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HaBurauus no nutepdency

BeeneHve B DAZ Studio
Pa3den 1.1 — BeedeHue (Introduction)

M3yyeHne ocobeHHocTen nobom HOBOM NporpaMmbl MOXET Bac Hanyratb. OCBOEHME HOBOrO
NHTepdenca MoxeT ObiTb TPYAHbLIM, YTOMUTENbHLIM U HaBoasweM ckyky. OgHa u3 3agad npu
paspaboTke uHTepdenca DAZ Studio coctosna B ToMm, 4TOoGbl CcAenatb €ro [OCTAaTOYHO
APYXentobHbIM - Ans  nonb3oBaTensi, HACKONMbKO 3TO ObiNo BO3MOXHbIM, 6e3 yuiepba ero
hyHKUMOHaNbHOCTN. Hackonbko Ham 3TO yaanock, pewaTb BaMm.

MepBoe npaBuno, Tpebyiouiee

MOHMMAaHMA 3TO TO, YTO MHTepdeic .

DAZ Studio MONMHOCTbIO HAacTpaMBa-  [EFirssrrms oo Ui e
etca. Monb3oBatenn MOryT MpUKpen- o 2 Cn th
nate [aHern (Panes), WVHCTpyMeHThl
(Toolbars) u Onepaumm (Actions),
npakTnyeckn B noboe MecTo, YTo6bI
BCeraa MMeTb UX Nof, PYKOA.

WHTepenc pasgeneH Ha Tpu
OCHOBHble YacTu: [maBHoe MeHto (Main
Menu Bar), MaHenb 3aknagok (Activity
Bar) n AktueHaa KomroHoBka (Activity
Layout). [maBHoe MeHi0 coaepxut
Takne cTaHOgapTHble pasgenbl, Kak
®ann (File), Npaska (Edit), Momows (Help) n T.4. Kaxabin NyHKT MEHI0 NO3BONSET OTKPbIBaTb CBOE
MoameHto (Submenus) n Onepaumn (Actions). MNaHenb 3aknagok NO3BONsieT BaM NepeknoyaTbes
mMexay 3aknagkammn Actors, Wardrobe & Props, Pose & Animate, Lights & Cameras n Render.
Bcé ato Gymet paccmoTtpeHo 6onee nogpobHo ganee B aToM pykoBoacTBe. OcTaBllasdcsa yacTb
UHTepdenca - AktnBHas KOMMOHOBKA COCTOUT M3 OKHa MpeaBapuUTenbHOrO MPOoCMOTpa, onepauui u
WHCTPYMEHTOB 4151 HENOCPeACTBEHHON PaboThI.

Pa3den 1.2 — KomnoHoeka uHmepgelica (Interface Layout)

HecmoTps Ha TO, 4YTO MHTepdenc nporpamMmbl MOSTHOCTBIO HAacTpauBaeMbln, Bbl HE MOXeTe
nepegenatb ero no csoemy ycmoTpeHuio. DAZ Studio noctaBnsdetcss B 4YeTbIpEX BapuaHTax
KOMMOHOBKM WHTepdperica, Kaxabll W3 KOTOPbIX paccyiTaH Ha onpefeneHHbln  ypoBeHb
nonb3oBatend. MOXHO MCNONb30BaTb 3TW BapuaHTbl, KaK eCTb, WNW, KaKk CTapTOBYID TOYKY B
CcO34aHMM CBOEro MepcoHanbHOro BapuaHta. [ns Bbibopa BapuaHTa uHTepdpenca, OTkpowTe
pasgen Window Ha naHenu [nasHoro MeHio, nepemectuTe Kypcop Ha nogmeHio Workspace u
BbiGepute nyHkT Select Layout. 3anyctutca amanoroBoe okHO Select a Layout. 3pecb u3
BblNagatoLLero cnmcka MOXHO BblibpaTb OAMH U3 YeTbIPEX BapUaHTOB KOMMOHOBKM MHTEpderica:

+ Mowarosoe O6yyeHue Full Service [Beta]
« HauyanbHbI YpoBeHb Hollywood Blvd

« YBepeHHbIV Nonb3oBaTtenb Self Serve
MpoaBuHyTbIN Pexxum City Limits

Tool Satings |
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Description i1 Preview Select a Layout Drop Down Menu

Workspace Submenu

A

w Help
Panes (Tabs) »
s & Cameras Rende~
»

Viewports .t per®

Orient Tabs

Enable Ls

Description

So you dream of
me to take a pee
This layout uses. o &
make a connection between something very new [and challenging] to them, and something

1.2.1 — NMowazoeoe O6y4eHue (Full Service) [Beta]

Actors & Wardrobe  Props & Sets  Posa & Animate  Lights & Cameras  Render & Share DAZ 3D  Feedisck  Myaccount
——
i i

Shaping  Surfeces {Color)

Mowarosoe O6yuenne (Full Service) [Beta] npegHasHayeHO NSt HOBMYKOB. OTO CaMblIi
APY>XentoOHbIM BapMaHT KOMMNOHOBKN MHTepdenca ansa nonb3oBaTesnen, N ero Lesib COCTOMT B TOM,
4YTOObl HAKOMWUTb HayanbHbI OMbIT paboTbl C MporpaMmon, NpefoTBpalias YacTble OLUMOKM.
3aknagku, Haxoasmecs cBepxy, nNpedHasHayeHbl ANA pasnuyHbIX WaroB co3gaHns 3D cueHbl.
BonblwWKMHCTBO nonb3oBatenen ObICTPO nNepexoaatr OT Heé K OpYrM  KOMMOHOBKaM, rae
ncnonbdyetcs 6onbwe dyHkuni DAZ Studio. VmenTe B BUAY, YTO 9Ta KOMMOHOBKA NOMeYeHa, Kak
[Beta], notomy 4TO BCE ewé popabatbiBaetcsa. [lo 3TOM NpuyYMHE ANSA HOBbIX MONb30BaTeENewn
pekoMeHayeTCsi BapuaHT KOMNOHOBKWM HavansHoro YposHs (Hollywood Blvd).

Ipumeuanue: Iloka ¢ sapuanme Full Service [Beta], unmepgheric DAZ Studio zabrokuposan u
He Modicem Oblmb HACMPOEH.
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1.2.2 — HavanbHbIi YpoeeHb (Hollywood Blvd)

_ Activity Bar Tool Bar Activity Layout
" CID

Actors, Wardrobe & Props || Pase & Animate Lights & Caméras DAZ 3D feedtsck  Myaccom

» Materials

| » Props

KomnoHoBka HavanbHoro YposHsi Hollywood Blvd npegHasHadeHa ana HOBUYKOB, KOTOPbIE
yXKe MMeKT 3a nfnevyamum HECKONbKO CaMOCTOSTENbHO BbINOSIHEHHbLIX BU3yanusauun. Ecnn Bbl
N3y4nnm HECKOMbKO YPOKOB, TO 3Ta KOMMNOHOBKa Ans Bac. Hollywood Blvd aBnseTtca koMnoHOBKOW
nHTepdenca No ymonyaHuio, n eé Bbl yBuanuTe, korga 3anyctmre DAZ Studio B nepsbi pa3. 3T1a
KOMMOHOBKa o4eHb noxoxa Ha Full Service [Beta], Ho obecneuuBaeT gocTyn K GonbLemy
KONMM4YecTBy MHCTPYMEHTOB U onepauui. Bbl moxeTe 3amMeTuTb, YTO HekoTopble onepauun us Full
Service [Beta] ymaneHbl unn obbeauvHeHbl C OPYyrMMW. 3OTO BbI3BAHO TEM, YTO KOMMOHOBKA
Hollywood Blvd nepeHnmaeT npocTon nowarosbii noaxod ot Full Service [Beta], HO npeobpa3syet
ero B 6bonee o6wmne popmbl. 3Ta KOMMOHOBKA OAET NMOSb3oBaTENAM GONbLUNA KOHTPOIb HaZ CBOMMM
DEeNCcTBUAMMU.

Ipumeuanue: Imo Pyxosoocmeo [lonvzosamens 6azupyemcs na unmepdghetice Hollywood Blvd.

1.2.3 — YeepeHHnblii lNonb3osamerns (Self Serve)

_ Activity Bar Tool Bar Activity Layout
7 (Tool Bar

'D_AZ,"—_?D FeedBack My Account

KomnoHoBka YBepeHHbIi [lonb3oBatene Self Serve npegcraeBnsietr cobown  30M0TytO
cepeavHy mexay 6onee npoaBuHyTOn KOomnoHoBkow City LimitS m KOMNOHOBKOW ANA HOBUYKOB
Hollywood Blvd. 3aknagok cBepxy ctano 6onblie. 3To No3BonsieT Nofb3oBaTento 4encTBOBaThL B
COOTBETCTBMM CO CBOMM paboumm npoueccom. KomnoHoBka Self Serve npepocTtaBnseT ewé
Gonblie onepauuin M MHCTPYMEHTOB Ana nonb3oBatend. Kaxaas 3aknagka mMmeeT cBow Habop
WHCTPYMEHTOB, KOTOPbIE MOXXHO HAaCTPOUTb B COOTBETCTBMM C BaLLMMK NOTPEBHOCTAMM.
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1.2.4 — NMpodeuHymsbiti Pexxum (City Limits)
- (1ol 2 R Aciivity Layout Y

Lorammmn | o
i Pane Formain .
P [T e——

Paramesters
ROW

ey pewg
Shaping

i

e B[N K P

Aurig) ueiLon
Lights  Surfaces

Cameras

LTI  Timaiine 5

“) Wy DED L4L20
FE 3 - 2 « 5

HakoHeu, komnoHoBka [MpoaBuHyTbii Pexum City Limits npegctasnsetr cobon
KynbMUHaumio Bawmnx 3D HaBbIKOB. [MepBoe, YTO 3aMeTAT nonb3oBaTenn, 3To OTCYTCTBME 3aKNagokK
csepxy. City Limits pasmewaeT BCEé B HenocpeacTtBeHHOM 6nmM30CTM OT pyk nonb3oBatens. Ha
naHensx mHctpymeHTtoB City Limits gocTynHbl SOMNONHUTENbHbIE OnNepauun, UCnonb3yemble NS
co3gaHusa koHTeHTa. KomnoHoBka City Limits npegHasHavyeHa Anga nonb3oBaTensi, KOTOPbIA 3HaET,
4YTO OenaeT M He HyxaaeTca B pykoBoAcTBe cBovMu aenctBuamn. [lepexogute Ha City Limits
TONbKO Nocrie Toro, kak Bbl OyaeTe foBonbHbl paboton DAZ Studio co Bcemun e€ BO3MOXKXHOCTAMM.

Pa3den 1.3 — Hacmpoliika Mhmepgbetica (Customizing the Interface)

Tenepb, koraa mMbl 06CyannM KOMMOHOBKU
nHTepdenca, Kotopble BkNodeHsl B DAZ Studio
no yMOnYyaHuio, AaBamTe HEeMHOro MoroBopMM O
TOM, KaK HacTpouTb WHTepdheric non Bawm
notpebHoctn. Cambin nerkni cnocob HacTpouTb
MHTepdeNnc 3aknodaeTcs B TOM, 4YTOOblI nepeTa-
LWNTb pasnuyHble NaHenu Tyaa, rae 6el Bam 6bino
6onee yaobHo ¢ HUMK paboTtaTb. [na nepemele-
Hua MaHenn (Pane), NpocTo LWENKHUTE MO HEWn,
yaepXunBas neByl KHOMKY MbilM, Korga Kypcop

Free Floating
Pane Group

All

» Accessories

HaxoOuTCA Ha Ha3BaHWUM naHenu. Tenepb MOXHO Cameras
nepeTawuTb NaHenb no aKpaHy B nioboe MecTo. DETITITETE
Ecnu Bbl nepetawmTte naHenb K UeHTpy obnactu o
npocMoTpa, TO 3TO MPUBEAET K OTAENEHUI0 BCeW > Lights
MaHenebHon [pynnel (Pane Group), koTopas » Materiale

npumeT Bug cBOOGOOHO NNaBalOLWEro OTAENbHOro
OkHa. Takyl naHenb MOXHO nNepemMellatb Wnn
N3MEeHATb €€ pasmepbl.
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 gywwwe. Ecnu Baw kypcop Oyner HaBedéH Ha
T T Kpaih naHenu, TO OH MpuUMeT  opmy
" % ABYCTOPOHHEN  CTpPEenku, C  MNOMOLLbIO
# KOTOPOW MOXHO U3MeHUTb eé pasmep. lNpn
HaBe[leHMN Kypcopa Ha BEpXHIOK 4YacTb
naHenu, oH NpUMET BUA YEeTbIPEXCTOPOH-
Hewn CTpersKn, KOTOPOM MOXHO nepemMellaTb
naHenb no akpady. lMaHenn moryT ObiTb
nNpuKpenneHbl cneea, crnpaea, CBepxXy umnm
CHM3y oT obnactm npegBapuUTENbHOrO
npocmoTpa. [Ona npukpenneHus rpynnbl
nepemectute eé€ Gnuxe K kpato obnactu
npocmoTpa. [losiBMBLIEECS  BblOoeneHve
0603HaumT MECTO, K KOTOPOMY MOXeT BbITb
npukpenneHa rpynna. Ecnu naHenb yxe
3akpenneHa, Bbl MoXeTe Jobasutb gpyrve
naHenu K 9TOW Trpynne, nepeTackuBas
CcrneayroLLyto NaHernb Ha 3aknagky naHenw,
C KOTOPOW XOTUTE CrpynnMpoBaTh eé.

Scene

o

(1creg) seomung
Content Library  Paramaters

Tool Settngs

-
sbumes Jepuay

H;zumeuanue: Tanenu moezym ObIMb NpuKpenjieHvl dpye p}ZOOM C Panes (Tabs)
Submenu

Opyeom, c030a6as OONOJHUMENbHbIE CIOIOYbL UU CTPOKU.

ect Window Help

Mpn nwobom BapunaHTe KOMMOHOBKM UWHTepdeNnca, | viewports
BUOMMbIE NaHenn ABMASATCA MNOAMHOXECTBOM  NaHenewn, o
poctynHbix B DAZ Studio. [Ona poGaBneHus naHenwu, - Cameras

Content Library

OTCYTCTBYIOLLEN B MHTepdelice, BbibepuTe B [MaBHOM MeHto e ot | @) orom
pasgena OkHo (Window) nogmento lMamens (Pane (Tabs)). /oo
3pecb Bbl HangéTe HyxHyl Bam naHenb. Kak Tonbko naHenb D Hep

keyMate

nosiBUTCA B MWHTepdence, MOXHO OCTaBUTb €€ CcBOOGOAHO Lights
rnnasatoLLen Unu NpUKpenuTsL TaM, rae BaM HpaBuUTCS. S

Posing

PowerPose

Ilpumeuanue: Jlobaenenue nanenu x cywecmsyiowell zpynne e e

maxaice Modicem Obimb 6bINOIHEHO WETUKOM NPABOL KHONKU MblUU HA
nycmom mecme 2pynnvi, psiooM ¢ 3aKAAOKAMU U 8bIOOPOM NAHENU U3
KOHMEKCMHO20 MEHI0, KOMopyio xomume 0obasums u3 noomenio Jlobasums [laners (Add Pane (Tab)).

MoTpeHnpynTechb ¢ (PyHKUNAMU HAcCTPONKN MHTepdenca.

lMepemecTnTe HEKOTOPbIE NAaHENW, OTKPOMTE HOBbIE U3 MOAMEH!O Worksapce Submenu
3aknagku (Pane (Tabs)) 1 HEMHOro NO3KCNEPUMEHTMpPYTE. Bbl Window | Help

o Panes (Tabs) »
MOXeTe COXPaHUTb MOHPAaBMBLLYIOCA UHTEPIENCHYIO KOMMNOHOB- | vewpors , S&Cameras  Render
Ky, BblopaB CoxpaHuUTb KOMMOHOBKY kak (Save Layout As...) B Select Layout.. e
noameHio Paboyee npocTtpaHcTBo (Workspace) paspena : Dete Layoutls).
Window MasHoro MeHto, nnbo HaxaTb Ha KnaBuaTtype KrnasBuLly S0 Ful Scree Off Screen Pane (Tab) Groups...
F4, KoTopas $BMSeTCA KnaBMaTypHbIM 3KBUBANEHTOM Mo isieeindiiboiiel Lo bomitiopdinil
ymMonyaHuio aAna genctema Save Layout As.... Bbl moxete Enable Lesson Strip

Lock Docking/Undocking Cirl+U
R Customize.

Ha3BaTb KOMMOHOBKY, M OHa OygeT pocTtynHa B Oyayuiem B
AvanoroBoM okHe Bbibop komnoHoBkM (Select a Layout). Ecnum
Bbl HEOBOIbHbI M3MEHEHMSIMW, KOTOpble caenanun, TO MOXHO
cOpoCnTb KOMMOHOBKY, BbiOpaB OOMH W3 YETbIPEX BapuaHTOB
KOMMOHOBKM MO  YMONYaHWIO MWW paHee  COXPaHEHHYIO
KOMMOHOBKY B ManoroBom okHe Select a Layout.




I'naea | - Haguzayus no unmepdgheiicy Style Submenu

Window Help

Pa3den 1.4 — Cmunb Uumepgbelica Sanes (rate)
Viewporis
B pononHeHne K HacTpamBaeMon WHTepdEeMnCcHon Workspace
komnoHoBke, B DAZ Studio moxHO HacTtpouTb Ctunb
UHTepdenca (Style). DAZ Studio nocraenseTcsa ¢ Tpems eyl

Go Full Screen

UHTEepdENCHLIMU CTUMNSAMU:

review Lights

 MainStreet

* Highwa
. D:]rksi d); MainStreet saBnseTcs  MHTEpPgENCHbIM  CTUNeM Mo
YMOSYaHMIO 1 COCTOUT M3 BonbLUMX 3HAYKOB U TekcTa. LiBeToBas
cxema no ymonyaHuio anga ctuna MainStreet cocTouT, rmaBHbIM
e A 06pa3oM, N3 OTTEHKOB CEpPOro U opaHXeBoro BbiaeneHus. Ctunb
Highway wucnonbsyeT Ty »e camyl LBETOBYylD CXeMy Mo
yMOn4aHuio, Kak n ctunb MainStreet. Pasnuuyaiotca oHu Tewm,
yto Highway umeetr Gonee menkue 3Hayku v WpPUPTbl AN
COXpaHEeHUs [paroueHHOro OOCTYMHOrO 3KPaHHOro npocTpaH-
ctBa. Y ctuna Darkside ectb 3HaukM u wpudThl, NOAO6HbIE
Highway, Ho ¢ 6onee y3kumu nonamu, paspaboTaHHbIMU, YTOObI
o R U S e e COXpaHUTb 3KpaHHOEe MPOCTPaHCTBO. Y LBETOBOW CXeMbl MO
SRS SR YMOMUAHNIO TEMHbIE OTTEHKN CEPOro C TEMHO-KXENTHIM LIBETOM
BbliAeneHus. HacTpouTb uBeTa And CTUNS MOXHO, MNponas:
Window — Style — Customize Colors...

Ctnnb nHTepdenca MoxHo nameHnTsb B FnasHom MeHto, Beibpas Window — Style — Select
Style.... lNMocne yero 3anycTutcsa ananorosoe okHO Bbibop Ctuns (Select a Style). BeibpaB ctunb,
HaXmuTe KHonky [lpymenuts (Apply), 4Tob6bl NpeaBapuTeNibHO MOCMOTPETb CTUMb MMM KHOMKY
MpuHATb (Accept) ansa Beibopa CTUNA U 3aKPbITUA Auariora.

Pazden 1.5 - BaxHetwue lNaHenu (Vital Panes)
DAZ Studio wumeetr 6onee 33 naHenen.

Content Library

OnvcaHve kaxxaomn naHenm n eé yHKUMIA BbIXOAAT 3a Surfaces Pane 2 [ S
pamMKy OaHHoro pykosofcTtea. WMHgopmaumio o Hux S ';;Parameters Pane
o ma onten
MOXHO HanTn B CnpasoyHoM PykosoacTee (Reference Pane | n- .
Scene Pane

Guide). OgHako eCcTb HECKONbKO MaHenewn, KoTopble
Heobxogumbl B paboyem npouecce noboro nonb3o-
BaTens. BaxHo, 4ToObl HOBblE NMOMb30BaTENM NO3Ha-
KOMMWIMCb C 3TUMM MaHENAMM:

Scane

WaUO D WEL;
.
1

ir

 Smart Content Pane
» Content Library Pane

e« Scene Pane
« Parameters Pane
» Surfaces Pane

[ o0 setings_| GonoPLrany] |

Bce aTK natb naHenew moryt 6biTb HangeHbl
BO Bknagke Actor’s, Wardrobe & Props KOMMNoOHOBKM
nHtepdenca Hollywood Blvd.
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1.5.1 — NMaHenb YMHO20 Coaep)KaHUH

MaHenb Smart Content - 3To0 O4HO U3 OBYX
MeCT, OTKyZda Bbl MOXeTe 3arpyXaTb CBOW KOHTEHT.
[nsa 6onblwen nHpopmMaumm, Kak 3arpy>kaTb KOHTEHT,
cMoTpuTe cTatblo B LleHTpe JdokyMeHTauuu
(Center Documentation) "Loading Content". [ ——

DAZ 3D Store

Cameras
MaHenb Smart Content oToOpa)kaeT KOHTEHT  [daiiiiiials oy
Basic Child.duf
KOHTEKCTHO-Ga30BbIM MeToOM. 3TOT METOA Mokasbl- G e
L ir
BAeT BaM TOMbKO TOT KOHTEHT, KOTOPbIA MOAXOANT g
ONS1 K2KOO0TO TEKYLIEro BbiAEMNEHNs B Ballen CueHe. i _ ;
STO He rOBOpMT o TOM1 4TO D|pyr0|7I KOHTEHT HE 6yp-eT ’-P-r-om; Genesis 2 Base -GEHESi\S.d.L.If ] SubDragon LE.duf
paboTaTb, NpocTo naHens Smart Content npeacras- ’::-‘"‘:’;:-e“-"e’ AL
= YVaran
NsieT BaM BapuaHTbl, KOTOpble 3aBeJOMO COBMECTHU- .
Mbl.

= Unassigned

MeToabl nCcnonb30BaHWUS ApPYroro KOHTeHTa ByayT packpbiTbl 6onee nogpobHo B noapasgene
Content Library Huxe. Ecnu B cueHe HMYero He BblgeneHo, To naHenb oTobpaxkaeT BeCb Smart
Content, 3arpyxeHHbln Ans obbekta C reomeTpuen, Takon, kak Purypbl (Figures), Opexaa
(Clothing), Bonocbl (Hair), Peksuant (Props) n Okpyxatowass Cpega (Environments), Hapagy cC
npeaycTaHoBneHHbIMn Kamepamu n CBeTom.

Ipumeuanue: DAZ Content Management Service (CMS) oonocen Ovimb ycmanosenen u
3anyweH 8 onpeoeréHHoU noc1ed08amelbHOCmu 0 KoppekmHoz2o omobpadxcenus Smart Content.

MoxxHo nepemMeLaTtbCa No 4OCTYNMHOMY KOHTEHTY,

B e Wwénkaa no kateropuam Bua Karteropuin (Category View)

£ °°‘:§\fnad > crnesa. BbigeneHne kateropuv BbiBeAET Ha 9KpaH BecCb

\ /A E !"“-Q KOHTEHT, MPUCBOEHHbIA 3TON Kateropum. Y MHOrMx
mll S v kaTeropui  ecTb  rnogkateropuu,  4tobbl  pJanee

Genesss 2Base | _Genesis dut _lSubDragon L cur AeTanuamposaTtb TO, YTO BblBeAEHO Ha 3kpaH. Ctperika,

Female.duf

neeee Ha3BaHWS KaTeropun, NOSBMSIETCA PSAOM C NnoGon
KaTeropuen, cogepxawen nogkateropun. LWLEnNkHMTE Mo
Hen, 4TOObl pa3BEPHYTb KAaTEropuio 1 BbIBECTU Ha 3KpaH
€€ nogkaTeropun.

MaHenb Smart Content obecneynBaeT ABa crnocoba npocmoTpa koHTeHTa — Pannebl (Files)
nnu MpopaykTt (Product), kaxxabln 3 KOTOPbIX UMeeT cOBCTBEHHYIO 3aknaaky (Page). 3aknagka Files
oTobpaxaeTcsa No YMONYaHWio, HO Bbl MOXeTe nepenTu Ha 3aknagky Product npocTto WénkHyB no
Hagnucu Product ceepxy naHenu. Ha 3aknagke Files, otaenbHble (hannbl BbiBe4eHbl Ha 3KpaH
nonb3oBatend M oTcopTupoBaHbl B andasuTHOM nopsagke B [pocmotpe Painna (File View).
3aknagka Product otobpaxaeTr otaenbHble [Mpoayktbl (Products), oTcopTUpOBaHHblE B
andgasuTHOM nopsagke B lNMpocmoTpe npoaykta (Product View). Takke MOXHO OTcunbTpoBaTb
NPOAYKThI MO KaTeropusiM, 04HaKo Bbl HE CMOXETe 3arpy3uTb UX B CLUEHY, NoKa Bbl HE OTKPbIIM caMm
npoaykTt. Ytobbl caenaTh 3TO, NPOCTO ABaXAbl WENKHUTE No Tpebyemomy npoaykty. Bce dpainel,
CBSi3aHHblE C NPOAYKTOM ByayT BbiBEAEHbI HA 3KPaH U Bbl MOXETE 3arpy3nTb 3TOT KOHTEHT.

Ipumeuanue: 3axnaoka Product ne npouzeooum xonxkpemuyro 6azosyio gpunvmpayuio. Texywee
8blOENICHUE 6 CYEHE UCHOPUPYEemCsl, Ko20a omobpaxcaemcs konmenm 3axiaoxu Product.


http://docs.daz3d.com/doku.php/public/software/dazstudio/4/userguide/finding_loading_and_organizing_content/tutorials/loading_content_into_your_scene/start
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Category View

= Accessories

Cameras

» Environments
= Figures
* Hair Senesis 2 Female | Genesis Starter

» Lights

Starter Essentials Essentials

» Materials

= Props

» Ready to Render
» Wardrobe

= Unassigned

Asset View

DAZ 3D Store

13

, G

f Category View

» Accessories
Cameras

» Environments

» Figures

» Hair

» Lights

» Materials

» Props

» Ready to Render

» Wardrobe

» Unassigned

Back

DAZ 3D Store

Product: { enesis 2 Female Starter
Essentials

____ Matorial(s)
—

e
-

01_Shorts.duf

U0 Mews

B komnoHoBke uHTepdenca Hollywood Blvd naHenb Smart Content pacnonoxeHa Ha

NeBOW CTOPOHE OKHa NMpocMOTpa BO Bknagke Actors, Wardrobe & Props. 3arpyska durypbl unm
oaexabl ¢ naHenn Smart Content ocyLwecTBnseTcs OBONHBIM LLENYKOM MO UKOHKE.

1.5.2 — Manenb Bubnuomeku CodepxaHusi (The Content Library Pane)

MaHenb Content Library aTo BTOpoe MecCTO, OTKyAa Bbl MOXETe 3arpykaTb CBOW KOHTEHT.
Ecnn naHenb Smart Content orpaHnynBaeT otobpaxeHue KoHTeHTa, To lNaHenb Content Library
paspaboTtaHa Takum ob6pa3om, 4YTOObI MO3BOMNWTL BaM HaBUrauumio MO BCEMY YCTaHOBMEHHOMY
koHTeHTy. OHa pasgeneHa Ha aBe obnactu: KoHterHepHbin Bug (Container View), roe MOXHO
npocmoTpeThb Mankn (Folders), Mpoayktsl (Products) nnn Kateropun (Categories) n BHewHunin Bua

(Asset View), rae channbl BbiBeAeHbl Ha 3KpaH B BUAE NpeaBapuUTeNbHbIX M306paXkeHu.

HaBuraumto Mo  KOHTEHTY MOXHO
coBepLUaTb OOHUM M3 TPEX CNOCOb0B:

* o ®opmaTy u PacnonoxeHuto
(by Format and Location)

* o UmeHu MpopaykTa (by Product Name)
* Mo Kateropuu (by Category)

MpocmoTp no chopmaTy U pacnosIOKEHUIO:

BHyTpu naHenn Content Library Bbl
yBUOUTE HECKONbKO CrnocoboB MoLLaroBown
HaBuraumm no Ballemy KOHTEHTY. BbiGupas
TOT WU NHOW dhopmMaT KOHTEHTa (Hanpumep,
DAZ Studio Formats), Bbl 6yaete nepeme-
LWaTbCa NO CTPYKTYpe MNanoK KOHTEHTa, 4To
MOKaXXeT BECb KOHTEHT B BblOpaHHOM Bamu
dopwmare.

(]
=
=
a
-
=
@
3
=
o
o

Bl Cnter text to search by..

%2 Poser Formats

42 Otherimport Formats
E‘& Froducts

Ei': Categories
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He BpoaBascb B nogpobHOCTU, MOXHO cka3aTtb, YTo DAZ Studio Formats ato poagHoun ans
DAZ Studio KOHTEHT, HanpumMep Takomn, kak Genesis, Genesis 2 1 Bce UX AOMNONHEHUS.

DAZ Studio mMoxeT Takke MMNOPTUPOBaTbL poaHon Anst Poser® KOHTEHT u3 cekummn Poser
Formats. Cekuus Poser Formats cogepXuT KOHTEHT, npoaaBaeMblii B IHTepHeT-marasmHe DAZ3D.
Takve dwurypbl, kak Michael 4, Victoria 4, wx ogexna, BOMOCbl M akceccyapbl, a TaK Xe WX
npegwecTtBeHHMkn Michael/Victoria 1, 2 n 3 ABNs0TCS KOHTEHTOM Poser Formats.

Ipumeuanue: Ymobdvr xonmenm omobpadcaics ¢ nawenu Content Library, on odoncen
ovimb yemanosnen 6 Ilookmouénnyro oupexmopuro (Mapped Directory) ¢ Content Directory
Manager. Bsi mosiceme y3nams 06 3mom OoabuLe 30ech.

MpocMoTp No MMEeHU NPoAYKTa U KaTeropuum:

Manenb Content Library Takke no3BonsieT nofb3oBaTento MpocMaTpuBaTbh KOHTEHT MO
UMEeHN npoaykTa M no kateropuam. [lpocMOTp MO MMeHM npoaykTa npegnaraeT Nofb3oBaTensam
andasuUTHO-LUMAPOBOM CMMCOK KaXKAOro yCTaHOBNEHHOro npoaykTta. of kaxabiM NpogyKToM MOXHO
0BHapyxuTb (bawnbl, cBA3aHHble C 3TUM npoayktoM. Cekumsa Karteropum (Categories) 3epkanbHo
oTpaxaeT kateropuu B naHenu Smart Content, eAMHCTBEHHOE OTNUYME 3aKMNO4YaeTCcd B TOM, YTO
dannbl He PUNbLTPYHOTCH B 3aBUCMMOCTU OT BbleNeHUs B CLIEHE.

Ipumeuanue: /[na npocmompa KoOHmeHmMa no uMeHu npooyKma u Kameeopuu HeoOXooumo,
umodvr CMS 6w yemanoenen u sanyuen. Toavko Smart Content nossumcs enympu xonmetinepos
Products wuru Categories.

Manenb Content Library pacnonoxeHa Ha npaBon CTOPOHE KOMMOHOBKM WHTepdenca
Hollywood Blvd. OHa pacnonoxeHa Ha niobown Bknagke. HesaBMCMMO OT TOro, Kak Bbl pelunTe
npocMaTpmBaTb KOHTEHT: No chopmaTy charnna, No KaTeropum unu no NpPoayKTy, Npouecc OAMHAKOB.
CHavana Bbl npocmaTtpuaeTe ero B KoHTenHepHom Buge (Container View) u 3atem dannbl 13
BbIGpaHHbIX Nanok, NPoAyKTOB UNn Kateropuit BO BHewHeM Buae (Asset View).

1.5.3 — Nanenb CuyeHsb! (The Scene Pane)

MaHenb Scene coaepXWUT CMUCOK Visibility W Selectability
3MNeMeHTOB, 3arpyXeHHbIX B cueHy. OH mo- '
XeT BKNYaTb uUrypbl, oaexay, PeKBU3uT,
KamMmepbl U NICTOYHUKN CBETA. Ecnn Bbl 3arpy-
31UTe 3ANEeMEHT B CLEeHy, TO yBnauTe, 4Yto OH
nodaBUNCcA B OKHe MNpocMoTpa WU B CrUCKe
naHenu Scene.

g ¥y Genes ‘emale
R v P

s v Pelis
[y » </ Left Thigh
LY » <7 Right Thigh

Scene Selection

Tak novyemy xe naHernb Scene Hac-
Tonbko BaxHa? Ecnu yxe BCé BMOHO B
obnacTti npocMoTpa, TO B YEM e Heobxoau-
MOCTb B popme cnucka? OTBeT npocTt —
n3bupartenbHoCTb. O4yeHb MPOCTO YTOYHUTL
Balle TeKyLlee BblAeneHve B CLeHe Ha naHe-
nm Scene. Jliobon BblaeNseMbI BamMu arne-
MEHT Ha naHenu Scene, 9BRSETCA NM 3TO
durypa, koctb (Bone), kamepa, CBeT wnu
npegmeT, ato Y3en (Node).

» .f Abdomen

W Aliera

AU N ]



http://docs.daz3d.com/doku.php/public/software/dazstudio/4/userguide/finding_loading_and_organizing_content/tutorials/mapping_directories/start
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Bcé, 4yto Heobxooumo caenatb, 3TO HaWTWU y3en,
KOTOPbIA Bbl XOTUTE BblOpaTb B CNWUCKE, MU LIENKHYTb MO
Hemy (yaepxuas Ctrl/Cmd unu Shift onsa BblgeneHns
Right Click Menu HECKONbKMX aneMeHToB). Korga B CLEHe MHOro
3NEMEHTOB, BblAeneHne anemMeHTa B obnacti npocMmoTtpa
AOCTaTO4MHO cnoxHoe. Camblii NPOCTON Cnocob TOYHOro
S TER IR EESE ) BhifjenleHnst areMeHTa CLEeHbl OCYLLEeCTBISIeTCA Ha naHe-

. Change Figure Parent... nn Scene.

Ipumeyanue: Dnemenm gvloensemcs, K020a OH 8bloe-
Jaen Ha naneau SCene.

YTo6bl OTMEHUTL BbigeneHve nboro, B HaCTOSI-
LMA MOMEHT BbIAENIEHHOTO 3NIEMEHTA CLEHbI, LIENKHUTE
no nycTtoMy MecTy naHenu Scene. Bbl MoxeTe Takke
WENKHYTL NO MycToMy MecTy B obractu npocMoTpa.
Lllenyok npaBon KHOMKOW Ha naHenuM Scene OTKPOET MEeHK C GonbLUMMKM BO3MOXHOCTSIMU MO
BblAENEHNIO Y OTMEHE BblAENEHNS.

Bawe Tekyulee BblgeneHne B cueHe o4YeHb BaxkHo. OT 3TOro 3aBUCUT, KaKOM KOHTEHT Ha
naHenun Smart Content 6yaet BoiBeAeH Ha akpaH. OT 3TOro Takke 3aBucuT peakuna DAZ Studio
Ha Baln AencTteums, korga Bbl 3arpyxaete Opgexay (Clothing), Tekctypbl (Textures) u T.4., a Tak xe
Kakve CBOWCTBa U OnuuMu BbiBedeHbl Ha 3kpaH. Noatomy B DAZ Studio Ha naHenu Scene ¢ ogHOro
B3rNsi4a MOXHO MOHATL, YTO cenyvac BblAENEHO U NO3BOMAET BaM FIErkO U3BMEHUTL 3TO BblAereHne.

MaHenb Scene pacronoXeHa Ha MpaBoW CTOPOHEe KOMMOHOBKM WHTepdenca Hollywood
Blvd. OwHa npucyTcTByeT BO Bcex 3aknagkax. Ecnu Bbl 3arpy3vnu KOHTEHT M3 naHenewn Smart
Content nnn Content Library, To Bbl yBMauTe ero B Buae cnucka Ha naHenu Scene. He
CTECHSNTECH pa3BopayvvBaTb U CBOpauMBaTb 3NEMEHTbI U NPaKTUKYWTECh B BblOENEHUN N OTMEHE
BblOereHus.

1.5.4 — NaHenb Napamempoes (The Parameters) Property Groups Properties
Selection menu

MaHenb Parameters aTo TO MeCTO, rae ToXe MOXHO
U3MeHUTb TeKyllee BblgeneHve B cueHe. B naHenn &l Secnesis 2 Female | v
Parameters Bbl Hangérte nonsyHku Sliders onsg nepeme-
weHusa (Translation), BpaweHns (Rotation) u macwTa-
GupoBaHua (Scale), a Takke MHOXECTBO APYrnX NONE3HbIX
CBOMCTB. [IOCTyMHbIE CBONCTBA 3aBUCAT OT 3fleMeHTa, KOTO-
pbi BblAENEeH. Y HEKOTOPbIX 3M1IEMEHTOB TaKuX, Kak purypsbl 5] Transiation
U npeaMeTbl MOryT OblTb AOMOMHUTENbHbLIE HACTPONKM 5] Rotation
Mopdos (Morphs) unu Ynpaenenue Noson (Pose Controls). 5] Scate

MaHenb Parameters pasgeneHa Ha ABa cton6ua. B 6] wisc
nesom crtonbue BbiBeAEHbl Ha 3KpaH rpynnbl CBOWCTB [G] Mesh Resolut...
(Property Groups). OH cnyxuT Ans opraHM3aumMn CBONCTB gl
B pa3nuyHble Norvyeckue rpynmbl, KOoTopbie npeobpasyioT :gz::i?ommm
(Transforms), dopmupytot (Morphs) unu otobpaxatoT =

(Display). .

All
Currently Used
v [G] General

Parameters

Bbl MOXeTe pasBepHyTb rpynny CBOWCTB, LWENKaa Ha cTperke rneeBee eé Ha3BaHuA. Bbl MoxeTe
Takke LUENKHYTb NpaBOM KHOMKOW Ha rpyrnne CBOWCTB ANA YBENMYEHUS UM COoKpalleHus cBoMcTs. OAnd
€€ BblaeneHus, WENKHUTE No rpynne CBOMCTB Unu nogrpynne.
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Ceepxy naHenu Parameters Bbl MOXeTe U3MEHUTb
Tekyllee BblAeNneHne B cCuUeHe, ANA 4Yero A0CTaToOYHO
LWENKHYTb NO BbiNnagatoLiemMy oTTyaa MmeHto. OHO pyHKUMO-
HUpYeT, aHanormdyHo naHenn Scene. B HEM MOXHO
pasBepHYyTb, CBEPHYTb, BbIAENUTL UM OTMEHUTL Bblaerne-
Hue Noboro anemMeHTa CLUgeHbI.

Parameters Pane
Selection Menu

|

Kak Tonbko rpynna CBOWCTB BblbpaHa cneea,
naHenb Parameters BbiBeJeT Ha NpaBoW CTOPOHe Bce
CBOWCTBA 3TOM rpynnbl. BONLWWMHCTBO CBONCTB MOSIBUTCA
B oopMe MonsyHKoB. [1ns uameHeHns 3Ha4YeHUst CBOMCTBA,
HY)XHO rNepemMecTuUTb MON3yHOK WM  LENKHYTb Mo
YMCNOBOMY 3HaYeHW0 U BBeCTM CBOE. MoxHO paxe
BBOOMWTb OCHOBHble MaTteMaTU4eckne BbipaXeHusi, TO eCTb
(3/5) nnn (5*2.13).

7| DistantLight 1

T

1l
I’
|

MaHenb Parameters pacnonoxeHa Ha npaBon cTopoHe komnoHoBku Hollywood Blvd. Ecnu
Bbl 3arpy3unun anemMeHT B CLUEHY, TO BblAENMTE ero Ha naHenu Scene unu Ha naHenu Parameters B
MEHIO BblaeneHus cueHbl (Scene Selection Menu) n nonNpakTUKyMTECh C HEKOTOPbIMU CBOMCTBaMM,
AOCTYyNHbIMK B NaHenu Parameters.

1.5.5 — MNaHenb lNosepxHocmeu (The Surfaces Pane)

B naHenn Surfaces MOXHO W3MEHSATb 5 ! Surface
P urfaces View Properties

CBOWCTBA NOBEpPXHOCTeN 0bbekTa. 30ecb MOXHO

HacTpoutb LiBet (Color), OtpaxeHue (Spe- i
cular), Maxey (Glossiness), HenpospayHocTb Shader: <Muliple>
(Opacity) n mHoroe papyroe. Kopoue rosops, ff_::rmmlv"m
naHeno Surfaces 3To TO MecCTO, rge MOXHO v &) Genesis 2 Fe... | || (281 0V set
onpenennTb, Kak CBET B3aWMOAEWCTBYET C » Oy Default Tem...
MOBEPXHOCTbIO WM, WHOTAA, C OGBLEMOM >3 Legacy Suf...

» [y Skin
obbekTa.

Enter text to filter by...

Kak »n naHenb Parameters, naHenb
Surfaces pasgeneHa Ha gBa cTtonb6bua. Cnesa
HaxogaTtca Bwua lMoeepxHoctn (Surface View),
roe Bbl BUAWUTE MoBepxHocTu, HaGopbl Bblioene-
HUA nosepxHocTu (Surface Selection Sets) u - @
rpynnbl CBOWCTB ANS TEKYLIEro BblOENeHus1 B <Multiple>
cueHe. Lllenyok no cTpenke, neeee Ha3BaHMUS
aremMeHTa packpoeT ero. Ytobbl yBMAaeTb NOBEPX-

HOCTW 06bekTa, He0OX0ANMO PaCKPbITb UX.

(28): Diffuse Color

(26): Diffuse Active

w
5
]
o
o
w
—_
2
=
o
-3
)

MoxHO BbliGpaTb OTAENbHYD MOBEPXHOCTb [ANs  pedakTUpPOBaHUA CBOWCTB  3TOM
MOBEPXHOCTM unNu ygepxmBas knaesuwy Shift, BbiGpaTb HECKONbKO MNOBEPXHOCTEM [ONA
OHOBPEMEHHOr0 peakTupoBaHNA.
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Ha ctpaHuue Pepaktopa (Editor) naHenu Surfaces, Ha npaBon CTOPOHE, MOXXHO YBUAETb BCE
CBOWNCTBA, OOCTYyNHble Ana BblOpaHHOW noBepxHOCTU. MHorga oHuM ynomuHaroTcd, kak KaHanbl
(Channels). MockonbKy HEBO3MOXHO 0OCYaUTb KaXaoe CBOWCTBO, OOCTYMHOE ANsi NOBEPXHOCTMW,
TEM He MeHee eCTb HECKOSTbKO YacTo UCMNONb3yeMbIX CBOMCTB, KOTOPbIE HY>XHO 3HaTb:

* LBetauddysHoro paccesHus/HacbiweHHocTb (Diffuse Color/Strength)
+ bBbneck/HacbiweHHocTb (Specular Color/Strength)

* BenuuuHa wepoxosaTtocTn penbeda (Bump Strength)

* BenuuuHa cmeweHus (Displacement Strength)

Ceoucteo Diffuse Color nameHnset daktmyeckui uBeT mogenu, B To BpeMsa kak Diffuse
Strength onpegenseT MHTEHCMBHOCTb, KOTOpPYIO OyaeT umeTb uBeT. Specular Color onpegenset
6neck, koTopbii ByaeT nmeTb mogenb. Specular Strength onpepenseTr MHTEHCMBHOCTL Gnecka.
Bump Strength mogenupyeT LwepoxoBaToCcTb penbeda nosepxHocT mogenu. Displacement
Strength daktnyeckn nameHseT hopmy reomMeTpun B CLieHe rnocne Busyanuasauumn. Bee atn cBoncTBa
nonesHbl ANg uMMTauumn Menknx getanen 6e3 HeobxoaAnMMoCT! X MoaeNUPOBaThb.

Kaxabin kaHan moxeT BbITb U3MeHeH HeckonbkuMmu cnocobamm. Cambii pacnpoCTpaHeHHbIN
crnocob ons pefakTMpoBaHMA kaHana - 3arpy3ntb TekcTypHyto Kapty (Image Map). TekcTypHas
KapTa npegctaenset cobov OBymepHoe wu3obpaxeHne. DAZ Studio nopgepxuBaeT Takue
dopmaTbl n3obpaxeHun, kak .jpg, .png, .bmp wn .tiff. TekctypHas kapTa MoxeT ObITb 3arpyxeHa
wenykom no KHornke MeHio M3obpaxeHusa (Image Menu Button), koTopas HaxoguTcs Ha neBow
CTOPOHE CBOMCTBA.

BonbwnHcTBO NpoaykToB MMeeT [peaycraHosreHHble Matepuanel (Material(s) Presets),
KoTopble 3arpyxatoT B Image Map. 31n Material(s) Presets moryT 6bITb 3arpy>keHbl Ha MOAerb, Kak
co cTpaHuubl Presets naHenen Surfaces u Smart Content, Tak n ¢ naHenn Content Library.
CrtpaHnua Presets naHenu Surfaces nmeeT HaBuUrauuio, aHanorMYHyl0 HaBuraumMu naHenu Smart
Content.

Ipumeuanue: "(S)” ¢ Material(s) Presets osnauaem, umo onu s61810MC  OONOIHUMETLHBIMU.

1] pe ()}’C MAROBKU MO2Ym 61UAAMb, KAK HA O ()H)’, makK U Ha HECKOJIbKO nosepxHocme 1.

B komnoHoBke uHTepdenca Hollywood Blvd, naHenb Surfaces Haxogutca Ha nesow
CTopoHe WHTepdpenca. [lonpobynTe 3arpy3vTb HECKOMbKO MaTepuarnoB Ha Balwy Mogernb Co
cTpaHuubl Presets. Tenepb Ha cTpaHuue Editor Bpy4Hyto noasuravite HEKOTOpble MOM3YHKU. JTO
AacT BaM XxopoLlee MOHMMaHue TOro, Kak Kawgoe CBOWMCTBO BNUSET Ha MOBEPXHOCTb MOAENW.
NMomMHUTE, 4YTO BCergaa MOXHO ABOWHBLIM LLUEMYKOM MO MpefycTaHOBKe ObICTPO BepHYyTb CBOWCTBA
nosepxHocTn mogenu. MaTtepuansl (Materials), NMoeepxHoctu (Surfaces) n naHens Surfaces 6yayT
obcyxaeHbl 6onee noapobHo B Nase 3.

Pa3zden 1.6 — Kpamkut O630p (Wrap-Up)

Tenepb, korga Bbl MMeeTe NpeacTaBnexHne, kak pabotaet nHrepgenc DAZ Studio, kak ero
HacTpouTb, BbiOpaTb BapMaHT KOMMOHOBKN U CTWUMb, Bbl FOTOBbI K TOMY, 4TOObI y3HaTb 6onblie 06
aton nporpamme. OcTanbHas 4YacTb 3TOr0 PYKOBOACTBA MOKaXeT BaM TUMOBYID OYepEOHOCTb
onepauun B DAZ Studio. Bbl HayunTech, Kak 3arpykaTb KOHTEHT, HANoNHATb CLEHy nepcoHaxamu,
npegMeTamu, UICTOYHUKaMK cBeTa, kamepamu 1 T.4. HakoHel, Bbl HayuMTech, AenaTb BU3yanusaumto
Ballen CuUeHbl, Kak CTaTU4YHOE n3obpaxkeHne, Tak 1 aHUMaLMIO, U Bbl CMOXETEe NoAeNMTbLCA CBOMMM
pabotamu ¢ Apy3bSMU.
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Co3anaHue cueHbl

3arpyska n mogmdmkaums koHTeHTa B DAZ Studio.

Pa3den 2.1 — BeedeHue (Introduction)

MpUHUMNBI, 3anoXeHHble B co3gaHue cueHbl B DAZ Studio nogoGHbl npuHUMNam,
3anoXeHHbIM B co3aaHue CueHbl Ansa oToceccun unm cbEMkn dunbma. B 3aBMcMMOCTM OT BalInX
noTpeGHocTEN, Bam ByayT Hy>Hbl 3aHUIA POH, NEPCOHAXW, OAeXaa, BONOCHI, PEKBU3UT, UCTOYHUKN
cBeTa U kamepsbl. B aToin rmaBe Mbl COCPEAOTOUMMCS Ha NepcoHaax, ux rapaepobe n peksuante. K
KOHUY [naBbl 2 Bbl HAay4yMTecb 3arpyxaTb W pacnonaratb 3TW 3fIEMEHTbl AN CO34aHUsi NMPOCTOMn
CLIEHBbI.

Ilpumeuanue: B smou enage mvl 6ydem ucnonvzosams Braaoky Actors, Wardrobe & Props &
komnoHoegxe unmepgetica Hollywood Blvd.

Pa3den 2.2 — lNouck u 3azpy3ka Bawezo KoHmeHma

Kak ckasaHo B naBe 1, eCTb ABa OCHOBHbIX CNOCO6a 3arpy3ku BalLero KOHTEeHTa: U3 naHenu
Smart Content n 13 naHenu Content Library. OnucaHue aTux naHenen MOXHO HaWTK B pa3genax
1.5.1n 1.5.2. B 370l rnaBe Mbl cocpedoTounmcd Ha naHenyu Smart Content noToMy, 4TO 3TO CaMbIn
nerkuin NyTb NPOCMOTPA CBOEro KOHTEHTA.

HecmoTpst Ha TO, 4TO ANA CO34aHMA Ballen CLEHbl MOXHO 3arpy3uTb KOHTEHT B JitoGon
nocrenoBaTenbHOCTN, BCE e Bonee adhdpekTnBeH onpeaeneHHbIn nopagok paboynx onepauumn.
MocnepoBaTenbHOCTL ONepaLmnin, pacckazaHHasa B OOLMX YepTax HUXKe, NO3BONUT BaM A00aBnATb
NnepcoHaxewn, OAeXay, PEKBU3NT W, KOHEYHO, OKpyxawowyl cpegy. OHa no3BONUT BHOCUTb
N3MEHeHWs ANS BalLMX NePCOHaXeW, B UX rapaepob 1 pekBM3UT, HU Ha YTO HE OTBNEKASACH.

2.2.1 — 3azpy3ka lNepcoHaxa (Loading an Actor)

3arpy3ka nepcoHaxa c nomoubto naHernm Smart Content gosonbHO npocta. CHavana
oTKpouTe naHenb Smart Content, pacrnonoXeHHyl Ha NEeBOM CTOpOHe MWHTepdpenca. 3aTem
ybeautecn, 4to npocmaTpusatotca Gavinel (Files), a He MpoaykTel (Products). CaenaTtb 3TO MOXHO,
LWENKHYB Ha Hagnuck Files cBepxy naHenu. Boibpas kaTeroputo durypsbl (Figures), Bbl yBUOUTE BCEX
AOCTYNHbIX MepcoHaxen. PackpblB Kateropun Figures, Bbl yBUAMTE MOAKATEropuu, YTO MO3BONUT
BaM MpOAOMXuUTb Mouck. Ecnn  Bbl
LWENKHMTE Nno camon kateropum Figures, e e DAZ30D Store B
Bce dhaunnbl B 3TON KaTeropum u Bce eé
noagkaTeropuu 6yayT BblBeOeHbl Ha 9KpaH.
3arpy3antb nepcoHaxa B CLEHY MOXHO R—
ABOVHbLIM LUENYKOM MO €ro MKOHKe unuv [ » Environments
nepetackmupaHMeM CaMOW MKOHKUM B
obnacTb npocmoTpa.

» Accessories

* Hair
» Light

3,
. » Mat. - Doublg
DAZ Studio nocraenseTcs ¢ Hec- o

Konbkumun GecnnaTHbiMu curypamu. Bl .
MOXeTe KyNUTb JOMOMHUTENbHbLIN KOHTEHT
B NHTepHeT-marasmHe DAZ3D.

w
3
D
=t
O
o
3
=
o
3
-
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DAZ Studio nosBonsieT 3arpyxaTb HECKOSNIbKO MNEPCOHaXen, KakK OOMHAKOBbIX, TaK W
pas3nu4yHbIX. Mbl pekomeHayeM BaM noka 3arpy3uTb ogHy urypy Genesis 2 Base Female.

2.2.2 — 3aepy3ka OdexOdbi u Bonoc (Loading Clothing and Hair)

MepBoe, YTO Bbl, BEPOATHO, 3aMETUMK, NpU 3arpy3ke urypbl, 3TO TO, YTO OHa OGHaXeHa u
6e3 Bonoc. K cuyacTblo, 3arpyska ogexabl 1 BONoc Takke NpocTa, Kak 1 3arpy3ka camoro nepcoHaxa.

3arpyxasi ogexagy 1M BONOCbl, BaXHO CHavana
BblAENUTb NEepCOHaxa, AN KOTOPOro OHW npegHasHa-
yeHbl. Mo ymonyaHuio, Korga Bbl 3arpykaeTe nepco-
Haka B NYCTyl0 CUEHy, OH BblensieTca aBTOMaTu-
yeckn. OpHako, aOns OonblUe NPaKTUKU  CTOUT
NpoBepuUTb, YTO NEPCOHaX AEWCTBUTENbHO BblAENEH.
OTkponTe naHenb Scene wn ybeguTtecb, 4YTO Baw
nepcoHax BblgeneH. Mpu 3Tom, OOMKHO BbIAENATHCS
HasBaHuWe urypbl, a BOKPYr camMon Urypbl B OKHe
npocMoTpa MOSABMAETCA OrpaHVYMBaOLNA  MPAMO-
YrOnbHUK, NOATBEPXKAAOLLMIA, YTO OHA BblAeneHa.

Kak Tonbko nepcoHax BblAereH, To
Bbl MOXeETe 3aMeTUTb, YTO B OTKPbLITOM
naHenm Smart Content cTano MeHbLue
kateropuin. MNaHenb Smart Content punbT-
n . pyeT KOHTEHT, BbIBOAALLMACA Ha 3KpaH, Ha

3.0g
Jl .
» Anima b’ﬁcfmc

i bAZ 30 Store
e - 1 13 1o filter by
OCHOBaHUWN TEKYyLLEro nepcoHaxa B CLEHe.
Hangnte v WEnNkHWTEe Ha KaTteropuu
Mapaepob (Wardrobe). Bes ogexaa, npea-
HasHayeHHas Ana paboTbl C BbiGpaHHON
v Underwear durypon nosiBUTCA B 3TOW KaTeropuu.

— PacKkpbIB 3Ty KaTeropuio, Bbl yBUAUTE NOAKA-
Teropun, KoTopble MOryT MOMOYb B Aanb-
HeWLweM YyTOYHEHNN KOHTEHTa, BbIBOAMMOIO

Ha 3KpaH.

» Figures
> Materials
» Poses Shorts.duf Underwear.duf

» Utilities

JuBL0 D Hews

[anee sarpyxaem ogexay. Bbl MoxeTe 3arpysuTb OTAENbHbIE 3NeMeHTbl OAeXabl, ABaXAbl
LLENKHYB MO MX MKOHKaM WIM C MOMOLLIbIO NepeTackMBaHMA MKOHOK Ha Ballero nepcoHaxa.

Tenepb, korga curypa ogeta, MOxHO Aoba-
BMUTb Bonockl. EwWwé pas ybegutecb, 4YTO NMepCoHax
BbldeneH Ha naHenn Scene M 3aTeM OTKpouTe
naHeno Smart Content. Hangnte KkaTeropuo
Bonocbl (Hair) un BbibepuTte HyxHyto npudecky. [Ons T [
3arpyskM BONOC CAenaiiTe [ABOMHOM LUENYOK Mo
WKOHKE WNM  nepeTawmTe UKOHKY Ha ronoBy
nepcoHaxa.

DAZ 3D Store M

JULJUOD WS

» Wardrobe
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DAZ Studio nocTtaBnsieTcsi ¢ HeCKoNbKMMK BecnnaTHbIMW ANeMeHTaMu odexdbl U BONoc. Bl
MOXXeTe NpMoOpecTn AONONHUTENBHbIA KOHTEHT B MIHTepHeT-MarasnHe DAZ3D.

HQUM@HCIHM@: Bonvuuncmeso odedrcowt u 6010c asmomamudecku nOO20HIIOMCsL O gbueype. Ecnu smoeo ne

NPOU3OULTIO, UTU 8bl HE 3HAENe, YO MAKOe NOO2OHKA, He 80aHYImech. Pazden 2.5.4 pacckasicem eam 06 smom.

Genesis 2 Female with clothing and hair

2.2.3 — 3aepy3ka lfpedmemoe (Loading Props)

He Bcsakasa cueHa cogepXuTt peksuauT (npegmMeTbl). OaHaKo 3TO OTNNYHBIN cnocob nobaBuTb
AeTanen K cueHe, YTo MOXeT caenatb Busyanusaumio 6onee 3axBaTbiBatloLLEN.

B DAZ Studio lNMpegmet unun Akceccyap (Prop) 9TO Hekun cTaTuyHbIi O6bEeKT (CMbICn

CTATUYHOCTM 3aK/OYaeTCs B TOM, YTO OH HE MMEET KOCTeMn), KOTOpbIi MOXET ObiTb 3arpyeH B
cueHy. OgHn npegMeTbl paspaboTaHbl cneumnanbHO ANs MCMOMb30BaHUA BMECTE C MEPCOHAXEM,
Hanpumep, Opyxune (Weapons) u [OparoueHHoctn (Jewelry). [Opyrve npeameTtbl, Takue Kak

Crtonbl (Tables), Ctynba (Chairs) n Kospuku (Rugs) ncnonb3ytoTcst CaMOCTOATENBHO.

MpeomeTbl MOXHO HanWTK Ha naHenu Smart Content B kateropun Props. Cnegyet umeTtb B

BMAY,
OT(OUNbTPYET MPUMEHUMbBIA K HUMY KOHTEHT.
Ecnn Bbl HE UmMeeTe B HaNU4MM COBMECTUMBbIX
npegmeToB, Torga Bbl JaXe He yBuauTe
kateropun Props. MoXHO OTMeHUTb Bblaene-
HMe nepcoHaxa, LWENKHyB B ntobom cBobogHOM
MecTe OKHa NpocMoTpa.

C  Hebomvwol  dopabomkotl

Ilpumeuanue:
MHO2UE NpeoMembl MOo2ym Nnoooumu K JaHO0My
NEPCOHAICY, HE3ABUCUMO OM 020, OJis KO20 SMOM
npeomem NepeOHAUAIbHO NpeoHazHauancs. byoem
Xopouwiell udeetl OMmMeHumy 6ce mexKyujue gbloeseHus
6 cyeHe neped NPoCMOMpPOM NpeomMemos 8 namenu
Smart Content.  Tozoa

umeroujuecs npedfwembl.

0yoym  6uoHbl  Gce

1. Click here

2. Click here

3. Click here

4YTO €Cnn Bbl B HACTOSILLMMA MOMEHT BbIAENUAN NepcoHaxa, To naHenb Smart Content

Enter text to filter by...

All
» Accessories
» Cameras
» Environments
» Figures Katana-InHand.duf,
» Hair P Prop
» Lights
» Materials Q}\
~ Props
Staff.duf
» Architecture
Furnishings
Light Primitives

Lights

» Ready to Render
» Wardrobe

» Unassigned

DAZ 3D Store

Staff L duf Staff R.duf

Buideys
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Pose & Animate Lights & Cameras Render

WLl

3. Drag & drop

2. Click hors
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OTmeHuTe BblOeneHne
nepcoHaxa W pacKkpomuTe KaTero-
puio Props B naHenn Smart
Content, 4ytobbl yBMAETb OOCTYN-
Hble npeameTbl. [nsa 3arpysku
HY)XHOro npeameTta, cgenante
JBOWHON LLIENYOK MO €ro MKOHKe
Unu nepetawmTe ero B CLEHY.
MepeTackueaHne npegnodTUTEnNb-
Hee, Koraa npeameT paspaboTaH
Ana UCNonb3oBaHUA C MepcoHa-
XeMm.

K npumepy, nepetawmte un otnyctute Xesn (Staff) Ha pyky nepcoHaxa, unu Oxepenbe
(Necklace) Ha Leto (Neck). MNMpn nepetackMBaHUU WKOHKW, MpUOEPXKUTE €€ Yy HYXHOW 4YacTu
Tena, noka He NOSIBUTCA MeHK. 34eCb MOXHO BblbpaTb POAMTENBLCKUA dnemMeHT Ans npeaMeta
n3 nwobon vactTn Tena nepcoHaxa. YaepxupamTte knasuwy Alt/Option, npu nepeTtackMBaHUn
MKOHKW W Ha 3KpaHe TMOsIBUTCA LeneykasaTernb, KOTOPbIA MO3BONUT BaM BUAETb BO3MOXHOE

pacnonoxeHne KOHTEHTA B CLIEHe.

MpeameT MOXeT HernpaBWibHO 3arpy3vTbCA MO OTHOLIEHMIO K durype. B atom cnydae,
nepemellas npegmeT uUnu npegasas Mo3bl Urype HyXXHO caenatb Tak, 4ToObl BCE BbIrMsAeno
ecTecTBeHHbIM. Bbl MoxeTe y3HaTb Gornblle O npuaaHuy nosbl NepcoHaxy B [nase 5. Tenepb y
Bac OOCTaTOYHO 3HAHWM, YTOObI CyMeTb 3arpy3vTb NpegMeT B CLEHY.

B ouepegHoi pa3s 3ametum, 4yTo DAZ Studio nocTaBnsieTcsl C HECKONbKMMK BecnnaTHbIMN
npegMeTamu, OfHaKO, BO3MOXHO, Bbl 3aXOTUTE YBENMYUTb KOMMYECTBO WMMEIOLLMXCA NpeaMeToB.

MoxeTe KynuTb JononHuUTemNbHbIEe NpeameThl Ha canTe DAZ 3D.

Genesis 2 Female with staff
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2.2.4 — 3azpy3ka Okpyxarouwjeli Cpednl (Loading Environments)

B 3aBMCMMOCTM OT Ballen 3agauqu,
BO3MOXHO, BaM M HE Hy)XHa OKpy>KaloLlas
cpeaa, HO 3a4acTyto oHa AobaBnsieT HeKyto
0COBEHHOCTb, MUKAHTHOCTb W KOMOPUT K S
CueHe, a He OoBreeT Haa Hel. Cpeda He PR
OOMKHa ObiTb LEHTPOM BHUMAHUS CLIEHbI. : c,,mp;
Kak npaeuno, oHa goGaBnsieT ewé oauH Exterior
WTPUX K NCTOPUKN, KOTOPYIO Bbl NbITaeTechb i

Landscape

paCCKGSGTb » Figures
b Hair

MepBbIM OenoM OTMEeHUTe Tekyllee > Lioneg
BblAeneHne nepcoHaxa B cueHe, YTobbl He '
paboTtan dunbTp naHenn Smart Content.
LLénkHnuTe Ha kaTeropun Environments
AN1S MPOCMOTpa BCEro MMetoLerocs KoHTeHTa. MoXHO yrnybuTb MOUCK, pa3BepHYB KaTeropuio u
LWénkas no nobbiM NogkaTeropmsam.

DAZ 30 Store fias

» Accessories

[loBonbHO YacTo okpyxatoLlas cpefa bbiBaeT pa3dbuTta Ha HECKOMbKO YacTen, KOTOpble MOTyT
ObITb 3arpyxeHbl nHamBumayanbHo. OObIMHO, OHa BKM4YaeT B cebsi npenycTaHOBKY, KOoTopas
3arpyxaeTca M coeauHsieT BeCb Habop OObLeKTOB cuUeHbl. OTa npegycTaHoBKa HasblBaeTcs
Mpepsarpyska (Preload) wnu 3arpysute Bcé (Load All). Hamgute €€ n OBOVHBLIM LLENYKOM MO
WKOHKe 3arpyauTe B cCLeHy. AHanormyHo, MOXHO nepeTawuTs U OTNYCTUTb MKOHKY B CLEHY.
Yaepxueante knasuwy Alt/Option npu nepetackMBaHUU MKOHKW. B 3ToM cryyae Ha akpaHe nosiBUTCS
ueneykasartenb, KOTOPbI NO3BOMNUT BaM BUAETb, rAe KOHTEHT ByaeT pacnonaratbCs B CLEHE.

B komnnekt DAZ Studio BXxoauT Heckonbko 6ecnnaTtHbIX OKpyXeHun. [lpu xenaHuu, Bbl
MOXeTe KynuTb JoNOoSHUTEeNbHbIe Ha canTe DAZ3D.

Genesis 2 Female with the Alchemy Chasm environment
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2.2.5 — MIHdukamopsbl Tuna Koumenma

KoHTeHT, KoTopblii oToBpaxaeTcs Ha naHenu Smart Content, Indicator
nmeet WMugukatop Tuna KonTeHta (Content Type Indicator) B
BEPXHEM MNpPaBOM Yriy WKOHKW. Takom WHOMKATOP TWMa KOHTEHTa
ykasbiBaeT Ha Tun KoHteHTa (Content Type), npucBoeHHOro channy.
LiBeT uHaukaTopa, wHdopmupyeT, Kak noBed€T cebs dann npu
3arpyske. TeKCT BHYTpU WHOMKaATOpa YyKasblBaeT Ha Tun panna:
MepcoHax (Actor), Ogexpa (Wardrobe), Bonockl (Hair), Okpyxato-
was cpega (Environment), MNMosa (Pose), Ceet (Light) n T.4.

Kaxablh mnHaukatop WMeeT onpeaeneHHbi UBEeT, KOTOPbLIN
nokasbiBaeT, kak DAZ Studio 6yaet pearmpoBaTb, korga Bbl 3arpysute
dann. 3enévble (Green) mMHOMKATOPbl NOKasbiBalOT bannbl Ans 3arpy3knm B CLEHY, Hanpumep,
nepcoHaxa, ofexabl, npegMmeta u T1.4. XKéntble (Yellow) uHAMKaTOpbl NokasbiBalOT painsbl,
N3MEHSOLWMNE YXe CyLLeCcTBYOLWMN 0ObekT B cueHe. Npu 3arpyske pannoB C XENTbIMU MHOWKA-
Topamu, 06beKT JOMmKeH ObITb BbliAENEH B cueHe o6sa3aTenbHo. [NpeayctaHoBneHHble Mo3bl (Pose
Presets) u lNpeayctaHoBneHHble MaTepuanel (Material(s) Presets) aTo gBa Tvna KOHTEHTa, KOTO-
pbii 006bIYHO GbIBaET C XENTbiMKM MHAaMKaTopamu. Fonybown (Blue) o3HavaeT, 4YTo hbann KOHTEHTa
nUnNun 3arpysmT 06bEKT B CLEHY, UM U3MEHUT CYLLECTBYHOLUMNIA BblAENEHHbIN 0OBHEKT B cueHe. Xopo-
LWMM NpuMepoM Takoro Tuna 6yaet MNpenycraHoBneHHbin MepcoHax (Character Preset). KpacHbin
(Red) vHOmMkaTop O3HayaeT, 4TO (pann 3amMeHUT BCe CyLUeCTBylOLlee TUMbl KOHTEHTa B CUEHe.
Hanpuwmep, MpegycraHoBneHHbi CeeT (Light(s) Preset) 3ameHUT BCe CyLLeCcTBYOLNE UCTOYHUKN
cBeTa B cueHe. ®ann And cueHbl 3aMeHUT MOMHOCTLI0 CoAepXnumMoe Tekyllen cueHbl. [NocneaHuin
LBET, C KOTOPbIM Bbl MOXeTe CTONKHYTbCA, 310 lNMypnypHein (Magenta). B ngeane, Bbl HUKoraa He
CTONKHETECb C 3TMM LBETOM, TaK Kak OH yKasblBaeT, YTO 3TOMy hbanny NpuUCBOEH TUM KOHTEHTA,
KOTOPbIV CANLLKOM YHMBEPCANeH, YTOObl MMEeTb NPaKTUYecKoe NpUMeHeHE.

Ipumeuanue: Yoepoicusaime knasuury Ctrl/Cmd, npu 3aepyske konmenma ¢popmama DSON (c
pacwupenuem @haiinos .duf), umodwvl NOSBUIOCH OUATI02080€ OKHO C 803MONCHOCMBIO PACULUPEHHO20
VApagneHus: 3a2py3Koil.

Pa3den 2.3 — BoideneHue u lMaHenb CueHbl (Making a Selection and the Scene)
Kak coenatb BblgeneHve B CLEHe, UCMOonb3ys

naHenb Scene, 6GbINO KpaTKO pacckasaHo B Pasgene

1.5.3. OgHako ecTb eLlé MHopmaums 0 naHenn Scene,
KOTOpYH0 BaM He06X0aMMO 3HaTb. Purypel, kak NpaBumno, \
NMEIOT epapxmnyeckyto CTPykTypy. Bbl MoxeTe BbibpaTh -

He TONbKO BEPXHWUA YpPOBEHb nepapxum curypbl (Hasbl-

Baembln KopHeBon Y3en (Root Node), KopeHb (Root)

nnn Ckenert (Skeleton)), Ho n no6o ypoBeHb nepapxum

(HasbiBaeMmbIn Y3en (Node) unu Koctb (Bone)). 31o nos-

BONSAET BaM BblOMpaTh, Kak LEenblil aneMeHT (Takon, Kak

nepcoHax), Tak n ero yactb (Hanpumep, Pyka (Hand),

Hora (Foot) unu MNaneu (Finger)).

GGG eEee e

2.3.1 — Pazeopa4yusaHue u CeopadusaHue
YUTtobbl ObICTPO 0TOOpa3nTbL BCe 3NEMEHTbI BCEX BalUMX OOBLEKTOB B MaHenn Scene, NpocTo

LWENKHMTE NpaBOW KHOMKOW Ha NaHenu n HaBeauTe Kypcop Ha nogmeHio PassepHyTb (Expand).
3atem Bbl cmoxeTe BblbpaTb agencteue PassepHyTb Bcé (Expand All). 3710 pasBepHeT Bce
nepapxmn, NnpeacTaBneHHble Ha naHenu Scene.
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vHao6opovT, €CIN XOTUTE BCE CBEPHYTb, LLENKHNTE

npaBoM KHOMKOW B npefenax naHenu, nepemectuTe
Kypcop Ha noameHio CepHyTb (Collapse) un Bbibepute
LE s Tl S nyHkT CBepHyTb Bcé (Collapse All). NMomHuTe, 4tO MO-
Change Figure Parent... XeT BbITh BbIGpaH Noboi anemeHT nepapxun. Vcnons-

3ynte onepaumn Expand u Collapse, ana 6bicTporo
AoCTyna K nobomy YpOBHIO nepapxuu.

Select

Expand All
» f Nec Collapse

Kak nokasaHo B Paspgene 1.5.3, snemeHTbl B
naHenun Scene MoryT Takke 6blTb pa3BéPHYTbl MHOUBK-
AyanbHo. YTobbl pa3BepHyTb MK CBEPHYTL MO0 aneMeHT B NaHenun Scene, NpocTo WENKHUTE Mo
CTpenke crieBa oT anemMeHTa. [ins HaBurauumn 1 passopayvBaH1s/CBOPaYMBaHNS AreMEeHTOB NaHenm
Scene, MOXHO TaKXe WCNoNb30BaTb KMaBULLIM CO CTperikamu Ha KnasuaType; CTperika BrieBO
CBOpa4MBaeT, BNPaBo pa3BopaynBaeT, BBEPX U BHU3 - U3MEHSIET BblAENEHNE B CLIEHE.

2.3.2 — Podumensckas Ceszb (Parenting)

MaHenb Scene moxeT Takke ObiTb MCNonb3oBaHa

24

ANA CO30aHUA CBA3M POAMTESNb-NOTOMOK (A0YEPHUIA OOBHEKT)
Mexgy [ABYyMsi nepcoHaxamu unm obbektamu. CBA3b
poauTtenb-notomok B DAZ Studio HeMHOro cpaBHMMa CO
CBSA3bID poAMTENb-peBEHOK N3 peanbHON >XU3HW, HO 3A4€eCb
OHa 3HauNTENbLHO CroXHee. Hanpumep, NOTOMOK Bcerda
criegyetT 3a CBOMM poauTtenem, ogHako B DAZ Studio,
pPOOMTENLCKMIA OOBLEKT HMKOrda He nepemMellaetca 3a
A04YEPHNM OOBLEKTOM.

R v} Genesis 2 Female
R, v P

AT P Pelis

ks . 2 Apdomen

L% ¥ . bdomen 2
v rfchs_._'

L P Neck:

L% ¥ ¢ Right Collar
R,

L

L %

L%

. [
PO,D,I/ITeJ'IbCKaFl CBA3b Nnones3Ha Aangd Takux Beweun, Kak

npegmeTbl M oOkpyxawwas cpega. OHa nossonset
rpynnMpoBatb  OObekTbl BMeCTe Tak, 4TO, Korga
poouTenbckum o6bLEKT nepemellaeTcs, macwTabupyeTtcs
unu BpalwlaeTcs, AodyepHuMe OObeKkTbl nepemeLlaroTes,
MacLTabupytoTca Unu BpaLalnTca BMECTE C HUM. OTO Takke
MonesHo B OpraHuM3auuoHHbLIX Lensax, Mo3Bonss Bam
rpynnMpoBaTb OOBEKTHI B CLEHE.

L%

L

L%

R & Left Pectoral
R, »f4shos

R v Top
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Parameters

UT06bl YCTAHOBUTbL POOMUTENbLCKYD CBSI3b OAHOrO Oo6bekTa ¢ ApyrMM Ha naHenu Scene,
LENKHNTE MO BblIOpaHHOMY OoYepHEMY OOBLEKTY M nepeTtawimTe ero Ha TpebyeMbli poauTeNnbCKUin
06bekT. Korga uBeTHOe none BblAeNUT POAUTENLCKUIA OOBEKT, TOraa MOXXHO GyAeT OTNYCTUTb KHOMKY.
Ecnun Bbl ycTaHaBnuBaeTe poaMUTENbCKYI0 CBSi3b MpeameTa, Takoro Kak >Kesn, K 4enoBeYeckou
durype, ybeamTech, YTO yCTaHaBNMBaeTe ero K noaxoasiuen Yactn courypbl, HanpumMep, KUCTU PYKN.

Pa3den 2.4 — Hasuzauus e CyeHe (Scene Navigation)

YnpaBnss BUOOM CLEHbl, BaXXHO YMEeTb HacTpouUTb €€ Mo cBoeMmy XenaHuw. MNpuymHon, no
KOTOpOW cpefa HasbiBaeTca 3D, ABNAETCS TO, YTO Balla CUEHa CyLeCTBYeT B TPEX U3MEPEHUSAX; a
Bbl, KaK yrnpaBnsAoLWmMNn, nMeeTe BO3MOXHOCTb BUAETb CBOK CLEHY B TPEX MaMepeHusax - Boicota
(Height), Wupuna (Width) n My6buna (Depth). DAZ Studio npegnaraeT HECKONbKO 3N1EMEHTOB
ynpaBrneHnsa npoekumamu cueHbl. [lpy atom npecnegytotca ase uenu. [lepeas, gatb Bam
BO3MOXHOCTb HabnoaaTtb CUeHy C pasHbiX TOYEK M NoA pas3HbiMM yrnamu, 4Tobbl rapaHTUpoBaTb
npaBuIbHY0O PacCTaHOBKY BCeX €€ anemeHToB. BTopasd, nmomouyb CKOMMOHOBATb Kaap Ans
uHanbHOM Bu3dyanusauun. Mbl 6yaem rosoputb 6Gonblue O nocnegHen B [naese 6, a noka
cocpeoToMMMCS Ha NepPBOM.
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Viewport Controls

B DAZ Studio anemeHThbl
yrpaBreHnss OKHOM  MpOCMOTpa
(Viewport Controls) pacnonoxeHsbl
B €€ BepxHeM npasoM yrny. B aTtom
yrny HaxogsTcs aneMeHTbl Ans
ynpaBreHns NPOeKUUsiM1 CLEHBI.

E_Perspective\!ie‘.'.r L .)'

HaunHaa ceepxy, OBurasicb
BNpaBO W 3aTeM BHW3, Bbl MOXeETe
BMOETb  ClneaylliMe  3reMeHTbl
ynpaBreHnsi OkKHOM NpocMoTpa:

* Bbigenenue Buga (View Selection

{{44414{41414{1{4{1

* Onuum (DrawStyle Options)

*  Onuum okHa npomMoTpa
(Viewport Options)

* Bwua: BnxeHue no opbute / Bpawenue / Haknox (View: Orbit / Rotate / Bank)
* Bwua: NaHopamuposaHue / Hae3p (View: Pan / Dolly)

» Bwup: Hae3pn / TpaHcdokaTop (View: Dolly Zoom / Focal Zoom)

* Bwup: KappupoBaHue / HauenuBanue (View: Frame / Aim)

* Bwup: Copoc ynpaBneHus (View: Reset)

» Ky6 Kamepsbl (The Camera Cube)

HekoTopble 13 3TUX 3MEMEHTOB YNPaBNeHUsI UMEIOT HECKONbKO (OYHKLUIA, KoTopble ByayT
paccMoTpeHbl danee. Ecnu Bbl BApyr 3abyaeTte, YTo AenaeT OAMH U3 HUX, TO NPOCTO HaBeauTe
KypCOp Ha Hero, 1 NosiBUBLLASICS BCNIIbIBaOLLAs NOACKa3ka HANOMHUT BaM 06 3TOM.

2.4.1 — MeHro BbiGeneHusi Buda View Selection List

DAZ Studio nogaoepxmBaeT pasHOOOpasHbie
Kamepsbl. IMetoTcsl HeCKorbKO opTorpadmnyecknx Bnaos,
n ogHa nepcnektnBHaa (Perspective View), kotopas Perspective View
YHKUMOHMPYET, Kak BuaouckaTenb ANS pexuccepa Front View
(Director’s Viewfinder). MoxHo ucnonb3oBatb MeHto
Boigenenns Bwupga (View Selection Menu) ansa
nepeknioyeHns Mexay MnpoekumMsaMKn, Kamepamu, unm
Aaxe MUCToYHMKaMu HanpasneHHoro ceeta (Directional
Lights). Wma, oTtobpaxaemMoe B MeEHIO BblaeneHus
npoeKkunn, 3TO0 UMSA aKTUBHOW MPOEKUMU, Kamepbl Wnn
ncrodHuka ceeta. B [maBe 6 ato Byaet onucaHo 6onee
noapooHo.

Ipumeuanue: /[ns 5moii enasvl 00ncHa Obims evioenena nepcnekmushas npoexyus (Perspective View).
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2.4.2 — MeHro Ceolicme Cmuns

Ctunb OtobpaxeHusa (DrawStyle) onpepenseT, kak
DAZ Studio oTto6pakaeT 06beKTbI CLiEHbI Ha akpaHe. PaboTtas
Haj CLUEHOM, Hago MOMHUTb, YTO 3TO TOSMbKO MpeaBapuTesib-
HbI nNpocMoTp. locne npouecca Budyanusauuun pesynbtar
yacto BbIrnaAauT ©Oonee petanuanpoBaHHbiM. DAZ Studio
BbIBOAWT Ha 3KpaH KapTUHKY Gornee HWU3KOro kavecrtBa Ans
COXpaHEHUs pPecypcoB MW YryyleHUss CKOPOCTU OTKINKa
nporpammbl. M3meHeHne DrawStyle meHsieT cnocob npegn-
BapuTENbHOro NpocMoTpa.

ECTb HEckonbko AOCTYMHbIX PEXWMOB, B TOM 4yucrie
Wire Bounding Box, Solid Bounding Box, Wireframe,
Texture Shaded u Cartoon Shaded. LWénkHute DrawStyle
Options Menu, 4ToObl yBMAETb BCE [OOCTYMHbIE OMNUUN.
Onumen no ymonyaHuio saBnsetcsa Texture Shaded. Ona
co3gaét 6Gonblyl Aetanu3auuio nNpyv  NpeaBapuTenbHOM
NpoOCMOTPE U ABMASETCA CTUNEM, KOTOPbI npeanodnTaeT
GOoNbLWMHCTBO Nonb3oBaTenen. He ctecHANTECh MEHATL CTUMK
n npoboBaTb pasnuyHble BapuaHTbl. Ecnn He HampéTte
HU4Yero, YTo BaM MOHpPABUTCH, TO BO3BpallanTecb K Texture
Shaded. Huxe Bbl Buante npumepbl ansa DrawStyles, aTo
Texture Shaded n Wire Shaded.

Texture Shaded DrawStyle Wire Shad

&

DrawStyle Options Menu

-, -

Wire Bounding Box
Solid Bounding Box
Wireframe

Hidden Line

Lit Wireframe

Wire Shaded

Smooth Shaded
Wire Texture Shaded
Texture Shaded

Cartoon Shaded

ed DrawStyle

26
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2.4.3 — MeHro Ceoticme OkHa lMpocmompa & Viewport Options Menu

Viewport Options Menu gaét Bam v apyrue Bos-
MO>HOCTW A9 HAaCTPOMKM OKHa NpocMmoTpa. Bbl MoxeTe # Cube View Controls
3aKpenuTb UM OCTaBWUTb MMNaBalLWMMKU SNEeMEHTbI yn- Docked View Controle

paBneHus OKHOM NPOCMOoTpa (N0 YMOYaHWIO OHW NiaBa-
towime). MoxxHO ckpbITb Mnu nokasaTb CeTky MNona (Floor
Grid) n Mponopuunio ctopoH Kagpa (Aspect Frame), a
Takke Kyb6 Kamepbl (Camera Cube). Hanbonee vacto
MCMONb3yeMbI MyHKT B 3TOM MEHI0, 3TO M3ameHuTb LiBeT
3apHero ®oHa (Change Background Color...). S et ke
Hide Camera Cube

' Change Background Color... |
how Floor
Show Center Axes

Show Aspect Frame

Bbibepute nyHkt Change Background Color...
Ans Bbi3oBa auanora Beibopa Ligeta (Select Color). B
HEM MOXHO BbIOpaTb nobon useT B popmaTte RGB. lNo
ymon4aHuio B komnoHoske Hollywood Blvd uset doHa Be
ronybon co 3HadeHmem RGB 121, 141, 176. Bbl moxeTe
3aMeTuTb, YTO Ans rna3 bygeT npuatHee Nerkum oTTEHOK Cceporo, co 3HadeHnsamm RGB 94, 94, 94.
Kaxxgas koMnoHoBka WHTepderica MMeeT CBOM COBCTBEHHbIN LBET ¢poHa, MO3TOMY, €Ccnv Bbl
nepekno4aeTe KOMNOHOBKN, MOXET MEHATLCA U LBET 3aaHeEro doHa.

Auto Hide View Oplions

Auto Hide View Controls

2.4.4 — Bud: [lewxeHue no Op6ume | BpawjeHue | HakioH

Hwke pacnonoxeHbl NATb 3HAYKOB, KOTOPblE SABMASATCHA dNeMeHTaMu YrnpaBrieHUa OKHa
npocmoTpa. AnemeHT Bua: emxerHne no Opbute/Bpawenne/HaknoH (View: Orbit / Rotate / Bank
Control) nossonsieT BaM perynupoBaTtb BpalleHue akTUBHOro OkHa. [pu nepemMelieHnn Mbimn C
HakaTon neBon knasuwen, Bug Oyaet gsuratbCa no opbute BOKPYr TOukM hOKycupoBku. Ecrnm
cueHa nycTas, To Bug 6yaeT BpawaTtbCsi BOKPYr TOYKU Ha NOMOXUTENbHOW OCK Y, B LLEHTPE CLEHbI.

Ipumeuanue: Mot paccmompum evibop kadpuposanus (framing a selection) ¢ Pazdene 2.4.7.

Bug Takke MoXeT BpawaTtbCsi BOKPYr cobcTtBeHHoM ocu. Coenatb 3TO MOXHO, nepeme-
lWash Mbllb C HaXaToW MpaBoOWM KHOMKOW. B 3aBMCMMOCTM OT TOro, B KaKyld CTOpOHy Oyaet
nepemeLLaTbCa Mbilb, COOTBETCTBEHHO OyaeT Bpawatbcs U BuA. [lepemelleHne BNEBO wUnu
BMpaBO BbI30BET BpallleHWe BuAa BOKPYr BepTuKanbHOW ocu. [lepemelleHve BBEpX WU BHU3
3acTaBUT BMA BpawaTbCs BOKPYr rOPM3OHTamNbHOM OCU. VI3MeHeHMe B OKHe npocMoTpa nogobHo
OBWXKEHUIO FONOBOK CneBa HanpaBo UM CBEPXY BHUS.

OTOT € MHCTPYMEHT MO3BONAET HaKNoHATb B1A. YTobbl caenaTb 3710, HaxXMuTe kHonky Citrl
(ana Windows) unu kHonky Cmd (gns Mac) u WénkHnuTe npaBon KHOMKOW Mbiwu. MNMepemelleHne
MbILLV BMEBO HAKIMOHUT BUA BIIEBO, @ NepemMeLLieHne BNpaBo HAKITOHUT BUA BNpaso.

lMo3aHumanTecb C aneMeHTamu ynpaBneHWs OKHOM npocmoTpa. [lonpobynte BpawaTtb U
HaKNoHATb kamepy. Kak TONbKO OCBOMUTE 3TO ynpaBfieHWe, MOXHO MepexoguTb K cnegyoLllemy
pasgeny. Ytobbl BEpHYTb BUA K 3HAYEHUIO MO YMOMYaHuio, Mcnonb3dynTte anemeHT View: Reset
Control.

Ipumeuanue: Dnemenm Reset control 6yoem paccmompen ¢ Pazoene 2.4.8.
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2.4.5 — Bud: lNaHopamupoeaHue | Hae3d G

OnemeHT View: Pan / Dolly Control no3BonsieT koppekTMpoBaTb MONMOXEHNE BMAA B TPEX-
MepHOM npocTpaHcTBe. C MOMOLLBIO HEro MOXHO MnepemellaTb BUA BMeBO/BNpaBO, BBEPX/BHU3 B
napannenbHOn NNOCKOCTU; 3TO Ha3biBaeTCsl NaHOpaMuMpoBaHMeEM (NnaBHOE cMelleHue). Bbl Takke
MOXeTe WCMNonb3oBaTb ITOT SMEMEHT Ana nepemMelleHus BreBo/BnpaBo W Brneped/Hasag B
NMOCKOCTU MaparnnenbHon nony; 3TO HasblBaeTcs Hae3d/oTbes3d kamepbl (Kak Ha onepaTopcKou
Tenexke).

YTtobbl naHopamMunpoBaTb BUA, LWENKHNTE 3TOT SNEMEHT ynpaslieHusa NEeBOW KHOMKOW MbILIN 1
NOTAHUTE. YHpaBneHme 30eCb MHBEPTMPOBAHO, 4YTO O3HA4YaeT, e€Clin Bbl TAHUTE BIEeBO, TO BUA
nepemMeliaeTcd BMNpaBo, a e€cClin TAdHUTe BBEpPX, TO BUO OMNYyCKaeTCA. OTO MOXeT mnokasaTbcs
HeyD,O6HbIM, HO, I'IOI'IpO6OBaB, Bbl MOYYBCTBYeETE, YTO 3TO Oonee ecTeCTBEHHO.

YTto6bl NpMbnnsnTe Mnu oTAanUTb BUA (MepemelLasl kKamepy Ha OnepaTopCKOWM Temnexke),
LWENKHUTE NPaBOM KHOMKOM MbIN 3fIEMEHT YNpaBreHus U MNOTAHUTE ero. YnpasneHue onaTb
nHBepTUpoBaHo. [loTaHUTe BNEBO, M BWO NEPEMECTUTCA BMNpaBoO; MOTAHWUTE Bneped, U Bug
nepemecTuTcs B o6paTHOM HanpaBneHun. TOYHO Tak Xe, Kak B NaHOpaMMpOBaHUW, MHBEPTMPOBaHWE
MOXET Noka3aTbCA HeygobHbIM, HO, NONPO6OoBaB, Bbl NPUBLIKHUTE.

Ipumeuanue: dnemenm Orbit / rotate / bank control 6su1 paccmompen ¢ Pazdene 2.4.4.

Yoenute HecKonbko MWHYT paboTe C anemMeHTamMu ynpasrieHusi, Noka He ocBouTe ux. Bbl
MOXEeTe JaXe naHopamMmpoBaTb B COYETAHUM C UCMONbL30BaHMEM 3ariemMeHTa orbit / rotate / bank
control.

2.4.6 — Bud: Hae39 | TpaHcghokamop L

OnemeHT View: Dolly Zoom / Focal Zoom Control no3sonseT Bam yBennumeaTb U YMeHb-
watb MacwTab. YBenuyeHnme wmacwitaba nepemewaetr ob0bekT 6nwke Kk Habniogateno, a
yMeHblUeHVe - nepemMellaeT obbekT Aanblwe. OgHako macwTtabupoBaHuMe He TOmnbko Aenaet
00BbEKThI KpyMHEe UM Menbye B OKHE NpocMoTpa. dnemeHT ynpasnenusa Dolly Zoom / Focal Zoom
B DAZ Studio gaét aBa pasnuyHbIx BapnaHTta macwrtabuposaHusa — Dolly Zoom n Focal Zoom.

Dolly Zoom nmutunpyeT Haesn/oTbesn Kamepbl Ha onepaTopckomn Tenexke. [1na BoiNnonHeHMs
mMacwTabupoBaHua ¢ nomoubto Dolly Zoom, nepemelsarite Mbilwb Bnepea\Ha3a C HaXkaTown NeBON
knaesuwen. MNepemelleHne Hasag OyaeTt yBennumeatb, a nepemelleHve Bnepeq bygeT ymeHbLluaTb
macwTab. Bbl Takke moxeTe BbINOAHWUTL Dolly Zoom ¢ nomouibio Kofneca NPOKPYTKU MbILK.
MpokpyTka Brnepen ymeHbLluaeT macwtab nnn nepemeltaet o6beKTbl Aanblle B CLEHEe, a NPOKpyTKa
Ha3ag yBenuunBaeT macwtab unun nepemeLlaeTt o0beKTbI Grivke B CLEHE.

Focal Zoom siBnsieTcs aHanorom TpaHcgokatopa obbekTuBa kamepbl. MaclwtabupoBaHue
NPONCXOAMT 3a CHET N3MEHEHUI B 0ObEKTUBE.

DAZ Studio cnocobHa BbInonHATbL Focal Zoom B ropasgo 6onee WMpoOKMX npegenax, Yem
BGONbLIMHCTBO pearnbHbiX Kamep. Bbl MoxeTe macwtabrpoBaTth ropa3go Gonblue, Kak B MAC, Tak U B
MuHyc. Mmente B Buay, 4to Focal Zoom npn mMakcuMmanbHbIX 3HAYEHUSX Bbl3blBaeT UCKaXXeHUd,
KoTopble, BNpoYeM, MOTryT AaTb UHTEPECHbIN achdpekT. [Ansa BoinonHeHus Focal Zoom, nepemeluante
MbIlb BBEPX/BHWM3 C HakaTon npaBow knasuwwen. MNepemelyan BBepx, Macwtab yMeHbLINTCA, Npu
nepemMeLleHnUn BHU3, yBENUYNTCS.

LleHTpoMm yBenuyeHus Maclwitaba msobpaxeHuss GyaeT chokanbHasi Touka Ballero Buaa.
Ecnu HeT Bbloensiowen paMki, To OOKyCoM MacluTabupoBaHust ByaeT Todka Ha MONOXUTENbHOW
ocu Y B LieHTpe cueHbl. BbiGop kagpupoBaHust byaeT paccmoTpeH 6onee rnyboko B Pasgene 2.4.7.
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nOTpeHVIpyIZTer C 3TUM 3IrIeMEeHTOM YyripaBlieHNA U NO3HakOMbTeCb C ABYMA TUNaMun Mac-
UJTa6I/IpOBaHI/IF-I. I'IOHa6mop,a|7|Te pa3nn4yHble Sde)eKTbl B CUEeHEe OT KaXaoro tmna M3aMeHeHunda mMac-
wraba. MoxeTte O6'beﬂ,I/IHI/ITb 3TO ynpasneHune Cc ApyrmMmmn arnemMmeHTamMmm, KOTopble Bbl Y>KE 3HaeTe.

al
2.4.7 — Bud: KadpupoeaHue | HauenueaHue o5
OnemeHT Bua: Kagpuposanve / Hauenusanue (View: Frame / Aim Control) ssnsaetcs
YypesBblYanNHO YAOOHbIM MHCTPYMEHTOM ANA nepexoda K Hy>XHOMY OOBLeKTy cueHbl: "nepenTn K"
(Jump to) unu nepenTu K "uenesomy” (Target) anemeHTy B1aa.

DAZ Studio aBTOMatMyecku HanpaBUT KaMmepy Ha LeHTp BblIbpaHHOro obbekTa, ckagpupyeT
n cMacwTabupyeT kagp B OKHe nMpocmoTpa. OTo yaobHO, Koraa y Bac MHOrO OOBHEKTOB B CLiEHE U
no3BonisieT ObICTPO NEPEHECTM B3N K I0BOMY 9NeMeHTY CLEHbI.

Ans kagpupoBaHusi (Frame) obbekTa B Ballel cuUeHe, cHayana ybeauTtecb, 4YTO Bbl
BblAENUMM ero Ha naHenu Scene. CaenaB BblaeneHue, LEMKHUTE JIEBON KHOMKOW MbIWM Ha
anemeHTe ynpasrneHusi. B okHe NpocMoTpa NoMHOCTLI0 0TOBPa3nNTCS BblAENEHHbIN 06 BHEKT.

Ecnv Bbl WENKHeTe npaBoM KHOMKOW MbIWW MO 3feMeHTY ynpasrneHus, To Pan n Zoom
OCTaHyTCH Heu3MeHHbIMKW. T.e. Kamepa OcCTaeTcsl B TOW Xe TOYKe MPOCTPaHCTBa, OHa TOSbKO
NoBEpHETCA K BbleneHHOMy o0O0bekTy. [lpu 3TOM coxpaHsieTcs Tekylwas nosvuus Buaa u
KagpupoBaHue o6bekTa. 37O Ha3biBaeTcsa HauenveaHue (Aim) Buaa.

KagpupoBaHue nmeeTt nobo4yHbIN 3hPEKT, KOTOPLIN 3aknoyaeTca B TOM, YTO ¢pokyCc Buaa
(Focal Point) 6ygeT nomeweéH B LEHTP OrpaHUYMBaloOLWLEro nNpPsiIMOYroflbHUKa Ans TeKyLlero
BblAeneHus. OTo 3aTpoHeT paboTy anemeHToB ynpasrneHus Orbit / Rotate / Bank Control n Dolly
Zoom / Focal Zoom Tak, Kak (oyHKUUKN 3TUX ABYX 3NEMEHTOB OCHOBbLIBAKOTCA Ha ToUKe (boKyca Buaa.

2.4.8 — Bud: Cépoc YnpaesieHusi (1)

OnemeHT Cbpoc (View: Reset Control) no3sonsieT BepHyTb BCe 3MEeMEeHTbl ynpaBrieHus
BMaom, B ToMm uucrne, Dolly, Zoom, Pan n Bank Kk 3HadeHusM MO yMOnyaHuto. 3Ta gyHKUUS
OYeHb Morie3Ha, ecnn Bbl HAKMOHWMW UMW pa3BepHynu BUA HexenatenbHblM 06pa3om, U XoTute
ncnpaBnTb 3TO.

2.4.9 — Ky6 Kamepni

OnemeHT Camera Cube 31O TpéxuBeTHbIM Kyb, KOTOpbIN

HaxoaMTCA 4YyTb feBee [pyrMx 3NeMeHTOB YrpaBneHua OkHa

npocmoTtpa. OH no3BonsdeT BaM BpalaTb BWA BOKPYr doKyca W
dyHKUMOHMpPYeT aHanornyHo snemeHtam Orbit / Rotate / Bank

Control. Ha camom pene, Bbl, BO3MOXHO, 3aMeTUNX, YTO Mpu
ncnonb3oBaHun anemeHtoB Orbit / Rotate / Bank Control, atoT ky6
Bpawancs. OcHoBHbIM npeumyllecTBoM Kyba siBnsieTca TO, YTO OH
AaéT uHdopmauuo o AsmxkeHun Buaa. Wcnonb3ysa Kyb, Bbl MOxeTe
BMAETb, KaK pacnorioXeH BuAg B NpocTpaHcTBe. YTobbl MCnonb30oBaTh

KyD, LWENKHMTEe neBOW Knaeuwelr Mbilwn B nobom mecte kyba W,
yaoepxuBas eé, nepemMellante B Hy>HOE MECTO CLIEHbI.
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opbuTe, Bbl MOXETE TakkKe MCrnonb3oBaTb To4kM PacnonoxeHusa Kamepsbl
(Vantage Points) Ha kyGe gna 6bictporo nepemellexHus (Jump to) K
3agaHHOMY nonoxeHuto. lMpu HaBegeHUM Kypcopa MbIWKN Ha KyG, MOXHO
3aMeTUTb, YTO onpedenénHHble YacTn Kyba noaceeuvmBaloTCa. OTU TOUKM
pacnosoXeHbl Ha BCEX rpaHsXx, yrrnax n pébpax kyba. Ecnu Bbl WENKHUTE
NEeBON KHOMKOW MbILLM HA MOACBEYEHHYI0 TOYKY, TO BUA aBTOMaTUYECKU
nepemMecTUTCs K ykasaHHOM no3vummn. 3TO no3BonsieT 6bICTpo nepenTu K

30

B pgononHeHune kK nepemMeLleHnto Ky68 Ona BpaweHna suaa no

Camera Cube

onpenenéHHeiM Buaam TakuMm, kak Cnepegu (Front), C3agm (Back), Vantage Point
CneBa (Left), Cnpasa (Right), Csepxy (Top), CHugy (Bottom) wnwu
nobbIX UX KOMOMHaLMIA,

Pasden 2.5 — Modugpukayusi Konmenma e lNaHenu Parameters

Property Groups
Selection menu

All

@
»[6
»[g]

Parameters

BblOEeNIeH Ha naHenu Scene.

senesis 2 Female | v

Currently Used
¥ [G] General

[G] Transiation
[G] Rotation
[C] Scale

[G] misc

[G] Mesh Resolut.

Actor
Display

Pose Controls

u OkHe lpocmompa

Tenepb, Korga y Bac eCTb 3arpykeHHbli B CLEHy KOHTEHT, Bbl 3HaeTe, Kak caenatb
BblAENEeHNe W YCTaHOBUTb POAUTENbLCKYD CBS3b C TMOMOLLLD MNaHenn Scene, M MoXeTe
ynpaensTb BMAOM CBOEW CLEeHbl, gaBanTe cdokycupyeMcsi Ha Moaudukauum 3arpyxeHHoro B
CUEeHy KOHTeHTa. [Ins aToro, o6paTvM BHMMaHWe Ha naHenb NapameTtpos (Parameters).

Enter text to filter by...

C nomouwbo naHenn Parameters MOXHO nepeme-
WwaTb, BpawaTtb 1 MacluTabnpoBaTh BallX NEPCOHAXMU UMK
06bekTbl. 3Ta NaHenb NpeaocTaBnseT BaM AOMNONTHUTENb-
Hble crnocobbl M3MEHeHUs O00BLEKTOB B cueHe. Kaxpgas
onumsa Ha naHenu Parameters mn3BecTHa, kak CBOWCTBO
(Property) nnu Mapametp (Parameter) n atm TepMuHbI
B3anMO3aMeHSIEMbIE.

CeonctBa ob6begnHeHbl B [pynnbl  CBoOWNCTB
(Property Groups), koTopble cryxaT Ans opraHu3auuu
CBONCTB B HebonbLine Habopbl, NomMoratoLme nNonbL3oBa-
TEeNAM HaxoouTb U MPUMEHSTb CBOMCTBA, AOCTYMNHbIE ANS
obbekTa.

B naHenn Parameters cnesa Bbl yBUAMUTE CMNUCOK
rpynn CBOMCTB, a cnpaBa CNUCOK OTAENbHbIX CBOMCTB. Mol
paccMOTpMM, KaK WCMoNb3oBaTb CBOWCTBA B rpynne
MpeobpasoBaHua (Transforms) pgns nepemeleHus,
BpalweHnsa n MacwtabupoBaHna Bawmx 0OBHEKTOB, a Tak
e HEeCKONMbKO ApYrMX BaXHbIX CBOWCTB NaHenu
Parameters.

[na nokasa cBOWCTB oObekTa B naHenu Parameters, oObekT cHavyana [OOoIbKeH ObiTb

,D,OCTyI'IHbIe CBOWCTBA MOTyT U3MEHATbCA B 3aBUCUMOCTU OT

BblGpaHHOro o6bekTa Unu BblibpaHHOro yana gurypbl. [MonpobyiTe BbiAENUTbL pPasfuyHble y3nbl B
cueHe, YTobbl yBMOETb, KAk OHWM MEHSIOT AOCTYMHbIE CBOMCTBA B NaHenu Parameters.

Ipumeuanue: /[na 6orvuers ungopmayuu o naneau Parameters cuompu Pazden 1.5.4.
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Translation
Properties

2.5.1 — NepemeweHue (Translation)

Translation OTHOCUTCA K NOMOXeHUO OUrypbl BOONb ~—nesis 2 Female | v

All

Currently Used

ocem X, Y u Z. CsowcrtBa nepemeweHusa (Translation

Properties) B naHenu Parameters Bbl Hangéte B NeBOM 2 By 8] Goneral
cTonbue naHenu, packpeiB rpynny O6ume (General). B K '@@Tm“s“”““
rpynne General Hangute rpynny Transforms v passepHuTe ~ [GlRoiaion
eé. Ortkponte rpynny Transformation, pgoctynHyiwo ans @@Mif‘e
TEKyLLEro BblAeNeHus B cleHe. Ecnu cBoiicTBa nepemelLeHnst [G] wesn Resolu.

[AOCTYNHbI Ansi BblopaHHOro o6bekTa, TO Bbl YBUMAUTE CMMCOK > [0l Actor

. » [G] Display
rpynnel  Translation B noarpynne Transforms. Tenepb » [6] Pose Controls
LWENKHUTE NeBOKM Knasuwen Mbin Ha rpynne Translation B

nesom ctonbue, M CBOWCTBA nepemMeweHna nosABATCA B

Parameters

npaBom cTonoéue.

MoxHO nepemellaTb 00bLEKT B NOOOM HarnpaeneHuu, OBuras

COOTBETCTBYHOLLMIA NON3YHOK. [Na NpOCTOTbI MCNONb30BaHWS, Kaxaas OCb

B DAZ Studio npomapkupoBaHa cBovM LBeTOM. KpacHbiM 0603HayeHa

/ ocb X, 3enéHbiM npeactaBrieHa ocb Y, a cMHMM ocb Z. [lourpante co

cBonctBamm Translation gnsa Bawero BblaeneHus, 4Tobbl yBUOETb, Kak

00beKkT nepemMelyaeTca, Korga Bbl ABUraete MondyHkn. MNamenuTe, cBoé

BbleneHMe B NaHenn Scene u MnonpakTUKyMTeCb C NepemMeLleHnemM
APYrMx aNeMeHTOB Ballew CLEHbI.

MepemeweHne mMoxeT ObiTb Takke BbIMNOSTHEHO B OKHE

npocMoTpa C MCMNoNb3oBaHMEM YHuMBepcanbHOro WHCTpyMeHTa Niversal
(Universal Tool). Yto6bl nepemectntb 06BLEKT B OKHE NPOCMOTPA,
CHayana aktueupynte Universal Tool B naHenn MHCTPYMEHTOB.
YaocToBepbTeCh, YTO BblAENEH HYXHbI OObEKT B NaHenu Scene.
Takke Bbl MOXeTe caenaTb BblaeneHue LUenykoM NeBor KHOMKK
MbIlM Ha obbekTe B OkHe npocmoTpa. locne Toro, kak o6bekT
BblaerneH, yHusepcanbHblin MaHunynatop (Universal Manipulator)
Oynet oTtobpaxaTbCs pAAOM C BblaeNeHHbIM 06bekToM. KpacHble
(Red), 3enéHble (Green) n CuHne (Blue) cTpenku Ha KoHUax ocewn
X, Y u Z wmanunynsatopa MoryT OblTb WCMOMb30BaHbl AiA
nepemMelleHnst obbekta. LUENKHMTE NEeBOW KHOMKOW MbIM Ha
nobyo M3 CTpenok, U nepetawmte obbEKT, nepemeliaa ero no
BblOpaHHOW ocu. Bbl Takke MoxeTe nepeMecTuTb OObEKT B
NMOCKOCTWN, CO30aHHOM W3 [ABYX CMEXHbIX OCeNn, LENKHYB W
NOTAHYB JIEBOW KHOMKOM MbIUN TPEYroNbHUK Ha BHELLUHEM Yrne
NSOCKOCTN MaHUNynaTopa.
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2.5.2 — BpaweHue (Rotation)

Kpome ncnons3oBaHua cesoncTte BpaweHus (Rotation
Properties) ons spalieHusa Bcen purypbl, Bbl MOXETE Takke
nucnonb3oBatb UX W ANA BpaleHWs eOMHUYHOM KOCTMW.
Tekyllee BblgerneHne B CLEHe O4YeHb BaXKHO Mpu UCMOfb-
3oBaHuM Rotate Properties, nosaTomy He 3abbiBaviTe npu
NCNonb30BaHMM BPaLLIEHUS, YTO Y Bac cenyvac BbigeneHo.

CaoWcTBa BpaLleH1s pacnosioXeHbl B rpyrnne CBOMCTB
BpaweHnve (Rotation) naHenn Parameters. [pynna Rota-
tion HaxoguTcsa BHYTpM rpynnsl Transforms, koTopas ABNS-
eTcqa noarpynnoun rpynnel General. LWénkHnMTe neBon KHoM-
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Rotation
Properties \

Bl ...nesis 2 Female | v

Al
Currently Used
¥ [G] General

Enter text to filter by

¥ [G] Transforms

[G] Translation

@ Scale
[G] Misc

[G] Mesh Resolu...

» [G] Actor

» [G] Display
» [G] Pose Controls

Kor Mbiwn no rpynne Rotation, 4ytobbl yBMAETL AOCTYNHbIE
CBOMCTBa BpalleHWd AOns Ballero Tekylwlero BblaeneHus.
Takxe kak cBoWCTBa MNepeMeLleHunsl, CBOMCTBa BpalleHUs
npomapkuposaHbl uBeToM. KpacHbln (Red) ykasbiBaeT Ha BpallleHne BOKpyr ocu X, 3enéHbln (Green)
ocn Y, a cuHui (Blue) ocn Z.

MoTpeHnpymnTech ¢ pasnnyHbIMU CBOMCTBaAMUN BpaLLeHUs, 4ToObl NONy4nTb NpeacTaBrneHme o
noBefeHUn Bawlen urypbl Nnpy BpawieHun. Ytobbl yBMAETb pearbHbie BO3MOXHOCTU, Bbl AOSKHbI
He TONbKO BpallaTb KOPHEBOM y3en curypbl, HO 1 NonpoboBaTb NOBEPHYTb HEKOTOPbIE U3 KOCTEN.
Ecnu po cux nop B Bawen cueHe Haxoautca Genesis 2 Female, To nonpobyinTe noBopaynBatb
Begpa (Thighs) n Konenn (Shins), a Takke Tlonosy (Head), Weto (Neck), n [lpegnneybs
(Forearms). Bbl yBManTe, kak CBOMCTBA BpaleHUss MOryT ObICTPO CTaTb MOLHBIM MHCTPYMEHTOM
Ans npuaaHusa nosbl Bawen gurype.

BpalueHune Takke MOXeT ObiTb BbIMNOSTHEHO B OKHE MPOCMOTPA, C MOMOLLBI YHUBEPCANbHOMO
nHctpymeHTa (Universal Tool). AkTuBmpyinTte ero B naHenu MHCTpyMeHToB. [locne aTtoro, caenanTte
BbldenieHMe Ha naHenu Scene wnn LWENKHUTE NEeBOW KHOMKOW MbIUW AN BblAENeHUs B OKHe
npocmoTpa. lNocne Toro, Kak BbligeneHne caenaHo, bl yBuaute Manunynstop (Manipulator) B okHe
npocmoTpa. Mcnonb3ynte KpacHble, 3enéHble U CUHWE Oyrn Ons BpaweHna obvekta. HaseauTte
Kypcop Ha OHYy U3 Oyr, noka oHa He MOACBETUTCH XENTbIM LIBETOM U MPEBPATUTCH B NOSTHLIN KPYT.
Tenepb Bbl MOXETE LWENKHYTb NEBON KHOMKOW U NEPEMECTUTL MbILLb, YTOObI MOBEPHYTL hUrypy nnm
y3en BOKpYr BblIGpaHHOM ocu.

2.5.3 — Macwmaé (Scale)

MacwTtab npegHa3Ha4dYyeH AOnd WU3MEHEeHUA OTHOCUTESIbHOIO

w
_
]
-
@
=
o
_
©
o

Scale
Properties \

pasmepa 0OLEKTOB B clLieHe. Bbl MoxeTe caenatb nobon obbekT B
CueHe Oonblle MNn MeHblle, U3MEHNB ero Maclutab. bonblMHCTBO
06bEeKTOB NO3BONSAIT MacTabMpoBaTb LENMKOM, a TakKe OTAENbHO
no ocam X, Y u Z. byaobte 0OCTOPOXHbI Npyv MaclwtabupoBaHuu
0OBbEKTOB TakK, kak 3TO MOXET MPUBECTU K UCKAKEHUIO OObeKkTa unu

durypebl.
Ona poctyna Kk cBoncTBam MacwTaba (Scale Properties)

obbekTa oTkponTe noarpynny Transforms rpynnel O6wme (General)
Ha naHenu Parameters. Bbl yBngnte rpynny MacwTtab (Scale)
BHYTpM rpynnsl Transforms. LWE&nkHMTe NeBon KHOMKOW MbILLW rpynny
Scale anga otobpaxkeHusa Bcex 4OCTYMHbIX CBOMCTB. B 3aBucumocTtu ot
TeKyllero BblaerneHnsi, NosIBATCA AOCTYMHble CBOWCTBA Maclitaba.
Ecnu Bbl He Buaute onumum MacwTabupoBaHus, nonpobyiTte
N3MeHUTb BblAeneHne KOPHEBOro y3na urypbl.

. . .nesis 2 Female | v

All
Currently Used
¥ [G] General
¥ [G] Transforms
[G] Translation
[G] Rotation

[G] Mesh Resolu..
» [B] Actor
»[G] Display

» [G] Pose Controls

Parameters

Enter text to filter by
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Bbl MOXXeTe HacTpOUTb NON3yHKaMK Kakgoe CBOMCTBO MaclutabupoBaHus ourypbl N0 ocaM
X, Y vnn Z. Y Bac Takke €eCTb BO3MOXHOCTb MacliTtabupoBaTb Bcto ¢urypy. Kak cBoncrtsa
nepemMeLLeHnsa 1 BpalleHus, Tak U CBOMCTBa Maclitaba MMEKT LBETOBYID MapKMpOBKY MO OCAM,
Ha KOTOpblE OHW BRUSIIOT - KpacHblA ANs ocn X, 3enéHbln ans ocn Y 1 CMHUA onsa Z.

Ipumeuanue: He kaxcooe svioenenue 6yoem umems docmynnoe macumaouposanue no ocim X, Y u Z.

MacwTabupoBaHme TakKke MOXET ObiTb BbIMNOSIHEHO B OKHE MNPOCMOTPA C MOMOLLBIO
YHuBepcanbHoro nHctpymeHta (Universal Tool). [Ona uameHeHns macwtaba anemeHTa B obnactu
npocmoTpa, aktusmpymte Universal Tool B naHenn WMHCTPyMeHTOB. 3aTem, BblAenute OOBLEKT,
KOTOPbIA XOTUTE MacwTabupoBaTb B NaHenu Scene unu WENKHYB Ha OObEKT B OKHE MPOCMOTpA.
3atem ucnonb3ynte benbin Ky6 (White Cube) B ueHTtpe Universal Manipulator, nu6o kpacHbIn,
3enEHbIN UK cMHUM Ky6 Ha ocsx X, Y unu Z ons macwtabvpoBaHus BbibpaHHOro. MpocTo WenkHnTe
NEeBOM KHOMKOW MbILLM HA O4HOM 13 KyGOB 1 nepemecTuTe Ansg nsmeHeHms macwtaba.

= N
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2.5.4 — [NodzoHka (Fit to (aka Conforming))

Mpu 3arpys3ke ofexabl WM BOMOC ANs MepcoHaxa, Bbl i
XoTuTe, 4TOoBbl OHM MepemMellanuce BmecTe ¢ HuM. Ecnu Bbl e
COTHYNU PYKy NepcoHaxy, To Py6alika (Shirt) nepcoHaxa OomkHa S e
nocrnegosatb 3a Hel. B DAZ Studio aTo komaHga Fit to, yTto m
cooTBeTCTBYeT kKoMaHae Conform to B nporpamme Poser. »[G] Display

[G] Morphs

Korga Bbl 3arpyxaete ogexay UM BONOCbl B CLEHY, TO OHU

aBTOMaTUYEeCKN NOArOHSIIOTCS K hUrype nepcoHaka, ecrnv nepcoHax
Obln BblAENeH 40 3arpy3ku oaexabl unv Bonoc. Ecnu no kakum-to
npuyMHam ofexaa Unu BoNoChkl He MOAOrHaNMcb aBTOMaTUYecKu, Bbl
MOXeTe UCMonb3oBaTh NaHenb Parameters Ans NOAroHKU oaexabl
UK BOSOC K MePCOHaXy BPYYHYIO.

Parameters

'-—\ MepBbiM pgenom ybeguTtecb, 4TO nOGON 3nNemeHT
ofexabl BblgeneH B cueHe. Bbl MoxeTe cgenatb 3TO
BblgeneHve B naHenu Scene. [locne BblaeneHus opexabl
oTKpovTe naHenb Parameters n Hangute rpynny General. B
aTOoM rpynne Bbl yBuaute rpynny PasHoe (Misc). CowctBa
AN NOArOHKM 3NEMEHTOB oexabl HaxoaaTcsa B rpynne Misc m
HasbiBatoTca lMogroHka (Fit To). Ecnn ogexaa He nogxogut
HM K Yemy B CLeHe, TO B CBOMCTBax Huyero He 6yaet otobpa-
Xatbcs. YToObl N3MEHUTL 3TO, LWEMNKHUTE Ha TEKyLleM 3Hade-
HuM ceonctea. [lpu atom 3anyctutca guanor Fit To, roe u3
BbINaZaloLLEero MeHI0 MOXHO BblGpaTb NepcoHaxa, K KOTOpoMy
nodonaeT ata ogexaa.

Opexaa v Bonochl NpegHa3HayveHbl Ans KOHKPETHbIX nepcoHaxen. MNpu 3arpyske ogexabl Ans
nepcoHaxa u3 naHenun Smart Content, otobpaxaeTcsa ogexaa, npegHa3HauYeHHasi TONbKO Anst 3TOro
nepcoHaxa. Tem He MeHee, MOXHO 3arpy3uTb ogexay, npeaHasHayYeHHyo aAna Apyroro nepcoHaxa
N ncnonb3oBaTb CBOMCTBO Fit TO Ons e€ noaroHkM C HenpeackasyembiM pesynbTaTtoM. JTo
JenaeTcsa ¢ Nomollbio kKomaHabl Auto-Fit. He kaXabih aneMeHT oAeKabl aBToOMaTUYeCcKM NOAONaET K
nepcoHaxy, Of4HaKo, 3TO He nomelsaeT BaM nonpoboBaTb. B HEKOTOPbLIX Cnyyasix Bbl YAMBUTECSH,
HACKOJ1bKO XOpPOLLO 3Ta oAexaa aBToMaTU4eCckn NOAroHUTCS.
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Fit "Shorts™ To :
", e
- 2.8
Slect itep,

Fit "Shorts™ To :

| Parent To Target Genesis 2 Female

ToulouseHR

None

2.5.5 — [Jpyeue ceoucmea naHesnu Parameters

Bbl, HaBepHoe, 3ameTunn, YTO B NaHenu Parameters, ecTb U Apyrne rpynnbl CBONCTB, KPOME TeX,
47O Mbl 06Ccyaunu. Mbl paccmMoTpuM GOMNBLUMHCTBO M3 3TUX rPynn B nocneaywmx rmasax. OgHako dyaet
NonesHo 34ecb AaTb KpaTKUin 0630p KaxXaom u3 rpynmn:

O6wwme (General)
MepcoHax (Actor)
OTto6paxeHue (Display)

YnpasneHue NMo3on (Pose Controls)

Shaping
Properties \

Display
Properties \

esis 2 Female | v

All

2sis 2 Female | v
All
Currently Used
¥ [G] General
» [G] Transforms
[6] Misc
[G] Mesh Resolu....

» [G] Display
» [G] Pose Controls

Currently Used
v [G] General
* [G] Transforms
[B] misc
[G] Mesh Resolu.
» [G] Actor

Enter text to filter by

Cast Shadows

on @

Visible in Render

Selectable

» [G] Pose Controls

Posing
Properties \

...nesis 2 Female | v

All
Currently Used
¥ [G] General
» [G] Transforms
[G] misc
[G] Mesh Resolu....
» [G] Actor
» [G] Display

Arms Front-Back

pynna General pacnonoxeHa B rpynne Transforms, 4to obcyxganocb Bbiwe. OHa Takke
COAEPXMT CBOMCTBA, KOTOPbIE NO3BOMSAIOT PErYNIMPOBAThL CriaXnBaHWe U pa3peLleHne Ballen CeTKN.

Npynna Actor cogepxut cBoictBa Shaping vnu mopdbl (Morphs). Mopdbl NO3BONSAT MEHATL
dopmbl Bawero nepcoHaxa. Mbl paccmotpum Morphing u Shaping B mage 4. Jliobble CBOWCTBA,
KoTopble HaxoadATcs B rpynne lMNepcoHax (Actor) 6yayT 4OCTynHbI B NaHenn Shaping.

pynna Display nossonsetr Bam perynupoBaTb pasnuyHble CBOWCTBA OTOOpakeHus Ballero
obbekTa nnun nepcoHaxa. Bol MoxeTe BblbpaTh: OyaeT nu BuaeH 06bEKT UK NepcoHax npyu onHanbHom
BM3yanusaumu, byaet nu otbpackiBaTb TeHb Ny 6e3 TeHu, a Takke gpyrue BapuaHThl.
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Npynna Pose Controls cogepxuT CBOMCTBA, KOTOPblE MO3BOMAOT NpuaaTh No3y Ballemy
nepcoHaxy. OTK CBONCTBa ByAyT KOHTPONUPOBATL TakMe ABMXEHUSA NepcoHaxa, kak NogHAaTue nnu
onyckaHue Pyk (Arms), unu otkpbiTne u 3akpbite Pta (Mouth). Jllo6oe cBowncTso B rpynne Pose
Controls, Takke nossutcsa u B naHenu Posing.

Pa3den 2.6 — CoxpaHeHue u 3a2py3Ka CUeHbl

Korga Bbl noTpatunM MHOrMe 4acbl Ha MNOCTPOEHUE U
OpraHn3aumio CBOEN CUEHbLI, Bbl 3aXO0TUTE coxpaHuTb eé. DAZ
Studio npepocTaBnAeT HECKONbKO CNOCOBOB COXpaHUTbL Bally
paboTy M OCHOBHOM M3 HUX ITO COXpaHeHue danna CueHbl
(Scene). lpu atom uHpopmaums o060 BCEM B BaLUEN CLUEHE P N—
(nepcoHaxax, rapgepobe, npegmMeTax, WCTOYHUKax CBeTa, , —
kamepax u T.4.) 6ygeT coxpaHeHa. lMpu oTkpbITUM charina cueHbl, & oven. om0
BCE 3arpy3uTcs Tak, Kak Oblsio npu coxpaHeHumM CLEHbI. . - Ciri+Shift+0

YTtobbl coxpaHuTb dann cueHbl B DAZ Studio, BbiGepuTe
B rmaBHOM MeHio File — Save.... Bbl MOXeTe Takke MCMonb-
3oBaTb ropsiune knasuwm Ctrl+S ana PC unn Cmd+S ana Mac. ) wmpor..
910 gencTtene oTkpoeT auanor Filtered Save, roe Bbl cMoxeTe et

o end to Bryce...
AaTb UMsA csoeMmy paiiny cueHbl U BbibpaTb MecTo Ans ero PN
COXpaHeHusl. 3anoMHUTe, rae Bbl COXpaHSETE CBO CLIEHY U Tam % Send to ZBrush...
Bbl CMOXeTe HanTu eé noaxe. Nocne Toro, Kak Bbl Bbl6paJ'II/I NM4A - z Bl

N MecTo coxpaHeHus, Haxmute CoxpaHuTb (Save) n DAZ Studio
coxpaHuT Baw dann. B 3aBMCMMOCTM OT pa3mepa Ballen cueHbl
M CKOPOCTM BalLEro KommbloTepa, 3TO MOXET 3aHATb OT
HECKOMbKUX CEeKYH, 0O HECKOITbKUX MUHYT.

Bbl MOXeTe OTKpbITb paHee COXpaHEHHbIM hann cueHbl, BbiopaB B rnaBHOM MeHwo File —
Open... vnu wucnonb3oBaTb ropsune knasuwmn Ctrl/Cmd+0. 3710 gencteve OTKpoeT Auanor
OTkpbiTus danna (Open File), rae Bbl cMoXeTe yBUAETb CBOM COXpaHéHHbIe dhainbl cueHbl. [ocne
TOro, KaK Bbl HALLMN CBOIO CLeHYy B hannoBom Bpaysepe, Bblaenute eé, LENKHYB Mo HeW, N 3aTeM
weénkHmte Ha OTkpbITh (Open). OTKpbITME hanna CueHbl 3aMeHUT BCE B BalLEN TEKyLLEN CLEHe,
noatomMy ybeautech, 4TO COXpaHUM CBOK NpeablayLiyto paboTy nepen OTKpbITUEM HOBOro danna
cueHbl. Ecnn Bbl Bblibepute File — Merge... (O6beauHWTb) UNKU ropsyYMMK  KnaBuLaMU
Ctrl/Cmd+Shift+O, To cbann cueHbl 6yaetT 06beAMHEH C YKe OTKPbITON CLEHOW, a HE 3aMEHUT e€.

-] Filtered Save B
n.0.68 Filtered Save
T <« Studio » My Library + Scenes v & | | SearchScenes ) % i
Orgsnize +  New folder = @ 5 =
A i v
T S Name Date modified Type i I = () (s e
B Desktop m Dragon Tutorial.duf 9/11/2013 3:51 PM DSON User File o .
& Downloads FAVORITES [ My Library = L aniBlocks [ shader Mixer
- Render Library L Animals
z i Desktoy - =
& Recent places e i [ Camera Presets
& Google Drive & nielson & dan
¥ Applications [ DAZ Swdio Tuterials
4 Libraries B Documents I Enviranments
= ! 3 [ Light Presets
> [ Documents i Goagle Drive [ People
> o Music SHARED & Props
[ Pictures e a [ Readbe's
> = L Runtime
B videos I dazasusfin (] Scenes »
- 12 dazcsasusqe 1 Seripes
al, = v < = =i . I shader Fresets
f-Na,,,w i1 DAZiMac2009 A
e
] @ - .
Save as type: | DSON User File (*.duf) v New Folder Save
2.0
s 0 saye
= Hide Folders Cancel
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Pasden 2.7 — Kpamkut O630p (Wrap-Up)

Mbl norosopum o Buadyanusauum 6onee nogpobHo
B naee 8. OpgHako, nocne Bcen paboTbl, ycepaHOro
MaHUNyNMPOBaHMA U NMOCTPOEHUSI CBOEWN CLEHbI, Obino
6bl pasymMHO caenatb e€ Bu3yanu3saumio. [ina Busyanu-
3aUMn CUEHbl C UCMONb30BaHMEM TEKYLUMX HaCTPOEK,
oTKpovTe Render B rmaBHOM MEHKO U BblibepuUTe MyHKT
Render. B «kayecTBe anbTepHaTuBbl, Bbl MOXeTe
ucrnone3oBaTb ropsudve knasuwmn Ctrl + R gna PC wunu
Cmd + R gna Mac. 3T1o 3anycTut npouecc Bu3yanusa-
UMM 1 Bawe uHanbHoe M3obpaeHne NOoSIBUTCS B HO-
BOM OKHe.

36

Aender Connect Window Help

Render Ctri+R

Af RendersSetings..  CtrisshiftsR

Render Editor...
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TeKCcTypbl, NTOBEPXHOCTU U MaTepuanbl

YynecHbln Mup uBeTa

Pa3den 3.1 — BeedeHue (Introduction)

B 6onbwuHcTBe 3D nporpamm, npu co3gaHnm mogenu, no
YMOJTYaHMIO UCMOSb3yeTCA €ANHCTBEHHbIN LBET, 0ObIYHO cepbi. B
peanbHOM MWpe aHanor 3Tomy useTy rnuvHa. Korga cosgaetcs
CKyNbMATYpa M3 IMUHbI, TO €€ UBeT, 3TO LBeT rMuHbl. TONbKO nocne
TOro, Kak XyOOXHWK packpacuT CKymnbhTypy, OHa nNpuobpeTeT
YHUKanbHbIM UuBeT. To Xe camoe npu mogenuposaHuu B 3D. LiBeT
3D “rnuHbl” onpegenaeTca NporpaMmMon MogdenupoBaHus. BmecTo
TOro 4toObl KpacuTb NpsIMO Mo mogenu, B DAZ Studio npumeHs-
toTca TekcTypbl (Textures) nnu TekctypHble KapTel (Image Maps).

Ipumeuanue:  Bonvwuncmeo — mooenell, KYNAEHHbIX 8

Unmepnem-macasune DAZ 3D, umerom ceou mexcmypol. Ho smo ne

Default Gray

3Havum, 4mo 6sbl HE CModHceme UxX UsMEeHUm»s.

MnmaBa 3 nocesilLeHa MOMHOCTBHIO MOBEPXHOCTAM Balwen mogenu. Mbel npobexunmcsa no
WMHCTpYMeHTaMm, JOCTynHbIM B DAZ Studio, KOTOpble NO3BOMAT BaM U3MEHUTb LIBET 06bekTa OT
Ceporo no ymonyaHuio Ao yero-to 6onee nHtepecHoro. BoamoxHocTu 3geck 6eckoHeuHbl. Bbl
MOXeTe CoCpefoTOUNTBLCH Ha rmneppeannamMe 1 nomnbITaTbCA NONyYNTb NOBEPXHOCTU HACTOSLKO
pearnbHble, HACKOMNbKO 3TO BO3MOXHO. Bbl MOXeTe cTunu3oBaTb CBOW MOBEPXHOCTU MOA CTUMb
MYNbTUNNNKALUMOHHOTO burnbma nnu BelbpaTb YTO-HUOYAb NpomexyToyHoe. C DAZ Studio atu
BO3MOXHOCTU HaXoOATCA B BaLLUX pyKax.

Pa3den 3.2 — lNoeepxHocmu (Surfaces)

Mepen npuMMeHeHWeM TeKCTyp K Bawen durype
pPacCMOTPMM HECKOSIbKO OCHOBHLIX MOHATUA. [lepBoe
noHsatTne ato [loBepxHocTb (Surface). 310 He Takoe
TPYAHOE MOHATME WU BaM HE HYXXHO WMeTb OBLIMPHbIE
3HaHMA npegmeTa, YTobbl ObITh yenelwHbiM B DAZ Studio.

A — Surface saBndaetcsa cneundomyeckon 4vactbto 3D

MOZenu, TOM rpynnon KOHKPETHbIX MONMroHoB, o6beau-

HEHHbIX 00OLLMM CBOMCTBOM, KOTOPOE OMMUCLIBAET BHELLUHUN

BUAO NoBepXHOCTU mogenu. Npn mogenupoBaHnmn Mogenu,

= face Example onpenenéHHbIM YacTsiM e€ NoBEPXHOCTU NpuUcBaMBatoTCs
nmeHa. Kaxgom u3 atux nosepxHocTenm OyayT coOT-
BETCTBOBATb KOHKPETHbIE MOMNIOHBbI.

Y npocton Mogenu MoxeT ObiTb TONbKO OAHA NOBEPXHOCTb, B TO BPEMS KaK y CIOXHOM
MOZENn, X MOXeT BbITb HECKONbKO. Y churypbl Genesis, Hanpumep, nmeeTca 26 NOBEPXHOCTEMN.

Ilpumeuanue: Buvl modceme npocmompems HOJIHBIN CRUCOK NOBEPXHOCMEN MOOenu 6 nauenu
Surfaces. Iloopobnee 06 smom 6 Pazdene 3.5.
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MoHATMEe npowe npounmncTpMpoBatb npuMepoM. [1lpeanonoxmm, 4YTO Bbl  XOTUTE
CMOOEeNMPOBaTb XaKeT. Y BONbLUMHCTBA XaKeTOB UMEITCS KHOMKM, MOJTHUW, 3aCTEXKN, 3aKMenku n
T.O., @ TaKk Xe TkaHb. Bce aTm vactu oTtnuyatoTca Apyr OT gpyra, U BbIrMsgsaT MNO-pasHoMy.
Paspabotunky 3D mMopgenu 6bino 6bl LenecoobpasHoO MPUCBOUTL KHOMKaM CBOM MOBEPXHOCTMW,
MOSTHMX CBOKO W T.O. OTO NO3BOMMT MOMb30BaTENIO HAaCTpamBaTb BUA KAXOOW YacTu OTAenbHO. B
3TOM Cny4yae nonb3oBartenb OyaeT B COCTOSHMM NpMAaTh TKaHW MATOBbIN BUA, @ KHOMKAM U 3aCTexKe
6nectawmn. B DAZ Studio nonb3oBaTtesib MOXET HAaCTPOUTb KaXKayto MOBEPXHOCTb NO OTAENbHOCTY,
BMECTO TOro, YTOObl MPUMEHATH HACTPOMKN K MOBEPXHOCTU BCEN MOLENN.

Pa3sden 3.3 — TekcmypHbie kapmbl (Image Maps)

Tenepb, Korga Bbl 3HaeTe, YTO Takoe
NMOBEPXHOCTb, Mbl MO3HAaKOMUMCS CO Criefyto-
LM MoHATUEM - TekcTypHon Kapton (Image
Map). OHa saBnsieTca AByMepHbIM n3obpaxe-
HMEM, Ha KOTOpoe NepeHeceHa NOBEPXHOCTb.
BOonbWMHCTBO NOBEPXHOCTEN MMEIT TeKC-
TypHble KapTbl (Image Maps). OHn obecne-
YMBaIOT CaMbll MPOCTOM Crnocob nonyyYeHus
NOBEPXHOCTEW, KOTOPble He BbIFMAAAT OA4HO-
POAHBIMW (HaNpuUMmep, Koxa C BECHYLUKaMW).
Mo cywecTtBy oHM pobaBnsOT gertanen K
NMOBEPXHOCTN MOAENM.

Ipumeuanue: Image maps uroeda ynomuna-
iomes kak Texture Maps, ocobenno xozoa omnu
Ppaz-pabomanvl 051 UCTIOAL30GANUL 8 CEOUCMEE
Diffuse Color. Cuompume Pazoden 3.5.1 nuorce.

Face / Torso Image Maps
Diffuse Image Maps Applied to Model

TeKkcTypHble KapTbl MOMYT CIYXWUTb
MHOXeCTBY LUenen, u Mbl obcyaum wux B
Pasgenax 3.4 n 3.5. A noka moxeTe aymaTtb
o KapTe kak o 6Gymare, B KOTOpYIO 3aBEpPHYyTa
Balla moaernb.

Cnocob HanoXxeHus TeKCTypHOW KapTbl Ha Mmoaenb onpegenset UV Packnagka (UV Set) ato
PS4 ABYMEPHbIX KOOPAWHAT, KOTOPbIE COOTBETCTBYIOT TPEXMEPHBIM TOYKaM Ha mogenun. CnoxHocTb
oTobpaxeHunss UV He BygeT packpbita B 3ToMm pykoBoactee. OgHako DAZ Studio nossonseT umeTb
Heckonbko UV packnagok ans courypbl. Mel o6cyanm, kak meHaTe UV packnagky cdurypbl B Pasgene
3.5.8.

Ha PUCYHKe Bbllle Bbl BUOAUTE NpUMep NpUMeHeHUA TEKCTYPHbIX KapT And JIlnua n TyJ'IOBI/IUJ,a
B CGOpHVIKe Genesis. Mbl Hageemcsl, YTO 3TO BaM MOMOXET MOHATb, Kak OBYMepHble KapThbl
NMPUMEHAIOTCA K TpéXMeprIM mMoagenam.

Pa3sden 3.4 — lelidepnI lNoeepxHocmu (Surface Shaders)

MocnegHee ocHoBomonarawwee MOHATUE, C KOTOPbIM Mbl OOSDKHbI MO3HAKOMUTBCA 3TO
noHstue LWengepos MNoesepxHoctn (Surface Shaders). OHo ewé 6onee abcTpakTHO, YEM NOHATME
CaMOoW NOBEPXHOCTU M €€ TEKCTYPHOW KapTbl. [MprynHa aTOro 3aknoyaeTcsi B TOM, YTO Bbl HE MOXeETE
BMAETb CaM LUENAep B CBOEW CLEHE, a MOXeTe YBUAETb TONbKO pe3ynbTaT ero AenNCTBUS.
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CawmbIli npocToi cnoco® onncaTb enagep NoBEPXHOCTU COCTOUT B TOM, YTOObI ckasaTb, YTO
3TO nporpamma, KOTopyl 3anyckaeT [Bwxok Busyanmsatopa (Render Engine) gna kaxgown
BUOVMMOW BbIOPAHHOM TOYKM Ha MOBEPXHOCTU, B KOTOPOW OMUCLIBAETCS €€ KOHEYHbIN LUBET U
Npo3payHOCTb. OTa NporpaMma BbIMMCASAET, KaK NOBEPXHOCTb B3aMMOAEWCTBYET CO CBETOM, Kak
oTpaxaeTcs, npenomnseTcsd u 1.4. Lenaep noBepxHOCTU, B KOHEYHOM CYETE, onpeaendeT 3HaYeHue
RGB ans kaxgoro nukcens B cLEHe.

3aberas Bnepén MOXHO cKasaTb, YTO LWewngep noBepxHocTn 3to “llengep”, koTopbin
NPUMEHSETCH K OOHOM UMW HEeCKONbKMM noBepxHocTsaM. B DAZ Studio ecTb 5 pasnunyHbiX TMNOB
wenagepos, Bkntodasa [lMoeepxHocTb (Surface), Ceet (Light), O6bém (Volume), Busyanusatop
(Imager) n Cmewenune (Displacement), KoTopble Hapsay C NOMb30BATENBCKMMU NOBEPXHOCTHLIMU
wenaepamu, ABNSAOTCS Hanbornee pacnpocTpaHéHHbIMU. B 3ToM PykoBOACTBE Mbl KOCHEMCS TOJTbKO
Wenaepos NoBepxHOCTU. [ipyrue wenaepbl OnNMcaHbl B OHNanH-40KYMeHTaLunun.

K cuyactblo, mogenu B DAZ Studio nocTtaBnsawTCca yXe C roToBbIMWU LLenaepaMn 1 Bbl He
OOJKHbI BONTHOBATLCS O CO3AaHnn cobcTBeHHbIX. OcTaBuM 3TO paspaboTtumkam mogenen. Beé, uto
Bbl AOIKHbI 3HaTb, 3TO TO, YTO Wenaep NOBEPXHOCTU, MPUMEHEHHBIN K MOBEPXHOCTU, ONpeaenseT,
OOCTyMnHble en cBoWcTBa B naHenu Surfaces. lMo3xe B 3TOM pasgenie Bbl y3HaeTe, Kakon
NOBEPXHOCTHLIN LWenaep Ucrnonb3yeTca B Moaenu.

Hanbonee pacnpocTpaHEHHLIN TUMN NONb30BATENLCKOMO LWenaepa 3To Wengep NoBePXHOCTH,
O[HaKo, OH He fABNsAeTCcAa WengepoMm no ymondaHuto B DAZ Studio. Bbl MOXeTe CTOMKHYTbCH C
cuTyauumen, Korga nogu ynoMnHaroT LWenaep NoBepxXHOCTU NPOCTO, Kak wenaep. Ha camom gene,
3TO HenpaBunbHO. Kak roBopunocb paHee, ObiBalOT pasnuyHble TuMnbl LWenkgepoB. Lengep
NMOBEPXHOCTU ABMSETCA O4HUM M3 TUMNOB WenaepoB. HasbiBas wengep, 06a3aTtenbHO ykasbiBanTe
ero Tun. Bel MOXeTe Takke CTOMKHYTbCA CO cryvaamu, Korga nioau HaseiBatoT “Shader Preset”
Lenaepom 1 3To TOXKE HEMPaBUIbHO.

Ipumeuanue: Peszynomam 3Delight eusyanusayuu nosepxnocmu ¢ npumenénnvim nonv308amenbCKum
weloepom MOBEPXHOCMU,  MOJCEM  CYWeCMBEHHO —OMAUYAMbCA  Om  MOo20, 4YMO 6bl  GuUOUMmMe 8
npeosapumenbHoM RpoCMompe.

Pa3sden 3.5 — lMaHensb NMosepxHocmel (The Surfaces Pane)

[Jo cux nop B 3TOM rnaBe Mbl obcyxganu
urraces
NOBEPXHOCTU,  TEeKCTypHble  KapTbl UK  LWengepsbl
P
NOBEPXHOCTMU, YTOObI MOArOTOBUTLCS K UCMONb30BaHUIO

Editor

Shader : omUberSurface

naHenu lNMoeepxHocTen (Surfaces). B aton naHenu Bbl

CMOXeTe HacTpamBaTb NMOBEPXHOCTU CBOUX 0OBLEKTOB. B - S
KomnoHoBke WHTepdenca Hollywood Blvd naHenb 3'"9""* Used I
vl Genesis 2 F...
Surfaces pacnonoxeHa Ha NeBOM CTOPOHE WHTEp- » B Default T...
devica, Bo Bknagke Actors, Wardrobe & Props. :::f-‘“" -
MaHenb Surfaces pasgeneHa Ha Tpy 3aknagku. G = »
| S A c
Bbl MOXeTe yBuaeTb UX CBEPXY MaHenn. OTO 3aknagku » @ Ears Diffuse Color 3
. rOEyelashes =
MpeayctaHoBok (Presets), Pepaktopa (Editor) wn & EyeRe.. FEI 3
3anekanve Wengepa (Shader Baker). B atom pasgene > & Face ry— 5

. » @ Feet
Mbl COCpeaoTouMMcst Ha 3aknagkee Editor. Ecnu % o @

3aknagka Editor He BblgeneHa, ToO OTKPONTE eé. B Foreorms | M
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3aknagka Editor naHenn Surfaces opraHu3oBaHa Tak e Kak B naHenu Parameters. Ha
NneBOW CTOPOHE Bbl BUAMTE CBOE TeKyllee BblereHve B CUeHe, a TakK Xe BCe CBf3aHHble C HUM
aneMeHTbl, TaKMe Kak ogexaa, Boriochbl Unun npegmeTsbl. Bbl MoxeTe pa3BepHyTb ntobor n3 o6bekToB
B 9TOM cnucke, 4Tobbl yBUAETb €ro MOBEPXHOCTW.

Ipumeuanue: /[ns nosignenus ob6vexma na 3aknaoxe EAitor nanenu Surfaces, mexywee evioenenue 6 cyemne
00121CHO  codepacams  ceomempuro. Obvexmul 6e3 ceomempuu, makxue xax "Ceem" u "Kamepw" 30eco

omobpasicamvcs He 6yOym.

Mpwn 3arpyxeHHoN B cueHy cdurype Genesis 2 Female, Ha neBon cTopoHe naHenu Surfaces
Bbl yBMAUTE CNUCOK eé nosepxHocTen. Ecnn xe Genesis 2 Female oTcyTcTByeT B cuUeHe, TO
3arpysute e€. Ecnm naHenb Surfaces nycrta, 1o ybegutecb, 4to Genesis 2 Female BbigeneHa Ha
naHenun Scene.

Ipumeuanue: O mom, Kax 3a2py3ums KOHMeHm 6 cyeny, cmompume Pazden 1.5.1.

Tenepb, koraa Genesis 2 Female HaxoanTca B cueHe 1 BblaeneHa, Bbl AOMKHbI €€ YyBUAETb
B naHenu Surfaces cnesa. LWWénkHnTe Ha ctpernke, pagom ¢ Genesis 2 Female, 4ytobbl yBUaeTh
Habopbl NOBEPXHOCTEN MOOENN MU €€ MOBEPXHOCTU. ATU Habopbl ABMATCA NpegonpeaenéHHbLIMU
ropynnamym nosepxHocTen. OHKM NO3BONAIOT peaakTMpoBaTb MOBEPXHOCTU, KOTOpPble OObIMHO
penakTMpyloTCcs BMeCTe, Hanpumep, nuuo mn rybel, 6e3 HeobxogumocTu BblGMpaTb OTAENBHO
Kaxkayto. Y Genesis 2 Female eCcTb HECKOIbKO NMOBEPXHOCTHbIX HABOPOB. Bbl MOXeTe NPOCMOTPETb
ux, Wwénkaa no ctpenkam pagom ¢ Default Templates unm Legacy Surfaces.

LLIEnkHYB NO cTpernke neBon KHOMKOW MbIWK psaoMm ¢ Surfaces, yBuguTte Bce MOBEPXHOCTU
anst Genesis 2 Female. Tenepb MoxeTe BblbpaTh OTAENbHbIE MOBEPXHOCTU OANS PEAAKTUPOBAHUS.
[na BbloeneHnst NOBEPXHOCTU, MPOCTO LWEMKHUTE FIEBOW KHOMKOM MbIKM MO Hel. Bbl MoxeTte
BblAENUTb HECKOSbKO NOBEPXHOCTEN OAHOBPEMEHHO, yaepxuBasa knasuwy Ctrl u wénkaa neson
KHonNKowm Mbiwn B PC nnn yaepxusas knasvwy Cmd v Wweérnkasi nesown KHornkov B Mac.

JleBbln cTonbel naHenu Surfaces paér
BO3MOXXHOCTb BbIBECTW Ha 3KpaH CBOWCTBA B NMpaBOM
ctonbue. Cpenatb 9TO MOXHO, LWENKHYB NEeBOW
KHonkon Mbiwn no cunbtpy Bcé (All). Bbol moxeTe
Takke yBUOETb TOMbKO Te CBOWCTBA, KOTOpble
ncnonb3yoTca B HacTosiwee Bpemsi. Caenatb 37O

utll

.. o . Currently Used I
MOXHO, LWeEeJIKHyB JieBOM KHOMKOU Mo (*)I/IJ'Ipry T

Tepywee Ncnonb3osarue (Currently Used).

Korga Bbl Bblgenute loBepxHocTb (Surface), MNMosepxHocTn (Surfaces), [NoBepXHOCTHbLIN
Habop (Surface Selection Set), NosepxHocTHble Habopbl (Surface Selection Sets) unu Becb
00beKT, Bbl yBUOMTE CBOWCTBA, CBSA3AHHbIE C 3TUMM MOBEPXHOCTSIMM Ha NPaBOW CTOPOHE MaHenw.
BcnomnuTte 13 Hawero obeyxaenna Wengepos MNosepxHoctn (Surface Shaders) (Pasgen 3.4), 4to
Wengep onpegenseTr [OOCTyrNHble CBOWUCTBA [And BblgeneHHbIX noBepxHocTen. Llenpep,
NPMMEHEHHBIN K Tekywemy BblaeneHuto, OyaeT nokasaH B BepxHew 4actu naHenu Surfaces.
Wenpep nosepxHoctn DAZ Studio Default Hanbonee pacnpocTpaHeH, MOCKOMbKy 3TO LUenaep
NnoBepxHOCTM No ymornyaHuio ana DAZ Studio, HO Bbl Takke cmoxeTe yBuaeTb omUberSurface,
AO0A_SubSurface un gpyrue wenaepbl NOBEPXHOCTU.
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HesaBucunmo ot wengepa, NpUMEHEHHOIO K NOBEPXHOCTN, €CTb HECKOSIbKO CBOWMCTB, KO-
TOpble SABMATCS AOBOJIbHO PaAcnpOCTPaHEHHLIMU cpeaun BGOMbLMHCTBA LWEeaepoOB NOBEPXHOC-
TN. K HUM oTHOCATCS:
* UsetAuddysHoro PaccesHus n UHteHcuBHocTb (Diffuse Color and Strength)
* LBeT 3epkanbHoro otpaxeHus u UHTeHcuBHOCTL (Specular Color and Strength)
* InaHueBocTb (Glossiness)
* LUBetMNoacBetkn u UHTeHcMBHOCTL (Ambient Color and Strength)
* WHTeHcmBHOCTbL Henpo3payHoctu (Opacity Strength)
* HepoBHocTn Penbecda (Bump Strength)
* WHTeHcuBHOCTbL CmeweHus (Displacement Strength)

B cnegyrowmnx pasgenax 6yaeT KpaTko OnMcaHo Kaxkaoe U3 3TUX CBOMCTB.

3.5.1 — JYeem Juehgpy3Hoz20 PaccesiHusi u UHmMeHcueHocmsb
LseTt AuddysHoro Pacceanus (Diffuse Color)

B peanbHOM Mype NoBepXHOCTb O6beKkTa nornowiaet
OQHMW M OTpaxaeT Apyrve AnuHbl BOMH ceeTa. LiBeT, KoTopbin
Mbl BUOUM, ONpeaensaeTcss ASIMHOW BOMHbI CBeTa, OTPaXEH-
HOW NOBEpPXHOCTbLIO 06bekTa. [Anddy3Hoe oTpaxxeHne pacce-
nBaeTCs, T.e. CBET, NadatoLLMi Ha NOBEPXHOCTb, OTpaXaeTcs
OAHOBPEMEHHO BO MHOXecTBO HanpasneHun. Diffuse Color

obbekTta npeacTtaBnsieT cobon uBeT AuMddy3HOro pacce- oo cours
: EEEEEEEN
AHns. Camoe npoctoe obbsAcHeHne ana Diffuse Color 3a- o o o i L [

KnoYaeTcsi B TOM, YTO Mbl BOCTIPUHUMAEM €ro, Kak (MaTOBbII)
LIBET NOBEPXHOCTMU.

EcTtb Heckonbko cnocobos, onpegenstowmx Diffuse Color noBepxHoctn B DAZ Studio.
Cambin npocTon NyTb ANA M3MEHeHUsa 3HaveHus uBeta RGB coctout B TOM, YTOObI UCMOSb-
3oBaTb cBoncTBo Diffuse Color. OHo ByaeT BNUSATb Ha BCHO MOBEPXHOCTb paBHOMEPHO. YTo6bI
N3MeHUTb 3HadeHne RGB, WENKHMUTE NEBOW KHOMKOM W nepeTawmTe Nnodon 13 Homepoes, nNnbo
LWENKHMTE NPSIMO MO UBETY, Mexay Homepamu, 4Tobbl OTKPbITL Auanorosoe okHo Select Color,
KOTOpOEe NO3BONUT BaM BbiOpaTh LIBET 13 LIBETOBOW NannTpbl.

Diffuse Color Menu

BTopoit cnocob onpegenuthb Diffuse Color coctout B
TOM, 4TOObI 3arpy3uTb KapTy M300pakeHWs, Ha3biBaeMyto
TakkKe TeKCTypHow kapton. Ecnu y Bac ecTb kapTa m300-
paxeHusi, ¢ COOTBETCTBYIOLWEeNn Ana nosepxHoctn UV pac-

SrOwsE... Knagkour, TO Bbl MOXeTe 3arpy3anTb ee LernykoMm no Image
::::B — Menu Button, koTopasi HaxoOuTCs Ha TeBOW CTOPOHe
Layered image Editor.. csovictB Diffuse Color ¢ nsobpaxeHuem ykasblBaroLLen BHU3
VSBreskyess jpg cTpenku. HaxaTne KHOMKM OTKPOET BbiNagatloLllee MEHI0 CO
VSBrestyeshl.ipg _ CMWCKOM HedaBHO UCMOSb3YeMbIX TEKCTYP, a TaK Xe HeKoTo-
E::::::'E:E "/ pbiX Apyrux AaencTeumit. LénkHute no Browse..., 4To6bl
V5BrecHeads jpg OTKPbITb OKHO [MpoBoaHuka unm okHo Finder OS X, koTopoe
V5BresHeadSs.jpg NO3BOMUT BaM HaWTn Tpebyemyto KapTy nsobpaxeHus. Tekc-
VeErestisaditloe TypHas KapTa no3sonsieT 06beKTy BbIrnaaeTs 6onee peanuc-
- TUYHbIM, MOTOMY YTO OHa [JonyckaeT MMeTb MHOXECTBO

pPa3fmiMyHbIX LIBETOB AJ14 MOBEPXHOCTU.
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UHTeHcuBHOCTL LiBeTta Oudcpy3Horo PaccesiHusa (Diffuse Strength)

Diffuse Strength onpenensieT konuyecTBo cBe-
Ta, KOTOpbIM ANMY3HbIA LBET BHOCUT CBOW BKNaj B
obLnn BHELWHUA BMA MNOBEepPXHOCTU. Bbl MoxeTe ero
npencTtaBuTb, KakK MNPOLUEHTbl CBeTa, OTPaXEHHOro
noBepxHocTbto. Korga ceovicteo Diffuse Strength 6yget
ycTaHoBreHo B 3Ha4eHne 0%, To BeCb CBeT, NajatoLLni - [FmEGpy Map m
Ha NOBEPXHOCTb, ByaeT NOrnoLwéH 1 NOBEPXHOCTbL ByaeT

Diffuse Strength

. Y

——— \J

kasaTtbca uépHon. Korpa ceouctBo Diffuse Strength
OyneT ycraHoBneHo B 3HadveHue 100%, TO BeCcb CBeT
OyneT oTpaxéH, faBasi UBETY NOSHYIO CUny.

Ceoncteom Diffuse Strength moxHO ynpaBnate ABymsa cnocobamu. [lepBbii - 4vepes
nonsyHok. OH BNMsieT Ha BCIO MOBEPXHOCTb PaBHOMEPHO. Bbl MoXeTe yCcTaHOBUTb MOM3YHOK Ha
nobom 3HayeHun ot 0% go 100%. Kak n B cnyvae co csonctBoM Diffuse Color, Bbl mMoxeTe
pobaentb Ha cBowicTBo Diffuse Strength TekcTypHyto kapTy. PasHuua Tonbko B TOM, YTO 34€eCb
Kapta gomkHa ObiTb 4épHo-Genown. [ukcenu 6enoro uBeTa B WM3006paxeHUW COOTBETCTBYIOT
3HavyeHmtio 100%. [Mukcenn 4YE€pHOro LBeTa COOTBETCTBYHT 3HaudeHuto 0%. Cepble 3HaveHus
HaxogATCcA rae-To Mexay HUMU U Yem TeMHee cepbli LBET, TEM HUXe 3HaveHue. Vicnonb3oBaHue
n3obpaxeHus B rpagjaumsx ceporo uBeTa B KapTe MO3BONSieT BaM M3MEHSTb 3Ha4yeHWe Mo
NMOBEPXHOCTU. TeKCTypHasi kapTa MoOXeT ObiTb 3arpyXeHa, C MOMOLLbIO KHOMKXW MEHI0 CBOWCTBA
Diffuse Strength. Korga oHa npumeHeHa, TO 3HayeHuMe nonayHka Diffuse Strength asnseTca
MHOXUTENEM AN 3HaYEeHUs B KapTe.

3.5.2 - ljeem 3epkanbHo20 OmpaxeHust u UHMeHcueHocmsb
LiBeT 3epkanbHoro OtpaxeHus (Specular Color)

Korga cBeT nagaeTt Ha MOBEpXHOCTb U OTpaxa-
eTCH B OAHOM HanpasneHuu, To 3TO OTPaXXeHWe Ha3blBa-
Specular Color eTca 3epkanbHblM (Specular Reflection). B DAZ
T p—— m Studio, Specular Color oTtHocuTcs Kk 6nvkam, Bbi3BaH-
HbIM 3TUM HanpaBfieHHbIM OTPaXeHWem cBeTa. ITO
CBOMCTBO He wucrnonb3yeTca Angd co3fjaHus adpdpekTa
3epkana. OHo npocTo npeacTaBnsieT cobon uBeT Gnvka
Ha noBepxHOCTU. Bbl MoOXeTe W3MEHATb CBOWCTBO
Specular Color aHanorMyHo u3MeHeHW0 CBOWCTBa
Diffuse Color, ¢ TEKCTypHOM KapTOW, UMK 3HA4YeHUEM
RGB ans noBepxHoCTW.

Click for Color

MUHTeHcuBHOCTL LiBeTa 3epkanbHoro OTpaxeHus (Specular Strength)

Specular  Strength  ananormyHa  Diffuse
Strength, B TOM, 4TO OHa NpeacTaBnseT cobon NPoLeHT
cBeTa, OTPaXEHHbIM OT NoBepxHoCcTN. OgHAKO, 3TO OTHO-
CUTCA TOMBbKO K 3epKaribHbIM OTpaxeHusaMm. [pu 3Hadve-
Huu napameTpa 0% oTpaxeHus HeT, U, criegoBaTeribHO,
HeT Hukakoro 6nuka. MNMpu 3HadYeHun 100% nmeem non-
HOe OTpaXeHue, N BeCb CBET, COOTBETCTBYIOLLEN ASMHbI
BOJTHbI, OTPaXXaeTcs HENoCPeACTBEHHO OT NOBEPXHOCTMU.

Specular Strength T0.0%

cexoions S D
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Bbl MoxeTe u3meHATb cBOMCTBO Specular Strength aHanormyHo n3mMeHeHWo CBOKMCTBA
Diffuse Strength. Koroa npyumeHeHa TeKkcTypHas KapTa, TO 3HavyeHue nonsyHka Specular Strength
ABNAETCHA MHOXUTENEM ANA 3HAYEeHUA B KapTe.

3.5.3 —MsaHuyeeocmb (Glossiness)

MmsaHueBocTb (Glossiness) onpenensieT pasmep 3epkanbHOro 6nvka Ha NOBEPXHOCTM.
Bonee Gnectswan nnu Gonee rnsHUeBasi NOBEPXHOCTb OyAeT UMeTb MeHbLUIA 1 Gonee peskuii
6nuK. MNMOBEPXHOCTb C HU3KUM 3HAaYEHUEM rNsiHUa byaeT UMeTb 3epKarnbHbll 6rvK, paccesiHHbIN Mo
GonbLuUoi nrowaan noBepxHocTu. MMsaHel He BNUSIET HA UHTEHCMBHOCTb Gnuka (KoTopasi perynu-
pyeTcs cBoiMcTBOM Specular Strength, a BNMsieT Tonbko Ha ero pasmep. Tem He MeHee, GonbLume
GNUKN BOCNPUHUMAIOTCS, KaK MEHEE MHTEHCMBHbIE, MOCKOSbKY OHM paccesiHbl Mo GorbLueit nnoLlagm
noBepxHocTu. Mpumepbl Toro, kak cBOMCTBO Glossiness BNusieT Ha pa3Mep 3epkanbHOro Bblaene-
HUS1, NPUBEAEHBI HA PUCYHKE HUXKE.

Glossiness = 95% Glossiness = 75%

CsonctBoM Glossiness MOXHO ynpaBnsTb
TOYHO TaK Xe, kak cBoncTBOM Specular Strength nnm
Ap. Bbl MoxeTe gBuratb NON3yHOK, YTOOblI N3MEHUTb
rMAHeL, BCe NOBEPXHOCTU, YEM BbILLE €ro 3HaYeHue,
Tem Gonee peskum Byaet 6nmk. Bbl MoxeTe Takke
NPUMEHUTb YEPHO-Benyto  TEeKCTYpHYI KapTy K
ceoncTBy Glossiness. Koraa npymeHeHa TekcTypHas
KapTa, To 3Ha4eHue nonsyHka Glossiness sBnseTcs
MHOXUTENEM AN 3Ha4YeHUA B KapTe.

3.5.4 — ljeem ba3oebix TeHeu u MlHMeHcueHOCMb
LiBeT Ba3oBbix TeHen (Ambient Color)

B peanbHOM Mupe cBeT oTpaxaeTcs oT Bcero. Ambient Color - TepMUH, UCMONb3yeMbIn ANs
OnuUcaHNsg pPaBHOMEPHOro BO3OEWCTBUS OTPaXXEHHOro cBeTa Ha CLeHYy, BMECTO HanpaBneHHOro
cBeTa, ucxogsulero oT onpefeneHHoro uctoyHuka. DAZ Studio umutupyeT 3ToT apekT, HO
BMECTO TOro, 4toObl LeNMKOM ynpaBnATb CBETOM, KOTOPbIM BNUSET Ha BCe noBepxHoctu, DAZ
Studio obGecneunBaeTr 6onee rvMbkoe cpeacTBO, KOraa Kaxkaash MOBEPXHOCTb WMEET CBOM
coBCTBEHHbIE CpeACcTBa ynpaBneHnsa aAnsg nponsBoacTea pasnmyHbix acdpdektos. Ceonctso Ambient
Color onpepensieT uBeT 6a3oBbIX TEHEW, CO34aBaeMblX Ha MOBEPXHOCTM MOLENU B pesynbTaTe
OCBeLLIEeHVS B CLIEHE.
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Mo ymonyaHuto ceoncteo Ambient Color yctaHoBneHo B Y€pHbIN LUBeT (3HavyeHne RGB 0, 0,
0). 3T0 MMUTUPYET NOBeOEeHWe pacCesiHHOro ceBeTa B GONbLUMHCTBE peanbHbiX MupoB. OpHako
nameHeHme ceomcte Ambient Color moxeT co3gaTb HEKOTOpble, OENCTBUTENIbHO WHTEPECHbLIE
ahekTbl U Hanbonee pacnpoOCTPaHEHHbIA N3 HUX 3acCTaBUT MOBEPXHOCTb "CBETUTLCA" B 0bnactu
HeJOCTaTOYHOM OCBELLEHHOCTN. MOBEPXHOCTb (DAKTUYECKN HE CBETUTCA (T.€. HE M3MNyYaeT CBET), HO
B 06nacTn HegoOCTaTOYHOM OCBELLUEHHOCTWU, MOXET KasaTbCs, YTO OHa CBETUTCS, €Cn 3HadeHue
csonctea Ambient Color yctaHoBneHo 6onee CBeTNbIM, YeM OCTarbHasa YacTb CUEHbI.

MHTeHcuBHOCTL LiBeTa Ba3oBbix TeHen (Ambient Strength)

Ambient Strength onpenensieT konnyecTBo pac-

CedHHOro cBeTa, KOTOpbIM MajaeT Ha MOBEPXHOCTb.
MomHUTe, 4To adhheKT pacCedaHHOro cBeTa He AelCTBYyeT
W 3HadeHMe CBOWCTBA
Ambient Strength 6ypeT BNMATb TOMbKO Ha MNoOBepX-
HOCTb(1), KOTOpYyl Bbl Bblibpanu. MOXHO W3MEHUTb

Ha OCTallbHYyl0O 4aCTb CUEHbI

Chck and Drag

Ambient Strength

Ambient Strength Tem e cambiM nyTem, Kak Bbl n3me-
HseTe Diffuse Strength wnu Specular Strength. Korga
TEKCTypHad KapTa npuMmeHeHa K cBoncTBy Ambient
Strength, To 3HayeHWe Momn3yHka ABNSAETCH MHOXWUTE-

J1eM Ond 3Ha4eHuA B KapTe.

3.5.5 - MUHmeHcuesHocmb Henpo3payHocmu (Opacity Strength)

Opacity OTHOCMTCS K MpO3payvyHOCTU, WK, Bep-

Hee, K eé oTcyTCTBMIO ¥ ObbekTa. Kak Bbl MOMHUTE U3
Kypca HayanbHOW LUKOMbl - Npo3payHble 06bekTbl nos-
HOCTbIO MPOMycKatT CBET, NOYyNpo3payHble YacTUYHO, a
HenpospayHble He nponyckaloT Boobuwe. Koraa Opacity
paBHa 100%, 10 noBepxHocTb Ha 100% Henpo3payHa.

Chick and Drag

Opacity Strength

Korga Opacity paBHa 0%, noBepxHocTb Ha 100%
npo3payHa unm Ha 0% HenpospayHa. 3HavYeHus mexay
0% 1 100% pgenatoT NOBEPXHOCTb NOMYNpO3paYvyHoONn.

C:fUsersiPublic/Documents/My Tutorial Library/
Runtimeftextures/DAZICharacters/Genesis2/

Opacity Map

Opacity Strength MOXHO ynpaBnATb aHanorM4Ho
APYrMM  3HaYeHWsIM  WHTEHCMBHOCTW. [na BnNusaHUMA Ha
Henpo3pavyHoOCTb BCEW NMOBEPXHOCTU, UCMOMb3ynTe NMON3yHOK
csonctea Opacity Strength.

Bo MHorux cnydasx Heobxogmmo, 4TOOblI Obina
npo3payHa TOSbKO YacTb NOBEPXHOCTU. TO MOXHO caenaTb,
npumeHuB kapty. Opacity Map, koTopas aBndeTca YE€pHo-
Genon kapTon. YE€pHbI LBET B M300OpaXKeHNn COOTBETCTBYET
3HayYeHuo HenpospavyHocTn 0%, T.e. NOSTHOCTBIO NPO3paYHOn
NoBepxHOCTU. benbin LBeT COOTBETCTBYET 3HAYEHUIO HEMpPO-
3payHocTM 100% wnm NOSTHOCTBIO HEenpo3padHon MnoBepx-
HocTu. Opacity Map no3BonsieT Bam, Kak Obl Bblpe3aTb KyCKu
NoBEPXHOCTU. Bbl MOXeTe 3arpy3nTb KapTy TOYHO Tak Xe, KaK
3arpysunum 6bl gpyrue kapTbl N300paxKeHNs - KHOMKOW MEH0
ceonctBa Opacity Strength. Korga kapta wnsobpaxkeHus
npuMeHeHa, 3HayeHwe [OencTBuin nonsyHka Opacity
Strength aenseTtca MHOXUTENeM AN 3HaYeHUs B KapTe.
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Ipumeuanue: Kapmoi nenpospaunocmu (Opacity maps) oowviuno nazviearomes Kapmamu Ilpospaunocmu
(Transparency maps). Tepmun Transparency maps sgisemcs HenpaguIbHbIM Mak, KaxK Kapmsl U300paxcenus
006140 HA3LIBAIOM, CO2NACHO ux Oeicmaus. C mexHuyeckou mouky 3penus Kapma npo3payHoCmu A61emcsl
ungepcueti kapmol Henpospayrocmu. OOHAKO dmu 08a MEPMUHA UCTONLIYVIOMCSL B3AUMO3AMEHIEMO.

3.5.6 — HepoeHocmu Penbegha (Bump Strength)

Mpu cospgaHum 3D mMopenu, eé NoBepXHOCTb
abcontoTHO rmaakas. OgHako, B peanbHOM Mupe uae-

anbHO rnagkMx noBepxHocTen He GbiBaeT. Y yerose- Bump Strongth ¢ 25.0% £¥
YECKOW KOXM eCTb Nopbl U ApYyr1e HefoCTaTKN, CTeHbI
3alwnaknésaHbl HEpoBHO M T.A4. "Bump" nossonset
BaM MoJenupoBaTb 3T HeJoCTaTku, dakTU4eckn He
n3MeHsasa ceTKy obbekTa.

Clhick to Load Map

DAZ Studio wmogenupyeT 3TM HedoCTaTKM 4yepes
onpegeneHHbl TUMN KapTbl M300paXeHusi, HasbiBaemon Bump
Map, koTopaa sBNAeTcss 4YEpHOo-6enbiM  M306paxeHnem,

Bump Strength f  25.0% & yKasblBaloLWNM BENUYMHY MoLenupyemMon HepoBHOCTU. [lo

I Eh ;n; =] ymon4aHuio 3HadveHne RGB 128, 128, 128 cooTBeTCTBYET rnaa-
- = KoM noBepxHOoCTU. CBeTMble y4acTKM yKa3blBaOT BbIMyKNOCTb, a

C:/Users/Public/Documsnts/My Tutorial Library/ .

Runtime#textures/DAZICharacters/Genesis2! TEMHble 03Ha4valT BMATMHbI. Kak Tonbko kapTa nsobpaxeHus

BaseFemale//SBreeTorsoB jpg

OyaeT 3arpyxeHa, cTaHeT OOCTYMHbIM MON3YyHOK AN CBOWCTBA
Bump Strength.

Bbl moxeTe 3arpysutb Bump Map, ncnonb3yst KHOMKY
MeHio cBoricTBa Bump Strength. Koroa kapTta mnsobpaxeHus
npuMeHeHa, 3HaveHue pencTBuMn nonsyHka Bump Strength
ABNSAETCA MHOXUTENeM Ana 3HavyeHus B KapTte. bonblMHCTBO
LerepoB MOBEPXHOCTM MpeanaralT ABa LONONMHUTENbHbIX
csovictBa Bump Minimum n Bump Maximum. 3Tu 3Ha4yeHns
onpegensalT  MoAenvpyeMmble  MUHUMYMbl U MaKCUMYyMbl
Bo3gencTeuda. 3HadyeHns Bump Minimum n Bump Maximum
MOryT UCMNOMb30BaTbCA AN1A CMEeLLEeHUs Unn MmacwtabmpoBaHus
3Ha4eHu Bump Map.

Ipumeuanue: Dpghexm npumenenus Bump ne 6yoem suden, noxa uzobpadicenue mne 6yoem Gu3yaiu-
3UPOBAHO.

3.5.7 — UnmeHcusHocmb CmeweHus (Displacement Strength)

CwmeuleHne (Displacement) asnsetcs aHano-
rom Bump, B ToM, 4TO OHO nossonseT Bam fobas-
NATb AeTann K NOBEepXHOCTU mogdenu 6e3 Heobxo- Chick 1o Load Map m Chonss Map
ANMOCTU UX MofernuvposaTtb. Pa3Huua 3aknioyaeTtcs B \
TOM, 4TO Bump nmutnpyet acbdekt, a Displacement
akTU4EeCKN MeHSIET (POPMY CETKN.

Dizplacement Strength

UTobbl 06BACHUTL pasHuuly, haBaunte BOCMNOJ1Ib3yeMCA NpMepoM. npeﬂ,CTaBbTe KMPNUYHYHO
CTEHY. ,D,J'Iﬂ nMnTaunmn HepOBHOCTeIZ Ha NOBEPXHOCTU KaxXAoro Kupnm4va MO>XHO MUCMNoJib30BaTb Bump,
a and nMnTaunm pacteopa Mexny Kmpnm4amm ncnorib3oBaTb Displacement.
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Tak xe, kak ¢ Bump Strength, Bbl JOMKHbI 3arpy3vTb TEKCTYPHYK KapTy, Y4TOObl MCnonb-
3o0BaTb cBomMcTBO Displacement Strength. TekcTypHaqa kapTta, ucnonosyemas ansa Displacement,
HasbiBaeTca Displacement Map. OHa Takke Y€pHO-6enas n MoxeT BbITb 3arpy>KeHa KHOMKON MEeHI0
csonctea Displacement Strength. Mo ymonuyanuio 3HaveHne RGB 128, 128, 128 He Bbi3biBaeT
cMelleHus. CeeTrnble y4yacTKM ykasblBalOT BbIMyKNocTb (T.e. ceTka ByaeT cmewartbCca Hapyxy), a
TEMHbIE 03Ha4alT BMATUHBI (T.€. ceTka ByaeT cMeLaTbCs BHYTPb).

HeKOTOpre wengepbl NMOBEPXHOCTU MNO3BOJIAT Chick and Drag
BaM YyCTaHaBliMBaTb MWHUMallbHble N MaKCUMMallbHbIE

3Ha4veHusa anga Displacement. 3ToT napameTp onpeaen-
S1eT, HAaCKONbKO Jarneko nouaéTt cCMeLleHne ceTku, Korga L —— }, _
6yayT OOCTUrHYTbI MakcuMarnbHble 3HavYeHns. Minimum
Displacement cooTBeTCTBYeT OTpMLATENbHOMY CMeELLe-
HMo, a Maximum Displacement cooTBeTCTBYeT Nnosio-
XWUTENbHOMY  cMeweHutio.  3HadeHns  Minimum
Displacement un Maximum Displacement wmoryt
1Cnonb30BaTbCA ANS CMELLEeHUs Unmn maclutabupoBaHus
3Ha4eHun Displacement Map.

Dizpla. ~ment . linimum

Ipumeuanue: 1 eounuya ¢ DAZ Studio pasua 1 canmumempy. [Homnume smo, ycmanaeiusas

MUHUMATIbBHbBLE U MAKCUMATIbHbLE 3HAYUEHUS CMEUSEHU.

Ipumeuanue: Bwi ne 6ydeme esudemv s¢hexmur Displacement, noxa usobpasicenue ne 6yoem
BU3YANUZUPOBAHO.

3.5.8 — UV Packnadka (UV Set)

Kak 6bino ckasaHo B Pasgene 3.3, UV Set
ABMSETCa pSAOM ABYMEpPHbIX KoopanHaT, KoTopble
COOTBETCTBYIOT TPEXMEPHLIM TOYKAM Ha MoAernw.
UV Set onpegensiet, kak OBYMEpPHble M306pax-
eHus "nepeHocATca" Ha TpEXMepHble MoAenw.
Xopowwmn UV Set nos3sornseT CBECTU K MUHUMYMY
pacTshkeHne U cxaTue CeTKW, pasmMellasl CTblku B
CKpbITbIX MecTax Moaernu.

[28): UV Set

Einbe Femain

Choose UV Set

Wictoria 5

MockonbKy curypbl Genesis n Genesis 2 umeloT 6onbluve BO3MOXHOCTM NPUMEHEHMSA
mopdoB, To0 DAZ Studio umeet Gonblwoe konuyectso UV packnagok. Ecnv xygoxxHuK cosgaér
3KcTpemManbHbIn Mopd Ansa Genesis unn Genesis 2, TO OH MOXET BKIHOYMUTb OOMONHUTENbHbLIN UV
Set, KOTOpbI YYTET NMOObIE NCKaXXeHUS, BbI3BaHHbIE M3MeHeHuaAMKU B Mopde. MNoaaepkka pasHbiX
UV Set Takke yBennymMBaeT COBMECTUMOCTb TEKCTYPbI Y couryp.

Ceoncto UV Set noBepxHOCTM onpeaenseT, kakon UV Packnagku ncnonb3dyeTca Anst 3Tomn
noBepxHocTn. BaxHo, 4tobbl UV Set cooTBETCTBOBaN TEKCTYPHOW KapTe, B MPOTUBHOM Clyyae Bbl,
BEPOATHO, NOSTyYUTE UCKaXKEHUE N CTbIKU.
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Bbl MoxeTe nameHnTb UV Set ansi ogHOM unm MHOXeCTBa NOBEPXHOCTEN, nnu (Yalle Bcero)
Aans Bcen durypbl. YTtobbl nepekntounte UV Set ans Bawero TeKyLlero BblAeneHusi B MaHenm
Surfaces, WEénkHUTe No cnucky Bbibopa UV Set 1 BbiAENUTE HYXXHbI U3 NEPEYNUCTIEHHbIX.

Pa3den 3.6 — 3aepy3ka lNpecemoe Mamepuasnos

v
rlOJ'Iy‘-IeHI/Ie BCEX MapaMeTpoB AONd Kaxaou
NOBEPXHOCTUN, 3arpy3ka TEeKCTYPHbIX KapT, yCTaHOBKa

3HaYeHUn 1 T.A4. OOBOMBHO YTOMUTENbHO. BonbLUnH- F—

CTBO MPOAYKTOB, KOTOPbIe Bbl MOKyNnaeTe B MarasviHe

DAZ3D, vayT c npecetamu, B CBOWCTBax KOTOPbIX v Materials

3afaHbl 3HAaYEeHUS N 3arpyXeHbl TEKCTYpHble KapThl, _

OnNUCbIBatoLLME NOBEPXHOCTbL(K) Urypbl MM obbekTa u — Fee i

nveHyemble BMecTe, kak Matepman (Material). 3Tu
npecetbl Ha3biBaloTCA [NpenycraHoBneHHble MaTepua-
nbl (Material(s) Presets) 1 ABnai0TCca Ha CerogHALWHNA
AeHb CaMblM NPOCTbLIM CNOcoboM 3afaTb CBOMCTBA ANA Bree Eyes 01

Distance.duf shadow.duf

noBepxHOCTU(el) Moaenu. 901'?"1;2"3" Iz
- [’ b |-

(dojo 5} =agepng

Material(s) Presets moryT GbITb 3arpy>KeHbl CO
cTpaHuubl Presets naHenu Surfaces, a Tak e n3 naHenen Smart Content n Content Library. Ons
AocTyna K cTpaHuue Presets, cHavana ybegutech, 4To naHenb Surfaces oTkpbita. BBepxy naHenm
Bbl yBMAMTE BCe €€ cTpaHuupbl (Presets, Editor, n Shader Baker). LWLénkHnte no Presets, 4To6bl
pacKpbITb 3Ty CTpaHULLY.

CtpaHuua Presets naHenu Surfaces opraHnsoBaHa U (PyHKUMOHUPYET aHanorMyHo naHenu
Smart Content. Ha neBon cTtopoHe nmeeTcs cnucok kateropui (Category View), KOTOpble MOXHO
pa3BepHyTb NN cBepHyTb. Ha npaBon cTtopoHe, B akTUBHOM npeAcTtaBneHun (Asset View), Bbl
HangéTe MKOHKM ONa Kaxaoro danna B BbibpaHHoW kaTeropun. He 3abyabTe, HayaB paboTaTb cO
CTpaHuuen Preset, kak 1 ¢ naHenoto Smart Content, Bbl JOMKHbI BbIOpaTh urypy npexae, 4yem
YyBUAETb €€ NpeayCTaHOBKN.

Ecnn go cux nop y Bac 3arpyxeHa B cueHy Genesis 2 Female, To ybeantecb, 4TO OHa
BblgeneHa. B npoTMBHOM cnydae, Bblgenute €€ Ha naHenu Scene. Kak Tonbko oHa Oyger
BblaeneHa, sce Material(s) Presets, npegHasHa4eHHble ansa He€, ByayT [ocTynHbl. o ymonyaxuio,
OHa npeacTaBneHa C HECKONbKMU LiBETaMU a3 U onuusaMuM Makusika. A Takke OQHON TEKCTYpoWn
Ansa Bcero Tena nop HassaHuem Bree All. Ecnn Bbl ABa)Abl WENKHETE MO KaKoW-NMbo 13 MKOHOK,
3TO 3arpy3uT NpeaycTaHoBKY Ha urypy. He ctecHsiTecb NpoboBaTh pasHble OKpacky rnas v onuum
Makuska. Ecnu Bbl npumeHuTe npenycrtaHoBky Bree All, To aTo BepHeT maTtepuansl Genesis 2
Female kK ncxogHomMy COCTOSIHUIO.

Bbl MOXeTe Takke 3arpyxaTb npeycrtaHoBreHHble maTepuanbl (Material(s) Presets) us
naHenn Smart Content u naHenn Content Library. Jlo6on Material(s) Preset, goctynHbin B
naHenn Smart Content, 6yaeTt gocTyneH Ha cTpaHuue Presets naHenu Surfaces. Vimente B Buay,
YTO 3TOT TWUM NPECETOB OOIPKEH MPUMEHATbCS K 00beKTy B cueHe, nHadye Material(s) Presets He
3arpysuTcs, noka Bbl HEe BblaenuTe obbekT. Ybeamtech, YTO Bbl BblAENUM CBOW LieNeBon 0ObeKT,
nepep 3arpyskoin Material(s) Preset ans Hero.


http://www.daz3d.com/people
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MpeceTbl maTepranoB MOryT m3baBuTb Bac OT YacTW HyAHOW paboTbl U COKPaTUTbL BpeMs
BaLluero paboyero npouecca. OgHako, MHOrMe NPoABMHYTbIE NOMb30BaTENN PACCMaTPUBALOT UX, Kak
cTapToByto TOouKky. He orpaHunumBanTe cebsi npegyctaHoBkamu. [Nocne 3arpy3ku Material(s) Preset,
nonpobyrTe no3aHMMaTtbCca C MobbiMM CBOMCTBaMU Ha cTpaHuue Editor naHenn Surfaces. 31o
NOMOXeT BaM MOHATb, Kakon 3dEKT OKa3blBaeT KaXdoe CBOWCTBO Ha MOBEPXHOCTb Ballero
obbekTa. [loMHUTe, Bbl BCerga MoXeTe KynuTb AOMNOSNHUTENbHbIE TEKCTYPbI U NpeceTbl MaTtepuanos
B MarasnHe DAZ3D. ®akTnyeck oanH 13 ny4ywmx cnocoboB y3HaTb O MOBEPXHOCTHbLIX CBOMCTBAX U
nxX OencTBUM, COCTOUT B TOM, 4YTOObI aHanusuposaTb Material(s) Presets, KynneHHble B MarasuHe
DAZ3D.

Pasden 3.7 - UHcmpymeHm BbideneHusi [loeepxHocmu
(Surface Selection Tool)

B gononHeHue K Bbl4eneHnio NOBEPXHOCTH B NaHenu Surfaces, Bbl
MOXEeTe TaKke BblAENUTb MNOBEPXHOCTb MPAMO B OKHE MpPOCMOTPA,
ucrnonb3ys NHcTpymeHT BobloeneHus lMNoesepxHoctn (Surface Selection
Tool). 3toT cnocob nmeeT Heckonbko npeumyLlecTts. Npexae Bcero, oH
no3BonsieT BaM BMAETb TOYHO, KakMMy obnactamm mopenu siBnsietcs

YacTb Kaxaomn NOBEPXHOCTMU. BTopoe TO, YTO OH AaéT BaM BO3MOXHOCTb
BblOEJINTb NOBEPXHOCTbL, Aae €Clin Bbl HE 3HaeTe, KakK OHa Ha3bliBaAE€TCA. Tool Bar

Onsa ncnone3oBaHua Surface Selection Tool, cHayana akTMBUPYWTE €ro Ha NaHenu MHCTpy-
MEHTOB, Ha)kaB JIEBOW KHOMKOW MO WKOHKE WHCTPYMeHTa. Kak TOMnbKO MHCTPYMEHT OyaeT akTuBM-
poBaH, HaBeauTe CBOW Kypcop Ha dourypy B OKHe NpocMOTpa U NOBEPXHOCTb, Ha KOTOPYIO HaBeOéH
Kypcop B AaHHbIi MOMEHT, ByaeT BbiaeneHa, a eé Ha3BaHne oTobpasnTca psagom ¢ Kypcopom. Ecnm
Bbl LIEMKHATE FIEBOW KHOMKOW MbIlIN, B TO BPEMSI Kak MOBEPXHOCTb BblOenunacb, OHa CTaHEeT
BblgeneHHon B naHenu Surfaces. Ygepxusas knasuwy Ctrl/Cmd, MoxHO BbibpaTb 0OAHOBPEMEHHO
HECKOJ1bKO MOBEPXHOCTEMN.

Pa3den 3.8 — CoxpaHeHue lfpedycmaHoeok Mamepuana(os)

Takum 06pasoM, Tenepb Bbl caenany paboTy no
E— yCTaHOBKe BalUMX MaTepuanos. He nmeeT 3HaueHus,
D tew caen 0 X | uto Bbl HacTpOMMM TOMBLKO HECKONbKO CBOICTB
g e oo 4 NOBEPXHOCTEW, UM YCTAHOBUMN BCE CBOM MaTepuarbl

cus MOMHOCTLIO, Bbl IOMKHBLI FOPAUTLCS CBOe paboToit U
Ey soone. SIS OHa He JormkHa nponacTb 3ps. DAZ Studio nossonsieT
ey BaM COXpaHATbL BCIO CBOW paboTy ¢ MaTepuanamu

el fase reset mopenv B Material(s) Presets.

Eﬂ Wearable(s) Preset...

end to Hexagon... I character Preset

- condto e o roptes e Y1obbl coxpaHuTe Material(s) Preset, cHavana
CreQ | By Shaping Proset. ybeautecb, 4TO OOBLEKT, ANA KOTOPOro Bbl XOTUTE

C"dl 3 COXpaHuTb NpeceT, BbiaeneH. B npoTueHOM cnydvae,

’ [ —— BblAenuTe 3ToT 06bEeKT Ha naHenu Scene. Kak Tonbko

| LR xenaembin obbekT OyaeT BbigeneH, nepevanTe B

MeHo File — Save As — Material(s) Preset n wénk-

HuTe ero. OTKpoeTca Avanorosoe okHo Filtered Save, rae MoXxHO BbIGpaTh MECTO [t COXpaHEeHUs
1 Ha3BaTb Baw npecet. Koraa 6yaete rotosbl, HaxmuTe CoxpaHuTb (Save) v 3anoMH1UTe MecTo, rae

Bbl COXpaHAeTe cBom npecerT, YTOOLI Bbl MO K HEMY O6paTI/ITbCFI Nno3xe.



http://www.daz3d.com/people/textures-skin-maps
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Tenepb Bbl OOMKHbI YBUOETb ANANOroBoe OKHO
Onuuun CoxpaHenusa lMpeceta Matepuana (Material(s)
Preset Save Options), B KOTOPOM Bbl MOXeTe BblbpaThb,
Kakme matepuanbl obbekTa BKMounTb B npeceT. MoxHO
BKITOYNTb TONbKO HECKOSMbKO MaTtepuanos, Hanpumep,
€Cnn Bbl COXpaHsieTe NMpeceT, KOTOPbIA BNUSAET TONbKO
Ha rnasa dwurypbl. Kaxgaa BkNOYEHHaa B npeceT
NMOBEPXHOCTb [OOSPKHA WMMeTb ranouvky. Ecnu Bbl He
XOTUTE BKIKOYUTb MOBEPXHOCTb B MNpeceT, CHUMUTE
ranoyky psaoMm C Has3BaHMEM 9TOM MOBEPXHOCTWU. Bbl

Takke MoxeTe BblbpaTb, Kakme CBOWCTBA OyayT BKtO- Fie Options:

YeHbl AN KaXOoW NOBEPXHOCTU. HaxmuTe Ha cTpernky | Compress Fie. Oé'c“i,_
nesee Ha3BaHWSA MOBEPXHOCTU, W Bbl yBUOUTE Kaxaoe

CBOMCTBO, WUCNOMb3yeMoe AN ornpegeneHna matepu- (A7) | Accept

ana. I'Ipvl HeobXxoaANMOCTH, Bbl MOXKETe BKNOYATb NN OT-

KnioyaTb cBoncTBa. Ecnu Bac BCE ycTpamBaeT, HaxmuTe ) : )
kHonky MpuHsTb (Accept), YToBbl COXPaHUTL U3MEHE- Material(s) Preset Save Options Dialog

HUA.

Bbl MOxeTe yBMAOETb CBOM COXPAHEHHbLIN MpeceT Ha cTpaHuue Presets naHenu
Surfaces, naHernm Smart Content wunm B naHenu Content Library B kaTeropun
HekaTteropupoBaHHoe (Unassigned). Ytobbl 3arpy3antb npeceT B CuUeHy, ABaxabl
LWENKHNTE Ha ero MKOoHKe, NMbo nepeTawmTe e€ B CUeHY M OTNYCTUTE KNaBuLly MbIIK Ha
BaweM obbekTe.

Pa3den 3.9 — YacmuyHas Busyanu3ayusi (Spot Rendering)

MpenBapuTenbHbIA NPOCMOTP YacTo He [JAaéT BO3MOXHOCTb
yBuaeTb, Kak ByayT BbIrMageTb MaTepuarnbl CO CBOMCTBaMU, KOTOpble
Bbl ycTaHoOBUNM B naHenu Surfaces. MHorne cBonctBa NOBEPXHOCTU
Bbl He yBuauTe, Moka He Buadyanuanpyete cueHy. K coxaneHuio,

BM3yanusauusi O4eHb PEecypCOEMKMI Mpouecc, U ans Budyanusaumm Tool Bar
BCEW CLIEHbI MOXET NOTPEOOBaTLCA MHOIMO BPEMEHM.

DAZ Studio umeer WHcTpymeHT YactuyHon Busyanusauum
(Spot Render Tool), koTopbii NO3BONSIET BaM BU3yann3mpoBaTb TOMbKO
YyacTb cueHbl. Bbl MoxeTe mncnonb3oBaTb Spot Render Tool ana toro,
4yT06bI OLICTPO NPOBEPUTDL, KaK BalLK MaTepuansl 6ygyT CMOTPEeTbLCA Npu
duHanbHOM BM3yanusaumun. MNMpocTo WENkKHMTe No ukoHke Spot Render
Tool Ha naHenu WHCTpyMEHTOB, 4YTOObI €ro akTuBMpoBaTb. Tenepb
LWENKHUTE NeBOM KHOMKOW MbILUKM B OKHE MpPOCMOTpa W MOTSHUTE B
e Erample cTopoHy. [MosBuTcA nNpsMoyronbHasi NyHKTMpHast pamka. DAZ Studio
BM3yanuavpyeT BCE B npegenax 3TOW pamKkh, C UCMNONb30BaHWEM
TEeKyLUMX HaACTpoeKk Bu3yanusauuu. PesynbTaT nosBuMTCA NpsMoO B
obnactu npocmoTpa.

Pa3den 3.10 — Kpamkuti O630p (Wrap-Up)

BoT 1 Bcé o noBepxHocTax (Surfaces) n matepuanax (Materials). Mbl Hageemcsi, 4TO Bbl HE
nodaBneHbl, a BMECTO 3TOr0 BMAUTE BO3MOXHOCTWU, KOTOpble OHM obecneumBatoT. CosgaHve
peannucTM4eckun BbIrMsaAsaWwmnX MmaTepmanos 4aeTcsa ¢ onbiToM. Jlyywmm cnocobomM nonyYnTb XOPOLLNIA
pesynbTaT B CO3[4aHUM MaTepuanoB, SBNSAETCS MpakTMka U 3KCrnepumeHT. Bcé cTaHeT HeMHOoro
Becenee n Oyaet ropasgo MeHblUe TEeXHUYEeCKMX nogpobHoCcTen B criegylowen rnaese, rae Mol
NoroBopmmM o0 NpuaaHum hopmbl BaLlen urype.
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NMpunpaHune hopmbl (Shaping)

HacTpoiika Bawlero nepcoHaxa

Pa3den 4.1 — BeedeHue (Introduction)

Basic Figure

Ecnu Bbl npountanu Maey 2 atoro PykoBoacTtea,
TO 3HaeTe, KaK 3arpy3uTb NepcoHax, [06aBUTb K HeMy
odexay, npeaMeTbl N okpyxatowyo cpeny. B [naee 2
KpaTko obcyxaanocb, Kak YnpaBnATb 3arpy>KeHHbIM
KOHTEeHTOM B naHenu Parameters. O6cyxaeHue 6bino
COCpenoTOdeHO rrnaBHbIM 06pa3oM Ha nepemMeLleHusx
duryp. Utobbl caenaTh CLUeHy YHUKanbHOM, Bbl JOMKHbI,
ncnonb3yst Mopdbl, NpuaaTh BalMM NepcoHa)Kam CBO
YHUKaIbHY0 opMmy.

/ Basic Male Head
/M

UTak, 4To xe Takoe Shaping, n 4To Takoe mopd "
(Morph)? B DAZ Studio TepmuH Shaping wucnons- [ v =
3yeTcs ANA OnucaHusa npouecca W3MeHeHuss opMbl
obbekta. Shaping ocyuwecTnserca ¢ nomouybto Liene-
Bolx MopdoB (Morph Targets). Leneson Mopd
(Morph Target) unu npocto Mopd (Morph) cogepxut
MHopMaumto ons Kaxaon m3 sepmH 3D obbekTa, 1 TOo,
Kak OHM OOSMKHbI ABUraTbCA OTHOCUTENbHO ApYr Apyra,
npu npumeHeHnn mopdpa. K cuacteto onga Hac, DAZ
Studio BbINOMHSET BCE COXHbIE BbIMUCIEHUA WU
npegocTtaenseTr Mopdbl nonb3oBaTento B BuAe
non3yHKoB B naHenu Shaping. Bam HyXHO TOnbkKO
nepemMeLlaTb NON3YHOK Mopdha ANa npuaaHus Hy>KHOW
dopmbl 06BEKTY, @ 3TO COBCEM MPOCTO.

k

Head Propagating Scale
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Ipumeuanue: B smoti enase mot ucnoavsyem unmepghetic Hollywood Blvd u sxnaoxy Actors, Wardrobe &
Props.

Pa3den 4.2 — Bawe BbideneHue (Your Selection)

Bbl yXe 3HaeTe, noyemy Tekyllee Bblae-
neHve B CUEHe O4YeHb BaXHO NPV BbIMNONHEHUN
nobbix gevcteui B DAZ Studio. Shaping He '\
ncknoyeHne. Tekyllee BblaerneHne B CLeHe onpe-
AensieT, Kakve CBOWCTBA MOSABATCS B PasfUYHbIX
B3aMMOCBSA3aHHbIX NaHensax. Baw obbekT gomnxeH
ObITb BblAENEeH B NaHenun Scene, nepeq npumMmeHe-
HMeM shaping. Mopdbl Ana kaxgoro obbekTa
nogpasgenstoTtca no 3oHam (Region). Beigenexuve

Region (obcyxpaetcs Huxe) ByaeT onpenensTb,
Kakne Mmopdbl 0TobpassaTcs B naHenu Shaping.

4.2.1 — UHcmpymenm Haeuzayuu no 3oHam (Region Navigator Tool)

Ona noHumanms Region Navigator Tool, n noyemy
OH Heobxoaumm, OygeT MONe3HO HEMHOro MHgopMauum no
3oHam. B DAZ Studio mopdbl ana duryp onpegenstotcs
YacTblo Tena, Ha KOTOPYyl OHW BO3OEWCTBYIOT. OTO Aenaet
nouck MopgoB MNpoCTbIM. Ecnu Bbl XOTUTE HaUTU MOPdbI,
KOTOpble BMAOU3MEHSIOT pykn (Arms) durypbl, NpoCTo Hanau-
Te ux B 30He Arms. OTO BepHO U Ansa Hor (Legs), kucten pyk
(Hands), nuua (Face) u T1.4. Mopd, KOTOpbLIN BO34ENCTBYET
cpasy Ha BClo ourypy, HaxoamTcs B 30He Actor.

Region Navigator tool no3Bonset Bam nerko BblaenuTb
pasnuyHble 30HbI Urypbl B OKHe npocMoTtpa. lpexae yvem
ncnonb3oBatb Region Navigator tool, akTuBupymnte ero,
LWENKHYB MO MKOHKE B MaHernu WHCTpymMeHToB. [locre aToro,
BblJenuTe CBOW Urypy B OKHe rmpocMoTtpa. Bbl yBugute
BblAeneHne Ha CBOen urype, KOTopoe nokasbiBaeT BblOpaH-
HYI0 B HACTOSALLMI MOMEHT 30HY. [pu BbigenaHum cdourypsl, DAZ
Studio No ymomnyaHuo aBTOMaTUYECKM BbiAENseT 30HY BbIC-
LWero ypoBHS. 3aTeM, MOXHO BblAENUTb OAHY W3 CrneayloLumx,
bonee HWU3KOypOBHEBbIX 30H, LWENKHYB OMSTb BHYTPU 30HbI  [ERSHEEEITN
Tekyllero BblaeneHusi. Bbl MoxeTe Takke BblAENSATb 30HbI

O[HOrO YPOBHS MMM 30HbI B TOM € YPOBHE, YTO M TeKylias ' :mmms_n
BblAeneHHast 30Ha. ECnn Bbl HaBegeTe CBOW Kypcop Ha 30HY, 4-Salactraglon- Geneck- Ypper oty
OHa BbIOENUTCA W MOABUMTCA MoAckaska C €€ umeHeM. Bbl = e
MOXeTe TaK >Xe LWENKHYTb MNpaBoOM KHOMKOM Ha urype wn '

BbIOEMUTb 30HY W3 CMWCKA 30H, YTO BKMKOYAKOT TOYKY, MO

koTopou Bbl WEnkHynu. B DAZ Studio Shaping Video obbsc- .

HeHo 6onee noapobHo.

Ipumeuanue: Region Navigator tool swidersiem 30nvr monvko ons gueyp, komopoie ux umeiom. Ecau
@ueypa unu o6vexm ne umerom 301, moeoa Region Navigator tool ssioepem V31 (Nodes).


http://www.youtube.com/watch%3Ffeature%3Dplayer_embedded%26v%3DfGVgSI7a0No
http://www.youtube.com/watch%3Ffeature%3Dplayer_embedded%26v%3DfGVgSI7a0No
http://www.youtube.com/watch?v=fGVgSI7a0No
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Pa3den 4.3 — NMaHenb lNMpudaHus ®opmbi (The Shaping Pane)

B naHenu Shaping CKOHUEHTPUPOBaHbI BCE HaCTPOMKM BHellHero Buaa obbekta. OHa
Nno3BonsieT BaM MeHSITb (POpMy OOBLEKTOB WUnn cpuryp, KoTopble MMeT Mopdbl. PakTUyecku Bbl
MOXeTe MEeHSTb CBOK (burypy B LUMPOKMX Npedenax oT ManeHbKoro pebGeHka [0 KeCTOKOro BOMHa
UK OT MMraHTCKOrO TPOSNSA A0 MUHNATIOPHOWM XeHLWMHbI. C noMolLblo naHenn Shaping Bbl cMoxeTe
YBUAETb U3MEHEHMS NEPCOHaXa B pearnibHOCTH.

MaHenb Shaping pacnonoxeHa Ha neBow cTopoHe uHTepdernica Hollywood Blvd. OHa
ABMseTCH YacTbto Bknagku Actors, Wardrobe & Props n umeet 3aknagku Editor n Presets.

4.3.1 — 3aknadka Pedakmopa (The Editor Page)

3aknapgka Editor naHenu Shaping
opraHu3oBaHa  aHarnorMyHo  naHemnu
Parameters. Ha neBow cTopoHe 3aknagku
pacnosnioXeH CrAMCOK 30H [Ans  Bawen
BblAeneHHon urypbl unm obbekta. Ecnm

Property View

BbleNeHe He NMeEeT 30H, TO BMECTO HUX =

Bbl yBuauTe csBoucTeBa rpynn (Property = 3
v ctor

Groups). Bbl moxeTe pa3BepHyTb unu + [6] Fomale é’

o

3

CBEpPHYTb 3TW 30HbI/rpynnbl, YTOObLI YyBK- »[G] Male
AeTb MoA3oHbI/Moarpynnbl  WENKHYB Ha "@@H”“{‘j‘“’“a'
L lea
CTpenke crneesa OT Ha3BaHWUA 30HBbI. » [@] Face
BblgoeneHvne Agpyrov  30HbITpynnbl  Unn » [0 Eyes
noA3oHbI/Noarpynnel - U3MeHUT  oTobpa- A0l =
A F}py P o1tk hE) on
Xaemble CBOUCTBA.

Ha npaBson cTopoHe naHenu Bbl HangeTe Tekywme csovcTBa Shaping B BMAE MON3YHKOB.
OTMMM NON3yHKaMu Bbl MOXeTe N3MeHATb opMy 06bekTa. Bce Mopdbl, BKIIOYEHHBbIE B BbIBpaHHYO
30Hy, ByayT otobpaxaTbcs cripaBa. Bbl MoxeTe npumeHuUTb nobyd kOMOGUHauMio MopdoB AnA
n3meHeHuss popmbl Ballero obbekta. Ytobbl NPUMEHUTL MOPAd, NPOCTO NepemMeLlanTe NOn3yHOK,
N3MeHsss 3HadyeHne mMopda Mo CBOEeMy XernaHuio. Bbl MoXeTe Tak Xe LWEnkaTb Nno CTpenkaMm Ha
O[JHOM M3 [1BYX KOHLIOB MOM3yHKa U1 BBECTUN CBOE 3HAYEHNE B YMCMOBOE More.

,
Bblnap,arow,ee MEeHIO B BepXHEWN Y4acTu (.
v

neBomn CTOPOHbl NaHenn no3BondeTr W3MEHWUTb Genesis
Balle TeKyuiee BbloeneHne B CUeHe. 3TO MEH _ p—

YHKUMOHMPYET TOYHO TaK Xe, Kak B MaHemnu
CueHa (Scene) c ToM nuWb pasHULEN, 4YTO B
CNUCKe coaepXaTtcs TOMbKO 3reMeHTbl, UMetoLme
reomeTpuio. Kamepbl 1 cBeT 34ecb oTobpaxaTbes
He 6yayT. 3TO MeHI nO3BONseT BaM Jerko
N3MeHUTb CBOE BbleNneHue B cueHe, He nokuaas
naHenb Shaping.
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B BbinagatolwemMm MeH HWxe ecTb ABa nonesHbix unbtpa - Beé (All) n Ucnonbsyetcs B
Hactosiwee Bpemsa (Currently Used). dunbtp All nossonsetr Bam BuaeTb BCe CBOWCTBa AnNS
TekyLero BblaeneHms durypbl unu obbekta. dunbtp Currently Used MoxeT BbITb MCNONb30BaH ANA
oTOBpaxeHUsi CBOWCTB, KOTOpble M3MEHEHbl OT MX 3HAYeHWUs MO YMOMYaHuIo, OPYrMMK CroBamu,
CBOWNCTBA, KOTOPbIE UCMOSb3YITCH B HACTOSLLEE BPEMSI.

4.3.2 — 3aknadka lNpedycmaHoeok (The Presets Page)

3arpy3ntb npeceTbl Shaping Ansa ceoeu urypbl
Bbl MOXeTe CcO CTpaHuubl Presets. B Hux copepxutca
nHpopmaumsa o mopdpax. o cyTu, Koraa Bbl NPUMeEHsieTe
Shaping Preset k Bawein curype, oHa npespaLlaeTcs B
HeyTo, npeobpa3oBaHHOE MNpeayCTaHOBKOW, NPW 3TOM
npegnonaraeTcs, 4To urypa coBmecTuma ¢ mopdamu,
copepxawumumcs B 3TOW npepyctaHoske. Shaping
Presets npegocTtaBnstoT ObICTPbIA M NPOCTON NyTb K
N3MeHeHM o (popMbl BaLlen urypbl.

JuSIU0D Hews

*
3. Select preset test duf

Bbl  MOXeTe nepekniouuTbCA  Ha  3aKnagky
Presets, wénkHyB Presets BBepxy naHenu. Beigenerve
yKa3blBaeT Ha TeKyLlylo 3aknagky. 3aknagka Presets yHKUMOHMPYET aHanormyHo naHenu Smart
Content. Cnucok Kateropui (Categories) pacnonoxeH Ha neon ctopoHe B lNMpocmoTtpe Kateropui
(Category View). lNMpeanyctaHoBku Ansi BbIGpaHHON KaTeropum otobpaxatoTca cnpasa Bo BHewHem
Bupe (Asset View). [insa 3arpy3ku Shaping Preset, caenaite ABOMHOW LLENYOK MO UKOHKE npeceTa.

B DAZ Studio He BkntoyeHbl 6ecnnaTtHble Shaping Presets gns Genesis unn Genesis 2.
OpHako, 06e aTn hurypbl NOCTABNATCA C HECKONbKMMKU BecnnaTHbIM1 Mopdamu. Mbl npeanaraem
BaM nonpo6boBaTb 3T Mopdbl. MocmMoTpuTe KX ONS Pas3nuYHbIX 30H Kaxagow curypbl, 4TOObI
no4yBCTBOBATb, IAe 1 KakMe Mopbl pacnonaratoTca. Ha 3aknagke Editor nogsurante HEKOTOPbLIMU
NoN3yHKaMyM 1 MOCMOTPUTE, YTO MOXHO UMW U3MEHUTb. [MOMHUTE, YTO Bbl MOXeTe npuobpectu
JonosHuTernbHble Mopdhbl Ans Bawen cdourypsl B MarasnHe DAZ3D. MNpoayktel Genesis Evolution:
Morph Bundle ana Genesis un Genesis 2 Female(s) Morphs Bundle ans Genesis 2 Female
NpeaoCcTaBnaoT LWMPOKUIA CNEKTP MOPEOB AN HACTPOVKN POPMbI OUTYPbl pasnnyHbIMK cnocobamu.

Pa3den 4.4 — CoxpaHeHue lNpedycmaHoeok (Saving a Shaping Preset)
Tenepb, Koraa Bbl M3MEHUIM Urypy C NOMOLLbI0 MOPAOB,

MOXeTe COXpaHuTb €€ B BuAe npeceTa, CoAepxallero S EA Gome Tk Bender Comect Mindow e
NMHopMaumIo 0 HacTporike opmbl PUrypbl. PunbTp CoXxpaHeHUs O e = Pose &Anim:te  Lights & Cam
ANs 3TOro Tuna npeaycTaHOBOK MO3BOSISIET BaM BblOpaTh, Kakue onRecs ,
o @ Merge... CtriShift-0 N
CBOWCTBa Oy4yT BKIHOYEHbI, PN COXPAHEHUN 3TOTO NpeceTa. | e
[ns coxpaHeHus Shaping Preset, cHayana yb6eaurecs, Bl s tesrenier.

YTO O0OBLEKT, npenyctaHoOBKY KOTOPOro Bbl XOTUTE COXPaHWUTb,
ABNAeTCAd BalwlMM TeKylwunm BbloeneHnemMm B CLEeHe. Mocne Toro,

IE Character Presst
Kak OOBLEKT BblaeneH, oTkponTe MeHw File n wWénkHMTe Ha  sentioznen, 0 o i e
nogmeHio Save As.... B nogmeHio Save As... Bbl yBUOMUTE MYHKT o
Shaping Preset.... WWénkHMTe Ha HéM Ons coxpaHeHusa Shaping [

Preset.


http://www.daz3d.com/genesis-evolution-morph-bundle
http://www.daz3d.com/genesis-evolution-morph-bundle
http://www.daz3d.com/genesis-2-female-morphs-bundle

I'naea |\ - Ilpuoanue ghopmut

54

LLlenyok no nyHkTy MeHto Shaping Preset... sanyctut gnanor dunbtp CoxpaHenus (Filtered
Save). OTOT guanor no3BonuT BaM MPUCBOUTb MMs Ballemy npecety U BblbpaTb MecTo Ang
coxpaHeHus. 3anoMHUTe, rae Bbl COXpaHsaeTe 3TOT npeceT, YTobbl HaWTK ero no3aHee. Boibpas ums
1N MecCTo Ans Bawlero dauna, Haxmmute kHonky CoxpaHuTb (Save).

Organize +  Newfolder

. -
4 7F Favorites L

| oo

|& Downloads

Dragon Tutorial.duf

Ll Recent places

& Google Drive

4 Libraries
3 @ Documents
b g Music
b [E5) Pictures
> B Videos

4« Studio » MyLibrary » Scenes

Search Scenes )
= -
Date modified Type

8/11/2013 351 PM  DSON User File

w%v (

Save a5 type: |DSDN User File (*.duf)

+ Hide Folders

Filtered Save

0006

] (=)

B E ;mm || &= ~ | [ E3Scenes

@

FAVORITES
[ Desktop
ﬁj Jnielson
vﬁg Applications
@ Documents.
(L] Google Drive

(] My Library
(L] Render Library

SHARED
[ echo
dazasusfin
dazesasusqc
|1 DAZIMac2009
—

I»

>
»

[ aniBlocks » [ shader Mixer

[ Animals S

(L] Camera Presets 3

3 data 3

(1 DAZ Studio Tutorials »

[ Environments »

[ Light Presets 3

(3] People 3

[ Props »

L] ReadMe's 3

£ Runtime 3

(] Scenes >

[ Scripts "
.

[ shader Presets
)| B Snacer 1

| New Folder |

2.Cle
ek to

lNocne HaxaTus Save, NOABUTCS AMaANoroBoe OKHO

Shaping Preset Save Options.

30ecb Bbl

MoXxeTe

HacTpouTb cBov Shaping Preset. BBepxy avanorosoro
OKHa npeacTaBneHbl onuMM Ans npeceta O BKIOYEHUU
WHpopMaumMmM Ana  Tekywero Kagpa WM  HEeCKOSbKMX
Kaapos.

OCHOBHYIO 4acCTb AMarnoroBoro OKHa 3aHMMaeT
MpocmoTp Ceomncte (Properties View). 3aeck Bbl Hanaéte
Ball OObEKT B BMAE CMMCKA, KOTOPbIA MOXHO Pas3BePHYTb,
LWEnKasa Ha cTperke crnesa, U yBUAeTb BCE rpymnmnbl CBOUCTB
obbekta. [anblie MOXHO pasBepHyTb Kaxayk rpynmny,
yTo6bl YBMAETL NOArPYNMbl U MHAMBUAYaNbHbIE CBOMCTBA.
Bcé, uto BblaeneHo, bygeT BknoyeHo B Shaping Preset.
Ecnn Bbl XOTUTE WCKMOYUTL Kakoe-Nnnbo CBOMCTBO M3
npeceTta, CHUMUTE C HEro ranoyky.

Shaping Preset Save Options

Animation Range
Current Frame Only

Animated Range  Start Frame

File Options :

/| Compress File

End Frame:

YacTb ananorosoro okHa Onumu ®anna (File Options) no3sonseT BblibpaTh, Oyaet nnu HeT
ckmmatbes pann. Mo ymonuaHuio ata onuusa BkNtoveHa. CxaTtme pannoB NOMOXET CIKOHOMUTb
MeCTO Ha BalleMm >XeCTKoM gucke. OnbITHblE MONb30BaTENN, BO3MOXHO, 3aXOTAT COXpPaHUTb dawin
6e3 cxaTns, 4Tobbl NO3Xe pefaKkTMpoBaTb €ro B TEKCTOBOM peaakTope.



I'naga |\V - Ilpuoanue gpopmot

55

Kak Tonbko Bbl onpegenutech ¢ BalwMMu HacTporkamn ana Shaping Preset, wénkHuTe no
MpuHaTb (Accept). Torga DAZ Studio coxpaHuT BaLl preset, 1 Bbl CMOXETe 3arpy3ntb ero no3aHee.

MpocTenwmi nyTe 4O6paTbCS NOTOM 4O COXPAHEHHOro npeceTa 3TO UCMOMNb30BaTb 3aknaaky
Presets naHenu Shaping. [Ing 3arpy3ku Shaping Preset Bbl 4OMKHbI CHaYana BbiaenuTb 06BbEKT, K
KOTOPOMY XOTUTE NPUMEHUTb npeceT. 3aTeM Bbl MOXeTe 3arpy3uTb npeceT ABONHbLIM LLENYKOM MO

MKOHKEe Unu nepetawnTb N OTNYCTUTb MKOHKY Ha Ball 0bObeKT.

Pasden 4.5 — Beicmpbiti Busyanu3zamop (Quick Render)

Wtak, Bawa durypa 3aBeplleHa M NOXOxa Ha
rpeveckoro 6ora, unu, BO BCAKOM Criyyae, o4eHb 6rim3ka K
Hemy. Tenepb HacTano BpeMms nMokasaTb €& CBOUM
Apy3bsiM. OTO [OOBOSIbHO MPOCTO cAenatb C MOMOLLBIO
Beictporo Busyanusatopa (Quick Render). Mbl genamu
3TO paHbLUe N caenaem 3To cenyac. Kak n B npowunblii pas,
Oyaem wncnonb3oBaTb NapamMeTpbl BuU3yanusaumm Mo
ymonyaHuio. Bcé, 4yto Bam Heobxogumo cpenaTb, 9TO
BbIPOBHATL KaMepy, WUCMOMb3yss arneMeHTbl ynpasneHus
KamepoWu, Tak, YToObl Balla cLueHa BbIrnagena, kak Bbl 3T0ro
xotute. Korga 6ygeTte rotoBbl, To HaxxmuTe Ctrl+R ana PC
unn Cmd+R onga Mac ansa s3anycka Busyanusatopa. Nocne
OKOHYaHWA BU3yanuaaumm, NPUCBOMTE UM N306paxxeHuto n
coxpaHuTe ero.

Aender  Connect Window Help

Render Ctri+R

Eg Render Settings... Ctri+Zhift+R

Render Editor...

MosgpaBnaem C okoH4YaHueM [naBbl 4 - lNpugaHve ¢opmbl. Bbl 3awnn yxe O0BOMNbHO
Aaneko, n 3to Bnevatndawwee poctwkeHne. OgHako, Bawe nyTewectsne B mMup 3D TONbko
HayMHaeTcd, N Brnepeau ewé MHOro 4Yemy Hago HayuuTbcs. B cneaytowen rnase mbl o6cyaum

npouecc npuaaHua nosbl Ballen gurype.
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NMpnaaHue MNMo3sbl (Posing)

BooxHWTE XM3Hb B Ballly CLiEHY

Pa3den 5.1 — BeedeHue (Introduction)

HacTtporika noBepxHOCT! 1 hopMbl Bawen urypbl odeHb BaxkHa. OgHako, byaeT cTpaHHo,
€CNnu Bbl OCTaBuTe CBOK urypy B “T” nose no ymonyaHuio. Bcsa aTa rmaBa nocBsileHa npuaaHuto
no3 nepcoHaxam. Mbl 06CcyauM HEKOTOpble MHCTPYMEHTbI U MEeTOAbl NpUAaHMA No3, OOCTYMHbIE B
DAZ Studio.

MpuoaHue No3sbl NEpCOHaXy NOMOXET Ballel KapTUHKe pacckasaTb UCTOPUIO. 0301 MOXHO
co3gatb “Hanpasnsiowme NIMHUAY KOMMOo3NUMK, CMeLlaTh Bally urypy ¢ octanbHOW YacTblo CLEHBI
unu cpenaTtb €€ UEeHTPOM cueHbl. [NpuaaHne nosbl ABMASETCA OOHWM U3 CaMblX BaXKHbIX LUAros B
npouecce paboTbl, €€ BaXHOCTb TPYAHO MNepeoLeHuTb. HeBaxHO, co3gaéte nu Bbl CLUEHy Ans
peannucTM4YHONn UNN CTUNN30BAHHOW BU3yanusauyun, HO eCnv rnos3a He BbIrMAaAUT eCTECTBEHHOW, TO
BM3yanu3aums 6yaeT BbirmsageTb NOCKON.

MockonbKy npuaaHue nosbl Tak BaxHo, To B DAZ Studio oTBedeHa uenad 3aknagka ans
npuvaaHus nosbl U aHMMauun. Bcé, 4To Mbl pacCMOTPUM B 3TOW rnaee, Bbl HANAETe BO BKNagke
Pose & Animate komnoHoBku nHTepdgerica Hollywood Blvd.

Pose & Animate Activity

Actors, Wardrobe & Props ~ Pose 8 Animate  Lights & Cameras

[ie Edt Grests Took Fender G

aniMate2
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Pa3den 5.2 — Bawe BbideneHue (Your Selection)

Mbl y3Hanu B naBe 4, 4TO Tekyllee BbiaeneHue

CUeHbl onpepgendeT, Kakue CBOWMCTBa MOABNANTCA B E

naHenn Shaping. To ke camoe cnpaBegmMBo U AN R, v Genesis
naHenu Posing - Tekyllee BblAeNEHNE CLUeHbI onpeaens- :“ 4 f““;w_
. - 4 L] i N
eT otobpaxaemble cBoncTBa. B naHenu Posing ceoricTBa 'Y » P LeftThigh s
CrpynnMpoBaHbl, COrMacHO MX COOTBETCTBYHOLUMM (OYHK-
o R/ v/ Abdomen
umMsiM. [JocTynHble rpynnbl CBOWMCTB OMNpeneneHbl Teky- R, v Avdomen>

WMM BblaeneHnemM cueHbl. durypbl M 0BBLEKTbl C
HEeCKONMbKUMW y3namMyv MOryT MUMETb pasfuyHble rpynmnbl

CBOWCTB [J151 KaXgoro yana.

Ipumeuanue: Onpeodenenue mepmuna Yzen (Node) cmompu 6 Pazoene 1.5.

(=

Bbl  mMoxeTe  Bo3genctBoBaTb — Ha
BblGpaHHbIN y3en C NOMOLLbI YHMBEPCANbHOMO
WHcTtpymeHnTa (Universal Tool). Mpocto aktu-
Bupynte Universal Tool Ha naHenun WHCTpy-
MEHTOB U LLUENKHUTE NO Y3y MOLENMN, KOTOPbIM
xoTuTe ynpaenaTte. DAZ Studio Bbigenut ysen
npu HaBedeHWN Ha Hero Kypcopa. Bbl moxeTe
TaKkKe LWENKHYTb MpaBoOM KHOMKOW Ha ys3ne B
OkHe npocmoTpa, u DAZ Studio BbiBegeT Ha
9KpaH MEHI0 CO CMUCKOM Y3r0B, BblbMpaeMbix
N3 TOYKM, NO KOTOPOM Bbl LLENKHYNN. DTO NO3BO-
naeT 3arpyxatb ogexgy, Borfiocbl vUnu apyrue
00BbEeKTbI, KOTOpbIE NOArOHATCA NO Urype.

BbliaeneHve ana npugaHnsa nosbl MOXHO caenaTtb Ha naHenv
CueHa (Scene) unu B obnactn npocmoTtpa. Ecnn Bbl XO0TUTE ynpaBnaTb
pykon durypbl, ybeguTecb, 4TO OHa BblgeneHa. XoTuTe ynpaBnsTb
G6egpom durypbel? Het npobnem, Tonbko BbigenuTte ero. O63op naHenwu
Scene cmoTpu Pasgen 2.4.

Click to Select

- .

¥

Easily select joints with the Universal Tool

Pa3den 5.3 — Narnensb lNMpudaHusi o3kl (The Posing Pane)

Ha naHenn Posing Bbl Hanaéte BCe CBOWCTBa ANs npuaaHusa no3bl durype. [NaHenb
pacnosnoxeHa Ha NeBoun CTopoHe nHTepdenca DAZ Studio komnoHoBkn Hollywood Blvd u Bknaake
Pose & Animate. MNaHenb coctonT 13 AByx 3aknagok Editor n Presets. 31o Bam yxe 3HaKoMo,
notoMmy 4Tto naHenu Surfaces n Shaping opraHusoBaHbl NpakTU4EeCKM OAMHaKoBO. Bbl MoxeTte
nepeknioYaTbCa Mexay 3TMMM OABYMS 3aKnafkamu, HakMmasi Ha UX COOTBETCTBYHOLUME Ha3BaHWSA

cBepxy naHenu Posing.
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Property Groups Posing Properties
]

5.3.1 — 3aknaodka Editor

3aknagka Editor pasgeneHa Ha [gpa
ctonbua. Cnesa, B lNpocmotp pynn (Group
View) cnucok Bcex rpymnn CBOWCTB, JOCTYMHbIX

Currently Used

ANA  Ballero TeKylwero BblOENEeHUA CLEHBbI. 7 Genesis
pynnbl CBOMCTB BbIBOAATCS Ha 9KpaH aHaro- v (6 General
¥ [G] Transforms
rmyHo naHenu Parameters. EgMHcTBEHHas pas- e E—
HMUA 3aknio4aeTca B TOM, 4YTO B nNaHemnu
Posing, noaBnsiloTcA rpynnbl CBOWMCTB, coaep- L=
. ¥ [G] Pose Controls
Xalime TONbKO CBOWCTBA NpuaaHus nos. Bebl 6] Arms
MOXeTe pa3BepHyTb WNN CBEepHyTb nobyto (Gl Legs

— [G] Torso

rpynny CBOWCTB, LWENKHYB MO CTPENKe psiaoM C
Ha3BaHWeM rpynnebil.

Ha npason ctopoHe naHenu B [lpocmoTpe Ceoncte (Property View) Bbl Hangéte
oTaenbHble cBoWCTBa NpuaaHua no3. Korga Bbl BblibepeTe rpynny CBOWCTB Ha feBOM CTOPOHE
naHenun, Ha NpaBon CTOPOHe ByAyT AOCTYNHbI BCe CBOMCTBA 3TOW rpynnbl. Bel MOXeTe ynpaBnsTtb
CBOWCTBOM, Mepemellas rnon3yHok Bneso unu Bnpaso. DAZ Studio Takke no3BOnsieT BBECTU
YMCIIOBOE 3HAYeHWe AN CBOWCTBA, LWENKHYB MO ero 3Ha4YeHuo B YNCITOBOM MOrie.

Y 3aknagku Editor naHenn Posing ectb
HEeCKONbKO ApYrMx (YHKUMIA, Ha KOTOpble CTOUT

Enter text to filter by o6patTTb BHUMMaHWe. Ha neBol CTOpOHe Bbllle

rpynnbl CBOMCTB MOXHO W3MEHATb CBOE Tekyliee
BblAeNeHne B CLUEHe, WCrnosb3ys BbiNagatoliee
MeHo. 3To BbiNagawllee MeHI MNOoXoAuT Ha

MWUHNaATIOPHYO BEPCUKO NaHennn Scene u nossonset
6bICTpO BblOENATb pa3JInvHbl€ 3J1IEMEHTbI B CLIEHE.

Hwxe BbinagaroLero MeHI umMeeTcd onuus
Ons NpocMoTpa BCeX CBOMCTB MpuaaHnsa nosbl Ang
TeKyLlero BbliaeneHuns B cueHe. Ytobbl BoibpaTh €é
wénkHuTe no punetpy All. Ha npaBon ctopoHe Bbl
Oyoete BuAeTb Kaxgoe [AOCTYNHOe CBOWCTBO
npuaaHus nosbl.

Bbl MOXeTe Takke OrpaHMy4MTb CBOW BblOeNeHWUs TOMbKO CBOMCTBAMW nNpuaaHus Mosbl,
NCronb3yeMbIMU B HACTOSALLMIA MOMEHT C NomoLLbto hunbtpa Currently Used, KOTOpbIN NOKaXeT Ha
npaBol CTOPOHE BCE CBOWCTBA MPUAAHUA MO3bl, KOTOPblEe Bbl NPUMEHUNN. OTO NPOCTON cnocob
TOYHO y3HaTb, Kakne CBONCTBA ObINN M3MEHEHbI N1 BaLLEro TEKYLLEro BblAeneHns B CLUEHE.

BaXHO MOMHUTb, YTO BbLIBOOUMOE Ha 3KpaH codepXxumoe 3aknagku Editor, s3aBucut oT
TEeKyLlero BblerieHus B CUeHe W OT BblaeneHusa yana durypbl UM CUEHbl Ha NeBOW CTOPOHE
naHenu. Ecnn Bbl He MoxeTe HanmTu Tpebyemoe CBOMCTBO MpuaaHus No3bl, TO UWUTE €ro B
apyron rpynne, unn ucnonb3ynte cdounbTtp All. 3aknagka Editor Takke obecneudmBaeT OyHKUMIO
noucka TekcTa cBepXy rnaHernwu.
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HaBblkn B npuaaHuu no3 [OCTUralTcs npakTukorn. Mbl pekomeHayem Mno3aHMMaTbCs
HecKomnbKO MUHYT C 3aknagkon Editor. MameHuTe Takke 1 Balle Tekyllee BblaeneHne B CLueHe, U
BblAeneHue rpynnbl CBOUCTB. lNMoaBurante Non3yHkW, 4Tobbl yBUAETb, KaK OHW BNUAKOT Ha Bally
durypy. Ecnn Bbl BCE ellé HeoCTaTOYHO OCBOMMM naHernb Posing, 3T0 BUAEO OOMKHO BaMm
nomoub: Posing Pane Overview.

5.3.2 — 3aknadka lNpedycmaHoeok (The Presets Page)

Bbl moxeTe 3arpysutb Pose Preset aons csoen durypbl co cTpaHuubl Presets naHenmu
Posing. lNpeaBapuTerbHble YCTAaHOBKM NpuAaHUSA Mo3bl MOMEe3Hbl MOTOMY, YTO SKOHOMSAT BaMm
Bpemda. Bmecto TOro, 4tobbl yTOMUTENBHO HacTpauBaTb KaXAbl y3en urypbl, Bbl MOXeTe
npumeHnTb Pose Preset n ns3baeuntb cebsa ot nuwHen paboTtbl. MHOrMM NOASM HPaBUTCA NPoOLECC
npuaaHus no3 nx dgurypam. bonbWNHCTBO nornb3oBaTerien ucnomnb3yoT Pose Preset B kavecTBe
HayanbHOM TOYKM Npouecca npuaanHus nosbl. OHKM NpuMeHsoT Pose Preset ¢ 3aknagku Presets, n
3aTeM HacTpamBaroT No3y, UCMNONb3ysd CBONCTBA 3aknaaku Penaktopa (Editor).

3aknagka Presets  opraHu3oBaHa

Category View aHanormyHo naHenn Smart Content. Ha

NeBOW CTOPOHE MaHenu HaxoAUTCs CnMCOK

OOCTYNHbIX KaTteropui. Lenyok no kateropuun

BblAerneT eé, a LeryoK no cTperike psagom c

SR : Ha3BaHMEM KaTeropuu, pasBepHET €€ Ha

v Poses , e 4 _ nogkateropmn. Ha npaBown cTopoHe Bbl O6Ha-

PYy>XMTe BCe MO3bl, BXOASAWMNE B BblOpaHHYyHO
KaTeropuio.

¥ By Function
Action

Flying

Gestures A [ns 3arpysku Pose Preset Bbl JOMKHbI
SnEEing ' &~ ABaXabl LWENKHYTb MO €€ WMKOHKEe Ha npaBoW
Laying Male Gun 02.duf |Male Karate 01.duf|] POSE Genesis .
— Dragon Siayer dut CTOpPOHe naHernu. Bbl MOXeTe Takke LLUENKHYTb

- s NeBOM KHOMKOW W nepeTawmtb NpeceT Ha

ceoto curypy. Llenyok npaBon KHOMKOW MO

3HauyKy BblBEJET Ha 9KpaH [ONOSHUTEMbHbIE
onuun ana  danna, BKAYaa  ONUUKO

O6'beD,I/IHeHI/IFI Nno3bl B CLIEHE.

Ipumeuanue: Hexomopwie Pose Preset codepoicam ungopmayuio o evixode 3a npeoeivbl HOPMAIbHOU
nosvl gueypsl. Ecnu 6wl 3aepysume maxou Pose Preset, mo nossumcsa 3anpoc o evikmouenuu npedenog. B
IMOM ClyYae peKOMEHOYemcs UxX BbIKIIOUUMb, eClU He0OX00UMO UCNONIb308AMb NO3Y, COOMBENCMEYIOULVIO

npecemy.

Ha 3aknagke Presets dyHKUMOHMpPYET unbTpauusa aHanorndHo naHenn Smart Content.
Ha 3aknagke Editor 6yayT otoGpaaTbCsi TONMbKO MpeceTbl, COBMECTMMblE C BalUUM TEKYLLUM
BblgeneHneMm B cueHe. Yb6egutecb, 4TO durypa, AN KOTOPOW Bbl XOTUTE 3arpysuTb
npeaBapuTeNbHYO YCTAHOBKY, BbiAeNeHa Ha naHenu Scene.

DAZ Studio noctaensieTca ¢ HeckonbkuMmn Pose Presets onga duryp Genesis n Genesis 2
Female. 3arpyauTe B cueHy niobyto urypy, Boiaenute eé n oTKponTe cTpaHuuy Presets, 4ToObl
YyBMAETb MO3bl, KOTOPblE el AOCTYNHbl. Nwmnte nx B nogkateropumn Mosbl (Poses). BonblwmHCTBO
Pose Presets oTtcopTupoBaHO no oyHKUMOHANbHOCTN M No obnactn npumeHeHus. MNpocmoTpuTte
KaTteropun, Hangute Pose Preset, KOTOpbIW Bac MHTepecyeT u 3arpysuTte ero. NoMHUTe, 4TO MOXHO
Bcerga Kynutb gornonHutensHole Pose Presets B marasnHe DAZ3D.


http://docs.daz3d.com/doku.php/public/software/dazstudio/4/userguide/posing/videos/posing/start
http://www.daz3d.com/animations-poses
http://www.daz3d.com/animations-poses
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Bbl [OMKHbI Tak Xe 3HaTb, YTO 3arpy3ntb Pose Presets MOXHO M M3 naHenewn Smart
Content n Content Library. 3aknagka Presets ygobHa gns noucka u 3arpy3kum Pose Presets, HO
€CTb W Opyr1e BapuaHThbl.

Pa3den 5.4 — lNpudaHue lNo3bi e OkHe [I[pocmompa

B TO Bpems kak MHOrMe HaxodaT naHernb POSing AOCTAaTOMHOW ANs CO3[4aHusi nos, ecTb Te,
KTO npeanoymTaeTt 6onee NpsiMoin NOAXOA K NpuaaHuMio no3bl. [Ans HUX YacTo nervye npyvaaHue nosbl
npssMo B OKHe npocmoTpa. OHM UCNONb3YT KOMOWHauUMO naHenu Posing € WMHCTpyMeHTamu
npuaaHns No3bl OkHa NpocMoTpa. Kak npasuno, 6onblume asxeHns genatoT B 06nactu npocMoTpa,
a bGonee Mernkve ABWXeHUS HacTpavBalT Ha 3aknagke Editor naHenu Posing, ynpasnss
NON3yHKaMu Unv BBOAS YNCIOBbIE 3HAaYEHUS.

DAZ Studio npefoctaBnsieT HeCKOMbKO MHCTPYMEHTOB ANs NpuaaHus nosbl Bawen gurype B
OkHe npocmoTpa. Mbl obcyamm 3gecb OBa camblX MNPOCTbIX M Hambornee pacnpoCTpaHEHHbIX
nHcTpyMeHTa. 310 Universal Tool n Posing Tool. Bbl moxeTe y3HaTb 60nblue O KaXgoM U3 HUX B
pasgenax Huxe.

5.4.1 — YHusepcanbHbil MHcmpymeHm (The Universal Tool)

Ecnu Bbl untann 6onee paHHue rnaebl B 3TOM PYKOBOACTBE, TO ye 3Hakombl ¢ Universal
Tool. Mbl ncnone3oBanu ero gna nepemMeLleHnsi, BpalleHnsa n MaclwtabupoBaHus ourypbl B OKHE
npocmoTpa. Universal Tool MOXeT Takke MCNONb30BaTbCA A8 NepemeLLeHns, NTOBOPOTa 1 MacLuTa-
GupoBaHusa y3noB urypbl B 06nactv npocMoTpa. ATO 3HAYMT, YTO MOXHO ncnonb3oBatb Universal
Tool anga npugaHna No3sbl Bawen urype npsiMo B OKHe NpocmoTpa.

Bbl moxeTe aktumpoBaTb Universal Tool B naHenu
WHCTPYMEHTOB cBepxy Bknagku. Llenyok neeBon KHOMKOW Mo
WHCTPYMEHTY aKTUBUPYET ero, nocre 4yero oH CTaHeT BblAereH.

Tenepb Hago BblAenuTb duUrypy, KOTOpPOM XOTuUTe
npugatb nosdy. Ecnu Bbl HaBedéTe CBOW Kypcop Ha durypy, To
OHa BbIJenUTCA B OKHe npocmoTpa. Lenyok BbigeneT durypy.
Kak TOonmbko purypa BblgerneHa, Bbl MOXeTe WCMNOSb30BaTb
Universal Tool, 4Tob6bl BbIOpaTh nOGOM y3en Ha durype.
MpoBoas kypcopoM no durype, Bbl yBUAUTE, YTO BblOENAOTCA

onpefeneHHble 4actn Tena. Llenyok neBoW KHOMKOW Bblde- : Al
AT HyXHbIiA y3ern. Easily affect joints with the Universal Tool
by clicking and dragging the colored arcs

Kak Tonbko y3en BblgeneH, ncnonb3ynte Universal Tool
AN ynpaBneHnsa aTuM y3rioM B OKHe NpocMoTpa. [loMHuTe, B BalLeM pacrnopsPkeHUN eCTb HECKONBbKO
WHCTPYMEHTOB, KOTOPbIE MO3BONIAOT BaM MOBOpayMBaTth, NepemMellatb 1 macwtabvpoBaTb OOBHEKT.
Bbl, BEpOATHO, OGHapyXuTe, 4TO caMbiM MPOCTbIM U3 HUX SIBNSIETCA BpalleHne. OTO NOTOMY, YTO
BpalleHne BMsSieT TONbKO Ha BbliOpaHHbLIN y3er, B TO BPEMsI Kak NepemMeLleHne MOXeT BMATb Ha
y3nbl danee no uenoyke. Ytobbl nNoBepHyTb y3en B nNpegenax OKHa MNpoCMOTpa, UCMoNb3yst
Universal Tool, WénkHNTEe NeBon KHOMKOW MO KPacHOM, 3€MEHON UMM CUHEN Ayram U NOTAHWUTE B
HanpasreHnn, B KOTOPOE XOTUTE MNOBEPHYTh.

Ipumeuanue: Kax cxazarno panee, kpacnwviii yeem npeocmasasiem Oco X, 3enénvitl Ocov Y, a cunuti Ocb Z.
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MpnaaHue No3bl B OKHE MPOCMOTPA MOXET OblTb 0COBGEHHO nones3HbiM B Havane paboyero
npouecca, NOCKONbKY AaéT BO3MOXHOCTb NPsIMOro yrnpaeneHus durypor. Universal Tool HeoueHUM
Ons ynpaeneHus pykamy U nanblamn nepcoHaxa. lNoBpawainte u nonepemeltanTe HECKOSbKO
Y3rnoB Ha durype, 4Tobbl MOHATL, KaK KaXabl y3en pearvpyeT 1 Ha nepemMeLLeHne, 1 Ha BpalleHue.
OTO nomMoXeT BaM M3y4nTb MpeuMMyLiecTBa M HegocTaTkm ucnonb3oBaHusa Universal Tool ansa
npuaaHus nosbl B OKHe NpocMoTpa.

5.4.2 — UnHcmpymeHm lNpudaHus lNMo3bi (The Pose Tool) y—

Pose Tool aTo Apyron cnocob npuaaHns nosbl Ballen durype B Options Menu
okHe npocmoTpa. OH obnagaeT HECKONbKUMK 3aMedaTenbHbIMU CBOM-
cTBaMu, KOTOpble AenarT 3TOT npoLecc npocTbiM. MepBoe, 310 Ynpas-
nexne CeobogHbiM BpaweHuem (Free Rotate Control), cpepa B LeHT-
pe MHCTPYMEHTa, KoTopasi NO3BOJISIET BaM YNPaBsATb BpalleHNeM yana
Mo BCEM OCSIM OJHOBPEMEHHO. VIHCTPYMEHT Takke BKM4YaeT OTAeNb- Show Center Axes
Hole Pose Controls B BuAe KOHLEHTPUYECKUX LIBETHbIX Konew Ans Show Aspect Frame
Ka)xgon ocu y3na, koTopble rpadnyecky NpeacTaBnsitoT TEKYLUA yron
BpalleHuss n ero npegensl. KpacHoe konbuo npeacraenseT Ocb X, e CamEE CHhe

. Auto Hide View Optlions
3enéHoe npeacraenset Ocb Y u cuHee npeacrtasnsieT Ocb Z. Auto Hide View Controls

Docked View Controls
Change Background Color...

B komnoHoBke Hollywood Blvd wuHcTpymeHT

Z-axis Y-axis
controls controls Pose Tool no ymonyaHuto ckpblT. MOXXHO BOCMOMb30-
i BaTbcs Viewport Options Menu, koTtopoe obcyxaa-
X-axis
controls nockb B Pasgene 2.4.3, 4ytobbl BbIBECTM Ha 3kpaH Pose

Tool. WénkHuTe Nno aToMy MeHo U Bblbepute Show
Free rotation Pose Tool. B 3aBuCMMOCTM OT Ballero TeKyLlero
BblAeNneHua B cleHe, Bbl yBuaute, 4to Pose Tool
MOABUICA B BEPXHEM IIeBOM Yriy OKHa MpocmoTpa.

Ecnn Bbl He Buaute Pose Tool, nsmeHnte Tekyllee
BbleneHne B cueHe Ha nobyto KOCTb Ballen ourypsbl.

Ipumeuanue: Eciu y eawetl gueypul gvloenen KopHesoul y3el, mo 6l He yeuoume Pose Tool. Ymoobw
UHCIPYMEHT NOSBUICS, Y 8AC OONIICHA ObIMb 6b10ENEHA KOCTb (OUsypbl.

Bbl MoxeTe ynpaendaTb y3riom no Kaykaonm ocw, ncnonb3yd Tpu UBETHbIX KOslbUa. rlpOCTO
LWEMKHNTE MO Konbuy W“ NOTAHUTE, YTOObI nepeMectuTb Yya3ersn Tno 3TON oOcCwu. ‘—IépHaﬂ TO4YKa
npencraBndeT TeKyLy Nno3nuno BblAerNneHHOro yana. Bbl 3amMeTUTE, YTO Kaxdoe KorbLOo MMeeT ABa
OTTEHKa, KOTOpble MNpeactaBnAlT BpallaTesibHble npeanenbl AOnd KaXkgonm ocwu. ﬂpKVII7I TOH
npencrtaBiideT 3Ha4YEHUA BO BpallaTesibHbIX Npeaesnax, B TO BpeM4d KaK I'IpI/IFJ'IyUJéHHaF-I 4acCTb KOJibLa
npencraBiideT 3Ha4YeHNA 3a 3TUMU npegeriami.

CeoboaHo Bpallatowasncsa cepa no3BongeT BaMm NoBOpayvnBaTh BbiIGpaHHY0 KOCTb MO BCEM
TPEM OCsAM OAHOBpPEMEHHO. YToObI ncnonb3oBaTh CBOOOAHbLIN NOBOPOT cAhepbl, MPOCTO LUENKHUTE U
nepeTtawmnte Kypcop. lNoBopaunBaga KOCTb, Bbl MOXeTe yBUAeTb Mo mHAukatopam cdepbl Angle
Indicator yrnbl noBopoTa As KaX4on ocu B npegenax e€ ananasoHa. 3To No3BonsieT BaMm BUAET,
Kak free rotate control BnMseT Ha kKaXayto OCb KOCTMU.
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Restore Bone

Restore Selected tem(s) Pose
T Restore Figure Pose

Limits On (Rotation)
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3Ha4yok B BepxHeM nesoMm yrny Pose Tool npeacras-
nsiet cobon Restore Options Menu. B 3TomM MeHI0 Bbl MOXeTe
BOCCTaAHOBUTb NO3Yy BbIOpaHHOW KOCTU uUnun Bcen ourypbl. ITO
NnosnesHo, ecnu Bbl UCMOPTUIM CBOKO MO3Y N XOTUTE BEPHYTLCA
K mcxogHon. Bbl mMoXxeTe Takke WUCMNOMb30BaTb 3TO MEHLO,

Linits O (Rotation) 4TOObI BKMIOYMTL MM OTKIIOYMTL Npeaenbl BpalleHus Ans

BbIGpPaHHOM KOCTM.

3Hayok B BepxHem npaBoM yrny Pose Tool npeacrtaBnsieT
Mento Onuun Mpukpennenusa (Pinning Options Menu). Bel moxeTe
MCNonb3oBaTb 3TO MEHK, YTOObI MPUKPENUTb KOCTU Ha MecTe Wnu
oTKpenuTb Ntobble NpukpennéHHble kocTn. CrnegyeT MeTb B BUAY, 4YTO
3TO MArKoe NpuKpenneHne, No3ToMy, Koraa KoCTb NPpUKpenneHa, To oHa
OCTaéTCs Ha MecCTe, HO ecnu gpyras KOCTb BbIHYAUT €€ nepemec-
TUTbCS, TO MPUKPEnnéHHas KOCTb TOXe NepeMecTUTCH, U MNOSIBUTCS
NYHKTUPHAA NUHUS OT MecTa MPUKpenneHns OO KOCTW. Bbl moxeTe
ybeautbcs B aToM camu. 3akpenuTe nobyto Hory durypbl Genesis 2
Female, a 3atem noTaHuTe €€ 3a pyky. Bbl yBugute, 4t0 B
onpedenéHHbIn MOMEHT, Korda pyka nepeMectTuTca AoCTaTOYHO Aane-
KO, HOra Ha4yHET nepemeLLaTbcs Toxe. Vcnonb3oBaHne 3akpenneHus
TpebyeT NpaKkTUKM N He peKOMEHAYeTCA ANsi HOBUYKOB.

IK Pin
Bone Menu

Pin Translation

Fin Rotation
Unpin Selected
Unpin All

Enable Pins

Pose Tool aTo npocto gpyron cnocob npuaaTtb No3y Balwlen urype B okHe npocMmoTpa. Kak
1N BCe MeToAbl NpuaaHna nosbl, OH TpebyeT npakTnki. Mbl pekoMmeHayeM HEMHOrO No3aHMMaTbCA C
Pose Tool. lNoHpaBuTca N Bam paboTaTb C HUM, CMOTPUTE camMu. Y Hero ectb noteHuman, 4Ytoobl
CTaTb MOLLHOW YacCTblo Ballero TEXHOMOrm4yeckoro npouecca. [laxe ecnu Bbl aKTUBHO He UCMOIb-
3yeTe Pose Tool, nonesHo nmeTb ero BuanumbiM B 06nactn npocmoTpa. Bbl MoxeTe ncnonb3oBatb
YrnoBble MHAMKATOPbI, YTOObI HArNAAHO BUAETb ANana3oH ABWKEHUS AN KaXO0W KOCTH.

Pa3den 5.5 — Mumuka (Expressions)

MepemeleHne kocter urypbl U BCero Terna 4aBNATCA
TONbKO YacTbio Mpouecca npuganna nosbl. Jllobas xopowas Busya-
nusaumsi BKIoYaeT B cebs peanucTMyHOE BbipaXkeHus nvua ans
Kaxgon curypsl B cueHe. Mumuka 3TO HeoTbemnemasi 4acTb
npoLecca no3npoBaHus.

BbipaxeHus nuua cosgatoTcsa Ha naHenu Posing. Ecnn y Bac
ecTb Pose Preset anga Mumukn, To OH MOXeT ObiTb 3arpyeH co
cTpaHuupl Presets, kak ntobon gpyron Pose Preset. [ina co3gaHus
COBCTBEHHOrO BblpaXkeHue nuua ncnonb3ynte 3aknaaky Editor.

YT106bI NONYYNTL AOCTYM K CPEACTBaM KOHTPONSA ynpaBreHus
BblpaxkeHneM nuua durypbl, CHavana BblaenuTe ronosy urypsbl Ha
naHenn Scene unn B MEHKO BblAeneHus cueHbl naHenu Posing.
OyeHb BaxHO, 4TOObLI Bbl BblAenunu ronosy durypbl. Ecnu y Bac
BblGpaH kakon-nmbo apyrom ysen urypbl, TO CPeACTBa yrpaBneHus
BblpaxkeHneM nuua He ByayT otobpaxaTbes B naHenu Posing.

f— Pose Controls
Editor |

Genesis : Head v Enter text to filter

¥ [} Genesis
¥ Hip

» o Pelvis

» ¢ Left Shoulder
< Right Pectoral
o Left Pectoral
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'
Kak Tonbko Bbl BbIAENWUIU TOMOBY Ba- Groups Properties

wen durypsl, rpynna ceonctes Pose Controls E

nosiBMTCA B naHenu Posing. Ecnu Bbl pa3sep- concainitees [+ |
HETe 3Ty rpynny, To yBuaute rpynnbl Head un " —
Neck. Bce cpenctsa ynpaBneHust nULOM U Currently Used

rofioBo  HaxogATcs B rpynne  Head. f@“f;dl

Pa3BepHuTe rpynny, 4toObl YyBUAETHL Tpymnnbl + [B] Transforms | | 2 2" e
csovicTs bpoeu (Brow), LLiékn (Cheeks), MNa- G,

¥ [G] Pose Con.

3a (Eyes) u 1.4. Tam TaKk xe nputcyTCTByeT eo”%,%
rpynna Expressions, kotopasi cCogepXuT non-
Hble BbIPaXeHus AN nuua, KoTopble MoryT
ObITb NPUMEHEHDI.

[G] Brow

@ Cheeks a Brow Inner Down

Bbl MOXeTe mcnonb3oBaTb 3TW CBOMCTBA MO3bl camMu No cebe mnn B koMOMHauum apyr c
APYrom, 4ytobbl co3aaTh HY)XHOE BblpakeHue nuua. AT CBOMCTBA paboTaloT TOYHO TaK Xe, Kak u
nobble apyrne ceoncTtBa. pocTo nepemelante MNOn3yHOK, YTOObI akTMBMpPOBaTb CBOMCTBO. Mbl
pekoMeHAYyeM MO3aHUMATbCA C PasfMYHbIMK rpyrnnaMyM CBOMCTB AN ronosbl. Mbl yBepeHbl, YTO Bbl
cymeeTe caenaTtb peanucTuyHble BbipaXeHus nuua.

®urypbl Genesis n Genesis 2 Female noctaBnAlTCS C HECKONMbKAMWU BblpaXEHUAMU
nuua. Ecnu Bbl HyXkgaeTech B 60bLIeM KONMYECTBE, TO MOXETE KynuTb X B MarasmHe DAZ3D.

Use Pose Controls to create realistic
expressions



http://www.daz3d.com/animations-poses/expressions
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Pa3den 5.6 — CoxpaHeHue lpedycmaHoeneHHoU o3kl (Saving a Pose Preset)

Tenepb, NpounTaB 3Ty rMaBsy, Bbl CMOXeETE CTaTb 3KCNEPTOM MO npuaaHuio nos. lMoTtpaTtms
HECKONbKO 4YacoB Ha MAeanbHyl Mo3y Ans cBoen curypbl, Bbl HE 3axoTuTe, 4Tobbl dTa paboTa
nponana 3ps. DAZ Studio no3BonseT BaM COXpaHUTb CBOW COBCTBEHHbIN Pose Presets gns Toro,
4YTO6bI Bbl MO UCMOSIb30BaTh €r0 NO3XeE.

YUTtobbl coxpaHuTb Pose Preset, nante B meHio File —
Save As — Pose Preset ..., unu Bbl MOXeTe TakKe LUENKHYTb
no onuuu Save a New Pose Preset Ha naHenn MHCTPYMEHTOB.

O6a 3Tux AeiCTBUS NPUBEAYT K OTKPLITMIO AManoroBoro okHa oo o |Wrerenme TR
Filtered Save. 3gecb Bbl BblbMpaeTe MeCTO COXpPaHeHUs U R

paete wuma Bawemy Pose Preset. 3anomuurte, rae Bbl e, A
coxpaHunu cann gna Toro, 4tobbl HanWTKM ero no3xe. ocne :

aToro, Haxmnte CoxpaHuTb (Save).

3anyctutca pguanoroBoe okHO Onuum  CoxpaHeHus
MpepyctaHoBku lMo3bl (Pose Preset Save Options) n npego-
CTaBUT BaM HECKOSIbKkO onumn ans Bawero Pose Preset. B
naHenu Animation Range Bbl MoxeTe BblOpaTb, 3anucaTtb Nun
BaM aHMMWPOBAHHYIO NOCNEA0BaTENbHOCTb UMY €OUHCTBEHHbIN
Kagp nosbl. Ecnn Bbl He co3ganu aHMmauumio, To BbibepuTe
onuwmio Tonbko Tekywmn Kagp (Current Frame Only).

Mpocmotp Cnwncka Ceowncte (Pro-
perties List view) nossonsieT Bam Bbl6-
paTb, Kakne CBOMCTBA MO3bl BKMOYUTbL B
npeceT. Bbl mMoxeTe pasBepHyTb ckenet
dourypbl 1 rpynnbl CBOWUCTB ANS KaXaow
KOCTMW, LWENKHYB NO CTpenke psaoM C
HasBaHWeM KOCTU wunu rpynnbl. YTO6bLI
UCKMIOYMTbL CBOWCTBO Mnn y3en u3 Pose
Preset, CHUMWUTE C HEro raniouky B CMUCKeE.

Animation Range :
Current Frame Only

Animated Range  Start Frame : End Frame :

Ipumeuanue: Boszmooicho, eam Oydem He

*» | [G] Pose Controls
HYJICHO, umoowl sauia nosa BKrO4YAlA

File Options : qubopMauuio o NnoJIoJCeHUUu  ecex  y3j06

7
Compress File &6#9
Or,
S@‘.

Queypvl.  Yoeoumecv, umo 6vl  uckmouu
(32 | haceest llicancannll  cpynny ceoticme Obwue (General) xopresoco

3714 ueypol. 9mo n eOOmMEpaAMUmM UIMEHEHUE
Pose Preset Save Options yana guzyp P p

Manually select which regions / groups to include in poses Pacnonosicenus eceu gbueypbl, npu npumereruu

Pose Preset.

MocnegHuin pasgen AnanoroBoro okHa ato naHene Onuumn ®anna (File Options). 3aechb Bbl
MOXeTe BblibpaTb cxumaTb nu dann. Cxatme danna coxpaHaeT MECTO Ha XXEeCTKOM AUCKe 1 aenaeT
dann G6onee KoMNakTHbIM. HegocTtaTtok 3TOro B TOM, YTO dhann He MOXeT OblTb OTpedaKTMpoBaH
npssiMO B TEKCTOBOM pefakTope, MOCKOSbKY OH OOormkeH ObiTb CHavana pasapxuBupoBaH. Py4dHoe
penaktupoBaHue Pose Presets MoxeT NOHagobuTbCA TONbKO NPOABMHYTLIM NMONb3oBaTeNnaM. Takum
obpasom, cxaTue harna ona Bac HaUNy4YLWNn BapuaHT.
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Ipumeuanue: Pazapxusayus cocamvix (paiinos modxcem ouims coenana é naneau Batch Convert.

Kak Tonbko Bbl ycTaHOBUNM Bce onummn ansa Pose Preset, wénkHute no MNpuHatb (Accept), n
DAZ Studio coxpanut npecert. lNpeceT 6yaeT AOCTyneH Ha cTpaHuue Presets naHenu Posing B
pasgene bes Kateropun (Uncategorized). Bol MmoXeTe ero 3arpyantb, ABaabl LUEMNKHYB MO UKOHKE,
unu nepetawme e€ Ha urypy.

Pa3den 5.7 — Kpamkut O63op (Wrap-Up)

Y Bac Tenepb OOJDKHO ObITb OOCTaTO4YHO MHd)OpMaLlMM, YTOObLI Ha4aTb npunaaBaTtb MO3bl
CBOMM COBCTBEHHbLIM (bVlrypaM. MomHuMTE, YTO co3paHue peanmcTnyHbiX N03 N MUMUKN OOCTUTAETCA
I'IpaKTI/IKOI7I. Co3naBas=| Nno3hl, 6yﬂbTe Tepnennebl U HE TOPONMANTECH.

MNocneaHee 3amevaHne COCTOUT B TOM, YTO MHOrMe nosbl 3aBUCAT OT dhopMbl courypbl. Mpu
cO34aHuK Mo3bl Nydlle cHavana npuaatb opmy Bawen gurype. Ecnm Bbl coenaete HaobopoT, TO
moxeTe obHapyxntb KoHdpnuktbl (Collisions) B Balwen no3e, HanpMMep TO, YTO BELLM HE BMOMHE
npuneratoT K durype, nocne Toro, Kak Bbl e npuaaguTe HOBYHO NO3y.

Mpu ncnonb3oBaHuM Pose Presets noMHUTe, YTO co3gaTenb npeceta paspabortan ero Ang
onpegenénHon ¢opmbl U OObLIMHO YyKasbiBaeT, AN Kakoh Gurypbl OH caenaH. Bbl moxeTte
ncnonb3oBaTbh 60MBLIMHCTBO NPECETOB Ha ApyruMx durypax n popmax. Ho, 4tobbl Nno3a Beirnagena
€eCTeCTBEHHO, NOTpebyeTcs e€ ToHKaa HacTpovika Ha 3aknagke Editor naHenu Posing.
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Kamepbl n Buabl (Cameras and Views)

BusyanbHbI noptan B 3D Mup

Pa3den 6.1 — BeedeHue (Introduction)

B DAZ Studio kamepbl U BUAblI NO3BONAT BUAeTb 3D MUp, KOTOpbIM Bbl ynpasnseTte. bes
HUX Bbl ObINM Obl HE B COCTOSIHUM MPOCMOTPETb WMAW BM3yanuaupoBaTb cueHy. Bugbl (Views)
Nno3BONIAOT BaM BO BpemsA paboTbl nepemeryatbest no 3D NpoCTpaHCTBY, a Takke NpocMaTpuBaTh
cueHy B opTtorpadmyecknx npoekumax. Kamepbl (Cameras) no3sonsatoT BaMm co3faTb Kagp CUEHbI
ANA BU3yanusaumn u NpuMeHnTb Takme adpdexTbl, kak MnybuHa Peskoctn (Depth of Field). Ocsous
3TW NOHATKS, Bbl HE TONMbKO ByaeTe B COCTOAHUM 3GEKTMBHO NepemMeLaTbCsa U npocmaTpusBaTb
Bawy 3D cueHy, HO 1 BU3yanunampoBaTh CLEHY Xy40XKEeCTBEHHbIM CNOCO6OM.

K koHuUy aToM rnaBbl Bbl Byaete ymeTb 3arpyatb HOBble Kamepbl, a Tak xe [peaycraHos-
neHHble Kamepbl (Camera(s) Presets). Bbl HayuuTecb MeHATb Bua B MeHio Bbibopa Buga (View
Selection Menu) un y3HaeTe, ONgG 4Yero KaxAabli BUA npumeHsieTcs. B oTon rnmaBe Bbl MO3HAKO-
MuTecb ¢ naHenbto Kamepbl (Cameras) n BaXHbIMW CBOMCTBaMU Kamepbl, TakmMmu kak PoKycHoe
PacctosHne (Focal Length), ®okycHoe PacctosHume O6bektnBa (Focal Distance) n nybuHa
Peskoctu (Depth of Field). HakoHeu, Bbl HayunTecb, Kak COXpaHsiTb CBOK Tshkényio paboTty B
Camera(s) Presets.

B aTon rnaee, MOCBAWEHHOW KamepaMm, BaXHO 3aMeTUTb, Y4TO Mbl Byaem paboTaTb BO
Bknagke Lights & Cameras komnoHoBku Hollywood. Y6eauTtech, 4To y Bac OTKpbITa 3Ta BKragka.

(=

 Actors, Wardrobe & Props ~ Pose &Animate  Lights & Cameras  Render

Pa3den 6.2 — 3aecpy3ka Kamepsi (Loading a Camera)

Mpexae, 4eM Bbl CMOXeTe ynpaBnsaATb KAMEPOW, BaM HY>XHO MMeTb XOTs 6bl OAHY Kamepy B
cueHe. lMpu 3anycke no ymondyaHuto B DAZ Studio Bcerga 3arpyxaetcs kamepa, HO ecrniv Bbl
OTKPbINN HOBYIO CLEHY, TO B Hel He ByaeT kamep. ECTb Heckonbko cnocoboB 3arpy3uTb Kamepy B
cueHy. MoxHO 3arpy3nTb HOBYKO Kamepy BpY4YHY, UCNOMb3ys rnaBHoe MeHwo Create — New
Camera... unu yepes Camera(s) Preset.
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6.2.1 — Py4yHast 3aepy3ka Kamepnbi (Loading a Camera Manually)

Ecnu Bbl XOTTE MMETb B CLUEHE HOBYIO KaMepy, KOTOPYHO
MOXHO OyaeT nepemewatb, NOBOpaYMBaTb W WUCMNONb30BaTb * o Create [Tools Render Connect
CnoxHble apdpekTbl, TO nydwle Bcero eé 3arpysuTb BPY4HYHO. '
dakTnyeckn Bbl, HABEpHSKa, bygeTe nepemeLLaTb, NOBOpAYMBaTh 7 Mo DR
N MCNONb30BaTb CrOXHble 3(PPEKTbl, MOCKOMbKY 3arpyXeHHble

Create Submenu

“# New Spotight...

= New Paoint Light...

3HaYeHUs1 MO yMOIMYaHUIO Kamepbl, Bps4 N Bac yAOBNETBOPAT. e e
O6 atom BygeT pacckasaHo HUXe. New Primitive...
o w News Null..
UTtoObl 3arpy3nTb HOBYIO kamepy, oTkponte meHio Create
New Group...

n Bbibepute New Camera .... 3anycTuTcA [OuarnioroBoe OKHO v Drarer
CosgaTtb Hoyto Kamepy (Create New Camera). B okHe Ha3oBu- New Node nstanee.
TE CBOK HOBYK Kamepy WMv MCMOMb3yWTe UMS MO YMOIYaHMIO. %4 New Node Instances...
LLenyok no nyHkTy MNokasatb Onuun (Show Options) nokaxeT % New Geometry Shell

GonbLue onumn 3arpy3ku kamepbl. Cniegyet OTMETUTb ABE U3 HUX:
MNpumennTb Hactpoikn no Ymonyanuio (Apply Default Settings)
n Mpumennts N3meHeHns Tekywero OkHa [NpocmoTtpa (Apply
Active Viewport Transforms).

Apply Default Settings 3arpysunt kamepy B

nosuuuio no ymonyanuio. Apply Active Viewport

Transforms 3arpy3ut kamepy Tak, 4ToObl y Heé

ObiNn Te XXe camble NO3NUUS U HanpaBneHue, Kak y

Ballero Tekyllero Buga. OTO O3Ha4yaeT 41O, Korga

Bbl MOCMOTPUTE 4Yepe3 HOBYH Kamepy, Bua byget

© Apply Defaut Seftings NOEeHTUYEH BMAY, KOTOPbIN Bbl UMENW NpY CO3aaHum

ettt el g Kamepbl. 3JTO MNONE3HO, npU  WUCNONb30BaHUMU

Perspective View, koraa Heobxogumo cos3aatb

Kamepy, KoTopas COOTBETCTBYET BalleMy TeKyLueMy
BMAY.

Please enter a name for the new Camera :

| Create a ~* Dnint At Target (Mull}
= , C"fck

Kak Tonbko Bbl FOTOBbI 3arpy3uTb kamepy, HaxmuTe MpuHate (Accept). Ecnvn naHenb Scene
OTKpbITA, TO Bbl Cpa3y yBMAMTE, YTO TaM nosiBunacb HoBasi kamepa. B DAZ Studio kamepsbl, kak
nobown apyro o6BbEKT, MOrYT BbIGUpaThbCs, NepeaBuraTbCsi, NOBOpaYMBaThCs, MacliTabupoBaTbCa n
yaanatbcs.

6.2.2 — NMpedycmaHoeneHHasi Kamepa(bi) (Camera(s) Preset)

HekoTopble pa3paboTynkm KOoHTEHTa noctaensitoT Camera(s)
Presets BMecTe CO CBOMMM CLEHaMU. QT NpeceTbl 3arpyxatT B
Bally CLeHy O4HY UM HecKkonbko kamep. CrnegyeT umeTb B BUAY, YTO
no ymonyaxHuio Camera(s) Presets 3ameHsAeT kaMmepbl, B HACTOALLMN
MOMEHT nmMmetomecs B cueHe. ObbivHo Camera(s) Presets paboTtatot
ny4lie BCEro co CLEHOW, AN KoTopon 6binn co3aaHbl. ITO BbI3BaHO
TEM, YTO KaapupoBaHue, rnybrHa pe3kocTu 1 T.4. ONPeaensaoTCs TEM,
4YTO HaxoauTcs B cueHe. OpgHako, 3TO He O3Ha4yaeT, YTO Bbl He
cMmoxeTe 3arpy3utb Camera(s) Presets B cueHy, Ans KOTOPOW OH He . B,
6bin nNpegHasHadeH. TOMbKo He >OMTe, YTO OH Bac MOMHOCTbLIO Camera(s) Presets
yAOBNETBOPUT.
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3arpyska Camera(s) Presets 6yaet obcyxaaTbcst nogpobHo B Pasgene 6.4.2. Cenvac Bam
J0CTaTOYHO 3HaTb, YTO MOXHO 3arpy3uTb kamepy Yyepes Camera(s) Presets.

Pa3den 6.3 — UsmeHeHue Bawezo Buda (Changing your View)

Kak 6bITb, ecrnm y Bac eCTb HECKOMbKO Kamep B cueHe? Kak
nepeknioYaTbca Mexay kamepamu? Bbl, BO3MOXHO, 3aMeTunu, 4to,
Korga sarpyxaeTte kamepy, OHa aBTOMaTMYeCKU He nepekroyaeTcs Ha
Tekywnii  Bua. [llepekntodeHne wmexay Bugamm B DAZ  Studio
obecneunBaet MeHio Beibopa Buaga (View Selection Menu). Ecnu Bbl
NOMHWUTE, 3TO MEHK KpaTko obcyxpanock B Pasgene 2.4.1. B atom
MEHI0 Bbl MOXeTe nepekntoyaTb BUAbI.

E Perspective View

DAZ Studio npenocTtaBnsieT Buabl B JOMOSHEHME K Kamepam B cLeHe. OTW BUAbl He MoryT
ObITb BbIOPaHbl, aHUMWPOBAaHbI UK YaarneHbl, Kak MOXHO 3To caenaTb ¢ kamepamu. OHU pearvpyoT
TONbKO Ha CpeacTBa ynpaBreHWsi OKHOM npocmoTpa. MmMeeTcss oauMH NepcrneKkTUBHbIN U LecTb
OpTOroHanbHbIX BUOOB. OTW BUAbI NEpeyYncrieHbl B MeHo Bblibopa BMaa BMECTE C UMEKLIMMUCS B
HaCTOALLMIA MOMEHT KaMepamu B CLiEHE.

6.3.1 — lMepcnekmueHbIlt Bud (Perspective View)

Perspective View pencTByeT, Kak CBoero poja
Bugouckatenb Pexuccepa (Director's Viewfinder). OH

'J', no3BonsieT  naHopamupoBaThb, n3MeHATb  MacwTab,
@ Perspective View nosopaumeath W paccmaTpusBaTb cueHy B 3D. OpaHako
& Front View (baKkTUYEeCKN OH He MMeeT HUKaKoM Kamepsbl. Ynpasnsercs
B reftview Perspective  View cpeactBamu  ynpaBreHuUsi  OKHa
O right view NpocCMOTpa, HO K 3TOMY ynpaBneHuio Henb3s Oyaer
B sackview | Nony41Tb OOCTYM NO3Xe.
H Top view Perspective View nydwe Bcero ucrnons3osatb npwu
I Bottom View HacTpovike Bawen cueHbl. [Oymante o cebe, kak o
8. Example pexwuccepe, npocmartpusalolieM “"kagp", COCTaBMeHHbIN

paMKon 13 BonbLUMX M YKkasaTenbHbIX Nanbues. Bol n3yyaete
pacnonoxeHve, YycTaHasnueaete npegmMeTol, AaéTte
KOMaHAbl akTepaM 1, B TO Xe BpeMs, Bbl He HocuTe ¢ cobon
kamepy. Ecrnn Bbl HaxoguTe yAauyHbl Kagp, TO cO3faérte
HOBYIO Kamepy, ucronb3ysa onumio Apply Active Viewport
Transforms. Hapgeemcsq, 4to y Bac Yyxe [OOCTAaTOYHO
NpakTUKM No ucrnonb3oBaHUio Perspective View, Tak kak oH
aBnseTcsa BUAOM no ymorndanuio B DAZ Studio.

UV Wiew

Perspective View OTNMYHO NOAXOAMT, 4TOObI HACTpOMTb Bawy cueHy. Bbl MoxeTe
BbIMNOMHUTL BU3yanu3auuio BCEro N3o0paXKeHns v gaxe ero 4Yactu, ucrnonb3ys Perspective View.
OpHako, Mbl He pekoMeHayeM 1cnonb3oBaTh Perspective View Ans okoH4YaTenbHOM BU3yanusauum,
MOCKONbKy y Bac He OygeT goctyna HWM K ogHoMy u3 3dpeKkToB Kamepbl, KOTopble OyayT
obcyxgaTbCa NO3Xe.
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6.3.2 — Opmoepaguydeckue lNpoekyuu (Orthographic Views)

MoHaTne "opTtorpadmyeckuin” nnu "opToroHanbHbIN" BUA (NPOEKLMSA) OTHOCUTCS K NPsiMbIM
yrnam. OpToroHanbHble npoekumn B DAZ Studio ato Bce nog yrnamu B 90 rpagycoB K CUEHe.
JocTynHble npoekumn, B nopsaake nepeuncnexus B cnucke: Bug Cnepegu (Front View), Bug Cnesa
(Left View), Bug CnpaBa (Right View), Bug C3agn (Back View), Bua Ceepxy (Top View) n Bug
CHunzy (Bottom View). Npu BbiGope nobor npoekummn, okHO npocmoTtpa byaet "3abnokumpoBaHo"
yrnom B 90 rpagycoB, noka Bbl He uameHute Bug. OpToroHanbHble NPOEKUUN NOAYMHAOTCA BCEM
cpeacTBaM ynpaBreHns okHa NPoCcMoTpa, 3a ucknyeHnem spaweHnsa (Orbit u Camera Cube).

B pononHeHvne k nosopoTy Ha 90 rpagycoB K cueHe, B
OpTOroHamnbHbIX MPOEKUMAX OTCYTCTBYET MnepcrnekTMBa, BCE Views
nnockoe, Tak xe, kak B 2D nsobpaxeHun. 3To MOXET BbIrMsAeTb e
Kak orpaHuyeHue, HO (haKkTU4ecku, OOBOSIbHO MOMe3Ho. Y Bac
eCTb NepcCrneKkTUBHbIA BN U Kamepbl Ang npocmotpa B 3D, HO
Ball B3NS4 B HUX MoxeT ObiTb BBeAEH B 3abnyxaeHue.
OpToroHanbeHble MPOEKUMM UCNOMb3YHTCH, ONA NOoMowu B
TOYHOM pasMeLlleHMn oObekToB B cueHe. Hanpumep, ecnuv Bbl
XOTUTe nocaguTb Urypy Ha CTyn, TO MOXHO MCMoNb3oBaTb
OpTOroHanbHble MPoeKunn ceepxy u cboky, 4Tobbl ybeanTbes,
4YTO (hurypa cManT MMEHHO Ha CTyre.

Perzpective View
Front View

Left View

Right Wiew

Back View

Top View

Bottom View

g
g
g8
g8
g
g
g
=

6.3.3 — Budbi Kamepsbi (Camera Views) Example
UY Wiew
— Moo opToroHanbHbIMKM NPOEKUMSIMU B MEHKO Bblbopa Buaa

L)) panonoXxeHbl KaMepbl Balleln cueHbl. [Nocne Bbibopa kamepbl, Bbl
Perspective View | Oynete CMOTpeTb Ha CBOK cueHy 4Yepe3 Heé. Korga Bbl
Front View ncnonb3yete nobble cpeacTsa ynpasneHns OKHOM NMPOCMOTpa Ans
Left View naHopaMMpOBaHUs, N3MEHeHUs1 MacluTaba, BpalleHUsl, HaKroHa n
Right View T.4., TO 3TV NpeobpasoBaHUs MPUMEHATCS U K camon kamepe. Kak un
Back View | B peanbHOM XM3HU, MPOCMOTP Yepes Kamepy saBnaetca Hanbonee
NPOCTbIM U UHTYUTUBHBIM CNOCOOOM NOCTPOEHUSI CBOErO Kagpa.

Top View
Bottom View CnepgyeT umeTb B BMAY, YTO MPOCMOTP Yepes3 Kamepy He
Example O3Ha4yaeT, YTO Balla Kamepa SIBNAETCH TeKyLUM BblOENEeHNEM B
cueHe. lNpocmoTp 4yepe3 kamepy WM BbIOOp Kamepbl SABMAKOTCA
ABYMS pasHbiMU Bewwamu. YTobbl BblAENUTL Kamepy, Bbl AOSHKHbI
BblOENUTbL €€ Ha naHenu Scene.

g
g
g
g
g
g
]
=

U Wiew

Pa3den 6.4 — NMaHenb Kamepsbi (Cameras)

MaHenb Cameras pacnonoxeHa Ha NeBON CTOPOHE KOMMOHOBKM MHTepdgenca Hollywood
Blvd Bo Bknagke Lights & Cameras. Ecnu Bbl yke npounTtanu rnasbl 0 NoBepxHocTax (Surfaces),
MpuaaHum ®opmel (Shaping) u MNpuaaHum Mosbl (Posing), To naHenb Cameras AormkHa ObITb BaM
3HAKOMOW, MOCKOSbKY OHa OpraHu3oBaHa aHanormyHo naHensm Surfaces, Shaping u Posing.
MaHenb Cameras umeeT aBe 3aknagku: Editor n Presets. Ha 3aknagke Editor Bbl moxeTe
ynpaenaTb CBOMCTBaMM KaMephbl, a Ha 3aknagke Presets moxHo 3arpyxate Camera(s) Presets.
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6.4.1 — 3aknadka Editor naHenu Cameras (The Cameras Pane Editor Page)
3aknagka  Editor naHenu

Property Groups Camera Properties
Cameras pasgeneHa Ha [Be OCHOB- \

Hble YacTu. Ha neBown cTopoHe 3aknaa- .
ku B Property Group View Bbl BuguTe
BCe rpynnbl CBOWCTB ANA TeKyLlero o
BblgeneHus B cueHe. Crieqyet umeTb B Currently Used
BMAY, YTO HMYero He ByaeT BbiBEAEHO i General
Ha 9KpaH, ecnu Balle Tekyllee Bblae- »[0] Transforms
neHve B cueHe He ByaeT kamepon. Bol
MOXeTe LLENKHYTb NO rpynne CBOWCTB,
yTob6bl BbIOpaTh €€ WM pasBepHYTb
rpynny CBOWCTB, HaxaB Ha CTperky
psOoOM C Ha3BaHWEM rpyrnbl.

Example

Focal Length (mm)

[G] Misc
» [G] Display

seJlawen

Depth of Field

Focal Distance

Ha npaBon ctopoHe 3aknagku, B Property View, Bbl yBUAnTE MHOUBMAYaNbHblIE CBOWCTBA
Kamepbl B BblOpaHHOM rpynne cBOWCTB. MomHuTe, 4TOObI yBMAETbL Ntobble CBOWCTBA B MpaBoOM
ctonbue 3aknaaku Editor, Bam Hy>kHO CHayana BblgenuTb Kamepy, a 3ateMm BblOpaTb rpynny CBOMCTB
Ha NeBOI CTOPOHE 3aKnaaku.

Mpumenns punbTp Beé (All) Ha neBow cTopoHe naHenu 3aknagku Editor, Bbl yBManTE BCe
cBoncTBa Ans BblbpaHHoOW kamepbl. Vinn, npyumennB mnbTp Ncnonb3ytotca B HacTosawmin MoOMeHT
(Currently Used), yBnanTe Bce CBOMCTBA Kamepbl, KOTOPbIE N3MEHSNUCL MOCHE €€ 3arpy3Ku.

Bbl MOXeTe U3MeHUTb CBOE Tekylllee BblaerieHue B

cueHe Ha 3aknagke Editor naHenn Cameras. B BepxHem

NeBOM yrry NaHenu Bbl OOHapyXuTe BbiNagalroLlee MeHLo, B

i KOTOPOM yka3aHbl BCE Kamepbl B clieHe. Vicnonbayiite ero

Menu ANA N3MeHeHus BblaeneHns kamepbl. C 3TUM MEHIO MOXHO

E——— He nepeknyaTbCa Ha naHenb Scene, 4TOObI BbIAENUTH

APYryto kamepy. Y 9TOro BbiNadaloLero MeH TOXe eCTb

onuMsa  3arpyskm HoBOW Kamepbl. LLenyok no nNyHKTY

Ho6asuTtb Kamepy (Add a Camera...) cogenaet 10 e, 4YTo U1
nyHKT New Camera ... B MeHto Co3gaTtb (Create).

25 Camera Example 2

Y kaxgon kamepbl B DAZ Studio ecTb Tpu rpynnbl
csoncte - O6wme (General), Otobpaxaemble (Display) u
Kamepa (Camera). 'pynna General cogepxuT cBoWcTBa
npeobpa3oBaHnsi, C KOTOPbIMU Bbl yXe 3HakoMbl. MoxeTe
Mcrnonb3oBaTb 3TU CBOWCTBA, YTOObI MEepeMecTUTb Kamepy
WNM  MUCMonb3oBaTb  CPEACTBA  YMNPaBMEHUA  OKHOM
npocmoTpa, Ans MepeMeLleHUs Kamepbl, Korga oOHa
ABMNAETCS BALLUMM TEKYLLMM BblAENEHNEM.
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Mpynna Display cogepuT CBOMCTBA, KOTOpble ornpeaenstoT cnocob oTobpaXeHus kamepbl B
OKHEe MpocMOTpa. Bbl MOXeTe no3aHMMaTbCs C 3TUMU CBOMCTBAMM, YTOObI NMOHATb, KaK OHWU BINUSIIOT
Ha BHELHWA BMA Kamepbl. HW oOHO M3 3TUX CBOMCTB HE MOBMMSIET HA BU3yanu3aumio, MPOoCTo
NMOCMOTPUTE, KaK BbIMMSAAMT Kamepa B OKHE NMpocMoTpa.

CeowcTta rpynnbl Camera 6yayT BNMATb Ha brHanbHy0
Bu3yanusaumto. CeorictBa Perspective, Focal Length, Depth of
Field, Focal Distance un F/Stop MOryt npumeHATbCA Ans
U3MeHeHuUs BuAa Balwen Busyanusaumm. BONbLIMHCTBO 3TUX
CBOWCTB Bbl HangéTe B pearibHbIX Kamepax C MoYTU TakuMU Xe Perspective
dyHKUMAMU. Hwxe npuvBOAMM KpaTKOe OnucaHue Kaxaoro
cBOWCTBA.

MepnektuBa (Perspective)

~ -
CeonctBo Perspective MoxeT GblTb TONbKO BKMHOYEHO

nnun BblkNtoYeHo. Korga oHO BKMOYEHO, kKamepa byaeT yHKUm- oL et ()
OHMpOBaTb, Kak 06blYHan kamepa. Bcé, paccmaTtprBaemoe yepes
kamepy Oygetr wumeTb rnyouHy u nepcnektuBy. Korga oHo
BbIKMIOYEHO, KapTUHKA CTAHOBUTCS TMIIOCKOM WNU  U30METpU-
Yyeckon. Ecnn Bbl cMOTpUTE Yepes kamepy U NepekrtodaeTeck, TO ro——
CMOXeTe MOoYyBCTBOBATb, Kak 3TO CBOWCTBO BNMsieT Ha Bally
dmHanbHy0 BU3yanusauuio.

®dokycHoe PacctosiHue (Focal Length (mm))

Focal Length onpegensieT none 3peHus Bawen kamepbl. PaHee B Pasgene 2.4.6 mbl 06cyan-
N ynpaereHne n3amMeHeHnem maclwitaba B OkHe npocmoTpa. Ecnu Bbl noMHMTE, TO Tam 6bin BBEAEH
TepmuH TpaHcdokaTtop (Focal Zoom). Focal Length ato cBoncTtBO, kKOTOpOE BnMsieT Ha Focal
Zoom. YBenuumeaa Focal Zoom, kamepa yBenuumaet macwTtab m HaobopoT. MakcumarnbHbie
3HayYeHUs aAng aToro CBOMCTBA UCKaXatoT NepcrnekTuay.

Bbl mMoxete ynpaenAte Focal Length, nepemewas nondyHok 3aToro csowcTBa. [ns
N3MEeHeHUs1 3Ha4YeHUs CABUHbTE MON3YHOK BrpaBo uMnu Bneso. MoxeTe Takke BBECTU YMCIOBOE
3Ha4eHue AN CBONCTBA B YNCITOBOM rore.

Fny6uHa Pe3kocTtu (Depth of Field)

Depth of Field onpegenseT, kakme oOGbeKTbl CLUEHbl HaxoaaTca B dokyce. Bcé, yto 3a
npegenammn dokyca, 6yaet pasmbito. Koraa Depth of Field BbikntoyeHa, To BCs cLueHa B ouHanbHON
BM3yanusaumm 6yaet B ookyce. Depth of Field moxeT ncnonb3oBaTbCst 4N CO3AaHUS MHTEPECHbIX
appekToB. MNomellan Ballero rnasBHOro repost B oKyc U pasmbiBas nepefHuWn nnaH u (oH, Bbl
MOXeTe aKLueHTUPOoBaTh BHUMAHWE K CBOEMY NepCoHaxy 1 TeM CaMbIM €ro BblAeNUTb.
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®dokycHoe PacctosiHne O6bektuBa (Focal Distance)

Korna Depth of Field skmoueHo, Focal Distance

onpegensieT, HaCKONbKO [Janeko pacroroxeHa OT Kamepbl
obnactb ¢okyca. Bbl gomkHbl y6eantbcs, yto Focal Distance
YCTaHOBIIEHO TakK, YTOObI BaLl rNaBHbIA repo Haxoauncsa B Toyka
dokyca (Focal Point) unn okono Heé€. Ecnu Bbl He cmoTpuTe
yepes Kamepy, ynpasnante oKycom, 0603HaYEHHbIM 3ENEHBIM U

KpacHbIM NepeKkpecTneM.

FiStop

MoxHo u3meHuTb Focal Distance nonsyHkoMm Ans
csonctea. [ns w3MeHeHus 3HayYeHus CcOBWHbTE MOM3YHOK
BNpaBO WNW BNEBO, YTOOblI yMEHbWUTb UNn yBennuntb Focal
Distance. Bbl MoXeTe Takke BBECTU YMCMOBOE 3HAaYeHVE B
YNCITOBOE More.

Ownadparma (F/Stop)

F/Stop onpepensetr pacctosiHne mexagy O6nvxHen n panbHerW nnockocTaMu [ny6uHb
PeskocTtn. Yto-nnbo nepen 6GrvxKHEN NNOCKOCTLIO M YTO-NMGO N03aan AarnbHen NNockocTn ByayT He
B dhokyce. Ysenuuusaa F/Stop, Bbl yBenuumBaeTe paccTosiHMe Mexay 3TUMKU ABYMS MHUMbIMU
NNOCKOCTAMU, U Takum obpas3om, yBenuuumBaeTe MPOCTPaHCTBO, rAe BCE Haxoautca B dokyce.
YMeHblUeHne 3HayeHus F/Stop coBUHET 3TU NNOCKOCTU Y YMEHBLUUT 3TO NPOCTPaHCTBO. Bbl MoXxeTe
ucrnone3oBaTb Focal Distance n F/Stop coBMeCcTHO ANSA ynpaBfeHus TOro, 4YTo HaxoguTca B
dokyce, korga Depth of Field BkrntoyeHa.

MoxeTe ynpaendTb F/StOp NON3yHKOM A5d 3TOro CBOWCTBA. ,D,J'Iﬂ N3MEHEHNA 3HaAYeHUA
COBUHbTE MNOJI3YHOK BMNpaBO UIA BIEBO, YTOObI YMEHbLUNTb UM YBEITUYNTD d)OKyCHOG paccToAaHune.
Bbl MOXeTe Takke BBECTU CBOE YMCITOBOE 3Ha4YeHME B YACIIOBOE More.

3aknagka Editor naHenn Cameras gaét Bam NOfHOE ynpaBreHne KaXxXaomn n3 kKamep B BalLen
cueHe. Vcnonb3ynte 3aknagky Editor, 4tobbl HacTpouTb Kamepsbl. [pu enaHun y3HaTb Gonblie o
CBOMCTBax, [OOCTYMNHbIX Ha 3aknagke Editor naHenn Cameras, noxanymcra, nocMoTpute
Bugeodpunom Cameras Editor.

Camera

This is how selected cameras will appear in the Viewport



http://docs.daz3d.com/doku.php/public/software/dazstudio/4/userguide/cameras/videos/cameras_editor/start
http://docs.daz3d.com/doku.php/public/software/dazstudio/4/userguide/cameras/videos/cameras_editor/start
http://docs.daz3d.com/doku.php/public/software/dazstudio/4/userguide/cameras/videos/cameras_editor/start
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6.4.2 — CmpaHuuya lNpecemoe lNaHenu Cameras (The Cameras Pane Presets Page)

\ BcnomHunte Pasgen 6.2.2. B aTom pasgene Mbl

y3Hanu, 4YTOo Kamepbl MOryT ObiTb 3arpyXeHbl C
. 3aknagkn Presets naHenun Cameras 4yepe3 Camera(s)
Presets.

3aknagka Presets opraHu3oBaHa aHanormyHo
naHernn Smart Content. Ha neson cTOpoHe, B
MNMpocmoTpe Kateropun (Category View), Bbl Byaete
BMAETb AOCTynHble Kateropun. Mo ymondaHuio, BCE
T i HaxoouTca  nog  odHom  kateropuen  Kamepbl
~Camat) | = Camwrte) | (— o=t W (Cameras). Ha npaBon cTtopoHe oToGpa)atoTca Bce

Hold Ctrl/Cmd while loading to launch the Camera
Preset Load Options Dialog MpenyctaHoBneHHble Kamepbl (Camera(s) Presets) B

BbIGpaHHOM kaTeropuu.

Ona 3arpysku Camera(s) Preset HyXHO ABaxibl
LWENKHYTb N0 WKOHKe. Mnu nepeTtawmnTb U OTNYCTUTb WMKOHKY /
npeceta B okHe npocmoTpa DAZ Studio. NomHuTe, korga Bbl .
3arpysute Camera(s) Preset, 3TO 3amMeHWT BCe Kamepbl B Action -
Bawen cueHe. OpHako, ecnu Bbl yOepXuBaeTe HaxaTown B A G
knasuwy Ctrl ans PC, unn Cmd gns Mac, 3arpyxas npecer, Citemtes
3anyctutca avanorosoe okHo Onuumn 3arpysku [NpegycrtaHoB- '
neHHbix Kamep (Camera Preset Load Options). B HéM ecTb
BbiMagawllee MeHw C onuuamm 3ameHnTb Bce Kawmepsbl
(Replace All Cameras), 3ameHnTb Tonbko BeibpaHHyto Kamepy
(Replace Only the Selected Camera) nnu npocto [obasutb

(Add) kamepsbl npeceTa k cueHe. Ecnu Bbl Bbibupaete Add, To
Kamepsbl B CLleHe He ByayT 3aMeHeHbI.

Selawed

| MAIN_C... DzBasicCamera

Bbl MOXxeTe y3HaTb 6onblue 0 3aknagke Presets naHenu
Cameras B aToMm Buaeo: Cameras Presets.

6.5 — CoxpaHeHue lNpecemoe Kamep (Saving a Camera(s) Preset)

Save As Submenu

- Ed‘ N Tak Xe, Kak C NoBEpPXHOCTAMU, NpungaHnem

e Pose & Animate  Lights & Can

e dopMbl U npuaaHMeMm No3bl, HacTponka kamep
e 3aHMMaeT BpeMsA. HacTpouB Kamepbl Ons CUEHb,

=8| | Bbl, BOBMOXHO, 3aXOTUTE COXPaHWUTL 3TN HACTPOMKU
' QNS MCronb3oBaHWMSi UX nosgHee. CpaenaTtb 37O

MOXHO NyTéM coxpaHeHusi Camera(s) Preset.

to Hexagon

e i UTtobbl coxpaHuTb Camera(s) Preset
BblGepute File — Save As — Camera(s)
Preset.... UToGbl COXpaHWUTb NpeceT AnA OTAelb-
HOW Kamepbl, BblAENUTE AaHHY0 Kamepy B NaHenm
Scene, ecrnv XoTuTe NpeceT CO BCEMU kamepamu B
CLUEHe, TO TeKylllee BblaeneHne B CLEHE He BaXKHO.
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LLlenyok no nyHkTy Camera Preset... meHto CoxpaHutb Kak (Save As), 3anyctuT auanorosoe
okHo Filtered Save. B 3TomM [OuanoroBoOM OKHe Bbl MOXEeTe BblOpaTb WUMS ONs1  CBOEWN
npensBapuTeribHON YCTAaHOBKM U MeCTO And coXpaHeHusl. Kak TOnbKo Bbl Ha3Banu CBOW npeceT u
BblGpanu Mecto coxpaHeHus, WwénkHute no CoxpaHutb (Save). 3anomHuTe, rge Bbl COXpaHAeTe
npeaBapuUTENbHYO YCTAaHOBKY, TakumM 06pa3oM, YTOObI HaNTK €€ No3xXe.

3anyctutca guanorosoe okHo Camera(s) Preset
Save Options. 3To AnanoroBoe OKHO pa3aeneHo Ha Tpu
yactn: [OuanasoH Anumaumm (Animation Range),
HanHble Kamepbl (Camera Data) n Onunn ®anna (File
Options). B Animation Range Bbl MoxeTe caenaTtb
npeaBapuTenbHYIO YCTaHOBKY ONA TEKyLero kagpa unm
no [guanasoHy aHumauuu, onpeaenéHHon nonamu
MepBbin kagp (Start Frame) n KoHeuHblin kagp (End
Frame). B Camera Data moxHo BbiGpaTb, Oyaet nu
Camera(s) Preset BknoyaTb MHOpmMaLMio OANa Bcex
Kamep B CLeHe Wnu TONbKo AN BblaeneHHbiX. File
Options no3sonslT BaM Tak Xe BblbpaTb Heobxoau-
MOCTb CXXaTna canna.

Kak Tonbko Bbl Bblbpanu HyxHble onuuu, wénkHute Ha lMpuHate (Accept) n DAZ Studio
COXpaHUT NpeaBapuUTENbHYK YCTaHOBKY. Bbl MoxeTe OOGHapyXuTb COXpPaHEHHbIN npeceT Ha
3aknagke Presets naHenun Cameras. OH 6yger pacnonoxeH B pasgene bes Karteropum
(Uncategorized).

6.6 — Kpamkut O630p (Wrap-Up)

CaocTBa kamepbl B DAZ Studio no3BonsaT BaM co3gaBaTb AEWCTBUTENBHO BEMUKONENHbIE
adhdekThl. NMNo3aHmmanTeckb ¢ Depth of Field, Focal Distance u F/Stop. 3Tu Tpu cBoMcTBa NO3BONAT
BaM MN3MeHATb POKyC Bawen cueHbl. [ToMHUTe, YTO HacTporka Kamepbl onpegernsieT, Kak apyrve
yBUOAT Balle nckyccteo. He obecueHnBante 3HaveHve kamep B DAZ Studio, OHM MOMOTYT OLYTUTb
pasHuLy MeXxay XOpOoLLen 1 O4eHb XOPOoLLEN BU3yarnu3aumnen.

Render with Depth of Field turned on
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Lights (UcTouHMKK cBeTa)

OcselueHnune Ballero 3D mupa

Pa3den 7.1 — BeedeHue (Introduction)

Ecnu Bbl xnBeTe He B newiepe, To CBET NPOHMKaEeT B Ball MUP. OH 6yKBaJ'IbHO 3anosiHaeT Bcé
BOKPYr Hac. Korga mbl CMOTPUM Ha 00BbEKTBI, Mbl BMOWM CBET, OTpa)KéHHbIVI oT I'IOBerHOCTeI7I ITUX
obbektoB. CeeTt nonagaet B Halwu [Jas3a, (*)OKyCI/IpyeTCﬂ Ha CeT4yaTKe U 3aTeM norfowlaeTcd
HalwnmMmum (bOTOpeLI,eI'ITOpaMI/I. SanyCKaeTcsq CNnoXHaa XMMmn4eckaa peakuund, KoTopada oTnpasiideT
nMmnynbc no 3puTesibHOMy HepBy, KOTOprIZ, B KOHEYHOM CYETe, nonagaeT B 30HY KOpPbI rOJIOBHOIO
Mo3ra 3aTblnoYHon gonu. Becb aToT npouecc Ha4nHaeTcqd Co cBeTa.

WNTak, noyemy ato BaxkHO? CBeT AaéT XU3Hb MUPY BOKPYr Hac. Tak e 1 ceeT B Bawel 3D
cueHe OaéT el Xu3Hb. Ecnn Bbl xoTuTe, YTOObLI M300paXKeHne BbIrMAaeno TEéNMbIM U SAPKUM, UK
XONoAHbIM M TEMHbIM, TO Bbl [OOMMKHbI OCBETUTb CBOK CLEHY COOTBETCTBYHOLMUM 06pasom.
OcBelleHne B CLEHe NMOMOXET pacckasaTb BaMm MCTOPMIO TaK e, kak 3To genatT durypbl. Jliioau,
obnagatwolwme onpeaenéHHon MHTYyMUMeNn, Oaxe He SBMsioWwMecss XyOooXKHUKaMW, B COCTOSIHUM
onpenennTb NIOXoe OCBELLEHME.

B aToM rmaBe Bbl U3y4nTE pasnnyHble TUMbl UCTOYHMKOB CBeTa, AOCTYyNHble B DAZ Studio u
MeToAdbl UX 3arpysku B cueHy. Mbl ndyyum naHenb Lights, cBOMCTBa WUCTOYHMKOB CBeTa U UX
penakTtupoBaHue. HakoHel, Mbl 06CyaMM MeTo4bl yCTAaHOBKM OCBeLleHNs B cueHe. CnegyeT MMeTh B
BMAY, YTO B 3TOM rMnaBbl Mbl BCE ewé pabotaem BO Bknagke Lights & Cameras KOMMNOHOBKU
Hollywood Blvd.

Blue sphere lit with 3 point lighting
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Pa3den 7.2 — OceeweHue no YmonyaHuro (DAZ Studio Default Lighting)

MHorne 13 Bac MoryT 3aaTbCs BOMNPOCOM, 3a4eM OocBeLlaTh cLeHy. B cueHax, KoTopble Mbl
00 CuX Nop Bu3yanuanpoBanu, Bcé 6bino oceelleHo. [leno B Tom, 4to DAZ Studio ncnonb3yet no
YMOSYaHMIO OCBELleHNe cueHbl, Ha3biBaemoe ®Papa (Headlamp). Mo cywecTtBy Bawa cueHa
ocBelleHa MHUMoN hapoi. NMpn OTCYTCTBMM UCTOYHMKOB cBeTa B cueHe, DAZ Studio ucnonbsyet
ocselleHue Tuna Headlamp, npy KOTOPOM Bbl CMOXETE YCTaHOBUTbL PUIYPbl U HACTPOUTL CLIEHY.
Bcé, Ha 4To Bbl nocmoTpuTe, ByaeT xopowo oceelleHo. OgHako, 3TO OCBELLEHNE HE peanUCTUYHO.
EcTtectBeHHO, 4YTO KOHeYHas Bu3yanuaaumsa OygeT HyOaTbCA B APYrOM OCBELUEHMW, NPU KOTOPOM
cueHa ctana 6bl BbirnaaeTb 6onee peannctTuyHoOM.

Kak Tonbko Bbl 3arpyxaeTe xoTs Obl ogMH UCTOYHUK cBeTa, DAZ Studio aBTOMaTU4ecku
yaansieT ocBelleHVe MO YMOMYaHWio, U Tenepb OCBELLEHVME B CLEHe onpeaenseTcss TONbKo
3arpy>KeHHbIMU MCTOYHMKaMM cBeTa. KonmMyecTBO WCTOYHUKOB CBeTa, KOTOpble Bbl MOXeTe
yBUOETb B OKHE MNpOcMOTpa, oOnpedenseTcs TUNOM Bawen BuAaeokapTbl. BonbLMHCTBO
BMOEOKapT noaaepXveBaeT OO0 8 MCTOYHMKOB CBETA.

Bo3amMoXHOCTb NpeaBapuTENbHO MOCMOTPETb TeKyliee
OCBELUEHME CUEHbl SABMSETCA OTNMYHBbIM CNocoboM MNonyYnTb
npeacTaBneHne TOro, kak ocBelleHve Oyaetr cmoTpeTbecs npu
Bu3yanusaumm. MoryT ObITb crnyyam, korga Bam Heobxoaumo
BEPHYTbCA Ha3ad K OCBELUEHWIO CLUEHbl MO YMOMYaHMIO.
Hanpumep, nepemectutb courypy B criabo ocBeLLEHHYO 06nacTb
cueHbl. Bbl MOXeTe nepekniounTbCs Ha3ag K OCBELLEHMIO CLUEHbI MO yMOYaHuio, BKNoYMB Mcnonb-
3oBaTb OcBelyeHne CueHbl (Use Scene Lights) Ha naHenn MHCTpymeHTOB. [pn BKNIOYEHHOM Nepek-
novaTtene DAZ Studio 6ygeT ocBewaTb CLUEHY MCTOYHMKAMK cBeTa. A npu BbiKNOYEeHHOM ByaeT
NCNONb30BaTbLCS OCBELLEHME MO YMOYaHUIO.

Ipumeuanue: B smoii [ nase movr npooonscum ucnoavsosanue skaaoku Lights & Cameras.

Pa3oden 7.3 — [JobaeneHue UcmoyHuka Ceema (Adding a Light)

HoBbIn MCTOYHUK cBeTa Bbl MOXeTe 006aBUTb B CLeEHy C nomoLllbio meHio Create. Y DAZ
Studio ecTb 4YeTblpe KOHKPETHbIX TWMa WUCTOMHWKOB cBeTa: YaanéHnHein Cet (Distant Light),
MpoxekTop (Spotlight), ToyeyHbin CeeT (Point Light) u JluHerHbIn ToveuHbin CeeT (Linear Point
Light). Mbl 06cyamMm kaxabli TN MCTOMHUKOB CBEeTa MO3Xe B 3TOM pasfgene. Y Kaxaoro Tuna ecTb
CBOW COBCTBEHHbIV MYHKT B MeHto Create. YToBbl 3arpy3ntb CTOYHUK CBETA, BbiIbepuTe ero B MeHto
Create. Hanpumep, 4to6bl 3arpy3nTb Distant Light, Hago BeibpaTtb Create — New Distant Light....

New Light Mpn BbIGOPE NOGOrO M3 TUMOB WUCTOYHWUKOB
Actions cBeTa 3anycTutcs ananorosoe okHo CosgaHue HoBo-
ro Mcrounmka Ceeta (Create New Light). Bug auva-
LCreate Tools Render Connect
owr -| NOroBOro OkHa 3HaKoOMO, MOTOMY YTO OHO UCMOMb3yeT
HEWY Lamera...

TOT Xe cambli MHTEpPMENC, YTO M OANANoroBOEe OKHO
Create New Camera, npeacraeneHHoe B [naee 6. B
New Spotlight... 3TOM [IMarioroBOM OKHE Bbl MOXETe MPUCBOUTb UMS
i{z New Point Light... HOBOMY UCTOYHMKY cBeTa. XopoLuas npakTuka Hasbl-
4 New Linear Point Light... BaTb MCTOYHMK CBETA COrnacHoO ero dyHKumMmn (Hanpwm-
Newr Primitive mep, OcHoBHon CsetT (Key Light), 3anonHstowmi
Csert (Fill Light), KoHTypHbIM CBeT (Rim Light) n 1.4.
OT0 NO3BONMT BaM ObICTPO NOEHTUMLMPOBATL KaXKAbI MICTOYHUK CBETA NO ero YHKUUN Ha NaHenm
Scene.

New Distant Light...

76
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Create New

Ecnm Bbl LWENKHETE no kHomnke Show Light Dialog
Options, TO packpoeTcs [OuanoroBoe OKHO MU o, [ —
nokaxxet 6onblUe onuUui Ans UCTOYHUKA cBeTa. Bbl -
MOXeTe pacronioXUTb HOBbLI UCTOYHUK CBeTa B
NONOXeHWe No YMOMYaHUIo NNy NpUMeHnTb Active Apoly Defatl Setings
Viewport Transforms. BbigeneHue nocnegHero Apply Active Viewport Transforms : <PerspectiveView=
3arpysuT WCTOYHWK CBeTa B MO3WLMM U C YITIOM
TeKyllero akTUBHOMO OKHa npocmoTpa. [locne
HacTponkn, wénkHute no [puHate (Accept),
4YTOObI 3arpy3nTb UCTOYHUK CBETA.

Korga MCTOYHMK cBeTa 3arpyXeH B CLEHY,
Bbl 3aMeTuTe pagukasibHoe N3MeHeHne B OCBeLLe-
HUW, NOCKOSIbKY OCBELLEHME MO YMONMYaHUIO BbikNoYeHo 1 DAZ Studio BbiBe4ET Ha 3KpaH CLEHY,
OCBELLEHHYI0 TOMbKO YTO 3arpyeHHbIM WCTOYHWKOM CBeTa, KOTOPbIM MOSABUTCA B BWOE HOBOIO
obbekTa Ha naHenun Scene. VIM MOXHO ynpaBnsaTb TOYHO Tak Xe, Kak 1 NtobbiM gpyruM o6bekTom B
cueHe.

7.3.1 — Y0anéHHbie UIcmoyHuku Ceema (Distant Lights)

Distant Light pgencTtByeT, Kak WCTOMHWK cCBeTa U3
6eckoHe4HoCTU. B HekoTopbix 3D NpMNOXeHUAX OH YNOMUHaEeTCs, Kak
BeckoHeuHbin CgeT (Infinite Light). lMockonbky WCTOYHMK cBeTa
g,@ é;@ a;@ HaxoauTca B BECKOHEeYHOCTU, ero nepemelleHne B CueHe He nMmeeT
- cMbicria. EOQWHCTBEHHO BaXHbIM SBMASIETCA BpalleHue WCTOYHMKA
Distant Light Viewport Avatar cBeTa, NOCKOJIbKY OHO onpependaeT HanpaBneHne nagarulero ceeta.
Crtpenku Distant Light Avatar ykasbiBatloT HarnpaBneHue ceeTa.

Distant Light oTnuyHO ocBewaeT 6onbly 4YacTb cueHbl. OH 4YacTo Mcnonb3yeTcs Ans
UMUTaAUUN COMHEYHOro ceeTa. 3arpy3uTe B CLEHY WCTOYHMK CBeTa M noBpawjamte ero, 4Ytobbl
yBUAETb, Kak BeOET cebsa aToT cBeT. [locne 3HakoMCcTBa C 3TUM TUMOM UCTOYHMKA CBETa Bbl HANOETE
MHOXXECTBO NMPUMEHEHWI ANS HETO.

7.3.2 — lNMpoxekmopbi (Spotlights)

Spotlights noneswbl gns  oceBeweHus
onpeaenéHHblx obnacTten cueHbl. Tak e, Kak n B
peanbHoM wmupe, B DAZ Studio cBeT u3 3Toro
NCTOYHMKA UCXOOUT B BUOE KOHyca. OTO O3Hayaer,
4YTO NepeMelleHne U BpalleHMe WUCTOYHWKa cBeTa
onpenensoT HanpaBneHe ero cBeTa.

Spotlights BenukonenHo MMUTUpyeT aBTOMO-
OunbHble dapbl, oTpaxaTtenu, doHapu, U KOHEYHO
npoxekTopsbl. [ocnegHee MOXeT NokasaTbCs LLYTKOWN,
HO umenTe B BMAY, 4TO Spotlights wupoko pacnpo-
CTpaHeHbl B poToceccusx. He ctont HegooueHnBaTb
nonesHocTb Spotlights npu ocBeLleHUn CLeHbI. Spotlight Viewport Avatar
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7.3.3 — Toye4yHble kcmoyHuku Ceema (Point Lights)

Point Lights wucnyckaetr cBeT TaKk e, Kak
namnoyvka munu ceeyva. Point Lights sBnaetca ogHon
Toukon B 3D npocTpaHcTBe, KOoTOpada nsnyyaet ceeT. B
otnnume ot Distant Lights, y KOTOpOro BaXXHO TOSbKO
BpaweHne, Point Lights He 3aBucuT OT BpalleHus,
MOTOMYy 4TO CBET WU3NydaeTcs W3 TOYKM BO BCeEX
HanpasneHusix. Bmecto atoro Ha Point Lights Bnuset
nepemelleHne. Bbl MoXeTe wmcnornb3oBaTb CBOWCTBA
nepemMeLLeHna ans 3Toro WMCTOYHMKA cBeTa, 4ToObl
N3MEHUTb MECTOMNONOXEHNE, OTKYAa NCXOOUT CBET.

Point Lights He obnagatoT 60MnbLIOM MHTEHCUB-
HOCTbIO M3NyYeHUs cBeTa, MO3TOMY TPYAHO OCBETUTb
BCIO CUeHy Tonbko ¢ nomowpbto Point Lights. Onu
naoeanbHO NMOAXOOAT AN CBe4Yen, namrnodek n ICTp.

KoHeyHO, BO3MOXHO OCBETUTb BCHO CUEHY TOJIbKO C [EiERERVENLIEIE
Point Lights, HO ropasgo nydywe ucnonb3oBatb Point
Lights, ana Toro, 4To6bl aKLEHTUPOBATL CYyLLECTBYOLLNIA
CBeT.

7.3.4 — JluHeliHble To4Ye4YHbIe
CeemunbHuku (Linear Point Lights)

Linear Point Lights nogobeH To4e4HbIM
WctoyHmkam Cseta (Point Lights), u B HEM ecTb
Touka mcnyckatowas ceet B 3D npocTpaHcTse. Pas-
HMLa Mexay HUMKU B TOM, YTO B TO BpeMs kak Point
Lights nogunHsieTcs dusnyecknm 3akoHam cBeTa
(MHTEHCUBHOCTL cBeTa 0BpaTHO nMponopLMoHasnbHa
KBagpaTy paccTosHUS OT UCTOYHMKA), Linear Point
Lights He noguunHseTcs 3TuM 3akoHam. Bwmecto
3TOr0 OH MO3BOMSET YCTaHOBUTb TOYKY, B KOTOPOM
WHTEHCMBHOCTbL CBeTa nagaeT. ATo AaéTt adpdekT
Point Lights ¢ ropa3go 6onee BbICOKON MHTEHCUB-

Linear Point Light Viewport Avatar HOCTbIO.

Pa3den 7.4 — NManenb UcmoyHukoe Ceema (Lights)

B naHenu Lights Bbl MOXeTe HaCTPOUTb KaXKabli UCTOYHWUK CBETA B CLIEHE, CKOPPEKTUPOBATL
LBET, MHTEHCMBHOCTb, MONOXEHWe B MPOCTPAHCTBE W [OpyrMe cBOWCTBA. Bbl MoxeTe Takke
ncnonb3oBatb naHenb Lights gns 3arpyskm Light(s) Presets. lNMaHenb Lights pacnonoxeHa Ha
NeBOK CTOPOHE KOMMOHOBKM MHTepdenca Hollywood Blvd Bo Bknagke Lights & Cameras.

XoTtenocb 6bl HAOQEATLCSA, YTO NepBoe, YTO Bbl 3aMeTUTe, Koraa oTkpoeTe naHenb Lights,
COCTOMT B TOM, YTO OHa rnoxoxa Ha naHenu Cameras, Posing n Surfaces. NaHenb pasgeneHa Ha
ABe 3aknagku: 3aknagky Editor u 3aknagky Presets. Ha 3aknagke Editor MoXHO perynvpoBaTtb
CBOMCTBA [ONSA KaXOOro WUCTOYHMKA cBeTa. Ha 3aknagke Presets Bbl MoOXeTe 3arpysuTb
npensapuTernibHO caenaHHeble Light(s) Presets.
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7.4.1 — 3aknadka Pedakmop (The Editor Page)

3aknagka Editor pasgeneHa Ha aBa cton6ua. B Property Groups Light Properties

nesom ctonbue lMpocmoTp pynn Ceoicte (Property
Group View) HaxoguTcsi CMMCOK BCEX rpynn CBOWCTB B

HaCcToALMIA MOMEHT BblaeneHHoro ceeta. Ecnu B cueHe L“j o

HeT TeKywero BblAeNeHns WnNn, ecnum Tekyllee Al —

BblAeNeHne B CLUeHe He sIBNSeTCH MCTOYHUMKOM CBeTa, Currently Used e ——
Torga atoT cronbel 6yaeT nycTbiM. (Ecrv Bbl elwé He @]EISP,“'

3arpy3vnu UCTOMHUK CBETa, caMoe BpeMs caenatb 3TO [6] Rendering

cenvac, 1 BblgenuTb ero B naHenu Scene). B npasom ’@@f”:c’:“"“

ctonbue, nnu Property View, Bbl 0OHapyXute nHaNBM- ety

AyanbHble cBoncTBa. CBOWCTBA, BbiBEAEHHbIE HA 3KpaH

B npaBom ctonbue, onpenensalTca rpynnov CBONCTB, | p—r—

A

KoTopas BbibpaHa criesa.

Y KaXgoro ceeTa ecTb, Mo KpanHen Mepe, YeTbipe rpymnrbl CBOMCTB 3HAYEHWUI MO0 YMOMYaHUIO:
General, Display, Shadow u Light. B rpynne General Bbl HangéTte cBoncTBa npeobpasoBaHus. B
rpynne Display MOXHO nepekniodaTb BMOMMOCTb CBeTa CLEHbl B OKHe npeaBapuTenbHOro
npocMoTpa u npwu Budyanusauuwn. Y rpynnbl Shadow ecTb CBOWCTBa, KOTOpble BMAMSAIOT Ha
oTbpacbiBaeMble TeHM OT UCTOYHMKA cBeTa. [pynna ceoncTs Light BnusaeT Ha cBoMCTBa cBETA, Takme
Kak uBeT U MHTeHcuBHOCTb. Mbl 06cyamm ceoncTBa B rpynnax cBoncts Shadow u Light nosxe B
3TOM pasferne.

Y nesoro crtonbua ecTb onuuu, ANS BbiBOAA Ha 3KpaH

- BCEX CBOWCTB BbIOPAHHOrO MCTOYHMKA cBeTa. JTO AOCTUraeTcs C
Dropdown nomowibto unbtpa All B neBom ctonbue. MNpn 3agencrtsoBaHunmn
dunbtpa Currently Used B neBom ctonbue oTobpaxkatoTCa TONbKO

\ inearPointLic v| o
i Ml CBOICTBA, KOTOPbIE BbINi N3MEHEHI.

2| Example Light 1
¥ SpotLight 1

3¢ PointLight 1 -
4 Lommrntign Bbl MOXeTe M3MEeHWUTb BbIGPAHHbBIA WMCTOYHUK CBETa MK

3arpysuTb HOBbIM, Mcnonb3ys naHenb Lights. B Bbinagatowem
MEHIO BBEPXY NEBOro ctonbua ¢ neBon CTOPOHbI NepeYvncreHbl BCe
NCTOYHMKN cBeTa B cueHe. llenyok no Bbinagatowemy MeHHo
No3BONSIET BbIOpPATh MCTOYHUK CBETA. Y OCHOBAHUS MEHIO MMEeTCs
onuma Add a Light..., koTopas obecneuvBaeT AOMOMHUTENBHOE
MEHI0 C OENCTBMSIMM MO CO30aHMI0 HOBbIX 3K3EMIMMSIPOB UCTOYHK-
KOB cBeTa BCeX TUMOB.

Tun Tenn (Shadow Type)

B rpynne csoiictB Shadow Bbl MoOxeTe yBuOeTb
ceonctea Shadow Type. o ymonyaHuio y WUCTOYHMKA ST
cBeTa TeHn He BknoyeHbl. Koraa Shadow Type 6yget _
yCTaHOBMeH B 3HaveHne None, To TeHb He ByaeT nagatb oT Set Options

None

Deep Shadow Map

NCTOYHUKA CBeTa. ECﬂVl Bbl XOTMTe, l-|T06|3| Ball CBeT Raytraced (Software Only)

Bbirnagen ecreCTtBeHHbIM, OH OOJDKEeH OT6paCbIBaTb TEeHU.

Ectb aBa TMna TeHen, KOTopble MOXHO BbibpaTb B cBonctBe Shadow Type, ato Deep
Shadow Map n Raytraced (Software Only). Onums Deep Shadow Map 3acTtaBnsieT MexaHu3m
BM3yanun3aumm BblMUCNSATb TEHN HA OCHOBe M3obpaxeHnst Shadow Map.
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OT1O0T npouecc 0bblMHO ObICTpee, YeM Co3gaHue TEeHEW C TPAaCCUMPOBKOW fyver un nydile
ANA co3daHus pasMbiTbiX WM MArkux TeHen. Deep Shadow Map He 6e3 HegoCTaTKOB.
Shadow Bias unv NO3VUNOHUPOBAHME TEHM MO OTHOLUEHMIO K OOBLEKTY, KOTOpbIN OoTOpackiBaeT
eé, yacTo sBngaetcsa npobnemon npu ucnonb3osaHun Deep Shadow Map.

TeHn Raytraced BblMMCNAIOTCA NYTEM NpPOCYETa nyvyen maywmx OT UCTOYHUKOB CBeTa B
cueHe. OTO o3Ha4aeT, 4YTto npobnem ¢ Shadow Bias meHblwe, yem B Deep Shadow Map. TeHb
onpepensieTcs pasMepoMm obbekTa, OTOpachiBAKOLEro TeHb M ero OTHOCUTENbHOW MO3uumMen Mo
OTHOLLIEHUIO K UCTOYHKKY cBeTa. [MpocyéT TeHen Raytraced o6blvMHO 3aHMMaeT Gonbliee BpeMsi Ha
Bu3yanusaumio, yem Deep Shadow Map, HO TeHu GyayT ropasgo Gornee TOYHbIMM B CBOEM
pacnonoXxeHnn u pasmepe. Yacto oHn 6biBalOT 3epHUCTbIMKM, ecnu Shadow Softness umeet
CMULUKOM BbICOKOE 3HayeHue. JTOMY MOXHO NPOTMBOAENCTBOBATbL, yBenuyumB 4ucro Shadow
Samples. Ecnu Baw komnbloTep JOCTATOMHO MOLUHBLIA, TO TeHn Raytraced, BepodATHo, 6yayT
HaunyyLwmmM BapuaHToM.

Ipumeuanue: Tenu 00n2cHbL NAdams Ha ymo-mo. Yoocmogepvmecs, 4mo y 8ac ecimb NIOCKOCHb 3eMU
unu opyeue 00beKmol 8 Cyere, Ha Komopwvle 0y0ym nadams meHu.

MsarkocTb TeHu (Shadow Softness)
Shadow Softness onpegensieT, kKakumu 6yayT

TEHWN, XECTKUMM NN MArkumn. Msarkaa TeHb Oyger Click and drag
HEYETKOW MNKU pacnibiBY4aToOM MO KpasiM, B TO BPEMS Shad ow Softness
Kak y XEécTkon TeHun ByaeT oTYETNMBLIA kpaw. bonee T

BbICOKME 3HayeHusa ana Shadow Softness o3HavaloT
bonee msarkue TeHn. MsobpaxeHusa npeacraBneHHbIe
HWKE MoKasbIBaOT pasHULy MexXay XECTKOW 1N MATKOn
TEHbIO.

Bbl MoxeTe ynpaBnate Shadow Softness ¢ nomowbio nonsyHka cBoncTBa. [ns
N3MEHEHUs1 3HAYEeHUSA COBMHLTE MON3YHOK BMPaBO MMM BMEBO. Takke MOXHO BBECTU YMCIIOBOE
3Ha4veHue B vncnosoe none. Shadow Softness HaxoguTca B rpynne ceoncts Shadow.

Hard Shadows Example Soft Shadows Example
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OcselueHue (lllumination)

CeowuctBo lllumination pacnonoxeHo B rpyn-
ne Light. Mo ymonyanuio Illumination Bknto4eHo. —
HaxaB Ha KHOMKy BbiNagaroLlero MEHI, MOXHO
Bblibpatb onuuu Diffuse Only, Specular Only wnnu pp—

Off. Korga nepeknioyaTens yCTaHOBIEH B NMOMNOXeHne Diffuse Only
Diffuse Only, cset BnusieT Tonbko Ha diffuse kaHan E:MMW
NMOBEPXHOCTU U HWN Ha 4YTO Apyroe. To Xe camoe OTHO-
cutca kK Specular Only, 3a UCKMOYEHUEM TOro, YTO
BMUSIHWE NPOUCXOAUT Ha KaHan specular. O kaHanax
nosepxHoctu specular n diffuse Bbl MOXeTe nNpo4n-

TaTb B [1aBe 3.

lllumination

Y Bac Takxke ecTb onuusa ang BbikntodeHus lllumination. 3To AencTBMe BbIKOYAET UCTOYHUK
cBeTa, M OH Bornblue He OCBeLLaeT CLeHy. Takke MOXHO BbIKNIOYMTb OCBELLEHME B NaHenun Scene,
LLENKHYB MO rnasy crnesa OT Ha3BaHUA UCTOYHMKA CBETa Tak, YToObl rnas 3akpbincs.

LseT (Color)

CeouictBo Color sBngeTcs 4acTbio rpynnbl
cBowcTB Light. 3To CBOMCTBO BNUSAET Ha LBET cBeTa.
Bbl MOXeTe MonyyYnTb HeKoTopble OeNCTBUTENbHO coor
NUHTepecHble addekTbl, n3MeHsa uBeT cBeTa. C
NMOMOLLLIO LBETa MOXHO MNPUBHECTU HAacTpOeHWe B L eog B .,
KOHeYHoe n3obpaxeHue cueHbl. Hanpumep, xonog-

HbIX 3€MNéHOro UM CUHero LBeTOB, UNW TEMMbIX -
XENTOro, KpacHoOro Uy opaHXeBoro.

Onsa ynpaBneHus uUBeTOM, Bbl MOXeTe LWEMKHYTb NO LBETHOMY BUIXETYy B CBOWCTBE.
3anyctutca gnanoroBoe okHOo Select Color, B koTopom MOXHO 6yaeT BbibpaTb uBeT. Ecnn Bbl
HaBedETe Kypcop Ha kakoe-nubo m3 3HaveHun RGB, TO Kypcop M3MEHUT CBOW BWUA Ha OBOMHYHO
cTpenky. [iBuras Kypcop BNeBo Unv BNpaBo, Bbl MOXETEe UBMEHATb 3HaYeHue LiBeTa.

MHTeHcMBHOCTL (Intensity)

Intensity onpepenseT SPKOCTb MCTOYHMKA
ceeta. [lanee B 3TOi rnaBe Mbl W3y4YuM, Kakue
3HAYEeHUS] MHTEHCMBHOCTW SBMSAOTCA NyYlUUMKU Ans
Kaxgoro Tuna MUCTOYHMKa cBeTa. Bbl MoxeTe HacTtp-
ouTb Intensity ¢ momoLlblo NonsyHka. [ns nameHe- EEE
HWUS 3HAaYEHWS CABMHbTE NON3YHOK BNPaBO Ui BNEBO.
Takke MOXHO BBECTW YMCIOBOE 3HAYEHWE B YMCIIO-
BOe nore.
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Yron pacnpoctpaHeHus (Spread Angle (Spotlight Only))

CsoicTBa, nepeyncrieHHble Bblle, SBASKTCA

obwmmn  Ona BCeX  WUCTOYHMKOB — cBeTa.  Yron
PacnpocTtpaHeHus (Spread Angle) aBnseTca CBOWCT- Spread Angle
BOM, YHMKanbHbIM TonbKko Ansa Spotlight. OHo onpepge- o
nseT, HACKOMbKO LUMPOKO pacnpocTpaHseTcs CBeT OT
MUCTOYHMKa cCBeTa. YBenuyeHve yrna ysenuyusBaeT
obnacTtb, OCBELEHHYIO CBETOM. YMeHblueHne yrna
doKycupyeT CBeT B y3Koe nATHO. Bbl MoXeTe ynpasnsaTb
S3TMM CBOWCTBOM, WCMOMb3ysd MOMN3YHOK, WV BBOAS
3Ha4eHune B YMCIOBOE More.

Cnap Havano/koHey (Falloff Start/End (Linear Point Light Only))

Havano Cnapa.(Falloff Start), n Koneu Cnaga

(Falloff End) saBnstoTca caktuyeckn AByMs OTAeSbHbIMU Fallo ¢ Start 3.0
CBONCTBaMM, HO OHM paboTaloT BMECTE U PYHKLUMOHUPYIOT 1: | ﬁ
OAMHaKoBO. OTM OBa CBOWCTBA YHMKalNbHbl TOMbKO AN — .
Linear Point Light. Korga Bbl 3arpy3aunte Linear Point
Light B cueHy, 10 yBugute ase cdepbl. Falloff Start,
npencraeneH BHyTpeHHen cepon, a Falloff End BHeLw-
Hen.

Falloff :nd

Bcé B npegenax coepbl Falloff Start, 6ygeT ocBelleHO CBETOM MOMHOM MHTEHCUBHOCTM.
Kak Tonbko CBET BbIXOAUT U3 BHYTPEHHEWN cdhepbl, NHTEHCMBHOCTb CBETa yYMeHbluaeTcsa. A Koraa
CBET OOCTUraeT BHelUHen cdepbl, MHTEHCUMBHOCTbL cBeTa paBHa 0. YTo-nnbo, pacnonoxeHHoe 3a
npegenamm BHeELLHeN cdepbl OCBELLaTbCA 3TMM UCTOYHUKOM CBeTa He ByaerT.

Ob6a cBoncTBa MOXHO perynupoBaTtb, MCMONb3ys WX MNON3yHkA. Bbl MoxeTe BBeCTU
YUCNOBbIE 3HaYeHWUs Ans 06onx CBOMCTB, UCMOMb3ys MX COOTBETCTBYHOLUME YMcroBble nons. [Ans
NonyyYeHns OOMOSHUTENBHON UHOPMaUMK Mo 3TUM ABYM WU MHOTMM APYrMM CBOMCTBaM TEHeEW U
NCTOYHMKOB CBETA, NoXanymncra, nocMoTpuTe 3710 Buaeo: Lights Editor.

7.4.2 — 3aknadka lNpedycmaHoeok lNaHenu Lights (The Lights Pane Presets Page)

Ha 3aknagke Presets naHenu Lights Bbl MoxeTte \

3arpy3uTb Light(s) Presets. 3Tn npeceTbl 3arpyxatoT 0guH
NN HECKOSTbKO MCTOYHMKOB CBeTa. Tak e OHWU MOryT ObiTb ;
pa3paboTaHbl 4ns onpeaenéHHON cueHbl nnu anst obuiero

L Entertextto fiter by..

. . Light(s) Light(s)
ucrionb3oBaHuda. Tak unuv mHadve, Light(s) Presets, ato =
OTIMYHbIN CcNOCO6 NOMY4YMTb BbICOKOKAYECTBEHHOE OCBELLE- —— Yol ¥
HMe B CLEHeE. - L

3aknagka Presets naHenu Lights pasgeneHa Ha
ABa ctonbua. B neBom ctonbue HaxoaaTcs kateropuu, a B
npaBoM annbl BbiGpaHHOM KaTeropmm. PyHKUMM CTpaHNLbl  RELEEE

aHanorMyHel naHenu Smart Content Hold Ctrl/Cmd while loading to launch the Light
) Preset Load Options Dialog

YTtobbl 3arpy3nTb npeceT, BblAerinTe KaTteropuo B
ieBomM CTOJ'I6LI,e. Kak Tonbko KaTteropua BblAaerieHa, Bbl MOXeETe BblAEJINTb €ro U3 MNpeceToB,
OOCTYNHbIX B NpaBoOM CTOJ'I6LI,e. ,D,Ba)K,D,bI LWENKHUTE MO WKOHKE npeceta wunn nepetawnTe un
OTNYCTUTE UKOHKY, YTOObI 3arpy3nTb €ro B CLEHy.


http://docs.daz3d.com/doku.php/public/software/dazstudio/4/userguide/lighting/videos/lighting_editor/start
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Ipumeuanue: Bot moxceme maxxce 3azpyzums Light(s)
Preset uz nanenen Smart Content wzu Content Library.

Light(s) Preset npu 3arpy3ke 3ameHsieT BCE CyLLECTBY- o
toLLMe UCTOYHWKN CBeTa B CUeHe, Tak 4To ByabTe OCTOPOXHbI.  Jpromtia
Mpn HeobxogmmocTtn, 4TobbI Light(s) Preset go6aBunacb Kk
CBeTY B CLEeHe, a He 3aMeHuna ero, yaepxuBasi HaxaTou KnaBu-
wy Ctrl ana PC unn Cmd ansa Mac, 3arpyauTte npecet. 3anyctut-
ca guanoroBoe okHo Light Preset Load Options. B onuuu
Action cBepxy 3TOro AuanoroBoro OkHa MOXHO BblbpaTb, 3ame-
HWUTb NN BECb CBET, TOMNbKO BblIGpaHHbIN CBET, Unn npocto goba-
BUTb CBET M3 MpeceTa B CLEHY, He 3aMeHSs CyLLeCTBYHOLLEro
cBeTa.

DAZ Studio pacnpocTtpaHsieTca ¢ Heckonbkummn Light(s) Presets ana cuensl Alchemy
Chasm. Ectb 1 gpyrue Light(s) Presets, npegHasHavyeHHble gns obwero ucnonb3oBaHus. [Mpu
HeobXx0AMMOCTN Bbl MOXeTe KynuTb ux 6Gonblwe B MarasvHe DAZ3D. Bbl MoxeTe y3HaTb
G6onbwe o Light Presets, nocmoTpeB aT1oT dhounbm: Light Presets.

Pa3den 7.5 — NMpocmomp u3 UcmoyHuka Ceema (Viewing Through a Light)

Bbl MOXeTe ynpaBnsTb NO3VLMEN M BPALLEHNEM UCTOYHMKA
ceBeTa B naHenu Lights, unu npsmo B OkHe NpocMoTpa, UCMosib3ys
Universal Tool. 31o BaxHo ocobeHHo ans ToueuHoro CeeTta (Point R
Light) 1 INuneiHoro ToueuHoro Ceeta (Linear Point Light). DAZ L ﬂ;; -
Studio Takke npegocTaBnseT BO3MOXHOCTb caenaTtb YAanéHHbIn B Front View
CseT (Distant Lights) n NpoxekTop (Spotlights) Bawmm akTBHBIM B LeftView
npeacTaBneHneM okHa npocmoTpa. [pu NnpocMoTpe 13 UCTOYHUKOB B Right View
yAanéHHOro cBeTa WMM MNPOXEeKTopa, MOXHO YNpaBnsTb UMM, @ Back View
ncnonb3ys cpeacTsa ynpasreHUs OKHOM MPOCMOTPa. B Top View

YT106blI CMOTPETHL M3 UCTOYHMKA CBETa, CHavyana ybeauTechb, B Bottom View

4yTO B cueHe ecTb Spotlight unu Distant Light, (370 cBOMCTBO _ X
v 7R pange L 1

He paboTaeT C TOYEYHbIM UMM JIMHEWHBIM TOYEYHbIM CBETOM). 9 SootLint 1

7 Spotlight |

OTkponte meHio Bblbopa BuMaa. Hwxe kamep (ecnv OHM eCTb B
cueHe) Bbl yBuaute Bce Distant Lights u Spotlights, umetowme- RS
ca B cueHe. Bbibepute oanH u3 HUX, 4tobbl caenaTb ero akTMBHLIM
npeacTaBneHmemM OkHa NpocMoTpa.

Mpu npocmoTpe 13 uctovHuka Distant Light nepcnekTuBbl HET, Tak Kak TaM OpTOroHarnbHas
npoekuus. Spotlights e, HaoGopoT, UMET NEpPCrneKkTMBY C YIIOM MNONSA 3PEHWUst pPaBHbIM Yy
pacnpocTpaHeHus ceeTa. Bbl MoxeTe ncnonb3oBaTbh opoMTy, NaHOPaMMPOBaHME U CTPYKTYPUPOBATL
WNHCTPYMEHTbI TaK Xe, Kak Ky0 kamepbl, Ans NepeMeLLeHns NCTOYHMKA cBeTa. ATO NO3BOMSIET TOYHO
HanpaBnATb UCTOYHMK cBeTa. Bbl MoOxeTe BMOETb, YTO OCBELLAETCs, C TOYKM 3PEHMST UCTOYHMKA
cBeTa. OTO NO3BOMSET cAenaTb TOHKNE, HO BaXKHble M3MEHEHMST OCBELLEHMS, YTO APYrMM cnocobom
6b1110 Bbl OYEHDb CITOXHO.



http://docs.daz3d.com/doku.php/public/software/dazstudio/4/userguide/lighting/videos/lighting_presets/start
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Pa3den 7.6 — TpéxmoyeyHoe OceeweHue (The 3 Point Rig)

HecmoTpsi Ha TO, YTO BHMKaTb B TOHKOCTM CIIOXXHOTO OCBELLEHUS, BbIXOOAUT 3a pPaMKu
AaHHoro PykoBoacTBa, BaXHO OaTb BaM XOPOLUYH TOYKy cTapTa. TpéxtoyeuHoe OcaelleHue (3
Point Lighting Rig) ato obuwas noctaHoBka ocBelleHus, kak B 3D, Tak U B peanbHOM Mupe.
MNMocTaHoBKa COCTOUT M3 TPEX WCTOYHWMKOB CBeTa, ocBelwawlmx obbekT. Takoe ocBelleHue
npefHasHa4YeHo AN NOpTPETHOro OCBELLEHUSA OAMHOYHOIO O6beKTa.

YcTaHOBKa JOCTAaTOYHO MpocTa. Tpy UCTOYHMKA CBeTa, KaXAbl M3 KOTOPbIX pas3MeLléH noja
pasnMyHbIM YoM K 06bekTy. OTU TpU UCTOYHMKA cBeTa HasbiBatoTcad OcHoBHou CeeT (Key Light),
3anonHsatowmn Ceet (Fill Light) u KoHtypHbein CseT (Rim Light). B DAZ Studio Bbl mMoxeTe
ncnonb3oBatb Spotlights nnu Distant Lights ana no6oro 13 atnx Tpéx TMNOB UCTOYHUKOB CBeTa.
Distant Lights 6onee npoct, Ho Spotlights moxeT gaTb BaM Gonblue KOHTPONSA Ha TEHAMU U
ocBelleHveM. Mbl o6CcyaMM HasHaveHue, pasMelleHue U OTHOCUTENbHYH MHTEHCUMBHOCTb ANS
Ka)XOro UCTOYHMKA CBETa HUXE.

Rim Light

Fill Light

Rim Light Key Light

Fill Light Key Light
3 Point Righ Side View

3 Point Rig Top View

7.6.1 — OcHoeHolU Ceem (The Key Light)

Key Light 310 rmaBHbI UCTOYHMK CBETa B
cueHe. Ero HasHayeHMe OCBETUTb MOBEPXHOCTL U
nepeaHIo CTOPOHY Bawero oobekta. OCHOBHOM
CBET [OOMmKeH OblTb pasMelléH cnepeay wu
HanpaeneH Ha obbekT. Y Bac ecTb HebonbLIon
AnanasoH no ero pasmelleHnto. MHorve npeano-
ynTalT HemHoro cmewaTtbs Key Light, a He
HanpaenATb NPsSIMO Ha 06bekT. OObIMHO Npuem-
nembI AnanasoH - 45 rpagycoB BNEBO Mnu Bnpa-
BO MO OTHOLLEHMIO K cepeanHe oObekTa. OTo OaéT
Bam 90 rpagycCHbI AnanasoH, YToObl pa3mMecTuTb
cBeT. B peanbHOM Mupe Mbl OCBeLlaeM OOBLEKT
cBepxy. Bbl mMoxeTe ocBewaTtb CHU3Y, UNM Ha
ypoBHe o0Obekta. OpHako, B 6OnbLUMHCTBE
crny4aeB, B TPEXTOYEYHOM OCBELLEHNUN OCHOBHOW
CBET pacrnonaraeTcs Bbllle 00bekTa 1 HanpasneH
Ha Hero CBepxy BHU3.

View through the Key Light

Tak Kak Ha3Ha4YeHWe OCHOBHOMO CBeTa OCBETUTb MOAENb crnepean, MHTEHCUBHOCTL CBETa
AOJKHa ObITb yCcTaHOBReHa Tak, 4YTobbl npegmeT Obin BMAMM, HO He pa3mbiT. B GonbwmHCTBE
cnyyaeB, xopowas cTtaptoBaa Todka 310 100%. Ecnn npegmeT pasmbIT, WMHTEHCUBHOCTb
YMEHbLLAIOT.
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3Ha4yeHne NHTEHCUBHOCTU 3TO TO, YTO Bbl OOJKHbl HACTPOUTD. NoMHUTE, YTO B CLiEHE 6yneT
TP MUCTOYHMKa CBE€Ta, U OHU BCe 6YD,YT B3aMMoaencTeoBaTh, noaTomy Y6eD,I/ITer, 4YTO Yy BacC
€CTb BCE UCTOYHMKN CBETa B CUEeHe npexae, 4Yem yCtaHaBIlimBaTb 3Ha4€HUA NHTEHCUBHOCTU.

7.6.2 — 3anonHsarwuu Ceem (The Fill Light)

HasHauyeHue Fill Light 3anonHuTL TEMHbIE
npocTpaHcTea, octasneHHsble Key Light. Opyrumu
croBamu, 3anofHSALWUIA CBET TakKe pasMeLléH
nepen o6bekToM. Ero cMmeLlaoT oT OCHOBHOrO CBe-
Ta npubnuantensHo Ha 90 rpagycoB. 3TO O3Ha4a-
eT, ecnn Key Light cmewéH Ha 15 rpagycos
Haneso OT Bawlero obbvekTa, To Fill Light ycraHas-
nueaetcs npubnusmMTenbHo Ha 75 rpagycos
BMpaBo OT 0b0bekTa. ATO TONbLKO O6LIME PEKOMEH-
daumun. Hasnadvenue Fill Light 3anonHuTb TéMHbIE
NSATHa Ha nepegHen 1 BoOKOBbIX CTOPOHaX Urypbl.
VmenTe aTo B BMAY, pasMellas 3anosHAKLWUN
CcBerT.

Fill Light He gomkeH ObiTb OYEeHb WHTEH-
cuBHbIM. Bawa uenb 3anonHuTtb npobensbl, ocTas-
NeHHble OCHOBHbIM CBETOM, He nepebuBas ero.
HayHuTe cO 3Ha4YeHUs NHTEHCMBHOCTW 3arosTHA0-
wero ceeta 40% u cHwXanTe ero, ecnu 9TO
CIULLKOM SIPKO.

¥ ni

View through the Fill Light

7.6.3 — KonmypHbiu Ceem (The Rim Light)

of mim Light v &

View through the Rim Light

KoHTypHbIN cBeT obecneymBaeT CBET 13-
3a obbekTa. Korga oH ycTaHOBREH NpaBuUIibHO,
TO OXBaTblBAeT kpasi 00beKTa U BblAENSET UX.
Rim Light 3anonHseT u ocBellaeT ocTarnbHyO
yacTb cueHbl. KoHTypHbIn cBeT Oyper
HanpasneH Ha KaMmepy, Aenas ocTarnbHyl YacTb
CLieHbl bonee spKo.

Kak n gna gpyrmx MCTOYHWKOB CBeTa,
3[1eCb HeT HUKaKUX >XEeCTKUX npasBur Mo ux
pasMeLleHnto, TOMbKO obLime pekomeHaauuu.
Llenb coctout B TOM, 4TOObI NOACBETUTH W
BblAENNTb O6bEKT. BaXHO NOMHUTL 3Ty Uenb,
pasvewass Rim Light nosagn obbekra.
YKenatenbHo cmectute Rim Light Tak, 4tobbl
OH He obbeauHsaAnca ¢ Key Light n He pasmbl-
Ban obbekt. O6bIMHO, Rim Light cmewéH no
oTHoweHuio K Fill Light.
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Tak kak Rim Light ocBellaeT 3agHo0 YacTb 06bekTa, MIHTEHCUMBHOCTb 3TOr0 CBETA A0JPKHA
ObITb camon OGornblwon u3 Bcero ceeta B cueHe. DAZ Studio nossonsieT ycTaHOBNMBATb
WHTEHCUBHOCTb NCTOYHMKOB cBeTa Bbllle 100%. Xopolluee HavanbHoe 3Ha4eHne NHTEHCUBHOCTY ANs
KOHTYpHOro ceeta npnbnunantenbHo 120%. MoxeTe yBenMunBaTtb UNn yMeHbLLATb 3TO 3HAaYeHne no

CBOEMY XelaHUto.

7.6.4 — Yacmu4Has Busyanusayus Ucmo4yHukoe Ceema

(Spot Rendering Your Lights)

KaxabIn MICTOYHMK CBETa B Ballen cueHe ByaeTt B3aMmoaencTBoBaTb
C OpYrMMU UCTOYHWKaMKU CBETa M NOBEPXHOCTbIO Ballen ourypbl Tak, 4To
3TO MOXET HenpaBUIlbHO OTOOpaXaTbCsl B OKHE NpeaBapuUTeNbHOro Npoc-
MoTpa. YTobbl BUAETb TOYHO, Kak CMOTPUTCA Ball CBeT, Heobxoaumo byaet
BU3yanuamMpoBaTb cueHy. Mbl paccMOTpenu 4YacTUYHYK BU3yanusauuio

(Spot Rendering) B NaBe 3, 1 ceyac NpoLecc HAYEM He OTNn4aeTcs.

[Ona sanycka 4acTUYHOW BU3yanusauuu, CHadana akTUBUpPYWTe ero WMHCTpPyMeHT (Spot
Render Tool) Ha naHenu nHCTpymeHToB. [ocne aToro BbligenuTe obnactb, AN KOTOPOW XOTUTE
caenatb 4acTuyHyro Buadyanusauumio. DAZ Studio otobpasut aty obnactb B OKHE MpOCMOTpa,

MCcnonb3yd Ballin TeKkyuine HaCTDOIZKI/I ana su3dyanmsaunn.

Wcrnone3ynte Spot Render Tool Tak Xe, kak u npegBapuTENbHbLIA MPOCMOTP B OKHe
npocMoTpa, 4Tobbl yCTaHOBUTL Balwl cBeT. [MOMHUTE, 4YTO KaxAbli UCTOYMHWMK CBeTa B3aMModewn-
CTByeT C apyrmmu. NameHeHne nosvumm, MHTEHCUBHOCTM U LBeTa ByaeT 3aTparmeaTb NosiBlieHne B

cueHe Opyrmx NCToO4HMKOB CBeTa. =

Spot Render Example

Pa3den 7.7 — CoxpaHeHue lNpecema UcmoyHukoe Ceema

(Saving a Light(s) Preset)

NTak, Bbl YCTAHOBWNIN CBOE TPEXTOYEYHOE MWNn gpyroe
OCBeLLeHMEe CLUEHbl U OHO BaM MOHpaBMock. Bbl noHnmaeTe, 4To
3TO ocBelleHne OyaeTt BbIrNAAeTb XOpowo B Apyrux cueHax. C
nomoubto Light(s) Preset DAZ Studio no3sonsieT BaMm COXpaHUTb
BCIO CBOIO Gornbluyto paboTy no HacTpouke ocselleHus. Light(s)
Preset coxpaHuT nHcopmMaLmio 0 No3numMm, UBETE, MHTEHCUBHOCTMH,
W T.4. 4Ns ICTOYHUKOB CBETA B BaLLEN CLEHE.

YUTto6bl coxpaHutb Light(s) Presets ybeautech, 4TO UCTOM-
HWK cBeTa, ANns KOTOPOro Bbl XOTUTE COXPaHWUTL MNpPeceT, BbiAeneH
Ha naHenun Scene. Ecnun Bbl XOTUTE COXpPaHUTL MpPeceT ASs BCEro
OCBelleHNs B CLeHe, TO BblAerneHne He umeeT 3HayeHus. Kak
TONbKO BblaeneHne caenaHo, nponaute B rnaBHoe MeHwo File —
Save As — Light(s) Preset....

Save As
Submenu

Fle Edi Create Tooks Render Connect Window Help

O New Cirl=N Pose & Animate | Lights & Can

Ciri+ShiftsS

Send to Bryce.
dto Hexagon
d o Z8rush =
S Shaping Preset

‘sha| 0 Pose P

R — |
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3anyctutcs gnanoroBoe okHo Filtered Save, B KOTOPOM HyXHO OyaeT Has3BaTb MpeceT U
ykasaTb MyTb AN COXpaHeHus. 3atem, HaxMmuTe kKHonky CoxpaHuTb (Save) 1 3anomMHUTe MEecTo, rae

Bbl COXpaHsieTe CBOV NpeceT, YToBbl HaliTW ero nosxe.
Kak Tonmbko Bbl HaxmeTe KHOMKy Save, Save Dpllens

3anyctutca auanorosoe okHo Light(s) Preset Save ; it o
R @ Current Frame Only
Options, koTopoe umMeeT Tpu naHenu: [mana3oH e Aninoted Range StartFrame |
Anumvauum (Animation Range), [JaHHble McTouvHmka LgntData - .
. o . . All Lights
Cseta (Light Data) u Onumun ®ainna (File Options). ey
Onuwmm B Animated Range no3sonsoT Bam Bbibupatb + comress rie ¥ .

Tonbko Tekywwmin Kagp (Current Frame Only) unn (x2]
AvanasoH Anumaumm (Animation Range), rge Bbl

AorxkHbl ykasaTb [lepsbii Kagp (Start Frame) wu

MocnegHuii Kagp (End Frame).

Onuwun Light Data no3sonsAoT BaM BblbupaTb, ABNAETCS NK NpeceT TONbKO AN BbIbpaHHOro
uctoyHuka cseTta (Selected Light(s)) nnu gana Bcex MUCToYHMKOB cBeTa B cueHe (All Lights).
HakoHeu, File Options no3ssonset BbiGpaTb, 6yaeTe nu Bbl CkMMaTtb gainn. Nocne Toro, kak Bbl
yCTaHoBMK Bce onuuu, HaxmvuTe MNpuHaTe (Accept), n DAZ Studio coxpanut Light(s) Preset.

Bbl cmoxeTe 3arpy3utb Light(s) Preset Ha 3aknagke Presets naHenu Lights. OTkponTte aTty
3aknagky u npocmoTpuTe pasgen bea Kateropun (Uncategorized). [insa 3arpysku npeceta Asaxabl
LLENKHMTE NEeBON KHOMKOW MbILIWN €ro MKOHKY UIM MPOCTO NepeTaLumTe 1 oTnycTuTe eé B CLeHe.

Pasden 7.8 — Kpamkuti O630p (Wrap-Up)

MpumuTEe no3gpasBneHns Nno Ccryvald OKOHYaHUSA 3TOW rrfaBbl MO OCBELeHWo. Tenepb Bbl
MoXeTe co3fdaTb W/unu 3arpy3uTb UCTOYHMKM ceeTa Distant Light, Spotlight, Point Light n Linear
Point Light B cueHy. Tak xe Bbl ymMeeTe ynpaBnaTb CBOMCTBAMM KaXKAOIMO MCTOYHMKA cBeTa, YTOObI
AOMKHbIM 06pPa3oM OCBETUTL CLEHY.

CospaHue xopollero ocseleHnsa TpebyeTt NpakTuku 1 TepneHns, kak n BcE octanbHoe B 3D.
3pecb HeT BonwebHon kHonkn "Caoenatb KpacuBo”, koTopasa Obl BbiNOMHWNA BCO paboTy 3a Bac.
Hageemcs, 4To Bbl, XOTA Obl HAMAETE NOME3HbIM NPOLECC OCBELLEHNS cLeHbl. Kaxabi Xya0XKHMK No-
CBOEMY YHUKareH; NCNonb3ynTe ocBeLleHne, YToObl OTAMYaTbCS OT OCTanNbHbIX.

Final render using 3 Point Lighting and a ground plane to produce shadows
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Busyanusauua (Rendering)

Mnoabl Bawmx TpyaoB

Pa3den 8.1 — BeedeHue (Introduction)

Buayanusauus, 310 npouecc, KoTopbin npeobpasoBbiBaeT Bawy 3D cueHy B eé 2D n3sobpa-
XeHne nnn annmaunio. Becb cmbicn DAZ Studio 3akntoyaetcs B TOM, 4TOObl MOMOYb BaM caenatb
npovsBedeHne UCKYCcCTBa B Buae Budyanusauun. Busyanusauma 310 nocnegHui war B paboyem
npouecce DAZ Studio 1 Ta Touka, rae Bbl, Tak ckasaTtb, YTO noceeTe, TO U NOXHETE.

Mpn BU3yanusaumm cueHbl NporpaMmmMma BblMMCNAeT 3HadeHna RGB ong kaxaoro nukcena Ha
OCHOBE CBeTa, MOBEPXHOCTEN, MO3bl, POPMbI U Ap. DTN NUKCenu OPMUPYIOT Balle KOHEYHoe
n3obpaxeHme. OT0 OGonblle, 4YemM MNPOCTO HaxaTMe Ha kHonky Render. HacTtpowku Bawen
BM3yanusaumu onpenensioT obliee ka4ecTBo U BUA n3obpaxeHus. Y Bac MOXeT ObiTb paHTacTu-
YeCKU MepCcoHaX C OTANYHOW (POpMON, TEKCTYpOM, MO30M, KOTOpas OoLlerioMnsieT, U cooTBeT-
CTBYHOLLEE OCBELlEHMEe, HO €eCnvM HacTpOoMKM Bawen Bu3yanusaumm He OyayT yYCTaHOBIEHbI
npaBuIibHO, TO KOHEYHOE M306paxeHne ByageT NOXoro KavecTsa.

B aToM rnaBe Mbl pacCMOTPUM OCHOBHbIE
HacTpoviku Bu3yanusauuun, Heobxogumble Ons
Nnony4YeHMs1 BbICOKOKAYECTBEHHOIO M300paXKeHus.
Mbl noroBopMM O TOM, Kak yCTaHOBUTb pasMep U
COOTHOLLEHNE CTOPOH M30bpaxkeHnsa. HakoHel, Bbl
y3HaeTe, Kak BU3yanu3npoBaTb CBOE M3obpaxkeHue
U coxpaHuTb ero B Buge danna 2D-dopmara,
KOTOPbIN MOXET ObiTb JOCTYMEH MO3XeE.

- B

Render 1

Ilpumeuanue: B smoil enage muvl Oydem pabomamsv 6o exknadke Render xomnonoexu ummepgetica

Hollywood Blvd.

Combine lighting, surfaces, poses, shaping and
more to create great renders in DAZ Studio.
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Pa3den 8.2 — NMNaHenb Hacmpolku Bu3yanu3sayuu (Render Setti ngs

MaHenb Render Settings, ato mecTo, rae Bbl o
MOXETEe NPOCMOTPETb U HACTPOUTbL BCE MapameTpbl
BU3yanusaunn. NaHernb pacnosioxeHa Ha NeBown CTopo-
He wWHTepdenca DAZ Studio. lMaHenb umeeT nase
3aknagkm General n Advanced. 3aknagka General
COOEPXXUT OCHOBHbIE HACTPOWKN BU3yanusaunu, Takme
kak Quality, Render Style n Dimensions. 3aknagka pockinl .
Advanced cogepXxuT BCE Te XXe HACTPOWMKM 3aKnagku
General, Ho BKkMtoyaeT B cebs [OMONHUTENbHbIE
HacTpOKrKU BU3yanuaauuu. B crnegyowmnx pasgenax Mol D“::mr—_nm

paccMOTPMM HacTPOWKKM Ha 3aknagke General, a Takke - "

HeKoTopble HAaCTPOMKKN Ha 3aknagke Advanced. | consan roporions

sBujjies Jepuay

e ——

Pa3den 8.3 — Kavecmeo Bu3syanu3ayuu (Render Quality)

YcrtaHoBka Render Quality poctynHa Ha obeunx 3aknagkax (General u Advanced) naHenu
Render Settings. bornee BbiCOKOE Ka4yeCcTBO O3HadaeT Gonee MeasieHHy Bu3yanu3auuo u
Haob6opoT. C NOMOLLbIO 3TOro NapameTpa Bbl MOXeTe BbiOpaTh MEXAy Ka4deCTBO U CKOPOCTb. OTa
HacTpoKrKa HaXoAUTCA Ha BUOHOM MeCTe B BepxHel YyacTu naHenu Render Settings.

Render Quality Quality Preview YcTtaHoOBKa BbICLLEro 3Ha4YeHusd

KayecTBa Bu3yanusaumm pasHa 4. pwn

Ad aTon yctaHoBke DAZ Studio wucnonb-

Click g e - 3yeT nporpammMmHoe obecrneyeHne OBMK-
9 :ﬂ-' Ka Bu3yanusaTopa And oTobpaxeHus
cueHbl. Bbl yBuanTe nonHbln adpdekT

NOBEpPXHOCTEN, CBeTa W TEHW C 3TOM
HacTporku  Bu3dyanusaumn.  [OBMXKOK
BU3yanusaTtopa Ucnomnb3yeT npoueccop
Ballero KomnbloTepa Ans pacyéTos,

Sample Imaget i
Software] ot ' HeobxoouMbIX AnA BM3yanusaumu. 3TO

O3Ha4yaeT, 4YTo Ball npoueccop Gyaet
onpegensalWmM  Gaktopom B TOM,
CKONMbKO BpemeHu OygeT  OnuTbes

BU3yanumaauu4.

Camasi HM3Kasi ycTaHOBKa kayecTBa 3TO MPOCTO npeaBapuTeENbHbIA NPOCMOTP, MCMOMb3ys
HacTpoukM rpacuyeckoro npoueccopa eBuaeokapTel OpenGL. Mo cywecTBy 3TO CHUMOK TOrO, YTO
Bbl BUOWUTE Ha 3KpaHe. Y BU3yanusauum Ha 3TOM ypoBHe OyaeT ocBelleHne Ge3 TeHei B caMoM
HM3KOM KayecTBe. OTU HaCTPOMKM BU3yanusaumm UCronb3yrTcs Ans cosgaHns 2D nsobpaxeHus
TOrO, YTO Bbl BUAUTE B OKHE NpocmoTpa. MNpu 3ToM, BU3yanu3aumsi NpoTekaeT NoYTM MrHOBEHEHO.

[pyrve gBe HaACTPOWKN 3TO KOMMNPOMUCC MEXAY CKOPOCTLIO 1 KayecTBoM. HacTtporikm 1, 2 1
3 ANs BblYMCIEHMS BU3yanv3aummn UCnonb3yloT Bally BuAeoKapTy. OTO 03HaYaeT, YTO CKOPOCTb U
Ka4yecTBO onpeaensoTcs Bawen BuaeokapTon. OgHako, HE3aBMCUMO OT TOFO HACKOSbKO XOpolua
Balla BMOeokapTa, nporpaMmHasl Bu3yanusaums, byaet Bceraga uMeTb Goree BbICOKOE KayecTBo.
YpoBHM 2 1 3 xOopoLuM ANns npeaBapuTerbHbIX MPOCMOTPOB, HO dMHAaNbHas BU3yanu3auus OormkHa
BCerga BblaBaTb HauBbICLLEE KAYECTBO.



I'naea V111 — Buzyanuzayus 90

Pa3den 8.4 — Cmunb Busyanu3sayuu (Render Style)

MyHkT Render Style HacTpounku Bu3ya-

nusauum nos3BonsieT BU3yanuanposaTb M306pa-
XeHue, MCnorb3ys CyLLecTBYHOLUME HACTPOWKU
mMaTepuana B CueHe unu npuaatb usobpaxe-
HUIO  MYNbTUNNNKAUMOHHBLIA BUA. Ecnv nyHKT
Render Style yctaHoBneH Ha MynbTunnuvka-
UMOHHbIN ®unbm (Cartoon), To DAZ Studio npyMeHUT MynbTUMMMKALMOHHbIE BEPCUU LLENOEPOB
NMOBEPXHOCTU MO YMOMYaHWIO Ansi Bcex noBepxHocTen. Koraa Beibnpaetcsa 3HaveHne Default ans
3TOro MyHKTa, TO B Matepmanax HUKakmx M3MeHeHUn He NMPOU3BOAUTCS, U OHU OToBpaxatTcs,
kak ecTb. Oba wengepa npeacTaBnAlT MHTEpPeC 1, 6e3yCnoBHO, CTOMT BU3yanu3npoBaTb CLEHY
c obenmu wergepamu, YTobbl yBUAETH Pa3HULLY.

Default Render Shader Cartoon Render Shader

Pa3den 8.5 — Pasamepbi (Dimensions)

Hactponkn Dimensions AOCTYyNHbI B
obeunx General n Advanced 3aknagkax. OHu
B 9TOM pasfene no3BonsT BaM onpeaensaTb
pasMep W COOTHOLIEHWEe CTOPOH Ballen
duHaneHon Bu3yanusaumn. Pasmep (Size)
onpepenseT konuyecTso MNukcenen (Pixels), B
TO Bpems kak dopmaT MN3o6paxeHusa (Aspect
Ratio) onpegpendet dopmatr. DAZ Studio

+/| Constrain Proportions

Takke MWMeeT HeCKONbKO npeaBapuTenbHO
YCTaHOBIEHHbIX hopmMaToB M300paxeHus,
00bI4YHO MCNONb3yeMbIX B KMHemartorpadum m
doTorpacdun, Hapagy € BO3MOXHOCTBIO
COXPaHUTb Balll COGCTBEHHLIN.
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8.5.1 — lNokazamb ®opmam N3obpaxeHus (Showing the Aspect Frame)

Mo ymonuaHuio Aspect Frame BbiknoyéH. BkniodeHne copmata nsobpaxkeHns nossonset
TOYHO yBMAETb, Kakon ByaeT pasmep puMHanbHOWM BM3yanu3aumm cueHbl. YTobbl BkNounTb Aspect
Frame, oTKpoMTe MEHIO onuui okHa npocmoTpa (cMm. Pasgen 2.4.3), n Bblbepute onumto Show
Aspect Frame. Bbl yBuauTe, 4YTOo NodBMMnacb pamMka B OKHe MPOCMOTpPa, eCcnu y Bac He BblaeneH
nyHKT Active Viewport B Dimensions.

Viewport Options
Menu

Cube View Controls

Docked View Controls
: Change Background Color...
Show Floor
Show Center Axes
Show Aspect Frame

Show Pose Tool

Hide Camera Cube

Auto Hide View Options
Auto Hide View Controls

8.5.2 — lpedycmaHoeka (Preset)

MyHkT Preset npepgcraBnsetr cobon Bbinagato-
llee MeHI, KOTOpoe MNOo3BONsieT BbiIOpaTb NpeaBapu- Dimensions Preset
TEeNbHO YCTAHOBMEHHbLIN dopmaT M3obpaxeHus. EcTb Drop-down Menu
HECKOJIbKO OOCTYMHbIX, Taknx kak 4:3, 16:9, Super 8mm
n 1.40. WénkHnte no BbiNagawowemMy MeH, 4Tobbl BU-
OeTb BCe [OCTynHble npeaBapuTeribHble YCTaHOBKW. Chogsg p, 'S

o o p’ﬂsm /| Active Viewport

Ecnn Bbl cosganm cBo cOOCTBEHHLIN dhopMaT n3obpa- S : : :

o Display Standard / Cine 35mm (4:3)
XeHus, ncnonb3ymte KHomky Save Preset ..., 4ToGbl Display Wide (5:4)
coxpaHuTb ero. Kak Tonbko npegsaputenbHas ycrta- Widescreen (16:9)

A S e (1:1)

HOBKa COXpaHeHa, Bbl OOHapyxuTe €€ B BbinagatoLiem :::erm';ﬂ;”_] s
cnucke 'Preset'. » Anamorphic Scope (2.35:1Y

Viewport with the Aspect Frame

8.5.3 — lNukcenu (Pixels)

B nonax Pixels Bbl MOXeTe BBECTU KONUYECTBO MUKCENEn, KOTOpble Bbl XOTUTE MOMY4UTb B
cBoer Busdyanusauun. [lepBoe none 9TO BbICOTa, a BTOpPoe nofe - wupuHa. Ecnn onuus
Cobniogatb [Mponopummn (Constrain Proportions) Oyamet BknoveHa, TO OGHOBMEHME OLHOMO
nonsi aBTOMaTuyecku OGHOBWUT Apyroe none Tak, 4Tobbl CTOPOHbI 6blM MNPOMOPUMOHANBHBI.
CnepyeT nmeTb B BMAY, YTO Yem Bonblue nukcenen B BalweM usobpaxeHun, Tem 6onblue BpeMeHu
3aMMET BM3yanuaauus.

8.5.4 — lNponopyuss CmopoH (Aspect)

Mona Aspect NO3BONSAT ONPeAensaTb OTHOCUTENbHYK BbICOTY U LUMPUHY M306pakeHus.
Cambin npocTon cnocob yCTaHOBWUTb COOTHOLLEHME CTOPOH, 3TO MCMONb30BaTb OOHO M3 MpeaBa-
PUTENbHO YCTAHOBIEHHbIX B BbiNagatoLem MeH:o. [pyn Heo6XxoaAMMOCTU NCMONb30BaTh CBOE COOTHO-
LUEeHNe, Bbl MOXEeTe YCTaHOBWUTb ero 3gecb. BCE, UTo HyxHO caenaTtb, 3TO WENKHYTb B OOHOM U3
nonen n BBECTM YMCNOBOE 3Ha4eHue. [epBoe none npeacTaBnsieT BbICOTY, @ BTOPOE Nose WUpUHY
n3obpaxeHusi. UameHeHne 3HauyeHun Aspect o6HOBUT popmaT n3obpaxeHns B obnactm npocMmoT-
pa, ecnv ato ByaeT BKIHOYEHO.
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Pa3den 8.6 — PacwupeHHble Hacmpolku Bu3yanu3ayuu
(Advanced Render Settings)

[axe ecnu y Bac CTOAT BbICLUME HACTPOMKN KayecTBa BU3yanu-
3auMn, BO3MOXHO ewwé Oonble ynyywntb obwee eé KavecTso.
Hactponkn Buadyanusaumm Ha 3aknagke Advanced naHenu Render
Settings galT ganbHeNLWWA KOHTPOMb Ha Ka4eCTBOM BU3yanunsaumu.
Bbl MOXXeTe oTperynupoBaTth 3T HAaCTPOMKM AN yBENUYEHNSI CKOPOCTH P ——

Past Sargles o0, B0

sBujyasg Japuey

nnn Ka4ecrtBa BU3yanm3aunn.

Hactponkn Busyanusauumn, obcyxgaemble B 3TOM pasgene,
MOXHO HaWTK Ha 3aknagke Advanced naHenu Render Settings, npwu
YyCTaHOBKE KayecTBa Bu3yanusauum paBHbiM 4. B To Bpems kak
BM3yanu3aLusi MMeeT MHOTO HaCTPOEK, YTO MOXHO Bbino 6bl 06CyanTb, R
Mbl BbIOpanu n3 HAX TpU camblX BaXKHbIX C TOUKN 3pEHUsI KayecTBa. ATO bl

Max Ray Trace Depth, Shadow Samples n Shading Rate. e

uoton sariee - A

fueagp Jepuay

8.6.1 — MakcumanbHasi 21y6buHa mpaccupoeKu jiy4ya
(Max Ray Trace Depth)

MakcumanbHaa [nybuHa TpaccupoBku
Jlyua (Max Ray Trace Depth) onpegenset
4YMCNO BO3BPATOB AN OTAENMbHOro fy4va CBeTa,
BbIYMCIIEHHOIO MEXaHW3MOM Bu3yanuaartopa.
3HaveHne no ymonyaHuio Max Ray Trace
Depth paBHsieTca 2. OTO [ocTaTovHO AnA Max Ray Trace Depth :
GonblMHCTBa BM3yanusauuMi. EAMHCTBEHHbIN
crny4vaun, Korga Bbl OOJKHbl YBENMUYUTL 3HaYe-
HWe, 3TO, Koraa B CLEHE eCTb HECKONbKO OTpa-
XKaloWwnxX MoBEpPXHOCTEN. YBeEnuyeHne Makcu-
ManbHOW rnybuHbI TPaAcCMpPOBKM Jlyya MOXET
3HAYUTENbHO YBENUYMTL BPEMS BU3yanusaumm,
noatomy ybeguTecb, YTO YBENUYEHME ITOrO
3Ha4YeHus1 AeNCTBUTENBHO HEOBXO0OMMO.

Max Ray
Trace Depth

8.6.2 — TeHeeble Bbibopku (Shadow Samples)

TeHeBble Bbibopkn (Shadow Samples)

onpenensoT, CKONMbKO BbIGOPOK GEPET ABUKOK Shadow
BM3yanuaaTtopa, 4Tobbl co3aaTtb TeHb. bonblue : Samples
BbIOOPOK O3Ha4aeT Oonee BbICOKOKAYeCTBEH-
HYl0 TeHb, HO Bonee onUTenbLHOe BpeMs BU3ya-
nun3auun. MoHwkeHe 4Yncna BblIOOPOK YMEHb-
LUMT BPEMSI BU3yanun3aumm, HO Bbl MOXeTe Mony-
YNTb 3EPHUCTbIE HN3KOKAYECTBEHHbIE TEHN.

Shadow Samples : —ﬁ

Yucno BbIGOPOK NO yMONYaHuio paBHsieTcs 16. B 3aBMCUMOCTU OT YKcra MCTOYHMKOB CBETA,
OT KOTOpPbIX MagalT TEHU B CLEHE U MSrKOCTU TeHW, Bbl MOXETe YBENUYUTb UM YMEHbLUNTL 3TO
3HayeHue.
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8.6.3 — YpoeeHb 3ameHeHusi (Shading Rate)

Shading
Rate

Baw YposeHb 3aTeHeHus (Shading Rate) onpegensieT, Hackonbko ByaeT AeTtanvanpoBaHa
BM3yanu3aums. bonee BbICOKMA ypOBeHb 3aTeHeHUs O3HayaeT Gonee ObICTPylO BU3yanusaumio.
OpHako ¢ Gonee 6bicTpoW Bu3yanusauuen Bbl XepTByeTe neTansMu. YpPOBEHb 3aTeHeHWUs
onpegenseTcs Bawen cueHon. Ecnu Bbl co3gaérte nopTpeT KPyrHbIM MMaHoM, TO YPOBEHb
3aTeHeHnss JomkeH OblTb HU3KMM Tak, 4TOObl MOMy4nMTb €ro HaCKONMbKO BO3MOXHO 6ornee
AetanuanpoBaHHbiM. C Apyrovi CTOPOHbI, €Cnv B Ballen CLEeH HET KPYNHO NNaHoBbIX 06bEKTOB, TO
MOXeTe NOAHATb YPOBEHb 3aTEHEHUS, NOCKOSbKY Bbl HE CMOXeTe yBUAETb MerbYanLune aetanu.

3HayeHne no ymonudanuto gns Shading Rate paBHo 1.00. BT0 cTapToBOE 3HaA4yeHue, u
GONbLWMHCTBY Bawmx Bu3dyanu3aumin OyaeT aTtoro goctatodHo. OQHako ecrnv BaM KaeTcsl, 4To
BM3yanusaumsi ngéT CrvWKOM A0nro, nonpobymnTte yBenuuuTb 3HAYEHME YPOBHSI 3aTeHeHus. Bam
HY>XHO Bonee geTtanuaMpoBaHHoe n3obpaxeHne? Torga yMeHbLUMTE 3TO 3HAYEHME.

Shading Rate = 1 Shading Rate = .2
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Pa3den 8.7 — lNpedycmaHoeka Hacmpoek Bu3yanusayuu

(Render Settings Preset)

Render Settings Presets no3BonaAwT Bam COXpPaHUTb
CYLLEeCTBYIOLLME UNKN 3arpy3nTb paHee COXpPaHEHHbIe HACTPOWMKK
BM3yanusaumun. [pegycraHoBKkM cogepxat uHopmauuio ans
nodon HacTtponkn B obenx 3aknagkax General u Advanced
naHenn Render Settings. [pu 3arpyske Render Settings
Presets 3ameHATCS BCe TeKyllMe HACTPOWKW BU3yanusaunm Ha
HaCTPOWKKM, coaepKalumecs B npegyCTaHoBKe.

8.7.1 — CoxpaHeHue lNpecema Hacmpoek Bu3ya-
nu3ayuu (Saving a Render Settings Preset)

CoxpaHntb Render Settings Preset o4yeHb npocTo.
CHavana ybeamtecb, 4TO BalKM HaACTPOMKM Bu3yanusauuun, B
3Ha4yeHusAX, KOTOpbIX Bbl XoTUTE. 3aTeMm, Bbibepute File — Save
As — Render Settings Preset... Ha naHenu rMaBHOrO MEHIO.
910 3anyctut AumanoroBoe OkHO Filtered Save. B HéEM Bbl
MOXeTe [faTb WMSA npeaBapuUTENbHOM YCTaHOBKE W BblbpaTtb
pacnosfioXeHve, B KOTOPOM XOTUTE COXpaHUTb €€. 3anomHuTe
pacnonioXeHve M WUMA NpeaBapuUTENbHOM YCTaHOBKM, 4TOObI
HanTh eé no3xe. Nocne atoro, HaxmuTe Save, n DAZ Studio
COXpaHUT NpeaBapuUTENbHYIO YCTAHOBKY.

94

Save As
Submenu

Fie Edit Create JTools Render Connect Window Help

O new CirisN Pose &Animate  Lights & Cam

@& Open.. Ctrl+0
en Rece: >

Ctri+Shift=0 |
Cirl+S BB Render

Ciri+Shift+5

m Hierarchical Material(s) Preset,

N tierarchical Pose Preset...

nd to Bryce

nd to Hexagon... IIE Character Preset...
Zi h'ﬂ Properties Preset...
';m Shaping Preset...

‘ ,!u Pose Preset...

I?ﬂ Material(s) Preset..
su Shader Preset.
ﬂ Eﬂ Camera(s) Preset..
ye lu:u Light(s) Preset...
Render Settings Preset...

Shadow Samples : a
= e E‘E D-Former{s) Preset...

Gain - _./_n fa Layered Image(s) Preset...

-
_ p— LA Puppeteer Preset...

Gamma Correction
Suppol

Gamma : 'ﬁ Deprecated

8.7.2 — 3aepy3ka lNpedycmaHoesnieHHbIx Hacmpoek Busyanu3sayuu
(Loading a Render Settings Preset)

Bbl moxeTe 3arpy3auTb Render Settings Preset 3 naHenen Content Library wnn Smart
Content. NMpocTo NpOCMOTPUTE CBOWM KOHTEHT, MOKa He OBHapyXuTe npeaBapuUTENbHY YCTAHOBKY, U
ABaxabl WENKHeTe no Hen, 4ytobbl 3arpy3nTb. Ecnn Bbl TONbko 4TO coxpaHunn Render Settings, 1o

HangéTte nx B pasgene Uncategorized naHenn Smart Content.

Pa30den 8.8 — Busyanu3sayusi (Rendering)

NTak, Y BaC HaCTpoeHa CLeHa, Xopollee ocBelleHne, maTte-
puanbl BbIrMAAAT BEJNTMKOMNENHO, NpaBuilbHble KOMNO3NUUA U Kagpw-
poBaHune, n BU3yann3aTtop HaCcTpoeH, KakK Bbl TOI0 XOTUTE. I'Ios,u,paB-
ndaeMm, Bbl, HAKOHeL, NOCTPOUIIN CBOK CLIEHY, 1 Tenepb NpuLlia nopa
Ha4YnHaTb CBOKO cbleaanyro BU3yanunsauuio.

Buayanusaunsa ato pecypcoémkuii npouecc. B 3aBncumoctu
OT BO3MOXHOCTEN Ballero KOMnboTepa 1 CroXHOCTU CUEHbI, BpeMs
Ha BU3yanu3auuio MOXeT 3aHATb HECKONbKO CEKyHA, MUHYT, YacoB
unu pgaxe AHen. M3-3a cboeB B annapaTHbIX CpeAcTBax WU CIOX-
HOCTM CLeHbl, Bcerga Xxopowas maes coxpaHdaTb cueHy nepen
Hayanom nobon Buayanusaumm. Ecnm 4To-HMOYAb NonaeT He Tak,
Kak Hago, TO Bbl HE MoTepsaeTe BCH CBOKW NpoAenaHHyto paborTy.
UTto6bl COXpaHnTb Bally cueHy, caenante File — Save.

Fie Edit Create Toole Render Con
[ MNew Crl+N
& Open.. Ciri+0

Open Recent »
& Werge.. Ciri+Shift+0

Save As

i Save Last Render...

Import...
Export...
* Send to Bryce...
[ Sendto Hexagon...
= Send to ZBrush...

Exit Ctri+02
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8.8.1 — Busyanu3sayus Cmamu4yHoz2o U3obpaxxeHus (Rendering the Image)

Kak Tonbko Balla CLeHa coxpaHeHa, W HacTpolka napameTpoB Tool Bar
BM3yanusauuy 3aBeplueHa, Bbl MOXeTe HayaTb CBOK (hUHANbHYHO (

Bu3yanusauuio. [Ina 3anycka npouecca Bu3dyanusauun, Bbl MOXeTe
HaxxaTb KHOMKy Render cBepxy naHenu Render Settings, HaxaTb KHOMKY
Render Ha naHenu MHCTPYMeHTOB, BbibpaTb Render B rmaBHOM MEHI0 nnm
ncnonb3oBaTh ropsuyne knasuwm Ctrl+R gna PC nnn Cmd+R ans Mac.

&

Mo ymonyaHuio BM3yanu3auusi OTKpoeTcsl B HOBOM OkHe. Bo Bpems npouecca npocyéta
CLEHbI, Bbl HE CMOXeTe genaTtb 4To-nmbo eweé B DAZ Studio. MNporpecc Busyanusaumm MOXHO
HabniogaTtb B okHe Render Window. Ecnv Bam He06X04MMO OTMEHUTb BU3yanu3aumio, TO HaXMUTe
kHonky OTmeHa (Cancel) B HXXHEM MpaBOM Yriy okHa Bu3yanusauun. Nocne 3aBepLueHns npouec-
ca Bu3yanu3sauum kHornka Cancel nameHutcsi Ha kHorky Close.

Render
Window

8.8.2 — CoxpaHeHue Bu3syanu3ayuu (Saving the Render)

Mocne 3aBepLueHMs BU3yanu3auum Bam HeobxoouMmo e€ coxpaHuTb. Ecnu Bbl yaoBneTBo-
pPeHbl NOMyYeHHbIM pe3ynbTaToM, TO coxpaHuTe Budyanusauuio B OkHe Busyanusauum (Render
Window). Ecnu Bbl He XOTUTE COXpaHUTb pe3ynbTaT, TO NPOCTO HaXXMUTe Ha kHonky Close.

[ns coxpaHeHus Bu3yanu3auuu BBeauTe MMs ANna udobpaxeHus B nore Name. 3atem
BblibepuTe chopmat danina u3 Bbinagatowero MeHw. Bel moxeTte BbiGpaTh .jpg, .png, .tiff u .bmp
dopmaTbl ANst CTaTUYHbBIX N306paeHUN.

lMocne Toro, kak Bbl BbIbpanu nmsa 1 pacumpeHve darina, Belbepute Mecto coxpaHeHus. o
ymMonyaHuio Bu3yanusaumst Byaet coxpaHeHa B bubnuoteke Busyanusauwmin (Render Library),
KOTOpYt0 MOXHO yBuaeTb B naHenu Render Library. WcnonbsynTte kHonky "+" ana po6aBneHus
nankn B 6ubnvoteky. Ecnu Bbl xOTUTe BbiGpaTb Apyroe pacrnofioXeHne AOfis COXpaHeHus, TO
BblibepuTe lNanky (Folder) n3 BoinagatoLlero MeHto cnesa. 3aTem UCNonb3ynte KHorky "..." cnpasa,
4YTOObI OTKPbITb AMANOroBOE OKHO NPOCMOTPa U BbIBpaTb MECTO ANsi COXpaHeHus dainna.



Tenepsb, korga Bel BBENU uMma 1 doopmat dparna, ykasanu MecTto Afis ero CoxXpaHeHus,
HaxmuTe CoxpaHuTb (Save), 4ToObl coxpaHuTb Bu3yanusaumio. DAZ Studio coxpaHuTt eé.
Tenepb Bbl MOXeTE UCMOSb30BaTb 3TO M306paeHne COBMECTHO C Apy3bsMM, CEMENCTBOM UMK
konneramun. Bbl MoxeTe oTpedakTMpoBaTb M30OpakeHne B ApPYrov nporpamme, TakoM Kak
Adobe® Photoshop®.

Paszden 8.9 - Kpamkuii O630p (Wrap-Up)

MosgpaBnsiemMm ¢ okOHYaHWeM BuU3yanusaumm. Ham HpaBuTCH, YTO HOBble NOMb3oBaTeNn
penatT B DAZ Studio ¢ DAZ KOHTEHTOM. He cTecHANTECh AENUTLCS CBOUMU NPON3BEAEHNAMMN
NCKycCcTBa Ha Halmx dopyme u ranepesx. [Nlo mepe coBepLUEHCTBOBAHNSA HABbLIKOB, Bbl MOXETE
NPUHSATbL y4acTue B KOHKYpCe Ha OAHOM M3 HalMX POPYMOB. Y HAC €CTb KOHKYpPChl, A5 Ntoboro
YPOBHS MacTepcTBa. Ecnu Bbl pelunTe nogennTsCca CBOUM UCKYCCTBOM C MUPOM U He AepXaTb
ero npu cebe, To He ocTaHaBnuBanTe Budyanusauuto. MNMpogomkante pabortate B 3D 1 Bawm
HaBbIkM OyAyT HENPEepPbIBHO COBEPLUEHCTBOBATLCS.
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