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OcHOBHble 3Tanbl co3paHna u Busyanusaumm 3D Mmoaenen B
KMHO N game-NHAYCTPUAX

MoaenupoBaHue — co3gaHne TpexMepHbIX 06 beKTOB
TekcTypupoBaHMeE — HaNoXXeHMe TeKCTYp U MaTtepunanoB Ha 3D-moaenu

PUrrmHr — cosgaHue BUpTyanbHOro ckesneta, Habopa Kocten/cyctaBoB A/1a NocneayoLLLemn
aHMMaLUMM NepcoHa)xa

AHMMaUMA — OXKMBNEHME, aHMMUMPOBaAHME TPEXMEPHOro NepcoHa)xa
PengepwvHr — 3D Bu3yanmsaumsa co3gaHHOW rpadukm

KOMNO3NTUHI — 06 beanHeHME OTAENbHbIX 3/1IEMEHTOB B dUHaNbHYo cLeHy. K npuMepy,
nHterpmpoBaHue 3D cLeH B CbEMOYHbIVM MaTepuan, UBeTokoppeKkuusa n aobasneHune appexkTos

2025 KoMmnbroTepHasa rpaduka leMsaHeHko A.M. ODY 2



MopgenupoBaHue

B dunbmax B urpax

MO>XHO UCMO/Mb30BaTb KPUBONIMHEWHbIE 06ObIYHO MCMONB3YHOT TO/IbKO MONUTOHAaIbHbIE

nosepxHocTn (NURBS-MoaoennpoBaHune) n MoAeNn, UX NpoLLe BCEro Bn3yann3npoBarTb

NO/INTOHbI (MONUTrOHaNIbHOE MoAeNMpPOBaHMeE)

06bIYHO CO34al0T BbICOKOMNONUIOHaNbHbIE MCNONb3YHTCA HU3KOMO/IMIOHAaNbHbIE

Mo4enun, PeHOEPUHT KOTOPbIX, MPOXOANT Mo Moaenu, Budyanmsaynma nponcxognTt Npsamo

HECKO/IbKO YacoB, a TO U AHEW no xoay nrpbl. Hacto B KOMNbKOTEPHbIX UFpax
BcTpeyvaetca LOD-texHonorua (Level of Detail
— YpOBEHb AeTanmsauunm)

3D-penakTopbl Autodesk Maya, Autodesk 3Ds Max, Cinema 4D, Modo u Blender (6ecnnaTHbiN)
ona uneposoro ckynbntuHra: ZBrush, Mudbox, 3D Coat, Sculptris
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OcHOBHble 3Tanbl co3paHna u Busyanusaumm 3D Mmoaenen B
KMHO N game-NHAYCTPUAX

MopaennpoBaHue — co3aHne TpeXMepHbIX 06bEKTOB
TeKcTypupoBaHUe — HanoxXkeHne TeKCTyp U MaTepmnanos Ha 3D-Mopenu

PUrrmHr — cosgaHue BUpTyanbHOro ckesneta, Habopa Kocten/cyctaBoB A/1a NocneayoLLLemn
aHMMaLUMM NepcoHa)xa

AHMMaUMA — OXKMBNEHME, aHMMUMPOBaAHME TPEXMEPHOro NepcoHa)xa
PengepwvHr — 3D Bu3yanmsaumsa co3gaHHOW rpadukm

KOMNO3NTUHI — 06 beanHeHME OTAENbHbIX 3/1IEMEHTOB B dUHaNbHYo cLeHy. K npuMepy,
nHterpmpoBaHue 3D cLeH B CbEMOYHbIVM MaTepuan, UBeTokoppeKkuusa n aobasneHune appexkTos

2025 KoMmnbroTepHasa rpaduka leMsaHeHko A.M. ODY 4



Buabl TeKCTyp

Cospgaétca uenbit Habop TEKCTYP:

* uBer

* KapTa HepoBHocTeN (bump)

* KapTa HopManeun (hormal map — co3naéeT BUAMMOCTb penbeda)
 KapTa penbeda (displacement — co3naéT peanbHbin penbed)
 KapTa 6nunkos (specular)

* KapTa npo3payHocTu (alpha)

* UTA.

2025 KoMmnbroTepHasa rpaduka leMsaHeHko A.M. ODY
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3aueM Hy>kHa peTtornonorna B 3D MogennpoBaHnm?

OnTnMusauma NnponsBoanNTENIbHOCTU
BoicokononmroHanbHble MOAENN MOTYT 6bITb CIULLKOM TAXKENbIMU AN PEHAEPUHIA B peafibHOM
BpeMeHU, 0COBEHHO B Urpax

Ynpow,eHue aHmMauum
Moaenu c npaBUAbLHOM TONOMIOrMEN fierye aHMMMpoBaTb. XOPOLLO OpraHM3oBaHHaA ceTka No3BonAaeT
n3bexkatb Npobnem c gepopmMaumnen Nnpm ABNXKEHNA

TekcTtypuposaHue u UV-pasBepTKa
[MpaBunbHada Tononormna obneryaet npouecc co3gaHmna UV-pa3BepTok N TEKCTYpUpPOBaHMA MoaeNn. 3To
0cobeHHO Ba>KHO A/19 cO34aHUNA peaniMCTUYUHbIX TEKCTYP, KOTOPbIE TOYHO COOTBETCTBYHOT dopMe Mo eNnun

CoxpaHeHue aeTtaneu

Petononoruna no3sonser COXpPaHUTb Ba>KHble AgeTtasimn Mmogesnun, npm 3ToM yMeHbLLIaA KOJINHECTBO
NMOJINTOHOB
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TekcTypupoBaHue

YacTo B UTPOBOM MHAYCTPUN MoAenep OTBETCTBEHEH M 3a MOAENNPOBaHUE, U TEKCTYpUpOBaHMeE

TekcTypmnpoBaHMEM B KMHO 3aHMMAaETCA OTAENbHbIN CNEeUNanincT - XYA0>)KHUK MO TEKCTYpaM.
[Mepen ero paboton Mopenep co3aaeT TEKCTYPHYHO pa3BEPTKY (Hanpumep, UV-passepTka). anee
PUCYHOTCA TEKCTYPbI M NPUBA3bIBAOTCA K MOAENN

Co3zpaaBaTtb TEKCTYPHbIE PA3BEPTKU M TEKCTYPbI MOXKHO B TEX XK€ NpOorpamMmax, Uto n Moaenu.
Ho vyacTto ynobHee aenatb a1o B UVLayout (npuno>xxeHune gna cosgaHna n pegaktmposaHma UV-
KoopaunHaTt TekcTypbl Ana 3D-noBepxHOCTEN)

2025 KoMmnbroTepHasa rpaduka leMsaHeHko A.M. ODY 8



UV-npeobpa3oBaHune nnm pa3BepTKa

UV-npeobpasoBaHune nnu pal3BepTKa B TpéxMepHoun rpaduke (anrn. UV map) — cooTBETCTBME MeXAY
KoopanHaTaMm Ha MOBEPXHOCTU TPEXMepHOro obbekTa (X, Y, Z) n koopanHataMmum Ha TekcTtype (U, V)

3HaueHuna U n V obblyHO naMeHarTca ot 0 go 1

Pa3BEpTKa MOXET CTPOUTLCA KakK BPYYHYHO, Tak M aBTOMaTnyeckmn — Hanpumep, B 3Ds Studio MAX
€CTb HECKOJ/1bKO aifOPMUTMOB aBTOMaTUYECKOro pa3BeEPTbIBAHNA MOAENW

3D-moxaean UV-npeodpaszosanne

tHEE > PaBHOMpoOMeXXyToYHasa Npoekuna — rnpuMep HanoXXeHus
ABYyXMepHOU TekCcTypbl (koopanHaTtbl U, V) Ha TpEXMEPHDbIN
rnobyc (KkoopaunHatbl X, Y, Z)

........................

Texcrypa

2025 KoMmnbroTepHasa rpaduka leMsaHeHko A.M. ODY 9



[TpMepbl pa3BEePTOK

P Ja

[MpuMep Hano>XeHunsa TEKCTYPbl Ha KyO.
TekcTypa nmeet BMA, NIOCKOMN pa3BEPTKU

LLlaxMaTHasa TekcTypa Ha coepe:
cneBa — obLlaa MmaTtpuua Ha BCHO cdepy,
cnpaBa — pa3BEPTKa C paBHOMPOMEXXYTOUYHOW NPOEKLMeEN

2025 KoMmnbtoTepHasa rpadpuka demaHeHko A.M. ODY 10



CyLLuecTBYET HECKO/IbKO MPOTUBOPEeYaLUmMxX apyr apyry
nokasaTesien kKauyecTBa Pa3BEPTKU

MakcunManbHO No/HOEe UCMNONb30BaHMe NoLLaan TEKCTYPbI

OTcyTtcTBME obnacTen c HeAOCTaTOYHOW NN N3BBLITOYHOM AeTann3aunen TEKCTYpPb

OtcytcTBUE ob6nacten ¢ USNULLHUMM FTEOMETPUNYECKUMIMN NCKAXKEHNAMMU

CxoAacTBO CO cCTaHOapTHbIMU pakypcaMu, ¢ KOTOPbIX 06bIYHO pucyeTcsa unu ¢otorpadupyetca o6bekT

YnauHo pacrnonoyXXeHHble «LBbl». OHU XKenaTenbHbl, €C/IN €CTb ECTECTBEHHbIN «pPa3pbiB» MOBEPXHOCTU (LLBbI
oAe>Kabl, KDOMKWU, COUNTEHEHUA U T. 1.), U HEXKeNnaTe bHbl, EC/IN TAKOBbIX HET.

[na yacTUYHO CUMMETPUYUHbIX 06bEKTOB: yaauyHOEe COYETaHNE CUMMETPUYHbIX 1 aCUMMETPUYHbIX Y4aCTKOB
pa3BEPTKN. CUMMeTpMA NoBbILLIAET AeTann3aunto TEKCTYPbl; aCUMMETPUYHbIE AEeTanun «0OXXMBNAOT» 0O bEKT.

2025 KomnbtoTepHasna rpadumka emMaHeHKo A.M. IOV 11



PBR (Physically Based Rendering)

MeTona peHOepunHra, OCHOBbIBAKOLLMNACA Ha (I)VISI/I‘-IGCKVIX CBOMCTBAaX MaTtepunanoB N NX B3aMMOAENCTBUN
CO CBETOM

OcHoBHble KOMMNOHeHTbI PBR-TekcTyp:

Albedo (unu Diffuse) OcHoBHOM LBET MaTepmnana Npm HENTPanbHOM OCBELLLEHUMN

Metallic Kapta noka3abiBaeT, ABNAETCA 1M MaTepuan MeTaninyecknm

Roughness KapTa wuepoxoBatocTteu

Normal Map OTa kapta gobaBnsaeT getanm Ha NOBEPXHOCTb, cO34aBad UNNH3UK HEPOBHOCTEN U
Pa3/IMYHbIX TEKCTYP

Normal Map He nameHset reoMmeTputo o6vekTa, Ho No3BonAeT aobaBnaTb Menkne getann. Hanpmnmep,
LapanuHbl, HebonbLune yrnybneHna n T. 4., YTo Aenaet NnoBepxHocTb 6onee peariMCTUYHON

PBR-TeKCTypbl MCMONb3YKOTCA B Pa3/IMYHbIX MPOeKTax, OT UTP A0 apXUTEKTYPHOW BU3yanmsaymnmn

2025 KomnbtoTepHasna rpadumka emMaHeHKo A.M. IOV 12



OcHOBHble 3Tanbl co3paHna u Busyanusaumm 3D Mmoaenen B
KMHO N game-NHAYCTPUAX

MopaennpoBaHue — co3aHne TpeXMepHbIX 06bEKTOB
TekcTypupoBaHMeE — HaNoXXeHMe TeKCTYp U MaTtepunanoB Ha 3D-moaenu

PUrruHr — co3ganHmne BUpTyanbHOro ckeneta, Habopa KocTen/cycTaBoB AnA NocieayroLemn
aHMMaLUMM NepcoHa)xa

AHMMaUMA — OXKMBNEHME, aHMMUMPOBaAHME TPEXMEPHOro NepcoHa)xa
PengepwvHr — 3D Bu3yanmsaumsa co3gaHHOW rpadukm

KOMNO3NTUHI — 06 beanHeHME OTAENbHbIX 3/1IEMEHTOB B dUHaNbHYo cLeHy. K npuMepy,
nHterpmpoBaHue 3D cLeH B CbEMOYHbIVM MaTepuan, UBeTokoppeKkuusa n aobasneHune appexkTos

2025 KomnbtoTepHasna rpadumka emMaHeHKo A.M. IOV 13



PUrrnHr

PUrrvHr — cosgaHue «ckenerta», Koctem Moaesnm

3aHMMarTCA 3TUM B KMHO 1 game-UHAOYCTPUN XYA0>KHUKN MO
OCcHacTKe Moaenu, cetanepbl (Setup artist). Elie nx HasbiBakoOT
skinning, rigging artist

CeTanepbl co34at0T KOCTU U KOHTPONEPb! 415 YNpaBneHnsa 3TUMIn
KOCTAMM, C MOMOLLLbIO KOTOPbIX aHMMAaTOPbl MOTYT OXKUBUTb MOAENb

B KMHO 0ObIYHO CO3AaETCA MHOXECTBO CMNOXKHbIX KOHTPO/1/1EPOB A4
aHuMaTopoB. Hanpumep, ana nmuesou aHnMauuum (facial control rig)
N MUMUKN MO ENU

B urpax Mo>xHo 060nTUCB 1 6E3 HUX, ECNN NEPCOHaX He
pa3roBapuBaeT B Urpe

Ona purrndra mogenu nogonayt Te e 3D-pepaktopsbl, 60MbLLUNHCTBO
N3 KOTOPbIX — KoMniekcHble 3D-nakeTsbl.

2025 KoMmnbtoTepHasa rpadpuka demaHeHko A.M. ODY 14



~ RIGGING & SKINNING



OcHOBHble 3Tanbl co3paHna u Busyanusaumm 3D Mmoaenen B
KMHO N game-NHAYCTPUAX

MopaennpoBaHue — co3aHne TpeXMepHbIX 06bEKTOB
TekcTypupoBaHMeE — HaNoXXeHMe TeKCTYp U MaTtepunanoB Ha 3D-moaenu

PUrrmHr — cosgaHue BUpTyanbHOro ckesneta, Habopa Kocten/cyctaBoB A/1a NocneayoLLLemn
aHMMaLUMM NepcoHa)xa

AHMaumnAa — OXXnBNEHNE, aHUMUPOBAHME TPEXMEPHOIO NepcoHaxka
PengepwvHr — 3D Bu3yanmsaumsa co3gaHHOW rpadukm

KOMNO3NTUHI — 06 beanHeHME OTAENbHbIX 3/1IEMEHTOB B dUHaNbHYo cLeHy. K npuMepy,
nHterpmpoBaHue 3D cLeH B CbEMOYHbIVM MaTepuan, UBeTokoppeKkuusa n aobasneHune appexkTos

2025 KomnbtoTepHasna rpadumka emMaHeHKo A.M. IOV 16



AHnMauus

[naBHas 3apava dHMaTopa —caeqnartb ABM>KEHNA MOAOEe/ TN MaKCUMalJ/lbHO peaTMCTUYHbIMUA

HernacHbiM nngepoM B co3gaHunm TpexMmepHon aHnMauunm aenaetca Autodesk Maya
[ToMnMo Maya oTInUYHbIe MHCTPYMEHTLI anda aHmMmauyum — 3Ds Max n Cinema 4D

2025 KoMmnbtoTepHasa rpadpuka demaHeHko A.M. ODY
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AHMMaUUA

[TpocTenwInM METOA0M aHMMaL MM NePCOHaXXen ABMAETCA aHMMaLUMA No KnrYvesbiM KagpaM (Keyframes)
AHMMaTOp yKa3bIBaET MNoJIOXKEHME NepcoHaXka B Ha4aslbHOM M KOHEYHOM Kaapax ABU>KeHUs, a
NONO>XKEHWME B MPOMEXYTOUHbIX Kagpax BbluMCAeTCA NnporpaMmmMmon

CyLLecTBYyeT el npoueaypHaa aHuMaums, Nnpu KOTopow UCNo/b3yeTcd crneunanbHas nporpaMmma o/
yrpaBneHmna nepcoHaxem

TexHonorma Motion Capture (cuctemMa 3axsaTta ABUXKEHUIN)
OHa nogpalzyMeBaeT HanoXXeHne ABUXXEHUIN peasibHbIX aKTEPOB Ha TPEXMEPHbIX MEPCOHaXXen. JTa

TEXHO/I0TMA MakKCUMasibHO YyNpoLLL,aeT aHMMaLuio, NO3BO/AA MCMOMb30BaTh Y>XKe roTOBbIE ABUXKEHUS
aKkTepoB

2025 KomnbtoTepHasna rpadumka emMaHeHKo A.M. IOV 18



OcHOBHble 3Tanbl co3paHna u Busyanusaumm 3D Mmoaenen B
KMHO N game-NHAYCTPUAX

MopaennpoBaHue — co3aHne TpeXMepHbIX 06bEKTOB
TekcTypupoBaHMeE — HaNoXXeHMe TeKCTYp U MaTtepunanoB Ha 3D-moaenu

PUrrmHr — cosgaHue BUpTyanbHOro ckesneta, Habopa Kocten/cyctaBoB A/1a NocneayoLLLemn
aHMMaLUMM NepcoHa)xa

AHMMaUMA — OXKMBNEHME, aHMMUMPOBaAHME TPEXMEPHOro NepcoHa)xa
PeHnpepwuvHr — 3D Bu3yanmnsauma co3gaHHoOM rpapukm

KOMNO3NTUHI — 06 beanHeHME OTAENbHbIX 3/1IEMEHTOB B dUHaNbHYo cLeHy. K npuMepy,
nHterpmpoBaHue 3D cLeH B CbEMOYHbIVM MaTepuan, UBeTokoppeKkuusa n aobasneHune appexkTos
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PeHoepuHr
CyLuecTBYET AiBa BMUAa peHaepuHra:

* PEHOEPVHT B peasilbHOM BPEMEHU
e OpenGL
 Vulcan
* DirectX

* pPEHAOEPUHT HE B peanbHOM BPEMEHU UMW Npe-peHaEPUHT
* TpaccupoBska ny4yen (raytracing)
* MeTon unsnyyatenbHocTu (radiosity)
* TpaccupoBKa nyTen

CtaHOapTHbIE NPOrpaMMbl TPEXMEPHOIO MOAENMPOBAHMA BKIHOYAKOT U PYHKLIMIO peEHOEPUHTa.
CyLLeCcTBYIOT 1 OTAENbHbIE peHaep-aABMKKN. OaQHUN N3 caMbIX MOLLHbIX BU3yann3aTopoB Ha
ceroaHAwWHMN aeHb — Mental Ray, VRay, Renderman

2025 KoMmnbroTepHasa rpaduka leMsaHeHko A.M. ODY
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OcHOBHble 3Tanbl co3paHna u Busyanusaumm 3D Mmoaenen B
KMHO N game-NHAYCTPUAX

MopaennpoBaHue — co3aHne TpeXMepHbIX 06bEKTOB
TekcTypupoBaHMeE — HaNoXXeHMe TeKCTYp U MaTtepunanoB Ha 3D-moaenu

PUrrmHr — cosgaHue BUpTyanbHOro ckesneta, Habopa Kocten/cyctaBoB A/1a NocneayoLLLemn
aHMMaLUMM NepcoHa)xa

AHMMaUMA — OXKMBNEHME, aHMMUMPOBaAHME TPEXMEPHOro NepcoHa)xa
PengepwvHr — 3D Bu3yanmsaumsa co3gaHHOW rpadukm

KoMno3nTuHr — o6begmHeHne oTaebHbIX 9N1EMEHTOB B UHaNbHYH cLeHy. K npumepy,
nHterpmpoBaHue 3D cLeH B CbEMOYHbIVM MaTepuan, UBeTokoppeKkuusa n aobasneHune appexkTos
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KOMMO3UTUHT

KOMNO3UTUHTI ABNAETCA Ba>kHbIM 3aBepLUAOLLIMM 3TarnoM NocTrnpoaakLleHa

KoMnosep o6beanHAET BCe YacTu B €AMNHOE LLleNnoe, MHTErpuUpyeT B CbEMOYHbIM MaTepuman
TPEXMEPHbIX MepcoHa>ken n apyrne 3D aneMeHTbl, ycTpaHAEeT HEAO0YETbI M yOMpaeTt nniHee,
paboTaeTt Hag pa3nnyHbiMm apdpekTamm. OagHMM CNOBOM, CO3AAET OAHY PEaTUCTUYUHYIO CLEHY

KoMno3zep ABnAeTcA OTBETCTBEHHbIM 3a GUHaNbHbIN NPOAYKT — GUMNBbM, UTPY

[MpodeccroHanbHblie NnporpamMmmbl ansa komnoa3ntmHra — Nuke, Adobe After Effects, Eyeon Fusion

2025 KomnbtoTepHasna rpadumka emMaHeHKo A.M. IOV 23



PeannctunuHble moagenn. Yto 6bl XxoTenocb?

MeLun YTO HY>)KHO XpaHUTL?

2025 KoMmnbroTepHasa rpaduka leMsaHeHko A.M. ODY
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2025

[TepBoe npnbnmxeHne

KomnbtoTepHasna rpadumka emMaHeHKo A.M. IOV
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YTto ee?

2025

KomnbtoTepHasna rpadumka emMaHeHKo A.M. IOV
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...

2025
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Hy>XHbI 11 HOBbIE
NaHHble?

2025

KomnbtoTepHasna rpadumka emMaHeHKo A.M. IOV
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YTO HY>KHO O/1A 3TUX
N3MEHEHNIN?

2025

KomnbtoTepHasna rpadumka emMaHeHKo A.M. IOV
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Kapta HopManeu

2025

KomnbtotepHasa rpaduka JemaneHko A.M. HODY
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A Tenepb...?

2025

KomnbtoTepHasna rpadumka emMaHeHKo A.M. IOV
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[aHHble, 06a3aTenbHble AnA 3KCrnopTa

e KOOpAWHAaTbl BEPLUMNH
*  MHAEKCbl NONIMTOHOB
* HOpManu

* MaTepunarsbl

2025 KoMmnbroTepHasa rpaduka leMsaHeHko A.M. ODY
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[TpaBUAbHBIN AKCNOPT MELLIEU

|/|CI'IOI'Ib3yl7ITe Ana Bcero Mewla He 6onblLue ogHOM TEKCTYPbI N HE 6onblLue 0AHOro MaTepmarsa

Ecnu nocne 3arpy3kun MeLl otobpaxkaeTca o4eHb TEMHbIM, TO NONpPobynTe ocyLLLecTBUTb NM6O
B pegakTtope nnbo B pyHKLUM 3arpy3ke MeLla onepaumnto obpalieHmne HopMmaneu

Ecnun nocne 3arpy3ku Mewl otobparkaetca B BUAE ManeHbKOM TOYKU UNN HE BUOEH COBCEM,
nonbepute ero macLutab

YKa3biBanTe otaenbHO nMa danna MeLla u oTAeNbHO TEKCTYPY K HEMY O/19 NerkKon 3aMeHbl
TEKCTYpbl

2025 KoMmnbroTepHasa rpaduka leMsaHeHko A.M. ODY 33



dopmMaTbl ANA XpaHeHUa Mogenen

OBJ
* OYeHb NPOCTOU
* ABMAETCA TEKCTOBbLIM
* He nogaep>kXuBaeTt aHMMaUMIo
3DS, MAXn BLEND
6ecumncneHHoe Konm4ecTso GpopmMaToB, MCMOMb3YEMbIX B UTPax U APYTMX NPUIOXKEHMNAX
* Quakel (.mdl), Quake ll (.md2), Quake Il Mesh (.md3), Quake Ill Map/BSP ( .pk3)
e Doom3(.md5*), Unreal (.3d)
* PovRAY Raw (.raw ), Terragen Terrain ( .ter ), 3D GameStudio/3DGS (.mdl)
COLLADA
* COLLAborative Design Activity
* OcHoOBaH Ha XML
* nogaep>kuBaeTt aHMMaLUMIo

2025 KoMmnbroTepHasa rpaduka leMsaHeHko A.M. ODY
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2025

dopmat OBJ

KoMmnbtoTepHasa rpadpuka demaHeHko A.M. ODY
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dopmaTt OBJ

pa3paboTtaH B Wavefront Technologies ana nx anmmMmauymoHHoro naketa Advanced Visualizer
dopmMaTt danna aBnaeTca oTKPbITbIM
MOXKeT ObITb 3KCNopTMpoBaH/MMNopTupoBaH B e-Frontier's Poser, Maya, XSI, Blender, MeshLab,

Misfit Model 3D, 3D Studio Max n Rhinoceros 3D, Hexagon, CATIA, Newtek Lightwave, Art of
[llusion, milkshape 3d, Modo, Cinema 4D, Zanoza Modeller

2025 KoMmnbroTepHasa rpaduka leMsaHeHko A.M. ODY 36



Mopenu B popmMarte obj

2025 KoMmnbtoTepHasa rpadpuka demaHeHko A.M. ODY 37



OBJ— 310 popmMaTt pannos onnmcaHnAa reoMeTpun

2025

coaep>XXuT Tonbko 3D reoMmeTputo

NO3ULIMIO KaXXa0M BepPLUMHDI

HopMarb A9 KaXa0M BEPLUUHbI

CBA3b KOOPAMHAT TEKCTYPbl C BEPLUMHOM
napamMeTpbl A4N14 cCo34aHMNA MOIUTOHOB

KomnbtoTepHasna rpadumka emMaHeHKo A.M. IOV
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Tunbl onpeaneneHnmn

# Cnuncok BepLUunH, ¢ koopanHatamu (x,y,z[,w]), # w no ymonudanuio 1.0
v0.1230.2340.3451.0
V...

# TekcTypHble koopauHartsl (u,v[,w]), # w no ymon4yaHuto 0
vt 0.500 1 [O]
vt...

# Hopmanwu (x,y,z); HopManu MoryT 6biTb HE HOPMUPOBAHHbIMU

vn 0.707 0.000 0.707
vn ...
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Tunbl onpeaneneHnmn

# OnpeneneHMsa NOBEPXHOCTU (CTOPOH)
#fvi/vt1/vn1 v2/vt2/vn2 v3/vt3/vn3 vd/vtd/vn4 ...
f123
f3/14/25/3
f6/4/13/5/37/6/5
f6//13//37//5
f...

# [pynna
g Group1

# O6bekT
o Object1
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KoopauHaTtbl TOUeK

cube_polygon. ob)

E- -3 -

- 20 —T — T~~~ ~ . ]

ZTHhhh T h h D

2025

3ds HMax Wavefront 0BJ EHPDFt

F

1]

8

=D I T e Y Y - <

ile Created: B87.12.2813 14:

bject Box@@1

-0.00085 0.0000 0.0005
-0.0005 0.0000 -0.0005%
0.0005 0.0000 -0.0085
0.0005% 0.0000 0.000%
-0.0005 0.0010 0.0005
0.0005 0.0010 0.0005
g8.08085 0.0010 -08.8805
-0.0005 0.0010 -0.0005
vertices

Q
= MO O X
=
V0 = O o~
pur

G~ & V1o

polygons

MNOJTNTOHDbI

cube_tnngle.obj
# 3ds Max Wavefront 0BJ Export
# File Created: 87.12.2013 14

#

# object Box@@

#

v -0.0085 0.0008 0.088%

v -0.800% 0.068008 -0.088%

v 0.0805 0.00600 -0.0805

v 0.08685 0.00600 0.0085

v -0.0065 0.0010 0.000%

v 0.080805 0.0010 0.0885

v 0.0805 0.0010 -0.08685

v -0.8885 0.0810 -0.080%

# B8 vertices

g Box@a@

£F123

f 341

f564 7

F7 85

£F1 46

f 651

f 437

F 7oL

fF328

f87 3

£F2165

£F58 2

# 12 faces
TpeyronbHUKH
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KoopanHaTbl TOUeK 1 HopManm

cube_tringle_normals. obj

cube_polygon_normal.obj # 3ds Hax Wavefront DBJ Expor
# 3ds HMax Wavefront OBJ Expor # File Created: 07.12.20813 14
# File Created: 87.12.2813 14
#t
# # object Box@m
# object Box@e1 "
¥ v -B.00685 0_.0000 O.0065
v -0.0005 0.0080 -0.00085
v -@A.0085 6_.8000 0.000% v 0.0005 0.0088 -0.0005
v -0.8665 09.0068 -0.88085% v 0.0005 0.0000 0.000S
v 0.0805 A.0000 -0.0008% v -0.0005 0.8810 9.0005
v 0.08005 0.00800 O.@005 v 9.0005 0.0010 0.0085
v -@.0085 6.8610 0.0008% v B.0005 0.088180 -8.0005
v B.88085 0.0810 0.0008% v -0.0885 0.8010 -0.0885
v @.0ABS 0.8610 -0.00805 # 8 vertices
v -08.0005 6.8610 -8.008%
# 8 uertices yn 9.0000 -1.0000 -0.0000
un ©.0008 1.0000 -0.8000
un ©.0000 0.0000 1.0000
un 0.0000 -1.0000 -0.0000 vn 1.0000 0.0000 -0.0000
un 0.00680 1.0000 -0.0000 uyn B.0000 0.0000 -1.0080
un 0.0060 0.6000 1.0000 NONUITOHBDI un -1.0000 0.0000 -0.0000 TpeyronbHUKM
vn 1.8860 0.08800 -0.0000 # 6 vertex normals

un 6.08000 B8.0000 -1.0000

un —-1.0008 8.0008 -08.008068 g Boxo@1
# 6 vertex normals £ 1571 2501 340
F 3571 8701 1401
F SSF2 6572 Tr72
g Box 001 F 7/72 BAF2 5772
F AL 2581 37271 wii £ 1773 4773 6773
F SAF2 6572 7572 BSf2 £ 6//3 5//3 1//3
F 1773 W73 6773 5773 F 47N 3775 T/7G
F us/n 3570 7570 6550 £ 750 6770 Wifn
F 3555 2775 BFFS FF7S F 3775 2745 BS/S
F 2776 1776 57576 BS/G F BS/S T/F5 3775
# 6 polygons F 2476 1776 5//6
F 5/76 BSAFG 2/76
#t 12 faces
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KoopauHaTbl TOYEK U TEKCTYPb

cube_polpygon_texture ohj

| cube_tringle_texture.obj

i

= =

171
5/4
174
u/u
3’4
274

fhhhh R

2025

Box 881

272
6/1
441
3/
2/1
1/1

# File Created:

373
752
6/f2
752
8s2
5s2

# & polygons

object Box@@

v -0.008R05 O.00080 0.90805
v -0.00605 A.0000 -A.08085
v A.00085 0.006880 -0.080885
v B.00885 0.80080 A.90805

v -0.080885 0.06818 0.8885
v B.0885 0.86818 A.08885

v B.0885 0.868180 -0.08885
v -0.08665 A.0818 -A.0885
# 8 vertices

vt 1.0000 8.0008 A.0088

ut 1.0060 1.00008 8.0088 NOJOWIOHDbI
vt B.0000 1.0008 8.0088

vt B.0000 A.00008 A.0088

# 4 texture coords

u/u
8/3
5/3
6/3
7/3
8/3

1/1
3/3
5/
712
1/4
6/2
u/y
152
3/
8/2
2/4
5f2

R R R R R R R h R RO

KomnbtoTepHasna rpadumka emMaHeHKo A.M. IOV

Box@a1

2/2
u/y
671
BS3
n/1
5/3
3/1
6/3
2/1
7/3
171
Br3

12 faces

# 3ds Max Wavefront 0BJ Exporter v@.9: # File Created:
A7 .12.2813 14:17:83

#
# object Box@o1
#

3/3
1/1
712
5r/h
6/2
1/4
772
ik
8/2
374
572
27/h

# 3ds Max Wavefront OBJ Expor

07 .12.2813 14

v -0.0005 0.0008 0.000%
v -0.8885 0.0088 -0.808085
v 0.0065 0.0000 -0.0005
v 0.0085 0.0000 0.90085

v -0.006085 0.0010 0.0085
v 0.8885 0.8818 0.0085

v 0.0065 0.8010 -0.0005
v -0.0005 @.0010 -0.00085
#t B vertices

vt 1.0000 0.0000 0.0000
vt 1.0000 1.0000 0.0000
vt 9.0660 1.0080 0.0000
vt 9.0000 0.0000 0.0000 TpEVFDHbHMHH

# 4 texture coords
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Bce

l | Eqbe_polggon_!eutme_no:mal.obi

#

un
un
u

object Box081

-0.0005 0.0000 0.0005
-0.0005 0.0000 -0.0005
0.0005 0.0000 -0.0005
0.0005 0.0000 0.0005
-0.0005 0.0010 0.0005
0.0005 0.0010 0.0005
0.0005 0.0010 -6.0005
-0.0005 0.0010 -90.0005
8 vertices

0.0000 -1.0000 -0.0000

0.0000 1.0000 -0.0000

0.0000 6.0000 1.0000

1.0000 0.0000 -0.0000

0.0000 0.0008 -1.0000

-1.0000 0.0000 -0.0000
6 vertex normals

vt 1.0000 0.0000 0.0000
vt 1.0000 1.0000 6.0000
vt 0.0000 1.0000 0.0000
vt 0.0000 0.0000 0.08000

SN NhO

2025

4 texture coords

Box 061

1/1/71 27271 37371 4/4/1
5/4/2 6/1/2 77272 8/3/2
1/4/3 4/1/3 6/2/3 5/3/3
W/h/h 3/1/4% 77274 67374
3/4/5 2/1/5 87275 7/3/5
2/4/6 17176 5/2/6 8/3/6
6 polygons

KomnbtoTepHas

# 3ds Max Wavefront OBJ Exporter v0.97b - (i
File Created: 07.12.2013 14:17:57

MOJINTOHDI

cube_tiingle_texture_normal.obi

B[]

# 3ds Hax Wavefront 0BJ Exporter v0.97b - (c)2007 guruware
# File Created: 07.12.2013 14:15:28

"
object Box061

v -0.0005 0.0000 0.0005
v -0.0005 0.0000 -0.0005
v 0.0005 0.0000 -0.0005
v 0.6005 0.0000 0.0005

v -0.0005 0.6010 0.00805
v 0.0005 0.0010 0.0005

v 0.0005 0.0010 -0.0005

v -0.0005 0.6010 -0.06005
# 8 vertices

un 0.06008 -1.0000 -0.0000
un 0.0000 1.0000 -0.00800
un 0.0000 0.0000 1.0000
un 1.0000 0.0000 -0.0000
un 0.6000 0.0000 -1.0000
un -1.0000 0.0000 -0.0000
# 6 vertex normals

vt 1.0000 0.0000 0.0000
vt 1.0000 1.0000 0.0060
vt 0.0000 1.0000 0.0000
vt 0.0000 0.0000 0.0000
# 4 texture coords

Box601

1/1/1 27271 3/3/1
3/3/1 w/u/1 /171
S5/4/2 67172 77272
7/2/2 8/3/2 5/4/2
1/4/3 8/1/3 6/2/3
6/2/3 5/73/3 1/4/3
N/4/% 37178 7/2/4
7/2/4 6/3/4 u/u/4
3/4/5 27175 8/2/5
8/2/5 77375 3/4/5
2/4/6 17176 5/2/6
5/2/6 8/3/6 2/4/6
12 faces

R T TR T T T B R YT

rpadpuka lemaHeHko A.M. OOY

TpeyronbHUKK

44



IHpopMauma o BHELLIHEM BUe 06 beKTOB(MaTepmansl)

nepepnaeTca B pamnax-cnytHmkax B opmate MTL (Material Library)
ccblfika ¢ noMoubto gupektuebl: mtllib [umMa sBHewHero MTL ¢pannal

nHdopmMauma npeacTaBneHa B TEKCTOBOM BUae

2025 KoMmnbtoTepHasa rpadpuka demaHeHko A.M. ODY
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MTL

# O6bABNeHMe ouepeaHOro Mmatepmana # NapamMeTpbl NPO3payYHOCTH

newmtl HasBaHneMaTepunanaT # [Npo3payHOCTb YKa3blBaeTCcA C MOMOLLbIO ANPEKTUBLI d
d0,9

# LUBeTa # nnun B gpyrmnx peanmnsaumax popmara c noMoLlbto Tr

# LiBeT okpy>xatroLLero oceLleHna (OKenTbin) Tr 0,9

Ka 1,000 1,000 0,000

# Anddpy3Hbin uBeT (6enbin) # Cnepgytowmn matepuan

Kd 1,000 1,000 1,000 newmtl HazBaHneMaTtepunana2

# [NMapaMeTpbl OTpa>keHuA

# LIBeT 3epkanbHoro otpa)keHus (0;0;0 - BbIKTHOYEH)

Ks 0,000 0,000 0,000

# KoapdprnumeHT 3epkanbHoro otpaxxeHus (ot 0 go 1000)
Ns 10,000
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O6wwana cTtpyktypa MTL

newmtl my_red
Material color & illumination statements
texture map statements

reflection map statement

2025 KoMmnbroTepHasa rpaduka leMsaHeHko A.M. ODY
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Texture maps 1 Texture maps 2

newmtl Textured map_Ka lenna.tga
Ka 1.000 1.000 1.000 # the ambient texture map
Kd 1.000 1.000 1.000
Ks 0.000 0.000 0.000 map_Kd lenna.tga
d1.0 # the diffuse texture map (most of the time,
iltlum 2 # it will be the same as the ambient texture map)

map_Ks lenna.tga
# specular color texture map

map_Ns lenna_spec.tga
# specular highlight component

map_d lenna_alpha.tga
# the alpha texture map
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2025

®opmat COLLADA
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Collada *.dae

Bbin 3aayMaH Kak NpoMeXXyTouHbI popMaT a1 nepeHoca damnnos

 PeanunsosaHa noggep>kka Takux nporpamMm, Kak
Maya (ncnonb3ya ColladaMaya); 3ds Max (npu nomowiun ColladaMax); Poser (v.7.0);
Lightwave 3D (version 9.5); Cinema 4D (MAXON); Softimage|XSIl; Houdini; MeshLab;
CityScape, CityEngine, SketchUp, Blender, modo u Strata 3D. Adobe Photoshop c
Bepcun CS3. Nrposble gBu>kkK, Takmne kak Unreal engine, Unity n Torque 3D

 bubnunorteka Assimp Takxe nogaep>xmnpaet popmat COLLADA

« 27 mapta 2013 roaa Khronos Group aHoHcupoBanu, uto COLLADA 1.5.0 6b1n onybnmnkoBaH
B KauecTBe opunymanbHoro ctangapta SO
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COLLADA nogaep>xnBaeT

reomeTputio (BepLumnHbl, NURBS)

MaTepuanol

TEKCTYpPHI

aedopmMmaumnto

aHnMauunto

orpaHunumntenu (constraints) un IK (Leno4km MHBEPCHOM KMHEMATUKN)
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[Topgnep>kka orpaHnunTeneun
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[Toonep>kka pU3nku

2025
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COLLADA

OCHOBHAA YacCTb AOMNo/TIHNTes/IibHAA YacCTb

* CLEHHbI e COLLADA FX - otBevaeT 3a apdeKTbl, X NapaMeTphl,
Ko Lenaepos

* KaMepbl

e COLLADA Physics - oTBeuaet 3a pusnveckme o6beKThl,

* WNCTOYHUKW CBETA nx napameTpsol. Croga BXoaAaT BCE OCHOBHbIE
dunsnyeckme o6bEKTbl, HACTPOUKUN CUMYNALNN, OAaHHbIW

* Mopenu MOoayNnb nogaep>XXxmBaeTca MHOrMMM U3NUYECKNMI
nBm>xkamuy, Taknumm kak Bulle, Open Dynamics Engine,

* aHMMauuu PAL n NVIDIA PhysX.
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Ctpykrtypa Collada *.dae

]
]
]

]
]
]
]
]

2025

£ ?xml version="1.0"

<COLLADAR version="1.5.0"

<835etxr

<contributor>
<author>tarakos GmbH</authors
<author emailrender.yemeniciogluftarakos.com</author email>
<author websiterwww. tarakos.com</author weksiter
<authoring toolrtarakes Vrml To Ceollada Converter Version l.l</authoring tool>

encoding="otf-8" 2>

plns="http:/fwww.collada.org/2008 /03 ,/COLLADASchema ">

coopvrights-tarakos GmbH</ copyrights

</ contributor>
Zocreated-2015-10-08BT13:26:432</created
Zmodi fied>2015-10-08T13:26: 44%< /modi fied>

<unit meter="1"

name="meter" />

<up axis>E UP</up axis>

< /as=et>
<library geometries id="6esfceaa-ablf-48a6—-af40-130=e478703fc" name="1ibGeoc World":>
<library materials id="Z2ecS85307-3aT70-4111-bB5STd-TefH4clcdlil" name="libMaterial World">
<library effects id="378cbhafe-T73d5-4708-h05b—-£f449%ba598173" name="libEffect World":>
<library wisual scenes id="c3116f=0-8T7B0-4443-a%0-fO0Td45%409c3" name="1ibkVisnalScenes World":>
< Scenel

< /COLLADA >

KoMmnbtoTepHasa rpadpuka demaHeHko A.M. ODY
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[eoMeTpuA

<geometry id="pCylinderShapel™ name="pCylinderZhapel":>
<mesh>

<float array id="pCylinderZhapel-positions—array” count="1Z26"=Z0 -50
-34.641
-20 -90 -34.641 -40 -90 -0.000005 -Z0 -90 34.641 20 -90 34.841 40 -90 0 20 -60
-34.641
-20 -60 -34.641 -40 -60 -0.000005 -20 -60 34.641 20 -60 34,641 40 -g0 0O 20 -30
-34.641
-20 -30 -34.641 -40 -30 -0.000005 -2Z0 -30 34.641 20 -30 34.641 40 -30 0 20 O
-34.641
-20 0 -34.641 -40 0 -0.000005 -20 O 34.641 20 0 34.641 40 0O 0O 20 30 -34.641 -Z0 30
-34.641
-40 30 -0.000005 -Z0 30 34.e41 Z0 30 34.841 40 30 0 20 60 -34.641 -20 60 -34.641
-40 &0 -0.000005 -Z0 &0 34.641 20 60 34.541 40 60 O 20 90 -34.541 -20 90 -34.641
—-40 90 -0.000005 -20 90 34.641 20 90 34.641 40 90 O</float arrays>
<technigque common:
<accessor source="#pCylinderZhapel-positions—array” count="4z"
stride="3">
<param name="X" type="float"></param>
<param name="¥" type="float"></param>
<param name="Z" type="float"></param>
</accessor>
</technique common>

2025 KoMmnbroTepHasa rpaduka leMsaHeHko A.M. ODY

56



2025

3arpyska Moaeneu
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Bbubnmnotekn ana 3arpy3ku Mogenen

Open Asset Import Library (Assimp) — kpoccnnatpopMeHHaa bubnmnoteka nmnopta 3D-moaenen,
obecneumnBaroLlan obwmm nHTepdenc nporpamMmmpoBaHua npunoxxeHmni (APl) ana pasnnyHbix popmMaToB.
Hanuncana Ha C++, npegocTaBnaeTt nHtepdpenc Ha a3bikax C n C++ n gp. A3bIKOB

[laHHblE MMNOPTUPYHOTCA B BUOE NPOCTON Nepapxmyeckon CTPYKTYpbl AaHHbIX. HacTpanBaeMble a¢ddeKThbl
noctobpaboTkn (HanpuMep, reHepaumna KacaTenbHOro NPOCTPaHCTBa, pa3/iInyHbie ONTUMKU3aLNN)
pacLnpAOT CNMCOK BO3MOXHOCTEN

«Assimp» B HacTosALLlee BpeMa nogaep>xmeaet 57 ¢opmaTt Ana UMNOPTUPOBaHUA, BKIOYaa popmarsl
COLLADA (.dae), 3DS, DirectX (.x), Wavefront OBJ n Blender 3D (.blend)[4]. Bepcua 3.0 Takxe obecneumnsaer

9KCMNOPT HEKOTOPLIX popMaToB ¢pannos

http://assimp.sourceforge.net/main\_features\_formats.html
https://github.com/assimp/assimp

2025 KoMmnbroTepHasa rpaduka leMsaHeHko A.M. ODY 58



Three.js - Sarpy3ka 3D-Moaneneu

3arpy3umkum B peno3utopun Three.js B katanore three/examples/jsm/loaders

[lepBoe, UTO HY>KHO caenaTb, 3To BKAOUNTL OBJLoadersarpy3umk B CKpunT
import {OBJLoader} from 'three/addons/loaders/OBJLoader.js’;

3aTteM, utobbl 3arpy3nTtb pamnn .OBJ, cosgaemM ak3emnnap OBJLoader, nepenaem emy URL-agpec panna .OBJ
N nepenaemM obpaTHbIN BbI3OB, KOTOPLINA A06aBNAET 3arpy>KE€HHYH MOAENb B CLLEHY

{

const objLoader = new OBJLoader();
objLoader.load( .0bj, (root) =>{
scene.add(root);
1
}
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Peaynbtat

dannbl .OBJ He MetOT NnapamMeTpoB MaTepumana

3arpy3unky .OBJ MoxxHO nepenaTtb 06bEKT Napbl UMA/MaTepuan
Korpa oH 3arpy>kaet ¢pann .OBJ, ntoboe nma marepumana, KoOtTopoe oH
HaxoauT, byaeTt nckatb COOTBETCTBYHOLLLIMI MaTtepuarn B KapTe
MaTepunanoB, yCTaAHOBMEHHOW B 3arpy3yuunke. Ecnm oH Hanper
MaTepuan, COOTBETCTBYHOLLMW NO HAa3BaHUIO, OH ByaeT MCNOoNb30BaTh
9TOT Matepuan. B npoTMBHOM cnyyae bygeT Mcnonb30BaTbCA
MaTepmuan 3arpy3udmka rno yMonyaHuio

NHorpa damnel .OBJ noctaBnatotca ¢ damnom .MTL, onpegenatomm
MaTepuanbl

dopmat .MTL npeactaBnaet cobomn npocton ASCII, nosTomMy ero
Nerko rnpocMmaTpmBaTb
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# ®ann MTL 6neHpepa: 'windmill_001.blend’
# KonnyectBo matepunanos: 2

newmtl Material

Ns 0.000000

Ka 1.000000 1.000000 1.000000
Kd 0.800000 0.800000 0.800000
Ks 0.000000 0.000000 0.000000
Ke 0.000000 0.000000 0.000000

newmtl windmill
Ns 0.000000
Ka 1.000000 1.000000 1.000000

Ni 1.000000 Kd 0.800000 0.800000 0.800000
d 1.000000 Ks 0.000000 0.000000 0.000000
illum 1 Ke 0.000000 0.000000 0.000000
map_Kd windmill_001_lopatky_COL.jpg Ni 1.000000

map_Bump windmill_001_lopatky_NOR.jpg d 1.000000

2025

illum 1

map_Kd windmill_001_base_COL.jpg
map_Bump windmill_001_base_NOR.jpg
map_Ns windmill_001_base_SPEC.jpg

KomnbtoTepHasna rpadumka emMaHeHKo A.M. IOV
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Tenepb, Korgay Hac eCcTb AOCTYMNHbIE TEKCTYPbI, Mbl MOXKEM 3arpy3nTb dann
CHayvana HaM Hy>kHO Bk/itounTb MTLLoader;

import * as THREE from 'three’;

import {OrbitControls} from 'three/addons/controls/OrbitControls.js’;
import {OBJLoader} from 'three/addons/loaders/OBJLoader.js’;
import {MTLLoader} from 'three/addons/loaders/MTLLoader.js';

2025 KoMmnbroTepHasa rpaduka leMsaHeHko A.M. ODY
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3ateM Mbl CHa4vana sarpy>kaem ¢pamn .MTL

Korpa 3arpyska 3aBepLueHa, Mbl 4ob6aBnaeM TonbKOo YTO 3arpy>keHHble Mmatepuansl K OBJLoader uepes
setMaterials n 3atem 3arpy>xaem ¢pann .OBJ.

{

const mtlLoader = new MTLLoader();
mtlLoader.load('resources/models/windmill/windmill.mtl), (mtl) =>{
mtl.preload();
objLoader.setMaterials(mtl);
objLoader.load('resources/models/windmill/windmill.obj’, (root) => {
scene.add(root);

D;
1;
}
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Pe3ynbraT ¢ MatepuranamMu
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2025

rpoBble NoKaLum B COBPEMEHHbIX UTpax:
KaK CHOXKET pacKpbiBaeTCs Yepes3 OKPy>KeHme
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UYt0o MOXKeTe cka3atb?

2025
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Ponb nokauuu B Nnrpe: noJsib3oBaTtesib HE A0J/1>KEH CKYy4YaTb
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Bo3Mo>KHble lokauum B 04HON Urpe

* MYCTbIHWU,
* 0a3uCHl,

* ropopa,

* neLuepbl,

* BO/JHblIE Nperpaaibl,
* MHOroe apyroe.

Ka>kpas nrposaAa nokauna nMeet cBom NSKOMNHKUN, a TakK>XKe YHUKa/IbHbIX Bparoe, ecC/it
TaKoBble NMpeaycMOoTpPEHbI CHO>KETOM UTPbI.
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Pa3sBuTtue

30HblI MOryT NOCTOAHHO pa3BMBaATbCA,
nob6aBnAaATbCA HOBbIE CeKTopa, Nnctopummn,

Mnpn 3TOM Ba>KHO noaanep>XmBatb CHOOKET,

a TaK>Ke yuYnTbiBaTb COBpEMeHHble TpeboBaHMA K rpaduke, TEXHUMYECKME BO3MOXKHOCTK 06opyaoBaHuA.
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World of Warcraft (MMORPG), Bk/itovaeT nATb KOHTUHEHTOB C
necAaTKkaMuy NokKaunum Ha KaXkaoM
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KasyarnbHble pa3paboTku, cTpaternu, >xaHp hidden objects

B TAKMX NpOeKTax
AN3anH UTPOBbIX
nokauunmu
MakKcuMManbHO
Ba>XeH,

BeAb C UX
NOMOLLLbIO
co3pgaeTcs
YHUKanbHas
aTtMocdepa urpbl.
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OcCHOBHbIe BUAbl 10KALMIW, KOTOPbIE CTPYNMMUPOBaHbI MO
Pa3HbIM KPUTEPUAM

[lycToTa n 3acenéHHOCTb

OnacHOCTb 1 CNOKOUCTBUE

[Mpnpopa

KnbepnaHk

CtnMnaHk

Jlokauunun B urpax>kaHpa hidden object
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[TycTOoTa 1 3aCeneHHOCTb

[MpakTnyecku Bce MHOrononb3oBaTenbckme, a ocobeHHo RPG-urpbl, UMeroT XXMBble MPoayMaHHble
MUPBbI, TOEe ECTb HEUTPOBbIE MEPCOHAaXXM, MHOTAa NPUCYTCTBYHOT XKUBOTHbIE

NPC nmetoT peannctmyHoe nosegeHue, ¢ HUMM MOXXHO B3aUMOAEeNCTBOBaATb, MPUYEM HE TO/IbKO MO
X0y croxkeTa

Tak>xke ecTb He3acesniEHHbIe IoKauun, HanpuMep, B survival-urpax, xoppopax, NocTanokannnTnyeckmnx
LyTepax, ApYyrmx nogo0HbIX XKaHpax

[TycTble nokaunm co3gatoT atMmochepy TPEBOXXHOCTU, Xaoca, becnopsaaka, kKotopas nepenaercs
remnmepy

Ecnn B HaceneéHHbIX 30HaxX MOXKHO 3anHTepecoBaTh Nosib3oBatena nocpeactsom genctemnt NPC,
NycTble nokauum TpebyroT OTINYHOW An3anHepcKom npopaboTkn aoeTtanen, NOCKONbKY BHUMaHME
nrpoka 6yget cocpegoToyeHo Ha HUX
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OnacHOCTb 1 CMTOKOUCTBUE

O6blyHO B nrpax KOM6VIHI/IpyI-OT nokaumnnm ¢ BbICOKMM " HU3KUM ypoBHEM OMNaCHOCTU, MO3BOJ1AA
Mnosib3oBaTesTto OTAOXHYTb Me>XXAy HaI'IpFI>KéHHbIMl/I ydyaCTKaMW CHO>KeTa

CnoKOWMHbIe 30HbI AatOT UFPOKY BO3MOXXHOCTb HACcNaanTbCca NpPopaboTKOoM OKpY>KatoLLEero
NPOCTPAaHCTBA, BbIMO/IHUTb AOMNO/HUTENbHbIE AENCTBUA (MPOBEPUTb SKUMMNPOBKY, MOMNOMHUTbL YPOBEHb

3[0pOBbA, OTNPAaBUTb NNCbMA)

OnacHble nokauunum o6bIYHO UMEKDT FTHETYLLYIO aTMochepy, KoTopasa 3acTtaBndaeTt nonb3oBatens 6biTb
BHMMaTeNbHee
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YTo MOXKeTe cka3atb?
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[Tpupona

OT0 A0CTATOYHO COXKHbIE MO NpopaboTke NokaLumn, KoTopble 0ObIYHO ABMAKOTCA NepexoaamMm
MeXkay OCHOBHbIMW 30HaMW

[NAa HNX HY>KHO BU3yann3npoBaTb eCTECTBEHHbIN KNMMaAT MTPOBOIro MUpa, XxopoLlo npopaboTaTtb
norogHble ABMEHUNA, BKIIFIOUNTbL AeTan3npoBaHHbIe PacTeHUA, d)KMBOTHbIX, BM1OTb 40
doTopeannCTUUYHOCTU

3auacTyto xopoLlo npopaboTaHHble NPUPOAHbIE NTOKALMKX MIOTHO UCCEeayHTCA UTPOKaMMN,

NO3TOMY A9 HMUX pa3pabaTbiBatoT A4O0NOAHUTENbHbIE 3a4aHnA. Ha 3TOM NOCTPOEHbI UTPb
«BeabMak 3», Uncharted 4, Assassin’s Creed, roe npupoga — BaXxHeMLaa 4YacTb CHOXKeTa
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KnbepnaHk

ELLE ogHa MHTepecHaa pa3HOBUAHOCTb — KMbepnaHk, rae OCHOBHOMN Uaeen Mmpa saBAaeTca TEXHUYECKNN
nporpecc, BN/0OTb A0 BUPTYyanbHOW peanbHOCTU, KOTOPbIN 06ocTpsaeT npobnemMbl obLecTBa

Ona aTMOC(I)epHOCTVI ﬂeBeﬂ-ﬂMSaMHepbl nPMMEeHAKT MHOIo0 HEOHA N NMNoACBETKN, NCMOJIb3YHOT CTU/b,
6Nn3KnnM K a3naTCKoMy, N30LLPAKDTCA Ha TEMY TEXHUKNA 6y,u,yu_|,ero, MO,D,VI(I)I/IKaLI,VIlZ opraHmMaMoB
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CtMnaHkK

OH oTKpbIBaeT NpocTop Ana daHTa3nm an3anHepoB, NO3BO/SAS MM NOAYMaTh O TOM, KaknM Obin 6bl
MUP, rOe 3Heprua a8 >XKU3HN LMBUNN3aLUN FTEHEPUPYETCA NAapOBbIMU ABUTaTENAMM

Jlokaunmn opopmMnsatoTca MHOroUMcieHHbIMU o61akaMu napa, LectepeHkamm, Tpybamu,
NpPOYUMN MHAACTPMaN-ob6beKTaMu

[Mpn 3TOM NCTOPUYECKUN CETTUHT CTUMNAHKa 0ObIYHO pa3BopaYmMBaeTCs B anbTepHaATUBHbIX XIX-
XX Bekax, UTo TpebyeT COOTBETCTBYHOLLEMN NPOPabOTKMN CETTUHIra 1 apToB
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Jlokauum B urpax >kaHpa hidden object
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BeabMak 3: [lnkaa oxoTa

T ——T T
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Death Stranding
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Final Fantasy XV

KoMmnbtoTepHasa rpadpuka demaHeHko A.M. ODY
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