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Onucaunuve nporpammbi 3ds Max

e Autodesk 3ds Max (paHee 3D Studio MAX) —
NONMHOOYHKLUMOHANbHaA npodeccnoHarnbHas
nporpaMmmMmHasa cuctema angd co3gaHusa u
pefakTMpoBaHUA TPEXMEPHOWU rpaduku m
aHumauuu, gopaspaboTaHHas KOMNaHUEN
Autodesk.
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* Autodesk 3ds Max — 3TO KOMNJIEKCHOE peLleHune
ana 3D-moaenmpoBaHna, aHMMauun, peHaepuHra
N KOMMNO3UTWUHra, npeaHa3HavYeHHoe Ang
peanusaunm TBOPYECKOro noteHumana
pa3paboTynKoB Urp, BU3yaribHbIX 3PdEKTOB U
rpadoukun, N opyrux cneymnanncTtos 3Tou caepeol.



* Autodesk 3ds Max OOCTyneH B ABYX
NMMUEH3UOHHbIX BEPCUSIX: CTYAEHYECKast —
becnnatHasa (TpebyeTtcsa perncrpaumns Ha
cante Autodesk), koTopasa npegocTaBnyAeT
NONHYI BEPCUIO NporpamMmbl (0gHaKo, ee
Hemnb3s NCNOMb30BaTh C LUENbi NONy4YeHuns

npunodbINK), U NonHaga (KoMmmep4yeckas)
BEpPCUS



[Tpnobpetute 3ds Max

BAPUAHTbI

225 626 py6. /c onnatoit kaxable 3 rona Nyuwan uexa

79 214 py6. /c onnaToi Kaxabii rog

9 791 py6. /c onnatoi Kaxabiit MecsLL



HcTopua 3D-naKeTa
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 [lepBasd Bepcuda naketa nog HasBaHnem 3D
Studio DOS Obina BobinyLeHa B 1990 roay.
Pa3paboTkamu nakeTa 3aHMmanacb

He3aBucumasa ctyausa Yost Group, CoO3gaHHas
nporpammmucTom Napum Koctom; Autodesk Ha
NepBbIX NOpax 3aHMMarcsa TorfbKo n3gaHmem
MnakeTa.




3D Studio MAX

* [lepBble YeTbIpe penn3a HOCUIN Ha3BaHUE
3D Studio DOS (1990—1994 roabl). 3aTem
nakeT ObIs nepenncaH 3aHOBO Mo

Windows NT n nepenmeHoBaH B 3D Studio
MAX (1996—1999 roabl). Hymepauus
BEpPCUN Ha4Yanacb 3aHOBO.

RELEASE 3



* B 2000—2004 rogax nakeT BbinycKkaeTc4d
noa mapkowu Discreet 3ds max, a ¢ 2005 roga
— Autodesk 3ds Max. AKTyanbHasa Bepcugd
HOCUT HanmeHoBaHne Autodesk 3ds Max
2012.
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[TaHenb Command

123456
1. Create (Co3gartb) $la @322
2. Modify (MoandonkaTtopsbl
3. Hierarchy (Mepapxuq) 2t e
4. Motion ([BwxeHuns) e
5. Display (ducnnen) T

Teapot Plane

6. Utilites (YTnutbl)

Name and Color
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HuXHAA YacTb MHTEPdEenca
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UHCTRYMEHTDbI 3dS Max

UHCTpYyMEeHTLI ons
MoOennpoBaHUA:

e 3ds Max pacnonaraet o0LMPHbLIMU
MHCTPYMEHTaMM A5 co30aHus
pa3HOOobpa3HbIX N0 POPME N CNOXHOCTU
TPEXMEPHbIX KOMMbIOTEPHbLIX MOAENEN,
peanbHbIX NN PaHTaCTUYECKNX OOBEKTOB
OKpY>XaloLLlero Mmpa, ¢ NPUMeEHEHNEM
Pa3HOODPAa3HbIX TEXHUK U MEXAaHN3MOB,
BKMOYaloLWmMX B cebs crneanytoLimne:



 [lonuroHanbHOe MoaenupoBaHue, B
KoTopoe BXoaAaT Editable mesh
(pepnakTupyemada noBepxHOCTb) U Editable poly
(pepakTupyembiv NONIUFOH) — 3TO CaMblIU
pacnpocTpaHEHHbIN cnocod MmoagennpoBaHus,
Mcnonb3yeTcyd Anda co3gaHns CroXHbIX
MOOenen N HN3KONONMUIroHarnbHbIX MoaEeneun




* MopenunpoBaHue Ha OCHOBE
HEOOHOPOOHbIX pauMoHarnbHbIX B-
cnnavHoB (NURBS) (crnegyeTt OTMETUTb, YTO
NURBS-moagenunpoBsaHue B 3ds Max-e
HACTOsNMbKO MPUMUTUBHOE YTO HUKTO STUM
CNOCODOM NpakTUYECKU He Nonb3veTcs).



* MogenupoBaHue Ha
ocHoBe cnnanHoB (Spline)
C nocreayrLwmnm
NPUMEHEHUNEM
MogundmkaTtopa Surface —
NPUMUTUBHbLIN aHanor
NURBS, yO00OHbIN, OOHAKO,
Onsi cosgaHnusa o0 bLEKTOB
CO CNOXHbIMU
nepeTeKkaroLwnmMmm
doopmamMu, KoTophkle
TAXKeno co3aartb
MeToaamu

FAMNMIATNALIATNMLLIATNA




MHCTpYMEHTbI A aHMMaLunu:
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° I'Iepeﬂ,osble MHCTPYMEHTHLI A4 aHMMaLlnn nomMoryT
co30aTb NHTEJJIEKTYAaJ1bHbIX, I'IpaB,EI,OI'IO,EI,O6HbIX
NnepcoHa>xXen ! BbINOJIHATb BbICOKOKa4Ye€CTBEHHYIHO

aHMauuIo:

NHCTpyMeHT aHMmMaummn nepcoHaxen Character
Animation Toolkit(CAT), OByHOIrmx cyLiecTB 1 TONMbI
OaloT CnocobHOCTb 3P EKTUBHO CcO3aaBaTh
npoueaypHyo aHMMaLuuio U OCHACTKY.
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 Moaundoukatopsl Skin n CAT Muscle gatot
CNOCOOHOCTL OCYLLECTBNATL TOYHOE U
naBHOE ynpaBfieHne CKeNneTHOW
nedgopmaumen npm nepemMeLleHnm KoCcTeun.




vVinCITPyMEeHIbl 4J1A
BM3yanunaauun

MoLLHble BO3MOXHOCTM 3D peHaepuHra nomoratoT
Nony4nTb N30bpakeHns NoTpsicatoLL,ero kKayecTsa 3a
KOPOTKOE Bpemsi:

CnocobHOCTb BbIMNOMHATL BbICOKOKAYECTBEHHYIO
npeaBapuUTenbHYO BU3yanusauuo, aHnmMmauuio v
noarotaBfiMBaTb MapKeTUHIOBbIE MaTepuarnbil,
NCNonb3ya MHHOBALMOHHbIN
BbICOKOMNpon3BoagunTenbHbIN peHaep Quicksilver.

Mentalray cumnTaeTcsa npurogHou ang
NpPoOn3BOACTBEHHOIO NPUMEHEHUSA
BbICOKOKaQ4eCTBEHHOW CUCTEMOW BU3Yyannsauuu,
co3gaHHou KoMnaHnen Mentallmages.

V-Ray - BbICOKOKa4eCTBEHHbIN (POTOpPEeanUCTUYHbIV
BMU3yann3aTtop, CNPOEeKTUPOBAHHLIN B KaYecTBe
nnarnHa gna 3ds Max. [NonynapHenwinn B
PYCCKOA3bIYHOM NPOCTPaHCTBE BHELLIHUA
BU3yanuaaTtop komnaHum ChaosGroup. [1oyTn BCeraa

ero UCMorb3yloT NPodeccroHarbl, 4acTo 3aMeHSS
CTAHNANDTHRIA Seanline 1 mentalrav



Enable Indirect Lighting Shadows = Off Enable Indirect Lighting Shadows = On

VIHTepbep, BU3yann3npoBaHHbLIN C MOMOLLbIO

Quicksilver c HeaKTUBHbIM U aKTUBHbIM
napameTpom Enable Indirect Lighting Shadows.




/IHTEepbep, BU3yannanpoBaHHbIU C MOMOLLbIO
mentalray, C XOpOLLUO HAaCTPOEHHbIM
OCBeLleHVEeM 1 KOMMNO3nunen.



Progressive Adaptive

* VIHTepbep BM3yanmnanpoBaHHbIXA C MOMOLLbIO
V-ray, C NpUuMeHEHNEM KITaCCUYECKOIo

Adaptive Sampler 1 coBpeMeHHOro



INarvHbl

e 3ds Max obnagaeT o4eHb OO BLEMHOM Ba3om cTaHOapTHbIX
cpeacTB, obneryarLwmx MmoaenmpoBaHne BCEBO3MOXKHbIX
cneudddekToB. NomMmnmo ctaHgapTHOW Ba3bl eCTb eLlé
MHOXECTBO AO0MNONTHUTENbHbIX NNarMHOB NO3BOMALWNX HE
TONbKO co3aaBaTb HAMHOIo boriee peanncTuUYHble 3PdEKTbI
OrHs, BOAbI, AblMa, HO BKIOYatoLme OOMONHUTENbHbIE
NHCTPYMEHTbI MogenmpoBaHus. [narvHbl ABAAOTCS
BHELLHUMW BCTPpanBaeMbIMM MOOYNAMU, MPOAALLNMUNCSA
OTAENbHO OT nakeTta 3ds Max nnu pacnpoCcTpaHAKTCS
becnnaTHo ¢ nomollbto HTepHeTa. NnarnHel MHOrokpaTHO
YNpOoLL AT BbIMNOSIHEHME MHOXEeCTBa 3aday — AOMNYCTUM,
OAatoT CNOoCOBHOCTb TPaTUTb MEHbLLIE BPEMEHU HA NPOCYET
BU3yanmsaumm Urnm ycKopsitoT MoaennmpoBaHme 0ObEKTOB, C
NOMOLLIbIO pa3HbIX MOANPMKATOPOB U AOMOSTHUTENBbHbIX
doYHKLUMOHarbHbIX BO3MOXHOCTEN. Takne OONONMHUTENbHbIE
Moaynu Kak ParticleFlow, Cloth FX, — cTanun Takumm
nonynspHbIMK, YTO Aaxe ObINo peLleHo MHTErpMpoBaTh UX B
nporpamMmmy 3ds Max 1 Tenepb OHU CTarnn YacTblo Nporpammbil.



* FumeFX — dpoTopeannctnyHble adpdeKkThbl
OMH4, A3bIKOB NflaMeHun, AbiMa U T. 4.




Phoenix FD - aHanor FumeFX oT
ChaosGroup A4 co3gaHnA OrHAa U
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PHoENIX FD
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nepesbeB U T. 4. Jltoboe pacteHne co3gaHHOE npu

NOMOLLIM 3TOro niarmHa MoXHo0 cBo0OOAHO

/¢

P



* CEroaHALLHUM nporpamma Autodesk 3ds
Max sIBNSeTcsl oMeHb BOCTpeOOBaHHOM B
MrPOBOUN UHOYCTPUM,
MYNETUNMKALUOHHOW UHOYCTPUN, U pexe
BOCTpeboBaHa B KNHOMHAYCTpuK. B
MrpoBoun MHOycTpmmn 3ds Max UCNOMb3YeTCH
Onga co3gaHnga moaeneun, aHmmauuu,
TEKCTYpP U cneusdpdekTos. B
KUHOMHOYCTPUU UCNONb3YHOTCA 3axXBaT
OBUXeHNs, cneuadeKkTbl U UHCTPYMEHTHI
KOMMO3WMHra.



