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[. 1. BbBeaeHue B 3DStudio Max

C nporpamarta 3DS Max moraTt ga ce cb3gasat 3D moaenu ¢ npodecroHanHo
KayecTBO, (poTOpeanuCcTUyHn n3obpaxeHns B pasnuyeH dopmart, aHuMaums u
edpeKkT! U3nons3BaHn N B KNHO NHOYCTpUATA.

Kp oT cdounma Star Wars Kagbp ot hunma Stargate

B 1031 Kypc Wwe ce pasrnegart HAKOM OT MOMEHTUTE, KOUTO Lie MOMOrHaT B
Cb3[aBaHeTO Ha BM3yanu3aunMm B apXUTEKTYPHOTO MPOEKTUpaHe Ha WHTepuop wn
ekcTtepuop. LLe ce nanonssat noanoxku ot nporpamata AutoCAD.

3a fna ce cTUrHe 4o KpanmHust pesynTaT, TpsibBa Aa ce npemMuHe Npes3 HAKOSKO
OCHOBHU eTana Ha NpoeKkTupaHeTo:

- MoJenupaHe — cb3gaBaHe Ha reomeTpuyHata ¢opma Ha obekta wnm
obekTnTe, pasnonaraHn B MOAENTHOTO NPOCTPaHCTBO(CLEHA);

- Ccb3gaBaHe Ha maTtepuanu u npunaraHeTo UM KbM 0GEKTUTE OT cLeHaTta —
KbM BCEKM OOEKT MOXe Oa ce MpUNoXu UBAT, TeKCTypa WnvM matepuarn
Taka, KakTo 61 TpAbBano Aa uarnexaa B KpauHus NPOAYKT;




OCBeTNeHne — 3a aa ce Bmkaart obekTuTe B cueHaTa, Te TpsibBa ga 6bvaar
ocBeTeHwn. lNMporpamaTta npeanara no nogpasbupaHe gageHO OCBETIEHME,
HO CbLLO Taka M pasfMyYHN U3TOYHULM Ha CBETNIMHA, KOMTO MoraT ga ce
HacTpomnsart, B 3aBUCUMOCT OT pe3yrTarta, KONTO ce Tbpcy;

aHMMaumnsa — moraTt Ja ce aHumupaTt obekTU — TAXHOTO MpemMecTBaHe B
NMPOCTPaAHCTBOTO WUNWN TaAxXHaTa Aedopmaums. CbLO Taka MoXe ga ce
aHMMMUpa KamepaTa, C KOATO ce pasrnexaa cleHaTta ¢ 00ekTUTe — HEMHOTO
OBWKEHME B U OKOIO 0BeKTUTE;

Rendering — npouec Ha cdoTopeanncTMyHo BM3yanusmpaHe Ha cLeHaTta ¢
06eKkTMTe — MpeuunsHo npeacTtaBsHe Ha LBETOBe, TEeKCTypWu, MaTtepuanu,
OCBETNEHNE U CEHKN.




l. 2. UHTepcenc Ha nporpamara

3a pga 3anovHem paGoTa, NbpBO TpsAOBa Oa ce 3amnos3Haem ¢ nporpamara —
KakBO Ce BWXOa Ha eKpaHa, KO erneMeHT 3a KakBO € W kak ce ynpasnsisa. ToBsa,
KOeTO BWXOaMe Ha eKkpaHa, crnej KaTto cTapTupame nporpaMaTta, MoXe [a ce

pasfenu Ha criefHUTe efieMeHTU:
MeHto

JleHTa Cc MHCTYMEHTH

PaboTtHn nposopuu(viewports)

[onHa neHTac MHCTYMEHTU

Lle pasrnegame HaKoM geTamnu OT Te3n enemeHTu. [la 3anoyHeM C MEHHKOTO.
Kato Bcsaka nporpama nog Windows u Tasnm cu mma MeHw. Lle nponycHem
ctaHgapTHuTe komaHan(New, Open, Save . . .) 1 We o6bpHEM BHMMaAHME Ha OHOBA,
C KOETO Ce 3anoyBa BCEKMN HOB MPOEKT — HACTPOMBAHE HA MEPHUTE €OUHULIN.

Customze  Scripting  Substance  Cwil g 2 2 El[System Unit Setup | 4 X

Customize User Interface...
Hotkey Editor...

Syste
System Unit Setup System Unit Scale

1Unit = 1.0 Centimeters

Load Custom UI Scheme... Display Unit Scale ¥ Respect System Units in Files

Save Custom UI Scheme... Origin 16777214.999999998 1cm

® Metric
Custom Defaults Switcher... Centimeters

Distance from origin: ' 1.0cm

Revert to Startup UI Layout
Lock UI Layout

US Standard :
Resulting Accuracy: 0.0000001182cm

Show UI
Show Editors

Cancel

Custom
Show Explorers

Configure Project Paths...
5 Generic Units
% Configure User and System Paths...
Lighting Units
Units Setup...
International
Plug-in Manager...

Cancel

£ preferences...

1. OT rnaBHOTO MeH0 > Customize

2. OT nagawoTo MeHo > Units Setup

3. OT meTpmyHaTa mepHa = Centimeters
4. bytoH <System Unit Setup>



5. OT meHtoTO < System Unit Scale> - Centimeters

6. MoTtBbpkaaBame mawaba Ha cucteMHuTe eguHuLmM ¢ 6yToHa <OK>

7. NoTBbpKAaBaMe HAaCTPOMKUTE HA MEPHUTE eauHULM ¢ ByToHa <OK>

MpoobmkaBame ¢ KOMaHOMTE OT FMaBHOTO MeHo File 2
File > Import - Import - BMbKBa B cLeHaTa ob6ekT unm obekTn, cb3gageHn ¢ 3DS
Max vnun ¢ gpyrn nporpamu: ArchiCAD(3DS format), Adobe lllustrator(Al88 format),
AutoCAD(DWG, DXF format) n gp.
File = Import = Merge - BMbkBa B cueHata obekT wmnu rpyna oT obekTwu,
cb3ganeHu B gpyra cueHa(*max File).

Q MASA_C_001.max - Autodesk 3ds Max 2024 ﬂ MASA_C_001.max - Autodesk 3ds Max 2024

File Edit  Tools
New (o 'k

Reset

Group  Views  Create

Open... Ctrl+-0
Open Recent

Autobackup

View Image File...

& Save
®! Save As...

Ctri+S
Shift+Ctrl+S
Save Copy As...

Archive...
Import

Export

Share View...
Send to
Reference
Project
Summary Info...

Import...
Merge...
Replace...
Link Revit
Link FBX

File Properties...

{3 Preferences...

Exit

Link AutoCAD

File Edit Tools Group

New

Reset

QOpen... Ctri+0
Open Recent
Autobackup
View Image File...

& Save

2! Save As...

Ctr+S
Shift+Ctri+S
Save Copy As...

Archive...
Import

Export

Share View...
Send to
Reference
Project
Summary Info...
File Properties...

{3 Preferences...

Exit

Create

Views

"'k=:

Import...
Merge...
Replace...
Link Revit
Link FBX

Link AutoCAD

KomaHga Import . . . Komanpa Merge . . .

Korato BMbkBame nognoxkm ot AutoCAD, ot noneto Files of type Ha
npo3opeua Select File to Import nsbupame AutoCAD Drawing(*DWG, *DXF), Hllg
IEOECYANOOADERIE). C Tosv TMn Ha daiina(AutoCAD Drawing) umame
Bb3MOXHOCT Aa BMbKHEM camMo Te3u crnoeBe oT DWG dpanna, oT KOUTo Mmame
Hyxga. ToBa ctaBa oT Tabynatopa Layers Ha nposopeua AutoCAD DWG/DXF
Import Options.

Q MASA_C_001.max - Autodesk 3ds Max 2024

Bl AutoCAD DWG/DXF Import Options ? X

[:\@_vsU\@_3D5\81_DWG\31ET_Ldwg
Geometry Layers Spline Rendering

Skip all frozen layers

0
AREA_
BIALA_T_
CAR_
CARS_
DEFPOINTS

HAKOLONI_
1ZGLED_
KOLONI_
KOTA_
MEBEL_
NADPIS_
RAZREZI_
SP-PROZ_
SP-VRAL_
SP-VR-R_
STPL_
TINI_
T-TEXT_
VRATI

Komanga AutoCAD DWG/DXF Options

® Select from list

Cancel

File Edit Tools

New
Reset
Open...
Open Recent
Autobackup
View Image File...
& Save
2! Save As...
Save Copy As...

Archive...

Import

Export

Share View...

Send to

Reference

Project

Summary Info...

File Properties...
{> preferences...

Exit

KomaHga Link AutoCAD

Views Create

"'k::

Group

Ctri+0

Ctrl+S
Shift+Ctri+S

Import...
Merge...
Replace...
Link Revit
Link FBX

Link AutoCAD




File & Import - Link AutoCAD - BmbkBa DWG/DXF channose. 3a pasnuka ot
Apyrmte KomaHau, Tasu 3ana3Ba Bpb3kata C opurnHanHna DWG dann u Bcska
NnpoMsiHa B HEro ce OTpa3siBa aBTOMAaTMYHO B CLiEHaTa, B KOATO CMe ro BMbKHaIMW.

Ot meHtoTO TooOlSs Wwe pasrnegame kKomaHauTe:

Tools - Mirror . . . — cb3aaBa orneganHo konue unun obpas Ha n3dpaHnsa o6ekT unm
obekTy;
Tools - Array . .. — cb3gaBa macuB(peLueTka) oT n3bpaH(n) obekt(n) — MHorokpaT-

HO KonupaHe Ha oGekTa no 3agageHn B6poi Konus M pascTosiHUE Mexay konusTa 3a
npaBObIbIIEH MacuB 1 BGPOW KOMUS 1 bIb 32 KPBHIOB MacuB.

B Aray ? X

Array Transformation: World Coordinates (Use Pivot Point Center)
Incremental
X

v _<7J Move _:_] units
[<] Rotate [E] 0.0 : o * 360.0 + degrees ¥ Re-Orien

1000 % 10000 % (10000 % [B) scle [3] percent | Uniform

Type of Object Array Dimensions Total in Array: 74'

LR Incremental Row Offset:
L e 1D 4 = X v - Preview

Instance 0 . . s Preview

Reference
3D Display as Box

Reset All Parameters OK

Hnanoroe npo3opew, Ha kOMaHaaTa Array

OT meHioTo Group:

- Group — obegunHsBa HAKONKO obekTa unm rpynu ot ob6ekTn B rpyna;

- Ungroup — paseanHasa rpyna ot 06eKkT B CaMOCTOATESTHM OBEKTI.

B meHioTo Create ca pasnonoXeHn KOMaHauUTe, KOUMTO HWU no3BondaeBaT na
cb3fjaBamMe pasnuyHu OBYMEPHM W TPUMEPHM FeoOMEeTpUYHM OOBEKTU, CBETIIMHMU,
Kamepwu, nomMoLLHn 06ekTn n ap. Te ca pasnpegenenn B otTaenHn nogmMmeHtota. 3a no-
yaoobHa v HarnegHa paboTa ca opraHU3vpaHu U B KOMaHOHUS NaHern.

Ot meHoTO Rendering:

- Render . . . — npo3opeubT, B KONTO Ce HacTporBaT napameTpuTe Ha
nocrnegHuMss etan oT pabotata € nporpamata — OKOHYaTenHarta
BM3yanuaauus Ha cueHaTa.

- Environment . . . — HacTpoinkn Ha obkpbXKaBaLlaTa cpefa — OCBETEHOCT,
dOoH 1 ap.

Mento Customize. OT Hero 3anoyBa pabortata ¢ Bceku HoB dhann. Tyk

HacTporiBame HoBaTa cueHa 3a paboTa no HalnTe U3NCKBaHMUS.

- Grid and Snap Settings — HacTponkm 3a OGEKTHO NpUKpernBaHe Ha
nokasaneua Ha muwikaTta. MNabTHOCT Ha NOMOLLHATa Mpexa.

- Customize User Interface — HacCTpOVMKM Ha CbKpaTeHUTe KOMaHOMW.
[lokaszaHo e, 4ye koraTo KOMaHAuTe ce BbBexaaT OT KnaBuaTtyparta ce
nectn kbM 30% OT BpemeTo 3a paboTa CcbC BCAKa nporpama.

OT neHTaTa C MHCTPYMEHTUTE NO-BaXXHUTe BYTOHM ca KoMaHauTe 3a n3bupaxHe

Ha 0beKkTn OT cueHarTa:

Bl MASA_C_001.max - Autodesk 3ds Max 2024
Fle Edt Tools Group Views Create  Modfiers Animation  Graph Editors  Rendering  Customze  Scripting  Substance  CwiView  Amold  Help

DGl . Ll R C W @R @ 3 R 9B 97 () [Cessdedins =

[+][Perspective] [Stand




B - Select Object - nsbupa xenanms obekt ¢ nas Click Ha MuwkaTta BbPXY
Hero. 3a aa usbepem noseve OT eanH 06EKT, HaTUCKame U 3aabpxkame knasuwa Citrl
n ToraBa nocrnepoBatenHo ¢ ngaAB Click Bbpxy >xenaHute obektn. Moxem pa
n3bvpame obektTn u ¢ ovyepTaBaHe Ha 30Ha (Region) ¢ muwkata (Click & Drag).
MankoTo TpUbIrbiHWYE B OONHUSA AeCeH brbf Ha ByToHa noackasea, ve 3aj Hero
nma ckpuTtu apyrvu Bugose 6yToHW. B TO3M criyyan — oyepTtaBame pasnuyHu BUAOOBE
peFVIOHI/IZ- ]

ByToHa 3 window / Crossing H¥ no3BonsBea Aa nsbupame BCUYKM 06EKTU, A0
KOUTO ce Jonpe NuHUsITa Ha pernoHa. AntepHaTuBHus My GyToH I nossonsiBa Aa
nsbupame obeKkTN OT cueHaTa, KOMTO ca U3LANO B 30HaTa Ha pervoHa;

- Select by Name(Select From Scene) - nsébupa o6ektv no TAXHOTO UME:

Bl MASA_C_001.max - Autodesk 3ds Max 2024
File Edit Tools Group Views Create Modifiers Animation Graph Editors Rendering Customize

Sc AR ERFiInBCei@v 8 @ K

[+][Pers ] [Standard* ] [Default Shading ]

Select From Scene n
Select Display Customize

e & @ mN = ? o HEE BYDO

| X BY = Selection Set:

Name (Sorted Ascending)
© @ MASA_C_CARGA_001
© @ MASA_C_CARGA_002
© @ MASA_C_CARGA_003
© @ MASA_C_CARGA_004
© @ MASA_C_KRAK_001
© @ MASA_C_KRAK_002
© @ MASA_C_KRAK_003
© @ MASA_C_KRAK_004
© @ MASA_C_PLOT_001

[wnanoros npo3opeL Ha komaHaaTta Select by Name[H]

Mpn cb3paBaHe Ha 06eKT B cueHaTa, NporpamaTa BegHara My npucBosiBa UMe.
Mo nogpasbupaHe ce npunarat MMeHa cnopep Buaa ga cb3gaBaHusa obekt: Box001,
Box002, Line001, Line002 u 1.H. MNMporpamaTa no3sonsasa ga NpoOMeHNM Te3n UMeHa,
cnopen dyHkumaTa Ha gageHus obekt: MASA KRAK 001(nbpBu Kpak Ha macara),
MASA_KRAK 002(BTopu kpak Ha macaTta), MASA PLOT(nnoTta Ha macaTta) . . .
To3n HaumMH Ha NMeHyBaHe Ha 06eKkTUTe € MHOro no-yaobeH 3a no-necHo HammpaHe
N n3brpaHe Ha TbPCEHUAT OBEKT NN eneMeHTn OT rpyna, KOATO e Cb3hagem;

- Select and Move - npu akTMBMpaHe Ha Ta3n KOMaHAa € Bb3MOXHO
n3bupaHe Ha 06eEKTW, C LEen NpemMecTBaHETO MM B MPOCTPaAHCTBOTO Ha cueHaTa.
CamMo npu aKTMBMpaHe Ha Tasu KoMaHga € Bb3MOXHO MNPeMecTBaHe Ha Beue
n3bpaHu No Apyr Ha4YnH 06eKTY;

@ - Select and Rotate - npu akTMBMpaHe Ha Ta3n KoMaHaa € Bb3MOXHO
n3bupaHe Ha o0beKkTu, C Len 3aBbpPTaHETO MM B NMPOCTPaAHCTBOTO Ha cueHaTa. Camo
npv akTMBMpPaHe Ha Tasu KOMaHOa € Bb3MOXHO BbpTEHe Ha Beye u3bpaHu no apyr
Ha4nH 06eKTN CNPsIMO Te3n, KOUTO HE ca n3bpaHu;

(B - Select and Scale - npu akTMBMpaHe Ha Tasu KomMaHOga € Bb3MOXHO
n3bupaHe Ha obekTn, Cc uen mMawabupaHeTo MM B MPOCTPAHCTBOTO Ha cueHaTa.
Camo npu akTmBMpaHe Ha Tasn KOMaHda € Bb3MOXHO MalwabupaHe Ha Bevye
n3bpaHn No Apyr Ha4YMH 0beKTy;

C peceH Click Bbpxy nocrnegHuTe Tpy MKOHM MOXE Oa Ce U3BMKa nposopeLa
Move(Rotate, Scale)Transform Type-in(unn dyHkumMoHanHus knasuw F12). C HeroBa
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nomoL, ce 3agaBaT NpeunsHn CTOMHOCTM 3a NpemecTBaHe, BbpTeHe 1 MawabunpaHe
Ha obektn B paboTHaTa cueHa. Morat ga ce 3agaBaT KakTo abCONOTHU
CTOMHOCTM(KOOPAMHATU, bIMK), Taka U OTHOCUTENHU(C KONKO Aa ce MpemMectn Unu
3aBbpTM AageHnsa obekT).

Absolute:World Offset:World
X: 0.0cm : X: 0.0cm

Y: 0.0cm B Y: 0.0cm

Z: 0.0cm : Z: 0.0cm

Mpo3opey Move Transform Type-in

- Snap - BKMOYBaHE U U3KIIOYBAHE Ha pexunma Ha 0BeKTHO MpuKpenBaHe
npu npemectBaHe Ha u3bpaH(n) obekT(n). C geceH Click Bbpxy nkoHaTa ce n3BUKBa
nposopeLia 3a HaCTPOMKN Ha OBEKTHOTO NpukpensaHe u mpexarta — Grid and Snap
Settings:

Bl Grid and Snap Settings - X
Snaps Options Home Grid User Grids
Standard v

Grid Points 8 Grid Lines
Pivot | Bounding Box
Perpendicular O | Tangent
Vertex ¥ Endpoint
Edge/Segment Midpoint
Face A Center Face

Clear Al

[Mpo3opeL 3a HacTporikn Ha SNAP

- Mirror - cb3gaBa orneganHo Konue Ha n3bpaHus 0bekT:

B Mirror: World...  ? X

® Transform Geometry
Mirror Axis:

® X
)
z

Offset: 0.0cm

Clone Selection:

@ No Clone
Copy
Instance

Reference

¥ Mirror IK Limits

OK Cancel

lMpo3opeL Ha komaHgaTa MIRROR

E 23 - Slate/Compact Material Editor - oTgeneH moayn, BrpageH B
nporpamara, 3a Cb3gaBaHe Ha LBETOBE, TEKCTYPU U MaTepuanu, KouTo moraTt ga ce
npunoXxat Ha oTAenHUTe obeKkTn OT cueHaTa;

- Render Scene Dialog - npo3opel 3a HacTpovka Ha KpanHaTa
BM3yanmsauus — Rendering;

- Quick Render - 6bp3a Bu3yanuaaumsi.

Ot Command Panel we pasrnegame cnegHute Tabynatopu:

- Create — TOBa € naHenbLT C KOMaHAMTE 3a Cb3faBaHe Ha Moaenute B
cueHaTa. 3a uenTa ce u3nonseBaT KoMaHau 3a ctaHgapTHu 3D n 2D reoMeTpuydHU
obeKkTn, KOMaHOM 3a Cb3gaBaHe Ha W3TOMHUUM Ha CBeTfIMHa W Kamepu 3a
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HabnogeHve Ha 06eKkTUTe M cueHaTa KaTo UAno, NOMOLLHM OBeKTW, ynecHsBalim
paboTata n ap. OpraHuaupanu ca B cnegHute kateropun: Geometry, Shapes, Lights,
Cameras, Helpers, Space Warps, n Systems. OTgenHuTe Kateropum cbObpxar
pasnu4Hy NoAaKaTeropuu;

- Modify — naHen 3a pepgaktupaHe(moguduumpaHe) Ha Beye Cb3gadeHu
obekTn, 3a npeumsmpaHe Ha d¢opmata Ha Mogena. Cbabpxa CNUCBK C MO-
andukaTtopu(Modifier List), koHTenHep(Stack) 3a npunoxeHnte moaudukaTopu wm
pasnuYHM Nagalim CNMCbLUM C KOHTEKCTHM KOMaHaMW 3a pefakTupaHe;

- Hierarchy — ot 1031 naHen we u3nonssame KOMaHauTe 3a NpemMecTBaHe Ha
e[VH OT enemMeHTuTe Ha obekTute — Pivot;

- Display — naHen c komMaHgu 3a ynpaBfneHve Ha BMOMMOCTTa(CKpuBaHe,
rnokasBaHe) Ha 06eKTUTE N TEXHUTE CBOMCTBA.

Create Modify Hierarchy Display

Ve

e
® % ® MAN =%

Standard Primitives

Box001 Box001

Box001 ||

v Display Color
Pivot Link Info

Modifier List

Wireframe: @ Object Color
Material Color

* Object Type » Editable Mesh
¥ Adjust Pivot

Move/Rotate/Scale:

AutoGrid
Shaded: Object Color

Box Cone ® Material Color

Affect Pivot Only
Sphere GeoSphere T

2 * Hide by Category
Cyiinder Tube Affect Object Only

Torus Pyramid
Teapot Plane
TextPlus

* Name and Color
Box001
* Creation Method
Cube ® Box

* Keyboard Entry

¥ Parameters

Height:

Length Segs:
Width Segs:
Height Segs: 1

¥ Generate Mapping Coords.

Real-World Map Size

Named Selections:

Whole Object Selected

* Soft Selection
v Edit Geometry

Affect Hierarchy Only
Alignment:
Center to Object
Align to Object
Align to World

Pivot:

Reset Pivot

¥ Working Pivot
Edit Working Pivot
Use Working Pivot ...

Reset

Place Pivot To:

v Align To View

¥ Pin Working Pivot

Show Renderable Only
Category Filter

. Geometry
W( Cameras
® Lights
GJ Shapes

ﬁ Helpers
= Space Warps

_‘-': Partide Systems
‘A Bone Objects

Scene Contents @ All

Al None Invert

Hide Selected
Hide Unselected

Hide by Name...

Hide by Hit

Hskoun ot Tabynatopute Ha Command Panel

PaboTHuTEe npo3opum ca NPOCTPaHCTBOTO OT MHTepdenca Ha nporpamara,
KbgeTo mogenupame obektuTe Ha Hawarta cueHa. Korato pageH nposopel e
aKTMBEH, TON Ce OTKpOsiBa CbC XbNTa pamMka. [1peBKMOYBAHETO Ha aKTUBHOCTTA
Mexay OTAenHWTe Mpo3opuM CTaBa C fsB MMM OEeCeH KNWK Ha nokasaneua Ha
muwkaTta. [Jobpa npaktvka € Aa npeBKkrYBamMe Mexay OTAENHUTE Mpo3opuu C
aeceH knuk(Right click). Mo To3n Ha4vmH, He rybu cenekumsiTa OT 0B6eKkTn, KOATO e
HanpaBeHa B JafeH npo3opeL,.

Bcekn nposopel, Moxe ga ce NpeBKSoYn Ha uan ekpaH(Maximize Viewport).
ToBa e cnabo mscTo 3a Bcekn CAD cneumanuct — paboTHOTO NPOCTPAHCTBO HUKOra
He e gocTtatbyHO. EanH foGbp BapmaHT 3a pelleHne Ha npobrnema e pabortaTta C
ABa MOHMTOpa — Ha €adVMHUS MOHUTOP  pasnofnarame camo  paboTHus
nposopew(paboTHUTe Npo3opun), a Ha OPYrus MOHMTOP pasnonarame neHTuTe ¢
WHCTPYMEHTU M OOMBAHUTENHU NpPO30puUM OT UHTepderica Ha nporpamaTa. Taka ce
pagBaMe Ha YMCTO OT MKOHW 1 NPo30opLmM paboTHO NPOCTPaHCTBO:
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Mo nogpasbupaHe nporpamarta npeanara ekpaH pasgeneH Ha 4eTupu
nposopeua(viewports), oT KOMTO MMaMe CbLOTBETEH Norneq KbM cueHaTa: Top, Left,
Front n Perspective(norneq otrope, oTnsaBo, OPOHTaANHO M B nepcnektnea). Te ca
CUMETPUYHO Pa3rofioXKEeHN MO XOPWU3OHTan M BepTukan. B 3aBMCMMOCT OT HawwuTte
HYXOW € Bb3MOXHO [a Ce MPOMEHU Ta3n CUMETpUsi: KOoraTo nosvumoHupame
nokasaneua Ha MuLKaTa BbpXy rpaHvuaTta Ha ABa npo3opeua(Hanpumep mexay Top
View un Left View) unm B npeceyHaTa TOYKa Ha XOPU3OHTanNHaTa U BepTuKanHaTta
rpaHuLa Ha YeTvpuTe mposopelia, 3abengasBame, Yye nokasanela NpPOMeHs CBOsTa

dopma - <%“<;’> E Toraea c Click & Drag BnaymMm nokasarneua B XefiaHata nocoka
1 NpeopasmepsiBaMme OTAENHUTE NPO30pLM:

i w1, o |

8 B

5 Enatled: :u ) ac
Mpeopa3mepsiBaHe Ha oTaenHWTe nposopuwn(Viewports)

OcBeH npeopa3mepsiBaHe, nporpamarta npegnara v pasnuyHu onuun. B
rOpHUS NSB bIb/ Ha BCEKWU npo3opel, 3abenassame B KBagpaTHU cKOOW nmeHaTa Ha
otaenHute sugose onuuun [+] [Top] [User Defined] [Wireframe]. Korato nocounm c
nokasaneua Ha MULIKaTa AageHo MMme, TO ce ouBeTsiBa B Xbnto. Korato gageHus
NpO30peL, HE € aKTMBEH - HAMA XbJiTa pamMKka U UMeHaTa He Ce OuBeTHABaT B XbITO .
C peceHn Click Bbpxy [+] oT npo3opeua, ce nosiBiBa KOHTEKCTHO MeHk. OT Hero
nsdumpame Configure Viewports . . . n ot TabynaTtopa Layout Ha npo3opeua Viewport
Configuration nsénpame >xenaHata KOHuUrypaums.



Viewports Configuration ? X

Display Performance Background Layout Safe Frames Regions Statistics ViewCube SteeringWheels

= = = S
EEECE B

Click in viewport
image to select
view type.

Perspective

MpomsHa Ha kodurypaumsaTa oT norneam kM cueHara(Viewports)

Bcsaka koHGurypaumsa cbo Mmoxe aa 6bae npeopasmepaHa.
C neceH Click BbpXy MMETO Ha BCEKM NPO30pEL, MOXe e Ce CMeHM nornena ¢
BCEKW ApYyr — Hanpumep: oT Perspective View Moxem ga npemmHeM kbM Right View:

tive ] [Standard ] [Default S
Cameras
Lights
Perspective
Orthoaraphic
Top
Bottom
Front
Back
Left
Right

Save Active Perspective View
Extended Viewports

Show Safe Frames
Viewport Clipping
Undo View Zoom Extents

MpowmsHa oT Perspective View kbM Right View B gageH npo3sopel,

B pecHusa kpa Ha gonHata neHTa C WHCTPYMEHTM Ce Hamupa rpyna ot
OyTOHM, C KOUTO ce ynpaBnsBaT paboTHUTE NPO3opUM:

Z Grid = 10.0cm I <l "”P 44| ' AutoKey Selected
o;

 Enabled: ® @ @ AddTimeTag < 0 L ¥ setkey )%, | KeyFiters.. >, ¥, ¢
Hsakon oT Te3un 6yTOHVI Cce NPOMEHAT B 3aBUCMMOCT OT BMOa Ha akKTUBHUA Npo3opeLl, —

aanu e optorpadudeH(Top View, Front View, Back View . . .), nepcnektusa, norneg
npes3 kamepa unn nNpes CBETNIMHEH 00eKT.
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ToBa ca 6yTOHI/I 3a KOHTPOI U HaBurauma Ha npo3opuu, Korato norneabT € npeas:

Perspective View Kamepa CBETNUHEH 06eKT

D,Ba(Tpa OT ByTOHMTE Ce ABSABaT BbB BCUYKM CIyyau:

- Zoom Extents All — ueHTpupa 1 yBenvyaBa MakCUMarnHoO BCUYKN BUONMMN
06eKTM Ha cueHaTa BbB BCUYKM Npo3opum(viewports);

B Zoom Extents All Selected - ueHTpupa 1 yBenMyaBa MakCcMMasriHO BCUYKU
n3bpaHu 06eKkTN Ha cLeHaTa BbB BCUYKM Npo3opum(viewports);

- Maximize Viewport Toggle — yBenuyaBa MaKkCMManHO Ha UsAN ekpaH
n3bpaHna nposopeu(viewport);

ByToHu 3a ynpasnenue Ha Orthographic View n Perspective View

21 - Zoom Viewport — NNaBHO YBENWYEHWE UMM HaMmareHue Ha aKTUBHUS
npo3sopeL(viewport);
20 - Zoom All — nnaBHO yBenuyeHWMe WNM HamarieHMe Ha BCUYKU
npo3sopum(viewports);

8 - Zoom Extents Selected - LeHTpMpa 1 yBenuyaBa MakcuManHo u3bpaHus
06eKT Ha cueHaTa B akTUBHUSA Npo3opeL(viewport);

o

- Zoom Extents - ueHTpupa 1 yBenuyaBa MakCUMasiHO BCUYKM BUOUMU
06eKTM Ha cueHaTa B akTUBHUSA npo3opeL(viewport);

- Zoom Region — yBenuMyaBa permoH(npaBobrbiiHa 30HA) odYepTaH ¢ no-
Kasaneua Ha muwkaTa B gageH npo3opedl(viewport) pasnuyeH ot Perspective;

- Field-of-View — (camo 3a Perspective View n Camera View) yBenvyasa
UNn HamansiBa 3puUTENHUS bIbf, NOA4 KONTO ce HabnogaBa cueHata. No3numarta Ha
rmegHaTa TOYKa He ce npomeHs. AHanorns ce npasu C (Bapuo) obekTmBuTe npu
Kamepute — LUMPOKOBIbIIHUTE Ca C rofisiM 3puUTerieH brbf, TeneobekTnemuTe ca C

MaJTbK 3PpUTEJIEH bIbJ1;

- Pan View — npemecTtBa no3uumsita Ha rnegHaTta Touka,;

- Orbit — 3aBbpTa rnegHaTa To4ka OKOS0 ONTUYHUA LLEHTBP Ha CLEeHaTa;

& - onit Selected — 3aBbpTa rnegHarta Toyka OKono m3bpaH Ob6ekT oT
cueHara;

- Orbit SubObject — 3aBbpTa rmegHata To4ka Okono nsbpaH nogobekT

Ha JagaeH obeKkT OoT cueHaTa;

l! - Dolly Camera, Dolly Target, Dolly Camera + Target — npemecTtBa
Kamepa, NnpeMecTBa LenTa Ha kamepara, NpeMecTBa u ABETe;

& Perspective — kom6uHauus ot Field-of-View n Dolly Camera;

]
- Roll Camera — 3aBbpTa KamepaTa OKONO OCTa Ha nornega. 3a ga
3aBbpTUM KamepaTta — Click & Drag B XOpu30oHTasiHa Nnocoka;

11



B - pan camera — BbPTM LieNTa Ha KamepaTa M3 cleHaTa C LeHTbp Ha
poTauus — camaTa kamepa.

- Walk Through — pasxoaka ¢ kameparta no cueHara;

- Orbit Camera — BbpT\ KamepaTa OKOJS10 CLeHaTa C LEeHTbp Ha poTauns —
uenTta Ha kamepata(Camera Target);

- Truck Camera — MecTu kamepaTta ycrnopeaHo Ha nornefga Ha camaTa
kamepa.
MouTn egHaKkBK ca OYTOHWUTE U 3a CBETIIMHEH U3TOYHUK.

CnepBa 30HaTa 3a cb3gaBaHe aHumMaumda(Animation and Time Controls):

e] [Standard ] [Default

Z: Grid = 10.0cm lee <l }llli »l ' AutoKey Selected

=0s

% Enabled: ® @ & AddTimeTag @ 0 : @ < setkey ], KeyFilters..,

12



l. 3. Bbnpocu no temara

[lo Tyk 61 TpsibBano ga MoXxeM [ja OTrOBOPMM Ha MOHe Ha CrieHUTe BbNPOCU:

6.

7.

. Kon ca ocHOBHUTE eTanu OT NpoekTUpaHeTo ¢ nporpamuHusa npoaykt 3DS Max?
. Kon ca ocHoBHUTE enemeHTn OT nHTepdenca Ha nporpamaTa?

. Kon ca no-BaxxHuTe 3a Hac KOMaHaW OT rMaBHOTO MEHIO Ha nporpamara?

. KakBo npaBum B nposopeua Move Transform Type-In?

. KakBo moxem ¢ nomowita Ha Command Panel?

Kak ga norneaHeM o6ekTUTe B cLieHaTa B OTAeNHUTE npo3opum - Viewport?

Kak na meHyBame BCekM HOBOCH3aaaeH 0GeKT B cLieHaTa 3a MNo-NecHO TbpceHe

N eBEHTYaJTHOTO MY obegnHaBaHe B rpyna c gpyru cxogHu obekTn?

8.

Kak ce HacTponBaT MepHUTE egeHnum B cueHata Ha 3DS MAX?

13



Il. CtaHgapTHU NPUMUTUBU

3a ga ocbuwecTBum Hawata nges B 3D Busyanusaumsd, Tpsabea ga 3anodyHem ot
NbpBaTa CTbMNKa — reOMETPUYHOTO U3rpaxgaHe Ha o6ekTuTe B HawaTa cueHa. Pasbupa
ce, TYK pasrnexgname Hawmte 00eKkTU B TPMMEPHOTO MNPOCTPAHCTBO — OT rnegHa To4ka
Ha cTepeomeTpusita. Moesta e pa cBegeM 3aobukansawmTe HU npegmMeTy [o
0OMKHOBEHM reOMETPUYHN Tena, TAXHa KoMbuHaumsa n/mnn mogmdukaums. [la Baemem

aee b U 1m i [jE

rrrrr

Maca c npUMUTUBKN, HanpaBeHa OT NPUMUTUBU

3a npuMmep Kpak OT MacaTa Ha durypata no-rope. Kato reomeTpuyHa durypa
npeacraensBa OOWKHOBEH napanenenunen ¢ onpegeneHn pasmepu. Llaprute Ha
Macarta — CcbLuo. [1noTa e unMHOLP.

Mporpamata 3DS Max npegnara pasfnuyHM KOMaHOM 3a Cb3gaBaHe Ha
CTaHOapTHUTE reoMeTpuUYHW Tena(napanenenunen, KOHYC, cdepa, UUnMHObp . . .),
obeanHeHun B rpyna Standard Primitives(ctaHgapTHu npumuTtuen). [la pasrnegame no-
WHTEPECHUTE OT TAX.

Il. 1. Box (napanenenuneg, ky0)

3a pa cb3gagem napanenenunen, ocBeH OT MeHwTo: Create | Standard
Primitives | Box, moxem ga usnonssame komaHaHus nadHen: Command Panel | Create |
Geometry | Standard Primitives | Box :

C nokasaneua Ha muwwkaTta knvkame ¢ nesus 6yToH (naB Click) B Touka 1 n 6e3
na ocsoboxgaBame OytoHa, Bnadmm (Click & Drag) go Touka 2. B Touka 2
ocBoboxgaBame ByTOHa u ABMXMM nokasaneua go Tovka 3. Cneasa nsaB Click B Touka
3. Mo 1031 Ha4mH Hawmsa obekT Beye e Cb3gageH.

14
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Cb3paBaHe Ha npumMuTMBa BOX CbC 3agafeHn CTOMHOCTW Ha pa3mepu

[okaTo e Bce oule cenekTupaH, B noneTto Parameters moxem ga onpegenvu
TOYHO HeroBuTe pasmepu no avskmHa(Length), wupuna(Width) n BucounHa(Height) —
OCHOBHWUTE TpW napamMmeTbpa Ha npummutMBa Box. Hanpumep BbBexgame cnegHute
CTOMHOCTM: 3a AbJmKnHa — 40, 3a wupnHa — 60 1 3a BucounHa — 30. Taka cb3gageHus
06eKkT e eqHO3HAYHO onpeaeneH n 6u Tpssbeano Aa uarnexaga no HadnHa, npeacTaBeH
Ha durypata no-rope. OcBeH C pasmepuTte, TO3N NPUMUTMB Ce onpenend n ¢ apyru
€NeMEeHTU, KOUTO Cca BanuaHuM 1 3a BCekM Apyr o0ekT, cb3gadeH B cueHa Ha 3DS Max:

- Wme — Bcekn 0BekT cu uma yHukanHo ume. B noneto Name and Color
nporpamaTa NpuUCcBOsIBa Ha BCEKM HOBOCb3AadeH 06eKkT yHukanHo ume. Mo
nogpasbupaHe — B 3aBUCMMOCT OT Buaa Ha obekra: Box01l, Cylinder01,
Cone0l u T.H. MMame Bb3MOXHOCT N0 BCAKO BpeEME [a ro NPOMEHUM,;

- LBAT — Ha Bcekn 06eKT ce npucBosiBa gageH uBAT. Cpelly nMeTo Ha obekTa,
B noneto Name and Color nma kytuinka ¢ npucsoeHnsa uat. C nas Click
BbpXy Hes oTBapaAme nanutpata Ha 3DS Max Object Color ¢ HeuHuTe
OCHOBHM 64 uBATa, ako Te He [OCTaTbuYHM, M3Non3BamMe nanuTpaTta Ha
AutoCAD - 256 uB4aTa,

Bl Object Color ? X Bl Object Color ? X

oCAD ACI palette 3ds Max palette ® AutoCAD ACI palette

Gray Shades:

By Ob By Object

0 a ¥ Assign Random Colors Current Color: -

LiBetoBa nanutpa Ha 3DS Max LiBeToBa nanutpa Ha AutoCAD

15



ako 1 Te He gocturart, ¢ 6ytoHa Add Custom Colors(onums 3), oTBapsime nanuTpara Ha
Windows ¢ HelHuTe 16 777 216 uBsaTa.

Whiteness Scene Referred Scene Display
| 0.553 4 195

Hue
hA q Red:
‘ Green: | D 0027 ;0
Blue: | 0.227 &+ 130
|
> o

- Hue: D | o3z s 232

5 sat: [T |95 & 180

Value: | 0.553 &+ 195

Add Color Cancel

By Object "y

¥ Assign Random Colors Current Color: - oK Cancel

- Pivot — reomeTpnyHMsa LEHTBP Ha obekTa. Ton ce n3obpassBa KaTo OTAENHA
KoopAuHaTHa cucTtemMa C TpuTte CTpesiku Ha nocoknte X, Y u Z n ce npoMeHs
B 3aBMCMMOCT OT pexXumma Ha npoMsHa MoSIoXKeHMeTo Ha obekta B
NPOCTPaHCTBOTO: NpeMecTBaHe, BbpTeHe 1 MalwjabupaHe.

Select and Move Select and Rotate Select and Scale

Pivot-a Ha BCekn 06eKT MOXe Aa ce NpemMecTy CPsIMO reOMEeTPUYHUSA LEHTBP Ha camus
0ob6ekT. ToBa cTaBa oT 6yToHa Affect Pivot Only Ha TabynaTtopa Hierarchy ot komaHaHus
naHen: Command Panel | Hierarchy | Pivot | Affect Pivot Only. Mpw akTnBeH ByTOH, KbM
Pivot-a ce [obaBAT OONBAHUTENHW CTPENKW, KOUTO HW MNOoKa3BaT, 4e nporpamaTta
OYakBa [a BbBeAeM AaHHW 3a HEroBOTO NpemecTBaHe. [lpemecTBaHeTO cTaBa Unu C
muwkaTta, uypes Click & Drag Bbpxy HAKOSi OT CTpenkuite, Unv 4Ypes BbBeXadaHe Ha
TOYHM CTOMHOCTWM B nonertata Ha npo3opeua Move (Rotate, Scale) Transform Type-
In(nsBmkea ce ¢ F12). Cnen npemecTtBaHe Ha Pivot-a, TpabBa ga ce nanese ot pexuma
Ha NpemecTBaHe, Ype3 NOBTOPHO HaTUckaHe Ha ByToHa Affect Pivot Only.
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ETo eanH npumep 3a edbekt ot npemecTtBaHe Ha Pivot-a

Mporpamarta HM faBa Bb3MOXHOCT Aa cb3aagem obekta Box(kakTo u Bcekun gpyr
NPUMUTUB) U KaTO BbBe4EM CTOMHOCTU 3a HEroBUTE KOOPAWHATU U pasmMepu OUPEKTHO
OT KnaBmaTtypaTa. Hanpumep, ako kpakbT Ha macaTa e ¢ pa3mepu 8x8x81 cm, Tpsbsa B
nagawoTto meHo Keyboard Entry ga 3agagem HyXHUTE CTOMHOCTU B CbOTBETHUTE
nonera: KoopaAnHaTUTE Ha MbpPBUSA Kpak ca npumepHo: 3a X: 30, 3a Y: 30 n 3a Z: 0; 3a
pasamepa Length: 8, 3a Width: 8 n 3a Height: 81. lNpu Taka 3agageHn CTOMHOCTH,
€[VHCTBEHOTO, KOETO HM OCTaBa [fa HanpaBum, € [a HatucHem OyTtoHa Create wu
MbpPBUS Kpak Ha MacaTa € Cb3JaZeH C TOYHU pa3Mepn U Ha TOYHOTO MECTOMOSOXEHUE:

Command Panel

v Object Type
AutoGrid

* Name and Color

Box001

¥ Creation Method
Cube

¥ Keyboard Entry

~ Parameters

Length: 0.0am

Length Segs: 1
Width Segs: 1

Height Segs: 1
¥ Generate Mapping Coords.

Real-World Map Size
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Command Panel

+
O %U® W=D
Standard Primitives
v Object Type
AutoGrid
Box Cone
Sphere GeoSphere
Cylinder Tube
Torus Pyramid
Teapot Plane
TextPlus

¥ Name and Color

Box004

¥ Creation Method

Cube ® Box
* Keyboard Entry

X: 30.0am

Y: -30.0am  *

Z: 0.0cm
Length: 8.0cm
Width: 8.0em
Height: 81.0cm

Create

¥ Parameters
Length: 8.0cm
Width: 8.0cm
Height: 81.0cm

Length Segs: 1
Width Segs: 1

Height Segs: 1

¥ Generate Mapping Coords.
Real-World Map Size

AKO n3nonasame CbLUUTE CTOMHOCTM, HO CMEHAME CaMO 3HakKa +/- npen CTOMHOCTUTE 3a
KoopamHatuTe — 6bp30 MOXEM Aa Cb3OadeEM U YETUPUTE Kpaka Ha MacaTa: 3a BTopus
Kpak — X: -30,Y: 30; 3a Tpetna kpak — X: -30, Y: -30; 3a 4eTBbpTU Kpak — X: 30, Y: -30.

YacTHua cnyvanm Ha Box ¢ paBHuM cTpaHu e kKy6. C nporpamarta ro npaBum, KaTo
n3bepem pagmobytoHa Cube ot noneto Creation Method u camo ¢ nas Click & Drag.
TpsibBa ga ce oTbenexmn Bb3MOXHOCTTa Ha Nporpamarta ga cb3gaBa Box ¢ pasnuynu
Ha Opon CErMeHTU Mo AbIHKUHA, LUMPUHA N BUCOYMHA:




Te3n cermMeHTVM ca OT 3Ha4yeHWe, KoraTo ce Hanara Bbpxy AafeHusi obekT ga ce
npunaraT moaudmkaTopm — KOMaHaM 3a pedakTupaHe u gedopmaums Ha NPUMUTUBKTE.

Mo nogobeH Ha4MH ce cb3gaBaTt M ApyruTe NpUMUTUBK. Pasnukarta ce cBexaa
[0 cneuMdukaTta Ha oTaenHaTa reoMeTpus.

Il. 2. Sphere (cdepa)

3a pa cb3gagem cdepa, ocBeH OT MeHwTo: Create | Standard Primitives |
Sphere, moxem pga wusnon3same kKomaHaHuA naHen: Command Panel | Create |
Geometry | Standard Primitives | Sphere. No nogpasbupaHe cb3gaBame cdepa ¢ Click
& Drag - nsB Click B ToukaTa Ha XenaHus LEHTbP M BriayuM A0 KenaHua pasmep.
BepgHara B noneto Parameters moxem fa npeumsmpame CTOMHOCTTa Ha paguyca [o
TOYeH pasmep. MIma Bb3MOXHOCT fa cb3fagemM cdepa, KaTo BbBedeM CTOMHOCTU 3a
HEWHUTE KOOpAMHATU N pa3mMepun OUPEKTHO OT KnaBunaTypaTa.

[+][Front] [Standard] [Wireframe]

Command Panel
+ ? @ =
@ %U®WMNED
Standard Primitives
* Object Type
AutoGrid
Box Cone
Sphere GeoSphere
Cylinder Tube
Torus Pyramid
Teapot Plane
TextPlus
* Name and Color

Sphere001

v Creation Method
Edge ® Center
* Keyboard Entry
X: 0.0cm
Y: 0.0cm
7:20.0m 4

Radius: 20.0am

Create

¥ Parameters
Radius: 20.0cm :
Segments: 32
¥ Smooth
Hemisphere: 0.0
® chop Squash
Slice On
Slice From:

Slice To:

Base To Pivot

Cdpepa

B 3aBUCMMOCT OT KOHKPETHUSA Criyvan, MOXEM Aa NpoMeHsime 6posi Ha cermMeHTuTe, oT
KOUTO cb3gaBame cdepaTa — npumep ¢ 16 n 32 cermeHTa:

+][Front] [Standard] [Default Shading ]

Cdpepa ¢ 16 n 32 cermeHTa
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[+ ][Perspective ] [Standard ] [ Default Shading ] * Parameters
Radius:

Segments:

Hemisphere:
® Chop Squash
Slice On
Slice From:
Slice To:
Base To Pivot
¥ Generate Mapping Coords.
Real-World Map Size

¥ Parameters

Radius:
Segments:

Hemisphere: 0.66
® Chop Squash
Slice On
Slice From:

Slice To:

Base To Pivot
¥ Generate Mapping Coords.
Real-World Map Size

Cdpepu ¢ pa3nu4Hu cTorHOCTK Ha noneTo Hemisphere(npu 0.0 cdepaTa e uana)

¥ Parameters

Radius:
Segments:

Hemisphere:
® Chop Squash
v Slice On
Slice From: 111.0
Slice To: -139.5
Base To Pivot
¥ Generate Mapping Coords.
Real-World Map Size

Cdpepm ¢ pasnmyHmu cTorHocTK Ha Slice On




Il. 3. Cylinder (umnuHabp)

3a ga cb3gagem uMnMHObP, ocBeH oT MeHTo: Create | Standard Primitives |
Cylinder, moxem pga wusnonssame komaHaHua naHen: Command Panel | Create |
Geometry | Standard Primitives | Cylinder. o nogpa3sbupaHe cb3gaBame LUMMHABP C
Click & Drag - naB Click B ToukaTa Ha xenaHusa LeHTbp 1 BflaynuM J0 XenaHus pasmep
Ha paguyca. Cnep ToBa ¢ BTopu naB Click onpegensame xenaHata BucovnHa. BegHara
B noneto Parameters moxem fa npeumnsnpame CTOMHOCTTa Ha paguyca U BUCovMHaTa
0O ToyeH pasmep. Mma BB3MOXHOCT fa Cb3gageM UunvHAbP, KaTto BbBeOeEM
CTOMHOCTM 32 HEFOBUTE KOOPAMHATK U pa3Mepun AUPEKTHO OT KnasuaTypara.

Standard Primitives

 Object Type
AutoGrid
Box
Sphere
Cylinder

fane
extPlus
[+][Perspective ] [Standard] [Lw’-MW}"’_—) - e a r
Cylindert
— - * Creation Method
Edge ® Center
* Keyboard Entry
X: 0.0 %

Lnnungsp

N

Lnnungpwm

Kakto npu cdeparta, n ¢ TasM KOMaHga MOXeM da Cb3faBamMe UUIMHOPU C
pasnu4HM onuuu: aa npomeHame 6pos Ha cTpaHuTe(Sides), oT KoUTo e cb3gadeH, Aa
BKMOYBaMe M U3KNYBame 3arnaxgaHeTto (Smooth), noa paspsassBame uunMHAbpa Ha
otaenHu cektopu(Slice On) n kakto 1 npu Box — ga nNpoMeHAMe cerMeHTuTe no
BucounHa(Height Segments).
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Il. 4. Torus ( aBToMOGUIIHA ryma, NOHMYKA)

3a ga cb3gagem Torus, ocBeH oT MeHoTo: Create | Standard Primitives | Torus,
MOXeM [a uanonssame komaHaHusa naHen: Command Panel | Create | Geometry |
Standard Primitives | Torus. No nogpasbupaHe cb3gasame Torus c¢ Click & Drag - nsiB
Click B TouykaTa Ha XenaHus LEHTbp WM BfavyMm [O XeNnaHus pasMep Ha BbHLUHUSA
paguyc. Cnepn TtoBa ¢ BTopu ngaB Click onpepensive xenaHus BTOpu paguyc 3a
ceyeHuneTo. BegHara B noneto Parameters moxeM ga npeumsnpame CTOMHOCTUTE Ha
ABaTa paguyca Ao TOYeH pasmep.

Vima Bb3MOXHOCT Ja cb3gageM Torus, KaTo BbBeJeM CTOMHOCTU 3a HeroBuTe
koopAMHaTK U pasMepu AMPEKTHO OT KnaBuaTypara.

Torus

C Ta3n koMaHga MoxeM Aa cb3gaBame 06eKT C pasnuyHM onuuKn: aa NpoMeHsiMe
Oposi Ha cTpaHuTe(Sides) n cermeHTUTe(Segments), OT KOUTO € cb3gageH, Aa
BKIIOMBaMeE M U3KMYBaMe 3arnaxgaHeTo (Smooth) no cTpaHn 1 No cermMeHTu, 3aeaHo
UM NooTAENHO, Aa paspsidaBame obekTa Ha otaenHu cektopu(Slice On) n ga ycyksame
obekTa No HeroBuTe CTpPaHu:

[oHWYKKM
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Il. 5. Cone (KoHyC)

3a ga cb3gagem KOHYC, MOXeM [a u3non3same KakTto MeHwoTo: Create |
Standard Primitives | Cone, Taka u komaHgHua naHen: Command Panel | Create |
Geometry | Standard Primitives | Cone. No nogpasbupaHe cb3gaBame KoHyc ¢ Click &
Drag - nsB Click B Toukata Ha xenaHus LEHTbp M BfiayuM A0 XenaHus pasMmep Ha
OCHOBHMA paguyc. Cnep Toea ¢ BTopu naB Click onpegensame xenaHata BUCOYMHA, a C
Tpetna na Click onpegename BTOpua paguyc 3a KoHyca. AKO BTOpuUSA paguyc e no-
ronsm OT Hyna — cb3gaBaMe npeceyeH KoHyc. BegHara B noneto Parameters moxem
Aa npeumsmpame CTOMHOCTUTE Ha ABaTa paguyca U BUCOYMHATa 4O TOYEH pa3mep.

C T1asnm komaHOa MOXeM [a Cb3fgaBaMe KOHYC C pasnuyHn onuuun: aa
npomeHame 6posi Ha cTpaHuTe(Sides), OT KOMTO € Cb3gadeH, Aa BKYBaMe U
n3knyBame 3arnaxgaHeto (Smooth), ga pasps3BamMe KOHyca Ha OTAenHu
cektopu(Slice On) 1 kakTo 1 Npn Box — ga npoMeHsMe cermeHTuTe no BucodnHa(Height
Segments).

MiMa Bb3MOXHOCT ga cb3gagem KOHYC, KaTO BbBeaem CTOMHOCTK 3a HeroBute
KoopaAnHaTt 1 paaMepn OUPEeKTHO OT KraBuaTtypara.

KoHycm
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Il. 6. Tube (Tpbba)

3a pa cb3gagem Tpbba, Moxem ga u3nonssamMe Kakto MeHwTo: Create |
Standard Primitives | Tube, Taka n komaHgHus naHen: Command Panel | Create |
Geometry | Standard Primitives | Tube. Mo nogpasbupaHe cb3gaBame Tpbba ¢ Click &
Drag - nsB Click B Toukata Ha xenaHus LEHTbp M BfiayuM A0 XenaHus pasMmep Ha
nbpeus  paguyc. Cnepn toBa ¢ BTopu ngaB Click onpegename BTOopus paguyc, a C
Tpetna nae Click onpepename xenaHata BucOYMHa Ha TpbbaTa. U Tyk B noneto
Parameters moxeM ga npeuusnpame CTOMHOCTUTE Ha ABaTa paguyca U BUcCovMHaTa oo
TOYeH pasmep.

C TasuM KomaHga MOXeM pAa cb3gaBame Tpbba C pasnuMyHM onumu: fa
npomMeHsime Oposi Ha cTpaHuTe(Sides), OT KoMTO € cb3gafeHa, fa BKYBaMe W
n3knYBame 3arnaxgaHeto (Smooth), ga paspsasBame Tpbbata Ha OTAENHM
cektopu(Slice On) 1 kakTo 1 Npn Box — ga npoMeHsIMe cermeHTuTe no BucodnHa(Height
Segments).

MiMa BB3MOXHOCT Aa Cb3gagem pr6a, KaTO BbBeOEM CTOMHOCTU 3a HEWHUTE
KoopaAnHaTt 1N pasMepun AMPEeKTHO OT KlaBuvaTtypara.

Tpbbu
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Mo aHanornmyeH HayMH ce cb3gdaBaT KaKTO OCTaHanuTe reoMeTpuyHu Tena oT
rpynata Standard Primitives, Taka u Tenarta ot rpynata Extended Primitives:

Extended Primitives

KakBo Wwe ce cnydn, ako nNpu cb3gaBaHeToO Ha gageH obekT, B 30HaTa C
napameTpute Ha obekta(Parameters), 3agagemMm CTOMHOCT, pasnunyHa OT XenaHata U
cMe s NOTBbPAMNN? EANHMAT BapmaHT e Aa ro ustpmem u cb3gagem HaHoBo. [pyruat
BapuaHT € da ro npomMmeHuMm. Vinn Kak ga pegaktypame Bede Cb3gafeH o0ekT, ako
peLlmrM, Ye HSKOW HsaMa da HWM CBbplun paboTa? BbB BCekM eguMH MOMEHT MOXe Aa
n3bepem KOMTO U Aa e 0DeKkT, cb3gadeH Beye B cueHaTa U Ja NPOMEHUM HeroBute
XapaKTepPUCTMKK, NapaMeTpu 1 NpUNoxeHn moandukaumm. Toa ctaBa oT TabynaTtopa
Modify Ha komaHaHua naHen: Command Panel | Modify npn n3tpaH ob6ekT:

Moczoe s b 1= i [

ChamferBox00t

Modifier st

PeuaKTMpaHe Ha NpuMnUTUB

Mpy Tasn KoMaHda HaHOBO Ce OTBaps 30HaTa C napameTpuTe Ha u3bpaHust
00eKT U ce OTKpMBa Bb3MOXHOCT [a BbBeAeM B CbOTBETHUTE MNoneTa npasBUnHUTE
CTOVMHOCTM Ha BCUYKMN NapameTpu.
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Il. 7. Cb3paBaHe Ha hoTbOMN

[o6bpe. MHoro obektn. Ho kakBo ga rm npasum? [a B3emMem 3a npumep eauH
obukHoBeH Chamfer Box. KakBo moxe ga ce HanpaBu ¢ Hero? AMun poTboWs, KaTo
TO3M, Hanpumep:

[a snanm kak ce mogenupa Takasa meben: Npu ctapTupaH HoB hawn, NbpPBOTO,
KOeToO npaBMM € [da HacTpoOMM MEpHWUTE eauHUMUM, C KOUTO e paboTum:
OT MeHTO nsbupame Customize | Units Setup... B guanorosus nposopey Units Setup
nsbupame pagmobytoHa Metric n oT cnncbka nog Hero — Centimeters, kKakto 1 B noneTto
System Unit Scale Ha System Unit Setup wn notBbpxgasame ¢ OK;
B npo3sopeua Top View cb3gaBame Chamfer Box ¢ npoussonHu pasmepu(l). B noneto
Parameters BegHara nNpOMEHsIME pasMepuTe Ha XenaHute oT Hac(2): 70x60x20
(LXWxH) — Beye c1 nmame ocHoBaTa Ha Halmst QOTbLOWN;

e b im i [F G
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> B noneto Name and Color npomeHsmMe wuMeTO Ha obekTa — Hanpumep
SOFA_BASE u uBeTa Ha 06eKTa, ako peLumm, Ye NMbpBOHAYanHnsa UBAT HE HX OoNaaa;

> [a npemecTtum ocHoBaTa Ha POTbOMSIA B LIEHTbpa Ha KoopauHaTHaTa cucrtema.

Kak pa Hanpasum ToBa? C komaHgata Select and Move OT neHTata c
NHCTPYMEHTMW.

> Korato e akTMBHa Tasn komaHaa, NMBoTa Ha VI36paHVIF| 00eKT ce ouBeTdABa: ocTa
X—-B YyepBeHO, ocTa Y — B 3eJ1eHO N ocTta Z — B CUHbLO.

Modifiers Animation R C Animation Graph Editors Renderins

ol L
Vi

Ako Hanpasum nsaB Click Bbpxy octa X, T4 ce ouBeTsBa B Xb/ATO M CaMoO
cTpenkaTta(Bbpxa) Ha ocTa ocTaBa YepBeHa. [1pn ToBa nNonoxeHne MOXeM Ja MECTUM
obekTta caMo Xopu3oHTanHo no octa X. AKo HanpaBum ToBa € octa Y — MeCTUM camo
no Y. MNMpwu nas Click Bbpxy kKBagpaT4yeTo Mexay ABETE OCUM — TO CTaBa XbJITO 3ae4HO C
ABETE OCY M MOXEM Aa MecTum obekTa B paBHMHaTa XY.

B TO3M pexum, ako MMHEM HaZ KOHTypa Ha uM3bpaHusi obekT c nokasaneua Ha
MULLKaTa, CaMUSIT Nokasarew, MPOMeHs! CBOsiTa hopMa OT 0BUKHOBEHa CTpenka X Ha

KpbcTocaHa cTpenka “+*. MNpu ToBa nonoxeHue ¢ nsaB Click & Drag Bbpxy kBagpaTyeTo
Ha NMBOTa NpeMecTBamMe OCHOBaTa B cpeAaTa Ha KoopauHaTHaTa cMcTtemMa Ha cueHara.

Absolute:World Offset:Screen
X: 0.0cm : X: 0.0cm
Y: 0.0cm : Y: 0.0cm
Z: 0.0cm : Z: 0.0cm

A pann e ToYHO B cpegaTa? ToBa MOXeEM ga NpoBeEpMM WM OT peda Ha
CbCTOSIHMETO NOA YEepPTOXHOTO nofie, unum oT nposopeua Move Transform Type-in,

KOMTO ce ua3sukea ¢ geceH Click Bbpxy 6yToHa Select & Move unu ¢ F12. Ako uma
pasMuHaBaHe, MOXeM [a Kopurmpame TOBa, KaTo Hynupame CTOMHOCTUTE B nonetarta
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X, Y n Z Ha 3oHaTta Absolute: World. ToBa Han-6bp30 1 necHo ctaBa ¢ geceH Click

BLPXy ABOMHUTE cTpenkn Bl cpelly Bcsko UMdPOBO none. Mo To3m
HaYMH ce HynMpaT WNM MUHMMU3MPAT BCSIKAKBM CTOMHOCTM BbBEAEHU B TaKuBa
UndpoBu nonerta.

> Cnepn KaTo e cb3fafeHa ocHoBaTa Ha )OThLOWMMNa 1 e No3uLMoHMpaHa B cpeaara
Ha cleHaTa, NMpeMvMHaBaMe KbM Cb3[aBaHe Ha [AyHanpeHeHaTa BbarnaBHMLA 3a
cagaHe. ToBa MoOXe [a CTaHe Mo [Ba HauyuHa: Kato cb3gagem HoB Chamfer Box nnu
KaTO HanpaBWM Konue Ha ocHoBaTa. JlecHO MoXe [a ce npeLeHu, Ye KaTo Konvpame
Beye Cb3gadeH OOEKT, MOXe [Oa Ce CMecTAT HAKOM OT MaHunynaumute, KaTto
YTOUYHABAHE Ha HAKOM OT pasMepuTe 1 No3nULUs B NPOCTPaHCTBOTO.

> [a konupame ToraBa! Kak? lNMpn n3bpaH 06eKT, B pexum Ha npemecTBaHe
HaTuckame Ctrl+V — cTanHgapTHaTa knaBulHa kKoMbuHauma 3a Paste Ha MS Windows
npaBuMM HeroBo kornve — nosieaBa ce nposopel, Clone Options. Ton HM npeanara
cxogHo nme. NMpomeHsme nmeto Ha SOFA_SIT n notebpxaasame ¢ OK:

PesynTaTa e cnegHus:

Q SOFA_001.max - Autodesk 3ds Max 2024
File Edit Tools Group Views Create Modifiers Animation Graph Editors Rendering Customize

SC POANIEREIHEC I €T @ PH

[+1[Top] [Standard ] [Wireframe ]

Select From Scene

Select Display Customize

e & ® N = €6\
v

Name (Sorted Ascending)

© @ SOFA_BASE
© @ SOFA_SIT
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Ha npbB norneg — Huwo Hoeo! Camo B noneto Name and Color € cmMeHeHo
nmeto ot SOFA BASE Ha SOFA _SIT. UctnHaTa e, 4e umame OBa egHakBu obekTa,

KOUTO ce npunokpueaT. AKo u3non3same komaHgata Select by Name , e ce
yBEpUM, Ye 06eKkTMTe ca ABa, CbC CbOTBETHUTE MMEHa.

[pyr Ha4nH 3a KonvpaHe Ha ObeKkT e KoMOuHaumsiTa OT HaTUCHAT U 3agbpXxaH
Shift + nas Click & Drag. B 1031 cny4an konneto Ha m3bpaHus 0BekT ce cb3gaBa
N3MeCTeHO, CpsIMO opurMHana. Toea BbpLuM Aobpa paboTa B HAKOM Crydau, HO He U B
Hawwug, 3awoTo TpsibBa Oa Bpbliame KonveTo(HoBUA 06eKT) B nosuuusaTa Ha
opurnHana. Nosiaea ce nposopey Clone Options nogobeH Ha NpeauLHUA — pasnukaTa
e, 4Ye B HOBUSA npo3opeL, MMa nosne 3a 6pon Ha KonusTa:

Clone Options ? X Clone Options ? X

Object Controller

Object

® Copy ® Copy

Instance Instance

Reference
Reference

Number of Copies:
Name:

Name:
Sl

OK Cancel OK Cancel

Ctrl + naB Click&Drag Ctrl +V

-> MpomeHsame nosnumsata Ha SOFA_SIT ¢ 20 cm no ocTa Z, 3a Aa ce nodaBn TOYHO
Hag ocHoBaTa SOFA_BASE, unato BucoynHa e 20 cm. ToBa MOXeM ga Hanpasum,
Kato BbBegeM ctonHocT 20 cm B noneto Z Ha 3oHata Absolute: World B npo3opeua
Move Transform Type-in;

> MpomeHsame pasmepute Ha SOFA_SIT Taka, Ye ga 3anpunuya Ha gyHanpeHeHa
Bb3rnasHuua. Ho kak? MNoneto Parameters ¢ pa3amepute ce e ckpuno! LLle ro otkpnem B
Tabynatopa Modify Ha komaHgHus naHen. Npu n3bpan obekt B Command Panel |
Modify | Parameters npomeHsime: Length 60 cm, Width 60 cm, Height 12 cm wn Fillet 4
cm;

> MogpaBHABaM npegHaTa 4acT Ha  Bb3rnaBHMUaTa C npegHata 4vacT Ha
OocHoBarTa: -5 no octa Y Ha 3oHaTa Absolute: World B npo3opeua Move Transform Type-
in.

M Ttaka Oo Tyk Hanpasuxme cnefHOTO: Cb3JafoxmMe OocHoBaTa Ha dpoTbouna c
komaHgata Chamfer Box ¢ npowusBonHu pasmepu. [NpomeHuxme pasmepuTte Ha
XenaHute OT Hac M NpemMecTuxme(reoMeTpPUYHUSA LIEHTbP) OCHOBAaTa B Ha4anoTo Ha
KoopauHaTHata cuctema. AKo ToBa ce Hanpasu oT noneto Keyboard Entry, morat ga
Ce CMNecCTAT JOMbIHUTENHO MaHUMynaunm — NPOMeHsHe Ha pa3Mepu 1 npemecTBaHe.

Cnepn ToBa KonvMpaxme OCHOBaTa, 3a [1a HanpaBuM AyHanpeHeHaTa Bb3arnasHuua
3a capadHe. [pemecTxme A Hag oOcHoBaTa, MNPOMEHMXME pasmepute U U 1
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noapaBHMXME C MpedHaTa 4acT Ha ocHoBaTa. Pesyntata ce Bwxkaa Ha cnegHata
nnCcTpaums:

-> MpoaobmkaBame CbC Cb3gaBaHe 3agHaTa Tabna Ha ¢oTbownna, Kato OTHOBO
Konupame ocHoBaTta, npomMeHamMe wumeto Ha SOFA_TABLE, npomeHsame
pasmepute(L=4;W=60;H=70) n nosuumata(Y=33 Absolute World):

-> [lecHna nognakbTHUK Cb3gaBaMe OT Konue Ha ocHoBaTa ¢ ume SOFA _ARM_R.
lMpomeHsiMe pasmepute camo WnpuHaTa n BucoumHaTa (70x15x50) n nosnuynoHnpame
obekta Ha -37.5 no octa X Ha 3oHaTa Absolute: World B npo3sopeua Move Transform
Type-in. 3aLlo Ha Ta3n CTOMHOCT? 3awoTo NMBOTa Ha BCekM 06eKT No nogpasbupaHe e
B reOMETPUYHMS LIEHTBP Ha caMmnsa 06ekT, B paBHMHATA, B KOATO € cb3ganeH. OcHoBaTa
Ha doTbonna e wupoka 60, a nognakbTHUKa — 15. C6opa OT TEXHUTE MONMOBUHKU €
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37.5. 3Haka (-) e, 3aW0TO NMBOTa Ha obekTa € B 30HaTa Ha OoTpuUaTeENHUTE CTOMHOCTU
Ha ocTa X — Ha 3anaj oOT HynarTa.

cmmmn EOE

> 3a neBua noAanakbTHWK KOMMpame [deCHUS U NPOMEeHsAMe WMeTo Ha
SOFA ARM L. N T kaTo pasmepuTte ca CbluMTe, eOMHCTBEHOTO, KOETO OCTaBa Aa
HanpaBuMM € Ja ro NpPemMecTMM Ha HY)XHOTO MSCTO. ToBa HaW-nmecHoO cTaBa, KaTto
n3TpUeM MmMHyca npeg cTomHocTTa 3a X Ha 3oHaTa Absolute: World B npo3opeua Move
Transform Type-in.

ST

ETo 3awo e yoobHo obekTnTte Aa ce cb3gaBaT B HaA4anoTo Ha KoopAauMHaTHaTa
cuctema. Ocute X, Y n Z ce siBABaT 1 OCU Ha cumeTpus. Toa ynecHsiea paboTtaTa npu
Cb3gaBaHe Ha CUMETPUYHN OBEKTMN.
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> EOovHCTBEHOTO, KOETO OCTaHa [a HanpaBMM OT reOMEeTPUYHOTO Cb3JaBaHe Ha
doTbOMNa e Bb3rnaBHWUATa 3a obnaraHe. 3a Hesa We Konvpame Bb3rnasBHULATa 3a
caaaHe, ectectBeHo. NMpomeHsame nmeto Ha SOFA_BACK. OT pasmepute HamansiBame

camo AabmkmHata Ha 50 cm. C komaHpaTa Select and Rotate 3aBbpTame
obnerankata Ha 75 no octa X Ha 3oHaTta Absolute: World B npo3opeua Rotate
Transform Type-in. lNpemectBame s no Y Ha 30 cm n no Z Ha 54 cm Ha 30HaTa
Absolute: World B npo3opeua Move Transform Type-in. doTbonna e rotos.

C komaHpaTta Select by Name n3bmpame BCUYKM 0BEKTU U 1 Fpynupame B rpyna c
KomaHga ot MeHwTo Group | Group u B nosiBABalmsa ce npo3opel nuueMm unme
Hanpumep SOFA_001u npemecTBamMe NMBOTa B HA4YanoToO Ha KOOpAMHATHaTa cuctemMa.
Mo TO3M HauMH, ako pewnm Ada noctaBum POTbOMMA HA BTOPUS eTax, NMPUMEPHO Ha
koTa +3.25, B noneTto Z BbBexgame 325 1 1o ce o3oBaBa Ha TOYHOTO MSICTO.

Il. 8. 3apgaum 3a cb3gaBaHe Ha 00EKTU C NPUMUTUBM.

[a ce cb3gagaT cnegHute 06EKTW, KaToO Cce W3Non3BaT camo NnPUMNTUBNA.
MN3xooHn gaHHWU 1 YKa3aHua 3a u3nbJiIHEHME MoraTt Aa ce 3apedr OT CclieaHuTe
JINHKOBE!

1. KyxHeHcka maca -|Maca ¢ pasmepu| |Maca ¢ ykazaHus

2. Meka meben —|dvBaH ¢ pa3smepu| |duBaH c ykasaHus

3. bantocTtpa —|bantocTtpa ¢ pasmepu| |bantctpa ¢ ykasaHua

4. 'mapgkocTeHHa KonoHa —|KonoHa ¢ pa3mepu| |KosioHa ¢ ykasaHus

5. CueHarta c kyrnona ot npumntnen —|Cuena ¢ dim TOP| (CueHa ¢ dim FRONT

CueHa ¢ ykasaHus
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https://1drv.ms/b/s!BHJurChIUBUry0yUiSlR3DmHRoSu?e=m7xyBQ
https://1drv.ms/b/s!BHJurChIUBUry01YIUP2TeOKHqzi?e=DQefkX
https://1drv.ms/b/s!BHJurChIUBUry0Y4zhIXDflqYGnA?e=bQAydn
https://1drv.ms/t/s!BHJurChIUBUry0e24GCB9PzHSvW2?e=lELXFT
https://1drv.ms/b/s!BHJurChIUBUry04r6GzCQowy7hPE?e=4Ee3ZQ
https://1drv.ms/b/s!BHJurChIUBUry0_yK5-Dd6818inZ?e=LtZ3fb
https://1drv.ms/b/s!BHJurChIUBUry0r8Of-KPJK4JRsO?e=2wSMTe
https://1drv.ms/b/s!BHJurChIUBUry0gO8JO4QgVHXxYC?e=Rscc0o
https://1drv.ms/b/s!AnJurChIUBUry0u6Vh6-RdiPLUKV?e=RANyUD
https://1drv.ms/b/s!BHJurChIUBUry0kF6sSJZPiF8kqo?e=4MTwPV
https://1drv.ms/b/s!BHJurChIUBUry1BMMDGUGf6aQT8A?e=3ZLfAU

33



lll. ABymepHU churypwm (Splines)

D,pyr MOLleH MeToa 3a reoMeTpnyHo Cb3aaBaHe Ha o0eKkTn B HawaTta cueHa e
M3noni3aBaHETo Ha ABYMEPHU cbmrypm. lonama yacTt ot npeameTnte, KOUTO HU
3a0bukansr, npeacrtaBnAaBaT TeJla C eJHAaKBO Ce4YeHune No udanata ObJKnHa:

Opyrv npeameT ce o6pasyBar, KaTo ce 3aBbpTu TAXHaTa obpasyBaTenHa KpuBa OKOSo
AajeHa oc:

Bb3MOXHM ca n komBuHaumm ot CTaHOapPTHU reoOMeTpUYHN cbmrypm n cBOBOOHUN NNHUN.

lll. 1. Line — JIuHua — cb3paBaHe U pegaktupaHe. bantoctpa

Kak OT [OByMepHM reomMeTpudHn QUrypu MOXeM [a HanpaBuMm TPUM3MEPHU
reomeTpuyHm Tena? [a B3emem 3a npumep egHa Gantoctpa ¢ rabapuTHu pasmepu
d=25 cm n h=65 cm:
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B obwusa cnyyanm TA npeacTtaBnsiBa poTauUMOHHO TANo — obpasyBaTenHa fuHWS,
3aBbpTAHA OKOMO [ajeHa oc Ha poTauus. TakaBa fnMHUS LWe HanpaBum 3a
6antoctpaTa. Crnea ToBa Lie NpunoXxum moamdgukaTopa Lathe 3a ga s 3aBbpTUM.

> OTtBapsime HOB (pavn M HacTpoMBame MEepHUTE eOUHUUM B CaHTUMETpu OT
MeHoTo Customize | Units Setup;

> N3bupame komaHgata 3a nvHusa ot Command Panel | Create | Geometry |
Shapes | Line;

> B noneto Drag Type Ha MmeHwoTO Creation Method ot Command Panel
nsbupame pagmo 6ytoHa Corner;

> BbB Front View oyeptaBame rpybo nonoBuHaTa OT KOHTypa Ha 6antoctpaTa,
kaTo ¢ naB Click nocouBame HAKOSMKO TOYKM — MpeKkbcBame C knasuwa Esc:

B BAUUSTRA. -] X

LI

['pna MmpexaTta MoXe Ja HU OpueHTUpa 3a pasMepuTe — HanpuMmep MakcumarneH
anameTtbp 25 cm M BMCOYMHA 65 cm, KaTo MbpBaTa Todka € Okono abcontoTHaTa
O(Hyna).
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> B noneto Name and Color npomeHame umeto Ha BALIUSTRA_001 un cu
nsbupame HOB LIBAT, aKO NPeASIOKEHUSA He HU Aonaaa;

= Beue nmame HoB nnHeeH 06ekT — Tnn Line. OBMKHOBEHA Ha4vyneHa fiMHUS C OCTpu
BbpxoBe, Pivot, uBAT n ume. Kato 3aBbpTUM Tasun NIMHMSA OKONO BepTMKanHaTta oc Z, e
NOMyYMM POTAUMOHHO TANO, KOETO MpuiMya Ha XenaHata oT Hac GantocTtpa. 3a ga
CTaHe No-fiecHO TOBa, MbPBO LWe npeMecTum Pivot-a Ha NMHMATa B OCTa Ha BbPTEHE U
nocre wie NnpunoXum KoMmaHaa 3a moguduumpaHe.

= B pexum Ha npemecTBaHe , npn wu3bpaH o06ekT(BALIUSTRA_001), ot
TabynaTopa Hierarchy Ha komaHgHMA naHen, nddbupame komaHaarta Affect Pivot Only —
Command Panel | Hierarchy | Affect Pivot Only. B To3u pexum Pivot-a npomeHs ceosita
dopma ¢ gonbnHUTENHU, yaebenenn ctpenku. NpemectBame ro B octa Z. ToBa Haun-

necHo ctaBa ¢ geceH Click Bbpxy ABOMHUTE CTpesiku H cpely noneto X Ha Absolute:
World B nposopeua Move Transform Type-in. BegHnara, cneg toBa usnu3ame oOT
pexuma Ha npemecTtBaHe Ha Pivot-a ¢ HoB nsB Click Bbpxy 6etoHa Affect Pivot Only;

MpemecTBaHe Ha Pivot-a B ocTa Ha poTauus

> Ot cnucbka ¢ moamdukatopm Modifier List Ha Tabynatopa Modify npunarame
MoAMMuKaTop 3a 3aBbpTaHe Ha NMHUATa okono octa Z — Lathe — Command Panel |
Modify | Modifier List | Lathe. Npo6same ga npomeHuM rpagycuTte Ha 3aBbpTaHe 3a
Aa BManM edoekTa OT KoMaHgaTa U rm octaBsme Ha 360. YBennyaBame cermMeHTuUTe Ha
24 »n ako uBeTta B Perspective View He e spbK, TbMeH — BKno4vBame onumata Flip
Normals. ToBa ce Hanara, ako nbpeaTa To4dka(First Point) e noctaBeHa B ropHaTa 4acT
obpasyBaTenHaTta nuHuA. MbpBaTta ToYka Ha BcAka nuHMA (Spline) ce pasnuyaBa oT
APYruTe C XbNTUAT CU UBAT. TS MOXe da ce NpoMeHu: npu nsbpaHa fnnHUA, Ha HUBO
Vertex, C geceH KWK BbpxXy nocriegHaTa Toyka ce otBapa Quad menu m oT BTOpU
KBagpaHT(rope AscHo) ce n3bupa onumsata Make First. [NlocoyeHata Todka TpsibBa Aa
nony4n XuvnTt UBAT. [pn Te3n nbpBOHaYanHW HACTPOMKM Ha koMaHaaTta Lathe, Tpsibea
Aa ce e norny4uno reoMmeTpu4HO TAMOo, KOeTO Aa npunuya Ha ToBa OT KapTuHKata no-

aony:
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BepgHara ce 3abensisBa pasMmnHaBaHe Ha oopmarta OT HawuTe ovakBaHus. Cnensa Aa
npeuunsmpame Tasm popma. PegaktupaHeTo we Hanpasum ot Command Panel | Modify
| Line | Vertex, BbB Front view npu cenektupaH o6ekT:

m

B Move Transform Typ.. — X

Absolute:World Offset:Screen
X: 0.0cm X: 0.0cm

Y: 0.0cm Y: 0.0cm
Z: 0.0cm Z: 0.0am

I'IpeLwlsl/lpaHe nosnuuAaTa Ha I'IpraTa TO4YKa

B TO3M pexum Ha pepakTMpaHe BuxgamMe OTHOBO obpasyBaTenHaTta JfiMHUS, HO B
AeTannu: MoXem ga A nNpoMeHsiMe Ha HMBO BbpxoBe(Vertex) — ToBa ca TOYKMTE, B
kKouto cme Hanpasunm ¢ nag Click npu cb3gaBaHeTo NMHUATA, cermeHT(Segment) —
oTceykata mexay ABa Bbpxa M Spline — uenuna obekt kato nuHuA. Cnegsa Aa
Kopurmpame MecTonofnoXeHNeTo N BUuaa Ha OTAENHUTE TOYKM.

> Ha HuBo Vertex ¢ nae Click Ha muwkaTa nsbupame nbpBus Bpbx. [lpemmHaBame
B PEeXuUM Ha npemecrtBaHe C n ¢ geceH Click Bbpxy cbllaTa MKOHA M3BUKBaMe
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npo3opeua Move Transform Type-in. C geceH Click BbpXy ABOWHUTE CTPENnKX B cpeLy
noneto X n Z Ha Absolute: World Ha To3n npo3opeuy, npeumsnpame nNosnumaTa Ha To3un
BpbX B abcontotHata O(Hyna) Ha KoopamHaTHaTa cuctema Ha cueHaTta. 1o octa Y He
NPOMEHSAME HULLO, 3all0TO YepTaeM B paBHMHATa XZ, B KOATO CTOMHOCTUTE No Y ca
Ocm. Ha BTOpKMA BpbX 3ajaBame KoopaMHATU CbC CTOMHOCTN NO X 1 Z cboTBETHO 10Ccm
no;

- Tpetn BpbX — 10cm / 4cm;

- netmBpbx — 12.5cm / 25cm(no X makcumarneH rabaput — 25 cm guameTsp);
- pgeBeTn BpbX — 0cm / 65cm (no Z MakcumarnHa BUCOYUHA);

- ocMu BpbX — 8cm / 65cm;

- cegMu BpbXx —8cm/ 61lcm;

OcTaHannte BbpXoBe MO3NLMOHMPAME Ha MECTa, KOMTO HM Ce CTpyBaT CMOny4MBu.
Pasbupa ce, BCUYKM TE3M CTOMHOCTU Ca NPUMEPHW U MoraT Aa ce NPOMEHAT cropea
WHOMBUAYANHOTO >XenaHue Ha Bceku notpeduten. o TO3M HaunH npeumsmpaxme
rabaputute Ha bantcTpaTa — gnameTbp 25 cm 1 BUcovmMHa 65 cm. Ho ako nsnesem ot
pexmnmMa Ha pegaktTupaHe Ha HMBO Vertex n ce BbpHeM Ha moaudukaTopa Lathe, we
BUOMM, Ye BCe OLUe HEe CMe OOCTUrHanu xenaHata dopma. bantctpaTta € ¢ ToyHuTe
pa3mepu, HO C OCTPU BbPXOBE U NpaBu CerMeHTu. JlunceaT nnaBHM NPexoan U U3BUBKU
No HEMHOTO NpoTexeHne. 3a ga NoCcTUrHem ToBa, TpsibBa Aa NPOMEHUM ByuAa Ha HAKOM
BbpxoBe. [1o-rope BKMAOUYMXME PeEXMM Ha vepTaHe Corner u No Tasu NPUYUHN BCUYKU
TOYKM ca C npaBu (brNoOBK) CErMEHTU MeXay TsX. ToBa ce NPOMEHS MO CNeaHUs HaYMH:
B PEXMM Ha pepaktMpaHe Ha HuBO Vertex msbupame TpeTu BpbX. B pexum Ha

OBUXeHue ¢ geceH Click nssnksame KOHTEKCTHO MEHIO C YeTupu 3oHM(Quad menu).
O6pbluame BHUMaHWE Ha ropHus NsaB kBagpaHT(toolsl).
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B Hero ce Bwxaa KakbB e BMAa Ha CeneKkTUpaHus BpbX(UINK cenekTupaHuTe BbpPXOBe,
ako ca egHaksu no Bua). MiMame 4eTpu Braa BbpXoBe:

> Bezier Corner — BpbX C ABa He3aBUCUMMK MaHunynaTopa. [pemecTBaHeTO Ha
BCEKM MaHUMynaTop MPOMEHS Mpunexawms CerMeHT OT npaBa B KpuBa JMHUSA
He3aBWCKMMO OT ApYrusi MaHunynaTop;

> Bezier — BpbX C [4Ba B3aMMHO CBbP3aHM W 3aBUCUMW MaHunynatopa.
MNMpemecTBaHETO Ha BCEKM MaHMMNynaTtop NpomMeHst oopMaTa Ha ABaTa npunexawm Ha
TouYKaTa CerMmeHT! e4HOBPEMEHHO 1 NPEMECTBA W APYrMs MaHunynaTop;

> Corner — Bpbx 6€3 MaHunynaTopu 1 NpaBoSIMHENHN KbM BbpXa CETMEHTY;
> Smooth — Bpbx 6€3 MaHunynaTopu 1 3a061EHN KbM BbpXa CErMEHTHU.

B Hawwma cnyyanm oTmeTka uma Ha Corner. 3a HawuTe Lenn e HyXeH Apyr Bug
BpbX — Bezier Corner. Korato npeobpasyBame n3bpaHus BpbX, BUWXK4aMe, Ye KbM Hero
ce fobaeart gsa Hesasucumu maHunynatopa. C nas Click & Drag npemecTBame ropHus
MaHuNynaTop Taka, Ye npunexawms cerMeHT fa nonyyu xxenaHara gopma.

Mo cbwma HauvH npeobpasyBaMe 4eTBBLPTUS BpbX B Bezier u My npuaaBame
3a06neHn npunexawm cermeHTu. Mo nogobeH HauvH pegakTMpame neTu, LEeCTU U
ceaMn Bpbx OT obpasyBaTenHaTta KpuBa Ha Hawarta Gantoctpa. B pesynrtaTt ot Tesu
npeobpasyBaHus, bantoctpaTta 6u Tpabeano ga nma cnegHns BuAa;

Jluncea camo gekopaTMBHMA NPBCTEH KbM ropHaTa wuinka Ha 6antocTtpaTta. Le
ro cb3gagem, kato Job6aBnM TPU HOBM BbpXa KbM JIMHUATA.

BbB Front View B pexum Ha pefaktmpaHe Ha HuBO Vertex unsbupame oT
Command Panel | Modify | Geometry komaHgata Refine. C naB Click Bbpxy nuHusTa
Ha HY)XXHOTO MsiCTO fobaBsime Tpu HOBM Bbpxa. Npu BknoyeHa komaHaa Refine Snap
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PEXMMDBT € M3KMYEH, 3aLL0TO Ce MNpuxBalla CblLLECTBYBaLl BPbX, HOBUS HE Ce BMXAa
N npeyun.

CEX X

LLTCI

AAAAA

M3knousame komaHgata Refine un peaakTmpame BbpxoBeTe MO No3HAaTUA Ha4vnH O0
noslydaBaHe Ha XellaHaTa cbopma Ha CEerMeHTUuTe:

Wma cnyuyan, koraTo cTpenkute Ha Pivot-a npeyat ga MecTMM MaHunynatopuTe Ha
XenaHute nosvumun. Korato npubnwkmuMm gafeHus BpbX AOTOMKOBA, Y€ paMoTo Ha
MaHunynatopa Aa e no-abnro oT cTpenkarta Ha Pivot-a — npobnema nsyesea.

Cnen npukniouBaHe Ha pefakTupaHeTo, npemectBame Pivot-a Ha rotoBaTta
Gantoctpa B abcontotHata O(Hyna) Ha KoopaMHaTHaTa cucteMa Ha cueHarta. 1o To3n
HayMH GancTpaTta e roToBa 3a NpeMecTBaHe BbB BCsika TOYKa (KOTa) Ha cueHaTa.
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Bantoctpata B 3aBbpLUeH BUA

ETo kak OT egHa npou3BOfiHA §MHUS Cb3dagoXMe reoMeTPUYHO TANo C
poTaumoHHa dopma. lNpemectBame Pivot-a Ha GantocTpata B Hynata M 3anasBame
danna c ume BALIUSTRA.

Pas3bupa ce BMHaArM mMoxeM ga si MpoMeHMM Mo ¢opma, kato gobaBsMe HOBU
BbpPXOBE, NPEMECTBAME UINN N3TPMBaMe CbLLECTBYBaLLM TaKMBa.

lll. 2. Rectangle — NpaBobrbNHUK — Cb3aaBaHe n pegakTupaHe. Ctonana

[a BnomMm Kkak MOXxeM fa HanpaBuMm C ABYMEPHU 00eKTU CTbhana cbC 3ao0bneHu
Kpauwia, kato Tean — 3CT.17/30CM.:




3a uenTta we u13non3eame MPaBObIbLIIHUK C OMNpPedeneHn pasmMepu, Le ro
KoHBepTupame B Spline u we My npunoxum mogudukatopute Fillet n Extrude.

> OTtBapsime HOB (hbavn U HacTpoBame MEPHUTE €OUHULUM B CaHTUMETPU OT
MeHoTo Customize | Units Setup;

> N3bupame komaHgata 3a npaBobrbiHMK OoT Command Panel | Create |
Geometry | Shapes | Rectangle;

> B Top View nsyepraBame npon3sBosieH NpaBObIbITHUK;

> B noneto Name and Color npomeHame umeto Ha STAPALO_001 wn cu
n3bupame HOB LIBAT, aKO NPEeASIOXKEHNSA He HU AONaaa;

> B noneto Parameters npeuusmpame pasmepute — Length: 90cm wn Width:
500cm;

> I'IpemeCTBame npaBoblbJ/IHMKA B HA4aJ10TO HA KOOpAMHATHaAaTa cCucremMa C geceH

Click Bbpxy OBOWHUTE CTpPESIKM B cpewy noneto X m Y Ha Absolute: World B
npo3opeua Move Transform Type-In(n3sukaH ¢ F12);

> MpemectBame obekta cnpsamo Pivot-a ¢ -45 cm no octa Y - ropHus pbb Ha
cTbnanoTo cbBnaga ¢ octa X. 3a uenta oT Tabynatopa Hierarchy Ha komaHOHUSA
naHen, nsbupame komaHgata Affect Object Only — Command Panel | Hierarchy | Affect
Object Only;

> M3nnsame ot pexuma Affect Object Only;

> Konnpame o6ekTa, 3a Aa MMamMe NoAroToBKa 3a BTOPOTO CTbMano. B pexum Ha

npemectBaHe , - Curl + V. B nosiBaBawmsa ce nposopeu, ¢ onumsa Copy
notebpxaaBame ¢ OK (1) cb3gaBaHeTo Ha obekta STAPALO_002;
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> C komaHpaTta Select by Name (2) wnsbmpame STAPALO 001 wn ot
NpaBObIbIIHUK KaTo 00eKT, ro koHBepTupame B Editable Spline. 3a uenta ¢ gecen Click
Bbpxy mmeTto Rectangle ot Stack-a ¢ mogudukatopute(nog Modifier List),oTBapsime
KOHTEKCTHOTO MEHI0 1 OT Hero nsbupame (3)Editable Spline:

) ColnervDAR v

Show Al Subtrees
Hide All Subtrees

Beye HAMamMe NpaBOBLIbLIHMK C ONpedesieHn napameTpu(abibkMHa M WKMpuHa), a
oOMKHOBEHa 3aTBOpeHa NUHUA - Spline, KOATO MOXeM Aa pedakTupame Ha HUMBO
Vertex, Segment n Spline. 3a ga nony4nm xenaHusi 3a06neH KOHTYp Ha CTbNanoTo,
nsbupame npegHUTE(QONHUTE) ABa Bbpxa 1 nsnonssame mogudmkartopa Fillet.

> B pexum Ha pepaktupaHe Ha HuMBO Bpbx — Command Panel | Modify |
Geometry | Fillet - 3agaBame ctonHocT 90cm B uMdpPOBOTO None;
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C 71oBa nogrotBuxme obekta 3a nocnegHata CTbfka OT  HEroBOTO
MoanduumpaHe KbM popmaTta Ha NbPBOTO CTbLMNANo.

> N3bupame Taka opOpMeHUA KOHTYp W npunarame mogudukatopa Extrude —
Command Panel | Modifier List | Extrude n B noneto Parameters cpewy Amount
3ajaBamMe CTOMHOCT 17 ¢cm — BUCOYMHATA Ha CTbNanoTo;

> N3bnpame obekta STAPALO 002 u npomeHsiMe HeroBute napameTpu Ha
pasmepute Ha BTOpoTO cTbnano — Command Panel | Modify | Parameters —
3agaBame cpelly nonetarta Length n Width ceotBeTHO cTonHocTn 60cm n 440cm;
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> MpemecTtBame obekta cnpsamo Pivot-a ¢ 15 cm no octa Y Taka, 4ye ropHus pbob
Ha CTbNanoTo ga cbBrnagHe c octa X;

> KoHBepTupame obekTa OT NpaBObLIBIHKK B Spline;

> Konupame obekTta 3a Aga uMame noaroToBka 3a TPETOTO CTbMAno, Kato 3a uenta
n3non3BamMme ctaHgapTHaTa kKoMOMHaUMA OT KnaBuLwK 3a komangaTa Paste — Ctrl+V. Ot
nosiBsBawima ce aHanornmyeH nposopey Clone Options u3bupame onuuata Copy u
noTBbpXKAaBaMe nNpennoXeHoTo nme 3a Tpetna obekt - STAPALO 003 ¢ nss Click
Bbpxy 6yToHa OK;

> N36upame oTHOBO BTOPOTO CTHMAMO0 U B PEXUM Ha peaakTupaHe Ha HMBoO Vertex
n3bupame npeaHuTe(OONHMTE) ABa BbPXA;

> Mpunarame mogudumkatopa Fillet cbec cTomHocT 60cm;

> C Extrude n ctonHocT 17 cm KbM Hesl, 3aBbplUBaMe MOLENUPAHETO Ha BTOPOTO
cTbnano, Kato ro noBaurHem cbe 17 ¢cm no oc z:

> B Top View wusbupame Tpetoto ctbnano - STAPALO 003 u B pexum Ha
pefakTupaHe Ha HMBO Vertex cenektupame eCHUTe 4Ba BbpXa;

> MpemectBame v Hansso ¢ 30 cm kaTto BbBeXAame CTOMHOCT -30cm B MoneTo
cpelly X Ha 3oHaTa Offset: Screen oT npo3opeua Move Transform Type-In;

> lNMpemecTBame neBuTe ABa Bbpxa HagAacHO ¢ 30 cm, KaTo TO3WN MbT CTOMHOCTTa €
nonoxurtenHa: 30cm,;

> N3bnpame 1 npemectBame npegHute(gonHuTe) aea Bbpxa no octa Y ¢ 30 cm
Harope(+30 no Y);

> Mpunarame komangata Fillet cbe ctonHoct 30cm,;

> 3aBbpluBaMe MoAenupaHeTo Ha TPeToTOo CTbhnano ¢ Extrude m CTOMHOCT KbM
Hest — 17cm 1 npemecTBaHe no oc z Ha 34 cm:
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3anasBame garnna c ume STAPALA.

lll. 3. Rectangle — MNpaBObLIBLNHUK - NpoabiKeHne. CTeHa ¢ npo3opel

[a pasrnegame no-nogpobHO Tasn KapTuHkaTa. Ha Hesa akueHTa nonaga BbpXxy
NpaBObIb/IHA CTEHA C NpaBObIbiieH nNpo3opel,. CTeHaTa e ¢ pa3mepu npumepHo 290 x
450 cm. Ha Hest nma oTBOp 3a npo3opeua ¢ pasmepun ga pedem 180 x 150 cm n e Ha
BucounHa 90 cm ot noga. lNpe3 oTBopa ce Bmxkaa AebenvHata Ha 3uga, ¢ pasmep
npumepHo 25 cm. o cpefaTta Ha TO3M 3ug € MOHTUpaHa gorpama, KosiTo € C BbHLLUHK
rabapuTtn egHakeu ¢ rabaputute Ha OTBOPa(roBOPUM 3a UAearnHUs criydan) u cevyeHue
Ha npodmna 5 x 5 cm. OctaBa ga otbenexunm crbknonaketa ¢ pasmepun 170 x 140 cm
— BbTpeLHMsa rabapuT Ha gorpamaTta u gebenvHa 2 cm.
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3anoyBame CbC CTeHaTa. 3a uenTta LWe uW3Mnon3Bame MnpPaBObIbIHUK C
onpegeneHuTe pasmepu, LWe ro KoHBepTupame B Spline M we My npunoxum
MogudumkaTtopa UVW Map.

> OTtBapsime HoB (hbavn U HacTpoBame MEPHUTE €OUHULUM B CaHTUMETPU OT
MeHoTo Customize | Units Setup;

> N3bupame komaHgata 3a npaBobrbiHWMK OoT Command Panel | Create |
Geometry | Shapes | Rectangle;

> BbB Front View nadepraBame npomsBosieH NpaBObIrbHUK;

> B noneto Name and Color npomeHsme wumeto Ha ST_O _ET2 001(ot
STena_Ost_ETaje2_001) n cn nsbupame HOB LIBAT, aKo NPeAIOXKEeHUA He HX Aonaaa;

> B noneto Parameters npeuusmpame pasmepute — Length: 290cm n Width:
450cm,;

> KoHBepTupame npaBobrbiHuka B Editable Spline;

> lMpemecTBame cTeHaTa CrnpsMO HayanoTo Ha KoopAMHaTHaTa cucTema Taka, ve
JonHua pbb Ha cTeHata fa cbBrnagHe ¢ paBHuMHata XY: cpewly noneto X v Z Ha
Absolute: World B nposopeua Move Transform Type-In(n3sukaH ¢ F12) 3agaBame
CTOMHOCTU CbOTBETHO 225 cm 1 145 cm(nonoBuHKUTE OT rabapuTuTe Ha CTeHaTa);

> 3a ga npeBbpHEM Tasu 3aTBOPEHa NMHUSA BbB BUAMMA NOBBLPXHWUHA, Npunarame
moaudukaTopa UVW Map — Command Panel | Modify | Modifier List | UVW Map.
lMony4aBsa ce ,3aceH4yBaHe” Ha NMOBBLXHOCTTA Ha NPaBOBLIbIIHUKA M MOXeE Aa ce npueme
KaTo cTeHa c Hynesa aebenuvHa.
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3aceHuyBaHe Ha NpaBobIbLAHUK ¢ UVW Mapping — BU3yanuavMpaHeTo My kaTo CTeHa

Beye nmame crteHa c HyxHuTe pasmepu U Hynesa aebenvHa Ha 3uga. 3auwo
HyneBa? Amu 3aW0TO He HK TpsibBa no-gebena! MNporpamarta B TO3K crydam nma Ham-
Manko pabota B mauncnutenHusa npouec npu Rendering(Bndyanusauus) Ha KpanHoOTo
n3obpaxeHune. Ako nornegHem obobuieHaTta WHgopmaunsa 3a obekTa, e BUauMM, Ye
TOM Ce CbCTOM camoO OT [ABa TpubrbriHMKa(Face) — ocHoBHaTa rpaguBHa YacTuua Ha
TpumamepHuUTe 00ekTn B cueHata Ha 3DStudio Max: File | Summary Info...

3a cpaBHeHWe Han-o6MKHOBEH BOX, OT KOWTO Ovxme HanpaBunu egHa TpuuamepHa
CTEeHa, e u3rpageH ot 6 NOBbPXHUHU - 12 TpubrbriHMKa(Faces).

3a HawuTe Uenu cTeHaTa, HanpaBeHa OT MPaBObIbIHUK, € HaMbHO
aocTtatbyHa. Cnensa ga HanpasyM OTBOP 3a Npo3opela. 3a Aa kopurupame npornycka,
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nbpBO TpsbBa ga npemmHem oT HMBO UVW Map, kbM HMBO Spline Ha Editable Spline B
Stack-a ¢ moandumkaTopw.

CteHaTta O0THOBO npunemMa Bmga Ha 3aTBopeHa JINHNA C nNpaBOblbJIHA cbopma.

> Bbe Front View OTHOBO wu34yepTaBamMe YeTUPUBLIBIHUK B paMKkuTe Ha
HayepTaHaTa Beye CTeHa W npeuunsmpame Herosute pasmepu - 180 x 150 cm —
pasmepa Ha nposopeLa;

> MpemecTBame 4YeTUPUBIbIHMKA CNPSIMO CTEeHaTa Taka, Ye AonHusa My pbb aa e
Ha 90 cm oT gonHua pbb Ha cTeHaTta: cpelly noneto X n Z Ha Absolute: World B
npo3opeua Move Transform Type-In(n3sukaH ¢ F12) 3agaBame CTOMHOCTU CbOTBETHO
220 cm un 165 cm;

0 STENA D1 s - Autod — 5 X
T

Fiters

C TO3M NpaBObLIBLIHWK O4YepTaxMe OTBopa Ha nposopeula WU Mnpeunsvpaxme
HEeroBuTe pasmMepu M Mo3nuMsa cnpsMo cTeHata. Ho oT aHanus3a Ha KapTuHKata CbC
cTeHaTa 1 npos3opela 3Haem, Ye U efieMeHTa Ha gorpamara, U efleMeHTa Ha 3uaa ca
CbC CbLUMTE pasmepu 1 Nosuumsa. 3aToBa Lie CNecTMM NOBTOPEHWEe Ha onepauumn KaTto:

> Konupame enemeHta Rectangle01 aBa nbTi, HO BeYe C MMe Ha eQHOTO Konue —
na pedem: PROZ_DOGR_001 n PROZ_ZID 001 — 3a gpyroTo.

B pesyntaT Ha ToBa, Be4ye TpsibBa ga umame 4 nuHenHn obekta B HalLaTa cueHa:
- ObekT cteHa - ST _O_ET2 001;
- O6ekT Rectangle001 — ¢ KONTO LWe U3peXemM OTBOP 3a NPO30peLa B Ta3n CTEHA;
- O6ekt PROZ_DOGR_001 — c Hero e cu HanpasuM gorpamarTa;
- O6ekt PROZ_ZID 001 — oT KOMTO We cb3gagem 3uvaa.

B camaTa cueHa ce BwkaaT camo [ABa MNpaBObIbfHWKA, 3alLOTO eneMeHTUTe 3a
3uaa W gorpamaTta HambfiHO CbBMajaT U ce MPUMNOKPMBAT C efleMeHTa 3a OTBopa Ha
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npo3opeLa kato usno - Rectangle001. Ako nssmnkame cnucbka ¢ komaHgata Select by

Name [H], 6u TpsiGeano aa ce nosiBM NPO30peL, CbC crnegHuTe 06eKTu:

M3nonasame crniyyas u nsbupame creHata — obekta ST_O_ET2 001.

> B pexum Ha pegaktupaHe Ha HMBO Spline nsbnpame komaHgata Attach Multp. n
noco4same obekra Rectangle001 ot cnucbka Attach Multiple.

Toaun cnucbk ce n3sukBa ¢ komaHgata Attach Multp. n B cnyyas e no-ynobeH 3a
nocoYBaHe Ha KOHKpeTeH 06eKT, TbW-kaTO MMame MbAHO MPUNOKPUBAHE Ha Tpu
e[lHaKBW NO pasMep U PasnosioKeHne eNemMeHTn 1 MOXEM Aa NOCOYMM TOYHO KenaHus
OT Hac.




Beue kbM Hawma obekt ST _O ET2 001 ca npukpeneHn YeTupute CermeHTa Ha
Rectangle001.

> 4 BpbLlame ce oTHOBO Ha HMBO UVW Map u pesyntaTa TpsibBa aa e cnegHus:

LG

M3psssaHe Ha cTeHaTa 3a OTBOp Ha nposopeLa

CTeHata Beye e c 0TBOp 3a npo3opeua. MNpoabmkaBame CbeC 3naa.

> N3bunpame obekta PROZ ZID 001 n oT cnucbka ¢ moaundekatopute — Modifier
list npunarame mogudukatopa Extrude, kaTo 3agaBame CTOMHOCT MUHYC 25;
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CronHocTTa Ha Extrude e oTpuuartenHa, 3a ga ce m3pasm obema Ha obekta HaBbTpE B
cTeHaTa.

-> Mpn Bce owe n3bpaH 3ung, ¢ geceH Click n3BnkBame KOHTEKCTHOTO MEHIO U OT
Hero nsdmpame Convert To | Convert to Editable Mesh:

KoHBepTupaHe Ha obekTa B pegaktupyem Mesh

OGekTa Ha 3uga Beuye e KOHBepTMpaH B pegaktupyem Mesh. Bbpxy Hero moxem aa
Bnusiem Ha HuBO Vertex(Bpbx), Edge(pvb), Face(nvue wnuM TPUBIbIHKK),
Polygon(nogobekt oT konnaHapHu(B efHa paBHWHA) TpubrbrHuum) n Element. Ot
rmegHa Toyka Ha Mesh obGekta ce cbctom OT 6 Polygon-a — KakTo BCEKM
napanenenunes oT 6 CTEeHMW.

> B pexum Ha pepaktupaHe Ha HuBO Polygon, ¢ nss Click nsbupame npegHus
NONUroH Ha Hawwmsa obekT. ToBa, Ye 3acBeTBa B OpaHXeBO, NokasBa, Ye € usbpaH.
N3TpuBame ro ¢ HebeamssBecTHusa knasuw Delete(unim ¢ T03M, HabensizaH 3a
n3TpUBaHe);
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CenekTupaHe Ha enemeHT oT pegakTupyemus Mesh — Polygon

> C nsB Click 3bupame n mnstpmBame n 3agHusa nonuroH. MNMpu nsbupaHe, Ton
3acBeTBa B YePBEHO — BCE Mak € OT HeBMAMMATa OT Halla rnefHa Tovka CTpaHa;

> M3kniouBame pexmma Ha pepaktupaHe Ha HuBo Polygon ¢ nsB Click Bbpxy
Hagnuca Editable Mesh. Town, KakTo M uKOHaTa Ha NONUroHa npecTtaeaT da ce
3acBeTaBaT B CUMHBLO. OBeKkTa 31a ocTaBa CenekTupaH;

> Ot cnucvka Modifier List wn3bupame wmoandpumkatopa Normal. C ToBa
OoCTaHanuTe 4YeTupu CTeHn OT obekTa Ha 3uaa ce 3acBeTABaT HaBbTPE, KbAETO Lie ce
pasnonoxu gorpamara u 3uga, kato reomeTpusi e roTos;
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> Bbe Front View mnsbupame PROZ _DOGR_001 u ¢ geceH Click Bbpxy obekTta
N3BMKBaAME KOHTEKCTHOTO MEHIO;

> KoHBepTupame obekta B Editable Spline - C peceH Click Bbpxy obekrta
N3BMKBaMe KOHTEKCTHOTO MEHIO 1 OT Hero nsbmnpame Convert To | Convert to Editable
Spline;

> [pyr BapnaHT cbC CcbLmsa edpekT — oT Stack-a ¢ mogndukaTopute, ¢ geceH Click
BbpXxy Rectangle nssrmkesame KOHTEKCTHOTO MEHIO U OT Hero n3bmnpame Editable Spline;

NURBS

Show All Subtrees
Hide All Subtrees

KoHBepTupaHe Ha NpaBobrbHuka B Spline

> B pexum Ha pepaktupaHe Ha HMBO Spline npunarame moamdukatopa Outline
CbC CTOMHOCT 5Cm — eanHUsS pasMep OT npoduna Ha gorpamata. To3m mogudukaTop
cb3gasa ycnopegHo kornve(aHanor Ha komaHgaTa Offset oT AutoCAD) Ha cermeHTuTe
OoT obekTa Ha 3aJafdeHOTO pPasCTosiHMEe, KaTO HOBUTE CerMeHTU ce sBABaT 4acTu OT
obekTa;
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MpunaraHe Ha komaHaaTa Outline 3a ycnopegHo konupaHe Ha 06ekT

> Ot cnucbka Modifier List npunarame mogudukaTtopa Extrude cbc CTOMHOCT 5 cm
— opyrus pasmep Ha npoduna Ha gorpamata. [lpomeHsime uBeTa Ha 6san — ctaHaapTeH
3a PVC porpama;

Edtors  Rendenng  Customze  Saptng  Subs
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Mpeo6pa3sysaHe Ha AByMepeH 06eKT B TpUMepeH ¢ komanaara Extrude

> NMpemecTBamMe gorpamarta B cpefata Ha 3vda — B PeXUM Ha OBWMXKEHUE
3agaBame cToMHocT 15 cm cpewly Y Ha noneto Absolute: World B npo3opeua Move
Transform Type-in;
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> Bbe Front View ¢ komaHgaTa Rectangle oyepTaBame npaBObLIbIIHUK MO
BbTPELUHNS] KOHTYpP Ha gorpamaTta — 3a MOo-NIeCHO BKMOYBaME pexuma Ha OBEeKTHO

~7)
npukpensaHe £ - cbagaBamMe CTbKIOTO Ha NPo3opeLa;

> B noneto Name and Color npomeHsame umeto Ha PROZ_GLAS 001 n nsbupame
CVIH LUBST;

> Mpunarame mogudukatopa Extrude cbc ctomHocT 2 cm — agebenuHata Ha
HOpMarieH CTbKIONaKeT;

> B Top View npemecTBamMe CTbKronaketTa B cpeaTta Ha Jorpamara - Ha 3.5 cm
no Y B noneto Offset: Screen Ha npo3opeua Move Transform Type-in.

MosunumoHnpaHe Ha o6ekTa CTHKIO B cpeara Ha gorpaMara

HawwuTte 06ekTn kato reoMmeTpus B rotoB BMA. 3anassame danna.
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Mpumep 3a NPoO3opLy C NPOU3BONHA oma
A cera a ce onMTame Ha HanpaBuM CTeHa C TakbB BWUA Npo3opuy. 3a uenTa:

> MoBTapame npouegypata OO MOMEHTa, B KOMTO BbB Front View OTHOBO
n3yepTaBame HYeTUPUBIbIHMK B paMKUTE Ha HayepTaHaTa Beye CTeHa v npeuunsnpame
HerosuTe pa3mepu - 180 x 150 cm — pasmepa Ha nposopeLa;

koHBepTupame Rectangle001 B Spline;

- B PEXWM Ha pepakTupaHe Ha HMBO Vertex ¢ komaHgaTa Refine pobaesame egnH
BPbX B cpefaTa Ha ropHust pbb Ha Rectangle001;

- npemMecTtBame TO3Un BpbX NpumepHo ¢ 30 cm Harope;

- npeuMsnpamMe KOHTypa Ha OTBOpa C MaHuMynaTtopute Ha oTAEeNHUTE BbPXOBE;

MpoabmkaBamMe Mo NO3HATUA HaYMH O Kpasi, KaTo HanpaBMM KOMWe Ha roToBUTE
enemMeHTU Ha eauHUs NpPo30opeL, 3a BTOpUS, U M pasnoriarame CrosyqsiMBo CrnpsiMo
cTeHaTa.

lll. 4. Circle — OKpBbXHOCT — cb3AaBaHe u pegakTtupaHe. Maca

[pyro npunoxeHue Ha ABYMEpHM OGEKTU MOXe Oa Ce Hamepu Npu Cb3faBaHe
Ha NnoTa Ha Maca — Harnpumep KaTo Tasu:
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AKUEeHTBT nonaga Bbpxy popmarta n npoduna Ha nnota. B cnyvyaa popmaTta e Kpbr ¢
anameTtbp npumepHo 100 cm, yabimkeH No cpefarta oT KBagpaTteH cerMeHT. Pesynrtarta
e enuncoung ¢ pasmepun 200x100 cm. MNpoduna e nponsBosHa kpmea ¢ obLua BUCOYMHA
4 cm.

3anoyBame c dopmata Ha nnoTta. 3a uenTta LWe 3ano4yHEM C OKPBXKHOCT C
onpeaeneHnTe pasmepu, wWe s koHBepTupame B Spline, mognduumpame n npunoxum
mogudukaTtopa Shell no 3agageH npodumn.

> OTtBapsime HoB (hbavn U HacTpoMBame MEPHUTE €OUHULUM B CaHTUMETPU OT
MeHoTo Customize | Units Setup;

> N3bupame komaHgaTa 3a okpbxHOCcT oT Command Panel | Create | Geometry |
Shapes | Circle;

= BwbB Top View nsdyepraBame npousBosiHa OKPbXXHOCT;

> B noneto Name and Color npomeHame mmeto Ha MASA PLOT 001 wn cu
n3brpame HOB LBAT, aKO NPearioKeHUs He HU gonaaa;

> B noneto Parameters npeuunsmpame pasmepa — Radius: 50cm;

> [NpemectBame 4 cCnpsiMO HadanoTo Ha KoOpAMHaATHaTa cucTema Taka, 4e
LEeHTBbPBT N Aaa e ¢ koopauHatn 50 cm cpewty noneto X n 0 cm cpewty noneto Y B
paBHMHaTa XY;

> KoHBepTupame okpbKHOCTTa B Spline;

> B pexnm Ha pegakTnpaHe Ha HMBO Segment nsbupame gsaTta cermeHTa 4o ocrta
Y v v natpuBame;
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> B pexum Ha pepakTupaHe Ha HMBO Vertex noGaBsame Mo eavH BPbX B cpeaaTa
Ha BCEKM OT OocTaHanuTe [Ba cermMeHTa ¢ komaHaaTta Refine — nonyyaBame no-nnasHa
KpuBa(Snap-a e U3KM4YeH, 3a ja He NpuxBaHe cbliecTByBall Vertex);

> C komanpgata Mirror npaBum orneganHo konve Ha obekta — oT MeHtTOo: Tools |

Mirror nnu ot neHtata ¢ MHCTPyYMeHTn nsbupame c nae Click kamaHgaTta Mirror .
KonueTto e Ha pasctosiHe MmHyc 100 cm OT opurnHana, KoeTo ce 3agjaBa B MoneTto
Offset Ha nosiBaBaLwus ce npo3opel, Mirror: Screen Coordinates;

MASA_PLOT_002

KonvpaHe Ha obekTa ¢ komaHaa Mirror

> N3bupame oTHOBO MbpBUus 06ekt MASA PLOT_001 u B pexuMm Ha pefaktupaHe
Ha HMBO Spline, ¢ geceH Click nankeame Quad meHtoTo. OT Hero nsbupame KomaHgaTa
Attach, 3a pa pobaBum MASA PLOT_002 - gumpektHO nocoyBaHe ¢ nsaB Click —
obeavHsBaHe Ha cermeHTuTe Ha Aparta obekTa KbM NMbpBUS;
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> Ha HuBOo Vertex ¢ komaHgata Connect cBbp3BamMe [Ba MO [ABa KpavHuTe
Bbpxose ¢ nsB Click & Drag — 3aTBapsime KOHTYpa;

CBbp3BaHe Ha Toyku ¢ komaHaaTta Connect

> Ot cnucbka ¢ moamndukaTopute nsbupame Extrude cbC CTOMHOCT 4 cm cpeLy
Amount B noneto Parameters n ¢ ToBa nnoTta e rotos no gopma;
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Cb3paBaHe Ha TpUMepeH obekT oT OBYyMepEeH C KoMaHaaTa Extrude

> Cb3pgaBame npoduna ¢ koMaHgaTta 3a npaBobrbSHUMK - oT Command Panel |
Create | Geometry | Shapes | Rectangle kato B Top View wn3syeptaBame
NpaBObIbIHUK C padmepn 4cm 3a Length n 2 cm 3a Width;

> KoHBepTMpame ro B Spline M ro pegaktupame, kaTo Ha HMBO Segment
n3TpuBame eanH CErMeHT, a Ha HMBO Vertex npoMeHsiMe npodmna, Kato npeMecTsame
BbpPXOBETe U MoanuduLmpame CerMeHTUTE C MaHuNynaToputTe kbM Bcekn BpbX(Vertex),
[10KaTO NOMyYMM >KernaH npodur;

-> BbB Front View npemecTtBame npoduna Hag cpegarta Ha nnoTa, 3a e € yaobHo
Aa ro Noco4YMM C Kypcopa Ha MuLLKaTa, Korato ce HanoXu a ro u3nosiaBame;

ETanu Ha cb3gaBaHe Ha npoduna

Bcekn oByMepeH 0GeKT MMa NMbpBa TOYKa, OT KOATO Ce 3arnoysBa M3YepTaBaHeTO
Ha obekTa. Crnieq kaTo ce u3yepTae, MbpBaTa TOYKa MOXe Oa ce npomeHsi. Toea e oT
CbLUECTBEHO 3HAYEHWEe TMpu MOAENMpaHeTO Ha HsKouM ob6ekTn. B pexum Ha
penakTupaHe Ha HMBO Vertex mbpBaTa ToYKa € B XXbNT LBAT.

B cnyyas, 3a ga ce nonyys npaBuiHO nNpoduna Ha HawaTta maca, nbpeaTa
Touka TpsibBa Aa e rope BnsiBo. AKO He e, cenekTnupame s
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> B pexum Ha pepaktupaHe Ha HMBO Vertex ¢ geceH Click BbpXy »xenaHusa BpbX
OTBapsiMe KOHTEKCTHO MeHi ¢ 4 kBagpaHTa(Quadmenu) u OT ropHUS NsiB KBagpaHT
(vnn ot KomaHaHua naHen)nsbupame komaHgata Make First — npoduna e roTos;

> N3bupame oTtHoBO obekta MASA PLOT 001 m ro koHBepTupame B Editable
Mesh;

> B pexuma Ha pegaktupaHe Ha HMBO Polygon nsbupame ropHata NoBbpXHWHA Ha
nnoTa un a9 otTaensaMe KaTto camocTositTenieH obekT ¢ komaHgaTa Detach;

> Ha HoBua o6ekT npunarame ume - Hanpumep MASA PLOT_NEW,;

B masa X

i g o 1, |

L CTETTTOTm

AAAAA

OTaensiHe Ha NonuroH ¢ komaHaata Detach

> M3nn3ame oT pexuma Ha pepaktupaHe Ha obekta MASA PLOT 001 um ro
natpmBame. Ha ekpaH octaBat HoBust 06ekT MASA PLOT _NEW u npoduna,;

> N3bupame HoBusa obekt MASA PLOT_NEW wu B pexum Ha pefaktupaHe oT
cnucbka ¢ moandukatopmute Modifier List npunarame Shell;

-> OT cnucbka ¢ HacTponkn Parameters Ha moandukaTtopa 3agaBame CTOMHOCT 4
cm Ha Outer Amount, noctaBsame oTmeTKa cpewly Bevel Edges n HaTuckame 6yToHa
None cpelty Bevel Spline;

> 3a ga cu n3bepem npoduna, umame e Bb3MOXHOCTU: (1) - Left click Bbpxy
npocduna BbB Front View; (2) - oT nosBsasawmsa ce cnucbk (Select by Name, konto B

cnyyas ce otBaps kato Pick Object )|/|36V|pa|v|e MASA_ PROFIL(ga nocuHee) u
noTebpkgaBame ¢ 6yToHa Pick;

62



inimaton Custorwe  Soptn

S =

5 e 0 @ ©

M36upaHe Ha npodwmn anpekTHo(1)n B npo3sopeua Pick Object(2)

KaTto pesynTaTt TpsibBa oa umame cnegHuvs nnoT:

MnoTt Ha macaTa ¢ npunoxeH npodun

OnopHUTe KONMOHM Ha MacaTa M Cb3gaBaMe C NPOU3BOSIHA NUHWA BbB Front View wn
npunoxeH moaundukatop Lathe, a koH3onMTe Nog TAX ¢ MoanUUMpaH NPaBObIBIHUK
n NpunoxeH moandukatop Extrude.
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lll. 5. 3apaum 3a cb3paaBaHe Ha TPUMEpPHU 0BEKTU C ABYMEPHU

M3xoagHn aaHHu n YKa3aHuA 3a n3nvJyiHeHne Morat ga ce 3apeadr OT crieaHuTe
JINHKOBE:

1. bantwcTpa — cnegBanTe ykasaHusiTa OT TemaTa no-rope;

2. KonoHa c kaHentopu —|KonoHa ¢ pasamepu| |KonoHa ¢ ykasaHus

3. CueHaTtac Kynona — cnegpanTe YKa3aHuATa Ha KynoJia c npuMnTmnBHA;,

4. [OusaiiHepcka Macuyka 3a [HEBHA CbC CTHKIIEH NIOT(MMMNPOBU3ALMS).
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IV. Komangu
[la pasrnegame HSKOM OT HAM-4eCTO U3MNON3BaAHUTE KOMaHOM.
IV. 1. Select and Move — n3bupaHe n npemecTeaHe

Bcekn obekT moxe ga 6bae cb3gadeH B NPOM3BOSIHA TOYKa OT cueHaTa. Ho
AOpW Korato 3a Cb3gaBaHe ce u3nonsea U dumkcmpalla noanoXxka, MHOroO 4YecTto ce
Hanara obekta ga 6bae NpemMecTeH, 3aBbpPTSH UK Ja My ce nNpoMeHn mawaba. 3a
Aa ce NpoMeHu nosuumaTa Ha gageH obekT B cueHaTa unm cnpsiMo apyrute obekTw,
nbpBo obekTa(nnn obektute) Tpsibea ga e usbpaH(ga ca n3bpaHu) u cneg ToBa Aa

ce NPeMVHEe B PEXWUM Ha NpemecTBaHe - N3brpaHeTo Ha 0GekTUTE MOXe Aa
CTaHe Mo HSAKONKO HauyuHa:

> 4 Mpwn BkNtouBaHe Ha komaHaaTa Select Objects - ﬂ N ONPEKTHO NOCOYBAHe C
nsB Click Ha muwkaTa — 3a noBeYe OoT eanH 06eKT — ¢ HaTucHaT knasuw Ctrl;

> C oyepTaBaHe Ha NPO30peEL, B PasfINYHNTE PEXUMMU - il ] & B;

> 4 N360op oT cnncbka ¢ obektute — Select by Name - ;

Animato

= @ B xGE: § RIS
,,,,,,,, o mm o 02 &

M36op Ha 06ekT c komaHaaTa Select by Name v nposopeua Select From Scene

> 4 HanpaBo ¢ pexuma Ha npemectBaHe — Select and Move - - B TO3Un
pexum n3dbrpame o6eKTM 1 M npemecTBame.

AKTI/IBI/IpaHeTO Ha TO3N peXuM He npedn ga ce um3nosrn3Bat pexmMmTe Ha
cernekuund, M36poeHV| no-rope. B TO3K peXnm nokazaneua Ha MULLKaTa ce NpoMeHA

OT HOpMmaneH Bug R BToam T , KOraTto e BbpXy HecenekTupaH o6ekT 1 B To3un &,
KoraTto € Bbpxy n3bpaH o6ekT nnu Bbpxy CTpenkute Ha nuBoTa. CamuTte CTpenkun Ha
nMBOTa NPOMEHAT CBOSA LUBAT U popMa: YepBEeH — Mo ocTa X, 3ereH — rno octa Y u
CMH no octa Z. BcaAka cTtpenka uma no ABe OOMbIHUTENHU JUHUAKWN, KOUTO
obpasyBaT kBagpaTHW MaHMnNynaTtopu BbB Bcska paBHuHa — XY, XZ n YZ. Korato ce
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nocoun c naB Click HAKOS OT CTpernkuTe WM HAKOW OT MaHunynatopute, Te
anTepHaTMBHO ce ouBeTsaBaT B XbnTo(be3 BbpxoBeTe Ha cTpenkute). To3n XbnT
LUBAT NMokassa B KOS NMOCOKa UMW paBHMHA € Bb3MOXHO NpemecTBaHeTo Ha obekTa
unun obektute(gsa nnu noseye obekta nonyyasat obwy Pivot).

2 6 @ x R v G SR S aw

aaaaa

MpemecTBaHe camo no oc X(1), camo B paBHMHaTa XY (2) n camo B paBHuHaTa YZ(3)

CamoTo npemecTBaHe CTaBa C BKIOYEH PEXMM Ha NpeMecTBaHe - , Korato
NMbpBO Cce u3bepe nocokata WM paBHMHATA, B KOATO TpsbBa Oa ce M3BbpLUK
npemecTtBaHeTo 1 cneg Toea ¢ nae Click & Drag Bbpxy n3bpaHusi 06eKT nnu Herous
Pivot, ce npngsmxkea obekTa Ha xenaHarta no3vums.

3a npeumsHo NO3nUUOHMpPaHe Ha 06GeKTa Ha TOYHO OMnpeaeneHo MSCTO WUin
nNpemMecTBaHe Ha TOYHO OMpeAeneHo pa3cTosHMe, Ce M3nona3ea npos3opeua Move
Transform Type-in. Ton ce nosBsBa ¢ HaTtuckaHeTo Ha F12 wnm ¢ geceH Click

Bbpxy OyTOHa 3a npemecTBaHe .

Bl Move Transform Typ...  — X

Absolute:World Offset:World
X: 0.0cm B X: 0.0cm

Y: 0.0cm : Y: 0.0cm
Z: 0.0am - Z: 0.0cm

ToyHMTEe KOOpAMHATWM Ha XKenaHaTa no3vuuma ce BbBexXgaT B NOneTo
Absolute: World. ToyHnTe pascTosaHus, Ha KoUTO TpsbBa ga ce npemectn obekTta
Nno Bcska oc ce HaHacAT B noneto Offset: World.

AHanorn4yHn ca AencTBmsiTa u Npu BbpTeHe n MmawabupaHe E Ha
obeKkTnTe CnNpsIMO cueHaTa n octaHanute 06ekTn. CboTBETHUTE NPO30pLUM 3a
npeumsHo aencteue ca Rotate Transform Type-in n Scale Transform Type-in.

CobLlma npeumseH KOHTPO Ha NO3ULMOHMpPaHe N NpemMecTBaHe ce
OCbLUeCcTBSBa M OT pea Ha CbCTOSAHMETO B A0fIHATa YacT Ha ekpaHa.
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= A B x:0.0m * Y: 0.0am ¥ Z: 0.0am + Grid = 10.0cm

% Enabled: ® @ & AddTimeTag

3a 6bp30 npemecTBaHe Ha 06EKTM B xenaHa no3nuus cnpsamo Apyrn o6ekTu
7).
MOXe Ja ce n3nonasa 06eKTHOTO NpukpensaHe Snap - :

0 ASA_01 s - Autodesk 3 M 2023

He Bt To Grous nima Heb
b W adil A0 8 ol L o & ¥ : i 1 * vp | JIETEr— =y
o [perspective | St 0tk Shadea) W

8 ®x

MpemecTBaHe Ha Liaprata oT MsICTOTO Ha Cb3faBaHe [0 XeraHaTa noauuusi cbe Snap(Endpoint)

. (>30)
C peceH Click Bbpxy OyToHa 3a BkNOYBaHe Ha OOEKTHOTO MpuKpenBaHe , MOXKe
[a ce U3BMKa Npo3opeLia 3a HaCTPOWKU:

Snaps Options Home Grid User Grids
Standard v

Grid Points ] Grid Lines
Pivot Bounding Box
Perpendicular (@] Tangent

Vertex [4 ¥ Endpoint
Edge/Segment A © midpoint
Face Center Face

Clear Al

HacTpoiika Ha onumuTe 3a 06ekTHO NpukpensaHe(Snap)

IV. 2. PaaMHOXaBaHe Ha 0b6eKTun

MHoro 4yecTo B cueHaTa ce n3nonseaT egHakeu no popma obektn. Bmecto ga
ce cb3gaBa HaHOBO, Cb3fafeHusi 0BeKkT MoXe 3a ce pasMHOXU(KroHupa). Han-
6bp30 TOBa cTaBa, cnen kato ce usbepe gageH ob6ekT, OT MEHKOTO ce nocoyn Edit |
Clone wnu ce BbBege knaBuwHaTa KomOuHauus Ctrl+V — cTaHgapTHaTta
KombuHauus 3a Paste(moxe ga ce npomeHu oT MeHoTo Customize | Customize User
Interface...). B pesynTat ce nosiBsBa npo3opeua Clone Options:
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KonvpaHe Ha 06ekT cbC cTaHgapTHaTa komaHaa 3a Paste — Ctrl+V

B Hero ycnyxnvBo ce npeanara nogxogswio nme n n3dop ot Tpu onumu. B obwusa
cnyyan ce nsbupa Copy(HesaBuCMMKN egHO OT APYro Konusi) u ce notebpxaasa ¢ OK.
Buanmo HAma pesynTaT, HO Beye nma fBa efHaKBM 00eKkTa Ha eQHO M CbLLO MSACTO,
KOUTO ce npunokpmeaT HanbHO. Moxe aa ce npoBepu B cnucbka ¢ obekTute Select

by Name - . Opyr HaumH 3a pas3MHOXaBaHe Ha O6eKkTM e, Npu BKIOYEH

pexvMm Ha npemMecTBaHe n n3bpaH(n) obekT(n) Oa ce HaATUCHE W 3aObpXxu
knasuwa Shift(Press&Hold) wn c nae Click&Drag Bbpxy obekta unm Herosusa Pivot.
MNMosiBABa ce aHanornyeH nposopel, Clone Options, B KONTO MMa Bb3MOXHOCT Ja ce
3aaBAT 6pos Ha KonusTa.

Clone Options ? X

(0):) ad

® Copy
Instance

Object Controller

@® Copy

Instance
Reference

Reference

Number of Copies:
Name:

BALIUSTRA_002

Cancel

Name:

BALIUSTRA_002

. OK Cancel

Konupane ¢ Shift+nsas Click&Drag KonupaHe c¢ Ctrl+V (by Default)

B To3u cnyt-|a|7| KonmMeto Be4ye € TrpemMecTteHO Ha pa3CTO$IHI/Ie(paBHO Ha
BnaqueTo). Ako konunaTa ca noseve OT €4HO — BCUYKM Ca OTMECTEHM Ha CbLUOTO
pas3ctodaHne eaHo OT Apyro. Ako B TO3M nposopel nmMmaile OOonbJIHUTESTHO Mnoe, B
KOeTo Aa 3agaBamMe U pa3CToAHMEeTO Ha OTMEeCTBaHe, Lelle a € 4YyadeCcHO.
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8 BALUSTRA 001.m:
Fe EdR To

iy

1- HaTVICHaT S ift + naB Click&Drag no oc X Ha AageHo pa3scTosiHue; 2 — [eT Konusi Ha CbLLOTO Pa3CTOsIHWE eaHO OT ,qpyro

IV. 3. Mirror — KkomMaHga 3a orfieganHo KonuvpaHe wnu npemMecTBaHe Ha
npenBapuTenHo n3dpaH(n) obekT(n) Ha AageHo pas3CTosiHME C OnuMu 3a 3anasBaHe

Ha opurmHana unu He. M3BmkBa ce ot MeHoTo Tools | Mirror... nnu 6yToHa .

OrneganHo konve Ha CTatydTa Ha pa3CcTtosaHune 400 cm cbC 3ana3BaHe Ha opuriHana

IV. 4. Array — KOMaHOa 3a MHOrOKpaTHO KonvpaHe Ha OB6eKTM B pasnuyHm
CTPYKTYpHU peweTku. [Npu nsbpaH obekt, oT meHoTO Tools | Array... ce n3BMKBa
nposopeL, CbC CbLOTO MME U B HEr0 Ce NpaBAT HAaCTPOWKM 3a pasnuYHUTE BUOOBE
peLlleTkn: 6pon Ha 0B6eKTUTE, Pa3CTOAHUA(BIbBI) MeXay THX . . .
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> JInHenHa pelueTka;

B ARRAY L s - Aatodesk 365 Vi — % X

1 — nuHenHa peweTka ot 20 konusa Ha 48.25 cm no oc Y 2 — nuHeliHa pelueTka oT 6 konus Ha 47 cm no oc X

> 4 MpaBobrbnHa peLueTka;

T
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> 4 MonspHa pelleTka(pa3amHOXaBaHe MO OKPBXXHOCT);

e g Uy b i [

rrrrrrrr

MonsipHa pelueTka oT 24 obekTa.

MNMuBoTa Ha n3bpaHma 0beKT e NpeMecTeH B Ha4yanoTo Ha KoOpAMHaTHaTa cucTema.
O6ekTuTe ca pasnpegeneHn paBHoMepHO Ha 360° MO OKPBKHOCT.

> CnupanoBuaHa peLueTka;

o2+ 18 Uy 1= i

s

nnnnn

God = 10.00m AL bl L

,,,,,,,,,, : SR e :
CnupanoBugHa pelueTka oT 17 obekta cbe 17 cm CTbMKa BbB BUCOYMHA(MO oC Z).

B cnyyas o6ekTuTe ca pasnpeaeneHn paBHoMepHo Ha -360° no oc Z.
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> 3D pelleTKa B egHa paBHUHA;

ptn

o m o 02

. 4 »':'n'

elect objects

(1) - 3D pelueTka oT 12 npo3opeua(manku) B paBHuHaTa YZ (2) — 3D pelueTka oT 12 nposopeua(ronemu) B paBHUHaTa XZ

> 4 3D pelueTka B NpoCTpaHCTBOTO XYZ;

8 AReAT D - 8 X

i+ by Uy 1=, e
¥
ERAEN %

,,,,,,,,,

3D peweTka oT 36 obekta — 3 pena, 4 kornoHu, 3 HMBa.

IV. 5. Spacing Tool — WHCTpyMeHT 3a konupaHe Ha AafeH 00ekT, kaTo
KOonuMsaTa ce pasnonaraT Ha paBHU pPa3CTOSHUA MO YykasaHa Tpaektopusi(path).
KomaHpgaTa ce 3agaBa npu npeasaputenHo nsbpaH obekt oT meHoTo Tools | Align
|Spacing Tool, ¢ koATo ce M3BMKBa egHOMMEHHUS nNpo3opel. B Hero, ¢ ByToHa Path
ce nocoysa NbTA(dageHa NUHUA), N0 KOUTO ce pasnpenensT KonusaTta u ce 3agasaT
CTOMHOCTMTE 3a Opos Ha konudaTa.
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KONUA Ha rpaguHCcKaTa namna pasnpegeneHn Ha paBHM pa3CcToAaHUA NO 3adafeHaTa TpaeKkTopua Path

Mma gonbnHUTENHM onumm 3a OTCTOSHUA Ha NbPBOTO KOMMEe OT HA4yanoTo Ha NbTs U
Ha NOCrNeaHOTO KoMMe OT Kpasd Ha NbT, HAa4YMHa Ha pasnpenensiHe, OpMeHTUpaHe Ha
KOMMeTo crnpsiMO TpaekTopuaTta M ap. 3a nbT ce uanonssa otaeneH obekT Line ¢
XernaHa copma.

IV. 6. Group — KOMaHaa 3a obeanHABaHe Ha 06eKkTN B caMoCTosATeNnHa rpyna.
N3BukBa ce oT mMeHwTo Group | Group. 3a pasnagaHe Ha rpynata — Group |
Ungroup. Toea e ynobeH HauyuH 3a ynpasneHne Ha obekTuTe B cueHaTa. MoraT aa
ce rpynupat obekTn Ha pasnuyHo HMBO. Hanpumep, ako B cueHaTa e cb3fageHa
Maca — obeguHABaT ce HENMHUTE eneMeHTU — Kpaka, uapru 1 nroT B rpyna c ume
MASA. AKO B cueHaTa e Cb3fafeH Uan eTtax OT crpaga — rpynupart ce BCUYKK
Herosu enemMeHTU(CTeHN, NPo3opum, BpaTn, ob3aeexgaHe) B rpyna ¢ uMe npuMepHoO
ETAX 01. Mo TO3M HaumH ygobHO MaHunynupame(npemectsame, CKpuBame,
Konvpame 1 T.H.) BCUYKM 0BEKTW OT rpynata eAHOBPEMEHHO, a HEe e4UH MO eauH.

IV. 7. Loft — komaHga 3a cb3gaBaHe Ha reoMeTPUYHM 0DEKTU C U3TErnsHe Ha
3agageH npodwun(cedeHne) no onpefeneHa Tpaektopusa(nbT). 3a ga ce msnonsea
Tasn KomaHga, TpsibBa npegBapuTenHO Aa ca Cb3fafdeHu ABa NuHenHun obekta —
XenaHus npocdoun(reometpuyHa  durypa) n NpoM3BONHa  NUHUA  —
TpaekTopusaTa(nbTa), MO KOATO LWe ce usternsa xenaHms npodun. [pu
npegBapuTenHo cenekTnpaH npodun, komaHgata Loft ce nsbmpa ot meHtoto Create
| Compound | Loft nnn ot komaHaHua naHen Create | Geometry | Compound
Objects | Loft u oT acoumaTMBHOTO MeHIO ce HaTucka B6ytoHa Get Path u ce
nocoyBa TpaekTopuaTa NO KOATO We ce usternu npodpuna. Bb3MOXHO e U
obpaTHOTO: NbpBO M3bupame NbTH, a crned ToBa nocoysame npocuna(Get Shape).
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(1) — TpaekTopus; (2) — npodoun; (3) — nodTuHr 6e3 gecdpopmaumu; (3R) — nodpTUHr ¢ gecdbopmavium

JonbnHutenHuTe aedopmauun ¢ e npasBaT cren npunaraHe Ha komadHaaTa
Loft B pexum Ha pepakTMpaHe Ha HoOBOCb3gadeHus obekT. 3a [ageHuss Bua
Aedopmauus ce oTBapst CbOTBETEH NPO30peL, C NMMHUA Ha AedopmaLns.

< >

& I 1 A

Array modi

% eabied: 0 @

(1) — nposopevy, 3a ynpaBneHue Ha Scale gecopmauus; (2) — npo3opeu 3a ynpaBneHune Ha Twist gecopmauus

JInHuaTta Ha Bcekn BUA aecopmaumsi MOXe ga ce NpOMeHsi B NPOM3BOSIHA KpuBa C
nomolitTa Ha BMbKBaHe Ha Toudku. Morat ga ce BMbKBaT brrnoBu Toudku(1)(6e3
MaHuUnynaTtopn) n ToYkM ¢ MaHunynatopu(2). CamoTto gedopmupaHe Ha NUHUATA
cTaBa C NPEMECTBAHETO Ha Te3M TOYKU U/UAN TEXHUTE MaHUNynaTopu.
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(1) — brnoBa Touka; (2) — Touyka c MaHunynartopu; (3) — BKIOYBAHE pexunMa Ha NPeMeCcTBaHe Ha TOYKW W/UnyM MaHunynaTopu

Mo nogpas3bupaHe, Npu cb3gaBaHe Ha Loft obekTuTe, € BKNoYeHa onuusTa
Instance:

¥ Creation Method
Get Path Get Shape

Move Copy ® Instance

Mpn ToBa NonoxeHne, Bcska NnpomMsiHa Ha oopmaTa(Shape) nnm
TpaekTopuaTta(Path), Boan oo cboTBeTHaTa NnpomsHa Ha Loft obektute. Cneg
Cb3aaBaHeTo, Te ca oTAesiHM 06eKTn, HO 3aBUCMMK OT NbTHA U popmaTa. 3aTtoBa e
no-gobpe TpaekTopuaTa n popmarta aa He ce U3TpueaT OT CLieHaTa, a Ja Ce CKPUSAT,
3a eBeHTyasiHa pegakuus.

Mpumep 3a nsnonssaHe Ha komaHgaTta LOFT
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=4
Nno NpPOEKT Ha -FAPXNMNMTEKT W-
IV. 8. Hide Selection — ckpuBaHe Ha 06ekT(K) OT cueHaTa

MoHsikora e y,El06HO HAKoOn 0b6ekTn oT cueHata ga He ce Bmxkaart. Moxem
BpeMeHHO aa r'm CKpuem 1 nocrie nak ga rnokaxem.

B LOF.0T e - Ao
He EdR T s Rende Signin
b W il A 3 - - s Y 1 =) * Y M W | e e - g 1 e i

[+ ] {Parective | Strdad) Ok Shadeg) ¥ (1

SelectFrom Scene [~ =

(3)

Untide Objects ]
Select  Display
oo mIN

& x

) cratied: 0 @ 9 A
CKpMBaHe 1 nokassaHe Ha 06ekTM OT cLueHaTa
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> 4 C 6ytoHa Select by Name n3BMKBaMe Mpo3opeLa CbC CAMCbKa Ha
BMAMMUTE OBEKTM B CLEHAaTa;

> 4 B HEro nsbumpame xenaHnte obekTn 1 noTebpxgasame ¢ 6ytoHa OK;

> ¢ aeceH Click Bbpxy ekpaHa n3BuMKBamMme NOMOLLHO MEHIO;

> 4 OT Hero m3bupame komaHgaTa Hide Selection 3a ga ckpuem umsbpaHute
obekTn.

IV. 9. Unhide by Name - nokasBaHe Ha CKpuUTu oBeKkTu OT cueHaTa.

> 4 3a ga nokaxem OTHOBO ckpuT(n) obekT(n) otHoBO ¢ aeceH Click nasuksame
CbLLOTO NOMOLLHO MEHIO U OT Hero n3bnpame komangata Unhide by Name;

> 4 OT nosBsiBawmsa ce npo3opel, Unhide Objects nsbupame xenaHute obektn n
noTebpxaasame c bytoHa Unhide.

Unhide Objects x
Select Display Customize
o & ® N = (€& wro B W E

NG = Selection Set:

Name (Sorted Descending)
€4 PROFIL_PLAFON
€4 PROFIL_KONZOLA
€4 PROFIL_KOLONA

€3 PATH_PLAFON
€4 PATH_KONZOLA
€4 PATH_KOLONA
® KoL

Unhide Cancel

Mpo3opew Unhide Objects
IV. 10. OT Ta3n Tema 61 TpAGBano 3a 3Haem:

1. Kak ce pasamHoxaBaT 06ekTn?

2. Kak ce npemecTtBat Ha no3uvuusi ¢ TOYHW KOOpAWHATWM uUnW da gageHo
pascTosiHne?

Kak ce nogpexaaTt B pasnuyHn BugoBe peLleTkn?
KakBu ca Bb3MOXHOCTUTE HA kKomaHaaTa Loft?

Kak ga rpynupame obekt n ga pasnagHem rpynara?

o g kW

Kak ga ckpvem obektn nnm rpyna ot o6ekTn n nocne ga rv nokaxem?
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V. MoaudmkaTopu

CoblectByBaTr 006ekTM C Han-npomsBonHu ¢opmu. lNporpamata no3BosisiBa
MbpBOHAYanHoO cbhb3gaBaHe Ha 06eKkTWn, KOUTO ca Har-65mM30 4o XernaHaTa dopma C
nomoLlta Ha reomeTpudHu Tena (Primitives) n asymepHn dpurypu(Shapes). B mHoro
cnyyanm dopmata Ha Te3n obekTu ce pasnuMyaBa OT XenaHata. Hanara ce
AOMBNHUTENHO pefakTupaHe, 3a fa Cce [OOCTUrHe KpawHus pesynTtat B
reoMeTpu4yHOTO MoenupaHe Ha obekta. EAMH OT HauvHWTe 3a OONbhHWTENHa
obpaboTka e npunaraHeTo Ha moaudumkaTopu. ToBa ca KoMaHauW, KOUTO ce u3bupar
oT MeHtoTo Modifiers unm ot nagawy cnucek Modifier List Ha TabynaTtopa Modify ot
KomaHgHuA naHen. [la pasrnegame HAKOW OT TSX.

V. 1. Bend — komaHga 3a orbBaHe Ha TpUMepHM OBEKTU MO edHa OT TEXHUTE
ocn. N3BukBa ce ot meHwTo Modifiers | Parametric Deformers | Bend wvnu ot
komaHaHua naHen — Modify | Modifier List | Bend.

rrrrr

p R < |
MN3bupaHe Ha mogudukaTopa Bend; (2) - MNMpunraHe Ha 180

CenextupaHe Ha obekT ¢ 10 cermeHTa no oc Z; (1a) —

-

Ob6ektnte Ha kouTO TpsIGBaA Oa ce npunara To3nm Mogudukatop Tpsabsa
npegBapuTenHO Aa ca CerMeHTUpaHu rno CbOTBEeTHaTa oc Ha orbBaHe. Korkoto
rnoBeye ca CerMeHTUTe, TOSKOBa MOBeYe KpuBaTa Ha OrbBaHe e rno-nnasHa. Vma
3HadeHue B kon Viewport(Top, Front. . .) e cb3ganeH obekra 1 No KOst Oc npunarame
OrbBaHeTo.

B npumepa no-gony ussutata cTeHa e cb3gadeHa ¢ Box BbB Front View.
3apageHn ca cermeHTtn no wwupuHa(Width Segments). C Boolean ca HanpaBeHu
OTBOpUTE 3a npo3opuuTte. N Hakpasa e npunoxeH moaudukaTopa Bend no ocra X
cbec cronHocT 180°% Mo TO3W HauvMH CTPaHWYHUTE PaBHWHU Ha OTBOpWUTE 3a
Npo30opunTe Ca OPUEHTMPAHU pagunanHo, a He ca YCropeaHu.
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CTteHa cb3gageHa oT Box n orbHaTa ¢ mogudmkaTol

pa Bend

V. 2. Extrude — wu3ternsaHe Ha npeABapuTenHO Cb3gafeHa Mpou3BOSiHa
ABYMepHa reomMeTpuyHa c¢opma Mo OC, NEepneHauKynsapHa Ha paBHUHATaA Ha
cb3gaBaHe Ha dwmrypaTa. M3BmkBa ce oT meHwTo Modifiers | Mesh Editing |
Extrude vnn ot komaHgHua naHen Modify | Modifier List | Extrude u B noneto
Parameters cpewy Amount 3agaBamMe CTOWHOCT paBHa Ha BMCOYMHATa Ha
cb3gaBaHusa obekT. A B noneto Segments ce 3agaBaT pas3fiM4HM CTOMHOCTU, B
3aBMCUMOCT OT HYXXAUTE 3a AOMbIHUTENHO peaakTupaHe doopmaTa Ha obekTa.

3. EXTRUDE_01.max - Aut todesk % - 8 X

Be Er I
NC P2HA

TpunamepHu Tena cb3gaaeHn OT NPOM3BOMHY ABYMEPHU urypu ¢ mogudukartopa Extrude

V. 3. Lathe — mogudumkaTop 3a npeobpasyBaHe Ha AByMepHa reomeTpuyHa
cdopma B TpUM3MEpPEH reomMeTpuyeH 0GEeKT C poTauMoHHa dopma — 3aBbpTaHe Ha
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dopmata okono gageHa oc. 3agaBa ce oT MeHoTo Modifiers | Patch/Spline Editing
| Lathe wnm ot komaHgHua naHen Modify | Modifier List | Lathe npwu
npegBapuTenHo n3bpaH ABymepeH 06eKT.

1 — [lByMepHa reomeTpuyHa dopma; 2 — TpumamepeH o6ekT Kynon cbaaaaeH oT 1 ¢ MoaudukaTopa Lathe — 3aBbpTsH Ha 270°

V. 4. Normal — BeKTOp, KOWTO M3nu3a OT reoOMeTPUYHUS LIEHTbP Ha BCEKM
e[VH OCHOBEH rpaanBEH eNeMEeHT Ha TPUM3MeEpPHUST OBEKT — TPUbIbITHMKA. BekTopbT
e neprneHauKynapeH Ha nNOBbpPXHMHATA Ha TPUBIBbIIHAKA UM € HaCOYeH KbM
Habnogatens. [Nokassa OT KOS CTpaHa NOBbPXHUHATA, OT KOATO U3nu3a, € Bugmma.

HOpMaJ‘II/I(CVIHVITe J'II/IHI/IVIKVI), KOWUTO NOKa3BaT OT KOA CTpaHa NoBbpXHUHATa € Buanma.
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[Ba eqHakBy 06GeKTa, EAMHUST OT KOMTO € ¢ 06 bpPHATU HOPMarnu, Npu KOWTO NOBBPXHUHUTE Ce BMXKAAT Ce CaMo OTBbTpe

Korato e Heob6xoammo, HopmanuTe morat ga ce obpbwaTt oT meHoTo Modifiers |
Mesh Editing | Normal Modifier nnu ot komangHusa naHen Modify | Modifier List |
Normal. ToBa Boau Ao XenaHua usrnen Ha obekTuTe.

AAAAA & Enabied: @

0, Ha Npo3opela ¢ 06MKHOBEHN HopMany; (2) — 3aug Ha npo3opeLa ¢ 06b

pHaTU(NpaBuUMHN B criy4as) Hopmanum

()

3a [ga ce Wu3KNYM 3aceHYBaHETO Ha HeBuaumarta cTpaHa Ha MNOBbpXHUHATa
(npoTuBONONOXHATa Ha HopmanaTta), TpsbBa Aa ce nNocTaBM OTMETKa Ha onuuATa
Backface Cull Ha npo3opeua Object Properties ot meHtoTo Edit.

V. 5. Stretch — gedopmaums Ha pastdaraHe. Npu Ta3m gedopmaums, obekTa
NPOMEHS pa3mepa Cu MO OCTa Ha npunaraHe — ObIMKUHA U pa3Mepa Ha CEYEHMETO.
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To3an mogmdumkatop ce m3sukeBa ot MeHwoTo Modifier | Parametric | Deformers |
Stretch wnu ot komaHgHuA naHen Modify | Modifier List | Stretch

rrrrrrr

(1) — opurnHaneH obekT; (2) — npunoxeH Stretch ¢ oTpyuaTtenHa cToMHocT; (3) — NpunoxeH Stretch ¢ nonoXxuTenHa cTonHoCT

O6ekTa TpsibBa npeaBapuUTENHO Aa CErMEHTMPAH Mo CbOTBETHATa OC. B KOHKpeTHUSA
cnyyam umnuHgbpa TpsibBa Aa uma cerMeHTm no BucounHa — High Segments > 1.

V. 6. Taper — gedopmaumsi Ha ckocsiBaHe. To3n MmogudukaTtop ce U3BukBa ot
meHoTo Modifier | Parametric | Deformers | Taper nnn OoT KOMaHOHUS NaHen
Modify | Modifier List | Taper

=, 8 B«

rrrrr

()

& Enabed: @

opurmHarneH o6ekT; (2) — npunoxeH Taper ¢ oTpuuaTtenHa CTonHoCT; (3) — npunoxeH Taper ¢ NoNoXXUTenHa CTOMHOCT

Ha eaouH obGekT moraT fga ce npunarat noseye OT eavH moaudukatop
enHoBpeMeHHo. KaTto nmeHa, Te ce HaTpyneaT B ,,CTeK’-a Ha MoauduKkaTopuTe U BbB
BCEKN MOMEHT MoraT [la Ce NPOMEHST CTOMHOCTUTE Ha AafdeHa aedopmauus.
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b 1y 1

© » Bend
© » Taper
© » Stretch
o Extrude
Cirde

= 8 B« v 2 RTINS Aot
,,,,, B s o 8 o p— . [

OKPBKHOCT C eAHOBPEMEHHO MPUOXeHN MoaudukaTopu Extrude, Stretch, Taper u Bend

Pepa Ha npunaraHe Ha moaudukaTopuTe okasBa BIIMSIHWE BbPXY KpanHUS
pesynrtaTt Ha gedopmaumdara.

V. 7. UVW Map — mogudukaTop 3a npoekTupaHe Ha NpuroXeHus martepuan
BbpXxy M3bpaHusa obekT B onpegeneH mawabd. C Tasm (pyHKUMA wWe ce 3ano3Haem
nogpobHo, Korato pasrnexgame matepvanute. 3a cera Lie nsnons3same CBOMCTBOTO
My 3a 3aceH4YBaHe Ha AByMepHU 06ekTu ¢ Hynesa aebenHa(MMHUMYM TPUbIbIHULN)

8 Bix

rrrrrrrr

abied: ®

3aceHuyBaHe Ha aBymepHU obekT ¢ UVW Map

V. 9. OT Ta3n Tema Be4e 3HaeM:
1. Kak ce npaBdat gedpopmauumn Ha orbBaHe?

2. Kak ce n3terns npodun no n3dpaHo ceyeHme?
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3. Kak ce obpblua Buanmara ctpaHa Ha NoBbpXHMHA?

4. Kak pga cb3gageM CriOXHW reomeTpuyHu GopMm ¢ KOMOuHauusa ot
MoandpukaTopu?

[la ce onutame ga cb3gagem:
1. CaelHMK(3a KOH30MKMUTE M3non3same kKomangaTa Loft) n vawa

2. CTas oT 3aceH4YeHn npaBobrbiHUUM ¢ pa3dmepn 300x400x280
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VI. MaTtepuanu

Cnen kato ca cb3gageHu, Ha obektuTe B cueHata morat ga 6baar
NPUCBOEHUN Pa3nMYHU LIBETOBE, KapTu U Matepuanu.

ToBa cTtaBa C nomowTa Ha pefakrtopa Ha matepumanu — Material Editor. -
CaMOCTOATENEH MOAYI, KOUTO € MHTEerpMpaH KbM nporpamarta u BUHarm Moxe ga ce
n3BMKa oT MeHTo Rendering | Materlal Editor | Compact Material Editor... | Slate

Material Editor..., vnn ¢ ukoHute K3 (Compact) un E (Slate) ot neHTtata c
WHCTpPYMeHTU(egHa 3ag apyra) unm ¢ knaesuwa [M] (no nogpasbupaHe, ctaptupa ce B
Slate pexwum).

B siate Material Editor - [u] X B Material Editor - 01 - Default
Modes Material Navigation Options  Utilities

ceeieen
Eeeee
sleieiee

1 Compact pexum 125}

Pepaktop Ha maTepuanu B Slate pexum E

To3n pepaktop nos3eonsiBa [fa Ce Cb3gaBaT MaTepuanu, KouTo ca
MakcumanHo 6n13o Oo peanHuTe OT oOkpbkaBallaTa HU cpega. C 4ONbiHUTENHUTE
HaCTPOWKN, JOCTBMHU OT pefakTopa, MOXe [a Ce Cb3faje CUeHa, KoATO B ronsma
cTeneH ce pobnmxkaea 4o PoTopeannucTMYHo n3obpaxxeHne Ha obekTuTe.

VI. 1. Cb3paBaHe Ha maTtepuan Cc UBSAT.

> OtBapsime npumepeH dann MATERIAL_001.max. B Hero, npeasaputenHo e
cb3fazieHa cueHa Ha ctad ¢ maca. annbT MoXe fa ce 3apeaiv OT TO3U JINHK:
MATERIAL_001.max

> MpomeHsiMe pexuMma Ha peHaepupaHe(kparHa Bu3yanusauus) OT MEHIOTO

Rendering | Render Setup | Renderer | Scanline Renderer ( F10 nnu - BMECTO
pexum Arnold);
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https://1drv.ms/u/s!BHJurChIUBUryy-WwihIgeSPLxpX?e=nfwYx7

=  OtTBapsiMe peaakTopa Ha MaTepuanu E ;

> 4 Ot 3oHata Scanline Ha Material/lMap Browser Hamupame wmaTepuana
Standard (Legacy)(1). C ABOeEH nsB KNMK ro npawame no cpefaTta Ha akTUBHUSA
npo3sopel, Viewl — nosiBaBa ce nsobpaxeHune, KOeTo € Hape4veHo ,Bb3en” (node)(2) B
CnegHus BWA: HapeyeH € Taka, 3awoTo obeanHsBa pasnMyHN XapakTepUCTUKN U
napameTpu Ha maTepmana B €4HO LSno;

(2)Bb3en (node)

> 4 C feceH knuk Bbpxy nmeto(3), ro npomeHsame ot Material #... Ha Sky Blue(4),
npumMmepHo 1 notebpxgasame ¢ OK)(5);

Material Output Selector ‘ Material #72 2)Materia| #72 (Standard (Legacy) )

Material Switcher standard {Lagacy)

Matte/Shadow Ambient Color 3
/ 2 Package Node in Compound

Morpher L 3 _
Multi/Sub-Object 2 Lo Change Material/Map Type ( )
PBR Material (Metal/Rou... s Rename ...

PBR Material (Spec/Gloss) v Rename "Material #72 ( Standard (Legacy) )" X
Shell Material opacity

Shellac Filter color Sky_Blue

Top/Bottom Bump
XRef Material ? ) OK Cancel

- Scanline

Displacement Preview UV Tiling

AdvancedLighting Overri... -
Architectural v Show Shaded Material in Viewport
Raytrace Show Realistic Material in Viewport
Standard (Legacy) Material ID Channel

Add to Material Library

lMpomsHa Ha nmeTo Ha Bb3ena ot Material #... Ha Sky_Blue

> 4 C nsB kMWK BBbPXYy Bb3ena oTBapsAMe napaMmeTpute My B 30HaTa 3a
penaktupaHe Material Parameter Editor 1 B nogsoHata Blinn Basic Parameters, C
nsas Click B noneto Diffuse usBukBame wusetoBata nanutpa(Color Selector).
HactponiBame cu xenaH uBAaT 3a HebeCcHO CUHBO — Hanpumep no RGB:150,200,220.
C 6ytoHa OK 3atBapsame nanutparta. C ToBa maTepuana c usat Sky Blue e roTos;
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B MATERIAL 01

on bl B
o . 2

Yoo @ ©

Cb3pgaBaHe Ha matepuan ¢ usat Sky_Blue ot ctaHaapTeH matepuan Standard (Legacy).

> I/I36|/|pame CTeHaTa C TbMHO CWH UBAT, CTeéHaTa B XbJITO U MNMpujiarame HOBUA

Martepuarn KbM Tsx ¢ OyToHa Assign Material to Selection ﬂ;

CueHaTta 6u TpsibBano aa ce nNpomMeHn B TO3M BUA;:

B VATERAL D01 e
He  EdK  Took

e P2

[+ (Parspective ) [Stavda] (O Shadog) ¥

Material Edit Select View Options

273 0 T a 0}

View1

* txtended Parameters
* SuperSampling

MpucBosiBaHe Ha maTepuana kbM obekTuTe ¢ 6yToHa Assign Material to Selection(1)

Cnep npucsosiBaHETO, B bIMMTE Ha u3rnega Ha Bb3ena(cdepata OO UMETO) ce
nosieaBat 6env NAbTHM TpubrbnHuMyeTa(l). Te nokaseaT, 4e TO3n MmaTepuan e
NMPUCBOEH Ha MNOHe eanH OBekT OT cueHaTa M MOoHe eauvH OT Te3n obekTn e
cenekTupaH. AKo TpubrbfHMYeTaTa He ca NNbTHU(2), TOBa O3Ha4aBa, Ye B cLeHaTa
nma obeKkT C NPMCBOEH Matepuan OT TO3M Bb3eSl, HO HAMa CenekTupaH TakbB. Bb3en
0e3 TpubrbnHMyeTa(3) o3HayaBa, Ye maTtepmarna B HEro He e NPUCBOEH Ha OBeKT oT
cueHara.
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VI. 2. Cb3paBaHe Ha maTepuan ¢ KapTa.

Kapta e Bcsiko pacTtepHO wu3obpaxeHue, Cb3gageHo € KoMbuHauus oOT
pasnuYHO OLBETEeHW NUKcenu — AByMepHa martpuua(Bitmap).

PasnuyHu Bugose KapTun

3a kapTa MOXe Oa ce U3non3Ba BCska KOMOMHauusa(aBymepHa matpuua) oT
LUBETHWN NUKCENN, Cb3aadeHa C NMPUNOXEHNST 32 paCTEPHU U BEKTOPHU M306paxeHus,
CKaHMpaHN Kn300paxeHnss OT XapTUeH HocuTen, u3obpaxeHus OT umdposa
doToTEXHUKA,  M30OpakeHuMs  3anucaHn  OT  rnobanmHaTa  KOMMKTbpHA
mpexa(lnternet).

MporpamHus npoaykt Autodesk 3DS Max ce uHCTanupa cbC cobCcTBeHa
6ubnmnoteka OT KapTM W rotoBu MaTepuanu(tekctypu). Te ca [OCTbMHM OT
pefaktopa Ha maTepuanu B npo3opeua Material/Map Browser:

- Materials
- General
¥ physical Material
¥ Blend
¥ composite
) Directx Shader
%) Double sided
® 1k 'n Paint
Matte/Shadow
) Morpher
%) Multi/Sub-Object
) P8R Material (Metal/Rough)
) PBR Material (Spec/Gloss)
) shell Material
Shellac
¥ Top/Bottom
) XRef Material
- Scanline
) Advanced Lighting Override
¥ architectural
¥ Raytrace
¥ standard (Legacy)

- Maps
+0SL

- General

18 Advanced Wood
wR

Bitmap
BlendedBoxMap
Camera Map Per Pixel

8 cellular

™ Checker
ColorCorrection
ColorMap
Combustion

(1) BoHa cbe cTaHpapTHU MaTepuany, (2) CnyxebHu (3aBMCK OT pexuma Ha peHaepupate), (3) Kaptu(tekctypm)
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PepaktopbT no3sonsBa Aa NPOMEHsSIME HACTPOMKUTE M Oa Cb3gaBaMe HOB
mMaTtepuwan ¢ gpyru kaptn. B matepmana morat ga ce npunaraT KapTi u oT cobcTBeHa
notpebutencka GubnuoTeka.

Nma engHa ocoBeHOCT npu cb3aaBaHe Ha cobcTBeHa GUBGNMOTEKa OT KapTw.
Kpaa Ha nsaBaTta 4acT Ha kapTtaTa TpsbBa ga e Havano Ha AdcHata — [a cTasa
€CTeCTBeHO npenuBaHe Ha TekcTypaTta. CblLLOTO BaXu M 3a ropHaTa v jonHaTa YacTt
Ha un3obpaxeHneto. ToBa NnNaBHO NpenuBaHe € HeobxoauMMo, 3a Aa ce u3berHe
HeXenaTernHo HacMyaHe Ha npunaraHus Bbpxy obekTa matepuan. ToBa Moxe Aa ce
NOCTUrHE C NPUINOXeHNs 3a pefakTUpaHe Ha pacTepHU N300paxkeHus.

0990000000

X X X X X N X [
(XL XX X X X X X XX
P90 OOGOOIOSOOSS
~e000O @

%

MN3BarsaHe Ha HAaCMYaHETO C NpaBunHaTa KapTa HexenaH pesyntart oT HenpaBuiHO Cb3aageHa KapTa

> 4 MpunaraHe Ha kapTu OT noTpebutencka GubnmnoTeka ctaBa OT peaakTopa Ha
mMaTepuanm.

> 4 OtBapsme canna MATERIAL_001.max;

> [MpomeHsiMe pexnma Ha peHgepupaHe Ha Scanline;

> OTBapsiMe pefakTopa Ha matepuanm E ;

> 4 Ot 3oHaTa Scanline(1l) Ha cnucbka C mMaTepuanute, HamMmpame maTtepuana
Standard (Legacy)(2). C ABOeH nfAB KMVK ro npawame no cpefaTta Ha akTUBHUSA
nposopeL;

> 4 C nsaB KNKK BbpXy MMETO, ro npomeHsimMe oT Material #... Ha BRICKS(3),
NPVUMEpPHO;
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> C naB kMK BbpPXy Bb3ena oOTBapsMe MnapamMeTpute My B 30HaTa 3a
penaktupaHe Material Parameter Editor u B nogsoHata Blinn Basic Parameters, C
naB Click B kBagpaTtyeTo cpewy Diffuse(4) nssuksame Material/Map Browser, HO
Beye B 30HaTa Ha kapTuTe. [1o TyK ce cTura n KkaTo pasfnucTuMm Cnmucbka C KaptuTe
Maps u ¢ nsB Click Bbpxy abnrua 6ytoH No Map(4) cpewy Diffuse Color;

> B 3oHata General, ¢ aBoeH Click Bbpxy kaptata Bitmap(5) oTBapsme
npo3opeua Select Bitmap Image File. B Hero HaBurmpame o davina c xenaHarta
kapTa BRKENG.jpg(6);

> 3apexgame kaptata B pegaktopa ¢ 6ytoHa Open(7). C ToBa matepmana c
kapta BRICKS e roTos;

[obpa npaktMka € pga ce cb3gage 6uMbnuoTeka OT KapTu, KOATO €
cTpykTypupaHa no sugose: CTEHW, TEKCTWI, MNTOYKW, OBbPBO, MO3AUKN 1 T.H.
B nankaTta Ha Bcekn 0OEKT, KOUTO ce cb3aaBa B cueHa Ha 3DStudioMAX, oa uma un
otaenHa nanka MATERIALS. B Heqa nbpBO Aaa ce konupaT(n/unu gobasBsaT) BCUYKK
HY)XHWU KapTW M OT TaM [Ja ce 3apexaaT B CleHaTa Ha Hallata TBopYyecka u3sBa.
ToBa nomara, koraTo Ce Hanara npevHcTanauus Ha nporpamarta, ocobeHo npu
CMAHa Ha BepcusTa. [pyrMsa CblecTBEH MOMEHT €, Korato ce Hanara fja
npexsbpnvm danna Ha gpyra paboTtHa ctaHuma(PC). Taka obekta ce NpexsBbpsis
3aefHo c TekcTypuTe cu. EgHa npumepHa GubnuoTeka, CTpyKTypupaHa no BMAOBE
MaTepuanu MoOXe Ada ce 3apeau OT TO3U JIMHK: Ta moxe ga nocnyxu
kaTto 6a3oBa 1 Aa ce AOMbIIHM C HOBU TEKCTYpWU. B npumepuTte ca n3nona3saHu KapTu,
KOUTO Ce cbabpXaT B Ta3u npumepHa bubnuorteka. [la pevem kaptata BRKENG.jpg,
KOATO HK Tpsibea ce Hamupa B ...\ MATERIAL \ STENI\ TUHLI;

rrrrrrrr

HocTtbn go noTpebutenckute GUGNNOTEKM OT KapTH
-> VI36|/|pa|\/|e CTeHaTa B XbJ1TO U npunarame HoBmA Mmatepuman KbM HeA C 6yTOHa

Assign Material to Selection m;
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CueHata 6u TpsibBano ga ce NpoOMeHn B TO3U BUA:

CreHa c NpUNoXeH Mmatepuan 3a Tyxnm

VI. 3. UVW Map - MawabupaHe Ha kapTaTta cnpsamo ob6ekTa

[a pasrnegame cnegHust crnydan: nmame OBa obekTa, Ha KouTo TpsibBa Aa
NpUNoXxmMMm eavH u cbl, MaTepuan(kapta). Npouegupame nNo MNO3HATUS HaYMH,
onucaH no-rope.

7

Oteapsime danna MATERIAL_002.max - npeaBapuTenHO Cb3fgafeH U
CbAbpXa Nnoa 1 ABe CTeHU C pasnunyHa BucounHa. Moxe fga ce 3apegun OT TO3U JIHK:
MATERIAL 002.max|(3aTBapsiMe npo3opeLa 3a KOHBEpTUPaHe Ha cueHaTa ¢ X);

> [MpomeHsiMe pexunma Ha peHgepupaHe Ha Scanline;
> OTBapsiMe pefakTopa Ha matepuanm E ;
> 4 Ot 3o0oHata Scanline Ha Material/Map Browser Hamupame wmaTepuana

Standard (Legacy)(1). C ABO€H nsB KWK ro npalliamMme B aKkTUBHUS NPO30peL;

> C ngaB knuk BbPXY MMeTo, ro npomeHame ot Material #... Ha BRKENG(2),
NPVUMEpPHO;

> C naB KNMK BbpPXy Bb3ena oTBapsiMe napameTpute My B 30HaTa 3a
penaktupaHe Material Parameter Editor;

> 4 PasnuctBame cnucbKka c KapTu Maps(3);
e npunoxum [pyr HayMH Ha 3apexgaHe Ha TekcTypata B pejakropa Ha
mMaTepuanu:

> 4 OtBapsame Windows Explorer n HaBurMpame [O nankata C Hawarta
KapTa(tekcTtypa) — B cnydasd ...\ MATERIAL \ STENI\ TUHLI\ BRKENG.jpg(4);
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> C naB Click&Drag Bnadvm ¢avna un ro nyckame Bbpxy npasHus cnot ,No
Map“ cpewy noneto Diffuse Color(5);

B WATERAL 002 s - Atodesk 305 Wi
e -

ey im i [

BRKENG 8jpg

BRKFLEjpg BRKRUN.jpg BRKRUN B,jpg

> 4 C komaHpgaTa Select by Name oTBapsAMe cnucbka ¢ o6eKkTUTe B cueHara,

n3bmpame ABETE CTEHM U Npunarame BbpXy TSX 3apeaeHus matepuan E;

MpunaraHe Ha TeKCcTypa BbpXy 0GEKTW C pasfnvyHu pa3mepu

Edekt uma — pgBete cteHM gobuxa TyxrneH BuA, HO ce pasnuyasaT Mo
pasmepa Ha TyxnuTe. 3a ga ce u3berHe TO3M HexernaH MOMEHT, ce M3MnonsBsa
Moandukatopa UVW Map — nokasaten 3a HayMHa Ha npoekTupaHe Ha
KapTaTa(Tekctypata) Bbpxy obekta(Mapping) wnmM ¢ kKakbB mawab kaprtata ce
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npoeKkTMpa no TpuTe ocn Ha obekTa. bykBute X, Y n Z ca npMcBOEHM 3a OCUTE Ha
Pivot-a Ha obekTa, a U, V n W ca 3a Mapping-a.

> 4 Mpn n3bpaH obekt (STENA_001), B pexum Ha pepaktMpaHe, pasnucrBame
cnucbka ¢ mogudukaTopute u npunarame UVW Map;

> 4 3apaBame npumepeH mawab Ha kaptaTta: Length — 100cm, Width — 100cm,
Height — 110cm. Tean cTtorMHOCTM 1 onpeaensame no metoaa “lNpoba-Ipewka“ Taka,
4ye Ja HW nsrnexaga NnpMemsiMBo Kato NponopLuu;

-> CobLlunTe cTonHOCTM 3a Mawlab 3agaBame 1 3a apyrus obekt STENA _002;

> 4 3a Buaga Ha Mapping-a nsbupame Box — popma, Han-6nmska ao popmata Ha
obekTa;

¥ Parameters
Mapping:
Planar
Cylindrical (o
Spherical
Shrink Wrap
® Box
Face
XYZ to UVW
Length: 100.0cm *
Width: 100.0cm #
Height: 110.0cm *

TekcTypa Ha cTeHuTe ¢ npunoxeH Mapping

3anasBame ganna nog umeto MATERIAL_003.max

VL. 4. Gizmo - F’eomeTpusa Ha KapTaTa

> 4 Tpabea ga HanpasBum noga Ha 4depHo/6enu kBagpatw. [poabimkaBame C
danna ot npeguwHoTo 3aHaTne MATERIAL_003.max. Moxem ga ro 3apegum OT
TO3n NHK:(MATERIAL 003.max
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> MpomeHame pexnma Ha peHaepupaHe Ha Scanline (F10);

=  OrtBapsMe pegakTopa Ha matepuanu E ;

> Ot 3oHaTta Scanline Ha Material/Map Browser Hamupame wmaTepuana
Standard (Legacy). C oBOeH nsiB KWK ro npawiame B akTUBHUA Npo3opeL;

> C nsaB knuK BbpXy UMeTO, ro npomeHsime oT Material #... Ha KARE, npumepHo;

2> C n8B KIMK BbpXy Bb3ena oOTBapsMe nNapamMeTpute My B 30HaTa 3a
penakTupaHe Material Parameter Editor n pasnuctsame cnucbka ¢ kapT Maps;

> 4 Ot 3oHaTa Maps | General Ha Material/Map Browser Ham1pame kapTtaTta
Checker u c nsaB Click&Drag s Bnaymum Bbpxy npasHust 6yToH cpeluy noneto Diffuse
Color ot cnucbka Maps;

-> C komanpgaTta Select by Name n3bupame noaa Ha cradta. Ton e cb3gaaeH
OT NpaBoObIbIIHKK ¢ pa3mepun 200 cm x 200 cm, Ha KOUTO e NpUNoXeH MoaudukaTop
UVW Map c onumarta Planar n ctonHocTn 3a mawaba Length 20 cm n Width 20 cm;

(B MATERIAL 003 max - Autodesk 305 Max
Fe Edt  Took  Gou

> Mpunarame matepmnana KARE kbMm noaa;
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Mopa c npunoxeH matepuan KARE ot kaptata Checker

Cera pelwwaBame, 4Ye nnoykute TpsibBa ga ca HapedeHW He MO XOPU3OHTasHU
penose, a NoA brbi, Aa pevem 45°. 3a yenTta we n3non3same reoMeTpudHnsa obekT
Gizmo. HeroBata c¢opma 3aBucu OT onuusaTa, KOATO cMe u3bpann B NoneTo
Mapping Ha MeHTO Parameters B KOHTpPONHMSA naHen 3a mogudukatopa UVW
Map. B Hawwusa cnyyan — Planar, 3awoTo noga, kato reomeTpusi, € Han-6nmso Oo
paBHuHa. B cTteka ¢ mogudmkatopute Buxagame, ye npeg UVW Map nma 3Hak P>”
EXTT3 . KoraTto ro pasnuctum ¢ nss Click, ce nosieaa Hagnuc Gizmo. Toea
€ BupTyanHa reoMeTpuyHa oopMa Ha kKapTaTa, KOATO npunarame Bbpxy obekTa.
MpomeHsiMe s cnopen peanHata reomeTpuyHa dopma Ha obekta. Morat ga ce
NPOMEHAT pa3mepuTe, fa ce NpeMecTBa 1 3aBbpTa CNpsiMO 06eKTa 1 No TO3N HaYUH
HacTpoMBame HayMHa Ha NpPOeKTMpaHe KapTaTta(maTepuana) Bbpxy obekta. ETo
HSAKOM OT reomeTpuyHUTEe hopmm Ha Gizmo.

Planar Cylindrical Spherical Box

C naB Click nsbnpame Gizmo-to(tpoHa Ha Hagnuca ce ouBeTsBa B CUHbLO),

MUHaBame B pexum Ha Rotate n B npo3opeua Rotate Transform Type-in(F12)
BbBeXgame CTOMHOCT 45 B noneTto Z Ha 3oHata Offset: World.
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Array modi

3aBbpTaHe Ha MaTepuvarna, NPoeKTUpaH BbpXy obekTa, Ypes 3aBbpTaHe Ha Gizmo

MuHaBailku B pexvMm Ha npemecTBaHe , ype3 Gizmo-To MOXeMm [Aa NpemMecTum
,NOYKMTE” 3a [a 3anoyvHaT noapexaaHeTo CUM TOYHO OT Kpas Ha obekta(rnoga).
brenbT Ha NnoYkaTa cbBnaga ¢ brbna Ha noga.

[MogpaBHsiBaHe Ha ,NNOYKMTE" C Kpas Ha noga

VL. 5. Bump - Pened

OcBeH KapTa, BbB Bb3efla Ha [afeHuss matepuan Moxe Aa ce Ccb3gage U
edekT Ha perned. ToBa cTaBa C Konue Ha kaptaTta B 6smn0-cuBo-depHa(grayscale)
rama. TakoBa KonMe MOXeM [da nonydmMm, kaTo mnpeobpasyBame LBETHOTO
n3obpaxenne B Grayscale pexum C nporpama 3a obpaboTka Ha pacTepHU
n3obpaxeHus.
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Kapta 3a Diffuse Color — BRKING.jpg BRKING_B.jpg

OcHoBHaTa uges Ha Bump edekrta e, 4e MOo-TbMHUTE M YEpPHU 30HM MOTbBAT B
obekta, a no-ceetnute M O6enute 30HM M3NbkBaT. [0 TO3M HauMH ce cb3gaBa
unio3uaTa 3a pened Ha NOBLPXHMHATA, BbPXYy KOATO € MNPUIOXeH MaTepuana.
PeanHo TakbB pened He ce mogenupa. MimeTto Ha Bcekn Bump dann e kaTo Ha
OCHOBHUSA, HO ¢ _B B Kkpas.

> 4 OtBapsme danina MATERIAL_04.max. B Hero npegsapuTtenHo ca Cb3gaaeHun
ABe cteHu n noa. Moxem aa ro 3apeanm ot 1031 NUHK: [IMATERIAL _004.max

> Ha egHaTta cTeHa e npunoxeH maTtepuan 3a Tyxnu(...> MATERIAL > STENI >
TUHLI - BRKENG.jpg), Ha gpyrata matepuan 3a tanet(...> MATERIAL > STENI >
TAPETI - Floral_White.jpg), a Ha noga nnoyku(...> MATERIAL > PLOCHKI -

TILQUR.jpg)

BRKENG.jpg Floral_White.jpg TILQUR.jpg
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MaTepmanM Ha CTeHU 1 nog camo C UBAT U KapTu

[a npunoxum Kbm BCekM MaTepuan v kaptata 3a Bump.

> 4 OTBapsime pegakTopa Ha maTepuanu E;

> 4 C nsas Click Bbpxy umeto Ha matepmana 3a Tyxnnm BRKING, 3apexgame
HEeroBuTe napameTpu B MOMNETO 3a pedakTMpaHe M pasnuctBame cnucbka Maps.
Bwkoame, 4ye B cnota cpewy Diffuse Color e 3apegeHa kaptata 3a Tyxnu
BRKING.jpg

> Oteapsime Windows Explorer n HaBurmpame o kapTaTta 3a Bump Ha TO3u
matepuan(...> MATERIAL > STENI > TUHLI — BRKENG_B.jpg)

> 4 C naB Click&Drag nyckame matepuarna B cnota cpelly Bump;

> Mo cbluMs HauYuH 3apexaame KapTuTe 1 3a gpyrute ABa maTtepuana. Kaprata
Floral_White.jpg e cuBo-4epHo-65na rama — ctasa un 3a Bump;

Virig
f \

MaTepuanu Ha CTeHU 1 NOZ C NPUIIOXKEH edhekT Ha pened — Bump
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VL. 6. Reflection — OTpaxeHue

Korato e HeobxoaMmMo, KbM BCEKM MaTepuan moxe fa ce fobasu 1 eekT Ha
oTpaxeHne. B  Hawma  cnydan  npunarame  Reflection kbm  nopa.
MpoabmkaBame ¢ danna ot npegHaTa Tema

> OTBapsiMe pefakTopa Ha maTepmanm E;

> 4 C nsae Click Bbpxy umeto Ha matepmana 3a Tyxnn BRKING, 3apexpame
HEeroBMTe napameTpu B MOMETO 3a pedakTMpaHe W pasnuctBame cnucbka Maps.
Bwkoame, ye B cnota cpeuwy Diffuse Color e 3apegeHa kaptata 3a Mroyku
TILQUR.jpg, a cpewy crnota cpewy Bump — kapTtata 3a Bump Ha Te3u nioyku
TILQUR_B.jpg;

> 4 C nas Click B npasHua cnot(No Map) cpewy Reflection, oTteBapsive
Material/Map Browser n nsbupame Raytrace. NotebpxgaBame nsdopa c OK;

> 4 B umdposoto none cpeuwy Reflection npomeHsime cTomHOCTTa Ha 28
NPVUMEPHO;

Mo MeToga Ha npobuTe W rpewkuTe MOXEM [a 3adaBaMe pasfnyHu
CTOMHOCTW B OTAENHWUTE NoseTa, 3a Aa HaMepum onTMMyMa 3a HallUTe KOHKPETHU
uenu. MHoro MollleH MeToA, BMHarKM pabotn 1 e ¢ eanH HegocTaTbk — OTHEMA AocCTa
Bpeme.

[obaBsiHe Ha edekTa oTpaxkeHue - Reflection

ObekTa gobuBa BMA Ha MU3YMCTEHA W M3NbCKaHa A0 orneganeH O6nAcbK HacTUIKa.
AcHo ce 3abensisaBa OTPaXXEHMETO Ha CTEHUTE BBbPXY MNIOYKUTE Ha NoAa.
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MaTtepuan Ha noga c npunoxeH edekt Reflection

VI. 7. Opacity — EcbeKkT Ha uspsasBaHe

Wma cnyyam, koraTo obekTa e TakbB, Ye MO3BOSIsIBA Aa Ce BWXAa Npe3 Hero.
Hanpumep pasnuynu orpagm, nperpagHn cTeHun, nepdopupann peleTki u ap.

Mpo3npHK TEKCTYPU BbB BUA Ha Mpexa, TyXNeH 31 v 3ug oT 6eToHHM GrokyeTa

Tyk HAMa HyXXOa Aa MoAenupame TONKOBa CrOXHa reomeTpus, a usnonssame
ABYMEPHUN reoMeTpuyHN purypmu(npaBobrbiHKUK). [Npunara ce matepuan, B KOUTO ce
n3nonssa edekra Opacity oT cnucbka Maps Ha pegaktopa 3a martepuanu. C
OyToHa cpelly To3n edekT 3apexgame ocobeHa 4vepHo-6sana kapta(Mask). Ta ce
Ccb3gaBa OT OCHOBHAaTa kapTa, HO B 30HaTa, KbOEeTO Ce BuxAda npe3 matepuana e
4yepHo, a B 30HaTa Ha matepuana e 64no:
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[okato npu edekta Bump ce manonssa npuHUMNA Ha MOTbBaHe Ha ro-
TbMHUTE 30HM OT 6sn0-CcMBO-4epHOTO M30OpaxeHue, npu Opacity ce wnsnonssa
NpUHLMNA Ha u3psa3BaHe Ha YepHUTe 30HW U OcTaBaT BUOUMM caMo 30HUTE B 6450.
MoraT ga ce npunarat 1 gata edpekra eJHOBPEMEHHO.
> OtBapsme cana MATERIAL_005.max — npenBapuTenHo cb3gageH KaTo
dharna oT NpeauLHOTO 3aHATME, KaTo € gobaBeHa 3aBeca. Moxe ga ce 3apegu ot
TO3n nuHk: [MATERIAL 005.max| (3aTBapsiMe npo3opeLa 3a KOHBEPTMpaHe Ha
cueHaTta ¢ X);

> 4 [MpomeHaMe pexunma Ha peHaepupaHe Ha Scanline;

> OTBapsiMe pefakTopa Ha MaTepuanu E ;

> 4 Ot 3o0oHata Scanline Ha Material/Map Browser Hamupame wmaTepuana
Standard (Legacy). C oBoeH nsiB KWK ro npawiame B akTUBHUA Npo3opeL;

> 4 C nsiB KNUK BBPXYy UMETO, ro npomeHsme oT Material #... Ha ZAVESA,
NPUMEPHO;

> C ns{B KMMK BbpXy Bb3ena OTBapsAMe MnapamMeTpute My B 30HaTa 3a
penaktupaHe Material Parameter Editor;

> PasnucrteBame cnmcbka ¢ kaptu Maps;

> 4 OtBapsame Windows Explorer n HaBurMpame QO nankata C Hawara
KapTa(TekcTypa) - B cnyyas s> MATERIAL > TEXTL >
Furnishings.Fabrics.Lace.jpg;

> 4 C nsB Click&Drag Bnadumm panna n ro nyckame BbpXy npasHus cnot ,No
Map“ cpewy noneto Diffuse Color;

> 4 N3bupame kapTaTta, C KOSTO LLE U3PEXEM NITbTHaTa YacT OT Matepuan - ¢ nsB
Click&Drag Bnaumm dpanna Furnishings.Fabrics.Lace.Mask.jpg u ro nyckame Bbpxy
npasHusa cnot ,No Map“ cpewty noneto Opacity;

> C Click & Drag Bnauyum kapTaTa ot 6yToHa cpewy Diffuse Color n a4 nyckame B

OyToHa cpewly Bump(B TO3u cnyvan kapTuTe 3a ABata edekrta ca egHaksu). B
nosiBsiBaLLMs ce nNpo3opeLl, NoTBbpxaasame konupaHeTto ¢ OK;
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L B RN

@ OneDiive

B ThisPC
9 30 Objects

Furnishings.Fabii | Fumishings.Fabi  Fumishings.Fabri
SlacelPG | colaceMaskPG  csLinen e

e |
= 0SWIN7 (D)
= SWAP ()
= PROGRAMS (7)
Furnishi

- MASV (G)
m ARHV ()

Fobéi
cedjp  csLinenWhtejp
9

items 1 item selected 1.39M

HacTtpoiiBaHe Ha maTepuan 3a npo3payHa 3aBeca ¢ edpekta Opacity

B koHTponHua naHen kopurmpame wMawaba Ha wmoaudukatopa UVW
Mapping;

> 4 Mpunarame rotoBusa matepman KbM obekTa B cLieHaTa H;

Busyanusauusi Ha Npo3payHOCT Ha 3aBeca NnocTurHaTa ¢ edekta Opacity

VI. 8. MaTepuman 3a CTbKIO

Penaktopa 3a maTepuanu no3sorsBa Cb3faBaHe Ha MaTepuwar 3a CTbkno. [a
HanpaBuM maTtepuar 3a CTbKIeHa yalua.
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> OtBapsme avna GLASS _01_18.max — npefBapuTenHo cb3gafeH KaTo
cbAbpxa cTag Cc Maca M vawa. Moxe pa ce 3apeay OT TO3U JIMHK:

GLASS 01 18.max|(3aTBapsiMe Npo3opeLla 3a KoHBepTUpaHe Ha cueHaTta ¢ X);

> [MpoMeHsiIMe pexxnma Ha peHgepupaHe Ha Scanline;

> 4 OTtBapsiMe pegakTtopa Ha matepuanu E ;

> Ot 3o0Hata Scanline Ha Material/Map Browser Hamupame wmaTepuana
Raytrace. C gBO€H NsB KNUK ro npawamMe B akTUBHUS NPO30peL;

> C nsB KUK BbPXY UMETO Ha Bb3ena, ro npomeHsme ot Material #... Ha
GLASS, npumepHo;

> C nsB KUK BbpXy Bb3eNna OTBapsiMe NapamMeTpute My B 30HaTa 3a
penaktupaHe Material Parameter Editor n pabotum B obnactta Ha Raytrace Basic
Parameters;

-> Maxame oTmeTkaTa cpewly Reflect n B nosssasawoto ce uMcpoBO nose
BbBeXaamMe CTOMHOCT 12 — 06MKHOBEHA OTpaXkaTenHa CTOMHOCT 3a CTbKIO;

> 4 Maxame oTmeTkaTa cpelwly Transparency v B NosiBABAWOTO ce LMEppoBO
none BbBeX4game CTOMHOCT 86 — HOpManHa CTOMHOCT 3a MpPO3pPayHOCT Ha
cTbkno(100% npo3payHO CTHKIO HAMA);

3 GLASS 01! - o

vvvvvvvvvvv

a

HacTpoiiBaHe Ha MaTepuan 3a CTbKIO ¢ MaTepuana Raytrace

> N3bupame yvawata W Npunarame maTtepuana Bbpxy M3bpaHus obekT -

%
YawlaTa;

Cnep Bu3yanusaums Ha cueHaTa, YallaTa ce Buxkaa rno To3U HauuH:
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Bmsyanmaauvm Ha 4Yalla C NpunoXxeH matepuan 3a CTbKIo

VI. 9. MaTepwan 3a ornepano

Pepaktopa 3a MaTepuanu MNo3BOMfsiBa Cb3[aBaHe Ha Martepuan BUCOKa
cTeneH Ha oTpaxeHue. [pu rmagku Nnocku oGekT ce noryyaea ornenarneH eqgexT.
[a HanpaBuMMm mMaTepuan 3a orregarno.

> OtBapsive channa MIRROR_01 _18.max — npeaBapuTernHO Cb3fdafeH KaTto
cbabpXKa cTas ¢ Maca, Yalla u ornegano Ha cteHaTta. Moxe Oa ce 3apeam OT TO3u
nuHk: [MIRROR_01_18.max|(3aTBapsime npo3opeLia 3a KOHBEPTUPaHe Ha CLeHaTa C
X);

> [MpomeHsiMe pexunma Ha peHgepupaHe Ha Scanline;

=  OTBapsiMe peaakTopa Ha MaTepuanm E ;

> 4 Ot 3o0oHata Scanline Ha Material/Map Browser Hamupame wmaTepuana
Raytrace. C gBOeH NsB KNWK ro npawjame B akTMBHUSA Npo3opeL;

> 4 C nsB KNMK BbpXy MMETO Ha Bb3ena, ro npomeHsme ot Material #... Ha
MIRROR, npumepHo;

> C naB KNMK BbpPXy Bb3ena oTBapsiMe napameTpute My B 30HaTa 3a
penaktupaHe Material Parameter Editor n pabotum B obnactta Ha Raytrace Basic
Parameters;

> 4 Maxame oTmeTkaTa cpewly Reflect n B nosBsaBawoto ce umcpoBO none
BbBexJame CTOMHOCT 86 — OOMKHOBEHa oTpaxartenHa CTOMHOCT 3a orrnepano. 3a
ornegano wusnons3same OOEKT, YNATO FeoMeTpus € MNPaBOBLIMBIHUK C MPUMOXEH
mogucumkaTtop UVW Map.;
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= M3bupame ornepanoTo (MIRROR Kato 00eKkT B cueHaTa) u npunarame

mMaTtepuana BbpXy nsbpaHmst ob6ekr .;

9 MIROR_01_18.max - Autodesk 3ds b - =} X

Navigator

* Raytrace Basic Parameters
Shadng: Phong
Py

Dffuse

Refect

@ x . 2 e B
: o

OrnepanHa NOBLPXHOCT C NpunoxeH matepuan Raytrace n ctonHocT Ha Reflect 86
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VI. 10. 3apaum 3a ynpaxHeHue:

1. [la ce cb3gage KYyTUATa Ha KopHen. YKkasaHus 3a U3MblHEHMWE:

KORNELL BOX

2. [la ce cb3papat mMaTtepuannm n a ce npunoxart BbpXxy obekta Maca.

3. [la ce cb3gagaTt pasnuyHK Matepuanu u ga ce nNpunoxart Bbpxy obektute
OT CUeHaTa C Kynosia € KOfloHM OT MpaMop.

4. [la ce HanpaBu MHTEpPUOp OT cTad, Meka Meber, Macnyka CbC CBELLHUK U
Yawmn. Ha Bcuukm obekTn aa ce npunoxaT agekBaTtHM maTtepuanu. HanpaeseHute
Beye obeKkTU ce BMbKBAT B AafeHa cueHa ¢ komaHgata File | Import |Merge...
,HaBurnpa ce 0o gpamna(cueHaTa) cbC cb3gageHuTe Bede 0bekTn, cenektmpa ce
XenaHusa n ¢ bytoHa <Open> ce BMbKBa B TeKyLlaTa CLeHa.
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VIl. CBeTnNUHM

CBeTnuMHUTE ca 0OeKTW, KOMTO CUMMynupaT pearnHa CBeTnMHa. TakuBa ca
AOMaLLHU UM 0OUC OCBETUTENHU Tena, NPOXEKTOPU OT KMHO U hOTO CTyausTa unm
ecTecTBeHa CIbHYeBa CBeTMHA. PasnuyHute BWOOBE CBETIMHHU  0GEKTU
pasnpocTpaHsBaT CBETNMHATA NO Pa3fMYeH HauYuH, eMynvpanku pasnvyHu BUOOBE
peanHn N3TOYHNLM Ha CBETNMHA.

Mo nogpasbupaHe cueHaTa ce ocBeTaABa OT ,cnyxebHa’ ceetnuHa. Korato B
cueHaTa ce cb3gafe M3TOYHMK Ha CBETNMHA, ,crnyxebHaTa” CBETNMHA Ce U3KNo4vBa U
OCBETNEHMETO OCTaBa U3UANO Ha OEWCTBMETO HAa BMbKHATUTE CBETIIMHHU OOEKTMW.
Korato Te3n n3todHnum ce npemaxHar, ,cryxebHata” cBeTnmMHa ceBeTBa OTHOBO.

Mporpamata 3DS Max ocurypsiBa ABa OCHOBHM TuUMa CBETNNHW: CTaHAAPTHU
n coTomMeTpuUyHU. Bcnukm ce nsobpassiBaT B cleHaTa KaTto CBETNUHHU ODOeKTW.
CrogenaT cxoaHn NnapamMeTpu B MeHIoTaTa, BKMYBaT U reHepaTop Ha CEeHKMW.

CtaHpapTHUTe CBETNIMHM Ca KOMMIOTbPHO reHepupaHun o6eKTn, KouTO
cMMynupaT CBeTNMHaTa OT AOMalUHM UNn 0UC OCBETUTENHM Tena, MPOXEKTOpU U
apyrm nogobHu. Kbm Tax cnapgart: Target Spotlight, Free Spotlight, Target
Directional, Free Directional, Omni, Skylight, mr(mental ray) Area Omni n mr
Area Spot.

PoTOMETPUYHUTE CBETNIMHU WN3Nons3saT (POTOMETPUYHN CTOMHOCTM 3a Mo-
TOYHO W MO-pearnHo npecbhb3gaBaHe Ha ceBeTnMHaTta. Morat ga ce 3agaBaTt CTOMHOCTU
3a pasnpegerneHue, HTEH3UTeT, UBEeTHa Temnepatypa U Apyrn XxapakTepUCTUKN Ha
ecTtecTBeHaTa cBeTnuHa. B Tasm rpyna ca: Target Light, Free Light n mr Sky
Portal. Kato reometpua Target Light u Free Light morat ga 6bgat: Point, Line,
Rectangle, Disc, Sphere u Cylinder.

B otgenna rpyna ca Sunlight n Daylight.
[a pasrnegame HAKOM OT CTaHAAPTHUTE CBETMMHHU U3TOYHULN.
VII. 1. Omni

Omni e cTaHgapTeH TOYKOB WM3TOYHMK, KOWTO pas3npocTpaHsaBa CBETMMHA
pagvanHo BbB BCUYKM NOCOKU. BMbKkBaHETO Ha Omni B cueHaTa ctaBa OT MEHHTO
Create | Lights | Standard Lights | Omni. OT komaHgHua naHen — Command
Panel | Create | Lights (Standard) | Omni. C nas Click B nsbpanus Viewport
BMbKBaMe CBETIMHHUS U3TOYHUK. Buayanunsmpa ce kaTo oktaeabp(OCMOCTEH), HO He
ce Bmkaa B peHaep msobpaxeHudarta. Mo nogpasbupaHe M3TOUHMKA Ce BMbKBa C
AadeHn HacCTpPOMKM Ha pasfMyHM rnokasaTenu. Te3anm HacTpouku crnegsa fa ce
NPOMEHSAT B 3aBUCMMOCT OT KOHKpEeTHaTa CueHa 1 XenaHna edekT, KOUTO nckame ga
nocTurHem. 3a KakBO Ce OTHaCAT HSKOM OT Te3n HACTpPOMKM Le npocnegvm oT
cnefHust npuMmep 3a CBET/IMHHUSA U3TOYHUK Omni:
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BmbKBaHe Ha cBETNMHEH U3ToYHUK Omni n BU3yanusnpaHe Ha cueHata C onpegeneHun HaCTPONKN

> 4 OtBapsime npumepeH cann 01_OMNI_001_18.max. B Hero, npegBapuTenHo
e cb3fajeHa cueHa ¢ napanet. PannbT MOXe Aa ce 3apeayn OT TO3U JIUHK:

|01 OMNI 001 18.max| 3atBapsive npo3sopeua Scene Converter. B Perspective
View He NpoMeHsiMe 3pUTENHUSA bIbr.

> 4 MpomeHaMe pexuma Ha peHaepupaHe(kparHa Bu3yanusauusi) OT MEHKTO

Rendering | Render Setup | Renderer | Scanline Renderer ( F10 unn E);

> 4 OT rpynata cbC CTaHgapTHM U3TOYHULUM Ha CBETNMHA, B 30HaTa Object Type
n3dnpame cBeTnMHeH n3to4yHnk Omni u ¢ naB Click ro BMbkBame B cueHara,;

-> [Mpw BKIHOYEH pEXMM Ha I'IpeMeCTBaHe n peceH Click Ha cblwaTa komaHaa,
npeuyusnpame nos3mumara My B npoctpaHcTeoTto: X: 480 cm, Y:,0cm, Z: 370 cm;

> 4 BknouBaHe reHepaTtopa Ha CEHKM OT 30Hata Shadows — npu BKNOYeEH
reHepaTop(c oTMeTKa) O6EKTUTE UMAT CEHKW;

> 4 Multiplier - HacTponBaHe cunaTa Ha u3nbyBaHe(mMoLwHocT) 1.0;

Multiplier cbc cTonHocT 1.0 Multiplier cbc cTonHocT 0.34

=  OnpengensHe 30HaTa Ha 3aTuxBaHe — Far Attenuation Ha ocBeTsiBaHeTo. [pu
U3KMIOYEHO MonoXeHne(onuus Use), MHTEH3WTeTa Ha CBeTNMHaTa HamansBa C
oTAanevyaBaHeTO OT U3TOYHMKA — KONKOTO Mo-Aanede, TONMKOBa MO-TbMHO CTaBa B
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cueHata. C onumata Show B cueHaTa ce BM3yanusmpat ABe KOHLUEHTPUYHU chepu C
LEeHTbp caMusi N3TOYHUK Ha CBETMNHA, Te HU ynecHABaT npu onpeaensHe 3oHaTta Ha
AencTeme Ha cBeTnvHarta. BbTpelwHaTta cgepa(Start 850.0 cm) onpeaens Kpas Ha
aKTUBHaTa 30Ha Ha ocBeTdABaHe, a BbHWHaTa cdepa(End 1700.0 cm) — 30HaTa Ha
Kpas Ha 3aTuxBaHe Ha cBeTnuHaTta. Crnea BbHWHATa cdepa HAMa ocBeTABaHe.
KonkoTo pasnukata B pa3MepuTe Ha ABeTe cdepu e no-marka, ToNKoBa rpaHuuaTa
MeXay ocBeTeHaTa U HeocBeTeHaTa 30Ha € Mo-pA3Ka;

3oHa Far Attenuation Start: 800, End: 1600; 3oHa Far Attenuation Start: 600, End: 900

> 4 HacTponka nnbTHocTTa(Density) Ha caHkaTa B 3oHaTa Shadows Parameters —
KOMKOTO CTOMHOCTUTE Ca MO-BMCOKK, TOMKOBA CsIHKaTa e no-nnbTHa(4epHa);

MpumMepHM cToiHocTK Ha Density: 1 — 0,38; 2 — 0,68; 3 — 0,98

> B noneto Shadows ce onpegensa Tuna Ha caHkaTa. A UIMEHHO:

-> Area Shadows - obGekTute ,XBbLPRAT Meku ceHku. ogabpxa obekTn C
MaTepuanu ¢ kaptu 3a Transparency n Opacity;

> 4 Ray Traced Shadows — pe3ku, CTporo oyepTaHu ceHku. MNMogabpxa obektn ¢
mMaTepuanu ¢ kaptu 3a Transparency u Opacity;

> Shadow Map - reHepupa MekuM pa3MuTM CeHkM. He nogabpka obektn ¢
Martepuanu c kaptu 3a Transparency n Opacity;
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> 4 Advanced Ray Traced — pes3km CEHKW, HE TONKOBa MNpeum3Hn kato Ray
Traced;

> mental ray Shadow Map — moxe ga e no-6bp3 ot Ray Traced Shadows B
mental ray pexum Ha peHOepuHr.

> 4 Exclude / Include — 6yToH oT 30HaTta Shadows, C¢ KOWTO ce W3BWUKBa
npo3opeua Exclude / Include. B Hero morat n3bupat obektn, Kouto ga otpassisaT
NN He CBEeTNMHATa OT JaeH M3TOYHMK Ha CBeTNMHa, 6e3 ga xBbpnat caHka. Unu
Te3n 06eKkTn Aa XBbPNAT CAHKA, KOraTto ca OCBETEHWU OT JafdeH M3TOYHMK, HO 6e3 ga
oTpassaBaT cBeTnuHaTa. [lpeaBuaeHa e u TpeTa onuusa — OT BCUMYKM OOEeKTU B
cueHaTa, camo n3bpaHn aa oTpassaBaT CBETMMHA U Aa XBBbPNAT CsHKa.

M3brpaHe Ha 06eKT 3a AonbNHUTENHO ocBeTsiBaHe B npo3opeua Exclude / Include

B npumepa, no-aony e nokasaH BapuaHT C €4MH U3TOYHUK Ha CBETNNHA, KOWTO
e pasnonoxeH 6nM30 [0 TaBaHa W BapuaHT C BTOPU M3TOYHUK Ha CBETMMHA,
pasnonoeH 6r13o 4o noja, HoO OCBETABALL, CaMO TaBaHa:

HepocTtaTtbyHO OCBETEH TaBaH — ejHa CBETNMHA OcBeTeH TaBaH oT BTOPU U3TOYHWUK Ha CBETIIMHA

> 3a BCEKM CBETNIMHEH U3TOYHUK MOXE [a ce HacTpou xenaH usat — Color
Selector: Light Color npeanara Hag 16 MmunnoHa uBATa Ha CBETNMHATA:

3 Color Selector: Light Color X

Whiteness

Red:
Green:
Blue:

Hue: | B
sat: |

Value:

B
|
a
c
3
n
e
s

7]

Cancel

Color Selector: Light Color — npeanara 16777216 ussta
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Mpuymepm 3a pa3nuyHN LBETOBE OT CBETIMHEH U3TOYHMK Omni

Mpumep 3a TakoBa OcBETMEHME € OOMKHOBEHA KpyLLKA Ha TaBaHa B MOMELLEHME.

I'Ipmmep 3a ocBeTneHne C CBETIIMHEH U3TOYHUK Oml’]i(OCBeTJ'IeHVIeTO OT NPOXeKTopa e VI3KJ'IIO‘-{6HO)

VII. 2. Target Spotlight

Target Spotlight unn owe HapuyaH Target Spot e cTaHgapTeH TOYKOB
N3TOYHWK, KOUTO pa3npoCTpaHsBa CBETNMHA paguarnHo B TOYHO onpegeneHa nocoka.
BmbkBaHeTo Ha Target Spotlight B cueHaTta crtaBa ot meHioTo Create | Lights |
Standard Lights | Target Spotlight. Ot komaHgHusa naHen — Command Panel |
Create | Lights (Standard) | Target Spot. C nsB Click & Drag B n3tpanusa Viewport
BMbKBaMe CBETMIMHHUS M3TOYHUK M BMaYUM LenTa [0 XenaHata no3uums B cueHaTa.
Buayanuaunpa ce kato KOHYyC(M3TOYHUK) U KBagpaT(uen), CBbp3aHn C NIMHUSA — OC Ha
nocokaTa. He ce Bmxaat B peHaep usobpaxeHudara.

> OtBapsime npumepeH ann 02_SPOT_001_18.max. B Hero, npeaBapuTenHo
e cb3afeHa cueHa ¢ napaneT. PannbT MOXe Aa ce 3apeau OT TO3M JINHK:
|02_SPOT_001_18.max| 3aTBapsiMe npo3opeuia Scene Converter. B Perspective
View He NpoMeHsIMe 3pUTENHUS bIbi.

> MpomeHsiMe pexuMma Ha peHaepupaHe(kparHa Bu3yanusauus) OT MEHIOTO
Rendering | Render Setup | Renderer | Scanline Renderer ( F10 unn E);
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> 4 OT rpynata cbC CTaH4apTHM M3TOYHULM Ha CBETNMHA, B 30HaTta Object Type
n3bmpame CBETNNHEH U3TOYHUK Target Spot;

> B Top View, ¢ nas Click, opueHTMpOBBHYHO B ASICHO OT napaneTta ro BMbkBame
B CLeHaTa 1 Bna4vm LenTta B NABO OT napaneTa; B cueHaTa ce nosiBasaT ABa HOBU
obekTa: Spot001- n3TOYHMK Ha cBeTnMHa n Spot001.Target — Len Ha CBETNMHA;

> [Mpwn BKIHOYEH pEXUM Ha I'IpeMeCTBaHe n peceH Click Ha cbwaTta kKomaHaa,

OT CUCbKa C O6eKTVITe n3bumpame n3toyHuka Spot001 n npeymsmpame no3numsTa
My B npocTtpaHcTteoTo: X: 700.0cm, Y:, 0 cm, Z: 500.0cm,;

-> Mpeumnsnpame nosmuyuaTa n Ha uenta: X: -870.0cm, Y:, 0 cm, Z: -340.0cm;

> BknouBaHe reHepatopa Ha CEHKM OT 30HaTa Shadows — npu BKNHOYEH
reHepaTop(c oTMeTKa) 06eKTUTE UMaT CEeHKY;

> 4 Multiplier - HacTponBaHe cunaTa Ha n3nbyBaHe(mMowHocT) 1.0;

Mo nogpasbupaHe U3TOYHMKA Ce BMbKBA C AafeHWM HACTPOWMKM Ha pasSinyHu
nokasatenu. oBe4yeTo OT TAX Ca aHanoOrMyHW Ha nNapameTpuTe Ha CBeTNMHaTa
Omni. Tyk pasnukaTta e, Ye 30HaTa Ha gencTBue He e cpepudHa(kakTo npy Omni), a
KOHycoBMAHa. Hann4yHu ca aBa KOHyca - BbTpelwHus koHyc(Start 1800 cm) onpegens
Kpas Ha aKkTMBHAaTa 30Ha Ha ocBeTsiBaHe, a BbHWHMUA koHYc(End 8150 cm) — 3oHaTa
Ha Kpas Ha 3aTuMxBaHe Ha cBeTnuHaTa. Tyk ce uma npeasug panedmHaTta Ha
ocBeTsIBaHe — BUCOYMHATa Ha KoHyca. Crief BBbHLUHMA KOHYC HAMa OCBeTABaHe.
KonkoTo pasnukata BbB BUCOYMHUTE Ha [BaTa KOHyca e Mno-marska, TosikoBa
rpaHuLaTa Mexay ocBeTeHaTa U HeocBeTeHaTa 30Ha e Nno-psa3ka.

[pyro OCHOBHO pasnuyne € HanMunMeTo Ha AOMBMHUTENHO Nagawo MEH0 B
KOHTponHus naHen — Spotlight Parameters. B Hero ce onpegens brobna Ha
KOHyCcUTEe Npu Bbpxa — CaMUs TOYKOB M3TOYHMK. brbfa Ha KOHyca C aKTMBHO
ocBeTNeHne ce BbBexaa B noneto Hotspot / Beam(38.0°) u Bapupa ot 0.5° go
179.5°. brona Ha 30HaTa Ha 3aTuxBaHe ce BbBexaa B nosnieto Falloff / Field(66.5°)
N Bapupa B CbLuMTe rpaHuuuM. PeanHo 3oHaTa Ha 3aTMXBaHe Ha CBETNMHATa € B
noneto mMexay Asata koHyca. KonkoTo pasnukaTta B brnuTe e no-marka, TOrkosa
rpaHuuaTa Mexagy ocBeTeHaTa U HeocBeTeHaTa 30Ha e Nno-psi3ka.

Mpumepm 3a npunoxeHue Ha e Ha Target Spotlight ¢ pa3nuyHKM HacTpokK Ha 3aTUXBaHE Ha CBETNMHATA

KpallHnss pesyntaT cnepn BbBexaaHe Ha KomaHgaTa W nocnepsanuTe
HaCTPOWKN Ha CBETNMHHMSA U3TOYHMK Target Spot, TpsibBa aa e cnegHus:
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Mpumep 3a HOWwHO ocBeTneHue ¢ Target Spotlight

Content  Amold  Heb

vz EE EET >

[———

5 6 W W BT e oo oamenn i e 2t + U8 UG 13 1P

+7 " om
OuU®mMAN =%
st

R—

A
[S—p—
P e
owi S

8 & xS v 6oz 0 o b o [ e e

R 5 Q Setiey| 177, | dy e

CBeTnuHHUA n3TovHMK Target Spotlight MMa Bb3MOXHOCT fa pa3npocTpaHsaBa
CBETNMHA OCBEH BbB BUL HA KOHYC, HO U BbB BUA Ha YeTUpUbIbiHA nupamuaa.
CBETNUHHOTO METHO OT Kpbr(enunca) mMoxe fa Obae M KBagpaT(NpaBObIbIHUK,
Tpaney). ToBa ce onpegensa ot pagno 6ytoHute Circle nnu Rectangle B noneto
Light Cone ot meHwTo Spotlight Parameters Ha Command Panel. B noneto
Aspect ce BbBexagaT CTOMHOCTU 3a NPOMsSiHA Ha CbOTHOLUEHNETO MeXAy CTpaHuUTe Ha

npaBoOblIb/iIHATA 30HA HAa OCBETABAHe.

Spotlight Parameters

Light Cone

Show Cone

Overshoot

Hotspot/Beam: 38.0

Falloff/Field: 66.5

® Cirde
Aspect:

Rectangle
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* Spothght Parameters

[Mpumep 3a ocBeTsABaHe Ha NpaBoObIbIIHA 30Ha ¢ Target Spotlight
VII. 3. Target Directional

Target Directional nnn owe HapuyaH Target Direct e ctaHgapTeH TOYKOB
N3TOYHMK, KOUTO pasnpocTpaHsiBa CBET/IMHA B YCNOPEOHN NTbYM B TOYHO onpeaerneHa
nocoka. BMmbkBaHeTo Ha Target Direct B cueHaTa ctaBa oT MmeHioTo Create | Lights |
Standard Lights | Target Directional. Ot komaHgHna naHen — Command Panel |
Create | Lights (Standard) | Target Direct. C naB Click & Drag B n3bpaHus
Viewport BMbkBame CBETNMHHUA U3TOYHMK U BRladYMm LienTa o XenaHata nosvumns B
cueHaTa. Busyanmsmpa ce kato obemHa cTpenka(M3ToyHuK) wn kBagpat(uen),
CBbP3aHU C NIMHNS — OC Ha NocokaTa. He ce BmxaaT B peHaep nsobpaxeHusTa.

> 4 OtBapsme npumepeH dann 03_ Direct _001_18.max. B Hero, npeasaputenHo
e cbafafeHa clieHa ¢ naparet. PaiibT MOXe fja Cce 3apeau oT Toan fnHk:[03_ |
[Direct 001 18.max| 3aTBapsive npo3opeua Scene Converter. B Perspective View
HE NPOMEeHsIMe 3PUTENHUS bIbll.

> MpomeHsiMe pexumma Ha peHaepupaHe(kparHa Bu3yanusauusi) OT MEHIOTO
Rendering | Render Setup | Renderer | Scanline Renderer ( F10 unn E);

> 4 OT rpynata cbC CTaH4apTHM U3TOYHULM Ha CBETNMHA, B 30HaTa Object Type
n3bmpame cBETNNHEH U3TOYHUK Target Direct;

> 4 B Top View, ¢ naB Click, opueHTMpOBBHYHO B ASICHO OT NapaneTa ro BMbkBame
B CLeHaTa 1 BfiayuMm uenTa B N4BO OT napaneTa; B cueHaTa ce nosBsiBaT ABa HOBU
obekTa: Direct001- n3to4HmK Ha ceeTnmHa n Direct001.Target — Luen Ha CBETNUHA;

> Mpu BKMNIOYEH PEXUM Ha npemeCTBaHe. n geceH Click Ha cblwaTa komaHaa,

OT cCnucbka c o6e|<T|/|Te. nsbupame wunatovyHmka DirectO01 u npeuunsupame
nosunumaTta my B npoctpaHcteoTo: X: 700.0cm, Y:, 0 cm, Z: 500.0cm,;

-> Mpeuunsnpame nosmyusta n Ha uenta: X: -870.0cm, Y:, 0 cm, Z: -350.0cm;
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> 4 BknouBaHe reHepaTtopa Ha CeHKM OT 30HaTa Shadows — npu BKNHOYeEH
reHepaTop(c oTMeTKa) 06EKTUTE UMAT CEHKY;

> 4 Multiplier - HacTponBaHe cunaTa Ha uanbyBaHe(mowHocT) 1.0;

Mo nogpas3bupaHe U3TOYHMKA Ce BMbKBA C AaAeHM HACTPOWMKM Ha pasfiMyHu
nokasaresnin. [loBevyeTo OT TSX ca aHANOrM4YHN Ha NapameTpuTe Ha cBeTnuHarta Spot.
Tyk pasnukata e, 4ye 30HaTa Ha [OeUCTBMEe He € KOHW4YHa(kakto npu Spot), a
umnmHgpuyHa. HanudHm ca gBa umnuMHabpa - BbTpelwHus umnmiabp(Start 1800 cm)
onpenens Kpast Ha akTMBHaTa 30Ha Ha ocBeTdABaHe, a BbHWHUSA umnuHabp(End 8150
Cm) — 30HaTa Ha Kpasi Ha 3aTMxBaHe Ha CBeTNMHATa. TyKk ce vma npensug
JaneynmHata Ha OCBeTsBaHe — Ab/hkuMHata Ha uunuHabpa. Cneg  BbHLWWHMA
UMNUHOBbP HAMa ocBeTsaABaHe. KomnkoTo pasnukata B Ob/KMHUATE Ha ABaTta
uMnuHObLpa e no-marka, TOMKoBa rpaHuuara Mexay ocsBeTeHaTta U HeocBeTeHaTta
30Ha e no-p4dAska.

[pyro OCHOBHO pasnuyne e HannuMeTo Ha AOMbIIHUTESNHO Najallo MeHI B
KOHTpOsHMs naHen — Spotlight Parameters. B Hero ce onpegens gnameTtbpa Ha
UUITMHAPUTE C LEHTBP — CaMUSA TOYKOB U3TOYHUK. [InameTbpa C akTMBHO OCBETNEHME
ce BbBexaa B noneto Hotspot / Beam(230.0cm). dnametbpa Ha 3aTuxBaHe ce
BbBexga B noneto Falloff / Field(730.0cm). PeanHo 3oHaTa Ha 3aTuUxBaHe Ha
CBeTNMHaTa € B MOneto Mexay ABata uunuHabpa. KomkoTo pasnukata B
anameTpuTte e no-marnka, TOfKOBa rpaHuuata Mexay ocBeTeHaTta M HeocBeTeHaTta
30Ha e Nno-ps3ka.

3 DRECT.01 - 6
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BMbkBaHe Ha CBETNMHEH U3TOYHUK Target Directional n BU3yanusnpaHe Ha cueHaTta c onpegeneHun HaCTpOﬁKM

YcnopegHUte CEHKN Ha 6aJ'II'OCTpI/1Te AOKa3BaT ycnopeaHoCTTa Ha nb4yuTe OT
TO3X TUN M3TOYHMK Ha CBeTNMHa. M3nonsea ce, KoraTto ce Hanara cuMmynunpaHe Ha
ClibH4YeBa CBeTIIMHA — NPO30peYyYHO OCBETIIEHUNE.
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MMuTaums Ha crnbHYEBO NPO30peYHO ocBeTreHMe ¢ Target Directional(gonbnHuTenHo obuo ocBeTneHne ¢ Omni 6e3 ceHkm)

CBeTnuHHMTE n3TovHMum Free Spot u Free Direct ca aHanormyHu Ha Target
Spot n Target Direct. Paanukata e, ye HamaT uenu. Ynpasnsasat ce ¢ Move n Rotate.

VII. 4. O6kpbxkaBawa cpena n edektn (Environment and Effects)

B Hskoum OT npumepuTe 3a CBETAMHHM M3TOYHMLM MO-fope ce Buxaa
CBETIIMHHUSA NTbY, KOWTO M3NbYBa OCBETUTENHOTO TANO(OCBETABAHETO Ha YalHMKa Ha
Macara, HolHaTa CueHa C namnaTta, anesta u nenkarta, HanoXeHuTe n3obpaxxeHus
C npoektopa W ekpaHa). ToBa e pJonbnHuUTEneH edekT 3a 00eMHOCT Ha
ceeTnuHaTa(volume light), konto moxe aa ce fobaBn KbM U3TOYHMKA HA CBETMMHA.
Tosu edekT ce gobaes B npo3opeua Environment and Effects, koTo ce n3BukBa
oT MeHTO Render | Environment... vnn npn nsbpaH CBETSIMHEH W3TOYHUK OT
nagawoTto MeHw Atmosphere & Effects Ha Tabynatopa Modify B komaHaHWA
naHen.

> 4 OtBapsme npumepeH ann 04_LAMPA PARK 01 18.max. B Hero,
npeaBapuUTenHo € cb3gageHa CueHa ¢ namna anes n nenka. PannbT Moxe aa ce
3apeau ot To3u nuHk:|04 LAMPA PARK 01 18.max| 3aTBapsive npo3sopeua Scene
Converter. B Perspective View He npoMeHsAME 3pUTESNTHUSA bIbI.

> 4 MpomeHsaMe pexuma Ha peHpepupaHe(kparHa Bu3yanusauusi) OT MEHKTO
Rendering | Render Setup | Renderer | Scanline Renderer ( F10 nnu E);

AKO HanpaBuM peHaep, PesynTaTbT Le € CreaHus:
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CueHa 6e3 06em Ha CBETNMHHMS by 1 6e3 oH

[a po6asum Te3n epekTn.

> Ot cnucebka ¢ o6eKT|/|Te n3bupame n3ToyHuka Ha csetnuHa Spot001 u B
3oHaTta Atmosphere & Effects Ha TabynaTtopa Modify B komaHaHMS naHen, ¢ 6yToHa
Add pob6assame Volume Light. MNoTtBbpKaaBame nsbopa ¢ OK. MimeTo Ha edekta ce
nosiesiea B cnucbka nog oytoHnte Add mn Delete;

> 4 MocouBame Volume Light aa ctaHe Ha cuH hoH HaTuckame ByToHa Setup, C
KOoMTo oTBapsaAmMe npo3opeua Environment and Effects, 3a pga HanpasBum
AONbMHUTENHN HAcTponkn. NprumepHo B noa3oHaTa Volume Ha 3oHaTta Volume Light
Parameter npomeHsime cTonHocTTa Ha Density: Ha 4.0, a Ha Max Light %: 70.

Huwo He npeun ga npobBame pasnuyHM BapuaHTK Ha HaACTPonKn. MpumeHo B
3oHata Exposure Control, BMecto <no exposure control>, ga npobsame apyrute
onumu oT To3m nagaw, cnucbk(Shift+F9 — 6bp3 penaep) ;

< 8 @ ’ 2 ’ R
. o w2

[obaBsiHe Ha edekTa Volume Light KbM CBETNMHEH M3TOYHWK C MPUMEPHU HACTPOWKN Ha edbekTa

> Mpo3opeua Environment and Effects moxe ga ce usBuka n ¢ knasuw 8. B
Hero Le 3apeavMm 1 KapTa 3a POoH Ha cueHara;

> B 3oHata Common Parameters | Background | Environment Map | ¢ naB Click
Bbpxy None, otBapsme Material/Map Browser B 3o0HaTa Ha KapTuTe;
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> 4 C pBoeH Click Bbpxy kapTata Bitmap oTBapsme nposopeua Select Bitmap
Image File n B Hero HaBurupame po kaptata NIGHT SKY.jpg. lNoTBbpxaaBame
n3bopa c 6ytoHa Open. Ta3n KapTUHKa BeYve e 3apefeHa Kato obkpbxaBalia cpeaa
(Environment Map) Ha cueHaTa;

3 04 LAMPA PARK 01 o X

0100

& x v 2 Ty TR
o o 0%

Environment Map) Ha cueHaTa;

HacTtpoviBaHe Ha obkpbxaBalia cpeaa (

> 4 OTtBapsime pegaktopa Ha MaTepmanME n ¢ nae Click&Drag Bnaunm kaptata
NIGHT SKY.jpg ot noneto Environment Map po aktmBHua wusrnen Viewl. B
nosiBsiBalLMsi ce AmanoroB nposopel, oTroBapsme C Instance u noTBbpxaaBame C
OK. lNMosBsBa ce Bb3ena Ha KapTaTta;

> 4 C pBoeH Click Bbpxy Bb3ena 3apexgame kaptata B 3oHata Material
Parameter Editor ot nagawmsa cnucbk Mapping nsbupame Screen. Mo TO3M HauuH
KapTaTa we ce Mawiabupa npaBunHo Kato oH Ha cLeHaTa.

3 04 LaMPA ok 305 o x

Name: Vokme Ught

* Volume Uight Parameters.
— g
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CueHa ¢ obemHa cBeTnMHa u oH

VII. 5. Free Linear

Free Linear e oTomMeTpMyeH nUHEEeH W3TOYHWK Ha CBET/MHA, KOWTO
pas3npoCcTpaHsiBa CBETNMHA B paguarnHu fbyYn B onpedernieHa nocoka. MIHTeH3uTeTa
HamansBa [0 paBHWHA, MUWHaBalla Mpe3 NMHUMATaA M € NeprneHaukynsapHa Ha
nocokata. BMbkBaHeTO Ha Free Linear B cueHaTa ctaBa oT MeHtoTo Create | Lights |
Photometric Lights | Free Light. OT komangHus naHen — Command Panel |
Create | Lights | Photometric | Free Light.

C nsas Click B n3bpaHua Viewport BMbKBamMe CBETIMHHUSA U3TOYHUK U C
KOMaHaMTe 3a NPeMecTBaHE M BbpPTEHE YyTOYHABAME XenaHaTa nosnuus B cueHara.
Buayanuaupa ce kato NMHUA(M3TOYHMK) U NpUKpeneHa KbM Hest ccoepa(onpeaenswa
nocokarta). He ce Bwxgat B peHaep usobpaxeHuata. Moxe ga ce uanonsesa 3a
nMMTaUmnsa Ha NYMUHECLEHTHO OCBETIIEHME.

> OtBapsme npumepeH dann 05 LIGHTS LINEAR_01 18.max. B Hero,
npegBapuTenHO e cb3faZeHa cueHa C Maca U ABe OCBETUTENHM Terna BbB hopmaTa
Ha NyMUHECLEHTHM nypu. [lonbnHUTENHa NOACBETKA 3a CTEHUTE € OCUrypeHa c aBe
CKpUTU cCBeTAMHW, Tn Omni  dannbT MOXe fa ce 3apean OT TO3W JIMHK:
|05 LIGHTS LINEAR 01 18.max| 3artBapsive nposopeua Scene Converter. B
Perspective View He NpoMeHsIMe 3pUTENHUSA bIbI.

> lNMpomeHsAMe pexuma Ha peHaepupaHe(kpavHa Bu3yanusauusi) OT MEHIOTO
Rendering | Render Setup | Renderer | Scanline Renderer ( F10 unu ;

> 4 Ot rpynaTa ¢ poTOMETPUYHM U3TOYHULUM Ha CBETNNHA, B 30HaTa Object Type
n3bmpame cBeTNNHEH U3TOYHUK Free Light ;

-> B Top View, c nas Click, opneHTMpoBbYHO A0 nsfBata nypa B cueHaTa
cb3gaBame Photometriclight001;
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-> [Mpwn BKIHOYEH pEXUM Ha npemeCTBaHe n peceH Click Ha cblwaTa komaHaa,
npeumnsnpame no3numaTa My B NPOCTPaAHCTBOTO, 3a Aa CbBNagHe Ha TOBa, C nypara:

X: -110.0cm, Y: 160.0 cm, Z: 257.0cm, a B pexum Ha pOTau,vm A 3aBbpTamMe Ha
90° no oc Z. CbwMTe HACTPOMKM NpaBUM WU 3a BTOPUSA WUITOYHWK Ha CBETIMHA
Photometriclight002, ¢ pasnukaTta, 4Ye no3vuMsiTa Ha npemecTBaHe no oc X e:
110.0cm — pa cbBNagHe ¢ gAacHaTa nypa;

> 4 B pexum Ha pepaktupaHe, B 3oHata Shape/Area Shadows Ha TabynaTtopa

Modifyn, oT nagawumsa cnmucbk Emit Light From(Shape) nsbupame 3a dopma Ha
CBETNUHHMA Wn3TOYHMK Line, ¢ pgbmkmHa 120 cm, kKoeTo € Han-6nm3o o
NYMUHECLEHTHU NypWU;

> BknouBaHe reHepatopa Ha CEHKM OT 30HaTa Shadows — npu BKNHOYEH
reHepaTtop(C oTMeTka) obekTuTe wumaTt ceHku. [lpaBMM OMUT N C  USKIIHOYEH
reHepaTop;

> B 3oHaTa Intensity npomMeHsiMe CTOWHOCTTa Ha wu3nbyBaHe Ha 120 cd
(kaHaenu), Moxe ga BuauMm edgekTa npu pasnuyHmn CTOMHOCTKM U B IX (nykcose) n B Im
(nymeHn);
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BmbKBaHe Ha cBeTNMHEH U3ToYHUK Free Linear un BU3yanusnpaHe Ha cueHaTa C onpefefieHn HaCcTpoUKn

VII. 6. Daylight System

Daylight System e cBeTnMHEH W3TOYHWUK, KOMTO CUMynupa reorpad)ckoTo
pasnonoXeHne U OBWKEHUE Ha CNbHLETO OKONo 3emdAta. Moxe ga npyema TO4YHU
reorpadoCkm KOOpAMHATK 3a LUMPUHA M ObIMKUHA U NO3MLMS B 3aBUCUMOCT OT AaTta u
4yac 3a CbOTBETHOTO reorpad)Ccko MectonosioxeHue. TOM e NpPsSIKo CBbP3aH C po3aTa
Ha KOMMac, 4Ype3 KOMTO AOMbIIHUTENHO npeumnsnpame XenaHa no3vuMs CnpsiMo
reorpadgckusi cesep. BmbkBa ce oT meHoTo Create | Lights | Daylight System wnnu
oT Command Panel | Create | System | Daylight;

> 4 C nsaB Click & Drag onpegensiMe pasmepa Ha po3aTa Ha komnaca. Cnegga
AOMbIHUTENHO ABWXEHWE Ha MuwKaTa u ¢ HoB NnaB Click BMbkBame M3TOYHMKA Ha
CBETIVHA;
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> 4 C 6ytoHa Get Location... otBapsme npo3sopeua Geographic Location, oT
konto wusbupame Espona, Codwusa, bvnrapusa. o nogpasbupane, Daylight e
nokanuaupad B Jloc AHpxkenuc, KanngopHus;

3 CUPOL_001.max - 0 X

& x v 2 G SR R ]
e 5 Q

BMbKBaHe Ha CBETNMHEH 13TouHuK Daylight ¢ npumepHmn HacTpoiiku 3a MecTonosnoxeHune Codus

> 4 3a fJa nonyyum no-gbJSirM CeHKW, HacTporBaMe 4aca M gatata npuMepHoO Ha
21 despyapu, 10:00 yaca cyTpuHTa.

-> C knaBuw 8 mnsBmnkBame nposopeua Environment and Effects. B noa3soHaTa
Global Lighting Ha 3oHaTa Common Parameters c¢ nas Click B nanutpaTta Tint
oTBapsmMe npo3sopeua Color Selector: Global Light Tint n B uncdpoBoTo none cpeLy
Value BbBeXgame nNpMMepHa CTOMHOCT 8, 3a Aa Hamanum obliaTta HacMTEeHOCT Ha
LBETOBETE;

-> AKO ce Hanara, MOXe [ga Ce MPOMEeHM K CTOMHOCTTa B noneto Level
(Hanpumep 0,7);

> 4 C nsB Click B nanutpata Ambient otBapsame nposopeua Color Selector:
Ambient Light n B undpoBoTo none cpewy Value BbBexgame npymepHa CTOMHOCT
3, 3a oa kopurnpame obLiarta OCBETEHOCT Ha CLeHaTa;

i "

HacTtpolikm Ha ocBeTeHOCT Ha okonHaTa cpeaa (A) n HacuTeHocT Ha uBeToBeTe (T)

121



> TblA KaTo HAMa ABe eOHaKBW CLEHW, 3a BCsIKa KOHKpeTHa CcueHa npaBuM
pasnMYyHN HaCcTPOMKU U MO MeToAda Ha npobuTe U rpellkuTe TbPCMM ONMTUMAIHUS
BapuaHT 3a KpalHusa pesynTaTt kaTo n3obpaxkeHue.

Lhasa=l g 1 e
| i

KpaeH peaynrtar oT npUMepHU HaCTPOWKM

VII. 7. 3apgauun 3a ynpaxHeHue:

1. [a ce BMbKHAT M HAacTPOAT pasnUYHU CBETMMHHM U3TOYHMLN B CLeHaTa C
WHTEepuopa — LEHTpanHoO OCBETNIEHWEe OT TaBaHa, nnadoH Ha CTeHarta,
HOLLIHa Namna Ha Macu4yka, AekopaTuBHa namna 3a oTpaseHa CBeTIIMHa;

2. B cueHaTta cbe cTasa ¢ npo3opun ga ce nMnTnpa ocsetTrieHne OT BbHLUEH
N3TOYHUK;

3. [a ce ocBeTu cueHaTa C KyrnoJia ¢ AHEeBHa CBETJIINHA.
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OHeBHa cueHa Ha mara3uH HUGO BOSS Ha Codusa bankaH nanac. 1o npoekT Ha
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OHeBHa cueHa Ha mara3uH HUGO BOSS Ha Codusa bankaH nanac. [lo npoekT Ha
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HowHa cueHa Ha marasnH HUGO BOSS Codusa bankaH nanac. 1o npoekT Ha
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[HeBHa cueHa Ha MaraanH HUGO BOSS Ha Codbus BankaH nanac. [10 npoekT Ha
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VIil. Bpb3ka Ha nporpamaTta ¢ AutoCAD

VIII. 1. BMmbkBaHe Ha AutoCAD noanoxku

3a no 6bp30 N TOYHO Cb3gaBaHe Ha 00eKTu B cueHaTa, nporpamata 3DS Max
no3BonsiBa BMbKBaHE Ha TMOAMOXKM Cb3gageHn B nporpamata AutoCAD. KaTto
crneuvanumsMpaHa YepToxHa nporpamMa, B Hest 6bp30 1 NecHo ce YeptasaTt 2D noanoxku
3a 0beKkTuTe, C TEXHUTE OCHOBHM pasMepu M B3aWMMHO Pa3noSiIoKEeHUe eauH CnpsaMo
Apyr. 3a TakuBa NOASIOXKKW MoraT [a ce W3MNon3BaT 4YepTexuTe Ha BCEKN enuH
apXuMTeKTypeH NpoekT nayeptaH B AutoCAD. B nbnHa cTeneH 3a NoAnoXkm moraT fga ce
n3non3eBaT apxXUTEKTYpHUTE MMaHOBE Ha pasnpegeneHuaTa v dacagute, a npu
BM3yanuanpaHeTo Ha MHTepUop, YCMNELHO MoraT Aa ce U3non3eaTt n paspesuTe.

3a necHo 1 TOYHO M3non3BaHe, OTAENHN YepTexn TpsbBa Aa ce opraHuaupar
yaobHa KoHurypauusa — pasnpegeneHunsara ca Xopu3oHTarnHu, a pacagmte nsnpaBeHu
OKONo pasnpeaenenundarta. Bcaka dacaga e opueHTpaHa KbM CbOTBETHATa CTpaHa Ha
pasnpegeneHundata. Bcekn yepTex nMma 3a oTnpaBHa TOYKa HA4anoTo Ha KoopauHaTHaTa
cuctema. LlenTta e ga nocTurHem crnegHata cxeMa Ha OpUeHTUMpPaHe Ha NOASIOXKUTE:

G etiei: 0 @ @

pUeHTUpaHe Ha BCEKM YepTexX CNpsAMO Ha4anoTo Ha KoopaAuHaTHaTa CUCTe yepBeHaTa TO"IKa)

PaboTHusa chann ¢ BCUYKM YePTEXN Ha crpagaTta € B CriegHus Bua:

danna B AutoCAD ¢ paboTHMA NPOeKT Ha crpagarta

KpainHata uersn, KbM KOATO Ce CTPEMUM C Te3U NOASOXKU €:
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Ka,cn:p OT OKOH4YaTesnHaTa Bu3yanusauudarta

[MbpBaTta cTbMKa € NoAroToBKaTa Ha OTAENHUTE YepTexXun B NnporpaMmara
AutoCAD:
> 4 OTBapsiMe npoekTa C BCUYKU pasnpeneneHnd, paspesn u dacagn — pamnsT B
* dwg cpbopmat Moxe Ja ce cBanu oT Toau nuHk:[HOUSE 001.dwg]
> 4 Cenektnpame nooTAernHO BCAKO pasnpeferneHve M gacagm M cb3gaBame
oTaenHu cannose ¢ komaHgata WBLOCK — Hanpumep: ET_l.dwg(nognoxka Ha nbpsu
eTtax), ET_ll.dwg(nognoxka Ha BTopu eTax), FAS_S.dwg(dacaga tor) 1 T.H.
> OTtBapsime Bceku eauH cbann, onpegename 6asoBaTta Touka WM CNpsIMO Hes
npemectBame BCSIKO pasnpeferneHve n gacaga B abconoTHaTa Hyna Ha YepTOXHOTO
NPOCTPaHCTBO; 3HaeM, 4Ye 4epToxHOTO none Ha AutoCAD e 6e3kpaiiHo, HO MMa Ha4arno
n TO e ¢ koopauHatu X:0,00; Y:0,00;Z:0,00 — abcontoTHa Hyna.
-> BasoBaTta Touyka Ha BCUYKM pasnpegeneHus n gacagu Tpsbea ga cbBnaga c

HyInaTa Ha 4epTOXXHOTO MNolie;

st x pox 020 THE At -EMAAW OB E oS ot W EE A EMRAN: 0+ B LS

OnpenenﬂHe Ha 6a3oBa Touka npemMecTBaHe Ha 4YepTexa CnpaMo HeA B Ha4alnoTo KOoOpAMHaTHaTa CUCTemMa Ha YepTOXHOTO none

Mo TO3M HauMH BMbKHATUTE MOAJIOXKKM Lle ObgaT M B Ha4yanoto Ha
KOOpAMHaTHaTa cuctema B cueHaTa Ha 3DS Max. ToBa ynecHsiBa OpUEHTUPAHETO UM B
TPUMEPHOTO NPOCTPAHCTBO.

Cnep kaTo ca NoAroTBeHU OTAENHUTE YePTEXN OT NpoekTa B OTAeNHM dpannose,
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3ano4ysame BMbKBAHETO MM eanH No eAuH B cueHa Ha 3DS Max u opuMeHTMpaHeTo UM B
NMPOCTPaHCTBOTO.

> 4 HacTporiBaHe Ha MepHUTE eanHULM — No NpaBuno pabotHaTta cpeaa B AutoCAD
e B cCaHTumMeTpu. TakaBa cpefa Tpsbea 6bae u B cueHata Ha 3DS Max: OT MEHIOTO
n3bumpame Customize | Units Setup...B guanorosua npo3sopel, Units Setup nsbupame
paguo 6ytoHa Metric n oT cnuckbka noa Hero — Centimeters, kakTo 1 B noneto System
Unit Scale Ha System Unit Setup un notBbpxxgasaHe ¢ OK.

> BMbKkBaHe Ha pa3npegeneHneTo Ha NbpBUS ETaxX.

B Top View Ha 3DStudio Max.

Ot rnaBHoTO MeHto File | Import | Import...— oTBapsiMe nposopeua 3a BMbKBaHe
Ha dannoBe Select File to Import n HaBurpame 4o MACTOTO, KbAETO CME 3anasunm
roToBMTE KaTo NOANOXKM hbannose n nsdbupame cdarna ET_l.dwg — nognoxkarta 3a
nbpBua etax. NoTBbpxaaBame nsbopa ¢ 6ytoHa Open;

BmbkBaHe Ha chavin kaTo noanoxka ¢ usbpanHu cnoese
> 4 B nosssasawma ce nposopey AutoCAD DWG/DXF Import Options nsbupame
Tabynatopa Layers u B Hero octaBsaMe OTMeTKu(nsbupame) camo cpelly CrnoeBeTe
DOGRAMA, GREDI, IZGLED, OSI, RAZREZI, STPL, TINI n VRATI n notsbp>xgasame c
OK. ToBa ca cnoeseTte, KOMTO Ca AOCTaTb4HW, 3a Aa Cb34adeM NbfiHA NOASIOXKA B
cueHaTa. 3a ynecHeHune, Te ca npenBapuUTENHO 3araceHn u 3ampaseHu. [pyrute
CrnoeBe He HU YNecHsIBaT, a B HAKOM cnyyaun 4opu npedar;

> 4 B Taka BMbKHaTaTta NoOASIOXKa cenektnpame BCUYKM OBEKTU U U rpynvpave B
@_ET_I. MmeT0o Ha rpynata 3ano4sa c ,@", 3a 4a € BMHArKM B HaA4aroTo Ha Cnucbka

Select by Name;

> BMbKkBaHeTO Ha pasnpegenieHMeTo Ha BTOPUA eTax € Mo aHanormyeH HaumH Ha
NbpBUS eTax;

> Cnep rpynupaHe Ha HoBaTa noanoxka B @_ET_II a1 npemectBame Ha 306 cm no
Z — HUBOTO Ha BTOpus eTax e Ha +3.06 m cnpsimo koTta +0.00;
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lMopnoxkaTa Ha BTOpUA eTax noBaurHata Ha KoTa +3.06 m CnpsMo paBHMHaTa X

-> BmbkBaHe Ha hacaga tor.
B Top View.
> 4 Mo aHanornyeH HaunH Ha pasnpeeneHnaTa Ha NbPBU U BTOPU eTax;
> cnep rpynupaHe Ha HoBaTa rnoafioxka B @ _FAS_S npemecTtBame nvBoTa Ha
rpynata B Ha4anoTo Ha KoopAuHaTHaTa cMcTemMa Ha cueHarta,
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[MpemecTBaHe Ha NnBOTa Ha rpynata B ,,HynaTa" Ha cueHaTta

>  Vskniousame GyTona Affect Pivot Only;
> 4 npw cenektnpaHa rpyna @_FAS_S B pexunm Ha poTtauusa 9 3aBbpTame Ha 90" no
octa X (BbBexgame 90 no X Ha noneTto Offset: Screen Ha npo3opeua Rotate Transform

Type-In, nssukaH c F12;
- obpbwame sHUMaHUE Ha rueoma 8 Pexum Ha pomauus — [IOHsiz02a ce oKa3ea, 4e He ce
e npemecmuisl 8 Ha4a/lomo Ha KoopOuHamHama cucmema — 8 makusa cry4au
sknroysame bymora Affect Pivot Only u ce onumeame da 20 MocoyYUM ¢ Kypcopa Ha
muwkama — moli geOHaea bsi2a 8 Hynama u usknroyeame 6ymoHa Affect Pivot Only;

Maxzz4 e 98 LR 1 b |0
s
Pt

* Adjust Pivot

S0 z g & b o (Y R
G e 0 @ @ 8 16 s n

3aBbpTaHe Ha nofoxkara no octa X 3a fa ce ,M3npaBu” KaTo toXkHa hacaga

BmbkBaHe Ha (hbacaga cesep.

B Top View

BmbkBamMe no aHanorMyeH Ha4ymH Ha nognoxkata @_FAS_S;
> 4 Cnep rpynupaHe Ha HoBaTa noasioxka B @ _FAS_N npemecTtBame nvBoTa Ha
rpynata B Ha4anoTo Ha KoOpAMHaTHaTa CMCTeEMa Ha CLeHaTa,
> 4 3aBbpTame Ha 90 no X;




> MpaBum 3aBbpTaHe 1 No Z Ha 180° 3a aa 1 06bpHEM ¢ rpb0 Ha toXxHaTa dacana;
-> MpemectBame Ha 1091 no Y — oo 3agHunsa rabapuT Ha KbliiaTa — ceBepHa
dacaga;

> BmbkBaHe Ha ¢pacapa 3anag.
B Top View
> BmbkBamMe no aHanorMyeH Ha4dmH Ha nognoxkata @ _FAS_S;
> 4 Cnep rpynupaHe Ha HoBaTa noasioxka B @ _FAS_ W npemectBame nNnBoTa Ha
rpynata B Ha4anoTo Ha KoOpAMHaTHaTa CMCTeMa Ha cueHaTa,

> 3aBbpTame rpynarta Ha 90° no X;

> 4 MpaBum 3aBbpTaHe 1 No Z Ha -90° - No3nUMOHUpPaHe KaTo 3anagHa gacaaa;
-> BMbkBaHe Ha chacaga U3TOK.

> B Top View

-> BMbkBamMe Mo aHanorMyeH HaumH Ha nognoxkata @_FAS_S;

> 4 Cnep rpynupaHe Ha HoBaTta noasioxka B @ _FAS_O npemecTtBame nNuBoOTa Ha
rpynarta B Ha4yarnoToO Ha KoopauHaTHaTa cuctema Ha cueHarTa,

3aBbpTame rpynarta Ha 90° no X;
MpaBum 3aBbpTaHe 1 nNo Z Ha 90°;
MpemecTtBame rpynata Ha 1316 cm no X — NO3MUMOHNPaHe KaTo U3TOYHaA

LA A7

minmmECE

VIIl. 2. CBbp3aHu channose

Mporpamata 3DS Max uMa BB3MOXHOCT [a BMbKBa dpannoBe OT Opyrn
nporpamMu rno TakbB HayuH, Ye BCsKa NMPOMsSHA BbB (hanna Ha nporpamarta M3TOYHMUK,
aBTOMAaTU4YHO ce oTpassiBa BbB danna Ha 3DS Max. TakaBa nporpama moxe ga obae
AutoCAD. [a B3emem 3a npumep dann ¢ 3D npoekt B AutoCAD. B Hero nmame egHo
pasnpeneneHMe Ha nomMmelleHne, KaTo OCHOBAa, OKOSI0 KOETO ca u3rpageHu CTEeHWU C
pebenunHa 30 cm n BucovmnHa 280 cm:
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MpumepeH 3D npoekT B AutoCAD cpepa
Ha papgeH etan OT npoekTupaHeTo ro BMbKBaMe B CLieHa Ha nporpamarta 3DS
Max, 3a pga Hanpasum 3D Busyanusauus. 3a ga 3anasvMm [UMHaMU4YHa Bpb3ka C

opurMHanHus dann, BMbKBaHETO Ha (hanna ctaBa npes File Link Manager:

BmbkBaHe Ha dawnn npes File Link Manager

> Ot rnaBHoTO MeHto File(1) | Import | Link AutoCAD(2) oTBapsime nposopeL
Open;(3)

> Mpe3 Hero HaBurmpame [o ¢arna Ha AutoCAD 3D_STENI.dwg u ¢ 6yToHa
Open(4) ro 3apexgame B nposopeua Manage Links. ®anna moxe ga ce 3apeau ot
1031 nuHK:[3D_STENI.dwg]

> B Hero nsbupame tabynatopa Attach, ako He cme B Hero no nogpasbupaHe;

> 4 C 6yTtoHa Select Layers to include(5) otBapsime crnucbKk € crioeBeTe Ha hanna
N C aKkTmBeH pagmobyToH Select from list cenektupame HyxXHUTE U NOTBbPXKOaBame

135


https://1drv.ms/u/s!BHJurChIUBUry0BHqmfHAKRe_BZ-?e=YNPKdO

nsbopa c 6ytoHa OK;(6)MNpun HAKOM MHCTanaumm Ha nporpamaTa 6yTtoHa Select Layers
to include He ce nosiBABa, HO KaTo ce u3bepe gpyr TabynaTtop U ce BbPHEM OTHOBO Ha
Attach- 6ytoHa Select Layers to include e Hanu4eH.
> 4 BmbkBame hanna c 6ytoHa Attach this file.(7)

B opurnHanHus dann Ha AutoCAD ca npaBaT npomeHu. B cnyyas ca gobaBeHn
nposopun 1 BpaTta. Tean NpoMeHn TpsabBa Aa ce oTpasAaT M B cueHata Ha 3DS Max
danna. B To3n cnyyan He ce Hanara ga npaBUM HUKaKBM KOHKPETHU peadakumMu Ha
obekTnTe B cueHarta. [locTaTbyHO € CaMO Aa HanpaBuM CNegHUTe CTbIKK:
> 4 OTBapsime nposopeua Ha Manager Links;
> 4 B Ttabynatopa Files nocouBame xenaHus ann(moxe ga ca BMbKHATU HAKOSTKO
danna) u ¢ nae Click Bbpxy 6yToHa Reload akTyanusanpame npoMeHUTE B CLieHaTa.

Cnepn Bcsika npomMsiHa BbB hanna Ha AutoCAD, 3agbimkuTenHo TpsibBa ga ca
3anaseHn pefakummte ¢ komaHgata Save. Camo ToraBa uWe ce OBHOBAT BCUYKM
NnPOMeHU n B cueHaTa Ha 3DS Max.

[~JfCustom View][2D Wireframe]

Je— Ottt

Y o % cnaes :- 0 ©
MbnHo 06HOBSIBaHE Ha BCUMYKM NPOMEHM CaMo C e4HO HaTuckaHe Ha 6yToHa Reload

Mo aHanorMyeH Ha4mMH ce cBbP3BaT U PannoBe, Cb3gaBaHU C NPOrpamMHUSA POaYKT
REVIT.
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IX. AHnmauums

AHnmauuaTa e 6asnpaHa Ha NpPUHUMNA Ha YOBELLKUTE BU3yarHU Bb3NpUATHUS.
Mnn no-To4HO Ka3aHo, Ha HECbBBbPLUEHCTBATa Ha YOBELLKOTO OKO. AKO Nped Hac uma
pasnu4HW, HO CXOA4HM KapTUMHKM, KOWUTO Ce CMEHST C onpegeneHa ObpauHa,
pobuBame npencrtaBa 3a HenpekbCHATO ABWXKEHME. AKO KapTUHKUTE Ce CMEHAT C
YyecToTa paBHa Unun no-ronsma oT 24 NbTK B CEKyHAA, YOBELLKOTO OKO He 3abenssBa
MOMEHTa Ha CMsHaTa M Cce Cb3haBa WN3MSATa 3a NMaBHO ABWXKeHune. ToBa
O3Ha4yaBa, Ye 3a efHa MUHyTa aHUMauuMs ca HyxHu noHe 1440 kapTuUHKWU. B KMHOTO
efHa TakaBa KapTWHKa ce Hapuya Kagbp(frame). Mima yctaHOoBEHUM TpU OCHOBHM
cTaHgapTa 3a 6posa Ha kagpuTe B cekyHaa: NTSC — 30 fps(frames per second), PAL
— 25 fps n FILM — 24 fps.

Mpn TpaguMuMoOHHaA aHuUMauusi ronemMumsi Opor Kagpu ce okasBa ronisim
npobnem. 3atoBa ce e npuena npakTMkaTa MancTopute B aHMMauusaTa ga npaesat
camMo OTAENHWU, BaXKHW, BBb3NOBM Kagpu, HapedeHn knro4voBu Kagpu(key frame), a
aCUCTEHTUTE Aa NPaBAT MEXOUHHUTE Kaapw.

MogoGeH npuHUMN ce nNpunara nNpu Cb3gaBaHETO Ha aHMMauMs ¢ NporpamMara
3DS Max. Hue, KaTo MancTopu, onpeaenisiMe KnyoBUTe Kagpw, a nporpamara, Kato
Hall aCUCTEHT BbpLUM OCTaHanarta paboTa no cb3gaBaHETO Ha MEXANHHUTE Kagpw.

C nporpamarta Moxe fa ce aHMMupa npemecTtsaHe n gedopmaums Ha ob6ekTu,
MOXe Ja Ce aHMMupa U Kamepa — Oa Ce UMUTMpa ABWXKEHME B, MeXOy W OKOIOo
obekTuTe B cLeHarTa.

IX. 1. AHUMupaHe Ha oTBapsiHe U 3aTBapsHe Ha BpaTa
CTtaBa no cnegHuUTe CTbIKK:

> OtBapsme npumepeH dann ROOM_001_18.max. B Hero, npeaBaputenHo e
cb3JajeHa cleHa Ha ctas ¢ Bpata. dalnbT MOXe Ja ce 3apeau OT TO3U JIUHK:
[ROOM_001 18.max| 3aTBapsime nposopelia Scene Converter. B Perspective View
HE NPOMEeHAME 3PUTENHUA bIbI.

> 4 BkniouBaHe Ha aHuMupaHeTo ¢ OyTtoHa Auto Key o ey Camunsa OGyToH,
neHTaTa Ha BpeMeBUd Nniib3ray (T — Time Slider) n pamkaTta
OKonno Tekywwms Viewport ce ouBeTsBaT B YepBeHO. ToBa e curHarn, 4ye cuctemara € B
pexuMm Ha cb3gaBaHe Ha aHumauus. C naB Click Bbpxy 6ytoHa ¢ knoya K
Mapkupame kagbp 0(Hyna) kaTo Kro4oB,

> C Click&Drag npemectBame BpemeBust nnb3rad Ha kagbp Ne 20 u ro
Mapkupame KaTo Kfo4yoB. ToBa o3Ha4yaBa, 4Ye oT kaabp 0 go kagbp 20 BpaTtaTta €
3aTBOpPEHa;

> 4 lMpemecTBamMe nnb3radya Ha Kagbp 60, 3aBbpTame BpaTaTa OKOMO OCTa Ha
naHTuTe(NMBOTA Ha rpynaTta Bpata n b6paBa e nNpemecTeH B OCTa Ha NaHTUTE) Ha
muHyc 90° no oc Z B npo3opeua Rotate Transform Type-In u mapknmpame kagbpa
KaTo kntoyoB ¢ byToHa K — BpaTtaTa Lwe ce otBaps Ha 90° ot kagbp 20 fo kaabp 60;
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> MpemecTBame nnb3radya Ha Kagbp 85, 3aBbpTamMe BpaTata OKOMO OCTa Ha
naHTuTe Ha muHyc 60° no oc Z B noneto Absolute: World n mapkupame kagbpa kato
knto4oB ¢ 6yToHa K — BpaTtata e ce 3aTBopn Ha 60° oT kagbp 60 oo kagbp 85;

Working Prvot

mmmmmm

KntoyoBm kagpw Npu aHMMUpaHe Ha BpaTa U CbOTBETHWUTE i NO3ULMK B cLEeHaTa

> 4 NMpemecTBame nnb3rada Ha kagbp 100, 3aBbpTame BpaTaTta OKOSI0 OCTa Ha
naHtuTe Ha 0° no oc Z B noneto Absolute World n mapkupame kagbpa Kato Kro4oB
c 6ytoHa K — BpaTaTa wWe ce 3aTBOpM HanbfHO OT kagbp 85 o kagbp 100;

> 3agbimknuTenHo usknoysame 6yToHa Auto Key e=li&l - 0THOBO € CUB;

> BKMOYBame rotoBarta aHumMaumsa ¢ 6ytoHa P(Playback/Stop Animation).

J4¢ <] }‘Ilv el
> C 6ytoHa 3a BpemeBusi koHdurypatop(Time Configuration)
oTBapsiMe eQHOMMEHHUS MPO30peLL:
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Time Configuration ? X

Frame Rate Time Display
]
® NTSC Frames

SMPTE
PAL

FRAME:TICKS
Adjust
Keys MM:SS:TICKS
Playback
¥ Real Time ¥ Active Viewport Only
Speed: 1/4x 12x ® 1Ix
Direction:
Animation

StartTime: 0 = Length: 7200

End Time: 7200 : Frame Count: 7201

RescaleTime Current Time: 0

Key Steps
¥ Use TrackBar

B Hero ca oGocobeHn pasnuyHu noneta B KOUTO Ce NPaBAT pasfnyHu
HaCTPOMKM Ha aHMMaunaTa. [No-BaxHUTe ca:

> 4 Frame Rate — n3bop Ha ctaHgapT unu notpebutencka HacTponka Ha 6pos Ha
KagpuTe B CEKYHAa;

> 4 Playback — n36op Ha ckopocCT 3a nperfnea Ha napameTpuTe Ha aHUMaUnATa;

-> Animation — HacTponBaHe obLwmsa 6pon Ha kKagpuTe, KOMTO ca Heobxoanmu, 3a
Aa MOXe aHuMaumsaTa ga npencrtaBum KpavHata uen. AKO 3a LenuTe Ha gajeHa
npeseHTaums € Heobxoamma aHMMauusi ¢ BpeMeTpaeHe oT 4 MUHYTU, TO Opos Ha
kKagpuTte TpsabBa ga e npumepHo 5760, ako e n3bpaH pexuma Film ¢ 24 fps. Ako e
n3bpaH ctaHgapta NTSC(30 fps), To 6pos Ha kagpute Tpsbea ga e 7200. Taau
CTOMHOCT ce BbBexaa B umgposoTo none Length. Cnen HaTuckaHe Ha ByToHa Re-
scale Time wnn noTBbpXaaBaHe ¢ 6ytoHa OK, ckanaTa nog BpeMeBUS Nib3rad ce
npeobpasyBa No HoBaTa CTOMHOCT.

« 8 B«

Time Slider ¢ 7201 kagbpa - BkntountenHo 0 - Hynesus Kagbp

Mo nogobeH HauvMH ce cb3daBa aHMMauus Ha gdedopMauus Ha OBEKTW.
AHumaumsTa Ha o0bekTn Moxe aa 6bae U KOMOUHMPaHa: aHMMaLUus Ha NpeMecTBaHe,
BbpTeHe, MallabrpaHe 1 CbLLEBPEMEHHO NPUNOXEHN pasnnyH1 MoanudmkaTopw.

IX. 2. AHMMauunAa Ha Kamepa

AHMMaUNA Ha KamMepa ce npasun 3a Mno-nbuJfiHO npeacrtaBdaHE Ha obekTuTe B cueHara.
AHI/IMI/Ipa Ce HENHOTO npemectBaHe N 3aBbpTaHe. Ha pa3rnegame HAKOU Ha4YnHU 3a
aHMMMnpaHe Ha Kamepa.

IX. 2. 1. CTbNKOBO — NpemMecTBaHe M 3aBbpTaHe Ha kamepa Mo OTAENHU
CTbIKN
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B0 ANMATE PATH_OTmax - Auto

nmaton  Graph EdRors  Renderng  Custom@e  Saptng  Substance  Ovi View  Amold  Hep
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ctobects 4 cratiet: 0 @

HUMUpaHe Ha Free Camera c OTAENHN CTBNKM Ha NPEMeCTBaHe U 3aBbpTaHe

> Ot meHoTO Create | Cameras | Free Camera BMbkBame cBoboaHa Kkamepa.
MpugsmxeBame M 3aBbpTame kamepata Mo OTAENHW CTbMKW Mexay obekTute B
cueHaTta. Te3n CTbMNKM CbBNagaT C KMHOYOBUTE Kagpu — OMpedensT Han-BaxHUTe
rmegHn TOYKM NO MbTA HA KamepaTta B cueHaTa. Ha Bcska cTbnka ce 3agaBa u
KMOYOB Kagbp.

IX. 2. 2. Mo 3apaaeHa TpaeKkTopuAa — NbT Ha KameparTa:

B ANMATE PATH_O

e T LT

ﬂBVI)KeHVIe Ha KamMepa no 3ajajeHa TpaekTopua — NbT Ha KamepaTa

= OtBapsame npumepeH dann ANIMATE_PATH_01 18.max. B Hero,
npegBapuTenHO e cb3dafeHa cueHa ¢ 06ekTM u NbT mexgy Tax. PannbT
MOXe Aa ce 3apeaw oT To3u nuHk: [ANIMATE PATH 01 18.max| 3aTBapsivie
npo3sopeua Scene Converter.
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> C nuHMs oyepTaBamMe TpaekTopusTa Ha OBMXKEHME Ha KamepaTa — HenHud
nbT. [lpoMeHaMe nmeTo nuHusTa Ha PATH(Mma ro BbB channa);

> 4 BMbkBame cBobogHa kamepa M 4pe3 npemMecTBaHe U 3aBbpTaHe rpybo
OpUeHTUpame B HA4anoTo M NO NOCOKa Ha NbTS;

> 4 lMpukpenBame kamepaTta kbM NbTs ¢ kOmMaHaata Path Constraint, oT MeHOTO
Animation | Constraint | Path Constraint;

> Mpu ns3bpaHa kamepa, OT KOMAHAHMA MaHen BKYBaMe onumsTa 3a TOYHO
cnegBaHe Ha nbTa Follow — Command Panel | Motion | Parameters | Path
Parameters | Path Options | Follow u c naB Click cnarame oTmeTka;

IX. 2. 3. o 3aTBOpPEH KOHTYp

MbTa Ha KamepaTa MOXe Aa € oYepTaH C NPOU3BOSHA NUHUSA. BknountenHo u
3aTBOPEH KOHTYp. Hanpumep nmame cueHa c o6ekT(nnu rpyna o6ekTn), OKono KoOMTo
TpsbBa Aa HanpaBum aHuMaums. OyepTaBame 3aTBOPEHA NIMHUSA, B YAATO LIEHTHP €
BbNPOCHMsI 00ekT. ToBa, LWe NbTA Ha kKamepaTa. Llenta e kamepata fa ce ABUXKU NO
MbTS, HO @ € Haco4YeHa BMHarnm KkbM 06eKkTa B LEeHTbpA;

> 3a uenta e no-gobpe ga uanonseame HacoyeHa kamepa — Target Camera.
Ot meHioTo Create | Cameras | Target Camera BMbkBame HacoyeHa kamepa. Ta e
OT OBa CBbp3aHM enemMeHTa — kamepa 1 uen. Kamepata BMHarM € HacodeHa KbM
HenHaTa uen.

> OtBapsame npumepeH dann ANIMATE _PATH C 18.max. B Hero,
npenBapuTenHo e cb3gageHa cueHa ¢ 06ekTn u NbT Mexay Tax. PannbT MoXe fa
ce 3apeau OT TO3U JINHK: |ANIMATE PATH C 18.max| 3aTtBapsime nposopeLa
Scene Converter.

> C nnHuA oyepTaBame 3aTBOPEH KOHTYP Ha ABWXKEHME Ha kKamepaTa — HENHNUS
nbT. NMpomeHsame nmeto nuHuaTa Ha PATH(uma ro BbB ganna);

> 4 B Top View BMbkBame HacoyeHa kamepa ¢ ndaB Click Bbpxy NbTs 1 BNaymm
uernTa KbM cpefaTa Ha 0bekTuTe, KoMTo uckame aa obxogum;

> lMpukpenBame kamepaTta KbM MbTH ¢ KOMaHaata Path Constraint, oT MeHiOTO
Animation | Constraint | Path Constraint;

[MbTa Ha kamepaTa MOXe Oda e C npousBosiHa dopma. [a mMuHaBa no
pasnu4HM HMBa BbB BUCOYMHA, Aa 06MKonu aageH o6ekT n 4opu Aa MUHE Npes Hero.
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[T Ha HacoveHa kamepa no 3aTBOpeH KOHTYPp

Cnepn kaTo HacTpoum napameTpuTe Ha aHUMauudaTa, criedBa Aa yKaxem Ha
nporpamata ga CBbplUM peanHaTta paboTa no aHUMauuaTa — Aa U3YUCHU BCEKM
Kagbp M Aa 3anuwe nHdopmauuaTa B usxogeH dann kato unm. Tes3m HacTpOrKK
ce m3BbpliBaT B npo3opeua Render Setup — oT meHwTo Rendering | Render

setup. . Kd(F10):
> 4 Ot meHoTo Rendering | Render... oTBapsme npo3opeua Render Setup;

> 4 B 3oHata Common Parameters | Time Output nsbupame guanasoHa OT
Kagpw, kouTo TpsibBa Aa ce U3dnNCnaT;

> 4 Ot 30HaTta Output Size nsbupame cdopmaTa(pasmepa) Ha oTAeNHUS Kagbp B
nukcenu;

> 4 B 30HaTa Render Output ¢ nae Click Bbpxy 6ytoHa Files... oTBapsive
npo3opeua Render Output File n B Hero ykassame kbae(B KoA AMpeKTopus) Aa
3anuwe mn3xoaHus hann n B KakbB dpopmaT — B TO3M Cryyanm — Buaeo dopmaTta
* AVI.

Tyk npobnem ce sBABa NpoAbIKUTENHUA nepuog OT Bpeme, Heobxoaum 3a
N3BbPLUBAHE Ha M34YUCnMTenHata paboTa no Bcuyku kagpu. Mima cnyyam, koraTo
CAD cuctemarta e aHraxupara Ha 100 % HaToBapBaHe C AHW.

BpemeTo 3a nsuncneHne Ha aHMMauusTa 3aBUCK OT CIOXHOCTTA Ha cueHara:
- Bpos Ha NONMroHMUTE OT KOUTO Ca Cb3aaneHun 0BeKkTUTe;
- MaTepuanute, OT KOMTO ca HanpaBeHU — OTPaXXeHMe, NpeYvynBaHe;
- OCBETNeHMeTo — bpost U BUAa Ha N3TOYHULINTE HA CBETNINMHA - CEHKU;
- HacTpoukuTe Ha Rendering npoueca;

- m3yucnuTenHata mou Ha npouecopa(CPU) u apyrv HenpeasuaeHu;
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IO Camera01, frame 600 (1:1)

Hi%[eo|e]e € & X [AGEARh

.P dering Progress:

Frame # 600
601 of 601 Total
Pass # 111

Last Frame Time: 0:02:24
Elapsed Time: 56:41:30
Time Remaining: 0:05:40

Use Adv. Lighting: Yes

—Render Settings:
Viewport: Camera01 Width: 720
Start Time: 0 Height: 576
End Time: 600 Pixel Aspect Ratio: 1.00000
Nth Frame: 1 Image Aspect Ratio: 1.25000
Hidden Geometry: Hide Render to Fields: Ho
Render Atmosphere: Yes Force 2-Sided: Ho

Compute Ady. Lighting: Ho

 Dutput Settings:

Mpumep 3a aHumaums ot 600 kagbpa(720x576) 3a 56h41°30”

YpobeH HauvH 3a n3bsarsaHe Ha ToBa HeyoobCTBO e Aa ce 3anuceaTt kagpuTe
B otaenHu dannose(Hanpumep *.TIF) n nocne ga ce acembnupatr BbB BUOEO

dopmart ¢ nporpama 3a Bugeo obpaboTka.

IX. 3. 3agaua 3a ynpaxHeHue: [la ce HanpaBu aHMMaLMsA Ha KaMepa OKOro

cueHara ¢ Kynona.
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X. Rendering — Busyanusauums

Busyanusaumata wnu Rendering e wusuucnuteneH npouec, npu KOWTO ce
cb3gaBa 2D wusobpaxeHue unuv aHumaums Ha 6asata Ha 3D cueHnata. [lpasu
,3aCe€HYBaHe” Ha 0OeKkTUTe B cuUeHaTa Ha M3MOon3Balky CBETNIMHUTE, KOUTO CMe
HacTpounu, Bu3yanuaupaT ce LBEeTOBeTe, TEKCTYpUTE U MaTepuanurte, NpuUIoXeHn
BbpXy 0OOeKkTuTe, OoTyMTa Ce OKOMHa cpefa M Bu3yanHu edpekTn, KouTto cme
npunoxunu. 3a ga HanpaBuM  OKOH4YaTenHa Bu3yanusauusi, NbpBo TpsibBa Aa
HanpaBMM HSKOW nNpeaBapuUTENHU HACTPOWMKW. Te3n HaCTpPOWKM ce npaBAaT B
nposopeua Render Setup. N3BukBa ce ot meHoTO(1l) Rendering | Render Setup...
unn [F10] TlMo nogpasbupane [by default nporpamata 3DS Max ce uHcTanupa B
pexum Ha Renderer Arnold,konTo e yCbBBbPLUEHCTBaH peHabp 3a npocrneasBaHe Ha
nbun MoHTe Kapno, cb3gageH 3a U3ncKkBaHUsITa Ha AblromeTpaxkHaTa aHumaums u
BM3yanHn edekTn, KOeTo npeanonara HanMyunmeTo Ha Cepuo3eH xapayep -—
n3umcnuTenHa mouwl. 3a uenuTe Ha HawTe 3ajaun we wusnonssame pexuma(2)
Scanline renderer, KATO He € TOMKOBa B3UCKaTerneH OTKbM xapayep. Onpegensame u
pa3mepa Ha n3obpaxeHneTo, koeTo uckame ga nonyydmm: (3)1920x1080 nukcena —
HD dopmar.

Mpo3sope Ha Render Scene no nogpas6upaHe ¢ akUEHT BbPXy OCHOBHU MOMEHTH 3a HacTpolika

B 3oHaTa Output Size onpegensme pasmepa Ha M300paXeHMETO B NMUKCENN:

(3) = B umpposute noneta Width n Height gupektHO BbBeXaame XxenaHus
pasmMep 3a LWMpUHA 1 BUCOYMHA Ha U306paxeHneTo;

(4) — ByTOHM CcbC 3agjageHu Hawn-4ecTo manonseaHu copmatn. C nae Click
BbpXy TAX BbBeXgame 3agageHus pasmep B nonetata ot T. 4. C geceH Click Bbpxy
TSX ce n3Bmkea nposopeua Configure Preset, B KONTO ce BbBeXAa XenaHna pasmep.



Tyk Moxe Oa ce 3agade pasMep Ha M306paxeHMeTo C BMCOKa pesonouusa 3a
pasnevyaTtBaHe Ha M306paXxeHns B ronsm dopmar.

B 3onaTa(5) Render Output onpegensime Tmna Ha Budyanuaupanus gaun. C
6yTtoHa File...(6) ce nssukea nposopeua Render Output File n B Hero ykassame Kbae
N KakBO [a 3anuwem. ToBa MOXe Aa € NpMMepHo aHumauus B *.AVI unm *.MOV
dopmaTt u pactepHn usobpaxeHuns B *JPG, *BMP wunu *TIF cdopmatn. OT
npeanoXxeHns CNUCbK MOXe Aa ce m3bepe xenaHusa dopmat. Tasm Bb3MOXHOCT
nosesonsiBa fa 3agajeM XxenaHus dopmat M npy npeaBapuTenHo 3ajajeHuTte
Kagpw, nporpamaTa CamMOCTOATENHO BM3yanu3aMpa W 3anucBa BCEKU Kaabp B
XenaHna dopmMaTt Ha ykasaHO MSCTO - B NocoYeHa AupekTopusi. ToBa cnectsiBa
BpeMe MNpu TEXKN CLEHW, MHOroOGpOWHW Kagpwu wunu npu aHuMmauus. Taka He ce
Hanara ga 4Yakame ga ce BuM3yanuaupa BCEKM Kagbp M crneqj ToBa PbYHO Aa ro
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Cnepn kato HanpaBMM BCWUYKM HACTPOWKM, CTapTupamMe caMums npouec Ha
Busyanmsauus c nae Click Bbpxy 6ytoHa Render.

Mpn Bedye HanpaBeHW HaACTponknm B npo3opeua Render Setup, ¢
KomMbuHauuaTa oT knaesuwa shift+knasuwa F9 crapTupame BusdyanusauusTa BbB
BCEKN MOMEHT, crnej AajeHa pefakumnsa Ha cueHara.
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peHaep MOHTUPaH B Kaabp OT eCTECTBEHA cpeaa Ha MACTO NO MNMPOEKT Ha
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