JlaGoparopHas pabora Ne4

Tema paﬁoTLI: «I/ICCJIGHOBaHHe NMPUHIMAIIOB MOCTPOCHUA CHECHbLD)>

1 Hesn padoThl
CdopmupoBaTh yMeHUs J00aBIATH B CIIEHY WCTOYHHKH CBETa, MOJOUPATh
MOJIOKEHUE UCTOYHUKOB CBETA B CIIEHE, MOAOUPATH SIPKOCTH OCBEIICHHUS.

2 3aganue
CmonenupoBath ciieHy (1Mo oopasity). Jlo0aBUTh B ClIEHY HCTOYHUKH CBETA.

3 OcHamenne padoTbl
[lepconanbHbIN KOMITBIOTED, TIporpamma 3ds Max.

4 OcHOBHbBIE TEOpeTHYECKHE CBEAEHNS

BuptyanbHOe MpocTpaHCTBO, B KOTOPOM paboTaeT mojs3oBarens 3ds Max,
Ha3bIBACTCA TPEXMEPHOM CLHEHOW. TO, 4TO MBI BHAMM B OKHax HPOCKUUHA — 3TO
otoOpaxeHue padoueit ciieHsl. Co3maHue TpeXMepHbIX 00BEKTOB B mporpamme 3ds
Max Ha3bIBa€TCsl MOACIUPOBAHUEM.

BaxxHoe 3HaueHMe I TPEXMEPHOM CIEHbI MUMEET ocBeleHue. MMeHHo
OCBEILIEHUE 33J1aeT 001ee HACTPOECHUE U ONPEIEIISIET, MOIYUUTCS JIU CLIEHA KECTKON
WA MSTKOM, OTKPBITOM WJIM 3araJiouyHoOM, TEIUIOW WJIM XOJOJIHOW, CKYYHOW WU
VHTEPECHOMU, TPYCTHOM WJIA BECEIION.

B tpexmepnbix crnenax 3ds Max MOXKHO HCHONB30BaTh TPHU TPYMIIBI
HMCTOYHUKOB OCBeleHus: ctanaapTtHeie (Standard), poromerpruueckue (Photometric)
U cucTteMbl uMuTauuu ceta (Systems). IlepBble ABe rpynmbl CO3AAIOTCSA B pas3zelie
Lights (Mcrounuku cBeta) Bkiagku Create (Co3maHue) KOMaHIHOW MaHEIn
(Command Panel). Cucrtembl uMHTalMM CBETa CO3JAIOTCS B pasnene Systems
(CucTtemMbl) TOM K€ BKIIAJIKH.

C nomoursio Hactpoek riodansHoro ocsemieHus (Global Lighting) moxHo
U3MEHATh OTTEHOK U YpPOBEHb BCEX HCTOYHMKOB OJHOBPEMEHHO M HACTpauBaTh
noAcBeTky (Ambient Light) crienbl. Eciin HM OUH U3 MCTOYHUKOB OCBEILECHUS HE
CO3/1aH Ha CIIEHE, TO IO YMOJYAaHHUIO UCIIOJIb3YEeTCsl 0a30BOE OCBEILICHUE.

['pynmna ctanaapTHBIX UCTOYHUKOB CBETA BKJIIOYAET CIEIYIOIINE OCBETUTEIM:

— Omni (BcenanpaBiieHHBII) — ICTOYHUK CBETA, PACIIOJIATAIONIUNACS B TOUKE U
M3JIYy4YalOlUi BO BCEX HANPABICHUSAX TPEXMEPHOrO MPOCTPAHCTBA CUEHBI. Takou
OCBETHUTEJIb €I1I€ Ha3bIBAIOT TOUCYHBIM.

—  Target Spot (HaueneHHblii  OpOXKEKTOpP) —  HUCTOYHUK  CBETa,
pacrojararomuiicss B TOYKEe W U3Jy4arolldid CBET B BHUJIE€ KOHyCa WJIM MHUPAMUIBI C
BEPILUIMHOM B TOUKE U3JTy4YEHUs. Y TAKOT'0 IPOKEKTOpa ecTh npuuel Target, 3anarommi
HaIpaBJICHUE JIy4ei.

— Target Direct (Hamienennsle mnapasieibHble JIy4d) — aHaJOTHYHBIN
NpeAbIIYyIIEMY HWCTOYHUK CBETA, M3Iy4aeMblii HE TOYKOM, a IUIOCKOCThIO. Takoii
OCBETHUTEINIb MOXHO MPEACTAaBUTh B BUJIE Napajviejenuneaa Wii HUInHApa.



— Free Spot (CBOOOIHBIN MPOXKEKTOP) — HUCTOYHHUK CBETA, WACHTUYHBIN
HAIEJICHHOMY TMPOXKEKTOpY, HO 0Oe3 Touku 1menu. HampaBieHue CBETOBOro Jyua
U3MEHSETCS BPAIllEHUEM OCBETUTEIS.

— Free Direct (CBoOOmHBIE TapajuleTbHBIE JIy4d) — AaHAJIOTUYHBIN
IpEeIbIIyIeMy UCTOUHUK CBETA, U3JIyYalOMi HE U3 TOYKH, a U3 MJIOCKOCTHU (TaKkKe
kak Target Direct).

— Skylight (HebecHbIi1 cBET) — CBET, UCITyCKaeMblil HEOECHBIM KYIIOJIOM.

Bce cranpmapTHble HMCTOYHMKM CBETa HMMEIOT HICHTUYHBIE HACTPOUKH.
Paccmotpum wux Ha mpumepe Target Spot. BeimenseM 3TOT HUCTOYHHK U
nepeKIroYaeMcsl Ha BKJIAJKY Modify. Cawmpblii
nepsblif cBuTOK GeneralParameters coep>KUT OCHOBHBIE HACTPONKU HCTOYHHUKA CBETa
(pucyHoK 1).

* General Parameters
Light Type
¥ On Spot
¥ Targeted

Shadows

¥ On Use Global Settings

Ray Traced Shadows

Exclude...

Pucynok 1 — Cutok General Parameters

On — BKITIOYCHNE/BBIKIIFOUCHIE UCTOYHMKA CBETA, OBIBACT TOJIE3HA B CiIydae,
KOT/Ia HICTOYHHUK HAJ[0 OTKIFOUNTh, HE YA/ €r0 IIPH 3TOM U3 CIICHEI.

Targeted — BKITIOUECHHME/OTKITIOUCHHUE TIPUIIEIIA.

On (Shadows) — BKITIOU€HUE/BBIKITIOUEHHUE TCHH.

Tun TeHe#t (uMeeT 3HaYeHHE, €CIT TeHU BKIIOUEHBI):

— Shadow map — camble mpOCThIe TEHU, OYEHb BHICOKA CKOPOCTh pacdyéTa, HO
HECITOCOOHOCTh YUYUTHIBATH MIPO3PAYHOCTH OOBEKTOB.

— Ray traced shadows — Goiyiee coBepIIeHHBIM METOJI pacyéra, HO pacxoayeT
Oonpiie BpemeHu. MmeroT Bcerna 4eTkue U HEMHOTO pBaHbIC Kpas. YUWUTHIBACTCS
MPO3PaYHOCTH OOBEKTOB.

— Adv ray traced — moxoske Ha pebIAyIIHME, HO MOTYT CTJIaKUBaTh CBOM Kpai
B pa3yMHBIX Tpejenax. TpeOyroT 60Jibllie BpeMEHHU.

— Area shadows — cambie Ka4YeCTBEHHBIE TEHH, MIOJTHOCTHIO YUHUTHIBAIOIIUE BCE
BO3MOYKHBIC TOHKOCTH (BKJIFOYass (U3MYECKUH pasMep HMCTOYHUKA CBETA).
EnuHCTBEHHBIN CITOCO0 TMONYYUTh a0CONIOTHO PEATMCTHYHYIO TEHb OT OOBEKTa.
TpeOyroT OrpOMHBIX 3aTpaT BPEMEHH.

— Mental ray shadow map — TeHW IJis UCIOIL30BaHUS JOMOJHUTEIBHOTO
MOJ1yJis BU3yanu3auuu mental ray, BctpoenHoro B 3ds Max.



Exclude — mo3BosisieT MCKIIOYUTh M3 OCBEIICHUS WM OTOpachIBaHUs TEHEH
0001 00BEKT creHbl. [Ipu HakaTHM HE ATy KHOIKY OTKPBIBACTCS JOTIOJHUTEIHHOE

JTMAJIOTOBOE OKHO, B KOTOPOM MOKHO BBIOPaTh OOBEKTHI AJISl HCKIIOUEHHUS (PUCYHOK
2).

Exclude/Include ? X

Scene Objects Include ® Exclude

Selection Sets:

Display Subtree Case Sensitive

Pucynok 2 — Okno Exclude/Include

J11st TOro, 4TOOBI MCKITIOUUTH OOBEKT BBIJCIIUM €T0 B JIEBOM I0JI€ U IIETIKOM
M0 BEPXHHUM CTpeJiouKaM, mepedpocuM ero B npasoe mnoje. Haj npaBeimM mosem ectb
MEePEeKIIoYaTelb, KOTOPBIA TO3BOJSET WCKIOYUTh TOJBKO W3  OCBEIICHUS
(Illumination), Toapko U3 oTOpackiBanus TeHn (Shadow Casting) 1 U3 TOTO U APYTOTO
omHoBpeMeHHO (Both).

Ecnu Hy)HO BepHYTh O0BEKT B OCBEIIEHHOCTh, TO HEOOXOAUMO MEPEOPOCUTH
ero 00paTHO B JIEBOE TMOJIE MIEITYKOM 110 HIDKHUM CTPEIOUKaM.

Crnenyromuii CBUTOK COJEPKUT HACTPONKH MHTCHCUBHOCTH CBETa, OH TaK M
HaspIBaeTcs Intensity/Color/Attenuation (pucyHok 3).



¥ Intensity/ Color/Attenuation
Multiplier: 1,0 = -
Decay

Type: MNone b

Start: 400,0mi 4 Show

Mear Attenuation
Use Start: 0,0mm

Show End: 400,0mm

Far Attenuation
Use Start: 800,0mm

Show End:

Pucynox 3 — Csutok Intensity/Color/Attenuation

Multiplier — wmomrHOCTh cBeTa. M3Mmepsiercss B aOCTpakTHBIX €IMHHIAX
(MHOKUTETISX).

OtTenok cBera. OOBIYHO CTABUTCS OEIIBIM.

Decay — cnaganue. [lo ymomuanuio tun cnaganus ctout NONE (mer
criaganusi). B TakoM ciydae MCTOYHUK CBETUT OECKOHEUYHO JaleKO, 0€3 YMEHBIICHUS
MOIIIHOCTH CBETa ¢ paccTosiHueM. [t ocBemieHust OJIMKHAX paKypcoB 3TO HE BaXKHO,
a BOT JJIsl TIOCTAHOBKHM CBETa B MHTEPhEpPax HTO UTPAET OTPOMHYIO POJb B OOIIEH
OCBENIEHHOCTH CIeHBl. [loATOMYy B MHTEphEpax y MCTOYHUKOB OOBIYHO CTABUTHCS
cnamanue Inverse (00paTHO MPOMOPIIMOHATBHO PACCTOSIHUIO, PACCUYUTHIBACTCSA TIO
dbopmyne 1/x) unu Inverse Square (eauHuIa MOEAEHHAS HA X B KBAJIpate).

Near attenuation — OnvKHEe 3aTyxaHHWE CBeTa (B Hayale KOHYca CBETa).
AKTyallbHO TIPU UCTIONIb30BaHUH ) (PexTa 00BEMHOTO CBETA:

— Use — BKJI\BBIKJI 3aryxanue.

— Show — moka3bIBaTh adbHOCTh 3aTyXaHUsI, IPU CHATOM BBIJICTICHUU.

— Start — Hauasno 3aTyXxaHusl.

— End — xoner 3aTyxaHnus.

Far attenuation — nanpHee 3aTyxaHue cBeTa (B KOHIIE KOHYCa). AHAJIOTUYHO
PEABIIYIIEMY .

Cautok Spotlight Parameters ecTb ToJIbkO y ucTOuHHKa Spot (pucyHok 4). B
ATOM CBUTKE MOXHO 3a/1aTh pa3Mmepbl KoHyca cBeta. [lapamerp Hotspot (ropsiuee
MSTHO) OIpeAensieT pa3Mep BHYTPEHHETO KOHYca, B KOTOPOM OCBEIIEHHOCTh
coctaBisier 100%. A mnapamerp Falloff (cmam ocBeménnoctn) 3ama€t pasmep
BHEIITHET0 KOHyca. Uem Oosbllie pa3HHIIA MEXKIY ISTUMHU JIBYMs 3HAYCHHUSMH, TEM
nepexoy OT CBeTa K TeHU MATYE U HAa000poT. M3MepstoTCs 3TH mapaMeTphl B Tpatycax
BEPXHETO0 yria KOoHyca.

JloTIoTHUTENbHBIC HACTPOMKH, KOTOPHIE MOTYT MPUTOJAUTHCS TIPH TTOCTAHOBKE
cBeta, HaxojsATcsa B cBuTKe Advanced Effects (pucynok 5).



v Spotlight Parameters

Light Cone

Show Cone Overshoot

Hotspot/Beam: 43,0
Falloff/Field: 45,0

@ Circle Rectangle

Pucynox 4 — Cutok Spotlight Parameters

¥ Advanced Effects
Affect Surfaces:

Soften Diff. Edge: 0,0

¥ Diffuse ¥ Specular

Ambient Only
Projector Map:
Map:

Pucynok 5 — Curok Advanced Effects

Contrast — KOHTPAcT B OCBEIIEHHOCTH, OOBIYHO cTaBUTCS 3HaUeHue 0.

Soften diff. Edge — cmsruenue kpaeB cBeTa, 00pa3yronMxcs P MepeceueHun
C IPpYyTUM UCTOYHHKOM, ONITUMAJIbHBIA BapHAHT 3TOT0 3HaUeHus 50.

Diffuse — ramouka BKJIIOYAaeT OCBEHIEHHOCTh O0BEKTa (eciau e€ CHATh, TO
00BEKT OyAeT YEPHBIM).

Specular — ranouka BK/IO4aeT OJMKH Ha 0OBEKTE OT UCTOYHMKA cBeTa. [Ipu
MIOCTaHOBKE OTPAKEHHOT'O CBETA 3Ta raJlouka CHUMAETCSI.

Projector Map — kaprta mpoxxekrtopa. Ilo3Bossier n06aBisATh u€pHO-Oenoe
u3o0paxeHue (Kapry) Uis UMHUTALMHU CJIOXHOIO Jiyda CBeTa (Hampumep, CBET
IPOXOSAIINN Yepes3 Kalto31 WIH Yepe3 JTUCTBY JEPEBHEB)

Hawnboiee BakHBIC HACTPOWKH TeHEW HaxoaaTcs B cBUTKe Shadow Parameters
(pUCYHOK 6).

v Shadow Parameters
Object Shadow
Color: Dens. 1,0
Map: MNone

Light Affects Shadow Color

Atmosphere Shadow
On Opacity: 100,0

Color Amount:  100,0

Pucynok 6 — CButok Shadow Parameters

Color — uBet TeHn
Density — IUIOTHOCTb TEHH.



doTomMeTpUYeCKHE HCTOYHUKH CBETA.

doToMeTprUeCKHe MCTOYHHKK cBeTa Photometric, B oTimmune ot Standard,
UCIIOJIB3YIOT (PU3MYECKHU 00Jiee KOPPEKTHYIO MOJIeTTh MHTEHCUBHOCTHU CBETA U CITy)KaT
JUTSL TIOJTyY9EHHsI JTOCTOBEPHBIX PE3YJIhTATOB OCBEIICHUS OOBEKTOB W CIICHBI B
MOJICTUPOBAHUHU HHTEPHEPOB, APXUTEKType. UHTEHCUBHOCTH CBETa (POTOMETPHIECCKUX
HMCTOYHHUKOB YCTAHABIIUBAIOT B COOTBETCTBUU C PEaTbHBIMHU 3HAYCHUSIMU.

Hanpumep, nammne nakamuBanus 100 BT coOOTBETCTBYeT MCTOUYHHUK C
HHTEHCUBHOCTHIO 139 kannen. Mcnonp3oBanue poToMeTpUUECKUX UICTOUHUKOB CBETa
U creuuaibHoro anroputMma Radiosity npu Busyanuzanuu JaeT YHHKaJIbHYIO
BO3MOXXHOCTh OIICHHUTh YPOBEHb OCBEIICHHOCTH OOBEKTOB MOJICIMPYEMOM CIICHBI, B
YaCTHOCTH, JJIsSl TOMEIICHUN U HHTEPHEPOB.

st Toro 4ToOBl co3/maTh (HOTOMETPUUYECKUM HCTOYHHK CBETa, OTKPOWTE
Bkimanky Create/Lights u B BbmmagaroniemM MeHi  BbiOepute Photometric.
DOoTOMETPUYECKUE NCTOYHUKHA CBETA UMEIOT B CBOEM COCTaBE HECKOJIBKO OCHOBHBIX
WCTOYHUKOB:

— Point — ToUeUHBII ICTOYHUK CBETA, ABISCTCSA aHajgoraM Omni;

— Linear — npoTsSKEHHBI JTUHEHHBII UCTOYHUK CBETA, MpsAMas JUHUS, BJOJIb
KOTOPOH TIPOUCXOIUT U3ITyICHHE (POTOHOB,;

— Area — mpsIMOYT0JIbHAs U3JTy4arolas o0aacTe, aHanor Direct;

— Sun — coTHEYHBIN CBET;

— Sky — HeOeCHBIN UCTOYHHUK CBETA.

HacTtpoiiku HCTOYHHKOB CBETA OCYIIECTBIISIIOTCS IPUMEPHO TEM Ke 00paszoM,
YTO U CTaHJAPTHBIE UCTOYHUKHU, HO UMEIOTCS oTyinuusa. Hactpoiika MHTEHCUBHOCTU
MCTOYHHUKA CBETAa OCYIIECTBISIETCS udepe3 (OTOMETpUYECKUe mapameTphl. SpKocTh
MOKET OBITh 3a7]aHa OJTHUM U3 TPEX MapaMeTpOB:

— JIOMEHBI;

— KaH/IeJIbI,

— JIFOKC Ha PacCTOSHUMU.

OtnuaneM GOTOMETPUIECKUX UCTOUYHUKOB SIBJISIETCS HATMYKE MPOTSKEHHOTO
JMHEHHOTO UCTOYHUKA cBeTa. C MOMOIIBI0 JAHHOTO UCTOYHUKA MOKHO UMUTUPOBATH
CBET OT JIFOMHHECIICHTHBIX Ta30pa3psIHbIX JaMIl JHEBHOTO CBETA.

5 ITopsaaOK BBINOJHEHUS PA0OTHI

1. I3yunTh npeioKEeHHbI TEOPETUYECKUI MaTEeprall.

2. 3anyctuth nporpammy 3ds Max.

3. CmoaenupoBaTh 0OBEKTHI M1 HACTPOUTH CIIEHY (PUCYHOK 7).



Pucynok 24 — ToroBbii BU]1 BU3yaln3auu

4. ChopMupoBaTh OTYET O IPOJICTaHHON padoTe.

7 ®opma oT4yeTa 0 padorte

Jlabopamopnas paboma Ne
Howmep yuebnoti epynnol
Damunus, UHUYUATBL YHaAUe2ocs]
Jlama evinonnenus pabomul
Tema pabomul:
Lenv pabomol:
OcHawenue pabomoi:
Pe3zynomam evinonnenus pabomui:

7 KoHTpOJ/IbHBIE BONIPOCHI M 3aaHUS

1. PackpoiiTe MoHATHE TPEXMEPHOM CLIEHBI.

2. YTO BXOJIUT B IOHATUE MOJICTIUPOBAHUSA CIICHBI?

4. Ilepeuncnure rpymnibl HCTOYHUKOB cBeTa B 3ds Max.

5. Kakue ocBETUTENN COAEPKUT Irpynna CTaHJAPTHBIX UCTOYHUKOB cBeTa? B
YeM UX OTJInYHe?

7. Kak UCKIIIOUNTh KaKOH-T00 00BEKT 13 ocBemieHus ¢ cueHe 3ds Max?

7. 1711 4ero UCIoNb3y0TCS KaMepsl B cLieHe?

8. HazoBure Tumel kamep B 3ds Max.

Pexomenayemas iureparypa
YerBeprakoB M.A. OcuoBbl Autodesk 3Ds Max : camoyuutens no 3D-
mozenupoBanuto / Mocud Yerseprakos. - Mocksa : Dkemo, 2024. — 352 c.



Iopenuk, A. I'. Camoyuutens 3ds Max 2022 / A. I'. T'openuk. — CaHKT-
[TerepOypr. U3narensctBo: bXB-IletepOypr, 2023.



