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UCTOYHUKU CBETA
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XAPAKTEPUCTUKU UCTOYHUKOB CBETA

Multiplier (ApkocTb),
Decay (3aTyxaHune)
n Shadow Map (Tun oTbpacbiBaemMon TEHN)

[1To ymon4yanuto, Multiplier (ApkocTtb) noboro
MCTOYHMKA CBETA paBHa eanHuLEe, a
napameTp Decay (3aTyxaHue) BbIKMHOYEH.



IPOEKTbI OCBELLEHUA

Volume Light (ObbeMHLIN CBET) — CBET,
co3gaBaeMbll ICTOMHUKOM, OKpalUMBaET
NMPOCTPAHCTBO B LIBET UCTOYHUKA.

Lens Effects (3 dekTbl MIMH3bI) — HANOMUHAET
9P MEKT, KOTOPbIN B peanbHOW XXWU3HU nosyyYaeTcd
Ha N300paXxeHnn Npu NCrorib30BaHNN
cneymaribHbIX 0ObEKTUBOB C pa3fiNnYHbIMU

cncreMamu JinH3. 2| x|
T A - |
YT06bI MCMONb30BaTh 3PAEKT, B CBUTKE  [LensEftects ¥ ClIERiee

" Effect

HacTpoek Atmospheres & Effects & Al

(ATMocdepa n adpdeKTbl) UICTOHHUKA
cBeTa Haxkmute kHornky Add (JJobaBunTb) n ® New

BblDepuTe Tpebyembin IPPEKT B OKHE " Existing
Add Atmosphere or Effect (JobaBuTtb
adopeKT nnn atmocdepHoe sIBNEHUE)
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HACTPOMKU UCTOYHUKA CBETA TUIMA OMNI
(BCEHAMPABNEHHbBIN)
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OcBeLlleHUue cueHbl

NNPABUAA PACCTAHOBKH

UCTOYHUKOB CBETA B CLIEHE



PEKOMEHAALWH

[1To ymonyaHuio napametp Multiplier
(ApKoCTb) BCEX MCTOYHMKOB cBeTa B 3ds max
/ meeT 3Ha4veHue 1.

CTtapanTechb No BO3MOXXHOCTU n3beraTtb
3Ha4YeHU, NPEeBbILLALLNX 3TO YUCIIO, U
UCnosnb3oBaTh NapameTp Decay
(3aTyxaHue).



PEKOMEHAALWH

Bce ctaHOapTHbIE NCTOYHMKU CBETA B 3dS max
MOTYT UCMOMNb30BaTb Pa3fIMYHYO CTEMNEHb
3aTyxaHus:

Inverse (ObpaTHasa 3aBUCUMOCTb)

nnun Inverse Square (ObpaTHO-KBagpaTuyHag

3aBNUCMMOCTD).
Ee moxHo BbIOpaTb U3 cnucka Type (Tun)
cBUTKa HacTpoek Intensity/Color/ Attenuation
(MHTEeHcmBHOCTL/LlBET/3aTyxaHne) NCTo4HUKa
cBeTa



CTEINEHb 3ATYXAHUA

7|3/ @@ T|

i
IEIrnniEI'l |_ [ - Intensity/Colorddttenuation |
| Modfier List =] || Mutiplier: 10 ] |
—Decay
Tope: |Maone vI
Start: |Mone
|hverze

NP |reverze Square
™ Use Start: | 0.0 J
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|- General Parameters |

— Light Type [+ Advanced Effects i
v On IDmni j [+  Shadow Parameters i
™| Tageted [[ #Ray Traced Shadow Params i

[-  Atmospheres & Effects |

r Shadows———
[T Onl Use Global Settings Add Delete |

IFIay Traced Shadows j

Exclude. .

Walurne Light

Setup

| #nental ray Indirect lumination |i

[+ mental ray Light Shader i




PEKOMEHAALWH

[1ns ocBelLeHns cueHbl yaobHO ncnonb3oBaTh
OOMWH rMaBHbIW UCTOYHUK CBETA U HECKOSNbKO
BCNOMoOraTernbHbIX.

B kayecTBe OCHOBHOMO UCTOYHUKA MOXXHO
NPUMEHUTb, HANPUMEP, OAUH N3 UMEIOLLINXCS B
apceHane 3ds max HanpaBleHHbIX NCTOYHUKOB
cBeTa.

VIHTEHCMBHOCTb BComMoraTernbHbIX MICTOYHUKOB
CBETa OOJT’KHa ObITb 3HAYUTENTBHO MEHbLLE, YEM
OCHOBHOIO.

Kpome JTOro, BCrioMorarteribHble NCTO4YHUKN HE
AO0JIKHbl CO34aBaTb TEHU OT 0OBHEKTOB B cueHe.



NCKAKOYEHUE OBBbEKTOB

[1na atoro

HeoOXOAMMO HaXaTb o
KHONKy Exclude o
(MIcknovnThb) B CBUTKE
HacTpoek General
Parameters (Obwue
napameTpbl) U B
OTKPbIBLLUEMCH OKHE o remoome oo
BbIMNONMHUTb seegen| ] o | cwet |

HeobxoanMble
HaCTPOUKMN.



PEKOMEHAALWH

He ctont 6e3 peanbHon HeE06XOANMOCTU yCTaHaBNNBaTb
3HayeHne SIPKOCTN MCTOYHUKOB cBeTa bornblue unu
PaBHbIM eduNHULIE

Cnenyet NOMHUTb, YTO OOBLEKTHI, HA KOTOPbIE C3aau
nagaeT HECUNbHbLIN CBET, HAa PMHANBbHOM MU300paXXeHnu
Ka)kyTCsl HEMHOro bonee 06 bEMHbIMW.

npl/l HaJl1Ininnm B cueHe HECKOJ1IbKNX UCTOYHNKOB CBETA,
APKOCTb B OTAEJIbHO B3ATOU TOYHKE paBHAETCA CYMMapPHOU
APKOCTN BCEX NCTOYHUKOB B CLIEHE.

Hann4yne 6onblUuoro KonnmyecTsa NCTOYHMUKOB CBETA B
CLUEHE MOXET Bbl3BaTb MHOXXECTBO XaOTUYHbIX TEHEWN,
KOTOpble OyayT NMULIHUMU Ha BU3Yyanu3npoBaHHOM
n3obpakeHunw.



OcBeLlleHUue cueHbl

XAPAKTEPUCTUKU CBETA

U METOAbI BUSYAANU3ALUU TEHEN



XAPAKTEPUCTUKU CBETA

CBET UMEET TP IMaBHbIE XapPaKTEPUCTUKMN:
apkocTb (Multiplier),
ueT (Color)

N oTOpacbiBaeMble OT OCBELLEHHbIX UM
obbekToB TeHU (Shadows).



PEAAUCTUYHDLIE TEHU
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MOAXOAbI K BU3YAANUSALIUU TEHEWN

NCNOSb30BaHUE KapTbl TEHEN
(Shadow Map),

TpaccupoBka (Raytraced)

n rmobanbHoOe ocBelleHne

(Global [llumination).
[ maBHaa HacTponka Shadow
Map (KapTta TeHen) — aTo
pasmMmep KapTbl TeHEN (NapamMeTp

Size (Pa3mep)) B cBuTKE
HacTpoek Shadow Map Params

Ecnu pasmep KapThbl
YMEHbLINTb, YETKOCTb
NONyYeHHbIX TEHEW TaKXe
CHU3NTCH.

w| | 4@ @ T

[Spetot |_

Modifier List j

|- Shadow Parameters |

— Object Shadows:

I:n:nln:nr:. Dens. [0.72 2]
[~ Map: Mone

[ Light Affects Shadow Colar

— Atmozphere Shadows;

[~ On Opacity: [71.0 3]

Color Ammount: | 7a.0 ﬂ
o NN S e
|- Shadow Map Params |
- General Parameters | Bias: [10 2] Sie:[512 2]
— Light Type Sample R ange: I 4.0 ﬂ
¥ On Isp.;.t j [T Absolute Map Bias
V¥ Targeted 94 533 [ 2 Sided Shadaws
~ Ghadows [+ Atmospheres & Effects |
¥ Onl Usze Global Settings [| Hnental ray Indirect [llumination |]
IShadaw b ap j |+ mental rap Light Shader i
Exclude...

[| + Intenzity/Color/&ttenuation  |i

[+  Spotlight Parameters [i

i+ Advanced Effects [i







PYIINA KAMEPbDI

Kamepbl B 3ds max
OblBaAlOT OBYX TUMOB

Target (HanpaBneHHas
n Free (CBoboaHasn).

I Standard j

7|2 T
s Wrol SAFR=NE

| - Obiject Type

sutaGnd T

Free
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[- Marme and Calar

| Cameradi .

15mm | 20 | 24mm |

28mm | 38mm | B0rnm |

85mm | 135mm | 200mm |

Type: | Target Camera  ~

[~ Show Cone
[ Show Harizon

— Environment B anges
[~ Show

Mear Range: | 0,0 ﬂ
Far Range: |1DDD,D ﬂ

— Clipping Planes

[- Parameters [= Depth of Field Parameters
Lens: | 43 456 ﬂmm - Focal Depth
ﬂ oy W jd ¥ Use Target Distance
! | - |dEd.
: - = Focal Depth: [T000 2|
[~ Onthographic Projection
Stock Lenzes r~Sampling

¥ Display Passes
¥ Use Original Location
Total Paszes: |‘|2— J
Sample Badiuz: W J
Sample Bias: IF J

—Pazz Blending————
v Mormalize 'weights

Dither Strength: |D,4 ﬂ
Tile Size: |32 ﬂ
r Scanline Renderer Params —
I™ Disable Fitering
™ Disable Antisliasing

Ak Ak

4k

[~ Clip Manually

Mear Clip: [T.0 2
Far Clip:J 70000 2]

r Multi-Fass Effect

[~ Enable M
IDepth of Field =]
[~ Render Effects Per Pass

Target Distance: |‘I,D ﬂ




KAMEPbI TARGET

Kamepbl Target (HanpaBneHHas) COCTOAT U3 caMoW
KamMepbl, 415 KOTOPOU MOXHO 3adaTb HanpaBineHneM
OencTBug

HanpasneHHble Kamepbl yaoOHO MUCMOSb30BaTh B TEX
cnydasix, korga Tpebyetca npusda3aTb HarnpasieHne
KaMepbl K KaKOMY-HMByab 00ObeKkTy (Hanpumep, Koraa
HeobXxoaMMO NpocneauTb OBMXKeHUe obbeKkTa BAOMb
HEKOTOPOW TpaeKkTopum)

Takke ona HanpasfeHHON KaMepbl MOXHO yKasaTb
dookycHOe paccTodHMe ¢ NomMoLLbio napamMmeTpa Target
Distance (PoOKyCHOe pacCTOsiHME), YTO UCMNONb3YEeTCs Mpu
co3gaHun adppekTa rnyounHblI PE3KOCTU



USMEHEHUE BUAA

Camerall
[1na nameHeHns Bmaa
e v Perspective
(4 h Iser
LLENKHUTE NpaBou o
<, Transparency k ng
KHOIMNKOWU MbiLLUU B PEmE: settom
oy Background Left
Showe Safe Frame Right
J-I e BO M Be pX H e M y rJ-I y Q::dard o S —— .ﬁ.c:veﬁh.ade ,
Extended Primitives  * Texture Correctian Z:idematlc .
OKHa NpOoeKLnn U1 R I -
Campoun 3 - Shape
icl
BbIMOMHUTE KOMaHAay e
" Dynarnics ' Configure. ..
Shapes r
Views > Camera (Bua
Lighks 3

v Free Camera

> 13 kamepbl)

Target Camera
Helpers

Spacetarps Create Camera Fram Wiew Crrl+C

Swskems




IOODEKTbl KAMEPDI

Lens Effects (OddekTbl NUH3bI);
Color Balance (LiBeToBon 6anaHc);

Depth of_FieId (TybunHa peskocTn); 20
Film Grain (3epHUCTOCTb); Lo et I
Motion Blur (PasmbiTne gBumxeHus). Sighiness e Conias Cancel
Depth of Field
Fim Gray
YToObI cnonb3oBaTh SPAEKT, Motion Bl
BbINONHWTe kKomaHay Rendering >
Environment (Busyanusauusa >

OkpyxxeHue). B okHe Environment and -~

Effects (OkpyxeHue n apdekTbl)
nepenaute Ha Bkragky Effects
(QdopekTbl) Nocne 4Yero, HaXkaB Ha
kHornky Add (Job6aBuTtb), BbiIbepuTe B
OKHE OAuH N3 3P EKTOB



