Raqamli yoritish va vizualizatsiya fanidan yakuniy nazorat savollari

. Yoritish jarayoni
. Uch nugqtali yoritish sxemasi.
. Soyalar

. Nurning xossalari
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2

3

4

5. Suratga olish texnikasi.
6. Portret, reportaj, insho, filmning foto va video suratga olish.

7. Rang. Rassomlikdan raqamli san'atgacha

8. Kamera balandligi, linza burchagi va kamera masofasi. Masshtab
9. Rang balansi. Ekspozitsiya

10.Ramka chegaralari va mutanosiblik printsipi

11.Kompozitsiya va sahnalashtirish

12.Ufq chizig'i va kamera balandligi kompozitsiya elementlari sifatida
13.Materiallar va vizualizatsiya algoritmlari. Soyali yuzalar.
14.Materiallar va vizualizatsiya algoritmlari. Teksturalar.
15.Materiallar va vizualizatsiya algoritmlari. Kartalar

16.Materiallar va vizualizatsiya algoritmlari. Rang kuzatuvi.
17.Texnik tayyorgarlik jarayoni

18.Monitor sozlamalari. Yoritish jarayonini tashkil etish.

19.Yorug'lik manbalariga kirish.

20.Kino operatorining film haqidagi tushuntirishini tuzish.
21.Yoritish bilan modellashtirish.

22.Yoritgichlar, projektorlar va orqa yoritgichlar yarating.

23.Soya hosil gilish uchun yorug'lik manbalarini tanlash.

24.Soya hosil qilish algoritmlari.

25.Yumshoq yorug'lik vizualizatsiyasi.

26.Teksturali xaritalar yordamida loyihalashtirilgan badiiy asar yaratish.
27.Turli xil rangdagi yorug'lik bilan sahnani vizualizatsiya gilish.

28.Rangli logotip yaratish.



29.Qora va oq rasmlarni bo'yash.

30.0rqa proyeksiya foniga mos keladigan yoritish.
31.0rqa fonga nisbatan aktyor/spikerni aniqlash va joylashtirish.
32.Gistogrammalar va umumiy ta'sir qilish kamchiliklari.
33.Hagqiqiy kameralarni simulyatsiya qilish.

34.Ta'sirga ta'sir qiluvchi omillar.

35.Kamera burchaklari.

36.Turli nuqtai nazarga ega 3D sahna yaratish.
37.Proyeksiya usullari.

38.Qatlamlarda vizualizatsiya.

39.Tasviriy san'atning klassik shakllari.

40.Uch o'lchamli sahnalarni yoritish va vizualizatsiya gilish xususiyatlari.
41.Qo'shimcha va ayirish ranglarini aralashtirish.

42 .Insonning tasvir va ranglarni idrok etishi.

43.Soya yorug'lik manbalarini simulyatsiya qilish.

44 Nur animatsiyasi.

45.2D grafik dasturiy ta'minot.

46.Kompozitsiyadagi soyalarning vizual funktsiyalari.
47.Rang reflekslari.

48.Rang kontrastlarining nagshlari.

49.Yorug'lik bilan bog'liq bo'lgan ekspozitsiya.

50.Uch o'lchovli sahnalarni sahnalashtirish va vizualizatsiya qilish.
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. IIponecc ocBemenus

TpexToueunas cxema ocBemenus.
Tenu

CoiicTBa cBeTa

Texuunxa pororpadun.

®oT0- U BUIEOCHEMKA OPTpeTa, penopraxa, oyepka, huisMa.

7. Let. Ot xMBoMHUCH K L(POBOMY HCKYCCTBY

8. Bricota Kamepsl, yros 06beKTHBa i PACCTOSHHE 10 Kamepsl. [lIkana
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IIBeToBoii 6ananc. Konrakt

. OrpanuYeHus KaJpoB U NPUHLIHI MIPOIIOPLIMOHATIEHOCTH
Kommnosunus u mocranoska

JInHus ropu30HTa M BEICOTA KaMephI KaK 3JeMEeHThI KOMIIO3UIIHH
Matepuans! 1 aropuTMBeI BU3yan3anyy. 3aTeHeHHbIE ITOBEPXHOCTH.
Matepuans! 1 aropuT™MBI BU3yaTH3aLKH. TexcTypsr.
Marepuaie! u aropuT™Me! BU3yanu3anuy. Kapter

Marepuans! n anroputme! Busyanusanuu. OTCIeKuBaHHe LBeTA.
IIponecc TeXxHUYECKOU TOArOTOBKU

Hacrpoiixu MoruTopa. Opranusarus IIpoLiecca OCBEIEHHS.
JlocTyn K HCTOYHMKaM CBeTa.

CocraBneHue onepaTopckoro 06bsacHeHHs ¢bubMa.
MozenupoBanue ¢ ocBemeHuem.

Cosnasalite CBETHIIBHUKH, TPOEKTOPHI M MOCBETKH.

BbI60p MCTOYHUKOB CBeTa IS CO3aHus TeHeil.

AJIIrOPUTMEI TeHepaIiy TeHei .

Busyanuzauus mMarkoro ceera.

Cosnaiite WILTIOCTpALUIO, HCTIONB3YST KapTbl TEKCTYP.
Busyanusupyiite cueHy ¢ pa3sHONBETHBIMY OTHSIMH.

. Cospaiite kpacouHsIit JOoroTHI.



29. Hapucyiite uepHO-0elble KapTHHKH.
30. OcBeleHre, COOTBETCTBYIOMIEE (POHY PUPIIPOEKIIUH.

31. UnenTrduKanys 1 TO3ULIHOHAPOBAHUE AKTEPa/TOBOPSIIEr0 OTHOCUTEIHEHO
¢oHa.

32. T'ucrorpaMMsl U obuue AedeKTsl SKCIIO3UIIUH.

33. MopenupoBaHue peaabHBIX KaMep.

34. ®aKTOpBI, BIUAIONIME HA SKCIIO3ULIHIO.

35. Pakypchl KaMepBl.

36. Co3zpaiite 3D-clieHy ¢ pa3HbIMU IIEPCIIEKTHBAMH.

37. IlpoexIOHHBIE METO/BI.

38. Buzyanuzanus 1o Ciiosm.

39. Knaccuueckue GopMbl H300pa3UTEILHOIO UCKYCCTBA.
40. XapaKTepHCTHUKH OCBEIIEHHs 1 BU3yaIu3allii TPEXMEPHBIX CIICH.
41. CMeleHre aJqUTHBHBIX U CYOTPaKTUBHBIX 1[BETOB.
42. BocnpusiTHe 4eJI0BEeKOM U300paKeHUH U IIBETOB.

43. MonenupoBaHie TEHEBBIX HCTOYHUKOB CBETA.

44, Jlerxast aHUMaLMs.

45. ITporpamMHoe obecniedenne 1t 2D-rpaduky.

46. BusyanpHble QyHKLIUU TEHEH B KOMIIO3HIIUH.

47. 11BeToBble pe(IeKCHl.

48. Y30pbl IIBETOBBIX KOHTPACTOB.

49. Bo3gelicTBue cBeTa.

50. ITocTaHOBKa U BU3yaJlU3allusi TPEXMEPHBIX CLIEH.
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Digital Lighting and Visualization Final Review Questions.

Pl

. Lighting process

2. Three-point lighting scheme.

3. Shadows

4. Properties of light

5. Photography technique.

6. Photo and video shooting of a portrait, reportage, essay, film.
7. Color. From painting to digital art

8. Camera height, lens angle and camera distance. Scale

9. Color balance. Exposure

10. Frame limits and the principle of proportionality

11. Composition and staging

12. Horizon line and camera height as elements of composition
13. Materials and visualization algorithms. Shaded surfaces.
14. Materials and visualization algorithms. Textures.

15. Materials and visualization algorithms. Cards

16. Materials and visualization algorithms. Color tracking.

17. Technical preparation process

18. Monitor settings. Organization of the lighting process.

19. Access to light sources.

20. Compilation of the cinematographer's explanation of the film.
21. Modeling with lighting.

22. Create lights, projectors and backlights.

23. Choosing light sources to create shadows.

24. Shadow generation algorithms.

25. Soft light visualization.

26. Create artwork designed using texture maps.

27. Visualize the scene with different colored lights.

28. Create a colorful logo.



29. Paint black and white pictures.
30. Lighting to match the rear projection background.
31. Identifying and positioning the actor/speaker relative to the background.
32. Histograms and general exposure defects.

33. Simulation of real cameras.

34. Factors affecting exposure.

35. Camera angles.

36. Create a 3D scene with different perspectives.

37. Projection methods.

38. Visualization in layers.

39. Classical forms of visual arts.

40. Characteristics of illumination and visualization of three-dimensional scenes.
41. Mixing additive and subtractive colors.

42. Human perception of images and colors.

43. Simulation of shadow light sources.

44. Light animation.

45. 2D graphics software.

46. Visual functions of shadows in the composition.
47. Color reflexes.

48. Patterns of color contrasts.

49. Exposure to light.

50. Staging and visualization of three-dimensional scenes.
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