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Q Autodesk 3ds max

CoaepxaHue:

1. Bwuayanusauus (oOwime ceegeHus).
2. BcTtpoeHHbIn Bu3yanusatop Default Scanline Renderer.
3. Bwuayanusatop V-Ray.

4. Hactponka ¢ooHa BM3yanusaumun.




Q Busyanmnsauus

(obLwKne cBeaeHuns)

Busyanunsauusa (peHoepuHa) — MeToA
npeacraBneHna pesyrnerara
MOENMMPOBaHNA B BUOE N300paKeHus.



Busyanunsauun4
(obLwKne cBeaeHuns)

OMPPDEKTHOCTL U pPeanuCcTUYHOCTb
MTOMOBOr0  pesynbrata 3aBUCAT He
TOJNIbKO OT MOAennpoBaHUA, OCBeLleHUS
7 TEKCTYpUpOBaHUA (HasHa4yeHune
mMaTtepuanoB) CuUeHbl, HO U  OT
0CODeHHOCTEN ero Busyanunsauun.

i



Busyanunsauuna
(obwmne ceegeHus)

OcyuwiectBnseTca AaHHbIA  Mpouecc C  MNOMOLLbIO
BN3yarim3aTopos.

[To ymonyaHuto, B KayecTBe BM3yanusatopa B 3D Studio
MAX yctaHoBneH Buadyanusatop Default Scanline Renderer.

BmecTe ¢ TeM BO3MOXEH npocHyeT CueHbl N cpeacTtBamMu
dlibTEePHATUBHbLIX BU3yaJin3aTopoOB.

1.  Mental Ray.

2. V-Ray.

3. Brazil

4. W pgp., obecrneuymBawowmnx 60mMbLUYyO peariMCTUYHOCTb

noslydYaemMblX N3006pakeHUM.




Default Scanline Renderer

Default Scanline Renderer — BCTpPO€HHbIN
CTaHOapTHbIM BU3yanusatop 3ds max.

[TosBonser BNU3yanm3npoBaTthb (peHaoepuTb)
n3obpaxeHme wn3 nwboro okHa npoekuun. Cam
npouecc — peHgepuHr (unm  Bu3yanusauusa) -—
co3faHue MJIOCKOro u3obpaxeHuss (KapTUHKKW) Mo
paspaboraHHon 3D-cugeHe.



Default Scanline Renderer ‘

,D,J'lﬂ Bbl30BaAa OKHaAa HaCTpoeK ? Render Setup: Default Scanline Rend... — X
- Target: Production Rendering Mode v
B|/|3ya1:||/|3aTopa. i e v: . {
1. 3anT B [MABHOM MEHIO BO fpe  ocnsskerees o]
BKkNagky Rendering BbiOPaTbh | wrcs: qus remee J 8|
KOMaHﬂ'y Render Setup’ B Render Elements | Raytracer |  Advancedlighting |
pesynerate Yero OTKPOETCS OKHO || o | Renderer |
Render Setup: Default Scanline |Fom—"""" ”l
Renderer. — —=

2. TakK e 3TO OKHO MOXHO BbI3BaTb
ropsden knasmwen F10.




Default Scanline Renderer

.
.
B HanpotvB cTpokn «Renderer:» (B~ fendersetup DefoultScanlineRend.. = 2
BbiNadaloWeM  cnucke)  BbiBpaTb  BUO et Production Rendering Mode v“:l
Bu3yanusartopa. Preset: No preset selected v
B ctpoke View to Render MoxHo  [Ffr  DeRutsennerendae b
BblOpaTb OKHO MPOEKUun AN peHOdepuHra u, |\newmm= Quad 4 - Perspective =
npy  HeobXoAMMOCTH, 3abnokunposartb T [ — e
(HakaTb Ha KHOMKY C «3aMO4YKOM») OaHHylO | Common | Renderer |
HacTpouKy. B aTom cny4yae BblbpaHHOE OKHO E Common Parameters ‘l

|
OyneT BM3yanv3npoBaTbCs MO YMOMYaHMIO. " =

KHonka Render npoBoanUT
Busyanusaumio  n3obpaxeHnsa B OKHe
BU3yanusaropa.



Default Scanline Renderer

Hwke B AJaHHOM OKHe HaxoauTcs 5 BKNagok:

* Render Elements (3nemeHTbl peHaepa) — NO3BONSET BUYANU3NPOBATDL  § Render Setup: Default Scanline Rend...  —
oTAeNbHbIE 3NEMEHTbI N306paxeHus, HanpuMep, TeHN OT 06bEeKToB, Brnku
n TA., Ang  uxX nocregdylwero peaakTMpoBaHUst B Mporpammax  Target: Production Rendering Mode VI
noctobpaboTku.

Preset: No preset selected VI

e Common (O6wmne HacTPOMKUN) — coaepXuT ObLLmMe HacTPOMKM OSis BCeX

Renderer: Default Scanline Renderer vI
BMU3yann3aTopos.

» Renderer (BuayanusaTtop) — COAEPXWUTb HACTPOWKW  TeKylero = foRender:  Quad-Perspective

BM3yanunsaropa.

| Render Elements [ Raytracer ] Advanced Lighting

Renderer

e Advanced Lighting (YnydweHHOe ocBelleHMe) — NO3BONSAET BblbpaTb
OOMH 13 ABYX CNOCOBOB OCBELLEHUS:

* Light Tracer (TpaccupoBlMK cBeTa) — nNpPUMEHSETCS Ans
CO3[aHus CrnaXKeHHbIX TEHENN MATKOro OCBELLEHMS CLUEHbI.

* Radiosity (OuddysHoe oTpaxeHune) — Gornee npaBuibHOE C
dusmyeckon TOYKM  3peHus, OCBeLleHWe, MOo3BonstoLLee
paccuuTbiBaTb MNPOXOXAEHMEe CBETOBOMO Jiyda C  Yy4eToM
OTpaxXeHus OT OOBLEKTOB CLEHbI, NPENOMIIEHUS B NPO3payHbIX
cpefax u 3aTyxaHusi C pacCTostHUEM.

* Raytracer (TpaccmpoBLUKK Iy4en) — COOEPXUT HACTPOWKN TPacCUPOBKU
nyyen.



HacTtponkn Bknagkm Common.

Csutok Common Parameters pasgen Time Output
COOEPXKUT BO3MOXHOCTU MO YMNpaBfieHUIO KagpaMmn 1 pasmepamu
BbIXOOQHOro U30bpaxkeHus:

Single — Tekywmi kKagp.

Active Time Segment (AKTVMBHbLIN BpEeMEHHON
CErMeHT) - C NepBOro no nocrneaHun Kaap.

Range (Ouana3soH) - Or... - [o...

Frames (Kagpbl) — B none ykasblBalOTCA HOMepa
KagpoB, KOTopble ByayT BU3yanv3mpoBaHbl.

Output Size (Pasmep BbIxoga) — HacTpoKka
pa3mMepoB M30bpakeHns Ans Bu3yanusayuu.

Width\Height (LLnpnHa\BbicoTa).
Image Aspect (CooTHOLEHUS n306paxeHuns).

Pixel Aspect (I1ukcenbHoe COOTHOLLEHUE).

Default Scanline Renderer

Render Elements Raytracer | Advanced Lighting

| Common II

Renderer

Common Parameters

— Time Output
@ Single Every NthFrame: [T 3
¢ Active Time Segment: 0To 100
¢ Range: [0 3l 1o [700 -

File Number Base: [0 =

¢ Frames |1,3,5~12

— Output Size

Custom _v_] Aperture Width(mm): [350 3
Width: | 320:240 | 720%486 |
Height  [480 2|  640x480 | sS00x600 |

Image Aspect 1,333 3|8 PirelAspect [T0 3] _QJ




HacTtponkn Bknagkm Renderer.

Default Scanline Renderer

Target: Production Rendering Mode
Render

Preset:

O6ﬂaCTb Options Renderer: Default Scanline Renderer

1.

Mapping (KapTbl TEKCTYpP) — BKMIOYEHNE/BLIKIIOYEHNE PEXMMA | S e P e v &
BM3yanu3aunm matepmanos U TEKCTYP.

Render Elements Raytracer Advanced Lighting
Shadows (TeHn) — npopucoBka TeHen OT OOBLEKTOB CLUEHbI. Common Renderer

Default Scanline Renderer

Auto-Reflect/Refract and  Mirrors  (ABTOOTpaxkeHue- —
Mpenomnenne wun 3epkanbHOe oOToOpaxeHne) — npocyeT R Mg v AutoReflect/Refract and Mirrors
OTPaXXeHU B 3epKarbHbIX U NPENOMASOLWNX MaTepuanax. 2

Wire Thickness:
O6nacTb Antialiasing: S
Antialiasing (CrnaxusaHue) — CrmaxuBaeT  rpaHuLbI N ety o

1.

v Filter Maps Filter Size: 1,5 =
N3obpakeHus.

Computes Antialiasing using a
variable size area filter.

Filter (PunbTp) — No3BONSET BbIOpaTh anropuT™M CriiaXxmnBaHus.

Filter Map (Punbtpaumsa TEKCTYpHbIX KapT) — yrydwaer Global SuperSampiing
oTOBpaXeHne TeKCTYPHbIX KapT, HO YBENUYMBAET BpPEMS e
BU3yanusauum.

Enable Global Supersampler

Filter Size (Pasvep c¢unsrpa) — no3sonseT yBenuyunTb Unu
YMEHbLUNTb CTEMEHb PA3MbITUSA PaCTPOBbLIX N306PaKEHUN.




O6nacTte Global SuperSampling ([no6anbHoe
cBepxpaspeLleHme):

1.

Disable all Samplers (Bbikniounts Bce
dunbTpbl CriaXmBaHUA) - BbIKITIOYEHNE BCEX
anropuTMOB CrnaXxmBaHUs, NPUCYTCTYIOLLNX B
HaCTpoOnKax mMaTtepuarnos U TEKCTYP.

Enable Global SuperSampling (Bkntountb
rmobanbHoOe cBepxpaspelleHne) — BKIyaeT
anropuTtm crinaxmBaHus ans BCEX
MaTepuanos, NPUCYTCTBYHOLLMX B CLEHE.

Default Scanline Renderer
Ren Default S = '8 ex §

Target: Production Rendering Mode

Render

Preset:
Renderer: Default Scanline Renderer

View to Render: Quad 4 - Perspective

Render Elements Raytracer Advanced Lighting

Common | Renderer

Default Scanline Renderer
Options:

v Mapping v Auto-Reflect/Refract and Mirrors

Antialiasing:

v Antialiasing Filter:
¥ Filter Maps Filter Size: 1,5 =

Computes Antialiasing using a
variable size area filter.

Global SuperSampling
Disable all Samplers

Enable Global Supersampler

Max 2.5 Star v



Buayanusatop V-Ray

CamMbIiM nonynsipHbIM cpeaun
anbTEPHATUBHbLIX BU3yariM3aTtopoB SABMAETCH
V-Ray, peann3oBaHHbIN B Bunae

OOMNONHUTENBbHOIO MoAyns, paspaboTkon u
COMNPOBOXAEHNEM KOTOPOro 3aHMMaeTcs
KOMMNaHUg «Chaos Software»
(http://www.chaosgroup.com/).




Buayanusatop V-Ray

V-Ray ABNAeTcA oOHUM n3 caMbIX
Npon3BOAUTENbHBIX MOAYNEN BU3yanmsauum u npu 3Tom
obecrneynBaeTr e€e BbICOKOE Ka4decTBO 6narogaps
NCMOSIb30BaHUIO npwu pacyeTtax nepenoBbIX
BbIMUCNUTENbHbLIX METOAOB.

3710 nosBonseTr nonyd4ate  doTopeanucTuYHble
N300paXKeHUs1 NyTeM NPOCTOro pasMeLLeHNs NCTOYHUKOB
cBeTa W  CpPaBHUTENbHO  HECHMOXHbIX  HacTpoekK
BM3yanuaawum.




Buayanusatop V-Ray

C nomowpbto Bu3yanumsatopa V-Ray MOXHO nonydatb
n3obpaxxeHnst CoO BCEMM OCHOBHbIMU BU3yasribHbIMU adhpekTamu:

1.  [JobuBatbcs  POPMUPOBAHUSA  pPeariMcTUYHOro  3epkalibHoro
OTpaXkeHus.

2. [Mpo3padHocTL.

3. [NpenomrneHna cBeToBbIX Ny4ven (BKMYad 3PdeKT KayCTUKM

(Caustics)), KOTOpbIN NPUBOAUT K MOSBIIEHNIO CBETOBLIX ONMKOB B
pesynerarte NPoOXOXOeHWs cBeTa 4Yepe3 Mnpo3padHble OObeKTbI
KPUBONUHENHOW POPMbI.

4. MopgenupoBaTb  paccessHHOe  OcCBelleHMe  CueHbl  NyTem
UMUTUPOBAHUA adbheKkTa MNOBEPXHOCTHOIO paccenBaHnga CBeTa,
YTO peanu3yeTtcda 3a CYEeT HaCTPOMKM TakK HasblBaemMoro
rmobanbHoro ocselleHus (Global lllumination).



Buayanusatop V-Ray

[MoBbIWATL peanncTUYHOCTL NYTEM MUCMOMb30BaHMA adodhekTa
rmybuHel peskoctn (Depth of field) — npu gaHHoM addekTe
pa3mbiBalOTCA NepegHnn U 3agHUN NMnaHbl CLEHbI B 3aBUCMMOCTH
OT YCTaHOBMEHHOW TOYKM DOKYCUPOBKM (TO eCTb Te pparMeHThl
CLEHbI, KOTOpble HaxoasaTcs BHe dpoKyca Kamepbl).

CosgaBaTb 2aheKT pasmbITOro ABmkeHns, bnarogapst KOTOpoMy
ObICTPO ABMXKYLWMECH OOBLEKTBI MOSydaroTCs pasMblTbiMU (Kak B
peanbHOM MWPE Ha CHUMKE WM B KWHOKagpe), a noTtomy
OBWXEHME UX BbIMsaguT bornee eCTeCTBEHHO.

Busyanusauusa B V-Ray Takke obecrneunBaeTr [OeTanbHYHO

npopucoBky KapT cmeweHus (Displacement Mapping) ans
NOSTydEeHUs WINIO3UK  BbIMYKIbIX MOBEPXHOCTEW, MO3BONSET C
nomoLbo MHCTpyMeHTa VRayFur cosgaBaTh MOKpbITble MEXOM
MOBEPXHOCTU (MPU 3TOM MEX FEHEPUPYETCS TONLKO BO BPEMS
BU3yanusaumm n B 4eNCTBUTENBHOCTU HE NPUCYTCTBYET B CLEHE,
YTO ynpoLiaeT paboTy c Hen) n ap.




Buayanusatop V-Ray

OcCHOBHbIM NpuHUMNnanbHbiM oTnnymem V-Ray (paBHO Kak
N Opyrmx anesrepHaTuBHbIX BuadyanusatopoB) oT Default
Scanline Renderer aBnsietcs 10, 4YTO Npu NpocyeTe CUEH B
HEM YyuduTbiBalOTCA U3NYEeCcKMe CBOWCTBA CBeTa, 41O W
obecrieymBaetr Oosnblyld  peariMCTUYHOCTb  MNOSlyYaeMblX
N306paKeHnn.

PeannsoBaHo 310 Brniarogaps MCNonb30BaHWIO (POTOHHOIO aHanmsa CueHbl
Ansa  npocyeta addekToB pednekTMBHON W pedpakTUBHOM KayCTUKU WU
NMPUMEHEHNIO psda  TexHonormn ans  cosgaHus  addekta  rnobdanbHoro
OCBeELLEHMS.




Buayanusatop V-Ray

TexHonormm ang co3gaHus OCBELLEeHUS:

V/IHTErpmpoBaHme OCBELLEHHOCTM NO OKPYXXatloLen Touke
nonycdepe, nubo cdepe. [lepBoe - B cny4ae
Henpo3payHbIX NOBEPXHOCTEN, BTOPOE - A1 NPO3payqHbIX
nosepxHocten (no metoay MoHTe-Kapno (Quasi-Monte
Carlo) ¢ nogocyeToM 3Ha4yeHUM OCBELLEHHOCTU AONd
KaXXOoW TEHEBOW TOYKU MO OTAENbHOCTU HE3aBUCUMO OT
BCEX OCTalbHbIX TOYEK).

TpaccupoBka nyrten CBETOBbIX Jly4Yel, BUOUMBbIX U3
KamMepbl, C NOCTPOEHUEM KapT ceeTa (Light map).
TpaccupoBka (ODOTOHOB C MOCTPOEHUEM (DOTOHHbLIX KapT
(Photon map).




Buayanusatop V-Ray

4. ®opmupoBaHuMe KapT ocselwleHus (lrradiance map),
GasnpyloWKnXCad Ha MoAcyYeTe HenpaMoro OCBeLLEeHUS
TONBbKO B HEKOTOPbIX Hanboree BaXKHbIX TOYKax cueHbl (TO
eCTb TaM, rge OObeKTbl 3aKkpblBalOT APYyr gpyra wnivM B
obnactax ¢ octpbimn Gl-teHamu (Global lllumination)) ¢
nocreayoLulen NHTepnonaumen pe3ynLTaToB Ha
oCTarbHble ee TOYKN,



Buayanusatop V-Ray

[na pacyeta 3Ha4YeHUN nepBoro Andgy3HOro oTpaxeHuns
mnn nepeoro anddysHoro oTckoka (TO ecTb pacudeTa
OCBELLEHHOCTN B TOYKe, B KOTOpYyHO nonan ny4y cBeTa OT
MCTOYHMKA, OTPasMBLLUUNCA OT MOBEPXHOCTM BCEro OOuH pa3
Primary bounces) MoxeT ObITb WcCNofb3oBaH fobon K3
Ha3BaHHbIX METOAOB.

[na pacyeta Bcex ANdY3HbIX OTPaKeHU, Ha4YnHasa co
BTOPOro (Korga nyy ceeTa ABaxabl unu bornee oTtpaxaeTca OT
OpPYrMx MNOBEPXHOCTEW, nNpexae 4YemM [OOCTUraeTr pacyeTHOW
TOukM Secondary bounces), MOryT NPUMEHSTbLCS MepBblE TPU
MeToaa.



Buayanusatop V-Ray

CambiM AnuTenbHbIM METOOOM pacyeTa,
obecnevymBalroLLIM OYeHb  KayeCTBEHHbIN
pesynsrar gaxe npu  Hanudmu O0onbLIoro
KONMM4YecTBa MeEnKux Aetanem B  CLEHe,
apnaetca metoa MoHTe-Kapno.



Buayanusatop V-Ray

Haunbonee ObICTpLIN peHOEepPUHr NPOU3BOAUTCA MNpwU
hboToHHOM aHanmse ceeta NMbo Mpu KUCMNofb30BaHUN
KapT CBeTa.

[lepBbin U3 METOOOB TPaAULUMOHHO NPUMEHSETCS B
Budyanusatopax angd pacyerta rnobanbHOro ocBelleHmns,
a BTOpon paspaboTaH crneuunanbHO AN BM3yanusaTtopa
V-Ray 1 obecneumnBaeTt 6onee BbICOKOE (M0 CpaBHEHUIO C
dOTOHHLIM aHanu3oM) Ka4dyecTBO NpPU COMNOCTaBMMOW
CKOPOCTM BU3yanusaunu.



Buayanusatop V-Ray

KayecTBO, gocTuraemMoe OogHUM U TEM Xe
METOAOM nMpPU pasHbIX WUCXOAHbIX [OaHHbIX,
MOXET CYLLEeCTBEHHO pa3nnyaTbCcA.

Tak, npn doTtoHHOM aHanms3e Haubonee
TOYHYIO  KapTUHY  OCBELUEHHOCTU  MOXHO
nony4YnTb NUWb MpyU OYeHb  BOSbLLIOM
KonnyecTtee POTOHOB.



Buayanusatop V-Ray

Pesynbratel pacdetoB no metony MoHTte-Kapro Hanpamyto
3aBUCAT OT KornmdectBa BbIbopok (Subdivs), ncnonb3yemblx
AN annpokcumauuun (NMpUBSIMKEHHOIO BbIYUCIIEHUS, BMECTO
HEeKOTOpPOro NCXOLHOrO0): ecnu OaHHagd BENUYMHa
HegocTaTtoyHad, TO 9TO MpuBEOEeT K MOSIBIIEHMIO Lyma,
3€PHUCTOCTUN 1 BU3yasribHbIX apTedaKkToB.



Buayanusatop V-Ray

[Mlpn noctpoeHun kapt ceeta (Light map)
Ka4yeCTBO 3aBMCUT OT YMCria NyTen TpacCUpOBKK
nyyen n T.4.

Ona nonydyeHWs Xernaemoro BuAa CLUEHDI
0ObI4YHO NpuxoanTca nNpuberatb K NPOBEAEHMUIO
MHOIFOKpaTHbIX TECTOBbLIX PEHAEPUHIOB, B XO4e
KOTOPbIX noabuparoTcs pa3HoobpasHbie
napamMeTpbl 1 HACTPOUKN.

i



Buayanusatop V-Ray

[ToaTOMYy Hy)XHOe AOnd  OKOH4YaTeNbHOW
Bu3yanumsaumm 6orbLuoe KonmyectBo (POTOHOB,
BbIOOPOK M MNp. B LENSX YCKOPEHUsI npouecca
TECTOBbIX BU3yanusaumnu YycTaHaBNMBaETCH
Wb  Ha  camMoMm nocnegHem  aTane
BU3yanusavuuu.



[Ansa npoBedeHus BusyanusaumMm C
nomoLlubo Bu3yanusartopa V-Ray cHavana

HeobxooMMO caenatb €ro  akTUBHbIM
BM3yan3aTtopoM.
Bbibop BM3yanunaaTtopa

OCYLLECTBNAETCA B [OMarnioroBOM OKHe
Render Setup, KoTOpoe BbI3biBaeTcH
yepes MeHio Rendering nnbo HaxaTnem
Ha «ropa4yo» knasuwy F10.

B ctpoke Renderer Bbibpatb V-Ray
Adv (Bepcuq).

Buayanusatop V-Ray

# Render Setup: V-Ray Adv 3.20.03 - X
Target: Production Rendering Mode vl
Render
Preset: No preset selected v
Renderer:  V-Ray Adv 3.20.03 v

v 8|

JCommn ] V-Ray ] GI ]Settings ] Render Elements ]

View to Render:  Quad 4 - Perspective

= ‘Common Parameters |-

Time Output
[ﬂ Single Every Nth Frame: |1 il
" Artive Time Seament: N Ta 100



[TlpakTnyeckoe 3agaHne Ne14

UToObl pasobpartbcss ¢ 6Gas3oBbIMM MNPUHLMMNAMU BU3yanusaumm cpencreamu
V-Ray »n HooaHcamn bOopMUPOBaAHUA OTPaKEHUN U NperioMneHun, Hago co3gartb
MPOCTYIO CUEHY C HAaXOAALWMMUCA Ha MI0CKOCMU WapoM U YaluHUKOM.




[1lpakTnyeckoe 3agaHue Ne14 ‘

Ecnn npoBectu Busyanusaumio cueHbl («ropayasi»  knasuwa  F9)
cTaHgapTHbiM Bu3yanusatopom Default Scanline Renderer, To HuKakmnx
NPENOMMEHUN, OTPaXKEHNN N MOBEPXHOCTHOINO paccenBaHus ceBeTa He Byaer,
TaK Kak COOTBETCTBYWOLUME MaTepuarnbl MOKa He co3faHbl U He HasHa4yeHbl
obbekTam, a rnobanbHOe OCBeELleHWe CcTaHOapTHbIM BU3yanu3aTopoM He
NMUTUPYETCS.




[1lpakTnyeckoe 3agaHue Ne14

OTKpbITb OKHO HacTpoek Busyanusauum Render Setup, koTopoe
BbI3blBaeTCcA Yyepe3 MeHio Rendering nnbo HaxaTnem Ha «ropsdyto»
knasuwy F10.

Mogkntounte V-Ray: B Bbinagawowem cnucke Renderer BbiOpaThb
V-Ray Adv (Bepcus).

OkHO HacTpoek Bunzyanusaumm Render Setup MOXHO 3aKpbITb, NO3Xe
B Hem Oyger npoBOAUTLCSA HACTpoMKa MapamMeTpoB  CaMoro
Buadyanusatopa V-Ray.

[Ona ycTaHOBKM MCTOYHWKA CBETa M HACTPOWMKM MaTepwana, cnegyer
co3aaTb OOBbLEKTbI B CLEHE.

pe

i



[TlpakTnyeckoe 3agaHne Ne14

BbiOpaTb B BbiNnagatowwemM CncKe UCTOMHUKOB CBETa MMEHHO
VRay. Cos3gatb uctodHuk VRayLight pekomeHayetcs B okHe
Left, 3aTem 0TOOBMHYTb €r0 OT OOBLEKTOB.

) e e O o S 7 ) g e =P N i | [ e ~




11.

12.

[TlpakTnyeckoe 3agaHne Ne14

OTKkpbITb pepaktop MaTepuanoB (M), 3aHATb cBoOOOHBIN CIOT WU
Ha3BaTb MaTepwuan, Hanpumep, sphere 1.

Bbibpatb 13 cnncka matepuanos VRayMtl.

[Onsa kaHana Diffuse ycTaHOBUTbL NPOU3BOSbHBLIN LBET, Hanpumep,
3ereHbln.

HasHaunTb gaHHbLIM MaTepuan wapy.

Cospatb ewe asa VRayMtl-maTtepunana v HasHaunTb UX YaWHUKY U
NSTIOCKOCTN.

[MlpoBeCcTn BM3yanu3auuto CcueHbl U ybeauTbCsl, 4YTO OObLEKTHI
oTbpackIBatoT TeHu (3To obecneymBaeTca nctoyHMkom VRayLight).
*Y100bl BM3yanusauusi npowsa bbicmpee B HaCTpoMKax OKHa
Busyanusaumm Render Setup nepentn Ha Bknagky V-Ray n B cButke
Image Sampler (Antialiasing) B ctpoke Type Bblbpatb Adaptive
Subdivision.




[1lpakTnyeckoe 3agaHue Ne14

13. Ho n Takke MOXHO OTMETUTb PO HEeOoCTaTKOB, KOTOPblE MOXHO
YCTPaHUTb C MOMOLLIbIO U3MEHEHUSI HACTPOEK AN UCTOMHUKA CBeTa U
AONS BU3yanuaatopa, a Takke U3MEHUB NapameTpbl MaTepuaros.

RGB color VQIEIEI@_OODQE&Q@O




[1lpakTnyeckoe 3agaHue Ne15

BHeceHne M3MeHeHul B npeabiayLwyto cueHy (npoaormkeHune

[MpakTnyeckoro 3agaHnsa Ne14).

1.

2.
3.
4

OTKpbITb peaakTop maTepuanos, BblAeNUTb MaTepuan wwapa
(sphere_1).

N3ameHnTb uBeT B none Reflect Ha TemHO-cepbin.

Otkntountb napameTp Fresnel reflections.

[lpoBeCTn peHOEepuHr — TOBEPXHOCTb LUapa CTaHeT
OoTpaXkaTb OKpYyXatLlune npeameTol.

*Kak npasuro, e rone Reflect ycmaHaenuearom ugem mozo
unu UHO20 cepo20 ommeHKa (ecriu ycmaHo8umbs Kakou-mo
opy2ol OmmeHOK, Harpumep, Xenmbil Unu KpacHbIU, mo
MoxXem Obimb [10/7ly4EeHO Hepeariucmu4yHoe ompaxeHue
coomeemcmsyuwieaod ommeHKa, [pu 3mMoM  YPOBEHb
ompaxeHusi bydem mem cusibHee, 4YeM ceemiiee usem 8
rnosne Reflect.
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.
YXe MOXHO BuOEeTb, UYTO cdoepa OTpakaeT OoKpyxawume m—
npeaMeThbl U JaXe UCTOYHUK cBeTa (benbln NpAMOYrofibHUK).
RGB color VQIEIE’E]_OOD@E@?Qm@Q
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[Mpn HeobxoaMMOCTU B OTPaXXeHMn MOoryT ObiTb BUOHbI HE
TONbKO peanbHO HaxoAdswmecs psAoM nNpeameTbl, HO U UHoe
NPOCTPAHCTBEHHOE OKPYXEHUE, Hanpumep, CTEHbl KOMHAaTbI
nnn nemnsax (ecnn o6bekT HaxoaNTCA BHE NOMELLEHMNA).

CosgaBaTb NogobHoe peanbHOE  OKPY)XEHME  COBCEM
Heobsa3aTenbHO — MOYXHO NPOCTO NOOKNKOYNTb
cooTBeTcTBYOWY TekcTypHyto kapTy (VRayHDRI (kapta
OKpy>KaroLien cpeabl)).

*[lns npumepa makue Kkapmhbl rnpedroxXeHbl 8 MpuioXeHuUU K
OaHHou nekyuu. CamocmosimesribHO MOXKHO Haumu rnodobHsbie
Kapmabl 8 UHMepHeme.

i



[ns
OKpyKatoLlen cpeabl:

OTKpbITb pegakTop maTepuanos u
3aHATbL CBOOOAHLIN CHOT.
LLlenkHyTb Ha KHornke GetMaterial.

noaknr4yeHns KapTbl

B OTKpbIBLUEMCS OKHe
Material/Map Browser OTKpbITb
Bknagky Maps, panee OTKpbITb
Bknagky V-Ray, v BbiOpatb u3
cnuncka kapty VRayHDRI.

B «kadectBe Bitmap MoOXHO
BolbpaTb nponsBonbHbin  HDR-
c¢ann, Hanpumep, doann
KC_outside hi.hdr (cm.

NPUNoXeHue K nexkuum 9).

, Editar - 08 - Defalt =

Modes Utilities

Material Navigation Options

IS’IXI“%}I.‘%I@EI@.IEIW%

. 08 - Default
Get Material

5 £ 9 W 0E OO

o

(23

v Standard

[- Shader Basic Parameters

|—B|,m I~ wire |~ 2-Sided

|~ FaceMap | Faceted
|- Blinn Basic Parameters

FMIO;HJ

Opacity:[ 00 3| |

[1lpakTnyeckoe 3agaHue Ne15 ‘

’
¥ |Search by Name ...

|+ Materials

[£standard
- V-Ray
[l VRayBmpFilter
VRayBump2Normal
VRayColor
VRayColor2Bump
- VRayCompTex
. VRayCurvature
W vrayDirt
B VRayDistanceTex
VRayEdgesTex
. VRayFakeFresnelTex
B VRayGLSLTex

Il VRayHDRI
VRayICC

W vRayLut

Il vRayMap
VRayMultiSubTex
VRayNormalMap




B obnacTu Mapping
ycTaHoBUTbL  BapuaHT  Spherical
environment.

He 3akpbiBaTb Material Editor, a
pPSAAOM OTKpPbITb OKHO Render Setup
(F10).

B okHe Render Setup nepentn Ha
Bkragky V-Ray u OTKpbITb CBUTOK
Environment.

BknounTb oriaxkok ana napameTpos

Gl environment n
Reflection/refraction environment
MNogknounTb TONbKO yTo

HaACTPOEHHYI TEKCTYPHYIO KapTy, ee
MO>HO NpPoCcTo nepeTawmuTb U3
CNnoTa OKHa pedakTopa maTepuanos
Ha kHonky None  (HanpoTuB
Reflection/refraction environment), u
npu BOMpoce o BapuaHTe
KonupoBaHua BbIbpaTh Instance.

type I # Material Editor - Map #ZI —

X

[1lpakTnyeckoe 3agaHue Ne15

# Render Setup: V-Ray Adv 3.20.03

Modes Material Navigation Options Utilities Target: Production Rendering Mode
~ )
— Preset: No preset selected
)
V-Ray Adv 3.20.03

magﬁ
|

‘View to Render:  Quad 4 - Perspective

& [ Common I V-Ray l GI l Settings l Render Elements ]
e [+ Authorization Ji
vie |E About V-Ray Ji
@i Frame buffer ]i
B2% XIS |2 RIBIB(TE: |k bl swiches |
# !Map = = \RayHDRI [+ Image sampler (Antialiasing) Ji
[+ Adaptive subdivision image sampler i
= — | i[x
@ V-ra V-Ray PowerShader
optimized for V-Ray
Bitmap: lG:\Olsana\Sdmax lection\saour ek S\KC_ou! J
s i
Mapping
Mapping type: | 34 Max standard v
Horiz. rotation: éﬂgilélar
Vert, rotation; fsuSe: C°|0|'-|1.O i] Map ¥ None
Mirrored ball
3ds Max standard |1
Secondary matte environment
I=on Posttion=fo.0 %] [o.0 ||2] Jo.o | 2] . : Yo =
Racits: [500.5] 2} Color [0 2] vep fiore
N I+ Color mapping
Overallmult: [0 2| Interpolation: I[)efau|t v I+ Camera
Rendernut:ll.o Ej Filtering: [rentranic  ~
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.
.
10. BusyanunanpoBaTtb CLEHY.
11. Tenepb B Wape oTpakaeTcd He TOSIbKO YaWHUK, HO U OKpyXxatoLwiad
cpena.
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[anee MOXHO NO3KCNEePMMEHTUPOBATb c
npenoMneHnsaMmm anst Toro, 4TodObl co3gaTb Martepuan
«CTEKNO» ANS YauHuKa.

1.  OTKpbITb pegakTop mMartepuarnoB, BblAENUTb CHOT C
MaTtepunanom YanHUKa teapot_1. HasHauntb
matepuan VRayMtl.

2. [Onsa Diffuse HasHayeH UBET OaHHOro martepuana -
pO30BbIN, HO ONA CTekna nyywe BblbpaTb CBETMO-
cepbIn.

3. Ecnu HyxHO, 4TOObI YaMHUK HEMHOro oTpaxas, TO
anga Reflect MoXxHO 3apaTb TEMHO-CEpPBIN LIBET.

4. [na Refract Hago ycTaHOBUTL CBETO-CEPbIN LIBET,
Tak Kak Npo3payHOCTb Martepuana [ofmkHa ObITb
o4YeBMaHa.

5. HasHauntb maTepuan obbekTy 4YanHuK. [lpoBecTu
Busyanusaumio, ybeamtbCs, YTO YaulHUK CcTan
CTEKNAHHbIM.
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[ns ynydweHunsa kadyectsa nsobpaxeHunsa B
HacTpoMKax peHgepa  MOXHO  BbIMOSIHUTb
cnegyoLwmne n3aMeHeHuns:

1. lopobGpaTtb pakypc, Npy KOTOPOM OOBLEKTHI
OyoyT cmoTpeTbca Hanbonee ygadHo. Ecnu
HYy)XHO — M3MeHUTb pasmepbl Plane wnu
YanHuKa n cepsl.

2. B okHe HacTtpoek Busyanusauuu Render
Setup Ha Bknagke Common B CBUTKE
Common Parameters B pasgene Output
Size yctaHOBUTL (popmat  BbIXOLHOIO
n3obpaxexHna HDTV video.

3. Takxxe Ha Bkrnagke V-Ray B cButke Color
Mapping Bbibpatb Type = HSV
exponential.

4, Ha Bknagpke Gl B cButke Global
illumination BknounTe napametp Enable
Gl

5. [lpoBecTtn Bu3yanusaumio.




[MoAcHeHns K HacTpowkam  Bu3yanusaTopa

V-Ray, koTopble Gbinn MCnonb3oBaHbl 1 YNOMUHANUCh
paHee:
1.

Image Sampler (Antialiasing) - camnnep
u3obpaxkeHusi (KoNM4ecTBO MPOXonoB (onepauumn
BblYMCIIEHUS), KOTOpble  [OOSPKEH  COBEPLUUTH
V-Ray, 4T06bl NONy4nTb KAQ4€CTBEHHYK KapPTUHKY.
KayectBO  KapTMHKkM B JaHHOM  crydae
onpegensdeTcs LWYMHOCTbIO WKW  3€PHUCTOCTbIO
n3obpaxeHna. Yem MeHblUe 3epHUCTOCTU, TeM
Ka4eCTBEHHee KapTuHKa).

a. Type = Adaptive subdivision - 3710
Hanbonee  COBEpLUEHHbIM  CaMnnep
N300paxkeHns, MMeLNin BO3MOXHOCTb
OpaTb MeHblLle OOHOro CaMmnfa Ha
nukcenb (undersampling).

Buayanusatop V-Ray

Common V-Ray GI
| Common | I

[Setﬁngs] Render Elements l

i+ Authorization Ji
I+ About V-Ray Ji
i+ Frame buffer Ji
[ Global switches Ji
- Jnacesampler (Antialiasing) |
Type IAdaptive subdivisiol 7_]
ra 2 = Render mask INone v
v Divide shading subdivs <hone> |
Jv Image filter Fitter [area &
Fomput&s Antialiasing using a variable size area filter.
[+ Adaptive subdivision image sampler Ji
[+ Global DMC Ji
If* Environment Ji




Environment — okpyxawwas cpega ons
npocyeTta Gl (FTMobanbHOro oceBeLleHns).

Gl environment mMuUTUPYeT paccesHHbIN
cBeT oT Heba. On — cpoenaetr akTMBHbIM,
Multiplier oTBeyaeT 3a WHTEHCMBHOCTb. ECTb
BO3MOXHOCTb A006aBuTb kKapTy ceeveHus (.HDR).

Reflection/refraction environment
OTBEYaeT 3a UBeT/KapTy OKpyXeHuna Ons
OTPaXeHUN N NPenoMIeHNN.

Buayanusatop V-Ray

- Environment

[V GI environment

Color [ |[10 3| Map ¥ None

[V Reflection/refraction environment
Color [l [T0 3| Map ¥ Map #2 (VRayHDRI)

I Refraction environment

Color [0 2] Map @

[ Secondary matte environment
color [0 2| vap @




Buayanusatop V-Ray

Color Mapping — LiBeToBoe oTobpaxeHune

B cnucke Type cooepXutca HECKOMbKO
TUMNOB LIBETOBOIO OTOOpaXeHus.

Kagbin  XapaktepusyeTtca CBOMMMU
0CcoDeHHOCTAMMN.

PekomeHgyembint - HSV Exponential.

HSV exponential

D
| Intensity exponential ===

Intensity gamma
Reinhard

TyPe |Hsy exponential v : Mﬂ‘ I_ﬂ
Linear multiply Da'klll.lt:ia: 1.0 3‘
ponential Bright multiplier:  [T0 3]




Buayanusatop V-Ray

Global illumination - npouecc
CUMYNAUMN  HENPAMOrO OCBELLEHUS, Mpwu
KOTOPOM Y4YUTbIBAETCA CBET, OTPAXEHHbIN OT
NOBEPXHOCTU, @ MOBEPXHOCTb, HA KOTOPYHO
nagaer CBET, oOKpawmBaeTca B  UBET
OTPaXXeHuN.




HacTtpovka dpoHa

Momumo HaCTpoeK BU3yarnmn3atopa MOXHO TaK Xe& HaCTpOUTb
(*)OH BM3yannm3auun. B kauyectBe CbOHa MOXET ObITb MCMNONb3oBaH
LUBET UJTN pacTpoBOE M306pa)KeHVIe.

[na HacTpokn poHa Bu3yanusauum Hago 3anTu B MEHI0
Rendering rmaBHoro meHo 1 BbidBaTb KoMaHAy Environment, Tak
K€ MOXXHO MCMONb30BaTh «roOpsvyo KNnaBuLLy» «8».

B pasgene Background, HaxaB Ha nNpsMOYrofibHUK oA
Haanucbto Color, MOXXHO BbIbpaTb POHOBLIN LIBET.

[Mpn HaxaTtun Ha kHonKy None B pasgene Environment Map,
oTkpoetcs okHO Material/Map Browser gns Bbibopa KapTbl.
BeibpaTtb Bknagky Maps, 3atemM OTKpbITb Bknagky Standard, n us
crnvcka pekomeHgyemas kapta Tuna Bitmap. 3atem, nocne Bbibopa
KapTbl, MNOSABUTCA AMarioroBoe OKHO C BO3MOXHOCTbK Bblbopa
pacTpoBOro n3obpaxeHus (K npumepy, C pacluMpeHnem .jpg).

MapameTp Use Map nosBonseT OTKNoYaTh/BKNKOYaTb KapTy C
POHOBbLIM M306paxeHneM.

@ Environment and Effects

Environment | Effects |

|2 Common P.

Backaround:
Color: E nvironment Map:

I UseMap

None

Global Lighting:
’V Tint: Level:

Ambient:

— C
[- Exposure Control |
]<no exposure control> L]
I~ Active
Process Backaround
I and Environment Maps
Render Preview
[- Atmosphere |
Effects:
- Add...
Delete

¥ fctive

Move Up

- Move Down

Name: |

Merge




Kpyrnbin cton Ne9

Tema «Busyanusauyus cueHbl (Standard, VRay)».

O6cyanTtb Ha hopyme B Teme «Kpyrnbii cton no padote ¢
nporpammon Autodesk 3ds max»:
1. Tunbl BU3yann3aTtopos.
2. cnonb3oBaHne pasnuyHbiX TUNOB BU3yann3aTopos.




‘ Autodesk 3ds max

Bce BOnNpocChbl U NPeAAOXEHUS NPUCBIAGUTE NO AAPEeCY:

mirallect@gmail.com, abba-kat@yandex.by




