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Ot u3partenbCTBa

OT3bIBbl U NOXenaHusa

Mgl Bcerza pazbl OT3bIBaM HallMX yMTaTenei. Pacckakute HaM, 4YTO Bbl lymaeTe
00 3TOJi KHMUTEe — UTO OHPABUIOCH UJIM, MOKET ObITh, He TOHPABUI0Ch. OT3BIBbI
BayKHBI JIJISI HAC, UYTOOBI BBIITYCKATh KHUTYM, KOTOPbIEe OYIYT MIJIsI BAC MaKCHMMaabHO
M1OJIe3HbI.

Bbl MoXeTe HammcaTh OT3bIB Ha Hallem caite www.dmkpress.com, 3aiasi Ha
CTPaHULY KHUTU M OCTaBUB KOMMeHTapuii B pasgene «OT3bIBbl U PEIeH3UN».
Taxske MOKHO MTOCJIATh MMCbMO [MIABHOMY peIaKkTopy 1o agpecy dmkpress@gmail.
com; MPU 9TOM YKa)XXUTe Ha3BaHMe KHUTYU B TeMe MUCbMa.

Ec/11t BBI IBJISIeTECHh SKCIIEPTOM B KaKOii-11160 06/1acTyi ¥ 3aMMHTepeCcOBaHbI B Ha-
MMCcaHUM HOBOJ KHUTM, 3aTlOJHMTe (opMy Ha HalleM caiiTe Mo aapecy http://
dmkpress.com/authors/publish_book/ Miu HanuiuTe B U3LATENbCTBO O agpecy
dmkpress@gmail.com.

Cnucok oneyaTok

XOTS MbI IPUHSIIM BCE€ BO3MOXKHbBIE MEpBI JJIsI TOTO, YTOObI 00€CIIEeYNUTDh BhICO-
KOe KauecTBO HalllMX TeKCTOB, OIIMOKM BCe paBHO ciaydyaioTcs. ECiv Bbl HalimeTe
OIMOKY B OOHOV M3 HAIIMX KHUT, MbI OyIleM OYeHb 06J1aroapHbl, €CJIM BbI CO00-
/Te O Heli TTaBHOMY pefaKkTopy Mo aapecy dmkpress@gmail.com. Coenas 3To,
BBI M30aBUTe APYTUX UMTATENEl OT HeJJOTIOHMMAaHMS U TTIOMOSKETe HaM YIyUIIUTh
MoC/IenyIoie U3AaHus 9TO KHUTH.

HapyweHue aBTOpCKUX npas

[IupaTcTBO B MHTEPHETE MO-TIPesKHEMY 0CTaeTCsl HACyIIHO mpobiemoii. i3gaTens-
cTBO «IMK IIpecc» 04eHb cepbe3HO OTHOCUTCS K BOIIPOCAM 3alUThl aBTOPCKUX IIPaB
U INLIeH3MPOBaHMs. ECJIV BbI CTOJIKHETECH B MHTEPHETE C HE3aKOHHO ITyO/IKaIein
KaKOM-T160 13 HAIIMX KHUT, TOKATYIICTa, IPUIIUINTE HAM CChUIKY Ha MHTEPHET-pe-
CYpC, UTOOBI MbI MOTJIV TIPUMEHUTH CAHKI[M.

CcpUIKy Ha MOA03PUTENbHbIE MaTepuasabl MOXKHO MPUCIATh MO afgpecy JIeKT-
pOHHOI mouThkl dmkpress@gmail.com.

MbI BBICOKO II€HMM JII00YIO TTOMOIIbL IO 3al/Te HaIlMX aBTOPOB, Giaromaps
KOTOPOJ Mbl MOXEM TPeNoCTaB/sITh BAM KaueCTBeHHbIe MaTepuasbl.
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lNpeaucnoBue

Autodesk 3ds Max 2024

Iob6po noxkanoBaTsb B Mup Autodesk 3ds Max, mporpaMMHOro nakera Jijist 3D-mo-
IenMpOoBaHMsI, aHMMaIlMM U peHIepuHra, paspadoranHoro Autodesk Inc. O mu-
POKO MCITIO/Ib3YeTCSI apXUTEKTOpaMM, pa3paboTumKaMyu UTP, CIIelUMaanucTamu mo
BU3YyaIM3aUUM Ou3aiiHa U XYLOKHUMKAMM 10 BU3yaIbHBIM 3ddexram. [lnpoxuit
CIIEeKTP MHCTPYMEHTOB MOJe/IMPOBaHMS U TEKCTYPUPOBAHMS JejlaeT ero uaeanb-
HO¥ TiaTgopmoii myis 3D-MomenepoB ¥ aHMMAaTOPOB. UHTYUTUBHO IOHSITHBIN
MOJIb30BATEIbCKUI MHTEpdEC U MHCTPYMEHTHI pabouero mpouecca Autodesk 3ds
Max yrpocTuiiu paboTy CIelaayCcToB 110 BU3yaan3auumn aAu3aiHa.

«Autodesk 3ds Max 2024: Co3gaHue 00beKTOB ¥ MaTepPUaJI0B» — ITO yuesb-
HJK, OCHOBAHHbIN Ha YU4eOHBIX TTOCOOMSIX, KOTOPbIVi 3HAKOMUT YnTaTenei ¢ PyHk-
uyssvu 3ds Max 2024, TakMMM Kak MoJieJiMpoBaHue, TeKCTypupoBaHue, OcBelle-
HMe, aHMMauus U peHaepur Arnold, 3pbeKTUBHBIM U MTPOCTHIM CITOCO60M. ITOT
YU4eOHMK TTIOMOKET YUTATENSIM PACKPBITh CBOI TBOPUECKMIT TOTEHIIVAT U CO3/1aTh
npocteie 3D-Momeny u aHUMaIMKU. YUeOHUK TTOMOKET yUal[UMCsI C JIETKOCTbIO
BOIUIOTUTB CBOE BOOOpakeHMe B peajbHOCTD.

OcHOBHbBIE 0COOEHHOCTH 3TOr0 YUeOHMKA CeIyIoNINe:

® IIOAXO0[ K O0yUEHMIO.
ABTOp Ha IPOTSKEHMM BCEr0 yueOHMKa UCIIOAb3YeT ITOIX0 I, OCHOBaHHbII Ha
MOIIATOBBIX MHCTPYKLMSIX X METOe 00yUeHMS uepes MPaKTUKY. DTOT IHOIXO],
[IOMOTAaeT IT0/Ib30BaTeNSIM C JIETKOCThIO CO34aBaTh 3D-Momenn 1 aHuMalun
B yUeOHBIX 3aaHUSX;

® IIPOEKThbI, OCHOBAHHBIE HA MOJE/ISIX PeaJIbHOTO MUpa.
ABTOp MCIOMb30BAaJ ISITh MPOEKTOB, OCHOBAHHBIX HA MOJIEJISIX PeaJbHOTO
MMpPa, KOTOPbIE ITO3BOJISIIOT ITOIb30BATEISIM IPUMEHSITh HABBIKY, M3YUEeHHbIE
B TekcTe. Kpome Toro, ects 21 yrpakHeHMe, KOTOPbIE MOTYT MCIOIb30BaThCS
YUTATENSIMU JIJIST OLIEHKM CBOUX 3HAHMUIA;

® 3aMEeTKM ¥ COBETBI.
HoronHuTenbHast MHGOPMAIMs, CBI3aHHAs C pPa3JIMYHbBIMY TeMaMU, TIPeno-
CTaBJISIETCS TTOIb30BATENSIM B BUIE 3aMETOK ¥ COBETOB;

® IeJy O0yYeHMsI.
Ha mepBoit cTpaHulle Kaskaoii IJIaBbl Pe3IOMUPYIOTCS TEMbI, KOTOPbIE pac-
CMaTPUBAIOTCS B [JIaBe. DTO IIOMOTaeT I0JAb30BaTe/ISIM JIeTKO OPUEHTUPO-
BaTbhCS B TeMe;
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® TECT /I CAMOIIPOBEPKM, KOHTPOJIbHbIE BOIMIPOCHI U YIIPAKHEHMSI.
Kaskmast rmaBa 3aKaHUMBAaeTCs] TECTOM CaMOOIIEHKM, UTOObI IT0JIb30BATE N
MOI/IM OL[EHUTD CBOJ YPOBEHb OCBOEHMs Ii1aBbl. OTBETHI HA TECT JIJISI CAMO-
MIPOBEPKM JaHbl B KOHIIE IJ1aBbl. Kpome TOro, B KOHIIE IJIaB JaHbl KOHTPOJIb-
HbI€ BOIIPOCHI U YIIpaskHeHMs. KOHTPO/IbHbIe BOIIPOChI MOTYT MCIIOIb30BaTh-
sl IperogaBaTesiMu B Ipoliecce 06ydeHns ' .

CumBoOnbI, UCNONb3yeMble B y4eOHUKe

@ MNpumeuaHue
Aesmop npedocmassisem nons3o8amensiM 0ONOJHUMENbHYIO UHGOpMayuio 00
o6cyxdaemoti meme 8 8ude 3amermox.

CoBer
O CneyuanvHas uvgopmayus u memodst npedocmasisiomcs 8 sude co8emos, Ko-
mopsle NoMozaiom noesviCums 3GexkmusHocms pabomol nois3osameeti.

HoBoe
W) Aemop npedocmasus 3mom cuMoa psi0OM C HOBbIMU YUeOHbIMU 3A0AHUSMU,
006as1eHHbIMU 8 IMOM U30AHUU YUeOHUKA.

[ YnyuweHo
“a) Asmop npedocmasun 3mom cumeon psoom ¢ memamu, Komopoie GviIU YIyU-
leHbl.

CornaweHus o popmaTMpoBaHumn, UCNONb3yeMble
B yueb6HUKe

CHMCOK coTrnalleHuin o d)OpMaTI/IpOBaHI/H/I, VICITIOJIb3YEMBIX B 3TOM y‘{e6HI/IKeI

e Ha3BaHMS MHCTPYMEHTOB, KHOIIOK, [TApaMeTPOB ¥ MeHIO BbIIe/IeHbI SKUPHBIM
mrpudtom. IMpumep: nucrpymeHt Select and Move, kHorika Geometry, mma-
pameTp Multiply, meHio Create u . 1.;

® Ha3BaHMS AMATOTOBBIX OKOH, BBIIAAAIOIINX CIIMCKOB, OKOH, ITepeKJaTe-
Jieil, CIMHHEePOoB, o61acTei 1 (haskKOB TaKKe BbIAeIeHbI SKUPHBIM HIPUQPTOM.
Ipumep: nuanoroBoe OKHO Save, BblMajgawIuit criucok View, repekiioua-
tenb Frames, quanorosoe okHo Material Editor, okHo Track View — Dope
Sheet, cnuuHep Size, o6macTs Mapping, dbnaxkok Save File u T. 1.;

® 3HaueHUs], BBeJIeHHbIE B CIIMHHEPbI, BbIIEJI€HbBI KUPHBIM HIpuUdTOM. [Ipumep:
ycTaHOBUTe 3HaueHue 0.5 B cimHHEpe Amount;

® IIyTh, MCIIOJIb3YEMbIi1 IJIT JOCTYIAa K MHCTPYMEHTY U3 CTPOKU MEHIO, BbI/ie-
JIeH KUPHbBIM mpudToM. [Ipumep: Boi6epuTe Tools > Align > Normal Align
B CTPOKE MEHIO;

e yMeHa (aityioB BbiIeseHbl KypcuBoOM. [Ipumep: c05_tutl_start.max.

OTBeThbI Ha KOHTPOJIbHbIE BOIIPOCHI B OPUTMHAIBHOM U3IaHUN He TIPUBOISTCS. — [Ipum.
peo.
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CornaweHus 06 UMeHOBaHUAX, UCNONIb3YyEMbIE
B yueb6HUKe

CornamreHust 06 MMEHOBAaHIH, UCIIOJIb3yeMbI€ B 3TOM y‘leGHIAKe, npencTraB/I€HbI
HIXKe.

MHcTpymeHT (Tool)

Ecnu nipu BeiGope 3neMeHTa Ha naHeny komana Command Panel win Ha riaB-
HOIt maHenu nHCTpyMeHTOB Main Toolbar Bbi3piBaeTcst KOMaH/Ia OJ1s CO3LaHMSI/
penmakTMpOBaHMS 00bEKTa UM BBITIOTHEHMST KAKOTO-I100 IeiiCTBYS, TO 3TOT AJie-
meHT Ha3biBaeTcs Tool. Hanpumep: nacTpymeHT Select and Rotate, mHCcTpyMeHT
Render Setup, nucrpymeHt Align, nucrpymeHt Mirror u T. 1.

BoiasuxHoe meHio (Flyout)

Eciu npu BbI30Be MHCTPYMEHTa OTOOpaXkaeTcsl MEHIO C IapaMeTpamMy, UMero-
MU CXOXune (byHKI_U/H/[, TO TaKOe€ MEeHIO Ha3bIBaeTCs BBIABV)XKHBIM MEHIO, MJIN
dnaitayrom'.

Kesagpomenio (Quad Menu)

KBazpomeHio® obecrieunBaeT OGbICTPBIN JOCTYI K YaCTO MUCIIOIb3yeMbIM KOMaH-
IlaM, CBSI3aHHBIM C TEKYIIMM BbIOOPOM 0OGBbeKkTa. [Ipu Ieuke mpaBoil KHOMIKOIA
MBIIIN TT0 06bEKTY OTOGpaskaeTcst KBaIpoOMeHI0, Kak IToKa3aHo Ha puc. 1. HekoTo-
pble mapaMeTphl B KBaJPOMEHIO MMEIOT CTPeJIKY C MpaBoii cTopoHbl. Eciiu HaBeCcTU
KypCcoOp Ha Takue rapaMeTpbl, OTOOPA3UTCS KacKaJHOe MEHI0, B KOTOPOM OymyT
IOKa3aHbl OMTOTHUTE/IbHbIE TTapaMeTpbl, CBSI3aHHbIE C BHIOPAHHBIM ITapaMeTpPOM,
cm. puc. 1.

Ounanorosoe okHo (Dialog Box)

B nuanoroBom okHe 111 0603HAUEHMS €T0 KOMITOHEHTOB MCITOJIb3YIOTCS pa3HbIe
TepMMHBI. VICIT0/Ib3yeMble TEPMUHBI CM. Ha PUC. 2.

KHonka (Button)

OneMeHT B IMaJilOTOBOM OKHe, MMEWIINiI TIPSIMOYTrojibHyI0 opMy, Ha3bIBaeTCs
KHomKoii. Hanpumep, kHonka OK, kHomnka Cancel, kHomka Save U T. II., CM. puc. 3.

B oduinanbHbIX IepeBOgax 0ObIYHO MCIIOAb3YETCSI TEPMWH «BbIIBIKHOE MEHIO», OJ[HA-
KO B mIpodeccroHasibHOM COOOIIECTBE, B PA3IMUHbBIX TOCOOUSIX, B TOM UMCIIe BUAEO Ha
Youtube, akTMBHO MCIIOIb3YeTCSI TEPMUH «biiaitayT». [I0CKOIbKY TEPMUH «BbIIBVKHOE
MEHI0» B TaHHOM I10CO6MM YIIOTPEO/ISIETCST Upe3BhIUAiHO YaCTO, UTO 3aTPYIHSIET BOC-
MIpUSITIE TEKCTA, @ TAKKE C yUeTOM TOTO, UTO MTOXO0sKask KajJbKa C aHTJIMIICKOTO «POJIIayT»
MPUMEHSIeTCST B 0MIMaIbHbIX T0co6Msix 1Mo 3DsMax dupmbl Autodesk, B jaHHOM 13-
OaHWUM, HapsSITY C «BBIABVKHBIM MEHIO», IIPEVMYIECTBEHHO MCITONb3yeTcst «diaiayT». —
Ipum. peo.

B nureparype Takke yIIOTPeOISIIOTCS TEPMUHBI «<KBaJPATHOE MEHIO», «4eThIPeXCEKIIM-
OHHOEe MeHI0». — [Ipum. peo.
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Puc. 1. KsadpomeHito,
omobpaxaemoe npu wenyke npasoli KHONKoU MbllU
8 obnacmu npocMompa

ﬂ Render Setup: Scanline Renderer — O X

KHonka (Button)

PackpbiBatoLLiics cricok
(oropouns)
Bknapka (Tab)

Ponnayr (Rollout)

Mepeknioyatens
(Radio button)

—  Onaxok (Check box)

CnmHep (Spinner)

Puc. 2. Pasnu4Hsie mepMUuHsl,
ucnons3yemeie 015 onyuli 8 UAN02080M OKHE
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Select From Scene

Select Display Customize

Puc. 3. KHonku 8 0uano02080M OKHe

0603peBatenb cueHbl (Scene Explorer)

O603peBaresib ClIeHbI UCIIOMbB3YETCS 11T TPOCMOT-
pa, BeibOpa M COPTUPOBKYM 00BEKTOB. OH TaKKe
MpUMeHSsIeTCsl [IJisi TleperMeHOBaHMsI, yaaneHusl,
IPYIIIMUPOBAHUS, 6IOKMPOBAHMS U CKPBITUS 06B-
ekToB. O603peBaTesib CIIeH M0 YMOJYaHUIO 3aKPeTI-
JIeH B JIeBO# yacTu uHTepdeiica B paboueit 061acTn
110 YMOJTYaHUIO, CM. PUC. 4.

Boinaparowmii cnucok (Drop-down List)

Boeimamarwomuii CIMCOK — 3TO COMCOK, B KOTOPOM
CrpynnupoBaH Hab6op mapameTpoB. C ITOMOIIbIO
3TUX OMLMI Bbl MOXKETe 3aaBaTh pa3JMyHbIe Ia-
paMeTpbl. Bl MOkeTe OTIpeneauThb BbINAAA0NNA
CMMCOK IO 3HAYKY CTpeJKU BHU3. Hampumep, Bbi-
najgaiouuii CIIMcoK, Haxomauuiics B o6mactu Out-
put Size, cMm. puc. 5.

MapameTtpbi (Options)
l'IapaMeprI, W Onnuun, — 3TO 3JIEMEHTBI, JOCTYII-

HbI€ B KOHTE€KCTHBIX MEHIO, BhITIaAal0INX CIIMCKaXx,
JANAJIOTOBbLIX OKHAX U T. 0., CM. pUC. 6.

OkHo (Window)

OKHO COCTOUT U3 PA3IUIHBIX KOMIIOHEHTOB, TAKUX
KaK MHCTPYMEHTbI, KHOTIKU, [JTaBHOE MEHIO U T. J.
B Autodesk 3ds Max AOCTYITHbI pa3/JIMYHbI€ TUIIBI
oKoH. Ha puc. 7 mokasano okHo Track View — Dope
Sheet.

<

Puc. 4. O6o3pesamens cuyeHbl
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Puc. 6. [Tapamempebi, omobpaxaemsie
8 8bINadarWemM cnucke

Puc. 5. Boibop napamempa
U3 8bINAOAILWE20 CNUCKA

1B Track View - Dope Sheet - m| X ‘

Puc. 7. OxHo Track View - Dope Sheet
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IMocne 3asepuieHus Kypca 6l cMoxiceme:

e noHumamo uHmepgetic Autoduk 3ds Max;

e ynpasnsims co30anvuem u pedakmuposaHuem o0seKmos;

* UCNOMB308AMb U HACMPAU8amMs 20psauue Kaasuuiu 8 Autodesk
3ds Max;

e HACMPAUB8AmMs Yeema 1eMeHM08 CYEHbL.
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Hauano pa6otbl c Autodesk 3ds Max 15

BBEAEHWE B Autodesk 3ds Max 2024

Io6po noxkanoBatsb B Mup Autodesk 3ds Max, mepeoBOro MpUIOKEHNS, KOTOPOe
MICIIONb3YeTCs AJISI CO3MaHMsI HeIOABYDKHBIX MIM aHMMMUPOBAHHBIX 3D-Momerneit
11 00beKTOB. C ITOMOIIIBIO 3TOTO MPUIOKEHMS Bbl MOKETE CO3aBaTh PeaauCcTud-
Hble CIIeHbl, U3MeHss 06beKThI, HaCTpauBas MaTepuasbl ¥ IPUMEHsS MaIlIuHr!
IIpY CO3IAHUM CLIeHbI, J0OABIISS 11 Hee OKPYKAIOUIYIO Cpedy, YCTaHaBIMBast MC-
TOUHMKM CBeTa, KaMephl U T. [. [lepen paboroit ¢ Autodesk 3ds Max BbI OJIKHBI
MMeTb 6a30Bble 3HAHMSI O PA3/IMUHBIX MHCTPYMEHTAX M KOMaHAaX, JOCTYITHBIX
B 9TOM IIPOTPaMMHOM obecIieueHu. B JaHHO I7aBe Bbl y3HaeTe 06 OCHOBHBIX
dyukiuax Autodesk 3ds Max.

HAYAJIO PABOTbI C Autodesk 3ds Max

CHauajia BaM Heo6xoaumo ycTaHOBUTh Autodesk 3ds Max 2024 Ha CBOJi KOMITbIO-
Tep. [Toc/ie ycTaHOBKM IIPOrpaMMHOI0O obecrieueHust Ha paboueM CTo/ie aBTOMaTH-
yecky OyzeT co3maH spibik 3ds Max 2024. [IBaKIbl KJIMKHUTE 3TOT 3HAYOK, UTOOBI
3anyctuTb Autodesk 3ds Max. Kpome Toro, Bbl MoskeTe 3anycTuTh Autodesk 3ds Max
13 MeHIo Start. [IJi1 9TOTO Ha’kKMUTe KHOIIKY Start Ha rmaHeny 3amay, YTOObI OTO-
O6pa3uTh MeHIo Start, a 3aTem BriGepuTe Autodesk > 3ds Max 2024, cm. puc. 1.1.

= = Productivi
AnyDesk s 4

AutoCAD Electrical 2024 - English e d 06 Westese
6 Outlook
Autodesk ~
Microsoft 365.. Mail [~}
B 3ds Max 2023
ﬂ 2ds Max 2023 - Brazilian Portuguese
ﬂ 3ds Max 2023 - English e n g

Microsoft Edge  Photos Microsoft To...
ﬂ 3ds Max 2023 - Franch
Explore
ﬂ 3ds Max 2023 - German

Play music you
ﬂ 3ds Max 2023 - Japanese love. No credit

cards.

ﬂ 3ds Max 2023 - Korean
Microsoft Store [l AN =4

ﬂ 3ds Max 2023 - Simplified Chinese ;
- Elo
3ds Max 2024 .
- B 4 @-s

g 3ds Max 2024 - Brazilian Portuguese

X

Movies & TV Solitaire & Ca... Play
E 3ds Max 2024 - English

g 3ds Max 2024 - French

& B O

B 3ds Max 2024 - German

E 3ds Max 2024 - Japanese

G

Puc. 1.1. 3anyck Autodesk 3ds Max 2024 ¢ nanenu 3aday

' Manmnuur (mapping) B KOHTEKCTe KOMITbIOTEPHO rpa@ Ky 1 PEHIePUHTA — 3TO TIPOIECC

HaJIOKEHUST TEKCTYP MU APYTUX HAHHBIX HA TTOBEPXHOCTh 3D-00beKTa ST MPUAaHMS
eMy BU3YyaJIbHbIX JeTajeii, IBeTa I CBOICTB. — [Tpum. ped.
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[Tpu mepBom 3amycke 3ds Max oTo6pasmuTCs 3KpaH MPUBETCTBUS, KaK MOKa3a-
HO Ha puc. 1.2. DKpaH MPUBETCTBUS COCTOUT M3 HabGopa CJIaiIoB, COmepIKaIUX
MHGPOPMALINIO JJIs1 HOBBIX M0JIb30BaTeel, KOTOpas MOXKeT BIOXHOBUTD UX U I10-
MOYb MM HauaTh paboTy. ECJiv Bbl HE XOTUTE BUAETb 3KpPaH NMPUBETCTBUS MPU
wtepyooiiemM 3amycke 3ds Max, caumuTte ¢uiaskok Show this Welcome Screen at
startup (IToka3piBaTh 3TOT 5KpaH MPUBETCTBUS MPU 3aITyCKe), paCIOJ0KEeHHbIN
B HIDKHEM JIEBOM YIJTY 9KpaHa. Bbl MOkeTe BEpHYTb SKpaH IPUBETCTBHUS B JTI000€
BpeMs, BoibpaB Help > Welcome Screen B cTpoke MeHIO.

“3DS MAX

Create amazing worlds in 3ds Max®

Puc. 1.2. 5xpaH npusemcmeus 3ds Max

CO3O0AHUE HOBOTIO ®AMJIA B Autodesk 3ds Max

Yro6bl co3maTh HOBbIN (aiin B Autodesk 3ds Max, B cTpoke MmeHIo BeibepuTe File
> New; B uHTepdeiice 3ds Max MmosiBUTCSI HOBbIN (daiii. HoBblil daiil ouncTuT
BCe comepskuMoe Tekymiero daitaa. Bel Takske MoskeTe HaXKaTh COUeTaHMe KIaBUIIT
Ctrl+N; orto6pasuTcst nuamorooe okHo New Scene, Kak mokasaHo Ha puc. 1.3.
ITo yMo/IUYaHMIO B 9TOM AMaJIOrOBOM OKHe BbIOpaH mepekiouatesnb New All. Ha-
skmuTe KHOTIKY OK; 0TO6pasuTcs HOBbIN daii.

BbI Tak:Ke MOYKeTe ITOBTOPHO MCI0/Ib30BaTh 00bEKThI M3 TEKYIIeil CIIeHbI B HO-
BOJ cuieHe. Beibepute nepexkinouatesns Keep Objects B guanoroom okHe New
Scene, 4TOOBI COXPAHUTH TOMBKO 0OBEKTHI U3 TEKYIIEN CIIeHbI IJISI HOBOTO (aiiia.
MMmeliTe B BUIY, UTO IIPU BbIOOpE ITOTO MepeKIovaTesss BCe KUY aHUMAIUU
U CBSI3Y MEXKIY 00beKTaMy OyIyT HOTepsiHbI. UTOOBI COXPAHUTb OO'bEKTHI U CBSI3U
MeXAy HMMMU, BbioepuTe nepekmouarens Keep Objects and Hierarchy. OgpHako
¥ B 9TOM CJTyyae KUY aHMMAaIUM BCe ke OyayT yaaJeHbl.

[Tepen Hauanmom HOBOJ cieHbl B Autodesk 3ds Max pekoMeHIyeTCsI COPOCUTH
Autodesk 3ds Max 1 HauaTh 3aHOBO. Clie/1aB 9TO, BbI cOpachIiBaeTe BCe HACTPOIKMA
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HOBOI/ CII€HBI 10 3HaUeHUIi 110 yMmonuaHuio. Ytobsl c6pocutsh Autodesk 3ds Max,
BbiOepuTe Reset B meHIo File; oTo6pa3utcs okHo coobiieHust 3ds Max, Kax I1o-
Ka3aHo Ha puc. 1.4. B okHe coobuieHust 6yeT 3aiaH BOMPOC, NeiiCTBUTETbHO JIN
BbI XoTUTe cOpocuTh 3ds Max. Haskmute KHOIKY Yes; 3ds Max 6ymeT cOpoIeH.

ﬂ ‘MNew Scene [4 x 3ds Max ? X
Options:
Keep Objects and Hierarchy @) Do you really want to res
Keep Objects %
® new All

Puc. 1.4. OkHo coobujeHus 3ds Max

Puc. 1.3. [luanozosoe okHo New Scene

KOMMOHEHTblI MHTEP®EWCA Autodesk 3ds Max

Nutepdeiic 3ds Max COCTOUT U3 Pas3JIMUHBIX KOMIIOHEHTOB, KaK MMOKa3aHO Ha
puc. 1.5.

Obospesaren, [ nagHas MaHens
Manens CleHbI naenb MeHi0 H: i
laBuraumonHbii  Maxenb Ponnayt
3aronoeka VHCTPYMEHTOB Ky KoMaHg (passopauvBaeMblit paszen)
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KIK04eBOi

Puc. 1.5. Paznu4Hsie 3KkpaHHbie KOMNoHeHMbl uHmepgelica Autodesk 3ds Max

Bbl MoOskeTe HacTpamBaTh MHTepdeic pa3IMIHbIMU CIToco6aMu, OOABIISIS Mma-
HeJI MHCTPYMEHTOB, TiepeMelasi TaHeJay MHCTPYMEHTOB, TTaHe/Ib KOMaH/I, U T. II.
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WHuTepdeiic B 3ds Max noagepskuBaeT BbICOKOE pa3pelieHue, YTO TapaHTUpyeT
NpaBuJibHOE MacuTabupoBaHue MHTepdeiica AjisT HOBEMIIMX AUCILIEEB C BbICO-
KUM paspelieHneM.

BbI MOsKeTe JIeTKO HAaCTPOUTh paboyee MPOCTPAHCTBO, TepeMeIast M 3aKperIss
37IeMEeHTBI CIIeHbl, TaKMe Kak MaHe/u, OKHA, MeHIO U T. . Bbl MOXeTe 3aKpenuTh
WU CHIeJIaTh TUIABAIOIIMM JTII0007 371eMEeHT, y KOTOPOTO eCcTh pyuka. Pyuka (ame-
MEHT yIpaBJieHMs, Mapkep) o603HaueHa ABOITHOM ITyHKTUPHOI TMHME. Pyuka
MOSKET OBITh CBEPXY MJIM CJIeBa OT 3JIeMeHTa, CM. puc. 1.6.

e e Modeling |
Sphere GeoSphere L5 5
i i Modify Mode
Torus Pyramid
Teapot Plane
# = Polygon Modeling =

Puc. 1.6. Cmpenkamu ommeyqeHsl pydKu

YTo6bI CHeNaTh I€MEHT IJIaBaIOIMM, KIMKHUATE U IepeTamuTe pyduky'. [Ipu
repeTackKMBAHMM 3JIeMEHTa 0 MHTepdericy JoImyCcTMMbIe 06/IaCTY 3aKperIeHnsI
MTOACBEUMBAIOTCS CMHUM IIBETOM. ECJTM BBI XOTUTE 3aKPEITUTH JJIEMEHT, OTITYCTUTE
€ro Ha BbIIEeJIeHHO! CMHUM I[BeTOM ob6mactu. [ToMHMUTe, UTO HMaHeIu MHCTPY-
MEHTOB MOXXHO 3aKpeIuISITh TOJbKO Ha BHeIIHeM Kpae uHTepdeiica. IIpu mepe-
MellleHUM 3JeMeHTOB 10 uHTepdeiicy He BCe 3/IeMeHThI OyIyT aBTOMAaTUUECKU
U3MEHATH pasMep. THOT/Ia MOKeT MoTpe6oBaThCs pyuHast HacTpoiKa.

Iasee 06CYyKIalOTCsI KOMITIOHEHTHI MHTepdeiica 3ds Max.

Crpoka MeHI

Ctpoka meHto (Menu bar) pacrosnoxeHa IpsiMo MMOJI, CTPOKO¥ 3arososka (puc. 1.5)
M COIEePSKUT pasjinyHble BbiNaarnye MmeHo. HekoTopble 13 BbITafa0IIX MeHIO
SIBJISTFOTCSI CTAHIAPTHBIMM OKHaMM MeHIo, TakuMu Kak File, Edit, Help u . 1., B TO
BpeMs Kak ApyTiue SIBJISIOTCS BbIMagannummu MeHio 3ds Max, TakuMmu Kak Create,
Modifiers, Animation, Graph Editors, Rendering, Customize 1 T. 1. 3aT0710BOK

ITepetackuBaHue (drag) o3HavyaeT repeMeleHre MbIIIM C 3a3KaTOi KHOITKO AJIST BbI-
TIOJIHEHMSI IeICTBUSI, TAKOTO Kak MepeMelneHne, KIOHMPOBaHue Uau TpaHnchopmaiust
ob6bexTa. — ITpum. pea.
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KaskIOT0 BBIMIAJAI0IIero MeHIO YKa3blBaeT Ha Ha3HAUeHMe KoMaH/ B MeHm0. Korza
BbI BhIOMpaeTe OAMH 13 3arooBKOB MeHI0, Autodesk 3ds Max oTobpaskaeT coOT-
BETCTBYMWOLIEe BbiMagawiiee MeHw. Kaxgoe MeHIO cocTOUT M3 Habopa KOMaH,.
B BhIMafaoieM MEHI0 TOUKM MOC/Ie KOMaH bl YKa3bIBAIOT, UTO IPU BbIGOPE ITOI
KOMaH/Ibl 6YIeT IOKa3aHo JMaaoroBoe OKHO. CTpesika pSIoM ¢ KOMaH[I0i yKa3bl-
BaeT, UTO MPU HaBeJeHUNU Kypcopa Ha 3Ty KOMaHIy GymeT MoKa3aHO KacKaJHoe
MeHI0. 711 HEKOTOPBIX KOMaH/, B BHIMAJAIONINX MEHIO COUeTAHNS KIaBUIIl HAXO0-

ISITCS C TIPaBOit CTOPOHBI, KaK MMoKa3aHo Ha puc. 1.7.

Paboume npocrtpaHcTBa

Pa6ouee mpoctpanctBo (Workspace) BKiO-
yaeT MaHeaM MHCTPYMEHTOB, MEHIO, JI€HTY,
CcoYeTaHMsT KJIaBUII, KBAJPOMEHIO U TIpeJ-
YCTAHOBKM PaCKIaAKY OKOH IMPOCMOTpA. Bbl
MOSKEeTe IepeKI0YaThCsS MEXIY Pa3IMIHbIMMU
pabouMMy MPOCTPaHCTBAMM, BbIOMpas Tpe-
OyeMblil TapaMeTp 13 BbIMafaolero CimucKa
Workspaces, pacIiojioXeHHOro B IIPaBOM
BepxHeM yIiy MHTepdeiica, cM. puc. 1.5. Yro-
O6bI CO3[aTh HOBOe pabouee IMPOCTPAHCTBO,
BaM He0OXOOMMO M3MEHUTh HACTPONKU UH-
Tepdeiica o BaleMy yCMOTPEHMIO, a 3aTeM
BbIOpaTh mapameTp Manage Workspaces 13
BbINamalinero cnucka Workspaces; oTo6pa-
3UTCS IMajaoroBoe okHo Manage Workspac-
es. B 5ToM 111a10TOBOM OKHE HasKMMUTEe KHOTI-
Ky Save as New Workspace; oro6pasurcs
nuanoroBoe okHo Create New Workspace.
BBemuTe uMs paboyero mMpoCTPaHCTBA B TEK-
ctoBoMm mosie Name B o6mactu New Work-
space, a IToToM HaxkMuTe KHOIKY OK, 4T0ObI
3aKpBITh AMAJIOTOBOE OKHO. 3aTeM 3aKpoii-
Te auajgoroBoe okHo Manage Workspaces.
Temneps HOBOe pabouee MPOCTPAHCTBO OymeT
AKTUBHBIM.

MaHenu UHCTPYMEHTOB

Eendemg Customize  Scripting Content Civil Viev

Render
¥ Render in the Cloud
Open Autodesk A360 Galery
3 Render Setup... F10
ﬁ Rendered Frame Window...

Shift+Q, Shift+F9

State Sets...
Camera Sequencer...
Scene Converter...
Exposure Control...
Environment... 8
Effects...
*gi Render to Texture...
Bake to Texture...
% Render Surface Map...
Material Editor L
Material/Map Browser...
Material Explorer...
Video Post...
Panorama Exporter...
Batch Render...
Print Size Assistant...
Gamma/LUT Setup...
Render Message Window...

Compare Media in RAM Player...

Puc. 1.7. Coyemarus knasuu
8 svinadaroujemM MeHwo Rendering

B Autodesk 3ds Max MOKHO BBbI3bIBAaTh pa3/IMUHbIe KOMAaHIbl C IIOMOIIbI0 KHO-
MOK WJIY MHCTPYMEHTOB Ha MaHesnsax nHcTpymeHToB (Toolbars). ITo ymomuaHmio
Ha sKkpaHe Autodesk 3ds Max Imoka3aHa TOJIbKO IJIaBHAs MaHeIb MHCTPYMEHTOB
Main Toolbar. OgHako B nHTepdeiice 3ds Max MOXHO BbI3BaTh U APYTrye MmaHe-
JI UHCTPYMEHTOB, Takue Kak Snaps (rpuBsizku), Axis Constraints (orpanuue-
Hust oceit), Extras (momonunutenbHo), MassFX Toolbar (maHenb MHCTPYMEHTOB
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MassFX) u 1. . Takke MOXHO mepeMelaTh, U3Me-
HSITb pa3Mep U OTKPEIUISITh MX B 3aBUCUMOCTY OT I10-
TpebHocTei. UTOOBI 0TOOPA3UTD 3T MAHEIU UHCTPY-
MEHTOB, KJIMKHNUTE MPaBOil KHOIKOJ MBILIN ITYCTYIO
06/71aCTh Ha IJIABHOW MaHeNIM MHCTpyMeHTOB Main
Toolbar; oTo6pa3suTcs KOHTEKCTHOE MEHIO C Ha3Ba-
HUSIMM BCeX TTaHesIeil MHCTPYMEHTOB, KaK ITOKa3aHo
Ha puc. 1.8. Beibepure HYKHYIO ITaHeJIb MHCTPYMEH-
TOB; BbIOpPAHHAS MMaHeIb MHCTPYMEHTOB OyIeT Io-
Ka3aHa Ha sKpaHe. Takke MOKHO CKPBITH JIOOYIO U3
OTKPBITHIX MTaHeIeil MHCTPYMEHTOB, BbIOPAB ee MeT-
Ky B KOHTEKCTHOM MEHIO (MEHIO GbICTPOrO TOCTYIIA).

[naBHas maHenp uHCTpyMeHTOB Main Toolbar
obecrmeumBaeT 6BICTPHIN JOCTYIT KO MHOTUM MHCTPY-
MEHTaM ¥ AMAJIOTOBBIM OKHAaM, TakuM Kak Select
and Link (Bei6patps u npusssats), Unlink Selec-
tion (ormeHa cBsi3u), Select object (BbiOpaTh 06B-
exT), Material Editor (pegakTop MaTepuasoB) U T. I.
OTa maHesb MHCTPYMEHTOB 3aKpervieHa IpsiMo IO,
CTPOKOJI MeHI0. [Togpo6Hee 06 MHCTPYMeHTaxX, A0-
CTYITHBIX HA PA3TMYHBIX TAHEISIX UHCTPYMEHTOB, BbI
y3HaeTe B MOCAeAYOIMUX IIaBax.

MNaHenb nucrpymentos Autobackup

IManenb uHcTpymMeHTOB Autobackup pacrnonoxeHa
B MpPaBOil YaCTU TJIAaBHOW MaHeIV MHCTPYMEHTOB
B II0JIb30BAaTEILCKOM MHTepdeiice, cMm. puc. 1.5. dTa
MaHesb COOepPKUT MHCTPYMEHTHI, KOTOpbIe obecrie-
YMBAIOT JOCTYI K GYHKIMSIM aBTOMATUYECKOTO pe-
3epBHOTO KOMMPOBAHMUS. DTU MHCTPYMEHTHI 006CYK-
JLal0TCs Jajee.

= ABTOMaTHYECKOE pe3epBHOe KONUpOBaHUe

LK K

<

Customize...

¥ Command Panel

Floating Viewport - 1
Floating Viewport - 2
Floating Viewport - 3
Ribbon

Scene Explorer - Default
Time Slider

Viewport Layout Tabs

Animation Layers
Autobackup

Axis Constraints
Brush Presets
Containers
Extras

Layers

¥ Main Toolbar

MassFX Toolbar

¥ Projects

Render Shortcuts

Snap Working Pivot Tools
Snaps

State Sets

Puc. 1.8. KoHmekcmHoe
MeHt, omobpaxaemoe 0ns

npocmMompa ckpbimeix naHeneli

UHCMpyMeHmos

OTOT MHCTPYMEHT UCIIOIb3YETCS O/ BKIIOUEHMS VIV OTKITIOUeHMST PYHK-

LMY aBTOMAaTUUECKOTO0 Pe3epBHOTO KOMMUpoBaHMs. UT06bI HACTPOUTH IIPOIecc
aBTOMAaTHUYECKOIO Pe3ePBHOTO KOMIMPOBAHMSI, KIMKHNUTE 10 HEMY IIPaBOii KHOII-
KOJi MbIIIN; oToO6pasurcst auanoroBoe okHoO File Preferences (Hactpoiiku ¢aii-
j1a). B 9TOM [11a/oroBOM OKHE BbI MOXKeTe BKJIIOUUTH MM OTKIIOUUTD IIPOILIeCC
aBTOMATHYECKOTO Pe3ePBHOTO KOMMPOBAHMSI, YCTAHOBMUB COOTBETCTBYIOLINMIA
diaxkoxk.

@ CTaTyC dBTOMaTU4YeCKOro pesepBHOro konmposaHus

CraTyc aBTOMAaTHUECKOTO Pe3ePBHOr0 KOMMPOBAHMS — 9TO TaliMep o6parT-
HOT'0 OTCYeTa, KOTOPbIi IOKAa3bIBAET 3HAUEeHMe 06paTHOro OTCUeTa 4,0 3aBepile-
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