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3ds Max - nOTy)XHMW MNPOrpamMHUN IHCTPYMEHT, cTBopeHuMn pana 3D
MOAENOBAHHA, aHiMaLii, KOMMNO3WHra i peHaepuHra mopgenen. [llporpama
NPUCKOPIOE NpoLLecH PO3p0OKM mogenen 3aB4AKM PO3LLNMPEHUM MOXKIMBOCTAM
cninbHOro Aoctyny i poboTw.

EKCNOPT ®AUAY APXIKAA AAS
NOAAABLLOI POBOTH B 3DSMAX

AAg TOTO abun KOPEKTHO NIATOTYBATHM DANA APXMKAA AAR EKCNOPTY, 3AAMLLIAEMO B CLIEHI
OAMH KOHKPETHWI NAQH i3 NAGHYBAABHMM PILLIEHHAM, AKLLLO Lie NOTRIBHO, Be3 posmipis
6es nianncie Ta 63 3anBux AeTasei.

NiCAS NIATOTOBKM CLLEHM (OHMCTKM) Nia EKCNIOPT NEPEX0AMMO B chaiin = 36epiramy sk =
ACGEMO iM' BB oBpaemo Tmn doaiay (*dwg) =P 36epirm

OcHosu pobotn B Autodesk 3ds Max.
B1BYEHHS IHTEPDENCY NPOrPAMM

BepxHa NQHEAB - LLe NAHEeAb OMLLFH

New - HOBUIA dhaiia

Reset - Nnepe3aBaRTaXeRH NPOrpamm

Open - BIAKpUTH Nporpasy

Open Recent - BIAKPUTI OCTAHHIR doaia

Save - 30epert

Save As - 36epertm sk

Save Copy As - 36eperti konio fk

Archive - cTeOpeHHs apxisy

Import - imnoptysatii

Import & Merge

Import - Lg iMAOPTYBAHH dDAAIB Pi3HOTO OOPMATY B CLEHY
Merge - ue iMNopTyBaHHS COAiAIB B 3A MAKC CLEHY
Export [ekcnopr) - e euaaua doaiay is 34 makcy
Edit - ue poboTta 3 Almn NPOrPAMKM

Tools - ue poboTa 3 NAHEeARMM TA BIKHAMM + AOACTKOBI ONLLT OB’EKTIB



Group - ue pobora 3 rpynamm ob’exTie
Group - rpynyeaHHs

Ungroup - po3rpynyBaHHs

Open - BiakpuTH Ipyny

Open Recursively - Biakp1TK NOBHICTIO
Close - 3akputh rpyny

Attach - aooaat A0 TpYNIK

Detach - BukaiouM™M 3 rpynn

Rendering - L& NpoLEC NPOPAXYHKY TA NPOABAEHHA 00’'€MHOr0o 300p@KEHH CTBOPEHOTC
B NpOrpami 3a moAeAIOBaHHA. KIHLEBMM NPOAYKTOM PEHAEPY € 3A Bizyaaizauis

Render - QBTOMATMYHIMIA 3aNyCK peHAepY

Shift +Q abo Shift +F9

Render Setup - e HaOAQLLITYBAHHS pEHAEPY

F10

Rendered Frame Window - Lie BMKAKK BIKHQ PEHAEPY PA30M i3 30BpaXkeHHIM

Environment(cepeaosmiLg) - poboTa i3 HaAQLUTYBAHHAM BIAOBPOXEHHA HOBKOAMLLHBOTO
CepeAOBMLLA CUEHW NPpK peHAepi

8
Material Editor - Le meHemkep matepiaaie
M

Scripting(ckpynTH) - LLe NPONKUCAHI FOTOB AATOPUTMM NPOTPAMKM AAR BUKOHAHHA NEBHOTO
KOMMNASKCY Ail. CKpUNTM 3ABAHTAXKYIOTECS Y BHTAAAI chaiaie

MaHeab OYHKLLIM - NAHEeAb Ajid | HOAQLLITYBAHB NPOMRAMM

Undo - BiamiHKMTI AjlO

Redo - noetopmtK AjlO



Selection Region - B1AiAEHHS NEBHOTO perioHy abo 30HK

Select and Move(snbip Ta NnepemilLieHHs) - LLe OCHOBHMIA IHCTRpYMEHT Bubopy B 3aMakc
W

Select and Rotate (embip Ta - L& IHCTRYMEHT BMOOPY T NOBOPOTY
E

Select and Uniform Scale - ue snbip Ta 3miHa macluraby ob’exkry

MNPUB'A3KA B SAMAKC. MOHATTA NPUB'A3KIN B
SAMAKC

MOHATTS NPMB'A3KU AO3BOASE 3AIMCHMTI 3B'930K AKTMBHMX TOMOK OB'EKTIB 3 TOMKOAMM B
cepeaoBMLLE, TOYKaAMmK HA CiTui, oB'ekramm mbk cobBolo Ta iHWe

Snape Toggle - IHCTPYMEHT NPUB'a3Ka
1

HaaawrysaHHs Mpus’asku

HaAQLUTYBAHHA NPUB'A3KM MAE YEPE3 3ATMCKAHHS AIBOIO KAQBMLLIEID MMLLII NIKTOrpAamMy
IHCTRYMEHTY

OntumaabHa Npue'aska 2.5, obupaemo T HamacTiwe

Hakkpalue npue'aska 2.5 npauioe aaa pobom y BMAGX, HE B NEPCNEKTMEI.

Mpue'a3ka 3

Ls NprBe'a3ka ONTMAMAABHA AAf POBOTH 3 NEPCNEKTUBHMM BMAOM (BMMKAEMO LIIO
NPUWB'A3KY KOAM NPALOEMO 3 OB'EMOM)



Snaps

' Grid points - Toukm citkn. [HOAl Npy NoBy A0BI OB’EKTIE NPUB'A3KA AO TOMOK CiTKM MOXE
3ABCOKATH, B TAKOMY BUNAAKY AASR 3PYUHOCTI MM T BUMMKAEMO

« Perpendicular - kytn

« Vertex - Toukm

Options

' !l Enable Axis Constraints I - HQAQLUTYBAHHS KOPEKTHOMO MACLLITAByY NPUB'a3KK

«/ Display rubber band

G - BKA, BbIKA CETKM

F3 - Ba4mmi coirypy Y Bu1ai KpECAEHH B0 oB'emy

POBQOYE CEPEAOBRMULLIE MPOIPAMM | MOTO
HAAALLTYBAHHS

Poboue cepeAoBULLIE CKATQAQETHCH 3 HOTMRLOX PODOYMX BIKOH QB0 BUAJB B AKMX 3 Pi3HMX
pakypcis BiaABYBAETHCA [BIAOBPAXKAETLCA) NPOLEC MOASAIOBAHHA

BikHa / Bran :

* Top - B1A 38epxy a0 NAGH MiAAOTH

* Front - BuaA cnepeay

= Left - Bma 360Ky (3AiBQ)

= Perspective - nepcneknea (ena B 06'emi)

MK MmOXKEMO NPALOBATH B HOTUPLOX BIKHOX OAHOYACHO abo »x obpam oaHe BikHo abo
BUA AN POBOTH

All + w - LiE BUBEAEHHS OAHOIO 3 BIKOH (BMAIB) HQ BECb EKPAH



OCHOBHI BUAWN PYXY OB’ €KTY

CTpIAOHKM - e CUCTEMA KOOPAMHAT OB'ekTy. KoxkeH Hanpsam (x,y,z) ue sici pyxy oB’ekry
TOBTO HANPAMMK 34 IKMMM MK MOXKEMO DYXATH OB’'eKT

BLKAMK Al pyxy 06’exTy =P 0BMpPAEMO IHCTRYMEHT BUBOPY, XPECT 3 CTRIAOYKaMM B
OBUPAEMO TA HAOTMCKAE MO OB’EKT B 3'GBAIETHCA CMCTEMA KOOPAMHAT 06’ EKTY

Hepes 9Ap0O CUCTEMM KOOPAWMHAT MOXHO NEREMICLLATH OB'EKT BiAbHO [AIBOIO KAQBILLIEID
MMLLIT)

MO>HQ 3aTMCHYTH AIBOIO KAGBILLIEIO MULLII, SAPO CUCTEMM KOOPAMHAT | pyxaTtk o6'ekr
OAPQ3Y NO ABOM OCAM KOOPAMHAT

Cuctema KoopAMHAT OB'EXTY NPALIOE HE TIABKM AAS NEPEeMILLIEHHS, A M AR NOBOPOTY TA
macLurabysarHa. TOBTO pobBOTA 3 CHCTEMOIO KOOPAMHAT OB'EKTY AOCTYNHA AAR TRBOX
doyHKLA

MEPEMILLEHHA NOBOPOT MACLUTABYBAHHA

Ta BiCb AO KOI MM NIAHOCHMMO KYPCOP CTAE AKTHMBHOIO | BUAIASETBCA B ApAI 0B'EKTY

Koau mu 0Bpasm NoTpibHY HaOM BICh, MW 3ATMCKAEMO KAQBILLIY mKLLI | 0BepTaemo HaLL
oB'ext no OBpaHii oci

Koan mn 0BMpaemo 0Apasy BECH LLIAP SAPA OB'EKTY OAPQ3Y BECh, MW MOXEMO
IAIMCHIOBAT OBEPTAHHA OAPA3Y NO BCiX AOCTYNHMX OCAX

POBOTA 3 PYHKUIEKD OBEPTAHHA ABTOMATUYHUM
LLUAAXOM

Hatnckaemo Ha niktorpamy Select and Rotate npaeoio kageilLeo muLli i y HaC
3'ABASETECA BIKHO AAS BBEAESHHA YMCAOBMX 3HAQYEHB

Crosnumk Absolut:World chikcye doakThiHe 3HAXOAXKEHHA OB'EKTY B CUCTEMI KOOPAMHAT
3Q BicammM, AKLLO HaOM NOTRIBHO BUPIBHATK OB’EKT (MOro NOAOXEHHS) 3Q BCiMmA TRIMma
BicamM (B0 OAHIEID KOHKPETHOIO) B LIbOMY CTOBMYMKY MW NPOCTABASEMO 3HA4YEHHS HYAb
BIANOBIAHO NOTPRIOHIM BiCi



Select and uniform scale - macLwurabysarnHs ob'ekry

MNpwr BMBOPI IHCTPYMEHTY MaACLLTADYBAHHSA AP0 OB'EKTY NPUIAMAE BUTASA OB EMHOT
nipamian. Aas macLLTabByBAHH:A 3a ABOMA BICAMM OAHOMACHO HA GKTHMBHOMY SAPI (Y
BUTASAI NIpAMmiaM) Kypcopom 0BMpaemo NOTRIBHY HaM NPAHDb MDK ABOMA CYCiAHIMM
BICAMM

MacLuTaByBaHHA MOXHQ 3AIMCHIOBATH 3 OAHIEID KOHKPETHOIO BICCIO

MNpwr BUBORI KYPCOPOM OAHIET KOHKPRETHOI BiCi, macLLmabysaHHs oB'ekTy BiabByBaeThCA
CYTA B HANPAMI OAHIET AQHOT BICI

Edit m - PEeAQryBaHHA reomeTpil

Detach - sBiA’eAHAHHSA

NoTpiBHMIA Ham OB'ekT NepeBoAnMO B pexmm Editable Poly =P B niapeskmumax
0BMpaemo NOTRIBHMIN HaOM | OBMPAEMO KOHKPETHUIN EASMEHT KM HOM NOTRIBHO
BiA'’€AHATM =P Detach

= Detach as - Bia'€AHQTM @AeMEHT B OKpemmin 0B'exT

= Detach to Element - Bia'€AHQTHM EAEMEHT BCEPEAMHY OCHOBHOTO OB'ekTy

= Detach as Clone - Bia'€ AHOHHA KONl @AEMEHTY

Attach - aAceaHarn eaemenT
* Koan enemeHT Aetavem Bia'e AHaHKI Bia oB'ekTy

* KOAM EAEMEHTH HE B3AEMONOB'A3aHI Mk coBoio

B 3A MQKCI KpaLLLE BUKOPMCTOBYBATH TIABKIM CIHFAIACEKY MOBY

AAd HA3B

(1) Hierarchy - iepapxis

Pivot - ue aapo of'ekra 3 eicamm



Adjust Pivot - pobora 3 naisotom

Affect Pivot Only - ue 3miHuTM micue po3LLMPEeHHS NAMBOTY, ¥ HAC IABASIOTLCA HOBI
CTPIACHKM AAS NEPEMILLIEHHA NAMBOTY =P M NepeMmilLly EMO NAMBOT B NOTRIBHE HaM
Mmicue (cepearHy 06'€KTA) B9 BLXOAMMO 3 PEXMAY iEpapXil

Extended Primitives - yCKAQAHEHI NPUAITHBK

ChamferBox - ckpyraeHmnin 6okc. Liei ob’ext mae napametp ckpyraeHHs - Fillet (ue
CTYNiHb CKPYIAEHHS KYTIB TQ rpaHeint coirypm)

Fillet Segs - cermeHT CKpYrAaeHHs

3A BIAOBPAXEHHA OB’'€MY
OBb'E€KTIB HA BUAAX B 3A MAKC

File = Import =» Merge = oBupaemo caia Ta HatMckaemo Open

IMIHIOEMO POBOHI OAUHWLI

Import Options = Geometry = Incoming file units = Milimeters

PYNYBAHHA NEPLLIOIO LLAPY (LLAP
IMMNOPTOBAHOTO MPOEKTY)

3aTMCKAEMO KYPCOP Y BIAbHIIM MAOLLIMHI =P 0BMPAEMO NOBHICTIO KPECASHHS =P
Hamckaemo Group = obrpaemo e pas Group

NMOBYAOBA KOHCTPYKTMBY MPUMILLLEHHA

Kopnctyemocs iIHCTpymeHTom Plane

MNepea Thm 9K BUKOHYBATHM NOBY AOBY, NEPEBIpIEMO Y1 NPALLIOE NPUB'A3KA (2,5)



OBMPaEMO IHCTPYMEHT Plane =P HAAQLLITOBYEMO HA OAMH CETMEHT =P cTaBumo Plane
TAKMM YMHOM LLIOB HQ KOXHY CTiHY BUXOAMAQ OKPEMA IPAHB TA FPAHi =P HATMCKAEMO
NPABOIO KAGBILLEIO muLL No Plane = oBupaemo Convert to: = Convert to Editable Poly
=) Selection =} Edge = o61pacmo rpaHb =P 3amMckaemo KaasiLLy Shift =P tarHemo
rPAHi y NOTPIBHE NOAOKEHHS B KOAM AJLLAM KiHUS NOGYAOBK CTiH MAGHHOM, M
NEePEexX0AMMO Y PEXMM TOMOK Vertex ™ cnaioamo TOUKHM | BUKOPUCTOBYEMO AARl LIbOTO
Weld =P HATUCKAEMO HQ BIKOHEMKO HAAQLLITYBAHHS Weld =% niaAHIMAEMO YMCAOBE
3HAYEHHA (BiabLLE HyAS)

BUBOAMMO KOHCTPYKLIKO B OB’'EM
Bucotu
* MiABIKOHHS - 00 Mm
+ ABepi - 2200 mm

* Bucota Ao Apepeit - 1300 mm

* Bucota Ao cTeai - 400 mm

= Bucota A0 BikHA - 400 smm

B Editable Poly 3axoammo B pexxmm Polygon = Edit Polygons = Extrude (BBoAMMO
BM3HQYEHI NAPAMETPM B BIKOHEMKO) ™P HATUCKAEMO HA FAAOHKY

A0 3 ApXiKaAY NPW BUCTABAEHI OAMHMLE Y HAC EKCNOPTYBABCS NAQH HE KOPEKTHO,
poBumo ioro macLLmrabyBaHHs

OBUPAEMO NOAIFOHK NOTPIBHOTO NPOMOMY, 3ATMCKAEMO Cirl T HAKMMAEMO HA HIX =P
Bridge ™% noAIroH KOTPUIA 3AAMLLIAETECA HA NIAAO3I BUAQASE MO

Hide selection - cxosartii ob'ekT B CLEHI

OBUPAEMO 0BEKT =P HATMCKAE MO NPABOIO KAGBILLIEID MULLI =P 0Bupaemo Hide
selection



Unhindered all - nokasam npuxosaxi o6’ekm

Hide unselected - cxosam yce okpim obparHoro ob’ekry

Unhedged by name - nokasarm npuxoai o6’€ktn No Hassam

NOBYAOBA MIAAOTN TA CTEAI MPUMILLLEHHA

Shapes = Line =P B KiHLLi KOAW AVMHMA 3OMUKAETLCH, HaTUCKAEMO Close =P HaTMckaen
NPABOIO KAGBILLIEIO muILLi =% Convert to =p Convert to Editable Poly =% nicas usoro Lir
nepeteopioeThea B Plane

AAf TOro LWOB cKoniloBaT 06 €KT 0BMPaEmo o6'ekT =P Shift + Akm
Copy - CTAHAQPTHE KONIIOBAHHSA
Instance - konis 06’eKTA B3AEMONOB'I3AHA 3 NEPLLIOAKEDEAOM

Reference - AybBab KONIOBAHHA

Freeze Selection - 3amoposka ob’exry

Unfreeze All - po3moposka ycix ob’exTis

[MOBYAOBA MNAIHTYCY B NPUMILLLEEHHI

Line = 06B0AMMO K i 3 NiaAOroI0 =P Close =9 Vertex (aam koperyearHs) =p Modify =9
Selection =P Segment = 0BUPAEMO HENOTPIBHI CErMEHTI NAIHTYCY | HATMCKAEMO
Delete

MNEPEBOAMMO MAIHTYC B OB’'EM

OBMPAEMO AlHIIO NAIHTYCY =P Modify =P Modifier List =P Sweep = Section Type =
MOXKHA 0BpaTh pisHi coopmn = Angle =P Align Pivot =P 0B1paemo AiBMIA BEDXHIM Kyl



[NAATIH V-RAY

V-Ray - ue odiuifiH1in nporpamHnii NAariH 3ds Max akmit BiANOBIAGE 3A NPOTPAMHMEA
pPeHAEP | NPOABAEHHSA 30DPMKEHHA CLIEHM B DOTOPEAAICTHIHOMY BHIAAAI

AKTMBYBAHHA V-RAY :

Rendering = Render Setup [HOAQLLITYBAHHS peHaepy) =P Renderer =P V-Ray

POBOTA 3 MATEPIAAAMM B 3DS MAX. MATERIAL
EDITOR

Material editor ([peAaakTop martepiaais) - Le BIKHO poBOoTH 3 NPOrPAMHUMK MATERIAAAMM
3a Makc 1a ix peAaryBaHHIMM

M - Fapa4a KAGBILLIQ BUKAMKY BIKHQ
Rendering =P Material Editor = Compact Material Editor

Slate Material Editor - ue YCKAQAHEHWIA PEACKTOPD AMATEDICAIB

CAOTU - LIE 4K PEACKTORY MATEPIAAIB B SKMX PO3TALLIOBYETECH ASMOHCTRALLIMHI
MOAEA AAR BIAODDQXEHHS maTtepiaaie

Utilities - ue yTnaini =P Reset Material Editor Slots - nepe3asaHTaxXeHHs CopTis MaTepianis,
nNpw Ui onepaui marepiasm Kotpi By A CTBOPEHI HQ BUAGAIETLCS

3 NPABOT CTOPOHM 3HAXOAWTLCA NAHEAD NIKTONPAM, SKi BIANOBIAQIOTh 30 30BHILLIHIF BMIASA
CAOTIB

NAHEAb 3 MATEPIAAAMI
Get Material - 3aBAHTCRKITH mATERIAA
Assign Material to Selection - NpU3HAYTH MATERIAA HA KOHKPETHMIM BUBPAHKI 06'EKT
Reset - nepesasaHTaXM™ abO BUAQAMTH
Put to library - 36eperti marepiaa y Burasai coainay

Show Shaded Material in Viewport - nokasam martepiaa B pobo4omy BikHi




Viewport - Le po6oye BikHO CLEeHM

Physical Material = Material/Map Browser =P V-Ray = VRay Mt =

VRayMil - Marepiaa Bipei, 6a30B1it matepiaa ans poBoM 3i CLEHOIO B NAAriHi Bipei

HAAALLTYBAHHSA BA30OBMX MATEPIAAIB BIPEA

Basic parameters - 6Q308i HOAQLLTYBAHHS

Deffuse - HaAQLUTYBAHHA KOABOPY

Reset - 36poc HAAQLLTYBAHbL NIrMEHTY A0 NEPLUOT 3MiHM
Roughness - LLMpoxyedTicTh, peALEGIHICTL

Reflect - pedoaekcia, piabuTTs CBiTAQ

Glossiness - po3CiloBAHHSA CBITAQ HQ MATEPIAAI

Refract - nposopicts marepiaay

Refract Glossiness - rAsHUEBICTb NPO30ROCTI MATEPRIAAY, PO3CIIOBAHHS MNPO30OPOCTI

IOR - A3EpPKAABbHICTE MATEPRIAAY, HACH4YEHICTb CBITAOM

Self llumination - BAQCHQ NIACBITKY maTepiaay

IMMOPT 3A MOAEAEM B CLLEHY

Frotosi 3a moaeai malots dhopmar doaiaie 3d Max abo cnopiaHeHux 3a nporpam. L
chaian matotb By 3A3AAAETMAD 3ABAHTCOKEHI HA KOMMIOTED Y BUTASAI TEK AAS KOXKHOT
MOAEA

3a3evHait NPK 3aBAHTAXKEHHI 3 CANTY MOAEAb 3ABAHTYETLCA APXIBOM 3 MATEPIAAIB,
AOAQTKIB TQ dOAMAIB.

Ak B Teui € chalA 3 NO3HAYKOIO Bipei imnopTyemo came Horo.



ONEPALIA IMMOPTY 3A MOAEAI

File = Import =$ Merge = oGupaemo NoTpibHy Teky =P oBrpaemo oaia moAeA| =P
Open = Missing Dlls = Open =

BikHo Merge 3i cnuckom OB'exTiB Arf iIMIOPTY. TyT moxe ByT 0anH 0B'ekT, moxe By
rpyna abo moxe Byt Bararo o6'exTis LLO CRIAYATE NPO TE WO O6'EKT He 3rpYNOBaHMA i
6yae notpebyBaTti NOACABLLIOTO rPYNYBAHHS.

Y 6asi Hatrckaemo All i notim OK

3BEPTAEMO TAKOX YBAry HA List Type, Ae MmOXHA 0BpaTH 3Q TMNAamm 0B'EKTU AAR IMNOPTY

BIKHA. ABEPI

AAR IMNOPTOBAHMX MOAEAEN BIKOH TA ABEPEI BUKOPMCTOBYEMO moaMdcpikarop Edit Poly.
Came moaMhikaToR A HE KOHBEPRTALID. ACAI NPALIOEMO 3 pexmmom Vertex,

A BiKOH | Apepeil, 0DOB'a3K0BO Nepesipiemo LoD Le Byaa rpyna.

RENDER SETUP

Render Setup - HaaaLLTyBaHHA peHAepy

Rendering =» Render Setup (F10) = Target = Production Rendering Mode = Renderer
=} V-Ray = Common Parameters = Area to Render =p View =p Output size =p Custom
=»Options =pAtmospherics f = Effects «f = Displacement «f =» Advanced Lighting
=} Use Advanced Lighting « =» Gl (Global llumination) =p Default = Expert =
Enabled Gl«/ = Primary engine = [rradiance map = Multiplayer = onmumassHe
3HQYEHHS BiA 3 AO 8 (3araAbHA KiAbKICTB CBITAQ B cLiEHI) =P Secondary engine =P Light
cache =Multiplayer = 0,25 A0 1 (AQE rAMBKHY KAPTUHM)



[MPECETN 3A MAKC. 3ABAHTAXEHHA
[TPECETY

Preset - Le roToBKIM KOMNASKC HOAQLLITYBQHE CBITAQ, KQPT TA IHCTRYMEHRTIE dooTOpeaaizmy
pPeHAEPY CLEHMW.

3ABAHTAXEHHA NMPECETY B CLEHY:

Render Setup =P Preset =» Load Preset =P o6upaemo doaiia npecety = Open

Anas Toro abu 36eperti Ceil NpecerT:

Render Setup =P Preset = Save Preset

KAPTAU HDRI

Rendering =P Environment (8) = Environment and Effects =P Use Map « =
Environment Map =P 3asaHTaxyemo kapty =pMaterial/Map Browser = General =p
Bitmap =P Material Editor = nepeHoCHMMO KapTy B NYCTUIA CAOT matepiasy =P Instance

V-RAY SUN

Mpasa naHeas =P Lights = Photometrics = VRay =pVRaySun =% COHLE CTABMMO B
HANPAMKY NAAIHHA NPOMIHHA, Y&Pe3 BIKHA B NOTIM NIAHIMAE MO COHLE HO piBEeHb 3BEpXY
BHM3

HAAALLTYBAHHA VRAY SUN

OBMPaEMO CoHLE Ta nepexoamo B Modify = Sun Parameters =P Intensity multiplier =»
ONTUMOABHE 3HaYeHH: 0,04 - 0,08 =P Size multiplier =P onTMmasbHe 3HA4eHH: 2 - 3 =P Filter
color = mi 0BHMPAEMO NOKM LLLO Biamii

MicLge naaiHHa NpomiHHA aaa VRay Sun HasmeaeTecs farget



YCTAHOBKA KAMEP B 3A MAKC

Cameras =P Standard = Physical =P HATMCKAEMO HA KAMEPY KOTPA HaM NOTPIBHA B
BiKOHLL

MNpaeuit HYKHIM KyT =P Dolly Camera =9 iIHCTRYMEHT PyXy Kamepm

Kamepa = Modify =P Perspective Control = Auto Vertical Tit Correction
Miscellaneous = Enable =p Near = 2000 (3pi3 CTiH)

KoaeCco muLLi - pyX KAMEDH B NEPCNEKTHEI

MpaBMit HKDKHIR KyT =P NIKTOrPAMKQO NAGHETH - OBEPTAHHA Kamepu

PEHAEP
Render setup = Renderer =» VRay =P 2000x2150 =» Render

HAWHKK 3 YeDBOHUM KBOADATOM - 3YMMHHUTH PEHASP

HYalHMK 3 3@AEHHUM TRUMKYTHUKOM - LLUBUMAKHMIA NPOBHMIA PEHASP, HQ HM3bKIA SKOCTI

HAMHKK - IBMMUNHWIA REHARD

3BEPEXKEHHA PEHAEPY

File = Save curent channel = o6paemo nanky = Save as file = png = gamma =
override =P 2,0 =9 Save =P RGB 24 bit = ok

Ao Tpeba 3aamLumnt oanH abo kKiabka 0B’exTiB B CLLeHI HaTMcKaemo lsolate Selection y
HWXKHIM NaHenl. fopadi kaaeilwa - Ali+q
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