PepakTop Ha maTepuanu Ha 3D Studio VIZ / MAX

2| Matenal Editor - 15 - Default M= E

lpyna 1

lpyna 2

MNoneta 3a BM3yanHo
npeacrtaBAHe Ha MmatepuannTe
/ KapTute. HaBurauma mexagy
TAX.

lpyna 4

WNHdopmauma 3a maTepurana /

| Reflectance | Transmittance
KapTarta. Vime, Bug.

Ayvg BIE Maw 59% Ayvg DX Max 0%
M2 |%H X |4 %R o€

¥, |15 - Default

hd Standard

! Shader Basic Parameters

HacTpoiika Ha pegakTopa Ha
MaTepuanure.

lpyna 3

YnpasneHve 1 HaBurayma Ha
TeKkylmaA matepuan / KapTa.

lpyna 5

IBIinn -] I~ wire I 2Sided

[~ FaceMap | Faceted

- Blinn B asic Parameters

r Self-llumination

|E [~ Colar ID—Q J
Dpacity:lwg J

lpyna 6

ba3oBun napameTpu 3a
6nACHKa, LBETa, MIBTHOCTTa U o pifuse: [ ||
OCBETABAHETO Ha MaTepurana. Specular[ ] |

— Specular Highlights

Spectlar Level: |IJ ﬂ J
Glossiness: |'ID ﬂ J
Softer: |D.1 ﬂ

€ Ambignt: |

OCHOBHU HACTPOWNKK Ha T1Ma
Ha OCBET/IEHME U CTPYKTYpa
Ha MaTepuana.

lpyna 7

[- Extended Parameters |

—Advanced Transparency Wire
F alloff; Type:
#® In # Filter: - ||| Sie=[TT 2]
 Out  Sublractive _
Amt [T 2| ¢ Addiive In: ﬁ Pixels
Index of R efraction: |1,5 ﬂ il
— Reflection Dirmming

I Apply

DimLevet [00 2|  Refl Levet [30 2
rpyna 8 [= SuperSampling |

[~ Enable Sampler IMax 2.5 Star 'l

v Supersamp. Tex,

KoHTpon Ha npeun3HoOCTTa Ha
TeKCTypuTe.

B samples. star pattern

PaswwnpeHn napametpu 3a
HaCTPOWKa Ha NPO3pPayYHn 1
MpPEXKOBU MaTepuanm.

lpyna 9

= Maps |
Amount Map
[~ Ambient Calor . . Iﬁﬂ Mone |
I~ Diffuse Color ... Wg Maone ||ﬁ
I Specular Color . [T00° 2| Mane |
[~ Specular Level | Iﬁﬂ Maone |
™ Glossiness ... Iﬁﬂ Mone |
I™ Seltlliurination. [T00° 2| Hare |
[ Opacity. ... .. 100 g Mone |
I Filter Calar ....... Iﬁﬂ Hone |
[ Bump ... Wg Maone |
I~ Reflection .. ... Wg Mone |
[ Refraction .. ... [T00" 2| Hore |

[Moneta 3a 3afaBaHe n
ynpasneHue Ha KapTu.

Ha NpPbB nornea, peAaktopa Ha MaTepuannte n3nexna cno}eH ¢ MHOroTo cum onuunn. Korato pa36epeTe TAXHOTO
rpynupaHe n yn0Tpe6a, npecTtaBa Aa nsrnexaia ctpaleH. HaCTpOI;IKaTa Ha CNOXXHU MaTepuannm NnoHAKOra otTHemMa
Bpeme, n Han-BaXXHOTO npaBnIo B TO3U cnyqa|7| € [la Ce BUOAT Be€Ye roTOBU TakKMBa - OT 61bIMOoTEKM NN ypouwu 3a
Cb3aBaHETO Ha onpeaeneHn ECI)EKTI/I. B NHTEPHET BeYe nMa MHOIro ¢0p)/MI/I 1 CanToOBe, KbAETO MOXe fa ce HaMepAT

I'IO,D,pOGHO OnnMcaHn CTbNKM 3a TOBa.



Mpyna 1 - Noneta 3a B13yanHO NpeAcTaBAHE HA MaTepuanute / KaptuTe.

+ Drag/Copy
[rag/Ratate
Reset Ratation
Henderfdaps,
Options...

I agrify...

v 3% 2 Sample Windows
55 3 Sample Windows

ol

| Reflectance

21 - Default x|
v & Update

®ur. 03

| FiE:El BT

HaBuraums mexpgy Tax.

Que. 01. Ype3 nonetaTa 3a NpeACcTaBAHE HAa MaTepUannTe
(material slots) ce Bu»kga B3yanHo Kak nsrnexga
CbOTBETHUA MaTepuran / TekTypa. HaBuraumaTa ctasa no
[Ba HayMHa - NN C NIb3raynTe BAACHO N OTAONY, UK C
NpoBJ/ayBaHe, KOraTo ce Hammpame Ha MIMHUUTE MeXAay
MaTepuanuTe.

MoneTo BNABO € MOCOYEHO, OKOJIO HEro Uma 6an KBagpar.
MaTepwvana B cpefiaTa ce U3nosi3yBa B CLieHaTa 1 3aToBa
B bIMMTE Ha NOJIETO MYy MMaT CUBU TPUDBIbJIHULUN. B)J,FICHO
ce HaMMpa maTepuran, KOMTo e MPUIIoXKeH Ha NOCoYeHs
B MOMEHTa O6eKT 3aloTO TPUDBIBJIHNLUTE B BITINTE MY Ca
6enu.

Que. 02. Npu HaTUCKaHe Ha AeceH BYTOH BbpXy HAKOe
OT noneTtaTa, N3/1M3a KOHTEKCTHOTO MEHIO CbC CllefiHuTe
KoMaHawn:

1. Drag/ Copy. BknioueHo no nogpasbrpaHe, MOXeM
[la NnpeHecem MaTepuan unm TeKCTypa B Apyro none /
mMaTepuan / TekcTypa.

2. Drag / Rotate. 13non3sa ce 3a pa3srnexpgaHe Ha
mMogena B NofieTo OT Pa3IYHUTE My CTPaHMW.

3. Reset Rotation. [TbpBoHayanHa poTauma Ha mogena.
4. Render Map. OnuuATa e JOCTbMHA CaMO KOoraTo ce
HaMrpaMe B HaCTPOWKMTE Ha onpeaeneHa KapTa. Ypes
HeA ce n306pa3ABa B 3ajafieH pa3mep TekyllaTta KapTa,
KaTo MOXe Ja ce 3anuule KaTto rpaduryeH dann.

5. Options. 13BMKBa HacTporiKaTa Ha pegakTopa Ha
maTepuanure.

6. Magnify. OTBaps oTgeneH npo3opeL ¢ NOCOYEHOTO B
MOMeHTa Nnosne, U3NbJHABA Ce U C ABOVHO KI/TMKBaHe C 6B
6yTOH Bbpxy noneto /8x. Que. 03/.

7.3x2 Sample Windows. [oka3Ba 6 noneta.

8. 5x3 Sample Windows. [Noka3Ba 15 nonera.

9. 6x4 Sample Windows. [Noka3Ba 24 nonera.

Que. 03. lNpernep Ha 24 matepurana. B otgeneH npo3opel c komaHaaTa Magnify e nokasaH
efvH oT Tax. CammnAT Npo3opeL, MOXe fia ce MeCTu 1 yronemsBsa Npou3BoOsIHO. Korato B Hero e
BKJIlOUeHa onuumaTa Auto, CbCTOAHMETO My Ce NPOMEHSA BUHAru, a Korato e N3KJueHa, camo npu

HaTuCKaHe Ha 6yToHa Update.



[pyna 2 - HaCTpoIKa Ha pefaakTopa Ha MaTepuanuTe.

©

|

- Sample Type. Tuin npumuTyB. N360p Mexay chepa, LunnHAbP 1 Ky6.

- Backlight. 3agHo ocBeTneHne Ha MaTepuana. Baxu camo 3a pegaktopa Ha MaTepuanuTe.

# - Background. ®oH, ype3 KOMNTO NO-NEeCHO ce BUKAAT edpeKTUTe Ha NPo3payHn MaTepuani.

B - Sample UV Tiling. noBTapAaemMocT Ha TEKCTypuUTe. BaXKi CaMO 3a pefakTopa Ha
maTepuanuTe.

1 - Video Color Check. [NpoBepka Ha B1aeo LBeToBe. [loKa3Ba LIBETOBETE, KOUTO Ca
NpeoLBEeTEHN 1 He MOraT Aia U3N1e3HaT Ha TENEBU3OP.

% - Make Preview. Hanpasu npernea. Cb3faBa nperneq Ha matepvana, eauHCTBEHO
MNPUIOXMMO CaMO aKO MMa aHUMMUPaHW NapaMepTL.

@ - Options. OTBapsa npo3opeL, C AONBHMUTENHN HACTPOWNKN Ha pefaKTopa Ha MaTepuanuTe.

25 - Select By Material. Nocoun cnopeg matepuana. M36upa o6eKkTnTe, Ha KOUTO € NPUIIOXKEH
nocoyeHua matepuan. byToHa He e aKTMBEH, ako B CLieHaTa HAMa NPUIOXKEHN MaTepuranu.

:2 - Material / Map Navigator. Hasuratop Ha Matepuanute / Kaptute. IbpBoBraeH nperneg
Ha MaTepurana c BCMUYKUTE My TEKCTYPU - YR06eH 1 6bp3 HauMH 3a Npexos Mexay TAx.

[pyna 3 - YnpaBneHue n HaBurayma B TeKyLmMA matepuan / KapTa.

% - Get Material. Bzemy matepuman. OTBapa HOB Npo3opeL, OTKbAETO MOXe Aa ce nsbepe
OTKbAe fAa 6bae B3eT maTepuan, 3a a ce NPUSIOXKN Ha TEKYLLLOTO Nore.

92 - Put Material to Scene. Cnoxun matepuana B cLieHaTa. By TOHBT e akTuBEH camMo ako B
CueHaTa Beye nma MaTepuran CbC CbLOTo MMe. KomaHaaTa 3amecTBa maTepuana.

25 - Assign Material to Selection. lpunara matepmana oT NOCOUYEHOTO Nosne Ha MOCoOYeHUTe
B CLieHaTa 06eKTu.

* - Reset Map / Mtl to Default Settings. 13unctea matepurana / KaptaTa B NbpBOHaYasHO
CbCTOAHME.

@ - Make Material Copy. Konupa matepuana, Taka ye To Moxe a 6bae pepaktmpaH, 6e3 ga
BANAE MaTepuran OT CcueHarTa.

£ - Make Unique. [paBu maTeprana yHmKaneH. 13no3sa ce camo 3a Instanced matepuanu.

9% - Putto Library. 3anncea matepuana B akTMBHaTa 6ubnmnoteKka c mateprani.

o/ - Material Effects Channel. 3agaBa kaHan 3a epekt Ha maTepuana. I3nonsBa ce 3a
HacTporika Ha edekTn Kato Glow, Highlight u gpyrn.

g8 - Show Map in Viewport. [Toka3Ba akTuBHaTa TeKCTypa/maTepran Ha eKpaHa, yaobHo 3a
AOMbJIHUTENTHA HACTPOKa Ha TEKCTypuTe. He BUHaru ce Bu3yanusmpa BapHo.

11 - Show End Result. [loka3sa KpaliH1a pe3ynTaT uin TekyLaTa TeKcTypa.

4 - Goto Parent. Kausa ce Harope B iepapxmsaTa Ha MaTepuasna. HeakTBeH B ocHOBaTa.

% - GoForward to Subling. OtnBa B cbcepHaTa TekcTypa / maTepuan B nepapxusaTa.



[pyna 4 - Indpopmaumsa 3a matepuana / kaprtata. Vime, sug.

Diffuze Colar;

IMapﬂ1

MNoka3Ba BMAa Ha

AR MaTepuana / Kaprara.

I_I'IOKa3Ba B KOe rnoJie 3a | lNuneTtka 3a B3MMaHe | Nme Ha maTepunana / kKaptata. Moxe ga

KapTu ce HaMunpame.

ﬂ HaleriaI!Map Browser

Ha Mmatepunan oT CleHaTa

ce n3non3sa 1 3a HaBuUrayusA.

EII:I Que. 04. Material / Map Browser npo3opeLl B pexum

6
-
@ Compazite =
@ Double Sided
2 @ Lightzcape Mt
CErowee From— ]| @ Matte/Shadow
Mt Library @ Multi/Sub-Object
Mt Editor @ Radiosity Overide
" Achive Slot @ Raptrace
" Selected @ Shellac
 Scens @ Standard
& Mew 3 & Top/Bottom
- Show
¥ daterials
I~ aps
¥ Raat Dnly
I~ By Object4
71~
0k, | Cancel |
®wur. 04
ﬂ M aterial/M ap Browser 7| %]
| [Mone
EEe0 |2XE
& MOME ;I
& Bitmap [
A Bricks
& Cellular
~Erowse From— | & Checker.
£ Mt Library & Combustion
£ MU Editor £F Composite
 Active Slat &F Dent
£ Selected & Fallaff
" Scene 7 Flat Mirror
& MNew & Gradient
&F Gradient Ramp
FEED & Marble
I~ Materials
F & Mask
= 3 Mis
I~ Rook Oy & Moise
[~ By Object & Output
& Perlin Marble
" 2D maps & Flanet
" 30 maps & Rayhace
£ Compasitors & Reflect/Refract
¢ ColorMads || & RGE Multiply
£ Other {5 RIGE Tint
& Al 4 || & Smoke 7
T Ll -
ok | Cancel |
@wur. 05

n36op Ha maTtepuan. M3nn3a KoraTo ce HaThUCHe Ha
6yTOHa, KOWTO NOKa3Ba BMAa Ha MaTeprana/KapTara:
1. Ime Ha HOB maTepuan
2. /3rnep Ha nocoyeHna maTepuan
3. Browse From - [1perneg ot:

- bubnunoteka ¢ matepuanu, oTBaps AOMbIHUTENHN
6yTOHM 3a 3anuc / otBapAHe Ha bubnmoTeku.

- Pegaktopa Ha maTtepuanute

- AKTYBHOTO Nnose B pegakTopa

- NMocoueHnTe 06eKTN

- CueHaTa

-Hos
4, Show - noka3BaHe camMo Ha MaTepuanu / KapTu.
5. ime Ha n36paHuAa matepuan / KapTta.
6. HacTpornka Ha cnncbKa - TeKcToB ; TeKCToB ¢
NKOHU; Camo UKOHW, fonemMun NKOHW. 3amecTBaHe Ha
MaTepuranuTe B cLeHaTa (C egHaKBM NMeHaA); U3TprBaHe
oT 6bubnmnoTekaTa (ako e OTBOpEHa TakaBa), U3UMCTBAHE
Ha bubnuoTekaTa.
7. CNCbK C MaTepuanm B TEKCTOB PEXKMM.

Que. 05. Material / Map Browser npo3opeLl B pexunm
1360p Ha KapTa, PasnuKm C ApYrusa pexnm:
4, Show - noka3BaHe camMo Ha MaTepuan / KapTu.
Bb3MOXKHOCT 3a n360p Mexay oTaeNHNTe BUAOBE:

- 2D kapTu, moraTt fla ce HaHaCAT CaMO B paBHMHA.

- 3D kapTu, morart fja ce HaHacAT Mo TpUTe OCHU.

- CmecuTenHu - cMecBalLm ABe UK noBeye KapTu.

- [pomeHAwWwn uBeTa

- Apyrn

- Bcnukn
7. CnCbK C KapTuTe B TEKCTOB peXxnm. CnncbKa 3aBucu
oT n3bpaHnTe BMAOBE KapTy B rpyna 4, BepcraATa Ha
VIZ / MAX 1 nHCTanupaHuTe B MOMeHTa JOMbHUTENHN
pa3wwupeHus (plugins).

JlBaTa cnvcbKa 1M3nm3aT caMo cfief KaTo 6bae HaTUCHAT
6yTOHa C MMETO Ha MaTepuarna / KapTaTa 1 ce 3aTBapAT

aBTOMaTUMYHO, cnef KaTo 6be HanpaseH 136op B TAX. TOBa CTaBa WK Ype3 ABONHO K/IMKBaHe Ha
CbOTBETHUA 06eKTU, NN upe3 nocousaHe n OK.



[pyna 5 - OCHOBHM HAaCTPOWKM Ha TMMNA Ha OCBETNIEHNE U

CTPYKTYypa Ha mMaTepuana.

Shader Basic Farameters

| Blinn

j I Wire

™ 2-Sided
™ FaceMap | Faceted

|_ MeHI0TO 0TNABO CNy»K1n 3a |/|360p
Mexay pas3inyHnTe BngoBse

3aceHuBaHuA. Mo nogpasbupaHe

e n36paH Blinn.

Wire - maTepurana ctaBa oOT TefieHa Mpexa ; 2-Sided - fBycTpaHeH maTepuan;
Face Map - maTepurana ce npwunara Ha BCEKN TpUbIb/HUK ; Faceted - npemaxBa 3arnakaaHeTo
mMexay TPUbrbiHULUTE

Anisotropic Shader

Specular Level : 48
Glossiness: 40
Anisotropy: 50
Orientation: 0

Metal Shader

eNnnnNCcoBUAHM 6NacbUn

mMeTanHu ebekTn

Specular Level : 48
Glossiness: 40

Oren - Nayar Blinn

MeKM 6nscbun 1
3aceHYBaHe
Diffuse Level: 100
Roughness: 50
Specular Level : 48
Glossiness: 40

Strauss Shader

METaJTHN 1 CTbKIEHM
edektn

Glossiness: 40
Metalness: 40

Bceku B 3aceHUYBaHE 1Ma Pa3finyHn NPUIOXKEHMA, KaTo B 3aBUCMMOCT OT TOBa Ma U
AOMbAHUTENHN ONUKUKM 3@ HAaCcTponKa. Te ce Hamupart B [pyna 6. Buaa 3aceHuBaHe Moxe fa ce
NPOMeHs No BCAKO BpeMe, KaTo 6a30BMTe HACTPOWKIM ce 3ana3BaT aBTOMATUYHO.

Blinn Shader

ACHW Kpbrm 6nacbum

Specular Level : 48
Glossiness: 40

Multi - Layer Shader

OBOWHN €NNCOBUAHN
6nacbumn

Specular Level : 48
Glossiness: 40
Anisotropy: 50
Orientation: 0

(1 3a aBaTa 6nacbKa)

Phong Shader

nono6eH Ha Blinn

Specular Level : 48
Glossiness: 40

Translucent Shader

nony-npo3payHm epexkTn

Specular Level : 48
Glossiness: 40



[pyna 6 - ba3oBu NapameTpu 3a 0OCBETABAHETO Ha MaTepurarna.

Shader-specific Basic Parameters - B Ta3u rpyna ce HammpaT OCHOBHM HaCTPOWKM 3a LIBETa,
6N1ACbKa, NNBTHOCTTA U AP. XapaKTEPUCTUKM Ha MaTepurana.

[- Blinn Basic Parameters |

CranpapTHu:

r Self-llumination

|E Ambient: |E [ Colar ID g J
g Diffuse: \_' __‘. J
Spectlar; J Opacity: | 100 ﬂ J

— Specular Highlights

Specular Level |48 ﬂ J
Glossiness: |4D ﬂ J
Softer: |D.‘I ﬂ

1. 3aKknouBaHe Ha LBeTOBe 3aefHo.
2, 3aKnoYBaHe Ha UBAT

3. None 3a KapTa, C HATUCKAHETO My
ce otBapsa Material/Map Browser.
Korato nma KapTa ce mapkumpa c
ronamo M - akTMBHa KapTa, Manko m
- HEeaKTMBHA KapTa.

4. [padmKa Ha Bnsacbka

Ambient - o6KkpbKaBalla UBAT

Diffuse - gudy3eH uBAT Ha obeKTa

Specular - uBAT Ha 6nsCcbKa

Self - lllumination - cBeTeHe. AKO ce BKOYM onuuATa
OTNIABO, MOXe Aa Ce 3ajaBa LUBAT

Opacity - nnbTHOCT. CtonHocT 0 faBa Npo3payeH
maTtepwuann.

Specular Level - H1Bo Ha 6nAcbka

Glossiness - 1bckaBOCT Ha 6n1sacbKa. CtonHocT 100 gaBa
TOUKOB 611ACHK

Soften - ymekoTABaHe Ha 6nACbKa

JonbaHuTenHu:

Diffuse level - HnBO Ha andy3HMA uBAT
Roughness - H/BO Ha pa3nBaHe Ha LiBeTa OT pbba
HaBbTpe

Metalness - HBO Ha MeTanHOCT

Anisotropy - enMNTMYHOCT Ha 6NACHKa.
Orientation - opreHTauns Ha enUNTNYEH GNACHK.

[pyna 7 - Pa3wurpeHn napameTpu 3a HACTPOMKA Ha MPO3PaAYHM U

MpEeKOBU MaTepualn.

[= Estended Parameters |
—&dvanced Transparency Wire
Falloff: Type:

& In # Filter - I (=
Ot £ Subtractive :
amt [T 3| € addiive In: ® P'”?IS

Index ofHefraction:l‘I.E g L
— Reflection Dimming
[~ Zpply  Dim LeveI:ID.D ﬂ Refl. Level: |3.D ﬂ

Fallof : In: 100 Fallof : Out: 100

Advanced Transparency - C/I0XHa Npo3pa3HOCT

Falloff - pa3cenBaHe - HaBbTpe / HaBbH / Konnuectso
Type - Bua: Ountbp (UBAT), C U3BaxaaHe, ¢ fobaBAHe
Index of refraction - nHgekc Ha NnpeuynBaHe

Wire - xapaKTepuCTVKM Ha MpexaTa

Size - nebennHa Ha MpexaTa
In -“B” nukcenun / mepHu eanHuun. OT ronaMo 3HaYeHne
3a AebenrHaTta Ha Mpex<aTa B NepcneKkTuaa.

Reflection Dimming - 3aTbmMHABaHe Ha OTpaXeHNATa

Apply - npunoxm
Dim Level - H/BO Ha 3aTbMHeHNe
Reflection Level - H/BO Ha oTpaxeHue

I'IpanmHaTa HaCTpOVIKa Ha Te3N NapaMeTpu € BaXHa 3a Cb3[JaBaHETO Ha pPeaJINCTUYHWN CTbKIa,
NPO3payvyHn 1N NONy-nNpPoO3payvyHn maTeprann. HaCTpOVIKaTa Ha MpéeXaTa € BaHa, 3allOoTO B
3aBUCMMOCT OT MePHUTE eANHNLIN, MOXKe [la C€ HalpaBn TOYEH pa3mMep MpexKa, KOATO 6'bp30 Aa
ce n3uncnnaga, 6e3 Oa Cb34aBa N3JINLUHA TeXKa reoMeTpuA. AKko e HY>XHa reomMeTpuna ce n3noJsi3ea
Mo,qmchKaTopa Lattice, konTo moxe aa 6'bﬂe NPUNo»eH Ha BCEKN TINHEaPEH NN reoMeTpunuyeH
06eKT 1 No3BonABa Cb3AdaBaHE Ha MeEXANHHW Bb3J1N, KOHTPOJT Ha cl)opmaTa, brbja n ap.



[pyna 8 - KOHTpON Ha Npeun3HOCTTa Ha TEKCTypuTe.

|- SuperSampling

[~ Enable Sampler IMa:-c 25 Star YI

[V Supersamp. Tex.

M3non3eaHeTo Ha Supersampling no3sonsasa

5 gamples, star pattern

KauyecTBo, 0CO6eHO Ha 6n13KN 06eKTu.

C Enable Sampler ce BkntoyBa 13non3BaHeTo 3a
KOHKPETHMA MaTepuran, a OT MEHIOTO MoraT fa 6baat
136paHN HAKONKO MeToAa. I3non3BaHeTo Ha Te3n onuymmy 3HaYnTeNHO 3abaBa PeHABAHETO
Ha Te31 YaCTu OT KapTUHATA, KbAETO NPUCHCTBAT CbOTBETHUTE MaTEPMAN 1 3aTOBA €
npenopbUYMTENHO TOBA fAa CTaBa CaMo 3a PMHasHaTa KapTUHa.

[pyna 9 - [NoneTa 3a 3agaBaHe v yripaBfieHVe Ha KapTu.

Ype3s Te3m nonerta ce NpPaBAT OCHOBHUTE HACTPOMKMN Ha KapTUTe 1 MaTepuranunTe, Kakto 1
HaBurauusaTa mexay Tax. Te moraT ga 6bAaT KonvpaHn / MeCTEHM B APYT NOJIETa Ha CbLnA
MaTepuan unu pegakTopa Ha Matepuanute. B HoB maTepuran Bcuukn ca None (MpasHu).

[- Maps | 1. BKkniouBaHe / usknoyBaHe.
Amaunt bap 2. Vime Ha nonerTo.
I~ Ambient Color. . .[T00 % Nare | 3. Konnuectso.
Nare | E 4. Kaprta. 3nncea ce nmeTo Ha KapTarTa.

ol )
1 2 3

OCHOBHU KapTin

5 5. 3aknousaHe Ha Ambient / Diffuse.

Ambient Color - 06Kpb>kaBaLy LUBAT

Diffuse Color - gudy3eH upAar

Specular Color - uBAT Ha 6nACbKa

Specular Level - HnBO Ha 6n1ACbKa, N3Mo0s3Ba Ce CBETIOCMNIATA, CTOMHOCTM OT -100 go 100
Glossiness - NbCKaBOCT Ha 6i1ACHKa, 13M0oJ3Ba ce CBeTNoCcuUaTa, CTomHocTh ot -100 go 100
Self - lllumination - cBeTeHe

Opacity - nbTHOCT, N3Non3Ba Cce CBeT/IocMaTa

Filter Color - ugaT Ha dunTbpa

Bump - TekcTypeH pened, nsnonsea ce cBeTnoCuIaTa, CTOMHOCTA OT -999 fo 999
Reflection - oTpaxeHue

Refraction - npeuynsaHe

Displacement - reomeTpunueH pened, n3non3Ba ce CBETIOCUNATA, CTOMHOCTM OT -999 fo 999

[ Maps |

LU Copy [Instance] Map I

apyro, nsnusa nposopeua Copy (Instance) Map:

M3YMCTBAHETO / 3aMa3BaHETO Ha TEKCTYpW, 3a No-406po

MNpwv Drag & Drop (3aBnunyaHe / nyckaHe) Ha efHO none B

[~ Ambient Calar. . .[100° 3
¥ Diffuse Calor . . . WE
I Specular Caolar Wi
H Specular Level . [100 3
™ Glossiness .. ... [100° 2

™ SelMilumination . [TO0 2

Method

" Instance
® Copy
 Swap

S S e

el

[~ Opacity Cancel |
I Filter Colar ... .. Wﬂ TIOTE T
¥ Bump ... Wﬂ _Iights_GI_F!eflect_GIoss_l,l.tga]|
™ Reflection ... .. Wﬂ None |
I Refraction . .... [To0 2| Mone

Rse

Copy - KOnnpa CbAbpP*KaHNETO Ha NMbPBOTO BbB BTOPOTO.
Instance - konuTa CbAbpPKaHNETO C B3aMMHa BPb3Ka.
Swap - pa3MmecTBa CbAbpPKaAHNETO Ha ABETE NOJIETA.



HacTtponku Ha KapTtuTe. Bitmap KaprTa.

1. MHd)OpMaLI,VIFI 3a KapTaTta SRR 523 Im Bitmap
[- Coordinates |
2. Pa3nonaraHe 3a KapTaTa & r : i s =
!. Tenture Erwiron  Mapping: | Explicit Map Channel 4. KaHan Ha TEeKCTypa
# Show bap - tap Channel:
3. Nokaxw oT3az Difset Tiing  Mirar Tile Aingle
U = N = i U8 [ 6. 3aBbpTaHe
5. HamecTBaHe 1 noBTapsHe (& [V N KPR O i vifon 2
& UV C v W wiin 2
Blur: |1.D 2| Blur offzet; |D_D - Fiotate
7. PazdokycumpaHe L El R
i+ Noise [i

- Bitrap Parameters |

8. ®awnn 3a KapTtaTta
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12. MOHOXpPOMEH KaHarn
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1. Bux pyna 4 oT pegaktopa Ha maTepuanure.

2. Hactponka cnpamo Tekctypa (Texture) / okonHa cpega (Environ. Mapping )

3.Moka3Ba TeKCcTypaTa 1 OT BbTpeLUHaTa CTpaHa Ha obekTa

4. KopecnoHnaupa cbc UVW Map mogmdumkaTop 3a HamecTBaHe Bbpxy obeKTa

5. Offset HamecTBa No xopu30oHTana u BepTnkana, Tiling NoBTaps TekcTyparta, a ¢ onuunte Mirror
n Tile ce onpeaens Kak aa ctaHe ToBa. C UV, VW n WU ce onpeaenar ocuTe.

6. 3aBbpTaHe cnpamo TpuTte ocu. byToHa Rotate oTBapAa npo3opel 3a HacTponkKa.

7. PazdokycmnpaHe Ha TekcTypara. Blur Offset onpepena otmecTBaHeTo Ha poKyca.

8. MMoka3Ba nbTa KbM danna. C HaTUCKaHe U3BMKBa Npo3opeLl 3a n36op Ha dparn.

9. MpounTta oTHOBO dalna Ha KapTaTa 1 NOKa3Ba NPOMEHNTE, ako Ca HanpaBeH TaK1Ba BbB
BbHLWHa Nporpama (Hanp. Photoshop).

10. 3unctBaHe Ha TeKCTypaTa. BkntoueHo no nogpasnpaHe Ha Pyramidal.

11. C 6yToHa View Image ce oTBapA oTAeNeH Npo3opeL Ha KapTMHaTa. B Hero moxe ga ce
Onpepeny YacT oT Hed, KOATO KoraTo ce BKtoumn Apply ce nsnonsea KaTto TeKcTypa.

12. AKTMBHO camo npu Hannumne Ha Anda KaHan B TekcTyparta. lMo3Bonasa cmaHa mexkay RGB nHteHsuteT
n Anda KaHan.

13. AKTMBHO CaMO NMpu Hannume Ha Anda KaHan B TeKCTyparta. B 3aBUCMOCT

14. AKTMBHO CamMO NMpu Hanmume Ha Anda KaHan B TekcTypata. Onpepens Kol KaHan ce M3non3Ba 3a
macka. None (Opaque), 03HauaBa ue He ce 13MoN3Ba TaKbB U BCUYKO € NTBTHO.

AsTtop: Hukonan Muxannos 2005
www.nixonanim.com



