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CPABHEHUE ITEPE/IOBBIX METO/J0B PEH/IEPUHI'A B
3DS MAX

IIposodumcesa cpasHUMEADHVIT GHAAU3 OAA BbLABAEHUA Hauboaee afdexmusHozo memoda pendepa 6 mpermeprot

BU3YAAUIAUUY U GHUMAYUY 8 npoezpamme autodesk 3Ds maz.

BBEJIEHUE

Pennepunr — 310 mepeBom TpéxmepHOIl crie-
HBI B JIByXMEDHOE PACTPOBOE M300pazKeHue ¢ Io-
MOIIBIO0 KOMITBIOTEPHOM IIPOrPAMMBI C YIE6TOM 3a-
JAHHBIX ITapaMeTPOB: OCBEIIeHUs, TOYKN HaDJIIo/Ie-
HUsl, MATEPUAJIOB. XYIOKHUK PUCYET JINHUU, [TOJIY-
qaeTcsd CUJIYyIT, KOTOPBI MOXKHO packpacutb. [lo-
TOM J106aBJISIET TEKCTYPbI, TEHN U OJIUKHU, yIUTHIBa~
€T YCJIOBHBIII MCTOYHUK CBETA U B UTOTE IIOJIyJIAET
00BbEMHOE W peaucTuIHOe m3oOpakenme. B Kom-
[BIOTEPHOI TI'padUKe 3TU JEHACTBHUSI MOIIAr0OBO BbI-
[OJTHSIET KOMIIBIOTED.

B 3Ds Max wucnosb3yorcs CTaHIapTHBIE
peHjiep-JABIKKY, Takne Kak Scanline, Mental Ray
wiu ART Renderer. Ouu mpejoctaBisiior 6a30BbIe
BO3MOKHOCTH JIJIsI CO3JIaHMs N300paskeHuil, Ho MO-
ryT OI'PAHUYUBATH (POTOPEATUCTUIHOCTh U JIeTa-
sm3aruio. OOBIYHO TPEOYIOT IOMOJTHUTEIbHBIX Ha-
CTPOEK W JJINTEJILHOTO BpeMeHu peHjepuara. 1lo-
9TOMY MBI PACCMOTPHUM II€PEIOBBIE METOJIBI PEH/IE-
puHra ¢ ucrnoJsib3oBanueMm raruuoB 5D Render u
V-ray.

D5 Render — 310 MOUIHBIN MHCTPYMEHT JIst
CO3/IaHMsSI PEAJUCTUYHBIX BU3yasmsaruii. Moxer
OBITh WCIIOJIb30BAH B PAa3JUIHBIX Ccdepax, TaKux
KaK apXUTEeKTypa, NHTEPhEPHBI Ju3aiiH, peKJjiama
u mu3aita meponpusituit. B D5 Render Bbr moxke-
Te co3maBaTh Jeraiabuble 3D-Momenn, HaCTpanBaTh
OCBEIlleHNe, TEKCTYPhl U CO3aBATh PEAJUCTUIHBIE
BUPTYaJbHBIE TYDBHI.

I. VRAY RENDER

V-Ray orimuaercs OT JIpyrux pemieHuil Jiis
peHjiepuHra TeM, 4To BKJouaeT B cebst kak CPU,
Tak W ruOpugHbIe BapuaHThl pergepunra GPU
+CPU. V-Ray renderer ucrnosjib3yer TEeXHOJOTHIO
a/IAlITUBHON TPACCUPOBKHU JIy4dell U 3allaTeHTOBaH-
ublit scene intelligence ayst co3manus poropeastu-
CcTUYHBIX n300paxkenuit u annmaruu. OH TOYHO pac-
CUYNTBHIBAET PACIIPE/IEJIEHUE CBETA, & TaKKe (hu3mde-
CKHUe CBOICTBA JIOO0T0 MaTepuaa.

Kak mporpammuoe obecrievuenue i TPACCH-
poBku Jyueit, V-Ray remepupyet nzobparkerue, oT-
CJIeXKUBAs JIyIU CBETa OT KaMephI Yepe3 BUPTYaJIb-
HYIO IJIOCKOCTH THMKCEJeH n UMATUPYsT IDDEKTHI
00BEKTOB, C KOTOPBIMU OHA CTaJKuBaeTcs. lymaiite
o V-Ray kak o BUpTyaJIbHOIl KaMepe B BaIleil I1aT-
dopme 3D-momenupoanusi. OH umMuTHpyeT HU3M-
ECKOE pacIipejiesieHie CBeTa U MaTePHAasoB, a TaK-
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JKe JIeJIaeT OKOHYATEIbHYIO (oTorpaduio mim Bu-
J1€0.

- PacTpoBblii peHjiepuHT — 3T0 OoJiee ObICT-

poIit ciocob cosmanust 3D-uzobpakeHuit, HO
OH JIOCTUTAETCH 34 CUET KAIeCTBa. DTO JesIaeT
€ro ujeabHbIM JIJIsl BUJIEOUTD, TJE CKOPOCTh
Baskuee screruku. Unreal Engine — mpumep
TIOITYJISTIPHOT'O PACTPOBOTO PeHjiepepa.
Pengepunr ¢ TpaccupoBKoOii jydeil Tpe-
OyeT OOJIBIIIX BBIYUCIUTE/BHBIX PECYPCOB U
MTOJIXOJUT JIJIsi OTPACJIE, T/le Ka9eCTBO BaXK-
Hee OBICTPOrO B3aMMOJEHCTBUS: BU3YAJIbHBIE
3hdEKTHI IIsT KMHO, TETEBUACHUST U PEKJIa-
MBI, & TaKyKe M300parKeHUs U aHUMAI JJIsI
apXUTEKTYPHI, Au3afina u aBToMobuieit. V-
Ray — momnynsipHbIil peHjiepep ¢ TpacCupoB-
KOl Jry4eit.
IIporiece, mpu KOTOPOM KOMIBIOTED T€HEPUPY-
€T cepuio M300parXKEeHH JOCTATOIHO OBICTPO, ITOOBI
obecrieunTh B3anMOIEHCTBIE, HA3BIBAETCS PEH/Ie-
puHroM B peasibHOM BpemeHu. llesh perjepun-
ra B peajibHOM BPEMEHU COCTOUT B TOM, YTOOBI COOT-
BETCTBOBATHb 4acTOTe OOHOBJIEHUS MOHUTOPA, UTO-
OBl cresaTh Bu3yasbHbE 3(DDEKTH IIaBHBIMHA, I10-
sTomy Mbl rosopuMm o 60 I'm = 60 FPS (kampax B
cekynay) mist urp u VR. (24 wim 30 kagpos B ce-
KYHJy 9aCTO HA3bIBAIOT «peajbHBIM BPEMEHEM», HO
TEXHUYECKU 9TO OTHOCUTCSI K IaCTOTE KaJIPOB IIpH
CbEMKE U BEIAHUIL. )

II.

5D RENDER

5D Render mmeer mHO2XKeCTBO 0cOOEHHOCTEIH
JI7IsT Ka9eCTBEHHOrO M OBICTpOro penjiepa: Tpac-
cupoBKa Jydeil B peasbHOM BpeMmenu, Cymepc-
SMILJTIPOBAHME Ha OCHOBE IUIyOOKOro 00yueHust
(DLSS), BozmozkHOCTH paBOThI ¢ GOJIBITIME CIIEHA~
mu, Ceepxsoicokoe paspentenre FidelityFX (FSR),
Pemenne D5 GI, MupoBoii KOCMUYECKUi 1Ty MOIIO-
nasuresb (WSD), IlnaBHOCTD B peaJbHOM BpEMEHH,
Cynepcamiuiuar, Pernepunr uzobpaxenus: D5 SR.

IIpo mekoTopnie moapobHEE:
- Pemtenne D5 GI - 3anarenToBanHOe pere-

Hue Jjis TJI00AJIBHOTO OCBEINEHUsI B PEXKUME
PEeabHOTO BPEMEHU ¢ BO3MOXKHOCTSIMU a/Iall-
TUBHON BBIOOPKH, KOTOPOE KIIMIUPYyeT UHGOP-
Manuio 00 OCBEIIEHNN HA OCHOBE MECTOIIOJIO-
xkeHusi 00bekTa. OH MOYKET MI'HOBEHHO OOHOB-
J1s1Th 3 DEKTHI TPU N3MEHEHNN YCIOBHIT OCBe-
IIEeHus.

MupoBoii KocMudeckuii HIyMOMOJaBU-
teap (WSD). B jomosnenne k obmemy
Iy MOITOJIABUTEJIF0 SKPAHHOIO IIPOCTPAHCTBA



(SSD) BBemen WSD i ajanTuBHON pery- Bpewms pennepunra ¢ momompbio 5D Render co-
JINPOBKY UHTEHCUBHOCTHU IIIYMONOJAABJEHUs B cTaBmwio 42 cekynu (cMm.puc.2.)
COOTBETCTBUU C HOPMAJISIMU TJIyOHHBI.

- CsepxsBbicokoe paspernienne FidelityFX D5 RENDER
(FSR) - Hoseiimas TexHosorust FSR
(FidelityFX Super Resolution) or AMD, o6ec-
[IeYnBaeT 0oJiee BLICOKYIO YaCTOTY KaJIPOB U
JIYUIY IO JIETATU3AIMIIO TT0 KPAsIM.

- IlmaBHOCTHL B peaibHOM BpPEMEHU - WH-
JIUBUJIyaIbHAST ONTUMU3AIMUS JIJIsT OOJIBIINIX
CIIeH ¢ MHOTOYHCJIEHHBIMUA CJIOXKHBIMHU MOJIe-
JISIMHA, MaTepUaJlaMUd W HUCTOYHUKAMU CBETA;
D5 GI obecrieuuBaer J0IOIHUTEILHEIE OBLI-
menust 3pdekTuBHOCTH, ObecnednBas Gosee Puc. 2 — TIpumep pennepa penzep-asuzkkom 5D
[JIABHYIO BU3YAJIM3AINIO B PEXKUME PeasbHO-

IO BPEMEHH. D5 Render u3Becren cBoeil CKOPOCTBIO peH/Ie-
- CynepcoMmmar - 6/1arojaps BCTPOEHHOI puHra B peajbHOM Bpemern. OH OTJIMIHO ITOIXOIUT

texnosornn Intel XeSS (Xe Super Sampling) JUIst OBICTPOI BU3yau3aliud Ju3aiH-KOHIENIUN 1

BaIll PEHJEPUHT BBIIJET Ha HOBBIA YPOBEHB ppeceHMs KOPPCKTHPOBOK HA JICTY.

Osarogapst MacITabUPOBAHHUIO C IHOMOIIBIO V-Ray ciaBuTCs CBOMM BBICOKOKAYE€CTBEHHBIM

HCKYCCTBEHHOTO MHTEJIIEKTa, UTO 00eCIeduT PE3yIBLTATOM, HO 9TO 9aCTO MIPOUCXOIAT 38 CIeT 60-

GoJee BBICOKYIO NPOM3BOJUTENBHOCTD C BBl jee JITHTETHHOTO BpeMeHn penjepunra. Jloctuzke-

COKoit TouHOCTBIO M300pakerms. HomIep - yye doropeammsma Tpebyer TepreHmus:.
ka Hopefimux Bugeokapr Intel(R) Arc(TM)

cepuu A5/A7. Tlojyiepskka kopuposku AV1, IV.  BBIBOJDI
QSV.

- Pennepunr usobpaxkeuust D5 SR, ocmo-
BAHHBIII Ha HEUPOCETEBOM AaJIlOpUTME I'eHe-
parun U300parkeHnil CBEPXBBICOKOTO pa3pe-

D5 Render momoitnér, ecm:
- Pemmepunr B peanbHOM BpeMeHN U OBICTPBIE
UTEpAINU HEOOXOAUMBI JIJIsl BaIllero pabotuero

[IEHUsI U B COYETAHUU C MHOI'OIIPOXOJHBIMU rponecca.
KapTaMI IPU3HAKOB PEHJICPUHT, 3HAMATE b - Y Bac anmaparHoe OGeCHedeHne Cpejuero
HO IIOBLIINAET CKOPOCTDH PEHJIEPHHIa 1300pa- YPOBHSL.
- V-Ray nomoiiiér, ecu:
III. CPABHEHUE VRAY RENDER 1 D5 - Bor ormaere npeamourenue goropeasncTud-
RENDER HOMY Ka4eCTBY.
- Bam Hy>XHBI COBpEMEHHBIE MaTepHAIbl U
st cpaBHEHUS JIBUKKOB OBLIO CO3/IAHO IBa YIIpaBJICHAE OCBEICHUEM.
n300pakKeHnit OHOM U TOi Ke ClieHbl. Bpems peH- - ¥ Bac MOIIIHasT KOMITBIOTEPHAST YCTAHOBKA.
nepuHra ¢ nmomomisio V-Ray cocrasmio 6 mumyT 25 DBBIOOD peHiep-BIZKKa 3aBUCHT OT MHIUBUJLYA/Ib-
CEKYH]T (CM.pI/IC.l.) HBIX TPeOOBaHUII U YPOBHSI MAaCTEPCTBA.
VRAY RENDER
1. Feature | D5 Render [Dnexrponssli pecypc]
https://www.d5render.com/post/d5-render-global-
illumination

2. D5 Render mnporusB V-Ray: mnpesacrasisiem Render
Powerhouse Showdown 2023. [DnexrponsbIi pecypc]
https://sketchupguru.com/d5-render-vs-v-ray-unveil-
render-powerhouse/

3. Pacrepmsamusi, TpaccMpoBKa JIydeii W pPEHIEpHHT

B pEaJbHOM  BpEeMEeHH. |DJIeKTPOHHBI  pecypc]
https://www.chaos.com/blog/real-time-ray-traced-
Puc. 1 — Ilpumep penjiepa penjep-asuxkom V-Ray and-rasterized-rendering-explained
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