26.

27.

28.

29.

N TOoroBeie KOHTPOJILHBIE BOMPOCHI MO JUCIUILINHE
KoMIproTepHOM aHMMAaILuU

[Ipoananu3upyiite KJitoueBble MPUHIUIIBI AaHUMAIMH U O0BICHUTE, KaK Ka)IbIi U3 HUX
BJIMSIET HA PEATTUCTUYHOCTD JIBUKEHUS.

CpaBHUTE TPAJULIMOHHYIO U KOMIIBIOTEPHYIO aHUMALIMIO C TOUKH 3PEHUS TEXHOJIOTUU U
BBIPA3UTEIbHOCTH.

OO0bsicHUTE HBOJIIOLIUIO KOMITBIOTEPHOM aHUMAIUK U €€ CBS3b C Pa3BUTHEM
BBIYMCIIUTEIIbHBIX TEXHOJIOTUM.

O6ocHyiiTe poib KOMIBIOTEPHON aHUMALIUK B COBPEMEHHBIX HAYYHBIX M HHKEHEPHBIX
3a/1a4ax.

CpaBHuTe 061acTH IPUMEHEHUsI aHUMAaIUK (UTPbl, KUHO, METUIIMHA) U BBISIBUTE
pasnuuus TpeOoBaHUI.

[Ipoananu3upyiite pazanuus mexay 2D u 3D aHuManueil ¢ TOUKu 3peHus
BBIYMCIIUTEIIBHOM CIIOKHOCTH.

OnuiuTe anropuT™ MNOKaJApoBON aHUMAUMU ¢ UHTEPIOJSALUEH.

[Ipoananu3upyiite NpuMeHEeHNE PPaKTATBHON rpadKy B aHUMAIIHH.

Cpasuure 1BetoBblie Mojieau RGB u HSV ¢ Touku 3peHust anumanuu.

. OObscHUTE BIMSHUE LIBETA HA BOCIIPUSATHE JIBUKEHUSI.

. Ouenure BnusHue coBpeMeHHbIX Texnonoruit (GPU, Al) Ha pazButHe aHMMaIUu.
. OOBsicHUTE MaTeMaTUYECKYI0 OCHOBY KJIHOUEBBIX KaJpOB U HHTEPIOJISILINN.

. CpaBHUTE JIMHENHYIO U HETMHEWHYIO UHTEPIIOJIALIUIO.

. O6ocHyiiTe BBIOOp THIIA UHTEPIIOJIALUY [Tl Pa3JIMYHbIX CLICH.

. [Ipoananu3upyiTe BIUsSHAE TAHMHUHIA HA BOCIPUATHE JIBUKCHUS.

. O0BscHUTE, Kak storyboard BiIMseT Ha Ka4eCTBO aHUMAIIHH.

. PazpaboraiiTe cTpyKTypy ClieHapus AJi1 aHUMAI[MOHHOTO POJIMKA.

. IIpoananusupyiite sTansl CO31aHNUs aHUMALUU C TOUYKH 3PEHUS ONTHUMU3ALINH.
. CpaBHUTE pa3Hble CIIOCOOBI YIPaBIEHUS IBHKEHUEM OOBEKTOB.

. OOBsicHUTE MaTeMaTHYECKUIl CMBICT KpUBBIX be3sbe.

. CpaBuute Bezier u Spline ¢ Touku 3peHusi THOKOCTH yIpaBIEHUS.

. O6ocHyiiTe NpUMEHEeHNE CIIJIaifHOB B aHUMAIMH IEPCOHAXKEH.

. I[Ipoananusupyiite BnusiHue easing-¢QyHKIU.

. OOBsiCHUTE MPUHIIMIT YCKOPEHUS U 3aMEJICHUS IBHOKEHUS.

. IIpoananusupyiite npenmyiiecTsa U HeAocTaTKu TexHonoruu Motion Capture,

YUUTBIBAs TaKHE MapaMeTphl, KAK TOYHOCTh JBHXKEHUS, CTOUMOCTh 00OPYA0BaHUS,
CJIO)KHOCTH 00pa0OTKM JaHHBIX U OTPAHUYCHUS TP CO3TAHUU CIIOKHBIX CIIEH.
[TpuBeuTe NpUMEpPHI IPUMEHEHHUS.

CpaBaute Motion Capture u pyunyto (keyframe) anumariuo mo cieyronmum
KPUTEPHSIM: TOUHOCTh, PEATUCTUYHOCTh, CTOUMOCTD, TPY/A03aTPaThl U THOKOCTH
penaktupoBanus. CaenaiTe BEIBOM, B KAKUX CITYYasX MPEANOUTHTEIICH KaX bl METO/I.
OO6mwsacuute orpannuenuss Motion Capture npu cozganun paHTaCTHUECKUX WIIH
HEpeaJTMCTUYHBIX NepCOHaXKeN (Harmpumep, CylIecTB C HEOOBIYHON aHATOMUEHN) U
IPEUIOKUTE CIIOCOOBI UX MPEOI0JICHUS.

[Tpoananusupyiite nonHelil npomecc 00padoTku AaHHbIX Motion Capture: 3axBaT
JIBYDKEHUS, OUMCTKA aHHBIX (noise reduction), peTapreTuHr, HHTErpalys B
aAHUMAIMOHHYIO clieHy. OOBSCHUTE POJIb KaXKIOrOo dTarna.

Cpasuaure Morphing u Motion Capture ¢ TOUKH 3peHHs IPUHIUIIA PA0OThI, 00JIACTH
NPUMEHEHHS ¥ BU3YaIbHOTO pe3yabTara. [IpuBennTe nmpruMepsl NCTIOIE30BaHMS KaKIOH
TEXHOJIOTHH.
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Ob6ocnyiite Bb1OOp TexHonoruu (MoCap, pydHas aHuMaIus, Ipore ypHast aHuMarus)
JUISL pa3HbIX o0JacTel: KUHO, BUACOUTPHI U peKiiaMa. YUuThIBaiiTe TpeOOBaHUS K
PEATMCTUYHOCTH, CKOPOCTH IIPOU3BOACTBA U HUHTEPAKTUBHOCTH.

O0BsicauTe poiib Bu3yalnbHbIX 3P dektoB (VFX) B coBpeMeHHON MHIYyCTpUHU (KMHO,
UT'PBI, PEKJIaMa) U IPOAHATU3UPYNUTE, KAK OHU BIIMSAIOT HA BOCIIPUATHUE 3PUTENS U
PEATMCTUYHOCTH CLICHBI.

[Tpoananu3upyiiTe OCHOBHBIE JTAIbI CO3[aHUs BU3YaJIbHBIX A((PEKTOB: MOICIUPOBAHUE,
CUMYJISIUS, aHUMALIUS, PEHIEPUHT, KOMIIO3UTUHT. OOBSICHUTE B3aUMOCBS3b MEKIY
ATalaMHU.

Cpaaute 2D u 3D BusyanbHbie 3QGEKTHI 1O CICTYIONTUM KPUTEPHUSIM: PEATUCTHIHOCTD,
BBIYUCIUTENbHAS CJI0XKHOCTh, CTOMMOCTh IIPOU3BOACTBA M 00JIACTH IPUMEHEHHUS.
OObsicHUTE TTPOLIECC KOMITIO3UTHHTA, BKIIIOUasi paboTy CO CIOSIMU, MacKaMu U
LIBETOKOPPEKLUEH, ¥ TPOAHAIU3UPYUTE €ro posib B 00bEIMHEHUH BCEX DIIEMEHTOB
CIICHBI.

[Tpoananusupyiite BIusHUE PEHAEPUHTa HA KAUECTBO UTOTOBOM CLIEHBI, YUUThIBAsI
OCBEILIEHUE, TEHU, OTPAKEHUS U HU3NYECKU KOPPEKTHBIE MOJIEH CBETA.

CpaBHuTe nonyJsspHble IpOrpaMMHbIE HHCTPYMEHTHI i1 co3aanus VFX (Hanpumep,
Blender, Autodesk Maya, Houdini, Adobe After Effects) no ¢pynkimonaisHocTH,
CJI0KHOCTU OCBOEHUS M 00JIaCTH NPUMEHEHUS.

Ouenute ponb VFX B JOCTH)XEHUU PEATUCTHUHOCTH (PUITbMA, IPUBEIUTE IPUMEPHI
CIICH, TJI¢ BU3YyaJIbHbIC 3 PEKTHI UTPAIOT KIFOYEBYIO POJIb, M OOBSICHUTE, KAKHE
TEXHOJIOTHUH UCTIONb3YIOTCS.

O0bsicuute ocHOBHBIE orpannueHus VFX TexHonorui, BKIto4as BHIYUCTUTEIbHBIC
pecypcbl, BpeMs peHAEPUHTa, CII0KHOCTh CUMYJISIIIUI U YelloBeUecKuil pakTop, u
IPEJJIOAKUTE BOSMOXKHBIE ITyTH UX MPEOJI0JICHUS.

[Tpoananu3upyiiTe METOABI T€HEPALUU YaCTHUIl (IMUTTEPHI, CTydaifHOE pacmpeiesieHue,
HaIpaBJIEHHbIE TOTOKN) U OOBSICHUTE, B KAKHUX CITydasixX HUCIOIb3YEeTCs KaXK bl U3 HUX.
Ob6ocHyiiTe BbIOOp MapaMeTpoB MPU MOJEIMPOBAHUH OTHS (CKOPOCTb YaCTHII,
TeMIlepaTypa, IBET, TypOyJIEHTHOCTh) U OOBSCHUTE, KaK OHM BJIMSIIOT HA BU3YaTIbHBIN
pe3yJbTar.

CpaBHUTE OCHOBHBIE METO/IbI CUMYJISILIMU AbIMA (CETOUHbIE U YACTUYHBIE), YKa3aB X
MIPEUMYILECTBA U HEJIOCTATKUA B AaHUMAIlUH.

OOBbsicCHUTE ANTOPUTM MOJEIIUPOBAHUS TOK/S, BKIIOYAsi FTEHEPalMIO Karelb, UX
JBUKEHUE O] IEUCTBUEM I'PABUTALIMK U B3aUMOJECHCTBUE C TOBEPXHOCTSMHU.
[Ipoananu3upyiTe IpoIecc CUMYIISIIMN B3PHIBOB U OOBSICHUTE, KAKUE IMapaMeTphl
(1aBI€HUE, CKOPOCTh, YACTHIIBI) ONPEAEISAIOT PEATUCTUYHOCTD I deKTa.

OO0bsicHUTE HEOOXOJUMOCTh ONITUMHU3AIIMY B CUCTEMAaX YacTULl U TIPUBEIUTE IPUMEDBI,
KaK MOXXHO YMEHBIIIUTh HArpy3Ky Ha CUCTeMYy 0€3 CHIILHOU MOTepy KayecTBa.
OO6bsicHuTe (PU3MUECKYIO MOJIENb TBEPABIX TEJ B AHUMALlUU U KaKHe MapaMeTpsl (Macca,
CUJIa, YCKOPEHHE) YUUTHIBAIOTCS P ABIKCHUU.

CpaBHHUTE KHHEMATUKY U JUHAMUKY, TPUBES IPUMEDP UX TPUMEHEHUS B aHUMAITHH
nepcoHa)xka Win 00bEeKTa.

[Ipoananu3upyiTe METOABI pacueTa CTOJIKHOBEHUH (TTPOCTHIE M TOYHBIC) U OOBSICHUTE,
KOI'/1a UCTIOJIb3YIOTCS Pa3HbIE TIOXOBI.

O6ocHyiiTe ncnosb30BaHne GU3NUECKUX IBUKKOB (physics engines) B urpax u
aHMMallMM, YKa3aB UX MPEeUMYIIECTBA.

OO0®bsicHUTE, KaK Crjla U Macca BIMAIOT Ha ABM)KEHHE 00BEKTa, ¥ MPUBEAUTE IIPUMEp U3
aHUMAIINH.

CpaBHUTE peaTUCTUYHYIO (PU3UKY U YIIPOIIEHHYIO, OOBSICHUB, B KAKUX CIydasx
UCIIOJIB3YETCS KaXKasi U3 HHX.

[Tpoananu3upyiiTe TUMUYHBIEC OITHOKU MOJEIUPOBAHUS (HATIPUMED, TepeceUeHUE
00BEKTOB, HECTAOUIBHOCTD) M CITOCOOBI UX UCIPABIICHHUS.
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[Tpoananu3upyiiTe MBIIEYHBII KOHTPOJIb B AHUMAIMH U OOBACHUTE, KaK OH BIMSET HA
PEATMCTUYHOCTH JIBHKEHUS TIEPCOHAXKA.

OO0ocHyiiTe poJIb SMOIUI B AHUMAIIUU U TIPUBEIUTE MPUMEDP, KaK OHO U TO KE
JBUKEHHE MEHSETCS B 3aBUCHUMOCTH OT 3MOIIMOHAIBLHOTO COCTOSHUSI.

CpaBHUTE peATHCTUYHOE U CTHIIM30BAHHOE JIBUKCHHE, YKa3aB UX OCOOEHHOCTH U
o0JyacTu MPUMEHEHHUS.

OOBbsicHUTE, UTO TAKOE BBIPA3UTEIbHOCTD JBUKEHUS U KaKHE ITapaMeTphl (CKOPOCTh,
aMIUINTY/1a, T103a) Ha HeE BIIUAIOT.

[Tpoanamm3upyiite npuHun squash and stretch u 00bsICHUTE, KAaK OH UCIIOJIB3YETCS JIS
nepesavyn Beca u THOKOCTH 0ObEKTa.

OOBscHUTE TPUHIMI anticipation ¥ IPUBEAUTE PUMEP €Tr0 UCIOIH30BAHUS B AHUMAITUH.
[Tpoananuzupyiite npuniun follow through n 06bsicHUTE, Kak OH JenaeT ABUKEHUE
0oJj1€€ €CTECTBEHHBIM.

OO0ocHyliTe co3laHre JBMKEHUS YeI0BEKa B aHUMAIlMH C y4eToM OaraHca, ¢a3
JIBUKCHUS M ICHTPA TSHKECTH.

OO0bsicnuTe HU3NIECKHE OCHOBBI THOKUX TEJI M Ye€M OHU OTJIMYAIOTCS OT TBEPIBIX TEI.
CpaBHUTE MOBEICHUE TBEPABIX M THOKUX TEJN MPHU B3aUMOJICHCTBUU C BHEIIHUMU
CHJIaMH.

[Tpoananuszupyiite Mmeroas! cloth simulation u 06bsicHUTE, KaK MOJIEIUPYETCS MMOBEACHHE
TKaHH.

OObsicHUTe, KaK TKaHb B3aUMOJICHCTBYET C IPYTUMHU 00bEKTaMH (CTOJKHOBEHUS, TPEHUE,
nedopmarus).

[Ipoananusupyiite poiss shading nmpu 0TOOpa’keHUHM TKAHU M €r0 BIUSHUE HAa BU3YaJIbHOE
BOCTIpUATHE.

OO6ocHyiiTe mpenMyIecTBa UCI0JIb30BaHUS THOKMX MOJIeIe B aHUMalluu (Harpumep,
OJICK/1a, BOJIOCHI).

OOBsacHUTE (PU3NYECKHE OCHOBBI JIBUKEHHUS )KUIKOCTEH B KOMIIBIOTEPHOW aHUMAIUH,
BKITIOYAst ypaBHEHHS COXPAaHEHHSI MACChl M UMITYJIbCa, M IPOAHATU3UPYITE BIHSHHAC
BSI3KOCTH U JABJICHUS HA MOBE/IEHUE NMOTOKA B PA3IMUHBIX YCIOBHSX (JJAaMMHApHOE U
TypOyJEHTHOE TE€UEHUE).

[Tpoananu3upyiite MaTeMaTHYECKHE MOJIENIM CUMYJISLIMY JIbIMa, CPAaBHUB MOAXO0/IbI Ha
ocHoBe ceTok (Eulerian) n wactun (Lagrangian), u o6ocHyiTe BEIOOp MOJIE€H 171 3a7a4
peasgbHOro BpeMEHH U KuHeMarorpaduueckon BU3yaan3alyi.

CpaBuuTte Meto bl cuMyJsinmu sxunkocrteit (Eulerian, Lagrangian, Hybrid — FLIP/PIC)
[0 KPUTEPHSIM TOYHOCTH, YCTOMYMBOCTH, BEIUMCIIUTEIBHON CI0XKHOCTU M TPUTOTHOCTH
JUTSL PA3ITMYHBIX TUITOB aHUMAIIMOHHBIX TIPOEKTOB.

OOBscHUTE POJIb PEHCPUHTA IPU BU3YyaIU3alMU )KUIKOCTEH U ra3oB, IPOAHATU3HPOBAB
BIIMSTHUE MOJIeNIel OCBEILEeHHS (paccesiHue, MOTJIOUIEHIE) U CPAaBHUB METO/IbI
rasterization ¥ ray tracing ¢ TOUYKH 3pEHHS PEATUCTUYHOCTH U MIPOU3BOAUTEIIHOCTH.
[Tpoananusupyiite BIusiHUE IapaMeTPOB BUPTYyaIbHOU KaMephl (yroa 0030pa, riryOruHa
PE3KOCTH, IBUKEHUE KaMephl) Ha BOCIIPUATHE CKOPOCTH, MaciiTaba U peaTucTUYHOCTH
AQHMMAIIMH JKUJAKOCTEH U IbIMa, IPUBE/IS KOHKPETHBIE TIPUMEPBHI.

[Tpoananusupyiite MmeTobl penaktupoBanus aBmwkeHus (keyframe editing, motion
blending, motion retargeting) u oOBACHUTE, KaK OHU BIUSIOT Ha COXpaHEeHUE (PU3NIECKON
PaBJOIN0I00HOCTH IBUKEHHUS IEPCOHAXKA.

OO0bsicHuTe OHATHE timing B KOMIBIOTEPHON aHUMAILIUU KaK (PYHKIIMIO BPEMEHU U
JIBYDKEHUS, U IPOAHATIM3UPYUTE €ro BIMSHUE Ha BOCIIPUSTHE MAacChl, UHEPIIUH U
XapakTepa 00beKTa.

Ob6ocHyiiTe He0OX0AUMOCTh pa30UeHUS ABMKEHUS Ha (a3bl (HapuMep, MUK X060bI),
OTHCaB CTPYKTYPY (a3 u 0ObSICHUB UX CBSA3h C OMOMEXAHUKON U PEATMCTUIHOCTHIO
aHMMAaLUH.
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ITpoananusupyiite apxurekrypy cucreM ynpasienus nasuxenueM (FK u IK), cpaBHuB nx
C TOYKH 3pEHMsI BBIUMCIIUTENILHON CII0)KHOCTH, TOYHOCTHU M y100CTBa YIPaBJICHUS B
AHMMAalWH IIEPCOHAKEM.

OO0mbsacHuTe npouecc purruHra 3D-nepcoHaka, BKIOYasi IOCTPOCHUE CKEJeTa,
HACTPOIKY nedopMaliiii ¥ BECOB BEPIIHH, U MPOAHATU3UPYNUTE, KAK KAUECTBO PUTTUHTA
BIIMSIET HA UTOTOBYIO aHUMALUIO.

[Tpoananu3upyiite MeTOIbI OAIAHCHPOBKY IEPCOHAKA B AHUMAIIHH, BKIIIOYast
yIpaBJIeHUE LIEHTPOM Macc U ONOPHOM IUIOIIAbI0, U OOBSICHUTE, KaK 00ecrieunBaeTCs
YCTOMYMBOCTb IIPU JBUKECHUH.

Onenure orpaHuyeHHs GU3NYECKON CUMYJISLUHM B KOMIIBIOTEPHON aHUMAIMH, BKIIKOYast
YHCJICHHBIE OITMOKH, OTPaHUYEHUS IPOU3BOJUTEIBHOCTH U YIPOLICHHUS MOJICIIEH, 1
IPEJIOKUTE CIOCOOBI UX KOMIIEHCALUH.

OO0BscHUTE TOHATHE timing B KOMIBIOTEPHOW aHUMAIIUHN U IPOaHATH3UPYNHTE, KaK
U3MEHEHHE CKOPOCTH JIBUKEHHUS BIMAET Ha BOCIIPUATHE BECa U XapaKkTepa 00beKTa.
IIpuBenure mpumep.

CpaBHuTE OBICTPBIN M MEAJICHHBIH timing B aHUMalUU U 00BACHUTE, KAaK OHU
MCIOJIb3YIOTCS ISl IEpeJauy Pa3IMUHbIX IMOLUN U COCTOSTHUNA NTEPCOHAXA.
[Tpoananu3upyite THIIMYHYIO OIIMOKY HEPAaBUIBHOIO timing B aHUMAIUK (Hanpumep,
pe3Koe Havyajo WM OCTAaHOBKA JABIIKEHHS ) U TIPEIUIOKHUTE CIIOCO0 €€ MCIIpaBIICHUs C
MOMOIIBIO easing.

OOBsicHUTE OCHOBHBIE BO3MOXKHOCTH TporpaMmsbl Blender n mpoananusupyiite, Kakue
JTarbl CO3JaHNs aHUMAIMM MO>KHO PEeaIM30BaTh B 3TOM cpene (MoJaeIupoBaHue,
aHUMaIUsl, pEHAECPUHT U Ap.).

[Tpoananusupyiite npouecc cozgaHus NpocToii annumanuu B Blender (nampumep,
JBIKEHHE 00BbEKTa ¢ UCTIOb30BaHueM keyframes) u 00bscHUTE poiib timeline u rpad-
penakropa.

Cpasnute Bo3moxHocTu Blender ¢ npyrumu nporpammamu (Hanpumep, Maya wiun
Houdini) ¢ Touku 3peHus QyHKIIMOHAIBHOCTH, Y100CTBa U 001aCTH IPUMEHEHUS.
CpaBHUTE pacTpOBYIO, BEKTOPHYIO U (PpaKTaIbHYIO rpa@uKy M0 CAEAYIOLIUM
napameTpam: crocod mpecTaBiIeHNs H300pakeHusl, MacIITaOupyeMOCTb, KaYeCTBO U
o0yacTu MpUMEHEHHUS.

[Tpoananu3upyiite BIUsHUE SMOLMN HAa AaHUMALIUIO TIEPCOHAXKA U OOBACHUTE, KaK
M3MEHEHHUS B CKOPOCTH, aMIUIUTY/I€ U PUTME JABUKEHUSI OTPAXKaIOT pa3HbIe
HIMOLMOHANIBHBIE COCTOSHUS (HAalIpUMeEp, PafoCcTh, CTPaX, yCTAIOCTh).
[Tpoananusupyiite ocobeHHOCTH (PpaKTaNIbHON TpapuKy U OOBSICHUTE, KaK OHA
UCTIOJIb3YeTCs JUIs CO3/IaHUs PUPOIHBIX OOBEKTOB (Harpumep, rop, 001aKoB, 1€PEBHEB).
ObocHyiiTe co31aHue IBUKEHUS YeI0BEKa B aHUMAIMK ¢ y4eToM OasiaHca, a3
JBUKEHUS U LIEHTPA TAKECTH.

Onumure anropuT™ NOKaJApOBON aHUMALUU C UHTEPIIOJSALNAECH.

O6mwsacuure npuniun follow through u overlapping action u npuBenuTe npumep, rue ux
OTCYTCTBHE JIEJIa€T aHUMAIINI0 HEeCTECTBEHHOM.

Cpasuure mozens biymbepra ¢ TpaguiMoHHON aHuMalen 1 00bICHUTE €€
MPEUMYIIECTBA U OTPAHUYEHUS MPU CO3aHUN UHTEPAKTUBHBIX [IEPCOHAXKEHN B UTPax WU
CUMYJISALUSAX.

OO0®bsicHUTE, UTO TaKOE XapaKTep MepcoHa)ka B aHUMalliy U MPOaHaTM3UpyHTe, Kak OH
IIPOSIBIISIETCS YE€PE3 ABMXKEHNUE, TI03Y U MIOBEJEHUE B PA3HBIX CUTYyaLUsX.
[Tpoananu3upyiite BO3MOXHOCTU coBpeMeHHBIX TexHosoruit (GPU, nckyccTBeHHBIN
UHTEJUIEKT, 00JIauHble BEIYUCICHHS) B KOMITBIOTEPHOIN aHUMAalUK U 00BACHUTE, KaK OHU
BJIMSIIOT Ha Ka4€CTBO, CKOPOCTh U aBTOMAaTHU3AIIMIO TPOU3BOJICTBA.

OOBsCHUTE POJIb UCKYCCTBEHHOT'O MHTEIJICKTa B aHUMALIUK (TeHepalus ABMKEHHM,
yJIy4llIeHHE KauecTBa, aBTOMaTH3alMsl IPOLIECCOB) U MPUBEANUTE IPUMEPHI €T0
IIPUMEHEHHUS.



94. TpoaHanu3upyiiTe BO3MOXKHOCTH TEXHOJIOTUH pealibHOrO BpeMeHnHu (real-time rendering)
1 00BbsIcHHTE, B Kakux chepax (urpel, VR/AR, cuMmynsmnum) oHu qaroT HanOoJibIiee
PEUMYIIECTBO.

95. CpaBHute Bo3MOXHOCTH Tpadudeckux nmporpamm Adobe Photoshop, Adobe Illustrator u
Blender no tuny rpaguku (pactpoBasi, BeKTopHasi, 3D) 1 00BsICHUTE, B KAKHUX 3a/1a4ax
UCMOJb3YyeTCsl KaXKaas U3 HUX.

96. 3anummTe ypaBHEHUE IBIKEHUsI BTOporo 3akoHa Newton's Second Law of Motion u
MOAPOOHO OOBSICHUTE €T0 (PU3HUESCKHI CMBICIT.

97. O6ocHyiiTe BoIOOp MeToaa Pynre—KyTThI 4-r0 mopsiaka st MOJAEIHPOBAHUS CIIOKHBIX
JBYDKEHUH (Hampumep, B3aMMOAEHCTBUS CUIT), M CPABHUTE €ro ¢ 0oJiee MPOCThIMU
METOaMH C TOYKU 3PEHUS BEIYUCIUTENBHBIX 3aTpaT U KauecTBa pe3ysbTara.

98. OObsAcHUTE, KaK YMCIEHHbIE METO/bI, Takue Kak Pynre—Kytra, BIUsIOT Ha I1aBHOCTh U
PEATMCTUYHOCTD AHUMALIU

99. Ilpoananuzupyire, Kak MpUHIMIBI secondary action u appeal ycuianBaroT
BBIPA3UTEIHLHOCTh MIEPCOHAXKA.

100. [Ipoananu3zupyiite npouecc co3JaHus AaHUMALIMOHHOTO ITPOEKTa OT UJEH 110
(uHANBHOIO PEHJEPUHTa U 0OBICHUTE POJIb KAXKJI0T0 dTana (CLeHapHii, packajpoBKa,
aHUMaLUs, PEHIEPUHT).

101. Cpasnure xiroueByro (keyframe) aHumanuro 1 IpoueaypHyO aHUMAIIHIO, YKa3aB
UX IPEUMYLIECTBA, HEJOCTATKU U 001aCTH IPUMEHEHHUS.

102. Oo6mwsacuute ponb kKpuBbiX (Graph Editor) B ynpaBinennu nBmxeHneM 00beKTa 1
IpoaHaIU3UPYyHTE, Kak U3MEHEHUE (POPMbI KPUBOH BIMSIET HA CKOPOCTD U IJIABHOCTb
aHMMAaIUH.

103. [Tpoananu3upyiite BIUsHUE OCBEILEHHS U KaMepbl HAa BOCIIPUATHE
AHMMALMOHHOM CIEHBI U OOBSICHUTE, KAK OHU ITOMOTAI0T YCHUIIUThH BBIPA3UTEIHHOCTD.

104. Ob6ocHyiiTe He00X0AUMOCTh ONTUMH3ALNN aHUMAIIUHU B PEaIbHOM BPEMEHH
(HarpuMmep, B UTpax) U NPeAJIOKUTE CIOCOObI CHU)KEHUSI Harpy3Ku 0€3 MoTepy KauecTna.



