AUTODESK® ENTERTAINMENT CREATION SUITES 2015

Autodesk® Entertainment
Creation Suites 2015

\

{\ AUTODESK.




PaboTanTe NprBbIYHLIMN METOAAMMU

VIHTYyUTMBHAs CKyNbNTypa 1 pucoBaHne. AHUMaLMS B
peanbHOM BpemMmeHn. ObMeH OaHHbIMKW B OAMH 3Tar.

HOBbIE BO3MO>XXHOCTHU

Autodesk Maya 2015

Mnatdopma co3paHns npoLeaypHbIX
3¢hhekToB Bifrost

TexHonorua XGen Arbitrary Primitive
Generator

Metog Geodesic Voxel Binding

Bu3yanbHbIn pegakTop Lengepos ShaderFX

Autodesk 3ds Max 2015

Mopaepxka 061akoB ToYek

CkpunTbl Ha A3blke Python

PacLuvpeHHble BO3MOXHOCTW BU3yanunsauum
ActiveShade

YBeJiieHve npov3BoanTelbHOCTH
BWA0BOro 3KpaHa

Bu3yanbHbIN pegakTop Weraepos ShaderFX

Autodesk Softimage 2015
KswunpoBaHue Alembic

Yny4yweHHana cpepa ICE
YcoBepLueHCTBOBaHHbIN mental ray
AHVMUPOBaHHbIe KapTbl TkaHel Syflex

Autodesk Mudbox 2015

HoBble BO3MOXHOCTU CI/IMMeTpI/IVI
pynnbl CNIOEB CKY/bATYPbl Y PUCOBAHUA
Moppep>Kka TEKCTYP W yayyLLeHHoe
o6HoBEHNE

WNHcTpymeHT Caliper

Autodesk MotionBuilder 2015
Mopaep>kka Microsoft® Kinect®
MepenoBble BO3MOXHOCTU KaMepbl
BrubnnoTeka ABUXKEHNI

«XKenesHbi Yyenosek 3», © 2013 Marvel

ManuTtpa Bepywnx B otpacnum
MHCTPYMeHTOB AnA 3D-aHumauum

Autodesk® Entertainment Creation Suite 2015 —
3TO AOCTYMHOE MO LieHe KOMMJIEKCHOE peLleHne
L0019 CO34aHNA BUPTYasIbHOM peanibHoCTH,
npefocTaBasAtoLLee XyLOXKHMKAM UHCTPYMEHTbI
AnA pa3paboTku nrp, BU3yasbHbix 3hHeKTOB 1
Opyrux Buaos 3D-aHnmaumu.

B komnnekc Standard BxogaTt Autodesk® 3ds
Max® 2015 nnn Autodesk® Maya® 2015 gna
3D-MOoLeNnpoBaHNsA 1 aHUMaLUK, peLlleHne
L1151 UMPOBOIA CKYNbMTYPbI Y1 PUCOBAHUA
Autodesk® Mudbox® 2015 v npunoxeHve ona
CO3[aHwWsA BUPTYasibHbIX (DUIBMOB B peasibHOM
BpPEMEeHM 1 aHUMaLuun nepcoHaxewn Autodesk®.

MotionBuilder® 2015. Komnnekc Ultimate
conepxunt Maya, 3ds Max 1 Bce ocTasibHble
NpoAayKTbl M3 cocTaBa komrnuiekca Standard, a
TakK>Xe NpunnoXXeHne 0nAa co3gaHna Bn3yasibHbIX
3¢ppekToB 1 aHMMaLmn Autodesk® Softimage®
2015.

MNoBblWweHne TBOpPYECKOro noteHunana

n onTrnMm3sauma NPon3BoANTENbHOCTU
AOCTUratoTCA 6narop,apﬂ HOBbIM BO3MO>XHOCTAM
B3aI/IMO,EleI7ICTBI/IF| N NPUBbIYHbIM I/IHTedeelzcaM.
I'IpV| 3ToM 0becneymBaeTCsa 3Ha4YMTeNbHaA
SKOHOMMUA NO CPaBHEHWUIO C I'IOKyI'IKOI?I Ka>Xaoro
npoAyKTa no oTae/1IbHOCTN.

KILLZONE: Shadow Fall. 306pa>eHune npegoctaBneHo komnanvein Guerrilla Games



‘ AUTODESK® MAYA' 2015

«[OTOBWTb OCHACTKY NepcoHaxer B Maya npocTo 1 yaobHo —

BE€Ob 3TO peweHne gna aHMMaunn Ctanio q)aKTVI‘-IeCKl/I

MWUPOBbIM CTaHOAPTOM. ITO MHCTPYMEHT, MO3BONAOLLNN

Nerko obMeHMBaTbCS OaHHbIMW C APYTMMU CTYONAMN U

naeanbHO BMUCbIBAKOLLMIACA B HaL paboymin MpoLece».

Tum Popbc
CMeLmasncT no oCHacTKe NepcoHaxemn
Image Engine

Autodesk Maya 2015

K nepeposbim cpenctsam Maya 2015 ona
CO3AaHUA NepcoHaxen 1 aphekToB fOH6ABUINCH
HOBble MOLL{Hble HABOpPbI MHCTPYMEHTOB
peHAepuHra n MoAenMpoBaHuA ABVXXeHNA
KMAKOCTEW, CO34aHNA BOJIOC, MexXa, OMNepeHus,

TPaBbl U JINCTBbI, @ Tak>Xe CKUHHUHIa I'IepCOHa)KEIZ.

Mopnepkka 6ubnuotek Pixar OpenSubdiv,
YCOBEPLLUEHCTBOBAHHbIE NHCTPYMEHTbI
MOZENMPOBaHNA MOSUFOHOB U HOBblE METObI
paboTbl ¢ UV-KoopamHaTamu No3BoSIsioT
3HaYUTESIBHO MOBbLICUTH NMPOWU3BOANUTENBHOCTD,

a HOBbIV BM3yalibHbIV PeJaKTop Lenaepos

Ha OCHOBe HOLIOB MPefOCTaBNsAET yaoOHbIe
BO3MOXHOCTY [J151 CO3[aHNS CNIOXKHbIX LLenaepoB
B peasibHOM BpeMeHM NPsMO Ha BULOBOM dKpaHe.

HoBble Bo3mo>xHocTu Maya 2015

Mnatdopma cozpaHna npoueaypHbIX
a¢pekToB Bifrost

Maya 2015 cofiep>XuT HOBYIO MOLLHYIO NaTchopmy
Bifrost, npeaHa3HayeHHyto 41A CO3AaHMs U
penakTMpOoBaHMA NpoLieaypHbIx 3hdekTos. B

ee OCHOBY nerna TexHonorua Naiad, KoTopyto
cneuuanmcTbl Autodesk ycoBepLLeHCTBOBaM

1 coenanv 6onee yoobHON B UCMOSIb30BAHNN.
MnatchopMa NONHOCTLIO MHTErpMpoBaHa ¢ Maya,
YTO MO3BOJIAET NPOBOAWTL (DOTOPEANMCTUHHOE
MOJEIMPOBaHNE 1 PEHOEPUHT XXMNAKOCTEN,
npoCcMaTpuBas pesysibTaTbl B peasibHOM

BPEMeHM Ha BUAOBOM 3KpaHe C annapaTHbIM
yckopeHueMm Viewport 2.0 1 BbINONHAA peHAePUHT
B NVIDIA® mental ray®. locTynHo ABa cnocoba
hopMMpPOBaHMA CETKM XMAKOCTU — NPU MOMOLLN
HOBOrO MHCTPYyMeHTa Particle Surfacer nam nytem
HenocpeacTBEHHOrO PeHAEepUHra BOKCESI0B.

TexHonoruaA XGen Arbitrary Primitive Generator

Tenepb BaM AOCTYMNEH MOLLHBIN (PYHKLIMOHAN
TexHosnorum XGen Arbitrary Primitive Generator,
KoTopas bbina Ucnosb3oBaHa Npy Co3aaHUN
aHVMaLVMOHHBIX (PUSTbMOB «XOJIOLHOE CepALey,
«PanyHuesb: 3anyTaHHas nctopua» n «Bonbm»
KomnaHwuen Walt Disney Animation Studios, a
Tak>ke Pixar Animation Studios B ounbme
«McTopua urpyliek: bonbLuon nober». Mpn
nomotly XGen MOXHO hopMUpoBaTh KpMBbIE,
chepuryeckune purypbl 1 urypbl MPOU3BOLHOM
reoMeTpun Ha MOBEPXHOCTU MOANTOHaIbHbIX
CeToK 115 CO3[aHVA 1 pefaKkTUPOBaHUA BOJOC,
MeXa 1 Apyrux getanen nepcoHaxen, a Takxxe
6bICTPOVI reHepaLyv TpaBbl, IMCTBbI, KaMHel

1 Mycopa Ha MacLUTabHbIX MOBEPXHOCTAX.
feomeTpus Co3aeTcs C MOMOLLbIO MPOLenypHbIX
CKpUNTOB BO BPeMA PeHAEPUNHra; ee MOXHO
npocmaTprBaTb B UHTEPAKTUBHOM pexuMe Ha
BbICOKOMPOW3BOANTENbHOM BULOBOM 3KpaHe
Viewport 2.0 c annapaTHbIM yCKOPeHMeM.

Metop Geodesic Voxel Binding

Geodesic Voxel Binding — pa3paboTka
cneumnanuctoB Autodesk. OHa npefctaBnser
€060V HOBbI METOL, CKMHHVHIA A1 CBA3bIBAHNSA
reoMeTpumn Co CKeNneTHbIMN Mo4eNAMN. Cero
MOMOLLIbIO XYAO0XHMKMN 3a KOPOTKOE BpeMs
MOryT CO3[,aBaTb BbICOKOKA4YeCTBEHHbIE
NepcoHaXxw, Cienas BCEro HECKOIbKO LLEMYKOB
MbILLbIO. B oTAnyme ot Apyrux y,qO6HbIX MeToa0B
06bemMHOro ckuHHWHra, Geodesic Voxel Binding
no3BosseT paboTaTb CO CJIOXKHOR reoMeTpuen;
MOBEPXHOCTY He 06A3aTeNIbHO [OJIKHbI ObITh
HernpepbIBHbIMY, T.€. JOMYCKAeTCA HalloXKeHWe,
4TO MOBbILLIAET YPOBEHb PEASIMCTUHHOCTY.

ShaderFX

PenakTtop ShaderFX no3sonsert co3gaBaTb
yCOBEpPLUEHCTBOBAHHbIE LUenaepbl BUAOBbIX
aKkpaHoB HLSL, GLSL n CgFX. MNpocTton
MHTYUTUBHbIN paboynin npouecc no3sonseT
hopmUpoBaThL CETU LIERLepPOB, 0ObeANHAS
pa3Hble HoAbl. B BalLeM pacnopsxeHun —
6oraTbli BbIOOP 3HaYeHWI C NnaBatoLLen
TOYKOM, MaTeMaTMyecknx onepauum,

KapT TEKCTYp, HOPMaJien 1 LBETOBbIX
HopoB. MNonyyaemble MaTepranbl MOXHO
BW3ya/M3MpoBaTh B pexumMe peasbHOro
BpeMeHU Ha BMAOBOM 3KpaHe Viewport 2.0.
PeXXrM pacLMpeHHOro pefakTMpoBaHNUs
no3BosiAeT yrnybutbcs B 0CHOBbI Ntoboro n3
0a30BbIX HOOOB.

OpenSubdiv

Tenepb B Maya AOCTYNHO NpefAcTaBieHne
cabarB-NoBepXHOCTEN C UCMONb30BaHNEM
6ubnunotek OpenSubdiv, npegocTaBNeHHbIX B
06LWKMI LOCTYN KOMMaHWen Pixar, a Takxxe cTano
BO3MO>HbIM NapasiefibHoe NCNoJib30BaHne
apPXUTEKTYPbI LLEHTPaNbHOro 1 rpacmyeckoro
NpOLLeCCOPOB 4151 3HAYUTENBHOIO YCKOPEHUSA
NpopuncoBkm npu gedopmaunax. Tenepb
MOXHO MHTEPaKTUBHO BU3yann3npoBaTb
KapTbl CMelLleHnst 6e3 peHAepUHra, B pexnme
WYSIWYG, 4To no3sonseT XygoXKHUKam
ObICTPEee U TOYHee peann3oBbIBaTb CaMble
pa3nuyHble naeun. MNoeepxHoct OpenSubdiv
TOYHO COOTBETCTBYIOT MOBEPXHOCTAM,
co3AaHHbIM B cucteMe RenderMan® ctyaun
Pixar.

«focnopgunH UnniomrHaTop», © ZEILT productions, Arte,
Watt Frame
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«3ds Max — npekpacHoe peLueHne, ecin Bbl CBOOOAHbIN
XYOOXHUK nnn paboTtaete B HEOOJIbLLOM KOIEKTUBE U
BaM CPOYHO HY>KHO BbIMOJIHNTL KaKy-TO 3a4au4y».

Tomek baruHcku
pe>xxuccep
Platige Image

Autodesk 3ds Max 2015

Bnaropaps nogaepxxke HabopoBs AaHHbIX 06/1aKoB
TOYeK, MNOBbILLEHHON NPOV3BOANTENBHOCTY
BWIOBbIX 3KPAHOB, a Tak>Ke HOBbIM TEXHONOMUAM
ynpasneHus cueHamu 3ds Max 2015 no3sonset
paboTaTb ¢ 6onee CIOXKHbIM MaTeEPMaNoM, He
CHWadA TemnoBs. Kpome Toro, TexHonorua
YCKOPEHHOrO MHTEPaKTUBHOIO PeHaepuHra
ActiveShade, koTopas Tenepb NogaepXmBaeT
mental ray, 1 HOBbIN BU3yasbHbIN pefakTop
LLle/iiepoB Ha OCHOBE HOAOB NoMoratoT bosnee
3(hHeKTUBHO BbINOSNHATb 334a4M PEHAEPUHTa,
CO3[aHVA OCBeLLeHVA 1 3aTeHeHnsA. bnarogapsa
nopAep>kke Asbika ckpmntos Python®3ds Max
2015 nerye paclumpseTca v aganTupyeTcs.

Hosble Bo3mo)xHocTtu 3ds Max 2015
Moppep>kka 061aKoB Touek

Bnaropaps HOBbIM BO3MOXXHOCTAM MMMOPTa

¥ BU3yann3aumm 06beMHbIX HAOOPOB JaHHbIX

0 cyLLiecTBytoLLWX 0ObekTax B BuAe 061akoB
TO4eK MOXHO Co3[aBaTb 6osiee ToUHble

MoZen OKpy>KaloLLiel peanbHOCTH. Bbl MoxeTe
npocMaTpuBaTh 0b1aka ToYek B peasibHOM LiBeTe
Ha BUAOBOM 3KpaHe 3ds Max, HacTpavBaTb 06beM
oTobpakaeMblx 06/1aKOB B UHTEPAKTVIBHOM
peXXuMe 1 CO3AaBaTh HOBYIO rEOMETPUIIO B
CYLLLECTBYIOLLIMX YCNIOBUAX MyTeM NPUBA3KM

K BepLUMHam obnakos Toyek. C MOMOLLIO

TeHeln B mental ray® MOXHO BV3yanv3npoBaThb
rpacpryeckme 0GbeKTbI B peasibHbIX YCIIOBKAX

Ana 6onee HarnAAHOro NpefcTaBieHn
MPOEKTOB, a Tak>Ke BbINOMHATL NPefBapUTesbHYO
BM3yaNN3aLIMIO KapPoB aHUMaLWN.

{ AUTODESK' 3DS MAX' 2015

«The Crew». M306paxeHue npegocTaBieHo kKoMnanueit Unit Image

YBenuuyeHne NpoMsBoAUTENIbHOCTU
BMAOBOrO 3KpaHa

PaboTa Ha BUAoBOM 3kpaHe 3ds Max
CyLLeCTBEHHO yCKOpUIach. BBefeHHble
yCoBepLUeHCTBOBaHMS obecneymBatoT 6osee
ObICTPYIO HaBUraLuio, BbIGOP 1 3anekaHune
TEKCTYp B BUAOBbIX 3KpaHax, YTo yBenymBaeT
MHTEPaAKTUBHOCTb, 0COBEHHO Npu paboTe ¢
NAOTHbIMY CETKaMU U CLeHaMu ¢ 6onbLIMM
KONMYeCTBOM KapT TekcTyp. Kpome Toro,
CrnaxkviBaHue Tenepb 0Ka3blBaeT MUHMMasbHOE
BO3JENCTBUE HAa CKOPOCTb PaboTbl, MO3TOMY
MOXHO ¢ 6oJiee BbICOKOW TOYHOCTbIO paboTaThb
€O cueHom 6e3 yuiepba Npov3BOAUTENBHOCTY.

ShaderFX

Bu3yanbHbin pefaktop wengepos ShaderFX,
paboTatloLnin B peanbHOM BpeMeHM,
MO3BOJIAET C JIErKOCTbIO CO3AaBaTh LWenaepsbl
BMAOBbIX 3KpaHoB HLSL. CeTu wenpepos
co3patoTca nyteM obbeAMHEHUA Pa3HbIX Y3108
nepeTackMBaHveM; B BallleM pacnopsaXXeHun
— 6oraTblil BbIOOP 3HAYEHUI C NaBatoLLEN
TOYKOM, MaTeMaTMyecKnx onepauni, Kapt
TEKCTYp, HOpMaien 1 LBETOBbIX HOAOB.
Monyyaemble B pe3ynbTaTe 3TOro Npouecca
MaTtepualsibl MOXHO BU3yasiu3nMpoBaTh B
pexume peasbHOro BpeMeHN Ha BULOBOM
aKpaHe 3ds Max. Pexxum pacluMpeHHoro
pefaKkTMPOBaHUA NO3BOJISET yrnybnaTbCA B
OCHOBbI 1060ro 13 6a30BbIX HOAOB.

CkpunTbl Ha Azbike Python

HoBble cpefcTBa NOAAEPXKKM MONYAAPHOro

1 NPOCTOr0 B OCBOEHUN A3blKa CKPUNTOB
Python® nomoraeT paclumpaTb 1 afanTMpoBaTb
3ds Max 2015, ¢ nerkocTbio MHTerpupys

ero B pabouuin nporecc Ha ocHoBe Python.
Monb3oBaTeNIM MOryT BbINONHATL CKPUNTI
Python 13 MAXScript n komangHon cTpokm 3ds
Max; KpOMe TOro, OHM MOryT NoJib30BaTbCA
NOAMHOXECTBOM CPefCTB UHTepdelca
npuKnagHoro nporpaMmupoBaHmns 3ds Max

13 ckpunToB Python, BKJIlO4as BO3MOXHOCTb
aHanusuposatb ko MAXScript.

PaclumpeHHble BO3MOXXHOCTU BU3yanusauumu
ActiveShade

MomumMo nopfep>muBaemMoi paHee

cnctembl peHpepuHra NVIDIA® iray®, okHO
npefBapuTeNbHOro NPOCMOTPa PEHAEPUHIa
ActiveShade Tenepb nogaep>xmBaeT Moayb
mental ray. ActiveShade no3sonset BugeTb
pe3ysbTaTbl U3MEHEHNS OCBeLLEeHNA

UM MaTePMaoB B MHTEPAKTVBHOM

pexume, yrnpoLlas Tem camMbiM npoLecc
pefakTMpoBaHuA. MIHTepakTVBHOe 0OHOBNEHNE
MOZeNIn yCKOPWIoCh Kak B iray, Tak 1 B mental
ray, a HaBuraums n nepexsloyeHve Mexay
BWOBbIMUW 3KpaHaMU, HAacTPOIKa napamMeTpos
OCBELLeHNs 1 HeKOTopble Apyrue n3mMeHeHus
cueH chukcmpytoTca Yalle, obecneynsas bonee
BbICOKYIO TOYHOCTb OGHOBIIEHNS.

«BITMEH™: JIETOMNCb APKXEMA» © 2013 Warner Bros.
Entertainment Inc. M306paxkeHne npegocTaBneHo KoMnaHue
WB Games Montreal



«[lokTop KT0». M306paxeHne npenoctasneHo ctyaunein Milk

Autodesk Softimage 2015
(3aBepLiatowan Bepcus)

Softimage 2015 nomoraeT 6onee achdhekTUBHO
co3[aBaTb BbICOKOAETaN3NPOBaHHble
061beKTbl, 0OTBEYaloLLMe COBPEMEHHBIM
TpeboBaHWAM OTPaCAU, U yNPaBAATb UMU.
YcoBeplueHcTBoBaHHan nnatgopma ICE,
HeLOCTYMHble paHee BHyTpeHHWe yHKLUM
cnctembl peHpepuHra NVIDIA® mental

ray®u aHummupyemble KapTbl BecoB B Syflex
NpeaoCTaBNAOT HOBble BO3MOXHOCTH

[N1A TBOPYeCTBa, a noadep>ka hopmaTta
K3LWwmnpoBaHua Alembic 1 nosTanHbIN peHAepUHT
B mental ray nomoratoT obpabatbiBaTb Habopbl
[aHHbIX OO0 CIIOXHOCTH.

HoBbie KJIl0YEBblE€ BO3MOXXHOCTY
Softimage 2015

KawmpoBaHue Alembic

Monb3oBaTenu Softimage MMeloT BO3MOXHOCTb
YTeHmA/3anncn rpadmyecknx anios OTKPLITOro
dopmata Alembic. ®opmaTt Alembic, coBMecTHO
pa3paboTaHHbIN KOMNaHuAMY Sony Pictures
Imageworks Inc. n Lucasfilm Ltd., nossonset
13BNIeKaTb faHHble aHMMaLUK Y MOAENNPOBaHNSA
B 3aMeyYeHHyo reomMeTpuio Jto60ro NpUNoXeHms.
ObecneynBaeTca 06MeH KpymnHbIMU Habopamu
JaHHbIX MeXy creumanmcTamMmm pasHbix
obnacTelt — Hanpumep, Np¥ Co3AaHNN aHUMALMN
1 ocBelleHWA. bnarogaps 3ToMy CHUXalOTCA
U3OepP>KKU U yny4LlaeTca B3aMMOoLencTeme npu
obMeHe AaHHbIMU CLEH.

MoBbileHHaAa NPOU3BOAUTENILHOCTb U
3proHomMmu4HocTb ICE

MouwHasa nnatgopma ICE otnnyaetca
MOBbILLIEHHOW NPON3BOAUTENbHOCTbBIO U
3PrOHOMMYHOCTBIO, YTO NMOMOraeT 3a MeHbLUee
Bpems co34aBaTb BneyatnsaoLLme, MacluTabHble

npouenypHble 3ddekTbl. brarogapsa yckopeHuo
paboTbl 1 ONTUMM3NPOBAHHOMY UCMO/b30BAHUIO
namATN, aBBTOHOMHOMY pefakTUPOBaHMIO 1
LLYyMONOoAaBNeHNIO AR YyYLLeHNA OTKNKa

npu moandmkaunm gepesbes ICE, a Takxxe pagy
YCOBEPLLEHCTBOBAHMI paboyero npoLecca,
Tenepb cTano ObiCTpee 1 NpoLLe co3aaBaTb

1 pepakTpoBaTh KOMMIEKCHble 3 eKTbl B
BbICOKOW leTanm3aumnen.

AocTyn K BHyTpeHHUM cyHKuMam mental ray

MosBmnacs BO3MOXHOCTb akTUBUPOBATh
yHKUMKM cncTembl peHaepuHra NVIDIA® mental
ray®, obpalleHue K KOTOPbIM HEBO3MOXHO

yepes nHTepdenc Softimage, c nomoLLbio onumi
KOMaHAHoM cTpoky mental ray. Cpegu dyHKLMIA,
BbI3bIBaeMbIX Takum obpasom, — Light Importance
Sampling, Native Image Based Lighting v gp.

Moppep>kka NO3TaNHOro peHAaepyHra B
mental ray

Mpwv nosTanHoMm peHaepuHre B mental ray
n306parkeHne nepBoHavabHO co3paeTcs C
MOHMXEHHbIM KaYeCTBOM, a 3aTeM Luar 3a
warom fopabaTbiBaeTcs. 3T0 No3BONAET
6bICTpee NoACTpanBaTh Leaepbl N OCBELLEHNE,
He O AAACh MOJIHOTO 3aBepLUEHNs npoLiecca
peHAepuHra.

AHuMupoBaHHble KapTbl BecoB Syflex

CTanio BO3MOXHbIM UCMOJIb30BaTb
nocsiefoBaTeNlbHOCTb KapT S MOKaApOBOro
yrnpasfieHus aTpmbyTaMm B cucteme
MofenvpoBaHus TkaHen Syflex, uto nossonser
[06uTbca Bosee TOHKMX pe3ynbTaToB. Hanpumep,
aTpmbyT TKaHM Mass MOXeT OblTb aHUMUPOBaH
Mo LUKase BPpEMEHN C UCMOJIb30BaHNEM

Habopa KapT, AMIIOCTPUPYIOLLErO, Kak TKaHb
V3B/IEKAETCA 3 BOAbI U NMOCTEMNEHHO TepseT
Maccy Mo Mepe BbICbIXaHWS.

Autodesk® Entertainment Creation Suites 2015

__ .
M306paxkeHne npefoctaBneHo komnaxunen UVPHACTORY
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Autodesk Mudbox 2015

Mudbox 2015 nogaep>KvBaeT peasnbHbIi
npouecc nponsBoacTBa bnaropaps
ONTUMM3NPOBAHHOMY YTOHYHEHMIO CETKM, HOBbIM
rpynnam c/ioes CKyJibMTypbl U PUCOBAHUA U
yNyyLIeHHOMY B3aVMOLENCTBIIO C APYrUMu
peLleHnAMM 4R CO3LaHNA KOHTEHTa, 0COOEHHO
¢ Maya 2015*. Tenepb MOXHO cO34aBaTb
TOMOJIOTNYECKM CUMMETPUYHbIE CETKMU,
npUMeHAA PyHKLUM PETONONOTUN NN B PaMKax
CaMOCTOATE/IbHOMO NPOLLECCa, @ BO3MOXHOCTb
rpynnmpoBaTh CJI0U CKYNbMTYPbl 1 PUCOBaHUA
ynpoLLaeT opraHn3aLunio Mogenun 1 nNo3sosiaeT
BblAENATb B HeW OTAeNbHble (DparMeHTbl.

* CM. pasden «Yy4yweHHas coBMeCmumMoCmpy.

HoBble KoueBble BO3MOXKHOCTU
Mudbox 2015

HoBble BO3MOXXHOCTU cavamMmeTpun

Tenepb MOXHO NosyyYaTb TONONOMNYECKM
CUMMeTPUYHble pe3yNibTaTbl, MPYMEHAA
dyHKUMM peTononornu cetok. CuMmmeTpua
MOXET OCHOBbIBATbCA MO0 Ha NCXOAHON
TOMOJIOMMM, YTO MO3BOSIAET COXPaHATb

Kak TOMosIornyeckyto CMMMETPUIO, Tak 1
NPOCTPAHCTBEHHYIO aCUMMETPUIO CETOK
(Hanprmep, N1ua ¢ KPUBOIN YXMbIKON),
NMB0 Ha NoKaibHOW UM MUPOBON OCH,

4yTO 06ecneymBaeT NosHy CUMMETPHIO.
[lonyckaeTcsa KonmpoBaHue o6bekToB
PUCOBaHUA 1 CKyNbNTYPbl Kak C OLHOW, TakK 1
c obenx ctopoH opueHTrpa. CyLLecTByOLLUM
ceTkaM Tak>e 6bICTPO MOXHO NpUAaThb
CYMMETPWIO OTHOCUTESIBHO OfHON UK 6onee

ocell, He npuberas K petononorun. Ana
3TOr0 UCMOJIb3YeTCA HOBbIV MHCTPYMEHT
Make Symmetrical; oH ocobeHHo ynobeH npu
paboTe C OTCKaHUPOBAHHBIMU 0ObeKTaMK
peasibHoro Mmpa, KoTopble YacTo Ha NepBbIi
B3MNAA KaXyTCA CUMMETPUYHBIMU, HO B
LeNCTBNTENBbHOCTN He ABAAIOTCA TakOBbIMU.

prnnbl cJloeB CKynbnNTypbl U pUCOBaHUA

Tenepb MOXHO 06bEAUHATL CJ1I0U CKYNbMATYPSbI
1 CJI0V PUCOBaHWA B Fpynnbl, 4To obneryaet
N YyCKOPSIET NMONCK KOHKPETHbIX CJTI0EB B
CJIOXHbIX CLieHaX, OTKJoYaTb BUANMOCTb 1A
BblAe/IeHNA KaKoro-To ofHoro parmeHTa
mMozenu n aybnuposaTb cpasy HECKOIbKO
cnoes. Mpynmnbl CIOEB CKYSbATYPbl MOXHO
Tak>ke UCNonb3oBaTb AN1A NonyyeHus n3 Maya
2015 v coxpaHeHus LeneBbix 06bekToB Blend
Shape, a rpynnbl c/I0€B pUCOBaHUA NO3BONAIOT
BPYYHYO 0ObeVHATL COV UK BbIGUPATL UX
Ana skcnopTa B 2D-hopmar.

PacluvMpeHHble BO3MOXXHOCTU 3KCMopTa U
OGHOBJIEHUA TEKCTYP

Bbl MOXeTe 3afiaBaTb pa3inyHble NyTH
3KCMOpPTa A1 Pa3HbIX KaHAN0B 1 CI0EB
pucoBaHus. MyTu Npy 3TOM 3aNOMUHAIOTCA, U
BO BPeMsi pYCOBaHNA TEKCTYpbl HECKOJIbKO
pa3 0OHOBAAIOTCA OAHUM LLENYKOM MbILLIN
He3aBMCMMO OT NPUSIOXKEHUS, B KOTOPOe
BbINOJIHAETCA IKCMOPT, @ Takxke OT TOro,
noffepxvBatoTca nun wengepbl Mudbox. 310
MOBbILIAET MMOKOCTb NTEPaTUBHOIO PUCOBAHUSA
1 nomMoraeT n3bexaTb PyYHOI pacCTaHOBKM
CCbINIOK Ha haisbl, TEM CaMbIM yBeNYMBas
NPOV3BOANTENbHOCTD.

|
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HoBbin uHcTpymeHT Caliper

HoBbI MHCTpyMeHT Caliper (LuTaHreHLMpKyb)
npefHasHa4yeH Ana U3MepeHns paccToaHNs
Mex Ay ABYMs TOYKaMW Ha MOZENN Un

Ha KpuBON. 3T0 yA06HO, KOrfa BO3HMKaeT
noTpebHOCTb NPOBEPUTL, COOTBETCTBYIOT

JIN AYENKN XenaemMomy mMacluTaby nam
COrNacyloTCsA IV OHU C APYTUMYK 0ObekTaMu 1an
cpefamm, KoTopble MOryT CTPOUTLCA OTAENBHO.

MNoppepikka Intel HD graphics 4000

B HekoTOpbIX annapaTHbIX KOHUrypaunsx,

B YaCTHOCTM Ha HEKOTOPbIX TMOPUAHBIX
nnaHweTax/MNK ¢ Windows® 8, Mudbox
MOXeT paboTaTb C MpoLeccopamu, B KOTOPbIX
ncnonb3ytoTca rpadmyeckre NpoLeccopsbl
Intel® HD graphics 4000. 3To oTkpbIBaeT
BO3MOXHOCTb MOJIb30BaTbCA LUMPOKUM
CNeKTPOM annapaTHbIX CPeLCTB, HaCNaXA4asnch
WHTYUTUBHbIMW MPOLLeCCaMn PUCOBaHNA OT
pyku 1 TexHonoruen multi-touch B cpege
Mudbox.



Autodesk MotionBuilder 2015

MotionBuilder 2015 nopaep>XvBaeT Hefgoporune
YCTPOWCTBA 419 3aXBaTa ABUXKEHUS U COLEPXKUT
616NMOTEKY CTaHAAPTHBIX ABVXKEHUI ANnA
co3paHus obLMX aHMMaLuiA. HoBble nepefoBble
BO3MOXHOCTW KaMepbl MOMOratoT UMUTUPOBATb
peanbHylo KMHemaTorpaduio, coxpaHss
TBOPYECKUIA 3aMblCen pexunccepa.

HoBble KioueBble BO3MOXXHOCTU
MotionBuilder 2015

Mopaep>kka yCTPOICTB AJA 3aXBaTa ABUXKEHUS

Tenepb C MOMOLL|bIO MOMYIAPHOrO YCTPONCTBA
Microsoft® Kinect® MoXHO 3axBaTblBaTb ABUXKEHUA
Tena v UICNonb30BaTb UX AJ1S OXKUBNEHUS
nepcoHaxelt MotionBuilder. B HacTosiLLiee BpeMs
Kinect goctynex gna OC Windows®. MHTepdenc
MotionBuilder nossonseT fo6aBnATb NOAAEPXKKY
HeKOTOPbIX APYrvX aHaNOrMYHbIX YCTPONCTB.

HoBble nepepoBbie BO3MOXXHOCTU KaMepbl

AHVMUpyemas rnybrHa pe3kocTu noMmoraet
MMUTUPOBATb HAaCTPOIKY Anadparmel
pu3nyeckon Kamepbl, BO3AENCTBYsA Ha 06BbEKTHI
B chokyce, a PpyHkuma Follow Focus nossonser
okycnpoBaTb Kamepy Ha onpefeneHHoOMm
06BbEKTE CLieHbI 1 COXPaHATL (hOKYCMPOBKY Mpw
yOaneHu uim npubInxKeHnn Kamepbl.

BubnnoTeka ABUXKEHUN

MotionBuilder 2015 nocTaBnsietcs co 100
[OMNONHUTESIbHBIMU MOJIE3HLIMU aHUMALMAMN B
popmaTe obmeHa Autodesk® FBX®. 3T aHMMaLmm
MOXHO 06beANHATL, CMELLMBATb 1 Ha3HavaTb

MM CJI0U, YTO YCKOPSIET CO3AaHNe HabpockoB 1
npenBapuTeNibHyO BU3yanm3aumio cLleH. MoXHo
TaKXKe UCMosb30BaTh X A9 JasbHEMLLIEero
penakTupoBaHus. Cpeaun kateropuii 6ubnmoTekn
—xopb0a, 6er, MpPbIKKK, Mofi3aHne, NafeHue,
[paka, be3fencrene, mebesnb 1 opyxue.

Mbkoe Ha3HaYeHne MapkepoB

Tenepb MOXHO PETyNPOBAaTh MONOXKEHNE
nepcoHaxka B 0bsiake MapkepoB nocsie ux
Ha3HadyeHus. bnarofaps 3ToMy NoBbILAETCA
TMOKOCTb HaNOXeHNA COBPaHHbIX AaHHbIX
Ha NepcoHa, NPOMopLMMN KOTOPOro MOTyT
OT/IMYaTLCA OT XMBOrO aKTepa.

YnyuwieHHoe B3aMMopencTeme
OOMeH TeKcTypamu

YnpolleHHoe B3auMoaencTaune mexay Maya
2015 1 Mudbox 2015 no3BonseT UMNOPTUPOBATb
TEeKCTYpbl Ptex n mHoronanTo4Hble UV-
TEeKCTYpPbl U3 OQHOTO NPUSIOKEHUA B [pyroe.

TekcTypbl Ptex npefocTaBAAOT BOSMOXHOCTb
pucoBaHusa 6e3 ncnonb3oBarHma UV-koopamHar,
a MHOTOMJINTOYHbIE TEKCTYPbl NO3BONAIOT
pucoBsatb 3a npefenamu UV-npoctpaHcTaa 0-1.

CornacoBaHue niockocTen V|306pa)|(eva

B Maya 2015 MOXHO 3a4aTb MNNOCKOCTb
n306paxkeHnsa N NCNosb30BaTh ee B KayecTBe
OTNPaBHOWN TOYKM NPU MOLENNPOBaHUN
OCHOBHbIX CeTel, a 3aTeM 3KCNOPTUPOBaTb

B Mudbox 2015 BmecTe ¢ Moaenbto ans
[opaboTku. MNpun 3TOM CoXpaHsaoTCs
MHOFOYMC/IeHHble HAaCTPONKN NapameTpoB,
6narofaps 4emy Bbl MOXeTe MPOAOIIKATh
1NCNosib30BaTh Ty Xe NPUBA3KY, He Npuberas
[J1A COrNacoBaHUA K MOBTOPHOW HacTpomke
n3obpaxeHns.

YnydlleHHoe B3auMofaeicTeume c
nHcrpymentom Blend Shape

Tenepb MOXHO 3KCMOPTUPOBATH 3/1EMEHTbI
Blend Shape ¢ HeckonbkMMK LieneBbIMU
06beKTaMU NN HECKOJIbKO 3fiemeHToB Blend
Shape ona kaxpow cetkn 13 Maya 2015 B
Mudbox 2015 and co3gaHua ckynbnTypbl, a
3aTeM BO3BpaLLaTh UX B UCXOLHYHO cLeHy Maya.
SnemeHTbl Blend Shape xpaHsaTtca B Mudbox kak
rpynmnbl cJ10eB CKyNbNTypbl. [o6aBAATb HOBble
LiesieBble 0ObEKTbI M yAansaTb CyLLeCTByOLME
MOXHO 13 Mudbox, a pe3ynsTtatbl 3TUX
[eicTBuUiA BynyT TOYHO oTpaxkaTbca B Maya.

Autodesk® Entertainment Creation Suites 2015

YnpouieHHoe B3aumopaencTeme npu paéore
c CrowdFX

AHVMaLMW NepcoHaXen, Co3faHHble

B MotionBuilder 2015 un BkitoyatoLme
aHMMaLMIO, CKeneTbl 1 KOHTYpPbI, Tenepb MOXHO
nmnopTuposathb B Softimage 2015 3a ogHy
onepaumio, 4TO 3Ha4MTENbHO YNpoLLaeT 1x
MOJEeNMpOBaHMe C MOMOLLbIO MOLLHOIo Habopa
yHkumn CrowdFX. Mogenu CrowdFX ogHum
LLIeTYKOM MbILLW UMMOPTHPYIOTCA U3 Softimage
2015 B Maya 2015 gn1a BKJIOYEHWA B CLEHbI
Haps4y C ApYyrvMy 3neMeHTaMu.

«3nm3nym: Pait He Ha 3eme», ©2013 Sony Pictures
Entertainment. Bce npaBa 3alumLLeHbl.



«[MporpammHbIn KomMmnnekc Entertainment Creation Suite
NpeaoCTaBAAeT CTyANsIM pa3HoObpa3Hble 3hdeKTUBHbIE
MHCTPYMEHTbI. Y HaC eCTb BO3MOXHOCTb ObICTPO MeHATb Habop
MCMNOJIb3yeMbIX NPOAYKTOB B 3aBUCMMOCTI OT NOTPEOHOCTEN MpoeKTa.

Yunn Ko3H
OMPEKTOP U UCMONHUTENbHbBIV NPoAcep
MILK VISUAL EFFECTS

JlonosiHuTeNnbHble CBeAeHUs

Mpexpae 4em nprnobpeTaTh NporpaMmHoe obecrneyeHve, obpaTnTech K
cneumnanuctam, ry6boko 3HalOLWMM Ballly 0Tpac/b U CNOCOOHbIM AaTb IKCNEPTHYIO
oLeHKy NpofyKkToB. Ecnv Bbl pewunnn npnobpectu Autodesk Entertainment
Creation Suites, CBAXMWTeCb C aBTOPM30BaHHbIM MapTHEPOM KoMnaHuu Autodesk.
MHdopmaLnsa o napTHepax NprMBefeHa Ha CTpaHuLLe
www.autodesk.ru/partners

Y3HaTb noapobHee 06 Autodesk Entertainment Creation Suites 1 3arpy3utb gemo-
BEPCMIO MOXHO Ha cTpaHuue www.autodesk.ru/suites/entertainment-creation-suite

00yueHue u cepTucbukaums

YuebHble nporpammbl Autodesk CyLLLeCTBYIOT B pa3finyHbIX BapuaHTax: A
NPOXOXAEHVSA NOJ, PyKOBOACTBOM MpernofaBaTess, a Tak)ke CaMOCTOATENIbHO 1
LMCTaHLMOHHO. Bbl MOXeTe NpoiiTh 0byyeHne B ABTOPU30BaHHOM y4ebHOM LieHTpe
Autodesk (ATC), 3arpy3uTb yuyebHble MaTepurasbl Yepes VIHTepHET uiun npruobpectu

UX B KHWXKHBIX MarasuHax. Mo pesynstatam NpoBepKu BalWX 3HaHUI BblAaeTCcA
COOTBETCTBYIOLWWMI cepTudmKaT. MoapobHocT — Ha cTpaHuLe www.autodesk.ru/atc

Ycnyrn n nogaep>kka

KomnaHus Autodesk okasbiBaeT TeXHUYECKYIO NOAAEPXKKY CBOUM KAMEHTaM Kak
HanpAMyto A1 nonb3osatenei MoAnncku, Tak 1 Yepes CBOMX aBTOPU30BAHHbIX
napTHepoB. bnarogaps Takon mogenw, B ntobon Touke CHI nonb3osaTtenu Autodesk
MOryT BblbpaThb Ans cebsa Hanbonee NpMeMIeMblii BapMaHT TEXHUYECKOW NOALEPKKM
B COOTBETCTBUW C yPOBHEM PELLIAEMbIX Ha NPEANPUATUN 3agad. NMogpobHOCTM — Ha
cTpaHuue www.autodesk.ru/support

MNoanucka Ha nporpaMmmHblie NnpoayKTbl Autodesk

Moanucka Autodesk — 3To cambit peHTabenbHbIN CNocob 06HOBMEHUA
nporpaMMHoro obecnevenuns Autodesk. Bbl cMoxeTe BbIGUpaTh, B Kakon
BepCvM NpoAykTa Bam yaobHee paboTaTb, N0Ob30BATLCA PACLLUMPEHUAMMY,
LOMNONHUTENIbHBIMU MOLYAAMMN 1 KypCaMu ASif CAMOCTOATENIbHOro 06yyeHus.
MofapobHOCTM 06 3TUX 1 ApyrMX NpenmyLlecTBax MoAnnckn — Ha cTpaHuLe
www.autodesk.ru/subscription

ko e

CneuuarnbHble NpeAsIoXKeHUs ANA y4ebHbIX 3aBeieHU U CTYAEHTOB

YuebHble 3aBefjeHNs 1 CTYAEHTbI MOryT 6ecnnaTHo ckadaTb 6osiee yem 30 NPOAYKTOB o
LS JINYHOTO UCMOJIb30BaHUA B y4ebHbIx uensax. MoapobHOCT — Ha CTpaHuue y
www.autodesk.ru/edu

CoobLecTBo nonb3oBaTenen Autodesk

O6MeHATbLCA OMNbITOM Ucnonb3oBaHuaA MO Autodesk, y3HaTb Npuembl paboTsbl,

NoCMOTpeTb NPUMepPbl NPOeKTOB, 06CYANTb BONPOChI BHeapeHua cuctem CATP

N NPYMeHeHnA oTe4YecTBeHHbIX cTaHAapToB FOCT, CHUM Bbl MoXeTe Ha canTe
Mwute Hac B coumanbHbIX ceTax n NHTepHeTe CoobuiecTBa nonb3osatenein Autodesk — community.autodesk.ru

Q taceboocomautodeskais MeponpusTus no npoayktam Autodesk

.com/A k CI
e twitter.com/Autodesk CIS 3aperucTpupoBaTbca Ha GecnnaTHoe MeponpuaTue No npoaykTam Autodesk MOXHO

@ http://www.autodesk.ru/suites/entertainment-creation-suite Ha cannTe www.autodesk.ru/events

@ autodesk-press.livejournal.com I

Autodesk, norotun Autodesk, ATC, FBX, Maya, MotionBuilder, Mudbox, Softimage 1 3ds Max asnstoTca
outube.com/AutodeskClS 1B0 3aperncTpPUPOBaHHbIMM TOBAPHBIMU 3HAKaMMU, IMGO TOBAPHbIMU 3HaKaMu Komnanun Autodesk,
@ community.autodesk.ru Inc. /unu ee poYepHUX KOMNaHUM n/vnu rnnanos B CLLA n/vnu ppyrix ctpaHax. Bce ocTanbHble

Ha3BaHWA 1 TOBapHble 3HaKW NPUHAZAIeXaT COOTBETCTBYIOLMM BrafebLam. Komnanusa Autodesk
0CTaBNAET 3a CO6ON NPaBO N3MEHATbL XapaKTePUCTUKI, HOMEHKIATYPY 1 LieHbl MPOAYKTOB U yCIyr B
nio6oe BpemA 6€3 yBeJOMIIEHUS, @ TakXKe He HeceT OTBETCTBEHHOCTY 3@ BO3MOXHbIE OLWINOKY B 3TOM

LOKYMeHTe.
A AU TO D E S K@ © 2014 Autodesk, Inc. Bce npaBa 3aLLyiLeHbl.




