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BBeneHune

Cy1ecTByeT MHOXKECTBO MakeToB 3D-MoenupoBaHysi, OpUEHTUPOBAHHBIX HA pEIlIEHHE OIpee-
JICHHOTO Kpyra 3az1a4d (Hampumep, Vue 8xStream — pa3paboTka clIokHBIX 3KocucteM, Revit Architec-
ture — npoekTUpOBaHUE 3JaHUI), TAK U HA IIUPOKUI CHEKTp MPUMEHEHUs. SIpKUM [IPUMEPOM YHUBEP-
canbHO#t cpeabl 3D-monenupoBanus seisiercs naket 3D Studio MAX. Dra nporpamMma npeocTaBisier
HMIMpOYaNIIe BOZMOKHOCTH JJIs1 MOJEIUPOBaHUS U AaHUMALIUHU CIIOKHBIX 00BEKTOB, NPelyCMaTpUBAET
MOJKJIIOUYEHHUE IJIArHHOB, TTO3BOJIIONINX OBBICUTH PEATMCTUYHOCTD MOJIEIICH.

[Tporpamma 3D Studio MAX siBisercst coocTBeHHOCTRIO KOMIanuu Autodesk u paspaborana ee
otneneHreM - pupmoit Discreet, cnenuanu3upyromeicss Ha CO3JaHUK MPOTPAMMHBIX CPEIICTB KOM-
IBIOTEPHON TpapUKU U aHUMAIUH.

[epeunciaum JIMIIb HEKOTOPHIE BO3MOKHOCTH, obecnieurBaeMbie porpammoii 3D Studio MAX:
— MOJIEJIMPOBAHNE IE€OMETPUYECKUX (POPM TpPEXMEpHBIX 00BEKTOB — OT mpocreiimux (chepa, nu-

JUHJP WIK NPSIMOYIOJbHBIN NMapajulenenumen), 10 TaKuxX CIOXKHbIX, KaK TeJI0 YeJIOoBeKa MM XKU-
BOTHOTO, JICPEBBS, JaHIA(THI WIH 3JaHHS;

— UMUTalMsg (U3MUECKUX CBOICTB MarepuanoB OOBEKTOB, TAKUX KaK LIEPOXOBATOCTb, OJECK, MPO-
3pavyHOCTh, CBEYEHUE U T.I., SIBJIEHUI MHOTOKPAaTHOI'O 3€PKaJIbHOIO OTPaKEHUS U NPEIOMIICHUS
CBETOBBIX JIyuei, aTMOC(EPHBIX SIBICHUH, TAKUX KaK ABIMKA WJIM TyMaH, IPUPOIHBIX SBJICHUH, Ta-
KHX KaK CHET MJIM ILIaMs;

— HMUTAIMS OCBEIICHUS TPEXMEPHOU CIEHBI MPAKTHYECKH IS JTFOOBIX YCIOBHIA, OT TITyOOKOTrO KOC-
MoOca JI0 SIPKOTO COJIHEYHOTO JHS, M BU3YaJU3aIisl MOJICIIUPYEMBIX OOBEKTOB Ha pearbHOM (HOTO-
rpadgudeckoM GoHE C TCHSIMHU, OTOpachIBAEMBIMH Ha 3TOT ()OH;

— aHUMalIMs W peaju3alys Pa3IUYHBIX CIOCOOOB YIpaBJICHUS IMEPEMEIICHUEM WIH H3MEHEHHEM
CBOWCTB OOBEKTOB B IPOIIECCE aHMMAILIMU, 00ECIEUNBAIOIINX BO3MOXXHOCTh JJOCTOBEPHON MMHUTA-
LIUU pa3HOOOpa3HbIX JBIKEHU,

— CO3/JaHHE CBSI3aHHBIX MUEPAPXUUECKUX IIETTOUYEK OOBEKTOB U X aHMMAIUS 110 METOAaM PSIMOH HITH
00paTHOW KMHEMATHKH, KOTJa JIBKEHHE OJHOTO OOBEKTa BBI3BIBACT COTJIACOBAHHBIC IEpeMerie-
HUS OCTAJIbHBIX OOBEKTOB LETOYKH;

— MOJICJIMPOBAHNE MTOCTENICHHBIX MTPEBPAIEHU OJHUX 00BEKTOB B JAPYyrue, OTIUYaronmecs mo ¢op-
M€ U BHEIIHEeMY BUY (MOp(UHT);

— MOJICJIMPOBAHNE JUHAMUYECKUX CBOWMCTB IBMKYIIUXCS OOBEKTOB C YYETOM UX COyTapeHUH, CHII
TSDKECTH, BETpa WIH yIIPYTOCTH;

— TNPUMEHEHHUE Pa3IUUHBIX QMIBTPOB K CUHTE3UPOBAHHBIM M300pakeHUsM, BKJIIOYAsk HMUTALIUIO Ta-
KHUX CBONCTB 00BEKTHBOB (hOTO- MM BUIEOKaMeEp, KaK IITyOMHA Pe3KOCTH WU OJMKH JIMH3.

Ucnons3zoBanue nporpammsl, nmogodnoi 3D Studio MAX, BoO MHOTOM CXOJHO CO ChEMKOM Ha
BUJICOKaMepy KOMHAThI, MOJHONW CKOHCTPYMPOBAHHBIX 00beKTOB. [locie Toro kak Mojaenn Bcex 00b-
€KTOB CO3JaHbl U JOJDKHBIM 00pa3oM pa3MelleHbl B MPOCTPAHCTBE CLEHbI, MOKHO BbIOpaTh U3 OHO-
JMOTEKH TOTOBBIE MaTepUabl, TAKUE KaK IMJIACTUK, 1€PEBO, KAMEHb, METAJLT U T.J. U IPUMEHUTH 3TH
MaTepHualbl K 00beKTaM CIeHbl. MOXHO c0o37aTh B COOCTBEHHBIE MAaTEPHAbI, MOJIB3YICh CPEACTBAMHU
penaktopa marepuano (Material Editor) 3D Studio MAX, u ynpaBisTh I[BETOM, [UISHIICBUTOCTHIO,
NPO3pPavyHOCThIO, a TAK)KE MPUMEHATh CKaHHPOBAaHHBIE (oTorpaduu WM HAPHCOBAaHHBIE HM300pake-
HUS1, YTOOBI MOBEPXHOCTh 00BEKTA BBITJIA/IENA TaK, KaK 3TO OBLIO 33yMaHo.

[TpumenuB k 0ObEKTaM MaTepuabl, HEOOX0IMMO CO37aTh BOOOpakaeMble ChEeMOYHbIE KaMEPBI,
yepe3 00BEKTHBBI KOTOPBIX OyneT HaOJIroAaThCsl BUPTYaAJIbHBIA TPEXMEPHBIH MUD, U MPOU3BOAUTHCS
ChEMKa HaIOJIHSIONINX ero 00beKToB. HacTpoiika mapaMeTpoB BUPTYaJbHBIX KaMep MO3BOJISET MOTY-
YUTh MIUPOKOYTOJIbHYIO MAaHOPaMy CLIEHBI WM YKPYIHUTH IJIaH ChbEMKH, YTOOBI COCPEIOTOUUThH CBOE
BHUMAaHHE Ha OTIEbHBIX MEJIKUX JeTasIX.

Monenu, co3nannbie B nakere 3D Studio MAX ucnonb3yroTes npu: apXUTEKTYPHOM MPOEKTH-
pPOBaHUM M KOHCTPYHPOBAaHHH HHTEPHEPOB; IOATOTOBKE POJHMKOB JUISI TEIEBUICHUS; TPEXMEPHOMH
KOMITbIOTEPHON MYJIBTUIUIMKAIUK U CbeMKe (HIIBMOB; pa3padoTKe KOMIBIOTEPHBIX UTP; MOATOTOBKE
WUTIOCTPAIHIA TSI KHUT U )KYPHAJIOB; XYJI0KECTBEHHON KOMIIbIOTepHO# rpaduke u Web-au3aiine.



1. MogenupoBaHue reoMmeTpu4eckux NPUMMTUBOB N NOCTaHOBKA
cBeTa METOAOM TpeyronbHUKa.

JTabopaTtopHaga pabota Ne1

1.1. IleJp padoOThI.

L{enbro paboOTHI ABIISECTCA O3HAKOMIJICHHE C HHCTpyMeHTaMu akeTa 3Ds Max, ucrons3yeMbiMu
JUTSL CO3JIAaHUS ¥ PEAAKTHPOBAHUS CTAHJAPTHBIX U YCIOKHEHHBIX IIPUMUTHB, pab0Ta C IMOJUTOHATb-
HBIMHU 00BEKTaMH, IIOCTAHOBKA CBETa METOJIOM TPEYTrOJbHUKA, BU3YATU3alUs CTATUYHOTO KaJIpa.

1.2. Ilopsia0K BBLINOJHEHNS JIA00PATOPHON PA00TLI COCTOUT W3 CJEIVIONINX IIAT0B |

- HOJ'IyLII/ITB BAapHAHT 3a/laHUA Yy IPCIIoaaBaTeIis.

— Ha ocHoBe BapuaHTa 3a/laHUs TIOCTPOUTH MOJIENIb TPEXMEPHOU CIIEHBI, MCIIONb3YSI WHCTPYMEHTHI
nakeTa 3ds Max (Bepcust 2009) B ciieyromieM mopsiaKe:

— Co31arh MOJIENb CTOJA C IOMOIIBbIO CTAHAPTHBIX IPUMUTHUBOB U PEIAKTUPYEMOM CETKH.

— Co31arh KOMIIO3UIMIO HA OCHOBE T'€OMETPUYECKUX MPUMHUTUBOB, KOTOPHIE CIIEyeT BHIOpaTh U3
MmeHto Create B COOTBETCTBHH € 3aJIaHHBIM BapuaHTOM (Tabiwia 1) U pacroyioKUTh UX HA CTOJIE.

— CrpynmnupoBath CO3JJaHHbIE T€OMETPUUYECKUE MPUMUTHUBHI (MeHIO GroUpP) U MepeMecTUTh BMECTE CO
CTOJIOM Ha IOBEPXHOCTH (1101), KOTOPYIO cO3aTh Mpu nomoiy oowvekra Plane .

— IlocTaBuTh cTaHgapTHHIE MUCTOYHUKHU CBETa (METOJA TpeyrojibHHKa). OTperyaupoBaTh MCTOYHUKU
cBera. Brimounth TeHu (area shadows) y HampaB/IeHHBIX HCTOYHUKOB CBETA.

— BeimonuuTh BU3yanusanuio ciieHsl (MeHo Renderer).
— TIpomeMOHCTPHPOBATH PE3YIILTAT MPENOAABATENO B 0)OPMHUTH OTYET.

Tabnuna 1.1. Bapuantsl reomeTprudyeckux 00beKTOB K JaboparopHoii padore Nel.
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1.3. IlosicHeHUs K BBLIMOJHEHHIO JIA00PATOPHO padoThl Nel.

Mooenuposanue cmoaa:

B xomanHoM nanenu Ha Bkiaake Create B pasnene Geometry BeIOpaTh cTaHIapTHBIA TPUMHTUB BOX.
Ha Buzne Top co3gare Box ¢ pasmepamu L-100, W-200, H-10 1 konmuecTBOM CErMEHTOB § 110 JJTUHE U
12 no mmupune (puc.1.1) — Oyaymas cToJNCHIHUIIA.
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Pucynok 1.1.

Beriiti u3 pexumMa Co3JaHus Box naxxatuem HpaBOﬁ KHOIIKHW MBIIIH.
B akTMBHOM BHIOBOM OKHE Ha)XaTh MPaBYIO KHOIKY MBIIIU B BEIOpaTh U3 NosiBUBIIETocs MeHo Con-
vert To -> Convert to Editable Mesh (puc.1.2)
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Pucynok 1.2.

Ha Bknanke Modify packpeite cincok Editable mesh, Beiopars Polygon (puc.1.3). Janee npu Haxa-
toit knapuie Ctrl BbIOpaTh 4 moIMroHa Assi CO3aHus HOXKEK CTOJA.
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Pucynok 1.3.

Hcnons3ys komanay Extrude B ceutke Edit Geometry (3agaTh 4rcioBoe 3HaAYCHUE) CO3aTh HOXKKH
ctona(puc.1.4).
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Pucynox 1.4.



Coszoanue 06vekmos.

Hcnonw3ys nepeuens Standard primitives u Extended primitives(puc.1.5) co3nats reomerpuue-
CKHE OOBEKTHI U PacroJIOXUTh UX Ha CTOJIC C TOMOIIBIO HHCTPYMEHTOB HepeMCHleHI/Iﬂ%’, BpaIie-
HI/IHD u MaCH_ITa6I/Ip0BaHI/I$[u, HaxoAIKuXCd Ha MaHCJIM HHCTPYMEHTOB. P €3yJIbTaT MPUBEJICH HaA pU-
cyHke 1.6.
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Pucynok 1.5. Pucynok 1.6.

Crpynmupyiite 00beKThI CLieHBL. J[Jisl 3TOro HY)KHO BBLACIUTH BCe 00beKThI ciieHbl Ctrl+A, B raBHOM
MeHIO BbIOpaTh KoMaHty Group->Group (puc.1.7), B TuaioroBoM OKHE JaTh Ha3BaHUE TPYIIIIE,
Haxatb OK (puc.1.8).
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Pucynok 1.7 Pucynoxk 1.8.

C TOMOIIIBIO CTaHIapPTHBIX TPUMHUTHBOB C0O37aTh Plane — moJi, pacmoioKuTh Ha HEM TPYIITY CO3/1aH-
HBIX paHee 00BbEKTOB.

Ilocmanoska ucmounukos ceema:
Hcrounuku cBeTa MOXKHO HaiiTi Ha BKiaake Create B pasaene Lights. Tun ucrounukos Standard
BBIOpAThH B BBIMAAar0NIEeM criucke (puc.1.9).
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Pucynok 1.9.

PaccranoBka cBeTa METOIOM TPEYrOJIbHUKA COJEPIKUT 3 OCBETUTEIS: KIFOUEBOM, 3aIOTHSFOIUIA
u oOparnsblil. Ha pucynke 1.10 uzo6paxen Bua TOp(Bu cBepxy).

KiroueBoii cBer: ucrounuk tuna Target Spot, ynoOuee craButh Ha Buzae Front (Bua cnepean),
morraocTh (Multiplier) =1, renu Bxarouensl, Tum Teneir Area Shadows(puc.1.11).
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Pucynok 1.10. Pucynok 1.11.

3amoNHSONIMI CBET: HCTOYHUK cBeTa Tuia OMNi, T0/mKeH pacronarathCs Ha MPOTHBOMOI0KHON
CTOPOHE OT KJIFOUEBOT'0 UCTOYHMKA U OBITH ciadee 1o MomHocTH (0,2-0,6). DTOT HCTOUHUK HE TOKEH
oTOpachkiBaTh TeHel. UToObI He ObLTO OJIMKOB, HEOOX0AUMO CHATH (haaxkok Specular B ceutke Ad-
vanced Effects (puc.1.12).

[+  Spoflight Parameters [i

[- Advanced Effects l
Affect Surfaces:

Cantrast: IW ﬂ

Soften Diff, Edge:J00 2

¥ Diffuse I Specular
[~ &mbient Drly

Pucynok 1.12.

OOpaTHbIii cBeT: UCTOYHUK THMHA Target Spot, ucrnonb3yercs A TOTro, YTOOBI OCBETUTH KOHTYP
obbekTa. Pacnonaraercst mo3aau 1 BeIle 00bEKTa, MOIITHOCTH BHIIIIE, YEM y KIIFOYeBOTO UcTOouHUKA( 1,2
-1,6), TeHU 1 OJIMKW OTKJIFOYCHBI.
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Buzyanuzayus cuenbl:

Busyanusupyiite crieny Ha Bue Perspective(riepcrniekTuBHast IPOEKIIHS) € TOMOIIBIO KOMAH IbI TJ1aB-
Horo meHio Rendering->Render(puc.1.13).

iRendering Customize MAXScript Help Tentac

Render Shift+Q
' Render Setup... F10

Rendered Frame ‘Window. . .

Radiosity...

Light Tracer...

Exposure Control. .,

Environment, .. 8
Effects...

Ravytracer Settings...

Ravytrace Global IncludefExclude...
Render To Texture.., 1}
Material Editor... M

Material/Map Browser...

Yideo Post...

Panorama Exporter...
Batch Render...
Print Size: Assistant. ..

RAM Player...

Pucynoxk 1.13.

PesynbTar pennepunra npuBesieH Ha pucyske 1.14.

1.4. Conepkanue oTYeTa

Pucynok 1.14.

— Twutyn (Ha3BaHue u3ydaemoii TeMsbl). Llens paboThI.

— Howmep BapuanTa(Ttabnuual), n300pa’keHUs] T€OMETPUUECKUX OOBEKTOB B COOTBETCTBHM C 3a-
JTAHHBIM BapHaHTOM, MTApaMETPbl FTEOMETPUUYECKHX OOBEKTOB.

— Omnucanue nHcTpymMeHToB 3Ds Max anst moctpoeHus: reoMeTpuyecKux 0ObEKTOB.
— Onwucanue uacTpyMeHToB 3DS Max 1st co3aaHus OCBEIIEHUS!.

— Konuu 5kpaHoB (CKPUHIIOTHI) — PE3yJIbTaTOB BU3YaTU3aUH (PEHICPUHTA).

— XapaKkTepUCTUKN PEHACPUHTA

— BrIBOOEBL
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2. CospgaHue Ten BpalleHust U NpUMEHeHe MOANGUKATOPOB.

JTabopaTtopHaa paboTta Ne2

2.1. lleas padotbl. Co3panue Ten BpameHus, Tpanchopmanus 1 Moau(duKanus 00bEKTOB B ITAKeTe
3Ds Max.

2.2. llopsinok BBINOJHEHHUS JJA00PATOPHON PA0OTHI COCTOUT U3 CJACAVIOIHUX IIATOB

- HOJ'IyLII/ITB BAapHaHT 3alaHUA Yy IPCTIoaaBaTeIs.

— Ha ocHoBe BapuaHTa 3a/IaHUs IOCTPOUTH MOJIENTb TPEXMEPHOM CIIEHBI, HCIIOJIb3YsS HHCTPYMEHTBI
nakeTa 3ds Max (Bepcust 2009) B ciieAyroIIeM MOPsIKe:

Co3naTh MOJIETb CTOJIA C MOMOIIBIO CIUTaiiHa 1 Moaudukaropa Lathe.

CO3,I[3TB MOACIIHU IMPEAMETOB HATIOPMOPTA C IIOMOIIBIO CIUTAafHOB B MO,Z[I/I(bI/IKaTOpOB.

Pacrionoxuts 00bEKTHI HA CTOJIE.

IlocTaBuTh cTaHAAPTHBIE UCTOYHUKU CBETa (METOJ TPEyrosbHUKA). OTperyaupoBarb UCTOU-
HUKH cBeTa. BrimounTth TeHu (area shadows) y HampaB/IeHHBIX HCTOYHUKOB CBETA.

— BeimonHuTh BU3yanu3anuio ciueHsl (MeHro Renderer).
[TponeMoHCTpUPOBATH pe3yJIbTaT MPENOo1aBaTeNo U 0QPOPMUTH OTUET.

Tabnuma 2.1. Bapuantsl reomeTpuieckinx 00bEKTOB K 1abopaTopHoi paboTte No2

1]2[3]4]5]6[7 |8]910/11]12]13]|14|15]|16[17]18[19]20
Tena BpaieHns Ha OCHOBE CIUIAMHOB
Croun + |+ [+ |+ |+ |+ |+ [+ |+ [+ |+ |+ |+ |+ [+ [+ [+ |+ |+ |+
sI61m0K0 + + + + + +
I'pyma + + e + r +
AnenbCuH + + + + |+ + +
Jlumon + + + +
Canderka + |+ [+ |+ |+ |+ |+ [+ |+ [+ |+ |+ |+ |+ [+ [+ [+ |+ |+ |+
Dyxep + + + + + + +
boxkan + S S + + + + +
Baza + + + + +
Tapenka + + + + + + + + + +
Bmoane + |+ + + + + + + + +
Yamka + |+ |+ |+ |+ |+ |+ |+ |+ |+ |+ [+ [+ |+ |+ |+ [+ |+ |+ |+
MonaudukaTopsl

Lathe + |+ [+ [+ |+ |+ |+ |+ |+ |+ |+ |+ |+ [+ [+ |+ |+ |+ [+ |+
Bevel + |+ [+ [+ |+ |+ |+ |+ |+ |+ |+ |+ |+ [+ [+ |+ |+ |+ [+ |+
Bevel Profile |+ |+ |+ |+ [+ |+ [+ |+ [+ [+ |+ [+ |+ [+ |+ [+ |+ |+ |+ |+
Ripple + + + + + + +
Noise + + + i i + +
Wave + + + + + +
Sweep + + + + + +
Bend + + | + + F + + +
Twist iF + + ar ar
Stretch + + + + + + + + +
Skew + + + + +
Lattice + + + + + + + |+ +
Shell + + + + + |+
Taper i + +
Squeeze + + + + + +
Slice + + +

11



2.3. llosicHeHus k J1adoparopHoii padore No2.

Mooenuposanue cmoaa:
B xomangHoii nanenu Ha Bkiaaake Create B pasmesne Shapes BeiOpath ciiiaiin Line.
Ha Bune Front co3nate crinaiin B popme nosoBuHsI croia (puc.l). 3HaueHre KoopAuHaATH X MEPBOM U
nocneaHe Touku paBHbl. [lepBas u mociennss rouku tuma Corner, ocraneHbie — bezier, corner,
smooth (puc.2).
o Ymobuvl uzmenums mun mouKu, HyJlCHO ee 8bl0eIUmyb (Mo4Ka cmanem KpacHo2o ysee-
ma), 3amem WeaKHYymb No Heli NPAeoll KHONKOU MbIUUU U 8b10pAMb U3 KOHMEKCIMHO20
MEHIO HYIHCHBLU MUN MOYKU.

todesk 3ds Max 2009 5P1 - Unregistered Yersion - Display : Direct 3D - |ﬁ' él
script Help  Tentacles

PlePeAdARF" e SEERTH
w| @& @E T

[ ModiferLis =l
B Line T
P Wertex
Segment
Spline

E- RN A R e

Bezier Corner
fE—TTrr—] .
[ epin | Bezier
CSeeon Corner
RV
MNamed Selections: Sml:":lth
Coj Pazte
,—M tee | Reset Tangernts
Pucynok 2.1. Pucynok 2.2.

BeliiTi U3 pexxuma co31aHus CIUIaliHa Ha)KaTUEM MPaBOM KHOIKHU MBIIIH.

B xomanHoM nanenu 3aiitu Ha Bkiaaaky Modify. U3 Beimagaroiero crnucka BoIOpaTs MOAR(HUKATOP
Lathe. On aBTroMaTn4ecku IPUMEHUTCS K BRIOpaHHOMY cIutaiiny (puc.2.3).

Janee Hy>xHO HacTpouTh Moaudukarop. B ceutke Parameters (puc.4) BeiOepuTe BrIpaBHUBAaHHUE
Align mo MmunuMymy, menakHyB no kHonke Min. Brmounte Weld Core (criaste TOUKH Ha MOJIOCAXx).
Taxoke MoxeT moHanoouThes BIrounTh Flip Normals (passepuyts Hopmain). KonnuectBo cermen-
TOB IPY BpalllEHUH MOCTaBUTh OKOJI0 60.

12



o Pametes ]
Degrees:l 3600 ﬂ

v wield Core
[ Flip Maormals
Segments:IED—ﬂ
rCapping————————
[w Cap Start
v CapEnd
& Moph ¢ Grd

— Direction

®| v| 2]

— Align
in | Eenterl b 2 |

— Dutput
" Patch

® Mesh
" MURBS

Pucynok 2.3. Pucynok 2.4.

CozoaHue 06beKkmos:
Hcnonb3yst CrutaiftHbl 1 MOAM(PUKATOPBI CO3aTh MPEAMETH HATFOPMOPTA U PACIIONIOKUATh UX HA CTOJIE

C IIOMOILBIO MHCTPYMEHTOB TepeMeIeHus &, BpaIJ_ICHI/I}IU ¥ MaciTabupoBanuslll, HAXOISIINXCS Ha
HaHeJI UHCTPYMEHTOB.

AHbnoko:

C nomonipto crutaitna Line na Buge Front coznate npoduis si01oka (puc.5). 3HaueHre KOOpauHAThI X
NepBOii U TocieHe Touku paBHbL. [lepBas u mocnenusis Touku Tuna Corner.

Pucynok 2.5.

[MpumenuTs k crutaitny moaudukatop Lathe. Hactpouts ero (puc.2.6).

13



@ Lab2.max - Project Folder: C:\Documents and Settings'user\Mou Aokymenthii3dsmax - Autodesk 3ds Max 2009 5P1 - Unregistered ¥ersion - Display : Direct 3D
Fle Edt Tools Group Views Create Modfiers Animation GraphEdtors Rendering Customize MAXScript Help Tentacles

[FRI% G EF T BI04 U Al T8+ ¢ & ol I )N @ 1213

Ton

BBEOBCr s @=a|Es s+ @DPIOB|H D H

=181

ST - B

e Ale|@ T
E—

Madifier List -

- i
B Line
b Viertes

- Segment
e Spline

il s lm
[ Paamees ]
Degrees[3600 2

[¥ ‘weld Core
¥ Flip Mormals

Segments: |60 ﬂ

Capping——
¥ Cap Start
V¥ CapEnd
& Moph ™ Gid

Align

Min | Center| Max

Output————————
 Patch
& Mesh
£ HURBS

[~ Generate Mapping Coords.
I~ Realiworld Map Size
[ Generats Material IDs
[~ Use Shape IDs
IV Smocth

Fes WTTTTTTTITTIT I T T I T I T T T I T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T T TITTT

Pucynok 2.6

Tenepb HEOOXOUMO CIENIATH YEPEHOK IS SI0JT0KA.

Jlist 5TOTO CcAenaTh MUIMHIP ¢ MOMOIIBI0 cTanaapTHoro npumutiea Cylinder. Ha Bxiaake Modify
BbIOpaTh Moaudukarop Bend. On aBTOMaTHYECKH IPUMEHHUTCS K BRIOpaHHOMY IMIIHHAPY (puc.7).
Hactpouts MoaudukaTop TaKUM 00pa3oM, YTOOBI MOTYUMIICA H30THYTHIN YepeHok (Angle mpumepHO

75, n3rub no ocu Z)(puc.2.8).

Cylinder

aiiie e

— Bend:

Angle:l 740 ﬂ
B irectiu:un:l 0o ﬂ

CxK Y &2

—Bend Asis ——————

Pucynok 2.7. Pucynok 2.8.
Anenvcun:

C nomonipto crutaitna Line ua Buge Front co3nate npoduiip anenscuHa. 3HaYeHHE KOOPAUHATHI X

NepBOM U TIOCTIeIHeH TOuKH paBHBL. [lepBas n mocneansist Touku Trma Corner.
IMpumennTs k cruiaiiny moaudukarop Lathe (puc.2.9). Hactpourts ero.
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< nsnn >

Pucynok 2.9.

Jlanee HY>KHO cO371aTh YUEPEHOK ISl areIbCHHA.

Bribpats durypy Star u3 nepeuns Shapes. Ha Bune Top coznats star(puc.2.10).

File Edit Tools Group Views Create Modifiers Animstion Graph Editors Rendering Customize MAXS

[P % S &P T BRSO Al T

Top

O EEYS ORI D&

Pucynok 2.10.

& Hoph G
Direction
2] [ [=]
Align

Output———————
™ Patch
& Mesh
" MURBS

¥ Generate Mapping Coords.
I Realworld Map Size
¥ Generate Material IDs
I UseShape IDs
v Smooth

[MpumenuTs k hopme moaudukatop Bevel. Hactpouts MoaudukaTop Tak, 4To0bI HOITYUHIICS YSPEHOK
(otperymupoBats ypouu Level 1, Level 2 u Level 3 B ceutke Bevel Values) (puc.2.11).

Pucynok 2.11.

Segments: |B ﬂ
v Smooth Across Levels

[~ Generate Mapping Coords.
[~ Real®/arldtap Size

 Intergections

[~ Keep Lines From Crossing

Separation: I‘I,Dmm ﬂ

[ BevelVeles |
Start Outline: | 0.0 ﬂ

Lewel 1:
Height: W j
Dutline:lﬂ?ﬂ
¥ Level 2:
Height:l‘lﬁTﬂ
Dutline:mﬂ
v Level 3:
Height: IW ﬂ
Dutlire: IW ﬂ
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C moMOIIIBI0 MacIITabupOBaHuUs MO100PATh MOIXO AN pa3Mep YepeHKa, pa3MeCTHTh €ro Ha Mo-
BEPXHOCTH amnenbcuHa (puc. 2.12).

Pucynok 2.12.

bokan na caﬂd)emxe:

Ha Bune Front co3nate npoduns 6okana (puc.2.13). Ilpumennts k Hemy Moaudukarop Lathe
(puc.2.14).

Pucynok 2.13. Pucynoxk 2.14.

Ha Buzne Top coznarte Plane (ducio cermMeHTOB 10 JiyTHHE 1 mupuHe He MeHbie 10). [IpuMeHuTs K
mwiockoctu Monudukarop Noise (puc.2.15). Hactpouts ero (puc.2.16). [lanee npuMeHHUTH K TUIOCKO-
ctu Mmoaudukatop Ripple, HacTpouTs ero Takum 00pazom, 4TOOBI MOTYUIHIICS CIIe/l OT OCHOBaHHUs 00-
Kana (puc.2.17, 2.18).

(E—=—
~Moisgt —————————
Seed: IU— ﬂ
Scale: IW ﬂ
[ Fractal
Houghness:lD,D— ﬂ
Iterations:lB,D— ﬂ

— Strength:

% [5358mm 5|
¥:[36.19mm 2]
Z[T.2mm 3|

r— Animatior:

[ Arimate Moise
Frequenc:_l,l:l 0,25 ﬂ
Phase:l 0 g

Pucynok 2.15. Pucynok 2.16.
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[ Paametes ]
~Ripplee —————————
Amnplitude 'I:IW J
Arnplitude 2:% J
W ave Length:lm J
Phase: IW J
Decay:lD,D— J

4F [4F [4F (4§

1

Pucynok 2.17. Pucynok 2.18. Pucynok 2.19.
[ToctaButh Ookan Ha canderky(puc.2.19).

Yawxka:
Ha Bune Top co3nars miockyro ¢urypy Star. [Tapamerps! mogodpaTh IpUMEPHO TaKue, KaKk Ha PUCYH-

ke 2.20.
[ Paametes ]

Radius 'I:Im ﬂ
Fadius 2: W ﬂ
F'u:uintS:IE— ﬂ
Distnrtinn:l[l,lj— ﬂ
Fillet Radius 1:[T0.0mm 2]
Fillet Radius 2[30mm 3]

Pucynok 2.20.

Ha Bune Front co3nate npoduns Oynymei yamku (puc.21).

Pucynok 2.21. Pucynok 2.22.

Beinenuts Star, mpumenuts k Hell Moaudukarop Bevel Profile, menknyts no kaonke Pick profile u B
1r000M BHJIOBOM OKHE yKa3aTh Ha CILIaliH — Mpo(dWIIb Yalnku. Pe3ynbTar npuBeeH Ha pucyHke 22.
Terneps HY)KHO CAeIaTh Py4Ky s dariku. s aToro Ha Buae TOP HyKHO co3aath criain Circle mo-
CTaTOYHO MAJICHBKOTO pajanyca, Ha Buae Front coznare craiin - npodunb pyuku. [IpumeHnTs K 1po-
¢bwmo pyuku moaudukatop Bevel Profile, menkuyrs mo kaomnke Pick profile u ykasats Ha Okpyx-
HOCTb. Pacnonoxxuts e€ Ha yamike cOoky (puc.2.23).
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i | I

I
| TR

Pucynok 23.
Yaitinuxk:
Coznare cranaaptHblii Teapot. [Ipumenuts k Hemy Moaudukarop Slice, Bernenuts Slice Plan u ¢ mo-
MOIIBI0 HHCTpyMeHTa MOVE mepeIBUHYTh IIOCKOCTh Ha cepeinHy Yaiinuka. B ceutke Slice parame-
ters BeiOpats Remove top(puc.2.24). BepxHsas yacth yaiiHuka Oyner orcedeHa (puc.2.25).

Teneps HamO co3aaTh 0OBEM CTEHKAM YalHUKA. J{J1s1 9TOr0 MPUMEHHUTH K YalHUKY MOIU(UKATOD
Shell.

|| &/ @ = T|
Teapalnl ]
MacifierList -

w8 @

[ Shepasmetes
Siice Type:
€ Refine Mesh
© SpitMesh
& Remove Top
© Femove Bottom

Opestetn 7| [0

Pucynox 2.24. Pucynox 2.25.

Co3zoanue Komno3uyuu.
Pacnonoxuth CO3aaHHBIC MPECAMETEI HA CTOJIC U ITOCTaBUTH CBCT.
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Busyanusupyiite crieny Ha Buze Perspective ¢ moMorsio C moMoIbio KOMaH Ikl TNIaBHOTO MeHIO Ren-
dering->Render (puc.2.26).

Pucynok 2.26.

2.4. Coaep:kaHue 0T4eTa

Turyn (Ha3BaHue u3y4aemoil Temsl). Llenb paboThl.
HcxonHble JaHHBIE, COOTBETCTBYIOILINE BapUAHTY 3aJjaHus U3 Tabnuuel 2.1.
Onucanue npueMoB U UHCTpyMeHTOB 3Ds MaX 11t mocTpoeHusl TeJ BpaleHHsl.

I/I306pa)K€HI/I$I FeOMeTpI/I‘ICCKI/IX O6T)€KTOB B COOTBETCTBHUH C 3aIaHHBIM BapI/IaHTOM, HapaMeTpI)I
00BEKTOB.

Onucanue NpUHLIMIA BO3AEHCTBUS HA OOBEKT U MapaMeTpbl MOAU(PHUKATOPOB, UCIOIB3YEMBIX B

pa0ore.

Konuu 3xpaHoB (CKpUHIIOTHI) — pe3yJIbTaTOB BU3YyAJIU3AlUH.
Onwucanue npueMoB U HHCTpyMeHTOB 3Ds Max s co3nanus ocBeIeHusl.
BriBoanl.
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3. TpaHchopmaunsa obbekToB (boolean) n pabota ¢ maccusamm.

JTabopaTtopHas pabota Ne3

3.1. Ileab padoTsl. Llenpio paboThl ABISETCS O3HAKOMIICHHE ¢ MHCTpyMeHTamu makeTta 3Ds Max s
BBITIOJTHEHHU S JIOTHYECKUX OTIepaIliii, a TaK)Ke MPUMEHEHUE MAaCCUBOB Ha IIPUMEpE TTOCTPOSHUS MO/Ie-
IV 3JIaHMSL.

3.2. IlopsinoK BHINOJHEHUS J1A00PATOPHONH PA00THI COCTOUT M3 CJEAVIONNX HIATOB !

— TloctpouTh MOzEINB 31aHMs, UCTIONB3YsI HHCTPYMEHTHI maketa 3dS Max B cieayromeM mopsike:
— Co3naTh Kapkac 37aHus ¢ IIOMOIIBIO CIIaliHa U Moaudukaropa Bevel.

COS,I[aTB MOJECJIb OKOHHOI'O IIpo€Ma U pasMHOXKUTH € IIOMOUIBIO paJuaJIbHOT'O MacCHUBaA.

Co3znaTh MOJEIM OKOHHBIX paM, IOMECTUTH paMbl B OKOHHBIE IIPOEMBbI

Co3zaaTh KpBIILY C IOMOIIBIO MOIyC(EpHI.

[ToctaBuTh cTaHAAPTHBIE UCTOYHUKU CBETa (METOJ TpeyroibHHKA). OTperyaupoBarh UCTOY-
HUKH cBeTa. BrirtounTh TeHu (area shadows) y HarnpaBlieHHBIX HCTOYHHUKOB CBETA.

— BsimoaHuTh BU3yanu3aluio cieHsl (MeHo Renderer).
[IpomeMoHCTPUPOBATE Pe3yiIbTAT MPETOABATEIIO H O)OPMHUTH OTUET.

3.3. llosicHeHud K JIa00opaTopHOii padore Ne3.

Mooenuposanue kapkaca 30anus:

B xomanaHo# nanenu Ha Bkiazake Create B pasaerne Shapes Beioparts crutaitn NGon.

Ha Bune Top co3aath MHOTOYTOJIBHUK ¢ KOJIHMYECTBOM CTOPOH 8. KIIOHMPOBATH €ro ¢ MOMOIIBI0 KO-
manpl Ctrl+V (tun kiona - Copy). OTMaciTabiupoBath NpuMepHO Ha 95% OT nepBOHAYATBHOTO
pa3mepa o ocsiM X u Y (puc.3.1).

Pucynok 3.1.

Br1OpaB m000# 13 MHOTOYTOJIBHUKOB, HAXATh MIPAaBYIO KHOMKY MBIIIN B ¢ TIOMOIIbI0 KoMaHael Con-
vert To, kouBeptupoBath 00bekT B Editable Spline (puc.3.2). B ceutke Geometry KIMKHYTH 110
kHomnke Attach, namee BeiOpaTh Bropoit Muoroyronsuuk(puc.3.3). CruaitHel 0ObEAMHSTCS B OJIHH.
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Convert to Editakle Spline

Y-Ray properties Convert to Editakle Mesh
Y-Ray scene convetter Convert to Editakle Paly
Y-Ray mesh export Convert to Editakle Patch

Y-Ray YFB
NrECene exporter
Nrzoene animation exporter

Convert to MURBS

Pucynok 3.2.

B xomanHO# TaHenu 3aity Ha Biaaky Modify. 13 Beimagaroriero crnucka BoIOpaTh MOH(pUKATOP
Bevel. On aBTOMaTHuecK MPUMEHUTCS K BBIOpAaHHOMY cIutaiiny. Hactpouts Moaudukarop Tak, 4ro-
ObI monyumsics kapkac 3aanus. T.e. orperynupoBats ypoBHu Level 1, Level 2 u Level 3 B cButke Bev-

el Values cienyrormum o6pazom (puc.3.4):

Geometny

@ Linear ¢ Bezier

| _
Mew Wertex Type
’if'“ Smooth { Bezier Corner

Create Line | Break

Attach
Attach kult.
Cross Section

[~ Reorient

Pucynok 3.3.

e s Level 1 Beicora (Height) nomkna ObiTh paBHa BbicoTe cTeHbl, Outline — 0;

o Level 2 HCIIOJIB3YCTCA AJId CO3daHUsL Q)aCKI/I BBICTYIIA U BerHeﬁ YaCTHU CTCHBI: BBICOTA paBHA

BoIcOTe (hacku, 3HaueHue Outline paBHo mmpuHEe cKOCa;

e Level 3 ucnone3yercs st BeicoThl BhicTyma (Height), Outline — 0.

Pucynok 3.4.

Co30aHue OKOHHBLX NPOEeMO8:

Cosnate Rectangle na Buge Front, moBepx npsiMoyrosibHHKa co3/1aTh Ayry ArC, BOCIIOJIb30BaBILIIChH
npussizkoi 2D(puc.3.5) k Toukam (Vertex)(puc.3.6).

o YmooOul gblOpams, Kk Kakomy dnemenmy 6yoem npusa3kd, WeakHyms npagou KHONKOU Mblul NO

UKOHKEe NPpUBA3KU.

Segments: |‘I ﬂ
[~ Smooth Across Levels
[~ Generate Mapping Coords.

[~ Fealworld Map Size

r Intersections

[~ Keep Lines From Crossing

Separation: | 25,4mm ﬂ

[- Bevel Values

Start Outline: W ﬂ
Level 1:
Height: Im ﬂ
Outline: IW ﬂ
v Lewvel 2:
Height: W ﬂ
Outline: Im ﬂ
W Lewvel 3:
Height: m ﬂ
Dutline: IW ﬂ




e

ditors  Rendeting  Customize MAxXScript Help  Tentacles Snsps | Optons | HomeGrd | UserGids |
ISlandard j | Owemde DFF

| 1%» U u I"‘""EW ]v l@ | _,.F" @ | @’2 & & 11 Grid Paints O Grid Lines

’ = - 2 AT Pivat T2 Bounding Box

b I Pempendicular T [ Tangent

+ ¥ Verex @A I Endpoint

O Edge/Segment [ [ Midpaint

A T Face 7 [ CenterFace

Fromt

Clear &l

Pucynok 3.5. Pucynok 3.6.

Konseptuposats oauH u3 ciuiaitios B Editable Spline (puc.3.7), ucnosnb3oBars komanay Attach.
VY nanuth numHUA cermMeHT. KpaiiHue TOukyM CIUTaiiHOB BBIACIHTH U criasiTh kKomanaoi Weld(puc.3.8).

w | &)@ @ T|
CrE—
IMod\her List j

B Editable Spline
= Werhen

i Sagment
s Spline

RIH 8@

End Paint Auto-wWelding

| Automatic ‘Welding

Thieshald 152.4mm ﬂ
el [2Eanm 2

Connect Insert
Make First Fuse

Pucynok 3.7. Pucynok 3.8.

[Mony4ennyto Gpopmy ckonupoBatsh kak COPY, OHa MOTPEOyeTCsI PU CO3AaHUH PAMBI.

K oxnoii u3 popm npumMeHuTs MomudukaTop Extrude. Pacnonoxuts moayueHHYy0 GUTypYy B HYKHOM
MECTE CTCHBI U TIOBEPHYTH MEPICHIUKYISIPHO cTeHe. Durypa asis co3aanust mpoeMa JI0JKHA HACKBO3b
IPOXOJUTh CTEHY, T.€. OBITh MIKpe CTeHbI(pHUC.3.9).

Pucynok 3.9.

Jlanee HY>KHO Pa3MHOXKHUTb 3arOTOBKH JIJIsl BBIpE3aHUst MpoeMoB. J1Jis 3TOro Heo0X0IMMO HUCIIOJIB30-
BaTh paJiaIbHbI MaCCHB.
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Bri6pats unctpyment Rotate @, Beizenuts 3arotoky

JUISt IpoeMa. Y CTaHOBUTD LIEHTP KOOPIUHAT

NGon (kapkac 37aHus): B BBIAJAIOIIEM CITUCKE BBIOpaTh crctemy koopauHat Pick (puc.3.10) u
HICJKHYTh 10 CTEHAM 3/IaHus. Y CTAaHOBUTH LIeHTP npeobpazoBanus Use Transform Coordinate Cen-

tre (puc.3.11).

kars

$ovAa

Rendering  Customize M

Pucynok 3.10.

Help

Rendering Customize MaxScripk

@ uJNGnnm - l%‘| o C
B

Pucynok 3.11.

[Ipu BeIIEIEHHOM 00BEKTE — 3arOTOBKE BBIOpATh B MEHIO T00IS komany Array. B oTkpsiBiiemcst
JIMaJIOTOBOM OKHE YCTaHOBUTb IapaMeTpsl, kKak Ha pucyHke 3.12. Haxare OK.

2 x]
—array Transformation: MGon1 Coordinates [Uze Transform Coordinate Center]
Incremental Totals
= T £ = T z
[C0mm— 3| [@0mm 3| [00mm 3| [% Move |2 [COnm 3] [C0mm 3] [T00m 3] onite
oo 2| [oo 2 [0 2 [<] Ratate [> [O0 2| [oo 2| [F600 2| degiess [ ReDiient
[fooo— 2| [T000 2| [F000 2| [« Scale [>| [TO00 2| [T000 3| [TO00 2| percent | Unifom
— Type of Object —Array Dimenzions Vel S IT
Count
Incremental B ow Offsets
#® Copy & 10 Ig—ﬂ . v Z Preview
" Instance 2 [T 2 [Coom | 2| [00wm 2] [O00mm | 2] | Preview
1" Reference
c o [T |2 [0owm | 2] [C0mm | 2] [C0mm 2] I Display as Box
Reset All Parameters ‘ (1]4 | Cancel

Pucynok 3.12.

Maccus co3nan. Tenepb HEOOXOAUMO BBIZICTUTH OJHY U3 (PUTyp-3aroTOBOK M KOHBepTUpOBaTh B Ed-
itable Mesh. B cutke Edit Geometry naxats Ha kHOnKy Attach u npucoenuHuTh BCe ocTaBIIneCs

3aroToBkH (puc.3.13).
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Pucynox 3.13.

Janee cieayer NPUMEHHUTD JIOTHYECKYIO oriepaiiio Boolean. Jlist 3Toro BeIIEIUTh KapKac 3aHus,
3aiiTi Ha BKianky Create->Geometry, BeiOparts u3 Boinagaromiero crrcka Compound Objects,
HaxaTh KHONIKY Boolean, naxarts kHonky Pick Operand B (puc.3.14) (momkHa ObITh BEIOpaHa orie-
pauus Move) 1 menkHyTh 1o 3arotoBke (puc.3.15).

/P & @B T
[0 % & u a2 %

IEompound Objects j

| - Obiject Type |
I~ AutcGrid

Morph | Scatter |
Canformn | Connect |
Blobtezh | ShapeMergel
Boolean | Terain |
Laft | Mezher |
ProBoolean | ProCutter |

[- tame and Color |

[NGonD1 |

[- Fick Boclean |

" Reference ¢ Copy
& Move  Instance

Pucynok 3.14. Pucynok 3.15.

Co30anue oKoHHbIX pam:

JlomkHa Oblila OCTAaThCS 3aTOTOBKA JJIsl OKOH, KIIOHWPOBaHHas paHee. Pambl OyayT ABYX BUIOB, T10-
3TOMY CJIeyeT KIOHHPOBaTh Gopmy emié pa3 (kioH tuma Copy).

Onny u3 GopM JOCTPOUTH HA YPOBHE CETMEHTOB TaK, KaK MMOKa3aHO Ha pucyHke 3.16. Mcmonb30BaTh

kHornky Create Line B ceutke Geometry u npusisky k Edge/Segment. [Ipumenuts k popme Moau-
dukaTop Sweep c ceuenuem Bar (puc.3.17).
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® Use Buil-ln Section
r Built-In S ection

O Bar vI

[ Anale I
| Bar
_|[& Channel -
() Cylinder

= Half Round
O Pipe

v Quarter Hound
T Tee

O Tube

G 'wide Flange

" Copy ) Reference

Pucynok 3.16 Pucynok 3.17.

Bropyio pamy caenats ¢ momornisio Gopmsl, crutaiina Circle (puc.3.18), komanast Attach u moaudu-
katopa Extrude.

Pucynok 3.18.

Coszoanue Kkpvluu:

Cosnate cranaaptHblii npuMuTuB Sphere. B ceutke Parameters ycranosuts 3HaueHne Hemisphere
pasubM 0,5. [Tomyuntes momycdepa (puc.3.19). OtmacmTabupoBats moixychepy B COOTBETCTBHH CO
CTEHaMU 31aHUSL.

‘Segments: lsu—g
¥ Smooth
Hemisphere: I 2|
@ Chop ¢ Squash
I~ Slice On
Slice From: |UD_' i]
Slice.?[t!i-fl]—,[l—‘i[
I~ Base To Pivot
[V Generate Mapping Coords.
I” Realworld Map Size:

Pucynok 3.19.
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Co3zoanue Komno3uyuu.

Pacmonouth co3aHHbIC paMbl B OKOHHBIC TIPOEMbI, YCTAHOBUTH KPBIIITY U MIOCTaBUTH CBET.
BusyanusupoBars ciieHy Ha Buje Perspective ¢ momoribo KoMaH Ibl r1aBHOro MeHio Rendering-
>Render (puc.3.20).

Pucynok 3.20.

3.4. Conepxanue oryera
— Twuryn (Ha3BaHue n3y4aemoil Temsl). Llenb paboThl.
— UYeptex 3nanus B npoekuusx Top(ceepxy), Front(cnepean), Left(cOoky).
— Omucanne npueMoB U MHCTpyMeHTOB 3DS Max mist mocTpoeHust 00bEKTOB CIIEHBI — 37aHUS,
OKOHHBIX ITIPOEMOB, OKOH, KPBIIIH.
— Onucanue nmpuemMoB U HHCTpyMeHTOB 3Ds Max a1 co3ianust OCBEIEHNUS.

— Komnun sxpaHoB (CKpUHILIOTHI) — pe3yIbTaTOB BU3YyaTH3aI[1H.

— BriBoabI
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4. Pepaktop matepuanoB. MaTepuanbl 1 KapTbl, HANOXEHNE TEKCTYP.

JTabopaTtopHasg pabota Ne4

4.1. lleab pa6oThl. llensto paboThl sBIsIETCA 03HaKOMIIeHHE ¢ PenakTopom maTtepuanioB nakera 3Ds
Max, uHCcTpyMeHTaMu pabOThI ¢ KAPTAMH U TEKCTypaMHu.

4.2. Ilopsa10K BHIIOJHEHUS J1A00PATOPHOI PAGOTHI COCTOUT M3 CJEAVIONIUX IIATOB :

— Ha ocHoge pe3ynbpratoB 1adopaTopHbIX padoT No2 u Ne3 (HaTropMopTa U MOJIEIN 3/1aHHUS )
CO3/aTh MaTepUasbl U IPUCBOUTH UX OOBEKTAM CIICH.

— TlocraBuTh CTaHAAPTHBIE HCTOYHUKH CBETa (METOJ TPEYrojabHuKa). OTperyampoBaTh UCTOY-
HUKH cBeTa. BriounTth TeHu (area shadows) y HampaB/ieHHbIX HCTOYHHUKOB CBETA.

— BbInosHUTH BU3YAIM3allMI0 KaXK0M U3 ciieH (MeHio Renderer).

[TponemMoHCTpUpPOBATh pe3yNbTaT MPENoAaBaTeNto U OPOPMUTH OTUET.

4.3. llosicuenus Kk JaoopaTopHoii padore No4.

OtkpsiTh (haiin B popmate *.max ¢ madoparopHoit padoroit Ne2.
Co3nathb iockocTh Plane — o, nocTaBuTh Ha HEroO CTOJ C MPEIMETAMH.

Mamepuan Tiles:

) . @J
OTKpBITh peIaKTOP MaTepUAIOB ¢ momoInkio KHonku Material Editor /@@ pa nmaHenn HHCTPYMEHTOB,
WM HaXaB Ha Ki1aBuatype kinasuury M (puc.4.1).

{
(m
b

rﬁMaterlalEdltur 01 - Default |
Materlal Mavigation  Options  Lkilities

»

B EH S e lES

%2 |8 X (@ |4 %ol @ il £ &
Klm Standard

[= Shader Basic Parameters
I wie [~ 2Sided
I~ FaceMap [~ Faceted

Bliriry i

[- Blinn Basic Parameters ]
Self-lllumination

|—[g Ambient I:l m I~ Coler IU_Q J

= pitwse: [ ] |
Specular| | | Opacie [T00 2| |

r Specular Highligh

Specular Lewel IU ﬂ J
Glossiness: IWD ﬂ J
Soften: [OT 2|

T+ Extended Parameters Ji

[‘ + SuperSampling |]

i Maps Ji

i+ Dphamics Properties i

I+ Direct4 Manager i

T+ mental ray Connectian Ji

Pucynok 4.1.

Bri6paTh cBoOOaHEII citoT. Jlo6aBuTh B kanan Diffuse (ocHoBHO# nBeT MaTepuana) kapty Tiles. s

. Diffuse:
OTOI'0 KIIMKHYTH IO KHOIIKE CIIpaBa OT IBCTa Diffuse HHEE I:I J WJIN B CBUTKEC Maps HaITpoOTHUB
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Diffuse kiukuyTh 110 KHOTIKE NONe ¥ Diffuse Color... [100° ¢ Map #4 [ Tiles | . Bri6pats B mo-
SIBUBIIEMCS OKHE KapTy T ileS(aBOMHO IeT40K JCBOM KITaBHIIH MbIIIH) (puc.4.2).

[ Material /Map Browser

[ [Tiles

Eroo | %X
[ Gradient
B Gradient Ramp
& Marble
B Mask
r Browse From: — | & Mix
M Library 5 MNoise
£ dH E ditar & Mormal Bump
" Active Slot & Output
T~ Selected [ Particle Age
" Scene F Particle MBlur
& Mew & Perlin Marble
J— & Planet
I~ M aterials & Raylrace
I Maps & Heflect.-’F!.efracl
[~ Incompatible & RGE M_u“'pl-"'
& RGE Tint
[~ Eoot Only i Smoke
[~ By Object F Speckle
[ Splat
¥ 20 & Stucea
" 30 maps & Swirl
7" Compositars | | g Thin wall Refraction
" Color Mods & Tiles
; .gltlha 5 Vertex Color
VLI Pucynok 4.2.

Ternepb HYy:KHO HACTPOUTH KapTy Tiles Takum 00pa3oM, 4TOOBI OAYUIHIACh KBAApaTHAS TUTUTKA JJIsI
nosa. J{ys aroro B cButke Coordinates (puc.4.3) Hy)KHO 331aTh MOIXOIAIINE IO pa3Mep IMoJia 3Ha-
yeHus, a B ceutke Advanced controls (puc.4.4) BeIOpaTh BETA HIIK TEKCTYPY IUTMTKA U MEKIUTUTOY-
HBIX UHTEPBAJIOB.

[= Advanced Controls I
Show Texture Swatches [+
- — Tiles Setup
[- Coordinates | |
Texture : MNone i
® Texture ¢ Environ  Mapping: IE:-:pIicit Map Channel j
¥ Show Map on Back Map Channel: I‘I—ﬂ Horiz. Count : |4,D ﬂ Eolor\iar?ance : |D,D ﬂ
I— Use Realworld Scale Wert, Count |4,D ﬂ Fade ‘Vanance : |D,05 ﬂ
Offzet Tiling Mirrar Tile Angle T
oo 3 [o0 x| M wog
V:ID,D—ﬂ ITQ I—- F V:Iﬂ,ﬂ—ﬂ Texture : MNone | i
w1 e Ol W:ID‘D ﬂ Horizontal Gap : Irﬂ 3 XHDIES:ID—Q
Blur: |‘|,E| ﬂ Blur offzet: |E|,E| ﬂ Rotate Vertical Gap: [T5 & Rough:J10 2|
Pucynok 4.3. Pucynok 4.4.

C nomompo kHomkn GO to Parent® moaHAThCA Ha ypoBEHb BBEPX, MPABOH KHOIIKOH MBIIIHN IITENK-
HYTb 10 HA3BaHUIO KapThl HAMPOTUB KaHaia Diffuse, koTopas ToibKo 4TO OBLIA CO3/1aHa, BBIOPATh
Copy. Teneps cienyer CKONMUPOBaTh €e B KaHall BUmp (kanan penbedHOCTH), 1)1 3TOT0 HAaXaTh Mpa-
BOM KHOITKOW MBI 110 KHOMKe NONE HarpoTHUB 3TOT0 KaHala U BRIOpaTh orneparuio Paste.

YroObl HA3HAYUTH MAaTEPUA Ha MIIOCKOCTh, BEIOPATH CIOT C 3TUM MaTEpUaAJIOM, BBIJICIUTH MIIOCKOCTh
¥ KJIMKHYTH 110 kHonke Assign Material to Selection %5,

Mamepuan nracmux:

BriOpatb cBoOOIHBIN citoT. I3MeHuTh ero Ha3BaHue Ha plastic. Dtot maTepuan Juist cToja.

Tumn metinepa cranmaaptreiii — Blinn. Iset Diffuse — mo6oii. Specular RGB (uBer 6muka) = 230,
230, 230. Specular Level (spxocts Omuka) = 44. Glossiness (riaagkocTh MOBEPXHOCTH, MIISHEI) = 64,
B kanan Diffuse no6asute kapry Falloff (puc.4.5). B ceutke Falloff Parameters seiopats Front u
Side uBera Tak, 4To0ObI Side ObLT cBeTiIee Front, Ho Toro ke orTeHka (puc.4.6).
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%, Iplastik x| Standard

E Shader B azic Parameters |
Blinn - [~ wire [~ 2-Sided
[~ Facetap | Faceted

[- Blirn B agic Parameters |
r Self-llumination

|—@ Ambient: - |§ [~ Color IIJ_Q J

g Diffuize: - M|
Speculal:l:IJ Dpacit_l,l:|‘|ElEl ﬂ J

— Specular Highlights

SpecularLevel: [41 2| |
GIDSSiness:lBS g J

Soften: [07 2

T+ Extended Parameters i L= Falloff Parameters |
[+ SuperSampling i — Front : Side

E o J [ ol None 2

Amount I ap E

I~ Ambient Color. .. [100 2| Mot ||E - |1|:||:|,|:| ﬂ Mone | Iv

[¥ Diffuse Calor. .. .[100 3| Map #7 | Fallaff ] | : -

I Specular Color . 700 2| — | Falloff Type: IPerpendlcuIar # Parallel j

I™ Specular Level . [T00° 3 Maone | Fallaff Direction: I\-fiewing Direction [Camera Z-fsiz) j

[~ Glossiness . [0 2 Mione |

Pucynok 4.5. Pucynok 4.6.

Hasnauuts maTepuai Ha CTOJL.

Mamepuan cmekno.

Marepwuan uist yamku, Ookaa, 0aHKH, Ba3bl U T.II.

Tun meinepa cranaaptaeii — Blinn. Iser Diffuse — nr060it (17151 aGCOMIOTHO MPO3PAYHOTO CTEKIIA —
uepubiii 0, 0, 0). Specular RGB = 230, 230, 230. Specular Level = 100. Glossiness = 70. B kanan
Reflection (xanan orpakenus) 1o6aButh kapTy Raytrace (TouHblil pacder oTpakeHHs/IPEIOMIICHHS)
¢ cutoii Bozaeiicteust Amount = 20 (puc.4.7). B xanan Refraction (kanan npenomienus) - Raytrace
¢ cuiioit BozzerictBusg Amount = 80 (puc.4.7).

[- Maps
Amount Map

I™ Ambient Color .. .[T00 3| Hatie |
™ Diffuse Colar . . . Iﬁﬂ Mone |[
™ Specular Color Iﬁﬂ Mone |
™ Specular Level . Wﬂ MNane |
™ Glossiness ... .. Wﬂ MNane |
™ Seltllurination . Wﬂ hohe |
[~ Opacity...... .. Wﬂ Mone |
I Filter Calor .. . .. W S MNone |
[~ Bump ......... IT S MNone |
¥ Reflection .. ... Wﬂ tap #5 [ Raytrace ] |
¥ Refraction .. ... Wﬂ tap #E [ Raytrace ] |
™ Displacemert .. Wﬂ MNaone | PI/IC}’HOK 4.7.

Haznauuts MaTcpHrall Ha 00BEKTHI CIICHBI.

* [pu eusyanuzayuu cmekio 00120 NPOCHUMbIBAECSl, NOIMOMY HYICHO usMeHums Hacmpotixu Ren-
der. Haowcams na knasuamype F10, esiopams éxnaoxy Raytracer, ¢ none Maximum Depth nocma-
eumo 3Havenue = 3.
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Mamepuan na anenvcun:

Ha cBoGoaHOM ci10Te BBECTH MMsI MaTepuaina orange. Ycranosuts 0muku Specular Level = 30. Gloss-
iness = 45. lnddy3Heiii 1BeT BEIOpaTh OpaHkeBbiid. JI00aBuTh HeMHOTO camocBeueHus Self-
IHlumination = 30. B xanan Bump no6asuts kapty Cellular (suciiku). B ceutke Cellular Parame-
ters nogo0Opatk pazmep stueiiku Size = 2 (3HauCHUE PETYIUPYETCs B 3aBUCUMOCTH OT pa3mepa areib-
CHHA).

Hasnauute MaTepual Ha aneabCUH.

Mamepuan Top/Bottom:

Marepuan OyaeT UCIIoIb30BaTHCS IS sI0IOKa.

KnukayTh o kHomke Standard cripaBa ot umenn matepuaia. BeiOpars Tun Matepuana Top/Bottom
(puc. 4.8).

. Iapple ﬂ Top/Bottom

‘B Top/Bottom Basic Parameters |

Top Material Material #28 [Standard] | W
Swap
Bottom Materiab  Material #29 [ Standard) | @
Coordinates:
Blend : |5|:| =
® word J
i Local Position: [50 3]
Pucynok 4.8.

Temneps cienyer co3aaTh BEPXHUI U HIKHUI MaTepuaibl. Jis 3TOro KIMKHYTh 10 KHOIIKE CIIpaBa OT
Top Material u Bottom Material, u nHactpouts Marepuaisl (Juis 5107I0Ka MOXKHO IPOCTO BBIOPATH 3e-
JICHBIH 1 KpacHbIi 11BeTa). M3MenuTs mapametp Blend (npouent cMmemmBanms).

Ha3nauuth matepuain Ha s106710K0.

Mamepuan Blend:

Knukuyts 1o kHomnke Standard cnpasa ot numenu Marepuana. Beiopats Tin matepuana Blend. B
ceutke Blend Basic Parameters coznare Material 1 u Material 2. I HacTpouTh NpoLIEHT CMElInBa-
aust Mix Amount (puc.4.9).

%, |blend d Blend

[- Blend Basic Parameters |

Material 1: Material #34 [ Standard | | [ ® |nteractive

Material 2 Material #35 [ Standard | | W Interactive

M azk: MNaone | ¥ ¢ Interactive

P .-’-'«mount:l 50,0 ﬂ

Pucynok 4.9.

HaHpHMep, OIVH U3 MaTCpHUAIIOB MOXKET OBITE Jrcemy Y2OM.

Tun weitnepa — Multi-Layer (metox Tonuposanust). [[set Diffuse — 248, 248, 248. Self-1llumination
= 47. First Specular Layer: Color RGB = 247, 188, 242. Level = 100. Glossiness = 63. Anisotropy =
40. Orientation = -13. Second Specular Layer: Color RGB = 109, 227, 209. Level = 105. Glossiness
= 49. Anisotropy = 35. Orientation = 62.

Bropoit MoxHO cnenath, npuMenuB kapty Noise (urym) B kanan Bump, Diffuse temuoro msera.
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Mamepuan Double-Sided:

KnukuyTs mo kHonke Standard cripaBa ot umenn maTepuaia. Beiopars Tun marepuana Double-
Sided. Ha marepuainsl Facing u Back moxHO nepeTanure yxe roroBble KapThl C JPYTUX CIOTOB WU
cos3zath HOBbIE (prc.10). DTOT MaTepual MPUMEHSETCS JJIsl IBYCTOPOHHUX OOBEKTOB, HATPUMED OT-
KPBITHII YaliHUK (BHELIHUE CTeHKH — Face, BHyTpeHHue - Back).

%, |double-sided 7| Double Sided

- Double Sided Basic Parameters I

Translucency: IT ﬂ
Facing M aterial: blend [ Blend ] | v
Back Material Material #38 (Standard] | ¥

Pucynok 4.10.

Mamepuan Multi/Sub-Object:

KnukayTh o kHomnke Standard cripaBa ot umenn maTepuaia. Beiopats Tun marepuana Multi/Sub-
Object (puc.4.11). DToT MaTepuai Mo3BOJSIET HA3HAYUTH 00BEKTY OOJIee OJHOTO MaTeprala Ha
ypoBHE oauronoB. Homepa monuronos 1D MOXHO ITOCMOTPETh € TOMOIIBIO MOTU(PHUKATOPA
EditMesh na yposue nogoosextoB Polygon. B marepuane Multi/Sub-Object kaxnomy ID coorser-
CTBYET MaTepuai ¢ TeM ke HomepoM. [1o ymondaHuio B cocTaB MaTepuaia BXoAuT 10 mpocThIX MaTe-
puaiioB. VX 4rciio MOXKHO MEHSTh C MTOMOIIIBIO KHOTIKK Set Number.

Coznate MaTepuan U Ha3HAYUTh ero Ha BOX (Ha ckpuniore — puc.4.12). [Ipumenuts k Box monudu-
karop UVW Mapping, B ceutke Parameters Beiopats Tum Box.

%S [20- Defaul | Multi‘Sub-Object

[- Multi/Sub-Object Basic Parameters |

|3_ Set Mumnber | Add | Delete |

M MHame | Sub-t aterial | On 0

= 15m Material #42 [ Standard ) [T =
. [ Material #43 (Standard ) [ &
|3_| blend (Blend]  [(] ™

Pucynok 4.11.

Co3danue Komnosuyuu:

Ha3HauuTh co3/1aHHBIC MaTepHAIIbl HA OOBEKTHI CIICHBI. [I0CTaBUTH CBET.

BusyanusupoBarts ciieHy Ha Buje Perspective ¢ momoripio koMaH 16l r1aBHoro MeHio Rendering-
>Render. Pe3ynbTaT BU3yaqM3aiiiy Ui KOMIO3UIMK U3 TabopaTopHOi paboTel No2 mpuBeIeH Ha
pucyske 4.12.
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Pucynox 4.12.

Buaumanue !!!
CaMoCTOSITeJIbHO HA3HAYUTH MATEPUAJIBI 1JIs1 MOJeJIN 31aHUs U3 J1adopaTopHOii padoThl Ne3.

4.4. Coaep:kaHue 0T4eTa

— Twutyn (Ha3BaHue u3yyaemoii Temsl). Llens paboThl.

— MH3zobpakenue (CKpUHIIOT) KOMITIO3UIIUH U3 1abopaTtopHoil paboTel Ne2 Oe3 mMaTrepuaioB U TEK-
CTYp

— Omnucanue NpueMoB U MHCTpyYMeHTOB Penaktopa marepuanoB 3DS Max ans TekcTypupoBaHUS
00BeKTOB KoMIo3uIHu (J1.p.Ne2).

— TuIBI HICTOYHUKOB CBETA U UX MapaMETPHI.

— Komnun 3xpaHoB (CKpUHILOTHI) — pe3yIbTaTOB BU3YyaIU3aI[MN KOMIIO3ULIUH (J1.p.Ne2).

— H3o0pakenue (CKpUHIIOT) MOJENHU 3/1aHus U3 jJabopaTopHoil pabotbl Ne3 Oe3 marepualioB u
TEKCTYP

— Onucanue npueMoB U MHCTpYMeHTOB Penaktopa matepuanoB 3Ds Max mis TekcTypupoBaHuUs
Mozenu 3aaHust (J1.p.Ne3).

— Tunbl HICTOYHUKOB CBETa U UX MapaMeTphl.

— Komnun sxkpaHoB (CKpUHILIOTHI) — pe3yIbTaTOB BU3YyaIH3aUU MOJeNN 31aHusA(J1.p.Ne3).

— BrIBOOEbL
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5. OCHOBHbIE MHCTPYMEHTbI BU3yanusauumn, aHuMmaums n paborta ¢ kKamepomn.
JTabopaTtopHas paboTta Ne5

5.1. Hean padoThl.

N3ydenue npuHIUIIOB paboThl ¢ kamepoil B 3DS Max, o3HakoMJIeHHE CO CpeACTBAMU CO3aHU

aHUMaluu 1 HUTOTOBOM BU3YyaJINM3alluH.

5.2. Illopsinok BBINOJTHEHHUS JJA00PATOPHON PA0OTHI COCTOUT U3 CJACAVIOIHUX IIATOB

Jyist BEIIOSTHEHUS pa0OThI PEKOMEHIYETCS HCIIOJIB30BaTh CIIEHY U3 TJAOopaTopHOi paboThl Ne3.

- B 3Ds Max otkpsiTh (aiin (hopmaT *.max), moTydeHHBIH B pe3ysbTaTe BBINOJIHEHUS 1abopa-
TOpHOU paboThI Ne3;

- Pa3mectuth B CICHC NCTOYHUKHU OCBCIICHU, HCO6XOI[I/IMBIC JJI1 CO3JaHuA OCBCIICHUA, UMHUTHU-
pYyromero ITHEBHOC. OTpCl"y.TII/IpOBaTB HCTOYHHMKHU CBCTA, BKIIOUYUTDH TCHHU,

- TekcTypupoBaTh OOBEKTHI CLIEHBI, MCMOJb3Ys peaakTop mMatepuanos (Material Editor);
- YcraHOBUTH B KaMephl: HampasieHHyio (Target) u ceoboanyto (Free);

- CosnaTh CIutaiiH — TPACKTOPHIO JIJISl TICPEMEIICHHS KaMepPhl,

- Co3znmaTh aHUMAIHIO JIBUKCHIS HAIPABICHHON KaMephI 110 TPACKTOPHH,

- Co3math aHUMAIMIO CBOOOIHOM KaMephlI 10 KJIF0YaM B aBTOMAaTHYECKOM PeKuMe$

- Co3nath aHUMAIIMIO OOBEKTA 110 KJIF0YaM B PYYHOM PEKUME;

- BbINOMHUTH BU3yaaM3alUI0 BCEX aHUMHUPOBAHHBIX KaJpPOB C COXpAaHEHHEM pe3yJibTaTa B BHU-
neodaii.

[TponemMoHCTpUpPOBaTh pe3yNbTaT MPENoAaBaTento U 0POPMUTH OTHUET.

5.3. IlosicHeHus K JJa00paTOpHOI padoTe Ne5s.

Ycemanosxa oceewyenus:

Pacnonoxure 1Ba ucrounuka Target Spot mpuMepHO Ipyr HaNmpoTUB Apyra Ha TAKOM paccTosi-
HHUH OT 00BEKTa, 9YTOOBI KOHYC OCBELIEHHOCTH OXBAaThIBAJ €r0 LIEIMKOM U OCBEIall IPUIIETAIONTYI0
TEPPUTOPUIO (PUCYHOK 5.1).
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Pucynok 5.1.

B omiinume oT MeTo/1a TPEYTroabHHUKA, KOTOPBIH HMUTHPYET HAIPABJICHHOE OCBEIIICHUE HA HY K-
HBIH 00BEKT, IIPH CO3JIaHUH JTHEBHOTO OCBEINEHHSI, OCHOBHBIM HCTOYHHUKOM CBETa OY/IET BCeHAIpaB-
aenusiin (Omni).

Pacroio)uTe ero BeIIIe ¥ HEMHOTO B CTOPOHE OH 00BEKTa, YCTAHOBUTE MHOYKUTEb B 3HAYCHUE
0,8 — 1, Bximrounre Tenu (Shadows On) u 6muku (Specular). Tum co3aaBaembix Teneit — Area Shad-
ows. LIBeT ocBelleHus 3a/1alTe CBETI0-KEIThI, HATOMUHAIOUIUN €CTECTBEHHBIM COJIHEUHBIN CBET

(pucynox 5.2).

— Light Type
W On II:Imni ~|
[T Targeted
— Shadows
Iv Onl Use Global Settings
I.-'i‘-.rea Shadows ;I
Exclude. ..

JlBa nucrounuka Target Spot B
TOTO, YTOOBI HE BO3HUKAIH YEPHBIC
CBET OT BCEHAIIPABJIEHHOTO HCTOYH
3[IAI0T TeHEH 1 OJMKOB M UMEIOT MH

Multiplier:lD,E ﬂ | OCHO

€r0 " - Decay e
Tupe: INl:une ~| JI0M, |
Start: [300 2| I Shaw SeIaT

MO y - Mear Attenuation——— | IMETp
5.3. | Use  Stak[0.0 ﬂ
I~ Show End: [100 2

— Far Attenuation———

W Use Stac[T200 2
[~ Show End: [3000 2




Pucynoxk 5.3.

Pucynok 5.4.

Bb1 yBunTe 1Be cpephl: BHYTPEHHSS CBETIIAs — TPAHMIIA Havalla 3aTyXaHusl, BHEIIHSSI TEMHAs —
IpaHUIla OKOHYAHUs 3aTyXaHus. Jlanbpine BTopoi chepbl CBET pacpOCTPaHAThCS HEe OyaeT. Y CTaHOBH-
Te pa3Mepsbl chep TakuM 00pazom, YTOOBI BHYTpEHH:S cepa 1Mo quaMeTpy MpUMEpHO COBIajana ¢
JMaMETPOM KYTIO0JIa, @ BHEITHSS OXBaThIBAJIa BECh O0BEKT LETUKOM (PUCYHOK 5.4).

Ycmanosxa kauep.

[Tepeiinute Bo BKiagke Create B pazgen Cameras u co3paiite oHy HampasieHHyto (Target) u
onHy cBoboaHyto (Free) kamepy. Ha3oBute ux coorBerctenno TargetCam u FreeCam. B okne mpo-
exiuu Left menkuure npasoii kHonkoi Melmu Ha cioe Left u BeiGepute Views -> TargetCam (pu-
CyHOK 5.5). B okne npoekuuu Front takum xe oopa3zom nepekitounte Bua Ha FreeCam. Hampasbte
00e kamepbl Ha OAallIHIO.

Views ¥ |+ FreeCam

Smooth + Highlights TargetCam
v Wireframe Spotll

Other L Spotl2

Edged Faces T

3

Transparency Orthegraphic
v Show Grid Front

Show Background Back

Show Statistics Top

Pucynok 5.5.

Cozoanue mpaexmopuu 0 08UNCCHUSL KAMEDDL.

[Mepeiinure Bo Bkiaake Create B pa3men Shapes. B Beimanaromniem mexro Beioepute Splines u
menkaute Ha Helix (crimpane). Co3maiite crimpaib ¢ ogauM BUTKOM (TUrns = 1) mo 4acoBoii cTpenke
(CW), pucynok 5.6. Pacrionioxute ee BOKpyT OamiHu (pUCyHOK 5.7).
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[ - Pararneters |

Radius 1:.[493.526 2|
Radiuz E:W ﬂ
Height: Im ﬂ
Turhg: I‘IEI— ﬂ
Bias: IEIEI— ﬂ

& O O COw

Pucynok 5.6.

Pucynok 5.7.

Coz0anue anumayuu ¢ 08udlceHuemM no mpaeKmopuu.
Bnauane Hy)KHO HACTPOUTD YaCTOTY U KOJIMYECTBO KaJIpoB B aHUMaluu. OTKpoiiTe OKHO HACTPO-

ek Time Configuration, mieaKHyB Ha KHOIIKY B HIDKHEH MpaBoi 4acTH SKpaHa. B oTKpeIBIIEMCS
OKHE 3ajaiiTe 9acToTy KaapoB 30 u obiiee koarmdecTBo kaapoB 600 (pucyHok 5.8).
)

| Cond quratiol =l I|

—Frame Rate————— ~ Time Digplay

& NTSC ¢ Fim 2
 SMPTE

- -
il Ersfem ¢ FRAME:TICKS

FPs: [0 3 © MM:SS:TICKS

— Playback.
¥ Feal Time v ActiveVWiewport Only [ Loop

Speed: & Mu & 1/2w & Qx £ 2y O dy
Direction: @ Fonward ¢ Fewerse € Fing-Pong

— &nimation

Start Time: [0 3| Lenath [E00 =
End Time: Im ﬂ Frame Caourt: |EEI1 ﬂ
Re-zcale Time | Current Time: IEI ﬂ

—Kep Steps
v Usze TrackBar

¥ Selected Objects OnlpW  Uze Curent Transform
¥ Fosition | Botatior¥ Scale

k. Cancel

Pucynok 5.8.
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Tenepb NpuUBsIKEM HaNIPaBICHHYIO KaMepy K cruiainy. st aToro:
1. Beigesasiem kaMepy | IepexouM Bo BKiIaaky Motion (aBmwkenwe), pucyHoK 5.9;

2.
w| | £ @@ T
ITargetEam .

Selection Level:

Sub-Object | -]
Parameters Trajectaries

|- Aszign Controller |

i=+i&] Tranzfarm : Look At «
~#1[{&] Paszition : Path Ce
........... [F-]Rall Angle : Bezie
........... Scale : Bezier Sc

Pucynok 5.9.

3. BreiOupaem u3 crucka Transform: Position u maxxumaem Assign Controller — kunomnka co
3HaKOM ““?”’;

4. B otkpsiBiIeMcs circke BeiOupaem Path Constraint (orpanndenue nyTa);

5. Bo Bkmaake Path Parameters naxumaem Add u BbiOupaem crutaitn Helix01l(pucynok
5.10).

| - Path Parameters |

pddPath |
Delete Path |
— T arget W Eight —

wieight [50.0 3]
— Path Optiohs:
% dlong Path: [0 ] PrcyHoK 5.10

[Tocne aToro kamepa OyzeT 3aKkperieHa 3a CIJIaifHOM ¥ aBTOMAaTHYeCKH OYJIET Co3/1aHa aHUMaIus
nepeMenieHus kamepsl u3 Hadasia criupanu (kaap 0) B ee konern (kaap 600).

Coz0anue anumayuy no Kio4am.
OOpaTtuTe BHUMaHKE Ha JIMHEWKY, HAXOIAIIYIOCS 10J] OKHAMU MpoeKuui (pucyHok 5.11).

< | 0/ GO0 |+ |
(T T 1T Tr Lt rp i T T T T I T T T T T
= 0 20 10 &0 g 1w o

Pucynok 5.11.
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OT0 BpeMeHHas IlIKajla aHuMaIuu, a udpsl Ha Hel — kaaphl. [1013yHOK BhIIIE YKa3bIBA€T HA TEKYIIUH
AKTUBHBIN Kazp.

[Tox To¥ MIKamo HAXOASITCS KHOMKK CO3/IaHMsI M PEJaKTUPOBAHUS KITFOUEeH aHUMAITUU (PUCYHOK
5.12).

Auta Key ISE|ECtEd ;I
Set Key _-,I'" F.ep Filters... |

Pucynok 5.12.

Knonka Auto Key — pexum aBTOMaTHYECKOTO CO31aHus KiroueH, Set Key — ycraHoBka Kirtouei
BPYUHYIO; KHOIIKA ¢ KI0ouoM — Set Keys - ycTaHOBUTH KIII0Y Ha TEKYIIEM Kajpe.

B mento Key Filters... MoHO BbIOpaTh, U3MEHEHHUS KaKHX aTpUOyTOB OYIyT (PUKCHPOBATHCS MTPU
CO3JIaHUM KITIOYA.

Pacrnionoxure cBOOOAHYIO KaMepy MIPUMEPHO HAa YPOBHE OCHOBAHUS KymoJja (pucyHoOk 5.13).

Pucynok 5.13.

Briienure kamepy 1 BKIIOUHUTE peXUM aBTOMaTH4YecKoro cozanus kiouyeid Auto Key. Haxxmure
Ha KHOIIKY C KJTFOYOM, YTOOBI 3aKCHPOBATh HAdYaIbHOE MOJIOKEHHE KaMephl B HyJIeBOM Kazpe. [la-
Jee nepeABUHbTE MOI3yHOK Ha 300-i kajp U eme pa3 HaAXXMUTE Ha KiIrod. TakuM o0pa3om, repBbie
300 xampoB aHUMAITMK CBOOOTHAS KaMepa He OyIeT U3MEHATh CBOE MOJIOKEHHE.

Teneps nepeaBUHBbTE MOA3YHOK Ha 600-i Kaap M U3MEHUTE MOJIOKEHUE KaMephl, IEPEMECTHUB €€
Ha apyryo ctopony 6amrau (90 — 120 rpaxycoB). PazBepuure kamepy, HanmpaBuB 0OBEKTHB Ha Oalil-
HIO, U OTKJIIoUMTE pesxkuM Auto Key.

Hasxas na Play Animation, 6o Bpy4HYt0, TPOKPYTHB MOJI3YHOK aHUMAIIMH, BBl YBHIUTE, KaK
KaMmepa nepemernaercs, HaunHas ¢ 300-ro kagpa u 3akaHuuBas 600-M.
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Cozdanue anumayuu 06veKma 8 pyuHoM pelcume.

AHUMHPOBATH MOXHO HE TOJIBKO KaMepbl, HO U JII00ObIE TeOMETPHUECKUE OOBEKThI, CHCTEMBI Ya-
ctull 1 atMochepHbie YPPEeKTHI.

Co3nanum aHuMaIuo pa3dbopku Kymona 6aurHu B mpomMexxyTke Mexy 300-m u 600-m kagpom.

Bkurounre pexuM pydHoro cosaanus kiarouedt Set Key. O1inuns aBTOMaTHUECKOro U py4HOTO
peXrMa B TOM, 4TO B IIEPBOM Clly4yae, IporpaMMa cama CO3/1aeT HeoOXOAMMBbIE KITIOUH ISl BCEX die-
MEHTOB 00BEKTA, TOJI0KEHUE, OPUEHTALIUS UM CTPYKTYpa KOTOPBIX U3MeHsAeTCs. B pyuHoM pexxnme
KJIIOUH 33J1aI0TCS BPYUHYIO, yTeM HaXkaTHs Ha KHONIKY Set Keys (“kitou”).

Brigenute Kymos co mmuiaeM U co3aaite B pexkume Set Key nea kimroda: B HysaeBoM U B 300-Mm
Kajjpax. Y CTaHOBUTE MOJI3YHOK aHUManuu Ha 420 kaap, HOJHUMHUTE KYIOJI U LUk BBEPX 110 OCH Z U
co3JaiTe /Ui KaXI0ro 0ObeKTa KoY B TaHHOM nosioxkeHu. [lepeiiaure va 450-i kaap u co3naite
eIlle OJIMH KJIF0Y B TOM € CaMOM IO0JI0XKEHUU 00bEKTOB.

Tenepp neperiaute Ha 600-i1 Kagp U CMECTUTE KYITOJI U LINUIIb B Pa3HbIE CTOPOHBI, OTHOBPEMEHHO
C THM, MIOBEpHYB uX Ha 180 rpaaycoB: KyIoa MpOTHUB YaCOBOM CTPEINIKH, a IIITHJIb 110 9YacOBOH (pHUCy-
HOK 5.14). Co3naiiTe nmociaeqHui K04, KOTOPBIi 3apUKCHpYeT cleaHHbIe H3MEHEHUSI.

Pucynok 5.14.

Busyanusayus pesyiemama anumayuu ¢ coxpanernuem 8 gaiin.

OTkpoiite merro Render Setup (F10). B rpade Time Output Beibepute Range: 0 — 300, paspe-
menne skpana — 800x600 (pucynok 16). Huxe B rpade Render Output naxxmure Ha Files u ykaxure
ums ¢aitna: Target.avi, tun daitna: AVI File. 3atem 3 MosSBUBILIErocs MEHIO BBIOSPHUTE BHICO KOJICK,
KOTOPBIN OyJeT UCIOIB30BaH I KoaupoBanus. [1o yMoIuaHuIO TpeiiaraeTcsi UCIOJIb30BaTh KOJCK
Xvid MPEG-4, B ciiy4ae, eciv OH YCTaHOBJIEH Ha KOMITBIOTEp (PUCYHOK 5.17).

Psom ¢ kHomkoit Render Beioepure Bua View TargetCam, prucyrok 5.15.

(] IF'rn:u:qu:tinn j F'reset:l ......................... ﬂ

" ActiveShade Wie: ITargetEam j ﬂ

Pucynok 5.15.
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Haxmvute Ha Render u noxxautech, moka Bce 300 KaapoB OyaAyT MPOCUUTAHBI.

Render Elements | Raytracer | Advanced Lighting |

Commarn | Renderer |

| - Comman Parameters |

— Time Output

i~ Single Every Nth Frame: [ =

 Active Time Segment; 0 Ta 500

#® Fange: II] ﬂ Ta IT ﬂ AVT File Compression Sem ﬁ

File Murnber Base: IEI ﬂ
 Frames [1.3512 Compressor
vid MPE -4 Codec] -]

—Area to Hender _

IView j [~ Auto Region Selected Dl 100 =Gl 0

1 | 1 1 1 1 1 1 1 1 1 1

— Dutput Size -

IEustn:nm j Aperture wWidthlmmm]: |3|3,|:| ﬂ Keyhame Rate: ’07

width: [e00 2| 320:240 | 720m486 |

Height: [emm 2 B40x480 | O HHEN _— o | Concel

Image .ﬁ.spect;|1,333 HE Pizel Azpect: |1,|:| ﬂﬂ

Pucynok 5.16. Pucynok 5.17.

[ToBTOpHTE MAaHHYIO ONEPALIMIO, HA ATOT pa3 COXpaHHUB pe3y/bTar B (aiin Free.avi. Ho Terneps
ycranoBute Range: 301 — 600, a View nmoctaBbre FreeCam.

Kak utor y Bac nonyuutcs aBa Buneodaiina: Target.avi u Free.avi.

Ortkpoiite Windows Movie Maker u neperamnure 311 18a (aiiia Ha maHelb paCKaIpOBKH, 3aTeM
Haxmute Ctrl+P u BeiOepuTe COXpaHUTh Ha KOMIIbIOTED. B pe3ynbrare 10KEH MOyYUTHCS OJMH BH-
neodaitn popmara Wmv.

5.4. Conep:kaHue 0T4YeTa

— Twutyn (Ha3BaHue uzyyaemoi Temsl). Llens paboTsl;

— OOuwmii BUJ cuieHsl, Te 0110 Obl BUTHO PACHOIOKEHNE HICTOUHUKOB OCBEILEHUS U KaMep;
— Omnucanue nmpueMoB U HHCTpyMeHTOB 3Ds Max miis coznanvs aHuMaIu;

— Komuu sxpaHoB (CKPUHIIIOTHI) — pe3yIbTaTOB BU3YyAIH3AIlIH;

BriBoanl.
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6. MNpunoxeHue. Nopsadne knasuwn 3Ds Max.

Alt+W — pa3BopoT Ha BeCh SKpaH
Shift+Q — Busyanuzanus

X — BKIIFOYUTH OCH

H — BrInenenue nmo MMeHU

F4 — ceTka B epCIIEKTUBHOM BUJIE
M — penaktop mMaTepuaioB

F3 — BKIIIOUNTH TOHUPOBAHHBIN PEKUM
G — BKIIIOYUTH CETKY

S — mpuBsizka

Ctrl+A — BeLmenuTs BCé

Alt+Q — n3oanus BeIACICHHUS
F10 — mapamerpsr Render

F1 - Help
Alt+B — Brikmrounts background B mepcriekTHBHOM BHjie
Q — Bsi0Oop

W — BBIOpATh U MEPEMECTUTH

E — BrIOpaTh 1 NOBEpHYTH

R — BbIOpaTh U MacIITAOUPOBATH

[Ipoben — 6JI0KUPOBKA BbIJICTICHUS

8 — OTKPBITH AMATIOT OKpY:KaroIIel cpenbl u 3G (HeKToB
F — Ilepexmtounthesa Ha BU criepeau (Front)

T — Ilepexmtounthest Ha Bua cBepxy (Top)

L — Ilepexmtounthest Ha BU ciieBa (Left)

R — [lepexmountbest Ha Bua cripaBa (Right)

P — IlepexmounThbcs Ha IepcrieKTUBHBIN BH (Perspective)
B — [lepexmtountbest Ha Bua cHuzy (Bottom)

C — IlepexnrounThest Ha BU Kamepsl (Camera)
CTRL-C — Co3naTp kamepy U3 Bujia

Koseco mbimm — zoom

3axkaroe kozieco MbIH + Alt — moBopoT Moaenu

Brigensist 00beKT MOKHO ¢ KJIaBHATYPhI BBECTH KOOPAUHATHI X,Y,Z (KOOPIAWHATHI BUAHBI
TOJIKO TIPU BEIOPAHHOM MHCTPYMEHTE MOVe - IEPEMEIICHNE).

[Ipu Bpamenun (Rotate) B X,Yy,Z — rpamychl.

YtoOBI BEpHYTH B UCXOIHOE MOJI0keHue B X,Y,Z - 0,0,0.

Yro6sl MaciTabupoBath (Scale) paBHOMEPHO cieayeT OpaTh 3a TPEYTrOIbHUK MEKIY
OCSIMH.

X.,Y,Z - npouentsl, ucxoauno — 100, 100, 100.

Arc Rotate ( moxkpyTunm — MacmtabHasi ceTka cOunach, 4TOObI BEPHYTh HA KIIABHATYpe
Ha)XMMaeM MEePBYI0 OYKBY MPOEKINH).

[TapameTpsl 00beKTOB — BO BKIagke Modify.

File > Reset — ounctka

[Ipo6en — 6JIOKUPOBKA BbIJICTICHUS
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7. MNpunoxeHune. MogudukaTtopbl 3D Max
Bend Cru6 Twist CkpyunBanue

Stretch Pacrarusanme, crumomumBaiie 00beKTa

Ripple Psi0b, kpyr# 1o moBepxXHOCTH 6656KTa Skew Ckoc o0bekTa

Spherify INpespamienne o0bekTa B chepy
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Shell O6omouka, mpumgaHue TOMIIMHBI OTKPHITOM Taper CrecbiBaHue, 3a0CTPCHHE
MOBEPXHOCTH

Noise 3amrymiieHue, ciyvailHoe HCKaXeHHEe Squeeze Cxatue

Wave Bo:Hbl 10 TOBEpXHOCTH 00BEKTa Slice Pa3pesanne 00beKTa, OTPE3aHUE €ro 4acTh
IUIOCKOCTBIO
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8. MNpunoxeHune. PENTUHT BbINOMTHEHUS NabopaTopHbIX paboT

Ta6muua 8.1.ITopsaoK BEIMOIHEHHS U PEUTHHT BBIIIOTHEHUS JJA0OPATOPHBIX padoT.

No Hazpanue Kon-Bo Peutunr 3a pa-

I 9acoB ooty
MonenupoBaHie reOMETPUIECKUX TPUMUTHBOB U TIOCTa-

1  HOBKa cBeTa METOAOM TPEYroJbHUKA 3 10

Co3ganue Tea BpallieHus, TpanchopManuu 1 MoauduKa-
2 U 00BEKTOB 3 10

Jloruueckue ornepamuu ¢ 00beKTaMi U paboTa ¢ MacCu-
3 BaMu 3 10

Penakrop marepuanos. Mcnons3oBanue MaTepuaioB 1
4  TEKCTYPHBIX KapT 4 10

OcHOBHBIE HHCTPYMCHTLI BU3YyaJIM3allu, aHUMalus 1
5  pabora c KaMepoil.

Jlonyck K 9K3aMeHy 40 - 30
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