A.A. MAPT APSH

3ABUCUMOCTH TOJIIUHBI KPACKH, IOJYYEHHOW METOJIOM
MEJKOTPA®UH, OT JTUHEHHOCTHU

B menkorpadun paccMOTpeHBI TTIaBHBIC ITOKA3aTEeNN epexona Kpacku. Jist moiy-
YeHHS PAacTPUPOBAHHOTO M KPACOYHOTO PUCYHKA Obla MpHAaHA BAYKHOCTH YIPABICHUIO
KpPacCOYHOTO CIJIOSI M TIOKa3aHO, YTO COOTHOIICHUE MEXAy o0beMaMu Kpacku 1mo (opme U
OTTUCKY HaXOAWTCS B (PYHKIMOHATBHOHN 3aBHCHMOCTH OT TEOMETPHUYCCKHX IapamMeTpoB U
JIMHECHHOCTH CETH.

Knrouesvie cnosa: menkorpadusi, mepexo]] KPaCKH, r€OMETPUUYCCKHUE MapaMeTPhI
CETHU, IMHEHHOCTb.

A.A. MARGARYAN

DEPENDENCE OF THE INK LAYER OBTAINED BY THE METHOD OF
SCREEN PRINTING ON THE LINEARITY OF THE MESH

The main indicators of ink transition in screen printing are considered. The ink layer
control was highlighted to obtain shade and color image, and it was shown that the ratio of
the volume of ink on the frame and the type of the printing functionally depends on the
geometric parameters and linearity of the mesh.

Keywords: screen printing, ink transition, geometric parameters of mesh, linearity.
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4.4. UnhPu3uy, U.u. hGh@3UuL
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“Yhuipyynwd £ hwdwywpgswiht wuhdwghnt $phidbph unbnddwu hwdwp jwjunpbu
Yhpwnynn Uwjw (AutoDesk Maya) dpwagpwiht dhowdwjpnid dnnbjubph unwgdwu wnwud-
Uwhwuwnyniejnitutipp: Nwnwuwuhpybip Bu fuhin gwughg unup gwught wugdwu tiptip inw-
uwy' Ypdwwnb) hpwdwuh Yhpwnnugniup, gdbph ninndwt dwunww) nwppbpwly W nbnnwn-
(nghw, wywnndwwn nGnnwyninghw:

Unwtgpuypti pwnbp. tnwswih dnnbuwynpnud, «Uwjw», dpwgpwiht dhowwdwyn,
dnnbif, gwug:

Lbpwénipyniu: Utp opbipnd hwdwlwngswihu tnwswih wuhdwghwt jwju
wnwpwdénd niup Yhunuwpubipnud, gnugnnud b dnyuinhwyhyughwynd: “Hpw Yh-
pwndwdp gpnwbhlwih dJwutwgbnubpp YEunwunyenu Gu hwnnpnnud $wunwu-

wnhY hbpnuubiphu, untnénd wuhwywuwlwu yhpunuw) wotuwphubp bW wyu:
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Udbuwwnwehuubiphg dtyp, npnd ogunwgnpdyb) £ hwdwlwngswihu wup-
dwghwt, «Uunnwjht ywwbpwgdubp» pwqdwdwubphwung Ypunulwpu &

Autodesk Maya-u bnwswih gpwdbpywlwu fudpwghp £, npp hwuwubph k
Windows, macOS b Linux owbpwghntu hwdwlwnpgbpnwi: Maya-u odinwéd £ 3D
wupdwghwip, dnnbjuwynpdwu b yhgnuwjwgdwu gnpdwnnypubph Jwwnwnpdwu jwju
hpwpwynpnigyniuubipnyg: Wn dpwaghpu oguwgnpdynd £ wuphdwghwyh, dhow-
Juypbiph, owpddwu gpwbhlwih, yhpwiniw) nt hpwywu Yepwwnpubph unbinddwu
hwdwp, [wjiu wwpwsénd niuh Yhubdwinngpwdbhwih, hbGnnwwnwwnbunigjwu b
fuwntiph wpwnwnpniejwu dbe [1,2]:

hvunpph npqwépp b dEennhlwih hhduwydnpnudp: «Uwjw» dpwgpwihu dp-
swywjpnid dnnbip' gwugp, Yuwnnigynd £ vnwppwlwt Jwuthlubph' wnihgnuubph
dhongny: Snwninghwt wnihgnuutiph nwuwynpjwonyeniut § Gnwswih dnnbijh ynw:
Gnwswth dnnbp wpnn £ nwbtuw) fupin (high) Ywd unup (low) gwug (mesh):
Unwohuh nbwpnu opjtyunp Ypw wnlw LU dbGd pwuwyniejwdp wnihgnuubp,

wjuhupu (nuytpp' wnhgnuubph hwwndwu gdbpp, nlubu J6& funnyeniu: b tnwppb-
pNLRjNLU fuhwn gwugh' unup gwugu nih hwdbdwwnwpwp thnpp pYny wnihgnuubip,
htnbwpwp b nuwybpu opjlwh Yypw hwdbtdwwnwpwp tnup Gu: Snjniejniu snitup
(nwwybiph huwnwy rphy, nph nbwpnud opjtiyunp hwdwpynwd t fupin Ywd unup, wju
npnaynid £ wugbu wspny: Unnbih fupin Yud unup tnwppbpwyh oguwgnnpénidp
Guuduwid | i dnntht Ubpuwiwgdnn wwhwbgubinhg: Opylnh fuhun (high) L
unup (low) wnbupbpp pEpwsd Gu uy. 1-nud:

UY. 1. Fupup b unup dnnbjutiph opptiwlytibn

«Uwjw» dpwapwihtu dhowduwypnud wnyw £ pwunwyh (sculpting) gnpdhpw-
Ywad, uwyuwju thwihny dwybipbuubph unwgdwu hwdwp hhduwywund ogunynd
U bwl wy| gpwbhywlywt fudpwgnhgubinhg [3]: Lwunwyh dhongny unwigywsd thuw-
thniy Jwybpbiuny opjtlwnubipu nubund Bu wnihgnuubiph, hbnbwpwp' twl ne-
wbpp 2wwn JGS pwuwynieiniu, npp hGnwquwinwd hwplwynp £ Ypbwwnb: Pugh
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npwuhg, pwunwytint dwdwuwy nuybpp Ywpnn Gu fuwlunydt] b hwugbgub)
ufuw] wnwninghwjny opjlwnh wnweowgdwup: Ywnnigywdpwjhu fuunhpubp Yuw-
pnn GU wnwowuw| twl, Gpp Yy gpuwdbhywlywu dpwgph dnnbip wbnwdinfunwd
U wy dhowdwyn: LY. 2-nd ywuinlbpdwsd Gu dnnbijh wiinwyninghwjh htwpwynp
rtnnenluutnh ophuwlyutip:

UYy. 2. Unnbih pnnuyninghugh htiwpwinp plpniyggnitiabnp

CEwnwqgnuinypju wpyniupubpp: lvunph Nedwu hwdwp gnpduwywun-
pbu wnwowpyynud k£ tiptip tnwppbpwy.

1. Yptwuwnb| |nuytiph phyp reduce hpwdwuh dhongny, nphg htinin &tinpny
ninb| gwugh pbpngniuubpp’ wybjuguting b wwywubgubing unp nuytip: Wu
ntwpnuw opjEynph mnwninghwtu hpduwlwunwd dunwd £ unyup, 4bpwgynd Gu
wnlw pbpniejniuutipp:

2. Ywnnigh| opjtlwn unp winwninghwyny’ nitnnwninghwjh (Retopology) up-
ongny:

3. Ywnngb| optiyn unp winwninghwyny' wydwnndwun nbnnwninghwih
(AutoRetopology) uhongny:

Gpynt Gnwuwlyubipp pbpnyeniuutipp bW wnwybnieniuutipp quwhwwnbnt
hwdwp unyu opjiynh Ghoin winwninghwih Ywnnignwip Yuwnwpyb £ updwd
Gpynt nwuwyubpny:

Bnwuwy 1: OpjtYuinh mesh-h phpnienuutpu ninntint hwdwp wuhpwdtion
E ouobi| gwugh otinws, wybiinpn (nuwtipp W wybijwgub) unpbipp: Ybpohtuu htwnpw-
Unp t ppwagnpdtip hbinlyw) Yepw: Lokiing wydtiinpn. gdtipp (edges), suonwd Gup npwup:
Insert Edge Loop, Connect Yuwd Multi Cut hpwdwuutiph dhgngny wybjugunwd tup
gdtip Ywd Ybpunbpuubp' pun wuhpwdbonniyegwu: UWu nbwpnid wuhpwdbounipe-
it £ wnwowund twl unwuw) 6hon nnyninghw' wotuwwnbiny wnwudhu Ybp-
wnbpuubph (qwgqweutiph) Yppwndwdp (Uy. 3):
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UYy. 3. Unnbih plipniinitiuph ninndwb gnpdplpwgp

Gnwuwy 2: Mttwnnwninghwu (Retopology) gnjnieniu niutignn opjiyunph Yypw
unp bdwuwuwnhy opjynp Ywnnignuwu k: Ybpohupu wnwybinyenituu wyu £, np gn-
jnyentu nwubignn opjlywh Ypw Ywpnn Gup Junnigh] udwuwwnhw opjblwn, unw-
uwiny 62gphwn b hwywuwpwswih mesh' uwfupunpbih funniyejwdp: Lobiny uygp-
uwlwu opjEywp’ wlnhjwgund Gup “Make the selected object live” dwquhup:
Quad Draw gnpdhpny ulwpnwd Gup 4 qugupe (vertex), npnug dhouwdwunwd Shift
uintinup L dyupyh dwtu pihph dhongny unwund Gup dGY wnjhgnu, wjuphupu, dbp
guugh dbYy wnjhgnup: <wonpnwpwp Ybwnbpp dhwgubing’ unwunwd Gup wdpnn-
swlwu opjiyun’ Ywnnigdwd dogphin wnihgnuwihtu hwdwlwnpgny, npp pbpdwsd k
uy. 4-nud:

UYy. 4. Mnthgnbtph uynugnidp nbypnwyninghuyh dhongny

Bnwuwy 3: Lnp ennuuwplywséd MAYA20 wnwppbpwynd wpnbtu wnlw §
Retopo-h wywndwwnwgywd nwppbpwy, husp qguihnpbu phplwgund £ Yuwnwp-
ynn woluwwmwupp:
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Snpénnnipnup Yuwwnwpbint hwdwp wuhpwdbown £ gk dnnbp b wugnid
Ywwwnt nbwh Mesh > Retopologize wwunnthwup (uy. 5):

bpb gwulwunw Bup wwhwwuby hhu gwugp' npwbu dnnbih YpYuophtwy,
wuhpwdtioin £ wlywnhywgub) Enable Keep Original Jwhwuwyp: Unnbh Ynaun
wd unip hwndwdubipp wwhwwubiint hwdwp wuhpwdtion £ wynhjwgub
Enable Preserve Hard Edges Jwhwuwyp:

Target Face Count wwpwdbwnph dhongny Ywnbith £ Yupgquynpbip uinwg-
ynn wnihgnuubiph pwtwlp:

Wu gnpédnnniegjniup Yuwwpbing wnwyg fuhuwn wuhpwdbioin £ ougk
dnnbih wwuwndnieyniup (History), wju £ dnnbjh wywunpwundwu pupwgph wwwn-
dnipyniup, wjwwbu gnpénnnipiniup Ywd YYwwwnpyh 2w nuunwn, Jud
Yhwugbgup fuunhpubph’ jwwywsd hwdwlwpgsh hbwn:

Syjw| nwuwyp pbpneiniut wju k, np dpwaghpp ny dhon £ Yupnnwunwd
Ywnnigb] mnwninghw, npp pfunwd £ wnydjw; dnnbih jnipwhwnynieiniuphg, b
nnpn2 ntwpbpnud Yuphp £ hunwd juwnwnpbp npnpwyh onynwiubn:

i G

I | ; . . ‘
' - » = ‘
UYy. 5. Mnthgntiiiph utpwgnidp wyinndwign nbiyanwyninghuyh dhongny

Gqpwlwgnyeyniu: fuhwn gwughg Unup guught wugdwu hGwnwagnunywsd tpbip
Gnwuwlubpu hpbug wpnwpwgunud Gu wpryniuwybwnniejwu wmbuwulyniuhg, uw-
Yuwju wwhwuenul Gu hpwyhbwlwihtu dninbgnud: Unwehup Yhpwnbih &, Geb wnlw &
hwidbdwwnwpwp 6hon nnwninghw niubkgnn gwug, wju nbwpnd Yhpwnbih Gu
Ypbwwndwt wywmndwn Gnwuwlyubp: Gpypnpn Gnwuwyp Yhpwntih k, Gpp gwugp
wywmndwwn gnpdhpubiph Yhpwndwu wwjdwuubipnd wnwowgunud £ wyuwnnt pb-
pniejniutbn: Wu wwng £ Yhpwnnipjwiu nbuwuyniuhg, vwlwiu ywhwugnud k
wnnwninghwu hupunipnyt Yunnigbine hdinnugyniuutip: Gppnpn tinwuwyp Yhpwnbih
E, et sw gwugh hwdwswihnigintup wwhbint fupun wuhpwdtnnyeniu: Uw-
Ywju wuhpwdton £ hwoyh wnub|, np wju nununw t fuunpwhwpnyg htnwaqu
nbpuwnniphugh dwdwuwy:
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B.I'. MYPAJISIH, C.K. UTTUTSH

W3YYEHUE OCOBEHHOCTEM MMEPEXOJA OT IIJIOTHOM CETH
K PEJKON

PaccmarpuBaroTcss 0COOCHHOCTH MOJICITUPOBAHUS B IIMPOKO HCIOIB3yEMOM IIPOT-
pammHOM obecnieueHnrn MAYA (AutoDesk Maya) mist co3gaHusi KOMITBIOTEPHBIX aHAMa-
IUOHHBIX (HIEMOB. Mccnenyrores Tpu crmocoda mepexoa OT INIOTHOM CeTH K PEIKOH: KO-
MaHJIa COKpAILIEHHUsI, CIIOCO0 PYYHOTO MCIPABICHHS U METOJI PETOMOJIOTHH, METOJI aBTOMA-

TUYECKOM PETOIOJIOTUH.

Knroueswie cnosa: tpexmepHoe MoaenupoBanue, MAY A, moziesb, CETh.

V.G. MURADYAN, S.K. IGITYAN

STUDYING THE FEATURES OF TRANSITION FROM A HIGH MESH
TO A LOW ONE

The features of modeling in the widely used computer animation Maya (AutoDesk
Maya) software are considered. Three methods of transition from a high mesh to a low
mesh is studied: The command of reduction, the manual correction of loops and the
retopology method, the autoretopology method.

Keywords: three-dimensional modeling, Maya, model, mesh.
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