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TO €CTh MOJHOMYHKI[MOHAIbHAS BEPCUsL. B BBINIAfaoieM CIUCKe eCTh ellle BAPUAHT
V-Ray RT, ato cokparierue ot Real Time (periep B peajibHOM BPEMEHH ), TO €CTh JJIsI
BU3YaJIM3aI[K UCTIOJI3YIOTCS BOZMOKHOCTH BUJICOKAPTHI U OOHOBJICHHYIO KaPTUHKY
MOJKHO BUJIETh CPa3y IOCJIe€ BHECEHUsT UBMEHEHUI B IPOEKT.

Momyns V-Ray coBMecTnM ¢ GOTBITUHCTBOM CTAHAAPTHBIX CPENCTB BU3yaan3anun 3ds
Max (MCTOYHUKH CBeTa M MaTepUabl), HO BCe JKe PEKOMEH/IyeTCs MCTIOIb30BaTh Cpel-
ctBa V-Ray, KOTOpbIe TOGABISIOTCS TTPU YCTAHOBKU TLIATHHA, PACIITHPSIST TEM CAMBIM
Bo3MOskHOCTH 3ds Max. DT HHCTPYMEHTBI CIIEIIUATIBHO OTITUMU3UPOBAHBI [t PAOOTHI
¢ V-Ray, a ncriosp3oBaHme MX BMECTO CTAHAAPTHBIX CPEICTB 3aMETHO YCKOPsIeT BU3ya-
Jusanuio. Y miaruHa V-Ray ecTh cBoM NCTOUHUKHN CBETA, CBOM MaTePHAJbl M CBOM T1a-
paMeTpsl Buzyanmsanuu. M faxe y CTaHAAPTHBIX NCTOYHUKOB CBeTa MOSBIISETCS J10-
MOJIHUTEIBHBINA TUI TeHu VrayShadow, KoTOpsIil 00513aTEIBHO HYKHO BBHIOUPAThH
B CJIydae MCIIOJb30BaHNS CTAHAPTHBIX HCTOYHUKOB ¢ V-Ray.

Wraxk, Mmoayab V-Ray coepKuUT ciemyionine 0CHOBHbBIE MHCTPYMEHTHI 4151 paboTh
B 3ds Max:

» VRay renderer — BU3yann3aTop;

Vray Frame Buffer — okHO y1d pa6OTbI C KaJIpOM BU3yaJIN3alUN;
VRayLight — ncTOYHUK CBeETA;

VRaySun — MCTOYHUK CBeTa COJIHIIE;

VRay Dome Light — HCTOUHMK cBeTa KyI10J1 Heba;

VRayShadows — TeHn (pe3kue 1 pa3MbIThIE);

YV VV V VYV V

VRayMtl — ocHOBHO# MaTepuaJl, Mo/JIep;KUBAIOIINI OTpaskeHue/IpesioMiIeHne, 1o-
TJI0NIIeHMe, TT0JYITPO3PAaYHOCTD;

Y

VrayBlendMtl — cocTaBHOI MaTepuas, CMENUBAIONINI MaTepUaJIbl Yepe3 MacKy;

Y

VRayLightMtl — maTepuas ¢ apdexTom caMocBeYeHusT;
VRay2SidedMtl — martepuaJst Juid UMUTAIMNA OY€Hb TOHKUX IIPOCBEYMBAEMBbIX 00Db-
€KTOB, HAIIpUMep LITOP, JIUCTHEB /IEPEBLEB, 6yMarM W T. I

> VRayMap — kapra, go6asJisionias noaaep;xusaeMbie MoayieMm VRay addexTst o1-
paskeHus /IPEJOMIICHUS CTaHAAPTHBIM MaTepuanam 3ds Max;

Y

VRayHDRI — kapra mist sarpysk HDRI-uzobpakenwuii (aiiibl ¢ pacimperrem hdr);

» VRayProxy — cCbljIka Ha 0OBEKT, UCTIOAb3yeMast ISl BRIHOCA TEOMETPHH ¢ GOJIBIITM
KOJINYECTBOM TOJUTOHOB BO BHENTHUHN (hailsi 1 yckopeHust mpoiiecca 06paboTku
CIICHBI ¥ BU3YJIN3AIINH;

Y

VRayPlane — GeckoHedHasI IIIIOCKOCTB;
» VRayFur — mporeiypHas remepard Mexa U MIepPCTH;

» VRayDisplacementMod — MoauhUKaTOP, KOTOPBIH T03BOJISET N3MEHATH TEOMETPHIO
C TIOMOIIbIO KAPThI CMEIIlCHU.

[Tpu moaxmiovennn V-Ray B 3ds Max mosgBIsieTcst TOTIOMHUTENBHAS TTAHETh WHCTPY-
MeHTOB V-Ray Toolbar (puc.17.2). /s BU3yanusaiiu Hy>KHO MO0JIb30BaThCsS KHOMKOM ¢
nzobpakemnnem daitnuka Render Curent Frame, TOT/Ia BU3yalIu3upyeMoe m306pakenue
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Oyzer OTKpbiBaThCs B Vray Frame Buffer, B KoTo-

V-Ray Toolbar n

. POM €CTb JIOTIOJITHUTEIbHbBIE BO3MOKHOCTH.
2 E e | & 0 =l Ha puc.17.3 nokasano, uto B Vray Frame Buffer
ODOO0OFOIE® ISP MO3KHO CO3/IaTh UCTOPHIO BU3YAJTN3UPOBAHHDIX
Y% 2% Nel=1" kanpoB V-Ray. Crauana OTKPOHTe UCTOPHIO Ha-
JKaTheM Ha KHOTIKY ¢ OykBoit H (History) B HitK-
Puc. 17.2. MaHenb V-Ray Toolbar, Hell yacTu okHa Frame Buffer, ncropus 6y1;[eT
kHonka Render Curent Frame nyctast. YTo0bl HAYaTh COXPAHSTH B HEE KaJIPHI,

Ha)kKMuTe Ha KHOIIKY Enable VFB History B BepxHeMm
JIEBOM YTJIy OKHA U YKAKUTE MY Th K TAITKE, B KOTOPYIO OYIYT COXPAHATHCS CITysKeOHbIE
(aiisbr. TTocsie 5TOTo COXPAHSITh KaJIPBI LTSI KCTOPUU MOKHO OYJIET HaKaTHeM COCETHEN
KHOITKH Save ¢ m300paskeHneM ANCKeTHI. B MCTOPUE Tak e COXPAHSIIOTCS HA3BAHUE
(aiina, pasmep M306paskeHnsT U BpeMst penziepa. [lJist TpocMOTpa Kajpa U3 HCTOPUH
cyiesiaiiTe o HeMy JIBOMHOM MIETYOK.

V-Ray frame buffer - [50% of 960 x 540]

Puc. 17.3. OkHo V-Ray Frame Buffer

Jliist coxpaHeHust M300pasKeHUsT B BUJIE OT/EIbHOTO (haiiia ¢ Hy)KHBIM PacIIupeHIeM
HEOOXO/IMMO MOJIb30BaThCsI IPYTON KHOIKOI ¢ M300pakeHIeM JUCKEThI, KOTOpast Ha-
XOJIMTCA B IIPABOM BepXHeM yIJy U Ha3biBaeTcs Save Current Chanel. Tam sxe HaxonsaTcs
KHOIIKa Render last ¢ uzobpakeHueM 4aiiHuKa /I CTapTa HOBOI'O PeHAEpa U KHOIKA
Stop rendering 1711 OCTAaHOBKM pPeHJIEPa.

Busyanunsauuna sKcTepbepa npy AHEeBHOM
oCBeLleHnN

Busyanusanus skctepbepa npu JHEBHOM OCBellleHuHU ¢ 1moMoIibio VRay ananrornuna
cxeme ¢ mental ray, koropyio mbl pasbupanu B riaBe 14. VRay peanusyer aaroputm
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r/106aJIbHOTO OCBELIeH s 1 UMeeT HecTouHUK VRay Dome Light, KOTODBIN UIMUTHPYET CBET
Heba 1 Mosker paborars ¢ HDRI-kapToii.

NoproroBKa K BU3yanusayuv

1. B Hayase Ha/10 MPOBEPUTH, BKIIIOUEHA JIN FTAMMA, /IJISI 9TOTO OTKPOTe KOMAH Ly MEHIO
Rendering — Gamma/LUT Setup... u y6e,Z[I/ITer, YTO BKJITOYEH (Jiaskok Enable Gamma/
LUT Correction.

2. 3aTeM HY>KHO MTOCTAaBUTh MCTOUYHMK VRay Dome Light, c/ieiaTh 3T0 MOXKHO yepes Ia-
HeJib V-Ray Toolbar, Ha KOTOPOi HAXOAUTCSI KHOIKA ¢ H300paskeHreM moJrychepsl.
Crasutcs nctounnk VRay Dome Light ofHUM I[eJTYKOM Ha BUJE TOTI.

3. TTocsie yecTaHOBKM MCTOYHUKA €0 He0OX0AMMO HacTpouTh. B cBuTKe Texture (puc.17.4)
HasKMKTE Ha KHOIIKY None 1 B OTKPbIBILEMCs OKHe 100aBbTe KapTy VrayHDRI 13 pas-
nesa V-Ray. ITosaHee Mbl 106aBUM B 9Ty KapTy u3obpaxkenue .hdr.

4. B cButke Options BrJounTe (huiaskok Invisible (puc.17.5), 4r00bI HCTOUHUK HE OBLT
BH/ICH TIPU BU3YaJIU3allUN.

[- Dptions
V¥ Cast shadows

Double-sided
v Invisible
[- Texture ” ey

| Use texture [T skylight partal [~ Simple
Map #77 (VRayHDRI) [ store with iradiance map
Resolution: [512 | 2] | affectdiffuse  [10 | 2]
Adaptiveness: |1,[J— ﬂ V' affect specular Il,T ﬂ
[~ Lock to dome orientation [V Affect reflections
Puc. 17.4. Ceutok Texture Puc. 17.5. CeuTok Options

5. OTKpoiiTe pefakTop MarepuaysoB u nepetanute VrayHDRI KapTy U3 UCTOYHUKA B
CBOOOIHBII CJIOT WK Bujl. Yepes KHOIMKY ¢ MHOTOTOUMEM YKaKuTe Ty Th K u306pa-
skeHuio .hdr (puc.17.6). B pasaese Mapping B pacKkpbIBaiolieMcs Cliicke mapping
Type BoiGepuTe cheprdeckoe npoeruposanue Spherical. B atom ske pasjesie MOKHO
II0BOpAaYMBaTh KapTy TOPU30HTAJIBHO MJIN BEPTUKAJIBHO B cYeTYNKaX Horiz. Rotation
u Vert. Rotation.

6. B pasueiie Processing (O6paboTka) MOKHO BT Ha spkocTh HDRI-uzo0paskeHust:

e Overall multiplier — (O61muit MHOKUTEID ) TTApaMeTp yipasisieT ssprocTbio HDRI-
u300pakeHst. ITOT MHOKUTEJb BIUSIET U Ha BU3YAIU3AIIIO CIIEHBI U HA PEaK-
TOP MaTepPHUAJIOB.

® Render multiplier (MHOXUTEB /11 BU3yalIn3aiiny ) — IMapaMeTp YIpaBJsieT sp-
koctbio HDRI-uzo6paskeHust TOIBKO Ha aTalle BU3yalusal[ii 1 He BJIUSET Ha
oKas u300paskeHust B peakTope MaTepuasios. Ho moka He ycraHoBiIeHa Gu3u-
4JecKas Kamepa, JIy4llle 3TOro He IejaTh.
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7. Ycranosure husnveckyio kamepy. B cBuTke
Physical Camera B cueTunke Aperture (/lua-
dbparma) Hago MOAOGPaTh 3HAYEHHUE OT 2 110 o
16, 11 IHEBHBIX 9KCTEPHEPOB 51 OOBIYHO @V-l‘ay PSRy P““'frshader
crasjo 2. B pasnene Shutter samaiite BbI-
nep:kKy, HarrpuMep Duration 60. B cBuTke

Ditmiap: IC = \Lemp el

Exposure (JKCIO3uINs ) HAKMUTE Ha KHOTI- pring
Ky Exposure Control Installed. /Iy pyunoit Mapping type i spherical v
HacTpoiiku BbiGepuTe pexxuMm Manual u Horiz. rotation: [0,0 | 2
BBEJUTE CBETOUYBCTBUTEBHOCTD IJIEHKH B s oo o
equnauiax ISO. /g nHeBHOTO cBeTa B 9KC- [ Ground projeions

a » flas I"lon Pesition: Jo,0 | 2| oo | | oo | 2
Tepbepe MOKHO BbiOuparh 100—200 ISO. Radius: [0 2]

KcraTu, B 9TOM ke CBUTKE MOKHO BKJIIO- s

wLessng

YUTh BUHbETUPOBaHME (3aTEMHEHNE B yTJIaX Overallmuit: [T0 | 2| Interpolation: I—Deﬁ‘_ﬂt
usobpaskeHus ), mocraBuB ¢Jaxkok Enable Rendermut:[10 2] ttrig: [roror
Vignetting u H0a06paB 3HaueHue. B 1esom,
BCe 3HaYeHUs TaKKe JKe, Kak JJist mental ray, Puc. 17.6. Hactpoiiku kaptbl VRayHDRI

KPOMe BUHbETUPOBAHNS, /Ui Vray OHO MEHb-
1e, st 0ObIYHO UCIIOJIBb3Y10 Amount 1-3.

8. B kauecTBe (hoHA MOKHO HCIIOJIB30BATH TY Ke KapTy VRayHDRI, TpOCTO MepeTanius
ee U3 pelakTopa MaTepuajioB B OKHO Envinronment, uim 106aBUTH IPYTYIO KapTy,
HAIIpUMeEp TPAAUEHT.

9. lMopxmiounTe Gl 1 HacTpoliTe KayecTBO Bu3yanuzaiuu. O ToM, Kak aTo Jieyaercs,
[IOTOBOPUM TIOAPOOHEE B CIIEAYIOIIEM PasieJie.

Mo6anbHoe ocBeleHne

Jlias BRIOYeHHS I106aJbHOTO OCBEIIEHU BbHIOEPUTE B IJIABHOM MEHIO KOMaHy
Renderig » Render Setup, iepeiiinTe Ha BKJIA/I-

ky GI u B cBuTKe Global illumination ycranosn- [ Gommen [ vAer | et | settings [ Render Cements |
Te daaxxox Enable Gl (puc. 17.7). |I- Gobal dumination |
. . ¥ Enable GI | Defaut | 7|

ITo ymomuanmio B paszesne Primary engine (Au- =l erere—

TOPUTM pacyeTa IIePBUYHBIX OTCKOKOB) B Kade- Secondary engine [t cse v

CTBE METO/IA PACYeTa OCBEIEHHOCTH BBLIOpAH = — |

BapuaHT Brute force (Asiroputm rpy6oit CUITbI). subdivs | o 2

ITOT anroput™ At ouenkn Gl ucrosnbsyer Bounces S

BeepHoe paciierienne JTyda Kak B Habmoae- E light cache

MOU TOUKeE, TaK U MPU MTePEOTPAKEHUSIX. XOTh ibios | E e | Defat | 7]
B 6 _ Sample size 0,01 | 2] ¥/ Show cale. phase

OH M MEJIJIEHHDII, 3aTO XOPOIIO ITpopadaThiBa W revoe [ 3| I tse comarapat

eT MeJIK1e reoMeTprudeckue gerann. OctaBbTe

BBIOPAHHBIM 3TOT BapUaHT. B packpsiBatoriem- Mode [gingic frame > save |

sl CIIMCKE MOYKHO BBIOPATD M IPYTHE METO/IBI. =l

Hanpumep, Irradiance map, KOTOPBII MCIOJIb- Puc. 17.7. HacTpoiiku kapTsl VRayHDRI
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3YET IMOXOXKYIO CXEMY pacHIeIlJIEHUA Jiyda, HO IIPU 9TOM HCIIOJIb3YyET MHTEPIIOJIAINIO,
TO €CTb yCpE€/HEHME T10 TIJIOIa/Ih, B CBA3W C YEM CKOPOCTDH peH/IEPA YBEINYNBACTCA, HO
XYK€ PAaCCUUTBIBACTCSA CBETOTEHD OT MEJIKUX lIeTaJIeI;'I.

B paspnesie Secondary engine (AsiropuTM pacueTa BTOpUYHBIX OTCKOKOB) 110 YMOJTYaHUTO
BbIOpaH MeToj Light Cache, 1 B GOJIBIINHCTBE CJIyYaeB 3TO caMblil Jiydinuii Beioop. Me-
ToJ Light Cache — 310 HaubGosiee OBICTPBINA METO/I PacueTa BTOPUIHOTO OTPaKCHIUSI
cBeTa, 0COOEHHO B CJIOJKHBIX ciieHax. Metoj Light Cache (Bydep xpaneHust uHbopMarmum
0 CBETE) OCHOBAH Ha OTCJICKUBAHUN GOJIBIIIOTO YHCJIA JIyUeii, KOTOPBIE BBITYCKAOTCS 13
KaMephbl, 1 UX MOCJTEAYININX MEePeOTPaKeHUl B ciieHe. J[yist HeGOMbIIOTO YCKOPEHST
YepHOBON BU3yanau3anuii B cBUTKe Light cache MOXHO 3a1aBaTh 3HAUEHNE B CUCTUYNKE
Subdivs B ruamnasone 200—500, a 17151 TMCTOBOM BU3YyaTH3aIln — CTaBUTH 9TO 3HAUEHNE
ot 1000 u Boimte. [To ymosruanuio crout 1000, u, B ipuHIiMIle, MOKHO HE MEHSIThH 3TOT
rapaMmeTp BOBCeE.

CrnaxuBaHue

Cautok Image sampler (Antialiasing) Haxoaurcst
Ha Bkyagike VRay (puc. 17.8). On oTBevaer 3a
CIJTKMBaHUE [TUKCEJOB HA TPAHUIAX 0OBEKTOB
U B TEKCTYyPax.

VRay npesisiaraet HeCKOJIBKO aITOPUTMOB CTJIa-
KuBaHust n3obpaskenwit. OHU OCTYITHBI B pac-
KpbIBafonieMcs crucke Type. [lo ymomuanuio
BbiOpan Progressive (IIporpeccuBHbiil) — ajiro-
PHUTM, TP KOTOPOM B TIPOIIECCE BU3YaTU3AIUN
cpa3y BUiHA KapTUHKA [leTnkoM. MosKHO, He [0~
JKUIAsICh OKOHYAHUS PEH/IEPA, YBUIETH U OTIEHUTh
MaTepuassl 1 3@eKThI. ITOT METO/ XOPOIII /ISt TPeIBAPUTETbHON BU3YTU3AIIH U /71T
HeOOIBIINX M300PasKeHUIA.

Er—— ]

Puc. 17.8. Ceutok Image sampler
(Antialiasing)

st ntoroBoit BU3ya/In3aiun 0OJBIINX CLIeH JIydiie MHOOMIET afallTUBHBIN METOJ
Adaptive, KOTOPBII peHIepUT B peskuMe Bucket mode, TO eCTh IPOCUYUTHIBAET H300pasKe-
Hue HebobnMu pparmMentamu. IIpu BeIOOPe 9TOr0 aJropuT™Ma HUKE MOSBIIAETCS
cBUTOK Adaptive image sampler, B KOTOPOM 33/[aI0TCA OTCUETHI /I aHTUATNA3UHTa
Min subdivs = 1 1 Max subdivs = 4. /{11 yrydtieHus
KAa4eCTBa CrIaKMBAHUA B YUCTOBBIX KaPTUHKAX

) Type IAAJapLi\n: v ﬂ
BEPXHIOIO TPAHUILY COMIINHTA Max subdivs MOXK- Minshadngrate [2 3] Kendermask [ione v
HO yBesmuuBath 10 10—12. ¥ Divide shading subdivs <Hane>
s ’-II/ICTOI?OI/I BU3ya/IU3allUU B paCKpblBanmfeM- S e e—
cs crivicke Filter cirenyet BeiGpaTh VrayLanczosFilter Sie: 5 2 \

(puc. 17.9). O obecnieunBaet 6oJiee UETKYIO Kap-

TUHKY. Puc. 17.9. OunbTp aHTManmnasmHra
VrayLanczosFilter



