3D ANIMATION & VISUAL EFFECTS (6B06102)

ENGLISH

Program Mission & Overview

The "3D Animation and Visual Effects" educational program delivers systemic
knowledge and cutting-edge practical skills in the digital visual production industry.
Built entirely on the globally recognized conservatory model of the New York Film
Academy (USA), it trains highly competitive pipeline artists for film, television,
animation studios, and the gaming industry. Students graduate with an
industry-standard professional showreel.

Educational Trajectories (Specialization Tracks)

e 3D Animation and Visual Storytelling: Character performance, acting
principles applied to 3D assets, weight, mechanics, timing, and facial
animation.

e 3D Modeling and Visual Development: Organic and hard-surface asset
sculpting, digital anatomy, architectural environments, and advanced texture
painting.

e Visual Effects and Technical Animation: Dynamic simulations of physical
phenomena (fluid, fire, smoke, cloth, hair destruction) and on-set VFX
supervision.

Core Practical Skills & Software Competencies

e SKkills: Full-cycle 3D production pipeline management (pre-production,
production, post-production), advanced character rigging (skeleton setups),
node-based compositing, render layer optimization, and pipeline automation
scripting.

e Software & Tools: Autodesk Maya, Houdini, ZBrush, Nuke, Substance
Painter, and Python scripting for pipeline efficiency.

Career Opportunities & Employment Prospects

Graduates possess the international competencies required to secure roles worldwide
as: 3D Animator, VFX Artist, 3D Modeler, Rigging Artist, Compositing Artist, VFX
Supervisor, or Technical Director (TD).



QAZAQ
Baf}lapﬂaMaHblH MHUCCHUACHI MCH CHIIaTTaMacChl

«3D-anumarnus sxoHe BU3yaabl dGdekrisiepy oinim Oepy O6araapiamacs
KOMIIBIOTEPIIIK rpadrKa koHe MU PIIBIK BU3yaJIbl OHIPIC callachiHa KYHel O11iM
MEH YKOFaphl ICHI eI TPaKTUKAJIBIK JTaFapuIap sl KambmracTeipaabl. New York Film
Academy (AKII) onemik KOHCEPBATOPHSUIBIK MOJIEIIIHE TOJIBIK HET13eNTeH OyT
OarnapiamMa KWHO, aHUMAIIUS KOHE TeHMICB WHAYCTPHUSCHIHBIH XaJbIKapaJIbIK
TajanrtapblHa cail 6acekere KabieTTi Mamanaapasl (pipeline artists) gaspianibl.

Binim Oepy TpaexkTopusisiapsl (MamaHnaany 0arbITTaphl)

o 3D-anumanms ’koHe BU3yaJ bl 0assHaay: Keitinmkepiep/iH MaacTUKacChl,
aHUMalMSIIaFbl aKTEPITIK IeOepIIiK KaFuaaTTaphl, KO3FaIblC MEXaHUKACHI,
TaUMUHT )KOHE MHUMHKA.

o 3D-Monenbaey koHe BU3YaJabl 33ipiaey: OpraHukaibiK KoOHE KaTThI ICHE1
HBICAHJApAbl HUDPIBIK MYCIHLY, TIJIACTUKAJIBIK aHATOMUS, BUPTYaJIIIbI
KOpLIaraH OPTaHbl KYpy KOHE TEKCTypasay.

o Busyanabl 3¢ dexTinep :KoHe TeXHUKANBIK aHuManusa: Ouzukanbik
KYOBUTBICTAPABIH (CY, OT, )KapbUIbICTAp, MaTa, IIalll, Kupaysap) THHAMHUKAIBIK
CUMYJIILIUSICHI ’KOHE TYCipiimiM ananbiHaarsl VEX-cynepBaii3uHr.

Heri3ri To:xipn0eik garabliap MeH 0aFaapiaaMalibIK xKacaKkTama

o Jlaraplnap: 3D-enaipicTiH TONBIK NUKITIH 6ackapy (pre/production/post),
KeWinmKepliepAiH Kypaeli KaHKAChIH KYpy (pPUTTHHT), TYHIHAIK (node)
KOMITO3UTHHT, PEHACPAl OHTAHIaHABIPY KOHE CTYAHSUIBIK TPOIIeCTep/i
aBTOMATTAH/IBIPY YILIIH CKPUOTTED XKa3y.

o Koanausuiarein copt: Autodesk Maya, Houdini, ZBrush, Nuke, Substance
Painter, Python.

KapbepaibIK nepcneKkTuBaJIAP KIHE )KYMBICKA OpHAJIacy

Tynexrep oTaHABIK KOHE MIETEN/IIK aHUMAIMSITBIK JKOHE KHHOCTYAUsIapa Keaeci
naya3sIMAapAbl HeJICHYTe TOJBIK KYKbuTbl: 3D-anumarop, VFX-cyperi,
3D-monenwep, Purrep (Rigging Artist), Kommosutunr cypetirici, VFX-cynepsaiizep
Hemece Texuukanblk nupekrop (TD).



RUSSIAN

Muccusi 1 0030p IpOrpaMmbl

O6pa3oBarenbHas nporpamma «3D-anumarius u BusyanbHble 3G PexTsy hopMupyer
CUCTEMHbIE 3HAHUSI U MIEPEIOBbIC MPAKTUYECKUE HaBbIKK B UHTyCTPUU KOMITbIOTEPHOM
rpa¢uku. [Iporpamma momHOCTEIO Ga3upyeTcs Ha MPU3HAHHOW BO BCEM MHUPE
koHcepBaropckoit Monenu New York Film Academy (CILIA) u rotoBut
KOHKYPEHTOCTIOCOOHBIX XYTOKHUKOB /TSI pa0OTHI B MACIITAOHBIX CTYAHIHBIX
nairiaifHax KWHO, aHUMAIlUK U UTPOBOM uHAycTpun. iTorom oOyueHus sBisieTcs
co3anue mpo(eccuoHaIbLHOTO IeMOo-puiia (IIoypuia).

Oopa3zoBarenbHble TpaekTopun (Cnenuanu3amumn)

e 3D-anumanus U BU3yajibHOe MoBecTBOBaHMe: OKUBJICHUE NTIEPCOHAXKEM,
MIPUMEHEHHE IPUHLUIIOB AKTEPCKOM UTPbI B aHUMAILIUU, MEXaHUKA JBUXKCHUN,
TaUMHUHT 1 MUMHKA.

e 3D-monenupoBaHue M BU3yaJbHas pa3padorka: Opranndeckuii u
TBEPAOTENBHBIN CKYIBINTHHT, IIU(PPOBAs aHATOMUS, TOCTPOECHUE TPEXMEPHOTO
OKPY>KEHUS U MPOABUHYTOE TEKCTyPUPOBAHUE.

e BusyaabHble 3¢ deKThl U TexXHHYecKass aHuManus: CiioKHbIE
JTUHAMUYECKUE CUMYIISIITUN (PU3NYECKUX SBJICHUH (OTOHB, BOJA, TKAHH,
paspymenus, pironasl) u VEX-cynepBaii3uHr Ha CheMOYHOM TIIOIIAJIKE.

IIpakTHYecKHe HABBIKHM U M3y4YaeMblil copT

e Hagpiku: YrpasieHHe MOJTHBIM TPOU3BOACTBEHHBIM IUKIOM 3D
(pre-production, production, post-production), co3qanue ckenera nepcoHaxei
(pUTTHHT), HOIOBBIH KOMITO3UTHHT CJIOCB IpaMKH, ONTUMH3ALUS PEHAEpa U
HaIlCaHWe UHCTPYMECHTOB aBTOMATH3aIINH.

e MHucrpymentsni: Autodesk Maya, Houdini, ZBrush, Nuke, Substance Painter,
sSI3bIK CKpunTHHTa Python.

Kapbepnble IMEPCNEKTUBLI IJISI BBIMMIYCKHUKOB

KomrmeTeH1nu BBITTyCKHUKOB COOTBETCTBYIOT MEXKITYHAPOAHBIM TPEOOBAHUSAM IS
pa6otel B VFX 1 urpoBbIxX cTynusx Ha no3unusax: 3D-aaumarop, VFX-xynoxHUK,
3D-mopemnep, Purrep, XynokHUK 0 KOMIO3UTUHTY, VFX-cynepBaiizep win
Texauueckuit qupexrop (Technical Director).
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