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Maxanaoa caxnanvl eu3zyanoay Ke3inoe 6APbIHUIA WbIHALLL emin Kopcemy MYMKIHOi2l -
OypblCc  JHcapblKmaunovipy2a mikenel O0auiaHbvlcmovl ekenoieli Jcaiivl  aumouliaovl. Kapulk
Ke30epine Hemece HCAPLIKMAHOBIPSLIUMAPEA aPHANEAH KYpandap CAXHAHbl ONMUMALObL
AHCAPLIKMAHOBIPYObl KaMmamacwls emeoi. YHci3 Kenicim OoublHuwa ap—0ip 00beKm dHcapvlk Ke3i
apkwlivl oHcapvikmanaosl. bipax, MAX scapvikmanovipy pescumin ap—0ip oapa obvekmmep
caxuacwl yuin opuamaosl. Muicanvl, caxnaoazvl 00vbekmmepoi KOCLIMULA HCAPLIKMAHOBIPY YULIH,
00beKmmi HCapblKMAHamuli 00veKmmep misimMine KOCy Kepek Hemece HCapbiKMaHObIPEbIUMbIY
iwinen bapavix 06vekmmepoi anvbln Macmay Kepex.

Convimen xamap, MAX ke3—xeneen capwlk KO3IHIH HCAPLIKMAHOLIPYLIHOA 2P OIp diceke
00vexm KolleHKe Kaloblpybl MUic eKeHOi2iH Kepcemin, oHbl MyMKiH emeoi. Kenenke Kanovipy Kacuemin
KYpyoa 00vbeKmKe OHbl MeHWIKmeyoi 0010bipMay apeKemi KopiHemin 00bekmmepoi UMMUMayusiayod
KOIOAHbLIAObL, SI8HU, COJL 00BEKMMEP apKblibl HCAPLIK CaVIlenepl kedepaiciz eme anaobl.

Kiar ce3nep: caxna, scapvixmanovipy, 0ovekm, modendey, banmay.

Kipicne

KoraMHBIH KenTereH cananapbiH/ia KOJNJIaHBIC TaybII, KOMIIITIKKe KeHIHEH TaHbUIFaH 3ds
max MporpaMMachl Ka3ipri TaHaa eTe YIKEeH cypaHbIcKa ue. bys nporpamMma 3d mMojienbaey KoHe
aHUMaIlMsUIay/la eH TaHbIMall MakeTTepAiH Oipi Oonbin TabbUTanbl. 3ds max MporpaMMachiHBIH
KOMETIMEH Ke3—KeJreH OOBEKTTIH YIIOIIIeMII MOJIETIH )Kacayra, 00beKTTIH MoAuUKaIusiIay
OMiCiH TajjayFra, TIKeJeH KoHe Kepi KMHeMAaTHhKa dJIiCi MeH aHMMalusayAblH MPUHIUNTEPIH
TEpPEeHIpEeK TYCiHyre, COHbIMEH KaTap, KOpIHICTI BM3yajJail OTBIPBIN, BHUIMOMOHTaXKJApFa
ONTUKANBIK 2PPEKTTEP Il KOCHIT, TAOUFH HBIIIAHFa eHri3yre Oonaasl. COHBIMEH KaTap, caxHara
XKapbIK KOCY, OHBI OanTay *oJIJapbl ©T€ OHAM ToclaepMeH oepuireH. 3ds max mporpaMMachIHBIH
KOMETiIMEeH YLIedImeMIi KOpIiHICTIH >KapbIKTaHYbIH KE3KENreH >KaFjaijia e3repryre Ooiajbl.
Ocpifan Koca, MOJENbJIEHIeH OOBEKTTIH KOJIEHKECIHIH HakThl (oTorpadusuiblk ¢oHFa Tycin
TYpFaHbIH KepceTyre 001aabl.

Maxcampi: OKpIpMaHIApFa >KAPBIKTHIH TYPJEPIH, OJIAPABIH TYPJCHYIH, OamTamysl MEH
0acKapbUTYbIH OasiHAal OTBHIPHII, HET13T1 Ke3JepiH KYpPY/bl KOPCETY.

Minoemmepi:

e  CaxHaHBI IyPHIC KaPBIKTAHBIPY/IBIH HET13T1 aJIFbl IIAPTTAPBIH;

e JKappIK Ke3/epiHiH KapbIKTaHAbIPFRIIITApFa TYPJIEHYIH;

e  EpkiH %oHe OaFbITTaJIFaH KaPBIKTAPIbIH COYIICICHY EPEKIISTIKTEPIH 3ePTTEY.

Marepuajaaap MeH dicrep

3epTTey MakcaTbhlHA KETy YIIIH KeJleCl o/iCTep KOJJIAHBULIBL: TEOPUSUIBIK - >KyHemik-
KYPBUIBIMJIBIK TOCLI, 3epTTey Maceseci OOWBIHINA ICHUXOJIOTHSIIBIK-TICIarOTUKAJIBIK JKOHE
onicTeMeNiK oaeOueTTeplai Taljay; SKCIEPUMEHTTIK: MYFalIMACPAIH JKYMbIC ToXIpHOeciH
3epTTey, OUTiMrepiiepi MakcaTThl OaKbUIaYy.

Herisri 6eJ1im
Max caxHaHBI )KapbIKTaHIBIPY/IbIH Keseci 6ec TYpiH YChIHAIBL:
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e JKan—xakka OarpiTTasran (Omni);

e KaprIKThIH Typa OarsiTTanran ke3aepi (Target Directional);

e JKapwikThiH epkin OarbiTTasiFan ke3nepi (Free Directional);

e Typa 6arpiTTanFan mamaap (Target Spot);

e Epkin OarsiTTasirad mamaap (Free Spot).

Kan—xakkKa OaFbITTaJIFaH >KAPBIKTAHIBIPFRIII—OYJI JKapbIK coylenepiH Oip HYKTeAeH
OapibIK OarbITKa OipAe TycipeTiH xapblK Ke3i. bapnbik OarbiTKa OipAei TycipeTiH *apblK Ke3i
KOJICHKEHI Jie coaii Tycipemi [1].

XKapbIKThIH OarbITTalIFaH K631 JKapblK COyJeNepiHIH Mapamiens TOOBIH Tycipemi. by
JKarJaiaa oK IoMallak HeMece KBaJipar TYpiHJe KUbLUIbICYbl MyMKiH. byFaH MbIcaq—KyH.

Typa OarbITTaIFaH 1IaM KO3/IEPIHEH JKapBIK CoyJIeepl mapauiellb TYCIeH i, oJap KOHYCTHIK
HeMece MHUPaMUAAJIBIK IIOKIEH, MIbIHAWBI IIaMIapiblH, KaiaTra (OHApHIHBIH HeMece aBTOMOOWIIb
[IaMBIHBIH JKapbIFbIHAAN Tapaiabl. Coyrernep MOFBIHBIH Tapaly OYpBIIIBIH PETTEY OHAM.

Epkin ke3aepaiH coyseciHiy OarbIThIH MIOKTHIH OCIHE Kapal aHbIKTalMBbI3, OHBI aybICTBIPY
YIIiH KaiTanay slH TYBIHABICBIH KOJJIaHY KEpPeK.

Typa OarpITTanFaH KapblK Ke3[epl €pKIH Ke3JIepAiH HbICAHACHIHBIH AapTHIKTHIFHIMEH
epeKIIeNieHei. ©3 HBICAaHACHIH AaybICTBHIPFAH/A JKAPBIK K631 ©3iHIH OaFbITHIH aBTOMATTHI TYPC
e3repTeli, YHEMI COFaH OaFbITTaJIbII OThIPaibl. HbhICaHaHBI CaxHAHBIH Ke3 KEIreH OOBbeKTICIMEH Oaii-
JaHACTHIpyFa 00Ja/Ibl )KOHE CO/IaH KeWiH OOBEKTTI KapbhIKTaH Taca KbIIMai aHMMalusIayra O0Jia ibl.

CaxHaHbIH KypaMbIHa eH OoiMaranaa 0ip *apbIK Ke31 KochbllIMaca, aBTOMATThI TYP/I€ OHbI
JKApBIKTAaHABIPYFa apHAJFaH ©3T¢ KapbIK Ke3lepl KOCBUIAJbI, oJlap Oamrayra >KaTManbl.
CaxHaHbI XKapbIKTaHABIPY COHAAN—aK KapbIKTaHIBIPFBIITAPFA 13 OailIaHbICTHI.

Enviroment (CpeIpTKbI OpTa) cyKOaTTaCy TEPE3ECiHAC KaPHIKTAaHABIPFBIIITHIH OanTayiapbl
opHayackaH [2].

Konowvipmanwt srcapvixkmanovipy. bip kapbIKTaHIBIPFBIIT KOChUIMabIHINA, MaX caxHaHbI
©3/IrHeH KopiHOEHTIH KOHBIPBIIFaH KapblK KO3/1€pIMEH JKapbIKTaHIbIpabl, o1ap Oipey Hemece
ekey 601ybl MyMKiH. JKobanaHy Tepesecin/ie KOHIBIPBUIFaH apHaAbl KYPBUIFBIIAP/IbI iICKE KOCHLTY
peTi OOMBIHINA JKaPBIK KO3EPIH KOJJIaHFaHa Oipeyl cCaXHaHbI )KOFapFhI COJI JKaFbIHAH, aJIIbIHAH
JKapbIKTaHABIpaabl koHe Herisri xapblKk (Key light) mem artamanel, an ekiHIIici—-TOMEHT1 OH
JKarbIHaH, apThIHAH JKapBIKTAaHIBIPaIbI dKoHEe Kockimina xkapsiK (Fill light) nem atanaas.

KonapippinFan ke3/ep KeJeHKe IIbIFapa alMalbl, COHABIKTaH OJiap >KacalThlH OOBEKT
aHbIK KepiHOeial. bynmapnael 6antayra emoOip MYMKIHIIK KapacThlpblamMaraH. OnaplblH HEri3ri
MakcaThl — 3aTTapAbIH Oipa3 Oosica na KepiHyiH KaMmTaMacki3 eTy. COHFBI BU3yajiay KaJaMbIHIa
KOPIHIC MaKCUMajbl IIbIHAWbI OOJBIN KOpIHY VIIH KeMiHae 2-3 KapbIKTaHAbIPFbIII
KOJIJIaHBLTYBI KePEeK.

JKana »apbIKTaHABIPFBIII IMaii1a 00JIca, KOHIBIPBUIFaH )KapbIKTaH IBIPFBIIT O1IIe . bapIrbik
YKAPBIKTAHABIPFBIIITADP OIIKEH/I€ KOHABIPHUIFAH )KaPBIKTAHIBIPFBIIITAD 1CKE KOCHLIAIBI.

Konowvipvinzan owcapeix kesoepiniy 0bvekm — HcapblKmManOblpRbIUMAapbiHad MY pPLeHyi.
Views mazipinaeri Add Default Lights to Scene (CaxHara KOHABIPBUIFAH KAPBIKTAHIBIPYIbI
KOCY) KOMaHJIaChl BUPTYaJlJIbl KOHABIPBUIFAH JKapbIKTaHIBIPFBIIITApAbI IIbIHAKBI Lights (OKapbik)
KaTeropusuibl 00bEeKTKe aifHamabIpy MYMKIHAITIH Oepeni (1—cyper). Komanna opsiHaany yiuiH
caxHaJa >KapbIKTaHJBIPFBIINI — OOBEKTTEP OOJMaybl Kepek Hemece omap Oap Ooica Viewport
Configuration (Kepy konduryparnuscel) cykbarracy tepeseciniy Rendering Method (Pennepney
omici) tapmarbiHaa kepceriuireH Default Lighting (YHci3 kemiciM OoHBIHIIA KapbIKTaHABIPY)
JKaJlayIackl OPHATBLTYBI KEpPeK.

Cykbarracy Tepesecine xaayia aiabHbI TactanranHal keiin Add Default Key Light
(YHci3 kemiciM OOMBIHIIA KapBIKTaHABIPY nepHeciH Kocy) xoHe Add Default Fill Light (Yuci3
KeJiciM OOMBIHIIIA KYHFBIIITHI OPHATIACTHIPY) XKAPBIKTAHABIPFBIIITAPHI KOCHLUTABI. Byl eki skapbIK
Ke31 Jle caxHaHbIH KypamblHZa Omni THNTI KapbIKTAHABIPFBINI TYPIHJIC Maiga Oomaabl KoHE
TOKTaraHHaH KeiiH coikecinmie Default Key Ligh (YHci3 kemicim OOMBIHIIIA KApPBIK KIJIT) )KOHE
Default fill Light (YHci3 kemicim Oo#bIHIIA )KapBIKTaHIBIPY) ATTapbIH KaObUTAAM BT [3].
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Add Default Lights to Scene ]

Cyper 1 — Add Default Lights to Scene (Caxuara KOHIBIPBUIFaH
JKaPBIKTAHIBIPY/IbI KOCY) CYKOaTTacy tepeseci

Distance  Scaling  (ApakambIKTBIK ~ MaciiTaObl)  OaKpUIAYIIBICBI — Taiiga  OoJraH
KapBIKTAHIBIPFBIIITAPABI JKOIO/IBI TJI00ANBII KOOPAMHATAIBIK JKYHECiHIH OachlHaH Oakpuiayra
MYMKIH/IK a/laMbI3, OCBIFAH KOCA, CAXHAHBIH JKAPBIKTHIFBIH KilllipeiTe (aibICTAaThUIFAHA) KOHE
yikeiiTe (KakbIHAATKaHIa) ajamMbl3. Erep KOHABIPMAbl KapblK OOBEKT — >KapBIKTAHIBIPFBIIIBIHA
TYpJICHAIpUIreH 00Jica, KOHIBIPHUFAH >KapbIK COHTeHHeH KeiiH 1,0 MoH1 JKapbIKTHIH JCHTeHiH
esreprreii. «OK» OarbipMachiH OacKaHHAH KeWiH caxHaja »KaH—KaKKa OaFbITTaIFaH Ke3Jep maiaa
00J1a/1bI KOHE OJIApJIbI OPHATIACTBIPHII, OarbITTayFa Oonansl. Kochuran Keszepii Kepy yiniH Zoom
Extents (OKamnmer caxna) nemece Zoom Extents All (bapibIk Tepesenepe kbl caxHa) OaTbpMaiapblH
Oacy kepek, ce0eli onap caxHaHBIH HETI3T1 00BEKTTEPIHEH THICKAPhI OpHATIACYBI MYMKIH [4].

Kapvikmanowipyowr banmay. Xapeik (Ambient lighting) — skapbIk aca TycnelTiH 00bEKTTEPIiH
OCTIH TeH oJIIIIeM/Il )KapbIKTaHIbIPaJIbl, CaXHaFa OpTakK Tyc 0epeni. JKapbIKThIH JCHI el KOFapbl OOJIFaH
caliblH OOBEKTTEep/IIH OE€TIHIH Tycl alblK Oosazipl. TOKTaFaHHaH KEHiH KOHIBIPMAJIbl KOHE CHIPTKBI
KO3JIepMEH >KapbIKTaHABIPHLTATHIH KapbIK CaXHAHBIH OAPIIBIK >KepiHae Oomapl [S].

KaprpixTel 6anTay ymid Rendering—Environment (Busyanusanusnay— CeIpTKbl opTa)
KoMaHJ1achlH TaHaaiMbi3. Common Parameteres (OpTak mapameTpiiep) KaTTaMachl OpHaJIacKaH
Environment and Effects (CoipTKbI OpTa XoHE 3 dexTTep) cyKdaTTacy Tepeseci maiina 0omaaasl

(2 — cyper).
| Environment and Effects ‘u—& f

Common Par ameters

Cypet 2 — Environment and Effects
(CoipTKBI OpTa sxaHE 3P PeKTTep) CyKdaTTacy Tepeseci

TycTi *%oHe skapbIKThIH MHTEHBECTLIITH OanTay yiniH Ambient (OKapbIk mmanry) 6aTsipMachiH
6acambi3, om Common Parametres (Oprtak mapamerpiiep) cykoarTacy Tepe3eciHiH OH KaK OeiTiHIH
Global Lighting (Oprak xapbsikTany) Oerinae opHanackan. Color Selector: Ambient Light (Tycti
TaH/ay: aiiHaIaaarbl JKapbIKTaHABIPY) CYKOaTTacy Tepeseci maija Oomanel. ToKTaraHHaH KEHiH
xapblk RGB (11;11;11) kommoneHTTepiMeH Kapa—cyp Tyci naiiia 6omazast [6].

JKapbIKTBIH Ka)KETTi TYC1 MEH alllBIKTHIFBIH TAHJIAIl, CAXHAHBIH OPTAaK >KaPBIKTHIFBIH €CKEPe
oteipsi, Environment and Effects (CeipTkbl opra xoHe 3¢ddekrrep) cykbarracy TepeseciH
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xaObiHbI3.  Level (JleHreit) OakpUIayIIBICHIHBIH KOMETIMEH OapibIK JKapblK Ke3JAepiHiH
alIBIKTBIFBIHBIH ~ JICHTEHIH aFbIMJIaFbIFa OalIaHBICTBl  ©3TepTiHI3. 1-Te TEeH JACeHreuIiH
OachIMIBUIBIFBIHAA OapibIK JKapblK Ke3depinae Multiplier (Kymeitkim) mapamerpiMen
AHBIKTAJIATBIH AlIBIKTHIK Taiaa 6omaasl [7].

Kaxerrti Oatbipmanbl 0accak, KOMaHAAJIBIK TaKTaHBIH TOMEHT] jKarblHAa Oec Oerimiie
naiga 6omazsl. bactankel TepTeyi JKaphIKTHIH OapibIK Ke3aepi yiriH Oipaeii: General Parametres
(OKammer mapamertpiiep), Attenuation Parameteres (Ceny mapamertpnepi), Shadow Parameteres
(Kenenke mapamerpi) >xone Shadow Map Parameteres (KesieHke kapTacbhIHBIH Mapamerpi). 5—
OeMIMIIICHIH aTaybl JKapblK KO3iHIH TypiHe OaimaHbICTBl e3repeni. JKaH—Kakka OarbITTaiaFaH
JKapBIKTaHABIPFBIIT Oyl Oemimiiene Projector Parameters (IlpoekTop mapamerpi), epkiH JKoHE
OarpITTaNFaH >KapbIKTaHABIpFBIT — Spotlight Parameters (IIpoxkexkTop mapamerpi), Typa
OarpITTalIFaH JKOHE CpKiH OarbITTalFaH KapbhIKTaHABIPFeII — Directional Parameters
(BarpITTanFaH )KapbIK KO3EpiHiH MapamMeTpi) Aem atanaisl [8].

Epxin  baseimmanzan  ocapely  KO3iH  JicoHe  epKiH  dicapbikmbl  wiwizapy.  Epkin
YKapbIKTaHABIPFBIITApAb mibiFapy yuriH Create (Kypy) komanmansik Takraceiaa Light OKapsik ke3i)
kateropusiceiiblH,  Object type (O0bekT Tumi) OymaceiHbiH Free Directional (Epkin OGarbiTTanFan)
Hemece Free Spot (Epkin mposkektop) OarsipmachkiH miepTiHi3. JKoOanmaHy Tepes3eciHiH Ke3 KelreH
HYKTeCiH Oaccak, Ci3 TaHJaraH XapblK Ke3i maiima Oomaapl. barpiTranran ke3miH Oenrici KyaH
OarpITTaMa TYPIHJIE, T COYJICNEpIiH OaFbITHIH KOPCETETIH JKaphlK — KOHYC TYpiHAe Oepinemi. XKapbik
KO31HIH COyNeNnepiHiH OarbIThl arbIMIarbl OeHHeNey Tepe3eciHiH KOOpAMHATAIAp >Ka3bIKTHIFbIHAA
opHanacanpl. Erep GackaHHaH KeHiH TIHTYIPIIIH COJ ’KaK OaThIpMachiH >KiOepMel ycrar Typcak, OHza
OenriHi opHaIacy HYKTECIH TaH/Iall OTHIPBII aybICThIpyFa 60masl [9].

bBarpITTanFraH Ke3/eH TYCETiH JKapblK TEK IWIMHAPIIK aliMakra Tapajalbl, ajl epKiH
JKapbIK — KOHYCTBIH IIeHOepiHie. AKBIPBIHAA KapbIKTaHIBIPBUIFAaH O0BEKTTEP KaPbIK coynernepi
TYCKeHiep FaHa 0osazibl. OOBEKTTEP/IIH KOJEHKECT 911 JIe )KOK eKEHIITIHE Ha3ap ayJapbIHbI3.

basvimmanzan orcapeix kesin owcone reszdencen ocapvikmul wwieapy. Create (Kypy)
koMaHAanbIK TakTachiHAarel Light (JKapeik ke31) kateropusceiabiH Object Type (OOBEKT Typi)
opambiHaH Target Directional (Hbicanara anbiaran OarbiTTanFan) Hemece Target Spot (Heicanara
aJIbIHFAaH MPOXKEKTOp) OaThlpManapblH Oaccak, OarbITTaJIFaH JKapbIKTaHBIPFBIII Maiaa Oosabl.
Xobanany TepeseciHiH Ke3 KeIreH HYKTeCiH Oacy apKbUIbl KapblK Ke31H OpHaJlaCThIPHII,
OarpITTayBIIITHl KO3/IH HbICAHAChIHA amapblHbI3. KesnenareH »apblK Ke3l YHEMI HbICaHara
OarpITTaNFaH 00J1a/1bl, )KOHE HbICAHa KO3FaJica aBTOMATTHI TYp/e 031 Jie e3repeii. OpbIH aybICTBIPY
HeMece KaHai 1a 6ip Oypsliiika OYphUTY KE31H1€ KapbIK K31 01p FaHa HyKTere OarbITTalybl YIITH
HBICaHa ©31HIH OYPBIHFBI KAJITIBIH caKTaiiibl. Erep xapbik ko3iHiH Oenrici MeH HbICaHaHbBIH Oenrici
OenrineHce, onap OipJ/ieil OpbIH aybICTBIPHIIA/IbI .

bonex obwexmmepoiy kenenxenepin 6Oacxkapy. MAX ke3 KeNreH  KapblK KO3iHIH
KapBIKTaHIBIPYBIHAA Op Oip kKeke OOBEKT KOJeHKE KalAbIPybl THIC €KEHMIriH KOpCeTill, OHbI
MYMKiH erefi. KeyeHke Kanuplpy KacueTiH KypyAa OOBEKTKE OHbl MEHIIIKTEeYAl OoiabipMay
OpeKeTi KOpIHETIH 00BEKTTepli UMMUTAIMIIAY1a KOJJAHbIIAbI, SFHU, COJI OOBEKTTEP apKbLIbI
KapbIK coynenepi kenepriciz ete anaabl. OObEKTTIH KOJeHKEe TacTay KaCcHUEeTIH eUIipin TacTay
YIIiH OOBEKTTI Oenrisiemn, TIHTYIpJiH OH >KaK OaThIpMachlH OacKaHIa IIBIFATBIH KOHTEKCTI
Mmazipaen Properties (Kacuwerrepi) xomanmaceiH TaxmacaHei3, Object Properties (OOnektTep
KacueTi) cykbarracy Tepeseci maiina O6omaapl. Rendering Control (Busynuzanusael 6ackapy)
karramaceiHgarel  Cast Shadows (Kemenkeni mammbipaTy) kamaymacklH emripin, «Oky»
OatbIipMackiH Oacy kepek [10].

HoTu:kesiep MeH TaJIKbLIaYJIap

Kan — >xakTel OarbITTalFaH >kapbelKk Ke3iH mmbiFapy, Create (Kypy) KomaHmambIK
takrachlHbIH Light (OKapeik ke3i) kareropuscbiHmarbl Object Type (OObexkT THII)
kaTTamacbiHgarel Omni (JKan—kakka TapanaTeiH) OaTBIPMAChIH MIEPTY apKbLIbI OPBIHAATA b

(3—cyper).
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Cyper 3 — benrinenin typran oobexT Omni
JKAPBIKTaHIBIPFBIIIBI

Max—ra OapibIK >KapblK Ke3Jepi KHHOMPOEKTOPJIAPAbIH HEMECe ClaiKa apHaJFaH
MIPOSKTOP/IBIH POJIIH aTKapa aiajbl. SIFHH, ®KapbIKTaHABIPFBIIITHIH COYJICICPIH CAXHAHBIH HAKTHI
0ip oObekricine OarbITTamn kiOepe amambi3. XKan — xakka OarbiTTanraH Projector Parameters
(ITpoxexTop mapamerpi) OesiMIeCiH/Ie €Ki FaHA K63 00aabl, ojlap epiTiHai OelHEeHIH K00achl
TYpiHAE TaiijanaHyFa MyMKIiHIIK Oepei.

KopbITbIHABI

KopsbiTa kenrenae, caxHaHbl BU3yallay Ke31H/1e IIbIHANWBI €Tl KOpPCeTy MYMKIHAIT AYPHIC
KapPBIKTAaHABIPYFa TiKeJIed OailJIaHBICTBI €KEHIH eCKEPCEK, JKOFaphlia auThUIFaH OanTayimapibl
IYphIC KoligaHa Ouny eTe MaHbI3bl. JKapblK Ke3epl HeMece KapbIKTaHIbIPFBIIITAPFa apHAIFaH
Kypajiap CaXxHaHbl ONITHUMAJI/II )KapPBIKTAHABIPYIbl KAMTAMAaChI3 €Te/ll, COHJIBIKTaH Ja PEHIECPUHT
HOTH)KEC1 KaHIIAIBIKTHI Camalbl MIBIFATBIHBI OCBI KaPBIKTAHIBIPYIBI TIYPHIC KOJMJaHyFa TiKenen
0aiIaHbICTEI.
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CO3JJAHUE U HACTPOUKA OCHOBHBIX HCTOYHUKOB OCBEIIEHUSI
Opasbaesa A.A.Y", Cmazynosa JI.A.2
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B cmamve ynomunaemcs, umo 603MOJNCHOCMb COeNAMb  CYEHY MAKCUMATLHO
PEANUCMUYHOU HANPAMYIO CES3AHA C NPABUIILHBIM Oc8eweHueM. Mncmpymenmol 011 UCHOYHUKO8
ceema uau 0C8emumenbHbvlX npubopos obecneuusaom onmuMaibHoe oceewenue cyetvl. 1o
VMONYAHUIO KANHCObLL 00beKm oceewaemcss ucmodynukom ceema. Hy u max owce, MAX
VCMAaHABIUBAEM PENHCUM OCBeUeHUs OISl KadCOOU CYeHbl OmoelbHblX 00vekmos. Hanpumep, ons
OONOJHUMENbHO20 0C8eUeHUs 00BEeKMO8 6 CUyeHe HeoOX00uMo 000a8umv 00beKm 6 CHUCOK
oceewaemovlx 00beKmos Ui YOaiums 6ce 00beKmvl U3 HOOCEEMKHU.

Kpome moeco, MAX Oenaem 5mo 603MOJNCHbIM, VKA3bIGAS HA MO, YMO NPU OCEEUeHUU
A100020 UCMOYHUKA C8Eema KaxiCOblll OMOEIbHbIL 00bekm 00adceH ocmasisame mensb. [lonvimka
uzbescamov nPUc8oeHuss 00vbeKmMa 00bEKMy 8 CO30aHUU CEOUCMEA 3AMeHeHUsl UCNOIb3Yemcs NPu
umMmMuUmayuy  BUOUMbBIX  00BEeKmOo8, UYmo  O03Haudem, UYMoO  C6emosble JIyYU  MO2Ym
becnpensamcmeeHHO nPoXooums yepes Smu 00beKmol.

KiaroueBble ¢cJI0Ba: cyena, ocsewenue, 00bekm, MoOeruposanue, HacmpouKd.
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CREATING AND CONFIGURING THE MAIN LIGHTING SOURCES
Orazbaeva A.* Smagulova L.
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The article mentions that the ability to make a scene as realistic as possible is directly
related to the correct lighting. Tools for light sources or lighting fixtures provide optimal lighting
for the scene. By default, every object is illuminated by a light source. Well, in the same way, MAX
sets the lighting mode for each scene of individual objects. For example, to additionally illuminate
objects in the scene, you need to add the object to the list of illuminated objects or remove all
objects from the lighting.

Furthermore, MAX makes this possible by pointing out that when illuminated by any light
source, every single object must leave a shadow. An attempt to avoid assigning an object to an
object in creating a shading property is used to simulate visible objects, which means that light
rays can pass through those objects unimpeded.

Keywords: scene, lighting, object, modeling, setting.
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