Ypok 3.5 MogenupoBanue 3D-06beKTa «kKOPpOOKaA
NMoMelleHUsI» MeTOA0M BblAaB/JAUBAaHUA 2D-m1aHa
NoMelleHMs M0 BbICOTe

Ilesib pa60Thl: U3yyeHHe OCHOBHBIX IPUEMOB BbIAABJIUBAaHUA (3KCTPY3UM) CIJIAHHOB
JUUIS1 TOJIyYEeHHSI 00’ bEMHBIX TEJ.

Co3paHue obbekTa "KopobKka nomeweHmna" metogom BbigasamBaHua 2D nnaHa
nomeLleHus No BbicoTe

IIIar 1. Nepesarpysute 3D Studio Max (File -> Reset) n HauHWUTe HOBbIN Palin cLEHbI.
IIIar 2. YcraHosuTe B KauecTse eauHULL U3MEPEHUA MUTUMETPbI.

IIIar 3. BuinonHum noctpoerune nnara B 3D Studio Max. Eciv u3BecTHbI TOUYHbIE pa3smepbl
NOMELLEHMA, T.€. UMEETCA YepPTEXK NIaHa C pa3mMmepamm, TO MOXKHO BblYEPTUTb TOUYHbIM NAaH
8 3D Studio Max ¢ ncnonb3oBaHMEM CMIAAHOB.

KnasuaTypHbI BBOA KOOPAUHAT

Ona ToyHoro noctpoeHnms B 3D Studio Max npeaycmoTpeH KiaBMaTypHbIN BBOA,. 3HaA
pa3mepbl MOMELLEHUA, MOXXHO MOCTPOUTb CNJ1aH NO KoopAMHaTaM. Bbibepute ntobyto
Yr/I0BYO TOUKY NaHa — 3To byaeT Hayano oTcyeTa, KoopaunHarta (0, 0). HaunHaliTe
noctpoeHue c Toukn (0, 0) n NocTpoKTe CHayana BHELWHUIA KOHTYP CTEH.

Bbibepute KomaHAay rnaBHoro meHto Create —> Shapes —> Line. B KomaHAHOM naHenm
(cnpaBa) oTkpomnTe cBUTOK Keyboard Entry (BBog, c Knasuatypsbl). OH coaep»KuT Tpu nons
ANA 33aHNA KOOPAMHAT TOYKM cnnakHa: KHonky Add Point (Jo6aBuTb TOUKY), a Takke
KHonkwu Finish (FTotoBo) u Close (3akpbITb) (puc. 2).

Y10o6bl NOCTaBUTbL OYEPEAHYIO TOUKY, 3a4alTe ee KoopauHaTbl B nonax X, Y n Z, a 3atem
LLLeNKHUTE Ha KHonKe Add Point (Jo6aBuTb TouKy). Takum e obpa3om 3agalite Bce
OCTa/ibHble TOYKM cnnarHa. YTobbl 3aBePLUNTL NOCTPOEHNE INHUMN, LLLENIKHUTE Ha KHOMKe
Finish (FToToBo).

Ecnun Bbl XOTUTE MONYYUTb 3aMKHYTYIO JIMHUIO, LLENIKHUTE Ha KHonKe Close (3akpbITh).



PucyHnok 1. [ls1aH noMeleHus.

|- Eeyboard Entr_l,l
X |IZI i

v
ZJ 70 \ J
" hdd Point

frf'-liluse | Firizh |

PucyHok 2. CButok Keyboard Entry gJis1 BBoJja KOOp/AMHAT.

Ecnn notpebyetca nsmeHeHne KoopauHaT, TO He 3abyabTe BblAENNTb UHCTPYMEHT
nepemelleHma Select Move n BKAoUMTb ypoBeHb NogobbvekToB Vertex (puc. 3).
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PucyHok 3. Bkiagka Modify, ypoBeHb 10/106eKTOB Vertex.

MocTpoiTe KOHTYPbl BHYTPEHHUX NomeleHU. KOHTYypbl 06A3aTenbHO A0MKHbI ObITh
3aMKHYTbI, ABEPHbIE NPOEMbl Ha NAaHe AN NOCTPOEHMA METOA0M BblAaBANBAHUA He
cTposTca (puc. 4).



PucyHok 4. [ls1an nomenieHus, nocrpoeHHsid B 3D Studio Max.

BbinonHuUTe BblgasamMeaHue 2D-nnaHa no sbicote. OAnH U3 3Tanos paboTbl Hag, Nt06biM
APXUTEKTYPHbIM MPOEKTOM — 3TO MOCTPOEHME KOPOBKM nomelleHus. Korga naaH cteH
CO3AaH, NX MOXKHO MoAeNnpoBaTb. OCHOBHOMN MeTOA MOAEIMPOBAHMA CTEH —
BblAaBAMBaHME, MPU KOTOPOM MAaH BblAaBAMBAETCA Ha BE/IMUYMNHY, PABHYIO BbICOTE CTEH.

NocnenoBaTeNIbHOCTb NOCTPOEHUA CTEH NOMELLEHNA:

1. 3akaHYMBaETCA NOCTPOEHME NNaHa nomelleHus (puc. 5). BaxkHo, 4Tobbl Bce KOHTYpPbI
6b11M 3aMKHYTbI. [POBEPUTL 3TO MOXKHO 3alaA Ha ypoBeHb Vertex. ECcav TOYKM He
3aMKHYTbI, TO coeanHuTe nx KomaHgon Weld. Obpatnute BHUMaHKUE, YTO Ha NAaHaXx
ANA nocneayrowero BblAaBAMBaHMA NPOEMbI HE CTPOATCA, BCE CTEHbI CMJIOLWHbIE.
OKOHHble U ABEepHbIe NPOEMbI BbINOJIHAIOTCA Y¥Ke NOC/E BblAaBANBAHUA.

PI/ICYHOK 5. [lnan noMeuieHudA, BCe KOHTYPbl 3aMKHYTHI.



2. ToTOBbINM N/1aH BblAABAMBAETCA C NOMOLLbIO MoanduKaTopa Extrude Ha BbicoTy,
paBHYO BbICOTe CTeH (puc. 6).

PucyHok 6. [ls1aH BbeIZjaBJieH ¢ nomouibio MogudukaTtopa Extrude.

Ecaun npu BblAABANBAHMM CTEHbI HE BUAHbI UM BUAHbBI HE NONHOCTLIO (PUC. 7), 3HAYUT, Ha
BblAaBAMBAEMOM CMNlaliHe He BCe TOYKM 3aMKHYTbI. BepHuTech Ha ypoBeHb Vertex u
npoBepbTe B NEPBYO OYepeab Te BEPLLMHbI, KOTOPble 0603HaYalOTCA KBagpaTUKaMM.
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PucyHok 7. HempaBu/ibHOe MOCTPOEHHUE: TaK BBITJISAUT BblIaBJEHHBIHN IJIaH C HE3AMKHYThIMH
KOHTypaMH.

lModpobHee Ha esate.ru:
http://esate.ru/uroki/3d-max/kurs_modelirovaniya/3D_max_urok 3 5/
4
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