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MATEMATUNYECKUE ITPUHIIAUIIBI 1 AJITOPUTMbBI
MOP®UHI'A B 3DS MAX

B nayunoti pabome uccaedyriomes Mamemamuieckue NPUHLUNGL U ai20pumms, moppunrea 6 3ds Mazx, sxarovwas auretdnyro
U 836EWEHHYI0 UHMEPNOAAYUI0. Paboma obsacusem, Kax MaAMEMAMUYECKUE MeMOodbl 00eCNeNUBAIOM PEGAUCTIUNHOCTIb
U KAUECNBO NAAGBHLIL MPAHCHOPMAUUT 065EKMO6.

BBEJEHUE III. BB3BEIIEHHAS UHTEPIIOJIALIVSA B MOP®UHIE

B cospemennoit 3D-rpaduke n aHIMaIyn OJHOMI Bsselnennass MHTEPIONLANNST — 3TO PaCIIUPEHUe
U3 aKTyasbHbIX LPOOJEM SIBJIAETCA CO3JIaHNe IIAB-  JTHHEHHONH WHTEPIOJIAINN, KOTOPOe MHO3BOJIAET YINThI-
HbIX U PEAJIMCTUYHBIX TpaHcopMaluii 0ObeKTOB, Ta-  BaTh BIMAHHE HECKOIBKHIX IIEeJIEBBIX 00BEKTOB HA UTO-
KHX KaK JIMIEBbIe BbIPazKeHus [epCOHazKell win u3Me- rosyio dbopmy [3]. B 3ds Max sra TexHnka peaqmsoBana
Herue (OPM CJIOKHBEIX MOJETIeH. DTH 381241 0COOEHHO  yepes Mmomudukarop Morpher, riae Kaskiablil IieseBoit
BaXXHbI B WHIYCTPUHM KWHO, BUJCOUTD M BUPTYATbHON OOBLEKT MOXKET OLITH Ha3HAYEH Ha OTHEJbHBLII KAHAJ C
PeaJIbHOCTH, T/ie KaueCTBeHHAsl aHUMAIUsl HalPSMYIO ompefejeHHbIM BecoM. OCHOBHas (bOpMyJa B3BENICH-
BMsieT Ha socupusTue Konrenta. Oxunm u3 addex-  moir MHTEPIIOJISIIN BBITJISIIAT CIEAYIOMUM 00pa30M:
TUBHBIX PENIEHUil JAHHOI MPODOJIEMBI SIBJISETCS TEXHO-

Jiorusi MOpGUHTa — IIPOLEecca IJIaBHOIO Ipeobpa3oBa- Ot)=1-=>" jwi)-Og+ >0 w0y
. n - -

HUs OHOr0 00bekTa B Apyroil. B 3ds Max mopdumnr pe- ecim o, w; <1,

anmsyercst uepe3 mopudukarop Morpher [1], koTopsrit Ot)=>", w0,

UCIIOJIB3YET MATEMATUYECKIE METO/bI WHTEPIIO/IAIIH. ecm Y ., w; > 1.

I. MATEMATHUYECKNE OCHOBBLI MOP®UHI'A .
e O — ucxonHbIil 00beKT; O; — 1eIeBble OObEKTHI; W;

MopbuHT 0CHOBAH Ha CIEIVIONHX Maremarmdae- — 91O BEC i-I'0 KaHaJIa, KOTODBI OlpEJe/sieT CTeleHb
CKUX KOHTICITITISX: BJIMSHUS T1€JIEBOI0 00beKTa Ha UTOroByio dhopmy; O(t)

- JIMHEUHAasd WHTEPIIOJIAITNA; _ pe3yJII>TI/IpyIOHII/II71 00 BEKT.
- B3BEUICHHAd MHTEPIIOJIAINA.

IV. BbIBOJBI
II. JIMHEWHAA UHTEPHOJIALIUA

JluHeiiHast ¥ B3BellleHHAs] WHTEPIIOJIAIMS sIBJIs-
FOTCsl KJIFOUEBBIMU METOJAMU B MODP(MUHTE, MO3BOJIsIS
CO3/1aBATh IIJIABHBIE U PEAJUCTUIHBIE TPAHCHOPMAIIIH
00bekToB. JIunelinas maTEpIONATIAA IPOCTa U b dek-
TUBHA JIJIS 33/0a9 C JAByMsi (pOPMaMU, & B3BeIleHHAs
MHTEPIIOJISIIUST [IPEIOCTAB/ISIET THOKOCTh U KOHTPOJIb
JIJIs pabOThI ¢ HECKOJIBKUMU TIEJIEBBIMU OOBEKTAMH.

JIuHeitHass HHTEPIIOIATAA — ITO MATEMATHIECKUN
METOJI, MCIIOJIb3YEMBIil JIJId CO3/laHUs IIJIABHOI'O Iiepe-
X0J1a, MEXKJTY JBYMsI OObEKTAMU UJIA COCTOSHUSIMU [2]
B kontekcre mopdunra B 3ds Max JnHeitHast wHTED-
TIOJISIITH ST TIPUMEHSIETCST JIJTsi TJIABHOTO IIPeodpa30oBaHus
omHOrO 00BbeKTa B Apyroii. OcnoBHas dhopmyia JnHeH-
HOI MHTEPIOJISIIYN MexKty AByMst obbekTamu Oy u O

BBITJISAJIUT CJIETYIONAM 0Opa30M: Cnucox aumepamypot

O(t) = (1—t) X00—|—t>< 01.
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METpP, KOTOPBIHl ONpEEseT CTeleHb Mpeobpa3soBaHus
ucxonuoro obbekra B 1neesoii; O(t) — pesyibrupyro-
Ui OObEKT.
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