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BeepeHue

OT ABTOPA

Wpess HamucaTh BTOPYIO KHUTY, TIOCBSIIEHHYIO OJHOIM M3 CaMbIX MHTEPECHBIX
¥ IMHAMMWYHO Pa3BUBAIOIIMXCS 06j1acTeil B MHAYCTPUM KOMITBIOTEPHOI TpaduKu,
Yy MeHSI OSIBWIach IOCTATOYHO aBHO, eltle B 2010 roxy. Ho emie panbiie, B 2007 ro-
Iy, 51 3aTyMbIBAJICSI O TOM, UTOOBI B3SIThCS 3@ HAIMCAHVE KHUTY, TOCBSIIEHHOM MH-
CTPYMEHTaM U TeXHOJOTUSIM Bu3yanu3auyu. C ONbITOM NPUILZIO OCO3HAHME TOTO,
YTO U Kak HY)XHO CJleJIaTh, @ TaKKe MOHMMaHMe TOTO, UTO Ha PbIHKE MPaKTUYeCKU
OTCYTCTBYeT IIeJIblii IIJIaCT JINTepaTypbl, MOCBsIeHHOl makeTy Autodesk Maya,
a Takke MHCTPYMEHTaM M TeXHUKaM BU3yaau3aiuin.

Cucremoii Bu3yanusanuu V-Ray s MoJib3yl0Ch Ha MPOTSDKEHUM MHOTUX JIeT, U T10-
yeMy 6bI He paccKka3aTh O ee BO3MOKHOCTSIX? BeZlb JOCTaTOYHO YaCTO MOJIb30BATE N
06paIraTcs ¢ MHOXKEeCTBOM BOITPOCOB O TOM, KaK MCIIOJIb30BaTh V-Ray, Kak CBSI-
3BIBATh MEXKIY COOO Ieiinepbl M MHOTYME APYTMe BO3MOXKHOCTU Y MHCTPYMEHTBI
CUCTEMBI BU3ya/IM3alu. DTO U MOCTYKMUJIO TOJTUKOM K Hauaay paboThl Had HOBO
KHUTOI4, 1IeJIMKOM IOCBSILeHHO Bu3yanu3aluu B makete Autodesk Maya u cucte-
Me Busyanusauumu V-Ray for Maya.

S ponwiics u kuBy B roposie Exatepunbypre, cTonuiie Ypasa, IpakTUUeCcKu Ha
rpanuile EBporsl 1 Asun. B chepe KoMIbIoTepHOIT rpadyky paboTaio Ha MPOTsKe-
Huu 19 ner. CBoI MyTh MHe IOBEIOCh Ha4aTh Kak nmpoctomy CG-xynoxxHuKy (Com-
puter Graphics), BBITIOJIHSIST pa3aMyHbIe 3aKa3bl ¥ MPAKTUKYSICh. Biaaromapst aTomy
YIaJIOCh TIOJYYNTD XOPOIINI OIBIT B PA3IMUYHbIX 00JIACTSIX KOMITbIOTEPHOI rpadu-
KU ¥ au3aitHa. Ho 061acTh BU3yanusanyum, CUCTEMHOM MHKeHepUM Y TeXHOTIOT Uit
MHe Bcerjia HpaBuiach 6OJIbIIle, UTO U MOCTYKIUJIO SKeJlaHeM pa3BUBATHCS B TaH-
HOM HarlpaBJeHUMN.

Ocenbio 2007 roma 6611 OITy6IMKOBAH MOV TTePBbIii YPOK Ha CTPAHMUIIAX OHJIATH-
skypHasia RENDER.RU, ¢ 3Toro MOMeHTa, MOXKHO CKa3aTbh, HauaJaach MOSI IesITeNib-
HOCTb B KaueCcTBe TexHU4eckoro mnucatens u UT-xypHanucrta. Ceiiuac 0OCHOBHOe
HarpaB/ieHle MOe€i IesITeIbHOCTY — TeOPHs KOMITbIOTEPHOI rpaduKu U BU3YyaI-
3alLMu, TeOpHs U MpPaKTUKa 06paboTKM M306paxkeHnit, pa3paboTka pabounx mpo-
1eccoB. IToJ MOMM aBTOPCTBOM M3[IaHO U OMYOJMKOBAHO MHOXECTBO CTaTeli 1 06-
30POB, TTOCBSIIIEHHBIX TeMe TeXHOI0TUl Busyanusanuu B CG.

Ha mpoTsbkeHUM IBYX OeCSITUIeTH cobpasach OrpOMHast KOJIIEKLIMST MaTepua-
JIOB, TIOCBSIIIEHHBIX METOJaM U MHCTPYMEHTaM BU3yaausanuu coBpeMeHHbix CG-
1306pakeHNIi. BOIBIIMHCTBO M3 HUX BOIIJIO B UAEI0 HaIMCAHUS KHUTY, KOTOPYIO
BbI JIEPKUTE B CBOMX PYKaX, I[eMKOM IOCBSIIEHHON TeXHUKAM M MHCTPyMeHTaM
BU3yaIU3aAIUN.

Taxske 51 Bemy MpoduIbHbIN 60T 1o HasBaHMeM «dimson’s Blog» — oH OCBSI-
meH o6mM BorpocaM CG ¥ pasaMUYHbIM HOBOCTSIM M3 MMpa TeXHOJIOTuii. JIoCTy-
TIeH B CeTU MHTepHeT Mo aapecy http:;//dimson3d.blogspot.com/.


http://dimson3d.blogspot.com/
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Ha crpanunax onnaitH-xxypHasia RENDER.RU ¢ Befly CBOIO aBTOPCKYI0 KOJIOH-
Ky ¥ OJIOT [jIs1 COOOIIeCcTBa XyMOXKHUKOB, LIEJIMKOM ITOCBSIIEHHBI TEXHOJIOTUSIM
¥ BO3MOSKHOCTSIM COBPEMEHHBIX MHCTPYMEHTOB BU3yanmu3auuu. JIocTylieH B ceTu
MHTepHeT no aapecy https;//render.ru/ru/dimson3d.

BnArogAPHOCTU

3a 6e3rpaHUYHYIO MTOMIEPIKKY I XOUY TI06/IarOfapuTh CBOMX APY3eii U KOJIJIET, KTO
noAepskan Uaelo HalucaHusl KHUTU U TIOMOT peajin30BaTh 3ayMaHHbIe TUIaHbl.

3a OKa3aHHYIO MOAIEePKKY U MOMOIIb BHIPAsKaI0 6OJIBIIYO 61aroJapHOCTh CBOUM
IPy3bsiM, a MMeHHO: InaBHOMY penakTopy noprasia RENDER.RU Pomany Llanuky,
Anexkcanzapy KerutsimoBy (Skif) 3a mpemocTaBiieHHble UM MOZIEIU AJis CO3aHUS
WJUTIOCTpALINii B KHUTE. Biaromapio cBoero 6;11M3K0ro Ipyra U TaJIaHTINBOTO pelaK-
topa Jluauio To6payeBy, MOAEPKaBIIYI0O B TIeprof, paboThl Haf, CAOKHENIINMU
pasgenamy KHUTU. 3a IMOMOIIb B CO3AAaHUM WUTIOCTPALMii KHUTK U TTIOATOTOBIEH-
Hble 06pasbl 61arogapio Ceetnany Uy6aToBy.

3a BO3MOYKHOCTb MCITO/Ib30BAHUSI COBPEMEHHBIX pellleHui [Jisi KOMITbIOTepHO
rpaduKy U BU3yaauU3aluuy, 3a MOALEPKKY M BO3MOXKHOCTb «HEMHOTO OIlepeskaTh
BpeMsI» BbIpaskalo 61arofapHOCTh MPeCTaBUTeNbCTBY KoMmaHuu Autodesk B Poc-
cun u mporpamme Autodesk Developer Network. 3a mogaepskky ¥ MOCUIbHYIO TTO-
MOIIIb XOUEeTCsT T06JIaroapuTh CBOMX Apy3eii u kowier u3 Autodesk Expert Elite:
Aupnpes IlnakcuHa u Eneny Tanxuny.

3a TeXHUYECKYIO MOAIEPXKKY U 0becrieueHre HeoOX0IMMbIMY BbIYVCTUTETbHbBI-
MM pecypcaMi BbIpaxkaro OTPOMHYI0 6aromapHoCTb EBreHuto 3BepeBy 1 Pomany
Jlyuenko u3 kommanuy FORSITE. Takke 3a MoAAepskKy 1 obecrieueHie Heo6Xomu-
MBIMM IPOTPAMMHBIMMU PeIIeHUSIMM 6J1aToIapIo MpeicTaBuTeseit kommnanuy Chaos
Group, a umenHo IxxaBupa VMimanosa (Javid Imanov) u Anekcanzapa Kapakaiesa
(Alexander Karakashev).

O YEM 3TA KHUTA

KHura, KOTOpyIO BBl JiepsKUTe B PyKax, IOCBSILEHa CUcTeMe Bu3yanusauumu V-Ray
ot komnauuyu Chaos Group 1 ero peanusanuu B Buze uHrerpamnuu V-Ray for Maya.
C OfHOI CTOPOHBI, 3TO MOAPOOHBIN I/ IO OCHOBHBIM aTpuOyTaM ¥ MmapaMeTpam
CUCTEMbBI BU3YyaIM3alMy, HO TakkKe 5Ta KHUTA PACKPbIBaeT OCHOBHbIE ITPUHIINUIIBI
Mpe/iCTaB/IeHNS JAHHBIX ¥ PabGOTy OCHOBHBIX aJITOPUTMOB, UCIIOJIb3YEMbIX B SITpE
cucteMbl Busyanusauuu V-Ray for Maya.

KHuura npepcrasieHa ceMblo IJlaBaMy U TpeMs IPUIoKeHusIMu. Ilpuseny kpar-
KOe OIMCaHNe K/II0YEeBbIX TEM.

I'naBa 1 «CBeT u 11BeT B KOMIIbIOTEPHOII rpaduker». [lepBas riasa mnocssiie-
Ha TeOpMUM U MHCTPYMEHTaM VIIPaBJIeHUSI LIBETOM B IMPUIOKEHUSIX KOMIIbIOTep-
HOJ rpadMKy U MOCT-06paboTKN. B MaHHOI I71aBe MOAPOGHO PACCMOTPEHbI TaKue
BOIIPOCHI, KaK I[BeTOBbIe MO/ U IIPOCTPAHCTBA, CUCTEMBI YIIpaBIeHMS [JBETOM
B BeIyIIMX MPUIOKEHUSIX KOMIIbIOTepHO# rpaduku, npeodpazoBaHMIO 1IBETOBbIX
MPOCTPAHCTB U3 OJHOTO B IPYTO€e U BbIBOJA M300paskeHMsI Ha OUCTIIEN.


https://render.ru/ru/dimson3d
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I'naBa 2 «MlHCTpyMeHTHI BUu3yanusauum Maya». Bropas riiaBa nocssiieHa He-
nocpecTeeHHO nakeTy Autodesk Maya u peann3oBaHHBIM B ero MHTepderice MH-
CTPyMeHTaM BU3yajM3aluy TPEXMEPHBIX CLieH. biarogaps 9Toii riaBe Bbl y3HaeTe
o peanmsanum V-Ray for Maya 1 IepBMYHOI HACTPOIIKE CUCTEMBI BU3YaTM3aLIVIN.

I'naBa 3 «<Hauano pa6otsl ¢ V-Ray for Maya». TpeTbs I71aBa 1eJIMKOM MTOCBSI-
meHa Havasry pabotsl ¢ V-Ray for Maya. 3mech BbI y3HaeTe 06 OCHOBHBIX JIEMEHTaX
MHTepdeiica, B KOTOPBIX peann3oBaH GyHKUIMOHAI V-Ray, 0 TOCTaB/sSIeMbIX B KOM-
mekTe ¢ V-Ray for Maya fomoHUTENbHBIX MHCTPYMEHTAaX U UX Ha3HauUeHUMU.

I'naBa 4 «['eomeTpusi U BBIGOPKA». B ueTBepTOil IVIaBe paccMaTPUBAIOTCS
MIPMHIIUIIBI PAOGOTHI C FeOMETpPHEli, METOAAMM BIOOPKY 1 KAUECTBOM BU3YaIU3UPY-
€MOT0 M300paskeHMsT; Kakue HaCTPOIKM VMCIIOAb30BaTh JIJIST TIOBBINIEHMS] KauecTBa
CTJIRKMBAHMS U TPACCUPOBKM JTyUeli; KakKue MeTOobl pefocTasisieT V-Ray n korpma
UX 11eJ1eC000Pa3HO MPUMEHSTD.

I'nasa 5 «Illeitmepsr V-Ray». [IaTas rjaBa 1eJIMKOM ITOCBsIIIIeHa paboTe ¢ 1eii-
JepaMy MaTepuanoB U TeKCTYp, ocTaBisieMbix ¢ V-Ray for Maya; oCHOBHbIM MO-
JessiM 3aTeHEeHUS U TeXHOJOTUSIM TEeKCTYPUPOBAHMSI OOBEKTOB, peaan30BaHHbIX
B V-Ray for Maya.

I'maBa 6 «KKamepsl u ocBenieHue B V-Ray». B m1ectoii riiaBe getaabHO ONMCAHbI
KaMepbl M UCTOYHUKN CBETa, CBOMCTBA MCTOYHMKOB CBETA U METO/IbI TTI00ATbHOTO
ocBeleHMs], peann3oBaHHbie B V-Ray for Maya.

I'naBa 7 «BbIBOJ, M300pa>keHMi T M KOMIO3UTUHI». B cebMoii Iy1aBe omnmca-
HbI TIPUHIIUIIBI BBIBOAA M300paskeHNIT U 3aIMCh OTNIpe/iesIeHHbIX JaHHbIX. [logpo6-
HO paccmoTpeH ¢opmaT OpenEXR 1 MpuBeIeHbl OCHOBHbBIE aJTOPUTMBbI CBEIEHUS
37IeMEeHTOB M300paskeHusI Ha dTare komnosutuHra ¢ npumeHenueMm NUKE, a Taxke
IaHO HecKojibKo npuMepoB Bo FUSION u Adobe After Effects.

IIpunoskenue A «VcraHoBKa u pa3BepreiBanue V-Ray for Maya». 3ToT pas-
JleJl LIeJIMKOM IOCBSILEH YCTAHOBKE M Pa3BEPThIBAHMIO CUCTEMBI BMU3yalau3alun
V-Ray for Maya; oH 6ymeT Iojie3eH Ipu Iepexo/ie Ha HOBYIO BEPCHUIO ITPOTPaMMBbl
U Sigpa BU3yanusaluMu, a Takke IJIT pa3sBepThIBaHMS Ha (epmax BMU3yaam3alyn
C omepauyoHHbIMM cucTeMaMu Linux 1 Windows.

IMpunokenne b «KKoundurypauus V-Ray for Maya». Bo BTopom mpuioskeHnn
paccMOTpeHbl OCHOBHbIE TIepeMeHHbIe Cpefibl, UCII0Ib3yeMble IJis1 KOoHpUurypauum
cuctembl Busyanmsauym V-Ray for Maya n V-Ray Standalone.

IIpunoskenue B «Ikocuctema V-Ray». KpaTkoe onmcanue skocucteMmsl V-Ray,
MHTerpaluuu B pasanyHbie 3D-MakeThl M KOHBelep rnepegauy JaHHbIX MEXIy pas-
JIMIHBIMU IPUTOXKEHUSIMHA.

Bce r/1aBbI JAHHOI KHUTY TIPEICTABISIIOT OT/AENbHbIE 061acTH (QYHKIIMOHATBHO-
CTU cucTeMbl Busyanusaiuu V-Ray for Maya — oT HacTpoiikyu 6a30BbIX TapaMeTPOB
CUCTEMBI BU3YyaIM3alMM 10 MOIETMPOBAHMS I[NIOOATBHOTO OCBeIIeHMs] B ClieHe
¥ BBIBOJIa MHOTOKaHAIbHbIX M300paskeHMii. Onupasich Ha MPeACTaBIeHHbI B KHIA-
re MaTepuas, Bbl MOXETe BBICTPaMBaTh CBOM COOCTBEHHBbIE pabouye IMPOIEeCCHl,
HauboJiee BHITOHBIE JIJIST BAIIIETO CTUJIS PAOOTHI U ITPOEKTOB.

KoMy ALPECOBAHA 3TA KHUTA

HanHasg kHUra npexuae BCero agpecoBaHa Ccrienmajamncram, paGOTaIOIJ.U/IM B 006J1acTu
pa3p360TKI/I MaTepunaioB, OCBEIIEHNA U d)I/IH&J'IbHOfI BU3yaJIN3allUN. OTO U3IaHue
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MOXXeT ObITh ITPUMEHEHO KaK MOAPOGHOE CIpaBOYHOE PYKOBOACTBO Ajist CG-xy-
JIOKHMKOB ¥ TeXHUUECKUX CIiel[anncToB. HaumHaromme mnoab3oBaTeny Autodesk
Maya u V-Ray for Maya cMoryT Jsiyuiiie paso6paTbcst B BO3MOXKHOCTSIX V-Ray 1 crie-
UMGUUHBIX IJISI JaHHOM CUCTEeMbI BU3yanu3ainuy GyHKISX.

TPEBOBAHMS K OBOPYJOBAHMIO

IOnst pabotsl ¢ V-Ray for Maya peKOMeHIyeTCsI MCIOJIb30BaTh KOMITBIOTEPHI CO
CJIeAYIOIMMY MUHUMAIbHBIMU TpeOOBaHMUSIMMU. B KauecTBe OCHOBBI B3SIThI Tpe-
6oBaHMs [IJIST BCero makera B 1esioM. Ilaketr Autodesk Maya 2018 mopnmepskuBaeT
cenymone 64-6UTHBIE OMepalMOHHbIE CUCTEMbl M MUHUMAJIbHbIE TPEOOBAHMUS
K 060pyIOBaHMUIO.

OnepanyuoHHas cucrema:

Windows® 7 Professional edition;

Windows® 8.1 Professional edition;

Windows® 10 Professional edition;

Apple® mac OS® X 10.11.x, 10.12.x, 10.13.x, 10.14x!;
Red Hat® Enterprise Linux® 6.5 & 7.2 WS?;

CentOS 6.5 & 7.2 Linux.

IInst mocTyma K OHJIAH-IOKYMEHTAIMM U CepPBUCAM HEOOXOAMMbI CJIeYIOIINe
Be6-6pay3ephl:

Q Microsoft® Internet Explorer®;

QO Apple® Safari®;

O Mozilla® Firefox®;

O Google Chrome™,

IlenTpanpubiii nponeccop (CPU): 64-6ut MHOTOSIIEpHBIN TTpotieccop ot Intel
mm AMD ¢ nioaepikkoii Ha6opa uHcTpykimii SSE 4.2.

PeKOMEH/TyeTCsI TIPOLIeCCOp C YEThIPbMS U 60Jiee BbIUMCIUTENbHBIMU SIPAMMU.
IMporeccops! oT kommnauuu Intel (c momoupsio TexHonorun Hyper-Threading (HT))
" Tipotieccopbl KommnaHuu AMD (Ha 6a3e apXUTEKTYpbI Zen) MOTyT 06pabaThiBaTh
IIBa MOTOKA HA KaXKAOM 13 GU3NIeCcKuX simep. [IJist 3Toro ciemyet obpaiiaTh BHUMA-
HI€e Ha MOJIeJTh IIPOI[eCCOpa ¥ €r0 MapKUPOBKY; OOBIYHO KOJTMYECTBO SI€P/TIOTOKOB
orpepensieTcs sHaueHusimu 2/4, 4/8, 6/12, 8/16, 10/20, 32/64 u 1. 1.

OnepatusHast namsatb (RAM): muaumym 8 T'6 (pekomenmyetcst 16 T6 u 6051b-
mre). 17151 paboThI C GOTBIIMMY Y KOMIUIEKCHBIMM CIIEHAMY PEKOMEH/TYeTCSI UCITOJTb-
30BaTh 32 win 64 T'6+ omepaTUBHON MaMATH. DTO TaKkKe MMO3BOJUT KOMMOpPTHee
paboTaTh C HECKOJbKMMU OJHOBPEMEHHO 3aMyIIEHHBIMY TPOTPAMMaMU VI 3K-
3eMmIuisipamu Maya.

JKectkuit guck (HDD): nns ycranoBku naketa Autodesk Maya 2018 o ymosua-
HMIo TpedyeTcs 3 I'6 cBO60IHOTO MPOCTPAHCTBA HA KECTKOM JVICKE.

(ONONCNONONE)

1 Ecsm BbI BeIONHMIM 06HOBIeHMe 10 macOS 10.15, o3HakoMbTeCh ¢ MHGOPMAaLMeli O 1e-

pexone Ha Bepcuio macOS Catalina, JocTyrnHy0 Ha cTpaHuile Running previous versions
of Maya on macOS Catalina: https;//knowledge.autodesk.com/support/maya/troubleshoot-
ing/caas/simplecontent/content/running-previous-versions-maya-macos-catalina.html.

2 Tpe6yercsa muueHsus multi-user, muieHsus single-user He MOAIePKUBACTCS.


https://knowledge.autodesk.com/support/maya/troubleshooting/caas/simplecontent/content/running-previ
https://knowledge.autodesk.com/support/maya/troubleshooting/caas/simplecontent/content/running-previ
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I'paduueckuit yckoputenb (GPU): pekoMeHayeTcs ucnoib3oBaTb GPU oT Kom-
rauuit NVIDIA mau AMD c 4 I'6 rpadnyeckoit maMsITH U BBIIIE.

[MTaket Autodesk Maya 2018 nmongmepskuBaet Multi-GPU kKoHUTrypaiumu pabounx
CTaHLINIT; TAaKMM 06pa30M, BbI MOXKETE UCII0/Ib30BaTh HeCKOIbKO GPU, ycTaHOB/IEH-
HbIX B Ballleil cyucTemMe. TO MO3BOJISIET IPUMEHSITh OOJIbIINe TEeKCTYPHbIE KapThl
U BBITIOJTHSITh MHTEPAKTUBHYIO BU3Yaa3alMI0 B TAHEeSIX BULOBBIX OKOH MPOEKIUTA
C BBICOKOJ CKOPOCTBIO.

st obecrievenyist GyHKIUI U TOAIEPSKKM YCKOPEHMS BBIUMCIEHNI C TIPUMeHeH!-
eM GPU B Maya u V-Ray GPU y6enutech, 4To Balll rpadyIecKuii yCKOPUTETb O Iep-
skuBaeT APINVIDIA CUDA (mist GPU ot NVIDIA) 1 Open CL (m1s1 GPU NVIDIA 1 AMD).

MaHUITYJISITOP: TPEXKHOIIOYHAS MBbIIITh.

[Momumo mbiiu, B makeTe Autodesk Maya MOsKHO cMesio MCITOIb30BaTh rpadu-
YyeCcKMii TJIaHIIeT, Takoit Kak Intuos oT kommanum WACOM, a TaksKe cIielajibHbIi
maHumyasaTop SpacePilot ot kommanuu 3DConnection.

3amyck Maya B BUPTyaJIu3MpPOBaHHOM OKpYyKeHuu Ha ocHoBe NVIDIA GRID
u VMware. Bbl MoXeTe 3amycTuTh Maya B BUPTyaJabHON Cpelie ¢ IpUMeHeHNeM
Bo3MoskHOCTeli TexHosoruu NVDIA GRID 1 VMware. 3To m03BoJisieT 3aITyCKaTh
TIPUJIOKEHME Ha YOAJeHHOJ CUCTeMeE U BBITIOJIHSITH paboTy C IpUMeHeHMeM yaa-
JIEHHBIX pabounx cTos0B. [Togpo6Hee o 3armycke Maya B BUPTyalIn3UpPOBaHHOI cpe-
Jle BbI MOKeTe y3HaTh U3 mokymeHTta Nvidia Guide for Virtualization with GRID &
VMWare, moctynHoro mo ccelike http://images.nvidia.com/content/grid/pdf/maya/
NVIDIA-GRID%20Application-Guide-Autodesk-Maya.pdf.

JTO MMHMMAaJIbHbIE TPeOOBaHMS K 000PYIOBaHMIO, Ha KOTOPOM MOKET ObITh 3a-
nyuieH naketr Autodesk Maya c V-Ray for Maya. [To cyTu, uem IpousBogUTe/IbHEE
oymet CPU 1 Ipyryie KOMIIOHEHTBI CCTEMBI, TEM OBICTPEE Bbl CMOKETE BBITIOHSITh
paboTy Hajm mpoekTamyu. He MeHee BasKHBIM CUMTAETCS TOT (PaKT, YTO KOMITAHMS
Autodesk BbIMOTHSIET cepTUGUKAIINMIO pabOUNX CTAHLINI U rPadUUeCKUX YCKOPUTE-
neit. CepTuduKanys Mo3BosieT 6pICTpee BhIGPATh MOIXOASIIYI0 MOeIb padoueri
CTaHIMK WK TpadMueckoro YCKOPUTEIs, a TakKke HalTU gpaiiBepbl, cepTUduIm-
pOBaHHbBIE TO/JT TEKYIYI0 BEPCUI0 TPUTIOKEHMS.

TPEBOBAHMS K MPOTPAMMHOMY OBECMEYEHUIO

B nannoit kuure paccmatpuBaetcst Autodesk Maya 2018 Update 6. 3To mporpamm-
HOe obecrieueHre MOXHO 3arpy3uTh ¢ opuIManbHOro caiita komnanuu Autodesk
c IpaBoM 6ecCIJIaTHOTO MCIT0/Ib30BaHMs B TeueHue 30 mHeii (trial version): https://
www.autodesk.com/products/maya/overview.

ITomuMo 3TOTO, AJIs1 CTYAEHTOB U IIperoiaBaTeseii TOCTYIIHa BO3MOXKHOCTD IIpHK-
MeHeHMUsI TOJHOLIeHHOM Bepcuyu Autodesk Maya, MOCTyIHOM IO akajeMuUuecKoit
nuieH3un. I[IporpaMmy MOXKHO 3arpy3uTh CO crielinanbHoro pecypca Autodesk Edu-
cation Community: https;//www.autodesk.com/education/home.

AxageMuueckasi TMLIeH3UsI NeliCTBYeT Ha MPOTSKeHUM TPeX JIeT C MOMeHTa yCTa-
HOBKU ¥ aKTMBaUuM nporpammbl. CTOUT yUecTb, YTO JaHHbIe JIULEH3UN He MO -
pa3yMeBalOT KOMMepUeCcKoe MCII0Ib30BaHMe ITporpaMmbl. [1jis npuMeHeHust Auto-
desk Maya B KOMMepPUECKUX MTPOEKTaX PEKOMEHYETCSI MPUOOPECTU JaHHOEe TMPOo-
rpaMMHOe obGecrieueHne y mapTHEPOB U IUCTPUObIOTOPOB KOMITAHUMA.


http://images.nvidia.com/content/grid/pdf/maya/NVIDIA-GRID%20Application-Guide-Autodesk-Maya.pdf
http://images.nvidia.com/content/grid/pdf/maya/NVIDIA-GRID%20Application-Guide-Autodesk-Maya.pdf
https://www.autodesk.com/products/maya/overview
https://www.autodesk.com/products/maya/overview
https://www.autodesk.com/education/home
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PekomeHyeTcss 103a60TUTHCST 00 OOHOBJIEHUSIX ITPOrPAMMHOTO OOecrieyeHus.
OG6HOBIEHMS TOCTYITHBI 110 CIeAyIoleMy agpecy: https;//manage.autodesk.com/.

0 B npouecce HanucaHus KHUTKM BCe CLeHbl Obinn CO34aHbl HA OCHOBE BO3MOXHOCTEMN
Autodesk Maya 2018 Update 6. 1 pekOMeHAYI0 UCMONb30BATb TEKYLLYH, LOCTYMHYIO
AN19 3arpysku Bepcuto Maya.

B sT0it KHUTe paccmaTpuBaloTcs V-Ray 3.6 for Maya u V-Ray Next, Update 1. 3to
MporpaMMHOe obecIieueHrie MOKHO 3arpy3uTh ¢ OGULIMATIBHOTO caifTa KOMIIaHUN
Chaos Group ¢ rmpaBoM 6eCIIJIaTHOTO MCIOJb30BaHMs B TeueHue 30 mHeii (trial ver-
sion): https://www.chaosgroup.com/vray/maya.

[1j1s1 CTYIeHTOB U IpernoaBaTesieii JOCTyITHa BO3MOKHOCTb IPUMeHeHUSsI II0JTHO-
ueHHoi Bepcuu V-Ray for Maya, mOCTyIHOIJ 110 aKaJieMUUeCKO JTULIEeH3UN 32 M-
HMMaJIbHYIO I1aTy. IleHTp pecypcoB mjis ob6pasoBanust Chaos Group JOCTYIIEH IO
ccplike https://www.chaosgroup.com/resources.

MopyMbl, NOCBALWEHHBIE AUTODESK MAYA 1 V-RAY

Ecim y Bac mosIBUTMCh BOIIPOCHI 110 paboTe ¢ maketom Autodesk Maya u cuctemorit
Busyanusanuu V-Ray for Maya, BbI MOKeTe 3aJaTh MX Ha CIELMaIM3MPOBAHHBIX
dhopymax, moCBSIIeHHbIX KOMIIBIOTEPHOI TpaduKke 1 MPOAYKTaM KOMIIaHuM Auto-
desk. CrieniuanucTel, paboTalie ¢ JaHHBIMM pelleHUsSIMH, BCera MocTaparoTcs
OTBeTUTbH Ha BalllX BOMIPOCHI U JATh MOJIe3HbII COBET.

®opym Autodesk Community Russia, mocBsimennsiii Maya u 3ds Max:
https://forums.autodesk.com/t5/3ds-max-maya-russkiy/bd-p/379.

®opym Chaos Group, mocBsimeHHBIN cucTeMe Busyanmsanum V-Ray for
Maya: https;//forums.chaosgroup.com/forum/v-ray-for-maya-forums.

®opym onnariH-)xypHaia RENDER.RU, nocBsimeHHbIii Maya: https://render.
ru/xen/forums/maya.3/.

®opym onnariH-)xypHaia RENDER.RU, nocBsilieHHbIN cUCTeMe BU3yalIu-
3anuu V-Ray: https;//render.ru/xen/forums/vray.22/.

KAK YUTATb KHUIY

[aHHOe M3JaHue B CBOEJi OCHOBE SIBJSIETCSI PYKOBOJCTBOM II0 BU3yaau3aluyn
B V-Ray for Maya. Tak, npumepsbI 6JI0KOB JeKIapaiyuy 3JIEMEHTOB CLIEHbBI U CIIeI-
dukanuii meiigepos B popmare V-Ray Scene npeicTaBieHbl B BUIE TUCTUHTA:

GeomStaticMesh pPlaneShapel@mesh3 {
vertices=ListVector(
Vector(-2.5, -5.551115e-016, 2.5),
Vector(2.5, -5.551115e-016, 2.5),
Vector(-2.5, 5.551115e-016, -2.5),
Vector(2.5, 5.551115e-016, -2.5)
)s
faces=ListInt(0,1,3,0,3,2);
normals=ListVector(


https://manage.autodesk.com/
https://www.chaosgroup.com/vray/maya
https://www.chaosgroup.com/resources
https://forums.autodesk.com/t5/3ds-max-maya-russkiy/bd-p/379
https://forums.chaosgroup.com/forum/v-ray-for-maya-forums
https://render.ru/xen/forums/maya.3/
https://render.ru/xen/forums/maya.3/
https://render.ru/xen/forums/vray.22/
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Vector(0, 1, 2.220446e-016),
Vector(0, 1, 2.220446e-016),
Vector(0, 1, 2.220446e-016),
Vector(0, 1, 2.220446e-016)
)s
faceNormals=ListInt(0,1,2,0,2,3);
map_channels=List(

List(

0,

ListVector(
Vector(0, 0, 0),
Vector(1, 0, 0),
Vector(0, 1, 0),
Vector(1, 1, 0),
Vector(0, 0, 0)

)s
ListInt(o,1,3,0,3,2)
)
)s
map_channels_names=ListString(
"map1"
)s
edge_visibility=ListInt(51);
primary_visibility=1;
dynamic_geometry=0;
first_poly_vertices=ListInt( );

Ecnu ucrmonb3yroTest cueHapuy Ha s3bikax MEL, Python mau BeIpaskeHUsI, OHU
Take MpefiCcTaB/ieHbl B BUE JUCTUHTA, HO Mepef, 3TUM OTAEeIbHO OTMEeYEeHO, UTO
MIpUBEAEHHbIN JUCTUHT MMPeNCcTaB/seT CleHapuii uin BbipakeHue Ha si3bike MEL
unu Python.

Ecimu aTpubyT yKasbIBaeTCS BIIEPBbIE, OH OYIET OTMEYEH SKMPHBIM HIPU(TOM.
B psifie cChbTOK HA KOHKPeTHbIe aTpuOYThI aTpuOYT BbifeNeH Kypcusom. Eciv Boep-
Bble YKa3bIBaeTCs IMa0OroBOe OKHO peJlakTopa, B KOTOPOM BbITIOJHSIETCSI HACTPOVA-
Ka 1eligepa, UCTOYHMKA CBETA, CBSI3€i MEXIY y3/laMi U APyTrue HACTPOWKU, ero
UMS OYIeT BbIJIeJIEHO KyPCUBOM.

[Tyt mocTyma K JMaJoTOBBIM OKHAM U OPYTUM (PYHKIVSIM ITPOTPaMMBbI, peasu-
3yeMbIM C TIOMOIIbI0 MEHIO, MIpe/iCTaBIeHbI CJeIYIOIMU 3aMUCSIMU, BbITTOJIHEH-
HBIMU KYPCUBOM:

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

[Tytu x nupextopusiMm win ainam u pacumpenust ¢aityioB IpeacTaBieHbl 3a-
mchio B cTvie UNIX-ITOgo6HbBIX CHUCTEM C TIPMMEHEHMEM MOHOWMPUHHOTO IIPUdTa:

/home/<UserName>/maya/XXXX/prefs

DTO cAeIaHo CIenyaabHO, Tak Kak rmaket Autodesk Maya u cucrema BU3yaansa-
uyy V-Ray MCITOMb3YIOT MPUHIMITBI OTIpeAeeHnsI ITyTeit B (haitioBoit cucreme, pe-
am3oBaHHble B UNIX-1I0O6GHBIX cUCTeMax, a Takke KOHOUTypaums MpUIosKeHMsT
MOXKeT ObITb 3aM1CcaHa TOIbKO C UCIIOIb30BAHMEM KOCOI uepThl. JJaHHbIV TPUHLINUIT
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3aMucK myTeit B IMPEeKTOPUSIX peaan30BaH B OepalMOHHbIX cucTeMax Apple ma-
cOS u cemerictBa GNU/Linux.

Bo/bIIMHCTBO CKPMHILIOTOB B KHUT'€ BBIMOJIHEHO B Bepcuu Autodesk Maya miis
Linux (oxpykeHne GNOME 3). HekoTopble MUTIOCTPaLUM CIIELMaTbHO BbITIOJIHEHbI
Ha apyrux OC, HO IPpUHIMITMAIBHBIX Pa3Inumii B MHTepderice 1y Ha3BaHUSIX VH-
CTPYMEHTOB HeT, ImporpamMma Maya u cuctema Busyanusanumu V-Ray for Maya pas-
paboTaHbl KaK YHMBEPCATbHOE MYIbTUILIATOOPMEHHOE peleHne. A 0CO6eHHOCTHU
KaKOoi1 13 1aThopM B TEKCTe OTOBOPEHBI OTAEIbHO.

O Tak Bblaensetcs MHGOpMaLUs Ha 3aMeTKY.
0 Tak 0603HaYaKOTCA COBETHI.

0 Tak 0603HaYaTC NpefynpexLeHNs U NPeaoCTeEPeXeHUS.

OT3biIBbl 1 NOXENAHUA

MpbI Becerza pajibl OT3bIBAM HAIIMX UMTaTeseil. PacckaxkuTe HaM, 4YTO BbI AyMaeTe 06
3TOIi KHUTE — YTO ITOHPABUIIOCH VI, MOKET ObITh, He TOHPABUIOCH. OT3bIBbI BASKHBI
IUTSI HAacC, YTOOBI BBITTYCKATh KHUTHM, KOTOPbIE GYAYT /11 BAC MaKCUMAaJ/IbHO ITOJI€3HBI.

Bbl MOskeTe HamycaTh OT3bIB IPSIMO Ha HallleM caiite www.dmkpress.com, 3aiins
Ha CTpaHMUIy KHUTHU, U OCTaBUTh KOMMeHTapuii B pasneiie «OT3bIBbI U PELeH3UM».
Taxke MOKHO TMOCIaTh MMCbMO TVIABHOMY pefakTopy mo aapecy dmkpress@gmail.
com, TIpM 3TOM HamNMIIMTe Ha3BaHMe KHUTY B TeMe M1CbMa.

Ecnu ecTh Tema, B KOTOPOJ Bbl KBAIMGULMPOBAHbI, ¥ Bbl 3aMHTEPECOBAHbI B Ha-
MMCAaHMM HOBOV KHUTH, 3amoaHuUTe (opMy Ha Hamiem caiite http://dmkpress.com/
authors/publish_book/ nnu HanuuTe B u3natenbcTBo: dmkpress@gmail.com.

Cnu1CcoK OMNEYATOK

XOTS1 Mbl IPUHSUTA BCE BO3MOXXHbIE MEPBI [IJIST TOTO, YTOOBI YIOCTOBEPUTHCS B Ka-
YyeCTBe HAIIMX TEKCTOB, OIMOKM BCe PaBHO CIydaioTcs. Eciiu Bl HalieTe omMOKY
B OZIHOi M3 HAIIMX KHUT — BO3MOKHO, OIIMOKY B TEKCTe WIM B KOZie, — Mbl Oyziem
OUeHb 6IaTOapHBbI, €CTM BbI COOOITMTE HaM O Heii. CoenaB 3To, Bl M30aBUTE Y-
TMX YMTaTeNell OT pacCTPOICTB U IOMOXKeTe HaM YIyULIUTh MOCAeAyIOI/e BePCUM
JAHHOM KHUTH.

Ecu BbI HalieTe Kakue-a1Mb0 OmMOKYM B KOe, MOXKaIyiiCTa, COOOIINTE O HUX
[JIaBHOMY PefakTopy I0 aapecy dmkpress@gmail.com, ¥ Mbl UCIIpaBUM 3TO B Clie-
OYIOLIUX TUPaXKax.

CKAYMBAHVME MCXOOHOTO KOOA

Cxauatb (aitibl ¢ TOMOIHUTETbHONM MHpOpMaLMei s KHUT u3aaTenberBa «[IMK
IIpecc» MoskHO Ha caiiTe www.dmkpress.com Ha CTpaHMIie C OMMCAaHMEM COOTBETCT-
BYIOILIE}i KHUTH.
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HAPYLIEHWE ABTOPCKUX MPAB

IupaTcTBO B MHTEpPHETE MO-TIPEKHEMY OCTAeTCsl HACYI[HOW mpobiemoii. M3ma-
TenbCTBO «/IMK IIpecc» oOueHb cepbe3HO OTHOCUTCS K BOIIPOCAM 3alUThI aBTOPCKUX
MpaB U JIUlleH3UPOoBaHMs. EC/iu BbI CTOJIKHETECh B MHTEpPHETe C He3aKOHHO BBITION-
HEHHO# Komueii 1060 Halleli KHUTH, TIOKaTyiicTa, COOOIIUTe HaM afpec KO
MU BeO-caiiTa, YTO6bI Mbl MOIJIY IIPUMEHUTH CAHKIIUMA.

[Moxkamy’iicTta, CBSDKUTECh C HAMM 110 afpecy dmkpress@gmail.com co cCbUIKOI Ha
MOJ03pUTEebHbIE MaTepUasIbl.

MbI BBICOKO LIeHMM JIIOOYIO ITOMOIIIb TI0 3alllTe HAlllMX aBTOPOB, [TOMOTAIOIIyI0
HaM IpefoCTaB/sITh BAM KaueCTBeHHbIe MaTepuabl.

KPATKOE BBEAEHWE B KOMMbIOTEPHYIO TPA®UKY

B coBpeMeHHOM MUpe KOMIIbIOTepHas TpaduKa U BU3yanausalus 3aHMMAIOT efBa
Y He TJIaBHYIO MO3ULMIO B IPeACTaBlIeHUM Pas3anyHOi uHbopMaluuy, HauMHas
peKyiaMoli HOBBIX IPOAYKTOB ¥ 3aKaHUMBasi MHTEPAKTUBHBIMMU pa3B/ieUeHUSIMMU.
Busyanusanus B KOMIIbIOTepHOI Tpaduke sIBASETCS OMHUM U3 3TarioB B popmu-
POBAHMUM CTATUYHOTO M300PasKeHMS MU CeKBEHLIMY KaIpOB aHMMAalli, I03BOJISI-
IOLMX peaJin30BaTh TBOPUECKYIO Mel0. 3a MOC/IeHME TPU OeCITUIETISI YPOBEHb
KOMITbIOTEePHOI rpadmKi BbIPOC HACTOJIBKO, UTO Ceifuac CJIOXKHO OTIANYUTD CO3/IaH-
HOE C IIOMOIIIbI0 KOMITBIOTEPA U IIPOTPaMMBbI U306 paskeHMe OT poTorpaduu. B cBoo
Ke ouepesib 3TO CTaJ0 AOCTVDKMMO GJyiarofapsl TakMM IpoAyKram, Kak Autodesk
Maya u Chaos Group V-Ray.

Psin mpou3sBeieHMit b poBOro MCKYCCTBA MOTYT CONIEPHUYATH C paboTamMu U3-
BECTHBIX MMUPOBBIX Xy[IOKHMKOB, PabOTAIOIMX B KIACCMUYECKUX TeXHUKaX. IIpu
9TOM MHOTMe€ MOJIOAbIE TaJaHThl, BIPOCIINE B 3IIOXY PACLBETA BICOKMX TEXHOJIO-
TUiA, IPeIIOUUTAIOT [10h30BaThCSI KOMITbIOTEPAMM ¥ MOOWIBHBIMU YCTPOIICTBAMU
IUTSI BOTUIOIIEHUSI CBOMX 0OPa30B B JKMU3Hb.

[I1poKyIo MOIYISIPHOCTh MOAYYMIO PACIpOCTpaHeHMe TpexMepHoii rpaduku.
Ceituac Hesb3sI IPeICTaBUTh cebe Mpe3eHTali0 HOBOTO XWJIOT0 KOMIUIeKCca, MHTe-
PbepOB KUJIBIX M ODUCHBIX TTOMEIeHNM, a TAKXKe MPOAYKTOB OBITOBOI 3JIEKTPOHU-
KM ¥ MHOTOTO JIPYyTOro 6e3 KauecTBeHHOI (hOTOpeaMCTUUHON Busyanusaiuu. He
MeHee BajKHOI1 BjisgeTcs o6sacTb anuMauyu. Haunuas ¢ 70-x romoB XX Beka, MH-
OyCTpUs aHUMAaUVy U IUQPOBbIX 3G deKToB Habpasa 6osbline 060poTshl. [Tpoiecc
He ObUI TIPOCTHIM — CHauajia MPOMCXOMU/IO IJIABHOE CMEIIMBAaHME KIaCCUYECKOiA
PUCOBAHHO aHMMalUM C KOMIBIOTEPHONM. A BIOC/IENCTBUM, MOJYYMUB ILUPOKOE
NpU3HaHMe Cpely 3pUTeseil M SKCIepTOB, KOMIIbIOTEpHAsl aHMMalLusl 3aBoeBasa
PBIHOK. JInJiepaMy B MHAYCTPUM KOMIIBIOTEPHON aHMMAalMM MO-TIPeXHEMY OCTa-
10TCs Takue ctyanuu, Kak PIXAR Animation Studios, Walt Disney Future Animation
Studios, Sony Pictures Imageworks Animation u DreamWorks Animation. Ectb psin,
MeHee M3BECTHBIX, HO BBIITYCKAWIINX He YCTyHalliue JyuaepaM aHMMalMOHHbIe
MIPOAYKTHI Kak 3a py6eskoM, Tak 1 Ha Tepputopun Poccuu u ctpan CHI.

B maHHOM pa3sjesie BBeJEHMs Bbl IIO3HAKOMUTECh C KPaTKOIi 06IIeii ncTopueii
KOMIIBIOTEepPHOI TpadyKM 1 TEPMMUHOJIOTHEI, UCIIOIb3yeMOlt B IIpoliecce CO3MaHMs
undpoBoro nzobpaxkeHus. Ecim gaxke MHCTPYMeHThI MOT'YT KapAVMHAIbHO MEHSTh-
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Cs1, TO CaMM IIPMHIMIIBI CO3OaHMs ]_U/Id)pOBbIX MO,He)'IEf;I U BU3ya/JIm3alm OCTAKTCA
IIPpaKTU4YeCKn 0e3 U3MeHeHMit Y>Ke Ha ITPOTSKEHMUM YEeTBEPTHM BEKA.

OcHOBbI KOMNbIOTEPHO rpadMKK U BU3YaNIU3ALUM

B cBoei1 ocHOBe coBpeMeHHast KOMIIbIOTepHas Tpaduka — uncTast MaTeMaTuKa 1 aj-
TOPUTMBI, TOBEPX KOTOPBIX IOCTPOEHBI BCE OCHOBHbIE MHCTPYMEHTBI (ITPOTPaMMbl)
¥ METOABI IIPeiCTaBIeHUs MHpOopMaIu. MHOTME 13 OCHOBHBIX METOIOB IIOCTPOe-
HMS Y BUSYaJIM3alUM TPEXMEPHBIX TTOBEPXHOCTEN ObUIM pa3paboTaHbl B cepeHe
XX cToneTHsI, KOTHa KOMITbIOTEePbI ObUIM TOCTYITHBI TOJBKO «M36paHHbIM» U 3aHU-
MaJiu 1iesible 3Taxku. OGHUM U3 YOAUHBIX IIPUMEpPOB IIPMMeHeHMSI KOMITbIOTePHO
rpaduky 1 GpaKkTaJbHbIX aJITOPUTMOB MOKHO Ha3BaTh GuiabM 1982 roma «3Besq-
HbIl TTyTh 2: ['HeB XaHa». B aTOM duiabMe co3maTeny BU3yalbHBIX 3P GHEKTOB U3
cryouu Industrial Light & Magic BriepBbie TpyuMeHMIN DpaKkTaabHbIe aTOPUTMbI
IUIST CO3AaHMsI TOPHBIX JIaHAa(TOB.

Taxk Kak MbI yaimie paboTaeM C MOJIUTOHATBHOI MOZENbIO, MHOTME U3 aJiro-
PUTMOB ¥ IIPUHIIUIIOB MTOCTPOEHMST GOPM OCHOBAHBI Ha KJIACCUUYECKON reoMeTpumn
u anre6pe. PaccmoTpum Heb6oJ b0 mpuMep. Ha puc. B.1 npuBemeHsl TP WILTIO-
ctpaunu. [lepBast wimoctpauus (CJieBa) eMOHCTPUPYET MPOCTEMIIYIO TOUKY. To4-
Ka OeCKOHEYHa, OHA 3aHMMAET OIpeeeHHOe MeCTO B IIPOCTPAHCTBE, HO pa3mep
ee 6eCKOHEYHO MaJl. DTO 10 CBOEJ CyTU KOOPAMHATHI, K KOTOPHIM MOYKHO TIOJIBECTY
OVIH 13 KOHLIOB pebpa. Ha pucyHke mpeacTaBieHbl KoopauHaTsl Touku 0.5 u 0.5
o ocsiMm X n Y. O6patnTe BHMMaHMe HA TO, UTO, ITO CYTHU, MbI MOSKEM ITOBECTU Oec-
KOHEUHOEe MHOKeCTBO pebep, KOTOpbIe MOTYT ObITh CBSI3AHbI C IPYTMMY TOYKAMM.

Puc. B.1 «+ Tpu OCHOBHbIX NPUMUTKBA,
ABNAKOLLMECS OCHOBOM 419 63a30BOro nNpeacTaB/ieHns reOMeTpUn B KOMMbIOTEPHOM rpaduke

PuCyHOK B LIeHTpe KaK pa3 AeMOHCTPUPYET 3TO — [ABe TOUKMU C 3aJaHHBIMU KO-
OpAMHATaMM, a MeXIy HUMM IpouepueHa JUHUS. JIMHNUS MOXET CBSI3aTh TOJBKO
IBe TouKkyM. Eciv Mbl Ha OIHOI MPSIMOi 06aBUM HECKOJIBKO TOYEK, Mbl HOTYUNM
OTPEe3KM, KKIbIN U3 KOTOPBIX MHANBUAYAIEH U COeAUHSIET 0 iBe TOUuku. Ho B TO
ke BpeMs Kaskaast TouKa Takke MOXKeT BK/TIIOUaTh B ce6st MHOKeCTBO JIMHMIA. U Tpe-
TUIA IPUMeED — TPU TOYUKU, IPU CO3TAHUM CBSI3€/l MeXIYy HUMU U 3aMbIKAHUS OT-
pe3KoB CHOPMUPYETCST TPEYTOMbHUK (cripaBa). TPeyroabHUK SBISIETCS OOHONM 13
OCHOBOIIOJIaralouMx GUryp B KOMITbIOTEpHOI Tpaduke. [laske ecau Mbl paboTaem
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¢ Mogenbio Ha ocHoBe NURBS-nmoBepxHOCTe1, BHYTPYM CUCTEMBI BU3yaIn3aLnuy (ar-
MapaTHO WM TPOrPaMMHOIT) TaHHAsi MOieTb 6yeT mpeobpa3oBaHa B MaCcCUB U3
MHOTOYTOJIbHUKOB (TPEYTOJbHUKOB).

Puc.B.2 <+ OCHOBHblE 31EMEHTHI
TPEYrofibHOro NpUMUTHBA

PucyHOK B.2 meMOHCTpUpyeT OCHOBHbIE 6a30BbIe 3JIEMEHTBI, M3 KOTOPBIX COCTO-
UT MHOTOYTOJIbHUK (TPEyroybHbI MpUMUTHB). Kaskmast 13 BepiiuH o6beduHeHa
C IPYroii ¢ MOMOIIbI0 pebpa; Bce MPOCTPAHCTBO, GOPMUPYEMOE CBSI3SIMM BEpIINH
u pebep, 6ymeT mpeAcTaB/siTh cO60I rpaHb, KOTOpast GOPMUPYETCS Ha OCHOBE Ha-
MpaBJieHnsT HopMai. HopMasb MHOTOYTOJTbHMKA BCETIa HAXOIUTCS B IIEHTpE Tpe-
YTOJIbHYKA U TI03BOJIIET BaM YIIPaBJISATh HaIpaBjeHMeM IrpaHy — BHYTPb MM Ha-
pyXKy. Ec/ii BbI CTaHeTe MCIIOTb30BaTh YETHIPEXYTOJbHUKM, COOTBETCTBEHHO, OHU
OyIyT COCTOSITH M3 IBYX TPEYTOJbHMUKOB, IIPOCTO I'PaHb MEKIY HUMM OYIeT CKpbITa,
HO KasKIbIil UeTHIPEXYTOMbHUK OYIEeT COIepiKaTh IBa TPEYTOIbHMKA U ABE HOPMAJIN.
OTO BakKHO /151 IOHMMAaHMSI TOTO, KaK BIIOCTAEACTBUM MOXKET cpaboTaTh aJIfTOPUTM
TeCCeNISIIUN WU IPYTye MHCTPYMEHTHI MOZ eI POBaHMs.

[IpuMeHeHMEe TPEYTOJbHUKOB aKTyaJbHO M CerofHs. TaHHbIN MPUMUTUB TIpe-
BOCXOJHO MOKET ObITh IIpeACTaBjIeH JII000i CUCTeMO BU3yaau3auuu 1 o6pabo-
TaH MOJIHMEHOCHO 3a CUMTaHHbIE MMUKPOCEKYHIbI aIlllapaTHbIM IBMKKOM, Ye€M
MHTEHCUBHO I0JIb3YIOTCSI COBpeMeHHbIe pa3paboTunky urp. KoHeuHo, B mmpoirecce
CO3JaHMST MOJIESIM MOTYT OBITh MCIIOb30BaHbI JTI0ObIE METOIUKM MOIEIUPOBAHMS
U TIpeacTaBaeHns MHGopMaIMu, HO B pe3ysibTaTe IIporpaMMa U JBVOKOK arrmapaT-
HOJ BU3yanusanuyu OymeT uxX rmpeobpa3oBbIBaTh B HAOOP M3 CAMBIX IPOCTBIX TPey-
TOJIbHUKOB.

B mpoliecce MomenMpoBaHusl TaKUX CJIOXKHBIX Mojesieii, Kak HudpoBoit mepco-
Hak, HEOOXOIMMO YUMUTBHIBATh IMOC/IEYIONIMe Olepanyyi HaHeCeHUSI TEeKCTYPHbIX
KapT 1 nedhopMannio reoMeTpUM B IPOIecce aHUMAaLyM. ITO BasKHO, TaK KakK P
aHMMAalyM MOJENV MOTYT BOSHUKHYTb HeXXeJaTeJbHble VICKasKeHMUs TeOMEeTPUN.
[Ipu co3maHuy OpraHMuecKux Mojesiei mpodeccruoHabl B MOAeIMPOBaHUY HACTO-
SITeJTbHO PEKOMEH/IYIOT MCIT0/Ib30BaTh UeThIPEXYTOMbHIKMA, ¥ €C/TV OYAEeT MpUMeHe-
HO CIVIaKMBaHMe, a TAKKe BBITIOJIHEHA ortepaiyst skinning, 3To MO3BOIUT 136eKaTh
Mpo6JieM B ITpollecce aHUMaIlN.
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Taxkue npuioskenusi, kak Autodesk Maya, mpemoCTaB/ISIIOT MTOJIb30BATEIO IIPO-
CTble MHCTPYMEHTHI IJIS1 BBITIOJTHEHYST TeCCEeNISIIINY TeOMeTpuM, Koraa 6a3oBast Mo-
IeJIb CTJIaKMBAETCs, a 3a CUET MOBBIIIEHNS JeTalM3alyM YCTPAHSIIOTCSI HEPOBHbIE
Kpasi 1 pe3kue yribl. PucyHOK B.3 HarIsigHO JEMOHCTPUPYET BIMSIHME CTIaKMBa-
HMSI Ha TeOMETPUIO MOZEIN rojIoBbl. Ha miutiocTpaiiuy A npuBeneH npumep 6a3o-
BOJi MOJIe/IY, CO3IaHHO XyIOKHMKOM KaK OCHOBa. B Heit HEMHOTO TTOJIUTOHOB, HO
OHAa ajarTHpOBaHa IO/, MOC/eayIolllee CIVIaKMBaHMeE U CO3aHye CHAPSKeHUST st
aHuManuu. B Momenu mpakTUuecky OTCYTCTBYIOT SIBHbIE TPEYTOIbHUKI U CJIOKHbIE
MHOTOYTOJIbHUKY. ITO MO3BOJISIET &/ITOPUTMY CIJIaKMBaHMS IIPABUILHO BbITTOJIHSITh
rofipasiesieHyie TOBepXHOCTU. B pesynbTaTe IMocjie OQHOKPATHOTO CIJIaXKMBaHMS
Moie/u Oblya IoyyueHa 6osiee neTaan3MpoOBaHHAas U I1afKas TOBEPXHOCTb MOIE/N
(wnmocTtpaiys B). COOTBETCTBEHHO, ITPY UCIIOTb30BaHMK TedopMalluy TeoMeTpUn
Ha ocHOBe KapT cmernieHus (displacement mapping) Bo3pactaeT HEOGXOAMMOCTD
B ITOBBIIIEHNY TVIOTHOCTY T€OMETPUM U TeTaTU3al .

Puc. B.3 « Mogenb ronosbl uMdpoBOro nepcoHaxa,
CO3[1aHHas C Y4eTOM NpaBuJ TOMNONOTMM

Eie ogHa ocHoBoIoaramwiias Texnonorus moaennposanusi —- NURBS-nmoBepx-
"Hoctu (Non-uniform rational Bezier spline). B 60-x romax XX cToneTust BHyTpHU
KomItaHuit Renault u Citroen 6putM pa3paboTaHbl METOIbI ITOCTPOEHUS CJIOXKHBIX
MOBEPXHOCTEt Ha OCHOBE KPMBBIX M KOHTPOJIbHBIX TOueK. Tak Kak KOMITaHUM
KOHKYPUPYIOT MeXOy co60i1, To TonbKo creruanuct Renault Ilbep Beswbe (Pierre
Etienne Bézier) omy61mKoBan cBOM UCCIEL0BAHMS, UTO U MTOCTYKU/IO BKIIOUEHMIO
ero ¥MeH! B Ha3BaHMe TeXHOJIOTUM, a TaKke orepeanio KOHKypeHToB. Ho B To ke
Bpemst [Tonb me Kacrenbsko (Paul de Faget de Casteljau), paboTtaBuinii B KOMITAaHUYA
Citroen, pazpaboTaj aJropuTM MOCTPOEHMS U feieHs KpUBOii be3be, Tak Ha3bIBa-
eMblit airoputm Jie Kacrenbsko.

NHCcTpymeHTsI, peann3yeMblie Ha OCHOBe KpuBbIX be3be 1 NURBS-nioBepxHoOCTe],
JIIOCTATOYHO IPOCTHI, HO B TO XK€ BpeMsI MO3BOJISIIOT CO37aBaTh IUIaBHbIE (DOPMBI,
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MIpUCYIIMe B MEePBYI0 oUepenb aBTOMOOWISAM, KOpabysiM, caMojieTaM M KocMude-
CKMM allnapaTam.

Puc. B.4 <« [lMpumep npoctort NURBS-nosepxHocTH, co3aaHHoi B Autodesk Maya

VipaBiieHye KPUBOJi WM TTIOBEPXHOCTHIO 00eCIeurBaeTCs 3a CUET CITelaabHbIX
KOHTPOJIbHBIX TOYEK, a C TIOMOIIIbI0 MHCTPYMEHTOB pa3jeneHus, GopMuUpOBaHNS
OTBEpCTUIi, 06beAMHEHNS U IP. BbI MOKETE CO3/1aBaTh J106yio hopmy. MHOrMe cu-
CTeMbl BU3ya/IM3alM Ha TeKYIUI i MOMEHT BpeMeHU MOJTYYMU/IU CBOI0 peann3aiinio
NURBS-mioBepxHOCTeN, U MPU BU3yaIU3aIUU TPEXMEPHbBIX CIIeH TPAHCISITOP BbI-
TOJIHSIET 3KCIOPT MoAenu u3 3D-maketa B MOAAEPKMBAEMbIN SIIPOM BU3yaau3a-
uuu hopmat npencrasieHust NURBS.

Kaskgplii U3 ipeicTaBJIe€HHBIX METOA0B MOJIeIMPOBAHMS U TIPeICTABIEHUS Te0-
MeTpun (rosurousl 1 NURBS) o6/1amaeT CBOMMM TOCTOMHCTBAMM U HETOCTATKAMM.
B xonire 70-x romoB XX CTOJIETHSI HAYaIMCh MCC/IeOBAHNUST M pa3paboTKa HOBO-
ro MeToJa MOMENIVPOBAHUS U TEXHOJOTUM, OObeIVHSIONIEl TOCTOMHCTBA 060X
MeTOJIMK; TaK Ha CBET MOSIBUJIACh TEXHOJIOTUS TOApa3aeIeHHbIX ITIOBePXHOCTEel
(Subdivision Surfaces). [laHHast TeXHOJOTUSI peann3yeT METOAVKY IpeICTaBIeHNs
CTIaKeHHBIX ITOBEPXHOCTEl yepes crennuduKaiuy rpyboro pasmeneHns JMHEeTHOM
MOJIUTOHABHOV TeOMeTpuUM Ha OTAe/ibHble yacTu. CriakeHHast TOBEPXHOCTbh MO-
SKeT ObITh BBIUMCIIEHA U3 OTAEIbHBIX YUaCTKOB FeOMETPUM KaK OrpaHNYEeHHbII VN
PEeKypPCUBHBII MpoIlecc MoApasme/eHNs KaXkIoil rpaHy IIOJMIoOHa Ha 60iee MeJiKye
rpaHu, YTO JIy4llle alllIPOKCUMUPYETCS B CTIa’KeHHYI0 TIOBEPXHOCTb.

Ecnu mpumeHsiTh criaXkuBaHMe Ha OCHOBe TOApPa3[eleHHBbIX TMOBEPXHOCTEN
K MpocTeiiieMy MPUMUTUBY, TAKOMY KakK Ky0, 3a CUeT YBeJMUYEHMS] TIOTHOCTU
rpaHeit ¥ cryIaskKMBaHMs JaHHbIT 06beKT 6ymeT mpeobpasoBaH B chepy. Ha puc. B.5
MIpeICTaB/IeH TaKoi MpuMep, Korjaa oObIUHBIN KyO (cube), cocTosmuit u3 mecTu
rpaHeii, ¢ TOMOIIbIO CIVIAKMBAHMS HA OCHOBE TTOBEPXHOCTEN MOapa3aesieHus Obl
rpeob6pasoBaH B cepy. Ha wumocTpaiium A rmokasaH IpuMep, KOTrjaa KOJTMUeCTBO
YpOBHeli Tofipa3aeneHus paBHO 2, a Ha WUTIOCTpaluu B mpuBeieH npumMep, Koraa
KOJIMYECTBO YPOBHEI Mo pasaesieHyst 6bUIO YBEIMYEHO 10 4.
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Puc. B.5 « [lpumep Teccenauumn monenn Ha ocHose Subdivision Surfaces.
MpuMKUTUB U3 WecTn rpaHe npeobpasoBaH B chepy

Eme omHMM BakKHBIM JTOCTOMHCTBOM ITOBEPXHOCTEN MOApa3ie/eHusT SIBISETCS
npuMeHeHue BecoB pebep (Crease Sets). biaromapst BBeJleHMIO Beca I0b30BaTelb
MOYXeT KOHTPOJIMPOBATh PE3KOCTh YIJIOB TeOMETPUM U MPUIABATh JII0O0YI0 hopmy
CO37aBaeMOJi TeOMETPUM C OCTPBIMU VTN TIPSIMBIMM YTJIAMMA.

PucyHOK B.6 meMOHCTpUPYET IpUMep AeCTBUS BeCOB pebep IpaHeil Ha MOJieb,
TOJTYYEHHYIO B ITpuMepe puc. B.5. 31ech ¢ TOMOIIbI0 yIIpaBaeHus BenunHoii Crease
JOCTUTAJICSI TIPOTUBOIIOIOXKHBIN 3 deKT, 13 chepbl ObLI IMOAYUEH KYO CO CIIaskeH-
HBIMM yTJIaMU, HO ITPY 3TOM TOTIOJIOTHSI MOZEJIV Y KOJIMUECTBO TpaHeii He MEeHSUTHUCD.
O6paTuTe BHMMAaHMe Ha wutioctTpaiuy B u C — B HUX TPUBeIEHbI ITPUMEePBI C OJHUM
3HaueHMeM BecoB pebep, HO [Py TOM Bec IIPMMeEHEH K pas3/IMUHbIM Habopam pebep.
B mepBoM citydae BepTHUKaJIbHbIe pedpa He 06/1aal0T BECOM, a BO BTOPOM — Ha000-
poT, 3TUM pebpaM IIPUCBOEH Bec, UTO IMO3BOIMIO chopMIpoBaTh hopmy Kyba.

Puc. B.6 <« [Mpumep BaunsHus Beca pebep rpaHei Ha GopMy obbekTa.
A - Crease = 0.85, B - Crease = 3.0, C - Crease = 3.0 (Bce pebpa)

[IpuMeHeHMe BeCOB pebep rpaHeii akTyaJbHO B MOIEIMPOBAHNUY OPTaHUUECKIUX
dbopM, momycTum, IUMPPOBBIX EPCOHAKEN MM TaKUX 0OBEKTOB PeasibHOTO MUPA,
KaK [JIACTMACCOBbIE UTPYIIKM WM MeTalJIM4ecKrie 06beKThl, hOpMa KOTOPhIX CO3-
JlaHa C IIOMOIIbIO Ipecc-(popm.

Yaie BCero B IPOIECCe MOMAENMPOBAHMS MMOJIUTOHATIbHBIX 00BEKTOB IIpyMe-
HSIIOTCSI TaKue MHCTPpyMeHTHI, Kak Extrude, Bevel, Slice, Weld u 1. 1. OHu mo-
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3BOJISIIOT XYIOOKHUKY (DOPMMUPOBATh OCHOBHYIO (pOpMy 00beKTa U J06aBISATh MU
YOQISITh HEHY)XXHble TpaHU. B Kakaom makeTe 3D-mMomennpoBaHUS U aHUMALIUU
MIPUCYTCTBYIOT IPAKTUUYECKM BCE€ OCHOBHbIE MHCTPYMEHTHI IMOJIUTOHAIBHOTO MO-
IenupoBaHUA.

BOJBIIMHCTBO MHCTPYMEHTOB MOJIETMPOBAaHMS CO3IAHO MAJIsT YHIOOHOro 1 bGec-
MPErSITCTBEHHOTO CO3JaHUS CJIOKHBIX TMOJUTOHAMbHBIX MOBepXHOCTei. OCHOB-
Hble 3a[1aul, KOTOPbIe MMM BBIMTOTHSIIOTCS, — HOo6GaBIeHNe/yIaae e HOBBIX I'paHeit
¥ TIOBBILIIEHNME TIJIOTHOCTU CeTKU reomMeTpun (puc. B.7). Kakapiit U3 MHCTPYMEHTOB
o61ajlaeT CBOMMU TIapaMeTpaMy, KOTOPbIe TIO3BOJISIIOT HACTPauBaTh €ro U IMOJTy-
YaTh KeJaeMblli pe3yabTaT. BHe 3aBUCMMOCTY OT MPUIOXKEHUS UHCTPYMEHTBI MO-
IleJIMPOBAaHMSI, peain30BaHHbIE B HUX, BBITIOIHSIIOT OOMHAKOBBIE 3aAaun. Pasnuunst
MOTYT 3aK/I0YaTbCS TOJBKO B Ha3BAHUAX WM MOCAEL0BATEIbHOCTU UX IIPUMEHe-
HUST M QYHKIIMOHATBHOCTH.

Puc. B.7 <« [MpuMep co34aHMS HOBbIX FpaHen
¢ nomoubto nHctpymenToB Extrude (B) u Bevel (C)

[TapanienbHO Pa3BUTUIO TEXHOJIOTUII MOJIeJIMPOBAHUS U TIpeacTaBieHus: Gopm
reoMeTpUYecKMx 06bEKTOB IIljIa pa3paboTKa MHCTPYMEHTOB aHMMaIlMK M BU3YaIu-
3aluu. B To BpeMs Kak aHMMAaLMs MIPU3BaHa OKUBUTH «6e3ayIITHbIe» TPeXMEepPHbIe
06BeKTBI BUPTYaJTbHOTO MMpPA, BU3Yaau3allus MMpU3BaHa OKUBUTH UX C IIOMOIIIbLIO
cBeTa M I[BeTa. B To ke BpeMmsi Giaromapst BU3yaauM3alyUu XyTOXKHUKYA TOTYUMUIIN
BUPTYya/IbHbIe KOTIMY PeaTbHbIX 00HEKTOB, TAKMX KaK MCTOUHMKM CBETa ¥ KaMephl.
A ¢ momMOIIbI0 KOMITBIOTEPHOI aHMMAaLVK YAAI0Ch JOCTUTHYTh paHee TPYIHOLO-
CTVDKMMBIX IBVOKEHUI KamMmepbl U OCBellleHMs, Belb aHMMMPOBATh Bbl MOKETe MpaK-
TUYECKU BCe.

3a BpeMs1 pasBUTUSI TEXHOJIOTHUIT OTOOpakeHUsT MHPOpMAIMK U BU3yalIU3alun
6bUIO MIPOTIIEHO HECKOJIBKO K/TFOUEBBIX 3TANOB. Be3yc/I0BHO, KAaUeCTBO CUHTE3UPO-
BaHHBIX C ITOMOIIbI0 KOMIIBIOTEPOB ¥ IIPOrpaMM 0Opa30B 3aBMCENIO OT Pa3BUTUS
BBIUMCIUTENIBHOM TEXHUKU U CUCTEM BbiBOJla MHGOpMaIy. Vi3HaUa/lbHO TTepBbIe
06pasbl MpeCTaB/ISIUCh KaK MPOCTeiflas ceTka 6e3 CJIOKHOTO sl TeX BpeMeH
3aTeHeHMsI, IIPUTOM Xe B Mupe (paHTACTUKM, Toe GUTYypPUPOBaIM KOMIIbIOTEPHI,
uHbOpMaIMS Yallle BCero TaK M MpeACcTaBsiach — B BUJe TTOJIMTOHAIbHOM CETKU
(puc. B.8 A). MHorMe epBOMPOXOAIILI B 06JIaCTY KOMITbIOTEPHOI rpaduKu CBOU
nepBbie paboThl GOPMUPOBAIM Ha OCHOBE MMPOCTON BMU3yanusauuy pebep momuro-
HaJIbHBIX 00BEKTOB.
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Puc.B.8 <+ Ot cetkun o dotopeannsma

[0 BpeMsi, U ¢ pa3BUTHEM KOMIIbIOTEPHOM TEXHUKM, TIOSIBJIEHMEM HOBBIX TeX-
HOJIOTUIA IJIs1 0TOOpaskeHMsT MHGOpPMALUM, a TaKKe C MOSIBAeHMeM rpadudeckux
MHTepdEIicoB IOJMb30BaTeNeli MHCTPYMEHTBI JIS BU3YaaM3aluy M300paskeHMit
CTaIM TIOJIy4aTh BO3MOXKHOCTM, TIO3BOJISIIONINE Peay30BaTh AOCTATOYHO yoemu-
TeJbHOE 3aTeHeHMe TPEXMEPHBIX MOZeIeil ¥ UMUTUPOBATb Oa30BbIe TUITbI MCTOU-
HMKOB CBETa ¥ TeHeil. ITO CTajo0 BO3MOXKHBIM OJyiaroapst pasBUTUIO aITOPUTMOB
TPACCUPOBKM JTyueii, BOSMOKHOCTSIM (GOpMMPOBAHMS 3€PKAIbHbIX OJIMKOB M MHO-
roro mpyroro. Tak, IepBble KOMMepUecKue pelieHus Ijisi KOMITbIoTepHOIi rpadu-
KU, paspabaTbiBaBiiecs B KoHie 1980-x — Hauane 1990-x, MO3BOJISIM BOCCO3ATh
60JbLIIMHCTBO 3G (EKTOB OCBellleHNs 1 3aTeHeHMs U3 peasibHOro Mmupa (puc. B.8 B).

[MapannaenpbHO ¢ pa3pabOTKO OCHOBHBIX MOJENIeil 3aTeHeHMS] yueHble U pas-
pPaboOTUMKM SKCIIEPUMEHTUPOBAIM C peanusanyeii 60ee CIOKHBIX Mopenei oc-
BEI[eHNS U TJIOOATbHBIM OCBEIeHMeM. DTO CTAJI0 OCHOBOW CO3HAHMS OTHETbHbIX
TIPUJIOXKEHMH, BBITIONHSIBIINX Y3KOCIIEMaIM3MPOBAaHHbIE 3alauy BU3yaauU3alum,
HampyMep MOJeNMpPOBaHMe TI00aTbHOTO OCBEIEeHMs Ha OCHOBE aJrOpUMTMOB Ra-
diosity u MeToma OTOHHBIX KapT.

C BOo3pacTaHyeM BbIYMCIUTETbHBIX MOITHOCTE IeHTPpaIbHbIX ITPOI[eCCOPOB, He-
3aBMCHUMBIe SIApa BU3yanausaiuy, Takume Kak V-Ray, RenderMan Pro Server u ap.,
CTaly TIOJyYaTh COOCTBEHHYIO peanu3alyio MOAeseil T06aqbHOTO OCBEIleHMSI.
Bnaromapst Bo3pociieil Tpou3BOIUTENbHOCTM CTaj0 BO3MOKHBIM 06pabaThIBaTh
ropaszio 60sbllle JaHHBIX ¥ GOPMIUPOBATD YOeIUTEIbHOE OCBEIleHe B ciieHe. [Tpu
39TOM MO 3aTeHEeHUsI U aITOPUTMbI TPACCUPOBKM Tyuelt Ha mpoTsokeHnun 1990-
X TOZOB MpeTepIie/ii MHOXeCTBO M3MeHEeHM 1 TTIOCTOSIHHO COBEePIIIeHCTBOBAINCh.
Bnaromapsi aTomMy CTajio BO3MOXXHBIM TIOJIyUUTh Pe3y/bTaThl, aHATOTMUHbBIE TIpe/I-
cTaB/ieHHbIM Ha puc. B.8 C.

Ha Tekymiuii MOMEHT BpeMeHM TeXHOJIOTUM MOJeJMPOBaHUSI U BU3yaIU3alun
pa3BUTHI HACTOIBKO CUJIbHO, UTO OCTAeTCS TOJBKO TMOHSTbh OCHOBY, U JJISI XY 0X-
HMKA He COCTaBUT TPYZAaA MCITOJIb30BAaTh CaMble pa3HOOOpa3HbIe MHCTPYMEHTHI IJ1sT
TOJTyYeHMsI JKeJlaeMOoro pe3y/ibTaTa.

CucteMbl BU3yanusauum

Kax 6b1710 OTMEUEHO BbIIIIe, OLHMM 13 BasKHBIX KPUTEPYEB BhIITYCKa KAU€CTBEHHOTO
rpaduYecKoro MpoayKTa SIBJISIETCSI KauecTBO BMU3yanm3auuy obpasa, 6yap TO CTa-
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TUYHOE U306 paskeHNe UM CEKBEHIMS KaApoB aHMMaIlMn. [IJIs TToyueHus m3o6pa-
SKeHUI ¥ KaipOB CEKBEHIIMIT TPUMEHSIIOTCSI CCTEMbI BU3yalN3alui.

CylecTByeT OrpoMHOe MHOKECTBO peIleHUii IJIsT BU3Yyaausalliy TPeXMepHbIX
CII€H, HEOTbITHOMY IOJIb30BATEeI0 OUeHb JIETKO «3abJyAuThCs» B BbIOOpE, HO,
B IIPMHIIVIIE, BHYTPU OHU OUEHb CXOXKI.

«ITouemy “cuctema BMU3yaauU3auum” ?» — CIIPOCUTE Bbl. 30€Ch CTOUT BHOBb Bep-
HYTbCSI K ICTOPUM Pa3BUTHUS TEXHOJOTUII KOMIIbIOTEPHOI rpadMKy ¥ BU3yaIu3a-
uuy. YMCTO TeXHUYECKM CUCTeMa BU3yalu3alyu — 3TO CBOEro pojaa Habop IMpo-
rpaMM U OIpedeNeHHbIX CHelnuuKaInii, UCIOIb3yeMbIX €l ISl MOHMMAaHUS
TUIIOB JAHHBIX ¥ 06BEKTOB B ClleHe. Kaskmoe 13 OTIe/IbHbIX TPUI0KEeHUI CUCTeMBbI
BU3ya/IM3allMyi MOSKET BBIMIOJIHSTH OIIpelesieHHbIe 3amaun, HalpuMep BU3YalIu-
3aLMI0 [JIOOAJTbHOIO OCBEIeHMSI M COXpaHeHMe ero B OTHOe/JbHbIX TUIIAX JAHHBIX
(daiinax), mpeobpasoBaHie rpaduueckux M306paxkeHnit 1 uX oTobpakeHme. XoTs
ceifyac MHOTM€ CUCTeMbl BU3yalIM3alMi 9TO IeJIal0T C IOMOIIbIO OHO Mporpam-
MbI U (paitjioB omyMcaHus CIIeH, OHM IO-IPeKHEMY BBITTONHSIOT OTHOeIbHbIE 3Tallhbl
B IIpOIIecce BbIYMC/IEHNI 1 3aTeM Ha X OCHOBe (OPMMUPYIOT KOHEUHBII pe3y/bTar.

CylrecTByeT Kak MMHMMYM JIBa TUIIA CUCTEM BuU3yanusaiuu. [1epBblif TUI —
BCTpPOeHHbIe B 3D-npmioskeHus siapa Busyanusanuu. OHY 1IeJTMKOM OITUMMU-
3MpPOBaHbI TIOJl BO3MOKHOCTM IIporpamm, Hampumep Autodesk Maya mcrionbsyet
HEeCKOJIbKO SIIep BU3yalIu3alui, KOTOpble MaKCHMMAJIbHO ITOJTHO MTOAIEPSKUBAIOT BCE
BO3MOXKHOCTM IporpaMMbl (Tabi. B.1). Tak Kak MporpaMmbl IT0 CBOEMY YHUKAJIbHBI,
a popmaThl JaHHBIX )i KaKIO0M M3 HUX OCHOBAHbI HA UX «PpuaocoPpum» U pean-
3allMY MHCTPYMEHTOB, OUE€Hb XOPOIIIEero pesyabTaTa MOXKHO JOOGUTHCS TOJIbKO 3a
CUeT mapasuiesbHOM pa3spaboTKM POAHBIX MHCTPYMEHTOB U CPEJICTB BU3yalIN3aluN.

Ta6nuya B.1. PooHele ons 3D-npunoxceruli Autodesk sdpa susyanusauyuu

MpunoxxeHue ®dopmMar daiina flapo Busyanusauum

Autodesk 3ds Max .max Default Scanline Renderer
Autodesk A360 Cloud Rendering
ART Renderer

Quicksilver Renderer
VUE Renderer

Autodesk Maya .ma,.mb Maya Software
Maya Hardware 2.0
Maya Vector
Maya Turtle

SideFX Houdini .hip Mantra

MAXON Cinema 4D |.c4d Pro Render

B mpexcTaBieHHOI Bbille TabGuIle COOpaHbI CBEAEHMS TOJBKO IO KIIOUEBBIM
npoayKktam Kommauuy Autodesk u ee mapTHepoB. M Kak MOXXHO 3aMEeTUTb, MTAKeT
Maya mpeoCTaB/IsIeT yeThIpe siapa BUsyaau3anyi. Bce MHCTPYMEHThI IIOCTaBIISIIOT-
€SI BMeCTe C IPOrpaMMO¥i ¥ MOTYT ObITh MCIIOJb30BaHbI CPa3y IMOC/E ee YCTAHOBKN.
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OIHUM U3 BasKHEMIIMX ITOCTOMHCTB OTKPBITBIX (opmMaToB (aitioB — BO3MOX-
HOCTb Mx MpaBku. Takoit makeT, Kak Autodesk Maya, rmpemocTaBisieT BO3MOXHOCTh
COXPaHSITh ClieHy B 6uHapHOM (popmate (binary) 1 B IpoCTOM TEKCTOBOM (opma-
Te (ASCII). Takoii oaxon, mpeaoCcTaBseT BO3MOXXHOCTbh OTIepMUPOBaTh C HUMU Ha
YpOBHE TpenCcTaBjaeHNs] JAHHbBIX ClIeHbI 6€3 MOTIOMHUTENbHBIX, MHOTIA CIOXKHBIX
npeo6pa3oBaHmii B Ipoliecce pa3paboTKU COOGCTBEHHBIX MTPUIOXKEHUIT MU PACII-

peHwuit ajist Maya.

Puc. B.9 <« [llpumep npocreiiwein cueHbl B Autodesk Maya
¥ pe3ynbTaT BM3yann3aLmm C NOMOLLbIO annapaTHOro
¥ NpOrpamMMHOro SiAep BM3yanusauum

//Maya ASCII 2015 scene

//Name: maya_opendata_format.ma

//Last modified: Thu, May 21, 2015 09:49:14 PM

//Codeset: 1251

requires maya "2015";

fileInfo "application" "maya";

createNode mesh -n "pCylinderShapel" -p "pCylinder1";
setAttr ...

createNode transform -n "cameral";
setAttr ".t" -type "double3" [num] [num] [num] ;
setAttr ".r" -type "double3" [num] [num] [num] ;

createNode camera -n "cameraShapel" -p "cameral";
setAttr ...

createNode transform -n "spotLightl";
setAttr ".t" -type "double3" [num] [num] [num] ;
setAttr ".r" -type "double3" [num] [num] [num] ;

createNode spotLight -n "spotLightShapel" -p "spotLight1";
setAttr -k off ".v";

createNode lightLinker -s -n "lightLinker1";
setAttr -s 3 ".lnk";
setAttr -s 3 ".slnk";

relationship "link" ":lightLinker1" ":initialShadingGroup.message" ":defaultLightSet.
message";
relationship "link" ":lightLinker1" "phongE1SG.message" ":defaultLightSet.message";
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relationship "shadowLink" ":lightLinker1" "phongE1SG.message" ":defaultLightSet.message";

connectAttr "phongEl.oc" "phongE1SG.ss";

connectAttr "pCylinderShapel.iog" "phongE1SG.dsm" -na;
connectAttr "phongE1SG.msg" "materiallnfol.sg";
connectAttr "phongEl.msg" "materiallnfol.m";

dataStructure -fmt "raw" -as
"name=externalContentTable:string=node:string=key:string=upath:uint32=upathcrc:string=rpat
h:string=roles";
applyMetadata -fmt "raw" -v
"channel\nname externalContentTable\nstream\nname v1.0\nindexType numeric\nstructure
externalContentTable\n0\n\"|spotLightl|spotLightShapel\" \"dmapName\" \'"depthmap\"
2097411553 \"\" \"sourceImages\"\nendStream\nendChannel\nendAssociations\n"
-scn;

Bblle mpeacTaBiieH JMCTUHT YacTy ¢aiiia ciieHsl Autodesk Maya (popmar *.ma),
MIpUMep BU3YyaIM3alLMy KOTOPOTO MpuBeAeH Ha puc. B.9. Kak u BoO MHOrux cnenmu-
aMM3MPOBAHHBIX MTPUIOKEHUSIX, hopmaT (HaiyioB ciieH Maya coiepskUT HeCKOIbKO
KITIOUEBBIX OIOKOB, B KOTOPBIX MMEIOTCSI OCHOBHBIE HACTPOIKM aTPUOYTOB 2IeMeH-
TOB CII€HbI (TeOMETPUS, UCTOUHMKY CBETa, KAMePbI, Ieiaephl U T. 1.). Kaxkablii co3-
IlaBaeMblIii y3eJI IIpeicTaByieH 6;10KoM createNode [nodetype] parameters, B KaxXgom
6JI0Ke OymeT 3amcaHa MH(GOpPMAaLys O TUIIE y3j1a M 3HaUYeHUs aTpuOyTOB Iapame-
TPOB. 3aTeM BCe TEeKyIMe CBSI3M MeXAY Pas3JIMUHBIMM dJIeMeHTaMu OYAyT Tpef-
cTaBjeHbl cTpokamu relationship name [namel, name2, namen], a CBI3aHHbIE
MeKOy co00¥i aTpMOYThI pa3IMUYHBIX Y3/JI0B B CIleHEe MpeACTaBIeHbl 3alChI0 Con-
nectAttr [node.attrname] parameters.

Korpa 6ymeT 3amyIieH mpo1ecc BU3yaan3alnim, sapo BU3yaan3alny, BbIopaHHOoe
BaMU B I7I00aTbHBIX TIapaMeTpax BU3YaIU3alMy UM C IOMOIIIbI0 KOMAH/Ibl B OKHE
MIPUIOKEHMS TepMIUHa/Ia, 6YIeT «UUTaTh» JaHHbINA (aiil 1 BBIIOIHITh BU3yaan3a-
IIMIO C YU€TOM BCEX AAHHBIX, 3aIIMCAHHbIX B (haiiyie CIieHbI.

Ecim mpou3soiimeT Kakasi-TO ommbKa, HaIrpyuMep HEeT paciipeHus, CBSI3aHHOTO
C oTpeJieJIeHHbIM TUIIOM Y371a, UM HellpaBMUJIbHO BBITIOJTHEHA 3aIMCh, Bbl MOXETe
OTKPBITh (haiis B hopMaTe *.ma B II0OOM TEKCTOBOM pefaKkTope (Harpumep, Sublime
Text) ¥ BHECTU BCe HEOOXOAMMbIe ITpaBkiu. COBpeMeHHbIE MPYIIOKEHUST TTO3BOJISIIOT
OTCJIEXXMBATh BCE OMMOKM U (DOPMUPYIOT IeTATbHbIE OTUETHI.

[Togxon K IpeiCTaBIeHMIO JAHHBIX B TEKCTOBOM (popMaTe maeT pa3paboTumKam
CTOPOHHUX MNPWIOXKEHUIT U pacliupeHuii mjsi Maya peann3oBbIBaTh IOOAEPKKY
OO0JIBIIMHCTBA BO3MOKHOCTE ITaKeTa M MHTETPUPOBATHCS B KITIOUeBbIe MHCTPYMeH-
ThI IPOrPaMMbl, HAIIpMMep B y3JIbl T€OMETPUM WJIN Y3JIbl LIelilepOB MaTepuaios.
OTUM Kak pa3 " MOJIb3yITCSI MHOTME BHEIIHME CUCTEMbI BU3Yyalu3aluu, peanmnsy-
I0lI[}e CBSI3b C SIIPOM BU3yanu3aluy Py IOMOIIY CIiel[MaIbHbIX MOAYJ/I€el KOHHEK-
TOPOB.

BTopoii Tl cucTeM BU3yalM3alluM — BHELIIHME U MHTerpyupyeMsblie siipa BU-
3yaam3anum. DTO He3aBUCUMMbIe pelleHNs], CO3iaBaeMble CTOPOHHMMY pa3paboT-
YMKaMMU. BONBIIMHCTBO MHCTPYMEHTOB BU3ya/lM3ally, peaii30BaHHble B TIPUJIO-
SKEHUSIX TI0 YMOJYAHMIO ¥ TTOCTAB/IsIEMble C HUMM M3 KOPOOKM, QYHKIMOHAIBHO
OTpaHMUEHbI, & MHOT/IA OTCTAIOT OT 60Jiee COBPEeMEHHBIX IMPOAYKTOB OT BHEIIHMX
Pa3paboTYMKOB Ha HECKOJIBKO MOKOJIEHU Pa3BUTUST TEXHOIOTHUIA.
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Ta6nuya B.2. CucmeMsl u UHCMpPYMeHMbl 011 8U3yaau3ayuu
0m CMOPOHHUX paspabomyukos

Tun cuctembl Cucrema Bu3yanusaumum PopHoii | UHTerpaumsa | Standalone aapo
M NpUHLMN ¢opmar | c Maya
Biased renderers | PIXAR RenderMan Pro Server rib [a Ja
Cebas FinalRender SE - Het Het
Cebas FinalRender for Maya - Ja Het
ChaosGroup V-Ray Next vrscene | [la [a
ChaosGroup V-Ray Next GPU vrscene |[la Ha
DNA Research 3Delight rib Da [a
Unbiased NVIDIA® iray® .mi Oa Oa
renderers (8 mr Standalone)
ChaosGroup V-Ray Next vrscene | fla Ha
ChaosGroup V-Ray Next GPU vrscene | [lla Ja
Cebas Moskito Renderer - Hert Her
NextLimit Maxwell Renderer .mxs [a [a
OTOY Octane Renderer .0CS Na Na
SolidAngle Arnold Renderer .ass JIE] Ja

CeronHs Ha pbIHKE MHCTPYMEHTOB BU3Yyall3alM CyLeCTBYeT HeCKOJIbKO pelle-
HMI ¢ TMOKOI apXUTEKTYPOil 1 MOAIePsKKO MHTerpaluy ¢ 60IbIIMHCTBOM Bemy-
IIVIX [TAKeTOB KOMITbIOTEPHOII rpaduKky 1 aHuMalun. B Tabm. B.2 co6paHbl BegyIiye
peleHus1, UCIOb3yeMble MHOTMMH CITelIMaaMCTaMM Ha ITPaKTUKe U 3aCTyKUBIIINE
nMpoKoe npusHaHue. CaMbIMM M3BECTHBIMU pPeIIeHUSIMU SIBJISTIOTCST TaKMe CUCTe-
MbI Busyanmsanyu, kKak RenderMan Pro Server ot aHuMaioHHoi cryauu PIXAR,
V-Ray ot komnauuyu Chaos Group u Arnold Renderer ot anbsiHca KoMITaHuit Soli-
dAngle/Autodesk. [Iyis nHTerpauum B pabounii KOHBeep 9TU TPU MPOIYKTa Ipe-
IOCTaBJISIIOT CBOMM IT0/Tb30BaTeIsIM API, a Takke MCIIO/Ib3YIOT CBOM COOCTBEHHbBIE
(bopMmaTs! mpecTaBIeHMsT JAHHBIX CIIEHBI U ee KJTI0UeBbIX 3JIEMEHTOB. B To ke Bpe-
MSI 3TU peIIeHusT MOTYT ObITh PaCIIMpPeHbI C TOMOIIbI0 MHCTPYMEHTOB, KOTOpPbIE
MOSKHO pa3paboTaTh ¢ mpumeHeHMeM s13bIKOB C 1 C++ 1 CIIeIMalbHbIX SI3bIKOB Pa3-
paboTku meiiaepoB, Takux Kak Open Shading Language (OSL) mnu Material Defini-
tion Language (MDL).

Cucrema Busyanmsauum V-Ray ot kommanum Chaos Group sIBasieTcsI cepbe3HbIM
KOMIUIEKCHBIM pelieHneM. JTJaHHbI TPOIYKT U3 OOBIYHOTO MOAYIS PACIIMPEHMS
mist 3ds Max cTas OmHMM U3 Cepbe3HbIX KOHKYPEHTOB KJIaCCUUYECKMUX CUCTEM BU-
syanusanuu. OH NOAAEPXKUBAET COBpEMEHHbIE TEXHOJOTUM U OJHUM U3 TepPBbIX
TOIyYaeT TMOAMEPIKKY MEPCIIEKTUBHBIX PEIIeHM, JaHHbINA MPOIYKT MOXET ObITh
MCIO0JIb30BaH [ajeKko 3a mpefesaMy apXUTEeKTYPHOI MM TpeAMeTHON BU3yasu-
3aiuu. MHOTMe CTyauu BeI6GMpaloT V-Ray B KauecTBe OCHOBHOTO MHCTPYMEHTa ISt
BU3YyaJIM3al[MM CIIOKHBIX MOJiesieil 3aTeHeHusT M aHMMaluu. biarogaps moamepx-
Ke Takoro craHaapTa, kak Open Shading Language (OSL), cTay0 BO3MOKHBIM ITPU-
MeHATh V-Ray B KPYITHBIX ITPOM3BOMCTBAX, TPEOYIOUIMX IMepPCOHATM3YPOBAHHbIX
MHCTPYMEHTOB U OMOIMOTEK IIENIePOB, peau3yIOIX HeCTaHAAPTHBIE TTOAX0IbI
K 3aTE€HEHMIO U OCBelLeHMIO clieH. Takke cucTtema Busyanusauuu V-Ray B ocie[-



KpaTkoe BBeaeHME B KOMMbIOTEPHYIO rpadmky * 31

HUX BepCUSIX MOJyunsaa 3HAUYUTETbHBIN MPUPOCT MPOU3BOAUTEIbHOCTU B BBIUKC-
JIEHUSIX, UTO TI03BOJISIET FOPa3ao ObICTPee BIMOMHSITH BU3YaIM3alINI0 KaApPOB aHU-
Malun.

B mociienHee BpeMs MOMYYMUIU MIMPOKOE PACIPOCTpaHeHMe CUCTEeMbI BU3YaIu-
3allMM Ha OCHOBE aJropMTMOB path tracing 1 BosiHOBOJ Teopuu cBeta. CHUCTEMBI,
OTHOCSIIIMECS K TaHHOW KaTeropuu, MOIyYU/IN CBOIO OTIpe/ie/IeHHYI0 KaTeTOpUIo —
unbiased renderers win GusMYecKy KOppeKTHbIE CUCTEMbI BMU3yanusdauumu. Mx
OCHOBHOe oT/inume oT kinaccuuyeckux (biased renderers) cucremM BU3yaiusauum —
MIpOTpeccuBHAas BU3yanu3anys n3obpaxkeHnii. B maHHOM IMpoliecce siApo BU3YaIu-
3al[MM BBIUMCISIET Cpa3y BeCch KaAp, a He pa3fesiseT ero Ha MpOIMOopIMOHAIbHbIE
6JIOKM. DTO TMO3BOJIIET 3HAUUTEIBHO YIIPOCTUTD IMPOIECC HACTPONKU U TOOUTHCS
JIOCTAaTOYHOI PEaATMCTUYHOCTU B M300paskeHUMN.

C HavasoMm 3pbl BbiuncieHnii Ha GPU cTasio BO3MOXHBIM NPUMEHSITh MHOTO-
TTOTOYHbIEe TpaduyuecKkye MPOoIeCcCOPbl B BBIUMCAEHUSIX OOIIEro HasHaueHMs. DTO
copmupoBaio HOBBIM PBHIHOK CPeNCTB BU3yanu3alMy M MHCTPYMEHTOB [IJisS CO-
BpPeMEeHHBIX XyJIO’KHUKOB. C TOMOIIIbI0 TaKUX TexHOmoTui, Kak NVIDIA CUDA nnun
OpenCL, pa3paboTuMKy MOTYT MCIT0JIb30BaTh rpadmUueCcKuii yCKOPUTEb IJIs1 YCKO-
peHusT BBIYMCIeHUIT B CO3[aBaeMbIX UMM MPUIOXKeHussX. Hampumep, B mOCTaBke
¢ V-Ray Next unet simpo V-Ray Next GPU. 9T1o siipo ¢usnuecky KOppeKTHO BU3Y-
anu3anuu, NoAAepKuUBaIlee MoAeIMPOBaHEe PeTMCTUIHOTO 3aTeHEeHUS U OCBe-
menus. dapo V-Ray Next GPU noaiepskuBaeT HOBbIe CTaHAAPTHI U crielduKanmum
IJ1s pa3paboTKy meiaepos, a uMeHHO OSL 1 NVIDIA MDL; ¢ X IIOMOIIIbIO BbI MO-
’KeTe CO3[aBaTh Iieliiepbl, He IPUBSI3aHHbIe K KOHKPETHOMY SIAPY BU3yanu3aluu,
IaHHBIV CTAaHAAPT MOJaepskMBaeTcs He TobKo V-Ray, Ho u NVIDIA iray, SolidAn-
gle Arnold Renderer, PIXAR RenderMan Pro Server u ap.

Unbiased Bepcust V-Ray Next, MokeT ObITh MCITOJIb30BaHa 151 GUHATBHOI BU-
syanusanum (production rendering) u s MHTepaKTUBHOIN BU3yaausaluu C Je-
MOHCTpalyeit Bcex M3MeHeHUI B co3JaBaeMoii ClieHe. DTO CYIeCTBeHHO 061eryaeT
paboty coBpeMeHHOT0 CG-XymOKHMKA U MTO3BOJIIET HA PAHHUX 3TAIlaXx OTCIIEKU-
BaTh BCe M3MEHEHMUsI, BBIMIOJHSIEMbIe XYTOKHUKOM, M K KaKOMY Pe3yJbTaTy OHU
TIPUBOJSIT.

Cpenu cuctem Busyanausanuu ¢ GU3NIeCKy KOPPEKTHOM MOJIe/IbI0 OCBeIeHMs
M 3aTEHEHUS eCTh pelleHNs], XOPOoIIo 3apeKoMeHIoBaBIIe cebst B MTPOU3BOICTBE
aHMMAaIMOHHbIX GUAbMOB 1 3¢ deKToB. K TakMM pelreHnsIM MOKHO OTHECTH CHUCTe-
My Busyanmsauuu Arnold Renderer ot anbsHca KomnaHuit SolidAngle/Autodesk.
IlaHHBIN TIPOAYKT MO3BOJISIET UCIO0Jb30BaTh BCE BOSMOXKHOCTY OTKPBITHIX hopMa-
TOB JAHHBIX U MEPCIEKTUBHBIX pelteHunii, Takux kak OCIO man OSL.

Kaxoti uHcmpymenm susyanusayuu 8610pams? DTO JOCTATOYHO CJIOXKHBIN BOIIPOC,
mHorve CG-XymOKHUKM BBIOMPAIOT Haubojiee pacipoCcTpaHeHHbIE CUCTEMbI BU-
syanmsaiuu. OIHAKO B psfe ciiyuyaeB TpeOyeTcsl 6paTh BCe camoe jIydilee U3 He-
CKOJIBKUX CpEeJICTB BU3yanu3alluu, a Jajiee CBOAUTh BCe TOSyUYeHHbIe MaTepuasbl
Ha aTare MmocTo6paboTky (compositing). [JJaHHbI MTOAXOI MOMYUNII IIMPOKOE pac-
MpOCTpaHeHMe B MHIYCTPUM aHUMAIUU U CrielnanbHbIX 3(pdeKToB, a B IocaegHee
BpeMsI TIPUMEHSIETCS ¥ B TaKMX 00JIaCTSIX, KaK apXUTEKTypHast U M13aifH-BU3yaIu-
3a1usl.

PexkomeHayeTcs IpUCMAaTPUBATHCS K CJIEAYIOIIUM KPUTEPUSIM, KOTOPbIe TTpeib-
SIBJISIFOTCSI K COBpEMEHHbBIM MHCTPYMEHTaM BU3yaau3alluu:
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BBICOKOJ1 TPOM3BOAUTEIbHOCTY BU3YaIMU3aLIN;

rMOKOIT pacinpsseMocTy (pa3paboTKa MIeiaepoB 1 paciipeHnii);

MOAIeP’KKEe COBPEMEHHBIX TEXHOJOTUYECKUX CTAaHIAPTOB M MHCTPYMEHTOB

(Alembic, OSL, OCIO, Deep Images, USD u T. 11.);

BBICOKO¥ CKOpOCTM BuUsyanu3saimu 3¢h(eKToB ITyOMHbI PE3KOCTU U Pa3MbI-

TUST IBVKEHUS

BBICOKOMY YPOBHIO MacCIITabupyeMOCTH MpU BU3yaau3anyuu Ha ¢pepMax BU-

3yajam3ainm;

MHTEerpanuum B BeJylllye TakeTbhl KOMITbIOTepHOW rpadukm (Autodesk 3ds

Max, Autodesk Maya, SideFX Houdini, MAXON Cinema 4D u np.);

OTKPBITOMY (OpPMATy JaHHBIX, OTKPbITOMY API U MHCTpyMeHTaM [JIs1 pas-

PabOTUMKOB;

noagepskke rmatgopm GNU/Linux, Apple macOS u Microsoft Windows.
Bo/BIIMHCTBY U3 ITPeACTaBIEHHbIX BbIIIIE KPUTEPMEB COOTBETCTBYET PACCMATPH-

BaeMasl B JaHHOI KHUTe cucTeMa Busyanusaiuu V-Ray for Maya 1 ero aBTOHOMHast

Bepcust V-Ray Standalone.

©c 0 0 O O 000

Uctopua V-Ray u ero peanusaumum B 3D-npunoxenusx

Cuctema Busyanmsainuy V-Ray Hauama CBoe pasBUTHME C pa3paboOTKMU ITPOCTOTO
TPACCUPOBINMKA JIyUeii, KOTOPbI ObIT MPU3BaH PelaTh JOCTATOYHO ITPOCTYIO 3a-
nmauy. B manmpHeiimem pa3paboTuMKy 0OHAPYKWIIN, UTO SIAPO BHITIOHSIET BbIUMC/IE-
HMSI OBICTPO U C BBICOKMM KaueCTBOM, ¥ Ha4aJiy pa3pabaThIBaTh OJTHOIIEHHOE SIIPO
BU3yaIM3aIyMy M HA6OP COOTBETCTBYIONIMX MHCTPYMEHTOB.

M3navanbHO V-Ray 6bUT BBHITTOTHEH B KaueCTBe MOTYJIS pacivpenns s 3ds Max.
U no Bepcunu 1.5 V-Ray 6611 pelnteHreM UCKITIOUMTENbHO 111 3ds Max, HO B IMHelKe
V-Ray Bepcum 1.5 mostBunace mepsast Bepcusi V-Ray for Maya. ViMeHHO B I1epBOii
penakiuu V-Ray for Maya nostBuach 6a30Bast QyHKIIMOHAIBHOCTb SIAPA BU3YaIN-
3anum V-Ray. OgHako oH 3HauMTeNnbHO yerynan V-Ray for 3ds Max, u Heo6xonumo
ObLIO pa3pabaThIBaTh MHCTPYMEHTHI CAMOCTOSITE/TbHO, OOBIYHO 3TO [I€JIaJIoCh uepes
API u co3maHue clleHapleB.

Ho, HaunHas ¢ Bepcuu V-Ray 2.0, pa3paboTunky [enaiT KapauHaIbHOe U3Me-
HEHMe B apXUTEKType SiApa BU3yalIn3anuin, ero GyHKIMOHAIBHOCTA U TTePeBOISIT
V-Ray B pa3psiz CMCTeMHBIX PellleHN T, KOTOPbIe MOTYT ObITh MHTETPUPOBAHBI B JTIO-
60e TIpUIIoKeHe KOMITbIOTEPHOI rpadMKy U pa3sBepHYTO Ha 10607 13 wiaThopm
(Linux, macOS, Windows).

B 2013 rogy Chaos Group BbirtyckaeT V-Ray 3.0, TpeTbIO BepCuio siipa 1 peainusa-
uuio popMaTa JaHHbIX. TpeThbsl Bepcus IpeTepreBaeT sl BasKHEeIINX M3MeHeHUIA.
O6HoBIsIeTCS MHTepdeiic Moab30BaTeIsIM, TeIlepb OH CTAHOBUTCS 6oJjiee OpraHu-
30BaHHBIM U TIOHSITHBIM OOJIBIIMHCTBY HAUMHAIOIIMX T0JIb30BaTe Iell. YBeIueHa
MIPOU3BOAUTEIBHOCTh TPACCHMPOBKM JIyua B peskume Progressive Rendering. s
MHTeTpaluu ¢ pegakiusmu V-Ray st Apyrux IpWIOKeHMI, a TakKe ISt o6MeHa
IaHHBIMM ObLIa peanu3oBaHa moamepskka VRMATS. TpeTbst Bepcust oTydmia Mmof-
Iep>kky dopmarta Alembic, UTO TTO3BOMIIO BBITIOMHATD Iepefavy JaHHBIX MEXKIY
PasIMUYHBIMM TIPWIOKEHUSIMM IJIs1 KOMITbIOTepHOI Tpaduku 1 Look Development.
Cucrema V-Ray Hair Taxke mosiyuamia psif, yaydliieHuit 1 onTuMu3anuii. IMmeHHO
B V-Ray 3.0 mosiBiwi1ach nmoaaepskka yrpaBjieHus [IBETOM B PaCTPOBBIX U BU3yaJlu-
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3UpyeMbIX 1306pakeHUX. Tak, CTaI0 BO3MOKHBIM IPUMeHSITh podumau LUT, ICC
u kKoHburypanyu OCIO Hanpsmyto B V-Ray. Biarogapst cepbe3HbIM OOHOBIEHUSIM
saapa V-Ray 3.0 moayunn nogaepskky OpenEXR 2.X u ¢popmaTa nsobpakeHuit deep
images. [Tonb3oBaTtenyu V-Ray GPU nonyumian BO3MOKHOCTb Busyanusanuu Render
Elements.

Yepe3 mATHh JIeT pa3pabOTOK M cepuy OGHOBJIEHMUII TpeTheit Bepcum V-Ray
B 2018 romy Chaos Group aHoHcupyeT Bbixon, V-Ray Next (TexHudyecku 3To V-Ray
Bepcun 4.0). ITO 3HAUUTETbHOE OOHOBJIEHME BCEro (DYHKIIVMOHANA CUCTEMBI BU-
3yanmMsaluy M BO3MOXKHOCTeN simpa V-Ray. OcHOBHas 3ajada, KOTOPYIO pellain
pa3paboTYMKY B UETBEPTOI BepCcum, — MPOMU3BOAUTEILHOCTD U TOCTUKEHIE BbICO-
KOV CKOpOCTM BU3yanau3aluuu. B HOBOI Bepcuy mpousBefeHa peann3annsi M OnTu-
musanusa Adaptive Dome Light. YBenuueHa mpon3BoAUTENbHOCTh BU3yaIN3alIUN
B pexkume IPR. ITu BbiGope peskuma Viewport IPR cTaso BO3MOKHBIM MPUMEHSITh
NVIDIA Al Denoiser B kKaueCcTBe MeTO/ia yAaaeHUs IIyMa 10 YMOJIYaHuIo. [j1s1 Kop-
peKIuK U MpaBoK MaTepuaaoB mobasieH pexkum Debug Shading/Isolate Selected.
Teneps ¢ nomomipio V-Ray GPU u V-Ray Progressive Sampler Bbl MOskeTe BBITIOJ-
HUTH BU3yaimsauuio Playblast Hampsimyio M3 BUIOBOTO OKHa MpoeKuuu. SIapo
V-Ray GPU nonyunio OByKpaTHOe yBelIuueHue CKOPOCTM Buayanmsauuu. Taioke
siipo V-Ray GPU moyumio BO3MOKHOCTb BU3YaIn3auyuy aTMOCHepHBIX U 00beM-
HbIX 3¢ dekToB. B V-Ray Next qyist V-Ray GPU no6asnena nogaepskka Bucket mode.
IobGaBieH HOBBIN 1eiimep Pysical Hair Material. Biarogapst mo6aBiieHUI0 HOBOTO
atpubyrta Metalness B V-Ray Next peanusoBaHa nogaepskka PBR-meiinepos. s
BU3YaIM3alUY HEPEATUCTUYHOI MOJeI 3aTeHeHUs ObLT KapAMHAIbHO Tepepa-
6oraH 1 oO6HOBeH 1meitmep V-Ray Toon. [Jo6asnen meinep V-Ray Layered Tex-
ture. 7151 yripaB/eHNsI JTaHHBIMM U 60Jiee TOUHOI OpraHU3aIuii JaHHbIX B IIPOEKTE
B V-Ray Next mo6asieHa rnogaepsxkka Layered Alembic Ha ocHOBe dopmara Alem-
bic Bepcuu 1.7. M oueHb BaKHBIM HOBOBBeZieHUeM B V-Ray Next aBisieTcst JOCTYII
K y#ajieHHOMY o6inayHoMmy cepBucy V-Ray Cloud, HbeiHe m3BecTHOMY Kak Chaos
Cloud.

Hosblie Bo3amoxkHocTH V-Ray Next Update 1

OcCHOBHbI€ I71aBbl KHUTHM, KOTOPYIO BbI IEPKMUTE B PyKaxX, OCHOBaHbI HA BO3MOXHO-
ctax saapa V-Ray 4.1 n V-Ray Next for Maya 2018. OToMy CTOUT yaeanTh 0coboe
BHMMaHMe, TaK KaK BCe OCHOBHbIE BO3MOKHOCTY JAHHOV BEPCUU MOTYT OBITh UC-
MT0JIb30BaHbI Kak uepes3 nHTepdeiic Autodesk Maya, Tak 1 HampsIMyIO C ITOMOIIIbIO
KOMAaHIHOV CTPOKM B aBTOHOMHOII Bepcum V-Ray Next Standalone (4.12.01). Ecin
Kakue-TOo QYHKIMM He peasM30BaHbl B MHTepdelice MporpaMMbl, X MOXKHO JO-
6aBuTb ¢ momorisio MEL niu Python, cornacHo mokymenTtaiuu K V-Ray for Maya.

B ocHose Update 1 nesxut ssapo V-Ray 4.12.01. OmgHOE 13 KITI0UeBbIX QYHKITMI SIB-
nsietcs BBemeHme Memory Tracking — cycTeMbl MOHMTOPMHTA ITOTPEOIeHNS TaMSITH.
O61bexThI V-Ray Proxy mosyumiy nogaepskky sneMmenTa Cryptomatte. PazpaboTun-
KV TIOBBICMJTM CKOPOCTD HavasIa BU3YyaIM3alyy CIIeHbI M OTOOpaskeHNST IIePBBIX ITUK-
ceineii B pexxume V-Ray Progressive. B maHHOM 06HOBIeHMYM A0OaBIeHa MO PIKKa
Maya 2019. Hletigep AL Surface mosryumi rmoamepskky ssapom V-Ray GPU.





