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BeepeHue

OT ABTOPA

Wpess HamucaTh BTOPYIO KHUTY, TIOCBSIIEHHYIO OJHOIM M3 CaMbIX MHTEPECHBIX
¥ IMHAMMWYHO Pa3BUBAIOIIMXCS 06j1acTeil B MHAYCTPUM KOMITBIOTEPHOI TpaduKu,
Yy MeHSI OSIBWIach IOCTATOYHO aBHO, eltle B 2010 roxy. Ho emie panbiie, B 2007 ro-
Iy, S 3aTyMbIBAJICSI O TOM, UTOOBI B3SIThCSI 3a HAIMCAHME KHUTY, TOCBSIIEHHOM MH-
CTPYMEHTaM U TeXHOJOTUSIM Bu3yanu3auyu. C OonbITOM NPUILIO OCO3HAHME TOTO,
YTO U Kak HY)XHO CJleJIaTh, @ TakKyKe MOHMMaHMe TOTO, UTO Ha PbIHKE MPaKTUIECKU
OTCYTCTBYeT IIeJIblii IIJIaCT JINTepaTypbl, MOCBsIeHHOl makeTy Autodesk Maya,
a Tak’ke MHCTPYMEHTaM M TeXHUKaM BU3yaau3aiumn.

Cucremoii Bu3yanusanuu V-Ray § MoJib3yl0Ch Ha MPOTSDKEHUM MHOTUX JIeT, U T10-
yeMy 6bI He paccKka3aTh O ee BO3MOKHOCTSIX? BeZlb JOCTaTOYHO YaCTO MOJIb30BATE N
06paIraTcs ¢ MHOXKEeCTBOM BOITPOCOB O TOM, KaK MCIIOJIb30BaTh V-Ray, Kak CBSI-
3bIBATh MEXIY COOO Ieiiepbl M MHOTYME APYTye BO3MOXKHOCTU Y MHCTPYMEHTBI
CUCTEMBI BU3yaIM3alu. DTO U MOCTYKMUJIO TOJTUKOM K Hauaay paboThl Had HOBOI
KHUTOI4, 1IeJIMKOM IOCBSILeHHOI Bu3yanu3aluu B nakete Autodesk Maya u cucte-
Me Busyanusauumu V-Ray for Maya.

S ponwiics u kuBy B ropogie Exatepunbypre, cTonuiie Ypasa, IpakKTUUYeCcKu Ha
rpanuile EBporsl 1 A3un. B chepe KoMITbIoTepHOIT rpadyky paboTaio Ha MPOTsKe-
Huu 19 ner. CBoI IMyTh MHE IOBEIOCh Ha4YaTh Kak nmpoctomy CG-xynoxxHuKy (Com-
puter Graphics), BeITIOJIHSIST pa3aMyHbIe 3aKa3bl ¥ MPAKTUKYSICh. Braromapsi aTomy
YIaJIOCh TIOJYYNTD XOPOIINI OIBIT B PA3IMUYHbIX 00JIACTSIX KOMITbIOTEPHOI rpadu-
KU U au3aitHa. Ho 061acTh BU3yanusanyum, CUCTEMHOM MHKeHePUM Y TeXHOJIOT Uit
MHe Bcerja HpaBuiach 0OJIbIIle, UTO U MOCTYKIUJIO SKeJlaHeM pa3BUBATHCS B TaH-
HOM HarlpaBJeHUMN.

Ocenbio 2007 roma 6611 OITy6GIMKOBAH MOV TTePBbIii YPOK Ha CTPAHMUIIAX OHJIATH-
skypHasia RENDER.RU, ¢ 3Toro MOMeHTa, MOKHO CKa3aTbh, Hauajaach MOSI IesITe/lb-
HOCTb B KauecTBe TexHU4eckoro nucatens u UT-xypHannucrta. Ceiiuac 0OCHOBHOe
HaTpaB/ieHle MOe€i IesITeIbHOCTY — TeOPHst KOMITbIOTEPHO rpaduKu U BU3YyasI-
3alMu, TeOpHs U MpaKTUKa 06paboTKM M306paxkeHnit, pa3paboTka pabounx mpo-
1eccoB. ITof MOMM aBTOPCTBOM M3[IaHO U OMYOJIMKOBAHO MHOXECTBO CTaTeli 1 06-
30POB, TTOCBSIIIEHHBIX TeMe TeXHOI0TUl Busyanusanuu B CG.

Ha mpoTsbkeHuM IBYX OeCSITUIeTH cobpasach OrpOMHast KOJIIEKLIMST MaTepua-
JIOB, TIOCBSIIIIEHHBIX METOaM U MHCTPYMEHTaM BU3yaausanumu coBpeMeHHbix CG-
1306pakeHNii. BOIBIIMHCTBO 13 HUX BOIILJIO B UAEI0 HaIMCAHUS KHUTY, KOTOPYIO
BbI JIEPKNUTE B CBOUX PYKaxX, I[eMKOM IOCBSIIEHHOI TeXHUKAM M MHCTPyMeHTaM
BU3yaIU3ALUN.

Taxske 51 Bemy MpoduIbHbIN 60T TTo HasBaHMeM «dimson’s Blog» — oH MOCBSI-
meH o6mM BorpocaMm CG ¥ pasaMUHbIM HOBOCTSIM M3 MMpa TeXHOJIOTuii. JIoCTy-
TIeH B CeTU MHTePHeT Mo aapecy http:;//dimson3d.blogspot.com/.


http://dimson3d.blogspot.com/
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Ha crpanunax onnaitH-xypHasia RENDER.RU ¢ Befly CBOIO aBTOPCKYI0 KOJIOH-
Ky ¥ OJIOT [jIs1 COOOIeCcTBa XyMOXKHUKOB, LIEJIMKOM ITOCBSIIEHHBI TEXHOJIOTUSIM
¥ BO3MOSKHOCTSIM COBPEMEHHbBIX MHCTPYMEHTOB BU3yaimu3auuu. JIocTylieH B ceTu
MHTepHeT 1o aapecy https;//render.ru/ru/dimson3d.

BnArogAPHOCTU

3a 6e3rpaHUYHYIO MTOAIEPIKKY I XOUY TI06/IarOfapuTh CBOMX APY3e€ii U KOJIJIET, KTO
noAAepskan Uaeto HaluCcaHusl KHUTU U TIOMOT peajin30BaTh 3ayMaHHbIe TUIaHbl.

3a OKa3aHHYIO MOAIEePKKY U MOMOIIb BHIPAsKaI0 6OJIBIIYO 61aroJapHOCTh CBOUM
IPy3bsiM, a MMeHHO: InlaBHOMY penakTopy noprasia RENDER.RU Pomany Llanuky,
Anexkcanzapy KerutsimoBy (Skif) 3a mpemocTaBieHHble UM MOZIEIU AJi CO3aHUS
WJUTIOCTpaLINii B KHUTE. Biaromapio cBoero 6;11M3K0T0 pyra U TaJIaHTINBOTO peaK-
topa Jluauio To6payeBy, MOAAEPKaBIIyI0O B TIepUo, paboThl Haf, CAOKHENIINMU
pasgenamy KHUTU. 3a IMOMOIIb B CO3AAaHUM WJUTIOCTPALIMIi KHUTK U TTIOATOTOBIEH-
Hble 06pasbl 61arogapio Ceetnany Uy6aToBy.

3a BO3MOYKHOCTb MCITO/Ib30BAHUSI COBPEMEHHBIX pellleHuii AJis1 KOMITbIOTepHO
rpaduKy U BU3yaauM3aluuy, 3a MOAIEPKKY M BO3MOXKHOCTb «HEMHOTO OIlepeskaTh
BpeMsI» BbIpaskalo 61arofapHOCTh MPeCTaBUTeNbCTBY KoMmaHuu Autodesk B Poc-
cun u mporpamme Autodesk Developer Network. 3a mogaepskky ¥ MOCUIbHYIO TI0-
MOIIIb XOUEeTCsT T06JIarofapuTh CBOUX Apy3eii u komwier u3s Autodesk Expert Elite:
Auppes IlnakcuHa u Eneny Tanxuny.

3a TeXHUYECKYIO MTOIEPXKKY U 06ecrieueHre HeoOX0IMMbIMY BbIYVCTUTETbHbBI-
MM pecypcaMiu BbIpaxkaro OTpOMHYI0 61aromapHocTh EBreHuto 3BepeBy u Pomany
Jlyuenko u3 kommanuy FORSITE. Takke 3a MOAAepskKy 1 obecrieueHrie Heo6Xoau-
MBIMM IPOTPAMMHBIMMU PeIleHUSIMH 6J1aToIapIo MpeicTaBuTeseit kommnanuy Chaos
Group, a umenHo IxxaBupa VMimanosa (Javid Imanov) u Anekcanzapa Kapakaiesa
(Alexander Karakashev).

O YEM 3TA KHUTA

KHura, KOTOpyIo Bbl JepXXUTe B pyKax, ITOCBSIIEHa CUCTeMe BuU3yanmusauuu V-Ray
ot komnauuyu Chaos Group 1 ero peanusanuu B Buze uHrerpamnuu V-Ray for Maya.
C OfHOI CTOPOHBI, 3TO MOAPOOHBIN I IO OCHOBHBIM aTpuOyTaM ¥ mapaMeTpam
CUCTEMBI BU3yalau3alyi, HO Takoke 3Ta KHUTA PaCKPbIBAET OCHOBHbIE MPUHLIMUIIBI
Mpe/iCTaB/eHNMs JAHHBIX ¥ PabGOTy OCHOBHBIX aJITOPUTMOB, UCIIOJIb3YEMbIX B SITPE
cucteMbl Busyanusanuuu V-Ray for Maya.

KHura npepcraBiieHa ceMblo I7laBaMU U TpeMsl npunoxkeHusimu. [IpuBeny kpat-
KO€ OIMCaHMe KIIYEBBIX TEM.

I'naBa 1 «CBeT u 1IBeT B KOMIIbIOTePHOII rpaduker». [lepBas riasa mnocssiie-
Ha TeoOpMuM ¥ MHCTPYMEHTaM YIIpaBJ€HMS LIBETOM B IPUJIOKEHUSX KOMIIbIOTED-
HOJt rpadMKy U MOCT-00paboTKM. B maHHOI Iy1aBe MOAPOOHO pacCMOTPEHBI TaKye
BOIPOCHI, KaK IJBETOBbIe MOJe/NM U NMPOCTPAHCTBA, CUCTEMBI yIIPaBJIeHNUS LIBETOM
B BeIyIIMX MPUIOKEHUSIX KOMIIbIOTepHOI rpaduku, npeodpazoBaHUIO 1IBETOBbIX
MPOCTPAHCTB U3 OJHOTO B IPYTO€e U BbIBOJA M300paskeHMsI Ha OUCTLIEN.


https://render.ru/ru/dimson3d
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I'naBa 2 «MlHCTpyMeHTHI BUu3yanusauum Maya». Bropas riiaBa nocssiieHa He-
nocpenactTseHHO nakeTy Autodesk Maya u peann3oBaHHBIM B ero uHTepderice MH-
CTPyMeHTaM BU3yajM3aluy TPEXMEPHBIX ClLieH. biarogaps 9Toii riaBe Bbl y3HaeTe
o peanmsanum V-Ray for Maya 1 1epBMYHOI HACTPOIIKE CUCTEMBI BU3YaTM3aLVIN.

I'naBa 3 «<Hauano pa6otsl ¢ V-Ray for Maya». TpeTbs I71aBa 1eJIMKOM TOCBSI-
meHa Havasry pabotsl ¢ V-Ray for Maya. 3mech BbI y3HaeTe 06 OCHOBHBIX 3JIEMEHTaX
MHTepdeiica, B KOTOPBIX peann3oBaH GyHKUIMOHAI V-Ray, 0 IOCTaB/IsSIeMbIX B KOM-
mekTe ¢ V-Ray for Maya fomoMHUTENTbHBIX MHCTPYMEHTAaX U UX Ha3HAauUeHUMU.

I'naBa 4 «['eomeTpusi U BBIGOPKa». B ueTBepTOil IVIaBe paccMaTpPUBAIOTCS
MIPMHIIUTIBI PAOGOTHI C rTeOMETPHEli, METOZAMM BbIOOPKY 1 KAUECTBOM BU3YaTU3UPY-
€MOT0 M300paskeHMsT; Kakue HaCTPOIKYM VMCIIOAb30BaTh JIJIST TIOBBINIEHMS] KauecTBa
CTJIRKMBAHMS U TPACCUPOBKY JTyUeli; KakKue MeTOobl pefocTasisieT V-Ray u korpma
UX 11eJ1eC000Pa3HO MPUMEHSITh.

I'nasa 5 «Illeitimepsr V-Ray». [IaTas rjaBa 1eJMKOM ITOCBsIIIleHa paboTe ¢ 1eii-
IepaMy MaTepuanoB U TeKCTYp, ocTaBisieMbix ¢ V-Ray for Maya; ocHOBHbIM MO-
JensiM 3aTeHEeHUS Y TeXHOJOTUSIM TEeKCTYPUPOBAHMSI OOBEKTOB, peaan30BaHHbIX
B V-Ray for Maya.

I'maBa 6 «KKamepsl u ocBenieHue B V-Ray». B mectoii riiaBe getaabHO ONMMCAHbI
KaMepbl M UCTOYHUKN CBETa, CBOMCTBA MCTOYHMKOB CBETA U METO/IbI TII00ATbHOTO
ocBeleHMsI, peann3oBaHHbie B V-Ray for Maya.

I'naBa 7 «BbIBOJ, M300pa>keHMi T M KOMIIO3UTUHI». B cebMoii Iy1aBe omnmca-
HbI TIPUHIIUIIBI BBIBOAA M300paskeHNIT U 3aIMCh OTIIpe/iesIeHHbIX AJaHHbIX. [logpo6-
HO paccmoTpeH ¢opmaT OpenEXR 1 IMpuBeIeHbl OCHOBHbBIE aJTOPUTMBbI CBEIEHUS
37IeMEeHTOB M300paskeHusI Ha 3Tarne kKoMmnosutuHra ¢ npumeHenueMm NUKE, a Takke
IaHO HecKojibKo npuMepoB Bo FUSION u Adobe After Effects.

ITIpunoskenue A «VcraHoBKa u pa3BepreiBanue V-Ray for Maya». 3ToT pas-
JleJl LeJIMKOM IOCBSILEH YCTAHOBKE M Pa3BePThIBAHMIO CUCTEMBI BMU3yalau3alun
V-Ray for Maya; oH 6ymeT Iojie3eH Ipu IIepexo/ie Ha HOBYIO BEPCUIO ITPOTPaMMBbl
U Sigpa BU3yanusaluMu, a Takke IJIT pa3sBepThIBaHMS Ha (epmax BMU3yaam3alymn
C omepauyoHHbIMM cucTeMaMu Linux 1 Windows.

IMpunoxkenne b «Korndurypauus V-Ray for Maya». Bo BTopom mpuioskeHnn
paccMOTpeHbl OCHOBHbIE TIepeMeHHbIe Cpefibl, UCII0Ib3yeMble IJis1 KOHpUrypauum
cuctembl Busyanmsauym V-Ray for Maya n V-Ray Standalone.

IIpunoskenue B «Ikocuctema V-Ray». KpaTkoe onmcanue skocucteMmsl V-Ray,
MHTerpaluuu B pasandyHbie 3D-MakeThl ¥ KOHBeNep rnepegauy JaHHbIX MEXIy pas-
JIMYHBIMU IPUTOKEHUSIMHA.

Bce r/1aBbI JTAaHHOI KHUTY TIPEICTABISIIOT OTAENbHbIE 061acT QYHKIIMOHAIBHO-
CTU cuCcTeMbl Busyanusaiuu V-Ray for Maya — oT HacTpoiiku 6a30BbIX TapaMeTPOB
CUCTEMBI BU3YyaIM3alMM 10 MOIETMPOBAHMS I[NIOOATBHOTO OCBEIIeHMs] B ClieHe
¥ BBIBOJIa MHOTOKaHAIbHbIX M300paskeHMit. Onupasich Ha MPeACTaBIeHHbI B KHIA-
re MaTepuas, Bbl MOXETe BBICTpaMBaTh CBOM COOCTBEHHBbIE pabouye IMPOIEeCCHl,
HauboJiee BHITOAHBIE JIJIST BAIIIETO CTUJISI PAOOTHI U ITPOEKTOB.

KoMy ALPECOBAHA 3TA KHUTA

HanHasg kHUra npexuae BCero agpecoBaHa Ccrienmajamncram, paGOTaIOIJ.U/IM B 006J1acTu
pa3p360TKI/I MaTepnagioB, OCBEIIEHNA U d)MHEUIbHOﬁ BU3yaJIN3allUN. OTO U3IaHue
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MOXXeT ObITh ITPUMEHEHO KaK MOAPOGHOe CIpaBOYHOE PYKOBOACTBO Ajist CG-xy-
JIOKHMKOB ¥ TEXHUUECKMX CIiel[anncToB. HaumHaromme mnonab3oBaTeny Autodesk
Maya u V-Ray for Maya cMoryT Jsiyuiiie paso6paTbcst B BO3MOXKHOCTSIX V-Ray u crie-
UMGUIHBIX IJISI JaHHOM CUCTEeMbI BU3yanu3ainuy GyHKISX.

TPEBOBAHMS K OBOPYJOBAHMIO

IOnst pabotel ¢ V-Ray for Maya peKOMeHIyeTCsI MCIOJb30BaTh KOMITBIOTEPHI CO
CJIeAYIOIMMY MUHUMATbHBIMU TPeOOBaHMUSIMMU. B KauecTBe OCHOBBI B3SITBI Tpe-
6oBaHMs [JIST BCero makera B 1esioM. Ilaketr Autodesk Maya 2018 moanmepskuBaeT
cenymone 64-6UTHBIE OMepalMOHHbIE CUCTEMbl M MUHUMAJIbHbIE TPEOOBAHMUS
K 060pyIOBaHMUIO.

OnepanyoHHas cucTema:

Windows® 7 Professional edition;

Windows® 8.1 Professional edition;

Windows® 10 Professional edition;

Apple® mac OS® X 10.11.x, 10.12.x, 10.13.x, 10.14x!;
Red Hat® Enterprise Linux® 6.5 & 7.2 WS?;

CentOS 6.5 & 7.2 Linux.

IInst mocTyma K OHJIAH-IOKYMEHTAIMM U CePBUCAM HEOOXOAMMBI CJIeYIOIINe
Be6-6paysephl:

Q Microsoft® Internet Explorer®;

QO Apple® Safari®;

O Mozilla® Firefox®;

O Google Chrome™,

IenTpanpubiii npoueccop (CPU): 64-6ut MHOTOSIIEpHBIN TTpotieccop ot Intel
i AMD ¢ nioaiep>kkoii Ha6opa uHcTpykimii SSE 4.2.

PeKOMeH/TyeTCsI TIPOLIeCCOp C YEThIPbMS U 60Jiee BbIUMCIUTENbHBIMHU SIPAMMU.
IMporeccops! o kommnauuu Intel (c momouipio TexHonorun Hyper-Threading (HT))
" Tipotieccopsl KommnaHuu AMD (Ha 6a3e apXMUTEKTYphI Zen) MOTyT 06pabaThiBaTh
IIBa MOTOKA HA KaXKAOM 13 pU3UIeCcKuX simep. [IJist 3Toro ciemyet obpaiiaTh BHUMA-
HI€e Ha MOJIeJTh ITPOI[eCCOpa Y €r0 MapKUPOBKY; OOBIYHO KOJTMYECTBO SI€P/TIOTOKOB
orpepenseTcs sHaueHusimu 2/4, 4/8, 6/12, 8/16, 10/20, 32/64 u 1. 1.

OnepatusHast namsatb (RAM): muaumym 8 T'6 (pekomenmyetcst 16 T6 u 6071b-
mre). 1715t paboThI C GOTBIIMMY ¥ KOMIUIEKCHBIMM CIIEHAMY PEKOMEH/TYeTCSI UCITOJIb-
30BaTh 32 win 64 T'6+ omepaTMBHON MaMATH. DTO TaKkKe MMO3BOJUT KOMMOPTHee
paboTaTh C HECKOJbKMMU OJHOBPEMEHHO 3aIMyIIEHHBIMY TPOTPAMMaMU VI 3K-
3eMmIuisipamu Maya.

JKectkuit guck (HDD): nns ycranoBku naketa Autodesk Maya 2018 o ymosua-
HMIo TpedyeTcs 3 I'6 cBO60IHOTO MPOCTPAHCTBA HA KECTKOM IVICKE.

(ONONCNONONE)

1 Ecsm BbI BeIONHMIM 06HOBIeHMe 10 macOS 10.15, o3HakoMbTeCh ¢ MHGOPMAaLMeli O 1e-

pexone Ha Bepcuio macOS Catalina, JocTyrnHy0 Ha cTpaHuile Running previous versions
of Maya on macOS Catalina: https;//knowledge.autodesk.com/support/maya/troubleshoot-
ing/caas/simplecontent/content/running-previous-versions-maya-macos-catalina.html.

2 Tpe6yercsa nuueHsus multi-user, muieHsus single-user He MOAIePKUBALTCS.


https://knowledge.autodesk.com/support/maya/troubleshooting/caas/simplecontent/content/running-previ
https://knowledge.autodesk.com/support/maya/troubleshooting/caas/simplecontent/content/running-previ
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I'paduueckuii yckoputensb (GPU): pekoMeHayeTcst ucmoib3oBaTb GPU oT Kom-
rauuit NVIDIA mau AMD c 4 I'6 rpadnyeckoit maMsITH U BBIIIE.

[Taket Autodesk Maya 2018 nmonmmepskuBaet Multi-GPU KoHUTrypaiumu pabounx
CTaHLINIT; TAaKMM 06pa3oM, BbI MOXKETe UCII0/Ib30BaTh HeCKOIbKO GPU, ycTaHOB/IEH-
HBbIX B Ballleil cucTemMe. TO MO3BOJISIET IPUMEHSITh OOJIbIINE TEeKCTYPHbIE KapThl
U BBITIOJTHSITh MHTEPAKTUBHYIO BU3YaA3alMI0 B TAHEeSIX BUIOBBIX OKOH MMPOEKIUTi
C BBICOKOJ CKOPOCTBIO.

st obecrievenyist GyHKIVI U TOAIEPSKKM YCKOPEHWS BBIUMCIEHNI C TIpUMeHeH!-
eM GPU B Maya u V-Ray GPU y6enutech, 4To Balll rpadiIecKuii yCKOPUTETb O Iep-
skuBaeT APTNVIDIA CUDA (mist GPU ot NVIDIA) 1 Open CL (m1is1 GPU NVIDIA 1 AMD).

MaHUITYJISITOP: TPEXKHOIIOYHAS MBbIIITh.

[Momumo mbiin, B makeTe Autodesk Maya MOKHO cMesio MCITOb30BaTh rpadu-
YyeCKMii TJIaHIIeT, Takoit Kak Intuos or kommanum WACOM, a TaksKe cIielajibHbIi
MmaHumyasaTop SpacePilot ot kommanuu 3DConnection.

3amryck Maya B BUPTyaJIu3MpPOBaHHOM OKpYyKeHuu Ha ocHoBe NVIDIA GRID
u VMware. Bbl MoXeTe 3amycTuTh Maya B BUPTyaJabHON Cpelie ¢ IpUMeHeHNeM
Bo3MoskHOCTeli TexHosoruu NVDIA GRID u VMware. 3To m03BoJisieT 3aITyCKaTh
TIPUJIOKEHME Ha YOAJeHHOV CUCTeMeE U BBITIOJIHSITH paboTy ¢ IpUMMeHeHMeM yaa-
JIEHHBIX pabounx cToj0B. [Togpo6Hee o 3armycke Maya B BUPTyalIM3MPOBaHHOI cpe-
Jle BbI MOKeTe y3HaTh U3 mokymeHTta Nvidia Guide for Virtualization with GRID &
VMWare, mocTynHoro mo ccwuike http://images.nvidia.com/content/grid/pdf/maya/
NVIDIA-GRID%20Application-Guide-Autodesk-Maya.pdf.

JTO MMHMMAaJIbHbIE TPeOOBaHMS K 000PYIOBaHNIO, Ha KOTOPOM MOKET ObITh 3a-
nyuieH naketr Autodesk Maya c V-Ray for Maya. [To cyTu, uem IpousBogUTe/IbHEE
oymet CPU 1 Ipyryie KOMIIOHEHTBI CCTEMBI, TEM OBICTPEe Bbl CMOKETE BBITIOTHSITh
paboTy Hajm mpoekTamyu. He MeHee BasKHBIM CUMTAETCS TOT (PaKT, YTO KOMITAHMS
Autodesk BbIMOTHSIET cCepTUGMKAIINIO pPabOUNX CTAHLINI U IPadUUeCKUX YCKOPUTE-
neit. CepTuduKanys Mo3BosieT 6pICTpee BhIGPATh MOIXOASIIYI0 MOIeIb padoueri
CTaHIMY WK TpadMueckoTro YCKOPUTEIs, a TakKke HalTu apaiiBepbl, cepTUduIm-
pOBaHHbBIE O] TEKYIYI0 BEPCUI0 TPUTIOKEHUS.

TPEBOBAHMS K MPOTPAMMHOMY OBECMEYEHUIO

B nannoit kuure paccmatpuBaetcs Autodesk Maya 2018 Update 6. 3To mporpamm-
HOe obecrieueHre MOXHO 3aTrpy3UTh ¢ OPUIMATbHOTO caiita kommaHuu Autodesk
c IpaBoM 6ecIIJIaTHOTO MCIT0/Ib30BaHMs B TeueHue 30 mHeii (trial version): https:/
www.autodesk.com/products/maya/overview.

ITomuMo 3TOTO, AJIs1 CTYAEHTOB U IIpeloiaBaTeseii TOCTYIHa BO3MOXKHOCTD IIpHK-
MeHeHMUsI MOJHOLIeHHOM Bepcuyu Autodesk Maya, MOCTyIHOM IO akajeMuUuecKoit
nuieH3un. I[IporpaMmy MOXKHO 3arpy3uThb CO crielinanbHoro pecypca Autodesk Edu-
cation Community: https;//www.autodesk.com/education/home.

AxageMuueckas TMLIeH3UsI NeliCTBYeT Ha MPOTSIKeHUM TPeX JIeT C MOMeHTa yCTa-
HOBKU UM aKTMUBaUuM mporpammbl. CTOUT yuecTb, YTO JaHHbIe TULEH3UU He MO -
pa3yMeBalOT KOMMepUeCcKoe MCII0Nb30BaHMe ITporpaMmbl. [1jis npuMeHeHust Auto-
desk Maya B KOMMepPUECKUX MTPOEKTaX PEKOMEHYETCSI MPUOOPECT JaHHOEe TMPOo-
rpaMMHOe obGecrieueHne y mapTHEPOB U IUCTPUObIOTOPOB KOMITAHUMA.


http://images.nvidia.com/content/grid/pdf/maya/NVIDIA-GRID%20Application-Guide-Autodesk-Maya.pdf
http://images.nvidia.com/content/grid/pdf/maya/NVIDIA-GRID%20Application-Guide-Autodesk-Maya.pdf
https://www.autodesk.com/products/maya/overview
https://www.autodesk.com/products/maya/overview
https://www.autodesk.com/education/home
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PekomeHyeTcss 103a60TUTHCST 00 OOHOBJIEHUSIX ITPOrPAMMHOTO OOecrieueHus.
OG6HOBJIEHMS TOCTYITHBI 110 CIeAyIoleMy agpecy: https;//manage.autodesk.com/.

0 B npouecce HanucaHusa KHUTM BCe CLeHbl OBbinM CO34aHbI HA OCHOBE BO3MOXHOCTEMN
Autodesk Maya 2018 Update 6. 1 pekOMeHAYI0 UCMONb30BATb TEKYLLYH, LOCTYMHYIO
AN19 3arpysku Bepcuto Maya.

B sT0it KHUTe paccmaTpuBatoTcs V-Ray 3.6 for Maya 1 V-Ray Next, Update 1. 3to
MporpaMMHOe obecIieueHre MOKHO 3arpy3uTh ¢ OGUIMAIBHOTO caifTa KOMIIaHUNU
Chaos Group ¢ rmpaBoM 6ecIIJIaTHOTO MCIOJb30BaHMs B TeueHue 30 mHeii (trial ver-
sion): https://www.chaosgroup.com/vray/maya.

[171s1 CTYIeHTOB U IpernoaBaresieii JOCTyITHa BO3MOKHOCTb IPUMeHeHUsI II0JTHO-
eHHoi Bepcuu V-Ray for Maya, TOCTYIIHOI 110 aKaJieMUUeCKO JTULIEeH3UU 32 M-
HMMaJIbHYIO I1aTy. IleHTp pecypcoB mjis ob6pasoBanust Chaos Group JOCTYIIEH IO
ccpliKe https://www.chaosgroup.com/resources.

MopyMbl, NOCBALWEHHBIE AUTODESK MAYA 1 V-RAY

Ecim y Bac mosIBUITMCh BOIIPOCHI 110 paboTe ¢ rmaketoM Autodesk Maya u cuctemorit
Busyanusainum V-Ray for Maya, BbI MOKeTe 3aJaTh MX Ha CIELIMaIM3UMPOBAHHBIX
dhopymax, moCBSIIeHHbIX KOMITBIOTEPHOI TpaduKke 1 MPOAYKTaM KOMIaHuM Auto-
desk. CrieniuanucTel, paboTalie ¢ JaHHBIMUY pelleHUsSIMHU, BCera MmocTaparoTcs
OTBeTUTbH Ha BalllX BOMIPOCHI U HATh TI0JIe3HbII COBET.

®opym Autodesk Community Russia, mocBsimennsiii Maya u 3ds Max:
https://forums.autodesk.com/t5/3ds-max-maya-russkiy/bd-p/379.

®opym Chaos Group, mocBsimieHHBIN cucTeMe Busyanmsanum V-Ray for
Maya: https;//forums.chaosgroup.com/forum/v-ray-for-maya-forums.

®opym oHnaliH-)xypHaia RENDER.RU, nocBsimeHHbIii Maya: https://render.
ru/xen/forums/maya.3/.

®opym onnariH-)xypHaia RENDER.RU, nocBsilieHHbIN cUCTeMe BU3yalIu-
3anuu V-Ray: https;//render.ru/xen/forums/vray.22/.

KAK YUTATb KHUIY

[aHHOe M3maHue B CBOEJi OCHOBE SIBJSIETCSI PYKOBOJCTBOM IO BM3yaau3aluyn
B V-Ray for Maya. Tak, npumMepsbI 6JI0KOB JeKIapaiyy 3JIEMEHTOB CLIEHbBI U CIIeI-
dukanuii meiigepos B popmare V-Ray Scene npeicTaBieHbl B BUE TUCTUHTA:

GeomStaticMesh pPlaneShapel@mesh3 {
vertices=ListVector(
Vector(-2.5, -5.551115e-016, 2.5),
Vector(2.5, -5.551115e-016, 2.5),
Vector(-2.5, 5.551115e-016, -2.5),
Vector(2.5, 5.551115e-016, -2.5)
)s
faces=ListInt(0,1,3,0,3,2);
normals=ListVector(


https://manage.autodesk.com/
https://www.chaosgroup.com/vray/maya
https://www.chaosgroup.com/resources
https://forums.autodesk.com/t5/3ds-max-maya-russkiy/bd-p/379
https://forums.chaosgroup.com/forum/v-ray-for-maya-forums
https://render.ru/xen/forums/maya.3/
https://render.ru/xen/forums/maya.3/
https://render.ru/xen/forums/vray.22/
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Vector(0, 1, 2.220446e-016),
Vector(0, 1, 2.220446e-016),
Vector(0, 1, 2.220446e-016),
Vector(0, 1, 2.220446e-016)
)s
faceNormals=ListInt(0,1,2,0,2,3);
map_channels=List(

List(

0,

ListVector(
Vector(0, 0, 0),
Vector(1, 0, 0),
Vector(0, 1, 0),
Vector(1, 1, 0),
Vector(0, 0, 0)

)s
ListInt(o,1,3,0,3,2)
)
)s
map_channels_names=ListString(
"map1"
)s
edge_visibility=ListInt(51);
primary_visibility=1;
dynamic_geometry=0;
first_poly_vertices=ListInt( );

Ecnu ucrmonb3yroTest cueHapuy Ha s3bikax MEL, Python mau BeIpaskeHUsI, OHU
Takke MpeACcTaB/ieHbl B BUE JUCTUHTA, HO Mepel, 3TUM OTAEe/IbHO OTMEeYEeHO, UTO
MIpUBEAEHHbIN JUCTUHT MMPeNCcTaB/seT CleHapuii uin BbipakeHue Ha si3bike MEL
uau Python.

Ecimu aTpubyT yKasbIBaeTCS BIIEPBbIE, OH OYIET OTMEYEH SKMPHBIM HIpU(TOM.
B psifie cChbUTOK HA KOHKPeTHbIe aTpuOYThI aTpuOYT BbieeH Kypcusom. Eciy Brep-
Bbl€ YKa3bIBAaeTCs IMaOroBOe OKHO peJlakTopa, B KOTOPOM BbITIOJTHSIETCSI HACTPOVA-
Ka 1erigepa, UCTOYHMKA CBETA, CBSI3€i MEXIY y3/laMi U APyrue HaCTPOWKHU, ero
UMS OYIeT BbIJIeJIEHO KyPCUBOM.

[Tyt mocTyma K JMaJoTOBBIM OKHAM U OPYTUM (DYHKIVSIM ITPOTPaMMBbI, peasu-
3yeMbIM C TIOMOIIbI0 MEHI0, TIpe/iCTaBeHbI CJeIYIOIMU 3alUCSIMU, BbITTOJTHEH-
HBIMU KYPCUBOM:

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

[Tytu x nupextopusim win ainam u pacuimpenust ¢aityioB IpeAcTaBieHbl 3a-
mchio B cTviie UNIX-ITOg06HbBIX CHCTEM C TIPMMEHEHMEM MOHOWMPUHHOTO TIpUdTa:

/home/<UserName>/maya/XXXX/prefs

DTO cAeMaHo CIenyaabHO, Tak Kak rmaket Autodesk Maya u cucrema BU3yaansa-
uyu V-Ray MCITOMb3YIOT MPUHIMITBI OTIpeAesieHnsI IyTeit B (haiioBoit cucreme, pe-
am3oBaHHble B UNIX-110mO6GHBIX cuCTeMax, a Takke KOHOUTypaumst MpuUaosKeHMsI
MOXKeT ObITb 3aM1CcaHa TOIbKO C UCII0Ib30BAHMEM KOCOI uepThl. JJaHHbIV TPUHLINUIT
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3aMucK myTeit B IMPEKTOPUSIX peaan30BaH B OlepalMOHHbIX cucTeMax Apple ma-
cOS u cemerictBa GNU/Linux.

Bo/bIIMHCTBO CKPMHIIOTOB B KHUT'e BBIMOJIHEHO B Bepcuu Autodesk Maya miis
Linux (oxpykeHne GNOME 3). HekoTopble MTIOCTPaLUM CIIeLMaTbHO BbITIOJIHEHbI
Ha apyrux OC, HO IpUHIUITMAIBHBIX Pa3Inunii B MHTepderice 1M Ha3BaHUSIX VH-
CTPYMEHTOB HeT, ImporpamMma Maya u cuctema Busyanusanuu V-Ray for Maya pas-
paboTaHbl KaK YHMBEPCATbHOE MYIbTUILIATGOPMEHHOE pelieHne. A 0CO6eHHOCTHU
KaskO0i1 13 1aThopM B TEKCTe OTOBOPEHBI OTAENbHO.

O Tak Bblaensetcs MHGOpMaLUs Ha 3aMeTKY.
0 Tak 0603HaYaKOTCA COBETHI.

0 Tak 0603HaYaTC NpefynpexLeHNs U NPeaoCTeEPeXeHUS.

OT3biIBbl 1 NOXENAHUA

MpbI Bcerza pajibl OT3bIBAM HAIIMX UMTATeseil. PacckaxkuTe HaM, 4YTO BbI AyMaeTe 06
3TOIi KHUTE — YTO ITOHPABUIIOCH VI, MOKET ObITh, He TOHPABUIOCH. OT3bIBbI BASKHBI
IUTSI HAaC, YTOOBI BBITTYCKATh KHUTHM, KOTOPbIE GYAYT [IJIs1 BAC MaKCUMAaJ/IbHO ITOJI€3HBI.

Bbl MOskeTe HamycaTh OT3bIB IIPSIMO Ha Halllem caiiTe www.dmkpress.com, 3aiias
Ha CTpaHMUIy KHUTHU, U OCTaBUTh KOMMeHTapuii B pasneiie «OT3bIBbI U PELeH3UM».
Tarke MOKHO TOCIATh MMCbMO TVIABHOMY pelakTopy mo aapecy dmkpress@gmail.
com, TIpM 3TOM HamNuIIMTe Ha3BaHMe KHUTY B TeMe M1CbMa.

Ecnu ecTh Tema, B KOTOPOJ Bbl KBATUGULMPOBAHbI, ¥ Bbl 3aMHTEPECOBAHbI B Ha-
MMCAaHMM HOBOV KHUTH, 3amoaHuTe (opMy Ha Hamiem caiite http://dmkpress.com/
authors/publish_book/ nnu HanuuTe B u3natenbcTBo: dmkpress@gmail.com.

Cnu1CcoK OMNEYATOK

XOTS1 Mbl IPUHSIUTA BCE BO3MOXXHbIE MEPBI [IJIST TOTO, YTOOBI YIOCTOBEPUTHCS B Ka-
YyeCTBe HAIMX TEKCTOB, OIMOKM BCe PaBHO CIydaioTcs. Eciiu Bbl HalieTe OmMOKY
B OZIHOi M3 HAIIMX KHUT — BO3MOKHO, OIIMOKY B TEKCTe WM B KOZie, — Mbl Oyziem
OUeHb 6IaTOapHBbI, €C/IM BbI COOOIIMTE HaM O Heii. CoenaB 3To, Bl M30aBUTE IPY-
T'MX YUTaTeNeil OT pacCTPOICTB U IOMOXKeTe HaM YIyULIUTh MOCAeAyIOl/e BePCUn
JAHHOM KHUTH.

Ecu BbI HaliieTe Kakue-aMb0 OmMOKYM B KOe, TOXKAIYyiiCTa, COOBIINTE O HUX
[JIaBHOMY pefakTopy I0 aapecy dmkpress@gmail.com, 1 MbI UCIIpaBUM 3TO B Clie-
OYIOLIMX TUPaXKax.

CKAYMBAHVME MCXOOHOTO KOOA

Cxauatb (aitibl ¢ TOMOIHUTETBHON MHpOpMaLMei 1T KHUT u3aaTenbeTBa «[IMK
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HAPYLIEHWE ABTOPCKUX MPAB

IupaTcTBO B MHTEpPHETE MO-TIPEKHEMY OCTAeTCsl HACYI[HOW mpobiemoii. M3pma-
TenbCTBO «/IMK IIpecc» oOueHb cepbe3HO OTHOCUTCS K BOIIPOCAM 3alUThI aBTOPCKUX
MpaB U JIUIleH3UPOBaHMs. EC/iM BbI CTOJIKHETECh B MHTEPHETe C He3aKOHHO BBITION-
HEHHO# Komueii 1060 Halleli KHUTH, TIOKaTyiicTa, COOOIIUTe HaM afpec KO
MU BeO-caiiTa, YTO6bI Mbl MOIJIY IIPUMEHUTh CAHKIIUMA.

[Moxamy’iicTta, CBSDKUTECh C HAMM 110 aapecy dmkpress@gmail.com co cCbUIKO Ha
MOJ03pUTEebHbIE MaTepUasIbl.

MbI BBICOKO LIeHMM JIIOOYIO ITOMOIIIb TI0 3alllTe HAIllMX aBTOPOB, [TOMOTAIOIIyI0
HaM MpefoCTaB/sITh BAM KaueCTBeHHbIe MaTepuabl.

KPATKOE BBEAEHWE B KOMMbIOTEPHYIO TPA®UKY

B coBpeMeHHOM MUpe KOMIIbIOTepHas TpaduKa U BU3yanausalus 3aHMMAIOT efBa
Y He TJIaBHYIO MO3ULMIO B TPeACTaBlIeHUM Pas3anyHoli uHbopMauuy, HauMHas
peKyiaMoii HOBBIX IPOAYKTOB ¥ 3aKaHUMBasi MHTEPAKTUBHBIMMU pa3B/ieUeHUSIMMU.
Busyanusanus B KOMITbIOTepHOI Tpaduke SBASETCS OMHUM U3 3TarioB B popMu-
POBAHMUM CTATUYHOTO M300PasKeHMS MU CeKBEHLIMY KaIpOB aHMMAalli, I03BOJISI-
IOLIMX peaJin30BaTh TBOPUECKYIO Mel0. 3a MOC/IeHME TPU OeCITUIETISI YPOBEHb
KOMIIbIOTEePHOI rpadmKi BbIPOC HACTOJIBKO, UTO Ceifuac CJIOXKHO OTIANYUTD CO3/IaH-
HOE C ITOMOIIIbI0 KOMITBIOTEPA U IIPOTPaMMBbI U306 paskeHMe oT poTorpaduu. B cBoo
Ke ouepesib 3TO CTaJ0 AOCTVDKMMO GJyiarofapsl TakKMM IpoAyKraMm, Kak Autodesk
Maya u Chaos Group V-Ray.

Psin mpou3sBeieHMit b pPOBOro MCKYCCTBA MOTYT CONIEPHUYATH C paboTamMu U3-
BECTHBIX MUPOBBIX Xy[IOKHMKOB, PabOTAIOIMX B KIACCMUYECKUX TEXHMKaX. IIpu
9TOM MHOTMe€ MOJIOAbIE TaJaHTbl, BBIPOCIINE B 3IIOXY PACLBETA BICOKMX TEXHOJIO-
TUit, IPeIIOUNTAIOT [10h30BaThCSI KOMITbIOTEPAMM ¥ MOOWIBHBIMU YCTPOIICTBAMU
IUTSI BOTUIOIIEHUSI CBOMX 06Pa30B B JKMU3Hb.

[I1poKyIo MOIYISIPHOCTh MOAYYMIO PACIpPOCTpaHeHMe TpexMepHoii rpaduku.
Ceituac Hesb3s IPeICTaBUTh cebe Mpe3eHTali0 HOBOTO XKIJIOT0 KOMIUIeKCca, MHTe-
PbepPOB KUJIBIX 1 ODUCHBIX TIOMEIeHM, a TaKKe MPOAYKTOB OBITOBOI JIEKTPOHU-
KV ¥ MHOTOTO JIpYyroro 6e3 KauecTBeHHOI (OTOpeaMCTUUHON Busyanusaiuu. He
MeHee BajKHOI1 BjisgeTcs obyacTb aHuMauyu. Haunuas ¢ 70-x romoB XX Beka, MH-
OyCTpUSI aHMMAaUVy U IUPPOBbIX 3G deKToB Habpasa 6oiblne 060poThl. [Tpoiecc
He ObUI MIPOCTHIM — CHAuajia MPOUCXOIMU/IO IJIABHOE CMEIIMBaHME KIaCCUYECKOiA
PUCOBAHHO aHMMalUM C KOMIBIOTEPHONM. A BIOC/IENCTBUM, MOSYYMUB ILUPOKOE
NpU3HaHMe Cpely 3pUTeseil U SKCIIepTOB, KOMIIbIOTEpHAsl aHMMalLusl 3aBoeBasa
PBIHOK. JIniepaMy B MHAYCTPUM KOMIIbIOTEPHON aHMMAalMM TO-TIPeXHEMY OCTa-
10TCs Takue ctyauu, Kak PIXAR Animation Studios, Walt Disney Future Animation
Studios, Sony Pictures Imageworks Animation n DreamWorks Animation. Ectbs psin,
MeHee M3BECTHBIX, HO BBIITYCKAIINUX He YCTyHalliye JyuaepaM aHMMalMOHHbIE
MIPOAYKTHI Kak 3a py6eskoM, Tak 1 Ha Tepputopun Poccuu u ctpan CHI.

B maHHOM pa3sjesie BBeJEHMs Bbl IO3HAKOMUTECh C KPaTKOIi 06IIeii McTopueii
KOMIIBIOTEePHOI ITpaduKM 1 TEPMUHOJIOTHEI, UCIIOIb3yeMOlt B IIpoliecce CO3MaHMs
unudpoBoro nsobpaxkenus. Eciu gaxke MHCTPYMeHThI MOT'YT KapAVHAIbHO MEHSTh-
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Cs1, TO CaMM IIPMHIMIIBI CO3OaHMs ]_U/Id)pOBbIX MO,He)'IEf;I Y BU3ya/JIm3alnm OCTAKTCA
IIPpaKTU4YeCKn 0e3 M3MeHeHMit Y>Ke Ha ITPOTSOKEHMUM YEeTBEPTHM BEKA.

OcHOBbI KOMNbIOTEPHO rpadMKK U BU3YaNIU3ALUM

B cBoei ocHOBe coBpeMeHHast KOMIIbIOTepHas rpaduka — uncTast MaTeMaTuKa 1 aj-
TOPUTMBI, TOBEPX KOTOPBIX IOCTPOEHBI BCE OCHOBHbIE MHCTPYMEHTBI (ITPOTPaMMbl)
¥ METOABI ITIPeiCTaBIeHMs MHGOopMaIu. MHOTME 13 OCHOBHBIX METOIOB IIOCTPOe-
HMS Y BUSYaJIM3alUYM TPEXMEPHBIX TTOBEPXHOCTEN ObUIM pa3paboTaHbl B cepenHe
XX cToneTHs], KOTAa KOMITbIOTEePbI ObUIM TOCTYITHBI TOJBKO «M36paHHbIM» U 3aHU-
MaJu 1iesible 3Taxku. OGHUM U3 YOAUHBIX IIPMMEpPOB IIPMMeHeHMSI KOMITbIOTePHO
rpaduky 1 GpaKkTaabHbIX aJITOPUTMOB MOKHO Ha3BaTh puiabM 1982 roma «3Besq-
HbIlt TIyTh 2: ['HeB XaHa». B 9TOM duiabMe co3maTeny BU3YalbHBIX 3P GeKTOB U3
cryouu Industrial Light & Magic BriepBbie TpyuMeHMIN QpaKTaabHbIE aTOPUTMBbI
IUIST CO3AaHMsI TOPHBIX JIaHAa(TOB.

Taxk Kak MbI yamie paboTaeM C MOJIUTOHATBHOI MOZENbIO, MHOTME U3 aJiro-
PUTMOB ¥ TIPUHIIMIIOB TTOCTPOEHMST GOPM OCHOBAHBI Ha KJIACCMYECKON reOMeTpumn
u anre6pe. PaccMoTpum Heb6oJb1I0M puMep. Ha puc. B.1 npuBemeHsl TpU MILUTIO-
ctpaunn. [lepBast wimoctpauus (CJieBa) eMOHCTPUPYET MPOCTEMIIYIO TOUKY. To4-
Ka 6eCKOHEYHa, OHA 3aHMMAET OIpeeeHHOe MeCTO B IIPOCTPAHCTBE, HO pasmep
ee 6eCKOHEYHO MaJl. DTO 10 CBOEJ CYyTU KOOPAMHATHI, K KOTOPHIM MOYKHO TIOJIBECTY
OVIH 13 KOHLIOB pebpa. Ha pucyHke mpeacTaBieHbl KoopauHaThl Touku 0.5 u 0.5
o ocsim X n Y. O6patnTe BHMMaHMe HA TO, UTO, ITO CYTHU, MbI MOSKEM ITOBECTU Oec-
KOHEUHOEe MHOKeCTBO pebep, KOTOpbIe MOTYT ObITh CBSI3AHbI C IPYTMMY TOYKAMM.

AY AY AY
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Puc. B.1 «+ Tpu OCHOBHbIX NPUMUTKBA,
ABNAKOLLMECS OCHOBOM A1 63a30BOro npeacTaB/ieHns reOMeTpUn B KOMMbIOTEPHOM rpaduke

PuCyHOK B LIeHTpe KaK pa3 AeMOHCTPUPYET 3TO — [ABe TOUKMU C 3aJaHHBIMU KO-
OpAMHATaMM, a MeXIy HUMM IpouepueHa JUHUS. JIMHNUS MOXET CBSI3aTh TOJBKO
IBe TOukM. Eciv Mbl Ha OIHOI TIPSIMOi 06aBUM HECKOJIBKO TOYEK, Mbl HOTYINM
OTPEe3KM, KKIbIN U3 KOTOPBIX MHAUBUAYATIEH U COeAUHSIET 0 IBe TOUuku. HOo B TO
ke BpeMs Kaskaast TouKa Takke MOXKeT BKJII0UaTh B ce6st MHOKeCTBO JIMHMIA. U Tpe-
TUIA IPUMeED — TPU TOYKU, IPU CO3TAHUM CBSI3€/i MeXIYy HUMU U 3aMbIKAHUS OT-
pe3KoB CHOPMUPYETCST TPEYTOMbHUK (cripaBa). TPeyroabHUK SBISIETCS OOHON U3
OCHOBOIIOJIaraloIMx GUryp B KOMITbIOTepHOI Tpaduke. [laske ecau Mbl paboTaem
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¢ Mogenbio Ha ocHoBe NURBS-nmoBepxHOCTEI1, BHYTPYM CUCTEMBI BU3yalIn3aLnuy (ar-
MapaTHO WM TPOrPaMMHOIT) TaHHAasl MOJieTb 6yeT mpeobpa3oBaHa B MacCUB U3
MHOTOYTOJIbHUKOB (TPEYTOJbHUKOB).

Pebpo

paHp ——+———

Beplunna

Puc.B.2 <+ OCHOBHblE 31EMEHTHI
TPEYrofibHOro NpUMUTHBA

PucyHOK B.2 meMOHCTpUpyeT OCHOBHbIE 6a30BbIe 3JIEMEHTBI, M3 KOTOPBIX COCTO-
UT MHOTOYTOJIbHUK (TPEyroyibHbI MpUMUTHB). Kaskmast 13 BepiuH o6beduHeHa
C IpYroii ¢ MOMOIIbI0 pebpa; Bce MPOCTPAHCTBO, GOPMUPYEMOE CBSI3SIMM BEpIINH
u pebep, 6ymeT mpeAcTaB/siTh cO60I rpaHb, KOTOpast GOPMUPYETCS Ha OCHOBE Ha-
rpaBJieHnsT HopMaiy. HopMasb MHOTOYTOTbHMKA BCETIa HAXOIUTCS B IIEHTpeE Tpe-
YTOJIbHYKA U TT03BOJIIET BaM YIIPABJISATh HapaBjeHMeM IrpaHy — BHYTPb MM Ha-
pyXKy. Ec/ii BbI CTaHeTe MCIIOTb30BaTh YETHIPEXYTOJbHUKM, COOTBETCTBEHHO, OHU
OyIyT COCTOSITh M3 IBYX TPEYTOJbHMUKOB, IIPOCTO I'PaHb MEKIY HUMM OYIeT CKpbITa,
HO KasKIbIil UeTHIPEXYTOMbHUK OYIeT COIepiKaTh IBa TPEYTOIbHMKA U ABE HOPMAJIN.
OTO BakKHO /151 IOHMMAaHMSI TOTO, KaK BIIOCTAEACTBUM MOXKET cpaboTaTh aJIfTOPUTM
TeCCeNSIIUN WU IPYTye MHCTPYMEHTHI MOAEeIPOBaHMS.

[IprMeHeHME TPEYTOJbHUKOB aKTyaJbHO M CErofHs. TaHHbIN MPUMUTUB IIpe-
BOCXOJHO MOKET ObITh IIpeACTaBjIeH JII060i CUCTeMO BU3yaau3auuu 1 o6pabo-
TaH MOJIHMEHOCHO 3a CUMTaHHbIE MMUKPOCEKYHIbI aIlllapaTHbIM IBMKKOM, Ye€M
MHTEHCUBHO I0JIb3YIOTCSI COBpeMeHHbIe pa3paboTunky urp. KoHeuHo, B mmpoiiecce
CO3JIaHMST MOJIESIM MOTYT OBITh MCIIOb30BaHbI JTI0ObIE METOIUKM MOIEIUPOBAHMS
U TIpeacTaBaeHns MHGopMaIMu, HO B pe3ysbTaTe IIporpaMMa U JBVOKOK arrmapaT-
HOJ BU3yanu3anuyu OymeT ux rmpeobpa3soBbIBATh B HAOOP M3 CAMBIX IPOCTBIX TPey-
TOJIbHUKOB.

B mpoliecce MomenMpoBaHusl TaKUX CJIOXKHBIX MOjesieii, Kak HudpoBoit mepco-
Hak, HEOOXOIMMO YUMUTBHIBATh IMOCTEYIONIMe Olepalnyy HaHeCeHUSI TEeKCTYPHbIX
KapT 1 nedhopMannio reoMeTpUn B IPOIecce aHUMaLyu. ITO BasKHO, TaK KakK Py
aHMMAalyM MOJENM MOTYT BOSHUKHYTb HeXXejaTeJbHble VICKasKeHMUs TeOMEeTPUN.
[Ipu co3maHuy OpraHMuecKux Mojesiei mpodeccruoHaabl B MOAeIMPOBaHUY HACTO-
SITeJTbHO PEKOMEH/IYIOT MCIT0JIb30BaTh UeThIPEXYTOMbHIKM, ¥ €C/TV OYAET MpUMeHe-
HO CIVIaKMBaHMe, a TAKKe BBITIOJIHEHA ortepainyst skinning, 3To MO3BOIUT 36eKaTh
Mpo6JIeM B IIpoliecce aHMMallN.
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