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Abstract
This paper examines the main capabilities of the Autodesk Maya software package, which is
designed for creating three-dimensional graphics, animation, and visual effects. The key methods
of 3D modeling implemented in this software environment are analyzed, including polygonal
modeling, NURBS modeling, and digital sculpting. Particular attention is paid to animation,
rigging, texturing, lighting, and rendering tools that enable the creation of realistic 3D scenes and
characters. The major areas of application of Autodesk Maya are also considered, such as the
film industry, video game development, animation, architectural visualization, advertising, and
design. The importance of modern 3D modeling technologies in the development of digital art
and computer graphics is emphasized.
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AUTODESK MAYA U EE BO3MOKHOCTH B 3D-MOJIEJITUPOBAHUU U
KOMITBIOTEPHON AHUMAIIVH.

AHHOTaNus
B nanHoii paboTe paccMaTpUBaIOTCSI OCHOBHBIE BOZMOXKHOCTHU IpOorpaMMHOro nakera Autodesk
Maya, mnpenHazHau€HHOTO ISl CO3/aHUS TPEXMEPHOW TpaduKH, aHUMAUU W BHU3yaJbHBIX
3¢ ¢dexToB. AHATU3UPYIOTCS KIIIOUEBbIE METO/Ibl TPEXMEPHOT0 MOAEIUPOBAHUS, peali30BaHHbIE
B JIaHHOM MpOrpaMMHOM cpeae, BKJOYas MOJIUroHaqpHOe MozaenupoBanue, NURBS-
MoJenupoBaHre U LUPpoBOH CKyabOTHHI. Oco0oe BHHUMaHHE YJIEISIeTcs HHCTPYMEHTaM
aHMMAallM¥, PUTTHUHTA, TEKCTYPUPOBAaHUS, OCBEUICHHUS W PEHACPHHTa, KOTOPHIC ITO3BOJISIOT
CO3/1aBaTh pPEAIMCTUYHbIE TPEXMEPHbIE CLEHbl M NepcoHaxel. PaccmarpuBaroTcst Takke
OCHOBHBEIC oOnacTu mnpumeHeHust Autodesk Maya, Takue Kak KUHOWHIYCTpHsI, pa3paboTka
BUJCOUTD, MYJIbTUIUIMKALMSA, AapXUTEKTypHas  BHU3yaJlu3alus, peKilaMa M Ju3aifH.
[Momu€pkuBaeTcs 3HAYMMOCTH COBPEMEHHBIX TEXHOJIOTUH TPEXMEPHOTO MOJCIUPOBAHUS B
pPa3sBUTHU LUPPOBOr0 UCKYCCTBA U KOMIIbIOTEPHOH IrpauKH.

KiawueBble ciaoBa: Autodesk Maya, tpéxmepHoe woxpenupoBanue, 3D-rpaduka,
KOMIIBIOTEPHAsE ~aHUMallMs, HOJUroHaiabHoe MozenupoBanue, NURBS-monenupoBanue,
U(PPOBON CKYJIBIITHHT, PUTTUHT, BU3yaJbHbIE 3(DPEKTHI, peHIepUHT, KOMITBIOTEPHAs TpaduKa.

BBenenue

Autodesk Maya — 510 mnpodeccHOHaNbHBIM NPOrpaMMHBIM MAKeT A CO3JaHus
TpEXMepHOH rpaduKu, aHUMAIWH, BH3YaIbHbIX 3(dekToB n moxenupoBanus. OH IIUPOKO
UCIIONB3YEeTCSl B KUHOMHAYCTPUM, WIPOBOM pa3paboTKe, TENeBUACHUU, AaAPXUTEKTYPHOU
BU3yam3anuu u pekiame. [Iporpamma Obina pazpaborana kommnanuedr Autodesk m cumraercs
OJIHUM U3 CaMbIX MOIIHBIX HHCTPYMEHTOB B chepe KOMIBIOTEPHOU IpaduKH.
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Autodesk Maya mnpencraBiasier coOOW KOMIUIGKCHYIO CHCTEMY [JJIsl CO3/aHUA U
pelakTHpOBaHUS TPEXMEPHBIX O0BEKTOB. lIporpamma mMo3BONSIET MOJEIUPOBATH PA3IUYHBIC
OOBEKTHI, CO37aBaTh AaHUMAIMIO TICPCOHAXKEH, pa3padaTeiBaTh CcHelPPGEKTh, a Takke
BBITMOJHATh BU3yalIM3alMI0 (PEHAEpPUHT) cleH. braronapss BbICOKONH THOKOCTH M IIUPOKOMY
HAO0OpY HWHCTPYMEHTOB Maya HCHONB3yeTCs KaK HAYMHAOIIAMHU CIEIUAINCTAMHU, TaK U
npo(hecCuOHATBHBIMU CTYTUSMHU.

OcCHOBHBIE BO3MOKHOCTH NMPOrpaMMbl

Opnoit w3 kmroueBblXx (GyHKIUI Maya sBIsSeTCS co3JaHHe TPEXMEPHBIX MOJETCH.
[IporpamMma noaaep>kuBaeT HECKOJIBKO METOJJOB MOACITUPOBAHUS:

IMosmronanbpHoe MoIeJIMPOBaHNE — 1TO OJMH M3 Haubolee pacnpocTpaHEHHBIX METOJIOB
TPEXMEPHOTO MOJICITHPOBAHUS, IPU KOTOPOM OOBEKTHI CO3JAOTCS M3 MHOXECTBA HEOOJBITHX
IUIOCKUX MHOTOYTOJIbHUKOB, Ha3bIBA€MbIX IOJIMTOHAMHU (Yalle BCEro TPEYTrOJIbHUKAMHU WU
YeTHIPEXYTOJIbHUKAMHK). DTH TIOJIMTOHBI COSAMHSIOTCS MEXIy coOOW BepmmHamu (vertices) u
pEbpamu (edges), 0Opa3ys MOBEPXHOCTh TPEXMEPHON MOJIEIH.

B mporecce momuroHaabHOro MOJSIMPOBAHMS CHavYaja co3aaéresi 6a3oBasi reoMeTpruIecKast
dopma (Hanpumep, KyO, chepa i MIIKMHIP), TOCIE YEro OHA MOCTENEHHO PeAAKTHUPYETCS U
ycnoxasiercs. [lonp3oBaTens MOKET IMepeMeIaTh BEpIINHBI, U3MECHITh péOpa M MOBEPXHOCTH,
J00aBJIATH HOBBIE MOJIUTOHBL, TEM CaMbIM (popMHpYs HY ) HYIO0 (popmy 00BEKTa.

OCHOBHBIMU 3JIEMEHTAMH TTOJTMTOHAILHOW MOJICITH SBIISFOTCS:

o BepmuHbl (Vertices) — TOYKH B TPEXMEPHOM ITPOCTPAHCTBE;

o péopa (Edges) — nuHUU, COCTUHSIONTUE BEPIIUHBL;

e mosuronsl uiau rpanu (Faces) — miockue moBepxHOCTH, 00pa30BaHHbBIE HECKOIBKIUMHU
pébpamu.

[lonuronanbHOE MOJAETMPOBAHUE IIMPOKO MPUMEHSETCS B  Pa3lW4YHBIX  00JNACTAX
KOMITbIOTepHOH rpadukn. OcoOEHHO aKTUBHO ATOT METO/] CIIOJIb3YETCs B Pa3paboTKe BHICOUT,
aHUMAIMM U CO3JAAHUM TPEXMEPHBIX MEPCOHAXKEH, MOCKOJIbKY MOJUTOHAIbHBIE MOJEIH JIETKO
ONTHMU3HMPOBATh U aTaNTHPOBATh IS padOTH B pealbHOM BpeMeHU. B mporpamme Autodesk
Maya mOJWrOHaJbHOE MOJICIMPOBAHUE PEANTM30BAHO C TOMOIIBIO ILIUPOKOro Habopa
WHCTPYMCHTOB, IO3BOJISIONINX CO3/IaBaTh CIOKHBIC OOBEKTHI, PEJAKTUPOBATH HX CTPYKTYPY,
N00aBIATH JIeTAMU3AIUIO U MOATOTaBIUBATh MOJIETH 171l aHUMAIIMK U BU3YaJIU3al[1H.

NURBS-moaeaupoBanne — 3TO METOJ TPEXMEPHOTO MOJEIMPOBAHUS, OCHOBAHHBIN Ha
UCIIOJIb30BAaHUU MaTeMaTHUeCKU TOYHBIX KpUBBIX M moBepxHocTeil. AOOpeBuarypa NURBS
pacumdpoBsiBaetcs kak Non-Uniform Rational B-Splines (HepaBHOMepHBIC pallioHaIbHbIC B-
crutaiinbl). JIaHHBI METOJ| TO3BOJIIET CO3/1aBaTh OYEHb IJIAJIKHE, IUIaBHBIE U T€OMETPUUYECKU
TOYHBIC IOBEPXHOCTH. B OTIIMYME OT MOIUTOHAIIBEHOTO MOJICIIMPOBAHMSI, T/I€ 00BEKT CTPOUTCS U3
MHO>KECTBA IJIOCKKX MHOTroyroibHUKoB, B NURBS-monenupoBanuu ¢opma o0bexTa 3anaéres ¢
MOMOIIBIO CIICHATBHBIX KOHTPOJIBHBIX Todek (control points) u kKpuBbIX. V3MmeHss
MOJIO)KEHUE JTHX TOYEK, IOJB30BaTeb MOXKET TOYHO YIPaBIATH (POPMOM IMOBEPXHOCTH,
MOJTy4asi TUTABHBIE U3THOBI 0€3 BUIUMBIX TPAHUI] MEXKIY DJIEMECHTAMHU.

OcHoBHbIMH 31eMenTaMu NURBS-Mmonenent apistrorcs:

e KOHTpPoJIbHBbIE TOUKH (Control Points) — Touku, onpenensromme GopMy KPUBOU WITH
MOBEPXHOCTH;

e NURBS-kpuBbie (NURBS Curves) — mareMaTH4ecKHe JIMHHUM, NMPOXOASIIUE Yepes3
WIH PSIIOM C KOHTPOJIbHBIMU TOUKAMH;

o NURBS-nosepxnoctu (NURBS Surfaces) — riaakue moBepxHOCTH, CO3/IaBa€Mble HA
OCHOBE KPUBBIX.

OpanM w3 TinaBHbIX npeumyniectB NURBS-monenupoBanust SBisieTcsi BBICOKAss TOYHOCTD.
brnarogaps 5ToMy [aHHBI METOJ IIMPOKO HCIIOJIB3YeTCS B TMPOMBIIUIEHHOM JAH3aiiHe,
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WH)XCHEPUH, aBTOMOOHMIIECTPOECHUH U apXUTEKType, T1e TpeOyeTcs CO3/IaHne UJICANTbHO IIaJKUX
u TouHblx popm. B mporpamme Autodesk Maya NURBS-uHCTpyMEHTHI MO3BOJISIOT CO3/1aBaTh
CIIO)KHBIE KpPWBOJIMHEHHBIE TIOBEPXHOCTH, PEIAKTHPOBAaTh (POpMy OOBEKTOB C BBICOKOH
TOYHOCTBIO, a TAaK)K€ MPUMEHATh Pa3IMYHbIC ONepaluu — TaKue Kak BbllaBnuBaHue (extrude),
BpamieHne (revolve) W coeanHeHHE MOBEpXHOCTEH. DT Bo3MOKHOCTH aenaror NURBS-
MojierpoBaHue d(PPEKTUBHBIM HHCTPYMEHTOM JUISl pa3paOOTKH CIOKHBIX U PEaTUCTHUYHBIX
TPEXMEPHBIX MOJEIEH.

Ckyabntunr (uudpoBasi Jiemka) — 53TO METOJ TPEXMEPHOrO MOJAETUPOBAHUS, MPH
KOTOpOM (opMa 0OBEKTa CO3MAETCA M PEIAKTUPYETCS MOJO00HO pabOTe CKYJBITOpPA C TIMHOU
WIH TUTACTUIIMHOM. J{aHHBIH crioco6 mo3BosisieT (OpMUPOBATH CIOXKHBIE OPraHUYecKue POpMBbI,
TaKMe Kak IEPCOHAXKH, J>KUBOTHBIC, JHIA JIO/ACH, (aHTaCTHUECKHE CYIIECTBA W JApYyrHe
JIeTanu3upoBaHHble O00BEKTHl. B  mpouecce 1udpoBoil JENKH XYAOKHUK HCIONb3YyeT
CICIAIEHBIE WHCTPYMEHTHI, KOTOpPHIE TO3BOJISIOT A00aBIASATH, CIJIaKHBATh, BHITATHBATD,
BAaBJMBaTh M 1e(OpMHPOBATH IOBEPXHOCTb MOJENU. OTU JACWUCTBUSA BBINOIHAIOTCA C
MIOMOIIBIO0 BUPTYaJIbHBIX KUCTEH, BO3ICHCTBYIONINX HAa TEOMETPUIO 00BEKTa M H3MEHSIOIINX €ro
dbopmy.

OCHOBHBIMU OCOOCHHOCTSIMH CKYJIBIITHHTA SBIISIOTCS:

e BO3MOXKHOCTH CO3/JaHUS BBICOKO/IETATM3UPOBAHHBIX MOJIEJICH;

e yn00HOE M MHTYUTHBHO MOHATHOE yIIpaBiIeHne GopMoil 00beKTa;

e BO3MOKHOCTH OBICTPOTO PEIAKTHPOBAHUS CIOKHBIX OPTaHUUYECKUX CTPYKTYD;

e TIPUMEHEHUE PA3INIHBIX MU(PPOBBIX KUCTEH 1T POPMUPOBAHUS MEJIKUX JCTAIICH.

CKyIBOTHHT HIMPOKO HCIIOJB3YETCS B TaKUX OO0NACTAX, KaKk aHUMAaIlusi, pa3padoTka
BHU/ICOUTP, KHHOMHAYCTPHUA U HU(POBOE UCKYCCTBO, I7ie TpeOyeTcsl CO3AaHNe PeaTUCTUIHBIX
MEPCOHAXKEH U CIOKHBIX OpraHu4Yecknx o0bekToB. B mporpamme Autodesk Maya nuHCTpyMEHTBI
CKYJBITHHTA TIO3BOJISIIOT XYyI0’KHUKAM MOJICIIMPOBATh U JETATU3UPOBATH OOBEKTHI C BBICOKOU
cTeneHblo TouyHOCTU. [losb30BaTenh MOXKET W3MEHSTh (OpMYy MOJENHM B PEaJbHOM BPEMEHH,
N00aBIIATE MENIKHE JEeTajl TOBEPXHOCTH M CO3[aBaTh CIOXKHBIE (OPMBI, YTO 3HAYUTEIHHO
pacumpsieT BO3MOXHOCTU TPEXMEPHOTO MOJIEIIMPOBAHHUS.

OTH MHCTPYMEHTHI MO3BOJISIIOT CO3/1aBaTh KaK MPOCTHIE OOBEKTHI, TAK M CIIOKHBIC MOJICIN
MEePCOHAXKEU, APXUTEKTYPHBIX COOPYKEHHI U MEXaHU3MOB.

Maya sBnsieTcs OJHUM U3 BEIyIIUX HHCTPYMEHTOB [UIS CO3JaHHUS aHUMalUud U
NOJJICP)KUBACT pazNinyHble €€ BUABI, BKJIOYas kiroueByro aHuMmanuio (Keyframe Animation),
ckenetHyto aHumanuio (Rigging), aHMManuio mepcoHaked M IUHaMH4ecKylo aHumanuio. C
MOMOIIBIO 3TUX (QYHKIUI MOXKHO CO3/1aBaTh peaTlCTUYHBIC JBUKECHUSI IEPCOHAXKEN, 0OBEKTOB U
Kamep.

Purrunr (Rigging) — 510 mpouecc co3ganus HUPPOBOTo «CKeIeTay Ui MepcoHa)xa Hin
00BEKTa, KOTOPBIH MO3BOJISIET YIPABIAT €ro ABIKEHUAMU. B Maya MOXHO C031aBaTh CIIOKHBIC
CUCTeMbl yIpaBlieHUs, Onarogapsi KOTOPHIM aHMMATOPBI JIETKO VYIPABISAIOT JABHKEHUSIMU
IIEPCOHAKEH.

Busyanbnbie 3¢ dexrs (VFX).

Maya axTHUBHO UCHONB3YeTCS JJIs CO3JaHHS BH3YalbHBIX 3ddexToB. [Iporpamma
MOJIICPIKUBAET:

e CHUMYJISIUIO )KHJIKOCTH H JIbIMa

e Da3pyIICHUS U CTOJIKHOBEHUS OOBEKTOB

e MOJETHPOBAHUE BOJIOC, TKAHU M YaCTHUII

e 3(hdEKTHI OTHS U B3PHIBOB

OTH BO3MOKHOCTH ITUPOKO MPUMEHSIOTCS B KHHOMHIYCTPUU U KOMITBIOTEPHBIX UTPax.

TexcTypupoBaHue U MaTepuaIbl
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B Maya mMoxxHO Ha3HayaTh 0OBEKTaM pazlMYHbIE MaTepuaibl U TEKCTYpPbI, UTO MO3BOJISET
caenatb Mojenu Ooinee peanucTUYHbIMU. [lonb3oBaTens MOXKET U3MEHATH IBET, OTPaKEHHE,
IPO3PAYHOCTh U IPYT'H€ CBOMCTBA IOBEPXHOCTH.

OcBeuieHue U peHAepPUHT

JUig co3aHusl pealuCTUYHBIX M300pakeHUil B Maya HCIONIb3YIOTCS Pa3JIMYHbIE CHUCTEMBI
ocBelleHus1 U penaepunra. [Iporpamma noaaep uBaeT BCTPOEHHBIN peHep-ABUKOK Arnold,
KOTOPBIH MO3BOJISIET CO3/1aBaTh (POTOPEATUCTHYHBIE H300paKEHUSI.

O0JiacTu npumenennst Autodesk Maya:

Kuno u TeneBuaenme. Maya wucrnonb3yercss uis co3ianus cretpddexkToB, mudpoBbIx
nepcoHakel U aHUMaluu B puiibMax.

Urposas unaycrpus. Pa3zpaboTuvku BUAECOUTP NPUMEHSIOT MPOrpamMMmy Ui CO3JaHUS
MIEPCOHAKEN, OPYKUS, OKPYKEHHUS U UTPOBBIX CIICH.

MyabsTuniimkanuss M aHuManuda. IlporpamMma IIHMPOKO NpHUMEHSETCS MpPU CO3JIAaHUU
AHUMAIMOHHBIX (PUIBMOB.

ApxurektypHasi Busyaauzanmsa. C nomouipio Maya MOXKHO co3/1aBaTh TpEXMEpHbBIE
MOJIEJIN 3/IaHU U UHTEPHEPOB.

Pexknama u am3aiin. 3D-rpaduka akTHBHO WCIOJB3YEeTCS B PEKIAMHBIX POJIMKAX,
MIPE3EHTALUIX U BU3YyaJIU3alluU IPOLYKTOB.

IIpenmymecrBa Autodesk Maya

e IIMPOKUI HAOOP UHCTPYMEHTOB i 3D-rpaduku

e BBICOKAsl TOYHOCTb MOJEINPOBAHUS

e MOIIHAs CUCTEMA aHUMALIUH

e TIOAJIEPXKKA BU3YaTbHBIX IPPEKTOB

e HWHTErpauus ¢ IpyruMu NporpaMMaMu

e HCHOJb30BAaHUE B KPYIHBIX CTYAMUSIX KMHO U UTPOBOI UHIyCTPUU

TpéxmepHoe MoeIMpOBaHUE MPENCTaBIsIeT co0oii mporecc pazpadotku 3D-monenu (wiu
KapKacHOM MOJIEH), KOTopasi nu3o0paxaeT TpEXMEPHBIM 00BEKT — KaK OAYIICBIEHHBIN, TaK U
HEOJIyIIEeBIEHHBIA — C HUCIIOJIb30BAHUEM CIIELUATH3UPOBAHHOTO MPOrPAMMHOTO O0ECTIeUeHUSI.
TpéxmepHas Moellb GOPMUPYETCS HA OCHOBE MHOXKECTBA TOYEK (points), COSTUHEHHBIX MEKITY
co0oit muuusamiu (lines) n u3oruyTHIMHU OBepXHOCTSIMU (curved surfaces) [1].

Cdepa mpumeHeHUs! TPEXMEPHOTO MOJICIIUPOBAHUS TOCTOSTHHO PACIIUPSIETCS U OXBATHIBACT
pa3iuyuHble 00JIaCTH JAEATEIbHOCTU. B WUIpOBOM MHIYyCTPUM OHO HMCHOJB3YeTCsS IS CO3/aHus
PEaTMCTUYHBIX MEPCOHAKEW M UI'POBBIX JIOKAIM. B MenuuuHe TpEXMEpPHOE MOJAEIUPOBAHUE
OPUMEHSIETCS JUIsSl pa3pabOoTKU JETAIM3UPOBAHHBIX MOJIENICH OpPraHOB Y€JI0BEYECKOTO OpraHu3Ma.
B unxenepun 1aHHas TEXHOJIOTHS [103BOJISIET BOCIIPOU3BOIUTH MOJIENH TPAHCIIOPTHBIX CPEACTB,
pa3MYHBIX YCTPOWCTB U apXUTEKTYpHBIX coopyxeHHil. B kunematorpade tpéxmepHoe
MOJICIMPOBAaHNE AaKTUBHO WCIHOJB3YeTCS NPU CO3JAaHUHM BH3YAJIBHBIX CHEIPPPEKTOB U
danTactuueckux nepcoHaxeil. Kpome Toro, Ttexnomoruun 3D-monenupoBaHHS —UIMPOKO
NPUMEHSIOTCS U B cpepe pexnamsr [2].

3HAUYUTENIbHBIN POCT MHTEPECA K KOMIIBIOTEPHBIM UT'PaM B MOCIEIHUE T'OJIbI IPUBEN K TOMY,
YTO Pa3pabOTUYMKK TMPOTPAMMHBIX ITAKETOB sl TPEXMEpPHOW TrpaduKd OBUTH BBIHYXKICHBI
co3maBaTh Bc€ Oolee coBepileHHble W (YHKIUMOHAJIbHBIE MPHIOXKEHUS. OTH MPOTrPamMMbl
NPEOCTaBIIN Pa3padOTYMKaM HWIP M CIEHUAIUCTaM 10 BU3yaJlbHBIM 3(dekraMm B KHHO

BO3MOXXHOCTh PEaJM30BBIBATh HJEH, KOTOpPbIe HEBO3MOXXHO BOIUIOTUTh B PEaJbHOCTH.
CoBpeMEHHBIE TEXHOJIOTHH TPEXMEPHOTO MOJACIUPOBAHUSA CYHIECTBEHHO COKpAIIAlOT BpeMs,
HeoOXoauMoe ISl CO3JaHusl MepcoHaked B aHUMAIUH. lIporpamMmHbIe MakeThl MO3BOJISIOT
JIOCTAaTOYHO OBICTPO U JIETKO aHWMHUPOBATh OOBEKTHI, NMPU STOM 3aTpayrBas MHUHUMAIbHBIC
BpEMEHHBIE pecypchl [3].
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Taxum 06pa3zom, cOBpeMeHHbIEe porpaMMHbIe cpecTBa A1 3D-MoaenupoBanus 061a1at0T
IIUPOKUM CIIEKTPOM BO3MOKHOCTEH, OTJIMYAIOTCAd YAOOHBIM M WHTYUTHBHO IOHSTHBIM
UHTEpPEcoM, a TaKKe XapaKTepU3yITCs OOMUPHON 007aCThI0 MPAKTUIECKOTO MPUMEHEHHS B
pas3InYHbIX cepax AesaTeIbHOCTH.

Autodesk Maya — 370 camblii BOCTpeOOBaHHBIN HA JaHHBIA MOMEHT MPOTPAMMHBIA MaKET
TPEXMEPHOI'O MOJEIMPOBAHUSA, OTIMYUTEIBHOW UepTOd KOTOporo spisercs pabora c
aanmanueil. [lo atoit mpuunHe Maya ucronb3yercs B KuHemarorpade M MyJbTHILUTUKAIIAH IS
CO3aHHs PEATUCTUYHOCTH.

Hcnons30BaHue pPa3iav4HBIX I[POIPAMMHBIX IAKETOB [UIl TPEXMEPHOIO MOJCIHPOBAHUS
KOMITBIOTEPHOM CIIEHBI 11eJ1ecO00pa3Ho, MOCKOIbKY MO3BOJIIET NPUMEHHUTh KaXKIbId MakeT JJis
pa3paboTKHM HMMEHHO TOTO WPOAYKTa, i KOToporo oH Haubonee s¢ddexruBen. Taxk,
CYLIECTBYIOT IIPUMEPHI TAKOTO MCIIOJIBb30BaHMs, KOI/Ia IPOEKTUPOBAHKUE TOIOJIOTUH IIEPCOHAXKA
OCYIIECTBISUIOCH B TPOTrpaMMHON cpene ZBrush, a sKkcmopT uis TEKCTYpHpOBAaHUS — B
Autodesk Maya. AHuManus peanu3oBaHa IIOCPEICTBOM pETONOJIOTUH, T. €. NEePecTPOUKH
MOJIEJIH JUIsl UCTIONIb30BAHMSI €€ B UTPE WIIM CPeJle aHUMAIIMH, YTO II03BOJIET N30€KaTh IpodIieM,
BBI3BaHHbIX [TOJUTOHAMHU HETPEYrOJIbHON M HEUEeThIPEeXyroybHOM popm. B pesynbrare nomydyena
MOJIENTb YYHUTEIsI, CHPOSKTHPOBAHHAS B MPOrpaMMHBIX nakeTax Zbrush u Autodesk Maya [7].

3akirouenue

Autodesk Maya sBisiercst oHOM W3 HamOoJiee MOIIHBIX W MOIMYJSPHBIX MPOTPAMM JUIS
co3ziaHus TpEXMepHOM rpaduku u aHuMauuu. biarogaps mupokomy (GyHKIMOHAITY, THOKOCTH U
BBICOKOM IIPOM3BOJAUTEIBLHOCTH IPOrpaMMa IMIMPOKO UCIIOJIb3YETCS B PA3JIMYHBIX 00JIACTAX — OT
KUHOMHIYCTPUU U HUIPOBON pa3pabOTKU A0 peKJaMbl U aApXUTEKTYPHOM BU3yalU3allUH.
CoBpemMeHHbIE BO3MOKHOCTM Maya TO3BOJISIIOT CO37aBaTh CIIOXKHBIE M pEaTUCTUYHbIC
TpEXMEpHBIE CLEHbI, 3HAYUTEJIBHO pACHIUPSsi BO3MOXKHOCTH IM(PPOBOIO HCKYyCCTBA H
KOMIIBIOTEPHOU TpapuKH.
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