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KPUBM HA BE3ME. HEMPEKbCHATOCT.
AMPOKCMMALMSA. MHTEPNOJIALMA.
Cb3JABAHE U PEAAKTUPAHE
HA TPAEKTOPUM
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CbAabprkaHue:

KpnBK Ha be3une - nuctopma, CbUHOCT, NpeaAUMCTBa
HenpeKkbcHaTOCT, anpoKcuMauma 1 MHTepnoiaums

. Cb3aaBaHe U peJlaKTMpaHe Ha TPAEKTOPUM

KpeatuBHmTe MHCTpyMeHTH B lllustrator

. AHanorosm metoam B uMdpoBaTa epa
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CbAabprkaHue:

[lornea B cBeTa Ha TOYKUTE

MeToa Ha YaCOBHMKA M1 HA YAaCOBHMKOBUA
MEXaHM3bM

Olwe mMetoam 3a BEeKTopusnpaHe

/106pn HaBMUM 3a Cb3JaBaHe Ha UAOCTpaLUmm
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CTpax oT MaTeMaTHKa

- TpaBMM OT yuYMauLLLHaA Bb3pacT.
- CNOXHU aNropUTMM.

- YepHaTa AbCKa C HepelurMa 3aJada Ha
HeA...
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Math Is Cool

MaTtemMaTuKaTa e HaBCAKb/le OKOJI0 Hac.
CumeTpua, reomeTpua, Kpueu Ha besue -
HEeo6X0AMMOCT MPpH U3rparKJaHe Ha
BEKTOPM.

[Tomara 3a no-go06pa KOMMNO3MUMUA.
ConnaHa ocHoBa 3a M3rpaxkJaHe Ha
ANUTUTaNIHU UNKOCTPaLUn.
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KakBo e KpuBa Ha be3ue?

- PopmMMpa OCHOBHUTE JIMHMM HA eHa
BEKTOPHA MIIOCTpaumA.

- M3nonsea ce OoT BCMYKK NMporpamMu 3a
06paboTKa Ha BEKTOPHU MIOCTPaLMM
(CorelDraw, Adobe Illustrator, InkScape u

ap.)
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KakBo e KpuBa Ha be3ue?

KpuBuTte Ha be3sne ce 3apgaBaT C ypaBHEHMUA, TaKa ce
/laBa NpeaMMCTBO 3a No-6bp3a 06paboTKa Ha 06EKTH
B KOMMNIOTbpHATa rpadpmka. OcsBeH ToBa Te3M
npeAcTaBAHMA MMAT MNO-KOMMaKTHa dopma, B
CpaBHEHUeE C Te3un, nNpeacTaBAHE Ype3 MOJIUIOHM.
TaKka 06eKTunTe, onMcaHn C KpUBM ca NO-rnagku, MMat
Bb3MOHOCT a ce obpaboTBaT No-1€CHOo, No-6bp30 U
NecTaT Bpeme U namer.
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FIGURE 1.2 Paul de
Casteljau used Bézier
curves to aid in creating
well-rounded car designs
for Citroén.
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Adobe Illustrator




Kou e be3sue?

NHxeHep, paboTmn 3a PeHo.

[ NaBHUAT BUHOBHMK 3a NATEHTOBAHETO

M NONYNAPMU3MPAHETO Ha KPUBMUTE
B IMIMTAIHOTO M3KYCTBO.

[lpean Hero e 6110 HEBBH3MOXKHO
[la ce cb3aaaaT rnagkv JMHUM

ype3 copTyep.
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Ype3 KpnBuTE Ha
be3une
AM3amHepuTe
BADbXBAT }XMBOT Ha
MaTeMaTUdeCcKUTe
YpaBHEHUA, KaTO
Cb34aBaT C TAX
KpacMBU TBOPEHMUA.



MaTeMaTu4yecKo ypaBHeHMe Ha KpuBa Ha besue

0

B(t)=(1=0"P+3(1 =0)tP +3(1 —0FP,+ 1P,
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- [o-necHo e aa Hay4YMM KMTaMUCKM,
OTKOJIKOTO Zla pa3bepemM KaK Jla HadepTaem
elHa KpMBa 4pe3 ToBa ypaBHeHue!

- bnaropapeHue Ha be3ne ToBa HAMA U Aa HU
Ce HaJIOXM.
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KakBo TpA6Ba Aa 3HaeM?

- BekTopHarta rpamka e usrpageHa ot
KJIOYOBM TOYKM (KOTBU) U NbTULLA.

- Bcekun cerMeHT Mexay ABe TaKMBa TOYKM,
KOMTO HE e npaBa JIMHUSA, Ce HapM4ia KpuBa
Ha be3ue.

- EaHa nnocTpayma Moxke aa MmMa Xxmnagm
Kp1BM Ha besue.

HHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHH
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Kora ga nsnonssame KpuBu Ha be3une?

... KOlraTo TpFI6Ba Aa HapucyBarte rnagkm UussBMBku, 3aBoum, Ablw.

FIGURE 1.7 This chunky,
graphic “C" uses no Bézier
curves, thus no handlebars
FIGURE 1.6 This funky “C" uses were needed.

nothing but Bézier curves and handles.
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[ipeguMcTBa

- MN306paxkeHnATa ca Mallabupyemu.

He ce rybu KayecTtBOTO Ha KapTMHaTa.
loaxoaAalim 3a nevyaT U 3a BCAKAKBU

DEKJTAMHU MaTepPHaJin.

HHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHH
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B 3aKk/s1toueHue...

Ynotpeb6aTa Ha KpuBuTE Ha Bézier B codbTyepute 3a
BEKTOpHA rpamKa NpoOMEHU BEKTOpHaTa MHAYCTPUA.
Beue MOXe aa B3eMeM HalunAa MOIMB C JINCT XapTuA,
[la CKMUMpaMe HalumTe naeu 1 cnep toea ga rm
AUrnTanmsmupame npeumsHo Ypes BEKTOpU3IMpaLLUTE
NPOrpaMHMU UHCTPYMEHTMU.

CaMoTO Ccb3JaBaHe Ha KpuBaTa Ha Bézier e
MaTemMaTuKa, HO C HOBUTE Bb3MOXHOCTM HUE MOXKE Aa
A M3Mo0J13BaMe 3a rpadmyHM NPOEKTMU.

21 Cb3\ABAHE W OGPABOTKA HA BEKTOPHMW H306PAKEHHA 22



KpeatuBHuTe MHCTPYMeHTU B lllustrator

He3aBucumo gaan nsnonssame Adobe lllustrator,
CorelDraw, Inkscape vaun apyro npunoxXeHme nbpBoTO
Hewo, C KOeTo TpAOBa Aa ce 3ano3HaeM, € CNUCHKBT OT
MHCTPYMEHTU, C KOUTO MOXKEM ja KOHTPOJIMpaMe Te3u
Kp1BM Ha bes3ue, 3a ga M3rpaaum HalMa AM3amH.

BcaKa BEKTOpHa nporpama no3BosisiBa Ja ce pucysarT
pUrypu 4pes To4YKU, MbTEKM M OCHOBHU MPUMUTUBM.
Illustrator He npaBu M3KAKOYEHME.

21 Cb3\ABAHE W OGPABOTKA HA BEKTOPHMW H306PAKEHHA



KpeaTMBHUTE MHCTPYMeHTH B lllustrator

Illustrator npegoctaBa NbsieH Habop OT MHCTPYMEHTU 3a
BEKTOpPHa rpaduKa, KOUTo ce yBesiM4yaBaT KaTo 6pon C
BCAKa cnejBalla Bepcma Ha codpTyepa. Llenm KHMru ca
NOCBETEHU HA JOKYMEHTMPAHETO UM.

11 OCHOBHU MHCTPYMEHTHU, HEOOXOAUMM 3a Cb3aaBaHe
Ha TOYHM BEKTOPHH hurypm!
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- KpeaTuBHUTE MHCTPYMeHTH B lllustrator

1. Pen tool (P): B oo |
KasaHo Hau-npocTo,

TOYHa BEKTOpPHa

rpadpuka He 6mn 6KNo

Bb3MOXHO Ja ce HapuCyBa

6e3 MHCTpYMeHTa Pen.




KpeaTnBHUTE MHCTPYMEHTHU B lllustrator

Illustrator HM NpepocTaBA "
tooltip, KOMTO NOKasBa TOYHUTE
KOOpAUHATH B NMUKCEIN Ha

TOYKaTa, BbpXy KOSITO CME B
MOMEHTA. Ay e
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- KpeaTuBHUTE MHCTPYMeHTH B lllustrator

2. Add Anchor Point tool (+): (O R &
TO31 MHCTPYMEHT HMU

Nno3Bo/IsIBa Aa AobaBAMe

NOMbJHUTE/THU

KJII04OBM TOYKM BbPXY MbT,

KOUTO Beye CMe Cb3Jaun.




~ KpeaTMBHUTE MHCTPYMeHTH B lllustrator

3. Delete Anchor Point tool (-): ,—-‘3*‘@M Y
TO3M MHCTPYMEHT Le NpemMaxHe
BCSIKAa TOYKA OT BCEKM MbT,
KOUTO CMe Cb3Ja/iu, 6e3
TOU Aa Ce NpeKbCHe.




- KpeaTuBHMUTE MHCTPYMeHTHM B lllustrator

4. Convert Anchor

.
Point tool (Shift-C): IR
TO31 MHCTPYMEHT oy
e i
npeo6pasyBa TOYKM T—————
OT KpuBM Ha be3ue c uen o )
Ja ce NpeBbpHaT B L “"X
npaBu JINMHUN UIIN e ——
KPUBMU. ‘M_i




KpeaTMBHUTE MHCTPYMeHTH B lllustrator

4. Convert Anchor

Point tool (Shift-C):

B cny4yan, ye pameHa (handles) auncear,

MOXEM Jla K/IMKHEM BbpXYy CbOTBETHaTa

TOYKa 1 Aa r'm U3TeriMm ¢ MuKarta. AKo A
MbK MCKaMe Ja v NnpeMaxHeMm - KJIMKBaMe L | 1
BbpXY TOYKATa OTHOBO. |
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~ KpeatuBHMTE MHCTPyMeHTH B lllustrator

4. Convert Anchor

Point tool (Shift-C):

B cnhyyan, 4ye uckame aa
MaHMMy/IMpaMe camMaTa KpMBa,
TpA6Ba Aa K/IMKHEM B cpejaTta Ha
abrarta M.




- KpeaTuBHMUTE MHCTPYMeHTHM B lllustrator

5. Selection tool (V): D g )
M3non3BaMTE TO3U MHCTPYMEHT, NG D
3a Ja Malllabmparte 06eKTM. H S I \ ﬁ
C Hero Moxe ollle ga cenekTupaHe Bl | \ ¥/
LlenmTe 06eKTU C 2

: ¥ wasalp
_Jp' {j" H: 46.45 Dt

YaCTnUTE UM UJIN TPYNa 00EKTM. Vi
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- KpeaTuBHMUTE MHCTPYMeHTHM B lllustrator

6. Direct Selection tool (A):
TO31 MHCTPYMEHT HM MO3B0OJIABA
AUPEKTHO Aa n3bepem Un
NpoB/aYUM cneumrduyHa Yyact |
OT 06GEKT, JOPM K/II0HOBA TOUKa &\ N\ W/
OT Hero.

s AEERNEEEE

SeeEEE]
-
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~ KpeaTMBHUTE MHCTPYMeHTH B lllustrator

7. Rectangle tool (M):

TO3M MHCTPYMEHT Cb3aBa

NpaBObI bJIHULM.
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- KpeaTuBHUTE MHCTPyMeHTH B lllustrator

8. Ellipse tool (L):
TO3M MHCTPYMEHT LWe Ccb3gaje
OKPBXXHOCT UK enunca.
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~ KpeaTuBHMUTE MHCTPYMeHTM B lllustrator

9. Pathfinder tool (Shift-Command-F9 vau Shift-
Control-F9):

[lo3BoN1ABa HM Aa Cb3JaBaMe OUrypu, UsrpageHu ot apyrm
dopmu, ypes ObeamnHAaBaHe Ha KpusuM (Unite), U3pasBaHe
Ha ropHaTta urypa, CedyeHue (Intersect), U pexxmm
UskntouBaHe (Exclude).

HHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHH



y \
~ KpeatuBHUTE UHCTPYMeEHTMU B lllustrator

PATHFINDER
Shape Modes:

() I (5] (] (o

Pathfinders’

ENENENENENEE

PATHFINDER
Shape Modes:

@,%wﬁ
Pathhndars:
ENEVENEREN TS




)
~ KpeatuBHUTE MHCTPYMeHTHU B lllustrator

PATHFINDER PATHFINDER

Shape Modes: Shape Modes:

(B[] Y [Sa] Cooena (] (0] (] Y (Comr )
Pathfinders: Pathfinders:
ENENENENEN TS ENENENENEN TS
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KpeaTBHUTE MHCTPYMeHTH B lllustrator

|

|

10. Rotate tool (R): N,
TO31 MHCTPYMEHT HM MO3B0OJIABA

Aa gedpuHMpamMe ocTa Ha 3aBbpTaHe
3a BCEKU M36paH OOEKT U Ja ro 2|
3aBbPTMM B ABUXKEHWNE NN L1
ypes cneumdbuyeH =
umdpoBaTa CTOMHOCT. i

A7
\.:QI-—]

Gk

w
‘ 5
.

£

I
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- KpeaTuBHMUTE MHCTPYMeHTHM B lllustrator

11. Reflect tool (O):

C TO3M MHCTPYMEHT 0bpblilame
M36paH 06EKT XOPU3OHTA/IHO MU
BEPTUKAJIHO.

[fpeAUMHO ce 13non3Ba 3a
Cb3JaBaHe Ha CUMETPUYHU DUTYPU.

I
%

fﬁ@kﬁﬁﬁ%Q\/7ﬁ'
e RN R




AonbAHUTENTHU UHCTPYMEHTH
3a paboTa C KpuBM

Scissors Tool (C):

TO31 MHCTPYMEHT He e 4acT
oT rpynarta Ha Pen Tool,

HO onpeaeneHo ce
acoummpa cC Hes.

KAMKHeTe C MULLIKaTa BbpXy
CErMeHT OT NbTA, 3a Aa
pa3genmTte KpuBaTa Ha [ABE 4acTMu.

HHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHH



[MonesHu KlaBULLHM KOMOUHALMK

AKkTnBMpaHe Ha Pen Tool (P)

AkTnBmpaHe Ha Add Anchor Point Tool (+)

AKkTnBupaHe Ha Delete Anchor Point Tool (-)
AKkTnBuMpaHe Ha Convert Anchor Point Tool (Shift-C)
AKTnBMpaHe Ha Scissors Tool (C)

CbveanHasaHe Ha 2 Anchor Points (Command/Control-J)

HHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHH



- U3rnepu Ha Kypcopa npu pa6ota c Pen Tool

[lpn pa6oTta ¢ Pen Tool-a, KypcopbT MHTYUTMBHO NpHUeEMa
pPa3/IM4HK 06pasu, Criope ToBa, KakBO NpaBuUTE C Hero.
(Caps Lock ce n3nonsea 3a npeBK/OYBaHe MexXay “pointer”
1 "cross hair")



- U3rneam Ha Kypcopa npu pa6ota c Pen Tool

HOAFOTOBI{a 3a I[l,OKI.':lTO CTeé B CpeJaTa Ha Cb3/laBaHE

M3yepTaBaHe Ha MbT: MU pefaKkTupaHe Ha NbTeKa (C
dekapmosu KoopduHamu):

Eﬁ D: 27.25 px _I_
D: 52 px
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"~ U3rneam Ha Kypcopa npu pa6ota c Pen Tool

[lp1 HaTUCHAT OYTOH [Ipy rOTOBHOCT 3a npemMaxBaHe
Ha MULLKaTa: Ha OMopHA TOYKa (+ 3a obpaTHOTO
Aencrteume):
S_



"~ U3rneam Ha Kypcopa npu pa6ota c Pen Tool

[lp1 HaTUCHAT OYTOH [Ip roTOBHOCT 3a MM NMpu paboTa C
Ha MMLLUKaTa: 4yacCT OT KpMBaTa:

N (N [f.; D: 113.46 px "h} D: 113.46 px
g



Apyrn KnaBMWHU KOMOUHaLMM

1l 3aapbxTe Shift, 3a ga orpaHU4UTE ABUKEHMETO Ha
NbTa noA broa 45°, 90°, 135° uam 180° AoKaTo cb3gaBaTe
MU peaKTupaTte onpoOpHU TOYKU UM paMeHa.

2. N360pa Ha onopHa To4Ka c Direct Selection Tool (A)
1M KIMKBaHe BbpXy Delete. OnopHarta Toyka, 3ae4Ho C
npuAEXKalmMa 1 NbT We 6baaTt U3TPUTH.

3. Pen Tool-onuna (npomaHa c Alt): npoMeHA
MHCTPYMeHTa Ha Convert Anchor Point Tool.

HHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHHH



MonesHu cbBeTU NpU paboTa C KpUBM

View > Snap to Point

=
(]

- [
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MonesHu cbBeTU NpU paboTa C KpUBM

Object > Path > Simplify

Simplify Path

Curve Precision:

Angle Threshold:

Options

Straight Lines Show Original

Preview Cancel
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MonesHu cbBeTU NpU paboTa C KpUBM

M3ﬂ,bpﬂaﬁTe pPpaMeéHaTa C MANLLKATO oule C NbpBaTa ONOPHa TO4YKa,
KOrato 3arno4yBarte Aa 4yeptaeTe Kpn1BaTta.

/lobpe e u3gbpnaHUTE pamMeHa oT BalllaTa KpMBa Ja ca C AbJIKMHA
no 1/3 ot 0bwma 1 pasmep, 3a Aa Cb3gaBaTe Nno-rnajkm Kpmeu.
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MonesHu cbBeTU NpU paboTa C KpUBM

NocTaBAMTE ONOPHMU TOYKM BbPXY KpMBaTa, TaM KbJETO UCKaTe
Jla CMEHMTE HeMHaTa NoCcoKa, TOECT B HA4Ya/10TO Ha NMbTA, a HE B
cpejlaTa Ha AgbraTa.
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HacTtponka Ha paboTHaTa cpeja

Edit > Preferences

—[ Ceneral

Keyboard Increment] |1 pt

Constrain Angle: = Cancel

Corner Radius: |12 pt Previous

| | Disable Auto Add/Delete W Double Click To Isolate
[ Use Precise Cursors [ Use Japanese Crop Marks

M Show Tool Tips " Cransform Pattern Tiles
@1 le Strokes & Effects §
Use Preview Bounds

E Anti-aliased Artwork
M Append [Converted] Upon Opening Legacy Files

[ "] Select Same Tint %

( Reset All Warning Dialogs )
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_‘T/

V4

HacTtponka Ha paboTHaTa cpeja

Edit > Preferences

—[ Selection & Anchor Display

B

—Selection

Tolerance: |3 px

|| Object Selection by Path Only

ESnap to Point 2 px

Cancel

Previous

Anchors:

=)

—Anchor Point and Handle Display

Handles:
.él.

D

ghlight anchors on mouse over

lﬂé;nw handles when multiple anchors are selected K
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V4

o~

r HacTtponka Ha paboTHaTa cpeja

Edit > Preferences

—[ Smart Guides Hq
—Display Options

C |
alor: [ N Light Gray Hq i
gnment Cuides A # Anchor/Path Labels
L@bject Highlighting M Measurement Labels Next

™ Transform Tools

il

M Construction Guides: r 90° & 45° Angles Hﬂ
o fls  |jeo |
135 || I ﬂ]

Snapping Tnlerance:' EB pt '
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Name: [In‘h,,ur Document Profile

— New Document Profile: | Print

LS

Number of Artboards: f£]1 | [BB]EE[=]3] [—]
Spacing: [£]20 pt Rows: &b
Size: | Letter 4]
Width: 612 pt | Units: | Points g
Height: [792 pt |  Orientation:
Top Bottom Left Right

Bleed: @E} pt. ]ED pt ]ED pt

1o pt

[

E] Advanced

Color Mode: [ CMYK

Raster Effects: [ High (300 ppi)

Preview Mode: | Default

LS

LIREIRt]

( Cancel )

C Templates... )

Color Mode: CMYE
PP 300



[loMoLLHU cnoeBe

1. Storage Layer (Cs10U 3a cbXpaHeHUe Ha opu2uHaiq)
2. Temp Layer (BpemeHeH csiol)
3. Build Layer (PabomeH csou)

4. Scan Layer (20% npo3pa4yHocm 3a CKaHUpaH cJiou,
KoUmo CbOBbpXKa pacmep 3a BeKmMopu3upaHe)
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Kak aa nogpexxaame rpadmkute cu

LAYERS |
Ii» .We'l'n'l.'ur""'if Q
I» E Frill O
I - |1| Candle O
I > |I| Outlines 0
|

|

LAYERS |
I» .We'l'n'l.'ur""'if Q
I» E Frill O
I - |1| Candle ]
o I - |I| Outlines h
|
I

o
[ Burst Graphic h Q0
o
o

[ Burst Graphic Q0
L] > [I] Background ]
6 Layers | ) | Ll | al =

p[l]BEu:kgrnund
6 Layers | & | =& | &l
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Kak aa nogpexxaame rpadmkuTe cu
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21 Cb31ABAHE W OBPABOTKA HA BEKTOPHH H30BPAXEHHA



Kak aa nogpexxaame rpadmkute cu




AHanorosu metoam B umudpoBaTta epa

AHanoroBu MHCTPYMEHTH

/loKaTo CKMUMpaMe HawuTe naen, no Bpeme Ha paboTa, BbpXy
JaJleH AM3anH, Han-4ecTo ce 3a CKMUMTE € Ao6pe Aa MOoJIBAaMeE:
1. 2B MonuB 3a rpyb0oTo CKMUMPaAHE Ha KOHUEeNUUUTE;

2. XMMUKan 3a 6bp30 Cb3ZaBaHe YMAJIEHN CKMUUM;

3. Mo/mB TMN TbHKOMMCeEL, 3a No-AeTanu/IHUTE YAaCTU OT
AM3aMHa, KOETO e HWY MOMOrHe 3a Mo-KbCcHaTa My
BEKTOpU3aLMA.
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AHanorosu metoam B umudpoBaTta epa

CbbupanTe Ha BCUYKM CKAaHMPaHM MAEN Ha eanH daunn,
noA oopmaTta Ha MaJIKM KapTUHKM OT TUN (thumbnails).

Taka ce go6uBa 061 nornej Bbpxy BCMYKM AM3aMHU U
Morart Zla BU AoMAaT OLLle MHOro HOBM MAaeNn... ToBa € eanH
cBoebpaseH "brain dumping" npouec.






AHanorosu metoam B umudpoBaTta epa

U3KNlo4YeHne oT NpaBMU1I0TO

KaKTo BUHAr MMa M3KJIYeHMA - 3a HEe BCUYKMU
NPOEKTH € HYXKHO Aa Cbbupame BCUYKM CKULMU.

Tpsa6Ba Aa 6beM rbBKaBM.. .



[peunsmpamTe BawmTe rpadmyHU CKULM
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BpbllaHe OoT AMrMTaZIHA KbM aHasloroesa ckmua, |
C uen noaobpsABaHe Ha Ka4eCcToOBOTO MJIU
NoCTMraHe Ha Apyr eeKT Kato cuMmeTpus




[lornen B cBeTa Ha TOYKUTE

KpuBaTta Ha be3ne uam nbTsa e ToNKoBa 3a06/1eHa,
eneraHTHa 1 nepdeKTHa, KOJIKOTO JJ06pe CMe ce CrpaBu/Iv
C MOCTPOSIBAHETO Ha KJIOYOBUTE TOYKM OT Hex.

ETo 3aLl0 e HYyXKHO Aa no3HaBaMe Koe Kiacnudpuumpa efHa
TOYKa KbM rpynarta Ha "aoopurte’, ToecT npaBMJIHO
NOCTPOEHUTE, a Apyra - KbM "JIOWNTE" MU FPELLHO
NnocTaBeHUTE.
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[fpaBU/IHO NOCTPOEHM TOYKU U NMbTHULLA

[TbpBO, TpAGBa Aa pa3bepem Ao00Ope pas/iMkaTa Mexay
CMEHSLLIa NoCoKaTa K/Ilo4oBa TOYKa M 3a0014LLUa ToYKa.
[TbpBaTa MOXe Zla ce NOCTaBM HABCAKbAE B HallaTa rpaduKa,
KbAETO MMa BPbX. TO3M BMUJ TOYKM MOXKe Jla Ce M3MON3BaT C
KpuBM Ha be3ne, HO MOXXeM Ja MMHEM U 6e3 TAX.

OT Apyra cTpaHa K/l040oBUTE TOYKM, 3a061ALWM KpUBUTE Ce
BMbKBAT TaM, KbJETO €AuUH NbT MMHaBa B Apyr. To3u BUA
TOUYKM U3UCKBA 3a4bJ/IKMTE/IHA YNoTpeba Ha BoAeLM TMHUM
(paMeHa) oT ABeTe MU CTPaHM, 3a la MOXKEM Jla KOHTPOoJIMpamMe
J0CTaTbyHO Aobpe KpuBaTa Ha be3ue.
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[MpaBUNHO NOCTPOEHU TOYKM, HO
C rpewHn paMeHa




' pellHO NOCTaBEeHM TOYKM,
rPO3HU NbTULLA/KPUBU
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[pernep Ha opmuTe

MaBa Bpeme Ja B3eMeTe npeuusmpaHata pUCcyHKa
OT aHAJI0roB HOCUTEN M [la A NPEXBbP/IMM B
ANTMTANHMA CBAT. 3a Ja HanpaBMMm TOBa CblLIO
npeLmsHo, TpsAbBa Aa 3HAaEM Kb/je TOYHO Ja
MOCTaBMM BaLLUMTE KJIKOYOBU TOYKM M KOU BUA OT

/lBaTa Jla n3bepem.



MeTo4 Ha YaCOBHMKOBUA ME€XAaHMU3DBM

Korato ourypaTta 3a BEKTOpM3MpPAHE € NPoCTa,
paboTaTa HU € ZiIeKa, HO CJIOXKHUTE (DOPMM
M3UCKBAT NOBEYE BpeMe U NpeLeHKa KoAa ToYKa
KbZe [la NoCTaBMM. 3a [a Y/IECHO TO3M NpoLecC Ha
NnocTpoABaHe Ha KpmBuTe BoH [ M4Ka cb3aaBa
METoJa Ha YaCOBHUKOBMA MeXaHM3DBM “The
Clockwork Method™ (TCM).



MeTo4 Ha YaCOBHMKOBUA ME€XAaHMU3DBM

CbuwMHaTa My Ce CbCTMM B TOBa Ja CM nNpeacTaBUTe
LumMpepbaaTa Ha YaCOBHUKA MMUC/IEHO, Aa o
3aBbPTUTE, AOKATO C€ OPUEHTMPA 3ae4HO C BalMUTe
purypu B rpamKaTa U ga ro m3nosiaBate Kato
BOJau.



MeTo4 Ha YaCOBHMKOBUA ME€XAaHMU3DBM

KpbrbT npeactaBA Hau-npocTata uatocTpaumsata Ha TCM.

——
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MeTo4 Ha YaCOBHMKOBUA ME€XAaHMU3DBM

TpeHupanTe MO3BbKDBT CH

Ha npbB nornej 1031 METOA, U3rnexaa MaJsiko
CTpPaHEH, HO HEroBOTO M3MOA3BaHE € CBoebpa3eH
MMCJIOBEH TPUK, KOMTO HM NMOMara ¢ BpeMeTo Ja
M30/IMpaMe BcsKa dopmMa MM KpMBa M Ja
Pa3MoJIOXKUM HYXKHUTE KOYOBM TOUYKM Ha
NpaBUIHUTE MeCTa.
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21 Co3[IABAKE W ObPABOTKA HA BEKTOPHW W30BPAKEHKA






21 Cb3\ABAHE W OGPABOTKA HA BEKTOPHMW H306PAKEHHA




21 Cb3\ABAHE W OGPABOTKA HA BEKTOPHMW H306PAKEHHA



.

21 Cb3/IABAHE W O6PABOTKA HA BEKTOPHH W30EPAXEHNA



Owe MeToaMu 3a BeKTOpU3MpaHe

Point-by-Point
1. 'py6o
NOCTaBAHE

Ha TOYKUTE
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Owe MeToaM 3a BEKTOpM3MpPaHE
Point-by-Point

2. Pegakumus
Ha KpMBaTa




Owe mMeToaM 3a BEKTOpM3MpPaAHEe
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Point-by-Point

3. lNonpaBaHe Ha
Kao4oBUTE TOYKM
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Owe mMeToaM 3a BEKTOpM3MpPaAHEe

Point-by-Point .
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3. lNonpaBaHe Ha
Kao4oBUTE TOYKM
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Owe mMeToaM 3a BEKTOpM3MpPaAHEe

Point-by-Point
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Owe MeToaM 3a BEKTOpM3MpPaHE
Point-by-Point

4, [peunsnpaHe
Ha ¢pbopMaTa
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Oue MeToaMu 3a BeKTOpU3MpaHe

Shape-Building
Method

1. N360p Ha
OCHOBHUTE

purypm




© /lo6pu HaBMLUM 3a Cb3JaBaHe Ha MJIIOCTPaL MM

o

1. /ApbXKTe NUCT 1 MOSIMB NOJ, pPbKa
2. lNa3eTe BawMTE CKULUU C NOEU
3. CnoeBeTe ca Balwun npUATen

4. iIMeHoBauTe cH Jobpe dannoBeTe
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Project Name Build.ai

o

Project_Name_Final.ai

o

Project Name Comp vl.ai

o

Project_Name_Whatever.ai



“ Failure is not fatal, but failure
to change might be.”

John Woo den



* Yacm om mamepuasiume om masu Jiekyus
Ca u3z2o0mseHU CbBMECMHO C
dokmopaHm Mapzapuma AmaHacosa®©
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N3TOUYHULMU

GLITSCHKA V., Vector Basic Training: A Systematic Creative Process for Building Precision Vector Artwork,
New Riders, 2011 by Glitschka Studios, ISBN 10: 0-321-74959-6

http://visual.ly

http://www.designmantic.com
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