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HNCITIOJIB3OBAHUE HOUDINI U ZBRUSH B TAHAEME
C 3DS MAX

Abodyzaghyposa H.JI.
Hasl'TIN

Tayanch so’zlar: houdini, zbrush, 3ds max, 3d modellashtirish, skulpting, tekstura,
animatsiya, dasturiy ta’minot integratsiyasi, ish ogimlari.

KuaroueBble cioBa: houdini, zbrush, 3ds max, 3d-monenpoBanue, CKyIBIITHHT, TEKCTYPHU-
poBaHue, aHUMAIIKs1, THTETPALUS 110, pa0OYHe MPOIECCHI.

Key words: houdini, zbrush, 3ds max, 3d modeling, sculpting, texturing, animation,
software integration, workflows.

Beenenne. B nocnennee Bpems HaOIIOAAETCS TEHACHIMS K HCIIOIb30BAHUIO
COYETAHUS PA3IMYHBIX MPOTPAMMHBIX MTAKETOB ISl PEHICHUsI KOMIUIEKCHBIX 3a-
nad 3D-MonenupoBaHusl 1 aHUMALUK. DTO CBA3aHO C TEM, UTO KaX/Ibli HHCTPY-
MEHT UMEET CBOM MPEUMYIIECTBA U criennanu3anuio [ 1]. Onnoit u3 pacmnpocrtpa-
HEHHBIX KoMOuHaIwmii sissgercs TanaeM Houdini, ZBrush u 3ds Max Gnaronapst
UX HIMPOKUM BO3MOXKHOCTSAM. OZIHAKO B JIMTEpaType HEAOCTATOUHO JAHHBIX I10
3 PEKTUBHOIN MHTErpalluy ATUX MAKETOB U ONTUMH3AIMU PabOYMX MPOLIECCOB
MIPU UX COBMECTHOM HCIIOIB30BaHMH [2].

Lenp JaHHOTO MCCIIEI0BAHUS - IPOBECTU CPABHUTEIIbHBIN aHAJIN3 BO3ZMOXKHO-
creit [10 Houdini, ZBrush u 3ds Max u pa3paborars METOIMYECKHE PEKOMEH-
T TI0 TIOCTPOCHUIO Y(P(GEKTUBHBIX padOYMX MANTUIAMHOB ¢ MPUMEHEHHUEM
JIAHHOT'O IIPOTrPaMMHOI0 00€CHEeYEHUs!.

WuTerpanus pasinyHbIX MakeToB 3D-MOIeInpoBaHHs CTAHOBUTCS BaXKHOMU
TEH/ICHIIMEW B COBPEMEHHOM MHAYCTpUU aHUMAIMU U crnetdddexToB [3]. Ito
CBSI3aHO C T€M, YTO HCIIOJb30BaHWE MPEUMYILECTB CIELMATU3UPOBAHHBIX MH-
CTPYMEHTOB I03BOJISET MOBBICUTH IPPEKTUBHOCTH U KauecTBO padoT. OnHoM 13
Haubonee BoctpeOoBaHHbIX koMOuHanuii [10 sBisiercs Houdini, ZBrush u 3ds
Max [4]. Houdini neHuTcs 3a mponeaypHyto reHepanuio KonTenra, ZBrush — 3a
y10OCTBO CKYJIBITHHTA U TEKCTypupoBaHus, 3ds Max — 3a Habop HHCTPYMEHTOB
anumarun. OIHAKO B UMEIOIIEHCS JIUTEpaType MOKa HEAOCTAaTOYHO padoT, mo-
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CBSIIIICHHBIX CUCTEMATU3AIIUU TIOJXO0B K MHTETPAIIMH STUX MTAKETOB U ONITUMHU-
3aI[MM KOHKPETHBIX MANIUIaiHOB HAa UX OCHOBE.

Bo BBeneHun Ha OCHOBE 0030pa JUTEPATYPhl BBISABISETCS HENOCTATOUHAS
popabOTaHHOCTh BOIPOCOB KOMIUIEKCHOM OICHKU A()h()EKTUBHOCTH COBMECT-
Horo ucnonb3oBanus Houdini, ZBrush u 3ds Max /i KOHKpETHBIX 3a71a4 Tak-
maiHa coznanus 3D-koHTeHTa. ONUCHIBAIOTCS 1IEH U 3a1a41 UCCIIE0BaHUS 10
BOCITOJTHEHUIO ITUX MPOOEIIOB.

OcHoBHasi yactb. VcciaenoBanue mpoBOIMIOCh Ha 0aze BEAyIIeH CTyIuu
3D-anumarn 1 VFX «RenderStudio» u Bkitrouaso 3 OCHOBHBIX JTalla.

Ha noxaroroButensHOM 3Tare (opMUpOBaIaCh METOMOJIOTHS — BBIOUPAITHCH
kputepuu cpaBaenus [10, mogOupanuck Tunossie 3anauu 3D 11t TECTUPOBAHMS
pabounx mporeccoB. beut poBeeH 0630p TUTepaTypsl C HEIbIO BBIICICHUS Ma-
JIOU3YYEHHBIX BOMPOCOB MHTETPAIIMU PACCMATPUBAEMBIX TTAKETOB.

Ha caenyroiem stane MeTogaMu CpaBHUTEIIBHOTO aHAJIN3a U MPAKTUYECKOTO
TECTUPOBAHUS UCCIIEAOBAINCH KOHKPETHBIE PELICHHSI 10 COBMECTHOMY HCIOJIb-
30BaHUIO0 MHCTPYMEHTOB Ha MPUMEPE 33]1a4 MOICTUPOBAHUS, CKYIBIITHHTA, aHHU-
MallK EPCOHAXKEH.

Ha 3akmounTensHOM dTare 00001Ianuch pe3yabTaThl, MPOBOIUIOCH PAHKH-
pOBaHUE BApUAHTOB MHTETPAIIMH 110 TIOKa3aTeIsIM d3PPEKTHBHOCTH, GOopMUpPOBa-
JIUCh YETKNE METOJMYECKUE PEKOMEH/IALIMHU JIJIS TIOJIb30BaTENCH.

B paznene meTo10B 1 MaTepuaioB JIETalbHO U3JIaraeTcs MHOIOATAIHAs METO-
nonorus padbotel. Ha moarotoBuTeIsHOM dTare ObLUTi C(hOPMUPOBAHBI KPUTEPHUN
cpaBHeHus pyHKImoHamsHOCTH [1O 1 mogd0opa TeCTOBBIX 3a/1a4, TPOBEAEH aHa-
JM3 IuTepatypsl. Jlanee cienoBanu 3Tanbl CPaBHUTEIBHOTO aHATIN3a BO3MOXKHO-
CTE MHCTPYMEHTOB, MPAKTUYECKON peanu3allii U TECTUPOBAHUS pabOUYnX Mpo-
IIECCOB C UX Y4YacTHUEM, OLIEHKH ToKa3zaresneil 3hpekTuBHOCTH, GOPMUPOBAHUS
PEKOMEHAALIUIA.

[TapameTpbl cpaBHUTENILHOTO aHaIKM3a Bo3MoxHocTel [10:

Tabumna 1. Kpurepuun cpaBHeHus1 (PYHKIMOHAJIBHBIX BO3MOKHOCTEH
Houdini, ZBrush u 3ds Max.

Kpurepuii Onucanne

HucTpymeHTsl MoaenupoBadus | Habop HHCTPYMEHTOB /ISl CO3MaHuUs U PSAAKTUPOBAHHUSI
3D moxaenei

BosmoxuOCTH 10 cCKynpITHHTY | HaGop HHCTpYyMEHTOB 171 paboThl co CKyIbITYpHOH 3D

reoMeTpuen

TexctypupoBanue MHCTpyMeHTBI 1151 pacKpacKu, HAIOKEHHS TEKCTYP U
meiepon

AHunmanus WHcTpyMeHTBI co31aHust U paboThl ¢ aHUMHPOBAHHBIM

3D KOHTEHTOM
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| Penpepunr | BcerpoenHsle (hoTopeanucTuiHbie BU3yaan3aTopbl |
KonuuectBeHHble 1oka3zaTesy OUeHKH 3(PPEKTUBHOCTH TECTOBBIX padOUYMX
MPOIIECCOB TpeicTaBieHbl B Tabnwuie 2.

Tabauna 2. IppeKTUHBHOCTH TECTOBBIX Pa00YHX NPOLECCOB HA OCHOBE
komOuHaumii I1O.

Komounanus Bpems BbInoJiHeHUS KauecTtBo
Houdini + ZBrush 6 yacoB Bricokoe
ZBrush + 3ds Max 8 yacos Cpenmnee

KauecTBeHHasi olleHKa pe3y/lbTaTOB TECTOBBIX 3a/ad TOKa3ajia Mepcrek-
TUBHOCTh COYETAHUS MPOLEAYPHBIX Bo3MOkHOCTel Houdini 1 mHCTpyMEHTOB
ckynpnTuHra ZBrush nmmst ObICTPOro MpOTOTUNIMPOBAHUS OpraHuydeckux 3D
MOJEJIEH.

OCHOBHBIE 3aKOHOMEPHOCTH BIHMSIHUS MapaMeTpoB uHTerpamnuu 110 Ha 3¢-
(hEeKTHBHOCTH:

* YeMm MeHblIE KOHBEpPTAIMM JaHHBIX MEXAY MaKeTaMH, TEM BBILIE CKO-

pocTh pabouero mporecca

* HcnonwszoBanue Python API nns peanuzanmm CKBO3HBIX pabOvMX IMmaii-

MJIaiHOB TOBBIMIAET Y (HEKTUBHOCTH

Tabumna 3. Paciunpennblie pe3yjbTarbl cpaBHeHus pynkunonada I10.

DyHKUMA Houdini ZBrush 3ds Max
IlonuronanpHoOE
Cpennee Huzxkoe Bricokoe
MOJICITUPOBAHUE
CKyITBITHHT Huzkoe Bricokoe Cpennee
Hamoxenne UV Ectb Ecth Ectb

Pe3ynbrarel aHanm3a NpOM3BOIUTEIIFHOCTH TECTOBBIX paOOYMX MPOIIECCOB:
» Kom6unamus Houdini+ZBrush nokasasa sydriiee COOTHOIIEHHE CKOPOCTH U
Ka4yecTBa JUIsl 3a71a4 FeHepaliy U TEKCTYPUPOBAHUS OPraHUKU
* HcnonezoBanne ZBrush+3ds Max 3¢ ¢eKTHBHO /1 CKYJIBIITHHTA U aHUMa-
1MW TIEPCOHAKEN
JlonoHUTENbHbIE KaYeCTBEHHBIE PE3YIBTaThL:
* OrtMeyeHa nepcreKTUBHOCTh MPUMEHEHHS IpoeAypHbIX MeToroB Houdini
JUTSI TEHEepaIii KOHTEHTA ¢ TIOCTIeYOIUM uMIiopToM B ZBrush u 3ds Max
* Wurerpanus Ha ocHoBe oOmero Python API obecnieunBaer HanGombIIyIO
rHOKOCTh paboyero rmporecca
Takum 00pa3oM, TOMyYEHHBIE PE3YNIBTaThl TOATBEPKAAT 3(PPEeKTHBHOCTH
KOMIUIEKCHOTO MPUMEHEHHUS] pacCMaTpUBAEMBbIX MAKETOB C HCIIOJIb30BaHUEM pe-
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KOMEH/TyeMbIX METO/I0B MHTErpalliy JUIsl ONTHMHU3AIMK KIIIOYEBBIX MalIIaiiHOB
co3manusd 3D-KoHTeHTA.

JIOTIONTHUTENBHOE TECTUPOBAHUE MOATBEPAMIO 3(H(HEKTUBHOCTh MHTETPALIMN
paccMaTpuBaeMBbIX MAKETOB JJIS 3a]iad KOMIUIEKCHOTO CO3/IaHHsl OpPraHW4ecKUX
00BeKTOB. BpeMsi MofenpoBaHus U TEKCTYPUPOBAHUS OHOOrHYeCcKUX (popM co-
Kpatuiioch Ha 35% 10 CpaBHEHMIO C IIOCIIEA0BATEIbHBIM IPUMEHEHUEM OT/IEIb-
HBIX UHCTPYMEHTOB [5].

OTMeueH TONOXKUTENbHBIA 3(GQeKT OT BHeIpeHHs CKBO3HBIX Python-
CKPHIITOB, 3aITyCKAaIOIIMX CBSI3aHHYIO 00pabOTKYy JaHHBIX BO BCex 3 makerax [2].
[IpouzBoauTenbHOCTH MaIuIaiiHa Bo3pocia Ha 15-20%. 31o koppenupyer ¢ npe/-
CKa3aHUsIMU aHAIMTHYECKOW MOJIEITH, ONTMCAHHOM B pa3zene « AHaImu3y.

Cucremarusanus pe3yJabTaroB CpaBHUTEIBHOTO aHAIM3a NOKa3alla JIMIUPYHO-
e no3urmu ZBrush 1o GyHKIMOHATY CKYJABIITHHTA U TEKCTYPUPOBAHUS, B TO
BpeMs kak Houdini BBITOJIHO BbIIENsIETCS BOSMOKHOCTSIMU MIPOLIEAYpPHOI reHepa-
un koHTeHTa [1]. 3ds Max nemoHcTpupyeT cOanaHCHpOBaHHBINM HAOOp WHCTPY-
MEHTOB MOJIEIMPOBAHUS U aHUMALH.

Amnanu3 3pPEeKTUBHOCTH TECTOBBIX pabOUYHX MPOLIECCOB MOATBEPIIII LIEIECO0-
Opa3HOCTh KOMOMHHUPOBAHMS [TAKETOB: BPEMsl BBIIIOIIHEHHUS TUTIOBBIX 33]1a4 COKpPa-
Tiiiock Ha 20-30% 1o cpaBHEHHIO ¢ Ucnonb3oBaHueM oanoro 110 [2].

BrisBiena ymepenHast koppessius (1=0.68) MexX Ty KOTM4eCTBOM KOHBEPTAITHA
JIAHHBIX MEXKIY MHCTPYMEHTaMH U OOILIEeH MPOM3BOAUTENIHLHOCTBIO MalIUIaiiHa.
UYem MeHbIIIE IPOMEKYTOUHBIX MPe0Opa3oBaHuii (hOPMATOB, TEM BBIIIE CKOPOCTh
pabouero npotiecca.

o nanabiM Mromiepa [ 3], Haubombliiee KaueCTBO aHUMAIIUH TIEPCOHaXEH 00e-
crieunBaeT komOuHarws ZBrush u 3ds Max, 4to Koppenupyer ¢ pe3ysbraTamu Te-
KYILIETO MCCIIEIOBAHMS.

Takum 06pazoM, Ha OCHOBE aHAJIN3a MOYKHO PEKOMEH/I0BaTh IPUMEHEHHE pac-
cMOTpeHHbIX KoMOunHarmii [1O amst 3a1a4 Xy/10)K€CTBEHHOTO MOJIETUPOBAHMUS, TEK-
CTypHpOBaHHMS, CKYJILIITUHTA U AHUMALIUH TIEPCOHAXKEH.

bosnee neranbHbI aHAIN3 KOPPEIALMOHHBIX 3aBUCUMOCTEN MEXKY ITapameTpa-
mu uHTerpaimu 110 (konmuuecTBo KOHBEpTalMid JAHHBIX, UCTIONb3yeMble (popMaThl
o0OMeHa, HaJTMuue CKBO3HBIX CKPUITOBBIX PA0OUMX MPOLIECCOB U T.J.) U U3Mepsie-
MBIMH MTOKa3aressiMu 3 dexTuBHOCTH pabounx nairuiaitnos. Ilocrpoenue anamu-
THUUYECKUX MOJIENEH sl KOIMYECTBEHHOTO MTPOTrHO3MPOBaHUsl 3(P(EKTUBHOCTH Ha
OCHOBE 3THX MapaMeTPOB.

CpaBHenue ¢ Oosee IMUPOKUM KPyToM JIMTEpaTypHbBIX JaHHBIX 00 HCTOIb30Ba-
Hun komOuHarmii [10 Houdini, ZBrush u 3ds Max, BkITtouast 3apyOe:KHbIE HCTOY-
HUKH. BbIsSiBIIeHHE CXOACTB U pa3uyuuii MeKAy pe3ysbTaTaMy TeKYIEeTo U MPebl-
JYIIMX UCCIIEOBAHUN.
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Bonee nmeranpHas kmaccuUKalUs THMOBBIX TPHKIAIHBIX 33/1ad WHIYCTPHU
aanmMaruu 1 BOX (co3nanue okpyKeHUH, BU3yalIbHbIC YPPEKThI, CUMYJISIIINS TKa-
Hel OBl U T.]1.) M aHau3 3(PEKTUBHOCTH IPUMEHEHHS pa3HbIX KOMOMHAII
MHCTPYMEHTOB JUISl KaXJI0T0 KJlacca 3a/ad.

DopMyITUpOBaHUE YETKUX KOTMUECTBEHHO N3MEPUMBIX KPHUTEPUEB BBIOOpA OI1-
TUManbHOU KoH(purypanmu [10 ams pereHus: KOHKPETHBIX MPaKTHYeCKUX 33/1a4
TI0JIb30BATEISIMH.

Bonee neranbHbI aHaMM3 KOPPETALMOHHBIX 3aBUCUMOCTEH MEXKIY Mapame-
tpamu unTerpanuu 110 u 3¢ heKTUBHOCTHIO (BpPEMEHEM BBITIOTHEHHS, KAYECTBOM
pe3yabTara) HaiIuiaifHOB MO3BOJIMII TOCTPOUTH MPOTHOCTUUECKUE MOJIENU ITPOU3-
BOJIUTEBHOCTH [5].

CpaBHeHMe C pe3ynbraraMu 3apyOeKHbIX Kouier [6], [7] BBIABHIIO cxoxue
TEH/ICHIIUH B OIICHKE BIIMSHUS CTENICHW MHTETPAIld HMHCTPYMEHTOB Ha UTOTOBYIO
CKOpocTh pabodero mporecca. OnHAKO UMEIOTCS M PACXOXKICHUS B YacTH abco-
JIFOTHBIX 3HAYEHUH 3((PEKTUBHOCTH /I pa3nuyHbIX komOuHaruii [10.

[TpoBeneHa meranmu3anys TUTIOBBIX 3amad computaional vix [8] u character
animation [5] 11 onpeeneHus: ONTUMaIbHBIX KOHPUTYpaIHii HHTETPUPOBAHHBIX
HauIUIaHOB HA KaXKIOM DTaIle.

Psi aBTOpOB OTMEUaeT BIMSHME YeroBedYecKoro (akropa Ha 3pdeKTHBHOCTH
paboThl ¢ KOMOMHUPOBAHHBIMU MAMTIAHAMY Ha OCHOBE HECKOJIBKUX MakeToB 3D
rpaduku [5], [6]. [lToMrMO TEXHUYECKUX ACTIEKTOB WHTErPAIlMH, BA)KHA CTEICHb
BJIJICHUS XYIOKHUKAMUA M aHUMaTOPaMH BCEMH HEOOXOIUMBIMU HHCTPYMEHTAMH
Ha JJOCTaTOYHOM YpPOBHE.

Kaxk nmokazan ananmms, mpoBeICHHBIN B paMKaX TEKYILIETrO UCCIIEOBaHMS, HAM0O-
Jiee 3HAYUMBIM (PaKTOPOM OCTAETCSI MUHIUMH3ALMS KOJTMYECTBA MPeoOpa3soBaHmN
naHHbIx Mexay [10. 9to nonreepkaaet runore3y Manosa N.U. [6] 0 noMunupy-
IOIIEM BIUSIHUU CKBO3HBIX Pa0OYHX MPOLIECCOB MPU MYJIBTH-TIAKETHOM TTOIXOJIE.

Takum 00pa3zom, MOMUMO TEXHUYECKUX PEILIEHUH M0 UHTErpaliu, 0c000e BHU-
MaHHE CTOUT YJIENIUTh MOATOTOBKE CHELMAIMCTOB, BIAACIONINX BCEMU HEOOXOIH-
MBIMH UHCTPYMEHTAMHU ISl pEATU3AIMU KOMIUICKCHBIX TTAUTUIAIHOB.

WuTepnperariyis Moy4YeHHBIX TaHHBIX MMOKA3bIBACT SIBHBIC TIPEUMYIIECTBA UH-
TerpupoBanHoro ucnosp3oBanus [10 Houdini, ZBrush u 3ds Max o cpaBHeHHIO
C UX pa3eTbHBIM MpUMeHeHNeM. D(GEKT YCHITMBACTCS 3a CUET CUHEPTUH Pa3iny-
HBIX (DYHKIIHOHAJIBHBIX BO3MOYKHOCTEH.

AHanm3 BIUSHUS KITI0YEBbIX ()aKTOPOB BBISIBUI JOMHUHUPYIOIIEE 3HAYCHUE CKO-
pocTH/yno0CTBa KOHBEPTAIIMU JaHHBIX MEXKITy TaKeTaMu. YeM MEHbIIIe TPOMEXKY-
TOYHBIX TIPE0OPA30BAHUI, TEM BBIIIIC HTOTOBAS IIPOU3BOAUTEIIHHOCTS.

[TpoBenennsie HIMuaTom [7] TECTHI MPOU3BOAUTEILHOCTH MTPU KOMILJIEKCHOM
rendering’e MEPEKIIMKAIOTCS ¢ TIOTyYSeHHBIMHU JIAaHHBIMU O BIIMSIHUM CKBO3HBIX pa-
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60unx mporieccoB Ha ocHoBe Python API. B To ke Bpemst Mromiep [3] onennBan
MIPEUMYIIIECTBEHHO KaYeCTBEHHbBIE PE3Y/IbTaThl KOMOMHUPOBAHKS HHCTPYMEHTOB.

OrpaHnyeHueM JIaHHOTO UCCIICI0BAHUS SIBJISIETCS] HEIOCTATOYHO IIMPOKHUM 0X-
BaT pa3IMYHBIX MPUKIAHBIX 3a/1a4, YTO ONpeessieT JaJIbHENIIE HallpaBJIeHuUs B
n3ydeHHH YPPEKTUBHBIX MAWIIIAWHOB I CHeNU(UISCKUX 00acTell mpruMeHe-
nust (VFX, anumarmu u ap.)

B wnenoMm, pe3ynsrarbl MOATBEPKAAIOT TUIOTE3y O LIEIECO0OPA3HOCTU KOM-
TUIEKCUPOBAHUSI paCCMOTPEHHBIX MakeToB. Hanbonbimii MHTepec mpeacTaBiser
pacIIMpeHne NCCIIEI0BAaHNI B YaCTH peaiM3aliui CKBO3HBIX Pa0OUYMX MIPOLIECCOB,
BKJTFOYAIOIINX BCE 3 MHCTPYMEHTA.

[TpoBenennsie HIMuaTom [7] TECTHI MPOU3BOAUTEILHOCTH MIPU KOMILJIEKCHOM
rendering’e EPEKIIMKAIOTCS C TIOTYYSeHHBIMU JIAaHHBIMU O BJIMSIHUM CKBO3HBIX pa-
60unx mporieccoB Ha ocHoBe Python API. B To sxe Bpemst Mromiep [3] onennBan
MIPEUMYIIECTBEHHO KaYeCTBEHHbBIE PE3Y/IbTaThl KOMOMHUPOBAHKS HHCTPYMEHTOB.

OrpannyeHreM JIaHHOTO UCCIIEI0OBAHUS SIBJISIETCS] HEIOCTATOYHO IIMPOKHUM 0X-
BaT pa3IMYHBIX MPUKIAIHBIX 3a/]a4, YTO ONpeessieT JaJIbHENIINE HallpaBJIeHuUs B
n3ydeHHH YPPEKTUBHBIX MAWIIIAWHOB I cHenn(UIeCKUX 00acTell mpuMeHe-
nust (VEX [3], anumanuu [4] u ap.)

[lepcrieKTUBHBIM HAIlpaBIEHUEM IPEACTABISETCS IPUMEHEHHE METOIOB Ma-
IIMHHOTO OOyuYeHMs [jIsi aBTOMaTU3allid PYTHHHBIX oOrepaiuii mpu pabore c
KOMIUICKCHBIMU TAHIIailHAaMA Ha OCHOBE HMHTETPAIld HECKOJBKHUX MAKEeTOB
3D-rpaduku. HelipoHHBIE CETH MOTYT HCIIONB30BATHCS ISl ONTHUMU3ALNU KOH-
BEpTAllMU JIaHHBIX, COIIACOBAHMS MapaMETPOB PA3IUYHBIX HHCTPYMEHTOB, ya-
CTUYHOM aBTOMATH3ALIUK MOJICTIMPOBAHUS U aHUMAITHH.

JlpyruM MHOT000€IIAI0IINM HOAXOO0M SIBIISIETCS] IPUMEHEHHE IIPOTrPaMMHO-0-
npenensembix [10 ans co3nanus rMOpUAHBIX MHCTPYMEHTOB C TpeOyeMbIM st
KOHKPETHOH 3ajaun HabopoM (YHKLMI M3 pa3HbIX MakeToB [4]. DTO 1MO3BOIMUT
MaKCUMAJILHO 3()(EKTHBHO WCIIONB30BaTh MX TPEUMYILIECTBA B PaMKax €IMHON
Cpelbl.

[TepcieKTMBHBIM PEACTABIISETCS UCIIOIB30BAHUE TEXHOJIOTUN BUPTYaIbHON
Y JIOTIOJTHEHHOW PEeaTbHOCTH JIJISl YIIPOIIEHUST Pa0O0Thl Xy[AOKHUKOB U aHUMATO-
POB C KOMIUIEKCHBIMH TMalTIaifHaMK Ha OCHOBE MHTETPAIU HECKOJIBKHX MMAKEeTOB
3D-rpaduxkmu [8].

[Mpumenenne AR/VR mo3BoiMT BU3yaaM3upOBaTh MPOMEKYTOUHBIE JTaHHBIC
U PEe3yNbTaThl, OCYIIECTBISATh MHTEPAKTHBHBIA KOHTPOIb W MaHUIYIHUpPOBAHHE
00BbEeKTaMH1, COBMECTHYIO YAAIEHHYIO pabOTy B peKMME PEabHOTO BpEMEHU. ITO
CHU3UT KOTHUTUBHYIO Harpy3Ky W MOBBICHT 3 (eKTHBHOCTH paboyero mporecca
3a CYET YIy4LICHHOTO B3aUMOJICHCTBHSI YeIOBeKa H KOMITBIOTEpa.
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WuTerparust Moaxoa0B BUPTYTbHON PEaTbHOCTH ¢ METOIaMU MAIIIMHHOTO 00-
YUEHMSI OTKPBIBAET JIOTMOJIHUTEIBHBIE BOSMOKHOCTH JUIsl OITUMM3ALIMN KOMILIEKC-
HBIX Mairiaitnos 3D-rpaduxu [3].

3axmouenne. [IpoBeneHHOE WHCCIEIOBaHHME TMOATBEPXKAAECT SP(EeKTHBHOCTH
KOMILTEKCUPOBAHHS paccMOTpeHHBIX nakeToB Houdini, ZBrush u 3ds Max s pe-
IIEHUs] Pa3HOOOpa3HbIX 3a/1a4 3D MomenMpoBaHus, aHUMAIIMH U BU3YaJIH3allUH.
Haubonpimii BRIMTPHIIT 00€CIEYMBAETCS 32 CUET COKpAIIEHUS KOJTMUYECTBA TIpe-
00pa3oBaHMi JAHHBIX U PeaTU3ali CKBO3HBIX CKPUIITOBBIX PAOOUYMX MTPOLIECCOB.

Pe3ynsrarbl MOTYT OBITH HCIIOJIB30BAaHbBI CIICIIUATIMCTAMU OTPACIH JUTS BRIOOpa
ONTHMATEHBIX HHCTPYMEHTATLHBIX KOHPUTYPALIUi | MTOCTPOSHUS P PEKTUBHBIX
MANIUIaiTHOB MOJT KOHKPETHBIE PON3BOJICTBEHHBIE 3a/1a4H.

[TepcieKTMBHBIMU HANPABICHUSAMHU JAIbHEUIIUX HKCCIECIOBAHUNA SIBIISIOTCS
MIPUMEHEHHE METOI0B MALITMHHOTO OOY4EHUsI M TEXHOJIOTHIA JIOTIOJIHEHHOM peallb-
HOCTH JIJIs1 IOTIOTHUTENTLHOM aBTOMATH3aLUK U YIPOIIEHHUS KOMITIEKCHBIX LU PO-
BBIX PabOYMX MPOLIECCOB.

[TomMrMO TTOATBEPIKICHHBIX B UCCIIEIOBAHUH TEXHUUECKUX ACTIEKTOB MOBBIIIIE-
HUsL 3(p(HEeKTUBHOCTH MHTErPUPOBAHHOTO HCIIONB30BAHUS HECKONBKUX MaKEeTOB
3D-rpaduky, cieayer yaenuTh BHUMAHUE METOAONIOTHYECKIM M OpPraHu3aIliOH-
HBIM MOMEHTaM BHEJIPEHUS TAKOTO TOIXO0IA.

Heob6xoaumo npoBeneHrie 00y4eHus 1 MOBBIIIEHHS KBATU(PHUKALIUK CIICIHAITH-
CTOB JIJIsI BIIQJICHUSI IMPOKAM HAOOPOM MHCTPYMEHTOB Ha JOCTaTOYHOM YPOBHE.
Taxxe BaxxHO 00€CTIEUUTh METOIOJIOIMYECKYIO U TEXHOJIOTMUYECKYIO MOIIEPIKKY
Ipouecca nepexoia CTyAuid Ha HOBbIE KOMIUIEKCHBIE MTANTUIANHBbI.

Kputnueckn BakeH y4y€T 4eoBeUecKoro (akropa, MOHHUTOPHHT YIOBIETBO-
PEHHOCTH XY/IO)KHHUKOB M aHUMAaTOPOB HOBBIMU METOAaMHU paboThI, ONlepaThuBHAs
JopaboTka pabourX MpPOLIECCOB MO/ peaibHble MOTPeOHOCTH co3nareneil uudpo-
BOI'0 KOHTEHTA.

I'mOkoe coueTaHne TEXHUUSCKUX WHHOBAITMA ¢ METOJOJIOTHUECKIM U OpTaHH-
3aLMOHHBIM COIPOBOXKICHUEM - 3aJI0T YCIIEIIHON peaau3alyy MOTeHIAIa KOM-
TUIEKCHBIX TTAUTUIAIHOB Ha OCHOBE MHTETPAIIUH HECKOIBKUX MTakeToB 3 D-rpadukw.
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PE3IOME
Ushbu magqolada Houdini, ZBrush va 3ds Max kabi 3D modellashtirish va animatsiya uchun
dasturiy ta’minot paketlarini almashish masalalari ko’rib chigiladi. Ishning maqsadi ushbu vositalarni
birlashtirish imkoniyatlarini va ularni birgalikda qo’llashda maqbul ish oqimlarini tahlil gilishdir. Kirish
ushbu dasturiy ta’minotning keng tarqalishi va ko’plab mutaxassislarning Houdini, ZBrush va 3ds Max
imkoniyatlarini birlashtirgan samarali quvur liniyalariga bo’lgan ehtiyoji tufayli mavzuning dolzarbligini
asoslaydi. Quyida 3D modellashtirish, haykaltaroshlik, tekstura va animatsiya vazifalariga nisbatan har
bir paketning funktsional imkoniyatlarini qiyosiy tahlil qilish keltirilgan. Ma’lumotlar almashish va
formatlar, plaginlar va skriptlarga asoslangan vositalarni birlashtirishning turli usullari ko’rib chiqiladi.
Amaliy gqism aniq misollar yordamida ikki yoki undan ortiq ko’rib chiqilgan paketlardan foydalangan
holda murakkab ish oqimlarini amalga oshirishni ko’rsatadi. Bunday yondashuvlarning samaradorligi
tahlil gilinadi. Tadqiqot natijalariga ko’ra, turli xil 3D muammolarini hal qilish uchun Houdini, ZBrush va
3ds Max kombinatsiyasiga asoslangan ishchi quvur liniyalarini magbul qurish bo’yicha amaliy tavsiyalar
ishlab chiqilgan. dasturiy ta’minot imkoniyatlarini nazariy taqqoslash va sinov quvur liniyalarini amaliy
amalga oshirish kombinatsiyasiga asoslangan tadqiqot metodologiyasi tasvirlangan.
PE3IOME
B nanHOl crathe paccMaTpHBAIOTCSI BOIIPOCHI COBMECTHOTO HCIIONB30BAHMS TAKHX MPOIPAMMHBIX
maketoB /it 3D-mMonenupoBanus n anumanuu kak Houdini, ZBrush u 3ds Max. Llens paboTsl - mpoaHa-
JIM3UPOBATH BO3MOJKHOCTH MHTETPALIMU ATUX HHCTPYMEHTOB U ONTHMAJIbHBIC PAOOUHe MPOLECChI IIPU UX
COBMECTHOM IpUMEHEeHHH. Bo BBejeHHM 000CHOBBIBACTCS aKTyalIbHOCTD TEMBI, 00yCIIOBICHHAs MIUPO-
KHM PacipoCTpaHEHHEM AaHHOTO MPOrPaMMHOTO 00ECIICYEHHS U MOTPEOHOCTHIO MHOTHX CIICIIHAIHCTOB
B 3 dexkTHBHBIX maimiaiiHax, coderaromux BosMoxxHocTd Houdini, ZBrush u 3ds Max. [lanee naetcs
CpaBHUTEIBHBII aHAIN3 QYHKIIMOHAJIA KaXKJI0TO ITaKeTa MIPUMEHHUTEIBHO K 3a1adaM 3D-MozennpoBaHus,
CKYJIBITHHIA, TEKCTYPUPOBAHMS M aHUMAlMu. PacCMaTpUBAIOTCS Pa3IMYHbIC METObI OOMEHA JIaHHbI-
MU U MHTErpaliy HHCTPYMEHTOB Ha 0a3e ()OopMaroB, IUIAIMHOB U CKPUITOB. B npakTuueckoil yactu Ha
KOHKPETHBIX IIPHMepax IT0Ka3aHa pean3anisi KOMIDIEKCHBIX PadOoUYHX MPOLECCOB ¢ MPUMEHEHHEM JIBYX
u Gosee paccMaTprBaeMbIx maketoB. [IpoBoanTest aHaIN3 G HEKTHBHOCTH TaKuX 1moaxox0B. ITo utoram
uccneoBaHus GOpPMyIUPYIOTCS MPAKTHYECKHE PEKOMEHAAINH MO ONTHMAJIBHOMY IIOCTPOCHHUIO pado-
4yuX naimiaiHoB Ha 0ase coderanus Houdini, ZBrush u 3ds Max as pemieHus: pa3nuusbix 3aaad 3D.
OmnuckIBaeTCS METOJOJIOTHS MCCIIEI0OBaH s, 0A3UPYIOIIAsCS Ha COYCTAaHUH TEOPETHYECKOTO CPABHEHMUS
Bo3MokHOcTel [10 n mpakTndeckoil peanu3auu TECTOBBIX pabounX MalIIaifHOB.
SUMMARY
This article discusses the issues of sharing software packages for 3D modeling and animation such as
Houdini, ZBrush and 3ds Max. The purpose of the work is to analyze the possibilities of integrating these
tools and optimal workflows when they are used together. The introduction substantiates the relevance
of the topic due to the widespread use of this software and the need of many specialists for effective
pipelines combining the capabilities of Houdini, ZBrush and 3ds Max. Next, a comparative analysis of
the functionality of each package is given in relation to the tasks of 3D modeling, sculpting, texturing and
animation. Various methods of data exchange and integration of tools based on formats, plug-ins and scripts
are considered. In the practical part, specific examples show the implementation of complex workflows
using two or more packages under consideration. The effectiveness of such approaches is analyzed. Based
on the results of the study, practical recommendations are formulated for the optimal construction of
working pipelines based on a combination of Houdini, ZBrush and 3ds Max to solve various 3D tasks.
The research methodology is described, based on a combination of theoretical comparison of software
capabilities and practical implementation of test working pipelines.
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