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1. ObWAA XAPAKTEPUCTUKA TNMPOIPAMMBbI

LLENTb: OcBOUTL METOAbI (HOTOPEaNUCTUYHOM BU3Yyanu3auumn apxXuTeKTYpHOI cpeabl
(MHTEpbEPOB 1 3KCTEPLEPOB), 03HAKOMUTLCS € paboToii Bu3yanmsatopa VRay, U3yunTb
HacTpOMKK ANs co3faHus MaTepuanos VRay, HayumTbcs paboTaTb C HEKOTOPLIMU MOME3HLIMM
cKpunTamu 1 nnarvHamu gns nporpaMmsl 3DS Max.

KATEIFOPUA CNYLIATENEW: ApXuTeKTOpbI, An3aiiHepsl.
CPOK OBYYEHWMA: 72 yaca, 1.5 mecaua

®OPMA OBYUEHWA: OuHan

OCHOBA OBYUYEHWA: Kommepueckas.

PEXUM 3AHATWUM: no 4 yaca B AeHb

OJOKYMEHT Ob OBPA30OBAHWW: yaocTtoBepeHue

2. HAVUMEHOBAHWE TEM 3AHATUIN N X COOEPXXAHUE.

1. OcHogHble noHsTYs BU3yanu3auuu. o4
2. [nobanbHoe ocBeLleHme. 4
3. MogenupoBaHue NOMELLEHWIA. 4
4. TlpaBuUNbHOE TEKCTYPUPOBAHUE CLEHDI. 4
5.  AHTUanuacuHr (crnaxusaHue). 4
6. KOHBEHLUWOHHOE OCBELLEHME CLIEH. 4
7. OcBelleHNe NHTepbepa. 4
8. PaboTa c MHOro MOJIMroOHa/bHBLIMU 0ObEKTAMMU. 4
9. ®usmyeckad MofeNib NOCTAHOBKWN CBETA B 3KCTEpbepe. 4
10. Pu3nyeckas Mofenb NOCTAaHOBKM CBETA B MHTepbepe. 4
1. Co3gaHve maTepuanos. 4
12. Ctunu Busyanmsauymm 3D CLeH. 4
13. VRayPhysicalCamera (Pu3nyeckas Kamepa). 4
14. Pa6oTa c 3th(peKTOM KayCTUKMU. 4
15. VRayOverideMtl (cneunanbHblii MaTepuan). 4
16. VRay athhekTbl. o 4
17. MocTobpaboTKa 1306paxkeHNs. 4
18. AHMMauua Kamepsbl. 4

Tema 1. OCHOBHbIE NOHATUA BU3yanumsayun.

OCHOBHbIE NOHATUA BU3yanu3saLnu.

CucteMHble TpeboBaHuMA.

HacTpoiikn (MHanbHOro n306paXkeHuns.

CtyauiiHaa (npeameTHas) Busyanusauyma. PeHgepuHr ¢ nomowbio CPU, GPU.



Tema 2. FnobanbHOEe OCBELLEHME.

3HaKoMCTBO rno6anbHbIM OCBELLEHMEM.

MpumeHeHne VRay RT ana 6bICTPOil HACTPOIiKKM CBeTa.
HacTpoiika 6a30BbiXx VRay MaTepuanos.

Tema 3. MogennpoBaHue NOMeLLEHNNA.
MogennpoBaHve CTeH NOMELLEeHNI No YepTexam.
CospaHue KoBpa u nokpbiBana ¢ nomowbio VRay Fur.

Tema 4. lNpaBUNbHOE TEKCTYPUPOBaHNE CLEHDI.
MpaBunbHOE TEKCTYPUPOBAHME CLEHbI.

MnarnH gna TekcTypupoBaHma MultiTexture.
Mcnonb3oBaHue ckpunta Floor Generator..

Tema 5. AHTHannacuHr (crnaxmsaHue).

no6anbHOe ocBeLLeHue.

AHTHanuMacuHr (crnaxusaHue).

MpumeHeHne VRayDisplacementMod fans co3faHus 06beMHbIX M306paXKeHWA.

Tema 6. KOHBEHLLIMOHHOE OCBeLLEHWME CLIEH.

MpocToil MeTo NOCTaHOBKM CBeTa.

Mpumepbl NPaBUILHOTO U HE NPAaBU/IbHOTO OCBEeLLEeHUS CLEHbI.
[ HeBHOe oCBeLleHMe 3KCTepbepa.

Tema 7. OcBeleHVe UHTepPbepa.
[HeBHOe OCBeLLeHNe UHTepbepa.
BeuepHee ocBelleHNe UHTepbepa.
IES uctouHmnkn ceera.

Particle Systems (cuctema yacTtuu).

Tema 8. PaboTa ¢ MHOro NOAMroHanbHbIMN 00BbEKTAMM.

[obaBneHne B CLeHY pacTUTENbHbIX 3/IEMEHTOB (A4epeBbs, TpaBa) C UCNO/Ib30BAHMNEM
VRayProxy.

HacTpolika 3agHero thoHa naHawadgra.

PaboTa c nnarMHamu u cCKpuntTamu Ana co3faHus 3NeMeHTOB 3KCTepbepa.

Tema 9. du3snyeckan mMoaesib NOCTAHOBKU CBETA B 3KCTEpPbepe.

dun3mkKa ceeta B VRay.

®unsnyeckad Mofesib MOCTaHOBKM CBETa B 3KCTEPbEPE.

Akcnosuumna B VRayPhysicalCamera.

Color Mapping, nuHeliHoe npeo6pa3oBaHue LBETOBOr0 AunanasoHa v npeobpasoBaHue
meTofy PeliHxapga..

Tema 10. dun3nyeckas mMofesib NOCTAHOBKWM CBeTa B MHTepbepe.
dun3nyeckas MoLenb NOCTAHOBKM CBETA B U UHTEPbLEpE.
MmuTayma pasivyHbiX TUNOB UCTOYHMKOB CBeTa.

Tema 11. Co3faHne maTepuanos.
Co3fgaHne KOMMNO3UTHbIX matepuanos VRay.

MogudgukaTop cloth.

Tema 12. Ctnnum Busyanmnsaumm 3D cugeH.



Ctunu Busyanumsaummn 3D cueH.
OcselleHne 3KcTepbepa ¢ NOMOLLbLIO TexHosorum HDR.
Wcnonb3oBaHue nHCTpymMeHTa Batch Render gng nmocnefosaTenibHOro peHaepa Kamep.

Tema 13. VRayPhysicalCamera (®usmnyeckas kamepa).
HacTpoiika rny6uHbl peskoctn B VRayPhysicalCamera.
WcTopusa peHgepos B VRay Frame Buffer.

Tema 14. Pa6oTa ¢ 3(h(heKTOM KayCTUKMU.

Pa6oTa ¢ a(hpeKTOM KayCTUKN.

Mogenb 3aTeHeHna Ambient occlusion.

VRay Frame Buffer kak cpefcTBO KOPPeKTUPOBKU N306paXxeHus.

Tema 15. VRayOverideMtl (cneunanbHblii matepuan).
VRayOverideMtl - nogMmeHa CBOINCTB CBeTa.
CospaHune cnoxHolx VRay marepuanos.

Tema 16. VRay apeKThbl.
VRay aheKTbl.
Mopgyne MassFX guHaMmuka TBepabix Ten.

Tema 17. MNMocTobpaboTKa N306paXKeHUs.
PeHaep no cnosm.
MocTo6paboTKa N306paxXeHNs..

Tema 18. AHMMaLNA Kamepbl.
AHUMaLMA KaMepbl.

Co3pgaHue BMAeOpOaMKa AN Npe3eHTauuu.
CeTeBOW peHAep CLEH..

3. METOOANYECKWME PEKOMEHAALINW

B pe3ynbTaTe 00y4yeHMsa cnyliaTenn oBnajeBaldT HaBblKamu paboTbl B nporpamme 3DS
Max, ocBaMBalOT METOAbl MOCTPOEHUSA  3KCTEPLEPOB U  WHTEPbepOB, OCYLLECTB/AA
(hoTOpeaIMCTUYHYIO BU3yann3auunio MNpoeKTUpyemblX 0O0bEKTOB. M3yyaloT pas3/iMyHble MeTOoAbl
MOCTaHOBKWM OCBELLEHUSA N UMUTALUMN PA3IUYHBIX WMCTOYHWKOB CBETA.

4, KOHTPO/JIbHbIE SAAAHWNA
KoHTponb ocyuiectsnseTca B hopMe KOMMIEKCHOTO TECTUPOBAHMA MO NPOAAeHHbIM TeMam.
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