TexHun4yeckoe 3agaHue: 3D-[usanHep

MpoekT: Jois — MynbTumMoganbHbi MN-koMnaHbOH

T3 HA PA3PABOTKY

3AKA34YUK

Jois Al / BizDlin Al

POJIb ®OPMAT
3D-Generalist / Character GLTF / GLB / FBX (Real-

Artist time)

1. O6LwiMe cBeeHUA U LeNib NpoeKTa

OATA
OKTA6pb 2026 T.

MpoekT Jois npeacTaBnseT co6oi MHTepaKTUBHOMO MA-KoMMaHbOHa HOBOIO NMOKOJSIEHUS], 06 beAMHSIOLLLENO
pedeBytO aHaNUTUKY, reHepaTuBHbIN Al 1 BU3yasnbHbin 3D-aBaTap. Llenb AaHHOro TexHM4YecKoro 3ajaHus —
CO3aHu1e, PUTTUHT 1 ONTUMK3aLMSA BbiCOKOKaYecTBeHHOW 3D-Mofenv nepcoHaxka (aBaTtapa) st
MHTEPaKTMBHOIO B3aNMOeCTBMSA C NoNb3oBaTeNaMu B peanbHoM BpemeHn (Web/WebGL/Mobile).

2. TexHnyeckue TpeboBaHua kK 3D-mogenu

Mapametp

MonuroHax (Low-
Poly)

®opmar daiinos

TekcTypbl

Purrunr (Rigging)

Mumuka u JiuncuHr

OcBelyeHue /
Leirpepbl

Tpe6oBaHue / OrpaHnyeHue

15,000 - 35,000 TpeyronbHuUkos (Tris)

.GLB, .GLTF (a Takxe ucxogHuku .BLEND /
.FBX)

4K / 2K PBR (BaseColor, Normal,
Roughness)

l'ymaHouaHblii ckeneT (Humanoid / ARKit
compatible)

Blendshapes / Shape Keys (ARKit +
Visemes)

Unlit / Standard PBR metallic-roughness

MpumeyaHue

Ctporas ontumusauus nog WebGL u
MobunbHblie GPU

PBR maTepuarnbl B eguHOM ¢aiine c6opku

ATnacbl TeKCTyp ANnst MMHUMmM3auum Draw
Calls

Mepapxusa KocTeit nog CTaHOapTHYHO
aHMMaLMIo

52 cTaHpapTHbIX 6neHaweinna ARKit + 15
BU3EM

KoppekTHoe oTobpaxeHue B Three.js /
Babylon.js

3. KnioueBble 6neHaLweinbl ans cCMHXpoHu3auum peun (Lip-Sync)

KpuTuuecku BaXkxHo: Mogenb [oJXKHa Cogep)KaTb TOUYHbIN Habop MopdoB ry6 v nuua (Visemes: sil, PP, FF, TH,
DD, kk, CH, SS, nn, RR, aa, E, ih, oh, ou) n amouuit (pagocTb, yaueneHue, GoKyc, codyBCTBUE). ITO HEO6XOANMO
ANA peanbHOWN CUHXPOHM3aLUN ABWKEHUS T'Y6 C rON0COBbIM ABUXKOM JOis.
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4. 3Tanbl BbINONHeHUA paboT u pesynbratbl (Deliverables)

9tan 1: KoHuenT n High-Poly Mogenb 9Tan 2: Petononorusa u UV-pasBepTka
o CornacoBaHue cuyaTa v CTUIINCTUKW. o CospgaHue uncToi Low-Poly ceTku (kBaga-
o Co3faHue BbICOKOMOIMIoHanbHON MoAenu TOMONOrUs).
(Sculpting). o 3anekaHue KapT BbIcoT U HopManei (Normal
o YTBepKAeHWe NpornopLmin u YepT nuua. Maps).

o TekcTypupoBaHue B PBR (Substance Painter).

9t1an 3: PurruHr u bnengwennpl 9tan 4: UnTerpaumsa n OnTumunsauus
o HacTpoiika kocTHoro ckeneta (Rigging & e Okcnopt B .GLB / .GLTF dopmar.
Skinning). o TecTupoBaHue B peHaepepax Three.js /
o CospaHue 52 ARKit Blendshapes anst amouuii. WebGL.
e CospaHue 15 BM3eM OJ19 TOYHOIO JIUMCUHTA. » [lepepaya ncxogHukos (.blend, .fbx,
TEKCTypbl).

5. Kputepum npueMku paboTbl

» [lpousBoguTenbHocTb: Mogenb BbigaeT stable 60 FPS B cTaHfapTHOM Be6-BbtoBepe Three.js Ha
MOGU/IbHbIX YCTPOWCTBAX.

o KauecTBo ceTku: OTCYTCTBME NEPEBEPHYTbIX HOPMaren, pacTsixXeHuin TekcTyp (stretching) u aptedakTos
npv gedopmaunm KOCTen.

o KoppeKTHOCTb MUMMKMU: Bce 6reHALLeinnbl KOPPEKTHO U30NUPOBaHbI (ABUXeHMeE Ty6 He aedopMupyet
rnasauT.g.).

¢ Yucrtorta npoekTa: [IOHATHasA MMeHOBaHWe KOCTEN, MaTepnasnoB Y TEKCTYPHbIX KapT Ha aHIIMACKOM A3blKe
(Hanpumep, EyeBlink_L, Viseme_AA).

6. MopsaaoK B3auMoAencTBUA U CPOKU

o 06K CPOK BbinonHeHus: 14 — 271 paboynii eHb C MOMEHTa yTBep)KaeHus T3.
o [MpomeXXyTouHble AeMOHCTpauum: B KoHLe KaxAoro atana (CKpMHLLOTbI/BUAEO AEMOHCTPALMS puUra).

o Gdopmart nepegaun: Apxue c painamm npoekta Ha Google Drive / Yandex Disk.
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