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OpHiero 3 HaWBaXIUBIIIMX 3afad TPUBUMIPHOTO MOJENIOBAHHS € CTBOPEHHS pealbHUX
MoJenel, sSKi TOUHO TepenaloTh reoMeTpudny (opmy o0’ekTiB. Lle moTpeOye 3HaHB MOXKIMBOCTEH
IHCTPYMEHTIB TPHBHMIpHOTO MojemoBaHHA. [Iporpama 3ds Max — 1me mOTy)XHa 3a CBOIMH
MOJKJIMBOCTSIMH TIpOrpama, sika J03BOJISIE PI3HUMH crIocobaMu CTBOpUTH ckiaany 3D monens. SkicTh
MOJIEeNTi 3aJIe)KUTh BiJ KBajidikalii KopucTyBaua mporpamu. Ajie AyXe peasliCTHYHI MOJENi MaloTh
BEJWKY KIJIBKICTh TOJITOHIB, IO CHPWYWHIOE TIEPETIOBHEHHS BIIBHOI OMEPaTUBHOI TaM sTi,
NPU3BOANTH 10 3HIKEHHS IPOAYKTHBHOCTI CUCTeMH. TOMy, KpiM TOYHOCTI MOJETIOBAHHS, BasKIINBUM
€ 3MEHIIICHHS KiTBKOCTI TOJIIFOHIB MoJieniel 0e3 mopymieHHs ix reomeTpii. Came 1€ 1 € OCHOBHUM
3aBIaHHsIM Ili€] poOOTH — MOIIYK METOIiB onTHMi3allii Mozaenei 3ds Max.

Hacammepen 3a3Haummo, IO iCHYIOTH JA€KiTbka MoAH]iKaTOpiB, SKi 3 PI3HUM CTyIEeHEM
ontuMi3ytoTth 3D mozens. [lo Hux Hanexats MultiRes, Optimize, ProOptimizire.

Mopudikarop MultiRes (MynbTipo3pi3HEHHsS) ONTHMI3y€e CTPYKTYypY CITKH 3a paxyHOK
HOCITIZIOBHOTO 3MUTTS ONU3BKO PO3TAIlOBaHMX TpaHeil. Lle 3MeHIIye BUTpaTu mam’siTi Ta IPHCKOPIOE
Bisyamizamito TpuBuMipHOi cuenu. Y posmim Generation Parameters (ITapamerpu TeHeparii)
HeoOXiHO HaTHUCHYTH KHOmNKy Generate (['enepyBaTu) i TOro, mo0 3amyCTUTH IOYaTKOBUH
MPOPaxyHOK CiTKH. [liciist ibOro CTaroTh NTOCTYIHUMH MapaMeTpu B po3aiii Resolution (Po3pizHenHs).
3meHiIeHHs 3HaueHHA napametpis Vert Percent (Ilpouent Bepmmn) Ta Vertex Count cpoutye CiTky,
KUTBKICTh TpaHeH 3MeHHIyeThCs. PerymoBatm 1el mapameTp NOTPIOHO JOTH, JOKM IOBEPXHS
3aJIMIIAETHCS 3TJIAJHKEHOIO.

Moaudukarop Optimize (OnTumizamisi) ciiyrye it onTUMizamii CiTKM 00’€KTa, 3MEHIIYE
KUIBKICTh HOTO TpaHeid Ta BepmmH. Ha Bigminy Big Momudikatopa MultiRes, BiH onrtumizye
aBTOMATUYHO, HE JIO3BOJISIE 33JlaBaTH MPOICHT pedep, sKi 3aauIIaThCs. 3arajibHi HaallTyBaHHS
3aaloTecs qBoMa napamerpamu Face Tresh (cTymine nerpanarii moBepxons) ta Edge Tresh (cTyminb
nerpanarii pedep). Bucoki 3HaYeHHS CyTTEBO MOTIPIIYIOTH TEOMETPi0 MOJIEITI.

Mopaudikarop ProOptimizire no03Boise 3agaBaTh MPOIEHTY KibKiCTh BepmuH. [lpu
3actocyBaHHi Moaudikatopa ProOptimizire cnouatky axTuByeThcsi kHomka Calculate, motim
KOPETYETHCS MPOIIEHT BEPIIUH MOZENI TaK, MO0 HE MOCTpakaana reomerpis, ane Oyina 3MeHIIeHa
KUTBKICTh TpaHen.

Jlyis ontumizaliii Moziesieli MOXKHA TaKOX 3aCTOCyBaTH BOyJIoBaHy yTuiitTy Polygon cruncher.
[lpu axtuBauii yrunitu y BikHi Parametrs HaTuckyerscst kHonka Optimize selection (onmrTumizarist
BuaiieHoro). 3a muM y Bkiuaami Compute scene optimization HaJTaITOBYHOTHCS IapaMeTpH
3MEHIICHHSI MTOJIITOHIB.

[le omHiero MOXIUBICTIO 3MeHLICHHSI 00’eMy (ailry € BukopuctanHsi 06’ekra VRayProxy,
SIKUI 3aMiHIOE CKIIQJHHI 00’ €KT 3 BEITUKOIO KUIBKICTIO TIOJITOHIB HA 00 €KT, sKuii Oy/1e MaTu 3HAYHO
MEHIIY KiJbKIiCTh TpaHeH, ane Oyje BUJAMMHUM TUIBKU TIPU Bi3yauisallii ClieHu Bi3yasizatopoM VRay.
CrioyatKy A0 CKJIaJHOTO 00’ €KTa 3aCTOCOBYIOTH HEOOXiIHI Marepiaid, eKCHOPTYIOTh HOro y vray
mesh 3 HEOOXiZHMM 3MEHIICHHSM TpaHel, MOTIM 3aMiHIOITh 00’ekTroM VRayProxy, mo sxoro
MPU3HAYAIOTh 30epeKeHNI MaTepia.

OfHMM 3 METOJIB CIPOIICHHS CIICHM € 3aCTOCYBaHHS MaTepiajiB, sKi IMITYIOTb CKJIaJHI
HEepiBHI TMOBEpXHi. Y CKJIaJ TakuX MarepialmiB MOXYTb BXOAMTH KapTh Bump (penbedHicTb)
Displacement (3mimenns), Opacity (HEpo30picTh) Ta iHIIII.

3HaHHA PI3HUX MOKIMBOCTEH omTuMizamii momeneit 3ds Max Ta iX 3acTocyBaHHS Ja€ 3MOTY
CYTTEBO TPUCKOPHUTHU IPOLEC TPHUBHMIPHOTO MOJETIOBaHHSA. HacTymHUM KpPOKOM AOCIIIKEHb Mae
CTaTH MOPIHSVIBHUM aHalli3 METOIiB ONTHMI3aLii Mi>K co00I0.
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