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Pesiome

bepem WwTypMOoMm
KPEenoCTHYIO CTEHY

orna Au3aiHep BriepBbie 3HAaKOMUTCS ¢ 3ds Max, OH o4t

BCETa COCPEOTOUCH TOJIBKO Ha OHOM — Ha BIEYATIISAIO-
IMUX TPEXMEPHBIX M300pakKeHMAX U aHUMAIMHU. J[0cTOBEpHO
M3BECTHO, YTO MHOTHE Ipruodpetator 3ds Max jurst Toro, 9To0s!
3apaboTaTh ¢ MOMOILBIO IPOrPaMMBI, TPOOUTHCS Ha “hadpuKy
rpe3” 00 MPOU3BECTH BIEUATICHHE HA MOAPYTY WK JpyTa.
Ho 5Tu MOTHBBI IyCTh IOKa OCTaHyTCs B cTopoHe. Llens xe
BCETJa OJJHA — CO3/1aTh HEYTO HEOOBITHOE.

Ecnu BBl y>ke Gerio npocMOTpesy COAEpKAHIE WU TTePeu-
CTaJIN CTPAHUIBI KHUTH, TO, KOHCUHO K€, YBUIEIH Pa3Ielbl 110
mozenuposanuio, NURBS (reomerpudeckuii NpUMHUTHB, LIH-
POKO MCHONB3yEMbIH JUIsl OTIMCAHNS KPHBBIX IOBEPXHOCTEH. —
IIpumeu. peo.), nnHamuke ¥ T.7. Ho eciii BB B 4eM-TO TIOXOXKHU
Ha MEHS, TO BPSAJ JIM BaM 3aX0UYETCS NEepedHTHIBATE TOPBI JIH-
TepaTyphl; y Bac cpasy k€ BO3HHKHET >KEIaHHEe ITOXBACTaThCs
CBOHMH JIOCTIKCHUSAMH ITepe]] MaMoH (II0 IIpaBzie TOBOPS, €CITH
BBl IIOXOXKM Ha MEHs, TO BCKOpe HepeiaeTe Kk pasneny crerdd-
(eKTOB U yX HHKaK He OyJeTe YUTaTh JaHHYIO IVIaBY).

S pemnI Hammucarb BBEACHHUE, INOTOMY YTO MHE XOTEJIOCH
Ccpasy ke TI03HaKOMHUTH YUTATeNs ¢ BOSMOXXHOCTSAMH TIPOTPaMMBI
3ds Max 2012, 3aunTtepecoBarb ero. OQHUM CIIOBOM, IPOBECTH
HeOOJBIIYI0 SKCKYPCHIO Ha BEICOTE Oonee 6 THICTY METPOB, UTO-
OBl 3areM, CITyCTHUBIIUCH, yFJTy6I/ITbC$[ B ACTAJIN. Bo BBCICHHU BBI
O3HAKOMHTECH C IPOCTEHIIINM MOIEINPOBAHIEM H IIOATOTOBHTECH
K YTCHHIO I1aB ¢ Oosiee HOAPOoOHBIM M3I0KEHHEM MaTeprara.

B mpuHnune, BBeAeHHE PACcCUNTaHO HA TEX, KTO eIIe He
paboran ¢ 3TUM nporpaMMHbIM obecriedeHreM. OTBITHBIC
TIOJIB30BATENN HABEPHSAKA YKe HE pa3 YAUBISUIN OKPYKAFOIIAX
CBOMMHU TBOPEHUSAMHU, IIOATOMY OHU MOTYT Cpa3y MepeuT K UH-
TepecyrommM ux paszaenam. ([Ipomry mpocTHTs MHE Takoe BHHU-
MaHUE€ K HOBHUYKaM, HO B€b BCCM HaM KOrJa-ToO IMPUXOAUIOCH
BBICTYIIATh B 9TOH POJIH.)
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LLTypm cTeHbl — o0Lee
NIaHUPOBAHNE CLIEHDI

UtoObI OBICTPO BOHTH B Kypc JeJia, HONPoOyeM UMUTHPOBATH B3ATHE KPETIOCTH € MIOMOILBIO IIPO-
JoMa ee cTeHbl. Ha 3ToM mprMepe MOJKHO HaydHThCS OCHOBAM MOJIEIMPOBAHNS: CO3aTh MOJENb CTe-
HBI Ha OCHOBE T€OMETPUUECKUX IPUMHUTHUBOB, IPUMEHUTh MaTepUalbl U aHUMHUPOBATh pa3pylIeHUe
KPENoCTHOM cTeHBI ¢ nmomolibio komnonenta MassFX.

CHayaja Hy)XHO CIUIAHHPOBATh CLEHY, KOTOpas COCTOMT M3 KPENOCTHOH CTEHBI, HECKOIbKHX
KPEIOCTHBIX OAallleH M PaCTHTENBHOCTHU. I CO3qaHMs KPETIOCTHOH CTEHBI HOTPeOyeTCsl MHOXKECTBO
KUPIHYCH, KOTOPBIE MOXKHO JTOBOJIBHO IPOCTO M OBICTPO CO37ATh ¢ MOMOIIBI0 cucteMsl Array (Mac-
cuB). OgHaKo cama 1o cebe CTeHa He 0YeHb IT0X0)Ka Ha KPEeIoCTh, a HOTOMY JOTIOTHIM €€ TapOuKor
GareH Mo KpasM U HECKOJIBKUMM JePEeBbAMH, HampuMmep naibMamMu. Ha oCHOBe reoMeTpHyecKux
HIPUMHUTHBOB MOXKHO JJOCTATOYHO OBICTPO MOCTPOHUTH CTCHY, HO IS CO3JAaHHs MaJIbM 1 OAIlIeH MOXKET
noTpeboBaThCs ropasno Oomblie BpeMeHH. FIHoraa Takne 00beKThl MOACNUPYIOTCS C YUCTOTO JIUCTa,
HO B IAHHOM CJTy9ae MBI CXUTPUM U BOCIIONB3yeMCs y>Ke TOTOBBIMH MOZIEISIMH 3THX 00beKToB. [la,
Takasi IPaKTHKa BIIOJHE JOIYyCTHMA, €CIIH JEeraJbHOE HCIONb30BaHUE TOTOBBIX MOJIENeH JOMmycKaeT-
CsI IX CO3/1aTelsIMU (Ha IJIaTHOM MtH OecIuiaTHo ocHoBe). Ha mpumaraeMoM KOMITaKT-IMCKE IMeeT-
Cs1 MHOXKECTBO MOJEJIeH, CO3IaHHBIX MacTepaMu CBOETO JeNa, BKJIIoUas MOAENHU OallleH U IepPEBLEB.
Kpome Toro, HaM TOHALOOUTCS YBECHCTOE ITYIIETHOE SAPO, YTOOBI IPOIOMUTE CTEHY.

IMocne co3nanus u pa3MeIeHus: Mozeneil ’TuX 00bEKTOB B CIIeHEe HaM NMOTpedyeTcs pa3yKpacuTh
UX TEeKCTYpaMH, 4TOObI IPHAATh UM €CTECTBEHHBIN BHJI, C IOMOII[bI0 HOBOTO KOMIIOHeHTa Substance
(BemecTBo).

OOBEKTHI CIEHBI pacmoiaralorcs Ha (hoHe HebOa B YCIOBHSX JHEBHOTO OCBEIICHUS, KOTOPOE
UMUTHpYeTCst ¢ momorniblo komnoreHta Daylight (Cuctema naeBHOTO OcBeienus). st UMATALUH
OKpy»Xarolero janaimadra GyaeT HCIoIb30BaThesl INIOCKOCTH ¢ MpuMeHeHHeM Moandukaropa Noise
(IIym) ams uMMTanUM XONMHUCTOH MecTHOCTH. O0a 9TH »1eMeHTa OyIyT cOo3JaHbl aBTOMAaTHYECKH,
MOATOMY JJIS HUX HE HYKHO IPHMEHSTH TeKCTYPHIL.

B anuManuy nponoma KpemocTHOH cTeHbl OyAyT HCIOIb30BaThCsl KUPIHYKM CTEHBI U JICTAIIEE
C 33JTaHHOM CKOPOCTBIO /PO, a BECh MPOIECC Pa3pyIICHUS CTEHBI OyJIeT OPraHM30BaH C MTOMOIIBI0
komnonenta MassFX.

\\ Mocne kaxaoro ynpaxHeHus 9 coxpaHsan daiin cueHbl. Bce aTv daiinbl MOXHO HainTK B nanke
Quick Start Hanpunaraemom Omcke.
\\ 7 :

MpoekTupoBaHue CLeHbl

Bech npouecc paszneneH Ha HECKOJIBKO MPOCTHIX YIpaXXHEHUH. B mepBoM yrpaXxHEHUH HYKHO
BKJIIOUUTh BCE HEOOXOAMMBIE MOJICITH B COCTaB CLEHBI. 3aTeM CJIEAYeT pa3MECTUTh MYLIEYHOE S/IPO
3a paMKaMH KaJipa U yCTaHOBUTH KaMepy.

PacrnonoxuB nepevncieHHble BbIlIe 00bEKThI, HEOOXOIUMO CO3JaTh IIOCKOCTh JJISi MMUTAIUN
MECTHOCTH, 100aBUTh MaTePHAIbl U HCTOYHUKH CBETA.

YnpaxHeHue: co3paHne KPenoCTHOM CTEHbI

Ha IIEPBOM dTaIl€ co3aaauM MOAECIIb KpGHOCTHOﬁ CTCHBI, IIOCKOJIBKY 3TO OCHOBHOM 3JIEMEHT CIICHBI.

Bsegenune. bepem LWTYPMOM KPENOCTHYIO CTEHY 45
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Yr0051 CO31aTh MOACIb erHOCTHOfI CTCHBI, BBIIIOJTHUTE IICPCYUCIICHHBIC HIKE JIeHCTBHSL.

1.

COpocsTe Bce mapaMmeTpbl OCHOBHOTO okHa 3ds Max 2012 ¢ mOMOIIBIO KOMaH/bl MEHIO
Application Button=Reset (Kuomnka npuioxkenusi=COpoc) 1 B TOSBUBIIEMCS IAATOTOBOM
OKHE JIJIsI TIOATBEPIKICHHUsI cOpoca mapaMeTpoB IISJIKHUTE Ha KHomke Yes ([a).

Bo Bknazke Create (Cosnars) nanenun Command (Komanaa) menkauTe Ha KHonke Box (ITa-
paJutenenunen), a 3aTeM, yAepKUBasi HAXKaToH JIeBYIO KHOIIKY MBIIIH, TIEPETAIUTe yKa3aTelb
MBIIIK B OKHE mpoeknuu Front (Bun criepenu) uist co3naHus napaienenumnesna.

B aTton rnase ncnonb3yloTca obLme eanmHULb N3MepPeHns. YT106bI M3MEHUTL UX B Aua-

/Hasametky  norosom okHe Units Setup (YcTaHoBKa eavHuUL, U3MEPEHUs), BLIGEPUTE KOMaHOy MEHIO

3.

- Customize=Units Setup (HacTtpoiika=YcTaHoBka eAUHNL, U3MEPEHNS).

Yt006bI CO3MaTh eule OJMH Hapajule/ienuIe], B OkHe mpoekuun Front menkuure Ha KHOMKe
Select and Move (Bsienuts 1 nepemectuth; <W>) U MepeTaiuTe HCXOAHbIN napajuiese-
MIUIENT TaK, YTOOBI HOBBIH MapauleNieuIIe]] pacioNaraics HaJ HCXOOHBIM CO CMEIICHHEM Ha
IOJIOBMHY €ro JUInHbL B nosBusmemes nquanoropoM okue Clone Options (ITapameTpsl Kio-
HupoBanus) BeiOepuTe mapamerp Copy (Kommposars) u menxanTe Ha kKHonke OK.

Brinennre 06a napauiesnenune/a (epeTackuBast HaJl HUMHU MBILLb C HAXKATO# JIEBOW KHOIKOM,
9TOOBI OKPYKHMTh MX KOHTYPOM BBIIENICHNMs). 3aTeM BbIOepHTEe KOMaHIy MeHio Tools= Array
(Cepuc=>MaccuB). B nosiBuBIIeMcst auanoroBoM okHe Array (Maccus) B rpymme Array
Dimensions (Pa3mepbl MaccrBa) yCTaHOBUTE 3HavyeHHWe 24 B IMOJI€ Ha MEPECEUEHUN CTPO-
ku 1D (Oxgaomepnsiit) u crosnbua Count (Cyuerurk) 1 3HaueHUe 8 — B I0JI€ HA Iepecede-
uun ctpokn 2D (JIsymepnsiit) u cronbia Count (Cuerunk). 3aTteM IMIENKHATE Ha KHOIKE
Preview (IlpeaBapuTenbHblii MPOCMOTP) VISl HPOCMOTpA PE3yJbTartoB U B rpymme Array
Transformation:Screen Coordinates (IIpeo6pa3oBaHust MacCHBa: 3KpaHHbIE KOOPINHATHI)
HNPOKPYYMBAaHTE CUCTUMK y TOJs Ha nepecedeHnn crpokn Move (IlepemecTuTs) u cTonbdua
X (ITo ocu X) 10 Tex TOp, MOKA KUPIUYX HE OYAYT PACIIOIOKEHBI PAIOM 110 TOPHU3OHTAIH
6e3 mepekphITHs U 3a30poB. ([ TOYHOrO COBMEIICHHUSI KUPIHYE 9TO 3HAUYCHHE MOJDKHO
OBITH PABHO pa3Mepy OJHOTO Kupnuya 1o ocu X. — [lpumeu. ped.) 3aTeM B IpyIIe CYCTUH-
xoB Incremental Row npoxpyuusaiite cueruuk y nois Z (ITo ocu Z) B crpoke 2D, a 3atem
menkauTe Ha KHOomke OK. ([lyist TOYHOTO COBMEIICHHS KHPIAYEH 3TO 3HAYCHHUE JOJDKHO OBITH
pPaBHO pa3Mepy OAHOTO KUpIu4a 1o ocu Z. — [lpumeu. peo.)

Urak, nmocne 3THX onepanuii cueHa OyJeT copep:karb MOJIEb KPEOCTHOM cTeHs! (puc. 1).

yl'lpa)KHEHI/Ie: BKJIIOYE€HUE rOTOBbIX 00bLEKTOB B CLEHY

KpenocTHas creHa BBIIAIUT MPOCTO NMPEKPACHO, HO €€ He MelIano Obl HEMHOTO MPUYKPACHTh.
Jliist aToro ¢ omonipio komauasl Merge (O6bemMHNTD) MOMPOoOyeM 3arpy3uTh yiKe TOTOBBIC MOIEITH
JPYTHX JIEMEHTOB CIIEHHI (OalIeH U AepPeBbEB), a IOTOM OTPETYIUPYEM HX OTHOCHTEIbHBIE Pa3MepHI.
Urto0BbI 3arpy3uTh MOJIEIH B CIICHY, BHIOIHUTE OMMCAHHBIC HUXKE ACHCTBHS.

1.

Bribepute xomanay mento Application Button=Import=>Merge (Kuormka npuioxeHus=
Nmnopr=O6bseaunuth). B manke Quick Start Ha npunaaraeMoM KOMIIAKT-JUCKE HalauTe
u OTKpoiTe (aitm Turret and trees.max. B mosBuBmmemcs auamoroBom okae Merge
(O6benuHUTE) 0TOOpa3sTcst Bce 00beKThl M30OpanHoro Qaiina. Illenkaute Ha kHOmke All
(Bce), a motom Ha kHomike OK.

46
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2.

3.
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Puc. 1. Cyena c MoOenvio KpenocmHou cneHwvl

Monens OamrHu OyIeT pacronararbes 0 IEHTPY CleHbI. [lanee clienyeT oTperyaupoBarh ee
pa3Mepsl ¥ Pa3MECTUTh HA OJHOM U3 KPacB CTCHBI.

Boimenure o6bekt turret (bamms) u menkaute Ha KHonke Select and Scale (Beimenuts
1 MacmtabupoBars). IlepeTalure ¢ MOMOMIBIO MBIIIH TOJIBKO BEPXHUH MapKep BO3Je KOOp-
JMHATHBIX OCeH, YTOOBI H3MEHHUTH Pa3Mephl OAIIHH TOJBKO 110 OCH Z. 3aTeM B OKHE IPOEKITHH
Front menkuure Ha kHomke Select and Move (Beigenuts 1 nepemectuth; <W>) U mepe-
MecTHTe OAIlHIO K JIEBOMY KPar CTEHBI Tak, YTOObI €¢ OCHOBaHHME OBLIO Ha OJJHOM ypOBHE
C OCHOBaHMEM CTeHbI. 3areM B okHe npoekiuu Left (Bux ciesa) mienkuure Ha kHonke Select
and Move (Boigenuts 1 iepeMecTuTh; <W>) 1 mepeMecTHTe OaIIHIO TakK, 9TOOBI BHIPOBHSTH
€€ IICHT 10 [ICHTPY CTCHBL.

Jlist co3mammst BTopoii OariHu B OKHe poekimu Front, Haxkas u yaepsxuBas kinaBumry <Shift>,
nepeTamuTe OAIIHIO TaK, YTOOBI BTOpast OAIIHs pacHojaraiach y MpaBoro Kpas cTeHsl. B mo-
siBuBIemMcst auaorosom okue Clone Options (ITapaMeTps! KIOHUPOBAHUS) BRIOEPHTE MTapa-
metp Copy (Kormposars) u mienkuure Ha kHonke OK.

BriGepure xomanay mento Create=>AEC Objects=Foliage (Coznars= O6bekrsr AEC=
Osenenenne). 3arem Boibepute snement Generic Palm (ITanema) 1 meIKHATE B OKHE TPO-
exuun Top (Bun cBepxy) deTsipe pasa, 4To0bl CO3AATh YETHIPE MaMbMbl. BhIIENHTE KaXIyo
najapMy U menkaute Ha kaonke Select and Scale (Bsigenuts 1 Macirabuposars). Ilepe-
TalIMTe yKa3aTeJleM MBIIIH TOJBKO BEPXHHN Mapkep, 4TOObI H3MEHHTH pasMep KaKIoi W3
IAJIbM TOJIBKO 110 OCH Z.

ITocne BBINOJHEHHST 3TUX onepaunﬁ cucHa 6y)1€T coACpIKaTh MOACIIb CTCHBI U HECKOJIBKO

naneM (puc. 2).

BeepgeHue. bepem LITYPMOM KPENOCTHYIO CTEHY 47



Ctp. 48

@ D& -»-G- QS2 - Turrets and trees.max » | Type & keyword or phrase HESH | @ —ox
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Puc. 2. Cyena co cmenoii u 006a61eHHBIMU OAUHAMY U NATLMAMU GbI2TIAOUM 20PA300 PeATUCTIUYHEL

YnpaxHeHue: co3paHue poHa

TTocne uMmopTa MojieNnieid B CIIEHYy MOYKHO TIPUCTYTATh K CO3IaHHI0 (POHA U IMHUK TOPU30HTA Ha
OCHOBE MPOCTOM MIOCKOCTH ¢ pumeHeHueM Moaudukaropa Noise (IIym) s UMHUTAIMN XOJIMH-
CTOH MECTHOCTH.

UrtoObI 100aBUTH IIIOCKOCTh, BHIOJHHUTE IIPUBECHHBIC HIDKE JICHCTBUSL.

1. IlenkHure B okHe npoekimu Top (Bun ceepxy). Ilenkaute Ha kHonke Maximize Viewport
Toggle (ITepexirouaresi MUHUMHA3ALINA/MAKCHMA3ALIH OKHA IIPOCKIIUK) B HIDKHEM IIPABOM
yory (WM HaXMHTE KOMOMHAIMIO KiaBuil <Alt+W>), 4ToOBI MOJHOCTHIO Pa3BEPHYTh OKHO
npoekiuu Top (Bux cBepxy).

2. Beibepure snement Standard Primitives (CrannapTHble IPUMHUTHBBL) U3 CIIMCKA MO[YHHEH-
HeIX Kareropuii Bkiagkun Create (Cosmanme) u menkuure Ha kHonke Plane (TlinockocTs).
ITeperamure ykaszaTellb MBIIIH U3 BEPXHETO JICBOTO B HIKHHMIA ITPABBIA YroJI OKHA MPOSKIINH
Top (CBepxy) uist CO3MaHUS IIOCKOCTH.

3. Uro0bl yBENUYUTH KOIMYECTBO KIETOK IUIOCKOCTH, yCTaHOBUTE 3Hauenue 30 B moisix Length
Segs (Cermentsl no mune) 1 Width Segs (Cermentst no mupune) Brnaaku Create (Cos-
JTaHue).

4. Beigenute IockocTh (eCiid OHa He BblIeieHa), BbiOepure Komanay meHro Modifiers=
OBJECT-SPACE MODIFIERS=Noise (Mogudukaropsi=MoanhukaTropsl MpoOCTPaHCTBA
o6nektoB=1Ilym), uyToObl npuMenuTs Momudukarop Noise (Llym) s miockoct. B pas-
BopaunBaroreiics nmanean Parameters (ITapamerpsi) BBeauTe 3Hauenne 100 B mone Scale
(Maciura6) u 3uagenue 200 B none Z (Ilo ocu Z) rpymmst Strength (Yeusenue).

48 Yacte I. HaynHaem pa6oty ¢ 3ds Max 2012
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HWrak, nocie BBIMOIHCHHUS IEPSIUCICHHBIX BBIIIE ICHCTBHU CIIEHA C XOJIMUCTBIM JaHmmadTom
OyzeT BBIIAZECTh B OKHE Mpoekuun Perspective Tak, kak mokasano Ha puc. 3.

@ Ded&-2-G- Q$3 - Ground plane.max » [ Type & keyword or phrase MUK A| B —ox
[
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Puc. 3. Cyena c umumayueri Xonmucmou MecmHoCcmu

MpumeHeHne maTepuanos
N UMUTaLUS OCBELLeHUS

Iponecc MmonenupoBaHus 00BEKTOB OOBITHO TPeOyeT MHOTO BPEMEHH, HO IIPH HAJTUYHH TOTOBBIX
MoJeTIeH, KaK B JaHHOM CIIydae, MOXKHO ropaszio ObicTpee M00HThCs HY)KHBIX pesynsratoB. Ha ciie-
JyIOIIEeM 3Tare HeoOXOMMMO NO0OAaBUTh MaTepHANBl M CO3/aTh MCTOYHHKH OCBEIIEHHS. [10CKOmbKy
MMIIOPTHPOBAHHBIC TOTOBBIC MOJIEIH Y)KE UMEITH MaTepUabl, TO U C ITUM 33laHUEM MBI CIIPABUMCS
JIOBOJIEHO OBICTPO.

Ki1roueBbIM MOMEHTOM JaHHOTO 3Tara OyAeT 3aMeHa MPEATaracMoro Mo yMOIYaHUIO BU3yaIn3a-
Topa Scanline susyanusaropom mental ray. [leno B Tom, uto Busyanusarop mental ray mossomsier
UCTIOJIb30BaTh Oojiee Oorarblii HAOOpP MaTepHaloB, a TAK)KE UMUTHPOBATh OoJiee CIOKHBIC 0COOCH-
HOCTH IPEJIOMJICHHS U OTPAKCHUS CBETa.

YnpaxHeHue: npumMeHeHne maTtepuanos

Ha crnenyromem stare Hy)KHO OTPEJaKTHPOBATh MAaTEPHAIBI TSl YIy4IICHHS BHELIHETO BUAA CLie-
HBI, Hanpumep ee (ona. s paboTel ¢ MaTepuanamu B 3ds Max 2012 npenycMOTpeH peaakTop Mare-

Beegenue. Bepem LTYPMOM KPENOCTHYIO CTEHY 49
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puanos Material Editor, koTopsrit oTKpbIBaeTcs ¢ IOMOIIBIO KoMaHIbl MeHI0 Rendering=Material
Editor (Busyanuzanus= Penaktop MatepHaaoB) WIH KIaBUIIH <M>.

B 3ds Max 2012 mpeaycMOTpeH crienuanbHBIi Habop MpoIeaypHBIX MarepraioB Substance
(BelecTBo), KOTOPHIi OCHOBAH Ha IPOTPAMMHOM KOJIE, @ HE HA PACTPOBBIX U300PAKEHHSIX.

JUs1st npUMEHEHHUSI MATEPHAJIOB [UISL CTEHBI M IUIOCKOCTH BBITIOHUTE [IEPEUMCIICHHBIC HIDKE NCHCTBHSL.

1.

5.

BriGepure xomanay mento Rendering=Material Editor=>Slate Material Editor (Busya-
m3anus= Pegaktop mMatepuanoB=PeecTp penakropa MaTepHanoB) WM HAXMUTE KIABUILY
<M>, uTo6sI OTKpBITH Auanorosoe okuno Slate Material Editor (Peectp pegakropa marepua-
JIOB), KaKk moka3aHo Ha puc. 4. B nanenn Material/Map Browser (Ilpocmotp marepuanor
U KapT) pa3BepHUTE IepeYcHb cTaHmapTHeIX MarepuanoB Standard (CrangaprHsie) U IBax-
Iel menkanTe Ha Matepuane Standard (Crangaprubiit). Passepaute nepedens kapt Maps
(Kaprbl) 1 [Baxx/Ipl IETKHATE Ha KapTe Substance (BemecTro).

lenkuure aBakasl Ha ysie Substance, a morom mienkuure Ha kuorke Load Substance
(3arpy3uTh BeIIecTBO) B pa3BopaumBaromieiics Bkiaake Substance Package Browser
(ITpocmotp makera BeniectB). B muanoroBom okue Browse for Substances (IIpocmorp
BEIIECTB) OTKPOWTE Manky textures (TEKCTyphl), HAHAUTE B HEH W 3arpy3uTe TEKCTYpY
Desert_Sand_01.sbsar (IlycreiHHbii_necok 01). 3areM coeauHUTE yKa3zaTejaeM MBbIIIU
kanasel Diffuse (Pasmsrtie) 1 Bump (BeimykimocTs) y3na Substance ¢ ananorngubMu Ka-
Hajamu y3iia Standard.

Bribepute mockocTh aHamadTa B OKHE Mpoekinuu u y3en Standard B quanoroBom oxme
Slate Material Editor, mienkuure na kuonke Assign Material to Selection (Ilpucsouts
MartepHal BBIICICHHIO) Ha TAaHEIn HHCTPYMEHTOB B auajoroBom okue Slate Material Editor.
IMocie 3Toro BeIOpaHHbIA MaTreprall Oy/eT IIPUMEHEH K BBIICICHHOMY OOBEKTY.

lenkuure Ha kHonke Select by Name (Boiuenurs 110 MMEHH) OCHOBHOM MaHEId HHCTPY-
MeHTOB. HaxkaB xiaumry <Shift>, meqkHUTe Ha TIEPBOM M Ha MOCTIEAHEM 00bekTe Tra BOX,
YTOOBI BBIJICJIUTH BCE MApaUIeIeUe bl (KUPIIMYH) CLICHBI.

IMosropwurte . 2 u 3 B inanorosoM okHe Slate Material Editor, uto6s1 mpuMennTs TEKCTYpY
Rock_02.sbsar (Kamens_02) amns G10KOB.

I[J'l?[ OCTaJIbHBIX MOZLCJ'[BFI Marepuaibl OBLITN Ha3HAYCHBI ABTOMATU4CCKH, TTIOOTOMY MOXHO II€pe-
XOOUTH K CICAYIOIIEMY OTally, d UIMECHHO K OpraHnu3anui OCBCUICHUS.

ana)KHeHMe: nMUTauuna gHEeBHOro ocseLleHuns

Eute ogHMM 10CTOMHCTBOM BU3yasin3aropa mental ray sBisiercsi BOSMOXXHOCTh HCIIOIb30BaHUS
cuctem mr Sun (Conuue) u mr Sky (He6o) 1uist iMuTanuu JHEBHOTO OCBEIICHHS. JTa CHCTEMa UMH-
TUPYET OCBEILICHUE OT yAAJIEHHOTO HCTOYHHKA, KaK, Hanpumep ComHLe, ¥ reHepupyeT GoH B BUIE
OCBEILEHHOTO COJIHIIEM HeOa.

Jlns no6asnernst cucrem mr Sun (Commrrte) u mr SKy (He60) B CiieHy BBITIOIHUTE PHBEICHHbIC
HUKE JICHCTBUSL.

1.

Bribepure xomanay menio Rendering=>Render Setup (Busyanuszauus=Ilapamerps! BU-
3yalu3alui) Wid HaxMmure kiaBuiry <F10>, 4robbl OTKpHITH auaiorosoe okuo Render
Setup (Ilapamerps! Busyanusauuu). B HibkHel yacTi okHa BeiOepuTe pexum Production
(ITpomyxumonnsrii). B ciincke Preset (IpensapurensHO 3a1aHHbIE TAPAMETPhI BU3YaIH3aTO-
pa) BeIOepuTe dneMeHT crrcka mental.ray.daylighting (Busyamusarop mental ray, 1HeBHOE
ocBerenne). 3akpoiite auamorosoe okno Render Setup.
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/

2.

Utilities

L ekt | e |

Explicit Map Charnel =
—

Puc. 4. Tuanozosoe oxno Slate Material Editor ¢ évibpannvivu mamepuaramu
OIS UMUMAYUY ROBEPXHOCTNU KPENOCMHOU CIeHbl

Beibepure komanay metro Create=Lights=>Daylight System (Cosmars=Wcrounuku ceera=
JIHeBHOII CBET) U IIepeTaIUTE YKa3aTelb MBIIIN B OKHE MPOSKIUH TOP, YTOOBI CO3/1aTh B CLICHE
BecriomorarenbHbIi 00bexT Compass (Kommac). 3aTeM MenKHATE U HepeTaIlnTe THKTOrpaMm-
My CHCTEMBI JTHEBHOTO ocBemeHHs Daylight 01 Tak, 4ToOBl PacHONOKUTh €€ HaJ CTCHOM.
(Ml aToro HyxHO mepeiitr k Bkaaake Modify manenmn Command, BbIIETUTS THKTOTPaMMy
cucteMbl Day1ight 01 u B pasBopaunBatomielics nanenu Daylight Parameters (ITapamerpsr
JHEBHOTO cBeTa) B paszeie Position (ITonoxenue) BeiOpars mepeximodarens Manual (Bpyd-
Hy10). — IIpumeu. peo.) Iocne atoro B pa3BopaunBaroliyrocs manens> Common Parameters
(O6mme mapamerpsi) muanoroporo okHa Environment (Cpepa) Gymer aBromatimdecku 1o-
OaBiicHa kapra okpyxenus mr Physical Sky. (Ha camom jerne [jist 3T0r0 Hy>KHO IE€peiTH
k Braagke Modify, Bernennts nukrorpammy cucremsr Day 1ight 01 u B pa3BOpadnBarOIICHCSE
nanenu Daylight Parameters (ITapamerpsr nneBHoro csera) B crmcke Skylight (ITomoxe-
HHe) BbIOpars ameMenT mr SKy. — Ilpumeu. peo.)

Mocne NpyMEHeHWs CUCTEMbl OHEBHONO OCBELLEHWUSI aBTOMATMYeCKu NOSIBUTCS AManoro-

a 3ameTky BOE OKHO C MPEeAJIOXEHNEM MCNoNb30BaTh JIorapudMmnyeckoe yrnpasfieHne 3KCrno3uumen
— (Logarithmic Exposure Control). Buibepute napameTp Yes ([a) u 3akpoiite 370 OKHO.

3.

Tocne mobaBieHUs] CUCTEMBI JHEBHOIO OCBEIICHHUS B CLICHY B OKHE NPOCKI[MU MOXKHO YBH-
Jetb GoH B BHAE ocBeleHHOro Heba. Bribepure komanny mento Rendering=Environment
(Buzyanuzanusa= Cpena) Wid HOKMHUTE KIaBUILY <8>, 4yTOOBI OTKPBITH JHAJIOTOBOE OKHO
Environment and Effects (Cpena u addexrsr). lllenkuure Ha kHOKe Environment Map
(Kapra okpyskaroleii cpensl) u Beibepute kapty mr Physical Sky. Yeranosute duakox Use
Map (Mcnonp30Bars KapTy) U 3aKpoiiTe quanoropoe okHo Environment.

Bri6epute xomanay Mento Views= ViewportBackground=Viewport Background (Bunsi=
®oH okHa npoekuurn=>®M0H OKHA MPOEKIMN) WIK HAKMUTE KOMOMHAIMIO KiaBui <Alt+B>.
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B nosiBuBmemcs nuanorosoM okue Viewport Background (®on okHa MpoeKIin) yCTaHOBUTE
tmaxku mapamerpos Use Environment Background (Mcmons3oBars o OKpysKaromiei cpe-
1e1) u Display Background (OrtoGpaxars ¢on). Llenkaute Ha krorke OK.

Tlepeiinute k okHy npoekimu Perspective u menkuure Ha kaorke Maximize Viewport Toggle
(Ilepekitrouaresib MUHUMH3AIAH/MAKCHMH3AIIN OKHA IPOCKIMH) B HIKHEM [IPABOM YIIIy HITH
HaKMHUTE KOMOUHAIHIO KiaBuill <Alt+W>, 4To0BI MOJHOCTHIO Pa3BEPHYTh OKHO MPOCKIINH.

VYurure, 9to 11t pocMoTpa 3 deKTa THEBHOTO OCBEIICHHS HY)KHO MPABUIBHO YCTAHOBHUTH
BpeMsl, IaTy U reorpaduyeckoe MONOKeH e, eskas Ha KHomke Setup (YcraHoBHTB) B pas-
nene Position (ITomoxxenne) passopaunBaroineiicst manenu Daylight Parameters (ITapame-
TpbI qHEBHOTO cBera). (VHade BO3MOXHA CHUTyalus, KOTaa BpeMs, JaTa u reorpadudeckoe
MOJIOKCHHE OYIyT COOTBETCTBOBAaTh HOUYHOMY TookeHH0 ConHIa, a (OH OKHA MPOCKIUH
1 00BEKTHI CLICHBI OyAyT YepHBIMHU. — [Ipumey. ped.) B mone Time Hours (Bpemst) ycraHo-
BUTE 3HaueHHE 11.

Jnst mpocMotpa 3(h(EeKTOB OCBEILCHUS U 3aTCHEHHSI B OKHE MPOCSKIIMU LICIKHUTE Ha Kpaii-
HEM CIIpaBa SIpJIBbIKE B BEPXHEM JIEBOM YIVIy OKHA IPOCKLMU M B KOHTEKCTHOM MEHIO BbI-
oepure komanny Lighting and Shadows=llluminate with Scene Lights (Ocgeiuenue
U 3areHeHue= M crnoap30BaTh MCTOUYHMKH CBETa CI.ICHI:I). 3ateM B TOM K€ KOHTEKCTHOM
MeHI0 ycranoBuTe (uaxku komana mexto Lighting and Shadows=Shadows (Ocsere-
uue u 3arenenne= Tenn) u Lighting and Shadows=Ambient Occlusion (Ocgemienue
u 3ateHeHne= OKKIII03Us OKpPYXKaIOIeil cpejibl), €CIIM OHU HE YCTAHOBIIEHBI 10 YMOIYAHUIO.

Teneps cueHa ¢ MaTepHaaMy U OCBEIICHHEM paclionaraeTcst Ha (poHe HeOa U XOIMUCTOTO JIaH -
madra Tak, Kak II0Ka3aHO Ha pHC. 5.

@ ODEHR- -G 0S5 - Sky and sun.max » | Tvpe & keyword or phrase B SH | @ —ox
e 0| 0] By . o 2> - D S
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Puc. 5. Mooenv kpenocmmoti cmemuvl Ha QpoHe Heba
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Vnpa)KHeHue: Bu3yasin3auug CueHbl

Jlo co3maHns aHMMAIMH HeOOXOAUMO BU3YaIH3UPOBATh CLEHY (71.e. noayuums 2omosoe u3oopa-
JiceHue CYeHbl ¢ YUemoM 6cex 3a0anHblx napamempos. — Ilpumeu. ped.) nocie 1006aBICHNS UCTOY-
HHUKOB CBETa.

UTtoObI BU3yalIU3UPOBATh CLICHY, BHIOIHUTE CIAECAYIOIIE ACHCTBYL.

1.

CoBet

Bribepute komanay mento Rendering=Render Setup (Busyanuzanus= Busyarn3uposars),
win HaxxmuTe Kinasuiny <F 10>, win mwesnkuHuTe Ha kHorke Render Scene ocHoBHo# manenn
HHCTPYMEHTOB, YTOOBI OTKPBITH aAuanoropoe okuo Render Scene (Busyamuszanus cuensr).
Bo Bknanke Indirect lllumination (Hempsimoe ocBemeHre) B pa3BopadrBarOMICHCs MaHEIH
Final Gather (®unanphast c6opka) ycranosure ¢umakok Enable Final Gather (AxruBusu-
poBarh puHANEHYIO COOpPKY) U ycranoBuTe Gerynok FG Precision Presets (Ipeasapurerib-
HO 3aJ[aHHbIe HAOOPHI TapaMeTPOB TOUHOCTH cO0pkn) B onokerne Medium (Cpenunit). Dtu
HapaMeTpsbl 33/1a0T MOJEIb TII00AIEHOTO OCBEIICHHS CLICHBI.

Bo Briagke Common (O6uue) auanorosoro okna Render Setup BeiGepure pasmep ¢u-
HAJILHOTO W300paXKeHHs U IIENKHUTE Ha KHomke Render. ABromarinyecku HauHETCs BU3ya-
JIM3ALHS CLEHBI C BUIOM B TEKYIIIEM OKHE MTPOEKIINH, a IIOJTyYEHHbBIH pe3yibTar Oy/ieT ToKa3aH
B okae Rendered Frame Window (OkHO BU3yaTH3upOBaHHOTO Kajpa).

3Ta cueHa 40BOJIbHO NPOCTa U BU3YANU3NPYETCS 04eHb BLICTPO, HO €C/M A4S NPOBEPKM Te-
KYLLMX Pe3y/bTaToB paboThl HYXHO BU3yannavupoBaTh CLEHy elle GbicTpee, TO A 9TOro BMe-

) CTO B13yanuaatopa mental ray cnegyet ucnonb3osatb Budyanm3arop Quicksilver Hardware
4

Renderer.

BusyanuzupoBanHoe n300paskeHUE KPEMOCTHOM CTEHBI C Y4E€TOM BCEX MaTepHaiioB, 3¢ ¢eKToB
OCBEIIEHHS U OTPAXKCHUS OyJieT NMETh TaKoH BH, KaK HA PHC. 6.

Puc. 6. Busyaruzuposannoe uzobpasicerue KpenocmHot cmeHol
C y4emom 6cex 3a0aHHbIX NAPaAMempos
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AHumauunsa

IMocne coznanus Bcex OOBEKTOB CIEHBI U MPOOHOW BH3yallM3allMd MOXKHO MPHUCTYMATh K CO37a-
HHIO aHMMAIMH [IPOJIOMA CTEHBI MYIICYHBIM SAPOM € IOMOIIbI0 KommonenTa MassFX.

Vnpa)KHeHMe: MMUTaLuna NpoJyioMa CTEeHbl
nywe4yHbIM 944POM C NOMOLLbIO aHUMaALIUAN

YT100OBI aHUMHPOBATH HPOJIOM CTEHBI IYIICYHBIM SAPOM C MOMOLIBI0 Komronenta MassFX, BbI-
MIOJTHUTE MEPEUNCIICHHbIE H)KE ICHCTBHUSI.

1.

CoBet

V Hac eme Her mynieyHoro sipa. UtoOsl cosnars ero, Bo Briaake Create (Cosnare) nade-
mu Command (Komarza) menkaute Ha KHotike Sphere (Cdepa) u meperaimure yKkazareib
MBIIIHU B OKHO mpoekuun Front (Bua ciepenu). PazmecTtrte sapo MpUMEPHO Ha YPOBHE cepe-
JIMHBI BBICOTHI CT€HBI M YCTAaHOBUTE JUISI HETO YEePHBIH LIBET.

Yrobbl 0ToOpa3uTh Ha dkpaHe maHenb nHcTpyMeHToB MassFX Toolbar (ITanens wHCTpY-
mentoB MassFX), mieskanTe npaBoii KHOMKON MBINIH Ha OCHOBHOW MaHEId WHCTPYMEHTOB
U BEIOEpHTE B KOHTEKCTHOM MeHI0 komanay MassFX Toolbar.

lenkuure Ha kaonke Select by Name (BbiGop 1o nuMeHn) Ha OCHOBHOW MaHeIH WHCTPY-
MEHTOB, BBIOCpHTE BCe KUPIHYHU U Ao, menkanTe Ha kHonke OK, a motom Ha kHonke Set
Selected as Dynamic Rigid Body (3aaars amst BbliesIeHUsI CTATyC IHHAMHYECKOTO TBEPIO-
ro Tena) manenan uacrpymentos MassFX Toolbar.

B okne npoeknuu Left (Bun ciera) Boigenute u Macurrabupyiite siapo. Bo sxnagxe Modify
(U3mennTh) pasBepuure crmcok momupukaropa MassFX Rigid Body (Teepmoe Temo
MassFX) u BoiOepute nmapamerp Initial Velocity (Hauanenas ckopocts). B pa3BopadnBaro-
mreiicss manenu Advanced (JlomonuurensHble) ycTaHOBHTE 3HaueHne 5000 B mone Speed
(Cropocrts) u yron 180 B moxne Y rpynnsl Initial Velocity (Hanpapnenne HagansHO# ckopo-
ctr). Kpome toro, B pazsopaunsaroreiics manenun Physical Material (®usnuecknit marepu-
ai) ycraHoBute 3HadeHue 5,5 B mosie Density (ITnoTHOCTE) 715 MyIEYHOTO S/1pa.

Ecnn BO Bpems aHMMaumy nyleyHoe AP0 ABUXKETCH MapaniefibHO WA OT CTEHbI, 3HAYWT,
HY>XXHO OTKOPPEKTUPOBATL HANPaBAEHVE HavaNbHOWM CKOPOCTK B rpynne nonen Initial Velocity

1 CHOBA NPOBEPUTb NPaBULHOCTb 3TOI YCTAHOBKM.
s

Ilenkuute Ha kHomke Start Simulation (Hauars annmanmio) manenu uactpymertoB MassFX
Toolbar u monabnronaiite 3a TeM, KaK MyLIIEYHOE SAPO IPOIIOMUT CTCHY.

Ienkuute Ha kaomnke Time Configuration (Koudwurypaitus BpemMen#), KOTOpass HAXOIUTCS
noxt kHonkoi Play (3anyck), u ycraHoBute 3nauenue 350 B mosie End Time (Konen). Takum
00pa3oM, MOXKHO 3aaTh HyKHOE KOJIMYECTBO KaJPOB aHUMALIUH.

JUi1s1 co3manust KITIOYEBBIX KaJpOB aHMMALIMH CHOBA BBIISIMTE BCE KMPIHUYH H sAPO (KaK OmH-
caHo B 1. 3), menkuute Ha kHornke MassFX Tools (Muctpymentst MassFX) nanenn uH-
ctpymenToB MassFX Toolbar, a morom B auanorosom okae MassFX Tools (MucTpyMeHTBI
MassFX) menkaute Ha kHonke Bake Selected (3anomuuTs BhIIEneHHOES) BO BKIIaaKe T100IS
(Muctpymentsi). TTocie BBIONMHEHHMS 9THX ASHCTBHIT HAYHETCS TPOLIECC CO3IaHMsT KITFOUEBBIX
KaJpoB aHHUMaI[HH.
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Ha puc. 7 moka3an onvH U3 KagpoB 3TOW aHUMAIWH, T MyIIETHOE AP0 HACKBO3b MPOIINBAET
KPEIIOCTHYIO CTEHY.

T T | —— =
[oefej0 @ ||rsaupt - [Em

Puc. 7. Ooun uz xaopos anumayuu, 20e 4acme KpenocmHoui
cmeHbl npespawyaemcs 6 2pyoy 0010MKO8

YnpaxHeHue: puHanbHas Busyanusauus

Toce mpocMoOTpa TEKYIIUX Pe3yJIbTaToOB U MPOOHON BU3Ya M3y B OKHE IPOSKIINH MOXKHO MPH-
cTynarh K (UHAIBHON Bu3yanuzauuu. Jns 3Toro morpedyercs ykasarh (opMar BBIXOAHOTO (aiina,
a Bce ocTajbHbIe oneparmy 3ds Max BBITONHHT aBTOMAaTHYECKU U YBEIOMHUT O 3aBEPIICHUH PAOOTHIL.

YT00BI cO3AaTh PUHAIBHYIO BU3YaH3aLMIO0, BHITOJHUTE IEPECUHCICHHBIC HIDKE ICHCTBHS.

1.

2.

Bribepute komanmy merro Rendering=Render Setup (Busyanusauns=IlapameTpst BU3y-
anu3anun), 4To0bl OTKPHITH quanorosoe okuo Render Setup (Ilapamerpsl Bu3yanusaimn).

B BepxHeii 4acTH 3TOTO IHAIOrOBOro OKHa BbIOepHTe nepekirodarens Active Time Segment
(AKTHBHBIX BPEMEHHBIX CETMEHTOB) Ul BU3yalu3anuu Bcex 350 xaapoB aHUManuu. 3aTeM
B pazzene Output Size (Pasmep BbIXOAHOIO Kajpa) meakHuTe Ha KHorke 640x480.

B pasznene Render Output (Pesynbrar Busyanuzanun) menkauTe Ha kaonke Files (Maitbr),
4T00BI OTKpPBITH auanoroBoe okHo Render Output File (®aiin ¢ pesynsraramu Busyasusa-
mun). Beibepure gopmar AVI, 3amaiite mms, Hanpumep Crashing Wall (Bszmom creHsr),
U mienkHuTe Ha kHomke Save (Coxpanuts). B mosBuBmiemcs quanoroBom okue AVI File
Compression Setup (Ycranoska mapametpoB ckarusi AVI-¢aiina) BeiOepuTe B CIIUCKE Je-
konepos Compressor (Buneokommnpeccop) Bapuant Uncompressed (bes cxxarus) u miel-
kuute Ha kaorke OK.

B HinkHeilt yactu auanorosoro okHa Render Setup BriGepure oxro npoekuun Perspective,

3ateM BbiOepuTe pexxum Production (TlpoxykitonHslil) u mmenkauTe Ha KHomke Render
(Busyanuzanus).
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Tlocne Toro HauHeTCs Mpolece BU3YaIH3alllK BCEX KaJpOB aHUMALIUK ¢ OTOOpa)KeHHEM B Jna-
sorosoM okHe. [Tociie 3aBepIeHHs ITOro poLecca pe3yabTaT Bu3yalu3aluy OyeT coxpaHeH B (aii-
Jie ¢ YKa3aHHBIM paHee uMeHeM. Ha puc. 8 moka3aH oJiH U3 KaJipoB GHHATIBHON BU3yaTH3alliH.

o

Puc. 8. Daiin gpunanvroti suzyaruzayuu cooeprcum 6ce Kaopbl AHUMAYUU

Pesiome

Hapnetrock, nepsbie maru B 3ds Max 2012 Bcem qocTaBuii yaoBoibCTBHE. HalloMHIO KpaTkoe co-
Jiep>KaHre BBOJHOM TJIaBbI:

IIPOEKTUPOBAHUE CLIEHBI HA OCHOBE IT'OTOBBIX MOJIENEH 0OBEKTOB;
HCIIOJIB30BaHKE JUAIOr0BOro OKHa Array;

NPUMEHEHUE apXUTEKTYPHBIX MAaTePHAIOB K pa3HBIM OOBEKTaM CLICHBI;
HpUMeHeHHe Bu3yanusaropa mental ray;

ucrnons3oBanue cucreM Mr Sun (Conane) 1 mr SKy (He6o) 1 uMuTAIMH THEBHOTO OCBE-
ICHHUST;

JUHaMHWYCCKasa aHuMalys C IOMOIBIO KOMIIOHCHTaA MassFX;

(I)I/IHaJ'ILHaH BU3yajn3anus.

OpHaKO pacCMOTpPEHHE OCHOBHBIX BO3MOXKHOCTEH MpOrpaMMel elie Brepead. B rase 1 moxpo6-
HO omnmcaH uHTepdeiic mporpamMmel. Eciu BB 9yBCTBYeTe, UTO TOTOBBI K U3YUYEHHIO 00JIee CIOKHOTO
MarepHaia, 03HaKOMBTECh C COZIEpKaHUEM U cpa3y NEePeXoanuTe K Hy>KHOH TeMe.
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