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AnHotammsi. CraTes TOCBSIIEHA W3YYCHHIO IIpoIlecca MOJACNHPOBAHUS MaJbIX MPOCTBIX
00BEKTOB 151 O0JIee KOMILIEKCHO crieHbl B 3DS Max, nx ontumuzarnus 1 UV-pa3BepTka, a Takke
CO3/IaHHE PEATHCTUYHBIX TEKCTYP UCTIONB3Ysl Onbnuoteku mporpammsl Adobe Substance.

KaioueBbie cioBa: (oropeannsM, TeckrypupoBanue, 3d MOJENUpOBaHUE, ONTUMH3AIINS,
KOMITBIOTEpHAs rpaduKa.

Beeoenue. CoBpemenHble TexHONOTUM 3D-MomenupoBaHusi TO3BOJSIOT CO3/1aBaTh
doTopeanTucTHIHbIC 00BEKTHI, TPUMEHICMBIE B Pa3JTMYHBIX 00J1aCTSIX, BKIFOYAs UTPOBOM TU3aliH,
APXUTEKTYPHYIO BU3yaTU3alMI0 U KUHOMHAYCTpUI0. OAHUM U3 BRKHEHUIIUX ATANOB B CO3JaHUU
KauecTBeHHOU 3D-rpaduku SBIIIeTCS TEKCTYPUPOBAHKE, KOTOPOE OTBEUACT 32 JETATN3HPOBAHHOE
U pearCTUYHOE TPE/ICTABICHHE MOBEPXHOCTEH 00BEKTOB. {151 TOCTUKEHUSI BHICOKOTO YPOBHS
peayim3Ma IIHPOKO UCTOJIb3yeTcs mporpammHoe obecrnieuenue Adobe Substance 3D Painter. B
JMaHHOW paboTe paccMaTpUBAIOTCS OCHOBHBIC MPUHIUIBI paObOThI C 3THUM HHCTPYMEHTOM B
couetanun ¢ 3DS Max, BKItO4ass MOJATOTOBKY Mojieiu, co3ganue UV-pa3BepTKu, HaHECEHUE
TEKCTYp U KCHOPT AJsi GUHAIBHON BU3yallU3allHH.

Ocnosnasa wacmes. llepen nHauamom texctypupoBanus B 3DS Max HE00X01uMO MPOBECTH
ONTUMM3AIMIO MOJIENIA, YCTPAHUB W30BITOYHBIC TOJUTOHBI, MEPECEUYCHUs U CKPBIThIE TpaHH,
KOTOpPhIE MOTYT BBI3BIBATh apTe(akThl TPH HAJOKEHUU TEKCTYp € pEHACpUHTE. ITal
ONTUMM3AIMA KPUTHYECKH BaXX€H, MOCKOJBKY W3IUIIHAS CIOKHOCTh T€OMETPUH MOKET
HETaTUBHO TIOBIIUSTEH HA MPOU3BOIUTEIIBHOCTD CIICHBI.

Pucynok 1 — [IpumMep koppekTHOIT (cripaBa) 1 HEKOppeKTHOU Tononoruu 3D Moaenn

Cozmanme  UV-pazpeptku: OpHHMM W3  KJIIOYEBBIX  aCMEKTOB  Ka4yeCTBEHHOTO
TEKCTypUpOBaHUs siBiseTcs npaBuwibHas UV-passeprka mozenu. B 3DS Max ucnonb3yercs
uHcTpyMeHT «UVW Unwrapy, koTopblil mo3BosisieT pacnpeaensate UV-koopauHaTsl kaxaoi 3D
Mojenu. PaBHOMepHbIE pa3BepTKH 00ECHEeUMBAIOT TOYHOE HAIO0KEHHE TEKCTYPHBIX KapT 0e3
pacTsbKeHU 1 apTedakToB.
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Pucynok 2 — Dxpan pazseptku Moaenn ¢pynkueidr UVW Unwrap

HNmmopt monenu B Adobe Substance 3D Painter: mocie co3mpanus UV-pa3BepTku MOJIEIb
skcrioptupyercs B ¢popmatr FBX mmum OBJ, KOTOpBIN MOAIEPKUBAET COXPAHEHUE T€OMETPUH,
matepuainoB U UV-koopaunar. [Ipu sxcniopTe BaxHO yOenUThCSA, YTO BKIIFOUEHBI TapameTpbl UV -
KOOPJMHAT U CTIaKUBAHHS HOpMaJIeH, YTOOBI H30eXaTh OIMOOK B HalbHEHIIeH 00paboTKe.

Hanecenne texctyp B Adobe Substance 3D Painter: TekcTypupoBaHHE HAUMHAETCS C
0a30BOrO CII0s1, K KOTOPOMY JOOABIISIFOTCS TN, TAKHE KaK IIOTEPTOCTH, PKaBYMHA M HAKIICHKH.
B Adobe Substance mnpeaycMOTpeHbI HWHCTPYMEHTHI IS TOYHOM HACTPOMKM MapaMeTpoB
MPOSKIMK, (QWIBTPAIMK W MACIITAOUPOBAHHSI TEKCTYp, YTO TO3BOJIAET JOOWTHCS BBICOKOM
CTENEHU PeATUCTUYHOCTH [1].

LAYERS X  TEXTURE SET SETTINGS

e mq

Pucynok 3 — Cron, popmupyromue nonHyro Tekctypy 3D monenn

DKCHopT TeKCTyp U X npuMmenenre B 3DS Max: nocie 3aBepiieHus: paboThl ¢ TEKCTypaMu
HE00X0/IMMO 3KCIOPTHPOBAaTh MX B coBMecTuMoM ¢ 3DS Max ¢opmare. Bribop mabiona
skcriopta (Hampumep, PBR Metal Roughness wim V-Ray) ompenensier TUIbI cO37aBaeMbIX
TeKcTypHbIX KapT: Base Color, Normal Map, Roughness, Metalness u npyrue.

B 3DS co3naercs HOBBII MaTepHal, B KOTOPbI UMIIOPTUPYIOTCSI COOTBETCTBYIOIINE KapThI:
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Base Color — B cnot Diffuse/Base Color; onpenenseTr 0OCHOBHOM IIBET U OO BHEIIHUI
BU/I IOBEPXHOCTH 0€3 yueTa CBeTa U OTPAKECHHI.

Normal Map — uepe3 kapty Normal Bump; ucrionb3yeTcs Uisi UMHTAIIMKA MEITKUX JeTanei
penbeda (LapanuH, TPEIIMH W BBIMYKIOCTEH), co3maBas d(dext riayOuHbl 0e3 yBeTudeHUs
KOJINYECTBA TOJIUTOHOB.

Roughness — B crmor Roughness mau Glossiness (¢ mHBepcHell MpH HEOOXOAMMOCTH);
OTBEYAET 3a CTEIIEHb IIaJIKOCTH MJIM HIEPOXOBATOCTH MMOBEPXHOCTH, BIIHSIS HA pACCEUBAHUE CBETA.

Metalness — st onpeeneHusi METaULTHUECKUX CBOWCTB MOBEPXHOCTH; MCIIOIB3YETCs IS
PEryJIHpOBaHUS OTPAXKATEIbHBIX XapaKTEPHCTUK Marepuana, rie Ooyiee BBHICOKHE 3HAYCHHS
JIETIAl0T TOBEPXHOCTH MOX0KEH Ha MeTas [2].

JUiss  OTIONHUTENBHON JeTanu3aluu B peHaep-cucremax Arnold m V-Ray MoxHO
3aJIeCTBOBATh JIOMOJIHUTENbHBIE KapThl, Takue kak Ambient Occlusion (AO) wm Height
(BBICOTA).

3akntouenue. B naHHON craThe OBUIM PACCMOTPEHBI OCHOBHBIE JTallbl CO3JaHUs
PEAUTHCTUIHBIX TEKCTYP ¢ uctosibzoBanneM Adobe Substance 3D Painter B coueranuu ¢ 3DS Max.
B nauane Obuta oOcBellleHAa BaXKHOCTh ONTHUMHU3ALMKA TEOMETPUU MOJETHU IMepell MPOIECcCCOM
TekcTypupoBanus. Jlanee moapoOHO paccMOoTpeH mpormecc co3maHus  UV-pa3BeprTkw,
MO3BOJIAIOIINN TOOUTHCS KOPPEKTHOTO HAJIOKEHUS TEKCTyp. bbulo ommcaHo, Kak MpaBUIIBHO
sKcnopTupoBath Mozaenb B Adobe Substance m paboraTe ¢ MHCTpYMEHTaMH MPOTPAMMBI IS
HAHECeHMs] TEKCTYPHBIX ciioeB. Kpome Toro, paso0OpaH mpoiecc SKCIOpTa TEKCTyp U HX
KOppeKTHOTO nmojkitodeHus B 3DS Max, ¢ 00bsiCHEHHEM Ha3HAYCHUS KITFOUEBBIX KapT, TAKUX KaK
Base Color, Normal Map, Roughness u Metalness.

[IpumeHeHne TaHHOW METOIMKHU TO3BOJIIET TOOUTHCSI BHICOKOTO YpOBHS (poTOpeann3ma B
3D-rpaduxe, obecrieunBasi rHOKOCTH PAaOOTHI C TEKCTypaMH U IIMPOKHUE BO3MOXKHOCTH HX
HACTPOHKH. DTO OCOOCHHO Ba)KHO B UTPOBBIX MPOEKTAX, APXUTEKTYPHOU BU3yaTH3aIMH U APYTHX
cdepax, rae KadecTBO rpaduku urpaer kioueByr ponb [3]. CrenoBaHue paccMOTPEHHBIM
dTaram Mo3BOJISET CO3/1aBaTh ACTATH3UPOBaHHbIe 3D-MoIeN ¢ peaTuCTUYHBIME MaTepHalIaMH.
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USING ADOBE SUBSTANCE TO CREATE REALISTIC TEXTURES
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Annotation. The article is devoted to studying the process of modeling small simple objects for a
more complex scene in 3DS Max, their optimization and UV-unwrapping, as well as creating
realistic textures using the Adobe Substance program libraries.
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