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BBegeHue

B mam XXI Bek, BEeK BBICOKMX TEXHOJIOTHH, IOHATHE KOMIIBIOTEPHOW Tpaduku
HEpa3pBIBHO CBS3aHO C HaIeH >KM3HbI0. Tenepp y Kaxaoro d6onee-MeHee rpaMOTHOTO YeJI0BEKa
(mosryuuBIIEro XOTS OBl HayalbHOE OOpa3oBaHME) yXKe MMEETCs BIOJHE C(HOPMHUpPOBABILIEECS
IPEJCTaBICHUE O TaKUX MOHATHUAX, KaK TpexMepHoe u3oOpaxeHue, 3d-rpaduka, TpexMepHOe
MO/JICJINPOBAHUE.

Bcemy sTOMYy, B IepByI0 O4epenb, CIIOCOOCTBYET HEBEPOSTHBIM MPOPHIB COBPEMEHHOM
KAHOMHIYCTPUU B CO3aHMU peanucTHuHblx 3d cnemdddekToB, KOTOpbIE MBI BCE MOXKEM
HaOJIr0aTh B IOJMIOOMBIIMXCA HAaM (WIbMax Ha 3KpaHax TeJEeBU30pa, B KUHOTeaTpax U Ha
IpOCTOpax MHTEpHETa. 3aMeTHM, 4YTo cdepa KHHO JaJeKo He eAMHCTBEHHas 001acTh
NPUMEHEHHS PEATHCTUIHON TPEXMEPHOH rpadukm.

Takue HampaBiaeHMsI >XKU3HEICATENBHOCTH, KaK apXWUTEKTypa M Ju3aiiH, HANpsAMYIO
acconuupyrorcss ¢ wmupoM 3d.BupryanbHble 3d MHUpBI HAcTONBKO MOpPaXarT CBOEH
PEATMCTUYHOCTBIO U IPABJONOA00MEM, YTO 3aBOEBBIBAIOT CEpALA JIOACH BCEX BO3pPacTOB U
COLIMAJIbHBIX KaTeropuid. 3aMeTHM, 4TO B HACTOAIIEE BPEMs CYLIECTBYET MHOXECTBO IaKETOB
IIpOrpaMM TPEXMEPHOr0 MOJAEIMPOBaHUs, Takue kak Maya, ZBrush, Blender u MHorue-muorue
JIpyrue, HO B paMKax JIaHHOI'O KypCOBOTO IPOEKTa Mbl PELIWIN PACCMOTPETh TaKou
MPOrPaMMHBIN MPOJYKT, kak 3d max.

3ds Max — mnonHOGYHKIMOHATbHAS MPOPEeCcCHOHATbHAS MPOrpaMMHAas CUCTEMa JIJIsl
CO3MaHMS W  pEJaKTUPOBaHUS TPEXMEPHOM  rpauKu U aHMMallUW,  Jopa3pabdoTaHHas
xommnanuedt Autodesk. CopepHUT caMble COBPEMEHHBIC CpEICTBA Uil  XYIOXKHHUKOB |
CHELHAINCTOB B 00JaCTH MYJIbTUMEINA.

3ds Max pacnosaraer OOIIMPHBIMU CpPEACTBAMHU JUIsI CO3/aHUS Pa3HOOOpa3HBIX 10
dbopMe U CIOKHOCTU TPEXMEPHBIX KOMIBIOTEPHBIX MOJENIEN, pealbHbIX WIH (PaHTACTHUECKUX

00BEKTOB OKpYyXKXaromero Mmupa, ¢ UCII0JIb30BaHUEM pa3HOO6p33HI>IX TEXHUK U MEXaHU3MOB.


https://ru.wikipedia.org/wiki/%D0%A2%D1%80%D1%91%D1%85%D0%BC%D0%B5%D1%80%D0%BD%D0%B0%D1%8F_%D0%B3%D1%80%D0%B0%D1%84%D0%B8%D0%BA%D0%B0
https://ru.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BC%D0%BF%D1%8C%D1%8E%D1%82%D0%B5%D1%80%D0%BD%D0%B0%D1%8F_%D0%B0%D0%BD%D0%B8%D0%BC%D0%B0%D1%86%D0%B8%D1%8F
https://ru.wikipedia.org/wiki/Autodesk
https://ru.wikipedia.org/wiki/%D0%9C%D1%83%D0%BB%D1%8C%D1%82%D0%B8%D0%BC%D0%B5%D0%B4%D0%B8%D0%B0

1. locTaHoBKa 3aJa4YM ¥ onpeje/ieHHEe OCHOBHBIX TPe60OBaHMIH

1.1. OcHoBaHuMe JJis1 pa3padOTKHU
[TpoekT paspabaTpiBacTcsi Ha OCHOBE yueOHoro miuaHa kadenpsl «MHpopmanuoHHbe

CHCTEMBI U TCXHOJIOTHN» 110 JUCHHUIIIIMHE <(MYJ'I]':>TI/IMCI[I/I3 TCXHOJIOTHHN .

1.2. [locTaHOBKaA 3a4a4YH1
HeoOxomuMo co3nmaTth aHUMAIMOHHBIM  POJIUK, JACMOHCTPUPYIOIIMH  pa3pylIeHUE
CJIOHOTO 00BeKTa (31aHue). Bo Bpems JeMOHCTpaluy ¢ IOMOIIBIO aHUMAIIMU KaMephbl CIeNIaTh

0030p 3/1aHuUs.



2. Be160p MeTOAa pa3pabOTKHU U UHCTPYMEHTAJ/IbHBIX CPEACTB

2.1. Bb160Op HHCTPYMEHTAJIbHBIX CPEACTB pa3pa6oTku 3D-moaesen
Co3anne TOJHOIEHHON TPEXMEpPHOHM CIIeHbI (HE3aBHCHUMO OT BBIOOpa MPOTPAMMHOIO

MPOIYKTAa) BBIIOJIHACTCS IO 00LIEMY aJTOpUTMY, BKIIOUAIOLIEMY B ce€0sl TaKHe 3TaIbl, KakK:

. CO31aHME F€OMETPUUECKON MOJIEIIH,
. HACTpOIiKa mapaMeTpoB OCBEIICHUS,
. paboTa ¢ MaTepuanamu,

. BU3yaJIU3alUsl CLICHBI.

CymecTByeT OBOJBHO OOJBIIOE KOJWYECTBO CaMBIX pas3HbIX mporpamm it 3D
MoxaenupoBanus. Hawmbonee wu3BectHbie u3 Hux: Autodesk 3ds Max, CINEMA 4D,
AutodeskMaya.

Autodesk 3ds Max (pamee 3D Studio MAX) — mnOMHOPYHKIMOHATBHAS
npodeccuoHagbHas MPOrpaMMHAasi CHUCTEMa ISl CO3JaHMS W PEJAKTHPOBAHUS TPEXMEPHOMH
rpaduKy U aHUMaLuu, pazpaboranHas komnanueil Autodesk. ComepkUT camble COBPEMEHHbIE
CpeACTBa AJIs Xy/I0’)KHUKOB U CHEIMATIMCTOB B 00J1aCTH MyJIbTUMEIUA.

3ds Max pacnosaraer OOIIMPHBIMH CpPEACTBAMHU JUISI CO3/aHUS Pa3HOOOpa3HBIX I10
dopMe U CIOKHOCTH TPEXMEPHBIX KOMIBIOTEPHBIX MOJIENEH, PeabHBIX MM (PaHTACTHYECKHX
00BEKTOB OKPYXKAIOIEr0 MHpa, C MCIOJIb30BAaHHUEM DPAa3HOOOPA3HBIX TEXHUK U MEXaHH3MOB,
BKJTIOYAIOLIUX CJIEAYIOIINE:

o NOJUIOHAIbHOE  MOJEIMPOBAaHUE, B
koTopoe BxoaaT Editablemesh (penaktupyemas mnoBepxHocts) u Editablepoly
(penakTUpyeMblii  MOJMIOH) — 3TO CaMblil  pacnpoCTpaHEHHBIH  METOJ]
MOJICIIMPOBAHMS,  UCTONB3YeTCSl Ui CO3JAHHsl  CIOXKHBIX — MOJAeNed |
HU3KOMOJIUTOHAIBHBIX MOJENEH Ui urp.

Kak npaBuio, MoJenpoBaHue CIOKHBIX 00BEKTOB ¢ MOCIEIYIOIUM MTPpeoOpa3oBaHueM

B Editablepoly HaumnaeTcss ¢ mocTpoeHus mapamerpuieckoro o0bekTa «Box», W mosTomy
croco0 MOICTMPOBAHUs OOIIETIPUHSTO Ha3biBaeTcs «Boxmodelingy;

o MO/JISIUPOBaHUE Ha OCHOBE
HEOJIHOPOAHBIX palnroHanbHbIX B-crnaitnoB (NURBS);

o MOJICIMPOBaHUE HAa  OCHOBE  TakK
Ha3bIBAEMBIX «CETOK KyckoB» winu moBepxHocTei bespe (Editablepatch) —

NoAXOAUT IJI MOACTIUPOBAHMA TCII BpAllICHU S,
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. MOJICTTUPOBAaHUE C  HCIOJIb30BAHUEM
BCTPOCHHBIX OMOIMOTEK CTaHAAPTHBIX NapaMeTPUIECKUX 00BEKTOB (IPUMUTHBOB) U
MO (UKATOPOB.

MeTobl MOICTTMPOBAHUS MOTYT COUETAThCS APYT C IPYTOM.

MopenupoBaHie Ha OCHOBE CTaHJIAPTHBIX OOBEKTOB, KaK MPABUIIO, SBISETCS OCHOBHBIM
METOZIOM MOJCTUPOBAHUS W CIIY’)KUT OTIHPABHOW TOYKOW JUIs CO3/IaHUSI OOBEKTOB CIIOXKHOMN
CTPYKTYpBI, YTO CBSI3aHO C HWCIOJE30BAaHWEM MPUMUTHBOB B COUYETAHHH JAPYT C JPYrOM Kak
3JIEMEHTAPHBIX YaCTEH COCTaBHBIX OOBEKTOB.

B kadecTBe alibTepHATHBHBIX CPEICTB PacCMaTPUBANIACH CIIEAYIOIIAsk TIPOTrpaMMa.

1. CINEMA 4D sBnsieTcss yHUBEpPCAIBHOW KOMIUIEKCHOW MPOrpaMMOM ISl CO3JaHUs U
peHaKTUPOBaHUST TPEXMEPHBIX AP(HEeKTOoB U 00beKTOB. [l03BONISIET PEHIEPUTH OOBEKTHI TIO
meroxny ['ypo. Ilognepkka aHUMAIK ¥ BBICOKOKAUYECTBEHHOTO peHaepunra. Otiandaercs 6onee
POCTBIM HHTEp(ErcoM, YeM y aHaJOroB, U BCTPOCHHOHN MOJJICPIKKON PYCCKOTO S3bIKA, YTO
nenaetr e€ TMOMyJISPHOW CPelIM PYCCKOSA3BIYHOW ayauTOpuH. [IOMUMO OCHOBHOM MPOTrPaMMBI,
KOTOpasi COJICPKUT B ceOE OCHOBHBIC MHCTPYMEHTBHI JJIi MOJICIIMPOBAHUS, TEKCTYPHUPOBAHHUS,
aHUMAallMUd ¥ pEeHJepa, CYHIECTBYIOT TaK)Ke€ M MOIYJIH, KOTOpBIE MO3BOJSIOT ITOJB30BATEIIO
MOJTYYUTh O0JIee CrIeIUAIM3UPOBAHHBIC HHCTPYMEHTHI M (DYHKIIUHA TTPOTPAMMBI.

. AdvancedRender — MO/TYJIb,

NPEOCTABIISIONINIA PACIIMPEHHBIC BO3MOXKHOCTH JIJIsl BU3YaJIM3allUU CIICH.

. BodyPaint 3D — uHCTpyMeHTapHii 115
co3nanus pa3BepTok UV U TEKCTYpHBIX KapT.

. Dynamics — Moayiab Ui CHMYJISIUAN
JTUHAMHUKHU TBEPIBIX U MITKHUX Tell.

° HAIR — Moxyns i1t co3manust BoJioc.

. MOCCA — monynb, mpeqHa3HauYeHHBIH
IUIst pabOThl HAJl aHWMalMel mepcoHaxeil. BkitouaeT B cebs CUCTEMY CUMYINSIIMU
TKaHel, MOp(UHT, pa3nuyHble AeQopMaTOpbl, HHCTPYMEHTHI IS CO3/IaHUs pHUTra, U
MHOTO€ JIpyToe.

o MoGraph — MOJYJIb,
MpeTHA3HAYCHHBINA JIJI1 TeHEepallud U aHWMAalud OOBEKTOB. 3aTOYCH IS CO3JaHUS
aHUMAaIlMOHHOI'0 JU3alfHa.

° NET Render — mMoysib, O3BOJISIOIINI

MIPOCUUTHIBATh aHUMAIIHIO B peHaep-hepme.



J PyroCluster — wuHCcTpyMeHTapuit st
co3maHus BomroMeTpudeckux 3ddekros. JpM, meie ¥ T. A. (¢ R10 BkirouéH B
moayibs AdvancedRender)

o SketchandToon — MOJIYJIb,

MO3BOJISIONINN CO34aTh HC(l)OTOpeaHI/ICTI/I‘-IeCKYIO BHU3YyaJIM3allUIO CIICHLL

2.2. CueHapuil BUAEOPOJIMKA
COSI[aHI/IC BUJICOPOJIMKA HCBO3MOIKHO 0e3 3apaHee MMPOAYMAaHHOT'O CHCHApU:. HOBTOMy

niepe]] Co3IaHneM aHUMAII|K ObLT pa3padoTaH CIICHAPUH, KOTOPHIN nMpuBecH B Tadwmie 2.1.

Tabnuya 2.1 Cuenapuit

Ilar Onucanue
1 IIpu HacTpolike KaMepbl Ha3HAYaeM 1elb (LEHTP 30aHMs])
2 Co3paeM ciuaiid, 1o KOTopoMy OyzieT IBUraThCsl Kamepa
3 [IpuBs3pIBacM caMy KaMepy K CIUIAMHY
4 JlenaeMm Hapy>kHbII 0030p 31aHUs

KaMepa OTAAIACTCA Ha paCCTOAHHUE, ITIO3BOJIAIOIICC BUICTH

5 3JJaHUE MTOJHOCTHIO
6 [TpoucxonuT pa3pymieHue 31aHus
7 Kamepa npubnmxaercs K 34aHUI0

3. [IpoeKTUpPOBaAHKE MO/JEIU

3.1. Co3pgaHue TpexMepHO MO e
B kauectBe m3o0pakeHHs-oOpasna Ui CI0KHOTO 00beKTa (31aHue) ObUIO BBIOPAHO

cnenyromiee nuzoopaxenue (Puc. 3.1).
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Puc. 3.1 N306paxxkenue-odpasel] cJI0KHOro 00beKTa (31aHuE)

3.1.1. [losmMroHajibHOe MOAe/IMpOBaHUeE.

Ha nanHOM 3Tare Mbl BBITIOJNHSUIIA MOJICITMPOBAHNE 3/1aHHS U3 IPUMUTHBOB.

Bcé 3manue cocrout u3 § ataxeil. bpijo npuHATO pemieHrne cMoIeIpOBaTh OJIMH ATaX U
¢ nmomoripio ClONekIOHNPOBaTh 10 BOCHMH.

OcHoBaHMEM 3Taxa ABIseTcs IPUMUTUB BOXc pazmepamu15xX17x3 mm.

Pama — mpumutie Plane. MTHCTpyMeHTBI pelaKTHPYEMOro MOJIUTOHA!
Extrude(seinaBnuBanue), Inset (konupoBanue 001acTh).

JInst co3anusi OKOH HEOOXOIMMO BBIJICTUTh OKHO U TIPUMEHUTD CIIC/TYIOIIHE

uHcTpyMeHThl: Connect >Extrude Insert u no6aButh MoaupukaropSymmetry.



Kpbliia 1 KpbUIBIIO CO3/aI0TCSI C MOMOIIBIO TeX ke uHeTpymeHToB + Cylinderu Box.

Jlnst 00beTMHEHHST BCEX 00BEKTOB MCITOIB30BaI HHCTpyMeHT Element Attach.



3.1.2. Co3pganue MmaTepuasia.
e Jlns cozmanus marepuana ¢ momoinbio komanabl MaterialEditorseizsiBaeM auanoroBoe
OKHO.
e B kauecTBe OCHOBHOI'O BU3yallM3aTopa BbIOMpaeM ruiarud V-Ray.
JnsmomacosaanumarepuanMulty/Sub/Object(Standart *Multy/Sub/Object), kotopsrit B
cebe colep KUT / MaTepHalloB: KUPIHUY + JAepeBo + MIINTKA +
+ 3 Bua 000€B + Ha cpe3 OCKOJIKOB.
PaccmoTpuM Ha mpuMepe co3aHne MaTepraia «KHPIHY)

Kuprnnu.

-] Map #0

Diffuse>Maps—>noarpysunu *.jpg
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B Material Editor - Material #38 =

Modes Mavigation Options  Utilities

Material

‘ﬁ :" LE i
Diffuse map: 4 v

Basic Parameters

>
Reflection (mactpoiika orpaxenus) > Refl.glossiness (oTBewaer 3a
6suk)0,7-> Subdivs(kadectBo) 8

v v

Basic parameters

| @V,ray V-Ray PowerShader
!

optimized for V-Ray

IOR 1,6

epth 5

Ecnu noarpyxeHHyr KapTy meperamuTs B Maps=Bump, To moixydurtcs HILTIO3HS

TE€OMETPUH.
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Maps

Map #
MNone
Mone

Mone
Mone
Mone
Mone
Mone

Mone

AF AF AF AF AF AF AF AR AF AF AF AR AF AF AF A A

L R R Y Y R AU Y Y A A

Mone

Taxxe MoxHO mneperamuts kapry B Maps-=>Displace, torma kpas o0wbekra Oyayt
MEHSTbCS (Mbl HE IPUMEHSIEM B CO3JIaHUH TEKCTYD).

[ ) 01 - Default

Transiucent 100,0
Fog color 100,0
Bump 20,0 Map #2 ( Color Correction )
Displace 100,0 Map #45 ( Color Correction )

Opaaty 100,0 None

v RayMt

V-Kay rowersnaaer
op forV
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3.1.3. HazHayeHHe MaTepUaJIoB Ha 06'bEKThI
Jlns MaTepuaiioB JoMa co3faid oTAcabHbI MaTepuan (Standart->Multy/Sub/Object),
KOTOPBIN COAECPKUT 7 IMOAMATEPUAIIOB

Teneps y kaxxgoro marepuana ectb cBoi ID.

Modes Material Nav:gatlon Options  Utilities

ee % O B 188

Name

Material
Material
Material
Material

Material #75

Momudukarops: UVWMap(noactpanBaer marepuan Ui KOPPEKTHOIO OTOOpa)KeHHUs

Marepualia Ha 00BeKTe); Tocie Kaxaoro HazHadeHus npumensiem CollapseTo—scs nadopmanms

TeTepb XPAHUTCS B OOBEKTE.

3.1.4. Co3paHue NOBEepPXHOCTH
Bum3y 3manus cozmaem npuMutuB Boxc pazmepamu6000x6000x500 mm. Heobxomumo

CO3J1aTh JaHHbBIN IIpUMUTHUB TaKOﬁ, YTOOBI BCE OCKOJIKH CMOTJIA Ha HEM ITIOMECTHUThCH.

13



3.1.5. Boino/IHEHME CUMYJISIMM Pa3pylieHus
Jlns Hayana ycraHnaBiuBaeM rutarua Rayfire Ha kommbrorep.
Hanee, B 3DMaxsbImnonHseM CIIeAYIOIINE necTBus

Create 2Geometry ?RayFire 2RayFire 2OpenRayFireFloater

RayFire

Name and Color

RayFire

Open RayFire Floater

[TossBUTCS AMAIOTOBOE OKHO, B KOTOPOM OYIyT BBIMONHITHCS BCE HACTPOUKH IS
CUMYJISIIIUU Pa3pyIICHUS.

Bo Brnanke Objectseeinonusiercs pacnpeneieHrne 00beKToB. M3HaYa bHO CTEKIIA U PaMbl
3aHOCUM B CIISIIHE OOBEKTH, a MOBEPXHOCTh — B cratudeckue. CamMo 37aHUE 3aHOCHM B
JUHAMHAYECKHUE OOBEKTHI.

B RayFire 1.63.01 by MirVadim - ©=

Manager Tools Options About

Fragments

Dynamic / Impact Objects

cler e

Convex

Material Dense rock

Static & Kinematic Objects

ol [ wens |

Simula etry Convex

Material Dense rock

Sleeping Objects

14



Hanee, ¢pparmenTupyem oM (PpparMEHTUPYIOTCS TOJIBKO ITHHAMHYECKHE OOBEKTHI) BO

BKJIagkeFragments

B Rayfire 1.63.01 by Mir Vadim [E=NEE
e ——————

Manager Tools Options About

Objects

- Fragmentation Options

Fragmentation type  [llgele it Ugliielg] v

Iterations 10 e 20 o

Bce kycouku, koTOophie 00pa3oBalIMCh B pe3yibTare (hparMeHTAIluH, 3aHOCUM B CIISIIINC
00BEKTHI, YTOOBI O€3 B3phIBA OHU CAMU HE Pa3BAIMBAIUCEH O] ICHCTBUEM IPaBUTALIHH.

CraBumbomOyCreate = Helpers= Rayfire 2 RF Bomb. Cosmanu cdepuyeckyro

60MOy. Taxxe emie ecTh MIaHapHas U WIHHAPUYECKas OOMOBI.

* 7
. & ‘ gt & 2 Parameters
Options

Frame : 2
- Object Type Strength :
AutoGrid Chaos :

RF Bomb RF_Ph

A4F 4 4r 4r O

Name and Color

0,2m
le : 360,0

Range Type :

Unlimited Range

® |inear

Exponential

15



BPhysics 2PhysicalOptionsseinosssieM ciieayrome HaCTPOUKH:

B RayFire 1.63.01 by MirVadim - ©
Options | About |

Objects _ Fragments

Manager Tools

Physical Options

“Preview | Bake | Pause | top |

Time range

Collision tolerance

Simulation Properties

RF_Bomb001

BPhysics 2Demolition Properties = Demolish geometry = On.
OTUM JeiCTBHEM MbI TOOABIISIEM ellle pa3pyllieHHe (T.e. BTOPUYHOE), YTOOBI JOOUTHCS

PEATUCTUYHOCTH.

Demolition Properties

Depth Level

Minimum Size Limit
Demolition by Bomb

Demolition by Velodty

Preview — mpeaBapiTeIbHbINA TPOCMOTP.
Bake — BrICUHTBIBAET CUMYJISIIIUIO B3PhIBA.
Pause— M0OXHO 4TO-TO IIOMEHSITh.

[To 3aBepmenuio Haxxumaem Stop.

16



(ITpocuer ¢ 200 kaapa).

Physical Options

[ Provew | Bate | Pause | Siop

3.1.6. HacTpoiika NOBepXHOCTH B BUJe 3eMJIU
N3 mnockoctu, KoTOpyro Mbl co3nanud B 1.3.1.4., nemaem 3emutto. Co3jganu maTepuai
VRayBlendMtlnyrem cmermmBanus 3-x martepuanoB. C MMOMOIIBIO TOYEK MOJIHMIOHA CO3JATU

HEPOBHOCTH.

3.1.7. Co3panue KaMepbl
Co3nanue KaMepbl OCYILECTBIIICTCS CIICAYIOIIUM obpazom

Create 2»Camera »VRay -»PhysicalCam

Basic parameters - Distortion

e pP—— distorton type.

-

distortion amount... 0,0 =

targeted. .,
film gate

focal length (i dist, map

ayDomeCame 3jyPhysicalCan

- Name and Color B Bokeh effects

blades

rotation

Sphere001

4F 4r 4AF 4r 4r 4> 4>

center b

4r 4F 4 4 4>

bitmap aperture ....
affect exposure ...

bitmap resolution...

- Sampling

depth-of-field........

motion blur

Miscellaneous
custom bala
horizon line
temperature.........

dipping

shutter speed

shutter angle (dea),

near dipping plane..

dipping plan:

Grid = 0,1m : L Gl Selected v USSR [

Add Time Tag Setkey / ers... MM § © B> W e,

Jlenaem HapykHbIM 0030p 3manus. [[ns aToro co3maém cmiaiiH, Mo KoTtopomy Oyzaer
JIBUTATHCS Kamepa. Create 2*ShapesLine (pucyemmunwnio). Alt+Q(meperutu B

pPeAaKTUPOBAHHYIO 00J1aCTh, BUAUM TOJBKO JINHUIO).
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Modify=>: . : = mnpaBas kHOmKa MbIIK —>SMOOth(oayYrM TIAAKYI0 JTHHHIO, MOXKEM e

OABUTATh, TAKXKC MOXKEM IIOAHATH TOYKH BBCpX).

B HMKHEW MaHenn NHCTPYMEHTOB Ha)KMMaeM Ha nénepemnn o0patHo.

Jlanee, HacTpanBaeM JIBIXKCHHE KaMepbiBO BKiIaake Motion. HasnauaemmuensPickTarget
(LookAtParaments)uHaxxuMaem Ha caMoO 3/1aHHE B IIEHTPE.

YrobsinpussizatbcamykamepyciutaitnyAssignController Position,  AssignController
(knonka) >PathConstraint (évtoupaem camu usz okna) >AddPositionTarget

(MOXEMIPOKPYTUTh MOJI3YHOK, IIPH ATOM LIeJIb TaKas ke Oyier)

PRS Parameters

Delete Key

Parameters Traj

Assign Controller

Position, Ro n Scale

Position XYZ Parameters

18



3.1.8. Co3gaHue ocBellleHUsI
JIy1st co31anms OCBEIEHUsI CO3/1aeM KYTIOJ, Kak CBOJT Heoa.

Standart Primitive = Sphere =ynamunumnonoBunycheps.

* '{q i’i @ @ /\\"
O G «EE 2N Parameters

Segments: 32
= Object Type
AutoGrid ¥ Smooth

Box Cone Hemisphere: 0,0

Sohere GeoSphere e Chop Squash

Cylinder Tube Slice On
2lCE
Pyramid
Teapot Plane
- Name and Color

Sphere0d01

Creation Method

Edge e Center

Keyboard Entry

[To ymonmyanuio HOpMaJIM OJUTOHA Cephl HApaBIeHbl HApyKy. Ham HEeoOxo1mmMo ux

WHBEPTUPOBATh, MBI BbIJIEIIsieM ocTaBInytocs cepy = (mpaBas kHonka Meiu) FlipNormal.

HacrpauBaem HDRIkapry (VRayLightMtl), ona mo3Bosnsier ocBeTHTS ClieHy.
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3.4. Co3panve aHUMALlUU

AHUMAaIIUS — 3TO TMOCJEIOBATENbHBI MOKA3 3apaHee MOJTOTOBJICHHBIX TpadUYecKUX
¢aiioB (KagpoB aHWMAIMHU), Ha KOTOPHIX BHUIHO, KaK M3MEHSETCS TOJoKeHue w/wim (popma
IpeaAMeTa B IPOCTPAHCTBE.

[Tong anummanmedt crensl B 3ds Max mOHUMaeTCs aBTOMATH3UPOBAHHBIN IPOIIECC
BU3YaIH3aI[UH TIOCIIEI0BATEIILHOCTH N300pKCHHI, KOXKI0€ U3 KOTOPBIX (PUKCHPYET HEKOTOPBIC
W3MEHEHUSI COCTOSIHHSI TOW CIICHBI. OTH HM3MEHEHHSI MOTYT KacaThCsl TOJOXKEHUH OOBEKTOB,
dbopMbl  OOBEKTOB, OMNpEAETseMOM JIEeWCTBUEM  pPa3jIMYHbIX MOAU(PUKATOPOB, CBOWCTB
MaTepuaioB O0OBEKTOB (LBET, OJeCK, MPO3PayHOCTh), COCTOSHUS BHEIIHEH CpeAbl U MHOTHUX
JIPYTHX KOMIIOHEHTOB CIICHBI, MOMYyCKAaIMUX aHuManuio. B 3ds Max MOXHO aHUMUPOBATh
TO0BIC  XApaKTePUCTHKH BCEX OOBEKTOB — TIPUMHUTHUBOB, WCTOYHHKOB CBETa, Kamep,
BCIIOMOTaTeNbHBIX 00beKTOB. [l co3nanus anuManuu B 3DMax He HY»KHO JeTalbHO paboTaTh
HaJ K&XJIbIM KaJIpOM aHMMalliH, JOCTATOYHO JIMILb YKa3aTh IPOMEKYTOK BPEMEHU U JEHCTBUE,
KOTOpPOE COBepIaeT 00BEKT 3a 3T0 Bpemsi, 1 3DMax Bo3pMeT Ha ceOs OOJIBbIIIYIO YacTh pabOThHI
HaJ Hawed aHumanuei. B ykasHoMm otpeske Bpemenu 3DMax co3gact psijy HpOMEXYTOUHBIX
KaJpoOB aBTOMAaTHUYECKHU, YCKOPUB U OOJErdyuB TEM CaMblM MPOILECC CO3JaHHS AHMMAIIUU.
3anmaBas 3HAYCHUS MapaMETPOB OOBEKTOB B KIIFOUEBBIX KaJpax, MOXKHO CAENaTh TaK, YTOOBI
00BEKTHI MEPEeMEIIATNCh B CIICHE, U3MEHSUIM TEKCTYPYy, YBEIWUYUBAIUCH WM YMEHBIIAINCH B
pa3mepax.

Wrak, mobas aHUMAaIusi CTPOUTCS MPHU MOMOIIM KaapoB, JUisl paboThl ¢ KOTOPHIMU B
nporpamme 3DMax wucnonb3yercss Tak Ha3blBaeMas LIKajla aHMMallMU, pACIOJIOKEHHAs B

HI/DKHCI\/’I qacTu HpOFpaMMBI pr[MO 101 OKHaMUu HpOGKIII/II/I.
1 [T B

E 0 ] L] 135 F-1] & n E a0 % 0 -] 1] ] ] T3 L] L 0 k-] Ho
Puc. 3.33. lllxkana anumanuu

Ilo ymomuaHuioo uIMHAa IOKanel aHUManuu cocrasiseT 100 kagpoB, YTO Aaer
BO3MOXHOCTh CO3[1aTh MOpPSAJKAa TPEX - YEThIpeX CEKyHJl aHUMalluu, Oe3yCIIOBHO, MOXHO
M3MEHUTH JJIMHY UIKaIbl aHUMAaIMK, YTO MBI U C/IE€alId B CBOEM IIPOEKTE.

B 3DMax cyiecTByeT HECKOJIBKO pa3HbIX CIIOCOOOB CO3/1aHUS aHMMAlLUU, K TIPUMEPY,
MOKHO IpPHBS3aTh NPEAMET K CIUIaliHY, 33JaB TEM CaMbIM TPAEKTOPHUIO €ro JIBHUKCHHS, WIN
UCITOJIb30BaTh CHElMANbHbIE JIOMONHEHUS (IJIaruHbl) A7 CO3JAHMs CIOKHOW aHUMAalluu
JIBUKEHHSI Y€JI0BEKa UM B3aUMOIEHCTBUS OOBEKTOB.

Takum o00pazoMm, CO3/JaHHE aHHWMAallMd COCTOMT B MHOTOKPAaTHOM aBTOMAaTHYECKOM
NOBTOPEHUH LHMKIA BHU3yalIM3allud H300pa’kK€HUs] CLIEHbl B BBHIODAHHOM OKHE MPOCKIMH C

ABTOMATHYCCKUM BHCCCHUCM HYIKHBIX U3MEHEHHI B 9Ty CHOCHY, T.C. B MHOI'OKPAaTHOM
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PECHACPHUHTEC. HOBTOMY BBIYHMCIIUTCIBHBIC MOIIMHOCTHM MAaIIMHBI JId aHWUMaluu HauOoee

BOCTPEOOBAHEI.

Jlns coznmanusi aHMMalmu Haxkumaem RenderSetup b B IaHEIW HHCTPYMEHTOB. A
Jlasiee BBITIOIHSIEM CIIEAYIOLNE HACTPOUKHU:

Briiaaka Common:

Pennepum ¢ 0 o 779 xazp.
Paszpemenne:HDTV.

BoiOupaem Kyja COXpaHUTh M YKa3bIBa€M THII *.aVi.

B Render Setup: V-Ray Adv 2.00.03 - o HEE

Common | GI Settings Render Elements

Common Parameters

Time Output

Bitmap / Paging Ena Setup...

E Nth Frame:
0T

> To

Render Qutput

File Number
Frames
Area to Re

View

Output Size

Brmaagka V-Ray:

Color mapping: Gamma 1,3

B Render Setup: V-Ray Adv 3.0003 - © =i
Common V-Ray GI Settings

Authorization
About VRay
Frame buffer
Global switches
Image sampler (Antialiasing)
Adaptive subdivision image sampler
Global DMC

ok ko

Environment

- Color mapping

W = xponential v

Gamma

Dark multiplier:

Bright multiplier:

Clamp output

WEEEN Color mapping and ¢ v
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Bxnaaka Gl:

Y CcTaHOBHIIN BBICOKOE KauecTBO aHuMaiuu —High.

B Render Setup: V-Ray Adv 3.00.03 - © =

Common V-Ray GI Settings

= Irradiance map

ST el S High - animation V.

Detail enhancement

Takoke ycTaHOBHIIM caMO KauecTBO uToroBoi kaptuaku Subdivs = 2000.
Mode — Fromfile (o3Ha4aeTt, 4T0 OCBEIIEHHOCTh IPOCYUTHIBACTCS SIHOMXKIbI)
B Render Setup: V-Ray Adv3.0003 - =
Settings
Light cache
Sample size
Scale

100 = Adaptive tradng

Pre-filter = Use for g

Filter ¥ Retrace

Interp. samples |5 x

Quad 4 - VRay( + i
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3ak/siloueHue
B pe3ynbrare BHIIOIHEHUS KYPCOBOTO MPOEKTA OBLIN MOTYYECHBI HABBIKA TPEXMEPHOTO

NPOCKTHUPOBAHUS M Pa3pyIICHUS CIOXKHOTO O0OBEKTa (3/1aHuE).

B xone BwImonHeHHs pabOThI OblIa BO3MOXHOCTHh IO3HAKOMHTBHCS C TPaQUUECKUMHU
OpUMHUTHBaMHU co3zanus 3D-00bekToB B npodeccuonanbHoi nporpaMmmuoi cucteme Autodesk
3ds Max, mogudukaropaMu JUIsl JIyYIIed BU3yaau3auu oOBEKTOB U Ui MPUJIAHUS 00BEeKTaM
HeoOxoaumoii ¢opmbl. [loyuminy TpeAcTaBiICHUsS O PACCTAHOBKE MPABWIIBHOTO OCBEIICHHS,
CO3JIaHUsl aHMMAaIK, paboTe C KaMepol M IOJIMTOHAMH. 3aKpEHId Ha TMPAKTHKE OCHOBBI
TEKCTYPHUPOBAHUS OOBEKTOB.

B xoxe BrimonHeHus Hamrel paboTel B cucreme Autodesk 3ds Max pykoBOICTBOBAUCH

IMPUHIUIIOM: «Bce PY4YKaMH, TaK KaK y py4cK BO3MOKHOCTEH OOJIBbIIIEY.
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