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CoaepXxaHue:

I. BeeaeHue.

II. PeAOQKTop MQATEPUAAOSB.
III.  ba30oBble MAPAMETPLI MATEPUAAOB.
IV.  MoAeAU TOHMPOBAHMA.

V. Iuvrbl MOTEPMAAOB.




BBeAeHue

Bce okpyxawwme HAC MNpPeAMETbl CO3AOHbI M3
PA3HOOOPA3HLIX  MATEPUAAOB.  METAAAQ,  CTEKAQ,
NAOQCTMOCCHI, PE3MHbI M T.M., KOTOPbIE, HAPIAY C
FOPMOM OOLEKTA, OMPEAEAIIOT €0 BHELLIHMM BUA.

B 3DStudioMax NOA MATEPUAAOM MOHMMAIOT HOBOP
XAPAKTEPUCTMK, KOTOPbLIE B PA3HOM CTEMEHU BAUSAIOT HA
OTODPOXKEHME MOBEPXHOCTM OObLEKTA B Npouecce
BM3YAAM3ALMM CLLEHDI.

OT1 CcTeneHn YAQYHOCTM MOoADOPA MATEPMAAC
30BUCUT M E€CTECTBEHHOCTb  OMHAABHOIO  BMAQ
MOAEAMPYEMOU CLLEHDI.



KAk NPABUAO, MATEPUAAbI CHOYOAC UMEHYIOT, 30TEM
HAOCTPAMUBAIOT, U TOABKO TMOCAE 3TOrO0 NPUCBAUBAIOT
OOBLEKTAM.

Bce oTM onepaumm MNPOBOAJTCAS B PEAAKTOPE
marepmanos Material Editor, KOTOpPbIM MOXXHO BbI3BATL MPU
nomoLum KomaHabl Rendering => Material Editor
(PeHAepPUHr => PEAGKTOpP MATEPUAAOB), AMOO HOXKATUEM
KAQBULLM M.

* PeAQKTOP MATEPUAAOB MOXET OblTb MPEACTABAEH B ABYX
Bmaax:. Compact wum Slate. B AOQHHOM  Kypce
paccmarpmeaetcsd sapmaHt Compact.



PeAQKTOP MO3BOAJET:

MCMNOAb3OBATL  BXOAfLLME B MOCTABKY  ©OQ30BblE
MATEPMAADI.

2. TlpUMeHdTb MOTEPUAADI M3 AOMOAHUTEABHO
YCTOHOBAEHHbIX ODMOAMOTEK.

3. BMAOM3IMEHATD NAPAMETPLI OA30BbIX MATEPUAAOB MO
CBOEMY XXEAQHUIO MAM CO3ACBATbL HOBbIE MATEPUAABI
HQA UX OCHOBE.

4. CO3AQHHbIE MAU BUAOMIMEHEHHbBIE MATEPUMAABI MOXHO
COXPQAHATL B OMDOAMOTEKE  AAS  AQAbHEMLLETO
MCMOAb30OBAOHUSA B ARYTUX NPOEKTAX.



PeAOGKTOpP MAOTEPUAAOB

Material Editor - 01 - Default o] B

OTKPbITb  PEAQKTOP  MATEPUAAOB  MOXHO C
MOMOLLLBIO BbiNAaQtoLLLErO meHo Rendering / [1]
Material Editor / Compact Material Editor v
HO>XKAB «ropa4yon KAABuwy M.

B BepxHEM HACTM OKHA HOXOAATCH  S4EMKM
0o0pa3LOB (CAOTbI) [1], MPEAHA3HAYEHHbIX AAS
NPOCMOTPA  BU3YAAU3UPOBAHHLIX O6pa3LOB
MATEPUAAOB.

[0 YMOAYOHUIO BUAHO LLUECTb CAOTOB, B KODKAOM
M3 KOTOPbIX OTODPAXKAETCS LLIAP.

Modes Material Mavigation Options  Utilities
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|- Shader Basic Parameters |
I wire I 2-Sided
|~ FaceMap | Faceted

Blinn v

|- Blinn Basic Parameters |
—Self-Tllumination

I_@ Ambient: 8 I icolor Jo 12|
g Diffuse:- [

Specular: :' | Opacity:[100 2| |
—Specular Highlights
SpecularLevel: [0 3| |

Glossiness: [10 3| |

Soften: IU, 1 3}
I+ Extended Parameters Ji
[+ SuperSampling Ji
f+ Maps i

i+ mental ray Connection Ji




PeAOGKTOpP MATEPUAAOB

AKTUBHbIM CAOT MMEET BEAYI0 PAMKY MO
nepumetpy [1].

Y CAOTA C MATEPUAAOM, KOTOPbIM HA3HAYEH
XOT4 Obl OAHOMY OObEKTY B CLLEHE, YTOAKM
OYAYT CPEe3QHHbIMM [2].

[1]

[2]



PeAQKTOpP MATEPUAAOB

CnpaBa OT CAOTOB HOXOAATCH KHOTKM,
oTBEYaloLLLME 30 YNPOBAEHME BUAOM
OTOBOPAXEHMSA, KOTOPbLIE MO3BOAIIOT M3MEHSTD
PEeXUMbl NPOCMOTPA CAOTOB C OOPA3LAMM
MATEPUAAOB  TAK, 4TOObI OHM AYyHLLIE
COOTBETCTBOBAAM KOHKPETHbIM YCAOBUIM
MOAEAUNPYEMOM CLLEHDI [1].

HenocpeACTBEHHO MOA CAOTAMM HAXOAATCH
KHOMKMU UHCTPYMEHTOB YNPABAEHUSA
MATEepPUAAaMHU, C MOMOLLIBIO KOTOPBLIX AMOXHO
COBEPLLIATH C MATEPUAACMM PA3HbIE
MOHUMYAIUMM [2].

[2]

@ Material Editor - 01 - Default =@ &J

Modes Material Mavigation Options Utilities

[1]

(o2 8% |9 %0 8 ([TE S

|~ FaceMap | Faceted

Blinn Basic Parameters

— Self-Ilumination

g Diffuse: |

IE Ambient:- 8 [ icoor o 2] I

Specular: [0 Opacity:[100 2| |

—Specular Highlights

Specular Level: [0 3] _]
Glossiness: [10 3| |
Soften: ||J,1 ;_]

Ji

Ji

[+ Extended Parameters
I+ SuperSampling
[+ Maps

Ji

i+

mental ray Connection

Ji

m - Default v Standard
|- Shader Basic Parameters |
Blinn L I wire I™ 2-Sided



SAeMeHTbl ynpasAeHus okHa Material Editor

Sample Type

Backlight

Background

Sample UV
Tiling

Q.
]
2

Video Color Check

Make Preview

Options

%)

>

Select by Material

Material/Map

=
Oik

Tun obpasua matepuana

BTOpWYHBIN NCTOYHMK CBETa

PoH okHa obpasua

Mo3sanyHocTb 0bpasua

MpoBepka uBeTa

MpenBapuTenbHbIA NPOCMOTP

MapameTpsbl

Bri6op no matepuany

[MpocMoTp maTepmanos u KapT

Onpepgenset Tnn obpasua, otobpaxaemoro B crioTe: cchepa, Kyé unu LunuHap

[obaBnsieT Kk cnoTy ocBeLeHHOCTb. BknioyeHne gaHHoro pexunma Hanbonee
3aMeTHO Mpu NpegBapuTensHOM NPOCMOTPE B Buae cdepbl 1 akTyarnbHee BCero
npu co3gaHnn MeTannmyeckmx maTepuanos

[Jo6aenseT k cnoty 3agHuit hoH. ITO NonesHo, koraa TpedyeTcs yBUAETb
pesynbTaT BIUSHAS NPO3Pa4YHOCTU U HENPO3Pa4yHOCTU

Oka3sblBaeT BhUsiHWE TOMbKO Ha KapTbl (PErynupyeTr 4uCro MOBTOPEHW KOMUu
obpasua Ha NOBEPXHOCTM CroTa NMpu CoO34aHMK CIOXHOro Matepuana)

BbInonHaeT npoBepKky Ha NpeaMeT HanMuung LBeTa, He NoaaepXneaemMoro npu
3anucu B popmatax NTSC unu PAL

[Mo3BonaoT co3aath, NnpourpaTte U coxpaHuTtb B AVI-chaine aHumarmio matepuana
B CrnoTe B pearlbHOM MacluTabe BpeMeHu

MapameTpbl pegakTopa MaTepvanos

lNossonsiet Bbl6paTb BCe 00BLEeKThI, KOTOPbIM Ha3HAa4eH TeKyLIJMﬁ mMaTepuan



KHONKW ropu3OHTAAbBHOU NAHEAU UHCTPYMEHTOB

okHa Material Editor

Get Material

Put Material to Scene

MonyuynTb MaTepuan

MomecTuTb mMaTtepuan B CUEHY

Nno3BOJIAET Bbl6paTb M Ha3Ha4nTb Matepuarn

Assign Material to Selection

HasHauntb MaTepuan BbleNeHHOMY

obbekTy

HasHa4yaeT maTtepuvan crota BblAEeNEHHOMY B CLIEHE
o6bekTy

] l-—‘

R

Reset Map/

Make Material Copy

Make Unique

Put to Library

Material ID Channel

Show Material in Viewport

Show End Result

Go to Parent

Go Forward to Sibling

BosBepart k napameTtpam no
YMOSYaHuto

Cpenartb konuo matepuana
CpoenaTb yHUKanbHbIM
MomecTuTb B GUbnmnoTteky

ID kaHanbl maTepuanos

OT10o6pa3nTb MaTtepuan B OKHe
npoekLunn

[Moka3aTb KOHEYHbIN pe3ynbrat

BepHyTbcA K poaUTenbCKOMY
MaTepuany

lMepenTn K OGHOPAHIOBOMY
ANeMeHTy

ouyuLlaeT cnoTt

nomeLlaeT MmaTepuarn ¢ akTUBHOro cnorta B
o6ubnuorteky

oTob6paxaeT maTepuan Ha NOBEPXHOCTU
06beKTa Ha BUAOBbIX 3KpaHax

nosBonsieT NepemMecTUTbLCA Ha YpOBeHb BBEpX
— oT noA4YMHEHHOro MaTepuana K
poauTenbLckomMy

OCYLLECTBNSAET NepemeLleHe Mexay
maTepuanamu, HaxoAAWMMUCSA Ha OAHOM YPOBHe
NOAYVMHEHNA POAMTENLCKOMY MaTepuany




PeAQKTOpP MATEPUAAOB

HUXKHIOK 4aCTb OKHA Mafterial Editor 3aHmmaeT
roynna  CBUTKOB. HACTpOMKA MX MAPAMETPOB
OCYLLECTBAIET CO3AQHME MATEPUAAQ.

COCTOB CBMTKOB MOXET OblITb PA3HbIM. 3ABUCUT
OT BbIOPAHHOro TMNA OA30BOro MATEPUAAd, O
TAKXXE OT YCTAHOBAEHHOU MOAEAU TOHUPOBAHMUS.

YaLue Bcero B kayecTtse O6A30BOro TMNaA BbIOUpPAETCH
YCTAHOBAMBAEMbBIM MO YMOAYAHUIO TUN Standard m
MOAEAb TOHMPOBAHMA Blinn.




AAS BbIOOPA APYTroro tmna MaATepmaad
NPEAHA3HAYEHA KHOMKQ, PAAOM  C
HO3BAHMEM BbIODPAHHOTO MATEPUMAAA U3
KAKOro-ambo caota Type [1].

MOAEAb TOHUPOBAHMA OMPEAEAIETCS B
ceutke Shader Basic Parameters (0Q30Bble
NAPAMETPbLI TOHMPOBAHMS).




[10 YMOAYAHMIO YCTAHOBAEHO MOAEAbL Blinn,
M CBMTOK HACTPOEK HMXE, COOTBETCTBEHHO
MMeeT M4 Blinn Basic Parameters.

CrnmMcok MAPAMETPOB CBUTKA MEHAETCH B
30BUCMMOCTM OT MOAEAUM, OAHOAKO B LLEAOM B
CBUTKE ©Q30BbIX NAPAMETPOB MOTYT
JOUTYPUPOBATL CAEAYIOLLLME MAPAMETPSI:




basoBble napameTpbl MATEPUAAOB

Ambient  (NOACBETKO) — OMNPEAEAdeT  LUBET  Y4ACTKOB
MOBEPXHOCTU OOBLEKTA, HE OCBELLLEHHbIX TPAMBIMU  AYHOMMU
CBETA, TO €CTb LLBET TEHU HA MOBEPXHOCTHU OOLEKTA.
Diffuse (AMdpdY3HbIM LBET) — 30ACET OCHOBHOM LLBETOBOU POH
MATEPMAAQ OOBLEKTA, KOTOPbIM MOXHO HADAIAOTh, KOTAQ
MNOBEPXHOCTb OOBLEKTA OCBELLLEHA MPAMbIMUM AYHYOMM CBETA.
Specular (3epPKAAbHbIM LBET) — YCTAHOBAMBOET LLBETOBOU TOH
CBETOBbIX 6AUKOB, MOABAAIOLLLMXCH HO MOBEPXHOCTU OOBLEKTA.
Self-lllumination (camocseyeHne) — onpeaeAser OCOBEHHOCTH
CAMOCBEYEeHUsA O0ObeKTa (KAXEeTCsd, 4YTO OObEKT CBETMUTCH
M3HYTPU), HA LBETOBOM OTTEHOK Specular camocBeveHue
BAMAHUA HE OKA3bIBAET M MOXET 30AAQBATLCA ABYMS CMOCOOAMMU:
AMDO LBETOM, ADO YNCAOBBIM 3HAYEHMEM.
Opacity (HENPO3PAYHOCTb) — 30AQET CTENEHb NPO3PAYHOCTH
OObEeKTA.
Specular Level (MHTEHCMBHOCTL OAMKA) — UCMOAb3YETCA TOABKO
NPV HOAMYMMM HA MOBEPXHOCTU OAUKA U OMNPEAEAFET €r0
UHTEHCUBHOCTbD.

Glossiness (pa3smep OAMKA) — YKA3bIBAET pasmep 6AMKOBOro
NATHA: KOK MPOBMAO, AAfl  MATOBbIX MOBEPXHOCTEMU
YCTAQHABAUBAETCSH 60AbLIMKU pa3mep 6AuKa, a y BaecTawmUx —
MEHbLUUM.






Lleeta Ambient 1 Diffuse nam Diffuse 1 Specular moryt ObiTb
OAMHAKOBbBIMMU. MX MOXXHO 30OAOKMPOBATH MPU MOMOLLIM
COOTBETCTBYIOLLLEN KHOMKM Lock [1] (MO yMOAYOHUIO onums Lock
BKAIOYEHAO AAS LLBETOB Ambient 1 Diffuse ).

MN3MEHEHME OAHOTO U3 MAPAMETPOB BYAET ABTOMATUYECKM
MPUBOAMTb K M3MEHEHMIO APYFOTO.

[1]

L Opsciy [T00 3| —J




B cButke Shader Basic Parameters AOCTYMHblI CAeAylowue
HOCTPOMUKM:
Wire (KOpkKQCHbIM) — BM3YOAM3ALMA TOABKO KapKaca ob6bekTa.
MCNoAb3yeTCd AAS  MMMUTALMU  MPOBOAOYHHBIX MOAEAEMN,
MNAETEHbIX KOP3MHOK U T.M.
Face Map (kapTta rpaHen) — TMPUAOXKEHUE MATEPUAAA C
NPUMEHEHUEM TEKCTYPHbIX KAPT K KOAXAOM TPAHM OObEKTA.
BbIBOET AKTYAABHO NMPU MPUMEHEHUU TEKCTYPHbIX KAPT.
2-Sided (ABYCTOPOHHMM) — BM3YAAM3ALMA HE TOABKO AULLEBBIX,
HO M OOPATHBLIX FPaHEen o06beKkTa, 4TO HEOBXOAMMO MPU
CO3A0HUU MOAYNPO3PAYHbIX MATEPHUAAOB.
Faceted ([paHM) — BbIKAIOYEHME CTAQXKMBAHMA pebep U
NPUAQHME  OOBLEKTAOM  OFPAHEHHOro  BMAA.  AKTYOQAbHO,
HAMPUMEP, MNP MOAEAUPOBAHUU KPUCTAAAOB.



HacTpounka 6a30BbIX
NAPAMETPOB MATEPUAAOB

Ha cueHe Cco3AQTb HECKOAbKO CTOHAQPTHbLIX MAM YAYHLLIEHHbIX
MNPUMMTUBOB, KOTOPBIM M BYAYT HO3HAYEHbBI MOTEPUAABI.




1. B OKHEe PeAQKTOPA MATEPUAAOB AKTUBM3IMPOBATb NEPBbLIM

CAOT.
2. [IOUCBOUNTD MATEPUAAY MMH, LLLEAKHYB B TEKCTOBOM MOAE
«01 — Defaulty »n HONeYaATOB MMS  MATEPUAAQ

(HaMpUMeEpP, «NePBbLI MATEPUAAY).
PekomeHAyeTcsd MATEPUAAOM TMPUCBAMBATH 3HAQYUMbIE
umeHa, Harnpumep: Gold Metal, Blue Plastic v 7.11.

3. B cButke Blinn Basic Parameters LLEAKHYTb HO LIBETHOM
NPIMOYIOAbBHMKE  CcnpaBa  OT  napametpa  Diffuse
(paccesdHHbIN) 1 BbIOPATbL LLBET B MAAUTPE LLBETOB.




B pasaeae Specular Highlights ycrtaHosuTtb
napametp Specular Level (MHTE@HCUBHOCTDL
6Auka) pasHbim 50.
YctaHoBmuTb napametp Glossiness (pasmep
6Auka) pasHbim 20.
B rpynne Self-lllumination (camoceeveHue)

YCTOHOBUTb B CMNMHHEpPEe 3Ha4yeHme 50 wu XIG"I@‘I%I@IE’H_T Gy €3
YMEHBLLIUTL 3HAYEHME napameTpa Opacity ]Ase.gnMatenanoselect.onh v Standard
(Henpo3pa4HocTb) A0 80. E Shader Basic Parameters |
HO3HOYUTL MATEPUAA OOBEKTOM CLEHbl C [Bin y = =

[~ FaceMap | Faceted

MNOMOLLLbIO KHOMKKM Assign material to selection

- Blinn Basic Parameters |
(HG3HG"|MT|: MATEPHUAA BbIAGAEHHOMY, CM. |—Self-llmnnahon
|.— Pl ] | I falar I = |

cAama 10).
[TpOBECTU BM3YAAMIALMIO.



BOAbLLIOE BAMSHME HA BHELLHMM BUA MATEPMAAQ
OKQO3bIBAET MOAEAb TOHUPOBAHMS, OMPEAEATIEMAS
B cBUTKE Shader Basic Parameters.

[10 YMOAYQHMIO YCTAOHABAMBAETCH MOAEAb Blinn.,

A Takke moaean Metal 1 Strauss, KOTopble
MOAXOAAT AAS CO3AQHMA MOAUPOBAHHbIX
NOBEPXHOCTEM, TOKMX KOK METAAA NAM
NPoO3pavyHOe CTEKAO.



MoAeAU TOHUPOBAHMUS

TUN TOHMPOBAHHOM OKPACKM — LLIEMAED, XAPAKTEPMIYET
COOTHOLLUEHME CBETA, TEHU N DPOPMY 3€PKAABHOIO BAMKA HO MOBEPXHOCTMH

AHusoTponusa

MeTtann

MHorocnonHocTb

Anroputm OypeHa —
Haspa - bnivHHa

Anroput™m ®oHra

Anroputm LWTpayca

Monynpo3spayHoe

MoxeTt BuU3yanmnsnposarb
HeKpyrnbie cBeTrible obnactu

Umntnpyet bneck metannmyeckux
NnoBepXHOCTEN

YOo6HO NpMMeEHATL NpU co3gaHum
MaToOBbIX NOBEPXHOCTEMN,
Hanpumep pasfunyYHbIX BUOOB
TKaHeMn.

Mopo6bHo BnnHHy

MogobHo meTanny

CBeT MOXeT cBOOOAHO NPOXoAUTb
CKBO3b OOBEKT.

Mo3BonseT ynpaensTe (OPMON U YIIIOM MOBOPOTA 3epKarnbHOro
6nuka. Hanpumep, noBepxHoCTb rpy6o wnmucgoBaHHOro
MeTanna.

Vcnonbk3yloT ans co3gaHua nosiMpoBaHHbIX NOBEPXHOCTEN:
mMeTann u ctekno. Cnegyert Mcnomnb3oBaTh C kKapTamu Tuna
Reflection (OTtpaxeHune) n Refraction (lMpenomneHue)

[No3BonseT ynpasnsaTb )OpMOK 1 YoM NOBOPOTAa 3epKasibHOro
onuka. Hanpumep, noBepxHOCTb rpy6o LWnmMdoBaHHOIO
meTanna.

Ucnonb3yemMas gns Bu3yanvsauum nobbix TUMOB MIacTUKOB
M psaga 6necTALLUMX NOBEPXHOCTEMN.

414 co3aaHuUA NOJIMPOBAHHbIX HOBerHOCTeﬁ, TakKux Kak
MeTann nin npo3pavyHoe CTeKso.



ynpaxHeHue «Matepuaa «laactTukm

3.
4.

Co3aatb oObekT TMna (Extended Primitives) Torus
Knot.

B OKHE peAaKtopa MATEPUAAOB BbIOPATHL
CBOOOAHbBIM CAOT. 30AQTb MMA  MATEPUAAQ
Plastic.

YCTaAHOBUTL MOAEAL Phong.

Hactpoute napametpbl B ceutke Phong Basic
Parameters B COOTBETCTBUM C PUCYHKOM [1].

Specular level - 100 HTEHCKMBHOCTL ODAMKO

Glossiness — 45 pazmep OAMKA
Soften - 0,1 markocTts HDAMKAO

1.
2.
3.

[MToMCBOMTL OOBEKTY AQHHbBIM MATEPUAA.
COXPAHUTb MATEPUAA B BMDAMOTEKE.
[TpoBECTU BM3YAAM3ALUIO.

[1]

'@ Material Editor - Plastic E=REEE ™ X
Modes Material Mavigation Options Utilities
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/ IPIastic v Standard I

sic Parameters

IPhong

v

I~ wire

™ 2-Sided

|~ FaceMap | Faceted

E Phong Basic Parameters

Self-Ilumination
ITE Ambient: - |§

c ™ Color IU 3[ J
- Diffuse:- )
Specular: Opacity:[100 3| |

Specular Level: ]100 i] J
Glossiness: [45 3| |
Soften: [0,1 3]




PN WN =

ynpaxHeHue «MaTtepuaa «Papcopm

PEeAQKTOP MATEPUAAOB.

Tun wemaepa: Phong.

3Ha4eHna napametpa Ambient [190, 190, 190].

3Ha4eHna napametpa Diffuse [240, 240, 240].

3Ha4YeHnd napameTpa Specular [255, 255, 255].

3Ha4veHmd napameTpa Specular Level = 95. nHteHcmBHOCTL DAMKA
3Ha4eHna napameTtpa Glossiness = 80. pazmep BAMKA

3Ha4eHna napametpa Soften = 0.

Whiteness

-
v
-
v
-
v
-
v
FS
v
-
v



ynpaxHeHue «MaTtepuaa «llosoAoTan

Ok wWN =

PeAQKTOP MATEPUAAOB.

Tun wenaepa Metal.

3Ha4eHna napameTpa Ambient [65, 60, 30].
3HaveHna napameTpa Diffuse [180, 165, 80].
3Ha4eHua napameTpa Specular Level = 77. HTEHCMBHOCTL DAMKA
3Ha4eHna napameTpa Glossiness = 75. pazmep OAMKO




NOOREWN =

ynpaxHeHue «MatepuaA «HeoH»

PeAQKTOP MATEPMAAOB.

Tun wemnaepa Metal.

3Ha4veHmd napameTpa Ambient [40, 50, 80].
3HaveHmd napameTpa Diffuse [110, 225, 250].
3Ha4YeHnsa napametpa Specular Level = 75.
3Ha4veHmd napameTpa Glossiness = 25.
3HaveHna napametpa Self-lllumination = 100.




TUnbl MAOTEPUAAOB

AA9 BbIODOPA TUNA MATEPUAAA CAYXUT KHOMKA
PIAOM C MMEHEM MATEPMAAQ.
[10 YMOAYOHUIO MPEAAArAETCd MATEPUMAA TUNA
«Standardy, NO3TOMY KHOMKA MMEET ITO XXEe HA3BAHME,
[Ton HOXKATUKM HA 3TY KHOMKY OTKPbIBAETCH CMMCOK
MATEPMAAOB.



Martepuaan Ttmna «Standardy gsageTcs
YHUBEPCCAAbHbIM 7 MOXET ObITb
MCMOABb3OBOH KOK CAMOCTOSIT@AbHO, TOK M B
COCTABE APYIMX MATEPUCAAOB.

OH MNOAXOAMT AAS CO3AQHMS
OOABLLIMHCTBA ~ MATEPUAAOB U IBAAETCH
HAOMOOAEE YACTO UCMOAb3YEMbBIM.




Tunbl MATEPUAAOB

B Material Editor - 01 - Default - X # Material/Map Browser X

Modes Material Navigation Options Utilities




ECAM NOAKAIOMEH BUM3yaAm3aTop V-Ray,
TO B CMUCKE DYAYT MPEAAOXKEHDI MATEPMAADI
OTHOCHLLIMECH K AOHHOMY BU3YAAMIATOPY.

[Mon paboTe C AQHHBIM BM3YAAM3ATOPOM
MOXXHO MCMOAb30OBATb MATEPUAAbLI M3 TPYMMMb
Standard, a MOXXHO MCMOAb30OBATb
MQATEPUAADLI M3 Tpynnbl V-Ray.




And rpynnel Standard (MOXHO MCMOAB30OBATL C BM3YOAM3ATOPOM
V-Ray):

1. Architectural (ApXUMTEKTYpPHbIM) - BKAKOHOET B Ceb4
MHO>XECTBO LLABAOHOB, CNELMAABHO PA3PAOOTAHHBIX AAS
MMUTALLMU TEX MAM UHBIX MOTEPUAAOB.

2. Blend (Cmecb) — MOXHO cMmewdaTtb HA MNOBEPXHOCTU

OObEKTA ABA MATEPUAAQ.

3. Composite (CMeLWdaHHbIM) — NO3BOASET cMmewmBaTb A0 10

PA3AMYHBIX MOTEPUAAOB.

4, Double Sided (ABYXCTOPOHHMMU) — BKAIOHCET B Cceba ABQ
PA3AMYHBIX MATEPUAAQ AAS NEPEAHEU 1 3aAHEU CTOPOHDI
oObeKTa.

5. Mulli/Sub-Object (MHOroKOMMNOHEHTHbIU) — T[O3BOASET
NPUMEHUTb K OOBEKTY HECKOABKO PA3AMYHBIX MOTEPUCAAOB.

6. Standard (CTAHAAQPTHbIM) — OCHOBHOU MATEPUAA, BXOAUT B

COCTOB OCTAAbHbIX MOTEPUAAOB.

7. Top/Bottom (Bepx/Hu3) - BkatovaeT B ceba ABA PA3ZAMYHbBIX

MAOTEPUMAAQ AAT BEPXHEM M HMXKHEM YACTM OOBbEKTA.




YnpaxHeHue «(MCNoAb3OBOHME MATEPUAAA
Multi/Sub-Objectn (not V-ray)

Martepmaa  tmna  Multi/Sub-Object  (rpynna  Standard)
MO3BOASET HA3HAYMTb OAHOMY OOBEKTY HECKOAbBKO MATEPUAAOB.
D70 BO3MOXHO 30 CYET HO3HAYEHUST DAEMEHTOM OOBEKTA
MAEHTUADUKAUMOHHBIX HOMePOoB (ID), KOTOpbIE COOTBETCTBYIOT
OMNPEAEAEHHOMY MATEPUAAY B COCTOBE MATEPUAAC
Multi/Sub-Object.

AAS MCMOAB3OBAHME  martepmaaa  tmna  Multi/Sub-Object
HEODXOAMMO 3ApaHEEe NOAFOTOBUTb OOBEKT, KOTOpOMYy Oyaet
HQ3HAYEH MATEPUAA ACHHOIO THUMNA.

3aAaa4a; HO OObekT «HAMHUKY HA3HAYUTL COCTABHOM MATEPUMAA
«Papdop + MNO30A0TAN TOKMM ODPA3OM, HYTODbLI BECH YOMHMK ObIA
PAPDOPOBLIM, A HOCKK, PYYKA M KPbILIKA YAMHUKA ObIAM C
MNO30AOYEHHBIM OOOAKOM.



[MOATOTOBKQO OObEKTA:
1.

2.

4.
5

HE BKAKOYATbL! Ignore Backfacing (MrHOpmpOBATb M3HAHKY).

Co03A0Tb B OKHE npoeKkummn Perspective CTOHAQPTHbLIN
nprmmTnB Teapot (YauHuK).
[Nepentn Ha BKAOAKY Modify (PeAaktmpoBaATth) 1 30AQTH
OOBbEKTY XEAAEeMbIE MAPAMETPLI (PAANYC, KOAMYECTBO
CErMEHTOB 1 Np.).
[1oeobpa30BATh FOTOBbIM HYAMHMK B PEAAKTUPYEMYIO
noamcetky (Convert to Editable Poly).

[lepentn HQ YPOBEHb PEAOKTMPOBAHMA Polygon.
B cBuTke Selection (BoiaeAeHme)

6. BblAeAUTb BECb OOBLEKT (BCE MOAMIOHBI).




10.

11.

[epewntnn B ceutok Polygon: Material ID
(MH Matepumanaq).

B ctpoke Set ID (3aaatb WMH) ykasatb
BCeM NoAmroHam ID: 1.

MoanroHam ¢ ID: 1 Oyaer Ha3Ha4yeH
MATEPUAA «Papchopy.

CHATb BbIAEAEHME CO BCEX MOAMIOHOB
(LLLEAYOK AEBOM KHOMKOWM MbILLIM B AOOOM
CBOOOAHOM MECTE OKHA NPOEKLLMM).

B okHe npoekumn Front (Bua cnepean)
BBIAEAUTb TMOAUIOHbI YAMHUKA, KOTOPbIM
NPEAMNOAQrQeTCqd HA3HAYUTL  MATEPMAA
«MosoAoTay (CM. MpUMeEp).




12.

13.

14.

15.

BoIAEAEHHBIM  MOAUMIOHOM B CBUTKE
Polygon Material ID (MH Martepumaaa) B
ctpoke Set ID (3aaatb MH) ykasarTs ID: 2.
CHATb BblAEAEHME CO BCEX MOAUIOHOB
(LLLEAYOK AEBOM KHOMKOM MbILLIM B AKOOOM
CBODOAHOM MECTE OKHAO NPOEKLMM).
OTKAIOYUTE  PEXMM  PEAAKTUPOBAHMS
NOAMIOHOB.

BoiaAeAEHUME C OObEKTA HE CHUMMATb.




CO3A0HME MATEPUAAQ:

1.  BbI3BATb PEAQKTOP MATEPMAAOB (M).
2.  30HATb CBODOOAHbDIM CAOT, ReplaceMaterial e
NepeMMEHOBATH MATEPUAA B
«Teapot_1».
3. 3ameHutbs marepmaa «Standardy Ha
«Multi/Sub-Objecty. oK Cancel
4. Ha 3anpoc «Replace Materialy
(«MNepemeLeHne MATEPUAAQY)
BbiOpaTh  BapuaHTt  «Discard  old
materialy («YOpaTb CTAPbIN
MATEPMAAY).

@ Discard old material?

" Keep old material as sub-material?




OKQ3aBLUMCH B HACTPOMKAX
MATEPUAAQ, HOXXATb HA KHOMKY Set
Number (3aAQTb KOAMYECTBO) AA4
YKA3AHMI  YUCAQ  COCTOABASIOLLLMX
MAQOTEPUAAOB. B AQHHOM MNpUMepe
MX ABA, CAEAOBATEAbBHO, MOXHO
yka3aTtb ABa, OK.

Tenepb AAS PAOOTbI MPEAAOXEHO
ABO maTtepmaaa c ID 1 m 2. Hto0Obl B
HUX He NyTATbCqd PEKOMEHAYETCH
YyKA3QTb MM COOTBETCTBYIOLLIME
MMEHQ.

Set Mumber Add Delete |
i Set Number of Matenals li_&!l
OK
Mumber of Materials: [2 —
Cancel
2 Set Number | Add | Delete |
y :
D l Mame I Sub-Material | OnjOff
|1 |Farfor None |. v
|2 |G0Id None |. v




Aaoaee

HEODOXOAMMO CO3AQTb

COOTBETCTBYIOLLIME MATEPUAADI.
Co3A0HME MATEPUAAQ «Papcbopy:

Haxxatb HO kKHOMKYy None pdgAOM C
MMEHEM MATEPUAAQ.

OTKpPOETCHd CMMCOK MATEPUAAOB, B
HeM BbIbpPaTh «Standardy.
[ToOU3OMAET NEPEXOA B HACTPOMKM
marepmana «Standardy.

B CTpoke C MMEHEM MATEPUMAAC
byaetr otobpaxarteca «(1) Farfor,
yKA3bIBAS HA TO, 410  «Farform,
MATEPUAA IBAIETCA POAMUTEABCKMM
AAS MATEPUMAAQ «(1)».

30AQTb HAOCTPOMKM AA MATEPUAAC
(Cm. AekuMIo paHee).

B2 %X |22 & |6 |[iéaE

(1) Farfor;  Z° | Material #36 ~  Standard
- ader Basic Parameters |
|[ [Phong | T wie I~ 2-Sided
|~ FacemMap | Faceted
[- Phong Basic Parameters |
N — Self-Ilumination
g Ambient: 8 Iicoor fo 3| ||
 Diffuse: [
gSpet:ulenr: [ Opacity:[100 3| |

~Specdlar Highights
Specular Level:
Glossiness: [30 3]

Soften: [0,0 3




wPapcopn aAra maTtepuaaa Multi/Sub-Object

(not V-ray)

1.  PeAQKTOp MATEPUAAOB.

2. Tun wenaepa: Phong.

3. 3HavyeHusa napametpa Ambient [190, 190, 190].
4. 3HadveHumd napameTpa Diffuse [240, 240, 240].
5. 3Ha4YeHua napametpa Specular [255, 255, 255].
6. 3Ha4eHus napametpa Specular Level = 95.

7. 3Ha4yeHus napametpa Glossiness = 80.

8. 3HavyeHus napametpa Soften = 0.




10.

[locAe TOro, KaK MATEPUAA
HOCTPOEH, HEODOXOAMMO
BEPHYTBCHY K  POAMTEABCKOMY

MATEPUAAY C MOMOLLLBIO KHOMKMU
Go to Parent [1].

[lepBbIn COCTOBASOLLLMM
MATEPMAA TOTOB, MOXHO MEPENTH
K HACTPOMKE BTOPOrO
COCTOBASIOLLLETO MATEPUAAC
«Goldy («Mo3oAoTan)
QHOAOTMYHBIM ODPA30OM.

92 (8% X [958 O& ||1f & ¢

[1]

v
B X

El) Farfor: 2% W v Standard

1= ader basic Parameters |

[Phong L | T wire I™ 2-Sided

[~ FaceMap | Faceted

1= Phong Basic Parameters |
(- —\ — Self-Tlumination

= Ambient: 8 I icolor fo 3} [

— Diffuse:

gSpet:ular: Opacity:[100 3| |

N\
-Specuiar Higﬁiigﬁts

Specular Level: [95 2

Glossiness: |80 J B

Soften: |0,IJ _:_I




«Mo3zoAoTan Aas maTtepuaaa Multi/Sub-Object

(not V-ray)

1.  PeAQKTOp MATEPUAAOB.

2.  Tun wenaepa Metal.

3. 3HavyeHus napametpa Ambient [65, 60, 30].
4. 3HadveHumd napameTpa Diffuse [180, 165, 80].
5. 3Ha4YeHna napameTpa Specular Level = 77.
6. 3Ha4yeHus napameTtpa Glossiness = 75.




9.llocAe TOro, KAk BTOPOWM MATEPUAA TOTOB, BEPHYTbCA K
POAUTEABCKOMY  MATEPUAAY M HA3HAYUTb [OTOBbIM
MATEPUAA HO OObeKT «Teapoty.

10.BbINOAHUTL BU3YQAM3ALMIO, MNPOAHAAM3IMPOBATH
MNOAYYEHHbIM PE3YABLTAT.

Pe3yAbTAT MCMNOAB30OBAHMA MATEPUMAAC Multi/Sub-Object
CO BCTPOEHHbIM BM3yaAamzaTopom Default Scanline
Render:

-
~—




TUnbl MAOTEPUAAOB

TOABKO AAS BM3YOQAM3ATOPA V-Ray:

1.  V-RayMtl — yHMBEPCAAbHbIM MATEPUMAA
Ha ©d3e KOTOPOro MOXHO CO3AQBATH
PA3AUYHBbIE MATEPUMAADI.

*Buzyaamsarop V-Ray AoaxeH ©ObiTb BbIOPAH B
KQ4yecTse BM3YOAAM3ATOPA B HACTPOMKAX
BM3yaamsaumm Render Setup (F10).




V-RayMil umeert caeayloLLLIME MAPAMETPDI:

1.

2.

igelely

Diffuse — QHAOAOIMYHO C MATEPUMAAOM
Standard, 10 eCTb OCHOBHOM LBET.
Roughness (LLIepOXOBATOCTb) — MOXHO
MCMNOAb30OBATb AQHHbIM MAPAMETD  AA4
TOroO, 4YTOObl CAEAQTb WLBET MATEpUAAQ
BbIFASASILLUM GOoAee (NAOCKO). MOXHO
CKQ3ATb, 4YTO  AQHHbLIM  MAPAMETP
YMPOLLLAET LIBETOBbLIE MEPEXOAbI.

BUAETb [PE3YALTAT OTPOXKEHUS  AAS

CAOTA MOXHO BKAIOYMTb OOH C MOMOLLLBIO
kHonkn Background [1].

® Material Editor - 01 - Default o= X

Modes Material Navigation Options Utilities

BT

ssssssss [C[T0 12| = AA:2/2; px: 2/20000

RGlossiness  [10 3| | Maxdepth [5 3f

[V Fresnel refiections Exit color ]

Fresnel IOR: |T ,T ﬂ J I~ Dim distance IlOD.D‘:m _EJ

Affect channels [Coior only ~ Dmfaloff o0 3
| Use interpolation

Refact [ | sbovs 3
Glossiness [1o 2| & AA:2/2;px: 2720000
IR [te 2| | Maxdepth 5 =
I~ abbenumbed50.0 | 2| I Exitcoor | HNEEEENN
Affect channels [Color only ~ | Affectshadows

™ Use interpolation

Fogor [ | rogbes ool
Fogmioler [0 2|

Translucency | Nere v [ Thickness | 1000.0cm il
Scatter coeff |x3,0 ﬂ Back-side color : J
Fwdfbck coeff. [1.0 2| Lghtmultiier [1.0 =

seffiumnaton [ | Moo mit[To 3

i+ BRDF I
i+ Options i

[+ Reflect interpolation li

i[x Maps Ji

] 11]




3.

Reflect (O1paxeHume):

a) ECAM BbIOPOH YepHbIU LBET, TO MOBEPXHOCTb
MAOTEPUAAC HUHErO HEe OTPAaXaeT.

b) EcAn  BbIOPOH 6eAbIM, TO MNOBEPXHOCTb
MATEPUAAC NOAHOCTbIO oTpaxaeT
OKPY>XQIOLLLYIO CPEAY M MOEAMETHI BOKPYT.

c) Bce nNpoOMeXyTO4yHblE 3HOYEHUSs Ceporo

BAMAIOT HO CUAY OTPaXeHuU. CAaamaep LUBETA
B 3Ds Max coAepXMT 3Ha4YeHMsa o1 O A0 255, 1
3TO O3HAYAET, 4TOObl MOAYYUTb MATEPUAA C
OTPOXKAOLLEN CNOCOBHOCTbIO  50%, HY>XXHO
YCTAHOBMUTbL 3HAYEHME 128.

d) RGlossiness (TASHLEBUTOCTb OTPAXKEHMM). DTOT
NOPAMETP OMPEAEAFET HACKOABKO YE€TKMMM
UAU PA3MbITBIMU BYAYT OTPOXKEHMUS.

MOXHO pPEryAMpoBATh 3HAYEHUE TASHLEBUTOCTH
OTPaXeHUM B rnpeaeaax o1 0 (coBepLueHHO
PA3MbITbIX) AO 1 (maeaAbHO 4YeTKMX).
PekomeHAyemoe 3HQYEHUE  TAIHLEBUTOCTM  HE
meHee 0.3.

CAMLLIKOM HU3KME 3HAYEHMS TASHLLEBUTOCTU MOTYT
MPUBECTU K MOSIBAEHUIO LLIYMOB HQ M30OPAXKEHMUM.
Or HMX MOXKHO M306QaBUTLCH, YBEAMYMB
napamertp Subdivs (KQ4eCTBO OTPAXKEHMM), HO 3TO
MOXKET YBEAUYUTb BPEMEHS BU3YAAMIALIMM.

X

# Material Editor - 01 - Default =

Modes Material Navigation Options Utilities

& PO

22 % (XD (S| &0 &0 e
i IOl-DefauIt v VRayMtl

Basic paramet: ]
[ ] | Roughness  [50 3| |
vt W Josee B

I AA-9/2. oy 2/50000
oz frexdon [ 2
st [
Fresnel IOR. [Trlé_ ﬂJ I~ Dim distance lm 3]
Affect channels |qlor only ~ | Dim falloff [T i]
I” Use interpolation

Refact [ | sbevs 3
Glossiness  [1.0 4| | AA:2/2 px; 2/20000
IOR 16 2| | Maxdepth s ||=
I~ abbenumbed50.0 | 3| I Exitcolor [N
Affect channels [Color only | Affect shadows

I” Use interpolation

Fogcr [ | Foobes o0 2|
Fogmutpler [To— 2|

Translucency lNone—v Thickness | 1000.0arm ij
Scatter coeff- [0.0 3| Backsidecolor [ ] |
Fwd/bck coeff: l 1.0 _:J Light multiplier: | 1.0 i‘

selfluminaton [l | ¥ & Mt [T0 =

i[x BRDF Ji
[+ Options Ji
[+ Maps Ji

[+ Reflect interpolation Ji

BOPOE.

[1]



«CHUna» oTpaXxeHund

e)

Fresnel reflections (oTpaxxeHus

PpeHeAsl) UMMEHHO  TAKOM  TumN

OTPOXKEHMM  UMEIOT BCE  OOBLEKTHI
PEAABHOTIO MMPAQA. Nx CYTb
30KAIOHOETCY B TOM, 4TO CHUAA
OTPOXEHUU MeHseTcS B
30BUCMMOCTU OT Yraa ob63opa.
OTtpaxeHms canabee, ECAM
MOBEPXHOCTb PACMNOAOXEHA
NepPneEHAMNKYAIPHO B3rASAY 7
CTOHOBATCSH CUAbHEE, KOraQ
MOBEPXHOCTb HOXOAMTCH

NMAPAAAEABHO no
AVMHWN B3TAAAQ.

OTHOLLUEHMIO K

YTOObl BUAETb PE3YABTAT OTPCXKEHMUS AAS

CAOTA MOXXHO BKAKOYUTbL COOH C MOMOLLLBIO
kKHonku Background [1].

® Material Editor - 01 - Default =

Modes Material Navigation Options Utilities

X

)

D.
erek
| J @
< > i3
2% &% IXIGIOI%I@IE‘II—Tsw
2 |01 -Default VRayMti
|' Basic parameters
Diffuse [ | Roughness [W_IJ
Reflect B | subdvs [ <l
HGlossiness [ ]T _J_j AR 2[2; px: z/zoooo
i Max depth E
Exit color —
zpic S I” Dim distance [100.0cm 3
Affect channels [Cojor only ~  Dim {2l off o.o i3]
I” Use interpolation
Refoct [ | Sbove 3
Glossiness  [10 2| | AA:2/2;px: 2/20000
IOR [16 2| | Maxdepth s =k

I~ abbenumbeds0.0 2| I Extcoor [N
Affect channels |Color only |~ Affect shadows
I” Use interpolation

s (G
Fogmultiplier 10 3|

Transhicency  |Neve v | Thickness 1000.0c| 2]
Scattercoeff: 0.0 3| Backsidecolor [ | |
Fwdfbckcoeft [1.0 ||| Lightmultipler [1.0 =

selflumination [l | V& mat[1o 3

[+ BRDF

Ji

[+ Opﬁons

Ji

i*

Ji

_rl—mm__

Ji

1O

| [1]




PekomeHayemble 3Ha4eHus Fresnel IOR A4
HEKOTOPbIX TMMOB MATEPUAAOB:

1. BOAQ 1.33

2. NAQCTMK 1.45 (0T 1.45 AO 2 AAG MPO3PAYHOTO
NAQCTMKA 1 AO 8 AAS HEMPO3PAYHOrO).

3. ctekano 1.5-1.8
4. OAMQO3 2.4

5. KOMMO3ULIMOHHbIE MOATEPUAAbI BOOAE
AEPEBA, BETOHA, KOMHS 3-6

6. MeTaAAbl 20-100

BoAee TOYHbIE 3HAYEHUS HY>KHO NOADBUPATH
3KCNEPUMEHTAABHBIM NYTEM, HTOObI AODUTLCH
XKEAOEMOTO PE3YALTATA.

YTOOblI BUAETb PE3YALTAT OTPOXKEHMA AAS CAOTA
MOXHO BKAKOYMTb POH C MOMOLLBIKO KHOMKM
Background [1].

® Material Editor - 01 - Default o=

x

Modes Material Navigation Options Utilities

16

ﬁA

26X |® |2 @ el&lee

Yl | 01 - Default v VRayMtl

= Basic parameters. |

ofiee [ | Rowoess oo 2| |

Refect N | sk 3

HGlossiness |T IT ﬂ J AA: 2{2; px: 2/20000

RGlossiness  [1.0 3| | Maxdepth  [5  32f

[V Fresnel reflections Exit color ]

Fresnel10R [L1[1.6 |2 | I pim distance [100.0cm | 2]

Affect channels [color only ~ Dmfaloff [0 3
I~ Use interpolation

Refact [ | seovs 3
Glossiness  [10 2| [7| AA:2/2;px: 2/20000
IoR [16 2| | Maxdepth [5 E
I~ Abbenumbed=0.0 2| I Exitcoor  |HNEEEEEIN
Affect channels Color only v |_ Affect shadows

I” Use interpolation

Foglor [ | Fogbes o0
Fogmutpler [10 3|

Translucency ~ |Nere v [Thickness | 1000, 0cr ﬂ
Scatter coeff: |D.0 ﬂ Back-side color I:l J
Fwdfbck coeff: | 1.0 _:J Light multiplier: | 1.0 i]

softumncton [ | o it [0 2

i+ BRDF |i
i+ Options Ji

1 [+ Reflect interpolation |i

i+ Maps Ji

55 ;v:'i@%g

[1]



1)

2)

Refract ([MpeaomaeHme) - oTtBevyaer 3d
NPO3PAYHOCTb, BAPLMPYETCH OT YePHOro (HEeT
NPOEAOMAEHUU - MOAHOCTHIO HEMPO3PAYHbIN)
AO 6eA0ro (MOAHOCTbIO NPO3PAYHbIN).
Glossiness ([A9HLLEBUTOCTb) — OTBEYAET 34
YeTKOCTb UAU PA3MBITOCTb
NPO3PAYHOCTU. PEKOMEHAYETCA CTABMUTb
3HAYEHME AQHHOIO NAPAMETDA HE MeHee
0,6. lNpn BO3HMKHOBEHUM LLIYMA MOXHO
YBEAUMUYUTL 3HAYEHME napameTpa Subdis
(aHAQAOMMYHO C MNPOEAbIAYLLIUMUA
HACTPOMKAMM AAT OTPOXKEHMS).
IOR (KooadodomuUMEHT MPEAOMAEHMS) —
PACCYUTAH AASD PA3AMYHBIX MOTEPMOAOB,
3HAQYEHUI MOXXHO HOMTM B CMPABOYHUKAX.

# Material Editor - 01 - Default ==

Modes Material Navigation Options Utilities

X

% £ & H0BEOI0

5% (8 1% 12 1S |6 o & ([T7% S
Vd IOl-DefauIt v VRayMtl

Basic parameters

e —

Refect QN | w2

HGlossiness [ [1.0 || 2] 10| AA:2/2; px: 2/20000

RGlossiness  [10 3| | Maxdepth [5= 3]

[V Fresnel reflections Exit color

Fresnel 10R [L1[1.6 (| 2] | I™/Dim distance J100.0om | ]

Affect channels [cojor only ~ DmfEloff 00 2]
|” Use interpolation

Refract Subdivs B 3
f = v PXy
IOR [t6 2| ] Maxdepth [ -
0.0 = I Extcoor |HENEEEEEN
Affect channels ICo‘or only v |~ Affect shadows
I Use interpolation

Fogor [ | Foobis oo 3|
Fogmuller  [10 2|

Transucency  |Nore | Thickness [1000.0cr| 5]
Scatter coeff: [0.0 3| Backsidecolor [ | |
Fwdfbck coeff: [1.0 2| Lightmultipler [1.0 -

selfdluminaton [N | vV &  Mut [To 3

[+ BRDF

Ji

[+ Options

Ji

[+ Maps

Ji

[+ Reflect interpolation

|




IOR (KoadbbuumeHT npeAoOMAEHUSA)

AAl HEKOTOPbLIX MATEPUAAOB

Ankoronb 1.329
Anmas 2.417
Bopoa (nap) 1.000261
Boga  (komHatHOM  Temnepatypbl)  1.33157
Bosayx 1.0002926
Kemuyr 1.530
3onoTo 0.47
Nnén 1.309
Mnactuk 1.460
Mnekcurnac 1.50
Cranb 2.50
Crtekno 1.51714
CTtekno, KpemHuneBoe, naHTaH 1.80
Ctekno, KpeMHuneBoe, nerkoe 1.58038
Ctekno, KpeMHuneBoe, nroTHoe 1.66

Ctekno, KpeMHMUEBOE, CaMOe TAXeJloe

1.89

Ctekno, KpeMHuneBoe, cpegHee 1.62725
Ctekno, KpeMHuneBoe, TsKenoe 1.65548

XpycTanb
AHTapb 1.546

2.00




YnpaXHeHue «(MCnoAb3OBAHME MATEPUAAC
Multi/Sub-Objecty

MOXHO  MCMOAb3OBATH  MATEPUMAA
Multi/Sub-Object C MATEPUAAOM
V-RayMtl smecto marepraaa Standard.

*Busyaamsarop V-Ray aAoaxeH ObiTh
BbIOPOH B KQAYeCcTBE BM3YAAM3ATOPA B
HACTPOMKAX BM3yaAmsaumm Render Setup
(F10).

B 3TOM CAy4ae o6beKkT HOAO NMOArOTOBUTb
TAKXE, KAOK YKA3AHO B A€KLLUU paHee.



CO3AQHME MATEPUAAQ.

—

BbI3BATb PEAQKTOP MATEPMAAOB (M).
3QAH4Tb CBOOOAHbIV CAOT,
NeperMeHOBATbL MATEPUAA B
«Teapot_2».

3ameHnTb matepuaa «Standard» Ha
«Multi/Sub-Objecty.

Ha 3anpoc  «Replace  Materialy

(«MepemelreHune MaTepuasay)
BbiOpaTh  BapuaHt  «Discard  old
materialy («Y6paTb CTApbIn

MATEPUAA)).

Replace Matenal

® Discard old material?

" Keep old material as sub-material?

OK

Cancel




OKQ30aBLLUMCH B HACTPOMKAX
MATEPUAAQ, HOXKATb HO KHOMKY Set
Number (3aAaTb KOAMYECTBO) AA4
YKOA3AHMI  YUCAQ  COCTOBASIOLLLMX
MAOTEPUAAOB. B AQHHOM MNpPUMEPE
MX ABQ, CAEAOBATEABHO, MOXHO
yKa3aTb ABa, OK.

Tenepb AAS PABOTHI MPEAAOXKEHO
ABO matepmana c ID T 1 2. Ytobbl B
HUX HE MYyTATbCHd PEKOMEHAYETCH
yKQ3ATb MM COOTBETCTBYOLUME
MMEHQ.

Set Mumber Add Delete |
i Set Number of Matenals Lﬂ_ﬁ-’l
QK
MNumber of Materials: [2 -
Cancel
2 Set Number | Add | Delete |
y :
1D ’ Mame I Sub-Material I OnJOFF
|1 |Farfor None |. v
|2 |G0Id MNone |. v




,r'”“- Editc Tiaportd

Modes Material Navigation Options Utilities

5. Aaree HeODXOAMMO CO3AAQTb COOTBETCTBYIOLLIME
MATEPMAADI.
6. Co3AaHME mateprnaaa «Papdoopy:
1. Hoxatb HO kHOMKY None piAOM C UMEHEM
MATEPUMAAQ.
2. OTKpoeTcs CnMCOK MATEPUAAOB, B HEM
BbIOpPaTh «VRayMthy.
3. [lpowusonaet NepPEXOA B HACTPOMKM

marepmaaa «VRayMib.
4. B CTpOKE C MMEHEM MATEPUAAO OyaeT
otobpaxaTbcs «(1)Farfor:y, ykasbiBas HA TO, 4TO

" q. % m/ E] I‘ %
«Farfom, ABASETCA POAMUTEABCKMM  AAS P o)l es . Jﬂ
CO3ACBAEMOTrO MATEPUAAQ. () Farfor: | # [Moternal 36
5.  30A0Tb HOCTPOMKM AAS MaATepUaAa Farfor : ——

1 Roughness

A. 3HavyeHums napametpa Diffuse [180, 180, e Subdivs

180] R ~—
B. 3HavyeHud napameTtpa Reflect [45, 45, 45]
C. 3HayvyeHums napametpa RGlossiness = 0.85
D. 3Havyenums napametpa Subdivs = 16

Max depth

6. [locAae TOro, KK MATEPUAA HACTPOEH,
HEODXOAMMO BEPHYTbCH K POAUTEABCKOMY
MATEPMAAY C NOMOLLLLIO KHOMKKM Go to Parent [1].




10.

11.

[lepBbl1 COCTABASIOLLMM  MATEPUAA TOTOB, MOXHO
nepentm K HACTPOMKE BTOPOro COCTABASIOLLLETO
marepmana  «Goldy  («[To3oAoTan)  AHAAOTMYHbBIM
OOPA30M.

HacTtpounkm aag matepmaaa «Goldy:

A. 3HaveHums napamertpa Diffuse [150, 20, 8]
B. 3HaveHms napametpa Reflect [240, 160, 80]
C. 3HavyeHums napametpa RGlossiness [0,9]

AN BKAIOYEHMS
MATEPUAAL, MOXHO
Background [2].
[loCcAe TOro, KK BTOPOU MATEPUAA FTOTOB, BEPHYTbCA K
POAMTEABCKOMY MATEPUAAY M  HA3HAYUTb TOTOBbIM
MAOTEPUAA HO OOBLEKT «Teapoty.

BbIMOAHUTL BU3YAAM3ALMIO C HOCTPOMKAMM V-Ray.

MO3AMYHOTO  PoHA  0obpasua
BOCIMOAb3OBATLCA KOMOHAOM

Modes

< I
W

(2) Gold:

[2]

Material

r —

Utilities

Navigation

Options

[ s o=
N % o9

A [Material #37 v

Basic parameters

VRayMtl

Roughness 0,0

Subdivs

Max depth

= OB % e



HacTtpouku aaa V-Ray (ynpoLLeHHble)

forkspace: Default - |+ Autodesk 3ds Max 2016
ws  Create  Modifiers

OTKPbITb  OKHO  HACTPOEK
peHaepa Render Setup cC
MOMOLLLbIO (ropsgyemy

Kanasmwm - F10 mAM  Yepes
MeHIo Rendering.

B ctpoke Renderer BbiOpaTh
M3  CMMCKA  BU3YAAM3ATOP
V-Ray Adv. [1].

. V-RayRT 3.20.03
e ————




Ha Bkaaake Common B CBUTKE
Common Parameters 30AQTb
Output Size (Pasmep

n3obpaxxeHus) = HDTV (video).

B pa3aeae Options  BKAIOYMTD
napameTp Forse 2-Sided.

® Render Setup: V-Ray Adv 3.20.03




[lepenti Ha BKAOAKY V-Ray m B CBUTKE
Image sampler (Antialiasing) BbiOpaTh
Type = Adaptive subdivision.
LT

B cButke Environment  BKAIOYMTB
napameTtp Gl environment.

B ceutke Color mapping BbIOPATH
Type = HSV exponential.




#® Render Setup: V-Ray Adv 3.20.03 - O X

[Mepentm Ha BKAOAKy Gl 1 B CBUTKE
Global illumination BKAKOYMUTD
napameTp Enable Gl.

[lpOBECTM TECTOBYIO BM3YOAAMUIALMIO
HOXKATMEM HA KHOMKY Render.




Pe3yAbTAT MCMNOAb3OBAHMI MATEPMAAQ
Multi/Sub-Object ¢ su3yaamsaropom V-Ray:




Cnacubo 3a BHUMaHue!

al.andriyanova@mail.ru, abba-kat@yandex.by




