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I INIOACHUTEJIbBHASA 3AITMCKA

1) Metouueckie peKOMeH/ALIMH 110 BBITIOJTHEHHIO NMPAKTUYeCKUX 3aHSATUN TI0 yueOHOMN AUCIUTIIHE
«OcHoBbl 3D-rpaduku» ans npodeccun 54.01.20 I'paduueckuii ausatinep B cootBeTcTBUM ¢ PI'OC
cpezHero npodeccroHabHOTO 00pa3oBaHus U pabouei MporpaMmol yueOGHOTro Kypca.
2) B cootBercTBUM ¢ @I'OC no gucuuruivHe «BBesieHre B KpeaTUBHbIE HHAYCTPUU» YueOHbIM IJIaHOM
rpeyCMOTPeHO 56 4acoB ayJUTOPHBIX 3aHATHM, B TOM 4yucie 42 yaca OTBe[eHO Ha IMpaKTUUeCKHUe
3aHSTUS.
3) JuaKkTHueCcKo Le/blo CoJep>KaHHs TPAKTUUeCKUX 3aHSATHH sIB/sieTCsl )OPMHUPOBAHKE U Pa3BUTHE
IK 2.1; TIK 2.3; TIK 2.4.
4) B pe3ynbTaTe BBINIOTHEHHS TIPAKTHUECKUX 3a[JaHUH CTYZEHT [JO/DKeH:
yMeTb:

pa3pabaTbIBaTh IJIaHbI BHITIOJTHEHUS PadoT;

pacrpeienaTh BpeMsl Ha BbIITOJHEHHUE [T0CTaB/IEHHBIX 3a/ay;

oTpeiesiATb MECTO XpaHeHUsI M1 00paboTKK pa3pabaThbiBaeMbIX MaKeTOB;

pa3pabaTbhIBaTh TEXHOJIOIMUECKYHO KapTy U3rOTOB/IEHNSI aBTOPCKOT'0 ITPOeKTa
BBITIOJIHATE 3Ta/IOHHBIe 00pas3Libl 00beKTa fu3aiiHa B MakeTe, MaTepuase U B UHTePaKTHBHOM cpeje;
BBITIOJIHATh TEXHUYECKHe YepTeXXU WX 3CKU3bI IPOeKTa
[J151 pa3paboTK1 KOHCTPYKLMY U3/ie/Hsi C yueTOM 0COOEHHOCTe! TeXHOIOTUU U TeMaTHKY;
pea30BbIBaTh TBOPYECKUE UJEU B MaKeTe;
C0371aBaTh LIe/IOCTHYIO KOMITO3ULMIO Ha IJIOCKOCTH, B 00beMe U IIPOCTPaHCTBE;
HCII0/1b30BaTh Mpeobpa3yrolye MeToAbl CTUIM3ALMK U TPaHC(hOPMAL|H AJIs CO3/1aHUsI HOBBIX (hopMm;
CO3[aBaTh IIBETOBOE €OUHCTBO
NIPOrpaMMHBIX NPUJIOXKEHUH [/ TIpeJCcTaB/IeHst MaKeToB rpauuecKoro Ju3aiiHa;
OCHOB MeHe/I)KMeHTa U KOMMYHUKAL1H, [JOTOBOPHBIX OTHOLLIEHWUH;
OCHOB MAaKeTHUPOBAHUSA
3HaThb
CTPYKTyphI T3, ero peanusauuy;
OCHOB MEHeIXKMeHTa BpeMEHHU U BHIIIOJIHEHUS paboT; IpOrpaMMHEBIX IPUJIOXKEHUN
PaboTHI C JaHHBIMU
COBpeMeHHBIX TeH/IeHLMH B 06/1acTy Au3aiiHa; pa3HO0Opa3HbIX U300pa3uTe/IbHBIX U TEXHUUeCKUX
NIPUEMOB U CPeJCTB AU3aUH-TIPOEKTUPOBAHMUS;
MIPOrpaMMHBIX TIPUJIO’KEHUM M0 OCHOBHBIM HarlpaB/IeHUsIM IpauuecKoro An3aiHa;
TEXHUYECKUX IapaMeTpPoB pa3pabOTKU MaKeTOB, COXPaHEHUS, TEXHOJIOTUU NTedaTu
TpPOrpaMMHBIX TIPUJIOXKEHUH [/ TIpe/iCTaB/IeHUst MaKeToB rpauueckoro Ju3aiiHa;
OCHOB MeHe/I)KMeHTa U KOMMYHHKAaL[1H, JOTOBOPHBIX OTHOLLIEHUIA;
OCHOB MaKeTHUPOBAHUSA



II. INEPEUEHB ITPAKTUYECKHNX 3AHATU

O0beM, ak. 4 /

B TOM 4HC/Ie Kopap1
HaumeHoBaHHe Copep>xaHue /1a00paTOPHBIX U
pasjie/ioB 1 Tem IPaKTHYeCKHX paboT B Gopme rommnete
NMpaKTHYeCKOu HIUH
NOArO0TOBKH, aK. U
1 2 3 4
Pasgen 1. BBegeHue 7/2
Tema 1.1. Ananus Co/iep>kaHue yueGHOro MaTepHuasia 3 K 2.1,;
OCHOBHBIX 1. AHanu3 OCHOBHBIX TpPEHZOB U 3 K 2.3;
TpeHpoB 3/I- BO3MOXXHOCTEH pas/MUHBIX IIPOrpamMMm IpH K 2.4.
rpaduku pabore ¢ 3[-rpadukoii  (Cinema4D,
Blender, Unreal Engine, Maya, Houdini,
Zbrush, Substance Painter, Spline design,
Three.JS)
Tema 1.2. Copepixanue yueOHOro Marepuaa 4 K 2.1,
I/I.HTeP(l’eﬁC Jlextuu: 1. DyeMeHTHI UHTepdelica 2 K 2.3;
Cinema 4D 1 Jlekiun: 2. OCHOBHBIe WHCTPYMEHTBI IS IIK 2.4.
pabora c paboThl C 00BbEKTaMHU
MpMMHTHBAMH NMPaKTHYeCKHX 3aHATHI 2
1. Tlpaktuueckass pabora «HacTpoiika 1
uHTepdeiica asist paboTel B Cinema4D»
2. Tlpaktmueckasi pabora «Co3zmaHue u 1
yTpaBJieHKe TIPOCThIMHU 00BEKTaMHU»
Pa3pen 2. PaboTa ¢ 0CHOBHBIMH MHCTPYMEHTAMHU 15/13
Tema 2.1. Pabora Copepixanue yueGHOro Marepuaia 3 K 2.1,;
C IIeHnamu Jlexiyu: 1. CBoiiCTBa IEUITOB U 1 K 2.3;
WHCTPYMEHTHI fiJisi paboThl C HUMHU 1K 2.4.
NMPaKTHYeCKHX 3aHATHI 2
1. Ipaktuueckas pabora «[IponenypHoe 2
MO/IeJIMPOBaHKe Ha OCHOBE IIPUMHUTHBOB»
Tema 2.2. PaboTa Cojiep>xaHue yueGHOro MaTepuasia 3 K 2.1
CO CrIaHHAMH Jlexuuu: 1. CBOMCTBA CIJIAMHOB U 1 IK 2.3
WHCTPYMEHTHI fi71si paboThl C HUMH 1K 2.4.
NpaKTHUYeCKUX 3aHATHI 2
1. IlpakTnueckas  pabora «Co3panue 2
00BEKTOB Ha OCHOBE CILIAHHOB»
Tema 2.3. Copiepxanue yyebHOro Mmarepuasia 6 K 2.1,
Co3ganue Jleknuu: 1. Co3/aHre 00BEKTOB C TIOMOIIIBIO 1 K 2.3,
00BEKTOB C CIIJIAaHOB: MHCTPYMEHT extrude K 2.4.
IOMOIIBIO NMPaKTHYeCKHUX 3aHATHI 5
CITaHHOB: I[TpakTHueckas pa6ora «Cospanue 2
UHCTPYMEHT HECKOJIbKUX 00BEKTOB Ha OCHOBE CI/IalHOB
extrude C HCII0/Ib30BaHUEM BCTPOEHHOT0
WHCTPYMeHTa extrude»
ITpakTrueckas pabota «Co3jaHue POCTOro 3
3/1-aBaTapa»
Tema 2.4. Cojiep;xaHue yueGHOro MaTepuasia 3 K 2.1,
HAedopmepsr B Jlexip: 1. CosgaHue 06BLEKTOB TIpH 1 MK 2.3;
Cinema 4D TIOMOIIM BCTPOEHHBIX JlehopMepOB 1K 2.4.
NMpaKTHUYeCKHUX 3aHATHI 2




1. Ilpaktrueckass ~ pabota  «Co3zzaHue 2

HECKOJIbKMX  OOBEKTOB  TMPH  TIOMOIIH

BCTPOEHHBIX [1lehOpMepOB»
Pa3pgen 3. Co3aHue KOMIIO3HI[UI 17/10
Tema 3.1. Paborta Copepixanue yueOHOro Marepuaia 4 K 2.1,
c abcrpakuueii B Jlekiuu: 1. Pa30op 0CHOB KOMMO3ULIUH 2 K 2.3;
3/I-rpaduxe. Jlekipu: 2. PabGora ¢ abCTpakTHBIMH 1K 2.4.
OcobenHocTu Komro3uipisiMu B 3/1-rpaduke
Co3/1aHns NPaKTHYeCKUX 3aHATHI 2
H300paKeHU I - C 5

. [paktnueckre 3anastus:  «Co3gaHue

abCTPaKTHBIX KOMITO3ULUM u3

reoMeTPUYECKUX TTPUMHUTHBOB»
Tema 3.2. PaboTa Cojiep>kaHue yueGHOro MaTepHuasia 4 K 2.1,
C Kamepoii 1 Jlektuu: 1. HacTpotika crieHbl 2 1K 2.3
MaTepHaiamu Jlexuuu: 2. Hactpoiika MaTepuanoB IK 2.4,

NpaKTHUYeCKUX 3aHATHI 2

1. TIpakthyeckass pabora «BbicTaBieHue 1

CIIEHBI ¥ KaMEephI»

2. Tlpaktmueckass pabora «Hactpoiika 1

MaTepHaIoB»
Tema 3.3. Copepixanue yueGHOro Marepuasa 3 K 2.1,
Co3panue dona Jlextuu: 1. Ponb dona B 31 KoMmo3umuu 1 K 2.3
AT KOMITOSHITHH Jlekuuu: 2. Hactpoiika peHjepa IIK 2.4.
g;::;ﬁf“KH NPaKTHYeCKHUX 3aHATHI 2

IMpakTuueckas pabora «Co3manue dhoHa s 1

KOMITO3ULUM»

[IpakTrueckas pabota «HacTpoiika 1

peHziepa»
Tema 3.4. Pabora CopepxaHue yuedHOro Marepuasia 6 K 2.1,
C K/IOHAMH H Jlekum: 1. Pabora ¢ KiIoHaMH U 2 IK  2.3;
3¢ dexTopamu scpexTOpamu K 2.4.

NMPaKTHUYeCKHUX 3aHATHI 4

1. TIpaktuueckas pabora «Co3zaHue 4

00BEKTOB IPU TIOMOIIH KJIOHEpa»

2. [Ilpaktuueckas pabora «HacTpoiika

3¢ dexTopoB»

3. Tlpaktuueckas pabora «Co3jmaHue

KOMITO3ULIUM»
Pazgen 4. Hacrpoiika Bu3yanu3ainud o00beKTOB. CBer. 11/5
Matepuansl. PeHpep.
Tema 4.1. Pabora CopepxaHue yuedGHOro Marepuasia 4 IK 2.1,
C KamepaMmH Jlekruu: 1. Paborta c kamepamu. Pa36op 2 K 2.3;

OIIepaTOPCKUX MPHEMOB K 2.4.

NMPaKTUYeCKHUX 3aHATHI 2

1. [TIpaktnueckass pabora «Pabota ¢ 2

KaMmepo, TpUMeHeHue HEeCKOJIbKUX

0T1epaTOPCKUX pelleHnn»
Tema 4.2. Co/iep>kaHue yueGHOro MaTepHuasia 2 K 2.1,
Ocgemenue u ero Jlekupu: 1. CBeT - KaK HHCTPYMEHT 2 K 2.3
B/InfIHME HA yTpaB/ieHNs BBIPa3UTEeNbHOCTHIO K 2.4.
BOCTIpUsATHE KOMIIO3ULIUU

poJIMKa




Tema 4.3. Padota
CO CBeTOM

CojepxaHue yueOHOro MaTepuasa

1 JTekuuw:. Pa360p CBeTOBBIX CXeM

MNPdAKTHYECKHUX 3aHATHI

1. ITpakTnueckas pabora «Pabora co cBeToM
B ClUeHaX C paHee  CO3JaHHbIMU
KOMIIO3UIMSIMI»

=== N

K 2.1,
K 2.3
IK 2.4.

Tema 4.4.
MarepuaJibl

Copepixanue yueGHOro Marepuaia

Jlekumu: 1. Pabota ¢ PBR marepuanamu

NMPaKTUUYeCKHUX 3aHATHI

1. TIpaktuueckasi pabora «Pabota ¢ PBR
MarepuaaMn»

RIN| =W

I[IK 2.1,
IIK 2.3
IIK 2.4.

2. ITpakTrueckas paboTa
«CaMocTosTeNIbHOE CO3J,aHHe KapT»

JuddepeniupoBanHbIii 3auer

Bcero:

54




III. IIPAKTHUMYECKHWE 3AHATUSA

Tema 1.1. AHa/U3 0CHOBHBIX TPeH/0B 3D-rpadguku
I'naBHBIEe MOHATHSA:
1. PeanraiiM-peH/iepHHT
TexHosIOTMsI MTHOBEHHOTO 0TOOpakeHus1 rpadmKu 6e3 rpeBapUTeIbHOTO pacyueTa.
[Tpumepsr: Unreal Engine (/19 urp v BUpTYyanbHbIX pogakiiHos), Unity (AR/VR-
TIPUIO’KEHUS).
[MpenmyliiecTBa: MHTEPAKTUBHOCTb, CKOPOCTh; HEJJOCTAaTKU: OrpaHUYeHHast
JieTaau3arys.
2. TIpoueaypHoe Mo/jeTupOBaHUe
Co3paHre 00BEKTOB uepe3 a/lrOPUTMBIL, @ He PYYHOe PeZlaKTHPOBAHUe.
NuctpymenTsl: Houdini (reHepauys aHgmadToB, pa3pyliueHuii), Blender Geometry
Nodes.
[TpumeHeHue: TeHepaLusi 00JBIINX CLieH, CUMYJISILIVSI TIPUPOAHBIX SIBJIEHUH.
3. PBR (Physically Based Rendering)
Marepuasbi, UIMUTHpYHOLLHe (U3ruecKre CBOMCTBA TTOBePXHOCTeH (MeTa/UTMYHOCTh,
111epOX0BAaTOCTh).
Kaprtsr: Albedo (11BeT), Roughness (mepoxoBatocts), Normal (pesibed).
[Tporpammer: Substance Painter (TekcTypupoBaHue), Marmoset Toolbag (nipeBsto).
4. Iudposas ckyabnTypa
[eTan3upoBaHHOe MO/ie/IMPOBaHKe, aHaJIOTUUHOE JIeTIKe.
WuctpymenTsl: ZBrush (auHamuueckas Tonosorus, cKyabntyHr), Mudbox.
[Tpumepsl: co3ZiaHKe TIepCOHaXKel /1/1s1 KUHO U UIP.
5. Be6-3D
Wnrerpauus 3D-koHTeHTa B Opay3epsl uepe3 WebGL.
bubmioteku: Three.JS (ocHoBa), Spline (Bu3yanbHbIN peJakTop).
Vicnonb3oBaHue: NHTepaKTUBHbIE Mpe3eHTalliy, OH/laliH-Mara3uHbl.
Bomnpocsl /i/is1 CaMOKOHTPOJIA:
1. Kakue npeumyirecTsa gaeT IpoLeAypHoe MOJeIMpoBaHie B CpPaBHEHUU C PyYHbIM?
2. O6mbsicHuTe pasHuily Mexxay KapTamu Albedo 1 Normal.
3. Touemy ZBrush cuMrtaeTcs cTaHZapTOM /i1 U(PPOBOH CKYJIbITYPbI?
4. Kak peantaiiM-peH/IepUHT UCIIO/Ib3YeTCs B aDXUTEKTYPHOU BHU3ya/lnu3aljuu?
5. Ha3zoBure Tpu orpannuenus Be6-3D TeXHOIOTHIA.
Tema 1.2. UnTepeiic Cinemad4D u paboTa c npUMUTHBAMH
I'1aBHBIEe MOHATHSA:
1. Hutepdeiic Cinema4D
Beronopt: OCHOBHOE OKHO /17151 paboThl ¢ 3D-cuieHoi. PeXXyuMbl: epcrieKTHBa,
opTorpadus.
Menepxep 00beKkTOB: Vepapxrueckoe 0TOOpakeHHe 31eMEHTOB CIieHbI (00BEKTHI,
MaTepHaJibl, TETH).
ITanenb nHCTpyMeHTOB: TpaHcdopmauuu (Move, Rotate, Scale), reneparus
TIPUMUTHUBOB.
2. IIpuMHUTHBBI
basoBble reomeTpryeckue GopmbI:
= Ilapamerpuueckue 00beKThI: KyObl, chepsl, IUIUHADHI
(HacTpauBaroTCs Uepe3 pajiiyC, CerMeHThI).
» IlosmroHanbHbIe 00beKTbI: OOLEKTHI C pelakKTUPyeMO CeTKOU
(BepiHbI, pebpa, MOJIUTOHbI).
3. Tpauchopmanumn



JIokanbHbBIE U 17100a/IbHBbIe KOOPAUHATHI: [IepekroueHre MeXy CUCTeMaMHu
(xHormka L).
Ocu Tpancdopmarnum: X (KpacHblit), Y (3esieHblit), Z (CUHUMN).
IIpakTHueckue paboThbI:
1. Hacrpoiika uHTepeiica
Co3paHue 110J1b30BaTe/IbCKUX MaKeTOB: TPYIIIUPOBKaA TaHeseid, HACTPOiKa ropsiumnx
K/IABHIII.
[Tpumep: nanens Asst anuMauuu (Timeline, Dope Sheet).
2. Co3gaHue 00beKTOB
Komro3utusi 13 npuMHUTHBOB: 00beiiHeHHe KyOoB U cdep B abCTpakTHYIO GUTYDY.
Vicnionb3oBaHue MHCTPYMeHTa Array /i/isi CO3/laHusI TIaTTEPHOB.
Bonpochl /151 CAMOKOHTPOJIS:
Kak n3MeHUTb KOJTMYeCTBO CErMEHTOB y C(hepbl ToCsie ee CO3/IaHuUs?
st uero ucrosb3yetcs Ter Protection B MeHe)kepe 00 eKTOB?
Kakast ropsiuas K/1aBu1lla akTUBUpyeT UHCTpyMeHT Scale?
Kak coxpaHuTb 110/1b30BaTe/TbCKUIM MakeT UHTepgdetica?
YeM OTIMUAIOTCS TIOJTUTOHATbHBIE 00BEKThI OT TTapaMeTPUUeCKUX?

Wb

Pa3zpen 2. PaboTa ¢ 0CHOBHBIMH HHCTPYMEHTaMHU
Tema 2.1. Pa6oTa c meiinamu
I'1aBHBIEe MOHATHSA:
1. Iein (Parametric Object)
OOBeKT, ynpaB/isieMblil TapaMeTpamMu (pa3Mep, paJiiyc, CEerMeHThI).
[Tpumepsr: Boole (06beuHeHre/BunTaHre 00beKTOB), Loft (co3nanue
TIOBEPXHOCTeN MeX/y CIJIalHaMH).
2. TIlpoueaypHocTb
HezcTpykTBHOE MOZie/TMpOBaHye: U3MeHeHHs IPUMEHSIFOTCSI Ha YPOBHe
rapaMeTpoB, a He TeOMeTpUH.
[TpenMy11jeCTBO: BO3MOXKHOCTh pe/JaKTUPOBaHUs Ha TF000M 3Tarte.
IIpakTHKa:
o Co3panue apku uepe3 Boolean (BbrunTaHve mUIMHpa U3 Kyba).
* MopenupoBanue TpyObi ¢ nomoinbio Loft Mexxay ByMsi OKPY>KHOCTSIMMU.
Bonpocsr:
1. Tloyemy LIeMIbI Ha3bIBAIOT «He|eCTPYKTUBHBIMU» ?
2. Kak co3pats c/10xkHy10 (hopMy ¢ nomolisio Boole?
3. Kakue orpanuuenusi ectb y uHCTpyMeHTa Loft?
Tema 2.2. Pa6ora co citalHaMu
I'1aBHbIE NOHATHA:
1. Twunsl criyIaliHOB
JIuHelHbIe: OTPe3KH, JIOMaHble JTMHUU.
Kpussie Be3ne: naBHble U3rubbI (ypaB/ieHne KacaTe/TbHbIMI).
Cnupanu, 3Be3/bl, TEKCT.
2. VIHCTpyMeHTbI
Sweep: Co3gaHue 3D-00beKTa IyTeM repeMelrieHusl CrijlaiiHa 1o TpaeKTOPHH.
Lathe: Bpaiijenue crisiaiiHa BOKpYT ocH (CO3/jlaHMe Bas, yalllek).
IIpakTHKa:
e IlocTpoeHne feKOpaTUBHOM pellleTKH yepe3 Sweep.
» MopenupoBanue OyTbTKHU C riomoinbio Lathe.
Bonpocsr:
1. Kak npeo6pa3oBaTh TeKCT B CII/IalH?
2. Yem orinyaetcsi Sweep ot Extrude?
3. Tlouemy npu rcnosib3oBaHry Lathe Ba)xHO KOpPEKTHO pacronoXXUTh OCh Bpall{eHus1?



Tema 2.3. UHcTtpymeHnT Extrude
I'1aBHBIE IOHATHUSA:
1. Extrude
BbijaBn1BaHMe CrijlaiiHa WK TOIMTOHAIbHOU TPYTIIIBL.
[MapameTtpsr: Offset (ry6una), Cap (3aKkpbITHe TOPIIOB).

2. Asarap
YmnpoieHHast Mo/ieJib TIepCcoOHaXKa: TosioBa (cdepa), Tesno (Ky0), KOHEUHOCTH
(UMTUHADBEI).
IIpakTHKa:

o Co3paHue JOrOTUNA ¢ 00beMHBIM TEKCTOM.
»  MogempoBanre poboTa-aBaTapa ¢ ucrnosb3oBaHueM Extrude s gerasneit.
Bonpocsr:
1. Kak n3bexaTh MCKa)KeHUi TP BbIAB/IMBAHUU CJIOKHBIX CIIJIAWHOB?
2. [ns yero ucnons3yercsd napamerp Bevel B Extrude?
Pa3pgen 3. Co3paHne KOMIO3ULUHA
Tema 3.1. A6cTpakiusa B 3D
I'1aBHBIEe MOHATHSA:
1. Kommno3umpus
IIpaBuJio Tpereii: Pasgenenue kajpa Ha 9 CeKTOPOB [/ PACCTAaHOBKY aKL|€HTOB.
KonTtpact: CouetaHue cBeTa/TeHH, LiBeTa, MacIraba.
2. AocrpakTtHbIe GopMbI
['eHeparus uepes 11yMOBbIe TEKCTYPHI, AeopMephbl, CyuyaiiHble TpaHC(HOPMaLUH.
IIpakTHKa:
e Co3panue [MHaMUYHOM KOMIO3ULIMY 13 IPUMUTHUBOB C UCM0/Ib30BaHueM Random
Effector.
Bonpocsr:
1. Kak 1Bet BiusieT Ha 6aslaHC KOMITO3ULIAN?
2. Kakue unctpymeHnTtsl Cinema4D noaxoAsT Ajist CO37aHus aOCTpaKIuu?
Tema 3.2. Kamepsl 1 MaTepuasibl
I'1aBHbIE NOHATHA:
1. Kamepa
®dokycHoe paccrosiaue: [1Iupokuii yros (McCKaxkeHUe), Tesie00BeKTHB (CoKaTHe
TIepCIIeKTHBBI).
I'ny6ouHa pe3kocTu: Pasmbitrie (hoHa (HacTpoiika uepe3 Depth of Field).
2. Marepuansl
Diffuse: OcHOBHOM LIBET.
Specular: bk (MHTeHCMBHOCTb, pa3mep).
Transparency: [Ipo3pauHocTs (CTeK/0, BOJA).
IIpakTHKa:
» Hacrpoiika Kamepbl /iJisi TOPTPETHOM CheMKU 00BeKTa.
e (Co3paHue MaTepuana «XpOMHUPOBaHHbIN MeTasl» C BbICOKUM 3HaueHreM Specular.
Bonpocsr:
1. Kak umuTHpOBaTh MaTOBYIO IOBEPXHOCTH Uepe3 HACTPOWKU MaTepuasa?
2. Tlouyemy Ba)KHO KOHTPOJIMPOBATh (POKYCHOE PacCTOSTHUE MPU CbeMKe UHTePhepOB?
Pa3jien 4. HacTpoiika BU3ya/aM3anuu
Tema 4.2. OcBenjeHue
I'1aBHBIEe MOHATHSA:
1. Tunbl ICTOUHUKOB CBeTa
Area Light: Msarkue TeHu (MMUTALMsi OKOHHOTO CBeTa).
Spot Light: HaripaBniieHHbIi /1yu (aKL|eHTBHI).
IES Light: Peamctrysble npo¢uny (CBeTUIBHUKN).
2. HDRI-KapThI



360-rpasycHble n300pa>keHus AJ1s1 HOHOBOTO OCBEL|eHHsI.

IIpakTHKa:

e OcgeleHue CLieHbl «MHTEpbEP» C UCIIO/Ib30BAHUEM TPEXTOUEUYHOM CXEMBI.
Bonpocsr:

1. Yewm otnmuaetcs Area Light or Omni Light?

2. Kak HDRI BivsieT Ha oTpakeHus B MaTepuasax?
Tema 4.4. PBR-MaTtepuabl
I'1aBHBIE MOHATHA:

1. Kaptsl
Roughness: Ynpasnser paccenBanueM cseta (0 — 3epkano, 1 — MaToBas
NTOBEPXHOCTB).
Displacement: ®u3nueckuii pesibed (TpeOyeT BbICOKMX BBIUMCIUTETBHBIX
pecypcos).

2. UV-pa3BeptKa
[TpoeumpoBanue 2D-TekcTypsl Ha 3D-mMogens. MHcTpyMeHTsl: UV Unwrap, UV

Projection.
IIpakTHKa:
o Co3pganue MaTepuasna «jaepeBo» ¢ Kapramu Albedo, Roughness, Normal.
Bonpocsr:

1. Tlouemy kapta Normal He U3MeHsileT reoOMeTpHIO0 MO ?
2. Kak ucnpasutsk Hanoxenue UV-KoopauHat?

I'noccapuit
e Jledopmep: HCcTpy™MeHT Ayist Hepa3pyluatoei qegopmary o6bexToB (Bend, Twist,
Bulge).
e Kionep: Cucrema /11 MacCOBOTr0 KOTTMPOBAHUS OOBEKTOB C yIIpaB/eHHeM dyepe3
3¢ ¢deKTopsI.
e Penjep: ®uHanbHas BU3yanu3alys CLieHbl C yUeTOM MaTepyasnoB, CBeTa U HaCTPOeK
KaMephbl.

PexkomeHnjyemas iMreparypa:

e «Cinema4D: The Artist’s Project Sourcebook» by Kent McQuilkin.

e «The PBR Guide» ot Allegorithmic (Substance Painter).

e OdwuuansHas gokymeHTauus Blender, Unreal Engine.
MeTouuka oxBaTbIBaeT K/toueBble acriekTol 3D-rpaduku ¢ akijeHToM Ha Cinema4D, HO
NIPUHLUIBI TpUMeHKMBI B moboM [10. Kaxkzaast Tema rojkperjieHa IpuMepaMu U IPaKTUKOM
JJ1s1 3aKperyIeH!s] HaBbIKOB.

ITopsAAOK ¥ MeTOAUKA BbINO/THEHUSI MPAKTHYECKHX 3a/JaHUI

7151 ycrieliHOro 0CBOeHMSI Kypca BaXKHO COD/TF0/IaTh MOC/Iej0BaTe/IbHOCTh 1eHCTBUM 1
TIPUMEHSTb CUCTeMHBIN TTOAXO.

Hwxe npezcraB/ieHa yHUBepcaibHasi CXxeMa BbITIOJTHEHUS 3a/1aHKl C IPUMePaMHU JJ1s1 K/TF0UeBbIX
TeM.

OO1uii aITOPUTM BBINO/THEHHSI PadoT

1. AnHanus 3afiaHus
YeTko chopmympyiiTe 1iesb (Harpumep: «Co31aTh abCTPaKTHYIO KOMITO3ULMIO U3
TIPUMUTHUBOB).
OrmpefiestiTe MTHCTPYMEHTHI M PYHKIMH, KOTOPbIe TIOTpebyroTcs (gedopmepsl, K/IOHHI,
MaTepuarbl).

2. TloaroroBka
V3yuuTe Teoputo 1o TeMe (MHTepdeiic, CBoWCTBAa 0OBEKTOB).



Co3paiiTe HOBBIM MIPOEKT U HACTPOKTe pabouee MPOCTPAHCTBO (TTaHe/H, ropsiure
K/IaBHUIIN).
3. Ilomarosoe BbINIO/IHEHHE
Pa36eiiTe 3azauy Ha 3Tanbl (Hanpumep: «Co3aTh criiaiid — [Ipumenuts Extrude —
Hactpouts maTepuabi»).
TecTupyiiTe IpOMeXXYTOUHbIE pe3y/bTaThl (IIPOBEpPSITe FeOMETPUI0, OCBELeHHE).
4. OnTumu3zanusa ¥ pUHATIbHAA HACTPOIKa
Ybepure /uIIHKE [1€Ta/H, YIIPOCTUTE MOJUTOHBI IIPY HEOOXOMMOCTH.
[TpoBepbTe clieHy Ha apTeakThl (Ha/l0)KeHHe 00BEKTOB, «OUThIE» TEKCTYPHI).
5. PeH/iepUHI M COXpaHeHHe
BribepuTe moixopsiie HACTPOWKY peH/epa (pa3pellieHre, UCTOUHUKH CBETa).
OKCMopTUPYHTe MPOeKT B HY>KHOM (hopmaTe (.c4d, .fbx, .obj).

IIpumepslI /11 KOHKPeTHBIX 3alaHUN
3aganue: «Co3panme npocroro 3D-aBarapa» (Tema 2.3)
ITens: OcBouthb 6a3oBoe MozenvpoBanye uepe3 Extrude u paboTy ¢ mpuMuTHBaMH.

NHcTpyMeHTHI:
o TIpumutussl (Ky0, cdepa, [UIUHAD).
e UHctpymenT Extrude /15 BbliaB/IvMBaHus JieTasei.

JTankl:
1. Co3pgatiTe cepy /151 TOJIOBBI:
Objects — Primitive — Sphere.
YMenbluTe cermeHThl (Segments: 32) A/ ONTUMU3ALIUN.
2. Co3spaiire TeJio:
IobaebTte Kyb (Objects — Primitive — Cube).
Pactssaute ero no ocu Y (Scale Tool).
3. lobaBbTe KOHEUHOCTH:
Vcrionb3yiiTe UIMHAPHI 7151 YK U HOT.
[Tpumenute Extrude K momMroHam /ijisi CO37laHuUs TaTbIieB/00YBU.
4. OObeauHUTE 0OBEKTHI B TPYIIY:
Boigenute Bce anemeHThl — [IKM — Group Objects.

Kpurepuu ycnexa:
e ABaTap MMeeT y3HaBaeMyH aHTPOIOMOP(HYO dhopMmy.
e Her nepeceueHnii Me>xiy 00beKTaMHU.
o TlonuroHasnbHasi ceTKa ONTUMU3UPOBaHa (6e3 N30bITOYHBIX CerMeHTOB).

3aganue: «Hacrpoiika PBR-marepuanos» (Tema 4.4)
Ienb: HayuuTbcst paboTath ¢ pu3nuecku KOPPeKTHBIMUA TEKCTYPaMHU.
NHCTpyMeHTBI:
Material Editor (aB0oiiHOM KWK B MeHe/[)kKepe MaTepuasioB).
Kapts1: Albedo, Roughness, Normal.
JTarns.l:

1. Co3paiiTe MmaTepuat:
B Material Editor otkitounte Color u aktuBupyiite Albedo.



3arpysure Tekctypy Albedo (daiin .jpg).
2. HactpoliTte 111epoX0BaTOCTb:
Bkirounte Roughness — 3arpysute kapty (Oesblii = 111epoX0BaTOCTb, UEPHBIN =
IJ1aJIKOCTB).
3. [Jo6aBbTe penbed:
AxtuBupyiite Normal Map — 3arpysure KapTy.
Ycranosure cuny 3¢ dekxrta (Strength: 2-5%).

Kpurepum ycrniexa:
e Marepuan KOppeKTHO pearvpyeT Ha cBeT (O/IMKH, TeHU).
e Hert apredakTtoB Ha cTeikax UV-pa3BepTKu.

3apanue: «Pabora ¢ ki1oHamu 1 3dpdexkTopamu» (Tema 3.4)
ITean: OCBOMTH MacCOBOe KOMMPOBaHKE 0ObEKTOB C aHUMaLKel.

NHCTpyMeHTBI:
e Cloner (MoGraph - Cloner).
* Random Effector (MoGraph — Effector - Random).

JTan.l:
1. Co3pgaiiTe 6a30BbIii 00beKT (Haripumep, Ky0).
2. [Jo6aBbre Cloner:
[Tepetarute Ky6 B Cloner.
Ycranosure pexxuM Grid Array — HactpoiiTe komuecTBo Ki1oHOB (Count: 5x5x1).
3. Hob6aBbre Random Effector:
B napametpax s¢dexTopa aktuBupyiite Position, Rotation, Scale.
3apaiiTe auara3oH cayvyaliHbix 3HaueHu (Position: 50 cm, Rotation: 45°).

Kpurepum ycrnexa:
» Kiionsl pacripeiesieHb! 6e3 SIBHBIX ITaTTEPHOB.
e DddekTop BMseT Ha Bce apaMeTphl (T10/10)kKeHue, BpallleHue, MaciiTao).

CoBeTbI o 3¢(peKTUBHOM paboTe
1. CoxpaHsiiTe BepCUH NIPOEKTa
Ha3panust: ABatap_vl.c4d, ABatap_v2_c_rteKkcTtypamu.c4d.
2. Wcnonb3yiTe pedepeHChI
Wimyre npuMeps! paboT Ha ArtStation nmu Pinterest sisi BZOXHOBEHHUSI.
3. OnTuMuU3MpyiTe CHeHy
Y pansiite ckpbiThie 06beKTbl — [IKM — Delete Unused Materials.
4. TecTupyiiTe peHjep
[HenaiiTe mpeBbI0 B HU3KOM pa3pellieHnu rnepe/ (1MHaIbHbIM PeHIePUHIOM.
TunuuHbIe OIIMOKH U UX PellIeHue

IIpo61eMa ITIpuunna Peruenue

OObeKTHI «TIponiafiatloT»  He HazHaueHbl MaTeprasibl WK ITposepsTe Ter Compositing
B peHziepe Teryu BUAUMOCTH — Enable

ApredakTsl B Hano>xenue BepivH umm Wcnons3yiite Mesh —

reoMeTpuun «OUTBIE» TTOTMTOHBI Repair - Optimize



IIpo6siema IIpuuuHa Pemenue

HernpaBu/ibHBIN TU UCTOYHUKA 3amenute Spot Light Ha

TeHu C/IUIIKOM pe3Kue .
P cBeTa Area Light

HUTror:
o Cobmo/aiiTe IOPS/IOK: aHA/IM3 — MOATOTOBKA — BBIMO/JIHEHHE — MPOBEpKa.
e He urHopupyiite IpOMeKyTOUHBIE 3TAIlbl — OHU ITOMOTAIOT U30e)KaTh KPUTHUECKUX
OILINOOK.
e  DKCMepuMeHTHDPYHTe C HaCTPOMKaMH [jisi TJTyOOKOTro TTOHUMAaHKsI HHCTPYMEHTOB.

CIIMCOK TH®OPMAIIMOHHbLIX NCTOYHUKOB

3.2. UudopmaroHHOe o0ecrieyeHne peajaTn3anuy MporpaMmbl

Onsi peanu3aiyu mporpaMmbl OubmvoTeuHblid ¢GoHZ, 00pa3oBaTe/NbHON OpraHW3aluM [JO/DKeH
VUMeTh TIeYaTHble W/WIM 3/IeKTPOHHbIe o0Opa3oBaTenbHble W WH(OPMAL[MOHHBIE PeCYpChl ISt
WCIIONb30BaHUsT B oOpa3oBaresbHOM —miporjecce. Ilpu  ¢opmupoBanuu  6GubmuoreuHoro  ¢oHzaa
obpa3oBaTeNbHOM OpraHM3aly BLIOMpaeTcss He MeHee OJHOTO W3/laHWs W3 TIePeUMC/IeHHBIX HIDKe
TeUaTHBIX W3/JaHWH U (MJTH) 3JIEKTPOHHBIX U3/IaHUH B KAUeCTBE OCHOBHOTO, TP 3TOM CITMCOK MOXKET OBITh
JIOTIOJTHEH HOBBIMU U3/IaHUSMHU.

3.2.1. OcHoBHbIe NTeYyaTHbIE U 3/1eKTPOHHbIE U3/JaHUSA

1. TITudpoBbie TeXHOJOTHU B Au3aliHe. VIcTopus, Teopus, MPAKTHKA : yUeOHUK U MPAKTUKYM /11
cpenHero mpodeccruoHanbHOTO0 obpa3oBanust / A. H. JlaBpentheB [u zp.] ; mojg pemakiueir A. H.
JlaBpeHTheBa. — 2-e u3[., UCIp. U gor. — Mocksa : W3gatensctBo HOpaiit, 2023. — 208 c. —
(TIpodeccronanvHoe o6pa3oBanue). — ISBN 978-5-534-11512-3. — TekcT : 3/1eKTPOHHBIA //
O6pasoBaTtenbHas ratdopma FOpaiit [caiit]. — URL: https://urait.ru/bcode/518452.

2. Illokopora, JI. B. [Iu3aiiH-TIpPOEKTUPOBAHKE: CTUIM3AIMS : yueOHOe 1oCcoOue /1S CPeHEro

npodeccroHambHOro obpaszoBanus / JI. B. IlokopoBa. — 2-e u3A., mepepad. u pom. — Mocksa :
W3patenscrBo FOpaiit, 2023. — 74 c. — (IIpodeccronansHoe obpa3oBanue). — ISBN 978-5-534-10584-
1. — Tekcr : »snekTpoHHbIM // OOpa3oBarenbHass maTdopma IOpaiit [caiit]. — URL:

https://urait.ru/bcode/517951.

3.2.2. lono/iHUTE/IbHbIE UCTOUHUKH

1. 3aymoroea JI.A. YuebHoe rocooue: M.: 2005. — 212 c. ITpaktrkym: M.: 2005. — 245 c ISBN 5-
94774-151-2

2. TleremuH, A.FO. 3D-mopenvpoBanue B SketchUp 2015 - oT mpocToro K CAOXKHOMY :
camoyumTesnb / A.FO. ITetenmH. - Mocksa : IMK Tlpecc, 2015. - 370 c. - ISBN 978-5-97060-290-4.
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