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Ha croromni icHye Benmuke po3MaiTTs BizyamizaropiB mig 3D-rpadiku. [ns muzaitHepa myxe
BaYUTMBO 00paTH HaW3pYYHIMINK Ta MBHAKANA B poOOTI Bi3yaiizaTop, MmO MOTpedye MiHIMYM 3aTpar
Yyacy Ha HOro HajalTyBaHHsS Ta peHjaep. CaMe Tak MO3HIIOHYIOTh CBil IPOJYKT BJIACHUKUA TEXHOJIOTIT
Bizyamizamii NVIDIA Iray.

MOXJIMBOCTI TaHOTO Bi3yalli3aTopy pO3TISTHYTO Ha MPUKIAMAl MOPiBHIHHA 3 VRay Ha ocHOBI
CIICH 3 MAKCHUMAJIBHO MOJIOHUMH YMOBAaMH 32 HACTYITHUMHU KPUTEPISIMH:

1). 3acanvha xapaxmepucmuka aneopummy, 00OCMYRHICHb 8i3VAli3aAMOpPY

NVIDIA Iray — BOynoBanuii Bi3yamizatop mporpamu 3DS Max. € riopuanoro CPU/GPU
PEHIEP-CUCTEMOIO 3 HE3MIILICHUM PIllIeHHsIM, YaCTKOBO cyMicHoro 3 Mental Ray. BukopucroBye GPU
JUTSL IPUCKOPEHHS TPaCyBaHHS IIPOMEHIB.

VRay mpamoe sx mmaria ans Autodesk 3DS Max. VRay — CPU-perzep 3i 3MimeHHM
pimensasM. KimrowoBumu anroputmamu € ke ocBiTiieHocTi ("lrradiance Maps") 1 kapTu cBiTHOCTI
("Light Cache»). Kayctuka B VRay mMoske po3paxoByBaTHCS 32 IOTIOMOT00 ()OTOHHHX KapT.

2). Hanawmyeanus napamempis

Iray Mae Taki OCHOBHI HajamITyBaHHS peHaepy: TpuBaiicTe peHaepy kaupy, lterations -
Itepauii, kinbkicTh mpoxoiB (sxmo ooparu Unlimited (beamexnmit) Iterations - mpu peHaepuHr Oyae
TPHBAaTH JI0 THX Mip MMOKH BiH He OyJie nepepBaHuil BpyuHy); PhysicallyCorrect - 6e3kineune BigOUTTs
CBiTNa, (P I3MYHO KOPEKTHE.

VRay wMmae BenuKy KUIBKICTh HalAITYBaHb CHCTEMH, WIO CTBOPIOE TPOCTIp IS
EKCIIEpPUMEHTIB JIOCBiJUEHUX KOPHCTYBaYiB, aJileé HOBAUKYy JOCUTH CKJIaJHO BIIOPATHCS 3 HAMHU.

3). Moocniusocmi oceimuenHs

V-Ray — peiitpelicauii peHziep, B SIKOMY NPUCYTHI 4 aJrOPUTMH MPOPaxyHKY IJI00AIBHOTO
ociTienns: Light Cache, Photon Map, Irradiance Map, Brute Force (QMC). VRay BukopucroBye
JIeKiIbKa JTOBOJI CKIIAJHUX, aJleé TOYHUX METOMIB MPOPaxyHKY, TakuX sik Metoq Monrte-Kapio, meron
(OTOHHUX KapT, a TaKOX JEKiIbKa MeTOHiB OcBiTieHHs. VRay miarpumye BimoOpakeHHs eQeKTiB
KayCTHUKH.

B Iray ocBiTiieHHS MOXIJIMBE Ha OCHOBI Kaprtu. [linTpumye craHmaptHi i (oToMeTpUdHi
okepena ceitna 3 3DS Max. [linTpumye HOBUET Tl QOTOMETPHUYHOIO OCBiTIEHHS - mpodimo [ES.
Takok MOXKIIMBE OCBITIICHHS BiJ] CaMOCBITHUX MartepianiB i o0'ektiB. [IpucyrHe ¢izudne conie i
HeOecHa cucrema. [lIBHAKICTH pEHAEPUHTY MpH JOJaBaHHI JOAATKOBHX JDKEpEN OCBITIICHHS
3aJIMILIAETHCS HE3MiHHOIO.

4) Lllsuoxicme pendepy

Iray nae MOXITUBICTD IOBHICTIO KOHTPOJIFOBATH IIBUJIKICTh PEHIIEPY.

V-Ray He 103BOJISIE HAMIPSIMY PETYJIOBATH Yac CHHTE3Y W TOYHICTh OTPUMAHOTO 300paKeHHS.
IBuAKICTB 3aJICKUTH BiJl HAJAIITYBaHb Ta KUIBKOCTI JXKepel OCBITIICHHS.

Ha ocHOBI NOpiBHSHHS peHIEPY TECTOBUX CIIEH, 3p00JICHO BUCHOBKH, 1110 SIKICTh Bi3yastizallii 3
BukopuctanHsiM NVIDIA Iray y mopiBHsHHI 3 VRay, ayxe mporpae, SKIIO TECT MPOBOJUTH 3
Bukopucranus CPU-npuckopenns. [Ipote, skmo BukopuctoByBatd GPU - Iray mae 6e3miu nepesar, a
came: OCHOBHHMH akKIEHT IIOCTaBJICHO caMe Ha (Ii3UYHO KOPEKTHOMY pe3ynbTari; Iray Hagae
MOXKJIMBICTh ITOBHICTIO KOHTPOJIIOBAaTH Yac pEHACPY; SKICHHHA pPe3yJdbTaT Ja€ OCBITIICHHS CIICHHU
camocBiTHUMH Matepianamu, HDRI kapramu, Ta mxepenom PhysSky; meit Bisyanizatop MOBHICTIO
iMiTye (Qi3UYHO-KOPEKTHE CEpEAOBHILE; Ma€ BIacHy O0i0MiOTEeKy MaTepialliB; MpaIIoe 3a MPUHLIUIOM
«HatuckanHs omHi€l KiTaBini», TOOTO Mae MaIy KUIBKICTh TTapaMeTpPiB sl HAJIAIITYBAHHS PEHACPY.
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