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BBepneHue

OT aBTOpAa

3IpaBCTBYIA, yBaskaeMblil untaTesb! I1103B0sIb NpecTaBUTHCS, MeHs 30BYT IMutpuii Yexiios.

Wnes nanumcarb KHUTY, MOCBSIIEHHYIO O[HOW M3 CAMBIX MHTEPECHBIX U AMHAMUYHO Pa3BU-
BAIOIMXCsT 00J1acTell KOMITBIOTEPHOU MHIYCTPHUU, Y MEHsI MOSIBUJIACH [IOCTATOYHO HaBHO. Ele
B masiekoM 2007 rory st 3alyMBIBAJICSI O TOM, YTOOBI B3SIThCSI 38 HAIIMCAHIE KHUTH, OCBSIIIEHHON
WHCTPYMEHTAM U TEXHOJIOTUSIM BU3yayiusainu. Ho TOJIbKO ¢ OTBITOM TIPUIIIJIO OCO3HAHKE TOTO,
YTO U KaK HYJKHO C/I€JIaTh, a TAK)KE MOHUMAHKe TOTO, YTO Ha PBIHKE MPAKTUYECKH OTCYTCTBYET
1eJIBIET TIACT INTEPATyPbl, HOCBsIeHHOU nakeTy Autodesk Maya u Busyaiusanum.

Cucremolii Busyasnusainuy mental ray st 10Jb3yI0Ch Ha IPOTSKEHUM MHOTHX JIET, U TIOYeMY
6bl He PACCKA3aTh O ee BO3MOXKHOCTAX? Belb 10cTaTOuHO YacTo mosib30BaTes i 06PAIanTCcs Co
MHOKECTBOM BOTIPOCOB O TOM, KaK MCIIOJb30BaTh mental ray, Kak CBsI3bIBATD IHEHAEPhI MEXKLY
€O0OH, 1 MHOTUMU JPYTUMU. ITO U MOCAYKUIO TOJYKOM K Havyary paboThl HaJl [EPBON KHMU-
IO, [eJTMKOM TIOCBSIIIeHHOM Busyanu3sain B makere Autodesk Maya u cicreme Busyanusaiuu
mental ray for Maya.

S1 pomwmiicst u kuBy B ropone ExarepunOypre, crosuile Ypasa, MpaKTUYECKH HA TPAHUIE
Esponsl u Asun. B chepe kommbioTepHoii rpaduku paboraio Ha npotskeHnun 14 mer. Cpoii
yTh MHE JoBesnoch HauaTh Kak npoctoMmy CG (Computer Graphics) XyaoxKHuUKY. BbimoHsist
pasJIMYHble 3aKa3bl M TPAKTHKYSICh. DBiarofaps aToMy yAaJoCh MOJYYUTb XOPOIIUN OTBIT
B Pa3JIMUHBIX 00JIACTSAX KOMIIBIOTEPHOI rpaduku u ausaiina. Ho 06sacTh BU3yaiMs3aiuu 1 Tex-
HOJIOTUII MHE BCer/ja HpaBUJIach OOJIbIIE, YTO U TOCIY/KUJIO JKEJAHUIO PA3BUBATLCS B JAHHOM
HaIpaBJIeHUM.

Ocenbio 2007 roga 6bL1 OIy6IMKOBAH MO II€PBBI YPOK HA CTPaHUIIAX OHJIAMH-KypHaJa
RENDER.RU, ¢ aToro moMeHTa, MOKHO CKa3aTh, HadyaJaach MOSI IeSITEJIbHOCTh B KAUECTBE TEX-
Huveckoro nucaress u IT-kypHanucra. Ceityac OCHOBHOE HallpaBJIeHUEe MOEH JIesITeIbHOCTH —
TeopHst KOMIIBIOTEPHOU rpaduky u Busyanusaiuu. [log MOUM aBTOPCTBOM U3/aHO ¥ OILyOJIUKO-
BaHO MHOKECTBO CTaTeil 1 0630poB 10 TeMaTuke Texnosornil susyanusanun B CG (Computer
Graphics).

Ha mpoTsikeHn HeCKOIbKUX JIET cOOPaIach OrPOMHAsT KOJIIEKIIHSI MATEPUATIOB, TIOCBSIIIEH-
HBIX METOaM ¥ WHCTPyMeHTaM Busyaiusanuu cospeMeHHbix CG-usobpaxenuil. Baarogaps
ATOMY U POJIMJIACH Wjlest HAITMCAHUS KHUTU, KOTOPYIO BBI JIEPJKUTE B CBOUX PYKaX, IIEJTUKOM I10-
CBSIIICHHO TEXHUKAM ¥ MHCTPYMEHTaM BU3yaJu3aluu.

Taxske st Befy 1Ba mpodUIbHBIX 6JIoTa:

e dimson’s Blog — 6;10r nocesien o6ium Borpocam CG U pasjiMuHbIM HOBOCTSIM U3 MEPa
texHosnoruil. [locrynen B cetu VIHTepHeT 110 azgpecy http://dimson3d.blogspot.com/;

e n:PhysX — 57107 6J10T 1IEJIMKOM [TOCBSIIIIEH TEXHOJOTUSM ¥ BO3MOKHOCTSIM COBPEMEHHBIX
UHCTPYMEHTOB Busyajiusanuu. Ha ero crpaHuiax nyGJaMKYIOTCs Be CEPUU TUAOB IO
meiigepam cucrem Busyamusaiun NVIDIA mental ray u Chaos Group V-Ray, a Takxe
paccmotpeno HarpaBienue Busyanusainuu ¢ GPU-yckopenunem. Bioior nocryrmen B cetn
Wnurepuer o agpecy http://nphysx.blogspot.com/.



C 2010 roza s BeICTyTIATO HA PA3JTUYHBIX KOH(MEPEHTINX, TOCBATIEHHBIX TexHomorusiM 1 CG.
[IBe ocoBHBIE KOH(DEPEHINH, HA KOTOPBIX S SIBJISIOCH TOCTOSHHBIM fokaIamunkoM, — CG EVENT
B Mockse u Autodesk University Russia. Mou moKiapl BBl MOKeTe IPOCMOTPETh Ha O(uIaIb-
HBIX caiiTax kKoHpepeHtui B cetn Mnrepuer.

BnaropapHoctTu

3a 6e3rpaHUYHYIO IOJEPKKY s XOUY 100JIAro[apiTh BCEX CBOUX JIPY3€eil U KOJLJIET, KTO MOA/IED-
KaJT UJIE10 HATTMCAHWUS] KHUTH M TIOMOT PEaIM30BaTh 33/[yMaHHbIC TIIAHBL.

Boipaskato 60J1bIyI0 6JaroapHOCTb CBOEMY APYTY, IJIaBHOMY penakTopy nopraia RENDER.
RU Pomany Ilanuky, 3a OKasaHHYIO HOAAEP/KKY M MOMOIIb. Beipaxkaio 0cofyio 61arofiapHocThb
Anexcanapy KemrreimoBy (Skif) 3a mpemoctaBieHHbIE MOAETH ISl CO3MaHUSA MILTIOCTPAIIU
B KHUTE U UJIEW, KOTOPbIE ObLIIM Pean30BAHbI B IIPOEKTE. 32 [IEHHbIE COBETDI, UEU U HOJIEPKKY
6urarofapto coero apyra Mpana Yrimuuna (Dark).

3a HoAEePKKY ¥ IIOCUIIbHYIO MOMOILIb X0UeTCst T00JaroqapyuTh CBOUX JAPY3eil U KOJUIEr U3
Autodesk Community Russia: Auapes Ilnakcuna, Asexces JloGanosa, Asekcess Bopucosa,
Nnpio I'nyxanioka, Hukury TiokoBa, Annpes Muxaiinosa n Eneny Tanxumny.

3a TeXHUYECKYIO HOIEPIKKY U o0ecriedeH e HeOOXOIMMbIMU BbIYUCIUTENBHBIME PeCypca-
MU BBIPaKal0 OrPOMHYI0 OiarogapHocTb EBrenuto 3sepeBy u Pomany JIylleHKO U3 KOMIIAHUT
FORSITE.

3a BO3MOKHOCTH MCIIOJIb30BAHMSI COBPEMEHHBIX PEIeHU [IJIsi KOMIIBIOTEPHON rpaduku
U BU3YAJIHM3AIlNH, 32 TTOANEPIKKY U BOBMOKHOCTH «HEMHOTO ONEPEKaTh BPeMsi» BbIpaxKaro 6J1aro-
IIAPHOCTD IpelicTaBuTebeTBy Komianuu Autodesk B Poccun u mporpamme Autodesk Developer
Network.

OtenbHy0 6J1arofapHOCTh Bbipakato Apy3bsM u3 komnanuu MONT 3a okasaHHYO moji-
JIEPAKKY, IEHHbIE COBETHI M UIEH 110 OPTAHUBAIUY IPOLIECCOB U UCTIOJIb30BAHUIO THOKUX BO3ZMOK-
HOCTEH JIMIIEH3MPOBAHUS.

O yem 3Ta KHMra

KHura, KoTOpyIo BbI IEP:KUTE B PyKax, IOCBSIIIEHA CUCTeMe BU3yaau3aiui mental ray ot komia-
nur NVIDIA ARC (ex. mental images) u ero peasmsauuu B Buzie mental ray for Maya. C ogHoit
CTOPOHBI, ITO MOAPOOHBII TH/] IO OCHOBHBIM aTPUOYTaM U [IAPAMETPAM CHCTEMbI BI3YaJIH3AIlIH,
HO TaKsKe KHUTA PACKPBIBAET OCHOBHBIE TPUHIIAIIBI IIPEACTABICHNS JAHHBIX U PAOOTY OCHOBHBIX
AJITOPUTMOB, UCTIOJTB3YEMbIX B SI[PE CHCTEMbI BU3yaru3aiiu mental ray u mpezctasisieMbix hop-
marom NVIDIA Scene Description Language, koTopsiii ucnosibsyercs B mental ray Standalone
TSI BU3YJTH3AIINY TPEXMEPHBIX CIIEH.

KHnura mpezacraBieHa niecThio TIaBaMU U OJHUM IPUJIOKeHNeM. JagnM KpaTkoe onucanue
KJTIOUEBBIX TEM:

e TInaBa 1 «BBeaeHue B KOMIBIOTEPHYIO rpaduKy» TOCBSIIEHA KPATKOH MCTOPUU KOM-
MBIOTEPHOI TpaMKK 1 Pa3BUTUIO TEXHOJIOTUI BU3yasu3ali. Koraa nosisuimcs nepsbie
AJITOPUTMbI MAIIMHHOW BU3YaJIU3AIlUU, KaK 3aPO/IMJINCh UCIIOIb3yeMble U MO Ceil JIeHb
MEeTOZbI IIOCTPOEHNST MOZIesIel U OCBEIeHN: B CIleHe, BBe/leHNe B Pa3BUTHE BU3yasH3a-
VY 1 QJITOPUTMOB BU3YaJIN3allNH, COBPEMEHHBIE PElIeHII VLT BUSyaIn3allnuy, a TakxKe
UCTOPUS Pa3sBUTHSI CUCTEMbI BUsyaimsauu mental ray.



e Tnasa 2 «Uncrpymentnl Budyaiusanuu Autodesk Maya» nocesineHa HerocpeacTBEHHO
nakery Autodesk Maya u peasimzoBanibIM B €ro nHTepdeiice HHCTPyMEHTaM BH3YaJIi3a-
[IMU TPEXMEPHBIX clieH. Birarogapst aToi riase Bbl y3Haete o peanusaiuu mental ray for
Maya ¥ IepBUYHOIT HACTPOITKE CHCTEMBI BU3YaJIU3AIIHH.

e Tnasa 3 «TeomeTpusi, BHIGOPKA U KAYE€CTBO H300PaKEHH»> LIeIMKOM MOCBsIeHa paboTe
mental ray ¢ reomerpueii, MeToiaM BBIOODKU M KAUYeCTBY BU3YaTU3UPYEMOTO n300paske-
Hus1. Kakue HaCTPOMKY MCIOTB30BATh JIJIsT TOBBINIEHUST KAYeCTBA CTIKMBAHUS U TPAC-
cupoBku Jydeit. Kakue merozsl npepocrasisier mental ray u korza ux 1esaecoobpasHo
TIPUMEHSTb.

e Bruase 4 <Illeiinepsl mental ray» peusb noiizer o raBHOM MHCTpyMeHTe mental ray —
meiinepax. Kakue meiizeps ncnonbs3yiorest 8 mental ray for Maya, kak onu peannsosa-
HBI B TIPOrpaMMe, Kakue (MYHKIUU BBITOJHAIOT. /leTaTbHO paccMaTprBaIOTCs HIeHepbl
6ubsmorek architectural.so, paint.so, base.so, subsurface.so u layering.so. Takske yaeneHo
BHUMaHUE peasi3allii cTaHAapTHeIX MatepuaioB Autodesk Maya B Buzie 6ubarorekn
meiizepos mental ray.

e Tnasa 5 «Pa6ota ¢ kamepoii» nocssieHa pabore ¢ Kamepoil B mental ray for Maya u Bu-
syanmsanuu 3GEKToB JMH3, HACTPOIKe Kaapa u ApyruM acrextam. Ocoboe BHUMAHUE
yneneno linear workflow n gamma-koppekimu nzoGpaskenuit. Takke paccMaTpUBaIOTCsT
OCHOBBI BBIBOJIA OT/IEJIBHBIX TPOXOI0B U300paskenust u ipumenenne Maya Render Layers
coBmectHo ¢ mental ray Render Passes.

¢ B riase 6 «OcBenenne B cuieHe» JeTaTbHO ONMCAHBI ICTOYHUKH CBETA, NIEHIEPhI HC-
TOYHUKOB CBETA U METO/bI TII00ATBHOTO OCBEIIeHNUs, pealn3oBatubie B mental ray for
Maya.

o TIpunoxenue A «/3MeHneHus: B MHCTpyMeHTax Busyauusanuu Autodesk Maya 2016»
LEJMKOM IOCBAILEHO KII0YeBbiM nsMenenusiM B 2016-ii Bepcun nakera Autodesk Maya.
Busyasmzarop mental ray for Maya 2016 mpertepriest psii BaKHBIX U3MEHEHUH ¥ IOy IHLIT
HOBBIE BO3MOKHOCTH, 3HAYUTEBHO YIIPOIIAIOINIE PAabOTy CIIENUATNCTOB TI0 3aTEHEHUIO
1 OCBEIIEHHIO TPEXMEPHBIX cIieH. JlanmbIil pas/ies OyIeT MoJie3eH Py mepexo/ie Ha HOBYIO
BEPCHIO MTPOTPAMMBI U IBUKKA BU3YAJTU3AIINN.

e B npuwioxkenun b «Koudurypauust mental ray» paccMoTpensl OCHOBHbIE TIEDEMEHHBIE
CpelIbl, NCIIOJIb3y€eMbIe JIJIsl KOH(MUTYpaIy CHCcTeMbl Bu3yasinsanuu mental ray for Maya
u mental ray Standalone ¢ momorpio aiina rayre.

BCe TJIaBbI ﬂaHHOﬁ KHUTHU Hpe[[CTaBI[ﬁIOT OT/ZI€JIbHbIC O6HaCTI/I (byHKLH/IOHaIIBHOCTI/I CUCTEMBI
BU3yaqu3aluy mental ray: oT HacTpOHKHM 6a30BBIX MAPaMETPOB CUCTEMbI BUSYATU3AINK 1 3a-
KaHuMBas MOJEJUPOBaHUEM II00aIbHOIO OcBenieH s B ciene. Onupasch Ha Ipe/CcTaBJeHHbLI
B KHUTE MaTepuasl, Bbl MOKETE BBICTPAMBATh CBOM COOCTBEHHBIE Paboune MPoIecchl, Hanboree
BBITOJIHBIE JIJIS BAILIETO CTUJISE PABOTHI U IPOEKTOB.

Komy agpecoBaHa 3Ta KHUra

JlaHHast KHUTA [PEK/ie BCETO a[PeCcOBaHa CIEUAINCTaM, PaboTalomuM B 06JacTi pa3paboTKu
MaTepuaJioB, OCBeIIeHNUS 1 (prHAIbHON Budyanusanuy. B nepByio ouepesib 9TO U3/JaHUE MOXKET
GBbITH IPUMEHEHO KaK MoAPoGHOe cripaBoyHoe PYKOBOACTBO st CG-Xy/0KHUKOB U TeXHIYE-
ckux crerpanucTos. Haunnaomme noab3osatenn Autodesk Maya u mental ray for Maya cmoryT
Jydine pa3obpaThesi B BO3MOXKHOCTSIX mental ray u crennudHbIX /s JTAHHO CUCTEMBI BI3ya-
Jgm3anuu QyHKIMUIX.



Ecan Bbl mianupyere ucnonbsosarh Autodesk Maya cOBMECTHO ¢ aBTOHOMHOII Bepcueil
mental ray Standalone, sTa kHura nossosut Bam pasobparbes ¢ popmaToM ganubx NVIDIA
Scene Description Language 1 TIOHSATb, KaK B HEM IPEICTABIEHB OCHOBHBIE 9JIEMEHTHI TPEXMep-
HOU CIIEHBI ¥ KaK UX MOKHO PEAAKTUPOBATh.

TpebGoBaHus K 000pya0OBaHUIO

Jlist paboter ¢ mental ray for Maya pekoMeHIyeTcst HCIOIb30BATh KOMIIBIOTEPBI CO CJIEYIOTIH-
MU MUHUMAJIbHBIMU TPeOOBaHUsIMU. B KauecTBe OCHOBBI B3sIThI TPEGOBAHUS [T BCETO TTAKETa
neaukoM. [Taker Autodesk Maya 2015 nopuep:kuBaer cienyolnue 64-GUTHbIE OIEPAIIMOHHbIE
CHCTEMbI 1 MUHUMaJIbHBIE TPeOGoBaHUs K 64-GUTHOMY 060PYI0BAHUIO:

OrneparuoHHas cucTema:

Windows® 8.1 Professional edition;

Windows® 8 Professional edition;

Windows® 7 Professional edition ¢ Service Pack 1;
Apple® Mac OS® X 10.8.5 or 10.9.x;

Red Hat® Enterprise Linux® 6.2 WS;

Fedora™ 14 Linux;

CentOS 6.2 Linux.

Jlist jocTyTia K OHIAiH-TOKYMEHTAIUU U CePBICaM He0OXOIMMBI CJeayoliie BeO-Opaysepsr:

Microsoft® Internet Explorer®;
Apple® Safari®

Mozilla® Firefox®;

Google Chrome™.

ITeutpanbubiii mpomeccop (CPU): 64-6uTHbIi MHOTOsIIEpHBII mpoteccop ot Intel wim
AMD.

Pexomenayercs mporeccop ¢ 4 u GoJiee BBIYMCIUTEIBHBIMU sipaMu. [Iporieccopbl 0T KOM-
nanuu Intel ¢ momonrsio Texronorun Hyper-Threading (HT) moryTt o6pabarsiBarh [Ba IOTOKA
Ha KaxkI0M u3 husndeckux sizep. [liist 3Toro ciiemyer obpaiarh BHUMAHIE Ha MOZIEJIb [IPOIECCO-
pa ¥ ero MapKUPOBKY, 0OBIYHO KOJMYECTBO si/IEpP,/TIOTOKOB OIpeIeNsieTcst 3HayeHusiMu 2/4, 4/8,
6/12,8/16 u 10/20.

Onepartusnas namsarb (RAM): munumym 4 I'6 (pekomennyercst 8 I'6 u Goubiie). st pabo-
ThI ¢ GOJIBIIMMU ¥ KOMILJIEKCHBIMU CIIEHAMU PEKOMEH/IyeTcst MCIoab3oBath 16 wim 32 T'6 ome-
PaTUBHOU maMsATH. ITO TAKKe T103BONUT KOMGBOpPTHee paboTaTh ¢ HECKOJIBKUME OJIHOBPEMEHHO
3aMyeHHBIMU TPOTPAMMAMYL.

Kecrkuit muck (HDD): 1y1a yeranosku nakera Maya 2015 mo ymosuanuio tpebyercs 2 T'6
CBOOO/IHOTO MPOCTPAHCTBA HA JKECTKOM JIVICKE.

Ipaduuecknii yckopurenap (GPU): pexomenayercss ucnosibzoBate GPU or kommanuit
NVIDIA uiu AMD ¢ 2 T'6 GRAM u Bbiite.

ITaker Autodesk Maya 2015 nogzuepsxusaer Multi-GPU kouduryparuu pabounx cTaHIiuii,
TaKUM 06pa3oM, BBl MOJKETE UCII0JIb30BaTh HecKoabko GPU B Bamieil cucteme. ITo MO3BOJISIET
UCIIOJIb30BaTh OOJIBIIIE TEKCTYPHbBIE KAPTHI U BBIIOJIHSATH MHTEPAKTHBHYIO BU3YaIU3AIUIO B T1a-
HeJISIX BU/IOBBIX OKOH IIPOEKIIHIA C BBICOKON CKOPOCTBIO.

MaHunyasTop: 3-KHOIIOYHAS MBIIIIb.



[Tomumo mbimu, B nakere Autodesk Maya MOKHO CM€JIO MCIIOJIb30BaTh rpaduuecKuil IiaH-
e, Takoii kak Intuos or komnanuun WACOM, a takie crienuaabHblil MaHumyistop SpacePilot
ot kommanuu 3DConnection.

IT0 MUHUMAJIbHbBIE TPEGOBAHUS K 0OOPYIOBAHKIO, HA KOTOPOM MOKET ObITh 3aIlyILEeH MaKeT
Autodesk Maya ¢ mental ray for Maya. ITo cyTtu, yem npoussoautensree 6yner CPU u npyrue
KOMIIOHEHTBI CHCTEMBI, TeM OBICTPee BbI CMOJKETE BBIIOIHATD pabory Hax mpoekramu. He me-
Hee BayKHBIM cuuTaeTcst TOT (hakr, yto kommanus Autodesk BoimosHsieT ceprrdukanuio paboynx
craHimii u rpadpuueckux yckopureseit. Cepruduraius no3possier GbicTpee BhIOpaTh IOAX0s-
Y0 MOJeJIb paboueii cTany 1k rpaduuecKoro yCKOpUTeis, a TAKKe HallTu paiiBepsl, cep-
TUGDUITIPOBAHHDIE TTOJT TEKYTITYIO BEPCHIO TPUTOKEHS.

TpebGoBaHus K NPOrpaMMHOMY
obGecne4yeHuio

B aroii kuure paccmarpuBaercsa Autodesk Maya 2015. 9to niporpamMmuoe obeciiedere MOKHO
3arpysurb ¢ obuIUanIbHOro caiita kommanuu Autodesk ¢ ipaBoM GecIIaTHOTO UCTIOIB30BAHUS
B Teuenue 30 gueii (trial version):

http://www.autodesk.com/maya/.

ITomMuMO 9TOTO, IS CTY/IEHTOB U TIPETOJIaBaTesiell CYIEeCTBYET BO3MOKHOCTh TPUMEHEHNUST
nosHoneHHOW Bepenn Autodesk Maya, mocTymHoi 1o akageMudeckoil jumensun. [Iporpammy
MO’KHO 3aTPy3HTh €O crienuanbHoro pecypea Autodesk Education Community:

http://students.autodesk.com/.

AxajieMuueckas JUIeH3ust JefCTBYeT Ha NPOTSKEHUM 3 JIeT ¢ MOMEHTA YCTAHOBKU M aKTH-
Banuu mporpamMmbl. CTOUT ydecTh, 4TO JaHHBIE JUIEH3UH HE MOAPA3yMeBAIOT KOMMEPYECKOro
ncnosnb3oBanust porpammbl. [luist mpumenenust Autodesk Maya B koMMepuecKkux IpoeKTax pe-
KOMEH/IyeTCs1 TPUOOPECTH AHHOE TTPOrpaMMHOE 0GecTiedeHre Y TapTHEPOB U IUCTPUGBIOTOPOB
KOMITAHWH.

Pekomenayercst m03a60TUTHCSE 06 0OHOBIEHHSX TPOrpaMMHOro obecriedeHust. OGHOBIEHMUS
JIOCTYITHBI MO CJEAYIONEMY aJ[pecy:

http://knowledge.autodesk.com/support/maya/downloads.

B npouecce HanmcaHna KHUrm Bce CueHbl ObInn CO34aHbl HA OCHOBE BO3MOXHO-
cten Autodesk Maya 2015 Service Pack 3.

dopymbl, nocBaweHHble Autodesk Maya

Ecan y Bac nosiBusincs Borpocsl 1o pabore ¢ nakerom Autodesk Maya u cucremoil Busyanusanu
mental ray for Maya, BbI MOJKeTe 3a1aTh X Ha CIIEIMATU3UPOBAHHBIX (DOPyMaX, MOCBSIEHHBIX
KOMIIbIOTEPHO#T rpaduke u npoaykram Kommanuu Autodesk. CreraincTel, paboTarorue ¢ JaH-
HBIMH peTeHUsIMHT, BCeT/la TIOCTAPalOTCsT OTBETUTD HA BN BOIIPOCH! M AATh TIOJIE3HBIH COBET.

®opym Autodesk Community Russia, nocesimennsiii Maya:
http://forums.autodesk.com/t5/maya-russkiy/bd-p/403.



@Dopym onnaiin-xkypaasa RENDER.RU, nocesimennsiii Maya:
http://www.render.ru/xen/forums/maya.3/.

Dopym onnaiin-kypuaia RENDER.RU, nocBsienHblii cucreme Budyanimsanuu mental
ray:
http://www.render.ru/xen/forums/mental-ray.11/.

Kak yutaTb KHUTYy

JlaHHO€e M3[aHKe B CBOEi OCHOBE SIBJISIETCSI CIIPABOYHBIM [TOCOOMEM TI0 BU3yam3aiuu B mental
ray for Maya u ¢popmaty mannbix NVIDIA Scene Description Language (*.mi). Yto6br Bam 661710
yI06HO pasbupaThCsl B OCHOBHBIX (DYHKIMSX U aTpUOyTax IIeHAepoB, arpubyThl [IPeJCTaBIeHbI
B BUJIE CJIEJIYIOIINX BAPUAHTOB 3aIIHCHU:

parameter value [value] (Maya attribute name)
"parameter” value [value] "value" (Maya attribute name)

[lepBbiii BapraHT MpeacTaBseT GOJBIINHCTBO IMIOOANbHBIX HACTPOEK CUCTEMbI BU3YalIl3a-
1y mental ray, a Bropoii BApuanT — arpulyThl IEHePOB Uild TII00IbHBIE TAPAMETPbI CHCTEMBbI
BUByaJM3alMy B BHJIE 3amucH string options. B ckoOkax ykasbplBaeTcs MPeICTABIEHIE JAHHOTO
aTpubyTa B unTepdeiice nakera Autodesk Maya 2015 u y3iax mental ray for Maya 2015.

[TpuMepsl 6I0KOB AEKIApAIINH 2JIEMEHTOB CIIEHBI 1 CHIeIU(pUKaIHii 1eiifepoB B (hopmare .mi
MIPE/ICTABJIEHBI B BU/IE JINCTUHTA.

object "polyGeometry MayaSubdivLevels"
light "exclusive" []
material ["metarial 1"]
visible on
face both
tagged
data "polyGeometry MayaSubdivLevels:vxdata"
trilist vertex 897 pnt 2 b 2 triangle 1728
[vertex lines]
[vertex reference indices]
end trilist
end object

Eciu ucnonbsytores cuenapuu Ha si3bike MEL wiin BoIpaskeH s, OHU TaksKe Oy/IyT HPeCcTaB-
JIEHBI B BUJIE JIMCTUHTA, HO Tlepe]l STUM OT/EeJIbHO OTMEYEHO, YTO IPUBEICHHBII JMCTUHT 1Tpe/l-
crasisiet cueHapuiit MEL.

Ecii arpubyT yKasbiBaeTcst BliepBble, OH GyIeT OTMeYeH SKUPHBIM IIPH(TOM, €CJIU BIIEPBBIE YKa-
3bIBACTCS JIMAJTIOTOBOE OKHO PEIAKTOPaA, B KOTOPOM BBINOJIHAETCS HACTPOHKA MIeiiiepa, MCTOYHIKA
CBETA UJIU CBSI3EU MEIKILY Y3JIaMU, €10 UMs1 OYZIET BBIIEJIEHO KYPCUGOM.

[Tyt pmoctyna K AMaIoroBbIM OKHAM U PYTUM (QYHKIIUSM POTPAMMBI, PEIN3yeMbIM C I10-
MOTI[BIO MEHIO, TIPE/ICTABICHBI CJIeTyIONTIMHY 3alTUCSIMU, BBITOJTHEHHBIMHI KYPCHBOM:

Menu = Sub-Menu = Window = Rollout = Sub-Rollout
Menu = Sub-Menu = Window =[O

[Iytu k aupexropusaM win daitnaM npeicrasiensl 3anucbio B crusie UNIX-nogo6HbIX cu-
cTeM:



/Users/<UserName>/Library/Preferences/Autodesk/maya/XXXX-x64/prefs

ITO cesIaHo CrenuanbHo, MocKoibKy maker Autodesk Maya u cucrema Busyasmsanuu
mental ray 1o cux nop yHacJjeoBaiu MpuHIub, peasrsoBatibie B UNIX-n0106HbIX cucTeMax,
a TakKe KOH(bUTYPAIUsT IPUIOKEHHS MOKET ObITh 3aIMCAHA TOJBKO C UCIIOJIb30BAHMEM KOCON
4epThl. JIaHHBINA TPUHITKI 3AMTUCH MTyTel B TUPEKTOPUSIX PEATU30BAH B OIIEPAIIMOHHBIX CHCTEMAX
Apple Mac OS X u cemeiictBa GNU /Linux.

BoJibIIMHCTBO CKPUHIIOTOB B KHUTE BBIMOJIHEHO B Bepcun Autodesk Maya st Mac OS X.
HexkoTopble MILIIOCTPAIMH CIEIUAIBHO BBITTONHEHbI Ha APpyruX OC, HO MPUHIUITNATBLHBIX Pa3-
anuuii B untepdeiice i Ha3BaHUSX MHCTPYMEHTOB HeT, mporpamMa Maya u cuctemMa BU3yaJiu-
saruu mental ray for Maya pazpa6oTatpl Kak yHUBEPCAIbHOE MYJIBTUILIAT(HOPMEHHOE PEIIEHNE.
A 0cobeHHOCTH KaKI0ii 13 T1aT(hOPM OT/EIBHO OTOBOPEHBI B TEKCTE.

dononHutenbHble MaTepuanbl K KHUre

Ha caiite msnarensctBa «/IMK Ilpecc» Bbl MoxeTe 3arpy3uTb JOTOJHUTEIbHBIE MaTepPUAJIbI
K KHHTe. B crenuasbHOM apxuBe cOOPaHbl OCHOBHbIE TEOPETHUYECKIE MATEPHAJIbl 10 OCHOBAM
U JITOPUTMaM BU3yaJlu3alluy, a Tak ke npoekT st Autodesk Maya ¢ 1eMOHCTPAIIMOHHBIMU Clie-
HAMM, UCIOJIB30BAHHBIMU B ITPOIECCE HATMCAHUS M TIOATOTOBKY MJLTIOCTPAIIHIL.

ApXMB C JIONOJIHUTEJbHBIMUA MaTepUaJaMU MOXHO HAWTH W 3arpy3uTb IO CJEAYIONei
CCBLIKE:

http://dmkpress.com/catalog/computer/3d/ 978-5-97060-335-2/

O6mbem apxuBa coctasisieT 2.8 I'6.

OnuncaHue OCHOBHbIX AUPEKTOPUI apxmuBa
LONOJIHUTENIbHbIX MaTepuasnos

Jupexropusi _DATA comep:kuUT apXuB AEMOHCTPAIIMOHHOTO TpoekTa 1yt Autodesk Maya 2015
Service Pack 3 u Boitite, u mprMepsI ciieH B hopmare .mi It Busyaausanun B mental ray Stan-
dalone 3.12 (2015) u BbiIE.

Jupexropusi MATERIAL cozmepxut moabopKy MyGIMKanni, Pa3aIndHbIX METOIUK W J0-
TTOJTHUTEJIBHBIX MaTEPUAJIOB, He BOIIEIINX B KHUTY.

Jupextopusi _SOFTWARE comepskuT mcIoib30oBaHHbIe B Mpoliecce paboThl HaJ KHUTON
pacumpenus ayist Autodesk Maya 2015, crieHapuu u pasdHbie 1HA0J0HBDL.
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Y10 Takoe KoMMbioTepHasa rpaduka 1 Budyanmsaums
OCHOBbI TPEXMEPHOIO MOAENNPOBAHUS

MepBble cucTembl BU3yanmsaumm — Kakme oHn?
UcTtopua mental ray n ero Bepcum

Hoselwne TeHAeHUMM B BU3yanusaumm

S

B coBpeMeHHOM MIpe BU3yaIn3allyist 3aHUMAET ef[Ba JIM He TJIABHYIO TIO3UIINIO B TIPEI-
CTABJICHUU PA3IMYHON MH(POPMAIIMU OT PEKJIAMbI HOBBIX MPOAYKTOB 10 MHTEPAKTUB-
HBIX pasBiedeHuil. Busyaausaiust B KOMIIbIOTEPHO TpadhiKe SIBISETCS OMHUM U3 3Ta-
OB B (hOPMHUPOBAHUN CTATHYHOTO M300PAKEHUST MM CEKBEHITNY KaJIPOB aHUMAITHH,
MO3BOJISTIONINX PeaNTn30BaTh BaIly W/Ae0. 3a TOCTEMHIE BA IECITUIETHS] YPOBEHb
KOMITBIOTEPHO# TpauKM BRIPOC HACTOIBKO, UTO CEHYAC CTIOKHO OTINYUTD CO3AHHOE
C TIOMOTITBIO KOMITHIOTEPA U TIPOTPaMMbI n300paskeHre oT hoTorpabui. ITo CTAIO 10-
CTUKIMO OJ1arofapsi Takum mpoaykram, kak Autodesk Maya 1 NVIDIA mental ray.

Jlo cux mop paccMaTpuUBaeTCs TPUCBOEHIE TN(MPOBBIM XYA0KHUKAM MOJTHOIIEHHOTO
cTaTyca «XyI0KHUKOB», ¥ KOTOPBIX BMECTO KUCTEH U XOJICTOB HUCIOIB3YIOTCS TIH(MPO-
BbIE MHCTPYMEHTBI. A Psijl IPOM3BEACHHH 1IM(BPOBOrO UCKYCCTBA MOXKET CONEPHUYATD
¢ paboTaM1 U3BECTHBIX MUPOBBIX XYAOKHUKOB, PAGOTAIONNX B KJIACCUIECKUX TEXHU-
KaX. [Iprt 9TOM MHOTHE MOJIOZIbIE TAJIAHTHI, BEIPOCIITHE B IMOXY PACI[BETA BHICOKHUX TEX-
HOJIOTHIA, MIPE/NOYNTAIOT MOJIb30BATHCS KOMIIBIOTEPAMU M MOOHJIBHBIMU YCTPOHCTBA-
MU 75T BOTUIOTIEHUST CBOMX 06PA30B B JKU3Hb.

Iupokyio TOMyASIPHOCTh TOJYIUIO PACTPOCTPAHEHNE TPEXMEPHON TpaduKi.
Ceifuac Helb3sl TPEACTABUTEH cebe TPE3EHTAIINI0 HOBOTO JKUJIOTO KOMILIEKCA, WHTe-
PBEPOB JKIIBIX U OPUCHBIX TIOMETIEHNH, a TAaKKe MPOAYKTOB OBITOBOI SJIEKTPOHUKH
W MHOTOTO JIPyTOTo (€3 KadeCTBEHHOU (oTopeanncTHyHoi Bu3yanusanun. He wme-
Hee BUKHOW siBJsieTcst obmacth anuMarn. Haunmast ¢ 1995 roga, mHAyCTpHs aHnMa-
uu 1 1udpoBeix adderTor Habpasa Gosbire 060poThl. IIporece He OBLT MTPOCTHIM,
CHaYasa MPOUCXONIIO TIIaBHOE CMENIMBAHUE KIACCUYECKOH PHUCOBAHOIN aHUMAIMH
€ KOMIBIOTEPHON aHWMaIeil. A BIIOCTECTBUY, TOJTYYNB MMTUPOKOE TPU3HAHNE CpPe-
IU 3puTesiedl U 9KCIEPTOB, KOMIBIOTEPHAST aHMMAINs 3aBOeBasa PHIHOK. JInmepaMu
B MHAYCTPUN KOMITBIOTEPHON aHUMAIIUH TIO-TIPEKHEMY OCTAIOTCS TAKWE CTYAUH, KaK
PIXAR Animation Studios, Walt Disney Future Animation Studios, Sony Pictures
Imageworks Animation u DreamWorks Animation. Ectb psii MeHee U3BECTHBIX, HO BbI-



MYCKAIIUX HE YCTYTAIOIIIE JUIepaM aHMMAI[MOHHBIE TIPOAYKTHI KaK 32 PyOesKOM, TaKk
n Ha tepputopuu Poccun u ctpan CHT.

B nepBoii r1aBe BbI IIO3HAKOMUTECH ¢ OOIIEH NCTOPHEN KOMIIBPIOTEPHON rpaduKu
U TEPMUHOJIOTUEH, UCTIONB3YeMO B MpoIlecce CO3aHus UPPOBOro M306paKeHuUsI.
Ecnu paxke MHCTPYMEHTBI MOTYT Kap/IMHAJIbHO MEHATHCS, TO CAMU TIPUHITUIIBI CO3/1a-
HUst UG POBBIX MOJIETIEN U BU3YATH3AINU OCTAIOTCS TIPAKTUIECKU (€3 U3MEHEH U yKe
Ha MMPOTAKEHUU YeTBEPTH BEKa.

1.1. OCHOBbI KOMMNbIOTEPHOU rpadPuKm
U BU3yanumsaumm

B cBoeit ocHOBe coBpeMeHHAsI KOMIBIOTEPHAS rpaduKa — YMCTAs MATEMATHKA U aJi-
TOPUTMBI, TTOBEPX KOTOPBIX ITOCTPOEHBI BCE OCHOBHBIE MHCTPYMEHTHI (IIPOTPAMMBI)
1 METOABI ITPEACTABJICHUA HH(bOpMaHI/H/I. MHuorue 13 OCHOBHBIX METO/I0B ITOCTPOEHU A
U BU3yasIU3al[iu TPEXMEPHBIX TOBEPXHOCTEH ObLIN paspaboTaHbl B cepepnHe XX CTO-
JIETUA, KOT/Ta KOMITbIOTEPBI 6])IJ'H/I OOCTYITHBI TOJIBKO <<I/136paHHbIM>> U 3aHUMaJIN 11eJIble
artaxku. OJHUM U3 YIaUHBIX IPUMEPOB IIPUMEHEHNS] KOMIIBIOTEPHOU rpacduku u Gppak-
TaJIbHBIX aJFOPUTMOB MOXKHO HasBaTh (puiibM 1982 rona «3eesdnwvii nymo 2. Mecmo
Xanas. B atoMm usibMe cosnaresin Bu3yaibHbIX addextos us cryuu Industrial Light
& Magic BriepBble IpUMeHUJIN (PPaKTaJIbHbIE AJITOPUTMBI JIJIST CO3/IaHUsI TOPHBIX JIAH/I-
nrapToB.

Tak Kak MbI daiie paboTaeM ¢ MOJUTOHAIBHON MOJIENBIO, MHOTHE U3 aJITOPUTMOB
U MPUHIUIIOB HOCTPOEHNUsT (hOPM OCHOBAHBI Ha KJIACCUYECKOU reOMeTpuu U ajrebpe.
Pacemorpum Hebosbioi npumep. Ha puc. 1.1.1 npuBenens! Tpu uitoctparuu. [lep-
Basg wiLnocTpanus (cjesa) JeMOHCTPUpYeT Ipocreiinyio Touky. Touka GeckoHeuHa,
OHA 3aHUMAET OMPEIEIEHHOE MECTO B MIPOCTPAHCTBE, HO pa3Mep ee OECKOHEYHO MaJL.
ITO 10 CBOEH CyTH KOOPAUHATHI, K KOTOPBIM MOKHO MMOJIBECTH OJIUH U3 KOHIIOB pebpa.
Ha pucynke npezcrasienbt koopautaTsl Touku 0.5 1 0.5 mo ocsam X u Y. O6paTure BHU-
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Puc. 1.1.1. Tpn OCHOBHbIX NPUMNTUBA,
ABNSIOLLMXCSA OCHOBOM st 6a30BOro NnpeacTaBieHns reOMeTPUn B KOMMNbIOTEPHOW rpaduke



MaHUe Ha TO, 4TO 0 CBOEH CYTH MbI MOKEM MOBECTU HECKOHEYHOE MHOKECTBO pebep,
KOTOPbIE MOTYT GBITh CBSA3aHbI C [PYTUME TOYKAM.

Pucynox B 11eHTpe Kak pa3 IeMOHCTPUPYET 3TO, IB€ TOUKHU € 3aJaHHBIMU KOODP/U-
HATaMM, 2 MEK/ly HUMU TIpoyepyeHa JUHUSA. JINHUSA MOXKeT CBA3ATh TOJIBKO JIBE TOYKU.
Ecsit MbI Ha OZIHOM TIPSIMOY T00aBUM HECKOJIBKO TOYEK, MBI TOJIYYUM OTPE3KH, KAsKIbIH
13 KOTOPBIX MHAMBUAYAJIEH U COeIMHSET 110 /1Be TOYKU. Ho B TO ske BpeMs KaxKaasi TOuKa
TaKKe MOJKET BKJIIOUATD B ce6s1 MHOKECTBO JIMHMIA. U1 TpeTuil iprMep — Tpu TOUKH, TIPH
CO3/IaHWU CBSA3EH MeXIy HUMU M 3aMBIKAHUM OTPE3KOB C(HOPMUPYETCS TPEYTOJbHUK
(cmpaBa). TpeyTosIbHUK ABJSETCS OHON U3 OCHOBOTIOJIATAIOMNX (DUTYP B KOMIIBIOTEP-
Holi rpaduxe. [axke ecau Mbl paGoTaeM ¢ Mozesbio Ha ocHoBe NURBS-noBepxuocrei,
BHYTPU CUCTEMbI BU3yaTH3anuu (AlMapaTHON WK IPOrPAMMHO#T) TaHHAst MOieNb Oy-
net npeobpasoBaHa B MACCUB U3 MHOTOYTOJBHUKOB (TPEYTOJbHUKOB).

Pucynok 1.1.2 gemoHcTpupyeT OCHOBHBIE
6a30BbIE DJIEMEHTHI, U3 KOTOPBIX COCTOUT MHOTO-
YTOJIbHUK (TPEYTOJNbHBIN TPUMUTHUB). Kaxkaas ns
BEPIITH 06beIMHEHA ¢ IPYTOH ¢ TTOMOTIBIO pebpa,
BCe MTPOCTPAHCTBO, (hOPMUPyEMOe CBSA3SMHU Bep-
muH u pebep, OyIer IpeacTaBaaTh coO0l rpanp, pase
KoTopast (hopMUpYeTCsl Ha OCHOBE HAIlPaBJICHUS
HopMas. HopMainb MHOTOYTOIbHUKA BCer/ia Ha-
XOZUTCS B IIEHTPE TPEYTOJIbHUKA U TIO3BOJISCT
BaM YIIPaBJISATh HAllpaBJieHUEM TpaHU, BHYTPb
unu HapysKy. Ecim BbI Gyziete UCoib30BaTh de-
TBHIPEXYTOJLHUKY, COOTBETCTBEHHO, OHU OYAyT
COCTOSATH U3 IBYX TPEYTOJBbHUKOB, IIPOCTO I'PaHb
MEX/y HUMU OY/IET CKPBITA, HO KayKBIH YeTHIPEXyTONbHUK GYIET COMEPIKATh JIBA TPE-
YTOJIbHUKA U IB€ HOPMaJIU. DTO BaXKHO JIJIs1 TOHUMAaHNS TOTO, KaK BIIOCJIEICTBUA MOXKET
cpaboTaTh aAJITOPUTM TECCENSAIUN WK IPYTHUe HHCTPYMEHTBI MOAETUPOBAHUSI.

[Tpumenenue TpeyroJbHUKOB aKTYaJbHO W cerofHsl. /laHHBII NMPUMUTHUB ITPEBOC-
XOJIHO MOKET OBITh TIPEICTABJICH JI000i CHCTEMON BU3yanu3aluu 1 oopaboTad MOJI-
HUEHOCHO 32 CYUTAHHbIEC HAHOCEKYH/IbI alllIapATHBIM JIBUKKOM, YeM MHTEHCUBHO T0JIb-
3YIOTCSI COBpeMeHHbIe pa3paboruvku urp. KoHeuHo, B mpoiiecce CO3MaHUS MOJENN
MOTYT GBITh UCMIOJIB30BAHBI JTIOOBIE METOAUKN MOJECTMPOBAHUS U TIPEACTABICHUS WH-
hopmanuu, HO B pesyJibraTe MporpaMMa U arapaTHbI BU3yagu3atop OyayT X mpeod-
Pa3soBBIBATh B HAGOP M3 CAMbBIX TIPOCTHIX TPEYTOJIBHUKOB.

B niporiecce MozieIMpoBaHUs TAKUX CIOKHBIX MOJIesIel, Kak U@ poBoii mepcoHax,
HEOOXOMMO YYUTBIBATH MTOCIEAYIOIINE OTIEPAI[NY HAHECEHUST TEKCTYPHBIX KapT U Jie-
(hopmaruio reomeTpun B mpoiiecce aHMMaIUKM. ITO BAXHO, TaK KaK IPU aHUMAIUU
MOJIeJI MOTYT BO3HUKHYTH HeKeJaTesbHble NCKaxkeHus reomerpun. 1Ipu cozmanunm
OpraHmvecKkux Mojeseil mpodeccruoHasbl MOJECJUPOBAHNS HACTOSITEIbHO PEKOMEH-
JYIOT UCIOJIb30BATh YETHIPEXYTOJBHUKY, U €CU Oy/AeT TPUMEHEHO CrIaKWBaHUeE,
a TaksKe BBITIOJHEHA oTiepalius skinning, 9To M03BOJUT U3beskath MpobJeM B Iporecce
AHUMAIIVH.

Pebpo

BepluuHa

Puc. 1.1.2. OCHOBHbIE 31IEMEHTHI
TPeyronbHOro NPUMUTMBA



Takue npusoxkenust, kak Autodesk Maya, IpeIocTaBISIIOT MOJIB30BATEIIO TPOCTHIE
HMHCTPYMEHTBI JIJIST BHITOJTHEHHSI TECCEISATINT TEOMETPUY, KOT/Ia Ga30Bast MOJIEITb CrJIaKU-
BaeTCs, a 32 CYET TTOBBIIIEHUS JIeTATM3AINH YCTPAHSIOTCS HEPOBHBIE KPas ¥ PE3KUE YTJIbL.
Pucynok 1.1.3 Harigano 1eMOHCTPUPYET BJAUSHUE CIIIAKUBAHUSA HA TEOMETPHIO MOZIEITH
rosiosbl. Ha wiutioctpariuu A npusezie nmpuMep 6a30Boil MOJIENH, CO3AHHON XyI0KHHU-
KOM KakK OCHOBa. B Hell HeMHOTO MOJIMTOHOB, HO OHA aIAIITUPOBAHA O] TTOCeAyTolIee
CTJIa’KMBaHUE M CO3/IaHMEe CHAPSKEHUS 17 aHUMAIluu. B Moziesin IpakTH4YecKu OTCyT-
CTBYIOT SBHBIE TPEYTOJbHUKHN M CIOKHbIE MHOTOYTOJIbHUKU. DTO MTO3BOJIIET AJITOPUTMY
CTJIQ’KMBAHUS TPABUJIBHO BBITIOTHATD IOIPa3/iesieHue oBepXHocTH. B pesyibrare noce
OJIHOKPATHOTO CIIAXKUBAHUS MOJIEIN Obla TToJTydeHa 6oJiee eTaM3upOBAHHAS U T/
Kas MoBepXHOCTh Mojiesn (mimoctpanud B). CooTBeTCcTBEHHO, TPU UCTIONIB30BAHUY JIe-
dhopmaiu reomMeTpur Ha OCcHOBe KapT cMerenus (displacement mapping) Bospacraer
HEOGXOIMMOCTD B TIOBBIIIEHUH TIJIOTHOCTH TEOMETPHH U IeTAIM3aIIU .

Puc. 1.1.3. Mogenb ronosbl LMGPOBOro NepcoHaxa,
co3[aHHas C y4eToM npasui Tonosornm

Eme ona ocroBononaraiomas rexaosorus Mmogeaupoanns — NURBS-noBepxno-
ctu (Non-uniform rational Bezier spline). B 60-x rogax XX cToJieTHsi BHyTPH KOMIIa-
Huii «Pero» u «Cutpoen» 6b11n pa3spaboTaHbl METOIBI TTOCTPOEHUS CIOKHBIX TOBEPX-
HOCTell Ha OCHOBE KPUBBIX M KOHTPOJBHBIX TOUYEK. Tak Kak KOMIAHUU KOHKYPUPYIOT
MesKLy co00it, To TomIbKO criermaiict «Pernos IInep Besne (Pierre Etienne Bézier) ormry-
GJIMKOBAJI CBOU UCCJIEOBAHUS, UTO U OCTYKIIO BKIIOUEHUIO €70 UMEHU B Ha3BAHUE
TEXHOJIOTUH, a TaK)Ke orepeanao KoHkypeHToB. Ho B To ke Bpems [lonem ne Kactenn-
o0 (Paul de Faget de Casteljau), pa6orasimm B komnanuu «Curpoens», 6611 paspabo-
TaH QJITOPUTM MTOCTPOEHUS U JIeJIeHUS KpUBOH be3be, Tak Ha3bIBAEMBIH «AJITOPUTM Jie
Kactembxos.

WNucrpymenTsl, peasinzyemMbie Ha ocHOBe KpuBbiX beabe 1 NURBS-moBepxHocTeii,
JIOCTaTOYHO TTPOCTHI, HO B TO K€ BPEMSI MO3BOJIIOT CO3/IaBATh TIJTaBHbIE (POPMBI, TIPH-



Puc. 1.1.4. Npumep npocton NURBS-noBepxHocTn, co3paHHon B Autodesk Maya

CYII¥e B TIEPBYIO OYEPEb aBTOMOOMIIAM, KOPAOIsAM, CAMOJIETAM U KOCMUYECKUM aTl-
maparam.

YipaBieHne KPUBON WM TIOBEPXHOCTHIO 0OECTIEUMBAETCS 32 CYET CIEIHATBHBIX
KOHTPOJIBHBIX TOYEK, a C ITOMOIIBI0O NHCTPYMEHTOB PasieseHus, (POPMUPOBAHUS OT-
BEpCTHil, 0GBEANHEHNST U APYTHX BB MOJKETE CO3/[aBaTh J00yio dhopmy. MHOTHE CH-
CTEeMbl BU3yaJM3alliy Ha TEKYNUIl MOMEHT moiyduau cBoio peasmsannio NURBS-
TIOBEPXHOCTEN, W TPU BU3YAJIU3AIUU TPEXMEPHBIX CIIEH TPAHCJSTOP BBIOIHSIET
9KCIOPT Mozen n3 3D-makera B Moep;KUBAEMBIi BU3yaIn3aTOpPOM opMaT Ipe-
craBienuss NURBS.

Kaxzprit 13 mpeicTaBIeHHBIX METOJOB MOIEIUPOBAHMS U IPEICTABIEHUS Teo-
Mmerpun (nosmronsl 1 NURBS) o6iagaer ¢cBoMMy IOCTOMHCTBAMU W HEJOCTATKAMM.
B konrie 70-x tomoB XX CcTONETHST HAYATINCh UCCTENOBAHUS 1 Pa3paboTKa HOBOTO Me-
TO/Ia MOJIETUPOBAHUS U TEXHOJOTHH, OOBEAUHSAIONIEH TOCTOMHCTBA 06EMX METOMNK,
TaK Ha CBET MOSIBUJIACH TEXHOJIOIMsI MOAPa3AeNeHHbIX noepxHocrei (Subdivision
Surfaces). [laHHas TEXHOJIOTHS PEATHU3YET METOAUKY TIPEACTABIECHUS CTJIAKEHHBIX TI0-
BEpXHOCTEN 4epes crenuduKauy rpyboro pasieieHus: JTUHEHHON ITOJUTOHATbHON
TeOMETPUHU Ha OTAeTbHbIe YacTh. CTiakeHHas TIOBEPXHOCTh MOKET OBITh BHIYMCICHA
U3 OT/eJBbHBIX YYaCTKOB TEOMETPHH KaK OTPaHWMYEHHBIH MM PEKYPCUBHBIN TIpoliecc
MO/IPA3/IeIeHNsT Kask/I0N TPAHU TIOJUTOHA Ha 60Jiee METKUe TPAHH, UTO JIyUIlie alpoK-
CUMIPYETCS B CTIAKEHHYIO TIOBEPXHOCTb.

Ecim mpuMeHATH Crila)kuBaHne Ha OCHOBE MOPas/ie/IeHHBIX TIOBEPXHOCTEH K MPO-
crefineMy MPUMUTHBY, TAKOMY Kak Ky0, 32 CIET YBEJINYEHUST ITOTHOCTH TPAHel ¥ CTJia-
JKMBaHUS JaHHBIA 00beKT Oyzaer npeobpasosan B cepy. Ha puc. 1.1.5 npeacrasieH
TaKoi npuMep, Koraa oObraHbIi Ky6 (cube), cocrosimmii us 6 rpaneii, ¢ IOMOIIBIO CIJIa-
JKUBAHUS Ha OCHOBE MOBEPXHOCTEN Mofpaszienenns 61 mpeodbpasosan B chepy. Ha
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