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Ilenw Kypca:

IIpepexkBU3HUTDI JAmu3aiin-ctyaus (Autodesk Maya), 3D-monesimpoBanue
HHKEHEPHBIX KOHCTPYKIHIi
IHocTpekBU3UTHI JAm3aiin-cryaus, Blender 3D

Pe3yabTaThl 00yueHUs JUCHUILIHHBI

K xoHny kypca cryaeHr:

PO (pesynbrar
o6yuenus) OOIT

PO mucummianasl

Komnerenuuun

PO-3. Criocoben
OCYIIECTBIISITH BBIOOD
MaTepHaioB,
WHCTPYMEHTOB U
TEXHOJIOTHH ISt
peanu3anuy CBOUX
MIPOEKTOB, OCO3HAaBast
BAKHOCTb BO3JE€HCTBUS
pe3yJIbTaTOB CBOEH
MPOEKTHOM
JeSATeTbHOCTH Ha
MOJIb30BaTENIeH U

OKPYKaIONIYI0 Cpeny;

ITo uToram Kypca CTyI€HTbI
JIOJKHBI YMETh:

1. PaGoraTh ¢ mporpaMMamu JUIst
2D u 3D rpaduku.

2. Co3maBath TEKCTYpBI U MOJICITH
U1 UTPOBBIX OOBEKTOB.

3. BBINOHATS aHUMAITHIO
NepCcoHaXel U 0ObEKTOB.

4. HactpauBatb OCBEIIEHNUE U
Matepuaisl B 3D creHax.

5. UnTterpupoBath rpaduky B
UTPOBbIE IBMKKH U
ONITUMHU3UPOBATH €€ JUIS TUTABHOTO
peHJIepUHTa.

IIK-5. Cnocoben

U TEXHOJIOTUH AJIs
OCO3HaBasi BaXXHOCTh
CBOECH MPOEKTHOMU

JACATCIIBHOCTH Ha
IIOJIb30BaTEIIeH U

OCYILECTBIISATh BBIOOP
MaTepHUaJIOB, UHCTPYMEHTOB

OKPYKaIOIIYI0 Cpeny;

pcain3anuu CBOUX IIPOCKTOB,

BO3JICHCTBUS PE3YJIbTATOB

KajennapHo-reMaTu4ecKHil IVIAH JIEKIIHOHHBIX M CEMHUHAPCKUX (IPAKTHYECKHX,

J1a00paTOPHBIX) 3aHATHIA

Ne | Heneas

Ha3zBanune TeMbl

KoJsmnuyecTBo 4acoB

Banabl

Jlexkuus

nmabopaTopHoOe JIeK

1a0

1-monynn

1 | 1Hen

Jlex: Beenenue B IUCHUILIUHY 2

JIa0: Co3ganme 0a30BBIX
CIIPalTOB B TpadudeckoM
penakTope

2 0,83

0,55

2 | 2mHen

Jlex: IIporpamMHoOe oOecnieueHue
Juist paboTsl ¢ 2D rpadukoit

Jla6: PaboTa ¢ BEKTOpHOIA
rpaduxoii

2 0,83

0,55

3 | 3Hen

Jlex: OcHOBBI IByXMEpHOU
rpaduxu (2D)

JIaG: Anumanus cnpaiitoB B 2D
urpe

2 0,83

0,55

4 | 4uen

Jlex: 2D rpaduka s urp
Jla6: TainoBas kapta s 2D urp

2 0,83

0,55




5 Hen

Jlex: OCHOBBI TpEeXMEPHOUH
rpaduku (3D)

JIa6: Co3nanue napaniakca st
2D urpsel

0,83

0,55

6 Hen

Jlex: 3D monenupoBanue u
AHUMAITUIO

JIa6: Unrterpamus 2D rpaduku B
Unity

0,83

0,55

7 Hen

Jlek: TekcrypupoBanue u
Matepuaisl B 3D

Jla6: TekctypupoBanue 2D
00BEKTOB

0,83

0,55

8 Hen

Jlek: OcBellleHUE U PEHAEPUHT B
3D

JIa6: Arumanus 2D nepcoHaxe
B Unity

0,83

0,55

HUror:

16

16

2-MOJTyJIb

1 Hen

Jlex: BBenenue B urpoBbie
IBIKKHA

JIa6: Co3manue 0a3oBoii 3D
Monen B Blender

0,83

0,55

2 Hen

Jlex: Umnopt 2D u 3D rpaduku
B UT'POBBIE JABMKKHU

Jla6: Texcrypupoanue 3D
00BEKTOB

0,83

0,55

3 Hen

Jlex: Co3nanue cueHbl U ypOBHEHN
Jla6: MonenupoBanue u
aHumarus npocroro 3D
MePCOHAXKA

0,83

0,55

4 gen

Jlex: Pa3zpabGoTtka mpocToro
npoekta (2D/3D wurpa)

Jla6: Co3nanue okpyxaroren
cpensl B 3D

0,83

0,55

5uen

JIa6: CoznaHue U MpUMEHEHUe
nieiiiepos B 3D

1,1

6 Hex

Jla6: Ummopt 3D mozeneit B
Unity

0,55

7 Hen

JIa0: OcBentenne u TeHu B 3D
CIIeHax

0,55

8 Hen

Jla6: Co3nanue mpocThIX
cnempddexron ans 3D 00beKTOB

1,1

Hroro:

20

10

10




IInan opranmzanuu CPC

Ne | Tema 3aganue npasa CPC Yackwl Onenowmie banawl | Jlureparypa Cpox
cpeacTBa caaumn
1. | Beenenue B Tema: M3ydenne ocuoB 2D u 3D rpaduku:
JUCLUIUIUHY Onucanue: CpaBaure 2D u 3D rpaduxy. Uto obmero
Y KaKhe OCHOBHBIE Pa3InyMs MEKIY HUMHU B KOHTEKCTE
pa3paboTku urp? 5 0,83 134 1 Hex
W3yunte nmpuMepbl COBPEMEHHBIX UTP, UCTIOTIB3YIOIINX
2D u 3D rpaduky. [IpuBeaurte npumepsl U 0ObICHUTE,
KaK 3TO BJIMSIET HA UTPOBOM MPOIIECC U BOCHIPUSITHE
UTPOKOM.
2. | Ilporpammuoe Tema: Co3nanue npocroro 2D nepcoHaxa.
obecrieuenne ausi | Onucanue: Vcnonb3ys moOyro 2D rpadudeckyro
pabotsl ¢ 2D nporpamMmy (Harpumep, Photoshop, GIMP), co3naiite 5 0.83 246 2 Hen
rpaduKoit IIPOCTOr0 UTPOBOTO MEPCOHAXKA C IPUMEHEHUEM ’ T
0a30BBIX TEXHUK PUCOBAHUS M TEKCTYPUPOBAHMUS.
Coxpanute ero B popmare PNG.
3. | OcHOBBI Tema: Pazpabotka 3D Mozaenu npenmera.
JIBYXMEPHOU Onucanue: B nporpamme 1ig 3D moaenupoBanus
rpaduku (2D) (Blender, Autodesk Maya) co3naiite mpocToit HTPOBOI 5 0,83 1-6 3 Hen
npenMer (Harpumep, med uin ky0). [Ipumenure
0a30Bble MaTepHalibl U TeKCTyphl. Chenaiite penaep.
4. | 2D rpaduxka mis Tema: UV-pa3BepTka u TEKCTYpHUpPOBaHUE.
urp Onucanne: Cosnaiite UV-passeptky s 3D Monenu u 5 083 1-6 4 nex
MPUMEHUTE TEKCTYpbI K Moaenu. [IpoageMoHcTpupyiite ’
pa3BEepPTKY U TEKCTYPUPOBAHHBIN OOBEKT.
5. | OcHoBBI Tema: Anumanus nepconaxa B 2D.
TPEXMEPHOU Onucanue: Co3paiiTe cipaliToBY0 aHUMaluio A 2D
5 0,83 1-6 5Hen
rpaduxu (3D) nepcoHaxa (Hanpumep, xonp0a). Coxpanure
IIOCJIEI0BATEIBHOCTD KaIPOB aHUMAIUH.
6. |3D Tema: OcBemenue u Tenu B 3D cueHe.
mozaenupoBanue u | Onucanue: Co3gaiite mpoctyro 3D ciieny ¢
aHUMAIUIO HECKOJIbKUMH 00bekTamu. HacTpoiiTe ocerienue u 5 0,83 1-6 6 Hex

TEHH, 4TOOBI MPUAATh CLIEHE PeaTUCTUYHBIA BU/I.
CoxpaHuTe peHAep CLECHBI.




7. | TexcrypupoBanue | Tema: [TocroOpaboTka uzobpaskenus B 2D.
Y MaTepuabl B Onucanue: Co3paiite cieHy win o0bekT B 2D u
3D no6aBbTe APPEKTH MOCTOOPAOOTKH (HAIIPUMED, 5 0,83 1-6 7 Hen
pa3MbITHE, IPKOCTb, KOHTpacT). [IpencraBbre
HCXOJIHYIO U (PMHATBHYIO BEPCUIO N300payKEHHSL.
8. | Ocselenue u Tema: Auumanus 3D nepconaxa.
penzaepuHr B 3D Onucanne: Cozmaiite 6a30Byr0 aHumanuto st 3D
nepcoHaxa (Hampumep, xonp0a uinu 6er). Mcnons3yiite 5 0,83 1-6 8 Hex
MHCTPYMEHTHI pUTTHHTA ¥ aHUManuu B Blender nnu
Maya.
9. | Beenenwue B Tema: [lapamerpuueckue 00bekThI B 3D.
urpoBsie ABMKKY | Onucanmne: Co3iaiiTe mnapaMeTpUyecKuil 00BEKT
(Hampumep, AepeBbs WK 31aHUS) C BO3MOYKHOCTBIO 5 0,83 1-6 9Hen
W3MEHEHUS ero XapaKTepUCTHK (BbICOTa, (opma).
[IpuMmeHnTE K HEMY TEKCTYPHI.
10. | Ummopt 2D 1 3D | Tema: Mcnons30BaHue HopMajei U 6ami-KapT.
rpaduku B Onucanme: Co3naiiTe Win HailiuTe HOpMAJIbHbBIE U
UTPOBBIE ABMXKKH | OamMm-KapTel 11 3D 00beKTa U MPUMEHUTE UX JIJIS 5 0,83 1-6 10 Hen
no0aBIeHUs eTaau3auy nosepxHoctu. [Ipencraspre
pe3yJbTaT ¢ KapTaMH U 0e3.
11. | Co3nanme cuensl | Tema: Co3nanue urpoBoi crieHsl B 2D.
U YpOBHEl Onucanne: Co3aiiTe MONHOIICHHYIO UTPOBYIO CIIEHY B
o 5 0,83 1-6 11 Hen
2D (¢hon, nepconaxu, 00bexThl). [Ipoaymaiite
KOMIIO3UIIMIO U LIBETA.
12. | Pa3zpabotka Tema: Pabora ¢ PBR marepuanamu.
npoctoro npoekta | Onucanune: M3yunte u npumenure PBR (Physically
(2D/3D wrpa) Based Rendering) marepuanst Ha 3D o0bexTe. 5 0.83 1-6 12 Hen
[Tpumenute TekcTypbl (AUPPY3HYIO, CHEKYIIPHYIO U
HOPMAJIBHYIO).
Uror: 60 1006




1. IlocemaeMocTh M yyacTHe B 3aHAATHAX
TpeboBaHMs K MOCENIAEMOCTH JICKIIMNA U MPAKTHYECKUX 3aHATHHA
o IIpaBuna noBeneHus Ha 3aHATUAX
o ITlocnencTBust MpoITycKOB 3aHATHI 03 YBaKUTEIBHON MPUUUHBI
AkageMHYecKasi Y4eCTHOCTD U IVIaruaT
e Ormnpezaenenue miarnara u akaeMHMuecKOil HEUECTHOCTU
o llocnencTBus muarnaTta ¥ CHUChIBaHUS Ha YK3aMeHaX
Henyaiinbl 1 mTpagbl 32 0N031aHUE CO caaveid padoT
o Kpaiinue cpoku caun JOMAIIHKUX 3aJJaHUM, IPOEKTOB U APYrux paboT
o [rpadsl 3a HapyLIEHHE JIEAJIAHHOB
HoauTnka nepecaay u anesIs Ui
e YcioBus U npoueaypa nepeciayu 3K3aMeHOB U 3a4ETOB
o IIpaBuna nogayu aneyusiLUi Ha OLEHKH
Hcnonb30BaHue raaxeToB Ha 3aHATUAX

o Pazpemenne nim 3anper UCIOIB30BaHUS TEIe(HOHOB, HOYTOYKOB U APYTUX YCTPOMCTB HA

JCKITHSIX
6. IlpaBuia opopmiaeHus padoT U CCHIIIOK

e TpebGoBanus K 0POPMICHHUIO MUCbMEHHBIX PA0OT, IUTHPOBAHUIO U CIIMCKY JIUTEPATYPhI

KOHchIbTaIII/II/I u O(l)]/ICHbIe Yachbl IpenoaaBaTesis

Fpa(bm( KOHCYJ'ILTaI_II/Iﬁ H YacChbl ITprueMa IipernoaaBareysd 4Jis1 MHAUBUAYaJIbHBIX
KoHCybTanui u npuema CPC.
https://www.oshsu.kg/storage/uploads/files/21684124788ilovepdf _merged (1).pdf

HeKJ’IapaI_II/ISI 00 aKaﬂCMHqCCKOﬁ YCCTHOCTH: CTy,Z[CHTBI, npoxoadmue 5TOT KypcC, JOJIZKHBI

MoJaTh JEKJapaluio, TPeOYyIIIy0 OT HUX COONIOAATh MOJUTHKY YHHUBEPCUTETA B OTHOILICHUU
akagemuueckoi yectHocTH. Ilonmoskenue «Opranuzamnus oopasoBarenbHoro mpouecca B Oml Yy

A-2024-0001, 2024.01.03.2024

bannet 3a kypc cocmosm us (100 6asnos):

1-monyns - 30 6amtoB 2-monyns — 30 6aymioB

Nel Tekymuii KOHTPOIIb. ............. Ne3 Texymuii KOHTPOIIb ...........
Ne2 Texkymuii KOHTPOTIb................ Ne4 texymnii KOHTPOIIb..............
Nel pyOekHBIH KOHTPOJIb.............. Ne2 pyOekHBIN KOHTPOIIb............

Hrorossrii dx3ameH — 40 0auios

(ucnonv3ytime NOIHYIO CCHLIKY U YKAXCUMe, 20€ MONCHO NOLYHUMb OOCMYN K
meKcmam/mamepuanam)

DJIeKTPOHHbIE
pycypcel Caiit: https://www.blender.org

Caiit: https://cgsociety.org

Caiir: https://www.gamedev.net



https://www.blender.org/
https://cgsociety.org/
https://www.gamedev.net/

DJIeKTPOHHBIE

1. Blender for Dummies

yueouuK AsTop: Jason van Gumster
2. Real-Time Rendering
Astopsr: Tomas Akenine-Moller, Eric Haines, Naty Hoffman
3. Mastering Autodesk Maya 2020
Astop: Todd Palamar
4. The Art of 3D Computer Animation and Effects
Agrtop: Isaac Kerlow
5. Photoshop for Game Artists
Astop: Sherry London
JlabopaTopHbIe
pusmyeckue Caiir: https:/polycount.com
pecypcbl
Caiit: https://docs.unrealengine.com
Blender Guru
Cebuika: https://www.youtube.com/user/AndrewPPrice
Gleb Alexandrov
Cebuika: https://www.youtube.com/user/GlebAlexandrov
CrnenuajanHoe Unity
nmporpaMmmMHoe
odecrneueHue
HopmatusHo- https://unity.com/ru/unity-hub

NMPaBOBbLIC AKTbI

Y4eOHuKHn
(ombmoTeKA)

1. Blender for Dummies

Astop: Jason van Gumster

2. Real-Time Rendering

Artopsl: Tomas Akenine-Moller, Eric Haines, Naty Hoffman
3. Mastering Autodesk Maya 2020

Artop: Todd Palamar

4. The Art of 3D Computer Animation and Effects

Agtop: Isaac Kerlow

5. Photoshop for Game Artists

Astop: Sherry London
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https://www.youtube.com/user/AndrewPPrice
https://www.youtube.com/user/GlebAlexandrov

