Bonpoch! K MeKAUCHMININHAPHOMY 3K3aMeHY MarucTpoB,
npoduiab 54.04.01_03 «MapopmannoHHBII JTU3alH»

Bompocsl mo jgucuumiuHe  «MerToabl  NMPOBEACHHUS  HAYYHBIX
HCccJIe10BaHu»

['pynmbr HayYyHBIX METOJI0B

Lenu v 3aga4n U3alH-UCCIIETOBAHUS

OCHOBHbBIE PUHITUIIBI TU3AUH-UCCIIEIOBAHUS
AHanu3 UCTOYHUKOB UH(pOpMAIUU
HccnenoBanue ppiHKa AU3ANH-TIPOAYKTOB U yCIIYT
AHaJIN3 CYIIECTBYIOIIMNX PELICHUN

AHanu3 GopMbl TU3aitH-TIPOAYKTA

BrisiBnenue norpeOHOCTEN B TU3alH-TIPOIYKTE

©ooNoOkwWNRE

AHKETUpOBaHHE MOJIb30BATENEN
10.VHTEpBRIOMPOBAHNE MTOJIB30BATECH
11.UccnenoBanue noBe€HUs MOJIb30BaTENEH
12.HaOmronenue

13. AHanu3 TUIIONIOTHH TOTPEOUTENICH
14.CueHapHblii aHay3 NoTpeOUTeNen

15. Ananu3 cutyanuii noTpedieHus
16.MeTto poeKTHOM Ki1acCU(UKAITUN
17.MeTtoapl cucTeMaTHU3alMH JaHHBIX
18.CxeMHBbIE METObI CTPYKTYPUPOBAHUS

BOHpOCbI o JTMCHMIIJIMHE «KOMHI)IOTeprIe TEXHOJIOTUH B IU3AHHE)

1. Texuuxu 3d monenupoBanusi (NURBS, polygonal modeling).
[IpenmyiecTBa U HEJOCTATKH.

2. IlonuronansHoe MoaenrpoBanue. [10IUroH u ero cocTaBisAONIME.
Tomnonorus MOIUroHaaIbHOW CETKHU.

3. Hopmans. Hopmanu BepiuH U monuroHoB. CriiaxuBaHHe Ha OCHOBE
HOpMaJIeH.

4. Tlpomecc TekctypupoBanus. UV-koopaunatsl, pazseptka (UV map).

5. Bumsyamuzanus (Rendering). Meronsr (Scanline rendering, ray tracing).



6. LlBeroBoe nmpoctpancTBO. ["'amMa-koppekius. JInHelHOe 1IBETOBOE
npoctpaHcTBo U sSRGB.

7. V-Ray u Arnold render. IIpeumyiiecTBa nepes cTaHIapTHBIM
BU3YaJIU3aTOPOM.

8. Bunupl kamep B 3d rpaduke. OcHoBHBIE aTpuOyThI KaMephl V-Ray.

9. CrangapTHble TUIBI HCTOYHUKOB cBeTa B 3d rpaduke. ctounnku cBeta
B V-Ray, pasnuuune co CTaHIapTHBIMU.

10.Crannaptasie TUIbI meiaepos (MatepuanoB) B 3d rpaduxe. Marepuan
VRayMtl, paznuuue co cTaHIapTHBIMUA MaTepHUallaMH.

11.T'no6anproe ocBemenue (Global Illumination). Anropurmer
npocyera(lrradiance map, Brute force, Irradiance map, Light cache)



