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PeHOoepuHr

Mpexae YeM 3anycTuTb NPOCYET TPEXMEPHOM CLIEHBI, Target:
HeobXoAMMO YKa3aTb HAaCTPOMKM BU3YyasIN3aLMK, a TaKKe Preset:
napaMeTpbl BbIxoaHoro pamna. OCHOBHblE HACTPOUKMU
BM3Yyasn3aL MK yCTaHaB/IMBalOTCA B OKHe Render Setup
(Hactpoika Bu3yanmsauum). 1nsa ero Bbi3oBa Heo6xo4MMO
BbINOAHUTL KOMaHAy Rendering>Render Setup
(Busyanmsauus > HacTpoika BM3yanusaumm), Uan HaxaTb
KHonKy Render Setup (HacTpoiika BM3yanusaumm) Ha
OCHOBHOW NaHe/I UHCTPYMEHTOB MM BOCMO1Ib30BaTbCS
Knasuiien F10.

2 Render Setup: Scanline Renderer — *

Production Rendering Mode
Render

Renderer:  Scanline Renderer Save File ...

View to

Render: Quad 4 - Perspective

Render Elements Raytracer Advanced Lighting

Commor Renderer

* Common Parameters
Time Output
® Single Every Nth Frame:
Active Time Segment: 0 To 100
Range: 0O > To 100

Mpun ncnonb3oBaHmnun Bnsyanmsatopa Default Scanline File Number Base:
Renderer okHo Render Setup (Hactpolika Bu3yanusaumm)
COAEPXKUT NATb BKNaAoK: Common (O6Lwue), Renderer

(Busyanmsatop), Render Elements (3nemMeHTbI

Frames

Area to Render
View Auto Region Selected

Output Size
BMU3yanmsaumm), Raytracer (Tpaccuposiumk), Advanced Custom Aperture Width(mm): 36,0
Lighting ([lononHuTenbHOe ocBelleHMe). Yalle Bcero Width: 640 320x240  720x486
NCMOJIb3YIOTCA NapamMeTpbl BKA1agku Common (O6Lwue). Height: 50 640x480

PaccMoTpuM noapobHee HacTpomKu ceButka Common
Parameters (O6Lue napaMeTpbl) JaHHOW BKNAAKM, a
Take cBuToK Email Notifications (CoobLueHus no
3/IEKTPOHHOWM MOYTE).

Image Aspect: 1,333

Options
¥ Atmospherics

¥ Effects

Pixel Aspect:

Render Hidden Geometry

Area Lights/Shadows as Points




Time Output (BbiIxoaHble HACTPOUKN
ovnarnas3oHa)

B aTon 061acTn yKasbIBaeTCS, YTO UMEHHO ByaeT BM3yanm3mpoBaTbecsa. Ecam Balla cueHa
ABNAETCSA CTAaTUYECKMM N300paXKeHMeEM, TO BaM NOAOMAET NOJIOXKEHNE NepeKaryaTens,
YCTaHOBJIEHHOE MO YMOJI4aHUIO, - Single (Tonbko Tekywmin Kaap). Ecn HY)>XHO BU3yain3nMpoBaTb
60n1ee ofHOoro Kagpa (npu co3gaHnm aHMMaLMmn), MOXXHO MCMOJIb30BaTh OAHO U3 MOJIOXKEHU
nepekntoyatens - Active Time Segment (TekyLuin npoMexXyTok BpeMeHu), Range (Junana3oH
KagpoBs) nnu Frames (Kagpeol).

B nepBoM ciy4yae 6yayT BU3yasM3npoBaHbl BCE Kafpbl, K KOTOPbIM MOXHO MNOY4UTb AOCTYI
MNPY NOMOLLM MOA3YHKa aHuMauuun. Mo ymonyanuto 3to nepsblie 100 Kagpos.

YcraHoBMB BapuaHT Range ([nanasoH KaapoB), MOXXHO BPYYHYIO YKa3aTb AMana3oH Kaapos,
KOTOpble JO/MKHbI ObITb BU3yanm3smpoBaHbl. [1pu Bbibope BapnaHToB Active Time Segment
(TekyLwmit NnpoMexxyToK BpeMeHun) 1 Range ([mnana3oH KagpoB) CTAaHOBUTCS JOCTYMNEH NapaMeTp
Every Nth frame (Kaxapbit N-HbI Kagp), npy MOMOLLM KOTOPOro MOXXHO BM3YaaN3MpPOBaThb
TOJIbKO HEKOTOpPbIE Kaapbl M3 BbIOPAHHOIO AMana3oHa.

Hanpumep, ecamn ang atoro napamMertpa 3a4athb 4Mco 4, To 6yaeT BU3yanU3UpPOBaH KaXK bl
YyeTBepTbIN Kagp. HakoHel, npu Bbibope BapmnaHTa Frames (Kaapbl) MOXXHO Bpy4HYto 3a4aTb
Kagpbl, KOTOpble AO/HKHbI ObITb MPOCYUTAHbI. [1pn YKa3aHMM 3TOro BapmaHTa HOMepa KaapoBs
HYXXHO BBECTU B MOJIe Yepes 3angaTyo Uam vyepes tupe. Bo BTopoM cayyae byaet Bu3yanmsnpoBaH
3aJaHHbl Anana3oH. Hanpumep, npu BBoAe 3Ha4yeHus 1,3,6-8 6yayT BU3yanmsmpoBaHbl
nepBbIn, TPETUN, LLIECTON, CEABMON U BOCbMOMN Kaapbl.



Output Size (Pa3mep BbIXOOHOIO
danna)

B 3TO 061acTM 3a4at0Tcs napaMeTpbl BbIxoaHoro ¢pamna. lNpun nomMolm
napamMetpos Width (LLUnpuHa) u Height (BbicoTa) onpenensietcsa paspewieHue dpaina. Mo
YMOYaHUO OHO paBHO 640 x 480. [1nsa npodeccuoHanbHON BU3yanm3aLumm MMeeTcs
Habop NpeaBapuUTENbHbIX YCTAHOBOK BbIXOAHOIO pa3spelleHus, Hanpumep, ansa 35-
MUIIMMETPOBOM NJIeHKN nnn gna ¢opmarta HDTV. OaHy n3 npeaBaputTenbHbIX
3aroTOBOK MOXHO BblGpaTh U3 pacKpbiBatoLLerocs cnmcka Output Size (Pasmep
BbIXogHoro dainna). Mo yMon4yaHuio B 3TOM CMUCKE YKasaH BapuaHT Custom
(Monb3oBaTenbckuin). Kaxxgomy popmaty BbIXogHOro ¢ainsia COOTBETCTBYHOT HECKOJIBKO
BapMaHTOB pa3peLleHnst, KoTopble MOXXHO ObICTPO 3a4aBaTh C MOMOLLLbIO KHOMOK. 114
BapuaHTa

Custom (Monb3oBaTenbckuin) ato paspewieHue 320 x 240, 720 x 486, 800 x 600, a
TaKXXe ncxogHoe 640 x 480. Ecam Bbl XOTUTE BblOpaTh pa3peLleHME BPY4HHYHO, obpaTuTe
BHMMaHME Ha COOTHOLLEHME pa3MepoB. YToObl OHO OCTaBaIOCb HEM3MEHHbLIM, HAaXXMUTE
KHOMKY C M306pakeHneM 3aMKa Bo3Jsie napamMeTpa Image Aspect (CooTHoLleHMe
pa3MepoB U306paXkeHus). B aToM csiyvae npu USMEHEHNM OAHOIo U3 NapaMeTpoB
(ANMHBI U LWLUMPUHBI), BYAET U3MEHATLCA APYron, a COOTHOLIEHME PAa3MEPOB OCTaHETCS
NPEXHUM.



Bitmap Proxies (PacTpossble
n3obpaxeHnga-"3amectntenn")

Y1006bI YCKOPUTL OTOBpaXKeHMe B OKHe
NPOEKLMIN TEKCTYP BbICOKOro pa3pellenuns, B 3ds
Max ecTb BO3MOXXHOCTb CO3/1aHUS PacTPOBbIX
n300paXxkeHun - "'3amectutenen' HU3Koro
paspelueHus (Bitmap Proxies). Takune nsobpakeHus
CO3/at0TCs aBTOMATUYECKU U MOTYT UCNOIb30BaThCS
KaK [151 ObICTPOro oTobpa)KeHUs TEKCTYP B OKHaX
NPOEKUMN, TaK U A1 TECTOBOW BU3YyasIM3aLUN.

N5 BKAOYEHUS 3TON BO3SMOXHOCTU HYXKHO
HakaTb KHOMKY Setup (HacTpoiika) B o6actu
Bitmap Proxies (PacTpoBble
n3o0bpakeHusa-"3amectutenn"), a B OTKpbIBLUEMCS
OKHe yCcTaHOBUTb ¢pnaxkok Enable Proxy System
(3apencTBoBaThb cucTeMy "3amMectutenen").

B okHe Global Settings and Defaults for Bitmap
Proxies (O6Lune HacTPOMKM M NapaMeTpbl Mo
YMOJIYaHUIO AJ15 PacTPOBbIX
n3obpaxkeHun-"3amectutenen") (puc. 14.2) Mo>KHO
yKa3aTb, 10 KaKOWM CTENEHUN HY>XHO YMEHbLIATb
NCXOAHbIE TEKCTYPbI, @ TAaKXKe 3a4aTb NapaMeTpbl
BU3yan3auum.

Bitmap Performance and Memory Options

Bitmap Proxies / Paging Disabled

2 Global Settings and Defaults for Bitmap Proxies

Proxy Resolution
Enable Proxy System
Downscale map to original size.
Proxy System
Ise proxy only if the original map's largest dimension is greater than

Render Mode

Proxy Cache Folder
\antar \Documents!3dsMaxproxies
Textures and Rendered Images Memary Options
Page Large Images to Disk (Saves Memory)

Page File Location

C:\Userslantar \AppDataiLocalAutodesk 3dsMax 2017 - 64bit\ENU\temp

0K, Generate Proxies Later

pixels.




[TapamMeTpbl BU3yannmsaunmm

MapaMeTpbl BU3yasnmsaumm 3aaarotcs B cnucke Render Mode (Pexxum BM3yanmsaumm).
MO>XHO B13ya/IN3UPOBATb M30OpPaXKeEHUS, MICNONIb3YS OAUH U3 TPEX PEXXKUMOB:

* Render with Proxies (High Performance, Low Memory) (BusyannsnpoBaTb, UCNONb3YA
"3amMecTuTeNn" (BblCOKasi MPOM3BOAUTENLHOCTb, HU3KUE 3aTPaTbl NaMATH)) - AaHHbIN
PEXMM NOAXOANT AN TECTOBbIX BU3yanU3aL M.

e Render with Full Resolution Images and Keep them In Memory (High Performance, High
Memory) (BusyanusmpoBaTb, UCMOJIb3ys N306paXKeHUs C peasibHbIM paspeLLleHNEM, U
COXPaHATb UX B NaMATU (BbICOKasi NPOU3BOAUTE/IbHOCTb, BbICOKME 3aTpaTbl MaMATH)) - B
3TOM CJly4ae NOBTOPHas BU3yaan3aLms NPoOUCXoamT 3aMeTHO ObICTpee, 04HAaKO 1 PecypcoB
HY>KHO ropasao 6osiblue. Takon peXxuM noaxoamT Aas NoNb30BaTENIEN, KOTOPble paboTatoT
Ha MOLHbIX KOMMNbIOTEPAX C 60bLUMM 06BEMOM OMepaTMBHOM NaMATU, U OCOOEHHO, € 64-
6uTHOM Bepcmen 3ds Max.

e Render with Full Resolution Images and Free them from Memory (Low Performance, Low
Memory) (B13yanmsmpoBaTb, UCMOb3YA N306paXKeHUs ¢ peasibHbIM paspeLleHneM, N He
COXPaHATb UX B NaMATU (HM3Kas NPomn3BOAUTENLHOCTb, HU3KME 3aTpaThbl MaMATH)) - 3TOT
BapUaHT CTOMT UCMOJIb30BaTb, €C/IN TPEDOYETCA BM3YaAU3UPOBATb U30OparKeEHNE C BbICOKUM
KauyeCTBOM TEKCTYP, HO MPM 3TOM MOLLIHOCTU KOMIMbIOTEPA HEAOCTAaTOYHO AJ151 MOCTOSAHHOIO
XpaHeHUs MHbopMaL MK B ornepaTMBHOM NaMSATH.



Render Output (BbixogHble
HaCTPOWKWN BU3yanmn3aLmnn)

B 3Ton 061acTn HacTpoeK cogepXaTcsa napaMeTpbl
COXpaHeHUSa Ha AUCK danna, NOJIY4EHHOro B pe3sybTarte
BM3yaamsauuun. Haxkas KHorKy Files (daiinbl), MOXHO
onpenenutb TUN ¢Ganna, ero HasBaHue 1 Nanky, B
KOTOpYIO OH byaeT coxpaHeH. ObpaTtute BHUMaHUE, YTO
€eC/In BU3yannsnpyeTcsa aHMMaums, a B KayecTee
BbIXOAHOro ¢opMarta ykasaH rpadpudeckmnii dopmart (BMP,
JPEG, TIFF v np.), To pe3ynbTaTbl 6yAyT COXpaHEHbI B
BUAE LLENOYKMN KaapoB.

Ecan Bbl BU3yanusmpyerte aHMMaL Mo B BUae
LLeNoYKM KaJipoOB B HECKOJIbKO 3TanoB, MMEET CMbIC/I
ycTaHoBUTb dniaxkok Skip Existing Images (Mponyctutb
CylLecTBYloLIME Kaapbl). Bnarogaps stomy Kagpel,
KOTOpblE YXKe UMEKTCA B BbiIBpaHHOM Nanke,
3anucbiBaThCca He 6yayT. Ecaum cHATb dnaxkok Rendered
Frame Window (OkHo 6ydepa Kagpa), To BO BpeMs
BU3yasm3auum He byaet otobpakaTbCs OKHO bydepa
KaZipa, U NpocyeT byaeT NponcxoamTb HEMHOrO bbICTpee.
MpMpOCT CKOPOCTM NPU 3TOM Bbl NOAYYUTE
He3Ha4YUTENIbHbIN, HO €C/IN HY>KHO BU3YaN3NPOBaTb
aHMMaUMIO € 60NbLUMM KOIMYECTBOM KaZpoB, TO OH
6yneT 3ameteH. Pnaxkok Net Render (CeteBas
BM3Yya/IM3aUms) aKTUBUPYET PEXMM BU3yanansaLmm no
ceTu.

Pasaen ceutka Common

Render Qutput

Put Image File List(s) in Output Path(s) Create Mow
® Autodesk ME Image Sequence File (Limsg)
Legacy 3ds Max Image File List (.ifl)

: [:IEIIJIiI:ESI =

¥ Rendered Frame Window

Skip Existing Images




CButok Email Notifications
(CoobLweHna no 3JIeKTPOHHOW

I'Iocungqﬂlygl)%u,vm MOXET 3aHMMaTb JOCTAaTO4YHO MHOIO BPEMEHMU, HEPEAKM cy4daun, koraa 3D-
aHMMAaTOPbl OCTaBAAIOT KOMMbIOTEP paboTaTb HA HOYb Ha paboTte nan, HaobopoT, Ha LE/bIN AEHb AOMa,
Koraa yxoasat B opuc. Micnonb3ysa HacTponkm cButka Email Notifications (CoobLeHns no 31eKTPOHHOM

I'IO‘—ITe), MOXXHO MoJly4atb U3BELLEHNA O XOAE€ BU3YaJ/IN3aUNN Baand
* Email Notifications

Enable Motifications
Categories

Every Mth Frame:

Pasgen ceutka Common

Email Options

[1ns 3TOro HyXXHO yKasatb SMTP-cepBep, yepe3 KoTopbin byaeT nponcxoamTb oTnpaBka. Cneayert Takxke
BBECTM aJpec, C KOTOPOro 6yayT oTCbIaTbCsA COOOLLEHNS, U aApEC, HA KOTOPbIN AO/IXKHbI MPUXOANTb
yBeaomsieHns. Kpome Toro, Heo6xoamMmo BbibpaTb COObITUSA, MPU KOTOPbIX NporpaMmma byaeT oTcbiiaThb
nucbMa. 3To MOXKET 6bITh 3aBepLueHmne pabotbl (Notify Completion (CoobLaTh 0 3aBepLUEHUN)),
BO3HUKHOBeHMe ownbKu (Notify Failures (CoobLaTth 06 olimbKax)) Mamn 3aBepLieHne BU3yanamsaumm
Kaxkgoro N-Horo kagpa (Notify Progress every Nth Frame (Coo6w,aTtb o npocyete Kaxaoro N-Horo kagpa)).
B nocnegHeM cnyyae MOXXHO BblOpaTbh KOAMYECTBO KaZpoB, NoC/ae BU3yanansaumm KOTopbix byget
OTCbINATLCA NMUCbMO.



[lpocyeT cueHbl U OKHO Rendering
(BU3yanmsaumns)

1N 6bICTPOro npocyeTa CLUEHbI C TEKYLLMMUK NapaMeTpamMn Bn3yaamsaumm
ncronb3yetcs Knasuwa F9 nnm kHonka Render Production (Mtorosas Busyanmsaums)
Ha OCHOBHOM NaHEN MHCTPYMEHTOB. [1pn 3TOM Ha 3KpaHe NosABAAIOTCA ABa OKHA -
Rendering (Busyanmsaums) u Virtual Frame Buffer (BuptyanbHbit 6ydep kagpa).

OkHo Rendering (Busyanusauus) asnsetca nuHpopMaumMoHHbIM. OHO COAEPIKUT
[BE CTPOKU COCTOSAHMS, OTPaXKatoLLme npoLecc npocyeta nsobpaxkeHuns. BepxHas
CTPOKa MoKa3bIBaET CTENEHb FOTOBHOCTU aHMMALMOHHOIO NMPOEKTa, KOTOPbIU
coAepXMT boaee oaHOro Kaapa, a HUXKHASA CTPOKa NMOKa3bIBAET, KaK UAET NpocyeT
TekyLlero Kagpa. B okHe Rendering (Busyanusaumus) MoOXHO NOCMOTPETL, CKOJIbKO
0OBEKTOB 1 MICTOYHUKOB CBETA COAEPXKUTCS B CLEHE, U3 KAKOTro BUAA BbINOJAHSAETCS
BU3yann3auus, Kakoe paspeLleHne uMeeT BbIXogHOM danl, CKONIbKO NaMsATU
pacxoayeTcs Ha NpocyerT.

Ecnn BU3yanmsmpyetcs aHMMaums, To B okHe Rendering (Busyanmsaums) MoXHoO
TaKXXe YBUIETb, KAKOM MO cYETY Kaap NPOCUYUTLIBAETCS, CKOJIbKO BPEMEHMU BbIJIO
3aTpayYeHo Ha BU3ya/M3aumio npeablayLlero Kagpa, CKoabKO BCEro Kaapos byaet
MPOCYMTAHO U CKOJIbKO MPUMEPHO BPEMEHU TPEBYETCA NPOorpaMMe Ha 3aBepLUeHnE
3a7a4M.



OkHo Virtual Frame Buffer
(BupTtyanbHbin 6ydep Kagpa)

CneguTtb 3a NPoOLLECCOM BM3yasin3aLMmM MOXKHO Npu noMoLlm okHa Virtual

Frame Buffer (BuptyanbHbiit 6ydep kKagpa). B HeM reHepupyetcs nsobpaxeHue
CLUEHbI N0 Mepe Toro, Kak OHa BU3Yya/In3npyeTcH

Area to Render: Viewport: Render Preset: Render

Quad4 raphic * & : P Production T

o/o/oJOCH BEEITE




OkHo Virtual Frame Buffer
(BupTtyanbHbIn bydep Kagpa)

B okHe bydepa Kagpa MOXKHO YKa3aTb, U3 KAKOM NMPOEKUNUN HEOBXOANMO OTPEHAEPUTL
n3obpaxkeHme, BbIOpPaTb OAHY U3 AOCTYMHbIX 3aroTOBOK AJ/19 BU3ya/In3aLmu, BbINOJIHUTb MPOCYeT
TOJIbKO BbIAE/IEHHbIX OOBEKTOB CLIEHbI MM TOrO pparMeHTa, KOTOPbI YKa3bIBaE€TCSA NPY NOMOLLM
PaMKW BblAENIEHUS.

B cnucKke, pacnonoXeHHoM nopf, KHornkor Render (Busyanusaums), MOXKHO BbI6paTb OAUH U3 ABYX
peXXMMOoB BM3yanusauum - Production (KoHeuHas) u Iterative (MosTopHas). MNepBbii cTOUT
MCNOJIb30BaTb BO BpEMSA KOHEYHOW BM3yaamn3aumm, a BapmaHT lterative (MosTopHas) - npu noabope
NnapaMeTpoB CUEHbI. B 3TOM peXXxumMe MrHopmpyroTcsl HEKOTOPble HACTPOUKM peEHAEPUHIA, YKa3aHHbIE B
okHe Render Setup (HacTtporika Bu3yanmsauum). B YacTHOCTU, BbIMOAHSAETCS BU3yanM3aLmsa TONbKO
TeKyLLLero Kagpa (6e3 aHuMaumm), He 3aJ€ACTBYETCS CETEBOMN PEHAEPUHT, paii HE COXpPaHSAETCS NO
YKa3aHHOMY NyTu U np.

Mpu ncnonb3oBaHMK peHaepepa mental ray B HUXKHEN YacTu okHa bydepa Kagpa nossBasioTCcs
JIONOJIHUTENbHbIE MapaMeTpsbl, Ayb6anpyrowme Hanbosnee BaXKHbIe U YacTO UCMOJIb3yeMble HACTPOMKM
3TOro BM3yanusatopa. Hanpumep, MoXHO 6bICTPO BbIGpaTh TOYHOCTb NPOCYETA CI/IAXKUBAKOLLENO
dunbTpa, Final Gather, UCKMIOYNTL U3 BU3yann3aLmnm MSArKMEe TEHU, OTPAXKEHUS, NMPENOMAEHUS U T.4.

M3MeHeHMﬂ IZATANMNI 1IN DILIANA-CAATAO D ATIA I’\"'l'nf\IUAIII‘ Il N VAR VoY

Image Predsion (Quality Moise): Soft Shadows Predsion: Final Gather Predision:

ow: Min 1.0, Quality 0.25 1X - Default Geometry X
1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 .
Glossy Reflections Predsion: Glossy Refractions Predsion: Trace /Bounces Limits

Max. Reflections: 4 Production

1.0% - Default 1.0% - Default

,,,,,,,,,,,,,,,,,, Max. Refractions: &

- Render
FiG Bounces: 0



OkHo Virtual Frame Buffer
(BupTtyanbHbin bydep Kagpa)

bydepa Kagpa, BIEKYT 3a COOOM COOTBETCTBYIOLWME UIMEHEHUS B OKHe Render Setup
(Hactpowka Busyanmsaumm). Cpeam fONONHUTE/IbHbIX BO3MOXHOCTEN OKHA Bbydepa Kaapa
CTOUT 06paTnUTb ocoboe BHUMaHMe Ha dnaxkok Subset Pixels (of selected objects)
(MoaMHOXeCcTBO NUKCENOB (BblaeneHHbIX 06beKToB). [Tpu ero yctaHOBKe BbINOJHAETCS
BU3yanm3aLms TONbKO BblAe/IEHHbIX OOBEKTOB, OAHAKO, B OT/IMYME OT PEHAEPUHTA B PEXXUME
Selected (BbiaeneHHbie), Npy NpocyeTe y4nTbIBAOTCA BCE NMapaMeTPbl CLUEHbI, KOTOPbIE BNSAIOT
Ha BHELLUHUW BUJ, BblAENEHHbBIX OOBEKTOB - TEHU, HEMPAMOE OCBELLEHMNE, OTPAXKEHUNE U T.A.

Mocne 3aBepLUeHUs BU3yanu3aLmm noaydyeHHoe n3obpaxeHmne MOXKHO COXPaHUTb, HaXKaB
KHOMKY Save Bitmap (CoxpaHUTb PUCYHOK), a TaKXe NPOCMOTPETL €ro C OTKJIFYEHHbIM
KpaCHbIM, CUHUM WJIN 3€JIEHBIM KaHaslaMU U B MOHOXPOMHOM peXnMe.

Ecnun HaxkaTb KHonKky Copy Bitmap (KonuposaTb M306paXkeHue), NpocynuTaHHas KapTUHKA
byaeTt ckonupoBaHa B bydep obmMeHa Windows. ECam Hy>KHO CpaBHUTb ABa NOCAEAHMUX
n3o0b6parkeHuns, KoTopble OblIM BU3yaIM3UpPoBaHbl, HAxXMuTe KHomnKy Clone Rendered Frame
Window (KonunpoBaTtb 0KHO 6ydepa Kagpa) nociae nepson Bu3yanmsauuu. Nocne storo
U3MEHUTE NapaMeTpbl CLLEHbI U BU3yanmsnpymTte ee eule pa3. Icnoib3ys BO3SMOXHOCTb
KONMPOBaHUS OKHa bydepa Kafpa, MOXHO TaKXe MPOCMaTpuBaTh OAHO U TO Xe n3obparkeHune
B Pa3HbIX pe)xumax (LBETHOE, MOHOXPOMHOE U T. A.).

YT106b1 OYNCTUTL OKHO Bydepa Kaapa, ucnonbsymnte KHornky Clear (O4mMctuTb).



b3yann3ayuna s@PreKToB, KOTOpPbIe
nenatT nsobpakeHune
ea/INCTNYHbIM

Bulyannsaumsa TpeXMepHOn CLLEHbI MOXET MMETb MHOXKECTBO peLLEHNIN, MO3TOMY NOMMUMO
CTaHAAPTHOrO aJrOpUTMa NPOCYETA CYLLECTBYET MHOXKECTBO aJIbTEPHATUBHbIX BU3Ya/IM3aTOPOB.
[Mocne npocyeTa TpeEXMEPHOM CUEHbI CTAHOBATCS BUAHbI TAKME CBOMCTBA MaTEPUAIOB, KaK
oTpaXeHue, npesioMmaeHue ceeta u ap. Ecam tpebyetcad noOUTLCA BbICOKOW CTEMEHMU
peaJIMCTUYHOCTU, TO B KAYECTBE a/IrOPUTMA NPOCYETA C/IeYET UCMONb30BaTb a/IbTEPHATUBHbIE
BU3Yya/IN3aTOPbI.

K ¢pakTOpaM, KoTopble BAUSAIOT HA PEaIMCTUYHOCTb M3006paXKeHusl, OTHOCSTCS caeayloLlme:

® MHOIOKpaTHbIE NEPEOTPAXKEHUS TYHEN CBETA OT MOBEPXHOCTEN OOBEKTOB, MPUCYTCTBYHOLLUX B
TpEXMEpPHOM cueHe. ITOT 3GPEKT MOAENNPYETCS C MOMOLLLIO CPEACTB A1 NpocyeTa rnobasibHOM
ocBelleHHocTH (Global lllumination); sddekT pacnpocTpaHeHUs cBeTa B MaTepuane, KoTopbii
Ha3sbiBaeTcsa 3pdEeKTOM NMoAnoBepxHOCTHOro paccemBaHus (Sub-Surface Scattering);

e 6/1IMKN, 06pa30oBaHHbIE B pe3y/ibTaTe OTPAXKEHUS OT 3€pPKaJibHbIX MOBEPXHOCTEN NN B
pe3ynbTaTe NpeaoMAeHUs B NpOo3payHbIX cpefax. IToT 3PpPeKT Ha3bIBAETCSA KaYCTUKOM;

® TEXHMYECKNE 0COBEHHOCTU HACTOALMX BUAEO- N GOTOKaMepbl. Menkne o6beKTbl CHUMAOTCS B
peXXMMe MaKpPOCbEMKMU, rae ocobeHHO 3amMeTeH 3¢pdeKT rnybuHsl peskoctu (Depth of Field), npu
KOTOPOM B POKYyCe OKa3bIBAETCS TO/ILKO NPpeAMET CbEMKMU, a BCE OCTaJIbHOE BbIMNAANT
Pa3MbITbIM. ITOT XKe 3hPEKT MOXKET NPUCYTCTBOBATb M B APYrnX Cayyasx, Hanpumep, Korga
HEeobXoAMMO NOAYEPKHYTb PacCTOIHME Mexay oO6bekTaMu Uan "'noackKasartb' 3puTento, Ha
KaKoM 0OBEKT eMY HYXXHO 0OpaTUTb BHMMAHME.



Icnonib3oBaHWe A0NOJIHNTENIbHbIX
BM3YaJIN3aTOPOB

[1nsa BblbOpa BM3yannsatopa UCMob3yeTcs CBUTOK Assign Renderer
(HasHauuTb BU3yanusatop) sknagkm Common (O6wme) okHa Render Setup
(Hactpoika Bu3yanmsaumm). Ytobbl U3SMEHUTb BU3yaanu3aTop, Npyv NoMoLm
KOTOpPOro oyaeT NnpocYUTbIBATbLCSA CLLEHA, WWEJIKHUTE HA KHOMKE C MHOFOTOYUEM
BO3/1e cTPoku Production (BbinosHeHWe) 1 B oTKpbiBLLEMCS oKHe Choose Renderer
(Bbi6bpaTb BU3yanusaTop) Bbibepute Bu3yanmnsatop. No ymonyanuio B 3ds Max
2017 poctynHo 4 ponoaHutenbHbiX BU3yanamsatopa: VUE File (Busyanmsatop
dannoB VUE) ona coxpaHenus damnos B popmate VUE, poTopeanmctmyHbIn
BMu3yanmnsaTtop mental ray, NVIDIA iray (MHTepakTMBHasA TEXHO/I0MUS GUNYECKU
KOPPEKTHOro peHaepuHra) n ' 3 derer (BM3yanmsatop
ncrnob3yrowmin Kak CPU, Tak |Eees :

MVIDIA iray

Quicksilver Hardware Renderer
Scanline Renderer

VUE File Renderer

Cancel



icnonb30BaHWe O0MOJIHUTENbHbIX
BU3YaJIN3aTOPOB

Hanpumep, ecnm Bbl ykaxkeTe B okHe Choose Renderer (BbibpaTtb
BM3yasin3aTop) Bu3yanmsatop mental ray, a 3a1eM otKpoeTe okHo Material/Map
Browser (OKHO BbIbOpa MaTepManoB U KapT) B peJaKTtope MaTepmasios, TO Bbl
YBUAUTE AOMOJHUTENbHBIE TUMbl MaTEPUAIOB, KOTOPbIE ANS yA06CTBa BblAe/EHbI
YKENTbIM LBETOM. ITU TUMbI MaTEPUANIOB MOXKHO UCMNOJIb30BaTb TOJIbKO, €CJ/IN Bbl
cobupaeTecb BU3yaM3MpoBaTb cLEHyY npu nomoln mental ray.

Ecnu BbIBpaTh mental ray B Ka4yecTBe TEKYLLLEro BM3yasn3aTopa, TO BKIa4KM
okHa Render Setup (HacTpoika Bu3yanmsaumm) M3aMeHaT cBoe Ha3BaHue (puc.
14.7). Bmecto Raytracer (TpaccuposLmk) n Advanced Lighting (JononHutensHoe
oCBelleHue) noasaTcs BKAagKku Processing (O6paboTka) u Indirect [llumination
(Henpsamoe oceeweHue). O6nactb Global lllumination (O6Liee ocselleHme)
nocaegHen BKIaJKN COAEPXHUT HACTPOMKM KayCTUKU U MapaMeTpbl, OTHOCALLMECS
K NpOCYeTy paccemBaHus CBETA.



3 Render Setup: NVIDIA mental ..  —

Target: Production Rendering Mode
Render
Preset:

Renderer:  NVIDIA mental ray Save File ...

View to

Render: Quad 4 - Orthographic

Comman Renderer

Global Iumination Processing

* Final Gathering (FG)
Basic
+ Enable Final Gather Multipier: 1,0 + I

FG Precision Presets:

1 1 1 1 1 Elraf't

Project FG Points From Cam.. Position (Best for Stills) =
Divide Camera Path by Num. Segments:
Initial FG Point Density: 0,1
Rays per FG Point: 50
Interpolate Owver Mum. FG Points: 30
Diffuse Bounces i + Weight: 1,0
Advanced
Moise Filtering (Speckle Reduction): Mone
Final Gathering Trace Depth
+ Max. Reflections: 2
Max. Refractions: 5
Use Falloff (Limits Ray Distance)

Max. Depth: 5

Render Elements

Bupa, okHa Render Setup (Hactpoliika
BM3Yyaan3auum) nocne Bbibopa mental ray B
KayecTBe TEKYLEro BU3yam3aTopa CUeHbI

Mental ray umeet cnepyrowmne
BO3MOXHOCTU:
e co3aaHmne 3PpPeKTOB Pa3MbITOro ABUKEHUSA U
rNyOuHbI PE3KOCTHU;
e leTa/IbHas MPOPUCOBKA KapTbl CMELLLEHUS
(Displacement);
e pacnpegeneHHas susyanusaums (Distributed
Rendering);
e ncnonb3oBaHue Tunos Camera Shaders
(3aTeHeHMe KaMepbl) A noayvyeHus Lens
Effect (9pdeKT MMH3bI) M Npounx adpdeKToB;
e co3aaHme "pucoBaHHoro",
HedOoTOpeaMCTUYHOIo N300paXkeHus nNpm
nomoluy napametpa Contour Shaders
(3aTeHeHue KOHTYpa).



Ncnonb3oBaHne Mental ray

Mental ray go6asnset B 3ds Max AonoaHUTENIbHbIE MCTOYHUKM cBeTa - mr Area Omni
(HanpaBneHHbIN, Ucnob3yeMblit BU3yanmnsatopom mental ray) u mr Area Spot (BceHanpaBfieHHbIN,
NCMNoNb3yEMbIN BU3yanusatopomM mental ray). 3TM UCTOYHMKM CBETA PEKOMEHAYETCS UCMO/1b30BaTh B
CLLeHax A1 KOPPEKTHOro nNpocyeTa Bu3yanusatopoM. OgHako mental ray JOCTaTO4YHO XOPOLUO
BU3Ya/IM3UPYET OCBELLLEHHOCTb CLLEHbI U CO CTaHAAPTHLIMU UCTOYHUKAMM CBETa.

B KauecTBe KapTbl TeHen ANns poTopeancTUYHOro Bnu3yanamsatopa MOXXHO UCNOJb30BaTb Ray
Traced Shadows (TeHun, nosly4eHHbIe B pe3yabTaTe TPaCCMPOBKU) M COBCTBEHHYIO KapTy TeHel mental
ray Shadow Map (KapTta TeHeln mental ray). B nepBoMm ciyyae npocyet 6yaeTt natM TpacCUpOBLLUKOM
Nydeint mental ray. CraHgapTHas KapTa TeHer Shadow Map (KapTa TeHel) npu npocyeTe 3TUM
BMU3Ya/IN3aTOPOM MOKa3bIBaET 3aMETHO Xy[LUue pe3yabTtatbl, MTO3TOMY MCMNOJ1b30BaTh €€
HeuenecoobpasHo.

Kpome 3toro, mental ray jaet BO3MOXXHOCTb UMUTUPOBATL AHEBHOE ocBelleHme. ICTOYHUK
ceeta mr Sun (ConHue mental ray) uMutupyeT cBeT oT conHua, a mr Sky (He6o mental ray) - cBeT ot
HebocBoa. [laHHbIE MCTOYHMKK CBETA OObIYHO NPUMEHSIOTCS BMECTE C NpoueAypHOM KapTon mr
Physical Sky (Pnsmnyeckun TouHoe Heb6o mental ray), KoTopas NO3BONIAET MNOJYYUTb GPUINYECKU TOHHOE
oCBelLeHne HebocBoaa. ITY KapTy HYXXHO YCTaHOBUTL B KadyectBe Environment Map (KapTa
OKpY»XeHus) B okHe Environment and Effects (Okpy»xeHue n apdekTbl).

Takxe cTouUT 06paTUTb BHUMAHME Ha BCroMoraTtesibHbIn 06beKT mr Sky Portal (O6nacTb
MCTOYHMKA OCBELLEHMS), KOTOPbIA UCMOJIb3yeTCs s OnpeaenieHns 06/1acTu, U3 KOTOPOI CBET
nonazaeT B 3aKpbITOe NoMelleHne. Takon NoAxXo/ NO3BOJIIET YMEHbLUUTb BPEMS BU3Yan3aL M.



mr Proxy

B 3ds Max ectb 06beKT mr Proxy (3amectutens), 6narogapst KOTOpOMY MOXKHO
BbIMOAHATb BU3yanum3aumio "TsKenbiX" CLUeH, COCTOAWMUX U3 OObLLIOro Ymcaa
O MHAKOBbIX NN MOXOXNX 0OBEKTOB. [TpUMepaMm TaKMx CUEH MOTyT ObITb NecC C
TbiCA4aMU AepEBLEB, 3PUTE/IbHbLIN 3a/1 C COTHSAAMU Kpecen n 1.4.

MpUHUMN Mcnonb3oBaHMA 06beKTa mr Proxy (3amMectuTesb) cocTouT B
ceyroLleM: B CLLEHe CO3aeTCs TaK Ha3blBaeMbIN OOBEKT-UCTOYHMK, KOTOPbIN
NCNOJIb3yeTcs B KayecTBe obpa3sua. CBegeHMs 0 reoMeTpumM 3Toro o6bEKTA
COXpaHATCA B oTAeNIbHOM ¢danne B dopMate mr Proxy. [locne storo o6beKTbl Proxy
3arpy»xaroTcs B CUEHY, rae OHM NpeacTaB/ieHbl B BUAe Habopa BepLInH, KOTOpble
NO3BOIAKOT OLEHUTb Pa3Mep U NPUMEPHY0 popMy obbeKTa. Kaxkabit 06beKT mr Proxy
(3aMecTuTENb) MOXKHO NMOBOPaYnBaTh, NepeMeLLaTb, MaclLTabMpoBaThb, a TaKXKe
onpeaensatb Matepuan, oTAnYHbIN OT Apyrux. OQHaKO B reOMEeTPUIO TaKMX OOBEKTOB
HeNb3s BHOCUTb M3MEHEHUS, 3TO MOXKHO CAeNaTb TOJIbKO C 0OBEKTOM-UCTOYHUKOM.
CueHa, cocTosias n3 obbekToB mr Proxy (3amMectutens), BU3yasiM3mpyeTcs ropasio
ObICTpee, YeM eC/IN UCMO/Ib3YeTC OOBEKT M ero Konmun. BaxkHO TakXe, YTo Ha NpocyeT
cueHbl ¢ mr Proxy TpebyeTcs ropasio MeHblUe NaMATH, MO3TOMY MCMNOJIb30OBaHNE 3TOM
bYHKUMM paeT BO3MOXHOCTb M36eXKaTb COObLEHNIM O ee HEXBATKe, MHOrAa
BO3HMKAKOLMX NPU NONbITKE BU3Ya/IN3aL MM COXKHbIX CLEH.



OunbTpbl NOCTOBPabOTKN

YTOObI NpOCYMTAHHOE TPEXMEPHOE U306paXKEHME KaK MOXHO 60/1bLLIe MOXOAUIO0 HA
HacTosulee, B 3ds Max ncnonb3syetca rpynna GuabTpoB NocTobpaboTKm, C MOMOLLBIO
KOTOpPbIX Ha U306parKeHne MOXHO A00aBUTb A0NOJIHUTENbHbIE 3ddeKTbl. B 3ds Max
npeaycMoTpeHo 11 ¢unbTpoB NocTobpaboTKkn. PaccMoOTpmM Te, KOTOPblEe MCMNOJIb3YHOTCS
yalle BCero.

e Contrast (KoHTpacTHOCTb) - JaeT BO3MOXHOCTb U3MEHATb APKOCTb U KOHTPACTHOCTb
N306paXKeHus.

e Fade (3aTyxaHue) - N03BO/IIET NOCTENEHHO U3MEHSITb APKOCTb M KOHTPACTHOCTb
N300pakeHus.

e Negative (Heratus) - faeT BO3MOXHOCTb NMOJIy4UTb HEOBbIYHOE U306paXKeHne, UHBEPTUPYS
LLBETOBYIO NManuTpy. MoayyeHHbIM HeraTuB CMELLNBAETCS C UCXOAHbIM M306paXKeHNEM.
Ncnonb3ys HaCTPOMKKU GUIbTPa, MOXKHO ONpPeaEnnNTb CTENEHb CMELLUMBAHUS.

e Lens Effects Flare (3ddeKTbl IMH3bI: B/IMKK) - UMUTUPYET OTpaXkatoLLne 6J1IMKM Ha
0ObEKTMBE KaMepbl, KOTOpble 0ObIYHO NPUCYTCTBYIOT Ha BUAEOPSAE, CHATOM peasibHOM
KaMepon.

e Lens Effects Focus (3pdeKTbl NMH3bI: GOKYC) - AaeT BO3SMOXHOCTb NONYYUTb 3PpdeKT PoKyca
JINH3bI.

e Lens Effects Glow (3ddeKTbl IMH3bI: CBEYEHME) - MO3BOJIAET CO34aTh CBETALMINCA OPEO
BOKpPYr O6BEKTOB



OunbTpbl NOCTOOPAbOTKNK

e Lens Effects Highlight (3¢pdekTbl AMH3bI: NnoacBeTKa) - 4aeT BO3MOXHOCTb
NONY4YUTb CBEPKatOLLME BINKM Ha N300paXKeHUMN.

e Simple Wipe (IMpocToe BbiTeCHEHME) - NO3BONIAET co34aTh 3GDEKT nepexoaa ot

OZlHOro U3006paXkeHUs K Apyromy. dpdeKT nepexoaa - 3To oAuH U3 Hanbonee

4acTo Ucnonb3yembix 3dPeKToB B BUAEOMOHTaXKe. o Starfield (3BesgHoe none) -
,ﬂ.aeT BO3M@DBLEIC€\WI‘TL ~fAD AATL arl\rhnu-r 2D082nuNrn uarAA
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icnonb3oBaHMe PUJIbTPOB
HOCTOQPME;QOTKM

[N NCMoNb30B UNIbTPOB NOCTOOPabOTKU BbIMOJIHUTE KOMaHAY
Rendering>Video Post (Busyannsauua>MoctobpaboTKa). JobaBneHne puUabTpoB U
ynpaBaeHue HUMu npomcxoaut B okHe Video Post (MoctobpaboTtka). Cnesa B
nepapxmyHom nocaeoBaTesIbHOCTU pacnoaaratoTcs cobbITUSA U PUALTPDI
BUOEOMOHTAXKa, CripaBa - BpEMEHHas WKana, noj KoTopowm yCTaHaB/IMBaeTCs
POAO/HKUTENBHOCTb COOLITUN U 3P PEKTOB.

YT06bI UMETb BO3MOXHOCTb UCMOJIb30BaTb KAKON-HMOYAb GUALTP
NOCTOOPabOTKU, HYXXHO MOCTPOUTL LLEMOYKY BUAEOMOHTaXa. B npoctenwen
LEeno4vKe AO0MKHO ObITb TPU COOLITUSA - COBbITUE CLEHBI, CObbITUE UNLTPA
N306parKeHmns n coobblTe BbIXOAHOIO U3obpaxkeHns. IHbIMU cioBamMu,
HEeobX0AMMO YyKa3aTb, YTO BU3Ya/IM3UPOBATb, C MPUMEHEHNEM KAKOro puabTpa
BU3YANIN3) 5 oo o T T ST T O x

3 Video Post -

Edit InfOut Points, pan event.




VICMOJIb30BaHMe (PNbTPOB
noctobpaboTkm

Ina nobasneHns nepsoro cobbiTnsa HaxxkMmute KHonky Add Scene Event ([Jo6aBuTb
coObITME CLIEeHbI). B pacKpbiBatloLLLEMCS CMTUCKE MOSBUBLLErOCS OKHA BblbepuTe BUA, U3
KOTOPOro Bbl XOTUTE BU3Ya/IN3UPOBATb CLIEHY, Hanpumep, Perspective (MepcnexkTuBa)
WM KaK B HaweM caydae Camera001. BepHutech K okHy Video Post (MoctobpaboTKa).

3 Add Scene Event >

View

Label:

Cameral01l -

3 Video Post
Scene Options

T Scene Motion Blur

Duration (frames):

Duration Subdivisions:
Renderer Type: Production Rer Dither %

Scene Range

Scene Start: Scene End:

¥ Lock to Video Post Range

Video Post Parameters
VP Start Time: 0 * VP End Time: 100

¥ Enabled

Cancel



VICTTOJIboObdRVvie CpVIJ'IprOB
HOCTOQQ

Ha>kmMuTe KHon Ad?lmage Filter Event (Jo6aBUTb cobblTue duNbTPa
n306parkeHuns), yTobbl 4O6ABUTL PUNBLTP. B pacKpbIBalOLLLEMCS CMIUCKE
NOSIBUBLLEroCcsl OKHa Bbibepute oAUH M3 AOCTYMHbIX GUNLTPOB BUAEOMOHTAXKA.

HaxxMute KHonky Setup (HacTpoika), 4Tobbl nepenTn K HacTpomKamM GpunbTpa.
BepHuTtechb K okHY Video Post (MoctobpaboTtka).

3 Add Image Filter Event =

Filter Plug-In
Labels

Confrast "

About...

Mask

Mo mask available

& CameraDll

Enabled

Edit InfOut Points, pan event, H E: 100

_ - Video Post Parameters
F:101 w640

VP Start Time: 0 *  VPEnd Time: 100

¥ Enabled




Icnonb30BaHMe PUNbLTPOB
noctobpss-= " -

Affect alpha
Scene Blur Horiz Focal Loss 30,0

# FRadial Blur w Lock

Focal Node Vert Focal Loss 30,0

Selact <Mone > Focal Range 6,0

Focal Limit 2000 = f




ichonb3oBaHMe PUNbLTPOB
noctobpabdboTkm

Haxxmute KHonky Add Image Output Event (Jo6aBuTb COBbITUE BbIXOAHOIO
n306paxkeHns). YCTaHOBUTE HAaCTPOMKM BbIXOAHOro parnia: ero HassaHue, dopmar,
NyTb A9 coxpaHeHus. BepHuteck K okHy Video Post (MoctobpaboTka).

g AddImage Qutput Event

Image File

Labek

Mone Available

Files. ..

E:100 F:101 Wio40 H: Image Driver

Undefined

Video Post Parameters

VP Start Time: 0 *  VPEnd Time: 100

Cancel

Edit In/Out Points, pan event. 5 F:101 W:540



VICMOJZIb30BaHMe (PNbTPOB
Ha)KMDfQKg(-)I;IRQ)QCQIQSQq-EJSJ/EI (BbINONHUTL MOCNEA0BATE/ILHOCTL), YTOObI

BbINOJAHUTb BM3yanusauuro. Obpatute BHUMaHUE, YTO Bbl HE CMOXXETE YBUAETb
nencreme puabTpa NocTtobpaboTkn, ecnmn bygete BU3yaM3MpoBaTh CLLEHY C
noMolLLbio okHa Render (Busyanmnsauus) nam Haxkas Knasuwly F9. B okHe Execute
Video Post (BbinoaHUTbL NocTtobpaboTKy) (prc. 14.13) MOXKHO 3a4aTb KOJIMYECTBO
KagpoB, KOTOPbIe HY>XHO BU3yaiM3npoBaTb. ECM yCTaHOBUTL NepeKktoyaTesib B
nonoxxeHue Single (OauH), To cnenyeT ykazaTb HOMEpP OAHOMo KaZipa, KOTOPbIM Bbl
XOTUTE NpocYMTaTh, MHa4Ye ByaeT BM3yanmsmpoBaH NepBbin Kagp. [ag 3anycka
npocyeTa HaXXMuUTe KHomnKy Render (Busyanusmposatb) B okHe Execute Video Post

(BbINOAHUTL MOCTOOPABOTKY).

Execute Video Post
Time Qutput
Every Nth Frame 1
+ To 100

Custom !

Width: 540 *  320x240 256x243 512486

Height: 480 v 540x480 720486  B00%600

= Image Aspect: 1,333 : « Pixel Aspect: 1,0

Edit In/Out Points, pan event. S: F:101 (T

Output
Keep Progress Dialog  # Rendered Frame Window Met Render

Render Close Cancel




Brsyannmsauunsa c
noctobpaboTKon




Cnacub6o 3a BHMMaHue!
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