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I INIOACHUTEJIbBHASA 3AITMCKA

1) Metouueckie peKOMeH/ALIMH 110 BBITIOJTHEHHIO NMPAKTUYeCKUX 3aHSATUN TI0 yueOHOMN AUCIUTIIHE
«TpexmepHasi rpadvka u BeO-Au3aiiH» gyt mipodeccur 54.01.20 [padmueckuit pu3aiiHep B
cootBetcTBUM ¢ PI'OC cpepnero mnpodeccruoHasbHOTO 00pa3oBaHWs W paboueil TporpamMmoit
yueOHOro Kypca.
2) B cootBetcTtBUM ¢ @T'OC o auctumimHe « TpexmepHast rpaduKa U BeO-Au3aiiH» yueOHbIM M7IaHOM
TipeZlyCMOTpPeHO 56 uacoB ay/IUTOPHBIX 3aHATHM, B TOM uMc/ie 42 yaca OTBe[ileHO Ha MpaKTUuecKue
3aHATHS.
3) AuaakTrueckom Lesiblo0 COo/lepyKaHUs MPaKTUUeCKUX 3aHSATHH siB/isieTCsi JOPMUPOBaHKE U pa3BUTHE
[K 2.1; TIK 2.3; TIK 2.4.
4) B pe3ysibTaTe BbIMOJHEHUs MPAKTUUECKUX 3a/IaHWMN CTYI€HT JJOJDKEeH:
yMeTb:
pa3pabaThiBaTh IJIaHBI BLIMOTHEHUs paboT;
pacripe/ie/ifiTb BpeMsi Ha BbITMOIHEHHUe MT0CTaB/IeHHBIX 3a/1ay;
oTipeZiesIiTh MeCTO XpaHeHUsI 1 00paboTKM pa3pabaThiBAeMbIX MaKeTOB;
pa3pabaTbIBaTh TEXHOJIOTMUECKYIO KapTy U3rOTOB/IEHNSI aBTOPCKOTO IPOeKTa
BBITIOJTHSATE 3Ta/IOHHBIEe 00pa3ibl 00BeKTa Jr3aiiHa B MakeTe, MaTepuase U B UHTePAKTUBHOM CpeJe;
BBIMOJ/IHATh TEXHUYECKHe YepTe)KU WK 3CKU3bI ITPOeKTa
[U1s1 pa3pabOTKH KOHCTPYKLMY U3/Ie/Hsi C yUeTOM 0COOEHHOCTe! TeXHOIOTUH U TeMaTHKY;
peaM30BbIBaTh TBOPUYECKHE H/leU B MaKeTe;
C03/]aBaTh LIeJIOCTHYIO KOMITO3ULIMIO Ha IJIOCKOCTH, B 00beMe 1 ITPOCTPAHCTBE;
MCI10/1b30BaTh Npeobpasytolye MeTo/ibl CTUIM3aLMK 1 TpaHCchOopMaLiy /sl CO3/laHKsl HOBBIX (hopM;
CO340aBaTh IBETOBOE €OUMHCTBO
MPOrpaMMHBIX TIPUJIOXKEHUH 715 TIpe/iCTaB/IeHUsi MaKeToB rpaduueckoro Ju3aiiHa;
OCHOB MeHe/I)KMeHTa U KOMMYHHUKAL[1H, I0TOBOPHBIX OTHOLLIEHUH;
OCHOB MaKe€THUPOBaAHUA
3HaThb
CTPYKTYphI T3, ero peanusauuy;
OCHOB MeHeIKMeHTa BpEMEHHU U BHINIOJIHEHUS PaboT; IporpaMMHBIX TPUJIOKEHUN
paboTHI C MAHHLIMU
COBpeMeHHBIX TeH/leHLIMI B 00/1acTH Av3aiiHa; pa3HO0Opa3HbIX M300pa3UTeNbHBIX U TEXHUUECKHX
NIPUEMOB U CPe/ICTB AU3aliH-TIPOeKTUPOBaHUS;
MPOrpaMMHBIX NIPU/IO’KEHUM 110 OCHOBHBIM HarpaB/IeHUsIM rparueckoro /v3arHa;
TEXHUYECKUX MapaMeTpPOB pPa3pabOTKU MaKeTOB, COXPaHEHUS, TEXHOJIOTUU TedaTu
TpOrpaMMHBIX TPUIOYKEHUM [I71s1 TIpe/ICTaB/IeHHsI MaKeTOB Tpaduueckoro Au3aiiHa;

OCHOB ME€HEeIP>)KMEHTAd U KOMMYHHKAIJUH, NJOTOBOPHBIX 0THOHJ€HHI>1;
OCHOB MaKe€THUPOBaHUIA



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

Iens Kypca:

OO6yuuTh CO3JAHUI0 COBPEMEHHBIX BeO-UHTep(eicoB ¢ ncronp3oBaHneM 3D-rpadyku, aHUMaruy u
MHTepaKTUBHBIX 3/IeMeHTOB, 0cBoUTb MHCTpyMeHTHI (Three.js, Blender, Spline), HayunThcst
ONTUMW3MPOBAaTh KOHTEHT AJis BeOa.

Pazpen 1. TpexmepHasi rpaduKa B Bed-Ju3aiiHe
Tema 1.1. AHa/IM3 OCHOBHBIX TPEHAOB Beb-rpaduku

Hensn:
[To3HaKOMUTB C aKTyalbHbIMU TpeHJaMu 3D-ar3aiiHa, MHCTPYMEHTaMHU 1 TIpUMepaMu UX IPUMeHeHUsl.

KiroueBbie NOHATHSA:
e WebGL - texHomnorus assi oTpucoBky 3D-rpadukn B 6pay3epe 6e3 1iarHoB.
e Three.js — JavaScript-6ubmoreka st pabotsl ¢ WebGL.
e TeiiMmudukanmsa — BHeipeHNe UTPOBBIX MeXaHHK B HEUTPOBbIe UHTepdelichl (Hanprmep,
HMHTepaKTHBHbIe 3D-mepcoHaxu).
e CekBeHIIMH — I10C/Ie/I0BaTe/IbHOCTD Ka/lpOB, UCIO/b3yeMasi [/1s aHUMaLlUK.

Teopernueckuii MaTepua:
1. Tpenabi 2023-2024:
0 Crarnunbie 3D-caiiTbl: AKIIEHT Ha BU3yaslbHYHO 3CTeTHKY (TPUMep: CalThI-opTdhoino
[Ii3aiiHepoB).
0 WnrepakTuBHbIe cieHbl: [lapannakc-a¢dektrl, drag-and-drop 06beKToB.
0 TeiiMudukanmsa: 3D-mepcoHa)ku, KBECThI, UHTEPAKTUBHBIE MTO/ICKA3KH.
2. HNHCcTpyMeHTHI:
o Three.js — 11 mporpaMMUpyeMoi aHUMaLWH.
o Spline.design — Bu3yanbHBIN pefakTop AJis co3panus 3D-creH 6e3 Koza.
o Blender — a1 Mo/jlenMpoBaHys U peH/IePUHTa.

IIpakTHUueckue 3ajaHu:
e Anamm3 3 caiitoB ¢ Awwwards, BbI/je/ieHHe UCII0/Ib30BaHHBIX 3D-TeXHUK.
e Co3zganue rpoctoii 3D-cijens! B Spline ¢ skcrioprom B HTML.

Tema 1.2. dnementsb! 3D-u3aiiHa, 1eMmeHThI HHTEpGeiica, 3D-UKOHKHU

Hensn:
Hayuuts cos3zaBaTe 4 MHTErpupoBarth 3D-2/1eMeHThI B BeO-UHTepdeiich.

KiioueBblie NOHATHA:
e Low-Poly — Mogenu ¢ MasibiM KOJTMUECTBOM TIOJIMTOHOB /ISl ONTUMHU3aLHH.
e PBR-marepuasni (Physically Based Rendering) — MmaTepuasibl, UMUTHPYHOIIHe (pr3HUUECKUe
CBOMCTBa TTOBEPXHOCTEMN.
e  GLB-¢dopmat — 6uHapHBIN GopMaT 17151 XpaHeHust 3D-mMo/esieid ¢ TEKCTypaMu.

TeopeTnueckuil MaTepuanmt:
1. IIpunnunsl 3D-au3aiHa:
o CoueraHue ri1yOHHBI 1 MUHUMA/A3Ma.
0 lcnonb3oBaHHe KOHTPACTHBIX LIBETOB /JIs1 BbIJle/IeHUs 3JIEMEHTOB.
2. DJTanbl CO3aHUS UKOHKHU:
0 Mogemuposanue — TekcTypupoBaHue — OKCIIOPT.



ITpakTnueckas padora:

«Co3ganue Ha0opa 3D-UKOHOK COLMA/IBHBIX CeTei»
1. Cwmogenupyiite ukoHKY B Blender (Hanpymep, kHomKY "Like" B dopme cepaLia).
2. Hactpolite MaTtepuassl (MeTasul, CTEKIIO).
3. Okcrnoprupyiite B GLB 1 ummnoprupyiite B Figma uepes ruiarun Vectary.

Tewma 1.3. 3D-31emeHTbI hoHA, padoTa c r1y0HHOI MPOCTPAaHCTBA

Henn:
OcBOUTb TEXHUKH CO3/JaHHsI MHOT'OCJIONHBIX (DOHOB U yTIpaB/IeHUs T/TyOHUHO.

KnroueBble NOHATHA:
e Depth of Field (I'tyouHa pe3kocTH) — pa3mbiTie (oHa [y POKYCUPOBKU Ha 00BEKTe.
e Kionep (Blender) — uHCTpy™MeHT /17151 1y O1MpOBaHust 0OBEKTOB T10 33/laHHOMY TIPaBHLITY.
e Curve-to-Mesh — npeobpa3oBanue KpuBoii B 3D-00BEKT.

Teopernueckuii MmaTepuat:

1. Cuaou B 3D-npocTpaHCcTBe:
[NepenHuii 1/1aH: UHTEPAaKTUBHLIE 3IEMEHTHI.
CpefHuii my1aH: KOHTEHT.
3aHuM I/1aH: aOCTpaKTHBIE (HOPMBI.

2. Wuacrpymentsl Blender:
Mogudukatop Array Ajis CO3/IaHUS TIOBTOPSIIOIIUXCS JIEMEHTOB.
Displace nns nedopmMariyivl moBepXHOCTeEM.

IIpakTHyeckue paboThi:
1. «OpHocTpannuHbIi caiit ¢ 3D-dhoHoM»
Co3patiiTe ¢OH C MCTIOMBb30BaHUEM KJIOHEPOB (HarpuMep, jeTtaromiye cdepsr).
2. «Kommo3unus ¢ MoauduKaTopaMmm»
[Mpumenute Liquid u Noise Ajis UMATAI[MX BOJBI M XaOTUUHLIX (hopMm.

Tema 1.4. A6cTpakTHBbIe 3D-KOMMIO3UIMHA

Hensn:
HayuuTb MpoeKTUpOBaHUIO aOCTPAKTHBIX CLIEH /ISl BU3yalbHOTO aKIeHTa.

KnioueBble NOHATHS:
e Komno3unus — pacrosio’keHre 00BbeKTOB B Ka/jpe I10 IpaBu/iaM (30/10Toe ceueHHe, IPaBUIIo
TpeTel).
e HDRI-ocBemjenne — ncrosb3oBaHre 360-rpaZlyCHbIX U300paskeHuH /1J1s1 pealiCTUUHOTO CBeTa.

TeopeTrnueckuii MaTepuast:
e BanaHc 3;1eMeHTOB:
o KonTtpact pa3mepos, ¢popm, 1[BETOB.
0 AcumMmeTpus IS TUHAMUKH.
e Hacrpoiika cBera:
0 Temnbie u X0JI0/[HBIE OTTEHKU /IS CO3/JaHUST aTMOC(hepBHI.

IIpakTHyeckue paboThI:
1. «Be0-mocTep C TEKCTOM»
o Pacrnionoxxute 3D-0yKBbI 1 IPUMUTHBHI (Cheprl, KyObl) B Kazipe.
2. «CperoBas cxema»
0 [JlobaBbTe 0ObEMHBIE TEHU C TIOMOIILIO HAITPAaB/IEHHOTO CBETa.

Tewma 1.5. ITpoaykToBbIit 3D-u3aiin



Hensn:
OcBoursb co3fanue poTopeanucTUUHbIX 3D-MPOJYKTOB AJisk UHTEpHET-Mara3suHoB.

KinroueBblie NOHATHA:
e UV-pasBeptka — npoekuusi 3D-mozeny Ha 2D-TeKCTypy.
e CyOmoBepxHOCTHOe paccemBaHue (SSS) — 3 deKT /11 UMUTALIUK MaTePUAJIOB BPO/ie KOXKU WU
BOCKa.

Teopernueckuii MaTepua:
1. Drtanbl pa3paboTKH YIAaKOBKH:
0 Pedepencer —» Dcknuz — Mogenunr — TekcrypupoBanve — PeHpep.
2. Onrumu3anua J1a Beda:
0 YMeHbIIIeHHe TIOJIUTOHOB 0e3 moTepy KauecTBa (Moaudukatop Decimate).

IIpakTHyeckue paboThi:
1. «DrakoH AyX0B»
o CmMogenupyiiTe CTeK/ISIHHBIN ()/TaKOH, HACTPOWTE MPO3PauHOCTh U OJTUKH.
2. «BepcTKa MaKeTa»
0 Wurerpupyiite 3D-peHiep B MakeT Figma, 106aBbTe KHOTIKU U TEKCT.

Pazpen 2. MurepakTuBHas 3D-rpaduka, anumManusi
Tema 2.1. 3D-anumanus B ¢popmare SVG, uzomerpus

Hensn:
HayuuTh co3ziaBaTh aHUMHpOBaHHbIe 3D-3/1eMeHThI 4711 UHTepGeiicoB.

KiroueBblie NOHATHA:
e SVG - BeKTOpHbII (opMaT /i/1si aHUMaLMK ¥ MaclITabupoBaHust 6e3 ToTeps.
e V3oMerpus — NMPOEKIHs 0e3 MepCreKTUBHI [/ CTUIM30BAaHHOTO JIM3aiiHa.

ITpakTnueckas padora:
«AHMMHUPOBaHHasA KHOMKa»
1. Hapucyiite 3D-kHonKy B Illustrator.
2. [obaBbTe aHMMaruio HaxxaTust uepe3 CSS-TpaHchopManyu.

Tema 2.2. UnTepakTuBHbie UX/UI mexaHuku

Henn:
Bueapsats 3D-3/1eMeHTBI, pearupyroliie Ha AeliCTBUS 10/Tb30BaTe/sl.

KiroueBbie NOHATHSA:
e Raycasting — onpefiesieHre repeceueHys jyda ¢ 005eKTOM (/17151 KTUKOB).
e GSAP - 6ubaM0oTeKa AJIS CJIOXKHOM aHUMAL[UH.

ITpakTHueckas padora:

«Bpamjaromuiica 3D-r100yc»
1. 3arpy3ure mojenb 3emiu B Three.js.
2. Hacrpoiite BpaiiieHue Mpy CKpOJITe.

Tema 2.3. AHUMHPOBaHHbIN GoH

Hensn:
Co3zaBath [[UKIMUHbIE aHUMALIUY /1J1s1 (pOHa.



KiroueBbie NOHATHSA:
e Ieiigepsb1 — nporpammel Aast GPU, yripaBnstoiiyie peHAepruHTOM.
e RequestAnimationFrame — meTo /151 TJIaBHOM aHUMaLWu B JS.

IIpakTHueckas pabora:
«I1naBaroipe 4acTULbI»
1. Crenepupyiite uactuLipl B Three.js.
2. 3auMK/IMTe JBUKeHUe yepe3 CUHyCOou/anbHble (yHKLMK.

Tema 2.4. PaGoTa c ceKBeHIIMAMHU, ONTUMHU3ALUS

ens:
Hayuwuth paboTaTh C BUAEO U ONTUMH3HUPOBATh 3D-KOHTEHT.

KiroueBblie NOHATHA:
e Lazy Loading — 3arpy3Ka KOHTeHTa 10 Mepe He0OXOJIMOCTH.
e CDN - ceTb J0CTaBKM KOHTEHTA [i/Is1 YCKOPEHUS 3arpy3KHu.

IIpakTHueckas pabora:

«@®DoHOBOe BH/le0 Ha caiiTe»
1. Konseptupyiite peHzep 13 Blender B popmat WebM.
2. Bcrpoiite Bugeo uepe3s ter <video> c arpubytom loop.

I'1occapumit
e  WebGL - rpaduueckuii API ins 6pay3epos.
e Mypabop/ — KO/UIeKL{UsI BU3yasIbHbIX pe)epeHCOoB.
e Tlapasurakc — 3¢ deKT cMeleHus CI0eB TPy CKPOJITe.

Bonpocs! ajis1 CaMOKOHTPOJISA

1. Yewm otrymuaercs Low-Poly ot High-Poly mogenu?
Kaxk Hactpouts PBR-maTepuan i1 UMUTaL[MY CTeK/Ia?
Kakue meToabs! ontumMusanyy 3D-KOHTeHTa Bbl 3HaeTe?
Kak co3aats 3anykieHHyt0 aHuManuio B Three.js?
O6mBsicHuTe IpUHIMIT PaboThl Raycasting.

kN

nOpﬂﬂ,OK M MEeTOAUKa BbINMNOJIHEHUA NPaAaKTUYECKUX 3amaHUMU

OO aITOPUTM BBINO/THEHHS MPAKTHYECKHUX PadoT:
1. IToproroBUTELHBIH 3TAI:
o W3yuute TeopeTruecKuii MaTepHral 1o TEME.
o Cobepure pedepeHchI (IpUMepbI pabOT, BIOXHOBEHHE).
o OmnpegenuTe Ljesy U TpeOOBaHMS K 3a/IaHHIO.
2. IlnanupoBaHmue:
o Habpocatite scku3bl/cxemsl B Figma mmu Ha Oymare.
o Bribepure nnctpyments (Blender, Three.js, Spline u 1.7.).
3. BbInosHeHue:
o Cospgarite 3D-moe/mM/aHUMAaLIMK COTJIACHO 3Taram.
o TectupyiiTe MPOMEKyTOUHBIE Pe3Y/IbTATHI.
4. OnTUMH3aLMA:
0 YMeHbIIIUTe MMOMroHaIbHY0 ceTh (Blender — Decimate Modifier).
o Cosxmure TekcTypbl (Mcnionb3yite TinyPNG, Squoosh).
5. WHTerpanus B Be0:
o Okcnoptupyire B nogxogsiuii dopmat (GLB, SVG, WebM).



o Bcrpoiite B HTML/CSS uepe3 Three.js unu teru <video>, <canvas>.
6. TecrupoBaHme u opadoTKa:
o TIpoBepbTe paboTy Ha pa3HbIX yCTPOMCTBAX U Opay3epax.
o UVcnpaBbTe ommbku (Hampyumep, «TOpUaliye» MOJUTOHbI, JIard aHUMaI|N).
MeTo/juKa BbITIO/THEHNsI 3a/laHUI 110 TeMaM
Tema 1.2. Co3ganne 3D-UKOHOK COIIHA/IbHBIX CeTei
Hens:
Pa3paboraTh Habop 3D-ukoHOK (Facebook, Instagram u T.71.) A/isi BeO-uHTEpdeiica.
NHCTpyMeHTBI:
e Blender, Figma, nyiarun Vectary.
JTan.l:
1. MopenupoBaHue:
o Co3pgaiire 6a3oByro popmy (Hampumep, KBaZpar /st KHOTIKM Instagram).
o /[obaBbTe metamm (yioroTHr B BUe penbeda uepe3 moaudukatop Boolean).
o Ontumusupyiite nonuronsl (Decimate Modifier).
2. TexkcrypupoBaHue:
o Hasnauste PBR-marepuasns! (Haripumep, MeTasul Jj1s1 paMKH).
o Hacrpotite UV-pa3BepTKy, eC/ii HY>KHbI CJIO)KHbIE TEKCTYPHI.
3. IJkcnopr:
o Coxpanure mogensb B popmate GLB (Blender — File — Export — gITF).
4. Wurerpanusa B Figma:
o UWcnonb3yiite niiaruH Vectary pajist BctaBku 3D-Mozenu.
o J[obaBbTe xoBep-3hdexTr uepe3 Auto Layout.
KpuTepum oueHku:
e CooTBeTcTBUE CTU/IIO OpeHa.
e Ontumwmsanusa mogenu (< 5 000 moJUroHoB).
e NHrepakTuBHOCTSL B Figma.
Tema 1.3. Co3gaHue ogHOCTPAaHUYHOTO caiTa ¢ 3D-doHOM
Henb:
Pa3paboraTh 6/10K caiiTa ¢ AuHaMUYHBIM 3D-hoHOM.
NHCTpyMeHTBI:
» Blender, Three.js.
JTanbl:
1. Co3panue ¢ona B Blender:
o /[lobaBbTe MJIOCKOCThH KaK OCHOBY (hoHa.
o MHcnonw3yiite MoaudvkaTop Array Ajisi KTOHUPOBaHHUsSI 0ObeKTOB (HarmprMep,
111apOB).
o [IIpumenute Displace c TekcTypoii Noise /51 XaOTUUHOTO pa3Mell{eHUs.
2. HacrpoikKa MaTepuasios:
o MHcronb3yiiTe CTEK/I0 U MeTasul JJis KOHTpACTa.
o /[lobaBbTe mozacBeTKy uepe3 Emission-maTtepuar.
3. IJKCIOPT U MHTerpanus:
o Okcrnoprtupyire cuieHy B GLB.
o 3arpysure B Three.js uepe3 GLTFLoader.
o Hactpolite kamepy u ocBelljeHUEe
4. [MobaBsienue mapauiakc-3gdekra:
o IlpuBsbkuTe ABM)KEHUE KaMepbl K CKPOJITY:
KpuTepum oueHku:
e [InaBHOCTH anumarum (60 FPS).
e OrtcyrcTBUe apTeaKToB IIPU CKPOJITIE.
Tema 2.1. SVG-auumanus 3D-3/1eMeHTOB



Hens:
Co3patb anHuMupoBaHHYyt0 3D-KHOIKY B popmare SVG.
NHCTpyMeHTBI:
e Adobe Illustrator, CSS/JS.
JTan.l:
1. PucoBanmue B Illustrator:
o Cosgaiite 3D-3¢pdekr uepes nanens 3D u Materials — Extrude.
o Okcnoprupyure B SVG.
2. AHuManus:
o [ob6aBbre CSS-TpaHchopmaliyu /st XoBepa:
}
o /[lns cno)kHOM aHMMaLWuU ucronb3yite GSAP:
KpuTtepum oueHku:
e [InaBHOCTE aHUMALWH.
» Kpoccbpay3sepHasi COBMeCTUMOCTb.
Tema 2.3. AHUMHPOBaHHBIH (0H (3aI[UK/IeHHAsi AaHUMAI[Us)
Henb:
AHMMUPOBATH AOCTPAKTHYIO KOMITO3ULIUIO U3 TeMBI 1.4.
NHcTpymeHThI:
e Three.js, Blender.
Jransbl:
1. TIToaroroBka Mojeu:
B Blender no6aBbTe K/roueBbie Ka/[phl [/ ABM)KEHUST 0ObEKTOB.
JKcropTypyiTe aHUMaiuo B popmate GLB.
2. Hacrpoiika anumanuu B Three.js:
0 3arpysuTe MOJeJb U 3allyCTUTe aHUMaLUIO:
3. Co3ganue nuK/a:
4. OnTuMM3anus:
0 YMeHbIIIUTe KOJIMUeCTBO 00beKTOB, ecii FPS magaeT Hike 30.
Kputepum onieHKH:
e bBeciioBHas LIMK/IMYHOCTb aHUMALIUU.
e MunumanbHas Harpyska Ha CPU/GPU.
PekoMeHpaIuu /15 BCex padoT
1. OnTumMH3anun:
Bcerza ripoBepsitite Bec ¢aiiioB (3D-mogens > 5 MbB — noBoJ, /17151 ONITUMU3aLIUKA).
Ucnone3yiite CDN a5 3arpy3ku 6ubsmorek (Harpumep, Three.js uepe3 cdnjs).
2. TecrupoBaHnmue:
[TpoRepsiiiTe caliT Ha MOOUIBHBIX YCTPOMCTBAX (aJalTHUBHOCTD).
Wcnonb3yiite Lighthouse a5 oLieHKY MPOX3BOAUTENBHOCTH.
3. JJoKymMeHTHpPOBaHHe:
CoxpaHsiiiTe IpoMeXXyTOUHbIe Bepcuu (Harpumep, backup_01.blend).
KommenTupyiite Koz (ocobenHo B Three.js u CSS).

CIIMCOK MTH®OPMAIIMOHHbBIX NCTOYHUKOB

3.2. UndopmanuoHHOe 00ecrieyeHre peajiM3aliy NPOrpaMmabl

[Onsi peanu3aii TporpaMMbl OubMMoTeuHbl (oHZ, 00pa3oBaTe/bHON OpraHW3al[uMl [IO/DKEH

WMeTb IleuyaTHble W/WUIU 3JIGKTPOHHbIE 06pa3OBaTe]IbHI:Ie u I/IHd)OpMaLII/IOHHbIe pecypcChl

UCTIONb30BaHusl B oOpa3oBaTtenbHOM Tipouecce. Ilpu  dopmupoBanun OubmrorteuHoro  ¢oHzaa
oOpa3oBareqlbHOM OpraHMW3ali BbIOWPAeTCs He MeHee OJHOTO W3/IaHusl W3 TepPeurCIeHHBIX HIDKe
MeYaTHBIX W3JaHHUH U (MJTH) 3JIeKTPOHHBIX U3/IaHWH B KaueCTBe OCHOBHOT'O, MPH 3TOM CITMCOK MOXKET OBITh

[0II0/IHEH HOBBIMU M3 AaHUAMMU.



.2.1. OcHOBHBIE NeYaTHbIEe U3AaHNA

Asren, 3., llIpaiinep, [I. — VHTepakTHBHAsI KOMIbIOTepHas rpaduka. BBognblii Kypc Ha 6a3e OpenGL

(2019).

Kpyr, C. — He 3acTapsnisiiite MeHs1 siyMaTh. Be0-103abumuTil 1 3apaBbiii cMbic (2020).

KupcaHos, /. — Beb6-au3aiin (2019).

Maiikn, [T. — *3D-rpadvika v 3ddexTbl. Co3aHue peaTuCTUUHBIX H300pakeHuit™ (2021).

HunbceH, f., Jlopawkbeep, M. — Web-au3aiin: ya00CcTBO UCMob30BaHus U 3cTeTrKa (2018).

3.2.2. OCHOBHBIE 3/IeKTPOHHBIE U3/AHUS

Blender Foundation — OdwuriuanbHas gokymeHTanusi Blender.

MDN Web Docs — PykoeocTBa 110 Be6-pa3paboTke.

Smashing Magazine — Crtartbu 110 Be6-u3atiny u UX/UI.

A List Apart — Pecypcsl 1o Be6-cTaHjapTaM U IM3aiiHy.

3D Total — YuebHble MaTepuabl o 3D-rpaduke.
Llndpoebie TexHo/MOTMY B Au3aiiHe. VcTopus, Teopusi, IPAaKTUKA : YUeOHUK U TIPAaKTUKYM [JIsl CPeHETO
npodeccruoHansHoro obpasoBanusi / A. H. JlaBpenTbeB [u fp.] ; mox peaakiueit A. H. JlaBpeHTbeBa. —
2-e u3[., Ucrp. U Aomn. — Mocksa : U3parensctBo FOpaiit, 2023. — 208 c. — (TIpodeccuonansHoe
obpazoBanue). — ISBN 978-5-534-11512-3. — TeKcT : 371eKTpoHHbIH // Obpa3oBaTe/bHas TatdhopMa
FOpaiir [caiit]. — URL: https://urait.ru/bcode/518452.

1. Ilokopoga, JI. B. [In3aiiH-IpOeKTUPOBaHKe: CTHIM3ALHS : yueOHOoe rocobue /st CpeJJHero

npodeccruoHanbHoro obpasoeanus / JI. B. IllokopoBa. — 2-e wu3i., mepepab. u gorn. — MockBa :
N3zpatensctBo FOpatit, 2023. — 74 c. — (ITpodeccuonansHoe o6pa3zoanue). — ISBN 978-5-534-10584-
1. — Tekct : »3nekTpoHHbli // QO6pa3oBarenbHas TuiaTgopma FOpaidt [calfit — URL:

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

3.2.3. JlononHUTebHbIE UICTOYHUKU
Brnoru u coobiecTsa:

1. 3anoroea JI.A. KommnbiotepHas rpaduka. YuebHoe mocobue: M.: 2005. — 212 c. [TpakTUKYM:
M.: 2005. — 245 c ISBN 5-94774-151-2

2. Tleremun, A.FO. 3D-mogemvpoBanue B SketchUp 2015 - oT mpocTtoro K C/AOXKHOMY :
camoyumtenb / A.FO. Tletenun. - Mocksa : [IMK Ilpecc, 2015. - 370 c. - ISBN 978-5-97060-290-4.

CSS-Tricks (https://css-tricks.com).
CGSociety (https://www.cgsociety.org).
Stack Overflow (https://stackoverflow.com).
OnnaliH-KypChl:
Coursera: «Beb6-au3aiid g Bcex» (MUUUTaHCKUN YHUBEPCUTET).
Udemy: «Blender 3D: ITonHOe pyKOBOZCTBO».
Bu1e0KOHTEHT:
YouTube-kanasnsr: Blender Guru, Flux Academy, The Futur.
KHUTH B OTKPBITOM JIOCTYTIE:
Fisher, B. — «Blender Basics: A Classroom Tutorial Book» (moctymHa B PDF).
Ward, T. — «JavaScript a/1s1 Be6-gu3aitnepos» (O’Reilly Open Books).
I'padmueckuie pecypchr:
Behance (https://www.behance.net).
Dribbble (https://dribbble.com).
3.2.1.
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