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 ? 
5.    3D Studio Max   . 
6.          -

  
 
 
7.      ? 
8.     -   ,   ? 
9.    ,     

’ ? 
10.   - ? 
11.     3D Studio Max   Loft? 
12.      -

 .  

 
    1     2    3 

 
           1                     2 
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   4 
 «     3D Studio Max» 

 

 :      3D 
Studio Max: « » (Lathe), « » (Extrude), « » 
(Bend), « » (Twist), «  » (Edit Mesh), « » 
(Noise). 

.    
 . 1   ,    ,  

  ,     . 
 

 
. 1.   

 

   
        

 .      - .  
: 

1.    Front ( ),    
  . 

2.    Front ( ),    

  /         -
  . 
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3.      ,  -
  1  2 ( . 2). 

4.      . 
5.       -

. 
6.      

  ’  (  

’ )  . 
7.  ,       -
   ,   ,   . 3. 

8.         
  .      
. 

9.         ,  -
       Y. 

10.    Front ( ),    -

   /         
  . 

11.   -

,     
   ,  

    -
 . 

12.     -
,    

     
 . 

13.    -
        

 Diffuse Color. 
14.      

     
Bitmap (  )  -

   . 

. 2.   
   

1

2

 
. 3.   
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15.   ,  ’   ,     
.jpg (   _4)     . 

16.          

  ,        -
  (     – ) ,   

,     . 
17.    .    ( .  

. 1). 
 

   
1.    Front ( ),    
  . 

2.    Front ( ),    

  /         -
  . 

3.      ,  -
  1  2 ( . . 2). 

4.      . 
5.           -
 30    20 . 
6.           

        Spline. 
7.       ,  -

  1  2 ( . . 2). 
8.         . 
9.        1     

. 
10.          , -

          
. 
11.   ,       -

    . 
12.          , 
     .       -

   . 
13.       ,  

  1  2 ( . . 2). 
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14.             
   – 3D Studio.       

,    . 
15.         -

         . 
16.          , Y 

 Z,          -
 . 

17.   ,       -
     . 

18.          , 
     . 
19.       ,  

  1  2 ( . . 2). 
20.           

   1    12 . 
21.          

,        
   . 

22.      

       
   Y,    . 4. 

23.   ,   
        

 . 
24.      

    ,    
  . 

25.      -

     
.          

     2,    . 
26.    ,     -

 /           
. 

 
. 4.  
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27.          -
    . 

28.      ,      
  (           -

    90°  0° –  ). 
29.          

  .  
30.  ’    ,      

. 

31.   ,     
   ,      -

 . 
32.     ,    -

      . 
33.            

 Diffuse Color. 
34.           

Bitmap (  )     . 
35.   ,  ’   ,     

.jpg (   _4)     . 
36.          

  ,        -
  (     – ) ,   

,     .   
. 

 
     

1.    Top ( ), 
     . 

2.     -
 ,    1  2 

( . 5). 
3.      -

 . 
4.       

 . 

. 5.   

1
2

 
. 6.  « -

» ’  «  
» 
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5.   -      Top ( )   
  .  

6.          
   . 6. 

7.           
    . 

8.        
. 

9.   -     
 Top ( )      -

,   . 7. 
10.     

   .   -
    ...  

   Perspective ( )  -
 .     

  ’   :  
–     X;  
–    ’   

 ’     ; 
–    ; 
–     Y; 
–    ’   

 ’    ; 
–    ; 
–     Z; 
–    ’   -

 ,   ’    
; 

–    . 
11.       ,   

        – . 
12.   -      Top ( )  -

   ( )  ,   . 8. 
13.   ,     -

      .  

 
. 7.  « -

» ’  « » 
 

 
. 8.  « -

» ’  « » 
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14.      Twist ( )   -
      1200,     1200°. 

15.    ,  Bend ( )   -
      360,      

360°     . 
16.        ,    

    (         

     90 –  ). 
17.          

    ( ’  01).  
18.  ’    ,      

       (     ). 
19.   ,       

    .  
20.      Bend ( )    -

     30,     30°. 
21.   ,       

          , , 
. 

22.         -

       Perspective ( ) 
          

  . 
23.          

  .  
24.  ’    ,       

 . 

25.   ,     
   ,      -

 . 
26.     ,    -

      . 
27.            

 Diffuse Color. 
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28.        
      

   . 
29.       

     , 
       -

  (    
 –  ) ,  -

 ,     
   . 

30.      -
   –  (   

 )    -
 .      ( . 9). 
 

   
1.    Top ( ),    -

  . 
2.           

   . 
3.       -

      45 . 
4.      -

    .  
5.      Edit 

Mesh (  )     -
    ,   

   . 
6.    Perspective ( ) -
        

      . 
10. 

7.      

         Front ( ) -
    ,     

. 

 
. 9.  

  

 
. 10.  

«  » 
 ’  « » 
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8.    Ctrl ,  ,    Front ( -
)    ,      ,    

 Left ( )    .  ,    
 . 

9.         
   ,    . 

10.     ,   -
  Noise ( ).  : 

–   (   )   
 Front ( )    ;  

–      -
    .   

   Noise ( )    
      . 11. 

      -
  .  
11.      

       -
 . 
12.       -
      ,  

    . 
13.     -
       .  
14.       , 
      -

 . 
15.   ,   

      -
 .  

16.      
Taper ( )      

   . 12. 
17.    , 

 Bend ( )         15,   
  15°. 

18.           
       ,  . 

 
. 11.  

« » 
  «Noise» 

 
. 12.  

« » 
  «Taper» 
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19.         -

       Perspective ( ) 
          

  . 
20.          

  .  
21.  ’    ,      -
. 
22.         -

,          
. 
23.            

 Diffuse Color. 
24.           

Bitmap (  )    -
 . 

25.   ,  ’   -
,     .jpg (  

 _4)     . 
26.       

     , 
       -

  ,   , 
    . 

27.    . 
   ( . 13). 

28.         -

          ’   
  ,    . 1. 

29.        04_ . 
 
 

 
. 13.   
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 1 
       ,  

  . 1.     .   – 
 (   –  .jpg –     
_4).    . 

:       -
     (Lathe).  

 

 

. 1.      

 

 2 
       , 

  . 2.    
 .   – ; -

   –  (  
 –  .jpg –    

 _4);    – -
.    . 

:  
1.      

     
    – .  

2.     -
  (Taper). 

    . 3. 
 

 
 

. 2.   
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. 3.    

 
 
 : 

1.     3D Studio Max? 
2.       3D Studio 

Max? 
3.        3D Studio Max? 
4.     –  (Lathe). 
5.     –  

(Extrude). 
6.     –  (Bend). 
7.     –  (Twist). 
8.      – -
  (Edit Mesh). 

9.     –  (Noise). 
10.     –  

(Taper). 
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. 1.  ,  

   5 
 «     3D Studio Max» 

 

 :       -
 3D Studio Max;       -

   ’ . 
 

 1.   –  
       – .  

. 1   ’  ( -
 ),    

.  
    

   ’ , 
   .  

: 
1.    -
  ,  

  1  2 ( . 2). 
2.      -

 . 
3.    

3 ( . . 2)   
 . 

4.   -
    
 Top ( ) ,  -

 ,  
  -

. 
   

  ’ .    

      
     . 3. 

   .   -
    .    . 3.  

 

. 2.  
  

 

1 

2 

3 
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         -
 . 

          
,     .   ’ ,  

     -   . 
        -

       Top ( )    -
  .     ’ ,   . 4. 

   ’        
.      X  Z  90°,  -

         

. 
     

 ,    -
   

.     : 
1.    

    -
. 

2.     
    ( )  -

     
    . 

3.    Front ( )      

      ,  
     ( . 4). 

     ,  -
  .    .  : 
1.         -

  Omni Light. 
2.    Front ( )      -

   (  1  . 5),    
 . 

3.    Front ( )      
   (  2  . 5),    

 . 

. 4.    
(  )  
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   , 
     -

     
    -

 .  
      

. 
     

    
 – . 

  ,  
  ,  : 

–  – ,    ; 
–  – ,   .; 
–  –  , . 

   ,  - -  ,   
      .   -

   : 

1.   ,      
  , 

   -
   . 

2.     
,    

    
  . 

3.    
      

   . 
4.     -

     
    
   . 

5.   -
   . 6.    

. 6.     
  

1 

2 

. 5.   
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      :   .   
          ( -

   . 6)        
  (   ).     -

  1:2,          ,  
. 

      Raytrace ( ), 
          

 .  
         . 

1.         . 
2.           

     .   ,    
,     

    
 . 

   -
      

   -
     

    
  (  -
 1  . 7). 

    
  , -

     
 . -

    
    

,     -
    

   .  
   
  : 

1.    -
     

. 
2.       . 

. 7.  «   
» 

1

2
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3.           
     . 

4.       ( . . 7), -
    .     
 (   2),      -

 .   
   -
. 
5.    

  -
,    

 .   
6.    

  -
    -

  (  
 3  . 8),   

     
    -

    
 ( ).   

 ’   -
  (  -
 4  . 8). 
7.   

    
. 8.    -

  (  
 2  . 8),  
  -

 .     
     

 :    RGB (190; 190; 190),   -
 . 

    ’  – « » (   1 
 . 8.) 

           
  (   ) ,  -

. 8.    -
  

2 

1 

3 4 
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 ,      .  -
 .        – . 

    .    . 
    ,     -

.    -          

        
( )  .      ’ ,  -

   .    . 
        -

         
.   ’      -

    ( . 9). 
       05_  . 

 

 
. 9.    
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 2.     
   3ds Max 9    (   -

),     .  : 
1.           -

     ,    01_ .  
2.    . 

     ,   -
.       ’  .  

    ,    –  ,  -
 ,     – . 

 

  
1.    ,    

    -
,   

   -
 . 
2.    -

 ,  
   -

     
.    -
   

  ( -
  1  . 1). 

3.   -
    . 1. 

4.   , 
    

,  -
  ( -

  2  . 1)  
   

 .  
5.    

Diffuse Color (  -
)     
 . 

1 

2 

. 1.  «  » 
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6.            
Bitmap (  )     . 

7.   ,  ’   ,     
CEDFENCE.jpg (     – C:\Program Files\Autodesk\3ds\maps\Wood\ 
CEDFENCE.jpg)   

  . 
8.    -

   -
     

. 2. 
  -

   -
 .  : 
1.    -
     

   (01-Default, . . 3),     -
    (   1  . 3). 

  
. 3.      

 
2.           -

 Bitmap (  )     . 
3.   ,  ’   ,     -
 CEDFENCE.jpg (     – C:\Program Files\Autodesk\3ds\maps\ 

Wood\CEDFENCE.jpg)     . 
4.          

 . 2. 
5.     ,  , 

   1    . 3. 
6.         

 10. 
        -

.  : 

1 

 
. 2.     

Bitmap (  ) 
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1.     -
,    Ctrl , 

 ,  -    
 ’   (   

). 
2.     -

      

 .   ’  
      

  (    
. 4). 

         

      ,    ,  
  .    ,   F9.  

  ’       -
 ( . 5). 

     ,    
 ,   ’   05_ 2. 

 

 
. 5.        

 

. 4.    
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1.     (   ),  

      ,   -
    . 

2.     ,    -
      .     

      ( . . 1). 
3.   ,    .  

 ,  ’   ,    – -
.    . 

4.   ,     , -
   (   2  . 1)  

    . 
5.     (  )   

   . 
6.            
     . 
7.        –  . 
8.     ,   -

      (   1  . 3). 
9.        -

    250,   – 80. 
10.      RGB (248; 249; 253), -

         . 
11.        0,6. 

        -
.  : 
1.     ,    Ctrl , 

 ,  -      . 
2.           

 .   ’       
   . 

      F9,    -

      ,    ,  
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  .    ’     -
  . 

  ,    . 
 

  
 

1.     (   ),  

      ,   -
    . 

2.     ,    -
      .     

      ( . . 1). 
3.         

  –  ( . 6).       -
  . 
4.       ’   -

  ,    ,     . 
5.      RGB (227; 255; 150), -

         . 
6.        173,  -

 – 20. 
        -

.  : 
1.     ,    Ctrl , 

 ,  -      . 
2.           

 .   ’       
   . 

      F9,    -

      ,    ,  
  .    ’     -

  . 
  ,    . 
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1.     (   ),  

      ,   -
    . 

2.     ,    -
      .     

      ( . . 1). 
3.   ,    .  

 ,  ’   ,    – -
.    . 

4.   ,     , -
   (   2  . 1)  -

    . 
5.     (  )   

   . 
6.            
     . 
7.        –  . 
8.     ,   -

      (   1  . 3). 
9.          

   50. 
10.        -

    250,  80    
 1,5. 

11.      RGB (220; 221; 221), -

         . 
12.          

RGB (230; 230; 230). 
         -

 .  : 
1.     ,    Ctrl , 

 ,  -       . 
2.           

 .   ’      
     . 
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      F9,    -

      ,    ,  
  .    ’     -

   ( . 6). 
  ,     . 

 

 
. 6.       

 
 

 
     03_  ( -

   3).   ’  :   – 
;  –  (  .jpg    _5). 

     ,    
  ,   ’   05_ 2. 

 
 
 : 

1.      3D Studio Max? 
2.     3D Studio Max? 

3.     –  ? 
4.    ? 
5.       . 
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6.       : 
 
 
 
7.   ’       -

? 
8.         ? 
 

 
 

9.        3D Studio Max? 
10.     ( ) ? 

 
     1    2        3        4        5       6         7      8        9       10   11   12 
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   6 
 «    3D Studio Max» 

 

 :    ,   
      3D Studio Max. 

 
 1.    

 . 1.  -
 ,    , 

    
. 

    -
    
.  : 

1.    -

      
    

 . 
2.    

     Top ( ) 
   . 

3.           -
     . 2. 

        -
 ,         

    – Target Directional (  -
 ).      : 

1.       
      -

  Targe Directional. 
2.     Top ( )  -
  ,      

.  
3.      -

       
     ,     

. 3. . 2.  
’  « » 

. 1.   – -
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. 3.     ’  « » 

 

4.        
     /  /  -

    . 4.   
 -  (  – 255,  – 0, 

 – 0),   ,    
. 4. 

5.      -
    /  , 
 0,5,    /  – 2,5. 

   ( ,  
 F9),      

   .  ’   ,   
 ,    ,   -

,       
.  ’       ,  -

,    –    
   ,     

’      .  : 
1.         -

   SkyLight     Front ( )   
  ’  . 

. 4. -
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2.     SkyLight,    

          ,  
     0,5. 

3.   ( )   Direct0l,   

           -
     .  

4.          
’       .       

     ’  . 
5.         -
     ,    
    . 
6.     ’      ’  -
   ,  12. 

7.    ( )   ’   
   . 

8.       . 
9.    ,  6,   – 15.  -
  . 

      ,    -
.  : 

1.           
    . 

2.         Top ( ) 
  .  

3.    ,     

   . 
         

– .  : 

1.   ,      
  ,      -

 . 
2.     ,    -
      . 
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3.    
      

   . 
4.     -

     
    
   . 

5.   -
   . 5.    

    -
  :   
.     

     -
   ( -

   . 5)   
    

   (   
).   

    1:2, -
      
   ,  . 

    
  Raytrace ( -

),     
   

   
.  

     
   

 . 
1.      

   . 
2.    -

     
    -

   .  
 ,    

. 5.     
  

. 6.  «   
» 

1

2
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,          -
. 

           
         -
   (   1  . 6). 

      ,   
    .     -

    ,       
     .    -
   : 

1.         . 
2.    

   -
. 
3.    -
     

    
   . 

4.    
   

( . . 6),   -
  .  

   
 (   2  

. 6),   -
    
.    -
  . 

5.    
  -

,    
 .   

6.    
  -

    -
  (  

 3  . 7),   
     

. 7.    -
  

2 

1 

3 4 
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         ( ).  
  ’     (   4  

. 7). 
7.       . 7.  
    (   2  . 7),   

  .         
  :    RGB (190; 190; 190),  

  . 
    ’  – « » (   1 

 . 7.) 
           

  (   ) ,  
,      .   

.        – . -
    .    . 

    ,     -
.    -          

        
( )  .      ’ ,  -

   .    . 
        -

         
.   ’      , 

     ( . . 1). 
       06_ . 
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 2.    
 

  ( . 1) -
  ’  : , 
, , , . 

   -
 ( ),     

    . 
 

   
1.   -
     

  . 
2.     

  Top ( )     
  . 

 

3.       
       -
   . 2. 

4.    ,    
   .    

 ’    ,    
    . 

5.       
       -
      . 3.  

 
   

     ,  
        -

    .  :
1.      -

          
  Top ( )   .  

. 3.  
 

. 2.  
’  «  

» 

 
. 1.   –  
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2.       
       

   . 4. 
3.     -

       . 
4.   (   Z)   

 ,    . 
5.     -

 ,      
,     

   ( . . 5). 
6.      ,     

  . 

7.           -
      

 :   – 10;  – 7;  – 
0,6;  – 40.  

     -
  . 5. 

 
   

    -
   .  : 

1.           -
   .  
2.    Front ( )  , 

   . 6.      
    . 

3.       
        -

 . 
4.   ,    

   . 

 
. 4.   

. 5.    
  

. 6.    
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5.     Front ( )    ( )  
       ( ).    -

     .      
 ,      . 

6.     ,     -

          
     . 

7.         -
  12,    – 13.      

  . 
8.      Top ( )     

     ( )   -
  . 

     ,     – 
,  ’     .  

: 
1.     

( ’     04)    -
,       

. 

2.      -
       

     : 
  – 10,  – 10,  – 4,  

  – 4. 

3.         ( -
)      

 ,   ( )  . 7.  
 

   
1.    Front ( )  -

    ,   
 . 8. 

. 7.   

. 8.   
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2.       ,   
   . 

3.     -
      

 Y,     – .  
4.      

       
 (    )  

     ,  
  . 9. 

 
   

1.       
Top ( )  ’  .  

2.      -
          

:   – 25;  – 24;  – 0,4. 
3.      

     
 180    . 

4.   ( )  
,     

. 
5.      

       
 (    )  

    , 
   . 10. 

 
 ’  

 ’   -
   .  : 

1.     Top ( )  ’  . 

 
. 9.   

   

 

. 10.    
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2.       
       -

    . 11. 
3.      

  ( ’    02) ,  
    . 

4.     Top ( )   
 ’    : 1)  = 30, -

 = 1600,  = 1110; 2)  = 1700, 
 = 30,  = 1110. 

5.     
( )   ( ) ,    

. 12.  
      

.  : 
1.     -

    ,  
      -

  . 
2.      -

       Diffuse 
Color. 

3.       
    Bitmap (  -

)     . 
4.   ,  ’   -

,     .jpg 
(   _6)    

 . 
5.      -

  ,   , 
     

( ’   01). 
6.      -

    ,  
    

.jpg (   _6). 

. 12.   ’

 
. 13.  

. 11.  
’  « » 
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7.        ,  -
 ,      ( ’   02  

 03). 
8.    .  

            
. 13 ( . ). 

  
1.      ,    

 ,    1  2 ( . 14). 
2.    Omni    

 Front ( )    -
 . 

3.     -
       

( ’   02).  
4.    Omni       
 .    . 

      . 
 : 
1.      

         -
 ’   ’  Omni01. 

2.        
 . 

3.       
       -

   . 15. 
  ( ’  01)    (   ), 
     ’ ,      

Omni01.  : 
1.          

      ’   ’  Omni01. 

2.           -
     . 

. 15. -
  

. 14.   
«  » 

1
2 
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3.     ,  ’   ,  

’  01    .  
4.   ,  . 

       , 
      .    , 

    .     
 .  : 

1.    ,    

    ,      
 . 

2.     ,    -
      .     

     – . 
3.     -

   
     -

  ( ’   02). 
4.    -

. 
5.    F9,  -

 .    ( . 
16)  ,     

    ,    
 .    

  .  : 

1.   ( ’   02)       
 . 

2.          -
    60. 

       ( ’   01) 
 ,     .  : 

1.          -
,          

.          – 
. 

 
. 16.   
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2.        
,           -

  10. 
3.   ,     , -
        
. 
4.     (  )   

   . 
5.            

 /      . 
6.       ( ’  

 01)     . 

7.           -
 Front ( )  (  )   .  
8.            
,  . 

       . 
        . 
        : 
1.           

  Target Spot ( . . 14). 
2.    ,        

   .        -

           
 ,   ,   . 17. 

 
. 17.       
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3.          

  . 
4.    /  /      

 0,5. 
5.    F9,   .  3D  

    . 1. 
6.        06_ . 

  
 

 
     04_  ( -

   4).  : 
1.     .     ( -

.jpg, . jpg)     _6. 
2.      - ,    -

. 
3.        06_ 2. 

:      ’ -
   .       

 Omni;    – Target Spot. 
     . 1. 

 

 
. 1.   
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 : 
1.       3D Studio Max? 
2.   ? 
3.   ?   ? 
4.        ? 
5.       3D ? 
6.    ( )  . 
7.      Target Spot. 
8.     – Omni. 
9.       ’  ? 
10.      ? 
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   7 
 «   » 

 

 :       ; 
   ’       -

 3D Studio Max. 
 

 1.    
      .  : 

1.            Top 
( )     ,   . 1. 

        : 

1.       ,  -
  Shift,         

   .   ’    , 
      .  

2.        . 2. 
3.      ,   . 3. 

 

4.           

            
. 7 ( . ). 

5.       -
     ( . . 7). 

6.        -
      . 
7.         

     ( . . 7). 

. 1.  
  . 2.  

 
. 3.  
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8.      -
      
. 

        -
    , 

   .  -
: 

1.       
     ( . 4) 

       
( ’  01).      -

      
( )  –    -

. 
 

2.      
     

( . 5),      
     . 

3.          -
    . 6.  . 

 
 

 
. 6.        

 

         , -
         -

 ( . ). 
       . 7. 

 
. 5.   

  

 
. 4.    
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. 7.         

  Top ( ) 
 

   ,    
 (Extrude).    ,    -

         . 
1.   ( ) ,     -

 ;           
     Spline. 

2.            
 . 

3.       –  -
   ’     (    

    ).    Esc. 
4.  ’          -

 . 
5.  ’    ,    -

           
(Extrude).  

6.        4 ( -
 ).       

  4 .  
7.        4 . 

       . 
          .  
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’          . 
 : 
1.        – -

 . 
2.         ( ’  
 01). 
3.   ,    «+»    

’      –    Z ( . 8). 

. 8.  Track View – Curve Editor 
 

 

4.      Track View – Curve Editor -

    .       
   . 

5.         ,  
     .   -

   ,     .     
 ( )      ,    

     .  
6.      Track View – Curve Editor -

          
 ,   . 

7.     (    . 8)   -
    0 (     ,  – 

1 2 
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  ). ,       -
,       . 
8.            

,  50,    – 360 (   ).  ,   
50        .  

9.          
   ,          

      .   
         Set Tangents to Linear 

.        ( . 9). 

 
. 9.       

«Set Trangents to Linear» 
 

10.     Track View – Curve Editor,  
  Perspective ( )       -

     .     
       1  50     

  .    ,     

        
  Track View – Curve Editor.  

11.  ,  ’   ,     -
,        ,  
  .  ,   -

   .    .  
  Track View – Curve Editor. 
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12.       (   
 )       

  (     ),   -
  .        

  ,   0.  ,   Alt,  
           -

 .  ,    
         50 .  

13.     .   -
 (     )      

’     ’  .   ’  -
 ,   . 10.  

 
. 10.        

 ’   
 

14.          
’  (  01),        -

  Z.       ’  (  02).   
        Z ( -

    ). 

15.        ,   -
  –   ( )    

( ). 
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16.   _ _Z,     -
  _ _Z*4     .   

    Z       -
, ,      ,    – 

,    ,  . 
 « » ,       
,  .  4 ,      
  ,    (40 / 10 = 4),    -

      ,   
 . 

17.      ,     
   .   ,  -

   , : _ _Z/2.    
   2,         , 

  ,  ,     .  
        .  

: 

1.          -
,          

. 
2.            -
 Diffuse Color. 
3.           

Bitmap (  )     . 
4.   ,  ’   ,     

.jpg (   _7)     . 
5.        ,  -

 ,       . 
6.    .  

7.    Perspective ( )     

       ,   -
 . 

8.        07_ . 
       .  : 

1.         
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.      
’    -

 ,    
   . 11.  

2.  -
  ,  

    
      -

   . 
3.   ,  

  ,   
  ,  ’  

 07_ _   -
   – .avi ( ). 

   . 
4.    -
    

    
(    . 11)  

   
. 

5.   3D Studio Max,      -
     07_ _ .avi. 
 
 
 

 2.    
     3d 

Max  ,   . 1. 
 

     
1.       -

 Perspective ( )  -
  ,   . 2. 

2.       

       
Bend ( ). 

3.     Bend 
( )      190 (  -  

. 1.   

. 11.    
«  » 
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. 4.  ’  
  

).     ,    . 3. 

4.           
Front ( )  ’ ,    . 4. 

 

5.    Top ( )  
’    55 . 

6.     
     

(   )   . 
7.     

       

    Front ( ) -
 ’     ,    

    ( . 5). 
8.    

     -

    ,    
 ,      

   .  , -
  Alt,      ’   

       -
. . 6.  

 
« » 

. 2  
 « » 

 
. 3.   

 -
 Bend ( ) 

 
. 5.  ’   

« »  
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9.        Top ( )  
  ,   

. 6.  
10.   -

     
  (   -

)   . 
11.    

     -

       
Front ( )   

    ,    . 7 (  Z   -
    ). 

12.      ,   
  Shift,        

      ,   . 
13.      . 
 

   
1.      -

  Front ( )   
 ( ),    . 8 ( -

    
     3). 

2.     

      
  (  1  . 8)    

  (   ) ’  
    .   -

  (  2  . 8)    
     ,  -

  1. 
3.   Ctrl,     -

      . 

 
. 7.    

   

. 8.   

1

2
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4.            -
   (Lathe). 

5.      (Lathe)  -
   . 9.       –  

 Y (     . 9). 

6.           
Front ( )       ,  

  . 10. 

 

7.      (   Ctrl), -

          TurboSmooth 
( ).  

8.   TurboSmooth      2. 
 

  

1.          -
,          

. 
2.            -
 Diffuse Color. 

 
. 9.   

 
« » (Lathe)  

. 10.    
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3.           
Bitmap (  )     . 

4.   ,  ’   ,     
 .jpg (   _7)     . 

5.        ,  -
 ,     . 

6.       (  .jpg) 
    (  .jpg). 

7.    .  

8.    F9    ,   -
    ( . . 1). 

 

  
         

 Z.      .  : 
1.          

         120.   
. 

2.        ,   -

   .  

3.      120  . 

4.           
Perspective ( )     ( ).   

  Z     -360°,   -
         . 

5.     ,  . 
           -

      : 
1.        – -

 . 
2.      Track View – Curve Editor -

            
  Z (  ). 
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3.    Set Tangents to Linear ,     
     . 

4.   ( )      
Track View – Curve Editor      -

  .  ,  ’   ,   
       .  -

  Track View – Curve Editor. 
5.    Perspective ( ),   -
            

 ,    . 
6.        07_ . 

      .  : 
1.         

.      ’     , 
      . 11.  

2.    ,    
      

    
 . 

3.   ,  
  ,   

  ,  ’  
 07_ _    

  – .avi ( ). -
   . 

4.    -
    

    
(    . 11)  

   
. 

5.   3D 
Studio Max,    

     
  

07_ _ .avi. 
. 11.    

«  » 
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       . 

     . 1. 
       07_ . 

   ,      
(.avi)    07_ _ . 

:  
1.      

 ’     -
   (Twist). 
2.   ,  

  ,   
. 

3.      
 ’     -

   (Bend). 
4.     -
    

 (Lathe). 
 
 
 

 
 : 

1.   ? 
2.    ? 
3.       

: 
4.       

: 
5.      3D Studio Max? 

6.   :  1) ;  2) . 
7.   3D Studio Max      -

? 
 

 

 

 

 
  1     2   3   4    5 

 
1         2            3 

. 1.   
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   8 
 «   » 

 

 :       ; 
         -

 3D Studio Max. 
 

.   
 

  3d Max    ( ), -
  . 1.        

          
. 

 
. 1.   

 
       

   Top ( )  ’    70 . 
        : 

   ,  –  .     , -
     ,   –     

( . . 2).  : 
1.      ,   

    . 
2.    ( )        ( -

 1  . 2),      ,   , 
  –  (  2  . 2);   , -

   . 
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 ,       

,      -
 .    , 

        
    -

    Spline.  
8.      

     , 
  Ctrl,    Top 

( )     . 
9.       

    -
. 

10.    Top ( ) -
    ,    

 Front ( )   -

     
    ( . . 3). 

11.     
      , 

    Front ( )  
    . 3. 
     

: 
1.     

 ,    
   .  

2.    Top ( )   
 ,   . 4. 

3.      
 (    ),   

  . 
4.      

 ,       . 

 
. 4.   
’  « » 

 
. 3.     

   

. 2.   
  

1 

2 
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5.    ’     « »  

    ,     
   . 
6.        (  1)    
,    . 5.  Esc. 

7.        (  2)   -
 ,    . 5.  Esc. 
8.      ,     

   . 
9.   (       ) -

 ( )        (    
  );    .   -

          . 

 
. 5.    

  

  

1

2
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10.            
  ,  ’        .  

 ’        -
. 

11.  ’     . 
12.    ( )       

            
 .       (   

  – )     ,   -
 .          . 

13.         -

 ,           
  .      . 

14.         -
. 

15.         
 (  )   . 5. 

 
   ( ) 

1.    -

     
   . 6.  

2.     
    

 Patch Constaint,   , 
     ( -

  – ). 
3. ,   

    

  . 
4.    (  

 )     

. 
. 6.     
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5.       200    -
 . 

6.         
   ( )       . 

7.           -

 ,        . 
8.           

,    .       -
 ,   200-  ,    . 

   ,       
 –  . 

9.      Track View – Curve Editor -

          
( ,    . 7).  

10.         (  

  . 7)    – ,  -
  500-      (   200-   500-    

  ).   Track View – Curve Editor. 
 

 

. 7.   «Track View – Curve Editor» 
 

    ,     .  : 

1.          -
  200    Enter,    200-  .  
2.        . 
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3.           
Top ( )    360       

   . 
   ,     ,   

.     ,      -
    .  : 

1.        – -
 . 
2.      Track View – Curve Editor -

     ,   Ctrl,   
   ( ,    . 8).  

 

 
. 8.   «Track View – Curve Editor» 

 

3.    Set Tangents to Linear ,     
   . 

4.      Track View – Curve Editor -

      ,    
       .  -

  Track View – Curve Editor. 
 

  
1.       . 
2.           , 
   ( , 3-D   ’  ); -
  ,  20. 
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3.    Top ( )    ,  -
 . 

4.      
    3 . 

     -
,       

.  :  
1.     Path 

Deform (   ).  
2.    ( . 9)  -

        
  Top ( )   .  
3.    Path 

Deform   . 9. 

4.           -

       . 
5.   500-       . 
6.        Path Deform   

  100,      - . 
7.     ,  . 
8.          -

       ,   . 
 

    

1.          -
. 

2.            -
 Diffuse Color. 
3.           

Bitmap (  )     . 
4.   ,  ’   ,     

 .jpg (   _8)     . 
5.        ,  -

 ,     . 
6.      (  .jpg,  -

 _8). 

 
. 9.   

  
«Path Deform» 
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1.    .       

   . 
2.     ( )  ,    . 10. 

 ,      (    -
)     . 

 
. 10.      « » ( ) 

 
3.     Front ( )     

         . 11 
(    ). 

 
. 11.      «Front» ( ) 
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4.      ,   -
   .   ’     

  . 
5.        ,   -

   . 
6.   Bitmap,        -

.jpg (   _8). 
7. ,         

   .   . 
8.    Perspective ( ),   

     (  Perspective)      
  01. 

9.      ,    
. 

10.   
     

08_ . 
    

   (  
).  : 

1.    -
   

  .  -
    ’  

   , 
    -

  . 12. 
2.  -
  ,  

    
      -

   . 
3.   ,    ,     

,  ’   08_ _      – .avi ( -
).    . 

. 12.    
«  » 
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4.          -
  (    . 12)    

 . 
5.   3D Studio Max,      -

     08_ _ .avi. 
 

 
 

  ’ , , ,    -
, « »       . 

  3-D    . 1. 
       08_ . 

   ,      
(.avi)    08_ _ . 

:  
1.          -

   . 
2.         -
  .jpg (   _8);   
 –   .jpg (   _8). -

 ’     .jpg (   
_8). 

 
 

. 1.  3-D    ’  
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 : 
1.     (   )? 
2.      ? 
3.     ’  ( ,   .) 

   ? 
4.     ’ ? 

5.         
     Track View – Curve Editor? 

6.    Set Tangents to Linear    -
   Track View – Curve Editor? 

7.    Path Deform (   -
). 
8.     3-D ? 
9.       ?  
10.        ? 
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   9 
 «   ’   3D Studio Max» 

 

 :     3D Studio Max;  
    ’ . 

 
 1.    (   « ») 
  3d Max 

      
  -

  ’   ( . 1). 
 

   
  

    -
    

« ».     : 
1.    Top ( ) 

 ’    ,   . 2. 
2.      

Mesh  Edit Poly        

  . 
3.      -

     Front ( )  
   ,   -

      . 
4.    ,   -

  ( . 3). 
 

 
. 3. -      

. 2.   
’  « » 

 
. 1.      
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5.    Top ( )   – 
’    10 . 

 
   

1.        
Front ( )     – 

  ( ),    . 4 (  
     

   3). 
2.      -

       
(  1  . 4)      (  -

 ) ’      .  
   (  2  . 4)    

     ,    1. 
3.   Ctrl,  -

        
 . 

4.       -

        
(Lathe). 

5.      
(Lathe)     . 5.   -

    –   Y 
(     . 5). 

6.       

       
   Perspective ( ) -

   (     ) , 
        -

 . 
7.       
  .     

      .  
. 5.   

 
« » (Lathe)

 
. 4.  

  

1

2
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8.    

    -
     
      -

. 
9.      
,    . 6. 

10.    -
    . 6. 

11.     
’      Left ( ) 
    

          , 
    . 

 
  ’   

    ’      
   : 

1.          

’       ’   Reactor 

. 
2.    RBCollection      -
        (    

    ). 
3.    RBCollection, 

        
RBCollection Properties   -

.     ( )  
 .      -

    ;   
       . .,  

    ’    
 ( . 7).  

. 7.    
   

 
. 6.      
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       ,  -

   .  : 
1.  -     ’  . 

2.       -
     Reactor. 
3.       ,  3. 
4.           -
,  2. 

     0.  ,    -
.  ,         

Concave Mesh (  ). 
 

  

1.          -
,          

. 
2.            -
 Diffuse Color. 
3.           -
      . 
4.          

        RGB (0; 0; 255). 

5.      – RGB (250; 200; 0). 
6.     ,    

          
. 

7.   ,     -
             

   ,  100,   –  40. 
7.        ,  -

 ,     . 
8.          -

     . 
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9.           
     . 

10.       Plastic. 

11.         – 
RGB (255; 0; 0). 

12.        ,  -
 ,      . 

13.          -
     . 
14.           

     . 
15.       Metal-Flat. 
16.       – RGB (255; 255; 255),   
 –  50. 

17.        ,  -
 ,     . 

18.    . 
 

 ’   (  ) 
1.          

         200.   
. 

2.        ,   -

   .  
3.      80-  . 

4.           Top 
( )     ( ).     Y  

    . 

5.           
Left ( )    360       

   . 
     , , -

  .        -
,    .  : 
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1.        – -
 . 
2.      Track View – Curve Editor ( . 8) -
  (      )    

  (  )    ,    -
 ( ). 
3.      Track View – Curve Editor -

   Set Tangents to Linear ,     . 
   Track View – Curve Editor. 

 

 
. 8.   «Track View – Curve Editor» 

 

4.       -
     Reactor. 
5.         80-   

(        80)    -
  .     Reactor,  

’        . 
6.    Perspective ( )    -

   ,    . 
7.        09_ . 

       (  ). 
 : 
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1.    -
   

  .  -
    ’  

   , 
    -

  . 9. 
2.  -
  ,  

    
      -

   . 
3.   ,  -

  ,    
 ,  ’   

09_ _     
 – .avi ( ).  

  . 
4.    -
        (  

  . 9)     . 
5.   3D Studio Max,      -

     09_ _ .avi. 
 
 

 2.    
(   « ») 

  3d Max  -
,  , ,   ( . 1). 

 

 ’   
1.    Top ( )  

’    ,   . 2. 
2.    Front ( )  

’    ,   . 3. 
3.       

X  Z (  ’  – ,  ’  – ). 

. 9.    
«  » 

 
. 1.   

 « » 
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. 5.   

’  « » 

. 2.   
’  « » 

4.       Y ( -
 ’  – ,  ’  – ). 

5.    Front ( )  ’  
   300×300×2 . 
6.    ( ) 

    X  Z (  ’  –
,  ’  – ). 

7.   ( )   
  Y (  ’  – ,  
’  – ). 

8.       

    ’     -
  ’   Reactor. 
9.    RBCollection    

  -     -
    (     

   ). 
10.    RBCollection, -

        
RBCollection Properties   . 

    ( ) .   -
      ;  

     ’   ( -
).       

  ’     ( . 4). 
   ,   -

,   ( ),  ( )   ( ) – 
   .  

      
  ’ ,    . 

 :  
1.    Top ( )  ’  

  ,   . 5. 

. 4.   
   

. 3.   
’  « » 
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2.      

     Top ( ) 
    

      . 6. 
3.     

     -
 ( )   Y (  ’  – 

,  ’  – ). 
4.   ,   

 ( ’  01)  , -
  ( ),    

      -
  reactor Cloth. 
5.     

reactor Cloth      
. 7. 

6.         -
 . 

7.          -

 ’       ’   Reactor. 
8.    CLCollection      -
       (     

   ). 
9.   

 CLCollection, -
    

    
RBCollection Properties -

  .  
   

( ) ,   
 ’   -
  ( . 8). 

 
 
 

 

 
. 8.   
   

 
. 6.   

    

 
. 7.  

  
«reactor Cloth» 
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10.  ’  ,       -
     Reactor. 
11.        ’   

  ,   ,     
   . 

12.        ’   
  Concave Mesh (  ). 

 

  

1.          -
,          

. 
2.            -
 Diffuse Color. 
3.           

Bitmap (  )     . 
4.   ,  ’   ,     

.jpg (   _9)     . 
5.        ,  -

 ,     . 
6.          -

     . 
7.           

     . 
8.       Plastic. 

9.         – 
RGB (0;155;255). 

10.        ,  -
 ,      ( )   

( ). 
11.      ,     

. 
12.           

     . 
13.       Ceramic Tile, GlaZed. 
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14.           -
        Bitmap (  

);  . 
15.   ,  ’   ,     

.jpg (   _9)     . 

16.   Coordinates (  )   –  . 
17.        ,  -

 ,      ( ’  01). 
18.    . 
 

 ’   (  ) 
1.          

         200.   
. 

2.           -
 Reactor. 

3.          . 
    Reactor,  ’     -

   . 
4.    Left ( ),     -
        ’  01 

(  , , ,   – ). 
5.    ,      -
  (   –   8). 
6.        . 

7.           Left 
( )   ,      -

  ( ). 
8.        . 
9.    Perspective ( )     

           

  ,    . 
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10.        09_ . 
       (  ). 

 : 
1.    -

   

  .  -
    ’  

   , 
    

  . 9. 
2.  -
  ,  

    
      

   . 
3.   ,  

  ,   
  ,  ’  

 09_ _    
  – .avi ( ). -

   . 
4.    -
        (  

  . 9)     . 
5.   3D Studio Max,      -

     09_ _ .avi. 
 
 
 

. 9.    
«  » 
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1.      06_ 2 

(    6).  : 
2.       . 
3.        09_ 3. 

  3-D    . 1. 
:  

1.   – .  
2.       -

.jpg (   _9). 

 
. 1.    

 

 : 
1.     3D Studio Max? 

2.     ’  ,  -
     . 

3.        ? 
4.       ? 
5.    Reactor. 
6.    reactor Cloth. 
7.     ,  -

 reactor Cloth? 
8.   3D Studio Max      -

? 
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    «   ’  » -

   ’      3D 
Studio Max.      ,   -

       .  
          

’    ,       -
    . 

    ,    
    .      

    4      ( . 
 1). 
     ,  ,    -

,         .  
   ’       

 (     )  .  
        1. 
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 1 

     

 

       

 

 

 

 

 

     1 

  «   ’  » 

  «    ’    
3D Studio Max» 

 

 

 

 

: . . _____ 

           ________________ 

:  _______________ 

 

 

 

 

 

,  _______ 
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 2 

      1 

 : «    ’    
3D Studio Max» 

 :      -
   3D Studio Max     ’ . 

 

 : 

1.          
        Top  -

   01  100       
50   20  . 

2. … 
… 
… 
50. … 
 

 
   : 

1.    3D Studio Max. 
:   3D Studio Max    : … 

2.        3D 
Studio Max. 

:        
3D Studio Max : « », « », … 

 
 

.         
     3D Studio Max  

   ’ ;  , , 
, ,      -

. 
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3D Graphics  ( -
 ) 

     ’ . 
      

 ( )  . 

3D Pipeline   
(3D ) 

  3D- ,    
   .    ’  -

   ,    
    ( ).  

     -
 .  ,   „ ” 

(rendering),      3D-
,      

   . 

Additive 
transparency  
(  

) 

      
    ,  -
   ’ . 

Align  
( ) 

,    ’    
    ’    -

  ( ). 

Alpha-Blending 
( - -

) 

  ’ ,   -
     ,  

  :  (  -
 ),  ( ),  . 

    Alpha,   
’     . 

Ambient   ,      . 
 ’     . 

Angle of incidence 
(  ) 

,         -
     

Animation  
( ) 

     ’ .   
 –   -  ’ , ,  

        
 . 

Array ( )    ’ ,   
 ’    ’ .    -

  (   )    
(       -

). 
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Antialiasing  
( ) 

     
    ,   

  ’ .    
  ’      . 

Aspect ratio  
(  -

) 

       -
,      ,  

     . -
,   4   3   

  1:1,333. 

Attenuation  
( ) 

      -
  ,      

  . 

Auto Texture 
Compression  
(  -

 ) 

  ,   -
      . 

 ,      -
  . 

Axis constraint 
(  -

) 

 ,     -
    ’ .  

     -
 ’ . 

Bank ( )  (  ) ’     -
   .    

  ,     ’  
  . 

Batch rendering 
(  -

) 

 ’      
     . 

Bend ( )  ’ ,     -
    . 

Bevel ( )  ,      
,   . 

Bezier splines 
(  ) 

 ,     -
   .  -
  ,   (tangent 

points)      -
 . 

Bitmap  
(  ) 
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Boolean operation 
(  ) 

 ,     ’ .  -
,      
 ’      „  

”,   ,     -
 ’ . 

Camera target 
(  ) 

    ’ ,   -
 ,        ( , 

  ). 

Caustics  
( ) 

 ,     -
    , -

       -
,  ’   . 

Channel ( )    ( ),  
  .    -

       
 ’ ,    . -

   ,  ( ), 
,   . 

Child ( )  ’ ,   ,  
      ’  (  -

 ). 

Chroma ( -
 ) 

 ’ ,     -
,     ’ . 

Collision detection 
(  -

) 

   ,   
     ’    

.      
      -

 ’ .   ,  
     (    -

    ). 

Compression rate 
(  -

). 

 ( )      
 ;     -

 (  / ). 

Default lighting 
(  -

) 

     -
,       

   . 

Deformation grid 
(  -

) 

  ,    
  ’ ,    .  -

  , , . 
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Diffuse color  
(  ) 

 ’  .   -
  ’ ,     

. 

Digitizing  
( ) 

  , ’     
 ,       

 ’ . 

Directional light 
(  -

) 

  ,    -
 , , .    

   ,     ( , -
, )  . 

Dithering  
(  

  -
) 

 ,  ’    -
   (    

). ,    -
    ,     

. 

Dolly (  -
) 

   –   ,   
 ,      -

     .    
     . 

DPI      – Dots Per 
Inch (    ). 

Emitter ( -
) 

  ’ ,     
    . 

Environment 
mapping ( -

 ) 

  ,    -
 .      

      
’    ’     (reflection 

map),    ’ . 

Fillet ( -
) 

      . 

Fill light ( -
 ) 

 ,     -
  . 

First vertex ( -
 ) 

 ,      , 
        
 . 

Focal length ( -
 ) 

     ’   -
. 
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Fogging ( -
 ) 

   ,  3D-
.    -

      , 
,  . , ,   

      . 

Forward 
kinematics (  

) 

 ’    ’    -
;       

   . 

FOV (field of view 
–  ) 

  ,   ,    -
  ’    . 

FPS (frames per 
second) 

  .     
 ,   ,  

   ,   -
   ,    . 

Frame rate ( -
  )

  ,    
 ,       (frames per 

second – fps). 

Freeze (  \ 
) 

,    ’    
 ,     -   -

. 

Function curve 
(  

) 

    ’  
   . 

G-buffer  
(G- ) 

  ,    
  , ,    -

   . 

Glow ( )     ,    
  .      

     ’   -
. 

Grid ( )      ,  -
      

 ’ . 

Group ( -
) 

,      -
 ’     ’    

. 

Hide ( ) ,     ’   -
. 
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Hierarchy  
( ) 

    ’  
 «  / », ’      -

 . 

Hotspot (  
 „  
”) 

    ,  -
   . 

Instance  
( ) 

  ’    ,  
,    ’ ,   -

. 

Intensity  
( ) 

    . 

Keyframing  
( ) 

      -
. 

Knot (  -
) 

 ,       -
,   . 

Lathe ( )       ,  
   „ ”   -

  . 

Lens flare ( -
  

’ ) 

    ,  ’  
  ’        

 . 

Lighting Effects 
(  ) 

  ,     3D-
.      

     . 

LOD (level of 
detail –  

) 

,       
’  ( , , ). 

Linear array ( -
 ) 

 ’ ,      -
  . 

Local coordinates 
(  -

) 

 ,   ’    
   (  ). 

Map ( )     ,  
   ,   

     . 

Mapping ( -
) 

     -
   ’ . 
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Mask ( ) -  . -    -
,       

     . 

Mesh ( )  ,    ’   
,       . 

Mesh editing ( -
 

) 

  ,   ’     
 ’ . 

Mirror  
( ) 

 ,   ’   
 . 

Morphing ( -
) 

 -   ,   -
        

     -
. 

Motion path ( -
 ) 

,       
’          

 . 

NURBS (non-
uniform, rational 
B-spline – -

 
 b-

) 

 ,    ,   
    ,    

   .    -
      

   . 

Occlusion 
 

      
’  . 

Opacity  
( ) 

  ’    . -
     -

   . 

Palette ( )   ,     -
    . 

Parallel point   ,     ’  -
  . 

Parametric 
coordinates  
(  

) 

  ,   
   -  -

 ’ . 

Perspective  
( ) 

   ’    -
  . 
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Pivot point (  
 /  

) 

    ’ . -
        

 . 

Phong Shading        , 
    .  

   ’  -
   ,   . 
        -

 ,    . 

Point ( )    ,   
.     

     ,   . 

Polygon ( , 
) 

  ,   (  
   ’ )   -

   3D- . 

Polyline (  
) 

  ,    (     
  ). 

Primitive  
( ) 

-      
,  , , ,   . . 

Raytrace  
(   

) 

,      
        

’ ,  .    
 ,    . 

Rendering       ,  
      -

 ,   . 

Rotoscoping  
( ) 

        
      -

  . 

Self-illumination 
map (  -

) 

 ( ) ,    -
 ,     

,    ’   -
. 

Shadow mapping 
(  -

) 

     ,  
    ( ) -

        
.      -

  ’ . 
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Shininess ( -
 ) 

   ’ ,   
. 

Skew ( ) ,     ’  -
      ,   –  

. 

Snap ( ’ ) ,       -
       -

         
’ . 

Solid modeling 
( ’  -

) 

     -
 ,       -

    ,  , 
     . 

Specularity  
(  -

) 

    ,   
       -

 ’  (   ). 

Spline ( )  ,   . -
     , -

  NURBS- . 

Spot  ,   ,     
 ,     .  

 ’ ,     . 

Tangent point  
(  ) 

   ,   „  -
”      . 

Target ( )  ,     
     -   . 

Tessellation        . 
     ’  -

     , 
        -

. 

Texture Mapping 
(  -

) 

 « »     3D-
  ( ). 

Transform  
( ) 

  ,    
  ,    ’ . 

     
’ ,  , , , 

,  . 
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Transparency 
( ) 

,     ’ . -
  ’   3D-    , 

,   . 

Trim lines ( -
 ) 

   ,     
  . 

Twist  
( ) 

,    ’   -
  . 

Vertex    ,  ’   
. 

Volumetric light 
( ’  -

) 

     , 
      -

. 

Weld ( ’ )  ’      ’ -
. 

Wireframe  
( ) 

   ,    
 ’    ,  -

   .  , -
 ’   ,   . 

  
(Selection)  

     -
,  .    

   . 

  ,      
    ’  . 

     ,  
    ’ . 

 (Anchor 
Point)  

     ,  -  
    . 

        , -
     . 

 
(Gradient)  

      . 

 (Fill)        -
  ,    -

  ( ). 

 (Channel)  ’      -
 . 

 



 

 142

 
(Cloning)  

     -
    Rubber Stamp. 

  
(Color Model)  

  ,   -
 . 

 (Path)       
’ ,     -

    . 

 (Pixel)         -
 . 

 (Point)      .  
1/72 . ,  ,  -

  . 

 -
 (Resolution)  

     ( ). 

 (Scanner)       -
    .    

  . 

 (Shadows)    . 

 (Level)   ( , ) . 

  
(Tonal Correction) 

      -
      . 

 
(Transformations)  

   ( , , 
, , ). 

 (Layer)     .   
   . 

 (Noise)   ,    -
  . 

 
(Brightness)  

  ,  ’ . 
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3D STUDIO MAX  

 
A: Activate –  

Active Time Segment –  -
  

ActiveShade Floater –  -
  

ActiveShade Viewport –   
 

Adaptive Degradation –  -
 

Adaptive Path Steps –   
 

Add –  
Add Custom Attribute –  -

  
Add Custom Colors –  -

  
Add Image Filter Event –   

  
Add Image Output Event –  -

   
Add Link –  ’  
Add Path –   
Add Parameter –   
Add Point –   
Add Scene Event –  -  
Additive –  
Adjust Pivot –   
Advanced Effects –   
Advanced Lighting –  -

 
Advanced Transparency –  

 
Affect Object Only –  ’  
Affect Pivot Only –   
Aligment –  
Align –  
Align Orientation (Local) –  

 ( ) 
Align Position (Screen) –  

 ( ) 
Align Selection –   
Align to View –   -

 
All Files –   
All Geometry –   

Along Path –   
Ambient –  
Amount –  ( ) 
Angle –  
Apply –  
Apply Gradient –   
Apply Multiplier Curve –  

  
Arc –  
Arc Rotate –  
Arc Rotate Selected –  -

 
Arc Rotate Sub– bject –  -

’  
Area –  
Area Selection –   
Array –  
Aspect Ratio –  -

  
Asset Browser –  
Assign Controller –  -

 
Assign Effects / Collisions –  

 /  
Assign Material To Selection – -

   
Assign Object Effects –  

’   
Assign Position Controller –  

  
Assign Rotation Controller – -

   
Assign To Children –  -

 
Assign To Light –   

 
Assign to Root –  -

  
Assign to Selected –  -

 
Assign to Selection –  -

 
Assign Vertex Colors –  -
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Assume Skin Pose –  -
  

Attach –  
Attach List –   
Attribute Style –   
Auto Key –   
Auto Key Mode –   

 
AutoGrid –   
Automatic Exposure Control – -

   
Available –  
Average –  
Averaged Normals –  -

 
Axis Constraints –   
Axis Control –   
Axis Tripod –   
 

B:
Back Fins –   
Background Color –   
Background Source –   
Bank Amount –   
Bar –  ( ) 
Base Material –   
Base Name –  ’  
Base to Pivot –    
Basic Parameters –   
Beam –  
Bend –  
Bend Axis –   
Bevel –  
Bevel Polygon –   
Bevel Settings –   
Bezier –  
Bezier Corner –   
Bezier Position –   
Bias –  
Bind – ’  
Bitmap –   
Bitmap Options –   

 
Bitmap Parameters –  -

  
Blend –  
Blend Basic Parameter –  -

  
Blinn Shader –    

Blur   
Blur Offset –   
Bone Coloring –   
Bone Edit Mode –   

 
Bone Editing Tools –  -

  
Bone Parameters –   
Bone Tools –   
Bones –  
Boolean –  ( ) 
Border –  
Box –  
Bounce Coefficient –  -

 
Break –  
Bright –  
Brightness –  
Browse –  
Browse From –   
Browser –  
Bulge Angle Deformer –  

  
Bump –  
Bump Amount –   
 

C:
Calc Intervals Per Frame –  

   
Calculate Shadows –   
Cancel –  
Cancel Expert Mode –   

 
Cap –  
Cap Segment –   
Cast Shadows –   
Category –  
Center Marker –   
Center To Object –   ’  
Chain –  
Chamfer –  
Chamfer Amount –   
Chamfer Settings –  -

 
Channel List –   
Checker –   
Child –  
Circle –  
Circular –  
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Circular Color –   
Clear All –   
Clone Options –   
Clone Selection –   
Close –  
Collapse All –   
Collapse To –   
Color Palette –   
Color Selector –   
Command Panel –   
Comments –  
Common Parameters –  -

 
Common Surface –   
Compound Objects –  ’  
Compression Quality –  -

 
Configure –  
Connect – ’  
Constant Velocity –   
Constraints –  
Control –  
Control Level –   
Control Parameters –  

 
Control Points –   
Controller –  
Convert Curve –   
Convert To –   
Convert To Editable Mesh – -

    
Convert To Editable Poly –  

   
Convert To Editable Spline – -

    
Coordinate Display –  -

 
Copy –  
Coordinate Display –  -

 
Corner –  
Create camera –  ( ) 

 
Create Cap Surface –  -

  
Create Key –   
Create Parameters –  -

 
Create Surfaces –   

Create U Loft Surface –   
    U 

Creation Method –   
Crop –  
Cropping / Placement –  / -

 
Cross –  
Cross Sections –   
Crossing / Window Selection –  

 /  
CrossInsert –    
Current Frame –   
Current Object –  ’  
Curve Common –    
Curve Editor –   
Custom Attributes –  -

 
Customize –  
Customize User Interface –  

  
Cut –  
CV –   
 

D:
Daylight –   
Decay –  
Default Lighting –   -

 
Default Units –   -

 
Deflector –  
Deformations –  
Delete Channel –   
Delete Selected Keys –  -

  
Density –  
Dent – ’  
Depth of Field –   
Destination Time –   
Diffuse –  
Diffuse Color –   
Diffuse Level –   
Direction –  
Displace –  
Display –  
Display Background –   
Display Control Mesh –  

  
Display Lattice –   
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Display Nth Frame –   
 

Display Properties –  -
 

Display Subtree –   
Display While Creating –  

  
Display / Weightin –  / 

 
Dolly Camera –   
Dope Sheet –   
Drag –  
Drag Type –    
Dummy –  
Dynamic Controls –  -

 
Dynamics Properties –  -

 
Dynamic Simulations –  -

 
 

E:
Ease curve –   
Edge – ,  
Edged–face – –  
Edit –  
Edit Borders –   
Edit Curve –   
Edit Edge –   
Edit Envelopes –   
Edit Filter Event –   -

 
Edit Geometry –   
Edit Keys –   
Edit Mesh –   
Edit Normal –   
Edit Object –  ’  
Edit Object List –   

’  
Edit Patch –   
Edit Polygons –   
Edit Properties –   
Edit Ranges –   
Edit Vertices –   
Editable Mesh –   
Editable Spline –   
Effect Taper Axis –    

Enable –  

Enable Color Map –   
 

End Color –   (  
) 

End Time –   
Endpoint –   
Enter –  ( ) 
Envelopes –  
Environment –   
Environment Map –   
Exclude –  
Execute Sequence –  -

 
Execute Video Post –  -

 
Exit Isolation –    
Expand Tracks –   
Expert Mode –   
Exposure Control –  -

 
Extended –  
Extended Parameters –  -

 
Extended Primitives –  -

 
Extrude –  
Extrude Polygons –  -

 
Extrusion –  
Extrusion Height –  -

 
 

F:
Face –  
Face Extrudes –   
Falloff –   
Falloff Amt –   
Far Attenuation –   
Fast In –   
Fast Out –   
Fetch –  
FFDs –   
Field of View –   
Filter –  
Filter Plug–in –   
Filter Selected Faces –  -

  
Fin Adjustment Tools –  -
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Finish –  
Fit –  
Fixed Width Text Buttons –  

   
Flag Properties –   
Flare –  
Flat Mirror –   
Flex –  
Flip Normals –   
Focal Node –   
Follow –  
Force 2–Sided –  -

 
Forces –  
Forces And Deflectors –   -

 
Fractal –  
Fractal Noise –   
Freeze –  
Freeze Selection –  -

 
Frequency –   
From –  
Front Fin –   
Function –  
Function Curve –   
Fuse – ’  
 

G:
General –  
General Parameters –  -

 
Generate –  
Generate Mapping Coords –  

 
Generation Parameters –  -

 
Generic –  
Generic units –   
Get Material –   
Get Shape –   
Ghosting Frames –   
Gizmo –   -

  
Gizmo –  /  
Global Ambient –  -

 
Global Grids –   
Global Lighting –   

Glossiness –  
Go To Frame –    
Go To Parent –    

 
Go to End –    
Go to Start –    
Gradient Ramp –   
Graph Editors –   
Gravity –  
Gravity Space Warps –  

 
Grid and Snap Settings –  

  ’  
Grid Points –   
Grid Lines –   
Ground –   ( ) 
 

H:
Height –  
Height Segments –    
Help –  
Helpers –  ’  
Hemisphere –  
Hide –  
Hide by Category –   -

 
Hide By Name –    
Hide Selected –   
Hide Selection –   
Hide Unselected –   
Hierarchy –  
HighLight –  
High Value –   
Home Grid –   
Hold (  Edit) – ’  
Hold –   ( ) 
Hotspot –   
 

I:
ID –   
Ignore Backface –   -

 
Ignore Visible Edges –  -

  
IK Chain Assignment –  -

   
IK goal –   -

 
Image –  
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Important –   
In this case –    
Independet –  
Info –  
Initial Quality –   
Initial Type –   
Insert Corner –   -

 
Insert Vertex –   
Instance –  
Independent Copy –   
Instance (Copy) Map –  ( ) 

 
Intensity / Color / Attenuation – -

 /  /  
Interactive Update –  -

 
Interpolation –  
Inverse –  
Isolate –  
Isolated –  
Iterations –  
 

J:
Join –  
Join Surfaces –   
Joint Angle Deformer –  

’   
 

K:
Keep Objects and Hierarchy –  

’    
Keep old material as sub–material – -

    
 

Key Filters –   
Key Stats: Track View –  : 

  
Keyboard Entry –   -

 
Keyboard Shortcut Override Toggle – 

    
Keys Dope Sheet –   

 
 

L:
Label –  ( ) 

Lasso selection region –  -
    

Lathe –  
Layer –  
Layout –  
Length Segs –    
Lens Effects –   
Lens Effects Flare –   

 ’  
Lens Effects Focus –  -

  ’  
Lens Effects Glow –   

 
Lens Effects Hilight –    

’  
Lens Flare Properties –  

  
Light Include / Exclude Tool – -

  /  
 

Light Lister –   
Light Lister Tool –   

 
Lights & Cameras –    

 
Linear Float –   
Linear Position –   
Link Constraint –  ’  
Load Gradient –   
Load Multiple Targets –  

  
Local Control –   
Lock Selection –   
Lock Selection Set –  -

  
Loft –    
Loft Object – ’    -

 
Low –  
 

M:
Maintain Base Vertices –  

  
Make Independent –  -

 
Make Planar –   
Make Symmetrical –  -

 
Make Unique –   
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Manipulators –  
Map Browser –   / -

 
Map Channel –    
Mapping –   – 

 
Maps –   
Match Camera to View –  -

   
Match Bitmap –   

 
Material Effects Channe –  -

  
Material ID –   

 
Material Library –  -

 
Material / Map Browser –  -

 /  
Max –  
Menu bar –    
Merge File –   
Mesh –  
Mesh Editing –   
Mesh Select –   
Mesh Smooth –   
MeshSmooth Control Levels –  

   
Midpoint –   
Min –  
Min / Max Toggle –  / -

 
Mirror –  ( ) 
Mirror Curve –  ( ) 

 
Mirror Selected Objects –  ( -

)  ’  
Mirror Vertical –  ( ) 

 
Mix –  
Mix Vertex Colors – ’   

 
Modifier List –   
Modifier stack display –  -

 
Modify –  
Modify Child Keys –   

 
More –  ( ) 

Motion –  
Motion Blur –  ( ) 

  
Motion Controllers –   
Move –  
Multi–Pass Effect –   

 
Multiplier curve –   
Multiply –  
 

N:
Name and Color – ’    
Named Selection Sets –  -

  
Near Attenuation –   
Next Frame –   
New –  
Node Sources –  
Noise –  ( ) 
Noise Amount –   
Noise Controller –  -

 
Noise Controller Properties – -

   
Noise Parameters –  -

 
Noise Position –   
Noise Position Controller –  

  
Noise Size –    
Noise Strength –  -

 
Noise Threshold –   
Non–Uniform Scale –  

 
None –  ( ) 
Normal Align –   
Note–   ( ) 
Number Of Spline Knots –  -

  
Numbered –  
NURBS Creating Toolbox –  -

  NURBS 
 

O:
Object Channel –  ’  
Object Color –  ’  
Object Color Selector –   

’  
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Object Shadow –  ’  
Object Type –  ’  
Object–Space Modifiers – ’  -

 
Object's Current Modifier – ’  -

  
Objects – ’  
Offset –  ( ) 
Omni –  
Omni Light –   

 
On –  
one–way wire – ’    -

 
Opacity –  
Operation –  
Optimize –  
Options –  
Orbit Camera –   
Orientation Constraint –  

 
Outline –  
Outline Amount –   
Output –  
Output Amount –   
Output Size –   
Override –  
Override Material Bounce –  

  
 

P:
Paint –  
Paint Vertex Colors –  -

  
Pan –  
Parameter Wiring – ’  -

 
Parameters –  
Parametric Deformers –  

 
Parametric Modifiers –  

 
Parent –  
Particle Systems –   
Paste –  
Patch Grids –   
Path –  
Path Constraint –  -

 

Path Deform –   
Path Options –   
Path Parameters –   
Path Steps –   
Percent –  
Pick Boolean –   
Pick Material from Object –  -

  ’  
Pick Operand B –    
Pick Target –   
Pivot –  (  ) 
Place –  
Placement –  
Planar –  
Planar Map –   
Play Animation –   
Play Selected –   
Playback –  
Plug–in –  
Point Curve –    (   

) 
Poly Connect –   
Polygon –  
Polygon Counter –  -

 
Pose –  
Position –  
Position Controller –  -

 
Position List –    
Position X –     
Preferences –  
Prefix –  
Preview –   
Preview Render –  -

  
Preview window –   

 
Previous Frame –   
Primary –  
Primary Taper Axis –   -

 
Process –  
Projector Map –   -

 
Prompt Line –   
Propagate –  
Properties –  
Proxy –  
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Q:
Quick Render –   
QuickSlice –   
 

R:
Radial –  
Radial Blur –   

( ) 
Radial Color –   
Radial Size –   
Radial Transparency –  -

 
Radius –  
Radiosity –   
Range –  
Re–scale Time –    
Real Time –    
Rectangle –  
Redo –  
Reference –  
Reference Coordinate System –  

  
Refine –  
Refl. Level –   
Reflection Amount –  -

 
Region Fit –   
Region Zoom –   
Release –  
Remove –  
Remove First –   
Remove First Digits –   

 
Remove Interior Patches –  

  
Remove Last –   
Remove Last Digits –   

 
Remove modifier from the stack – -

    
Rename –  
Rename Objects –  

’  
Render –  
Render Last –   
Render Output –   
Render Output File –   

 
Render Region –   

Render Scene –   
Render Type –   
Rendering –  
Rendering Method –   
Rendering Options –  -

 
Replace Material –   
Reset –  
Reset Map / Mtl to Default Settings – 

   / -
   

RGB Level –  RGB 
Rigging –  
Right–Click –   ( ) 
Rotate –  
Row –  
Ruled –  
Run Script –   
 

S:
Sample Range –   
Sample Type –   
Save –  
Save Gradient –   
Scale –  
Scale Horizontal –   

 
Scale Vertical –   -

 
Schematic View –   
Screen –  
Section Color –   
See–Throgh –   
Seed –  
Segments –  
Select –  
Select Advanced Lighting –  -

  
Select All –   
Select And Link –   ’  
Select And Manipulate –   -

 
Select and Move –   -

 
Select and Non–Uniform Scale – -

    
Select and Rotate –   -

 



 

 152

Select and Squash –   -
 

Select and Uniform Scale –   
  

Select and Unlink –   -
 ’  

Select Bitmap Image File –  -
   

Select by Name –    
Select Camera –   
Select Displacement Image –  

  
Select Face –   
Select Flare Objects –  ’  

 
Select Focal Object –  ’  

 
Select Invert –   
Select Object –  ’  
Select Region flyout –  -

 
Select UV Map –   

 UV 
Select Vertex Paint –   -

 
Selected –  
Selected Faces –    
Selection –  
Selection Lock Toggle –  -

  
Self–Illumination –  
Set As Skin Pose –   

 
Set Key –   
Set Number –   
Set Tangency To Custom –  

  
Settings –  
Setup –  
Shade –  
Shade Face –   
Shade Selected –   
Shade Selected Faces –  

  
Shader Basic Parameters –  -

  
Shadow Casting –   
Shadow Map Params –  -

  

Shadow Parameters –   
Shadows –  
Shape Steps –   
Shapes –  
Shortcuts –  
Short Toolbar –   
Show All Subtrees –   -

 
Show Background –   
Show Cage –   
Show End Result On / Off Toggle – -

    
/  

Show Ghosting –   
Show Grid –   
Show Home Grids –   

 
Show Interior Edges –  -

  
Show Last Rendering –  

  
Show Map In Viewport –  -

    
Show Map Params –  -

  
Show Transform Gizmo –   

 
Side Fins –   
Sides –  
Size –  
Skin –  
Skin Pose –   
Slice –  
Slice Plane –   
Slider –  
Smooth + Highlights –  + 

 
Smoothness –  
Snap Settings –    

’  
Snaps – ’  
Snapshot –  
Snow –  
Soft Selection – ’   
Soft Selection Falloff – ’   

 
Solve –  
Source Time –   
Space Warps –  
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Spacing Tool –   
Specify Cropping / Placement – -

  /  
Specular –  
Specular Highlights –  -

 
Specular Level –   
Sphere –  
Sphere Object – ’   
Spinner –  
Spline IK –   -

 
Spotlight –  
Spray –  
Spring –  
Standart –  
Standart Primitives –  -

 
Start –  
Start Color –   
Start New Shape –    
Start Time –   
Status Line –   
Steps –  
Stop –  
Streak –  
Strength –  ( ) 
Stretch –  
Sub–Object – ’  
Sub–Object Clone Options –  

 ’  
Sub–Object Params –  -

’  
Subdivision –  
Subdivision Amount –  -

 
Subdivision Displacement –  

 
Subtraction (A–B) –  ( -

) ( – ) 
Subdivision Amount –  -

’  
Subdivision Surfaces –  -

’  
Subselection Hard –   -

 
Subselection Medium –   

 

Subselection Soft – ’   -
 

Subtractive –  
Surface –  
Surface Common –   
Surface Level –   
Surface Properties –  -

 
Symmetry –  
Systems –  
 

T:
Tab Panel –   
Tabs –  
Tangents –  
Taper –  
Taper Axis –   
Taper Amount –   
Target –  ( ) 
Target by Name –    
Target Camera –   
Target Direct –   
Target Distance –    
Target Object –  ’  
Target Point –   
Target Spotlight –  -

 
Target Weld –  ’  
TCB Rotation –   
Tension –  
Texture Correction –  -

 
This Object Is Unyielding –  -

 ’  
Tile Bitmap –   -

 
Tiling –  
Time Configuration –  -

  
Time Output –   
Tip –  
To –  
Toe –  
Toolbar –   
Tools –  
Tooltip –  
Top–level –   
Trace Mode –   
Track View –   
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Track View Selected –  -
  

Track View Curve Editor –  
   

Track View Dope Sheet –  -
   

Trackbar –   
Trajectory –  
Transform –  
Transform Coordinate Center –  

  
Transform Degrade –  -

 
Transform Gizmo –   
Transform Type–In –  -

 . 
Threshold –  
Truck Camera –   
Turbulence –  
Twist –  
 

U:
U Loft Surface –    

 U 
Undo –  
Unfreeze All –   -

 
Unhide All –   
Unhide By Name –   ’  
Uniform Scale –  -

 
Union – ’  
Units Setup –   
Unlink –  ’  
Unwrap UVW – UWV–  
Update –  
Update Display –  -

 
Update Material –   
US Standard –   
Use Axis Constraints –  

  
Use Extents Zoom –  

  
Use Maps –   -

 
Use Pivot Center –  

  

Use Pivot Point Center – -
   ’  

Use Selection Center –  
  

Use Soft Selection –  
’   

Use Transform Coordinate Center – -
   

Use Weights –   
User –  ( ) 
User Color –   
Utility –  ( ) 
Utilities –  
UV Coordinate Modifiers – UV -

  
UV Map –   UV 
UVW Map –   

UVW 
UVW Unwrap –  UVW 
 

V:
VBF –    
VCR controls –   -

  
Vertex Colors and Shaded –  

   
Vertex Paint –   
Vertex Ticks –  
Video Compression –   
View File –   
View Image –   
View Image File –   -

 
View Large Icons –   

 
View List + Icons –   + 

 
View Small Icons –   

 
Viewport –   
Viewport Background –  

 
Viewport Configuration –  

  
Viewport Control –   

 
Views –  
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W:
Warning –  
Weight –  
Weighted Control –   
Weighted List –   
Weights And Painting –   -

 
Weld –  
Weld Coincident Endpoints – ’  

  
Weld Core –   
Weld Selection – ’   
Whole –   
Width CV –   -

 
Width Points –    
Width Segs –    
Wire –  (  ) 
Wire Parameters –  ’ -

 
Wireframe –   
World Coordinates –  -

 
 

X:
X Rotation –    X 
X Strength –    X 
XRef Viewpoint Proxy –   

XRef 
 

Y:
Y Strength –    Y 
 

Z:
Z Strength –    Z 
Z–Position –    Z 
Zoom –  
Zoom Extents –   
Zoom Extents All –    

  
Zoom Extents Selected –   

 
Zoom Horizontal Extents –  -

   
Zoom Region –   
Zoom Value Extents –  -
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