


[Tporpamma 3DS MAX 5 orHOCHTCSA K CEMEHCTBY IIPOIPAMM TPEXMEPHON KOMIIBIOTEPHOI rpadpuKu
HAU, KaK €€ €II€ HA3BIBAIOT, 3D-cpaguru (3 Dimensional — mpexmepras) u IpeAHASHAYCHA AAS CHHTE32
OTACABHBIX H300PAKECHUIN, IMUTUPYIOIINX CIICHBI U3 JKU3HU PEAABHBIX AU BBIMBIIIIACHHBIX MUPOB C
dororpacdraeckoi ACTAABHOCTBIO H KAYECTBOM, 4 TAK/KE IHOCAEAOBATEABHOCTEH KAAPOB TAKIX
H300PAKEHUN, BOCIIPOU3BOAAIINX ABIKEHUA OOBEKTOB M HA3BIBAEMbBIX AHUMAIAAMI.
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OCHOBHBIMH 00AACTAMHU UCITOAB30BaHUA MAX 5 sBAsiroTCS:

- apXUTEKTYpPHOE NPOEKTUPOBaAHUE U KOHCTPYNPOBaAHUE UHTEPLEPOB;

- NOAroToBKa peKnamMHbIX U Hi
KOMNbOTEPHAA  MYNbLTUNIN
doaHTacTU4eCcKuMm ClO)KGTaML!

- paspaboTka KOMMbIOTEPHbIX)
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3ds max” Blizzard Entertainment
Y/FE

St
anu = and (P TYYSEIUOS TIETACUVE Ll ANl TGS rescrvea.
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ObbekTel MAX 5

Bcero nmeetcs cemMb Kateropuii 0O bEKTOB:

Geometry (feomeTtpus) I
Shapes (Popmbl)
Systems (Cucremsl)
Cameras (Kamepbl)

Lights (NOTCREk CBeTa)Space Warps (ObbemMHble gedopmanmn)
Helpers (BcnomoratenbHble 00beKThl) J/
Ll
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06'beKTbI kateropuun Geometry




‘ Ob6bekThl, co3gaBaemble B MAX 5, )XMUBYT U AENCTBYIOT B BOOBpakaemMowm,
N BUpPTyanbHOM, TPEXMEPHOM MNPOCTPAHCTBE,

CYLLIECTBYIOLLEM B NaMATN KOMMbloTepa.

OkHa npoekuyum (viewports).




AHumauma (animation — oxunsrieHue) cueHbl B 3D Studio MAX 5




PaboTa Hag reoMeTpuyeckon Moaernblo CLEeHbl MPouU3BOANTCSA B ABa aTana:

[Mpwn co
MOXHO

bEKTOB CLIEHbI

-C co3aaH
Npoun3BO

co3aaBas

-C  €03A3
NCNOMNb3(
Tpexmep
BpaLLeH
NPOdOUNHK

-C CcO3gaH
NURBS-
MOXXHO MoaunduumpoBaTth, Npuagas UM
dopmy Tpebyemoro obLekTa =




B mrrore BoI IIOAYINATE TEOMETPUIECKYEO
MOAEADB TPEXMEPHOU CLIEHHI.
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2000 System Simulations



