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OCHOBHbIE NOHATUA

TpeboBaHuA K cucteme

Hanee nepeuncieHa KOHQUrypaLuusi TEXHUUECKUX U CUCTEMHBIX MPOrpaMMHBIX CPEACTB s
paboTbl ¢ 64-paspsaHoit mporpamMmoit 3ds Max 2014, pekomenayemas ¢upmoii Auto-
desk [19].

OnepaimonHele cucteMbl Microsoft Windows 7 uin Windows 8 Professional x64.

Jlnsg aHUMalMu W BOCIpPOM3BeJieHUs OOBEKTOB Majloll M cpeAHell ciiokHocTH (He Oonee
1000 petaneii unu 100 000 mONMUroHOB):

4 wmHOros/epHbIe nipoueccopst Intel 64 i AMD 64;
MUHUMYM 4 ['6aiiT onmepatnBHOiT mamsaTn (pekomeHayercs 8 ['6aiiT);

4,5 I'6aiiT cBOOOIHOTO MPOCTPAHCTBA HA TUCKE JJISl HHCTAISIMN TPOTPaMMBI;

> & o

rpaduyeckuii anantep, noanepxkusaroumii Direct3D 10, Direct3D 9 wiu OpenGL, ¢ 00b-
€MOM BHJeonaMsaTH He MeHee 256 MOaiiT (pekomenayetcs 1 ['0aiir);

TPEXKHOTIOYHAS MBIIIH C IpaiiBEpoOM;
npuBoa DVD-ROM;
Opayzep Microsoft Internet Explorer 8.0 unu Bbie nu6o Mozilla Firefox 3.0 unu Bbitie;

* & & o

nojkitoueHne k MHTepHeTy ans 3arpy3ku daitnoB u moctyna k Autodesk Subscription
Aware.

[Tporpamma 3ds Max 2014 He paGotaeT ¢ 32-pa3psIHOIl onepaluOHHON CUCTEMOIA.

Bosee moapoOHble TpeOOBaHMS K TEXHUUECKUM CPEACTBAaM CHCTEMBI, rpadIecKUM KapTaM U
JpaifBepam MOXKHO TTOCMOTpPETh Ha opHuLIHaIbHOM caiite hupmbr Autodesk [20].

MUHTepdenc nporpammol

Hauano pa6otbl

[Tocne 3anycka 3ds Max 2014 Ha skpaHe MOsIBJIIETCS I1aBHOE OKHO Mporpammsbl (puc. 1.1).

[lepBblii mar B U3y4eHUM MPOrpaMMbl HAUHEM C CO3JlaHusl yaiiHuka. JIJis 3Toro crnpaBa Ha
KOMaH/HOW naHenu BblOepuTe komanay Teapot (Yaiinuk) (koMaHAa BBICBETUTCS >KENThIM
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Puc. 1.1. [naBHoe OKHO nporpamMmbl

LBeTOM). 3aTeM NepeMecTuTe ykasareib MblliM B OKHO Perspective (IlepcnextuBa), Tam Ha-
JKMUTE JIEBYHO KHOMKY MBILIM U, HE OTIYCKas ee, MepeMecTUTe yKa3zaTelb Ha MPOU3BOJbHOE
pacctosiHie. B okHe Perspective nosButcs n3o0paxeHue yaiiHuka. Tenepp ILENKHUTE Tpa-
BOI KHOTIKO# MBIIIH, YTOOBI OTMEHUTH JelicTBre koMaH bl Teaport, a 3aTeM elre pa3 IIejK-

HUTE JIEBOW KHOMKOW /711 OTMEHBI BBIIECIEHUS TOCTPOEHHO-
ro yaifHMKa.

BBepXy OCHOBHOIO OKHa pacrojaraercs TJlaBHOe (BbIMa-
natoutee) meHto ¢ komangamu (Edit, Tools, Group u T. 1.).
HOZ[ HUM pacCnojioKeHa TJjiaBHasA MaHeJb MHCTPYMEHTOB C

5] B2
WKOHKaMHM KOHKPETHBIX KOMaH] =S| 52, ...). Ko-

MaH/IHbl€ NaHEeNU, KOTOPbIMU MOJIb3YIOTCS Yallle BCEro, Ha-
XOJSTCS CIpaBa.

OzHaKo 3TUM He MCYeprbIBaeTCsl MepeyeHb OCHOBHBIX KO-
MaHa mporpammbl 3ds Max 2014. B nmroboM cBoGOAHOM
MecTe TJIaBHOW MaHenu MHCTPYMEHTOB LLUENKHUTE MpaBoi
KHOMKOW MbIK U Beigenute cTpoky Ribbon (Jlenra)
(puc. 1.2).

Puc. 1.2. Aktuensaums nasenu Ribbon

View

S ES SR

Customize...

v | Command Panel

¥ Main Toolbar
Axis Constraints
Layers
Extras
Render Shortcuts
Snaps
Animation Layers
Containers
MassFX Toolbar
Ribbon

h Viewport Layout Tabs

Brush Presets
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[lon riaBHOM MaHeNblO HHCTPYMEHTOB MOSBUTCS OOJIBLION CMUMCOK JOMOJHUTENBHBIX KOMaH
(puc. 1.3), pa3nenenHbix Ha Heckonbko kateropuii: Modeling, Freeform, Selection, Object
Paint, Populate. Komanabl kaxx 0l KaTeropuu OTKPbIBAIOTCS LIETYKOM MO €€ Ha3BaHHUIO.

Modeling  Fresfarm Selection Object Paint Populste (D~
. | NoObject.. Align: ~ B w0000 (o x-0 3 B X 100 3
: - XY § 0,000 0 i 0
E i v: |0, = Y- 5 - ¥u 100 |5
Bo% et 000cs B
Fill#: (10 [ Spacing: |4,000% W [0,000% z-0 2 7. [100 4
Paint Objects = Brush Settings =

Puc. 1.3. KomaHngbl Ha naHenu Ribbon

KomaHaHas naHenb

KomanzHas manenb pacrofioxkeHa B MPaBOi YacTH 3KpaHa M Co-

JepkuT wectb Bkaanok: Create (Co3natb)

HUTD)
HHUE)

ThI)

Bknagka Create| “1*

¢

7al\

L@

VA

(puc. 1.4).

Geometry (I'eomer

Hierarchy (Mepapxwus)
, Display (OtobpaxeHue)

e
1

, Modify (H3me-

&

[o]

, Motion (JIBuxe-

un Utilities (YTunu-

Puc. 1.4. KomaHgHas naHenb

A B e[= 2

0@ &b 2 %
ISmndard Primitives hd
& Object Type |

= AutoGrid

Box | Cone |
Sphere | GeoSphere |
Cyinder |  Tube |
Torus | Pyramid |
Teapot | Plane |

[- Name and Color |
[Planeoo1 B

CIIYXKUT [Jid CO3JaHusA MCOMETPUUCCKUX O6T>CKTOB, a TaK)K€ MCTOYHH-
KOB CB€Ta, BUPTyaJIbHbIX KaM€p, BCIIOMOTaTEJIbHbIX 00BEKTOB U 00BEMHBIX Z[e(l)OpMaL[I/If/'IZ

®)

pusi)

— MO3BOJIACT cO34aBaThb IPOCThIE U COCTaBHLIE OGB&KTBI,

CUCTEMBI YaCTHII, 00BEKTHI JJI apXUTEKTYPHBIX, NHXCHEPHBIX U KOHCTPYKTOPCKUX pa60T,

OKHa, ABEPU U IIp.;

Shapes (Dopmbl)

@

— co3naet o0bekTsl THNa Splines (CrutalfHbl — JIWHWUHM, TPSMO-

YTOJILHUKH, OKPYXKHOCTH, TekcT u apyrue nunann), NURBS-kpuseie, Extended Splines
(HononHuTeNbHbBIC CIIIAHBI);

. =3
Lights (McTounuku ceera) — MO03BOJISET A00ABIISATh B CLIEHY UCTOYHUKH CBETA;

Cameras (Kamepbl)

&

— 100aBIIAeT B CLIeHY BUPTYaJIbHBIE KaMephl;

Helpers (BcniomoratenbHble 00bEKThI) — OHM HE BUJHBI NIPU BU3yallM3alUH CLEHBI,
HO BJIMSIIOT Ha MOBeJeHNe 00BEKTOB;



6 Maea 1

4 Space Warps (O6bemHble nedopmariyn) AR JIAlOT BO3MOXKHOCTb J1OOABJIATH B CLEHY
o0bemMHble iehopmalivu;

4 Systems (JlonoiHUTETbHbIE UHCTPYMEHTHI) — MO3BOJISIOT HOOABISITh B CIEHY CHUC-
TEMBI KOCTel, CKeNeT U Apyrue JOMNOIHUTEIbHbIE O0BEKTHL.

Bxrnanka Modify @ MO3BOJISIET M3MEHSTh TapaMeTphI JII0O0TO BBIIEICHHOTO 00BeKTa CIie-
Hbl. C ee MOMOUIbIO BBIAECIEHHOMY OOBEKTY MOXKHO Tak)Ke Ha3HAUUTh MOAU(DUKATOPHI, Ha-
CTPOMKHN KOTOPBIX MEHSIIOT HerocpeacTBeHHO Ha Bkiaake Modify. Brinenvre yaitHuk u me-
peiinnte Ha BKiIanky Modify. B ceutke Parameters sToro Moaudukaropa n3MeHnTe 3Haue-
Hue napamerpa Radius u Haxxmute knasumy <Enter>. Pasmepsl yaliHuka U3MEHATCS.

OcTanbHble BKJIaAKH 6y,Z[YT PacCMOTPEHBI B NOCJICAYIOLINX YITPAXKHCHUAX.

KoHdurypaumsa BuaoBbIX OKOH

BuptyanpHOE TIPOCTPaHCTBO, B KOTOPOM pabOTaeT MOIb30BaTeb MPOTrPaMMbl, HOCUT Ha3Ba-
HHe TPeXMEePHOii cieHbl. BUI0BOE OKHO, B KOTOPOM BeneTcs paboTa, MOACBEUNBAECTCS XKeJl-
TBIM IIBETOM M Ha3bIBacTCsd aKTHBHBIM. BUIOBBIX OKOH deThipe — Bui crniepenu (Front),
ceepxy (Top), ciesa (Left), a Takxe 3D okHo — Perspective. PazmMepbl BUAOBBIX OKOH MOX-
HO MEHSTH: TIOABEJNTE YKa3aTelb MBI K TPaHHIIE MEeXKTy OKHAMHU, HAKMHUTE JICBYIO KHOTIKY
MBIIIN U, YIepKUBas ee, epeMecTUTe yKaszaTellb B Hy»kKHOe MecTo (puc. 1.5).

Puc. 1.5. lameHeHune pasmepos BUAOBbIX OKOH

Puc. 1.6. 3aronoBsok okHa Puc. 1.7. MeHto komaHg,

J5i1 BOCCTaHOBJIEHUS] OJJMHAKOBBIX pa3MepoB OKOH MOJBEAMTE yKa3aTellb MbILIU K paHulle
MEXIy OKHaMH, LIEJIKHUTE MPaBOil KHOMKOW MBIUIM U B MOSBUBLIEMCS KOHTEKCTHOM MEHIO
BbIOepuTe koMaHy Reset Layout (BoccTaHOBUTH KOMIIOHOBKY).

Kaknoe BUZI0BOE OKHO MMEET 3aroJIoBOK, pacrlojOXKEeHHbIH B BEPXHEM JIEBOM YIIIy 3TOTrO OK-
Ha U cocTosimuii u3 Tpex yacteil (puc. 1.6). [lleq4koM KHOMKOW MBIIIM HA YacTH 3arojioBKa
BbI3bIBAETCSl MEHIO KOMaH/I C COOTBETCTBYIOLMMU HACTPOWKaMU BUIOBOTO OKHA.

B nmro6oM BHIIOBOM OKHE IIENKHUTE MBIIIBIO Ha 3HaUKe [+]. OTKpoeTcss MeHIO KOMaHI, OTHO-
csimeecs K 3TOM 9acTh 3aroyioBka (puc. 1.7).
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Bribepute B Hem komaHny Configure Viewports (Hactpoiiku BuaoBbix okoH). Packpoercs
muanoroBoe okHo Viewport Configuration (Kondurypanws umoBoro oxHa). 3mech Ha
Bkianke Layout (KommoHOBKa) MOXKHO BBIOpATh JKeTaeMyl0 KOMIIOHOBKY TJIABHOTO OKHA
nporpammsl (puc. 1.8).

[ Display Performance ] Regions ] Statistics I ViewCube l SteeringWheels |
[ Visual Style & Appearance l Backaround I Layout ] Safe Frames l

Front

Click in viewport
image to select
view type.

Apply |

Puc. 1.8. Hactpoiika KOMNOHOBKW BUAOBBLIX OKOH

L{BeToBas ramma okHa mporpammbl 3ds Max 2014 aBropy KakeTcsl CIMIIKOM TeMHOH. [Ipn
JKEJIAHUY €€ MOXKHO U3MEHUTH. I 5TOr0 B BEpXHEH CTPOKE LICJIKHUATE JI€BOM KHOIKOW MbI-
WM Ha KoMaHJe rnaBHoro MeHo Customize (HacTpoliku), a 3aTeM B HHCMAJAOIIEM MEHIO
BeiOepuTe koMaHay Custom UI and Defaults Switcher (Hactpoitku nonb3oBarensckoro
uHTepdetica). OTKpoeTcs MATOroBoe OKHO BEIOOpa HAYABHBIX YCTAHOBOK JJIsi MHCTPYMEH-
TOB M KOMIIOHOBKH TOJIb30BaTeNbckoro nHTepgdeiica Choose initial settings for tool options
and UI layout (BsiOop HayanbHbIX YCTAaHOBOK JJI HHCTPYMEHTOB M KOMIIOHOBKH I0JIb30Ba-
TenbcKkoro uHTepdetica). B mpaBoif wactu atoro okHa ¢ HazBanmeM Ul schemes (Cxembr
NoJib30BaTeNbckoro uHTepgeiica) BeIOepUTe CXeMy MOJb30BaTeNLCKOro uHTepdeiica ame-
light (cetunblif). HaxxmuTte kHomky Set (YcTaHoBUTH). [[BeToBas raMma OKHa MpOrpammbl
M3MEHWTCS M cTaHeT OoJiee cBeTJOi. DTa cxeMa Mojb30BaTelbeckoro nHTepdeiica Oyner wc-
MOJIb30BaThCA HAMU B JallbHEHIIEM.

LlenxkHyB Ha cpemHeil yacTh 3arojioBka BUAOBOIO OKHA, MOXKHO Ha3HAYWTh B OKHE OTOOpa-
JKeHHeE CLEHbI B OTHOM M3 BBIOPAHHBIX MPOSKLMI UK BUI U3 Kamepbl (puc. 1.9).
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ive ] [Realistic ]
Cameras »

Lights 3

¥ Perspective
Orthographic
Top

Bottom

m m +H C ™

Front
ek Puc. 1.9. HasHaueHue
Left L npoeKLum

Right B B OBOM OKHE

Restore Active Perspective View
Save Active Perspective View
Extended Viewports [

Show Safe Frames Shift+F
Viewport Clipping

Undo View Change Shift+Z
Redo View Change Shift+Y

NMaHenb ¢ KHONKamMu ynpaBrieHnsd BugoBbiMM OKHaMu

OTa maHeNnb HaXOJWTCS B TPaBO HIDKHEW YacTH INIaBHOTO OKHA MPOTPaMMBI M COIEPKUT BO-
ceMb kHomok (puc. 1.10).

Puc. 1.10. KHonku ynpasneHus BUA0BbIMY OKHaMK

t o
¢ Zoom (MaciutabupoBaHue) — 1oclie BIOOpa 3TOH KOMaH/bI ISl U3MEHEHUs Mac-
mrada n300pakeHns HE0OXOIMMO B aKTUBHOM BHIOBOM OKHE MEepeMeIaTh MBIIIb, Yaep-
KMBas HAKATOM ee JIeBYI0 KHOMKY.

TMPUMEYAHNE

To xe camoe MOXHO BbINOSIHUTL C NMOMOLLbID "ropAYmMx” KnasBuLL: Ha KnasmaType KOMMblTEpa
Haxmute knasuwy <[>, 4yTOObl yBENWMYMTbL pasmMep M300paxeHus, unu knasuwy <>, 4TOObI
YMEHbLUUTL n3obpaxerune. U ewle: B nobom OkHE LUENKHUTE NEBOI KHOMKOW MbILLK, @ 3aTeM ne-
peKaTbIBalTe KONECKKO MbILUM B 10Oy CTOPOHY.

4 Zoom All (MacrabupoBath BCe OKHA) — KOMaHJ]a aHaJOrM4Ha Mpeabiayeil, Ho
BO3JICICTBYET Cpa3y Ha BCe OKHA.

¢ Zoom Extents (MaciitabrpoBaTh akTHBHOE OKHO 0 3an0nHeH1/1;1)— MOKa3bIBAET
BCIO CIICHY B aKTHMBHOM BHIOBOM OKHe. Ecim B ciieHe BBIOpaTh ONUH WJIM HECKOJIBKO
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00BEKTOB, TO BapuaHT AaHHOW koMmaHbl Zoom Extents Selected (MacutabupoBath Bbl-
r_n

JleJieHHble 0ObEKThI JI0 3aIlOJIHEHUs aKTMBHOTO OKHA) 0TOOpa3uT BblJeNeHHbIE 00b-

€KThI B LIEHTPE BUJIOBOTO OKHA.

Zoom Extents All (MacmTabrupoBarh Bce OKHA 10 3aIOTHEHS) — KOMaHJia aHaJo-
FHYHA MpeabIAyIeil, HO BO3AEWCTBYET cpa3y Ha BCe OKHa.

Zoom Region (MacmtabupoBars 0071acTb) — BBIOOp (hparmMeHTa M300paKeHNs pam-
koii. Field-of-View (Yron 3peH1/1;1)— WHCTPYMEHT BO3JEHCTBYET TOJBKO Ha Tep-

CIEKTUBHOE U300paXkeHue, NpubInKas uin yJaanss ero.

. iy

Pan View (IlepemecTutsb BI/I):[)— nepeMenieHne M300pakeHns BHYTPH aKTHBHOTO
OoKHa. MOXHO MHaue: B J'IIO6OM BUJOBOM OKHE€ HAXXMUTE Cpe,I[HIOI'O KHOHKy MBI U, HE
OTHyCKaﬂ ee, HepeMeCTI/ITe yKa?;aTeJ'IB B HY?>)KHOM HaHpaBHeHI/H/I.

Orbit — BpalleHUe BOKpPYT LIEHTpa BUJOBOro OkHa. BapuaHt 3Toii komanabsl Orbit

Selected

a Orbit SubObject — LIEHTP BBIJIENICHHOTO MOJI0O0bEKTA.

B Ka4e€CTBE LEHTpa Bpall€HUA HUCHOJB3YET LUEHTP BBIACICHHOTO O6'beKTa,

Maximize Viewport Toggle (Pa3BepHyTh akTUBHOE OKHO Ha BECh 3KpaH) . — mepe-
KJIIOYaeT aKTUBHOE OKHO Ha BECh 3KpaH WJIM BO3BpALLAET ero B Mpelblayliee COCTOSIHUE.
To ke camoe MOXHO CAeJaTh ¢ MOMOILBI0 KiIaBuil <Alt>+<W>.

Co3paiiTe ABa YaliHMKA U NOTPEHUPYHTECH B yIIPaBI€HUN BUIOBBIMUA OKHAMHU.

Pexumbl otob6paxeHus

BuoBoe OKHO MMEET HECKOJIbKO PeXUMOB OTOOpakeHus. s MX Ha3HAueHUs cliedyeT
LIEJIKHYTb JIEBOW KHONKOH MBIIIM HA MpPaBOi YacTH 3aroyioBka okHa. OTKpoeTCs MepeyeHb
pa3IMuHBIX PEKUMOB O0TOOpakeHus clieHsl (puc. 1.11):

¢

Realistic (Peanmictnunbiit) — 0OBEKTH B BHOBOM OKHE MPEACTABIISIOT OO0 CriaKeH-
HBbIE TIOBEPXHOCTH, Ha KOTOPBIX BUAHEI OMKN U TEHU OT APYTUX 00BEKTOB. J[aHHBIH pe-
MM OTOOpakeHHsl yallle BCero 3aiaroT Ajs okHa Perspective. OqHako okoHUYaTeNnbHbIH
BUJ CLICHBI MIOJIy4YaeTcsl TOJIBLKO MOCe BBIMOIHEHHUs] KOMaHAbI BU3yall3aluy;

Shaded (C 3areHeHHeM) — TO e, HO TeHH Ha JIPYTUX 00beKTax OTCYTCTBYIOT;

Wireframe (KapkacHas MoJieNib) — 3HAUUTENBEHO OBICTpee OTOOpakaeT 0OBEKTHI U yIIO0-
OeH Juid paboThl CO CTPYKTYpOil 00beKTa;

Edged Faces (I'paHu) — Ha MOBEPXHOCTSIX BUHBI IPAHULIbI FPaHEH;

Viewport Background (®oH BHIOBOro 0KHa) — OTKPBIBAET JAOMOJHUTENBHOE MOAMEHIO.
Komanna Gradient Color (I'paguenTHbIii OH) ycTaHaBiIMBaeT B BUJIIOBOM OKHE Ipajiu-
eHTHbIi (hOH, He Bceraa yno0Hslil B padote. Jlyuie BoiOpars onuuto Solid Color (PaBHo-
MepHbIi (QOH), W TOrma BHUAOBOEC OKHO OyAeT MMeTb paBHOMEpHBIM (oH. Onuus
Environment Background (®oH okpyxeHHsl) yCTaHaBIMBAaeT B BUJOBOM OKHE TOYHO
Takoit xe (oH, kak u B okHe Rendering (Buzyanuzauus) | Environment (Okpyxarolas
cpena) | Color (Liger).
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v Realistic

Shaded
Consistent Colors

Edged Faces

Facets

Hidden Line
Wireframe

Bounding Box

Clay

Stylized

Display Selected
Lighting and Shadows
Materials

Viewport Background

Configure...

Shift+F3

Puc. 1.11. Pexumbl 0ToBpaxkeHnsi B BUAOBBLIX OKHaX Puc. 1.12. Pexumbl 0ToBpaXkeHnsi B BUAOBbLIX OKHaX

p 9119917 aag

¢ apainsepamu Tuna Nitrous c Apaiieepamu Direct3D n OpenGL

Puc. 1.13. Hacrpoiika gpaiiBepos
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[TepeuncneHHble peKUMbI OTOOpaXkeHus OoCHOBHEBIE. [IpoBepbTe AelicTBUE 3TUX U JAPYTUX pe-
»kuMoB Ha o0bekTe Teapot (YaiiHuK).

B yka3zaHHOM BHJE MEHIO C peKUMaMU 0TOOpakKeH!s! B BUIOBBIX OKHAX OTKpPbIBAETCS TOJBKO
npu ucnosib3oBaHuu apaiieepoB Nitrous Direct3D 11, Nitrous Direct 3D 9, Nitrous Software.
Ecnu e mporpaMma HacTpoeHa Ha mpumeHeHue apaiiBepoB Direct3D 9 unau OpenGL, TO
OKHO C pexkuMaMu oToOpaxxeHus OyAeT BbIrisneTh uHave (puc. 1.12).

HpaiiBepnl HacTpauBatoT B okHe Preference Settings (HacTpoiiku napamMeTpoB) Ha BKIajaKe
Viewports (Bunosble okHa). OKHO OTKpBIBAeTCsl MO KOMaHJe MaBHOro MeHio Customize
(Hactpoiikn) | Preferences (Hactpoiiku nmapametpos) (puc. 1.13).

BbigeneHne oobLeKToB

OO0beKT BbIACIAIOT nepen o000l onepauueid ¢ HUM. OObEKTbl MOXHO BBIOMpaTh, 10O
LIeJIKHYB Ha HUX, JUOO OMpeaesiuB 00J1acTh, BbIOUpAIOLIYl0 00beKThl. OOBEKT MOXKHO Bbl-
OpaTh B Jr0OOH MOMEHT, KOTJIa akTMBHa kKHomka BbiOopa Select Object (Bbimenuts 00b-

eKT) @ unu obast KHOMKa TpaHcdopMalun odbekTa "%" , , 'Iﬂ Ecnu BbIOpaHHBIi
00BEKT HAXOJUTCS TIepe]] IPyTUM 00BEKTOM, TO MOXKHO OTMEHHUTH BBIOOD MepeIHET0 00BEeKTa
1 BBIOpATh 3aJHUH MIPU MOMOIIY MIeTYKa KypCOPOM MBI Ha 00JIACTH MepecedeHus] 00beK-
ToB. lllenmuok B 06nacTH, rae 0OBbEKThI MepeceKaroTcs, cHavala odecreunBaeT BHIOOP Tepea-
Hero oObekTa. Kaxaplit mocnenyromuil merdok oTMEHseT BBIOOP TeKyllero o0beKTa U BbI-
OnpaeT 00BEeKT, HAXOAALINICS TITy0)Ke Ha CIeHe.

Pexxumbl BI:IGOpa 00BEKTOB OHpeZ[eJ'[SH-OTCSI C MOMOLIBIO KOMaH/]I IJIaBHON MaHeu HUHCTPY-

MEHTOB ﬂ Komanna .| nMeeT Heckobko BapuaHToB (puc. 1.14). IlompoOyiite
KaXIblii U3 HUX, HpeI[BapI/ITeJ'ILHO €03/1aB HECKOJIbKO MPOCTBIX OOBEKTOB.

Komanpga || onpenenser, kak IMEHHO OYIyT BBIIENSAThCS 00bekThl. Ecnu qaHHas komaHaa
HE aKTHUBM3MPOBAHA, TO JISl BEIIENEHHUsT O0BEKTa JOCTATOYHO OKHOM BBIOOpPA 3aXBATUTH JIFO-
Oyro ero yactb. Eciu akTHBM3MpOBATh 3Ty KOMaHy, TO 00beKT OyAeT BHIOPaH TOJNBKO B TOM
cllydae, ecii OH LISIMKOM OXBayeH 00J1acThIO BEIOOpA.

OO0BEKTbl MOXKHO BLIOpATh TaKXke M0 UX UMEeHH ¢ MoMollibio okHa Select From Scene (Bbize-
JIUTH B CLIEHE), KOTOPOE OTKpPbIBAaeTCs LIeTYkoM o komaHzae Select by Name (Boinenuts no

VIMEHH) | = Lt TTIaBHO¥ MaHe MHCTPYMEHTOB.

Mento Edit Taioke coIepKUT HEKOTOPblE KOMaH/bl, KOTOPbIE KacatOTCs BbIAeNIEHUs] 00bEKTOB
CLIEHBI:

4 Select All (BoizenuTh Bce) MO3BOJISIET BbIIEIUTh BCe 00BEKThI CLiCHbI (KOMOMHALIUS KJia-
Bull <Ctrl>+<A> nelicTByeT aHaJIOTUYHO);

4 Select None (CHsITh BblIe/IeHHE) — OTMEHUTDH BbIICICHHUE;

4 Select Invert (MHBepTHpOBaTh BbIJEIEHNE) — BBIACIUTH OOBEKTHI, KOTOPBIE IO BHIMOJI-
HEHUsI KOMaH/bl ObUTM HEBbIAEIEHHbIMY, U OJHOBPEMEHHO OTMEHUTh BblAeleHHe 00bekK-
TOB, KOTOPBIE OBUTH BBIIEIICHBL;

4 Select By (BoimenuTh 1Mo) — OTKpPbIBaeT MOJMEHIO C paclIMPeHHBIMI KOMaHIaMHU BbIjie-
neHust. Bel MoxkeTe BbIAENATh 0OBEKThI MO LBETY, 10 UMEHHU U 110 HOMEPY YPOBHSI.
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Ecnu npu pabote co cnoxHOii clLieHoii TpedyeTcsi BHIOpaTh 00bEKThI ONPeaeIeHHOro TUIa, TO
MOYKHO BOCTIONIB30BAaThCS KOMAaHAOW (UIBTpalMy BBIOOPKHM, PAcToJIOKEHHON Ha TIaBHOMN
naHenu MHCTpyMeHTOB (puc. 1.15). [locne ompeneneHus tuna B cnucke (GUIABTPOB MOXKHO
OyzneT BbIOMpaTh TOJNIBKO O0BEKTHl NaHHoro Tumna. [lo ymomuaHuto HasHadeH ¢uibtp All
(Bce), no3Bonstoniuii BLIOUpATh Jt0Oble 00bEKTHI.

Tools  Group  Views

] T

Geometry
Shapes

Puc. 1.14. Pexumbl Boibopa 06beKTOB Puc. 1.15. dunbtpauuns Boi6opku

[1pu pabote co cI0KHOM CIEHOW BRIOOPKY MOXKHO 3a0JIOKUPOBATE, UTO MPEJOTBPAIIALT CITY-
YaifHoe ynayieHne BBIOOPKH. BIOKMPOBKY MOXKHO BBINIOJNIHWUTSH, LIEJKHYB KHoOMKoW Selection
Lock Toggle (IlepekntouaTtenb OJOKMPOBKU BBIACJICHUs) C MUKTOrPaMMOI 3aMKa, HaXoJs-

uleiics B HUKHEH yacTu sKkpaHa . Jlo Tex nmop, noka GJI0KUpOBKa He OyIeT CHATA, HEelb3s
HU BbIOpATh HOBBI OOBEKT, HU COPOCUTH BblAeNIeHHE. BIIOKMPOBKY CHUMAIOT MOBTOPHBIM
Ha)KaTHEM TOM 7K€ KHOIKH.

TpaHcdopmauum o6bEKTOB

YroObl mepeMecTUTh OOBEKT B BUIOBOM OKHE, MOJKHO BBIICIHTH €T0, a 3aTeM Ha TJIaBHOI
MaHeJI MHCTPYMEHTOB akTHBU3HUpoBaTh komaHay Select and Move (Bbigenuts u nepemec-

+
0%
+

TUTB) . TlepeMenienre OcyIecTBIAETCS B HAIIPABIEHUH TOH OCH, KOTOpas MOJCBEUYHBA-
eTcsl J)KeNThIM 11BeToM. TakuM o0pa3oM, mepemelnath 00beKT MOXKHO B0Jb oceil X, Y, Z uiu
B miockocTiax XY, YZ, XZ.

Bonee TouHO mepeMecTUTh 0OBEKT MOXKHO C TMOMOIIBI0 KOHTEKCTHOTO MEHIO, IIENKHYB Mpa-
BOI KHOMKOM MBILLIM Ha MpeABapUTESLHO BbIIEIEHHOM 00bekTe. B mosBuBLIEMCS KOHTEKCT-
HOM MeHIO mocie 1enyka B ctpoke Move (IlepeMecTuTh) Ha 3HAUKe MPSIMOYTOJILHUKA OT-
kpbiBaeTcsi okHo Move Transform Type-In (Boa nanusix ans nepemernenust) (puc. 1.16).

B neBoif yacTi 3TOr0 OKHa BBOZST aOCOJNIOTHBIE KOOPAWHATHI HOBOTO MOJOXKEHUS 00BEKTa
(Absolute:World), a B mpaBoif 4acTu — OTHOCUTEJIbHBIE KOOPJUHATHI €ro MepemMelleHMs
(Offset:Screen).

OkHo Move Transform Type-In MOXXHO OTKPBITH TaK)Ke€ LIETYKOM MPABOl KHOMKK MbILIH

+
Ha komange Select and Move Ha IJIaBHOM MaHEeNI HHCTPYMEHTOB.
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Absolute:world——— — Offset:Screen
S g U IV [ —
v i Y (—
2 P B A1y —

i

A

L

Select Similar

Puc. 1.16. KOHTEKCTHOE MEHIO U OKHO BBOAA AaHHbIX

TouHble KOOPAMHATHI MOJIOKEHUSI 00BEKTa MOKHO yKa3aTh TakKe B HIKHEH yacTu mporpam-
MBI B TOJISIX JUisi BBoja koopawHaT X, Y u Z. [1o yMonmyaHWio TaMm 3aqaroTcst abCOOTHEIE
KOOPAMHATHI MOJIOKEHUS JIOKaNIbHOM crucTeMbl KOOpAMHAT 00bekTa. Eciu cneBa akTMBU3UPO-

BaThb KHOMKY , TO B 3TUX MOJSIX MOXXHO BBECTH OTHOCHUTENIbHbIE KOOPAMHATHI CMELIEHUS
o0bekTa BIoJIb oceit koopauHar (puc. 1.17).

Puc. 1.17. 3agaHne oTHOCUTENbHbBIX KOOPANHAT CMELLEHNS 06bekTa

KoopauHatel BpaieHus: 00beKTa yKa3blBalOT aHAJOTHYHO — B OKHE, KOTOpOe OTKpbIBaeTCs
NpH 1IelYKe Ha 3Hauyke MpsAMOYroiibHMKa Bozie cTpoku Rotate (Bpamarts) nmubo memukom

npaBoil kHonKoi MbIK Ha komanze Select and Rotate (Borigenuts 1 noBepHyTh) O Ha
[JIaBHOI MaHelu UHCTPYMEHTOB.

CyliecTByIOT TpW ONUMHM KOMaHABI MacIITaOMPOBAHWS, BBINOJIHAEMbIE aHAIOTMYHO JIBYM
MpeapIIyIIMM KoMaHaM. BeibepuTe B KOHTEKCTHOM MeHI0 koMaHry Scale (MacmrabupoBa-
HKe), TO/IBEIUTEe yKa3arellb MBIUIM K OJHON M3 KOOPJMHATHBIX OCeli CUCTEMBbI KOOpIMHAT
obnekTa. [Tpu 3ToM MaciiTab OyneT U3MEHATLCS B HANMpPaBJICHUU TeX MJIOCKOCTeH UM KOop-
JMHATHBIX OCeli, KOTOpbIe MOACBEUMBAIOTCS JKENTHIM IIBETOM.

Cucremsl KoopaAuHaT

B 3ds Max mmeercst BoceMb cucTeM KoopawHaT. [lepexitodaTbest MeXIy HUMH MOXKHO Ha
[JIaBHOII MaHelu MHCTPYMEHTOB C TOMOLUBIO packpbiBatolerocs cnucka Reference
Coordinate System (Cuctema koopausar) (puc. 1.18).

[To ymonmyaHuMiO BKJIFOUEHA BHIOBas cucTeMa koopauHat View. Ilpu 5ToM BO BceX BHIaX,
KpoMe TIepPCTIEKTUBEI, IefiCTBYeT crcTeMa KOOPAWHAT SKPaHa, a B OKHE MEepPCIIeKTUBBI — TJI0-
OasibHas cucTeMa KOOpJMHAT.

B cucreme KOOpAUHAT Screen BO BceX OKHaX YCTaHOBJICHbBI KOOPAUHATBI AKTUBHOI'O BUOBO-
o OKHa.

['nobanbHas (World) cuctemMa koopaMHAT (MHOTJA €€ Ha3bIBAIOT MUPOBOW CHUCTEMOI KOOp-
JIMHAaT) 3aUKCUpPOBaHa, U €€ OCH BCerja MepeceKaroTcsi B TOUKe ¢ abCOJIIOTHBIMU KOOPAMHA-
tamu (0, 0, 0). OHa cny>KUT B KadecTBe cucTeMbl oTcueta. [lepecekaromiyecs 4epHble TUHUH
B CepeliHe dKpaHa MOKa3bIBAlOT Hayajo rinobanbHoi cucTeMbl KoopauHat. Hanpasnenus ee
oceii oToOpaXkaroTcsl B JIeBOM HMIKHEW YacTH KaXKAOro OKHA U 3aBUCAT OT BUAA MPOEKUUU
(Top, Front, Left).
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Kaxpiii 00beKT uMeeT cBOKO JoKallbHYIO cucTemy koopauHat (Local), cBsizaHHYO ¢ 3TUM
o0bexToM. Touka, U3 KOTOPOH MCXOIAT OCH JIOKAJIBbHOW CHUCTEMbl KOOpJAMHAT, Ha3bIBAaeTCs
onopHoit (Pivot Point). OHa MoXeT He coBMajarh ¢ LEHTPOM 00beKTa U MepemellaeTcs U
MOBOPAUMBAETCsl B MPOCTPAHCTBE BMecTe ¢ 00beKToM. [lonoskeHne onopHoi TOUKM M OpHUeH-
TaIMIo OCeil JIOKAIBHON CHUCTEMBI KOOPAWHAT OTHOCHTENHFHO OOBEKTa MOXKHO MEHATH. J[JIst
3TOTO ¢ MOMOIIBIO AneMeHToB yrpasneHus Hierarchy (Uepapxus) | Pivot (OmopHast Touka),
pacIoioXKeHHbIX B MPaBOil 4acTh 3KpaHa, HeoOXOIUMO akTUBM3UpoBaTh pexxuM Affect Pivot
Only (Bo3zzaeiicTBoBaTh TOJBKO Ha OMOPHYO TOUKY) (puc. 1.19). B pe3ynbraTe nzo0pakeHue
JIOKANIbHOW CUCTEeMbI KOOPJAMHAT U3MEHUT BUJ. 3aTeM, UCMONb3ys MHCTpyMeHThl Select and

: O
Move | *5*| u/unu Select and Rotate TNIaBHOW TMaHeNW WHCTPYMEHTOB, MOXKHO 334aTh
HOBOE MOJI0KEeHHE JIOKAbHOI CUCTeMbl KOOPAUHAT.

Puc. 1.18. Bbibop Puc. 1.19. IameHeHne NONOXeHNA ONOPHOW TOUKM
CUCTEMbI KOOPAUHAT

Onuus Pick 3amaet cucreMy koopauHaT oObekTa, MO0 KOTOPOMY BbI LiesikHeTe. OcTanbHble
CUCTEMbI KOOPJMHAT MPUMEHSIOTCS Pexe.

LleHTp npeobpa3oBaHus

PaccMoTpenHble nanee KOMaHIbl HEOOXOANMBI NIPH MpeoOpa3oBaHUAX BPAIleHNS] U MaclTa-
6upoBanus. LieHTp npeoOpa3oBaHus yCTAHABIMBAETCS C MOMOILIBIO KHOMKH, PAcMOI0KEHHON
Ha TJIaBHOH MaHeNn NHCTPYMEHTOB, U He BIMAET Ha epeMelieHne 00 beKTOoB.

[IpenycmoTpeHs! cieayrolue TUlbl LeHTPOoB NpeodpasoBanus (puc. 1.20):

=

¢ Use Pivot Point Center (Vcnonb30BaTh ONOPHYIO TOUKY) — YCTaHaBJIMBAETCA IO
YMOITYAHUIO [JISl BBIIETEHHOro 00bekTa. Kakplii 00beKT BpallaeTcs Ui MaciuTabupyer-
Cs OTHOCHMTENILHO 3TOM onopHoi Touku. He 3a0biBaiiTe, 4TO €€ MOI0KEHNE MOKHO H3Me-
HUTE;

4 Use Selection Center (Vcrons3oBarh LEHTP BEIOPAHHON COBOKYITHOCTU OOBEKTOR) D‘D —
NpUMEHsIeTCs TPH BbIIENEHUU PyMnbl 00bekToB. LleHTpoM BpalleHust u MaciuTabupoBa-
HUS CITYXKUT FreOMEeTPUUYECKUid LEHTP paMKu, OrpaHUuYMBatoLlell Bce BbIOpaHHbIE OOBEKTHI;
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4 Use Transform Coordinate Center (Vcrmonn30BaTh HEHTp TEKYIIeW CHCTEMbI KOOPIH-

U
HaT) — O0OBEKTHI BPAIIAIOTCS WA MACIITAOUPYIOTCS OTHOCHTENBLHO IIEHTPA TEKy-
et cucteMbl KOOpAWHAT, ykazaHHoi B nojie Reference Coordinate System.

Jns mpumepa Ha Buie Top mocTpoiiTe Tpu Mapamieienuiena ¥ YCTAaHOBUTE B KauyecTBe
nenTpa npeodpasosanus BapuanT Use Pivot Point Center. Boimenute Bce Tpu o0bekTa u

¢ nomoueto komanasl Select and Rotate O noBepHUTe MX Ha 45° Bokpyr ocu Z. B pe-
3yJibTaTe KaXAblii OOBEKT MOBEPHETCS BOKPYT Hauyana COOCTBEHHON JIOKalnbHON CUCTEMbI
koopauHar (puc. 1.21).

Puc. 1.20. Tunol Puc. 1.21. BpaieHne 06beKToB Puc. 1.22. BpalyeHne 06beKToB
LiEHTPOB BOKPYr COOCTBEHHbIX BOKPYr LeHTpa
npeobpasoBaHus OMOPHBIX TOYEK COBOKYMHOCTU 06BEKTOB

Teneps BepHUTE Bce OOBEKTHI B IEpBOHAYAIBEHOE COCTOSTHIAE. B kadecTBe meHTpa mpeodpaso-
BaHus yctaHoBuTe onuuio Use Selection Center (Mcnosb3oBaTh 1IEHTp BbIOpaHHOW COBO-

KYMHOCTH 0ObEKTOB) DD, BbIOepUTE 00BEKThI U CHOBA MOBEPHUTE WX BOKPYT OCU Z Ha yroin
B 45°. Ha 3TOT pa3 OHU OKa3aJuCh MOBEPHYTHIMU BOKPYT F€OMETPUUYECKOr0 LEHTpa paMKH,
orpaHUYMBaolleii BbIOpaHHbIE OOBEKTHI, M 3aHAIM WHOE TOJIOKEHHWE B MPOCTPAHCTBE
(puc. 1.22).

CHOBa BepHHTE BCE OOBEKTBI B UCXOMHOE COCTOSIHUE, a B KAUECTBE LIEHTpa Mpeodpa3oBaHus
HasHaubTe onuuto Use Transform Coordinate Center (Mcnonb3oBath LEHTp Tekyulel cuc-

O .

TEeMBbl KOOPJAMHAT) . Tak kak BKJIIOYEHA BUAOBas cucTeMa KoopauHaT View, TO mpu
MOBOPOTE Ha yroj B 45° 0ObEKTHl BpallAOTCS BOKPYT Hauajla CUCTEMbl KOOpPAMHAT 3KpaHa,
pacrnoyioKeHHOTo B ero 1eHTpe (puc. 1.23).
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Clone Options [-8
Object——— Controller
" Copy & Copy
® Instance £~ Instance
" Reference
Name:
Sphere02
OK Cancel
Puc. 1.23. BpalueHune 06beKTOB BOKPYr LIEHTpa Puc. 1.24. BapuaHTbl KNOHUPOBaHUS

TeKyLLl,eI7I CUCTEMbI KOOpAUHAT

KnoHupoBaHue 06beKTOB

YToObI co3AaTh KOMMIO BBIAENEHHOr0 O0BEKTa, Ha IJaBHOI MaHeN WHCTPYMEHTOB HY>KHO
BemonHUTE komanay Edit (Penaktuposanme) | Clone (Kmon). Ha akpaHe mosBUTCS OKHO,
B KOTOPOM MOJKHO BBIOpaTh OAWMH W3 TPeX BapHaHTOB KIOHNWpoBaHUS (puc. 1.24).

HpI/I 3TOM TOYHAas KOMHs 00beKTa OKa3bIBACTCSA Ha TOM JKE€ CaMOM MECTE, A€ HAaXOAUJICA OpU-
TUHal. I[anee KOMMPYEMYHO MOJCIIb CIICAYET IEPEMECTUTDL B HY>KHOE MECTO.

Tot xe pe3yjabTaT MOXXHO MNOJYYWUTb, €CJIHW BbIACIHUTDH O6’beKT, LICJIKHYTb Ha HEM npaBoﬁ
KHOIKOM MBILIW U B OTKPBLIBIIEMCS KOHTEKCTHOM MEHIO BLI6paTL KOMaHay Clone.

Eme onma croco6 KIOHMPOBaHWS OOBEKTOB — MpH momolny kiauimu <Shift>. Beimenute

+
O
»

00BEKT CLEHBI, LIEJIKHUTE MbIMbI0 Ha koMmaHzae Select and Move ni Select and

Rotate O W, ylepKuBas Haxkartoi kiaBuiny <Shift>, nepeMecTuTe WM TIOBEPHUTE KIIOHU-
pOBaHHBIT 00BeKT. B packpbiBlIeMCs IMATOrOBOM OKHE MOSBUTCS AOMOIHUTEIbHAS CTPOKa,
rJie MO)KHO YKa3aTh KOJMYECTBO KOMHH.

['pynna Object (O6bekT) conepkut nepekitouatenu Copy, Instance n Reference:
4 Copy — HOBBIE U CXOJIHbIE O0BEKTHI COBEPILEHHO HE 3aBUCAT JIPYT OT JIpyra;
4 Instance — nro0Oble U3MEHEHHUS B OJJHOM O0BEKTE OTpaXkaroTcs Ha IPYrHX 00beKTax;

4 Reference — ycraHaBnuBaeTcsi Ooliee CIOXKHAs CBA3b MEXKIY OPUTHHAIOM M KIOHHUPO-
BaHHBIMH O0BbekTamu. Eciu BBl OyJeTe MEHSTh pa3Mephl KIIOHOB WM OPUTMHANA, TO pe-
3ynbTar OyAeT TakuM ke, Kak u B ciydyae Instance (4ToObl M3MEHUTH pa3Mep KJIOHA,
MPEABAPUTENILHO CJIEAYeT BBIACIUTh €r0 MMs B CTeKe MOAU(DUKATOPOB, YTO MPUBEACT
K nosiBjieHuto ceutka Parameters). Eciu ke K KJIOHY NpUMEHUTh MOAM(UKATOP, TO €ro
JieiicTBIE paclpoCTPaHUTCs TOJBbKO Ha 3TOT KJOH. OJHaKo mpuMeHeHue MoaudukaTopa
K OpPUTHHAJY OKa)KET TAaKOe JKe JIeficTBUE Ha BCE KIIOHBI.

Ecin Bo Bpemss pa0oTbl ¢ mojydyeHHbIMM 3k3eMiuispamMu (Instance) wnm ccbuikamu
(Reference) TpeGyeTcs BHOBb cjieflaTh KOMUK OAHOIO 00BEKTA HE3aBUCUMOMH OT APYrUX, TO
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Bocnonb3yiiTech MHCTpyMeHTOM Make unique (Caenarb yHHKaJIbHBIM) , PacmoJIoKeH-

HbIM Ha naHenu Modify (M3mMeHuTh) . [Tpu sToMm B ciiyuae Reference BHavane cienyer
LIEJKHYTb MO MMEHM BBIIENIEHHOTO 0OBbeKTa B CBUTKE MOAM(HKATOPOB, YTOOBI BBHIAETUTH
JAHHBIA MHCTPYMEHT.

MaccuBbl 00OBLEKTOB

Jnst co31aHMs MaccHBa HY>KHO BBbIAEIUTb OOBEKT WK IPYNNY 0OBEKTOB, KOTOpast OyAeT sB-
JSATBCS 3JIEMEHTOM MAacCHBa, a 3aTeM BBIMOTHNTH koMaHay Tools (MuHcTpymeHTEI) | Array
(MaccwuB). B pe3synbTare oTkpoeTcs JuanoroBoe okHo Array (puc. 1.25).

—Array Transformation: Werld Coordinates {Use Pivot Paint Center)
Incremental
¥ z

o0z oo (2 oo (E e mMove [Elf 00 2[00 (2[00 |2 imis
[0,0 2 foo % Joo 2| [< Rotate =] [0.0 0,0 2[00 | degrees ¥ Re-Crient
[100,0 |2} [100,0 2| Jwo,0 (2] [<| seale =] [ioo,0 (2 [i00,0 2] [i00,0 |2} pereent [ Uniform

~Type of Object Array Dimerisions Totalin Array: [ 10

s Incremental Row
" Copy @ [ 3 X v : Preview

@ instance ol =800 =80,  |=8foo = Preview

" Reference
3o [T Z Joo = Joo = - I™ Display as Box

Reset All Parameters

Puc. 1.25. OkHO co3paHus maccusa

B Hewm rpynna napametrpoB Array Transformation (ITpeoGpa3oBaHue MaccuBa) ycTaHaBIu-
BaeT, ¢ MOMOIIBIO KakUX Mpeo0pa3oBaHuil WM UX KoMOMHauuil co3nmaercss MaccuB. Ilocne
uienyka Mo CTpesikam, YKasblBaloUIMM BJIEBO MM BIPABO, MOXHO BBOAMTH COOTBETCTBEHHO
nHKpeMeHTansHble (Incremental) 3HaYeHUs MpeoOpa3zoBaHUil (MEXAY COCETHUMHU O0BEKTa-
Mu) unu obume (Totals) 3HaueHus npeobpazoBaHuii (MeXIY MEPBBIM U MOCIESIHUM OOBEK-
tamu). CozjaHue MaccuBa OOBEKTOB MyTeM UX MepeMelleHUs] OCYILECTBISETCS ¢ MOMOLIbIO
BepxHeil cTpoku obnactu napameTpoB Array Transformation. [y co3naHusi paauaibHOTO
MaccuBa MpeJHa3HaueHa CPedHss CTPOKa, a [l CO3JaHusl MacCuBa OOBEKTOB MyTeM HX IO-
clie10BaTeIbHOro MacliTabMpPOBaHUsl — HUXKHSS CTPOKA. MOXKHO OJJHOBPEMEHHO MPUMEHSTh
BCE 3TH PeoOpa3oBaHUs, €ClIU, KOHEUHO, YACTCsl 3apaHee NpejcKas3arhb NoBeileHue 0ObEKTOB
B JaHHOM cJlyyae.

['pynna Array Dimensions (Pa3mepHocTn mMaccuBa) Mo3BoJIsieT 3a/1aBaTh pa3MepHOCTh Mac-
cuBa:

4 1D — opHOMepHBI MaccuB ¢ TMapameTpami, yka3aHHbIMU B rpynmne Array Transfor-
mation. [Tpu sToM B cuetunke Count (KonuuecTBo) 3a1ar0T uncio 0ObEKTOB MaccUBa.
B uTore monydaercst onuH psii O0BEKTOB;
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