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OCHOBHble 3Tanbl cO34aHUA U BU3Yyanm3aumm 3D moaenen B
KMHO M game-UHAYCTPUAX

MoaenmpoBaHue — co3aaHne TPeXMEPHbIX 0OBHEKTOB
TeKCTypupoBaHME — HaNOXKeHUe TEKCTYP U maTtepmanos Ha 3D-mogenun

Purrnnr (ot aHrn. Rig — ocHacTKa) — co3ZaHue BUPTYa/IbHOro ckeneTta, Habopa Koctein/cycTtaBoB AN
nocseayoLen aHMmauMm NepcoHaKa

AHUMaUMA — OXUBNAEHNE, aHUMUNPOBAHUE TPEXMEPHOTO NEePCOHarXKa
PeHaepuHr (3D Bu3yannsaumna) — Bu3yanmnsauma cosgaHHom rpapumkm n 3anmcb

Komno3snTtuHr — obbegnHeHne oTae/ibHbIX 31eMEHTOB B GUHA/IbHYIO cUeHY. K npumepy,
nHterpuposaHme 3D cueH B CbeMOYHbIN MaTepman, LBeToKoppeKkumna u gobasneHune apdeKTos.



MoaennpoBaHue

MOHO MCNO/1Ib30BaTb KPMBble NOBEPXHOCTU 0bObIYHO NCNO/Ib3YIOT TONIbKO MONNTOHA/IbHbIE
(NURBS-moaennpoBaHue) 1 MO/INTOHbI MoZeNnun, nx NpoLle Bcero BU3yanansnpoBaTb
(nonnroHanbHoe moaennMpoBaHue)

06bI4HO CO34atl0T BbICOKOMO/IMFOHAbHbIE MCMONb3YIOTCA HU3KOMNOZIMTOHA/IbHbIE MOAENMN,
MoAenmn, peHAEPUHTr KOTOPbIX, MPOXoA4uUT No BU3Yyann3aLMA NPOUCXOAUT NPAMO Mo Xoay
HECKO/IbKO 4acoB, a TO U AHEWN NUrpbl. YacTo B KOMNbIOTEPHbIX UTPax

BcTpe4vaetcs LOD-texHonorus (Level of Detail —
YPOBEHb AeTann3aumm)

3D-pepakTopbl Autodesk Maya, Autodesk 3Ds Max, Cinema 4D, Modo u Blender (6ecnnatHbin)
ana undposoro ckynbntuHra: ZBrush, Mudbox, 3D Coat, Sculptris

2024 WebGL AemaHeHko A.M. O®Y MAGnUS 3



TeKcTypupoBaHue

YacTo B UrpoBoOM MHAYCTPUN MOAENep OTBETCTBEHEH U 33 MOAE/IMPOBaHNE, U TEKCTYPUPOBAHME.
TeKCcTypMpoBaHMEM B KMHO 3aHMMAETCH OTAE/IbHbIA CNELUANNCT - XYAO0KHUK NO TEKCTYPaAM.

Mepepn ero paboton mogenep co3agaeT TEKCTYPHYIO pa3BepTky (Hanpumep, UV-pa3BepTKa). lanee
PUCYIOTCA TEKCTYPbI M MPUBA3bIBAIOTCA K MOAE/N.

Co3paeTca uenbin Habop TeKcTyp:

e uBer

* KapTa HepoBHocTern (bump)

* KapTa Hopmanen (hormal map — co3gaet BMAMMOCTb penbeda)
e KapTta penbeda (displacement — co3paeT peanbHbit penbed)

e KapTa 6aukos (specular)

* KapTa npo3payvHocTu (alpha)

* NUTA,.

Co3pgaBaTb TEKCTYPHbIE PAa3BEPTKU U TEKCTYPbI MOXKHO B TEX Xe NMporpammax, 4To n mogenu.
Ho yacto ynobHee aenatb 310 B UVLayout.
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PUITUHT

PUTTUHT — co34aHne «CKeneTa», KocTei moaenu.

3aHMMAKOTCA 3TUM B KMHO M game-UHAYCTPUN XYAO0KHUKMU MO
OCHaCTKe mogenu, cetanepbl (Setup artist). Ewle nx HasbiBatoT
skinning, rigging artist.

CeTanepbl cO34at0T KOCTU U KOHTPOANEPbI ANA YNPAaBAEHUS 3STUMMU
KOCTSIMU, C MOMOLLbIO KOTOPbIX aHMMATOPbI MOTYT OXKUBUTb MOAE/b.

B KMHO 0b6bIYHO CO34aETCA MHOXECTBO C/I0XKHbIX KOHTPONNEPOB AN
aHMmaTopos. Hanpumep, ana nnueson aHumauymu (facial control rig)
N MUMUKU MOOENN.

B urpax mMoXHO 0601UTUCH U 6€3 HUX, ECNN NEPCOHAXK HE
pa3roBapuBaeT B Urpe.

[na purrnHra mogenu noaonayt Te ke 3D-penakTopbl, 6ONbLINHCTBO
N3 KOTOPbIX — KOMMAEKCHble 3D-nakeTbl.
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AHUMaLUKMA

[naBHaA 3a4a4a dHMMATOpPa — CAeNnatb ABNUKEHUA MO4ENTU MAKCUMAJ/IbHO PEaTUCTUYHbIMN.

HernacHbiMm ingepom B CO34aHUMN TPEXMEPHOM aHMMaumm aensetca Autodesk Maya.
NNomnumo Maya oTAnYHble MHCTPYMEHTbI ana aHnmaumm — 3Ds Max u Cinema 4D.
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AHUMaLUKMA

[MpocTennm METOAOM aHUMALMKN NEePCOHaXKen ABNAETCA aHMMaLUUA NO KatoyeBbiMm Kagpam (Keyframes).
AHWUMATOpP YKa3bIBAET NOJIOXKEHME NEePCOHaXKa B HAa4Ya/IbHOM M KOHEYHOM KaZipax ABUMKEHMS, a
NONOXKEHME B MPOMENKYTOUYHbIX KaZipaxX BblYMCASETCA NPOrPaMmMOn.

CyLLecTBYeT elle npoueaypHaa aHMMauuma, Npu KOTOPO MCNONb3yeTca crneuyanbHaa nporpamma anaa
YNPaBAEHUS NEPCOHAXKEM.

TexHonorma Motion Capture (cuctema 3axBata ABUXKEHUN).
OHa noApa3ymeBaeT HaNoKeHME ABUKEHUN PeanbHbIX aKTEPOB Ha TPEXMEPHbIX NePCOHaXKen. ITa
TEXHONOIMA MAaKCUMa/IbHO YNPOLLLAET aHMMALUIO, NO3BONAA UCMOb30BATb YKe roTOBbIE ABUXKEHUA

aKTepos.



~ RIGGING & SKINNING




PeHaepuHr
CywecTtsyeT ABa BUAA peHAOepUHra:

* pPEeHAEepPUHTr B peaibHOM BPpeMEHMU
* OpenGL
* Vulcan
* DirectX

* PEHAEPUHr He B peasibHOM BPEMEHU U Npe-peHaePUHT
* TpaccMpoOBKY nyyen (raytracing)
* MeToA n3nyyatenbHoctu (radiosity)

CTaHAQpTHbIE NPOrpamMmMbl TPEXMEPHOTO MOAENNPOBAHUA BKAOYAOT U PYHKLUUIO PEHAEPUHTA.
CyLecTBYIOT U OTAENbHbIE peHAep-ABUKKN. O4HU N3 CaMbIX MOLLLHbIX BU3Yann3aTOPOB Ha CEroaAHALWHNMN
aeHb — Mental Ray, VRay, Renderman.






KOMMNO3UTUHT

KOMMO3UTUHT iBNAETCA Ba*KHbIM 3aBepLUAOLLIMM 3TanoM NOoCTNPOoAaKLIeHa
Komnosep o6beanHAET BCe YAacTU B €AUHOE LeN0e, UHTErPUPYET B CbEMOYHbIN MaTepuan
TPEeXMepPHbIX nepcoHaxken u apyrue 3D anemeHTbl, YCTPaHAET HeAoueTbl U YOUpaeT INLLHEE,

paboTaeT Hag pasnnyHbiMn apdekTamu. OgHUM CNOBOM, CO3A43AET OAHY PEAIUCTUYHYIO CLEHY.

Komno3ep aBnAaeTca OTBETCTBEHHbIM 33 GUHAJIbHbIN MPOAYKT — PUAbM, UTPY.

MpodeccrnoHanbHble nporpammbl ana komno3utuHra — Nuke, Adobe After Effects, Eyeon Fusion.
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