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BBepgeHue

OT aBTOpPOB

Anppeii Ilnakcun (B ceTy U3BeCTHbIN Kak Scionik) — CIeUaIUCT 110 BY-
3yaJU3aInH.

«IIpuBercTByI0 Bac, oporue yutaTesu. Xouy HEMHOTO PaccKa3aTh
0 cebe 1 00 uaee HAIMCAHUST KHUTH...

A ponuncs v Beipoc B Kuprusuwu, B roposie @pynse (Tenepb 3T0 ropoj
Bumikex). B Mocksy nepeGpaiicst B 2008 roxy. PaboTaio B apXUTEKTypPHOIT
IM3aliH-CTYIMHI, a TaKKe 3aHuMatoch Gputancom. OcHOBHas Most paboTa
3aKJII0YAeTCs B BU3YaIM3allMU MHTEPhEPOB IS CTYIMH, B KOTOPOil pabo-
tato. TakKe ABJIAICH aKTUBICTOM coobIecTBa osbsoBareseii Autodesk.
Mou pabourie uHcTpyMeHThl — 510 3ds Max Design, MHTErpupoBaHHbIil
B Hero peHziepep mental ray, HeckobKo ckpunToB A 3ds Max Design, Hy
u, camo co6oii, Photoshop — mist 06paboTku pengepos. Pabiie g UCIOJIb-
soBas V-Ray B kauecTBe peHjepepa B cBoeii pabore, a B anpesie 2009 rozxa
Peln HEMHOTO U3MEHUTh HHCTPYMEHTapUil U 1ornpobosath mental ray.
[To ceit ieHb TOJB3YIOCH UM [IJIST PEHJIEPUHTA TIPOEKTOB.

Korga wawan msydyarb mental ray, mpu nepeneiblBaHUU NTPOEKTOB
¢ V-ray BO3HUKAJIU HEKOTOPbIE TPYAHOCTU. S Jlaske KynuJ KHUXKKY, MTPO-
quTa €€ 3a mapy J[Hel, Koe-4To YCBOWJI, HO B II€JIOM OHA ITOKA3aJIach OY€Hb
POCTOI U HE HACTOJIbKO MH(POPMATUBHOI, Kak XoTesoch Obl. Kak okasa-
JIOCh, OHA JIJIST TI0JIb30BATENEi, KOTOPbIE COBCEM HE 3HAIOT, YTO TAKOE PEH-
nepunr. B Ceru kynut napy KHUT 3apy0esKHbIX aBTOPOB; XOPOLIKME KHUTH,
HO BCE JKe Ha aHTJIMHCKOM SI3bIKe. BblJI0 HEKOTOPOE pa3ouapoBaHue — T0-
yeMy ke HET XOPOIllell KHITH 110 apXUTeKTYPHOI BUsyaiusaiuu B mental
ray CPEJHEro YPOBHs MMOJIb30BATEISI HA PYCCKOM sI3bIKe?

Wpest nanmucanust KHUTH, KOTOPYIO BbI YK€ YMTaeTe, BOSHUKJIA B OJIUH
us aHei, korga g B cBoéM JKusom Kyphase (scionik.livejournal.com) ne-
JIaJl OUepeIHYIO 3aliCh 110 ocBoeHuo mental ray. IIpuKuHyJI, 4T0 y MeHs
yIKe eCTh OIbIT paboThl ¢ mental ray, ecTh HOHMMaHIE [IPOLiecca BUSY k-
3aI1H, €CTh JKeJaHUe JIEJTUTHCS ONBITOM C JIIOJAbMU. ECTb JI0/IH, KOTOpBIE
JNEHCTBUTENBHO XOTAT OCBOMTH mental ray, HO He 3HAIOT, ¢ Yero Hayark,
€ KaKoro caiiTa, cTaTbu, KHUTH. [I0BTOPIOCH, HA PYCCKOM sI3BIKE JIOBOJIHHO-
Taku Masio nHpopmanmu. BoT TyT-TO M poausachk ujiest HaMcaTh KHUTY.
Takyto, KOTOPY10 OBI I CaM € YAOBOJIbCTBUEM IIPOYUTA OT KOPKHU JI0 KOP-



ku. [IperoHecTr MaTepuast Tak, 4TOOBI MOJTYYUIOCh HEUTO CPEHEE MEK-
Iy PYKOBOJICTBOM TI0JIb30BATEJISI U CIIPABOYHON JlokyMeHTaIueid. ITo6b!
OBLIN YETKUE OMMCAHMS TeX WM MHBIX TTAPAMETPOB U HACTPOEK U B TO JKE
BpeMst ObLJIO PACKPBITO UX B3aMMOJICHCTBIE, KaK OJMH MapaMeTp BJIHsIET
Ha JIPYTOH 1 9TO B PE3yJIbTaTe TOJYUUTCS C TPETHUM.

ITocsie Hayama HAMCAHUS KHUTW OBLIM HMONBITKH OPOCUTH 9TO JIEJIO0,
Tak Kak B TEOPUH BCE KA3aJI0Ch JIETKO — OMKCATh 1mapy (GyHKIWH, c/esnaTh
HECKOJIBKO CKPUHIIIOTOB, HO He TyT-TO ObLI0. YeM Gosiblie s mucas, TeM
GoJIbIIE TOHUMAJT, YTO ITO 3aiiMET OYeHb M OYeHb MHOTO BPEMEHU U CHLT;
HEMHOTO MTOPa3MBbICJIHB, 51 PEIn/I IPUOETHYTH K TIOMOIIH APYy3ei U KOJ-
Jier. Beem M oT/iesibHast 61aroJapHOCTh!

Ouenb HAZCIOCh, YTO BHI HE TIOXKAJIEEeTe O TTOTPAYeHHOM BPEMEHU Ha
usyderue mental ray, pyKoBOJICTBYsICh MaTepHUAIAMU 9TOW KHUTH» .

Aunexceii JIo6aHOB — apXUTEKTOP, CHEIHAUCT 110 BU3yaTH3aIlHH.

«$1 mocTarouHO TaBHO 3aHUMAIOCh HE TOJIBKO apXUTEKTypoit u 3D-rpa-
huKoit, HO 1 06yUYEeHHEM U BHEAPEHUEM CHCTEM aBTOMATH3UPOBAHHOTO
MPOEKTUPOBAHUS. 3a 9TO BPEMs S yCIe OHATh, YTO BaXKHO HE CTOJBKO
3HaHWe (PYHKIIMOHANIA MPOrPAMMHOTO TPOIYKTA, CKOJBKO TTOHUMAHWE
TOTO0, KaK IPOUCXOAUT paboTa B 9TOM MPOAYKTE, KAKKME METOIMKI PabOThI
MPUMEHSIOTCST TIPU HTOM TIoJIb30BaTeseM. KHnrh, onuceiBaronie GyHK-
IIUOHAJI, HEPEIKO BBIIAIOTCS 32 TPAKTUYECKUE PYKOBOJICTBA, XOTS SIBJISIOT-
CsT TIPOCTO CIPABOYHWKAMU MO0 KOHKPETHOW BEPCUU MPOTPAMMbI. A KHWUT,
KOTOpPbIe MOTJIN OBl BCET/Ia CAYKUTh UCTOUHUKOM MPAKTHYECKUX 3HAHUIA,
He ycTapeBaTh 1 ObITh aKTYaJIbHBIMHE JIasKe TIPH TIOSIBJICHUH HOBBIX BEPCUI
[POrPAMMHBIX IIPOYKTOB, KpaiitHe Masio BOOOIIIE 1 IO CHCTEME PEH/ICPIHTA
mental ray B yacTHOCTH. DTO ONPEIETIIO MOE COTJIACHE Ha TIPEIJIOKEHIE
Anppest TlnakcrHa BHeCTH COOCTBEHHBIN BKJIAJL B CO3/AHUE TAKOW KHUTH.

Moé mepBoe 3HaKOMCTBO ¢ 3D-Tpadnkoii Hauasoch erie 15 jeT Hasaz
U He COBCEM CTaHAAPTHBIM crtoco6oM. TTOMUMO apXUTEKTYPbI, MHE GBLIO
HUHTEPECHO TPOrPaAMMUPOBAHUE, W JIOTUYHBIM CJIEACTBUEM 3TOTO OBLIO
JKeJIaHue HarcaTh cobctBeHHbiil 3D-aBrskok. Toraa He GbIIO BUIEOKAPT
C anmapaTHON MOJIEP;KKON TPEXMEPHON rpadWKU, M MO TIEPBBIA IBUKOK
GBI OYEeHB MTPOCTHIM ¥ UCITOJIB30BAJ PECYPCHI IIEHTPATIBHOTO TPOIECCOPAL.
Hasbire 6bumn asmkkn Ha OpenGL u Direct3D ¢ ucnosib3oBaHneM BO3-
MOKHOCTEH BUCOKAPT, paboTa B UTPOBON MHAYCTPUN (MOZEIIEP ¥ MPO-
rpaMMUCT crelpdGEKTOB), 3aTeM sI TIOCBATHI cebst B GOJIBIIEH Mepe ap-
xuTekType, 3D-Busyanmmsanuu u dororpadpun (Kak KpaiiHe UHTEPECHON
W TIOJIE3HOW YaCcTU apXUTEKTYPHOI BU3yaJlu3allii, KOTopasl Iepepocsia
B OT/IeJIbHOE X0001). PaboTas ¢ pasHOU CTEMEHBIO OTPYKEHUST BO MHOTHX



3D-makerax: Maya, Softimage, 3ds Max, Houdini, Cinema4D — u ¢ pa3HbI-
MU TIporpaMMamiu peHziepunra: V-ray, mental ray, RenderMan, Maxwell,
FryRender, Tak kak MHe Beera ObIIIO MHTEPECHO paspabaThiBaTh, MPULY-
MBIBAaTh METOAMKH, TIOAXOABI B paboTe, Kak B KOHKPETHBIX MPOrpaMMax,
TaK 1 00IIHe, HE3aBUCUMO OT KOHKPETHBIX MPOTPAMMHBIX MPOAYKTOB.

S1 Gyzy odeHb paji, eCJiu 9Ta KHUTa MOMOKET BaM JIydIlle TIOHATh MeXa-
HU3M apXUTEKTYPHON BU3yaIn3aIiin».

BnaropgapHocTu

Xouy nobaarogapurh Muxauna Huxuruna (Mikinik), Tanuny Baacosy
(Nightt), Buxropuio [nax (Siamochka), 10pua Boukapésa (Hunter-X).
Taxxke xouerca mobjaarogapuTh coobIecTBo noJb3osaTenein Autodesk,
aumenHo Unbio Imyxanioka, Aprypa Kypakosa, Anexces bopucosa, Hu-
kuty TiOKOBa, 32 MX PEKOMEHAINY 110 AAANTAINKI MAaTePUasa TPy MOJ-
TOTOBKE [1€PBOTO M3/IaHUSI.

Otrgenproe crnacu6o Anexcanapy CremanoBy (Lextorlex) sa ero
OTPOMHBIIT BKJIA/l B HATIMCAHUE OT/IETbHBIX MTaparpadoB KHUTH.

Ocobyto 6JarolapHOCTh XOYY BBIPA3UTh CBOEMY JIydIlleMy JApyTry
JMutpmio 3UMOBILY 32 €ro ITOMOIIb B TIEPEBOIE C AHTJINNCKOTO S3bIKA
Ha PYCCKUI 6eCUMCIEHHOTO KOJMYECTBA CTaTell U CIIPABOYHOI JTOKyMeH-
TaIVH, 32 PEKOMEH/IAINH 110 0(DOPMJIEHUIO TJIaB KHUTH, a TAKKe 32 I0/I-
IepP:KKY 32 BCE BpeMsI HATIMCAHUST KHUTH.

Cnacu6o kommanuu Autodesk 3a mpeocraBieHHbIe CIIPABOYHYTO WH-
chopMaIiio 1 HeKOTOPbIE NILTIOCTPAIIHH.

Komy apgpecoBaHa aTa KHUra

OpruM u3 HanGosiee BOCTPeOGOBAHHBIX BUIOB PaboT B AN3ANH-CTY NN AB-
JiseTcsl BU3yaJsusalus nmpoekTa. I aTo HeyIuBUTeIbHO, YYUThIBasI, CKOJIb-
KO BPEMEHHU U JIEHET 9KOHOMUTCSI Ha OAO0PE I[BETOB M MATEPHAJIOB.
OBJ1azieTb UCKYCCTBOM U TEXHUKOH co3/1aHns GOTOPeaTMCTUYHON BU-
3yaJIM3allii MOKHO I0-pa3HoMy. TeM yuTaTessiM, KOTOpbIe IIPe/IIounTa-
IOT CUCTeMaTUYeCKU MMOIX0/, PEKOMEH/IYIO YNTAaTh KHUTY OT HadaJa /10
KOHIIQ, 10 TOPSIJIKY, a TaKKe O3HAKOMUTHCSI CO BCEMU WJLIIOCTPAIUSIMU
(BKJIIOYAA WJLIIOCTPAIMKA B BLICOKOM KadyeCcTBE Ha dKpaHEe MOHHUTOPA).
A TeM, KTO TIPEINOYNTACT YIUTHCSI MHTCHCUBHO WJIM CJUIIKOM HeTepIie-
JIVIB, 4TOOBI TPOYUTATH KHUTY 1[EJUKOM, COBETYIO PACCMOTPETh JIJIs Hava-



JIa WILTIOCTPAITH U IPOYUTATH TOIICH K HUM. VTN Te TJIaBbI, B KOTOPBIX
OTMCHIBAIOTCS WHCTPYMEHTBI M TEXHUKH, KOTOPBIE BBl XOTUTE U3YUUTH
Haubosee noapoOHO.

B aT0ii KHUTE eCTh CBEIEHNS, KOTOPBIE PEIKO BCTPEUAIOTCS B CIIPABOY-
HOU JIOKYMEHTAIINH, 9TU CBEJICHUS TOPA3/I0 BaKHEE, 4eM MOJKET ITOKA3aTh-
CsT Ha TIePBBIN B3TJISIL.

KHura oprieHTHPOBaHA Ha AN3aliHEPOB U aPXUTEKTOPOB, PabOTAROIINX
C TU3aifHOM HHTEPHEPOB U UMEIOIIUX HEKOTOPBIN OIbIT paboThi ¢ 3ds Max
nmn 3ds Max Design. Kuura OGyzer mosiesHa TeM, KTO yiKe MMeeT OTIbIT
B 00JIaCTH apXUTEKTYPHON BU3yaIM3aIUU W XOUET PACIIUPUTH CBOU 3HA-
HUS B 9TOM HaIllPaBJICHUH.

B a10it KHIUTE BBI He HAIETE TOTOBBIX PEIICHUN U METOAUK PaGOTHI.
Bo-11epBbIX, 3T0 c1es1aio Obl KHUTY CJUIITKOM 00bEMHOI, a BO-BTOPBIX, €€
MOSIBJICHUE MOTJIO OBl 3aTSIHYThCST Ha HEONpeAeéHHbIN cpok. Ho BbI 1mo-
JIPOOHO y3HAeTe PO Ha3HAUEHIE U CYTh ITAPaMETPOB, AJITOPUTMOB PabOThI
mental ray B cpeze 3ds Max, y3Haere mpo UX BO3MOKHOCTH U YBUIUTE
MOTEHITUAJ 9TUX ITAPaAMETPOB JIJIs CBOEH iesTeqbHOCTH. C 9TUM MTOHMMA-
HUEM BbI CMOKETE caMu st cebst pazpaboTaTh HEOOXOMMbIE METOAUKY
paboThI, YTOOBI JOCTUTATh HAMJIYYIINX PE3YJIBETATOB.

Onucanne GyHkimii mental ray 6yzer kak masa 3ds Max, Tak u st
Bepcuu 3ds Max Design, 71t IPOCTOTHI BOCIIPUSITHSI TeKCTa Oy/IET yKa3aH
mpocto 3ds Max 6e3 ciioBa Design.

CTpyKkTypa KHUrU

Bropoe nsgatue ObLIO 3HAYUTENBHO YiydlleHo u paciiupero! Ho u He
obortoch 6e3 MuHycoB. [71aBa ¢ onucaHeM peHaepepa iray Oblia yaajeHa,
IIOCKOJIBKY 9TO TeMa OTAEJIbHON KHUIHM, ObLIO IIPUHSTO PEIIEHO He 3arpo-
MOJKIaTh KHUTY APYTHM, XOTb 1 O4eHb OJIM3KUM K mental ray peHaepepoM.

Kak v mepBoe usjianue, KHUTa COCTOUT U3 TISITU TJIaB, KAK/1ast U3 KOTO-
PBIX COJIEPKUT Pa3/IEIbl.

[TepBasi riiaBa copepsKUT OCHOBHbIE CBEIEHUST O TPEXMEPHOI BU3YaJIH-
sanuu, BBegenne B mental ray. [ToMuMo 9TOTO, B 9TOH IJIaBe COLEPIKUTCS
noJie3Hasi MHGOPMAIKUS O HACTPOINKE IMOJb30BATEIBCKOTO MHTEP(helica
3ds Max, o ero aganranuu noj pesaepep mental ray.

Bo BTOpOIt Ty1aBe omnucanbl TEOPHsS cBeTa, (hOTOMETPUUECKUE HCTOU-
HUKH CBETA M CUCTEMbI IHEBHOTO OCBEIEHUSI, TUITBI KapT TeHell. B komie
IJIaBbI OIIMCAaHA HACTPOMKA 9KCIO3UIMKM PACCKa3aHO, YTO TaKoe M306pa-
JKeHUs BbICOKOTO 1BeToBOro anamnazona (HDR).



TpeTbst ry1aBa moCBsIlieHa MaTepuajaM 1 UxX (PpU3MIeCKuM CBOMCTBAM
Kak B peajbHOM Mupe, Tak u B 3ds Max. B 910ii e riase onucana KoH-
BEPTAIMS MAaTEPUAJIOB U3 OJIHOTO THIIA B JIPYTOIi, HATPUMEP KOHBEPTAIIUS
MaTepuasioB v-ray B Marepuasbl mental ray.

UYeTBéprast TyiaBa TOCBSIIEHA HEMOCPEICTBEHHO TIPOIIECCY PEHJIe-
PUHTa, COMILIMPOBAHUS U TUIIAM (PUIBTPALIUN KOHEYHOTO U300paKeHUS.
B ar0ii e riase omcanbl riobaibHoe ocsenenne, Final Gather, ¢horon-
HBIE KapThI 1 KaycTHKa. TaksKe B 3TOI TJIaBe JaHbl CBeIeHUsT 00 UCTTOJIB30-
BaHWU OTIEPATUBHON MAMSTH U €€ ONTUMU3AIIUK TIPU PEeH/IEPUHTE. 3/1eCh
JKe OTTMCaHa TPACCUPOBKA JIyUeii.

Hy 1 HaKOHeIL, [sITast TJ1aBa COAEPKUT OITUCaHIe MOCTOOPabOTKH, CO3-
JlaHUEe W UCIOJIb30BaHUE PEHJIEP-2JIEMEHTOB U TTOCTI(M(HEKTOB, a TaKKe
JIpyTHUeE TTOJIe3HbIE OMITUN 1 WHCTPYMEHTBI.

HekoTopbie MbIC/IM U PEKOMEH/IAllMM B KHUTEe HAMEPEHHO OIUCAHBI
IPOCTBIM, OBITOBBIM SI3bIKOM J1Jist GOJIee TIOJIHOTO U IIPOCTOr0 00bsICHEHUS
Marepuaja, B OTJUYNe OT OIMUCAHUS HapaMeTPOB, KOTOPbIe B OOJIbIIIH-
CTBE CBOEM UMETOT TEXHUYECKWH YKJIOH.

ITO U3JAHUE SABJISETCS BTOPLIM, B KOTOPOM ObLIO 700aBJIEHO MHOIO
HOBOT0, a TaKsKe mepepaboTaH 1 yJIydiieH ctapbiii MaTepual. Jlo6aBieHo
6OJIbIIIE TEOPETUYECKOTO U MPAKTHUYECKOTO OIUCAHNS ITapaMeTpoB mental
ray, 1 PaCCMOTPEHO UX B3aUMOJICHCTBHE.

B xHUTE MHOTO MJITIOCTPATTH, IEMOHCTPUPYIOIINX Te WJI WHbBIE TTapa-
METPbI, KaK OT/IEJIbHO B3SITHIX, TAK U PACCKA3BIBAIOIINX O B3AUMO/IEHCTBIHI
OJIHUX TrapaMeTpoB ¢ apyrumu. Ocoboe BHUMaHUE YAEICHO [IBETY U I[Be-
Tonepesaye, HO B CBSI3U € OTPAHUYEHUSAMU [1€YATHOTO U3JaHUs HEOOXO0-
JIUMO CKavaTh BCe OPUTHMHAJIbI WJLTIOCTPAIIMiA 110 ajpecaM B VHTepHeTe:
http://www.scionik.ru/book /beta.zip (apxus 75 M6). Bee pucynku Ha-
XOJISTCST B TIAMKAX COOTBETCTBYIOMIUX TJIaB, C COOTBETCTBYIOIUMU HOME-
pamu, Kak B KHUTE.

O6paTtHasa cBS3b

MbI Beerzia nojjepsxkuBaeM oOpaTHyO CBSI3b ¢ untarejasmu. Jlaiite Ham
3HATh, YTO BbI JlyMaeTe O KHKIe, YTO BaM OHPABKJIOCH UK, HA0OOPOT, He
[IOHPaBUJIOCh. MHeHMe yrTaTeieii Uil Hac 0YeHb BasKHO, U Mbl XOTHM T10-
JIYYHUTh OT BAC MAKCUMAJIbHYO OT/Iauy OT MaTepuasa U paccesiTh BCe Ballin
HESICHOCTH.

Jluist Toro 4ToObI CBA3ATHCS ¢ HAMU, IOCTATOYHO OTIPABUThH e-mail Ha
azapec scionik@mail.ru u ykasaTb B TeMe mrcbMa mr book.



OneuyaTtku u OLLNOKU B KHUTe

HecMoTpst Ha TO 4TO MBI THIATEIBHO IPOBEPIEM MaTePUaJl B KHUTE, OIIN0-
KU 1/WJIU OTIeYaTKH WHOTIA CIydarorcst. Ecii BbI HANILIN OMTHOKY ¥ /¥JIH
olevyaTKy B Hallleil KHUTe, Mbl OyeM OJIaroJapHbl, €CJIU BbI CBSIKETECH
¢ HaMu 1 coobmuTe 06 3ToM. Brarogapst aToMy Bbl MOMOJKETE HaM HUCITpa-
BUTHh HETOYHOCTH M YCOBEPIIEHCTBOBATh MATE€PUA JIJIST MOCIELYIOIIETO
M3/IaHNs.

OGopynoBaHue u NporpaMmMHoe
obecnevyeHune

Bsl MoskeTe 1cosb3oBarh Kak 32-paspsiaHoe (1o Bepcun 3ds Max 2014),
Tak u 64-paspsapHoe mporpamMmHoe obecrieuenne. Pexomenpyercs wc-
nmosib30BaTh 64-paspsanoe mporpaMmuoe obecriedenne. Huske mpusese-
HbI OhUIATbHBIE TPeGOBAHSI K 060PYI0OBAHUIO 1 TPOTPAMMHOMY 06ec-
TIeYeHNI0 KOMITbIoTepa kommanueit Autodesk.

OnepaunoHHas cucrema

Jlnst 3ds Max/Design 2012 u Boiiite pekomenayercst Microsoft Windows 7
Professional, Microsoft Windows Vista Business (SP2 wiu Bbiiie).
Microsoft Windows XP 6oJibliie He OALePKUBAETCS.

OO6opyaoBaHue

s 3ds Max/Design 2012 u BbIliie, B OCHOBHOM JIJIsST aHUMAI[K 1 PEH/IE-
punra (Meree 1000 o6bexToB wau 100 000 moauroHoOB):

Intel- wim AMD-niporieccopsr ¢ texHosiorueir SSE2;

ot 4 T'6 oneparusHoii mamsitu (RAM);

3 T'6 cBoOOIHOTO MecTa Ha KECTKOM jaucke u 4 T'6 daiin moakauky;
Direct3D 10, Direct3D 9 wmmm OpenGL-coBMecTuMbIe KapThl
(256 M6 wu ¢ GOJIBIIUM KOJMYECTBOM HaMATH, PEKOMEH/YeTcst
1 T6 wam GoJbiie).

Jls cioKHBIX ciel ¢ 6oabmmM KomdectBoM (6osee yem 1000 00b-
exktoB uian 100 000 osuronos):

e Intel- uim AMD-npoueccopsi ¢ Texuosorueii SSE2;
e ot 8 I'6 oneparusHoii namatu (RAM);
e 3 T06 cBoGomHOrO MecTa Ha sKEcTKOM aucke u 8 I'6 dailsr mogkaukm;



e Direct3D 10, Direct3D 9 unu OpenGL-coBmectumbie kaptol (1 T'6
uj Gosiblie).

Jljist peHIepUHTa AaHUMAIUU B BBICOKOM pa3pellieHuu BaM moTpedy-
10TCs1 OOJIBIIINE BHIYMCIUTENbHBIE PECYPCHI — TpodeccuoHanbHbie pabo-
ure crannun. OIHAKO BbI MOKETE OOBEMHUTD OOBIYHBIE TIEPCOHATBHbIE
KOMITBIOTEPBI B CETh U TIOJIyYUTh BEIYHCIUTENbHBIE MOIITHOCTH, TIOI00HDIE
podeCcCOHATIBHBIM PabOUNM CTAHITUSIM.

Tak:ke MOKHO BOCIOJIB30BATLCSA YCAYyTaMy yIANEHHBIX PeHiep-(hepM.

O pacripezie/IEHHOM CeTEBOM PeH/IEPUHTE OIKMCAHO B COOTBETCTBYIO-
1ieM pasjiesie KHUTH.

YcTtaHoBKa npuoputeToB ucnonb3osaHusa CPU

Haunnag ¢ Bepcun 3ds Max 2014 MOKHO yCTaHOBUTH KCIIOJIb30BaHUE
penzepepoM mental ray KoJmyecTBa IIOTOKOB M UX IPUOPHUTET UCIIOJIb-
30BaHUsI BO BpeMsl peHzeputra. B manke plugefg In Bbl Haiizere daiin
mentalray cpu.ini, B KOTOPOM MOKHO YCTaHOBUTH [IPUOPHUTETHI HCIIOJIb-
30BaHMS Balllell MAITHBI:

;- mentalray_cpu.ini

. Sets thread priority and thread count for mental ray renderer
. Meaning of Thread Priority numbers are

; == Normal

; -1 == Below Normal

; -2 == Lowest

. Meaning of Thread Count numbers are

; == Use as many threads as there are cores

; == Use N threads

; -N == Use as many threads as there are cores, minus N

[Threads]

. Settings for normal / interactive renders in the UI
. Thread priority (defaults to -1 = “Below Normal”)
RenderThreadPriority=-1

; Thread count (defaults to 0 = use all cores)
RenderThreadCount=0



. Settings for backburner / network renders

: Thread priority (defaults to -2 = “Lowest”)
BgRenderThreadPriority=-2

; Thread count (defaults to O = use all cores)
BgRenderThreadCount=0

Kak Mbl BUANM, MOKHO yCTAHOBUTbH ITPUOPHUTETDHI, IOTOKU M KOJIU-
yecTBO uctosb3yeMbix gzep LI npu penpepumre.

Ha 3ameTtky. 3TOT dain cuMTbiBAETCHA BO BPEMS 3arpy3ky Makca,
nobble N3MeHeHUs B daine BCTYNaT B CUITY NOCIIe COXpaHeHus dali-
na v nepesanycka 3ds Max.

[IpHOPUTETHI TOTOKOB MCIIONB3YIOTCSA TAKUM e 06Pa3oM, Kak 9TO pea-
muzosano B Windows: 0 Normal (O6brunbiii); -1 Below normal (Huxe
copennero); -2 Low (Hwuskwit). Jlydiire He MCTOIb30BaTh MOJIOKUTEb-
HbIe 3HAYCHUS 17151 HTOTO TIapaMeTpa, Tak Kak Jaske epeMelieHue Kypcopa
MBIIIKK GyIeT TPUTOPMAsKUBATH, TOKA PEHEPUHT M300paKeHUsT He 3a-
KOHYUTCS TTOJHOCTDIO.

KoamuecTBO TOTOKOB: TIPU HYJIEBOM 3HAYEHUU UCTIOJIB3YIOTCS BCe TI0-
Toku I1II.

[MonoxkuTeabHoe 3HaYCHWE OYIET YKa3bIBaTh KOJIUYECTBO TIOTOKOB
1S periepunra (camo coboii pazymeercs, ecau y Bamiero 1111 8 moTokos,
a BbI yCTAHOBUTE 9, TO U MCIIOJIb30BaThCs Oyzer 8).

OtpunarenbiHoe 3HaueHue GyAEeT OTHUMATh YCTAHOBJIEHHOE KOJIU-
YECTBO TIOTOKOB OT OOIIETO YUCIA.

ITpo6ubie mosnodynkuronasbibie 30-1HeBHbIE Bepcun 3ds Max u
3ds Max Design MoKHO cKauaTh Ha O(pUIIMATIBHOM caiiTe paspaboTymKa:

http://usa.autodesk.com/3ds-max/trial/.

[IpuBenéHHble B KHUTE TIPUMEPBI OBIITN C/IeJaHbl Ha pabodeil CTaHI1H:

e 1entpasbhblii npomeccop (CPU) core i7-980x 3.33 I'Tig;
e omnepartuBHas namars (RAM) 24 I6;
e Buzpeokaptsl (GPUs) Novidia Quadro 4000 u GeForce 580.




FhaBsa

Y10 npeancraBngeT cooon
mental ray

OcnoBHOe HazHaueHue mental ray — 310 Boccosanue (hoTopeancTHIHbIX
U300pasKEHMIL: IPOLECC, KOTOPBI TPeOYeT CA0KHBIX PACUYETOB C UCIIOJIb-
30BaHMEeM (DU3NIECKUX 3aKOHOB JIJIT UMUTAIIUN TIOBEJICHUS CBETAa U €ro
B3aUMOJIEIICTBUS ¢ IOBEPXHOCTSIMU OOBEKTOB BUPTYaJIbHOU TPEXMEPHOI
citenbl. Takke mental ray MOKHO HCIOJB30BaTh U JJIsT HeoTOpEAIC-
TUYHON KOHTYPHOH BU3YaJIN3aINN.

IIpoepamma susyanusayuu (nanee pendepep) mental ray cocrout us
OOIIMPHOTO Psijia CHENUANBHBIX HHCTPYMEHTOB, pa3pabOTaHHBIX HEMEIl-
Koit ¢upmoii mental images (ocroBana B 1984-m, ¢ 2011 roma mental
images mnosinoctbio obbeauHmuaach ¢ NVIDIA). Kuura, KoTopyio Bbl gep-
JKUTE B PYKax, MOCBSIIEHA 0030py 3TUX WHCTPYMEHTOB W B3aUMOJEHi-
CTBUIO X MeK1y coboil u 3ds Max.

mental ray Standalone sBisgercs He3aBUCUMBIM, ITOJHO(YHKIUO-
HAJIBHBIM PeHJiepepoM. B HEM pean30oBaHa BO3MOKHOCTD CO3/[aHUsT COO-
CTBEHHOH OMOJIMOTEKU aJrOPUTMOB pacdyéra M300paKeHus: — IeiiepoB
(wetidep — dparMeHT aJropuT™Ma, OTBEYAIOIIUI 32 OIPEJEJEHHYIO YaCTh
pacuéra uzobpaykeHus ). ITH 1eiiiepsl peHgepep mental ray ncnosbayer
U1 pacyéTa TpEXMEPHOIL CIIeHbI, KOTOpas OIIMChIBAETCs B KOMILIeKce (00b-
€KThI U UX MaTEPUAJIbl, KAMEPBI U CBET), C HOMOII[bIO COOCTBEHHOTO SI3bIKA
onucanus ciied B popmare mental images (.mi). DTo onucanue MpeacTaB-
JisieT o0l TEKCTOBBIN (Dailji, KOTOPBIN J0JIKEH ObITh IIOArOTOBJIEH 3apa-
Hee. /{151 ero co3nanust mental ray He umeet cobcTBeHHOTO HHTEP(DETica, TO
€CTh HY’KHO BPYYHYIO OITICHIBATH ITApaMeTPhl 1 HACTPONKH PEH/IEPUHTA.



Baaromaps mosHOMY KOHTPOJIIO Ha/l CIIEHOW ATOT TOAXO[ JaéT TIpe-
UMYIIECTBA KPYITHBIM TIPOU3BOCTBEHHBIM CTY/IHSIM, HMEIOIIUM PECYPCHI
JUIst pazpaboTKY U HATIMCAHUS IeiiiepoB. bes mo/ib30BaTe/IbCKOT0 MHTEP-
(elica HacTpamBaTh peHiepep mental ray 10BOJIBHO-TaKM HEYIOOHO, U 10~
POIi CJIOKHO y/IEepsKaTh B TOJIOBE Bce KOMaH/Ibl. 1109TOMY MHAUBUILY a/Tb-
HBIC MOJIB30BaTEJM W HEOOJIbIIME CTYAUKM He TOJb3yloTcss mental ray
Standalone.

Opnako mental ray B 3ds Max stBjisteTcst HHTETPUPOBAHHBIM PEHEpe-
POM € yIOGHBIM T0JIb30BaTEIbCKUM nHTEpheiicom. I[ToaTomy HaM HeoOsI-
3aTEJIbHO 3HATD SI3BIK OTIMCAHUS CIEH.

Ha sameTtky. ®yHkumy mental ray MHTErprvpoBaHbl HE B MOJIHOM
ob6béme B 3ds Max, a nuib HebosbLLas X 4acTb, Ta, KOTOPYIO pa3-
paboTtumkn Autodesk nocumTtanun Hanbonee BaxXHOW.

B npornecce penjepunra 3ds Max aproMarudecku cosuact (aiin onu-
CaHWs CIIEHBI, KOHBEPTUPYET MaTepUasibl, ICTOYHUKKN CBETA W HACTPOK-
KU peHjiepepa B HeoOXOoAUMbIe Ieiiepbl U 3alyCTUT TIPOLECC IPOCYETa
B mental ray. DTor mporecc NpeoGpasoBaHUsL CIEHbBI €IE HA3bIBAETCS
TpaHcsAueld. TpaHC/AANUsST SBJSETCS CBA3YIOUMM 3BeHOM Meskay 3ds
Max 1 mental ray.

Puc. 1.1. MNpumepsbl BU3yanusauuum, caenaHHele B 3ds Max
C nomolLLbto peHaepepa mental ray



Peniepunr/Busyaiusanusi — 5T0 MPOIECC PACMPUPOSAHUS TPEXMEP-
HO¥T TpadmKy B pacTpoBoe nzobpasxenmue. [log pactpuposanneM noHnma-
eTcst MpoIece NpeodpasoBaHUs TPEXMEPHBIX BEKTOPHBIX JAHHDBIX B IBYX-
MEpHbBIE TIMKCEIbHBIE JAHHBIE TIOA00OHO TOMY, KaK 9TO OOBIYHO JETACTCS
TP SKCIIOPTE BEKTOPHON TpaduKy B (POPMATEI PACTPOBLIX N300pakeHMiL.
Hanpumep, coxpanenne BekropHoro npoekra Adobe Illustrator (*.ai)
B 00BIYHOE MTUKCETbHOE n30bpakenue (*.bmp, * jpg).

TpaccupoBKa ny4yen

KJmio4eBbIM ajIrtopiuT™OM, HEOOXOIMMBIM JJIsT TPOCYETA MB0OPaKEHUS, SIB-
JIIeTCs TPACCUPOBKA Jiyyeil. TpaccupoBKa Jiyueil — 3To IIPOoIiece IPOCIeKU-
BaHUS IyTell OT 3a/laHHOM TOYKHU B ClieHE U OIICHKU BJIMSHUSA HA 3TY TOUKY
Matepuasia 00beKTa JAPYTHX TOUEK U3 TPEXMEPHOTO OKpysKeHwUsl. Pe3yiibra-
TOM SIBJISICTCSI UBMEHEHHBII [[BET aHAIM3UPyeMOil Touky. Takum o6pasom,
MIPOMCXOAT MTPOCYET U TIOCTPOEHUE TEHEH, OTpakeHUH, IPEJIOMJICHUT, T1Psi-
MOTO OCBEIIEHNST, & TAKIKE OCBEIIEHNE OTPAKEHHBIM CBETOM OOBEKTOB U T. /I,
Cy11ecTBYIOT /IBa METO/Ia TPACCUPOBKHU JIyYeii:

e  npAmast mpaccuposxka ﬂyueﬁ — 9TO UCITyCKaHUE queﬁ N3 NCTOYHM-
KOB CBe€Ta;
° 06pamHaﬂ mpaccuposka ﬂyuea — JIy4HM UCITyCKalOTCA U3 KaMePbl.

[anee paccMOTPUM CBOICTBA TPACCUPOBKU JIydeil, pyKOBOACTBYACDH
PHCYHKOM HITXKE.

OTpaxeHune v npenomMmsieHne

Kaxk nokazano Ha puc. 1.2, ucxoagamniuii iyd u3 KaMmepbl CHauajia OleHnBa-
eTcst B TouKe A, KOTopast siBJsieTcsl BBIG0POUHOIT Toukoit. CireoBaTebHo,
B TOUKE A OIpe/IesISIIOTCsT CBOWCTBA MOBEPXHOCTH OOBEKTA, MCXOJIs 13 Ta-
pPaMeTpOB HACTPONKM Marepuasa. Tak, eciu ITOBEPXHOCTh OTPAKAET, TIpe-
JIOMJISIET CBET WJIU K€ JIEJIAET U TO, U JIPYTOe, TO OIPEEIISIETCsI, TpedyeTcst
JIV OTKJIOHUTB JIy4, @ 3HAYUT, HATIPABUTH B CIIEHY BTOPUYHBII JIyd, 4TOOBI
06HAPYKUTH 0OBEKTHI, OKA3bIBAIOIINE OTOJHUTEIBHOE BJIMSHUAE HA BbI-
GOPOYHYIO TOUKY A.

Ecisin mpennonokuTh, 4T0 B ToUKe A MPOUCXOAUT OTPaKeHUe, TO BTO-
PUYHBII JIy4 CJIeyeT HanpaBuTh B Touky B. Korza ator myd mocturner
TOYKM B, mpottecc onpeiesieHUst CBONCTB MOBEPXHOCTH GYIET TPOUCXO-
IUTh Ha 9TOT pa3 B Touke B. Eciu B Touke B oTpaskeHue He TIPOUCXO/INT,
TO B Pe3YJbTaTe MPOCTHIX PACYETOB BO3BPAIAETCS 3HAYEHUE I1[BETA JIJIsT
nocJsieyronux pacuétoB B Touke A. Ho ecaim B Touke B oTpaskenue mpo-
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Puc. 1.2. MNMpouecc TpaccnpoBku nyyei

MCXOMIUT, TO IOTIOJTHUTEJIbHBIH JIyd HAIIPaBJSgeTCs, HAapuMep, B TOUKy C,
U 3aTeM HauMHaeTcs emlé oauH pacuér g Touku C. Takum oOpasom, us
Touku C BO3BpallaeTcs 3HaUeHUE 1[BETA OTPAKECHUS I/ TOUKU B, a OTTY-
Jia — JUUIS TOYKU A, KaK 9TO II0Ka3aHo Ha OJIOK-cXeMe, IPUBEAEHHOI cipa-
Ba Ha puc. 1.2, rjie YépHbIMU CTPeTKaMu 0003HAYEHBI JIYUH, UCITYCKAEMbIE
B CIIEHY, 2 CEPBIMU CTPEJIKAMU — BO3BpalllacMblc 3HAYCHUS TTBETA.

Kak nokazano Ha puc. 1.2, yroJ najieHusd paBeH Yy OTPaskeHus, 3TO
O3HAYAET, UTO JIJIST BOCCO3[AHUST OTPaskeHUi B mental ray Tpebyercs us-
MEHUTb Iy Th TPOXOKIEHUS JIyda, YTOOBI OH TIPOCJIEIOBAT HA CIIEHE TOYHO
0 TTYTH 3ePKATBHOTO OTPAKEHUS U 3aTeM BO3BPATHJI TOUHbIC 3HAUECHUS
I[BETA OTPAKCHIUS.

Ecau moBepxHOCTD B TOUKE A mpesiomiisieT cBeT (MoKaszaresb eé mpe-
gomserust 6oubie 1,0), TO TPETOMIEHHBIH JIyd HATIPABJISIETCS 10 Ty TU
K TouKe B, pacoio)KeHHOM B HUKHEH YacTH MPEJOMIISIONIETO 00bEMA.
B Touke B7 IpOU3BOANTCS OUEPEHON PACUET JIJIsi OTIpe/leIeHUs TIBETa,
BO3BPAIAEMOTO B TOUKY A, TJie 3aTeM OMPEAEIIOTCS CBOMCTBA TOBEPX-
HOCTH, aHAJIOTUYHO TOMY, KaK 3TO JIeJIaeTCA MIPU OTPAKEHUHU B TOUKe B.
Eciit mpesioMieHre TPOo0JIKAeTCsT TaJiee, TO U3 MPEIOMIISIONIEro 00bEMa
WUCXOANT JIOTOJHUTEIBHBIN JIy4, KOTOPBIM HAIIPABJISETCS B TUIIOTETHYE-
ckyio Touky C7. Kak u oTpaskéHHBIE JTy4H, B pe3yJbraTe pacyéToB Tpe-
JIOMJIEHHDIE JIYUU CJIEAYIOT MPABAOMOAOOHBIME TTyTSIMU, U3MEHSIST CBOE
HaIpaBJIeHUE TT0 3aKOHAM (DU3UKH.

MobGanbHOE ocBelleHue

B P€aJIbHOM MUDPE CBET OTPaKa€TCA OT IIOBEPXHOCTH, OCBEIIasd Apyrue
IIOBEPXHOCTH. ITO IIPOUCXOAUT MHOIOKPATHO, /IO TE€X IIOP, IIOKa CBET



MOJTHOCTBIO He OyzeT nornomed. [lanubii o ekt Ha3bBaeTCsl «OCBe-
nienne orpakénnbiM cserom», uan Global Illumination (GI). [las
OCBEIIEeHUsT OTPaKEHHBIM CBETOM HEOOXOAMMbBI KOJIOCCATIbHbIE BHIYKC-
JIuTeNbHble MOMIHOCTU. Eciin ¢cBeT Oyzer oTpakaThCa B CLieHE Heorpa-
HUYEHHOEe KOJUYECTBO Pas, TO OCBELIEHNE dTUM METOLOM CTAHOBUTCS
neapexrusnpiM. [ToaTomy B Hacrpoiikax pengepepa mental ray mbr
MOKEM YKa3aTh KOJMYECTBO OTPAsKEHUH CBETa, KOTOpbIE OYAyT IpO-
CUUTHIBATHCSI.

ITapameTpsl yIpaBieHHs] KOJIUYECTBOM M KaueCTBOM OCBEILEHUs OT-
PasKEHHBIM CBETOM OIIMCAHBI B COOTBETCTBYIOIIUX IJIaBaX.

Penzepep mental ray nmpegocrasisger 1Ba OCHOBHBIX METO/A [JIsI BbI-
yucaenus raobanbHoro ocsenienust: nepsbiii — Photon Mapping (Kap-
Tl (OTOHOB), panee, 10 3ds Max 2014 stor Meron HaswiBasicss Global
Illumination, n Bropoii — Final Gathering (FG) (OxonuarenbHbIi c60p).
O6a MeTo/1a MOT'YT MCIIOJIb30BAThCSI BMECTE WJIM 110 OTAEJbHOCTH. Y KaskK-
JIOTO U3 HUX eCTh CBOM IIpenmyiecTBa. HanboJiee BaskHOE pasinune Mex-
Iy 9TUMM METOJAMU B TOM, 4T0 FG BBIYUMCIIAET OTpaKEeHHBII CBET 4epes3
COMILIBI M3 KaMePbl. B IPOTUBOIIOMI0KHOCTD 3TOMY (DOTOHBI BHICTPEINBA-
I0TCS M3 MCTOYHKMKA CBETa B CIIEHE, COXPAHSIOTCS HA TIOBEPXHOCTSAX, a 3a-
TeM yske BUAMMBI Kamepoit. O6a MeTosia IPOCYUTHIBAIOTCS TPACCHPOBKON
JIydeil, a 3aTeM MCIOJIb3YIOT MHTEPIOJISAIMUIO [OJYYEHHbIX PE3YJIBTaTOB
nepez PeHAepUHIOM (PUHAIBHOTO U300PAKEHIL.

Opranusauus CTPyKTypbl
npoekTa

Ouenb BaKHYIO POJIb UTPAIOT €IMHUIIBI H3MEPEHUS, HEOOXOMMO YCTaHO-
BUTD IIPABUJIbHBIC €IMHUIIBI U3BMEPEHUS /10 HaYala MOJIeJIMPOBaHUS (MeT-
pUYECKUE: MM, CM U T. /. — WJIM aMEPUKAHCKOTO CTaHAapTa: TIOUMBI, (DY ThI
UT.I.).

Taxxke 10 Hayasa paboOTHI HAJl IPOEKTOM JIydIlle BCErO 3a/IaTh MAIKY
npoekra (Project Folder), HactpouTh TaMMy 1 He 3a6bITh YKa3aTh My TH KO
BCceM BHeNTHUM (aiiyiam (TeKCTypHble KapThl, (hailabl (hOTOMETPUYECKUX
JIAHHBIX U [1poyYee).

B aToM paszesie KHUTH I XO4Y [OJEJNTHCS CBOEH MEeTOANKON paboTh
HaJ[ TPOEKTOM, KOTOPasi c(hopMHUPOBaach 3a robl paboTsl B 3ds Max.



HacTpounka nosib3oBaTesiIbCKOro
nHrepdodenca (Ul)

[Tpesk e yem Havath paboTy, TOKHBIM 06Pa30M TMOATOTOBUM HHTEPhEHC
3ds Max.

B Bepcun 3ds Max Design, naunnas ¢ sepcun 2009, mental ray ass-
eTcs peHjiepepoM, YCTaHOBJIEHHBIM [0 YMOJYAHUIO BMECTE C MaTepuasia-
mu Arch & Design, a taxke 6ubinorekoii marepuanos Autodesk. Ecin
Balll MPOEKT GBI CIEJIaH ¢ UCHOIb30BAHUEM JPYTUX PEHAEP-CUCTEM, TO
BaM HeOOXOMMO BPYYHYI0 aKTUBUPOBATh pergepep mental ray.

Ha sameTky. B 3-i1 rnaBe 6ygeT pacCcMOTPEH NpuMep aBTomMaTuye-
CKOW KOHBEpPTauun maTepunanos B matepuansl Arch & Design.

Jlist Toro utoObl ycTaHOBUTH mental ray TEKyIIUM peHepepoM, Ha-
skmute F10 1 B OTKPBIBIIIEMCS IMQJIOTOBOM OKHE HAa3HAUbTE CUCTEMY PEH-
nepepa mental ray, kak nmokasano #a puc. 1.3.

Render Elements l Raytracer l Advanced Lighting ] -
Common l Renderer I NVIDIA mental ra
:m: ver ;ar;ware Renderer

V-Ray DEMO 2.40.04

il oo |i V-Ray RT 2.40.04
i+ Email Motifications 1 VUE File Renderer
[+ Seripts. 1
[= Assign Renderer |5
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Material Editor: Default Scarline Renderer

=]

[

ActiveShade:  Default Scanline Renderer
Save as Defallts |

Preset | ———memmeee
 —— Render -
View: |Quad 4 -Perspe v ﬂ

Puc. 1.3. YctaHoBka mental ray TekyLumMm peHaepepom

Haxmute Ha kHONKY Save as Default (CoxpaHUTh 110 yMOJYAHHIO),
4To0BI ciesiaTh mental ray peHaepepoM 110 YMOJTYAHUIO.

B 3ds Max MOKHO HACTPOUTD [0Jb30BATEIbCKII nHTEp(Eic a1st 60-
Jiee yIo6HOI paboThl ¢ mental ray, KOTOPBIN yCTAHABIMBAETCS B TUAJIOTO-
BOM OKHE, YKa3aHHOM HIKE.
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