TaxpipeiObl: 2D rpaduka xoHe aHUMAIUS Heri3aepi

Jlopic >xocmapsr:
1) 2D rpaduka yFeIMbl K9HE TYpJiepi
2) KoopauHart xyiieci koHe SKpaH KEHICTIrl
3) 2D aHuManusi y¥bIMbl
4) KabatTap, Tonray *)oHe 00BEKTIIEPMEH KYMBIC

1. 2D rpaduka yreIMbl K0HE TYpJiepi

2D rpaduka (exi emmemal rpaduka) — >Ka3bIKThIKTa (X koHE Y OChTEpi
OolipiHIIa) OelHeneHeTiH rpagukanblK akmapaT. On TepeHaiKCi3, TeK €H MEH
OMIKTIK apKbUIBI CUTIATTaIa Ibl.

2D rpadukaHbH TYpIepi:

Pactpneik 2D rpaduka — nukcenpaepacH Typaasl (GoTo, cyper)

Bekropnbik 2D rpaduka — reoMeTpusuIbIK 00BEKTUIEpACH Typaabl (JOTOTHII,
cxema)

Opakranpaik 2D rpaduka — wMareMartukanblK (opMmynanap  apKbUIbI
KypbUIaJibl (6pHEK, TaOuru Gopma)

2D rpaduka:

BEO-IM3aiiHa;

nosmrpadusiia;

unrepdeiicrepe;

WLTIOCTpalusiga KeH KOJIaHbUIAIbL.

2. KoopauHat xyieci xoHe 3KpaH KEeHICTIrl

2D rpadukana O0OBEKTUIEPAIH OpHAIACybl KOOPJMHAT >KYMECI apKbUIbI
AHBIKTAJIA/IbL.

Heri3ri xoopauHar xyiieci:

X oci — KeJeHeH 0arpIT (COJIaH OHFA)

Y oci — Tik OarbIT (3KOFapblZlaH TOMEH HEMeCe TOMEHHEH >KOFaphl)

Okpan keHicTiri (Screen Space):

KommnbroTep 3xpaHbiHAa KOOPAUHATTAP MUKCEIbIEP APKbUIbI OJIIICHE/].
Epexmemnikrepi:

(0,0) HykTeci koOiHE SKpaHHBIH COJI KaK YKOFapFbl OYPHIIIIbI;
X oHFa Kapai ecei;

Y TeMeH Kapaii ecelli (ken rpadUKabIK KyHenepae);

Op MMKCEJIb HAKThl IKPaH OPHBIH OLIAIpEl.

MaHpI3b1:

O0OBEKTIHI /1971 OpHAJIACTBIPY;



aHUMaIUs XKacay,
uHTepdeic 2IeMeHTTepiH Oackapy.

3. 2D aHumanusi y¥bIMbI

2D anmManusi — Ka3bIKTBIKTa OOBEKTUIEP/IIH KO3FAJIBICKIH HEMece ©3repicCiH
KOpCETy MpOoIIeCi.

AHUMaIHS MPUHIHAINTEPI:

kajap (frame) — aHuManMAHBIH O1p COTI;

dpeiimaep Tiz0eri — Ko3rallbIC WILTFO3HMSICHIH Oepei;

YaKpIT (time) — KO3FaJIBICTBIH Y3aKThIFbL

2D anumarms TypJiepi:

KaapibIK (frame-by-frame)

MHTEPHOJSUMSIIBIK (tweening)

BEKTOPJIBIK aHUMAIIHS

Konnmansutrysr:

MYJIbTQUIBMIED;

MOOWIIB/II KOChIMITIAJIap;

BeO-aHUMaIUsLIIAP;

OMbIH UHTEpdencTepi.

4. Kabarrap, TonTay >koHe 00OBEKTUIEPMEH KYMBIC

Kabarrap (Layers)

Kabar — rpadukanbik 31eMeHTTep 1l 06JIeK CAKTaWThIH KYPbUIBIM.

ApTHIKITBUTBIKTAPHI:

0OBEKTUIECPIl )KEKE OHIEY;

peTTey JKEeHUIIIrI;

AKYMBIC TOPTIOIH cakTay.

Tonray (Grouping)

bipnemie o0bexTiHI Oip TONKa OIPIKTIPY.
Maxcarsr:

Oipre »KbUDKBITY;

Oipre maciiradray;
KYPBUIBIMIBI CaKTay.
OOBeKTiIepMEH KYMBIC:
KbUDKBITY (Move)
MacitabTay (Scale)

oypy (Rotate)

KOIIIpYy JKOHE KO0

KabarTap apackiHaa 6ackapy

2D rpaduka — >Ka3bIKTHIKTaFbl OCHHEHI KYpy, OHJICY JXOHE CcaKray
xyheci. OHBIH HETi3iHAE TMHKCENb, BEKTOp, KOOpPJAMHAT, KabaT, TYC KoHE
TEOMETPUSIIBIK TYPJICHIIPY YFbIMIApHI Karblp. 2D aHumanusi ochl rpadpuKabK
00BEKTUIEPl YaKbIT OOMBIHINIA ©3TEePTIll, KO3FAIBIC WLTFO3USCHIH JKacan/Ibl.



* 2D rpadukaga oObekTuiep X JkoHE Y KOOpPAMHATAIAPbl APKbUIBI
OacKapbLUIaJIbl.

* Pactpnpik rpaduka ¢oToFa, BEKTOPJBIK Tpaduka [on MilliHAepre
BbIHFAMJIbI.

» Aunmmarus kaap, FPS, keyframe sxone tweening apKpiIbl KypbUIaIbl.

» JXakchl HOTHXKE JKOcmapiay, Kabarrtapabl PETTey JKOHE AYPHIC IKCIOPTKA
OalJIaHbBICTHI.

BOX 6Gaybinaycypakrapsl:

1. 2D rpadukanereHimiz He?

2. O0bekTUIep, KOOpAUHATTAP, KabaTTap KOJJAHBLTYbI

3. 2D aHuManus: Kajap, yakbIT IIKAJIAchl, HETI3T1 Kaapiap.

TaxpipbiObl: 3D MOJIenbICY JKOHE BU3YaTU3aIUs

Jlopic >xocmapsbl:

1) 3D mMoaenbaey YFBIMBI )KOHE MOJICIb 3JIEMEHTTEP1
2) I'eoMeTpUsIBIK MOJENBICY, KUCHIKTAp JKOHE OeTTep
3) Koopaunarrap, TypJieHAIpYJIEp *KoHE MPOESKIUsIIap
4) Caxna, KaMepa, JKapblK, MaTepuai xoHe TEKCTypa

1) 3D mMonenbaey YFbIMBI dKOHE MOJENb AIEMEHTTEp1
3D moxenpaey — yImI emmeMii OOBEKTUIepAl KOMIBIOTEpe Kypy MpOoIeci.
byn o0wekrinep keHicTikre X, Y, Z KOOPAUHATTAPHI apKbUIbl CUMTATTANAIbI.
3D wMopenbaey HeTi3iHEH KWHO, OMBIH WHAYCTPUACHL, apXHUTEKTYpa,
WH)KEHEPHS JKOHE JTU3aiiH cajajapblHaa KOJIaHbUIaIbI.
3D MoaenbAiH HETI3T dJIeMEHTTEpI:
o Tebenep (Vertices) — HyKTENEP
o Keipnap (Edges) — exi ToO€HI KOCaThIH ChI3BIK
o berrep (Faces/Polygons) — Kblpiiap/iaH KypajFaH >Ka3bIKThIK
o llomuronmap (Polygons) — Moaenb/IiH HET13T KYPBUTBIMIBIK 06Tl
Ocpl anementTep Oipirin TodbIK 3D 00beKTIHI Kypailabl.

2) I'eoMeTpUsIBbIK MOJENBICY, KUCHIKTAp JKOHE OeTTep
['eomeTpusiiblk  MoOJenbey —  OOBEKTIHI ~ MaTeMaTUKANbIK  >KOHE
TE€OMETPUSIIBIK TOCUIZEP apKbUIbl KYPY OMICI.
Kucsikrap (Curves)
Kuceikrap 3D MonenbaeyaiH Herizi 00ibIn TaObLUIaabl:
o Bezier KuCBIKTapsbI
o« NURBS xkucsIkTapbl
o cmaitHaap (splines)
Kuchbikrap apkbuibl KypJeni MHilliHAep OHal kacaiaabl (aBTOMOOWb, agaM
MOJIeNi, 00BEKT KOHTYPHI).
berrep (Surfaces)



Kuceikrap Herizinae OeTTep KypbUIajbl:

Teric 6eTTep

KHUCBIK OeTTep

KYpJeii OpraHuKaibK (opmanap

bertep 3D 00BeKTIHIH CBHIPTKBI KOPIHICIH KaJBIITACTHIPAIbI.

3) Koopaunatrap, TypieHAipyjep KoHe MpOoeKIHsiap

Koopaunar xytieci

3D keHiCTIKTe 0OBEKTUIEp YII OCh APKBLIbl AHBIKTAIAbI:

X — coJiia”H OHFa

Y — xKoFaphlllaH TOMEH

Z — TepeHiK (anFa/apTKa)

Typnenaipynep (Transformations):

3D moaenbae Heri3ri yiuI TypieHaipy 6ap:

Translation (KbUDKBITY) — 0OBEKTIHI OPBIH ayBICTBIPY

Rotation (aliHangsipy) — 00BEeKTiHI OYpy

Scaling (macmTabray) — esiieMid e3repTy

[poexnusnap (Projections):

3D o6nbekTini 2D skpanga kepceTy ofici.

[lepcriekTBaNBIK ~ MpOEKIUsS —  allbICTaFbl  OOBEKTUICp  Kilmipeiel
(peayucTiK)

OpTorpadusuIbIK IPOEKITUS — OJIIIeM o3repMeiii (cpi30a, MHXKEHEPHs )

4) Caxna, kaMepa, *KapblK, MaTEpUal KOHE TEKCTypa
Caxna (Scene)

Caxna — 6apibik 3D o0bekTiiep opHanacaTblH opta. OHBIH IIIHAE:
MOJENbIEP

Kamepa

KapBIK KO3]1epi

Kamepa (Camera)

Kamepa — kepiHicTi 6aKbuiay Kypasbl.
[Tapametprepi:

TO3UITUS

OypbIII

kepy epici (FOV)

Kaprik (Light)

Kapbik 0ObeKTIEpAl KOPIHETIH eTe/l.
Typnepi:

HYKTEIK >KapbIK

OarbITTaJIFaH >KapbIK

aliMaKThIK KapbIK

Marepuan (Material)

OOBbexTiHIH OETKI KaCUeTTEePIH aHBIKTANIbI:
TYC

AKBUITBIPJIBIK



o IIAFBUIBICY
e KeIip-OyBIPJIBIK
Tekctypa (Texture)
OOBeKT OeTiHe CypeT HeEMece OpHEK Oepy.
Mpeicanbi:
e aFalll TEKCTypPachl
e MeTajur OeTi
e MaTa KYPBUIBIMBI

3D wmopenbaey OOBEKTIHIH  KEHICTIKTETT  MIIIHIH  Kypaabl, ai

BU3YaJIU3allMsl COJI MOJIEIIB/I1 Kamepa, KapblK, MaTepual, KOJIEHKE KOHE PEHISPUHT
apKbUIbl KOPEPMEHTE TYCIHIKTI OeliHere alHalIbIpaJibl.

* 3D mopenbaiH Herizi — vertex, edge, face sxone mesh.

* ['eoMeTpUsIBIK MOJIETBICY KHCHIK, OCT, KOoJIeM >XOHE TYpJeHaipyJiepre
cyrenesi.

» CaxHa MOJIE/IB/ICH, KaMepaJlaH, )KapbIKTaH >KOHE MaTepHAIIaH TYPaIbl.

* JKacwippia GeTTepai xoto xkoHe shading KepiHICTI HAKTHUIANIBL.

* Rendering coHrbl BU3yaibl HOTHXKEHI Oepel.

BOX 6akpuiaycypakrapsi:

1. 3D monenbaey aAereHiMi3 He?

2. Mesh xanpnait aeMeHTTepAeH TYpabl?

3. OpTorpadusiiblK *KOHE MEPCHEKTUBAIBIK MPOCKIHUSHBIH albIpMaIbUTbIFbI
Kagman?

4. Marepuan MeH TEKCTYpPaHbIH albIpMAaIIbUIbIFbl HEAE?

TaxeipeiObl: Blender, 3ds Max, Maya Heriznepi

Jlopic xocmapsbi:

1) 3D sx00aHbBIH OPTaK KYMBIC IIPOIIEC]
2) Blender ueriznepi

3) 3ds Max uerizaepi

4) Maya Herizaepi

1) 3D >x00aHBIH OpPTaK >KYMBIC TIPOIIECi
3D xo00a »xacay — OipHelIe KE3eHHEH TyparblH Kypzaem mporecc. Omn
ujesian OacTamn JalblH peHAepre ASHIHT1 TOJBIK UK KaMTHIBL.
Heri3ri ke3ennep:
o Upes xoHe KOHIIENIT — OOBEKTIHIH HEMECE CaXHAHBIH JKaJIbl JKOCHAPHI
o Mogensaey (Modeling) — 3D 00BbeKTIHI KYpPY
o UV-pazseptka (UV Mapping) — TEeKCTypaHbI JYPHIC OPHAIACTBIPY
o Tekcrypanay (Texturing) — 6eTke Mmarepuangap oepy
o Kapsik opnary (Lighting) — caxHaHbl >KapbIKTaHABIPY
o AnuMmarnusa (Animation) — Ko3frasibic Oepy (KaxeT 6oJica)
o Pennepunr (Rendering) — COHFBI CypeTTi LIBIFAPY



o Tloct-enney (Compositing) — GUHAIIBIK TY3ETYJIEp
by kezennep 6ipre Toablk 3D eHAIpic MPOLECIH KYpaibl.

2) Blender neriznepi
Blender — Terin sxoHe ambik koAThl 3D rpaduka Oarmapiaamachl.
Heri3ri MyMKiHIIKTEpI:
o 3D mopenbaey
e CKYJBIITUHT
o aHUMAIIUS
o peunnepunr (Cycles, Eevee)
o cumysAnus (Cy, TYTiH, (HU3MKA)
e BHJICO MOHTaX
Epekuenikrepi:
e TECTIH;
e KyarTThl KYPaJ/Iap >KUBIHBI,
e OWBIH MHAYCTPUACHI MEH aHUMAITUAa KOJTAHBUIAbI;
e YIKEH KaybIMJIaCThIK Oap.
Konnmansurysr:
e MyJbTQUIBM Kacay
e OUBIH MOJETBACP]
o BHERBYyAIHM3AIHA

3) 3ds Max Heriznepi
Autodesk 3ds Max — kaciou 3D mMopenbaey xoHe aHUMAaIUs OaraapiamMachl.
Herisri MyMKiHIIKTEDI:
o APXUTEKTYPAJBIK BU3YAIN3AIUSI
e HHTEPHEP JKOHE IKCTEPHEP MOJETBICY
o aHUMAIMSI
o V-Ray penaepunr
Epekmienikrepi:
o uHTep(eiici kociOu neHreine;
o APXUTEKTYpaJa ©T€ KCH KOJIIAHBUIAIbI;
o MojauduKaTopyap >Kyheci KylTi.
Konnmansurysr:
e FHUMapar MOJEIBACY
e UHTEpPbEp AU3ANH
o MHXXEHEPJIIK BU3YyalU3alus

4) Maya Heri3aepi
Autodesk Maya — KHHO JKOHC aHUMAIMs HMHAYCTPUACHIHIAA KCH
KoJnanbuiaTeiH 3D Garmapnama.
Heri3ri MyMKiHIIKTEpI:
o KeHinkep aHUMAaIMIChI (rigging)
e MOJICIBACLY
o Busyannsl 3¢dexriiep (VFX)



e PEHJCPUHT
Epekuenikrepi:

e aHUMAIIUSAFA OTE KyaTThl,

o KeHinkepyepal 0ackapy Kyiecl 1aMbIFaH;

e KHUHO CTyAMSUIapJa CTaHIAAPTTHI Kypal.
Kosnanputysr:

o (uibMuep

o MyJIbThUIBMIED

e OWBIH MHAYCTPUACHI (aHUMAIHS OOJIIT)

3D sxobanay mporieci OipHelIe Ke3eHHEH TYPabl dKOHE Op Ke3€H apHalbI
OargapiamanapMmen opbiHAananel. Blender — om0e0an xone Terin Kypaiu, 3ds Max
— apXHUTEKTypa MEH BH3yaJM3allisFa BIHFAWIbI, al Maya — KociOm aHuMaIusl JKOHe
KWHO WHAYCTPUSICHIHBIH Heri3ri Oarmapiiamachkl Oonbim TaObuianbl. Blender, 3ds
Max xone Maya — Oip MakcaTka 9pTYpil >KOJIMEH JKETKi3eTiH kociou 3D
kypainaap. Blender — rtonbik mumkmi, ambik opi am0Oeban 3D opra. 3ds Max —
modeling, modifier stack sone design visualization >XyMbICTapbIHIA BIHFAIIBL.
Maya — rigging, animation, VFX jxone production pipeline yuriH KymTi Kypal.
YuieyiHn TyciHyaiH KiaTi — opTak 3D pipeline norukacbin MeHrepy.

BOX 6Gakpuiaycypaxkrapsi:

1. Blender-neri Object Mode nen Edit Mode aifbipMaIibUIbFbl KaHIai?
2. 3ds Max-ta Modifier Stack kanmait MyMKiHIiK Oepemi?

3. Maya-na Menu Sets He YIIiH KOJIaHBLIAIbI?

4. Monenbley MEH BU3YyIM3AIMSHBIH albIpMAaIIbUIBIFGl KaHIaH?

TakpipbpiObl: PeHaepuHr, Buzyanu3aius >KoHE JalbIH K00aHbI SKCIIOPTTAY

Jlopic xocmapsbi:

1. 3D onemin Busyanmgay

2. Pennepunr mporieci

3. JlaifbiH KOPIHICTI SKCHIOPTTAY

1) 3D onemin Bu3yangay
3D Busyanmay — KOMIIBIOTEpJE JKAacajFaH YII OJIIeMIi MOJeNbAepai
KOpIHETIH O€iHe peTiHIe KepceTy Ipoliecl. byl mpoliecc apKpUibl 00BEKTUIEP
HIBIHAWBI XKaPBIK, KOJCHKE XKOHE MaTepuajapMeH Oipre skpaHaa OeiHeneHe.
3D BusyanayiblH HET13T1 3JIEMEHTTEpI:
o Moaenbaep — 00beKTUIEPAIH TEOMETPUSIIBIK MIITIHI
o Kamepa — KepiHICTI KOPCETY OYPBHIIIBI
o JKapbIK Ke3/1€pi — CaxHAHBI KAPBIKTAH]BIPY
o Marepuanmap — 6eTki Kacuertep (KbUITBIP, TYC, TEKCTYypa)
o Tekcrypanap — 00beKT OeTiHE KAOBICTHIPBUIFAH CYypETTEP
Buzyanmay wmakcarel — TexHUKaIbIK 3D MoJenbai IIbIHAWBI KOPIHICKE
alHAJIIBIPY.



2) Pennepunr npoueci
Pennepunr — 3D caxnaman 2D keckiH HeMece aHMMAIWS IIBIFApPy MPOILECI.
Bbyn 3D rpadukanbiH €H MaHBI3ABI Ke3€HIEpiHIH Oipi.
Pennepunr ke3enaepi:
e TCOMETPUSIHBI ECETTEy
e KapbIK MECH KOJCHKCHI OHJICY
e MaTepHaIAapbl KOJIaHY
e KaMmepa KepiHICIH ecenTey
e TIMKCENBAIK KECKIHJI KaJBIITACTHIPY
Pennepunr typiepi:
« Real-time rendering — olibiHAapAa KOJIAAHBUIAABI (FKBLIIAM)
« Offline rendering — xuHO >xoHe aHMMaIHs (KOFaphl cana)
PeHaepuHT KO3FaITKBIIITAPHI:
« Cycles (Blender)
« Eevee (Blender)
« V-Ray
« Arnold
Penpepunr camachkl >KapbIK, TEKCTypa >KOHE €cCenTey KyaThlHa OailTaHBICTHI
O0JIabL.

3) [aifbiH KOpPIHICTI SKCIIOPTTAY
DKcropTTay — NMalblH pEHIEp HeMece aHWMAalUsSHBI (aill peTiHae cakray
YKOHE CBIPTKBI OpTaja KoJiaHyFa OeiiMey mporeci.
Herisri skcniopt ¢opmarTaps:
o PNG — cananel cyper, poHCBHI3
o JPEG — xeHi, MHTEpHETKE apHAJFaH
o TIFF — 6acnara apnanran ofapsl camna
e MP4 / AVI — asumanus xoHe BUAEO
o« EXR —xocibu VFX xoHe nocT-eHACy
DKCHopT mapaMmeTpiepi:
o axbIparbIMIBUIBIK (Resolution: 1920x1080, 4K)
o kaap xwuiniri (FPS: 24, 30, 60)
o Kpicy camachkl (Compression)
« tyc keHictiri (RGB / Linear / HDR)
DKCHOPT JIOTUKACHL:
o Beb — xeHin popmar (JPEG, PNG)
o kuHO — Xorfapsl cana (EXR, TIFF)
o aHuMainusa — Buaeo ¢popmar (MP4)

3D Buzyangay — MOJenb/l IIbIHAKBI OeliHere aifHanabIpy mpoleci ooJca,
pPEHIEpPUHT CcoJl O€ilHeH1 ecemTemn WIbIFapaAbl. ANl AKCIOPTTAy HaWblH HOTHXKEHI
opTypai mnardopmanapia KoJaaHyFa MYMKIHAIK Oepeni. byn ymr kesen Oipre
TosblK 3D  eHaipic 1MKIIH Kypaiasl. — Penpepunr mnen Buzyammzauus 3D
MOJIETBACYAIH COHFBI Opl MaHbB3ABI Ke3eHI Oojbin Tabbuiaabl. Jlypwic OanTairaH



Marepuaiaap, >Kapblk, KaMmepa >KOHE PEeHIEp MapameTpiiepl *KOoFaphbl camaibl opi
miblHalibl  OeiiHe anmyfa MYMKIHIIK Oepeni. An xo0aHbl KaxerTi (opmarrta
DKCIIOPTTAY OHBI AHUMAIMAMA, COYJIETTe, WHXEHEPJIK kobajiayaa, OWBIH
UHAYCTPUACHIHAA JKOHE MYJbTUMEIUAJIBIK OHIMAEepAe THIMAI MaiJanaHy sl
KaMTaMachI3 eTel.

BOX 6akpiiay cypakrapsbi:

1. Penaepunr nereHiMi3 HE KOHE OHBIH HET13T1 MaKcaThl KaH1ai?

2. Buzyanusanusi camacblHa KaHjai mapaMmeTpiiep acep eremdi?

3. Haiipra 3D xo06anbl Kanmait gaitn hopmaTTapbiHa SKCopTTayFa 00Jaab1?
4. Y)KoGaHbl SKCcIopTTay lJIbIHAA KaHIai mapameTpiepl TeKCepy KaxeT?



