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Jleknus 1.
Tema 1. BBeeHue B 0CHOBBI KOMIILIOTEPHOI rpa¢uku 3HAKOMCTBO €
nporpammoii autodesk 3d max

AHHOTanus. JlaHHag TemMa 3HAKOMHUT CIYLIATENIEM C MPOrpamMMoOun
Autodesk 3ds max, ee unHTepdeiicom, chepaMu MPUMEHEHHS U OCHOBHBIMH
BO3MOKHOCTSIMHU.

KaroueBble cioBa. Autodesk 3ds max, uarepdetic, ciieHa

MeToauyeckue peKOMeHIANNH M0 U3YyYEeHUI0 TeMbI

- Tema comepXUT JEKIMOHHYIO W TPAKTHYECKYI0 YacTH, T Mar0TCs
oO01111e NpeICTaBICHUSI IO TEME;

- B Ka4eCcTBE CAMOCTOSATEIHLHON pabOTHl TMpejaraeTcsa H3y4HTh
npeaiaraeMyio JIMTepaTypy, BHITIOJHUATH MPAKTUYCCKUE 3aJaHUS B MPOrpaMMe
Autodesk 3ds max;

- JUIS TIPOBEPKH YCBOSHHUS TEMBbI UMEIOTCS BOMPOCHI K KKIOW JCKIINH U
TECTHI.

PexkoMenayemasi aureparypa:

1. Aok O.I'. 3ds Max B nuzaitne cpennl. — CI16.: BXB-IletepOypr,
2008. — C. 16-62.

2. [umranoB A.B. Co3manue auzaitHa nHTEpbhepoB B 3ds Max. —
CII6.: ITutep, 2010. - C. 11-36.

3. Tumodees C.M. 3ds max 12+Buacokypce. — CI16.: BXB—
[TerepOypr, 2012. — C. 13-66.

4, [umanoB A.B. JlanamadTHbeIN aAu3aiiH u s3kctepbep B 3ds Max
2011. — CIIG.: [Tutep, 2011.— C. 6-9.
o, Makdapnann, xon, Caitmon, xunmkep. 3ds Max:

WJUTIOCTPUPOBAHHBIN YUE€OHBIN KypCc MOJIETMPOBAaHUS U aHuManuu. : [lep. ¢
anri.-M. : OOO «U./. Bunesamcey, 2007. — C. 25-195

I'noccapuii

Mooenuposanue - modeling— nmocrpoenue/ co3aanue CIOKHBIX 00BEKTOB
B IIporpamMmMe.

MopenupoBaHue MOXKET OCYIIECTBISATHCS PA3IMYHBIMU CIIOCOOAMH.

Honuzonanvnoe moodenupoeanue — TIOCTPOCHHUE CIOXKHBIX OOBEKTOB
yTeM H3MEHCHHS/yCIOXHEHNS (POPMBI TeOMETPUICCKUX (DUTYP.

Mooenuposanue na ocnoge nuUHUI - TIOCTPOCHUE CIOXHBIX O00BEMHBIX
00BEKTOB Ha OCHOBE TIOCKUX (DOPM.



Mooennep — 4YeIOBEK, 3aHUMAIONIMICA MOJECIUPOBAHUEM (CO3JAHUEM)
00BEKTOB.

Busyanuzayus — rendering — mojydeHHe IBYXMEPHOI'O H300paKCHHS
CMO/JICTTMPOBAHHBIX 0OBEKTOB.

Cuyena — Bce 00bEKTHI B (paiijie MpOrpaMMmBl.

Anumayus — co3anyie TUHAMHAYHBIX CIICH / 0OBEKTOB.

Bonpocs! 115 n3yyeHusi:

Oo6nactu NpUMEHEHUS! TPEXMEPHOM rpaduku
JlocTonHCTBa M HEnocTaTKU nporpamMmbl autodesk 3ds max
TpeboBanus k anmapatHOMy 00€CTIEUEeHUIO

CrpykTypa TpexmepHoil rpaduku

OcCHOBHBIE TIOHATHS TPEXMEPHOU TpaduKu

Orarnbl paboThl HAJl TIPOEKTOM

ok wdE

1.1. O6s1acTy NpUMEHEHUS TPEXMEPHOU rpauKku.

IlepBas Bepcusi nporpammsbl autodesk 3ds max (3D Studio DOS) Obuia
BolTynieHa B 1990 rony. HoBast Bepcust mporpaMMBbl BBIITYCKAa€TCsl TPAKTUYECKH
kaxapiid rog. Ha 2013-2014 r. akryanen Autodesk 3ds MAX 2014 (peansho 21
BEpCHS IPOTPAMMBbI).

JlnzaliHephl, Xy10KHUKH, ApXUTEKTOPBI U UHKEHEPHI MOTYT UCIIOJIH30BaTh
3D Studio MAX gns ¢oTopeaqucTUYHOM BHU3yaldu3allMM MW aHajIu3a
pa3pabaThIBAEMOTO TMPOEKTA, MPOBEACHHS Tpe3eHTalui. [laHHyo mporpamMmmy
WCIIOJIB3YIOT B TEJIEBU3MOHHBIX 3aCTaBKaX, KOMIBIOTEPHBIX HTpax, KIUMax U
cnerpddexrTax B KMHO U peKiiaMe, ceiidac OTKPBIBAIOTCS BCE HOBBIE CEPHI
ucnojb3oBanus 3d mevaru.

1.2. JlocTonHCcTBAa M HEAOCTATKHU nporpammbl autodesk 3ds max

[TpodeccronanbHbIMU  TIporpaMmamMu  3d  MOJCIMPOBAHUSA CUHUTAOTCS
nporpammbl: Blender, 3DS Max, Cinema 4D, Maya. IIporpaMMbl OTJIHMYAIOTCS
CTPYKTYPOUH, METOAaMHU MOJICIIMPOBAHUS U IPEAHA3HAUCHUECM.

JloctouncTBo mporpammbl autodesk 3ds max - 3To OTKpbIBaroOIIHECs
BO3MOKHOCTH — (DOTOpEaTUCTHYHAS Iepeaaya HcH.

Henocratku nporpammer autodesk 3ds max:

- CIIO)KHOCTh OCBOEHHSI - M3y4eHHE BCEX TOHKOCTEH U HIOAHCOB
IpoOrpaMMbl  MOKET MPOJIMTBCS HecKolbko JerT. CamooOydenne maérest
JIOBOJIBHO TSKEIIO.

- BBICOKHE TPeOOBaHHUSA K anmapaTHOMY 00ECTICYCHHUIO KOMIThIOTEpa.
3


http://antonkozlov.ru/kompyuternye-programmy/programmy-dlya-3d-modelirovaniya.html#oglavlenie0
http://antonkozlov.ru/kompyuternye-programmy/programmy-dlya-3d-modelirovaniya.html#oglavlenie1
http://antonkozlov.ru/kompyuternye-programmy/programmy-dlya-3d-modelirovaniya.html#oglavlenie2

1.3. AnmapatHoe oOecnedyenue, HeoOxogumMoe /i PpadoTel B
nporpamMme autodesk 3ds max

Yem MoIHee KOMIBIOTEP — TeM ObIcTpee OyJeT CKOpOCTh padOThI B
nporpamme. [logdupas komMnbeloTep / HOYTOYK cleAyeT oOpaiiath BHUMaHUE Ha
TaKue apaMeTphl Kak nporeccop (o0s3arenbHo intel, mydrre 5 u emé myyrie 7)
¥ MOIIIHOCTH BUACOKapThl. K TaHHBIM XapakTepuCTUKaM HauboJiee ONTUMAIBHO
NOJXOJUT «HUTPOBOI» KOMIIbIOTEp. Takke Ba)XXHYIO pOJb HrpaeT ooOIas
cOQJIaHCUPOBAHHOCTh BCEX TMapamMeTpoB (COOTBETCTBUE MAPYr Jpyry IO
MOITHOCTH). YeM OoJbliie OyAeT MOHUTOP / IKpaH — TeM Jierde Oy/ieT padoTaTh.

1.4. CTpykTypa TpexMepHo# rpadpuku

OOBEKThI COCTOAT U3 TUIOCKOCTEH — IMOJUTOHOB (TaKk € CErMEHTOB).
[lonuronsl yaiie BCEro MMEIOT YETHIPEXYroJibHYyl0 (GopMy — cocTtoar u3 4
TOYEK, YETBIPEX OTPE3KOB, COCAUHSIONMIMX AT TOYKH M 3IMBKU. 3aJIMBKOU
MOJINTOH 00JIAZJaeT TOJIBKO C HAPYHOW CTOPOHBI — TO €CTh M3HYTPHU MOJHUIOH
HeBUIUM. OTpe3Ku MOTYT ObITh TOJIbKO TipsiMble (He rHyTheA!). BCE TMBKUE
JINMHUN NJIA ®OPMBbI cocTosiT 3 MHOXKECTBA MPSAMBIX JIMHUN U ITOJIUTOHOB,
PacroJI0KEHHBIX ONPEEICHHBIM 00pa3oM

Yem Oombllie CETMEHTOB, TeM Tsbkeinee OyIeT BECHTh OOBEKT.
OnTtuMu3auym —COKpAIIeHHEe KOJI-Ba CErMEHTOB (MOJIMTOHOB) HE B yIepO
n300pakeHuIo u popme.

1.5. OcHOBHBIE TTIOHATHUSA

Bces pabGora Hajg MpOEKTOM COCTOMT M3 JBYX JTaloOB — MOJETUHT
(mocTpoeHne) W peHaepuHTr (Tpolecc mMepeBoja TpexMepHoro ¢aiima B
pacTpoBblii popmar).

HeGonpmme mporpaMMKu, BCTpanBaeMble B 00JIee CI0KHBIE MPOTPAMMBI U
100aBIISFONTNE B HUX HOBBIC (DYHKITMH HA3BIBAIOTCS TIJIarMHAMM.

Onmumu3ayusa peHoepunza — HaCTpOWKa peHJiepa C ILIEJIbI0 COKpaIeHue
3aTpa4yeHHOTO BPEMEHHM Ha TPOIECC BU3yaJW3allMHM, KaK IPaBHIIO
COMPOBOXAACTCS TIOTEpEH KauecTBa MOJTyIacMOro H300paKeHHSI.

Onmumu3zauyus cuyeHbl — C TCINBIO YBEIUYCHUS OBICTPOJACHUCTBUS
IpOrpamMMbl, MaKCHMaJIbHOE COKpAIlCHHEe CETMEHTOB, HE BIHUSAIOINIMX Ha
BUJIUMYIO (POpMY OOBEKTOB.



1.6. Oco0eHHOCTH PA0OTHI HA/I POEKTOM.

[Ipuctymass k paboTe HaJ MPOCKTOM JHU3alHEp JOJKEH 3HAaTh TOYHBIC
pa3Mepbl BceX 00BEKTOB, KOTOPHIE OH COOMPAETCS] MOACIUPOBATH, MOJI PYKOH
BCEr/ia I0JbKHA OBITh PyJIETKA.

OOMepouHbIN uYepTeX — IUIaH TOMENICHUS C YKa3aHWEeM OCHOBHBIX
pa3MepoB.

KonTposabHubie Bonpocsl k Teme 1
1. Onumure CTPYKTypy TPEXMEpHOM rpaduKy.
2. OnuimmTe OCHOBHBIE ATanbl pabOThI HAJ[ POEKTOM.
3. OnummTe OCHOBHBIC HEJIOCTATKH B padote ¢ 3d penakTopamu.

Jleknua 2.
Tema 3. MogeaupoBaHue 00beKTOB HA OCHOBE JIMHUM

AHHOTanus. JlaHHas TemMa 3HAKOMMUT CilyllareJed ¢ METoJAaMH
MIOCTPOECHUS CJIOKHBIX TPEXMEPHBIX 00BEKTOB HA OCHOBE JIBYXMEPHBIX PUryp u
JIMHUU.

KmroueBbie ciioBa. Spline, Editable Spline

MeTtoan4yeckue peKOMEHIAIMH 110 U3YYCHHUI0 TeMbI

- TemMa comepXUT JEKIMOHHYIO M NPAKTUYECKYI0 YaCTH, TAE JTar0TCS
oO01111e NpeICTaBICHUSI IO TEME;

- B KAaueCTBE CaMOCTOSTEJIbHOM paboOThl Tpejiaraercs U3y4YUTh
NpeylaraémMyto JIMTEPATypy, BBINOJHUTh MPAKTUUECKUE 331aHUS B MPOrpamMme
Autodesk 3ds max;

- JUTS IPOBEPKHU YCBOEHUSI TEMbI UMEIOTCS BOIPOCHI K KAXKIOM JICKIUH U
TECTHL.

Pexomenayemas qureparypa:

1. Aok O.I'. 3ds Max B nu3atine cpenbl. — CI16.: BXB—Iletepoypr, 2008.
— C.401-418.

2. [umanoB A.B. Co3nanue nuzaiina nuatepbepoB B 3ds Max. — CII6.:
[Tutep, 2010. - C. 36-81.

3. Tumodeer C.M. 3ds max 12+Bugeoxypc. — CI16.: bBXB-IletepOypr,
2012. — C. 161-222.

4, Munogckas O.C. [{u3aitH apxuTekTypbl U1 HHTEpbepoB B 3ds max 2012.
— CII6.: BXB-Ilerepbypr, 2012. - C. 85-98
S. [MumanoB A.B. Jlanmmadtaeiii qu3aiin u 3xctepbep B 3ds Max 2011, —

CII6.: ITutep, 2011.— C. 6-9.



6. Makdapnann, Jlxon, Caitmon, Jxunmkep. 3ds Max:
WJUTFOCTPUPOBAHHBIN YUeOHBIN KypC MOJEIUPOBAaHMs U aHuManui. : [lep. ¢ anrn.-M.
: 000 «M1. 1. Bunssamcy, 2007. — C. 195-233.

1. [Texapes JI.A. 3ds Max a1 apXuTEKTOPOB U JU3aifHEPOB UHTEphEpa U
nauamadTa. — CI16.: BXB-Iletepbypr, 2011.— C. 86-106.
8. Munosckas O.C. [lu3aiin apXUTEeKTypsl U HHTEphepoB B 3ds max 2012.

— CII6.: BXB-IlerepOypr, 2012. - C. 63-85
I'noccapuin

Cnaaunet  (Spline) —naByMepHBIE CaMOCTOSTEIBHBIE T€OMETPHUCCKUE
(GUrypbl, KOTOpPbIE MOTYT CIIY’>KHTh OCHOBOW JUUISI TOCTPOCHHUS CJIOXKHBIX
TPEXMEPHBIX OOBEKTOB.

Editable Spline — pegakTupyemas TuHHS - 3TO CIOCOO PEAAKTUPOBAHUS I10
TOYKaM, CETMEHTAM U JIMHUSAM, IPEAHa3HAYCHHBIN IS IUIOCKUX (DOpM.

Bonpocsl 1151 U3y4YeHUs1:

[IpaBuna u cnocoObl NOCTPOEHUE JTUHUM .

Crpykrypa "Editable Spline".

Bo3moxunoctu penakrupoanue Editable Spline na ypoBHe Touexk.
Bunbl Touek ¥ UX MpakTHUYECKasi 3HAYUMOCTb.

Cnioco0ObI OCTPOEHUSI 00BEMHBIX (PUTYP HA OCHOBE JIMHUM.

Ok wnPE

3.1. IlpaBmwia u cnoco0bI MOCTPOEHHE JTUHUI

J1J1st mocTpoeHue MI0CKUX 00BEKTOB HYKHO 3aiiTH BO BKianky Create —
Geometry — Shapes (hopmbl), OTKPOETCS CIIHUCOK JOCTYITHBIX 00bEeKTOB. JIMHUM
CIEAYET CTPOUTH B OKHE JIBYXMEPHOMU MPOCKIIHH.

OOwekt Line — nuaus. YToObI IMHUA ObLIa MpsiMasi — MPU €€ PUCOBAHHUH
saxxumaroT Shift, muaus Moxer ObITh 3aMKHYTOH (PHUrypa) UK HEe 3aMKHYTOU.

3.2. 'eomerpuyeckue pUrypbl 1 BO3MOKHOCTH MX PeIaKTUPOBAHUS

Text — Tekct - BO3MOXKHOCTh BOUTH TEKCT, BHIOpaTh MIpU(PT (HE BCe MIPUQTHI
JOCTYITHBI Ha PYCCKOM SI3BIKE), U3MEHUTH pa3mep mpudTa (Size), pacCTOsTHHE MEXKTY
oyksamu (Kerling), crpoukamu (Leading), 3agaTh HakJIOH, MMOAYEPKUBAHNE.

NGon — n-yronbHUK - BO3MOXHOCTh U3MEHEHUS pajinyca, KOJIMYECTBAa CTOPOH
(Sides) u crenenu criaxxennoctu yrios (Corner Radius)



Egg — sito - Bo3MoxHOCTh H3MEHHUTH pajnyc, yroi HakioHa (Angle), yopars
BHYTPEHHIOK JINHUIO (CHATH ranouky Outline), mibo m3mMeHHTh paccrosiHue MexIy
muausME (Thickness)

Star — 3Be3na - B0o3MOXXKHOCTH M3MEHUTh KOJudecTBO yrioB (Points), 3amath
BHYTPCHHHMI M BHEUIHWN paauyc, 3amath Hakion yriaam (Distortion), crimamuts
BHyTpernue u Baentaue yrikl (Fillet Radius)1

Helix — criupainb - BO3BMOXXHOCTh U3MEHHTH PaJIMyC Hadaia U 3aBEPIICHHS
COUpaJId, 33JaTh BBICOTY, KOJMYECTBO IMOBOPOTOB, (TUINS), 3agaTh Hadaio
cMmenreHus 1o Beprukanu (Bias).

Section — ceuenue — UCTIONB3YETCS /ISl TIOTYUYCHHUS CEYCHHUN ¢ 0OBEMHBIX
00BEKTOB.

JInst ToNydeHUsl CeYeHUsT — TOCTPOUTh OOBEKT, MOCTPOUTH Section,
PaCIOJIOKUTh €€ B TOM IUIOCKOCTH, TJIe TpeOyeTcs MOTyYUuTh CeYCHUE, HaXKaTh
kHonky Create Shape. Ilapamerp Section Extents oTBedaeT 3a KOJ-BO
00BbeKTOB, Mmomnazarolre moa aecreue Section. Infinite — ceuenue obpasyercs
Ha BCceX 00BEKTax B CIICHE.

Section Boundary — ceuenue OyaeT TOJBKO HAa TOM OOBEKTE, KOTOPBIH
HETIOCPEICTBEHHO TiepecekaeT Section,

Off — oTkIIIOUUTH CeUCHHE.

3.3. "Editable Spline'" u ero crpykrypa

Cmaitael  (Spline) —ByMEpHBIE CaMOCTOSITEIbHBIE T€OMETPUUECKUE
(GUTYphl, KOTOpPHIE MOTYT CIYXXHTh OCHOBOW [JI1 TOCTPOCHHUS CIIOKHBIX
TPEXMEpPHBIX O0BEKTOB. J[Jis TOro, 4TtoObl IJIOCKYIO (PUTYPY MOXKHO OBLIO
pPEIaKTUPOBATh 1O TOYKAM, CETMEHTaM M JIMHUSAM €€ HY>KHO KOHBEPTHPOBATh B
Editable Spline. /[t 3TOro Hy»HO BBIICINTh O0BEKT, HaXKaTh MIPABOM KHOIIKOM
MBIITK HAa JKpaH W BeIOpare Convert to — Convert to Editable Spline
(mpeoOpa3oBaTh -pelakKTUpyeMast JINHUS).

B Editable Spline mMoxxHO mnpeoOpa3oBaTh TOJBKO IUIOCKHH OOBEKT,
COCTOSIINNA W3 JIUHWUW, TO €CTh TOJBKO T€ OOBEKTBI, KOTOPHIE HAXOJATCS BO
BKIaake Shapes (hopmer).

Jlist Toro, 4TOOBI COEOWHUTH HECKOJIBKO OOBEKTOB B OJWH, HYXKHO
BBIJICTIUTH JII000W 00BeKT, KoHBepTHpOBaTh ero B Editable Spline, naxxare Ha
KHOTIKY attach (cmasiTh) W MEIKHYTHh MBIIIBIO IT0 00OBEKTaM, KOTOPHIC JTOJDKHBI
ObITh mpucoeauHeHbl. OOBEKTHI aBTOMATUYECKUA CTAHOBSITCS JTUHUSMH BHYTPH
OJTHOM (DUTYPHI.



3.4. PenaktupoBanue Editable Spline Ha ypoBHe Touek. Buabl To4ek u
HX MPAKTHYECKAsl 3HAYUMOCTh

Jlist penaktupoBaHusi 0OOBEKTa HAa YPOBHE TOYEK — BBIACIUTH OOBEKT —
npeoOpaszoBath B Editable Spline - mepetitu Bo Briaaxy Modify.

JInHUI0 MOXHO
pEIaKTUPOBATh HA YPOBHE

* -{1 ¢¥b @ Q /“

Line002

Modifier List [ V] TOYEK, CCTMEHTOB U
Line JIMHUH.
beicTpoe nepeximoueHne 1
s

MEXIy pekumMamu — nudpsr 1,
2 ,3 Ha KJIaBuarype. 1- Touku,
2 — CerMEHTHI, 3 — JIMHUH.

PCOAKTUPOBAHHNA 00BEeKTa
I10 TOYKaM — BBIJACIINTD
TOYKH.

Touku ObiBatoT dyerbipex TtHmoB: Corner (yroin) — mpsmas, Smooth
(TuaBHBIM) — criakeHHas, Bezier — miaBHBIC, ¢ BO3MOXKHOCTBIO HM3MEHEHHS
miaBHocTH, Bezier Corner — touka, U3 KOTOPOW BBIXOAAT 2 TUIABHBIC JIMHHH.

dopma JIUHUN 3aBUCUT OT THUIA TOYEK, U3 KOTOPHIX OHA UCXOIUT.

JIJIs CMEHBI THIIA TOYKH - BBIICIUTH JUHUIO, 3aiiTH BO BKiIaaky Modify,
BBIOpaTh THUIl PEAAKTUPOBAHUS IO TOYKAM, BBIICIUTH HYXXHYK TOUKY/TPYIIITY
TOYEK M HaXaThb MPaBoM KH. MBIIIK HA 9KpaH, B OTKPHIBIIEMCS CIIUCKE BHIOPATH
HYXHBIN BUJT TOYKH.

Y ganuth Touky — KiaBuia Delete na knaBuatype.

kH. Refine — no6aBuTh Touky (Haxkath Refine — menkHyTh MO JTMHUK B TOM
MECTE TJIe JOJDKHA TTOSIBUTCSI HOBAsl TOUKA).

Knonka Fillet — crnaxkuBanue TOYKH (BBIACIUTH TOUKY / TPYIITY TOYCK U
JI0JIr0 TSHYTH 3a MOJI3YHOK HanpoTuB kHonku Fillet).

3.5. Ocobennoctu penakruposanus Editable Spline na ypoBHe Jiunuii.

B pexume pegakTHpoBaHHS 10 JMHUSAM MOXHO IEPEIBUIAaTh H
KOMUPOBAaTh  OTHENbHbIE JUHUM 0O0bekTa. IlomyueHHble Tpu  TakoMm
KOMMPOBAHUM JTUHUU aBTOMATUYECKU CTAHOBSITCS YaCThIO 3TOM (UTYPBHI.

Knomka Create line — BO3M0OKHOCTD IIPOIOJLKUTE JIMHUIO.
Outline — myOmupyeT 3aMKHYTYIO JIMHHIO, IHOO 3aMBIKa€T HE 3aMKHYTYIO.

YT0OBI pa30MKHYTb JJUHUIO — YJIAJIUTh CETMEHT.
8




3.6. Cnnoco0b1 nmocTpoeHust 00bEeMHBIX (PUI'Yp HA OCHOBE JJMHMH M MX
0COOCHHOCTH

Bkmagka Rendering — 3agaercs TommHa JMHUKA (MOXKET OBITH OKPYIJIOH
WU TIPSIMOYTOJILHOM).

Monudukatop Extrude 3amaer tommuny ob0bekra. Ilapamerp Amount —
TOJIIIMHA.

Monudukatop Lathe 3akpydnBaer THHHIO OTHOCUTEIBHO OCH. [10CTpOUTH
4acTh CEUYCHMS OyayIiero oObekTa, HaJoKuTh Moaudukarop Lathe, BeiOpaTh
ock (X Y Z), orperynupoBats napametp Align (Min, Center, Max).

Komanna Loft — mycTuth 00BEKT MO TyTH (TIOCTPOUTH CEUCHHE H ITYyTh —
Haxath BkIaaky Create — Geometry — Standard Primitives mensem Ha
Compound Object - naxxumaem Loft — maxxumaem Get Shape, eciu BeIACHIEeH
nyTh u Get Path — eciu Beinenena gopma.

KonTpoabHbie Bonpockl Kk Teme 3

1. Ommmute ctpykrypy Editable Spline

2. OnuimmuTe Ha3HAYEHHE U BO3MOXKHOCTH NMPUMEHEHUS MOJAU(PUKATOPOB
Extrude u Lathe.

3. OnummuTe cnocoObl peaKTUPOBAHUS TNTIOCKUX OOBEKTOB.

Jlekusa 3.
Tema 4. IlosturonajibHOe Mo/IeJTUPOBaHNeE

AHHOTauMs. JlaHHas Tema 3HAKOMMUT CIyLIATEIEM C METOJAMU
MOCTPOCHUS CJIOKHBIX TPEXMEPHBIX OOBEKTOB HA OCHOBE CTaHAAPTHBIX
NPUMHUTHBOB IyTEM MpeoOpa3oBanus ux cTpykTypsl B Editable poly.

Kimouesrnie cioBa. Editable Poly, Vertex, cermenT, moaurox

MeToauyeckue peKOMEHIANNH M0 U3YyYEHUIO TeMbI

- Tema coAepXWT JEKIMOHHYIO W TPAKTHYECCKYI0 YacTH, T Iar0TCs
oO01111e MpeICTaBICHUS IO TEME;

- B Ka4eCTBE CAMOCTOSATEIBLHON pabOTHl TMpejuiaraeTcs H3YyYHTh
npeaiaracMyro JUTEPaTypy, BBIMOJHUTH MPAKTHYECKUE 3aJaHUS B MPOrPaMMe
Autodesk 3ds max;

- JUIS TIPOBEPKH YCBOSHHUS TEMbI UMEIOTCS BOIMPOCHI K KKIOH JCKIHHA U
TECTHI.



Pexomenayemasi iureparypa:

1. [Humranor A.B. Co3nanue nu3aiina natepbepoB B 3ds Max. — CII6.:
[Tutep, 2010. - C. 81-140.
2. Munosckasa O.C. Jlu3ailH apXuTeKTypbl 1 UHTEPbEPOB B 3ds max 2012.

— CII6.: BXB-IlerepOypr, 2012. - C. 105-115.

3. Tumodeer C.M. 3ds max 12+Bugeokypc. — CII6.: bBXB-IletepOypr,
2012. — C. 98-159.

4, Maxdapmnann, Jxon, Caitmon, xunmxep. 3ds Max:
WJUTIOCTPUPOBAHHBINA yUeOHBIN KypC MOJIEIMpOBaHus U aHuManui. : Ilep. ¢ anrn.-M.
: 000 «M1. 1. Bunesamcy, 2007. — C. 179-302

I'noccapuin

Editable Poly — 006bekTbI, cocTOsIIME U3 MOJTMIOHOB — MHOT'OYTOJBHBIX
IIJIOCKOCTEH.

Bonpocs! 11 u3y4yeHus:

Bunbl CTpyKTYpHBIX CETOK

Crpykrypa Editable Poly

Cnoco6n1 pegaktupoBanus Editable Poly Ha ypoBHe Touek
Cnoco6s! pegaktupoBanus Editable Poly Ha ypoBHE cermMeHTOB
Cnoco6s! pegaktupoBanus Editable Poly Ha ypoBHE moJMroHOB
Oco0EeHHOCTH MOJIUTOHATBHOTO MOAECIMPOBAHUS

ok wdE

4.1. Buabl CTPYKTYPHBIX CETOK

Mooenuposarusi OONLUUHCMBA CNLOJHCHBIX 00BLEKMO8 NPOUCXO0UM HA
OCHO8e DeOaKmuposaHus CMPYKMYPHuIX cemok. Tun cmpyKmypHou Ccemku
3a8uUcum om 8uoa 00veKma, CMpyKmypbl, UHCIMPYMEHMO8 PeOaKmupo8aHusl.

Mooenu, cozoannvie na ocrnose runuii peoakmupyiomes ¢ Editable Spline.

Mooenu, cozoanHvle HA OCHOBE 0DOBLEMHBIX 00BEKMO8 pPedaKmupyiomcs
Editable Poly, Editable Mesh, Editable Patch.

Editable Mesh — monuron cocrout u3 Tpex Touek (MMeeT Majlblii BecC).
Hcnonw3yercs juis nepenadn 3d Mojien yepe3 HHTEPHET.

Editable Patch (pemaktupyemas moBepxHocth) — Patch 0o0BekT cocTouT
U3 THOKUX TIOCKOCTEH.

NURBS Surface (NURBS-mmoBepXHOCTB) - 3TO IIOBEPXHOCTb,
noctpoeHHas Ha ocHoBe NURBS-kpuBbIX.
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4.2. Ctpykrypa Editable Poly
Beiienuth 00BEKT — HakaTh NpaBOd KH. MBIIIM Ha 3KpaH - BBIOpaTh
Convert to - Convert to Editable Poly.

Selection

1. Vertex (BepmHa) — TOYka, oOpazyeMas Ha TIepeceYeHUU
CTPYKTYPHBIX JUHUN (CerMeHTOB) oObekTa. DopMy 00BEKTa MOXKHO MEHSTh
nepeABUrasi TOuKH.

2. Edge — (pebpo) - OTpe3ok MeKIy TOUKaMu

3. Border — rpanumna — BBIIENSIFOTCSI OTKPBITHIE TPAaHUIBI OOBEKTA,
noJTy4aeMble, HalpUMep, MPHU YIATCHUH KaKOT0-TM00 CTPYKTYPHOTO DJIEMEHTA.

4, Polygon — miockocts, orpannuenHas pedpamu (Edge).

5. Element — mo3Bossietr ynpaBiasaTh OTACTBLHBIMU DJIEMEHTaMH (QHAJIOT

Spline y nmunuii).

B Editable Poly Henp3s ymansate smementhl. [lonwmronst B 3ds max
OJHOCTOPOHHHUE — OHU UMEIOT 3aJIMBKY TOJIBKO C OJHOM — BHELIHEW CTOPOHBI.

4.3. Cnoco0b1 penakruposanust Editable Poly na ypoBHe TO4Yek u
CErMeHTOB.

CrnaxxuBaHue yriioB U TpaHed NPOUCXOAUT 3a CYET pPACCEUCHUS U
ocyIecTBisieTcss momoinsio komanael Chamfer (dacka). s criakuBaHus
yriioB komanga Chamfer mpumensiercst Ha ypoBHE peIaKTUPOBAHUS 110 TOYKAM,
IUIA CriakuBaHusi pedep — Ha ypoBHE cermMeHToB. Jlyig mosydeHus Oolee
rIagKkux yriaoB onepanust Chamfer mponsBoautes moapsix HECKOIBKO pas.

4.4. Cnoco0nbl penakruposanusi Editable Poly Ha ypoBHe nmosimronos
Komanpaa Inset ny6nupyer dopmy BelIeneHHbIX moauronoB (anajor Outline B
Editable Spline) - Beiaenuth moaurox, Haxxath INSet, MOTSHYTH 3a MOJHUTOH.

Komanna Extrude BpiaBnuBaeT TOJMWIOH - BBUICTWTH TOJHWIOH, HAXaTh
Extrude, moTsHyTh 3a MOJUTOH (TTOJIUTOHBI).

KounTtpoJsbHbie Bonpocsl k Teme 4

1. Omumute ctpyktypy Editable Poly

2. Kakue Bo3amokHOCTH nipeacTaBisieT pexaktupoBanue Editable Poly Ha
YPOBHE TOUYEK?
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3. OnmmmTe OCHOBHBIE KOMaH bl penakTupoBanus Editable Poly na
YPOBHE CETMEHTOB.

4. OnuuunTte BO3MOXHOCTH, TPEUMYIIIECTBA U HEJIOCTATKH
MOJINTOHAILHOTO MOJIETUPOBAHUS.

Jleknusa 4.

Tema 5. Busyaausauus

AHHoOTaumsi. JlanHas Tema 3HAKOMHUT Ciyliarejled ¢ Haubosee

MONYJISIPHBIMU MOAYJISAIMH BU3yaJIM3allMi, HACTpOMKamMu (HOTOPEATUCTHUYHOTO
peHjiepa, C pa3TuYHbIMU CIIOCOOAMH OCBEIIEHUSI CIICHBI.

KuroueBble cioBa. Penniepunr, Bu3yanuzamus, Vray

MeToanuyeckue peKOMEeHIAUM 110 U3YYEeHNI0 TEMbI

- Tema comepXHUT JIEKUMOHHYI0 W NPAKTUYECKYIO YaCTH, TNI€ Jar0TCA
oO01111e NpeICTaBICHUSI IO TEME;

- B KaueCcTBE CaMOCTOSATEJIbHOM pabOoThl TMpejiaraercs U3y4uTh
npejiaraeMyo JIMTEPaTypy, BBIIIOTHUTh MPAKTUUECKUE 3aJJaHUs B MpOrpamMme
Autodesk 3ds max;

- JUIsl IPOBEPKU YCBOCHUS TEMbI UMEIOTCS BOIPOCHI K KAXKJIOW JICKIUHU U
TECTBHI.

PexkoMenayemasi aureparypa:

1. Aok O.I'. 3ds Max B qu3zaitne cpesl. — CI16.: BXB-IletepOypr,
2008. — C. 461-521.

2. [umranoB A.B. Co3manue ausaitHa nHTEphepoB B 3ds Max. —
CIIO.: [Turep, 2010. — C. 185-262
3. Munogckas O.C. Jlu3aiiH apXuTeKTypbl 1 UHTEPHEPOB B 3ds max

2012. — CII6.: BXB-Ilerepoypr, 2012. — C. 178-175

4, Tumodeen C.M. 3ds max 12+Buacokypce. — CI16.: BXB—
ITerepOypr, 2012. — C. 359-399

d. Makdapnanna, xon, Catimon, Jxuamkep. 3ds Max:
WJUTIOCTPUPOBAHHBIN YUeOHBIN KypC MOJIEIMPOBAaHUS U anumanuu. : [lep. ¢
aurn.-M. : OO0 «M./. Bunesmcey, 2007. — C. 593-79

6. [Texapes JI.A. 3ds Max jj1st apXUTEKTOPOB U TU3aHHEPOB
unTepbepa u nanamadra. — CI16.: BXB-Ilerepoypr, 2011.— C. 173-187
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I'noccapuit

Bu3syanuzayus — nporiecc co3iaHus IBYXMEPHOT0 (GOTOPEaTUCTHIHOTO
N300pakeHUs Ha OCHOBE 30 OCTpOCHHS.

Ilnazun — w©HeOonbpIas IporpaMMa, BCTpaWBaeMas B IIporpamMmy H
n00aBJIsIOIIAs B HEE OIpe/IeTIeHHbIC (PYyHKITNH.

Bonpocs! 1J1 u3y4eHus:

[Iponecc Bu3yanmzanuun

Hactpoiika nnaruna Vray

OnTtuMu3zanus nporecca BUu3yain3aluun

Bunp! ocBelienus

Turbl CBETUIBHUKOB

dopmaThl COXpaHEHUSI TOTOBOTO U300paXKEHUsI
PenakTupoBaHue roTOBOro N300paxeHus

No bk wbdE

5.1. Tpomecc Bu3yajau3amuu B nporpamme autodesk 3d max

Bpems mpocyeTa 3aBUCUT OT CIIOKHOCTH CIICHBI, KOJIMUECTBA OCBCIICHHUS,
HATM4YUs 00bEMHBIX TEKCTYD, OTPAXKEHUS, IIPO3PAYHOCTH, MATOBOCTH, OT
MOIIIHOCTH KOMIIBIOTEpa U BUCOKapThl. Uem Oombine «d(ppeKkToB» B ClieHE,
MPUIAIOIINX U300pKCHHUIO PEaTUCTHIHOCTD, TEM JOJIbIIE OYACT IUTUTHCS 3TOT
npoLecc.

5.2. CpaBHUTeJbHBIA aHAJMU3 MoOAYJeill Bulyaauzanum Vray u
MentalRay.

Busyanuzatopsl - [OporpaMMbl, M[peJHAa3HAYECHHbIE I  IPOCUETA
HU300pakeHHUSI.

Mental ray— nawHblii BH3yanu3atop BCTpoeH B 30S Max, BKItOYaeT
TEXHOJIOTHIO PACHpPEACIEHHON BU3YAJIM3alHUH, MO3BOJSIONIYI) PalHOHAIBHO
pa3zeNsaTh BBIUMCIUTENbHYIO HArPY3Ky MEXK]Y HECKOJBKUMH KOMIBbIOTEPAMHU.
JlocTaToOYHO CII0KEH B HACTPOMKE.

V-ray - BbicOkOKauecTBEHHbIH (HDOTOPEATMCTUYHBIN BHU3YyaIu3aTop,
yCTaHaBJMBaeTcss kKak r1aruH s 3ds Max. IlpuBnekaeT cooTHOIIEHHE
CKOpPOCTH U Ka4eCTBA.

Corona Renderer - HOBBIH OecruiaTHbId  (OTOPEATHUCTUIHBIN
BU3yanu3arop, paspaboranneiii Ondra Karlik B 2009 romy. Ilmarun ermre
nopabaTbIBaeTCsl, COOTBETCTBEHHO HE MOAJIEP)KUBACT HEKOTOPbIE QYHKIIUU U HE

TaK yCTOMYMB, KaK OyJ€T KOHEUHbIA MPOIYKT.
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5.3. YcraHoBKa M HACTPOiiKka miaruna vray

[Tnarun V-Ray HY»KHO yCTaHaBIIMBAaTh TOYHO TaKO# e Bepcuu, 4To U 3dS
max. Hanpumep, ecnmu Ha kommbiotepe ctout Autodesk 3ds max 2014 64 bit
Hy)KHO ycTaHaBnmuBaTh V-ray for Autodesk 3ds max 2014 64 bit. Hukakas
apyras Bepcus V-ray B TaHHOM ciydae pabotare He Oynet. Ecnu ycraHoBiieH
3ds max 32 bit, To V-ray cieayer craButh 86 bit (x32 = x86).

Bxirouenue niiaruna V-Ray
B BepxHneii ropuszonTansHoi manenu (Main Toolbar) — Rendering — Render
Setup, BHoOsABHBIIEMCSI OKOIIKE CBEpHYTh BKIaaky Common Parameters -
packpbITh BKIagky ASSign Renderer — HakaTh Ha BepxXHEe TPOETOUHME — B
nosiBUBIIIEMCs1 okomike BeiOpath V-Ray Adv (e myrate ¢ Vray RT, uudpsr
MOTYT OBITh pa3Hble, B 3aBUCUMOCTH OT Bepcuu V-Ray). BHemnuil Buj okomnika
Render Setup u3meHUTCS, IOSBSITCS HOBBIC BKJIAJIKH B BEpXHEM MEHIO.

Bkaanka V-Ray: Frame Buffer nacrpauBaer paspernienne n3o0paxeHus..
[ToctaButh ramouxu — Enable built-in Frame Buffer u Render to memory frame
buffer, yopats ranouky - Get resolution from MAX, 13 nosBUBIIErOCs CIHUCKa
BBIOpaTh HEOOXOIUMOE paspelieHrne n300pakeHus, Tu00 BOUTH HyXHOE (B
cllydae BEpTUKAJIBHOTO UK KBaJApaTHOTO (popmara).

Brkamaaka V-Ray: Image sampler. Image sampler — mnporecc
pacrepusaru u300pakeHus. Type BoiOmpaetcs Adaptive Subdivision. [{s
ycKopeHwus npoiiecca penaepunra Antialiasing filter orkirouaercs.

V-Ray: Color mapping — 1BeToBas kapta, OT BbIOOpa KOTOPOH 3aBUCHUT
[[BETOBAsl TaMMa MOJIy4aeMoro u300pakeHus .

Linear multiply — npu BbIOOpe 3TOM KapThl IBETa HE OYAyT HMETh
OTTCHKH, BCE Kpackh OyayT SPKUMH U arpeCCHUBHBIMH, IOJIy4aeMoOe
n300pakeHue OyJIeT MOX0Ke Ha KaJIp U3 MYJIbTHKA.

Exponential — rapmonuyHas, jnerko HacTpanBaemasi KapTa, HEJIOCTaTOK —
M300paKEHUE TOTYYaeTCs HEMHOTO MyTHOBATO U CEPOBATO.

HSV exponential « Intensity exponential — 3HauuTeILHO HACHIIIEHHEH
kaptel Exponential. Eciu momydyaemoe wu3oOpakeHHWe TpPH KCIOJIB30BAHUN
kapThl Exponential kaxercs ciaMIIKOM cCepbiM, MOXHO TOMPOOOBATH OIHY W3
ATUX KapT, HO CKOPEE BCETO IBETA CTAHYT CIUIIKOM SICPHBIMU

Reinhard — mHaubonee mnpodeccuoHanbHas KapTa, TpeOyeT OoJee
JUITATEIBHBIX HACTPOCK OCBEIICHMS, TEKCTYp, OIpPEACIEHHBIX YMEHUU W
HaBBIKOB pabOTHI ¢ miiarunoMm V-Ray

B GompmmHCTBE citydaeB BeIOMpaeTcs kapra Exponential.
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V-Ray: Indirect illumination - I'no6aabHoe ocBemenne. [TocTaBieHHas
rajjouka ONn BKiroyaeT pedeKchl.

Ot BBIOOpa Kaptel Gl engine 3aBucHT cxema, O KOTOpOH OymayT
MIPOCUYUTHIBATHCS PEQUICKCHI (TI0]] KAKUM yTJIIOM MaJaeT Jyd, IMOJ KaKUM YTJIOM
OTpakaeTcs, Ha CKOJIBKO JTydeil TIpHu 3TOM pa3OuBaeTcs).

Irradiance map - kapra OCBEIIEHHOCTH — XOPOIIIO M YETKO pPa30HBacT IO
TOHAJIHOCTH (PE3KKE TPAHUIIBI, KOHTPACTHI).

Photon map — co3gaeT 00JbIIOe KOJIMUYECTBO Pe(IEKCOB, HO IPH TOM
MHOYKECTBO 3aCBETOB Ha CThIKax (T.K. (DOTOHBI — MEJIKHE YaCTHIIBI, OHH
MPOHUKAIOT Yepe3 CTHIKH, JaKe KOrja OTCYTCTBYIOT INEIH, YTO NMPHBOIUT K
CBETAIIMMCS YIJIaM M HEBO3MOXXHOCTH HCIIOJIb30BaHMS 93TOH KapThl B
UHTEphEpax).

Brute force — npu ucnonp3oBaHuM 3TOM KapThl BCE TCHHU OyayT YEpHBIE,
MOJTyTOHA Cephle, MPAKTUYECKU TMOJIHOE OoTCyTcTBHE pediekcoB. Kapra Gonee
MOJIXOJUT ISl BU3YaIM3allii TEXHHUYECKOTO PUCYHKA, HEXKEIH JJIsl HHTEephepa
(MHTEpbEp BBIXOJIUT MPAUYHBIM).

Light cache — kapra co3naet 0osbIIoe KOMHUECTBO pedIIeKCOB, HACTOJIBKO
MHOTO, YTO €CJI HCIIOJIb30BaTh TOJBKO 3Ty KapTy U300paKEHUE IMOJTyUUTHCS

BaTHBIM (ITPaKTUYECKH HE OyJEeT TOHATBHBIX TPAHUIL).

Primary bounces

Secondary bounces

Multiplier 1,0 = BNl ight cache W

Hacmpouxu kapmot Irradiance map

Current preset — xadyecTBO moJiydaeMoro mu3oOpaxkenus: LOW — HH3KOE,
Medium — cpennee, Hight — Beicokoe (0T BbIOOpa KauecTBa 3aBUCHT CKOPOCTh
peHzepa).

Jlnst Toro, 4TOOBI B TIpOIIecce peHIepa BUICTh MMOJTydyaeMoe H300paKeHHUE -
nocraBuTh raodku Show calc. Phase, Show direct light

Hacmpouxu kapmot Light cache

Ot xonmuectBa Subdives 3aBuCHT KauecTBO MpopabOTKU (JeTaau3arus
TEKCTYP) MOTy4aeMOro H300paKeHUs

Jlnst Toro, 4roObl B TMpoOILECCe PEHIACPUHra BHIACTh MOJyYaeMoOe
n3o0pakeHue - moctaButh rajgouku Store direct light u Show calc. Phase.

Haxxatrie Ha kHOTMKY Render 3amyckaer mporiecc Busyamusaiuu (peHuep
Oy/eT OCYIIECTBIATLCSA M3 aKTHBHOTO HAa MOMEHT Haxkatus KH. Render okna
npoeKiun). BeICTPhIi 3amyck peHaepunra — kinasuina F9.
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N3mennth 1BeT (poHa BBIOpaB Bkimanky Rendering — Environment (wam
kinaBuina F8) B BepxHeill ropusoHTanbHOU maHenu. B oxomke Color mysxHO
Ha)KaTh HA YEPHBIN IBET M B PACKPBIBIIEHCS MaIUTpPe BBIOpATh OCINBIN, MOCIe
ATOTO MOYKHO 3aKPBITh BCE OKHA U 3aIlyCTUTh PEHJIEP.

5.4. Onrumu3anus Mpouecca BU3yaJaIu3alnuu

B mnpomecce paboThl Hax MPOEKTOM B HACTPOMKAX BHU3yaIU3aIlMu
MOHIJKAIOT KavyecTBO HM300pakeHus y irradance map (BeiOuparoT custom),
caumaroT ramouky Antialiasing filter, monmxkaroT paspemenue (Frame buffer).
1o 3aBepieHnIO pabOTHI pEHAEP HACTPAUBAETCS MAKCUMAIbHO KAYECTBEHHO.

5.5.  Bwuapl ocBelieHUs, THIIBI CBeTHJIHLHUKOB

Photometric — WCTOYHHMKM 3TOro THIIA IMO3BOJISIOT JOCTATOYHO TOYHO
MMUTHUPOBATh UCKYCCTBEHHBIN CBET TpeOyeMoil (hOpMBI.

Standard — umuTarnys THEBHOTO U UCKYCCTBEHHOTO CBETA.

VRay — mo3BOJSIOT MMHTHPOBATh PACCESHHBIA CBET, COJTHEYHBIA CBET,
CBETOJIUOJIHYIO MOJCBETKY. Bee ucrounuku ceera tumna Vray, kpome VRaySun
HE UMEIOT TCHEU.

Bce ncTtouHuku OCBEIIEHUs CTPOSATCS B OKHAX JIBYyXMEPHOU MPOCKLIHM.

Hcmounuk ceema \/RayLight

Type — tun ucrounuka csera: Plane — mmockocts, DOme — xymod
(mo3BosisieT co3nmaBaTh OKpykeHue), Sphere — chepa, Mesh — rtouka. C
noMoIs0 Mesh MOKHO CO31aTh HCTOYHUK OCBEIICHHUS JIF000H (hOPMEI.

VRayLight Plane craButbcsi B OTKpBITBIC TpPOEMbI (OKHA, OTKPBITHIC
JBEpPHU) U K MOTOJIKY (pacTATMBAETCS MO MEPUMETPY MOTOJIKA, TAKUM 00pa3om,
9TOOBI JJAaMIIOYKa HE Mepecekana 0ObEKTOB U MOJHUMACTCS KaK MOXKHO BBIIIIE K
MOTOJIKY).

Crpenka
YKa3bIBAET HA
HaIlpaBJICHUE

CBETa

Hacmpoiixu VVRayLight Plane
Multiplier — spkocth. Bce ncTOUHMKH cBeTa B IPOrpaMMe 110 YMOJTYaHBIO

cimmikoM sipkue. Hanbonee pacnpoctpanenHoe 3HadeHue sipkoctu VRayLight
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Plane (mpu crangapTHBIX HACTPOMKaAX peHjepa U HCIOJb30BaHUHM CTaHIAPTHOM
Kamepsl) Ha motojke ot 0,5 — 2,0, u3 okna - 2,0 — 6,0.

Invisible — veBu MBI

Affect reflections — yOparh oTpakeHHE - MPU OTCYTCTBUHU ITOH T'aJIOUKH,
CBETHJILHUK OyJIeT OTpaKaThCs B 3€pKajiax W JIp. MOBEPXHOCTAX Kak Oernas
TUIOCKOCTb.

Subdivs (00bIYHO cTaBUTCS 3HAYCHHE 48) — JIy4H.

Knonka Exclude - ucmons3yercst korga Hy»KHO, 4TOOBI CBET MPOXOIHII
yepes MTOopbI (THOJIb), CTEKIIO.

Ceeruabnnk Tunma Standard - Target Direct wucnons3yercs mist
UMUTAIIMU COJTHEYHOTO CBETa, OHU CTaBITCS B OKOIIKE TOP CHApPY)KH KOMHATHI.
Target - Touka HanpBJICHHUs, HAIIPABJIICTCS B KOMHATY B CTOPOHY OKHa.

Shadows — Tenu. [[ns Toro 4troOBl OT MPEAMETOB TOSBHIUCH TCHHU,
CJIeyeT MOCTaBUTh Tajouky Shadows u BeIOpath Tun TeHer - VRay Shadows.

Multiplier — spkocts (00buHO OT 1 10 4, mMomOupaeTcs IS Ka)Iaoro
clly4as WHAUBUAYAIbHO), psaoM 1BeT. Jlms ToJlydeHHs eCTECTBCHHOM
I[BETOBOM TraMMBbI OCTaBJISIOT OCNBIN I[BET MCTOYHUKA OCBEIICHHMS, MCKIIIOYast
OTAEIbHbBIC ClIydyan (MMUTAIMS 3aKaTa v Ap.).

Directional Parameters - OKpyXHOCTH JOJDKHBI OXBaThIBaTh BCHO
KOMHAry nenukoMm. llepBeii pamumyc — paauyc sipkoro ceera, PaccrosiHue
MEXTy TIEPBBIM U BTOPBIM PaIUyCOM — Y9aCTOK MOy TEHH.

CeerniibHuk THHA Standard — omni ucnonb3yeTcs Iisi UMUTAIMH CBETa
OT jammbl HakaauBaHUs. CTaBUTHCS B OKOINKE 10P, 3aTeM MOJHUMACTCS K
notosiky. B HacTpolikax Bkimouyarorcss Shadows (TeHu), T TeHel BhIOupaeTcs
- VRay Shadows. Ecinu Hy»HBI pa3MbITbie TCHH BBIOMpacTCs THI TeHer Area
(BO3IyIIHBIH).

5.6. dopmaTbl COXpaHEHHUSsI TOTOBOI0 U300PaKeHUA

[TonydyenHoe mnpu peHaepe H300paKeHHE KaK MPaBUIO COXPAHSIOT B
oaHoMm u3 caenyromux popmarax: PNG, TIF, JPEG

PNG — wucnons3yercs st COXpaHEHHS H300paXeHUs € MPO3payHbIM
dorom. ®opmar PNG xpanut rpadudeckyro nHOOpMAIHIO B CKATOM BHJIE, HO
cKaThe MPOMCXOAUT 0Oe3 TOoTepu KauecTBa u300paxeHus. HemocraTtok —
JI0CTaTOYHO OOJIBIION Bec (haiijla U OTHOCUTENHHO JOJITO€ €r0 CUUTHIBAHHMS
nporpammoni Photoshop.
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TIF — HaubGonee moaxomsdmuii dopMar s XpaHEHHS H300paKeHH.
Cxarue TIF-uzobpaxenus no anroputmam ZIP u LZW 1o3BosisieT yMEHbIINUTD
pa3mep daiina 6e3 moTeph KauecTra.

JPEG - wucnons3yercss i XpaHEHUS H300paKeHUW B MUEGPOBBIX
Hocuressix. @ainbl JPEG cymectBeHHO MeHblie coxpansiembix B TIFF, onnako
[IEHOM TaKOW YKOHOMHH SIBJISIETCS UCIIOJIb30BAHUE CIKATHUS C TOTEPSMH.

5.7. PexakTupoBaHHe rOTOBOI0 M300paKeHHsI

B nporpamme Adobe Photoshop ocyiectBisiercs kaapupoBanue (00pe3ka
u noxbdop Heobxoaumoro ¢opmara), TOHOBass W IIBETOBasi KOPPEKIHUS
(CHIDKEHHE HACBHIIIIEHHOCTH, YBEIWYCHUE SPKOCTH M KOHTPACTHOCTH W T.IL.),
petryiib AedeKkToB, 3ameHa (poHa u Jp.

KonTposabHbIe Bonpockl Kk Teme 5
OT KaKuX MapaMeTpOB 3aBUCUT CKOPOCTh BU3YyaTU3AINH ?
Kakum oOpazom BkiIroUaroTCs riio0anbHbie pediekchl?
['te HacTpauBaeTcs paspenieHue n300pakeHus?
Kaknmu crioco6amMu MOKHO COKPAaTUTh KOJTUYECTBO BPEMEHH,

> wh e

3aTPA4Y€HHOTO Ha BU3YyalIU3allnI0?
5. OnuinTe OCHOBHBIE TUITBI CBETHIIBHUKOB, UX NPEIHA3HAUYCHUS U
HaCTPOWKH.

Jlekuus S.
Tema 6. TekcTypupoBanue 00beKTOB

AHHOTauMs. JlaHHAas TeEMa 3HAKOMUT CIYLIATENIEW C MPOLIECCOM CO3JaHUS
Y HaJIO)KEHUS TEKCTYP

KiroueBble cioBa. TekcTtypa, OeciioBHasI TEKCTypa, KapTa, MaTepual.

MeToanueckue peKOMEHIANUM 110 U3YYEeHNI0 TEMbI

- Tema coaepXHUT JIEKUMOHHYI0 W TPAKTUYECKYIO YacTH, TNI€ Jar0TCA
o01mue mpeacTaBICHUS IO TEME;

- B KayecTBE CAMOCTOSATENHHON pabOThl MpejiaraeTcsi H3y4YHTh
npeiaraeMyto JIMTEPaTypy, BBIOIHUTh MPAKTUYECKUE 3aJaHus B MMpOrpamme
Autodesk 3ds max;

- JUISl TIPOBEPKH YCBOCHUS TEMBI MMEIOTCS BOMPOCHI K KAXKJOW JICKIIMHU U
TECTBHI.
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I'noccapuii

Texcmypa — 1BeT, GpakTypa, KAYSCTBO OTPAKEHUS U MPO3PAYHOCTH,
KOTOPBIMHU 00J1aTat0T OOBEKTHI

Kapma — gyepHo-6emoe n300pakeHue, UCIOIb3YEMOE JIJIs CO3aHne
penbeda, CII0KHOTO OTPAKCHHS | JIp.

Bonpoch! 11 u3y4yeHus:
Cozpanue tekctyp VrayMTL
Hanosxenne TeKCTyp Ha 0OBEKTHI / IeTalii 0O bEKTOB.
Co3pnanue 1 HaJIOXKEHUE CIOXKHBIX TeKeTyp VrayMTL
Pacrnipenenenue TeKCTypsl Ha 00BEKTaxX
Co3nanue CBETAMXCA MATEPUATIOB
ITpumenenue HDRI kapt

ok wdE

6.1. Co3nanue u HAJIOKEeHUE MPOCTHIX TeKCTyp VrayMTL

IIpu susyanuzayuu niaeunom Vray ucnoavsyromes u Nray — mamepuanvl
(ccoxpaweno -NrayMTL). Onu eviensosm bonee kauecmeento u peaiucmuyHo.

Anrnumiickas kmaBuimma M otkpeiBaer Mmaterial Editor — pemaktop
maTtepuanoB. JlJis KaXaoro HOBOTO MaTepuia CO3JaeTCsi CBOW  CJIOT.
[lepexitoueHre MEXITy CIOTAMU OCYIIECTBIISCTCS ABOMHBIM IETYKOM MBIIIH.

[Ipexxne 4YeM HaNOXKUTh Marepuall Ha OOBEKT HYXKHO YOEQuTCs, 4YTO B
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HAacCTpOMKaxX  OTpaXaloTCsd TMapaMeTpbl HY)KHOro marepuana. YToObl
0TOOpa3MIMCh HACTPOMKU MaTepHraja, Hy)KHO IIEJIKHYTh 110 HEMY 2 pasa JIeBOH
KH. MpIIu.

Diffuse — nBer
Haxxatriem Ha 4epHBIH NpsMOyronbHUK psaaoM ¢ Diffuse BeiOnpaetcs mset
Marepuana.

Reflect — orpakenue. CTeneHb OTpakeHHUs ONPEACIACTCS YPOBHEM IIBETA.
YepHbIil IBET - MaTEepUal HE UMEET OTPaKeHUs1, OeJIbIii — a0COIOTHOE
oTpakeHue(3epKaio), cepblil — MeTa u T.1.

CunpHOE OTpa)KeHUE 3aTMEBAET I[BET MaTepuara.

Refract — nmpo3paunocTs. CTeeHb MPO3PAYHOCTH OIMPEILSIISICTCS YPOBHEM
usera. YepHbld 1LBET - Marepuajg HENmpo3paueH, Oenblii — aOCOIOTHOE
po3payveH (HEBUINM).

YtoObl MPUMEHUTh MaTepuall K O0BEKTY (rpyrne oObEeKTOB) — BBIJIEIUTh
o0BbeKkT, HaxkaTh assign material to selection Ha BepxHel maHenw pegakTopa
MaTEepHaJIOB.

®dyuxuus Show background in Preview Bkimrowaer 3amgauii GoH is
TEKCTyp. OTO HEOOXOAMMO TOTrJa, KOrJa HacTpauBaeTcsi OTPAKEHHUE WU
PO3PavyHOCTh

CTEKJIO. Ins co3maHusi TEKCTYphl CTEKJIA YCTAaHABIMBAETCS CHIIbHAs
MPO3PavyHOCTh U HEMHOTO OTPAKEHUSI.

TEKCTVYPBI. [lns HanoxkeHus TEKCTypbl (M300paKeHusi) — OTKPHIBACTCS
nanka ¢ TEKCTypaMH, BBIOMpAeTCs TEKCTypa M IEPEHOCUTHCS Ha Cephli
kBajpatuk psaom ¢ Diffuse (mser).

Jist Toro, 4troObl TeKCTypa OTOOpakajach Ha NpeIMeTax B OKHE
Perspective, Hy>kxHO BBIICITUTH TEKCTYpy M HaxkaTh kKH. Show shaded material in
Viewport Ha BepxHel MaHenu pelakTopa MaTepUaIoB.

Jlnst pacnipeneneHusi TEKCTYpbl Ha OOBEKTE HAa HEro HaKJIaJbIBaeTCs
monudukaTop UVW Map. ITapamerp mapping omnpeneiser Ha Kakyio (Gopmy
Oyner monoxkeHa Tekcrypa. Ilapamerper Length, Width, Height — nouna,
IIAPUHA, BHICOTA — ONPEICIISIFOT CTENCHb CXKATHs TeKCTyphbl. AkTuBHas Gizmo
MO3BOJISIET IIEPEMENIATh U BPalllaTh TEKCTYpPy Ha OOBEKTE.

[Ipy HaAMOXEHUH TEKCTYp Ha OOBEKTHI, CO3/JaHHBIE HA OCHOBE JIMHHM,
Hajoxxenne moaudukaropa UVW map obsizaTensHO.

20



«becmoBHOW» TEKCTYphl - OTO TaKWe TEKCTyphl, MPU 3aMOIIEHUU
KOTOPBIMH Ha CTBIKE COCIWHEHHWS HE 00pa3yercs IBOB, OHU IOCTPOEHBI TIO
MPUHIKAITY 000€B.

6.2. Co3nanue u HaJI0KEHUE CI0KHBIX TeKeTyp VrayMTL

Kaprta orpaxenusi. J[is co3nanus 3¢ dexroB menkorpadun, OTTUCKA HA
3epkanax W jAp. Ha kBagpar psgom c reflect kumaercs depHo-Oenas kapra
M300paKEHUsI OTPAKCHHUS.

Kaprta npo3paunoctu. [ co3mpanus 3(hPeKToB BUTpaka, BBHIIMIMBKU Ha
PO3payHO TKaHW, OTTHCKAa Ha CTEKJIe M Jp. Ha KBaapar psgom c reflect
KHMJIaeTCsl UepHO-0emnas KapTa n300paKeHus: OTPAKEHHUS.

Kapra BbiaaBauBanus. J[ns co3maHust penbedoB mpuUMEHsSETCS KapTta
BbIaBiuBanus. Vcnonb3yerca ans 3¢ ¢deKTHONW mepenayn TEKCTyphl JiepeBa,
TKaHHW, KOXH, MMTYKaTypKH, KUPIHYa, KOBPOJWHA, IIUTKU U ap. YepHo-Oenas
KapTa BeIIaBiIuBaHusa kupaercs Ha Displacement wiu Bump. [ns momydenus
PEATMCTUYHOTO M300paKEHUST Ha KaXKIOM MpEeAMETe JOJKHA JIeKaTh TEKCTypa
C KapTaMHu BBIIABIMBAHUSA W OTPaKEHHUS, HO 3TO OYCHb CHUJIHLHO YBEIWYUBACT
MIPOJIOJKUTENILHOCT PEHEPA.

[Tapametp glossiness (risHerr) oTBeYaeT 3a CTENEHb Pa3MBITOCTH
OTpaXE€HHA M TMPO3PAYHOCTHU. 3HAUCHHE | O3HAYAeT YTO OTpakeHue OyaeT
a0COJIIOTHO TJISHIIEBBIM, YeM OJIrbKe 3HaueHue mapamerpa glossiness K HyIo —
TeM maToBee OyaeT oObekT. sl yBeIM4eHHs CKOPOCTH pEeHIepa CTaBUTHCS
rajouka Use interpolation.

6.3. Co3nanue n HaJ10:KeHHe TeKkcTyp VraylightMTL

Texctypst VraylightMTL — cBersmuiics Vray matepuan — UCIOJIb3YIOTCSA
U1 UMUATALMU CBETOIUOAHOMN JICHTHI M IPYTUX CBETAILUXCS TOBEPXHOCTEH.

* Ha oTaenbHbIE MOJUTOHBI OAHOTO 00BEKTAa MOKHO HAKJIA/IbIBATh Pa3HbIC
TEKCTYPBHI.

6. 4. Ilpumenenne HDRI kapt

YroObl MOCTAaBUTH 3aAHUI (DOH - KapTUHKY (POHA HYKHO IEPEKHMHYTh Ha
cepoe IPOCTPAHCTBO OKHA Perspective, B MOSIBUBIIEMCS OKOIIKE HakaTh OK.
VY nanenne 3amHero ¢oua: Rendering — environment — yaanuTh kapty (HaXarb
npaBoli KH. MbIM Ha KapTy, BeIOpaTh Clear — otumctuth. UTOOBI BEpHYTH
cepbiii (oH okHa Perspective — B BepxHeM JICBOM YIJIy OKoOIlKa Perspective
HY>XHO BeIOpath Gradient color.

21



Jl1s1 00BeMHOT0 OCBelleHUsT n300paxkeHus ucnoias3yrorcs HDRI kaptel. B
HACTpPOWKax peHJepa OTKphIBacM BKIaIKy Environment - ctaBum ramouxky On —
HaxxumaM None u B oTkpeiBiieMcs circke Beioupaem VRayHDRI. OtkpriBaem
pENAaKTOp MaTepuaJoB M IMEPEHOCHM TyJa KapTy, HCIOIb3ysl METOJ
konupoBanus Instance, sxiarouaem Reflection/refraction environment override u
KonupyeM Tyaa kapty. B pemakrope marepuanioB B Hactpoiikax VrayHDRI
HaXKaTh KHONKY Browse u OTKpbITh Manky C OPEeABAPUTENBHO CKAYEHHOU
VrayHDRI kaproii, Beioupars kapty. Overall mult — spkocts ocBemienus ot
KapThI.

KonTpoJsabHbie Bonpockl Kk Teme 6
1. OcHoBHbIE HacTporKu TeKCTyp VrayMTL
2. OnummTe 0COOCHHOCTH pacIpeeeHNs] TEKCTYPhI IO OOBEKTY.
3. OnuiuTe mpuMepbl MpuMeHeHns Matepuana VrayLightMtl.
4. Onumwnre aktyanbHOCTh IpuMeHeHust HDRI kapr.
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I'noccapuit

Mooenuposanue - modeling— mocrpoeHune/ co3naHue CIOKHBIX 0OBEKTOB
B IIpOrpaMMe.

MonenupoBaHre MOKET OCYIIECTBISITHCS PA3IHIHBIMU CITOCOOAMHU.

Ilonuzonanvnoe mooenuposéanue — TIOCTPOCHUE CIIOKHBIX OOBEKTOB
MyTeM U3MEHEHHUsI/yCIOKHEHUS (POPMBI TeOMETPUUYECKUX (QUTYP.

Mooenuposanue na ocrHoge JuHUI - TIOCTPOCHUE CIIOKHBIX OOBEMHBIX
00BEKTOB Ha OCHOBE TUIOCKUX (DOPM.

Mooennep — 4YenoOBEK, 3aHUMAIONIMICA MOJEIUPOBAHUEM (CO3JaHUEM)
O0OBEKTOB.

Busyanuzayus — rendering — mony4eHue IBYXMEPHOTO H300PaXKEHHUSI
CMOJICTTUPOBAHHBIX OOBEKTOB.

Cuyena — Bce 00BEKTHI B (paiijie MpOrpaMmal.

AHumayus — co3manre TUHAMUYHBIX CIICH / 0OBEKTOB.

Cnaaiunot  (Spline) —naByMepHbIE CaMOCTOSTEIbHBIE TI'€OMETPUUYCCKUE
(GUTyphl, KOTOpPHIE MOTYT CIYXXHTh OCHOBOW [JI1 TOCTPOCHHUS CIIOKHBIX
TPEXMEPHBIX OOBEKTOB.

Editable Spline — penakrupyemas JIMHUSA - 3TO CIIOCOO pEAAKTHPOBAHHMS T10
TOYKaM, CErMEHTaM U JIMHUSAM, TTPeAHA3HAUYCHHBIN JJI IITOCKUX (HopM.

Editable Poly — 006bekThI, cocTOsIIME M3 MOJIMIOHOB — MHOT'OYTOJBHBIX
IIJIOCKOCTEH.

Busyanuzayus — npoiiecc co3gaHus IByXMEPHOTo (POTOPEaTMCTUYHOTO
n300pakeHus Ha ocHOBe 3d mocTpoeHUs.

Ilnazun — wnebonpinas mTporpaMma, BCTpaWBaeMas B TIporpamMmy u
n00aBIsIONIAs B HEE ONPEIeICHHBIC (PYHKITUH.

Texcmypa — 1BeT, (hakTypa, Ka4eCTBO OTPAKEHUS U MMPO3PAYHOCTH,
KOTOPBIMHU 00J1a1at0T 0OBEKTHI

Kapma — yepHo-06e5oe n300paxkeHue, UCIoab3yeMoe I CO3aHue
penbeda, CI0KHOTO OTPAKEHUS U JIP.
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Bonpocsl k 3a4ery

o & W

© o0 N o

OCHOBBI TpexMepHOU Tpaduku u anuMmanuu. Matepderic mporpammser 3d max.
Pa6ota c o6bexTamu.

Editable Spline. Bunpl crutaiinos. CTpyKTypa CIIIaliHOB.

Buiel 00bKTOB U co3/1aHne 00BEKTOB B mporpamme 3d max.

VYnpaBrneHue OKHaMH TPOCMOTPa TMPOESKITUH.

OTtueHTpoBKa 00BEKTOB, BpallleHUE BUJOB B OKHAX MPOEKIIUH,
MacIITabupoBaHuE BUA.

['pynnupoBka 00bekTOB. PenakTupoBanue rpymibl 0ObEKTOB.
PenaktupoBanue 0OBbEKTOB.

KomnupoBanue o0bekToB. Buibl konupoBaHusl.

I[BI/I)KGHI/IC, BpalliCHHUC, MaCIHTa6I/IpOBaHI/I€ 0OBEKTOB.

. Penaktuposanue Editable Spline.

. Buzsl Touek Editable Spline.

. Ctpykrypa Editable Poly.

. CriocoObl nipuaHus o0beMa CIiaiiHaMm.

. PenaktupoBanue Editable Poly.

. CIocoOBI TOCTPOCHUE CTEHBI C OKHOM U JBEPHBIM ITPOEMOM.
. PaccTaHOBKa U HACTpOiITka OCBEIICHUSI.

. Cioco0ObI ocTpoeHuss 00beMHBIX (GUTYp U3 CIUIAIHOB

. Co3nanue MaTepualioB U MPUMEHEHUE UX K 00BEKTaM.

. Busyanu3zanus cuen B mporpamme 3d max.

. Cioco0ObI co3/1aHus CI0KHBIX OOBEKTOB.

. [Ipumenenne MoanpuKkaTopoB K 00bEKTaM

. PaccranoBka n HacTpoika Kamep.

. PucoBaHMe KpUBBIX, METOJT BpAIICHHUS U BBIIaBJINBAHUE.
. Harecenne marepraioB Ha rpymimy 0ObEeKTOB.

. PaGora ¢ mmarunom Vray.

. PaboTa ¢ TOTOBEIMH OOBEKTAMHU.
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27. Ilpenmymiecta padotsl ¢ Editable Spline.

28. Dransl pabOTHI HaJI CO3JaHHEM HHTEphbepa B mporpamme 3d max
29. HacTpoiika BU3yann3aiuu CIieHBI.

30. [TonuronanbHOE MOJICTUPOBAHHE.

31. IIpenmyriectBa padotsl ¢ Editable Poly

32. IloctpoeHne 00BEKTOB HA OCHOBE TPUMHUTHBOB.
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