OCHOBHM NAPUHUMNINMN HA KOMNKOTBHPHA BU3yasnin3auums

My6nukysaHo ot Simonsita

Ha 24.01.2011

OCcHOBHM NPUHUMNN HA KOMNKOTBLPHa BU3yanusauumsa

OCHOBHM eTanu npu cb3gaBaHe Ha pealIMCTU4YHUN KOMNKOTBLPHU V|306pa>|(e|-|M;|

* [NopekTupaHe Ha cueHaTa

* MogenupaHe Ha obekTuTe

* lanonseaHe Ha matepunanu

* [NocTaBsiHe Ha OCBETMEHME U KaMepu

* AHMMUpaHe Ha cueHaTa

» BusyanunsmnpaHe Ha cueHaTta

O6w, nornen BbpxXy uHTepdenca Ha 3D Studio Max 3.1
* JleHta ¢ meHto (Menu Bar)

* NMaHen c eTukeTn (Tab Panel)

* JleHTa ¢ uHcTpymeHTun (Toolbars)

* MaHen c komaHan (Command Panels)

* YepToxxHu noneta (Viewports)

* [MaHen 3a cbecTosHMeTO (Status Bar controls)

* [MaHen 3a koHTpon Ha nsobpasssaHeTo (Viewport Animation and Navigation Controls)

JemoHcTpauus

Cb3gaBaHe Ha npocTa ClLieHa, CbCTosLLa Ce OT Maca 1 NpeaMeTy, PasnonoXeHu Ha Hes

Ctbnka 1. Cb3gaBaHe Ha ocHoBaTa Ha macarTa.
1. Create Cylinder R=20, H=50, H. Seg=10.

2. Modifiers - Taper A =- 0.6, C = - 1.6; Modifiers - More - Skew A=60.
3. 3apante nme "Base" Ha obekTa -npomeHeTe Cylinder1 Ha Base u HaTtucHeTe Enter.

Crtbnka 2. Cb3gaBaHe Ha nnoTa Ha macata - extrude a shape. Kpua (Shape) - o6ekT, geduHupaH ot

€aWnH 1no Hakonko Bezier splines.

1. Cb3gaBaHe Ha enunca: Create - Shapes - Ellipse -> B pabotHoTo none "TOP" - create ellipse: L=100,

W=200, 3agante nme B noneto "Name and Color" -> Table plate.
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Modify- Extrude- A=4 - > nnoTta e B 6a3oBata paBHuHa XOY.

3. MNpemecTtBaHe Ha nnoTta Ha macaTa - Select and move - (n3nonseante X, Y, Z, XY, 3a ga 3agagete
nocokaTta Ha npemecTtBaHeTo; B paboTHoTO none "Front" cenektupanTe nnota u ro NOCTaBeTe BbPXY
ocHoBaTa. 3a ga HanpaBuTe ToBa MO-NpeuunsHo knuvkHeTe "Region zoom" n yronemeTe ropHaTta 4acT Ha
OCHOBAaTa; 3aBbpLUETE pexmMa C ASICHO KNMKBaHe, Harnacete BUCOYMHATa Ha nnota. B paboTtHoTo none
"TOP" View 3eHTpupanTe nnota Taka, Ye LeHTbPpbT My (MapkMpaH c ocuTe X,y,Z Aa CbBrnagHe C LeHTbpa
Ha ropHM4 Kpai Ha ocHoBaTa.

4. Zoom extends all; SaveAs - Demo1.max - LLle nonyynTe cnegHuaT pesynTtar:

' Perspective

Ctbnka 3. Pegaktnpante cnnanH-kpvBaTta Ha enuncarta B cTeka Ha moaudukaTopute (Modifier Stack).
MNoTbT € 06eKT, KOUTO Ce CbCTOM OT ennnca Ha KoATo e npunoxeH mogmdukaTopbT Extrude. 3DSMAX
CbXpaHsiBa BCMYKM AaHHM 3a Cb3[aBaHETO Ha fafeH 06ekT B cTeka Ha moamndukatopuTe (Modifier Stack).
Bue moxe ga ce npuaBwxkeaTte 4O pas3nMYHM €NeMeHTM B TO3M CTEK M Taka Aa nosfyvaBaTpe AoCTbM A0
napameTpuTte, Kouto pgeduHupaTr obekta. 3a nnota npunoxete moaumdukatopa EditSpline, 3a ga
yrnpaBnsBaTe KOHTPOSTHNTE TOYKM.

1. PaboTtHo none "Top", n3bepete nnota Table_plate.
2.
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Modify - B cTeka Ha mogndumkatopuTe Buxagarte "Extrude”.

3. OtBOpeTe cTeka Ha mogudmkaTopute n nsbepete "Ellipse" - cera nmate KOHTPON BbpXy NapameTpuTe,
AedvHupalum envncara.

4. Mpunoxete moancukatopa EditSpline - Buxaate 4-te Bbpxa M CbLLO XbNTnaT 6yToH "Sub-objects”. C
TOBa MOXe Aa MaHunynupaTe KOHTPONHUTE TOYKK Ha cnnanHa (EditSpline -> Sub-objects -> Vertex)

5. Cenaktupanite Bbpxa Ha crnfanHa Ha MecTonosnoxeHueTo "6 yaca" e pabotHoTo none ‘TOP'. OT aBete
CTpaHM Ha BbpXa BuxaaTe 3erfeHnTe KOHTPOMHM To4kn Ha beane (Bezier control points).

6. M3nonaBanite nHcTyMeHTa Select and move, 3a aa npemMecTuTe KOHTPONHWUTE Teukn Ha Besve n pa
TpaHcdopmmpaTe enuncarta KakTo € nokasaHo.

7. 3anaseTe pesynTaTa oT paboTarta cu - SaveAs - Demo2.max.

' Perspective

| Edit Spline

Ctbnka 4.
Crtbnka 5. Cb3gainTe yawa 3a Boga oT npumuTrBa Tpbba.

1. N36epeTe Zoom Extents all selected (Mpexata e nsbpana) - ianonssawte cnmcbyHusa (Flyout) 6yToH.
2. B naHena 3a KoHTpon Ha u3obpassBaHeTo u3bepete Arc Rotate - usnonssante MHCTYmMeHTa U B
paboTtHoTo none PERSPECTIVE npemecTeTe rnegHarta Touyka Hag mpexara.

3. Usnonaearite npumntnea Tpbba: Create - tube R1 =8, R2 =7.5, H = 30, H. Seg. = 10.

4. MpunoxeTte moaundukatopa Taper Bbpxy Tpbbata: Modify - taper: A=0.35, C= - 1.25; pante nme
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"Glass".

Ctbnka 6. HanpaBeTe BTOpa 4alua 3a Boaa.

1. KnukHeTe uHcTpymeHTa Select and Move.

2. CenektupanTe 4alwiaTta € YepToxkHoTo none "TOP".

3. HatucHete Shift n BnayeTe yawara Harope 1 HagsACHO.

4. B gnanorosus npo3sopel, "Clone Options" nsbepete Instance n HatucHete OK.

Cera nmarte 2 yawwn. BTopaTa e eksemnnsip, Nofy4eH OT NbpBaTa Taka, Ye BCAKAKBU MPOMEHM B MbpPBUS
06eKT aBTOMATMYHO Ce MpeHacaT Ha BTopusA. YawuTte 3a Boga HAMAT AbHO, HO TOBa He ce Buxaa OT
n3bpaHaTa rnegHa Toyka. 3anaseTe pesynrarta oT paboTtaTa cu - SaveAs - Demo3.max.

Perspective

Ctbnka 7. Cb3gaBaHe Ha Yalla 3a BUHO Ypes 3aBbpTaHe Ha npodun, npeacTaBnsaBaly CnianH Kpusa.

1. B ueptoxHoTo none TOP - cenektnpanTe mMpexarta u KnukHeTe OACHO - nsbepete oT MeHoTo Activate
Grid -> Home Grid.

2. CkpuiTe mpexaTta - OT naHena ¢ komangute nsbepete Display - Hide by category - nstepete Helpers -
TOBa LUEe CKpue MpexeTa.

3. Haueprante npoduna Ha yawara B YyepToxkHoTo none FRONT. YBenuyete (zoom) 4act OT YawaTta u
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oT nnoTa Ha macaTta. C 6ytoHa Max Toggle nokaxeTte camo 4epToxxHOTO none FRONT.

4. B naHena 3a KoOHTpon Ha u3obpassiBaHeTo knukHeTe asicHo 3D Snap Toggle: maxHeTe usbopa
(uncheck) Grid points - nMHMATA, KOATO LWe MOCTPOMTE HAMA Aa Ce CBbp3Ba C TOYKUTE Ha Mpexara;
knukHeTe Ha Home Grid -> maxHeTe mnsbopa (uncheck ) "Inhibit Grid Subdivision...." -> cera Bwxpaate
dunHata mpexa (sub-grid). 3aTBopeTe Ananorosusi Npo3opeL.

5. AktusupanTte 2D Snap - CnucwyHo meHto (Flyout) ot 3D Snap.

6. Cb3gante npocpuna - Create - Shapes - Line. Cb3gainTte koHTypa.

7. KnukHeTe aacHo Ha 2D Snap u Bb3cTtaHoBeTe HacTponkute Grid and Snap Settings, kKOMTO NpoMeHuxTe
B Touka 4. [Jeaktusupante 2D Snap.

% demo3-a.max - 3D Studio MAX R3.1

E—

8. Pepaktupante npoduna - n3bepete ot komaHaHua naHen Modify - Edit Spline -> Sub-Object.
9. KnukHeTe OSCHO Ha BbPXOBETE, MOCOYEHM CbC CTPENKM C NNbTHA NHNA 1 n3bepete Bezier.
10. MpemecTeTe KOHTPONHUTE TOUKM Ha KpuBaTta Ha besne n mogoduumpante npoduna.
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3D Studio

[ Edit Spline r

11. Mpunoxete Modify - Lathe. B cnucbka Ha napameTpuTte nsbepete 3a Allign - min, ¢ koeTo nocraesTe
OCTTa Ha 3aBbpTaHe Ha nesus (min) pb Ha npoduna.

12. 3a pa nonyunte no-3aobneHa dopmMa Ha OCHOBaTa Ha Yalwarta pefakTupaWTe OOMbIHUTENHO
npoduna - nsbepete edit spline e cteka Ha moaudmkaTopuTe N KINMKHETE NOCneoBaTeNHO AACHO TOYKa
B OCHOBaTa Ha vallaTta, NocodeHa C CTpefnka C NyHKTMpaHa NuHus - n3bepete Bizier corner - B TO3U
Cry4an KOHTPOSTHUTE TOYKM He NnexaT He eHa NMHUA.

13. Pegaktupante npoduna 4ype3 npemMecTBaHe Ha KOHTPOSTHUTE TOYkW. HanpaBeTe CbLUOTO U 3a BTOpUSA
BPBX.

14. lNMokaxeTe pesynTaTa Kato ce NpPUABWXMTE B CTeka Ha Moaudukatopute Ha Lathe u aktuBupanTte
onuuute show u results.

15. YBennyete 6posi Ha cermeHTUTE Ha Moamdukatopa Lathe Ha 30.

16. 3anaseTte pesynrtarta ot paboTtarta cu - SaveAs - Demo4.max.
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% demod.max - 3D Studio MAX R3.1
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Ctbnka 8 (nokassa gonbnHUTENHa Bb3MOXHOCT). Konuparte (Copy) ypes (Shift+tmove) yawarta 3a BuHO
n pegaktupante koHTypa (Edit spline) kato MmaxHeTe u gobaBnTe BbPXOBE, 3a Aa Cb3gageTe OPYr KOHTYP,
OT KOMTO Aa HanpaBuTe olle eanH obekT Ha macaTta. Ha gscHata curypa e nokasaH nonyyvyeHusT KpaeH
pesynrarT.
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Perspective

Ctbnka 9. Cb3ganTe owe eamH obekT OT Konue Ha YallaTa 3a BoAa.

1. KonupanTte (Copy) upes (Shift+tmove) yawara 3a Boga - B Aunorosus nposope, nsbepete "copy".

2. Pepaktupante cb3gageHoTo konve. OT komaHgHuA naHen m3bepete Modify, cnen koeto m3bepete
Tube oT cTeka Ha MoaundukaTopuTe.

3. Pepgaktupaiite napameTpuTte Ha TpbbaTta - R1 = 12.5, R2 = 12.

4. Pepaktupante napametpuTte Ha mogudukatopa Taper - nsbepete Modify u cnep toBa Taper oT cTeka
Ha mogudmkaTopuTe.

5. NpomeHeTe napameTpuTe Ha mogudukatopa Taper A=1.0, C=1.5.

6. Zoom Extents All. 3anaseTe pesyntaTta oT pabotarta cu - SaveAs - Demo5.max.
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ok demob.max— 3D Studio MAX R3.1_
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Perspective

Ctbnka 10. 3agaBaHe Ha maTepuanu

1. lMNMpocTta npomsiHa Ha UBeTa Ha OTAenHuTe 06eKTM MoXe ga npaeBuTe 4Ype3 OGyTOoHa 3a NMpoMsiHa Ha
LuBeTa, KONTO Ce Hamupa OTAACHO Ha MONeTo 3a 3ajaBaHe Ha MMe Ha obekTa. lNMpomeHeTe uBeTa Ha
npeameTnTe, pa3nofoXeHM Ha MacaTa KaTo u3nonseaTte To3u noaxoa.

2. 3a 3agaBaHe Ha NO-CrNoXHW MaTepuanu ce U3nons3ea pefakropa Ha matepuanu. Masukante pegaktopa
Ha mMatepuanu oT fieHTaTa 3a MHCTYMEHTM (CUMBOMBT My € YeTUpWU Marnku cdepu CbOTBETHO C CUH, Ban,




3eneH 1 JYepBeH UBAT). MmanTte npeasua, Ye ako pabotute B pasgenurtenHa cnocobHoct nog 1280/1024
BME He BMXAaTe KpavHaTa AACHA YacT Ha NeHTaTta C MHCTYMEHTU, KbAETO € Pa3nofiokeH CbMBOMBT Ha
pedaktopa 3a matepuanuTte. 3atoBa TpsabBa Aa NpemMecTuTe neHTata C MHCTYMEHTUTE HansBo, 3a Aa
MOXe Ja U3BMKaTe pedakTopa Ha MaTtepuanure.

3. Cnep u3BMKBaHe pedakTopbT Ha MaTepuanuTe oTBapsl OMarioroB Npo30OpeLl, pasrnosiokeH B AsicHaTa
yacT Ha ekpaHa.B ropHata 4acT Ha TO3M Ouarnoroe nNpo3opel, ce HammpaT TecToBu cdepun, Ha KOUTO ce
BM3yanuavpaT cCb3gaBaHUTe Martepuanu. B pgonHata nonoBMHa Ha Cblusa nNpo3opel, ce Buxkaar
OyTOHUTE, C KOWUTO Ce ynpaBnsBaT napamMeTpuTe Ha pedakTupaHuss maTtepuan. B ropHata asacHa
MoNoBMHA Ce BMXKAA OMaroroBUMST Npo3opel, C KOWTO ce npaBu mMabop Ha ueaTt. Hai-o6wo kasaHo
TexHonorusTa Ha paboTa e cnegHaTta: Cb3gaBa ce MaTepuarn C XXeraHu CBOMCTBA KaTo Ce U3MEHSAT Mo
noaxoasily Ha4yMH napameTpuTe My M crnef ToBa TO3M MaTepuan ce NpUcBOsiBa Ha cenektupaH obekT oT
cueHaTa.

4. B KOHKpPETHUs cry4an cb3gante 1 npucBoeTe Ha 0b6eKTUTEe Ha cueHaTta cneaHuTe maTepuanu:

» Ha kynata R=160, G=120, B=80, Specular Level = 25, Glossiness = 25, Opacity =100;

» Ha yawwnTte 3a Boga R=80, G=200, B=130, Specular Level = 55, Glossiness = 85, Opacity =50;

* Ha yawara 3a BnHo R=200, G=80, B=130, Specular Level = 55, Glossiness = 85, Opacity =50;

* Ha ocHoBaTa Ha macaTa 3aganTte oT bubnuoTtekarta rotosus matepuan Metal Chrome;

* Ha nnota Ha macata 3agante ot 6ubnuoTekata rotosusa matepman Wood_Oak.

5. 3anasete pesyntara ot paborara cu - SaveAs - Demo6.max.

6. HanpaBeHuTe NpomeHn B matepuanute ce m3obpasasaTt rpybo B pabotHoTo none "PERSPECTIVE".
3a pga Buaute KpamHuda pesyntata oT paboTata Cu Bu3yanumsuMpanTe cueHaTa KaTo u3nonseate
MHcTpymeHTa Render scene (Hamupa ce BOSICHO OT pedakTopa Ha matepuanuTe U e Bu3yanusmpaH C
WKOHa, NpeAcTaBnsaBaLla YanHuk).
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Ctbnka 10. Cb3gaBaHe u paboTta c kamepa

0.0

| Grid =

% o2 ek

1. KameleTe Ca MbliHOMNpPaBHA 00eKkTn B cueHarta. I'Ipvl 3alaBaHETO Ha KaMepa Cce U3NbJIHABAT CcnegHunTe

CTBIMKW:
* Cb3gaBaHe Ha kamepaTa

» CBbp3BaHe Ha kameparta ¢ u3bpaHo paboTHO none
» HacouBaHe 1 HacTporBaHe Ha kKamepara

2.
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Kato cneagBaTe obuwarta npoueaypa 3agante kamepa, KOSiTO € HacoveHa KbM LieHTbpa Ha cueHaTa. 3a
uenta B paboTHoTo none "TOP" HamaneTe n3obpaxxeHNeTo AoKaTo CLeHaTa 3aeme OKono ¥4 OT NoneTo.

3. OT komaHaHusa naHen n3depete Create - Cameras - Target.

4. B paboTtHoTo none "TOP" 3aganTe MeCTONONOXEHWETO Ha Kameparta (ToBa € MSACTOTO, KbAEeTo Lie
KNUKHeTe C MuLLKaTa) 1 BrnaveTe KbM TouykaTa, KbM KOATO UCKaTe Aa HacouMTe Kamepata (Tasn Todka ce

onpenena npu otTnyckaHe Ha nesusa KJ'IaBMLLI).

Perspective




5. CBbpxeTe kamepata ¢ pabotHoTo none "PERSPECTIVE". 3a uenta akTuBumpante ToBa More wu
HaTuCHeTe oT knasmaTypaTa C - ToBa € KOMaHAa OT KraBuaTtypara, C KOATO ce NPOMEHS n3006paxkeHneTo
B aKTMBHOTO paboTHO none. Crea n3nbfHEHWETO Ha Ta3n KOMaHAda B paboTHOTO Mone ce nokassa norneq
npes kamepata kbM usbpaHata Touka. [MoHexe cb3gagoxte kameparta B paBHuMHaTa XoY B paboOTHOTO
none TOP, cera norneabT KbM MacaTa € OT HUBOTO Ha NnoAa.

6. Hactponte kamepaTa. 3a ga BuxgaTe KamepaTa BbB BCUYKM pabOTHU MOreTe M3MbiHETE Zoom
Extents All (paboTHOTO none Ha kamepaTta He ce Bnusie OT Ta3u KomaHga). B pabotHute noneta TOP,
FRONT u LEFT moxeTe ga mectute KamepaTa M TOukaTa, KbM KOSATO TS € HacodeHa KaTo M3nonaseaTe
uHcTpymeHTa Select and Move. ToBa no3sonsBa NecHO fa HacTpomBaTe KamepaTta B OPTOroHanHuTe
paboTHKM noneTa.

7. CneunanuanpaHnuTe Bb3MOXHOCTM 3a yNpaBfieHNETO Ha kamepaTta cTaBaT AOCTbMNHW Crned akTuBupaHe
Ha paboTHOTO norne Ha kamepaTa. ToraBa MOXeTe Oa ynpaensBaTe Kameparta C chneuvanuavpaHuite
KOMaHOM, pasnofioXeHu B B AsicHaTa 4acT Ha [laHena 3a KOHTpon Ha u3obpassBaHeTo./3nonssante
oytoHnte Truck Camera, Dolly Camera u Orbit Camera 3a ga nonyyute nsobpaxeHneTo, nokasaHo Ha
cneaBawarta gurypa. 3anasete pesynTata oT pabotarta cu - SaveAs - Demo7.max.

* demob.max - 3D Studio MAX R3.1
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Crtbnka 11. Cb3gaBaHe 1 paboTta ¢ U3TOYHMLM HA CBETNIMHA
1. Co3pante B paboTHoTO none TOP gBa TO4YKOBWM CBETNMHHM M3TOYHMKA (Omni Light) kaTto n3nonseate
komaHaus naHen Create - Lights - Omni. Pasnonoxete eguHUAT CBETNMHEH U3TOYHUK [OMYy ASICHO, a
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ApYrvsaT rope nseo.

2. HarnaceTe CBETNMHHUTE U3TOYHWULM KaTO M NPEMeCTMTE Ha NOCOYEHNTE Ha No-AonHaTa durypa Mmecra
KaTo nanonseaTe MHCTpymeHTa Select and Move.

3. Cob3panite B pabotHoTo none TOP eguH HacoveH npoxektop (Target Spot). Hactpomkata my e
nogobHa Ha Ta3n Ha kamepa. NocTaBeTe NPOXEKTOPa Ha4 MacaTta U ro Haco4YeTe KbM NPeaMeTUTE BbPXY
Hes.

4. 3a pa 3apgagete pexuMm, Npu KOWTO TO3M MPOXEKTOP XBbPIsl CAHKa, ro cenektupanTte, nsbepete
komaHgata Modify, oTBopeTe meHtoTo Shadow Parameters n aktupupante noneto On.

Front’

Camerall

Ctbnka 12. Busdyanuauparte cueHata B paboTHOTO none Ha kamepata (komaHaa Render). 3anomHeTte
n3obpaxeHnMeTo BbB (hain 1 ro n3nonasanTe B Apyrn JOKYMEHTU. AKO nckate ga norriegHeTe cueHarta ot
apyra rnegHa Todka e HeobxoAMMO camMoO Ada NoCTaBUTe Kamepata Ha XenaHoTo MACTO M Aa
BM3yanuampare OTHOBO.
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