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BBepoeHue

OT aBTOpPOB

Anppeii Ilnakcun (B ceTy U3BeCTHbII Kak Scionik) — CIIENUAIICT 110 BY-
3yaJU3aInH.

«IIpuBercTByI0 Bac, oporue yuraTesu. Xouy HEMHOTO PaccKasaTh
0 cebe 1 00 uee HAIMCAHUST KHUTH...

A ponuncest v Beipoc B Kuprusuwu, B roposie @py#nse (Tenepb 9TO ropojl
Bumnikex). B Mocksy nepepaiics B 2008 roxy. PaboTaio B apXUTEKTYPHOIT
M3l H-CTYANH, a TaKKe 3aHuMatoch Gputancom. OcHOBHas Most paboTa
3aKJII0YAETCs B BU3YAIM3alMU HMHTEPhEPOB JJISI CTYIMH, B KOTOPOil pabo-
tato. TakKe ABJISI0Ch aKTUBUCTOM coo0IecTBa osb3oBareneii Autodesk.
Mou paGourie uHcTpymeHThl — 510 3ds Max Design, MHTErpupoOBaHHbIil
B Hero pexziepep mental ray, HeckobKo ckpunToB i 3ds Max Design, Hy
u, camo co6oii, Photoshop — gt 06paboTku pengepos. Pambiiie g UCIob-
soBas V-Ray B kauecTBe peHjepepa B cBoeii pabote, a B anpesie 2009 roza
PeIIn HEMHOTO U3MEHUTh HHCTPYMEHTapuil U 1mornpobosath mental ray.
[To ceit sieHb TOJB3YIOCH UM JIJIST PEHIEPUHTA TIPOEKTOB.

Korpa wawan msydarb mental ray, mpu nepemeiblBAaHUN MTPOEKTOB
¢ V-ray BO3HUKAJIU HEKOTOPBIE TPYAHOCTHU. S Jlaske Kynul KHUXKKY, ITPO-
quTas €€ 3a mapy JHeH, Koe-4To YCBOWJI, HO B II€JIOM OHA MTOKA3aJIach OY€Hb
IPOCTOI U He HACTOJIbKO MH(POPMATUBHOI, Kak XoTesnoch Obl. Kak okasa-
JIOCh, OHA JIJIST TI0JIb30BATENEil, KOTOPbIE COBCEM HE 3HAIOT, YTO TAKOE PEH-
nepunr. B Ceru kynui napy KHUT 3apy0OesKHbIX aBTOPOB; XOPOLIKME KHUTH,
HO BCE JKe Ha aHTJIMHCKOM SI3bIKe. BbIJI0 HEKOTOPOE pa3oyapoBaHue — 1o-
yeMy sKe HET XOPOlllell KHIMH 110 apXUTEKTYPHOI BUsyaiisainuu B mental
ray CpelHero YPOBHS ITOJTb30BATEISI HA PYCCKOM SI3bIKE?

Wpnest Hanmucanust KHUTH, KOTOPYIO BbI YJKe UMTaeTe, BOSHUKJIA B OJIUH
us aHel, Korga g B cBoéM JKusom Kyphase (scionik.livejournal.com) me-
JIaJl OUepeIHyI0 3aliCh 110 ocBoeHuo mental ray. IIpuKuHyJI, 4TO y MeHs
yIKe eCTh OIbIT paboThI ¢ mental ray, ecTh HOHMMaHKE [IPOLIecca BU3Y K-
3aI[1H, €CTh JKeJaHUe JIEJTUTHCS OINBITOM C JIIOJAbMU. ECTh JII0/I1, KOTOpbIE
JEHCTBUTENBHO XOTAT OCBOMTH mental ray, HO He 3HAIOT, C Yero Hayarh,
€ KaKoro caiiTa, cratbu, KHUTH. [I0BTOPIOCH, HA PYCCKOM SI3BIKE JIOBOJIHHO-
Taku Masio nHpopmanuu. Bot TyT-TO M poaniachk ujiest HaIMcaTh KHUTY.
Taxy1o, KOTOPYIO OBI I CaM € YA0BOJbCTBAEM IIPOYUTAN OT KOPKHU [0 KOP-



ku. [IperoHecTr MaTepuast Tak, 4TOOBI MOJTYYUIOCh HEUTO CPEHEE MEK-
Iy PYKOBOJICTBOM TI0JIb30BATEJISI U CIIPABOYHON JIoKyMeHTaIueid. ITo6br
OBLIN YETKUE OMMCAHMS TeX WM WHBIX TTAPAMETPOB U HACTPOEK U B TO JKE
BpeMst ObLJIO PACKPBITO UX B3aMMOJICHCTBIE, KaK OJMH MapaMeTp BJIHsIET
Ha JIPYTOH 1 9TO B PE3yJIbTaTe TOJYUUTCS C TPETHUM.

ITocsie Havana HAMCAHUS KHUTU OBLIM HMONBITKU OPOCUTH 9TO JIEJIO,
Tak Kak B TEOPUH BCE KA3aJI0Ch JIETKO — OMKCATh 1mapy (GyHKIWH, c/esnaTh
HECKOJIBKO CKPUHIIIOTOB, HO He TyT-TO ObLI0. YeM Gosiblie s mucas, TeM
GOJIbIIE TOHUMAJT, YTO ITO 3aiiMET OYeHb ¥ OYeHb MHOTO BPEMEHU U CHLT;
HEMHOTO MTOPAa3MBbICJIHB, 51 PEII/I IPUOETHYTH K TIOMOIIH APYy3el U KOJI-
Jier. Beem M oT/iesibHast 61aroJapHOCTh!

Ouenb HAZEIOCh, YTO BBl HE TIOXKAJEeTe O TIOTPAYeHHOM BPEMEHU Ha
usyderue mental ray, pyKoBOJICTBYsICh MaTepHUAIAMU 9TOW KHUTH» .

Aunexceii JIo0aHOB — apXUTEKTOP, CHEIHAUCT 110 BU3yaTH3aIlHH.

«$1 mocTarouHO TaBHO 3aHUMAIOCh HE TOJIBKO apXUTEKTypoit u 3D-rpa-
huKoit, HO 1 OOyUYEeHHEM U BHEAPEHUEM CHCTEM aBTOMATH3UPOBAHHOTO
MPOEKTUPOBAHUS. 3a 9TO BPEMsI S yCIe OHATh, YTO BaXKHO HE CTOJBKO
3HaHWe (PYHKIIMOHANIA MTPOTPAMMHOTO TMPOIYKTA, CKOJBKO TTOHUMAHWE
TOTO, KaK IPOUCXOAUT PaboTa B 9TOM MPOAYKTE, KAKME METOIMKI PabOThI
MPUMEHSIOTCST TIPU TOM TI0JIb30BaTesieM. KHurh, onuckiBaromne GyHK-
IIUOHAJI, HEPEIKO BBIIAIOTCS 32 TPAKTUYECKUE PYKOBOJICTBA, XOTS SIBJISIOT-
CsT TIPOCTO CIIPABOYHWKAMU 1O KOHKPETHOM BEPCUU TIPOTPAMMbBI. A KHUT,
KOTOpPbIe MOTJI ObI BCET/Ia CAYKUTh MCTOUHMKOM MPAKTHUECKUX 3HAHUII,
He ycTapeBaTh 1 ObITh aKTYaTbHBIMU JIasKe TIPH TOSIBJICHII HOBBIX BEPCUI
[POrPAMMHBIX IIPOYKTOB, KpaiitHe Masio BOOOIIIE ¥ [0 CHCTEME PEH/IEPIHTA
mental ray B yacTHOCTH. DTO ONPEETIIO MOE COTJIACHE Ha TIPEIJIOKEHITE
Anppest TlnakcrHa BHeCTH COOCTBEHHBIN BKJIAJL B CO3/AHUE TAKOW KHUTH.

Moé mepBoe 3HaKOMCTBO ¢ 3D-Tpadmkoii Hauasoch emie 15 et Haszaf
U He COBCEM CTaHAAPTHBIM crtoco6oM. TTOMUMO apXUTEKTYPbI, MHE GBLIO
HUHTEPECHO TPOrPAMMUPOBAHUE, W JIOTUYHBIM CJICACTBUEM 3TOTO OBLIO
JKeJIaHue HarcaTh cobctBeHHbiit 3D-aBskok. Toraa He GbLIO BUIEOKAPT
C anmapaTHON MOJIEP;KKON TPEXMEPHON rpadWKU, M MO TIEPBBII IBUIKOK
OB OYEeHB MTPOCTHIM ¥ UCITOJIH30BAJ PECYPCHI IIEHTPATBHOTO TPOIECCOPA.
Hasbire 66umn aerkkn Ha OpenGL u Direct3D ¢ ucnosib3oBaHueM BO3-
MOKHOCTEH BUICOKAPT, paboTa B UTPOBON MHAYCTPUU (MOZEIIEP ¥ MPO-
rpaMMUCT crelpdGEKTOR), 3aTeM sI TIOCBATHI cebst B GOJIbIIEH Mepe ap-
xuTekType, 3D-Busyanmmsanuu u dororpadun (Kak KpaiiHe WHTEPECHON
W TIOJIE3HOW YaCcTW apXUTEKTYPHOU BU3yaJlu3allid, KOTopasl Iepepocsia
B OT/IeJIbHOE X0001). PaboTas ¢ pasHOU CTEMEHBIO OTPYKEHUST BO MHOTUX



3D-makerax: Maya, Softimage, 3ds Max, Houdini, Cinema4D — u ¢ pa3HbI-
MU TIporpaMMam¥u penziepura: V-ray, mental ray, RenderMan, Maxwell,
FryRender, Tak kak MHe Beera ObIIIO MHTEPECHO paspadaThIBaTh, MPULY-
MBIBaTh METOIUKH, IIOAXOAL B padoTe, KaKk B KOHKPETHBIX IIPOrPaMMaXx,
TaK 1 001IHe, HE3aBUCUMO OT KOHKPETHBIX MPOTPAMMHBIX MTPOLYKTOB.

S Gyy oueHb paji, eCJiu 9Ta KHUTa MOMOKET BaM JIydIlle IIOHATh MeXa-
HU3M apXUTEKTYPHOW BU3YaM3aAI[H>.

BnaropapHocTu

Xouy nobaarogaputh Muxauna Huxuruna (Mikinik), Tamuny Biacosy
(Nightt), Buxropuio [lnax (Siamochka), 10pus Boukapésa (Hunter-X).
Tax:ke xouerca mobjaarogapuTh coobIecTBO moJb3osaTenein Autodesk,
aumenno Mieio I'myxanioka, Aprypa Kypakosa, Asekces bopucosa, Hu-
kuty TioKOBa, 32 MX PEKOMEHAINY 110 AANTAIlN MaTepPUasa Py MOJ-
TOTOBKE I1€PBOTO M3/IAHUSI.

Otrgenproe crnacu6o Anekcanapy CremanoBy (Lextorlex) 3a ero
OTPOMHBIIT BKJIA/ B HATIMCAHWE OT/IETbHBIX MTaparpadoB KHUTH.

Ocobyto 6JarolapHOCTh XOYY BBIPA3UTh CBOEMY JIydIlleMy JApyry
JMutpuio 3UMOBILY 32 €ro MOMOIIb B TIEPEBO/IE C AHTJINHCKOTO S3bIKA
Ha PYCCKUI GECYMCIEHHOTO KOJMYECTBA CTaTel U CIIPABOYHOI JTOKyMeH-
TaIVH, 32 PEKOMEHIAINK 110 0(DOPMJIEHUIO TJIaB KHUTH, a TAK)Ke 32 I0/I-
IEeP’KKY 32 BCE BpeMsI HATIMCAHUST KHUTH.

Cnacu6o kommanmnu Autodesk 3a mpeocraBiieHHbIe CIIPABOYHYIO WH-
chopMaIiio 1 HeKOTOPbIE NILTIOCTPAIIHH.

Komy agpecoBaHa aTa KHUra

OpruM u3 HanGosiee BOCTPEOOBAHHBIX BUIOB PabOT B IN3ANH-CTYAUY AB-
JiseTcsl BU3yasusalus nmpoekTa. I aTo Hey IuBUTeNbHO, YYUThIBasI, CKOJIb-
KO BPEMEHU U JIeHET 5KOHOMUTCST Ha 1T0I00PE I[BETOB U MATEPHAJIOB.
OBJ1azieTb UCKYCCTBOM U TEXHUKOH co3/1aHus (PoTOpeaTncTUYHON BU-
3yaJIM3allii MOKHO 1I0-pa3HoMy. TeM yuTaTessiM, KOTOpble IIPe/IounTa-
10T CUCTeMaTUYeCKUi 110/IX0/l, PEKOMEH/IYI0 UNTAaTh KHUTY OT Havasa J0
KOHII, 110 TIOPSI/IKY, a TaK:Ke 03HAKOMHUTBLCSI CO BCEMU WJLIIOCTPAIUSIMU
(BKJIIOYAA WJLIIOCTPAIMKA B BLICOKOM KadyeCTBE Ha dKpaHEe MOHHUTOPA).
A TeM, KTO TIPEITOYNTACT YIUTHCSI MHTCHCUBHO WJIM CJUIIKOM HeTepiie-
JIMB, 4TOOBI TPOYUTATH KHUTY I[EJHUKOM, COBETYIO PACCMOTPETh JIJIs Hava-



JIa WILTIOCTPAITH U IPOYUTATH TOTIICH K HUM. VTN Te TJIaBbl, B KOTOPBIX
OTMCHIBAIOTCS WHCTPYMEHTBI M TEXHUKH, KOTOPBIE BBl XOTUTE U3YUUTH
Haubosee noapoOHO.

B aT0ii KHUTE eCThb CBEIEHNS, KOTOPBIE PEIKO BCTPEUYAIOTCS B CIIPABOY-
HOU JIOKYMEHTAIINH, 9TU CBEJICHUS TOPA3/I0 BaKHEE, 4eM MOJKET ITOKa3aTh-
CsT Ha TIePBBIN B3TJISIL.

KHura oprieHTHPOBaHA Ha AN3aliHEPOB U aPXUTEKTOPOB, PaBGOTAROIINX
C TU3aifHOM HHTEPHEPOB M UMEIOIIUX HEKOTOPBIN OIbIT paboTh ¢ 3ds Max
nmn 3ds Max Design. Kuura Oyzer mosiesHa TeM, KTO yiKe MMeeT OTIBIT
B 00JIaCTH apXUTEKTYPHON BU3yaIM3aAIUU W XOUET PACIIUPUTH CBOU 3HA-
HUS B 9TOM HaIllPaBJICHUH.

B 3T0it KHUTE BBI He HAWAETE TOTOBBIX PEIICHUN U METOAUK PabOTHI.
Bo-11epBbIX, 3T0 ciesraio Obl KHUTY CJUIITKOM 00bEMHOI, a BO-BTOPBIX, €€
MOSIBJICHUE MOTJIO OB 3aTSIHYThCST Ha HeolpeAeiéHHbIN cpok. Ho BbI 1m0-
IPOOHO y3HAeTe PO Ha3HAUEHIE U CYTh ITAPaMETPOB, JITOPUTMOB PaGOThI
mental ray B cpeze 3ds Max, y3Haere mpo WX BO3MOKHOCTH U YBUIUTE
MOTEHITHAJ 9TUX ITAPaAMETPOB JIJIs CBOEH iessTebHOCTH. C 9TUM TOHMMA-
HUEM BBl CMOKETe caMu st cebst pazpaboTaTh HEOOXOMMbIE METOAUKY
paboThI, YTOOBI JOCTUTATh HAMJIYYIINX PE3YJIBETATOB.

Omnucanve GyHkimii mental ray 6yzer kak masa 3ds Max, Tak u st
Bepcuu 3ds Max Design, 711 IPOCTOTHI BOCIIPUSITHSI TEKCTa Oy/IET YKa3aH
mpocto 3ds Max 6e3 ciioBa Design.

CTpyKkTypa KHUrU

Bropoe nsmatue ObLIO 3HAYUTENBHO yiydlieHo u pacimpero! Ho u He
obouwtock 6e3 MuHycoB. [71aBa ¢ onucaHueM peHaepepa iray Oblia yaajieHa,
IIOCKOJIBKY 9TO TeMa OTAEJIbHON KHUIM, ObLIO IIPUHSTO PEIIEHO He 3arpo-
MOJKIaTh KHUTY APYTHM, XOTb U O4€Hb OJIM3KUM K mental ray peHaepepoM.

Kak v mepBoe usjianue, KHUTa COCTOUT U3 TISITU TJIaB, KaK/1asl U3 KOTO-
PBIX COJIEPKUT Pa3/IEIbl.

[TepBasi riiaBa copepsKUT OCHOBHbIE CBEIEHUST O TPEXMEPHOI BU3YyaJIu-
sanuu, BBegenue B mental ray. [ToMuMo 5TOTO, B 9TOH IJIaBe COAEPIKUTCS
noJie3Hasi nHGOPMAIMS O HACTPONKe MOJIb30BATEIBCKOTO MHTEP(heiica
3ds Max, o ero aganranuu noj pesaepep mental ray.

Bo BTOpOIt Ti1aBe omnucanbl TEOPUs cBeTa, (POTOMETPUUECKUE HCTOU-
HUKH CBETA M CUCTEMbI IHEBHOTO OCBEIEHUSI, TUITBI KapT TeHell. B komile
IJIaBblI OIIMCAaHA HACTPOMKA 9KCIO3UIMK PACCKa3aHO, YTO TaKoe M306pa-
JKeHUs BbICOKOTO 1BeToBOro anamnazona (HDR).



TpeTbst ry1aBa MOCBsIIEHA MaTepuajaM 1 UX (PU3MUYEeCKUM CBOMCTBAM
Kak B peaJbHOM Mupe, Tak u B 3ds Max. B 91001 e riase onucana KOH-
BepTAaIys MaTePUAJIOB U3 OJTHOTO TUTIA B IPYTOH, HAPUMED KOHBEPTATIHS
MaTepuasioB v-ray B Marepuasibl mental ray.

UYeTBépTast TJiaBa TIOCBSIIEHA HEMOCPEJICTBEHHO TIPOIECCY PEHJIe-
PUHTa, COMIUIMPOBAHUS U TUIIAM (PUILTPALIMN KOHEYHOTO U300PasKeHUS.
B ar0ii e riase omucanbl riobaibHoe ocsenenne, Final Gather, ¢horon-
HbIE KapThl U KaycTUKa. TaksKe B 9TOM TJIaBe JaHbl CBEACHUS 00 UCITOIB30-
BaHUM ONEPATUBHON MaMSTH U €€ ONTUMU3AINKU [IPU PeHIepuHTre. 3/1eCh
JKe OTTMICaHa TPACCUPOBKA JIyJeid.

Hy 1 HaKOHeII, [IsITast TJ1aBa COEPKUT OITUCAHUE MOCTOOPabOTKH, CO3-
JlaHUe W UCIOJIb30BaHUE PEHJIEP-2JIeMEHTOB U TT0CTI((HEKTOB, a TaKKe
JIpyTHUeE TOJIe3HbIE ONITUU U WHCTPYMEHTBI.

HexkoTopbie MbIC/IM U PEKOMEH/IAIMU B KHUTE€ HAMEPEHHO OIUCAHBI
[IPOCTHIM, OBITOBBIM SI3BIKOM JIJIst G0JIee MOJTHOTO U IIPOCTOr0 00bACHEH NS
MaTepuaa, B OTJUYKEe OT ONUCAHUS [APAMETPOB, KOTOPbIE B OOJIbIINH-
CTBE CBOEM UMEIOT TEXHUYECKHUH YKJIOH.

ITO U3JAHKE SABJISETCS BTOPLIM, B KOTOPOM ObLIO 700aBJIEHO MHOIO
HOBOTO, & TaKKe repepaboTaH 1 yIydliieH ctapbiii MaTepual. Jlo6aBiieHo
6OJIbIIIE TEOPETUYECKOrO U IPAKTHYECKOTO OIMCAHUS ITapaMeTpoB mental
ray, 1 paCCMOTPEHO UX B3aUMOJIeCTBIE.

B xHUTE MHOTO MILTIOCTPAIIH, IEMOHCTPUPYIOIINX Te WA WHbIE TTapa-
METPbI, KaK OT/IEJIbHO B3SITHIX, TAK M PACCKA3bIBAIOIINX O B3AUMO/IECTBUN
OJIHUX TIapaMeTpoB ¢ apyrumu. Ocoboe BHUMaHWE YEIEHO 1IBETY U I[Be-
Tonepesaye, HO B CBSI3U € OTPAHUYEHUSAMU [1€YATHOTO U3JaHUs HEOOXO0-
JIMMO CKavaTh BCe OPUTHUHAJbI MJLTIOCTPAIIMA 110 ajpecaM B VHTepHeTe:
http://www.scionik.ru/book /beta.zip (apxus 75 M6). Bee pucynku Ha-
XOJISITCST B TIAMKAX COOTBETCTBYIONIUX TJIaB, C COOTBETCTBYIOIIUMU HOME-
pamu, Kak B KHUTE.

OO6paTtHasa cBe3b

MbI Beerzia nojjepkuBaeM oOpaTHyO CBS3b ¢ untarejasmu. Jlaiite Ham
3HATh, YTO BbI JlyMaeTe O KHKIe, YTO BaM [OHPABHUJIOCH UK, HA0OOPOT, He
IIOHPaBUJIOCHh. MHeHMe ynTaTesieil Ui Hac 04eHb BasKHO, U Mbl XOTHM T10-
JIYYHUTh OT BAC MAKCUMAJIbHYIO OT/Iauy OT MaTepuasia i paccesiTh BCe Balln
HESICHOCTH.

Jluist Toro 4ToObI CBA3ATHCS ¢ HAMH, JOCTATOYHO OTIIPABUThH e-mail Ha
azpec scionik@mail.ru u ykasaTh B TeMe IcbMa mr book.



OneuyaTtku u OLLNOKU B KHUTe

HecMoTpst Ha TO 4TO MBI THIATEIBHO IPOBEPIEM MaTepUasl B KHUTe, OG-
KU 1/WJIU OTIeYaTKH WHOT/A CIydarorcst. Ecii BbI HANLIN OMTHOKY /1IN
oleyaTKy B Hallleil KHUTe, Mbl OyeM OJIaroJapHbl, €CJIU BbI CBSIKETECH
¢ HaMU 1 coobmuTe 06 3ToM. Braroapst aToMy Bbl MOMOJKETE HaM HUCITpa-
BUTHh HETOYHOCTH ¥ YCOBEPIIEHCTBOBATh MATE€PUA JJIST MOCTEAYIOIIETO
M3/IaHNs.

OGopynoBaHue u NporpaMmMHoe
obecnevyeHune

Bsl MoskeTe 1cosb3oBarh Kak 32-paspsiaroe (1o Bepcun 3ds Max 2014),
Tak u 64-paspsapHoe mporpamMmHoe obecrieuenne. Pexomenpyercss wc-
nmosib30BaTh 64-paspsanoe mporpamMmuoe obecriedenne. Hike mpusese-
HbI OhUIATbHBIE TPeGOBaHSI K 060PYI0OBAHUIO 1 TPOTPaMMHOMY 06ec-
TIeYeHNI0 KOMITbIoTepa kommanueit Autodesk.

OnepaunoHHas cucrema

Jlnst 3ds Max/Design 2012 u Boiiite pekomenayercst Microsoft Windows 7
Professional, Microsoft Windows Vista Business (SP2 wiu Bbiiie).
Microsoft Windows XP 6oJibliie He OALePKUBAETCS.

OO6opyaoBaHue

Il 3ds Max/Design 2012 u BbIliie, B OCHOBHOM JIJIsT aHUMAI[UK U PEH/IE-
punra (Meree 1000 o6bexToB wau 100 000 moauroHoOB):

Intel- wim AMD-miporieccopsr ¢ rexHosiorueir SSE2;

ot 4 T'6 oneparusHoii namsitu (RAM);

3 T6 cBobOOIHOTO MecTa Ha JKECTKOM jaucke u 4 T'6 daiin moakauky;
Direct3D 10, Direct3D 9 wmm OpenGL-coBMecTuMbie KapTh
(256 M6 wm ¢ GOJIBIIUM KOJMYECTBOM HaMATH, PEKOMEH/YeTcs
1 T6 wan GoJibiie).

Jls coxubIX cuen ¢ 6oapmmM KomdectBoM (6osee yem 1000 00b-
exktoB uian 100 000 nosuronos):

e Intel- uim AMD-npoueccopst ¢ Texuosorueii SSE2;
e ot 8 I'6 oneparusHoii namsat (RAM);
e 3 T06 cBoGomHOrO MecTa Ha sKECTKOM aucKke u 8 I'6 dailsr mogkauky;



e Direct3D 10, Direct3D 9 unu OpenGL-coBMectumbie kaptol (1 T'6
ui GoJiblie).

Jlyist peHieprHTa AaHUMAIUU B BBICOKOM Pa3pellieHur BaM moTpedy-
10TCst GOJIBIITIE BHIYUCIUTEbHBIE PECYPCHI — MPodeccuoHaIbHbie pabo-
ure crannuu. OHAKO BbI MOKETE OOBEMHUTD OOBIYHBIE TTEPCOHABHBIE
KOMITBIOTEPBI B CETh U MOJIYYUTH BHIUUCIUTEIBHBIE MOIITHOCTH, O00HbBIE
podeCcCHOHATBHBIM PA0OUNM CTAHIIUSIM,

Takske MOKHO BOCHOJIB30BATLCS YCAYyTraMy yIAJIEHHBIX peHiep-hepM.

O pacripezie/IEHHOM CeTeBOM PEH/IEPUHTE OMMCAHO B COOTBETCTBYIO-
1eM pasjiesie KHUTH.

YcTtaHoBKa npyuoputeToB ucnonb3oBaHusa CPU

Haunnag ¢ Bepcun 3ds Max 2014 MOKHO yCTaHOBUTH KCIIOJIb30BAHUE
peHzepepoM mental ray KoJmyecTBa IOTOKOB M UX HPUOPUTET UCIIOJIb-
30BaHUsI BO BpeMsl peHzepunra. B mamnke plugefg In BbI Haiizere daiin
mentalray cpu.ini, B KOTOPOM MOKHO YCTAaHOBUTbH IIPUOPHUTETHI HCIIOJIb-
30BaHMS Balllell MAITHBI:

;- mentalray_cpu.ini

. Sets thread priority and thread count for mental ray renderer.
. Meaning of Thread Priority numbers are

; == Normal

; -1 == Below Normal

; -2 == Lowest

. Meaning of Thread Count numbers are

; == Use as many threads as there are cores

; == Use N threads

; -N == Use as many threads as there are cores, minus N

[Threads]

; Settings for normal / interactive renders in the UI
. Thread priority (defaults to -1 = “Below Normal”)
RenderThreadPriority=-1

; Thread count (defaults to 0 = use all cores)
RenderThreadCount=0



. Settings for backburner / network renders

: Thread priority (defaults to -2 = “Lowest”)
BgRenderThreadPriority=-2

: Thread count (defaults to O = use all cores)
BgRenderThreadCount=0

Kax Mbl BUANM, MOKHO yCTAHOBUTbH [TPUOPHUTETDHI, IOTOKU M KOJIU-
yecTBO ucnosb3yeMbix gzep LI npu penpepumre.

Ha 3ameTky. OTOT paiin cunTbiBaeTCs BO BPEMS 3arpy3Kn Makca,
nobble N3MeHeHUs B daiine BCTYNaT B CUITY MOCTIe COXpaHeHus ali-
na v nepesanycka 3ds Max.

[IpHOPUTETHI TOTOKOB MCIIONB3YIOTCSA TAKUM e 06Pa3oM, Kak 9TO pea-
muzoBano B Windows: 0 Normal (O6brunbiii); -1 Below normal (Huxe
copeznero); -2 Low (Hwuskwuit). Jlydire He MCHob30BaTh MOJIOKUTEb-
HbIe 3HAYCHUS 1711 HTOTO TIapaMeTpa, Tak Kak Jaske epeMerieHue Kypcopa
MBIIIKK GyIeT TIPUTOPMAsKUBATh, TOKA PEHIEPUHT M300pakeHUs He 3a-
KOHYMTCS TTOJHOCTDIO.

KoamuecTBO TOTOKOB: TIPU HYJIEBOM 3HAYEHUU UCTIOJIB3YIOTCS BCe TI0-
Toku I1II.

[MonoxkuTenbHoe 3HAYCHWE OYIET YKa3blBaTh KOJIUYECTBO TOTOKOB
nuIs perieputra (camo coboii pazymeercs, ecau y Bamtero 1111 8 motokos,
a BbI yCTAHOBUTE 9, TO U MCIIOJIb30BaThCs Oyzer 8).

OtpunaresnibHoe 3HaueHne GYAET OTHUMATh YCTAHOBJIEHHOE KOJIU-
YeCTBO MIOTOKOB OT OOIIETO YUCIA.

ITpo6ubie mosnodynkuronasbibie 30-1HeBHbIE Bepcun 3ds Max u
3ds Max Design MoKHO cKauaTh Ha O(QHUIMATIBHOM caiiTe paspadoTymKa:

http://usa.autodesk.com/3ds-max/trial/.

[TpuBenéHHble B KHUTE TIPUMEPBI OBLITN C/IeJIaHbl Ha pabodeil CTaHI[1H:

e 1entpasbhblii npomeccop (CPU) core i7-980x 3.33 I'Tiy;
e omnepartuBHas namars (RAM) 24 I6;
e Buzpeokaptsl (GPUs) Novidia Quadro 4000 u GeForce 580.






