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AaBa

OKHO rpagpuyeckoro
peAaKTopa
3ds Max 2018

ITocne mepsoro samycka rpadudeckoro pezakropa 3ds Max 2018 na
sKpaHe 1osBisiercss okHo Welcome Screen (9xpan npuserctsust). C ero
MOMOII[BI0 MOKHO OTKPBITh HelaBHUe (hailyibl U MPOCMOTPETh yueOHbIE
Buieo(uIbMbI, TIOcTaBssieMble BMecTe ¢ 3ds Max. [lyist oTKIOYeHMst
OTOOPAsKEHUsT ATOTO OKHA MPH 3aIycKe HeoOXOMMMO cOPOCUTDH (hITakoK
Show this Welcome Screenat startup (ITokazaTh 9TOT 9KpaH IPUBETCTBH
IIPY 3aIyCKe) ¥ MIEJIKHYTh MbIIibio Ha KHolke Close (3aKkpbITh).

OxHo rpaduyeckoro penakropa (M0OJb30BaTENbCKUN UHTEPdETIC)
3ds Max 2018 npu 1mepBoM sairycke mnpezacraBaeHo Ha puc. 1.1.

Hwke cTpoku ¢ Ha3zBaHMEM pelakTopa HaXOJUTCS CTpoka MeHio. g
BBIOOPA COOTBETCTBYIOINIETO MEHIO HEOOXOIMMO MIETKHYTh HA €ro Ha3Ba-
HUM JIEBOI KHOTIKO# MBI, MEHI0 COAEPKUT GONBITMHCTBO KOMAH/, OT-
KPBIBAIOIINX JOCTYII K MHOTOUMCAeHHbIM pyHKImam 3ds Max 2018. 13
3TUX HA3BaHWI BBINAYT BHU3 COOTBETCTBYIONIME MoMenIo. Huske cTpo-
KU MEHIO Haxo[uTcst manesib naerpymentoB (Main Toolbar), npegnasua-
YeHHad JIJIs peain3aliii OCHOBHBIX (DYHKIIUIT TPOTPaAMMBI.

Jlasnee pacniosaraercs nauesb Ribbon (Jlenra) aiist 6GuicTporo gocTyra
K HeOOXOMMBIM KOMaH/[aM. B JIeBoii yacTt 0CHOBHOTO SKpaHa HAXOJIUTCST
nanenb Scene Explorer (O6o3peBareib ClieHbl) ¢ TEKYIIUMEI 00beKTaMU
ciienbl. PazBopaunBanue v CKpbITHE JAHHBIX MaHEJeH OCYIeCTBASIOTC
coorsercTByoONMMHU KHOTIKamu Toggle Ribbon (Tlepexouaress JeHTh)
u Toggle Scene Explorer (Ilepexiiouaresb 0603peBaTesist CIleHbI ) HaHE
UHCTPYMEHTOB.



OKHO rpauHeckoro peaakTopa 3ds Max 2018 <% 9

MaHenb UHCMpPYMEHMos Cmpoka MeHIo KomaHdHasi naHesb
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lMon3yHok matimepa Cmpoka cocmosiHusi KHonku ynpaeneHusi
OKHamu ripoekyul

Puc. 1.1 < OkHo rpacduryeckoro pegakropa 3ds Max 2018

B nenTpe oxkHa peakTopa pacrosiaraloTcd 4YeTbipe OKHA IPOEKITU
(tpu u3 Hux oproronanbibie) — Top (Bepx), Front (Dponr), Left (Buz
ciesa) u Perspective (IlepcriektuBa), 0ToOpakaioInX BUAbI CIIEHBI.

CnpaBa OT OKOH MPOEKIUI HaxoauTcs KomaujaHas naxenb (Com-
mand Panel). B Bepxseil yactu maHenn HaxXoAsTCs HIECTh BKJAIOK.
Kaxmas BKIagKa colepsKUT pa3BopadynBaloninecs MaHesu, apaMeTpbl 1
HACTPOIKM KOTOPBIX 3aBUCAT OT TUTIA BKJIAKU U BBIGPAHHOTO 0ObEKTA.

Ilon oxkHaMu MpoeKIUil HAXOAATCS MOJ3YHOK TaliMepa aHUMAIUU U
crpoka tpekoB (Track Bar), a takke cTpOKa COCTOSIHUSI CO 3HAYEHHEM
TEKYIIUX KOOPAWHAT. B MpaBoM HMKHEM YIJIy OKHa PacloJiaraioTcs
KHOIIKU yIIPaBJIeHUsI OKHAMU MTPOEKITUN 1 HaBUTaIUe.

B npaBom BepxHeM YTy OKOH IIPOEKIUI HAXOUTCS ClelUaabHas CU-
crema ManuiyaTopos View Cube (Buzbt ky6a) (puc. 1.1). Ilenuok na
rpanu Kyba mepeBOUT PaKypc B COOTBETCTBHE C BUAOM Ha BBIGPAHHON
rpanu, Ha pebpe u BepiinHe Kyba MEHSeT B3IJIs/] CO CTOPOHbI BBIGPAHHO-
ro 9JIeMEHTa, Ha CUMBOJIAX KOMIIAca MEHSET COOTBETCTBYIONIYIO OPUEH-
taruio. [les4ok Ha TUKTOrpaMMe B BHJIE JIOMA ITPUBOJUT K PaKypcy 10
YMOJIYAHHUIO.

B menio Views (Bubr) cyiectByeT crieluaabHblii TpaduiecKii nH-
crpyment Steering Wheel (IItypsan), KOTOPbIil IpegoCTaBIsIeT OBICT-
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PBIIi TOCTYT K PA3TMYHBIM WHCTPYMEHTAM HABUTAITUU B OKHAX MPOEKIIHH.
Bwi30B u ckpbiTie Manutyasitopos View Cube (Bust ky6a) u rpaduye-
ckoro meHio Steering Wheel (I1ITypBai) ocymiecTBIIsSIOTCST OXHOUMEH-
HBIMW KOMaHlaMu MeHIo Views (Bujbr).

1.1. OcHOBHble 3neMeHTbl OKHa peAaKTopa

[l1s1 BbI3OBA M ylasieHUsI COOTBETCTBYIONIETO aJIeMeHTa nnrepdeiica pe-
naxropa 3ds Max MoskHO Mcrosb3oBath KoManay Customize/Show Ul/
Show ... (Hacrpoiika/Ilokaszarb nosb3oBatesnbekuii naTepdeiic/Iloka-
3aTh ...) (puc. 1.2, cmesa). Ecsu mporiecc mokakeTcst BaM JITUTETbHBIM,
TOTZIAa MOJKHO WCIIOJB30BaTh €IIE OAUH CIIOCO0: MOABECTH YKA3aTeNlhb
MBIIITY K TPAHUIIE KOMAH/IHOM MTaHe U U TaHeJ MHCTPYMEHTOB, KOT/Ia T0-
SIBUTCST 3HAYOK B BUjie GEJI0T0 JBOWHOTO TPSIMOYTOIbHUKA, HAKMUTE TIPa-
BYIO KHOIIKY MBIIIIN, ¥ BBI MOJIYYUTE MEHIO JIOCTYIa K OCHOBHBIM MAHEIAM
nnrepdeiica (puc. 1.2, cripasa).

Dock
Float

Minimize

Customize | 'Seriphing " Felp. Customize...

Customize User Interface. Command Panel
Main Toolbar

s Constraints

Load Custom Ul Scheme.
Save Custom Ul Scheme...
Layers

State Sets

Extras

Render Shortcuts

Revert to Startup Layout
Lock Ul Layout Alt+0

Show Ul > Show Command Panel

Custom Ul and Defaults Suitcher... S

Snaps
~  Show Main Toolbar Alt+6

Animation Layers

Configure User Paths.. - ———

Show Ribbon

Containers
MassFX Toolbar
Ribbon

Configure System Paths.
Units Setup..

Plug-in Manager.. Viewport Layout Tabs

Preferences... Brush Presets

Puc. 1.2 < Bbi30B naHenen nutepdeiica

Crpoka MeHIO BKJIOUAeT cjenyiomue packpbiBaoiiuecst merio: File
(Daiin), Edit (IIpaska), Tools (Cepsuc), Group (Ipymma), Views
(Buzsr), Create (Cosuparn), Modifiers (Moaudukaropsr), Animation
(Annmanus), Graph Editors (Ipaduueckue pepakropsr), Rendering
(Busyasmsamus), Lighting Analysis (Ananus ocsemenus), Customize
(Hacrpoiika), MAXScript (Cuenapun), Help (Cupaska) n Tentacles
(PasBerBienust).

IManens uncrpymenros (Main Toolbar) npegocrasisier oguH u3 ca-
MBIX MPOCTBIX CIOCOOOB BbITOIHEHNsT KoMan [ 3ds Max, TOCKOJIbKY JiJist
ATOTO HY:KHO JIMIIb OJUH Pa3 MIEJKHYTh HA COOTBETCTBYIOIIEH KHOTIKe
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nanen. Kpome OCHOBHOI TTaHEIN WHCTPYMEHTOB, CYMIECTBYIOT TLIaBa-
tonre manean nHctpymerTos Floating Toolbars (Tlnasatorue maHesn)
(puc. 1.2, cieBa).

MosKHO cielaTh OCHOBHYIO TTAaHEJ b TJIABAIOIIEH, /TSI HTOTO TETKHUTE
Ha JIByX BEPTUKAJIBHBIX JTUHUSX B Hayaje MaHeau U, He OTIMyCcKas KHOII-
Ky, IEPEMECTUTE yKa3aTeJab B JII0O0M HampasjcHUU. Takke MOKHO W3-
MEHUTDH Pa3MepPbl MAHEH, TePETACKUBAS €€ TPAHUTIBI WJH YTibl. OCHOB-
HYIO AHEIb MOKHO «ITPUKPEMUTh> K JIIOOOMY U3 KPaeB OKHa ITPOTPAMMbI
3ds Max. JIBaskbl EJKHUTE Ha CTPOKE 3ar0JI0BKA, 4TOOBI aBTOMaTHYE-
CKW TIPUKPEMUTh OCHOBHYIO MAHETh K MOCJHEIHEMY MECTY <CTBIKOBKU».
OcHoBHas TIaHe b B IIJIaBaoleM peknMe TTokazana Ha puc. 1.3. Ha axpa-
HaX ¢ HeOOJIBIINM pa3pelieHreM MaHe b MHCTPYMEHTOB MOKeT 0ToOpa-
JKaThCSI TOJBKO YACTUYHO.

ESNEaE SR ) C Y Dl O Sl Tk (3]
3@@ ”/o[m @ |£;?|CreateSelecﬁnnSe w ||P|q |DE| m ‘:‘ || @“Q.

Puc. 1.3 « MNaHenb nHctpymeHTos (Main Toolbar)

B atom cioyuae, ecsiv Bbl 3aXOTUTE YBUETHh BCIO MAaHEJNb, IOMECTUTE
yKazaTeJib MBI HaJ[ BEPTUKAJbHOU UYEPTOUKON MEXK/Y HEKOTOPbIMU
KHOIIKaM# (KaK TOJIBKO BbI IOMECTUTE yKas3aTesb B 9Ty 00J1aCTh, OH IIPH-
MeT BUJI KUCTU PYKH ). 3aTeM IIEJTKHUTE MBIIIbIO U, HE OTITYCKasl KHOIIKY,
repeTaluTe yKazatesb BJIeBO uiu BiipaBo. OCHOBHAs MaHe/b UHCTPY-
MeHTOB 3ds Max BuiHA TOJHOCTBIO, €CJIN Pa3pelieHne MOHUTOPa COCTaB-
sastet He Meree 1280 %1024 nukceneii.

Bce kHOIIKY TTaHe I THCTPYMEHTOB BKJIIOYAIOT TT0/ICKA3KU B BUJIE TEK-
CTOBBIX HAJIIMCEH, [JIs 9TOr0 HeoOXOAMMO 3ajlepKaTh Ha Hell yKaszaTellb
MbIn. KHOTIKY, cojiep:Kaliie TPeyroJabHUK B IIPABOM HWKHEM YTJIY, CO-
JIEPKATh JIOMOJTHUTETbHbIE KHOIIKU, KOTOPbIE TIOSIBJISIOTCS, €CJIU, He OT-
IyCKasl MBIIIKY, JIepXKaTh YKa3aTeJb Ha KHOTIKE.

PaccMmorpum ciepyiomiye HanboJiee 4acTo UCIIOJIb3yeMble KHOIKHY I1a-
HeJIU UHCTPYMEHTOB:

&= Undo (Orvenuts), Redo (IToBToputn);

Select Object (Bbigenutb 00beKT);

=

Select By Name (Bbigeurhb 110 UMeEHM);

+
-
+

Select and Move (BblzeuTh U IEPEMECTUTD);

C

Select and Rotate (BbiaesuTh 1 MOBEPHYTH);
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Select and Uniform Scale (Bbigeauts 1 MacmtabupoBaTh);
3D Snap Toggle (IlepektouaTesib TPEXMEPHON MPUBSIZKH);
Align (BbipoBHsTh);

Material Editor (Pexgakrop Marepuasios);

a @ 1w B &

Render (Busyamusatop).

OkHa TPoeKnuil yIpaBJsiOTCs ¢ MOMOIIbI0 KoManjibl Views/View-
port Configuration/Layout (Buubi/Kondurypaiust OKOH mpoekiuii/
KoMmrionoBKka) uin 1e/9KkoM mpaBoil KHOIIKOM MBI HA HA3BAHUU OKHA
mpoeknuii 1 Boibopom ctpoku Merto Configure (Kouburypuposars).
B orkpoiBiiemcst okHe auasiora Viewport Configuration (Koudurypa-
1115 OKOH TIPOEKITNI ) TeaKHUTe Ha BRIazike Layout (Kommonoska), uto-
Obl YBUJIETH BO3MOKHbBIE BAPUAHTHI KOMIIOHOBKM (puc. 1.4).

@ Viewport Configuration ? >

Display Performance [ Regions ] Statistics [ ViewCube SteeringWheels
Visudl Style & Appearance Background Safe Frames

Puc. 1.4 < OkHo gnanora Viewport Configuration
(KoHpuUrypaums OKoH NpPOEKLMIA)

Ecau Teniepn BbI 1iesIKHETE TPABOI KHOIIKOI MBIITM HA HAMMEHOBAHUHT
OKHa MPOEKITUH, TO MOSIBUTCST MEHIO, TIOKa3anHoe Ha puc. 1.5, caea, mpu
ITOMOIIIA KOTOPOTO BbI MOXKeTe TIepeHa3HauUTh TUII 9TOTO OKHa. Ecim na-
JKaTh Ha HAMMEHOBAHUH PeskrMa oTobpaskenus (puc. 1.5, cripasa), MOKHO
BBIOPATH PA3JMUYHBIE PEKUMBI OTOOPAsKEHUS OOBEKTOB CIICHBI: Peasiv-
CTUYHBIH, C 3aTeHEeHUEeM, KapKacHast MOJIeJIb, TPAHU U T. /1.
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Cameras >

Lights >

~  Perspective
Orthographic v Reslistic Shift=F3
Top Shaded

Bottom Consistent Colors

mm -+ Cc D

Eront Edged Faces
Back
Left L

Right

Facets
Hidden Line
Wireframe
Bounding Box
Restore Active Perspective View Clay

Save Active Perspective View Stylized ’

Extended Viewports > Display Selected >

Show Safe Frames Shift+F Lighting and Shadows »

Viewport Clipping Materials: »

Unda View Change Shift+Z Viewport Background 4

Redo View Change Shift+¥ Configure...

Puc. 1.5 « MeH0 OKHa NpoeKLmn 1 pexmnmMa oTobpaxeHus

Takske MOKHO BbIOPATh XyHOKECTBEHHBIN CTU/Ib PEKUMa 0TOOpaKe-
nust Stylized (Crunu3oBaHHbBIN ), TApaMETPHI OCBEIEHUST 1 OTOPAChIBA-
HUS TeHel MCTOYHUKOB CBETa CIIEHbI, KOTOPbIE YCTAHOBJIEHbI [0 yMOJI4a-
uuto Lighting and Shadows (Ocgeiiienue u TeHm).

s yupasiienust OKHaMu IIPOeKIUi IIpeHa- I ERE g
3HAa4YEeHbI BOCEMb KHOIIOK, KOTOPbIE PACIIOJIOKE- = ot

HBI B HIDKHEM TIpaBoM yriy akpana. Ha puc. 1.6
MMOKA3aHbl KHOIIKY YIPABJIEHUS JIJIT OKHA I1€H-
TpaJbHOH IpoeKIuu. Bui KHOIOK pa3jinyaeTcs
JIJI9 Pa3HBIX OKOH TTPOEKITU.

ITH KHOMKHU MO3BOJISIOT BBIOJHATH MACIITaOUPOBAHNE, TTAHOPAMU-
poBanue u Bpatierue BuaoB. Knorka Zoom (MacirrabupoBarh) UMUTH-
pyer npubJIMKeHne U yaaueHre or 00beKTa B aKTHBHOM OKHE ITPOEKIIUH.
Kuomnka Zoom All (MacirrabupoBarb Bce) OHOBPEMEHHO MEHSIET Mac-
mtab Becex okoH npoeknuil. Kuorka Zoom Extents (MacirrabupoBatnb
JIO 3AMOJHEHNUST) MacIITaOUpPyeT 0OBEKT /[0 3aMOJTHEHMS] OKHA ITPOEKIIUN.
Kuonku Field of View (IToJie 3penust) u Region Zoom (Maciirabupo-
BaTh 00JIACTH) MO3BOJIAIOT UBMEHUTD IUPUHY TIOJIST 3PEHUST 1 MacITaOu-
pyer 06.J1acTb, BbijIeJIeHHYI0 YKa3aresaeM Mbiin. Kuonka Orbit (Opbura)
BpallaeT BUJ BOKPYT IJI0GATIBHON OCU BbIIeJeHHOTO 00bekTa. KHotka
Maximize Viewport Toggle (MakcumMusupoBaTh OKHO IIPOEKIINN ) CBOPa-
YUBAET WJIM PA3BOPAYMBAET TEKYIIEe OKHO MPOEKIUU. JTY K€ OlEePaIio
MOZKHO BBITIOJIHUTH OJIHOBPEMEHHBIM HAOOPOM JIBYX KJaBuil <Alt+W>,

Pa3zmepbl OKOH NpoeKnnil Takke MOKHO MEHSITh ITPOM3BOJIbHO. [l
3TOTO TIOMECTUTE KyPCOP Ha IPaHUIle MEXAY OKHAMU MPOEKIUA U, KOT-

Puc. 1.6 < KHonkn
ynpaBfeHns OKHamMm
NPoOeKunn
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71a OH TpuMeT (hOPMY ABOMHON CKPENeHHON CTPEJIKH, MEeJKHUTE U Tiepe-
TalUTe TPAHUIY OKHA TIPOEKIINU Ha HY;KHOe BaM paccrosHue. /s 3a-
BEPIIEHUS MPeoOdPa3oBaHusl OTIYCTUTE KHOMKY MbI. ITOOBI BEPHYTH
pasMepbl OKOH MPOEKITHH K MCITOIb3yEeMbIM 110 YMOJTYAHUIO YCTAHOBKAM,
YCTaHOBUTE KYPCOP B TOUKY MEPeCceUeHUs TPAHUIL MEKY OKHAMMU TTPOEK-
Ui, TEJKHUTE TPABON KHOIKOW MBI W BbIOEPUTE B KOHTEKCTHOM
menio komauay Reset Layout (BocctaHOBUTH KOMITOHOBKY ).

Komanpanasg nanens (Command Panel) wsnauanbHo pacrosaraercs
B IIPaBOif YacTH OKHA pe/lakTopa. VIMEHHO Ha 3TOI TaHeJu pa3MeniaeT-
st GOJIBITMHCTBO MAPAMETPOB 0OBEKTOB U (DYHKIIMOHATBHBIX YCTAHOBOK
(puc. 1.7). B BepxHeii yacTn maHeIN PACTIOTIOKEHBI MeCTh BKJIAJIOK, Kak-
Jlast U3 KOTOPBIX Mpe/CTaBIeHa OTAeNbHON TUKToTpamMMoil. [1lenkas na
HUX, BBl MOXKETE OTKPBITh JIIOOYI0 (DYHKIIMOHANBHYIO BKJIaAKy: Create
(Cosnatp), Modify (Usmenurs), Hierarchy (epapxus), Motion (/Isu-
sxenue), Display ([Tucmreit) u Utilities (CepBI/IC).

Command Panel

; @ [tineo0 r
Ii% &I % . AF ﬁ* IMadlﬁEr List
Ismndard Primitives ~ .
- {h]ect' Twe
I~ AutoGrid
Box Cone
Sphere GeoSphere
Cylinder Tube
—— RN B
Teapot Flane
i+ deri i
= MName and Color i = |
I . [l’—l SE'E"-“""]

Puc. 1.7 < KomangHas naHens (Command Panel)
v Bknagka Modify (M3meHnTb)

PaccmoTtpum copepskanmie KaKI01 BRIAIKU:

» Create (Cosznmatp), ganHas BKJIaJKa MPEIOCTABJSET OCTYI K
UHCTPYMEHTAM CO3/IaHVsI IBYMEPHBIX U TPEXMEPHDBIX 00HEKTOB,
CUCTEeM YacTHIl, KyckoB besbe, nmoBepxuocteit Tnma NURBS n
K PaCKPBIBAIONIEMYCS CITUCKY PAsHOBUIHOCTEH 0OBEKTOB;

» Modify (I3meHuTSH), €ciiv BbIIEAUTh CO3MaHHbIH paHee 0OBEKT
u nepeiitn Ha komanaHyio manenb Modify (Mamenurs), T0 Bb
CMOJKETE PEIaKTUPOBATH KaK 3TOT OOBEKT, TAK ¥ COCTABJAIONINE
€ro o100 BEeKTHI;
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» Hierarchy (Vepapxust), KOMaH/Ibl, PaCIOJIOKEHHbIE HA JaHHOI
BKJIQ/IKe, TTO3BOJIAIOT U3MEHATh OPUEHTAIUIO U MOJIOKEHUE TO-
YeK OMOPBbI, 33/laBaTh XaPaKTEPUCTUKH CBSI3eH 0OBEKTOB JPYT C
JAPYTrOM U IIPUMEHATDH K CBA3aHHbIM O6'b€KTaM PEXHUM aHNMaIn
0 MeTOLy 0OPaTHON KMHEMATHKH;

» Motion (/IBm:kenue), ¢ TOMOTIBIO 3TOM BKJIA/JIKU BbI MOKETE Ha-
3Ha4daTb O6'b€KT3M KOHTPOJIJIEPDBI aHUMAIlUM 1 U3MEHATH yCTa-
HOBKHM KJIIOYeHl CyIecTBYIOIIEN aHuMAaIlIy;

> Display ([Iuciuieit), BKiajka IpegocTaBsieT JOCTYI K HaCTPOIi-
Ke MHIUBUYAJIbHBIX [TaPaMETPOB OTOOPaKeHUsT 0OBEKTOB;

> Utilities (Cepsuc), BKJIajKa, IIPeJOCTaBAIONAs A0CTYII K Ha-
6OpY CEPBUCOB JIJIsI YIIPABJIEHUS CIIEHOIL.

KomaniHast manesib pas/jesieHa Ha psii 0baacTeii:

»  KHONKHM — 3HAYKM WJIM HAIIMCH HA KHOIKAX 0003HAYAIOT BBI-
nosHsIeMylo KHonkoi dynkimio (puc. 1.7, caesa). Hanpumep,
BTOpoil pajx kHomnok nanenu Create (Cosmarb) mpejcraBiisieT
COOON MHCTPYMEHTBI CO3/IAHUST PA3IMYHBIX THTIOB OOBEKTOB —
IBYMEPHBIX M TPEXMEPHBIX TPUMHUTUBOB, MCTOYHUKOB CBETA,
Kamep, BCIIOMOTAaTEIbHBIX 00BEKTOB, 06BEMHBIX JehopMaIuii 1
CUCTEM YACTHII

» CIUCKM — TOCTe TIeTYKa Ha PACIOIOKEHHOI CIpaBa CTPEJKe
OTKPBIBACTCSI CMTUCOK METOJIOB CO3/IAaHUST OOBEKTOB WU CIUCOK
Mozaudukatopos, Ha puc. 1.7, cieBa ykasan cnmcox Standard
Primitives (CrangapTHblie TIPUMUTHBHI);

» CBUTKHM — KHOITKA 3ar0JIOBKA Pa3BEPHYTOrO CBUTKA TIOMeYeHa B
JIEBOU 4acTH 3HAYKOM MHHYC (—), @ KHOITKA 3aT0JIOBKA CBEPHY-
TOTO CBUTKA — 3HAYKOM T1urioc (+) (puc. 1.7, cripasa).

Ha pwmc. 1.7, cimeBa, mokazana BkJazka komaHmHoi manenu Create
(CosnaTp), Ha KOTOPOI CBEPXY PACIIONOKEH PsiJi KHOTOK. B 1eHTpe Ha-
XOIUTCSI CIIUCOK OOBEKTOB, KOTOPbIE MOTYT OBITh CO3/IaHbl, @ BHU3Y I10-
MelleH 3arojioBok csepuytoro ceutka Name and Color (MMst u uBer),
BKJIIOUAIOIIETO B cebst TEKCTOBOE II0JIe UMEHHU 1 0Opasel] IiBeTa 00beKTa.

KoMmaniHy0 MaHe b MOKHO TaKsKe IpeoOdpa3oBaTh B IIABAOILY 0. st
HTOTO HEOOXOAMMO HAaBECTH KypCOP K KPOMKE BepXHell 4acTy ITaHesu.
Korga Bbl yBUANTE, YTO BHU3Y KypCopa MOSBUJICS Geslblil ABOITHOIM mpsi-
MOYTOJIbHUK, IEJKHUTE, YTOObI HayaTh IepeTacKuBaHie BPYYHYIO, WK
[PaBON KHOIIKOW MBIIIH, YTOObI BEI3BaTh KOHTEKCTHOE MEHIO, B KOTOPOM
BbI cMozkeTe BeIOpaTh komaHay Float (ITinasatomiee okHo). Jljist Toro uro-
ObI IPUCTHIKOBATH [IJIABAIOIIYI0 KOMAH/IHYO ITaHEIb, HEOOXOAUMO IIPABOI
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KHOTIKOI MBITIN U3 KOHTEKCTHOTO MEHIO BBIOPATh COOTBETCTBYIOIIEE Me-
cto 1ns crbikoBku kKomauaoir Doc (Tpucreikosars) Left (Ciesa) wim
Right (Crpasa).

WNuorza Ha HEKOTOPHIX KOMAHAHBIX MAHEISX PACIOJIATAETCS TaKoe
KOJIMYECTBO CBUTKOB, YTO CTAHOBUTCS HEBO3MOKHBIM Pa3BEPHYTH BCE
CBUTKH OHOBpeMeHHO. B 3ds Max npemycMoTpeHa BO3MOKHOCTD PACIITH-
PEHUSI TPUCTHIKOBAHHBIX K KPAIO 9KPaHa WUJIH IIJIABAIOIINX KOMAH/THBIX T1a-
neseit. HaBeanre Kypcop Ha TPaHUILY TTAHEJH, MIETKHYB KHOIIKOW MBIIIIH,
nepeTaniuTe eé B CTOPOHY Ha PACCTOSTHUE, KPaTHOE NMIMPUHE TTaHe !, JITIs
MOJIyYeHMsI HY;KHOTO BaM KOJIMIECTBA JOTIOJHUTEIbHBIX MaHeseil. ITo6b!
YMEHBINUTD MTAHe b, CHOBA IMIEJIKHUTE HA €e TPAHUIE KHOTIKOW MBIIIN W
[epeTaIuTe FPAHUILY B 0OPaTHYIO CTOPOHY.

IMossyHok Taiimepa annManuu u crpoka Tpekos (Track Bar) (puc. 1.8)
MTO3BOJISTIOT BaM OCYIIECTBJISTH IIPOCMOTP U YIIPABJIEHNE KIIOUE€BBIMU Ka-
apamu anuMaruu. Kimoun anuMariy, 3Ha4Ku KOTOPBIX B BH/IE KPACHBIX
KBaJIPATUKOB TOSIBJISTIOTCS B CTPOKE TPEKOB, YKA3bIBAIOT HA MU3MEHEHUE
mapameTpoB 00bEKTa B OTPeIeICHHBII MOMEHT BpeMeHM. 1o yMomqaHuto
oblIiee YNCI0 KaJpoB aKTUBHOTO cermeHTa paBHo 100. OpHaKo, MCIOb-
3yst kaonky Time Configuration (HacTpoiika BpeMEeHHBIX HHTEPBAJIOB),
IIETYKOM TTPABON KHOIKY BbI MOKETE€ M3MEHWUTD 9TO YHCJIO TI0 BAIIEMy
SKeJTAaHUTO.

Key Properties

Controller Properties

Delete Key

Delete selected keys

Filter

Configure. ? % Show Frame Numbers
Goto Tim Show Selection Range

[TTITTTIITT Show Sound Track TITTTT T T TTTTITTTTITT ]
35 2 £ El S Bl srxpToFrmes 7 8 85 P % 100 —
Qa8 -,--—,———,——L [eia=100 ﬂmmmlse\en&d ~ b i b
(69 [RddTmeTag Setkey | Y, KeyFers... | ke [0 =B
Puc. 1.8 < MNon3yHok Tarimepa aHMMaumm 1 CTpoka TPEKOB,
CTpOKa COCTOSAHUS

Jlist orobpaskeHust 3ByKOBOIl JJOPOKKU B CTPOKE TPEKOB MOKHO BbI-
6parpb B nosiBuiiieMcst MeHto komauay Configure/Show Sound Track
(Kongurypupoats/IlokazsiBaTh 3ByKOBYIO J0POXKKY). CTpoka cocto-
auus (puc. 1.8, nocyegnmne 1Be CTPOKU) COJAEPKUT MHGOPMAIIUIO O CO-
CTOSIHUU TEKYIIEro OKHA MPOEKIIUU U KHOIIKU YIIPABJIEHUS STUM OKHOM,
a UMEHHO:

okHO MuHU-uHTeprperatopa MAXScript;

noJjie 0TOGPaKeHNsT COCTaBa BBIJIETIEHHBIX 0OBEKTOB;
KHOMKY OJIOKMPOBKY BBIIEJIEHHOTO Hab0OPa;
3HAUCHUA TEKYIIUX KOOPJIWHAT KypCOpa;

VVYVYYV
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» uHpopMaIHIio 0 mare KOOPAUHATHON CETKMH;
»  CcIpaBovYHyi0 MH(GOPMAIMIO T10 HUCIHOJIb30BAHUIO BbIJIEJIEHHON
KOMaH/IBI.

MAXScript npeacrasisger co60i S3bIK CLEHAPUEB, DAIONUIMI JOCTYII
MIPAKTHYECKH KO BCEM dJIEMEHTaM I10JIb30BaTeJIbcKoro unrepdeiica. Kon-
CTPYKIIUH 3TOTO SI3bIKA TIO3BOJISTIOT CO3/[ABATH CAMBIE PAa3HbIEe OOBEKTHI, OT
2JIEMEHTOB T€OMETPUYECKON MOJIeJIN CIIeHbl, (POPMUPYEMBIX C IIOMOII[BIO
uHCcTpyMeHToB KoMmaniHol ranesu Create (Co3maThb), /10 CrieliMaIbHbIX
KOHTPOJITIEPOB.

Wnorga pas paboThl ¢ OKHAMH IIPOEKLUI TpeOyercs MaKCHUMaJbHO
Gosrbiioe nosie. B takux cayuasx ocBOGOAUTH MPOCTPAHCTBO MOXKHO 3a-
KpPbITHEM OCHOBHBIX Taneseil. /loctarouno acbdekTUBHBIM SIBJISETCS UC-
MOJIb30BAaHKE 0COOOTO HKCIEPTHOTO peskuMa. [1ocsie BBITOTHEHUs KOMaH-
noi Views/Expert mode (IIpoexifii/DKCIEPTHBIN PEXKUM) Ha dKpaHe
OCTaHYTCSI TOJIBKO OKHA IPOEKINii, TTOJ3YyHOK TaiimMepa anumaruu. /lus
BO3BPaTa K UCXOJHOMY BH/LY HEOOXOMMO TIOBTOPUTH KOMAH]LY.

Jlist ynoberBa paboThI ¢ PasJUYHBIMU TTAHEJSIMU PEKOMEH/IYETCST Ha-
CTPOIKa IIPOrPaMMBbI TIOJI MHAUBULYaJIbHBIE IPeANouTenust. M bl 3a7aum
HEKOTOPBIE KJIACCUYECKUE YCTAHOBKY JIJIs1 KATETOPUU OTIBITHBIX [10JIb30BA-
teseil. [Ijis1 aToro Heobxo Mo BuizBaTh KoMaHay Customize/Preference
Settings (Hacrpoiika/Hacrpoiika mapamerpos) (puc. 1.9), Bo BkiIanke
General (T1aBHbBIE) yCTaHOBUTH KOJMYECTBO IIArOB BO3BpaTa AeicTBUI
Levels (Yposuu) 100 (seBbiit Bepxuuii yro, pasaen Scene Undo (Bos-
BpAT CIIEHBI)).

Bo Bxianke Files (Daiiibl) B HUKHEM JIeBOM Iy B pasjiene Auto
Backup (Pesepsrbie konuu) B cuerunke Number of Autobak files
(KosmmuectBo pesepBHBIX (ailyioB) 3azaTh unciao 5, B cuerunke Backup
Interval (minutes) (MHTepBan pesepBUPOBaHMsI) OCTaBUTh HHTEPBAJ
yepe3 Kakable 5 MUHYT. Koy pe3epBHBIX (ailioB COXPAHSIOTCS B Mal-
ke 3dsmax/autoback (3dsmax/Pesepsubie komun) pabouero croma. Bo
BiJagake Viewports (BujoBbie sKpaHbl) MOKHO 3aMEHUTH BBIOPAHHDIIT
BUJI€O/IpaiiBep, OOBIYHO YCTAHOBJIEH HauboJiee TOAXOMISIIINI BapuaHT
ZpaiiBepa.

Takke MOKHO BEPHYTb B CTPOKY MEHIO NPUBBIYHBINA pasmen File
(Daiir), KOTOPBIN B MOCJAETHUX BEPCHSIX TIPOTPAMMBbI BUOU3MeHeH. /1151
aToro BhiOeputTe KoMaHay Customize/Customize User Interface (Ha-
crpotika/HacTtpoiika mmuanoro natepdeiica), Bo Bkiazake Menus (Menro)
B HIUJKHEM JIeBOM pasjiesie BbiOepure HanMernoBanue File (MDaiin), mepe-
HecuTe B pasjies ¢ HANMEHOBAHUEM MMEONUXCS MEHIO B MPaBOil YacTh
BKJIAJIKU W COXPAHUTE HACTPOIKU.
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B Preference Settings ? X
Radiosity ] Animation l Inverse Kinematics ] Gizmos l MAXScript l Containers l Help ]
General [ Files I Viewports I Interaction Mode ] Gamma and LUT ] Rendering ]

Scene Undo Ref. Coord. System—  — UI Display
’VLEvels: 100 2 |V I™ Constant 1 [ Enable Viewport Tooltips
¥ Enable Caddy Controls
Plug-In Loading Sub-Materials N
) |V AutoPlay Preview File
o Load Plugiins [ A
When Used Automatically I Display Cross Hair Cursor
—Scene Selecion — |¥ Display Topology-Dependence Warning
[ Auto Window/Crossing by Direction | Display Stack Collapse Warning
@ Right->Left => Crossing [# Save LI Configuration on Exit
£ Left->Right => Crossing ¥ Use Large Toolbar Buttons.
Paint Selection Brush Size [0 | [¥ Horizontal Text in Vertical Toobars
[~Spinners ——————————————————————— v Fixed Width Text Buttons70 % |pixels
Precision: [ | Decmals
£ Flyout Time: [300 3| mSec
Snaps |10 3| I UseSnap o o
[ P ——— lor Selector: [Default Color Picker ~

Command Panel Layer Defaults ———————————————————
( Rolout Threshold:  [50 2| I~ Defaut to By Layer for New Nodes
Vertex Normal Style [ Mew Lights Renderable By Layer
( I™ Use Legacy R4 Vertex Normals. Fropaate Uninde Al exes Commnerds
e e e ——
& 3ds Max

" Maya Texture Coordinates
€ DirectX ’V [™ Use Real-World Texture Coordinates

" Propagate ¢* Do NotPropagate # Ask

oK Cancel

Puc. 1.9 < Bknagka General (MaBHoOe) MeHI0
Preference Settings (Hactporika napameTpoB)

Emé pexomenmyercd yCTaHOBUTH KJIACCMUYECKUI CBETJIO-CEPBIN Ba-
pHaHT I[BeTa OKHa mporpammbl 3ds Max, TocJie yCTaHOBKH ITPOTPAMMBI
OKHO MMEET JIOCTATOYHO TeMHBIN 11BeT. Bormoraute komanay Customize /
Customize UI and Default Switcher (HactpouTs 11osib30BaTeIbCKUI 1H-
tepdeiic 1 BRIOpaTh 110 ymoauanuio). B qmanorosom okne Choose initial
setting for tool options and UI layout (BbiOpaTh rcxoaHbie HACTPOIKY
JUI TIAPaMEeTPOB MHCTPYMEHTAPUS U KOMIIOHOBKU I0JIb30BATEIHCKOTO
nnrepdeiica) soibepure B crivcke Iinitial settings for tool options (Bbi-
6parb UCXOHbIE HACTPOUKHY JIJIS TAPAMETPOB MHCTPYMEHTAPHST) CTPOUKY
Max, B crucke Ul schemes (Cxema 1oJjib3oBaresibcKoro nurepdeiica)
sagaiite pexxum ame-light (Cserubiit). Ilocse aToro morpebyercs mnepe-
3aIlyCK IIPOrpPaMMbl, OKHO TpapuuecKoil CHCTEMbI IIPUMET I[BET, KAK Ha
puc. 1.10.

OcyiilecTBIeHHble U3MEHEHUs IaHeJieil WHCTPYMEHTOB, KJIaBUATYP-
HBIX KOMOMHAIMIT M 3aMeHy I[BeTa okHa rpadudeckoii cucrembl 3ds Max
MOKHO cOXpaHuTh B otiaenbHoMm aiiie (MaxStartULui) komangoi
Customize/Save Custom UI Scheme (Hacrpoiika/CoxpanuTth cxemy
10JIb30BaTeIbcKoro nurTepdeiica). Ilpu Heo6XoaUMOCTH 3TOT (halll MOK-
HO 3arpy3uTh JIjist OOHOBJIEHUST TI0JIb30BATENLCKOTO HHTEP(eiica.
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Puc. 1.10 « KoHTeliHep npeobpa3oBaHus

1.2. Npeobpa3oBaHue obvexkTos

[IpeobpasoBatiie 0GBHEKTOB SIBJISIETCST OJJHUM U3 CAMbIX 4acTO BBIIIOJI-
HsieMbIX jeficTBuil B 3ds Max. /I yckopenust paboThl HaJl CHEHOH 1
HOBBIIIEHMST TOYHOCTU MPEOOPAZOBAHUIT HMCIIONB3YIOTCS CJIEMYIOITIe
cpeacTBa:

> KoHTeliHep IpeobpasoBaHuii;

» CHCTEMbl KOODJMHAT;

»  BCIIOMOTaTe/bHbIe 00BEKThI-CETKH;

»  UHCJICHHBII BBOJ MAPaMETPOB TIPeoOpasoBaHMil.

KoHkpeTHoe TpuMeHeHne CPeCTB Mpeodpa3oBaHusl PaCCMOTPUM Ha

[puMepe cJielyIonero yrpaxHeHus.

YnpaxHeHue 1.1.
KoHTeliHep npeoOpa3oBaHus

1. 3amycrute nporpammy 3ds Max. Konreitnep npeobpasoBaHust 8-
JISIETCST OUeHb HATJISIIHBIM CPEJICTBOM JIJIST OPUEHTAITUU B TPOCT-
paHCTBe.

2. Ha skpane 110s1BITCS YeTbipe OKHA IIpoeKinil. Boibepure Ha BKaa-
ke Create (Cosmath) KOMaHIHOW maHemw B pasnene Geometry
(Teomerpust) kHonKy Sphere (Cdepa) B cButke Object Type (Tum
00beKTa).
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11.

[lesxkauTe B OKHe TeHTpanmbHOU Tpoeknun Perspective (Ilep-
CTIEKTUBA) U TepPeTAINTe yKa3aTeb, 4UTOOBI chepa 3aHsia He Me-
Hee YeTBEPTH OKHA MTPOEKITHTL.

PassepHuTe OKHO LEHTPaJbHON IIPOEKIUN KOMOUHALMEN KIaBHII
<Alt+W>,

[MMenkuute Ha KHotike Select and Move (Boigeauts u nepeme-
CTUTH) HA MAHEJW WHCTPYMEHTOB, 4TOObI TOSBHUJICS KOHTEHHED
npeoOpasoBaHuil (1M MAHUIYJIATOP), Kak Ha puc. 1.10.

Konreiinep mpeodpazoBaHus COCTOUT U3 TPEX B3AMMHO II€PIEH/IM-
KYJISIPHBIX BEKTOPOB C yKa3aHUeM Ha3BaHWSI OCEU U BbIJleJIEHUEM
TpeX TIOCKOCTeH MeKIy 3TUMN ocaMu. Eciam ykazaTh Kypcopom
Ha TOT WM MHOM BEKTOP KOHTelHepa npeobpasoBaust (UM ILI0-
CKOCTbB), TO OYKBa U BEKTOD OCH KOOPAMHAT (MK KOOPAUHATHASI
IJIOCKOCTD) BBIAEJIATCS JKEJIThIM IIBETOM. JTHM IIBETOM 00O3HA-
YarOTCsl OCH, B HAIPABJEHUU KOTOPBIX B MAHHBIH MOMEHT MOKHO
BBIIIOJIHATD IIPe0Opa3OBaHMUSL.

[l nogasTHS BBEPX c(hepbl TIOJIBEUTE KyPCOP K OCU Z, KOT/Ia OCh
BBIJIEJINTCS, TIepeMecTuTe Kypcop BBepX. /L1 omyckaHus cdepn
nepemMecTuTe Kypcop BHU3. [Ipu aTOM Bce Balliy MOMBITKA BUTATD-
CsI TIO IPYTHM OCSIM WJTH TIIOCKOCTSIM OY/IyT 3a6JI0KHPOBAHBI, TOKA
Bbl 3aHOBO HE 3a/[a/IUTe HallpaBJeHUE IBUKCHUS.

[ aBUKeHMS B TOPU3OHTAJIbHON IJIOCKOCTH IIO/IBEJIUTE KYp-
COp K IPSIMOYTOJIBHUKY Mexay ocsamu X n Y. Korza BbigesnTces
MPSIMOYTOTBHUK, MOKETe TiepeMeniarh cepy B FOPU30HTAIBHOM
IIJIOCKOCTH.

IMomnpobyiite aTh IpeobpazoBaHus MO APYIUM OCAM U ILIIOCKOCTSIM.

Heo6X0auMo OTMETUTD, YTO BCE MPE0OPA3ZOBAHUS B HTOM YIIPaK-
HEHUU TPOBOAUJIUCH B TJI0OATBHON cucTeMe KOopauHaT. B okHe
MEHTPATBHON TPOeKIK TaobambHas cructeMa koopanuat World
u OKoHHast cucremMa View coBragaior. OHAKO HA OPTOrOHATBHBIX
MPOEKIUAX KOOPAUHATHBIE OCH OYAyT OTJIMYATHCS MO HATPaB-
seausm. Cucrema xoopauHaT BbiOupaercss B crucke Reference
Coordinate Systems (Cucrembl KOOPAWHAT) TTAHEINU UHCTPYMEH-
TOB.

Coxpanute daiin 1 JaTbHEUIIX yupaxkHeHwi. (s 9Toro BbI-
6epute us merio komatny File/Save as (@Daiin/CoxpaHuTh Kak)
U B OTKpPBIBIIEMCs OKHe auajiora HazoBute ¢aitn Cdepa.max u
COXPaHHUTE B CBOEH Mallke.
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ITpu samycke nporpammMbl 3ds Max ¢ Ha4aJbHBIME yCTAHOBKAMU BBI
YBUZUTE TPU KOOPAMHATHBIE ILJIOCKOCTU-CETKH, Ha KOTOPBIX CTPOSITCS
reOMETPUYECKHE MOJEIN OOBEKTOB CLEHBl. OTH ILIOCKOCTH IIPOXOSAT
yepes Havaso I100aIbHOI CUCTEMbI KOOPAUHAT ¥ 0603HAYAIOTCS HA BU-
IMMOM CeTKe JKUPHBIMU YEPHBIMM JUHUAMU. Y Bac €CTh BO3MOKHOCTD
CO3IaBaTh COOCTBEHHBIE OOBEKTI-CETKU, KOTOPBIE 3aT€M MOKHO TPaHC-
(dhopMuUpOBaTh B OKHAX MPOEKIUK. JIJIs 9TOr0 CyIECTBYIOT CIeAyIoNIne
CIIOCOOBI:

> menkHyTh Ha Bkiagke Helpers (BcrmomoratebHbie 00BEKTHI)
komanaHOI nanesn Create (Cosnarb) 1 BHIOPaTh 0ObEKT THIIA
Grid (Cetka);

» BocnoJb3oBarbes pexknMoM AutoGrid (ABrocerxka).

Caoiictea o6bexroB Tuma Grid (CeTka) cXomHbl co cBOHCTBaMU 00b-
€KTOB TIPOYMX TUIIOB. BB MOJKeTe MprcBanBaTh UM UMEHA, HA3HAYATh MO-
nucuKaTopsl ¥ T. 1. Ho pu BU3yausanum Bbl He YBUANTE 3THX 0OBEKTOB
B OKHE BUPTYaJIbHOTO Oyhepa KaapoBs.

Haub6osee GbICTpbIM ¥ YIOOHBIM METOIOM CO3JaHUs OOBEKTOB THIIA
Grid (Cetka) siBisieTcst ucnosibsoBanue pesknuma Autogrid (ABrocerka),
KOTOPBIiT IOCTYIIEH B TIPOTIECCE TIOCTPOEHUS TPEXMEPHBIX 0O HEKTOB-TIPH-
MUTHBOB.

YnpaxHeHue 1.2.
ABToceTka. Co3pgaHune ryceHuubl

1. Orkpotite daiin Chepa.max, CO3/[aHHBIN B MPEABIIYIIEM YITPaK-
HEHW.

2. Ilenxkuure Ha kHOTKe Geometry (ITeomerpusi) Bkiyankn Create
(Cosnatn) xomamanoii manemn. B csutke Object Type (Tum 06n-
exra) menkanTe Ha KHOTIKe Cone (Konyc) n ycranoBute (hiakox
Autogrid (Asrocerka) B BepxHeil uactu BKIaaku Create (Cosmars),
Kak mokasaHo Ha puc. 1.11, 4ToOBI BKIOYUTH PEKUM aBTOCETK.

3. Pacrionoxute Kypcop B OKHE HEPCHEKTUBHON TPOEKITUU W TO-
npoOyiiTe TepeMeraTh €ro HaJl MOBepXHOCThI0 cepbl. ObpaTute
BHUMaHUE, YTO TMPU IEPEMEIEeHNN Kypcopa HaJl MOBEPXHOCTHIO
chepbl BEKTOP OCH Z pacriojiaraetcs IMeprueHInKyJIsSpHO 3TOH 1o-
BEPXHOCTU. IIQJIO B TOM, 4TO IIpOTpaMMa aBTOMAaTUYE€CKN OPUEHTU-
pyer och Z KoHTeliHepa I1IpeoOpa3oBaHus B HAIIPABJIEHUN HOPMAJIK
TOIl rPaHU MOBEPXHOCTU OOBEKTA, HAJl KOTOPOIl B JIAHHBIA MOMEHT
HAXOJUTCS KypCOop.
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