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3ds Max - nOTyXHWW nNpPOrpamMHUN IHCTPYMEHT, CTBOpeHun ana 3D
MOZE/IIOBaHHA, aHiMalii, KOMMNo3uHra i peHgepuHra mogenen. lNporpama
NMPUCKOPIOE  npouecn  po3pobknm  Mozenen  3aBASKU  PO3WMPEHUM
MOX/IMBOCTSIM CMiJIbHOIO A0CTyny i poboTu.

EKCITOPT CPf\I;I/\y APXIKAA AA4
[MTOAAABLLOI POBOTM B 3IDSMAX

Ans Toro ab KOPEeKTHO MIATOTYBATH COAMA APXMKAA AAR EKCNOPTY, 3AAMLLIAEMO B CLIEHI
OAMH KOHKDETHWMI NAQH i3 NAQHYBAABHMAM PILLIEHHAM, SKLLLO Le NOTRIBHO, Be3 poamipis
Bes3 nianncie Ta Ge3 3aienx Aetasein,

NicAf NIATOTOBKM CLLEHN (OMMCTKM) Nia EKCNOPT NEPEXOAMMO B coaiia =b 36epirari sk =9
ACQEMO iM'a =P 0BMpacemo Tvn coaiiay (*dwg) =P 36epirm

OcHosM poboTh B Autodesk 3ds Makx.
BBYEHHS IHTEPDENCY NPOrPAMM

BepxHA NAHEAb - LLE NAHEAb OMNLLA

New - HOBMiIA Chaina

Reset - nepe3araHTaXEHHA NpOrpamm

Open - BIAKDUTH NpOrpamy

Open Recent - siakprmin OCTAHHIN doaia

Save - 3bepermn

Save As - 36eperm sk

Save Copy As - 36eperti koniio ak

Archive - CTBOpEHHA apxisy

Import - imnoprysarm

Import & Merge

Import - Le imNopTYBAHHA CDAINAIB PI3HOMO CDOPMATY B CLLEHY
Merge - Le iMNopTYBaHHA COAMAIB B 3A MAKC CLEHY
Export (ekcnoprT) - e enaaya dpaiay is 34 makcy
Edit - e poBora 3 AlRmK Nporpamm

Tools - ue po6oTa 3 NaHeAIMM TA BIKHAMM + AOACTKOBI ONUIT 06’ €KTiB



Group - ug pobota 3 rpynamm ob’exTie
Group - rpynyBaHHs

Ungroup - po3srpynyeBaHHs

Open - BiakpUM TpyNY

Open Recursively - BIAKDUTH NOBHICTIO
Close - 3akputi rpyny

Aftach - AooaQTh AO TpYNH

Detach - BUKAIOYHMTA 3 TRYNH

Rendering - L@ NpoLeC NPOPAXYHKY TA NPOABAEHHA OB'EMHOI0 30B6PKEHHA CTBOPEHONC
B NpOorpami 3a moASAIOBAHHS. KIHLLEBMM NPOAYKTOM PEHASPY € 3A Bisyaaizauisa

Render - aeTOMATUYHMIA 3ANYCK peHAEPY

Shift +Q abo Shift +F?

Render Setup - Le HOAQLUTYBAHHA peHASPRY

F10

Ren Frame Wi - L& BMKAMK BIKHQ peHAEPY Pa3om i3 3008pakeHHIM

Environment(cepeaosniug) - po6oTa i3 HAAQLUTYBAHHAM BIAOBPKEHHS HABKOAMLLHLOTO
CepeAOBULLIA CLEHW NpU peHAepi

8
Material Editor - Le meHeaxep marepiaais
M

Scripting(ckpunTi) - LLe NPONMCAHI TOTOB AATOPUTMK NPOTPAMM AAR BUKOHAHHSA NEBHOTO
KOMMNAEKCY AlA. CKpUNTU 3QBAHTAXYIOTLCA Y BUrASAI COQIMAIB

MaHeAb OYHKLLIN - NAHEeAB Ajid | HOAQLLITYBAHE NPOTPAmm

Undo - BiamiHMT AjlO

Redo - NoBTOpUTH AiD



Selection Region - BMAIAEHHS NEBHOTO perioHy abo 30HK

Select and Move(subip T NepemilLleHHs) - e OCHOBHUIA IHCTpYMEHT BUBOpPY B 3AMAak«

w

Select and Rotate (embip ta - Le IHCTpYMeHT Bnbopy Ta NOBOPOTY
E

Select and Uniform Scale - ue enbip Ta 3miHa macLuraby ob’ekry

NMPUB'A3KA B SAMAKC. NMOHATTA MNPUB'A3K B
SAMAKC

MOHATTA NPMB'A3KM ADIBOARE 3AIMCHHTH 3B'830K QKTMBHMX TOMOK OO'EKTIB 3 TOMKQMM B
cepeaoBMLLE, TOYKAMM HA CiTu, oB'ekramm mik coBolo Ta iHWeE

Snape Toggle - IHCTpYMEHT NPKB'A3KA
s

HaaawrysarHs Mpus’a3ku

HaAQLUTYBAHHA NPMB’'A3KM MAE YEPE3 3ATMCKAHHSA AIBOIO KAQBMLLIEID MULLII NIKTOTpamy
IHCTRYMEHTY

OnNTMMAAbHA NPpKB'aska 2.5, oBupaemo THamacriwe

Haikpauie npue’'aska 2.5 npauioe aaa pobom y BUAQX, HE B NEPCNEKTHBI,

Mpue'aska 3

Ls Npre’a3ka ONTMMAABHA AAR POBOTH 3 NEPCNEKTUBHUM BUAOM (BMHUKAEMO LIIO
NPHMB'A3KY KOAKM NPALIOEMO 3 06'€EMOM)



Snaps

' Grid points - Toukm citku. IHoAl npu NoBy A0Bi OB’EKTIB NPMB'A3KA AO TOHOK CITKM MOXKE
3ABCOKATH, B TAKOMY BUNAAKY AAS 3PYHHOCTI MU T BUMIKUKQEMO

+/ Perpendicular - kytn

 Vertex - Toukm

Options

«/ !l Enable Axis Constraints !! - HQAQLUTYBAHHS KOPEKTHOMO MAcCLLITABy NPHB'a3KK

«/ Display rubber band

G - BKA, BbIKA CETKM

F3 - 6aummi cpirypy Y Brai KpecaeHHs abo ob’'emy

POBQOYE CEPEAOBMULLIE MPOMPAMMU | MOTO
HAAALLTYBAHHA

Pobove cepeAOBMLLE CKAOAQETLCA 3 HOTMPLOX POBOUMX BIKOH QB0 BMAJB B AKMX 3 PI3HMX
pakypcis BiaDYBAETHCA (BIAOBPAXXAETLCH) NPOLEC MOAEAIOBAHHS

BikHa / BraM :

= Top - B1A 38epxy aB0 NAGH NiAAOTK

= Front - Bua cnepeay

* Left - 1A 360Ky (3AiBQ)

* Perspective - nepcnekniea (Bua B 06'emi)

M MOXEMO NPALKOBATH B YHOTUPbLOX BIKHAX OAHOYACHO abo x oBpam oaHe BikHO abo
BMA AAS POBOTH

All + W - Lig BMBEASHHA OAHOTO 3 BIKOH [BUAIB) HQO BECE EKPAH



OCHOBHI BUAN PYXY OB’ €KTY

CTpIAOHKM - LLe CUCTEMA KOOPAMHAT OB'ekTy. KoXXeH Hanpsam (X,y,z) ue Bici pyxy oB6'ekty
TOBTO HANPAMM 3Q AKMMKU MU MOXKEMO PYXaTM oB'exT

BrKAMK Al pyxy 06’exTy =P 0OBMPAEMO IHCTRYMEHT BUBOPY, XPECT 3 CTRIAOYKAMM =
0BUPAEMO TA HATMCKAE MO OB’ EKT =P 3'IBAIETECH CUCTEMA KOOPAMHAT OB’EXTY

Yepes 5Ap0 CUCTEMM KOOPAMHAT MOXHO NepemicLLaTH OB’ EKT BiABHO (AIBOIO KAQBILLIEIO
ML)

MOXKHQ 3ATUCHYTU AIBOIO KACBILLIEID MMLLI, AADO CUCTEMKM KOORAMHAT i pyxath o6'ekr
0APRQ3Y NO ABOM OCAM KOOPAMHAT

CucTema KOOPAMHAT OB’EKTY NPALIOE HE TIABKM AASl NEPEMILLIEHHS, A 1 AAS NOBOPOTY TA
macLurabysarHs. TobTo poboTa 3 CUCTEMOIO KOOPAMHAT OB'EKTY AOCTYNHA AAR TPBOX
doyHKLIA

MNEPEMILLEHHA MOBOPOT MACLUTABYBAHHA

Ta BiCk AD AKOT MM NIAHOCHMMO KYPCOP CTAE AKTMBHOIO | BUAIARETECA B ApAl OB'ekTy

Koau mu 0Bpasn NOTRIBHY HaOM BICh, MM 3ATMCKAEMO KAQBILLIY mLLI | 0BepTaEmo HALL
ob'ext no obpatii oci

KoAM M OBUMPAEMO 0APQ3Y BECH LLIAP AAPA OB'EKTY OAPQ3Y BECH, MU MOXEMO
3AIMCHIOBATH OBEPTAHHA OAPQ3Y NO BCIX AOCTYNHMUX OCAX

POBOTA 3 PYHKUIEKO OBEPTAHHA ABTOMATHUHHUM
LLUAAXOM

Hatnckaemo Ha niktorpamy Select and Rotate npaeoio kaqeilLeo muLLi i ¥ HaC
3'BASETLCA BIKHO AA BBEAEHHSA YMCAQBMX 3HAYEHD

Crosnuumk Absolut:World coikcye coakTMiHE 3HAX0AXKEHHA OB’EKTY B CMCTEMI KOOPAMHAT
3Q Bicamm. AKLLO HaOM NOTRIBHO BUPIBHATK OB’EKT (MOro NOAOHEHHS) 3 BCima Tpima
BiCAmM (ADO OAHIEID KOHKDETHOIO) B LIbOMY CTOBMYMKY MKW NPOCTABASEMO 3HQYEHHS HYAb
BIANOBIAHO NOTPRIOHIM BICi



Select and uniform scale - macurabysaHHs ob'ekTy

Mpwu BB ORI IHCTPYMEHTY macLLTabyBaAHHA 9APO OB'EKTY NPUIMMAE BUTASA OB’ EMHOT
nipamian. Aas MmacLUTaBYBAHHS 3a ABOAMQ BICAAMM OAHOMACHO HA GKTUBHOMY AAPI (Y
BUIARAL NipAmMiaM) KypCopom 0BMpaemo NOTRIBHY HaOM MPAHL MDK ABOMA CYCiaAHIMMK
BICAMM

MacLuTaByBaHHA MOXHA 3AIMCHIOBATKU 30 OAHIEID KOHKPETHOIO BICCIO

MNpw sMGOpPI KYPCOPOM OAHIET KOHKPETHOI Bici, macLmabyeaHHa 06'ekTy BiaABYBAETLCA
CYTA B HANPAMI OAHIET AQHOI BICI

Edit m - PEAAryBAHHSA reomeTpil

Detach - sBiaA’€AHAHHA

NoTPIBHMIA HaM OB'EKT NEPEBOAMMO B pexxmm Editable Poly =P s niapeskmmax
oBbupaemo NOTRIBHMIA HaOM | OBMPAEMO KOHKPETHUIN @AEMEHT AKMIA HaMm NOTRIOHO
iA’€aHaTH =P Detach

» Detach as - Bia’€AHATM eAEMEHT B OKpemmin 06'exT
= Detach to Element - Bia’€AHATHM €AEMEHT BCEPEAMHY OCHOBHOTO OB’eEKTy

= Detach as Clone - Bia'€ AHQHHA KONl EAGMEHTY

Attach - AooEaHOTM EAEMEHT
* Koan enemeHT Aetavem sia'e AHaHMIA Bia OB’ exTy

= KOAM EAEMEHTH HE B3AEMONOB'A3AHI midk cOBoI0

B 3A MAKCI KpaLLe BUKOPHUCTOBYBATH TIABKIM QHIAIMCLKY MOBY

AASl HA3B

(1) Hierarchy - iepapxis

Pivot - ue sapo of'exra 3 Bicamm



Adjust Pivot - pobota 3 naineotom

Affect Pivot Only - L@ 3MiHMTH MmICLE PO3LLIMPEHHA NAMBOTY. Y HAC 3'ABAAIOTLCA HOBI
CTPIACGHKM AAS NEPEMILLIEHHA NAMBOTY =P pmi NEpeMmiLLlyEMO NAMBOT B NOTRIBHE HaM
Mmicue (cepeanHy 0B €KTA) B9 BUXOAMMO 3 PEXMMY IEPapPXIT

Extended Primitives - yCkaaaHEHI NpumiTHen

ChamferBox - ckpyragHuin Bokc. Liein ob’ekt mae napametp ckpyraeHHs - Fillet (Le
CTyNiHb CKPYTAEHHA KYTiB TQ rpaHei doirypm)

Fillet Segs - cermeHTH CKpYrAeHHA

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

File =P Import = Merge =P o6upaemo doaia Ta Hatmckaemo Open

IMIHIOEMO POBOHI OAUHML

Import Options =» Geometry = Incoming file units =» Milimeters

PYNYBAHHA NEPLLIOIO LLAPY (LLAP
IMIMOPTOBAHOTO MPOEKTY)

3aTMCKAEMO KYPCOP Y BIAbHII MAOLLIMHI =P 0BMPAEMO NOBHICTIO KPECASHHS =P
HaTMckaemo Group =P oBupaemo e pas Group

MOBYAOBA KOHCTPYKTUBY MPUMILLLEHHA

Kopmctyemocs iIHCTpymeHTom Plane

MNepea Tm 9K BMKOHYBATH NOGY AOBY, NepesipIeEmo Yn NpALoE Npus'aska (2,5)



O6MpaeMO IHCTPYMEHT Plane =P HaAQLLITOBYEMO HQ OAMH CErMEHT =P cTasnmo Plane
TAKMM HYMHOM LLIOB HQ KOXHY CTiHY BUXOAMAQ OKPEMA MPAHB TA FPAHi =P HATMCKAEMO
MPABOIO KAGBILLEIO muLLi No Plane = obupaemo Convert to: =p Convert to Editable Poly
=) Selection = Edge = obupaemo rpaHs =P 3amMcKaemo KaasiLLly Shift =P tarHemo
rPAHi y NOTPIBHE NOAOKEHHS B9 KOAM AIMLLAM KiHLS NOGYAOBK CTiH MAGHAHOM, MK
NEPEXOAMMO Y PEXMM TOMOK Vertex B cnaloamo TOUKM | BUKOPUCTOBYEMO AAS LILOTO
Weld =P HaTMCKAEMO HQ BIKOHEYKO HAAQLLITYBAHHS Weld =P niaHIMaemo Ymcaoee
3HAYEHHA (BiAbLUE HYAS)

BUBOAMMO KOHCTPYKUIIO B OB'EM
Bucotu
* MMiABIKOHHS - 700 mm
» ABepi - 2200 mm

= Bucota Ao asepeir - 1300 amm

* Bucora Ao creai - 400 mm

* BLUcoTa AQ BiKHA - 400 amma

B Editable Poly 3axoanmo B pexkum Polygon = Edit Polygons = Extrude (sBoaMmO
BM3HQYEHI NAPAMETPM B BIKOHEMKO) ™P HATUCKAEMO HA FAAOHKY

fkLo 3 Apxikaay NPW BUCTABAEHI OAMHWLL ¥ HOC EKCNOPTYBABCA NAQH HE KOPEKTHO,
pPoBMMO MOro macLLTADyBAHHS

OBMPAEMO NOAITOHM NOTPIBHOTO NPOMOMY, 3ATUCKAEMO Cirl T HAXKMMAEMO HA HuxX =P
Bridge ™% NoAIroH KOTPUIA 3AAMLLIAETLCH HA NIAAO3I BUATASE MO

Hide selection - cxosart 0B'eKT B CLLEHI

OBMpaemo 0b’ekT =P HATMCKAE MO NPABOIO KAQBILLIEIO MULLI =P oBupaemo Hide
selection



Unhindered all - nokasam npuxosaxi o6’ekm

Hide unselected - cxosam yce okpim obpaHoro ob’exry

Unhedged by name - nokasari nprxoai 08'€kTh No HA3BAM

NOBYAOBA MIAAOTM TA CTEAI NMPUMILLLEHHA

Shapes =P Line =P B KiHLL KOAM AMHUA 30MUKAETLCH, HATUCKAEMO Close =P HaTMCKaen
NPABOIO KAdBiLLIEID muLLi =P Convert to =P Convert to Editable Poly =% nicas usoro Lir
nepeTeopioETCA B Plane

AAs Toro wob ckonilosari o6 ekt 0Brpaemo ob'ext =P Shift + Ak
Copy - CTAHAQPTHE KONIIOBAHHS
Instance - konis 06°ekTa B3AEMONOB'A3AHA 3 NEPLLOAKEDEAOM

Reference - AybBab KONIlOBAHHA

Freeze Selection - 3amoposka ob’ekry

Unfreeze All - po3mopo3Ka ycix ob’exTis

NMOBYAOBA NAIHTYCY B MNPUMILLIEHHI

Line =p 06B0AMMO 9K i 3 NiaACTOIO =P Close =P Vertex (aaa koperyBaHHs) =p Modify =9
Selection = Segment =P 0BUPAEMO HENOTPIGHI CETMEHTU NAIHTYCY | HATUCKAEMO
Delete

NEPEBOAMMO MAIHTYC B OB’'EM

OBMPAEMO AlHIIO NAIHTYCY =P Modify =P Modifier List =P Sweep =P Section Type =
MOXHA 0BpaTh pisHi cbopmin = Angle =P Align Pivol =P o61pAEMO AlBMIA BEDXHIA KY1



[MAATIH V-RAY

V-Ray - ue odiuiFHMiA nporpamHria NAAriH 3ds Max skmid BiaANOBIAQE 3Q NPOTPAaMmHMIA
pPeHAEP | NPOABASHHA 30DPKEHHA CLEHKM B DOTOPEAAICTMHHOMY BHUTASAI

AKTMBYBAHH4A V-RAY :

Rendering =P Render Setup [HOAQLLITYBAHHS peHaepy) =P Renderer =9 V-Ray

POBOTA 3 MATEPIAAAMMK B 3DS MAX. MATERIAL
EDITOR

Material editor (peaaktop martepiaais) - Le BIKHO pOBOTH 3 NPOTPAMHUMH MATERIAAQMM
3a Makc 1a X peAQry BaHHIMM

M - Fapa4a KACBILLIA BUKAMKY BiKHQ
Rendering =P Material Editor = Compact Material Editor

Slate Material Editor - Lie yCkAQAHEHMIA PEAQKTOD MATEDIAAIB

CAOTU - LIE IMENKM PEACKTORY MATEPRIAAIB B KMX PO3TALLOBYETECH ASMOHCTRALLIMHI
MOAEA AAR BIAODpaXXEHHS maTtepiaaie

Utilities - ue ytnaini =P Reset Material Editor Slots - nepe3aBaHTaKeHHs COpTiB MaTEepIaAis,
Npu Wik onepavii marepiasm koTpi ByAM CTBOpEHi Ha BUAQARETECA

3 NpABOT CTOPOHM 3HAXOAMTECA NAHEADR NIKTOrPAam, AKi BIANOBIAQIOTE 30 30BHILLIHIM BMIASA
CAOTIB

NAHEAb 3 MATEPIAAAMUA
Get Material - 3aBAHTKITH maTERIAA
Assign Material to Selection - NpPM3HAYT MATERIAA HA KOHKPETHMIM BUBPAHKIT O6'EKT
Reset - nepesasaHTaximMm abo BMAQAMTH
Put to library - 36epertn marepiaa y Burasai coanay

Show Shaded Material in Viewport - nokasam martepias B pobo4omy BikHi




Viewport - ue poboye BikHO CLeHMU

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

VRayMil - Marepiaa Bipei, 6a3osuia marepiaa aas pobom 3i CLEHOIO B NAAriHi Bipen

HAAALLTYBAHHS BA30OBIX MATEPIAAIB BIPEM

Basic parameters - ©a3osi HOAQLUTYBAHHS

Deffuse - HaAQLUTYBAHHA KOALORY

Reset - 36poCc HAAQLLITYBAHb MIFMEHTY AO NEPLLIOT 3MIHK
Roughness - LLIMpOXYBATICTh, PEALECDHICTL

Reflect - pedoaekcis, BiADMTTA CBITAQ

Glossiness - pO3CIKOBAHHA CBITAQ HA MATERIAAI

Refract - npo3sopicts marepiasy

Refract Glossiness - rAfHUEBICTb NPO30POCTi MATEPIAAY, PO3CIIOBAHHA NPO30POCTI

IOR - A3EPKQAABHICTE MATEPIAAY, HACUMEHICTE CBITAOM

Self illumination - BaQCHQ NIACBITKY maTepiaay

IMMOPT 3A MOAEAEM B CLLEHY

FoToei 3A moaeAi maloTs coopmar coaraie 3d Max abo cnopiaHeHux 3a nporpam. Li
doanam maioTe ByTM 3a3AAAETIAL 3ABAHTCIKEHI HO KOMMIOTER Y BUTASAI TEK AAR KOXKHOI
MOAEAI

3Q3BKHAI NPM 3ABAHTAXKEHHI 3 CANTY MOAESAbL 3ABAHTYETLCA APXIBOM 3 MATEPIAAIB,
AOAQTKIB TQ doaiAiB.

AkLLO B Teul € doaiiA 3 NO3HAYKOIO Bipel imnopTyemo came Horo.



OMNEPALIA IMIMOPTY 3A MOAEAI

File =» Import = Merge = o61paemo NOTPIBHY Teky =P 0BUPAEMO GOANA MOAEAT =P
Open =P Missing Dlis =» Open =»

BikHo Merge 3i cnmckom oB’exTiB aaf iMnopTy. TyT moxe ByTh oanH OB’ekT, moxxe By
rpyna abo moxe 6yt 6arato o6'exTis LLIO CBIAMATE NPO TE WO 06'€KT He 3rpYNOBAHMIA |
6yae notpebyBaTn NOAAABLLIOTO rPYNyBAHHA.

Y 6asi Hartnckaemo All i notim OK

3sepraemo Takox yeary Ha List Type, aAe moxHa o6paru 3a Mnamm o6’ekT aAs iMNopTy

BIKHA. ABEPI

AAR IMNOPTOBAHMX MOAEAEI BIKOH TA ABEPEIN BUKOPMCTOBYEMO moamcbikarop Edit Poly,
Came moaMdPiKaTopR a He kKoHBepTAUjio. ACAi NpaLIoEMO 3 pexmnmom Vertex.

A9 BIKOH | Apepein, 0B0B'3K0BO Nepesipaemo Wob ue Byaa rpyna.

RENDER SETUP

Render Setup - HaaalutysaHHs peHAepy

Rendering =» Render Setup (F10) =P Target = Production Rendering Mode ™ Renderer
=} V-Ray = Common Parameters = Area to Render = View =p Qutput size = Custom
=Options =Atmospherics « = Effects o = Displacement f = Advanced Lighting
=) Use Advanced Lighting «/ =p Gl (Global llumination) =p Default = Expert =p
Enabled Gl«/ =P Primary engine =P [rradiance map = Multiplayer = onmimasbHe
3HAYEHHS BIA 3 AO 8 (3QraAbHA KiAbKICTb CBITAQ B CLIEHI) ™P Secondary engine = Light
cache =Multiplayer = 0,25 A0 1 (AQ€ rAMBKHY KAPTUHK)



[MPECETHN 3A MAKC. 3ABAHTAXEHHHA
[TPECETY

Preset - Lie rotoBMit KOMNAEKC HAAQLLITYBAHbL CBITAQ, KAPT TA IHCTRYMEHTIB dooTOopeanizmy
peHAepy CLUEHM.

3ABAHTAXEHHA MPECETY B CLEHY:

Render Setup =» Preset = Load Preset =» oBupaemo daiia npecety =P Open

Aas Toro abu 36eperti CBil NpecerT:

Render Setup =P Preset =P Save Preset

KAPTU HDRI

Rendering = Environment (8) = Environment and Effects = Use Map « =
Environment Map =P 3asaHTaXyemo kapty =pMaterial/Map Browser =% General =p
Bitmap =% Material Editor =P nepeHocHMmo KapTy B NYCTUI CAOT maTtepiasy =P Instance

V-RAY SUN

Mpasa naHeas =P Lights =P Photometrics =p VRay =pVRaySun = COHLE CTABUMO B
HANPAMKY NAAIHHA NPOMIHHA, YePEe3 BIKHA B NOTIM NIAHIMOEMO COHLE HA piBEHb 3BEPXY
BHIM3

HAAALLTYBAHHA VRAY SUN

OBUpaEMO COHLLE T NepexoAamo B Modify =P Sun Parameters = Intensity multiplier =
ONTUMaAbHE 3Ha4eHHs 0,04 - 0,08 =P Size multiplier = onmumanbHe 3Ha4eHHs 2 - 3 =P Filter
color = mi 0BMPAEMO NOKM LLLO Biamit

Micue naaiHHS NPOMIHHA Aaf VRay Sun HaameaeTbes farget



YCTAHOBKA KAMEP B 3A MAKC

Cameras =P Standard =P Physical =P HQTMCKAEMO HA KAMEPY KOTPA HaM NOTPIGHA B
BiKOHLLI

MNpaeuit HKKHIKM KyT =P Dolly Camera =% iIHCTRYMEHT PyXy Kamepm

Kamepa =» Modify = Perspective Control = Auto Vertical Tit Corection
Miscellaneous = Enable =$ Near = 2000 (3pi3 CTiH)

KoAeco MULLI - pyX KOMEDPH B NERCNEKTUBI

MpaBMit HLDKHIM KyT =P NIKTOrPAMKA MAGHETH - OBEPTaHHS KaMepK

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

HaMHKK 3 YEPBOHMM KBAADATOM - 3YMHUHHTH PEHAED

HaMHMK 3 3EAEHNM TRMKYTHUKOM - LLBUMAKMIA NPOBHMIA PEHASR, HQ HM3bKIM AKOCTI

HAMHWK - 3BMMUMHMIA PEHABD

3bEPEXKEHHA PEHAEPY

File = Save current channel = oBupaemo nanky = Save as file = png = gamma =
override =P 2,0 =$ Save =» RGB 24 bit =P ok

Ako Tpeba 3aamLLmnTi oakMH abBo Kinbka 06’'exTiB B CLLEHI HOTMCKAEMO [solate Selection v
HWXKHIM naHeal. fTopayi kaasilua - Alt+q
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