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BBeaneHue

3ds Max — rpaduueckas cuctema, TpeOyromas Ajisi CBOEro OCBOSHUs HeMabIX ycunuii. O
HaKO 3aTpaThl HAa ee N3ydeHHe MHOTOKPATHO OKYMAlOTCS TeMH HEMCUMCIMMBIMU BO3MOXKHO-
CTAMH, KOTOpbIe OHa Tpe/uiaraeT. [Ipexxae Bcero, 3To mpodeccroHanbHas mporpaMma Tpex-
MEpHOr0 MOJIeIUPOBaHuUs, Bu3yanu3sauuu u anumaruu. OcsouB 3ds Max, Bbl CMOXKeTe co3/a-
BaTh MHOTHE TIPAKTHUYECKH BOCTPEOOBAHHBIE TPHIIOKEHUS.

Llenb naHHON KHUIM — O3HAaKOMJIEHHE Bcex JitoOuTenel TpexMepHoi rpaguku ¢ OCHOBaMU
BBIMOJIHEHUS PA3MUYHBIX OMNepaluii MOAEIMPOBaHUS, HAJIOXKEHUS! TEKCTYpP, aHUMAaLUH, BbIOO-
pa UCTOYHUKOB CBETA, BU3yaIN3aL|HY, IEPCOHAKHON aHMMaLWH, T. €. C TEMU 3a1a4aMU, KOTO-
pble paccMaTpHUBAIOTCS B Kypce KOMIMBIOTEPHON rpaduKy MpU MOATOTOBKE CTYISHTOB CHeLH-
anpHocTH "Jln3aiin". KHura ocHoBaHa Ha MHOTOJIETHEM ONbITe paboThl co CTyneHTamu. Bech
npoLecc 00y4eHHs: CTPOUTCS, IMaBHBIM 00pa3oM, Ha YNpaXKHEHUSAX, U 3TO SBJIsIETCS INIaBHON
OTJINUUTENBHOM OCOOEHHOCTBIO KaK JAHHOW KHWIH, TaKk M HCIOJIb3YyeMOro aBTOpOM MeToAa
o0yueHus. Kak mpaBuio, mpu U3y4eHUM MaTepuaja yuTaTessiM He MpUAeTcs oOpallaTtbest K
crpaBO4YHUKaM. JInIIb HECKOJIBKO Pa3JesioB KHUIM LEIMKOM MOCBALIEHO PACCMOTPEHUIO TeX
VI MHBIX 0COOEHHOCTEH 1 METOJJ0B TPEXMEPHOT0 MOJENTMPOBaHMs, aHUMaLluK U BU3yau3a-
UM 00BbEKTOB. B OONBIIMHCTBE ClydyaeB 3TO AelaeTcs B COOTBETCTBYIOLUUX YNpPa’KHEHUSX.
HckntoueHne — nepBasi IIaBa, TIE COCPENOTOYEHBI OCHOBHBIE CBEICHHS O Mporpamme
3ds Max 2014.

Kuura coneput 00bllIoe YUCIIO TIIATENBHO OTPabOTaHHBIX yrnpaxkHeHui. [TpopabarbiBas
MaTepHal KaXIoro YIpaKHEHWs, Bbl OCTEIIEHHO yCBaWBaeTe BCe HY)KHbIE HHCTPYMEHTHI 1
npuoOpeTaeTe HaBBIKHM, HEOOXOIUMBIE IJisi pabOThl HaJl pealbHBIMK TPOEKTAMU MPU CO3Ma-
HUU TPEXMEPHOTO [(13aiiHa, MyJIbTUIUIUKALMN, KOMIIBEOTEPHbBIX UTP, BUACO(PUILMOB. YIpaxk-
HEHUsI COCTaBJICHbI HACTONBLKO MOJPOOHO, YTO UX MOXKHO BBIMOJHATH KaK [0]] PYKOBOJICTBOM
NperoaBaresis, Tak ¥ CAMOCTOSATENIbHO. Bce OHM MHOTOKpaTHO OMPOOOBaHbI 1 MPOBEPEHBI HA
HpaKTUKe.

B MHOro4YMCIIEHHBIX M3AHUAX, TOCBSIIEHHBIX mporpamMme 3ds Max, uMeeTcst Hemano mpak-
TUYECKUX MpuMepoB. OJHAKO BCE OHM PACCPEJOTOUYEHBI MO pa3IMYHbIM HCTOYHMKAM, a BO
MHOTHUX CJIyyasiXx COCTaBJIeHbl TaK, YTO (haKTUUECKU HEJOCTYIHBI JJi HAUMHAIOLIUX TM0JIb30-
Baresieil. B naHHOl KHUIe Bce yNpakHEHUs! HaMMCaHbl Tak, YTO MPU MOCIEA0BATEILHOM UX
BBINTOJTHEHUH MPAKTHUECKH JTI000H HAYMHAIOIIUIT MOJIB30BATENh CMOXKET MX TOBTOPHUTB.

B nporpamme 3ds Max nmeercst BcTpoeHHast cuctemMa nomoii. HecMotps Ha camoe moapo6-
HOE OMnucaHue, Ipu caMoCTOsTENbHON pabdoTe 6e3 3Toro paszesna NporpaMMbl HUKaK He 000ii-
TUCh. 3ds Max cOIepKUT CTOJIb MHOTO HHCTPYMEHTOB U MapamMeTpoB, YTO HU B OJJHON KHUIeE
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HEBO3MOYKHO BCE JIETANBHO PaccMOTpeTh. JlocTHKEHNEe MacTepcTBa — 3TO yJed YIMOPHBIX U
HaCTOMYMBBIX.

DOneKkTpoHHbIH apXxMB K KHuUre BbulokeH Ha FTP-cepBep wuznmatenbctBa Mo agpecy:
ftp://ftp.bhv.ru/9785977533300.zip. Cchuika AOCTYNHA M CO CTpPaHULBI KHUTM Ha caiite
www.bhv.ru. Eciu npy BbIMONHEHUN JTI000T0 YIPaXXHEHUs! Bbl BCTPEYaeTe CChUIKY Ha HEKO-
TOpBII haiii, ToO UMeeTcst B BUAY, UTO 3TOT (pailll HAXOAUTCS Cpeid MaTepUaNIoB 3JIEKTPOHHO-
ro apxuBa. [lanku ¢ Homepamu TJaB coAep:KaT BJIOXKEHHbIE Malnku ¢ HOMEpPaMU COOTBETCT-
BYIOLMX YIPaXXHEHUH, B KOTOPBIX pacnojioxKeHbl Bce HE0OXOANMBIE (aiinbl yIpaXHEeHUs.

ITo cywmiecTBy, JaHHYIO KHUTY MOKHO pacCMarpuBaTh Kak BTOPYIO PENAKLHMIO NpelblayLieii
kHuru apropa "Camoyuurens. 3ds Max 2012". [To cpaBHeHH!O ¢ Hell OT/ieNIbHblE YTOUHEHUS U
yJIy4LIEHNs] BHECEHbI aBTOPOM BO MHOTHE YNPa)KHEHMs, YTO SBUJIOCH PE3yJbTaTOM MCIOJIb-
30BaHMs Bepcud mporpammbl 3ds Max 2014, a Takke NpakTHYecKOil paboThl CTYAEHTOB
C MarepuajgoM KHUIH.

Haubounblivie u3sMeHeHus1 KOCHyuch enassl 8 "llepconadcnasn anumayua’. K 3Toii Teme mpo-
SIBIISIFOT OOJBLION MHTEpecC MIOOUTENN TPEXMEPHOTO MOJESIMPOBAHUS U aHUManuu. PaccMort-
PEHBI HOBbIE MHCTPYMEHTHI U 100ABIIEHBI TOTTOTHUTENBHEIE YITPaXKHEHUSL.

Bce ¢aitnbl coxpaHeHsl B Bepcun nporpammbl 3ds Max 2012. DTo clienaHo Ajis TOro, 4To0bl
MMU MO>KHO OBLIIO MOJIL30BaThCs B JIt000I U3 Bepcuii nporpamMmsbl: 2012, 2013 unu 2014 1.

JlaHHasi KHUra COAEP>KUT MHOIO PUCYHKOB. BOJBIIMHCTBO M3 HUX YJ0OHee paccMaTpuBaTh
B LIBETHOM (hopmare. OJJHAKO MO MOHATHBIM MPUYMHAM B TEKCTE KHUTH, 33 PEAKUM UCKIOYe-
HHMEM, OHU BBITIOJIHEHBI Kak 4epHo-0ernble. Pucynku, mpomyOinpoBaHHbIe Ha LBETHOMN BKIEH-
Ke, moMeueHbl B TekcTe npedukcom "LIB". Cpean mMaTepuanoB npuaaraeMoro K KHuUre sjiek-
TPOHHOrO apXxuBa umeeTcs namka Pictures, koTopasi COAEep>KUT Bce (aiisibl pPUCYHKOB B LIBET-
HOM (hopmarTe.

[lepeBon OONBIIMHCTBA BCTPEUAIOIIMXCS B KHUTE AHTIIOSN3BIYHBIX TEPMHUHOB IPOrPAMMBI
3ds Max Ha pycckuii s3blk HaxoauTcs B (paiine Glossary.doc, Takke BXOASIIEM B COCTaB
AIEKTPOHHOTO apxwBa. B psme ciydaeB NaHHBINM MepeBO] Aalek OT OOMIENPHHATOTO, IO-
CKOJIbKY TE€PMHUHBI MEPEBOAMINCH TaK, YTOOBI YUTATENIO OBLIO JieTde MOHSTh CMBICT CKpPBI-
BaeMbIX 3a HUMU JelicTBuii. Hanpumep, Boipakenue "Bake All" nmepeseneno kak "Cosznathb
KITFOUEBbIE KaApbl aHUMAaLHUH".

Kak u mpu moarotoBke Mpeablaylieil KHUTH, OONbIIYI0 TIOMOILIL B paboTe Hall PYKOMUCHIO
JIAaHHOW KHUTU aBTOpy okaszana BacwunbeBa 0. [I., TatensHO mpouuTaBias BCIO KHUTY U
BBIMOJIHMBLIAs HAa KOMIIBIOTEpE BCe MpHUBEJEHHbIE B Heil ynpaxHeHus. B pesynabTare oHa
c/enana MHOTO MOJIe3HbIX 3aMeUaHuil, KOTopble ¢ 6JaroJapHOCTbIO ObUTH YYTEHbI aBTOPOM.

Oco0yto GnarolapHOCTh BBIpaXkal0 CBOel JkeHe 3a ee JoJiroTeprieHHe W noHnManue. OHa
BCET/Ia C YBaKEHHEM OTHOCUTCS K MOeit paboTe U SIBJIAETCA MOUM BHYTPEHHUM CTUMYJIOM.

C HEKOTOPbIMU YIPKHEHUSIMU, TPUBEJICHHBIMU B JAHHOW KHUIE, MOXHO MO3HAKOMHUTHCS Ha
caiite http://3dtuts.by n ocTaButh Tam cBoe MHeHHe. ABTOp OyneT OiarojnapeH 3a Bce Mpu-
CJIaHHBIC TOXKEJIaHUSI M KpuThueckue 3ameuaHus. [1o ToMmy ke aapecy MOXHO MpPUCHLIATh
3a/laHusl, BBIIOJHEHHbIE BaMU camMoOCToATeNbHO. C Balllero coryiacus Jiyuylive U3 HUX OynyT
pa3MelleHbl Ha JaHHOM CaiTe.
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OCHOBHbIE NOHATUA

TpeboBaHuA K cucteme

Janee nepeuncieHa KOHPUrypaLuss TEXHUUECKUX U CUCTEMHBIX MPOrPaMMHbBIX CPEICTB HJIs
paboTbl ¢ 64-pa3psinHoit mporpammoii 3ds Max 2014, pekomeHnyemas ¢upmoii Auto-
desk [19].

OnepauunoHnHble cuctembl Microsoft Windows 7 uinn Windows 8 Professional x64.

Jid aHuMauMu W BOCIpOW3BeJeHHS OOBEKTOB Majioli W cpefHell cioxkHocTu (He Oonee
1000 nerasneii unu 100 000 moAUroHOB):

4 MHorosiepHble niporieccopsl Intel 64 uiu AMD 64;
MUHUMYM 4 ["0aiiT onepatuBHOI namsaTh (pekomeHmyercs 8 ['6aiiT);

4,5 I'GaiiT cBOOOAHOrO MPOCTPAHCTBA HA AUCKE JJIl MHCTAJUILMY NPOrpaMMBbl;

* & o

rpaduyeckuii anantep, nogaepxxusatouuii Direct3D 10, Direct3D 9 unu OpenGL, ¢ 00b-
€MOM BHUieonaMsITH He MeHee 256 Moaiit (pexomennyercs 1 ['0aiir);

TPEXKHOMOYHAs! MblLb C IpaiiBEpOM;
npusog DVD-ROM,;

Opay3zep Microsoft Internet Explorer 8.0 nnu Bbite nudo Mozilla Firefox 3.0 unu Belue;

* & & o

noakmoueHue k MHTepHeTy ans 3arpysku ¢aiinoB u goctyna k Autodesk Subscription
Aware.

[Tporpamma 3ds Max 2014 He paboTtaeT ¢ 32-pa3psaHoii onepalioHHONH CHCTEMO.

Bornee monpoOHbIe TpeOOBaHUS K TEXHUUECKIM CPEICTBAM CHCTEMBI, TpapMIeckuM KapTam H
JpaiiBepaM MOXKHO MOCMOTPeTh Ha oduimansHoM caiite pupmbl Autodesk [20].

UHTepcenc nporpammel

Hauano pa6oTbl

[Tocne 3anycka 3ds Max 2014 Ha 3kpaHe MosiBigeTCs rJaBHOE OKHO Mporpammsl (puc. 1.1).

[TepBbIil mar B W3y4eHUH MPOrpaMMbl HAYHEM C CO3/aHWA 4YaliHWKa. JlJI1 3TOro crpaBa Ha
KOMaHJIHOW mnaHenu BblOepuTe komaHay Teapot (YaliHuk) (koMaHAa BBICBETUTCS JKEITHIM
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Puc. 1.1. FnaBHoOe OKHO nNporpammbl

1BeTOM). 3aTeM MepeMecTuTe yka3arteib MbIllid B okHO Perspective (IlepcnektuBa), Tam Ha-
JKMUTE JIeBYIO KHOIMKY MbILIM W, HE OTIIycKas ee, MepeMecTUuTe yKasaTreslb Ha MPOU3BOJIbHOE
paccrosiHie. B okHe Perspective nosButcs nzo0OpaxkeHue vailiHuka. Teneph LIENKHUTE Mpa-
BOI KHOTIKOMW MBIIIM, YTOOBI OTMEHUTH JAelicTBue komaH bl Teaport, a 3aTeM elle pa3 IienkK-

HUTE JICBO KHOIKOW JJI1 OTMEHbI BbIICIIEHUS TTOCTPOEHHO-
ro yaliHuka.

BBepxy OCHOBHOro OKHa pacriojlaraetcs IjlaBHOe (BbIMa-
natoiee) meHto ¢ komanaamu (Edit, Tools, Group u T. 1.).
[Tox HUM pacroyiokeHa riiaBHas NaHeJb MHCTPYMEHTOB C

SE S

WKOHKaMHU KOHKPETHBIX KOMaH] B
MaHJHbIe TIaHeJT, KOTOPBIMU TOJIb3YIOTCS Yallle BCero, Ha-
XOJSITCS CIpaBa.

OfHako 3TUM He HCYepIbIBAETCs MepeueHb OCHOBHBIX KO-
MaHj mporpammbl 3ds Max 2014. B mo6om cB0OOIHOM
MeCTe TJIaBHOI MaHeNlu WHCTPYMEHTOB LLIEJKHUTE MpaBoii
KHOTKOW MbIKA W Bbigenute cTpoky Ribbon (Jlenrta)
(puc. 1.2).

Puc. 1.2. Aktneusaumsa naHenu Ribbon

I'u"lew

]

3@@

<

Customize...

Command Panel
Main Toolbar
Pxis Constraints
Layers

Extras

Render Shortcuts
Snaps

Animation Layers
Containers
MassFX Toolbar
Ribbon

Viewport Layout Tabs
Brush Presets
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[Tox riaBHOI MaHeNbl0 MHCTPYMEHTOB MOSBUTCS OOJBLION CIIUCOK TOMOJIHUTENbHBIX KOMaH/]
(puc. 1.3), paznenennbix Ha Heckosibko kareropuii: Modeling, Freeform, Selection, Object
Paint, Populate. KomaH/b1 kaxx1011 kKaTeropuu OTKPbIBAIOTCS LIETUYKOM IO €€ Ha3BaHMUIO.

Modeling  Freeform Selection Object Paint Populate. D~
@ - NoObject. - & Align: ~ B u oo |G x-0 | R % (100 |3
gint On:
5ok XY Bl w[0000d  vejo H G- v (100 2
Offset; 0,00C35
File 10 [ Spacing: 4,000 3 W: 0,0003 -0 E 7, 100 [3
Paint Objects « Brush Settings «

Puc. 1.3. Komangbl Ha naHenu Ribbon

KomaHaHas naHenb

KomaHnzaHas maHenb pacnojiokeHa B MpaBOW YacTW dKpaHa U co- [ =
i '4@'&"'@'2‘
nepxuT 1mecth Bkinanok: Create (Co3gare)| “* || Modify (M3me-

P 7l DEL , Y OG G0 &2 %
HUTB) , Hierarchy (Mepapxus) , Motion (/IBmxe- [Standerd Primioves =
HHE) el Display (OtoGpaxenue) @ n Utilities (Ytunu- B Chject Type |

I~ AutoGrid

ThI) é?b (puc. 1.4). e
Sphere | GeoSphere |

Cyinder | Tube |

Torus | Pyramid |

Teapot | Plane |

[- Mame and Colar |

Puc. 1.4. KomaHgHas naHens Ip|aneg[]1

Bxuanka Create| ** | CIy>XUT AJIS1 CO3/1aHUSI T€OMETPUUECKUX O0BEKTOB, a TaK)Ke UCTOUHU-
KOB CBETa, BUPTYaAJIbHBIX Kamep, BCIOMOraTelIbHbIX 00beKTOB U 00BeMHBIX AedopMmannii:

¢ Geometry (I" eOMeTpl/lﬂ)@— T03BOJIAET CO3/1aBaTh MPOCTHIE U COCTABHbIE OOBEKTHI,
CHCTEMBI YaCTHULl, OOBEKTHI ISl aDXUTEKTYPHBIX, MHKEHEPHBIX M KOHCTPYKTOPCKUX padoT,
OKHa, IBEPHU U TID.;

4 Shapes (Dopmbi) — co3naetr oobekThl Tuna Splines (CrtaifiHel — JUHUM, TPSIMO-
YTOJIbHUKH, OKpPYXHOCTH, TekcT U aApyrue nunun), NURBS-kpussle, Extended Splines
(lomosHUTENBHBIE CIIIANHBI);

. =3
¢ Lights (Mcrounuku cBeta) — TO3BOJIAET N00ABIIATE B CLEHY NCTOYHUKH CBETA;
4 Cameras (Kamepbi) — n00aBJIsieT B CLIEHy BUPTYyalbHbIe KaMephl;

4 Helpers (BcomoratenbHble 00BEKTHI) — OHM HE BUJHBI NTPU BU3yAJIM3alNH CLEHBI,
HO BIIUAIOT Ha MOBeJIEHNE 00BEKTOB;
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4 Space Warps (O0beMHble nedopmaliiin) 22| naloT BO3MOKHOCTD /106aBIATH B CIIeHY
o0beMHbIe JedopMaLny;

¢ Systems (JlononHUTENbHbIE UHCTPYMEHTBI) — MO3BOJISIOT J00aBJISATh B CLIEHY CHUC-
TEMBbI KOCTel, CKelleT U Apyrue JOMOJHUTeNbHbIE 00bEeKThI.

Bxnanka Modify IE MO3BOJISIET U3MEHATH MapaMeTPhI JIFOOOTO BBIJEIEHHOIO 00bEKTa Clie-
Hbl. C ee MOMOILBIO BbIJEIEHHOMY OOBEKTY MOXKHO Tak)Ke Ha3zHa4uTh MOAU(UKATOpHI, Ha-
CTpPOMKM KOTOPBIX MEHSIOT HernocpeacTBeHHO Ha Bkiaake Modify. Beigennure vaitHuk u me-
peiinute Ha Bkiaaky Modify. B cButke Parameters storo MogudukaTopa u3MeHUTE 3Haue-
Hue napametpa Radius n HaxxmuTte knaBuiny <Enter>. PazMmepsbl yaitHiKa N3MEHSTCS.

OcranbHble BKIAAKHA OYAyT PACCMOTPEHBI B IOCJIEAYIOIINX YIPAKHEHUSIX.

KoHdurypaums BuaoBbIX OKOH

BupryanbHoe MpocTpaHCTBO, B KOTOPOM padoTaeT Mojib30BaTellb MPOrpaMMbl, HOCUT Ha3Ba-
HUe TpeXMepHOii cueHbl. BUOBOE OKHO, B KOTOPOM BefieTcs paboTa, MOACBEYHMBACTCS KeJl-
ThIM LIBETOM M Ha3bIBAaeTCs AaKTHBHBIM. BUIoBbIX OKOH uyeThipe — BuA cnepenu (Front),
ceepxy (Top), cnesa (Left), a Takke 3D okHo — Perspective. Pazmepbl BUIOBBIX OKOH MOX-
HO MEHSTh: MOJBEINTE yKa3aTelb MBIIIN K MPaHULe MEXy OKHaMH1, HAKMHTE JIEBYIO KHOTIKY
MBILIN U, yAEPKUBAas €€, IepEMECTUTE yKa3aTelb B HyKHOe MecTo (puc. 1.5).

Puc. 1.5. NlameHeHne pasmepoB BUAOBbLIX OKOH

Puc. 1.6. 3aronoBok okHa Puc. 1.7. MeHo komaHg,

Jl1 BOCCTAHOBJIEHUS! OJJMHAKOBBIX Pa3MEPOB OKOH IMOJABEAUTE yKa3aTelb MBIIIU K IPAHULIE
MEXJy OKHAaMH, LIECJIKHUTE NMPaBoi KHONKOW MBIIIN U B MOSBUBLIEMCS KOHTEKCTHOM MEHIO
BbIOepuTe koMaHay Reset Layout (BoccTaHOBUTE KOMIIOHOBKY).

Kaxxnoe BUIOBOE OKHO MMEET 3ar0JIOBOK, PACIOJIOKEHHBI B BEPXHEM JIEBOM YIIIy 3TOTO OK-
Ha W cocTosuMil u3 Tpex Jacteit (puc. 1.6). lllemykoM KHOMKOW MBIIIA HA YacTH 3arojioBKa
BbI3bIBAETCS MEHIO KOMaH]l C COOTBETCTBYIOLIMMH HACTPOHKAMU BUAOBOIO OKHA.

B mo6oM BHIOBOM OKHE ILIEIKHUTE MBIIbIO Ha 3HaUKe [+]. OTKpoeTcs MEeHI0 KOMaH/, OTHO-
csieecs K 3Toit yactu 3aronoBka (puc. 1.7).
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Bei0epute B Hem komaHay Configure Viewports (Hactpoiiku BuioBbIX OKOH). Packpoercs
nuanoropoe okHo Viewport Configuration (Kondurypaums BumoBoro okHa). 31ech Ha
Bkiaake Layout (KoMmnoHoBka) MOXKHO BBIOpaTh jkelaeMyl0 KOMIOHOBKY TJIaBHOTO OKHa
nporpammsl (puc. 1.8).

Display Performance I Regions I Statisticz l ViewCube ] SteeringWheels |
Wisual Style & Appearance ] Background l Layout I Safe Frames ]

Click in viewport
image to select
wiew type.

Apply

| coed |

Puc. 1.8. Hactpoiika KOMNOHOBKM BUA,0BbLIX OKOH

LlBeToBast raMMa okHa mporpammbl 3ds Max 2014 aBTopy KakeTcsi CIIMIIKOM TeMHoi. [Tpn
JKEJIaHUM €€ MOXKHO U3MEHUTh. IJIst 3TOro B BEPXHEN CTPOKE LIEIKHUTE JIEBOW KHOIKON MBbI-
0¥ Ha KoMaHJe riaBHoro MeHro Customize (HacTpolikn), a 3aTeM B HHCMAJAIOLEM MEHIO
BoiOepuTe komaHny Custom Ul and Defaults Switcher (Hactpoiiku monb3oBareabckoro
uHTepdeiica). OTKpoeTcs JUATOroBOe OKHO BEIOOpa HaYallbHBIX YCTAHOBOK Il HHCTPYMEH-
TOB M KOMIIOHOBKH TOJIb30BaTeNbckoro nHTepgeiica Choose initial settings for tool options
and Ul layout (BbiGop HauabHBIX yCTAaHOBOK JAJIsl MHCTPYMEHTOB U KOMITIOHOBKH TOJIb30Ba-
Tenbckoro mHTep(eiica). B mpaBoit wactu 3toro okHa ¢ Ha3zBaHueMm Ul schemes (Cxembl
MOJIb30BaTeNbCKOro MHTEp(eiica) BblOepuTe cxeMy IMOJb30BATENILCKOrO HMHTepdelica ame-
light (cetnslit). Haxxmute xHomky Set (YcraHoBUTH). L[BeToBasi raMmma OkHa MpOrpaMMbl
W3MEHHUTCS U CTaHeT OoJiee CBETIION. JTa cxema IMoJib30BaTesIbckoro nHtepdeiica Oyner wmc-
MOJIb30BaThCsl HAMU B JlaibHel1IeM.

lllenkHYB Ha cpelHel yacTH 3arojioBKa BHJOBOIO OKHA, MOKHO Ha3HauuTh B OKHE OTOOpa-
JKEHUEe CLeHbl B OJHOI 13 BhIOpAHHBIX MPOEKUU Wi BUJ U3 kKamepbl (puc. 1.9).
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tive ] [Realistic ]
Cameras 3

Lights 4

v Perspective
Orthographic
Top

Bottom

m m —~ Z D

Front
aak Puc. 1.9. HazHaueHune
Left L npoekunn

Right B BUJ0BOM OKHE

Restore Active Perspective View

Save Active Perspective View

Extended Yiewports 3
Show 5afe Frames Shift+F
Viewport Clipping

Undo View Change Shift+Z
Redo View Change Shift+Y

MaHenb ¢ KHONKamMu ynpaBneHuss BuAoBbiMU OKHaMu

Ota maHens HAXOAWTCS B MPABO HIKHEH YacTH INIABHOTO OKHA MPOrpaMMBbI U COJEPIKUT BO-
ceMb kHomok (puc. 1.10).

Puc. 1.10. KHonku ynpasneHuns BMA0BbIMI OKHaMu

n

¢ Zoom (MacirabupoBaHue) — nocie BblOOpa 3Toil KOMaHAbl AJs U3MEHEHUs Mac-
wTaba U300paKeHUss HEOOXOAUMO B aKTUBHOM BUJIOBOM OKHE MEPEMELIaTh MbIllb, yaep-
XKMBas HAKATOM ee JIEBYIO KHOIIKY.

TMPUMEYAHUE

To e camoe MOXHO BbIMOMHWUTBL C MOMOLLbI "ropsunx’ KnaBuLL: Ha knaBuaType KomnbioTepa
HaXmuTe knasuwy <[> 4yToObl yBENMYUTbL pasmMep usobpaxeHus, wnu knaevwy <]>, 4TOObI
YMEHbLUNTb n3obpaxeHue. U ewye: B NtoOOM OKHE LLENKHWUTE NEBOW KHOMKOW MbILUK, a 3aTeM ne-
pekaTbIiBaiTe KONECUKO MbILLN B MoBY0 CTOPOHY.

4 Zoom All (MacmtabupoBarh Bce OKHA) — KOMaHJa aHaJIOTMYHa MpebIayllen, HO
BO3JIEICTBYET Cpa3y Ha Bce OKHa.

¢ Zoom Extents (MaciutabupoBaTth akTMBHOE OKHO JI0 3an0nHeH14;1)— MOKa3bIBAeT
BCIO CIIEHY B aKTMBHOM BHJOBOM OKHe. Ecnu B ciieHe BbIOpaTh OAWH WM HECKOIBKO
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00BEKTOB, TO BapuaHT AaHHOW koMaHzbl Zoom Extents Selected (MacitabupoBath Bbi-

=

-
JCJICHHBIC OOBEKTEI J0 3allO0JIHCHUA aKTUBHOI'O OKHa) ._ﬁ_., 0To6pa3m BbIACJICHHBIC 00B-
€KThbI B HEHTPE BUAOBOT'O OKHA.

Zoom Extents All (MacurabupoBaTh Bce OKHa A0 3aMOJIHEHMUS) — KOMaHJia aHaJio-
TUYHAa NpeablayLleid, HO BO3ICHCTBYET cpa3y Ha BCE OKHA.

Zoom Region (MacitadbupoBarh 001acTh) — BBIOOpP (hparMeHTa U300paXKEHHUs pam-
koii. Field-of-View (Yron 3peH1/1;1)— WHCTPYMEHT BO3JIeHiCTBYeT TOJbKO Ha mep-

CTIEKTUBHOE M300paXKeHue, MPUOJIVKas WK yIalss ero.

. i

Pan View (Ilepemectutb BI/III)— nepeMelleHne u300paXxkeHuss BHYTPH aKTUBHOTO
OkHa. MOXXHO MHaye: B JIOOOM BHAOBOM OKHE HAXMUTE CPETHIOI0 KHOMKY MBIIIU U, HE
OTIIycKas ee, [IepeMEeCTUTE yKa3aTellb B HY>KHOM HalpaBlIEHUH.

Orbit

Selected B KauyecTBe IIEHTpa BpAallleHUsl MCIMONB3YET LIEHTP BbIICJICHHOTO OOBEKTa,

a Orbit SubObject

— BpallleHe BOKPYT LEHTpa BUAOBOro okHa. BapuaHT 3Toit komanabl Orbit

— LUCHTP BbLIACJICHHOI'O HO):[O6’BCKT3..

Maximize Viewport Toggle (Pa3BepHyTh aKTMBHOE OKHO Ha BEChb 3KpaH)
KJIFOUaeT aKTUBHOE OKHO Ha BECh 3KPaH WM BO3BpALLAET €ro B MPEAbIAYLIee COCTOSHUE.
To e camoe MOXHO cZIeJIaTh ¢ TOMOIIBIO KIaBUII <A[t>+<W>.

Co3paliTe 1Ba yaifHUKa ¥ TOTPEHUPYITECH B YITPaBICHUH BUIOBEIMU OKHAMH.

Pexumbl otob6pakeHus

BupoBoe OKHO MMeEET HECKOJBbKO PEeXMMOB OTOOpaxkeHHs. [y MX Ha3HayeHMs crlenyer
LIEJIKHYTh JIEBOI KHOMNKOW MBILIA HA NPaBOil 4acTH 3arojoBka okHAa. OTKpoeTcs NnepedeHb
Pa3IMUHBIX PEXUMOB 0TOOpaxkeHus cueHsl (puc. 1.11):

¢

Realistic (PeanucTnuHblii) — 0O0BEKTHI B BUIIOBOM OKHE MPEACTABNIAIOT cO0O0M crilaxeH-
HbI€ TIOBEPXHOCTH, Ha KOTOPBIX BUAHBI OJMKK U TEHU OT APYrMX oObeKTOB. JlaHHBIH pe-
KUM OTOOpaXKeHUsl yallle Bcero 3agaroT Ajs okHa Perspective. OHaKo OKOHYATENbHbIN
BU/I CLICHBI MOJTy4aeTcs TOJBbKO MOCJIE BHIMOJHEHUS KOMaH bl BU3yallu3aluu;

Shaded (C 3aTeHeHreM) — TO e, HO TEHU Ha APYTUX OOBEKTAX OTCYTCTBYIOT;

Wireframe (KapkacHas MoJielib) — 3HaUMTENbHO ObICTpee O0TOOpakaeT 0OBEKThl M yJI0-
OeH 11 paboThI CO CTPYKTYpOii 00beKTa;

Edged Faces (I'paHu) — Ha MOBepXHOCTSAX BUAHBI TPAHULBI FPAHEl;

Viewport Background (®oH BII0OBOTO OKHA) — OTKPBIBAET AOMOJHUATENBHOE MTOAMEHIO.
Komanna Gradient Color (I'pagueHTHbIN (OH) ycTaHABIMBAaeT B BUJOBOM OKHE Ipaju-
€HTHBII (OH, He Bceraa ynoOHbIi B padoTte. Jlydine BoiOpars onuuto Solid Color (PaBHo-
MepHblil (oH), M TOraa BUAOBOE OKHO OylneT uMeTb paBHOMepHbI (oH. Omnuus
Environment Background (®oH okpyeHusi) ycTaHaBlIMBaeT B BUJOBOM OKHE TOYHO
takoit ke (oH, kak u B okHe Rendering (Busyanuzamnus) | Environment (Okpy:xatornas
cpena) | Color (LseT).



10

nasa 1

'V Realistic

Shaded
Consistent Colors

Edged Faces

Facets

Hidden Line
Wireframe

Bounding Box

Clay

Stylized

Display Selected
Lighting and Shadows
Materials

Viewport Background

Configure...

Shift+F3

Puc. 1.11. Pexumbl 0ToBpaxkeHNsi B BUAOBbIX OKHaX Puc. 1.12. Pexumbl 0ToBpaxkeHNsi B BUAOBbLIX OKHaX

2 911991 ang

c apansepamu Tuna Nitrous c apaiieepamu Direct3D n OpenGL

Puc. 1.13. Hacrpolika gpaiiBepos
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[TepeuncneHHble pesxuMbl 0TOOpaxkeHus ocHOBHbIE. [IpoBepbTe nelicTBUE 3TUX U APYTUX pe-
»UMOB Ha oObekTe Teapot (YaitHuk).

B yka3zaHHOM BHJe MEHIO C peXKMMaMU OTOOpaXKeH!s! B BUIOBBIX OKHAX OTKPbHIBAETCS TOJBKO
npu ucrnons3oBaHuu ApaiisepoB Nitrous Direct3D 11, Nitrous Direct 3D 9, Nitrous Software.
Ecnu ke mporpamma HacTpoeHa Ha NpuMeHeHue apaiieepoB Direct3D 9 unm OpenGL, To
OKHO C pe>kMMaMu 0ToOpaXkeHHus OyAeT BhIrIsAeTh uHave (puc. 1.12).

HpaiiBepbl HacTpauBaioT B okHe Preference Settings (Hactpoiiku mapameTpoB) Ha BKIaJke
Viewports (Bunosbie okHa). OKHO OTKpbIBaeTcs MO KomaHje riaBHoro MeHio Customize
(Hactpoiikn) | Preferences (Hactpoiiku napametpos) (puc. 1.13).

BbiaeneHue o6bLeKkToB

OOBbeKT BBIIENSIOT Tepen oboi omneparueid ¢ HUM. OObEeKTHI MOXXHO BBIOMpaTh, MO0
LIEJIKHYB Ha HUX, JU0O ompenenuB 00JacTb, BIOMPAOLLYI0 00BEKTbl. OOBEKT MOXKHO BbI-
Opatb B JI0OOM MOMEHT, KOrJa akTMBHA KHomka BblOopa Select Object (Bbeigenuts 00b-

€KT) Q* M Jirobasi KHoMka TpaHcopMmalud oobekTa *%‘, , E Ecnu BbiOpaHHbIit
00BEKT HAXOUTCA Mepe]] APYTMM 0ObEKTOM, TO MOKHO OTMEHUTD BLIOOP TIepeHEro 00beKTa
U BbIOpaTh 3aAHUI MPU MOMOLIM IIeTYKa KypCOpOM MBIIIN Ha 00JacTH nepecedeHus o0bek-
ToB. Llleuok B obnacTH, e 00BEKTHI TepeceKaroTes, CHavala 00eceYnBaeT BEIOOp mepe-
Hero oObekTa. Kakplit mocnenyronuii merdok OTMEHseT BBIOOp TEeKyIero o0bhekTa M BbI-
OupaeT 00BbEKT, HAXOASAIIUICS MTy0XkKe Ha CIIeHe.

Pexxumbl BBI60pa 00BEKTOB ONpeacArTCA C MOMOLIBKO KOMaHI TJTAaBHOWM TaHeNn HUHCTPY-

MEHTOB , E Komanpa | MMeeT Heckoiibko BapuaHToB (puc. 1.14). TTonpoOyiite
KaXX/bI U3 HUX, PEBAPUTENILHO CO3/1aB HECKOJBKO MPOCThHIX 0OBEKTOB.

KOMaH)la ,Ci OMpeaciseT, Kak MMEHHO 6YZ[YT BBIACTIATHCA 00BeKTEL. Eciin JaHHas KoOMaHJa
HE€ aKTMBU3HWpOBaHa, TO IAJIAd BbIACICHUA 00BbeKTa J0CTaTOYHO OKHOM Bbl60pa 3aXBaTUTh JIHO-
6y]-0 ero yactb. Eciun AKTUBU3UPOBATH 3Ty KOMaHy, TO 00BEKT 6yJIGT BBIGpaH TOJIBKO B TOM
cjiy4dae, €CJIM OH LHEJIMKOM OXBa4Y€H 00J1aCTBIO BBI60pa.

OOBbeKTbl MOXKHO BBIOPATH TakoKe M0 UX UMEHU ¢ MoMoliibio okHa Select From Scene (Bbine-
JIUTh B CLEHE), KOTOPOE OTKPBIBAETCS LIeMYKoM Mo komaHae Select by Name (Brinennts no

vMeHn) |= L IIaBHOI MaHeIn HHCTPYMEHTOB.

Mento Edit Takke coepKUT HEKOTOPble KOMaH Ibl, KOTOPbIE KacaroTCs BhbIJeNEeHUs] 00bEKTOB
CIIEHBI:

¢ Select All (BbimenuTh Bce) MO3BOJSET BBIAEIUTh BCe O0BEKTHI CLEHBI (KOMOMHALMS Kila-
Byl <Ctr[>+<A> neficTByeT aHaJlOTMYHO);

4 Select None (CHsATb BbiieJIeHHE) — OTMEHHUTD BbIIECIIEHNE;

4 Select Invert (MHBepTHpoBaTh BBIAENEHNE) — BBIIEIHTh 00BEKTHI, KOTOPBIE O BBITION-
HEeHUsI KOMaHbl ObUTH HEBBIIENEHHBIMH, U OJHOBPEMEHHO OTMEHUTDH BblAENIEHNE 00beK-
TOB, KOTOpbIe ObUTH BbIAENEHbI;

4 Select By (BoinennTs no) — OTKpBIBaeT MOAMEHIO C PacIIMpeHHBIMH KOMaH/IaMH1 BbIjie-
JeHus. Bbl MoxeTe BbIENATh OOBEKTHI MO LIBETY, 110 UMEHH U 110 HOMEepY YPOBHS.
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Ecnu npu paboTe co cnoxHo# cuieHoit TpedyeTcst BbIOpaTh 00bEKThI ONPEASTIeHHOTO TUIa, TO
MO>KHO BOCIIOJIb30BaThCs KOMaHIoW (UIbTpaluyd BLIOOPKH, PACIONOKEHHOW Ha TIIaBHOM
naHesnu UHCTpyMeHTOB (puc. 1.15). Tlocne ompeneneHuss Tuna B criucke (QUIBTPOB MOXHO
OyzeT BbIOMpaTh TOJBLKO 00BeKThl JaHHoro tumna. [lo ymonuaHuto HasHadyeH ¢unbtp All
(Bce), no3posstoiuii BEIOUpaTh J00bIe 00bEKTHI.

Tools Group Views
o =
22 (a EANE=

= Ly
Geometry
Shapes

Cameras
Helpers
Warps

Combos...
Bone

IK Chain Object
Point

CAT Bone

Puc. 1.14. Pexxumbl BbiGopa 06beKkToB Puc. 1.15. dunbTpauus Bbi6opku

[Tpu paboTe co COXKHOM clieHOW BBIOOPKY MOXKHO 3a0JIOKUPOBATh, UTO MPEAOTBpAIIaeT CiIy-
YaifHoe yJajieHue BhIOOPKU. BIOKMPOBKY MOXKHO BBIMOJIHUTh, IIEIKHYB KHOMKO# Selection
Lock Toggle (Ilepekntouatenb OJIOKMPOBKU BBIAENEHUs) C MUKTOrpaMMOl 3aMka, HaxoJs-

eiics B HUXKHeW YacTH dKpaHa . Jlo Tex nop, noka O10kMpoBKa He OyJeT CHATA, HeNb3sl
HU BBIOpaTh HOBBI OOBEKT, HU COPOCUTH BblAeNEHHE. BIOKMPOBKY CHMMAIOT MOBTOPHBIM
HaXkaTHUeM TOM ke KHOIKHU.

TpaHcchopmauumn o6bLEKTOB

YT100BI MepemMecTuTb 0OBEKT B BUAOBOM OKHE, MOXKHO BBIJENIUThH €ro, a 3aTeéM Ha INIaBHON
MaHEJIM UHCTPYMEHTOB aKTUBU3MpOBaTh KoMaHAy Select and Move (BrinenuTs u nepemec-

+
O
»

TUTB) . [lepemMelieHne ocylecTBIsSETCS B HAMpaBIeHUM TOH OCH, KOTOpas TMOJICBEYUBa-
€TCsl J)KENThIM LIBETOM. TakuMm o0pa3oM, nepemelaTh 00beKT MOXKHO BAOJIb oceil X, Y, Z uiu
B mockocTax XY, YZ, XZ.

bonee TouHO mepeMecTUTh OOBEKT MOXKHO C MOMOIIBIO KOHTEKCTHOTO MEHIO, IENKHYB Mpa-
BOI1 KHOIIKO# MBIIIN HA MPEeJBAPUTEIBHO BBIIEICHHOM 00beKTe. B mosiBUBIIEMCS KOHTEKCT-
HOM MeHI0 mociie uienyka B ctpoke Move (IlepemecTuTh) Ha 3HaUKe MPSIMOYTOJIbHUKA OT-
kpbiBaetcsi okHo Move Transform Type-In (BBoa naHHbIx 11 nepemeltteHus) (puc. 1.16).

B neBoii 4acTH 3TOro okHa BBOAAT aOCONIOTHBIE KOOPAWHATHI HOBOTO TOJIOXKEHHS 00BeKTa
(Absolute:World), a B npaBoii 4acTM — OTHOCHUTENbHBIE KOOPAMHATHI €ro MEpeMEeLleHHUs
(Offset:Screen).

OkHo Move Transform Type-In MOXXHO OTKpPBITH Tak)Ke€ LIETYKOM MPABOl KHOMKW MBILIH

Ha komanze Select and Move E Ha IJIaBHOI MMaHeJIM UHCTPYMEHTOB.
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® Move Transform Type-In M= E3

Move Absolute™old———— — Offset:Screen

Rotate 47038 2 || ®]oD =
Scale v.[0154 2 || w[00 =
Select Z[oo = Z[o0 =
Select Similar

Puc. 1.16. KOHTEKCTHOE MEHIO 1 OKHO BBOAA AaHHbIX

TouHble KOOPAWHATHI MOJIOKEHUSI 00bEKTa MOXKHO YKa3aTh TakyKe B HUXKHEH 4acTH mporpam-
MBI B MOJISIX JUTs BBoJA KoopauHat X, Y u Z. [lo yMonuaHHWiO TaM 3aJar0Tcsi aOCONMOTHbIE
KOOPAMHAThI MOJIOKEHUS JIOKAIBHOM CHCTEMbI KOOpAMHAT 00bekTa. Ecu creBa akTMBU3HPO-

BaTh KHOTKY , TO B 3THX IOJIIX MOXXHO BBECTU OTHOCHTENbHBIE KOOPAMHATHI CMEIIEHHUs
o0beKTa BlI0Jb oceit koopauHar (puc. 1.17).

Puc. 1.17. 3agaHne oTHOCUTENbHbBIX KOOPAWUHAT CMeLLeHNsa obbekTa

KoopnuHatel BpawieHus: 00beKTa YKa3bIBAIOT aHAJTIOMMYHO — B OKHE, KOTOPOE OTKPBIBAETCS
MpY LIeYKe Ha 3HauKe MpsMOYroyibHUKa Bo3jie cTpoku Rotate (Bpawats) nubo mienukom

npaBoil kHoMKoi MbIK Ha koMaHze Select and Rotate (Brimennts n mMoBEpHYTH) O Ha
rJIaBHOM MaHeIn UHCTPYMEHTOB.

CyllecTBYIOT TpU OINUMU KOMaHJbl MaclUTaOUpPOBAHMS, BBIMOJIHAEMbIE AHAJIOTUYHO JBYM
npeblIyIIMM KoMaH aM. BeiOepuTe B KOHTEKCTHOM MeHIO komaHy Scale (Macmtabuposa-
HUE), MOABEANTE yKa3aTellb MBIIM K OJHON M3 KOOPAWHATHBIX OCEW CHUCTEMBbI KOOPAMHAT
oO0bekTa. [1pu 3ToM MaciiTad OyneT U3MEHATLCS B HAMpaBJeHUU TeX IMJIOCKOCTeH UM Koop-
JMHATHBIX OCe, KOTOpBIE MMOICBEUYNBAIOTCS JKENTHIM LIBETOM.

Cucrembl KoopAUuHaT

B 3ds Max umeercs BoceMb cuCTeM KoopAuHAT. [lepekimouaTbcs MeXIy HUMHM MOXKHO Ha
[JIaBHOM TaHenu WHCTPYMEHTOB C TMOMOLIbIO packphiBatolerocss crnucka Reference
Coordinate System (Cuctema koopaunar) (puc. 1.18).

[To ymosnuaHuio BKJIOUEHa BUJOBas cucrteMa koopAuHar View. [lpu sToMm BO Bcex Buiax,
KpOMe€ MepCleKTUBbI, AeHCTBYET CUCTEMa KOOPAMHAT JKpaHa, a B OKHE MepCrneKTUBbI — IJ10-
OanbHas cuCTeMa KOOpAMHAT.

B cucreme KoopauHar Screen Bo Bcex OKHax YCTAHOBJICHbI KOOPJAWHATbl aKTUBHOI'O BHU10BO-
T'O OKHa.

I'mobanbHas (World) cuctema koopauHaT (MHOTA €€ Ha3bIBAlOT MUPOBOI cucTeMOl Koop-
JUHaT) 3aUKCUpPOBaHa, U €e OCH BCerja NepeceKaroTcsi B TOUke ¢ abCOMOTHBIMU KOOPAMHA-
tamu (0, 0, 0). OHa coyXUT B KauecTBe cUcTeMbl oTcueTa. [lepecekarommecss YepHble JTUHUA
B Cepe/IHe dKpaHa MOKa3bIBalOT Hauano riodajabHON cucTeMbl KoopAuHAT. HanpasneHus ee
oceii oTOOpaXkaroTCs B JIEBOM HW)KHEH YacTH KaXKIOTO OKHA M 3aBUCAT OT BUAA MPOEKIUH
(Top, Front, Left).
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