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NMpeoucnoBue

BnarogapHocTu

MbI uckpeHHe Onarofgapum Kosjier Mo kKadeape WHKEHEpPHOW M KOMITbIOTEPHON
rpaduku Cankr-IleTepOyprekoro rocynapcTBEHHOrO yHUBEpcUTeTa WH(pOpMaLIU-
OHHBIX TexHosorui, mexanuku u ontuku (CII6I'Y UTMO), npuHumaBiumX yua-
CTHE B 00CYKICHUHU COACPIKAHUS KHUTH.

Taioke BbIpakaeM 0J1arofapHOCTb HAIIKMM CTY/AEGHTaM U BBIMyCKHHKaM Kadeapsbl,
YbU YCHIJIHSL CTIOCOOCTBOBAIM BBIXOAY B CBET AAHHOTO W3AaHMs: B MEPBYIO oUepeb
BBIITYCKHULIE, a B HACTOsIIEE BPeMsl aCCUCTEHTY M acnupaHTy kadenpsl, KpoTooii
Anne. Cryaenram CmupHoBo#l SHe, Dyp3ukoBoii Haranbe, Epaunnoii Hatanee,
Cunssckomy Cepreto, Uepepanb JIto00BH, KOTOpbIe TBOpUECKH ocBauBatoT 3ds Max
¥ paboThI KOTOPBIX CTAJIM XOPOLIMMH WUTIOCTPALMSIMH B JAaHHOM KHHUTE.

W, HakoHel, OrpOMHYIO 0J1aroJIapHOCTh BBIpaXKaeM HAUIMM POAHBIM, OJIU3KUM U
uznarenbetBy «bXB-IlerepOypr» 3a To mosiroreprieHue, KOTOpPOe, B KOHIE KOH-
LIOB, 1 MO3BOJIUJIO COCTOSIThCS IaHHOH padorTe.

O KHure

KHura HamucaHa kak mpakTudeckoe ydeOHoe mocobue it kypca «TpexmepHoe
MOJEJTUPOBaHHWE M aHUMalMsA», TMOCTPOEHHOrO Ha [MocJe/lHel BepcuM MakeTa
3ds Max 2008. Drta kHHra SBIseTCs JIOTHUECKUM MPOJOJIKEHUEM CEePUM KHUT aB-
TopoB «3ds Max 7/8/9. TpexmepHoe MOICTUPOBAHUE M aHUMAIUS B MOAJIMHHUKEY,
BBIMYILIEHHBIX n3aarenbecTBoM «BXB-IletepOypr». ConepikaHue KHUTK OTpakaeTt
MHOTOJIETHHUI OMBIT YTEHUs! JaHHOTO Kypca AJisl CTYACHTOB Kadeapbl MHKEHEPHOM
U kommnbtoTepHoi rpadukn Cankr-IleTepOyprekoro rocyJapcTBeHHOrO YHUBEPCH-
TeTta UH(PpOPMALIMOHHBIX TexHoJornk, Mmexanuku U ontuk (http://kikg.ifmo.ru ), a
Tarke As ydammxcs Caskr-llerepOyprckoro AeTCKO-FOHOLIECKOTO KOMIMBIOTEP-
Horo teHnTtpa (http://ccep.ifmo.ru).

[locnenoBaTenbHO, HIAT 3a [IArOM, OT MPOCTOTO K CIOKHOMY, U3j1araercs MaTepu-
aJ1 o BCEM dTaraM CO3JaHusl MOJEJIeH, CLIEH U CJIOXKHBIX MTPOEKTOB — OT MOJEJU-
poBaHUSs, MPUMEHEHUSI MAaTepPUAJIOB, UCIIOJIb30BAHUSI UCTOUHMKOB CBETA, BU3YaJlu-



2 lpeducnosue

3alMy 10 aHUManuu. Takoi moaxon, Kak HaM BUAMTCS, Hauboliee IMI0JOTBOPEH.
Knwura agpecoBaHa He TOJIBKO TeM, KTO JielaeT MepBbie Iard B 00JIacTH Tpexmep-
HOTO MOJIEIMPOBAHUS, HO U CIie[HaIMcTaM. MHOXKeCTBO WLUTFOCTPALUii, TPUMEPOB
Y YNpakKHEHWI MMOMOTaloT OCBAaWBaTh TEOPETHUYECKH MaTepuan W MOIydaTb pe-
aNbHbIE Pe3yNIbTaThlI.

Puc. MN1. HaTiopmopThbl

KHura 3HaKOMHUT ¢ OCHOBHBIMH MHCTPYMEHTaMH W NpUeMaMH paboThl OIHON W3
caMbIX MOLIHBIX MpOrpaMMm TpexmepHoii rpapukun — Autodesk 3ds Max 2008.
Ona HamucaHa Afs TeX, KTO JiesiaeT nepsbie waru B obnactu 3D-rpaduku, nmis



lpeducnosue 3

CTYAEHTOB, XyJA0)KHUKOB, IU3aiiHEPOB, CMELMAIMCTOB U BCEX TEX, KTO XOUeT BO-
TUTOLIATh CBOM MEYTHI Ha 3KpaHe KommbioTepa. OHa OyaeT mosje3Ha npernoaaBaTe-
asm 3D-rpaduky, a Takoke NPUrOAUTCS TeM, KTO 3aHUMAaeTcs MyJIbTUMEIUa U Ur-
paMu, KMHO U TeJIeBUICHUEM, PEKIaMHON U N31aTeNbCKOM NeSITeTbHOCTBIO.

Knura moctpoeHa B Buae Habopa MpPOEKTOB M MPUMEPOB, peau3auus KOTOPBIX
TMO3BOJIUT MPUOOPECTH 3HAHWS U YCTOMUYMBBIE HABBIKM B 00JACTH MOJCITUPOBAHMS,
HCTOJIb30BaHUS MaTepUajioB, aHUMALMK U BU3yaM3alMi FTOTOBBIX MPOEKTOB.

Puc. M2. MogenupoBaHue nHTepbepa 1 nepcoHaxemn

[Mporpamma 3ds Max vMeeT MHOKECTBO YIOOHBIX M TMOKMX MHCTPYMEHTOB, IO-
3BOJIAIOLUMX peain30BaTh CaMble CMEJIble pelIeHUs XyAOKHUKaM, Ou3aiHepam,
aHMMaTopaM, CreLHaIucTaM B 00JacTH KMHOMHAYCTpuH. OCBOMB 3TOT HHCTpY-
MEHT, Bbl B [IOJIHOW Mepe CMO>KeTe MO3HaTh paJiocTh TBOPUECTBA.
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B mpouiecce BoimonHeHust pabot (Hanpumep, kak Ha puc. 11 u [12) moxkHo 0OHa-
PY’KHTb, YTO pealn3alysl OAHUX W TeX )K€ MoJesieil, MaTepuasoB, CO3JaHUe aHH-
MaLMKd MOTYT OBbITh BBIIOJHEHbl MHOIMMH criocobamu. Ilo mepe mpuoOpereHus
OMBITa Bbl CAMU HayuuTeCh BbIOMpaTh Hanbosee 3¢ HeKTUBHbBIE U3 HUX.

LlBeTHbIE MTIOCTPALMK 3TOM KHUI'M MOKHO HaMTW Ha caiite kadeaprl MHXKEHep-
Ho# 1 komnbtoTepHo rpaduku CII6I'Y UTMO http://kikg.ifmo.ru/3dsmax.

XKenaem Bam ycriexa B OCBOCHHH TaKOT'O 3aMEYaTeIbHOTO MPOrPaMMHOTO MPOIYK-
Ta, Kak 3ds Max!



FMABA 1 @

3D-mopenupoBaHue
U HOBbI€ BO3MOXHOCTHU
Autodesk 3ds Max 2008

3ds Max — yHMBepcasbHbIi MaKeT TPEXMEPHOTO MOAETUPOBAHUS, aHUMALMH U
Bu3yasnm3anuu kommanun Autodesk. C ycrmexoMm MCTonb3yeTcsi BO BceX 00IacTix
3D-rpaduku. Umeer MouiHble U THOKHE HHCTPYMEHTBI Ul CO3/1aHUs TeOMeTprye-
CKMX OOBEKTOB M paboOThl ¢ HUMH, YAOOHBIH pelakTop AJsl CO3JaHUs MaTepuasioB,
OOLIMpPHBIE BOBMOKHOCTH AJISl pabOThI CO CBETOM, COBPEMEHHYIO M KaUeCTBEHHYIO
cucteMy BH3yanuzauu. I[IporpamMma pabotaeT He TOJBKO ¢ CeTKaMH (MOJIMTOHa-
MH), HO U UMeeT UHCTpyMeHThI 111 NURBS-monenupoBanus.

CneumnanbHele cpeacTBa BUzyanuszauuu 3ds Max MO3BOJSIOT pacCUMTHIBATH He-
MpsMOe OCBeLLEHHEe, CBETOTEHH, 100MBaThCs MOTPsICAIOLIEro KauecTBa MpH Tpac-
cupoBke Jydeil. CrienajibHble MeTOJbl (HarmpvMep, MeToA (OTOHHBIX KapT)
MO3BOJISIIOT UMUTHPOBATh OTPAXKEHHUE OT MATOBBIX, OJIECTAIIMX W TJSHLEBBIX MO-
BEPXHOCTEM, UCKaXKEHHs, CBA3aHHbIE C MPOXOXKIACHUEM CBETAa CKBO3b MPO3payHbIe
00beKThl. Bee 9TH BO3MOXKHOCTH MOTYT OBITh MCIOJIb30BaHbl B COUETAHUM C JAPY-
T'MMU: pa3MbiBaHHe U300paxkeHus, okycHoe paccTosHue U T. 1. CpencTsa BU3ya-
JU3alMK TO3BOJISIFOT HE TOJIBKO MOJy4aTh M300paKeHHs BBICOKOTO KadecTBa M
peann3ma, HO U OCYILECTBJIATh pacueT U300paskeHUH, pacnpeiesnss 3aiaHue cpeu
HECKOJIBKMX MPOLECCOPOB MM KOMIBIOTEPOB. DTH BO3MOXKHOCTH BU3YalHU3aLlUH,
HECOMHEHHO, MPUBJIEKAIOT apXUTEKTOPOB U IM3alfHEPOB HHTEPHEPOB.

CneunanbHbele Moaynd, Takue kak Character Studio, moMUMO cpeACTB cO3/1aHUS
BEJIMKOJIEMHOW aHUMAalMM OTJIEJIbHbIX MEPCOHAXKEH, UMEIOT BO3MOXKHOCTh UMU-
TUPOBATh TOBEJeHUe OONBIINX TpyMI cyulecTB. Moaynb reactor nmpegHa3HaueH
Uil pU3NYECKU KOPPEKTHOM WUMUTAIMW IMHAMMKU TBEPIbIX W MATKUX TeJl W
JKUIKOCTEMH.
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B 3ds Max umerotcst cpenctBa aiis peanusanun Normal Mapping — npoctaTtodHo
PEBOJIFOLIMOHHOTO TEXHOJIOIMYECKOro npouecca Ajs UHIYCTPUM pa3pabOTKH Urp.
Hcnonbiyercs Takoke B MPOM3BOACTBE (PUIBMOB M BU3YaJIM3aLMH, AJISI SKOHOMHUH
BpeMeHU. B ero ocHoBe JeXUT 3aMeHa BBICOKOIMOJUTOHAJIBHBIX MOJAENel HU3KO-
MOJIMTOHANBHBIMU. A BBICOKMI peajii3M MOJIydaeTcsl B pe3yJibTaTe UCHOIb30BAHUS
MaTepuaioB Ha OCHOBE KapT TEKCTYp, COACPKALIMX M300paKeHUs] TeOMETPHUHU BbI-
COKOT'0O pa3peLieHus!.

B nocnenHux BepcusX mporpamMmsl MOSBUIMCH HOBbIE MOAYJIHM. B yacTHoCTH, MO-
nynb Cloth — cnieumaneHbI HHCTPYMEHT U1 MMUTALMK TKAHU ofekabl. PaHblie
IUIsl 9TOTO KUCMONB30BANICS MOJYJIb reactor ¥ co3jaHnue TKaHW TpeboBasio O0MbIINX
yeunuid. Pabora ¢ moaynem Cloth ocHOBaHa Ha MCMOJIB30BaHUU BBIKPOEK, Ha OC-
HOBE KOTOPBIX (POPMHUpPYETCS OKOHYATENbHBIN B oAexkabl. KpoMe sToro, Moayib
MO3BOJISIET PACCUMTHIBATH MOBEACHME OMIEXK/Ibl MTPU ABHKEHHUAX MEPCOHAKEH.

[TosiBnenue eue ogqHoro monyisi — Hair and Fur — obneruur cozganue Bosoc u
wepctd. C MOMOLIBIO HEro MOYKHO ONPeessTh He TOIBKO F€OMETPHIO BOJIOC, HO U
AWHaAMUKY UX MOBEACHUA.

Takum obpazom, 3ds Max sBisieTcss MOLLHBIM CPEACTBOM TPEXMEPHOIO MOJEIH-
POBaHMS ¥ BU3yaIU3alluK. A JPY>KECTBEHHBIH MHTEP(ENC U OTKPBITash apXUTEKTY-
pa genaroT OcBO€HHE PabOThl C MAKETOM OBICTPBIM U HECIOXKHBIM.

1.1. OcHoBbI 3D-MoaenMpoBaHus
U BU3yanusauumu

IIpu pabote ¢ TpexmepHOil rpadMKOi MOXKHO BBIIEJIUTH MATh MOCIEA0BATEIBHBIX
3TaroB, KOTOPble HEOOXOAUMBI JUTsl MOJYYEHHUS TOTOBOTO MPOAYKTA!

1. Mooenuposanue — coznanue 06beKTOB, KOTOpbIe OyIyT Ha CIIEHE.

2. Texcmypuposanue (WCNOIb30BaHUE MaTepHasioB) — OINpeeseHue CBOMNCTB
MOBEPXHOCTEeH OOBEKTOB ISl MMHUTALMK Pa3JIMYHBIX CBOMCTB peasibHBIX Mpel-
MeTOB (LBET, (aKTypa, NpO3pavyHOCTh, IPKOCTh U T. 1.).

3. Ocsewenue — nobaBjieHHe W pa3MellleHHe WCTOYHHUKOB CBETa MOJA00HO TOMY,
KaK 3TO JeJlaeTCsl B TeaTpajbHOW CTYIMM WM Ha CheMOYHOM muouiaake. Ha
HTOM 3Tarle 3aaeTcsl, OT KAKUX HCTOYHUKOB cBeTa OyayT (hOpMHUPOBATLCS TEHH
y 00BEKTOB CIICHBI.
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4. Anumayuss — M3MEHEHUE BO BPEMEHHM KaKHUX-TMOO CBOWCTB OOBEKTOB (IOJIO-
JKEHUS B MPOCTPAHCTBE, Pa3MEPOB) U MaTepHalioB (LIBET, MPO3PaYHOCTh U T. 1.).

5. Bwymusauuﬂ — CO31aHHUE€ KOHCYHOT'O I/I306pa)l(eHI/I${ WJIM aHUMalluH.

OTUM 3TanaM COMyTCTBYET cO3[aHue Kak BU3yaJibHbIX d(h(eKkToB (ropeHue, B3pbl-
Bbl, TasHUe), TaK M 3BYKOBbIX (My3blKa, rojioca aKkTepoB, 3BYKOBblEe 3(QeKTsl
Y 1p.). 3aKIIOUNUTENBHBIM 3TANoM SBJISIETCS peoakmuposanue W 6vbinyck TOTOBOTO
MPOAYKTA.

MopenupoBaHue

JIisi yCremHoro Mo IMpoOBaHKsl BaXKHO MPEIBAPUTENIbHO MPOAyMaTh, KAKUM 00-
pa3om HaOmonaemble (MM BOOOpaxkaeMbie) 00BEKThI OKPYKAIOIIEro MUpa MOXKHO
NPEBPATHTh B KOMITBIOTEPHbBIE MOJEIIH.

be3 BHMMaTenbHOro HaOMIONEHHUS U BU3YaJbHOTO M3YYEHHUS OKPYXKalolero Mupa
HEBO3MOXKHO CO3/1aHHe BepHBIX 00pa3oB. OHO ae10 MPOCTO CMOTPETh Ha Mpes-
MET, M COBCEM JIpyroe — CMOTpeTb, MoApa3yMeBasi BOCCO3[aHUE €ro B BUJE TpeX-
MepHo# mozenu (puc. 1.1).

YroOrl MOAEIMpOBaTh OOBEKTHI, HEOOXOAMMO paccMaTpUBaTL CO3JABAEMBbI MUP
rila3aMy XyZJOXKHHUKA, CKYyJIBIITOpa, apXUTEKTOpa WM WHKeHepa. M mpu sTom mc-
clieioBaTh OOBEKTHI B TEPMHUHAX TOTO, KAK OHM co3aBanuck. Hy>kHO ymeThb Bbije-
JSITh U3 OOBEKTOB CJIIOXKHOW (POPMBI MPOCTHIE BJIEMEHTHI, KOTOPbIE 3HAYUTEIBHO
Jerye MoJeaupoBaTh. Bce 3TO MO3BOMUT cO34aBaTh KauyeCTBEHHbIE MOAEIU W
CJIOJKHBIE OOBEKTHI B CIICHAX BUPTYaJIbHOTO MHUPA.

B nporpamMmme 3ds Max MO3KHO HCITIOJIb30BaTh HECKOIBKO Pa3IMYHbIX TUIIOB TPEX-
MEPHOIo MOACIUPOBAHUA, KOTOPLIE MOXKHO INPUMEHATL B CaMbIX pa3HOO6paSHbIX
CUTyalusix.

O Mooenuposanue na ocnose npumumusos. llpumumussi — NpocTeliine napa-
MeTpuueckre GpopMbl, HanpuUMep, KyObl, cepbl U nupamusl. [lpu Bu3yanuza-
MM Takhe oOBEeKTHI, Kak cdepa, mpeodpasyroTcs B MOJIUTOHBI (MHOTOYTOJIb-
HUKH), HO TMoJjlyyaeMasi MOBEPXHOCTh BBITJISIIMT HAMHOro Oosiee TIagKoM.
D¢ ekt criaxuBaHus MOBEPXHOCTH JOCTUTAETCS 32 CUET CMeLMAIbHBIX ajro-
PUTMOB 3aKpacKH.

O Mooenuposanue na ocroge ceuenuii (Loft). OOBEKTH HA OCHOBE CEYEeHHH Ha-
3BaHbl M0 aHAJIOTMHU CO CMOCOOOM, MCIMOJB3YeMbIM B CYJOCTPOCHUH, 3aKJIIO-
yalmuMes B "HaTATMBAaHUM' TIOBEPXHOCTH Ha TIPOM3BOJIbHBIE CEUYEHMS
(puc. 1.2). Ceyenus vnu niocxkue ¢popmvi — nByMepHbie 00bekThl. [Ipu co3-
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JaHUW TPEXMEPHBIX OOBbEKTOB HECKOJbKO (GOpM pacrosaratoTcs BAOJIb HEKO-
TOPOro IyTH.

Puc. 1.1. Nprumepbl MogeNnnpoBaHnsa pasnnyHbiX 0OBLEKTOB

O Mooenuposanue, 0CHOBaHHOE HA UCNOAL308AHUU OYaeablx onepayuil. byneBbl
o0wekThl (Booleans) coznatorcs mocpenacTBoM n00aBieHUs, BBIYUTAHUS U Tie-
peceueHus nepekpbiBaroIMXcs nmosepxHocTeit (puc. 1.3).

O Iogepxnocmuoe mooenrupoganue OCHOBAHO Ha CO3JAaHUM MPOU3BOJIbHBIX MO-
BepxHocTel. [Ipy co3maHuMM NMOBEPXHOCTEN MCMOJIb3YIOTCS pa3jiMiHbIe MaTe-
MaTUYECKUe MOJAEIIH U, COOTBETCTBEHHO, CBOM BUIbl MOJIEJIMPOBAHMSI:

®  MHO20Y2ONIbHbIE (NONUCOHANbHBIE) KAPKACHL, peoaKmupyemvle Cemxu —
CIIOXKHBIE MOJIENH, CO3/IaHHBbIe M3 MHOKECTBA MHOTOYTOJIbHBIX MTOBEPXHO-
CTel, KoTopble criakeHsl B npoluecce Busyanusauuu (puc. 1.4). IMomuro-
HaJTbHOE MOJIEJIMPOBaHME OCHOBAHO Ha MAaHUITYJIMPOBAHHWU HETOCPEeACT-
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BEHHO BepLUMHaMH, peOpaMu U rpaHamu. [Inockoctu, obpa3syrolre MHO-
rorpaHHUK, HasbiBatoTcs epansamu (polygon). JluHum nepeceyeHus rpaHeit
HasbIBatoTCsl peopamu (edges). Touku mepeceueHust pedep Ha3bIBAOTCS

sepuunamu (vertex). Tpu BepLIMHBI B IPOCTPAHCTBE 00Pa3yIOT mpey2oib-
nyto epans (face);

Puc. 1.2. TpexmepHbIin 00bEKT,
NOCTPOEHHBIN HAa OCHOBE CeYeHnIn

Puc. 1.3. Pe3ynbTat BbiNonHeHUst Gynesbix onepauni

e sockymxku (patches) cTposiTCS Ha OCHOBE CIUTaiHOB (TTIQJAKUX KPHUBBIX) U
MOTYT M3MEHATBCS C TIOMOULIBIO KOHTpPOJIbHBIX Touek. Obpasyrolue
CITaliHBI pacrionaratoTes Mo Kpasm co3aBaeMoii moBepxHocTH (puc. 1.5);
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Puc. 1.4. Pepaktupyemsliii kapkac

HeoOHOpoOHbie payuoHaivHvle B-cnnatinet (NURBS) — Texnomorwus,
MpeqHa3HadeHHas AJisl COo3/laHus TUIaBHbIX GOopM U Moaesiei. OHa ocHOBa-
Ha Ha crelualbHOM MaTeMaTudeckoM anmapare. C TOMOLIbIO yIpaBIsto-
[IUX BEPUIVH, B OTJIMYHE OT JIOCKYTHOTO MOJICIIMPOBAHUS, MOKHO BO3JICHi-
CTBOBaTh Ha JIOOYIO JIOKANBbHYIO O0JIACTH MOBEPXHOCTH. TEXHOJOTHS ¢
YCIeXOM NpUMEHSETCS Il MOJISJUPOBaHUs MOJIeiel dKUBOTHBIX U JIFOACH
(puc. 1.6);

MOOenupoganue nogepxHocmu no cniaunogol cemxe. Co3gaeTcsi COBO-
KYMHOCTb CIIAHOB, CBOEOOpa3HbIi KapKac, Ha OCHOBE KOTOPOro GopMu-
pyeTcs moBepXHOCTh (surface).
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[Tomumo 6a30BBIX, CYIIECTBYET TaKKe HECKOJIBKO YCIOKHEHHBIX THIOB, KOTOPbIE
MOAXOJIAT AJIs CO3JaHUsl TAKUX CIIELMATbHBIX OOBEKTOB, KaK, Harpumep, peibed
WA MOpQHpYyEMbIe MOJICITH.

Puc. 1.6. lNMpumep NURBS-noBepxHocTn

Co3naBaeMble TpeXMEpHBIE MOJIENH, 1O CYTH, SBISIOTCS HaOOpOM KOOpAMHAT B
mpoctpaHcTBe. s Toro 4ro0bl UX MOKHO ObUIO YBHIETh, JOJDKHBI ObIThH 3aKpa-
IIeHBl WX T'PaHW — MHOTOYTOJIbHBIE TUIOCKOCTH, oOpasyembie pedpamu. Tombko
rocJie 3TOro Mofesib CTAHOBUTCS! BUIUMOIA.
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TekcTypupoBaHue

Texcmypupoganue — 3T0 NpUAAHUE NTOBEPXHOCTSAM MoOJeNel BUa peallbHbIX Ma-
TepuanoB. TonbKo B 3TOM cily4ae Moenu OyAyT BhIMVISAETh MAKCUMAJILHO peau-
ctuuHO. OHM npuoOpeTyT BUA NepeBa, MeTana, miactika. [loBepxHOCTh cTaHeT
3epKaJIbHOM WJIW NPO3payHOM.

Puc. 1.7. cnonb3oBaHue TeKCTyp Anst MogenupoBaHns mebenu n oopmneHns 3gaHus

Jns sToro B M000#H MporpaMMe TpeXMEpPHOro MOJEIMPOBAHUS CYLLECTBYIOT pe-
JAKTOPbl MaTepHalioB, B KOTOPBIX €CTh TOTOBbIe HAOOpPHI MAaTEPUAJIOB WK C MO-
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MOIIIBIO KOTOPBIX MOXHO pa3pabotaTh coOCTBeHHbIe Marepuasbl. B 3ds Max pe-
oaxmop mamepuanos (Material Editor) sBisieTcs oTHUM M3 BaKHEUIIUX MOyJiek
MPOrpaMMBlI.

[lBer — onuH U3 OpocTeinx cBocTB MaTepuaia. OHAKO a)ke UCMHOJIb30BaHUE
LIBeTa MMeeT MHOXKEeCTBO acmeKTOB. L[BeT MoxkeT ObITb OCHOBHBIM, OMpEelisio-
MM TIOKPBITHE BCero 00beKTa, OOTEKAIOIIMM, ONPEISIISIFOIIMM BIIUsSHUE (OHOBO-
rO OCBEIlEHHs, 3ePKaJIbHBIM, OMpPEIeIONIMM Hanbosiee sSpKUe ydacTku Omects-
1Iell MOBEPXHOCTH O0BbEKTa, U T. 1.

B mpouecce coznaHus MaTepuaioB LIMPOKO MCIOJB3YIOTCS Kapmul MeKCmyp, B
MpocTeillieM BHIE pacTpoBble M300pa)keHHsl pealibHbIX 00BekToB. Kpome 3toro
UCTIONIL3YIOTCS MpOoyedypHble Kapmibl — W300paXKeHUs, KOTOpble T'eHepUpYIOTCS
MmporpaMMHbIM MyTeM. B mpolecce co3naHus marepuaia MOKHO HCIOJb30BaTh
HECKOJIBKO KapT TeKCTYpP.

TouHoe pa3mellieHHe MaTepyalla Ha TOBEPXHOCTH OOBEKTa TocTUraeTes biarona-
ps Tak HasblBaeMbIM xoopounamam npoeyuposanus (UVW Map). B 3ds Max
TPYAHOCTb Tpe/ICKa3aHus pa3MelleHUs] KOOPAHHAT MPOCSIMPOBAHUS CYIIECTBEHHO
yMeHbllleHa OJiarojaps TOMY, 4YTO pacTpOBOe M300pakeHHUEe MOXKHO BHJETh B WH-
TEPAKTHBHOM BHJIOBOM OKHE.

Puc. 1.8. NonyyeHue penbedHOCTN

VYMenoe ucrnosnb3oBaHHE MaTepHUasoB IMO3BOJISET COIKOHOMUTb MHOIO BPEMEHU U
NOOUTBHCS MpeKpacHbIX pe3ynabTaToB. Hampumep, okHO WM GalKOHHYIO peLIeTKy
MO>KHO MOJIEJIUPOBATh ¢ MOMOLIbIO TMOJIMFTOHOB WM APYTUX croco0oB JHO0 Hc-
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NOJIb30BaTh MaTepUal HAa OCHOBE PACTPOBBIX W300paXKeHHM, KOTOPBIA MPUCBOUTH
MPUMUTUBHBIM 00bekTam Tumna Box (cm. puc. 1.7).

KapTbl TeKkcTyp ¢ ycrnexoM MCHOJIB3YIOTCS AJIS MOJTyYeHHs OLLyLIeHHs penbeda u
oobeMHOcTH 'y noBepxHocTH (puc. 1.8). IlonyueHune penbeHOCTH OCHOBaHO Ha
Pa3HOCTH SIPKOCTH LIBETOB (O4YEHb MOX0KE Ha BbIIABIMBaHUE (UCKAHKY)).

[Ipu coznanuu MaTepuanoB ONpeaeNsoTCs Takue CBOMCTBA OOBEKTa, KaKk OTpaxe-
Hue (reflection), mpenmomnenue (refraction) u nmpospaunocts (opacity). Kpome sto-
ro, BOBMOKHO 3aJaTh HE TOJIbKO, KaK MOBEPXHOCTh pearupyeT Ha cBeT, HO U He0O-
XO/IMMbIE CBOWCTBA OTPAKEHHOTO CBETa M ero cuity. Bo MHOTOM 3TO ompenensercs
MaTeMaTHYeCKUMH allTOPUTMaMH, KOTOPbIE peaiu3yIoT 3TH 3 (HeKThI.

CO3,[[aBaH C HOMOLIbIO MaTepHaIOB IMPO3pavHbIC O6’B€KTI:>I, MOJXHO YNPaBJIATH
CBOMCTBaMM MpeJIOMJIEHHOI'O CBETA.

VMenoe ucnop30BaHue MaTepHraioB MO3BOJIACT I[O6I/ITBC$I NpEKpaCHbIX pe3ylJibTa-
TOB. I[,J'[Sl 3TOro HeO6XO[l,I/IMbl HaBbIKW HE TOJIBKO MHXKCHEPA, HO U XY OKHHKA.

OcBeleHune

Jlyduiee ocBelleHHe AOJXKHO ObITh MOYTH MOACO3HATENbHBIM: PUCYTCTBOBATH, HO
He ObITh HaBA3UMBBIM (puc. 1.9). OHO MoAYepKHBAET CBONCTBA CLICHBI, BHIOJIHEH-
HOW B pe3yJibTaTe MOAEIMPOBaHUs M MCMOJIb30BaHUA MarepuasioB. OcBelieHue
oIpejesisieT HacTpoeHue Beell cueHbl. CrenuanucTsl U3y4atoT CBOMCTBa OcBellle-
HUSl B apXHUTEKTYpe, HO OIpeJe/ieHHbIe HABBIKM MOTYT OBbITh MOJY4€HbI B IIpoLIecCe
W3yUYeHHUs XyJ0KEeCTBEHHOH GoTorpaduu U KHHeMaTorpaguH.

AHuUMauus

Anumayus — Haubosee CIOXKHBIM 3Tall TpeXMEpHOro MoaenuposaHus. Tpexmep-
Has aHMMalus TpeOyeT OT aBTOpa 3HaHWK (PU3MKM U MaTeMaTHKH, aKTEPCKOro W
6anerHoro pemecna. [lomumo 3T0oro, eMy Heo6X0aAUMO ObITH B OIHOM JIMLIE CLICHA-
PUCTOM U PEKUCCEPOM.

Co3pmaHve TUIaBHOTO M JIOTHUECKHM TPAaBWIIBHOTO JABWKEHHsS TpeOyeT HaMHOTro
Oosblie YCUITWiA, YeM ApYyrue 3JeMEHThl TpeXMEpPHOro MoaenupoBanus. Co3nanue
peabHBIX XapaKTepoB YCIOKHSET 3a1a4y MHOTOKPATHO.

AHUMaLUS — WUTIO3USI JBWXKEHMs, CO3JAaHHOrO Yepe3 MPOCMOTpP ObICTPO cme-
HstomuMxes kagpos. Knnemarorpaduiyeckum cTaHAapTOM SIBJISIETCS 4aCTOTa CMEHBI
KaJpoB: 24 Kajpa B CEKyHIY.
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Puc. 1.9. Vicnonb3oBaHne NCTOYHNKOB CBETaA

B TpaguumonHol AByMEpHOH MYJBTHILTMKALIMK KaKAoe W300pakeHne BBHIBEPEHO
BPYUHYIO [JIsl TIOJTyUeHHs OBHXKEHMs. XyNOXKHUK M300pakaeT ABMKEHHUE, MJIaHuU-
PYs U3 KaXXAOTO PUCYHKA CO3JaTh TO WK MHOe nelicTeue (puc. 1.10).
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B TpexmepHOI aHMMaLMK HCTIONIB3YIOTCS TPEXMEPHBIE MOJENH, MaTepHallbl U OC-
BelleHre. YToObl co3aTh ABMKEHUE, aBTOP OMpeesiieT TOJIBKO KIIOUeBble Kaaphbl
(key frames), a mporpaMMHOe obecriedeHre COo3/1aeT WIIM MHTEPIOJINPYeT JABHKe-
HUE MeXAy HUMHU. B KOHEUHOM HTOre Ha 3Tare BHU3yallU3alluK 3TO TPEXMEpPHOE
JefcTBUE MPEeACTaBIEHO JABYMEPHBIMU MU300paKEHUSIMU, NTOCIIEI0BATEIbHOCTD KO-
TOPBIX CO3/AA€T WIITKO3HIO IBUKECHMUS.

Puc. 1.10. Mpmumep aHMMaLMOHHON NocrneaoBaTenbHOCTH, co3gaHHom B 3ds Max

Busyanusauusa

Busyanuzayus neobxonmmma 11 popMHpOBaHHS OKOHYATETLHOTO W300paskeHus
(puc. 1.11). Kak Tonpko HaxkaTa kHomka Render (Buzyanuzauus), kommnbrotep
Ha4YMHAEeT BBIMOJIHATH OYeHb CJIOXKHYIO paboTy.
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[Tpu 3TOM HEOOXOTUMO YUHUTBIBATH CIIETYIOIHE ACTICKTHI.

O Kauecmso uzobpadicenus. PaznnvHble apaMeTpbl HACTPOMKH MO3BOJISIOT YBe-
JIMYMTH Ka4ecTBO (GOPMHPYEMOro M300paXKeHHs, BKIIIOYAst JIy4llee CriaKuBa-
Hue (antialiasing) mis nonydyenus Oosiee riankux (smoother) nquaroHambHBIX
JIMHUMA U y4yeTa CJI0KHBIX OTpaXkeHuH. L{enb — BBICOKOE KauyecTBO B MpUeMJie-
MOe BpeMsl.

O Ocsewenue. Paznuunble TUMBI OCBEIIEHHS MOTYT BO MHOTO pa3 yBeJIMYMBATh
BpeMsi Bu3yanu3auuu. Heo6xonumMo ObITh BHUMATENIBHBIMU MPU MCIOJIb30Ba-
HUUW TaKWX "TPOABUHYTHIX" CPENCTB, KaK METOJ M3IydaTelIbHOCTH (TeXHHKa
MOJEJIMPOBAHUSl CBETOBBIX MOTOKOB sl MOCTPOCHUSI M BU3yalM3alWu Tpex-
MepHBIX H300pakeHuil cuieH) (radiosity) u oObemHbIN cBeT (volume lights),
TpeOyIOLMX 3HAUUTEIbHBIX BPEMEHHBIX PECYPCOB sl BBIUUCICHU.

Puc. 1.11. Busyanusauus rotoBo CLEHbI

O Pazmep uzodpadcenus. Beilbop pazmepa cleHbl Takxke BiIUseT Ha Bpems. Ha-
npumep, ciieHa pazmepom 16 000x16 000 nukcesoB, ecTecTBEHHO, MOTPeOyeT
ropazno Oosblie BpemeHH, ueM cueHa §00x600 mukcenoB. YBenuueHue pas-
pelaomux crnocooHocTeil TpedyeT AOMOTHUTETLHOTO BpeMEHH. X 0TS HYKHO
OTMETHUTh, YTO Takue 3((DeKThl, KaK, HapUMep, KaycTuka (caustics) — cBe-
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