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‘ Autodesk 3ds max

CoaepxaHue:

1. Twnbl uctouyHmnkos ceeta(Standard). CosgaHne u
HacTpounka.
2. Twvnbl nctoynukos ceeta(V-Ray). CosgaHme n HacTpoika.




Tunbl NICTOYHUKOB CBeTa
(Standard)

3ds max npeanaraet 6 cTaHOapPTHbIX NCTOYHUKOB
OCBELLEHNs, KaXObll N3 KOTOPbIX OTnuyaeTca OT
OpYyroro HanpaBnNeHHOCTbIO Ny4ven.

[lo ymonyaHuio cueHy ocBellaeTr 06a30BbIN
nctodHuk ceeta Default Lighting.

Kak TOnbko Oygetr noctaeneH Xxota 6bl oguH
ncrouHnk cseta Default Lighting Bbiknountcs
aBTOMaTU4ECKN.,

Bce  WCTOMHMKM  cBeTa  pacrnorioXeHbl  Ha
KOMaHOHOW naHenu Ha Bknagke Create B pasgene
Lights.




2.

6.

(Standard)

Omni (BceHanpasreHHbIN).
Target Spot (HaueneHHbIN
NPOXEKTOP).

Target Direct (HaueneHHble
napannesibHble nyyn).

Free Spot (cBoboaHbIN
MNPOXEKTOP).

Free Direct (cBoboaHble
napannesibHble nyyn).
Skylight (HebecHbIN CBET).

Tunbl NICTOYHUKOB CBeTa

flc&l‘@l@l'l“l

o@|]:|@.m.

Standard

i Object Type

[ AutoGrid

Target Spot

Free Spot

Target Direct

Free Direct

Omni

Skylight

mr Area Omni

mr Area Spot




Tunbl NICTOYHUKOB CBeTa
(Standard)

* Omni (BceHanpaBreHHbIN) - UCTOYHUK CBEeTa, pacrnonaratowmncs B
TOYKE W U3NyYawLWMW BO BCEX HarnpaBneHUsX TPEXMEPHOro
NPOCTpPaHCTBA CuUEHbl. TakoM WCTOYHMK CBETa elle HasblBaloT
TOYEYHbIM.

« Target Spot (HaueneHHbIN NPOXEKTOP) - WCTOMHMK CBETa,
pacnonaralowmnnca B TOUYKE U U3Ny4aloLlmni CBET B BUOE KOHYca Uinn
nMpamuabl C BEPLUMHOW B TOYKE M3NY4YEHUS. Y Takoro npoxekropa
€CTb To4Yka HauenmeaHus Target, ykasbiBatoLasa HanpaBieHne ny4en.

» Target Direct (HaueneHHble napannenbHble Ny4n) - aHanOrMYHbLIN
npeaobloyweMy UCTOYHUKY CBeTa, WU3fydaembld He TO4YKOW, a
MNSIOCKOCTbIO. Takon ocBeTuTenb MOXHO MpencTaButb B Buae
napannenenunega vwnu uunuHgpa. B pgaHHom crniydae nydn wgyt
napannenbsHo  gpyr gpyry obpasya  UMNUHOPUYECKYD  UNU
NPAMOYrOSiIbHYH0 OCBELLEHHYI0 0bnacTb.




Tunbl NCTOYHUKOB CBeTa
(Standard)

* Free Spot (cBO6OOHbIN NPOXEKTOP) - UCTOYHUK CBETA, UOAEHTUYHbIN
HaueneHHOMY MpoXekTopy, HO 6e3 ToykM uenn. HanpasneHwue
CBETOBOIO fly4a N3MEHAETCSA NOBOPOTOM UCTOYHMKA CBETA.

* Free Direct (cBobogHble napanfnenbHble Ny4n) - aHanoruyHbIn
npegbliaywemMy WMCTOYMHUK CBeTa, M3Nyyalwuihn He U3 TOYKW, a U3
nriockocTun (Takxke kak Target Direct).

» Skylight (HebecHbLIN CBET) - CBET, UCNyCKaeMbli HEGECHBIM KYNOSTOM.




Tunbl NICTOYHUKOB CBeTa
(Standard)

.
.

NcTouHmk ceeTa Tnna Omni, paccesHHbIN

CBET, paccesiHHasi TEHb.

NctouHuk ceeTa Tuna Target/Free Spot,

pacCeAHHbIN HarnpasBSieHHbIW CBET,

paccedaHHas TeHb.

NcTouHuk ceeta Tuna Target/Free Direct,

NPsSIMOW HanpaBJSiEHHbIW CBET, TEHb HE

pacceunBaeTcq.




Tunbl NICTOYHUKOB CBeTa
(Standard)

Bce ctaHgapTHbIE NICTOMHMKM CBETA UMEKT aHanornyHble HaCTPOWKMU.
Paccmotpum nx Ha npumepe Target Spot. Ha komaHaHOW naHenn
WHCTPYMeEHTOB Ha Bknaake Create nepentn B pasgen Lights v BoiGpaTth B
ceuTke Standard.

Target Spot 1. YcTaHoBUTBL UCTOYHVKK cBeTa Target Spot.

2. [lepentn Ha Bknagky Modify, B cButke General
Parameters (OcHOBHble napameTpbl) HaxogsaTcs
crnefyoLime HacTPOVKK:

e Light Type - ®naxok pagom ¢ On gnd
BKITHO4YEHUSA\BBIKIMOYEHMSA NCTOYHMKA CBETA

« Cnncok psgom nos3eonsieT BblbpaTb TUM MCTOYMHMKA

cBerta.
- General Parameters | *  Targeted aons BKNIOYEHUSA/OTKNIOYEHUS NpyUena.
[ . adows — On — BKNIOYEHME OTKINIOYEHNE TEHEN.
’;9’; TPIP" = Shad o
n |Spot v
IV Targeted 190,853m +  [lanee HaxoguTcsa cnucok Ansi Bbibopa tvna TeHu.
R TR ~| * Obpatnte BHumaHve Ha Shadow Map (CtanpaptHbie
¥ Onl~ Use Global Settings||  [Adv. Ray Traced . TeHn) — ObiCTpble B MpocYeTe HO HecrnocobHOCTh
| T ] Eent«g Pr.ajrj Shadow Map L y4uTbIBaTb Npo3padyHoCTb 06bekToB, 1 Area Shadows —
ea onadows =
|

KayeCTBEHHble, C OOMbLIMM KONMYECTBOM HaCTpoOeK WU

Exclud Shadow Map (3
Epaces I Ray Traced Shadows aonrne B NPOCYETE TEHW.
SpeedShadow R




Target Spot

| - Intensity/Colorfdttenuation |

2.

Multiplier: [T.0 3|

—Decay
Type: INone L‘

Start: [40.0m 3|~ Show

— Near Attenuation-
I~ Use Start: | 0.0m EJ
I~ Show End: [400m 3|

— Far Attenuation———————

[ Use Stat[300m 3
I~ Show End: [2000m 3

1-  Spotlight Parameters |
— Light Cone
[~ ShowCone | Overshoot

Hotspot/Beam: |34,U =
Falloff/Field: |53,5 i]

@ Cicle ¢ Rectangle

Aspect: | 1,0 _:_I Bitmap Fit... |

Tunbl NICTOYHUKOB CBeTa
(Standard)

B ceutke Intensity/Color/Attenuation
(MHTEeHcuBHOCTL/LUBET/3aTyxaHune):

Multiplier (MIHTEeHCMBHOCTB) — 30eCb MOXHO yKasaTb Cuny
CBeTa, a KBagpaTt psagoM onpenensier uBeT cBeTa.

Decay (3atyxaHue) - Type 3agaeT Tun crnaja, 3HavyeHue
Start -Hayano cnapa. lNogpasgensi Near Attenuation
(bnwxHee 3aTyxaHue cBeta) u Far Attenuation (JanoHee
3aTyxaHne cBeTa) MO3BONANT HacTpouTb crnag 6onee
TOYHO.

Ceutok Spotlight Parameters poctyneH Tonbko ans
NCTOYHUKOB cBeTa Tuna Spot. B 3Tom cBUTKE MOXXHO 3aaaThb
pasMepbl KOHyca cBeTa. [lapametrp Hotspot (cBeTtoBoe
NATHO) onpegensieT pasmep BHYTPEHHEro KOHyca, B
KOTOpOM ocBelEHHOCTb coctaBndaeT 100%. A napametp
Falloff (cnag ocBelwéHHOCTM) 3a0aé€T pasmMep BHELUHErO
KOHyca. Yem O6onbwe pasHiua Mexgy 93TUMn  OBYyMS
3Ha4YEeHUsIMKU, TEM nepexoq OT CBeTa K TEHU MsArdye wu
HaobopoT.

i



Tunbl NICTOYHUKOB CBeTa
(Standard)

B cButke Advanced Effects Haxogatcsa

Target SpOt AOMNONHNTENbHbIE HAaCTPOUKN NCTOYHMKA CBETa.
[= Advanced Effects ] 1. Contrast — KOHTpacT B OCBELEHHOCTU, OObIYHO CTaBUTCA
— Affect Surfaces:
Corteast [T 2| 3HaveHue 0.
SoftenDif. Edge:/00 2| | 2. Soften Diff. Edge — cmsrdyeHue KkpaeB CBeTa,
Eg“’t‘,{sem'f Hreel s 06pasyloLmMxcs Npyu nepecedyeHnn ¢ ApYrmMm UCTOYHUKOM,
CTRET onTUMarbHbIN BapnaHT 3Toro 3HayeHuns 50.
— Projector Map:
I~ Map: None | 3. Diffuse — ranodyka BktoYaeT OCBELLEHHOCTb OObekTa

(ecnn eé cHATb, TO OOBLEKT ByaeT YEPHBIM).

4, Specular — ranodka Bkno4aeT 6nukM Ha ob6bekTe OT
NCTOYHMKa cBeTa. [pu NnocTaHOBKE OTpPaXeHHOro cBeTa 3Ta
ranoyvka CHMMaeTcs.

5. Projector Map - «kapTta npoxekrtopa. [lo3sonser
pobaBnaTb  4Y€pHo-6enoe un3obpaxeHue (kapTy)  4Ans
MMUTaLMN CIOXHOIO fly4a CBeTa.




Target Spot

Tunbl NCTOYHUKOB CBeTa
(Standard)

- Shadow Parameters |

— Object Shadows:

Colol:. Dens. [T0 3]
[~ Map: MNone l

[ Light Affects Shadow Color

— &tmosphere Shadows:

[~ On Dpacity: [TO00 3
Color Amount: [TO00 3|

= Shadow Map Params

Bias: [TO 3 size:[512 3|
Sample Hange:|4,0 il

I Absolute Map Bias
I~ 2 Sided Shadows

Csutok Shadow Parameters cooepXmnT OCHOBHbIE
HaCTPOWKN TEHEWN.

1. Color (LiBeT TeHn).
2.

3. MoXxHO HasHaunTb TeHn KapTy Map.

Density ([1noTHOCTb TEHM).

[anee wnoyT HacTpPoMKM BbIOpAHHOrO TUMa
TeHen: Shadow Map Parameters wnn Area
Shadows.

Csutok Shadow Map Params:
1. Bias — CTeneHb pa3mMbITOCTUN TEHWN.

2. Size — Paamep pasmbITus TEHWN.



Co3gaHue n HacTporka cTaHgapTHOro
NCTOYHMKA CBEeTa

Omni

[ns yCTaHOBKM M HACTPOMKW CTaHOAPTHOro MCTOYHMKA cBeta Omni  —
HeoOXoAMMO CHavana MOMeCTUTb OObEKTbl B CLEHY (Hanpumep, MOXHO
ncrnonb3oBaTb O6bLEKTLI N3 paHee BbINOSTHEHHOIO [pakTnyeckoro 3agaHus,
NMBO NOCTPOUTL CaMOCTOSATESNBHO).

Bmsyanvlsau,vm CO BCTPOEHHbIM NCTOYHUKOM CBETa



Co3gaHue n HacTporka cTaHgapTHOro
NCTOYHMKA CBEeTa

Omni

1.  Ha komaHOHOM naHenn MHCTPYMEHTOB Ha BKIagke '*W@l I(.l@lfl
Create nepentn B pasgen Lights n BbiOpath n3 ® @8‘ O A2

rpynnbl Standard ncto4Huk ceeta Omni.

2. Tak kak Omni — 9TO TOYEYHbIN CBETUIIBHUK, TO €ro |5t3"dafd
yCTaHOBKa MOXeT ObITb npoBedeHa B ft0OOM OKHe

npoekuuin, pekomeHdyemsbie okHa Front nnu Left. [ e Sy
I~ | AutoGrid
3. [Mocrne TOro, Kak MICTOYHUK YCTAHOBMEH B OOHOM W13 Targetpot | | Fres Snt

OKOH, o0bsi3aTenbHO creayeT NpPoOBEPUTb  €ro
NO3MLMIO B APYINX OKHaX.

Target Direct! Free Direct
Omni Skylight
mr Area Omni| mr Area Spot

|- Name and Color




Co3gaHue n HacTporka cTaHgapTHOro
NCTOYHMKA CBEeTa

Omni

4. [na Ttecta MOXHO pacnonoXmtbe UCTOYHMK Omni Hag obObekTamu.
[Mocne TecToBOW BM3yanusaumm MOXHO OyaeT onpenenutb bonee
yOa4yHoe NosioKeHMe UCTOYHMKA, a TakKe ero HacTPOMKN.

=

e e




Co3gaHue n HacTporka cTaHgapTHOro
NCTOYHMKA CBEeTa

Omni

5. Tlocne TectoBOWM  BM3yanusauum  MOXHO
caenaTb BbIBOAbI:

A. Hert TeHen otbpacbiBaeMbix 0bbeKTaMM.

B. YacTb cueHbl CIUWKOM 3aTeMHeHa, a
YacTb CIMULLKOM OCBeLLeHa.

6. [na peweHus gaHHbIX BONPOCOB HEOOX0OMMO
BblAENUTL WUCTOYMHMK Omni 1 nepentn Ha
Bknagky Modify agna  Hactpoukm  ero
napamMeTpoB.




Co3gaHue n HacTporka cTaHgapTHOro
NCTOYHMKA CBEeTa

Omni

/. B paspene General Parameters MOXHO [ |A| & e[ I-Inmmpmﬁm|

BKMIOYNTb OTODOpaxkeHne TeHen BKIMOYMB B [omnio01 e |'|
pasnene Shadows napametp On. [Modifer List v "T'm"’:lm—v

. Omnilight Start:[20.0cn | I~ Show

8. B pasgene Intensity/Color/Attenuation MOXHoO

—Near Attenuation

nopabotatb CO  3HadYeHMeM napameTpa L= S;’“Z;’%j
Multiplier, kKoTOpbIn OTBEYaeT 3a cuny cBeTa ~Far Attenuation
[~ Use Startf80.0am 3|
(bonee 1 — o4yeHb Apko, MeHee 1 - cnabee) n ™ Show End: [300.007 2]
LIBETOM cBeTa. N ————
9. B cButke Shadow Parameters MOXHO '
BblOpaTb LUBET foi v - |
6pa usetr TeHuM (Color) M nNOTHOCTb e o . ——
(Dens.). A e I Light Affects Shadow Color
—Shadows |
- on ,—Lsem&m - Atmosphere Shadows:
IShadow Map v [on Opacity:lmo.o _=_|
Color Amount: [100.0 3|




10.

11.

NCTOYHWNKA CBETAa

Omni
[Mocne  ycTaHOBKM  MpeafioXeHHbIX  MNapamMeTpoB
H606XO,£I,VIMO ﬂpOBeCTI/I B|/|3yanv|3a|_|,vno n

NpoaHannaMpoBaTb MOSyYEHHbIN pesynbraT YTobbI
MOHSITb, HYXXHbl NN eLle KakMe-TO HacTPOWKU U Kakue
MMEHHO ANs MONyYeHust onTMManbHOro pesynbraTta

peHaepa.

Hanpmmep, B [OaHHOM BapuaHTEe YyXe €eCTb TEeHM!,
06bEKThI XOpoLwlo ocCBelleHbl CBepxy, HO B HUXXHEN
HYacCTh NPUCYTCTBYIOT TEMHbIE YH4aCTKW.

o
® SJS"OO‘

Co3agaHue n HacTponka cTaHgapTHOro

i 17 | ERN[(C) =] Pl
Omni001 -

H|

IModiﬁer List
| Omnitight
[ e | =

Start:[40.0cr 3|~ Show

—Near Attenuation ————
" Use Startf0.0om 3|
B

|~ Show End: [40.0cm

—Far Attenuation ——

[~ Use Startf80.0om 32|
I~ Show End: [200.0ct 3|

-i- General Parameters I [

|+ Advanced Effects |]

~TohtT - Shadow Parameters
F = Object Shadows: ———
¥ on formi 4 Color: I Dens. [0 |
= Taraeted e L‘
i I™ Light Affects Shadow Color
Y Global Settings
IShadow Map v — Atmosphere Shadows:
I On  opacity:[100.0 3
Exdude... | Color Amount: [100.0 _ 2|




Co3gaHue n HacTporka cTaHgapTHOro
NCTOYHMKA CBEeTa

Omni

12. [Mpu paboTte ¢ uctoyHmMkom ceeta Omni AOMNYCTUMO MPUMEHSATb HECKOMBKO
TaKMUX UCTOYHUKOB, HO 06A3aTenbHO CNeanTb 3a UX NapamMeTpamMn U TEHSMN.

13.  MoXHO wucnonb3oBaTb WCTOMHMK cBeTa Omni COBMECTHO C Apyrumm
NCTOYHUKaAMN.

14. Ha npuBegeHHOM wu3obpaxeHnn pobaeneHbl gBa WUCTOMHMKA Omni C
OTKMOYEeHHbIMN TeHaMmK, Multiplier = 0,3, nonoxeHne UCTOYHUKOB - Nepen
obbekTamum.

Q

\

Q
Q
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Co3gaHue n HacTporka cTaHgapTHOro
NCTOYHMKA CBEeTa

Target Spot

1. Ha komaHgHom naHenn MHCTPYMEHTOB Ha Bknaake Create ':::'ll @ | dl'_b:lo | '(l @l }]

nepentun B pasgen Lights n BuibpaTtb 13 rpynnesl Standard

MCTOYHMKK cBeTa Target Spot. O %8« @ A '&

2. Tak kak Target Spot (HaueneHHbIn NpoXeKTop) COCTOUT 'Standard 5
M3 [OBYX 3fIeMEHTOB (CaM WCTOYHMK W €ero TouyKa

HaUEenuMBaHWs), TO ero YCTaHOBKY flyylle BbIMOMHATL B

|- Object Type
okHe Front nnu Left. v
[T AutoGrid
3. Bbi3BaB gaHHbIVM UCTOYHUK crneayeT B okHe Front unu Left
A . AY Target Spot | Free Spot

YCTaHOBUTb €ro nepBbi 3NeMEHT Hag OCBellaeMbiMu

obbeKkTamu 3axxas 51e8yt0 KHOMKY MbIUU. Free Direct
4. He omnyckasi negyro KHOMKYy MbIlUN CreayeT NoTsaHyTb 40 Omni Skylight

OCBeLLaeMblX OObEKTOB yKasbliBad U POpPMUPYS BTOPOMU mr Area Omni| mr Area Spot

9NEMEHT UCTOYHMKA — TOYKY HauenuBaHus. locne atoro

J1e8Y/H0 KHOIKY MbILWU MOXHO OmMiiycmume. A [ Name and Color




Co3gaHue n HacTporka cTaHgapTHOro
NCTOYHMKA CBEeTa

Target Spot

GEo E

5. Tlocne TOro, Kak UCTOYHUK YCTAHOBIEH B
OOQHOM M3 OKOH, obsi3aTenbHO crnenyet
NPOBEPUTL €ro NO3NLNIO B APYIMX OKHaX.

6. [lpn HeobxoAMMOCTM MOXKHO BbIOENATb
oTAenbHO cam UctoyHuk (Spot001), ero
TOYKYy HauenueaHua (Spot001.Target) u
MEHATb UX MNONOXEeHne C MNOMOLLbIO
komaHabl Select and Move.

7. Tlo3nuunsa NCTOYHUKA BNUsieT Ha
pacrosio)KeHNe TEHEMN.

8. [Ona HacTpoWmKM napamMeTpoB WUCTOYHMKA ‘
ceeta Target Spot Heobxoanmo !

BblOENMUTb TOMbKO CaM MUCTOYHUK WU Sl
nepenTtn Ha Bkrnagky Modify.




10.

11.

MCTOYHNKa CBETAa

Target Spot

HekoTopble napameTtpbl, Hanpumep Shadows,
Multiplier, Color, Dens. paboTatoT Takke, Kak u
Anga nctodHmka Omni.

Tak Kak gaHHbIA UCTOYMHUK MMEET [Ba 3SfIeMeHTa n
B pe3ynbrate MMeeT KOHycoobpasHyto dpopmy, TO
Ana  Hero npegycMoTpeHbl HACTPOMKM  CBUTKA
Spotlight Parameters B KOTOpOM MOXHO MEHSATb
dopmy cBetoBoro natHa Circle (Kpyr) wnu
Rectangle (lNpsmoyronbHMK) u perynupoBatb
pagnyc ceetoBoro nstHa (Hotspot/Beam) wu
pagnyc TEMHOM 30HblI UMW chafja OCBELLEHHOCTU
(Falloff/Field)

OTM OBa NapamMeTpa  B3aMMOCBA3aHbl U
Hotspot/Beam He wmMoxeT ObiTb 6onblue 4em
Falloff/Field

Co3gaHue n HacTporka cTaHgapTHOro

w |@| & e|2| 2
[Spotoo1 [ [E—_ShadowParameters |
~Object Shadows:
lModiﬁerList v m:- Dens. [10 3
SR || v none
I Light Affects Shadow Color|
‘AW‘IEES\BdOWS:
J”on  opadty:[100.0 3
Color Amount: [100.0 | 3|
da ([ [« & | @ |[_ShedwMepbaems |
[[+__Atmospheres &Effects i
r = ] [|'mtdraylmi'.ed" inati |J
s [[+_mentalray Light Shader |
v on ISpot v
IV Targeted  603.407cm
—Shadows
[~ on |~ Use Global Settings
Shadow Map NS
|
[= Intensity/Color/; ion_|
Multigier: [0.5 2] ]
rDecay————
Type: lNone ™
Start:[20.0cr 2| I~ Show
—Near Attenuation
[ Use Startf0.0n 3
I~ Show End: [40.0om 3|
—Far Attenuation
[~ use Start[80.0mm 3
[~ Show End: [200.0cn 3|
_
Light Cone
|~ Show Cone |~ Overshoot
Hotspot/Beam: |43-0 2]
Falloff/Field: [45.0 —
@ Crde ¢ Rectangle
Aspect1.0 2| Bitman Fit..,




MCTOYHUNKA CBeTa
Skylight

NCTOYHMK cBeTa Skylight
(BceHnanpaBrneHHbIN)
pekoMeHayeTcs ycTaHaBnuBaTb B
OKHe NpoeKkumn Top Hag
obbektamu, a 3atem B okHe Front
nnn Left noaHMmaTb Hag,
obbekTamu C NOMOLLbIO
nHcTpymeHTa Select and Move.

NS n3ameHeHns1 HaCTPOEK OaHHOro
NCTOYHMKA HEODBX0AMMO NEepeENTN Ha
Bknagky Modify Ha komaHgHOM
naHenu.

SED+0 B Ok ik 2%,

Co3gaHue n HacTporka cTaHgapTHOro

L6 i Ba {2 [o=-==== -] B[] S [CEE @IS E O S |




Co3gaHue n HacTporka cTaHgapTHOro
NcTovHuKa ceeta Skylight

3. [na paHHOro WUCTOYHMKA cBeTa Heobxoanmmo

BKIIOYUTL TeHu B pasaene Render/Cast Shadows. Modter st e
T

4. T[locne aToro NpoBecTU TECTOBYIO BU3yanmsaumio.

*Busyanusauus UMEHHO C 3TMM MCTOYHMKOM CBeTa
MOXET ObITb ANUTENbHOW M 3aHMMaTb HECKOSbKO
MUHYT.

N T

® sy Coor... [
Map:  [100.0 3|

Ray Bias: [0.005 3|




Co3gaHne 1 HacTpouKa UCTOYHMKA
cBeTa

VrayLight

® Render Setup: Default Scanline Rend... = X
UTo6bl MOXHO ObINio paboTtatb C AaHHLIM

BUAOM UCTOYHMKOB CBeTa Bu3yanusatop V-Ray — o
[AOIDKEH ObITb MOAKITHOYEH. . prT—
[Mopaaok noaknio4eHus: T NDIAway
p ﬂ' p' PR R NVIDIA mental ray _:'@
1. MeHio Rendering, komaHaa Render Setup. " Render B Qucsiver HardhareRenderer  fighng |
_' Cor Default Scanline Renderer l
2. B ctpoke Renderer Bbibpatb V-Ray Adv. [ VUEFieRenderer
3 20 " ~Time Outpdl_V-Ray Adv 3.20.03 |
. - ‘V‘s Singe  V-RayRT 3.20.03

C etve TS 00T
__ $ vaall _

-




cBeTa
VRayLight

[ns sbibopa u yctaHoBkn nctovyHnka VRayLight:

Ha komaHgoHOM naHenu WHCTPYMEHTOB Ha BKMadke
Create B pasgene Lights BbibpaTb 13 BbinagatoLwiero
cnucka sapuaHT VRay.

Hwxe OTO6pa3VITC$I CMNCOK BO3MOXHbIX WCTOYHUKOB
CBETa.

Ona yctaHoBkM wucTodHMKa VRayLight Heobxoanmo
Bbl3BaTb €ro W 3aTeM co3gatb ero B OkHe Left
cnegylowmm obpasom: 3axaB NEBYK KHOMKY MbILN
NOTAHYTbL dpopMMpys MPAMOYronbHUK.  WM3HadanbHagd
dopma NCTOYHMKA VRayL.ight — Plane
(MpsiMOYronbHUK).

e

-

)'\

Co3agaHne 1 HacTpomKa UCTOYHUKA

A | O = 2|

Oz e & %

| VRay

WV

Object Type

[ agtocrd

!ayAmbienﬂ.id VRaySun |

VRaylight | VRayES |

Name and Color




Co3gaHne 1 HacTpouKa UCTOYHMKA
cBeTa

VRayLight

C('*)OpMVIpOBaB €ero MOXHoO yBMnaeTb, 4YTO y AaHHOINO MCTOYHUKa €CTb yKa3aTellb
B BUAe CTPESIOYKK, 3TO HanpasfieHne, Kyaa OH CBETUT.

[Mocne yCcTaHOBKM AaHHbIN UCTOYHUK MOXHO MepemMellatb Unu nosopaymBaThb
4yTOObI NogobpaTb oOnNTUMAanbHOE MOMNOXEeHMEe OTHOCUTENbHO OCBEeLlaeMbIX
OObEKTOB.

i

—

MR




Co3gaHne 1 HacTporKa UCTOYHMKA
cBeTa

VRayLight

PekomeHayeTcs OTOABMHYTb UCTOMHUK OT OOLEKTOB HAa HEKOTOPOE PacCTOsHME.

Ana goctmkeHna 6onblien peannucTUYHOCTU TakMX MCTOMHUKOB OObIYHO CTaBAT
aBa (cneBa M cnpaBa oT ob6bekToB). MOXHO caenatb 3epKaribHYK KOMuio
NepBOro UCTOYHMKA W NONYYUTb BTOPOW, 3aTEM €ro OTOABUHYTb OT MCXOLHOro
NCTOYHUKA.




cBeTa
VRayLight
[Ona HacTpoMkM napamMeTpoB MWCTOMHMKA  CBETa

VrayLight Heo6xogMmo BblgenNuUTb €ro n NepenTn Ha BKNagKy
Modify Ha komaHOHOM NaHenn MHCTPYMEHTOB.

N3 Hambonee BaXHbIX HACTPOEK MOXHO BblOENUTb
crnepyouime:

OcHoBHble bopMbl UCTOYHUKA cBeTa B cueHe (Type [1]):
Plane ([Mnockun), Dome (KynonbHbit), Sphere
(Cbepuyeckunin).

2. B cButke Intensity (HTeHcuBHOCTL) [2] Multiplier
OTBeYaeT 3a ApKOCTb cBeTa, Color 3a uBer ceeTa.

3. B cButke Size (Pasmep) [3] — B KaXXQOM UCTOYHMKE CBETA
OyoyT CBOM HacCTpOMKM pa3mepa B 3aBUCMMOCTU OT
BapnaHta Type: Length\Width (dnuHa\llupuHa) wnu
Radius (Paguyc ncrodHuka ceeta),

[1]

Co3gaHne n HacTpomka NCTOYHUKA

- C

VRayLight001

lModiﬁer List v

da [« & | =

%ﬂ

Mode: |Color v

Color: |

Te s Jo500.0 ]

Halfdength: [221.7270 3|
Half-width: [154.9860 3|

Options | 1
[V Cast shadows B
|~ Double-sided
™ Invisible
|~ No decay
I~ skylight portal I Simple
I Store with iradiance mag
[V Affectdiffuse  [10 | 2
|V Affect specular [10 3||
[V affect reflections
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Co3gaHune n HacTpouka NCTOYHUKA
cBeTa

VRayLight

Plane
Sphere

Kaxgbi Tvn nctodHuka (Type) xapaktepusyeTcs CBOMM HarnpasSieHUEM
nyyemn.

 Plane — HanpaBneHHble Nny4yun BbIXOAAT UX BCEW NMOBEPXHOCTU
« Sphere — ny4n BbIXOOAT N3 OQHOW TOYKM BO BCEX HAMpPaBNeHUsX

* Dome — Kynon - 3TOT UCTOYHMK cBeTa ByaeT co3gaBaTb OCBELLEHME OT
HebecHoro kynona. OgMHOYHOE ero MCMnonb3oBaHWE pauMoHanbHO OIS
OTODOpaXKeHNa NacMypHOro AHS.
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cBeTa
VRayLight

Ceutok Options cogepXxut cneaytowme napameTpbl:
Cast Shadows — npocunTbiBaTh TEHWN.
Double-sided — oBycTOpOHHME TEHMN.
Invisible — penaeTt UCTOYHMK cBETA HEBUONMbIM.

No Decay — APKOCTb UCTOYHUMKaA CBETAa HE 6y,El,eT YMEHbLIAaTbLCA C
pacCToAHUEM.

Skylight portal — apkoCTb UCTOYHMKA BYOET 3aBUCETb OT OKPYXKXEHUSI.

Store with irradiance map (Bectu npoc4eT ¢ yyetom Irradiance Map).

Affect diffuse (YuuTbiBaTbh BnusiHue kaHana Diffuse).
Affect specular (YunTbiBaTh BrivsaHue kaHana Specular).

Affect reflections (YuntbiBaTb oTpaxeHus).

Co3gaHne 1 HacTpouKa UCTOYHMKA

W Cast shadows
I~ No decay

™ skylight portal ™ Simple
I~ Store with irradiance map
IV affectdifuse [10_ 3|
v Affectspecular [1.0 3]
IV Affect reflections




cBeTa
VRayLight

[Mocne ycTtaHOBKM MUCTOYHMKOB cBeTa VrayLight
HeobxoaMmMo HacTpouTb Budyanusatop V-Ray Ha
TECTOBYKD BM3yanusauuio 1 NpoBecTn peHaep, YToObl
yBUAETb pesynbraT yXXe C NICTOYHUKaMM CBeTa.

[na  TectoBOWM  BM3yanusauum
cnegyoLwmx MUHUMarnbHbIX HACTPOEeK:

[0CTaTOYHO

OTKpbITb OKHO HacTpoek Buadyanusaumm Render
Setup (F10).

2. Ha Bknagke Common B cButke Common
Parameters B pasgene Output Size BbIGpaTh

pasMep BbIXOOHOIO M300paXkeHus, Hanpumep
HDTV (video) [1].

Co3agaHne 1 HacTpomKa UCTOYHUKA

1

® Render Setup: V-Ray Adv 3.20.03 =

Target: Production Rendering Mode vl

Render
Preset: No preset selected vl
Renderer: V-Ray Adv 3.20.03 VI

View toRender:  Quad 4 -Left

vlﬁ

I Settings ] Render Elements

= Common Parameters
—Time Output

@ Single Every NthFrame: [T 3|
¢ Active Time Segment: 0 To 100
¢ Range: lo—'ﬂTo ]'IGE_ i]

File Number Base: [0 3

C Frames | 1,3,5-12 |

JCmmon vRay | @

rArea to Render

I\ﬁew v

I Auto Region Selected

- Output Size

IHDTV (video) v

Aperture Width(mm): 20.120

Width: [1920
Height: [1080

Image Aspect:1.77778

3| 1920x1080 | 4s0x270
= 1280x720 | 320x180

Pixel Aspect: 1.00000

—Options
V¥ Atmospherics

[V Effects

[V Displacement

I™ Video Color Check

I Dandar #a Sialde

|~ Render Hidden Geometry

I~ Area Lights/Shadows as Points
IV Force 2-Sided

I Super Black




cBeTa
VRayLight

[MepenTtn Ha Bknagky V-Ray [1] n B cButke Image
Sampler (Antialiasing) [2] B pasgene Type

BblbpaTb Adaptive subdivision.

B cButke Environment [3] BkntounTb napametp Gl
environment.

B cButke Color mapping [4] B pasgene Type
BblibpaTtb HSV exponential.

Co3agaHne 1 HacTpomKa UCTOYHUKA

1]

= GIoDal SWITCNeS

[V Divide shading subdivs <None>

Common' V-Ray GI lSetﬁngs] Render Elements ]

IV Image fiiter Filter 'Area v

Computes Antialiasing using a variable size area filter.

|- Adaptive subdivision image sampler

Min. rate 1 3

Max. rate [ 2| DOFjmoblursubd [6—
Color threshold  [0.1 2| ¥ Randomize samples
I” Normals thresh. [0:05 3| I Object outiine

?_]
B

|~ Reflection/refraction environment

Color [lTZ0 2] Map Nore

I~ | Refraction environment

color JlT20 " 2| vap @ None

™ Secondary matte environment

multiplier:  [1.0
Bright multiplier:  [1.0

color [ L0 3] Mep @ Nore |
Color mapping
ype IHSV exponential v M ﬂ




cBeTa
VRayLight

[Mepentn Ha Bknagky Gl [1] u B cBUTKE
Global illumination [2]  BKMOYUTL
napameTtp Enable GlI.

npOBepI/ITb Kakoe W3 OKOH I'IpOeKLI,I/II7I
dKTUBHO W1 3anyCctntb BU3yaJiu3aluUO B
HY>XHOM OKHeE.

“Bpemsi Bu3yanusaumMm MOXET 3aHsTb
HECKOJTbKO MUHYT.

[Mony4mnB pe3ynerat — NpoaHannanpoBaTb
ero u, ecnm Heobxoaumo, BHECTU
N3MEHEHNS B HACTPOWKM WUCTOYHMKOB
cBeTa, 3areM MNpPOBECTU  MOBTOPHYHO
BU3yanusaumio.

Co3gaHne n HacTpomka NCTOYHUKA

[ Common ] V-Ray ] GI ]Settings ] Render Elements

Primary engine IBrute force v

Secondary engine ILight cache %,

[+ Brute force GI

|+ Light cache
[+ Caustics
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Co3gaHne 1 HacTporKa UCTOYHMKA
cBeTa

VRayLight

Pesynbratr Busdyanusaumm C ucTodHUMKamun cBeTa Vraylight wu
HacTponkamun Bu3yanusatopa V-Ray Ha TeCTOBYIO Bu3syanusaumio.



Co3agaHne 1 HacTpomKa UCTOYHUKA
cBeTa

VRaySun

NctouHnk ceeta VRaySun (OHeBHOe oOcCBelleHue)
NO3BOSISIET BbIMNOSIHUTL OCBELLEHME AN 9KCTEPbEPHbIX CLEH, a
cnefosateribHO nogpasymeBaeT COOTBETCTBYHOLLEE
OKPY>XEHME.

YCTaHOBKY OaHHOIO0 WCTOYHMKA CBETa pPEKOMeHayeTcs
BbINOSMHATL a@HaNoOrM4YyHO YCTaAHOBKE CTaHAAPTHOrO MCTOYHMUKA
Target Spot, Tak kak VRaySun Takke COCTOUT M3 [OBYX
SNEMEHTOB.: CaM  WUCTOMHMK W TOYKa  HauenuBaHus.
PekomeHayemble OkHa npoekuun ans yctaHoBkn Front unu
Left.

i



Co3gaHne 1 HacTporKa UCTOYHMKA
ceeta VRaySun

[locne TOro, Kak WCTOYHUK
YCTaHOBJIEH, NOSIBUTCS 3arnpoc

Would you like automatically add a
VRaySky environment map?

(Xotnte nuM Bbl aBTOMaTUYECKU
aobasnte  VRaySky B KapTy
OKPY>XEHUSA?)

Haxatb Yes ([Ja).




Co3gaHne 1 HacTporKa UCTOYHMKA
ceeta VRaySun

[anee, kak u B npupode, B 3aBUCUMOCTM OT MOMOXEHUS
CorHua, byaet MeHATbCSA Yron nageHus nyyen, YTo B CBOK ovepeab
OyOeT oTpaXKaTbCs Ha OKPY>KaloLLMX NPeaMeTax U KOHEYHO e CLeHe.

[anee Ha npeaAcTaBneHHbIX MpMMepax MoKasaHo, Kak 9To
npoucxoauT. Ha kapTUHKax nokasaHo, YTO NMpu U3MEHEHUN MO3ULIUN
COJTHLA Ha onpeaeneHHoe 3HaYeHne MeHsIeTCcs Yron nageHns nyyven,
a 9To, B CBOW o4Yepeb, NPUBOANT K USMEHEHWNIO OCBELLIEHUS.

10 000

5000
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Co3gaHne 1 HacTpouKa UCTOYHMKA
ceeta VRaySun




Co3gaHne n HacTpomka NCTOYHUKA
ceBeta VRaySun

[MapameTpbl uctoyHmka ceeta VRaySun Ha Bknagke Modify:

Turbidity (MyTHOCTb) — onpegenseT MyTHOCTb BO3ayXxa.

|- VRaySun Parameters |

enabled.........o.coooveieee, v
isiBlE. .o, i
turbidity................... 2,0 <
OZONE. i 05 -
intensity multiplier.... [0,02 3
size multiplier........... 125 |i%)
shadow subdivs.....[3~ 3
shadow bias........... [O77m 2] Turbidity = 2.0 ‘ Turbidity = 3.0

photon emit radius.. [50.0m 3|

Exclude... |




Co3gaHne 1 HacTpouKa UCTOYHMKA
ceeta VRaySun

Ozone (O30H) - Brinsiet Ha uBeT corHedHoro ceeta. 13ameHsieTcs B
npegenax 0.0 - 1.0. ManeHbkne 3Ha4YeHWs OenarT CONMHEYHbIN CBET
Oonee xenTbiM, bonbLUKe - bonee CMHUM.

[ VRaySunParameters |
enabled............cocoooeieenn, v
visiblE. .o 4o
turbidity................... 2,0 =
0ZONE......oooveeenn. %]
intensity multipher.... 0,02 3]
size multiplier.......... 125 =
shadow subdivs.....[3~ 3]

shadow bias........... |IJ 17m _j
photon emit radius.. |50,Um _:J

Exclude... |




Co3gaHne 1 HacTpouKa UCTOYHMKA
ceeta VRaySun

intensity multiplier (koahdurumneHT
MHTEHCMBHOCTHW) - BIIUAIET HA CUIY OCBELLEHUA.

= VRaySun Parameters |

enabled............cooooeoeiennn, [\7
invisible............cocoooii
turbidity........o....cc.... 20— _J
OZONE..............c..o0. {05 =

intensity multiplier..... { 0,02

size multiplier........... 125 |j=
shadow subdivs.....[3~ 3]
shadow bias........... W :_l
photon emit radius.. Wn- J

Exclude... |

4

4»

Intensity Multiplier = 0,01

tensity Multiplier = 0,03



Co3gaHne n HacTpomka NCTOYHUKA
ceeta VRaySun

size multiplier — MHOXUTenNb pasmepa conHua (Ha CTeneHb
OCBELLEHHOCTUN HE BITUSET).

- VRaySunParameters |

enabled.........c.ocooeeee v
IVISIBIE. ..o, -
turbidity..........oo.e..... §20: i
0ZONE..........ovveeeenn: 05 i=
intensity multiplier.... [0.02 3
size multipler........... | 25 =

shadow subDdIVs......

shadow bias........... [077m 2]
photon emit radius... [50,0m 3|

Exclude... |

Size milkiplier = 10 Size milkiplier = 20




Co3gaHne n HacTpomka NCTOYHUKA
ceBeta VRaySun

(- VRaySunParameters |

phaton emit radius.. ISU Um
Exclude...

_I_

Shadow subdivs =

Ha Takmx manbix |/|306pa>|<eH|/|ﬂx pa3HuLa niioxo 3aMeTHa.

Shadow Subdivs — ykasbiBaeT KONMYECTBO LUYMOB A9 TEHEW
OT conHua. lNpn 3Ha4yeHun 1 TeHn nosiyyaroTcs WyMHbIMW. HavynHas
co 3HaveHus 10 HabnogatoTca nnaBHble Nnepexoabl 6e3 LWyMOoB.



Co3gaHne n HacTpomka NCTOYHUKA
ceBeta VRaySun

[= VRaySun Parameters |
enabled: o o e e v
isiblE. ..o, i
turbidity................... 120 i=
(3720, | - R o5 2
intensity multiplier.... [0.02 3]
size multiplier.......... 125 |j=

shadow subdivs...... |3 _J

shadow bias...........

4»

Exclude... |

5h.3|jl:l'."‘.' bias = 0,1

shadow bias (casur, cnag TeHW) - caBuraeT TeHb Gnvke nnu
aanblwe oT obbekta (Mnn obbekToB) ee oTbpackiBatowero. Ecnu
COBUI OMeHb ManeHbKUW, TeEHU MoryT "npocountcs” Tyaoa, roe ux He
AOMKHO ObITb, NPOM3BOASA HexXenaTtenbHble NAaTHA. Ecnn casur oveHb
oonbwwon, TeHb MoXeT "oTaenutbcs" oOT obbekta. Ecnn cosur
CIINLLKOM BENWK, HEeBaXXHO B KaKyld CTOPOHY, TEHW MOryT He
NpOBU3yann3nMpoBaTbCs.




[= VRaySun Parameters
enabled........cccooooeeieeeinn, v
ISTBIE. oo, i

turbidity................... 20 3
OO R jos %
intensity multiplier.... [002 3]
size multiplier........... 125 |i=
shadow subdivs.....[3 3
shadow bias........... W _:_l

photon emit radius.. |50,0m %

Exclude... |

Co3gaHne 1 HacTpouKa UCTOYHMKA
ceeta VRaySun

Photon emit radius (Paguyc wcnyckaHus
doTOHOB) - paguyc yyacTka, B KoTopoMm 6yayT
ncnyckaTbca POTOHbI.

rpaHI/ILI,bI JTOro y4vacTKa 0603Ha4veHbl 3eneHbIM
LUMIMHOPOM BOKPYI BEKTOPA HarnpaBJiIEHUA ConHua.

OTOT napameTp OKasblBaeT BIIUAHWE TOSbKO
Torga, Korga oOTOHbI UCMONb3YHTCA AN BbIYUCIEHUS
Gl, unn kaycTuku.




Kpyrnbin cton Ne8

Tema «HacTponka ocBeLLEHNA B CLIEHEY .

O6cyanTtb Ha hopyme B Teme «Kpyrnbii cton no padote ¢
nporpammon Autodesk 3ds max»:
1. CosgaHne n HacTponKa OCBELLEHUS B CLIEHE.
2. Mcnonb3oBaHne pasnnyHbiX MICTOYHUKOB CBETA.
3. Busyanunsauuns ¢ UICTOYHMKaMu cBeTa.




CamocTosaTenbHas paboTta Ne9

Tema «HacTponka oCcBeLLEHNA B CLIEHEY .

w

No

CamocTosatenbHaa pabota Ne9 no kypcy "KomnbioTepHas rpadmka 3ds max”
BbIMOSHAETCH cnyLwaTenemM camoCTOATENbHO, 3aTeM MNpUChINaeTcsa Yepes yd4ebHbIn
nopTar Ha NPoOBEPKY.

Mcnonb3ya paHee BbinosiHeHHble Mogeny n3d CPNe6 HasHauuTb MM MaTepuansl U
KapTbl, NPOBECTM Bu3yanusaumio (pekoMeHOyeTCca WCMonb3oBaTb BU3yanusaTop
V-Ray).

[MpuBeTCcTBYETCA TBOPYECKMI NOAXOA U BHECEHME CBOUX UAEN.

MpoBecTn Buszyanusaumio pesynerata. CoxpaHuTb nog umeHem sr_9.bmp wunm
sr_9.jpg.

MomecTntb BCe dhannbl AaHHOW paboTbl (sr_9.max, sr_9.bmp wunn sr_9.jpg) B ogHy
nanky. YnakosaTb B apxuB. HaszBaHune apxmBa — uMsa_damununs cnyluatens.

ApXU1B NPUKPENUTb K OTBETY Ha y4ebHOM nopTane.

3apaHue Ha oueHKy. MakcumanbHbI 6ann — «4ecaTby.




CamocTtoaTtenbHaga pabota Ne9

Mpumep BbinonHeHns CPNe9




CamocTtoaTtenbHaga pabota Ne9

Mpumep BbinonHeHns CPNe9




‘ Autodesk 3ds max

Bce BOnNpocChbl U NPeAAOXEHUS NPUCBIAGUTE NO AAPEeCY:

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




