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Kparkoe onucanue 3ajanus

Bam HeoOxoaumo 3a 21 yac co3garh mo cOOCTBEHHOMY KOHIIENT apTy co3naaTth JlecHoro
Kenraspa (Major) u ITocox (Minor) B cTiircTuke QpeHTe3n

KeHTaBp — B ApeBHerpeyeckon Mngonorum gukue CMepTHble CyLlecTsa C rono-
BOM M TOPCOM YerioBeKa Ha Tene nowaau, obutarenu rop 1 necHbIx Yai.

O6e Mozmenu MOKHBI OBITH B OJJHOU CILIEHE U COCTaBJIATh Ty KOMIIO3HIIMIO, KOTOpast OyaeT mpe-
CTaBJICHA B UIPE.

Crnenaiite UV pa3BepTKy M CO3AaiTe TEKCTYpPhl C MAKCUMaJIbHBIM KonuecTBoM PBR ma-
TeprasioB. HeoOXoauMo NpeioCTaBUTh OTICIBHBIC aCCEThl TEKCTYp isi Major u Minor Mozenei.
TekcTypsl HY’)KHO 3KcnopTHpoBaTh. [IpegocTaBbTe peHAep pa3BEPTKU B COOTBETCTBYIOILYIO Marl-
Ky. Caenaiite Xopoluii pur U KOppekTHbI cKuHHUHT . He 3a0ynpre nenare Ookanbl. Coznaiite
aHuManuo. ['oToByI0 MoJenbh HEOOXOUMO UMITOPTUPOBATH B UTPOBOI IBUKOK C aHUMAITHSIMH.

Mogenu A0TKHBI TOJHOCTBIO COOTBETCTBOBATD 3aJaHHONM CTUJIMCTUKE,  CETTHHTY, XKaH-
Py U CIOXHUBIIMMCS KAHOHAM B MHAYCTPUU BUACOUTDP, KUHO U MYJIBTUILIIMKALIMM, HE TPOTUBOPE-
YUTh pedepeHcam.

KonkypcHoe 3aanue BbinaeTcs B OyMa)kHOM BapuaHTe ¢ 1 poBbiMu pedepencamu. Pe-
(bepeHcamu SBISIFOTCS ay[ro, BUIEO U HIUTIOCTPALINH.

[TomHoe  komupoBaHue  pedepeHCOoB  3ampemaeTcss W HE  OLCHUBACTCS.
@aiinel MpeIoCTaBICHBI B KaueCcTBE UAeH OyaylIuX MOJENei, a He s KonupoBaHus obpasa. Jlo-

IMyCKaCTCA 3aMMCTBOBAHHE TOJIBKO HEKOTOPBIX JIEMCHTOB;

Heab3s ucnonb3oBarh penaepbl, Internal Assets, pedepeHchl 11 co31aHus MEPCO-
HAXa U ero arpudyToB.

KoHkypcHoe 3a7aHne cocTouT U3 8 MOIyJIeH:

1 fleHb A CkeTy
B MogennposaHue Minor
2 [leHb B MogaenuposaHue Major
C UV pasBsepTka
D TekcTypupoBaHue
3 [eHb E AHMMaUMA
F PeHpep
G OpraHu3sauusa paboyero npouecca
H 3arpysKa B ABUXOK
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llenn 1

1. Opranu3anusi padouero nNpPoCcTpaHCTBa
HyxHo cTporo co0ionath nepapXxuidecKyro CTPYKTypy Marok:

nMeHa (haisioB, 0OBEKTOB M BCEX CJIOCB BO BCEX MpOrpamMmax JIOJDKHBI
OBITH
Ha3BaHbBI JATHHHUIICH U COOTBETCTBOBATH COJICPKAHUIO;

YyacTHUKam HYKHO COXPaHATb BCC (1)31‘/’1.]'[1)1 B IMIPCAHA3HAYCHHBIX AJIA HUX
I1arrKax.

Jlonyckaercst co3laHue JOTOMHUTENbHBIX MANoK JIJIs y100CTBa, HO (pailyibl
BHE
yYKa3aHHBIX B 33JJaHUU NANIKax HE MPOBEPSIOTCA.

Kopneast nanka (PHUO yyacTHUKA HA JIATHHHUILIE):
Reference
Sketches
Models
Textures
Animation
Backup

Work in process
Renders
Engine

Coznaiite Excel-Tabnuiry ¢ ykazaHueM MPUMEPHOTO MOJIUTOHAKA MOJEICH IS

KaXJ0M OTJIEIbHOM YacTH U pa3MepOM TEKCTYPHBIX KapT.
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[IpumepHbiii m1abI0H:

Major Texture 20 000tris
Head 5000
Tail 2048 10000
Hand 5000
Minor 10000 tris
Armor 5000
1024
Weapon 5000
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KoHnuenr-aprt

HapucyiTe koHLlenT-apT JieCHOro KeHtaspa u [locox.

OKCIepThl MPOBEPSIOT Hannuue (aisioB Toapko B manke Sketches.

B marike m1omKHBI IexKaTh cleayomme (Gpaibr:
HaGpocku

HE MEHee 3X BapuaHTOB U Minor Mojienei;

®opmar *.JPG/PNG c pazpemienuem He menble 800*800;

Bce HaOpocku OMKHBI pacroyiaraTbCsi Ha OQHOM XOJICT€ U OBITH B Iep-

CIIEKTHBE U IIBETE;

Habpocku umeroT cxeMaTnyecKkue 1BETOBbIC PELICHUS
Konmenr apr.

HeoGxonumo BbIOpaTh HauOosiee yaauyHbId BapuaHT WM cOOpaTrh €ro u3

OTJIETIbHBIX AJIIEMEHTOB, KOTOPbIE MPUCYTCTBYIOT HA MpPEIBAPUTEIIbHBIX Ha-

OpocKax.

Konuent-apr npopabarsiBaercsi Oonee aeranbHo. O003HA4aeTCsi CBET U

TEHb Najaroiasi, COOCTBEHHasl, TUIaBHbIE MEPETUBbI 1IBETA, IETAIN JTOKHBI

JIETKO YUTATHCS, YTOOBI 110 TAKOMY apTy MOXKHO ObLTO co3Aarh 3D Mofeb;

®opmat *.JPG/PNG c pa3pemienrem He MeHbIie 1920%1080.

KonmenT-apT He00X0IMMO HApPUCOBATh B MEPCIEKTHBE U B JIBYX MPOCKIIU-

SX: BUJI CTIEPEIN U BUJT COOKY.

Co3znath ¥ IPUMEHNUTH Ha KOHIIENT-apTe HE MEHEE 3X KUCTEN;

DKCHOPTUPOBATH ACCETOM WJIU IO OTJEIbHOCTH;
Cxpunmot/dain®.JPG/PNG/otnenbubiii ciioi B Ps ¢ ykazaHueM KuCTed U Me-
CTOM MX MPUMEHECHUS;

DKCIOPTUPYHTE CBOM CO3/IJaHHBIE KUCTH HAOOPOM MJTU TIO OTAEIBHOCTH
@aiinibpl ucnoib3yeMoro 110 ¢ UTOroBsIM KOHLIENT-apTOM M CKETYaAMH JJIsI Ole-

HHUBAaHUA.

[Ipumeuanwust:
KoHuenT-apT 1 cKeT4u JOJKHBI BMECTE COCTABIIATh KOMIIO3UIUIO.
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MoneaupoBanue Minor

Heo0xommumo co31aTh mocox.

OKCIIepThl MPOBEPSIOT Hanuuue (aisioB Toabko B manke Models.

B marike m1omKHBI IexKaTh cleayomme (Gpaibr:
®daitnet [TO ¢ Minor MOAenbpIO U OIIEHUBAHUS Ka4yeCcTBa 31 MOAEIU

Bce 00beKThI B CIIeHE JOKHBI OBITh OOBEIUHEHBI BOSIUHO (YHKIMEH at-
tach/combine.
Mogenb Hy)HO 3kcnioptupoBaTh B *.FBX. /{1 paboTel ¢ 1pyrumu nporpaMmma-
MHU.

Mogenu AOMKHBI TIOJHOCTBIO COOTBETCTBOBATH 3aJIaHHOM CTUJIUCTHKE,
CETTUHTY, XaHPY U CIOXHUBIIAMCS KaHOHaM B HHJAYCTPUU BUJICOUTP, KUHO U
MYJIBTUILTMKALIMM, HE MPOTUBOpeUYUTh pedepencam. KommpoBanue pedepeHcos
3arpeniaeTcsl.

Br1 moxere:
co3/1aTh MOJIeNb TOJHOCTHI0 B 3DMax/Maya
co3narb mojenb B 3DMax/Maya, a 3atem mopabotars e€ cpenctBamu ZBrush u
CeNIaTh PETOMOIOTHIO
co37aTh CKyJIbNT B Zbrush, a 3aTem caenarh peTonoyioruio B JIr000i ynoOHOM Jj1st
Bac IporpaMme.
cO31aTh MOJIEJH IMOJHOCTHIO B Zbrush

Mpumeyanus:
Bamm mMozmenu qomkHBI OBITh OOBbETUHEHBI B OJUH OOBEKT U CTOSTH B HYJIEBBIX
KOOpAUHATAX;
CueHa He UMETh JINIITHUX JIeTaJeH Uil 00BEKTOB;
Pivot nomkeH CTOATh MO LIEHTPY KpalHEH HUKHEW TOYKH CIPYyHIUPOBAHHOIO
00BEKTa;
CoznaBaiiTe CKpUHIIOTHI MO 3aBEPIICHHUIO KaXJA0ro dTana padoThl WIH B T€ MO-
MEHTBI, KOTOPbIE BaM MOKAXKYTCSI BAXKHBIMU JIJI51 IEMOHCTPALIMH.
N3z6eraiite 90 rpamycHbIe yITbI

Bce ckpuHIIOTHI 10kHBI ObITh B manke WIP.
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JleHn 2

MoneanpoBanue Major

Heobxomumo coznars nepconaxka Jlecnoro KenraBpa. KentaBp — B apeBHerpede-
CKOM MHQOJIOTHH JUKHWE CMEPTHBIE CYIIECTBAa C TOJOBOM M TOPCOM UeIOBEKa Ha
TeJe JIOIIaf, OOUTATETH TOpP | JIECHBIX Yall. ITO MOXKET OBITh KaK KCHIIUHA, TaK
1 MY>KYMHA.

OKCIepThl MPOBEPSIOT Hanuure (ainsioB Todbko B nanke Models

B nanke J0/KHBI JIeXaTh clieaytomue Ganibl:
1. ®@atine! 110 ¢ Monenso B OMHOM CIIEHE JUIS OLICHUBAHUS KadecTBa 31 MOAEIH
Bce 00bexThI B ClieHE NOJKHBI ObITh 0OBEIMHEHBI BOSIMHO (PYHKIMEH at-

tach/combine.
Monens HykHO 3kcnioptupoBath B * . FBX. [l paboThl ¢ ApyrumMu nporpamma-
MHU.
Mopnenu TOMKHBI HOJIHOCTBIO COOTBETCTBOBATh 3aJIJaHHOW CTWJINCTUKE,  CETTHUH-

Ty, )KaHPY U CJIOKUBIIMMCS KaHOHAM B UHYyCTPUU BUIACOUTP, KUHO U MYJIBTUILIH -
Kalnu, He TPOTUBOPEeUnTh pedeperHcam. KonnpoBanue peepeHcoB 3ampeniaeTcs.

Br1 moxere:

co3nath 0azoByro dhopmy Mozaenu B 3DMax/Maya, a 3arem qopadotath €€ cpe-

ctBamu ZBrush

co37aTh CKyJIBNT B Zbrush, a 3aTem caenarh peTonoyIoruio B JIr000# ynoOHOH Jj1s

Bac MporpaMmme.

co371aTh MOJIeJb MOTHOCTRIO B 3DMax/Maya

Hcnonw3yiiTe kak MoxkHO Oonbiie kucTedt B ZBrush. IIpu pabore ¢ xaxmoit

HOBOM KHCTBIO, a TaK ke npu pabore ¢ anbhamu B Zbrush aenaiite ckpunmot. Ha
CKPHUHIIIOTE JOHKHO OBITh BUIHO MECTO MCIOIb30BAaHUS U CaMa KHCTh.

Mpumeyanus:
Bamm mMonmenu qomkHBI OBITh OOBbETUHEHBI B OJUH OOBEKT U CTOSATH B HYJIEBBIX
KOOPJIMHATAX;
CueHa He TOJDKHA UMETh JIMITHHUX JCTalIci Wi 0OBEKTOB;
Pivot nomxeH cTOATh MO KpailHEH HMKHEH TOYKM LEHTpa CrpyHIUPOBAHHOIO
00BEKTa;
CoznaBaiiTe CKpUHIIOTHI 1O 3aBEPIICHUIO KaXJA0ro dTana padoThl WIH B T€ MO-
MEHTBI, KOTOPBIE BaM MOKaKyTCS BAXKHBIMU JJII IEMOHCTPALIUH.
N36eraiite 90 rpagycHbIe yITbI

Bce ckpuHIIOTHI 10KHBI ObITh B manke WIP.
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UV pasBeprka
Bam HeoOxonuMo crenath pa3BepTky Major 1 Minor
DKcnepThl NPOBEPAIOT HAIMYKE (DailyioB TOJBKO B nanke Textures.

B manke m0JDKHBI J€KaTh CASAYIoNue (aiibl:

1. ®aitn ucnonszyemoro 110 ¢ UV pazsepTkoii 11 onieHkr Minor u Major.
2. Cxpunuot unu peraep 3D monenei ¢ kaproit Checker.

3. Peapep UV

Cnenaiite otnensubie UV pazBeptku Minor u Major Mmojienu B 11000-

1 Y3 IPEICTABIEHHBIX IPOrpaMM;

Coxpanure penaep UV u penaep Minor u Major Mmoaenu ¢ mpu-

MeHneHnHol kaptoit Checker;

Ontumusnpyiite npoctpancTBo Ha UVmap, ucnoiib3ys OT3epKaieH-

HBIC U ITIOBTOPAIOIIHECCS 3JICMCHTEI,

CJ'IGI[I/ITC 3a TCM, YTOOBI Ballly DJIEMCHTHI HE IICPCCCKAJINCh, HC BBIXO-
AUJIN 34 I'PAHUIBI UVmap N HC HaKJIaJIbIBaJIMCh (KpOMe IMOBTOPATO-

IIUXCSI U OT3E€PKAJICHHBIX JIEMEHTOB);
[IpsiubTe MIBBI B HEBUAUMBIX IS UTPOKA MECTAX;

CJ'IGI[I/ITG 3a COOTHOIICHHUEM TCKCCJIA HAa 3HAYMMBIX M HC 3HAYMNMbIX

y4acTKax MOZEeun
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TexcrypupoBanue

Bamm MOACIN OOJKHBI HAXOOUTHCA B OI[HOf/'I COCHC 1 AOIIOJIHATH APYT Apyra TCK-

CTypamu
DKcnepThl MPOBEPSIOT HaMuuue (aityioB Toapko B manke Textures.
B marnke 10 KHBI JIekaTh cleAyomme Qaiib:

Tekctypusbie kapTsl ans Minor u Major B popmare TGA

@aiin 110 ¢ co3maHHBIMU TEKCTYpaMH

Bce TekcTypHble KapThl JOIAKHBI ObITh U KOPPEKTHO OTOOPAKaThCs HA MOJIENSX,

MTyCThIC KAPTHI K OLIEHKE HE JTOTYCKAIOTCH.
OO0s13aTeNIbHBIC TEKCTYPHBIC KapThI I 00EHX MOJICIICH B IICJIOM:
diffuse
metallnes
roughness
opacity
ambient occlusion
normal

JloTIOTHUTEIbHBIE KapThI TOMUMO 00SI3aTEIIBHBIX
Bce Bamm Tekctypbl 107KHBI ObITH B (popmare *. TGA 1 umeTs pa3penieHue
2048*2048 nns Major u 1024*1024 nns Minor.

IIpumeyanus:

Jlemaiite Kak MOXKHO OOJIbIIIE MaTEPHAIIOB, JCIANTE UX B JIOTHIECKUX Me-

cTax (KoXa, TKaHb, METaJlI U T]T);
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Bamm Matepuanbl 1OIKHBI KOPPEKTHO OTOOPaXKaThCs U BBIISACTh KakK pe-

AJIBHBIC aHaJIOI'U,

ITonp3yliTECh MACKaMH U CO3J1aBalTE€ CBOM CMApPT MATEPHUAIIbI.

3D Digital Game Art
10



Hensb 3

AHuManus

DKCTepThI MPOBEPSIOT HaNMM4UKe (HaityioB TOIBKO B manke Animation. B mamnke
JIOJKHBI JISKATh CIeayromue (Hais:

1. ®aiin I1O g olleHKW aHUMAIIUH;

JlomyckaroTcs CJI0M aHUMalUK WK OTAeNbHbIe (aiiiabl [10 ¢ pa3HbIMU aHHMAITH-
SIMHU,

2. Bce annmanuu Hy)HO 3KcnoptrpoBars B FBX
Co3znaiite 1Be 3alIMKICHHBIE AaHUMAIIUU:

Xonpba

Crolika Ha IBIOBI

Me:xy nepBbIM H MOCIEAHUM KaJpOM HE JIOJKHO ObITh BUTHO CKJIEHKH.

Purrunr:

* [TocTpoiite rig ¢ ucnonb3oBanueM UHBepcHOM kuHematuku (1K);
* JlenaiiTe KOCTH B 3HAUUMbIX AHUMHUPYEMBIX MECTAX;

* Koctu He J0KHBI B CUIIBHO BBIXOJUTH 32 MEII.

CKUHHUHT;

* HactpoiiTe Beca Takum 00pa3om, 4ToObI IPH IBIKEHUAX HE OBLIO BUIHO 3aJ10-
MOB ¥ jieopMaInviy Meta.

3D Digital Game Art
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Renders

DKcnepThl MPOBEPSIOT Hanuuue (aityioB Toapko B nanke Renders. B manke gomxk-
HBI JIEXKAaTh ClIeAyoLue Qaiibl:

Pennep B popmare PNG ¢ Tekcrypamu
Pennep anumaruu He MenbIe 720*480

Ha pennepe mozens 10KkHA OBITH MPEACTaBICHA B HAOOIIEe JIydIlieM paKypce.

Engine

DKcnepTsl MPOBEPAIOT HanM4uKe (aiaoB TOJIbKO B nanke Engine. B mamnke q0mKHbI
JeXarh caeayromue haisbr:

®daiin crieHBI ¢ MOAEIAMHU U aHUMAIIUSIMUA
AHUMAaIU JOJKHBI IPOUTPHIBATHCS
B criene nomkeH ObITh CBET U TEKCTYPBI

Bce daitnbl 40KHBI OBITH B IOTUYHOM HEPAPXUUECKOM TOPSIKE

3D Digital Game Art
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