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BBegeHue

OOpalweHue K YyuTaTenam

Hoporue npy3bs!

Bripaxkato cBoro 01aroapHOCTh TeM YMTATENsIM, KOTOpPbIe MPUCHUIAIN MHE MHCh-
Ma U OT3bIBBI, IPOYUTAB MOM Mpenbiayiye kHury mo 3D. OrpomHoe BaM criacubo
3a nobOpeie cioBa U BHUMaHuWe. Sl mocrapajiach y4decTh Ballu moxenaHus. Kaura,
KOTOPYIO BBI Ceiiuac JepKUTe B PyKax, SBISETCS JOMOJTHEHHBIM U OOHOBJICHHBIM
TMOJT HOBYIO BEPCHIO MPOTPaMMbI KypcoM OBICTPOTO CTapTa B yBIIeKaTeNbHBIH MHUP
TpexMepHo# rpaduku. OHa ajpecoBaHa B EPBYIO OUepe/lb HAYMHAIOIUM T0JIb30-
BatensaM 3ds Max, HO 3HaromuM OcHOBBI paboThl Ha [1K.

B kHure neranbHO pa3zoOpaHbl TeMbl, HEOOXOIUMbIE JIs CO3[AHUS MPOUHOM Oa3bl
3HaHuii o 3D, onMpasch Ha KOTOPYIO YHMTATelb B JalbHEHIIEM CMOXET Yriy-
outhest B OoJiee CIIOKHBINM MaTepuall. BMecTo riaB B KHHWI'e UCMOJNB3YIOTCS YPOKH,
B KOTOPBIX MO CMBICIY MOJ00paHbl TEMbI U 331aHUS IS CAMOCTOSATENILHOTO U3Y-
yeHus 3ds Max.

Jns obecnieyeHnss HAaUTy41Iero NOHUMAaHUS TeM K KHUTe MpUJiaraercst JUCK ¢ BU-
JIe0ypOKaMH, MPOCMOTPEB KOTOPbIE YHTATENb CMOXKET 0e3 mpoOieM BbINOJIHATD
YIpaXHEHUs W MpakTUueckue paboThl, a TalkoKe AeTalbHee MO3HAKOMUTbCSA C WH-
tepdeticom 3ds Max v HayuuTbCS MHTEPECHBIM MpHUeMaM M TEXHUKaM MOAEIUPO-
BaHus. Bece BUuaeoypoku cHaGkeHbl KOMMEHTapUsIMH aBTOpa U MoApPOOHBIMU Pa3b-
SICHEHUSMH.

Taroke KHUra Moxxer ObITh MHTEPECHa W MOJIe3Ha MpernojaBaTesisiM TPEXMEPHOM
rpaduKy, Kak MNpaKTUYECKOe W METOAMYECKOe PYKOBOACTBO K NPOBEACHHUIO YpO-
koB. Kaxxnplli ypok npeacrasiseT coboi crneuuanbHO NMoaoOpaHHbIi Habop TeM,
1Mo o0beMy MOAXOAALIMK JUTS OTHOTO 3aHATHA. MeTonnka oOyueHHs: M MPUBOIH-
Mble TIPUMEpbl MHOTOKPAaTHO ONMpoOOBaHBI aBTOPOM BO Bpems 3aHaTHi. [Ipemna-
raeMble MpaKTUUECKHE 3aaHus TIIATEIbHO MPOAYMAaHbl ¥ JOTMYECKH MOCTPOEHBDI,
YTO MO3BOJISIET HAUMHAIOLIEMY MOJIb30BATENIO cpa3y BKJIIOUUTHCSA B PaboTy U pas-
BHBACT HECTAHAAPTHBIA MOAXO/ K PELICHHIO 3a1ad.
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OCOOEHHOCTb KHUIM'M

Camoyuuresb gBasieTcss YHeOHMKOM, a HE CIPaBOYHMKOM. B 3Tol KHHUre Bbl He
HaiiaeTe nepevrciieH!s MHOTOYMCIICHHBIX (JIAXKKOB M OMKMCaHUE BCEX DIIEMEHTOB
uHTepdeiica 3ds Max. Dta kKHUra — NPaKTHYECKOE PYKOBOJCTBO K padore. Tia-
TeNbHO MOAOOpaHHBIE TEMbl PACKPBITHI B ONTHUMalbHOM 00BEMeE, HEOOXOOUMOM
Ui yBepeHHo# paboTsl B 3ds Max.

OrpoMHOe KOJIMYECTBO KaUeCTBEHHBIX KAPTUHOK B KHHMIe 00eCre4YMBaeT HAWITy4-
ee MOHMMaHUE HOBOrO MaTepuaia yuTaTeseM. B kaxaom ypoke ecTb MHCTPYK-
L[1H, [I0CJIe MEPBOrO MPOUYTEHUSI KOTOPBIX BTOPOH pa3 UX YK€ MOXKHO HE UMTaTh, a
BBITIOJTHATh aJITOPUTM JIEUCTBUH MO MaMsTH, PyKOBOJCTBYACh KapTUHKaMH B IMO-
[IarOBBIX MHCTPYKIUAX. DTO obeclieurBaeT Jiydlliee yCBOEHHEe MaTepralia yuTare-
JieM. MHOXECTBO MPHUMEPOB MO3BOJISIET HAYMHAIOLIEMY TMOJIb30BATENIO TMOHATD,
YTO OOBEKT JIFOOOM CII0KHOCTH MOXKHO CMOJIETTUPOBATh, KOMOMHUPYS pa3HbIE Me-
TOABI U MpUeMbl. B KHHMre yao0HO AJi udTaTelis NpeACcTaBieHbl IPUMEPhI B BHIE
TabJINIl ¢ MHCTPYKIMSIMU W KapTUHKAMU. BeITIOTHEHHe MHCTPYKIIUY 110 11aram fa-
€T YMTATENI0 BO3MOXKHOCTh Ha JIF0OOM 3Tarie UMIPOBU3UPOBATh, MPUIYMAaTh U UC-
MpoOOBaTh HOBBIE WeU. B Hadase KaXkoro ypoka M3Jo)KeHa TeopeThdeckasl WH-
dopMals 1Mo paccMaTpUBaeMOl TeMe€ M KpaTKWe aJIfOPUTMbl HCIOJIb30BaHUS
onuckiBaeMoro merona. Jlajgee B ypoke NpuBEAEH OJUH WK HECKOJIBKO PUMEPOB
C MoApOOHBIM OMKMCAHHUEM KaXKIOro JNeHCTBUS. B KOHIe ypoka uMTaTento npeusio-
JKEHBI yTpaKHeHWs IS CaMOCTOSATENbHON paboThl. B kHHre mMeercs mBeTHas
BKJIaJIKa ¢ IpUMepaMu paboT, KOTOPbIE CMOTYT BBITIOJHUThH YUTATENH IO X0y 3a-
HATHUM C KHUTOM.

Jlaxke ecau y Bac y»ke ecTh CIIPaBOYHMK WM JitoOast apyras jutepatypa no 3ds
Max — 3Ta KHHMra CTaHeT He3aMEHHUMbIM TTOMOLIHUKOM TPHU OCBOCHHH a30B TPEX-
MepHOM rpaduKu U Jy4IIUM JOTMOJTHEHUEM K Bauield OubauoTeke.

O6 aBTOpe

Mujiockas Oabra CepreeBHa, cepTuduiupoBaHHbii crienuanuct Autodesk u
Adobe, nmeer Bbiciiee menaroruueckoe obpasoBanue. Hauana cBoro mpenonasa-
TENbCKYIO AEATeNILHOCTH ele B 1997 rogy M 10 cux Mmop ¢ yCHexoM MnepeaaeT cBoe
MacTepcTBO Ha4YMHAIOUIMM. B Hacrosiee BpemMs aBTOp SBISETCS PyKOBOIUTENEM
nepsoro B CankT-IlerepOypre aBropuzosanHoro Llentpa oOy4yenus Autodesk mo
nporpaMMHoMy npoaykty 3ds Max. B IlenTpe nmpoBoasTcsi aBTOpCKUe KypChl 1O
3D-rpaduke U KOMIBIOTEPHOMY MPOESKTUPOBAHHIO, MOCIIE KOTOPBIX BbIAAETCS Me-



BeedeHue 3

JKayHapoaHbeld ceprudukar Autodesk, a Tarke pa3paboTaH M TIOCTOSSHHO OOHOB-
nsieTcs NOMysApHbIi caliT, noceseHHbIi 3D-rpadrike www.3dmaster.ru.

O6nacTu ucnosnb3oBaHUA NPOrpaMmmMbl

[Iporpamma 3ds Max siByisiercst co6cTBeHHOCThIO KoMnanun Autodesk. C TeueHu-
eM BpeMeHH 3ds Max cTaHOBHUTCS (DYHKIIMOHAIILHO TMOJIHEE, BKIFOYAIOTCS HOBBIC
BO3MOXKHOCTH M COBEpPIICHCTBYIOTCS yxke umeroiuecs (oceHbto 2007 r. BbIILIa
Bepcus 3ds Max 2008).

B Hacrosiiiee Bpems nporpamma 3ds Max OeccriopHO 3aHUMAaeT JUAUPYIOLLYHO
MO3UIMIO CPEH BCEX MPOrpaMM TPEXMEPHOrO MOIEIMPOBAHUS M  IIHPOKO HC-
NOJIb3YETCS B Pa3/IMYHBIX 00JIaCTAX KOMMBbIOTEPHON rpaduku. M3 OCHOBHBIX Ha-
MpaBJIeHWHA MOYKHO BBIICITUTD CJIETYIOLINE:

O BuU3yalIM3aLMIO ApXUTEKTYPHBIX IPOEKTOB U AU3aiiH HHTEPbEPOB;
0 mNOAroTOBKY PEKIIAMHBIX M HAYYHO-TOMYJIIPHBIX MPOoeKToB ams TV,
00 KOMIBIOTEPHYIO aHUMALIUIO;

0 KOMIBIOTEPHBIE UTPBI;

O cneudddekTsl.

Mpodgeccuun, cBA3aHHbIE
C TpexmepHou rpacpmkon

B Hale BpeMsl TpeXMEpPHOM KapTUHKOM y>K€ HUKOro He yIMBMIIb. Jltoau ocsau-
BAIOT a3bl TPEXMEPHOI0 MOJETMPOBAHUS AOCTaTOYHO ObicTpo. Ho BOT kak crathb
HacTosiluM npodeccroHanoM B obnactu 3D-rpaduku? Kakas nmpodeccus sBisier-
cst Hauboslee MHTepecHOl U NpuObLTEHOK? Pelate Bam, BeIOUpaiirte.

3D-modeler — cniennanyct, KOTOPBIM MOXKET CO3JaTh MOJEIb JTIO00M CI0XKHOCTH,
HauMHasi OT MeOelu U apXUTEKTYPHBIX COOpPYKEHWH, 3aKaHUMBas XapaKTePHBIMU
nepcoHakamu. {71 KaXk1oro mpoekTa cHavaja co3JaroTcsi paboure SCKU3bI C BH-
namMu (pacaqoB WM CKETYHM C M300paKeHUSIMHM TIepCOHaXKa, YTBEPKAAIOTCI y 3a-
Ka34MKa, U TOJIBKO MOTOM TI0 3TUM PHUCYHKaM MopelupyeTcs oObeKT. 3amaya Mo-
Jenyiepa — co3gaTh MaKCHUMAJIbHO CXOXYHO C 3CKH30M Mojeib. Bo MHoOrumx
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CTYOMSIX caMU MOJeIJIephbl pa3pabaThiBalOT CKETUH, TO3TOMY YMEHHE PUCOBaTh OT
PYKH sIBJIsieTCSl HEOOXOIMMBIM YCJIOBUEM IPH MpUeMe Ha paboTy.

Yacto MoxHO BCTpeTuThes ¢ HazBaHueM hi\low poly modeling. Oto onna w3
cnequduk padoTsl Mofessiepa. Hanpumep, AJis KOMIBIOTEPHBIX UIP HEOOXOIH-
MBI MOZETH ¢ MHHHUMAIbHO BO3MOXKHBIM KOJMYECTBOM TOJIMTOHOB. [loaTomy
NEePCOHaX CO3JaeTcss ¢ OCHOBHBIMH dJIeMEHTaMHM (PYKH, HOTH, TYJIOBHILIE U rOJIO-
Ba), a leTanu3anys 100aBIseTcs ¢ MOMOIIBIO TeKCTYp, MPOIle roBOps, MPUPUCO-
BbIBaeTca. A BOT [Uisl aHMMalUMOHHBIX 3D-(huiabMoB HeoOXoauma AeTanu3upo-
BaHHas MOJeNib, CO BCEMHU HEOOXOOMUMBIMM 3JIEMEHTAMH, TaKUMHU KaK HO3IPH,
BekH, OpoBH, pecHHLBI U T. 1. Takue Monenu HaszbiBatoTes hi poly u MoryT co-
CTOSATh U3 JACCSITKOB MUJJIMOHOB MOJIUTOHOB.

Texcmypuux — XyHnOXKHUK TI0 TEKCTypaM. B r060# TpexMepHO clieHe BaKHel-
YO POJib UCPAIOT MaTepHualibl, T. €. CBOWMCTBa MoBepXHOCTH. M 3TO HE TOJBKO
UBET MOBEPXHOCTH, OJMKH M MPO3PAYHOCTh-HEMPO3PAuYHOCTh. BOJILIIMHCTBO TIO-
BEPXHOCTEH B peajlbHOM MHUpPE UMEIOT TeKCTyphl. [loaTomMy 1i1s cozpaHust peaniu-
CTMYHOTO Marepuana HeoOXo/JuMa KapTUHKA C TEKCTYPHBIM Y30pOM WJIH C pelib-
epHpiM y30poM. Tak BOT 3amaya XyJoKHHWKa IO TEKCTypaM OTH KapTHHKH
co3naBarthb. Yale Bcero TeKCTypbl CO31AI0OTCS ¢ MOMOMIbIO porpammbl Photoshop.
Ho HemocTatoyHO HaprcoBaTh TEKCTYphI, HEOOXOIMMO MX elle TTPABUIBHO CIIpoe-
IUpoBaTh Ha 00beKT. [T03TOMYy XyHOKHUK OTKPHIBAET MPOrpamMMy TPEXMEPHOTO
MojeupoBaHusl, HarpuMep 3ds Max, U ¢ MOMOIIBIO CHEeUaTbHBIX MOAU(PUKATO-
poB "HaTsATHBaeT" TEKCTYpy Ha Monenb. s aToro npouecca HE0OXO0AMMBI CTeLU-
albHbIe HABBIKM U OMBIT, MOTOMY YTO CHAEJATh 3TO HE TaK MPOCTO, KaK MOXKET IO-
Ka3aTbCsl C NIEPBOTrO B3MVIAA.

Buzyanuzamop — crnieunanuct No KauecTBEHHbIM (OTOpeaIMCTUUHBIM M300paxe-
HUSIM. 3a4acTylO B apXUTEKTYPHBIX CTYIUSAX U IM3aliHepCKUX QUpMax apXHUTEKTO-
pbl ¥ AW3aifHepbl HHTEPLEPOB 3HAKOMBI C MPOrPpaMMOi TPEXMEPHOI0 MOAEIMPOBa-
Hus 3ds Max. Ho naneko He Bce B COCTOSHUM C/€/IaTh KaueCTBEHHYO, M0-HACTO-
AeMy KpacuByIO (OTOpeaTMCTHUHYIO KAPTUHKY C HHTEPbEPOM HITH SKCTEPbEPOM,
KOTOpasi Tak HeoOXoauMa Mpu padoTe ¢ 3aKa3uMKaMM WM AJIs y4acTus B TEHAEpe.
IlompocTy y apXUTEeKTOPOB M AM3aWHEPOB HE XBaTaeT HU BPEMEHHU, HU AOMOJHU-
TeNbHBIX 3HAHWM, HEOOXOAMMBIX AJSl MPUAAHUS KapTMHKE BBICOKOTO KadecTBa W
nocka. [TosTomy 4acTo cxema paboThl BU3yalM3aTopa M apXWUTEKTYPHOW CTyAHMH
CTPOUTCS CIIEAYIOIIMM 00Pa3oM: apXUTEKTOPHI Ae1al0T HAOPOCKU U 3CKU3BI OT py-
KM, BBIUEPUYMBAIOT TOUYHBIE TUIAHBI CTeH, HarpuMep B nporpamme AutoCAD, uHo-
raa Jake co3JaroT YepHOBBIE TpexMmepHble cueHbl B 3ds Max. [lotom 3a ngeno Ge-
peTcs BHU3yaJu3aTop, KOTOPbIH M AOBOAMT CLEHY 10 KOHLA, CTaBUT CBET,
Ha3HayaeT MaTepuallbl U PEHIEPUT UTOrOBble KApTUHKU. DTa paboTa njis Jroaet,
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3HAIOIIMX JOMOJHUTETbHBIE BO3MOXKHOCTH TMAaKETOB TPeXMepHOH rpaduku v pas-
JIMYHBIX MPUJIOKEHUI (TJIariHOB) K 3TUM nporpammam. [Ipuyem HacTosuux npo-
(heccroHaIOB B 3TOM 00JacTH Masio, MO3TOMY pabOThl MHOTO, U OIICHUBAETCS OHA
JOCTATOYHO BBICOKO.

Anumamop — 4enoBeK, yMEIOUIMHA OKUBJIATh TPEXMEPHbIE CLEHbI U CMOJEJINPO-
BaHHBIX MepcoHaxel. BooOlie aHnmanus — 3To IBH)KEHHWE, a ABMXKEHHE — 3TO
sku3Hb! Ilpodeccuss 3ameuatenbHas M OuYeHb HMHTEpecHas. AHUMATOp NOJKEH
3HaThb OCOOEHHOCTH JBW)KEHHH JIIOJCH W KUBOTHBIX AJIs1 TOTO, YTOOBI BAOXHYTH B
Mozenu xu3Hb. Ho camo mo cebe 310 3HaHMe sIBAsSieTCS HEAOCTaTOYHbIM, AJIs pea-
JUCTUYHOCTH HEOOXOIMMO MPUIATh CYLIECTBY MHAUBHAYyalbHble yepThl. KoHeuHo
ke, MPUBETCTBYETCS YMEHHUE aHUMATOpa PUCOBaTh OT PyKU. UTOOKI cloXkeT aHuMa-
LMK OblJT MHTEPECHBIM M HACBILIEHHBIM, MPEXKIE YeM CaluTbCs 3a KOMIbIOTEp, He-
00X0/IMMO HApPHCOBATh CIOXKETHbIEC MaHesu. [l 3TOro ocHOBHOE JielcTBHE pa3du-
BaeTCs Ha TJIaBHBIE CLIEHBI, MPOAYMBIBAeTCA IMOCIEIOBATEIBHOCTh AECHCTBUH W
Nepexopl MeXAY CLEeHaMH. 3aTeM PHUCYIOTCSl 3CKHU3bl KaKIOW CLUEHBI WM JecT-
BHA. Pexxnccep mpoekTa aHATM3HPYET BCE ICKHU3BI, CMOTPHUT, MPABUIIBHO JIM pac-
KPBIT CIOXKET, BCE JIM CLIEHBI JIOCTATOYHO BbIPAa3UTENbHbI, HET JIU JIMIIHUX CLEH.
Ilocne yTBepkAEHHS CIOXKETHOM MaHeNW MHUINETCS CUEHAapWil, KOTOpBIA cocpeno-
TOYEH Ha OMpejAeSieHUM KIIoYeld aHMMallMM, Ha CBA3KaX MeXAy KJIo4YaMH U Ha
3BYKOBbIX 3(dexTax. M Tonbko mociie 3Toro aHuMaTop caauTcs 3a KOMITBIOTEp U
OXKHUBJISET MPOEKT. [ ycnemHoi paboThl HEOOXOJUMBI HE TOJIBKO YMEHHUS U Ha-
BbIKM paboThl B MporpaMme TPEXMEPHOI0 MOAEIMPOBAHUs, HO U 3HAHUE TEOPHH.
AHUMaTOpY OYEHb Ba)XKHO MOHHMMAaThb W yYMeTb MPUMEHSATb NMPUHLMIBI CO3/1aHHUs
aHUMallM{, TaKHWe Kak YIpeKIEHHWe, MOCTaHOBKAa, COBMEILIEHHOE AeWCTBHE, Mpe-
YBEJIMYEHHOE IBH)KEHUE, BTOPOCTENEHHOE JeiCTBHE U T. 1.

Juzaiinep ypoeneii — B MHUpe KOMITBIOTEPHBIX MIP €CTh CHELMAIUCTBI, KOTOPbIE
TUTaHUPYIOT U CO3AAIOT WIPOBbIe YPOBHHU. Jn3aliHep ypoBHeH AOKEeH NpuaymaTh
"KOpUAOPKI", TIO KOTOPLIM OYyJeT OeraTh HIPOK, CMOJICIUPOBATh OCHOBHbIC JIETAITH
MHTEpbepa U CO3J1aTh TEKCTYPbI AJISl KaXKA0ro ypoBHs. HYacTo ObIBaeT, 4To A cO3-
JaHUS TEKCTYP TOTO MJIM MHOTO YPOBHS AW3aiiHEep Bbl€3XKaeT Ha MECTHOCTb, JeJ1aeT
¢dororpadun HEOOXOIUMBIX OOBEKTOB, a MOTOM BO3BpallaeTcs B CTYIUIO U B MPO-
rpamme Photoshop "kieut" ¥ 1OBOAMT 10 KOHLIA 3TH TEKCTYpPbI, CIEIaHHbIC M3
peanbHbIX oTorpaduii. B mpouecce co3nanus TekeTyp A Urp €cTh CBOM IMPaBU-
Jla, HaMpUMep, pa3Mep TeKCTYphl TOJKEeH ObITh KpaTeH CTENeHH IBOWKH. ['eomeT-
pus A0JKHA ObITb MOHOJIMTHOM M COCTOATH M3 PaBHBIX CErMEHTOB, €CTb U eLle
MHOT'O APYTHX TOHKOCTEM.

3D-Artist — 3TO cnielManuCcT-yHHUBEpcal, KOTOpbId obsiagaeT BCeMH BbILIEIepe-
YUCIICHHBIMU YMEHUSMH.



6 BeedeHue

Hrak, BoT npodeccuu, koTopble ceiiuac BOCTpeOOBaHbI M XOPOLIO OIIaYHBACMBbI.
Ecnu BBl pewunnu Bcepbe3 3aHsATbes 3D-rpadukoi, To y Bac ecTh BbIOOp, KakKylo
CrieLMalIM3aluio Mpeanovects. Jlyyine Bcero HayaTe ¢ MOAEIMPOBAHUS, HOTOMY
4TO 3TO Ga30BbIe 3HAHMS, KOTOPblE HEOOXOAUMBI B JIIOOOH W3 LIECTH MepevncieH-
HBIX Mpodeccrii. ITa KHATA TTIOMOXKET BaM 3aJI0KUTh (pyHITaMeHT 3HaHUH, Oe3 KO-
TOpPOro He 00OWTUCH HU B OJHOM Mpodeccuu. A mociie u3yUdeHus: 3TOro MaTepuana
Y BBINIOJIHEHUSI BCEX YNPAXXHEHUH BBl CMOXKETE YIITyOUTHCS B BBIOpAaHHYIO 00J1acThb
W coBepLIeHCTBOBaThCs. [IporpaMMel TpeXMepHOro MOIENHWPOBaHMS HACTOJBKO
riTyOOKM W MHTEPECHBI, YTO BCErAa €CTh YeMy HAY4YHMThCS U K YeMy CTPEeMHThCS.
YcnexoB BaM B HOBbIX HAYMHAHUSX !

ATanbl paboThl
B NporpaMmme TpexmMepHoro moaesriupoBaHusi

B pesynbrare paGoThl mporpaMMbl CO3[AIOTCS CLEHBI, COCTOSLINE U3 OMpe/eseH-
HOTro Habopa reoMeTpuyecKUX 0OBEKTOB, KOTOPBIE SIBJISIOTCS TPEXMEPHBIMH, T. €.
OIMMHCHIBAIOTCS TPeMs KOOpAWHATaMH. YTPOIIEHHO 3TH KOOPAWHATHI MOYKHO Ha-
3BaTh AJMHOM, LIMPUHOM W BeIcOTOM. JItobas cueHa (GopMupyercs ¢ UCHojb30Ba-
HUEM CTaHAAPTHOIO alropuTMa.

KoHeuHBIM pe3ysibTaToM, 3aBepLIAlOMUM padoTy Hal CTaTHYECKOH TpeXMepHOH
CLICHOM, sBnsieTcs "kapTuHKa"' — rpadudeckuii daiin uzobpaxkenus. Junamuue-
CKas ClLieHa JlaeT Ha BbIXxojae Habop "KapTHHOK", WM aHUMAIMOHHYIO MOCIIe0Ba-
TeNbHOCTD, T€ KaXIbIi Kap OTpa)kaeT U3MEHEHHs, MPOUCXOAMBLINE C 00BbEeKTa-
MH clieHbl. Pe3ynbTaThl BH3yanW3allMd MOTYT ObITh MEpeHeceHbl Ha Oymary,
IJICHKY, TKaHb, BUAe0, CD-IUCKU U T. 1.

[Tpu cozmanuu TpexMepHOU rpad)uKi MOXKHO BBIICTIUTH YEThIPe OCHOBHBIX 3Tamna
paboTtbl. KpaTtko oHr nepeuriciieHsl Ha cxeme (puc. B1).

1 aTan:
MoaenupoBaHue (co3gaHue reomMeTpun)

OnvH U3 OCHOBHBIX ATanoB padoThl, XapaKTepU3YyIOILHUiics TpeOoBaHHEM HATHYHS
3HAYUTEIbHBIX HABBIKOB U 3HAHUKW OCHOBHBIX KOMAaHJ U WHCTPYMEHTOB Cpeibl
max. [Ipruem peabHO yUUTHIBAETCS UMEHHO T€OMETPHs TeJ, a He UX (PU3NUECcKUe
CBOMCTBA WU B3aUMOAECUCTBUSA — 3TH MOHATUSA JIUIIb UMUTHPYHOTCS.
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2 3Tan:
Ha3HayeHue matepuanoB

PeanbHOCTh MonyvyaeMoil "KapTHHKK" B 3HAUYMUTENbHON CTENEHW 3aBHCHUT OT HC-
N0JIb3yeMbIX MaTepUanoB U MPUMEHEHHbIX B HUX TEKCTYpPHBIX KapT — H300paske-
HU, IMUTHPYIOLIMX (QaKTypy AepeBa, KaMHs, BOOHOW MOBEPXHOCTH U T. . MHO-
FOYMCIIEHHBbIE TMapaMeTpbl peJakTopa MarepuajoB [alOT HEOrpPaHUUYCHHbIE
BO3MOXXHOCTH B OTJIAZIKE WM HAcTpolke (pOTOpeanucCTUUHOCTH CLEHbI, MpUOIMKe-
HUIO ee N300pakeHNH K HaTypaJlbHOCTH peaibHOTO MUpA.

Otanbl co3paHus 3D-rpadukm

4 N
1. MogenvpoBsaHve
(cospaHue reomeTpun)

- /

&

2. HasHaueHune matepuanos

3. YcTaHoBKa kamep
N UCTOYHUKOB CBETA

&

4. Bndyanusauus

Puc. B1. Otanbl cosganus 3D-rpadhmku

3 3Tan:
MCTOYHUKU CBETa U KaMepbl

OTOT 3Tan 3aKkjirovaeTcsi B HacTpOiKe M OTJaJKe BU3yaJIbHBIX XapaKTepUCTHK
CUeHbl. SIpKOCTP U TOH OCHOBHOTO WM BCIIOMOTraTEeJIbHOIO OCBELICHMS, Halu4ue
pedIieKCHBIX UCTOYHHUKOB CBETa, INTyOWHA W pe3KOCTh TeHEH W MHOTHE JIpyrue
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napamMeTpbl 3a1al0TCs MPU MOMOIIM CHELMATBHBIX CIY>KeOHbIX 00BEKTOB — HC-
TOYHHUKOB cBeTa. CbEMOYHBIE KaMephbl ynpaBjadiOT KPYIMHOCTBIO KajJpa, NepCreK-
THUBOMH, YIJIOM 3peHusi U noBopota. Kpome Toro, BeicoTa TOUKH PacroiOXKEHUs
HabmogaTens peryivMpyeT Tak HasbiBaeMblid "3¢dekT npucyteTBus" — BUA C
BBICOTHI "MTHYBEro MoJieTa" WM YeJOBEYECKOro pocTa — cpa3y 3ajaer "Ha-
CTpOeHHE" 3puTento.

4 3T1an:
BU3yanusauums

@UHABHBIM 3Tal, 3aKJI0YaloUMiCS B HACTPOWMKE MapamMeTPOB, PEryJHUPYHOLIHUX
Ka4yecTBO MOy4aeMoi "KapTUHKHK'", popMaT ¥ TUIM TreHepUpPYEeMbIX KaJIpoB, 100aB-
JieHWe crienuanbHbIX 3¢ dekToB (cusHHe, oTpakeHHWe W OJMKW B JIMH3aX Kamep,
OTOHb, Pa3MBITHE PE3KOCTH, TyMaH, 0ObeMHbIN cBeT W T. 11.). [Ipouecc obcuera
Ka)XJ0ro Kajpa HanpsiMyr 3aBUCHUT OT CJIOKHOCTH CLEHbI, UCTOJIb3YEMbIX MaTe-
pyasioB U, 6€3yCIIOBHO, OT KOMITBIOTEPA, HA KOTOPOM MPOUCXO/IUT 0OCHUET.
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OcHoBbI paboTtbl B 3ds Max

1.1. UHTepdenc nporpammol

3ds Max o0namaeT 1OCTaTOYHO CIOKHBIM MHTep(eHCcOoM, KOTOPBIH CHavalla Jaxe
MyraeT HOBOMUCIICUEHHBIX TMoJib3oBaTesiel. OOmumi BUI OKHA MpOrpamMMbl Ipei-
cTaBjeH Ha puc. 1.1. BHUMaTeabHO MpPOUYMTANTE Ha3BAHUS OCHOBHBIX 3JIEMEHTOB
uHTepdelica U 3alIOMHUTE CJIOBOCOYETAHMS, YKa3aHHbIC B BBIHOCKAX, MMOTOMY YTO
OHHM OYIyT MCTIONB30BaThCS B KHUTE. PaccMoTpiM moapoOHee Bce S1IeMEHTHI.

FnaBHOE MeHIo

Kak u B moOom npusioskeHru 1o onepanuoHHyto cuctemy Windows, B 3ds Max
ecThb cTpoka MeHto (puc. 1.1, BeiHocKa 1). B cTpoke MeHro pacrnoyioxkeHbl Ha3BaHUS
OCHOBHBIX TPYNm KOMaHA. B KakIoM MeHIO coiepskaTcs COOTBETCTBYFOILIHME
KOMaH/Ibl, KpaTKO OXapaKTepU30BaHHbBIE B CITUCKE:

m

menio File (Daiin) KOMaHABl 3TOTO MEHIO MO3BOJISIIOT OTKPBIBATh, COXPAHSTh,
MMIOPTUPOBATh U SKCIIOPTUPOBATh (haifsibl TPEXMEPHBIX CLEH, pelaKTUPOBATh
CBOWCTBa TakuX (aiyoB, MpoCMaTPUBAaTh CBOAHYIO WHPOPMALMIO O 3arpy-
JKEHHOM TpeXMEpPHOM ClIeHe, a TaKkKe MPOoCMaTpuBaTh (haiiibl H300paKeHUH U
aHUMaLUi pa3TuYHbIX POPMATOB;

menio Edit (Ilpaska) oGecrieunBaeT 10CTYN K KOMaHIaM OTMEHbI U TIOBTOPEHUS
oriepaLyii, BbIIETICHHs, KOMMPOBAHMUS, yIaleHUss U HACTPOWKH CBOMCTB OOBEK-
TOB, a TAKXKe PErUCTPALK M BOCCTAHOBIICHUS TEKYIIETO COCTOSHHUS CLIEH;

menio Tools (Mucmpymenmol) O3BOJSIET MPUMEHATh K 00bEKTaM pa3ivyHbIe
npeoOpa3oBaHus, 00ecreYMBaeT BbI30B OKOH IJIABAIOLLMX MaHesel, AUanoro-
Boro okHa Light Lister (Crnincok ocBeTurteneil), a Takke COAEPIKUT psll KO-
MaH]l aKTUBHU3aLIMH TOJIE3HBIX CEPBUCHBIX MOANPOrpamMm (YTHIIUT);
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Puc. 1.1. O6wuin BUA, OKHA nporpammel

O wmenio Group (Ipynna) no3BojsieT cO3AaBaTh, PEAAKTUPOBATb M Pa3pyLIaTh
OpraHu30BaHHbIE COBOKYITHOCTH OOBEKTOB;

O wmentwo Views (Buovi) NO3BOJNSET YNPAaBIATh BCEMHM acleKTaMU OTOOpa)keHUs
00BEKTOB, BKJIFOYAs [MOKA3, aKTUBHU3ALIMIO U BBIPABHUBAHWE BCIIOMOTATENbHbIX
KOOPJMHATHBIX CETOK, a TakKe o0ecrieunBaeT OTMEHY U MOBTOPEHHE KOMaH]]
yHpaBJIeHUs] 0OTOOpakeHHEM CIIEHbI B OKHAX MPOCKIIHIA;

O wmenio Create (Coz0ams) npeaocTaBisieT AOCTYN K MHCTPYMEHTaM CO3JaHMsI
MHOXKecTBa 00bekToB 3ds Max, BK/IIouYas CTaHAApTHbIE U YJIyYIIEHHbIE MpH-
MUTHBBI, ceTkd KyckoB besbe, NURBS-00bekThI, (hOpMBI, HCTOUHUKH CBETA,
KaMephbl, CUCTEMBbI YacTHL, apXUTEKTypHbIE, BCIIOMOraTe/bHble, COCTaBHbIE U
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IUHAMHUYecKue 0OBeKThl, 00beMHbIe AeopMalii U cucTteMbl 00bekToB. Ko-
MaHJIbl 3TOTO MEHIO SIBJISIIOTCS aHajioramMu OOJIbLIEH 4YacTH WHCTPYMEHTOB,
nMetommxcs Ha Bkiagke Create (Co3gaTh) KOMaHIHOW TTAaHEH;

O wmenio Modifiers (Moouguxamopsl) CONEpKAT KOMaHAbl aKTHBH3AIMH CIIe-
UUaJIbHBIX MHCTpyMeHTOB 3ds Max — moaudukaTtopoB, npeaHazHaueHHbIX
IUI BBIOGJCHUS COCTAaBHBIX YacTed ceTyaThiX O0OJIOYEK, peAaKTUPOBaHMS
(opMbI OOBEKTOB PA3TUUHBIX THUIIOB, YIIPaBIEHHS MPOLECCOM MPOSUUPOBAHUS
TEKCTYp MaTepHasloB Ha MOBEPXHOCTh OOBEKTOB, CKEJIETHOM NeopMaLiu ceT-
4aThIX 000JI04eK M PEeUIeHUs] MHOTHX APYrux 3afad. KoMaHabl JaHHOTO MEHIO
MOJTHOCTHIO AyONUPYIOT MHCTPYMEHTHI, nMeromurecs: Ha Bkiagake Modify (U3z-
MEHUTh) KOMaHAHOU MaHeu;

O menio reactor (Peakmop) CONEPKUT KOMaH/Ibl CO3AaHNUs U HACTPOMKHU BCTIOMO-
raresibHbIX OOBEKTOB, C MOMOLLBIO KOTOPBIX MOAEIUPYIOTCS pealibHble (U3H-
YyecKHe CBOMCTBAa TPEXMEPHBIX TeJ, pacCMaTPUBAEMbIX KaK jKECTKHE, MATKHE,
ynpyrue uiu nedopmupyemblie, HaroaoOue TkaHel wiu BepeBok. Kpome Toro,
C MOMOUIBbIO KOMaHJ 3TOT0 MEHIO MOYKHO HacTpauBaTh (PU3UUECKHE CBOMCTBA
00BEKTOB, COCTABJSIOIIMX FEOMETPUUECKYIO MOAEb TPEXMEPHON CLIEHBI, Ta-
KM€ Kak Macca, yInpyrocTb WIM CHJIa TPEHHS, pacCUMThIBaTh aHUMALIMIO B3au-
MOJEHCTBUS MOAOOHBIX OOBEKTOB € YUETOM Pa3IMUHBIX CHJI Harolo0ue TsxKe-
CTH, BETpa UM UHEPLIUH;

O wmenio Animation (Anumayus) MO3BOJSIET BHIOMPATh aJTOPUTMBI YITpaBJICHHUS
aHMMalWel creuraibHbIX OOBEKTOB-KOCTEH MM APYrHX OOBEKTOB, CBs3aH-
HBIX B MepapXuyeckue LEMOYKH THIA, Ha3HAa4aTb aHUMUPYEMbIM OOBbeKTam
KOHTPOJUIEPbl M OTPAaHWYMTEIH, TO3BOJISIONINE YNPABIATh UX aHUMaluel, a
TaKXe alrOpUTMHUYECKH CBS3BIBATH MEXKIY cOOOM Jt00ObIe apamMeTphl JHOObIX
00bekToB 3ds Max;

O wmento Graph Editors (I pagpuueckue peoakmopsi) cONep>KAT KOMaHIbI YIIPaB-
JieHus. IByMs pa3sHOBUAHOCTAMU auanorororo okHa Track View (Ilpocmotp
TPEKOB), TPEIHA3HAYEHHOTO JJIsi HACTPOWKHM MapaMeTpOB aHUMAIMHU OOBeK-
ToB, — Curve Editor (Penaktop xpussix) u Dope Sheet ([Iuarpamma kito-
yeit), KoMaHbl yrpaBieHus auaioroBbiM okHoM Schematic View (IIpocmotp
CTPYKTYpBI), KOTOPOE CIYXKHUT AJIsl MPOCMOTpa UePapXUUECKUX CBS3ei OTIelNb-
HBIX OOBEKTOB CILIEHBI MEXTy COOOM, a Tak:ke KOMaHy BbI30Ba okHa Particle
View (IIpocmoTp wacTul), mO3BOJISIIOLIET0 HAacTpauBaTh MOBEIEHHUE HOBOIO
THTAa 00BEKTOB — MOTOKOB YacTHil (particle flows);

O menio Rendering (Buzyanuzayus) ipenocTaBiseT JOCTYN K KOMaHIaM BH3Yallu-
3allMM CLEH, CO3J]aHHs M MPOCMOTpa 3CKHU30B U TOTOBBIX aHUMALWi, MO3BOJISET
BBI3bIBATh JuaioroBoe okHo Video Post (BumeomoHTak) W BBIMOJHATH Ha-
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CTpOWKY MapaMeTpoB UMUTAIMK ONTUYECKUX APPeKToB, d3PPEKTOB OKpYyKaro-
1Ieit cpeabl U aJrOPUTMOB pacdeTa I100anbHON OCBELIEHHOCTH, a Takke obec-
nevyrBaeT J0cTyn K AuanoroBbiM okHam Material Editor (Pegaktop marepua-
noB) u Material/ Map Browser (IIpocmoTp MaTepuanoB u KapT TEKCTYp);

O wmenio Customize (Hacmpoiika) cogep UT KOMaHJbl HaCTPOHKH, COXPaHEHHUs
M 3arpy3ku onucaHuii untepdeiica 3ds Max, HacTpoiiku 0a30BbIX MapaMeTpoB
nporpammsl, €AMHUALL U3MEPEHUsI, KOOPIAMHATHON CETKH M MPUBA30K, a TaKxkKe
KOMaH/1bl KOH(UTYpUPOBaHHWS OKOH MPOEKLMH U MyTel K nankam c¢ ¢aitnamu;

O wmenio MAXScript (A3vik npoepammupoganisy) CONEPHKUT KOMaHAbL, MpeaHa-
3Ha4YeHHbIE AJIsl CO3/aHMs, OTIaJKW M MCIOJHEHHsl cLeHapueB (scripts) —
MporpamMM, COCTaBJIsIEeMbIX Ha BcTpoeHHOM B 3ds Max s3eike MAXScript u
MpeAHa3HaYeHHbIX AJs1 aBTOMAaTHU3alUK onepalyii KOHCTPYHUpPOBaHUS, aHUMa-
U1 YU BU3yalIM3aLUMU TPEXMEPHBIX CLEH, a TaKkKe CleUUaJbHONH pa3HOBUAHO-
CTH TAKUX CLIEHapHeB — MaKpOCOB (macro scripts), KOTOpbIEe CIy»KaT AJs ONU-
CaHMs BHELUHEro BHAa M (PyHKLMOHAJIbHBIX BO3MOYKHOCTEH KHOMOK MaHenen
WHCTpyMeHTOB 3ds Max;

O wmenw Help (Cnpasxa) mpenoctapiseT JOCTYN K CHpPaBOYHOM cucteme 3ds
Max u yuebuuky (Autodesk®” 3ds Max® 9 Tutorials), oGecreurnBaer BO3MOK-
HOCTb OOHOBJIEHUS ClIpaBOYHOM MHpOpManuu 1o cetd MHTepHeT, a Takxke co-
JepKUT MHPOPMALHIO O TEKYLLEeH BepcUr MPOrpamMMmBl.

MaHenb MHCTPYMEHTOB

Bcero B 3ds Max peanu3oBaHo neBsTh naHened mHcTpyMeHToB: Main Toolbar
(I'maBHast maHenb), reactor (Peaktop), Axis Constraints (OrpanuueHus oceil),
Layers (Cnown), Snaps (IlpuBszkn), Extras ([lononnenus), Brush Presets (Ha-
cTpoiiku kuctr), Render Shortcuts (BapuanTsl HacTpoek peHiepuHra) U Anima-
tion Layers (Cnou annmanmm). C 1e7Tb10 5KOHOMHUH MecTa Ha dKpaHe TpH MepBo-
HavyallbHOW 3arpy3ke oToOpaxaercs Toilbko onHa u3 HUX — Main Toolbar
(I'maHast manens) (puc. 1.1, BeiHOCKA 2). UTOOBI OCTATh CKPBITHIE TIAHEIH, HY>KHO
LIEeJIKHYTh OpaBod kHomkoil meitid no Main Toolbar u B oTkpbIBLIEMCS cIMCKE
BbIOpaTh Ha3BaHUE HYXKHOM MaHelu.

PaboTta ¢ naHensamu

[Nanenn moxxHO MepemMeniath mo padoueit obmactu 3ds Max. J{nst aToro HaBenuTe
MapKep MBIIIA Ha Cepyl0 BepTUKAJIbHYIO TMOJIOCY B Hauase MaHeld W, YAepKuBas
Ha)KaTOH JIEBYIO KHOTIKY MBIIIH, ITO/IBUTANTE MaHeNb.
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Yr1o6bl yBUIAETh CIIMCOK BCEX MMEIOLIMXCS MaHeseH, LEeJKHUTE MPaBod KHOIKOM
MBILIM IO TYCTOMY MECTY JitoOOl maHenu. B oTkpbIBIIEMCsS CHHMCKE rajJoyKamu
OTMEYEHBI T€ MMAHEIIN, KOTOPbIE BUAHBI HA SKpaHE.

Jl1s Toro 4TOOBI COXPAHUTL HACTPOCHHBINM MHTEepdelic, BHIOEpUTE B IITABHOM MEHIO
komaHy Customize | Save Custom Ul Scheme u BBequTe HazBaHWe JUIs BAIETO
uHTepgeiica, Harpumep, My.ui.

Jns 3arpy3kd HykHoro uHrepgeiica BblOepuTe B TJIaBHOM MEHIO KOMaHIy
Customize | Load Custom UI Scheme. B oTkpbiBLIEMCS 1UANOrOBOM OKHE OyIyT
NpeSIoKeHBI pa3Hble (aiiibl ¢ HacTpolikaMu A uHTepdeiica. Hampumep, ame-
dark.ui (TemHbIit), ame-light.ui (cepsiii ¢ yepHbiMu kHOTIKamu), ModularToolbarsULui
(c cocraBHbIMU TaHensiMH). UTOOBI BepHYTh MHTepdeic, KOTOpbIi Oblm y mpo-
rpamMMBbl TIPU yCTaHOBKE, BbIOEpUTE B TJIaBHOM MeHI0 komaHay Customize | Load
Custom Ul Scheme u daiin DefaultULui.

KomaHaHble naHenu

B 3ds Max cymecTByeT mecTh KOMaHIHBIX TMaHeNel, Kakaas W3 HUX HMeeT
BKJIAJIKY ¢ u300paxkeHueM (puc. 1.1, BeiHOCKa 3). YBUAETh KOMaH/bI JI000H naHe-
JIM MO>KHO, PaCKpBIB €€ IETYKOM IO COOTBETCTBYIOIIECH BKITAIKE:

Create (Co3nath);
Modify (U3menurts);
Hierarchy (Uepapxus);

Motion (/smxenue);

Qaaaaa

Display ([{ucnuneir);
O Utilities (YTuauThr).

VY Ka)K[0i MaHeau €CTb CBUTKH, Pa3/ie/ibl U KHOIKU, PACCMATPUBATh KOTOPbIE MbI
OyzneMm Mo mMepe U3yueHHs 3TOM KHUTH.

OkKHa npoeKkuuu

TpexmepHbie 0OBEKTBI HE MOTYT OBITH OTOOpa)keHbI HA ABYMEPHOM DKpaHe JHucC-
Tuies MHa4Ye Kak B BHUJIE MPOeKUWd Ha TutockocTh (puc. 1.1, BeiHOCKa 5). Kaxmoe
OKHO TMPOEKLMU UMEET PaMKy U HUMsl, pacrojararouieecsi B JIEBOM BEPXHEM YLy
okHa. [To ymonmyanuio Ha skpane 3ds Max pacrionaratoTcst TpU OKHA TIIOCKHX MPO-
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exunii — Top (Bun ceepxy), Front (Bug criepenn) u Left (Bua cnepa), a Taxke
OKHO nepcrnekTuBHoi npoekuyu Perspective (Ilepcriexktusa).

N3 Bcex MpUCYTCTBYIOIMX Ha SKpaHE OKOH MPOEKLHI TOJBKO OJHO SBJISETCA aK-
TUBHBIM, TO €CTb HAXOAUTCA B TOTOBHOCTHU K MPUMEHCHUIO KOMaHd U UHCTPYMEH-
ToB 3ds Max. PamMka akTUBHOro OokHa HM300pakaeTcs XenTbiM 1iBeToM. HeaxTus-
Hble OKHa CJy)KaT TOJBKO IJis1 HaOJMIOAeHUs 3a CUEeHOW. s akTMBHM3aLMM OKHa
HIEJTKHNATE JIEBOH KHOTIKOW MBIIIM B TpejesiaX OKHa Ha JIFo0O0# TouKe, KpoMe ero
UMEHH.

COBET

UTtobbl caenatb OKHO aKTUBHbIM, COXPaHWB TeKyllee BblaereHne obbekTos,
LLLeNKHUTE NpaBo KHOMKOW MbILIKN Ha 1060l ToOYKe OKHa, KpOMe ero MMeHWN.

KOHTeKCTHOe MeHI0 OKHa npoeKuuun

VYV KaXI0ro OKHa MPOEKLMH UMEETCS CMNELHUaJIbHOE MEHIO, NpeJHa3HauYeHHOe AJid
HACTPOMKHU JAaHHOTO OKHa. J[jIsl mojydyeHus Ioctyna K 3TOMY MEHIO HEeOOXOJAMMO
LIEJKHYTh PAaBOM KHOMKOW MBILIH 10 HA3BaHUIO OKHA MNPOEKLIUH.

Bot HekoTopble KOMaHAbl KOHTEKCTHOTO MEHIO BUJIOBOTO OKHA!
Smooth+Highlights — TornpoBaHHBII (packpallleHHBII) PeKUM;
Wireframe — kapkacHbIi (ITPOBOJIOUHBIN) pexKUM;

Other — cnuCOK NpPOYUX PEKUMOB;

Edged Faces — nog4epKHyTbI€ IPaHU MOJUTOHOB;
Transparency — paziuuHble pexXMMbl OTOOPAXKEHHUS MPO3PAYHOCTH;
Show Grid — nokasbIBaTh CETKY B OKHE MPOEKLNH;

Show Background — nokaseiBaTh 3a1HUMN (OH (€C/IH eCTh);
Show Safe Frame — noka3sbiBaTh 6€30MacHYIO 30HY;

Texture Correction — KoppeKLHs TEKCTYp;

Disable View — oTi/It04UTb OOHOBJIEHHE OKHA;

Views — CIUCOK BO3MO>KHBIX BUJIOB;

Undo — oTmeHa nociieiHel onepauyy ¢ OKHOM IPOEKLIUU;

aaoaaoaaoaaoaaoaaoaaoaaoaaoaaaoaaa0n

Configure — BbI30B PacLIMPEHHOTO MEHIO ¢ HACTPOMKaMH.
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YnpaBneHue okKHaMu NPOeKLUM

Hactpoiika okoH mpoekumii BKIItoUaeT B ceOs Kak KOHTEKCTHOE MEHIO OKHa Ipo-
C€KIUH, KOTOPOE€ MOXKHO BbI3BaTb, LICJIKHYB npaBoﬁ KHOTIKOW MBIIIH MO Ha3BaHHIO
OKHa MPOEKLMH, TaK U CHELHUANbHYIO NaHesb C KHOMKAMM, HAXOASILLYIOCA B Ipa-
BOW HW)KHEH 4acTH 3KpaHa.

MaHenb ynpaBneHnusA OKHaMu ﬂpOGKUMVI

OCHOBHBIM HMHCTPYMEHTOM YIpaBJIEHUs SBISETCS ClEeUUaIbHOE MEHIO, pacroJjio-
JKEHHOE B HIDKHEM MpaBOM yIily 9kpana (puc. 1.1, BbiHOCKa 6). [{na Gonee aerans-
HOTO O3HAKOMJIEHMsI C KHOMKaMH 3TOM MaHelu MocMoTpurte Ha puc. 1.2. Bce
KHOITKM 0003HaueHbl dpamMu, a fajiee nepeyrciIeHbl Ha3BaHUs KHOTIOK M MX Ha-
3HauYeHUe.

1. Zoom (MacmTa6) — n3MeHseT MaciTad B OJHOM OKHE.

2. Zoom All (MaciTab BO Bcex OKHaX) — paboTaeT aHAJIOTMYHO MPOCTOM JyTie,
HO BO BCEX OKHaX cpazy.

(5] (6] [7] [&]

Puc. 1.2. MNaHenb ynpaBneHns okHamu Npoekumn

3. Zoom Extents (CieHa 1eIMKoM) — MOJ0UpaeT ONTUMAJIbHBIK MacTad npo-
CMOTpa B BHIOPAaHHOM OKHE, TIPYU KOTOPOM BHJIHA BCS CIICHA.

4. Zoom Extents All (CiuieHa 11eTMKOM BO BCEX MPOEKIHUIX) — MOJAOUPAET ONTH-
MaJbHBIH MaciuTab MPOCcMOTpa BO BCEX OKHAX cpasy.

5. Field of View (Ilone 3penust) — MeHsieT yron o630pa B MepcreKTHUBE, U3MEHSs
pa3Mepsl 00J1acTH CLIEHBI, BUOMMOW B OKHe Mpoekiuu. He moxeT paborats B
IIOCKMX Mpoekuusx. He pekomeHmyercs nucnonb3oBath Bo u3bexanue s gex-
Ta rnapaiakca.

6. Pan (Pyka) — npenHa3HaueHa 11 ciBUra u300pa)keHHsl B MPOEKLUH (CpeHsis
KHOTIKA MBILIIHN).
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7. Arc Rotate (IloBopoT mpoekiyn) — MO3BOJIIET MOBEPHYTh M300pakeHHe B
OKHe ToJ] HY>KHbIM yriioM. He paboTaeT B MI0CKUX MPOEKLMSX.

8. Min/Max Toggle (Pa3BepHyTh MpoeKlMIO Ha BeCh 3KpaH) — TO3BOJISET pas-
BEPTHIBaTh U CBEPTHIBATh AKTUBHOE OKHO MPOEKLIMH.

MbIWwb ¢ KOJiecom

s pabotel B 3ds Max ynoOHO UCHOJIB30BaTh MBIIIb C KOJECOM, MOTOMY 4TO
C HUM MOYKHO OBICTPO BBITIOJHATH OCHOBHBIE OTEPALIMH C OKHAMH MPOEKIIHIA.

3AMNMOMHUTE

BpalueHue koneca — 3T0 U3aMeHeHme mactadba B akTUBHOM OKHE.
HaxkaTue koneca — MHCTPYMeEHT "pyka" (naHopaMmpoBaHue).

HaxaTvne ogHoBpeMeHHO Koneca u knasuwn <Alt> — noBopoT (06neT) Bokpyr
CLieHbl.

1.2. MpuMnTUBLI

Co3paHne NpMMUTUBOB

B 3ds Max cymiecTBytoT 00BeKThI, KOTOpPbIE YK€ CMOJIeIMPOBaHbI, U BaM HEO0XO0-
JUMO UX MPOCTO MOCTPOUTh. OTKPBITh CITUCOK MPUMUTHUBOB MOXKHO Uepe3 INIaBHOE
MeHro Create win uepes BKJIaaky koMaHaHoi naHenu Create (Co3ngaHue), paznen
Geometry (I'eomerpus) (puc. 1.3).

Bce npuMuTHBEL pa3zOuUTHl Ha JIBEe TPYIIIBL, KOTOPbIE MOXKHO BBIOpATh M3 CHEIH-
aJIbHOT'O BBIMAJAIOIEro CcrucKa. B kax ol rpyrine o0beKThl PECTaBJICHbI B BUIC
KHOIOK ¢ Ha3BaHUsIMU. J[anee npuBeaeH nepeyeHb NPUMUTHUBOB [0 Tpynnam.

O Standard Primitives (CtannapTHble NPUMHUTHBBI):

Box — napannenenwuren;

Sphere — cdepa, cOCTOUT U3 HEPAaBHOMEPHBIX CETMEHTOB;
Cylinder — uunuuap;

Torus — TOp, KOJIbLIO;

Teapot — yaillHUK;
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e Cone — KOHYC;

e GeoSphere — cdepa, cocTosias U3 0JIMHAKOBLIX CETMEHTOB;
e Tube — Tpyba;

e Pyramid — nupamuna;

e Plane — mIocKoOCTb.

1. Benagra Create

"

| | @ @ T |
2. Paangen e
Geometry Q I-.f ?’- LR - ﬂ* 3. Buinagaiges
= = CMMCOK C NEpEYHEM
[Slm:’.ald E i J 1#aGopoB obLekToR
[= Object Type |
Agetiad [T
Box |  Cone |
SEOR I o oD I 4, Kronew ana
Cylinder | Tube | ¢ CoanAHWA OBLEKTOR
Torus | Pyramid |
Teapot Plane
|- Mame and Colar |
| N

Puc. 1.3. Co3pgaHve npumMnTMBOB Yepes BKNaaKy komaHgHou naHenu Create

O Extended Primitives (Pacummpennbsie npuMUATHBEI):
e Hedra — MHOrorpaHHuKk;
e Chamfer Box — Gokc co criaXeHHbIMH YIIaMHU;
e Oil Tank — nucrepna;
e Spindle — BonuoOK;

e Gengon — MHOTOrpaHHas Mpu3Ma;
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e Ring Wave — KosbLeBast BOJHa;

e Prism — TpexrpaHHas npusma;

e Torus Knot — y3eun;

e Chamfer Cylinder — umIMHAp CO CrIIaXXEHHBIMU YIJIaMU;
e Capsule — kancyna;

e L-Ext — L-yronbHuk;

e C-Ext — C-yrojibHuK.

Bce npuMUTHUBEI CO37atOTCS MTPUMEPHO OJJUHAKOBBIM CIIOCOOOM: HEOOXOAMMO BbI-
Opath TpeOyemblii MPUMHUTHB U3 CIIMCKA, B JIIOOOM BHOBOM OKHE Ha)KaB U yAep-
>KUBAsl JIEBYIO KHOIKY MbIUIHU, MOTSHYTh MBIIIb B CTOPOHY, 3aT€M OTIYyCTUTh KHOII-
Ky. B HekoTopbIX cilydasx TOTOJHHUTENBHO TMOTpeOyeTcs TakuM ke crocoOom
yKa3aTh BBICOTY, CYXEHHUE, ellleé OAWH paguyc U T. . 3allOMHUTE OJHO MPOCTOE
MPaBUIIO: HE CO3/1aBaTh OOBEKTHI B OKHE MEPCIeKTUBHOTO BUaa. Jlydie Bcero Ha-
YUHATh co3AaBaTh NpuUMUTHBLI B OkHE Top (Bun cepxy).

Pa3nuyHble MPUMUTHBBEI MOTYT UMETh T€ WM MHBIE cBoiicTBa. Hanmpumep, cdepa
MMeeT HACTPOWKY pajuyca, a napajjiesienures] HaCTPOMKH BBICOTHI, IJMHBI U 1K~
punbl. [IpakTHdeckn Bce MPUMHUTHBBI UMEIOT HACTPOWKH CETMEHTOB: YeM Ooblue
CEerMeHTOB, TeM OOJIBLIYIO TIaJKOCTh UMEET MOBEPXHOCTh 00BEKTa, HO TeM O0Jib-
1ie pecypcoB TpedyeTcst OT KOMITbIOTepa Jis 00paboTKH 00beKTa.

OcHOBHbIE TapaMeTpbl MPUMHUTHUBOB!

Radius — panuyc;

Width — mmpuHa;

Lenght — nnuna;

Height — BrIcOoTA;

Segments — cerMeHThI;

Sides — KonMUECTBO CTOPOH, AHAJIOTUYHO CETMEHTaM;
Smooth — crnaxxuBanue pedbep oObeKTa;

Hemisphere — cpezaet chepy cHU3y BBEpX;

o aoaoaaaqaoaa

Crop\Squash — onpezienser, 00pe3arTcs WK YIUTOTHSIOTCS CETMEHTBI MPH
o0peske;

a

Slice On — BKJIIOYAET peKUM BbIpE3a;
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O Slice From\Slice To — onpenenstoT Hayalo U KOHeL Bblpe3a B rpaaycax;
O Base To Pivot — pacnionaraet onopHyt TOUKYy 0O0bEKTa Ha €r0 OCHOBaHHH;

O Generate Mapping Coordinates — co31aeT poeKIHIO TEKCTYPhl Ha O0OBEKTe.

Onepauun ¢ o6 bLekTamu

Jns ynpaBneHus 00beKTaMU BaM MOHAO00STCSd OCHOBHBIE ONEpaLMy, TaKue Kak
BbIJENICHHE, YAalleHue, nepeMelieHre, MoBopoT U MaciutabupoBanue. s 3Tux
orepaLyii peHa3Ha4Y€eHbl CrieLMaIbHbIe KHOMKM Ha MaHEeIM MHCTPYMEHTOB (puc. 1.4).

(2] [3] [4] [5] [8] [7] [¢]

Puc. 1.4. IHCTpyMeHTbI ANSA BblAENEHNS
1 npeobpasoBaHna 06bEKTOB

BbigeneHue o6LeKTOB

Bo3moxHBI cnieytorue crnocoObl BbIICICHHS
O BblFeJieHUE — IIEJTYOK M0 00bekTy HHCTpyMeHToM Select Object (kHonka 2);

O nobapneHue BbIIENIEHUS — IIETYOK 1Mo 00bekTy nHcTpyMeHToM Select Object
npu Haxartoi knasuie <Ctrl>;

O uCK/IIOUEHHE BBIICTICHUS — IIEYOK Mo 00bekTy uHCTpyMeHTOM Select
Object npu HaxkaToii kaBuiie <Alt>;

O BblAeneHUe M0 UMEeHH 00bekTa — HHCTpyMeHT Select by Name (kHomka 3);

O nans BeIAENEHUS HECKOJBLKUX OOBEKTOB MOXKHO PACTAHYTh PaMKy WHCTPYMEH-
ToM Select Object, 3axBaTbiBass HyXHble OOBEKTBI. DTOT METOJl Ha3bIBAETCS
"3axBaT OkHOM". J[ns Hero cyiuecTByeT 2 pexuma, 3a KOTOpble OTBEYaeT
kHonka 5. Ecnu kHomka "BeIkIIOueHa" (kak Ha puc. 1.4), TO mpu 3axBaTe OK-
HOM BBICNSIOTCS Bce OOBEKTHI, BXOISIINE B PaMKy MOJHOCTBIO M Niepecekae-
Mble paMkoil. Eciu "BKITIOUMTE" KHOMNKY 5, TO OHa U3MEHUT CBOM BUA, U TOTa
BBIJEIATHCSA OYAYT TOJBKO Te 00BEKTHI, KOTOPbIE MOJTHOCTBIO BXOJAT B 3aXBAT;
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O s moGaBneHUs BbIAEIEHUS — 3aXBaT OKHOM, yAepxkuBas kinauiny <Ctrl>;

O s WCKIIOYEHHS W3 BBIJACJICHHS — 3aXBaT OKHOM, Y/EP)KHBas KJIaBHIILY
<Alt>;

O BblAelieHHe TepeceKaronIuXcsi OOBEKTOB — IIETUYOK B TOYKE IepeceqeHus
(6ynyT mocnenoBateabHO BHIIEAThCS OOBEKTHI);

O OJOKHMpPOBKA BBIJENIEHNS — HaXKaTh KJIABHINY MpoOesia, TOraa HEBO3MOXKHO
OyIeT CHATHh BBIJENeHHe ¢ OOBeKTa WU BBIIEIUTH Jpyroid o0bekT. YUToObl
CHSATH OJIOKMPOBKY, HA/IO €Ille pa3 HakaTh MPOOeT;

O o6nactb BBIICJICHUA — KHOIIKa 4, MO>XHO MEHATb (i)OpMy PpEeruoHa Ajid 3axBarta.

YpaneHue o6beKkToB

Beienuth 1 HaxkaTh Ha KjlaBuatype kiapuiny <Delete>.

Ecnu Bbl XOTHUTE YAaIUTh BCe OOBEKTHI CLIEHBI, TO BbiOepUTe B Ti1aBHOM MeHio File
koMmaHAay Reset.

NMepemeweHmne o6bEKTOB

HUuctpyment Select&Move (IlepeHoc) pacmonokeH B MaHeId WHCTPYMEHTOB
(xHomKa 6). [Ipu BeIOOpE MHCTPYMEHTa Ha BbIIEIEHHOM OOBEKTE MOSBIISETCS Tpe-
Hora npeoGpazoBanus (ocu X, Y, 7). Ilpu nojaseneHnn Mapkepa MbIIIA K OCH OHA
BBIACIIACTCA KEJITbIM LBETOM, U MEPEMEUICHUE TMMPOUCXOAUT TOJIBKO IO S5TOM OCH.
Ecnu cxBaTuThCs 3a KBaJIpaTHUK, KOTOpblﬁ HaxXoOguTCa MEXAY OCIAMHU, TO BO3MOXKHO
nepemelieHie oobekTa B JII0O0M HanpaeieHuH. Knaguiina <X> — ckpbIBaeT OCH.

NMoBopoT 06bLeKTOB

Huctpyment Select&Rotate (IToBopoT) pacronokeH B MaHenw HWHCTPYMEHTOB
(xHomKa 7). Ilpn BEIOOpE MHCTPYMEHTA Ha BbIACIIEHHOM OOBEKTE MOSBISIOTCS Op-
OMTBI, HY>KHO BbIOpaTh OCh BpalLleHUs.

Jlyduie Bpawath 00BbEKT, yXBaTUBLIMCH MBILIBIO 332 OIHY OCb. AKTHBHAs OCb OyneT
BbIJIeJIEHa XKeNTbIM LBETOM. J{JIsl TOUHOTO MOBOPOTa BHHU3Y OKHA MPOrpaMMbl €CTh
KOOpAMHATHBIE TOJIs U151 YMCIIOBOrO BBOAA (CM. yKazartesb 4 Ha puc. 1.1).
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MacwTtabupoBaHue o6bEKTOB

Huctpyment Select&Scale (Macmitad) pacrnonoxeH B TNaHeTd HHCTPYMEHTOB
(kHomka 8 Ha puc. 1.4) u mpenHa3HauyeH Uisi PABHOMEPHOrO U HEPABHOMEPHOTO
MmacmrabupoBanus. MHCTpyMeHTOM MaciuTaba MoJib3yHTech JIMIIb B TeX CIydasx,
KOrJa HeJOCTYIHBI MapaMeTpbl 00BEKTa UM KOTa 00BEKTHI crpynmnupoBaHsl. Ec-
JIM 7K€ HY>KHO YMEHBLIUTb WM YBEJIIMYUTh OTAEIbHBIA OOBEKT, TO JIyUllle 3TO CAe-
JIaTh Yyepe3 U3MEHEHHeE ero napameTpoB.

N3meHeHMe napaMeTPOB NOCTPOEHHbIX OGHLEKTOB

Jns Toro 4yToOBl M3MEHHUTH TApaMeTPhbl yKe MOCTPOSHHOTO0 OOBEKTa, HY)KHO €ro
BBIJIEJIUTh U NiepekitounThbes Ha Bkiaaaky Modify komananol nanenu (puc. 1.5).

Ha stoit BKJIAAKE BUAHBI MMapaMeTpbl BbIACIIEHHOI'O 00beKkTa. 3HAUEHUS YMCIIOBBIX
roJieii MOKHO MCHATH, TEM CaMbIM, U3MEHAIA pa3MEPbI oOBeKTa.

@B @ @ T]
IE':':':EI-I |M0diFy| r
IMu:u:Iifier List |

Box

=N e =

= Parameters |

Length:|?’5,289 ﬂ
width [BTT ]
Height[E8.723 2|

Length Segs:|1 J
Width Segs:|1 J
Height Seg$:|1 J

v Generate Mapping Coords.

4F (4
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Puc. 1.5. 1ameHeHne napameTpoB co34aHHOro obbekTa
npoussoanTcsa Ha Bknagke Modify
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