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HToroBwblii TECT K 3a4eTy

1. Kakyio u3 nepeuncjeHHBIX ONIUH cjIeayeT 3a/1eiicTBOBaTh y MaTepuaJa, 1Js 3¢ dexra
CBCYCHUA
Tun Bonpoca: OuHO4YHBII BBIOOP

1. Self-Illumination (CamocBeueH#He)

2. 2-Sided (IByxcTopoHHUIN)

3. Wire (ITpoBon)

4. Opacity (Hempo3pauHoCTb)

2. Tpedyercs npumenutb moaudukarop Select By Channel (BpiOpaTh no kaHany) k
Hecko1bkHIM MESH-o00bexTam. Kakoii U3 nepeyncaieHHbIX ClIOCO00B MO3BOJIMT PEIIUTH
NOCTABJICHHYIO 3a/1a4y?
Tun Bonpoca: OAuHOYHBII BHIOOP
1. O6benuHuTh 00BEKTHI HHCTpYMEHTOM Group (I'pynmupoBats)
2. Briienuts 00BEKTHI, 3aTeM, 03 JTOTIOTHUTENBHBIX ONEPaIfi, IPUMEHUTD MOJU(PUKATOP
3. HeoOxoammo npenBaputenbHO MpuMeHUTh MoanukaTtop Mesh Select (BsiopaTs ceTky)
4. CxoneptupoBath 00bekThl B Editable Poly

3. Tpedyercs pa3aeauts 1 BepmnHy Ha 2. Kakoii u3 nepe4yncjieHHbIX CIOC000B MO3BOJIMT
PeLIMTH MOCTABJICHHYIO 3a1a4y?
Tun Bonpoca: OAuHOYHBII BHIOOP

1. Ycnonb3oBaTth nHCTpyMeHT Refine (lonoaHuTs)

2. BeiaenuTh BepIInHy, HCIIOJIb30BaTh HHCTpyMeHT Break (IIpepsatp)

3. Hcnonb3oBath nHCTpYMEHT Insert (BcTaButh)

4. Ilpumenuts Mmogudukarop Extrude (BrinaButh)

4. Kakoe u3 nepeyHcJIeHHbIX el cTBHI He00X0AUMO BBIOJHHUTD /sl KOPPEKTHOIO
CrUI2KUBAHUS MOJEIH?
Tun Bonpoca: OnMHOYHBbINH BBIOOP
1. Boigenuts HEOOXOMMBIE IOTUTOHBI U O0BEAUMHUTD UX B TPYIIBI CIIQKUBAHUS
2. Bce pebpa u rpaHy TOHKHBI OBITH OJJMHAKOBOW JUTHHBI
3. Tpumenuts mogudukarop MeshSmooth um TurboSmooth
4. Hactpouts napamerpsl Bump (PenbedHocTs) B MaTepuane

5. Kakoii n3 nepevyuc/ieHHbIX HHCTPYMEHTOB CJIelyeT HCMO0Ib30BaTh ISl CMeIIUBAHUA 3 U
0oJiee NBETOB?
Tun Bonpoca: OQUHOYHBIN BHIOOP

1. Gradient Ramp (BbicTpoeHHBII TpaIUcHT)



2. Gradient (I'paguenT)
3. Dent (BMmsiTuHA)
4. Mix (CmemmuBaHue)

6. Kakoe yTBep:k1eHHe 0OTHOCUTEIBHO ActiveShade (AKTUBHBII BU/1) ABJISETCS BEPHBIM?
Tun Bonpoca: OQMHOYHBII BHIOOP
1. ActiveShade ne momuepxuBaer Atmospheric Effects (atmocdepnbie 3 dexTo)
2. ActiveShade momnepxusaer Rendering Effects (a¢ddexrsr penaepunra)
3. ActiveShade nonnepxxuBaeT TeHH ToabKO TUIa Shadow Map (Kapta Tenei)
4. ActiveShade siBisieTcsi MHTEPaKTUBHBIM PEHICPOM, OOHOBJISIIOIIMMCS B pEalbHOM
BpPEMCHH

7. Kakoii n3 nepe4uciieHHbIX ClI0CO00B MO3BOJIMT PELIUTH 32/1a4y COeJUHEHUs HECKOJIbKHX
TOYeK CIIaiiHa?
Tun Bonpoca: OnMHOYHBIH BBIOOP

1. Beoigenuts ux, 3areM ucnoiab3oBaTh komanay «Weld (CBaputs)»

2. Bwigenuts ux, ucnosb3oBath kKoMaHay «Insert (BcraButh)»

3. Bozenuts ux, yoenuThCs, YTO OHU HAXOATCA B Tpeesax, ykazanHbix B moye «Weld

threshold (ITopor cBapkm)», ncrions3zoBars komanay «Weld (CBaputs)»
4. Vcnonb3oBaTh uHCTpYMeHT Connect (CoeqMHUTD)

8. Kakoii n3 nepe4ynciieHHbIX MOAM(UKATOPOB NpeAHAZHAYEH /sl IPOBEPKH
NPaBUJIbHOCTH reoMeTpuu?
Tun Bonpoca: OAuHOYHBII BBIOOP

1. STL check (Ilpoepka STL)

2. Subdivide (ITonpa3aensars)

3. HSDS

4. Vertex Weld (Cpapka BepiinH)

9. B nu¢¢y3ublii cj10T nocpeacTsoM Bitmap-kapThl nomMelneHo BU1e0M300pakeHue.
Kakum Oyner pe3yibTaT BU3yaJau3alu¥ aHUMALMOHHOM M0CJ1e10BaTeJIbLHOCTH HA 00beKTe

¢ IPUMEHEHHBIM MaTepuaJjiom?
Tun Bonpoca: OxuHO4YHBII BHIOOP
1. Byner otoOpaxarbcs BCs IOCIEA0BATEIbHOCTh BUICON300paskeHUS
2. byner oroOpaxeH ToabKO (G QY3HBIH BET, COOTBETCTBYIOIUN BUACON300paXKEHUIO
3. Byzaer oroOpaxkaTbcs TOIBKO MOCIEAHUHN KaJip BUICOM300paskeHUs
4. Byner orobpaxarbcs TOJBKO NEPBBIN KaJp BUIEOU300paKeHUs

10. Heo6xoanMo0 MMHTHPOBATH TKaHb. Kakoii n3 nepeync/ieHHbIX CIIOCOOOB MO3BOJISIT
pelnTh MOCTABJIEHHYIO 3a1a4y?
Tun Bonpoca: OquHO4YHBII BBIOOP
1. Co3patb TkaHb Ha BKiIagke «Create: Dynamics Objects (Co3nars: JluHamuueckue
00BEKTHI)»
2. HcnonszoBate Mmogudukarop «Cloth (Tkanb)»

w

Y CTaHOBUTH TUTArMH CTOPOHHUX Pa3pabOTUYMKOB
4. Tlpumenuts Mogudukatop Soft Selection (MsArkoe BeIfeICHHE)



11. Kakue cTaHgapTHbIe BHAa KOHTPOJIS IKCNO3UIMHU NPUCYTCTBYIOT B 3D Max?
Tun Bonpoca: OAuHOYHBII BBIOOP

1. Pseudo Color Exposure Control

2. HSV Exponential

3. Logarithmic Exposure Control

4. Gamma correction

12. Kakoii u3 nepeyucjaeHHbIX MOIH(PUKATOPOB NMpeIHAZHAYEH /ISl H3MeHeHUs1 (POPMBbI
ceTku (Mesh nim NURBS)?
Tun Bonpoca: OAuHOYHBII BBIOOP

1. Projection (ITpoexiust)

2. Morpher (Mopdep)

3. Select By Channel (Boibpats 1o kxaHaiy)
4. UV Unwrap (Pa3septka UV)

13. Kakoe u3 nepe4nc/IeHHbIX JelCTBHIi cilefyeT BbINOJIHUTH VI HCI0JIb30BAHUSA
JnH30B0r0 3¢ dexra ceeuenne (Lens Effects Highlight)?
Tun Bonpoca: OAuHOYHBII BBIOOP
1. Bxumounts ganubii 23Qdext Bo Briagke Oxpyxenue u agpdexts! (Environment and
Effects) u B cBoiicTBaX JaHHOTO 0OBEKTA
2. Bxumounts nanubnii 3¢ ¢exT B penakrope nocroopadorku Video Post u B cBoticTBax
JTAHHOTO 00BeKTa
3. Brxurounts naHHbIM 3¢ (eKT B CBOMCTBAX TaHHOTO 0OBEKTA, 3aTEM BO BKJIAJIKE
Oxpyxenue u 3¢ ¢pextsl (Environment and Effects) nnu B okHe penakTupoBaHus
napaMeTpoB peHjiepa
4. BxmouuTh JaHHbIN 3¢ dekT B pegakrope noctoopadotku Video Post

14. Tpedyetcst 3aaeiicrBoBath moay/b Hair and Fur (Illepers u myx). Kakoii u3
nepevyucJeHHBIX COCO0O0B MO3BOJMT PEUINTH MOCTABJIEHHYIO 3a1a4y?
Tun Bonpoca: OquHO4YHbBII BBIOOP
1. Bxkunanka Create: Systems (Co3nats: Cuctemsl)
2. Mento Reactor: Create Object (Peaktop: Co3aaTh 0OBEKT)
3. Bxkuaaka Create: Extended Primitives (Co3gats: Pacimmpennsie [IpuMuTHBBI)
4. Tlpumenuts Moaudukarop Hair and Fur (ILlepcts u myx)

15. KakoBo nHa3zHauyenue ¢pynkuuu Z-Depth, Bxoasiieii B cocTaB 3jieMeHTOB peHaepa
(Render Elements)?
Tun Bonpoca: OnMHOYHBbINH BBIOOD
1. Hcnonb3oBaHuE TOMOJHUTEIHHOTO KaHaJA TITyOUHBI
2. OmnpezneneHue ypoBHS OCBELUICHHOCTH OOBEKTOB B 3aBUCUMOCTH OT PACCTOSHUS J10
UCTOYHUKA CBETa
3. KouTposs riayOuHbI pe3KOCTH CLIEHBI
4. PeHnmepuHT yepHO-0€70T0 H300paKEHUs, T/I€ SPKOCTh MUKCENSI COOTBETCTBYET
PACCTOSHUIO 10 KaMephl



16. Kakum OyaeT pe3y/jbTaT NONBITKH OTKPBITHA (paiijia, B KOTOPOM HCIOJIb3YIOTCHA
OTCYTCTBYIOIIME TEKCTYPbI?
Tun Bonpoca: OAuHOYHBII BBIOOP
1. Byger Boigano coobmieHus 00 omuoKe ¢ MpeasiokeHneM nepesamyctTuth 3DMax
2. TlosButcs cooOmieHue 06 OTCYTCTBHHM HEOOXOAMMBIX TEKCTYp M MPOTpaMMa MPEIIOKHUT
yKa3aTh MyTh K UX MECTOHAXO0XJACHUIO
3. TlosBurcsa coobiieHue 06 OTCYTCTBHH HEOOXOJIMMBIX TEKCTYp U MpOrpamMma 3aMEHUT HX
Ha CTaHJIapTHbIE
4. OOBeKThl OynyT 0TOOPaKATHCS C USPHBIM HIIU CEPHIM I[BETOM BMECTO TEKCTYP

17. Kakoe ocHoBHoe oTinuue Mesh ot PolyMesh?
Tun Bonpoca: OAuHOYHBII BHIOOP
1. Heo3moxHO nipeoOpaszoBats Poly B Mesh
2. 'Y Mesh-00beKkTOB OTCYTCTBYIOT oA00bekThl Border (I'panuna)
3. K Mesh-o0bekTaM Heb3s MPUMEHSTh CTIIAKHUBAHNC
4. 'V Mesh-o6bexToB ecth no100sekThl Face (Tpeyronbhas rpanb), orcyrerBytoniue y Poly

18. Ilpu Bu3yajau3anuu ¢ 00JbIHM pa3pelieHueM CJI0KHOH U HACHIIEHHOI cueHbl 3D
Max BbiiaeT coodmenne 00 ommoke u 3aKkpbiBaercs. Kakue 2 u3 nepeunciieHHbIX
C10CcO00B MO3BOJISIT YCTPAHUTD JAHHYIO HENOJIAAKY ?
Tun Bonpoca: OAuHOYHBII BHIOOP

1. VYcraHoButh 0onee MOUTHBINA MPOIECCOP

2. Tlepeycranosuts 3D Max 8

3. IIpom3BoauTh BU3yaIM3alMIO [0 YACTSAM, CKpbIBas 00BEKTHI, 3aTEM COOpaTh UTOTOBOE

n300pakeHune
4. YBeIUYUTH KOJIWYECTBO ONEPATUBHOMN MaMATH

19.Kaxkoii u3 nepevyucjeHHBIX HHCTPYMEHTOB CJIeAyeT HCIOJIb30BATH LI
MOCJIeI0BATEIbHOI BU3yaIu3allMi HECKOJIBLKHX BUIOB OHOI ClleHbI?
Tun Bonpoca: OAuHOYHBII BHIOOP

1. Oxkcnopt manopamsl (Panorama Exporter)

2. Tlakernsrit pennep (Batch Render)

3. Pengep mns rexcrypsl (Render To Texture)

4. Render Setup (Hactpoiiku pennepa)

20. Kakoe u3 nepe4ncjeHHbIX JedCTBHIi cileqyeT BHINOJIHUTD I IPUMEHEHHs
MOAU(PHUKATOPA K HECKOJBKUM 00beKTamM?
Tun Bonpoca: OnMHOYHBbINH BBIOOP

1. BoigenuTs HyKHBIE OOBEKTHI, 3aTeM, 0€3 JOMOJHUTENBHBIX ONepaluil, IPUMEHHUTD
MOJU(PUKATOD
OO6beTMHUTH HE0OXO0AMMbIE 00BEKTHI B IpyIiny Komanoi «Attach (IIpucoequHuTs)
OObenHUTH HE0OXOAUMBIE 00BEKTHI B rpymiry komanaoi «Group (I'pynmnupoBaTs)
4. CxkonBepTHpoBaTh Bce 00BeKTHI B o7iH Editable Poly.
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