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[IpuBeTcTBYIO Bac, TOPOTHUE YUTATEIH.
[To3BoabTe MpeacTaBUTHCS, MeHs 30ByT Jmutpuii Uexiios (aka dimson3d),
pOIHIICS M KHUBY B Topone ExkarepuHOypre, u yuych s Ha 4-0M Kypce
«YpanbCcKoro MHCTUTYTa OU3HECa», O cnenuanbHocT « MHpOopMaTHK-
HKOHOMHCTY». HO OCHOBHOM 1IeITBI0 BBIOpAJ ISt C€0S1 KOMIIBIOTEPHYIO
® ™
rpaduky. B cBoux pabotax ucnomns3yio B ocHoBHOM Autodesk™ 3ds Max
™ ™

Autodesk® Maya ; Adobe® Photoshop ' ¥ H3y4aro OTHXOHBKY

. . ® ™
Pixologic™ ZBrush .
Co MHOI1 BBl CMOKETE CBSI3aThCS CIASAYIOIIMMH CIIOCO0aMHU:
e-mail: dimson3d@mail.ru; ICQ#: 465-383-126 — BBl MOXKETE 3a7aTh MHE
JTr00BIE TIOSIBUBIIIHECS y BaC BOIIPOCHI, TIO JAHHOMY YPOKY U 51 IOCTaparoCh

Ha HUX OTBCTUTH.

Oto nomnHas pdf Bepcust 1ByX yacTeil ypoka MocBseHHOro pabote ¢ kapramu displacement B
mental ray n 3ds Max. 31eck 00beIMHEHBI OCHOBHAS 1 4acTh ypoka, OImyOJIMKOBAHHOTO HA
render.ru 22 OxkTs6ps 2007 roja, U 10MONHUTENbHBIE MaTepHraisbl I1 yacTH ypoka, KOTOPYIO BbI
IPOYXTAIIM BBIIIE U OTKY/Ia BBl CKa4alii 3TOT (aiin. Tak e JaHHBIH JOKYMEHT MOXKET OBITh
pacrieyataH Ha IpuHTepe Ha aucTax ¢popmara A4.

BBeneHue

B nmanHOM ypoke, s Xx04y pacckaszaTh BaM Ipo paboty ¢ displacement B mental ray mist 3ds Max. S
onury 2 menaepa, npegHasHaueHHbIX A1 paboThl ¢ displacement B mental ray, 1 ux HaCTpOUKH.
Jlns mpumepa s B3sU1 TOPHBIN JaHamadT, 4To, Ha MOM B3IVIA, HACATIBHO MOJAXOAUT JUIs
JIeMOHCTpaIuu Bo3MoxHocTei displacement.

Jnist maHHOTO ypoKa BaM noTpedyercs (aiiia apxuBa ¢ HEOOXOAUMBIMH ISl YPOKa MaTepHalaMH:
practice_resource.rar 3arpy3uTe €ro 1 pa3apXuBUPYHUTE B y0OHYIO ISl BaC MarKy.

JlaHHBII ypOK OPUEHTHPOBAH Ha MOJIb30BATENCH, KOTOPbIE TOJHKO HAYMHAIOT 3HAKOMHUTHCS C
mental ray UM XoTAT CpaBHUTH BO3MOxKHOCTH mental ray displacement u displacement npyroro
BU3yalln3aTopa, kK npumepy, V-Ray nimm Final Render.



http://www.render.ru/books/show_book.php?book_id=590
http://www.render.ru/images/uploads/Image/Tutor/max/339/practice_resource.rar
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Moarotoska mental ray, akTuBauumst 4ONONHUTENbHbLIX BO3MOXXHOCTEN U
pacLUMpPEHNN.

[To ymonuanuio, mental ray B 3ds Max paboTaeTt TOJIbKO CO CTaHIApTHBIMU MaTepuaiamu 3ds Max.
Hawm e TpeOytrorcst 1i1st paboThl BO3SMOXKHOCTH U IIeiAepbl mental ray, a He cTaHIapTHBIX
matepuanos. [To ymomuanuro Bua Material/Map Browser BBITJISIIUT Tak:

C

r Browege From: —
£ M Library
£ MH Editar
€ Active Slat
" Selected
° Scene

& New

r Show
v Materials
v Maps

[ Incompatible

[¥ Eoot Only
[T EyObject

20 maps

30 maps

¢ Compositors
£ Color Mods
£ DOther

& A

( Material/Map Browser
Standard

refi=i- 4

@ Indigo Blend - [Maxigo]

@ Indigo Diffuze - [Maxigao]

@ Indigo Emitter - (M axigo)

@ Indigo Glaze/555 - [Maxigo]
@ Indigo Importhd at - [ axigo]

@ Indigo Mull - [Maxiga)
@ Indign Phong - [k axiga)
@ Ink 'n Paint

@ Lightzcape kit

@ i atte/Shadow

@ i axwell M aterial

@ torpher

@ tulti/Sub-Object

@ Raytrace

@ Shell Material

@ Shellac

@ Standard

@ Top/Bottom

@ =Ref Material

& MOME

[ Bitmap

& Camera Map Per Pixel
& Cellular

i Checker

& Combustion

& Composite

& Dent

[ Falloff

S Flat Mirrar

& Gradient

B

B

Buo Material/Map Browser 6e3 akmusHulx pacuiupenuii mental ray.

Jnist akTBanMy BCEX BO3MOXKHOCTEH mental ray peanm3oBanHbIX B 3ds Max, BBIITOJTHUTE

clenyrolee:

OrTkpoiite menro Customize > Preferences. ..

[lepeiinure Ha 3akiaaky mental ray.

Ycranosure ¢axxok Enable mental ray Extensions. ToT ¢uiaok akTHBUPYET HICHIEPHI
mental ray HeoOxouMBbIe HaM A7 PabOTHI.
[MoaTBepauTe Bce M3MEHEHUs, HAKaB Ha KHOMKY OK.
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ement_JdsMax™ - Autodesk 3ds Max 9" Extension 1 - Display: Direct 3D

MAXSCript Help  Wodeloe

ustomize User Interface..,

Load Custom UL Scheme, ..
Save Custom UL Scheme. ..
Revert ko Skartup Layout

General ‘ Filez | Wiewports | Gamma and LUT | Rendering ‘ Animation |
Custom UL and Defaults Swikcher... " o
Inverse Kinematics | Gizmos MA=S cript Radiosity ‘ mental ray | M a=well |

Show UL 3

Lock UT Layaut Alk+0 i I
Configure User Paths...

Configure System Paths... General

Units Setup. .. [V Enable mental ray Estensions

Grid and Snap Settings. ..
Wiewport Configuration...

r Rendering

[V Show Brackets on Current Buckets
[V Show Visual Final Gather Progress
¥ Clear Frame 'window Before Rendering

Plug-in Manager...

 Meszag
[¥ Open Message ‘Window on Error
[¥ Show/Log Information Messages
v Show/Log Progress Messages
[~ Log Debug Messages (To File)
[ wiite Messages ta File = Appendta File

i =

Axmueayus pacuupenuii mental ray ons pabomol ¢ wendepamu u Mamepuaiami.

= | 22 o
@ Indigo Importtdat - [Maxiga) j
@ Indigo Null - [Maxiga)
@ Indiga Phong - [Maxign)
@ Ink 'n Paint
~ Browse From: — @ Matte/Shadow
£ MilLibay || @mentalray =
Mt Editor @ Multi’'Sub-Object
£ dcliveSlot | | @Ravtace
~ Selected @ Shell Material
¥ Seam @ Shellac ; )
& New 3555 Fast Ma.tenal [m!] }
3 555 Fast Skin Material [mi]
[ Show————11 3 555 Fast Skin Material+Displace [mi)
¥ Materials 33 555 Physical Material (mi)
¥ Maps @ Standard

™ Incompatible @ Top/Bottom

I# | Raot Only @ <Ref Material

I ByObject || #NONE

/& 3D Displacement [3dsmax]

" 2D maps 7 dmbient/Reflective Occluzsion [3dsmax]
" 30 maps Z Beam (lume)

" Compositors [ Bitmap

" Color Mods £ Bump [3dsmax)

£ Other M Camera Map Per Pixel

@ Al £ Car Paint Shader [mi)

& Cellular

& Checker

£ Combi [contour]

I Combustion

B Compasite

£ Caontour Cormposite [contour]

J# Cantour Contrast Function Levels [contaur]
£ Contour Only [contour]

& Contour PS [contour]

A Cantour Store Function [contour]

& Curvature [contour] j

Tenepyw wetioepwl 015 pabomol ¢ mental ray akmugHvl, MO}CHO NPUCMYNAMb K CO30aHUI0 cyeHvl. M
pabome ¢ welrioepamu cmeueHus.
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HemHoro Teopuu o wengepax n Hactporkax mental ray ans susyanmnsaumnm
displacement.

Kak u3BectHo, kapThl cMenienus (displacement maps) cioyskaT ams aeopmanuu CeTKU MOJIETH 3a
CYET MOy TOHOBBIX 3HAYEHUH KapThl TEKCTYPHI, U TIOKa3aTelsl MPUMEHsIeMO CHITbL. biraronapst
COBPEMEHHBIM AJITOPUTMaM, HCIIOJIb3yEMbIM B COBPEMEHHBIX CPEACTBAX BU3YaIU3allUU, MOXKHO
CO311aTh JIETATFHYIO0 MOJIENb, IPUMEHHUB KapTy CMEUICHUI BCETO K OJTHOMY TTOJIUTOHY !

B mental ray Bctpoenrom B 3ds Max as1st pabOThI CO CMEILIEHHEM IPEOCTaBIISIOTCS 2 1eiiaepa,
KOTOpbIe 100aBIsIt0TCs B cioT Displacement kak B 00b14HOM MaTepuaine tuna Standard. Tak u B
MaTepuagax CIelallbHO CO3JaHHBIX I mental ray, TakuMu MaTepraiaMu sSBJISIOTCS mental ray,
SSS Fast Skin Material + displace (mi) u qpyrue. Tak e MOKHO T00aBUTH MIEHIEPHI CMEIIIEHHUS B
ciot Displacement B cBuTke mental ray Connection, y JiF000T0 CTaHIAPTHOTO MaTepuaa.

22 (8 X @4 |%] o @1 &£ &
%% |Material #25 v Standad

| - Shader Bazic Parameters |
| Bl T e [~ 2Gided
[~ FaceMap [ Faceted

|- Elinn Basic Parameters |
— Self-lllurmination

|— Arnbient: |:| |— I™ Color I':'_ﬂ J

g Diffuse: I:I J
Specular.l:l N Opacity: [T00 3| |

— Specular Highlights

Specular Level IEI ﬂ J
Glossiness: [0 3| |
Softer: |EI,1 ﬂ

|- mental ray Connection |

— Basic Shaders
¥ Suface .. default | |E
¥ Shadow . .. default | |E
— Caustics and Gl
¥ Phator ... default | |E
[+ Photon %olume . Mone |
— Extended Shaders
¥ Dizplacement . . default | |E
V¥ volume .. .. ... Mone |
IV Enviranmment . Mahe |

A (T 1

Cseumox mental ray Connection 6 mamepuane muna Standard.

Ceutok mental ray Connection cTaHOBHTCS TOCTYTICH MOCJI€ aKTUBAIMH paclIMpeHuii mental ray, o
9yeM OBbIIO PacCKa3aHo BHIIIE.
Kakue e meaepsl Ham noaxoasT i padotsl ¢ displacement B mental ray? Ham monxoast
meiaepsr: 3D Displacement (3ds Max), Height Map Displacement (3ds Max). Jlanasie menaepsl
crienuanbHO ObLIM pa3paboTraHsl 11 mental ray u paboTsl ¢ kapramu cMerienus (displacement
maps).

-5-
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Lenpgep 3D Displacement (3ds Max):

| | rarzmittance
la b & Diffuze; D

%R (% X |@|4 %o ITS &
Displacement L IdiSP|aCE_$hader ﬂ acement [Jdsma)

- 2D Dizplacement [3dzmax] Parameters |

Object Independent ... ... ... .. ... ... Jv

Dizplacement Length . .. ... ... ... ... .. I'I,Elmm ﬂ
Ewtrusion Strength . ... I'I,EI ﬂ J

Extrusion Map . Moaore |
Direction Strength. . L IIJEI—ﬂ J
Direction Map . Moaore |
|- Shaders |
[~ Estusion Shength . . . Mok J
[T Direction Strength . . . Maone J

Humepdgheiic wetioepa 3D Displacement (3ds Max).

Object Independent — mapameTp OTBEUAIONINI 32 TO YTO CMEIICHUE HE3aBUCUMO OT OOBEKTA.
Displacement Length — 5To 3HaueHue OTBEYaeT 3a BHICOTY M ITyOHMHY CMEIIECHUS, YEM BBIIIIE
YHCJIO TEM BbIIlIE€ OYyJIeT BBICTYNATh Hallla ropa.

Extrusion Strength — oTBe4aer 3a cuily CMEILEHUS.

Extrusion Map — B JaHHBI} CJIOT MOXXHO J00aBUTh TEKCTYPHYIO WM MPOLEIYPHYIO KapTy, s
TOTO YTO OBI IO HEW OCYIIECTBISATIOCH CMEIICHHE.

Direction Strength — 310 3HaYeHNe OTBEYAET 3a CTENEHb HAIIPABICHHOCTH CMELICHHS YEM BBIILIE
3HaueHUE TeM 0oJiee TOYHBIM OyAeT CMEIICHHE U Pe3yJIbTaT.

Direction Map — B 1aHHBIH CJIOT Tak e J00aBIAETCS TEKCTYpHAs UK TIPOLIETypHAs KapTa 1o
KOTOPOii OYJIeT OCYIIEeCTBISATHCS HAPaBICHHUE BbIIABIMBAHUA.

B cButok Shaders 1o0aBistoTCs MICHIEPHI WIIM KapThl TEKCTYp IS yrpaBieHus: Extrusion
Strength, Direction Strength.
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Wewnaep Height Map Displacement (3ds Max):

| nce | Transmittance
el B b & Diffuse; 0%

2% % X @4 %o @(Te &
Displacement % Idisplace_shaderE ﬂ acement [3dsmax]

[- Height kap Displacement [3dzmay] Parameters |-

Minimum Height . ... ... ... . I =10, Ornrn ﬂ
M asirum Height ..o o I'IEI,EImm ﬂ

Height Map . .. Maore |

Unumepdpeiic wetioepa Height Map Displacement (3ds Max).

Minimum Height — 5Ta BennurHa yka3pIBaeTCsl 1JIsI MUHUMAJIBHOTO HAMPABJICHUS CMENIEHNUS, B
OTPpULATCIIbHBIX 3HAYCHUAX.

Maximum Height — 5ToT napameTrp yka3bIiBaeTcs Jisi MAKCUMAJIBHOTO 3HAYEHUSI CMEIICHUS B
BEpX.

Height Map — B nanHbIi cI0T 100aBIISIETCS MMICHIEp, TEKCTYpHAs HIIH MIPOIIeypHAs KapTa.

Hactpownku displacement B Render Scene:

Jlasiee, Bce HACTPOWKH BBITIONHSIOTCS B OKHE Render Scene Ha 3akmagke Common, JI71st 3TOTO
cymectByet cBuTok Shadows & Displacement u rpynna Displacement (Global Settings).

Indirect Humination | Procezzing | Render Elementz |
Carnrman | Renderer |
[+ Sampling Quality i
[+ Rendering &Algorithns | i
[+ Camera Effects |

| = Shadowsz & Dizplacement |

— Shadows
¥ Enable tode:; ISimpIe -
Shadow haps
[w Enable [v tdation Blur

v Febuid (Do Mot Be-Use Cache]

™ UseFie .| Pt

— Dizplacement [Global Settings]
v iew ¥ Smocthing

Edge Length: ||l3 ﬂpi:-:els
Max Displace: I'IEIEIEI,EImrr ﬂ S Sul:udiv.:ldK ﬂ

#® Production Preset:

 ActiveShade \-’iEWDDrtilview: CamEra jﬂ

Unumepdpeiic enobanvuvix napamempos displacement ¢ mental ray Renderer.

Render

-7 -
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View — 5TOT mapaMeTp OTBEYaeT 3a MPOCTPAHCTBO B KOTOPOM paccunthiBaeTcs displacement. Eciu
JTaHHBINA TapaMeTp aKTHBEH, TO pacyeT JJIMHBI CMEIICHHSI IIPOU3BOIUTCS B TUKCEISIX, €CIIU KE OH
OTKJIIOYEH, TO pacyeT MPOU3BOAUTCS B €AMHUIIAX U3MEPEHUS CLIEHBI, B HAIIEM CIy4ae 3TO
MUJUTAMETPBI.

Smoothing — OTkr0YNTE TaHHBIN TTapaMeTp, €ClK BbI Hcoiib3yeTe height maps, T.x. height maps
MOTYT OBITH CO37aHbI TocpeacTBaM normal maps. Eciu ske JaHHbIN mapamMeTp akTUBEH, TO OH
yCpeIHseT 3HaU€HUE CTIIaKUBAHUSI MEXKIY HOPMaJIsIMH, U TPOU3BOIUT IJIaBHBINA MEPEX01 MpH
WCTIONIb30BAaHUU CTAHJIAPTHBIX CPENICTB cMelIeHus, TakuxX kak 3D Displacement.

Edge Length — yka3siBaeT qnuny peOpa aiis pazouenus cetku, korna Mental Ray noxoaut mo
3TOTO 3HAUEHUS TO YINIOTHEHUE CETKU 00BEKTa MpeKpaniaercsa. YeM HIbke 3HaUeHue, TeM OoJee
JETATLHBIM OyJIeT YIDIOTHEHUE CETKU M COOTBETCTBEHHO MOJICITb OOBEKTA.

Max. Displace — YpaBisieT MakCUMalIbHBIM CIIaJIOM JACHCTBUSI CMEILLIEHUS Ha BEPUINHBI, B
MHUPOBBIX SIUHUIIAX.

Max. Subdiv — YpaBnsieT cTeneHblo peKypCUBHOTO pa30MEHUs CETKU AJIsi CMEILCHMUS.

Co3spgaHue cueHbl.

CHauasia st "3BMEHWII, €IMHHLIBI H3MEPEHNUS B CIIEHE — 3TO HEOOXOIMMO ISl KOPPEKTHOH PabOTHI
mental ray c¢ displacement.
OTtkpoiB quanoroBoe okHo Units Setup, u3z menro Customize > Units Setup...
S nmocraBun ¢aaxxox Metric B rpynme Display Unit Scale u B packpbIBatomiemMcst ciucke BIOpas
Millimeters, monTBepauB Bce M3MEHEHHUsI, HaXkal KHonky Ok.

acement_3dsMax ™ - Autodesk 3ds Max 9 Extension™1 - Display = Direct” 30

Maxscript Help  Modeloe

==TErormeE User Interface. ..
4

SRR 2

|I Units Setup

Load Cuskomn UI Scheme. .,

Save Custom UL Scheme...
Rewvert ba Startup Layout

Cuskom UI and Defadlts Switcher. ., Spstemn Unit Setup

Show UT

r Display Unit Scale
. S ————————
|ﬁ“ b etric

Lock LI Layout

Configure User Paths., .,
Configure Svstem Paths...

IMiIIimeters j

£ LS Standard

| -1} =

Diefault Units: & Festd™ |nches

‘Wienaport Configuration, .

Plug-in Manager...

Preferences. ., £ Custom

FL

 Generic Units

— Lighting Units
International j

Cancel |

Hacmpoiika eounuy usmepenus 6 cyene 3ds Max.

Hanee s co3nan miockoctsb (00bekT Plane) pazmepom B 400 MM B inHy, 400 MM B IIUPUHY.
[epetins va manens Modify, m3smennn Length Segs u Width Segs, cnenas ux paBabmMu 1.
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Parameters

Length:| 400, Orm ﬂ
idth:[200,0rm - |

Length Segsz[4 2|
width Segs[4— 2
Render Multipliers
Scale:l‘I,D— ﬂ
Dengiby: I‘ID— ﬂ

Total Faces : 32

Ak

4k

| Generate Mapping Coords.
[~ Reawoarld Map Size

Co3z0anue nrockocmu ¢ 0OHUM NONULOHOM, OJis Hauleeo dkcnepumenma c displacement.

Tenepb y Hac €CTh MIIOCKOCTh C OJJHUM MOJIUTOHOM, TeTeph HY>KHO 103a00TUTHCS 00 OCBEIIEHUU B

CIICHC.

Janee st co3man ucTOYHUK cBeTa Tuna Omni 1 3aaB €My CIISTYIONTUE TapaMeTPhl: B CBUTKE

General Parameters B rpynne Shadows mocrasuin ¢naxkok On, U B paCKpbIBAIOIIEMCS CITUCKE

BbIOpan Ray Traced Shadows. Multiplier octaBui paBabiM 1.

3aTeM NmepeMecTHII TOJIBKO YTO CO3/IaHHBIA UCTOYHHK cBeTa 1o ocu X Ha -300 MM, 1o ocu Y Ha

300 MM, o ocu Z Ha 400 MM.

Co3nas emie 0IMH UCTOYHKK cBeTa THra Omni, BBEJ CIIEAyIOIINE napaMeTpsl: B cBuTke General
Parameters B rpynmne Shadows noctasun daxxok On, ¥ B paCKpbIBAIOIIEMCsI CIICKE BHIOpAT
Ray Traced Shadows. Multiplier cnenan paBabiM 0,4. JIaHHBIM HCTOYHUK CBETa y MEHS MIpaj

POJIb 3aJIMBAIOUICTO CBETA.

3aTeM nepeMecTHII TOJIbKO YTO CO3AaHHbIM UCTOYHUK cBeTa 1o ocu X Ha 300 MM, 1o ocu Y Ha

-400 MM, o ocu Z Ha 200 MM.
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[ 7A@ T
[Dmrint il
IModifier List |

Editbesh || EditPaly |
MezhSmmaath | TurbaSmooth
I aterial LI b ap

Syrnnetry | Wrwrap U\JW|

w T+ s @

Light Type

¥ On Inmni vl
I~ Targeted

— Shadows
¥ Onl Use Global Settings

I Fay Traced Shadows ;I

Exclude. .
Multiplier: [T0 %] |
Decay———

Type: INone VI
Start: [40,0mr 2|~ Show
— Mear Attenuation—————
[~ Usze Start:ID,Dmm ﬂ
I~ Show  Erd: [400mm 3|

r— Far Attenuation
[~ Use  Stark[800mm 2

[~ Show End: EDD,DmrE

I~ Enable

Liabb Clhadar

Co3z0anue 2-x uCmoYHUKo8 ceéema 6 CUyeHe, u Hacmpoﬁka ux napamempoe.

Ecnu BbI ucnonb3oBanu mr Area Omni 10, 6yZibT€ OCTOPOXKHBI T.K. B ’TOM UCTOYHHKE CBETA
HCTIONB3YIOTCS TUIONIaAHbIE (Area) TeHHU, €CIIM Bbl HE XOTHUTE JIOJITO JKJIaTh, TOKA KOMITBIOTED
BU3YaAJIM3UPYET CLEHY TO, OTKIIOUUTE UX, yOpas ¢iaxkok On B cBuTke Area Light Parameters.
[Ipu ¢puHANTEHON BU3yaM3aIliK STOT MTAPAMETP MOKHO BKIIFOUYUTH CHOBA.

-10 -
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- General Parameters |

— Light Type
¥ On IEImni j
[T Tamgeted

— Shadows
W Onl Use Global Settings

I Ray Traced Shadows ﬂ

Exclude...

I| + Intenzity/Color/Attenuation  |i
1+  Advanced Effects [i
|+  Shadow Parameters [i
[| 4Rap Traced Shadow Params i
|+ Atmospheres & Effects [i

- Avealight Parameters |

[~ On
[~ Show lcon in Benderer
Type:

ISphere ﬂ
Hadius:lmﬂ
Height:lmﬂ

Samples

{u:|5 - o

OmknoueHue niowaonsvix ucmounuxoe ceema mr Area Omni u mr Area Spot, ceumoxk Area Light
Parameters, omxniouaemcsa gnasxcox On.

Coznmanne kamepsl. st atoro HaxkaB Shift+F s aktuBanuu pesxkuma Safe Actions, s
O0TMacIITaObUPOBa CIEHY TaK, YTOOBI YIJIbI INIOCKOCTH HE BBIXOJHMIIH 3a rpaHullbl Action safe (kak
MOKa3aHO Ha PUCYHKE HIKe) 3aTeM, HaxaB kinaBumu Ctrl+C, (3Ta KoOMOMHAIMS KJIABHIII CO3/1aeT
HaIIeJICHHYIO KaMepy U3 OKHa mpoekiun Perspective),s cozna HaleJIeHHyo kamepy. S Bam
PEKOMEH/IYIO TI0JIh30BATHCS TAKMM CIIOCOOOM CO3/IaHUSI KAMEPBI, KOT/Ia BBl B OKHE MIEPCIIEKTHUBBI
HAIIUTK HY)KHBIA BaM TUTAaH U KOMIIO3UIINIO, 3TO OYCHb YAOOHO U 9KOHOMUT Bpemst. [Ipu 3ToM BbI
BCET/Ia MOXKETE HACTPOHUTH KaMepy 10 CBOEMY BKYCY.
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E &
Hf\ Q %D HAH ’7 x Y Z xv ‘i, b u View !B\A‘ 9 P g:g Cl [vew ]
- \a\ﬂ«i‘,\ @HEHT\
Camerall
Modiie ot E
o 5 Exdit Mesh Exdit Paly
Wcmonrpsyire [« +@ pus pexuma Safe actions s o
HcmonbayiiTe ul + il HUs KaMepbl U3 BUZA I KIUT ElEd>
) ot +@@  AssA co3pa amep 3 BH/Aa MPOCKIL Uniep UV

w0« @

Paramelers
Lens [3.456  &/mm
o FOV.JTET 2ldeg

T Otthographic Projection

0o+ - B Ar v *AEARREA

T~ Show
Near Range:[T0mm 3|
Far Range: [T000.0mrr |
~Cliping Planes
I™ Clp Manualy
Near Clip: [T0rm— 2
Far Clip[T000 0 2
-MuliPass Effect
™ Enable _Freview
Depth of Field e

R Vi I T~ Render Effects Per Pass

H ‘I_I_’—H%HHHH‘%‘H‘H‘H‘I%H“‘H‘“3%‘H‘H‘H%‘IHJEH“5%”"I‘H‘S%HHJ"H),EHHHH‘E%””“”‘?’%'”‘& Taget Distance: [532362m 4|
[ferentmmn 3 & b || rene [EDeph ol FelParandlers

|actionltan. executehction 0 "219" -~ Tools: Show Safefs 8 Bl x[miesen, v[12030En Z[iomm [ Gid=100m o AutoKey[Selected ] e F o e [T QS
I [ Gk or ok ancag o selec hiecs | [AaTme Toa sy ki, | W5 2B[> o B

Cozoanue kamepwvl uz okna npoexyuu Perspective, ¢ pacnonodcenuem cyenwvl 6 kaope. M kakue
UCNONL3YIOMCS KIABUAMYPHble KOMOUHAYUU.

Korna cuiena Obia y’ke TOTOBa, OCTalIOCh TOJIBKO BBIOpaTh mental ray ass BU3yaau3amnuu: HaKaB
kiauy F10 ams Toro, 4to Obl OTKpBITH AMaigoroBoe okHO Render Scene, u Ha 3aknanke Common
B cBUTe Assign Renderer menkHyB Ha KHOTIKE ¢ TpoeTouneM y myHkTa Production, B okae Choose
Renderer BeiOpan mental ray Renderer.

Tenepb y MeHs Bce OBLIIO BCE TOTOBO JJISL TOTO, 9TO OBl Ha4aTh padoty ¢ displacement mreligepamu
mental ray.

© Render Scene: Default Scanline Rende..." [= ] = E

Render Elements | Raptracer ‘ Advanced Lighting |
Commar | Renderer |
e —
T g

I Compute Advanced Lighting when Required

r— Bitmap Proxie

Bitmap Proxies Dizabled Setup...
r Render Dutput
I™ SaveFilz Files...

I~ PutImage File List{] in Output Pathz) Create Mow
® Autodesk ME Image Sequence File [imsg)

£~ Legacy 3ds i ax Image File List [[if]

™ Use Device ’— Devices... | Choose Renderer

¥ Rendered Frame #findow | Net Fiender
I Skip Existing Imaiies

tawwel B enderer

i+ Email Holifications i

[+ Scripts i

B Azsigh Renderer |
Production Default Scanline Renderer J
Material Editor. ,mjﬁ
ActiveShade: Defaul Scanine Renderer . |
Save as Defaulls

® Production Preset:
Render |

 ActiveShade  Viewpart: | Camera01 'Iﬂ 0K
Buwibop mental ray Renderer ¢ kauecmee ocno6Hozo.

Cancel |
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Mcnonb3oBaHue Displacement wengepos Mental Ray Ha npumepe co3gaHud
MOenu ropHoro naHawadgrTa.

B 3ds Max ams paboThsl ¢ KapTaMH CMEILEHHSI CYIIECTBYET HECKOJIBKO CIIOCOOOB 3TO TaKKe Kak
npumeHeHne moaudukaropa Displacement, u pabota ¢ marepuanamu 3ds Max u meiaepamu
Mental Ray, s Bam onmiry crioco0, koTopslii MHE Aan Mental Ray 3.5. OcHOBHBIE HHCTPYMEHTBI
ympasieHus: Displacement’om Haxoastcs B: Material Editor m Render Scene Dialog.

& 'Material Editor - simply_material : = m & Material Editor - Material #0 : - m@ Render Scene: mental ray Renderer : i E

Material Navigation Options  Ukilities Material Mavigation Options  Utilities

D]D

Indirect llumination ‘ Processing | Render Elements |

i‘ @ Cammon | Renderer |

T+ Sampling Quality i

| - Rendering Algorithms \
Scanlin

v Enable

™ Use Fast Rasterizer [Rapid Motion Elur)
Samples per Pisel:
Shades per Fizel.  [1.0 j

The mindmax samples and contrast parameters, from the
5 ampling Buality rollaut, are ignored when wsing Fast

eeﬁ&léu_lﬁ

R asterizer

Reflectance Transmittance Flailzeizpes R

Awg 100% Maw: 100% Ava: 0% Max 0% Diffuse: 0% 0%

2 @ IV Enable
@22 8 X | |4 %o @ [T £ &
I~ Use Autovolume
I %, Isimply_material j Standard %, [Material #0 - mental ray Fiaytrace Acceleration

N Shader Basic Parameters [= Material Shaders ] Methad: B5P

i+ Elinn Basic Parameters Ji - Basic Shader Size 1D ﬂ

[+ Extended Parameters Ji I Suface Nane | Depth: J

i+ SuperSampling Ji [V Shadow Nane |

[- Maps ] ~ Caustics and Gl

Max Helractlons |B
Amaunt Map ¥ Photon....... MNone | J

I~ Ambient Color . I [ali] J Mane r v Photon Yolume MNone | |_ Shadons & Dieplacemart ‘
I Diftse Color. [T00° 2] Moe | Evtended Shader ~Shado

I SpecularColor  T00 3| _ Mone | ¥ Bump. ... .. Nane | ¥ Enable Mads: IS\mpIe -

I | SDECI..I‘GI Level . |1DU ﬂ Mane 1 fsessmet, - None | "

I Glossiness ....|1DD J MNane VT — None | adow hap

I Self-lllumination . |1DU ﬂ MNane [ Envi 7 Hone | ¥ Enable ¥ Motion Blur |
™ Opacity. . ..... . s v Rebuild (Do Mot Re-Lse Cache] 5
I~ Filer Calor ... Oplimization : I~ UseFie .| ]
i I Flag Material as Opanue = =

& r Displacement [Global Settings]
—_—

™ Reflection ...

I Refraction v Viw v Smoathing
I™ Displacement I'IEIIJ j Nome ¥ Contour...... Hane | Edge Length: |2'U ﬂpixels
= v LightMap..... Mone | tdax. Displace: Imﬂ ha. Subdw.ITEK -

00 Hione | = Direct: Manager |

---------- I™ D% Display of Standard b aterial Save a3 .FX File

........... Y ; - @ Production IFEset
I™ Enzble Flugin Material |None Rendsr
...........  ActiveShade  Viewport: | view: camera J

B pedaxmope mamepuanos 3ds Max ¢ cmanoapmuom mamepuaie ucnoib3yemcs ciom
displacement uz ceumka Maps, 6 mamepuane Mental Ray ucnonvzyemca cnom Displacement u3z
epynnol Extended Shaders. B okne ouanoea Render Scene onst nacmpotiku displacement
ucnonvzyemcs ceumox Shadows & Displacement, epynna Displacement (Global Settings), a max
arce epynna napamempos Ray Tracing ceumxa Rendering Algorithms ons onmumusayuu npoyecca
BU3VATUZAYUU.

B penakrope marepuanoB paboTa ¢ KapTaMu CMELICHUs IPeCTaBlIeHa B BUie HA0OpOB LIei1epoB
Mental Ray, koTopsle B CBOIO ouepeib 100aBIISIOTCS B CIOT KaHaIa KapT CMEIIEHHS.
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© 'Material/Map Browser

I Height Map Dizplacement [3dzmax]

Eice @ | X [@

) . 30 Digplacement [3dzmax] J

& . Height b ap Dizplacement [3dzmas)

— Browse From: —
[ ¥ 17 Librarny & . b aterial to Shader
= bt Editor

£ fctive Slot fe) . Dcean [lume]
{* Selected

* Scene
* Mew
—Show———
™ | bdaterials
¥ [daps

[ Incompatible

[T Foot Only
[T By Object

20 maps
" 3D maps
" Compositors
" Color Mods
 Other

| j
ak. Cancel

Cnucok wetidepog mental ray oocmynuvix 6 3ds Max ons pabomut ¢ displacement.

[TponomxuB paboTy Hal CIIEHOH, 1 MPUCTYIINI K CO3/ITaHUIO MK IEPOB.

Mos 11e1b 3aKiT04anach He B CO3JaHUU JIAaHAA(PTOB, KaK TAKOBBIX, T.K. 3ds Max Ham iaeT maccy
Pa3HBIX BO3MOXKHOCTEH 10 co3/1anuto JaHamadToB. J Ha mpuMepe MoJeNu JaHamadpTa
paccmaTpuBan padoty nByx meiinepos Mental Ray mist coznanus cmemenust — 3to 3D
Displacement (3ds Max) u Height Map Displacement (3ds Max) meinepos.
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LWenpep 3D Displacement (3ds Max).

OTKpBIB pe1akTOp MaTepHalioB, U HaXxaB Ha KHONIKY Get Material. 5l BeIOpan B crivcke

MartepuaioB, Marepuai Mental Ray — oH mocimy>kui1 OTIpaBHOM TOYKOM, B CO3AaHUH I Iepa ¢

HUCIIOJIB30BaHUEC KapThl CMCILICHUA.

@
@
i
]
a
T,
.
X
-

| Feflectance Tranzmittance

it [l & By LEES Diffuse; 0%

@ 22 |

| X @ |4 %] o) @[l &
|3D Dizplacement Shader j menkal rayp

| = katerial Shaders

— Basic Shaders
I Suface .. Hone |
v Shadow. ... .. Maone |

— Caustic: and Gl
¥ Phaton....... Mone |
¥ Phaton Yolume . Hone |

— Ertended Shaders
W Bump........ MHaone |
v Displacement . . Hone |
v “olume . ... Mane |
¥ Erwirorment . . . Hone |
Optirnization

IV ™ Flag Material as Opague ‘

| = Advanced Shaders |

¥ Contour ... Mone |
v Light Map..... MHone |

| E Direct Manager |

Save gz Fx File

[~ Enable Flugin Material INDne j

[T D Display of Standard Material

—

— Browse From; —
£ M Libran
Mt Editar

£ Achive Slat
" Selected

" Scene

® Mew

~Show——
¥ | 1 aterials
[ tdaps

[ Incompatible

Eise @

© h;laterial.-'Map Browser

mental ray

| 92X [

[ Bioot Dy
T By Object

Cozoanue wetioepa (mamepuana) Mental Ray.

3 Arch & Design [mi)
@ Architectural
& Blend
3 Car Paint Matenal [mi]
@ Composite
3 DGES Material [physics_phen)
@ Directs Shader
@ Double Sided
3 Glazz [phyzsics_phen)
@ Indigo Blend - [Maxigo)
@ Indigo Diffuse - [Maxigo)
@ Indigo Emitter - [Maxigo]
@ Indigo Glazs/555 - [Marigo]
@ Indigo Importhdat - [+ axigo]
@ Indigo Mull - [ axigo)
@ Indign Phong - (Masigo]
@ Ink 'n Paint
@ b attes/Shadow
3 mental ray
3 :
@ Raytrace
@ Shell Material
@ Shellac
3 555 Fast Material [mi)
3 555 Fast Skin Material [mi]

3 555 Physzical M aterial [mi)
@ Standard

@ Top/Bottom

@ »FRef Material

Ok, | rB Cancel |

3 555 Fast Skin Matenal+Digplace [mi)

3arem, Juig TOTO, 4TO OBl MIeiinep GpopMupoBa MOBEPXHOCTh 00BEKTA, 51 1o0aBui mekaep DGS

Material (3ds Max) menkHyB Ha KHOTIKE psifioM ¢ Haamuckio Surface. [Tocie atoro 3aman

Diffuse Color mpaktudecku Oemblii I[BET.
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T.x. MO/I€TTb, KOTOPYIO I CO3/1aBaJI, HE SBIISCTCS MPO3PAYHON U OTPAXKAIOIMICH, a OJIMKHU JTOTHKHBI
OBITH MSTKUMU S 33/1aJ1 clieAyromue 3HadeHus mapametpoB: Glossy Highlights
(I'msaueutocth) = R: 0,1; G: 0,1; B: 0,1; Shiny (Custaue) = 5; Index Of Refraction

(ITpenomnenue) = 1,0

© Material/Map Browser

DGS Material [3dsmax)
[EiEea | 2XE

%28 % |4 %] 0@ T & 5
K IMapﬁD | Material (3dsmax]

DGS Matenal [3dsmax) Parameters |

%, |3D Displacement Shader M
\ = Material Shaders
i~ Basic Shader
¥ Surface Nane
¥ Shadow...... Nane
r~ Caustics and Gl
¥ Photon None
[V Photon Valume None
r~ Extended Shader
¥ Bump........ None
¥ Displacement None
¥ Volume....... None
¥ Environment . . . None
Optimization
|V I™ Flag Material as Opaque
‘ = Advanced Shaders
¥ Contour Nane
¥ LightMap. ... Mone
[= Ditect Manager
™ D Display of Standard Material Save as F File
I~ Enable Plugin aterial  [None -

& &mbient/Reflective Occlusion [3dsmar) _*
[ Bitmap
[ Bump [3dsman)
& Camera Map Per Pirel
& Car Paint Shader (i)
F Cellular
& Checker
& Combustion
& Composite
& Dent
7 DG5S Material [3dsmar)
7 L .
5 Dielectic Matenal [3dsmas)
7 Edge [lume)
& Facade [lumne]
& Falloff
L Flat Mirrar
5 Glass lume)
L Glow [lume]
F Gradient
B Gradient Ramp
& Landscape [lume)]
F Marble
I Mask.
L Maten
i,
0K

EEE

—
N
. |5
Lf e
P
s

Color Selector: Glossy Highlights
Whiteness

| Green I I [0T |

Red _IUJ_EB'<p
Blue. ._m_ J
oipna I [T 2
e S 7 ©

5. I 7T -
vae N[0T 5

il LCancel

v 4

v

Jlobasnenue u nacmpotixa wetioepa DGS Material (3ds Max) 6 ciom Surface mamepuana Mental

Ray.

Hob6asmsiem metinep cmemenus 3D Displacement:

Bepnysumch B marepuan Mental Ray, u 1menkHyB Ha KHOTIIKE ¢ HAAMUCHI0 None psiioM ¢
nyHkToM Displacement. Oto rpynna Extended Shaders. B oTkpsiBmemcst okne Material/Map

Browser s BeiOpan 3D Displacement (3ds Max).

Janee s Hadai q00ABIATH KapTy CMEIICHUS, MISITKHYB Ha KHOMKEe None psioM ¢ HAAMUCHIO
Extrusion Map. BeiOpan Bitmap u 3aTeM OTKpBUT KapTy TEKCTYPhI mountain.tga.

JlanHas kapTa BBICOT ObUIa CreHepupoBaHa MPOrpaMMHBIM 00ecriedeHHeM OCHOBAaHHOM Ha
¢pakTanax, a He puCOBaNacCh BPYYHYIO, PEKOMEHIYIO BaM HCIIOIb30BaTh TAKHE MPOTPaMMBI T.K.
OHH CO3JIAI0T OYEHb BIEUATIISAONINE JaHmadThl, He00, U 00J1aKa U MPOYHUE XUTPOCTU TaK

HE0OXOaMMBIC B padoTe.

Metoaom neperackuBaHus, 5 IepeTalII kapty u3 ciaora Extrusion Map B ciot Direction Map
Ha KHOTIKY ¢ HaaAmuchio None, B mosiBuBIeMcs nuanoroBoM okHe Copy (Instance) Map s

BBIOpan Instance.
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LA s n

o

3D Dizplacement [3dzmax] Parameters |

Object Independent

%, IMateriaI #O j mental ray

- M aterial Shaders |
r Basic Shaders

v Surface .. Hone |

v Shadow . ... . Hone |
r Caustics and Gl

¥ Phaton .. ... .. Mone |

v Phaton Yolume | MNone |
— Extended Shaders

v Bump........ Mone |

MNane

©MaterialfMap Browser

o

3D Dizplacement [3dzmax]
EfE o0 | XE
/& 3D Dizplacement [3dsmax]

2

i Material ta Shader
& Ocean [lume)

Browze From:
£ Mt Libram
£ Mt Editar
£ Active Slot
i Selertad

Ewtrugion Map .

Direction Map .

Displacement Length

Extruzion Strength

Direction Strength

Shaders

[~ Estrusion Strendth . . .

MHone | |

Browsze From:
£ Mt Libram
£ MM Editar
= fActive Slot

" Selected
 Crana

Bitrap

— o @ | 22X [¢

& Ambient/Reflectie Docluzion [3dzmax) *
& Bitmap

ErEremn Ay

& Camera Map Per Pizel
& Car Paint Shader [mi]
& Cellular

& Checker

& Combustion

& Composite

& Dent

Co3zoanue wetioepa ons cmewenus 3D Displacement (3ds Max) u 0obasnenue kapmoi mexcmypbi.

[TomyuenHsIi melaep s HazHauymi1 00beKTy disp_object — 3TO O THOTIOIUTOHHASI TUIOCKOCTb.
Crenyrolee 4To 5 clienaji — HaCTpOMII apameTpsl cMmenienus B meiaepe 3D Displacement (3ds
Max).

B mapametpax meiinepa 3D Displacement (3ds Max) s yka3zan: Displacement Length = 150,0

mm; Direction Strength = 4,0
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[IpousBenast TeCTOBYIO BU3yalM3allliO, y MEHS MOJy4YUIacCh BOT Takas KapTHHKA.

©'displace_sample_p0T1_scn005.max - Project Folder: C:AWORKSPACE\DCCA3dsMax\T0T207_MentalDisplacement_3dsMax - Autodesk 3ds Max 9 Extension 1 - Display > Direct 30

File Edt Tools Group Views Create Modifiers reactor Animation GraphEdiors Rendering Customize MAXScript Help Nodeloe

ol | M%ﬂ TR GG MUWJJJM

-_ | #| B @@ T|
’E@R;MMW
[Stendmd Prrifives =]

= _Obiect Type.
™ Auctrid
Box Cone

W? camera, frame 0 (1:1)

HEii(eo|e[e 0 o X [foeepe [ |

Spheie | BieoSphere
Cylinder Tube
Torus Pyranid

Teapot Plane

[_mm_-

n

B a2 33 %212 %2%B4%

Obiect Independent

Displacement Length EXTE|
Extiusion Stiength e e [
— E usion Map Map #7 (gora ga)

() Giossy Ditection Strength | o= |
|

-

sk

Direction Map . Map #7 (gora tga)
B Shaders _ ]

[ Extrusion Stiength None =]
[~ Ditection Strength Hone =

0o+ - [

< oem |

=

TTTTLTTTTITTTTITTTT
g0 100
” % ® I3 @ 00 (default] g =
|Scens[#(mull) 1[#Nodedoe ][ #¥iewl][#Map_6__ 3D Displac | None Selected 2 [ xferaton w67 325mm  2f0.0mm [ i = 10,8 o Auta Key[Selected | b 5] e e [ ()

| | Wodeloe: Generating thubinail for Map #5 (DS Material (3dsma) ) done | [AddTimeTag Setkey| N KepFites. | W0 3@ & o
Bpems suzyanusayuu 3 cekynowl, o6vem zanumaemoti O3y 159,6 Mb.

Busyanuzayus oannou cyenwvl ulnoausanace Ha komnviomepe c Intel Core2 Duo 6600 (2,4 GHz), 2
Gb RAM.

He ouens ma? [IpaBuiibHO ceifyac ceTka TeOMETpUU APOOUTCS HE TaK CUIILHO, KaK XOTEJIOCh,
MO3TOMY OHa CJIMIIKOM CIJIa)KeHA M HE TaKas IUIOTHAS.

Jlnst m3MEHeHHit 3TOT0, 51 BEIOJIHUI HACTpolkH B Render Scene, u nmepeiins Ha 3akinanaky Renderer,
B cBuTke Shadows & Displacement st HacTpowI mapamMeTpsl CIASAYIONIIM 00pa3oM:
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|- Shadows & Displacemnent |
— Shadows

¥ Enable bl ode: ISimpIe -

Shadow Mapz

[v Enable [ bdotion Blur
¥ Febuild [Do Mot Fie-Use Cache]

™ Use File _[ ﬂ

¥ Smoathing

Edge Length: ||15IT|IT| ﬂ

Max. Dizplace: I'II:IEIIJ,EImrr ¥ Max Subdiv.:

Camera Effects

Hacmpoiixa Displacement (Global Settings) 6 oxne Render Scene (cm. cmp. 17).

Yo6pan praxxok View, 3TO MO3BOJIMIIO BRIMOIHATH aJITOPUTM pa30MEHUS B €IUHUIIAX CIICHBI, T.C.
MUJUTAMETPAX.
VYcranosun 3nauenue Edge Length paBubim 0,5 MM, 3TO onTUManbHO pa30UBAET reOMETPHIO,
IIPH OTOM, HE HArpy»Kasi IaMsTh U PECYPChl KOMIIBIOTEPA.
U ycranosun Max. Displace paBasim 1000,0 Mm. Max. Subdiv = 4K (4000).
JlJist Moero mpuMepa 3TOro MOJIHOCTHIO XBAaTaeT, M He 3aHUMaeT MHOTO BPEMEHH Ha BU3YaTU3aIlHIo.
Ternepsb s MOTY4HIT pe3ysbTaT 0oJiee eTaabHON MOAeTH Janmadra.

® 'view: camera, frame 0 (1:1)

| B @ [efefe 0 o X [Rerame [ |

peM}Z suzyanuzayuu 21 cexynoa, oovem 3anumaemoti O3y 337,2 Mb.

Busyanuzayus oannoii cyenvt gvinonusanacy na komnviomepe c Intel Core2 Duo 6600 (2,4 GHz), 2
Gb RAM.
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Wewnaep Height Map Displacement (3ds Max).

Ho pesynbrar, koTopserit Ham gaet meraep 3D Displacement (3ds Max) He Bcera naet 4eTkue
JeTally Ha MOJieNn, Oosiee YeTKUX JeTaneil mo3BoisieT nooutbes meiinep Height Map Displacement
(3ds Max), ocoOeHHO MpHu UCTIOJIB30BAHWHU KapT HOpMasiel (normal maps).

BriOpaB B crincke matepuaiioB, Mmatepuan Mental Ray. S 3agan ums matepuany Height Map
Displacement Shader — 3To 03Ha4aer, 4To B 3TOM MatepHale s padoran ¢ meiaepom Height
Map Displacement (3ds Max).

Ckonmposas meitnep DGS Material (3ds Max) u3 co3nanHoro panee meiinepa 3D
Displacement Shader ucmonb3ys Instance.

S cosznan HoBBIM mieitaep ans Displacement, 171 9TOTo MIEIKHYB Ha KHOMIKE None psiioM C
Haamuchio Displacement, n BeiOpaB mretinep Height Map Displacement (3ds Max).

[Tocne yero s noGaBUa KapTy BRICOT U3 aiina mountain.tga x napametpy Height Map.

| Feflectance Transmitiance
Ay Fed A b

@22 % | X | |4 %o @]

K ItMap DisplacemenlShaderﬂ

| Feflectance Transmitiance
A Fel Ay b Diffuze; 0%

%2 %X | @4 %] o |& T £ &
K |3D Dizplacerment Shader j mental ray

[- b aterial Shaders | [- taterial Shaders
Basic Shaders | Basic Shaders
¥ Suface. ... .. { Map B0 [ DGS Material [3dsmaz] | |Cut v Suface. .. ... None
¥ Shadow . . MNane v Shadow . . MNone
Caustics and Gl R Caustics and Gl
v Phaton ... None I_ |I ¥ Phaton ... Hone
v Photon Yolume . MNone | v Photon Yolume . MNone

HCI’ZOJZbS’y}l mun Instance npu KOnuposanuu, 6bl MOINCeENE COKOHOMUNb 6peEMS HA MOM Yo ovl He
MeHsImb NOCMOSIHHO OOHU U Mme Jce napavwempbol 6 oboux meﬁdepax.

Hanee, s uamenun napametpsl, Minimum Height = 0 mm; Maximum Height = 150 mwm.

B okne Render Scene Ha 3aknmagke Renderer B cButke Shadow & Displacement st yopai

Smooth, T.k. mpu pabdote ¢ Height Map Displacement (3ds Max) melinepom, 3TOT napameTp
KEJIaTeJIbHO OTKITIOYHTb.

[IpousBens BU3yanu3anuio, s MOIydnII emie OONBIIYI0 Niepeaady AeTajeil Janamadra.
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® view: camera, frame 0 (1:1)

LB [efeje 0 o X [raama | |

Bpems eusyanuzayuu 21 cexynoa, oovem 3anumaemoui O3Y 332,4 Mb.
Busyanuzayus oannoii cyenst gvinonusanacs na komnviomepe c Intel Core2 Duo 6600 (2,4 GHz), 2
Gb RAM.
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JlaBaiiTe cpaBHUM pe3yJIbTaThl BU3yAIH3allMi 000UX LIEiIepOB, BBl YBUIUTE, YTO MIPH
Busyanu3auu ¢ 3D Displacement mieiizepom Mozenlb OUeHb CTIaKeHa, Ha HeW HET BCeX JeTaneit
nauamadgTa, mpu Bu3yanusaiuu sxe Height Map Displacement u ¢ OTKJIFOYEHHBIM ITapaMeTPOM
Smoothing, mosiBUIOCH OOJIBIIIE AeTaNel Ha MOJIENH JaHmadTa, OH CTall ¢ 0ojiee Pe3KUMH KpasiMu
Ha repenaaax, MosSBUIUCH MEJIKHE BIIaIUHBI U YTITyOJIeHNUS.

{® 'Clohe of view: camera, frame 0'(1:1) : E @ I© View: camera, frame 0/(1:1) : E ®

HBE ele/e © o X [fEaps || |

Mpumep aehctsma: 3D Displacement (3ds Max) wehaepa Mpumep aeicTeus: Height Map Displacement (3ds Max) weaaepa.

Peszynomam no epemenu suzyanuzayuu 06oux wetioepos Ha OAHHOM npumepe 00uHaxos 21
CEKYHOA, 00BeM pacxo0yemMol namsamu max dxce cocmaegisem é pazuuye 2 -5 mecadavm. Ho
wetidep Height Map Displacement (3ds Max) suzyanuzupyem d6onrvuie oemaneti, yem 3D
Displacement (3ds Max).

Buzyanuzayusa oannoii cyenwl gvinonusnace na komnvtomepe c Intel Core2 Duo 6600 (2,4 GHz), 2
Gb RAM.

['maBHOE TOMHHTE, YTO BBI JOJKHBI TPAMOTHO CTPOHTH CBOIO CIICHY, M TIPU MCIIOJIb30BAaHUH Pa3HBIX
nieiiepos, k mpumepy, 3D Displacement u Height Map Displacement Mo3kHO T0OUTBCS pa3HBIX
pe3yabTaToB, HO MPHU ATOM IMOMHHUTE, 4TO TIpH padote ¢ 3D Displacement dnaxxox Smooth gomxen
OBITH TIOCTaBIIEH, a ipu padbote ¢ Height Map Displacement — yOpas.

Jlanee st co3man TEKCTypbl TOp, ¢ UCTIOIB30BaHUEM 00bIYHOTO MaTepuaina Top/Bottom u
MaTepuaioB Standard ¢ mporeypHbIMH KapTaMu TEKCTYp THIIa Smoke 1 3aJaHHBIMH [IBETaMHU.
Cuena nocne GpUHAIBHON BU3yalIM3alliu CO BCEMU MaTepHallaMH U IeHiepaMy U MOCIIEAYIOIETO
koMrio3uTrHra B Photoshop BeITIISIIUT BOT Tak:
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QuHanvHas cyera ¢ 20PHbIM IAHOULADIOM.

Tax ke 1am BaM cxeMy (PUHAIBLHOTO IIeiaepa Al ITOro TOPHOTO MacCHBa, CO3JaHHYIO
nocpenctBam NodeJoe. Bbl MokeTe caMOCTOSTENHHO CO3/1aTh TEKCTYPY M1l JAaHHOTO JIaHamadTa
WM TIPOCTO B3TJISIHYTh HA TO, KaK OBLIO CIIETaHO Y MEHs B (hailiie CLeHBI

mr_displace tutorial end.max.

&E NodeJoe Beta 0-861 Binld 709058

Material Edit Select Yiew Options Tooks Help

BRLX SFFTRE(NOQAL T T8 5 [Viw1 ~]

Cxema unanvroeo wetidepa 0ns 1aHOWaAdma nOKA3aHHO20 Bblule.
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Ha sToM mpakTudeckast 4acTh MOKET ObITh OKOHUCHA, BBI B IIPaBE IMMO3KCIIEPUMEHTHPOBATh
CaMOCTOSITENIHO C HACTPOHKaMH ¥ KOMOMHAIMAMU ILIEHIEPOB, Y Bac MPaKTHYECKU Oe3rpaHUYHbIC
BapUAHTHI JJIS CO3/IaHMS CBOMX COOCTBEHHBIX MOJIEINIeH 3a cueT KapT cMmemienus. Hiwke s xouy nath
BaM Iapy coBeToB 1o pabote ¢ displacement B mental ray, 1 mpuBecTH e111e HECKOIBKO
JIONOJTHUTEIBHBIX IPUMEPOB 10 IpuMeHeHuo displacement B BU3yaan3anuy CIOKHBIX MOJICIICH.

Heckornbko coBeToB no ucrnonb3oBaHuto Displacement n Hactpounkn Mental
Ray.

Kak BbI yke, HaBepHOE, J10raajinch, cMenieHne B Mental Ray paccunTsiBaeTcst JOCTaTOUHO J0JITO,
HO 3TO MONPAaBUMO, ceuac s BaM JlaM HECKOJIBKO COBETOB 10 YCKOPEHMIO 3TOT0 Ipolecca.

1. Tlpu TecTOBBIX BU3yadu3alMsIX OTKIOUaiTe pacuetr Area Shadows, eciii BBl HCTIOJIb3yETE
mr Area Omni uinu mr Area Spot, T.K. IUIOIIAAHbIE TEHH JOCTATOYHO JOJTO CYUTAIOTCS B
Mental Ray ngake nmpu UCIonb30BaHUM JOCTATOYHO MPOCTHIX HACTPOEK. ITO MOYKHO
UCTIPaBUTb, €CIIN OTKIIOUUTH (uiaxkok On B cBUTKe Area Shadows B 3THX HCTOUHUKAX
cgeta. [Ipu ¢puHanNbHON BU3yalln3alluy Bbl MOXKET BKJIIOUUTH ATH MapaMeTphl.

2. CrapaiiTech co3aBaTh He IJIOTHYIO CETKY Balllei MOJENH, T.K. IPH pa30MeHUH III0THON
MOJIMTOHAIBHON CETKU OINepaTUBHAsI MaMATh PACXOAYETCs] MOMEHTAIBHO, YTO MPUBOJIUT K
naznenuto Mental Ray u 3ds Max. Ilepen 3tum 3ds Max BbaeT cooOIIEHHE O HEXBATKE
naMsATH WK IPOrpaMMHOM oInOKe.

3. IIpu npumenenuu displacement k MoJieNH CpeHEN TNIOTHOCTH aKKypaTHO HACTPOITE
napameTpsl Max. Displace, Edge Length, Max. Subdiv — 310 0co6eHHO Ba)kHO, KOT/1a BBI
JeTaTU3UpPyeTe OPraHMUECKYI0 TPEXMEPHYIO MOJIEIb.

4. Ilpu ucnonp3oBanuu kapt HopMmasiei (Normal Maps) ncrions3yiite meinep Height Map
Displacement (3ds Max) u otkmrogaiite prnaxok Smoothing B Render Scene.

5. Tlpu Bu3yanu3anuu aHUMAIMHM, HEOOX0IMMO HacTpauBaTh mapameTpbl Max. Displace, Max.
Subdiv — 310 O3BOIsIET 6€3 UCKAKEHUN BU3YaTU3UPOBATh CMEIIEHUE NIPH aHUMAILIUN
moJieTa HaJl 00bEKTOM WJIU APYTOM THIIe aHUMAIIMH, OCOOCHHO 00paTUTe BHUMAaHHE HA
napametp Max. Displace yuem oH Gosbliie TeM KOppeKTHEH OyIeT aepKaTbCsi CMELCHUE He
co3zaBasi psOM Ha Ka)KJOM KaJipe aHUMalluu.

6. Tax jxe, peKOMEH/YI0 BaM YACIUTh BpEeMs HACTPOMKAM CIIEIYIOLINX apaMeTpoB — 3TO:
Samples per Pixel, Filter Type u3 cButka Sampling Quality, Raytrace Acceleration Methods
B 4aCTHOCTH pa3mep u riryouna BSP nepesa (csurok Rendering Algorithms). J{ns
yIIpaBJICHUS TaMSATHIO UCTIONB3YHUTE MapaMeTphl 3akiaanaku Processing u ceutka Translator
Options Takumu napamerpamu sBisttoTcss Memory Limit, Conserve Memory u Use mental
ray Map Manager.

7. Taxk xe crapaiitecs ucnons3zoBatb Global Illumination, Caustics & Final Gather yxxe npu
MOJrOTOBKE (DMHATBHON BU3YyaIH3aIMH, T.K. 3TO MOXKET CYLIECTBEHHO 3aMEIUTh
BU3YaJIM3aIUIO IPH paboTe CO CMEILICHHEM.

8. W mocnemgHuit COBET — cTapalTeCh UCMOJIB30BATh U KapThl penbedHocTH (bump maps) T.K.
HET HUKAKOTO CMbICIIa HABOJIUTh MEJIKUE JIETAJU 110 CPEJICTBAM KapT CMEIICHUS
(displacement maps). 3To MOKET HE TOIBKO 3aMEJTUTh CKOPOCTh BU3YaITU3alluH, HO U
MOJKET pUBECTHU K nageHuro 3ds Max.

OTH HECKOJIBKO COBETOB, SBIISIIOTCS HE 0053aTEIbHBIMU K TIOCTOSTHHOMY BBITTOJTHEHUIO BCEX
ITYHKTOB, HO ITPHU UX paSJ’II/I‘-IHOI\/JI KOM6I/IHaHI/II/I BbI MOXKETC JOCTHUYb 6LICTpOI\/JI BHU3yaJIM3allul KaK
TECTOBOM, TaK U (PUHATBHOM U TaK K€ MPErpajnuTh BHE3AMHOE 3aBEPILICHUE PEHIEpa Ha CePeIUHE
U300paKeHMsL.
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[MpUNoXXeHus K ypoky
Autodesk 3ds Max 9 — pabota ¢ kapTamu displacement B mental ray.

JIOTIOTHUTEIIbHBIN pa3/iesl, COOpaHHBINA M3 TOMOJHUTEIBLHBIX MUKPO-YPOKOB Pa3MEIICHHbBIX Ha
dopyme On-line xypHana render.ru.
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YnpaBneHne cMeLleHMeM Npu NCnofnb3oBaHNN PasHbIX LLENOEPOB.

[Ipu pabote c displacement BbI MOKETe MPUMEHHUTH HAaCTpOiiku u3 Render Scene TOJIBKO KO BCEM
00BEKTaM CIICHBI Cpasy.

Ho ecnu y Bac ncnonb3yroTces pa3Hbie MIEHACpHhl, HAPUMEP Ha OJJHOM OOBEKTE BbI HCTIONB3yeTe 3D
Displacement (3ds Max), a Ha qpyrom o0beKTe mpuMeHeH meiaep cmerenus Height Map
Displacement (3ds Max). To 060iiT npo6eMbl BU3yaTu3aiyu, KOTOPbIe MOTYT BOSHHUKHYTh, BaM
MO3BOJIAT HACTPOMKHU B CBOMCTBAX OOBEKTA.

1. OtkpsiBaete cBoiicTBa 00BekTa - Object Properties.

Izalate Selection

Unfreeze &l

Freeze Selection
Unhide by Mame
Unhide Al

Hide Unzelected

Hide Selection

Save Scene State...
Manage Scene States...

Moree

Rotate

Scale

Select

Clone

Obiject Properties.

Dope Shest. ..
Wire Parameters..

Ksaopamuunoe menio 3ds Max c evibpannvim nynkmom Object Properties. Mooenby moncmpa
cozoana Aumonom Yeuenesvim (aka Cafe hypAnimatico).
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2. Tlepexomute Ha 3aKianky mental ray.

:

Object Properties w4

General | Adv. Lighting | mental rap | Izer Defined | h A L

— Indirect [lumination

[T Generate Caustics
¥ Receive Caustics
¥ Generate Global lllumination

v Receive Global llumination

— Dizplacement
mettings
¥ Yiew-Dependent I¥ ' Smocthing [Turn DFF with Height Maps]
3
[200 "z -

3aknaoka mental ray 6 ceoticmeax oovexma.

3. B rpymme Displacement youpaete ¢uraxkok Use Global Settings.

4. CraHOBSTCS akKTUBHBIMU TapameTpsl View - Depended; Smoothing (turn OFF with Height
Maps); Edge Length; Max. Displace; Max. Level.

— Dizplacement
[T Use Global Settings
v Wiew-Dependent [ Smoathing [Turn OFF with Height Maps]
Edge Lenath: Ir ﬂ pivels
bdax. Dizplace: mﬂ b &, Lewel: |4—ﬂ

Axmusnvie napamemput View - Depended; Smoothing (turn OFF with Height Maps); Edge
Lenght; Max. Displace; Max. Level 6 céoticmeax oovexkma.

JlaHHbIe mapaMeTphl MOTHOCTHIO TyOnupyroT napamerpsl displacement'a u3 okaa Render Scene,
HO onu npumenstoTcst K 00bEKTY, B CBOMCTBaX KOTOPOT'O OHU U3MECHEHBI.
U emte, B otmuune ot Max. Subdiv, mapamerpa B Render Scene, B cBolicTBax 00beKTa

yKka3biBaeTcsl mapameTp Levels, maHHBIN mapaMeTp BIUSET HA YUCIIO Pa30MEHUN MOJIEINH, a He
Ha KOJIMYECTBO MOJUTOHOB Kak B Render Scene.

Jlanee s pacckaxy o JOMOJHUTEIBHOM MpHEMe, TPH ucnoib3oBanuu displacement ¢ meiiaepom
Arch&Design.
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Displacement B matepuane Arch&Design (mental ray).

U Tak, Kak e NpUMeHUTh auciuieiic k Matepuany Arch & Design? A BOT He POCTO Tax.
JlaBaiite cHauasa pazdoepemMcs, kKak BRITIIIAUT Matepuai Arch & Design.

Material  Mawigation Options  Ukilities

Eim

.

| Reflactance Tranzmittance
Avg 32% Maw 38% Avg 0% Max 0% Diffuse: 0%
"o %2 8 | X |@ |4 % ol|@ Il & &
%, |01 - Defaul | Arch & Design [mi]
- Templates |

Concrete finizhed with a
brush/broom giving a wery
rough appearance,

arch

I. Rough Concrete

B

+d§_‘.§]‘g“ mental

Main material parameters |

& Automatic

 Map Channel: |D ﬂ

— Diffuse
Diffuse Lewvel W ﬂ Colar: -M
Roughness: W ﬂJ

— Reflection
Reflectivity: Iﬁ ﬂ Colar: :IJ
Glozziness: W ﬂJ [ Fast [interpolate)
Glossy Samples: |8_ ﬂ v Highlights+FiG only

[~ Metal material

— Refraction
Tranzparency: IW ﬂ Caolar: I:lJ
Glossingss: W ﬂJ [ Fast [interpalate]
Glossy Samples: [5 2] I0R: [Ta 2 |
[~ Translucency

’7 Weight: IW ﬂJ Caolor: -J

— Anizotropy
Anisotropy: W ﬂJ
Rotation: IW ﬂJ

T+ ERDF

[i

T+ Special Effects

<< CkpuHwom pedaxmopa mamepuaios u
mamepuana Arch & Design.

Tax BeirnmsauT Matepuai Arch & Design, B HeM Kak
BU/INTE, Macca HACTPOEK, JJa’ke HAa CKPHHIIOT
BOIIUTH HE BCE CBUTKH.

Tak xe ye TyT OblJIM IPUMEHEHBI 3aTOTOBKH
MaTepuasa, B JaHHOM cily4ae OOBIYHBIN OCTOH.

Kak xe paborats ¢ displacement? B matepuane
Arch & Design ectb cBuTOK Special Purpouse
Maps, OH CITy>KUT U1 700aBIeHUs TaKuX 3P (HeKToB
kak Bump, Dispalcement (!), Coutout,
Environment, Additional Color/Self Illumination.

Ho B 3Tom cButke B myHKT Displacement HEJIb351
no6auth meiaepsl 3D Dispalcement (3ds Max),
Height Map Dispalcement (3ds Max) -
PazpaboTumku, mouemMy-To He BKIIIOYHMIIN TaHHBIE
HIeHIepbl HA COBMECTUMOCTD C JTAaHHBIM
matepuasioM. Ho Bompoc perraercs 3a c4eT CBUTKA
mental ray Connection KOTOPBIH TOCTYTICH IIPU
aKTUBAIMK paclIMpeHnii mentla ray (3To onmcaHo B
OCHOBHOM YPOKE).

T+ Fast Glossy Interpolation |]
- Special Purpose Maps
W Bump oo |D 3 J Broom. Grey. bump.jpa)
[ Do nat apply bumps to the diffuse shading
7 'H} @}@)&,@h [1F hone

v Envuonment
v Additional Calor # Self illum. . . .

T+ General Map-__ [if
i+ Direct Managsr i
[- mental ray Eonnec-lu |
r Basic Shader -F
¥ Suface .. de‘:;r‘ | |E
¥ Shadow. ... deﬁ:_mt | |§
i~ Caustics and GI :
¥ Fhoton. ... de s} ||§
J¥ Photon Yolume . None |
r Extended Shader

|+ Displacement . . lsight Map Displacement [3dsmax] 1| &

¥ Erwironment . . .
~Advanced Shaders
v Cortour
I Light Map

default

MNone

MNone

Optimization
IV ™ Flag Material as Opaque |

Ckpunwiom ceumxos Special Purpose Maps u mental ray Connection.
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Teneppb naBaliTe MOCMOTPUM Ha TECTOBBIE TPUMEPHI. JJIs1 3TOM YacTH 5 CO3/1all CLIEHY C
TUTOCKOCTBIO, HA Hel OOBIUHBIN KyO, M TBYMSI HCTOYHHKAMU CBETA.
CHauana s OTBU3yaJIU3UPOBAJ CTAHIAPTHBIM MaTepral, 6€3 Kakoro JM00 CMEIICHHS.

i@CamerﬂOLf ne 0'(1:1)
HEi|e|e|e 0 8 X [Fosdehs =l |

KyG, ¢ NPUMEHEHHEM K HeMy Ma
Ges npumeHeHun displacement w

Tecmosas susyaiuzayusl CYeHsl ¢ Ky50]l/l.

T.k. HenB3s 100aBnsATh HaM meiaepsl 3D Dispalcement (3ds Max), Height Map Dispalcement
(3ds Max) B xanan displacement cButka Special Purpouse Maps, To st yOpaJt 3aMouek ¢ IMmyHKTa
Displacmeent B cBuTKe mental ray connection.

3arem s no6asun meinep Height map Dispalcement (3ds Max) u B kanan Height Map noGaBuin
o0bryHyto Kapty Tiles.

[Ipou3sBen HacTpoOiKK B apameTpax mieiaepa, ykazas Minimum Height 1 Maximum Height,
3areM B okHe Render Scene HacTpoms mapaMeTpsl CMEIIEHHS, M Y MEHS BBILIUIO CJIeTyIOIIee.

mera0’, frame 0" (1:1)

Haz[ele[e o s X [FeEam <] _|

KyB, c MPUMEHEHHEIM K HEM!
C npumeruem wedgepa cme

Tecmosas 8UZYANU3AYUSL CYEHDL C KYOOM, 30eCh 51 Yoice 0obasu wetioep Height Map
Dispalcement.
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Kak Bugure peskue kpasi, He 00eCIIeYHBaIOT PEATUCTUIHOCTH MOJEIH, JUIS UCIIPABJICHHUS 3TOTO
B Marepuaie Arch & Design ects cBuTok Special Effects, B nem ects rpymnma Round Corners,
OHa o0ecreYrBaeT CrIaKUBAHUE PE3KUX I'paHeid, Kak Ha TeOMETPUH CO3aHHOM 0OBIYHON
CETKOM, TaK U Ha TeOMETpuH ¢ mpuMeHeHneM displacement.

i+ Direct Manager li
[ Spseisitiiacs << Ilapamempul ceumra Special Effects
v Ambient Occlusion
Samplex I8 ﬂ
tax Distance: [O702m %
¥ Use AD as Detail Enhancement for GI/FG
Shadow Color: B

¢ Custom Ambient Light Color: | N |

L B Jlis 3aaHus CTIa)KeHHOCTH YTIJI0B MCTIONIb3YITE

—¥ Found Camers napametp Fillet radius, eciu sxe Bamr 00ObEKT
Fillet radius [o2m 3| | HPECEKAETCS C APYTUM U IIPH IPECEYEHUU
IR ah othemaenale co3/1aeTcs KpOMKa, TO IIPUOETHHUTE K

’7N$l:i.s iz strictly a shading effect (like a bump map) HCTIOJIB30BAHUIO (bﬂa)KKa Blend with Other
and is only guaranteed to work on straight edges. materials.
e mental iay Connection ] [Tocne ycranoBku nmapamerpoB B Round Corners

—I?;sm;j::::r.s ..... SFET | |E A IMPOBEI TECTOBYIO BU3YaTIN3allUI0, Y MCH:

el SR | |E IIOJIYYHIJIOCH BOT YTO:
r Caustics and Gl
¥ Photor. .. default | |E
Iv Phaton Yalume . Mok |

r Extended Shaders
[v Displacement . . 1eight Map Displacement [3dsmax] ]| y
v Volume . Hane |
¥ Erpironment . . . default | |E

Camera0T, frame O

® X |RGBAlpha - J

Ky6, ¢ npumeHeHH
C npumennem wengepa
W ycTaHoBneHHLIM napMeTp

Dunanvran KapmuHKa, CO C2NAHNCEHHbIMU yeaamu lc/zadku, npu ucnolb306aruu Round Corners
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[Tpu ucnonb3oBanuu matepuana Arch & Design MOXHO cO3/1aBaTh KUPITUYHBIEC KITAIKH C
IMJIaBHBIMH yTJIaMU KHpHquﬁ " HC TOJIBKO, YTO MOMOKECT CO3/1aTh OUYCHb PCAIMCTUYHY IO
KapTHHKY.

Cospanue displacement maps B ZBrush 3 1 ucnonssosaHue nx s 3ds Max
n mental ray.

JlaHHbBIi MUKPO ypOK 5 nocBsimato Teme ZBrush u cozmanuto B Hem displacement kapT st
MOCJICTYIOIIET0 UCTIONh30BaHus X B 3ds Max.

Kaxk ke ucnonb3oBath ZBrush st Bam pacckaxy Ha mpuMepe MOJIeNId MOHCTPa U3 TIEPBOTO
MHKpPO YPOKa, CO3JaHHOI MouM Jpyrom AnToHoM YeueneBsiM (aka Cafe HypAnimatico), 3a

YTO €My OIPOMHOE criacu00 U yBaKEHHE.

Mozenb BRITISOUT TaK:

)

o

i
i

render result: non dispalcemnet

Mooenv MOHCMpPpA, CKPUHULONT OKHA NPOEKYUU U meCcnmoeasd 6U3yalusayus bes NPpUMEHEHUA
Kapm cmeuerusl.

JlaHHBIN YPOK OPUEHTHPOBAH Ha MOJIb30BaTEJICH, KOTOPBIEC YK€ 3HAKOMBI C OOIIUMU
npuHIUNIamMu 1 uaTepdericom ZBrush 3, HO XOTAT y3HATh, KaK CO3/1aBaTh KapThl CMEIICHUSI 1

I[OGaBJI}ITB HUX B OCHOBHOC IPUJIOKCHUC BU3YyaJIU3allUuU.

[lepBoe uToO 51 creman — 3To UMIOPTUPOBAT MOJIENb MOHCTpa B ZBrush mocpencteam daiina
dbopmara obj. U crnagmn e€ 1o 6 ypoBHel. Moaenb npuHsia BOT TAKOW BUL.
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Mogenb ronoBel uMnopTupoBaHHaa 8 ZBrush.
Mopenek crnaxeHa 6 ntepaunamu.

Mooenb moncmpa umnopmupoganuas uz 3ds Max 6 ZBrush 3.

Pexomenayro BaM IIpu CO3aHUH MOJIeTIeH IEPCOHAKEN JTsl OCTEAYOIIeH nX 00paboTKH B
ZBrush (nmn MudBox) yaenste oco6oe BHUMaHUE TOMOJIOTHH, BCE MOJACIHN JTOKHBI 00J1a1aTh
4-x yroiapHbIMH TIoJIuroHamu! He TpeyroapHbIMY, MSITHYTOJBHBIMU U 00JIee, a UMEHHO 4-X
yronbHbIMEU! B cBolicTBax skcmopTta obj (daiina, ycranoBute napamerp Polygons B rpyrme
Geometry myHkt Faces (B axcrioprepe a1t 3ds Max).

I[anee A ACTAJIM3HUPOBAI MOACIIb 1O BOT TAKOI'O B AA.

JeTanusauus ronoeel MOHCTPE, NPN
ncnonb3poaHun 6 wTepaunn pasbuenns.

Jlemanuzupoeannas mooenb MOHCmMpa.
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Tenepb mpHIILIO BpeMs CO3/1aTh KapTy CMEIICHUH.
S Bocnonb3oBascst momysinem Multi Displacement 3, naxomsmumes merro ZPlugin > Multi
Displacement 3.

Zplugin

Click to ¢ the format of the

ZBrush Help

Misc Utilities
Projection Master
License

fMapper

Web Access

Menio ZPlugin c eviopannvim nynkmom Multi Displacement 3.

VYka3zaB pazmep TekcTypsl B 2048x2048 pix, s meperien K HacTpolKaM IapamMeTpoB SKCIIOPTa.
[lenknyB Ha kHomke Export Options, OTKpOETCsI OKHO ¢ HACTPOHKAaMH SKCIIOpTa KapT
CMEILICHUS, U HOPMAJICH.

Displacement Exporter 3

Oxno napamempos s3xcnopmepa Multi Displacement 3.

Jist 5KCTIopTa CBOMX KapT, 51 BBIOpai myHKTH: D32 u D16 3T0 03Ha4YaeT 4To JaHHBIH SKCIIOpTEp
OyIeT SKCIOPTUPOBATh KapThl CMELICHUH IBYX BUJIOB — H300paskeHus ¢ 32 OuTamMu Ha KaHaj, u
KapTel ¢ 16 Outamu Ha kaHaji. Korga Bel BRIOMpaeTe HOBBIM THUI MM MEHSIETE €ro Ha APYTon
THII, TO HY’KHO OTKJIFOUHATB WJIH BKJIFOUNTH €TI0 TIOCPEACTBAM HaKaTHsl KHOIIKK Status.
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[Tpu momo1u NoA3yHKa, HAXOIALIETOCS B PABOM HIKHEM YTIIy C COMILJIOM U300paXKeHUs, BbI
MOYKET€ HACTPOUTH SIPKOCTb U KOHTPACTHOCTH Oy TyIIeil KapThl.

[Tocre Toro kak Bbl yKa3ajld BCE HACTPOMKHU, U 3aKPBLIM OKHO HACTPOEK IKCIOPTEPA, HAUMHANUTE
akcropT TekeTyp. st aToro Haxxmute kHonky Create All. Ho xouercst cpasy Bac
NpeaynpeanTh, YTO CO3/1aBaeMas KapTa, 3aBUCUT OT pa3pelIeHus Ballleld MOACIIH, HAIlpUMED s
HE CMOT 3KCIIOPTHPOBATh MOJEIb IIPHU 7-MH YPOBHSX CTJIa’KUBAaHUS, HO CMOT CIIOKOMHO
9KCHOPTUPOBATH €€ pU 6-TH, OybT€ BHUMATEIbHBI.

yorting monster _head_detail3
monster head detail3

Hpouecc IKcnopma Kapm CmMeu,eHusl.

[Moce axcmopTa 51 OTKPBLT MOTyYEeHHBIE KapThl TeKCTyp B Adobe Photoshop.

W cpaBuwm ux kaprta B 32 OuTa Ha KaHaj, penaeT Oojblie aeTanei, yem kaprta Ha 16 6ur, HO
ectb HeOonbioe HO. 3ds Max ne nognepxuaet 32 6utHsblil ¢popmar tiff!!! Kak xe storo
n30exarb? A mpocto, B Photoshop BeiOepute meHto Image > Mode > 16 bits/channel. 3aTem,
€CITM y Bac KapTa TEKCTyp OKa3aslach pa3BepHyToi Ha 180 rpamycoB, TO pa3BepHHTE €€ B
COOTBETCTBUU C Pa3BEPTKOM Balllel MOJIeNH, UCIIONB3Ysl komaHay Image > Rotate Canvas > 180
rpaj.

Ps “Adobe Photoshop CS3 Bxtended

File Edit Laver Select Filker  Analysis  View \Window  Help

- L Size
. ? v Grayscale :]
Adjustments *
Duplicate. ..
n 1
m Ll Apply Image. .. RGE Color 20 z
p..+ ﬁ. Calculations.
L mage Size... Alt+Cel+T
’gﬁ E Canvas Size... Ale+CErH-C
T = Pixel Aspect Ratio ¥ SEitsiChannel...
i Rotate Canvas » i
H" | v 32 Bits|Chanme
ol Trima,
- o
[ ]
2?-{‘ T 5
.-f?‘ i A..-o"»
" A 3
i
a 2 \;ﬁr

o

&, u -
-

Peoaxmuposanue kapmoi mexcmypuot 6 Adobe Photoshop.
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st cpaBHeHust BUaa 32 OUTHOW KapThl U 16 OUTHOM BBl MOXKETE TIOCMOTPETh Ha ATOT
CKPHHIIOT.

. monster_head_detail3-21001+D32.tif @ 101% (Gray/32*) w monster_head_ detail3-2_T6bitAL-tif @ 101% (Gray/167)

%
i

Doc: 8,00H%, 19M €]

[c] ] 3
Buo xapmwi cozoannoii 6 32 bit hopmame (cnesa) u 6 16 bit hopmame (cnpasa).

© Material Editor - displace_test -

’ : ’ 3arem, B 3ds Max s BOCITOJIb30BaJICs

5 CTaH/IapPTHBIM MaTEPHAJIOM U CBUTKOM
mental ray Connection, AJ1s1 TOro, 4To ObI
CO37aTh MMPOCTOI MaTepHa ¢
IIPUMEHEHHUEM LIeiiiepa cMeleHus. B
ceutke mental ray Connection st CHsUT
«3amouex» ¢ myHkra displacement B rpymmne
Extended Shaders, u mo6aBun meiigep 3D
Displacement (3ds Max).

<< Co30aHue mamepuana ¢ uietioepom
cemewgenust 3D Displacement (3ds Max).
e .

eyt B meiinepe 3D Displacement (3ds Max) s
no00aBu B KauecTBe KapThl Extrusion Map
KapTy ¢ 16-OuTHBIM H300pakeHnEM. A B
napameTpax TeKCTypbl ykaszan: Blur = 0,01,
RGB Offset = -0,5. D10 M03B0IMIO
00eCTIeYnTh YETKOCTh KapThl TEKCTYPHI U €€
netaneit (Blur mapamerp) u HeMHOTO
YBEJIIMYUTh KOHTPACTHOCTh H300paKCHUS

(RGB Offset mapamerp).

B e B I B R I I
0 e e e e ¥ s o i
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% IMap #4 j Bitrnap

[- Coordinates |

Extrusion

& Texture £ Environ Mapping:IE:-tplicitMap Channel j

¥ Show bap on Back Map Chanrel: |‘I ﬂ
[ Use Realworld Scale
Offget Tiling Mirror Tile Angle

WET 3 8 T P uEs

wor [0 wfio g
@& LY O O il w00 2

Blur: [O07 2| Blur offset: [0.0 = Rotate

4k 4k

4k

[- Qutput |
[~ lrwvert Dutput mount: [T0 3]
[~ Clamp RGE Offszet: |-|l5 ﬂ

RGE Level [T0 3]
BumpAmount:l'I,D ﬂ

[ &lpha from RGE Intensity
[~ Enable Color Map

— Color Map
" BGE & Mono [T Copy CurvePaints

B I *|F | X

1

i]
w11 = 2 P e Wy

© Render Scene: mental ray Renderer

|ndirect Murmination | Proceszing | Fiender Elements |
Commaon | Renderer |
[+ Sampling Cluality i
i+ Rendening Algonthrs i
[- Shadmws & Displacement |
~ Shadows
v Enable Mode: ISimpIe -
Shadow Maps
[¥ Enable ¥ Mation Blur

[¥ Bebuid [[a Not Redlse Cache)

™ UseFile .|

r Dizplacement [Global Settingz)

%

v iy W Smoathing
Edge Length:  [1.0 ﬂpiﬂels

Max. Displace: [1500.0mm 2| Max. 5ubdiv.:|E4K -

i+ Camera Effects i

& Production Preset: | - =

i ActiveShade Vle'f-{"ﬁﬁﬁ:'lview: face - ﬂ

Fender

<< Vcmanoexa napamempog kapmoi
mexcmypul 013 napamempa Extrusion Map
wetioepe 3D Displacement.

B camom metinepe 3D Displacement (3ds Max),
s yKasall CIIeAYIOIIre 3HAYCHHSI B TapaMeTpax
Displacement Length u Extrusion Strength —
10,0 mm u 65,0 COOTBETCTBEHHO.

Displacement; &S; IMap #3 j acement [3dzmax]

| - 30 Dizplacement [3dzmax] Parameters |
Object Independent ... ... ... .. ~3
Dizplacement Length. .. ... ... ..., I 10,0rmm ﬂ
Ewtrugion Strength . ... L IEE,IJ ﬂ J

L ———

Estrusion Map . #4 {monster_head_detail3-21001+D16. 1) |
Direction Strength ... ... L ID,EI ﬂ J
Direction Map . Mane |

Hacmpotixa wetioepa 3D Displacement (3ds
Max)

B oxne Render Scene 51 BBIOTHUI ClieayOIINE
HacTpoiiku: ykazaB Edge Lentght = 1,0 pix.,
Max. Displace = 1500,0 mm, Max. Subdiv. =
64K. ®naxku View & Smooth s octaBun
HETPOHYTHIMHU, T.€. BKIIOYCHHBIMHU.

<< Ilapamempuwl 6 okne Render Scene.

HpOI/I3BeI[}I BU3yaJIM3alluiO, S MMOJYYUJI BOT
TaKOM BOT PE3yJIbTar.

Pe3ynomam eusyanuzayuu xapmul cmeujenus
npumeneHHoul Kk mooenu 6 3ds Max.
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Teneps coBeT, cTapalTech CO3/1aBaTh HE TOJIBKO KapTy cMemieHus (displacement), HO U KapTy
penbedHOCTH (bump) T.K. KapTa CMEIICHHUS] MOKET HE TiepeaTh BCEX MEJKUX JeTalieit Ha MOACIH 1
IIPY 3TOM, €CJIA BbI HAKPYTHTE OYCHb CEPbE3HbIC HACTPOUKH. BbI MOKETE HE TOKIATHCS TIOKA
KOMIIBIOTEp 00paboTaeT Balry MOJIENb, WM 4ero Xyxe npocto He xBaTuT O3Y u 3ds Max cooduut
BaM O OIIHOKE.

[lononHuTenbHbIe NpuMepsbl Ucnosib3oBaHua displacement B Bu3yanusaumm

CNOXHbIX MOOENEN.

Jlnst metanu3any OpraHMvIecKuM MOJICNICH Tak ke UCTIoNb3yIoT displacement maps co31aHHBIX
MOCPEACTBAM MPOTPaMM CKYJIBITOPOB, TakuxX Kak ZBrush niam Mudbox. Koneuno, MoxHO
CO371aBaTh KapThl CMEMICHUS U TIocpeacTBaM 00baHOTO Photoshop, HO 3TO 3aHMMaeT HaMHOTO
0oJbIIIe BpEMEHH, YEM C UCIIOJIb30BaHKUEM, K IpuMepy, ZBrush.

”““# 2 :ﬁe ¥ ST e ¥ . le 2
Ilepconasc «OOloxy demanuzayus Ha Kodce u «Crynonmypa» demanu nogepxHocmu
nanowagma 6wiia ocywecmenena 3a cuem aemop 6ONIOMUN 3a cyem Kapm
NpUMeHeNUs Kapm cMeujenus, 01 0emanusayuu cmewenus (Buzyanusuposano ¢ nomowpio
MOoOenu nepcora’ica ucnovzosanu ZBrush Mental Ray).

(Busyanusuposaro ¢ nomowwto Mental Ray).

Omom nepconasic makaice Obll CO30aH C
ucnonvzosanuem displacement maps co30anHvix 6
ZBrush.
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Ha stom s 3akanumBaio ypok no displacement B mental ray ans Autodesk 3ds Max 9. Bee uto Bb
HPOYHTAIHN 34ECh 3TO TOJIBKO METO/BI, KOTOPBIE MHE OBIIM M3BECTHBI HA MOMEHT HAITMCAHUs yPOKa.
Bb1 BostbHBI camu, [T ce0s BBIOMPATh TOT WM HHOW METOA pabOoThl ¢ KapTaMu CMEUICHUS U
meiaepamu mental ray Renderer, Bce 3aBHCUT HCKITIOYUTENBHO OT Bac. [lompoOyiite
CaMOCTOSITENIEHO «IIOUTPAThCS ¢ HACTPOMKAMU IIEHIEpPOB, U TOCMOTPETh KaKOi pe3ybTaT OHU
JatoT.

Bripakato ocoOyto 6marogapaocts Anekcannpy Kemmteimoy (skif) u Autony YeueHneBy
(hypAnimatico). PeGsita, 6e3 Bamux COBETOB U TOMOIIM MHE OBIJIO OBl CII0KHO HAIUCATh 3TH

YPOKH.

C yBaxxenuewm, Jmutpuit Yexmnos aka dimson3d.

CrermanbHo 14 caiita render.ru
29 November 2007.

-38 -



	displace_1stpage_2ndEdition_2.pdf
	displace_tutor_printVer_04_v05.pdf

