOCUTh HHYOPMALIUIO C BEICOKOIIOJIMIOHAIBHBIX OOBbEKTOB Ha HU3KOTIOJIUIOHA
JbHBIE) HAIly MOJEINb.

Pucynok 4 — Mopens, «3amcucHHAS» B mporpamme Marmoset Toolbag 4

Janee «3amedeHHbIE» TEKCTYPbl BMECTE C MOMEJBI0O UMIOPTUPYIOTCS B MPOrpammy AJis
TekcrypupoBanus (B ciiydae aBropa 3To Adobe Substance 3D Painter), roe Oyaer npousseaeH
3aBepUIAOINUI 3Tarn pabOThl, & UMEHHO, TEKCTypuUpOBaHHe. TeKCTYpHpOBaHUE MOAPA3yMEBAET
HAHECEHHE HAa MOJeNb COOTBETCTBYIOLIMX MAaTEePHAJOB, MPUIAHHE €€ MOBePXHOCTH
OMpeeeHHbIX CBOMCTB, HAHECEHHE HA Hee HEOOXOMUMBIX 1[BETOB U T.JI.
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Pucynok 5 — Moaens ¢ HAHECEHHBIMHU HA HEE TEKCTYpaMH

3axnouenue. BrIMogHEeH aHanM3 MeTona MpoekThuposanus 3D-mopeneli mon Ha3BaHHEM
Hard Surface. bruta naHa mormarosasi HHCTPYKIHS 110 €r0 IPUMEHEHUIO U YKa3aHbI MTPOrPaMMBL,
C TOMOIIBIO KOTOPBIX aBTOP OCYINECTBIIsLI Bech npouecc (Autodesk Maya, Adobe Substance 3D
Painter, Marmoset Toolbag 4). beun naHbl peKOMEHIALUK, B KAKHX CIy4asx €ro yMECTHO
HCTIOJIb30BAT.
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MODELING OBJECTS WITH GEOMETRICALLY REGULAR FORMS
USING THE HARD SURFACE METHOD IN AUTODESK MAYA

Shyptenko Y.S., Makarevich A.S.
Belarusian State University of Informatics and Radioelectronics, Minsk, Republic of Belarus

Piskun G.A. — Cand. of Sci., associate professor, associate professor of the department of ICSD
Annotation. Hard Surface Modeling in Autodesk Maya refers to a specific approach to creating
three-dimensional objects that are typically characterized by the clear, geometrically regular
shapes typical of hard surfaces. This method is widely used in the creation of technical objects,
weapons, vehicles, architectural elements and the like.
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