


OCHOBHblIe NOHATUA

TpéxmepHas rpadumka (3D, 3 Dimensions, pycck. 3 uamepeHus) — paszen KOMNbOTEPHOW rpadukiy,
COBOKYMHOCTb NMPUEMOB U MHCTPYMEHTOB (KakK MPOrpaMMHbIX, Tak M annapaTHbIX),
npeAHasHaYeHHbIX AN5 n306paxkeHnss 06bEMHbIX 06bekTOB. Bosblue Bcero npumeHsaeTcs Ans
CO34aHMs n306paxKeHMin Ha NAOCKOCTU SKPAHA UM INCTA NEYATHOM NPOAYKL MM B
apXMUTeKTYPHOU BM3yaan3aLumm, kuHemaTorpade, TeNeBUAEHNM, KOMMNbIOTEPHBIX UrPaXx,
NeYyaTHOM NPOAYKLMM, @ TakXKe B HAyKe N NPOMBbILUNEHHOCTMU.

TpéxmepHoe nsobpaxeHune Ha NJI0CKOCTN OT/IMYAETCA OT ABYMEPHOrO TeM, 4YTO BK/tOYaeT
MOCTPOEHME reOMeTPUYECKON NPOEKLNN TPEXMEPHOU MOZENN CYeHbl Ha NI0CKOCTb (Hanpumep,
3KpaH KOMMblOTepPa) C MOMOLLbIO CNeLMann3npoBaHHbIX MporpaMM. [pun 3ToM Mogenb MOXeT
Kak COOTBETCTBOBaTb 06beKTaM U3 peasibHOro Mupa (aBToMobuan, 3aaHus, yparaH, actepous),
TaK 1 ObITb NONHOCTBIO abcTpakTHOM (NpoeKL A YeTbipéxMepHOro ppakTana).

Ans nonyyeHns TPEXMEPHOro N306paxeHUs Ha MI0CKOCTM TpebytoTcs credytolve waru:
modenuposaHue — co3faHne TPEXMEePHOW MaTeMaTUUYeCKOM MOAeNN CLeHbl M 0O6BEKTOB B HEMW.
peHdepuHe (BU3yanmnsaumsa) — NoCcTpoeHne NpoeKkLnMn B COOTBETCTBUM C BbIbpaHHOW
dur3myeckon mogensio.

BbIBOZ, NOJIy4€HHOI0 M300paXKeHNst Ha YCTPOMCTBO BbIBOAA - AUCNAEN UK NPUHTEP.

OgaHako, B CBSI3U € nonbiTkamu co3ganuns 3D-gucnnees n 3D-npuHTEpoOB, TpExmepHas rpaduka He

obs3aTenbHO BK/IIOYAET B cebsi mpoeLMpoBaHue Ha NJI0CKOCTb.




MoaenupoBaHue

CueHa (BMpTya/ibHOE NPOCTPAHCTBO MOAENIMPOBAHWS) BK/IIOYAET B Cebs
HECKO/IbKO KaTeropmmn obbekToB:
[eomeTpus (NOCTPOEHHAsA C MOMOLLb PAa3/INYHbBIX TEXHUK MOAE/b,
Hanpumep 34aHne)
MaTtepuanbl (MHPOpMaLMA O BU3yasibHbIX CBOMCTBAX MOAENAN, HANPUMEP
LLBET CTEH M OTpaXkatoLw,an/npenoMastow,an cCnocobHOCTb OKOH)
NCcTOYHMKM cBeTa (HACTPOWKKM HAaNPaBAEHUSA, MOLLHOCTU, CNEKTPA
ocBelleHNs)
BupTyanbHble Kamepbl (BbIOOP TOYKM U yrAa NOCTPOEHUS MPOEKLMN)
Cunbl M BO34enNCTBUA (HACTPONKN AMHAMUYECKUX MCKAXEHUN 06BEKTOB,
NMPUMEHSIETCA B OCHOBHOM B aHUMaLLUN)
AononHuTtencHble 3 PeKkTbl (06bEKTLI, UMUTUPYIOLWME aTMOCPEPHbIE
ABJIEHUS: CBET B TyMaHe, ob/1aka, naams n np.)
3a4a4a TPEXMEPHOrO MOAENMPOBAHNA — ONUCATb 3TU 0HBbEKTLI U
pPa3MeCcTUTb UX B CLLeHe C MOMOLL,bIO reOMeTpMnYeckmMx NnpeobpasoBaHMN B
COOTBETCTBUU C TpeboBaHUAMM K ByayLiemy n3obpaxkeHuto.






Cuctembl peHAepUHra




mental ray

mental ray (nuweTca co ctpoyHoun BykBbl) — NpodeCccnoHaIbHaa CUCTEMA PEHAEPUHTA U
BM3yaam3saumm nsobpaxeHunn, paspabotaHHaa komnaHven mental images (FfepmaHus).

mental ray nyywe Bcero nHterpmpoBaH c Softimage XSI (c 1996 roga, Toraa Softimage HasbiBaacs
Sumatra), ectb Takxe nHTerpauunm c Autodesk Maya (c 2002), Autodesk 3ds Max (c 1999),
Houdini, SolidWorks, Tak e nmeetcsa Bepcus standalone. 3To MOWHbIN MHCTPYMEHT
BM3ya/n3aLumm, NoAAePXMBAIOLWMIA CerMEHTHYIO BU3Yyann3aLnio, No40H6HO MexaHu3my
COMpPOBOXAaloLen BU3yaim3sauunm, peasmsoBaHHoMy B Maya, BO3MOXHO OTAE/IbHO CYMTaTb MO
nacaM, OKK/IH03UI0, TEHWN, OTPAXeHUS, BIPOYEM 3TUM cenyac 063aBenncb NPaKTUYECKU BCe
CUCTEeMbl peHAepa, peHaep no nacam umeet V-Ray, finalRender, RenderMan u gp.

Takke nogaepXxmMBaeT TEXHOIOTUIO pacnpeseiéHHON BU3yaiM3aLnm, NO3BOASIOLLYIO PaLMOHabHO
pPa3AenaTb BblYNCAUTEIbHYIO HAarpy3ky Mexay HeCKONbKMMU KOMMboTepamMmn (MHOFrONMOTOUHbIN U
CeTeBOW peHAepUHr) A0 8 NpoLLeccopoB Ha O4HOM KOMMbIOTEPE U1 4 CeTeBbIX. TakKe umeeTcs
dyHkuma Global lllumination, no3BonseT UMUTMPOBaTL MHOFOKpPaTHOE cBeTOOTpaxeHue. C
nomoubto pexumos Final gather (aHanor B V-Ray — pexum Gl MoHTe Kapno, Tenepb Brute
Force) u Photon. Takxxe nmeetca kayctmka n motion blur. Mpenmywectso mental ray — B ero
pacwmnpsieMocTn. MoXHO HanucaTb Wwengepbl Ha A3bike C++, YTO BblAeNAET ero U3 Apyrux
peHAepOB 1 AAET NPaBO Ha3bIBaTbCA NPOAAKLIH peHAepoM Kak n RenderMan.

mental ray 6bln paspaboTaH B 1986, koMMepueckas Bepcusi BbinylueHa B 1989.




V-Ray

V-Ray — MOLHbIN MHCTPYMEHT B pxusatowmnm Depth of Field
(rnybuHa peskoctu), Motion TUA» B ABUXXEHUM),
Displacement (kapTa cmelyet \eTann3auum TpexMepHbIX
obbekTOB). Kpome 3T0ro, V-r 1€ NCTOYHUKW OCBELLLEeHUS,
cucTemy conHue-Hebocsoa A “BeleHNs eCTeCTBEHHbIM

CBeTOM, U PU3nyeckyto kame
1 BUAeokamepam. Crncrema \/.,‘ |
Ype3Bbl4anvHO HObLINMX MACCy
N3 1,eCATKOB MUJIIMAPAOB NO_
MONb30BaTEIO LWWMPOKME BO3
matepwuanos. V-Ray SDK no3
wenaepbl, Tak M a4anTUPOBaw
BO3MOXHOCTb NPOCYMTBIBATE &
KaHaNoB, Takmx kak MnybuHa o
[NMpenomnexwue, Tenn, n apyr
B NaKeTax KOMMO3WHIra M MOHTaXa.
[poeKkT AMHaMMYHO pa3BUBAETCA, HANPMMepP, aHOHCUPOBAH BbIXO MHTEPAKTUBHOM

Bepcum peHaepa ana Autodesk 3ds Max, cnocobHom B peasibHOM BpEMEHM CUNTATD
M 0bHOBNATE N306paxeHne B okHe BO BpeMs paboThl.

a/IOrMYHBIMW peanibHbIM GOTO-
MPOM3BOAUTL NpocyeT

beKTOB, COCTOALMX CYMMapPHO

e wenaepbl NpeAoCTaBAAOT
LM NPAKTUYECKM Nt0ObIX
MpoBaTb COBCTBEHHbIE

HMe cneynduyeckmnx 3aaau.

bl U30bpaxeHus B BUAe

bda, OTpaxeHue,

O 1bLwyto cBoboay noctobpaboTim



RenderMan

RenderMan — nporpamMMHbIv NPOAYKT, NAKeT NPOrpamMM, NPOMbILLIEHHbIN
CTaHAAPT peHaepuHra ans 3D aHnMaumn. B 4acTHOCTM CywecTByeT Kak
CTaHAQPT ONMMCAHUA TPEXMEPHbIX AAHHbIX AN UX NOC/eAYOWeN
BM3Yya/1M3aL MM TaK U KakK OTAE/bHO CTOSAWMN peHAep, BbiMyLWeHHbIN B
nocsesHee BpeMs NoJ TEM Xe Ha3BaHMEM.

RenderMan co3gaH koMnaHueu Pixar u ucnonb3yercs ¢ 1986 roga MHOrMMu
M3BECTHbIMM NPOAAKLIEH XayCaMMU.

B 6onblIMHCTBE ClyyaeB peaansayma ctaHgapta Renderman — ato
KOMMN1eKC MPOrpaMmM, Bbl3bIBa€MbIX M3 KOMaHAHOM CTPOKM 1 UFPAKOLLMX
onpeaeseHHY0 po/b B npouecce peHaepuHra. CTaHAapT pa3anyaeT
NOHATWA GpanIoB oNUcaHus cueHbl n reomeTpun — RIB-dannos, v
dann0oB ONNCaAHMUS MaTepuanos — SL- dannos, nnu Luem,u,epos Bce 3tu
danibl UMEOT MPOCTON TEKCTOBbIM GOPMAT, ONMMUCAHHbIN B
cneundukaymmn. Pannol Wenaepos NpeACTaBASAIOT U3 cebsa
MWUHUMNPOrPaMMbl Ha CUJIbHO YNPOLLEHHOM AunasekTe sa3bika C.

CyLLecTBYHOT KOHHEKTOPbI K 60bLIMHCTBY NporpamMm 3d-mMo4envpoBaHUA:
Maya, 3ds Max, Cinema 4D

Tekyw,an Bepcus Kak peHaepa Ana Maya, RenderMan for Maya 3.0 kak
Renderman Pro server 15.1 kak RenderMan Studio 2.0.2




