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KHura mocBsiiiieHa apXuTeKTypHO# Busyaiusaiuu B Autodesk
3ds Max u mporpamme perziepunra mental ray. Ona momosxeT Mak-
CUMAITBHO OBICTPO 1 3P HEKTHBHO BOCCO3AATH (POTOPEATUCTIHIHYIO
3D-Busyanmzanuio OYAYIIETO TPOEKTa WHTEPbepa WU 3IAHWSL
Bkpariie onucana teopust cBeTa, (hoTOMETPUYECKHE WUCTOYHUKU
CBeTa M CHUCTEMA [THEBHOTO OCBEIEHUsI, HACTPOUKA HKCIIO3UIIHH.
Vneneno sauManve GyHkiun Arch & Design marepuaia, ero ¢u-
3MYECKUM CBOMCTBAM € OOJIBIIMM KOJUYECTBOM WILIFOCTPAIUN U
MPUMEPOB; MPUBEIEHA KOHBEPTAIIS MATEPUAIOB U3 OIHOTO THIIA
B ipyroii (v-ray B Martepuasbl mental ray u ap.). ITomumo mental
ray OIMCaH PeH/iepep iray 1 ero BO3MOKHOCTH.

N3nanve TmpeaHasHaveHo 7T BCEX JIOOUTENTEN TpexMepHOit
rpaduky, paboraroniux B cucteMe Autodesk 3ds Max, a taxxke Oy-
net moJsie3Ha npodeccnoranaM 3D-WHIYCTPUHN, aKTUBHO UCTIOJb-
sytomux mental ray B cBoeii paGore.
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BBepoeHue

OT aBTOpPOB

Anppeii Ilnakeun (B ceT u3BeCTHbBIN Kak Scionik) — crienuanuct 1o Bu-
3yaJU3aInH.

«ITpuBercTByI0 Bac, noporue untartesun! Xody HEMHOTO PaccKasaTrh
0 cebe 1 00 uaee HAMMCAHUS KHUTH...

51 pomuncs u Beipoc B Kuprusuwu, B ropone @pynse (Tenepsb 3T0 ropos
Bumikex). B MockBy nepebpaiica He Tak gasHo, B 2008 roxy. Paboraio
B apXUTEKTYPHON JAM3aNlH-CTYANH, a TaKXKe 3aHUMaIoch ¢ppuiancom. Oc-
HOBHast MOs1 paboTa 3aK/II0UYAeTCsl B BUSyaIM3allui HHTEPbEPOB JJIST CTY-
MU, B KOTOPOIi paboTato. Takske sIBJISIOCH aKTHBHCTOM COOOIIECTBA MTOJIb-
3oBareseit Autodesk. Mou paboune nrctpyments — 310 3ds Max Design,
WHTErPUPOBAHHBII B HETO peHaepep mental ray, HeCKOJIBKO CKPHUITTOB JIJIsT
3ds Max Design, Hy 1, camo co6oii, Photoshop — mist o6paboTku pexjie-
poB. Panbiie 51 nucrionp3oBan V-Ray B kadecTBe peHziepepa B CBOel pa-
6ore, a B anpesie 2009 roga penma HEMHOTO U3MEHUTh HHCTPYMEHTapUil
u nonpo6osath mental ray. ITo ceil AeHb TONB3YIOCH UM JIJIS PEHIEPHHTA
MTPOEKTOB.

Korga vaua usyuyars mental ray, nmepeesibiBasi mpoeKThi ¢ V-ray, Bo3-
HUKAJIW HEKOTOPbIE TPYAHOCTH. S /aske Ky KHUZKKY, TIPOUUTAT ee 32
napy JHei, Koe-4TO YCBOWJI, HO B I[€JIOM OHA TI0Ka3aJ1ach OY€Hb MPOCTOMN
1 He HACTOJIbKO MH(MOPMATUBHOI, Kak XoTesoch Obl. Kak okasaioch, oHa
IUISL TIOJTh30BaTeJiel, KOTOPbIe COBCEM He 3HAIOT, UTO TaKOe PEHJIEPUHT.
B ceTu Ky mapy KHUT 3apyOesKHBIX aBTOPOB; XOPOIINE KHUTH, HO BCE
JKe Ha aHTJIMHCKOM si3biKe. BbIIO HEKOTOpOe pa3ovyapoBaHUe — MOYEMY
JKe HeT XOpOIell KHUTH M0 apXUTEKTYPHOU BUsyaau3aiuu B mental ray
CPETHETO YPOBHS MOJIH30BATEJISI HA PYCCKOM SI3bIKE?

Wnest Hanmucauust KHUTH, KOTOPYIO BbI yKe UMTaeTe, BOSHUKJIA B OJTUH
u3 gHel, korga s B cBoeM JKuBom kypHaste (scionik.livejournal.com) ge-
JIJI OYePeTHYIO 3aliCh 110 ocBoeHuo mental ray. [IpukuHyB, 4TO y MeHSs
yIKe eCTh OIBIT paboThI ¢ mental ray, ecTh HOHMMaHIE [TPOLIEcca BUY k-
3aIT1H, €CTh JKeJaHUe JIETUTHCS OIBITOM C JIIOIbMHU... ECTD JII0/IH, KOTOpBIE
JEHCTBUTEIBHO XOTAT OCBOMTH mental ray, HO He 3HAIOT, C Yero HAYaTh,
€ KaKoro caiiTa, cTaTbu, KHUTH. [I0BTOPIOCH, HA PYCCKOM SI3BIKE JIOBOJTHHO-
Takyu Majo nHopmanuu. BoT TyT-TO M poauiach ujies HamucaTb KHUTY.



Taxyto, KOTOPYIO OBI sI CaM € YI0BOJBCTBAEM TIPOUYUTAN OT KOPKHU JI0 KOP-
ku1. [IperoHecTy MaTepuast Tak, 4TOOBI MOJTYYUIOCh HEUTO CPEHEE MEK-
Iy PYKOBOJICTBOM TI0JIb30BATEJISI U CIIPABOYHON JIoKyMeHTaIneid. ITo6sr
OBbLIN YEeTKUE OIMCAHMS TeX I MHBIX TTAPAMETPOB U HACTPOEK U B TO JKE
BpeMst ObLJIO PACKPHITO WX B3aMMOJIEHCTBIE, KaK OJMH MapaMeTp BJIHsIET
Ha JIPYTOH 1 9TO B PE3YJIbTATE TIOJYUUTCS C TPETHIM.

ITocsie Hayana HAMCAHUS KHUTW OBLIM HONBITKU OPOCUTH 3TO JIEJIO,
Tak Kak B TEOPUH BCE KA3aJIOCh JIETKO — ONMCATh 1Mapy (pyHKIWH, cenaTh
HECKOJIbKO CKPUHIIIOTOB, HO He TyT-TO 6bI0. YeM Gosiblie s mucas, TeM
GoJIbIIE TOHUMAJT, YTO ITO 3aiiMeT OYeHb ¥ OYeHb MHOTO BPEMEHU U CHI,
HEMHOTO TIOPA3MBICJIUB, PEIITU TIPUOGETHYTh K TIOMOIIY APY3€i U KOJLIET.
Bcem um otaesbHast 6JarofapHOCTS

OueHb HAZIEIOCh, YTO BHI HE TIOXKAJTEeTe O TOTPAYeHHOM BPEMEHU Ha
usydenue mental ray, pyKoBOJCTBYsICh MaTepHUaIaMU 9TOW KHUTH» .

Aunexceii JIo0aHOB — apXUTEKTOP, CHEIHATUCT 110 BU3yaTH3AI[HH.

«$1 mocTaTouHO TaBHO 3aHUMAIOCH HE TOJTHKO apXUTeKTypoii u 3D-rpa-
dbuKoii, HO U 0OyUeHUEM U BHEAPEHUEM CHCTEM aBTOMATH3MPOBAHHOTO
MPOEKTUPOBAHMS. 32 9TO BPEMs S YCIes MOHSTh, YTO Ba)KHO HE CTOJIb-
KO 3HaHUe (hyHKIIMOHAIA TPOTPAMMHOTO MPOJYKTA, CKOJBKO TIOHUMaHNe
TOTO0, KaK MPOUCXOAUT paboTa B 3TOM MPOAYKTE, KaKie METOIUKH Pabo-
ThI WCIOJB3YIOTCS TIPU ATOM IM0Jib30BaTeseM. KHHUTH, OMMCHIBAIOIINE
(byHKITMOHAT, HEPEKO BBIAIOTCS 3a MPAaKTHYECKUEe PYKOBOCTBA, XOTS
SIBJISTIOTCST TIPOCTO CIIPABOYHWKAMU 110 KOHKPETHOW BEPCUU TIPOTPAMMBL.
A KHUT, KOTOpPbIe MOTJIN OBI BCET/IA CJAYKUTh HCTOUHUKOM TTPAKTUIECKUX
3HaHUIi, He ycTapeBaTh U ObITh aKTYAJbHBIMU [aKe TPY TTOSIBJICHIH HO-
BBIX BEPCUH ITPOrPAaMMHBIX ITPOAYKTOB, KpailHe MaJIio BOOOIIE 1 110 CHCTe-
Me peHjieprHTa mental ray B 4aCTHOCTH. DTO OMPEIETUIO MOE COTIacke
Ha npeioxkenne AHpest [LtakcuHa BHECTH COOCTBEHHBIN BKJIAJL B CO3/1a-
HUe TaKOW KHUTH.

Moe niepBoe 3HaKoMCTBO ¢ 3D-rpadukoit Havamocs emte 15 et Hazaxm,
U He COBCEM CTaHAAPTHBIM cIIoco60oM. TTOMUMO apXUTEKTYPbI, MHE GBLIO
HUHTEPECHO TPOrPAMMUPOBAHKE, U JOTUYHBIM CJIEACTBHEM 3TOTO OBLIO
JKeJIaHue Hamucath cobeTBeHHbIit 3D-aBmKkoK. Torma He ObIJIO BUAECOKAPT
C anmapaTHON MOA/IEP:KKON TpeXMepHOU rpadKu, U MOH TIEPBBIN IBIXKOK
OBbLI OYEHB MTPOCTBIM U UCIIOJIB30BAJ PECYPCHI IEHTPATBHOTO MTPOIIECCO-
pa. Janbiie Obin asuxkkn Ha OpenGL u Direct3D ¢ ucnosb3oBanuem
BO3MOJKHOCTEll BHI€OKapT, paboTa B MIPOBOM UHAYCTPUE (MOIEIED U
POrpaMMHUCT cIIeIRMMEKTOR), 3aTeM s MOCBATUI cebs1 B OOJIbIIEl Mepe
apxutektype, 3D-Busyanusarnuu u dhotorpadun (Kak KpaiiHe WHTEpec-



HOI ¥ TI0JIE3HON YacTW apXMTEKTYPHOW BU3yaJM3alliu, KOTOpas Iepe-
pocia B otaenbHoe x0001). PaboTas ¢ pasHoii CTENEHBIO TIOTPYKEHNS BO
muorux 3D-makerax: Maya, Softimage, 3ds Max, Houdini, Cinema4D, —
M ¢ Pa3HBIMU TIPOTpaMMaMu peHepunra: V-ray, mental ray, RenderMan,
Maxwell, FryRender, — Tak xax MHe Bcerjga OBLIO MHTEpPeCHO paspaba-
TBIBATD, TIPUYMbIBATh METOAUKH, TIOAXOABI B Pab0OTe KaK B KOHKPETHBIX
IIporpaMMax, Tak U OOIIue, HE3aBUCUMO OT KOHKPETHBIX IMPOrPaMMHBIX
MIPOYKTOB.

S1 6yy odeHb paji, €CJiu 9Ta KHUTA MOMOSKET BaM JIydIlle TIOHATh MeXa-
HU3M apXUTEKTYPHOW BU3YaIM3aAI[H>.

BnaropapHocTu

Xouy nobaarogaputh Muxauna Huxnrtuna (Mikinik), Tamuny Biacosy
(Nightt), Bukroputo IInaxk (Siamochka) 3a ux coBeTsl 110 ajanTanuy Ma-
Tepuaa.

Ocobyto 6arolapHOCTh XOUY BBIPA3UTh CBOEMY JIy4IlleMy APyTy
JmuTpuio 3MMOBILY 32 €ro TIOMOIIb B TIEPEBO/IE C AHTJIUICKOTO SI3BIKA Ha
pycckuit 6eCUMCIEHHOTO KOJINYECTBA CTaTell U CIPABOYHON JOKyMEHTa-
UY. 32 PeKOMEH/AINH 110 0(POPMJIEHHIO TJIaB KHUTH. A TaKKe 3a IOJ-
IepP>KKY BO BCE BPEM:I HAITMCAHUS KHUTH.

Jmutpuio Yexnosy (dimson3d) Beipaxkalio 6J1arolapHOCTb 3a paspeiiie-
HY€ VCTIOJIb30BAHUST €T0 OHJIAWH-TTYOIMKAIMH TIPY HATTMCAHWY KHUTH U 32
TIOMOIIIb TIPY HATUCAHUU OT/eJIbHBIX TTaparpados riias.

Takske xo4eTcst MOGJIArOapUTh COOBIIECTBO TOJb30BaTeael Auto-
desk, a umenno Mibio [myxanioka, Aprypa Kypakosa, Asnexces Bopucosa,
Huxnty TioxkoBa, 3a UX PEKOMEHAAINY U TIO/IEPKKY.

Cracu6o kommanuu Autodesk 3a mpeocraBiieHHbIe CIPABOYHYIO WH-
chopMaIriio 1 HeKOTOPBIE NILTIOCTPAIIHH.

Komy agpecoBaHa aTa KHUra

Opuum 13 Hanboree BOCTpeOOBaHHBIX BUAOB PAOOT B AU3aiH-CTY NN SIB-
JisieTcs BU3yanu3alius rnpoekTa. M aTo HeyTuBUTENbHO, YIUTHIBAS, CKOJIb-
KO BpeMEeHH U JileHer 9KOHOMUTCS Ha 110A00Pe 1BETOB M MaTe€PUaJIOB.
OBJajieTb UCKYCCTBOM M TEXHUKOH cO3/1aHusl (DOTOPEATUCTUIHOMN BU-
3yaJu3alii MOXKHO MO-Pa3HOMY. TeM yuTartesisiM, KOTOpbIe TTPeIlIoYnTa-
10T CUCTeMAaTUYeCKU TOX0/l, PEKOMEHAYI0 YUTATh KHUTY OT Havyaja /0



KOHIIa, TI0 TIOPSIZIKY, a TaKKe O3HAKOMUTHCSI CO BCEMH HJLTIOCTPAIMSIMU
(BKJIIOUYAS] WJLTIOCTPAIMU B BBICOKOM KadeCcTBe Ha IKPaHe MOHUTOPA).
A Tem, KTO MPeANoUnTaeT YYNTHCA MHTEHCUBHO MK CIMIIKOM HETepIe-
JIB, 4YTOOBI MPOUUTATH KHUTY IEJIKOM, COBETYIO PACCMOTPETD JIJIsl Haya-
JIa WJLTIOCTPAIIMK W TPOYNTATH MOATIMCH K HUM. VIJIH Te IIaBbl, B KOTOPBIX
OMKCBHIBAIOTCS WHCTPYMEHTHI M TEXHUKH, KOTOPBIE BBl XOTUTE MU3Y4IHTh
Hauboee noApoOHO.

B 9T0ii KHUTE €CTh CBEIECHMS], KOTOPBIE PEIKO BCTPEUAIOTCS B CIIPABOY-
HOU JIOKYMEHTAITUH, 9TH CBEICHIS TOPA3/I0 BasjKHEE, YeM MOKET MOKa3aTh-
CsI Ha TIePBBIN B3TJISIL.

Knura opueHTrpoBaHa Ha AU3aliHEPOB ¥ aPXUTEKTOPOB, PA0OTAIOIINX
C IM3aiiHOM MHTEPHEPOB N UMEIOIUX HEKOTOPBIN O1bIT paboThi ¢ 3ds Max
nm 3ds Max Design. Kuura Oyzer mosiesHa TeM, KTO yiKe MMEeT OTIBIT
B 00JIaCTH apXUTEKTYPHOU BU3yaIM3AIUU W XOUET PACIIUPUTH CBOU 3HA-
HUS B 9TOM HANPABJICHNN.

B »T0l KHUTrE BBl He HalijleTe TOTOBBIX PELIEHUN U METOAMK PabOThI.
Bo-11epBhIX, 3T0 c1e1aio Obl KHUTY CJUITKOM 00hEMHOI, a BO-BTOPBIX, €€
MOSIBJIEHNE MOTJIO OBl 3aTSTHYThCsI Ha Heolpeie/IeHHbIN ¢cpok. Ho BBI moz-
POGHO y3HaeTe TIPO HasHAUEHUE U CYTh MTapaMETPOB, aJITOPUTMOB PaGOThI
mental ray B cpeze 3ds Max, y3HaeTe mpo UX BO3MOKHOCTH U YBUIUTE
MOTEHITUAJT ITUX MTaPaMETPOB JJIs cBoell AesTebHocTH. C 3THM TTOHUMA-
HUEM BbI CMOKETe caMu st cebst pazpaboTaTh HEOOXOMMbIE METOAUKY
PaboThI, 9TOOBI JOCTUTATH HAMJTYYIINX PE3YJIBTATOB.

Onucanve GyHkimii mental ray 6yzer kak aasa 3ds Max, Tak u st
Bepcun 3ds Max Design, 171 TIPOCTOTHI BOCTIPUSITHS TeKCTa OyIeT yKa3aH
mpocto 3ds Max 6e3 ciioBa Design.

CTpykTypa KHUrUn

KHura cocTouT M3 ISITH T71aB, KaKAast U3 KOTOPBIX COAEPKUT Pa3/Eebl.

IlepBas r1aBa BKIIOYaET OCHOBHBIE CBEIEHUS O TPEXMEPHOI BI3yasIu-
3aruu, BBefienre B mental ray. Takyke B TIepBOH TJIaBe OMMCAH PEHAEPED
iray ¥ ero BO3MOKHOCTH. IloMIIMO 3TOTO, B 9TOII TJIaBe COAEPIKUTCS TI0-
Jie3Hass MHGOPMAIIMsI 0 HACTPOIIKe II0JIb30BaTeIbcKoro nHrepdeiica 3ds
Max u ero ajanraruu oz perziepep mental ray u iray.

Bo BTOpOIi T71aBe onmcaHbl TeOpHs CBeTa, (OTOMETPUYECKUE FICTOY-
HUKU CBeTa U CHCTEMBI THEBHOTO OCBEIIEeHUsI, TUIIBI KapT TeHeil. B koHIe
IJIaBbl PACCKA3aHO O HACTPOIiKe sKcmo3uiu u pabore ¢ daitnamu n306-
PasKeHIIT BBICOKOTO I[BETOBOTO [MANa30Ha.



Tperbs ryiaBa MoCBsIeHa MaTepuaiaM 1 UX (GU3NIECKIM CBOWCTBAM
Kak B peaJbHOM Mupe, Tak u B 3ds Max. B 5T0ii e riaBe onmcana KOH-
BepTaIys MAaTEPUAJIOB U3 OJTHOTO TUTIA B JIPYTON, HATPUMED KOHBEPTAIUS
MarepuasioB v-ray B Marepuasbl mental ray.

UeTBeprasi riaBa TOCBSIIEHA HETTOCPEJCTBEHHO TIPOIECCy peHe-
PHHTa, COMILIUPOBAHUS U TUITAM (DUIIBTPAIIMY KOHEYHOTO U300PaKEHSI.
B »710ii e rnase onucanbl riobanabHoe ocsenenue, Final Gather, horon-
HBIE KapThl M KaycTHKa. Takyke B 9TOM ryiaBe IpUBEIEHbI CBeIeHUs 00 HC-
TTOJTb30BAHNY OTIEPATUBHON AMSTH ¥ €€ ONITUMU3AINH TIPU PEH/IEPUHTE.
31ech e paccKazaHo O TPACCUPOBKE JIydeid.

Hy u Haxomer, IsaTasi riaBa CoAepKUT onucanue nocrodpaborku. Cos-
JlaHWe W MCIOJIb30BAaHUE PEHIIEP-3JIeMEHTOB 1 TTOCTI((hEKTOB, a TakKe
ZIpyTHe TTOJIe3Hble ONIUN M MHCTPYMEHTBI.

HexoTopble MbICIM W peKOMEH/IAIMA B KHUTe HaMEepPEHHO OIHCAaHBI
IIPOCTBIM, OBITOBBIM SI3BIKOM 51 G0JIEE ITOJTHOTO U IIPOCTOrO OObACHEHMS
Marepuasa, B OTJIMYME OT ONMCAHUS TAPAMETPOB, KOTOPbIE B GOJIBIIMH-
CTBE CBOEM MMEIOT TEXHUIECKNI YKJIOH.

B xHUTE OUEHD MHOTO WJLTIOCTPAIIHIA, IEMOHCTPUPYIOIINX T€ UM WHBIE
MapaMeTpbl KaK OT/IEBHO B3I THIX, TAK U B3AMMOJIENCTBYIOTIUX [TAPAMETPOB.
Ocoboe BHUMaHKe yeJeHO BETY 1 IBETOIEpeaade, HO B CBA3U C OTPaHU-
YEHHUSIMU TIEYaTHOTO M3IAHUST HEOOXOAUMO CKauaTh BCE OPUTHHABI HJLTIO-
crparuii o azpecy B Muteprere http://www.mentalraybook.pro/pics
alpha.zip (apxus 75 M6). Bce pucyHKEI HaXOAATCSA B ITAIIKaX COOTBETCTBYIO-
VX IJ1aB, C COOTBETCTBYIONTMMHI HOMEPAaMU U KPATKUM TIOSICHEHUEM.

OGopynoBaHue U NporpaMmMHoe
obecnevyeHune

Bbr MozkeTe MCIob30BaTh Kak 32-pa3psanHoe, Tak U 64-paspsiiHoe mpo-
rpamMmHOe obecriedeHrie. OCHOBHYIO PasHUIY MEXKIY HUMU COCTABJISIET
WCIIOJIb30BAHME OTIEPATUBHON MaMsATH. PeKOMeH/yeTcs MCIMOoJIb30BaTh
64-paspsaaHoe nporpaMmHoe obecnedenre. Huske npuse/ieHbl 0(pUIUATb-
Hble TpeGOBaHUA K 060PYIOBAHUIO U IIPOIPAMMHOMY 00€CIIeYeHIIO0 KOM-
nblotepa KoMnanueit Autodesk.

OnepaunoHHaga cucrema

Il 3ds Max / Design 2013 u Bbitie pekomergyercst Microsoft Windows
7 Professional, Microsoft Windows Vista Business (SP2 uu Bbiiie). Mic-
rosoft Windows XP Gouibliie He HOJ1epKUBAETC.



OOopynoBaHune

B ocHoBHOM i anumaiuu 1 pergeputra (Menee 1000 06bEKTOB MK
100 000 mostmroHoOB):

Intel i AMD mporteccopst ¢ TexHosiorueir SSE2;

ot 4 T'6 oneparusHoii mamsttu (RAM);

3 T'6 cBOOOIHOTO MecTa Ha JKeCTKOM jaucke u 4 T'6 (aiin moakauky;
Direct3D 10, Direct3D 9 wmm OpenGL-coBMecTuMbIe KapThi
(256 M6 uu ¢ GOJIBIIUM KOJMYECTBOM HMaMITH, PEKOMEH/YeTCs
1 T6 wan GoJbie).

Jls C/I0KHBIX crieH ¢ 6oabmmM KondectBoM (6osee yem 1000 06b-
exktoB uin 100 000 mosuroHos):

Intel- mau AMD-npoueccopsr ¢ TexHosorueidr SSE2;

ot 8 T'6 onieparusnoii namsit (RAM);

3 IT'6 cBoGOIHOrO MecTa Ha xecTKoM aucke u 8 T'6 daiin mogkauky;
Direct3D 10, Direct3D 9 uiu OpenGL-coBmectumbie kaprbi (1 T'6
win 6oJiblie).



FnaBa

Y710 npencraenaioT cooon mental
raywiray?

OcHoBHOe HasHaueHue mental ray cocrout B popmupoBanuu Goropea-
JIMCTUYHBIX U300paskeHUi — Mpoliecce, KOTOPBII TpeOyeT CI0KHBIX pac-
YETOB C UCTI0JIb30BaHNEM (PU3UYECKUX 3aKOHOB JIJIsI UMUTAIIUU TIOBE/ICHHS
cBeTa M ero B3auMOJIEHCTBUS ¢ TIOBepXHOCTIMU. Takske mental ray MOsKHO
MCTI0JIb30BATh U JIJIsI He(DOTOPEATUCTUIHON KOHTYPHOI BU3yaIu3aIuu.
CpezctBo Busyanusanun mental ray cocTOUT U3 OOIIUPHOTO psizia CIie-
[[1aJIbHBIX MHCTPYMEHTOB, pa3paboTaHHbIX HeMellKoi ¢hupmoii mental ima-
ges (ocHoBata B 1984, ¢ 2011 roga mental images IOIHOCTBIO OOBEANHI-
nack ¢ NVIDIA). Kuura, KOTOpYyro BB JEpP;KHUTE B PyKax, HOCBsIIIeHa 0630py
STUX UHCTPYMEHTOB M B3aMMOZEHCTBUIO NX MeKIy coboii u 3ds Max.
mental ray sIBJisieTCsl He3aBUCUMBIM peHziepepoM (perndepep — npo-
2pamma Bu3yaiu3ayul), B KOTOpOM peain30BaHa BO3MOKHOCTh CO371a-
HUSL COOCTBEHHOW OMOJIMOTEKM AJTOPUTMOB pacdyeTa U300PaKeHUS —
meiinepos (wetidep — MaJeHbKUI KYCOUEK aJiTOPUTMa, OTBEYAOIIil 32
OIIPE/IE/IEHHYI0 YacTh pacyera M300paskeHus). ITH HIeHAepbl Iporpam-
Ma HCIIOJIb3YET VIS PacyeTa TPEXMEPHON CIIEHBI, KOTOPAsT ONMKUCHIBAETCS
B KOMILTeKce (TeoMeTpUYECKyio (hopMy, MaTepuasibl, KAMEPBI, CBET) C TI0-
MOIIbI0 COOCTBEHHOIO sI3bIKa ONMCaHUs cleH B ¢opmarte mental images
(.mi). D10 omucaHue MpeACTaBIseT COOON TEKCTOBBIM (haiin, KOTOpPbIil



Y10 npeacTaBnsaioT codoii mental ray n iray? _

MOJIKeH OBITh TIOATOTOBJEH 3apanee. [l ero cosmanmst mental ray mHe
nMeet coOCTBEHHOTo nHTEpdeiica.

Opnako mental ray B 3ds Max siBjisieTcst HHTETPUPOBAHHBIM PeHjie-
PEpoM ¢ yIOOHBIM MOJB30BATENBCKNM nHTEpdeiicom. 11oaToMy Ham He
00sI3aTeIbHO 3HATD A3BIK ONMUCAHUS ClleH. Bo Bpems penaepunra 3ds Max
cam cozfact (aiisl ONMMCAHUS CIEHBI, MPEBPATUT MAaTEPHUAIBI, NCTOYHUKH
CBETa M HACTPOMKM TIpocYeTa B HEOOXOMMBIE IEHAEPDI U 3aITyCTHUT MPO-
Hecc mpocyera B mental ray. 9ToT mpomecce mpeoOpasoBaHuUs CIEHBI EIIe
Ha3bIBACTCS TpAHCIANMER. TPaHCAAMS ABJISETCS CBSA3YIONINM 3BEHOM
Mmeskay 3ds Max u mental ray.

Puc. 1.1. Npumepsbl BU3yanusauuu,
caenaHHble B 3ds Max ¢ nomoLubio peHgepepa mental ray



Pennepunr/Budyaniusanusi — 9TO TPOIECC PACMPUPOBAHUS TPEX-
MEPHOH BEKTOPHOI TpahUKu B MAKCEJIbHYIO IBYXMEPHYIO rpaduky /s
dhopMupoBaHus PacTPoBOro mzobpaxkenus. [log pacTpUpOBaHUEM ITO-
HUMAaeTCsT TIPOIiece TTPeodpPa3soBaHUsT BEKTOPHBIX JaHHBIX B IBYXMEPHbIE
HEBEKTOPHbIE JAaHHBIE ITOJI0OHO TOMY, KaK 9TO OGBIYHO JETACTCS TIPH 9KC-
[opTe BEKTOPHOI1 rpaduku B popMaTe pacTpOBBIX H300paKeHUIA.

Y10 Takoe TpaccupoBka ny4yen?

KJ1io4eBbIM ajIropuT™MOM, HEOOXOAMMBIM JIJIsI TPOCYETa U300PaKeHNUs, SAB-
JISIETCST TPACCUPOBKA Jiydeii. OHa BBIMOJIHSIETCS OMHON U3 CAMBIX TIEPBBIX B
Havasie npocueta. TpaccupoBKa Jiydeii — 9TO TIPOIIECC POCTEKUBAHUS ITy-
Teil OT 32]AHHOI TOUKU B CLIEHE 1 OIIEHKY BJIUSHUS HA 3TY TOYKY MaTepraia
IPYTUX TOYEK U3 TPEXMEPHOTO OKPY KeHUs. Pe3ysibraToM SIBJISIETCST U3Me-
HEHHBIH [[BET aHATU3UPYeMOii ToukU. Takum 06pazoM, MOKHO MPOCUUTHI-
BaTh TEHU, OTPAKEHUS, TPEJTOMIIEHUS U IPAMYIO OCBEIIEHHOCTH OOBEKTOB.

CyIlecTBYIOT IBa METO/IA TPACCUPOBKH JIYUIIE: NPsMas mpaccuposka
Jyueti — 3TO KOT/Ia JIYUU UCITYCKAIOTCS U3 MCTOYHUKOB CBETA; U 00PAmHAsL
mpaccuposka ayueli — KOTa UCITyCKAIOTCS U3 KAMEPBL.

Paccmorpum nasee cBOWCTBA TPACCUPOBKH JIy4ell, PYKOBOJACTBYSICH
puc. 1.2.

Reflection (Orpaxetie) Refraction (Mpenomnetie)

6 A
. N—"

Puc. 1.2. MNMpouecc TpaccmnpoBku Nyyei

OTpaxeHune n npesioMmseHme

Kak mokazano Ha puc. 1.2, Korja jiyd UCXOAUT U3 KaMepbl, OH cHavaja
OIEHUBAETCA B TOUKe A, KOTOpas ABJIsIeTCs BIOOPOYHOM Toukoii. Cezo-
BaTeNbHO, B TOUKEe A OIMPEIESIOTCS CBOMCTBA MOBEPXHOCTH, UCXO/s U3



IapaMeTpoB HACTPOMKMU MaTepuasa. Tak, ecju MOBEPXHOCTH OTPAYKAET,
MIPEJIOMJISIET CBET WJTH JKe JIeJIaeT W TO, ¥ JIPYTOE, TO OTPEAEISIETCS, Tpe-
GyeTcst I OTKJIOHUTb JIyd, 8 3HAUNT, HAIIPABUTh B CIIEHY BTOPUYHBIH JIyY,
4TOOBI OOHAPYKUTH OGBEKTHI, OKa3bIBAOIINE JOMOTHUTEIBHOE BIUSHUE,

Ecau npenmnonoxuTk, 4To B TOUKE A TPOUCXOUT OTPAasKEHUE, TO BTO-
PUYHBIH Jiyy cjieqyer HanpaBuTh B Touky B. Korma atot jiyu pocturner
ToukK B, mpolecc onpesesieHns CBOWCTB MOBEPXHOCTH GYIeT MPOMCXO0-
JIUTh Ha 3TOT pa3 B Touke B. Eciu B Touke B oTpaskeHne He TPOUCXOUT,
TO B pe3yJbTaTe MPOCTHIX PACYETOB BO3BpAINAETCS 3HAYEHUE I[BETA JIJIst
nocJsieyoonux pacyetoB B Touke A. Ho eciu B Touke B oTpaskenue mpo-
WCXOJIAT, TO IOTIOJTHUTENBHBIN JIyd HAIPaBJSeTCs, HapuMep, B TOUKy C,
U 3aTeM HauuHaeTcs erle oauH pacuer 1y Touku C. TakuM o6pasom, 13
touku C BO3BpalllaeTcst 3HAUE€HUE T[BETA OTPASKEHUS /I TOUKHU B, a oTTy-
Jla — JUISL TOYKU A, KaK 9TO II0Ka3aHo Ha OJI0K-CXeMe, IIPUBEAECHHON clpaBa
Ha PUCYHKE, T/e YePHBIMU CTPeJKaMy 0003HAYEHbl JIy4H, UCILyCKaeMble
B CIIEHY, a CEPBIMU CTPEJTKaMU — BO3BpalllaeMble 3HAUEHUS 1[BETA.

Kaxk nokazano Ha prucyHKe, yroJ nmajieHust paBeH YTy OTPakeHUsI, YTO
O3HAYaeT: /i BOCCO3[aHUs OTpakeHui B mental ray tpebyercs usme-
HUTb [IyTh [IPOXOXKIAEHU Jy4a, YTOOBI OH IIPOCJAENOBAJ Ha CIIEHE TOUHO
10 TTYTU 3€PKAJIBHOTO OTPAKEHUS W 3aTEM BO3BPATHUJI TOUHbIE 3HAUYEHUS
[BETa OTPAKEHHUSI.

Ecnu moBepxHOCTD B TOuKe A 1nipesiomiisieT cBeT (TOKa3aTesb ee mpe-
somsernst 6oubine 1,0), TO TPETOMIIEHHBIH JIyd HATIPABJISIETCS MO TTyTH
K TOuKe B7, paciioyo;KeHHON B HUKHEl 4acTH IIPeJOMIISIONEro obbeMa.
B Touke B7 mpOM3BOANTCS OYEPENHON pacueT JJisi ONpe/le;IeHns 1IBETa,
BO3BPAIlaeMOTO B TOUKY A, T7le 3aTeM OIpeIesISTIOTCS CBONCTBA TTOBEPX-
HOCTYW aHAJIOTUYHO TOMY, KaK 3TO JIeJIaeTCs TIPU OTPaKEeHUU B TOUKe B.
Eciiu npesiomiieHue mpoaoJEKaeTes Jaiee, TO U3 IPEJOMIISIONEro oobeMa
WCXOUT JIOTIOJIHUTEJbHBIN JIyd, KOTOPBIN HAIMPABJISIETCS B TUMIOTETUYE-
ckyio Touky C1. Kak u oTpaskeHHble Jiydd, B pe3yJibraTe pacyeToB Ipe-
JIOMJIEHHBIE JIYYU CJIEAYIOT NPaBAONOMOOHBIMK IIyTSIMU, U3MEHSs CBOE
HalpaBJieHKe M0 3aKOHaM (DU3UKU.

HacTtpouka nonb30BaTenbCKOro
nHtepdenca (Ul)

IIpexae 4yeM HayaTh, JOJOKHBIM 0OpasoM mnoaroroBum uHrepdeiic 3ds
Max 1 cpefy auist paboThI CO CIIEHOU U PEHIEPOM.



B 3ds Max, Haumnas ¢ Bepcun 2009, mental ray siBisieTcst peHAEPEPOM,
YCTAHOBJIEHHBIM TI0 yMOJIYaHI0 BMecTe ¢ Arch & Design-maTtepuaiamu,
a Takke 6ubamorekoit mMarepuanoB Autodesk. Ecsu Barn mpoekT ObL1
clIeJIaH C MCIIOJIb30BAaHUEM JPYTUX PEHIEP-CUCTEM, TO BaM HEOOXOAUMO
BPYUYHYIO aKTHBHPOBaTh peHziepep mental ray. Bo Bropoil riase Oyzer
PacCMOTPEH MTPUMEP aBTOMATHUECKOI KOHBEPTAIIUN MAaTEPHAJIOB B MaTe-
puanst Arch & Design.

Jlnst Toro uToOBI BBIGpaTh Mmental ray Kak mporpamMMmy peHzepepa, Ha-
skmute F10 1 B OTKPBIBIIEMCS IMAIOTOBOM OKHE Ha3HAUYETE CUCTEMY PEH-
nepepa mental ray, kak mokasato Ha puc. 1.3.

1 ¥l Choose Renderer M
Render Elements | Raytracer | Advanced Lighting | [ i 5
C Rerich NVIDIA mental ra
CHTRTCH | s | Quicksilver Hardware Renderer

T T WUE File Renderer
i Email Notifications i
[+ Scripts i
[- Assign Renderer

Material Editor: Default Scanline Renderer
ActiveShade:  Default Scanline Renderer

Save as Defaults

| E
Production: Default Scanline Renderer
e
=

Preset: | e g
—_ Render - i
View: |Quad 4 -Perspe * ﬂ Cancel

Puc. 1.3. YcTaHoBka mental ray kak nporpammbl peHgepepa

Haxuute Ha kHonKy Save as Default (CoxpaHuUTh 110 yMOJYAHHIO),
4ToGB! c/lesIaTh mental ray peHaepepoM Mo YMOIYAHUIO IS BCEX HOBBIX
CIIEH.

B 3ds Max MOKHO HACTPOUTD [0Jb30BATEIbCKII nHTEpdEiic aus 60-
Jiee ymo6HOH paboTst ¢ mental ray, KOTOPBI yCTaHABIMBAETCS B AUAIOTO-
BOM OKHe, YKa3aHHOM Ha puc. 1.4.

3aiimure B Menio Customize = Custom UI And Defaults Switchers
(Hacrpoiika = Hactpouts Ul u nepexsouaresn mo yMmoadaHuio). Bei-
6epute oniuio DesignVIZ.mentalray, kak mokasaHno Ha puc. 1.4. 3atem
HaXXMUTe KHONIKY Set (YcTaHOBUTS).



HacTtpoiika nonb3oBaTenbckoro uHtepdgetica (Ul) _

L e oo mons I

Initial settings for tool options: UI schemes:
Max Defaultl -
Max. mentalray ModularToolbarsUl K
DesignV1Z 3dsMax2009 |= |
DesignVIZ.mentalra ame-dark b
MAX, vray ame-ight S

Initial settings for Design & Visualization with the mental ray H
renderer

Overview

Almost identical to the Design & Visvalization intial settings, the DesignV/Z. mentalray intial settings are
configured to provide as much rendering performance possible with large scenes, containing many lights
using the mental ray renderer. Your application will be directed towards photo realistic rendering of typical
architectural models.

mental ray Extensions: enabled by default™

Layers: all objects are created "By Layer™.

Material Editor: populated with Arch & Design (mi) materials, displays reflectance and transmittance
information® [more below]

Lights: all cast ray-traced shadows™.

Daylight: defaults to mrSun and mrSky.

Rendering: using the mental ray renderer® with no exposure controls pre-assigned.
Motion Blur: all objects will use motion blur when created*.

Cloning: objects are instanced by default.

Select By Name: display children is enabled.

i-drop: maps are copied from the i-drop source to the /downloads/folder .

Inverse Kinematics: optimized for interactive manipulation.

Viewport Shading: optimized to support many light sources.

Real-World Texture Coordinates: Setto support real-world scaling of UVW coordinates

Puc. 1.4. Hactpoiika mental ray

Ucnonb3oBaHMe nanok npoekKTa

Haunnas ¢ 3ds Max 9 nosiusiocs niousitiie Project Folder (ITamka mpo-
ekTa). [IporpaMma aBTOMAaTHYECKW CO3/IA€T MamKy MPOEeKTa M paboTaeT
B paMKax TeKyIlero mpoekra. Ilo ymomuanuio ato nanka 3ds Max, pac-
nosioxkenHast B marmke My documents (Mou TOKyMeHTBI ) TEKYIIETO MOITh-
30BaTess. B mamke mpoekta aBTOMaTHIECKH CO3AI0TCS OTMOTHUTENbHBIE
TaNKH, B KOTOPBIX XPAaHATCS CIEHBI, TEKCTYPBI, PE3€PBHBIE KON CIEH
T

Mpbr MmokeM yctaHoBuTh Project Folder (ITamky mpoekTa) te yro-
HO Ha JIOKAJTbHOM WJIM CETEBOM JAUCKe. YTOOBI yCTAHOBUTD TIATIKY TTPOEK-



Ta, HAKMHUTE Ha KHONIKY Application Button = Manage = Set Project
Button (Knromka mporpammbl = YpaBJieHre = YCTaHOBUTD TAIKY MPO-
eKTa), Kak 1mokazano Ha puc. 1.5. OTKpoercs: [UajoroBoe OKHO, rjie He-
06X0IMMO YKa3aTh MAIKy /s Harmero mpoekta. [loce yKa3aHusT Ak
IIPOEKTA B HEH CO3/Ia/LyTCs OTOJHUTEIbHDIE MANKK ISl XPAHEHUST dJie-
MEHTOB ITPOEKTa.

W ™ = E@'@"Altematauyout ‘|7; m

D Manage 3ds Max assets Select Project Folder,
M, 3
i This corresponds to the root of your current project.
= Set Project Folder

Reeet @ Setafolderto bethe root of the > 1 K010_21_magar -
cee = current 3ds Max project. 4} mb54 Aura

. archives
|E et i autoback
downloads
E Save | eport
. express
g Save As 4 | import
incoming ¥
@ Import s . materiallibraries
. previews
|—_‘$ Export Ly | proxies E
. renderoutput
D Send to r renderpresets
> |, sceneassets | M
References P e i
J vpost
> 1. m056_gln

Manage b > | m057_rjd

G i |

Properties ¥ Folder: m054_Aura

Make Mew Folder oK Cancel |
Exit 3ds Max

Puc. 1.5. YcTaHOBKa nankm npoekra

[y pasHbIX MPOEKTOB JIydllle BCETO HCIOJIb30BaTh pasHbie Project
Folder, nepexiouenne MKy HUMH OCYIIIECTBISIETCST TOYHO TAK K€, KaK
1 yKa3aHue HOBOT'O TPOeKTa.

Kondwurypauma nyren gocrtyna
K TEKCTYPHbIM KapTam

ITomumo CTaH/IaPpTHBIX HyTeﬁ K TTaITKaM ITPOEKTa 1 HyTeﬁ K TEKCTYPHbBIM
KapTaM, Mbl MOJKEM 3a/1aTb AOIIOJIHUTEJbHBIC MTYTHU WJIWN U3MEHUTH CY-
IIECTBYIOIIHE.



Jl7ist usMeHeHUst CTaHAAPTHBIX yTel gocTyma K ¢aitnam 3ds Max Bbi-
6epute komaHay MeHio Customize = Configure User Paths (Hactpoiika
= Hacrpoiika moib30BaTeTbCKUX ITyTEN ).

IMosiurcs okuo auasnora Configure User Paths (Hacrpoiika mosp3o-
BaTeJIbCKUX MyTell ), Kak TTOKa3zaHo Ha puc. 1.6.

:

5‘.?5' Configure User Paths

File 10 | ExternalFiles | YRefs |
Project Folder
D:\projects)_kProjects'k029_7floor .
Animations \\sceneassets\animations - Modify...
Archives \archives 1
AutoBackup Nautobadk |
BitmapProxies .\proxies | MR e ate
Downloads .\downloads i
Export \export || Make Absolute
Expressions \express |
Images .\sceneassets\images |
Import Jimport
Materials .\materiallibraries
MaxStart D:Vjibrary\my UI'\maxroot2012\maxstart
Photometric . \sceneassets\photometric a
Dresiems \nreviems
Save as... Load... | Merge... Cancel

Puc. 1.6. lJnanoroBoe OKHO HACTPOMKM
Nosb30BaTeSIbCKUX NyTeN

Ha srianke External Files (Buemrrue ¢aiibl) MbI MOJKEM yKa3aTh
MyTH K TTAITKaM TEKCTYPHBIX KapT, TaM JKe MOKeM yKa3aTb IyTH K MarKam
¢ daitmamur GOTOMETPUIECKHX TTAGIOHOB HCTOYHUKOB CBETA.

nyTI/I K TEeKCTYPHbIM KapTaM CLI€Hbl

Yrobsl nsbexaTh mossaeHus coobmenuii Missing Map Files (IToteps
(aiiyIoB TEKCTYPHBIX KAapT) MPU 3arpy3Ke CIEHBI, YKA)KUTE Ha BKJIAIKE
External Files (Buemnue aiiibi) okna guanora Configure User Paths
(Kondwuryparust nosib30BaTeIbCKUX MTyTEN) MYTH JOCTyTa KO BCEM BO3-
MOKHBIM TTAITKaM, B KOTOPBIX XPAHSTCST TEKCTYPHbIE KAPTHI U (DOTOMETPH-
yeckue pannbie (puc. 1.7).

Ecou BbI 06paTuiii BHUMAaHWE, YTO TIepe/l PEHIAECPUHTOM UIET 3a/[ePIK-
Ka, TIpoBepbTe MmyTu (aityoB TekcTyp. Vcmonb3oBanue MPsIMbIX MTyTel
K (aiinaM nosposser 3ds Max IpUCTYIIaTh K PEHAEPUHTY He3aMelJIn-
TEJIbHO, He TIPUOEras K OUCKY HeOOXOIUMBIX TEKCTY].



m Configure User Paths

L2l

File IjO | External Files | XRefs |

C:\Program Files\Autodesk'\3ds Max Design 2013\Maps

C:\Program Files\Autodesk\3ds Max Design 2013\Maps'glare

C:'Program Files\Autodesk'3ds Max Design 2013Maps\adskMt
C:\Program FilesAutodesk’\3ds Max Design 2013YMaps'Moise

C:\Program FilesAutodesk\3ds Max Design 2013\Maps'\Substancenoises
C:\Program FilesAutodesk\3ds Max Design 2013\Maps\Substance texture:
C:\Program Files'Autodesk\3ds Max Design 20 13\Maps\mental _mil
C:\Program Files'Autodesk'\3ds Max Design 2013\Maps\fx

\downloads

D:Vibrary'\maps

D:Vibrary\maps\animated

D:Vibrary\mapsiarch

D:Vibrary\maps\archiArchMat

D:Vibrary\maps\archibamboo

] I v

il Delete

Save as... Load... | Merge... |

Modify...

Add...

Make Relative
Make Absolute

Move Up

Move Down

Cancel

Puc. 1.7. Quanorosoe okKHO
yKa3aHus noib30BaTeNbCKUX MyTEn

Ucnonb3oBaHue nHctpymeHrta Asset Tracking

Nucrpyment Asset Tracking, mokasannsiii Ha puc. 1.8, Hau6osee yno6en
IS KOHTPOJIA IyTeil K oToMerpudeckum mmabionam (*.ies daitiam) u
TEKCTYPHBIM KapTaM, Takske ¢ moMotbio Asset Tracking MoxHO yKa3bi-
BaTh IyTH K BHeIIHUM ciieHaM, XRef u Containers. Asset Tracking mosto-
crbio coBMectuM ¢ Autodesk Vault (nannoe mpuiosxkeHe He paccMaTpu-

BaeTCs B paMKaXx Halllell KHUTH ).

Ha puc. 1.9 nokazano KOHTEKCTHOE MEHIO, BBI3bIBAEMOE ITIETIKOM TIpa-
BOU KHOIKM MBILIM 110 MMeHU daiina B cimcke. PaceMorpum Hauboee

BasKHbIE /IJIAA HAC ITYHKTBI:

Set Path (Ykasarh 1yTb) — 9TOT IYHKT OTKPHIBAET AUATOTOBOE
OKHO, B KOTOPOM MOKHO yKa3aTb My Th K aily;
Strip Path (Crupaer myTh) — HeOOXOANMO B TOM CJIyYae, eCIIH My Th

K (haitsry ykazaH HEBEPHBIN );

Browse (O603peBaTeib) — M03BOJIsIET BHIOPaTh (haill B OKHE 000-

3peBaresist (pamioB.



HacTtpoiika nonb3oBaTenbckoro uHtepdgetica (Ul) _
H O & =] <h'ﬁ-::>' Alternate Layout = 7;

Insert external references into 3ds Max
-
Inherit Container
T‘? Insert a Container that references an
Reset = external definition file into the current
scene,
3
(= open XRef Objects
C(]_) Insert a reference to objects from
@ external 3ds Max files into the current
E Save scene,
XRef Scene
Save As L ) Insert a reference to an external 3ds
Max file into the current scene.
IOERE k i Manage Links

Insert a link to @ DWG, DXF or FEX file

=} into the current scene.
Expaort 13
Asset Tracking
= Sendto 3

Manage assets and paths inthe current
& References b

3ds Max scene,
Manage r

Properties 3

il

i

] Asset Tracking lilﬂlg

Server File Paths Bitmap Performance and Memory  Options
BNEN @ @
Name Full Path Status Pift
B 101-089.pg D:library\mapshorganicstflora’, Ok
@ leather01-B1_hi-re.. Di\librany\maps\fabric cloth'leather\ Ok
B m057_circled.jpg Di\projects_kProjects\m057_rjd\sceneassetsh... Found
T MAC_KEYBOARD..... D:\librany\mapsitechnics\ Ok
@ marble_stone_sev.. D:\libranymaps\arch\Stones\marblel Ok
ET markerboard 01.jpg Di\projects\m041_sika\maps\ Ok [
@metal_polished_ﬂ.‘.. Di\libranyymapstarchiMetal', Ok
@ Mirra_Op.jpg Di\projectsh_kProjects\m057_rjd\sceneassets\... Found |E|
E@ officecarpetsbum...  D:\library\maps\fabric cloth\Office Carpetsh Ok H
@ officecarpetsbum... D\librany\maps\fabric cloth\Office Carpets', Ok
| ET RenderStuff Apple... D:\libran/\mapsitechnics\ ‘ Ok %
f I r
|

Puc. 1.8. JocTtyn k Asset Tracking



m057_circled jpg Di\projects\_kProjects\m057_rjd\sceneassets\...

Generate Selected Proxies  [\technicsy

Set Proxy Resolution... Launch Provider...
Global Settings. .. Options...
Enable Bitmap Paging Log out
Enable Proxy System Login...

Highlight Editable Assets Checkout...
|Set Path...l Checkin...
Retarget Common Root... Undo Checkout...
I Strip Path | Add Files...
Make Path Absolute Get Latest
Make Path Relative to Project Folder History...
[FE Resolve Path to UNC Location Properties...
i PH Set Project Folder... Get From Provider...
Configure User Paths... Working Comment...
a'c_} 4 Preferences | Eruwse...l
% r:'1er|ta| = View Image File...
Reveal In Explorer...
|| m057 c005.fgm... Di\projects\ kP o Dependencies... Elen
|| rd_gi.pmap - (.. D\projects\_kP[ Refresh £...

& Render Output

Puc. 1.9. KOHTEKCTHOE MEHI0 OKHa
Asset Tracking

HacTpouka eguHuy namepeHus

Enuuuirel uamMepenust — OCHOBA TIPABUJIBHOTO OTIPe/leIEHUsT PA3MEPOB U
paccrosuuii B 3ds Max. OjiHa 13 epBoOUYepeIHbIX 3aj1au Mepesl HauajaoM
MOJICJTUPOBAHUS — 3TO BHIOGOP CUCTEMBI eIMHUI] U3MepeHus. Boibop enu-
HUI[ UI3MePEHUs ONPeiesIsieT NEeHY JeeHUs U3MePUTENbHON TTKAIbI (CM,
MM, TIOMMBI, QYTHI U T. 11.). [1JI51 TOUHOTO MOJIETUPOBAHUS CJIEYET YCTAHO-
BUThH CUCTEMY €JMHUIl U3MePEHUs], COOTBETCTBYIOIIYIO TOI MOZEJH, HAJl
KOTOPO# BezieTcst pabota. JlomycTiM, MOJIENb 3IAHUS MOXKET U3MEPSIThCSI
B METPAax, a IBEPHASI PYUKA — B MIJLJTIMETPAX.

JlJIsl yCTaHOBKM CHCTEMbBI €[MHUI] M3MEPEHUs] BBIOEpUTE KOMAHY
Customize = Units Setup (Hacrpoiika = YcTaHoBKa CCTEMBI €TUHUIT).
B oTKpbIBIINMCS T1AIOTOBOM OKHE, TIOKazanHoM Ha puc. 1.10, ycranoBu-
Te nepekioyarens B Metric (Merpuueckue) uiu 8 US Standard (Cran-
napt CIIIA).

NMoHsiTUe n HacTpoKKa raMmmal

Hagephoe, BbI y:ke 3aMedasin, 9To pU (PU3MUECKA KOPPEKTHOH paccra-
HOBKE HCTOYHUKOB CBETa PE3YJIBTAT 00IIEH OCBEIEHHOCTH MOJIYYaICs He-



HacTtpoiika nonb3oBaTenbckoro uHtepdgetica (Ul) _

D—
System Unit Setup M
I S Lirh =y

Lunit =|1,0 | Millmeters -
> ——
— Display Unit Scal ¥ Respect System Linits in Files
TE Origin 1677721,5am
........... Tpoo0 0000008600 508000000
ICennmeDers S =
Distance from origin: [0, 1cm
¢ US Standard =
Resulting Accuracy: [0,000000011%cm
IFeet wDecimal Inches . I /8 -

Default Units: & Feetf™ Inches

£ Custom
FL | =lse0,0 | |Feet
£~ Generic Units
~Lighting Units

International

Puc. 1.10. YcTaHoBKa cucteMbl € AVHUL, N3MepeHnst

npaBaonoA06H0 TeMHbIM. OCOOEHHO HTO 3aMETHO B YIJIaX M HA TEHEBBIX
CTOPOHAX 0OBEKTOB.

MO)KHO NbITATbCA UCIIPABUTDH 3TO, IPOCTO YBEJINYUB APKOCTb UCTOY-
HUKOB cBeTa. Takoil II0AX0[ IPUBHECET HEKOTOPOe yBeamdeHnue oomei
OCBEIIEHHOCTH, HO 9TO MPUBEAET K HeNnPasoonodo6ibim 3aCBEY€HHBIM 00-
JIACTSIM BO3JIE MCTOYHUKOB cBeTa. To ecTh BMECTO He0CTaTKa OCBeIleH-

Puc 1.11. FTamma 1.0 HegocTaToyHOE OCcBeLleHue (cneBa);
136bITOYHOE OCBeLleHNe (crnpasa)



T rnaza 1

HOCTH Ha TEMHDBIX YYaCTKaX CIEHDBI MMOJYIUTCS I/I36bITOK OCBCIIEHHOCTN
BO3JIe HICTOYHIKOB CBETA.

CyTb mpo6IEMBI TEMHBIX BU3YATM3MPOBAHHBIX N300PasKEHMIT 3aKTIO-
YaeTCs B HEOMWHAKOBBIX 3HAYEHUSIX TAMMBI Y TTOJTY4aeMOTO H300pasKeH ST
1 MOHHUTOPA, Ha KOTOPOM €T0 TPOCMaTPUBAIOT.

Gamma (lamma) — 3TO cTeneHb HEIMHEHHOCTH I[BETOBOTO TPAUEHTA
OT CaMOTO TEMHOTO K CaMOMY CBeTJIOMYy 3HaueHW0. C MaTeMaTHIecKoi
TOYKH 3peHNs JINHEeHHOH stBisiercs gamma 1.0, 0Ha COOTBETCTBYET «Hjie-
aJIbHOMY» MOHHUTOPY, KOTOPBII MMEET JIMHEHHYIO 3aBUCKMOCTh 0TOOpa-
JKEHMsT 0T 6eJI0TO T[BeTa K YepHOMY. Tak Kak TAaKIX MOHUTOPOB He ObIBAET,
y PeaIbHBIX YCTPOMCTB raMMa HeJInHelHas.

IIJIH COBPEMEHHBIX MOHHUTOPOB 3HAYE€HNE T'aMMbI O6I)ILIHO COCTaBJISACT
ot 1.6 10 2.2. Ho si1s1 y1o6¢TBa MPUHSTO CUNTATH, YTO HEJTMHEHOCTB I[Be-
TOBOTO TPajiieHTa Ha BceX MOHUTOPax paBHa 2.2. [ToaToMy B 60JIee HOBBIX
Bepersix 3ds Max Mo yMOT9aHWIo YCTaHOBIEHO 3HAUEHIE TAMMBI 2.2.

PaccmoTpum GoJiee HATIISITHO BAWSTHUE TAMMBI HA SIPKOCTD H300pake-
Hud Ha puc. 1.12.

|
Gamma 1.0 Gamma 2.2

Puc. 1.12. BansHne raMmmbl Ha SPKOCTb N306paxeHns

Jlist TOTO 4TOOBI MOJYUUTh U300pasKeHre B raMMe, COOTBETCTBYIOIIEH
MouUTOPY (HarpuMep, Gamma 2.2), cieyeT U3BMEHUTb FaMMY UCXOTHOTO
nusobpaxkenus. Koreuno xe 910 MoxkHo caenath u B Adobe Photoshop,
pocTo cKoppektuposas rammy. ITogaumast rammy B Adobe Photoshop,
MBI U3MEHSIEM SIPKOCTH TEX YIaCTKOB, KOTOPbIe mental ray mocunTan ma-
JIO3aME€THBIMU U MaJO3HAYUMbIMH, YMEHBIIUB TaM Ka4€CTBO IPOCYETA.



Tax, Bce HesKesaTeIbHbIE apTeaKThl CTAaHYT BUAUMBIMU, U H300paskeHIe
OyleT BBITJISIIETh XYJKe, XOTsI U CBeTJiee, ueM panbiie. Kpome Toro, mpu
HTOM TaMMa TEKCTYP TOKE U3MEHUTCS, ¥ OHU OYIYT CMOTPEThCsI OJIeTHbI-
MU U BBII[BETITUMYL

B 3ds Max, Haunnast ¢ 2013-ii Bepcuu, raMMa ysKe HaCTPOEHA 110 yMOJI-
yaHuto. [Tapa cjioB 06 elile 0HOI 0cOOEHHOCTH PAGOThI B TaMMe, OTJIMY-
Hoit ot 1.0. HeoOX0auMO mepeBecTr PeskuM 0TOOPasKEHUST PeJaKTopa Ma-
TepuasioB B raMMy 2.2. Ha puc. 1.13 mokazaHa ycTaHOBKA TaMMBI.

Inverse Kinematics ‘ Gizmos ‘ MAXScript | Radiosity | mental ray | Containers |

Generd | Fles | Viewports | GammaandlUT | Renderng | Animation |
Display ~Materials and Colors
" Autodesk View LUT [ affect Color Selectors
Browse... [ affect Material Editor
~Bitmap Files.
Input Gamma: 2.z |
OutputGamma:  [2,2 2]

Cancel

Puc 1.13. Hactpoiika rammbl (Cnesa); BiMsSHMUE raMMbl Ha BbIOOP LiBeTa
c rammoii 1.0 (cnpaBa cBepxy); ¢ rammori 2.2 (cnpasa CHU3Y)

Ecsii BBI XOTUTE M3MEHUTH HACTPOIKY raMMbl — BbiOepuTe MeHio Cus-
tomize = Preferences (Hacrpoiiku = YcraHoBKH). B OTKpBIBITUMCS ina-
JI0roBOM OKHe BbiOepute BKIaaKy Gamma and LUT u ycranoBute 3Haue-
HU4, YKa3aHHbIe Ha puc. 1.14 11nasoroBoro OKHa, MOKa3aHHOTO CJIeBa.

Tamma 2.2 1aBHO cTajia CTAaHAAPTHOU Uit MHOTUX 3d-CIEHaINCTOB,
paboraromux B 3ds Max.

Normal u Displacement, To cneagyet yctaHosute rammy 1.0 B gnano-
rOBOM OKHe 3arpy3ku TEKCTYPHbIX kapT (puc. 1.14). 1o Heobxoam-
MO 019 YCTAHOBKM JIMHEVHON rpafaunmn UBETOB, ANS NPaBUIbHOIO
pacyeTa KapT CMELLEHMNI.

@ Ha 3ameTKy: ecnm Bbl MCNOMbL3yeTe TEKCTypbl B kapTax Bump,



) rnasa 1

Zur—— il

10, Select Bitmap Fil =

ek, et
Hskry:ID:\)rojads\_ld’rojeds‘u‘no57_rjd‘|,soeneasseis¥mages - I
Look in: I .. normal_bump - @ R T

L

Archexteriorl0_0... Archexteriorsd_0.. Archexteriorsd_01...

File name: Archexterior10_05_stone_MRM.jpg

Files of type: |NI Formats

= - Gamma
Devices...  Usai e
Setup... " Use system default gamma

— Iﬁ‘[)va'nde |1,u—g|
= |‘ [~ sequence | Preview ‘

Statistics: 1024x768, RGB Color 8 Bits/Channel - Single Image
Location: D:Yibrary\mapsinormal_bump\Archexterior10_05_stone_NRM.jpg

Puc. 1.14. BeibopoyHas ycTaHoBKa raMMbl
3arpy>xaemMon TEKCTYPHOWM KapTbl

Bydep xkaapoB 1 ctatTucTUka

peHaepuHra

Virtual Frame Buffer (VFB) (Bydep kazpos). Bupryanbhbiii 6ydep kaz-
POB CITYKUT JIJIst OTOOPasKEHUsI IPOIIECCA BUSYATM3AINHT U €€ PE3yJIbTaTa.
Takyke OH MPEAOCTABJSAET BO3MOKHOCTh COXPAHUTh M300PaKeHUE B BbI-
GpanHbIil Bamu opmat (puc. 1.15).

YcTaHoBKa pasmepa nsobpaxeHus

B ananorosom okHe HacTpoiiku peHjgepunra Ha Briagke Common (O6-
M€ HACTPOMKK) HaxozsTcs onuuu us obaactu Qutput Size (BoixonHoii
pasmep), onpeessoIie MPOIOPIMKA U PA3MepP BBIXOJAIIEro n300paske-
HUS, YKA3bIBAEMOTO B MMUKCEJISIX. B BBIMAAAI0NIEM MEHIO MOKHO BBIOPATh
MPEelyCTAaHOBKK Pas3IMYHBIX (POPMATOB H300paKeHU, HaXKaB Ha OJHY
U3 YeThIPeX KHOTOK C TPEyCTAHOBICHHBIMU PadMepaMu U300paKeHUsI.



Bydep kappoB U cTaTUCTUKA PEeHAEepUHra

i)

o~ DB e (@ [ [30
ofelelc 8 |[roomo - [EW

Puc. 1.15. BupTyanbHbiin 6ydep kagpos (VFB)

Puc. 1.16. YcTaHoBka pasmepa
BbIXOZHOIO N306paxeHns




Taxske MOJKHO yKa3aTh pasMepbl n306paxeHst BpyuHyio B mossix Width
(IMupuna) u Height (Beicota) B MUKCesIX.

B 3ds Max cymiecTByeT CHeUaJbHbIIl MHCTPYMEHT JIJIST YCTAHOBKH
pa3MepoB n3obpaskeHwit A7s1 mevaty. BoibepuTe n3 Merio komarnay Ren-
dering = Print Size Assistant (Busyamsanus = YcTaHOBKA II€4aTHOTO
pasmepa). B oTkpbiBIIeMcs auaoroBoM okHe (puc. 1.17) BeiGepure eu-
HUIIBI U3MEPEHNUST U pa3Mep TredataeMoro n3obpaskenus. [locse Toro Kak
Bce HacTponyu, Hakmute Render 17151 Havama mpotiecca peHiepuHra.

—Paper Size

l(:usmm—v " Portrait ® Landscape
Choose Unit:

& mm " inches

Choose DPI Value:
72 | 150 | 300 | o0 |

Paper Width: [152,4 2] Image Width: [1800 3|
Paper Height: [101,6 2] Image Height: [1200 %]

DPL: [300 2|  Uncompressed file size: 6328 Kb

—Rendering
[~ saveFile Files...
[ Save Alpha Channel [~ Compress File
Render Setup. .. | Render |

Puc. 1.17. HacTpolika pa3smepa
n3obpaxeHus ong nevaTun

OkHoO cooOweHunnt mental ray

Jlnst BBIBOIA MHGOPMAIIUH O IIPOIlecce peHiepuHra B mental ray cytect-
ByeT clienuaibHoe nHbopMaimonuoe okHo mental ray Messages win-
dow (oxHO coobiennii mental ray), B KOTOPOM MOKHO YCTaHOBUTD yPO-
BeHb MOAPOOHOCTEN BBIBOIA HH(POPMAITN O TEKYIEM PEH/IEPHHTE.

Jlist OTKpBITUS HHPOPMAIMOHHOTO OKHA BEIGEPUTE U3 MEHIO KOMAH/IY
Rendering = Render Message Window (Busyasiuszaiust = OKHO co-
oblieHuiT peHjiepepa).

B orkpeiBiiemcst okae mental ray Messages, Kak mokazaHo Ha puc. 1.18,
Ha)KaB TPABOU KHOIKOI MBI, U3 KOHTEKCTHOrO MEHIO MOXKHO yKa3aTh
TpebyeMbIil ypOBEHD TOIPOOHOCTEN U TPOCMOTPETH PE3YJIBTAThI BHIBOJIA
(X071 BBITIOJTHEHU ST BU3YATTU3AINN ).



M Render Message: NVIDIA mental ray = | B |
= - : mental ray 3.10.1.4
Production | Material Editor | Active Shade | Num. CPUs: 12 Num, Tl'\l‘reads' 12
= o= oo T Do - to pooics Tncespureces SuoT ——ow o
BC 0.4 280 MB info : on average 50.45 finalgather ppints used mer internnlaninn
THEN 0.4 280 MB progr: celling output shaders Copy to Clipboard
RC 0.4 276 MB progr: rendering finished
BRC 0.4 276 MB info : wellclock 0:00:00.58 for rend| Clear Messages
RC 0.2 276 MB info : current mem usage 276 MB, max
(cAEM 0.4 276 MB info : triengle count (including rete
™G 0.2 B | v | Show Information Messages
MG 0.4 276 MB info : 3830400 pixel access v Show Progress Messages
™G 0.2 276 MB info - 1214 pages loaded =
e 0.4 276 MB info : maximal texture cache size: 23 Log Debug Messages (To File)
™G 0.2 276 MB info : uncompressed cached texture I/| v (pen Message Window on Error
MEM 0.3 163 MB info : physical memory detected: total
MEM 0.3 159 MB info : physical memory detected: tota Wiite Messages to File
RCME 0.3 145 MB info : flushed 112058512 bytes
MSE 0.0 145 MB info : Total non-render time: 0,5148 Append to File
MsG 0.0 145 MB info : Total geometry translation vim Specify File
MSE 0.0 145 MB info : Total object dats translation peciry File... s
MSG 0.0 145 MB info : Total number of entities translated: 0. 4
¥ Open on Error Clear Close

Puc. 1.18. AktuBauus nogpo6HOro BeIBOAA
coobueHnin mental ray B 3ds Max

YpoBHU 1OAPOOGHOCTH BBIBOJIA MH(MDOPMAIUH

Show Information Message (OTobpaaTh HHGOPMAILIMOHHBIE CO-
00IIeHNsT) — [PU BKJIIOYEHUU 3TOH OMIIMU OKHO COOOIIEHUE 0TO-
Gpakaet ob1Me MHOOPMAIIMOHHbBIE CBEIIEHUS O PEH/IEPUHTE;
Show Progress Message (OTo0OpakaTh COOOIIEHMS O XOJI€e IIPO-
1ecca) — 0TobpaskaeT TEeKyIiee BhITOJTHEHUE 3a/1aY;

Log Debug Messages (Bectu 0r oTagKku) — 3aluChIBaeT CO-
obmtenust otnagku B (aiin. CoobIieHus OTIaIKU HUKOTA He 0TO-
Gpakaiorcst B okHe coobrenust mental ray. VIx MOXKHO ITpo4ecTh U3
3anucaHHoro daiia Jora;

Open Message Window on Error (OTKpbITh Ipu OIIMOKE) — IIPK
AKTUBAIMU HTOH ONIUK OKHO COOOIIEHWH OTKPBIBAETCS TOJBKO
pu 06HApY KeHU Y OMMOOK BO BpeMst perjieprnra. [1o ymomyanumio
9Ta OIIUsI AKTUBHA, YTO TO3BOJISIET CPa3y 0OHAPYKUBATH OIINOKY
PeHIepUHTa U IPHHUMATH MEPBI 110 UX YCTPAHEHUIO.

NVIDIA iray Renderer

iray peHziepep — 9TO He3aBHCHMast TIPOrPaMMa BU3YaJIu3allii, COBMECTH-
Mast ¢ mental ray, ¢ HEKOTOPHIMU OTPAHUYEHUSIM. iTay MOXKET TIPOCYUTHI-
BaTh N300pasKEHNE HE TOJMBKO [EHTPATBHBIM TIPOIIECCOPOM, HO U C BUJIEO-
kaproii Ha 6aze apxutextypsi CUDA.



CTOUT OTMETUTD, UTO iray He SBJISETCS METOAOM JUJIS TIOJydeHUs
MpeABAPUTENbHBIX N300pakeHN ¢ UX Mocaeayomeil (buHATbHOW BU-
syanmsanueil B mental ray. 9To COBepIIEHHO WHAs, CAMOCTOSITEIbHAST
TEXHOJIOTUS PacyeTa OCBENIECHUS CIIEHBI JJIS TOJydeHUsT (PUHATbHBIX
nzobpaskenuit. J[Jst 3TOro B iray MCHOJNB3YETCsS COBEPIIEHHO IPYToi
MPUHIIATI TPOCYETa.

OCHOBHBIMHU TIPEBOCXO/ICTBAMH iray Haj mental ray siBjsifOTCS: TIep-
BO€ — OTCYTCTBUE TIPOMEKYTOUYHBIX WJIU OTMOJTHUTEIbHBIX 9TAMOB MPO-
cuera (M300pakeHIE MOJMYIAETCS CPa3y MaKCUMAJIBHO TPOPabOTaHHOE),
BTOPOE — CAMOCBETSIIIIECS] MaTepPHa/Ibl, Ha3HaUCHHbIe OOBEKTaM CI[CHBI
(Self-illumination). TUMKU CaMOCBETSIUMUCH 0OBEKTAMKU MOKHO OCBE-
TUTD BCIO CIIEHY, HE UCTIOJIB3YSI HU OTHOTO (hOTOMETPUIECKOTO NCTOYHUKA
csera. U TpeTbe, HanboJiee BayKHOE MPEUMYIIECTBO — TJISTHIIEBBIE MOJIY-
MAaTOBbIe OTPAKEHUST, KOTOPbIE MPOCYMTHIBAIOTCS OUEHb OBICTPO U C BbI-
COKIM KauyeCTBOM.

Jliist ToTO 4TOOBI BHIOPATH iray Kak MporpaMMy PeHIePHUHTa JJis Balle-
O TIPOEKTa, BIOepuTe 13 MeHio komaHay Rendering = Rendering setup
(Busyammsanus = Hactpoiika Budyanusanun) wim Haxkmute F10. B ot-
KPBIBIIIEMCSI JIMAJIOTOBOM OKHe BbiOepuTe BKIagky Common (OcHOBHbIE
mapameTpsi), B cBuTke Assign Renderer (HasHauuTh peHiep) HAIIPOTUB
Production (11ToroBsiii) HaKkMITe Ha KHOTIKY C TPOETOYHMEM, KaK ITOKa3a-
HO Ha puc. 1.19, ¥ B OTKPBIBIIEMCS TMATOTOBOM OKHE HAa3HAUBTE CUCTEMY
peHzepa iray.

M, Render Setup: Default anline Renderer

Render Elements | Raytracer | Advanced Lighting

Material Editor: Default Scanline Renderer
ActiveShade:  Default Scanline Renderer

Save as Defaults

|.
—Ie
-

Preset:| oo
e Render -
View: |Quad 4 -Perspe ¥ ﬂ

NVIDIA mental ra

ST | FETIRTE | Quicksilver Hardw:re Renderer
T T VLE File Renderer
[+ Email MNotifications i
T+ Sripts |
[= Assign Renderer
Production:  Default Scanline Renderer

Cancel

Puc. 1.19. YcTaHoBka iray kak nporpamMmbl peHaepepa




OGopyaoBaHue ang BU3yannsauum
peHpepepoMm iray

ITepBoe, 0 YeM CTOMT paccKasaTh MOAPOOHO, — ITO O BBIYKUCIUTENbHOI
moinoctu GPU, no cpasuenuio ¢ CPU, u nouemy GPU Boictynaer
WMEHHO KaK YCKOPHUTENb, 2 He KaK CaMOCTOSITEJIbHOE BBIYUCIUTETHHOE
YCTPOUCTBO. YIIyOUMC B JIeTalld CTPOEHHS TpaduecKuX MpoIeccopoB.

CoBpeMeHHBIE TIEHTPAJIbHbIE MTPOIECCOPBI OT TAaKWX KOMIIAHUM, Kak
Intel u AMD, o6jiagaor 10CTaTOYHO GOJIBLION IIPOU3BOAUTEIHHOCTHIO.
[Ipon3BoaNTETBHOCTH JJOCTUTAETCST 32 CYET KOJIMYECTBA BBIYMCIUTENH-
HBIX SI/Iep M 4acTOThI Tpolieccopa. Tak:ke HEMAJTOBAKHYIO POJb UTPAET
cache mporieccopa, 1 uem oH GoJibliie, TeM Jryuiine. KOHEYHO, He CTOUT 3a-
OBIBATh, UTO [[EHTPAJIbHBIE TIPOIIECCOPBI 00IaaI0T MHOKECTBOM TEXHOJIO-
THI, KOTOPBIE TAKKe MMOBBIIIA0T TPOU3BOANTENHHOCTD B BEIUNCIEHUSX.

K HaunboJiee M3BECTHBIM M XOPOIIO Pa3peKJaMHUPOBAHHBIM TEXHOJIOTH-
sIM MOYKHO OTHECTH TIpejjiaraeMble Komianueil Intel texuonoruun Hyper-
Threading v Turbo Boost.

ITepBas MO3BOJISIET PACHPEAETUTD TIPOIECCHI € MOMOIIBI0 06PabOTKY
JIBYX TTOTOKOB KaXKIbIM (PU3NYECKUM SAPOM (peanmsanusi JOTUIeCKUX
IPOLIECCOPOR), BTOPast yBEJUYNUBAET IIPOU3BOIUTEIBHOCTD GJIarofapst mo-
BBINIEHUIO YACTOTHI HA TOM sI/Ipe TPOIeCCOPa, HA KOTOPOM BBITIOJHSETCS
MIPUJIOJKEeHNe, He OIITUMU3NPOBAHHOE TI0/] MHOTOITIOTOYHBIE BBIUMUCJIEHNS.

Puc. 1.20. YnpolueHHsblii npumep
COBPEMEHHOI0 LIEHTPaIbHOr o NpoLieccopa

Bce coBpeMeHHbIe peHIepepbl 00IAMAI0T MOMIEPKKON KaK HECKOIb-
KUX TIPOIECCOPOB, TaK U MHOTOSIZIEPHBIX TPotieccopoB. OHU 0bOmaIaioT
BO3MOKHOCTBIO MCIIOJIb30BaHUsI paciiapasieinsatust notokos (Hyper-
Threading B mpoueccopax Intel).



C GPU gnena 06CTOST WHAYE — KaK C TOYKU 3PEHMUST ATMAPATHBIX PeTire-
HUI, TaK ¥ CO CTOPOHBI TIPOTPAMMHOTO obectieueHust. [JIaBHOE TOCTONH-
ctBo GPU — 3710 Hasmuue 6OJIBIIOTO KOJTMYECTBA BEIYUCIUTEIBHBIX SIIEP,
o cpaBrennio ¢ CPU, 1 ¢Bost cOGCTBEHHAS TAMSITH C BLICOKOCKOPOCTHOM
TTUHOM.

NMenHo Gmarogapst GOJBIIOMY KOJMYECTBY BBIYUCIUTEIBHBIX SIIEP
MBI TIOJTYYaeM JIOCTATOUHO BBICOKYIO TPOU3BOIUTEIBHOCTD TIPU BBIUUCTE-
wugx Ha GPU xopolio pacmapasiesnBaeMbiX OTHOTAITHBIX 33/1a4.

Takske CTOUT OTMETHUTH U IOCTATOYHO XOpoIliee HapaluBaHue TTPOU3-
BOAUTEJNBHOCTH. biaromapst ycTaHoBKe HECKOTBKUX IpaUIecKuX yCKO-
puTesiell B OIHY CUCTEMY MOKHO B HECKOJIBKO Pa3 YBEJUIUTH MTPOU3BO-
JTUTENBHOCTD B BBIYUCJIEHUSX.

Puc. 1.21. YnpolueHHsblii npumep
COBPEMEHHOI0 rpadun4eckoro npoueccopa

Ho onum 13 cambIx BaskHBIX KOMIIOHEHTOB B peasnsaiiun GPU-ycko-
pEHUs B TIPUJIOKEHUSAX ABJISIOTCSA CaMO MPOrpaMMHoe obecredeHue u
a/IalITUPOBAHUE €ro Ha TapajiiesbHble BBIYUCTCHUS.

Ceiiyac cyniecTByIOT HECKOJIbKO TEXHOJOTWUM I/ BBIYMCICHUH Ha
GPU. NVIDIA CUDA (ana GPU NVIDIA), ATI Stream Technology
(nns GPU AMD (ATT)) u OpenCL. B To Bpems kKak I1epBbIe JIBE JKECT-
ko npuBsizanbl K GPU ykazanubix npousBoauteseir, OpenCL npusBan
cTaTh yHUDUIIMPOBaHHBIM petiieHreM 17151 GPU-BbIuncienuii, ero MoxxHO
MCIIoJTh30BaTh Kak ¢ npoaykramu NVIDIA, tak u ¢ mpogykramu AMD.
Ho u TyT Bce He Tak POCTO. YUUTBIBAs Pa3inyusgd B apXUTEKType Ipa-
(puuecknx nporeccopoB NVIDIA u AMD, naxe na OpenCL npuxonurcs
aJIalITUPOBATh TTPOTPAMMHBIN KO/ Kak 1o/l apxuTektypy NVIDIA, Tak n
nost apxutektypy AMD.
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Puc. 1.22. Ins koppekTHOM paboTbl MPUIOXEHMUS
Heo6X0AMMO NOMHUTL O TOM, 4To GPU — 3T0 BCero b
conpoueccop, 6a3oBble onepauny BeinonHseT CPU

B rpadmueckoM mporieccope TIaBHBIMHU BBIMUCIUTENSMH SIBIISTIOTCS
1eliiepHbIe ITPOTIECCOPBI, KOTOPBIE B UTPOBOH Ipadiike Kak pa3 U BBITTOIHS-
0T BCE BBIYUCIIEHST 110 BU3YATM3AINK 1 3aTI0JTHEHUIO TUKCEISIMU H300pa-
JKeHUS. Y COBPEMEHHBIX rpahMuecKnX YCKOPUTEIel IIeiiepHbIE TTPOIIECCO-
PbI paboTAIOT HA JOCTATOYHO GOJIBINOI YACTOTE, UTO U TIO3BOJISAET BBITIOTHATh
JIOBOJILHO OOJIBITION 0OBeM BBIUHUCIEHWH B OJHOTHUITHBIX 3amauax. OnHaKo
IUIA Tiesiell 5SKOHOMUU 3Heprun u npegoTspaiieHus Berxoga GPU us crpos
OHU BO BpeMsI O)KUIAHNS U HU3KOH HATrPY3KH CHIDKAIOT YacTOTY.

Puc. 1.23. Apxutektypa coBpemeHHoro GPU (npumep NVIDIA Fermi — GF100)

Jlis BU3yasM3ainu TeXHOJMOTUEN iray HeoOX0aMMbl TIPOdEeCcCHOHaNb-
Hble Tpapudeckue yckopurean kinacca NVIDIA Quadro wam NVIDIA




Tesla. Takke MOKHO HCITOJIB30BATH U UTPOBBIE TpaUUeCKUe YCKOPUTETN
NVIDIA GeForce, HO OHE 0Y€HB IIyMHBIE, CUJIBHO TPEIOTCS, U HE 00sI-
3aTeJIbHO, UTO TaKWe KapThl UCTIOTH3YIOT BECh CBON MOTEHIIUAJ JIJIS pac-
YeTOB B iray.

ITpu mogbope BUIEOKAPTHI /s HanboJiee OBICTPOTO PEHAEPUHTA C TIO-
MOIIIBIO iray HeOOXOIUMO yUeCTb iBa Tapamerpa: Koanuectso siep CUDA
Ha GPUNVIDIA u 06beM rpadudecKoii maMsITH.

Bri6path ycTpoiicTBa, KOTOPbhIE OYAYT 3aeiCTBOBAHBI IJIsT PEHIECPUH-
ra, MOsKHO BO Bkiajike Renderer (Busyanusarus ), ceutke Hardware Re-
sources (AmnmapaTHbIe PeCypchbl).

Common | Renderer |

[+ iray |

i+ Advanced Parameters |

[- Hardware Resources |

r—Allocate Local Resources to iray

Allocate CPUs (Mumber Of Processors): |12 ﬂ

Allocate GPUs (CUDA Devices):

GPU 0: Quadro 4000 {(Used by Windows)
GPU 1: GeForce GTX 580

[+ Mation Blur | i

Puc. 1.24. NapameTpbl HACTPOIIKM
o60opynoBaHvs AN peHaepuHra B iray

ITa BKJIAJKA COAEPKUT WHGPOPMAIHIIO O MONIEPKUBAEMBIX iray rpa-
(buueckux yckoputesnsx. 31ech ke MOKHO YCTAHOBUTH KOJTMYECTBO MTOTO-
KOB peHJIepUHTa IIEHTPAJIBLHOTO TIpolieccopa. JlanHas BKJIaIKa IT03BOJISIET
PACIIPENIESTUTD PECYPCHI KOMITBIOTEPA JIJIsT HHTEPAKTUBHOM PabOTHI ¢ iray
Active Shade, pedb 0 KOTOPOM TTOWIET Uy Th MO3KE B 3TOM Pas/ieJie.

ALLOCATE LocAL RESOURCES TO IRAY

(BBIIETNTD JIOKAJTBHBIE PECYPCBI JIJIST IRAY )

Allocate CPUs (Number of Processors) (KosmuecTBO MOTOKOB
]_[HY) — 9TOT CYETYUK ITOKA3bIBACT KOJNYECTBO ITIOTOKOB IEHTPAJIbHOTO



nporieccopa (CPU). [To ymMmorgaHuio ycTaHABINBAETCS MAKCUMAJIBHO JI0-
CTYITHOE KOJIMYECTBO TIOTOKOB Balllell CHCTEMBI.

Allocate GPUs (CUDA Devices) (BoiGparb rpadguueckue KapTbl
¢ ogzepsxkkoir CUDA) — B aTOM cricke 0ToGpakaeTcst epedeHb 060py-
JIOBAHUS C TOANEPKKOI BhruncieHnii Ha 6aze apxutektypsl CUDA. Tlox
obopynoBanueM ToapasymenatTcst Bugeokaptsl (GPU). Britouast 1 Bbi-
KJII0Uast 4eKOOKCHI, MOJKHO YKa3aTh BUIECOKAPThI, YUaCTBYIOIIME B PEH/Ie-
PUHTe TEeKyLIel CIIeHbI.

Ecim B cucteMe Het o6opyaoBanust, uMetoriero apxutektypy CUDA,
TO B crircke Gy1eT ykazaHno coobierue o6 atom: No Supported CUDA De-
vices Detected (He obHapyskero obopyaosanue ¢ mopaep:kkoit CUDA).

[= Hardware Resources |

r—Allocate Local Resources to iray
Allocate CPUs (Mumber Of Processors): | 12 ﬂ

Allocate GPUs (CUDA Devices):
No Supported CUDA Devices Detected.

Puc. 1.25. NMapameTpbl HACTPONKM
obopyanoBaHUs AN peHaepuHra B iray

Hawryuinmim pereHriem OyaeT UCHOIb30BaHue TPOMECCHOHANBHBIX BU-
neokapt kiaaccoB NVIDIA Quadro wiu NVIDIA Tesla, Ho o111 penienust 60-
Jiee IOpPOTHe, TT0 cpaBHeHUIO ¢ UTpoBbIMU BunieokapTamMu NVIDIA GeForce.

ITpu pabore ¢ iray B KauecTBe peHepepa HeOOXOAMMO 103a00TUTHCS
006 ucnosb3oBaHuU rpaduyeckoil mamMaTH. Best reoMeTpust U TEKCTYPhI
CIIEHBI 3arpy;KaloTCsI KaK B ONMEPATUBHYIO MaMSITh, TaK U B rpadpuiecKyio
Ha BpeMs peHjiepuHra. B cryyae HexBaTKu rpaduyecKoil maMsTh peHje-
punr Buzeokaproit (GPU) npekpaiaercs u mpoioKkaeTcst TOJIbKO 1IEHT-
panbHbIM 1ipotieccopoM (CPU).

CyIIecTByIOT METO/IbI OTITUMH3AIUN KAaK T€OMETPHUH, TaK W TEKCTYP-
HBIX KapT. KacaTesibHO TeOMEeTPUM MOKHO TIPOCTO IPUMEHUTH MOJTU(DITKA-
Top Multi-Res k reoMeTpuu. A 4TO Kacaercst TEKCTYP, TO IIyTH OIITUMK3a-
IIUU ONMCAHBI B YeTBEPTOU riaBe B paszeiie Bitmap Proxy (Tekctyprbie
CCBUJIKH-3aMEHUTEIN ).



Ha 3ameTtKy: o519 npnbnmsanTenbHOro onpeneneHns 3aHMMaemMo-
@ ro obbema cueHbl B rpadnyeckoit NaMsaT MOXHO MCMOJIb30BaTb

HexuTpylo ¢dopmyny: 1 6 rpadpuyeckoit namMaTn — aTo 8 MIH Tpe-

YroJIbHMKOB CLIEHbI + 3 6aiiTa Ha MUKCEesb TEKCTYPHbIX KapT.

Monb3oBatenbckuni uutepdenc NVIDIA iray

E iray |

—Rendering Duration per Frame
Hours Minutes Seconds

& Time: [o 21 2o 2l
" Iterations (number of passes): ISII-II- ﬂ

£ Unlimited

Estimated Total Render Time for 1 Frame(s):
1 Minute(s)

Puc. 1.26. HacTpoiiku napamMeTpoB peHaepepa iray

RENDERING DURATION PER FRAME

(rPYHHA [MPOAOJIKUTEJNBHOCTDb PEH/IEPHTA KALIPA)

Time (Bpemsi) — B nosist Hours, Minutes, Seconds ycranasinBaer-
Ccs1 BpeMsI PEH/IEPUHTA B Yacax, MUHYTaX, CEKYH/IaX COOTBETCTBEHHO. UeM
BbIllie 3HaYeHue (GoJbie BpeMeHr), TeM GoJibiie OY/IET OCYIIECTBIEHO
BBIOOPOK U OyeT Bblllle KauecTBo usobpaxenus (puc. 1.27).

Iterations (number of passes) (Irepamnu, KOJTUYeCTBO IPOXOAOB) —
YCTAHABJIMBAECTCS KOJMYECTBO UTEPAIUI [T KaXKIOTO TMKCeJst u306pa-
JKeHUs. DTOT METOJI JIyYIlle BCETO IPUMEHSIT JIJIsI PEHIEPUHTA AaHUMAIINU.
KavecTBo 11pyt 0IMHAKOBOM KOJIMYECTBE UTEPAIIMIA TSI KAJKIOTO KaIpa BO
BpeMst aHUMAIIUU He OY/IeT OTJINYATHCS B COMILIUHTE B KaJipax MEK/LY Me-
Hee 1 HoJiee HACHIIIIEHHBIMI OGBEKTAME CIIEHBI B KaJ[pax BCeil aHUMAIIHH.

Unlimited (Besrpanuymnbiii) — 5TOT ImapaMeTp IIO3BOJSIET 3aIlyCTUTh
BU3yaIU3aInio 6e3 OrpaHUYeHUs BPEMEHU M KOJUYECTBa BHIOOPOK, Ka-
4eCcTBO U300paKeHMs BbI MOYKETe OINPEAEJUTh JUIst cebsi cCaMu 1 caMo-
CTOSITEJIBHO 3aBEPINUTDH BU3yasiusaiuio HaxatiueM kuonku Cancel. Yem
JOJIBIIIE UAIET IPOCYET U300PasKEHNUs, TEM BbIIIIE KAUueCTBO.

ADVANCED PARAMETERS

(CBUTOK PACHIMPEHHBIX HACTPOEK)

[t Toro 9TOOBI H0JIee TOUHO HACTPOUTH iray, HEOOXOIMMO BOCTIONb-
30BaThCA MapaMeTpamu U3 ceutka Advanced Parameters. 31ech Bbl MO-
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Puc. 1.27. OrpaHnyeHne BpeMeHn peHaepuHra,
cnesa Hanpago: 30 cek; 1 MuH; 3 MuH; 10 MUH

JKeTe HACTPOUTH KaK TIyOUHY TPACCUPOBKU M KOJMYECTBO OTCKOKOB, TaK
U U3MEHWUTH TUT (PUIABTPAIIIK U300PAKEHIS 1 HACTPOUTH BO3MOXKHOCTH
iray [ Busyanausanuu o0ObeKToB ¢ displacement (KapTaMu CMeNIEHMs ).




[- Advanced Parameters

r Trace /Bounce Limits
@ Physically Correct (Unlimited)

£ Maximum Number of Light Bounces |7 E
i~ Image Filtering (Antialiasing)

Type: Gauss A Width: I3,0 [[=4

r Displacement (Global Settings)
¥ view v smoothing

Edge Length: IZ,D ﬂpixels
Max. Displace: |2,0cm ﬂ Max. Subdiv.: 16K  +

"Matena\ Qverride

™ Enable None.

Puc. 1.28. HacTtporiku paclumpeHHbIx
napamMeTpoB peHaepepa iray

TRACE/BOUNCE LimITS

(I'ryniia OTPAHUYEHUST TPACCUPOBKY/OTCKOKOB)

Physically Correct (Unlimited) (Dusnuyecku KOppeKTHOE) — IIpH
NCIIOJIb30BaHUM 3TOT'O I-IEK6OKC.':1. OTpaKeHne CBETa 6y11eT 6ECKOHEUHDBIM U
IMoaToMy (bPIBI/I‘{eCKI/I ITpaBUJIbHbIM.

Puc. 1.29. NapameTtp Bounce Limits: Physical Correct (BBepxy cnesa);
Maximum Number of Light Bounces: 9 (BBepxy cnpasa); 3 (BH13y).
Bpems peHpepuHra ons Bcex n3obpaxeHuini OAMHAKOBO, 5 MUH Ha Kaxkaoe



Maximum Number of Light Bounces (MakcumanbHOe KOJTUIECTBO
CBETOBBIX OTCKOKOB) — TIPH UCTIOJIH30BAHUH JAHHOTO YeKHOKCa yCTaHAB-
JIMBAETCST KOJMIECTBO Pa3, KOTOPOe iray MPOCYNTHIBAET TIPH OTPAKEHWH
KasKIOTO JIyYa.

OcrasmbHble TapaMeTphl HIEHTHYHBI TapaMeTpaM mental ray, onmcan-
HBIM Jlajiee B ISATOM IJIaBe KHUTe. 32 NCKII0YeHNeM O/THOTO TTapaMeTpa —
Bryagku Motion Blur (PasmbiTre B IBUKEHUN).

Iterations per Motion step (VTeparwii Ha 1ar pa3MbITUS B JIBUXKE-
HUM) — W3 BHIMAJIAIONIETO CIIMCKA MOKHO BBIOPATD MHOXKUTENH UTEPATHI
HA OfIMH TITAT PA3MBITHSI B IBIKEHNH. UeM BbITIie MHOKUTED, TeM HoJree Ka-
4eCTBEHHBIH 2(D(HEKT PasMBITHSI 0GHEKTa TIPH €TO TIEPEMETIEHHH TI0 CIEHE.

MpeuMywiecTBa U HepOCTaTKU

KacaresnbHo HemoctaTkoB. Bo-11€pBBIX, K COXKAJIEHUIO, HET COBMECTHMO-
CTH € HEKOTOPBIMU IIpolleZlypHbIMU KapTamMu. Ha pucyHke Huske npuBe-
JIeH TiepeveHb TOJ/IEP;KMBAEMbIX MaTepUAJIOB U KapT B iray. bosee moz-

[ Materials |

[ Standard |

Dent QL
. A
RGB Multiply | Speckle Substance

-
Noise | Normal Bump | Perlin Marble

Wood

[=_mental ray.

Environmen . | Kelvin Tem... | mr Physical.. |  Ocean

Puc. 1.30. NepeyeHb noanepXxmnBaeMbIx MaTepPUanoB 1 KapT B iray



POGHYI0 MHMOPMAITHIO 0 KAPTaX U MarepuaiaX, COBMECTHMBIX C iray, CM.
B TPEThEW TJIaBe.

Elile oiHUM yCJIOBHBIM HEZOCTATKOM MOZKHO HA3BATh TEKCTYPHI C BBICO-
KUM paspelienreM. [Ipu peHiepiHTe Bce TEKCTYPBI 3arpysKaroTcst B oliepa-
THUBHYIO TAMSTh, HO TaK KaK /IS pacuyeToB iray ucrosb3yercs u GPU, To He-
06X0IMMO 1T03a6OTUTBCS O PasMepe TEKCTYP U 0 KOJMIECTBE TpahrIecKoit
namsit. Ecin rpadudeckoil maMaTu O6yeT HeJIOCTaTOuHO, iray BO BpeMst
BU3yaJIn3alui Oy/IeT UCIOIb30BaTh TOJBKO IIEHTPABHBII TIPOIIECCOP.

Ho, moMHUMO HEIOCTATKOB, €CTh I CBOM MPEUMYIecTBa. Terepb MOK-
HO He GEeCTIOKOUTLCS O HACTpoWKax mapameTpoB martepuanos: Glossy
Samples, Fast (interpolate), Highlights + FG only; et Heo6xoaumocTu
HacTpauBath Marepuaisl Bo BKiaagkax Advanced Rendering Options u
Fast Glossy interpolation. Bce 3710 Ternepp HacTpanBaeTcs aBTOMaTHYE-
CKHU 1 (PUBUIECKU KOPPEKTHO. DTHU MapaMeTpsl it mental ray moapo6Ho
pacIvicaHbl B TPEThEH IJIaBe.

Puc. 1.31. MprMep CLeHbI, OCBELLEHHON 0ObEKTaMM
C Ha3Ha4YeHHbIMM CaMOCBETALLMMUNCSA MaTepuanamm
(9KpaHbl HOYTOYKOB); TakXe NnokasaH NpuMep PasmMbITOro
OoTpaxeHusa (OTpaxXeHne Ha CTone)

EcTp eme omgmH, 10BOIBHO-TAKK CYTECTBEHHBIN TLTIOC. Temepb MOXK-
HO OCBEMIATD CIIEHY TOJIBKO KapToit OKpyskeHus (17ist 6osbiero adhdexTa
JIyYIIIe UCTTOJIB30BaTh M300PAsKEHUST ¢ BBICOKUM I[BETOBBIM JMATIA30HOM —
hdr). TTomumo TIPAMOTO ¥ TIIOGATHEHOTO OCBETIEHS, TAKKe aBTOMATHYe-
CKU paccYMThIBaeTcs KaycTuka. Huke Ha puc. 1.32 npuBeneHs IpuMeps!
OCBEIIEHUS ¢ TOMOIIIBIO OHON U TOA ske KapThl hdr.
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Puc. 1.32. Npumepbl ocBeLLeHNs pasHbIX CLEH
C MCMNONb30BaHNEM OOHON U TOW Xe KapTbl OKPY>XEHWS AJ151 OCBELLEeHNS

UHTepakTuBHbIN peHaepuHr iray Active Shade

[ToaroToBKA ClIEHBI K PEHIEPUHTY CTAJIA ellle TPolie 61arofapss MHTErpa-
1MUY iray B CHCTEMY WHTEPAKTHBHOTO penziepura Active Shade.

Jlist akTUBAIMM WHTEPAKTUBHOTO PEHIEPUHTa BBIOEPHUTE U3 MEHIO
komanny Rendering = Rendering setup (Busyanuszanus = Hacrpoii-

O & B S - @ - G Attemate Layout
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12| & @2 2|
&
odter Lot -
Hours Minutes Seconds
& Tme: o — | —
€ Iterations (number of passes): [0 2]
© Unimited L » | o [T & & |
The slcte fame wl render foranurited amount of : _—
e
¥ Enable.
‘Shutter Duration (frames):
Shutter Offset (frames):
Mot Segments:
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>
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Puc. 1.33. HTepderic 3ds Max BO BpeMS MIHTEPAKTUBHOIO PEHAEPUHIA



ka Busyasusanuu) win Hakmute F10. B oTKpBIBIIEMCS HATIOTOBOM
okHe BbiOepuTe Bkaagky Common (OcHOBHbBIE MapaMeTpbl), B CBUTKE
Assign Renderer (HasHaunuTh peHziep) Ha)KMUTE Ha KHOIKY C TPOETO-
yneMm Hanpotus Active Shade (HTepakTuBHBIH peHpepuHr). 3arem
B OTKPBIBIIEMCS TMAJIOTOBOM OKHE Ha3HAubTe CUCTEMY PeHJIepa iray Jist
WHTEPAKTUBHOTO PEH/IEPUHTA. YCTAHOBUTE PAJIUAJIbHBIN MTEPEKITIOUATETh
B noJioxkenue Active Shade (IHTepakTUBHBINA PEHAEPUHT), KAK II0Ka3a-
HO Ha puc. 1.34.

M Render Setup: Default Scanline Renderer & J m Choose Renderer l D

Render Elements | Raytracer | Advanced Lighting | MVIDIA iray =
Common | Renderer |
T T
[+ Email Motifications i
T+ Scripts |
[= Assign Renderer ]

Production: NVIDIA mental ray
Material Editor: [MyIDIA mental ray

ActiveShade:  Default Scanline Renderer

Save as Defaults |

Preset: |- v g
e Render -
View: |Quad 4 -Perspe ~ ﬂ

Puc. 1.34. YctaHogka iray Active Shade

Cancel

ITocie naxarust knonku Active Shade (M HTepaKTHBHBINM pEHIEPUHT)
orkpoercst VFB (Bupryasibbiit 6ydep Kazpa), B KOTOPOM Ballia CIleHa
Gy/IeT MHTEPAKTUBHO OTOOPasKaTh BHOCUMbIE BAMU U3MEHEHUS.

B MHTEPaKTUBHOM peXXMMe TOIEPKUBAIOTCS Takue (YHKIUH, KaK:
U3MEHEHHUsI TOJIOXKEHUST KaMepPbl, 00BEKTOB U X CBOUCTB (I1[BET, OTpaKe-
HII€, TJISTHETI, TEKCTYPA ), OJOKEHIE HCTOYHUKOB CBeTa (32 UCKII0YEHHEM
Daylight system), KOHTPOJIb 9KCIIO3UIUU.

ITo ymor4aHIio 3HAYEHNSI HCTTOJIb30BAHUS ATITIAPATHBIX PECYPCOB JIIsT
Production (Mrorossiit) u Active Shade (VM HTepaKkTHBHBII) OTJIUYAIOT-
Cs1 ZIPYT OT JIpyTa:

e Production — neHTpasbHBINA IIPOLECCOP UCHOJIb3YET BCE JOCTYII-
HbIE TTOTOKHU 10 MaKCUMyMYy. [paduueckue mpoIeccopbl TaKkKe Uc-
HOJIb3YIOTCA 110 MAKCUMYMY, TO €CTh BCe JOCTYIIHOEe 000pYI0BaHUE
c mopzep:xkoit CUDA.



NVIDIA iray Renderer

Active Shade — 1eHTpasbHBIN TPOIECCOP MCTIONB3YET MOJOBUHY
JOCTYITHOUM MomTHOCTH. [paduueckre mporeccopsl UCIOMIb3YIOTCS
HEMHOT0 Haue, B oTinuue ot Production. Eciiu y Bac ycTaHOBJIeHA
6oJiee YeM OJ[HA BUIEOKAPTA, AJIsT paOOTHI CUCTEMBI PE3EPBUPYETCSI
onna kapra ¢ MeTkoil Used By Windows (Vcnosbsyercst onepa-
IIMOHHON CUCTEMOI1), BCe OCTaJMbHbIE NCIIOIb3YIOTCS NHTEPAKTUB-
HBIM PEHAEPUHTOM.

E Assign Rend |5
| Production:  MvIDIATay )
Material Editor: 1VIDIA iray J |E
Activeshade:  Default Scanli =]
Preset:|-——-o
Quad 4 - Perspe * ﬂ

Production Render Mode
Iterative Rendering Mode
Active Shade Mode

Submit To Network Rendering...

Production:  NVIDIA mental ray
Material Editor: [JVIDIA iray
| ActiveShade:  NVIDIA iray
Save as Defaults

r—
Production Render Mode
Iterative Rendering Mode
Active Shade Mode

Submit Te Metwork Rendering...

Puc. 1.35. cnonb3oBaHue annapaTHbiX PECYPCOB iray:
npu Production (UToroseii) (cBepxy); npu Active Shade (MHTepakTUBHBIN) (CHM3Y)

s 6picTporo nepekioderus Mexay Production- u Active Shade-
PEHIEPUHIOM MOKHO BOCIIOJIb30BAThCS TJIABHON TIAHENbI0 WHCTPYMEH-
T0B. [J1aBHOE — NpeBApUTENbHO HA3HAYUTH CUCTEMbI PEHIEPEPOB ISk
Production u Active Shade (puc. 1.36).



Fnasa 1

Assign Renderer |
sy B
Material Editor: [1yID1A mental ray J E
|&dive§1ade: NVIDIA iray J |
Save as Defaults |

|
Preset: | -

e ActiveShade -
View: |Quad 4 -Perspc ~ ﬂ

Puc. 1.36. NepeknioyeHmsa mexay Production u Active Shade
C rNaBHOM NaHenun MHCTPYMEHTOB

Bbl MOKeTe MBMEHUTH 3HAYEHUSA 110 yMoJdanuio. Ho caenyer yuects,
uTo 171 KoMbOPTHOI paboThl ¢ iray Active Shade neobxoxumo ob3aBec-
THCh KaK MUHUMYM JIBYMsI BUJIEOKAPTAMU: OJ[HY UCIIOJIb30BATh JIJIS OTIe-
PAIMOHHO CUCTEMBI, @ BTOPYIO — HEIIOCPEICTBEHHO /ISl PEH/IEPUHTA.

Tenepo y sac ecmv 6a306vle 3HANUS O MOM, YMO npedcmasisem coboil
mental ray; vl Modceme nHacmpoums 0ist ce6s NOAb30BAMENbCKULL UHmep -
eiic ¢ yuemom nexomopoix ocobennocmeil pendepepa mental ray. Taxoce
6 9Moii 21ase GbLl ONUca iray no 60.viuell uacmu 0s Mozo, ¥mobvl 6ol Yice
MO2TU BU3YATUSUPOBAMD UMO-TUO0 Haxcamuem 00Ot kKHonku Render, ne
80asascy 8 nooPOGHOCMU NAPAMEMPOS NPAMOZ0 U OMPANICEHHO20 CEEM.
B cnedyroweii 2nase Gydym paccmomperivt homomempueckie UcCmouHuKu
ceema u cucmema OHegHOZ0 OCEEUCHUSL, A MAKH e HACMPOUKA IKCNOZUUUL.



FnhaBa

Teopusa cBeTa

OcBewenue — 3To OAMH U3 HanboJiee BasKHbIX aCIIeKTOB J1000H 3d-clieHbL.
OTiinyHbIe MaTepHA/Ibl U IIPEKPACHasl TeOMETPUsI IIPEBPAILAIOTCS B HU-
4TO, €CJIU C OCBEIEHNEM He Bee B nopsake. HecMOTps Ha BCIO BaKHOCTb,
OCBellleHne BCerjga OCTAaBJISIeTC Ha IIOTOM, KOTJa, YBbI, OCTAeTCsI OYeHb
MaJI0 BpeMEeHH, YTOOBI yYECTh BCe TOHKOCTH M IIPABUJIBHO IIPOTECTHPO-
BaTh OCBElLeHUe U HACTPOIKHU peHziepa. XOPOILIero pesyJ/ibrata BU3yaiu-
3allUU OYeHb PEAKO II0JIydaeTcs JOOUTHCS ¢ IePBOro pasa, IyTeM IIPoc-
TOro pasOpachbiBaHUsI MCTOYHUKOB CBETA II0 ClEHe U HaKaTHs KHOIKU
Render.

Ocsellenyie U PEHAEPUHT CLEHBI MOIYT OKa3aThCsl IIPOLIECCOM, TPe-
OYIOIUM HEMAJIO BPEMEHU, ¥ TOT IIPOLECC YaCTO IPEAIOJIaraeT MHOIO
PasHbIX XMTPOCTEli, YTOOBI HACTPOUTD OTHENbHYIO CLEHY M II0Ka3aTh ee
B JIy4IIEeM CBETe, B IPSIMOM CMBbICJIE 9TOrO ¢JI0Ba. UTOOBI ce1aTh KapTHH-
Ky peajJliCTHYHONI U MOTPATUTh HA 9TO MUHUMYM BPEMEHH, HaM HYKHO
HOHMMATh, KAK YIIPABJIATh CBETOM, U 3HATh TEXHUKY 9 (PEKTUBHOIO KOHT-
poJIst v GaslaHCUPOBAHK CBETOM. [IJIs1 9TOr0 pacCMOTPUM, U3 4ero (OpMI-
PYeTcs CBeTOBasl KapTUHA.

3aTtyxaHue

B peasibHOM MUPe CBET CHAIAET 110 MEPE MPOXOKAeHNUs paccTostHust. O0b-
€KTBI, HAXO/ISIIIUECS AAJIbIIIe OT UCTOYHUKA CBETA, BBITJISIISAT TEMHEE, Te,
uro GKe, — cBersiee. DTOT a(pheKT U3BeCTeH Kak 3aTyxXaHue (HO Tak-
JKe CBET MOKeT OBITh CHIMUTHPOBaH 6e3 3aTyxanus). Ha puc. 2.1 mokazax



Puc. 2.1. JInHenHoe 3aTyxaHune (cnesa);
3aTyxaHue cBeTa Mo 3aKoHy 0OpaTHbIX KBaapaToB (cnpasa)

CBET C JIMHEHHBIM 3aTyXaHueM (A) WU jKe ¢ 3aTyXaHHeM 110 3aKOHY 00-
paTHBIX KBa/ipaToB ((uandecku KoppekTHast Mojenb) (B).

MpsmMmon n oTpaKeHHbIN CBET

OcBelreHre OTPasKEHHBIM CBETOM OKa3bIBAET OOJBINOE BJIUSHUE HA CO3-
nauue GhoTopeanucTuIHbx n306pakenuit 3ds Max.

[IpsiMoii cBeT — 3TO OCBellleHUWE CBETOM, UCITYCKAaeMbIM HeIoCpes-
CTBEHHO U3 MICTOUHUKOB CBETA.

Caert, oTpakaeMblil 0GBEKTOM, MOKET OCBEIIATh IPYrHe OOBEKTHI, 3TO
U eCTh OTPaskeHHbIH cBeT. YeM B GoJiblleil cTENeHN MOBEPXHOCTh OTpa-
JKaeT CBeT, TeM B GOJIbIlell CTeleH! 3TOT CBET MOJKET OCBEIATh JAPYTHe
00BEKTHI B OKpyskeHuu (puc. 2.2).

OTpaskeHHBIN CBET MOPOKIaeT Takke cedenue. CBeuenne obiagaer
OJTHOPOJTHOW MHTEHCUBHOCTbIO U Auddy3ueil. Y Hero HeT 4eTKOro uc-

Direct light (Mpsimotii ceeT)

- Indirect light (OTpaxé&HHbIin cBeT)

Puc. 2.2. Mpamoit 1 oTpaxeHHbIn cBeT



Teopus coera N

TOYHWKA, TIOCKOJBKY MCTOYHUKOM SIBJISIETCS TIOBEPXHOCTD OTPAKAOIIETO
00beKTa, U HeT YeTKOTO HATTPABIEHNUST CBETA.

OTpakeHHBIN CBET, WIH, KaK TIPUHATO €T0 HA3BIBATH, TI00ATBHOE OC-
BEII[eHNE, MBI PACCMOTPHM MOJAPOOHO B Y€TBEPTOI TJIaBe.

TemnepartypHas wkana KenbBuHa

[MTkama KenpBuna (K) mo3Bosisser u3MepsiTh 1IBETOBYIO TEMIIEPATYPY.
Bunuwmsblii cBeT umeeT 11BeToByIio Temmepatypy B rnpezgenax ot 1000 mno
12 000 °K.

6500 K

: D65
1000°K 10000°K

Puc. 2.3. LieToBasa Temneparypa no wkane KenbenHa

3Ha4alT TUMN UCTOYHMKA CBeTa no wkane KenbBuHa. B umMdpoBbix
doTokamepax wkana KenbBnHa CNyXuT ans yctaHoBku 6anaHca 6e-
noro. No aTon wkane nerko cyamtb 0 APKOCTM NCTOYHMKA CBeTa. Tak,
LBEeTOBas Temrneparypa CTaHAAPTHOrO UCTOYHMKA AHEBHOIO CBETA
D65 coctaenget 6500 °K.

@ Ha 3ameTky: npon3BoanTENM OCBETUTENLHONO 060pYA0BaHMS 060-

BanaHc 6enoro

Bananc 6enozo o3HavaeT BHIGOP IIBETOBON TEMIIEPATyPhl M300PaKeHUS,
COOTBETCTBYIONINI TOW 1IBETOBON TeMTepaType, TPU KOTOPOH CBET BOC-
MIPUHUMAETCST OEJIBIM.

YeoBeUECKOE 3peHNe KOPPEKTUPYET M yCTaHABAUBAET OamaHc 6emro-
TO aBTOMAaTUYECCKHN B 3aBUCUMOCTU OT yCJIOBI/IfI OCBCIICHIA. ZIJH/IHI)I BOJIH
GoJTbIlie UK MeHblIe GaaHca 6eJ10ro MPHOOPETAIOT CBOIO OTHOCUTEIBHY IO

- WIS ¥ ¥IS ¥IS I ¥

* PIS IS IS 71§ 7S IS V% ¥

Puc. 2.4. MNpumepbl LBETOBOW TeMNepaTypbl N3o6paxeHunii no wkane KenbenHa



IIBETOBYIO TeMTIepaTypy. [Ipi 9TOM CBET OKa3LIBAETCSI B OCHOBHOM GEJTBIM.
Ho cBeT, mocTymaonuii ¢ yIuib! AHEM, IMEET TOTyOOBATYIO0 OKPACKY, TOT-
7la KaK CBET OT JIAMTI — H0JIee TETLTYIO, JKETTOBATYIO OKPACKY.

PasHoBuaHoCTU TEHen

Ionymens nipeficTaBasieT COOON YUACTOK, THE PA3ZPAHUUUMENOHAS JIUHUSL
OT/IEJIIET CBET OT TEHH, KaK MOKa3aHo Ha puc. 2.5. CBerias noayTeHb 06-
pasyeTcs Ha y4acTKe, YaCTUYHO 3aTrPaskKJICHHOM OT CBETA, I/e TPOUCXOIUT
1epexol OT TIOJTHOTO OTCYTCTBUS cBeTa (NOIHOU meHu) K HUYeM He 3a-
rpak/lacMOMY CBETY.

MonyteHb MonHas TeHb

MonyteHb

Puc. 2.5. TeHn n nonyteHn

TeHun, AenucTByOLWME HA PAaCCTOSHUUN

OxHoit 13 caMbIX PECYPCOEMKHX 337144 SIBJISIETCSI CMsITUEHYe CIIafa TEHN
C 1[eJIBI0 00eCcednTh HoIee eCTECTBEHHDII BUJI MATKUX TEHEIL.

Ha puc. 2.6 csieBa nokazaHna npocreiinas TeHb, aaioniast OT IUTUH]I-
pa, popMupyeMasi METOZIOM TPACCUPOBKU JIyuell, KOTOPBIN JA€T TOJBKO
PE3KYIO U TIOJHYI0 TeHb 6e3 rosryTeHeid. [Ipu yBennuennu pasmepa uctoy-
HUKA CBETA, COXPAHSIS €er0 OTHOCUTEJIBHO MAJIbIM, TI0 CPABHEHUIO C OCBe-
[AEMBIM OOBEKTOM, HOSIBJISIETCS HE3HAYUTENBHBIN CHAJ[ TOJYTeHU (TEHb
OT 1IUJInH/PA B 1ieHTpe puc. 2.6). [lo mepe yBesnuenus pazmepa KCTOYHU-
Ka cBeta 06JIacTh TIOJMHOM TeHU COKpaIiaeTcs (TeHb OT IUIUH/PA CIIPaBa
puc. 2.6). CieoBaresibHO, TaHHbIH 3(D(hEKT 3aBUCUT OT PACIIPOCTPAHEHUS
CBETa B PA3HBIX HATIPABJIEHUSIX, YTO HATIPSIMYIO CBSI3aHO C pa3MepaMu UC-
TOYHHKOB CBETA.

CTouT OTMETUTB, YTO 110 MEPE OTAAJEHUST TEHU OT OOBEKTA YBEJIUYH-
BAETCsI PA3MbBITOCTD TIOJIYTEHNU, & CAMA T€Hb ITOCTEIIEHHO PACCEUBAETCS 10



Puc. 2.6. TeHn n nonyTeHn: NpocTas TeHb (CneBsa);
HEe3HauyuTenNbHas NoJyTeHb (B LLEHTPE); Bbipa3uTesbHas NONyTeHb (Crnpasa)

Mepe TIOSABJIEHUs JIydeii cBeTa mosaau obobekra. [lo Mepe mpubamKeHst
HCTOYHMKA CBETa K OOBEKTY CUJIa CBETA BO3PACTAET, TEHH CTAHOBATCS 6O-
Jiee PE3KUMH, a TI0 Mepe OTJAJIeHUs CBeTa 0T 00beKTa ocBeleHue caabee,
U TEHU CTAHOBATCS GoJiee MATKUMU M PACCESTHHBIMU, TPEOYs OTOIHM-
TEJHHOTO COMIUINHTA JIJIsT TTOJIYYEHUST KAUeCTBEHHBIX N300PaKEHUI.

YnpaBneHue aKkcno3vuuven

OGLwMe NoHATNA KamMmepbl

Kamepa B 3ds Max ciryskut 1151 y1o0cTBa 0TOOpaskeHUs TPeXMEPHOH clie-
HBI U3 BUZI0BOI Touku. HacTpoiika BUPTyaabHON KaMepbl BO MHOTOM TI0-
XO’Ka Ha HACTPOWKY COBPeMeHHOI (hoToBUIeOKamMepbl. Ec/in Bbl 3HAKOMBbI
¢ IpUHIMIIAMU (OTO- MU BUAEOCHEMKH, MHOTME TEPMUHBI OYAyT yiKe
3HAKOMBI BaM.

Tak ke, Kak U HacTosre Kamepbl, kamepbl B 3ds Max ucIosb3yor
00bekTHBBL. HeKOTOPbIE U3 CTAaHAAPTHBIX 00BEKTHBOB C PA3INYHBIMU (hO-
KYCHBIMU PACCTOSTHUSIME MOKHO BBIOpaTh B rpyie Stock Lenses (Cmven-
Hble JIMH3bl) B HACTPOMKaxX KaMmepbl. B peasibHON KU3HU CBeT, 1ONajast
B OOBEKTUB, MIPEIOMJISIETCST U 3aTeM (DUKCUPYETCST Ha TIEHKE, PACCTOsI-
HUE MKy OOBEKTUBOM U IJIEHKOU HA3bIBAETCST (DOKYCHBIM PACCTOSTHU-
em. B 3ds Max HeT OHSITHSI IJIEHKU, HO B TO JK€ BPEMST MHOTHE [TAPAMETPhI
HACTPOMKK CXOKU C PeAIbHBIMU (hOTOBUIEOKAMEPAMH, [IJIsI TOTO YTOOBI
METOAUKN HaCTpOfIKH OCTaBaJIMCh €IUHBIMU C HACTOAMIMMU KaMe€paMMH.



) rnaza2

Kpome dokycHoro pacctosiaust, y kamepsl B 3ds Max MOKHO yIPaBJIsiTh
BesmunHON 1ot 3penust Field of View un nepcriektuBoii. [Tose spenust
CBSA3aHO ¢ (DOKYCHBIM PACCTOSTHUEM 1 TIPEACTABASET COOOM IMMPUHY yIIa
0630pa crieHbl. Yem Goubiie (GOKYCHOE pacCcTosTHUE OOBEKTHBA, TEM YiKe
ero nosie 3penusi. CymecTByOT pasaMIHbIE THIBI JIMH3, OT KOPOTKO(O-
KYCHBIX JI0 INTUHHO(OKYCHBIX.

Puc. 2.7. 3HaveHns B peanbHbIX kKamepax:
A: Focal length (dokycHoe paccTosHue); B: Field of view (FOV) (Mone 3pexuns)

Cea3b NMons 3peHus n NepcnekTusbl

KopoTtkodokycHble JTMH3bI TPUBHOCAT UCKAKEHUsT IEPCIIEKTUBDI, eJast
0OBEKTHI «TIy0Ke», BBITSHYTHIME K CMOTPSIIIIEMY, — pUC. 2.7.

JUmMHHOMOKYCHbIE JIMH3bI YMEHBIIAIOT MCKAKEHUS IEPCIIEKTHUBBI, [1e-
Jast 00BEKTHI GoJiee TapaIeIbHBIMU 110 OTHOIIEHUIO K CMOTPSIIEMY, —
puc. 2.8.

Puc. 2.8. KopoTkoe ¢pokycHoe paccTosiHue, LWMPOKOe rnosne 063opa (cnesa);
OJIMHHOE POKYCHOE pacCTosiHMNE, y3Koe nosne 063opa (cnpaea)



ITepcriekTrBa, cHstTast 50 MM JTMH30I, BBITJISUT HOPMAJIBHONR OTYaCTH
MIOTOMY, Y4TO 3TO PACCTOsTHKE OJU3KO K TOMY, KaK BUIST HAIIH TJIa3a, OT-
YACTH TIOTOMY, YTO MOJOOHbBIE TUH3bI HCIOIB3YIOTCS YaIlle BCETO.

B 3ds Max cymiectByior aBa Tuia kamep: Target (Haiesennas) — He-
HOCPe/ICTBEHHO BU/I0OBAsI TOYKA B TPEXMEPHOM IIPOCTPAHCTBE U TOUKA Ha-
nesmBanus (target point), TOUKa, Ha KOTOPYIO HATIPABJIEHA JIMHUS B3TJISI-
na kamepsr; Free (CBoGogHast) — OTIMYAETCS OT HAL[EJIEHHON KaMepbl TeM,
YTO HE MMEET TOUKH HaIleTMBAHUS.

Takue apdexrsr, kax Depth of field (Imy6una pesxoctu) u Motion
blur (PasmbITOCTD B IBUKEHNN), & TAKKe PsiJl APYTUX 3(PheKToB KaMephl
OIIMCAHBI B IISATOM IJ1aBe.

BbiBog nsoo6paxenuii. LDR n HDR

Hamu r71a3a HeNpepbhIBHO MPUCTIOCAOIMBAIOTCS K U3MEHEHUIO OCBeIIle-
HUsI, TIOCTOSTHHO PEryJupysi 4yBCTBUTEIBHOCTh K cBeTy. CriocoGHOCTH
YeJI0BEYECKOT0 3peHUsl HACTpauBaeTCs Ha PA3IMYHYyIO CUJLy CBeTa, IO-
3BOJISIET BU/IETh OTHOCUTEIHHO YETKO TIPW PA3HBIX YCIOBUSX OCBEIIEHUS
1 B GOJIBIIIOM JAWHAMUYECKOM JIMAlia3oHe SIPKOCTH CBETa, OCOOEHHO TIPU
3HAYUTEJTHHOM CMEIIEeHUN 3TOr0 JUHAMUYECKOTO AMana3oHa, HalpuMep
npy HabJIIOIeHNH 3aKaTa.

O6brunbie nzobpaxkenus (LDR — Low Dynamic Range, Maubiii qu-
HAMIYECKHIT IMATa30H) He MO3BOJISAIOT BOCIIPOM3BECTHU AeTalu U3 0bJa-
cru nepeepxky, a mzobpaskennss HDR (HDR — High Dynamic Range,
Bricokuii nmHAMIYECKUH TUaTa30H ) TIO3BOJISTIOT BOCIIPOU3BECTH BCE, UTO
ObLIO BU3YaJM3MPOBAHO C PasHOil akcrosuiueil. 1[BeTOBbIE 3HAUEHNS,
4TO BRIXOZAT 3a mpezessl ot 0 1o 1 B nsobpaxennn, ananornaunoMm LDR,
orpannunBaiorcd. B nzobpaxenn HDR s1u gaHHble COXPAHSAIOTCS, YTO
MaeT BO3MOKHOCTH OTKOPPEKTHPOBATH MEPENepsKKy U Mpeodpa3oBaTh
TOHA TAKUM 00pa3oM, YTOOBI OHU TOUYHEE COOTBETCTBOBAIU TOMY, UTO BOC-
MIPUHUMAETCS HAIlTUM 3PEHUEM.

Hauua 1iesib — He B ToM, 4T00bI 0TOOpasuTh uzobpaxkenune HDR, a B ToM,
4TOOBI BOCCO3ATh peanucTudnoe usobpaxenne LDR 13 ncxoqupix gam-
Hpix HDR, namenss aproctb cBeTa Js1 peayliCTUYHOTO OCBEIIEHUS Ha-
niero poekra. Takasg BO3MOKHOCTb UMeeTCs [IPU BU3yanusanuu 32-pas-
pAnHBIX u306paxkeHuii (popmarer daitios * hdr, *.exr).

Nzob6paxenuss HDR coxpansiorcs B 8-paspsaanbix ¢aiinax, rje aib-
(ha-xanasm cAyXUT 19 XpaHEHWST TOPS/KA YUCJIOBOTO 3HAYEHUS IIBETA
KayKJ[0TO MTUKCEJIST TIPU €T0 IKCHOHEHUUANLHOM NPeOCcmasienuy. ITo 3Ha-



yeHre OOJIbIIle, YeM JOMYCKAEeTCS COXPAHUTh B 32-paspsaHoM u300pa-
JKeHuu. B uTore puamasoH Takux 3HAYEHUN OKa3bIBAETCS MPAKTUYECKU
GECKOHEUHBIM U MOJKET MIPEJICTABJISTh YPOBHU SIPKOCTH, KOTOPBIE HE OTpa-
HUYUBAIOTCS JIMHEHHBIM U3MEHEHHEM OT YEPHOTO K GetoMy.

Photographic Exposure Control

IKCNo3uIKsl — CyMMapHOe KOJIMYECTBO CBETA, MMOMAAAIoNIEro Ha (GhoTo-
TUIEHKY WJIXA IPYTON CBETOUYBCTBUTEILHBINI MaTepuas 32 BPeMsI OTKPbI-
THs 3arBopa (oTOKaMepbl. KoJIMYecTBO IIOIABIIEro CBETa 3aBUCUT OT
nradparMbl, BIIEPKKU U CTEITEHN OCBEIEHHOCTH OO BEKTa ChEMKH.

Peasbryio ¢porocbeMky B 3ds Max MOKHO UMUTHPOBATD C IIOMOIIIO
HaCTPOIKHU oTorpaduyecKoil SKCIO3HUIINH.

Ha 3ameTky: ana 6onee npaBoonogoOHOM UMUTaUUU peasnbHOMN
doTockeMkn B 3ds Max He06x0AMMO UCMOb30BaTh GOTOMETPUYE-
ckue ucTo4Hukn ceeta n Arch & Design-matepuansi.

Hacrtpoiika Photographic Exposure Control (Yupasienue ¢oro-
rpauuecKoil HKCIO3UIMEH) MO3BOJSAET MOAUMDUITUPOBATH BBIBOJ PEH-
JIepUHTA, UCIIOJIb3ys TPU ITOM HACTPONKM KaK y (PUBMYECKUX KaMmep:
3HAYeHNe 9KCIO3UIINH, CKOPOCTh 3aTBOPA, alepTypa. Takke IMO3BOIIET
HacTpauBaTh OJUKH, IOJIyTOHa U nojyrern. DoTtorpadpudeckas sKCIO-
3UIMST TTPUMEHSIETCS JIJIST CIIEH € BBICOKMM IWMHAMUYECKUM I[BETOBBIM
IIaTTa30HOM.

JlJ1s1 ycTaHOBKU peHJIepUHTa B BBICOKOM JUHAMHYECKOM I[BETOBOM
nuarnasoHe BeiGepute us MeHo komanay Rendering = Rendering setup
(Busyanuzarnus = Hacrpoiika Busyanmsanun) nian Haxxmute F10. B oT-
KPBIBILIEMCSI [UAJIOTOBOM OKHe BbiOepute BKIaaKy Renderer (Penuepep)
B ceuTke Sampling Quality (KauectBo comiuminra). B rpynme Options
(Dyuknun) B Bhinagatoiiem ciucke ¢ Frame Buffer Type (Tun kagposo-
ro 6ydepa) Beibepute Floating-Point (32 bits per channel) (C masaro-
mieit Touku, 32 6uTa Ha KaHa), KakK II0Ka3aHo Ha puc. 2.9.

HbIA raMMa-KoOppPeKTop (ramma 2.2), HO B Cllydae ecnv BkJoYeHa
ramma 3ds Max B amanorosom okHe Preferences, koppekumsa Pho-
tographic Exposure Control oTkntouaetcs, no3sonas okHy Rendered
Frame Window npvmeHuUTbL rammy Buaa. PeHaoepuHr B 32-6uTtHoe
n3o0paxeHne 3aHnMaeT HEMHOIro 60bLie BpeMeHu (Ha 3—-5%), uem
peHAepuHr B 16-61THOE.

@ Ha s3ameTtky: Photographic Exposure Control conep>XuT BCTPOEH-



YnpasneHue akcnosuunemn
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Puc. 2.10. NapameTpbl HACTPOMKM SKCMO3NLUN
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Exposure (9kcno3uuua)

ITa TPyNHa COAEP/KUT BBLIMATAIONIMN CITUCOK MIAGIOHOB HKCIO3UIIHH,
a TakKe BBHIOOD 3HAUEHUST IKCIO3UIUKM WIH (HOTOrpaduuecKoi sKCIo-
3UIIHL.

Preset (IIpemycraHoBKH) — II03BOJISIET BHIOPATh MTapaMeTPhl 9KCIO3HU-
WM JI715T yCJIOBUi ocBereHHocTH (puc. 2.11).

" Expost Physically Based Lighting, Qutdoor Daylight, Clear Sky

# Phaotoc Physically Based Lighting, Outdoor Nighttime
Fhysically Based Lighting, Indoor Daylight

Shutter Sp physically Based Lighting, Indoor Nighttime

Aperture { Non Physically Based Lighting

Film speed (150): [oo 2 Hl

Puc. 2.11. MNpenycTaHOBKM 9KCMO3MLNN

Exposure Value (EV) (9KCIO3UIIMOHHOE YUCI0) — YCIOBHOE YUCIIO,
XapaKTepuayiolnee yeaoBus (hOTOCHEMKH U CIIYIKAIIee [IJIsT OTpe/ie/ICHIS
AKCITO3UIINH (33/1aHUS TTAPHI BhIZIEPAKKA/Muadparma).

Puc. 2.12. NpumMep HaCTPONKM 3KCNO3MLMM NO IKCMO3ULNOHHOMY HUCHTY;
EV 10 (cneBa); EV 9 (B ueHTpe); EV 8 (cnpaea)

Photographic Exposure (DoTorpaduueckas sKCIO3HUIIK) — B 9TOi
TPYIINEe TTApaMETPOB MBI MOJKEM BPYYHYIO YCTAHOBUTD 9KCIIO3UIIHIO, FC-
MOJIb3YSI CTAHAAPTHBIE 2JIEMEHTHI YIIPABJIEeHUs, KaKk B (QU3NIECKUX Ka-
Mepax.



Shutter Speed (Boigepsxka/CropocTh 3aTBOpa) — BPeMsl, B Te4EHUE
KOTOPOTO CBET BO3/IeNCTBYeT Ha (hoTomMaTepuast wiu Mmarpuity. Cranmgapt-
HBIH psix BBiZEpskek 1,/2000, 1/1000, 1/500, 1/250, 1/125, 1/60, 1,30,
1/15,1/8,1/4,1/2,1, 2 cek u 1. 1. Boicokue 3HayeHus gaior 6ojee SpKoe
U300paKeHue.

Aperture (f-stop) (uadpparma) — orBepcTre 00bekTHBA. Kaxkiomy
3HAUEHUIO uahparMbl COOTBETCTBYET YHCJIO f, KOTOpOE oTpeseisieTcst oT-
HOIIIEHUEM JIHAMETPa OTBEPCTUST K POKYCHOMY PACCTOSTHUIO 00BEKTUBA.
Yem GoJbliie uncio f, TeM MeHbIlle oTBepeTre 00beKTHBA. BhicoKHE 3Ha-
YEHUS JIeIal0T N300paskeHre 6oJiee TeMHBIM.

Film Speed (ISO) (YyBCTBUTEIBHOCTD MJIEHKH) — 3TOT MapaMETP
OIpEJIeNIsIeT YYBCTBUTEIBHOCTD (SIPKOCTH) M300paskeHust. Eciiu uyBcTBU-
tesbHOCTh TIeHKH (ISO) Bbicokast (6ojiee YyBCTBUTENBHA K CBETY), TO
HeOoOXOIMMO MEHBIIE CBeTa JJIs MoJyueHust usobpaxkenus. bosee Bbico-
K€ 3HaUeHUsI OOBIYHO UCTIOJIB3YIOTCS LTSI «<HOYHOM ChEMKI» .

Ha 3ameTky: napameTp ISO B mental ray BAMSIET TONLKO HA Pe3y/b-

@ TUPYIOLLYIO SIPKOCTb M300paxeHust (BENUYMHY 3KCMOo3uuumn), HO,
B OT/IN4Me OT peanbHoM cutyauum, He BavgeT Ha Motion Blur (Pas-
mMbiTne B asmxeHmn); Film Speed (CkopocTb nneHku); Gain (3ep-
HUCTOCTL). [MpU4MHa 3TOro — TO, 4TO NPU PEHAEPUHIE YNOMSAHYThIE
addekTbl KAMEPBI UMUTUPYIOTCA APYTMMU HE3aBUCUMbIMUW anropuT-
Mamu.

Image Control (PerynupoBka naoopaxeHuns)

JlanHble mMapaMeTpbl MPUMEHSIIOTCS JIJIST PETYJUPOBKU OTHOCUTEIHHOU
SIPKOCTH ¥ OJIMKOB, MOJYTOHOB U TeHEHl BU3yaJU3MPOBAHHOTO M300pa-
kenust. KoMOuHaIust 3TUX HAcTpoeK m300paxkeHa Ha rpaduke crpasa
B CITUCKe, puc. 2.13.

| |r| = mr Photographic Exposure Control |-. I

rImage Control
Highlights. (Burr): [o.25 |z ' |
Midtones: 1,0 =

| Shadows: oz = |

Puc. 2.13. HacTpotika n rpadurk ypoBHS TOHOB
1 NONYTOHOB N300paxeHus

B EIC]

Highlights (Burn) (biukn) — ypas/isger ypoBHEM CaMbIX SIPKUX 00-
Jacteil kKapTuHKK. BoJiee BbICOKME 3HAUEHUS JleaaloT GJMKY spue, Goee
HU3KHe 3aTEMHSIIOT UX.
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Puc. 2.14. NMapameTp Highlights (Burn):
0,00 (BBepxy cnesa); 0,25 (BBepxy cnpasa); 0,50 (BHU3Y)

Midtones (Cpennue ToHa) — yrnpasJisieT ypoBHEM 06JacTeil KapThH-
KU, Ybsl SIPKOCTb HAXOAUTCS MEXKIY OJUKaMU U TeHsIMU. DBoJiee BbICOKME
3HAYEHUS JIEJIAI0T TIONYyTOHA sipye, GoJiee HU3KUE 3HAYCHUS 3aTEMHSIOT
MOJIYTOHA.

Shadows (Tenn) — HacTpauBaeT ypoBeHb CaMbIX TEMHBIX objacTeit
KapTuHKY. Huskue 3HaueHMs esafoT TEHW sipue, BBICOKUE 3aTEMHSIOT
TEHH.

Color Saturation (I[BeToBasi HACBIIIEHHOCTb) — AAHHbIA ITapaMeTp
YIPaBJIsieT MHTEHCUBHOCTHIO I[BETOB BU3YaJU3UPOBAHHOTO M300paske-
HUsl. BpICOKMe 3HAUEHUs TIOBBIMIAIOT UHTEHCUBHOCTD, HU3KUE, COOTBET-
CTBEHHO, TOHMKAIOT.

Whitepoint (Bananc 6enoro) — ykasbiBaeT OCHOBHOW TeMmIeparyp-
HBII1 BT NUCTOYHUKOB CBeTa. JIaHHBII TapaMeTp aHaIornYeH ¢ 6aTaHCOM
Gesroro B MpoBHIX Kamepax. JIJist IHEBHOTO CBETa PEKOMEH/IOBAHO 3Ha-
yenue 6500, s cBera saMiibl HakaauBanusg — 3700.

Hanpumep, $hoto, CHATHIE B TIOMENIEHUH, MOTYT OBITH OCBEIIEHBI JIaM-
MO HAKAJMBAHMI, CBET OT KOTOPOI OTHOCUTEJBHO KeJITHIH, 10 CPaBHe-
HUIO ¢ JHeBHBIM cBeToM. Ompejiesienne «Genblil» B Ka4ecTBe JHEBHOTO
CBETa MACT HelpHeMJIeMble Pe3YJIbTaThl IIPU IMOIBITKE MPUMEHUTH IIBe-



Puc. 2.15. MNapameTp Midtones:
0,75 (BBepxy cneea); 0,90 (BBepxy cnpasa); 1,20 (BHU3Y)

Puc. 2.16. NMapameTp Shadows:
0,10 (BBepxy cnesa); 0,25 (BBepxy cnpasa); 0,50 (BHM3Y)
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Puc. 2.17. Color Saturation: 1,00 (cnesa); 2,00 (cnpasa)

TOKOPPEKIUIO K (HOTO, CHATHIM TIPU OCBEIIEHUU JIAMITOH HAKAJIUBAHILI.
Oyukins Whitepoint 103BoJIsIeT KOMIIEHCHPOBATH UCKAKEHUS BETOB,
BBI3BAHHBIE PA3HBIMU HCTOYHUKAMHU OCBEIIeHUSI (COTHEUHBIH CBET, TaMIIa
HaKaJMBaHWS WU (DJIIyOPECIEHTHBIH CBET).

Puc. 2.18. NMapameTp Whitepoint: 4000 (BBepxy cnesa); 6000 (BBepxy crnpaeay);
7500 (BHU3Y); NHTEPLEP OCBELLEH KOMOUHNPOBAHHLIM OCBELLEHNEM
(ecTecTBeHHOE + NCKYCCTBEHHOE)

Vignetting (BunbeTupoBanue) — yMeHbIIAET SIPKOCTb KaPTUHKH B
nepudepun 1Mo OTHOIIEHWIO K IIEHTPY KaPTUHKU, PE3YJIbTATOM SIBJISIETCS
MIOJTHOCTBIO 3aCBEYEHHAs 0OJIACTD B IIEHTPE C TEMHBIME KPASMU.



YnpaBneHue aKkcnosavuunemn

Puc. 2.19. Vignetting: 1 (cnesa); 15 (cnpasa)

Physical Scale (Dusuueckuii macitab) — onpesessiet, Kak 3ds Max
paccuuThIBaeT 3HaueHus nukcesneil npu BeiBoge B HDR kaptunku. Mt
MOKEM WCIIOJIb30BaTh (DU3NUECKHWe ITMKATbl B CIleHe WJIW YCTAaHOBUTD
MTPOW3BOJIBHYIO TITKAJY JIJIST OCBEIIEHNS, He OCHOBAHHOTO HA PEaMCTIY-
HOCTH.

Physical Units: (cd/m2) (Dusnyeckue eMHNIBI) — BHIBOA B (hU3HU-
yecku KoppekTHbie 3Havenus HDR-nkceneit B kanzesnax Ha 1kB. M. Ecin
HCIIOJIB3YIOTCS (POTOMETPUYECKIE UCTOYHUKH CBETA, TO JIyYIIle HCITOIb30-
BaTh ATY OTIIIHIO.

Ha 3ameTky: npu ucnons3osaHum Physical Units penaepep vHtep-

@ npeTupyeT BCce Hedumanyeckme (CTaHaAaPTHbIE) BENNYMHBI OCBELLE-
HUA B eamHnubl cd/m2. Ecnn B kayectBe GpOHOBOM KapTUHKM Bbl-
cTynaet kapTnHka HDR ¢ npaBunbHO kKanubpoBaHHLIMU NMUKCENSMUN
B KaHZENbl HA KBaAPaTHbIN METP, TO OHO ByAET GU3NYECKN KOPPEKT-
HbIM B cugeHe. Kak 6bl TO HM Obl10, eCNK Bbl NOMLITAETECH UCMOJIb-
30BaTb KAPTUHKY C HU3KUM AMHAMUYECKUM ANana3oHOM, TaKylo Kak
JPEG, npu peHoepuHre oHa 6ygeT o4eHb TeMHOW. [109TOMY HYXHO
YBENMUYUTb 3Ha4YeHme output GOHOBOW KAPTUHKM.

Unitless — Mo3BoJII€T ONMPEMENUTD, KaK PEHAEPEP WHTEPIIPETUPYET
OCBellleHYIe OT CTAaHJAPTHBIX NCTOYHNKOB CBETA, KOTOPBIE He OCHOBAHBI HA
(busnueckux cBoiicTBax. Hanpumep, 1o ctangapTHOI (pU3nyecKoii nmkase



1500 craHZapTHBIH TOYEYHBIH MCTOYHUK CBETA BOCIIPUHMMAETCST PEHIe-
POM Kak (DOTOMETPUUYECKII M30TPOITHBIN NCTOYHUK cBeTa B 1500 kanmesr.

BN3yaM3npoBaHHOM cueHbl C GOTOMETPUHECKUMWN NUCTOYHUKAMU
ceeta. OgHAKO OHO OYEHb BAUSET HA BUAUMBIN CBET HEPUINYECKMX
WCTOYHUKOB CBeTa. [1na npeackasyemMblx pesynbTaToB Jiydlle BCEro
OCBeLLaNTe CUEHY TOJIbKO DOTOMETPUYECKUMU UIN TOJILKO CTaH-
JAapTHBIMU UCTOYHUKAMUM CBETa M ncnosnbdynte Physical Units nnum
Unitless B COOTBETCTBUK C KaXAbIM Clly4aeM.

@ Ha 3ameTKy: 370 3HayeHVe He BINGET Ha BUOMMOE OCBELLEHUE

Gamma/LUT Settings (Hacrpoiika raMMbl) — 0TOGpakaeT TeKyIuii
cratyc Hactpoek Gamma/LUT settings. Kunornka Setup oTkpbiBaer aua-
sor Preference Settings. ITogpo6GHee 0 HacTpoHKax TaMMbI CM. [IEPBYIO
TJIaBY.

Hauunag ¢ Bepcun 3ds Max 2012, okHa IIPOEKIIMIA TPeTepIIesd KOJIOC-
caJIbHBIE U3MEHEHUSI, Tereph CUCTEMa OTOOPaKEHUST UCIOIb3yeT rpadu-
yeckuit yckopuresnb Nitrous. OH nojiepxuBaet ¢poTorpaguyeckyio sKc-
MO3UIIUI0 HA HOBOM KaueCTBEHHOM ypoBHe. A HaunHast ¢ Bepcuu 3ds Max
2013 sKcro3uiys cTasia MoAIepKUBATHCS MHTEPAKTUBHBIM PEHIEPUHTOM
iray Active Shade, ycTpatsist HeOOXOAUMOCTh TECTUPOBAHUS SKCIIO3UTNN
IyTEeM PeHIepUHTa HeOOIbIINX M300PaKeHUI B YePHOBOM KaueCTBeE.

UcTtouHuku ceeTa B mental ray

s nosyderust (HOTOPEATHCTHUHOTO H300paskeHUst HEOOXOAMMO Op-
raHM30BaTh KAYECTBEHHOE OCBEleHre. ITO UMeeT OObIIoe 3HAYCHUE
0OBIYHO OCYIIECTBIISIETCS Ha 3aBEPHIAIONINX CTaAUSAX HEIOCPEACTBEHHO
repe]] BU3yaau3alueil ClieHbl, XOTS B HEKOTOPBIX TEXHOJOTMYECKUX MTPO-
1ieccax OCBellleHue CIIeHbl HauMHAeTCs Ha dTalle IIpe/iBapuTesbHOH BUu3ya-
JIM3AIUU TIePel HAYalOM HaHEeCEHUsT MartepuasioB o0bekTam ciielbl. Ho
B JIIOOOM cirydae, HeoOXOANMO YOEAUTLCS B TOM, UTO BCE UCTOYHUKH CBe-
Ta PACCTaBJIEHBI TIPABUJIBHO, @ IX WHTEHCUBHOCTH M OKPACKA JOTIOJTHSIOT
crieny. [IpenBapuTesnbHO 3a71aHHbIe TAPAaMETPBI UICTOYHUKOB CBETA, a 110
CylLIecTBY IOTOBble hOTOMEeTpUYeCKe UCTOYHUKY CBeTa, HAMHOTI'O YIIPO-
MAI0T JAaHHBIN MPOTIECC.

Ecou, Hampumep, ciieHy HEOOXOAUMO OCBETUTH PEATMCTUYHON JIaM-
MOYKOH MOMTHOCTBHIO 60 BT, COOTBETCTBYIOMMIT UCTOYHUK CBETA MOXKHO
BeIOparh 13 cButka Templates (CBuTok ma610H0B) (HOTOMETPUYECKUX
MCTOYHWKOB CBETA, PeUb O KOTOPOM TIo#1eT B pazzaene « aTepdetic poTo-
METPUYECKUX UCTOYHUKOB CBETAS.



Buabl NCTOYHUKOB cBeTa

O6mbexthr Kateropuu Lights (Mcrounnku cBera) mpeiacrasieHsl B 3ds
Max asyms pasaosugHoctsimu: Standard (Cranmaprabie) u Photomet-
ric (Dotomerpudeckre). VICTOUHUKY CBETA MOTYT OBITH HAT[ETEHHBIMHU 1
cBobombiMiu. HattereHHbIN ncTouHUK cBeTa mMeeT 00bekT Target (Mu-
IeHb ), Ha KOTOPBIH HaIleJeHa OCh MyYKa CBETOBLIX Jydeil. CBOGOMHBII
UCTOYHMK CBeTa He UMeeT MUILEHU.

CranjiapTHble HCTOYHUKM CBeTa He gBJAIOTCA (GU3NUYEeCKU KOPPEKT-
HBIMHU, HECMOTPsI Ha TIPABAOTOA001eE OCBEIeHHOCTH TTpoekTa. Hampumep,
B 33jlayaX MHTEPbepPHOIO MOJEJUPOBAHUS HEBO3MOKHO TOYHO BOCIIPO-
U3BECTU OCBellleHue, PyKOBOACTBYSICh MOLUHOCTSIMU CBeTUJILHUKOB. [l
MAHHBIX Tlesiell HaM HeoOXOANMbI (hOTOMETPUIECKIE HCTOUHIKH CBETA.

¢OTOMeTpI/|'-IeCKI/|e MUCTOYHUKUN CBeTa

CDOTOMeTpI/I‘{eCKI/Ie MCTOYHHUKHN CBE€Ta CXOXKH CO :'|E|n%:|i|@|2ﬁ|
CTaHZapPpTHBIMH, 3a WCKJIOYEHHUEM TOTI'O, 4YTO OHU

—
IIO3BOJIAIOT TOYHO BOCIIPOM3BOJUTL OCBEMICH- O %E% o &%

HOCTb, I[BET U MMPOCTPAHCTBEHHOE paciipeieicHue |Photometric hd

CUJIbI CBETa, CBOMCTBEHHBbIE PEAJTbHBIM CBETHJIb- | [ Dbject Type |

HuKaM. Vcmyckaembiii cBeT (hOTOMETPUUECKIMU i
Targetlight |  FreeLight |

UCTOYHUKAMU BCErja 3aTyxaeT oOpaTHO IIPOIOp- —

IIMOHAJIbHO KBaJ[PaTy PACCTOSHUS /IO OCBelae-

Moii moBepxHOCTH. CBOHCTBA CBETA, UCITyCKAEMO- Puc. 2.20.

ro (HOTOMETPUYECKNMU MCTOYHUKAMMY, 334ai0Tcs  PoToMeTpudeckne
B 3ds Max B husmueckux enunuiax: kauoevt (cd), NCTOuHNKN CBETa
momennt (Im) wm moxcot (1x). B 3ds Max

B cBs131 ¢ yKa3aHHBIMU BBIIIE OCOOEHHOCTAMU (POTOMETPUIECKUX HC-
TOYHHMKOB CBETA UX CJIEAYET MCIOIb30BaTh B CIIEHAX, CMO/IETMPOBAHHBIX
B peaJibHOM MaciiTabe ¢ NCIOIb30BaHIeM PEAJbHbBIX eMHUI] U3MEPEHNSL.

B mental ray peanusoBana mojepkka (POTOMETPUUECKUX UCTOUHU-
k0B cBeTa 3ds Max. [ToMuMo 3TOro, CyLiecTByeT ClelnaIbHbIii HCTOUHUK
csera — mr Sky Portal (CBetoBoii moprays He60CBOIA), peub 0 KOTOPOM
MMONIET JlaJIee.

Takske CyIIecTBYIOT WHCTPYMEHTHI 7T CO3/IaHUS HEBHOTO OCBeIIle-
HISL, @ IMEHHO C TIOMOIIBIO my Sun u mr Sky.

Cucrema JTHEBHOTO CBETa BOCCO3/IAET OCBEIEHUE C YUETOM KOHKPET-
HOTO BPEMEHM /IHS U reoTpaduIecKoro MecTonoiokeHus. Mictounuk cse-



Ta mr Sun MIpUMEHSIETCS B CHCTEMe THEBHOTO CBeTa JJIsI HallpaBJIeHHOTO
COJTHEYHOTO cBeTa, a mr Sky — 1JIsT OKPY/KEHUST.

DoToMeTpryecKre NCTOYHUKK CBETA UMEIOT MACCY APAMETPOB [IJIst
VMWTAIINN €CTECTBEHHOTO M MCKYCCTBEHHOTO OCBEIIEHUS TPSIMBIM CBe-
ToM. Bce doroMeTprnieckre MCTOYHWKHN CBeTa ITOMYMHSIOTCS 3aKOHAM
dusurr. OHUM U3JIYYIAIOT CBET O 3aKOHY 0OPATHBIX KBAJPATOB U YUHTHI-
BAIOT peasIbHbIN Ualla30H SPKOCTU CBETa, a TaKXkKe U 1[BETOBYIO TeMIlepa-
TYypY, U3MepsieMyIo TIo mKkasne KeabBrHa.

Mpodunnun nctoyHNKoB ceBeTa

mental ray mojiep;KUBaeT peajibHble MOJEIU OCBENIEHUs € MOMOIIBIO
npoduJieil ICTOYHUKOB CBETA, HA3bIBAEMBIX aiilaMu (omomempuueckux
Oannvix IES. Takue mpoduin OMUCHIBAIOT CUJIY U CIaJ] CBETa OTKPBITHIM
TEKCTOM W MPEOCTABJSIOTCS TIPOU3BOIUTEISIMUA OCBETUTEIBHBIX TPUOO-
poB. OHuM cirysKaT st TPaBAOIOA0OHOTO U (PU3UYECKU TOUHOTO CO3AHUS
OCBeIlleHVsI B MHTEPbEPHOI U apXUTEKTypHOU Bu3yanusanusax. Dopma
TaKUX UCTOYHUKOB CBETA HE OKA3bIBAET BIUSHIS HA TEHU, A€HCTBYIONINE
Ha PACCTOSTHUMU.

@aiibl mpoduseil HCTOUHUKOB CBETA MOJKHO 3arPy3UTh € BeO-CallTOB
IPOU3BOIUTEIEN OCBETUTENBHBIX TPUOOPOB.

NUuTepdenc poTtomeTpnyecKknx MICTOYHUKOB

cBeTa
Teneps paccMoTpuM nHTEpdENc POTOMETPHUYECKIX HCTOYHIKOB CBETA.
Templates (CBuToK I1a0JIOHOB) — TIO3BOJISIET MOJYYUTh JOCTYII

K TIpeayCTaHOBKaM (POTOMETPUYECKUX UCTOYHUKOB CBeTa JJIsT OBICTPOTO
CO3JJaHMs PA3HBIX THIIOB OCBETUTEJBHBIX IPUOOPOB. TakKe MOMKHO HC-
MOJIB30BATh MIa0JOHBI B KAUeCTBE HAYAIBHOU TOUKHU JJIsI CO3IAHUS COO-
CTBEHHBIX HACTPOEK UCTOYHUKOB cBeTa. BoiOpas 1ab/ioH U3 Bblllafalonie-
TO CIIVICKA, TTOSIBUTCS OTMICAHNE BBITIE CITHCKA.

General Parameters (OcHOBHbIe NnapamMmeTpbl)

LiGHT PROPERTIES

(I'pyniTIA CBOVICTB UICTOYHUNKA CBETA)

On (BxJiioduen) — BKJIIOYAeT W BBIKJIIOYAET MUCTOYHWK cBeTa. Korma
BKJIIOUEH UCTOYHUK CBETA, OH OCBEIIaeT ciieHy. Korma BBIKJIIOUEH, COOT-
BETCTBEHHO, HE OCBeNIaeT. B OKHAX ITPOEKITHIT JaHHAST OTIIIUS MHTEPAKTUB-
HO TIOKa3bIBaeT BO3/IEIICTBUE UCTOUHUKA CBETA HA CIIEHY.



UcTouHuku ceeta B mental ray

[

[o000,0 | 2]
20 1)
[i0000_ 2]
[10000 2]

Puc. 2.21. OcHoBHble NapamMeTpbl
dOTOMETPUYECKNX MCTOYHMNKOB cBeTa B 3ds Max

Puc. 2.22. Ceutok General Parameters
bOTOMETPUYECKMX UCTOYHMKOB CBETA




Targeted (HarteieHHBIIT) — 9Ta OMIINST OCTYITHA TOJIBKO JIJIsSI HAleJICH-
HBIX UCTOYHUKOB cBeTa. Korma BKIIOUEHO, NCTOYHUK CBETA UMEET IIeJIb,
KOTOPYIO MOKHO II€PEMENIATh IO CIIeHe, TeM CaMbIM HAIPABJISSI ITYYO0K
cBeTa B KOHKPETHYIO TOUKY B CI[CHE.

Target Distance (Paccrosnue 10 MUIIeHN ) — 0TOOPaKaET AUCTAHIIIIO
10 MuIieHu. /{Jist HalleJIleHHBIX NCTOYHUKOB CBETA 9TA OMIIV IIPOCTO OTO-
OpaskaeT IUCTAHIINIO, & [JIST HATTPABIEHHBIX CTOYHUKOB CBETA, HO 6e3 MH-
TIeHel MOJKHO YKa3aTh PACCTOSTHUE JIJIsT U3MEHEHUS TUCTAHTINN.

Suapows (I'pynina TEHN)

On (Bxutiouen) — onpesessiet, GyIeT JIv JaHHbI UCTOYHUK CBETA BJIH-
STh Ha TEHEPAITNIO TeHeH 0T 0OBEKTOB B CIEHE.

Shadow Method drop-down list (CsuTok BBIGOpa THIIA TEHEi) —
B JIAHHOM CBHMTKE MbI MOXEM YCTAaHOBUTH THUII OTOPACHIBAEMBIX TEHE:
shadow maps (Kapra tenn), ray-traced shadows (TpaccupoBka TeHeit),
advanced ray-traced shadows (YiyuiiieHHbIe TEHU, METOZIOM TPACCUPOB-
ku syuda), area shadows (Tenu 1o mwiomaan), mental ray Shadow Map
(Kapre Teneit mental ray).

B mental ray mMbl puMeHsieM [[Ba THUIIa TeHell: ray-traced shadows u
mental ray Shadow Map, pedb 0 KOTOPBIX MOUET jlajiee B TJIaBe, TOCTe
OMCaHUS OCHOBHBIX CBOUCTB (POTOMETPUUECKUX UCTOYHUKOB CBETA.

3payHble TeHU, B TO BpeMs kak KapTbl TeHel He oTOpacbkiBaloT Npo-

@ Ha 3ameTky: TpaccupyemMble TEHM NO3BOAAIOT BOCCO34aBaThb NMpo-
3payHbIX TEHEN.

Use Global Settings (ITpumenuts [Jio6anbHble HACTPOIKU) — TIPH
BBIKJTIOUEHHON OIIINYM HACTPOUKM TEHEeN JJIsT KasK/0TO MCTOUYHUKA CBETa
YCTaHABIMBAIOTCA UHAMBUAYaIbHO. [Ipy BKIIOUEHUH JaHHOM OIIIUK Ia-
paMeTpbl TeHEeH 11 BCeX MCTOYHMKOB CBETA B CLIEHE CTAHOBATCS OMHA-
KOBBIMU, HAITPUMED MTPU BKJIOYEHHON OIIIMU CMEHA THIIA TEHEH Y OJTHOTO
HCTOYHMKA CBETA IPUBOJUT K U3MEHEHHIO TeHEH y BCeX HCTOYHUKOB CBe-
Ta B CILEHE.

Exclude button (Knomka Mckaouuth) — UCKIOYeHHE OOBEKTOB
U3 OCBELEHUs UCTOYHMKOM cBeTa. Ilocie HaaTus 5TOH KHOIKH IO-
ssurca auajnorosoe okHo Exclude/Include (Vickiarounts/Briounts
00OBEKTHI).

VckmodeHHbie 06bEKThI OYyAYT MO-TIPeKHEMY 0TOOpa)KaThCs B OKHAX
IPOEKINH, NCKIIOYEHHE U3 OCBELIEHHSI BO3AEHCTBYET TOIbKO IIPU PeHe-
PUHTE CIIEHBI.



UcTouHukm ceeTa B mental ray

LigaT DistriBUTION (TYPE)

(I'pynimia T PACTIPENEJEHNA )

PaccMoTpuM 1ozApOGHO BHINAJAIOMIMN CIMCOK THIIAMM paciipeaelie-
Hus cBeTa. Beero noctynuer 4 tumna — puc. 2.23.

Uniform spherical (PaBHoMepHoe cepruyeckoe) — HazBaHIe TOBOPUT
caMmo 3a ce0sl, CBEeT paclpelesisieTcsl BO BCeX HallPaBJIEHUSAX PaBHOMEPHO
C YYETOM 3aTyXaHUSI.

[- General Parameters l
rLight Properties
¥ on I~ Targeted

Targ. Dist:  [509,6cm | 2]

—Shadows
[V on ¥ Use Global Settings

IRay Traced Shadows -

~Light Distribution (Type) ——
Uniform Spherical &

- Photometric Web
- Spotlight
Uniform Diffuse

Puc. 2.28. Puc. 2.24. PaBHoMepHoe
Buinapgatowmi cdepuryeckoe pacnpenenieHne ceeta
cnmcok Beibopa Tuna (Uniform spherical)
pacnpeneneHvs ceeTa

Uniform diffuse (PaBHOMepHbBIN paccessHHBII) — paBHOMEPHOE pac-
CesTHHOE pacIipe/ieJieHIe CBETa IIPOUCXOIUT B pesiesiax noaychepst. Jan-
HBIT ICTOYHUK CBETA MOJIE3eH MPU UMUTAIIMU UCITYCKAHWUS CBETA C KaKOii-
160 TIOBEPXHOCTH.

Distribution (Spotlight) (IIpoxexTopHoe pacipezieieHue cBera) —
pacrpocTpaHeHue MPOKEKTOPHOTO CBETa MCIYCKaeT ¢(hOKYCHPOBAHHBIN
JIy4 cBeTa Kak Jiyd (hoHApPUKa, JIyd B KMHOTEATPE U T. JI. YTOJ Jiyda CBETa
YIPABJISIET MOIHOCTBIO JIy4a, YroJl TIOJIs JIyda YIIPABAseT Pa3MbIBAHUEM
IpaHuIL JIyya.

TbIBAIOT YroJ Slyda 1 yron nons ayya no-pasHomy. B scanline nyy cee-
Ta UMEET MOJIHYI0 MOLLHOCTb, @ Yros Nnonsi orpaHmMymBaeT obnacTb
ncnyckaHus nyya. B mental ray ueHTp nyya umeet 100% MOLHOCTb,
HO cnapaeT Ao 50% k yrny nyy4a un o 0% Kk yrny nons nayya, ogHako

@ Ha 3ameTky: yuTnte, 4TO peHaepepsbl scanline u mental ray o6paba-
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[~ Distribution (Spotlight) ]
Light Cone

u Cone visible in viewport
when unselected

Hotspot/Beam: |3D,0 ﬂ
Falloff/Field: [60,0 | 2]

Puc. 2.26. NapameTpbl
pacnpocTpaHeHus ceeTa
Tvna Spotlight

Puc. 2.25. PaBHoMepHoe anddy3Hoe
pacnpepeneHue ceeta (Uniform diffuse)

Puc. 2.27. NpoxekTopHOe
pacnpepeneHue ceeta (Spotlight)

HEKOTOpas YacTb CBETA BCE Xe MOXET NonagaTth 1 3a rpaHuupl yrna
nons nyya, BU3yasnbHO NpeacTaBneHne n3obpaxeHo Ha puc. 2.23.

Cone visible in viewport when unselected (Buanmbrit komyc B oxHe
MPOEKINN) — BU3YAJIbHOE TIPECTaBJIEHIE PACIIPEIETEHNSI CBETa 0TOOPa-
JKAETCs B BUJIE CXEMATUIECKOT0 KoHyca. OH 0TOGPAsKAeTCst TIPU BbIIEJIEH-
HOM TIPOJKEKTOPHOM MCTOYHUKE cBeTa. EC/IM MCTOUHMK CBETa He BbIJIEIEeH,
TO KOHYC He oToGpaskaercs. JlaHHas OIIUST TI03BOJISIET BKIIOYUTD MOCTO-
SIHHOE OTOOpasKeHMe KOHYCa PACIpPOCTPAHEHMs HCTOUHUKA CBETA, MakKe
ecau OOBEKT He BBITIENEH.



UcTouHukm ceeTa B mental ray _

Hotspot/Beam (Ilyuok cBeta) — HacTpamBaeT yroJ KOHyca CBeTa.
3uauenne Beam usmepsiercs B Tpaxycax. s HoTOMeTpUYECKUX UCTOU-
HUKOB CBeTa yroJy Beam — 9T0 yroJi, pyu KOTOPOM MHTEHCHBHOCTH CBETA
mazaet 10 50%, 3Hauenue mo ymosdanuio = 30.0.

Falloff/Field (O6sacTh cniaga) — HacTpawBaeT yroJ moJist Jyda. 3Ha-
JyeHue nuaMepsieTcst B rpaaycax. /s horoMeTpuiyeckux HCTOYHUKOB CBETA
yroa Field — 510 yrou, mpu KOTOPOM MHTEHCHBHOCTH CBETA JIYYa TTA/IAET /10
HyJIsL. 3HaueHne 1o ymosrdanuio = 60.0.

natHa (hotspot angle) ana craHaapTHBIX UICTOYHMKOB CBETA, HO BCE
naTHO umeeT 100% MHTEHCMBHOCTbL. Yron noss fyda — TO Xe camoe,
yTo 1 yron cnaga (falloff angle) ona ctaHgapTHOrO NCTOYHMKA CBETA,
HO Ans CTaHOAPTHOrO UCTOYHMKA MHTEHCUMBHOCTb NagaeTt A0 Hyns,
a doToMeTpUYECKME NCTOYHMKN CBETA HE TakK XECTKO O4epyYMBaloT
rpaHuLbl Iyda, Tak YTO HEKOTOPOE KOIMYECTBO CBETA BCE XE MOXET
BbIXOOUTb 3a Npeaesbl FpaHunL, yria nong ay4a.

@ Ha 3ameTky: yron nyya — B AaHHOM Cilydae TO Xe camMoe, Y4TO 1 yron

MbI MOZKeM yIPaBJIATD YIJIOM Jiyda U YIJIOM H0JIS JIyda, lepeTackuBas
MaHUITYJISATOPBI B OKHAX IIPOEKIN.

Takoke MbI MOJKEM HACTPanuBaTh 3TH IIapaMeTPbl B OKHE IIPOEKIINY BU/IA
Light (cMoTps Ha ciieHy ¢ Toukr 0630pa HCTOUHWKA CBETA B HAMTPABJICHUH
pacipocTpaHeHUs CBeTa B CTOPOHY CIIEHDI).

Puc. 2.28. icTo4HMKIM cBETa B OKHE NPOeKuun:
Uniform spherical (cnesa); Uniform diffuse (B ueHTpe); Spotlight (cnpagsa)



Photometric Webs (Doromerpuueckue
mabioHsr) — hoToMeTpuUeckre 1mabJIo-
HBI — 9TO TPEXMEPHOE TPECTABIEHNE TIIOT-
HOCTHU pacmpezieienus cBera. Vudopmarus
0 pacrmpoCTpaHEHWU HAIPABJIEHHOTO CBETA
XpaHuTCcs B aiiyie TaHHBIX (HOTOMETPUU B
dopmare 1ES (nmanee ies-aitr). Mbl MoskeM
3arpyKaTh ies-(ailibl, TPeIOCTaBIEHHbIE
MHOTHUMU ITPOMN3BOIUTEIIAMN OCBETUTEIBHBIX
npubopos. B oxHax npoekiuii poromerpu-
YeCcKUH 1eS-MCTOYHUK CBEeTa MEHSIET CBOIO
(hopMy B 3aBUCHMOCTH OT MabI0Ha, KOTOPbIiA
OBLI 3arPyKEH.

DoromeTpryecKue TaHHBIE YACTO TPE.-
CTaBJIAIOT B BUIE A1aTPaMM. ZII/IaI‘paMMbI, I10-
Ka3bIBAIOIINE BpAIleHNe BOKPYT M3BECTHBIX
oceil, Ha3bIBAIOTCS TOHUOMETPUYECKUMU.
JluarpaMma BU3YaJIbHO OTOOpakaeT H3MeHe-
HIe WHTeHCUBHOCTU cBeTa (puc. 2.29).
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Puc. 2.29. Mpumep
amarpaMmmel NayTUHHOTO
pacnpeneneHus ceeTta

DotoMeTpruecknii MrabJOH — TPEeXHAPABICHHOE IPEACTABJICHUE
pactipeziesieausi cBeta. OH pacimupsieT TOHUOMETPUIECKYIO THUarpaMmy
JI0 TPeX M3MepeHUll, TaKk YTO U3MEHEHUe PACIpe/IeIeHNs] CBeTa MOXKHO
HabJIfo1aTh 10 BeeM ocsiM cpasy. IleHTpoM doroMeTprdeckoro mmabioHa

ABJIAETCA IIEHTP 00BbEKTA NCTOYHUKA CBETA.

Web diagram (ITayTurHas quarpamma) — 1mocJjie Bbi6opa ¢hotoMerpu-
4ecKoro daiiyia OH 0TOOPaKAETCS CXeMAaTHIEeCKOU AUarpaMMOii pacipese-

JIeHId cBeTa B cute Distribution.

[-Distribution (Photometric Web)

< Choose Photometric File =

X Rotation:
Y Rotation:
Z Rotation:

0,0
0,0
0,0

04 40

Puc. 2.30. MNapameTpbl $OTOMETPUHECKMX JAHHBIX
1 NPUMEPbI X CXeMaTU4eCKNX BUO0B




UcTouHukm ceeTa B mental ray

Choose Photometric File (Boi6op daita GoToMeTpuuecKux IaH-
HBIX) — KHOITIKa BBIOOpa ies-aiiia I UCIoIb30BaHusI B KauecTse (Ho-
tToMerpuueckoro mabiona. Maitn moxer 6bith hopmara IES, LTLI uiwm
CIBSE. Tlocue Bbibopa aiina 3Ta KHOIIKA [OKa3biBaeT ums (aiina (6e3
pacuTupenms).

ITpu mpocMoTpe KaTasiora ¢ (hailiaMu OKHO JMajioTa TaKKe TIOKa3biBa-
eT IPeBbIO0 BhIOpaHHOro daiiaa — puc. 2.31.

Light Distribution (Type)
IPhotcmEh'ic Web o

-Distribution (Photometric Web)

Color

® |HID Phosphor Mercur)

7~ Kelvin: [3500,0 ][ |
Filter Calar|

Puc. 2.31. OTo6paxeHne GoTOMETPUYECKOTO MCTOYHMKA CBETA B OKHE NPOEKLNN

X Rotation; Y Rotation; Z Rotation (Bpamuienue no ocsim X, Y, Z) —
03BOJISIET BPAIIATH CETKY (POTOMETPUYECKOTO HCTOUYHHMKA CBETA 110 COOT-
BETCTBYIONIEH OCH BOKPYT IIeHTpa ceTKH. /lmama3on BpareHus ot —180°

1o 180°.

Intensity/Color/Attenuation
(UHTeHcuBHOCTbL/LiBeT/OcnadnexHue)

Coror (I'pymimia IIBET)
Light (Cser) — B JaHHOM BBIIAJAIOIIEM CIIMCKE MOXKHO BBIOPATH
mabJI0H LBETOBOI TeMmieparypbl cBera mo crangapram CIE. Ilserosas

TeMIepaTypa HarJsiiHo otoGpakaercst B obpasiie 1sera mo KeabBuHy
(puc. 2.33).

Ha 3ameTky: no ymonyaHuio BbibpaH 6enbiii ceeT, D65 (6500 K), co-
@ rnacHo Comission Internationale de I’Eclairage (CIE).
CIE - uBeToBas Mogenb, OCHOBaHHas Ha pesyfbTaTtax M3MepeHns
XapaKTePUCTUK YeNloBEeYeCcKoro rnasa. NMoctpoeHa Ha OCHOBe 3pu-



[- Intensity/Color/Attenuation |

[ Intensity/ColorjAttenuation |

r Color

- IDSU Tluminant (Refere +
¢ Kelvin: [3500,0 |2][ |
Filter Color:l:l
~Intensity

£ Im #cd £ Ixat
[1500,0 | ] [100,0em || 5]
r—Dimming

Resulting Intensity:

1500,0 cd
I~ [100,0 =] %

W Incandescent lamp color
shift when dimming

rFar Attenuation ———

I~ use Smrt:l&ﬂcm ﬂ
[~ show End: |2[J,Dcrn ﬂ

Puc. 2.32. CBuTtoK
Intensity/Color/
Attenuation
dboTomeTprnyecknx
MNCTOYHMKOB CBETa

r Color
i IDGS Tluminant (Refere +

D50 Iuminant (Reference White
@ (D65 Iluminant (Reference White]
Fluorescent (Cool White)
Filte Fluorescent (Daylight)
| Fluorescent {Lite White)
—Int Fluorescent (Warm White)
Fluorescent (White)
Halogen
E Halogen {Cool)
| Halegen {warm)
~Din HIDL i

HID Low Pressure Sodium

HID Mercury
[~ v Phosphor Mercury

HID Quartz Metal Halide
[ HID Quartz Metal Halide (Cool)
HID Quartz Metal Halide {Warm)
HID Xenon

HID Ceramic Metal Halide (Warm)
RS HT0 High Pressure Sodium

[ Intensity/Color/Attenuation |
~Color —————————,

- IHID Ceramic Metal Ha +
 Kelvin: |3-3E|D.'II D

Filter Color:l;’

Bl eeznl]

r— Dimrming
Resulting Intensity:
100,0 Im

| 7=

4 Incandescent lamp color
shift when dimming

N @ Incandescent filament lamp

N A e

Puc. 2.33. Beibop wabnoHa uBeToBOM TemnepaTypbl
1 ee otobpaxeHue no wkane KensBuHa

TeJIbHbIX BO3MOXHOCTEN «CTaHAapTHOro HabogaTens», To eCTb M1-
NOTETUYECKOro 3pUTESIS, BO3MOXHOCTM KOTOPOro Oblnv TWATeIbHO
n3yyeHbl N 3aPpUKCUPOBaAHbI B XOO€ AJIUTENbHbLIX UCCNeaoBaHNM Ye-
JIOBEYECKOro 3peHus, npoeeaeHHbIx komuteTom CIE.

@

Ha 3ameTKy: HaumHas ¢ Bepcum 3ds Max 2012, okHa NpoekLumin noa-
nepxmsalot pexum Realistic (PeanuCTnyHbIN), B KOTOPOM MOXHO

YBUAETb BMSIHNE LLBETOBOI TEMMepaTypbl, He npuberas K TeCTOBO
BM3yannsaumy Hallero npoexTa.

Kelvin (Temmeparypa 1Beta B KesbBUHAX) — yCTaHABJIMBAET I[BETO-
BYIO TeMIIEpaTypy Tio Tikase KerbBuHa, KOTOpas 0ToOpaKaeTCsT B TpaIy-

cax KenbBuna.

e 800 °K — Havyayso BUAMMOTO TEMHO-KPACHOTO CBEYEHUS PacKaJIeH-

HBIX TEJ,

1500-2000 °K — cBeT miaMenu cBeuu;
2000 K° — narpueBas jiamMiia BBICOKOTO JIaBJIEHNUS;
2200 °K — mamma nakanusanug 40 B,
2680 °K — mamma nakanusanug 60 B,
2800 °K — namma nakanusanus 100 Br (BakyymHas samma);



UcTtouHuku ceeTa B mental ray

Puc. 2.34. TemnepaTtypa ceta no ctaHgaptam CIE;
pasnuyHble BapuaHTbl OCBELLEHUS CLeHbl Mo WwabioHamM TeMnepaTypbl (CBepxy);
pPacnonoXeHne NMCTOYHNKOB CBETA B CLEHE (CHU3Y)

2800—-2854 °K — razonarno iHeHHbIE JIAMITbI HAKJIMBAHUS C BOJIb(-
PaMOBOI1 CITUPAJIBIO;

3000 °K — mamna Hakanusanus 200 BT, rayorennast tamiia;
3200-3250 °K — TunmuHbie KHHOCHEMOYHBIE JIAMIIBL;

3400 °K — CouHIle y TOPU30OHTS;

3800 °K — slaMI1B1, UCTIOTB3YIOMIMECS /IJIS TIOJICBETKU MSICHBIX TTPO-
JIYKTOB B MarazuHe (MMEIOT TIOBBIIIEHHOE COJIEpXKaHue KPacHOTO
1IBeTa B CIIEKTPE);

4000 °K — yamria gHeBHOTO cBeTa (TeIlIbli OeJiblii cBeT);
4500-5000 °K — xceHOHOBasI yTOBasi JIaMIIa, SJIEKTPUYECKAs [yTa;
5000 °K — yrpennee Couniie;

5500 °K — mpsiMoii COJIHEYHBIiT JHEBHOU CBET B MOJIJIEHb, 00JIaKa;
5500-5600 °K — doToBcmbIKa;

5600-7000 °K — jraMI1a JHEBHOTO CBETa;

6200 °K — 6siusKHii K IHEBHOMY CBET;
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e 6500 °K — craHjgapTHBII UCTOYHUK JHEBHOrO GEJIOr0 cBeTa, 6J113-
KHH K MTOJyIEHHOMY COJTHEYHOMY CBETY;
6500-7500 °K — 06s1a4HOCTB;

7500 °K — gHeBHO cBeT, ¢ 60JIbINON J0JIei PACCETHHOTO OT YUCTO-
ro ToJy6oro Heba;

e 9000-12 000 °K — cunee Ge3obmauHoe HEOO HA CEBEPHOI CTOPOHE
nepest BocxojioM CoJtHIIA.

Filter Color (Ceroduibrp) — CHUMYJISAIUS MCHOJIb30BAHUS CBETO-
(uBTpPa, TOMEIEHHOTo TIepel ICTOYHUKOM cBeTa. Hampumep, KpacHbIi
(GusTp nepes 6eIbIM KCTOYHUKOM CBeTa co3ziaeT a(hdHEKT KPacHOTro CBe-
Ta. YcTaHOBMTS 1iBeT cBeToduabrpa MoxkHo B Color Selector.

[- Intensity/Color/ ion_|;
Calor

[ ID-SS Tlluminant (Refers

@ Kelvin: [5500,0 | 2|[ |
Fitter Color:___|
Intensity

& Im Ced 0 Ixat

[4712,389) 2| [100,0cm | 2}

|- Intensity,/Color/Attenuation |
Color

' ID-SS Tlluminant (Refers

@ Kelvin: [5500,0 | 2|[ |
Fiter Colors |
—Intensity

& Im ¢ el lhcat

[712,389) 2| [100,0cm | 2}

Puc. 2.35. BnusiHne cBeToduibTpa Ha OCBELLLEHME CLIEHbI

Ciiemyet OTMETHUTb, YTO IIBETOBAS TEMIIEPATYPA CYMMUPYETCS CO CBe-
ToduasTpoM (puc. 2.36), 17151 «4UCTOTO» 1IBETA CBETOPUIBTPA TEMIIEpaTy-
py cBeta Hy:kHO ycTaHaauBath 6500 °K.

[ Intensity/Color/ ion_|
e ]

& kel [55555 2| ]
Fitter Color:___|
Intensity

& Im Ciml O lxak

(712,559 =] [ 100,00m | =]

|- Intensity,Color/Attenuation |
Color

& ke [555 " 2|_]
Fiter Color| |
Intensity

® m Caod  Ixat

(712,559 =| [ 10,00m | =]

Puc. 2.36. BnusHue ceeTodpunbTpa COBMECTHO C LIBETOBOV TEMMNEPATYpPOi

Ha ocBelleHne CLeHbl



INTENSITY (I'PYTITA THTEHCMBHOCTD)
B a70i1 Tpymne nepekaoyareseil MOKHO BBIOPATH €IMHUIIBI U3MEPE-
HUSI CUJTBI CBeTa (hOTOMETPUIECKIX MCTOUHUKOB:

e Im (lumen — JOMeHBI) — yCTaHABAMBAET IOTOK CBETA B JIOME-
Hax. Hanpumep, 1750 lm paBen jnamne HakaJIuBaHUs MOIHOCTHIO
B 100 Br;

¢ cd (candela — kaH€ebI) — yCTAHABIMBAET CUJIY CBETA B KAHJIETIAX;
TO €CTh CBETOBOW IOTOK, NMPUXOMASIINICSI HA €IUHUILY TeJeCHO-
ro yrja IPOCTPAHCTBEHHOM 06JACTH W3JIyYeHHs] U U3MepsIeMBbIil
B Kangenax. Hanpumep, 139 c¢d paBen jlamile HaKaJuBaHUS MOII-
Hoctbio B 100 Br;

e Ix at (lux — JOKCcBI HAa) — IIpH yCTaHOBKe Nepekiouareis Inten-
sity B mosioskeHue Ix at 1 B pasMelieHHOM I10J] HUM CJIeBa CYETUMKE
3a/1a€TCSI OCBEIEHHOCTD B JIIOKCAX Ha PACCTOSTHUU OT MUCTOYHUKA,
YKa3bIBaEMOM B cueTunKe crpaBa. OIuH JIOKC COOTBETCTBYET CBe-
TOBOMY TIOTOKY B OJIMH JIIOMEH, TIPUXOJISIIIIEMYCST HA OJINH KBaJpart-
HBII METP OCBEIAeMOii TIOBEPXHOCTH.

Ha 3ameTKy: MHOrMe nNpou3BOAUTENM OCBETUTENIbHBLIX NPUOOPOB
yKa3blBalOT MOLLHOCTb JlaMI B JIOMEHaXx.

Intensity
£ Im Ced @ Ixat

[T750,0 3| [105,0em 3]

Puc. 2.37. Nepeknioyatens Intensity
B NonoxeHum Ix at

DiMMING (I'PYyTITTIA SATEMHEHUE )

Resulting Intensity (KoHeuHast HHTEHCHBHOCTB) — OTOOpakaeT (hak-
TUYECKYI0 UHTEHCUBHOCTH UCTOUYHUKA CBETA C YIETOM IIPOIEHTA 3aTeEMHe-
HUSI, B €IUHUIIAX CHUJIbI CBETA, yKazaHHOM B rpymie Intensity (Murencus-
HOCTb).

Dimming percentage (ITpotieHT 3aTeMHEHNUS ) — KOT/Ia YeKOOKC BKJIIO-
YeH, 3HAYEHIe CTAHOBUTCS «MHOKUTENEM», KOTOPBIN 3aTeMHSIET MHTEH-
cuBHOCTH cBeTa. 3nauenus ke 100% nemnaiot cBet cepbiM (puc. 2.38).

Incandescent lamp color shift when dimming (Cwmemenue 1sera
JIAMITBI HaKaJIMBaHUS MPH 3aTEMHEHUI) — KOT/Ia YeKOOKC BKIIIOUEH, HC-
TOYHWK CBETA CUMYJIMPYET MOHIKEHIEe MHTEHCUBHOCTU CBETA C TIOHIKE-
HUEM TEMIIEPATYPBI CBETA: YeM HIDKe MHOXKUTENb mapamerpa Dimming
percentage (IIporeHT 3areMHEHUs), TeM HIDKE TeMIIEPAaTypa CBETa IO
KensBuny, puc. 2.39.
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[ Intensity/Color/Att | * Resulting Intensity:

Resuiting Intensity:
- Color e, | 3500,0 Im
E IHID Ceramic Metal Ha ~ W [20,0 2% - v [00,0 2| %
# Kelvin: [5000,0 2] |:|
Fiter Colory| |
& |m “od  f Ixat
[1750,0 ||=][100,0cm | 2] v
e 875,0im
~ 500 3%

Resulting Intensity:

1750,0 Im
v [100,0 3|%
u Incandescent lamp color

shift when dimming

Puc. 2.38. BnuaHune napametpa Dimming percentage Ha UHTEHCUMBHOCTb CBETa

Puc. 2.39. BnusaHne Temnepartypbl CBeTa
Ha YyMeHblLUEeHNe MHTEHCMBHOCTN NMCTOYHMKA CBeTa:
Resulting Intensity: 100% (cneBa); 50% (B ueHTpe); 20% (cnpasa)

Far Attenuation (OcsabieHne Ha PaCCTOSIHUMN ) — MBI MOKEM yCTaHO-
BUTD JIMATa30H OCaabaeHust (HOTOMETPUYECKOMY MCTOYHUKY CBETA; ITO,
KOHEYHO, TTPOTUBOPEYUT (HU3MUECKON KOPPEKTHOCTH, HO 3aTO TIOMOXKET
HaM COKPATUTH BPEMsT PEHEPUHTA CIOKHBIX CI[EH € GOJIBITUM KOJHMYECT-
BOM MICTOYHWUKOB cBeTa. Hampumep, ecii HaM HYXKHO PasMecTUTh GOJIb-
110€e KOJTMYECTBO UCTOYHUKOB CBeTa B 0(MCHOM omeHcneiice. BepositHee
BCETO, CBETHJILHUK B OIHON YacTU TIOMENEHNsI He OY/IeT CUIBHO BJIUATH
Ha OCBellleHue B TPOTUBOITIOJIOKeHHO. Ho pacueThl Bo BpeMs1 peHiepuHTa
GyayT 6path BO BHUMaHHUE TOMEIEHUE TeTUKOM. J[JIs1 9THX TIeIell MOKHO
BOCTIOJIb30BAThCS (DYHKIMEH OCaabIeHS Ha PACCTOSHUM.

Kaxk BuIHO Ha 4YePHOBBIX N300pakeHUAX puc. 2.41, ocBeleHre CLEHbI
MPAKTUYECKU OJMHAKOBO. PeHIeprHT MpaBoTo M300pakeHust (¢ BBIKJIIO-
YeHHBIM 3aTyXaHueM) 3aHs1 6 Mun 16 cex. Pergepur jgeBoro nzobpaske-
HUsT (C BKJTIOYEHHBIM 3aTyXaHUEM) 3aHsT 5 MUH 51 CeK, 4TO COKpATUIIo



UcTouHuku ceeta B mental ray

Puc. 2.41. NMpumMep 4epHOBOI BU3yanu3aumm C BbIKIIIOYEHHBIM MapaMeTpom
Far Attenuation (cnesa); ¢ Bkno4eHHbIM Far Attenuation (cnpasa)

BpeMs peHepuHTa IpuMepHo Ha 7%. Ciienyer nMeTh B BUJLY, 9TO COKpa-
IIeHIe BPEMEHU PEHIepa 3a cueT 3aTyXaHus 3((OEKTUBHO TIPU OOJIBIIOM
KOJIIYeCTBE NCTOYHNKOB CBETA.

HbIX UCTOYHMKOB CBeTa, Ana (GOTOMETPMUYECKMX NCTOYHMKOB CBETa
3Ta BenMuMHa Bcerga aBnaeTca obpaTHo-kBagpaTudHoin. O6nacTb
3aTyxaHng — NPOCTO CNoco0 OrpPaHMYnNTbL HEKOTOPbIE YACTU CLIEHBI OT
MCNYyCKaeMoro UCTOYHMKOM CBETA, YTOObl YMEHbLLWUTL KOMNYECTBO
BbIYMC/IEHMIA, HEOOXOAUMBIX AN PEHAEPUHra CLEHbI.

@ BaxHo: HEeCMOTpPSA Ha TO 4TO 3aTyxaHune pasnnvyaeTca ond CtaHgapT-

Use (IlpumennTs) — BKIOYaeT ociabjieHne cBeTa Ha paccrossuun. Ha
puc. 2.41 orobpaskeHbl OKHa MIPOEKIINI ¢ PACCTAHOBKOI HCTOYHUKOB CBE-
Ta 1 BKouerHoi onueit Use nmapamerpa Far Attenuation.

Show (Ot1o6pasuTh) — MOKas3bIBaeT [AMAIla30H 3aTyXaHUsl B OKHAX
MIPOEKIHIL: [7I TPO’KEKTOPHOTO MCTOYHMKA CBETAa — B BHU/IE KOHYCA, AJIs
OCTAJIbHBIX HCTOYHMKOB — B Buie cdepsl. [lo ymomuanmio B cBersoit
I[BETOBOII CXeMe IM0JIb30BaTeNbCKOro nHTepdeiica 3ds Max Hauamo 3a-
TyXaHUsT 0TOOPAKAETCS CBETIO-KOPUYHEBON c(hepoil, KOHEIT 3aTyXaHUsT —




rnasa 2

TEMHO-KOPUYHEBOM cepoii, cM. puc. 2.42. B TeMHOM 110/1b30BaTENHCKOM
nHTepdelice HAYalI0 3aTyXaHUsT OTOOPAsKAETCS CBETJIO-CHUHEN chepoi,
KOHEIT 3aTyXaHUs — TEMHO-CUHET.

Ha 3ameTKy: HECMOTPS Ha TO YTO HYEeKBGOKC BbIKJIIOYEH, AMAnNasoH 3a-
TyxaHus Bcerga otoGpaxaeTcst, Moka BblOesieH MCTOYHMK CBeTa.

" Kehvin: [3500,0 2| |
[

o L £ I at
[750,0 2] [200.0m | 2]

Puc. 2.42. Ucnonb3oBaHue napameTpa Far Attenuation
1 oToBpaxeHne ero BANSHMS B OKHE MpoeKLmmn

Start (Hauaso 3aTyxanusi) — 3aJiaeT JUCTAHIIUIO, I/l€ HAUNHAETCS 3a-
TyXaHUE CBETa.

End (KoHer saryxaHust) — 3aaeT JUCTAHIUIO,
r/le 3aKaHYMBAEeTCS 3aTyXaHUe CBeTa U ero WHTEH-
cuBHOCTH paBHa 0.

Shape/Area Shadows
(Popma/«MpocTpaHCTBEHHbIE»
TEeHWN)

Emit LicHT FROM (SHAPE)
(I'pyrinia DOPMA U3JTYUATES)
Brimazgasonuii cniucox (popMbI HCTOUHHKA CBe- Puc. 2.43.
Ta. B aToM crimcke MokHO BBIGpath THIT U Popmy i?gos'(hs;;?vfs/
HCTOYHMKA CBETA, HAIPMMEP TOYEYHbIH, TUHENHBIN,  doTomeTpuieckux

C(bepI/I‘{eCKI/Iﬁ U T. . 3IeCh JKe I0CTe BLI60pa o11pe- MCTO4YHNKOB CBETa




neseHHoH GOPMBI TTOSABIIAIOTCS TTapaMeTPhl U3MEHEHN pa3Mepa (HOPMBL:
IS ITHEHOTO NCTOYHNKA CBeTa — JJINHA, /17T ChepIIecKoro — PaiycC 1
T. 1. B rpynne Rendering MoxHO BBIOPATh KOJINYECTBO COMILIOB VIS [O-
CTPOEHU TeHEi 0T 0OBEKTOB B CIICHE.

6onble Heob6xoaMMOo YyKa3aTb KOJINYECTBO COMIMJIOB AJid NOCTpPOe-

@ Ha sameTtky: yem Gosiblie pasmep GopMbl UCTOUYHUKA CBETA, TEM
HUSA MSATKUX TEHEN.

RENDERING (I'PYTITIA OTOBPAKEHUS )

Light Shape Visible in Rendering (Oro6pasarb GopMy MCTOUHHKA
cBeTa TIPU PeHEPUHTE) — MIPU BKIOYEHUHN 4eKOGoKca (hopMa HCTOUHMKA
cBeTa 0TOOpasKaeTest PU PEHIEPUHTE B BU/IE CBEYCHUS, TIPU BBIKJIIOUYEH-
HOM ske — (hopMa UCTOUHKKA He 0TOOPAKAETCs, HO TeM He MeHee MCIyCKa-
€T CBET U OCBEIIAET CIIEHY.

Shadow Samples (TexeBbie cOMILIbI) — JaHHBI BHIIAAAIOIIUI CIIK-
COK COJIEPKUT HECKOJIBKO MHOKUTEJICH COMILIMPOBAHUS JIydei ocTpoe-
HUSI TEHU JJIs KICTOYHKKA cBeTa. deM Gosibliiee KOMUYECTBO COMILIOB, TeM
KayecTBeHHee H300pakeHue NP BU3yan3alliui, HO 3a cuer GoJiee 1po-
JIOJGKUTEJIBHOTO BPEMEHH PEH/ICPUHTA.

Ha 3ameTKy: B okHax npoekunii B pexume Realistic ¢ oto6paxe-
HUEM MArknx TeHem MOXHO npenBapunTesibHO OTCNneanTb Ka4eCTBO

Puc. 2.44. MHOXUTENb CAMMNANHIA MATKUX TEHEN:
2 (cneBa); 8 (B LeHTpe); 32 (cnpaBa)



TEHeN OT UCTOYHMKOB CBETA B cueHe. Ha puc. 2.45 Huxe nokasaH
npuMep OLHOro M TOro X€e UCTOYHMKA CBeTa C pas/iMyHbIMK napa-
MeTpaMu MHOXUTENS CIMIMIIMHIA MATKUX TEHEN.

A & el 2
[Photametignoo |
Modifier List -
E—

C N TR N =

[ + Intensity/Color /Attenuation i
- Shape/Area Shadows

r~ Emit light from (Shape) ——
IDisc

=
Radius:  [5,0cm =

~Rendering
[~ Light Shaps Visile in
Rendering

Shadow Samples: |8 =7

[|4+Ray Traced Shadow Params _ |
[+ __Atmospheres & Effects il

Puc. 2.45. MHOXUTENb CAMMNIMHIA MATKMX TEHEN B OKHE MPOEKLNN:
2 (cneBa); 8 (B LeHTpe); 32 (cnpasa)

[lanHblil TapamMeTp BO3JEHCTBYET TOJIBKO Ha <«IIPOCTPAHCTBEHHBIES
TEHU, TO €CTh TeHU OT UCTOYHUKOB CBETA, KOTOPbIE UMEIOT XOTb KaKOH-JI1-
60 06beM U3JTyYaloleil TTOBEPXHOCTH CBETA, MCKIIIOUEHNE COCTABJISIET UC-
TOYHWK CBeTa ¢ 6ECKOHEYHO YIaleHHON TOYKO# n3iydeHus cseta — Point.

dopmupoBaHue TeHen

MeTonpl TpaccUpOBKM JIyuell TIPUMEHSIIOTCS TaKKe IMPU TOCTPOEHUU
(popmupoBanun) teneit. Oun (opMUPYIOTCS Ha PA3HBIX YPOBHSIX CJIOXK-
HOCTH, TI03BOJISIST PEAMCTUYHO BOCCO3/IATh CIIAj TeHeH Ha PacCTOSHNM,
TO €CTh MOCTPOUTDH MATKYIO T€Hb. AJITOPUTMBI TPACCUPOBKU JIyUeil Tpe-
GYI0T MHOTO PEeCYPCOB /IJIsI BEIYUCJIEHHUS TEHEH, 4TO aeT N300paKeHNIO
GOJIBIIHET peasn3M, TIOCKOJIbKY MPUHUMAIOTCS BO BHUMaHUe (PU3UUECKIEe
ITapaMeTpPhbl, OKa3bIBaIOIIME BJINAHNE Ha CBET 1 TCHbD.

[ToMmMO TpaccUpPOBKY JIydel, CYIIECTBYET METO/ TIOCTPOEHUS TeHel
Kapmamu meneii, ato criocob XxpaHeHUs TeHell B (aiilyiax nu3obpakeHui,
Ha3bIBAEMBIX Qailiamu Kkapm meneil, ¢ eJblo NX HEOAHOKPATHOTO ITpHMe-
HeHMs. DTOT MOAX0/ (DOPMUPOBAHUS TEHEN IITUPOKO IIPUMEHSIETCS B aHU-
Mmaiuu. KagecTBo TeHeli 3aBUCUT OT pa3pelieHns KapThl TeHel. A y TeHel,



(hopMHUpPyeMBIX METOJIOM TPACCUPOBKHU JIydel, HET TaKOW 3aBUCUMOCTH.
[ToaToMy 17151 apXUTEKTYPHON BU3YaTN3aINH JIy4Ilie IPUMEHSITh METO/IbI
TPACCUPOBKHU JIyuel /IJIsT TOCTPOEHNUsI TEHEH B CIIEHE.

Tenu Tna Ray Traced Shadows

B mental ray cyriecTByOT TpU pasHBIX aJrOPUTMA, OTPEIEISIONINX 0~
psiziok pacueros tereit: Regular (Peryssipubiit), Sort (Coprupytoruii) u
Segment (CermeHTHPYTOTINIA).

PerynisipHbiit aaroputm st GOPMUPOBAHUS TEHEH 0beCTIeynBaeT ca-
MBI OBICTPBIN TIPOIIECC pacdeTa TeHEH TPACCHPOBKOI JIydeid, Tak Kak OH
B0OOIIE HE TPEOYET COPTUPOBKU MOBEPXHOCTEN 11 0OBEKTOB B OIIPE/IEJICH-
HOM TIOPSIZIKE /IO PACUETOB JIy4eil IOCTPOEHUS TEHEM, TOITOMY PEKOMEH-
NyeTCsl TPUMEHSTh UMEHHO €TO0 JIJIT TECTUPOBAHUS OCBETECHUSI.

Ceemenmupyrowuii arzopumm gopmuposanuss menei. Ilpuanmn nei-
CTBUS JAaHHOTO JITOPUTMa (POPMUPOBAHUS TeHEH OCHOBBIBAETCS HA BO3-
MOZKHOCTSIX JIBYX QJITOPUTMOB (PETYJISPHOTO ¥ COPTUPYIOLIEro). DTo HoJiee
CJIOKHBIN aJITOPUTM (DOPMHUPOBAHUST TEHEH, MONIePKIBAOIININ 9P DEKTHI
0OBEMHBIX TeHEH, KaK TeHU B MBLIBHOM WJIH 3a[BIMJICHHOM TIOMETICHU,

@usnueckue meiigepsl, Hanpumep Arch &
Design-maTepuassl, BOcCO3AIOT CI0KHBIE 3 dek- ;
ThHI TIOTJIONIEHUST U TIPOITyCKaHusI cBeTa. JIJis Taknux r_ayfzjeﬂ ‘f
MaTepHajoB Iulenecoo6pa3H0 UCTIONB3OBATD  CI™ ||y o tree pesth: [7— 2]
MEHTUPYIOIIUNA aJTOPUTM MOCTPOEHUS TE€HEH, To-

CKOJIBKY OH ITO3BOJISIET IMUTUPOBATH BJIUSHUE 10-
TJIOIEHUsI CBETA Ha TeHH BHYTPH 00beMa 00beKTa.

[- Ray Traced Shadow Params |

Puc. 2.46. CBuTtok

, Ray Traced
CBUTOK C IapaMeTpaMn HACTPOMKHU IIOCTPOE- Shadow Params
HUS TeHel METO/IOM TPACCUPOBKHU JIy‘{efl COAEPIKUT bOTOMETPUYHECKMX
CﬂeﬂnyH_H/Ie HapaMeprI: NCTOYHMNKOB CBEeTa

e Ray Bias (Cwmerenue yyya) — 3a71aeT MUHUMAJIBbHOE PACCTOSTHUE
0T 0OBEKTA JI0 TOUKH Ha CIIEHE, KOTOPYIO MOKET 3aTEHATD 3TOT 00'b-
exT. OOBIYHO ITOT TTAPaMETP HUKOT/[A He AeTAI0T PaBHBIM 0, 4TOOBI
TOYKH 00BEKTa He 0TOPACHIBAJIN TEHU CaMy Ha celst.

e 2 Sides Shadows (/IByXCTOPOHHME TEHK) — YCTAHOBKA 9TOIO Y€K-
6oKca akTUBUPYeT GOPMUPOBAHHUE TEHEW OT BCeX rpaHeil 00beKTa.
Ecau e a10T uek6OKC CHAT, TO TeHU (GOPMUPYIOTCS TOJBKO TEMU
TPaHSIMHU MTOBEPXHOCTEH, KOTOPbIE 06PAIeHbl HOPMAJIIMU B CTOPO-
HY UCTOYHUKA CBeTa, puc. 2.47.

e Max Quadtree Depth (Makcumasbias riyoruHa KBagpaTUYHOIO
nepesa). Quadtree npezacrasiisieT OO0 IPOEKIUIO CLIEHbI U3 TOY-
K1 0630pa ucrouHuka csera. KopHeBoii ysen quadtree comepxut



MhaBa 2

Puc. 2.47. NMapameTp 2 Sided Shadows BLik/to4€eH (CieBa); BKIKOYEH (Cnpasa)

CIIMCOK OOBEKTOB, KOTOPbIE BUAMMBI U3 HTOM TOUKHU. Eciau BUIu-
MBIX OOBEKTOB CJIUIIKOM MHOTO, Y3€JI TEHEPUPYET YEThIPE APYTHX
y3J1a, KaKIbI{ 113 KOTOPBIX TIPEACTABISAET cOO0 YeTBEPTh BUANMOI
o6s1acTi ¢ 00bEKTaAMU, HAXOAALITMMHUCS B 9TOM YETBEPTH. DTOT IIPO-
1IeCC aIATITUBHO TIPOIOJIKAETCS /10 TeX Top, TTOKA KaXABIN y3€eJ He
OyIeT coiepKaTh Majioe KOJIMIeCTBO OGBEKTOB MU HE JOCTUTHY-
Ta BeJIMYMHA TIyOUHBI ZiepeBa (KOTOPast MOKET OBITh YCTAHOBJIEHA
JUUTS KasKJIOTO MICTOUYHWKA CBETA).

Kaskprii Jiyd cBeTa T0JKEH OBITh TIPOTECTUPOBAH Ha TiepeceueHIe
¢ 00bEKTaM1 TOJTBKO B OJIHOM TPYIITIE Y3JI0B KBaJPaTUYHOTO Jepe-
Ba. ITO MOMOTaeT YCKOPHUTB Tpoliece pelirpericuara. OObIYHO yBe-
JIMUEHNE MaKCUMaJIbHOU TIyOUHBI epeBa MOKET YCKOPUTh peid-
TPENCHHT 1IeHON yBeJNUeHNs NCTI0Ib3yeMON TTaMsITH.

PEBbLEB, MOSTOMY TOYEYHbIN CBET, OT KOTOPOro OTGPACKLIBAIOTCH Te-

@ Ha 3ameTky: omni moxeT reHepmpoBaTtb A0 10 yeTBepuyHbIX ae-
HW, UCnosb3yeT 6osblLUE NaMATU U BDEMEHN peHaepa, Yem spotlight.

Bonee moapo6HO 0 pasnesieHny ClieHbl Ha YacTH MPU UCTTOIb30BAHUH
TPACCUPOBKU JIyuell OMMCaHO B MATOH T1aBe («Busyanusanus n tpaccu-
POBKa JIyueii» ).

Tenn Tuna mental ray Shadow Map

Map Size (Pa3mep kapThl) — 3a1a€T pa3Mep KapThl TeHu. J{jig yBesandenus
KauecTBa TeHeil cienyer BbIOuparh 6ospiuunii pasmep kaptol. Ho He ctout
3a0bIBaTh 00 UCMOJIH30BAHIY OIIEPATUBHON TAMSTH KOMITBIOTEPA.

Sample Range (MurepBas ycpeaHeHUs) — OIPenesieT pa3mep 06-
JIACTHU TI0 KPAIo TeHW, B IpeJiesiax KOTOpol GyayT popMUPOBATHCS TEHU
C MATKUMU Pa3MbITBIMU KPAsIMU.



UcTtouHuku ceeTa B mental ray

|— mental ray Shadow Map |I
Map Size: 512
Sample Range: |0,001cm
Samples: [ s
[~ UseBias [L0cm

Transparent Shadows
[~ Enable ¥ Color

Merge Dist. ID,Dcm ﬂ
Samp. [Pixel: |4 ﬂ

s arfer]or

Puc. 2.48. Ceutok mental ray Shadow Map
bOTOMETPUYECKNX MCTOYHMKOB CBETA

Puc. 2.49. NMapameTtp Map Size: 64 (cnesa); 512 (B ueHTpe); 1024 (cnpaga)

Samples (CaMmiuibl) — ycTaHaBJUBAET KOJIMIECTBO COMILIOB s (hop-
MUPOBAHI TEHN C MSATKUMH Pa3MBITBIMI KPasiMHU.

Puc. 2.50. NMapameTtp Samples: 2 (cnesa); 4 (B ueHTpe); 8 (cnpasa)




Use Bias (Vcronb30BaTh CMEIEHNE) — YCTAHOBKA 9TOT0 YeKOOKca
aKTUBUPYET CUETUNK, B KOTOPOM 33/Ia€TCS BEIMYNHA CMENeHNs] TEHU OT
0TGPACHIBAOIIETO €€ 0OBEKTA.

TRANSPARENT SHADOWS ([IPO3PAYHBIE TEHN)

Enable (Bx/t0unTh) — yCTAaHOBKA 3TOTO Y€KOOKCA BKJIOYAET B PACUET
MPO3PAavYHbIe TEHU U KAYCTHKY.

Color (IIer) — 1pu ycTaHOBKE YeKGOKCA HA IIBET TEHW BJIUSIET IIBET
reoMeTpPIYeCKOl MOBEPXHOCTH, Ha KOTOPYyIo oHA mazaeT. CHsATHE 3TOTO
4eKGOKCAa YMEHBIIAECT PACXO/] OTIEPATUBHON TTAMSITH BO BPEMS PEHIEPHHTA.

Merge Dist (Paccrosinve ciusinust) — B JaHHOM CYETYHMKE yCTaHAB-
JIMBAETCS. MUHUMAJIBHOE PACCTOSTHIE MEKIY OOBEKTaMU, MPU KOTOPOM
OHU CYUTAIOTCS WHAUBUAYATbHBIMU. ECu 00BEKTHI PACTIONOKEHBI O~
JKe, 4eM ykaszaHo B Merge Dist., To KapTa TeHell PaCCYNTHIBAETCS TSI HUX
KaK K OTHOMY TieloMy 00bekTy. I1o yMOMTYaHnio TaHHbBIH TTapaMeTp MMeeT
snauenue (. YBenuuenue napamerpa Merge Dist. T03BOJISIET COKOHOMUTD
OTIEPATUBHYIO [AMSITh, HO OTPUIIATENbHO BJIMSIET HA KAYECTBO TEHEN.

Samp./ Pixel (ComMiibl/IIMKCEIOB) — B JaHHOM CYETYNKE YCTaHABJIN-
BaeTCs 3HAUEHUE COMILJINHTA, KOTOPOE MCIIOTh3YETCS JIJISI TeHEePaIH K-
CEJIOB KapThl TEHEH. YBeJINUYeHre JaHHOTO ITapaMeTpa yJIydIiaeT KadecTBO
TeHell 3a CUeT yBeJNUEHVSI BDEMEeHU PeHIePUHTA.

Cuctema gHeBHOIo ocBelleHus

B 3ds Max BXOIST clienraibHble HCTOYHUKH — UMHUTATOPbI PEATHCTHY-
HOTO JHEBHOTO ocBelieHusA. OHM MOMOTAOT YCTAaHOBUTH THEBHOE OCBe-
IeHue CIIeHBl B HECKOIBbKO KINKOB MBITTBI0. Ho B TO jke BpeMst onn 06.1a-
MAIOT IOCTATOYHON THOKOCTHIO, TO3BOJISIST HACTPANBATH TAKHE TTAPAMETPHI,
KaK BBICOTA TOPU3OHTA, TIBET Heha, COCTOSTHUE aTMOC(hEPHI, 00IAUHOCTD 1
JIasKe TOUHOe TeorpaduuecKoe moJoxKeHrne. ITH UCTOYHUKY CBETA B CBSI3-
ke HaspiBaloTcst Daylight system (Cucrema 1HEBHOTO OCBeIEHMS).

ITpu cozmanmu Daylight system 3ds Max mpeayio;kuT akTHBHPOBATH
akcnosunuio. [losgBuTcs auamoroBoe 0KHO, B KOTOPOM MOKHO €€ aKTHBH-
poBarb HaxkartueM KHonku Yes (/la). JIn6o MOXKHO akTHBUPOBATH 9KCIIO-
3UIMIO BPYYHYIO 1T033Ke. [lToMrMo 3TOT0, OTKpOETCS 3a1poc Ha co3aHue
mr Physical Sky B kadecTBe OKPYy/KEHUSI.

B mental ray B cocTaB cucTeMbI JHEBHOTO OCBEIIEHUSI BXOIAT my Sun,
mr Sky u mr Physical Sky (pedb 0 KOTOPBIX TIOUJIET Iajiee B 9TOM pasjieie).
Taxske HEOOXOMUMO yUeCTh M KOHTPOJIb aKcTo3unuu mr Photometric Ex-
posure Control, onucaHHbIi paHee B 9TON raBe.



Cuctema oHEeBHOro OCBeLUueHus

Puc. 2.52. lnanoroBoe 0kHO akTUBaLMK 3KCNO3MLNKU

Puc. 2.53. Juanorosoe okHO ycTaHoBkM mr Physical Sky
B KQYeCTBE OKPYXEHUS
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Puc. 2.54. Npepctaenexve Daylight system B okHe npoekunn

Huzke Ha Tpex winmoctpaiiusax (puc. 2.55—2.57) 1pejcraBieHa oHa u
Ta JKe CIIeHa, OCBEIeHHAs] OT/eJIbHBIMU 3JIEMEHTAMU CHCTEMBbI JTHEBHOTO
OCBEIIEHUSI.

[TosoxeHue cucTeMbl THEBHOTO OCBEIIEHUsI MOKHO 33/IaTh C YYETOM
reorpauyecKoro MoJOKeHNs, BDEMEHU TOJa M CYTOK, a TAKKe MOXKHO
PacCIIONIOKUTH €€ BPYYHYIO.

Ynpasiienue reorpa@uuecKuM M0JIOKEHIEM 1 BPEMEHEM PACIIOJIOKe-
no #a Command Panel (Komananas manens) skiaagku Motion (Buske-
HUE).

Ha 3ameTky: ecnu cueHa, BU3yann3npoBaHHasi C CUCTEMOM OHEB-
HOrO OCBELLIEHWS], TEMHAs, NMPOBEPbLTE HACTPOMKM SKCMO3NLNN.

DAYLIGHT PARAMETERS (IIAPAMETPBI IHEBHOTO OCBEIIEHI )

B ceutke Daylight Parameters (ITapamerpbi IHEBHOTO CBETA) MOKHO
yKa3aTh UCTOYHUKH CBETA [IJIsT COTHIA 1 Heha, B HAIIEM CJIydae 3TO mi Sun
u mr Sky. Tak:ke MOKHO aKTHUBHUPOBATH U JIEAKTUBUPOBATH TOT WJIU MHOU
HUCTOYHUK.



Puc. 2.55. UIcTo4HUK mr Sun
MMUTUPYET TOJIbKO HarnpaBiieHHOE OCBELLEHNE COJTHLIEM

Puc. 2.56. NcTouHnk mr Sky
MMUTUPYET BCEHANpaBieHHOE PacCesHHOE OCBeLLeHne He6oCBOAOM



Puc. 2.57. LLlenpep okpyxeHuns mr Physical Sky
npenocTaBnsieT BU3yannaaLumio CONIHEYHOro aucka u Heba, NnoM1MMO 3TOro,
OH BO3[ENCTBYET HAa OTPAXEHWS 1 MPEIOMIIEHNs B MaTepuanax 06bekToB CLEHbI

| - Daylight Parameters |
Sunlight W Active

I mr 5un -
Skylight v Active
I mr Sky -

Position

£~ Manual

# Date, Time and Location
" Weather Data File

Setup...

Puc. 2.58. MapameTpbl AHEBHOIO OCBELLEHUS
Daylight System

PosITION (ITAPAMETPBI ITOJIOKEHNS)

Manual (Bpyunyio) — npu BKJIIOYEHUN PEKUMa YCTAaHOBKH MOJIOKe-
HHSI COJTHIA BDYYHYIO MOKHO YCTaHABJIMBATH YTOJ HAKJIOHA U TTOJIOKEHE
JIHEBHOTO CBETA HE3aBUCHMO OT MECTA MOJIOKEHHs ¥ BPEMEHH CYTOK, HO
TEM He MeHee OcBellleHne Oy/IeT 3aBUCETh OT yIJia TaJeHus JTydeil: deMm



GJIIKE K TOPU30HTY HAXOAUTCS NICTOUHUK THEBHOTO CBETA, TEM O0JIee TeM-
HOE OCBeIeHNEe, UMUTHPYIOIIEE BeYepHee UM YTPEHHEE BPEMSI.

Date, Time and Location (/lara, BpemMs 1 Jjlokanus) — IPU BKJIIO-
YeHUU PEXUMa reorpadudecKoro MOJOKEHMsT MOKHO yKa3aTh BPeMsl U
MECTO PACIIOJIOKEHUST HCTOYHUKA THEBHOTO CBETA HAKATHEM HA KHOIIKY
Setup (Ycranorka).

HOCTUW HEMOCPEACTBEHHO B Mr Sun unn mr SKy HUKaK He BAVSIET Ha

@ Ha 3ameTky: nNpu yCTaHOBKE 3TOr0 pPexuma HacTponka NHTEHCUB-
OCBELLeHME.

Weather Data File (@Daiin 1aHHbBIX IIOT0/IbI) — IPU BKIIOUEHUN PEKU-
Ma JIAHHBIX OTO/BI MOSKHO BBHIOpPATh (hailsr TaHHBIX, COEPIKAIIUI TOTOJI-
Hble ycaoBust, u3 hopmata EPW.

Setup (YcTtaHOBKEN) — 9Ta KHOTIKA JIAET IOCTYTI K HACTPOMKAM CUCTEMBI
ITHEBHOTO OCBEIIEHUs, TEKYIIEr0 PesKuMa OJI0KEHHUSI.

Neorpadpuyeckoe nNosioXKeHue v BpemMs

Paccmorpum HanboJsiee BaKHbIE HACTPOUKM reorpaduuecKoro MmoJIoKe-
HUS ¥ BpEMEHU CyTOK CUCTEMBI IHEBHOTO OCBeleHus. {1 3Toro B CBUTKE
Control Parameters (YipaBJsiioniye mapaMeTpbl) YCTAHOBUTE HYKHOE
BaM BpeMs U JIaTy B COOTBETCTBYIONINX TOJISAX pucyHKa. B cuetunke Time
Zone (YacoBoil T0sIC) yKasKUTe HOMEP YaCOBOTO IT0sica. YCTaHOBKA (DraK-
ka Daylight Savings Time (JleTHee BpeMs1) T03BOJISIET YYECTD MEPEXO]L
Ha JieTHee BpeMsi co caBuroMm Ha 1 wac — puc. 2.59 (cieBa). 3arem BbI-

£ Manual
8 Date, Time and Location City: Map:
© Weather DataFile | Montpelier, VT = |Ww‘d + W NearestBig City
Azimuth Altitude Manipellier, France
143 53 Montreal, QB Canada
T Moore, OK
gt Moose Jaw, 5K Canada
Hous _Mins. Secs. Morgan City, LA
m = = Morgantown, WY e _
= el el ||| |Hergentoo Lo = ]
Moroni, Comoros Islands fion = = Ze %;4
Month = Day = Year Morris, MN j‘y»’"-a,\, gl D o j“"}},‘ s e
i | ]| rrvale Morro Bay, CA ! “«‘?z,-fﬁ?& ;;,-,\ e = ik
= Moscow, ID w2 54 FmhinnT
Time Zone: | e — s SR BN
I~ Dayiight Saving Time Moses Lake, WA Wy R_A Y
Moultrie, GA b : h =
Elict Mount Pleasant, MI
Get Location... Mount Vernan, NY
Mountain Brook, AL
Moscow, Russia Mountain Home, ID
— Mountain View, CA
tettudes 5575 2| | I | ullan Pass, 10
= Mumbai, India
Longitude:  [37.7 : !
UKL El Mundie, IN
North Direction: [0.0 2| Munich, Germany
Murfreesboro, TH
Model scale Murmansk, Russia
— WMurray, UT
Orbita scae: [550.05m <] Muscle Shosls. AL 5

Puc. 2.59. YcTaHoBKa BpemeHun (cnesa)
1 reorpadmn4eckoro MecTononoxeHns (cnpasa)



Gepute reorpapuueckoe MeCTONOJIOKeHue, /st 9TOro HaKMUTE KHOTIKY
Get Location (3azatp Mecrtornosiokenue). [losiBUTCS uajioroBoe 0KHO
Geographic Location (Teorpaduueckoe mosioxenue), puc. 2.59 (cripasa).

BeiGepuTe KapTy HyKHOTO KOHTHHEHTA B PACKPHIBAIOIIEMCS] CITUCKE
Map (Kapra). O6HOBUTC m300paskeHue KapThl II[eJKHUTE MBILIBIO
B HY/KHYIO BaM JIOKAIMIO, 4TOOBI 3ajlaTh HY/KHYIO TOUKY KapTbl [lpu
ycranoBke uekOokca Nearest Big City (Bikaiimmii 6oJbinoit Topos)
yKaszareJjib Oy/eT yCTAHABJIMBATHCS B TOUKY PACIIOJNOKEHUST OJIMKANIIIETO
K yKazaHHOMY MecTy ropojia u3 crircka City (Topon) B JieBoii yacTu nua-
JIOTOBOTO OKHa.

UcTOoUYyHUKM AHEBHOro oceeLweHus B mental ray

Hcrounnkamu cBeta u WHCTPYMEHTAMU [JII UMUTAllUN THEBHOTO OCBE-
meHust B mental ray sissstiorest: mr Sun, mr Sky, mr Sky Portal, wmeiinep mr
Physical Sky.

Jlst nocTskeHus HanboJsiee PEaTMCTUYHBIX PE3YIBTATOB JTYYIIIe BCETO
UCIIOJIb30BATh BCE BBIIIETIEPEYMCICHHBIE KOMIIOHEHTHI B cucteMe Day-
light, npuyem B cBsiske — HanpuMmep, napamerp Red/Blue Tint, KOTOpbIii
NPUCYTCTBYET B MCTOYHWKE CBETa COJHINA M Heba, a Takxke B mmehnepe
okpyxkenust mr Physical Sky. KaxIpIii KOMITOHEHT OTIMCAH JaJiee B TJIaBe.

Ha 3ameTKy: okHa npoekumn 3ds Max nogaepxmnsaloT MHTEPAKTUB-
HOe oToBpaxeHMe CBA3KN AHEBHOIO OCBELLEeHMS, mr Sun n mr Sky.

JI1s Havasma pacCMOTPUM OT/EJNBHO TTapaMeTpbl MCTOUYHMKA CBETa T
Sky.

mr Sky Parameters (lMapameTtpbl mr Sky)

Ucrounuk mr Sky — ato (oToMeTpuuecKuil Bee- B

mr Sky Parameters I

HAIPABJICHHBIN MCTOYHNK cBeTa (HeOOCBON), KO- | 15 o Multpler: [T5— 3|
TOPBIIA CIIYKUT I UMUTALMU PACCEAHHOTO CBETA || Groundcolr [
HeboCBOzA. r-Sky Model

IHaze Criven -

On (BxuioueHo) — BKJIIOYAET U BBIKIIOYAET HC-
TOYHUK CBETA.

Multiplier (MHOXHTENIb) — MHOKHUTEb SPKO- | [mr Sky: Haze Driven (mr Sky) |
CTU cBeTa. 3HaueHue 1o ymMoadanuio 71.0. Haze: oo [=l
Ground Color (IIBer 3eMJi) — I[BET «ITOBEPX-
HOCTH» 3€MJIN. Puc. 2.60.

MapameTpbl mr Sky
@ Ha 3ameTky: Ha puc. 2.61 nokasaHo BuS- CUCTEMbI AHEBHOTO
HME LBETa 3EM/IM HA OTPAXEHHbIN CBET Ha OCBeLLeHns



Cuctema oHEeBHOro ocBeLUueHns

Puc. 2.61. Npumepsbl BansHusa Ground Color Ha rnob6anbHoe ocBeLLeHne

CTeHax goma, NMOMKMO 3TOro, «NOBEPXHOCTb» 3€MJIN HE BOCMPUHU-
MaeT TEHU OT OOBLEKTOB CLIEHBbI.

Sky Model (Mozesb Heba) — B 9TOM BbIIAJAMOIIEM CITMCKE MOKHO BbI-
Oparb oHy U3 Tpex Moueei Heba: Haze Driven, Perez All Weather, CIE.

Mpri paccmotpuM oziny u3 atux Mojeseir Haze Driven (Ynpasisiemoe
JIBIMKOT1 ).

JlpIMKa — paBHOMeEpHAas CBETOBAsI ByaJb, BO3PACTAONIAs [0 Mepe yaa-
JIEHUST OT HABTI0IATe IS U 3aBOTAKUBAIONIAs YacTH TaHmadra. SInsercs
PEe3yJIBTaTOM PAcCesHISI CBeTa Ha B3BEIIEHHbBIE B BO3/yXe YACTHIIBI U MO-
JIEKYJTBI BO3/LyXa.

JIbIMKa yMEHbBIIIAeT KOHTPACT N300pasKeHNsI, a TAKKe BIUSET HA YET-
koctb TeHeil. Cm. Takke Aerial Perspective (BosayiiHas nepciekrusa),

OTIMCAaHHAs HUKE B 9TOM pasJelie.

Haze (/IpimMka) — uncJio TBep/bIX YacTHI] B BO3/LyXe. Bo3aMoskHbIe 3Ha-
yenust or 0.0 (abcomoTHO uncToil arMocdepsl) a0 15.0 (MakcUMaIbHO
«3amblIeHHON» ). 3HaueHue 1o ymodanuio 0.0.

Puc. 2.62. BnnaHue napametpa Haze Ha atmocdepy CLeHbI:
0.0 (cneea); 5.0 (B ueHTpe); 10.0 (cnpasa)
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MR SKY ADVANCED PARAMETERS
(PACITVPEHHBIE ITAPAMETPBI MR SKY)

[=mr Sky AdvancedF I
S s el b e
Height: oo |z
Blur: Jo. =

Nghtcoor: [N
~Non-Physical Tuning
Red/Blue Tint: IO;O ﬂ
Saturation:  [T0 2
I Aerial Perspective ——
Visibility Distance:
(10% haze) [1000000,( 2|

Puc. 2.63. lononHuTenbHblEe
napameTpbl mr Sky

Horizon (I'ornzont)
Height (Bbicora) — BbIcOTa IMHUY TOPU30HTA, OTPUTIATEIbHBIE 3HAUE-

HUSI OMTyCKAIOT JIMHUIO, TIOJIOKUTENbHbBIE — TTOJHUMATOT JIMHUIO TOPU3OH-
ta. 3navenue 1o ymosrdanuio 0.0.

Puc. 2.64. Boicota nuHum ropmsonTa: 0.0 (cnesa); —0.6 (cnpaea)

HOe npeacTaBneHne B UCTOYHMKe ceeta mr Sky. Nommmo aToro, oT-

‘ Ha 3ameTKy: BbICOTa ropM3oHTa BO3AENCTBYET NMLLUb Ha BU3yallb-
TEHOK rOPU30HTA TakXe 3aBUCUT OT UCTOYHMKA CBETA mr Sun.

Blur (PasmbiTrie) — pa3sMbITHE JUHUU FOPU30HTA. Bosbliiee 3HaYeHE
JleJIaeT JIMHKWIO TOPU30OHTA GoJiee PasMBITON U MeHee OueBUIHON. 3Haue-
Hue 110 ymosryanuio 0.1.



Cuctema oHEeBHOro ocBeLUueHns

Puc. 2.65. PaambiTne nuHum ropnaorTa: 0.2 (cnesa); 0.8 (cnpasa)

Night Color (IIser HouM) — MUHUMAJIbHOE «3HAayeHues» IBera Heba:
UMeeTcsl B BUIY, YTO HeOO HUKOrAa He OyleT TeMHee yCTaHOBJIEHHOTO
3/1€Ch 3HAYEHUS [[BETA.

NonNPHYSICAL TUNING (HE®U3UYECKUE HACTPOIKI)

C momorntpio mapaMeTpa 3TO IPYTITBI MOKHO MCKYCCTBEHHO TTOIKpa-
CHTH I[BET HeHA XOMOAHBIMU WJTH TETLUTBIM OTTEHKAMU [JIsT TIPUIAHS H30-
GpaxkeHnio 60Jee XyI0KECTBEHHOTO BU/A, B OTJINYHE OT (hOTOPEATHCTAY-
HOTO U300paKeHUS.

Red/Blue Tint (OTTeHKM KpacHBIN/CHHUN) — 3HAYEHUE 110 YMOJTYa-
auto — 0.0, uTo sABJsAETCS PUBMUECKU TPABUIBHBIM (MMEET TEMIIEPATyPY
nseta 6500 °K). Msmenss suavenne or —1.0 (HaChIIEHHBIN CUHUT IIBET)
10 1.0 (HachIeHHBIN KPACHBI ), MOKHO TIOJICTPOUTD IIBET JI0 TIPUTAHS
HY’KHOTO BaM OTTeHKa HeOy.

Puc. 2.66. BnnaHue napameTtpa Red/Blue Tint Ha 06wyio atMocdepy CLEHbI:
—-0.3 (cnesa); 0.1 (B ueHTpe); 0.4 (cnpaga)

Saturation (HaceimmeHHOCTD) — 3a/1a€T HACBIIIIEHHOCTD, 3HAYEHHE TI0
ymosganuio 1.0. 3navenus soinie 1.0 genaor nzobpaxkenue 6ojee HaChI-
HIIEHHBIM.
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AERIAL PERSPECTIVE (BO3IYIITHAS TEPCITIEKTUBA)

BosnynrHag mepcrekTiBa — 3TO TaKoe TIPUPOHOE SIBJIEHVE, KOT/A 110
Mepe yIaJIeHUs TIPEAMETOB OT TJIa3 HaGJIIo/IaTeslst TN KaMephl HCYe3ai0T
YETKOCTH U SICHOCTD 04epTanuit. O6beKThI Ha yIaIeHNH XapaKTePU3YIOTCS
YMeHBIIIeHIeEM HACHIIEHHOCTH IIBETOB (KOHTPACT CBETOTEHU CMSATYAETCS,
a IBET TepsieT CBOIO SAPKOCTH). TaknM 06pa3oM, MaTbHUA MIaH KaKeTCs
GoJiee CBETJIBIM, YEM TIEPEHIIT TITaH.

SIBJIeHMe BO3YIIHOI MEPCIEKTUBBI CBI3aHO C MIPUCYTCTBUEM B aTMO-
cdepe HEKOTOPOTO KOJIUYIECTBA IBLIU, BJIATH, IbIMA U APYTHX MeJIbJaii-
mux yactuil. Cm. taxxe Haze (/lpiMKa), oniicanHylo BBIIIE.

Yekbokc Aerial Perspective (BosayiiHas mepcrekTuBa) — 3TOT YeK-
GOKC BKJIIOYAET OTOOPAKEHIE BO3YITHON MEPCIIEKTHBBI.

Visibility Distance (Buanmoe paccTosiHie) — B 9TOM CYETUHKE YKa-
3BIBAETCSI PACCTOSIHYE BJIUSHIS BO3IYITHOH MEPCHEKTUBB U IUATIa30HA
BUAUMOCTH OOBEKTOB.

Puc. 2.67. Yek6okc Aerial Perspective aktBupoBaH,
napameTp Visibility Distance:
800cm (cnesa); 1600 (B ueHTpe); 3200 (cnpasa)

i |— mr Sun Basic Parameters |
mr Sun Basic Parameters S
(OcHoBHbIe napamMeTpbl Mr Sun) | ¥ moes
Ucrounuk mr Sun — ato (poroMeTpruueckuii Ha- ﬁ;";;:;i?,’;’zﬂ

MPaBJICHHBI MCTOYHUK CBETA, KOTOPBIN CIYKUT
JUIS UIMHATAIUKA TIPSIMOTO  COJTHEYHOTO cBeTa. OH
0OBIYHO MIPUMEHSIETCS C BBIIIEOMCAHHBIM UCTOY-
nukoMm mr Sky B cucreme Daylight, pedb 0 KOTOPOIt
noizeT nanee B paszene «JlHeBHOI cBeT B mental
ray». VICTOUHUK cBeTa mr Sun npefHasHaveH sl Pyc. 2.68. OCHOBHbIE
OCBeIeHUs CIleH ¢ (POTOMETPUIECKON TOYHOCTHIO. napameTpbl mr Sun

v Inherit from mr Sky——
Monphysical Tuning
RedjBlueTint: [0,0 | 2]
Saturation: |1,|:|— ﬂ




CucTtema oHEeBHOro ocBeLlleHns _

On (BxriioueH0) — BRIIOYAET U BBIKJIIOUAET UCTOYHUK CBETA.

Multiplier (MHO)UTEb) — MHOKUTENb IPKOCTH CBETA. SHAUYEHIE TI0
ymomrganauio 1.0.

Targeted (IleseHanpaBieHHBIN) — onpezesisieT, OYAeT JU UCTOUHUK
HUMETb 1[eJIb,

SHADpows (I'pyIiiA TEHI)

On (BxioyeHo) — BKJIIOYAeT M OTKJIOYaeT OoTOpachiBaHUE TEHEH OT
06BEKTOB, OCBENEHHBIX KCTOUHUKOM CBeTa mr Sun.

Softness (Cmsiruenue) — cMsArdeHUe KPaeB TeHU. SHAYEHUE [0 YMOJI-
ganuio 1.0 COOTBETCTBYeT PeabHOMY CMSITYEHUIO COJIHEYHBIX TEHEN.
3HaueHUe HUKE JIeJIaeT TeHb OoJiee YeTKOW, 3HAUEHE BBIIIE IEIAeT TEHb
6oJiee MATKON U PasMbITOIA.

Puc. 2.69. NapameTp Softness: 0,1 (cnesa); 1,0 (B ueHTpe); 3,0 (cnpasa)

Softness Samples (CoMIIUHT CMSITUYEHHS) — B 9TOM CUETYUKE yCTa-
HABJIMBAETCST KOJMYECTBO CHMILIOB [IJIsI PacyeTa TeHW. IIpu 3HaueHWH,
paBHOM 0, TEeHEPUPYIOTCS KECTKUE TEHH, O€3 KAaKOTO-THO0 CMSITUEHNUST Ha
paccrosaiy. B GOJBITUHCTBE CyYaeB MOCTATOYHO 3HAYEHHS 1O YMOJ-
vyauuio, pasHoro 8. Ha puc. 2.70 0cO6eHHO 3aMETHO BJIMSIHIE COMILIMHTA
TeHell Ha ydyacTKe MATKO TeHu, ajalolieil ot roma.

Inherit from mr Sky (Hacienosars ot mr Sky) — rpyrina mapameTpos
Non-physical Tuning (Hedusnueckie HACTPOUKH) CTAHOBUTCS IOCTYTI-
HOH mociie oTkmioverust dekbokca Inherit From mr Sky (Hacremosars
u3 mr Sky). 3HaUEHUs 9TUX TTAPAMETPOB MICHTUUYHBI 3HAYeHUSIM mr Sky
B rpynre Nonphysical Tuning (Hedusnuecku KOppeKTHBIE HACTPOMKIH).
Jlns paboter B cBsizke cucrembl Daylight siydrne Bcero ocraButh 4ex6okce
Inherit From mr Sky BKITIOU€HHbBIM,



Mnasa 2

Puc. 2.70. BnuaHue camnnuHra Ha kayecTtBo TeHel. MNapameTtp Softness 2.0.
MapameTp Softness Samples: 0 (cneea); 4 (B ueHTpe); 12 (cnpasa)

MR SUN PHOTONS (DOTOHBI MR SUN)

IT1a GYHKIUS UMeeT 3HaYeHne TTPU UCITOTh30BAaHNH (DOTOHHBIX KapT.
Hanpumep, eciu y Hac HebockpeO M Mbl paboTaeM Hajl AU3AiiHOM Of1-
HOM KBapTUPBI, TO HET HEOOXOAUMOCTH PACCUUTHIBATH (DOTOHBI JIJIsT BCEi
citedbl. MOJKHO OrpaHWunTh TeHeparuio (POTOHOB PajiiycoM pa3MepoM
€ OKHO (WJTH TPYIIITY OKOH ) HAIIETO MTPOEKTA, TEM CAMBIM COKPATUB BPEM:
peHAepUHTa.

[= mr Sun Photons. I
"F Use Photon Target

Radus:  [300,00m 3]

Puc. 2.71. NapameTpbl HACTPOIKK
®OTOHOB Mr Sun

Use Photon Target (McnosnbsoBarh Hampasjenne (OTOHOB) — IIPH
BKJIIOYEHHOM 4eKGOKCe HACTPOUKHU pajinyca 0TOOPaXKaloTcs B OKHAX MTPO-
eKIINN.

Radius (Paguyc) — sazaer pamiyc renepanun GOTOHOB st mr Sun.

LUenpep okpyxaiowen cpeabl mr Physical Sky

Meiinep oxpyskenust mr Physical Sky nipeiHasHaueH 17151 MCHIOJTb30BAHUS
CBSI3KM UCTOYHUKOB cBeTa mr Sun v mr Sky pennepepa mental ray. Bosb-
IIMHCTBO TIAPaMETPOB B 1eiiepe mr Physical Sky nybnupyiores ¢ mr Sun



nmr Sky Ho rinaBHOe oT/imymie ux B TOM, 4YTO MOKHO, IOMHUMO ‘H/IC]IOBOI‘O/
I[BETOBOT'O 3HAYECHUA, UCITOJIB30BATb TEKCTYPHBIC KapPThI.

@

[- mr Physical Sky Parameters |

—5un Disk Appearance

Disk Intensity: |10 2| Scale: |

Glow Intensity: | 1,0 ﬂ (1.0 = "real” size)

[ Use Custom Background Map: None

—[v Inherit from mr Sky
Multiplier: fi0 =

Haze: IEI.III ﬂ 7 Mone

r—Horizon and Ground
Horizon Height: ||:|_|:| Q Blur: ||:|_ i ﬂ
Ground Color: - F Mone
After Dark
Might Calor: - 4 Mone
r—Mon-Physical Tuning
Red)|Blue Tint: IEI.III J ~ %
Saturation: | 1,0 J ¥ Ilone

r Aerial Perspective (when used as lens / volume shader only) —

Visibility Distance (10% haze):  [0,0cm zl

ik

i

Puc. 2.72. NapameTpbl CONHEYHOrO AMcka mr Sun

SuN Disk APPEARANCE
(OTOBPAXXEHUE COJTHEYHOTO JIUCKA)
Hcnonp3yiiTe 3T TapaMeTphbl 7151 HACTPONKHN BU3YaTbHOTO MTPEICTaB-
JIeHVA COJIHIla Ha He6e.
Disk Intensity (IHTEHCHBHOCTB COJIHI[A) — ITOT HapaMeTp OTBeYaeT
3da UHTEHCUBHOCTD U APKOCTb COJIHIIA.
Glow Intensity (MHTeHCUBHOCTb CBEYEHHsI) — DTOT IIApaMeTp 3aaeT
WHTEHCHUBHOCTDb CBE€YCHNA OpeoJia BOKPYT COJIHIIA.
Scale (MaciuTab) — pasMep COJTHEYHOIO AUCKA.

Ha 3ameTky: HacTpolika napaMmeTpoB CTaHOBUTCH LOCTYMNHON B pe-
hakTtope matepuanos. [ns pegaktMpoBaHus HE06X0AMMO nepeTta-
wuTb wengep mr Physical Sky ns guanorosoro okHa Environment
B pefakTop matepuanos B pexume Instance v npogonxuts paboty
Kak C 0OblYHbIM 3JIEMEHTOM pefakTopa MaTepuanoB (TEKCTYPHOM
KapTon, MatepuasioMm Uan LLENOEPOM).
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Puc. 2.73. NHTeHCcuBHOCTL cBeYeHms amcka conHua: 3.0 (cnesa); 0.1 (cnpasa)

Puc. 2.74. MacwTtab conHe4yHoro aucka: 1 (cnesa); 4 (B ueHTpe); 8 (cnpasa)

Use Custom Background Map (cm0/1p30BaTh BHIGOPOUHYIO KapTy
nis oHa) — IPU BKIIOUEHHOI KHOIIKe, HO 6e3 TeKCTyphl (DOH CTaHO-
BUTCSI TPO3PAYHBIM (OTOOPAKAETCS YEPHBIM I[BETOM ). ITO YAOOHO IJIst
KommosuHra, Hanpumep B Adobe Photoshop. Eciu ycranosuts TekcTy-
py B KauecTBe (hoHa, To OHa oToOpaskaercs pu pergepunre. Ho B mo6om
ciyuae mr Physical Sky Bce paBHO OyjeT BUAEH B OTPAKEHMIX M IIpe-
JIOMJICHUSX.

Ha sameTKy: ¢ OH HE3aBUCKMMO OT TOr0, MMEET OH TEKCTYPY USN Xe
NoOJIHOCTbLIO Npo3payeH, oTobpaxaeTca B anbda-kaHasne.

Inherit from mr Sky (Hacnenosars ot mr Sky) — rpyIiist mapameTpos
Horizon and Ground (Beicota u nosepxHocTh <«3emiin»), After Dark
(Cymepxn) u Non-physical Tuning (Hedusnueckue HacTpOHKH) cTaHO-
BATCS JIOCTYMHBIMU TOC]e OTKIoueHnst yek6okca Inherit From mr Sky
(HacsiemoBath 3 mr Sky). 3HaueHUsI STUX TAPAMETPOB UIEHTHIHbI 3HA-
ueHusM mr Sky, Ho, B oTinane ot mr Sky, B mr Physical Sky moxHO 3a1aTh
KapTy, TOMIMO YUCJIOBOTO 3HAYEHUS.



mr Skylight Portal Parameters
(MapameTpbl mr Skylight Portal)

Ucrounuk mr Sky Portal («CBeToBOII IOPTa» ), WJIH, KaK €r0 MOKHO €II[E
HaszBatrb, «He60 B OKHE», CILYKUT JI/Ist IMATALINHU JIOKAJTBHOTO OCBEIIEHIIS
HUHTEPbEPHBIX CIIeH HEOOCBOIOM.

Harnpumep, y Hac ecTh MHOTO3TaKHOE CTPOEHUE, 1 MBI pabOTaeM TOJIb-
KO ¢ ofHO#1 kKomHaToil. OcBelaeM ciieHy ¢ nomoisio Daylight (mr Sun
+ mr Sky). Braronapst mr Sky Portal Her He0OOXOAUMOCTH YBEJIUYNBATDH
HapaMeTpbl KauecTBa peHIepuHra, B yactHoctu Final Gather w Global
Illumination (peyb 0 KOTOPBIX TOWIET jajiee B KHWUTE) M3-3a HEJAOCTaTKa
CIMILIOB B MHTEPhepe. Beab HaM HEOOXOAMMO OCBETUTH TOJIBKO KOMHATY
yepes OKHO. Bech okpyxkatonnuii cetr HebGocBoma skylight nokanusyercst
B uctounmke mr Sky Portal, Tem caMbIM 0CBeTast yke He BCIO CIIEHY T[eJTH-
KOM, a TOJIbKO MHTEPBEP.

BaxHo: ncnonb3osatb mr Sky Portal B cBa3ke ¢ Daylight (mr Sun +
mr Sky) HY>HO C BKJIlOYEHHbIM Fo6asibHbIM OCBELLLEHVEM U NPUME-
HeHneM GoTorpadn4ecKom 3KCNO3nLNN.

[=mr Skylight Portal Parameters |

[V OnMultiplier: IL,U— ﬂ
Filter Color: I:|

Shadows ————————————
¥ on [ From "Outdoors™

Shadow Samples: I 16 -

r— Dimensions

Length: I 180,0cm ﬂ
Width: [150,0em | 2

I~ Flip Light Flux Direction

Puc. 2.75. MapameTpsl
«CBETOBbIX MOPTANIOB»

On (BkiroyeHo) — BKJIIOYAET ¥ BHIKJIIOYAET ocBelieHne us mr Sky Por-
tal.

Ha puc. 2.76 nokasaHo BiusiHHe WCTOYHUKOB cBeta mr Sky Portal
Ha OCBeIlleHNe MHTEPhEePOB [THEBHBIM cBeTOM. Ha pucyHKke cieBa: mpe-
ycraHoBJieHHble Tapamerpbl Final Gather Medium; nctounuku cseta mr
Sky Portal oTkouyeHsl; BpeMs penzepa 2 mut 48 cek. Ha pucyHke ciesa:
npeycTanoBieHnbie napamerpot Final Gather Draft; ictounuku cBeta mr
Sky Portal Bxirouensr; BpeMs pergepa 3 mus 20 cex.



MhaBa 2

Puc. 2.76. mr Sky Portal Bbiknto4eH (cnesa); BKOYeH (cnpaa)

Kax Bugano 13 npumepa, npumenenue mr Sky Portal Biuser Ha kavect-
BO OCBEIIEHUsI CIIEHBI, HO 3a CYeT GOJIBIIEr0 BPEMEHU PEH/ICPHHTA.

Multiplier (MuoxuTenb) — yeuausaer cuiy csera. Hampumep, eciu
ycranoButhb 2.0, To cBet us mr Sky Portal 6yzer B 1Ba pasa sipue.

Filter Color (IIer puibrpa) — 3agaeT OTTEHOK CBETA, IOCTYIIAIOIIMIL
CHAPYXKH.

Dimensions (Pasmep) — pasmepbl uctounuka mr Sky Portal. Moxio
M3MEHUTH €ro IUPUHY U BbICOTY. HamnpaBiieHue cBETOBOrO MOTOKA yKa-
3BIBAET BEKTOP B IIeHTPe ucTounuka mr Sky Portal. OcselieHHOCTD TOMe-
IEHUsT HATIPAMYIO 3aBUCHT OT pazmepa ucroutuka mr Sky Portal. Jlydie
BCEro 3aj1aBath pasmepbl mr Sky Portal Takue e, Kak 1 OKOHHBIE TIPOEMBL.

Puc. 2.77. mr Sky Portal paamepom B N0sIOBMHY OKOHHOIO Npoema (cnesa);
mr Sky Portal paamepom ¢ OKOHHbIV NpoeM (cnpasa)

SHapows (TEHM)

On (BxiodyeHo) — BKIIIOYAET U BBIKJIIOYAET PACUET TEHEH.

From «Outdoors» (CHapysu) — 110 YMOJTYaHUIO TEHH OT OOBEKTOB,
ocBeleHHbIX mr Sky Portal, oT6packiBaOT TEHW, HO TOJBLKO BHYTPHU TIO-
metenusi. OObEKThI, HAXOAAIINECS CHAPYKH, He TEHEPUPYIOT 1 He 0TOpa-



CucTtema oHEeBHOro ocBeLlleHns m

chiBatoT TeHeit ot mr Sky Portal. Ho 9T0 MOKHO U3MEHHTD, aKTUBUPOBAB
oniuio From «Outdoors». IIpu aktuBaiuu 310ro 4ekboKca, MOMUMO
reHepalnyu TeHeH, Bo3pacTaeT U BpeMs peHjepuHra. Ecim B crieHe Her
00BEKTOB, KOTOPBIE HAXOAATCS CHAPYSKH M HE OJIAKHBI OTOGPachIBATh TEHN
B MHTEPBEP, JIyUIle BCETO ATy OIIHUIO OCTABJIATH OTKIIOYEHHO.

Shadow Samples (CoMIUTHHT TEHI) — yTPABJSET KAYeCTBOM TEHEIN.
IIpy HUBKOM COMILIMHTE TEHU KaKyTCS 3allyMJICHHBIMH, 9TO OCOOEHHO
BUJIHO Ha BbIJIeJIEHHON o6JtacT Ha puc. 2.78. B atom ciiydae ciieyer yBe-
JIMYUTDH COMILJINHT, OMHAKO 9TO MPUBEECT K YBEJIMYCHUIO BPEMEHU PEH/IC-
puUHTA.

Puc. 2.78. MNapameTp Shadow Samples: 2 (cnesa); 16 (cnpasa)

Flip Light Flux Direction (IToBepHyTb HallpaBJieHHE TIOTOKA CBETa) —
MHBEPTUPYET HANpPaBJICHUE CBETOBOTO IOTOKA. CBET MCXOANUT TOJBKO
B OJJHOM HaIlpaBJEHNH, BEKTOP B LIeHTpe ncrounuka mr Sky Portal ykaspr-
BaeT 3TO HAIIPaBJICHHE.

ADVANCED PARAMETERS [ Advanced Parameters |
(PACIHIMPEHHBIE HACTPOIKI) I Visile To Renderer
Visible to Renderer (Bumumbrii npn pusyayu- | Teseene: [ ]
Color Sour
3alUM) — TIPM BKJIIOYEHHOM YeKOOKCE UCTOUHUK | & |yen ovietie Seviht
csera mr Sky Portal Bupum nipu peHiepUHTE, Y4TO ¢ Use Scene Environment

[I03BOJISIET CKPBITh 00bEKThI, HAXOASIIUECs 1103a- C custom:  None |
IV UCTOYHUKa cBeta mr Sky Portal.

Transparency (IIpospauHocTb) — U3MeHeHME Puc. 2.79.
1BeTa MPO3PAYHOCTU HE BJIUIET HA CBET, UCXO/I- HononHuTtenshbie

napamMeTpbl «CBETOBbIX

it us mr Sky Portal, Ho BiMser Ha 3aTeMHEHHE nopTanoE

00BeKTOB, HaXOsAIMXCst 32 mr Sky Portal. Haripu-
Mep, 9TO MO3BOJISIET YMEHBIIUTh IIEPECBET OOBEKTOB, HAXOAANMXCS «CHA-
PysKu» IOMelleHus, ocselaeMoro mr Sky Portal.



CoLOR SOURCE (MICTOYHUK IIBETA)
3ajaet UCTOUHUKY cBeta mr Sky Portal, oTKyna cjeayer BBIBOAUTH
OCBEIIEHUE, IOCTYTHBI TPH BAPUAHTA KCTOUHUKA:

e Use existing Skylight (Vcmosb30BaTh CyIIecTBYOIIUN 1[BET He-
6a) — NCTIOJIB30BATH IPUCYTCTBYOIIUE MCTOYHUK CBETAa HEOOCBO/IA
(skylight). Dto 3HaUeHNE YCTAHOBJIEHO MO YMOJYAHWIO, 3/1ECh UC-
nosbsytores mr Sky light u kapra okpysxenust mr Physical Sky cos-
MecTHO. [Ipy MCIOTb30BaHUHM BCEX ITUX UCTOYHUKOB CBETA B CBASKE
C MapaMeTpami 0 YMOJYAHUIO K CIIeHEe TPUMEHSETCS OCBEIEHIEe
HEeGOCBOIOM, UMUTHPYIOIIUM PEATUCTUYHOE OCBEIIEHHE.,

e Use Scene Environment (Vcrosb3oBaTh OKpY;KEHHUE CIIEHbBI) —
MCIIOJIb30BaTh KapTy OKPY/KEHMSI M3 AManoroBoro okna Environ-
ment (Okpy:keHue).

e Custom (Bbsi60pouHO) — MCMOIB30BaTh BEIGOPOUHYIO KapTy B Ka-
vecTBe ocBenenus. [Tocre HaxkaTust kHonky None oTkpoercst Ma-
terial/Map Browser (O6o3peBaresib MAT€PUAJIOB ¥ KapT), B KOTO-
POM MOSKHO BBIOPATh KapTy.

NMoaanepXxueaemblie napamMeTpbl
MCTOYHUKOB CBeTa iray

B otsimune ot mental ray, peHzgepep iray mopep;KuBaeT He BCe mapaMer-
pbl (OTOMETPUYECKUX MCTOYHUKOB cBeTa B 3ds Max. Mcmonb3oBanue
HEKOTOPBIX [apaMeTPOB IIPOCTO OTHAAAET caMO COO0i U3-3a aJITOPUTMOB
TpocyeTa, IPKUH MpUMep 3TOMY — COMILIMHT TeHeBbIX Jyueit. Ho HexoTo-
phbIe TapaMeTpPhl, TAKHE KaK AbIMKA WJIM BO3IYIITHAS TIEPCTIEKTUBA, TIOKA He
MOJIIEP;KUBAIOTCS M3-32 TEXHOJOTMYECKUX W BPEMEHHBIX OrpaHUYeHNHH,
BO3MOJKHO, B Oyayuux pesmsax 3ds Max oHu OyAyT HOAIEPKUBATHCS
peHziepepoM iray.

Ha puc. 2.80 nokazanbl mapamMeTpbl (DOTOMETPUYECKUX UCTOYHUKOB
cseta, mr Sky Portal u cucteMa IHEBHOTO OCBelleHMsI mental ray.

Ha 3ameTky: BCe napameTpsbl Bknagkm mental ray Indirect lllumi-
nation nto60ro UCTOYHMKA CBETA UTHOPUPYIOTCS PEHAEPEPOM iray.



MNoppepxuBaemble NnapamMmeTpbl UICTOYHUKOB CBeTa m

mr Sky Portal

Photometric Light
mr Sun & mr Sky

£ Kebvin: [5500.0 13|
]

o s &

Puc. 2.80. NopnepxnBaemMbie napaMeTpbl POTOMETPUHECKMX MCTOYHMKOB CBETA
B 3ds Max peHaepepom iray

Tenepo y sac yace ecmo e moavko 6a306vie 3uanus mental ray u onoim
pendepuiiea 6 UHMeEPAKMUGHOM peicume iray. Bot maxace yoce snaeme me-
opuUI0 ceema u Modlceme HAcmpoumy oceewjenue sautezo npoexma. Mooice-
me CamoCmosAmensho YCmanosums HeoOX00UMbIE NAPAMEMPbL UCTIOUHUKOG
ceema u nacmpoumn xcnosuyuio. Jlaree 6yoym paccmomperivt Mamepuaiot
U Ux ceoticmad.



FnhaBa

LLenpepbl u maTepuan.l

Tepmun shader (3areHuTelib) 4acTO OAUHAKOBO UCIIOJIB3YETCS U [T Ma-
Tepuanos, u aag kapr. B 3ds Max 9TOT TepMUH MMeeT Cpa3y HECKOJIb-
KO 3HauYeHuil: meiinep mental ray (Kycouek Koja, OTBEYAMOIINN 32 4aCTh
AJITOPUTMOB TIPOCYETA), TIPOTIEypHAst KapTa, MPUMEHSIONASACS K MaTe-
puay, U caM MaTepuaJjl, UMEIONINI BeCh KOMILJIEKC HACTPOEK ¥ CIOTHI TSt
Kapr.

TepmuHn «meiifep» yale BCero MCIOTb3YETCs JJIS ONMUCAHUS TTPOTIe-
[[ypHOfI KapTbl 1 ABJIACTCA KOMIIOHEHTOM, HUCIIOJIb3YEMbBIM B MaTepuaJie,
TAKOM Kak, Harpumep, noise, 1y apdexros tuna Glare niam okpysxeHus
Physical Sky.

MaTtepuanbl oubnmortekmu Autodesk
(Autodesk Materials)

Bubinorexa marepuanos Autodesk mpencrasiser co6oii HaGOp THUIIOB
MaTepHaJIoB, aflallTUPOBAHHBIX 10/l KOHKPETHbIE IIOBEPXHOCTH, YaCTO UC-
110JIb3yeMble B apXUTEKTYPHOU M IPeAMETHON BuU3yaimsanuu (1epeso,
KaMeHb, CTEKJIO, JIACTUK U T. JI.), U HaOOpP TOTOBbIX HACTPOCHHBIX Mare-
puasos. Matepuasbl U3 3T0N GUOIMOTEKH UMEIOT OYeHb MPOCTBIE U O~
HSITHBIE HACTPOMKM ¥ CHENUATbHO ONTUMUSUPOBAHHBIN KO [UIs Gosiee



6eicTporo u addexTuBHOTO peHaepunra. Ho camoe rmaBHoe — 6ubanoTre-
Ka e/IMHa JIJIsT PasInYHBIX TPUJIoKeHn Autodesk 1 osBosisteT ocyiecTs-
JIATD Tlepeiady MapaMeTpPOB MATEPUAJIOB MEKIY STUMHU TIPUIOKEHUSIMU.
IMopnepsxxuBatoTest caexytonie npuaoxenuss Autodesk: AutoCAD, In-
ventor, Revit Architecture u 1. a. IIpu aTOM 0beciedynBaeTcss OAHO3HAY-
HO€E COOTBETCTBHE JAHHBIX ¥ BU3YAJIHLHOTO CTHUJISI MATEPUAIOB B PA3HBIX
porpaMmax.

Hamnpumep, mapamerpsi Matepuaia Autodesk Wood White Oak 8 Auto-
desk Revit 2013 GyayT MAEHTUYHBI TTApaMETPaM 3TOTO K€ MaTephajia
B 3ds Max Design 2013. B 6ubnmnoreke Autodesk macumrsiBaetcst 6osee
1200 maTepuaJosn.

[TepeuncienHble JOCTOMHCTBA SIBJSIOTCS TAK/KE M HENOCTATKOM — MBI
He MOKEM HacTpauBaTh MaTepuasibl 6osee TiOKO, TaK KaK KOJUUYECTBO Ma-
PaMeTPOB JJIsI TOTO UJIM WHOTO THIIA MATEPUATIOB OTPAHUYEHO.

Modes Material Edit Select View ns Tools Utilties

=
(275 sl e @ B 18 5o s [ 6

il x| [z
= [Searchby Name .
~Autodesk Materal ibrary | Materials »
Tecamme ] s ,
[EConerete ] Controllers »
e ] by | > Ceramic »
Sample Slots » Concrete »
[EFmsh ] o
abric ,
[ioaring H Unhide Al Children s %
Hide All Children
[ ] Flooring » Capet > |
[E== ] Glass » Stone » | Burgunay
e Liquid » Tile » | Il Diamond - Rosette
B m| Masonry »[ o Ving » |l Fisgstone.
Ml 5 Wood » | Il Flagstone - Light Pink
Cral.. Diem..  Sauar. Saust. Susr. Sausr.. Sauer. Terms.. Meticpar EGW""E'BWWHMEWE'B‘W
Granite - Brown-Black
Vi1 Mi »
L i I Granite - Gray Speckied
[EWosd Miscellneous  + e
Paint ,
[Fomss I Granite - Mauve-Black1
7] =t & Il Granite - Multi-colored
[ Roofing » i Merble - Beige Grid
[ Siding » [l Marble - Brown
\Mm‘—l Sitework » B Marble - Dark Gray-Blue Squares
‘ T s il I Marble - Dark Orange Squares.
g - . ! . . . -‘ e 0 It Dot e S
L Bres...| Bross.. | Brws... | Brass.. | Brore... | Brore s Il Marble - Deep Green
\ e o 8 Marble - Gray
. . n . n n n 1 wa nam » I erc G
0
BlOrz...| BIOME...| BIOM...| BIOME... | Check... Check...| Check... C... | [l Marble - Green Offset Squares
T 5 [ Marble - White
Marble - White-Green ==
3 Randeing inzhad L
[ Slete - Gray-Brown =

Puc. 3.1. MNpumep 6mubnmotekn Autodesk

Jlist co3manmst MaTepuasioB ¢ (DU3UYECKUMU CBOWCTBAMU PEATHHOTO
MHpPa, a TaKKe JOIMOJHHUTEIbHBIMM MapaMETPaMM, OOECIIeUunBAIOIIMME
GoJiece THOKOE yIIpaBIeHNE KAYECTBOM U MPOU3BOJAUTEILHOCTBIO, JIYUIIle
BCETO UCIMOJIb30BaTh MaTeprai Arch & Design, peub 0 KOTOPOM TIO¥IET
Tajiee B TJIaBe.
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Puc. 3.2. Npumep maTtepuranoB 6udnnotekn Autodesk

00630p Slate Material Editor

Haunnas ¢ Bepcun 3ds Max 2011, 6611 100aBJIeH HOBBII pelakTOp Mare-
puasios Slate Material Editor (SME).

Baaromgaps Slate Material Editor ciioskHBIE MaTepraIbl MOXKHO CO3/1a-
BaTh JIETKO 1 ObICTPO. VICTIOIb30BATh OHY M TY K€ TEKCTYPY B HECKOJIb-



LLieiipepbl 1 MaTepuansi

KHMX MarepuajiaX, KOMOMHUPOBATh UX ¥ MPU ITOM HE 3aIyTaThCs, TAE U
KaKWe CBSI3U HCIOJb3YIOTCS, OJATofapsi CXeMaTHUYHOMY OTOOPaKEeHHIO
KOMIIOHEHTOB MaTePHUAJIOB.

SME — 3T0 MONIHBIIT MHCTPYMEHT MAHUITYJTUPOBAHUS MaTepUaJaMu
y3JI0BBIM MeTozioM (node-based). OH maeT HarJIsiiHOE TpauIecKoe Ipe-
cTaBjIeHHEe MaTEPUAJIOB U KapT, UX B3aMMOCBSI3H, BXO/[HbIE U BBIXOIHbBIE
COeTMHEHMS TelIepoB (CBI3M).

V36l 0TOOPAKAIOTCST KPYsKKAMM, aKTHBHBIEC Y3JIbI MOACBEUYNBAIOTCS
3eJIEHBIM I[BETOM M UMEIOT JIMHUIO-CBSI3b KPACHOTO IIBETa, Ha puc. 3.3 10-
KazaHbl ArasoroBoe okHo SME 1 cxema MaTepUasioB ¢ Pa3InIHbIMK CBSI-
35IMA MaTEPUAJIOB U TEKCTYP.

B State Material Editor
Modes Material Edit Select View Options Tools Utilities

Furnitur =
—_—
alepaior

b7 =
ZEniE

|l m— = — g == =

Puc. 3.3. PepakTtop matepuanos Slate Material Editor

Jlns oTkpeITUSA penakTopa MaTepuanos Slate Material Editor mpoiiau-
te Rendering = Material Editor = Slate Material Editor. I11u na rias-
HOM MaHeJM MHCTPYMEHTOB, YAEeP:KUBasI JIEBYIO KHOTIKY MBIIIH Ha KHOIIKE
Matepuaa, Beibepure &,

B nesoii wactu okaa SME naxoxutcsa Material/Map Browser, koTo-
PBIii TIO3BOJISIET TIPOCMATPUBATH CYMIECTBYIOIINE TEKCTYPHI U MATEPHUAIIbI,
a TakyKe CO3/IaBaTh HOBbIE. 3/1ECh JK€ HAXOAATCS OUOIMOTEKU TOTOBBIX



MmarepuasioB. Eille MOKHO co3zmaBaTh cBou OGubGanortexkn. Material/Map
Browser MOkeT XpaHUTb B cebe MHOXKECTBO OMOMMOTEK MATEPUATOB W
tekctyp. Ilenrpanbias gactb SME — 510 pabouast 061acTh pemakTopa
CBsI3ell TEKCTYP 1 MaTepUaoB. PerakTop mapaMeTpoB 1 00JacTh HaBUTa-
1NN HaXOSITCS B TIpaBoii uactu pegakropa SME. CHn3y ciipaBa HaXozsIT-
sl KHOTIKM YITPaBJIeHUsT HaBUTAIMel 1Mo paboueii obmactu (puc. 3.4), oHu
CXOJKH ¢ KHOTIKAMY HABUTAITIMH OKOH Tipoektnii 3ds Max.

|V Environment. ........... Nane
¥ Additional Color . . .. ...\ s Nane
[ self il tian Color hiprrer —

100% ~ & GEEq O & 8

Puc. 3.4. KHonkun HaBuraummn pabo4yeit obnactu

SME 1mosHOCTBIO COBMECTHM CO BCEMU KapTaMu U MaTepuasaMu B 3ds
Max. Kiaccuyeckuii pelakTop MaTepHaioB, KOTOPBII Telleph Ha3bIBAET-
ca Compact Material Editor (CME), taxxe nocrymes. {Jst nmepekiiode-
HYST MEKLY TUTIAMU PEflaKTopa MaTepuasioB 3aiiinTe B MeHio Rendering
= Material Editor (Busyanusaius = Pegakrop MaTepuasios). Miau Ha
TJIABHOU TMaHeJU WHCTPYMEHTOB, YIEep:KUBas JIEBYIO KHOIKY MBI HA
KHOIIKe MaTepuaia, Bhibepute &8,

Jlst kombopTHOU paboThl ¢ MaTepraiamMu B pegakrope SME u HasHaue-
HUST MX OOBEKTaM CIIEHBI JIyUIIie HCTOIb30BATh MOHUTOPLI ¢ OOJIBIION na-
roHasbio, HarpuMmep 20 u Gostee a0liMoB. Eciin BaM Bce JKe He XBaTaeT pa-
Goueit 06JIacTH, BB MOJKETE BPEMEHHO 3aKPbITh OT/ebHbIE MaauTpbhl SME.
Hamnpumep, HaBuraiuio, Material /Map Browser uju peakTop mapamMeTpos.

TeKkcTypHbie 1 npoueaypHbie KapTbl

Il Gosbieit pousBoauTebHocTH 3ds Max XpaHUT TEKCTYPbI B ollepa-
TUBHOH MaMsITU MeXIy TpolieccaMu penjieputra. Ecii Mbl 06HOBJIsIEM
TEKCTYPY B IporpaMmax 06paboTKH M306pakeHuil, TO HaM HYKHO ee 00-
HOBWTD U B PEIAKTOPE MATEPUAJIOB, YAIIe BCETO ITO IPOUCXOIUT ABTOMA-
THYECKH, HO €CJIM BTOTO HE TIPOU3OIILIO, MOKHO OOHOBUTH TEKCTYPY BPYU-
Hyo. B pemakrope MarepuasioB, napaMeTrpax HeOOXOAMMOI TEKCTYPHOIL
KapThl, B cBUTKe Bitmap Parameters (Ilapamerpsr KapThl) Ha)KMUTE Ha
kuonky Reload (ITepesarpysuts), puc. 3.5.

MOXKHO MCIIOIB30BATH TEKCTYPHI B PA3JIUYHOM PA3PENIEHNUH, B CPe-
HEM KCIOJb3YIOTCS TeKeTypsl ¢ pasperienneM 1000 x 1000. Ho tak kax



Leipgepbl u MmaTepuarbl

N — Bitmap _1

Bitmap: | \images\m058 floor marble gray_comp.jpg |

= i
s e [
@ Pyramidal ® Crop ¢ Place
;L—dm wloo 2 wfto 2
vifoo 2 H[To 2
(me I~ Jitter Placement: [10 |2
RGB Intensity

Puc. 3.5. Nepesarpyska TEKCTYPHOIN KapTbl

06beM OTEepaTUBHOI MaMATH OTPAHUYEH, I TEKCTYP C BBICOKUM pas-
pemennem 4000 x 4000 u Gosiee MOXKHO UCTIONB30BaTh Bitmap Proxies n
mental ray Map Manager, 0 KOTOPBIX pedb MOH/IET B YeTBEPTOH TJIaBe.

MapameTtpuyeckue kapTbl Substance

Bararogapst HOBoit 6ubJIMOTEKE TIPOIEYPHBIX KapT Substance crajio Bo3-
MOKHBIM JIOCTHYb IIHPOKOrO CIIEKTPa BapUAIUN BHEIIHETO BHIA TEK-
CTYPHBIX KapT. J[MHAMUYECKIe KapThl, OTHOCSIIHECST K TUITY Resolution
Independent, 3aHMMAIOT HUYTOKHBII 0ObEM MeCTa Ha )KECTKOM JKCKE, 110
CPaBHEHUIO C AaHAJIOTUYHBIMU PACTPOBBIMU KapTaMu. Bcero HacuuThIBaeT-
cs1 mopsizika 80 pasIMYHbIX THITOB TPOIEYPHBIX TEKCTYP Substance.

Sligatr

S i (S9bs )

i i

[ ord i Gedrtrr | | oot |

Puc. 3.6. Npumep npumeHeHus1 npouenypHoi kapTel Substance
K matepuany Arch & Design




Jlns noctyma k tekctype Substance Boibepure 8 Material/Map Brow-
ser = Maps = Standard = Substance. 3atem BoiGepute daiii-abaon
TEKCTYPBI U3 TAIKHU ¢ TekeTypamu 3ds Max.

Arch & Design-maTtepuvan

Arch & Design — 510 MaTepuaJl, cieJlaHHbli ¢ HOAIEeP/KKOI O0IbIIMHCTBA
CBOWICTB MaTE€PHUAJIOB, UCIIOIb3YEMBIX B apXUTEKTYPHON U TpPeIMeTHON
BU3YaJIH3aIIHH.

Paccmorpum nanbosiee BaskHbie DyHKIIUNT:

ITa61oHbL: 1at0T OBICTPBII JOCTYIT K HACTPOUKAM KOMOUHAITUET 1115t
OCHOBHBIX MATE€PUAJIOB;

Dusuyeckast KOPPEKTHOCTh: MaTePHasl MOAUMHSIETCS 3aKOHY CO-
XpaHEHWsI DHEPTUH;

InsiHEeBble XapaKTEePUCTHKH: [TOBBINIEHHAST TPOU3BOAUTETHHOCT
MyTeM WHTEPIOJISAIUI TIISTHIIEBBIX OTPAsKEHUII;

Perymupyemsiit BRDF (bidirectional reflectance distribution func-
tion): BOBMOKHOCTH 33/1aTh 3aBUCUMOCTh HHTEHCUBHOCTH OTpaske-
HUSI OT YTJIa 3PEHIS;

CKpyIJIEHHbIE YIJIBL SMYJIIPYET (DUIBTPHI, TO3BOJISIIOIINE OCTPHIM
KpasiM 00beKTa PeauCcTUUHO 0OpabaThiBaTh CBET;

Yupasiienne BTOPUYHbIM OCBELIEHHEM: YCTAHABINBAET TOYHOCTh
Final Gather nim ypoBeHb BTOPHYHOTO OCBEIEHUsI Ha OCHOBE Ma-
Tepuaa;

Berpoennsiii Ambient Occlusion: i1 KOHTPacTHBIX TeHEH U
VIAYUTIeHUST MEJTKUX JleTajel.

ITpu pengepunre ¢ ucnoabzoBanreM Marepuaia Arch & Design pe-
KOMEH/Y€eTCsI UCTOJIb30BaTh (DoTorpahudeckyio srcnosuiuto mr Photo-
graphic Exposure Control ¢ ramma-KoppeKIreil (9KCIIO3UIIUsT OUCAHA BO
BTOPOIi IJ1aBe, raMMa-KOPPEKIIHS — B IEPBOIA TJIaBe).

@

Ha 3ameTKky: LBETOBOVM AMana3oH CPeaHecTaTtMcTUYecKoro Mo-
HUTOpPa HENUHENHbIN. HanpumMep, y Hac ecTb LBET CO 3HAYEHMEM
RGB 100 100 100, n ecan mbl yBenmium ero go 3HavyeHunii RGB 200
200 200, To Mbl He NoJly4MM LBET sipye B 2 pasa, Kak ka3asniocb Obl.
970 He owwunbka. MN3-3a HENMHEIMHOCTU BOCTIPUSTUS HaLINM r1la30M
uBeTa nobdoi npeabliayLLmii UBET B NOCe40BaTeIbHOCTM BOCIPUHM-
MaeTcs B ABa pasa sipye, 4em nocnegyowmin. NMoaTtomy BaxHO UC-
nonb30BaTb ramMmmy 2,2.
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Reflection
(Glossy)

ve

Diffuse

Refraction
(Glossy)

N

Puc. 3.7. Mogenb weiipepa Arch & Design

Translucency

Mogaens meiinepa cocrout us tpex kommnoneHTos: Diffuse — quddys-
Hbiit (ocHOBHOI 11BeT); Reflections — rustHIleBbIe aHU30TPOITHBIE OTPAKE-
Hus ¢ 6imkamu; Refraction — riistHIleBble aHIU30TPOITHBIE TPO3PAYHOCTD U
Translucency — moJypo3pauHoCTh, Kak MOKa3aHO Ha puc. 3.7.

[IpsiMoii 1 oTpasKeHHBIN CBET U3 CIIEHBI TOPOKAAET Andy3HBIE OTPa-
sKeHust ¥ 9QGPEKT MOTYIIPO3PaYHOCTH (MCTOYHUKH TIPSIMOTO CBETA TAKIKE
CO3/IA0T OJIMKH).

KoneuHast oTpakaresbHast CIIOCOOHOCTD MTOBEPXHOCTH B PEATbHOCTH
cocrout u3 cymmbl Tpex KomroHeHToB: Diffuse + Reflections + High-
lights (Toueutibie 61UKH, KOTOPHIE CUMYIUPYIOT OTPAKEHHBIE HCTOTHUKI
cBeTa), puc. 3.8.

Puc. 3.8. 9nemeHThl oTpaxeHus matepmana Arch & Design



2 rnasa3

CoxpaHeHue 3aHeprum

OpnHa u3 HanboJlee BasKHBIX XapaKTepucTUK Martepuasia Arch & Design —
CIIOCOOHOCTh ABTOMATUYECKOIO COXPAHEHUS] SHEPrHH. ITO 3HAUUT, YTO
snauenue Diffuse + Reflections + Refractions Bcera Gyet MeHblIe Win
paBHO eauHuIle. JIpyruMy CJIOBaMHU, SHEPTUST HE CO3MAETCS MAaTHYeCKIM
00pa3oM, U BeCh CBET, HONAJAIONIMI Ha OOBEKT, IPAaBUIbHBIM 00pa3oM
npeobpasyercst B AndPy3uio, OTPaKeHUS U IPEJTOMICHHUSL.

Hanpumep, npu g1o6aBieHIN CIIOCOOHOCTH OTPAsKEHUST SHEPIHSI OJIK-
Ha OTKY/Ia-TO B3SIThCSI, CJIe0BATEIbHO, yPOBEHD AUGM(Y3UHU U IIPO3PAYHO-
ctu OyIeT aBTOMaTHYeCKH HacTpoeH. Tak ke npu ahdekre Ipo3payHOCTH
YJacTh YPoBHS UM dy3nn yXoauT Ha MPO3PAYHOCTD, puc. 3.9.

Puc. 3.9. CoxpaHeHue aHeprum matepuana Arch & Design Ha npuMepe oTpaxeHus;
3Ha4veHus oTpaxeHus, cnesa Hanpaso: 0,00; 0,25; 0,50; 0,90

[IpaBmra TakoBHI:

e 1po3pavHOCTb Geper aHepruto us auddysun, Tak uro 100%-Hast
MIPO3PAYHOCTH O3HAYAET MOJIHOE OTCYTCTBUE Mudysum;

e oTpaxkeHue OepeT aHepruio u3 [ub Y3 1 MPO3PAYHOCTH, TAK UTO
100%-10e oTpaskeHue O3HAYAET TOJHOE OTCyTCTBUE Mbdy3un u
PO3PAYHOCTH.

CoxpaHeH¥e 9HEPTUY TaKKe 03HAYAET, YTO YPOBEHb OINKOB ITPUBA3AH
K IVISHIIEBOCTH [TOBEPXHOCTU. BpIcOKOe 3HaYeHue I1apamMeTpa IJISHIEBO-
CTH OTPaXKEHUH JlesiaeT GJIUKN Y3KUMU U MHTEHCUBHBIMU, TOT/Ia KAK MEHb-
1iee 3HaueHUe JielaeT UX MIUpe U MeHee UHTEHCUBHBIMU. DTO IPOUCXOUT
MOTOMY, YTO SHEPTHsI BO BTOPOM CJIydae PacipoCTPAHIETCst Ha GOJIBIIYIO
IJI01a/1b TIOBEPXHOCTH MaTepHaa.
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Mpo3pa4yHOCTb: NONIHOTENbIA NPOTUB
TOHKOCTEHHOro

AddeKT mpo3pavHOCTH /IOy IIPO3PAYHOCTH AeaUT 00bheKThl Ha IlebHble
(Solid) n Toukocrenunie (thin-walled).

Eciu 651 Bce 06BEKTBI OBLIIN TOJBKO II€JIbHBIMHY, TO JI00OBIE OKHA B WH-
Tepbepe ObLTH ObI CMOJIETMPOBAHbI U3 JIBYX [TOBEPXHOCTEN: BXOASIIIAS 110-
BEPXHOCTbH, KOTOPas IIPEJTOMJISIET CBET B OJHOM HAMPaBJICHUH, U TOBEPX-
HOCTb BBIXO/Ia, CJIEYIOIIAs CPA3y 3a BXOJSAIIEH MOBEPXHOCTHIO, B KOTOPO
MIPEJIOMJICHHBIN CBET MPHOOpeTaeT IepBOHAYAIbHOE HATIPABJICHNE,

ITO HE TOJBbKO J00aB/sseT pabOThI 110 MOAEIUPOBAHUIO, HO TAKKE ITO
HallpacHasl TpaTa MOITHOCTH KOMITbIOTEPA Ha PEHAEPUHT, YUTOOBI CUMY.JIH-
poBarb JBoWHOe mpeomieHre. OTIrs TOHKOCTEHHOTO 00beKTa T03BO0-
JISIET CMOZIETNPOBATD BCE OKOHHBIE CTEKJIAa KaK OUH OOBEKT — ILJIOCKOCTb,
KOTOpasi U3Ha4aJIbHO MTPABUJIBHO IIPEJIOMIISIET CBET.

Ha puc. 3.10 kabuHa BepToJjIeTa, OKOHHOE CTEKJIO, TOJIYTPO3pavHasi 3a-
HaBecKa U cepa crpaBa cleJaHbl M3 TOHKOCTEHHOTO MaTepuasa. Torma
KaK I[JIaCTUKOBAs JIOIIAAb, KyOOK 1 cdepa cjieBa UCIOJIb3YIOT IeIbHbIN
Marepualt

Puc. 3.10. Npo3pavyHOCTb: LeNbHbI NPOTUB TOHKOIO



Iainee pacemorpum uHTEepdeiic Marepuana Arch & Design Gosee fe-
TaJILHO.

NHuTepdodeiic Arch & Design-matepuana

Templates (Csurok mabsoHoB). [103BOJIAET TONYIUTH AOCTYI K TIPE]I-
ycTaHoBKaM MaTtepuana Arch & Design iiist 66ICTPOrO CO3IaHUST PA3HBIX
TUIIOB MaTepHaJIOB, TaKUX KaK JIEPEBO, CTEKJIO, METAJUIbI U Jp. Takke
MOJKHO MCIOJIb30BaTh MIAGJIOHBI B KAYeCTBE HAYAIbHOM TOYKY /s CO3/1a-
HYsT COOCTBEHHBIX MaTepuaoB. [Ipu BeIGope 1abioHa U3 BBITAJAIONIEr0
CIIMCKA TTOSBUTCS ONIMCAHNe MaTepuasa ¢ JIeBO CTOPOHBI TAaHEJIH.

= M: terial ter
== Snnsles paape I E Advanced Rendering Options 1| S Tlminaton Goa] ]
Diffusetevel:  [10 %] coo: [ | [ Refle I Self humination {Glow) —————————————————
. omE I™ Max Distance 0,0m = ~ Color
""ﬁ“g e 0 L= 1= Fade b3 e ok [l € [065 Muminent Refer - | Fiter I
[~ Reflection
Max Trace Depth: 4 . & Kelvin: §500,0 |5
e mEE e z E 5500015}
Cutoff Threshold: Joor 3 ~Luminance
e 1,0 [ [~ Fast i
- Refra € Physical Units: (cd fim?). 1,0 =
Glossy samples: [5 2] I™ Highlights+FG only
[~ Metal material [~ Max Distance 0,00m = @ Uritless
 Refiacton T ol et MaxcDistance = Glow options
e o = G (I Max Trace Depth: B : J¥ | Visblein Reflections
: 001 = o )
e EET ST Cutoff Threshold = I~ luminates the Scere (when using FG)
Glossy samples: [&__| 2] 10R: 1+ | = ~Advanced Reflectivity Options
u ¥ visble area lights cause no Highlights = Special Effects |
¥ skip refiections on inside (except total internal refiection) ~T~ Ambient Occh —_—
Weight: 0,5 =/ colorz [ || S 5 & L Jobint Ocson
Relative Intensity of Highlights 10 = Tl e =
[ Anisotropy —————————— - Advanced opt Max Distance; 10,0cm | =]
Anisatropy 1,0 [/ Glass | Transiucency treat objects as. I |llse Goler = o Ofver M al=rinl S (A B LG
Rotation: 0,0 =] @ Solid {requires to sides on every object) Shadow Color
%/ Automatic £ Thinwalled (can use single faces) & cosomanbentiar |
€ Map Chamnel: [0 2] Vihen Caustics are enabled, transparent objects W ool b e Calr
" Refractlight and generate Caustic effects
[ ERDF 1 & Use Transparent shadows T Round Comers
= Fillet Radius 0,0am ||=
© By IOR (fresnel reflsctions) Reflectivity vs. Angle: IV Back Face Culing : =mE N
& Custom Refiectivity Function— 10 [ Transparency propagates Alpha channel I” Blend Wwith Other Materials
Note:
odeg.refi: 02 :f [-Indirect Dumination Options ————————————————— T e T O T
sodeg.ref [0 3 FG/GI muitpler ‘e and i orly guaranteed to work on straight edges.
Cunvesape:  [50 | oo FG Qualty: 10 (=l
Ddeg 90 deg

Puc. 3.11. HekoTopble CBUTKM C NapaMmeTpamMu U HACTPOMKaMm
Arch & Design-maTtepuana

Main Material Parameters
(OcHoOBHbIE NapamMeTpbl MaTepuana)

DirruUse (I'Pynna 1udoy3us)
Diffuse Level (¥Yposens nuhdysun) — yposetb auddysuu peryiupyer
sSpKocTb 1 dy3HOro KoMroneHTa 1isera. 1 o3Havaet nosiHoe audystoe
oTpaxkenue, a ) — ero OTCyTCTBUE.

Color (IIser) — ympasiusger auddysHbiM 1BeroM. Ilser samaercs
B umcaoBoM Buje ot 0 1o 1 ans kaxgoro kanasa RBG (Red — xpacHbii,
Green — senensbiii, Blue — cunwmit). 11 Toro 4robbl yCTAHOBUTD LIBET
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Diffuse
Diffuse Level: |1,0 ﬂ Color: I:|J
Roughness: |0;0 ﬂJ

Puc. 3.12. NapameTpbl anddy3Horo useta

B 256-paspsiIHOi cucTeMe, HeoGXOMMO B MOJIE BBO/IA 3HAUEHUS [BETA Ha-
xath Ctrl+N U B TOSIBUBIIEMCST OKHE KAJIBKYIATOPA HATIUCATH (hOPMY.TY.
Homyctum, aias kanana G (3eJeHOro IBera) HaM HeoOXOAMMO 3HAYeHIe
96. B kasbKyJIsiTOpE MBI IIAIIEM 3JIEMEHTapHOe BhipaskeHue 96,/255, mocJie
yero HaxkuMaeT KHOTIKY Paste (Bcrasuts), 1 B kanan G y Hac yCTaHOBUT-
cs1 3Havenue (0,376, axBuBasieHTHOE 3HaUeHU1O 96, puc. 3.13.

LwmI AN L —m

2 e x | o

w_ﬁumerical Expression Evaluator

[l

95/255

Result: 0,376471 Paste

=] CTRL+N

Puc. 3.13. NpeobpasoBaHune 3Ha4YeHNn LBeTa

CTOHT OTMETHTBD, YTO He pEKOMEHyeTCs B AN dOY3HOM IIBETE HCIIOJb-
30BaTh YUCTHIE IIBETA, TO €CTh 3HAUeHus 11BeTa, paBHble 0,0 nin 1,0. Bmec-
TO 3TOTO HAM JIydllle YCTAHABANBATh MUHIMAJIbHbIE 3HAYEHUS HE HIDKE
0,025, a makcumasbHbie — He Bbiie 0,90. Ho amo xacaemcs moivko oug-
@ysnozo ysema.

Roughness (I1lepoxoBaTocTh) — yCTaHABIMBAET, HACKOJIBKO OBICTPO
KOMTIOHEHT MUhQY3UN NepexoauT B KOMIIOHEHT BHEITHETO OKPY>KEHI.
[uamazon — ot 0.0 7o 1.0. Ho npu yBesimuennu 3HaueHUs IOBEPXHOCTD
CTaHOBUTCSI GoJIee «3albLIEHHON>.
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Puc. 3.14. 3navenns Roughness, cnesa Hanpaso: 0,00; 0,25; 0,50; 1,00

REFLECTION (I'PYIIIIA OTPAKEHIS )

Reflectivity (Orpaxenue) — obumii ypoBeHb OTpaskaeMOCTH. 3Ha-
yenus Reflectivity (Orpaxaemocts) u Color (IIBer) ckiaagbiBaioTCs 1
OIIPEIEJIAIOT YPOBEHDb OTPAKEHUS M UHTEHCUBHOCTD TOYEYHBIX OJIMKOB.

Reflectivity: 0,6 3] coo: [ ] |
Glossiness: Ji0 (= [ Fast (interpolate)

Glossy Samples: |8 ﬂ I™ Highlights+F6 only

Reflection
[~ Metal material

Puc. 3.15. HacTtpoiika oTpaxeHun

YpoBeHb OTpaKeHHS TakKe 3aBUCUT OT yTJIa 3PEHIST HA TOBEPXHOCTH 1
6epercst us kpusoit BRDFE. Murepdeiic aT0it KPUBOII TO3BOJISIET OIIpe/ie-
JIUTH OTPAKEHIE HYJIEBOTO IPajIyca JIJist TOBEPXHOCTH, 0OPAIIEHHON K Ka-
Mepe, 1 90-rpaxycHOe OTpaskeHHe [JIsl TOBEPXHOCTH, MTePIEHIUKYIIPHOIM
k Kamepe. [ToxpoGHee o kpuBoit BRDF peub moiiier najiee B 9T0ii IJiase.

Color (Iser) — o6IUii IBET OTPAsKEHHOI'O CBETA.

Glossiness (TUisiHel) — ompeessieT MISTHIEBOCTb OBEPXHOCTH, [I1a-
nasoH ot 1,0 (abcosroTHoe 3epkaiio) 10 0,0 (auddysHo-oTpaskaromas 1mo-
BEPXHOCTbH).

Puc. 3.16. Npapauusa napameTpa Glossiness,
cneBa Hanpago: ot 1,00 no 0,10 ¢ warom 0,10



Glossy Samples (CoMILIBI TISTHIIEBOCTH ) — OTPEIE/IseT MaKCHMaJIb-
HOE YHCJIO COMILIOB (JTyueit), KoTopble mental ray ucmyckaer st coszia-
HUS TJISSHIIEBBIX OTpaskeHuil. boJjiee BbICOKOE 3HaYeHUE 3aMeJJIsieT PeH-
JIEPUHT, HO JaeT GoJiee CrUIasKeHHBIN pesysibrar. boJsiee HU3KOe 3HAUEHHE
YCKOPSIET PEHIEPHUHT, HO Pe3yJbTaT IOJIydaeTcst 3epHUCTBIH. OOBIYHO
32 CHMILIOB BIIOJIHE JOCTATOYHO [t GOJIBITIHCTBA CJIyYacB.

[lannas onmus poctymHa, Korna [isnuesocms Menbiie 1,0. [Totomy
yto [stHIIEBOCTD co 3HaYeHneM 1,0 codzaer «ujeanbHO 3epKajbHOE OTpa-
JKeHHe» 1 6ECCMBICJIEHHO HCITYCKaTh MHOKECTBO JIyUeil B JAHHOM CJIydae.
CrieioBaTeIbHO, UCITYCKAETCS TOJTBKO OJIUH OTPAXKAIOIINIA JTyY.

paxeHue ByaeT naeanbHO 3epkasibHbIM U UciyckaTbes 6yaeT ToNb-
KO OAVIH Jlyd, HECMOTPS Ha AencTBUTENBHOE 3HavyeHne Glossiness.
Bbl MOXeTe ncnonb3oBaThb 3TO ana GonbLuen npon3BoanNTESIbHOCTU
ana I'IOBerHOCTeI7I C o4YeHb cnabbimMun OTPpaXeHnaMn. Bnvikm octaioT-
CS1 3aBUCUMbIMU OT 3HaveHus Glossiness.

@ Ha 3ameTky: ecnu Glossy Samples yctaHOBUTL 3Ha4eHue 0, To oT-

THHHHEBBIM OTPAKEHUAM HYKHO TPACCUPOBATD JIYUH JIS1 JOCTUIKREHU ST
TJIaJTIKOTO pe3yJibTraTa. ITO MOJKET TIOBJIUATH Ha IIPOU3BOJAUTEIIBHOCTD. ITo
ITOM IIpUYrHE MaTepHaJl COJAECPKUT [ABE ocobble OIIInH, paspa60TaHHb1e
UL yJIydIneHuA MTPpOorn3BOJIUTE/IbHOCTU BO BpEMSA PEHAECPUHTA.

MaTepuvasnbl (peyb O KOTOPbIX NONAET Aanblie) MOryT Bbi3BaTb 3a-
LUyMIeHHOEe OTpaxeHue. B 3TomM cnydyae Heo6xoaMMO YyBENUYUTb
KONIMYECTBO C3MIMJIOB.

@ Ha 3ameTKy: CTOUT OTMETUTL, YTO OTPAXEHHbLIE CAMOCBETSALLMNECH

Fast (interpolate) (BbicTpblil MHTEPIIOJMPOBAHHBII) — KO/ OIIIKS
BKJIIOUEHA, AJITOPUTM CTJKUBAHUST O3BOJISIET UCIIOJIBb30BATD JIyYH I10-
BTOPHO, CTJIAKUBast UX. Pesysbrar — GbICTPhIE U CTIIAKEHHBIE OTPAXKEHHST
B yiiepb TOUHOCTH U peaucTuuHoCcTH. MHTeprosaius oobsacHsieTcs 6o-
Jee fietanbHo nanee B cutke Fast Glossy Interpolation (Boictpas roista-
1[eBast MHTEPITOJISIIINS).

Highlights+FG only (Toanbko 6nuku u FG) — korza onmus BKI0OYeHa,
mental ray He Tpaccupyer (akTHuecKuX Jyueil. BMecto aToro mokasbi-
BAIOTCSI TOJIBKO OJIMKU, TAKXKe SMYJUPYIOTCS MEJIKHE OTPAKEHUsI C I10-
moisio Final Gathering.

Pexum Highlights + FG Only e TpeGyeT IOIOIHUTEIBHOIO BpeMe-
HU PEHJIEPUHTA, TI0 CPABHEHUIO C UCTIOJIb30BAHIEM HEOTPAKAIONIX (ub-
(by3HBIX) TOBEPXHOCTEN, HO TEM HE MEHEE MOJKET JIATh BIIEUATJISIONINE Pe-
3yJbTaThl. J[JIs1 3JIEMEHTOB MIEPETHETO TIAaHA OHA MOKET M He MOJ0WTH, HO
3aMeyvaTeNIbHO TTOXOUT JIJIsl MEHee BaXKHBIX 3JIEMEHTOR clleHbl. PaboTaer



—iig] rnasas

JIyYIlie BCETO HA MaTepuajiax ¢ MaJIbIMUA UJIU 3aMbIJIEHHBIMU OTPAKEHUSI-
MU, IpuMep Ha puc. 3.17.

Puc. 3.17. Oge valum cnesa NCMonb3yoT peasibHble 0TPaXeHs;
npasble ncnonbayoT onuuio Highlights + FG Only

Metal material (Meraummueckuii MaTeprai) — MeTaJInuecKie 00b-
eKTHI BJUSIOT Ha I[BET OTPasKEHHIL, B TO BPEMST KaK [pyTrie MaTepruasbl —
uet. Hampumep, 3010T0H cTUTOK GYI€T UMETH OTPAsKEHSI KETOTO 1{BETA,
a cdepa U3 KPacHOTO cTeksa He GYIeT MMETh KPACHBIX OTpaKeHUH. ITO
CBOICTBO ToepkuBaeTcs uepes onnuio Metal Material (Meramiye-
CKHI MaTepuan).

Korga seikimouero — mapamerp Reflection Color onpenenser 1ser,
a mapamerp Reflectivity coBmectHo ¢ Hactpoiikamu BRDF omnpenesier
WHTEHCUBHOCTD OTPAKEHMI.

Korpua Brioueno — napamerp Diffuse Color onpesiensier iiset orpaske-
uwit, a mapametp Reflectivity ycranasmmBaer «Bec» Mesky auddysHbMn
OTPKEHUSMHU U TJISTHIIEBBIMU (METATNIeCKUMHU ) OTPAKEHUSIMIL

Puc. 3.18. NpocTtoe otpaxeHue (Metal Material BbiknioueH) (cnesa);
meTannunyeckue otpaxeHus (Metal Material BknioueH) (B LeHTpe);
Bapuaumsa Reflectivity=0.5, cmewmnBaet 50/50 mexay LBETOM OTpaxeHus
1 uBeToM ANdPy3HbIX OTPaXeHUN (cnpasa)



REFRACTION (['PYTITIA TPEJTOMJIEHNS )

Refraction
Transparency: IW J Color: I:|J
Glossiness: EHE [ Fast (interpolate)

Glossy Samples: IS J IOR: |1,4 ﬂJ
"l_ Translucency

Ar |40

b

Weight: IF ﬂJ Color: I:lJ

Puc. 3.19. HacTpotika npenomMmneHunn

Transparency (IIpo3pauHocTb) — onpeiesisieT ypOBEHD MPETOMIICHNUS,
TO €CTh MPO3PAYHOCTH OGBEKTA.

Color (IIper) — omnpejensieT IBET MPEJOMJIEHUs. DTOT 1[BET MOXKET
OBITH UCTIOJIB30BAH JIJIsI CO3/IAHMSI [[BETHOTO CTEKJIA.

Glossiness (Tisnen) — onpezgeser MepoXoBaTOCTh IPeJOMIIEHNs/
npo3pavunocTd. /lnanazon ot 1,0 (ITOJHOCTBIO YMCTBIA U MPO3PAYHBIN)
10 0,0 (abcomoTHo auddysHasd pasMbITas IIPO3PAYHOCTD). 3HAUECHUE 110
ymosyanuio = 1,0.

18

iy

u

Puc. 3.20. 3HayeHmnsa Glossiness, cnesa Hanpago: oT 1,00 no 0,50 ¢ warom 0,05

Fast (interpolate) Glossy Samples (BbicTpbiii, THTEPIIOJINPOBAHHBII
TJISTHIIEBBIN COMILIMHT) — KOT/Ia OTIUST BKJIIOUEHA, QJITOPUTM CTJIaKIBa-
HUST TI03BOJISIET UCIIOJIb30BATD JIyYH [TOBTOPHO, CIJIaKUBast uX. Pe3yiib-
Tar — GBICTPBIE U CTJIAKEHHBIE OTPAKEHUS B yI[epd TOYHOCTH U peasuc-
TraHOCTH. VIHTEpIIONsius obbscHseTcs boiee IeTalbHO ajiee B CBUTKE
Fast Glossy Interpolation (BbicTpas rustHiieBast HHTEPIIOJISIINS ).

IOR (Index Of Refraction) (umekc mpesomieHus) — 3TO Mepa,
OIIPEJIEISTIONIAst, HA CKOJIBKO JIYY OTKJIOHUTCSI, TIPOXOJIsT B MaTepuaje u
BBIXO/IS1 U3 HETO.

Ha puc. 3.21 ciieBa yaiia BbITJISIIUT COBCEM HEPEATMCTUYHO — MIPAKTH-
YeCKM HEBUIMMA, IIBET CTEKJIA BO BCEX CJAYYasAX UMeeT cJierka ronybosa-
TBII OTTEHOK, 4TOOBI XOTh Kak-To Toka3aTh IOR co 3nauenuem 1,0. IOR co




3Ha4deHneM 1,0 sSKBUBAJIEHTHO BaKyyMy, ¥, €CTECTBEHHO, HEBO3MOXKHO HC-
MOJTb30BATh €TO B MENBHBIX 00BEKTAX; TAKXKe HET OTPAKEHMUST B HACTPOTi-
Kax Matepraia. Harmm B leHTpe U CIIPaBa NMeI0T OTPAKEHUs U TIpesToMJIe-
HUS ¢ pa3anyHbiMu Koaddurmentamu [OR.

Puc. 3.21. 3HauyeHuna IOR, cnesa Hanpago: 1,00; 1,33; 1,52; 2,00

Bwmecto cranmapraoro otpaxkenuss B IOR MoxHO Mcnonb30BaTh pe-
skuM BRDF st pyunoit Hacrpoiiku. [Toapobree o kpusoit BRDF peun
nonzet nanee B cBuTKke BRDF.

TRANSLUCENCY (I'PYTIIIA MOMYTIPO3PATHOCTI)

IMosynpospaysocTh 00pabaTkiBaeTcsl Kak OTAEIbHBIN cirydail mpo-
3payHOCTH; YTOOBI MCHOJIB30BaTh MOJIYIIPO3PAYHOCTD, U3HAYAIBHO JOJI-
JKeH OBITh XOTh KaKO#-TO ypOBEHb IPO3payHOCTH. Peanusarust mosy-
nmpo3spavHocTy B Matepraiax Arch & Design cBsizaHa ¢ mepeznaueii cera
¢ 0OpaTHBIX CTOPOH OGBEKTA K €T0 JIMIIEBBIM CTOPOHAM.

Translucency (ITosynpo3padyHocTh) — KOTIjIa BKJIIOUEHO, IIPU PeH/Ie-
PUHTE I00aBIISIETCS OCTATOYHAS MOJIYIIPO3PAUHOCTb.

Weight (Bec) — ompeeiser, Kakas 4acTh CyIIeCTBYIOIIEH MTpo3pay-
HOCTH WCIIOJIb3YETCS B KauecTBe MoJynpo3padnoctu. Hampumep, ecan

Puc. 3.22. 3naueHus Weight, cneea Hanpaso: 0,20; 0,45; 0,60; 1,00
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Weight pasen 0.0 — Bcst MpO3pavyHOCTh UCTIOJMB3YETCSI B KAUeCTBE MPO-
spaunoctu. Ecim Weight pasen 0.3, To ects 30% Tpo3payHOCTH WIAYT Ha
MTOJIYTPO3PAYHOCTb.

[Tosrypo3padHOCTh UCIIONIB3YETCSI B OCHOBHOM B TOHKOCTEHHBIX Ma-
Tepuasiax (Kak Ha IIPUMeEpE BBIIIE) BPOJe 3aHABECOK, PUCOBOH Oymaru u
110/100HBIX 3 PEKTOB.

Color (I[Ber) — mBET MOMTYTPO3PAYHOCTH.

ANISOTROPY (['PyTIIIA AHUBOTPOIINN)

Anisotropy —————————————
Anisotropy: ILT ﬂJ
Rotation: IW ﬂJ

® Automatic

" Map Channel: ICI ﬂ

Puc. 3.23. MapameTpbl aHU30TPOMHbIX OTPaXKEHWI

Anisotropy (Anusorpornus) — yipasiaseT GOpMOI 3epKaJbHOIo 0J1m-
ka. [Ipu 3Havenuu 1,0 3epKasnbHblil GAMK KPYTJIBIH: 9TO O3HAYAET OTCYT-
creue anuzorporuu. [1pu snavennn 0,01 uu oire 1,0 3epranbHbie 611-
KU BBITSHYTbIE, KaK M0Ka3aHo Ha puc. 3.24 u 3.25.

Puc. 3.24. NapameTp Anisotropy, cnesa Hanpaso: 1,00; 2,50; 5,00; 7,50; 10,00

Puc. 3.25. NMapameTp Anisotropy, cnesa Hanpagso: 1,00; 0,50; 0,20; 0,10; 0,05

Rotation (BparieHue) — u3aMeHsieT OpUEHTAINIO 3ePKATBHOTO OJIHKA.
OKHO MPOoCMOTpa MOKA3bIBACT MU3MEHEHNS B OPUEHTAIINN. JTO 3HAYCHUE



MmoskeT 6b1Th ot 0,0 10 1,0, te 1,0 pasro 360°. Haupumep, snauenue 0,25
pasuo 90°, a 0,5 paBuo 180°. 3nauenne mo ymomrganuio 1,0. Ha puc. 3.26
MTOKa3aHbI TPUMEPHI BpallleHNsI aHU30TPOIIHH.

Puc. 3.26. Anisotropy Rotation:
0,00 (cneBa); 0,25 (B LeHTpPE); MO TEKCTYPHOW kapTe (cnpasa)

BE TEKCTYPHO KapTbl y6eauTech, 4TO K TEKCTYPE He MPUMEHEH DUnbTP
aHTMannacuHra. 3Toro MoXxHo OOUTLCS NyTEM YCTAHOBKU NapameTpa
Blur kapTtbl B 3Ha4eHne 0,01. MHavye nukcenn nocne aHTunannacuHra
nNpUMyT hOpPMyY 3aBUXPEHWNA U BYAYT BbIrNSAETb Kak apTedakTbl.

@ Ha 3ameTKy: Npv NCnonb30BaHMM aHN30TPOMHOMO BPaLLIEHMSI HA OCHO-

Automatic/MapChannel (Asromaruueckoe/Ilo kaHamy KapThbi) —
TMI03BOJISIET BaM BBIGOPOYHO MTPUMEHUTH AHU30TPOITHUIO K OTIPEAETEHHOMY
KaHaJTy KapThl.

Ecm xanam kapTel ycTaHoBJeH B pexkuM Automatic, Bpaiietue 6y-
T TIPOU3BOAUTHCS HA OCHOBE JIOKATBHON CHCTEMBI KOOPIMHAT 00BEKTa.
Ecou 6yner npyroe 3madyenue (ApyrvMHU CJIOBaMH, IPYTroe 3HAYECHUE Ka-
Hajla KapThl), IPOCTPAHCTBO, OIpe/eJisIiolee HAIIPABJIEHUs PACTSATHBA-
HYIsT OJTUKOB, M3BJIEKAETCS U3 MTPOCTPAHCTBA ATOTO KAHATIA TEKCTYPBI — CM.
puc. 3.26, ccpepa ciipasa.

Kak oTpaxeHue 3aBucuUT oT yrna o6sopa?

B peanbHOM MUpe OTpaKeHHE TOBEPXHOCTU YACTO 3aBUCUT OT yTJia 00-
3opa. Tak MOXKHO OTIpeNeuTh, HACKOJIBKO CUJIBHO OTPAYKAET MATepPHUa,
KOT/Ia PACCMATPUBAETCS C PA3HBIX YIJIOB.

MHOKeCTBO MAaTEPUAIOB BeAyT cebs MenHo tak. Haubosee Harysi-
HbIe TPUMEPBL: CTEKJIO, BOJIA U [PYTHUE TUIEKTPUUYECKITE MATEPUAIIBI C 3(h-
dexrom Dpenesns, rae 3aBUCUMOCTh OT YTJia ONPEAETSIETCS UHAEKCOM
pedpakuuu (IOR). dror apdexr B matepuanax Arch & Design onpese-
JISIETCST MHIIEKCOM MPEJIOMJIEHUST U TAKXKe MO3BOJISIET HACTPOUTH /(B 3HA-
YeHUsT OTPAKEHUS JIJIsT:
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® TpaHeii, yros KoTopbix paBeH 0° (ITOBEPXHOCTH HAIIPABJIEHA TIPSIMO
Ha KaMmepy);

® TpaHeii, yroJ KoTopbix paBeH 90° (IOBEPXHOCTH HATIPABJIEHBI MO
yraom 90° Kk kamepe).

[lannbiii apdexr marepuanos nazbiBaercsi BRDF — dbynknus aBy-
HaIPaBJIEHHOTO pacnpocTpanenus orpaskenuii (bidirectional reflectance
distribution function). HacTpoiiku 5TOil (pyHKIMU YIPaBJISAIOT OTpasKa-
IOIMME CIIOCOOHOCTAMU MaTepuasia M JeJaloT UX 3aBUCUMBIMH OT yTIJa
0630pa gaHHoi moBepxHocTu obbekTa. Mozenb orpaskennii BRDF noka-

3aHa Ha puc. 3.27.
Y \4/\._ —

N

Yron o63opa 90° Yron o63opa 45° Yron o63opa 10°

Puc. 3.27. Mogens BRDF Arch & Design-matepuana

Puc. 3.28. 3ddext BRDF Ha npumepe matepurana HanonabHOro NoKpbITUS

BRDF (BRDF)

[BRDF method] (Mertox BRDF) — no3BoJisieT BBIOpaTh METOJT TPUMEHE-
Hus kpusoit BRDF:



E ERDF |
¢ By IOR (fresnel reflections) Reflectivity vs. Angle:
# Custom Reflectivity Function— 1-0
0deg. refl: IL’I,Z—Q
90 deg. refl: I:L,O—ﬂ
Curve shape: |5:0— ﬂ 0.0
0 deg 90 deg

Puc. 3.29. HacTpoiika BRDF

e By IOR (Fresnel reflections) (ITo IOR ¢dpenenesckoe orpaxke-
HIEE) — TIPU BBIOOPE 3TOII OIIIIK OTPasKaTebHAS CITIOCOOHOCTD, OC-
HOBaHHask Ha yriie 0630pa, YIPaBJISIeTCst MHAEKCOM pedhpakIiiuy Ma-
tepuasia. Takke nsBectHo kak orpakenne Mpenessi u Mmogennpyer
HoBeJieHne GOJIBITIHCTBA MATEPHATIOB.

e Custom Reflectivity Function (Bei6opounast hyHKIIMs OTpaxe-
HUST) — TP BBIOOPE AaHHOH (DYHKIMK OIPEIE/ISTIOIUME HaCTPOI-
KaMU OTPaKEHUI SIBJISTIOTCST YTJIbI 0630pa:

— 0 deg. refl. (IIpu 0 rpagycax) — onpeessieT OTPAXKAIOILYIO CIIO-
COOHOCTD JIJIST TIOBEPXHOCTH, 0OPAIIEHHO TTPSMO K HabJI0/1a10-
nemy;

— 90 deg. refl. (ITpu 90 rpagycax) — onpegenser oTpaKaTeabHyo
CTTOCOGHOCTD ST TIOBEPXHOCTH, TEPIEHANKYISIPHON K TOUKE
0030pa;

— Curve shape (®opma KpuBoii) — ompezesger Clai KPUBOU
BRDE Jlyuiie Bcero uaMeHsITh (DOPMY KPUBOM JJIst THOPUIHBIX
MaTepuasioB (TaKuX KakK MOJUPOBAHHOE JIEPEBO) U METAJLJIOB.

Reflectivity vs. Angle graph (Ipadux 3aBUCMMOCTH OTPaXKEHUS OT
yIiia) — JaHHBINA rpad K OMUCHIBAET KOMOMHUPOBAHHBI 3(h(PeKT HacTpo-
ek Buibopounoii pynxyuu ompaxcenust (Custom Reflectivity Function). Ha
puc. 3.30 mokazan mpuMep u3MeHeHus rpaduka B 3aBUCUMOCTH OT U3Me-
Henus mapamerpos 0 deg. refl. u 90 deg. refl.

Ha puc. 3.30 nokasan npumep Bubopounoii pynxuyuu ompaxcenus
(Custom Reflectivity Function). 3a MicKJIl04eHUEM HACTPOUKH ITapaMeTPOB
Custom Reflectivity Function, 11t Bcex 4eThIPEX Yall MPUMeHEHbI OJMHA-
KOBBIE HACTPONKH MaTepuasa: YepHbIi TuhGy3HBIHN 1BET — W yCTAHOBIIE-
HO TIOJTHOE (3€PKAJbHOE) OTPAKEHUE.



" By IOR (fresnel reflections) Reflectivity vs. Angle: " By IOR (fresnel reflections) Reflectivity vs. Angle:
% Custom Reflectivity Function— 10 % Custom Reflectivity Function— 1-0
0 deg. refl: |0,2 ﬂ 0 deg. refl: |0,4 ﬂ
90 deg. refl: |1,0 ﬂ 90 deg. refl: |0,9 ﬂ
Curve shape: |5,o ﬂ 0.0 Curve shape: |4,0 ﬂ 0.0
0 deg 90 deg 0deg 90 deg
" By IOR (fresnel reflections) Reflectivity vs. Angle: " By IOR (fresnel reflections) Reflectivity vs. Angle:
% Custom Reflectivity Function— 10 % Custom Reflectivity Function— 1-0
0 deg. refl: |0,1 ﬂ 0 deg. refl: |0,1 ﬂ
90 deg. refl: |0,5 ﬂ 90 deg. refl: |1,0 ﬂ
Curve shape: |2,5 ﬂ 0.0 Curve shape: |0,s ﬂ 0.0
0 deg 90 deg 0deg 90 deg

Puc. 3.30. NMpumep rpadrkoB 3aBUCUMOCTM OTPaXeHUs OT yrna
C pasNnyHbIMM NapameTpamm

Fast Glossy Interpolation
(YckopeHHas rnsiHueBasit UHTeprnonsuus)

[ngHIEBbIE OTPAXKEHUS U TIPEJIOMJIEHUE MOTYT OBITh HHTEPIIOJUPOBAHBI,
JUISL TOTO YTOObI YCKOPUTD peHiepuHr. MaTtepuaiibl ¢ MHTEpIosuei Gy-
YT BBITJISIIETH Gostee riiako. VHTepronsius paboTaert, IpeBapuTeIbHO
BBIYUCJISASA TJISHIIEBOE OTPaXKeHHe B ceTke m3obpaxenus. Yucio obpas-
1oB (J1y4eii), B3IThIX B KasKJOM TOUKe, yrpasisercs napamerpom Glossy

[- Fast Glossy Interpolation |
Interpolation grid density: Il,.fz (half resolution) -

Reflective interpolation

Neighbouring points to look up: |2 ﬂ
I~ High detail distance: [0,0em %]

I single Sample from Environment

Refractive interpolation
Neighbouring points to look up: |2 ﬂ

Puc. 3.31. NapameTpbl HacTpolikn BRDF



Samples (Commuisr ristaiieBoctu) tpynnel Reflection (Otpaskenue)
csurka Diffuse (Ipynmna auddysus), puc. 3.32.

Main material parameters |

r Diffuse
Diffuse Level: |1,D ﬂ Color: I:|J
Roughness: |D,D ﬂJ

 Reflection
Reflectivity: ID,G ﬂ Color: I:lJ
; Glossiness: ID,Q ﬂJ [~ Fast (interpolate)

Glossy Samples:. |16. T I™ Highlights +FG only
S Epn et [~ Metal material

Puc. 3.32. YnpaeneHue Toukamun Glossy Samples
LN NHTepnongauun

HO Ha CeTKe C OTHOCUTENBLHO HM3KO paspeLuatoLleil CnNoCoOBHOCTbIO,
1 MOSTOMY HEKOTOPbIE AETaNN TEPSAIOTCS. TO TaKXKe MOXET BblI3BaTh
ype3MepHoe crnaxveaHue. o aTon NpuYMHE MHTepnonAuusa no-
JNle3Ha npexzae BCero no OTHOLLEHUIO K NIIOCKMM NOBEPXHOCTAM. VIH-
TEpPnonsauns HEKOPPEKTHO paboTaeT C BOMHUCTLIMU U AeTallbHbIMU
06BEMHBIMU MOBEPXHOCTSAMU U NMOBEPXHOCTSAMU, UCMOJIb3YHOLLN-
MW KapTbl bump.

@ Ha 3ameTky: nHTEepnonaums MoxeT Bbi3BaTb apTedakTsl. OcobeH-

Interpolation grid density (Il10THOCTD CETKM UHTEPIOJISAIUN) — Pa3-
peleHne CeTKU MCTIOJIb3YeTCs ISl WHTEPIOJISIIUK TJISTHIIEBBIX OTpake-
HUI U nipesioMIeHnil. BHYTpU CeTKU aHHble XPAHATCSA W Pa3AessiioTCst
110 ToYKaM. [Ipy UCTIOIb30BAHUK CETKU ¢ HU3KUM PaspelieHneM pacyer
Oyzet ObicTpee 3a cueT GOIIbIIEH TTOTePH JeTalU3aIiN.

MoHO BBIOPATh OIHY U3 TPEAYCTAHOBOK Pa3pelieHns] CETKU UHTep-
TIOJISATIMY M3 PACKPBIBAIONIETOCS CIIMCKA.

REFLECTIVE INTERPOLATION

(I'PyNIIIA MHTEPTIOJIATINN OTPAKEHIIA )

Neighboring points to look up (Coceztivie ToukH, HCTOTB3YEMBIE IJTST
MONCKA) — 3aJaeT KOJUYECTBO XPAHSIIMXCs TOYEK s oucKa (B BHje
rpymibl NxN BOKPYT TOYKH, KOTOPAst B IAHHBII MOMEHT ITPOCYUTHIBAETCS )
JUTSL CTTA’KUBAHUS TIISTHIIEBOTO OTPaKEHUS. 3HaUeHNE 2 TT0 YMOTYAHUIO 1
6oJiee BBICOKME 3HAYEHUs CUJIbHEE Pa3MbIBAIOT TJISHELl, HTO Yallle BCETo
MPUBOJIUT K apTedaKkTaM «IIepepasMbITHSI.

Ha puc. 3.34 k oTpaskeHHIO TTOBEPXHOCTH T10J1a He TTPUMEHEHO HUKAKOM
WHTEPITOJISAINH, © HEKOTOPAsI 3€PHUCTOCTD OTPAYKAIOTIENCSI Yally OUeBH/I-
Ha (B ]aHHOM ITPUMeEPe HaMePEHHO MOHMKEHO KOJINYeCTBO caMILioB). Ha
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Reflective interpolation

Neighbouring points to look up: |2 ﬂ
[~ High detail distance: [0,0em 2

[ single Sample from Environment

Puc. 3.33. NMapameTtpsl BRDF

Puc. 3.34. NHTepnonauus oTknoyeHa (cneea);
Looking up 2 points (B ueHTpe); Looking up 4 points (cnpasa)

TIOJTY TIOZI BTOPOII Yalieil ncnoJib3oBano 1/2 uatepnonsinuu ¢ 2 ToUkaMn
(mocepenune) u 4 (crpaBa) COOTBETCTBEHHO.

Pucynox 3.34 Takxke WIIIOCTPUPYET Pe3yJbTaT WCIOJb30BAHUS WH-
TEPTOJISITIMN: HOKKA JIEBOW Yariku, GJIvsKe K TOJTY, OTPAsKAETCS BIIOJTHE
YETKO, ¥ TOJIbKO YaCTh YaIllK JAJIbIIle OT MoJia pa3Mbita. HecMoTpst Ha aTo,
WHTEPIIONUPOBAHHBIE OTPAXKEHUSI TIPABON Yalll UMEIOT OBIIHUii YPOBEHb
PasMBITHS B pe3yJibrare CrIaKUBAHUS WHTEPHOAAIMA. B GobinHcTBe
CIIeH CO CJaOBIMU TJISTHI[EBBIMU OTPAKEHUSIMU 9TO pasinyre He GyaeT
3aMETHO, HO B HEKOTOPBIX CJIyYasX, HAIIPUMEP KaK C HOKKAMH CTOJIOB
U CTYJIbEB, OY/IET OIYIIATHCS HECTHIKOBKA C TUISTHIIEBBIM TIOJIOM, €CJIU YPO-
BEHb OTPAKEHUST BBICOKHUIL. UTOOBI PEITUTH 3TO, MBI MOKEM HCIIOTIH30BATH
nacrpoiiku High Detail Distance.

High detail distance (/letanusaiys B 3aBUCUMOCTH OT PACCTOSTHUS) —
MTO3BOJISIET TPACCUPOBATH BTOPUYHO JIYIH JIJIST CO3[AHUS PeasibHOTO (He-
WHTEPIIOJUPOBAHHOTO) OTPAXKEHUs 0GBEKTA BHYTPU 3aaHHOTO PaIyCa.

Ha puc. 3.35 Bce [iepeBsiHHbIE TTUTKY UCTIOJIB3YIOT HHTEPIIOJSIIINIO, HO
Ha JIBYX MPaBBIX UCIOJIH30BAHDI Pa3Hble 3HAYEHUSI J€TATU3AINN Ha Pac-
CTOSTHUM.

ITO TaKKe MO3BOJISIET CIENATh UHTEPECHBIN TPIOK: YCTAHOBUTH B OT-
paxenuu Glossy Samples, pasroe 0, KOTOPO€e BU3yaTM3UPYET OTPAKEHUS




Fnasa 3

Puc. 3.35. Detail distance oTkniioueHa (cnesay);
Detail distance 20 cm (B ueHTpe); Detail distance 80 cm (cnipaBa)
TaK, ecJiu ObI OHU OBLIN UICATBHO 3€PKATBLHBIMU, ¥ MTOMPOGOBATD TTapai-
JIeTbHO TPUMEHUTD UHTEPIIOJISIIIIO JIsT CO3AHIS CMA3bIBAHMS B 9TOM OT-
paskeHUH U 110 BO3MOKHOCTH 1cnosb3osath High detail distance, uto6s!
clesaTh GaVsKalIie 4yacT MeHee Pa3MbITBIMU. DTo Hanbosiee ObICTPHIit
crocob ciesath TIISTHIEBbIE OTPAKEHUS.

[lepeBsHHBIE TIUTKU Ha puc. 3.36 BU3yaJIn3MPOBAHDI C 3¢PKAJIbHBIMU
OTPAKEHUSIMHY, CMA3bIBAHUE TIPOUCXOUT TOJBKO 32 CUET UHTEPIIOJIAINH.
PenjiepuHr POMCXOANT HACTOIBKO OBICTPO, HACKOABKO GBICTPO OOBIYHO
MIPOCYUTHIBAIOTCST YHCThIE 3€PKAJBbHBIE OTPAKEHUSI, K TOMY JKe JIaeT JI0-
CTaTOYHYIO MILTIO3UIO HACTOSIIUX TJISTHIIEBBIX OTPasKeHUiT, 0COOEHHO TIPH
ucnosbzosannu ominu High Detail Distance, kak Ha KapTHHKE ClIpaBa.

Hapwc. 3.37 moka3ano HeCKOIbKO TPUMEPOB UCII0JIb30BaHNS ITapaMeT-
pa High detail distance p1a marepuana napkera.

Puc. 3.36. NapameTp High detail distance:
OTKJ/TIOHEH (CneBa); BKJOYEH (Cnpasa)
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[\ - Main material I+
- Diffuse |

Reflection
Reflectvity:  [0,2 2] Color: L
Glossiness: 0,7 [l I™ Fast (interpolate)

Glossy Samples: |32 |= I Highlights +FG only
EME ™ Metal material
[= Fast Glossy i |
Interpolation grid density: 1 (same as rendering) =
 Reflective i i
Neighbouring peints to look up: H F
[~ High detail distance: [0,0em 2]

[~ Single Sample from Environment A
Refractive interpolation———————————— % —|
Neighbouring points to look up: 2 E
= Wain material Iy
~ Diffuse !

r Reflection
Reflectivity:  [0,4 | 2] Coor:  |m|
Glossiness: 0,7 = ¥ Fast (mnpdane)l
z . I Highlights+7G only
Glossy Samples: [& 2
E ™ Metal material
Fast Glossy |

Interpolation grid density: 1 (same as rendering) =

Neighbouring points to look up: 1=
I~ High detail distance: 0,0cm | 2|

I™ single Sample from Environment
D
CRefractive i D
Neighbouring paints o look up: [z =

 Diffuse |

Reflection
Reflectvity:  [0,4 | 2] Color: M|
Glossiness: fo.7 =l [V Fast (interpolate)

Glossy Samples: [0 = I Hghiights +7G arly
z E ™ Metal material
= Fast Glossy i |
Interpolation grid density: Il (same as rendering) -
Reflective i i
i ing paints to lok up: - =
| ¥ tigh detail dstance: [30,0mm =
[~ single Sample from Environment
'('\
fieeizt - A~
Neighbouring points to look up: iz =

Puc. 3.37. MNpumep NnpUMeEHEeHUs HTEPNONALUN OTPaXKEHUS; BDEMS PEHOEPUHra
ons n3obpaxeHunii: A 17 mmH 16 cek; B 11 muH 53 cek; C 10 muH 48 cek



Ha usobpaxenuun B puc. 3.37 BK/II0YeHA OIIKS UCIOJIb30BAHUS UH-
teprossiiun. Kax Mbl BusimM, uHTeprossius obecreunsaer 6osee GbICT-
PBIH peHZIepUHT 32 cueT MOHMXeHUsT KondecTBa camnsos. Ho niaToii 3a
CKOPOCTD SIBJISIETCST PA3MBITHE OTPAKEHUS B TEX MECTAX, T/e €T0 ObITH He
noskto. Ha nsobpaxkerun C puc. 3.37 curyaius ¢ pasMbITHEM OTPasKe-
HUsI BO3JIe HOJKEK Kpecyia 00CTOUT Kyza Jiydiie GJaarofapst BKIOYEHUIO
ommuu High Detail Distance u yctaHoBKe paanyca TeHCTBUS JaHHOI
o, Bro6aBok K 5TOMY MbI OTKJIIOUIIN (PU3UYECKH KOPPEKTHBIE OT-
PaKEHsI, yCTAHOBUB HYJIEBOE KOJUYECTBO CIMILIOB, TEM CAMBIM O TUMU-
3MPOBAB ellle BpeMs PEeH/IePUHTA.

Single Sample from Environment (EauHudHbIi 06pasel U3 oKpyxKe-
HIUST) — CO3/[AaHUE PEATTUCTUIHO PA3MBITBIX TJISTHIIEBBIX OTPAKEHUN 0OBIY-
HO TpeGyeT MCMOJb30BAHMS MHOKECTBA COMILIOB M3 OKPYKEHHUs, YTO
MOXKET TIPUBECTU K 3ePHUCTOCTH U MeJJIEHHOMY IIPOIIECCY PEHIePUHTA.
ITpu ucnoab3oBaHuK 3TON omiy mental ray 6epeT TOJbKO OAMH COMILI,
IPeIOTBPAIast 3¢ PHUCTOCTb.

REFRACTIVE INTERPOLATION

(I'PyniIA MHTEPTIOIATINY TTPEJTIOMJIEHUS )

Neighboring points to look up (Cocentux To4€eK, HCIOIb3YEMbIX JIJIST
HOI/ICKa) — 3a/la€T KOJINMYECTBO XPAHAMIMNXCA TOYEK [JIAd ITOHCKa (B BUIE
rpynmbl NXN BOKPYT TOUKH, KOTOPAsT PEH/IEPUTCS B TAHHBIH MOMEHT ) /ISt
CTJIaKUBaHUA TJIAHIIEBOTO HpeJIOMJIeHI/IFI. 3H8.‘{eHI/Ie 2 110 yMOJI‘{aHI/IIO n
60JI€€‘ BBICOKME€ 3HAUYECHUA CUJIbHEE PA3MbIBAIOT IIPEJTOMJICHUA, 9TO Yallle
BCETO TIPUBOIUT K apTehakTaM <«MePepasMbITHST.

ITpunnuner paborer uaTepnosnun npejaomietus (Refraction) — e
K€, YTO M ONTMCAHHbIE PaHHee IPUHITNIIBI HHTepriossany oTpaxkeHns (Re-
flection).

Neighbouring points to look up: IZ ﬂ

"Reﬁacﬁve interpolation

Puc. 3.38. HacTpoliika nHtepnonaumm
NpenoMneHni

Advanced Rendering Options

(AlonosiHUTeNbHbIE ONUUN PEHAEPUHra)

It ITapaMeTPhbI OIIPENETAIOT OIIINKN YCKOPEHUA ITPOU3IBOAUTEIbHOCTH.
REFLECTIONS (I'PYIIIIA OTPAXKEHMS )

Max Distance (MakcuMasbHOe PacCTOSIHUE) — ITO3BOJISIET JTUMUTH-
POBaTh OTPA’KEHUS B TIPENEsIax OINPeeJIeHHOM AMCTAHIINU, YTO YCKOPSIET
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Reflections
[” Max Distance W Q
I~ | Fade to end color -J
Max Trace Depth: |4— ﬂ
Cutoff Threshold: ID,T g

Puc. 3.39. PaclumpeHHas HacTpoiika
napameTpoB OTPaXeHnn

N~

BbIKJIIOHEH (cnesa); 75 cm (B ueHTpe); 150 cm (cnpasa)

Puc. 3.40. NapameTp Max Distance:

PEHIEPUHT, a TaKKe T03BOJsIET M30eKaTh OTPAKEHUN MaJeKO HAXOJst-
MIMXCST TPEMETOB.

Fade to end color (Cmas k KOHEYHOMY TIBETY) — TIPH BRITOYEHUN ITON
OTITINY TPAJIMEHT OTPAKEHNI CTPeMUTCS K aToMy 11BeTy. [Ipn oTkmouen-
HOH OIIINW TPAJUEHT OTPaKeHUH CTPEMUTCS K IBETY OKpyskeHus. [lep-
BBIH TIPETIOUTUTETIEH /IJISI THTEPhEPHBIX (3aKPBITHIX ) CII€H, BTOPOH — /JIs
9KCTePhepHBIX (HApysKHBIX). [locTymHo, TobKO Korma Max Distance
BKJTIOYEH.

Max Trace Depth (MakcumasbHas riiyOrHaA TPACCUPOBKH) — KOTZA
rIyOrHA TPACCUPOBKY COOTBETCTBYET YKA3aHHOMY UHCJIY STOTO MapaMeT-
pa, MaTepuas BefeT cebst, Kak ecatu 6b1 6uimn BKouenst ommun Highlights
+ FG Only, To ecTb TOJBKO CBEUEHHE U IMYJTMPOBAHHbBIE OTPAKEHUST, KO-
TopbIe JesatoTcs ¢ nomorsio Final Gathering.

Cutoff Threshold (ITopor cpesa) — TOPOrOBBIN YPOBEHb, IIPU KOTO-
POM OTKJIFOYAETCST TPACCUPOBKA JIyYell, COOTBETCTBEHHO, U OTPAKEHUE
TOJKE TPEKPAIIAETCS. ITO OTHOCUTETHHOE 3HAYEHNE: HATIPUMED, 3HAUEHUE
o ymosndanuio 0.01 o3HavaeT, 4TO JIydyn, KOTOPBIE COCTABJISIIOT MEHBITIE
OTHOTO TPOoIeHTa (DUHATBHOTO MTUKCEJsT, UTHOPUPYIOTCs. 3uadenue (.25
O3Hayaert, 4To mental ray MTHOPUPYET JIydH, COCTABJISIFOIINE MEHBIIIE YeT-
BepTU (PUHATHHOTO MTUKCEJIS.
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Puc. 3.41. NapameTp Trace Depth:
1 (cneBa napa 06bEKTOB); 2 (CnpaBa napa 06bekToB)

Puc. 3.42. Trace Depth: 3 (cnesa napa o6bekToB); 4 (crnpaBa napa 06bHLEKTOB)

PaccmorpuM maHHbIil mapaMerp Gosee gerasnbho. Ha puc. 3.43 mud-
dysHbIi 1BeT cdep yepHbIl, oTpaskeHue Oeioe, YPOBEHb OTpasKaeMo-
ctu 0,2.

Kaxk BuzHo, sHauenue mapamerpa Cutoff Threshold npu temHoM -
(by3HOM TIBeTe OYEHDb CUJIBHO BJIUSIET HA OTPAsKEHHE.

[= ‘Main material |
r Diffuse

Diffuse Level:  [10 3 coor: [N |
 Reflection

Refecomty:  [5.2 2] color: ]|
Glossiness: 1o IS [ Fast (interpolate)

E Cptions |
rReflections
I™ Max Distance [o0an =t
I~ Fade to end color -J
Max Trace Depth: |4— =
s

Puc. 3.43. NapameTp Cutoff Threshold:
0,01 (cnesa); 0,25 (B ueHTpe); 0,50 (cnpasa)



Ha puc. 3.44 muddysHbrii net cdep cepbiil, oTpakenue 6eioe, ypo-

BeHb oTpaskaemocTu 0,2.
Kak MbI BUZUM B 3TOM TIpuMepe, 3HaueHue napamerpa Cutoff Thre-

shold npu cBeTioM MUhhy3HOM 1IBETE HE TAK CUIIBHO BJIUSIET HA OTPaske-
HIe. DTO O3HAYAET, YTO MBI MOJKEM TOHSITH TOPOTOBOE 3HAUYEHHE Tapa-

MeETpa JiAA YCKOPEHUA PEH/ICPpUHTA.

|- Main material parameters
- Diffuse
Diffuse Level: 1,0 ﬂ Color: -J
Roughness: 0,0 QJ
| i~ Reflection
\ Reflectivity: 0,2 [ coor: [ | |
b I 5 Glossiness: 1,0 || I Fast (interpolate)
[= Advanced Rendering Options.
rReflections
™ Max Distance 0,0m | =]
I~ Fade to end color -J
Max Trace Depth: 4 ﬂ
o

Puc. 3.44. NMapameTp Cutoff Threshold:
0,01 (cneBa); 0,25 (B ueHTpe); 0,50 (cnpasa)

REFRACTION (['PYTITIA TPEJTOMJIEHUS )
Hactpoiika ontumunzarnuu st npesomiaeHns: (MPO3pavyHOCTH) OUY€Hb

6JM3Ka K HaCTPOHKaM oOTpakeHuil. VICK/IIOUueHHe COCTaBJSET TOJBKO
Color at Max Distance (I[Ber B 3aBUCUMOCTH OT PaCCTOSHIS ), KOTOpast

BeJleT cebst TT0-/IPYTOMY.

Refraction
[~ Max Distance W ﬂ
I~ Color at Max Distance -J
Max Trace Depth: IS— ﬂ
Cutoff Threshold: IT ﬂ

Puc. 3.45. PaclumpeHHas HacTpoiika
napameTpoB NPeNoMIEHN

Max Distance (MakcuMasibHOE PACCTOSTHUE) — TIO3BOJISIET OTPAHUYU-
BaTh NPEJOMJICHUE HA ONIpe/ieIeHHOEe PACCTOSTHIE. JTO MOKET YCKOPUTD
PEHIIEPUHT U TO3BOJISIET M30EKATH TPETOMIIEHUS TATEKO HAXOMSIIAXCS
MPEIMETOB.

Color at Max Distance (I[BeT B 3aBHCUMOCTH OT PACCTOSTHUS) — TIPH
BRJIIOUEHUH JIAHHOM OTIIINY MaTepUall CHMYJIUPYeT (PU3MIECKU TTPABIIIb-
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Hyto abcopbrmto. Ha paccrosuum, ykasanHom B Max Distance, mpe-
JIOMJIEHHBIH JIyd WMeeT 11BeT, ykasanubiii B Color at Max Distance, Ho
CaMU JIYy4YHM HE OTPAHUYINBAIOTCA. HpI/I IIBOf/iHOM PaCCTOAHNU BJIUAHHNE OIT-
uu Color at Max Distance yaBauBaercst, TPy MOJOBUHE TUCTAHIIAN —
YMEHBIAETCST HATTOJIOBUHY U T. [I.

[Ipn BBIKITOYEHNN TAHHOW OMIUW JIyYW TTPO3PAYHOCTH MPOCTO CTpe-
MSITCS K YEPHOMY IIBETY, TIOJOOHO TOMY, KaK MaTOBOE CTEKJIO U JAPyTHe
MTOTJIONIAONINE CBET MaTepuasbl. [IpermMyInecTBO B IPOU3BOIUTETHHO-
CTH TaKOe e, Kak ¥ 1pu ucnosibzoBannu Max Distance /17151 oTpakeHuii:
TPacCUPOBKa KOPOTKHUX Jiyueil ObicTpee — puc. 3.46.

Puc. 3.46. NMapameTtp Color at Max Distance,
cnesa Hanpaso: Max Distance BbIklO4EH;
crnaj, B YEPHbI LBET; Craf B CUHUI LBET; cnaf, B KPaCHbIN LBET

Max Trace Depth (MakcumasbHas TIyOMHA TPACCUPOBKU) — IIPH
JMOCTHIKEHUU HTOW TIyOUHBI TPACCUPOBKHU JIydel MPeJOMJICHUST MaTepu-
ajt mepecraet npeIoMisTh aydu. COOTBETCTBEHHO, OOBEKThI Ha JIajbHEM
IiaHe He OY/AYT BUAHBI M3-32 MEPEKPHIBAIOLINX UX OOBEKTOB TIEPEHETO
mwiana. Kak mokasano Ha puc. 3.47, ciesa napamerp Max Trace Depth
YCTAHOBJIEH B 3HAYEHUE 2, ¥ Mbl BUIMM, YTO TOJIBKO IBA JIy4a MPOIILIH
B (by:Kep, He BUIIEH laske BTOPOI (ysKep 3a IIEPBBIM, HE TOBOPS YK€ O TPETh-
€M, CTOSIIIIEM €Ill€e JIAJIbIIE U TIEPEKPhIBAIONIEMCST BTOPBIM U TIEPBBIM.

Cutoff Threshold (ITopor cpesa) — HOPOTOBbII YPOBEHD, IPU KOTOPOM
OTKJIIOUAETCST TPACCUPOBKA JIy4eill INpesoMJeHUus. JTO OTHOCHUTEIbHOE
3HaYeHue: Hanpumep, 3Hauenre 1o ymoauanuio 0.01 osHavaer, uto Jyuwu,
KOTOPBIE COCTABJISIIOT MeHblIe 1% (hUHATBHOTO MUKCEJIsl, ATHOPUPYIOTCSI.
3uavenwue 0.25 ozHauaet, yTo mental ray UTHOPUPYET JIydyr, COCTABIISIO-
11 MEHbIIIE YeTBEPTH (DIHAIIBHOTO ITHKCEJIS.
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Puc. 3.47. NapameTtp Trace Depth: 2 (cnesa); 5 (B ueHTpe); 10 (cnpasa)

ADVANCED REFLECTIVITY OPTIONS
(PACHIVMPEHHBIE OTIIIUN OTPAKEHUS )

Advanced Reflectivity Options
[v visible area lights cause no Highlights
v skip reflections on inside (except total internal reflection)
Relative Intensity of Highlights o =

Puc. 3.48. JononHUTenbHblE HACTPONKN
napamMeTpoB OTPaXeHus

Visible area lights cause no Highlights (Buaumbie 6auku ot ucTou-
HUKOB CBeTa) — KOT/[a OTIIUSI BKJIIOUEHA, ICTOUYHUKY cBeTa mental ray (mr
Area Omni u mr Area Spotlight) ¢ Bxiouennoii oniueit Show Icon In
Renderer (Oto6paxaTh HCTOUHUK NIPU PEHIEPUHTE) HE JAIOT OTPAKAIO-
1ero ceeta. [1o yMOJIYaHWIo ONIUS BKJIIOYEHA.

JlaHHbIN napaMeTp Mbl He Oy/1eM paccMaTpuBarh GoJiee 1eTaIbHO, TAK
Kak GyJIeM 0JIb30BaThCsT (POTOMETPUUECKUMU UCTOYHUKAMU CBETA.

Skip reflections on inside (except total internal reflection) (TIpo-
MyCKaTh OTPAKEHUST BHYTPH (32 UCKJIIOUYEHUEM TTOJTHOTO BHYTPEHHETO OT-
paxenust)) — 6OMbIast 4YacTh OTPAKEHUN BHYTPH MTPO3PAYHBIX OOBEKTOB
oueHb cjabas, 32 UCKIIOUEHNEM HEKOTOPBIX CIYYaeB B ONpPEAEJEHHBIX
yIJIaX, U3BECTHBIX KaK abCOMIOTHOE BHyTpEeHHee oTpaxenue (total inter-
nal reflection (TIR). Tpu BrJItOUEHNH 3TO# ONIMU CKOPOCTH PEHIEPUHTA
YBEJUUUBAETCSI 32 CYET TOTO, UYTO ITU CJA0Oble OTPAKEHUs] BHYTPH IIPO-
3paYHbIX 0OBEKTOB UTHOPUPYIOTCS.

Relative Intensity of Highlights (OTHOCuTeIbHAS MHTEHCUBHOCTD
GJMKOB) — ONpe/IesIsieT MHTEHCUBHOCT OJIMKOB M0 OTHOIIEHUTO K WHTEH-
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CUBHOCTH peaybHbIX oTpaskenuii. IIpu 1.0 06a 3HaueHUST UHTEHCUBHOCTH
PaBHBI. Meumnblltee 3HaYeHNE TOHUKAET UHTEHCUBHOCTD 6JII/IKOB OTHOCHU-
TeJIbHO OTpakeHUl, u Hao60poT. OCOOEHHO 3aMETHO BIUSHUE ITOTO Ia-
paMeTpa IMpU CMasaHHBIX MOJYMATOBBIX OTPAKEHUSX, KaK MOKa3aHO Ha
puc. 3.49. Ko Bcem yanraM mpuMeHeH MOJTYTISHIIEBBIN MaTepras ¢ mapa-
meTtpoM ruisiHia 0,6.

Puc. 3.49. NapameTtp Relative Intensity of Highlights,
cnea Hanpago: 0,25; 1,00; 5,00; 10,00

ADVANCED TRANSPARENCY OPTIONS
(PACIHI/IPEHHbIE ITAPAMETPbI HPOSPA‘IHOCTI/I)

Advanced Transparency Options
Glass / Translucency treat objects as...
¢ Thin-walled (can use single faces)
When Caustics are enabled, transparent objects:
" Refract light and generate Caustic effects
@ se Transparent Shadows
¥ Back Face Culing
I™ Transparency propagates Alpha channel

Puc. 3.50. JononHntensHble HACTPONKN
napamMeTpoB NPO3Pa4YHOCTU

Glass/Translucency treat objects as... (Glass/Translucency o6paba-
ThIBaTh OOBEKT KaK...):

e Solid (ITesnpHbIIT) — 00BEKT BezieT cebst, Kak ecJiv ObI OH OBLI C/le/IaH
13 OJIHOPOIHON MTPO3PAYHON CYyOCTAHITI;

¢ Thin-walled (TonkocTeHnbIit) — 00BEKT BemeT cebst, Kak ecau ObI
OH GBI CIeTaH U3 04€Hb TOHKUX JIMCTOB IIPO3PAauHOTO MaTEpPHaJIa.
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Ha puc. 3.51 gan nmpuMep pasjnvHLIX TUIIOB Mpo3padHocTy. JleBas
yaia 6eper sHayeHue npesomaerns 1o IOR. Y yainku B 1ieHTpe 3HaYeHne
KPUBOH YCTAHOBJICHO BPYUYHYIO, CJIELYIONTIM 06pasoM: o yrioM 90° oT-
pakenue paBHo 1,0, moz yriom 0° orpaskenue pasHo 0,2, — 1 TO3TOMY OHA
BBITJIAAUT HEMHOT'O METAJVIM3SUPOBAHHBIM CTEKJIOM. HpaBaH JalllKa UMeeT
Ty ke BRDF-kpuByto, 4To 1 cpennss damia, HO TPO3PavyHOCTh YCTAHOB-
JieHa B peskuM thin-walled.

Puc. 3.51. PasnnyHble TMnbl Npo3payHoCcTn

When Caustics are enabled, transparent objects: (Korza paspemiena
KayCTUKA, TIPO3PAYHbIe OOBEKTHL: ) — €CJIM KayCTUKA OTKJIIOUYEHA, MATEPUAI
Arch & Design ucnosbsyer meizep shadow, uto6b1 cozpaTh npospadHbie
tenu. JIJist 0ObEKTOB, TAKMX KaK OKOHHbBIE CTEKJIA, TO BIIOJHE MOJAXO/IHT,
1 PaKTUYECKU PEe3yJIBTAT JIyUllle, 4eM UCIIOIb30BAHUE KayCTUKU, TTOTOMY
4TO MPSMOM CBET MPOXOAUT GoJiee WU MeHee OGeCIPenaTCTBEHHO Yepes
CTEKJIO B IOMEIIEHUE,

O6bIYHO BKJIIOYEHME KayCTUKY B mental ray 3acTaBisieT Bce MaTepua-
JIBI TIEpecTaTh OTOPACHIBATD TPO3PAUYHbIE TEHU M BMECTO 3TOTO TEHEPUPO-
BaTh KayCTUKY. B GOJIBINMHCTBE apXUTEKTYPHBIX CIIEH 9TO HEsKeJaTesb-
HO; HAmpuMmep, HaM Obl XOTEJIOCh, YTOOBI CTEKISHHOE XYyI0KECTBEHHOE
oopmIIeHIEe HA CTOJIE TEHEPUPOBAJIO KAYCTHUKY, HO TAKKe YTOOBI M OKHA B
KOMHaTe IPOIyCKaau HOPMaJIbHBIN NpsMoii cBeT. JlaHHas omnius jesaer
HTO BO3MOKHBIM Ha YPOBHE MAaTEPUAJIOB.

Refract light and generate Caustic effects (IIpesiomisiTs cBeT 1 reHe-
pupoBaTh 3 HEKT KAYCTUKU ) — MATEPHUAJI ITPEJIOMJISIET CBET U TeHEPUPYET
KayCTHKY.
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Use Transparent Shadows (Vcnosib30BaTh 1Ipo3paytble TeHU) — 3¢-
(eKT KayCTUKY He TEHEPUPYETCsT, MaTepUal 00bEKTa MPOCTO MPOMYCKAET
CBET, 3aTEHsAS €T0 B 3aBUCUMOCTH OT IIJIOTHOCTU OOBEKTA.

Ha puc. 3.52 cieBa pesyabrar ¢ ucrnosb3oBanuem ormuu Use Trans-
parent Shadows, cripaBa — pesyJisrar ¢ oniueil Refract light and gener-
ate Caustic effects. Mbl MOxeM cBOOOZHO CMENIMBATh 9TU ABa criocoba
B oxHOM mpoekte. DOTOHBI aBTOMATUYECKH PACCMATPUBAIOTCS COOTBET-
CTBEHHO CO BCTPOEHHBIM HIeifepoM (POTOHOB, IIPOXOS IPAMO KaK IIpsI-
MO CBET B NMEPBOM CJiydae M OyaydH TIPETOMJIEHHBIM KaK KayCTHKA BO
BTOpOM. Peub 0 kaycTuke 110liieT B 4eTBepTOi I1aBe.

Puc. 3.52. Using transparent shadows (cnesa);
Using refractive caustics (cnpasa)

Back Face Culling (Orobpaskenue 3ajHUX TrpaHeii) — aTa OIIUs
BKJIIOYaeT OCOOBI METOJI, KOTOPBI JeJIaeT MOBEPXHOCTH HEBUAUMBIMU
JUISL KaMePBbI ¢ 00paTHO# cTOpOHbI 00beKTa. Ero MoKHO nComb30BaTh A1t
CO3IaHUST <BOJIIEOHBIX CTE€H» B KOMHate. EC/iM Bce CTEHBI — TIOCKOCTH
C HOpMaJIAMU, HallpaBJICHHBIMN BHypr, OV ITO3BOJIAECT BI/I3yaJH/I3I/IpO‘
BaThb KOMHaTy C «BHeHlHeﬁ CTOPOHBI». KaMepa MOJXET «BUJAETh» BCE, 4TO
HaXOoaAuTCAa BHyTpI/I KOMHAaTbI, CKBO3b CTE€HDBI, CTCHBI 6yI[yT Cy]_[[eCTBOBaTb
n 0T6paCbIBaTb TEHU, OTpaKaTb d)OTOHbI u T. 1., OCTaBasiChb HEBUINUMbIMU,
KOT/Ia KaMepa CHapy Ku.

Transparency propagates Alpha channel (Boszeiictue mpospauto-
cTH Ha anb(da-KaHal) — OLPeIe/seT, Kak IPo3payHbie 00beKThl 06padaThi-
BaioT Jo0yto WHpopMauio aibda-KaHaaa Ha 3aHeM ILTaHe (oApoOHee
00 anbda-KaHae W APYTUX CJIOSX PEHAEPUHTA OTUCAHO B MSITOW IJIaBe).
[Tpu BrIIOYeHNM TIpeTOMIeHre U ApyTre ah(eKTh MPO3PAYHOCTH Tiepe-
naioT ajbg-KaHaa GoHa «depes» IPO3PadYHblil 00beKT. IIpy BHIKIIOUeHIH
y TPO3paYHbIX 00BEKTOB aTb(ha-KaHaa HENPO3PAYECH.
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Puc. 3.53. Onumsa Back Face Culling:
BbIKJIOYEHA (CNeBa); BKOYEHa (cnpasa)

INDIRECT ILLUMINATION OPTIONS

(Onuum OTPAKEHHOTO OCBENIEHNA )

FG/GI multiplier (FG/GI-MHO)XUTEIB) — TO3BOJISIET HACTPAUBATh,
HACKOJIBKO CHJIBHO MAaTePUaJ PEaTUPYeT Ha OTPAaKEHHBIH CBET.

FG Quality (KauectBo FG) — MHOXWUTEND /7SI KOJUIECTBA JIydeit
(Final Gather), HampaB/ieHHBIX Ha MaTE€pUAJL.

Bosee moapo6uo Final Gather (FG) u Global Illumination (GI) mbr
pPacCMOTPUM B YETBEPTOH TJIaBe.

Indirect Ilumination Options
FG/GI multiplier: |1,0— ﬂJ
FG Quality: Lo (=

Puc. 3.54. HacTpoiika BAnsHus
OCBELLEHNSI OTPaXEHHbIM CBETOM
Ha ypOBHe maTtepuana

Self lllumination (Glow)
(CamoceeyeHue (Cusinue))

ITH TapaMeTphl MO3BOJISIIOT YKA3bIBATh XapPaKTEPUCTUKU CBETSIIHXCSI
nmoBepxHocTelt Marepuana Arch & Design, Hampumep adberT HEOHOBON
MTOJICBETKY WJIM CBeYeHUE IKPAHA MOHUTOPA.

CaMOCBeTSIasCs MOBEPXHOCTD HA CAMOM JIeJie He UCITYCKAET CBETa, HO
B HEKOTOPOM POJI€ OHA MOJKET BBICTYTIATh B POJIA MCTOYHUKA OTPASKEHHO-
TO CBeTa, HalpUMep Kor/a Ha Hee aeiictByet ahdext Final Gather, takum
06pa3oM 3Ta MOBEPXHOCTH MOKET BJIUATH Ha OCBEIIEHHUE BCEH CIIEHBI.



| - Self lumination {Glow)
r ¥ self Humination (Glow)
r—Color

- IDBSIIIuminant (Refer Filter ]
& Kelvin: |55[)01[) ﬂ

rLuminance

@ Physical Units: (cd /m3) |1soo,o ] ﬂ
£ Unitless
—Glow options

[V visible in Reflections
[ IHluminates the Scene {(when using FG)

Puc. 3.55. Hactpoiika
addeKTOB CBEHEHMS MaTepmana

Self Illumination (Glow) (CamocBeueHue, cusiHue) — MpU BKIIOYE-
HUM MaTEPUAJ CTAHOBUTCST CBETSIIUMCS, TTOCTE aKTHBAIIMN CaMOCBede-
HIIST CTAHOBSITCST IOCTYTTHBIMU CJTEYIONINE HACTPOHKH.

Coror (I'PyTilIA TAPAMETPOB TIBETA)
Yr1o6b1 YCTAaHOBUTD IIBET CBE€YECHU A, HYKHO BbI6paTI) OIIIIUIO 1 HaCTPO-
WTb €€ ITapaMeTpPhI:

e Light (Cser) BbiOupaer 06001IEHHbIE XaPAKTEPUCTUKY CIIEKTPA,
KOTOPBIE UMEIOT OOJIBIIMHCTBO JIAMIT,

e Kelvin (KenbBrHbI) yCTaHABJUBAET L[BET CBETSIIENCS TOBEPXHO-
CTH TIPH TIOMOIIY YCTAHOBKY TEMIIEPAaTypPHOTO I1BeTa. TeMrieparypa
yKa3bIBaeTcs B rpajiycax 1o Kenbsuny;

e Filter Color (Ilger Guibrp) sazaer 1BeToBOM (GUIBTD, YTOOBI CU-
MyapoBath 3 GeKT cBeTOGUIBTPA, TOMENEHHOTO HaJl CBETSIIIeH-
cs1 noBepxHocThio. Hanpumep, KpacHbIi (bUJIBTp Hafl OeJIbIM CBETSI-
IUMCsI HCTOYHUKOM OTOpachIBaeT KPACHbIIl CBET Ha CLIEHY.

LUMINANCE (I'PYIITIA CBEUEHWSA)
qTO6I)I YCTaHOBUTD APKOCTH CBEYECHUA ITIOBEPXHOCTH, H€O6XO[[I/IMO BbI-
Gparth OIIMIO U HACTPOUTD IU(POBON MapaMeTp:

o Physical Units (Dusnueckre BeJUYNHBI) YCTAHABIUBAET SIPKOCTh
B KaH/IeslaX Ha KBaJIPATHBIN MeTp. JTO (puanyeckoe 3HaYCHUE YUH-
TBIBAeT KTy (PU3NYECKOTO U3MEHEHUS IPKOCTH;

e Unitless (6e3 BeqMUWH) WCHOJIB3YET TPOU3BOJIbHBIE YKMCIOBBIE
3HauEHUS SIPKOCTH.

Ta6JII/IH3. ITOKa3bIBA€T HEKOTOPbIE 3HAYCHUA PEaJTbHOTI'O CBEYECHMA.
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Ta6nuua 3.1. 3Ha4yeHna peanbHOro CBe4eHust

O6GBbeKT :2::,‘;3;
CRT TenesuanoHHbI 3kpaH 250
Kugkokpuctananydecknii skpan 140
LED-naHenb anekTpoHHOro ycrtporictea Tvna DVD-npouvrpeisarens 100
MaroBas nMH3a HanpOTUB HACTONBHON Namrbl 10 000
MaroBsas MH3a HanPOTNB rayIOreHHOW amribl 10 000
BHelwHss 4acTb KepamMmnyeckon namnel C AeKopaTviBHbIM abaxypom 1300
BHYTpeHHAs 4aCTb Kepammn4eCKomn namrbl C 4EKOPATVIBHBLIM abaxypom 2500
MaroBas namna BHyTpY AeKopaTvBHOro abaxypa 210000

NieHne B OoTpaxeHusx. Ecnn yBennyeHne CamnianHra oTpaxeHui
B Npo6GNIEMHOM MaTepuane He yny4laeT cuTyaumm, To CTOUT NOHU-
3UTb 3Ha4YeHMe B cyeTyumke rpynnel Luminance ('pynna ceeyeHus).

@ Ha 3ameTKy: CIMLLIKOM SipKME NOBEPXHOCTM MOTYT Bbi3BaTh 3aLUyM-

Grow OpTIONS (I'Py1IIIA ONimii CBEYEHNA)

Visible in Reflections (BuayMelii B OTpaskeHnn) — IPU BKIIOYEHUN
CBeUYEHUeE MOSIBJISIETCS B OTPAKEHUSIX HA IPYTUX 00beKTax. [Ipu BBIKJIIO-
YEHUU — OTPAIKAIOTCA TOJILKO OOBEKTHI, HO CBEYEHUE HE OTPAKAETCS.

Illuminates the Scene (when using GI) (Ocsemars cueny (kKorza
ucnonbssdyercs FG)) — 1pu 3aj1eiicTBOBAHHOM B Ka4eCTBE OCBEIEHUS OT-
pasKeHHBIM CBETOM TOJIbKO Final Gather cBeTsiasicst TOBEPXHOCTD BBICTY-
[aeT B POJIM HCTOYHUKA OTPAKEHHOTO CBETA U BJIUSET Ha ocBelnenue Final
Gather B ciiere. [1pu BBIKJTIOUEHUH JAHHOTO TTAPAMETPa OTPAKEHHbII CBET
00BbeKTa He BJMSIET Ha 00lee OCBelleHUe CIICHDL.

Puc. 3.56. CeeTawmecs cdepbl BAMSIOT HA OCBELLLEHME CLIEHbI (CneBa);
cBeTsLWmecs chepbl He BISIOT HA OCBELLEHME CLEHbI (CnpaBa)
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Special Effects (Oco0Obie acpdekTsbi)

Ambient Occlusion (nanee AQ) — 9T0 alIrOpUTM, UMUTUPYIOIINI o heKT
TeHeBOTO pedierca Ha 6IM3K0 PACTIOIOKEHHBIX 0O HEKTaX.

B peanbHOI JKU3HU OCBEIIEHHBIN 0OBEKT UMEET HECKOJIHKO KOMITO-
HEHT ocBellleHHOCTU. [I711 IpuMepa pacCMOTPUM IIWJIMHAD Ha TOPU30H-
TaJIbHOI IIOBEPXHOCTH, OKPY’KEHHbII OOKOBBIMU IIJIOCKOCTSIMU, pHC. 3.57.

CeeTr

MonyTeHb

TeHb
OTpax&HHBbIA CBET

Achdpexr AO

Puc. 3.57. OcBelleHHbIN 00beKT
1 KOMIMOHEHTbI OCBELLEHHOCTUN

[lumHAp MMeeT JIOKaJIbHbIe KOMIIOHEHTBI (KOTODbIE HE 3aBHUCST OT
APYTUX 0GBEKTOR): CBET, TEHb, TTOAyTeHb. OIHAKO €CTh elle U TIobaabHast
KOMITOHEHTa — TeHeBoll pediekc (OH 3aBUCHUT OT TOTO, KAKUMU JAPYTHUMU
06bEeKTaMU OKPYIKEH IIUIUHID).

OTpaKeHHBII CBET TOSIBJSETCS TOTZAA, KOTJA HA TEHEBYIO CTOPOHY
IUJIMHAPA MaJaeT OTPAKEHHBIH CBET OT APYTUX 0OBEKTOB (HAIpHUMeEp,
OT MJIOCKOCTH, Ha KOTOPO#i JIXKUT UAUHIP). TakuM 06pa3oM, 0OCHOBHAsT
YacTh TEHEBOW CTOPOHBI CTAHOBUTCS cBeTJiee (pedeKCUpyeT), B TO Bpe-
MsI KaK ee TPAHUIIBI OCTAIOTCS TEMHBIME (TaK KaK HA HUX ITAJIaeT MEHbIIIE
OTPasKEHHOTO CBETA B CUJTYy WX GJM3KOTO PACTIONOKEHUS OTHOCUTENHHO
JIPYT ZpyTa).

[Mosyuusinecs: 6ojiee TeMHbIe TpaHullbl cBeTa U TeHn (addext AO Ha
puc. 3.58) smyaupyior anroputm Ambient Occlusion. Ou mossosiser mo-
JIYYUTb YIIPOIIEHHBIN PHUCYHOK 3aT€HEHUs TIOBEPXHOCTU B MECTAX TAKUX
TPAHUI] U CTHIKOB MEKIY OOHEKTAML.

Ambient occlusion yaiie BCero BbIYIC/IAETCS IIyTeM II0CTPOEHH JIydeid,
UCXOJSIINX U3 TOYKU TIOBEPXHOCTHU BO BCEX HATIPABJIEHUSIX, C TIOCTIELYIO-
1eil UX MPOBEPKOIT Ha TiepecedeHue ¢ ApyruMu obbektamu. JIyuu, goctur-
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HyBIIMe (hOHA UK «Hebay, YBEJUUUBAIOT SIPKOCTh TIOBEPXHOCTH, B TO BPe-
M KaK JIy9H, TTePECEKAIOTINe APyTHe 00HEKTHI, He TOOABISIOT SIPKOCTH.
B pesysibrate TOYKH, OKPYKEHHbBIE OOJBIIAM KOJHMYECTBOM T€OMETPHU,
OTPHUCOBLIBAIOTCS KaK H0OJIee TeMHBIE,  TOUKHU C MATBIM KOJIMIECTBOM Te0-
METPHUU B BUAUMOI Tostycdepe — cBeTabiMu (puc. 3.58).

-

(¢

bl
4

Ha puc. 3.59 nokaszan npumep npumetenns AO k ciiere. OcobGeHHO
3ameTHO BausHue AQ Ha OTOJKE B YTIJIaX MOMEIIEHUS.

Puc. 3.58. Mpumep npumeHerns AO B cueHe

Puc. 3.59. Be3 npumeHeHust AO (cnesa); ¢ npumeHeHnem AO (cnpasa)



AMBIENT OccLusioN (I'pynina AO)

[V Ambient Occlusion

Samples: |16— ﬂ
Max Distance: IW ﬂ
[ Use Color From Other Materials (Exact AQ)

Shadow Color: I |

# Custom Ambient Light - J

" Global Ambient Light Color

Puc. 3.60. MNapameTpsl Ambient Occlusion

Yerxo6okc Ambient Occlusion — Bxitouaer anroputm AO U OIIINAH TI0
€To HacTpoIiKe.

Samples (CoMILIbI) — KOJUYECTBO CIMILIOB (JIydel), UCITYCKaeMbIX
mist pacyera u cosnpanuss AQ. Uem Gosibliiee KOJTMIECTBO CIMILIOB 3a/a-
HO, TeM GoJiee TTaBHBIM TIosy4yaeTcss 3 ekt 3aTeHeHust u pedIIercos,
OJTHAKO BpPeMs PeHJIEpPUHTA Bo3pacTaeT. YeM MeHbIlle — TeM 3aTeHeHue 1
pedtexchl GoJiee 3epHUCTBIE U IIYMHbBIE, HO PEHAEPUHT 6ojiee GBICTPHIIL.
3HaueHus B quanasoHe 16—64 1ocTaTOUHBI JJIsT UCTIOJNB30BAHUS B GOJIb-
IITUHCTBE CJTyYaeB.

Max Distance (MakcuMajibHOE PACCTOSTHUE) — OTIPEENISIET MaKCH-
MaJIbHbBIH panuyc, B peiesiaX KOTOPOTO aHATU3UPYIOTCS OOBEKTHI BOKPYT
BBIYUCTISIEMON TOYKM.

Huskue 3HaueHust QUCTAHIIMKM TTO3BOJISIIOT OrpaHnduth agdexr AO
B TIpeieiaX MEJIKWX JieTajiell reoMeTpuu (1IeJIH, IeTaau OTIEIKH, TeKOpa-
TUBHbIE 3JIEMEHTBI ) ¥ TIPOU3BOIUTD O0Jiee GBICTPBIN pacyer.

Bbicokue 3HaueHWST yBETMYUBAIOT TIOMIAAb /IS aHAIN3a OKPYsKalo-
el reoMmeTpun (CTEHbI, KOMHATBHI ), HO M YBEJIMUUBAIOT BPEeMsI PeHIepa.

Crenytomuii pUCyHOK TOKA3bIBAET PA3HUILY MEXKIY MaJeHbKUM 3Ha-
yeHreM mapameTpa Max Distance u 601bIInM:

Puc. 3.61. Max Distance 5 cm (cnesa); 250 cm (cnpasa)
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Use Color From Other Materials (Exact AO) (ucrosib30BaHue I[BETa
Marepuajia IPyrux 00beKTOB) — ITOT IAPAMETP MO3BOJISIET UCIOIb30BATh
B pacuere AQ He TOJBKO TEOMETPHUIO OKPYIKAMOIINX OOBEKTOB, HO U MX I[BET
IS co3/laimst GoJiee PeaIuCTHIHOTO U MpaBAnBoro abhdekra. Hampumep,
JaHHAsI OIS [TO3BOJIUT MOJYYUTH GOJIee CBETIIOE 3aTEHEHNE OT OOBEKTa
C IPKUM MaTepUajioM U O0JIee TEMHOE OT 0OBEKTA C TEMHBIM MaTEPHAJIOM.

Ha cnenyrorieir mape nimiocTpanmii mepBblil pUCYHOK TTOKa3bIBAeT TH-
MIYHYT0 TPpo6eMy TpaauiimonHOTO AQ, TIPH KOTOPOM 3aTEHSTIOTCS JII0ObIE
IPaHUIIBI TEOMETPUH BHE 3aBUCUMOCTH OT MaTepuaia. ObpaTure BHUMA-
HUE Ha CBETSIIYIOCs chepy, KoTopasi IMeeT SIBHOE 3aTeHeHe o COOOM,
XOT$ r0 TaM He J0JKHO ObITh (cepa cBeTuTcst). TaksKe MOKHO 3aMETHTD,
uT0 adpdext AO Ha ITOJIy OKOJIO OCBEIEHHOH rpaHu 6eI0To KyOa CIUIIKOM
TEMHBIN 11 HeeCTeCTBEeHHBIN. To Jke caMoe OTHOCUTCST 1 KO MHOTUM JIPYTUM
3aTeHEHUSIM Ha PUCYHKe (3aTeHeHre M0/ KPACHBIM IAPOM, HATIPUMED ).

Bropoii pucyHok uimoctpupyer ucnosbszoBanue omiun Use Color
From Other Materials. IIpu atom perraercs 1mpobieMa HeeCTeCTBEHHBIX
¥ CJTUTIKOM TEMHBIX 3aTeHeHni. Ha prcyHKe 1Mo KOppeKTHO OCBeIaeTcst
cepoii, CBET 0T KOTOPOH IMolafaeT Ha rpaHb 6eIoTo KyOa, OCBEIAET ee U
OJI Y ee OCHOBaHUsI. 3aTeHEeHHUe MOl KPACHBIM IApOM CTaslo OOJiee MsIT-
KUM U IIPUHSJIO KPACHBIM OTTEHOK OT MaTepuaja caMoro mapa.

Takum o6pasom, omius Use Color From Other Materials pemnraer
pobJIeMy Ype3MEPHOI TIPOCTOTHI, YIIPOIIEHHOCTH U TPYOOCTH TPAIUIIH-
onnoro ajropurMa AO B CJIOKHBIX CIIEHAX CO MHOKECTBOM MCTOYHUKOB
CBE€Ta U Pa3HBIMH MaTe€pHUaJIlaMH.

Puc. 3.62. NMapameTpsl Use Color From Other Materials:
BbIKJIIOYEH (CneBa); BKJOYEH (CripaBa)

Shadow Color (IIseT 3aTeHeHus1) — 9Ta OMIKsST PaGOTAET IO-PA3HOMY B
3aBUCUMOCTH OT TOTO, BKJIFoueH yuet 1Beta matepraia (Use Color From
Other Materials) v Her.

B cayuae, ecau ucnosibsyercss Tpaauiinonubii AO Ge3 ydera 1iBeTa
Marepuaja, JaHHas OIIKUs TTO3BOJISIET HACTPOUTh WHTEHCUBHOCTD U OT-
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TEHOK 3aTE€HEHHUsI, KOTOPOE CO3/IaeT airopuT™. Eciu iBeT OyaeT YepHBIi,
TO 3aTeHeHNe OyIeT MAaKCUMAIbHO sBHBIM. Ecytut Gestblil, TO 3aTeHeHUsE He
Gyner Boobuie. Ecim 1iBeT OyzeT He MOHOXPOMHBII (KPaCcHbI, 3e/IeHbIi,
CWHUH U T. ]I.), TO 3aTeHeHUe OYIET UMETh COOTBETCTBYIOIIMNA OTTEHOK.

S

Puc. 3.63. Shadow Color: 6enbiii (Cnesa); 4epHbI (B LLEHTPE); KPacCHbI (crpasa);
AddexT AO Hamnbonee 3ameTeH B 06BEAEHHbIX B PAMKUN 4acTsaX 0O bEKTOB

Korpma Bratouen yuer nsera Mmatepuaia (Use Color From Other Mate-
rials), oriiest Shadow Color paboraet mo-apyromy. B aToMm ciryuae otiust
onpe/eNseT yPoBeHb BO3AEHCTBYSA 1IBETa MaTepraia Ha TPAAUITHOHHBII
AO. Ecnm ycTaHOBJIEH YepHBIH I[BET, TO I[BET MaTepHaja MaKCUMAIbHO
BO3/IEIICTBYET Ha 3aTeHEHHe, a eCJI OEJIbIH, TO BOOOIIE He BO3IECHCTBYET.

Custom/Global Ambient Light Color (Bsi6opounsiii/TiobanbHbrit
1BeT 0OTEKAIONIEro CBETa) — 9Ta OIIIUSA MOX0Ka Ha MPEABILYILYIO, HO T10-
3BOJISIET yCTAHOBUTH OTTEHOK CBETJIBIX yYACTKOB MMOBEPXHOCTH (0OTEKaI0-
AT CBET), /711 KoTOPoi paccunThiBaeTcst AO, a He TeMHBIX (3aTeHeHue).

OnHa Mosker OpaTh 1BET U3 IIOOATBHBIX HACTPOEK OKPYsKeHUsT (OKHO
Environment and Effects) miu ycramaBamBaTh CBOH cOOCTBEHHDII.

RouND CORNERS (I'PYIIIIA CKPYIJIEHHBIE YIJIbI)

BosbimHeTBO M3006paskeHmii, co3aHHbix cpeactBamMu 3D-rpadukn,
MHOTJA KOKYTCST HEPEATUCTUYHBIMU U3-32 YETKUX M OCTPBIX YTIJIOB Ipa-
Hell, B TO BPeMsl Kak B PEaAbHOCTH Y GOJIBIIUHCTBA OOHEKTOB HEMHOTO
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Puc. 3.64. Custom Ambient Light: 4yepHbiin (no ymonyaHuio) (cneesa);
KpacCHbIN (B LLEHTPE); 3eNeHbll (Cnesa)

CKpPYTJIEHHbIE WJIM CKOIIEHHbIe yribl. Ha n306paskeHUsIX CKPYTIeHHbIE
YIJIBI OUEHb YaCTO «JIOBAT Ha cebe 6IUKN», uTo Jeaer u3obpaxkenue 6o-
Jiee yOeIuTeIbHbIM.

B Arch & Design-marepuasie MOKHO CO3IaTh UILTIO3HIO CKPYTJICHHBIX
Kpaes BO BpeMs1 peHjiepunra. biarogaps aToil onium HeT HeoGX0AMMOCTH
BHOCUTH B CAMy T€OMETPHUIO IOTIOJHUTEbHBIE TPaHu ¢ packamu. [lannas
OIIIHSE BO3/IEHCTBYET Ha 0OBEKT TOJNBKO TP PEH/IEPHUHTE, HE M3MEHSISI T€0-
METPUU B CIIEHE.

ITOT MeToA1 JielicTByeT ToA06HO sdderTam BhiyKI0ocTel (bump) u
HanboJIee 3aMETEH Ha OCTPBIX IPAHAX MTPOCTOI TEOMETPUH.

Round Corners (CxpyrieHHbBIE YIJIBI) — KOT/IA OTIUA BKJIOUYEHA, Ipa-
HU ¥ YTJIbI Ha BPEMsI PEH/IEPA CIIIAKUBAIOTCS (TeOMETPHs HUKAK He W3-
MEHSeTCS).

v Round Corners

Fillet Radius [0,0am 2] |

[~ Blend with Other Materials

and is only guaranteed to work on straight edges.

Mote:
’7 This is strictly a shading effect (ke a bump map)

Puc. 3.65. MapameTpbl «CKpyrieHns» yrnos
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Fillet Radius (Pamuyc acku) — 9Ta NI yKa3blBaeT paguyc hacKu
YIJIOB U TPaHeid.

Ha puc. 3.66 y sieBoii mapbl KyOMKOB OIIINS CTJIA)KEHHBIX YTJIOB OT-
KJIFOUEHA, a Y TPABOU TPYIIbl BKJIOUEHA, IPUYEM KPACHBIA KyO MMeer
3HaueHue paauyca packu 1 cm, cuHuii Ky6 — 3 cM.

Puc. 3.66. Fillet Radius: Bbiknto4eH (cneea); BKIOYEH (cnpasa)

Blend With Other Materials (CmemuBarth ¢ ApyruMy MaTepuajia-
MH) — [0 yMOJYaHUIO 3(GHEKT OKPYTIEHHUS BO3MEHCTBYET MEXKIY TO-
BEPXHOCTSIMU OJIHOTO U TOTO ke MaTepuasa. Eciiu BKIIOUUTD 9Ty ONIHIO,
naHHbIi 3 EKT OYAeT MPUMEHSITHCS K JIOOBIM JIPYTUM MaTEPUATIaM, CO-
MIPUKACAIOIIUMCSI ¢ OOBEKTOM, MATEPUAJ KOTOPOTO MMEET BKIIOYEHHYIO
OTIIUIO CTIAKUBAHUS TPaHe.

Ha puc. 3.67 y MmaTepuaJjia pacrijiaBJieHHOTO IIIOKOJIaJia BKJIIOYEHU OTI-
U CKPYIVIEHHBIX KPpa€B U OIIUA CMEIINBAHWA C APYTYUMHA MaTe€prUaaMu.
Ha pucynke MOXHO 3aMeTUTH B3aUMO/IEICTBUE PA3JIUYHBIX TUIIOB MaTe-
PHAJIOB C MAaTEPUAJIOM TIIOKOJIAIA.

Puc. 3.67. 9ddexT «ckpyrneHust» kpae. O6beKTbl B pacniaBiieHHOM LLIOoKoNaae
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Special Purpose Maps
(KapTbl 0cO00ro HasHauyeHus)

[= Special Purpose Maps |

W Bump ........ Jos 2] Nene

[~ Do not apply bumps to the diffuse shading

¥ Displacement .. .. [10 2] None

I | kot e e Nane
|7 Environment............ Mone
[V Additional Color .. ... .. ... None

Puc. 3.68. CBUTOK KapT 0c060ro Ha3HaAYeHUs

B nanHOM CBUTKe MaTepuaIy Ha3HAYAIOTCI KapThl BRIYKJIOCTEH, cMelre-
HUS U APYTHE TOTIOJHUTEIbHBIE KapTHL.

CrieBa OT KayKIOTO TTapaMeTpa MMeeTCsT UeKGOKC /75T BRITIOYEHS U BBI-
KJTIOUEHUST KapThI, CIIPaBa — KHOTIKA JJIsT OTIPeIe/ICHNS] KapThl.

Bump (BsimyksocTi) — M03BOJISIET IPUMEHNUTH ONMIIIO BeimykiaocTn
1 YCTAaHOBUTD €€ MHOKHUTEJTb.

Do not apply bumps to the diffuse shading (He npumeHsTh BBITYK-
J0cTH K nuddy3nn) — Koraa OTKII0YEHO, BBITYKJIOCTH TPIMEHSTIOTCS KO
BCEM KOMIIOHEHTaM Telzepa: muddysnn, GImKaM, OTPaKEHUSIM 1 T. ]I
Korza omnmms BKITIOYeHa, BBITYKIOCTH He IPUMEHSIOTCS K Anddysnu, HO
MIPUMEHSIOTCS Ha OTPAKEHUSAX, OIUKAX U T. 1.

Puc. 3.69. Onumnsa Do Not Apply Bumps:
BbIK/IOYEHA (CNeBa); BKAOYeHa (cnpasa)

Displacement (Cmerenre) — no3BoJisieT MPUMEHUTH KapTy CMelle-
HUS U ee MHOKUTEb.
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Cutout (Bripe3anne) — mo3BossieT IPUMEHUTD KapTy MTPO3PavyHOCTH
¢ yIaJIeHneM JacTeil 00beKTa IPU PeHIEPUHTE,

Kapra Boipesanust ropasno sdpdexruBHee U ObICTpee, 4YeM KapTa Ipo-
spaunoctu. Ha puc. 3.70 cupasa BujHbl O0Jjiee BbIPA3UTEIbHBIE TEHU OT
00beKTa TIOC/IE BBIPE3AHMSL.
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Puc. 3.70. TekcTypa-macka npo3padyHocTu (cnesa);
addekT npo3payHocTu (Opacity) (B LeHTpPE);
addekT BoipesaHus (Cutout) (cnpasa)

Environment (Oxpy:keHne) — TO3BOJISIET TPUMEHUTD KapTy OKPYyKe-
HUSL.

Self Illumination Color (IIBeT camocBeYeHusT) — yCTaHABIUBAET TEK-
CTYPHYIO KapTy CAaMOCBEYeHUsI I/ MaTePUaa.

UYariire BCero aTa OMITUs UCIOJIb3YeTCs [IJIsI IMUTAIUY CBEYEHUST MOHU-
TOpAa, TEJIEBU30Pa, SKpaHa MOOUIBHOrO Teaedona u T. 1. (puc. 3.71).

Puc. 3.71. Mpumep npumMmeHeHns TekctypHoi kapThl ana Self lllumination



AdononHnTtenbHbie UHCTPYMEHTbI
ANng padoTbl C MaTepuanamm

Onuua Material Override

Bo Bpemst TecTrpoBanusi Kak IPSIMOTO, TaK U BTOPUYHOTO OCBEIEHUS
MBI MOJKEM HA3HAYUTh, JOMYCTUM, GeJIblil MaTepual Ui BCeX 0OBEKTOR
CIIEHBI, YTOOBI ONTUMU3UPOBATH BPEMsI PEHJIEPHHTA, UCKJIIOUUB U3 pacye-
Ta OTPAKEHMI, TIPEJIOMJIEHHS U MPOYKe CBOcTBA MaTepuayioB. Ho Bemb
HEeyI00HO TlepeHa3HauaTh HACTPOEHHBIE MATEPUAJBI CI[EHBI MOCTE Ha-
CTPOWKHM OCBeleHrst B GeIOM IBETe, 3TO MyTOpPHask paboTa, OTHUMAIOTIAsT
MHOTO BpemeHH. [[Jis1 BpeMEHHOTO TIePEKPHITHSI MAaTEPUAJIOB B mental ray
CYIIECTBYET OU€Hb 0JIe3Hasd DYHKITUS TePeOTIpe/IesIeHIsT MATEPUAJIOB Ha
o0MMii MAOJIOHHBIN, TO €CTh BPEMEHHAsT «MOJMEHA» BCEX HACTPOEHHBIX
HAMU MATEPUAJIOB Ha OIUH OOUIUI MAaTEPUAI /TSt BCEX 0OBEKTOB CIIEHDI, —
puc. 3.73.

Jlnst nocryma K 1anHON (yHKIIUU BeIOepUTe U3 MeHI0 KomMaHay Ren-
dering = Rendering setup (Busyanuzaiuss = Hactpoiika Busyaiusa-
un) uin Haskmute F10. B oTKpbIBIIEMCS AUATOTOBOM OKHE BBIGEpUTE
Bryasiky Processing (O6paborka) B cButke Translator Options (Omiuu
tpaHcssiiun), rpymnna Material Override (Ilepeonpeieints MaTepual),
puc. 3.72.

[= Translator Options
—Memory Options
[ Use Placeholder Objects

[T Use mental ray Map Managerr Conserve Memory

 Geometry Caching

[~ Enable ﬂ Clear Geometry Cache |
r Material Cverride
| [V Enable  Material : ambient ocdusion 200cm ||
|—Ex.port to .mi File |

Puc. 3.72. BkntoyeHne Material Override
(Ha npuMepe yxe HasHayeH maTepuan AO)
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Puc. 3.73. MapameTtp Material Override:
BKJIIOYEH 1 Ha3Ha4eH Oenblil LBET C 0TOOpaxeHneM rpaHei (cnesa);
BbIKJIIOHEH (CnpaBa)

Enable (Bx/toueHO) — TIpH BKJIIOYEHUH 9TOU OINIUU PEHIEPUHT HC-
MOJIb3YET MEPEKPHITHE MATEPHATIOB JIJIs1 BCEX TIOBEPXHOCTEH U OOBEKTOB.
[Ipu oTKJIIOYEHUU TOBEPXHOCTH PEHAEPITCS C MaTepuajgaMu clieHsl. 11o
YMOJTYAHUIO OTIIINS BBIKJTIOYEHa.

Material (Matepuai) — HaxkaTHe Ha 3Ty KHOIIKY OTKpbiBaeT Material /
Map Browser (O603peBaTesib MaTepuajioB U KapT) JJisi BbIGOpa Mare-
puaa, KOTOPBIH 6yeT BpeMEHHO 3aMEHSITh BCe MATEPUaIBI clieHbl. [Tpn
BLIOPAHHOM MaTepHase 9Ta KHOTKA 0TOOPAsKaeT NMsT MaTepUAIa.

KoHBepTauus cywiecTBylOLNX MaTepuasnos
B maTtepuansl Arch & Design

KonBepranus cTaHzapTHbIX MaTepraioB B MaTepraibl Arch & Design u
Mmarepranbl Autodesk materials MoXeT maTh HECKONBKO TTPEMMYIECTB,
TaKUX KaK pacyeT B MIMPOKOM JIMHAMUYECKOM /[MANa30HE, BO3MOKHOCTD
NeJIaTh CAMOCBETSIIINECS] MATEPHAJIbI, OCBEIAIONINE CIIEHY TTOCPECTBOM
Final Gather, BoO3MOKHOCTb KOHTPOJIMPOBATH (DYHKIIMU OTPAKEHIIS 1 ITPe-
snomnernst (BRDF), acdhdexrsr ckpyriieHHbIX Kpaes u Ambient Occlusion u
MHOTHE IPyTHe TPEUMYIIECTBA.

Bpyutyio npeobpa3oBbIBaTh CTaHAAPTHBIE MATEPUATbI B MaTEPHAJIbI
Arch & Design oueHb yTOMUTEIBHO U H0JITO.

C nomomwio Slate Material Editor moxHO caenarh mpoiecc ObicTpee,
TaK KaK OH MO3BOJISET JIETKO NEPENOAKIIOYATh CYIECTBYIONTHe KapThl OT
CTaHJAPTHBIX MATEPUATIOB K HOBBIM, a TAKKE OBICTPO KOMMPOBATH MEKITY
HUMU I[BETA.

OpHaKO eCTh CKPUIT JIJIsi ABTOMAaTHYECKO} KOHBEPTAIUU MaTepua-
s0B — mr Arch Design Tools.



ITOT CKPUNT CYNIECTBYET B JIBYX BapUaHTaX: CTAaHAAPTHBIN (pacmpo-
cTpamsieTcst OeCTIIaTHO) W yaydiieHHbiil (maatHeiit). Ckadath Gecriar-
HBII WM KyIWUTh YJIyUYIIEHHBIH MOKHO Ha calite pazpabGorunka http://
www.infinity-vision.de. B kHure Mbl paccMOTpuM OecITaTHY0, Hanbosiee
paHH00 (00JIETYEHHY0) BEPCHIO CKPHIITA.

[T ycTaHOBKM HYSKHO TIepeTantuTh (haiijl CKPUIITa B OKHO MTPOEKITUH
3ds Max. DTOT Imar 3alyCTUT MPOIECC WHCTAJISAIIN CKPUIITA U CIEJaeT
BO3MOJKHBIM €TO UCIOJIb30BAHUE.

3ateMm BoIGepUTE B MeHIO Customize = Customize User Interface
(Hacrpoiika = Hactpoiika moJsib3oBaTesibckoro uarepdeiica). OTKpoet-
5T OKHO HaCTPOMKHU nHTepdetica, puc. 3.74. B aToM OKHe BbI MOKeTe ycTa-
HOBUTH B HY’KHBIM BaM WHCTPYMEHT KOMaH/y KOHBEPTAIIUYA MaTEPUAJIOB
B Arch & Design, 6yzib 9T0 KOMaHa MEHIO WM KHOIKA Ha MAHEIN WH-
cTpyMeHTOB. B mo6om ciyuae, BoiGepute B okte Customize User Inter-

W4 Customize User Interface l P |
Keyboard | Mouse Toolbars | Quads | Menus | Colors |
I Group: IMain uL b IAnimation Layers - |
| Category: [mentalray = | New... | Delete... Rename... |
7
ction [V Hide
Clear mental ray Geometry Cache
Convert Object to mental ray Proxy... rQuick Access Toolbar
Convert to Area Light
FG Pass Through (Invisible) Move Up

MNew Scene

Open File

Save File
<M Undo Scene Operation
[A* Redo Scene Operation
Set Project Folder, .. Remaove

FG Return Black
FG Return Object Color (Physically Co...
Indirect Ilumination.. .

Mowve Down

mrProxy

On/Off Exdude From Caustics

On/fOff Exclude From Global Tlumination
On/fOff Generate Caustics

On/fOff Generate Global Ilumination
On/Off Receive Caustics ¢ [ 3
| On/Off Receive Global Tlumination
On/fOff Receive Ilumination from Fina. ..

g

Load... | Save... Reset

Puc. 3.74. OKHO HacTPOIKKN NONIb30BATENLCKOro MHTEpdenca C HOBbIM MEHIO «mr»



I rrArch&Design Uties l-nli=k[¥38| face: Category (Kareropus) = mental
b —
I = —— 1| ray, B criMCcKe KOMaH/ OCTaHYTCsl TONBKO
. KoMaH/bl KaTeropuu mental ray. B atom
...IN SCENe o
" ...in material editor only CITACKE HAUUTE MYHKT mr Arch & De-
E T T 1| sign Tools. Bribepure ero u nobassre

B Hy}KHbIﬁ BaM MHCTPYMEHT.

Turn AQ ONM in all Arch & Design Materials | H 6 A h & D
ocJie 100aBJICHUA mMr Arc e-

Force AQ radius: 1,0cm ﬂ .
Slgll TOOlS 1 €ro aKTuBalluu IIOABUTCA
Turn AQ OFF in all Arch & Design Materials | IMAJIOTOBOE OKHO mr Arch & Design
[- Round Corners | TOOlS, B KOTOPOM MOJKHO 3a/1aTh, ITIOMI-

MO KOHBEpPTAIMH, TI00aIbHbIe HACTPOTi-
KU JIJIsT BCEX MaTePUasioB OTPe/ieJIeHHBbIX
ForceRCradus: | [0.025em 2 || mapamerpos, prc. 3.75.

Turn Round Corners OFF in all materials | ITomumo CTaH/IAPTHBIX MaTE€PHAJIOB,
MOKHO KOHBEPTHPOBATh MaTepPUATIBI
v-ray B Arch & Design. Ho komBepTn-
pyIOTCSI He BCe TUIBI MAaTEePUAJIOB V-ray
peHzepepa, Hanpumep v-ray Blend un

Puc. 3.75. OKHO KOHBEpPTaLMMN V-Ray Light material. 9t mMatepraiibi
matepuanos mr Arch & Design Tools  HEOOXOAUMO HACTpauBaTh BPYYHYIO.

Turn Round Corners ON in all materials |

[- Convert Materials |

Convert Materials to mr Arch & Design |

NMoponpnepxuBaemsbie LWenaepsl
peHaepepom iray

B orsmume ot mental ray, iray Ha CeTOAHSANIHUN J€Hb HE TOIAEPKIBAET
BCEX TIEHIEPOB, TEKCTYPHBIX W MAPAMETPUUECKUX KapT U UX (DYHKIIHIL.

Bo BpeMs HancaHus KHUrU ObLT Mcnosb3osa 3ds Max Design 2013,
¥ BCe TTaPaMeTPbI, ONTCAHHBIE HIKE, OTHOCSTCS IMEHHO K 3TOW BEPCUN.

Ha puc. 3.76 nokasan Material/Map Browser ¢ niepedteM MoJAepKu-
BaeMbIX IlleiiziepoB iray.

Psizt mieliziepoB, MpeICTaBIEHHBIX BBIIIE, 00IaaeT OrPAHUUEHUSIMU, U
JaJIeKO He BCE BO3MOKHOCTH MOTYT OBITh PEAIM30BaHbl B HUX TIPH PEH-
nepunre B iray. Huske Mbl paccCMOTPHUM JieTajibHee MTapaMeTpbl MaTepralia
Arch & Design v TekcTypHOU KapTbl Bitmap.

MaTtepuan Arch & Design

Ieiinep Arch & Design nosiBuics B 3ds Max y:ke 10CTaTOYHO ZaBHO U
IpeAHasHAYaICs LI CO3JAHMs MIMPOKOTO CIIEKTPa MATEPHAJIOB CAMbBIX



MoapepXxuBaemblie LWegepbl peHaepepom iray

Puc. 3.76. NepeyeHb NoanepXnBaeMbix iray LLenoepos,
3a ucknodeHnem bmbnmotekn Autodesk Materials

pasubIx oBepxHocteil. OH OTINYHO afaNTHPOBaH Mo mental ray u mo-
KeT OBITh TIPUMEHEH TIPM PEHIEPUHTE CIEHBI ¢ MCMIOTb30BAaHUEM aJro-
purmoB Global Illumination (danee GI) u Final Gather (daree FG) (peub
0 KOTOPBIX TOHIeT B YeTBepTol TiaBe). [Ipu HacTpoiikax mieiiziepa mon
Busyanmsao ¢ GI u FG mocTymHO MHOXKECTBO TapaMeTpOB, CIIeIHab-
HO TIpeHAa3HAYEeHHBIX [JI ONTHMU3AINN KadecTBAa W BPEMEHHU peHfle-
putita aTuMu arroputMamit. Ho Bce KapIMHAIBLHO MEHSIETCST TIPH BBIGOPE
B KauyecTBe peHzepepa iray. Tak Kak iray paboTaer 1o WHOMY TIPHHITUILY,
TO HeoOXoAMMOCTh HacTpoiiku FG mapamMeTpoB mieiifepa OTafaeT cama
co6oit, puc. 3.77. ITapamerpsl Briaaaku Fast Glossy Interpolation mare-
puana Arch & Design e MOMIEp/KUBAIOTCS, TaK KaK B 9THX MAPaMeETPax
HeT HeOOXOIMMOCTH JIJIST DEHIEPUHTA B iray.

s kapt bump urHopupyercs: dytukius Do Not Apply Bumps To
The Diffuse Shading. VirnopupytoTcs meiiiepbl, pasMelieHHbIE B CBUTKE
mental ray connection.
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Puc. 3.77. NoppoepxnBaembie napameTpsl iray wengepa Arch & Design

TexkcTypHble KapTbl

B cButke Coordinates TeKcTypHON KapThl HEKOTOPBIE TTAPAMETPHI MO/
JEPKUBAIOTCS ¢ OTPAHUYEHUSIMH, puc. 3.78, 00BeIeHO CUHUM MapKepoM ).

Puc. 3.78. NopnepxrBaemble NapaMeTpbl TEKCTYPHbIX KapT B iray



Hanpumep, npoenupoBanue TeKcTypHbIX kKapT Explicit Map Channel,
Planar From Object XYZ u Planar From World XYZ, Map Channel mosxer
OBITH YCTAaHOBJIEHO B Mama3one oT 1 110 4.

Ecin ke TeKCTypHast KapTa MPUMEHEHAa K OKPY/KEHHIO B KauecTBe
(ona (Environment), To peskum Screen (DKpaHHast IPOEKIUsI) HE O/
MEPKUBAETCSI.

Jlst ToApOGHOTO 03HAKOMJIEHUS C TOAEPKUBAEMBIMU MTAPAMETPAMK
JPYTHUX IEHAEPOB CMOTPUTE OPHUIMATBHOE PYKOBOACTBO MOJIb30BATEIS.

Hsyuus napamempoL mamepuanos, paccmasus u Hacmpous Gpomomem-
PUHECKUE UCTIOUHUKI CBEMA U HACTPOUS IKCHOSUUUIO, MONCHO NEPeXOOUms
K 60J1ee CAONCHDIM, HO DoLee 2UOKUM NAPAMEMPAM ONTUMUSAUUL DeHOePUH -
2a 6 mental ray. 3amem Mol PACCMOMPUM NADAMEMPbL YNPAGIEHUSL OCECULE -
HUEM OMPANCEHHBIM CECTTOM.



FnhaBa

PeHpaepuHr

Busyamuzanus (Rendering) — 970 mpoiiecc pacTprupoBaHmis TPeXMEPHOI
BEKTOpPHOU Tpaduku B AByXMepHYIo rpacduky. CMOTpuUTE MepByIO TIaBY
1151 6oJtee MoAPOOHOTO OTIPEETECHUST PEHAEPIHTA.

B mental ray mpotiecc Bu3yaausaiiy BIMOJTHAETCS HE TTOCTPOYHO, KAK
ATO TIPOUCXOAUT TP peHiepunre Scanline, a Mo OTAETBHBIM MO3AUYHBIM
anemenTaMm — GakeraMm (Bucket).

Puc. 4.1. MNpouecc peHaeprHra Mo3anyHblMy 3iEMeHTamMu (6aketTamm)



BBepeHue B COMIMJIUHI

Ha puc. 4.2 mokasaHa B3auMOCBsI3b MeXKIy KaMepol, 6ydepoM Kaapos
(VFB), coMITMHTOM 1 TpeXMepHOIi ciieHoi. Ha aTom pucyHKe moKa3aHo
TaK)Ke, YUTO OJHUM MUKceseM B Oydepe KapoB MOXKeT ObITh ITPEACTaBIEHO
HECKOJIbKO MHOTOYTOJIbHUKOB CIIEHBI.

A B
%4 | c

Puc. 4.2. BsanmMocBs3b Mexay kaMmepoi,
BUPTYasbHbiM Oydepom kaapoB, CAIMMIMHIOM N CLEHOM

3HaueHue [BETa MUKCEJIST OIpeesisieTcst B mental ray HECKOJbKUME
METO/IaMH, U3MEPEHNEM 3HAYEHUST IIBETA OTAEIHHOTO ITKCesist. Takue us-
MEPEHUS UTPAIOT BAXKHYIO POJIb, TAK KaK PA3MYHbIE CBOMCTBA OKPACKH
ITOBEPXHOCTU 3aBUCAT OT 3HAYEHUA U MTHTEHCUBHOCTHU I[BETA. Ha puc. 42
MTOKA3aH TUIMYHBIN MPOIIECC COMIUIMHTA BO BpeMs perpepunra. Orenka
TOYKY TIOBEPXHOCTH COCTOUT U3 BHIOOPOUYHBIX M3MEPEHUIT IBETA B TPEX-
MepHoii ciiene (E) B 3aBucuMocT ot 1oJist 3penust kKamepsl (A), KoTopoe
cBsi3aHO ¢ aHasmsupyeMbiMm mukcesieM (C) B 6ydepe kaapos (B). Oxun u
TOT 7K€ MUKCEJb MOKET GBITh BRIOPaH HECKOJIbKO pa3 (Ha YPOBHE CyOTUK-
cesieit), kak nokazato 6;10koM (D), 0003HAYAIOIINM COMILIMHE 9JIEMEHTOB
cuensl (E) s nannoro nukcenst (C).

CoMILIIHT He 06513aTeTbHO OTPAHUYUBAECTCST PA3MEPOM I[€JIEBOTO TTHK-
CeJist Y BU3YAJIN3AIINN, & 3HAYEHUsI, TOJyYEHHbIE B OTETbHOM CIMILIE,
He 0603HAYAIT OKOHYATETHHOTO 3HAUEHUSI T1BeTa uKcest. OHU SBJISIOT-
Cs1 TIPOMEKYTOYHBIMU HA TIYTU K OTPENETEHUI0 OKOHYATENBHOTO 3HAYE-
HUSI [[BETA MUKCEJISA B PE3YJIBTATE UHTEPIIOJISAIINN COMILIOB,
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Antialiasing (CrnaxuBaHue
M KOHTPOJIb KayecTBa)

I'maBHoOIT 3amauell OMTUMU3AITNY SIBJISIETCS KOHTPOJIh BPEMEHHU TIpoIiecca
PEeH/IEpPUHTA U KauecTBa M300pakeHNUsT, HCKIIoUaroliee Takue apredakThl,
KaK CTyNeHYaTOCTh U Myap, METOJIaMH COMILJIMHTA U (DUIIBTPAITIH.

COMIUIMHT — TIE€PBBII ATAIl IS OTIpeieJieHUsT 3HAYEHUS TIBETa TOUKN
B ciieHe. B mental ray sHaueHust niBeTa BBIOMPAIOTCS M3 CIIEHBI ¢ TOMOIIBIO
psifia Jiydeil B HallpaBJIeHUH B3TJISIIA TIPUA TPACCUPOBKE JIyJeid.

[Mocsie commummaTa IpUMEHSIETCS (GUIBTPALUAS ISl YCPEAHEHUS BbI-
OGpaHHBIX I[BETOB /IO IIBETOB OTAEJbHBIX HUKCEIEH U ompeeieHus: dhu-
HAJIbHOTO 3HAUEHMS IIBETa KayKAOTO MUKCEJs, HallpaBJsieMoro B 0ydep
kaznpoB. JlauHblil mporiecc HasbiBaeTcst CriaaskuBanueM (Antialiasing).

CryaskuBaHue CIyXKUT IS TOJy4YeHus: OoJjiee TJIABHBIX MEPEXOIO0B
Meskay Kpasgmu oObexToB. Ha puc. 4.3 ciieBa usaoOpaskeHbl apTedaKThl
CTYNEHYATOCTH, CIIPaBa — K M300PasKEHUIO IPUMEHEHO CIUIaKUBaHIE,

116 4

Puc. 4.3. CtyneH4yaTocTb Nno kpato coepsbl, 1/16 camnna Ha nukcesb (cneea);
pesynbTaT NPUMEHEHUNS CrNaxnBaHus, 4 camniia Ha NUKCenb (Cnpasa)

Sampling Quality (KayuecTBO cOaMnnunHra)

SAMPLES PER PIXEL (CAMIUIMHT OJIHOTO MTUKCEJIS)

Minimum (MuHHMyM) — yCTaHABINBaeT MUHUMAJIbHOE 3HAYCHLE
COMILIMHTA.

Maximum (MakcuMyM) — yCTaHaBIMBAET MAaKCHMaJIbHOE 3HAYCHLIE
COMILIMHTA.



| - Sampling Quality |
—Samples per Pixel Filter
Minimurm: 1/4 - Type: Box =
Maximum: |4 - Width: 1,0 ﬂ
Height: [0 =

R:[0,05 | 2|e:[0,05 |2|g:0,05 |2]a:fo,05 2| Il

— Options

¥ Lodk Samples Bucket Width: [48 -
[ Jitter Bucket Order: |Hjlbert (best)

Frame Buffer Type:  |Floating-Paint (32 bits per cha +

"Spatial Contrast

Puc. 4.4. MapameTpbl COMNANHra
(crnaxmuBaHus) B mental ray

Cnucku 3uadenuit Minimum v Maximum «CBsI3aHBI» BMECTE TaK, 4TO
3HaueHNE MUHUMYyMa He MOKET MPEBBICUTh MAKCUMYMa.

SPATIAL CONTRAST (I1OPOTOBbBIVT KOHTPACT)

YcranaBiuBaer 3HaYeHUE KOHTPACTA, UCHOJIb3yEMOE KaK IOPOT JJist
KOHTPOJISI COMILIUHTA.

Ecii cocerue caMILIbl B (hpeiiMe OTIMIAIOTCST OOJIBIIE, YeM HA 3TOT
1Bet, TO mental ray mpou3BOAKUT PEKyPCUBHBIN cybcamuinar (GoJiee o
HOTO COMILIA HA MUKCENb) JI0 3HAYEHUs, YKA3aHHOrO B rmosie Maximum
rpynmnst mapamerpo Samples per Pixel. Ysesnuenue snauenus Spatial
Contrast ymeHbIliaeT KOJUYECTBO TPOU3BOAUMOTO COMILINHTA U YCKOPSI-
€T PEH/IEPUHT, XOTsI HEMHOTO YXY/IIIIaeT Ka4eCTBO.

RGBA ornpejiesisieT Topor 3HaY€HUS [I711 KPACHOTO, 3€JICHOTO U CHHETO
KOMIIOHEHTOB COMILIOB. JTH 3HaueHud uMetor auamasod ot 0.0 go 1.0, rae
0.0 yxa3biBaeT, 4TO KOMIIOHEHT I[BETA TTOJIHOCTHIO HEHACHIIEHHbIH (dep-
HbIH win 0 B BOCbMUOUTHOU KOAUPOBKe), a 1.0 yKas3biBaeT, 4T0 KOMIIOHEHT
1[BETa [OJHOCTHIO HachileH (Oesblil uin 255 B BOCbMUOMTHON KOAMPOB-
ke). 3uavenus mo ymosrdanuio 0.05 st kaskaoro kanaima RGBA.

0,10 vnu 6onblue NO3BOSINT COKPaATUTb BPEMS NMpPOCcYeTa YepPHOBbIX
n3obpaxeHuin, noToMy 4To mental ray BoibupaeT gns Samples per
Pixel 3HauyeHus 6amxe k napameTpy Minimum. Takxe cTouT oT™me-
TUTb, YTO HEM MEHbLLIE MOPOrOBbIA KOHTPACT, TEM BOJIbLLE CIMIMIIOB
NCNONb3yeTCs AJ19 pacno3HaBaHUs N3MEHEHWNI KOHTPACTa B TEKCTY-
pe, puc. 4.6.

@ Ha 3ameTKy: yctaHoBka Spatial Contrast B 3HaueHune, Hanpumep,
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‘Sampling Quality |
r~Samples per Pixel Filter
Minimum: |14 - Type: Box -
Maximum: |4 - Width: T g
e OO

Spatial Contrast
IVR.- 0,024 |e0,024 3e: 0,024 2| a:fo.024 2| [
 Options

[ Lock Samples Bucket Width: [48 2

¥ Jitter Bucket Order: |Hibert (best)y ~

Frame Buffer Type:  |Floating-Point (32 bits per cha v

= Sampling Quality

r~Samples per Pixel Filter
Minimum: |14 - Type: Box -
Maximum: |4 - Width: T g
Heht: [Lo =

Spatial Contrast
(EWQG:WQB:WQ,\:ILTQ [

= o
[V Lock Samples Bucket Width: [38

¥ Jitter Bucket Order: |Hibert (best)y ~
Frame Buffer Type:  |Floating-Point (32 bits per cha v

Puc. 4.5. BnnaHue 3HaveHus napameTtpa Spatial Contrast (RGBA)
Ha KQ4yeCTBO M NPOAOIKUTENBHOCTbL PEHAEPUHIA:
RGBA 0.024; Bpemsi peHaepuHra 3 muH 20 cek (CBepxy);
RGBA 0.239; Bpems peHaepuHra 1 muH 34 cek (CHU3y)

Puc. 4.6. BnuaHue 3HaveHust napameTtpa Spatial Contrast (RGBA)
Ha Ka4ecTBO TEKCTYP

ApanTBHbLIA COMMNJIUHI

ComrtiHT yripasJisiercs: 1ByMs napamerpamu Min Sample (Munumasib-
HBIN ypoBeHb comiInpoBanus ) 1 Max Sample (MakcumanbHbI yPOBEHD
COMILJTUPOBAHUS ).

Jonomanutenshbie mapamerpbl Spatial Contrast (IToporosbiii KOHT-
pacr), Jiffer ([Ipoxxanue) u Sample Lock (BiokupoBKa caMILIMHTa ) TIPeI-
Ha3HAYEHBI JIJisI IOBBIIIEHNS KAYeCTBA BU3YAIU3AI[i UTOTOBOTO H300pa-



Peraspmr R

sxenust. Hanbosbliee BansHIE Ha COMILIMHT ¥ KAYE€CTBO BIMSAET ImapamMeTp

Spatial Contrast.
PaccmMoTprum HanboJIee 1eTalbHO MPOLECC COMILINPOBAHMS ¥ B3AMMO-

JIeHICTBUST TTapaMeTPOB.

E ling Quality |
s per Pivel Filter
Minimum: 14 - Type: Box -
Maximum: |4 - Widths 1,0 ﬂ
Height:  [1,0 -
Snatial Contrast
“R_-|0,05 2le:f0,05 | 2le:Jo05  %la:o05 |z j
Optians
¥ Lok Samples Bucket Width: 48 2
F Jitter Bucket Order: |hilhert (best) v
Frame Buffer Type:  |Fioating-Paint (32 bits per cha +

Puc. 4.7. Hactpoiku crnaxmeaHusa B mental ray

MunuManabHble W MaKCUMaJbHBIE YPOBHU YKa3bIBAIOT IIPEIEJIbL
AJAIITUBHOTO COMIIJIMHTA, 9TO ITO3BOJIAECT BBIIIOJHATDH JOIIOJTHUTEJIBHOE
COMILTIPOBAHNE /10 MAaKCUMaJIbHOTO YPOBHS, B TOM CJIydYae €CJIi MIHH-
MaJbHOTO YPOBHSI CAMILINPOBAHNS HEOCTATOUHO. PelleHre o 0MogHN-
TEJIbHOM COMIIJIMHIE ITPUHUMAETCA Ha OCHOBAHUMN CPaBHEHUA IIBETOBOTO
MOPOTOBOTO KOHTpAcTa cpefu coMILIoB. ITporiecc cammmiTa n300paskeH
Ha pHc. 4.8. PacCMOTPUM €ro 3Talbl, YTOOBI CTAJIO0 TIOHITHO, KaK OIpe/e-

JIIeTCsT TOPOTOBBIM KOHTPACT.

7/

Puc. 4.8. CxemaTtuyeckuin npumep
a[anTUBHOIO CAMIJIMHIa



B nauase mpoitecca cOMIIMHTA BBITIOJHSETCS MUHUMAJIBLHOE COMILIH-
poBanue. J[asee BBITIOJHAIOTCS CPaBHEHHE U OI[EHKA COCETHUX CIMILIOB,
WCXO/IST U3 3aJ[AHHOTO TOPOTOBOTO KOHTPACTA, YTOGBI OMPEETUTD, TPeGy-
I0TCSI JTU JTOTIOJTHUTEJbHBIE COMILIBI BILJIOTh 10 MAKCUMAJTBHOTO YPOBHS
comiuiiara. Ecii uMeroTcs iBa ypOBHS CAMILIMHTA, TO TMEPBBIN U3 HUX
0603HAYAET UCXOAHBII Psi/l COMILIOB (10 BHEITHEMY KPaio Kaxkaoro 6o-
Ka), a BTOPOil yPOBEHD 0003HAYAET MOTOTHUTETBHBIE COMILIBI, KOTOPBIE
MOTYT OBITh BBITIOJHEHBI aIATITUBHO (eci Tpebyercs ). B Hatem npumepe
HeOoOXOIMMO JIOMOTHUTENFHOE COMITIMPOBAHIE, HCXO/IS M3 33[aHHOTO T10-
POTOBOTO KOHTPACTA, TTOCJIE YETO CIMILT Pas/iesisieTcsl Ha YeThIpe IPYTUX
6JI0KA.

Ha puc. 4.8 kasaplii IIPOHYMEPOBAHHBIN OJIOK — 5TO OJMH IIMKCEJIb.
[ToporoBbIli KOHTPACT ONpeessieT AAIITUBHBINA COMIIIMHT TIyTEM CPaB-
HEHUS KOHTPacTa MEXK/y COMIIAMU JIJIs Kakaoro KaHasta 1seta RGB u
anbba-kanana. [IoaTomy noporoBblii KOHTPAcT MpefoCTaBJiseT YeThipe
BO3MOKHBIX BapHaHTA YCTAHOBKU: TI0 OJHOMY Ha KaK/bIIl KaHAJ IIBETA.
UeMm HIKE 3HAYEHHWE TOPOTOBOTO KOHTPACTA, T€M MEHBITUH KOHTPACT
JOMYCKAETCsT TPU COMILIMPOBAHUY, 9TO 0003HAYAET, U4TO HEOOXOIMMO
MOTIOJTHAUTEbHOE COMILIMPOBaHIEe Ha 60JTee KOHTPACTHBIX YYACTKAX M30-
Gpaskenust. CpaBHUBast uKcesn 2, 3, 6 1 7 B poliecce PeHIEPUHTA, OTIpe-
JlesigeTcsd OTIMYMe KOHTPACcTa Ha CBETJIO-CepPhIX Y4acTKaX, BKIIOYEHHbBIX
B NuKcesn 6 1 7, TT0 CPaBHEHUIO ¢ THKceasIMn 2 1 3. B koHeuHOM cueTte
MUKCEJb 7 aIAlITUBHO TTOIPA3IEISETCS, U 3aT€M BBITIOTHSAETCS JAOTIOTHU-
TeJIbHBIN caMIIUHT. Iocse cpaBHEHMS HOBBIX COMILIIOB BHYTPU ITUKCeJ 7
BBISIBJISIETCS BBICOKOE OTJINYIIE KOHTPACTa U MO-TIPEKHEMY MTPEBBITIAIOTCS
JIOITyCTUMBIE TIPEIEJIbI.

JUJIst HATJIAIHOCTH HTOT YYACTOK TIO/Pa3/ieJieH Ha YeThIpe CyOTUKCeIs.
Yro06bl Jtyutiie GbIJI BUAEH MPOIIECC aAalITUBHOTO COMILIMHTA, TIPOIOJIKAM
€T0 BHYTPH THUKCENS 8, TIe OCYIIECTBISETCS €elle OMHO MOo/pas/iesieHue
COMILJIMHTA HA CYGIMUKCENH 0 TPETHETO YPOBHSL.

Bo Bpems peHJiepyHTa, TPY BBISIBJICHUY JIOTOJHUTETBHOTO COMILIUPO-
BaHUs, TIPOUCXOAUT pazbueHne OJHOTO TIMKCEJsl HA YeThIpe HOBBIX Cy0-
IIUKCEJISL, 3aTe€M B HUX BBITOJIHAIOTCS OIOJHUTEIbHDII COMILJIMHT U CPaB-
HeHIe KOHTPACTa, HAYWHAasl ¢ TEPBOTO cyOTnuKcens. Pasbmenre coMIIoB
MPOJIOJIKAETCST PEKYPCUBHO B KaXKIOM CyOITUKCeEJIE /[0 TEX MOp, MOKa He
GyIeT TOCTUTHYT MAaKCUMAJBHBIN YPOBEHb UJIH JK€ MOPOTOBBII KOHTPACT
OyZeT B 33/TAHHBIX TTPEeTax.



PeHpepwvHr

Puc. 4.9. BnusHue 3HadeHunin Minimum 1 Maximum
Ha Ka4eCTBO 1 NPOAOIIKXNTENBHOCTb PEHAEPVHTa!
Min 1/16, Max 1; Bpemsi peHaoepuHra 1 muH 39 cek (cBepxy);
Min 1/4, Max 4; Bpems peHaepuHra 2 MuH 32 cek (B LeHTpe);
Min 1, Max 16; Bpemsi peHaepuHra 4 MuH 28 cek (CHU3y)




YpaBHOBeLUMBaAHUE YUC1a CIMIJIOB
M NOPOroBoOro KOHTpacTa

ITpu 6OJIBIINX 3HAYEHUAX MAKCHUMAJIBHOIO YPOBHS COMILIUPOBAHUS B CO-
YyeTaHMy ¢ MAJIbIM 3HaUeHHeM KOHTPACTa MOYKHO J0OUTHCS BHICOKOTO Ka-
yecTBa U300PaKEHUs, XOTS U 332 CUET YBEJTUYEHUS POAOJLKUTETbHOCTH
BpeMenu penjiepura. Yrobbl 10OUTHCs ONTUMAJIBHBIX COYETAHUI ITUX
3HAYEHMIi, HAM HeoOXOAUMO YBEJIMYMTh IIOPOrOBYIO UyBCTBUTEIBHOCTD
k xKouTpacry (Spatial Contrast), yMEHbIIUB 3HAYEHUS TIOPOTOBOTO KOHT-
pacra, mpesk/ie YeM MOBBINIATh YPOBEHDb COMIINPOBaHus. Ecim ske moHu-
JKEHHBIN TIOPOTOBBIM KOHTPACT HE JIACT JKEJIAEMOT0 PE3YJIbTaTa, TO MOKHO
MOBBICUTH YPOBEHD COMILITUPOBaHMs. [[0pOTOBBIN KOHTPACT MOKHO U3Me-
HSITh C TOYHOCTHIO JI0 AECATUYHON 3aISITON, HAPUMED yCTaHOBKA 3HaUe-
Hus 17151 Beex kananoB RGB 0,001, Ho ypoBHU cOMILIMHTA BCET/Ia U3MEHSI -
I0TCS JIUITh HA OJIMH U3-3a CYNIECTBEHHBIX OTIMYNI, HalTpuMep Mexxay 16
u 64 coMILIaMu Ha Kax bl nukcenb. He cirexyer 3a0bIBaTh, YTO KaxK IbIid
M3 TaKUX COMILIMHTOB MPHU TPACCUPOBKE JIyuell MOKET TMPUBECTH K W3-
JIy4EeHUIO HECKOJbKUX BTOPUYHBIX JIy4ell, a 3HAUNT, U K CyIECTBEHHOMY
3aMelIeH o pergeputra (6oJee JeTanbHO TPACCHPOBKA JIydeil ommurcaHa
JlaJiee B TJIaBe).

[l711 TecTOBOTO peHAEepUHTAa U TIPOBEPKHU PE3YJBTATOB COMILIUHTA
BITOJTHE XBaTaeT 3HaueHUl B npezesnax ot 1/16 a1 MUHUMATBHOTO U 10
1 MakcMMaJbHOTO 3HAUEHUH COMILINHTA. (19 (WHAIBHOTO peHepuHTa
B GOJIBLIMHCTBE CAY4aeB A0CTATOYHO 3HaveHuii 1 1 16 ¢ yueToM mpomo-
SKUTEJbHOCTH BU3yasu3alui. [IpoOHble 3SHaYeHUS IOPOrOBOI0 KOHTPAcTa
MOTYT HaxoauTbes B mpenenax ot 0,1 10 0,2 1715 kask0ro KaHasa 1BeTa.
A nnst puHATBHOTO CAOMIIJIMHTA NX MOKHO ycTaHOBUTD HuKe 0,1 B ipene-
aax or 0,03 1o 0,07.

Ha mpomo/mkuTe IbHOCTH PEHIEPUHTA CYIIECTBEHHO CKA3bIBAETCSI Pa3-
Huta Mexay 1 u 64 comrmamn.

K 3€1eHOMY U CMHEMY LiBETaM, TO MOXHO CTaBUTb 3Ha4yeHus Spatial
Contrast R — 0,02 G — 0.04 B - 0.06. ®uHanbHbIN pesynbTat byaet
BU3yanbHO TEM Xe, Y4TO 1 Npun 3HaveHusx 0,02 onga kaxaoro na ka-
HasnoB.

@ Ha 3ameTKy: Tak Kak 4enoBe4YeCKoe 3peHe MeHee BOCNPUNMHMBO

FiLTER (DUIBTPAILNS)

[Toce 3aBepIeHNsT CTAANN COMIIJIMHTA €TO PE3yJbTaThl OT(UIBTPO-
BBIBAIOTCS B OT/e/IbHBIE TUKcesn. [Iportece humbTpay 3aBUCUT OT 3Ha-
YEeHUIT IMUPUHBI U BBICOTHI BRIGPAHHOTO HaM¥ (DUJIBTPA, KOTOPBIE OIPe/ie-



JIIOT 9HCJI0 TAKCeTIel. DTO 3HAUUT, ITO HUIIsTp pa3MepoM 1 X 1 nmukcess
GyIET COMEPKATH OIMH MTHKCEND, & (GUIBTP pasMepoM 2 X 2 TIUKCEsT — de-
TBIpE TIUKCEJIs, PACTIPOCTPAHSSICh Ha OJIH IIMKCEJIh IajThbIlle OT IIeHTpa Ha-
pyKy. Pasmep ussrpa onpesnessieT KOMUIeCTBO COMILIIOB, HCIOIb3YEeMBIX
1711 GUIIBTPAIINY B TIpefiesiax (PUIBTPYeMOTO yIacTKa.

Duubrpanyst UCIOJIb3YeT BECOBYIO CTEIIEHb BIUSHUS KAXK/OTO COMII-
Jia ipu pussrTpanu. MakCUMabHBIH BeC TPUXOIUTCS Ha TIEHTPATHHBIN
y9IacTOK (DUIBTPa, OTKy/Aa BEC TIOCTEMEHHO YOBIBAET B CTOPOHY KpAeB
dbussTpa, 0603HAYAsT BIUSHUE COMILIOB B JAHHOM HampasjeHu. Ouibr-
PBI TIO-Pa3HOMY BO3IENCTBYIOT Ha (DUILTPAINIO H300PAKEHNs, IEIasT €T0
MeHee uin 6oJiee PE3KUM B 3aBUCHMOCTH OT WX pa3Mepa U THIa (hUIbTpa.
Ouibrpanys mpeacTaBisgeT co00i BAKHYIO CTAUIO YCPEIHEHUS COMITIOB
I[BETA JI0 OT/IEbHBIX MTHKCeeH.

Ha puc. 4.10 mokazansl Ba mpuMepa pussrpanun. B mepBom nmpumepe
ordunsrpoBanbl nmukcenu 1 u 4 duasrpom Box ¢ pasmepom 1 x 1 (kpyt-
Hble ToTyOBIe Toukn). Bo Bropom mpumepe mukcenb 10 orduisrpoBaH
TeM ke hpuasTpoM Box, HO yke ¢ pazMepoM 2 X 2 (MeJIKue CHHHUe TOUKH ).
B 060oux mpruMepax UCIoIb30BaH COMILIUHT ¢ pasMepoM 1.

1 2 3 4
° ® ° [ °

5 |6 7 8
[ ] ) [ ] [ [}

9 10 (11 |12
o [ C [ ]

13 14 15 16

Puc. 4.10. CxemaTunyeckuin npumep Gpunbtpaunmn

Homnyctum, y Hac pumsrpyetcs yyactok pasmepom 10 x 10. Ha Hem
OCYIIIECTBJISIETCST TIOBTOPHBIN COMILIMHT HECKOJIBKUX MUKCEEN, TPUHA-
Jexanmx pasubiM Gakeram. C ydeToM yCTaHOBJIEHHBIX YPOBHEH, orpe-
MEJISTIONIMX YHCIIO COMILIOB, JIJIsI 3TOTO MOKET HOTPEOOBATHCST HECKOJIBKO
CIMILIOB Ha ypoBHe cybmukceseit. CiepyeT Tak:ke UMeTh B BIILY, UTO €CJIN
IUIST OIIEHKH I[BETA MO TaKUM JOMOJHUTENBHBIM COMILTIAM TOTPeOyeTcst
TPACCUPOBKA JIydeil, 5TO MOJKET 3aMETHO CKa3aThCsl Ha dDPEKTUBHOCTH



Busyasnusau. B atoMm ciydae dussrpanyst BeiHyKIaeT mental ray Bbi-
MTOJTHSITh TOBTOPHBII COMITJIHT BJ[OJIb TPAHUIL OAKETOB B 3aBUCUMOCTHU OT
pasmepa dpusbrpa. [loaToMy 1Tpu peHIepUHTE CITOKHBIX CIIEH PEKOMEH/TY -
€TCS COXPAHSTDH UCXOHbIE MUHUMAJTbHBIE Pa3MePhl (PUJIBTPOB.

[To ymosganwio ycTaHABIAMBAIOTCS PEKOMEHIyeMble pa3Mepbl (hUJIBT-
POB, HO HAaM HUYTO He MeIaeT 3MeHUTh ux. [Ipu yBesnyeHun sTuX 3Ha-
YEeHUI YBETNYNBACTCS ITPOOJKUTEIBHOCTD PEHIEPHUHTA, 8 N300pakeHe
MOJKET CTaTh Pa3MbBITBIM HJIU K€ CIUIIKOM Pe3KUM. [10aTOMYy MCXOMHBII
pasmep (uIBTpa cieyeT U3MEHSTh TOJBKO JIJIS yCTPaHeHUs apTehakToB
WJIW YMEHBIEHUS PAa3MBITOCTH.

Indirect Tlumination | Processing | Render Elements |
Commaon | Renderer |
[+ Global Tuning Parameters i
[= 5ampling Quality’ ]
—Samples per Pixel - Filter
Minirmurm: 1/4 - Type: Box -
Maximum: |4 - Width: I‘
Sk Gauss |
FEEIE Triangle |
Mitchell |

; Lanczos
R:|0,05 QG:ID,DS ﬂﬂ:lu,u:" ';JA:|LI‘,LT:i“'L|"-|
~ Options
¥ Lock Samples Bucket Width: |48 =
[ Jitter Bucket Order: [Hibert (best)

"Spaﬁal Contrast

Frame Buffer Type: IFIoating-Point (32 bits per cha ~

Puc. 4.11. Cnucok JoCTyNHbIX GUNbTPOB

g tunoB dunsrpos, kpome duasTpa Box, XapakTepHO IJIaBHOE
yObIBaHVE Beca OT IIEHTPA, U TOITOMY UX PasMepPhl IOJKHbI OBITH GOJIbIITE
1 x 1. BosneiicTBue a1x GUasTpoB yobiBaeT HapyxKy (puc. 4.12). ITosto-
My UM Tpebyercst 6oJIbIle COMILIOB Ha KasK/ABIN TIEPeXo/l, NHAvYe UX Jeii-
crBue Gyner HesHaunTeIbHbIM. OIATH Ke, I Havyajla PEKOMEH/IYeTC st
WCIIOJIB30BATh UCXOHBIE PA3MEPHI KAXK/I0TO U3 PACCMATPUBAEMBIX HAMU
(DUIBTPOB, ATOTO MOXKET OKA3aThCsI BIIOJHE A0CTaTOUHO. Bosee moapo6-
HO€ B3aUMO/IEIICTBUE COMILIUHTA, TIOPOTOBOTO KOHTPACTa U (PUIbTpanuu
OIIMCAHO JIajiee B ATOH IJIaBe.

Ha puc. 4.12 nmokazansl AuarpaMMbl TUTIOB (PUIBTPOB pazMepoM 2 X 2,
a B Tabu. 4.1 CBeIEHbI VX OTIMCAHWS: THUII, Pa3Mep U PYHKIIUM.

Ha puc. 4.13 npuBeneH npumep NpUMEHEHWS PA3JUYHBIX TUIIOB
dbubrpanun (pasMepsl Kaxiaoro Guisipa B IpuBeaeHbl B TabiL 4.1).



Box

Gauss

Triangle

Filter weight

Filter weight
(pixel center)

Filter weight
(pixel center)

(pixel center)

T
~Filter size / 2 0

i T T f T
~Filter size / 2 0 Filter size / 2 Filter size / 2 ~Filter size / 2 0

Filter size / 2
Mitchell Lanczos
Filter weight Filter weight
(pixel center) (pixel center)

T, T P
~Filter size / 2 0 Filter size / 2 ~Filter size7 2 0 Filter size / 2

Puc. 4.12. Cxematnyeckne npMmepbl TMNoB GuaLTPOB

Ta6anua 4.1. Tunbl n ucxogHblie pa3mepbl GunbTPoB

Tun Pa3mep

1x1

Pe3ynbTat npumeHeHus

Box [PAMOYrosbHbLIN GUILTP C PABHOMEPHBIM pacrnpeleneHnem BeCOB Mo BCEM
Ccomriam.

3T0 ObICTPLIN 1 NPOCTOM CIMMIVPYIOLLMIA METOL GUILTPaLWMM C LIEPOXOBATEIM
peaynsratoM. JlaHHbIn GuibTp YCTaHOBAEH NO YMOMHAHMIO 1 MOXET OblTb 1C-

NoNb30BaH NPakTN4eCkn BO BCEX paGqux npoekTax

Gauss 3x3 | OcHOBaHHbIV Ha KynosnbHOW kprBoin. O6ecnednsaeT nnasHbli cnaz, NprBo-
LALLM K Pa3MbITUIO. DTOT QUALTP NOAE3EH NpY aHUMaLWK, rae BO3MOXHO

mepLaHve

Triangle 2x2 Obecne4nBaeT NOCTENEHHbI NTMHENHBIN NEPEXOA C yOblIBaHNEM BECA OT
LeHTpa Hapyxy. JaHHbIn Guastp 66ICTP 1 Hanbonee NoaxoauT A8 YHEPHOBOWM

BU3yanmsaunm

Mitchell 4x4 Dunbtp 6oNee BLICOKOro nopsaka, 06ecneyrsalowmii yBenmieHmne peskoctu
6narogaps yobiBaHWIO BECA HXE HyNs BO BpeMa dunstpaumm. SToT Gunstp

Hanbonee NoaxoauT Ang Hamny4ywero ka4ectsa CTtatnyHbIX MBO@Da*eHMM

Lanczos 5x5 [JeiictByeT aHanornmyHo Gpunstpy Mutdenna, Ho obecneyvBaeT 6onbliee yBe-

Nn4eHrie pe3KoCTn, OHaKo 3a CHeT 6onblero BpemeHn peHgepuHra

OcrajibHble TTapaMeTphl B3SAThI 10 yMoJuauuio, Spatial Contrast RGBA
0.051; sHauenus comrminura Minimum 1/4, Maximum 4.
[IpumeuaTesibHO BpeMs PeHIePUHTa:

Box — 5 mun 18 cex;
Gauss — 5 MuH 24 cex;
Triangle — 5 muH 19 cek;
Mitchell — 5 mun 27 cex;
Lanczos — 5 mun 30 cex.



FnaBa 4

Puc. 4.13. NMpuMeHeHne GunbLTPOB Ha NMPUMEpPE MHTEPbEPA, CJIEBA HaNpaBo:
Box, Gauss, Triangle, Mitchell, Lanczos

TEKCTYP, NMPUMEHSAS pa3Hble TUMbl U pasmMepbl GUIbTPOB, a 3aTeM
yBeNNYbTE MacwTab BM3Yyannu3nMpoBaHHbIX M300paxeHuin, 4TOObI
npoaHanu3npoBaTth NoJlyd4eHHbIE Pe3yYNbTaThl U BbIbpaTb Hanbonee
npvemMneMsblli Bam pesdynbTar, y4UTbIBaOLMI BPEMS M KAYECTBO PEH-
hepuHra.

dunbTpel Box, Gauss v Triangle ny4lue BCero npuMeHsITb 4151 TECTO-
BbIX peHaepos, a Mitchell n Lanczox — pns uHanbHbIX.

@ Ha 3amMeTKy: nonpolyinTe OTPeHOAepUTb PAL AETaNN3UPOBAHHBIX

Tax:xe crout OTMETUTD, YTO Ha 3aCBEYECHHDBIX yIaCTKaX (I/ICTO‘{HI/IKOM
3aCBE€TAa MOTYT CTaThb O0OBEKTEHI € TIPpUMEHEHNEM CaMOCBETANINXCA MaTepua-
JIOB, UMEIOINX CJIMIIIKOM BBICOKYIO SAPKOCTH CaMOCBe‘{eHI/IH) MOTyYT T10-



SIBUTHCST apTe(haKThl M3-3a HEJOCTATOUHOTO CyOCaMIIMHTa U 32-GUTHO-
ro BbIBoJa nzobpaxkenus (cM. ganee B paszesie Frame Buffer Type (Tun
BUpTyaJbHOrO Gydepa Kazapa)). B aToM ciydae Jiydiie BCero CHUBHMTH
SIPKOCTb CAMOCBETSIIIIUXCSI MATEPUAIOB, TIOKEPTBOBATh (PU3UUECKU TIPa-
BUJIbHBIE CBOWCTBA B YTOy KauecTBa peHzepa.

OrpTiONS (Oriun)

B 9roii rpymime mapaMeTpoB MOYKHO 33[aThb Pa3IUIHbIE HACTPOUKH
npocuera pernoHoB — 6akeros (buckets).

Baker — HegenmMast yacTh perrona, obpabareisaomasics CPU Bo Bpe-
M perjiepunra. KosmyectBo 6akeTOB HATIPAMYIO 3aBUCUT OT KOJMYECTBA
snep u notokos CPU. Kaxaplil 6akeT IPOCYUTHIBAETCSA HE3ABUCUMO OT
npyrux GakeToB. TakKe IPU BU3YaIU3aI[UK 110 CETH HA TJIABHOU MaIlliHe
0TOOPaKAOTCST GAKETBI U MX KOJMYECTBO, COOTBETCTBYIOIIEE UHUCTY SIIEP
n notrokoB CPU ceTeBbIX MalImH.

Jiffer ([Iposkanue) — aTa omuust Crioco6CTBYeT YCTPAHEHMIO MEPLIAHIS
U HEXKeJIaTeIbHbIX apTedaKTOB THIIA Myapa U [TOJIOCATOCTU IIPU BU3YAJIH-
3aIUY AHUMAITHH.

Sample Lock (BiiokupoBka caMIuimara) — BhIHYKAaeT mental ray 3a-
GJIOKMPOBATH COCTAB COMILIMHTA, UCTIOIb3YEMBIN B aHUMAIIMOHHO BU3ya-
sm3anuu. B utore ToT %&Ke caMblil COCTaB COMILIMHTA TOBTOPHO HCIIOIb3Y€ETCST
TIPY PEHJIEPHHTE TOCTEAYIONUX KaIPOB, 4TO MO3BoIsteT mental ray Bocmpo-
M3BECTH AHAJIOTHYHbIE PE3YJIBTATHI COMILINHTA ¥ YMEHBIINTh MEPIIAHHE.

Bucket Width (ITIupuna 6akera) — onpenesisieT pasmep OakeTa B ITHK-
ceJsiX B quarnasone ot 4 1o 512 nukceneid. Tak kKak 6akeT MOKET ObITh
06paboTaH TONBKO OHUM siipoM uik motokomM CPU, To ycTaHOBKA CTUIII-
KOM GO0JIBIIOrO pasMepa 6akeToB GyAeT MeNiaTh ONTHMAIBHOMY HCIIOJIb-
30BaHUIO BHIYMCIUTETBHBIX PeCcypcoB. I Ha060pOT, yCTaHOBKA CIIUITKOM
MaJIEHbKOTO pa3Mepa 6aKeTOB MOJKET 3aME/JIUTh BU3YAJIM3AIMIO U3-3a
HaKJIAJIHBIX PACXOJIOB, CBSI3aHHBIX C KayKAbIM GakeToM (Tiepeada JaHHbIX
CIIEHBI 10 CeTHU U TIpoUee). JIydiiie BCero NCIoib30BaTh 3HAYEHUE 110 YMOJI-
YaHWIO, PaBHOE 48 MTUKCEJISM.

M3MeHATh pasMepbl GakeTa CTOUT B CJIydae, KOrja y Balleil cucre-
MBI HeGOJIBITION 06BeM OTepaTUBHON maMsaTH. Toraa Jydiie yMEHBITHUTh
pasMmep, uTo TPUBEJET K HEKOTOPOMY 6oJiee TPOAOJLKUTENLHOMY peHe-
PUHTY, HO He Oy/IeT aBapUIHOTO 3aKPBITUS IPUIOKEHHS U3-32 HEXBATKU
orepaTuBHON maMsaTH. [IOMIMO 3TOTO, CYIIECTBYIOT U APYTHE CIOCOOBI
ONITUMU3AIIY CIIEHBI, OTTUCAHHDIE [[AJIEE B 9TOU TJIaBeE.

Bucket Order (TTopsiiok 6akeToB) — 3/1eCh MOKHO BBIOPATh MOCIE10-
BaTeNLHOCTH GakeToB. JIydIiie BCErO OCTABISATh HTOT TTAPAMETP MO YMOJ-
vanuio Hilbert.



@

Ha 3ameTKy: 3TO CaMblil NyylWnNiA BapuaHT NociiefoBaTe/IbHOCTU
6akeToB, 0COOEHHO EC/IM B CLEEHE NMPUCYTCTBYIOT TAKNE 0O BbEKTbI, Kak
mrProxy nnu Hair&Fur, a Takxxe npu ncnonb3oBaHM KapT CMEeLLEHNSA
displacement. Bce aT1 06bEKTLI AUHAMUYECKNE U TEHEPUPYIOTCS BO
BpeMs peHaepuHra B oTaenbHoMm 6akeTe. Takke npu ceTeBol BU3ya-
nmnsauum n ncnonbdosaHnn onunmn placeholders (peyb 0 KOTOpPOI
nonaeT nanee B rnaBe) pekoMeHayeTcs 9ToT Nopsaok 6akeTos.

B nocneposatensHocTu Hilbert nopsnok 6aketoB naoet Hambonee
JIOFMYHBIM U ONTUMaNbHLIM 06Pa30oM s AUHAMNYECKU CreHepupo-
BaHHOM reomMeTpun.

| - Sampling Quality |
—Samples per Pixel Filter
Minimum: 1/4 - Type: Box -
Mancimum: 4—v Width: 1,0 ﬂ
Height: [To | ﬂ

Spatial Contrast
’7R:|D,DS 2le:f0,05 le:[o.05  %la:o05 2 Il
— Options

¥ Lock Samples Bucket Widm: 98 e
[ Jitter Bucket Order: |hilbert (best)

Frame Buffer Type: IFIoaﬁng-Point (32bitsper cha

Puc. 4.14. YcTaHoBka napameTpoB 6akeToB

Frame Buffer Type (Tun Bupryanbuoro 6ydepa kagpa) — I03BOJSIET
BBIOpPATh OUTHOCTD BBIXOSIIETO N300PAKEHUS:

@

Integer (16 bits per channel) — BoiBOUT M300pakeHue B 16-6uT-
HOM hopMmare;

Floating-Point (32 bits per channel) — BrBozUT M306paKenue
B 32-6uTHOM (hopmare. ITOT METOJ TOIEPKUBAET BBICOKOIMHA-
mideckue usobpaxkenuss (HDRI).

Ha 3ameTKy: npu peHaepuHre n3obpaxeHus B 32-6utHoM popma-
Te Ha n3obpaxeHnn MOryT MosiBUTbCA Apkue Benblie obnactu nnm
TOYKM. DTO CNeaAcTBUE TOro, YTO CaMOCBETALUMECSH 0ObEKTbI UK UC-
TOYHMKM CBETA OTpaxaloTcs U umMetoT 3HadeHne 6onbwe 1.0. Unn,
Kak 3TO NPUHSTO rOBOPUTb, NOSIBNSIETCS 3acBeT. Ero MoxHo ybpaTtb
B NporpaMmax noctobpaboTKm UM e HaCTPOUTb SKCNO3ULMIO.

AnarHocTtuka CoaMnJMHra

JlMarHOCTHYEeCKUN COMILIUHT MPECTABIISIET cOO0I METO/[ BU3YaIbHOTO
TIPENICTABIEHNSI COCTABA COMILIOB B BU3YATM3UPYEMOM H300PAKEHUM.



OH 103BOJISIET TPOBEPUTD, HE BBITTOJTHSIFOTCS JIM «U3JIUIITHIE> COMILIBI Ha
Pa3PSLKEHHBIX YUaCTKaX CIIEHBI, a TAKKe YOEAUThCS, TOCTATOUHO JIH COM-
IJTOB Ha JIETAJIM3UPOBAHHBIX yUacTKaX. BusyajbHOe Tpe/IcTaBIeHIe pac-
IpeiesieHNsT CAMILIOB TIOMOTAET JIY4Ille YCBOMTh XapaKTep aAallTHBHOTO
COMILINHTA.

JIMarHoCTHKa TOMOTAeT BU3YAJIBHO MPEACTAaBUTh HECKOJBKO 3Je-
MEHTOB, UMEIOIIIX OTHOIIEHNE K COMIUIMPOBAHUIO: pazmep OGakeTa 060-
3HAUAETCS KPACHOW JIMHWEH, MPOXOMAAIIEH MO ero rpaHuiaM, pasbuBast
n300paskeHre B 3aBUCHMOCTH OT pasMepa GaKeTa, COMILIBI [IPeCTaBJIe-
HBI BU3YQJIbHO TPAIAIUSME CEPOTO. YUACTKU YE€PHOTO I[BeTa BOOOIIE He
BBIOMPAIOTCSI, YUACTKU PA3HBIX TPAJAlliii CepOro BHIOMPAIOTCS Ha OIpe-
JIeJIEHHOM YPOBHE, a YYacTKU GEJIoTo I1[BeTa — Ha MaKCUMaJbHOM YPOB-
He coMIUTMHTa. V3 TaKoro BU3YaJbHOTO MPEACTABJICHUS MOKHO Y3HATh
0 XOJI€ COMILITUHTA CIIEHBI.

YT06bl yCTAHOBUTH BU3YaJIbHOE OTOOPAsKEHUE IMATHOCTUKY COMILIIN-
poBaHusi, BeiOepuTe n3 MeHIO komaHay Rendering = Rendering setup
(Busyammsanus = Hactpoiika Budyanusanun) wim Haxkmute F10. B ot-
KPBIBIIEMCST THAJIOTOBOM OKHE BbIOGepuTe BKJIaAKYy Processing (O6pa-
6oTka maHHbIX) B cBUTKe Diagnostics ([Iuarnoctuka). B rpymme Visual
(Busyasbtas) Haxkmute KHoky Enable (BkirounTs) u BeiGepuTe pajgu-
aJIbHBIN epekouaresb Sampling Rate (3HaueHIs caMIUIMHTA), KaK 110-
Ka3aHo Ha puc. 4.15.

Comman | Renderer |
Indirect Ilumination | Processing | Render Elements |
T+ Translator Options i
[- Diagnostics |
r Visual
[V Enable
% Sampling Rate
" Coordinate Space Object Size: | 1,0 ﬂ
#* Photon W
" BSP [Depth .~ |
" Final Gather

Puc. 4.15. BknioyeHne BU3yanbHOM
ONarHOCTUKN CAIMMANPOBAHNS

Kak mokazano wa puc. 4.16, MUHUMAJIbHBIH COMILIMHT yCTAHOBJIEH
1/16, a makcumanbibiii 16. Ha ¢unasbHOM M300paskeHUN €O BKJIIOYEH-
HOH IMaTHOCTUKOM COMILIMPOBAHUS YEPHBIM LIBETOM OyAyT 0TOOpaKaTh-



Puc. 4.16. NMpumep onarHoCTMHECKOro peHaepuHra,
macwTab 1:1 (cnesa); 4:1 (cnpasa)

Cs IMKCEJIM, COMILIMHI KOTOPBIX ObLI IpousBelieH co 3HaueHueM 7/76,
a Genbim — 16.

OcBelieHne oTpaXXeHHbIM CBETOM

Hamu rnasa BOCIIPMHUMAIOT OTPa’K€HHbBbIE OT IIPEJMETOB JIY4U, ITIO3ITOMY
MbI BUAUM 3TU TPEIMETDI. STI/I OTpaKE€HHbIE JIYYN MOTYT IIOIMaZaTb Ha
npyrue 06BEeKTDI, KOTOPbIE TaKKe Oy T OTPaKaTh MX B TOW UJIM UHOH CTe-
nenu. Ha puc. 4.17 mokazano BO3MOKHOE TOTMAJIaHNe JTyvell Ha TOBepX-
HOCTH OOBEKTOB CIIEHBL.

Direct light (Mpsamoi1 ceeT)

- Indirect light (OTpax&HHblii cBeT)

Puc. 4.17. NpumMep NpoXoXaeHns yya B CLEHE



B mental ray mBer xomupyercst cucremoit RGB u B cooTBetcTBYyI0O-
TIUX 3HAYEHUSIX TEPEHOCUTCS C OFHON MOBEPXHOCTU OOBEKTA HA APYTYIO.
U, ecrecTBEHHO, IBET MTOBEPXHOCTH OIHOTO 0OBEKTA MOKET BJIHMSITH Ha
I[[BET TIOBEPXHOCTHU JPYTOro, YTO B TIPUHIIUIIE 3aBUCUT OT CBOMCTB caMoil
MOBEPXHOCTH 06BeKTA. T10 CYTH, 9TOT TPOTIECC MOKHO HA3BATh OKPAWUBA -
nuem. IlepeHOC 3HAUEHNS TIBETA C OJTHON TTOBEPXHOCTH 00HEKTA HA IPYTYIO
TIOBEPXHOCTH OOBEKTA TIPOUCXOAUT € TTOMOIIBIO Telinepos dhoTtonos. Cu-
HU# KyO Oy/IeT YaCTUYHO OKPANIMBATh JIEBYIO cTeHy (puc. 4.17).

IToBepxHOCTD T060TO 0GBEKTA HE TOJBKO OTPAIKAET, HO U TIOTJIOTIAET
cBeT. [Ipu 9TOM SHEPTHUST HTOTO CBETA YMEHBIITAETCST OT OOBEKTA K OOBEKTY.
CoOTBETCTBEHHO, U MIEPEHOC 1BeTa (OKpAIMBAaHUE) MPOUCXOAUT 10 TEX
O, TIOKA BCsI SHEPTUST HE MOTJOTUTCS. 3aTyXaHWe JHEPTUH OCYIIeCTB-
JISIETCSI TTO 3aKOHY OOPATHBIX KBAPATOB (3aBUCHMOCTD CHJIBI CBETA OT PaC-
CTOSTHUST), UTO HEMJIOX0 MMHUTHpyeTcst B mental ray. OmHako KoJmdect-
BO oTOHOB B mental ray BecbMa orpaHnyeHo (B OTJIHYHE OT PEATBHOTO
MUPA) ¥ UCTIOIB3YETCS JIUTITH [7TsT TTOJTYYEHUST CPETHETO 3HAYEHST HA JIaH-
HOM y4YaCcTKe TTPOCTPAHCTBA.

BoT 0CHOBHbIE JOCTOMHCTBA OCBEIEHNST OTPAKEHHBIM CBETOM:

e He TpebyeTcst 6OJIBIIOTO KOJIMYEeCTBAa MCTOYHUKOB cBeTa. C yueToM
nepeoTpakeHu il 0T 00bEKTa K OOBEKTY B CIIEHE YaCTO OKAa3bIBAETCSI
CJIMIITKOM MHOTO CBETa JIake OT eIMHCTBEHHOIO NCTOYHUKA,

e aproMaTuyecku GOPMUPYIOTCS IMOIYIIPO3PAUYHbIE TEHHU, ECJIU 3aTe-
HEeHHbBIE 00JIACTH JIOTIOJIHUTEIHHO TIO/ICBEYMBAIOTCS JIydaMU, OTPa-
JKEHHBIMU OT 0OBEKTOB CIIEHBI;

® aBTOMATUYECKU BOCIPOU3BOIUTCS TAKOE XaPAKTEPHOE I Peaib-
HOTO MUpa sIBJIEHUE, KaK I[BETOBOE TOHUPOBaHUE OOBEKTOB OTpa-
JKEHHBIM CBETOM;

® peai3yeTcsi BO3MOXKHOCTh Budyayiusanuu addexra moanoBepx-
HOCTHOTO pacceuBanust (Sub-Surface Scattering viu SSS), ipumve-
HSIEMOTO JIJISI BUBYQJIU3AIUY OPTaHUYEeCKUX TIOBEPXHOCTEN.

B 3ds Max BKJIIOYE€HO HECKOJBKO Pa3/IMYHBIX aJITOPUTMOB pac4deTa
OCBEIIEHWA OTPa’)K€HHbIM CBETOM. Ka)KZ[bII';I 13 HUX UMeeT CBOM 0CcoOeH-
HOCTU 1 06J1aCcTH IIpUMEHEHUA.

LiBeT u ero nornoweHue

Crelenb 1IOIJIOIIEHUS CBeTa 0ObeKTaMU CLIEHbI OIIpe/ie/isieT uxX 1BeT. be-
JIbIA 1BeT 0OBbEKTA O3HAYAET, YTO OH OTPAKAET BEChH MAAAIOIIUN HA HEro
CBET, a YEePHBIIA 1[BET — IOJIHOE HorJolleHue cseta. Eciu BbiOpaTh B 1Ieii-



nepe (hOTOHOB YEPHBIH IIBET paccenBaHUsI, (DOTOHBI He OYYT COXPAHITHCST
(OCTaBIATH CBOIO HEPTHIO).

Boi6upas 11BeTa 0OBEKTOB, UMEITE B BUIAY PasHble COYECTAHUS IJIUH
CBETOBBIX BOJIH. VIMeeTcst B BUY, YTO BMeCTO YHMCTHIX 1[BeTOB RGB He-
00X0IMMO BbIOMPATh PasHbIE UX OTTEHKH, YTOObI MAKCUMAJILHO IIPABAO-
10106HO BOCIIPOM3BECTH CIIEKTPaJIbHBIN cocTaB cBeTa. Hampumep, opat-
JKeBbIl 11BeT: BMecTo 3Havenuit RGB 255, 128, 0 ycranosute 248, 120, 3.

Caustics and Global lllumination (Gl)
(KaycTtuka u Frnob6anbHoe ocBeLueHue)

OMH U3 aJITOPUTMOB IIPOCYETa OCBENIEHNsT OTPAKEHHBIM CBETOM B Men-
tal ray — aro Global Illumination (I7106anbHOEe OCBelIeHME), KOTOPDIN
I03BOJISIET UMUTUPOBATH PacIpesiesieHre CBETa B CIleHe ¢ TIOMOIIbIO BUP-
TyasbHbIX (HoToHOB., CUlla CBE€TAa M OCBELIeHUE B 1EJIOM OTIPeIesISIOTCS
C TIOMOTIBIO (POTOHOB — MEJIKUX TIOPIIUii 9HEPIUH, U3JTy4aeMOii MCTOUHM-
KaMU CBeTa U TIOTJIONIAEMOii, IPOITYCKAeMOI WM OTpaskaeMoil 0T 00beK-
T0B B ciieHe. OGbEKThI MEPealoT CBOWCTBA CBETa, MepefaBaeMble OT O/
HOW MOBEPXHOCTH K IPYTOM, COXPAHSIOTCS PE3yJIbTaThl PaCueToB B (haiiie
JIAHHBIX, HA3bIBAEMOM (YOMOHHOLU KAPMOL.

CTBaM pacCesiHUS OTPaXEHHOIO CBETA, K OTPAXEHWUIO, MPONYCKaHNIO
1 nornoweHnio GoToHOB 0O6bekTaMu cueHbl. A KaycTuka ceasaHa
C LOMNONHUTENbHBIM B3aUMOLENCTBUEM 3EPKASIbHOIO OTPaXEHUs 1
NpornyckaHua ceeTa, KOTOpPOe YCUNMBaeT CBET U AJaeT caMble pas-
Hble BU3yasibHble 3P DEeKThI.

@ Ha sameTky: No6GanbHoe ocBeLleHne VIMEET OTHOLLIEHNE K CBOIA-

Hacrpoiiku Kayctukn v Io6aisHOr0 OCBeleHHs] MOXKHO HaiTH
B JIHAJIOTOBOM OKHe HACTPOEK peHjepa. Boibepure M3 MEHIO KOMaHIY
Rendering = Rendering setup (Busyanmusanus = Hacrpoiika Busyasu-
sarun) win Haxkmute F10. B oTKpbIBIIEMCST IMATIOTOBOM OKHE BhIOEpH-
te BKIaAKy Indirect Illumination (OcBerieHrie OTpaskeHHBIM CBETOM) B
csurke Caustics and Global Illumination (Kaycruka u [tobanbHOe oc-
Benienue) — puc. 4.18.

Kayctuka

Eciim 00beKT TIpO3pauHbIil, TO OH IPEJTOMJISIET YU, HEKOTOPBIE 13 KO-
TOPBIX (POKYCUPYIOTCS B 0JfHOM Mecte. TTomaaast Ha Ipo3pavyHblil 00bEKT,
Jgyun (M COOTBETCTBEHHO, SHEPIHS) TIePEPACIIPEAEISIOTCS B TIPOCTPAH-
CTBE, BCJIEACTBHE Yero Mbl MOKeM HaGJIF0IaTh Y30Pbl U «KapTHHKH» Ha



OcBelieHne oTpaXXKeHHbIM CBETOM
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Puc. 4.18. NapameTpbl KaycTuku
1 Fno6anbHOro ocBeLeHus

MTOBEPXHOCTH, HA KOTOPYIO (POKYCUPYIOTCS 3TH Jyun. ITOT 3(deKT Ha-
3BIBAETCS] KAYCMUKoU. 3/1eCh CJe/yeT Pa3jindaTh KayCTUKY C HPSMbIM
CBETOM U TJI0GAIBHOE OCBEIIEHHE ¢ PSIMBIM cBeToM. [ToryTeHn KaycTu-
KU OOBIYHO CBeTJIee, YeM TeHU riobambHoro ocsemntenusi. Gopma u sip-
KOCTb KayCTUKK 3aBUCST OT TOJIIUHBL U (hOPMbBI 00bEKTA, Yepe3 KOTOPLI
MIPOXO/ISIT JIYUH.




CAusTICS GROUP (I'PYTITIA KAYCTUKA)
Enable (BxiroueHo) Korzaa BriroueHo, mental ray BocrpousBoauT sg-
exTol KaycTukH. [lo yMOT9aHMIO TeHepaIis KayCTUKU OTKJIIOYEHA.

cobnoaeHbl yCnoBusa B cueHe: 1) Kak MUHMMYM OOVH OObEKT O0M-
XEH reHepupoBaTb KAyCTUKY (BbIK/TIOYEHO MO YMOJIHAHMIO); 2) Kak
MWUHUMYM OAMH OOBEKT A0IKEH MPUHUMATL KayCTUKY (BKJIIOYEHO NO
ymMonyaHuio); 3) Kak MUHUMYM OAMH MCTOYHUK CBETA A0JIKEH reHe-
pUpOoBaTb KayCTUKY (BbIK/TKOYEHO MO YMOHaHUIO).

@ BaXHO: /19 peHAepUHra KayCTUKM Bbl JO/MKHbI ObITb YBEPEHbI, HTO

Ouryu 715 TeHepUPOBAHUS U IIPUHATHS KayCTUKU HaxoasaTcs B Ob-
ject Properties = mental ray Panel (CpoiictBa 00bekTa = BKJIagKa
mental ray), puc. 4.19.

General | Adv. Lighting || User Defined |

r Final Gather
When Object is Hit by a Final Gather
# Return Object Color (Physically Correct)
" Return Black
" Pass through (Invisible to FG)

[V Receive Tlumination from Final Gather

r Caustics and Global Ilumination (GI)

] | jcs Calculations
¥ Generate Caustics
[V Receive Caustics

[ Exclude from GI Calculations
¥ Generate Global Tlumination
¥ Receive Global Tlumination

r Displacement

[V Use Global Settings
¥ | View-Dependent ¥ | smoothing (Turn OFF with Height Maps)
Edage Length: |2.D— ﬂ pixels
Max. Displace: I&DTQ Max. Level: In—ﬂ

Puc. 4.19. CeolicTBa 06EKTOB 1 X NapamMeTpsbl,
BAUSIOLLME HA MPOCYET KayCTUKW

Multiplier/color swatch (Muoxuresns/onpeaeienne 1uBera) — KC-
MOJIB3YETCST /IS YIPABJIEHUsS] WHTEHCUBHOCTBIO W IIBETOM BTOPUYHOTO
OCBEIIeHNs, CO3MaHHOTO KaycTukoit. [lapamerpsl mo ymomuanuio 1.0
benviil ysem BOCIIPOU3BOAST (DU3UIECKU MTPABUIBHOE TITOOAIBHOE OCBe-
IeHue.

Aror napamerp GoJiee MOJIE3eH sl HACTPOMKH caMoro addexTa Kayc-
TUKW, HEIKEJIH JIJIST YIIYUIIeHnsT Ka4eCTBA KAPTUHKL.



OcBellueHne oTpaXeHHbIM CBETOM

Puc. 4.20. NapameTtp Multiplier: 1 (cnesa); 3 (cnpasa)

Maximum Num. Photons per Sample (MakcumaibHOE KOJUYECTBO
(oTOHOB Ha CIMILT) — yCTaHABAMBAET 3HaUeHHEe (POTOHOB, HCIIOIB3YIO-
MUXCS [7IsT BBIYICJACHNS MHTEHCUBHOCT KAyCTUKW. YBeJUUeHHE 3TOTO
3HAUEHMS JIe/IaeT KayCTUKY MEeHee IYMHOM, HO 6oJiee pasMbITOiL. 1, cooT-
BETCTBEHHO, HA0OOPOT.

YeMm Gobilie 3HAUEHNE, TeM OOJIbIIIE BPEMEHU YXOIWT Ha PacyeT, u
pe3yJIbraT moJjrydaercs 6ojiee YeTKU ¥ MeHee PasMbITBII. JIJIs KayCcTHKY
JTy4IIle NCTI0Th30BATh «IITYMHBIN» Pe3yJIBTaT.

Puc. 4.21. NMapameTtp Maximum Num. Photons per Sample:
10 (cne.a); 50 (B ueHTpe); 200 (cnpasa)
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Mopckaska: ansa npeaBapuTesibHOro MPOCMOTPA KayCTUKN YCTaHO-
BUTE 3HadYeHue Samples, paBHoe 20, 3aTeM yBeMybTe 3TO 3HaYe-
Hue 0o HeoBX0AMMOro B hMHANIbHOM PEHAEPUHTE.

Maximum Sampling Radius (MakcumanbHblii paguyc comiuia) —
BKJIIOUEHHUE ITOH OIIUH TI03BOJIIET aKTUBUPOBATh CYETUYUK, B KOTOPOM
MOJKHO YCTaHOBUTH panuyc hOoTOHOB KaycTuku. Korma omnmus BIKIIIOUE-
Ha, Kaxk/1bIil hoToH paccunthiBaetcs kKak 1,/100 paguyca Bceil clieHbl.

Bo mHoOr1X ciyyasx pasmep dporona o ymosrdanuio (Radius otkiouen),
1/100 ot pa3mepa clieHbl, aeT nmpuemiaeMble pe3yssraTel. Ho B HeKOTOpBIX
CJIyUasIX HTOT pasMep MOKET ObITh CITUITKOM BEJIUK WU CJUIITKOM MaJL.

Korma dorontbie oTpaskeHus mepekpoBaoTcs, mental ray ucnoib3yer
COMILJIVHT JIJIST CTJIA)KMBAHUS MECT TIEPEKPBITH. YBeJIUUeH e KOJUIeCTBA
COMILIIOB YBEJIMYUBAET CTIIAKEHHOCTD M MOJKET JIaTh O0JIee PeaTiCTHIHYIO
kayctuky. Korna oToHBI UMEIOT MaJIeHbKIH PAJIYC U He EPEKPBIBAIOT-
cs, onius Samples He gaer HuKakoro addexra. Huskoe sHaueHne paauy-
ca ¢ GOJIBIITNM KOJMYECTBOM (DOTOHOB JAET MATHUCTYIO KAYCTHKY.

Puc. 4.22. NapameTtp Maximum Sampling Radius:
BbIKJIIOYEH (cnesa); 1 cm (cnpaea)

Filter (Ounsrpanust) — ycTaHaBAWBAET DUIBTP, UCTIOMB3YEMBIN IS
PE3KOCTH KaycTUKU. Bo3aMOkHBIE BapuaHThl TUNIOB (ussrpanun: Box,
Cone win Gauss. Onius Box 3aHuMaeT MeHbIlle BpeMeHU BBIYUCTIEHUT,
Cone fieaet kaycTuKy 60Jee 4eTKOM.

Ouisrp Gauss ucob3yeT KpuByto Taycca u MokeT qath GoJiee riaj-
KU pesyrsrat, ueM Cone.

Filter Size (Pasmep ¢uibrpa) — perympyer 4eTKOCTh KAyCTUKHU TIPH
ucnonb3oBaiun Cone B KavecTBe (uibrpa. 3HaYeHHE JOJUKHO OBITH
6outbiiie 1.0. YBemndeHve 3HAYEHS IeJIaeT KAyCTHKY OGoJiee CMa3aHHOT.
YMeHbIleHne, HATIPOTHUB, JETAeT ee H0oJee YETKOI, HO TaKyke HEMHOTO «3a-
HIYMJISIET> €€.



OcBelleHue oTpaXXeHHbIM CBETOM m

Opaque Shadows when Caustics Are Enabled (Henpospautbie TeHH,
KOT/[a KayCTUKA BKJIOUEHA) — MIPU BKJIIOYEHWH ITON OMIUKA TEHU CTAHO-
BATCS TeMHBIMU (HeTpo3payHbiMu). Ecam aTa omitus BBIKIOYEHA, TEHU
MOTYT OBITh YACTUYHO MPO3PAYHBIMU. 110 YMOTYAHUIO OTIIUST BKJIIOUEHA.
HenpospauHble TeHH PaCCUUTHIBAIOTCS OBICTPEE, UEM TPO3PAUHBIE.

FmoGanbHOE ocBelleHne

GLoBAL ILLummNAaTION (GI) GROUP (I'PyTiTIA [7IOBAJIBHOE OCBEIIEHUE )
ITU HACTPONKU TO3BOJISIOT YIIPABJSATH MCIIOIb30BaHNEM (DOTOHOB I
rexepanuu LnoGansuoro ocsemenus (Global lllumination). Ilo ymomnua-
HUIO BCE OOBEKTHI TEHEPUPYIOT U TIPUHUMAIOT TJI06aIbHOE OCBEIEHHUE.
Ha puc. 4.23 nokasan npumep npumeHenus [Mo6aapbHOro ocBemieHus

K CIIeHe.

Puc. 4.23. Mpumep ucnonb3oaHus FNo6anbHOro ocBeLeHns:
BbIKJIIOYEHO (CneBa); BKOYEHO (cnpasa)

Hactpoiiku Jijist yripaBJieHUsI TEHEPUPOBAHUEM U OTOOPAsKEHUEM TJIO-
GasbHOTO OCcBelienus Haxozsarcs B Object Properties = mental ray Pa-
nel (Cgoiicta o6bekra = Briaaka mental ray), puc. 4.24. Onuun s
reHePUPOBAHUS U IIPUHSTUS KayCTUKH.

Enable (Bxioueno) — koraa Bijodeno mental ray, paccuutbiBaer
OCBellleHUe OTPaskeHHBIM cBeToM asroputmoMm Global Illumination. Tlo
YMOJTYAHUIO ATOT AJITOPUTM OTKJIIOYEH.

Multiplier/color swatch (Muosuresn/onpeaesnenue 1BeTa) — uc-
TI0JIb3YETCS JIJIs1 HACTPOMKY MHTEHCUBHOCTH U [IBETA OCBEIEHMSI OTPASKEH-
HbIM cBeTOM ajiroput™a Global Illumination. TlapamMeTpsl IO YMOTYAHHUIO
1.0 u Genviii ysem BOCIPOUZBOAAT (PU3MUECKH MPABUIbHOE IIIOOATBHOE
ocBeleHne. ITo ObIBAET MOJIE3HO JJIst HACTPOUKH BiustHus adderra Gl u
YIIy4IIeHUsT KAauecTBa KAPTUHKH.
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Puc. 4.24. CeoiicTBa 06BLEKTOB U X NapaMeTpbl,
BAusiowme Ha npocyet Fno6anbHOro oceeleHus

BaxxHo: ganee 6ynem paccmatpmeaTb napameTpbl Global lllumina-
tion ¢ npumeHeHnemM OCHOBHOIMO Ceporo LBeTa AJ1s NoAaBsioLLLe-
ro 60/bLIMHCTBA OOBLEKTOB, 3a UCKNIOYEHNEM HEKOTOPBIX €ANHULL.
Takxe B CUeHe npuMeHeHbl ABa UCToYHMKa ocBelleHns (Daylight
system 1 B okHe mr Sky Portal). 910 Ham Heo6x0aMMO oS BU3Y-
aNbHOr0 MOHMMAaHWS TEX U NHBIX NapaMeTPOB.

Maximum Num. Photons per Sample (MakcumanbHOe KOJIUYECTBO
(hOTOHOB HA CIMILT) — YCTAHABINBAET KOJUYECTBO (DOTOHOB, UCIIOIB3YIO-
IIMXCS /15T BEIYKMCIEHU MHTEHCUBHOCTH TI00aIbHOTO OCBELIEHN. YBe-

Puc. 4.25. LigeT $0OTOHOB rno6anbHOro OCBELLEHUS:
Genblin (cneea); ceeTno-ronyboli (cnpasa)



OcBellueHne oTpaXeHHbIM CBETOM

Puc. 4.26. Mapametp Maximum Num. Photons per Sample
50 (cneBa); 200 (B ueHTpe); 500 (cnpaga)

JuYeHre 3TOr0 3HaYeHUsI yMeHbInaeT 3amymiaennocts Gl, Ho nemnaet ero
GoJiee CMa3aHHBIM. YMEHbBIIEHHE — HA0OOPOT.

Yem GoJiblile 3HAYEHUE COMILIOB, TeM OOJIbIIIE BpeMeHU Tpebyercs
Ha pacyeT rIobaJbHOTO OcBelleHus. 3Hadenue mo ymomauanuio 500. Ha
puc. 4.26 mokasan mpruMep IpUMeEHeHUsI 3TOTO TapaMeTpa ¢ Pa3IUIHbBIMU
3HAYEHUSAMM, OIHAKO JIJIA BCEX TPEX TeCTOB Obla yCTAHOBJIEHA TeHepa-
1us $hoToHa 1719 ucTOYHUKOB cBeTa cileHbl — 10 000. KonkpeTHo 17151 3101
clieHbl HanboJiee TPUEMJIEMBIM PE3YJILTATOM OCBEIIEHUSI OTPaKEHHBIM
CBETOM sBJIAETCS 3HaueHue mapamerpa Maximum Num. Photons per
Sample, pasroe 200. []j1s1 1106a7IbHOTO OCBELIEHUs JIydllle HCII0Ab30BaTh
«CMAa3aHHbBII» Pe3yJIbTaT.

Moackaska: ana npeppapuTtensHoro npocmMotpa Gl yctaHoBute
3Ha4eHve 100, NOTOM yBenn4bTe 3HaYeHne Ans GUHANBHOIO PeH-
LepuHra.

Maximum Sampling Radius (MakcuMmanbHbBIH paguyc coMmIuia) —
BKJIOUEHUE ITON OMIIUU TIO3BOJISIET aKTUBUPOBATh CUETUHK, B KOTOPOM
MOKHO YCTaHOBUTH paauyc (DOTOHOB ryiobGaibHOTO OcBeleHust. Korma
OTIMIMS BBIKJTIOUEHA, KaXKAbIH GoToH paccuuThiBaeTcs kak 1/10 pagmyca
Beeii crieHbl. 110 yMOTYaHUT O 9Ta OMIIKST BBIKJIIOUEHA.
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Korma ¢hoToHBI TIepeKphIBAtOTCS APYT APYyroM, mental ray ucmosb3yer
COMILIMHT, UTOObI CTJIAIUTh MECTA IEPEKPHITHIL. YBEINUEHIE KOJTUIECTBA
COMILJIOB YBEIMYNBAET CTJIAKEHHOCTbh W MOJKET CO371aTh OoJjiee peasnc-
THYHOE ryobanbHOe ocBelieHne. Korma hOTOHBI UMEIOT MaJiblil pagnyc
U HE TEPEKPBIBAIOTCS, HACTPONKA COMILJIMHTA HU HA 4TO He BiauseT. s
1062 TbHOTO OCBEIEHUST (POTOHDI AOJIKHBI TIEPEKPBIBATHCS APYT APYTOM.
qTO6I)I TIOJTYYHUTDH XOPOIIINE PE3YJIbTAThl, MOJKET HOHaZIO6I/ITbCH BKJIIOYUTH
oo Maximum Sampling Radius u ysesnunth pasmep (OTOHOB.

Puc. 4.27. Papuyc penctems GOTOHOB:
no yMOon4aHuio, onums oTktodeHa (cneea); 50 cm (B ueHTpe); 150 cm (cnpaea)

Merge Nearby Photons (saves memory) (OO0beanHATh OJIM3JIeKa-
mue (OTOHBI, ONTHMHU3ANUA NMAMATU) — MPU BKJIIOYEHHOW OIIUKM HUC-
MOJIB3YHTE YUCA0BOE MOJIe, YTOOBI yKa3aTh HUKHUI ITOPOT PACCTOSTHUS
causans GoToHoB. Harpumep, B Hamreil cliene MMeeTcs: 04eHb IJIOTHOE
pacrpezenenue (HOTOHOB Ha HEGOJIBIIOM y4acTKe CLEHBI, HO CIIEHA B Iie-
JIOM MMEET HEJOCTaTOUHOE KOJMMIECTBO (DOTOHOB TSI KA9eCTBEHHOH BH-
syamusaiui. OIMH M3 BaPUAHTOB Pa3peleHust NpoOaeMbl — 9TO YBEJIH-
yeHue KoanuecTBa (POTOHOB TaKUM 06Pa3oM, YTOObI UX IIOIAN0 GOJIbIIe
Ha pefIkMe yyacTKu creHbl. Ho B TO jke BpeMsT yBeJMYUTCS U IJIOTHOCTD
(hoTOHOB Ha 6oJIeE TIOTHBIX yYaCTKax CIeHbl. B aToM cirydae mydine Boc-



OcBelueHue oTpaXXeHHbIM CBETOM m

OJIb30BAThCST TAHHOM OITIIeN TSI CIIMSTHUST POTOHOB, YTOOBI COKPATUTD
WX TUIOTHOCTh Ha JAHHOM ydacTKe. B pesysbrate Mbl moJyuum Gosiee
«TJTAJIKyI0», HO MEeHee JIeTAIN3UPOBAaHHYI0 KapTy (hOTOHOB, KOTOpPas UC-
MOJIb3y€eT TOPA3/I0 MEHbIIIE MTAMSITH.

ITa onIus UMeeT HanboJIee CYIIeCTBEHHOE 3HAUCHNUE [ITsT YIIPABJICHUST
KaueCTBOM PEHJIEPUHTa MPH KCIOJIb30BAHUN AJITOPUTMA TJI00ATBHOTO
ocsemnteHuss. OHa OTpeessieT crnocod WHTEPMOIAINE (POTOHOB [Jis TT0-
JIy4eHUsT OKOHYATEJBHOTO 1[BETA W €TO BHEIIHETO BUIA (DUHATBHOTO U30-
Opaxkenus. VicnonbsoBatue 3HadeHus (.0 5KBUBAJEHTHO BBIKIIOUEHUIO
NaHHON (QYyHKIINM.

TUCb 1 MEHBLUUM PaANYCOM AENCTBUS CIUSIHUS POTOHOB, YTOOLI BOC-
co3patb 6osiee nokasbHbIA Xxapaktep addeKToB rnobdanbHOro ocee-
weHns. B OTHOLLIEeHUN TOYHOW HACTPOMKK rNoGanbHOr0 OCBELLEeHUS
CneayeT y4eCTb eLe HECKOIbKO MOMEHTOB. [Npuy Manbix 3HaYEHUSsX Or-
umm Maximum Sampling Radius MoryT nosBuTLCS NATHUCTBIE apTe-
daKTbl, AaXKE NPU YBENNYEHN KONMYecTBa GOTOHOB. 19 UCKIIOYEHUS
nosiBNEHNs NoA0OHbIX apTedakToB Mbl MOXEM YBESINYUTL PAANYC AEi-
CTBUS1, UCMOJIb3Ys MEHbLLEE KONMYeCTBO GOTOHOB. HO TOraa TepsaioTcs
heTanun Bokpyr 6osiee Menknx 00beKToB. [Insi yCTpaHEHUS MATHUCTbIX
apTedakToB Npu rnobanbHOM OCBELLLEHNN NyHLLIE BCErO MCMOJb30BaTh
Global lllumination coemecTHo ¢ Final Gather. Npy 3Tom onums Op-
timize for Final Gather (Slower Gl) nonmxHa 6bITb BKJIIOUEHA.

@ Ha 3ameTKy: ecnv yBenminTb Konm4ecTso ¢hpOTOHOB, TO MOXHO 060-

IV Enable Multiplier: 1,0 3] |

i Maximum Num, Phatons : EE

[ Maxi ling Radius: [V Maximum Sampling Radius: [200,0cm | 2

| Merge Nearby Photons (saves memory){ 10,0cm & [V Merge Nearby Photons (saves memory){10,0cm =
I” Optimize for Final Gather (Slower GI) [™" Optimize for Final Gather (Slower GI)

Puc. 4.28. Onuma Merge Nearby Photons BoikniiodeHa (cnesa);
BKJIIOYEHA C YCTAHOBEHHBLIM paanycom 10 cm (cnpasa)



Optimize for Final Gather (Slower GI) (Onrumusuposats st Final
Gather (GI menientee)) — pu BKJIFOUYEHIH 10 TOTO, KaK BbI OyAeTe PeH-
JIEPUTH CIleHY, mental ray MPOM3BOANUT BHIUNCJIEHUS IJIST YCKOPEHHUS IIPO-
necca. Kaxapiit GoTOH XpaHUT AOTOTHUTENbHYIO HH(HOPMAIUIO O SIPKO-
cTi OTOHOB, €T0 OKPYIKAMIINX. ITO MOKET OKA3aThCST OUEHbD TOJE3HBIM
npu coBmenienun Final Gather ¢ Global Illumination — B aToM ciydae aTa
nomosHUTEbHAs WHopManus mossosisieT Final Gather 6bicTpo onpese-
JISITh, CKOJIBKO (DOTOHOB COMEPKUT 00JIACTh. BBIUMCIEHUST MOTYT 3aHSITh
BPEMSI, OZIHAKO TIOTOM 9TO KOMIIEHCHPYETCST BpeMEHNM (DPHHAJIBHOTO PEH-
neputra. ITo yMOJUaHUIO OIIIHSI OTKJIFOYEHA.

BoruncieHrst MOTyT OBITH COXPaHEHBI KaK JOMOJHUTEIbHAsT UHHOP-
Malus BHYTPU KapThbI q)OTOHOB 1 3aT€M HCIIOJIb3OBAaHbI B MMOCJIEAYIOMINX
peH/IepUHTaX.

TRrRACE DEPTH GROUP (I'PYTITIA IJTYBMHBI TPACCUPOBKI )

Max. Depth (Makcumasbhast riybuHa) — orpaHU4MBaeT KOMOMHA-
IUIO OoTpaskeHus U npesomiieHus. Otpaskenue u mpejgomsieHue $hoToHa
IPEKPAIAIOTCSI, Kora o01iee KOJIMIeCcTBO paBHO 3Hauenuio Max. Depth.
Hanpumep, ecin Max. Depth pasio 3 u riry0una oTpaskeHus: U IPeIoM-
JieHust paBHa 2, TO (OTOH Oy/IeT OTPasKeH JBAXKIBI U TIPEJIOMJIIEH OIUH Pa3
un Ha060POT, HO OH HE MOYKET OBITh OTPAsKEH U TIPEJIOMJIEH YeThIPe Pasa.
3nauvenue 1o ymoauanuio 10.

Max. Reflections (Makcumy™m oTpaskeHuii) — ycTaHaBJIUBaeT KOJIU-
4eCcTBO pas, KoTopoe (GoToH MOsKeT GbITh oTpaket. Ipu 0 oTpaxkeHuii HeT.
[Ipu 1 poTon MoxKeT oTpakaThCS OJIUH Pas, Ipu 2 — JiBa pas3a u T. JI. 3Ha-
yeHue 1o ymosuanuio 10.

Max. Refractions (MakcumyM IpeioMIEHHI) — YCTaHABJIUBAET KO-
JyecTBO rnpenomiiennit orona. [lpu 0 doron ne npenomisiercs. [pu
1 — npestomsieTcs ofvH pas, Ipu 2 — /IBa pasa u T. Jl. 3HAYEHKE 10 YMOJI-
yauuio 10.

LicHT PROPERTIES GROUP (I'PYTITIA CBOMICTB UCTOUHUKOB CBETA)

SJIeMeHTbI yYlpaBJ/I€eHUA B 3TOI>,I TpyIilie BJUAIT Ha TO, KaK BEAYT ce651
NCTOYHUKH CBE€Ta IIPU IIPOCUHETE I‘]IO6EUII>HOI‘O OCBelleHusd. HO yMoJ14a-
HUIO HaCTpOfIKI/I JHEPIrunm n (1)OTOHOB IIPUMEHAIOTCA KO BCEM HCTOYHNKAM
CBETa B CIIEHE.

Average Caustic Photons per Light (Cpextee kojmuecTBO GOTOHOB
KayCTHUKN Ha NCTOYHUK CBeTa) — YCTaHaBJINBA€T KOJIMYECTBO (1)OTOHOB,
HCITYyCKa€EMbIX KayK/IbIM NCTOYHHUKOM CBETaA JIJIs1 NCIT0JIb30BAHUA B KayCTH-
Ke. YBeHquHHG 9TOr'o 3Ha4Y€HUs YBEJINMUNBAECT TOYHOCTD paCcu€Ta KayCTu-
KU, HO YBEJIMYNBAECT KOJINIECTBO HCHOJIBSyeMOfI IIaMATH U BpeEM:A peH/ie-



OcBelleHue OTpaKeHHbIM CBETOM

PpUHTA. YMmeHblIeHe 3TOTO 3HAUEHUST YMEHbIIAET NUCITOJIb30BaHNE TTaMATH
n BpeMsA PEHEPUHTa 1 MOJKET 6bITb TIOJIESHBIM [IJIA TIPEABAPUTEIBHOTO
npocMotpa 3¢ dekToB KaycTuku. 3Haderue no ymosdanuio 20 000. Ha
puc. 4.29 nokazaH npuMep TPUMEHEHUS PA3TUYHOTO KOImdecTBa (hoTo-
HOB KayCTHUKU K OJJHOMY UCTOYHHUKY CBETA.

Puc. 4.29. Bo3peiicTBue cpeaHero konmyectsa GOTOHOB HA MATKOCTb OCBELLEHWS:
10 000 (cnesa); 200 000 (B ueHTpe); 2 500 000 (cnpasa)

Average GI Photons per Light (Cpeanee xonmuectso GI-doToHOB Ha
HUCTOYHUK CBeTa) — YCTAHABJINUBAET KOJUYECTBO (DOTOHOB, UCITYCKAEMBIX
KaK/IbIM HCTOYHMKOM CBETa JIJIs PACYETOB II0GATLHOTO OCBEICHNS. YBe-
JIMYEeHWEe TIPUBOUT K HanGoJiee TOYHOMY TIPOCYETY TI0GATBLHOTO OCBe-
IIEHUsI, HO YBEJMYUBAET PACXO/ TAMSITU ¥ BDEMEHU PEHIePUHTA. YMEHb-
IIeHue, AaHAJIOTIYHO, YMEHBIIIAET KOJUYECTBO UCIIOIb3YeMON NaMITH W
BpeMs penjiepuHTra. 3Hadenue o ymosmuanuio 20 000. Ha puc. 4.30 mo-
Ka3aH MPUMEep NMPUMEHEHNs PA3JUYHbIX 3HAUEHWI JAHHOTO TTapaMeTpa.
Cmmikom masnenbkoe 3Hauenue (10 000) mpuBoauT K Pa3mMbITUIO TJIO-
GasbHOrO ocBenienus, a Beicokoe (2 500 000) — k ero sanryMJeHHIO.

Decay (VYracanue) — ormpezessieT 3aTyxaHve 3Hepruul (hOTOHOB IO
Mepe UX yIaJIeHUs OT UICTOYHUKA CBeTa. JTO 3HaueHue paBHo 1/(paccros-
Hue*3aTyxaHue), TIe PACCTOSTHUE — PACCTOSTHUE OT MCTOYHHUKA CBETA /10
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Puc. 4.30. Bo3gericTBue konmyecTsa GOTOHOB HA TEHU U MSATKOCTb OCBELLLEHMS:
10 000 (cnesa); 200 000 (B ueHTpe); 2 500 000 (cnpasa)

00bEKTa, a 3aTyXaHWEe — 3HAYEHHUE ITON HACTPOUKH, 3HAUCHUE TI0 YMOJTIa-
HUto 2 (husanyecku mpaBUIIbHOE yracaHue).

B peaspHOM MUpe CBET yracaeT 10 3aKOHY 0OPATHBIX KBAIPATOB, HO
3TO JAeT PEATUCTUYHBIN 3(DEKT, TOTBKO €CIN BBl NCIOTIb3yeTe PeasIic-
TUYHOE 3HAYeHWe dHEePTUM MCTOYHWKa cBeta. /pyrue snauenus Decay
MOTYT OBITh TIOJIE3HBI B IOCTU/KEHNU HYKHOTO BaM pe3yJikTaTta, He oOpa-
st BHUMaHUS Ha (PU3NUECKYT0 TOYHOCTh NCTOYHIKA CBETA.

Ha sameTkKy: 3HaueHns Decay meHbLue, 4em 1.0, He peKoOMeHayYIoT-
@ C4, TaK KaK OHM MOTyT nosJjiedb Hann4yne apTeq)aKTOB.

GEOMETRY PROPERTIES GROUP

(I'pyninia CBOMCTB TEOMETPUN )

All Objects Generate & Receive GI and Caustics (Bce 06bekThI re-
HepupyloT U mpuHuMailoT Gl u kaycTuKy) — Ipy BKIIOUYEHUN OMITUU BO
BpeMsT PEH/IEPUHTA BCe OOBEKTHI B CIIEHE MOTYT T€HEPUPOBATH U BOCTIPH-
HUMAaTh KayCTUKY U TJI06aIbHOE OCBEIEHNE, HECMOTPST HA UX JIOKATbHbIE
HacTpouku. [Ipn BBIKIIOUEHNN 3TU XapaKTePUCTUKU OTPENEISIOTCS J0-
KaJIbHBIMU HACTPOUKaMU 06BeKTOB. BKIFOUeHMe TaHHON OIIIUU — XOPO-



OcBeleHue OTpa>keHHbIM CBETOM

Puc. 4.31. NapameTp Decay:
1.5 (cnea); 2.0 (B ueHTpe) 2.5 (cnpaga)

it croco6 MPOBEPUTH, KAK TEHEPUPYETCST KAYCTUKA, XOTSI 9TO U MOXKET
YBEJIMYUTD BPEM:I PEHIEPUHTA B Pa3bl.

ITa HACTPOIKa He BJIUSAET Ha JIOKaJbHbIe HACTPOMKU oObekTa. IIpu
BBIKJIIOUYEHUH JIAaHHOM OMIIUHU JIOKAJIbHbIE CBOWCTBA 0OBEKTOB CHOBA HAy-
HYT JIefiCTBOBATb.

NMupuenpyanbHaga HacTpomka GOTOHOB

[TapameTpsl HACTPOUKM TeHepaluu U pacyeTa (OTOHOB JOCTYIHBI JIJIS
BBIOpAHHOTO MCTOYHUKA cBeTa u3 cButka Indirect Illumination (Ocse-
IIeHKe OTPaKEHHBIM CBeTOM) Ha KoMaHaHoi nanen Modify (Momudu-
Kaiuu), puc. 4.32.

Automatically Calculate Energy and Photons (ABToMaTHuecKuit
pacuer sHepruu v (OTOHOB) — ABTOMATU3AIUS U3TydeHUsT (POTOHOB OCY-
TECTBIISIETCST HA OCHOBAHWHU TAPAMETPOB, OTPEMESTEMBIX TI0OATHHO B
OKHE HaCTOWKH I7106aIbHOTO ocBerieHust, puc. 4.33. ITapamerpsl Energy,
Caustic u GI Photons feiicTByIOT B KauecTBe MHOKHUTEJIEN 0 OTHOIITE-
HUIO K 3TUM TJI06AIbHBIM TapaMeTpaM. TakuM 00pasoM, Bce UCTOYHUKU
cBeTa reHepUpyIOT (hOTOHBI, UCIIOJIb3YsI IJI0GATbHBIE TAPAMETPHI, & 3aTEM




K 9TUM MapaMeTpaMm AOMOJHUTETbHO TPUMEHSIOT-
s MHOKHTEJIH.

On (Britoueno) ¢ obnacmu Manual Settings —
mapameTpbl I yCTaHOBKU TeHepanyun (HhOTOHOB
BPYYHYIO.

@

Ha 3ameTky: HacTpolika rnobanbLHOro ocee-
LLEHNs 1 KayCTUKM 0ObIYHO OenaeTcs MeTo-
oM npo6 1 owmnbok. A BeNnMYMHbI CBETOBOM
3HEepPruM MoryT OT/iM4aTbCs B 3aBUCUMOCTHU
oT MacwTaba cueHbl, MOCKOJIbKY ee pacnpo-
CTpaHeHKE B CLLEHE BOCCO3OAETCH C 3aTyxa-
HMEeM Mo 3aKOHY 0O6paTHbIX KBaapaToB.

Common | Renderer
Indirect Ilumination | Processing | Render Elements
[+ Final Gather | i
- Caustics and Global Tlumination (GI) ]

L
Light Properties

Average Caustic Photons per Light:
Average GI Photons per Light:

20000

20000

Decay:

Puc. 4.33. HacTpolikn rnobanbHbix 3Ha4YeHui

2,0

reHepaumn GOTOHOB

Lenpepbl poTOHOB

3¢ |8 & @& 2|

[Photometrictighton1 [ |

IModiﬁer List =
PR —

[mental ray Indirect Tlumination |

Automatically Calculate
J | Energy and Photons

r Global Multipliers

Energy: 1,0— i
CausticPhotons: [10 | =
GI Fhotons: 1,0 =
Manual Settings

Foo [
Energy: [50000,0 2
Decay: I?_,D— ﬂ
Caustic Photons: IW ﬂ
GI Photons: IW ﬂ

Puc. 4.32. HacTpolikn
VHOMBUAYANbHbIX
3HAYEHMIN reHepaumm
doTOHOB

[eitnepst HOTOHOB TPUMEHSIIOTCST TOJIBKO JIJIsl OCBEIIEHUS aJITOPUTMOM
Global Illumination. 9TOT NIeiigep ONpPeAEIAET JUIIb BHEIIHI BUI CBe-
Ta, OTPAKEHHOTO OT 0OBEKTOB CIIEHBI, HO He I[BET 3€PKaJbHbIX OJIHMKOB
WJIM OTPaKEeHUSs 3€PKAIbHBIX MM YACTUYHO 3€PKANbHBIX OOBEKTOB IPYT

B JIpyTe.

@

HbIM OCBELLEeHNEM.

Ha sameTky: ecnu ons o6bekTa wenaep GOTOHOB HE Ha3HAYeH, TO
OH He OyOeT 3a4eliCTBOBaH Ha cTaaun reHepaummn u pacdeta GoTo-
HOB, TO eCTb He OyeT 0Ka3blBaTb BAUSHUS HA OCBELLeHWe rnobanb-

Pazopsatb cBs3b MeXK/y IeiijiepaMu OCBeIeHUsT U (DOTOHOB MOKHO
¢ momoribio mapamerpos u3 obsactu Caustic and GI cBurka mental ray
Connection B 0KHe pelakTOpa MaTEPUAJIOB, KAK TOKA3aHO Ha puc. 4.34.



|- mental ray Connection |

rBasic Shaders
¥ surface. . ... default | |E
¥ shadow.. ... default | |E
r Caustics and GI
¥ Photon . .. ... & None y
[V Photon Volume . MNone
rExtended Shaders
¥ Displacement . . default | |E
IV velume . ... .. MNone |

Puc. 4.34. B 3ds Max MOryT NnpyMeHsTbLCS
He3aBuCUMble Lenaepbl GOTOHOB

CuaB OGJOKHPOBKY €O CBsI3W mapamerpa Photon, MOXHO HAa3HAYWTH
nreiizep GpoToHoB U3 okHa Material/Map Browser. B 3ds Max BXxoauT 1ie-
JIBIH psit meiiiepoB (hoToHOB (6a30BHIX U (PU3MUECKUX).

Ucnonb3oBaHne pOTOHHDbIX KapT

DoToHHBIE KAPThI TEHEPUPYIOTCS U PACCUUTHIBAIOTCS B 3aBUCUMOCTH OT
MECTOTIOJIOKEHUS UCTOYHUKOB CBETA B CIIeHE. DTOT IIPOIECC TPOUCXOIUT
HE3aBUCHUMO OT TOJIOKeHUs kKamepbl. MosxkHO copmupoBath (POTOHHYIO
KapTy, COXPaHUTD ee (aiii U 3aTeM MCHOJb30BaTh 71l PEHIEPUHTA Clie-
HBI TOJT JTIOOBIM YTJIOM 3PEHUST WU JIa’Ke BMECTE C TIOCJIE[0BATETBHOCTHIO
Ka/[POB C aHUMAaIMei kaMmepbl 6e3 HaoOGHOCTH TeHepaIu (HOTOHHOM Kap-
Tl IIpu 3TOM eciu, KOHEYHO, He TepeMeliaTh caM MCTOYHUK CBETA, M3-
JIyYatonuii POTOHBI UM OOBEKTHI CI[CHBI.

DoToHHbIE KaPThl 0COGEHHO YAOOHO MCMOAB30BATh TIPU BU3YaJIH-
3alMU AHUMAIIMOHHBIX CIIEH, Tie 0ObEKThl HETOABUKHBI, a epeMera-
eTcs TOJBbKO KaMepa, Kak, HallpuMep, B aHUMaIlMK ITPoJieTa KaMephbl 110
cleHe.

Hacrpotiku renepanyu (poToHHON KapThl HAXOAATCS B AUAJIOTOBOM
OKHe HacTpoek penjepa. Boibepure 3 meHo komanay Rendering =
Rendering setup (Busyanmusaius = HacTpoiika Busyaansaium) uim Ha-
sxmute F10. B oTkpbiBIeMcst 1uanoroBoM OkKHe BbiGepuTe BKIAAKY In-
direct Illumination (Ocserenne oTpaskeHHBIM CBETOM), B cBUTKe Reuse
(FG and GI Disk Caching) (Kemuposaune FG u GI na gucke) B rpyi-
ne Caustics and Global Illumination Photon Map (®Dotonnbie KapThi
KAyCTUKHU ¥ IJI06ATBHOTO OCBEIEHNs ) HAKMHUTE Ha KHOTIKY /ISt BhIOOpa
mreiizepa, Kak IoKasaHo Ha puc. 4.35.
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Single File Only (Best for Walkthrough and 5tills) -

Puc. 4.35. HacTtpoiika NnOBTOPHOIO NCMNONb30BaHUS
KapTbl GOTOHOB

B BhImazaneM MeHIo MOKHO BHIOPATh OJHY M3 Tpex onmuii (Has3sa-
HUS OIIUI B CIIUCKE FOBOPSAT caMu 3a cebsl):
e Off (Do not Cache Map to Disk) (Bbik/io4ueHo, He HCIIOIb3Y€TCsI
JUUIS KeNIMPOBAHWS KaPThI HA JIMCK);
¢ Read/Write Photons to Photon Map Files (CuurtbiBars/3arnu-

cbiBaTh (DOTOHBI B (DOTOHHYIO KapTy );
¢ Read Photons Only from Existing Photon Map Files (Tosbko
cuuThiBaHUE (POTOHHON KAapPThl U3 CYIIECTBYIONIETO (haiiya).

OffPonotCacheMaptoDis)

Puc. 4.36. Beibop meToza
MCNONb30BaHNS KapTbl GOTOHOB

Eciu Ham HeoGXOAMMO MPOCTO €O3/aTh (DOTOHHYIO KapTy, CJeiyer
nepekounth peskuM B Read/Write Photons to Photon Map Files, ot-
KPOETCsI IMAIOTOBOE OKHO C 3alPOCOM yKa3ath uMs (aiiia. Hazosure kak-



HuOy b (aiisr, Hanpumep gi_test.pmap, 3aTeM HaKMUTE Ha KHONKY Gener-
ate Photon Map File Now (CrenepupoBath (hOTOHHYIO KapTy), puc. 4.37.

Caustics and Global Ilumination Photon Map ————

IReadJ’Write Photons to Photon Map Files -

J ...eview\sceneassets\renderassets\gi_test.pmap &
Generate Photon Map File Mow |

Puc. 4.37. l'eHepaumsa kapTbl GOTOHOB

AunarHoctuka ¢oToHOB

[los mpoBepku KavuecTBa GOTOHHON KapThl (TIJIOTHOCTY U PAJINyca) MOXK-
HO BOCIIOJIb30BATHCSI TUATHOCTUYECKUM peHneputrom ciiedbl. DoToHbI
MOTYT OBITH PACCYUTAHBI IBYMST METOJIAMU THATHOCTHUKL.

JlIs akTUBAIMY IMarHOCTUKU (POTOHOB BBIGEPUTE M3 MEHIO KOMaH/Y
Rendering = Rendering setup (Busyanusanus = Hacrpoiika Busyasu-
sarun) i HakMute F10. B oTKpbIBIIEMCS IMATOTOBOM OKHE BBIGEPUTE
BryagKy Processing (O6pabotka), B cButke Diagnostics (/[Iuarnoctu-
ka) — omiuio Photon (Dorousr), puc. 4.38.

Ojut 13 METOZIOB IMArHOCTUKY OCHOBAH HA PACTIPEIETIEHIH IIJIOTHOCTH
(HOTOHOB, a JIPYTOii — HA MHTEHCUBHOCTU SHEPTETUIECKON OCBEIIEHHOCTH.
B 060ux peskrMax AUarHOCTUKY PEHIEPUHT BBITJISIIAT KaK TPOCTPAHCTBEH-
HBII TPAIUEHT C TIEPEXOJIOM OT CHHETO I[BeTa (MUHIMYMa) K TOJIyGoMYy, 1a-
Jiee 3eJIEHOMY, KeJITOMY M, HAKOHEI], K KpaCHOMY (MaKCUMYyMY ).

Common | Renderer |
Indirect Ilumination | Processing | Render Elements |
[+ Translator Options i
|— Diagnostics |
r Visual
¥ Enable
" Sampling Rate
" Coordinate Space Object Size: | 1,0 ﬂ

|ﬁ' Photon | Density ¥
¢ Bsp Density

Irradiance |
" Final Gather

[+ Distributed Bucket Rendering i

Puc. 4.38. NeHepaums kapTbl GOTOHOB
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YcTaHOBHUB MaKkCHMATbHOE 3HAYEHHE B JTIOOOM U3 PEKUMOB [THATHOC-
THUKN (bOTOHOB, MOJKHO OIIpEe/INTD lIOHy(:TI/IMbIﬁ peaes nx MmI0OTHOCTU
U WHTEHCUBHOCTH, OH OyZIeT 0TOOPaKATHCS KPACHBIM [BETOM. [[J1sT TII0T-
HOCTH (DOTOHOB KPACHBIH I[BET MOKA3bIBAET MAKCUMAJIbHOE KOJUYECTBO
(hoTOHOB, /1151 HHEPreTUYECKOIT OCBEIIEHHOCTH — €€ MHTEHCUBHOCTD. YeM
BBIIIIE ATOT TIPE/IEJI, TEM MEHbIIE 3aMeTeH MePeX0jl OT KPACHOTO I[BETA
K CHHEMY, TOTOMY YTO Ha KayKABIH YIACTOK CIIEHBI TIPUXOAUTCS OGOJIBIITE
(G oTOHOB (BBIIIIE UX MJIOTHOCTH ).

Puc. 4.39. Npumep oruarHocTnyeckoro peHaepuHra GoToHoB

CoBmMecTHOe ncnosib3oBaHue anropMTMoB
Global lllumination + Final Gather

Meroy ocsemenus orpaxennbiM cseroM Final Gather (paccmarpusae-
MBIl Jlajiee) SIBJISIETCSI XOPOIIUM pelleHueM JIJIs YIaJeHusT MSTHUCTIX
apredaxTos B cueHe. OH obecreunBaeT 10 MeJIbYallliuX IOAPOOHOCTEN
JIeTAJIN3AIMIO TIOJYTOHOB OCBellleHus ciieHbl. [loaToMy mpu pacuere n
reHepanuy rI06aJbHOTO OCBEIIEHUS MOXKET ObITh HCIOJb30BAHO MEHb-
nre ¢potonos. Takoll IOAX0/ 03HAYAET, YTO IIPHU II06ATEHOM OCBEIIECHUN
VUHUTBIBAETCS HEOJIHOKPATHOE OTPAa’KEHNE PACCEMBAEMOTO CBETA B CIIEHE.
Final Gather nomosHUTEIBHO BBOAUTCS Ui YJIyYILIEHHUS Pe3yJIbTaToOB
pacuera U reHepaluu ra00ajibHOrO OCBEIIECHUS.



Final Gather (OkoHuaTenbHbIA cOOp)

Puc. 4.40. Mpumep ncnonb3osanus obonx anroputmos Gl + FG;
c onuueii Material Override (cneBa) u pnHanbHoe n3obpaxeHne (cnpasa)

3aknuuTtenbHble COoOOpaXkeHus

Nmuranms cBeTa Jydliie BCEro MoJiyqaeTcs yTeM HHTEePIOISIH J0CTATOY-
HOTO KOJIMYecTBO (DOTOHOB Ha onpeieleHHOH mommaay. [Ipu cmemmBannn
MaJIoT0 KOJIMYeCTBA (POTOHOB Ha GOJIBITION TIIIOMAIN CBET MOTIATAET He Ha
Bce yJacTKH ciieHsl. [Ipn yBemaenny paamyca ieficTBrsI (hOTOHOB OCBeIIIe-
HUe CIIeHbI CTAHOBUTCS PAaBHOMEPHBIM I10 BCEH CIleHe 1 HET IIBETOBOTO Tiepe-
XO7Ia OCBEINEHsI CIIEHbI OT HanboJiee CBETION 0BMACTH CIIEHBI Y UCTOYHIKA
cBeTa K 60Jtee TEMHOT 06JIaCTH CIIeHBI (T7e HICTOYHUKN CBETA OTCYTCTBYIOT).

DonbIiero KoJmdyecTBa JeTageil OCBENeHsT MOKHO TOOUTHCS yBe-
JUYEeHUeM KoJimdecTBa (POTOHOB. B maHHOM ciryyae TiepeHOC 3HAuYeHUi
I[BETa TIOBEPXHOCTU OHOTO 0OBEKTA HA TOBEPXHOCTH APYTOTO BO3MOKEH
C MEHBIINM pagnycoM (pOTOHOB.

nn4yecTBOM POTOHOB HA CaMOM Aefie OTHUMAaEeT He HAaMHOro 60/b-
we BpemeHn, Hanpumep pacyeT 20 000 dpoToHOB 3arMeT 1-2 MUH,
a 40000 - 2-3 MuH.

@ Ha 3ameTky: pacueT v reHepaums GOTOHHOM KapThbl C 6ONbLUNM KO-

Final Gather
(OkoH4YaTenbHbIN COOP)

He Gynem BraBathesi B IOAPOOHOCTH TEOPUH AJITOPUTMA OCBEIIEHUST OT-
paxenubiM csetoM Final Gather (FG). CyThb 3TOr0O aJirOpuT™Ma 3aKJIi0da-
€TCs B TOM, YTO BCE TIOBEPXHOCTU OOBEKTOB CIIEHbI PasOUBAIOTCS HA Tpe-
YTOJNILHUKU U ONPEENISIOTCS TOYKK it 06paboTku uHbopmanuu o6 ux
ocsemennoctu (FG Rays). O6paboTKe IOABEPraioTCs JIHIIb T IOBEPXHO-
CTU OOBEKTOB, KOTOPbIE MONA/IAIOT B MOJIe 3peHUs KaMepbl (B OTJIMYKe OT




dhoronos ImobGasbHoro ocenienus 1 Kaycruku). Bokpyr kaskmaoit ToUku
(FG Ray) crpouTtcst nosycdepa eAMHNYHOTO pajuyca. M3 Kakmoii Toukn
ucnyckatorcs syau (Rays per FG Points). Ilpu niepecedyenuu Jydeii ¢ mo-
BEPXHOCTSIMU NMTPOUCXOANT AuGDy3HOE MK 3epKaTbHOE OTPaskeHUe, NN
JKe TIpeJIoMJIeHre JTydel (B 3aBUCUMOCTH OT CBOMCTB MaTepuasion). Korna
JIy4 3aKaHYMBAET CBOU Ty Th, WHMOPMAITUsT 00 OCBEIEHHOCTH TOYKH, B KO-
TOPYTO OH TIOMAJ, BO3BPAIIAETCS B UCXOTHYIO TOUKY.

Kauectso Global Illumination (ImobanibHOe OCBeTEeH e ) MOKHO YIIyd-
muth MetogoM Final Gather. Bes nero riobanbHOe ocBelleHre Ha gud-
(by3HBIX TTOBEPXHOCTSIX BBIYUCIISETCS Ty TEM OIEHKH TLIIOTHOCTH (DOTOHOB
(u aHeprumn) okoJio atoil Touku. C ucnoabzoBanueM Final Gather muo-
’KeCTBO HOBBIX JIy4dell MOChIIAI0TCS B MOTycdepy Hal TOYKOHN [JIsT OTIpe-
NIeJIEHUS IOTIOJTHUTETBHON OCBENEHHOCTH, YTO YIIyUIIaeT Ka9eCTBO OCBe-
MIEHUS OTPAKECHHBIM CBETOM.

.’ Direct Light ([pamoii cgeT)
_ﬁ/ Indirect Light (OtpaxéHHbiit cBeT)
r FG Rays (llyun FG)

~ - Computed FG Point (Touka FG)

)\ P - Camera eye ray (Jlyy kamepbl)

Puc. 4.41. Npumep npoxoxaeHus nyven Final Gather B cueHe

Ha 3ameTky: fanee 6yayT nprMBOAUTLCS NPUMEPBI UCMOJIb30BaHUS
@ HacTpoek n napameTpos Final Gather 6e3 ncnons3oBaHus Indirect

Illumination. B cnydae ncnone3osaHus Final Gather coBmecTHO ¢ In-

direct lllumination 6yneT kKOMMeHTapuii, ykadbiBatoLLMii HA 3TO.

Final Gather tak:xe MOXHO IPUMEHATDH 0e3 TJI00AILHOIO OCBEIEHU
(renepanuy (POTOHHBIX KapT); U 5TO PEKOMEH/LY €MbII METO/ OTHOCUTEb-
HO IIPOCTOrO U OBICTPOTO IOJYYEHHsI OCBEIIEHUS OTPAXKEHHBIM CBETOM.
Jlnst nosrydenus HauboJiee peaTucTUYHOTO OCBEIEHUS OTPasKEHHBIM CBe-
TOM, MCIIOJIb3YS TOJBKO MeTof Final Gather, MOKHO yBEJINYUTH KOJUYE-
CTBO OTpaKEHWH B Ipe/iesiax oT 3 10 7 ¥ IPUMEHATH GoJlee BBICOKUE 3Ha-
4YeHMs IJIOTHOCTU U KOJIMYECTBA JIydell (pedb 0 KOTOPBIX MOMAET Aajee).



Final Gather (OkoHuaTenbHbIA cOOp)
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Puc. 4.42. NapameTpel Final Gather

OcCHOBHbIE NapamMeTpbl yrpaBsieHnus
Final Gather

Basic Group (I'PyTiIiA BABOBBIX HACTPOEK)

Enable Final Gather (Bxirounts Final Gather) — npu BrIrOYeHUE
mental ray ucnonbsyer Final Gather nis pacuera OCBEIEHUsT OTPAKEH-
HBIM CBETOM WJIM ISl YJIYYIIEHUs] KauyeCTBa Pe3yJIbTaTOB Pacyera IJio-




I rnasa 4

6anbroro ocserienus ( Global lllumination). Ha puc. 4.43 oxaszan npumep
npuMeHenus anroputMa Final Gather nnst pacdera OCBeleHUs OTPaKeH-

HbIM CBETOM.

Puc. 4.43. MNMpumep ncnons3osanus Final Gather:
BbIKJIIOYEHO (CneBa); BKOYEHO (cnpasa)

Multiplier/color swatch (Muoxurenb/onpegenenne Bera) — Mc-
HOJIB3YETCs JIJISI HACTPOUKHN MHTEHCHBHOCTU U I[BETA OCBEIIEHUS OTPa-
JKEHHBIM CBeToM airoputMa Final Gather. IlapaMeTpsl 110 yMOITYaHUIO
1.0 u 6envlii ysem BOCIPOUZBOAAT (PU3MUECKY TPABUIbHOE TII0GATBHOE
ocsenieHyre. JTo ObIBAET II0JIE3HO A/ HACTPOUKK BauaHus addexra FG
U YJIyYIIEeHUST KAaYeCTBAa KAPTUHKH.

FG Precision Presets (Ilpeaycranosku FG) — npegocrasiser ObicT-
poe u serkoe pewnenue mia Final Gather. IlpeaycTaHOBKY 110 YMOJIYAHKIO:
Draft (Yepnosoii), Low (Huskuit), Medium (Cpexuuii), High (Beico-
kuit), Very High (Ouenp Boicokuii) u Custom (ITonb3oBarenbckiuii) (Bbi-
6Op 110 YMOJIYAHUIO).

Initial FG Point Density; Rays per FG Point; Interpolate Over Num. FG
Points. HacTponkn npeoycTtaHOBOK ONMCaHbl B TEKCTOBOM awne
mentalray_fg_presets.ini, koTopbIn HaxoauTca B nanke \plugcfg. Bbl
MOXeTe MOANDULIMPOBATL CYLLLECTBYIOLLME NPenyCTaHOBKM 1 foba-
BUTb HOBbIE, PEAAKTMPYS 3TOT dann.

@ Ha 3ameTKy: npeaycTaHOBKU BAUSIIOT HA ClenyolmMe HacTPOKM:

HUA aHUMaLUNOHHbIX POJIMKOB U NPOAaKLWH-peHOepuHra. OnwucaHbl
JNINLWb 3HAYEHUS ONUMIA U HEeKOTOpPble peKkoMeHaaLunm no nx ncnoJib-
30BaHMIO.

@ BaxHO: B pamkax KHUMM He NpenycMOTpeHbl METOAMKU co3pa-

Bomagaronmii ciucok Project FG Points... — no3BosisieT BoIGPaTh
MeTOJ IJIs u3beraHus Wi MUHUMM3ALUU MePIaHKs, KOTOPOe MOJKeT I10-
SIBUTHCSI TP PEHIEPUHTE aHUMALINY ¢ (PUKCUPOBAHHOM MJIN [BUKYIIEH-



Final Gather (OkoH4aTenbHbI cO0p)

Puc. 4.44. Npumep ncnonb3oBaHus npeayctaHoBok Final Gather:
Draft — 16 muH 2 cek (cneBa); Medium — 23 MuH 4 cek (B LeHTpe);
High - 40 muH 22 cek (cnipasa)

cs1 kamepoit (0COGEHHO KOT/Ia ClieHa COAEPIKUT ABUKYIUECS UCTOUHUKY
CBeTa U/WIN IBWKYIIUECS OOBEKTHI).

Project FG Points From Camera Position (IIpoenuposars Touku
FG w3 nosunuu kamepsl) — pacupezesisier Touku Final Gather niist ogHoro
Buza (Touku 0630pa). VcronbayiiTe B TeX ciydyasx, KOraa KaMmepa Hero-
IBWKHA (U3 KOTOPOU BbI PEHJIEPUTE AHUMAIIUIO ), — 9TO OYEHb IKOHOMUT
Bpewmst ipocueta Final Gather.

Project Points from Positions Along Camera Path (TIpoeiuposarb
touku FG BoJsib iyt Kamepbl) — pactpenesisier Touku Final Gather cpe-
M HECKOJIBKUX Touek o63opa. Mcnosbayiite, Korja KaMepa, 13 KOTOPOoi
BbI PEH/IEPUTE AHUMAIIUIO, JIBUKETCS, OCOOEHHO eCJIM 3aMETHBI MEPIAHUS
B 06J1aCTsAX, KOTOPbIE B OCHOBHOM ocBellletbl Final Gather. tor metop
MOKET 3HAUUTEJNBHO YBeInnuTh BpeMst ipocuera Final Gather.

Takske 1pu MCMOIB30BAHUY JAHHOTO METO/IA YCTAHOBUTE TIAPAMETP
Divide Camera Path by Num. Segments B IpaBUJIbHOE 3HAYEHUE U YBe-
smuubre mapametp Initial FG Point Density (pedb 0 KOTOPOM MOeT
HIUKE).




Ha sameTky: 3T0T MeToa Hanbonee appekTMBEH AN OTHOCUTENIbHO
@ KOPOTKMUX MOMEHTOB PEHLEPUHIra C KaMepbl, KOTopas OBUXETCS He
o4eHb BbIcTPO. Ecnv Bbl peHaepuTe aHnmaumio, B KOTOPO kamepa
OBUXETCS Ha 3HaYNTENbHOE PaCCTOSAHNUE OTHOCUTENLHO Kaapos. Ha-
npumep: ponuvk Ha 30 kaapoB, 3a KOTOPbIe Kamepa nepecekaeT 60J1b-
IOV cTagvoH. Bel MoxeTe oCTUYb 60NbLUVX PE3YSIbTAaTOB, UCMOJIb-
3ya Final Gather Map, KOTOpbIi cam reHepupyeT KapTy a8 Kaxaoro
kagpa nmbo KoMOMHUPYET ee ¢ NnapameTpamu «Project Points...».

roM Kaxzoro kagpa aHnmaummn okHo Virtual Frame Buffer noka3sbl-

@ Ha 3ameTKy: npu 1cnonb3oBaHUM 3TOro MeToAa nepen peHAEPUH-
BaeT nNpeaBapuTenbHbii pacyeT Bcex cermeHToB Final Gather.

Divide Camera Path by Num. Segments (Pasgeiuth myTh KaMepbl
Ha KOJIMYECTBO CETMEHTOB) — BBIOEPHTE U3 BHIMAAIONIETO CITHCKA KOJIH-
YeCTBO CETMEHTOB, Ha KOTOPOE Pa3/iesIsIeTcsI My Th KaMephl IPU MCII0JIb30-
BaHuwu oniuu Project Points from Positions Along Camera Path (cwm. BbIIIe).
IocrynHbie 3HaveHnst — KBaapaThl urces ot 1 1o 10. Hanbosee momxomsi-
TIIee 3HaUEHMe OTpe/essieTCsT SKCIepUMeHTaIbHO, HO, KaK IPaBUJIO, KOJIH-
YeCTBO CETMEHTOB — KaKk MUHUMYM ot Ha 15—30 kaxpos.

Takke TPY yBEJIMUYEHUH TOTO TMapaMeTpa YOeauTech, YTO TapaMeTp
Initial FG Point Density wMeet GoJibliiee 3HaUEHUE, YeM TIPH PEHAEPUH-
re CTaTHIHOTO M306pakenus. V1 cHoBa HY:KHO OyIeT MOSKCIIEPUMEHTH-
pOBaTh CO 3HAUEHUSIMU JUJIS JOCTHIKEHUS ONTHUMAJLHBIX PE3YJIbTaToB,
KOTOpbIE 3aBUCST OT TOTO, HACKOJBKO 3aMoHeHa clieHa 0GheKTaMHu, UC-
TOYHWUKAMHU CBeTa U T. 1. JIydiie Bcero HAaYMHATh C MATEHbKUX 3HAUYECHUT 1
MOBBITIATH WX, TOKA PE3YJIBTAT BAC HE YAOBJICTBOPUT.

Initial FG Point Density (Hauampnas miotaocts Todek FG) — muo-
KUTEIh TIIOTHOCTH Touek Final Gather. YBemmdere 9T0Oro mapaMmeTpa mo-
BBIIITAET MJIOTHOCTD (M KaK CJEACTBHE — KondecTBo) Touek Final Gather
TP PacyeTe OCBETEeH L. ITOT MapaMeTp TOJIe3€eH 7SI PaspereHust mpoo-
JIEM € TeOMeTpHelt, HampuMep GOJBITOe KOJMIECTBO OOBHEKTOB, HAXO/S-
MIAXCST PSIZIOM JIPYT C APYTOM, WJIH OCTPbIE IPaHi 00BEKTOB Ha GJIMKHEM
domne.

Paccmorpum mpumep uamMeneHus miaotHocTr Touek FG ma puc. 4.45.
Jlns Bcex Tpex uzobpaxkenuii mapamerpsl Final Gather ycTaHOBJIEHBI O
YMOJTYaHUIO, I3MEHEHO JINTIb 3HaueHne Rays per FG Point Ha 50.

Rays per FG Point (JIyueit B Touke FG) — ator mapamerp ycraHas-
JIMBAET KOJMYECTBO JIyueil, NCIOIb3yEeMBIX JIJISI pacdeTa OCBEIIEHHS OT-
paxkeHHBIM cBeTOM Final Gather. YBemndenve TaHHOTO TapaMeTPa ETAeT
OCBeIeHNE OTPAKEHHBIM CBETOM MeHee IMITyMHBIM, HO TaK:Ke YBEJTMUNBAET
BpeMsI PeH/ICPUHTA.



Final Gather (OkoHuaTenbHbIA cOOp)

Puc. 4.45. MapameTp Initial FG Point Density:
0,1 (cnesa); 0,4 (B ueHTpe); 1,0 (cnpasa)

Paccmorpum nipumep mamenenust kosimdecTsa jgydeil B touke FG Ha
puc. 4.46. [list Bcex Tpex u3obpaskenuit mapamerpsl Final Gather ycranos-
JIEHBI 110 YMOJIYaHUIO, U3MEHEHO Jiniib 3Hauenue Initial FG Point Density
Ha 0,25.

Interpolate Over Num. FG Points (Mureprnonnposars B N-Koinde-
crBo Toukn FG) — ycranaBnuBaer kojmuectBo touek Final Gather, nc-
MI0JIb3yEeMBIX [IJIS1 COMILIMPOBAHUS KapTUHKU. [loMoraeT pemmuTh HEKOTO-
pbie IPO6JIEMBI C IIYMOM | JieJIaeT KapTHHKY 6oJiee TJIa[KOi.

Ara HACTPOIKa HeZOCTYIIHA IIPH MCHoab3oBanuu Meroga Use Radius

Interpolation Method.

Diffuse Bounces (/luddysnbie oTpakeHnns ) — 3TOT MapaMeTp ycra-
HABJIMBAET KOJTMYeCTBO UG Py3HBIX OTPAXKEHUI.

IMoxo6uo Maximum Reflections u Maximum Refractions, 910 3HaueHue
orpannunBaet Max Depth (rpynmna napamerpos Trace Depth). Eciu ycrano-
BuTh 3Havenune Diffuse Bounces, bonbiuee, ueM Max Depth, To mocaenuss
HACTPOIKA aBTOMATUYECKH yBeJIMYrBaeTcs 10 3Hayenust Diffuse Bounces.

putmom Global lllumination n3ameHeHne 3TOW HAaCTPOWKM HUKaK He

@ Ha 3ameTky: npu ncnons3oBaHum Final Gather coemecTtHo ¢ anro-
BNIMSIET HA pe3ynbTar.
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Puc. 4.46. NapameTp Rays per FG Point:
50 (cneea); 100 (B ueHTpe); 200 (cnpaea)

Paccmorpum nipumep uameHenust KosimdectBa qud@y3Hbx orpaske-
Huit Ha puc. 4.47. Jlina Beex n300pakeHUi yCTaHOBIEHA MPEyCTAHOBKA
Medium, ocranbHble TTapaMeTphl — 110 YMOJTYAHUIO,

Crour oOpaTWTh BHUMaHME Ha BPeMsl PEHIEPHHIa: IPU YCTaHOBKE
onuoro nuddysuoro orpaskenust (Diffuse Bounces 1) BpeMst peHIepUHTa
5 muH 14 cek. B 10 Bpems kak ¢ 4 quddysabimu orpaxkenusivu (Diffuse
Bounces 4) spems pergepunra 11 mun 3 cex. Ho oOparute BHIMaH1Ee Ha
OCBEIlEHNE OTPAKEHHBIM CBETOM, (OJiee PEATUCTUIHBIM BBITJISIUT I10-
creqnee nzobpaxenue puc. 4.47.

Puc. 4.47. NapameTtp Diffuse Bounces, cnesa Hanpaso: 0; 1; 2; 4



Weight (Bec) — yrpasiisier OTHOCUTEIbHBIM BIUsTHAEM TU(bGY3HBIX
orpaxenuit Ha Final Gather. 3HaueHne MaciTabupyer oT «6e3 BTOPUY-
HBIX OTpaKeHUli» (3HaueHue — (.0) 10 <MOJHBIX BTOPUYHBIX OTPAsKEHUTT»
(3nauenue — 1.0).

AJononHuTenbHbIe NapamMeTpbl ynpasJsieHUs
Final Gather

ADVANCED GROUP (I'PYTITIA PACIIMPEHHBIX HACTPOEK)

Noise Filtering (Speckle Reduction) (Duisrpanus uryma, yMeHbLIEHE
«msTHUCTOCTUY ) [IpuMensieT punbTp ycpenHenus 3HaYEHUI, UCTIOIb3Y s
cocennue syuu Final Gather, KoTopble UCIYCKAIOTCS U3 OJHOU U TOM e
TOYKU. DTOT MapaMeTp MO3BOJISIET BBIOUPATh YPOBEHb (DUIIBTPAIUU U3
BhITIaIatolero cnucka. Jlocrynust cinenyiomnve omniuu: None (He npume-
uath), Standard (Crangaprusiii), High (Beicokuii), Very High (Ouens
soicokuil) 1 Extremely High (Upessbruaiino Beicokuii), puc. 4.48.

Advanced

Moise Filtering (Speckle Reduction): IStBndard -

[ Draft Mode (No Precalculations) MNaone
Trace Depth igl

= - Very High
Max. Depth: |5 A Max. Reflect Extremely High
Max. Refrachars:

|

Puc. 4.48. Tunbl dunstpaumn wyma Final Gather

[IpakTudecknii achdexT OT yBesnmueHns 3HaYeHUsT (PUIBTPAIIAN TITyMa
Noise Filtering — 310 crila)kuBaHHe OCBEIIEHUS CIIEHBI [[EHOW BpeMeHU
penzepunra. Kak 0bl To HE OBLIO, yBeIMUeHHE (DUIBTPAIIIE MOKET ClIe-
JIaTh OCBeEIIeHUE TEMHEE.

Duukrpanys myMa paboTaeT MyTeM YCTPaHEHUsI OTAETbHBIX Jydel,
KOTOpBIE sipue, ueM ocrajibHbie. Hampumep, Korga 6osibliee KOJIMYECTBO
Jy4deii umeroT sipkocth 10% OTHOCUTENBHO APYT APYyTa, HO HEKOTOPBIE HA
50% sipue, uem apyre. Vcnonb3oBanue (hbUIBTPAIIMH IIyMa OTOPachiBaeT
9TU JIYYHU U UCTIONB3YeT UX TpH pacuere Final Gather.

Kax pesysbrar B Masio ocBeleHHbIX ciieHax ycranoBka Noise Filtering
B 3HaueHne None MoKeT CyIIeCTBEHHO YBEJTMYUTh OGIIY0 OCBEIIEHHOCTb.

Ha puc. 4.49 BusyanusupoBaHa 4acTh UHTEPbEPA, OCBEIIEHHAS TOJIb-
KO MICTOYHUKOM cBeta Skylight, n Bech CBET B MHTEPHED MTPOXOAUT YepPe3
okno (mapamerp Diffuse Bounces — 1). Kaprunka cjieBa oueHb TeMHast
npu unbrpaiun myMa Standard. B nieHTpe 3Ta JKe clieHa BU3yalu3u-
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Puc. 4.49. MapameTp Noise Filtering:
Standard (cnesa); None (B ueHTpe); Standard + mr Sky Portal (cnpasa)

pOBaHa HAMHOTO sIpUe C OTKJIOYEHHOW (uiabrpaiumeil myma (3HaueHue
None). OmHako MOKHO 3aMETUTh HEKOTOPYIO HEPABHOMEPHOCTD (IITyM)
OCBEIIEHHOCTH. B Taknx cirydasx MOKHO Z00MThCs OGJIBINMX pesyibTa-
TOB C HE3HAYUTEJbHBIM YBEJIUYEHUEM BPEMEHU PEHIEePUHTA, YCTAHOBUB
Noise Filtering B snauenune Standard u ucnosnbsosas mr Sky Portal
B OKHE, KaK TT0Ka3aHO Ha KAaPTUHKE CIIPaBa.

Draft Mode (No Precalculations) (YepHoBOIi peskiiM) — IpU BKJIIO-
yeHun 3Toro Yyekbokca Final Gather nporyckaet (hasy mpeaBapuTeIbHOTO
npocyera. Pe3yssraToM aTOrO SIBJISIETCS PEHIEPUHT C apTedaKkTaMu, HO
BpeMsI PEHIEPUHTA 3HAUUTEILHO COKPAIIAETCST, 3TO MOYKET OBITh MOJIe3-
HO TP TIPEABAPUTETBHOM PEHAEPUHTE JIJIS ONEHKU OOIIETO OCBEICHMST
crieHbl (He yYUTHIBAasl TOYHOCTU TeHel U ronyTteneir). [lo ymoruanuio ata
OTIITUST OTKJTIOUEHA.

TRACE DEPTH GROUP (['PYTITIA TTTYBUHA TPACCUPOBKMN )
B aroii rpymiie HACTPONKM 0Y€Hb CXOKU C OJJHOMMEHHBIMHU HACTPO-
kamu riobanbaoro ocseienus (Global illumination), Ho 31€ch OHU OTHO-



CATCS K JIydaM OTPKEHUN W MTPEJTOMJIEHUI CBETA, a He K JIydaM, UCTIOJIb-
3yeMbIM B TP HY3HBIX OTPAKEHUSX.

Max. Depth (Makcumasnbras Tay6uHa) — OTpaHUYNBAET KOMOUHA-
IUI0 OTPaKEHUsI U TIpeJIoMJIeHHs Jydeil cBerta. OTpakeHUe W IIPEIOM-
JIEHVE CBeTa TMPEKPAIAeTcst, Korua obiiee KoJInuecTBO 060UX paBHO Ha-
crpoiike Maximum Depth. Hamrpumep, eciu Maximum Depth pasuo 3 u
TIyOMHA TPACCHPOBKY JIJIST TPETOMIEHHUST M OTPAKEHHST Y KAsKIOTO PABHA
2, TO JIy4 MOKET OBITh OTPasKEH ABAKIBI U OJNH Pa3 MPEJIOMJICH, UK Ha-
060pOT, HO OH HEe MOJKET OBITh OTPaXkKeH U MPEeJOMJIeH 4 pasa. 3HaueHHe
0 YMOJIYAHUIO — 2.

Max. Reflections (MakcumyM OTpasKeHUi) — yCTaHABINBAET KOJIU-
4eCTBO Pa3, KOTOPOE MOJKET ObITh OTpaskeH Jiyd. [1pu HyeBOM 3HaYE€HUN
oTpakeHuil He Tporcxoaut. [Ipu 3HaveHuu 1 Jryd MOKeT OBITH OTpaKeH
TOJIbKO 1 pas, Mpu 3HAUEHUU 2 — /[Ba pa3a u T. JI.

Max. Refractions (MakcuMym mpeOMIEHNIT) — YCTAHABIMBAET KO-
JIMYECTBO Pa3, KOTOPOE MOXKET ObITh TpesioMieH ayd. [Ipu HysieBoM 3Ha-
YEHUU TIPEJIOMJIEHUH He TIporcxoauT. [pu 3Hadennu 1 jryd MOKeT ObITh
peJIoMJIeH TOJIbKO 1 pas, Ipu 3HaUeHnHU 2 — /1Ba pa3a u T. JI.

Use Falloff (Limits Ray Distance) (Vcnosbp30Bath ciiaj, orpaHude-
HI€ DACCTOSTHUS JTy4a) — TPU BKIIOUEHNH ITOTO YeKOOKCA CTAHOBSITCS J10-
CTYTTHBIMU TTapaMeTphl Start u Stop. T mapaMeTpsI ONpeiesiTIoT pee-
JIbl Havajla U KOHIa craia st yueit Final Gather, 4to, B ¢CBOIO ouepesib,
MOXKeT HEMHOTO COKPATUTh BPEM:I PEHIEPUHTA, OTPAHUYUBASI PACCTOSTHUE,
KOTOPOE MOTYT IIpoxoauTh jiyun Final Gather B ciiene.

ITa ONIHs TIO3BOJISIET TBOPUECKHU PeryiupoBath Bausitue Final Gather
Ha OOBEKTHI CIIEHBL.

FG POINT INTERPOLATION GROUP

(I'pynina uHTEPHIOJIAIIMY TOYEK FG)

ITU HACTPOMKHU TIPEFOCTABISIOT OCTYTI K HACTIEJOBAHUIO METO/IA UH-
tepriosisiiuu Touek Final Gather.

Use Radius Interpolation Method (Icmnonb3oBaTth MeTOH HHTED-
HOJISIIUY TI0 PAJUYCY) — BKJIIOUEHUE /IeJIaeT OCTaIbHble HACTPONKH J10-
crynabiMu. Takske BbIKIOYaeT HacTpoiiky Interpolate Over Num. FG
Points, Takum 00pa3oM CUTHAJIU3UPYS O TOM, UTO 3TH HACTPOIKH TIepe-
KPBIBAIOT €e.

Radius (Paguyc) — BKJIIOYEHHE 9TOrO YeKOOKca II03BOJISIET YCTaHAB-
JIMBATh MAKCUMAJBHBIN paguyc, KOTopbiil ipumensiercs: K Final Gather.
YMeHblIast 9T0 3HAUEHUE, MOKHO JOOUTHCS YIYUIIEHUS Ka4ecTBa 3a CYeT
yBemueHus uncia touek FG u ux jgydeii u, ciaeoBaTebHO, yBeJIUICHIS
BPEMEHHU PeH/IEPUHTA.



Ecom ormust Radii in Pixels BoikiroueHa, payc yKa3bIBa€TCS B TEKY-
X eauHunax uameperns 3ds Max u o ymosrdanuio pased 10% ot paguyca
ctieHbl. Eciti BRITIOUEHO, TO 3HAYEHHUE 110 YMOTIAHUIO PAaBHO 5.0 TIHKCeTIsIM.

Ecin 06e pynxin — Radii in Pixels 1 Radius — BbIK/IIOUEHBI, TO MaK-
CUMAaJIbHBIN pasnyc OyeT PaBHSIETCS 3HAYEHUTO 110 yMosrdanuio — 10% ot
MaKCUMAJIbHOTO PAIUYCa CIIEHBI B MUPOBBIX eIUHUIIAX.

Radii in Pixels (B nukcensax) — n0pu BKJIIOYEHHOM 4eKOOKCe 3HAUEHUE
PaJIyCOB yKa3blBaeTCs B UKCesiX. [Ipu BBIKJIIOYEHHOM — €IMHUIIBI U3-
MepeHWsI 3aBUCST OT Tepeksouarenst Radius.

Min. Radius (MuHUMAJIBHBINA pajuyc) — OPU BKJIOUEHUU YeKOOKCa
CTAHOBUTCSI JIOCTYITHOM OIIIUSI YCTAHOBKU MUHUMAJIBHOTO PAINyCa, KOTO-
pblil ucnosbsyercss B Final Gather. YMeHbllIeHHE 9TOTO 3HAUCHHST MOKET
VJIYUITATh KAY€CTBO PEHIEPHUHTA, UTO TIOBJIEUET 32 COOOH yBeTNIEHIE €TO
BpeMeHu. Jta (DyHKIIUS HELOCTYITHA JI0 TEX 0P, OKa He OYIET BKIIOUEHA
omust Radius. 3nauenne o ymosaannio — 0.1. Eciin BKIIIOUEHA OIS
Radii in Pixels, T0o 3Hauenue no ymosdanuio — 0.5.

Ha 3ameTky: 00bl4HO yBENNYEHME NIOTHOCTN To4ek bonee adpdek-
TUBHO, 4YeM yMeHbLUeHne 3HadyeHma Min. Radius.

TE/IbHO COXpPaHATb 3HA4YeHuda obounx paanycoB Kak MOXHO onuxe

@ BaXHo: ‘-IT06bI MWHUMUN3NPOBaATb MepuaHne B aHMauuun, Xxena-
APYT K Apyry.

B 6OJIBIIMHCTBE CJIyYaeB MOKHO OTPAHUYUTHCS OJHUM AJTOPUTMOM
OCBelleHusI OTPasKeHHbIM cBeToM Final Gather. Jlydiie Bcero HaYMHATh
€ MIHUMAJIbHBIX TIPEYCTaHOBOK ([Presets), eciiu pe3yJibTar Bac He yCTpau-
BaeT, MOKHO TIOBBICUTH IPEAYCTaHOBKY Ha ypoBeHb Gouibiiie. Eciu ke
BpEMsI PEH/IEPWHTA BBIPOCJIO B Pasbl, TO CJeAyeT YCTAaHABIUBATH Tapa-
Metpol Final Gather BpyuHyio, aHAJIU3UPYsl NOJYYEHHOE U300paKeHME
U YCTDPaHsIA Te WM MHble apTedaKkThl COOTBETCTBYIONIMMU MapaMeTpaMu
Final Gather. [Jnst Hauana ymenbinaiite napamerp Initial FG Point Density,
3aTeM yMeHblInaiite mapamerp Rays per FG Point, ipu aToM He 3a0biBaiiTe
[IeJIATh TECTOBBIN PEHIEPUHT, CPABHUBAST BPEMS I KAUeCTBO KAaPTUHKU, /10
TeX Mop, TI0Ka BPeMsI/KaueCTBO BAC HE YIOBIETBOPHT.

UupuBmnpayanbHasa HacTpomka Final Gather
ANS OTAEeJIbHbIX 00bEKTOB

Hacrpoiiku ynpasnenus saustius Final Gather njist otnenbHbIX 00bEKTOB
Haxogarca B Object Properties = mental ray Panel (CpoiicTsa o6bexta
= BKJazka mental ray), puc. 4.50.
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Object Properties L% [

General | Adv. Lighting | mental ray | User Defined |

r Final Gather
When Object is Hit by a Final Gather
# Return Object Color (Physically Correct)
 Return Black
" Pass through (Invisible to FG)

[V Receive Tlumination from Final Gather

[~ Caustics and Global Tlumination (GI) 1

Puc. 4.50. CeowicTBa 06bEKTOB 1 UX NapamMeTpbl,
orpaHunyeHuns BansHusa Final Gather Ha ocBelleHne OTpaXeHHbIM CBETOM

Return Object Color (Physically Correct) (Bosspamiars et 00b-
eKTa) — KOTJla 9TOT MapaMeTp aKTUBEH, OOBEKT YUaCTBYET B OTPAKEHUN
ayuaeii Final Gather, reHepupyeT 1 TlepeHUMaeT oTpaxkeHHbie yun Final
Gather ot npyrux 06bEKTOB. DTOT PEKUM BKJIIOUEH TI0 YMOJUAHUIO,

Return Black (Bosspar syueii 6e3 nBeta) — urnopupyet ayuu Final
Gather, v oy Bo3Bpalaiorcs 0es 1BeTa, TakuM 00pa3oM He BJIKS Ha 00b-
€KT TIPU PacyueTe OCBEIeHUsT OTPAKEHHBIM cBeToM MetojioM Final Gather.

Pass through (Invisible to FG) (ITporyckath MUMO, HEBUIUMBIIA J1Tst
ayueit FG) — npenorspaiaer npotecc Final Gather st o6bexta mpu oTpa-
KEHMAX JTydeidl. ITO TOJNE3HO JJIst UTHOPUPOBAHMS BKJIAJIa CBETA B MAJIBIX
1 CTOKHBIX 0OBEKTaX, TAKMX KaK TPABMHKHU UJIM BOPCUHKHM KOBPOB. JIyun
Final Gather npoxoasaT MUMO 00beKTa ¢ Ha3HAYEeHHON JaHHOW OILuei u
OTPaKAIOTCS OT OCHOBHBIX 0OBEKTOR CIIEHBI, 4TO, B CBOIO OYEPE/Ib, 0berda-
eT pacyeT OCBEIIEeHIS OTPAKEHHBIM cBeTOM MetonioM Final Gather.

Receive Illumination from Final Gather (BocrtipuauMmars ocBeleHme
ot Final Gather) — xorma atoT mapamerp akTHBEH, 0OBEKT YUaCTBYET B OT-
paskenun jyueit Final Gather, xorna oH OTKJIIOUY€EH, OOBEKT HE U3IYUaeT
nyueit mpu Boraucaenun Final Gather.

Baarogaps aTum mapaMerpam Mbl MOJKEM TOYHO HACTPOUTH OOBEKTHI
CIIEHBI, KOTOPBIE Oy/IyT y4acTBOBATh B BU3yaJM3alliM OCBENICHUST OTpa-
SKEHHBIM CBETOM ¢ TIOMOILbIO Final Gather u/umu kapt ¢gporoHos. IIpu Ha-
CTPOWKE TTapaMeTPOB 0OHEKTOB CIIEHBI MOYKHO OTITUMHU3UPOBATH CKOPOCTh
BBIYMCJIEHWIT OCBETIEHNST OTPAsKEHHBIM CBETOM, puc. 4.51.

Ucnonb3oBaHue kapt Final Gather

Kaprst Final Gather renepupyroTcsi U PACCUUTBIBAIOTCS B 3aBUCHMOCTH OT
MECTOITOJIOKEHHS KaMephl Ha ciiene. MoskHo copmuposats Kaprty Final




FnaBa 4

Puc. 4.51. MprMep NpMMeEHEHMS PasfMyHbIX PEXUMOB BOCIPUSATUS 0OBLEKTOM Jly4eit
Final Gather 1 3aBMCVMMOCTb BIMSHUS 3TUX PEXNMOB Ha BPEMS PEHAEPUHIa KoBpa
(uBET KOBpa CneunanbHO 3aBbILLEH A1 HArNFAHOCTU BANSHUS PEXMMOB):
Return Object Color 10 muH 39 cek (cnesa); Return Black 8 myH 57 cek (B LeHTpe);
Pass through 9 muH 34 cex (cnpasa)

Gather, coxpanuth ee (haiis 1 3aTeM UCII0JIb30BAT JIJIST PEHIEPUHTA CIie-
HBI B 60JI€e BBICOKOM Pa3pelieHn , Uil JKe UCTIOAb30BATh JJIs TOCJIe/10Ba-
TeJBHOCTH KazipoB (moapobuee 06 sTom cm. onmumio Final Gather B ojHo-
nMeHHOM cBuTKe Bhimamarommii cnicok Project FG Points...).
Hacrpoiiku renepanuu kaptel Final Gather naxopsrcst B8 auasnoro-
BOM OKHe HacTpoek pemnjepa. Beibepure uz menio komanay Rendering
= Rendering setup (Busyanusanus = Hactpoiika BUsyagusanuu) uin
naskmure F10. B oTkpbIBIIIEMCcst inaioroBOM OKHe BbibepuTe BKIaAKy In-



OnTMusauua npouecca peHaepuHra m

direct Illumination (OcBelieHue OTpakKeHHBIM CBETOM) B cBUTKe Reuse
(FG and GI Disk Caching) (Kemuposatuue FG u GI Ha aucke) B Tpymiie
Final Gather Map (Kaprst Final Gather), puc. 4.52.

Single File Only (Best for Walkthrough and Stills) -

L Qver M Frames; F
|— e
¢ Mai |—

Puc. 4.52. HacTpoiika NOBTOPHOIO MCMONb30BaHNS
kapTbl Final Gather

B BhIagamoIemM MeHI0 MOKHO BBIOpAaTh OJHY M3 TPEX OIIuil (HasBa-
HUSI OTIIIUEI B CITUCKE TOBOPSIT CaMU 32 cebst):

e Off (Do not Cache Map to Disk) (Boik/toueHo0, He HCTTOJIB3YETCsT
IS KEIIUPOBAHUST KAPThI HA JIUCK);

e Incrementally Add FG Points to Map File (IToctenenno nobas-
ag1h Touku FG B (aiis kapThi);

¢ Read FG Points Only from Existing Map Files (Tosibko cuutbia-
nue Touek FG u3 cymectByroiero ¢aiia).

Puc. 4.53. Bbibop meTona
ncnonb3osaHusa kapTbl Final Gather



Ecnu HaM HEOOXOAMMO TIPOCTO CO37aTh KapTy FG [t cTaTHIHOTO
nu300paskeHus, TO CJIeAyeT MepekIounTh peskuM B Incrementally Add
FG Points to Map File, oTkpoercst IMajoropoe 0OKHO € 3alipOCOM yKa-
3ath uMs (aita. 3ds Max aBTOMATUYECKH TTPETTOKNUT CO3/IATH BPEMEH-
HYIO KapTy temp.fgm, MOXKHO 33/1aTh CBoe Ha3BaHue (aiima. Haxkmure Ha
kHornky Generate Final Gather Map File Now (CrenepupoBarb KapTy
Final Gather kapty), puc. 4.54.

Final Gather Map

IIncrementaIIy Add FG Points to Map Files

Interpolate Over N Frames: | J
J ...9_Tfoor\sceneassets renderassets\temp. fgm &

Generate Final Gather Map File Now | - |

Puc. 4.54. l'eHepaumsa kapTbl GOTOHOB

AwnarHoctuka Final Gather

Jlna nposepku kadectsa Final Gather MosKHO BOCIIOJIb30BaTLCA JUATHOC-
TUYECKUM PEHJIEPUHTOM CI[E€HBI.

Jlnsa aktuBanmu auardoctuku Final Gather BeiGepuTe M3 MEHIO KO-
Mmanny Rendering = Rendering setup (Busyammsaius = Hacrpoiika
Bu3yammsanun) nwin HaxkmuTe F10. B oTkpbiBIIEMcS AMATOTOBOM OKHE
BeIGepuTe BKIaAKy Processing (O6paborka), B ceurke Diagnostics (Iu-
arnocrtuka) — oniuio Final Gather (OxonuarenbHblil c60p), puc. 4.55.

Iocne akTuBauu aAuarHoctuku Final Gather peHmepUHT MPOXOAUT
KaK 1 B 0OBIYHOM PEKHMME, HO ITOCJIe €r0 OKOHYaHUS Ha H300pakeHHe Io-
BePX HAKJIaJbIBAIOTCS TOUKHU 3€JIEHOTO 11BeTa, o6o3Havaomme Touku Final
Gather. TIpoerupoBaHiie Jiydeil MPOUCXONUT YepPes IECTHYTOMBHYO CeT-

|— Diagnostics |
r Visual
¥ Enable
" Sampling Rate
" Coordinate Space Object Size:]l.[I Q
" Photon W
" BSP Depth

Puc. 4.55. l'eHepaums kapTbl GOTOHOB



OnTuMu3auma npouecca peHaepuHra

Puc. 4.56. Mpumep anarHoctudeckoro peHpepuHra Final Father:
npenycTtaHoBka Low (cnesa); High (cnpaga)

Ky B HampaBjieHuu B3ryisiza. ObpaTute BHUMaHIeE, uTo Touek Final Gather
60.711)]116 BCETO Ha «YTJIOBATBIX» W NMPUMbBIKAIOMUX APYT K APYTy MOBEPX-
HOCTSIX 0OBEKTOB.

Mpb1 paccMoTpesi OCHOBHBIE QJITOPUTMBI OCBEIIEHUST OTPakKeHHBIM
cBeToM B mental ray, a Takke ux AuarHocTuky. [lomnmo onncauusix Glob-
al Illumination n Final Gather, cyuiecTBYIOT IpyTHe aJTOPUTMbI, HO OHU
ckpbiThl B 3ds Max. TToyunTh K HUM JIOCTYTI MOKHO € TIOMOIIBIO CTOPOH-
Hero ckpunta — Render Optimizer, KOTOPBII MOKHO OECILIATHO CKayaTh Ha
caiite http://www.infinity-vision.de.

Temneps xe pacCMOTPUM JOTIOTHUTETbHBIE TTaPAMeTPhI 110 ONITUMN3a-
LMY UCIOJIb30BaHU OnlepaTUBHON namsaTu. [loapobHee MOroBOPUM IIPO
TPaCcCUPOBKY JIyuei, TekcTypbi-3amecturesu (Bitmap Proxy) v 06beKThI-
samecruresu (mr Proxy Object).

OnTuMmnsauusa npouecca
peHaepuvHra

Busyanusauua n TpacCUpOBKa ny4yei

AJITOPUTMBI TPACCUPOBKU JIy4eil HallpaBJIeHbl Ha COKpallleHre IIPOI0JIKU -
TeJIbHOCTU PEH/IEPUHTA U He OKa3bIBAIOT HUKAKOTO BIUSHUS HAa KA4eCTBO
usobpakenust. OTCio1a BOZHUKAET BOIIPOC: «/IJIs1 YE€TO HYKHBI 9TH aJIro-
PUTMBI, €CJIM Ha Ka4eCTBO M306pakeHUs1 OHU He BIusioT?> OTBET OueHb
[IPOCT: 3HASA ¥ yMesl HaCTPauBaTh aJITOPUTMbI TPACCUPOBKHU JIy4eid, MOKHO
OIIyTHMO COKPATUTDb BPEeMs PeH/IEPUHTA.




Anroputmbl TPaCCUPOBKU Ny4yen

HauanbHble cBesieHNsI O TpacCUPOBKe Jiyuell Bbl y3HAJIU B TIepBOii IJaBe.
PaccMoTpuM Tereph Mpolece TpacCHPOBKHY Jiydeit 6oJree eTaabHO.

ITpu TpaccupoBke snydeil peHAepep CpaBHUBAeT KaK/IBIH HCIyCKae-
MBI JIy4 ¢ KaXK/IbIM MHOTOYTOJIbHUKOM B ClieHe, OTIpe/iesisis mepeceye-
HUS MTOBEPXHOCTH JIy4OoM. Eci ycTaHOBJIEH YPOBEHD CoMIIMHTA 1, 1715
Ka)K/IOTO MHUKCeJIs B clieHy ucnyckaiorcs yetbipe gyya (RGBA), kaxkabiit
U3 3TUX JIy4ell CPaBHUBAETCS C KaKABIM MHOTOYTOTBHUKOM B CIIEHE /7SI
obHapyskeHus (akTta nepecedeHusi. VIMEHHO MO3TOMY JIJIST TPACCUPOBKU
Jydeii TpebyeTcs KOJIOoCCalbHblil 00beM BbIuKCIeH it Benb Kaxaplii JIyd
HY>KHO CPaBHUTD CO BCEMHU MHOTOYTOJTbHUKAMU, & HE TOJBKO C TEMU, UTO
HAXOAATCS TPSIMO Iepel] HUM, MOCKOJIbKY HEM3BECTHO, KaKhe CBOHCTBA
MOBEPXHOCTEN UMEIOT MHOTOYTOJTbHUKY (JIy9d MOTYT OTPA3UThCS, TIPO-
TH CKBO3b 00BEKT U T. 11.). OTCiola MOKHO C/Ie/IaTh BBIBOL: YeM GOJIbIIe
YHCJIO COMILIOB, TeM OOJTbIITE CPABHEHUT JIyYel U MHOTOYTOJIBHUKOB, 3TO,
B CBOIO OU€PE/Ih, YBEJNIUBACT IPOJOJLKUTEIBHOCTD BU3YaIN3aIIIL.

BSP - Binary Space Partition (1BonuHOe pasjiesieHue MPOCTPaH-
CTBa) — 3TO AJITOPUTM TTOCTPoeHwUsI iepeBa BSP, koTopwiit sBisieTcst 0CHOB-
HBIM aJITOPUTMOM TPACCUPOBKH Jiyueii st mental ray. Takske cyiiectByet
AJITOPUTM MTOCTPOEHUSI KPYMHOTO fiepeBa BSP2. B atux anroputmax crieHa
pasfiesigeTcs Ha MeJIKUE YaCTH JIJIT CPABHEHUS JIydel ¢ MEHBIINM YHCJIOM
MHOTOYTOJILHUKOB. /L7151 oNITUMU3AIUY TPOAOKUTEIbHOCTH PEeH/IePUHTa
HEOOXOUMO CBECTH K MUHIMYMY YHCJIO TAKUX CPAaBHEHU, ITO O3HAYAET,
YTO YeM MEHbIIIE CPABHEHUH, TeM OBICTPEE BBITTOJIHSIETCS] BU3YaIU3AIHSL.

TpexmMepHas clieHa B 3THX aJTOPUTMax JIEJNTCST HA HECKOJIBKO TPeX-
MEPHBIX KOHTEHHEPOB, YTOOBI PABHOMEPHO Pas/IenTh MHOTOYTOJBHUKI
IO JIBYM KPUTEPUSAM: YUCIY JOILyCTUMBIX KOHTEHEPOB U YMCJY MHOTO-
YTOJbHUKOB B KayKJOM U3 9THX KOHTeHepOoB. Pasje/ns cleHy Ha 110100-
Hble KOHTEHHEPBI, Ha3bIBAEMbIE BOKCeIAMU (DNEMEHTHI 0OBEMHOTO U30-
OpaskeHusT ), MOSKHO OTIPEIETNTD, KAKIE MMEHHO BOKCEJTBI TIEPECEKAET YU
IIPU [IEPEMEIIEHUH 110 ciieHe. JTo jaeT mental ray BO3MOKHOCTD CpDaBHU-
BaTh JIy4 ¢ MHOTOYTOJIbHUKAMHU, HAXOAAIINMICS B ITOJOOHBIX BOKCEJIAX,
GJarojiapst YeMy CHUZKAETCST YUCJIO CPABHEHUT,

Takske BOKCeJ MOXKET COJlepsKaTh IOIIOTHUTENbHbIE BOKCEJIbI JIM MHO-
TOYTOJNBHUKN. Jlucmvsimu depesa BSP Ha3bIBAIOTCST BOKCEDI, COCTOSIIIINE
TOJIBKO U3 MHOTOYTOJIbHUKOB.

B anropurme BSP2 npumensercs 6oee a¢pheKTUBHAS JIUCKOBAsI IO/ -
KayKa /i PallOHATIbHOTO UCIIOJIb30BAHUS ONepaTUBHON namaTh. [uc-
KOBas TIOJIKAYKa jlaeT mental ray BO3MOKHOCTD 3arpy:KaTh U BBITPYXKATh




AJIEMEHTBI CIIEHBI U3 OMEPaTUBHON MaMsATH 1Mo Mepe HagoOHocTw. st
anroputMa BSP2 xapakrepHa GoJiee CJI0KHAs IPEBOBUIHAS CTPYKTYPA,
KOTOpast JIydIlle MpUcIocobreHa st 00paboTKU KPYITHBIX CIIEH, XOTSI 3TO
JiesaeTcsl MeJJIeHHee, yeM B anroputme BSP.

Ecam npu Bu3yanusanuu CIieHbl UCTIOIb3YETCS MHOTO ONEePaTUBHON
naMaATh (CIeHa COAEPKUT MUJUTHOHBI MHOTOYTOJIBHUKOB U GOJIBIIOE KO-
JITYECTBO TEKCTYP B BEICOKOM Pa3pelieHn ] ), TO B KaUueCTBe AJIbTEPHATUBBI
JUTST YCKOPEHUST PEHIEPUHTA TAaKOH CIIEHBI CIelyeT TPUMEHSTh aJITOPUTM
BSP2.

L | L v L
/\

Puc. 4.57. Anroputm BSP, nokazaHHbI B ABYX U3MEPEHUSIX,
HO aKTUYECKM OH OECTBYET B TPEX UBMEPEHUSAX

L

JlJ1s1 BOKCEJIOB yKa3bIBaeTCsI MAKCUMAJIbHAS CTEIEHb MOPA3/IeIeHHs
(enybuna eoxcena), To ecTb PUKCUPOBAHHBIN IIPEEI, KOTOPBIA mental ray
He MOKeT rpeBbicuTh. CBepX 3TOrO0 Mpejiesia I0TOIHUTEIbHBIE TOPa3/ie-
JIeHUsI BOKCEJIOB He /IOy CKAIOTCSI.

E1ite oM BasKHBIM ITAPAMETPOM BOKCEJIOB SIBJISIETCS MAKCUMAJTbHBII
pasmMep MHOTOYTOJIbHUKOB B KQXK/IOM BOKCEJIE — pasmep 8oKcela.

Yem Gouiblire TyOMHA BOKCEJIOB, TeM OOJIbIIE OIIePaTUBHOM MaMATH
Tpebyercst I UX XPAHEHUs] M CTa[usl MOATOTOBKU K 06paboTKe Tak-
JKe mpomoJukuTesbHee. Ecau omepatuBHAs MaMsITh UCYEPIIBIBAETCS, TO
mental ray BpeMEHHO BBITPYIKAeT MaHHbIE HA JKECTKUHN JIUCK,  3aTeM CYH-
TBHIBAET UX U 3arpy’KaeT 0OpPaTHO B ONEPATUBHYIO MAMATH 110 Mepe Heob-
XOIUMOCTH, UHBIMU CJIOBAMU — BBINOJHIETCS TUCKOBAs TIOAKAYKA, UTO
3aMejIJIseT BBINOJIHEHNE OTepaluii ¢ JaHHbIMu citeHbl. C mogo6HbIME 3a-



fayamu Jrydiie crpasJisiercst anroput™ BSP2. Kpome Toro, yem Gosibiie
MHOTOYTOJIbHIKOB COJIEPIKUTCS B BOKCEJIE, TeM OOJIbIIIe BpeMEHHU TpedyeT-
¢l [UIS1 OTIEHKU [IePECEYeHUTT TPU TPACCHPOBKE JIyUeii, a 9TO 03HAYAET, UTO
HeoOXOIMMO HAlTH HanboJee TOAXOMAIIYIO TIIyOHy BokcenoB. [y6uHa
BOKCEJIOB OKa3biBaeT GoJiee 3aMEeTHOE BJIMSIHUE HA MPOIOJIKUTEILHOCTD
PEHJIEpHHTa, YeM pa3Mep BokcesoB. Clie/lyeT OTMETUTD, YTO 3HAUECHYSI T1a-
paMeTpoB IIyOMHBI U pazMepa BOKCEJIOB, MOAXO/SIIME /ISl PEHIEPUHTA
Ha OZIHOM KOMITBIOTEPE, MOTYT OKa3aThCsT HEITPUTOAHBIMU JIJTS PEHICPUHTA
Ha JIPYTOM, TaK KaK YHUCJI0 BOKCEIOB, 00pasyeMbIx 6e3 IMCKOBOI Mo/Kay-
KM, 3aBUCHT OT 00beMa OTIePaTUBHOM TTaMSTH.

Yro6Bl yCTAHOBUTD pasMep M TIyOUHY BOKCENOB, BRIOEPUTE M3 MEHIO
komanny Rendering = Rendering setup (Busyanmsarist = Hacrpoiika
Busyaamsanyn ) uan Haxmute F10. B oTKpbIBIIEMCS 1MAI0TOBOM OKHE BbI-
6epure BIanky Renderer (Penzepep) B ceutke Ray Tracing = Raytrace
Acceleration (TpaccupoBka Jiyueit = YcKopeHHe TPaCCHPOBKH Jiydeil) u
ycraHosure Size (Pasmep) u Depth (Tny6uHy), kKak mokasaHo Ha puc. 4.58.

—Ray Tracing
[V Enable
[ Use Autovolume

rRaytrace Acceleration

rReflections [ Refractions

Max. Trace Depth: |6 J

[V Enable Reflections Max, Reflections: |4 J
[V Enable Refractions Max. Refractions: |6 J

i

i

i

Puc. 4.58. Anroputm BSP,
yCTaHOBKa pa3Mepa 1 ryouHbl BOKCESIOB

Size (Pa3zmep) — ecJiu YMCII0 TPEYTOIBHUKOB (MHOTOYTOTBHIKH, TPAHCIIH-
poBaHHbIEe B GOPMAT .Mmi) B CIIEHE TIPEBBIIIAET 3TOT TPEIEBHBIIN Pa3Mep BOK-
cena, To 06pasyIoTCsT IBa IOMOJHUTENBHBIX BOKCEA, HO TIPU YCJIOBUH, UTO
MaKCUMaJTbHAST TITyOHHA JIOMYCKAET CO3MAHNE IOMOTHUTETBHBIX BOKCEOB.

YBennueHue pazmMepa MOKET UMETh CIIEAYIOININE TIOCTeACTBUS: YBEIH-
YeHUe TTPOJO0JKUTETbHOCTH PEHIEPUHTA B CBSI3H C TIOSIBIEHUEM B KaXKIOM
BOKCeJie GOJIBINETO YHCIa TPEYTONLHUKOB; YeM MEHbBIIIE BOKCETOB HY/KHO
06pa3oBaTh, TeM MEHbIIIE OTIEPATUBHOM MAMSTH JIJIs 9TOTO TPpebyeTcst. ITO
03HAYaeT, YTO pa3Mep WHOTAA MOJIe3HO YBETMYUBATh P COKDAIIEHUS
06beMa MCTI0B3yeMOH OTTePaTHBHON MaMSITH, TEM CAMBIM TTOBBITIAS TTPO-
M3BOANUTENTBHOCTb.



YMeHbllleHNe pa3Mepa MOKET UMETh CJIeYIONIe MOCAe/ICTBUS: Pa3-
pacranue epesa BSP B riiy0rHY B COOTBETCTBIH C 3aIlaHHBIM ITaPaMeTPOM
pasMepa, Jist 4ero TpebyeTcst O0JIblile OMEPATUBHON TAMSITH, TTOCKOJIbKY
MPUXOJAMTCSI XPAaHUTh MEHBIIEEe KOJTMIECTBO TPEYTOJbHUKOB B GOJIBIIEM
YHCJIe BOKCEJIOB, HAXO/SATTUXCS B JIUCTHSIX JIEPEBa.

YBemueHne Ynciia BOKCEJIOB ¢ MEHBITUM KOJUIECTBOM TPEYTOJbHU-
KOB O3HAYaEeT TaKXKe YMEHbIIEHUE YNCTIa CPAaBHEHUT JTydeli ¢ MHOTOYTOJIb-
HUKaMU, 9TO TPUBOAUT K YCKOPEHUIO BU3yaau3anuu u 6oJiee ahpekTus-
HOMY KCITOJIb30BAHUIO OTIEPATUBHON TTAMSITH.

Depth (Ty6una) — mo Mepe yBeJIMIeHUs apamMeTpa TiyOuHbI Tpedy-
eTcst GOJTbIIe OTIePATUBHON TAMSITH JIJIsI XPAHEHUST IOTIOTHUTETbHBIX BOK-
cesioB. YeM Gouibliie 3HAUEHME TIyOUHBI, TeM OBICTPEE BBITTOJIHSIETCS PEH-
JIEPUHT, TIPU YCJIOBUU YTO B CUCTEME UMEETCS JOCTATOUYHO ONEPATUBHOMN
MaMSTH i XpaHeHus nepesa BSP. Ecim ske nipeziesibHBIN WK Oy CTH-
MBIl 00beM OTIEPAaTUBHOM MaMsATH TIPEBbIIIeH, To mental ray mpuxoanT-
CsI BDEMEHHO COXPaHSTD JAHHbBIE HA JVCKE, 3TO TPUBOJUT K 3aMEIJIEHUIO
mporiecca peHjiepunra. /s pa3penieHus AaHHOTO 3aTPyIHEHUS MOKHO
YMEHBIIUTH TJIyOUHY WJIH K€ NCII0Ib30BaTh ajiroput™ BSP2,

AunarHocTuka v TodHas HacTpoiika anroputma BSP

Ha puc. 4.59 npuBenen ¢pparMeHT CTaTUCTUYECKHUX JAHHBIX aJITOPUTMA
BSP B oxne undopmanuu mental ray. Kaxmoe us sTUX BBIXOAHBIX CO-
obuieHuii gaer Gojiee IMOJHOE IMPEACTABIEHNE O TEKYLIEeH OINTUMU3ALUN
anroputMa BSP u xo/ie ee BoimosiHeHMs.

ITH cOOOIIEHN BKPATILE ONUCaHbl B TabJ1. 4.2.

W3 okHa nxdopmMaimy mental ray MoKHO IIpOAHAIU3UPOBATH PE3YJIb-
TaThl ¥ MPOBEPUTH HacTpoiiku anroputMma BSP. IIpu Bei60ope onTrMasibHO-
rO 3HaYeHMsI apaMeTpoB ajroputMa BSP npuxoauTcst yuuteiBaTh MHO-
rue chakropbl. PasMep Jincra gepeBa He CIeAyeT yCTaHaBIUBaTh OOJIBIINM,

m Render Message: NVIDIA mental ray =RECE X
mental ray 3.10.1.4

Production | Material Editor | Active Shade | e U 1" . Ty e
RC 0.4 258 MB info : probe rays 66 0.27 s
RCI 0.4 258 MB info : main bsp tree statistics:

RCI 0.4 258 MB info : max depth = a0

RCI 0.4 258 MB info : max leaf size : 567

RCI 0.4 258 MB info : average depth =87

RCI 0.4 258 MB info : average leaf size : 9

RCI 0.4 258 MB info : leafnodes : 1949474

RCI 0.4 258 MB info : bap size (Kb) s

THEN 0.4 167 MB progr: calling output shaders

RC 0.4 167 MB progr: rendering finished -
< m »

¥ Open on Error Clear Close

Puc. 4.59. Ctatuctnyeckme gaHHble nepesa BSP



Ta6nunua 4.2. BbixogHble COO0LWEHNS 00 YCKOPEHUU TPaCCUPOBKU

nyyen
Pernctpupyemoe Ha3HauyeHune
coolOuweHne

max depth MakcrmaneHbeln ypoBeHb MyOuHEl, AOCTUMHYTHI BO BDEMS BU3yanmsaLmm

max leaf size MakcrmanbHOE H1CNO MHOMOYIObHUKOB, COAEPXALLUMXCH B BOKCENE BO BPEMA
Bu3yanmnsaunn

average depth CpepnHsisi ry6uHa, JOCTUrHyTas BO BPEMS BU3yannaaLm

average leaf size CpenHee 4nCno MHOMOYroNbHUKOB, MPUXOAALLMXCS Ha KaxXbl NMCT Aepesa

leafnodes 4Y11CNO BOKCENEN, UCNONb3YEMbIX A1 XDAHEHNA MHOFOYrONbHIKOB; YeM 0O0J1b-
LLe 3TO 4K1CNO, TeM BOJbLLIE ONepaTuBHON NaMATh TpebyeTcs

bsp size (Kb) DakTyeckn Ncnonbayemblt 06bemM OnepaTvBHOM NaMATY A1 XDaHEHNS
nepesa BSP

4TOOBI HE CBOAUTH HA HET CaM CMBICJI ONTUMU3AIUN TPACCUPOBKH JIYUEHd.
Ecam pasmep ymmcra gepeBa ycranosier 200, To 3ajaHHOE MAaKCUMATbHOE
3HaYeHne TIyOMHBI BPsA U GymeT BOOOIE MOCTUTHYTO. DTO O3HAYAET,
YTO 3TO MAaKCUMaJIbHOE 3HAYEeHNE He NCTIOIh3YeTCs B TIOTHYIO CHITY, U TI0-
ATOMY JIJIST KasK/[OTO JIUCTA JiepeBa MPUXOAUTCS JeIaTh OOJIbIIe cpaBHe-
HUII JIy4eii U TpeyroJbHUKOB. Ho ecsin ycTaHOBUTB pa3Mep JIMCTA JiepeBa
paBHbIM 1 U 3a1aTh MOAXO/sAIIEE 3HAYEHME TIYOUHBI, TO U TAKOW BapUAHT
okakercst HeahhekTuBHBIM, Tak Kak mental ray Gymer momemmars B Kax-
IBII BOKCEJ TI0 OTHOMY TPEYTOJBHUKY 10 TeX TIOp, ITOKa He JOCTUTHET
MaKCUMATHHO TTyOUHBI.

Hauartp onrrumuzanuu anroputma BSP pexkomenyetcst co 3HaueHuia
1-20 paa pasmepa nucra gepesa u 30—40 s rryOunbl. [ KpyIHBIX
cuen Tpebyercs GoJblas TIyOrHa, TOSTOMY B IIOLOOHBIX CIydasX MOXK-
HO TIOTIPOGOBATH JIJIST HavajIa yCTaHOBUTH ee 3HaueHue 40—50. B tabir. 4.3
MIPUBEIEHbI 3HAYEHNST TIYOMHBI U pa3Mepa, 33/[aBaeMble JIJIsT ATOPUTMA
BSP, 1po1o/KUTETBHOCTD BU3YaTU3aIliN W BBIXOIHBIE CTATUCTUIECKHE
NaHHbIe BU3yan3aluu B mental ray.

Tounas Hacrtpoiika anroputma BSP BblnosHsercs MeTogoM npob u
ormm6ok. Tlo 3aBepilleHNN PEHIEPUHTA CJIEIyeT MPOAHATU3UPOBATH I10-
JIyYeHHbIE PE3YJIBTAThl B BBIXOAHBIX COOOIIEHUAX. VI3MEHUTh HEMHOTO
rapaMeTpsbl, BHOBb C/I€JIaTh TECTOBBIM PEHEPUHT, 3aITUCATh JJAHHBIE JIJIST
CPaBHEHWUS C MPEAbIIYITUMHI TecTaMu U T. 1. CpaBHUBAS MTPOJOJKUTEb-
HOCTH PEH/IEPIHTA ¥ JIAHHbIE U3 COOOTIEHIIH, MOKHO JIOOUTHCS ONTUMATb-
HOU HACTPOMKY MApAMETPOB TAHHOTO aJITOPUTMA.

[ny6buna (Mpu MaJIbIX 3HAYEHUSX) OKA3bIBAET HAMOOJbINEE BJIMSHUE
Ha IIPOAOJIKUTENbHOCTD Busyannsannu. CpegHuil pasmep JuCTa JepeBa
OKa3bIBaeTCst GOJIbIIE, YeM Pa3Mep, TPEIOCTABISIEMBIN TSI PEH/IEPHHTA.
OG6BIYHO CTEyeT CTPEMUTRLCS K YMEHBIIEHUIO CPEHETO pasMepa JINCTa
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Tabnuua 4.3. Ctatuctnyeckue gaHHble anga gepesa BSP

Cratuctuka A B (o] D E F G
Size
(Pasmep)
Depth
(My6uHa)

10 10 10 6 7 5 5

30 40 50 45 45 45 50

max leaf size

(Makcnmans-
HbIl pa3mep

nmcra)

avarage depth
(CpenHss 28 36 40 39 39 39 41
rnybunHa)

6928 656 318 320 320 320 318

avarage leaf
size (CpeaHwii 19 8 7 6 6 5 5
pasmep nncra)

Leafnodes
(JlnctoBbix 495908 | 3421737 (5659997 | 7581510 | 6964 373 | 8380954 | 10341 122
y3/10B)

bsp size (Kb)
(Pasmep)
Render time
(Bpewms 1:42,53 1:35,07 1:35,58 1:34,67 1:35,39 1:34,68 1:35,34
peHaepuHra)

42 581 210723 | 339164 | 430209 399182 472859 580927

nepesa, a GOJIBIINE €ro 3HAYCHHST CTY’KAT B KAUeCTBE CBOETO POJIa TPey-
MPEKICHUS.

IIpn yBesnueHny TyGUHBI YMEHBIIAETCS YUCJIO MHOTOYTOJBHUKOB
B JIMCTAX JIepeBa, MMEIONNX MaKCUMaJIbHBIM pasMep, a B CaMUX JINCThSAX
nepesa o6pasyercst GOJIbIIE BOKCEJIOB.

JloCTUrHYB MOMEHTA, KOT/[a YBEeJMYeH e TIyOUHBI TIPUBOJIUT K 3aMe/l-
JIEHWIO BU3YaJM3aI[MM, MOKHO TIONPOOOBATH YBENUUUTh pasMep JIMCTa
JiepeBa UM sKe YMEHBIHUTH camy Tiry6uny. Camoe TiaBHOe BO BpeMsi Ha-
ctpoliku asroputma BSP — HaiiTu MOMeHT, KOT/1a UBMEHEHUST TTAapaMeTPOB
B Ty WJIW UHYIO CTOPOHY TIPUBOJIAT K AQJbHEHIIEMY YBETUYEHUIO TIPOJI0JI-
JKUTEJBHOCTH PEHJICPUHTA.

He OKa3bIBAOT HNUKAKOIro BANAHNA Ha HaCTpOI‘/JIKI/I anropuTtmMma BSP,
NMO3TOMY BO BpeEMSA NPOBEPKN pEKOMEHAOYETCH UCNOJIb30BATb Ma-
Nbl€ 3HA4YEeHUNA 3TUX NapaMeTpOoB Angd yCKOpeHna sn3yaan3auyunin.

@ Ha sameTKy: napamMeTpbl HACTPOVKM pa3peLleHns U CriaXxnBaHus

roputMa BSP okasbiBaeT BANGHME TOMbKO HA NPOAOIKUTENBHOCTb
BM3yanu3aummn, HO He Ha CaMM BOSMOXHOCTU U300paxeHns v Tpac-
CUPOBKU JTy4en.

@ Ha 3ameTKy: cnenyet UMETb B BUAY, YTO UBMEHEHME HacTpoeK an-
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IToMuMO TIPOGHBIX PEHIEPOB [ TIPOBEPKHM HACTPOUKU aJTOPUTMA
BSP, umetorcst Bu3yasbHbie CPEACTBA 15T AMATHOCTUKY YCKOPEHUST TPac-
CHUPOBKH JIyUen.

B pesknMe IUarHOCTUKH MPEI0CTABISETCS. KOMOMHAIMS 1IBETOB (Tpa-
IIMIEHT OT CUHETO, 3eJIEHOTO, JKEJTOTO /10 OPAH/KEBOTO U KPAacHOTO). CHHIiT
I[BET O3HAYAECT HAUMEHBIIYIO IJIyOUHY, a KPACHBIA — TIPEAETbHYIO TIIy-
6uny, puc. 4.60. Crarucrnieckue JaHHbIE sl UCTIOJIb3YEMON TECTOBOM
CLIeHbI IIpeicTaBIeHbl B TabJ1. 4.3.2 B Kostonke D.

Puc. 4.60. OuarHocTtuka rnybuHbl nepesa BSP

Jlyuiasi rryOrHa OKPAIMBAETCSl B OCHOBHOM B TOJTyOOU U JKEJITHIIA,
a He CIUIONIHBIM KPACHBIM 1[BETOM. [0/1y00# 1 5KeIThIil 06003HAYAIOT CPej-
HUe, HAWIydlliie HapaMeTpbl YPOBHs TIyOMHBL A HaJWdHMe Y4acTKOB,
OKpaIl€HHbIX CIIJIOHNIHBIM KpaCHBIM IIBETOM, O3HAa4ae€T, 4YTO HeO6XOILI/IMO
YBEJIMYUTH pasMep UJIN TIyOuHy.

O6a meroza guarnoctuku — BSP Depth u BSP Size — 0603Ha49aior co-
CTOSTHKE CIIEHBI C TIOMOIIBIO TOM K€ caMOil KOMOMHAIMHU [IBETOB, HO Tep-
BB METOJI (IMAaTHOCTUKY TJIyOUHBI) YKA3bIBAET TAKKE U HA Pa3MEP, 4TO
OY€eHb YIOOHO IJIST AUATHOCTHKY TAHHOTO AITOPUTMA.

VIOMsIHYTbIe BbIllle METO/IbI TIPEAOCTABIISIIOT YAI0OHbIE CPEACTBA ISt
BU3YaJIbHOTO MPEICTABIEHNUS IIyOMHBI U pa3Mepa JIKCTa JIePeBa B CIIEHE,
HCHOJB3YsI CUCTEMY IIBETOB KOAUPOBKU.



Mcnonb3oBaHne onepaTUBHOM NaMATH

Bo Bpemst penzepunra B mental ray cosmaercst 6asa dannvix cuenvl, Coxpa-
HseMasl B Kelle zeomempuieckoi opmor. Pernepep mental ray ympasiser
STHUM KellleM, 4TOObI 3arpysKaTh U BHITPYsKaTh HHMOPMAIUIO 13 Gasbl JaH-
HBIX, HanboJsiee 3(HEKTUBHO UCIIOIb3YSI ONEPATUBHYIO TAMSITh.

B keme reomerpudeckoit Gopmbl XpaHATCS WHGOPMAIUS O TIOJO-
JKEHUU TeOMEeTPUIECKUX (DOPM B TIPOCTPAHCTBE, TAHHBIE €€ MO3AMYHOTO
[IPeCTaBJIEHI U JTIIOObIE APYTHE JaHHBIE, KOTOPBIE MOTYT IIOTPEOOBATHCS
II7IST peH/IepUHTA.

Ha sameTky: MO3anyHoe NpeacTaBieHne nosy4yaeT BCA reomMeTpums

@ CUEHbI, NOJIMrOHasIbHBIE 1 NapamMeTpuyeckne Moaesnm, KoTopble He-
ob6xoanumo npeobpazoBaTb B TPEYroJibHUKM (NPEACTaBUTL B BUAE
Mo3auku). [JaHHasa 3agada COCTOUT 13 9Tanos: 1) BbINONHAETCS 3a-
rpyska reomMeTpun B onepaTmBHyO NamMsaTb, 4ToObl mental ray ctano
N3BECTHO O €€ CYLLECTBOBAHNN 1 €€ MOJIOXKEHMM B CLIEHE; 2) co3aa-
eTcs MO3anyHoe npeacTaB/ieHne B BUAE TPEYroJIbHUKOB.

ITo mepe paspacranus Kellla IOCTEIIEHHO PacTeT U MUCIIOJb30BaHUE
OTepPaTUBHON MAMSITH — JI0 TEX TIOP, TTOKa He 6YeT JOCTUTHYT ee KpUTHYe-
ckuii nmpesedt. [lanee paccMOTPUM METO/IbI ONTUMU3AIUY NCIIOJIb30BAaHNS
orepaTUBHON MamMsaTH B mental ray.

Translator Options

—Memory Options

[~ Use Placeholder Objects
[ Use mental ray Map Managerr Conserve Memory

G try Caching
[¥ Enable Clear Geometry Cache |

Puc. 4.61. NMapameTpbl onunin TpaHcnaTopa

Use Placeholder Objects (Icronb3oBaTh 00bEKThI-3AII0OJIHUTENH) —
IpU BKJIIOUeHnH 910l onuu 3ds Max moceliaer reoMerpuio B mental ray
TOJIBKO 110 3arpocy. MsHayaabHo 6asa JaHHBIX ciieHbl mental ray cocTout
JIMIID U3 PAa3MEPOB U MOJIOXKEeHUH 00beKToB B ciiere 3ds Max. OObeKThI
HOCBHIJIAIOTCS Ha TIPOCYET B TOM cJydae, Korga mental ray oGpabaTsiBaer
YacTh CIIEHBI, KOTOPAs COAEPIKUT OOBEKTBI, TONaJAI0NINe B 0630 KaMephl.
[To yMOTYaHUIO OMITUST OTKJTIOYEHA.

JTa oMU MOXKET YCKOPUTDh PEHJIEPUHT, TIPU YCJIOBUU YTO B Ballei
CclieHe MHOI'O 0OBEKTOB, He IOIAJIaoNX B 0630 KaMephl.



Korma mental ray He XxBaraer maMsiTH, UCIIOJIb30BAHUE JaHHOM OMIUK
YBEJTMUMBAET JOCTYIHYIO TAMSTh JJIS HETO, yJAaJsisd He MOMaaronlyio
B BUJI KAMEPBI TEOMETPUIO. ITO MOKET CYIECTBEHHO YMEHBITUTDH KOJIU-
9YeCTBO UCIIOJIb3YEeMOU MaMSTH, HO MOKET U HEMHOTO 3aME/IJTUTh TIPOIIecC
PEHIEPUHTA.

Conserve Memory (CoxpaHeHH€e TTaMSTH) — 3aCTaBJSET TPAHCISATOP
3aHUMATh KaK MOKHO MEHbIIIe MaMSATA. ITO MOXKET 3aMEJJIUTh TPOoIece
TPAHCJISAIUK, HO YMEHBIIUT KOJMYECTBO JaHHBIX, OCHLIAeMBbIX B mental
ray. [To yMos9aHuIo ONIUS OTKITIOYEHA.

ITa OIIK MOJIE3Ha, €CJIU TPeOYETCsl OTPEHAEPUTH OGOJIBIIYIO CIEHY,
a BpeMsI MeHee KPUTHYHO.

BrurroueHme JaHHON OIIMK TaKKe MPUHY KAaeT mental ray coxpaHsiTh
(bpeiiMbl Kak BpeMeHHbIE .map-(aiiabl. ITO TO3BOJSIET PEHAECPUTHh OUE€HD
GOJIbIITNE CIIECHBI 6€3 MTPEBBIIEHNST KOJUUECTBA TTAMSITH.

Ha puc. 4.62 nmokaszan nmpuMep BIUSHUAS TPUMEHEHUS OMIUI TPYTIITHI
Memory Options group Ha WCMOJB30BAHWE OTEPATUBHOUN TMAMSITU KOM-
nbioTepa. CiieBa Mbl BUANUM, YTO UCTIOJIB3YETCSI KPUTUIECKUE 00beM oIre-
PATWBHOM MaMSTH, HO sS/ipa TPOIECCOPa MCIOIb3YIOTCS HE TTOTHOCTBIO.
Bdbimas gacTh paboThI MIAET He Ha/l PEHAEPUHTOM, a HaJl XpPaHEHHEM 00b-
eMa J]aHHBIX B mamstu. ClipaBa e TIOKa3aHo, YTO TTaMSTh UCTIOIb3YeTCs
GoJiee IMHAMUYECKH, M BCsT paboTa MIET Hajl CAMUM ITPOTIECCOM PEHIEPHH-
ra, HE)KEJI TONMBITKaMK COXPAaHUTh BeCh 0OBEM JIAHHBIX B OMEPATUBHON
MaMSITH.

CPU Usage CPU Usage History CPU Usage CPU Usage History

Physical Memary Usage History Physical Memary Usage History

Memory

Puc. 4.62. Npwu BbIkO4YEeHHbIX NapameTpax Use mental ray, Map Manager
n Conserve Memory HexBaTka NaMsATV CKa3bIBAETCS HA NPON3BOAUTENBLHOCTUN
npoueccopa (cnesa); Npu BKOYEHHbIX NapameTpax Use mental ray,
Map Manager n Conserve Memory namsaTb UCNOJIb3YETCS KOPPEKTHO
LLeHOW NPOAOIKNTENBHOCTY BPEMEHN PEHAEPUVHra (CnpaBsa)

Ha puc. 4.63 nokasan npumep BU3yaJu3aluu CIEHbI, COCTOSIIEN U3
TBICSTY TAJIbM U MUJITMOHOB MOJUTOHOB. CTaTHCTHKA IIpollecca peHpe-
puUHTra rokasaHa Ha puc. 4.62 crpasa.



OnTMmusauuna npouecca peHaepvHra

Puc. 4.63. Npumep peHaepurHra o6beMHOM CLEHbI
C Tbics4amMu 0ObEKTOB 1 MUIIMOHAMM NOJIMFOHOB

GEOMETRY CACHING GROUP (['PYTITIA KEIIMPOBAHUS TEOMETPUN)

KermupoBanue reoMeTpuu mo3BoJisieT COXPAHITh COEPIKAHMIE TPAHC-
JINPOBAHHOM CII€HbI BO BpeMEHHbIH (haiii JIJIs1 MCTI0JIb30BAHUS B JlaJIbHEN -
IIIeM B MOCTIE0OBATEIbHBIX PeH/IEpaX. ITO MOXKeT CAKOHOMHUTH HEKOTOPOe
BpeMsi, 0COOEHHO B GOJIBINX ClieHaxX. JIOCTYITHBI IBa YPOBHS KENTHPOBa-
HUST: CTAHZAPTHBIN U 3aKPBITHIH.

Enable (BxiounTh) — KOIza OILUS BKJIKOYEHA, PEHAED MCIIOJIb3Y-
eT KelIMpoBaHHyio reoMeTpuio. Bo Bpems 1epBoro pemzepa reoMeTpusi
TPAHCIUPYETCS U COXPaHsSETCs B Kelll-aiisl. 3aTeM B OCTIeAYIONeM PeH-
JIepIHTE 3TOH Ke CIIeHbI PeHIep UCHOIb3yeT KeITNPOBAHHYIO TeOMETPHIO
JUJIST BCEX HEM3MEHEHHBIX 00HEKTOB BMECTO MX peTpaHcsiun. JIrobas us-
MeHeHHasl TeOMeTPHsI 3aHOBO TPAHCIHPYETCSI.

Lock Geometry Translation (BioxkupoBaTh TpaHCJISAIMIO IeOMET-
pun) — IPU BKJIIOYEHUU DTOM O U3MEHEHUsI YPOBHS TI000BEKTOB,
TaKne KaK PeAaKTUPOBAaHUE BEPUIMH MM HACTPOHKA MOAM(UKATOPOB,
WUTHOPUPYIOTCS U He MPUBOAAT K peTpaHcanpoBaHuio. OfHAKO n3MeHe-
HUST YPOBHST 0GBEKTA, TAKME KaK MePeMeIeHne W BPAIeHNe, TPUBO/ISAT
K PETPAHCIMPOBAHUIO.

Clear Geometry Cache (OuncTuTh Keln reoMeTpun) — yaaiser Ke-
HIMPOBAHHYIO TEOMETPUIO.

TO 1 He Byaem paccmaTpusaTh rpynny napameTtpos Export to .me
file (9kxcnopTtupoBaTth aiin B popmat .mi). Takke Mbl NPONyCTUM
rpynny Render Passes.

@ MpumeyvaHue: Tak kak Mbl He 3aTparneaem mental ray Stand Alone,




IToMUMO ONTHMHU3AIIMK TEOMETPUH, B mental ray Takke MOKHO OTITH-
MU3HUPOBATh UCIOJIb30BAHUE OMEPATUBHON MaMSATH MPHU paboTe ¢ TEKC-
TYPHBIMU KapTaMU.

Common | Renderer

Indirect Ilumination | Processing | Render Elements

[- Translator Options. |
—Memory Oplions
I Use Placeholder Objects
|7 Use mental ray Map Managerr Conserve Memory

~ Geometry Caching

L
—Mapping
[V skip Maps and Textures

Puc. 4.64. NapameTpbl ONTUMN3AUNN TEKCTYPHBIX KapT

Use mental ray Map Manager (VIciio/1b30BaTh MEHEIKED TEKCTYP
mental ray) — npy BKJIIOYEHHUH OTIMK UCIOJTb3yeMble B MaTepUaiax U
mefiiepax KapThl TEKCTYP CYMTBIBAIOTCS C JIUCKA U IIPEOOPa3yIoTCs B CIie-
uuaabHblil popmar mental ray. IIpu oTKI0OUeHNN 5TOM GYHKIUKI KapThl
CUMTBIBAIOTCS HAMPSAMYIO U3 TIAMSITH ¥ JOMOJHUTEIbHbIE TIPpeobpasoBa-
Hust e TpedyioTcest. ONIust 0 yMOJIYAHHUIO OTKJIIOYEHA.

Onyus exnouena: mental ray yuTaetr TEKCTYPbI HAPSIMYIO C JUCKA
(xorma maMsITH MaJio, OH OUUIIAET TaMSTh TEKCTYP). TeKcTypsl 3arpy:xa-
I0TCS IO Mepe HeoOX0UMOCTH. mental ray Hcmob3yeT BCTPOEHHbIH 1T1-
pamuganbibiil Guibrp (pyramid filtering system). Mopmatsl TekcTyp,
KOTOpPBIE He oAepKIBaloTcs mental ray, unraiorcst 3ds Max u Hampas-
JIIOTCA B mental B Bu/ie IBOMYHBIX JAHHBIX MTEPE]] HAYAJIOM PEHAEPUHTA.

Onyus omxmouena: 3ds Max yuraer TeKCTYpy € IUCKA W OTIPABJISET
OT/eJIbHBIE TIBETA MTHKceell B mental ray mo Mepe HeOOXOUMOCTH.

B MaMAT! MexXay npoueccamm peHAaepuHra. 3T0 HECKOJIbKO YCKO-
pseT peHAEPUHT, NOCKOJIbKY TEKCTYPbI HE HYXXHO CHMTbLIBATh C AMCKA
KaXxapbln pas.

BkoyeHne paHHoM GyHKUMM NonesHo s 60bLUnX CUEH, KOTopble
TpebytoT MHOro NamMaTu aNs peHaepuHra. OTKIio4eHe onumm yeKopsi-
€T NPOoLEeCC PEHAEPUHTa, Tak Kak TEKCTYPbI Y>Ke 3arpy>XeHbl B NamMaTb
1 NX He HY)XHO CHOBa 3arpyaTb 1 eLle pas nepenasatb B mental ray.

@ Mpumeydanue: 3ds Max cunTbiBaeT TEKCTYPbI C AUCKA U XPAHUT UX

Obs3arenpho Brimounte omuio Use mental ray Map Manager 1pu
MCIOJIb30BAHUU PEHJIEPUHTA 110 CETH, IPU PACIpe/ieIeHHOM PEeHJICPUHTe.



ITpu ucnosbzoBanuu mental ray Map Manager MOXKeT OTJIMYATHCS Ka-
YeCTBO PEeH/IEPUHTA (Ha Pa3HBIX MAITUHAX ) M3-32 PA3HUIIBI B TEXHOJIOTUSIX
bunpTpauu TEKCTYP.

Skip MAPs AND TEXTURES (OTK/IIOYNUTD PACTPOBBIE

M30BPAYKEHUS U TTPOIENLYPHBIE KAPTDI)

[Ipu BKJIIOYEHUM HTOU OMIIUU BO BpeMs PEHICPUHTA UTHOPUPYIOTCS
TEKCTYPHI (PacTpOBbIe N300paKeHNsI 1 IIPOLIEAYPHbIE KAPThI) U UCIIOJIb-
3YIOTCS TOJIBKO IBeTa IoBepxHocTeil (auddysHbll IBET, 1[BET OauKa
u 1. 11.). [To ymoruanuio sTa onius OTKI0YEHA.

BbikiioueHre TEKCTYPHBIX KapT MOKET ObITH MOJIE3HBIM /IS COXpaHe-
HUA OHepaTI/IBHOfI IMTaMATH, KOr'Zla Bbl HaCTpanBaeTe FJIO6aJIbHO€ OocBelleHue.

TekcTypbi-3amectutenu (Bitmap Proxies)

B 3ds Max cymuiectByer noJiesubiii mHcTpyMeHT Bitmap Proxy (Tekcryp-
HBbI€ CCBLIKN-3aMEHUTEJIN ), KOTOPBII KENMPYyeT M aBTOMATUIECKN YMEHb-
maet GOoJIbIIe TEKCTYPhL. YTOOBI OTKPBITH JHAJOrOBOE OKHO HACTPOIKU
Bitmap Proxy, Boibepute u3 menio komannay Rendering = Rendering
setup (Busyanuzanusa = Hacrtpoiika Busyanmsanyn ) nian Haxkmute F10.
B oTKpbIBIIIEMCS THAIOTOBOM OKHe BbiGepuTe BKIaaky Common (OcHOB-
HBbIe TTapamMeTpbl) B cBuTKe Bitmap Performance and Memory Options
(ITpon3BOANTENHLHOCTD TEKCTYP W OTIIINY MAMSITH ) U HAKMUTE HA KHOTIKY
Setup (YcraHoBKa), Kak [MOKa3aHO Ha puc. 4.65.

"Bitrnap Performance and Memory Options

Bitmap Proxies [ Paging Disabled Setup...

Puc. 4.65. YctaHoeka Bitmap Proxy

[To ymomuanuio wHcTpyMeHT Bitmap Proxy orkiiodeH, HO Korza
BKJIFOUEHBI HACTPOMKH 10 YMOJTYAHUTO, U300paKEHUSI COXPAHSIOTCS B OPU-
TUHATLHOM PAa3PeIeHnH 1 XPAHATCS B TAMSITA MEKIY PEHIEPUHTAMU.

Ha puc. 4.66 mokazanbl quaoroBoe OKHO € HacTpoiikamu Bitmap
Proxy v BapuanTsi Bbiniagaroiiero metio Render Mode (Pexum perzepa).

Korzma pexum penjepa ycranosied B Render With Proxies (High
Performance, Low Memory), 3ds Max aBromMaru4ecku yMeHbIIAET
TEKCTYPBbI, COTJIACHO TIOPOTY, YCTAHOBJIEHHOMY B BBIMAAIONIEM CITUCKE
Downscale map to (YMeHbIIUTD TEKCTYPY /I0), U COXPAHSIET BO BJIOKEH-
HOM Marke 1nmpoexTa \proxies.

Tperuii pexxum penzpepunra acrasisier 3ds Max He XpaHUTb TEKCTY-
DBl MEXIY PEHIEPUHTAMU, COXPAHSS TaMsATh. B 1aHHOM peskumMe MOryT



m Global Settings and Defaults for Bitmap Proxies Iﬁ

Proxy Resolution

[¥ Enable Proxy System

Downscale map to IHaIf * original size.

—Proxy System
Use proxy only if the original map's largest dimension is greater than |512 ﬂ pixels.
Render Mode

IRender with Full Resolution Images and Free them from Memary {Low Performance, Low Memory) -
Proxy Cache Folder
D:\projects!_kProjects\IBOOK \files\proxies

 Textures and Rendered Images Memory Options
¥ Page Large Images to Disk (Saves Memory)
Page File Location
C:\Users\Andy\AppData\Local\Autodesk) 3dsMaxDesign2013 - 64bit\ENU\temp

OK, Generate Proxies Mow OF, Generate Proxies Later Cancel

Puc. 4.66. Ananorosoe okHo Bitmap Proxy 1 HacTpoiiku pexumMos

BO3HUKHYTDb 3a/IEPKKU BO BpEMA PEHJIEPUHTA, O/THAKO 3TO MOKET U YJIyU-
MU Tb pa60Ty C MaJIbIM KOJIMYECTBOM OHepaTI/IBHoﬁ IMaMATH.

peLlleHneM, ToO HET HE0BXOAMMOCTU MPUMEHSTb AAHHbIA MUHCTPYMEHT,
HO ecnu Bbl paBoTaeTe C 60bLUMM KOMYECTBOM TEKCTYP C BbICOKUM
paspeLleHVEM U HE XBaTaeT OnepaTuBHOM NaMaT, TOr4a nyylue Bce-
ro ncnons3osartb Bitmap Proxy coBMecTHO C Apyrummn napameTpa-
MK onTuMKusauum reomeTpum centka Translator Options.

@ Ha 3ameTKy: ecnn UCMoJib3yeTcss HEMHOIO TEKCTYP C HU3KUM pas-

O6bekTbl-3amecTuTenu (mr Proxy Object)

OO6bEKTBI-3aMECTUTENN, WK, KAK UX [IPUHATO HA3bIBATH, IIPOCTO NPOKCU-
06vexmoi, IpeHA3HAYEHDI J1JIs 9KOHOMUU IAMSTH [IPY IIpocYeTe B 60JIb-
mux crieHax. VIX cTOUT MCIOJb30BaTh TOTA, KOTJa Y Bac B CIleHE eCTh
OIPOMHOE KOJIMYECTBO OJUHAKOBBIX 00bEKTOB (HAIIPHMED, MACCUBBI JIECa,
KJIyMOBI MJIU JIPYTHE MHOTOIIOJIUTOHAJIBHBIE OOBEKTHI).

ITpokcu-06BEKThl  MCIOJIB3YIOTCS  caeaytomuM obpasoM. CrHauasa
COB/IaeTCsT OPUTHHAN 0OBEKTa, eMy HazHAuyalOTCsl MaTepHaJibl, 10 He0OXO-
JIUMOCTH 3a/iaeTcs aHuMarust. [locsie 3Toro peKoMeHIyeTcs COXpaHUThb
€ro B OTAeIbHbIA (hallyl, eciu B JajibHelileM BOSHUKHET He0OX0MMOCTh
mMozaudukauy. [Janee 06bEKT KOHBEPTUPYETCS B CIELUATbHBIN 00BEKT
mental ray mr Proxy, Kotopblii reHepupyer daiir popmata .mib, copepxa-
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muit B cebe TeOMETPHIO U aHUMAINIo 00bEeKTa OPUTHHAIA. B cuene sToT
00beKT oToOpaskaercs B Buge 00J1aKa TOYEK, KaK [0Ka3aHo Ha puc. 4.67.
ITO CAENAHO JJIS TOTO, YTOOBI OOJETYUTH OTPUCOBKY OTPOMHOTO KOJIH-
4eCcTBa MPOKCH-00BEKTOB B OKHAX ITPOEKINiA. Ioc/ie KoHBepTaIlyl MOXK-
HO YIaJIUTh OOBEKT-UCTOYHUK, TaK KaK POKCU-00BEKT GepeT JaHHbIe U3
(aiina, COXpaHEHHOTO Ha JUCKE.

Puc. 4.67. OToGpaxeHune mr Proxy (cneea) n o6bekta opurnHana (cnpasa)

Tenepb MPOKCH-0GBEKT MOYKHO UCIIOJIBL30BATh MIOUTH TaK JKe, KaK JIo-
GOl pyroi 06beKT ciieHbl. MOKHO IpHIaBaTh eMy Jiobbie Tpanchopma-
11U, Ha3HAYATh MaTEPUAJIBL.

Eciu BosHuMKIA HEOOXOAMMOCTh B U3MEHEHWU TIPOKCU-OOBEKTA, TO
HY’KHO M3MEHUTH 3apaHee COXPAHEHHBIH OOBEKT-OPUTHMHAT U 3aHOBO
CKOHBEPTUPOBATH €T0 B MTPOKCU-00BEKT, MIEPEICaB TPebI Iy .

SouRrCE OBJECT (IPYTITTA TAPAMETPOB OFBEKTA-MCTOYHUKA)

Source object button (KHomka 00beKT-UCTOUHKK) — TIOKa3bIBAET K
MO3BOJISIET BBIOPATh 3apaHee CTEHEPUPOBAHHBIN (hall ¢ JaHHBIMU IS
pokcH-o0beKTa B hopmare .mib.

Clear source object slot (OTuncTuTh 00BEKT-UCTOUHKK) — OUHIIAET
CBSI3b TIPOKCH-00BeKTa 1 (haiia ¢ TaHHBIMI.

Write Object to File (Coxpatuth 00beKT B (hailir) — coxpaHsieT JaH-
Hbl€ BHOBb Cr€HEPUPOBAHHOTO IIPOKCH-00bEKTA B OTE/IbHbII (haili B hop-



Mare .mib. DTOT (hails MOKHO 3arpy3uTh B IPYTOi
POKCcH-00BeKT. KpoMe camoro daiina ¢ maHHbIMY,
cospaercsi enie Gaiia B bopmate .bmp, copepKanimii
usobpaskeHne 00beKTa.

@

Ha s3ameTtky: dann .mib cooepxut reome-
Tpuio 1 ID nonuroHos. Cammnx maTepmanos
OH He copepxuT. Takum 06pa3oMm, Bbl MO-
XeTe Ha3HayaTb PasfMyHble Matepuanbl Ha
pPa3nuyHble 3K3eMMasapbl OAHOMO U TOrO Xe
NPoOKCU-06bekTa.

Proxy FiLg (I'PyTimiA ®AWI-TIPOKCH)

Proxy File (Daiin 06beKT-3aMeCTUTEND) — T10-
Jie, B KOTOPOM YKa3bIBaeTcsl yTh K (ailiay .mib,
collepsKaIeMy TeOMETPHUI0 I MPOKCH-00hEKTa.
Pazom ¢ nmosem ectb kHonka [browse] (O6sop),
KOTOpasi II03BOJISIET BEIOPATh APYroii (haids .mib mist
3arpy3KHd B MPOKCU-OOBEKT.

@

Ha 3ametky: ecnn Bbl 3arpyxaete .mib-
dann, KOTopbln SBASIETCA 4acTbi0 aHMMa-
LUMOHHOrO Habopa M3 Heckonbkux .mib, TO
nporpaMmma npeanoxuT 3arpys3ntb BCIO MO-
cnepoBaTenbHOCTb. [1py 9TOM OHa BKIIOYUT
rpynny napametpoB Animation Support
(6yneT paccMOTpeHa HUXE) U YCTaHOBUT UX
3HAYeHNs aBTOMATUYECKMU.

| S Parameters |
Source Object:

tree_aspin_001 | 3£
Write Object to File...

P ey
|D:\projects\_kProjects J
Scale: |1,0 ﬂ

~Display ———————————
Viewport Verts: |128 ﬂ
Rendered tri's: 440365

[V Show Point Cloud
[ Show Bounding Box

Animation Support

I on Frames: [50 J
Replay Speed: | 1.0 J
Frame Offset: ID— J

I~ | Ping-Fong Replay

Ak [4r

4k

Puc. 4.68. NapameTpsbl

mr Proxy Object

Scale (Macmra6) — ycranaBiauBaeT MaciiTab npokcu-oobekTa. B or-
JIMYKeE OT CTAaHZaPTHOTO MHCTPYMEHTa MacITabupoBaHust 0ObEKTOB, Me-
HsIeT MacIiTab BCeX 9K3EMILISIPOB IIPOKCU-00BEKTOB, COMEPKAIIMX HICH-
truHbii MIB-daiinr.

m mirProxy

sl

Puc. 4.69. 3anpoc Ha 3arpy3ky
aHMMMPOBAHHOIO NPOKCU-00bekTa
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DisprLAY (I'PYTITIA OTOBPAKEHUE )

Viewport Verts (Touek B OKHe TIPOEKIIMN) — yCTAHABJINUBAET KOJIH-
YeCTBO BEPIUH 00BEKTa, KOTOPble GYAYT 0TOOPakaThCsl B OKHAX IPO-
eknuil B BUAe obsaka Touek. Takas BO3SMOKHOCTD TIpeAHA3HAYEHA JIJIsT
YBEJIMYEHUST CKOPOCTU OTOOPAsKEHMST MOJIENH, TAK KaK TIPOKCH-0OGBHEKTOB
B CIIEHE MOKeT ObITh MHOTO ThICSTY, puC. 4.70.

Puc. 4.70. OTo6paxeHune Konm4ecTBa To4ek NPoKcu-o6bekTa:
256 (cnesa); 512 (B ueHTpe) n 2048 (cnpaea)

Show Point Cloud (TTokaszarb 06/1aKO TOUEK) — BKJIIOUAET U BBIKJIIO-
yaeT orobpaxkeHue obJIaKa TOUeK.

Ha 3ameTKy: ecnu Nnpokcu-o6bLeKT BblAENEH, TO 06/1aKO TOYEK OTO-
OpaxaeTcs B Ntobom cnyyae.

Show Bounding Box (TTokasaTh rabapuTbi) — BKIHOYAET 0TOGpaxKe-
Hiie TabapUTHBIX PasMEPOB MPOKCU-00BEKTA B BUIE TapaJljie/Ielie/1a.
Omnuust JOCTyIHA TOJBKO MPH BKIOUEHHOM uekbokce Show Point Cloud,
TaK Kak ec/ii 00JIaKO TOYEK BBIKJIIOUEHO, TaOAPUTHBIN MapasiiesIeruie]|
0TOOpaKAETCS BCETIa.

[preview window] (OxHO 1peaBapUTEIbHOIO IPOCMOTPA) — OKA3bI-
BaeT yMEeHbIIIEHHOe M300pakeHne, cofepkaiieecst B 3arpyKeHHOM .mib-
daiine. V3o6paxkenue BKIoYaeT (HOH CIIEHbI, KOTOPBIH ObLI yCTAaHOBJIEH
Ha MOMEHT CO3JIaHusI 3TOTO (haiia.




ANIMATION SUPPORT (I'PYTIITA AHUMAIIIW )
ITapamMeTpsl 5TOI TPYIIIbI BKIIOYAIOT B ceOs HACTPOMKM aHUMAIINU,
KOTOpBIE OBLIM YCTaHOBJIEHBI B IIPOIECCe CO3MaHusl .mib-daiia.

umsa Active time segment nnn Custom Range, 1o nporpamma cre-
HepupyeT He OAMH cTaTtndeckmin pann, a rpynny ¢annos, Kaxabli
13 KOTOpbIX ByaAeT coaepxatb oanH kaap. dannel 6yayT coaepxartb
B CBOMX Ha3BaHUSIX YETbIPEX3HAYHbIE HOMEpPa KaapoB. Hanpumep,
ecnu Bbl ncnosb3yete nma danna «Test» u coxpaHmtTe ero ¢ aHu-
Mauuein B Buae nepBbix 10 kagpoBs, TO NporpaMmma co3gact Habop
darino c umeHamu: «Test0000.mib...Test0009.mib 1 Test0000.mib.
bmp... Test0009.mib.bmp».

@ Ha 3ameTky: ecnv npu cosdgaHnmn .mib-gaiina 6bina BkoYeHa or-

aHnMauumm, To 3T HacTPOWMKM He aanyT adpdekTa, a Npu NPocyeTe
mental ray BblOacT npenynpexneHne 06 OTCYTCTBMU MOKaAPOBbIX
darnoB NPoKcu-o6bEKTA N NMPOUTHOPUPYET €ro.

@ BaxHO: ec/iim B NPOKCM-00BLEKT 3arpyXeH OOuHOYHbIA dalin 6e3

On (BkioueHo) — BKI0YaeT 06paboTKy aHUMALIK IIPOKCU-00bEKTA.

Frames (Kazippr) — KOTMU€eCTBO KAJPOB M3 JAOCTYIMHBIX, KOTOPbIE He-
00XO/IUMO TIPOUTPBIBATH, YUUTHIBASI HAUAJIbHBIN Kajap (mapamerp Frame
Offset). Tlocie mocTHXKeHMsI KOHIA OYepesrd KaJpoB aHMMAIUs CHOBA
HAYHETCsI ¢ MEPBOTO Kajpa WK T0eT B 00paTHOM HAIlPaBJICHUH, €CJIU
BrJodeHa omniust Ping-Pong Replay.

Replay Speed (CkopocTh aHMMAalUK) — yCTAHABJIMBAET CKOPOCTh
aHMMAIMK TIPOUTPHIBAHUS TPOKCH-00BEKTA.

Frame Offset (Hauasyio anumaium) — ycraHaBJIMBaeT CABUT aHUMAI[UN
poKcu-06bekTa. OIS TTO3BOISAET HAYaTh AaHMMAIIUIO TPOKCH-00hEeKTa
He ¢ TIEPBOTO Ka/ipa, a ¢ T0HOTo IPYTOoro.

Ping-Pong Replay (HBepcrBHOE TOBTOPEHNE AaHUMAIIUN) — BKJIIO-
yaeT MHBEPCUBHOE [TOBTOPEHIE aHMMAIUU. [1py BKIIIOUeHHOT OTIIIMY aHU-
Malys TOAXOANT K TIOCJEIHEMY KaJIpy, 3aTeM HauMHAET WATH Hazan 00-
parno k epBomy. I1pu BIKTIOUeHHOW OMITUN AHUMAITUS TTPY IOCTIKEHITH
MIOCJIEZTHETO Kajpa CPa3y HAUMHAETCSI C IEPBOTO U UJIET BIEpeN.

ITpu reneparin .mib-daiina komangoit Write Object to File orkpnisa-
eTcs auasoroBoe okHo mr Prixy Creation, puc. 4.71.

GEOMETRY TO WRITE

(T'PyTITIA 3ATINCY MHOOPMAIIUUA Ob OBBEKTE)

Current Frame (Texymunii kazp) — coXpaHseT TOTbKO TEKYIIUH Kaap
o6bekTa. Co3maer OuH cTaTuIecKuii .mib-daiin 6e3 aHUMAINH.



mr Proxy Creation X

—Geometry to Write
" Current Frame

¢ Active Time Seament (one file per frame)
® Custom Range (one file per frame):

Start: [0 |z End: [35 3]

Writing a sequence of frames allows capturing |
animated geometric deformations (induding
topology changes) of objects in the proxy files.

r~Preview Generation
[+ Indude only Source Object in Preview
[V Automatic Zoom Extents

OK. Cancel

Puc. 4.71. JyuanoroBoe OkKHO CO34aHUs NPOKCU-00bekTa

Active Time Segment (Texymuuit BpeMeHHOI HHTEPBAJT) — COXPAHSET
BCIO QaHMMAIUIO B AKTUBHOM BPEMEHHOM U KAJ[POBOM HMHTEPBAJIE CIIEHDI.
Co3zpaer rpyIy HyMepOBaHHBIX .mib-Ghailios.

Custom Range (YkasaTb [ualasoH) — coxpaHsieT aHMMAIUO B BbIOpaH-
HOM KaJIpoBoM HHTepBase. Co3zaer rpyIiy HyMepOBaHHbIX .mib-Ghaiiios.

PREVIEW GENERATION (['PYTITIA CO3TAHUS TIPEATIPOCMOTPA )

ITapameTpsl TPYIIIIbI TO3BOJISIIOT HACTPOUTD reHepanuio daiia ¢ npes-
BapPHUTENHHBIM N300pAKEHIEM TIPOKCH-00BEKTA.

Include only Source Object in Preview (Bxio4nTtb TOJIbKO 00bEKT-
HCTOYHWK B TPEBBIO) — €CJU YeKOOKC BKIIOYEH, TO B MPEAIPOCMOTP Gy-
TET BKJTIOYEH TOJBKO caM OOBEKT-UCTOYHUK. ECTH OTIINS BRIKTIOUEHA, TO
B TIPEIPOCMOTP OYAYT BKJIIOUEHBI TaKKe OOBEKTBI, OKPysKaoIine 00b-
€KT-MCTOYHUK B CIIEHE.

Automatic Zoom Extents (ABToMaTHyecKoe MacIiiTabupoBaHue) —
OTIIINST TO3BOJISIET aBTOMATUYECKH YCTAHOBUTH pasMep 0OBEeKTa-ncTod-
HUKA JIJTST TPEATIPOCMOTPA, TaK YTOOBI OH 3aHUMAJ KaK MOYKHO OOJIBITYIO
ILJTOIA/Ib 9KPAHA, HO TIPU 3TOM OCTABAJICS I[EJIMKOM BUIEH.

Tenepw 61 3HACME NOUMU 6CE NAPAMEMPYL U HACMPOUKU CUEHDL NPOEKMA
051 Kawecmeennou susyanusayuu. Mojceme camocmosimenoHo Hacmpoumy
oceeujerue, Kax npsamoe, max u 0Ceeu,eHUe OMpPANCEHHbIM CBEMOM, YMeeme
ONMUMUSUPOBAMH UCTIONL30BAHUE OnepamusHol namsmu. Hacmpausamo
axcnosuyuto u mamepuanvt. Ho ece amo ewje ne pomopeanusm. /[ns gpomo-
PEANUCUUHOU BU3YATUIAUUU HEe0OX00UMO HACMPOUmsb Pomosddexmuol,
KOMOpble Mbl PACCMOMPUM 6 Cedyrowell 2iaee.
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MocTaddekTnbl

He MeHee BakKHBIM acIIeKTOM PEHJIEPUHTA, TOMUMO CIMILJIMHTA, OCBellle-
HUS U TPACCUPOBKH JIyUYeH, IBJISIOTCS TaK Ha3bIBaeMble «I10CTI(h(EKThI».

MpbI MX BBIZIETTUIIN B OT/IEJIBHYIO TPYIIITY, TaK Kak MocTa(deKTs peanu-
3YIOTCS C TIOMOIIBIO CIIEIUATBHBIX AJITOPUTMOB U TIEHIE€POB.

Kak mpaBuiio, Bce moctadeKThl UMEIOT aHAJIOTH B PEaJIbHOM MUPE.
EcJii MbI BHUMATEJILHO ITOCMOTPUM ITPU OTIPEIETIEHHBIX 0OCTOSITEBCTBAX
Ha OKPYKAIONIMI MUP CBOMMU TrJ1a3aMu (UJIM C TIOMOIIIbIO (hoToarmapara),
TO HETIPEMEHHO CMOKEM 3aMETHUTD UX.

IIpexxne Bcero aTo:

riay6una peskoctu (depth of field);

6oke (bokeh);

IUCTOPCHS, TeoMeTpudeckue abepparmu, uckaxkenus (distortion);
CBETOBast aypa 1 AUPPaKIIMOHHBIA PUCYHOK OT IPKUX UCTOYHUKOB
csera (glare);

e pasmbiTHE B ABMKeHuU (motion blur).

Hacrpolika aKCTIO3UIINU TaKKe SIBJISIETCS HEMAJTOBAKHBIM 3JIEMEH-
TOM TIpU MPUMEHEHUH TIOCTI(h(MEKTOB BO BPEMs U MTOCJIE€ BU3YAJTN3ATIH.
Ikcnosuius Oblja ONKMCaHa BO BTOPOIi Iiase B pasaese mr Photographic
Exposure Control. B aToii rjiaBe paccMoTpuM HoapoGHee KaMephl U TIPH-
MeHsieMble K HUM 3(D(EKTHI.

FnyouHa peskoctu (Depth of Field)

InyGuHA PEe3KOCTH — PACCTOSHUE MEKLY CaMbIM OJUKHUM U CAMBIM
MAJIBHUM [PEIMETAMU, KOTOPbIE IIPU TaHHOU jinadparme OyIyT Pe3KUMHU.



ocragexrs 231

TmyOuHa pe3KocTH BCerja MprCyTCTBYET B KAPTUHKE, KOTOPYO MBI BU-
JIIM HaIlTUMU TJ1a3aMu uin Ha pororpadun. [Ipocto B psze ciyuaeB oHa
He3aMCETHa WJIN ITOYTU He3aMETHaA.

I1oT 3heKT CBSI3aH ¢ PacIpeieIeHeM CBeTa B JIMH3aX KaMePbl WK
xpycranuke riaza. CyTs addexTa cOCTOUT B TOM, UTO Ha OTIpe/IeIeHHOM
paccrosiHuu Briepes (OT B3IJISAA) W HazaJ (K B3TJSLY) OT TOUKHM (POKY-
CHPOBKH 3TOTO CaMOTO B3IJIsiZa WJIM KaMepbl M300paskeHue HaurHaeT
TEPSATH CBOIO PE3KOCTh. Eci Touka (HOKYCUPOBKYM HAXOAUTCS OJIM3KO K
TOYKE ChEMKH, TO, CKOPEE BCETO, Pa3MBITHIM OYIET TOJBKO 3a[HUIl TJIaH
(puc. 5.1). Eciu Touka (hoKyCUPOBKHU JATEKO OT TOYKU CHEMKH, TO Pas-
MBITBIM GY/IET TOJBKO TIEPEHII TITaH.

Puc. 5.1. 9ddexT rnybuHbl peskoctu. Ha poTtorpadum ganbHUin nnaH pa3mbT,
a BNVXKHUIA HET, Tak Kak Ha 6anxkHelr Touke choKycrpoBaHa kamepa

Tax:ke 001Iast BeIMUNHA PAa3MbITHS IIJTAHOB 3aBUCUT HE TOJBKO OT pac-
CTOSTHUS TOYKH (DOKYCHPOBKU OT TOUKH CHEMKU, HO M OT CTENEHU OTKPbI-
TS TradparMbl B peaibHON UM BUPTYaIbHOU Kamepe (ducio f-Stop).

Boke — addexr, mposBrsonumiicsa B crenupuIeckoM Pa3MbITHHU sSIp-
KUX UCTOYHUKOB CBeTa B jnuH3ax. Ecim HPKI/Iﬁ NCTOYHUK CBETAa HAXOAUT-
Cs1 BHE 30HbBI YETKOTO IJTaHA, TO OH MIPEBPAIIAETCS B OMHY WA HECKOJIBKO
KOHI[EHTPUYECKUX OKPY/KHOCTEH 1 MHOTOTpanHuKoB (puc. 5.2). Kon-
TYp ¥ KOJHUYECTBO IPaHEll B 3TOM CJIy4ae 3aBUCAT OT TUIA W CTPOEHUS
mradparMbl 06bekTrBa. Mental ray 03B0JISIET HACTPOUTD UX IO BALIEMY
JKETAHUIO.
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Puc. 5.2. 3ddexT 6oke Ha poTorpadum OT CBETALUMXCSH MMPASHL,

B mental ray addexr riybunbl pe3kocT 0ObIMHO UMUTHPYETCS Clie-
HuaabHbIM 1neiigepom aun3 kamepsl Depth of Field/Bokeh. Ero mosxmo
MOJKJTIOYUTD B JIMAJIOTOBOM OKHE HACTPOEK peH/epa. Boibepure u3 MeHIo
komanay Rendering = Rendering setup (Busyanusanus = Hactpoiika
Busyasusanun) uian Hakmure F10. B oTkpbIBIIeMcs 11aloroBoM OKHE
BoiGepute BkaanKy Renderer (Busyanusarus), B csurke Camera Ef-
fects (9ddexror kKamepsr) HarpoTus rpymnibl Lens (JInH3b1) HaxkMKUTe Ha
KHOTIKY JI/Is1 BRIGOpa TIeiiiepa, Kak MoKa3aHo Ha puc. 5.3.

UuTepdeiic wenpepa Depth of Field/Bokeh

DePTH OF FIELD PARAMETERS (IIAPAMETPBI [JTYBUHBI PE3KOCTH)
Enabled (BkitoueH) — mo3BOJISIET BKIIIOYUTH U OTKJIIOUUTD 3(DPEKT.

Focus Plane (DokycHoe paccTosiHUE) — HapaMeTp, YCTaHABJIUBAO-
LM AMCTAHIAIO OT TOYKU CheMKU (II03KLIM KaMepbl) 10 HauboJiee yeT-
koro tiana. Ha atoft qucranmimm 06beKThI He OYIyT Pa3MBITHL.

Radius of Confusion (BeiuuwnHa pasMmbIThs IJIaHOB) — IapaMeTp,
OTBEYAIONIT 32 Pa3MBITHE TIEPENHET0 U 3aHero Tianos. [logbupaercs
OTIBITHBIM ITyTeM. Uem 6oJiblie 3HaYEeHKE, TeM OOJIbIIe Pa3MbITHE.



MoctadpdekTbl

Puc. 5.4. HacTpoikun napamMeTpoB wennepa
Depth of Field/Bokeh
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Samples (KosuuecTBo caMILIOB) — OTBedaeT 3a KadecTBO sddeKTa.
Yem Gouiblile COMILIOB, TEM MEAJEHHEE HMPOUCXOAUT PEHAEPUHI U TeM
MEHbIIIE ITyMa Ha Pa3MbITBIX IIJTaHAX I/I306pa>KeHI/IH.

Ha 3ameTKy: 3a ka4ecTBO ryObuHbl PE3KOCTM OTBEYaeT He TOJIbKO
napameTp Samples B HacTpolikax Wengepa, a Takke 3HavyeHns Min
1 Max Samples B HacTpoikax camnavHra n punbTpauum n3obpa-

XKeHud.

Puc. 5.5. NMpumep adpdekTa rnyburHbl peskocTu
BbIKJIIOHEH (CneBa); BKAKOYEH (Crnpasa)

Bokeh (Blur Shape) Parameters (MapameTtpbl 60ke)

Bias (Cwmetenne) — koadunnenT, BAUSIONINN Ha Y4€TKOCTh KOHTYpa 1
Ha paBHOMEPHOCTH Ooke. YeM Gosbiire KoaPuIueHT, TeM Gosee YeTKIe
rpauu, 6oJiee sipkue Kpas u 6osiee TeMHas cepalesruHa Ooke. Eciu koad-
¢dunment paser 1, To 6oke Beerga GyeT UMETh PABHOMEPHYTO APKOCTD U
pasmbiThie Kpast. Ecim kKoaddurrent menbiie 1, To 6oke Gyaer uMerh sp-
KYT0 CEePAIEBUHY U CUIBHO PasMBIThIe Kpast. SIPKOCTh U 4€TKOCTh rpaHeit
GOKe TaK:Ke 3aBUCSAT OT MOIITHOCTH HCTOYHUKA cBeTa. YeM (GoJiee MOIITHBIN
HCTOYHMK, TeM GoJiee ApKUM U YETKUM OyZeT OOKe IIPH OAMHAKOBOM 3Ha-
yeHn” KoahGuItneHTa.

Blade Count (KommuecTso rpaneii 6oke) — 06BIYHO COOTBETCTBYET KO-
JIMYECTBY JIEIECTKOB AnadparMbl 00bEeKTHBA.

Blade Rotation (IToBopot (opMbl) — 3aa€T CTENEHb TOBOPOTa GOKE
BJIOJTb OCU (DPUTYPBI.



Use Custom Bokeh Map (Vcrioib30BaTh TEKCTYPHYIO KapTy O0Ke) —
MO3BOJISAET BKJIIOYUTD UM OTKJIIOYNTH MCIIOJIb30BaHNE COOCTBEHHON Kap-
TBI JIJIsl PUCYHKa GOKe.

Bokeh Map (Tekcryprast kKapta 60Ke) — CJIOT JIst KapThl ¢ COOCTBEH-
HBIM PHCYHKOM GOKe.

TpebyeT Hemanbix 3aTpaTt BbIYUCIUTENbHbLIX PECYPCOB HA A0MOJ-
HUTENbHbIE CAOMMJbI MPU TPACCUPOBKE Nyyer Ang nojyy4yeHus Bu-
3yanbHO Goniee npuBrekatenbHbiX pe3ynbtatoB. CnenoBaTesnbHO,
yCcTaHaBnmBas napamMeTpbl, obecneyvBalolme BbICOKOE KayeCTBO
BU3yanusauumn, cneagyeT OXXnaatb 3aMETHOro ee 3aMel/IEHNs, Takoe
nageHve npon3BoAUTENbHOCTM NPU BU3yann3auum CAyXUT O4HOWN
N3 NPUYMH, NO KOTOPbIM NPeanoyYyTeHne OTAaeTCs Lwenaepy AByX-
MepHbIX 3P DeKTOB rNyOuHbI pe3kocTu (Z-depth). MoxHo akcnopTu-
poBaTh NPOX04bl BU3yann3aLmm TPEXMEPHOM ryOuHbI U MPUMEHNUTb
adpdexT rnybuHbl Pe3KOCTU (TPEXMEPHOIO PasmMbITUS) B NpUIoXe-
HMM KOMIMOHOBKM. B 9TOM cny4yae HacTpoiika adpdekTa rnyburHbl pes-
KOCTM OCYLLECTB/ISETCA B ANASIOTOBOM pexmnme BU3yasibHO, XOTH U
He Tak To4HOo. Ho cnenyeT He 3abbiBaTh, 4TO B OOMBLUMHCTBE Clyva-
eB TpebyeTcs BM3yaslbHO NpuBAeKaTeNbHbI 1 ObICTPLIA Pe3ynbLTarT,
a He TO4YHOCTb BOCCO34aHNs ONTU4eCKOro apdekra.

@ Ha 3ameTky: weigep rnyOmHbl pe3KoCcTN BeCcbMa 9DDEKTUBEH, HO

B mental ray ects eliie ojiHa BO3MOKHOCTb HaCTpOiiku adpdexra rayou-
HbI PE3KOCTU UHAMBUIYAJTBHO JIJIsT KAXKIOU KAMEPBI U JIJIsI TIePCIIEKTUBHO-
TO BU/IA, UCXO/IST U3 UX (U3NYECKUX XapaKTepucTuk ((hOKyCcHOe paccTos-
HI€, CBETOCUJIA). ITO TO3BOJISIET TTOJIYYaTh XapaKTep pa3MbIThst, OJIM3KUI
K ecTeCTBeHHOMY 3(h(DEKTY B PA3IUUHBIX CUTYAIUSX [TPU PA3IUUHBIX O0b-
exTuBaxX. OHAKO NP ATOM He BCE HACTPONKU JOCTYITHBI [[JIs1 MI3MEHEH ST
(OTCYTCTBYIOT HACTPOIIKM OOKe ¥ KauecTBa PasMbITHS ).

HacTpoiika rnyouHbl pe3KOCTU A9 KaXA0N KamMepbl

Iny6una peskoctr B 3ds Max akTHBHPYeETCs B TapaMeTpaxX BUPTYaJIbHOI
KaMephl Ha MTaHeIn MOANMUKAIIit, prc. 5.6.

Yem auadparma 6osiee OTKpbITa (MeHbIe yncyio f-Stop), TeM boee
pasmbIThie OyayT manbl. Ha Xapakrep pa3MbITHST BAUSIOT MapaMeTPhI:

e Lens (DokycHoe paccTosiiue KaMepbl) — TOT MapaMeTp Harpsi-
MyIo cBsi3aH ¢ mapameTpoM FOV (yroJ pacKpbITHS TIEPCIIEKTUBDI),
€ro u3MeHeHue puBoAuT K usMenenuto FOV, u Haobopot. Kpome
9TOTO, JaHHBIE MAPAMETPHI TAKXKE BJMSAIOT HA PAKyPC KaMepbl U
yroJi ee oxBata. YesoBeueckuii riia3 mMmeeT (HhOKycHOe PacCTOSHHE
npumepro 75—80 mm. ITTupokoyrosibHbIe 0OBEKTUBBI UMEOT (HO-



+ A& eE| 2|
ICameraUU 1 |—
IModiﬁer List d

[

= e =

[- Parameters |

Lens:[43,456 | 2[mm
| Fov:[350  2fde.

™ Brthoaranhic Projection

Multi-Pass Effect

|V Enable Preview

“Depiﬁ of Field (mental1 ~ |

™ Render Effects Per Pass

|Target Distance: |26[J,[J|:rn ﬂl
[- Depth of Field Parameters |

| f-Stop: [2,0 = |

Puc. 5.6. BknioyeHne adpdekTa rnybuHbl pe3kocTun
ONS OTAENbHOM Kamepbl

KkycHoe paccrosiare 14—40 mm. Teseckonuueckne 06 beKTUBbI Me-
10T dokycHoe paccrosiaue 100—400 mm. Uem Goublire hokycHoe
paccrosiHue, TeM GOJIbIIE Pa3MBIBAIOTCS TIJIAHBI KAPTHUHKH.

Target Distance (/lucrannust GoOKyCHPOBKH KaMephl) — PacCTosi-
HI€E, Ha KOTOPOM BCe OOBeKTHl OyAyT 4eTKUMM. Ecinu Kamepa He
csobonnas (Target Camera), To 9Ta JUCTAHIA 3aBUCUT OT IOJIOMKE-
HUst 0ObeKTa-11e1n Kamepbl. Yem 6inske qucTanims (poKyCUPOBKH,
TeM GOJIbIIE PA3MBITHE 32/[HUX TIJIAHOB.

Multi-Pass Effect (Muoromnoroutbie ahpeKTsl) — rpyIiia HaCTpo-
€K, NIO3BOJIAIONAsl BKIIOYUT 3G (GEKT IIyOUHbl PE3KOCTH IS Ka-
Mepbl. Heo6xoaumo BrIounts ¢uiaxok Enable u BeiOpats B cimc-
ke apdexr Depth of Field (mental ray). ITocie sToro mosiBurcst
nonojHuTebHbI mapamerp B rpyiie Depth of Field Parameters.
f-Stop (IToxasaresnb cBETOCHIBI OOBEKTHBA) — 3TO YKCJIO, OTpa-
JKarollee CTeleHb 3aKPBITUST [uadparMbl U CTENEHb TIPOITYCKAHUS
00beKTUBOM cBeTa. B peasibHOM OOBEKTHBE KaMepbl OHO BIIMSIET
Ha 001IYI0 SPKOCTh KAPTUHKU U HA CTEIIEHb PA3MBITHS TJIAHOB ITPU
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FJIY6I/IHG PE3KOCTN. B mental ray OHO BJIMSET TOJIBKO Ha CTEICHDb
PAa3MBITHA TIJIAHOB. YeMm MeHBITIE YUCTIO <<F>>, TeM GOJIbIIe pa3MbI-
THE IIJIaHOB.

HacTtpolika rnyOonHbl pe3kocTun
OJ19 NepcneKTMBHOro emaa

Yr0o6bl BKIOYUTH TIIYOUHY PE3KOCTH JIJIsA TIEPCIIEKTUBHOIO BU/IA, BHIOEPH-
te u3 Metio komanay Rendering = Rendering setup (Busyanusamma =
Hactpoiika Busyanmmsanun) nian Haxxmure F10. B oTkpeiBiemcst quasio-
ropoM okHe BbiGepute Bknaaky Renderer (Penzepep) B ceutke Camera
Effects = Depth of Field (Perspective Views Only) (3ddekrs! Kame-
pbl = Ly6GuHa pe3sKoCTH TOMBKO JIJIsA IEPCHEKTUBHBIX OKOH TIPOEKIINI) 1
yCTaHOBHTE HEOOXOMMBIE TAPAMETPhI, KAK MOKA3aHO Ha PUC. 5.7.

Depth of Field (Perspective Views Only)

[ Enable
I'F-S‘hop - FocusPlane:  [150,0om |2
fswp: [T85 2] [o,0em ]

Puc. 5.7. BknioyeHne n HacTpoiika
addekTa rnybuHbl pe3KocTn
0151 NePCNeKTUBHOIO BUAa

Enabled (BxJoueH) — 1o3BoJIsIET BKIOYUTD WA OTKIIOYUTE 9 (DEKT.

f-Stop (Ilokasarenb cBETOCUIBI OOBEKTUBA) — CBETOCHUJIA BUPTYaJIb-
HOU KaMepbl IIepCIeKTUBHOTO Bu/ia (Ha3HAYEHMEe U CBOMCTBA IIapaMeTpa
ueHTHYHbI napametpy f-Stop kamep 3ds Max, orucaHHOMY BbIIIIE).

Focus Plane (DokycHoe paccrosiHie) — IapaMeTp, ycTaHaBJIMBalO-
U IMCTAHIUIO OT TOYKH CheMKH (TTO3UIIKsT KaMephl) /10 HanboJiee Jer-
KOTO TLJIaHA.

co0bl HAaCTpaMBalRTCA HE3aBUCMMO APYr OT Apyra. NoaToMy Heo6Xo-
OMMO CneamTb 3a TeM, 4To0bI, HanpuMep, NOAKIYaeMbIi LWenaep
He MCMoNb30BasICH COBMECTHO C KakKuMmu-nnbo apyrumm cnocobamm
pacyeTa rnybuHbl pe3koCcTu, Tak Kak 3To NPUBEAET K HEKOPPEKTHOMY
pesynbTaty 1 6onee ANTeNbHOMY BPEMEHWN PEHAEPUHa B LIENIOM.

@ BHuMMaHue: 0co60 CTOUT OTMETUTb, YTO BCE NPeACTaB/IEHHbIE CO-

Aunctopcusa (wenpep Distortion)

IdddexT qucTopcun UMUTHUPYET UCKaKeHWEe KapTUHKK, KOTOPOe BO3HU-
KaeT B MPOIlecCe TPOXOKIEHNS CBeTa Yepe3 JINH3y 00beKTHBa. B peasin-
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Puc. 5.8. MNposieneHne addekra aucropcun
NpyY CbEMKE LLINPOKOYrOJibHbIM 06 bEKTUBOM

HOM MUPE 9TH UCKAKEHUS, TaK JKe Kak 1 9(hHeKT TIyOMHBI PE3KOCTH, €CTh
BCET/Ia, HO OUEHb 3aMETHBI TOJTBKO B HEKOTOPBIX CUTYaIIHSX.

B mental ray gausbiii ekt UMUTUDPYET cleluanbHbIi Heidaep J1MH3
kamepsl — Distortion. Ero MOKHO MOJAKIIOUNTH B JAMATOTOBOM OKHE Ha-
cTpoek penziepa. Boibepure us meHro komanay Rendering = Rendering
setup (Busyanuzanus = Hacrpoiika Busyanmmsanun ) nian Haxkmute F10.
B oTkpbiBIIEMCS AUAJOrOBOM OKHe BbiOepuTe Bkaaaky Renderer (Bu-
syanusanus), B ceutke Camera Effects (D¢ dexTsl KaMepbl) HAIPOTUB
rpynnbl Lens (JIMH3bl) Ha)KMUTE Ha KHOIKY JIJIsI BhIGOpA Ieiepa, Kak
MMOKa3aHo Ha puc. 5.9.

OH TTOuTH He MMeeT HUKAKNX HACTPOEK U CPa3y HauMHAeT AaBaTh 3(-
(exT reoMeTpuUecKOro MCKaKEHUs IIPHW PeHAepHHTe. BermumHa mcka-
JKEeHWIT 3aBUCHUT OT (POKYCHOTO PACCTOSTHHS KaMepbl HJIU MEePCIeKTHBHO-
TO BUJIA, a TakXke OT Koadduimenta Amount (3HaueHue) B HaCTpOIKax
mekiepa.

Amount (3HaueHne) — K0ahOUIMEHT, BIAUSIOIUI Ha 00IIYIO CTeleHb
TeOMEeTPUYECKIX UCKAKEHUI.

Pin Cushion (ITosoxuTesbHast AUCTOPCHA) — BKJIIOYAET WHBEPCHUIO
HUCKa)KeHU.



MoctadpdekTbl

Puc. 5.9. YctaHoBka wengepa Distortion

Lilzio s (R sintion )
Map #1

Puc. 5.10. Hactpoliku weiinepa Distortion
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Puc. 5.11. Mpumep Bu3yanusaumm ¢ npumeHeHnem addexkta aucTtopcum (cneea)
n 6e3 adpdekTa (cnpasa)

CBeTtoBas aypa (wenpep Glare)

Bokpyr sIpKHX MCTOYHUKOB CBETa BCETAa MOKHO HaOIIOIATh CBETOBYIO
aypy ¥ pacxopsiuecst gyan. OHH MOTYT GBITh OUeHb YETKUMU, 2 MOTYT
ObITh Pa3MbITBIMU. JTO 3aBUCHUT OT CBeTOCHJIbI 00bekTHBa (uncia F) u
crpoenust iuadparMbl 00HEKTHBA.

Puc. 5.12. 9ddexT pacxoaaLumxcs ny4ei
BOKPYI MICTOYHUKOB CBeTa Ha doTorpadun

Mental ray mo3BosisieTr IMUTHPOBATH 3TH 3((MEKTHI ¢ TIOMOIIBIO TIekie-
pa Glare. Ero MOKHO BKJIIOUHTH B IHAJIOTOBOM OKHE HacTpOeK perzepa. 1o



YMOJTIAHUIO 3TOT MEHIep yoke HazHaueH B a(pheKTax KaMephl, HO He aKTHBH-
poBaH. Beibepute u3 MeHto komanay Rendering = Rendering setup (Bu-
syaymsanus = Hactpoiika Budyanuzaiun) nian sHaxmute F10. B oTKpbiB-
IeMCsI THAJIOTOBOM OKHe BbiOepuTe BKIanky Renderer (Busyaimmsariust),
B cButke Camera Effects (¢ dexTbr kamepbr) Hanpotus rpyrmnsl Qutput
(JIuH3BI) HAKMUTE Ha YeKOOKC /IS aKTUBAIMH [eiiziepa, puc. 5.13.

Camera Shaders

v Lens Map #1 (Distortion )
ip Cutput DefaultOutputShader { Glare ) l
v volume Mone

Puc. 5.13. AktnBauus wengepa Glare

LET Sl IS e ETR( M ETET| x

IDefauIiﬁuh:uuiShader

[- Glare Parameters |
Duaity St e |4— =
Beietili sinansshiarnnraac o e ot 1,0 ﬂ
BliEE Seccninant e v n g San e v
StreakImage .  glare_streaks_star_camera_filter. if |
Streaks Weight. . .. ovveeevnneanns |0,5— =
Resolution for Glare Processing .. ... ... 500 ﬂ

Replace Rendered Image with Glare Only . [~

Puc. 5.14. NapameTpsl Wwengepa Glare

Quality (KauecTBo) — mapaMeTp OTBeYaeT 3a KauecTBO apdekTa: uem
BBITIIE 3HAUEHUE, TEM KaueCTBEHHEE Pe3yJIbTar.

Spread (Pacnpocrpanenue) — OTBe4aeT 3a PaCIPOCTPAHEHUE CUJIBI
cBeueHns. Takke cuia CBeYeHWS HANMPSIMYIO 3aBUCUT OT Pa3MEPOB M
MOTITHOCTH MCTOYHWKA CBETA WJIM OT MOIIHOCTH OTPa’KEHHOTO CBETAa Ha
MTOBEPXHOCTH OOBEKTA.

Streaks (JIyun) — BKJIIOUEHNE, OTKIIOUEHNE CBETOBBIX JIyUei.

Streak Image (I1Ta6JoH jtydeil) — cJIOT AJIsT KapThl CBETOBBIX JIyUeil.
B aToi1 kapTe cOMEPKUTCS PUCYHOK PAacCIPOCTPaHEHUS, (POPMBI M KOJIH-
YecTBa JIydew.

Streaks Weight (Crenenb BausSHMsI JIydeil) — OTBEYAET 32 YETKOCTh JIy-
ueil, Yem GoJIblite 3HAYCHNME, TEM JIyUHr OYayT GoJiee YeTKUMHU 1 3aMETHBIMH.

Resolution for Glare Processing (PasperieHiie s pacuera Jydeir) —
yeM GoJIbIITe 3HAUEHIE, TeM 00Jiee TOUHBIM OYIeT PUCYHOK PacIIpoCTpaHe-
HUST JIydeit Tpu GOJIBIIOH TIOIIAAN CBEUCHUSL.



FnaBa 5

Puc. 5.15. 9ddexT cBeToBOM aypbl BOKPYr MICTO4YHUKOB CBeTa:!
BbIKJTIOYEH (CNeBa); BKNKOYEH (Crnpasa)

Puc. 5.16. 3ddekT CBETOBOM aypbl U PACXOAALLUNXCS Ny4en BOKPYr UCTOYHMKOB
cBeTa: 3Ha4yeHne Streaks Weight 0,5 (cnesa); 1,0 (cnpasa)

Replace Rendered Image with Glare Only (3amenuTb roToBOE BU3ya-
JIM3MPOBaHHOE N300paKeHUE TOMBKO 3(HEKTOM ) — CIIN OTIIHs BKJIIOYEHa,
THocJie TIPOIecca PeHAEPHHTa OCTAHETCS TOJIBKO M300pakeHue CBEeYeHHI
Ha yepHOM (hoHe. ITO MOKET OBITH MOJIE3HO IS AANBHEANIETO NCIIOIb30-
BaHUS KAPTUHKU CBEYEHUH B I0CTOOPaboTKe (PUHAILHOIO H300PasKeHMSL.

CozpaHune naHopambl (uenpep Wrap Around)

B mental ray addexr «passeproiBanusi> KapTuHku Ha 360° cosmaer-
CA CIIENMABHBIM TefiiepoM JiuH3 kamepbl « Wrap Arounds. Ero MoxHO
MOAKJIIOYUTH B IMAJIOTOBOM OKHE HACTPOEK peHziepa. Boibepure ns MeHio
komanny Rendering = Rendering setup (Busyanusarus = Hacrpoiika
Busyanusaiun) win Haxkmute F10. B oTkpbIBIIEMcs 1MajorOBOM OKHE
BoiGepuTe Bkaanky Renderer (Busyamusanus), B csurke Camera Ef-
fects (9ddextnr kamepsr) HanpoTus rpyinbl Lens (JIMH3bI) HAKMUTE HA
KHOIIKY JI/Is1 BBIOOpa 1eliiepa, Kak MoKasaHo Ha puc. 5.18.



Puc. 5.17. PeaynbTat paboTbl adpdekTa npu BKIOHEHHON ONuumn
Replace Rendered Image with Glare Only

" 3
My Material/Map Browser @

Common | Renderer
[+ Global Tuning Parameters | i =
I'.|+ Sampling Quality | 1 |— Maps
e Rendering Algorithms | i [- mental ray ]
E Camera Effects | Depth of Field | Bokeh
~Motion Blur Distortion
I~ Enable I | Blur All Objects @ Gamma & Gain
Shutter Duration (frames): IIII.S ﬂ . mr Physical Sky
Shutter Offset (frames): I-lj. 25 ﬂ Night
Motion Segments: I 1 ﬂ Render Subset of Scen...
Time Samples: IS ﬂ [ e ]
—Contours | : Wrap&round

[ Enable

Contour Store:

Contour Contrast: er ( Contour; Confrast Function Levels )

Contour Output:  urOutputShader (| Contour Composite )

[+ Scene Materials

StoreShader (| Contour Store Function )

[+ sample Slots

—Camera Shaders

[V Lens Map #1 { WrapAround ) |
| Output DefaultQutputShader (Glare )
[V volume None

[~ Enable

—Depth of Field (Perspective Views Only)

If-Stc-p Focus Flane: | 10,0cm ﬂ

OK

Cancel

f5top: [1,0 E P Jo,0m %]

Puc. 5.18. YctaHoBka weraepa Wrap Around
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ITOT mIeliziep He UMEEeT HUKAKUX [TAapaMeTPOB, HO CI€AyeT OTMETHTD,
4TO JIJIST TPABUJIBHOTO OCTpOoeHust 360-rpaaycHOI TTaHOPaMBbl HEOGXOH-
MO BBICTaBUTDh KaMepy MapajuieibHO ocu X Win Y, B TPOTUBHOM CJIydae
[pY BPAI[CHUHU MTaHOPaMbl OyAyT MCKaskeHus 1o ocu Z. [ToMuMo 3ToTO,
HEOOXOMMBI TTpoTIopIiK n3obpaxenus 2:1, Hanpumep 2400 mukceseid
o mmpuHe u 1200 mukcenedt mo BbicoTe. /151 KaueCTBEHHOW TTaHOPA-
MBI CJIelyeT YCTAaHOBUTH BBICOKOE paspelieHne n300paskeHus, He HUKe
4000 x 2000 ukcedieti.

g y
- W
S5
<~ \\

Puc. 5.19. Npumep naobpaxeHus
C NpUMeHeHneM nmH3oBoro wenagepa Wrap Around

[Tocne penepunra U306paskeHUe MOKHO CKOMITUJIMPOBATH B MAHO-
paMHOe U300pakeHre B MPUJIOKEHUSIX JIJIST CO3/[AHUST TAHOPaM, HATIPH-
mep Pano2QTVR.

PasmbiTue B aoBn>xxeHum (Motion Blur)

Ente ogun addext, KoTopbiii cBoiicTBEH (OTO U BUAEOKAMEPAM, — 3TO
pasmbiTre B ABukeHHU. OHO MOJIydaeTcs B pes3yJsbrate GbICTPOrO H3-
MEHEHUS TIO3UIIN 00beKTa WM 0ObEKTHBA 3a BPEMsl, KOTOPOE OTKPhITa
miacdparma (HampuMep, oJlHa coTast CeKyH/bI). B TeueHne aToro Bpeme-
HU MaTpuIia (oToanmapaTa Wil BUgeokaMepbl (PUKCHPYET CBET Ha cebe.
Ecim 06bEKT HaXOAUTCS B ABUKEHUHM M YCIIEBAET 32 TAKOW KOPOTKHIL
MPOMEXKYTOK BpEMEHU U3MEHUTD CBOIO TIO3UITUIO, TO 3TO TIPUBOUT K €T0
CMasbIBaHUIO Ha CHUMKe. VI ke Hao00POT, eCIu 11eJIb KaMePhl JIBUKET-
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Cs1 TIO TOM 7K€ TPAEKTOPHH 1 C TOM e CKOPOCTHIO, TO BCE OKPYIKEHE CTa-
HET Pa3MBITBIM, puc. 5.20.

Puc. 5.20. 3ddekT pasmblTus B ABMXEHUN.
Ha doTorpadum Lenbio kKamepbl IBASETCA COPTCMEH,
KOTOPbIV O4EHb OLICTPO ABUXETCS

O611e HACTPOIKY PAa3MBITHS B IBUKEHUT aKTUBUPYIOTCS B INATIOTO-
BOM OKHE HAaCTpOeK peHjiepa. Beibepute us Menio komanay Rendering =
Rendering setup (Busyasmsaiis = HacTpoiika Busyaimusaryn) uin Ha-
sxmute F10. B oTKpBIBIIEMCs IMAIOTOBOM OKHe BbhibepuTe BKIaAKy Ren-
derer (Busyanusarusi) B cutke Camera Effects (9ddextsr kamepsr)
B rpymme Motion Blur (Pasmbituie B Buskenwn), puc. 5.21.

Motion Blur

v Enable [V Blur Al Objects
Shutter Duration {frames): IL'I,S— ﬂ
Shutter Offset (frames): I-CI,T ﬂ
Motion Segments: Il— ﬂ
Time Samples: IE— ﬂ

Puc. 5.21. NapameTpbl apdekTa
pPasmMbITUS B ABMXKEHUMN



BHumaHune: adpdekt Motion Blur B mental ray He pekomeHayeTcs

@ MCMOJIb30BaTh C CUCTEMAMM HaCTULL, TaK KaK 3TO MOXET 3Ha4YUTEeSb-
HO YBENNYUTb BPEMSA peHaepuHra. NpumMmeHanTe apdekT pasmbliTng
onsg yactuy, «Particle MBlur map».

Enabled (BxJmouen) — mo3BoJiseT BKIIOYUTD WK OTKIIOYUTE 3P (DEKT.

Blur All Objects (PasmbiBaTh Bce 00BEKTHI) — IMpUMeHsieT a(pdeKT
PasMBITHS B JIBUKEHUN KO BCEM OOBEKTaM B CIIEHE, HECMOTPST Ha UX WH-
IVBHUYaJbHbIE HACTPOIKU.

Shutter Duration (frames) (Crenenp pasMbITHs ABUXKYIIUXCSI 00b-
€KTOB) — 3HAYEHUE HTOTO [TOKA3aTeJIsI MMUTUDPYET BBIIEPKKY Tuadparmbl,
OJIHAKO YCTAHABJIMBAETCS HE B CEKYH/IaX, a B KA/[paX M YCJIOBHO 0603Ha-
YaeT, Ha TIPOTSIKEHUHN CKOJIbKUX KaJPoB Auadparma OyeT CAuTaThCs OT-
KPBITOI.

Shutter Offset (frames) (Casur Hauasa nepuoga OTKPLITUS Huad-
parMbl) — OTPUIATENbHBIE 3HAYEHUST UCTIOJB3YIOTCSI JIJIST TOTO, YTOOBI T10-
JyunTh 3hdEKT PasMBITHS yiKe Ha TIEPBOM Kajpe mpocuera (Kak 6yaTo
0OBEKT ysKe IBUTAJICS, TIePe]l TEM KaK MOTIAJ B TIEPBBIN Kajip).

Motion Segments (CerMeHTbI Pa3MbITHsI) — KOJUYECTBO CETMEHTOB,
U3 KOTOPBIX OYIET COCTOSATh PAa3MBITBIN ciiefl oT obbekTa. YeM Gosbiie
KOJITYECTBO CETMEHTOB, TeM GoJiee PEaTUCTUYHOE Pa3MBITHE MOTYYHUTCST
IPU TIPOCYETE, HO BO3PACTET BPEMSI CAMOTO ITPOCYETa. YBEINYeHUE KOIH-
YeCTBA CETMEHTOB MUMEET CMBICJI IIPH CIOKHBIX M KPYTOBBIX TPAEKTOPUSIX
IBIKEHUS.

General | Adv, Lighting | mental ray | User Defined |

|—Dbject Information |
...... | E——— —
| Trajectory R o —
I™ 1gnore Extents Object ID: [0 =
¥ show Frozen in Gray
I~ | Mever Degrade rMation Blur

[™ vertex Channel Display

|Verm e - | Multiplier: [L,0 2| | By Object

Map Channel: |1 ﬂ [v¥ Enabled

" None @ Object ¢ Image

OK | Cancel |

Puc. 5.22. ®parmeHT gnanoroeoro okHa Object Properties
1 napamMmeTpbl apdekTa pasmbiTUS B ABUXKEHUN 415 BbIOPAHHOro o6bekTa
(nnu BEIBpPaHHO rpynnbl 0OBEKTOB)
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Time Samples (KosmmuecTBo MPOX00B TPOCYETa PasMbIBaeMOro 00b-
eKTa) — 4eM GOJIbIIe KOJUUECTBO COMILIOB, TEM OOJIbIIIeE KOJUYECTBO Pa3
0OBEKT TIPOCYUTHIBACTCS TIEPE]] CBOMM PasMbITHEM. BoJibliiee KOJUYECTBO
CIMILIOB UMEET CMBICJI TIPH Pa3MBITHI 0YeHb OBICTPO U3MEHSTIOIIUXCST 00b-
€KTOB U MaTepuasoB (HapuMep, MOCTOSTHHO MEHSIETCS TIBET Wi (hopMa).

Takxke y Kaskaoro 0ObeKTa B OKHE €r0 CBOMCTB eCTh 4eKGOKC, TTO3BO-
JISTTONITUH BKJIIOYUTH WJIN OTKIIOYUTH 3TOT 3 (PeKT MHAUBUAYATBHO IS
BBIOPAHHOTO 00BeKTa. IDPEKT Pa3MBITHS B IBHKEHUN MOYKHO BKJIIOUYATH
1711 ICTOYHWKOB CBeTa M Kamep. B aToM ciryyae Bo BpeMsi CBOETO JIBUKe-
HUST OHU caMi OY/IyT MCTOUHUKAMU Pa3MbITHSL.,

LWenaep HDR Image Motion Blur

Ieiinep pasmbiTus B apuskenun HDR npeanasHadeH 11 «GbICTPOro», T
€CTh YIPOIIEHHOTO, PACYeTa Pa3MBITHS JABUKYIIIUXCS 0OBEKTOB B CIICHE.

JlI UCTIONB30BAHUSA HTOTO AJITOPUTMA HEOOXOAMMO MOAKIIOYUTH
meiizep «HDR Image Motion Blurs. 9To MOKHO czieiaTh B IMaJOrOBOM
OKHe HacTpoek penjiepa. Buibepure 13 menio komany Rendering = Ren-
dering setup (Busyanusanust = HacTpoiika BU3yaaus3aium ) Uin HaKMU-
te F10. B oTKpbIBIIIEMCST TMAIOTOBOM OKHE BhiOepuTe BKIaKy Renderer
(Busyasmsaius), B ceutke Camera Effects (Db dexTsl kamepsl) Hampo-
tuB rpymnisl Qutput (BbiBos) HaskMUTE Ha KHOIKY JIJIsT BBIOOPA Tiielijiepa
HDR Image Motion Blur B cior.

Shutter Duration (frames) (Crenenp pasMbITHs ABUXKYIIUXCSI 00b-
€KTOB) — 3HaU€HUE ITOTO TTI0KA3aTe/ I UMUTUPYET BBIIEPKKY Aradhparmsl,

¥ o B Y A T EN VT L T =T ) x

IMap mblur

[- HOR. Image Motion Blur Parameters |
Shutter Duration (frames) . . .......... I[.'I,S—ﬂ
Shutter Falloff (Blur Softness) . ........ IZ,[J—Q
Blur Environment/Background . . . .. .. .. v
Calculation Color Space (Gamma) . ... ... |2,2—g
Min. Motion Threshold (pixels) . .. ...... I:l,[J—ﬂ
Background Distance . . .. .. .....vv . Im ﬂ
Blur More Objects Near Camera .. ...... H

Puc. 5.23. NapameTphl WwWengepa
HDR Image Motion Blur
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OJTHAKO YCTAHABIMBAETCS HE B CEKYHIIAX, a B KAAPaX M YCIOBHO 0603Ha-
YaeT, Ha TIPOTSKEHNH CKOTBKUX KaPoB auadparma OyeT CauTaThest OT-
KPBITOM.

Shutter Falloff (Blur Softness) (CrereHb cMITYeHNSI KOHTYPOB Pas-
MBITOTO OOBEKTA) — eCITN 3HAYEHNE GIU3KO K HYJTIO, TO AITOPUTM Pa3MOET
caM 0OBEKT, OTHAKO €TO BHEITHIE KOHTYPBI OCTAHYTCS YeTKUMHU (TaKoif
(D PeKT MOKHO HAGIIONATD IPU PA3MBITHH APKUX OOBEKTOB U TOUEYHBIX
NCTOYHUKOB CBE€Ta. HEll'[I)I/IMepy Ha HOYHBIX aBTOMO6I/I.HbeIX Tpaccax,
puc. 5.24. Yem Bbllie 3HaYeHHE, TeM ObIcTpee 1 6oJiee MITaBHO KOHTYPBI
00bekTa OyayT 6oJiee MPO3PAYHBIME. ITO 3HAUCHUE TAK/Ke KOMITEHCHPYET
JUTnHY pasMbitust Shutter Duration, HeMHOTO YMEHbIIIasI ee.

Puc. 5.24. PaamblTne dap asTomobuns
npv manom 3HadeHun napameTtpa Shutter Falloff
nns 6onee peanvMcTMYHOro pesynbTaTta npyv UMUTaLMM ANINTENbHOW BbIAEPXKKN

Blur Environment/Background — Bkifouaet uiu OTKIFOYAET Pa3sMbI-
Tre (POHOBON KaPTUHKUA OKPYKEHUS MPU IBUKEHUU KaMepbl. DTa OTIIIHS
He nact s dexTa pu npocuere B pexkume Scanline.

Calculation Color Space (Gamma) (Koadduiinent rammbr) — 3Haue-
Hre KoapduimenTa MBETOBOI raMMbl, C KOTOPOU ITPOU3BOJIUTCS PeHIe-
PUHT. HCO6XO,[[I/IMOCTB YCTaHOBKH TaMMbI BbI3BaHa TE€M, 4YTO, B OTJIUYNE OT



KJIACCHUYECKOTO aJITOPUTMa PasMBITUS B JIBVKEHUHU, aJITOPUTM KapT CKO-
pocreil paboTaer ¢ yke MPOCYMTAHHBIM M300PaKEHUEM, KOTOPOE UMEET
OHpe[[eJIeHHbe/'I ITIOKa3aTeJIb TaMMBbI. HOE)TOMy BajKHO yKa3aTb NACHTUY-
HBIH MTOKa3aTesb U VIS [Ieiepa, 4TOObI TIONYYUTh Pa3MbITHE € TAaKOM JKe
IIBETOBOU FaMMOIL.

Min. Motion Threshold (pixels) (MuHumanbHast BeIMYMHA CABUTA
00beKTa) — yKa3bIBAET MUHUMAJILHYIO BEJMYMHY CBUTa OOBHEKTA B TTHK-
ceJisax, mocje KOTOPOi K HeMy HayHeT TPUMEHSAThCS 3((hEKT pa3MbITHS.
Eciii 3HaueHue paBHO HYJIO, TO Bce OOBEKTHI B CIIEHE, KOTOPhIE UMEIOT
MaXke caMoe MaJIeHbKoe JBIKeHUe, OYYT HEMHOTO PasMbITHL. [Ipu BbI-
COKHMX 3HAYEHUAX ITOTO TMapaMeTpa PadMbIBAThCS GYIYT TOJIHLKO OYEHb
OBICTPO JABUTAIONINECS OOBEKTBL

Background Distance (/ucranims 10 (OHOBOW KapThl OKpYy:Ke-
HUsT) — 9TO 3HAYEHWE BIUSET HA BBEIYUCIEHUE CTETIEHN PasMBITUsT (OHO-
BOTO M306pakeHust. PEKOMEHIyeTCsl yCTaHABINBATD AUCTAHIIUIO 110 MaK-
CUMaJIbHBIM pa3Me€paM CIEHDbI.

Blur More Objects Near Camera (CremneHb pasMmbITHsI O0OBEKTOB
BOJIM3K KaMephbl) — OIIKsI YCTaHABIUBAET Oosiee CHIIBHYIO CTETeHb pas-
MBITHUS JIJIs1 OOBEKTOB TIEPETHETO MIaHa. ITO MOKET ObITh TIOJIE3HO B CITY-
yae YPEe3MEPHOTO MEPEKPBITHST 0OBEKTOM MEPEIHET0 TIaHa OOBEKTOB
najbHETo. B 3TOM cilyuae pasMBITHII TIepeHUN 00bEKT MOJKET 3aCJIOHUTD
nanpaue. YTo6b! cenaTh ad ekt 6osee peaTuCTHYHBIM 1 HMETh BO3MOJK-
HOCTh BUJIETh OCTAJIBHYIO CIIEHY, PEKOMEH/YETCS BKJIIOUYUTH ITY OIIIUIO.
B sTOM Ciydae miepesiHUil 00bEKT Oy/IET TOMYIPO3PAUHBIM.

B Inental ray €CTb enfe OoaAuH CHOCO6 NMUTAN PA3MbBITHUA B JIBUKE-
arn. OH OCHOBaH Ha TEHEPAIUU MUKCETLHOM KapThl CKOPOCTEH U TpH-
MEHEHUH ee TIOCJIE MPoIecca MpocyeTa.

NMukcenbHas kapta ckopocTen (Velocity map)

Velocity map — creruaibHast [ByXMepHast [IBETHasT KapTa, KOTOpas Te-
HepPHUPYeTCsT OIHOBPEMEHHO ¢ n3obpakeHueM. B ormune ot usobpake-
Hus, T7e KoMmoHeHTh RGB KoaupyioT 1IBEeT TUKCeei, B KapTe CKopocTei
KOMITOHeHTBI RGB KOAMPYIOT BEKTOP ABUKEHHUST TPEXMEPHOTO 0OBEKTA,
KOTOPOMY TTPUHAJTIEKUT 3TOT MUKCETb.

ITOT MeTO 06JIaIaeT PAIOM IIPEUMYIIECTB:

e OTCyTCTBHE IllyMa 1 apTedakTos;

e (OBICTPOTA IIPOCYETA;

e HE3aBUCUMOCTH CKOPOCTH co3anust a(hdeKTa OT CI0KHOCTH Clie-
HbI, MATEPHUAJIOB 1 HACTPOEK PeH/epa.



FnaBa 5

Puc. 5.25. nnocTpaums pasmbelTis B ABMXEHUN (CNeBa) U KapTa CKOPOCTEN,

B KOTOPOI 3aKOANPOBaHbI BEKTOPbLI ABMXEHMSI aBTOMOOUASA (cripasa)

OI[HB.KO €CTb 1 HEJIOCTAaTKH:

TeHEPAIUs TOJTHKO TPAMOTUHENHOTO PAa3MBITHS (HE TIOXOIUT JIJIsT
BPAIAIOIIIXCS OOBEKTOB U GBICTPHIX OOBEKTOB CO CAOKHBIMU TPa-
EKTOPYSIMU JIBUKEHIS );

HEBO3MOKHOCTD ydeTa TUIAHOBOCTU (HATIPHIMED, €CJIM JBUTAETCS
MPO3PAYHBIl 0OBEKT Ha TIEPeTHEM TLIaHe, TO BCE HEMOABIKHBIE
00BEKTHI 32 HUM OY/IyT Pa3sMBITHI TAK JKe, KaK U OH CaM);
HEBO3MOKHOCTD PasMBITUsI TeHEH W OTPasKeHWil OT OGBEKTOB,
puc. 5.26.

Puc. 5.26. HeBO3MOXHOCTb C MOMOLLbIO KapTbl CKOPOCTEN
Pa3MbITb TEHU N OTPaXEeHUs



PenpepuHr no cnoam-anemeHtam (Render Elements) m

PeHaepVvHr no cnosamMm-ajsieMeHTam
(Render Elements)

B mporecce pennepunra usobpasxkenus mental ray wcrosnbsyer pasHbie
AJITOPUTMBI, PACCUUTBIBAS TI0 OTAEJbHOCTUA OTpakeHus, TeHu, nuddys-
HBIH 11BET, peJIOMJIeHUs, TJI0OaIbHOE OCBEIeH e U T. 1. B pesysbrare mo-
Jiyyaercst GOJIbIIoe KOJMYECTBO MPOMEKYTOUHBIX MaHHbIX. OOBIYHO BCe
3THU PE3yJIbTAThl PEH/IepepP UCIOJIb3YET /71 CBOUX IleJiell U TT0Thb30BaTe b
UX He BUUT — OH TIOJIyYaeT JUIlb (pUHATbHOE N306pakeHue.

Puc. 5.27. N3 pa3nnyHbix COCTaBNSIOLLNX,
KOTOpbIE NONYYAKTCS B NPOLECCe NpocyeTa,
dopmMmpyeTcs NToroBoe n3obpaxeHne
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OpHako MOKHO ykaszaTh mental ray, 4To6bl OH TeHEPUPOBAJ BMECTE
¢ (UHATBHBIM H300paKeHNEM HEOOXOAUMbIE HaM MPOMEKYTOUHbBIE pe-
3yJabTaTbl, JOMOJHUTEJIbHbIC MAaHHBIC B BUAEC CICIUAJIbHBIX CJIOEB-dJIC-
MeHTOB, KoTopbie HasbiBatoTcst Render Elements. Vcrionbsyst atu ciou
B rpaduueckoM pepakrope, Harpumep Adobe PhotoShop, MmoskHO 6BICTpPO,
AKKypaTHO M TOYHO KOPPEKTUPOBATH U BBIIOJHATH CAMYIO Pa3HyIO TMOCT-
06paboOTKY OT/IEIBHOTO N300PAKEHYS WK JaskKe aHUMAIIUH,

Puc. 5.28. Npumep MCnonb30BaHMs CNOEB-3IEMEHTOB
015 NONy4YeHUst Pa3nnyHbIX 3 dekToB 1 06paboTkM dUHANBLHOrO N306paxeHUs

IIO6aBI/ITb HeO6XO[[I/IMbIe JAOITIOJIHUTEJIbHbIEC CJION-3JIEMEHTBI MOJKHO
B JIMAJIOTOBOM OKHE HACTPOEK peHjepa. Boibepute M3 MEHIO KOMaHIY
Rendering = Rendering setup (Busyanusanus = Hacrpoiika Busyam-
sauuu) uian HaxxMurte F10. B oTkpbiBIIeMcs 11aI0r0BOM OKHE BhIGepuUTe
Bryasiky Render Elements (Pennepunr 1o ciosim). Yex6oke Elements
Active (AKTUBUPOBATD 2JIEMEHTBI) BKJIIOUAET W OTKJIOYAET HCIIOTH30BA-
uue cioeB. KHorka Add (JIo6aBuTh) 1103B0JIsIET TOGABUTD HYKHBII CIIOH-
9JIEMEHT U3 OOLIMPHOIO CIIMCKA.

B ciincke Bo3aMoKHBIX HOOTOJIHUTEJIbHDIX 3JIEMEHTOB €CTh YHUBEPCAJIb-
Hble U crenuduueckue saeMeHTsl mental ray «mr A&Ds, puc. 5.29.

aoragaTtbCyd, 4TO OHUM FreHEeEPUPYIKOTCA TOJIbKO ONA TEX 06BLEKTOB, K KO-

@ BaxxHO: 13 Ha3BaHWa cneuuvanbHbIX 3N1eMeHTOB mental ray MOXHO
TOpbIM NpUMeHeHbl maTepuansl <Arch & Design».

Bce asementsr «mr A&D» paszesens Ha Tpu rpynisl: «Levels, «Raw»
n «Outputy. Ipymnma «Level> reHepupyer KapThl ¢ afallTHPOBAHHBIM [IH-
HaMUYEeCKUM JIMAITa30HOM SIPKOCTEH 1 ocBeleHus ciieHbl. [pymma «Raws
reHepUpYeT CJIOKM ¢ BBICOKMM AnHamMudeckuM auanazoHoM (HDR) u Ges
Kakoi-u60 ero koppekiuu. Takue ¢Iou MOryT ObITh COXpaHeHBI B (Gop-
marbl TIFF, HDR u OpenEXR mis mocienyrorneil riyboKoit U 3HaYM-



Comman | Renderer | Alpha -
v = Atmosphere r
Indirect Ilumination | Processing | Render Elements | Background
Blend
[- Render Elements | Diffuse
) ; Hair and Fur
[ Elements Active [ Display Elements Tluminance HDR Data =
| Add ... |\ﬂer Delete e
| o5 | 4 Lighting
Name Enabled  Filter Type Ouj ;uangler:iaar?%HDR Data
Matte

mr ASD Level: Diffuse b
mr ARD Level: Opacdity
mr ARD Level: Reflections
mr ARD Level: Specular
mr AZD Level: Translucency
7 |+| v mr AZD Level: Transparency
— mr ARD Cutput: Beauty

—Selected Element Parameters mr ASD Qutput: Diffuse Direct Illumination
g mr A&D Output: Diffuse Indirect Ilumination
I~ | Enable I~ | Enable Fitering mr ASD Output: Opacity Background

B mr ARD Output: Reflections
3 mr ARD Output: Self Hlumination

mr AR Mot Sneolar

~ Output toCombustionT™
[ Enable

E

|: Create Combustion Workspace Now ... |

Preset:| —-—-oee v
——————— Render -
view: |Quad 4 -Perspe ~ ﬂ

Puc. 5.29. Ouanorosoe okHo Beibopa Render Elements

TEJHHON KOPPEKIIUY M306pasKeHUsT UM BBISIBJICHUS JleTaneil n3obpaske-
HVIsI, KOTOPbIE OCTAJIMCH HE BUAHBI HA KTOTOBOM, «CBIPOM» M300PasKEHUH.
Ipynma «Output» reHepupyeT CIou, KOTOPbIE TPEACTABIAIOT COHOM yIke
CKOMOUMHMPOBAHHBIIA pesybrar KapT «Raw» u «Level», ananornuno du-
HAJBHOMY U300PaKEHHUIO.

Takum o6pasom, ciion «Raw» u «Level> uMe0T HEKOTOPYIO M3OLITOY-
HOCTh MH(pOpMaIwu. Ecitit BbI XOTHTE HCTIOIB30BATH CJIOH-3IEMEHT KaK Mac-
Ky JUIST TIOCJIE/TYIOIIET0 HAJIOKEHUS HEOOXOMMMBIX KOPPEKTUPOBOK TIO0 HEMY,
TO UCTIOJIB3YTiTe TUT ctoeB-a1eMenToB «Outputs. Eciti xotute ocyecTBuThH
6oJiee TIIyOOKYI0 U TOYHYIO ITOCTOOPAGOTKY Kakoi-imbo yactu usobpaske-
HUsI, TO WCMOJIB3YiiTe caou-smeMenTsl rpymibl «Levels. Ecau Bbl xoTHTE
TIOJIYYUTD TIOJTHBIA KOHTPOJIb HAJl AMHAMIYECKUM [IMAMa30HOM KaKOH-TH00
Y4aCTH MB00PAKEHVST, UCTIOMB3YHTE CIOU-2JIEMEHTBI TPYTITHI «Raws.

BakHO: 4TOObI MOMY4MTb NPABUJSIbHLIE CIIOUN-3JIEMEHTLI C BbICOKUM
OVHaMUYECKMM AMana3oHoOM, yCTaHOBUTE rnybunHy 6ydepa kaapos
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32 6uTta (32 bits per channel). 3To N03BONNT reHEPUPOBaTb KapTbl
rpynnbl «<Raw» B guanadoHe oT 0.0 oo 1.0 ¢ BbICOKOI CTEMNEHbIO TOY-
HOCTU 1 coxpaHaTe B OpenEXR-dopmar.

B Tabmn. 5.1 PaCCMOTPHUM CaMbl€ OCHOBHBIE€ M BasKHbIE CJION-3JIEMEHTDI,
KOTOpbIE HauboJee 4acTo HCITIOJIb3YIOTCA B HOC]Ie,ZIyIOH.[efI HOCTO6pa6OTKe.

Ta6nnua 5.1. HanGonee YacTo UCNoNb3yeMble CJIOU-3JIEMEHTbI

Alpha (Anbda-kaHan) Cnoi-anemMeHT kaHana Npo3pa“yHoCcTK, B KOTOPOM BCH
reoMeTpus — a1o 6enbiii LIBET, a BECb (GOH — YEPHbIN.
VcnonbayeTcs Ana nocnenyioulen 3aMeHbl Nnmn Koppekummn
HOHOBOro M306paxeHNns

Background Cnon-anemeHT (poHOBOro N306paxeHust. o3sonaet
(PoHOBOE M300paxeHe) OCYLLECTBWTL NMOCNELYIOLLYIO KOPPEKTUPOBKY (POHOBOIO
1N300paxeHns He3aBMUCUMO OT OCHOBHOMO M300paxXeHst

Z Depth (KapTa my6uHbl) Cnon-anemeHT, B KOTOPOM OTpaxaeTcst MHdopmMaums
- - 0 PacCTOsIHNM TOYKM 0ObeKTa A0 KaMepsl. VIcnonbayeTcs
NN TN 1 o ! P v
2 019 nocneayoLein nmutaumn ahdekTos, CBA3aHHbBIX
C paccTosaHveM (TymaH, AbiMka, my6uHa peskocTm)

Object ID Cnoi-anemeHT, KOTOPbIV FeHePVPYET LIBETHBIE MaCKM/
(NoeHTrdrKaTopsl 06BLEKTOB) no naeHTndrkatopam 0ObLEKTOB. [103BONSET BEINOAHATE
nocneayioLLe onepaLymn No KOPPEKLMM TONbKO

0159 ONPeAENEHHbIX KOHKPETHBIX 0OBEKTOB

mr A&D Raw Ambient Occlusion | Cnoii-anemeHT reHepnpyeT n3obpaxeHne, NpOcYUTaHHOe
>’?‘ & - T An— TONBKO C NpumMeHeHnem «Ambient Occlusion». icnoneayetca
ri - et 019 NOCNEeAYIoWEN KOPPEKTUPOBKM 1 YTOHYHEHVSE CBETOTEHEBOW

W N
% cocTaBnsolen GrHanbHOro n3obpaxeHus

I
I
I
I
I




Ta6anua 5.1. HanGonee 4acTo UCNONb3yeMble CJIOU-3JIEMEHTbI

(okoH4yaHue)

mr A&D Level Reflections

Cnoi-anemMeHT reHepupyeT pacnpenenenme oTpaxeHui
0OBEKTOB. VIcnons3yeTcs Ans nocnenyiowlen KOpPeKTUPOBKA 1nn
3aMeHbl OTPaXeHNI

[ToMuMO OnMCAaHHBIX BBIIIIE CJIOEB-3JIEMEHTOB, CYIIEeCTBYIOT U APYTHeE,
ux 6osee 40, 1 KaxkIblid M3 HUX IpeJHA3HAYEH ST KOHKPETHBIX OIlepa-
nuit. Hanpumep, MOKHO BPYYHYIO YCTAaHOBUTh MHTEHCUBHOCTD IJI00AJIb-
HOTO OCBEIeHUS WKW OTPAKEHU B CIleHe.

KomOuHauua cnoeB-ayieMeHTOB pPeHAepUHra

mental ray

IIpu npocuere uToroBoro usobpaxkenus mental ray KoMOUHUPYeT dJie-
MEHTHI 110 CJIeIyIolieit opmyie:

Final = LD x (RDDI + (RDII x RAO)) + LS x RS+ LR x RR +
+ LT x RT + LT x RT+ SI

LD - Level Diffuse

RDDI - Raw Diffuse Direct Illumination
RDII — Raw Diffuse Indirect Illumination
RAO - Raw Ambient Occlusion

LS — Level Specular

RS — Raw Specular

LR — Level Reflections

RR- Raw Reflections

LT - Level Transparency

RT — Raw Transparency

LT — Level Translucency

RT — Raw Translucency

SI — Self Illumination

Bcee cion-snementst Trma mr A& D UMEIOT OJIMHAKOBBIE TAPAMETPBI:
Multiplier (MHOXUTENB) — 3TOT CYETUYNK MACIITAOUPYET SIPKOCTh

n300paKkeHys Ha BbIBOJIE.



Apply Shadows (C teHsiMu) — TIpu BKJITIOUEHUH IAHHO OITIMY 1306pa-
JKEHUS HA BBIBOJIE IMEIOT TEHH OT 0OBEKTOB.

Bbl MOKeTe caMOCTOSATENbHO CKOMOMHMPOBATH CJIOM-3JIEMEHTHI 110
omnucaHHoit Beire Gopmyse. Hampumep, 8 Adobe Photoshop b1 Moske-
Te BPYYHYIO HACTPOUTH WHTEHCUBHOCTD MPSIMOTO U OTPAKEHHOTO CBETA;
YCTAHOBUTH CTETIEHb OTPasKEHUsT OOBEKTOB B CIIEHE WJIH Jlaske yOpaTh OT-
PaskeHHe ¢ HEKOTOPBIX 0OBEKTOB, a TAKAKe TIPOJIEIbIBATH MHOTHE [PYTHE
MaHHUTY SN ¢ H300PasKEHIEM.

[- Parameters

Multipier:  [1,0 — W Apply shadows

Puc. 5.30. JononHutenbHble napaMeTpbl
Render Elements tnna mr A&D



T
SakKJlouYeHue

Ecsm BbI mpoumTav BCIO KHUTY U PasoOpaich CO BCEM MATEPUATIOM, W3-
JIOKEHHBIM B Hel, TO cekpetoB pennepunra B 3ds Max u mental ray mus
Bac ocrasoch HeMHOTO. Haneioch, 4To anHas KHUTA CMOJKET ellle OYeHb
MHOTO Pa3 IOMoub BaM B ocBoeHnn mental ray. Yro6sl Hanbosee ahdek-
THUBHO UCII0JIb30BATh MaTepUaJ, COAepKAIINNCA B Hel, Hy>KHO KaK MOXKHO
GOJIbIIIE IKCIIEPUMEHTUPOBATD, TIPOGOBATH Pa3INYHbIE CUTYAIUH, CIIEHDL.
JlaTh BaM TaKyio BO3MOKHOCTh OCOBHAHHBIX 9KCIIEPUMEHTOB OBILIIO 1[eIbI0
aToil kKHUTH. KH1Ta TOMOKeT BaM €03/1aBaTh PeIMCTUUHbIE MaTePHUAJIbI,
HacTpamBath (GoTorpaduyecKyio 3KCIO3UIINIO0, ONTUMU3UPOBATH BPeMs
pacueTa OCBelleHUS, KaK IMPSMOTOo, Tak M OTpaskeHHOTro. JdheKTuBHO
HCIIOJIb30BATh PECYPCHI BAIIETO KOMITBIOTEPA MPAKTUYECKH JIJIST JTI0OOTO
YPOBHSI CJIOXKHOCTH U HATIOJHEHUsT 06bEeKTaMK ClieHbl. B mporiecce akc-
MIEPUMEHTOB M M3YYeHUs TOHKOCTH paboThl ¢ mental ray BBl HaBepHsIKa
BbIpaboTaeTe COOCTBEHHBIE METOAUKHU U TIpreMbl paboThl. CoBepIeHHO
TOYHO OHU GYIYT JYUNIMMHE I BAC ¥ CTAHYT BAITUMU MPO(ECCHOHATb-
HBIMU CEKPETaMMU, €CJIM BbI TOTO TojkesaeTe. Ecau Bbl pabortanu ¢ V-ray,
HO y Bac OBIJIO JKelaHue OCBOUTD JPYTON peHaepep U BbI 3TO CEIAIHU, TO
MOU CTAPaHUSI U CTAPAHUST MOUX KOJIJIET OBLIN TTOTPAYEHBI HE 3PSi.

C yBaxkenueM, Auzpeit [Tnakcun.



Kuuru uznarensersa «/IMK IIpecc» MOKHO 3aKa3aTh B TOProBO-M3/1aTelIb-
cxoM xosare «AJIBAHC BYKCs» HanoKeHHbIM IIIATEKOM, BbICJIAB OTKPBITKY
WJIM TICBMO 110 1TIouTOBOMY azipecy: 123242, Mocksa, a/s 20 1y 110 2JIeKTPOH-
HoMy ajpecy: orders@alians-kniga.ru.
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KHura nocesiLeHa apxuTeKkTypHOW Bu3yanusa-
umm B Autodesk 3ds Max u nporpamme peHae-
puHra mental ray.

Bkpatue onucaHa Teopus cBeTa, NogpobHO
onucaHbl POTOMETPUYECKNE UCTOYHUKN CBeTa
M cucTema JHEBHOrO OCBELUEHWs, HacTpon-
Ka 3KCrosuuun. YaeneHo BHUMaHue yHKLUK
Arch & Design martepuana, ero ousn4yeckum
cBorcTBaMm C OOMbLUMM KONWYECTBOM WIIIIO-
cTpauMnm WM nNpuMepoB; MpuUBEAEeHa KOHBEp-
Tauua martepuanos M3 OAHOro Tuna B ApPYrowv
(v-ray B maTtepuansl mental ray n ap.).

KHuMra noMoXet makcumarnbHO ObICTpO U ad-
pekTMBHO BOCco3AaTb POTOPeanuCTUYHYLO
3D-Bnsyanusaumio Oyayliero npoekta WHTe-
pbepa unu 3paHus.

M3paHne npegHasHavyeHo Ans Bcex noburtenen
TpexmepHoun rpadhmkn, paboTarowmx B cucre-
me Autodesk 3ds Max, a Takke OyaeT nonesHa
npodeccuoHanam 3D-UHAYCTpUKn, akTUBHO NC-
nonb3yowux mental ray B ceoen pabore.

Kateropus: TpexmepHas rpaduka n Bu3yanu3auums
Mpeamer: 3ds Max, 3ds Max Design, mentel ray, iray
YpoBeHb: CpepgHui - Bolwe cpeaHero

ISBN 978-5-94074-645-4
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