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Co3naHue roJioBbl 4eji0BeKka B nporpamme Zbrush

benuxos Anopeii I'ennaovesuu
TIpuamypckuii cocyoapcmeennwiii ynugepcumem umernu Lllonom-Anetixema
Cmyoenm

AHHOTALIUA

B naHHOW cTaThe OBUI PAacCMOTPEH MPOIECC CO3JIaHKME TOJIOBBI 4YEIIOBEKAa B
nporpamme Zbrush. B wucciaemoBanmm mnpumeHsiack mporpamma Zbrush. B
pe3yJlbTaTe padOTHl OBLI CO3aH OFOCT OJIOBEI YEJIOBEKA.
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Abstract

In this article, the process of creating a human head in the Zbrush program was
considered. The Zbrush program was used in the study. As a result of the work, a
bust of a human head was created.
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AkTyanbHOCTh u3ydeHHsi 3D TexHonoruii 0O0ycClOBIEHA MPAKTUYECKU
MOBCEMECTHBIM MCIOJIb30BAHHEM TPEXMEPHOU rpadUKy B pa3INYHBIX OTPACISIX U
chepax ACATEIBHOCTH, 3HAHHUE KOTOPOM CTAHOBHUTCS Bce 0osice HEOOXOIUMBIM
JJ151 IOJTHOLIEHHOTO Pa3BUTHS TUYHOCTH.

[lenp naHHOM CTAaThU CO34ATh TOJIOBY YEJIOBEKA.

Jnst co3manust mpoekTta Obuia paccmoTpeHa ctatha JI. I1. be3BepxoBa u
A.B. MankoBa, B cBoeil cTaThe OHU paccMoTpenu nporpammy «3D Blender», ee
XapaKTEePUCTUKU, MPEUMYIIECTBA, HEAOCTATKM M €€ 00JlacTh ImpuMeHeHus [1].
Tak xe A. U. KnsikoB coBmectHo ¢ H. A. ®posioBoil mpoBenu padboTy Han
HCCIICIOBAaHUEM BO3MOKHOCTH MOJICIUPOBAHUS TPEXMEPHBIX OUOJOTHYECKUX
OOBEKTOB C UCIOJb30BaHMEM O€CIUIaTHOW mporpamMmbl st cosfnanus 3D-
o0bekToB Blender, a Takke mnpu MOMOIIM JAaHHOW MPOrpaMMbl CMOTJIU
CMOJIETTUPOBATh KPOBEHOCHBIM Kamwuiip [2]. B cratee M. P. Abnues, @. P.
Awmetos, 1. III. Mepmrot, O. 1. AguipimaeBa onrcaad OCHOBHBIE BO3MOYKHOCTH,
(GYHKIMHM 1 KOMIIOHEHTBI [TOJIb30BaTeaIbCKOTO HHTEp(detica [3].

Jlst co3manust OrocTa JMIla 4esioBeKa B mporpamme Zbrush Hy>KHO co3aaTh
poekT ¢ chepoit (Pucynox 1).
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Pucynoxk 1. IIpoekT ¢ cdepoit

Jlanee HY»KHO CMEHUTh KUCTh B MeHIO «Standard»iesoii yactu padouero
npoctpancTBa (Pucynok 2).

Pucynok 2. Menio «Standard»

Janee HyxHO BbIOpaTh KUCTH «MoOVve» (Pucynok 3).

|

Move

Pucynox 3. Kucts «Movey

Jlanee Hy»KHO HAaCTPOUTH pa3Mep KUCTH MPOKPYTHB MoJ3yHOK « Draw Sizex
B MPABO, HAXOAAIIUNCS B BEepXHEH yacTu padouero nmpoctpancTsa (Pucynok 4).

Dynamic

Pucynox 4. Hacrpotiika «Draw Sizey

C nomompio kuctu «Move» dopmupyeM ¢opmy uepena BBITATHUBAS
HIDKHIOIO 4acTh cdepnl mpuaaBas e popmy uentoctu (PucyHnok 5).
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Pucynoxk 5. @opMupoBaHue YEIHOCTH

C momompto kucth «SPolishy yOupaem nuimHuE SJIEMEHTBHI, TaK e C
3axaTol KHOmKoM «Shifty pasriaxuBaem HepoBHOCTH (PHCYyHOK 6-7).

Pucynok 6. Knomnka «sPolishy
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Pucynoxk 7. ®opma uepena

Hanee ¢ momombio Kuct « TrimDynamicy» pasriakuBaeM y4acTKU 4yepera,
I ipuaanus 6osee ocTpoix popM (Pucynox 8-9).

T'

TrimDynamic |

Pucynok 8. Kucte «TrimDynamicy
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Pucynok 9. Uepen nociie 06paboTku KUCTBIO « TrimDynamicy

Janee co3maem miero. C 3axateiM «Ctrl» co3maem macky B Mecte pocra
IICH, TIOCTIC BBIJCIICHUS KIMKaeM 10 pabodeMy MPOCTPAHCTBY C 3a)aTbiM «Ctrly
s naBepcun Macku (Pucynok 10-11).

Pucynok 10. Macka meun
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Pucynok 11. Macka men

Hanee ¢ momompio kuctu «MOVe» BbITArHBaeM 1€ U (popMupyem

NPEIIUICYbs U pa3riakKUBaeM ¢ IOMOIIBO 3aaToil kHonku «Shifty (Pucynok 12-
15).

Pucynox 12. ®opmupoBaHue 1eu
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Pucynok 13. CrinaxxuBaHue men
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PI/IcyHOK 15. T'oToBbI# OrOCT

B nanHO# craThe ObUI MOKa3aH MPOLECC CO3/1aHus OIOCTa TOJIOBBI YEJIOBEKA
B mporpamme ZBrush, B maHHOM mpoekTe HArIsiIHO MOXHO YBHIETh, uTo 3D
MOJIEJIMPOBAHUE TOCTYIIHO U IIPOCTO B OCBOCHUHU.
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