Ypok 3.6. MogenvpoBaHue 3D-06beKTa METOAO0M
BbIAABJ/JIMBaHUA 2D-1/1aHa NOMeIeHHUA M0 TOJILUHE

Hcnosb308aHue mexHos102uu 8b10a8Au8aHus (3Kkcmpy3uu) cnaatiHoes.

Llesib pa6oThl: U3yyeHHe OCHOBHBIX IPHMEMOB BbIAABJIUBAHUA (IKCTPY3MH) CIVIANTHOB
JJ151 I0JIyYeHUsl 00 bEeMHBIX TeJl.

Co3paHue ob6bveKTa "oaHO3TaXKHbIK AoM" meToa0Mm BblgasnusaHua 2D nnaHa
nomeLleHuUA No To/LLMHeE.

BblgaBnmBaHue 2D-nsaHa CTeHbl MO TO/LWMHE AOCTaTOYHO PacnpPOCTPaHEHHbIN MeTo,
NOCTPOEHUA KOPOHKM NOMeLLeHUA. ITOT MeTo4, MOXKHO MCMNO/b30BaTb, KOrAa B CTEHAX
CNOXKHble NPoeMbl (HanpuMep, CBOAYATbIE OKHA), UM eCM B NMOMELLLEHMU eCTb
OZINHAKOBbIE CTEHbI.

IIar 1. Nepesarpysute 3D Studio Max (File -> Reset) 1 HauHUTe HOBbIN daitn cUeHbI.
IHIar 2. YcraHoBuTe B KaYecTBe eAnHUL, U3MepPeHns MUITMMETPbI.

Ilar 3. Cospgaitte Ha Buge Front nnockyto durypy Rectangle no npeanonaraemomy
(npousBonbHOMY) pa3mepy CTeHbl goma (puc. 1).

Pucynok 1. [lnockas ¢urypa Rectangle (IIpssmoyrosbHUK).

IIIar 4. Npumenute k Hemy mogundukatop Edit Spline, 3ainaute Ha yposeHb Vertex u ¢
nomoLLbto KomaHabl Refine 4o6aBbTe TOUKY MO LLEHTPY BEPXHEro pebpa NpAMOYronbHUKa.
Y106bI NONACTb TOYHO B LLEEHTP pebpa, BKAOUMTe 0O6beKTHble NpuBaskM Midpoint.
MpunoaHMMKUTE A06aBNEHHYIO BEPLUMHY, YTOObl 06pa3oBanca GPoHTOH (puc. 2).



PucyHok 2. JlobaBJjieHUE TOYKH.

IIIar 5. Noctpoiite NPAMOYroNbHUKM ANA OKOHHbIX NPoeMoB. MpucoeguHuTe UX K
OCHOBHOW popme, ncnonb3ya komaHay Attach (puc. 3).

PucyHok 3. /lo6aBieHHe OKOH.

IIIar 6. NMpumeHuTe K nonyyeHHOMy cnnaiiHy moaudukatop Extrude n BbigaBuTe ero Ha
TONWMHY CTeHbI (puc. 4).



PucyHok 4. Ucniosib3oBaHue Mmogudukatopa Extrude B 3D Studio Max.

IIIar 7. AHanorMyHo nocTpoiiTe ocTanbHble CTEHbI. [118 TOYHOWM PacCTaHOBKM UCMONb3YHTe
06beKTHble NpuBA3KK End Point (puc. 5).

PucyHok 5. Ucniosib30BaHUe 00'beKTHBIX MPUBsS30K End Point.

IIIar 8. NocrtpoiiTe Kpbiwy. B okHe npoekummn Front HapucyiTe cnnaiH no popme ceveHus
[IBYCKATHOWM Kpbin. MOXHO HapuCcoBaTb OMHAPHYIO IMHUIO, @ MOTOM BOCMO/1b30BaTbhCH
KomaHgou Outline (puc. 6).



PucyHok 6. PucoBanue cnnaiiHa kpbimu B 3D Studio Max.

IHIar 9. NpumeHunTe K NnonyyeHHoMy cnaaiiHy moamdukatop Extrude n BbiaaBuTe ero Ha
ANVHY Kpbiwu (puc. 7).

PucyHok 7. BeljaB/iMBaHUe CIIJIalHA KPBILLIH.

IIIar 10. NoctpoiiTte Takyto e Kpbiwy, NoBepHYTYI Ha 90 rpaaycos. JoXHbl NOAYYUTHCA
ABe nepecekatolmecs Kpbiwm (puc. 8).



PucyHok 8. /IBe nepecekawiyecs KpbILIH.

Ha pucyHKe 9 npeacTas/ieHa BU3YaIM3MPOBAHHAA MOAeNb OAHOSTaXKHOro agoma B 3D
Studio Max:

PucyHok 9. BusyanusupoBaHHas MoJesib JOMa.

lModpobHee Ha esate.ru:
http://esate.ru/uroki/3d-max/kurs_modelirovaniya/3D_max_urok 3 6/
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