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3dsMax EDU

3dsMax je nainstalovan na nasledujicich stanicich na FAMU

e FAMU 436 PC vpravo
FAMU 423 PC vpravo u platna
e Studio FAMU hlavni PC

Prosim rezervujte si pfipadné den pro praci na téchto stanicich v kalendafi. Terminy pfednasek
jsou pfedbézné rezervovany, mate-li pfedmét jako povinny, pfepiste je dle potfeby svym
jménem. Nejsou tu reproduktory, prosim berte si sluchatka.

Pro praci s 3dsMax musite pouzit vlastni pfihlaSovaci jméno a heslo, které ziskate na webu
Autodesku. Pfi startu 3dsMax nevybirejte moznost spusténi trialu, nebo zadani serial, ale
pfihlaseni pres Autodesk ID.

AUTODESK
AUTOCAD

Let’s Get Started

&) Signin with your Autodesk ID

Other license types

Enter a serial number Use a network license

Select Select
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Pfedstaveni kratké historie CGIl od 1970 (Phong-Blinn a Catmull-Rom, Animace pro Voyager

a Carl Sagan v Cosmos, Edwin Catmull v Pixar a Disney,).

Principy 3D grafiky — limity a moznosti, sou¢asné trendy (limity HW a SW, max a min —
jednotkovy system, Cisla int, float, bool, double, optimalizace dle pozadavkul na vysledek , herni
realtime enginy vs statické renderovani - Blinns Law)

Pfedstaveni toho co umim a neumim, moznosti konzultace mimo hodiny

Pfedstaveni studentd

2*
Uzivatelské prostfedi 3Ds max (Ribbon Default view, Design view, workspaces), Navigation,
Viewports, MéFitka, Scene management, vrstvy, hierarchie

3*
Import a prace s daty (co Ize a nelze, jaka data hledat), File system, Project system, Saving,
recovery, loading, reference, instance

4*
Vytvareni objektl — co je object, vlastnosti, nahlizeni, pojmenovavani, standard a
extended primitives, parametry, modifier tab

5

Vybirani objektl, zakladni transformace, move, scale, rotate, pfesnost vs Sculpting, mirror,
align, helpers tab (tape, point, grid), snapping, freeze transforms

Svétla, modelovani do svétla, zjednoduseny 3 click render ART renderer, export, hierarchie,
pojmenovavani, typy soubort

6

2D a 3D splines, modifiers (lathe, lattice, slice, noise, melt, bend)

Modelling meshes vs polygon

Edit poly 1 (UI, selection, logika modifier stacking, selection modes, soft selection, edges —
insert vertices, cut, connect)

7
Edit Poly 2 (Extrude, Outline, Bevel, Bridge, Inset, Flip)

8
Edit Poly 3 (Attach, Detach, Remove, Split, Weld, Bridge, Chamfer)

9
Zakladni animace (Key, Key filters, Auto Key, Set Key)
Path animation, animation hierarchies

10*



Materialy (Ul editor, Slate Material Editor, Map Browser, Assign to selection, Physical material,
reflection, refraction, transparency, IOR, glossiness, emissions)
Mapy — simple UVW mapping (Box, sphere, Cylinder, Plane), Normal, Bump, Diffuse, Opacity

11*
Renderovani v Arnold Engine — pokrocilé nastaveni pro animace, Physical Based rendering,
Noise management, Physical camera, sun positions, compass)

12*

Exportovani pro riizné pfilezitosti — Obraz, Video, PC hra, 3D tisk, VR aplikace (mobilni a
stolni), Exportovani pro jiné programy, sou€asné trendy v realtime renderovani — Unity, Unreal,
3Ds max pluginy a skripty — moznosti zjednoduSeni, doporuceni, mozny vyvoj do budoucnosti.

I SEMESTR

1*

Pokrocilé materialy |

Mapy - checker, fallof, gradient, noise, mix, 2 sided mtl, multi materials, shell material, smoke,
dirt, displacement

2*
Pokrocilé materialy Il
Normalové materialy, hair, Lambert, Matte, controllers (Float, Noise, Boolean)

3
Pokrocilé modelovani |
NURBS, sculpting, CAD soubory, teren, compound objects

4
Pokrocilé modelovani Il
scatter, multiscatter, smoothing groups, opensubdiv

5
UVW mapping |
Unwrapping, stitching, seams, typy projekci, skinovani, Seams, stitching, pelt map, channels

6
Fyzika
Fluids, rigidbodies, gravitace, latky, Push, Motor, PBomb, Wind, Drag

7
Rigging - bones, IHK helpers, CAT, skin



8
Pokrocila animace |
CAT lidé, zvirata, fyzika, gravitace, latka, videotextury, Morpher modifier

9
Pokrocila animace Il
Graph Editors, Curve/Dope sheet, animation layers

10*
Physical camera, Lens, shutter, exposure, EV, ISO, perspektiva, DoFParticles, volumetrické
osvétleni, environment

11*
Renderovani - pokrocilé nastaveni, render passes, net render, Backburner, farmy

12*
Optimalizace, pokrocilé exportovani, rizné workflow, tipy a triky a moznosti vyvoje do
budoucnosti



