Co3paHue cKyNnbnTOBOW NeCTHULbI B Jass 2.3.5

TekcT HanucaH Ha 6a3e ctatby "Making a Ladder":
http://blog.machinimatrix.org/2010/08/31/making-a-ladder/

JlaHHOEe pyKOBOACTBO NpeaHasHavyeHo ans paboTbl ¢ Bepcuein nporpammbl BneHaep Jass-Pro
2.3.5. CtounT oHa okono 2000 nuHAEeH 0ONNapoB, Y4TO B nepeBoae Ha pybnu 6yaeT okono
200-300 pybnei rno Kypcy
nekabps 2010 ropa

(370 Kak noBes3eT OOMEHATD).

Ewe He pewnnun HyxHa nu oHa Bam

? He 6epa. Psnom MOXHO

"3a 6becnnatHoO"

KynuTb cBOOGOLHO pacnpoCTpaHSeMyto NpeaplayLlyo BEPCUO 3TOM Nporpammbl,
OTNNYAIOLYIOCH TONbKO TEM, YTO B HEN He

ybpaHbl

HeKoTopble

ownbkm

. 3aT0, 3a kakux-1o 2000 nMHoeHoB Bbl byaeTe MMeTb B Te4EHME roaa TEXHUYECKYHO
NOALEPXKY CO CTOPOHbl KOMaHAbl pa3paboTynkoB 1 0OHOBNEHME NPOrPaMMbl, HTO, HA MO
B3rnsg, o4eHb ynobHo. A 3a04HO He ynyCcTUTE WaHC NoaaepXartb NPOekT MaTepuanbHo. =)
C HeZnaBHUX NOP pacnpocTpaHeHne nporpammbl Yepes Beb Cait npekpateHo, u
063aBeCcTUCb NPOrpamMMoit MOXHO TONbKO NMOCETMB 3TO cnaBHoe MecTo B Second Life: http://s
lurl.com/secondlife/Jass/145/193/25

WNtak, Bol ropablie obnanatenu Jass 2.3? lNoka, He BaxHO Pro nnu ceoboaHo
pacnpocTtpaHsemoit Pub Bepcuu. JInyHo 5 noka orpaHuymncs sepcueii Pub... nbo B ceete
rpsagywero B CekoHp Jlai BBeoeHUS NOAOEPXKU 3arpy3Ky HA3KOMOUIOHA bHbIX MeLei
elwe He onpenenuncsa Hy>XxeH nn MHe Boobuwe 6ynet bneHpep B byaywem nnu yoobHee bynet
MCNONb30BaTb anbTEPHATUBHYIO NPOrpammy.

Mpuctynum:
BoT HebonbLWwoe pykOBOACTBO O TOM, Kak cAenaTb NECTHULY U3 OOHOMO CKy/nbnTa B
Bnenpepe Takylo xe, Kak Ha 3TOM PUCYHKeE.

MpuMepHo Tak BbIrNaauT ata nectHuua B CekoHaa laind, XoTs, ecnm noctapaTbCst MOXHO U
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nopoBHee coenaTtb.

Mepen Ha4anom moaennpoBaHns Bbl JONXHbI pewntb xoTute nn Bbl, 4T06bl Bawa nectHuua
xopouwo pabotana ¢ LOD (Level of Detail — ypoBeHb fetannsaumm) nam Hert:

- Ecnn Bbl xoTnTe ctabunbHoro noseaeHns Bol MoXxeTe caenatb 6 waroB MakCUMyMm + 2
CTOPOHbI NECTHULbI

- Ecnu Bbl xoTHTE XOpoLwero noBegeHns, Bbl MOXETe YyBENYUTb pasmep oo 14 waros + 2
CTOPOHBbI.

- Ecnu Bbl He 3aboTutech o LOD, Bbl MoxeTe nobaBuTb waros gaxe donbue. 9 He 3Hat0
TOYHO, Kaknx ump Bbl MOXeTe OOCTUYb TEOPETUYECKM. ..

LWar 1: UcxopHbin ckynbnt (The initial sculptie)

[aBaiTe npuoepXxnBatbCcs yMEPEHHbIX Belei n nonpobyem cneaytowme onummn. B aTom
cny4yae Bbl 3axoTuTte co3gaTb CKynbnT cnenyowmm obpasom. Moem: Add > Mesh > Sculpt
Mesh

* Tun: unnnHap (type: cylinder)

* 4 X-noeepxHocTu (4 x-faces)

* 64 Y-noBepxHocTn (64 y-faces)

* no subdivision levels).

= m Timeline Game Render Help | = | aR:B-5Sculpted Pri
Flane

Curve Cuhe
aurface Circle
heta U sphere
Text lcosphere
Ernpty Cylinder

Group Zane

Gridd
RAonkey

iZamera

Larnp

Armature % Empty mesh
#, JASS Basic Lib of Sculpts

Lattice
aculpt Mesh

2/20



Co3paHue cKynbnTOBOW NecTHUUbI B Jass 2.3.5

M ean [[EE

BoT 4TO gONXHO NONy4YNTbCA:
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MEBTENO B B4 W N BEADOG/T® TKYTH NOBBRAMELLL Ha
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KBEPTUHKY 1 KpaTKo coobwatoT: BoT 410
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http://blog.machinimatrix.org/wp-content/uploads/2010/08/ladder-002.png
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https://marketplace.secondlife.com/stores/47448?search[page]=2&amp;search[store_id]=47448

