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1. ITacnopT (hoHAQ OLIEHOYHBIX CPECTB

1.1. O61acTh IPUMEHEeHUA

®oH/ OLleHOUHBIX cpefcTB (Hamee - ®OC) mpegHa3HaueH /il OLIEHUBAHUSI 3HAHWW, YMEHWU,
ypOBHS C(HOPMHUPOBAHHOCTA KOMITeTEHLIUMA CTYAeHTOB, oOyuawomuxcs 1o mnpodeccun 54.01.20
'paduueckuii fusaitHep

®OC cocrassieH Ha ocHoBe ®I'OC u paboueii TporpaMMsbl JUCIUTUIAHBI.

[TpoMexxyTouHasi arrecTanysi 1o (yuebOHOl) AWCLUIUIMHE TpefycMoTpeHa B Qopme (3auema,
OougpepeHyuposaHHo20 3auema, 5K3ameHd) C BbICTaBIEHWEM OTMETKH MO0 CHUCTeME «3auTeHO, OTJIMYHO,
XOpOLLO, y/IOB/IETBOPUTE/ILHO HEY/I0B/IETBOPUTE/ILHOY.

1.2. IlnaHupyeMble pe3y/IbTaThl 0CBOeHUs (YUeOHOMH) JUCHUITHHBI

@®OC no3BosIsSieT OLIEHUTh 3HaHUS, YMeHUs], C(OPMUPOBAHHOCTb OOIIMX M MpoecCcroHaNIbHbIX
KOMITETEeHIMI B COOTBeTCTBHUH C TpeboBanusmu ®I'OC 1 paboueii mporpaMmMoi JUCLIMTITAHBI.

ITpodeccroHanbHble KOMITETEHLIUU:

[1K 2.1. TTnaHupoBath BeINOHeHHe paboT 1o pa3paboTke An3aiiH-MaKeTa Ha OCHOBE TEXHUUECKOT0
3a/,aHus;

[1K 2.2 Omnpeiensitb TOTPeOHOCTH B IPOrPaMMHBIX MTPO/IYKTaX, MaTepranax U 000pyJoBaHUH TIPH
pa3paboTKe /i3aiiH-MaKeTa Ha OCHOBE TeXHUUECKOI'0 3a/jaHus;

1K 2.3. Pa3pabaTbIBaTh Ju3aiiH-MaKeT Ha OCHOBe TEXHUYECKOTO 3a/IaHus;

1K 2.4. Ocy1ecTB/sTh NIpe/iCTaB/eHre U 3alliMTy pa3paboTaHHOro Ju3aiiH-MaKeTa;

1.3. ®opMBbI KOHTPOJIA U OLleHUBaHUA

[lpenveToM OLIEHKH C/Ty>KaT yMeHWs W 3HaHus, mpeAycMmoTpeHHele PI'OC mo (yuebHoU)
JUCLIMIUIMHE, HarpaB/ieHHble Ha ¢opMHpOBaHHe OOIIMX U TMpodecCHOHANTbHBIX KOMIeTeHLui (OaHHas
¢opmyaupogka ucnoab3yemcs 0151 ducyunauH obuje2o 2yMaHumMapHo20 U CoyudabHO20-3KOHOMUUECKO020,
Mamemamuy4eckoz0 U ecmecmeeHHO-HayuHO20 YUK108, 06uenpoheccuoHanbHblx OUCYUNAUH ).

[TpeqMeToM OIIEHKM C/Iy>KaT JIMYHOCTHBIE, MeTamnpeAMeTHble U TpeJiIMeTHble pe3yJbTaThl,
c(hOpMHUPOBAHHOCTh OOIMX KOMITeTEHI[UH (OaHHasi cpopmyaupoeka ucnonb3yemcsi 04 yueOHbIx
ducyunauH obujeobpazosamenbHOlU NOO20MOBKU )

Tabsuija 1 KoHTposib ¥ olleHKa ocBoeHus (yueOHOM) JUCIUTUIMHEI 110 TeMaM (pa3zienam)

OneMeHT @DOpMBI KOHTPOJISI U OLIeHUBaHUS
yuebHoi TeKywmii KOHTPO/Ib TIpoMe)KyTOouHas aTTeCTarUs
JVCLIUTUIAHBI
Meto[pb! OLjeHKU ITpoBepsiemsle Meto/b! OLeHKU IIpoBepsiemble
(3anonusiemcs 8 IIK, OK, IIK, OK,

coomeemcmeuu ¢ pazoenom
4 pabouetl npo2pammbi)

Pa3pen 1. Spline.design 3auem c oyenkoii |[IK 2.1. IIK 2.2; IIK 2.3.; TIK]
Tema 1.1. YCTHBIN oT1poC MK 2.1. IIK 2.2; IIK 2.4.
Cdepsi (cobecemoranue ) 2.3.; IIK 2.4.

npUMeHeHUs U BBITIO/THEHUSA  TTPAKTUUYECKHUX]

0COBEeHHOCTH 3a[aHUi ¥ MHIWBUIYa/IbHbIX|
KOHTPOJIbHBIX 3a/|aHHH.
Tema 1.2. YcTHBIH o11poC MK 2.1. IIK 2.2; IIK
Cospanne 3]I- (cobeceznoBanue ) 2.3.; IIK 2.4.
HKOHOK H BBLIMOTHEHUST  TTPAKTUYECKUX
KOMIIOHeHToB  [PAAAHHH M MHIMBH/YyaTbHbIX

! [pueedenbl npumepbl opmyaupoeok 0as Aucyuniud 06we20 2yMAHUMApHO20 U  COYUAAbHO20-IKOHOMUUECKOR20,

mMamemamuy4eckoz0 U ecmeCcmeeHHO-HAYUHO020 UYUK108, 0bwenpogeccuoHaabHbiX OucyuniuH u obweobpaszoeamenbHol
noozomosKu



[KOHTDOJIBHBIX 3aAaHHﬁ.

IK 2.1. IIK 2.2; IIK]

Tema 1.3. YcTHBIi orpoc
Co3janue (cobecemoBaHe ) 2.3.; TIK 2.4.
KOMOHHALMH 3 [FPTO/HEHNs  TIPAKTHUeCKHX

1 3a/laHUil U WHUBUYaJTbHBIX|
TPOCTRIX KOHTPOJIbHBIX 3a/laHUH.
00BHEeKTOB
Tema 1.4. YcTHBIH oripoc K 2.1. IIK 2.2; IIK|
BcTpoenHbie (cobecemoBaHue ) 2.3.; IIK 2.4.
MHCTPYMeHTBI, | BPINOTHEHUS MPAKTUYECKUX |
nUn- 3a/laHui 1
MaTepHabI VH/IUBU/YaTbHBIX
KIoHep pa6,0Ta KOHTPOJIbHBIX 3a/jaHUH

>

C KPUBBIMH
Tema 1.5. YcTHBIM oripoc MK 2.1. IIK 2.2; IIK
Vicnonbsosanue | (Co0eceoBane ) 2.3.; 11K 2.4.

npocroro 3/1-
nepcoHaxa B
Bed-rpaduke

BBITTO/THEHUA ITPAKTUYECKUX |

3a/IaHUN 1
VHAUBUIYATbHBIX
KOHTPOJIbHBIX 3aJJaHUM

Tema 1.6. YcTHBIN OMpoc K 2.1. TIK 2.2; IIK|
VHTepaKkTuB, (cobecemoBanue ) 2.3.; IIK 2.4.
JIOCHKA B BBITIOJTHEHUS TIPAKTUUECKUX |.
Spline.design 3ajaHuK 1
VH/TUBU/YaIbHBIX
KOHTPOJIbHBIX 3aJJaHUM
Tema 1.7. YCTHBIN oTIpoC K 2.1. IIK 2.2; IIK
HMnopT (cobecemoranue ) 2.3.; IIK 2.4.
00'5eKTOB, BBITIO/THEHHS TPaKTHYeCKHX
3/IEMeHTOB 3apaHu n
CIIeHBL. WHAMBHYAMbHBIX
Toro/orus 1 KOHTPOJIbHBIX 3a/]aHUH
ONTHMM3AIUA
Tema 1.8. YcTHBIN OMpoc K 2.1.; IIK 2.3.; IIK
J/1eMeHTBI (cobecemoranue ) 2.4.
CTopHTe/THHra | BPINO/HEHNS NPAKTHUECKUX
3a[aHUH 1
VH/TUBU/YalIbHBIX
KOHTPOJIbHBIX 3aJJaHUM
Tema 1.9. YcTHBIN OMpoc IIK 2.1.; TIK 2.3.; IIK
TeiiMupuKanus (cobecemoranue ) 2.4.
, HTPOBbIe BBITIO/HEHHS TPaKTHYeCKHX
MeXaHUKH 3apaHuK n
VH/TUBU/YaTbHBIX
KOHTDOJIbHBIX 3aJJaHUM
Tema 1.10. 3/1- YcTHBIN OMpoc K 2.1.; IIK 2.3.; IIK
KOMHaThI, BeG- | (cobecenosanue ) 2.4.
rajiepen, BBITIO/THEHMS TPaKTHeCKHX
KuGep- 3a[]aHUN U
LIOYPYMBI B WHAMBHAYAMbHBIX
BeGe KOHTDPOJIbHBIX 3a/]JaHUH

Pa3pen 2. Three.JS

Tema 2.1.
Cdeps1
NpUMeHeHUs 1
0CO0eHHOCTH,

HHTepPaKTHBHBIE
UX/UI

YCTHBIN orpoc
(cobeceznoBanue )
BBITIOJTHEHUS TIPAKTHUEeCKUX
3a/laHuM U
VH/IUBU/yaTbHBIX
KOHTPOJIBHBIX 3a[jaHuM

K 2.1.; IIK 2.3.; IIK
2.4.




MeXaHHUKH
Tema 2.2. Y CTHBIH 0rpoc I1IK 2.1.; TIK 2.3.; IIK
9 dexThI (cobecenoBanue ) 2.4.
TeKCTOM BBIMTOJTHEHUSI TTPAKTHUECKUX

3a/laHUH U

VH/IUBU/TYaTbHBIX

KOHTPOJIbHBIX 33[jaHui
Tema 2.3. YcTHBIM o11poC K 2.1.; IIK 2.3.; IIK
SddexTni c 3/1- (cobecenoBanue ) 2.4.
00heKTaMu BBIMOJTHEHUSI TIPAKTHUECKUX

3a/laHui 1

VH/IUBU/YalbHBIX

KOHTDPOJIbHBIX 3a/]JaHUH
Tema 2.4. YcTHBIM or1poc K 2.1.; IIK 2.3.; IIK
Creative coding | (cobecesoBanye ) 2.4.

BBINOJTHEHUSI TIPAKTUUECKUX

3a/laHUM U

VH/IUBU/YaTbHBIX

KOHTPOJIbHBIX 3aJaHUM
Tema 2.5. YcTHBIM or1poc K 2.1.; IIK 2.3.; IIK
Creative coding | (coGecesoBanue ) 2.4.

BBINOJTHEHUSI TIPAKTUYECKUX

3alaHuM U

VH/IUBU/YabHBIX

KOHTPOJIbHBIX 3a/JaHUH
Tema 2.6. YcTHBIM oripoc K 2.1.; IIK 2.3.; IIK
IKCIOpT U (cobecemoBaHe ) 2.4.
peaKTHpOBaHHe | BPINOTHEHNS NPAKTHUECKUX
npoekTa B Vercel | 33A3HAN 1

VH/IUBU/YaTbHBIX

KOHTPOJIbHBIX 3a/]JaHUH

2. OLieHOYHBIE CPe/ICTBA TEKYIero KOHTPOJIsl yCIIeBaeMOCTH M KPUTePHH OLIeHKHU

IIpugodsimest 3a0aHusi no 8ceM MemoOdM OUeHKU, YKA3aHHbIM 8 mabauye 1 no pasdenam
u memam npoepammbl (yuedHoll) OucyunauHbl U Kpumepuu OyeHKU

Pa3zoen 1. Spline.design

Tema 1.1. Cpepbl npumeHeHust u ocobeHHOCMU

Jnsa kakux 3a0au uauje ece2o ucnonb3ytom Spline.design?
a) Co30aHue 2D-n1020munog

b) Pazpabomka uHmepakmueHbix 3D-31emeHmoe 0415 eeba
¢) I[IpoepammuposaHue cepeepos

Omeem: b

Kakoe npeumyujecmeo Spline.design nepeo kaaccuueckumu 3D-pedakmopamu?
a) Omcymcmeue uHmepcelica

b) IIpocmoma unmeezpayuu 3D-06veKmog 8 eeb-cmpaHuybl

¢) Paboma mosabko ¢ ayouo

Omeem: b

MooicHo au 6 Spline.design co30asamb aHumayuu 6e3 koda?
a) Hem

b) /la, c nomowbto 8usyanbHbIX UHCMPYMEHMOB

¢) Toabko 015 cmamuyHbix 066eKmos




Omeem: b

Umo makoe «MH-mamepuanbi» 6 Spline.design?
a) 'omoeble mekcmypbl, CO30aHHble Hellpocemsmu
b) Uncmpymenm 0ns Hanucanust kooa

¢) LlIabaoHbl aHumayuli

Omeem: a

Kak Spline.design ynpowjaem pabomy c 3D 05 du3atiHepog?

a) Tpebyem 3HaHus C++

b) IIpedocmaensiem uHmyumugHbIli UHMepetic u HU3KuUll nopo2 8Xo0da
c) Pabomaem moabko Ha Linux

Omeem: b

Tema 1.2. Co30aHue 3D-UKOHOK U KOMNOHEHMo8

Kakyio ¢pyHkyuro ucnoabsyrom 0151 6bicmpozo 0ybauposaHus ob6sekmos e Spline.design?
a) Clone Tool

b) Extrude

c) Boolean

Omeem: a

Kakoe cgoticmeo ob6sekma no3go/sem HACMpoumb €20 NPO3pPauHOCMb ?
a) Opacity

b) Scale

c) Rotation

Omeem: a

Umo Heobxo0umo coenamb, umobbl 3D-UKOHKA pedazupoeanda Ha KAuK noab3oeamens?
a) Hanucamob ko0 Ha Python

b) Ucnonv3oeamb ecmpoeHHble mpuezepsbl Interactions

¢) Yoaaumb 06sekm

Omeem: b

Kak uameHumsb ysem obwsexkma 8 Spline.design?
a) Yepes napamemp Material — Color

b) Hcnoabzoeamb dechopmep Bend

¢) Yeeauuumb macwma6b

Omeem: a

Jns ue2o ucnonb3yemcs uncmpymeHm Group?

a) ObwveduHeHue 06sveKkmos 8 00Hy 2pynny 0415 ynpaeneHus
b) YoaneHue noauzoHos

c) Co3z0aHue aHumayuu

Omeem: a



Tema 1.3. Co30aHue kombuHayuti u3 npocmbix 006eKmMos

Kak 06ve0uHumb HeCKo/bKO 005eKmoe 8 00UH C/I0XHCHbI ?
a) Mcnoabzoeamb Boolean — Union

b) Yoaaumsb ece o6vekmbl

c¢) ITpumenums decpopmep Twist

Omeem: a

Umo nosgoasiem Hacmpoumb Align Tool?
a) BbipagHueaHue 06s5ekmog no cemke

b) H3meHeHue ysema

¢) AHumayuro

Omeem: a

Kak co30amb 3epkanbHOe ompadceHue obsvekma?
a) Ucnoabzoeamb Mirror Tool

b) Yeeauuumsb npo3pauHocmsb

¢) Yoaaumb noao8uHy noau2oHoO8

Omeem: a

Umo denaem uHcmpymeHm Array?

a) Cozdaem Konuu 06seKmoeg ¢ 3a0aHHbIM WAd20M
b) Menssem mexcmypy

c) Yoanasem meHu

Omeem: a

Kak dobasumb meHb K KOMOUHayuu 06vekmog?
a) Bkmouumsb Shadow e Hacmpolikax ceema

b) Hcnoabzoeamb Pen Tool

¢) Yeeauuumb macwma6b

Omeem: a

Tema 1.4. BcmpoeHHble uHcmpymeHmbl, TH-mamepuanbl, KioHep, paboma ¢ KpugbiMu

Jns uezo Hyscen Cloner 6 Spline.design?
a) Maccoeoe konuposaHue 06seKmos

b) Yoanenue mexkcmyp

c) Co3z0aHue aHumayuu

Omeem: a

Kak akmusuposamb UW-mamepuan?

a) Boibpamb e2o 8 pazdene Materials — Al
b) Hanucamsb ko0

¢) Yoanumb ob6vekm

Omeem: a



Umo noseonsiem pedakmupogamsb Curve Tool?
a) dopmy cnaatiHos

b) Lleem cpoHa

c) Ckopocmb peHOepa

Omeem: a

Kaxk co30amb 804HO00pA3HYIO AHUMAYUIO C NOMOWbIO KPUBBIX ?
a) Hacmpoumsb Path Animation

b) Yeeauuumpb macwima6b

c) Ucnonb3oeamb Boolean

Omeem: a

Kaxkas ¢yHkyus Al Materials ynpowjaem pabomy?
a) Aemonod6op mekcmyp no onucaHuro

b) Co3zdaHue 2D-n1020munog

c) YoaneHue o6vekmoe

Omeem: a

Pa3zden 2. Three.js
Tema 2.1. Cepepbl npumeHeHusi u ocobenHocmu, uHmepakmuegHble UX/UI mexaHuku

/ns uezo ucnoab3ytom Three.js?

a) Co3daHue unmepakmugHoli 3D-2pachuku e bpay3sepe
b) Pazpabomka mobunbHbIX NpuUAOHCEHUL

c¢) Obpabomka eudeo

Omeem: a

Kakas 6ubauomexka nexcum e ocHoge Three.js?
a) WebGL

b) Python

c) PHP

Omeem: a

Kak 0obasumb uHmepakmueHocmb 06sekmy 6 Three.js?
a) Hcnoab3oeamb Raycaster 0151 06pabomku KAUKo8

b) Yoaaumb ob6wvexkm

c) U3meHumnb ysem ¢oHa

Omeem: a

Umo makoe Scene 6 Three.js?

a) KonmetiHep 011 3D-06sekmog u ceema
b) Ayouodopooicka

c) Tekcmoeblil pedakmop

Omeem: a

Kakoti o6sekm omgeuaem 3a kamepy 8 Three.js?



a) PerspectiveCamera
b) Light

c) Texture

Omeem: a

Tema 2.2. Dpcpekmbl c mekcmom

Kak coz0amb 3D-mekcm e Three.js?
a) Ucnonbzoeamb TextGeometry

b) Hapucosamsb 6 Photoshop

c) INpumenumsn Mirror Tool

Omeem: a

Kak 0obagumb mekcmypy K mekcmy?

a) Ucnonbzosamb MeshBasicMaterial c uzobpadiceHuem
b) Yeeauuumb macwmab

c) Yoaaumb ceem

Omeem: a

Umo denaem FontLoader?

a) 3azpyscaem wpugpmbl 04151 3D-mekcma
b) Mensiem ysem ¢oHa

c) Yoanasem aHumayuro

Omeem: a

Kak aHumuposamb 0gudiceHue mekcma?

a) UsmeHsamb KoopOUHambl 8 Yuk/ae aHumMayuul
b) Hcnoabzoeamb Boolean

¢) Yeeauuumb npo3pauHocmb

Omeem: a

Kak coenamb mekcm nosmynpo3payHbiv?
a) Hacmpoumb opacity 8 mamepuasne

b) Yoanumb Scene

c) Ucnonv3oeamb Curve Tool

Omeem: a

Tema 2.3. ppexkmbi ¢ 3D-0b6vekmamu

Kak 0obasumb ceeueHue k 06vekmy?
a) Mcnoabzoeamb BloomPass

b) Yoarumb meHu

c) M3meHumb macuuma6b

Omeem: a

Umo denaem OrbitControls?



a) ITlo3eonsiem gpawjamb Kamepy 80Kpy2 0bveKkma
b) Yoansem ob6wsexkmbi

c) Mensiem ¢oH

Omeem: a

Kak co30amb aHumayuto epauwjeHust o6sekma?
a) M3meHsimb rotation 8 yukie aHumayuu

b) Ucnonbzosamb Boolean

c) Yeeauuumb npo3pauHocmb

Omeem: a

Kak 0obasumb ompadiceHust Ha nogepxHOCmb 06Bekma?
a) Ucnonvzoeamb EnvMap

b) Yoanumb ceem

c) U3meHumsb wpugpm

Omeem: a

Umo makoe MorphTargets?

a) Avumayus degopmayuu obsekma
b) Uncmpymenm 0ns co30aHus meHeli
¢) Buo kamepnbl

Omeem: a

Tema 2.4-2.5. Creative coding

UYmo makoe creative coding?

a) Co30aHue uckyccmea uepe3 npo2pammupo8aHue
b) HanucaHue cepeepHozo koda

¢) Obpabomka OaHHbIX

Omeem: a

Kakoli uHcmpymeHm ucnoab3ytom 045 gu3dyaausayuu aseopummos 8 Three.js?
a) ShaderMaterial

b) Python

¢) HTML-gopmbi

Omeem: a

Kak co3d0amb 3¢pcpekm uacmuy?

a) Ucnonb3zosamb Points u BufferGeometry
b) Yoanumb kamepy

c) U3menumsb ¢poH

Omeem: a

Jnsi uezo HyscHbl GLSL-weltioepbi?
a) Kacmomu3zayus 8u3yanbHbix 3¢pcpekmos
b) Paboma c 6azamu 0aHHbIX
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c) Co30aHue 2D-mekcma
Omeem: a

Kak anumuposams ygem obsvekma?

a) UsmeHsimb color 8 Mamepuase uepe3 aHuMayuro
b) Hcnoabzoeamb Boolean

c) Yoanumb ceem

Omeem: a

Tema 2.6. Dkcnopm u pedakmupogaHue npoekma 8 Vercel

Kakoli popmam ¢atinoe ucnoab3yiom oas skchopma Three.js-npoekmog?
a) .html + js

b) .psd

c) .mp4

Omeem: a

nsa uezo ucnoab3yrom Vercel 8 cesske ¢ Three.js?
a) lenaoli u xocmuHe ee6-npoeKkmos

b) Co3danue 3D-mo0eneli

c) Obpabomka 38yka

Omeem: a

Kaxk dobasumsb Three.js-npoekm 8 Vercel?
a) 3azpy3ums ¢paiinbt uepes Git

b) Ucnonvzoeamb Figma

¢) Yoanumb ece 06veKkmbl

Omeem: a

Umo no3eonsiem Hacmpauseams vercel.json?
a) Ilapamempbl dennos u mapwpymusayuu
b) Lleema unmepdeiica

¢) AHumayuro 06seKkmos

Omeem: a

Kak obHosumb npoekm Ha Vercel nocae usmeHeHuli?
a) 3anywumsb usmMeHeHus 8 peno3umoputi

b) Yoanumb kamepy

c) U3menumsb wpugpm

Omeem: a

3. OLjeHOYHBIEe CPeCTBA AJIsA MPOMEKYTOUHOM aTTecTal[id U KPUTEPUH OLIeHKH

IMpusodumcs nepeueHb meopemuyecKux 80NpoCco8 U NpakmuyeckKux 3a0aHutl 0/1s npoeeoeHust
npomexcymouHol ammecmayuu 8 ¢opme 3K3ameHd, nepeueHb B0NPOCOB8/MecmoeblX 3a0aHuli 05
npogedeHUs NPOMeXCymouHoll ammecmayuu 8 ¢gopme OuggepeHyuposaHHo2o 3auema (3auema) u
Kpumepuu OyeHKU.
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OneHOYHbIe CpefCTBa /1/Is1 NPOMEXXYTOUHOU aTTeCcTalliu
TeopeTrueckue TeCTbl U BOIPOCHI [0 JUCLUTI/IUHE
dopMar:

Kaxxaprit Tect copepxut 10 BompocoB ¢ BHIOOPOM OZHOTO TIPAaBU/IBHOTO OTBETA.
Bormpoce! pacripesiesieHsl 110 pa3jesiaMm U TeMaMm Kypca.

Pasgen 1. Spline.design
Tema 1.1. Cepsl ipumMeHeHUsI U 0COOEHHOCTH

Kakoii dhopmar sxcropra u3 Spline.design mogxoaut Ajist UHTeTpaljiu B BeO-CTpaHULIBI?
a) .exe

b) .spline

c) .html

OtBeT: C

Uto no3BoJisieT HacTpauBaTh UHCTPYMeHT «State Machine» B Spline.design?
a) [NepekstoueHre MeXxly ClieHaMHU ¥ aHUMaLUsIMU

b) I'eneparuto UM-TekcTyp

c) OnTrMH3aLMI0 TOMOIOTUH

OtseT: a

Tema 1.4. BctpoeHHble HHCTpyMeHThl, VIM1-MaTepuarsl

3. Kakoy napametp MI-MaTeprasioB oTBevaeT 3a «peaTMCTUYHOCTb» TEKCTYPbI?
a) Detail Level

b) Roughness

c) Metalness

OtseT: a

7151 yero Ucnob3yeTcss UHCTPyMeHT «Boolean»?

a) O6wevHeHre, BRIYMTaHNEe WM TepeceueHre 00beKTOB
b) Co3zaHre aHUMALUU JBYKEHUSs

¢) Hactpoiika ocBelijeHus

OtBert: a

Tema 1.6. IHTepakTuB, 10TMKa

5. Kak 106aBuTh peakijvio o6beKTa Ha HaBe/jeHUe Kypcopa?
a) Ucnonb3oBatk Tpurrep Hover

b) Yaanuth MaTepuan

c) Vi3menuTh Macirab

OtseT: a

Pazpen 2. Three.js

Tema 2.1. Chepbl npuMeHeHUs1 U MHTepaKTUBHbIE MeXaHUKU
6. Kakoii 06nekT Three.js oTBeuaet 3a peHaepuHr 3D-ClieHbI?
a) WebGLRenderer

b) Scene

c) Mesh

OrtseT: a
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Yro takoe «BufferGeometry»?

a) OnTUMU3MPOBaHHAs CTPYKTYpa /IS XpaHeHUs JaHHbIX 3D-00beKTOB
b) HCTpyMeHT Jijisi aHUMalu1

¢) Tun kamepsl

OtseT: a

Tema 2.3. SddekTri ¢ 3D-06BeKTaMU

8. Kak n06aBuTh 3¢ dexT napasinakca npy ABWKEHUH MBIIITHA?
a) Mcnonb3oBaTk OrbitControls

b) Hactpoutk Raycaster

c) Nsmenuts FOV kamepsl

OtBeT: b

Tema 2.4. Creative coding

9. Uro Takoe «iekepsl» B KoHTeKCcTe Three.js?

a) I[Tporpammei, BeinonHseMble Ha GPU a1t BU3yanbHbIX 3QdeKToB
b) 'HCTpyMeHTHI [i/1s1 CO3JjaHusl TeHel

¢) Tun marepuranoB

OtseT: a

Tema 2.6. Skcropt B Vercel

10. Kakoii ¢aiin koHpUrypanuu ucrnonb3yetcs s gersiost Three.js-npoekra Ha Vercel?
a) package.json

b) vercel.json

c) webpack.config.js

OtBeT: b

OTKpBITBIE BOTIPOCHI /1711 yTTyO/IeHHOM OLIeHKH

OnwuiuyrTe nporecc co3faHus UHTepakTUBHOU 3D-kHonku B Spline.design (oT MogenvpoBanus [0
WHTerpaluu B BeD).

Kpurepuu:

Vcnonb3oBaHue nHCTpyMeHTOB: Boolean, Materials, Interactions.

HacTporika anumarny 1 3KCIopra.

Kak peanu3oBath aHUMalIO ABWKeHUs yacTull B Three.js?

Kpurepuu:

Wcnonbs3oBanue Points, BufferGeometry, 1juk1 aHMMaLuu.

B ueM pa3HuIja MeXX/y «CTaTUYHBIM» U «MHT€PAKTUBHBIM» 3D-KoHTeHTOM /17151 BeOa? [TpuBeguTe
TIpUMepbI UCII0/Ib30BaHUsl KaXK0I'0.

Kputepuu onjeHrBaHus
TecTsr:

1 6as 3a KaXK/AbIiA TIPAaBU/TBHBIN OTBET.
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Ha «oTmunHo»: 9—10 6asios.

Ha «xoporo»: 7—8 6asios.

Ha «yznoBneTBopuTensHO»: 5—6 6asios.

OTKpBITbIE BOIIPOCHL:

o 5 6asmoB 3a Kax/bli BOMPOC (TI0JTHOTA, TOUHOCTb, UCII0/IH30BaHHe TEPMUHOB).

PekomeHnarum
151 TOArOTOBKHY MCMOJIb30BATh:

Oduumanehyto jokymeHnTaluto Spline.design u Three.js.
[Tpumepsl npoekToB 13 CodePen u Glitch.

Kypcel Ha Udemy: «Three.js Journey», «Spline Masterclass».
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