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BBepneHue

OT aBTOpAa

3apaBcTBYH, yBaskaeMblii ynTatesnn! I103Bosb mpeicTaBUTLCSA, MeH:A 30BYT IMuTprit Uexios.

Wnesa namicars KHUTY, TOCBSIEHHYIO OJTHON U3 CAMBIX HHTEPECHBIX U IMTHAMUYHO Pa3-
BUBAOIINXCA 001acTel KOMITBIOTEPHON MHAYCTPUHU, Y MEHsI OSIBUJIACH JOCTATOUHO JaBHO.
Emte B nasexom 2007 rozy st 3a[yMbIBAJICSI O TOM, 4TOOBI B3AThCsI 32 HAallMCaHNWE KHUTH, T10-
CBAIIECHHON MHCTPYMEHTAM U TEXHOJIOTHAM BU3yann3aui. Ho TOJIbKO ¢ OIBITOM TIPUIILIO
OCO3HAHWE TOTO, YTO M KaK HYKHO C/IeIaTh, a Tak:Ke MOHUMaHue TOTO, YTO Ha PBIHKE TPaK-
THYECKH OTCYTCTBYET IIeJIbII TIacT JINTepaTyphl, MocBsienHol makery Autodesk Maya
1 BU3YJIN3AIUN.

Cucremoii Busyanmsaiuy mental ray st mojab3yoch Ha TPOTSKEHUNA MHOTHX JIET, ¥ 110-
yeMmy Obl HE paccKasaTh O ee BO3MOKHOCTSIX? Belb 10CTaTOUHO 4acTo MOJIb30BaTean 00-
paIarTcs coO MHOKECTBOM BOIIPOCOB O TOM, Kak MCIOJIb30BaTh mental ray, Kak cBsI3bIBaTh
eizIepbl MesKLy CO60M, 1 MHOTUMY PYTUME. DTO U TIOCTYKIIO TOMIKOM K Hadary paGoTs
HaJl IePBOi KHUTOM, MEJIMKOM TIOCBSAIIEHHO BUu3yaausaiun B makere Autodesk Maya u cu-
creMe Busyanusaruy mental ray for Maya.

S1 popuiics v sxuBy B ropozie Exarepunbypre, crosuiie Ypasia, IpaKTHYECKU HA TPAHM-
ne Esponbt u Asuu. B cdepe komnpioreproii rpaduxu paboraio Ha npoTskenun 14 jer.
CBoii yTh MHe J0Besioch HauaTh Kak npoctomy CG (Computer Graphics) XymosKHUKY.
BoImonHsAs passnyHble 3aKa3bl U MPAKTUKYSCh. Biarogaps aTomy yaasoch MOTYIUTD XO-
POIINIi ONBIT B PA3IMYHBIX 00JIACTAX KOMIBIOTEPHON rpaduku u ausaiina. Ho ob6iactb
BU3YaIU3al[UU U TEXHOJOTHIT MHE BCETIa HPABUJIACH OOJIBIIE, YTO U TOCITY KO JKEJTAHIIO
pa3BUBATHCS B IAHHOM HAIlPABJIEHWUH.

Ocenbio 2007 roga 6b11 OMy6IMKOBAaH MOil TIEPBbIN YPOK Ha CTPAHUIIAX OHJIAWH-KYP-
Haima RENDER.RU, ¢ aToro moMeHTa, MOKHO CKa3aTh, HaUyaaach MOsI JIeITEJIbHOCTh B Ka-
gyecTBe TexHM4Yeckoro mucatens u [ T-xypramucTa. Ceffuac ocHOBHOE HarpaBJieHNE Moeit
NIeATETLHOCTH — TEOPUS KOMIBIOTEPHON rpaduku 1 Budyanusaruiu. [log Monm aBTOpCTBOM
U3/1aHO 1 OIyOJMKOBAHO MHOMKECTBO cTaTeil 1 0630pOB 10 TeMaTHKe TEXHOJOTUI BU3YaJIH-
saruu B CG (Computer Graphics).

Ha niporsizkeHnn HeCKOIBKUX JIeT cobpaiach OrpOMHas KOJIJIEKIIUST MATEPUAIOB, TIOCBSI-
IIEHHBIX METO/IAM M MHCTPYMEHTaM Busyaiausanuun coppemertbix CG-uzobpaxenuii. Bia-
roflapsi 3TOMY U POJNJIACH Wies HAMCAHUS KHUTH, KOTOPYIO BBI IeP’KUTE B CBOMX PYKaX,
IIeJTNKOM TIOCBSTIIEHHON TEXHUKAM U MHCTPYMEHTaM BU3YaIn3aIiu.

Taxsxe 51 Beqy ABa NpOGUIABHBIX O10Ta:

« dimson’s Blog — 6sior nocssiiien o6mmm Bonpocam CG 1 pasimyHbIM HOBOCTSIM U3
mupa rexnosoruii. Jlocrynen B cetrt Mareprert mo agapecy http://dimson3d.blogspot.
com/;

« n:PhysX — 57107 6J0T 1[EJMKOM MOCBSAIIEH TEXHOJOTHSM U BO3MOXKHOCTSIM COBpe-
MEHHBIX HHCTPYMEHTOB Bugyasusaiuu. Ha ero crpanunax myOiuKyioTest ABe cepun
ruzoB 110 meiigepam cucreM Busyaiusarun NVIDIA mental ray u Chaos Group



V-Ray, a Takxke paccMoTpeno HampaBienune Busyanusaruu ¢ GPU-yckopenuem.
Baor nocrynen B cern Miareprer 1o aapecy http://nphysx.blogspot.com/.

C 2010 rozma s BbICTyTAI0 HA PA3MYHLIX KOH(MEPEHIINAIX, TOCBANIEHHBIX TEXHOJIOTHAM
u CG. [IBe ocHOBHbBIE KOH(bEPEHIINU, HA KOTOPBIX S IBJISIOCH MOCTOSTHHBIM JIOKJIATINKOM, —
CG EVENT B Mockse n Autodesk University Russia. Mon goknasl BB MOKETE TIPOCMO-
TpeTh Ha OPUIHATBHBIX caiiTax KoH(pepeHInil B ceTn VIHTepHeT.

BnaropapHoctTu

3a 6e3rpaHUYHYIO OAAEPKKY 51 XOUY 100JaroapuTh BCEX CBOUX JPY3eii U KOJLIET, KTO T10JI-
JleprKas Ueto HAlMCaHust KHUTH U TIOMOT Pean30BaTh 3a/lyMAaHHbIE TIJIAHbL.

Boipakato Gosbliyto 61ar0apHOCTh CBOEMY JPYTY, TJIaBHOMY PEIaKTOPY MOpTaja
RENDER.RU Pomany Ilanuky, 3a okasaHHYIO TIOIJIEPIKKY W TIOMOIIb. Bhipaskaio ocobyo
6aaronaprocth Anekcanapy Keimreimosy (Skif) 3a peocrasieHHble Mogenu 1Jist Co3/a-
HUST WJUTIOCTPAIIMI B KHUTE U UJEH, KOTOPBIE OBLIM PEATH30BAHbI B TIPOEKTe. 3a TeHHbIe
COBETbI, U/ICH U TIOAIEPAKKY Oarogapio csoero apyra Msana Yrauauna (Dark).

3a MOIEPKKY U MOCUIBHYTO TIOMOIIb XOUETCST TIOOIaT0apuTh CBOUX JPY3€eil 1 KOJITeT
u3 Autodesk Community Russia: Auznpest [Tnmakcuna, Anekcest JlobanoBa, Asnekcest Boprco-
Ba, Uabio [myxanioka, Huxknrty TiokoBa, Aunpes Muxaitnosa u Esneny Tanxuny.

3a TeXHUYECKYIO MOMNEPKKY 1 obecriedeHrue HeOOXOAUMbBIMU BBIYMCIUTENbHBIMU Pe-
cypcaMu BBIpasKaio OrpomHyio Osarogapaocts Eprenmio 3sepeBy m Pomany JlyieHko u3
kommaam FORSITE.

32 BO3MOKHOCTD UCIOJIb30BAaHNUS COBPEMEHHBIX PEICHUH /I7T1 KOMIBIOTEPHOH rpaduKu
U BU3YaJIU3allNH, 32 MOJIEPKKY M BO3MOKHOCTh «HEMHOTO OIePeKaTh BPEMST» BBIPAXKATO
6J1aroIapHOCTh TIpeicTaBuTebeTBY KoMmanuu Autodesk B Poccnu u nporpamme Autodesk
Developer Network.

Otzenbayio 61arogapHoCTh BbIpaxkaio Apy3bsaM u3 komnanun MONT 3a okazanHyio
TOIIEPIKKY, TIEHHDIE COBETHI U WIEH TI0 OPTAHU3AIINHN TTPOTIECCOB U NCTIOMH30BAHNIO THOKUX
BO3MOKHOCTEH JINTIEH3NPOBAHNS.

O yem 3Ta KHUra

Kuura, KOTOPYIO BbI I€pAKUTE B PyKax, MOCBsIIEHA CUCTeMe BU3yaiusanuu mental ray ot
kommann NVIDIA ARC (ex. mental images) u ero peaymsaiuu B Buje mental ray for
Maya. C oHO#i CTOPOHBI, 9TO HOAPOOHBL THI 110 OCHOBHBIM aTPUOYTaM U MapamMeTpaM CH-
CTeMbI BU3YaJTM3aIH, HO TaKyKe KHUTA PACKPBIBAET OCHOBHBIE ITPUHIIHIIBI TIPE/ICTABICHUS
JIAHHBIX 1 PabOTy OCHOBHBIX aJITOPUTMOB, UCIIOJIb3YEMbIX B SPE CUCTEMbl BU3YaIU3aI[UK
mental ray u npeacrasasiembix opmatom NVIDIA Scene Description Language, Kotopsbiii
ucnosbayercs B mental ray Standalone jjist Busyanusaiuu TpeXMepHBIX CIIEH.

Kuura nmpezictaBiieHa mecThio IJIaBaMU U OJIHUM NPUIoReHneM. /laanm KpaTkoe orrca-
HIIE KJIIOYEeBBIX TeM:

- TInaBa 1 «BBenenne B KOMObIOTEPHYIO rpaduKy» TOCBsIIEHa KPATKOW MCTOPUN
KOMITBIOTEPHOU rpaduKy 1 Pa3BUTUIO TEXHOJIOT Uit Busyaniusanuu. Kora mosBuimnch



HepBble AJITOPUTMbI MAIIMHHON BU3YaJIU3aIMH, KAK 3aPOINJIICH NCTIOJIb3YeMbI€ U 110
ceil JleHb METO/IbI TIOCTPOEHNUsT MOJIEJIEN 11 OCBEIleH NI B CIleHe, BBe/IeH e B Pa3BUTHE
BU3YaJIN3AIMHU U AJITOPUTMOB BU3YaJU3aI1H, COBPEMEHHbIE PelleHus [IJis BU3yaJiu-
3aITMH, a TAK/Ke UCTOPUST PA3BUTHST CHCTEMBI BU3yalusaun mental ray.

- TnaBa 2 «UucrpymenTsl Busyanusanun Autodesk Mayas» mocBsiiiieHa Hemocpe/-
crBerHo makery Autodesk Maya u peann3oBaHHBIM B ero WHTepdeiice HHCTPYMEH-
TaM BU3YaJIU3aIlUU TPEXMEPHBIX clleH. biiarosapsi aToil ryiaBe Bbl y3HAeTe O peain3a-
um mental ray for Maya u nepBuyHON HaCTPOUKE CHCTEMBI BU3YaTM3AIIUH.

- TnaBa 3 «Teomerpusi, BBIOOPKA U KAaYECTBO M300PasKEHHI» 1IEIIMKOM IIOCBSIICHA
pabore mental ray ¢ reomerpueii, MeTogaM BHIOOPKH 1 KAUECTBY BU3YATU3UPYEMOTO
uzobpakenus. Kakue HacTPONKHU UCIOIB30BATH Vsl IIOBBIIICHUS KAYECTBA CIIIAKHU-
BaHUs U TpaccUpoBKY Jiydeil. Kakue Metozpt npepocrasiser mental ray u Korga ux
11eJ1eCO00PA3HO TPUMEHSTD.

- B rnaBe 4 «Illeiinepsr mental ray» peun moiizeT o rIaBHOM WHCTpyMeHTe mental
ray — mefinepax. Kaxue mefinepsr ncronbsyoTes B mental ray for Maya, kak onn pe-
AJTII30BaHbBI B TPOTPaMMe, Kakue QYHKITIH BBITOJTHATOT. /leTaqbHO paccMaTpuBaoTCs
meiigeper 6ubanorex architectural.so, paint.so, base.so, subsurface.so u layering. so.
Taxske yaeneHo BHUMAHUE peajn3allii CTaHAapTHBIX MaTepuanoB Autodesk Maya
B Bujie GubamoTeKkn meiiepos mental ray.

- TnaBa 5 «PaGora ¢ kamepoii» nocssiieHa pabore ¢ kamepoil B mental ray for Maya
n Busyasusaiu (G GeKToB JUH3, HaCTPolike Kaapa u apyrum acnektam. Ocoboe
BHUMaHue yaeaeHo linear workflow u gamma-koppekinu nuzobpaskenuii. Takke pac-
CMaTPUBAIOTCS OCHOBbI BBIBOJA OT/AEIbHBIX IPOXOA0B U300PasKeHMsI U IPUMEHEHUE
Maya Render Layers coBmectro ¢ mental ray Render Passes.

- B ruaase 6 «OcBenienue B cuieHe» J1eTaTbHO OMUCAHBI UCTOYHUKHN CBETA, TEHIePhl
HNCTOYHUKOB CBETA M METOMBI TJI06ATHHOTO OCBEIEHNsT, pealn30Bantble B mental
ray for Maya.

« Ilpunokenue A «V3aMeHeHHS B MHCTpyMeHTax Busyaausanuu Autodesk Maya
2016» 1eMKOM TIOCBSIIEHO KJIOYeBbIM n3MeHeHusim B 2016-it Bepcun mnakera
Autodesk Maya. Busyanmsatop mental ray for Maya 2016 mpetepries psii BaKHBIX
M3MEHEHUH ¥ MOJYYUJI HOBBbIE BO3MOKHOCTH, 3HAUMTEBHO YIIPOIIAoIe paboTy
CIIEIMAJIMCTOB TI0 3aTEHEHUIO U OCBEIIEH IO TPEXMEPHBIX clieH. JlaHHbiil pasen Oy-
JIeT TI0JIe3eH TIPU TIepexojie Ha HOBYIO BEPCUIO TPOrPAMMBbI U IBUKKA BU3YATH3AIIH.

+ B opunoskennu b «Koudurypauus mental ray» paccMOTpeHbl OCHOBHbIE [IEPEMEH-
HbIE CPe/Ibl, UCIIOJIb3yeMble JJist KOHDUrypaluy cucTeMbl Bugyaausaiuu mental ray
for Maya 1 mental ray Standalone ¢ momormbio daiinma rayre.

Bce riiaBbl JaHHOI KHUTY MPEACTABIISIOT OT/EbHbIe 001acTH (DYHKIMOHAILHOCTH CU-
creMbl Bu3yaiusaiuu mental ray: or HacTpoiiku 6a30BbIX MAPAMETPOB CUCTEMbI BU3YaJli-
3ally M 3aKaHYMBask MOJEJUPOBaHUEM T106alIbHOTO OocBelieHus B ciene. Onupasch Ha
TIPE/ICTABIEHHDII B KHUTE MATEPUAJ, BBl MOJKETE BHICTPAMBATEH CBOM COOCTBEHHBIE pabotUie
[POLEeCChl, HanboJiee BHITOAHBIE JIJIS BAIIETO CTHJISA PabOThI U IPOEKTOB.



Komy agpecoBaHa 3Ta KHUra

Jlannas Knura Impesie BCero afpecoBata CleluaaucTaM, paboTalonum B 001acTu pa3padoT-
KU MaTepuasioB, OCBelleHust 1 (PMHAILHON BU3yaiusanuu. B epByio ouepeb 910 Usjanue
MOJKET OBbITh IPUMEHEHO KaK IOAPOGHOE ClIpaBodHOe PyKOBOACTBO it CG-XyI0KHUKOB
M TeXHUYeCKuX crenuanncros. Haunnarorme mosnbsoBaren Autodesk Maya u mental ray
for Maya cMmoryT Jiydiiie paso6paThcsi B BOSMOKHOCTSIX mental ray u crieruuyHbIx st
JIAHHOU CUCTeMbl BU3yanusanuu GyHKIUAX.

Ecsm BbI tanupyete ncnoabzosarh Autodesk Maya coBMeCTHO ¢ aBTOHOMHOI Bepcueit
mental ray Standalone, ata kanra mo3BosmT Bam pazobpathes ¢ hopmatom maHHbx NVIDIA
Scene Description Language u moHsTh, Kak B HeM IIPe/ICTaBIeHbl OCHOBHbIE 9JIEMEHTBI TPEX-
MEpPHOI CILIeHBI U KaK UX MOKHO PEaKTHPOBATD.

TpebGoBaHus K 000pya0OBaHUIO

Jlnst paGotel ¢ mental ray for Maya peKOMEH/IYETCS FICTIOTb30BAaTh KOMITBIOTEPHI CO CIIEMY-

IOIIMMU MUHUMaJIbHBIMU Tpe6OBaHI/I§IMI/I. B kauecTBe 0OCHOBBI B3SIThI Tpe6OBaHI/IH JJI BCETO

nakera neaukom. [laker Autodesk Maya 2015 nmognep:xusaer caeayiomme 64-6uTHbIE Ore-

PaIMOHHbIE CUCTEMBI U MUHUMaJIbHBIE TPeboBatus K 64-6uTHOMY 060PYI0BAHUIO:
OnepalrmoHHas cucrema:

«  Windows® 8.1 Professional edition;

«  Windows® 8 Professional edition;

«  Windows® 7 Professional edition ¢ Service Pack 1;
« Apple® Mac OS® X 10.8.5 or 10.9.x;

«  Red Hat® Enterprise Linux® 6.2 WS;

«  TFedora™ 14 Linux;

- CentOS 6.2 Linux.

Jlns pocTyna K OHJaiH-ZOKYMEHTAMM M CepBUCaM HeOOXOAMMBI ciefylomue Beb-
Gpaysephbi:

«  Microsoft® Internet Explorer®;
«  Apple® Safari®

«  Mozilla® Firefox®;

+  Google Chrome™.

Ientpanbubiii npoueccop (CPU): 64-6uTHblil MHOTOsIIEPHBIN potteccop ot Intel wiu
AMD.

Pexomenpyercst ipotieccop ¢ 4 u 6ojiee BBIYUCAUTENbHBIMU stpaMu. IIpoiieccopbt OT
kommanuu Intel ¢ momomntpio Texuonornu Hyper-Threading (HT) moryt obpabarsiBaTh
JiBa TIOTOKA HAa Kaxk[IoM U3 busndeckux siaep. st atoro ciepyer obpaiarh BHUMaHUE Ha
MO/IEJTb TIPOLIECCOPA M €70 MAPKMPOBKY, OOBIYHO KOJMYECTBO sIIeP/TIOTOKOB OIPEIENSIETCS
snavenusamu 2/4,4/8,6/12,8/16 u 10/20.

Oneparusnas namsats (RAM): munumym 4 T6 (pekomenpyercs 8 T6 u Gosbiie). Jist
paboThI ¢ GOJIBIIUMU U KOMILIEKCHBIMU CIIEHAMU PEKOMEH/YETCsI UCI0/Ib30BaTh 16 i 32



I'6 onepatuBHO NaMsATH. ITO TAKKE MO3BOAUT KOM(BOPTHEE pabOTaTh ¢ HECKOJBKUMM OfI-
HOBPEMEHHO 3aITyIIEHHBIMH TPOrPAMMAaMH.

Kecrrmii muck (HDD): 1151 yeranosku maketa Maya 2015 o ymosruanuto tpebyercst
2 T'6 cBOGOTHOTO MTPOCTPAHCTBA Ha JKECTKOM JINCKE.

Ipaduueckuii yckopurenap (GPU): pekomenayercst ncnosbzoBath GPU ot kommanuii
NVIDIA wnu AMD ¢ 2 I'6 GRAM wu Bbiie.

[Taker Autodesk Maya 2015 noanepxusaer Multi-GPU koudurypaiuu pabounx cra-
11ii, TakuM 06PasoM, Bbl MOJKETE MCIIOMNB30BaTh Heckobko GPU B Bameil cucreme. 1o
MO3BOJISIET UCTIOJNB30BATh GOJIBIIIE TEKCTYPHbBIE KAPThI U BBITIOJHATH HHTEPAKTUBHYIO BU-
3yaJn3aInio B MaHeJSIX BIIOBBIX OKOH IMPOEKIINIA C BBICOKOI CKOPOCTBIO.

Manumyasarop: 3-KHOITOYHAS MBITIb.

[Tomumo mbimH, B makete Autodesk Maya MOKHO CMeJTO MCTIOTb30BaTh TpahuuecKuii
TIJIaHTIeT, Takol Kak Intuos ot kommannn WACOM, a takske criennaabHBII MAHUITYIATOD
SpacePilot or komnanun 3DConnection.

ITO MUHUMAJIbHBIE TPEOOBaHUST K 000PYIOBAHUIO, HA KOTOPOM MOKET ObITh 3aIlylleH
naker Autodesk Maya c mental ray for Maya. ITo cytu, uem npoussogurensree 6ygaer CPU
U JIPyTHE KOMIIOHEHTBI CHCTEMBI, TEM OBICTPEE BbI CMOKETE BBITTOMHITH PaboTy Hal Mpo-
extamiu. He MeHee BasKHBIM cUMTAeTCs TOT (hakT, uTo Kommanust Autodesk BoImosHsIET cep-
truduKranmio pabounx craniuii n rpadudeckux yckopureseit. CepTuduKkarms mo3BoJsSET
GbicTpee BLIOPATH MOAXOMSILYI0 MOJIEb paboyeii cTaHiuy Wi rpagpu4ecKoro yCKOpUTeis,
a TaksKe HAlTH JipaiiBepbl, cepTU(UIIMPOBAHHbBIE IO/ TEKYIIYIO BEPCUIO TPUIOKEHUS.

Tpeb6oBaHUd K NporpaMMHOMY
obGecne4yeHuio

B aroii kaure paccmarpusaercs Autodesk Maya 2015. 9to mporpamMmHoe obectieueHune
MOKHO 3aTrPy3uTh ¢ 0(UIMaIbHOTO caiiTa Kommanuu Autodesk ¢ paBom GecriaTHOro mc-
nosb3oBanus B Tederue 30 aueii (trial version):

http://www.autodesk.com/maya/.

[TommMmo aTOTO, /I CTYZACHTOB M TIpeTo/laBaTesiell CyImecTBYeT BO3MOKHOCTD TIPUMe-
HEHUsT TIOTHOTIeHHO# Bepenn Autodesk Maya, TOCTYITHOMN 110 aKaJeMUYECKOH JTUTIEH3UT.
[TporpaMmmy MOKHO 3aTpy3HTh cO crennanbHoro pecypca Autodesk Education Community:

http://students.autodesk.com/.

AxajsieMuuecKast JIMIEH3U IeHCTBYET Ha TIPOTSUKEHNN 3 JIET C MOMEHTA YCTAaHOBKU U aK-
TUBAIIUU TIPOTrPaMMbl. Crour Y4eCTb, 4TO JaHHbIC JIMTIEH3UUN HE TMMOAPa3yMeBalOT KOMMEP-
YECKOTO MCMOJb30BaHus nmporpaMmbl. s npumernenus Autodesk Maya B koMMepuecknx
[POEKTaX PEKOMEHJYETCs IPUOOPECTH JaHHOE IIPOrpaMMHOE obecriedeHre y IapTHEPOB
U IUCTPUOBIOTOPOB KOMITAH M.

Pekomenyercst 1103a00TUTBCsT 06 OOHOBJIEHUSAX MPOrpaMMHOT0 obecnederns. OOHOB-
JIEHUSI JIOCTYITHBI 110 CJIE/IYIOIEMY a/IPecy:

http://knowledge.autodesk.com/support/maya/downloads.

B npovecce HanncaHns KHUM BCe CLeHbl Obliv CO3A4aHbl HA OCHOBE BO3MOXHO-
cteli Autodesk Maya 2015 Service Pack 3.



dopymbl, nocBaweHHble Autodesk Maya

Ecam y Bac mosgsumnmcek Bonpocsl no padore ¢ makerom Autodesk Maya u cucremoii Busya-
muzanun mental ray for Maya, BoI MoXKeTe 3371aTh WX Ha CIIENNATH3NPOBAHHBIX (hOpyMaXx,
MOCBAIIEHHBIX KOMITbIOTEPHOM rpaduke u nmpoaykram Komnanuu Autodesk. Crienmanuctsi,
paboTarorue ¢ JaHHBIME PEITEHNUSIMH, BCET/A TTOCTAPAIOTCS OTBETUTDH Ha BATTH BOTPOCHI
W 1aTh MOJIE3HBII COBET.

Dopym Autodesk Community Russia, mocBsimennsiit Maya:

http://forums.autodesk.com/t5/maya-russkiy/bd-p/403.

®opym omnaiin-skypHaia RENDER.RU, nocesimennsiii Maya:

http://www.render.ru/xen/forums/maya.3/.

®opym omnaitn-xkypHaita RENDER.RU, mnocssimeHHblii cucreMe BHU3yalu3aluu
mental ray:

http://www.render.ru/xen/forums/mental-ray.11/.

Kak umtaTtb KHUry

JlaHHOe M3/aHKe B CBOEH OCHOBE SIBJISIETCSl CIIPABOYHBIM TTOCOOMEM MO BU3YaJIMU3aIiK
B mental ray for Maya u dopmary manusix NVIDIA Scene Description Language (*.mi).
Yr06b1 BaM GbIIO yA00HO pasdUpaThCst B OCHOBHBIX (DYHKIMAX ¥ aTpuOyTax mieiaepos,
aTPUOYTHI IPEICTABIEHDI B BUJIE CJEAYIONINX BAPUAHTOB 3aHCH:

parameter value [value] (Maya attribute name)
"parameter" value [value] "value" (Maya attribute name)

[Tepsbiit BapuaHT TpecTaBasieT GOMBITMHCTBO TI0OATbHBIX HACTPOEK CUCTEMbI BU3Yya-
m3annu mental ray, a BTopoit BapuaHT — aTprOyTHI MIEHIEPOB WIN TI00ATBHbIE TTAPAMETPDI
CHCTEMbl BU3YyaJIM3al[iy B BUjle 3amucy string options. B ckoOkax ykasbiBaeTcst IpeicTaB-
JieHre JaHHoro aTpubyTa B uHTepdeiice makera Autodesk Maya 2015 u ysnax mental ray
for Maya 2015.

[Tpumepbt 6JI0KOB JEKIAPAIINI SJIEMEHTOB CIIEHbI U CTIendUKaImii meiinepos B popma-
Te .Mi TPeJICTABIeHbl B BUJIE JINCTUHTA.

object "polyGeometry MayaSubdivLevels"
light "exclusive" []
material ["metarial 1"]
visible on
face both
tagged
data "polyGeometry MayaSubdivLevels:vxdata"
trilist vertex 897 pn t 2 b 2 triangle 1728
[vertex lines]
[vertex reference indices]
end trilist
end object



Ecuu ucrionb3yiores ciierapun Ha sisbike M EL viin BoIpaskeHUst, OHE TakKe OyyT mpeji-
CTaBJIEHBI B BUJI€ IUCTUHTA, HO MIEPEJl 3TUM OT/IEJITbHO OTMEYEHO, UTO ITPUBEICHHBIN JTUCTUHT
npezcrasiger cuenapuiit MEL.

Ecan atpubyT ykaspiBaeTcst BIiepBble, OH Oy/IeT OTMEUEH SKUPHBIM IPUGTOM, €CJIN BIIEPBbIE
YKa3bIBaeTCs IAJIOTOBOE OKHO PelakTopa, B KOTOPOM BBITIOMTHSAETCS HACTPOIKA Tielizepa, ¥ic-
TOYHMKA CBETA WJIH CBA3EH MEK/LY Y3JIaMu, ero UMst Oy/IET BbIIEJIEHO KYPCUBOM.

[Tytn moctyma K IUaJOTOBBIM OKHAM W APYTMM (DYHKIUSM IIPOTPAMMBI, PEai3yeMbIM
C TIOMOIIIBIO MEHIO, TIPEICTABJIEHBI CJIEYIOIINME 3aTUCSIMHI, BBITIOJTHEHHBIMU KYPCUBOM:

Menu = Sub-Menu = Window = Rollout = Sub-Rollout

Menu = Sub-Menu = Window = O

[Tytu k mupekTopusiM WK aiinam mpeacraieHbl 3amuckio B ctuie UNIX-1mogo6HbIx
CUCTEM:

/Users/<UserName>/Library/Preferences/hutodesk/maya/XXX¥-x64/prefs

ITO cIeTaHo CIETMATbHO, TIOCKOMBKY TTakeT Autodesk Maya u crcrema Busyannsanun
mental ray 10 cuX 0P yHacJIe10BaIU MPUHIUIEL, peaiu3oBantbie B UNIX-10106HbIX cH-
cTeMax, a TaksKe KOH(pUTYPaLus IPUIOKEHUS MOKET ObITh 3allUCAHA TOJIBKO C UCIIOJIb30Ba-
HHUEM KOCOii uepThl. [JaHHbII TPUHITUIT 3aITUCH yTE B INPEKTOPUSX PEATH30BaH B Orlepa-
noHHbIX cuctemax Apple Mac OS X u cemeiictBa GNU /Linux.

BoJbIMHCTBO CKPUHIIIOTOB B KHUTE BbINOIHEHO B Bepcun Autodesk Maya st Mac OS
X. HexkoTopble MuTIOCTPAITNH CIEIINATbHO BBITOTHEHBI Ha Apyrux OC, HO MPUHIINTINATD-
HBIX PasJnuuii B nHTepdeiice MM HA3BAaHUSIX UHCTPYMEHTOB HET, TporpaMma Maya 1 cu-
creMa Busyasmsanun mental ray for Maya pazpaboTanbl Kak YHUBEPCATbHOE MYJIBTHILIAT-
opmenHoe petirerue. A 0cO6eHHOCTH KayKI0H 13 11aT(OPM OTIETbHO OTOBOPEHBI B TEKCTE.

dononHuTtenbHble MaTepuanbl K KHUre

Ha caiite nsnaresnsctBa «/IMK Ilpecc» Bbl MokeTe 3arpy3uTb JIOTIOJIHUTE/IbHBIE MaTepPUAJIbI
K KHure. B cnenupanbHom apxuBe coOpaHbl OCHOBHbBIE TEOPETUYECKHUE MATEPUAJIbI 110 OCHOBAM
U aJIrOpPUTMaM BU3yaJIM3al[iy, a Tak ke mpoekT a1 Autodesk Maya ¢ 1eMOHCTpainoHHBIMHE Clie-
HaMU, UCIIOJIb30BAHHBIMU B IIPOIIECCE HATTUCAHUS U TTOITOTOBKY UJITIOCTPATTHIL.

ApXUB C JIONOJTHUTEHHBIMU MaTepUajiaMi MOKHO HAWTH M 3arpy3uTb [0 CJEAYIOIleit
CCBLIIKE:

http://dmkpress.com/catalog/computer/3d/ 978-5-97060-335-2/

O6mbem apxuBa coctabsier 2.8 T6.
Jupexropuss _DATA comepKuT apXuB AeMOHCTpAIIMOHHOTO mpoekTa Ay Autodesk Maya 2015
Service Pack 3 u Bbinie, u npumMepsr cien B hopmare .mi st Busyaausanun B mental ray Stan-
dalone 3.12 (2015) u Bbiie.

Jupextopusi MATERIAL cozepxut mog6opKy myOauKamnnii, pasaudibiX METOAUK U 10-
[MOJTHUTEJIbHBIX MATEPUAJIOB, HE BOIIE/IINX B KHUTY.

Jupekropuss  SOFTWARE conepskut uciosib30BaHHble B 1ipoiiecce paboThl Hajl KHUTOLL
pacumpenust st Autodesk Maya 2015, crieHapuu u pasiidHbie 1Aa0JOHBbL.
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Y10 Takoe KoMMbloTepHasa rpaduka 1 Budyanmsaumns
OCHOBbI TPEXMEPHOIO MOAENNPOBAHUS

MepBble cucTembl BU3yanmusaumm — Kakme oHu?
McTtopua mental ray n ero Bepcum

Hoselwne TeHOEeHUMN B BU3yannsaumm

R

B coBpeMeHHOM MIpe BU3yaIn3aliist 3aHUMAET ef[Ba JIM He TJIABHYIO TO3UIINIO B TIPEI-
CTABJICHUU PA3IUYHON MH(POPMAIIMU OT PEKJIAMbI HOBBIX MPOAYKTOB 10 MHTEPAKTUB-
HBIX pasBiaedeHuil. Busyammsarust B KOMITbIOTEPHOH TpadiKe SIBISIETCST OHUM U3 ATa-
OB B (hOPMUPOBAHUN CTATHYHOTO M300PAKEHUST MM CEKBEHITNN KaJPOB aHUMAITHH,
MO3BOJISTIONINX PeaTn30BaTh BaIly WAe0. 3a TOCTEMHIE BA TECITUIETHS YPOBEHb
KOMITHIOTEPHO# TpahukM BHIPOC HACTOIHKO, UTO CEHYAC CIOKHO OTINYUTH CO3AHHOE
€ TIOMOTITBIO KOMITHIOTEPA U TIPOTPaMMbI n306paskeHe oT dhoTorpabui. ITo CTaIo 10-
CTUKIMO OJTarofapsi Takum mpojaykram, kak Autodesk Maya u NVIDIA mental ray.

Jlo cux Top paccMaTpuBaeTCs MPUCBOEHTE TH(HPOBBIM XYI0KHUKAM MOTHOIIEHHOTO
craTyca «XyI0KHIUKOB», ¥ KOTOPBIX BMECTO KHUCTEH U XOJICTOB UCIOTB3YIOTCS THDPO-
Bble HHCTPYMEHTBI. A Psijl IPOM3BEACHUH 1IM(BPOBOrO UCKYCCTBA MOKET CONEPHUYATD
¢ paboTaM1 U3BECTHBIX MUPOBBIX XYAOKHUKOB, PAGOTAIONNX B KIACCUIECKUX TEXHU-
kax. [Ipwr 9TOM MHOTHE MOJIOZIBIE TAJTAHTHI, BEIPOCIITHE B 9MOXY PACI[BETA BHICOKHUX TEX-
HOJIOTHH, TPEATTOYNTAIOT TTOIH30BATHCS KOMITBIOTEPAMI U MOGUILHBIMHU YCTPOHCTBA-
M JI7TsT BOTUIOTIEHHUST CBOMX 06PA30B B JKU3Hb.

Iupokyo TOMYAIPHOCTh TOJYINIO PACTPOCTPAHEHNE TPEXMEPHON TpaduKi.
Ceifyac Hemb3sl TPEACTABUTEH cebe TPE3EHTAIINI0 HOBOTO JKUJIOTO KOMILIEKCA, WHTe-
PBEPOB JKIIIBIX U OPUCHBIX TIOMETIEHNH, a TaK/Ke MPOAYKTOB OBITOBOI HJIEKTPOHUKH
W MHOTOTO JIPYTOTO (€3 KaueCTBEHHOW (oTopeanncTHyHoil Busyanusannn. He wme-
Hee BUKHOW siBJsieTcst obmacth annmarmn. Haunmast ¢ 1995 roma, mHIyCTpHs aHnMa-
uu 1 1ndpoBbix adderTor Habpasa Gobire 060poThl. IIporiece He ObLIT TPOCTHIM,
cHaYasa MPOUCXOINIIO TITaBHOE CMENIMBAHUE KIACCUYECKON PHUCOBAHON aHUMAIIH
¢ KOMIBIOTEPHON aHMMaIneil. A BIOCTECTBUM, TOJTYYNB IMHUPOKOE TPU3HAHUE CpPe-
IU 3puTesied U 9KCIEPTOB, KOMITbIOTEPHAST aHMMAINs 3aBOeBasia PhIHOK. JInmepamu
B WHAYCTPUN KOMITBIOTEPHON aHUMAITUH TIO-TIPEKHEMY OCTAIOTCS TaKWe CTYANH, KakK
PIXAR Animation Studios, Walt Disney Future Animation Studios, Sony Pictures
Imageworks Animation u DreamWorks Animation. Ectb psii MeHee H3BECTHBIX, HO BbI-



MYCKAOIIUX HE YCTYTIAIOIIIE JHepaM aHIMAI[MOHHBIE IPOYKTHI KaK 32 PyOesKOM, Tak
n Ha trepputopuu Poccun u ctpan CHIT.

B nepBoii r1aBe BbI IO3HAKOMUTECH ¢ OOIIEH UCTOPHEN KOMIIBIOTEPHON rpaduKu
U TEPMUHOJIOTHEH, UCTIONB3YeMO B Ipollecce co3anust uppoBOro M306paKkeHus.
Ecau paxke MHCTPYMEHTBI MOTYT Kap/InHAJIbHO MEHATBCS, TO CAMU TIPUHITUIIBI CO3/1a-
HUst U POBBIX MOJIETIEN U BU3YATU3AINU OCTAIOTCS TIPAKTUYECKU (€3 U3MEHEH U yKe
Ha MMPOTAKEHUU YeTBEPTH BEKA.

1.1. OCHOBbI KOMMNbIOTEPHOU rpadPuKmn
U BU3yanumsaumm

B cBoeit ocHOBe coBpeMeHHAsI KOMIBIOTEPHAs rpadyKa — YMCTAs MATEMATHKA U aJi-
TOPUTMBI, TTOBEPX KOTOPBIX ITOCTPOEHBI BCE OCHOBHBIE MHCTPYMEHTHI (IIPOTPAMMBbI)
1 METOJbI ITPEACTABJICHUA I/IH(bOpMal_II/II/I. MHuorue 13 OCHOBHBIX METO/I0B ITIOCTPOEHU A
U BU3yaJIU3al[iU TPEXMEPHbIX TOBEPXHOCTEH ObLin pazpaboratbl B cepepnHe XX €TO-
JIeTUA, KOT/ITa KOMITbIOTEPbI 6])IJII/I AOCTYITHBI TOJIBKO <<I/136paHHbIM>> U 3aHUMaJIN I1eJible
araxku. OHUM U3 YIaUHBIX IPUMEPOB IIPUMeEHEHNs] KOMIIBIOTEPHOH rpaduku u Gppak-
TaJIbHBIX aJrOPUTMOB MOKHO HazBaTh (puibM 1982 rona «3eesdnwvii nymo 2. Mecmo
Xanas. B atoMm pusibMe cosnaresu BusyaibHbix addextos us cryun Industrial Light
& Magic BriepBble PpUMeHUJIH (DPaKTaJIbHbIe AJITOPUTMBbI JIJIST CO3/IaHUsI TOPHBIX JIAH /-
nrapToB.

Tak kak MbI daiie paboTaeM ¢ MOJUTOHAIBHONH MOJIENBIO, MHOTHE U3 aJITOPUTMOB
U TIPUHITUIIOB MOCTPOEHUsT (DOPM OCHOBAHBI HA KJIACCHUYECKOU TEOMETPUH U ajreOpe.
Pacemorpum Heboubioi pumep. Ha puc. 1.1.1 npuBenetst Tpu uitoctparuu. [ep-
Basg winocTpanus (cjiesa) JeMOHCTPUpYeT Ipocreiinyio Touky. Touka GeckoHeuHa,
OHA 3aHUMAET OIPEIEIEHHOE MECTO B MIPOCTPAHCTBE, HO pa3Mep ee OECKOHEYHO MaJL.
ITO 10 CBOEI CyTU KOOPAUHATHI, K KOTOPBIM MOKHO MMOJIBECTH OJIUH U3 KOHIIOB pebpa.
Ha pucynke npeacrasienbt koopantatsl Touku 0.5 1 0.5 mo ocssm X u Y. O6paTure BHU-
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Puc. 1.1.1. Tpn OCHOBHbIX NPUMNTNBA,
ABNSIOLLMXCSA OCHOBO A1t 6230BOro npeacTaBieHns reOMeTPUN B KOMMbIOTEPHOW rpaduke



MaHUe Ha TO, 4TO MO CBOEH CYTH Mbl MOKEM MOBECTU HECKOHEYHOE MHOKECTBO pebep,
KOTOPbIE MOTYT GBITh CBSA3aHbI C IPYTUME TOYKAMH.

Pucynox B 11eHTpe Kak pa3 JIeMOHCTPUPYET 3TO, /IB€ TOUKH € 3aJJaHHBIMUA KOOP/IH-
HATaMM, & MEK/ly HUMU TIpoyepyeHa JUHUA. JINHUA MOXKeT CBA3aTh TOJIBKO JIBE TOYKU.
Ecsrit MbI Ha OZIHOM TIPSIMO# T00aBUM HECKOJIBKO TOYEK, MBI TTOJIYIUM OTPE3KU, KAsKIbI
13 KOTOPBIX MHAMBUAYAJEH U COEJIMHAET 110 /1Be TOYKU. Ho B TO Jke BpeMs KaxKaas TOuKa
TaKsKe MOJKET BKJIIOUATD B ce6s1 MHOKECTBO JIMHMIL. U TpeTuii ipriMep — Tpu TOUKH, TIPH
CO3/IaHNU CBSA3EH MKy HUMU M 3aMBIKAHUHM OTPE3KOB C(HOPMUPYETCS TPEYTOJbHUK
(cmrpaBa). TpeyTosibHUK ABJSETCSA OHON U3 OCHOBOTIOJIATAIONINX (DUTYP B KOMIIBIOTEP-
Holi rpaduke. [Jaxke ecau Mbl paboTaeM ¢ Mozesbio Ha ocHoBe NURBS-moBepxuocrei,
BHYTPU CHCTEMbI BU3yaTH3aruu (armapaTHol Wik IpOrpaMMHOiT) gaHHast MOjiesib Oy-
neT peobpasoBaHa B MACCUB U3 MHOTOYTOJBHUKOB (TPEYTOJIBHUKOB).

Pucynok 1.1.2 pemoncTpupyer OCHOBHBIE
6a30BbIE HJIEMEHTHI, U3 KOTOPBIX COCTOUT MHOTO-
YTOJTbHUK (TPEYTOJabHBIN TPUMUTHB). Kakaas n3
BEPIIH 0ObeIMHEHA C IPYTOH ¢ TTOMOTIBIO pebpa,
BCE MTPOCTPAHCTBO, (hOPMUPyEMOe CBSA3SIMU Bep-
muH u pebep, OyIer IpeacTaBaaTh co00l rpamp, pase
KoTopast (hopMUpyeTcss Ha OCHOBE HaIllPaBJICHUS
HopMmas. HopMasb MHOTOYTOJIBHUKA BCer/ia Ha-
XOJMTCA B IIEHTPE TPEYTOJIbHUKA U TIO3BOJISICT
BaM YIIPaBJISATh HAllpaBJeHUEM TpaHu, BHYTPb
nn HapysKy. Ecim BbI Gyziete UCmosib30BaTh de-
TBHIPEXYTOJILHUKY, COOTBETCTBEHHO, OHU OYAyT
COCTOATH U3 JIBYX TPEYTOJBHUKOB, IIPOCTO I'PaHb
MEXK/y HUMU OY/IET CKPBITA, HO KAJK/BIH YeTHIPEXyTONbHUK GYIET COAEPKATh JIBA TPE-
YTOJIbHUKA U JIB€ HOPMAJIU. DTO BAXKHO JIJIs1 TOHUMAHUS TOTO, KaK BIIOCJIEICTBUA MOXKET
cpaboTaTh aJITOPUTM TECCENSIUN WK PYTHUe HHCTPYMEHTBI MOETUPOBAHUSI.

[Tpumenenue TpeyroJbHUKOB aKTYaJdbHO M cerofHs. /laHHbII PUMUTHUB MTPEBOC-
XOJIHO MOJKET OBITh TIPEICTABICH JI000i CHCTEMON BU3yalusauu u oo6paboTaH MOJI-
HUEHOCHO 32 CYUTAHHbIC HAHOCEKYH/IbI alllIapaTHBIM JIBUKKOM, YeM MHTEHCUBHO I10JIb-
3yIOTCSI cOBpeMeHHbIe paspaborunku urp. KoHeuno, B mpoiiecce CO3MaHUsT MOJETH
MOTYT OBITH UCTIOJIB30BAHBI JTIOOBIE METOAUKN MOJICTMPOBAHUS U TIPEACTABICHUS WH-
hopmarnmu, HO B pesyJibrare MporpaMma U arapaTHbIi BU3yagnu3atop OypyT X mpeod-
PasoBbBIBAaTh B HAGOP M3 CAMbBIX MIPOCTBIX TPEYTOJIBHUKOB.

B niporiecce MozieiMpoBanus TAKUX CIOKHBIX MOJIesIel, Kak 1TudPOBOii mepcoHax,
HEOOXOIMMO YYUTBIBATH MTOCEAYIOIINE OTIEPAIIUI HAHECEHUST TEKCTYPHBIX KapT U Jie-
(hopmaruio reomeTpun B 1poiiecce aHMMalUKM. ITO BaAXKHO, TaK KaK NMPU aHUMAIUN
MOJIeJIN MOTYT BO3HUKHYTH HeKeJaTesbHble nCKaxkeHus reomerpun. 1Ipu cozmanunm
OpraHmvecKux Mojeseil mpodeccuoHasbl MOJCJUPOBAHNUS HACTOSATEIbHO PEKOMEH-
JYIOT UCIOJIb30BATh YETHIPEXYTOJBHUKHN, U €CJU Oy/eT TPUMEHEHO CrIasKuBaHue,
a TaksKe BBITIOJHEHA oTiepalius skinning, 910 mo3BOJUT u3beskath mpobJeM B rporecce
AHUMAIIIH.

Pebpo

BepluHa

Puc. 1.1.2. OCHOBHbIE 31IEMEHTHI
TPEeyronbHOro NPUMUTMBA



Takue npusoxkenust, kak Autodesk Maya, TIpeIocTaBIsIIOT MOJTB30BATEIIO TPOCTHIE
WHCTPYMEHTBI JIJIST BBITTOJTHEHHST TECCEJISATINI TEOMETPUH, KOT/[a Ga3oBast MOJIEIb CrJIaKU-
BaeTCs, 4 32 CYET TTOBBIIIEHUS JICTATM3AIMH YCTPAHSIOTCS HEPOBHBIE KPasd ¥ PE3KKE YTJIbL.
Pucynok 1.1.3 Harigno 1eMOHCTPUPYET BJAUSHUE CIJIAKUBAHUSA HA TEOMETPHUIO MOIEITH
rosiosel. Ha wiumioctpariuu A npusezien nmpuvep 6a30Boil MOJIENH, CO3AHHON XyIO0KHU-
KOM KakK OCHOBa. B Hell HeMHOTO MOJIMTOHOB, HO OHA aAIITUPOBAHA TOJI TTOCJIe/LyTolee
CTJIa’KMBAaHUE W CO3/IaHME CHAPSKEHUS 17 aHUMAIluU. B Moziesin IpakTH4YecKu OTCyT-
CTBYIOT BHBIE TPEYTOJbHUKN M CIOKHBIE MHOTOYTOJILHUKU. DTO MTO3BOJIIET AJITOPUTMY
CTJIA’KMBAHUS TPABUJIBHO BBITIOTHATD IOIPa3/iesieHue oBepXHocTH. B pesysbrare noce
OJIHOKPATHOTO CIJIAXKUBAHUS MOJIEIN Obljia TToJydeHa HoJiee IeTaIM3upOBaAHHAs U TIIa/l-
Kas MoBepXHOCTh Mojiesn (mimoctpaiug B). CooTBeTCcTBEHHO, TPU UCTIONIB30BAHNY JIe-
dhopmaru reomMetpun Ha ocHOBe KapT cMernenns (displacement mapping) Bospacraer
HEOGXOIMMOCTD B TIOBBIIIEHUH TIJIOTHOCTH TEOMETPHHN U JIeTaIM3alIl1H.

Puc. 1.1.3. Mogenb ronosbl LMGPOBOro nepcoHaxa,
co3aaHHasi C y4eToM npasusl TONnosornm

Emte ona ocroBononaraiomag rexaosorus mogennpoanns — NURBS-noBepxno-
ctu (Non-uniform rational Bezier spline). B 60-x rogax XX cToJieTHsi BHyTPH KOMIIa-
Huii «Pero» u «Cutpoen» 6b1In pa3spaboTaHbl METOIBI TTOCTPOEHUS CAOKHBIX TOBEPX-
HOCTEll Ha OCHOBE KPUBBIX M KOHTPOJBHBIX TOUEK. Tak Kak KOMIAHUU KOHKYPUPYIOT
MesKLy co00it, To TommbKO crermaiict «Pernos IInep Besne (Pierre Etienne Bézier) orry-
GJIMKOBAJI CBOU UCCJIEOBAHUS, UTO U MOCJIYKIIO BKIOUEHUIO €T0 UMEHU B Ha3BAHUE
TEXHOJIOTUH, a TaK)Ke orepeanao KoukypeHToB. Ho B To ke Bpems Ilonem ne Kactenn-
;o0 (Paul de Faget de Casteljau), pa6orasimm B komnanuu «Curpoens», 6b11 paspabo-
TaH QJITOPUTM ITOCTPOCHUS U JIeJieHUS KpUBOH be3be, Tak Ha3bIBAEMBIH «AJITOPUTM Jie
Kactembxos.

WucrpymenTsl, peasindyembie Ha ocHOBe KpuBbiX beabe 1 NURBS-moBepxHocTeii,
JIOCTaTOYHO TTPOCTHI, HO B TO K€ BPEMSI MO3BOJIAIOT CO3/IaBATh TIJTaBHbIE (POPMBI, TIPH-



Puc. 1.1.4. Npumep npoctoin NURBS-noBepxHocTn, cospaHHon B Autodesk Maya

CYIIHEe B TIEPBYIO 0YEPEb aBTOMOOUIIAM, KOPAOISM, CAMOJIETAM U KOCMUYECKUM aTl-
maparam.

Yipassienne KPUBOU WJIH TIOBEPXHOCTBIO 00ECTIEUMBAETCS 32 CYET CIIEIIHATBHBIX
KOHTPOJIBHBIX TOYEK, a C ITOMOIIBI0O NHCTPYMEHTOB PasieseHus, (POPMUPOBAHUS OT-
BEpCTHil, 0GBEANHEHNST U APYTHX BBl MOJKETE CO3/1aBaTh J00yio dhopmy. MHoTHE CH-
CTEeMbl BU3yaJW3alliy Ha TEKYNUNl MOMEHT moiydunau cBoio peasmsannio NURBS-
TIOBEPXHOCTEN, W TPU BUIYAJIU3AIUU TPEXMEPHBIX CIIEH TPAHCJSTOP BBITOIHSIET
9KCTIIOPT Mozien n3 3D-makera B MoIep;KUBAEMBbIil BU3yaTn3aToOpOM (opMaT Ipej-
craBienuss NURBS.

Kasxprit 13 mpeicTaBIeHHBIX METOJOB MOIEIUPOBAHMS U IPEICTABIEHUS Teo-
Mmerpun (nosmmrons 1 NURBS) o6iagaer ¢cBouMy IOCTOMHCTBAMU U HEJOCTATKAMM.
B konrie 70-x togoB XX cTOETHST HAYATINCh UCCTENOBAHUS 1 pa3paboTKka HOBOTO Me-
TO/IA MOJIETTUPOBAHUS U TEXHOJIOTHH, OOBEAUHSIONEH TOCTOMHCTBA 06EMX METOMINK,
TaK Ha CBET MOSBUJIACH TEXHOJIOIMsI MOAPas3AedeHHbIXx noepxuHocrei (Subdivision
Surfaces). [lafHasg TeXHOJIOTHS PEATU3YET METOANKY TIPEACTABICHUST CTJIAKEHHDIX TI0-
BepXHOCTEN 4epes creruduKauy rpydboro pasieieHus: JUHEHHON ITOJUTOHATbHOI
reoMeTpuu Ha OTAeTbHbIe YacTh. CriakeHHast TIOBEPXHOCTh MOKET OBITh BBIUMCICHA
13 OT/EJIbHBIX YYaCTKOB T€OMETPHUH KaK OTPaHMYEHHBIH MM PEKYPCUBHBIN TIpoliecc
MO/IPA3/IETICHNST KasKI0H TPAHK TIOJUTOHA Ha 6oJiee MeTKUe TPAHH, UTO JIyUIIie alpokK-
CUMUPYETCS B CTIAKEHHYTO TIOBEPXHOCTb.

Ecom mpuMeHATH cryta)kuBaHne Ha OCHOBE MOPas/ie/IEHHBIX TIOBEPXHOCTEH K MPO-
crefinemMy MPUMHUTHBY, TAKOMY Kak Ky0, 32 CYET YBEJINYEHUST ITOTHOCTH TPaHel ¥ CTJia-
JKMBaHUS JaHHBIN 00beKkT Oyaer npeobpasosan B cdepy. Ha puc. 1.1.5 npeacrasieH
TaKoi mpuMep, Koraa oObraHbIil KyO (cube), cocrosimmii us 6 rpaneii, ¢ TOMOIIBIO CrJIa-
JKUBAHUS Ha OCHOBE MOBEPXHOCTEH Mojipaszesnennst 6611 peodbpasosan B chepy. Ha
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Puc. 1.1.5. Mpumep Teccenaunm mogenn Ha ocHose Subdivision Surfaces.
MpumunTUB 13 6 rpaHeli NnpeobpasoBaH B chepy

WJLTIOCTPAIMK A TTOKasaH IPUMep, KOT/Ia KOJIUYeCTBO YPOBHEI TT0/Ipa3/ieIeHusl paBHO
IBYM, a Ha WLTIOCTpAuu B — mpuMep, Koraa KOJUYECTBO YPOBHEH MOApa3ieeHust
GBIJIO YBEJTUYEHO JI0 YETBIPEX.

Er1ite ofeM BasKHBIM TOCTOMHCTBOM MOPA3/Ie/IEHHbBIX TOBEPXHOCTEI SIBJISIETCS TIPH -
Mmenenue Becos pebep (Crease Sets). Biarogapst BBeeHMIO Beca M0JIb30BATEh MOKET
KOHTPOJINPOBATH PE3KOCTH YTJIOB TEOMETPUH U TIPHUABATH JII00YIO hOpMY co3/1aBaeMOii
TeOMETPUU C OCTPBIMU WJTH TIPSIMBIMU YTJIAMYL.

Pucynok 1.1.6 zeMoHCTpUpPYeT IpuUMep AeiicTBI BecoB pebep TpaHeil Ha MOJENb,
moJiydeHHyio B mipumepe puc. 1.1.5. 31ech ¢ momotwio ynpasienust Beanunaoit Crease
JOCTHUTAJICS TIPOTUBOIOIOKHBIN ahPeKT, 13 chepbl OBLI TTOMyUeH KyO CO CrIaskeHHBIMH
YTJIAMH, HO TIPU 9TOM TOTOJIOTHSI MOJIETTM U KOJIMYECTBO TpaHeii He MeHsunch. Obparu-
Te BHUMaHue Ha uiutioctpanuu B u C, B HUX IpUBEIEHBI TIPUMEPHI C OIHUM 3HAYEH-
eM BecoB pebep, HO TIPH 9TOM BeC TIPUMEHEH K PasindHbiM HabopaM pebep. B mepsom
carydae BepTHKaIbHbIE pebpa He 006J1a1aloT BECOM, a BO BTOPOM, HA000POT, 3THM pebpam
MPUCBOEH BEC, YTO TTO3BOJIIIO0 chopMUpoBaTh (hopmy Kyoda.
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Puc. 1.1.6. Npumep BnmaHus Beca pebep rpaHeii Ha GopmMy o6bekTa.
A - Crease =0.85, B — Crease = 3.0, C — Crease = 3.0 (Bce pebpa)



[Ipumenenue BecoB pebep rpaHeil akTyaqbHO B MOJAEJUPOBAHUN OPTAaHUYECKUX
dhopm, momycTum, UdPOBHIX MEPCOHAKEH WIN TaKUX OOBEKTOB PEaTbHOTO MHUPa, KakK
MJIACTMACCOBBIE UTPYIIKM WJIM METaJIMYeckue 0OBEKTHI, (hopMa KOTOPHIX CO3/IaHa
C TIOMOIIIBIO TIpecc-hOopM.

Yaiite Bcero B mpoIecce MOJIETNPOBAHUS TIOJUTOHATBHBIX OOBEKTOB TIPUMEHSTIOTCST
takue nHcrpyMmentsl, kak Extrude, Bevel, Slice, Weld 1 1. . Onu mo3BosT Xym0xK-
HUKY (POPMHUPOBATH OCHOBHYIO (hOpMY 00BEKTA U 0OABIATH WK YIATIATh HEHY/KHbIE
rpanu. B kaxmom nakere 3D-MonmennpoBaHus U aHUMAIUHU TIPUCYTCTBYIOT MTPAKTHYe-
CKU BCE OCHOBHBIE UHCTPYMEHTBI OJUTOHATBHOTO MOIETMPOBAHUSI.

BoJbIIMHCTBO M3 HHCTPYMEHTOB MOJIETTMPOBAHMUSI CO3/IAHO JIJIsT yI0OGHOTO 1 Oectipe-
MSITCTBEHHOTO CO3/IAHUS CJIOKHBIX MTOJUTOHATBHBIX ITOBepXHOCTel. OCHOBHBIE 33124,
KOTOPbIE MU BBITIOJHSIOTCS, — JobaBjeHne/yIaleHie HOBBIX IPaHeil W TTOBbIIIECHNE
wiotHocTH ceTku reoMerpu (puc. 1.1.7). Kaxapiil 13 mHCTpYyMeHTOB 06/1a1aeT CBOUMME
napamMeTpaMiu, KOTOPbIE MO3BOJISTIOT HACTPAMBATDL €r0 U MOJYYATh JKeJIAeMbIil Pe3yJIh-
TaT. Bre 3aBucHMOCTH OT TIPUJIOKEHUST HMHCTPYMEHTHI MOJIETUPOBAHUS, PEATU30BAH-
Hble B HUX, BBITIOJHSIIOT OJMHAKOBBIE 3a/aui. Pasimuust MOTYT 3aKJII0YAThCS TOJIBKO
B HA3BAHMIX WJIU TTOCJIEI0BATEIBHOCTU UX IIPUMEHEHUS 1 (DYHKIIMOHATIBHOCTH.

A B C

Puc. 1.1.7. Npumep co3paHnst HOBbLIX FPaHen
C NoMOLLbIO MHCTPYMeHTOB Extrude (B) n Bevel (C)

[TapasnneabHO pa3BUTHIO TEXHOJIOTUI MOIETUPOBAHNA U ITPeJICTaBIeHns (HhopM reo-
METPUUYECKUX OOBEKTOB TJIa Pa3paboTKa MHCTPYMEHTOB aHUMAIMK U BU3YaJIU3AIUH.
B To Bpemsa kak aHUMAIMsI IPU3BAHA OKUBUTH «OE3/YIIHBIE» TPEXMEPHBIE 0OBEKTHI
BUPTYJIBLHOTO MUPA, BU3yaJIU3allMs TIPU3BaHA 0KMBUTD UX C TIOMOIIBIO CBETA U IBETA.
B 0 e Bpems Gaarogaps BU3yaanu3aiiiy XyI0KHIUKHI TOJYYUIA BUPTYaTbHbIe KON
peaibHBIX 00BEKTOB, TAKUX KaK MCTOYHUKU CBETA M KAMEPDL. A ¢ TIOMOIIBIO KOMITBIO-
TEPHOI aHUMAITNH YAI0Ch JOCTUTHYTh PaHee TPYIHOIOCTUKUMBIX IBUKEHUN KaMepbl
1 OCBellleHNs, Be/lb aHUMUPOBATD BbI MOKETE TTPAKTHUYECKU BCE.

3a BpeMsi pasBUTHS TEXHOJOTMH OTOGpakeHUs MHGOPMAIUY W BU3yaTU3aI[iK
OBIJIO TPOHIEHO HECKOJIBKO KJIIOUEBBIX ATANOB. Be3ycI0BHO, KAUeCTBO CHHTE3UPOBAH-
HBIX C TIOMOIIBIO KOMITBIOTEPOB 1 TIPOTPaMM 00PA30B 3aBUCENIO OT PA3BUTHS BBIYUCIIH-
TEeJBHON TEXHUKHU U CHCTEM BBIBo/Ia nH(opMaru. V3HadaabHo nepsbie 06pasbl Mpej-
CTaBJISIMCH KaK MPOCTENTIast ceTka, Ge3 CJI0KHOTO JIJIst TeX BpEMeH 3aTeHEHUsT, TIPU TOM



JKe B Mupe (DaHTacTuKM, riae GUryprupoBaIn KOMITbIOTEPHI, NH(DOPMAIIUS Yallle BCETO
TaK U TPEJCTABJANACh, B BU/e OJUTOHATBHON ceTku (puc. 1.1.8A). Muorue nepso-
IIPOXO/IIBI B 00JIaCTH KOMITBIOTEPHON rpad UK CBOU TIepBbie paboThl (HOPMHUPOBAIU Ha
OCHOBE TIPOCTOI BU3yaIU3aIilni pebep MOJUTOHATBHBIX 00hEKTOB.

Mo Bpems, 1 ¢ pa3BUTHEM KOMITBIOTEPHOI TEXHUK, TIOSBI€HIEM HOBBIX TEXHOJIO-
Uil 1715t oToOpakeHus nHGOPMALKH, a TAKKE ¢ HOosIBJIeHneM rpadudecKux nHrepdei-
COB TI0JIb30BaTeell HHCTPYMEHTDI JIJIsT BU3YAIU3AIIMN U300PaKEHUH CTAIN TOTyYaTh
BO3MO’KHOCTH, TO3BOJISIBIITIIE PEATTU30BATD JJOCTATOYHO yOEIUTENbHOE 3aTEHEHIE TPEX-
MEPHBIX MOJIeJIel U IMUTUPOBATh Ha30BbIE TUIIHI KICTOYHUKOB CBETA 1 TeHEN. DTO CTAJIO
BO3MOJKHBIM OJIaroiapsi Pa3BUTHIO aJITOPUTMOB TPACCUPOBKH JIyUeil, BOBMOKHOCTSIM
(hopMUPOBAHUST 3ePKATBHBIX OJUKOB U MHOTOMY JIPyroMy. Tak, TepBbie KOMMEPUYECKUE
peleHnst Uik KOMITbIoTepHOH rpaduk, paspabaTbiBaBiivecs B koHIe 1980-x — Hauase
1990-x, TTO3BOJISAIN BOCCO3/IATh OOMBITMHCTBO 3 (HEKTOB OCBEIEHYS 1 3aTeHEHUS U3
peasbHoro mupa (puc. 1.1.8B).

IMapasienbHO ¢ pa3spabOTKOI OCHOBHBIX MOJIEJIEN 3aTEHEHUST yUeHbIE 1 pa3paboTuu-
KU 9KCIIEPUMEHTHPOBAJIH ¢ peansanueil 6ojee CIOKHBIX MOJEICH OCBEIIEHHSI 1 TJI0-
GaTBLHBIM OCBETIEHEM. DTO CTATIO OCHOBO CO3/IAHUS OT/ETbHBIX MPUTOKEHIH, BBITIOJ-
HSIBIITMX Y3KOCIEIMATM3NPOBAHHBIE 33IaU1 BU3YTU3AIHH, HATIPIMEDP MOJIETPOBAHIIE
rI06aJIbHOTO OCBEIEHHS Ha OCHOBE anroputMoB Radiosity 1 MeTozia (hOTOHHBIX KapT.

C Bo3pacTanueM BbIYUCIUTENBHBIX MOIIHOCTEN [eHTPAIBHBIX IIPOIIECCOPOB HE3ABH-
CUMbIe BU3yain3aTopbl, Takie Kak mental ray, RenderMan Pro Server u zip., cTaiu mosy-
YaTh COOCTBEHHYIO PEATTM3AIINIO0 MOJIETIEH TII00aIbHOTO OcBeleHust. Biarogapst Bospoc-
Te TIPOM3BOIUTETHHOCTH CTAIO BO3MOKHBIM 00pabaThiBaTh TOPa3Io OOIbIIe JaHHbIX
1 hopMupoBaTh yoeUTeIbHOE OCBEIeHNE B cIieHe. [Py 9TOM MOJIe/Ti 3aTeHEHUS U aJl-
TOPUTMBI TPACCUPOBKM Jydeil Ha npotsukenun 90-x rogoB XX CTONETHS TIpeTeprienn
MHOKECTBO M3MEHEHWIT U MOCTOSIHHO COBEPINEHCTBOBAINCH. biarozapst atoMmy crajio
BO3MO>KHBIM TIOJIYYUTh PE3YJIBTaThl, aHAJIOTHYHbBIE TTpe/icTaBieHHbIM Ha puc. 1.1.8C.

Ha texymuii MOMEHT BpeMeHHU TEeXHOJOTUU MOJIETUPOBAHNS W BU3YATU3AIIUN Pa3-
BUTBI HACTOJBKO CHJIBHO, YTO OCTAETCS TOJBKO TTOHIATH OCHOBY, U IS XYZOKHUKA He
COCTaBUT TPY/Ia UCIIOJTIB30BATh CAMbie PA3HOOGPA3HBIC MHCTPYMEHTBI IS Oy YCHVST

JKEJTa€MOTO pe3yJbTaTa.

Puc. 1.1.8. OT ceTkun oo poTopeannama





