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OKOITHUH Onexciii. ITixroropka Mai6yTHix daxiBIiiB HHPPOBUX TEXHONOTH 10
CTBOpPEHHsI IrpoBOi JIOKalii Ta mepcoHaxka 3acobamu 3D - MojAeHIOBaHHS —
KBanidikauiitna podoTa Ha 3700yTTs Ipyroro (MariCTepcbKOro) piBHs BHILOT OCBITH 32
cunemianpHicTiO 015 Tlpodeciitna ocsita (L{udposi TexHomorii). PiBHEHChKHIA
Jep>KaBHUM rymaHiTapHuil yHiBepcuteT. PiBHe, 2024. 82 c.

KBanidikauiitna po6ora npucBsiueHa npodsieMi NArOTOBKA MailOyTHIX (haxiBLiB
U(GPOBUX TEXHOJOTIM 10 TPUBUMIPHOTO MOJIETIOBAHHS, SIK€ CTajl0 HEB1I'€MHOIO
YaCTMHOIO HAIIOTO MOBCSAKJIEHHOro xuTTs. Ilim uvac crBoperHs 3D 00’exTiB 1
CEpeIIOBHII IS PI3HUX Taly3eid BaKJIMBO BPAaXOBYBAaTH CIENU(iKy MOJETIOBAHHS Ta
peHaepuHry (IpOpaxyHOK 300pa)KeHHs), a0u JOCATTH HaWKpanux Bi3yalbHUX
pE3yNbTATIB.

Icaye 6arato pi3HOBHUIB MPOTPAMHOTO 3a0€3MEUCHHS, 1[0 OXOIUTIOE PI3HI eTaru
TPUBUMIPHOTO MOJIENIOBAHHA, IPOTE HEMAE €IUHOTO YHIBEPCAJIbHOTO pILIEHHS, sike O
BIJIIOBI/IaJI0 BCIM BHMOTaM 1 3a0e3ledyBajio BHCOKY SKICTb. TOMY, CTBOPIOHOYH
NPOEKTH, JOBOJUTHCS BUKOPUCTOBYBAaTH KUIbKAa PI3HUX MpoOTpaM, IO € HE 30BCIM
e(eKTUBHUM, aJKE€ 11€ BUMarae 3HaHHS KOXKHOI 3 HUX Ta BUTPAT Ha MPUAOaHHS.

barato mporpam s MOJENIOBAaHHS MPOMOHYIOTh MOXIIMBOCTI CTBOPEHHS,
TEKCTYpPYBaHHI, OCBITJICHHS Ta PEHIEPUHTY TPUBUMIPHUX 00’ €KTiB.
Havinonynspuimumu 3 Hux € 3Ds Max, Maya, Blender 1 Cinema 4D, toai sk s
TEXHIYHUX KpECJIeHb 3a3BUYail BUKOpUCTOBYIOTH Autodesk Inventor, AutoCAD Ta
3Dcompass. [Ipu cTBOpeHHI BI3yaJIbHOIO KOHTEHTY NMPArHyTh JOCSIITH MaKCUMaJIbHOIO
doTopeanizmy, abu Moeli TAPMOHIMHO BIHUCYBAJIUCh y pealbHUN KOHTEKCT. BaxkimuBo
BpPaxoOBYBaTH, 3 SKOi BIACTaHI Ta SIK JOBrO IIsiIa4 CHOCTEpIraTUMe 3a 00’ €KTOM, 1100
JeTan Mojelni Oyiu BiIMOBITHUMH, YHUKAIN HEMPUPOTHUX BUTHUHIB 1 PyXiB.

Y pobGoti omwmcano 3actocyBaHHs — mporpamm 3D’S Max s cTBOpeHHS
TPUBUMIPHUX CIIEH Ta TMEPCOHAXIB y ITpOBId IHAYCTpPii, a TAKOX BHSBICHHS IXHIX

mepeBar 1 HENOJIKIB Ha MNOpUKIaAl JeMoHcTpaiiiHoi cuenu. lle 103BOIUTH
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chopmynoBaTH peKOMeHallil Juis ycmimuoi podotu 3 3D’S Max, 3matHoi eheKTUBHO
BUKOHYBAaTH OUTBIIICTh €TAIB BUPOOHUIITBA KOMII IOTEPHUX 1TOP.

Marepianu kBaniikauiiHoi poOOTH MOXKYTh OyTH BUKOPUCTaH1 JJI MPOBEACHHS
7a00paTOpHUX 1 TMPAKTUYHUX 3aHATh, CAMOCTIHHOI poOOOTH, a TakKoX TMiJ Yac
JTUCTAHIITHOTO HaBYaHHS 3100yBayiB OCBITH.

Kuarw4oBi caoBa: wojentoBaHHs, mporpamHe 3a0esnedeHHs, 3D’S Max,

3100yBayl OCBITH, MalOYyTHI (haxiBIll HUPPOBUX TEXHOJOT1M, IrpOBa JIOKAIIs, TEPCOHAK.

OKOPNY1 Oleksii. Teaching of future specialists in digital technologies for the
creation of a game location and character by means of 3D modelling - Qualification
work for the second (master's) level of higher education in the speciality 015 Vocational
Education (Digital Technologies). Rivne State University of the Humanities. Rivne,
2024. 82 p.

The qualification work is devoted to the problem of training future digital
technology specialists in three-dimensional modelling, which has become an integral
part of our daily lives. When creating 3D objects and environments for various
industries, it is important to take into account the specifics of modelling and rendering
(image calculation) to achieve the best visual results.

There are many types of software covering different stages of 3D modelling, but
there is no single universal solution that meets all the requirements and ensures high
quality. Therefore, when creating projects, you have to use several different
programmes, which is not entirely efficient, as it requires knowledge of each of them
and the cost of purchasing them.

Many modelling software offer the ability to create, texture, light and render
three-dimensional objects. The most popular ones are 3Ds Max, Maya, Blender, and
Cinema 4D, while Autodesk Inventor, AutoCAD, and 3Dcompass are commonly used
for technical drawings. When creating visual content, we strive to achieve maximum

photorealism so that the models fit harmoniously into the real context. It is important to
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take into account the distance and duration of the viewer's observation of the object, so
that the model details are appropriate and avoid unnatural bends and movements.

The paper describes the use of 3D's Max software for creating three-dimensional
scenes and characters in the gaming industry, as well as identifying their advantages and
disadvantages on the example of a demonstration scene. This will allow you to
formulate recommendations for successful work with 3D's Max, which can effectively
perform most stages of computer game production.

The materials of the qualification work can be used for laboratory and practical
classes, independent work, as well as for distance learning for students.

Keywords: modelling, software, 3D's Max, students, future specialists in digital

technologies, game location, character.
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BCTYII

[TinroroBka MaiOyTHIX QaxiBUiB HUPPOBUX TEXHOJOrIH 10 CTBOpeHHS 3D-
MOJIeNIell € BaXXJIMBOIO CKJIAJ0BOI0 PO3BUTKY CYYaCHHX OCBITHIX MporpaMm y Tays3i
iHbopMaTUKU Ta 1HGOPMALIHHUX TEXHOJOTIA. Y cydyacHOMY CBITI HU(POBI TEXHOJOT1i
CTJIM HEBII'€EMHOI0 YacTHMHOIO Maibke Bcix cdep misbHOCTi. [losiBa HOBUX
IHHOBAIIIMHUX TEXHOJIOT1H, Takux K 3D-moxaemtoBanns Ta 3D-npyk, 3MiHIWIA TIIX0AU
710 TIPOEKTYBAHHSI, BUPOOHHIITBA, TU3AMHY, apXITEKTYPH, MEIUIIMHA Ta 1HIIUX Taay3cH.
3D-Mofef0OBaHHS CTAJIO BOXKJIMBUM IHCTPYMEHTOM HE JIUIIIC JUTsI CTBOPCHHSI IpadiaHUX
300pakeHb, aje ¥ ang peamizaunii pealbHUX (I3UMYHUX O0'€KTIB, IO B CBOIO 4YEpry
CTUMYJIIOE PO3BUTOK TAKMX TEXHOJIOTIH, SIK JOMOBHEHa peanbHICTh (AR), BipTyanbHa
peanpHicTh (VR), aBTOMaTH30BaHE BUPOOHHUIITBO TA 1HIIII.

Y KOHTEKCTI YETBEPTOi MPOMHCIOBOI PEBONIOINIl, SIKa CYIMPOBOKYETHCS
IIBUJKAUM PO3BUTKOM HOBITHIX TEXHOJOTIH, cTBOopeHHS 3D-Mojeneit € ojaHierO 3
OCHOBHUX CKJIaJJOBUX IU(PPOBUX KOMITETeHIII. MaitOyTHI (axiBili HOBUHHI OYTH rOTOBI
710 BUKJIMKIB CY4aCHOTO CBITY, 110 BKJIIOYa€e poboTy 3 TexHosorisimu 3D-monentoBaHHs
B PI3HMX Taly3siX, TaKuX SK IHXKEHEpis, apXiTeKTypa, MeIHIMHA, KiHemaTorpadis,
IU3aiid Ta 0araTo 1HIIUX.

3 PO3BUTKOM TEXHOJIOT1H 3pOCTa€ MOMUT Ha KBajihikoBaHUX (axiBIliB, 3TATHUX
npairoBaty 3 3D-monensamu. Lle cTocyeTbes HE TUIBKM TEXHIYHHMX CHEIIATICTIB, TAKUX
K 1H)XKCHEPH Ta apXITeKTOpH, aje W Iu3aiHepiB, MapKETOJOTIB, JiKapiB, OCBITSH Ta
OaratboX 1HIMX MPOQECcioHaliB, SKI MalOTh 3aCTOCOBYBaTU 3D-MOJeMIOBaHHS y CBOiif
nisibHOCTI. OCKUTBKY PUHOK Tpalli BUMAarae BUCOKOKBaTI(hiKOBAaHUX KaJpPiB 3 TOCBIIOM
pobotn B 1iK cdepi, HaBUYaHHA 3D-MOJEIIOBAaHHIO CTa€ KPUTHUYHO BaXKIMBUM IS
MaiOyTHIX (haxiBIIiB.

Pazom 13 TmMm, cydacHa oOcCBiTa TOBHHHA BIAMOBIIaTH BUMOTaM dYacy Ta
3a0e3medyBaT MiATOTOBKY (axiBIiliB, SKi OyAyTh 37aTHI aganTyBaTHCS 0 HOBUX
TexHojorid. Busuenns 3D-momentroBaHHS B HaBYAIBHMX 3aKjIaJax JO3BOJISE

3100yBayaM OCBITH OCBOITHM HaBUYKH, 110 3a0e3medaTh iM KOHKYPEHTOCIPOMOKHICTh Ha
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puHKY mpaui. BiamoBinHO, IHTerpamiss TakUX AMCLMIUIIH Yy NOpOrpaMy HaBYAHHS
MaiOyTHIX (axiBUIB UU(POBUX TEXHOJIOTIM € BaXJIMBUM KPOKOM [UIsl JOCSTHEHHS
BHUCOKHX PE3yJIbTATIB Y HABUAHHI Ta MIJBUILIEHHS SKOCT1 OCBITHBOI'O MIPOLIECY.

JIist cyyacHUX 3aKiaJliB BaXJIMBO PO3BHBATH OCBITHI MPOTpaMH, OPIEHTOBaHI Ha
OCBOEHHSI HOBITHIX TeXHOJIOTIM 3D-MonentoBaHHs, OCKUIBKM 1€ MOXE CIpPUITH
PO3BUTKY IHIYCTPii, 30KpemMa B TaKuX cepax, K MPOMUCIOBICTh, apXITEKTypa, JU3aiiH,
a TAaKOXX CTUMYJIIOBATH 1HHOBAIIIi B cTapTanax i HOBUX TEXHOJIOTIYHUX PIIICHHSX.

TakuM ymHOM, MIArOTOBKAa MaWOyTHIX (axiBIiB HUPPOBUX TEXHOIOTIH [0
cTBOopeHHs 3D-Mojeneil € He Jullle BaXJIMBOIO ISl PO3BUTKY raiysi, ane il KpUTUIHO
HEOOXITHOO JIJIsl TIJABUINCHHS KBamiikaiii MOJOAUX CIEIIaliCTiB, [0 CTaHE OCHOBOO
JUIsl €PEKTUBHOTO BIPOBAXKEHHS IHHOBAIIIM B pi3HUX cepax AIsIBHOCTI. 3 OIIIsAy Ha
e, HamMmu oOpaHo Ttemy aochiimkeHHs «IligzroroBka maiioyTHix ¢axiBuiB nudpoBux
TEXHOJIOTI /0 CTBOPEeHHsl IrpoBOI JoKamii Ta mnepcoHaxka 3acobamu 3D —
MO/IeTIOBAHH .

00'exkTOoM a0CJiIIKEeHHS € TIPOIeC MIATOTOBKM MalOyTHIX (haxiBIiB HMU(PPOBUX
TEXHOJIOT1M, 30KpeMa, iX HaBYaHHS CTBOPEHHIO IrPOBUX JIOKAIlii Ta MEPCOHAXIB
3acobamu 3D-MoenroBaHHA.

IIpeamerom fociigkeHHsI € METOAUM Ta TEXHOJNOTIi HABYaHHA, IO
3aCTOCOBYIOTHCS JIJISL IMIATOTOBKU (paxiBIiB y ramy3i U(pOBHX TEXHOJOTIH, 30KpeMa,
JUIL CTBOPEHHsI IrPOBUX JIOKAIlii Ta TIEPCOHAXIB 3a JOMOMOIOK TMPOrPaMHOTO
3abe3neyeHHs st 3D-MmoentoBaHHs.

MeTto10 nociaigxeHHsi € aHani3 e(pEeKTUBHOCTI MIATOTOBKA MaWOyTHIX ¢axiBIliB
U(QPOBUX TEXHOJIOTIH JO CTBOPEHHS ITPOBUX JIOKAIlIA Ta MEPCOHAXIB 3a JOTIOMOTOIO
3D-monenmoBaHHS, a TaKOX pPO3poOKa pPEKOMEHJAIid IIOA0 BIAOCKOHAJICHHS

HaBYaJILHOTO MPOIIECY B IiH ramy3i.



3aBIaHHA J0C/IiIKEHHS:

1) IlpoananizyBatu cydacHi MeTOAu HaB4YaHHA 3D-MOJAENIOBaHHIO B OCBITHIX
3aKiazax Juisi MIATOTOBKM MaMOyTHIX QaxiBIiB y cdepi HUPPOBUX TEXHOJIOTIH,
30KpeMa, B KOHTEKCT1 CTBOPEHHS IIPOBUX JIOKAI[IH Ta MEPCOHAXIB.

2) BuzHauuTH KIIOYOBI IPOrpaMHi 3aco0M Ta TEXHOJOTIi AJii CTBOpeHHs 3D-
Mojiesield IrpOBHMX JIOKAalld Ta MEPCOHAXIB, SIKI 3aCTOCOBYIOThCS B HAaBUAJbHOMY
IpOLEC], a TAKOXK 1X BIUIUB HA (DOPMYBAHHS NPAKTUYHUX HABUUOK CTYJ/ICHTIB.

3) Po3poOutr MeTOIUYHI peKOMEHIAIlil I MiATOTOBKH 3100yBayiB OCBITH 0
CTBOPEHHS IFPOBUX JIOKAI[IM Ta MEPCOHAXKIB 3a J0NMoMOoror 3D-monentoBaHHS.

4) CTBOpHUTH JIOKAIif0 Ta epcoHaxi yist rpu B 3D MAX.

Pesynpratn  pmocnmimxkenHss Oymu  ampoOoBaHi Ha 17-ii  BceykpaiHcbkiit
koHpepenrii «Indopmairiitni TexHosorii B npodeciiHiit aisuibHOCTI» 5 auctonana 2024
pOKy Ta Ha 3BITHIH KOH(epeHIli 3BITHOI HAYKOBOi KOH(EpEeHIlll BUKJIAJAUiB,
CHIBpOOITHUKIB 1 3100yBayiB BUIIOT OCBITH PIBHEHCHKOTO JEepKaBHOT'O TYMaHITapHOTO

yHiBepcutety 16-17 tpaBus 2024 poky.
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PO3I1JI 1. AHAJII3 CYYACHHUX METOAIB HABYAHHA 3D-
MOJIEJIOBAHHIO B OCBITHIX 3AKAJAX JIA IIIAI'OTOBKHU
MAHBYTHIX ®AXIBIIB Y COEPI IU®POBUX TEXHOJIOI'THA

VY cywyacHoMy cBiTi 3D-MojentoBaHHS CTa€ BaXJIUBUM I1HCTPYMEHTOM IS
0aratboX Trajly3eid, BKJIIOYAIOUM IFPOBY IHAYCTPIIO, KIHO, apXiTEKTypy, MEIULHUHY Ta
iHII. OcoONMBO aKkTyaJbHUM € HaB4aHHS 3D-MOJIETIOBAHHIO JJII CTBOPEHHS IrPOBUX
JOKalid Ta TMEepCOHAXiB, OCKUIBKM PO3BUTOK TEXHOJIOT1H J/03BOJIsIE CTBOPIOBATU
BIPTYaJibHI CBITU 3 BHUCOKOIO JAETali3alll€l0 Ta IHTEPaKTUBHICTIO. AHalli3 Cy4acHUX
MeTOA1B HaBuaHHS 3D-MO/I€NIFOBaHHIO B OCBITHIX 3aKJiajiax JyuIsl MiATOTOBKH MalOyTHIX
daxiBiuiB 'y cdepi 1mudpoBHX TEXHOJOTIH BUMarae posrisay KUIbKOX OCHOBHUX

ACIIEKTIB.

1.1. BnpoBag:xenns 3D-TexHoJ10riil y HABYAJIBLHUIA NPoIIEC.

3acTocyBaHHSI HOBHX TEXHOJIOT1H Yy HaBYAJILHOMY MPOIIEC] JO3BOJISE CTYJIEHTaM
OTpUMATH MPAKTUYHI HABUYKU poboTu 3 3D-Mozensmu. B ocBiTHROMY mpolieci MOXxHa
BUKOPUCTOBYBATH HACTYITHI METO/IH:

- Bukopucrtanusa nporpam st ctBopeHHsi 3D-moneneii (Hanpukian, AutoCAD,
ArchiCAD).

- Bukopucranns texHonorii 3D-npyky s cTBOpeHHs (i3WYHUX MOAENeH 3
M(ppoBHUX MPOTOTHIIIB.

- HaBuaHHsS CTyIEHTIB CTBOPEHHIO MOJIeJICl B KOHTEKCTI PEaTbHUX IPOEKTIB
(mampuKIIa, B IU3aiiHi iHTEp'epiB 200 apXiTEKTYpi).

[arerparmiss 3D-TexHONOTi y HABYAIBHUN MPOIEC € BAKIUBUM KPOKOM [0
PO3BUTKY MUGPPOBUX KOMIETEHTHOCTEH y CTY/ICHTIB 1 MATOTOBKU (axiBIliB, sIKi OYIyTh
3/IaTHI YCHINTHO TPAIOBATH 3 HOBITHIMHU iHHOBamissMu. 3D-monemtoBanss, 3D-npyk, a

TAaKOX BipTyaJdbHA Ta JIOMOBHEHA PEATbHICTh aKTUBHO BUKOPHCTOBYIOTHCS B OCBITHIX
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YCTaHOBaX JUIsl TIOKPAIICHHsI HAaBYaHHs, PO3BUTKY KPEATUBHOCTI, MPAKTUYHUX HABUYOK
Ta TOTOBHOCTI JI0 pOOOTH B YMOBAaX TEXHOJIOT'TUHHUX 3MIH.

CydacHa oOcCBiTa MOBMHHA TOTYBaTH CTYIEHTIB JIO0 pOOOTH 3 BUCOKHUMHU
TEXHOJIOT1SIMH, IO MalOTh BEJIMKWH BIUIMB HAa PO3BUTOK PI3HHMX Taly3ei, Takux SK
MEIIUIINHA, THXKEHEPIs, apXITeKTypa, Iu3aiiH, a TakoX MUCTelTBO. BrpoBamkenus 3D-
MozentoBaHHs Ta 3D-IpyKy B HaBUalbHHUN MPOLIEC HANAE CTYJEHTAM MOXKJIUBICTb
OpaloBaTd 3 I1HHOBALIMHUMHM 1HCTPYMEHTAMM, IO JO3BOJSIOTH OTPUMATH OLIBII
rJIM0OKe PO3YMIHHS MPEIMETIB, K1 BOHU BUBUYAIOTh.

OcHOBHiI HaNPSIMKHU BIpPOBafkeHHsA 3D-TexXHo10rii y HaBYaIbHU Mpouec:

o CTBOpeHHsI TpPUBMMIPHHMX MoJeJeil Ta BHBYEHHS IX BipTyaJbHHX
NpOTOTUMIB. 3a JOMOMOIOI MporpaMHOro 3abesneuyeHHs s 3D-mopentoBaHHS
CTYJIEHTH MOXYTh CTBOPIOBATH TOYHI IU(POBI MOJeNi peasibHuX 00'ekTiB. Lle qo3BOIISIE
iM Kparie 3po3yMITH OCOOJIMBOCTI Ta CTPYKTYpY THX HpPEAMETIB, Kl BUBYAIOTHCS B
paMKax HaBUaJIbHMX JUCHUIUIIH. Hampuknan, B apxiTeKTypl CTYIAEHTH MOXYTb
MPOEKTyBaTU OYMiBJIi, B MEAUIIMHI — MOJEN OpraHiB JIOJWHU, a B 1HXeHepil —
MeXaHI4H1 MPUCTPOI.

o 3D-npyk. IaTerpamis 3D-npyky B OCBITHIM MpoIec J03BOJISE CTBOPIOBATH
¢i3uuHi nportoTunu 3 IUdpoBUx Moxenei. lle mae cTymeHTam 3MOTy OIIHUTH CBOI
IIPOEKTH B pEaIbHOMY CBIiTI, TEPEBIpATH iX TOYHICTH 1 Mpale3JaTHICTh, a TaKOXK
HOKpAIUTH TMpaKkTU4YHI HaBUYKU. Bukopucranns 3D-apyky A03BOJIsiE 3HAYHO
MOKPALTUTH PO3YMIHHS MPOLECIB BUTOTOBJICHHS Ta MPOTOTUIIYBAHHS, 10 € Ba)KJIMBUM
7utst paxiBIliB y Talmy3sX 1HKEHEpii, Tu3aiiHy, apXITeKTypH Ta IHIITUX.

« BipryanbHa ta nonoBHeHa peaabHicTh (VR Ta AR). BipTyansna peaibHICTH
JI03BOJISIE CTYACHTAM 3aHYPUTHUCS y CTBOPEHE BIpTyaJbHE CEpPEIOBHIIE, IO J03BOJISIE
BIITBOPIOBATH CHTYaIllll, SIKI HEMOXJIMBO CTBOPUTH y pPEaTbHOMY XHUTTI, HANpHUKIA,
HaBYaHHA B CKJIQJHUX yMOBaxX a00 MpaKTUYHE 3aCTOCYBaHHS TEOPETUYHUX 3HAHb.
JloToBHEHA peanbHICTh JOMOMAarae HakjaaJaTH MUQPOBI €IEMEHTH Ha PEaNbHHUMA CBIT,

110 JI03BOJISIE CTYJIEHTaM Kpallle BUBUYATH P13HOMAHITHI NPOLIECH Ta SIBUILA.
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IlepeBarn BnpoBax:xeHHs1 3D-TexHOJI0TH Y HABYAJIBHUI IIpoLeC:

o IlokpaumeHHs1 NPAKTHYHUX HABHMYOK CTyAeHTiB. Buxopucranua 3D-
TEXHOJIOT1A Ja€ CTYJEHTaM MOXJIMBICTh O€3MOCEpEeHbO B3aEMOISATH 3 LUPPOBUMHU
MOJAEIAMM Ta (I3UYHUMH MPOTOTUIIAMHM, IO MOKpAllye iXHI MPaKTUYHI HABUYKH,
HEOOX1AH1 AJIs MoAaNIbIIO0T NpodeciiHOT JISTBHOCTI.

o P0o3BUTOK KpeaTHMBHOI0 Ta KPUTHYHOr0 MuUcJeHHs. 3D-mozemtoBaHHS
CTUMYJIIOE€ TBOPYICTh CTYJEHTIB, OCKLIbKU J03BOJISIE CTBOPIOBATM HOB1 OO0'€KTH Ta
BUPIIIYBATH MpakTU4HI 3a7a4i. Lle cripusie po3BUTKY 1HXKEHEPHUX, XYJT0KHIX Ta THIIUX
cCHeljani3oBaHuX 3410HOCTEH, 110 Ba)JIMBI AJIs YCMIXy B CY4aCHOMY TEXHOJOTTYHOMY
CBITI.

o IHTepakTHBHiCTL Ta 3ajydyeHHHl CTyIeHTIiB. BuKopucTaHHS HOBITHIX
TEXHOJOT1H, Takux sk 3D-moneni, BIpTyaJibHI CEepeIOBHUINA Ta CUMYJIAILIl, pOOUTH
HaBUYaHHs OUIBII 1HTEPAKTUBHUM 1 3ajydae CTYACHTIB a0 mporecy. lle migBuirye
MOTHBAIIIIO O HABYAHHS 1 I03BOJISIE CTY/IEHTaM Kpallle 3aCBOIOBATH CKJIaJHI1 TEMH.

o BigmoBignicte BuMoram cydacHoro puHky mnpami. Ockutbku 1H]poBi
TEXHOJIOT1i Bce OuUIbIle IHTETPYIOTHhCS B yci chepu eKOHOMIKH, MaiOyTHI (axiBIli
MOBHMHHI BOJIOJITH HaBUYKAaMHU poOOTH 3 HUMH. [HTerpaitis 3D-TeXHOJOTiH B OCBITY
JI03BOJISIE CTYJEHTaM OTPHMMATH Ti 3HAHHS Ta HABUYKH, SKI HEOOXIIHI IS YCHIITHOT
Kap'epu B PI3HUX 1HAYCTPIsX.

Jlo TpamuIitHUX MEeTO1iB HaBUaHHs 3D-MOe1I0BaHHIO BITHOCSATHCS

o Jlexkuii Ta cemiHapM 3 TEOPETUYHUM BHKIAAOM OCHOB 3D-rpadiku Ta
MOJIETIIOBAaHHS, 30KpeMa NpHUHLUMIB noOynoBu 3D-moxeneil, 3acTocyBaHHS 0a30BUX
reOMEeTpUYHUX (HIryp, TEKCTYpyBaHHS, OCBITJICHHSI Ta PEHACPUHTY.

o IlpakTu4Hi 3aHATTA 3 BUKOPUCTAHHAM IPOTPAMHOTO 3a0€3MEYEHHS, TAKOTO
sk AutoCAD, Blender, Maya, 3ds Max, ZBrush tomo. CTyaeHTH BHKOHYIOTH
KOHKPETHI 3aBJaHHS: CTBOPEHHS MOJENEeH TMepCOHaxiB, JaHMmadTiB, OymiBemb,

00'eKTIB.
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o IIpoexkTHa aisnbHicTh: CTyIEeHTH NPaLIOIOTh HAJl IPOEKTAMHU, 1€ CTBOPIOIOTH
cBoi 3D-mMozeni B mexax meBHOi Temu. Lle MoxyTp OyTH MoAenl MEPCOHAXKIB I
B1JI€OIr0p, apXiTeKTypHUX OO'€KTIB a0O0 JIOKAIlii, 110 JTO3BOJISIE CTyACHTaM MOOAuUuTH
KIHIIEBUH pe3yJIbTaT Ta 3B'SI30K MIXK TEOPI€IO 1 MPAKTUKOIO.

3 pPO3BUTKOM TEXHOJIOTIM OCBITHI 3aKkjiaJd Bce OUIbIIE BUKOPUCTOBYIOTH
IHHOBAII1{H1 IHTE€PAKTUBHI METOAY HABYAHHS:

o BipryanbHni jgabopartopii Ta cumyasuii. Bipryansna peanbhicts (VR) Ta
JIOTIOBHEHA peasibHICTh (AR) 103BOJISAIOTH CTyA€HTaM MpalioBaTH 3 TPUBUMIPHUMHU
o0'ekTaMu B peallbHOMY 4aci, 0e3 HeoOximHocTi (izuuHOo cTBOproBaTH Mojeni. lle
JI03BOJISIE 3aHYPUTH CTYICHTIB y CTBOPEHHS ITPOBUX JIOKallli 1 MEpPCOHaxiB 0e3
HE0OXiTHOCT1 BUTpAT Ha 3D-Ipyk uu cKkiIajHe mporpaMHe 3a0e3MeueHHS.

o IrpoBi TexHousorii. BukopucranHs reiWMaeB TEXHOJOTIH [Jisi CTBOPEHHSA
I'pOBHX JIOKAIlId 1 TIEPCOHAXIB TaKOXX HaOupae momyJspHOcTi. HaBuanbHi mporpamu
BKJIFOYAIOTh poOoTy 3 pymrismu irop (Hampukmnaa, Unreal Engine a6o Unity), mo
JI03BOJISE CTYZICHTaM CTBOPIOBATH 1HTepakTUBH1 3D-cepenoBuia.

o Omnnaiin-kypcu Ta iHTepakTUBHI iiaTgopMu. 3poCTarodyor0 MOMYISPHICTIO
KOPHUCTYIOThCSI OHJIAWH-Kypcu Ha rmnatdopmax Takux sik Coursera, Udemy, LinkedIn
Learning, mo 103BOJsI0TH O0cBOiTH 3D-MoOjentoBaHHS Ha OCHOBI MpOTpaMm, TaKUX SIK
Blender, ZBrush, Cinema 4D. Bonu BKIIOYalOTh BIJCOYPOKH, IHTEPAKTHBHI TECTH Ta

MOJKJTUBICTD MPAKTUKYBATHUCS Y PEATBHUX MPOCKTaX.

1.2. 3acTocyBanHsi nporpamMHoro 3ade3neyenHs ais 3D-moaenoBaHHsA

BuxopucranHs pi3HUX MIPOrpaM € HEB1I'€MHOIO YaCTUHOIO HABUAHHS

o Blender: BeskomroBHa mporpama 3 BIIKPUTHM KOJOM, SKa OXOIUTIOE BECH
nporiec 3D-monentoBaHHs, Bl CTBOPEHHA MOJeNeld 10 aHiMmalli, peHIAEpPUHTY Ta
CTBOpEHHS irpoBux ciieH. Blender € momymnsipanM cepes movarkisiiB Ta mpodecioHaiB

3aBJISIKM CBOiM THYYKOCTI 1 IIMPOKOMY (PyHKITIOHATY.
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o Autodesk Maya Tta 3ds Max: BukopucroByroThCS sl MpodeciitHOro
cTBOpeHHs 3D-mojnenell nmepcoHaxiB Ta JOKalld Ajs irop Ta KiHO. BoHM BKIIOYalOTh
BEJIUKY KUIbKICTh IHCTPYMEHTIB JJIs1 aHIMallli, peHEPUHTY Ta TEKCTYPYBaHHS.

o ZBrush: Ilporpama, criemianizoBaHa Ha CTBOPEHHI BHCOKO JeTanizoBaHux 3D-
Mojelied OpraHiyHuX QopM, L0 € 1JeaJbHUM IHCTPYMEHTOM JUIsl CTBOPEHHS
MEPCOHAXKIB JUIs IrOp.

1.2.1 Blender

o Omnmuc: Blender — 1me moryxkHe OE3KOMITOBHE IMpOrpamMHe 3a0C3MEeUcHHS 3
BIIKPUTHM KOJIOM, $IK€ BHKOPHCTOBYETBCS ISl CTBOpeHHs 3D-mojenei, aHiMarrii,
Bi3yaJbHUX €(EeKTIB 1 IHTepakTUBHUX 3D-ciieH.

o @yHkmioHas: MojenoBaHHS, TEKCTYpyBaHHsI, PUTTIHT (CTBOPEHHS CKEJICTIB
JUTSl IEPCOHAXKIB), aHIMAIlisl, PpEHICPHUHT.

o BukxopucranHs B HaBuyaHHi: Blender € momynsipHuM cepen MOYaTKIBIIIB,
OCKUIBKHU BiH JOCTYIHHH O€3KOIITOBHO, ajie¢ TP I[bOMY Ma€ MUPOKUM HAO1p GyHKIN
JUTSI CTBOPEHHSI BUCOKOSIKICHUX 3D-Mozenei nepcoHaxiB Ta JIOKawiil uist irop. 3aBasKu
HOro MOCTYMHOCTI Ta MOXKJIMBOCTSIM, CTYJE€HTH MAalOTh 3MOI'y BUBUUTH BCl eTamu 3D-
MOJICITFOBaHHS, BiJl 0a30BUX (POPM /10 CKIIAIHMX aHIMAITIH.

1.2.2 Autodesk Maya

e Omnmc: Maya — mnpodeciitHe mporpamHe 3a0e3nedeHHs sl cTBOpeHHs 3D-
rpadiku, MHPOKO BUKOPUCTOBYETHCS B IHAYCTPIi PLIbMIB, IrOp Ta aHIMAaIlii.

o @ynkuionan: 3D-moxentoBaHHs, aHIMaIlis, PEHICPUHT, TEKCTYpyBaHHS,
CTBOPEHHSI CKEJIETIB MEPCOHAXKIB.

o Buxopucranus B HaByaHHi: Maya € craHgaprom y 0araTh0X OCBITHIX
3aKiIanax, Mo roTyrTh cremiaiicTiB 3 3D-aHiMarii Ta Bi3yanbHuX edekTiB. CTyaeHTH
BUBYAIOTh 0a30BI Ta NpPOCYHYTI TexHikM 3D-MozenmioBaHHS, 30KpemMa, CTBOPEHHS

CKJIQJHUX TIEPCOHAXKIB 1 JIOKAIIIH, a TAKOXK 1X aHIMAIIIIO /TSl IHTEPAaKTUBHUX CEPEOBUIII.
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1.2.3 3ds Max

e Omuc: 3ds Max — 1me mie oxHe MOMYJSIpHE MPOTrpamMHE 3a0e3MEeUeHHS Bif
Autodesk, sike mMHUPOKO BUKOPUCTOBYETKCSA 7151 3D-MoeI0BaHHS Ta Bizyasli3allii.

o @yukmionas: MopenoBaHHA, TEKCTYpyBaHHS, PEHIEPHHT, CTBOPEHHS
MEPCOHAXKIB 1 JaHAIIA]TIB.

o Bukopucranns B HaBYaHHi: BUKOPHUCTOBYETHCS B OCBITHIX 3aKiagax JIs
HaBYaHHs OCHOBaM 3D-MoJIeIfOBaHHS i CTBOPEHHS IHTEPaKTUBHUX MOJIENICH I irop Ta
BIpTYaJIbHUX CBITIB. OCOOJIMBO KOPUCHUI JJI1 CTBOPEHHS TOYHHUX 1 CKJIAJHUX MOJENe
apXITEeKTYpHUX 00'€KTIB, IEPCOHAXKIB Ta JIOKAIL[IM y I'POBUX MPOEKTAX.

1.2.4 ZBrush

e Omnmc: ZBrush — mpodeciiina nporpama JIjsi CKyJbIOTYPH Ta MOJICITIOBAaHHS,
IIMPOKO BUKOPHUCTOBYBAaHA JUIsI CTBOPEHHSI BUCOKOJIECTANII30BAaHUX MOJIEIIEH MMEepCOHaXKIB
1 opra"iuaux Gopm.

o ®ynkuionan: 3D-ckynbnrypa, TEKCTYpyBaHHS, PUTTIHT, aHIMAITis.

o BukopucranHs B HaBYaHHi: 3a3BUYali BUKOPUCTOBYETHCS ISl CTBOPEHHS
NEePCOHaXIB, OCOOJIMBO B IrpoBii Ta KiHeMarorpadiyHid IHIYCTpii, A€ AeTall MaroTh
BenuKke 3HadeHHS. CTyIEeHTH MOXYTh OCBOITH TPOIEC CTBOPEHHS PeamiCTUYHUX
opraHiyHux (opM, TaKUX K IEPCOHAXK], TBAPUHU, UyIOBHCHKA.

12..5 Unreal Engine

o Ommc: Unreal Engine — e pymnii [ist CTBOPEHHS 1rop, SKUH aKTHBHO
BUKOPUCTOBYETHCS B TEUMIEB1 1711 PO3pOOKH 1HTEpakTUBHUX 3D-cepenoBui.

o ®ynkuionaa: CTBOpeHHS IrpoBUX JIOKaIlid, TEPCOHAXIB, aHIMaIlid,
IHTEPAaKTUBHICTb, BI3yaJIbHI €(PEKTH.

o Buxopucranus B HaBuyaHHi: CTyleHTH, SKi BHBYAIOTh CTBOPEHHS ITPOBUX
JIOKAIlif 1 TepcoHaxiB, MOXKyTh BukopuctoByBaTu Unreal Engine mns imTerparii 3D-
MojieNield y TIOBHOIIHHI irpoBi cBith. lle mae 3mory cTyaeHTaM BUBYATH pPEaTbHUN
MporieC pO3pOOKH irop, mpamordd 3  (Gi3HKOI0, OCBITICHHSAM, aHIMAIll€l0 Ta

iHTepaKTI/IBHI/IMI/I CIICMCHTaMHM.
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1.2.6 Unity

o Omnuc: Unity — me me oAWH MOMYJSPHHUNA PYIIid JUIi CTBOPEHHS irop, sSKAN
103BOJIsIE po3p0o0sTH 3D-1rpu Ta iHTEpaKTUBHI AOJATKH.

o ®ynkuionan: Po3poOka irpoBux JIOKailiii, CTBOPEHHS MEPCOHAXKIB, aHIMaIlis,
MIPOrpaMyBaHHS.

o Buxopucranns B HaBuaHHi: Unity mo3Bosise crymeHTam iHTerpyBatu 3D-
MoOzeNl B IrpoBl CHEHH, WIO JI03BOJISI€E CTBOPIOBATH 1HTepakTuBH1 3D-irpu 3
peaNicCTHYHUMHU MepcoHakaMu Ta JokanisiMu. Ockuibku Unity Mae npyxHii iHTepdeiic 1

JOCTYIHICTD, BIH € UYJOBUM THCTPYMEHTOM JJIsl HABYaHHS B 00JacTi reiM/IEBY .

1.3. BnuiuB mporpaMHux 3aco0iB Ha (oOpMyBaHHSI MPAKTHYHUX HABHYOK
CTYJEHTIB

Jnst MaitOyTHIX (axiBLiB HUPPOBUX TEXHOJIOTIH BaXKJIMBO PO3BUBATH HABUYKH,
10 BKJIFOYAIOTh:

- TexHniuHe MHUCJIEHHS Ta TBOPYi 3/1I0HOCTI.

- Bminns npamroBatu 3 nporpamMHuM 3a0e3nedeHHsM s 3D-monentoBaHHS Ta
3D-npyxky.

- 3paTHICTH ajganTyBaTH IUEGPOBI TEXHOJIOTIT A0 pi3HUX cdep mnpodeciitHol
JUISUTBHOCTI.

- Bukopucranus nporpamHoro 3a0esneudeHHs g 3D-MoentoBaHHs, TaKOTO SK
Maya, Blender, ZBrush, no3Bonsie cTyqeHTaM pO3BHMBATH TEXHIYHI HABUYKH, HEOOX1THI
JUISE  CTBOPEHHSI BUCOKOSIKICHUX 3D-moneneii. CTyneHTH HaBUYaIOThCS TEXHIKaM
MOJICIIIOBaHHS, TEKCTYpPYBaHHS, aHIMAaIlll, pEHJACPUHTY Ta IHTErpailii Mojaenel B irpoBi
pymii.

- IIporpamu, sixk ZBrush a6o Blender, oco6imBo BaxJIuBi 11 PO3KPUTTS TBOPUYOTO
MOTEHITIATy CTYIEHTIB. BUKOpHCTaHHS CKyJBNTYpHUX IHCTpyMEHTIB y ZBrush mae

CTyJIEHTaM 3MOTY TpaIfOoBaTh 3 OPTraHiYHUMHU (POopMaMH TIEPCOHAXKIB, CTBOPIOIOYU
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VHIKaJIbHI, J€TalbHO MpopoOseHi Mmojeni. I[HTepdeiic Takux mnporpam 103BOJISE
MO€EIHYBAaTH TEXHIUHI M XyJI0KH1 aCIIEKTHU Ipoliecy CTBOpeHHs 3D-moneneil.

- Ilporpamu, sk Blender ta 3ds Max, MatoTh 1HTYITUBHO 3p0O3yMiiuil iHTepdeiic 1
MIATPUMKY BEJIMKOI KUIBKOCTI HABUYaJbHUX MaTepialiB, IIO JI03BOJSE CTYAECHTAM
HIBUIKO OCBOITH OCHOBH 3D-MOJ€eIt0OBaHHS.

- Pymii ans irop, sik Unity Ta Unreal Engine, 103BOJSIIOTh CTY/IEHTaM OTpUMAaTH
MpaKkTUYHI HABUYKHU 1HTETpalii cBoix 3D-mojneneld B peanbHl MPOEKTH, IO PO3BUBAE
BMIHHS MPAIIOBATH 3 IHTEPAKTUBHUMH 3D-cepeoBUIIaMK Ta TUHAMIYHUMU 00'€KTaMH.

Hapuannst 3D-Mozien0BaHHIO € BaXKJIMBOKO CKJIQJ0BOIO MIATOTOBKU MalOyTHIX
¢axiBiiB y ramxy3i uugpoBux TexHonorid. Ockiibku 3D-Moen0BaHHS 3aCTOCOBYETHCS
B Oaratbox cdepax, TaKuX SK 1HXEHepisd, apxXITeKTypa, Ju3ailH, MEIUIIMHA Ta IrpoBa
IHAYCTpIs, TIOKpAllleHHS HaBYaHHA B Il ramy3l JONOMOXE MiArOoTyBaTu
kBaJlipikoBaHUX (paxiBIIiB, 3AATHUX MPAIIOBATU 3 HOBITHIMHU TE€XHOJIOT1IMH.

Onnier0 3 TMepmIMX 1 HaWBaXIMBIIUX peKoMeHaalid € iHterpamis 3D-
MOJIETTIOBAHHS K OOOB'SI3KOBOI AMCIUIUIIHU B HaBYaJIbHI MpOrpamMu. YpaxyBaHHS i€l
JUCHUIUIIHA B PI3HUX HamNpsMKaX, TaKUX SK I1H)XXEHepis, apxiTeKTypa, AHu3aiiH,
MHUCTEITBO Ta 1HIII, JO3BOJUThH CTYJIGHTaM OTpUMaTH 0a30Bi Ta MOTIMOJICH] 3HAHHS JIJIs
pobotu 3 3D-moensamu.

Bapro nomatu iHTerpoBani Kypcu 3 3D-MojentoBaHHS B OCHOBHI IpOTrpamMu
HaBUYaHHS, K1 OXOIUTIOIOTH PI3HI acCMeKTH MOJEIIOBaHHS (T€OMETpis, TEKCTYpyBaHHS,
aHIMaIIisl, pCHICPHHT ).

Takoxx MoxHa chOpMyBaTH MUKIMCIMIUIIHAPHI TPOEKTH, IO JJTO3BOJSIOTH
CTyJIEHTaM 3aCTOCOBYBAaTH OTpHMaH1 HaBHYKH 3D-MOIENOBaHHS B peaIbHUX CUTYAIlisX
(HampuKIIal, CTBOPECHHS apXITEKTYPHHUX MPOEKTIB 200 IHKEHEPHUX MPOTOTHIIIB).

Jlnst eeKTUBHOTO HaBYAaHHS BaKJIMBO BUKOPHUCTOBYBATH TEPEAOBI MPOTpaMHi
3acobu misa 3D-monemoBanHs, Taki sk AutoCAD, Blender, SolidWorks, Rhino, Maya, a
TAaKOX HOBITHI 1HCTpyMeHTH s 3D-ApyKy Ta BipTyadbHOI peasibHOCTI. Takoxk citifg

OHOBJIDBATH HABYAJBbHI MpOrpamMu 3 ypaxyBaHHSM HOBHX TPOTpaM 1 TEXHOJIOTIH,
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Takux sK nporpamu st 3D-npyky Ta BIpTyasllbHOI pPEabHOCTI, L0 JO3BOJIAIOTH
CTBOPIOBATH (P13MUHI MPOTOTUIIN MOJEIIEH.

Onuu 3 HaillepeKTUBHINIUX CMOCO0IB HaB4YaHHsA 3D-monenmtoBaHHIO — 1Ie
MPaKTUYHE 3aCTOCYBAHHS TEOPETUYHHUX 3HAHb y BUIJISAI BOPKIIOIIB, MaiicTep-KiaciB 1
TpeHIHT1B. Taki 3aX0/I1 T03BOJISIIOTH CTYICHTAM MPaIlOBaTH 3 PEAIbHUMU MPOEKTAMU Ta
OTPUMYBATH 1HJWBIIyalbHI TOpaaud Bix BuKIagauiB. OpraHi3oByBaTH peEryJSIpHI
MalCTep-KJIaCh Ta MPOBOAMTH BOPKILOMHU, J€ CTYJEHTH MOXYTh MpalioBaTH 3
KOHKPETHUMHU NPOEKTAMH, BJIOCKOHAIIOBATH CBOi HABUYKHU, a TAaKOX OTPUMYBATH
3BOPOTHMM 3B'I30K BiA JocBiqYeHUX ¢axiBiiB. 3D-MopaentoBaHHS CTUMYIIOE
KpPEaTUBHICTh, TOMY Ba)JIMBO, 100 CTYJEHTH HE JIMIIE BUBYAJIW TEXHIYHI aCIEKTH, ajie
I ManuM MOXJIMBICTh BTUIIOBATH CBO1 TBOPYI 171€i B peaibHl NMPOEKTU. 3anpoBaIHPKEHHS
POEKTHOI'O0 HaBYAHHSA, JIe CTYJIEHTH CTBOPIOIOTH MOJIEN, BUPINIYIOUM peasibHi 3ajadi
(HampuKIa, CTBOPEHHS MPOTOTHUIIIB JIsi CTapTaIiB, AU3aiiH 00'€KTIB JJ1s IHTEP'EPIB 200
BUTOTOBJICHHS TTPOTE31B).

BpaxoByroun cydacHi TpeHIM B OCBITI, BaXJIUBO TaKOXX BUKOPHCTOBYBAaTH
OHJIAMH-KypCH, TUIaTGOPMHU Ta PECYpCH AJIs AUCTAHIIITHOIO HaBYaHHS, 110 JO3BOJSIOThH
CTyAeHTaM ocBoiTH 3D-mojentoBaHHS Ha JO0JATOK JI0 OCHOBHOI'O HAaBYaJbHOI'O
poIiecy.

Hamu 3anpononoBaHo cTyneHeBy nporpamy 0a3oBoro kypcy 3 3D-monentoBaHHS

(momatok A), o Moke OyTH BIpOBaKeHa B IpodeciiHuX 3aKIagax OCBITH.
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BucHoBku 10 po3aiay I

[Iporpamui 3acobu mns  3D-monentoBaHHs MaioOTh 3HAYHUW BIUIMB Ha
dbopMyBaHHS MPAKTUYHUX HABUYOK CTYACHTIB. BoHM He numie 3a0e3reuyroTh TeXHIUH1
MOXKJIMBOCTI JUJI1 CTBOPEHHA cKiIagHux 3D-moxenell mepcoHaxiB 1 JokKalid, ane M
TO3BOJISIOTH CTYJEHTaM PO3BHBATH TBOPUYWH MOTEHIIIAN, MPAIIOI0YN 3 PealiCTUIHUMH,
iHTepakTUBHUMU 3D-Monmensmu. 3acTOCyBaHHS TaKWX TEXHOJIOTIH y HaBYAIBHOMY
Opoleci € Ba)XJIMBUM JUIsl MIITOTOBKM BHUCOKOKBaNi(pikoBaHMX (HaxiBLIB y cdepi
U(GPOBUX TEXHOJIOT1H.

[TokpamenHss HaB4aHHA 3D-MoNETIOBaHHIO BHMAara€ KOMIUIEKCHOTO IiIXOMY,
SKUA BKJIIOYA€ OHOBIICHHS HABYAJIBHHX TIpOTpaM, BUKOPHCTAaHHS TMEPEIOBUX
TEXHOJIOT1, PO3BHTOK TBOPYOTO IOTEHIIANly CTYACHTIB Ta CTBOPEHHS MPAKTUYHUX
MOJKJIMBOCTEH JUIsl 3aCTOCYBaHHs 3HaHb. BpaxoBylouW Ii peKOMEHaIllii, HaBYalbHI
3aK1ad MOXXYTh 3HAYHO MIJBUIIUTH €(PEKTUBHICTH MPOIECY MIATOTOBKM MaWOyTHIX
daxiBuiB y ramy3i mUGPOBUX TEXHOJOTiH, MIATOTYBABIIM iX 0 PoOOTH 3 Cy4YaCHUMH
THCTpYMEHTaMH 1 TEXHOJIOT1SIMHU.

Po3poOka mporpamu HaBYaHHS Il CTBOPEHHS ITPOBUX JIOKAIIA Ta MEPCOHAXKIB
3acobamu 3D-MojetoBaHHS MOBHHHA BKJIIOYATH TPAKTUYHI 3aHATTSA, BHUKOPUCTAHHS
Cy4acHOT'0 MPOTrpaMHOI0 3a0e3MedeHHs Ta IHTETpallilo HOBITHIX TeXHOJOT1H. BaxximBo
CTBOPUTHU HABYAJIbHY MPOTpPaMy, siKa JO3BOJUTH CTYJEHTAM PO3BUBATH SK TEXHIUHI, TaK
1 TBOpYI HABMYKH, HEOOXIAHI JUIsI YCIIIIHOI Kap'epu y cdepi reiimaeBy ta 3D-
MOJIETTIOBAaHHSI.

Le#t migxim [M03BOJUTH CTBOPUTH €(PEKTUBHY HABUAJIbHY TMpOTrpaMy IS
MiATOTOBKM (haxiBIIB, 3AaTHUX MpAIlOBaTH B I1HAYCTPli CTBOPEHHS Irop, a TaKOX
3a0e3meunTh TIIMO0KE PO3YMIHHA BCiX acnekTiB 3D-MozenoBaHHs B KOHTEKCTI IMPOBHUX

JIOKAIIIM Ta MEPCOHAXKIB.
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PO3ALJI II. PO3BBUTOK TPUBUMIPHOI'O MOAEJIOBAHHSA

2.1. IcTopisi TPUBUMIPHOI0 MOJEJIHOBAHHS

TpuBuMipHE MOJETIOBaHHS CTaj0 HEBiJ €MHOIO YaCTHHOIO CYYaCHOTO TU3alHY,
Kkinematorpadii, Bizeoirop i apxirexrypu. Moro ictopis Hamidye KilTbka IeCATHIITH i
MPOXOJIUTh YEpe3 €Talmu TEXHOJOTTYHOTO MPOTpecy, 3MIHIOIOYHM CIOCI0, SKUM MH
CTBOPIOEMO Ta CIIPUUMAEMO Bi3yaJIbHUI KOHTEHT.

[lepuii cipoOu TPUBUMIPHOTO MOJIeNOBaHHsS Oynu 3xaiiicHeHi B 1960-x pokax. Y
1963 poui AiiBen CaszepiieHa, OOUH 13 MIOHEPIB KOMIT'IOTEpHOI Tpadiku, CTBOPHB
nporpamy Sketchpad, sika q03BonmiIa MOAETIOBATH 00 €KTH HA €KpaHi 3a JOMOMOTO)
cBiTIIOBOTO Tiepa. Ll poboTa 3akimana OCHOBH IS MOAAIBIIIOTO PO3BUTKY KOMI'TOTEPHOT
rpadiku. YuiBepcuteT mrary KOTa cTaB BaJIMBUM LEHTPOM JOCIIIKEHb y Taly3i
koMI'totepHoi rpadiku 3aBasiku [[. EBancy ta A. CaseprneHay, siki Ha TOW 4dac Oyiu
npoBiHUMH (irypamu B 1id cdepi. [li3Hime iXHA AISAIBHICTD IPUBENA O HIBUIKOTO
PO3LIMPEHHS KOJIa TOCIiTHUKIB.

3 pocTOM YCIIXiB Y KOMM'FOTepHIM Tpadili BeJIMKI KOMIIaHIl MOYaJIN TPOSIBISATH
710 Hel 1HTepec, M0 CTUMYIIIOBAJIO PO3BUTOK TEXHIYHOI IHPPACTPYKTYpH B Iiii 00JaCTI.
Y 1969 poui Cazepnenn i1 EBanc 3acHyBanm mepiry KOMMaHIO, IO 3aiimanacs
BUPOOHHMIITBOM KOMIT'toTepHOl rpadiku, sky HasBaau ''Evans & Sutherland™.
Cnouatky KoMIT'roTepHa rpadika Ta aHIMAIlisS 37e0UTBIIOT0 BUKOPHUCTOBYBAJIUCS B
pekiami Ta Ha TenebadenHi. Hampukiman, kommanis MAGI crama BioMow 3aBIsSKd
CTBOPECHHIO TEPIIOI KOMEPIIHOT KOMI'FOTEpHOI aHiMarlii: odeproBuii sorotun IBM,
SKUH 3’ IBUBCS HA OJTHOMY 3 MOHITOPIB B 0(ici KOMITaHii Ha mo4YaTKy 70-X pOKiB.

VY 1970-x pokax mouanu 3’SBIATHCA TMEPIIl crerianxizoBaHi mporpamu mus 3D-
monemtoBanHs, Taki sk 3D CAD (Computer-Aided Design), siki BHKOPUCTOBYBAIHCS
MEepeBaXHO B apXIiTeKTypi Ta iHkeHepii. TexHomorii MomenmtoBaHHS Oyid JOCHTH
0OMEKEHHUMH, ajie BCE K BIIKPUBAIM HOB1 TOPU3OHTH JIJISl TPOSKTYBAHHSI.

VY 1980-x pokax TpUBHMIpPHE MOJEIIOBAHHS OTPUMAIO HOBHM IMITYJIIBC 3aBISKH

PO3BUTKY amapaTtHoro 3a0e3neyeHHs Ta anroputMiB. Y 1982 pori Oyino mpencTaBieHo
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Polygonal Modeling, sike no3Bonmno ctBoproBaT Ounbin ckiaanHi hopmu. Takox y 1ei
nepion 3'SIBHIIMCS TIEPIi PEHIIEPUHTOBI Iporpamu, Taki sk RenderMan Bix Pixar, mo
JT03BOJIUIIN TeHEPYBATH (HOTOPEATICTUYHI 300pakeHHS.

1990-T1 poku cTanM 3HAKOBUM MEPIOAOM JJii TPUBHUMIPHOTO MOJAEIIOBAHHS.
[Mporpamu, taki six 3D Studio (mizwime 3ds Max) i Maya, 3poouiu 3D-MoaenoBaHHs
JAOCTYTHIIIUM JJIsl ITUPOKOTO 3arany. Bin3HaueHMM MOMEHTOM CTajo TaKOX PO3BUTOK
TEXHOJIOT1# peHIepuHry, 30kpema Ray Tracing, mo 103BOJIMB JOCATaTA BUCOKOT SIKOCTI
300paxeHHs. Y Ied Yac TpHUBHMIpDHE MOJCIIOBAHHA  TIOYAJIO  aKTHBHO
BUKOPUCTOBYBATHCh HE JIMILIE B 1HXKEHepli, aje 1 B kKiHematorpadii. dinbMH, Taki sK
"Jurassic Park" (1993), npoaemonctpyBanu norteHmian 3D-edekTiB, 1m0 MPU3BEIO 10
CTPIMKOTO 3POCTAaHHSI IHTEPECY J0 TEXHOJIOTII.

Y 2000-x pokax TpUBHMIpPHE MOJICIIOBAHHS CTall0 CTAaHAApPTOM Yy KIHO,
TenebayeHHl Ta irpax. TexXHOJOrii MOCTIHHO BIOCKOHAIIOBAIUCH: 3'SIBUJIMCS HOBI
IHCTpPYMEHTH [IJisl aHiMallli, TeKCTypyBaHHS Ta penaepunry. [Iporpamu, Taki sK
Blender, Cinema 4D ta ZBrush, 3anpononyBanu HOBI MiAX0au 10 MOJeTIOBaHHs. Lleit
Nepiojl TaKOXK CTAB CBIIKOM 3POCTAHHS MOMYJSAPHOCTI IHTEPHET-CHIIBHOT, SIK1 CIPUSIIH
oOMIHY 3HAHHSMH Ta pecypcaMu cepea au3aiHepiB 1 XymokHuKiB. lle mpusBeno o
IIBUIIIIOTO PO3BUTKY 1HHOBAIIIH 1 MOKpAIEHHS IOCTYMY /10 HABUYAJIbHUX MaTepialiB.

ChorogHi TPUBHUMIPHE MOJICIIIOBAHHS IHTETPYEThCS 3 HOBHUMHU TEXHOJIOTISIMH,
TaKUMU SK BipTryanbHa peanbHICTh (VR) 1 momoBHena peanwsHicTh (AR). Ile mosBomse
cTBOpIOBaTH HOB1 ¢opmu B3aemoxii 3 3D-konteHtoMm. Ilporpamu craroTh OLTBII
VHIBEPCATHPHUMH, 3 MOMJIHBOCTSIMHU JUIsl CKYJNBITHHTY, aHIMallii Ta pPEHIECPUHTY B
omHomy makeri. CydacHi TexHoJjorii, Taki sk rpagiuni nmpouecopu (GPU), 3nauHO
MIPUCKOPIOIOTh PEHACPUHT, a aJTOPUTMH MAITMHHOTO HABYaHHS BIJKPUBAIOTH HOBI
MO>KJIMBOCTI JUIsl aBTOMATH3aIlii porieciB cTBopeHHs 3D-moaenei.

IcTopis TpUBUMIPHOTO MOJCIIOBAHHS BiJ3HAYCHA ITOCTIHHHUM PO3BHTKOM 1
iHHOBaIlissMHA. Bin mepmmx eKCIepuMEHTIB  J0 CydacHUX (DOTOpeamiCTUIHUX

Bi3yanmizaniii — uei mpoiuec TpaHchopmyBaB cmocid, SKUM MH CTBOPIOEMO 1
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copuiiMmaeMo LHPpoBUil KOHTEHT. ChOroJHI TPUBUMIPHE MOJEIIOBAHHS 3aJUIIAETHCS
Ha MEpeoBiil TEXHOJIOTIYHOIO NpPOrpecy, MPOMOHYIOYM O€3MEXHI MOXKIMBOCTI IS

TBOPUOCTI Ta IU3aiHY.

2.2, Ictopis 3D’s Max .

3ds Max - 1e oziHe 3 HAMBIIOMININX MPOTPAMHUX 3a0€3MEeUYCHb JIs1 TPUBUMIPHOTO
MOJICITIOBAHHS, aHIMAIlil Ta PEHICPHUHTY, SKE CTaJl0 HEBiJl’€MHOI YAaCTHHOIO POOOTH
npodecioHaniB y pi3HMX cdepax, BKIOYAIOYU ITPOBY IHAYCTPIiIO, apXITEKTYpHY
Bi3yaurizaiiio, KinemMaTorpadiro Ta 6arato iHmux. Moro icropis mouamacst 8 1990 pori,
KOJIM TIporpaMHe 3a0e3reueHHss po3poomiau st DOS, 1 3 Toro yacy BOHO IMPOWIILIO
3HAYHUU NUISX PO3BUTKY.

VY 1990 poui xomnanis Yost Group Bunyctuiia nepury Bepcito 3D Studio mis
DOS. s mporpama Big3Havayiacsi mpocTuM iHTEpdeicoM 1 6a30BUMU (YHKI[ISIMH, 110
3poOuMII0 11 MOMYJISIPHOIO cepell MOYaTKIBIIB Ta mpodecioHaniB. Y 1996 poi 3'aBumnacs
Bepcis 3D Studio Max mist Windows, 1110 cTajia eTanoM BeJaUKHX 3MiH. BoHa oTpumaia
HOBI MOXJIMBOCTI JIJIsl aHIMaIlli, MOJIETIOBaHHS Ta PEHIEPUHTY, 3aBIIKH YOMY 3700ysa
MOMYJIAPHICTh HA PUHKY.

VY 1999 poui Autodesk, onun 13 nigepiB y cdepi mporpaMHoro 3a0e3nedeHHs s
poeKTyBaHHsI, mpuaoaB 3ds Max. Lle crano BaXJIMBMM MOMEHTOM B ICTOPIi mporpamu,
amke Autodesk akTMBHO Mmoyaja BJIOCKOHATIOBATH ii, BOPOBAIHKYIOYM HOB1 TEXHOJIOTI]
Ta IHTETPYIOUM MPOrpaMy 3 1HIIMMH CBOiMH TpoaykTamu. [lix kepiBauTBOoM Autodesk
3ds Max oTpuMaB HOBI  MOXJIHBOCTI, IO CYTTEBO  IMJABUIIWIO  HOTO
KOHKYPEHTOCIIPOMO>KHICTb.

[Mpotsrom 2000-x pokiB 3dS Max moctiiiHO BmockoHamtoBaBcs. KokHa HOBa
BepCis MpUHOCHWIA Oe3Mid MoKpameHb 1 HoBuX (¢yHKIiA. Cepes 3HAYHUX OCSTHEHB
MOYKHA BUIUIUTH:

. IinTpumka nuariniB: 3'sBuiiacs MOXKIUBICTh PO3MUPEHHS (DYHKITIOHATY

MpOTrpamMu 3a JOMOMOI'0K0 CTOPOHHIX IUIAariHiB.
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. Iloxkpamene MopgenoBaHHA: BBeleHO HOBI  IHCTPYMEHTH Ui
MOJIITOHAJIBHOT'O MOJEIIIOBAHHS, 1[0 CIIPOCTUIIO POOOTY XYIOKHHUKIB.

. Hogi incTpymenTn animanmii: [losiBa OUIbII THYYKHX 1 3pyYHHUX 3aco00iB
JUISl CTBOPEHHS aHIMAITH.

OcobOnmuBo BapTo BiA3HauuTH Bepcito 2008 poky, sKa 3ampoBajuia
BJOCKOHAJICHHI TIpOIleC PeHIEpUHTY 3aBiasiku iHTerpainii Mental Ray, mo mo3Bosimiio
OTpUMYyBaTH OUIbII (HOTOpPEATICTUUHI 300paKEHHS.

Y 2011 pomi Autodesk sunmyctmma 3ds Max 2012, B sikiidi 3’SBHIMCS HOBI
iHCTpyMeHTH i aHiMmanii Ta rpadiku. [Tomamemii Bepcii, 30kpema 3ds Max 2018,
BHECJIM 3HA4H1 3MIHM B poOOuYMid Tpoliec, aAanTyloud MporpaMmy Mif cy4acHl BUMOTH
KOpHUCTYBayiB.

Ha coorogmimmii gens 3dS Max sanumiaeTbes MOMYJISIPHEM — CEpejl
npodecionaiis y 6aratbox chepax. Mloro BUKOPUCTOBYIOTh IS CTBOPEHHS Bi3yasizariiit
y apxiTeKTypi, po3poOku irop, aniMmailii Ta crnenedexTiB y KiHO. 3aBISKH BEJIMKIN
CHITBHOTI KOPUCTYBAYiB Ta PO3pOOHHMKIB IUIariHiB, 3dS Max mpoaoBKye pO3BHBATHCA i
BJIOCKOHAJTFOBATHUCH.

3ds Max mnpoHIIOB BpaXkalOYHi MUISX Bil IPOCTOrO IHCTPYMEHTY IS
TPUBUMIPHOTO MOJICJIFOBAHHS JIO OJHOTO 3 HAWMOTYXHIMIUX MPOTpaM Yy CBOIM rajmysi.
Moro ruydkicTh, pi3HOMAHITHICTh (YHKIMH i HOCTilHE BIOCKOHANCHHS POOIATH HOro
BaYXJIMBUM IHCTPYMEHTOM i npodecioHaniB y cBiti 3D-au3aiiny. Y maitbytabomy, 6e3
CyMHiBY, 3dS MaX mpoaoBXuUTh 3aiiMaTH MPOBiIHI MO3MIlii HA PUHKY, aJaNTyOYH HOBI

TEXHOJIOT1i Ta TPEHIH.

2.3. CTBOpeHHs JioKalii Ta nepconazka ajsi rpu B 3DS MAX

CrBopenHst sokamii s rpu B 3dS Max e 06araTokpoKOBUM TIPOIIECOM, SIKHH
BKJIFOYA€ MOJICTIOBAHHS, TEKCTYPYBAaHHs, HAJalITyBaHHS CBITJa Ta IMIATOTOBKY JIS
iHTerpamii B irpoBuit asuryH (Hampukiam, Unreal Engine au Unity 3D). Ock 3araibHi

KPOKH 111 CTBOPEHHSI IrPOBO1 JIOKAIIi:
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2.3.1. IInanyeanna ma ou3aiin

Konnenrt-apr: CTBOpiTh KOHIENT-apT a00 cxeMy MalOyTHBOI JoKauii (MOXHa
BpyuHy abo B rpadiuHux penaktopax). lle Bi3yanbHuil ecki3 abo wUIOCTparis, ska
CIyI'ye BiAIPaBHOIO TOYKOIO JUIA Tojanbioro 3D-monemosanns. Horo pons nonsrae y
TOMY, 100 HAaJaTU YITKE YABJICHHS NpPO Te, SIK Ma€ BUIJSAAATH OO'€KT, MEPCOHAKX,
Jokanis abo Oyap-skuil 1HIMMA eneMenT y 3D-nipoctopi. Lle nouaTtkoBuii eTan TBOPUOTO
nporiecy, e MOXKHa €KCIIEPUMEHTYBaTH 3 (popMaMu, KOJTbOpaMH, CTHIIEM 1 3arajibHOIO
atMocdeporo. KoHuent-apT BUCTYyMAa€e K MOBA CINUIKYBaHHS MK PI3HUMH YYaCHUKaMH
OpOeKTy: apT-nupekropamu, 3D-mMonennepamu, aHiMmaTopaMu, po3pOOHUKAMU IrPOBOTO
nBuryHa Tomo. Lle rapanTtye, 1o Bci Npauol0Th 3 OJJHAKOBUM PO3YMIHHSAM (DiHATBEHOTO
npoaykry. KoHmenTr-apT 3amae 3araidbHUN XyTOKHIA CTHIIb MPOEKTY. BiH momomarae
BU3HAYUTH €CTETHKY, KOJIbOPOBY TramMy, mpomopiii Ta atmocdepy Jokarii abo
nepcoHaxiB. e BaxiauBo s Toro, mo6 yci 3D-eneMeHTH TapMOHINHO BUTJIAIAINA B
¢dinanbHOMY TponykTi. KoHIenT-apT MiHIMI3ye€ 4Yac Ha JOOMpAIfOBaHHS Ta 3MiHH,
OCKUTBKU XYJIO)KHHK BXKE MPAIIOE 3 YITKOIO BI3yaJbHOIO CXEMOIO.

Pedepencu: 36epiTh 300pakeHHss abo ¢GoOTO, AKI JOMOMOXYTh MPU CTBOPEHHI
neranen (apxitexrypa, mgaHamadT, TeKCTypu Tomio). Bonu mgomomaratrore 3D-
XyJI0KHUKAM 3p03yMiTH (POPMH, MPOIIOPIIii, TEKCTypH Ta JeTasli 00’ €KTIB, sIKi TOTPiOHO
3MmojentoBaTy. HasBHICTE pedepeHCiB 103BOJIsSE MIBHUIIEC CTBOPIOBATH CKIIAJIHI 00'EKTH.
3amicTh TOTO, OO BHUTaayBaTH KOXXKHY J€Taldb 3 HYJS, BU MOXETE OPIEHTYBAaTHCS Ha
300paxeHHs abo ¢otorpadii, 10 3HAYHO IMOJICTIIYE MPOIEC MOJACSTIOBAHHSA. Y BEIIMKUX
MPOEKTAX, HAMPUKIAL, y pPO3podIi irop abo aHiMaiii, pedepeHCH I0MoMararTh
XyAOXKHUKAM JOTPUMYBATHCS €IUWHOrO CTWi0. Hampukman, sKIIO mpauioere Han
IrpOBOIO JIOKaIli€ro, pedepeHCcH OMOMOXKYTh 30€perTd NpaBWiIbHY aTMmochepy abdo
apxiTekTypHi ocobnmuBocti. dortorpadii OymiBenb, TPUPOAM, JIOACH, TEXHIKH
J0TIOMaraioTh 3pO3yMITH TMPOMOPINi Ta JeTami, OCOOJWBO SKIIO BU CTBOPIOETE

peamictTuuHi Mojeni. Sk MM 3ragyBand paHimie, KOHIENT-apT YacTO BHCTYIA€
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pedepercom s 3D-xynoxkuukiB. BiH 3agae cTuib, KOJIIp 1 3arajibHUM qu3aiiH 00’ €kTa

a0o mepcoHaxa.

2.3.2. Mooentosannn. Ocnogni munu.

SIk He pguBHO, CKJIagHI BHCOKoOACTamizoBaHl 3D-moxeni, IO BHKIUKAIOTh
3aXOIICHHS, TTOYMHAIOTHCS 3 MPUMITUBHUX (DOpM, Takux sk cepa uu kyO. Bonu €
OCHOBOIO CTBOpPEHHSI MoJenil. XYI0KHUK MAaHIMYII0€e i€l (GIryporo, Hajgawoyu id
O6axxaHoi (OpMH Ta KOHTYPY 32 IONOMOI'0I0 CHEIIaTbHUX HU(POBUX THCTPYMEHTIB.

3omote mpaBmwio 3D-MopentoBaHHS — MOYMHATH 3 TPOCTOTO Ta TIOCTYMOBO
HaOIKaThCs 10 CKIaAHOCTI. OCh SIK BU MOXETE CTBOPUTH TPUBHMIPHOTO ITEPCOHAXKA.

CrBopennss 3D-mopeni moTpeOye TepmiHHS: XyAOKHHUKY Tpeba Oarato
NpaIoBaTH, 00 PO3MICTUTH BEPIIMHU JUISI TPABWIBHOTO OKPECICHHS MOJICIII.
[Tonironu, 1o CTaHOBISATH 30BHIIIHIO YACTUHY CITKH, MOXHa PO3JUIUTH Ha JpiOHIII
yacTHHM, W00 nomatu petaneid. lle ocoOmMBO BaxIMBO, SKIIO MOAENb Oyle
aHIMOBAHOIO — IUJIAaBHUU PyX MOK€ OYTH AOCSITHYTHH JIMIIE B TOMY BHUIAIKY, SIKIIO BCI
PyXOMi MiCIlsl, Taki sSIK KOJIiHa Ta JIIKTi, MalOTh JOCTATHIO KUIBKICTh MOJIITOHIB.

[IIo6 cIpoCTUTH KUTTA XYJOKHUKIB 1 MO30aBUTH iX BiJ PYTHMHHUX 3aBJaHb,
nporpamu  3D-MonentoBaHHS ~BKJIIOYAIOTh PI3HI METOAW, Taki SK J3epKajbHE
BIIOOpKEHHS BXKE TOTOBOI YAaCTHMHU MOJENi. 3 HOro JOMOMOTOK MHUTEIbh MOXE
3aBEpIIUTH 00’ €KT, MAlOUW JIUIIE TOTOBY ITOJIOBUHY YM HaBiTh uBepTh. Lle 0cobiamBO
akTtyanbHO 111 3D-MoentoBaHHS MEPCOHAXKIB, OCKIIBKH JI03BOJISIE CTBOPUTHU 171€aTTEHO
CUMETPHUUYHY MOJIEJh, sIKa BiI3epKaIIoBaTUME POOOTY o OaxkaHii oci.

Honironansue moaenoBanus (Polygonal Modeling)

[lonmironanpHe MOMAEMIOBAaHHS — 1€ OJWH 13 HAWMONIMPEHININX THIIIB
MoaemtoBaHHs B 3D-rpadirni, skuit 6a3yeTbcsi HA BUKOPUCTAHHI MOJIITOHIB (TPUKYTHHUKIB
a00 9oTHpUKYTHHUKIB). KOKEH TOJIrOH CKIAJa€EThCs 3 BEpIINH (TOUOK) Ta pebep (JTiHii,
mo 3'eqHyoTh BepmmHaH). [lomirorn (GopMyoTh MOBEpPXHIO 00'€KTa, 3 KOO MOXKHA

MpaloBaTH Ha PIBHI KOXKHOI OKpEeMOi BeplinHu abo pedpa.
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[Ipouec:

. Mopeini CTBOPIOIOTBHCS HUIAXOM MAaHIMYJALli BepIIMHAMHU, pedOpaMu Ta
MOJIITOHAMM.

. CtBopeHHst  ckiagHMX (GoOpM  MOXKJIMBE  3aBASKM  IHCTPYMEHTaM

penaryBanHs, TakuM sik Extrude, Bevel, Cut, Bridge, Weld.

3acTOCyBaHHS:

[TonironanpHe MOJICTTFOBAHHS BUKOPHCTOBYIOTh IS CTBOPECHHSI
BUCOKOTIOJIIFOHAJIBHUX ~MOJENIe TMepCOHaxXiB, AapXITEKTyYpHUX 00’ €KTIB, TEXHIKH,
JaHAmAa@TIB Ta 1HIIUX CKJIAJHUX TPUBUMIPHUX (opM. BoHO 0COOIMBO MIAXOAUTH AJIS
NPOEKTIB, JIe MOTPiOHA BUCOKA JleTai3allis.

IlepeBaru:

. ['Hy4KiCTh 1 KOHTPOJIb HAJl KOXKHUM €JI€MEHTOM MOJIEI.

. MOKJIHBICTD JIETKO JOAAaBaTH Ta 3MIHIOBATH JE€TAIl.

Henomixu:

. JIist CTBOpEHHS AyXe CKIaAHUX MOjeNIel 3 BUCOKOIO KUTBKICTIO MOJITOHIB
nOTPiOHO OLIBINIE YaCY.

. Mogeni MOXyTh OyTH BaXKKUMH IS OOpOOKH, SKIIO HE ONTHUMI3yBaTH
KUTBKICTh TOJITOHIB.

NURBS-moaeawoBannsa (NURBS Modeling)

NURBS (Non-Uniform Rational B-Splines) — 1ie MeToa MOAEIIOBaHHS, SKHIA
BUKOPUCTOBYE MAaTEMAaTUYHO TOYHI KpWBI JIJIi CTBOPEHHS TJIaJKUX, OPTaHIYHUX (opm.
NURBS no3Bosisie cTBOproBaTH reOMETPil0 Ha OCHOBI KOHTPOJIBHUX TOYOK 1 KPUBHUX, IO
pOOUTH HOTO 1€TBHUM JIJIsi pOOOTH 3 00’ €KTaMU 3 TJIABHUMHU ITOBEPXHIMHU.

[Ipouec:

. MopnemtoBaHHsT 6a3ye€Tbcs Ha CIIalfHAX Ta KPUBHX, SIKI MEPETBOPIOIOTHCS
Ha TTOBEPXHI.

. NURBS monen BUKOPHCTOBYIOTBCS ISl CTBOPEHHSI TUIAJIKUX, OC3IIOBHHUX

bopwm.
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3aCTOCYBAaHHS
NURBS-moaentoBanHs 17ieanbHO MIIXOAUTh IJIsi CTBOPEHHS OpraHiyHux (opm i
MIPOMUCIIOBUX O00’€KTIB, TaKUX SK aBTOMOOLIl, MeOii, moOyToBa TExHIKa, FOBEIIPHI

BUPOOU, 3aBASIKU 31aTHOCTI JIETKO (POPMYBATH TIaJKI TOBEPXHI.

ITepeBaru:

. Bucoka TOYHICTh Ta peadiCTUYHICTb.

. JIerkicTh y CTBOpPEHH1 OpraHiuHMX, IUIaBHUX (QOpM.

Henoniku:

. MeHm  THydke pelaryBaHHS B TOPIBHSHHI 3  MOJITOHAJIBHUM
MO/ICTFOBaHHSIM.

. CxuasiHine onTuMI3yBaTu AJig poOOTH B IIPOBUX JBUTYHAX.

MonearoBanns 3a qornomororo cruainis (Spline Modeling)

CmutaiftHoBe  MOJEIIOBaHHSI 1mepeadadae CTBOPEHHS OO0 €KTIB Ha OCHOBI
JBOBUMIPHUX KpUBUX (CIUIAHHIB), SIKI MOXXYTh OyTH €KCTpYJ0BaHi ab0 MepeTBOpPEHi B
TpuBUMIipHi 00’ ekTu. Lle mBHUIKuUH 1 3pyYHUN METO] CTBOPEHHS 00'€KTIB 31 CKIQJHUMU
KPUBOJIIHIMHUMHU (popMamu.

[Ipouec:

. CrBoproerbest 2D-koHTYyp a0 KpuBi, $Ki TIOTIM €KCTpyJIoBaHi abo
00epTaloThcs HABKOJIO oOcCi (Hampukianm, iHctpymentoMm Lathe) mis crBopenHs
TPUBUMIPHOTO 00'€KTA.

. CrnaitHu MOXYyTh KOMOIHYBAaTHICS JUIsi CTBOPEHHS CKJIaaHUX (opMm 3a
J01oMororo iHcTpymeHty Loft.

3acToCcyBaHHS:

Lle#i TMm MOAENIOBAaHHS MiAXOMUTH JJISI CTBOPECHHS apXITEKTYPHHUX EJIIEMEHTIB,
MeOJIiB, JICKOPAaTUBHHUX OO0'€KTIB, a TaKOX JUII OYyIb-IKUX OO0'€KTIB 31 CKIATHUMH
KpUBHUMM, HAPUKIIAJ, TpyO abo Kabemis.

[IepeBaru:

. [IIBuaKe CTBOPEHHS CKIAHUX 00’ €KTIB 3 KPUBOIIHIMHUMU (DOPMaMH.
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. Jlerkicth B po00Ti 3 2D-00'ekTamu.
Henomniku:
. MeHmia THYYKICTh [ TOJAJBIIOT0 peAaryBaHHA y TMOPIBHSAHHI 3

MOJIITOHAJIBHUM MO/JIETIOBAHHSIM.

MopneoBaHHs HA OCHOBI moBepxoHb (Surface Modeling)

MopentoBaHHSI HA OCHOB1 IOBEPXOHb BUKOPUCTOBYE KPUBI 200 KOHTPOJIbHI TOUKH
JUIsl cTBOpeHHs TpuBUMIipHUX 00’€ekTiB. Lle cxoxke na NURBS, ane Outbin rHyuke st
penaryBaHHs. [loBepxHi MOXYTh OyTH IJIABHUMH a00 MaTH CKJIaAHY (HopMy.

[Ipouec:

. Mepexxa KpuBHX ab0 KOHTPOJIBHUX TOUYOK BHUKOPUCTOBYETHCA IS
CTBOPCHHS TPUBUMIPHHUX TIOBEPXOHb.

. Takok € MOXIUBICT, BUKOPUCTOBYBaTH martyi (patch grids), o
JI03BOJIIIOTH CTBOPIOBATH PI3HOMAHITHI IJIaBHI MTOBEPXHI.

3acTOCyBaHHA:

Le#t TN MoJeMIOBaHHS BUKOPUCTOBYETHCS JIJIsi CTBOPEHHS 00'€KTIB 13 CKIIaTHOIO
TrEOMETPIEI0 Ta IJIABHUMHU MEPEX0daMH, TAKUX K TKaHWHA, OpraHiuHi GopMH, 1HTEP epu

a0o JeTali apXiTeKTypH.

[lepeBaru:

. Jlobpe miaxoauTs A1 TUIaBHUX (OPM 1 OpraHiyHUX 00'€KTIB.

. Jlerko CTBOPIOBATH CKJIAHI IOBEPXHI 3 BUCOKOIO TOUHICTIO.

Henoniku:

. Moske OyTH CKJIQgHUM IS peldaryBaHHS Ta ONTHUMI3allii y BEIMKUX
MPOEKTAX.

CkyabntuHr (Sculpting)

CKyJBITHHT — II€ METOJ| MOJICTIOBaHHS, SKWA IMITye poOOTY 3 TIWHOIO, 1€
XYJO)KHHUK J0/a€e abo Bupizae jaetami mpssMo Ha moBepxHi o0'ekta. Ile mo3Boisie
CTBOPIOBATH TyK€ JIeTali30BaHi OpraHiuHi ¢opMH, Taki SK MEPCOHAXi, TBAPUHU a00

MOHCTpH.
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[Ipouec:

. BukopuctoByroun 1HCTPYMEHTH CKYJIBINTHHTY, XYJIOXHUK jAedopmye
0a30By MOjieJb, 10Jat0uu ApiOH1 AeTani Ta GopMu.

. CKyJIBITHHT 3a3BHYail MOYHMHAETHCS 3 0a30Boi low-poly moxeni, sika motim
JeTalI3y€ThCS.

3acTOCyBaHHS:

Ileli MeTom YacTo BUKOPUCTOBYETHCS JUIsl CTBOPEHHS MEPCOHAXIB, TBapHH,
MOHCTpPiB 200 OyIb-IKUX 00’ €KTiB, 1110 MOTPEeOYIOTh BUCOKOTO piBHA AeTamizamii. s
pobOTH 3 JyKE CKIQJHUMHM JCTAISIMU  XYJOXHUKH YacTO BUKOPHUCTOBYIOTH

crenianizoBaHi mporpamu, Taki sik ZBrush a6o Mudbox.

IlepeBaru:

. Benuka rHydkiCTh y CTBOPEHHI CKIAIHUX 1 IETaIbHUX OPraHIuHUX (POPM.

. MOXIHBICTh TpAIIOBATH 3 TEKCTYpOIO TIOBEPXHI B PEXUMi PEaNbHOTO
qacy.

Henomixu:

. [ToTpebye 3HAYHMX OOUUCTIOBAIBHUX PECYPCIB.

. MeHII MiaXOAUTh IS pOOOTH 3 TEOMETPHUYHO TOYHUMHU (DOPMaMH.

Mone/iioBaHHs 32 10n10oMoror OyJjaeBux onepauiii (Boolean Modeling)

byneBe MopnemtoBaHHS 0a3yeThCs Ha BUKOPHUCTAHHI JIOTIYHUX ONEpaIiid s
KOMOIHYBaHHs1 00'ekTiB. 3a Jomomorow omepariiiid union (o6'eqnanns), difference
(pisHuIT) abo intersection (mepeTWH) MOXKHAa IIBUAKO CTBOPIOBATH  CKIJIAJHI
reOMETPUYHI (POPMHU.

IIpouec:

. Mogeni 00’ e€qHYIOTBCS, BUPI3AIOTHCS OJHA 3 1HIIOI a00 TEPETHHAIOTHCS 3a
noromororo iHcTpyMeHTy Boolean a6o ProBoolean.

. Lle#t MeTom mMO3BOJSIE TMIBUAKO CTBOPIOBATU CKJIANIHI 00'€KTH 31 3BUYAWHUX
r€OMETPUYHHX (POpM.

3aCcTOCYBaHHS:



30

byneBee MonentoBaHHS MIAXOAUTh JJIS CTBOPEHHS apXITEKTypHUX abo

MEXaHIYHUX MOJEJIEH 3 OTBOPAMHM, BUpi3aMU a00 IHIIUMU CKJIQJHUMU €JIeMEHTAMM.

2.3.3. Texcmypyeanns

CtBOpeHHs TEKCTyp Ta iX HakiajgaHHia Ha 3D-Mojens BH3HA4YalOTh ii SIKICTH,
pEaNiCTUYHICTh Ta TOYHICTh. TEKCTypa — L€ pacTpOBE 300paKEHHS, SIKE 3aCTOCOBYETHCS
70 TIOBEpXHI He3abapBiIeHOI Mojenl s HaJaHHS i Koibopy, 00’eMy abo UIr03ii
penbedy.

[cHyIOTHb OCHOBHI BUJM TEKCTypyBaHHS — pelibeHe BinoOpaxenHs ta MIP-
BiToOpakeHHs. PenbepHe BioOpakeHHS — 1€ TEXHOJIOTIS TPUBUMIpHOI Tpadiku, 110
JI03BOJISIE CTBOPUTH Ha TOBEpPXHI 00’ €KTy OaraTuii Ta peajicTUUHMIA Au3aiiH. BiH mae
CBOi PI3HOBUU: BiAOOpa)K€HHS pelbedy, BIIOOpaXKEHHS HOpMaJed Ta MmapajaKTHIHE
BiTOOpaxKeHHS.

Bino6bpaxxennss MIP — 1me Merox 3acToCyBaHHA TEKCTYp, B  SIKOMY
BUKOPHUCTOBYIOTHCS KUIbKa KOIINA OJHOTO 1 TOTO X 300paKeHHS TEKCTYpPH, alie 3 PI3HUM
pIBHEM JAeTari3alii.

CyThb TEKCTypyBaHHS — JIEMOHCTpAIlisl KOXXHOTO €JIeMEHTa IMOBEPXHIi, Bi3yaJlbHE
npeacTaBieHHs  (I3WYHUX  BJIACTUBOCTEHM, MOJEIOBaHHS e(eKTiB CBiTIa Ta
BIIOOpKECHHS, a TaKOX BHECOK Y MAaKCHMAJIbHO pEaTICTUYHE BiTOOpaKeHHS
HaWIpIOHIIINX €JIEMEHTIB: OUeH, Biii, BOJIOCCS Ta TIOP MIKIPH.

. UV-posroptka: Jlius koxHoro o0'ekra ctBopiTh UV-posropTky 3a
normomoroto  iHcTpymenty Unwrap UVW, mo0 miarotryBatu 00'€eKTH 110
TEKCTYPYBaHHSI.

. TexcTypu: 3aBanTakte a00 CTBOPITH BIACHI TEKCTypH (KOdip, HOpMaTi,
BinOWBaHHs) y rpadiuaux pempaktopax (Photoshop adbo Substance Painter).

. Marepiaim: CrBopite Matepiamu B Slate  Material  Editor.
BuxopucroByiite kaptku nudysii, HopManei i1 BiZOWBaHHS s OUTBIT peamiCTUIHOTO

BUTJISANY.
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2.3.4. [lapamempu ma Hanauimy8anHs

OcsitiieHHs Ta atMmocepa

. Ceityo: Jlonaiite mkepena cBiTia (COHSYHE CBITJIO, IITY4YHI JIaMIH) B
crieHy 3a gonomoroto Standard Lights ado Photometric Lights.

. Tini: Hamamryiite peanictuyni tini uepe3 Ray-traced ado Shadow Maps.

. AtMocdepa: MoxHa nogatd TymaH, 00'emMHe CBITIIO a00 aTMocdepHi
edextu yepe3 Environment & Effects.

OnTumizanis

. Jloymogii momeuni: /Iy irop BaxkiuBo cTBOproBaTH lOW-poly momemi st
3MEHIIICHHS] HABAHTA)KCHHSI HA IrPOBHIA JBUTYH.

. LOD (Level of Detail): CrBopith Kiibka BapiaHTiB KOXXHOTO 00'€KTa 3

pPI3HMMM pPIBHAMM JleTaiizaiii, Akl OyAyTb 3MIHIOBATHCS 3aJ€XHO BIiJ BIACTaH1 N0

TpaBIIsl.
Excnopr
. [Ticnsa 3aBepiieHHsT pOOOTH EKCIOPTYHTE MOENI Ta TEKCTypH B (dopmar,

CYMICHHUH 3 BalllUM irpoBUM JABUTYHOM (Hampukiaa, FBX aco OBJ).

IMnopT B irpoBuii IBUTYH

. IMmopryliTe crieHy Ta TEKCTypH B IPOBUN JBUTYH, HalamTyhTe (i3UKYy,
CBITJIO, Ta IHTEPAKTUBHI 00’ €EKTH.

HanamryBanns onuHuib BuMipoBanusa (Units Setup)

[IpaBuiIbHI OAWHUIII BHUMIPIOBAHHS JIO3BOJISIIOTH TOYHO MOJICTIOBATH O0'€KTH
BIJIMOBITHO 110 peanbHUX po3MipiB (puc.2.1). Ile ocoOmmuBO BaxMMBO MpU poOOTI B
apxiTeKTypi ab0 TPOMUCTIOBOMY JTU3AMHI.

- Iepetinits 1o Customize — Units Setup.

- BubepiTs onuHUIII BHUMIPIOBaHHS, SKi BH XO4Ye€T€ BUKOPHCTOBYBATH
(MM,CM,M,KM).

- Harucuite System Unit Setup, mo6 HamamTyBaTH CUCTEMHI OMHHIII.



* Object Type

Puc.2.1. HanamryBanHs OqMHUIL BUMIPIOBAHHS

HanamryBanns naneJeii incrpymentis (Toolbars)

Bu MoxeTe opranizyBatH naHesi IHCTpYMEHTIB BIJIMOBIIHO J0 CBOiX 3aBaaHb. Lle
JT03BOJISIE€ MIIBUJIKO 3HAXOUTH MOTPIOH1 IHCTPYMEHTH.

- Iepetigits 1o Customize — Customize User Interface — Toolbars.

- CrtBopiTh HOBI MaHeni abo HaJMAIITYWTE ICHYIOYl, MEPETATYIOYH THCTPYMEHTH 3
JOCTYITHUX KOMAaH]I.

HanamryBanns pooounx Bikon (Viewport Layout)

HanamTyBaHHS BIKOH JI03BOJISIE BUOPATH ONTUMAIBLHUN CIIOCIO Meperisaay CIeHH.

- HaTtucHith Ha KHOIIKY B JIiIBOMY BEpXHbOMY KYTi T'OJIOBHOT'O BikHa (iKOHKa 3
KITbKOMa BIKHAMH).

- BubGepith HeoOXinHy KoH(pIirypaiito BiKOH, Hampukiajn, 1 Benuke BIKHO abo 4
BIKHA.

- Hamamryiite BUTIAI y KOXXKHOMY BiKHI (TIEPCIIEKTUBHUMN, BHJI CTIEpey, 300Ky
TOIIO).

HanamryBanns naneni komana (Command Panel)

[Tanens KOMaH[ - 11€ OJIMH 3 TOJIOBHUX 1HCTPYMEHTIB IS B3aEMOJIIT 3 00'€KTaMH.

Bu moseTte 3MiHIOBAaTH ii po3Mip a00 po3TallyBaHHs JJIsl 3pyYHOCTI.
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- [lepeTsarHiTh NaHeNb HA JIBUIA a00 MpaBUil Kpail BIKHA JJIs1 3pyYHOCTI.

- BuxopucroByiiTe cTpuUlKM Uisl nepexoAy MK pi3HUMHU Bkiaakamu: Create,
Modify, Hierarchy, Motion, Display, Utilities.

HanamryBaHHs KOJIPHOI cxeMu iHTepeiicy

Iarepdeiic 3ds Max MokHa HaJaITyBaTH 3a KOJLOPOBOIO raMoro, 00 3po0HTH
po60TYy KOM(OPTHIIIOK JJIsT OYEH.

- Tepeiinite 1o Customize — Customize User Interface — Colors.

- BuOepiTh K0NBOpPOBY cxeMy Juisl eleMeHTIB 1HTepdeiicy abo HamamTyilTe
BJIACHY.

HanamryBanns craproBux mapamertpiB (Preferences)

B HamamrtyBaHHSX MporpaMu BH MOXETe 3aaaTh moBeninky 3ds Max mig wac

poOoTH 3 (aiinamu, BUAUICHHSIMH, IHTEPAKTUBHICTIO IHCTPYMEHTIB 1 T.1I.

[Mepeiinite 1o Customize — Preferences.

TyT BU MOkeTe HaJlalTyBaTH 0araTo BaKJIMBUX MapaMeTpiB:

Files: ABTo36epekeHHs, KiTbKICTh Pe3ePBHUX KOIIIH.

Viewport: BigoOpaxkeHHst 00'€KTiB y BiKHAX, SIKICTh BIIOOpayKEHHs, BHOIp

rpadiunoro apaiiBepa (Direct3D, OpenGL Ttoro).

. Gamma and LUT: HanamryBaHHS raMu JUIst IPaBUIBLHOTO BiIOOPayKCHHS
KOJILOPIB.
. Interaction Mode: Bu moxxere BUOpaTH MK CTaHIZapTHHM iHTepdeiicom

3ds Max i pexmmom 3ds Max Design, skuit Hamae i (QYHKIE 1 CIpomieHi
THCTPYMEHTH.

HanamryBanus rpagigdoro apaisepa

3ds Max BukopucToBye rpadiuHuii qpaiiBep I BHBOJY 300pa)KEHHS y BIKHAX.
Bu MosxeTe BUOpaTH onTUMabHHN JpaliBep 1 cBoro komm'rotepa (Direct3D, OpenGL
abo Nitrous).

- Iepeiinits 1o Customize — Preferences — Bknaaka Viewport.
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- BubOepith rpadiunmii napaiisep y posaumi Display Drivers. 3a3suuaii
pekoMeHioBaHO BukopuctoByBaTH NItrous, ockiuibkum BiH 3a0e3meuyye Kparry
MPOYKTUBHICTb.

30epeskeHHs KOPUCTYBalbKOro iHTepdeiicy

Skuo BM HamamtyBanu iHTepdeinc mim cebe, Horo MoxHa 30epert, o0
BUKOPUCTOBYBATH B MalOyTHHOMY a00 MEPEHECTH Ha 1HILUKA KOMIT'IOTEP.

- Iepeitnite no Customize — Save Custom Ul Scheme. BuGepite nanky i

30epexiTh cxeMy iHTepdeiicy.



35

Bucnosku 10 posainy I1

TpuBumipHe wmojemtoBanHs (3D-MozaenioBaHHSI) € BaXXJIMBOK CKJIAJOBOIO
CydyaCHUX TEXHOJIOT1H, II0 OXOIUTIOITH IIMPOKUM CHEKTp Tally3ei, BiJ IuU3alHy Ta
apXITEKTYpH 10 Bi€OIrop 1 MeIUUUHU. PO3BUTOK TPUBUMIPHOTO MOJENIOBAaHHSA OYB
nocTynoBuM. TpuBUMIpHE MoAentOBaHHs Oepe cBi mouyaTtok y 1960-x pokax, Kojau
KOMI'IOTEPHI TEXHOJIOTl JHIIe TOYMHAJIM pPO3BHBATHCA. 3 TIOSABOIO HOBHX
KOMIT'IOTEPHUX aQITOPUTMIB Ta TrpapiyHUX NPOLECOpiB, TpUBUMIpHA Tpadika 1
MOJICTIOBAaHHS TOYald AaKTUBHO BHKOPHUCTOBYBAaTHUCS B IHIIMX cdepax, Takux K
aepOKOCMIYHA IHAYCTPIs, apXITEKTypa, a Mi3Hile — B IrpoBiil 1IHAYCTPIi Ta KIHO.

Y 1970-x pokax TmoYaBCS PO3BUTOK OCHOBHUX IHCTpYMEHTIB st 3D-
monenmoBaHHs. OpHa 3 MepUIMX CHUCTEM, $Ka J03BOJIMJIA CTBOPIOBATH TPUBUMIpHI
o0'extn, Oyma mporpama "3D Studio Max", sika Oyma Bumyiiena B 1996 pormi. lle
nporpaMHe 3a0e3MeueHHsl CTallo AYXe MOMYyJISpHUM cepell Ju3ailHepiB, apXITeKTOPIB 1
aHIMaTOPIB 3aBIISKH CBOIM MOTYKHUM MO>KJIMBOCTSIM Bi3yauri3allii 1 MOJICJIFOBaHHS.

BaxxnmBUM KpOKOM y PO3BUTKY TPUBHUMIPHOTO MOJEIIOBAHHS CTAJIO MOEIHAHHS
KOMIT'FOTEpHOT Tpadiku Ta aHiMaIllii, mo JO3BOJUIO CTBOPIOBATH O0'€KTH Ta CIEHH 3
BUCOKMM piBHEM Jetamizamii i pyxoMm. Y 1990-x pokax iHAyCTpis Bigeoirop i1 KiHO
aKTUBHO II0Yajla BHUKOPUCTOBYBaTH 3D-MojentoBaHHS ISl CTBOPEHHS BI3yaJbHUX
e(eKTIiB 1 aHIMaIIii.

Ha crorognimHii peHp 3D-MmonenroBaHHS CTAJIO HEBII'E€EMHOK YaCTHUHOIO
OaratboX Tayy3ed: BiI KIHO 1 Bimeoirop a0 MeAWNUHU 1 Hayku. OOHUM 13
HAWUTIOMUPEHINX HANpsIMKiB € 3D-apyk, kUil 103BojsiE CTBOPIOBATH (Pi3U4HI 00'€KTH
3 uu(pOoBUX MOJENIeH. 3 PO3BUTKOM TEXHOJIOT1H, TAKUX K MOJIEIIOBaHHS 3a JOIMOMOIOI0
mry4gHoro iHTenekty (Al), 3'aBuimcs HOBI METOAM, SKi JTO3BOJSIOTH ABTOMATHYHO
rerepyBatu 3D-Mozeni, a TAKOXK ONTHUMI3YBATH iX JJIsl BAPOOHMIITBA Ta BUKOPUCTAHHS B

pi3HEX cdepax.
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PO3/ILI III. MPOEKTYBAHHS 3D — MOJIEJIEM ITPOBOI JIOKAIIIT TA
INEPCOHAA B TPOLECI NOIITOTOBKU MAWBYTHIX ®AXIBIIIB
A PPOBUX TEXHOJIOI'TI

3.1. MogesiroBaHHS BeaMe/st

Po3snounemo poGOTy 3 MIATOTOBKU pedepeHCiB i MOJCIIOBAHHS IMEPCOHAXKA.
Hawm 3unano6uthest 300pakenns Beamens y npoekiii Front ta Side (Left,Right) (puc.3.1).
JUist momyKy MIAXOASIIMX 300pakeHb BUKOPUCTAEMO MOIIYKOBY CHUCTEMY a00 OaHK

300paxXeHb.

front view side view

Puc.3.1. Mopenb BenMenst y ppoHTaIbHOMY Ta O0KOBOMY paKypcax

Bubupaemo enement Plane y Bxmaauni Create 3 posmity Geometry/Standard
Primitives . CTBopeHHS OKpPEeMHX IUIOIIMH, SKi BUKOPUCTOBYIOThCS, K OCHOBA IS
3acTocyBaHHS peepeHciB 3 GPOHTATBHUM Ta OOKOBUM 300paKEHHAM MEPCOHAXKA.

Hatucuite M (Material Editor), cTtBopiTe HOBHI Matepian, BuOepiTh Bitmap i
3aBaHTAXKTE 300pakeHHS. 3acTOCYyWTe Marepial a0 IUIONMHU 1 YBIMKHITH TIOKa3

TEKCTYpH B BiKHax 3a jgomoMoror kHomku Show Shaded Material in Viewport
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(puc.3.2).

3 Material Editor - 21 - Default -

Modes Material Navigation Options  Urilties

B

* Bhnon Basic Parameters

arceent- [
oice: [
Specuar: -

Specler Hghights

Puc.3.2. Moaenb Beame st B po3ropriii

BupiBHsiiTe miuomuHU Tak, mo0 BoHM 30iraymcs mo oci X ta Y . IlounmHatu
MojenoBaTH BeaMmens Oymemo 31 chepu Sphere 3 posmimy Geometry/Standard
Primitives. Ilepmy chepy cTtBoproeMo Ha 16 cerMeHTIB B 00JIaCTi TOJOBH , a JAPYTY
chepy crBoproemMo B obiacTi kuBota. Inctpymentom Select and Move (W) Buainsemo
oany i3 cep. Y Brmaaii Modify kousepryemo chepy y Editable Poly.

Editable Poly — ogun 3 ocHoBHHX pexumiB y 3dS MaX mis moJiroHaJIbHOIO
MOJICTIOBaHHS, 11O J03BOJISE penaryBaTh O0'€KTH Ha PiBHI BEepIIMH, pedep, rpaHen,
MOJIITOHIB Ta eneMeHTiB. llell pexuMm Hamgae BeMMYe3HY THYYKICTh IPH CTBOPEHHI
CKJIQIHUX MOJEINeH, 0COOIUBO OpraHiuHuX (HOpM, TaKUX SK MEPCOHAXKI YU 00'€KTH 3

peanicTHyHUMH aetaisamu (puc.3.3).

vertex edge polygon

Puc.3.3. CtBopeHHs cdepu ik OCHOBH 1Ji1 POpMYBaHHSI YACTUHU T1Ia BEIMEIsI
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OcnoBni komnonentu Editable Poly:

1.Vertex (BepmmnHa) — 11€ TOYKa, Jie IEPETUHAIOTLCA pedpa. BoHa € oCHOBHOIO
CKJIaJI0BOIO YACTUHOIO F€OMETPII.

IIlo MoskHA poOUTH:

. Ilepemimenns: BepmnH: Bu MoxeTe nepemillyBaTu BEPIIMHU JJIsl 3MIHU

dbopmu o6'exTa.

. 3Mina mogoxkeHHs: BepmwmHu MoOXHa 3'€HYBaTH, BHUpIBHIOBATH abo
3rJaKyBaTH.
. Weld (3saproBanns): OO'eqHaHHS KUIBKOX BEPIIMH B OAHY JJIs

3MEHIIIEHHS KUTBKOCTI BEPILKH 1 MOKPAIIEHHS TOMOJOT].

2. Edge (Pe6po) - 11e JiHis, 1110 3'€HY€ ABI BEPIIUHH.

II{o MoxHA poOuUTH:

. Ilepemimenns: pedep: Bu moxxere nepemiiryBaTi abo BUJAISATH pedpa.

. Chamfer (CxomyBanns): CTBOpEHHS CKOLICHUX KpaiB JJIs 3TJIaKEHHS
TOCTPUX KYTIB.

. Connect (3'exnanns): CTBOpeHHSI HOBUX pedep MK BHOpaHMMH pedpamu
JUTA TIABUINEHHS JeTani3amii CITKH.

. Collapse: 3ropranss KiIbKOX pebep B OJIHY BEpPIIHHY.

3. Border (Me:xa) - e BigKpuTa YacTHHA IIOJITOHAJIBHOI CITKH, JI¢ HEMa€
3aMKHYTOI TOBEPXHI (HAMPUKIIAJ, Kpail OTBOPY B MOJIENI).

IIlo MokHA pOOUTH:

. Cap (3akputTtsi): 3aKpUTTS BIZKPUTOT 00IACTI, CTBOPIOIOYH HOBY TPaHb.

. Ilepemimennsi: Bu Moxere BHTATaTH a00 TIepeMillaTH MEXi s
CTBOpPEHHS HOBUX (OpM.

4. Polygon (IToairon) - 1 Imiocka MOBEPXHs, YTBOpEHa KiJbKkoMa pedpamu,

3a3BHYail TPUKYTHUKAMHU 200 YOTUPUKYTHUKAMU.



39

IIlo MokHA pOOUTH:

. Extrude (Excrpy3is): ButaryBaHHs MNOJIrOHIB JJIi CTBOPEHHS HOBUX
00'eMIB (HaNIpUKJIad, BUTSATYBAHHS PYKHU 3 TOPCA).

. Inset (BcraBka): CTBOpeHHS HOBOI'O MOJITOHY BCEpPEAMHI 0OpaHOro s
MOJAJIBIIOTO MOJEIIOBAHHS.

. Bevel (®acka): IlogiOHO 10 eKCTpy3il, aje 3 MOXKIUBICTIO OJIHOYACHO
3MIHIOBAaTH KYT IMOJIIrOHA.

. Flip (ImBepcis): [HBepTyBaHHS HOpMAai MOJITOHY JUIS 3MIHM HampsMmy

fioro opieHTarii.

5. Element (EnemeHT) - 11 YacTHHA CITKH, SKa MOBHICTIO BiJOKpEeMJICHA BiJ
pemtu 06'exTa.

IIlo MokHA pOOUTH:

. Ilepemimenns ejsementa: Bu MoxeTe nepemilnyBaTu, MaciTadyBaTu ado
o0epTaTH BECh €JIEMEHT K €IMHE IILJIE.

. Detach (Bimoxpemienns): CTBOpeHHSI OKpeMOro 00'ekTa 3 eleMeHTa abo

I'PYIIH MOJITOHIB.

OcHoBHi iHcTpyMenTH Ta onepauii B Editable Poly:

1. Extrude (Exctpysis). IHCTpyMEHT ajisi BHUTATYBaHHS IIOJIrOHIB a00 Ipym
MOJIITOHIB Y HOBY reomeTpito. Jly’ke KOpUCHUH JIsi CTBOPECHHS TaKWUX EIIEMEHTIB, SIK
PYKH, HOTH, a00 BUTATYBaHHS JeTaliell 3 MOBEPXHI 00'€KTa.

2. Bevel (dacka). [ToniOHMI 10 eKcTpy3ii, ajie TO3BOJISIE OJTHOYACHO BHTATYBATH
Ta 3MiHIOBaTH MacmTad momiroHa. KopucHuii myis cTBOpeHHsI CKOciB abo ¢acok Ha
CKJIaJHUX (opmax.

3. Chamfer (CxomryBanns). Jlomae mo1aTkoBi CErMEeHTH Ha peOpa abo BepIIvHH,
CTBOPIOIOYM TJAJIKI MIEPEX0Id MK HUMH. BUKOPHUCTOBYETHCS IS 3TIQPKEHHS TOCTPUX

KYTIB.
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4. Weld (3BaproBanns). O0'eqnye aBi a00 OUIbIIE BEPIIMH B OJHY, IO JO3BOJISE
no30yTHCS HEMOTPIOHUX €JIEMEHTIB 1 MOKPALIUTH TOMOJIOTIIO.

5. Target Weld. 3pyunwuii iHCTpyMEHT JJisl IIBHIKOTO 3BapIOBAaHHS BEPIIMH a00
pebep nuisixoM "mepeTAryBaHHs" OAHIET BEPIIMHU HA IHITY.

6. Connect (3'eqnanns). CtBOproe HOBI pebpa MK oOpaHuMuU peOpamu abo
BEpIIMHAMH, IO JO03BOJSE JOAABaTH ONATKOBI CErMEHTH JUIS KPAmoro KOHTPOIIO
dopmu.

7. Slice Plane (Pizanns momuHoo). CTBOPIOE HOBI JIiHIT a00 pebpa, po3pizaroun
00'ekT Ha piBHI a00 Mig NOTPIOHUM KyToM. KopHCHO Ju1sl 10J1aBaHHs HOBUX JieTaneit abo
JUTsl KOpUryBaHHs (OpMH 00'€KTa.

8. Cut (Pizatu). Pyunuit iHCTpyMeHT AJig I0AaBaHHsI HOBUX pebep abo po3piziB y
noJiiroHaiapHii citmi. Ile go3Boisie CTBOprOBATH JOJATKOBI JIHIT 4K jaeTani B Oyiab-
SAKOMY MICII.

9. Bridge (Mict). CTBOpIOE MOJIrOHH MiXK JBOMa OKPEMHUMH YaCTHHAMHU CITKH.
BuxopucroByeThecst nansi "3mmBaHHA" BOX 0OJacTeil, Hampukiai, IJIs CTBOPEHHS
epexoy MK YaCTUHAMH MOJIEIII.

10. Inset (BcraBka).CTBOpIOE HOBUM TOJIIIOH BCEPEAMHI OOPAHOTrO ITOJITOHA,
3QIMIIIAI0YH paMKy 10 Kpasx. Lle KopucHo s neranizarii okpeMux 00J1acTei.

11. Symmetry (Cumetpist).3aCTOCOBYEThCA JUIsl 3EPKAIBHOTO BimoOpaxKeHHs
MIOJIOBUHHU MOJIEJI, 11O CIPOIIY€E MPOIEC MOJESIIOBAHHS CUMETPUYHUX O0'€KTIB, TAaKUX

SK TIEPCOHAX1 UM MAIIIUHU.

3a gomomororo komanHau Attach o6’emnyemo 1Bi chepum B oaWH 00 €KT
JlepexoquMo B peXUM penaryBaHHS TMIOJITOHIB Ta BUAAIAEMO HIKHIO YaCTUHY
BEPXHBOT chepr Ta BEPXHIO YACTHHY HIKHBOI chepu. Buninsiemo Border y o6ox chep
Ta 3IIMBaEMO 3a jomomoror komauau Bridge (puc.3.4). Ilepexoammo B pexuM

penaryBaHHs BEpIIMH Ta 3a JOMOMOrorw iHcrpymenrta Select and Move po3ramoByemo



41

BEPIIMHU PIBHO-BIAJAJIEHO OJIHA Bl OJIHOI KEPYIOUUCH pedepeHcaMt Y BIKHAX MPOEKIIIi

front, right.

Puc.3.4. Monens Beamens (00’ equanHs cdep)

[lepexoqumMo B peXUM pelaryBaHHS TIOJNICOHIB Ta BUAAIIEMO IpaBy YacTUHY
o0’exkta Ta mnpuMiHgemo wmoaudikarop Symmetry (puc.3.5). CraBUMO TalouKy
Bim3epkasieHHs 1o oci X. Jlnms Toro mo6 0auyuTu KIHLEBHH pe3ylbTaT 3 BIUIMBOM

MoudikaTopa moTpiOHO HaTUCHYTH KHOIIKY Show end result on .



Puc.3.5. Moaens Beamens (hopMyBaHHS KIHITIBKH)

Jliist Toro mo0 3MOICIIIOBATH KiHIIIBKH BeaMet0 ,Bubupaemo enement Cylinder y
Bkiaaami Create 3 posminy Geometry/Standard Primitives . 3amaemo 3HauYeHHS
napametpy Sides 8 cap segments i height segments mo 1. Bugansemo AHO Ta BEpXHIO
yacTuHY UWIiHApy. Kijbie 3 8 mosiroHiB po3TamoByeMoO y MiCIli Jie jlana npuearHaHa
no tina . Ilepexomumo B pexum edge , BHAUIIEMO Kiablie pedep Ta 3 HATHCHYTOIO
kHomkow Shift BuTsaryemo kinbiie B miomuni XY . IloBroproemo 1o mpouenypy 6-7
pasiB , MOKU KiHIIBKA Oyze BianmoBigaTu pedepency. Takox st 6u1bn ToYHOT GpopMu
nopizaemo pebpa iHcTpymeHnToM Connect. He 3a0yBaiiTe mepeMUKaTHCS B PEKUM
penaryBaHHs BEPIIUH , JJIA OUTBII TOYHOTO KoperyBaHHS (opmu 00’ekta .BakiuBo
MIATPUMYBATH TPABWIBHY TOIOJOTII0 CITKA, OCOOJNMBO [JIsi aHIMarlii MepCOHaXiB.
VYHUKaiiTe CTBOPEHHS TPUKYTHUKIB ab0 TMONITOHIB 3 BEJIMKOI KUIBKICTIO CTOPIH
(NGons), sxmo MoxiauBo. Jljiss MOJCIIOBaHHS HOTM MU BHKOPHUCTOBYEMO TOH caMuid
croci0 9K 1 3 pykoro. 1100 mpuImmTH KiHIIIBKA 10 TLIa TIEpEeMUKAaeEMOCh y pexum Edge

,BUJIIIEMO pebpa ,sIKi HaBIPOTH Ta HaTHCKaeMo KoMmaHy Bridge (puc.3.6).
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Puc.3.6. Moaens Beames (hopMyBaHHS 00’ €MHOI CITKH)

Jlnst geranizaiiii roJloBH BeIME/Is IEPEX0IMMO B pexkuM edge Ta qopizaemo pedbpa
HABKOJIO ouel Ta mari 3a gormomororo iHcTpymenta Cut (Alt+C) .Ilepexmoyaemoch B
pexxum polygon ,BUiIsIEMO TIOJITOHM IO CTOCYHOTHCS TAllli Ta 3aCTOCOBYEMO KOMaHIy
Extrude. [lopizaemo m0AaTKOBi KiJbIlsl pedep I AOCATHEHHS PIBHOMIPHOI CITKH.
OO0O0B’sI3KOBO TEpekIroUaiTecss Mk BikHaMHu Tpoekmii front ta right mist yrounenus

dbopmu irypu B pexxumi Vertex (puc.3.7).

Puc.3.7. Moaensb ¢irypu Beamenas B pexxumi Vertex
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CTBOpITP  JOJATKOBI TOJIFOHM HA TOJOBI Ui  MOJEIIOBaHHS  BYX,
BukopuctoByroun Extrude abGo incrpyment Inset misi momaBaHHS CETMEHTIB.
BuxopucroByiite Cut s nonaBaHHs AOJATKOBUX pedep Ha o0iMuYi, Jlarmax Ta Tull

(puc.3.8).

tree_h desk

Defaut

E Aniat mold  Heb
D/l e EEEET B wE % % 58 Cionammbobimmm -

Puc.3.8. Moaens ¢irypu Beamens (10/1aBaHHS €JIEMEHTIB TOJIOBH)

Inctpyment Chamfer momomoxke BaM 3riiaguTv KyTH Ta HaJaTH MOJMAEII OLIbII
opra"iuny ¢opmy. CTBOPITH OTBOpU ISl O4e Ha OOJIM4YYl BeAMens 1 BctaBTe chepu

JUIS OYHHX A0YyK (puc.3.9).



Puc.3.9. Moaens ¢irypu Benmens (10/1aBaHHS O4€i)

SKIo KUIBKICTh TOJITOHIB JIO3BOJISIE , MOXHAa 3acTOCyBaTh MoJudikaTop
3rJIaKCHHS ToBepXHi TurboSmooth.

Turbosmooth — 1e oamu i3 kmouoBHXx MoaudikatopiB y 3ds Max, 1o
BUKOPHUCTOBYETBCS IS 3MVIAJDKYBaHHSA reoMeTpii o0'ekTa IIIAXOM JIOJaBaHHS
JOJTIATKOBUX TOJITOHIB. BiH 103BOJIsI€ 3p0OUTH MOJIeNb OUIBII JETAIBHOIO 1 TIJIABHOIO,
0e3 3MIHM OCHOBHOI CTPYKTYpH IOJIrOHalbHOI citkk. Turbosmooth wacto
BUKOPHCTOBYETHCS B MOJCIISIX MTEPCOHAXKIB, aBTOMOOLI1iB, MEOJIIB Ta 1HIINX 00'€KTIB, 1€
HEOOXIHE TUTaBHE 3aKPYTJICHHS TOBEPXOHb.

Y mapamerpax Turbosmooth scranoBite 3HauenHs Iterations, sike Bu3HaUAaE,

HACKUIBKH JICTAIBHOIO Oyie Mojens (puc.3.10).



Puc.3.10. Mognens ¢irypu Beamens (10aBaHHs IKIPHOTO TOKPUBY)

Jlns BigkirodeHHs 1ii MogudikaTopa HATUCHITH HA 1KOHKY Y BUTJISAAI oka. [licis
3aBEpIICHHS MOJCIIOBaHHS (JopMa BEAMENs roToBa J0 TEKCTypyBaHHs. (s mboro mMu
BUKOPUCTOBYeMO iHCTpyMeHTH UV Mapping ta TeKCTypyBaHHSI.

UV Mapping: CrtBopite posroptky (UV map) nmns Momem Beamens,
BUKOpHCTOBYIOuM MoaudikaTop Unwrap UVW. Tlepekonaiitecs, 1o TeKCTypu Oy1yTh
MPaBUJIBHO HAHECEHI Ha TIOBEPXHI0O Mojeiai 0e3 pO3TATHEHh 1 CIIOTBOPEHb.
BuxopucroByiite QotoTrekcTypr abo MagolTe BpPy4YHY B TpadidHOMY peaakTopi
(mampukian, Photoshop) mnst cTBopeHHS TeKCTyp MIKipW, MIEPCTi Ta IHIIMX JETaJIeh

Beamens (puc.3.11).



Puc.3.11. Monens dirypu Beamens (10aBaHHS TEKCTYP)

Moaudikarop Unwrap UVW y 3ds Max BHKOPHUCTOBYETHCS JIsi CTBOPEHHS 1
penaryBanHs UV-posroptku o0'ektiB. UV-po3ropTka a03Bos€ TPaBUIBHO HAHOCHUTH
TekcTypu Ha 3D-moneni, po3mintytoun 2D-300pakeHHs Ha MoBepxHIO 00'ekTa. PoboTa 3
Unwrap UVW Bxirouae KidbKa €TaliB, B 3acTOCyBaHHS Mojaudikaropa 10
HajamTyBaHHd UV-kapt 1 30epexeHHs pe3yiabTariB. PoO3MISIHBMO IOKPOKOBY
MOCTiAOBHICTD POOOTH 3 ITUM MOJU(]IKaTOPOM:

1. 3acrocyBannsa moaugikaropa Unwrap UVW

. Bubepits 00'ekT, mi1s sikoro motpioHo ctBoputr UV-po3roprky.

. Ha manemi wmommdikaropis Bubepitb Unwrap UVW 31 choucky
monudikatopis. [Ticist poro BikHo Modifier Stack mokaxe mapamerpu moaudikatopa
Unwrap UVW.,

2. Mepexia y penakrop UV (Edit UVWS5)

. Bubepith 00'exT 1 HatucHiTE Open UV Editor (iHomi Ha3uBa€eTHCS MPOCTO
Open UVW Editor). Ile Binkpue okpeme Bikno UV Editor, ne moxna pemaryBatu

PO3TOPTKY.
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3. BuOip esieMeHTiB Il peJaryBaHHs

. Face/Polygon Selection: ¥V Bikai Modify BuGepiTh pexxuMm penaryBaHHS
noiroxiB (Faces/Polygons), mo6 Bubupatu noBepxHi 00'ekta st pO3ropTKH.

. Bu Takoxx moxere oOupatu 3a nomomoror pexxumiB Vertex ado Edge,
SKI0 MOTPIOHO O1IbIe KOHTPOJIO Haa UV-po3roptkoro.

. Buaunite T1 4acTUHU TEOMETpii, Kl XOYETE PO3rOpHYTH (HAMPHUKIIAI,
OKpeMI1 YaCTUHU 00JIMYYsl, KOPITYC, KIHLIBKH).

4. BUKOpMCTAHHS METOIB PO3rOPTKH

3anexHo Big GopmMu 00'ekTa Ta Bamux Norped, BUOEPITh OAMH 13 HACTYMHHUX
MeToiB po3ropTku B meHio Mapping y UV Editor:

. Planar Mapping: [ligxoauTs i MIOCKUX TOBEpXOHb. Lle HalimpocTimimii
meTo, ne UV KoopauHaTH po3ropTaroThes B3A0BK BuOpaHoi miommnn (XY, YZ, ZX).

. Box Mapping: 3acTocoBy€eThCs 10 KyOIYHUX a00 MPSIMOKYTHUX 00'€KTIB.

. Cylindrical Mapping: BukopucToByeThCs IS HATIHIAPHUYHUX 00'€KTIB,
TaKUX SIK KOJIOHU a00 TpyOwu.

. Spherical Mapping: Ilinxoauts mis chepudHux abo HamiBCHepUIHHX
00'e€KTiB, TaKUX SIK KyJIi 200 IIOJIOMHU.

. Flatten Mapping: ABTOMaTHYHO pO3ALIsS€ OO'€KT Ha CErMEHTH 1
HAMaraeTbCsi ONTUMAIBFHO PO3TOPHYTH BCI MOJIIFOHH, PO3TAIIOBYIOUM iX Tuiocko y UV-
IPOCTOPI.

. Pelt Mapping: 3acTocoByeThCs I CKIIAHUX OPTaHidHUX POPM, TAKHX K
MEPCOHAXK1, OCKUTBKH JI03BOJISIE PO3TATYBATH BUOPAHI YaCTHHM CITKY Ta HAJAIITOBYBATH
ixHI0 hopmy.

5. PenaryBanns posroptku y UV Editor

. Move/Scale/Rotate: TIlicnst po3ropTKH BUKOPHUCTOBYWTE IHCTPYMEHTH
Move, Scale, Rotate 8 UV Editor myis HanamryBarss po3tamryBanas UV -mrapis.

. Relax: BukopucroByiite inctpymenT Relax, mob6 3MeHIUTH CrIOTBOPEHHS

B UV-po3ropTiii, po3M0AUTMBIIN MOJITOHH OUTBII PIBHOMIPHO.
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. Pack UVs: Ile#t iHCTpyMEHT aBTOMAaTU4YHO po3TamoBye Bci UV-mapu Ha
KapTl, 11100 BOHU 3aiiMajy MiHIMaJbHUN IPOCTip O€3 NEPEKPUTTS OJUH OJHOTO.

. Stitch: BukopucroByiite Stitch mist 3mmBaHHS KpaiB pO3TrOpTKH, SKi
MaroTh 30iratucs B 3D-mpoctopi. Lle nonomarae 3MeHIIUTHA BUIMMI IIBUA HA TEKCTYpaX.

6. IlepeBipka po3roprku

. [lepeBipTe, uM Hemae poO3TIAryBaHb a0o mepekpuTTiB (overlaps) y
posropriii. Ile moxkna 3pooutn, yBiMkuyBmu Checker Pattern B UV Editor a6o
BUKOPHCTOBYIOUM BJIACHY TECTOBY TEKCTYpy 3 KOHTPACTHHM MAaTEPHOM (HAMpPHUKIAI,
KBapaTH YU JIHIT).

. [lepekoHnaiiTecsi, O KBaJapaTh Ha TECTOBIM TEKCTypi MarOTh OJHAKOBHUU
PO3Mip IO BCI pO3TOPTILL, IO CBIAYUTH PO BIACYTHICTH CIIOTBOPEHb.

7. Exkciopt UV-po3roptku (He000B'13K0BO)

. SIkmo BaM  MOTPIOHO CTBOPUTH TEKCTYpPY BpPYYHY B 30BHIIIHBOMY
rpadiuHOMY penakTopi, B MoxkeTe ekcriopTyBat UV-po3roprky.

. B UV Editor natucuite Tools — Render UVW Template, nanamryiite
po3Mip (PO3aUTbHY 3AaTHICTB) 1 30epexiTh 1M1abioH po3ropTku sk 300paxenHs (JPEG,
PNG Tomo).

. BukopucroByiite 1e 300paxkeHHs y pemakropi (Hampukiaa, Photoshop),
100 CTBOPUTH TEKCTYPH JIJIs 00'€KTA.

8. 30epe:xeHHsI pe3yJbTATy Ta 3aCTOCYBAHHS TEKCTYP

. 30epexiTh yci 3minu y BikHi UV Editor.

. 3acTocyiiTe TeKCTypy 10 MaTepialy 00'ekTa B MaTepialbHOMY pPEIaKTopi
3ds Max, o6 mobaunTH, sIK PO3ropTKa BUTIIAIAE 3 TEKCTYPOIO HA MOJIETI.

. [lepekoHaiiTecsi, 10 TEKCTypa HAHOCHTHCS KOPEKTHO 1 HEMae BUIAMMHX
mBiB 200 CIIOTBOPEHb.

9. 3aBepmieHHs podotu 3 Mmoaudikaropom Unwrap UVW
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. Komu BM 3amoBojieHi pe3ylbTaToM, MOXXHa 30epertu CueHy ado
MPOJOBXKUTH pOOOTY 3 IHIIMMHM ACHEKTaMU MOJEII, TaKUMHU SIK TEKCTypyBaHHs a0o
a”iMars.

. Sxuro notpidHO, MOKHA 3aCTOCYBATH 1HIII Moau(ikaTopu mosepx Unwrap

UVW abo 30epertu 00'ekt 13 UV-pO3ropTKOIO 118 MTOAAIBIIOT POOOTH.
p p p p

3.2. MoneoBaHHS TOJT0BHOTO MECOHAXKA

Posnounemo po0OTy 3 MIATOTOBKU pedepeHCiB i MOJCIIOBAHHS IEPCOHAXKA.
Ham 3namoOutbes 300pakeHHs xiomduka y npoekiiii Front Ta Side (Left,Right), mis
TOYHOT'O MOJICJIFOBaHHS TepcoHaxa (puc.3.12). Jlus momyky miaxoasiux 300paKeHb

BUKOPHUCTAEMO TOIIYKOBY CUCTEMY ab0 OaHK 300pakeHb.

front view side view

Puc.3.12. Mogaenp OCHOBHOTO TMEpCOHaXa y (QpoHTAIBHOMY Ta OOKOBOMY

pakypcax
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Mu 3ynuHs€eMO CBId BUOIp Ha MOJITOHAJIBHOMY METOJI MOJETIOBaHHS . SK y
BUTIAJKY 3 MOJCHIOBaHHAM Beamens . CTBOPHOEMO 2 OKpeMHUX IUIONIWHH, SKi
BUKOPHUCTOBYIOTBCS, SIK OCHOBa Il 3aCTOCYBaHHSA pedepeHciB 3 (PpOHTAIHHUM Ta
OOKOBMM 300pakeHHsIM TNepcoHaxa. lle moTpiOHO s JOTpPUMaHHA MAaKCUMAalbHOL
o110HOCTI MOJIEN IEPCOHAXa Ta KOPEKTHOTO CHIBBIIHOIIECHHS YaCTUH TLIA.

Binkpuiite Material Editor (marucuite M Ha knaBiatypi), cTBopiTh Standard
Material, nonaiite pedepencHe 300pakeHHs gk TekcTypy Diffuse i 3acrocyiite #oro 1o
TUTONIMHM 1 YBIMKHITH MOKa3 TEKCTypH B BiKHaX 3a jornomorow kHonku Show Shaded
Material in Viewport.

Jns  cTBOpeHHS 0a30BOi  CITKM MH  CKOPHCTA€EMOCS ~ T'€OMEPTHYHUMHU
npumituBamu(BoXx, Sphere,Cylinder), sxi BiamoBigarOTh OCHOBHMM 4YaCTHHAM Tijla
nepcoHaxa (puc.3.13).

[TounnaTu MomearoBaTH xjgomunka Oyaemo 31 chepu Sphere Ta Cylinder 3
po3niny Geometry/Standard Primitives. CrtBoproemo cdepy Ha 16 cerMeHTiB B
001acTi TOJIOBH , a IWIIHAP CTBOPIOEMO B obOiacTi kuBoTta. [HcTpymentom Select and
Move (W) chepy Ta uitiHap po3TalIoOByEMO MAaKCUMAIBLHO TOYHO BIANITOBXYHOUYHUCH BiJl
pedepeHcis.

Ha nibomy etani BaxiauBo 3'eqHaTH 111 (GOPMHU, CTBOPHBIIHN MOYATKOBY CTPYKTYPY
Tina mepconaxa. Lle mokHa 3pobutn uepe3 moaudikarop Editable Poly y Bxmammi
Modify, o6'emnyroun 00'ekTH abO CTBOPIOIOYM JOAATKOBI MOJITOHH IS 3'€JHAHHS

YaCTHUH TLjIA.



Puc.3.13. Mojiens OCHOBHOTO TiepcoHa)ka (CTBOpEHHs 6a30BOT CITKH)

[lepexoqumMo B peXWUM pelaryBaHHS TIOJNICOHIB Ta BUAAIIEMO IpaBy YacTUHY
00’exTa Ta mpumiHseMo Moaudikatop Symmetry . CTaBUMO rajodky Bi3epKaJeHHS 10
oci X. Iyt Toro ,1mo0 0auynTH KiHIIEBUN pe3ysbTaT 3 BIUIMBOM MojudikaTopa moTpioHO
HaTHCHYTH KHOmKy Show end result on. J{ist mpaBHIBHOTO MOJETIOBAHHS OOIHYYS
ctBopiTh Edge LOOPS HAaBKOIO OCHOBHUX aHATOMIYHHMX 30H: Odi, HIiC, poT i Byxa. Ille
JIOTIOMO’KE€ KOHTPOJIIOBAaTH IUIaBHI naedopmariii 1 geramizamito. BukopucroByiiTe
inctpyment Cut (Alt+C) a1 Hapi3ku HOBHX IOJITOHIB Y MOTPIOHUX MiCIISX.

BubepiTh mosironu B eHTpi 006au4ys, e Oyae po3MileHui Hic, 1 3a JOTIOMOT 00
Extrude BursarHiTh iX Bnepen. BukopucroByiite iHcTpymeHnTH Move Tta Scale mus
Ha/IaHHS HOCY NpaBWIbHOI Gopmu. BukxopuctoByiite Inset i Extrude mns crBopeHHS
ry0. Inset momomolke 3BY3WUTH TONIrOHHW, IO TPEIACTABISAIOTH Tyom, a EXxtrude
JI03BOJINTh BHUTSTHYTH BEPXHIO 1 HWKHIO ryOy. [leramizyiite dopmy poTa, Tomar0du
OUTBIIIE TMOJITOHIB 1 3MIHIOIOYM iX ITOJOXKECHHS JUISI CTBOPCHHS PEATiCTUYHUX TYyO.
OO0O0B’sI3K0BO TIepeMHKaiiTeCh B pexuM Vertex ta 3 akTuBHUM iHCTpymeHToM Move

Koperyite ¢popmy BIAIOBIIHO 10 peepeHCIB.
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Bubepite obOnacti HaBKOJIO ovel i BUKOpucCTOByiTe EXtrude, mo06 ctBopuTH
o0'emMH1 OyHI BHaauHU. OKpEeMO CTBOPITH OYHE SIOJYKO 3a JONOMOIOI MPUMITHUBA
Sphere i po3MicTiTh 1Oro y meHTpi ouHoi Baguuu (puc.3.14).

Jlns ByX 3a3BH4Yail MOYMHAIOTH 3 KUIBKOX IOJITOHIB Ha OOKOBii YacTHHI TOJIOBH,
Kl EKCTPYAYIOTbCS [IJIi CTBOpPEHHs 3aralbHOi ¢dopmu Byxa. Jleramizyiite Byxo,
JI0J1al0uM MOJIIFOHM 1 BUKOpUCTOBYI0uM CUt, mo06 cTBOpuTH CKIaaHl GopMu BCepearHi

ByXa.

Puc.3.14. Monenb 0OCHOBHOTO IepcoHa)xa (CTBOPEHHSI €JIEMEHTIB OO THIUs )

BukopucroByiite iHcTpymenTn Relax i Smooth mis BumpabmeHHS pi3kux
Mepexo/IiB. MK 4YacTHHaMu TojoBH. [limmamryiite dopmy doia, migbopimnas, WK Ta
IHIIMX YacCTUH TOJOBH BIAMOBITHO 10 pedepeHciB. 3a morpedu gomante OLIbIIe
[MOJIITOHIB Ha KIIFOYOBUX JUISHKAX JJIS OUTBII TOYHOTO MOJEIFOBAHHS.

JIisi MOJCNIOBaHHS KarlejgioXa HaM 3HaJ00UThCS IWIIHAP 3 BkiIagku Standard
Primitives. Y Bkuaami Parameters 3amaiite moTpiOHY KUIBKICTH CEIMEHTIB 1100

noroputu Gopmy 3agany Ham y pedepenci. [TepeTBopits 00’exT y Editable Poly,
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Ta BUOEpITh pexxuM penaryBaHHs pedep. IIpu morpedi BUALIITE BEPTUKAIBHI
pebpa Ta gopixkTe iHCTpymMeHToM Connect s getanizalnii CITKH Karenoxa.

Tino mepcoHaka MOYMHAEMO MOJIENOBATH 3 LuiiHapa (puc.3.15). Bunansemo
BEpXiBKy Ta AHO wIwiiHApa. [lepemMukaemoch y BikHO mpoeknii front, y pexumi
penaryBaHHs TIOJICOHIB BHJIAJNIE€EMO TIpaBy YacTUHY 00’€kTa. 3acTOCOBYEMO
Momudikatop Symmetry nnsi  a3epkaibHOro BigoOpaxkeHHs o00’ekta. Jlopizaemo
JOCTaTHIO KUIBKICTh pedep i JOCATHEHHS MaKCHUMalbHO1 BIAMOBITHOCTI 3
pedepencom. IlepemMukaemMoch y peXHM penaryBaHHS BEpHIMH Ta 3 JOHOMOIOIO
iHcTpymenTa Select and Move posramioByeMo BepIIMHHM PIBHOMIPHO OJHA BiJ OJHOI,

CTBOPIHOKOYHM IIPpABUJIBHY TOIOJIOTIIO CITKH.
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Puc.3.15. Monenb 0CHOBHOTO IepcoHa)xa (CTBOPEHHS Ty1yoa)

JIyist MOJieIOBaHHS PYK 3a3BWYail TOYMHAIOTH 3 KUTBKOX TIOJITOHIB Ha OOKOBIi
YacTWHI TiMa, SKi BHUTATYIOThCS EXtrude mns crBopeHHs 3aranbHOi (GOpMH pyKH

(puc.3.16).



Puc.3.16. Mosiens OCHOBHOTO MepcOHa)ka (CTBOPEHHS PYK)
JlogaiiTe OUIbIIE TIOJITOHIB HA KIOYOBHX JUISHKAX JJIsi OUIBII TOYHOI'O
MojemoBanHs manbiliB (puc.3.17). BukopucroByiite Cut abo Swift Loop mis Hapizku

HOBUX TIOJIITOHIB Y MOTPIOHUX MICIISX.

Puc.3.17. Monens OCHOBHOTO TIEpCOHa)xa (CTBOPEHHSI TAJIBIIIB)



Puc.3.18. Mozienb 0CHOBHOTO NepcOHa)a (CTBOPEHHS B3YTTs)

MogentoBaHHsT TIepcoHaxka y To31 «A» (Takoxk BigoMmikd sk A-pose) €
CTaHJApTHOIO TpakTUKOI y 3D-MozentoBaHH1 Uisi CTBOPEHHSI NEPCOHAXKIB, OCOOIMBO
AKIIO iX IUIaHylOTh aHiMyBaTd. OcChb OCHOBHI MNPUYMHH, UYOMY TO03a «A»
BUKOPUCTOBYETHCS:

1. 3py4HicThb AJs1 PiriHry Ta CKiHMHTY

Pirinr (cTBopeHHs ckeneTa aJig aHiMallii) 1 CKiHMHI (TIpUB'A3Ka IOJITOHIB JI0
KICTOK) € OJTHUMH 3 KJIFOYOBHMX €TaIliB IMATOTOBKH MEpCOHa)ka 10 aHiMallii. Y mo3i «A»
MEPCOHAX Ma€ IMUPOKO PO3CTABIEHI PYKH 1 MPUPOTHE TMOJOKEHHS KIiHI[IBOK, IO
JI03BOJIIE JIETIIE HanmamToByBatu nedopmariii mpu pyci. [lg mo3a mgomomarae
3a0e3neunT PIBHOMIPHUN BIUTMB KICTOK Ha MIKIPY, IO TOJETIIYE MPOIEC CKIHUHTY,
30KpeMa y CKJIaJHUX 30HaX, TAKUX SAK TUIeUl, JIKTi, KOJiHa.

2. AHATOMIYHO HeliTpaJibHA M03a

[To3a «A» € HEHTpaJIBHOIO 1 HE TIepeadadae CUILHOTO 3TUHAHHSA a00 HaNpY>KEHHS
B cyrioOax. Ile o3Hauae, Mo KiHIIBKK TIEPCOHAXKa NepeOyBalOTh Y TAKOMY TMOJIOKESHH,

K€ HE BUKJIMKA€E MPOOJIEM 13 pO3TIATYBaHHSAM a00 371aMOM MOJIITOHAIBHOT CITKH.
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Taka mo3a 3MeHIIIy€e NOTEHIIIITHI TOMWIKH y fedopmalii Moaeni mij] yac aHiMarlii,
OCKLUIBKH HEMA€ CKJIQJIHUX 31TKHEHb MK YACTUHAMMU T1A.

3. JIerkicTh MOJEJIOBAHHA CUMETPIL

Y nmo31 «A» TEpcOHaX PO3TAIIOBAHUW CHUMETPUYHO, IO  JO3BOJISIE
BUKOPHUCTOBYBAaTH CHMETPIIO IIiJ] 4ac MOJeIOBaHHs. |le 3HaYHO TOJeruye CTBOPCHHS
TOYHUX (QopM 1 AeTanell Ha 000X CTOpOHAX Tia, a TAKOX JO03BOJIAE€ 3a0UIAJAUTH Hac,
OCKITbKA MOXHa MOJICTIOBATH TUIbKH OJHY IIOJIOBUHY TIEPCOHa)Xa 1 J3epPKaIbHO
B1JI00pa3uTH 11 Ha THIITY CTOPOHY.

4. 3py4Huid JOCTYN A0 YCIX YACTHH Tija

Y mo3i «A» PpyKd MmAHATI TiO  KYTOM, IO TIOJIETHIYE MOJICIIOBAHHS
BaYKKOJOCTYITHUX MICIlb, TAKUX SIK INMaxBH, TPyJHA KIITKa Ta IJICYOBI cyriioou. Y pasi
MOJICJTFOBAHHS 3 pyKaMU BHU3, JIOCTYII JI0 IIUX 30H OYB OM 0OMEXKEHUM, 1110 YCKIIQTHUIIO
0 Mojanblii eTany TeKCTYPYBAaHHS Ta PITIHTY.

5. IliaroroBKa 10 aHiMAaIil

IToza «A» € XOopoImow OCHOBOIO Mg OulbimocTi aHiMamii. ILle crammapthe
MOJIOKEHHSI, SIK€ JIETKO aJamnTyeTbcsd T pi3HI mo3u Ta pyxu. llepconax,
3MOJICNIbOBAHUHN Yy 1031 «A», Jermie MPUBOJUTHCSA B 1HINI MO3W T Yac aHiMaIli,
0COOJIMBO B IMHAMIYHI, TaKi K OIr, CTpUOKH, B3aEMOJIS 3 MPEIMETaMHU.

6. IlpodisiakTHKA NOMWIOK Y MO/IeJIIOBAHHI

[Tin yac MozentoBaHHS B IHIIMX 033X, TAKUX SK PYKH, 110 BUCATH MPSMO BHHU3
(manpukinan, mo3za «T»), 4acToO BUHUKAIOTH MPOOJIEMHU 3 HENPHUPOJIHHUMH BUTHHAMHU B
o0JacTsaX Mmiaedei 1 cyrio0iB, OCKUTBKY 1€ TTOJIOKEHHS HE € aHATOMIYHO HEUTPaIbHHM.
VY mo3i «A» 1i mpobiieMH MiHIMI3YIOThCS, OCKUTBKM PYKH PO3TAIIOBaHI MiJ] KyTOM,
OMKYMM 10 PUPOTHOTO TonokeHHs. [1o3a «A» € yHIBepcaabHOIO Ta MiAXOAUTH JJIS
PI3HHUX THUIIIB MIEPCOHAXKIB (JTFO/IM, TBAPUHH, (paHTACTHYHI i1CTOTH). BoHa mo3Bos€E Neriie

aJanTyBaTh MOJEIb ITiJT Pi3HI CTUJII aHIMAITii Ta PyXiB.
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3.3. Moae/iloBaHHS APYTOPSIIHUX MEPCOHAXKIB Ta CLIEHU

3.3.1. Mooenrweanna ma mexcmypyeanHs nMAuiKu

JIJist CTBOpEHHSI MTAIIKA BUKOPUCTAEMO ABI cepu 1o 16 cerMeHriB, 3 BKIAJKU
CTaHJapTHUX NpumiTuBiB (puc.3.21). Buninsemo oany 31 cdep, Hatuckaemo [IKM Ta
kouBeptyemo B Editable poly. Komanmoro Attach 3 Bxiranku Edit Geometry 06’ eaqnyemo
1Bl cpepu B onuH 00’ ekT. [lepemukaeMock y BikHO Tpoekiii Front Ta BugansemMo npaBy
noyioBuHy (¢irypu. 3acTtocoByemo Moaudikatop Symmetry , nas Biaa3epKajIeHHS
¢irypu BigHOocHO oci X. O60B’s13k0B0 HaTuCcHITH Show end result on, s BigoOpaxeHHs
KIHIIEBOTO pe3yJibTaTy Mojieii B pexxumi penarysanns Editable poly. Bupansemo 3aiii
MOJIIFOHKW Ta TEPEKII0YaEMOCh B pekuM peaaryBanns Edge. Buapinsemo pebpa
HABIPOTH Ta 3IIMBAEMO 3a JOMOMOrow komauau Bridge. Jlns mojemtoBaHHS OdYeit
TAKOX BHUKOPUCTAEMO JBa IWIIHAPU Ta chepu 3 BKIAIKU CTaHIAPTHUX MPUMITUBIB.
XBICT Ta 4y0 MOYHEMO CTBOPIOBATH 3 TipaMiau. JlopiKTe MeKuTbKa MonepeyHux pedep

koMano0r0 Connect , o0 3pyuHimie 0yio hopMyBaTH 3a4iCKy Ta XBICT.

Puc.3.21. Monenp nraiiku
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[lepemukaeMocsi B pexxuM pefaryBaHHsi pedep. B Micui ge 3amiaHOBaHO A3b00
nopizaemo pedpa inctpymernrom Cut . Ipuminsemo komanay Extrude mo mosironiB Ta
penaryemo ¢opmy B pexumi vVerteX. Kpuna nmounnaemo mozemoBatu 3 box. JlopizaBuin
pebep Mo TopU3OHTAll ,3MIHIOEMO (OPMY TOKH HE JOCSITHEMO 0a)XaHOTO Pe3yybTaTy.
Jlaru nramiku ckinangaroThes 3 cylinder ta box. Po3ainite 6okoBy ctopony bOX Ha Tpu
YacTHHHU Ta NpUMiHITE extrude by polygon. Ilinkoperyiite ¢hopMy jam BiIMOBIIHO JI0

pedepency. st cTBOpeHHSI pO3rOpTKH 10 MOjeli 3actocyemo Moaudikarop Unwrap

UVW.

3.3.2. Mooenrweanna ma mexcmypyeannsa cooaku

Jlist MozentoBaHHsl co0aku HaM 3HaJ00UThCS cdepa Ta UWIIHAP Mo 16 cerMeHTiB
, 3 BKIQJKW CTaHJAPTHUX MNpuMiTUBIB (puc.3.22). Bugingemo omny 13 ¢iryp,
Hatuckaemo [IKM Ta kouBepryemo B Editable poly. Komanmoro Attach ,3 xmagku Edit
Geometry, o6’eqnyemo chepy Ta UMIIHAP B OAUH 00’€KT. [lepeMHUKaEMOChH Yy BIKHO
npoekirii Front Ta Bumansemo mpaBy MoJIOBHHY (irypu. 3aCTOCOBYEMO MOAUDIKATOP
Symmetry , aus Bigazepkanents Girypu BigHocHo oci X. O00B’I3K0BO HATUCHITE ShOW
end result on, mis BimoOpaXeHHs KiHIIEBOI'O PE3yJIbTaTy MOJICII B PEKUMI peaaryBaHHs
Editable poly. Buainsiemo momironu y muiaiHapa ,iKi po3TalIoBaHi B MICIIAX MalOyTHIX
gan Ta mnpumidsemo komanay Extrude. Jlopizaemo Ha namax momepeuHi pebpa Ta
OTIMPAIOYHUCH Ha pehepeHCH MOICITIOEMO TIOTPIOHY HaM (popMmy.

HaBkono mopamn cobaku KUTBIIMU J0pi3aEMo pedpa Ta eKCTPYIYEMO BiNMOBiIHI
nonironu. Pemaryemo ¢dopmy romoBu B pexkumi VerteX. OmuifHUK CTBOpPEHHMH 3
muTiHApa 6e3 Kpuiiku Ta AHa . [lipaMinku 107a€Mo 3 BKIAJIKUA CTAaHAAPTHUX TPUMITHBIB

Ta 00’ €IHYEMO B OUH 00’ €KT.
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Puc.3.22. MoaenroBaHHs coOaku

Jl71s1 cTBOpEHHST PO3TOpTKH A0 MoJeli 3acTocyeMo Moaudikarop Unwrap UVW.

["omoBHMIA Ta IPyTOPSIHI MEPCOHAXK] 3 TEKCTypaMu 300pakeHi Ha puc.3.23

Puc.3.23. Moaemi xjiom4uuka, BeAMe s, COOaKH Ta NTaIIK1
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3.3.3. Tekcmypysanusa 0poe ma 602H10
JInst cTBOpeHHSI MOJYM’si HaM 3HaI00UThCs JBa KBagpatHux Plane 3 Bkmamku
CTaHJApTHUX NPUMITHBIB. Po3Tamyemo ix HaBXpecT [ TOro, mod TEeKCTypa BOrHUINA 3

OyIb SIKOTO paKkypcCy BUIJIsana OJJHAKOBO (puc.3.24).

Diffuse Channel Opacity Channel Material Editor

Specular Highlights
Specular Level: 0 %
Glossiness: 10 #
Soften: 0,1 *

» Extended Parameters
* SuperSampling

 Map #40 (Rame_dfuse.pg)
No Map
No Map
No Map
No Map
t Map #41 (Fame_sha.pg)
No Map
No Map
No Map
No Map
No Map

Puc.3.24. Monenb noiym’st

Buknukaemo Material Editor rapsiuoro kinagimoro M . [IpuMidsemMo cTangapTHHI
matepian g0 o6ox Plane. V kanan diffuse 3aBanTakyeMO KOJBOPOBE 300pakeHHS
noaym’si. Y kaHan Opacity dopHo-Oige 300paxenHs moiaym’s . O0jacTh 300paskeHHS
OUT0T0 KOIBPYy MU OyaeMo OauWTH B CIICHI Ta MPU PEHJIEpi , Ta 00JaCTh 300paKCHHS,
0 3ajJuTa YOPHUM KOJIBOPOM — HE Oyae BimoOpakaTUCS y BIKHI HPOEKIIII Ta MpH
pernepi. O60B’s13k0BO cTaBUMO Tayiodky 2-sided y Briaami Shader basic parameters mos
JTBOXCTOPOHHBOTO BimoOpaxkeHHs Tekctypu Ha Plane. Hatucraemo knomky Show
Shaded Material in Viewport mns BimoOpakeHHS (iHAIBHOTO pe3yNbTaTy y BiKHI

MTPOEKITII.



Puc.3.25. Moaenb ApoB Ta OIyM’ s

I[J'IH CTBOpPCHHA OPOB MH BHUKOPUCTAEMO LII/IJ'IiH,Z[pI/I 3 BKIAJAKHN CTAHAAPTHHUX

npumitugis ()puc.3.25.

3.3.4. Mooenrosannsa 000amKoeux 00’cKkmie cueHu

[Io6 nokartis BUTISAaNa I[IKAaBOIO Ta MPHUBAOIMBOIO 3 XYJIO0XKHBOI TOYKH 30Dy,
MOTPIOHO 3MOJENIOBATH JOJATKOBI 00’€KTH CIeHU(OyAMHOYOK Ha JEpeBl, HAMETH,
BYJIMKH, OyaKa aiisg coO0aKku, 4OBEH , KyIIi, KBiTH, TpaBa) (puc.3.26). Y mporeci podoTu
BUKOPUCTAEMO BXK€ 3HAHOMHN HaM METOJ IMOJIrOHAJIBHOTO MojaentoBaHHsI. Bci
JI0JTaTKOB1 00’ €KTH CTBOPEHI 3 CTaHJAPTHUX MPUMITHBIB: chepa , HUIIHAP, KOHYC, KYO,
nipamiga. OOOB’A3KOBO KOHTPOJIOEMO KLTBKICTh TOJIIFOHIB MOJIENEH ,III00 TapeMHO He
MepeHaBaHTAKyBaTH PECYPCH KOMIT I0Tepa Ta B MAaHOYTHROMY KOPEKTHO IMIIOPTYBAaTH B

IrpoOBUH Py .



Puc.3.26. Moneni nogatkoBux 00’ €KTiB clieHH (OyIUHOYOK Ha JEPEBi, HAMET,

Oynka jist coO0aKku, YOBEH , KYIIli, KBITH, TpaBa, TEJIECKOM)

Tak sk MU po3poO0IsSTEMO CIEHY IJii TPH HA MOOUIBHUX MPHUCTPOSX MOTPiOHO
3BaKaTH Ha omNTUMIzallio Mmozeneil. O0’€KTH, Kl 3HAXOIATHCS JAJICKO BiJ KaMepH,
MOBUHHI MaTH 3HAYHO MEHIIE MOMIroHiB. OOMexyiTe KUTbKICTh TEKCTYPHUX MaTepialiB
U1 3MeHIeHHs HaBaHTakeHHs Ha GPU. Pexkomenayerbes 30epiraTd OajmaHC Mik

SKICTIO Tpaiku Ta MPOAYKTHUBHICTIO.

3.4. Po3cTaHOBKA Ta HAJAIITYBAHHSA KaMep Y cUeHi 1A (PiHAJTbHOTO PeHaepy
VY Brkuaami Create BuOupaemo Cameras tumy Target. Knmamuite y creni, mo6
BCTAHOBUTH TIOJIOKEHHS KaMmepH, 1 TMEPEeMICTIThb MHUIILy, 00 BHU3HAYUTH TOYKY
dokycyBanHs. Po3rtamryiite kamepy Tak, mo0 BOHa CTBOPIOBaJia TapHY KOMIIO3HIIIIO
kanpy. Dokyc moBMHEH OyTH CHpsIMOBaHWN Ha KIIOYOB1 eneMeHTH creHu (puc.3.27,

puc.3.28).
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Puc.3.27. Po3cTaHOBKa €JIEMEHTIB CLIEHU

Puc.3.28 a. Po3cTtanoBka kamep



Puc.3.28 6. Po3cTtanoBka kamep

»>

Puc.3.28 B. Po3cTanoBka kamep
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Puc.3.28 1. Po3ctanoBka kamep
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Bin Toro, sk mpaBuiabHO HajmamTyBaTh Kamepy B 3D Max, 3anexurh KiHIEBUI
BUTIIAAT penzaepy. [IpaBunbHe po3MillleHHs] KAMEPHU € BaXKIMBHUM JJI1 BUSHAYCHHS TOUKH
30py cueHu. [ mocsrHeHHS 0axaHoro e(eKTy Ba)IJIMBO MPABMIIBHO HAJIAIITYBATH KYT
oy kamepu. Y 3D Studio Max 1ie moxHa 3pooutn dyepe3 napamerp FOV (Field of
View) y maHesni HalamTyBaHb kKaMepu. Po3iibHa 3IaTHICTh KaMepH BIUIMBAE Ha SIKICTh
KiHIeBoro penuaepy. s mporo MokHa HajamrtyBatu Render Resolution (Po3minbhy
3IATHICTh PEHICPY) B HANAITYBaHHIX peHaepy Render Setup.

OcBiTIICHHSI CLIEHM TICHO TOB'a3aHe 3 pobOororo kamepu. Kamepa '"mokaszye"
OCBITJICHHS, SIKE PO3TAIIOBaHO B clieHi. J[Isi Kpamioi sIKocTi peHAepy PeKOMEHIY€EThCs
BukopucrtoByBat Global Illumination (GI) ta Ambient Occlusion (AO) s
JIOCSITHEHHS PeajliCTUYHOTO OCBITJICHHS Ta TIHEH.

[lepen TuMm sk moyaTu ¢GiHATBHUN peHAEP, TOTPIOHO MEPEBIPUTH KaMepy B CIICHI:

— Ilepiognunuii TecToBUM peHaep: 3po0iTh KiTbKa TECTOBUX PEHIEPIB, 100
NEPEBIPUTH, YU TPABUIIBHO HAAIITOBAHA KaMepPa, OCBITJIICHHS 1 KOMIIO3UIisl CLIEHU.

— Po3ginpHa 34aTHICTB: TIEPEBIPTE PO3AUIbHY 37aTHICTh PEHACPY. 3a3BUYAl s
(b1HATBHOTO pEeHJEPY BCTAHOBIIOETHCA BUCOKA PO3JILUTbHA 3/IaTHICTD ISl KPAIloi SIKOCTI.

— IlepeBipka ¢okycy: 3a momomororo Depth of Field mepesipre, uu Bce, mI0
MIOBUHHO OyTH B ()OKYCi, 3HAXOIUTHCS B HHOMY.

Konu Bci HamamTyBaHHS KamMepH Ta OCBITJIICHHS 3aBEpIICHI, MOKHA PO3MOYATH
¢inaneuuii penaep. [lepeitnite y Render Setup, BubGepiTh mapameTpu SKOCTI peHAEPY Ta
HaTHCHITH Render.

Takum 9YrHOM, NpaBHJIBHA PO3CTAaHOBKA Ta HajamTyBaHHA kamepu y 3D Studio
Max st biHambHOTO PEHIEPY € KIIOYOBHMU €TallaMy Y CTBOPEHHI BUCOKOsIKiCHUX 3 D-
Bizyaumizamiii. KaMepa Bu3Ha4ae TOUKy 30py TJIsj1a4a, CTBOPIOIOYH MOTPiOHY aTMochepy
Ta (OKYCYIOUM yBary Ha BaXXJIMBUX €JIEMEHTax CleHW. HamamryBaHHS TIHOWHH
pI3KOCTi, KyTa OTJSAYy, a TaKOoX TMPaBUIbHE OCBITJIICHHS JIO3BOJSIOTH CTBOPHUTH

peaniCTUYHUN peHep.
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Bucnosku 10 posaiay III.

[Ipomniec mpoexTyBaHHs Ta cTBOpeHHs 3D-momenedt s irpoBHX JOKaiii 1
MIEPCOHAXKIB € OAHIEIO 3 KIIOYOBUX CKJIAJOBUX HAaBUaHHSA MalOyTHIX ¢axiBUiB y chepi
uuppoBux TexHosuorii. CTyleHTH, 10 HABYAIOThCS B raiy3l KOMII IOTEPHOi rpadiki,
animanii tTa 3D-monentoBaHHs, TOBUHHI HE TUIBKK OCBOITH TE€XHIUHI aCTIEKTH CTBOPEHHS
TPUBHMIPHUX MOJIENICH, aje i pO3BUBATH TBOPYI HABUYKH, SIKi JO3BOJSATH CTBOPIOBATU
Bi3yaJbHO MpUBa0OIUBI Ta ()YHKII1IOHAJIBHI ITPOB1 CBITH.

Po3BHUTOK 1rpoBOi IHAYCTPIi, @ TAKOXK MOTPEOH y CTBOPEHH1 OUTbLI peanmiCTUYHUX
ITPOBUX JIOKAllld 1 TMEpPCOHaXKIB BHMAararoTh BUCOKOI KBajidikamii Bix MalOyTHIX
¢axiBiiB. Tomy HaBuuku cTBOpeHHs 3D-monenelt 1 aHIMallll € BaKJIMBOIO CKJIAJI0BOIO
HaBYAJIBHOI IPOTpaMu IS MiATOTOBKH (paxiBI[IB Y I1H Tamys3i.

IrpoBi sokailii — 11 He JMIIe YaCTUHU IFPOBOTO CBITY, aje # OCHOBA B3a€MOii
rpaBus 3 irpamu. ToMy It CTBOpPEHHSI ITpPOBUX JIOKallid MOTPIOHO BPaxOBYBAaTH HeE
JUIIE Bi3yalibHI XapaKTEPHUCTUKH, ajieé ¥ e(EKTUBHICTh B3aEMOJIlI KOpHCTyBaya 3
IPOCTOPOM.

[Ipouiec mopaentoBaHHs JIOKAIid A IrOp BKJIIOYA€E CTBOPEHHS PI3HOMAaHITHUX
€JIEMEHTIB, TaKuX SK JaHamadT, OyIiBii, JOPOTH, BOJAHI 00'€KTH TOIIO. BaxkauBuMH
eTarlaMM €: CTBOPEHHS OCHOBHOi TeoMmeTpii 00'€KTiB; Jg0MaBaHHS TEKCTyp s
BI3yaJIbHOTO BIJIOOpPa)KCHHSI TOBEPXHI TUI, BUKOPUCTAHHS TEXHIK OCBITJIICHHS JIJIs
JocsTHEHHS O0a)kaHoi aTMocdepu JTokarii.

IrpoBi moxkarii MOBMHHI BKJIIOYATH IHTEPAKTUBHI €IEMEHTH, Taki SIK ABEpi,
MEXaHI3MH, IO PyXarThcs, a00 00’ €KTH, 3 SKUMH MOXE B3a€MOIISATH MepcoHax. J{is
IIHOTO 3aCTOCOBYIOTHCS aHIMaIlii 00'€KTIB, 110 POOISATH CBIT OUTBII TUHAMIYHUM.

CTBOpeHHSI TIEpCOHa)Xka IS BiIEOITOpP € CKJIAJHUM 1 TBOPYHUM IMPOIIECOM, IO
noTpedye He JUIIE TEXHIYHUX HAaBUUOK, alie i TITMO0KOT0 pO3yMIHHS aHATOMIi, pyXiB Ta
eMoLil mepcoHaxka. MOJENOBaHHA IEpPCOHa)Xa MOYMHAETHCA 3 KOHIENTYaJbHOTO
Iu3aliny, 10 BU3HA4Ya€ Horo BUTIIAN, hopMmy, po3mipu Ta ocobmuBocTi. [licis Toro, sk

MOJIEJIb TEPCOHAXa CTBOPEHA, HACTyIIHMM KpPOKOM € TeKCTypyBaHHA. lle mpouec
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HAHECCHHsS TEKCTyp Ha MOJeNb ISl HaJaHHS il peaxicTHYHOro BHIISAY. BaxkimBo
BpaxOBYBaTH JeTall, AK-OT WIKIpa, BOJIOCCSA, OJIAr Ta AaKCeCyapH, s JOCSITHEHHS
MaKCHUMaJIbHOI peasiCTUYHOCTI.

[linroroBka MailOyTHIX (axiBUiB y Trany3l HU(GPOBUX TEXHOJOTIM MOBUHHA
BKJIIOYATH SIK TEOPETHYHI, TaK 1 MPAKTU4YHI acleKTH cTBOpeHHs 3D-moneneit irpoBux
Jokanii ta nepcoHaxis. CTyJ€HTH NMOBUHHI OCBOITH HE TUIbKM TEXHIUH1 HABUYKH, a U
PO3BUBATH CBOT TBOPYI 3/1I0HOCTI, SIK1 103BOJIAIOTH CTBOPIOBATH YHIKaJIbHI Ta €(PEKTUBHI
pIlIEHHS B IrPOBIH 1HIYCTPIi.

[TinroroBka cTyAeHTIB 10 npodeciiHOi AISUIBHOCTI B I[iil raidy3i Ma€ BKJIIOYATH
NPOEKTHY [ISJIBHICTh, JI€ BOHM CTBOPIOIOTH BJIACHI IFPOB1 JIOKallli, MEPCOHAXIB 1
a"imarii. Ile momomorke He JMIe PO3BUHYTH NMPAKTUYHI HABUYKH, aje€ W CHPHITAME
PO3BUTKY KPUTHYHOTO MUCIICHHS Ta KpeaTUBHOCTI. DakTHYHO BECh 3MiICT po3ainy 3 €
HaBYAJTbHO-METOJMYHAM  MaTepiaioM JUIsl BHKOHAaHHS  TPAaKTHYHUX  3aBlIaHb
3n00yBayaMy OCBITH 31 CTBOPEHHsI IrpoBOi JIOKamii Ta mepcoHaxka 3acobamu 3D -
MO/JIETIOBaHHS.

Lle#i mporiec He nuIIe JoTIOMarae MaiOyTHIM (paxiBIsIM OCBOITH iHCTpyMeHTH 3D-
MOJICJTFOBaHHS, ajie ¥ TOTye iX 10 poOOTH B OAHIN 3 HAWOUIBII MIBHAKO 3POCTAIOUMX

ranxyseit mudpoBUX TEXHOJIOTIH — po3po0Ili Bieoirop.
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3ATAJIbBHI BUCHOBKH

1. AHani3 cydacHUX MeTOJiB HaBuaHHS 3D-monentoBaHHIO B OCBITHIX 3aKiajax
MOKa3ye, 10 B OCTaHHI POKM OCBITHI NMPOTrpaMy 3HAYHO YIOCKOHAIMIMCS, IHTETPYIOUH
HOBITHI TEXHOJIOT1l Ta IHCTPYMEHTH IJsi MIJATOTOBKM MaiOyTHiX (axiBuiB y cdepi
HU(POBUX TEXHOJIOT1H.

CyuacHi MeTOIM HABYaHHS BKJIIOYAIOTh HE JIAIIE TEOPETUYHI 3aHATTI, a |
aKTHBHE BUKOPUCTAHHS MPAKTHYHUX IHCTpYMEHTIB, Takux sik Blender, Autodesk Maya,
3ds Max, Unity ta Unreal Engine, sixi 3acTrocoBytoThcs aiisi ctBopeHHs 3D-Momerneit,
TEKCTYPYBAHHSI, PUTTIHTY MEPCOHAXKIB 1 aHIMAIIIH.

OCHOBHI METOJIM HaBYaHHS BKJIIOYAIOTh: IHTEPAKTUBHI JIEKIli Ta CEMIHApH, JIi¢
3m00yBadi OCBITH O3HAMOMIIOIOTECS 3 OCHOBHUMH MpuHIMIaMu 3D-MopentoBaHHS,
NpaKTUYHI 3aHATTS 3 BUKOPUCTAHHSAM CIEIialli30BaHUX TPOTpaM, IO JJO3BOJSIIOTH
CTBOPIOBATH peajicTU4Hi abo (aHTaziiiHl IrpoBi JIOKallii Ta MEPCOHAXIB; MPOEKTHI
METOJIM, B paMKax SKHX 3700yBadl OCBITH NpalIOIOTh HaJ CTBOPEHHSM BJIACHUX
IIPOEKTIB 1 OTPUMYIOTh JOCBIJ] y MOJICIIIOBAHHI Ta aHIMaIlii MEPCOHaXIB 1 00'EKTIB.

2. CyuyacHi mporpaMHi 3aco0u misi ctBopeHHst 3D-moneneit irpoBux Jokarlii ta
MEPCOHAXKIB € BAXKIIMBUMHU IHCTPYMEHTAMH, 110 3HAYHO BIUIMBAIOTH HAa SKICTh OCBITH Ta
PO3BHTOK TIPAaKTHYHMX HABUYOK CTyACHTIB. [0 KIIIOUOBHX TMpOTrpaMHUX 3aco0iB
BITHOCSATHCS

Blender — Oe3komToBHEe 1 TMOTY)XHE MpOrpaMHe 3a0C3MEYeHHS IS
MOJICNIIOBaHHS, TEKCTYpyBaHHS, peHACpUHry Ta  aHiMmamii. BoHo  mupoko
BUKOPUCTOBYETHCSI B HABYANBHUX 3aKjaZax 3aBIiKd CBOid YHIBEpCaJIbHOCTI Ta
JOCTYITHOCTI.

Autodesk 3ds Max — onuH i3 craHmapTiB y ctBopeHHi 3D-moneneit ajis irop i
Bi3yamizamiii. BiH mHpPOKO 3aCTOCOBYETHCS B Tally3l HUGPPOBUX TEXHOJNOTIH 1 €
OCHOBHHUM IHCTPYMEHTOM JIJIsSi CTBOPEHHSI IrPOBUX JIOKAIIil, TIEPCOHAXKIB 1 aHIMaITii.

Autodesk Maya — noryxxue [13 a1 MoetoBaHHs, aHIMAITii Ta PEHICPHHTY, SKE

BUKOPHUCTOBYE BEJIMKA KUIBKICTh TpOoQecioHaliB y cpepi CTBOPEHHS 1rop 1 KiHO.
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ZBrush — iHCTpYMEHT il CKYJBNTIHTY Ta ACTAIBHOTO MOJICIIOBAHHS, KU
BUKOPHUCTOBYETHCS JIJIs1 CTBOPEHHSI BUCOKOAETANII30BAHUX MEPCOHAXKIB 1 00'€EKTIB.

Unreal Engine i Unity — irpoBi pyuii, siki Jat0Th MOXJIUBICTh iHTerpyBatu 3D-
Mojenl Ta aHiMalli Oe3mocepelHbO B ITPOBE CEpEelOBHUINE Ta 3a0e3MeuyroTh
0e31ocepeIHIO0 B3a€MO/IIIO 3 I'POBUMHU 00'€KTaMHu.

i iHCTpyMeHTH 3a0€3MeuyloTh MPaKTUYHE OCBOEHHS MPO(ECIiHUX CTaHAAPTIB 1
J03BOJISIIOTH CTYJCHTaM HABYMTHCS CTBOPIOBATH peanicTuuHi 3D-mozeni, mpamoBaTu 3
aHIMAIII€I0 1 BIPOBAKYBATH CBOT MOJICJI1 B IHTEPAKTHBHI CEPEIOBHUIIIA.

3. Po3po0iieH0 MEeTOIMYHI peKOMEHAIIT 151 MOKPAIEHHS MiATOTOBKU CTYICHTIB
1o ctBopeHHs1 3D-Mozenelt irpoBUX JIOKalliil Ta MEPCOHAX1B MOBUHHI BPAaXOBYBATH SIK
TEOPETUYHI 3HAHHS, TaK 1 MPAKTUYHI HABUYKH POOOTH 3 CYYaCHUMH IPOTPAMHUMH
3acobamu. [Iporpama HaB4YaHHS po3poOIeHa 32 TAKUMH HANIPSIMKAMU:

1) OcnoBu 3D-moentoBaHHS: CTYICHTH ITOBUHHI BUBUUTH OCHOBU CTBOPCHHSI
3D-00'ekTiB, mpaIoYd 3 0a30BUMH IHCTPYMEHTaMHU JUIS MOJEIIOBaHHS Ta
TEKCTYpYBaHHSI.

2) Purrinr Ta aHiMaiis TMEepCOHAXIB: ITICJIS MOJICTIOBAHHS TIEPCOHAXKIB
CTYJICHTH MalOTh OCBOITH MpOIEC PHUITIHTY (CTBOPEHHS KICTAKOBOI CTPYKTYpH) 1
aHIMaIIiil U1 IHTEpaKTUBHUX 1TOp.

3) Po3pobka irpoBux JIOKamii: CTyJ€HTH MOBHHHI CTBOPIOBATH IOBHI irpoBi
CBITH, BPAaXOBYIOYH HE JIMIIIC Bi3yalbHE BUKOHAHHS, aJie i B3a€MOJI1t0 00'€KTIB y MekKax
JIOKaIrii.

4) [arerpamiss  3D-momeneit y pymrii: BaXJIMBO HAaBUYUTH  CTYJICHTIB
iHTerpyBaru 3D-Mopeni y cydacHi irpoBi pyurii, Taki sik Unity a6o Unreal Engine.

5)  IlpaktWuHi 3aHATTA Ta NPOEKTH: IMporpamMa IOBHHHA TiepeadadaTH
MPOCKTHY AiSUTBHICT, JI€ CTYIECHTHU MpAIfOBATUMYTh HaJ pEaJbHUMHU TPOEKTaMH —

CTBOPCHHSM BJIACHUX TIEPCOHAXKIB 1 JTOKAITIM.
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4. B xoxi po3pobku 3D-mozeneli irpoBoi jokamii Ta mepcoHaxka B 3ds Max
peanizoBaHo:

- CTBOPEHHSI OCHOBHOI I'€OMETPIi JIOKAIli: OCHOBY JIOKaIlii, PO3CTaBJICHO €JIEMEHTHU
nanamadry;

- 3J1MCHEHO MOJIEJIIOBAaHHS MEPCOHAXIB: CTBOPEHO 0a30BI (OpMHU MEPCOHAKIB,
OJISITY, IIKipa, AeTaji O0IuyYs;

- HAHECEHO TEKCTYPYBaHHS Ha JIOKAaIlll0 Ta IMEpCOHa)ka, M0 BiAMOBIIAIOTH

peanicTUYHOMY BUTJISY;
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JoaaTok A.

IIporpama HaBuaHHsa 3 3D-mogenBaHHA M MiATOTOBKH MAai0yTHIX
(paxiBuiB y ranaysi unppoBux TexHoJI0rIH

MeTow nporpamMm € HaJaHHS CTyIAEHTaM IPYHTOBHUX 3HaHb Ta MPAKTHYHHUX
HAaBUYOK JUIsi cTBOpeHHs 3D-mojneneil irpoBUX MEPCOHAXIB Ta JOKAI[li, a TaKoX IS
IHTerpauii qux Mojenei y cydacHi irposi pyurii. [Iporpama po3pobiieHa TakuM YHHOM,
11100 OXOIUTFOBATH BC1 OCHOBHI aciekTu 3D-MonenroBaHHSA, BiJ 0a30BHX TEXHIK JI0
CKJIQJHUX MPOILIECIB aHIMaIlli Ta IHTerpalii B IHTepaKTUBHE CEPEIOBHUIIIE.

3micTroBuii moayasb 1. OcHoBu 3D-moae/10BaHHSA

1. BBegenns B 3D-monenoBaHHs

OcHOBH TPUBUMIPHOT rpadiKu.

@)

[ctopis po3BuTky 3D-MO/€MI0BaHHS.

@)

o Ornsa OCHOBHMX TmporpaMHUX 3aco0iB s 3D-moxemoBanns (Blender,
Autodesk 3ds Max, ZBrush).

2. CtBopenHns 6a3oBux 3D-00'ekTiB

o MopentoBaHHsI TeOMETPUIHUX 00'€KTIB: KyOH, chepH, KOHYCH.

o OcHoBu po6otu 3 nmojironamu Ta NURBS.

o BukopucTaHHS TPUMITHBIB JIJI1 CTBOPEHHS CKJIQIHIIIINX MOJICIICH.

3. TexcrypyBanus 3D-moneeit

o OcHOBHM TeKCTypyBaHHs: Bukopuctanus UV-po3roprtok.

o TexHIKH HAaHECEHHS TEKCTYP.

o Bubip maTepianiB Ta HamaIMITYBaHHS iX MapaMeTpiB.

4. OCHOBH OCBIT/ICHHSl TA PEHEPUHT

o Pi3HI TN ocBiTACHHS B 3D-cepenopuii.

o [lpuHIMTIN peHIEPUHTY TSl TOCATHEHHS BUCOKOSKICHOTO 300paKECHHS.

o HamamryBanHs peHAepy /IS OTPUMAHHS PEATICTUIHUX 300PaKEHb.

5. IlpoexkTHE 3aBIaHHA
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o CtyneHTH CcTBOPIOIOTh TmpocTy 3D-monmens o0'ekta (Hampukian, OpeaMET

iHTEp'epy a00 TPaHCIOPTHHI 3aCi0).

3MicToBui MOAyJIb 2. PUITIHI Ta aHiMaLlisA NepCOHAXKIB

1. OcHoBH purTiHry Ta aHiMamii

o BBeleHHs B pUITIHT: 10 Take KicTskoBa cTpykTypa (Skeleton) Ta imBepciiina
kinematuka (1K).

o IlpyuHIMOU PUTTIHTY EPCOHAXKIB.

o CTBOpEHHS Ta HAJAIITYBAaHHS PUTY JJIS IEPCOHAXKA.

2. AHimMauisa nepcoHaxiB

o CTBOpeHHs 0a30BUX aHIMaIIii: X0ap0a, O, CTPUOKH.

o BukopucraHHs aHIMaIlIHHUX ITUKIIIB.

o HanamryBaHHS CKJIaJIHUX aHIMAIlild MEPCOHAXKA JUISl IHTEPAKTHBHUX irop.

3. AHimauisi BuUpa3iB o0Janyust

o CTBOpEeHHs aHIMAIlIN [l BUpa3iB 0OIHIUSs.

o BukopucTraHHS TEXHOJOT1H 111 aHIMAIIil BUpa3iB 00IuYYsl.

4. InTepakTUBHI a”HiMamii 1J14 irop

o AHIMaIii 1j1s IHTepaKTUBHHUX €JIEMEHTIB (HANpUKIIA/, BiTOOpaKeHHS aHIMAIlii
IpH B3aeMo1ii 3 00'ekTaMu abo I1iJ1 9ac aTak).

o BukopucraHHs aHIMAIIMHUX CTAHIIK Ta MEPEXOAIB I THYYKOTO yIPaBIiHHS
aHIMAIIIE€I0 B IrPOBOMY PYIIIii.

5. IlpoekTHE 3aBIaHHA

o CTyIeHTH CTBOPIOIOTH PHT 1 aHIMAIIiO JJIS BIACHOTO MEPCOHAXA, 110 BKIIOYAE

OCHOBHI pyxu (HampuKjaa, xonb0a, Oir, aTaka).

3MmicToBuii Mmoayuasb 3. Po3poOka irpoBux Jjokamii
1. OcHOBH CTBOPEHHS IrPOBUX JIOKALIN

o IligroToBKa CIieHH AJIs IrPOBOT JIOKAITIi.
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o BuOip Temu irpoBoi JIoKalii Ta ii CTUIIICTUYHE OPOPMIICHHS.

o CrtBopeHHs naHAmadTiB, OyAiBedb, IPUPOJIHHUX EIEMEHTIB.

2. Po0OoTa 3 inTep'epamMu Ta 30BHIIHIMM JaHAIIAGTAMHU

o CTBOpEHHs apXITEeKTypHUX €JIEMEHTIB: OY/iBJIi, JOPOTH, MOCTH, TOILIO.

o JlolaBaHHs TEKCTYyp Ta MaTepiajiB sl peaiCTUYHOTO BUTIISLY.

o BuKoOpuCTaHHS NPUPOJHUX €IEMEHTIB: TOPH, PIYKH, JIICH.

3. IHTepaKkTHUBHICTD JOKAIH

o [onaBanHs 00'€kTiB, 3 SIKUMH MOXHA B3a€EMOJIATH: JBEPi, MEXaHI3MH,
peIMETH.

o HanmamryBaHHs JuHAMIYHUX €JEMEHTIB: pPyXoml 00'€eKTH, B3aeMOMIS 3
HABKOJIMIIIHIM CEPEIOBUIIIEM.

4. OnTumiszauis irpoBux JJokamii

o OcHOBM onTuMizaiii Mojeneld [Jjs 1rop: 3MEHIIEHHS TOJITOHAIBHOCTI,
OTITUMI3AIlisl TEKCTYP.

o Ilimroromka JioKarlii 70 iHTErpallii B irpoB1 PyIIii.

5. IlpoekTHE 3aBIaAHHA

o CTyIeHTH CTBOPIOIOTH IOBHY IIPOBY JIOKAIlil0, BPaxOBYIOYH BI3yaJbHI Ta

(G yHKITIOHAJIBHI aCTIeKTH.

3micToBuii moayJib 4. Interpanis 3D-moneneid y pyuii
1. OcHoBH po60OTH 3 IrPOBUMHM PYyLHIAMHU

o Bmenenns B Unity Ta Unreal Engine.

o Ormsin inTepdeiicy Ta OCHOBHUX (QYHKITIN PYIIIiB.

o IMmmopryBanus 3D-moneneit y pymrii.

2. InTerpaiisi nepconakiB Ta aHimamii

o ImMmopTyBaHHS Mojenel MepCOHaXIB 3 aHIMAIIIETO.

o HamamryBanHs aHiMarliii B irpOBUX PYIIisiX.

o B3aemois nepcoHaxiB 3 IHIIUMU 00'€KTaMU B I'POBOMY CE€PEIOBUIILI.
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. InTerpauis irpoBux Jokauii

IMnopTyBaHHS Ta HAJIAIITYyBaHHS IFPOBUX JOKAI[IH.
Po6orta 3 ocBITIEHHSM Ta MaTepiajlaMy B PYLLIIsX.

Onrtumizallis iIrpoBUX JIOKAIi JJ1s1 MBUAKOI 00pOOKHU B peaibHOMY Yaci.

. [HTepaKTHBHI eJIeMEHTH Ta CKPUIITH

CrBopeHHs iHTepakTHBHKUX 00'ekTiB y Unity ado Unreal Engine.
Hanucanusa 6a30BUX CKPUNITIB JUIs YIIPABJIiHHS aHIMALII€I0 1 B3aEMOJIEIO B TPL.
IIpoexTHE 3aBIaHHA

CtyneHTH IMIOPTYIOTh cTBOpeHy 3D-Monenb nepcoHaxka ado Jjokamii y Unity

a0o Unreal Engine i HanamToByOTh ii JJ1s1 IHTEPAKTUBHOT'O BUKOPUCTAHHS.
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Honarok b. HanamryBanusa rapsumux kiaasim y 3ds max

3araJibHi KOMaH/IH

o Ctrl + N — CTBOpHUTH HOBUI MPOEKT.

o Ctrl + O — Bigkputu npo€KT.

o Ctrl + S —306epertu npoexT.

o Ctrl + Z — Bigminutu airo (Undo).

o Ctrl +Y —TIloepuytu airo (Redo).

o Alt + W — Po3ropHyTH akTHBHE BIKHO Ha BECh CKpaH.

Pesxkumu BUISIEHHS

o Q — Pexxum Buninenus (Select).

o W —Ilepemimenns (Move).

o E — OGepranns (Rotate).

o R —MacmrabyBansns (Scale).

e Ctrl + A — Buginutu Bci 00'€eKTH.

o Ctrl + D — 3usatu BUaLICHHS 3 YCiX 00'€KTIB.

o H — Bubip o0'exTa 31 criucky.

o F2 — IlepexmodeHHs MK BHUIUICHHSIM JIMIIE KpaiB 1 MOBHUM BHUALICHHSAM
TIOJIICOHIB.

o F3 — Ilepemukanns mix kapkacuuMm (Wireframe) ta srmamkenum (Shaded)
PEKUMOM BiTOOpaKEHHS.

o F4 — Binobpaxenns citku (Edges Faces) Ha o0'ekrax.

Onepamii 3 00'ekTamMu

Ctrl + V — KomiroBanust 06'exra (Clone).

Shift + Move — KonitoBanHs 00'eKkTa TIpH MepeMilleHHI.

Alt + X — 3pobutu 06'exT po3opum (X-Ray Mode).

Ctrl + | — [aBepTyBaTH BUIICHHS.

Delete — Buganuru BuauieHuii 00'exT.

Hagirauis B cueni



Alt + Middle Mouse Button — O6epratu kamepy (Orbit).

Middle Mouse Button — INanopamyBansus (Pan).
Scroll Wheel — MacmraOyBanus (Zoom).

Z — 3yM 10 BULIEHOTO 00'eKTa.

Omnepauii 3 moJiiroHamMu/BepuInHamMu/pedpamMu

1 — Bepunnu (Vertex Mode).

2 — Pebpa (Edge Mode).

3 — [Monironu (Polygon Mode).

4 — Enementu (Element Mode).

5 — Pexxum mipcetku (Sub-object Mode).

Ctrl + Shift + E — Bu6Gip mex (Border).

Ctrl + Shift + P — Bu6ip enemenra (Element).

IncTpymMeHTH penaryBaHHs

Ctrl + Shift + X — Bignzepkanenns (Mirror).

Ctrl + Shift + N — Hopmaizaitist 00'ekra.

Ctrl + Shift + B — Ctoputn pamky 06’ekra (Bevel).
Ctrl + E — Exctpysis (Extrude).

Ctrl + Shift + S — Ckeiin (Scale).

PobGora 3 kamepamu

C — AxrusyBatu Bux kamepu (Camera View).

P — ITepexmrouenns B iepcriekTuy (Perspective View).
T — Bun 3Bepxy (Top View).

B — Bun 3amu3y (Bottom View).

L — Bun 3miBa (Left View).

R — Bun cnpasa (Right View).

F — Bun cnepeny (Front View).
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