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1. Buxigni gani: 3axonodasua ma memooonociuna 6a3a wooo SUKOPUCTNAHHA YUDPOBUX MEXHOAOZIU Y
ouzauni cepedosuwja. Ilpayi, npucesueni 3D-molenrosannio, apxsizyanizayii, sacmocyeantnio Blender,
Cycles, PBR-mexcmyp ma pywiie peanrvnoco uacy. Ilpaxmuuni nanpayrosauwns y cehepi sizyanizayii
inmep ‘€py, 6KI0OUHO 3 OoKyMenmayiero Blender, mamepianamu onnain-xypcie ma open-source 6ioriomexamu
(Polyhaven, BlenderKit). 2. OcHOBHI 3aBaaHHs: 30itichumu 02150 Aimepamypu 3 numans 3D-mooenoeanns
inmep 'epie ma iHcmpymenmie, sIKi 3aCmoco8yIomsbCs 0Jisk CMBOPEHHSL (Pomopearicmuynux cyen. Busnavumu
memy, 00’cxkm I npeomem 00CHiOdNceHHs, chopmyeamu cmunicmuuny koHyenyito inmep epy. Cihopmysamu
MmexHiuHe 3a60aHHs HA PO3POOKY MoOeli: napamempu CyeHu, KiibKicmb 00 ’€kmis, gopmam, umocu 00
oceimienns, mekcmyp, kamep, penoepy. Pospobumu cmpykmypy pobouoz2o npoyecy: cmeopeHHs Myooopoy
ma 30ip pegepencis;, nobyoosa 6a3060i ceomempii npumiujeHHs ma meonis;, MoOent08aHH 0eKOPAMUBHUX
enemenmis;, UV-pozeopmra, mexcmypyeanns, cmeopenns PBR-mamepianie; nanawimyeanus oceimieHHs,
Kamep, KOMNO3uyii; penoepunz cyenu 3 nooarvuioro nocmodopodxoro. Obpamu cepedoguwye po3pooKu —
Blender 3.6 LTS — ma obrpynmysamu iio2o nepesacu 01 0anoz2o muny 3aedaus. Ilposecmu inanvhe
mecmy8anHs cyeHu: nepesgipka mamepianig y Viewport, penoepune 0CHOBHUX PAKYPCi8, aHAli3 pe3yibmamis.
Oyinumu GiON0GIOHICMb NPOEKMY NOYAMKOBOMY MEXHIYHOMY 3a60aHnio. [lpogecmu ananiz moxciugocmet
3ACNOCY8AHHA  CMBOPEHOI MOoOeni 6 apximekmypuil npakmuyi, OusauHi iHmMep '€pis, GIPMYANIbHUX
npesenmayisx, inmepaxkmusnux cepedosuwax (Unreal Engine, Unity). Opopmumu nosicHO8ATbHY 3aNUCKY
8I0N0GIOHO 00 MemOoOUUHUX peKomeHOoayiu kagheopu. ITiocomysamu me3zu gucmyny abo HAyKo8y 00N08idb 3a
memoro Keanigikayilinoi pobomu.

3. TlosicaroBanbHa 3anucka: Qocse — 0o 45 cmop. hopmamy A4
KOMN 'TOMepHO20 HAbOPy 3 OOMPUMAHHAM 8UMO2 CIMAHOAPMY |
MEMOOUHHUX peKoMeHOayill Kageopu.
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PE®EPAT 0akanaBpcbKoi podoTH

Kgamnidixkarmiitna podora: c.,  puc., TallI., HOCUIaHb.

AKTYalpHICTB: y cy4acHOMY MG POBOMY CBITI Bi3yasizailis iIHTEp €piB 3a
JO0MOMOTror0 3D-MOeNI0OBaHHS € HEBIJ'€MHOIO CKIIAJIOBOKO apXITEKTYPHOIO
POEKTYBaHHS, AU3alHY CEpeIOBUIIA Ta BIPTyalbHOI Mpe3eHTarlii. Po3pooka
peanicTUYHUX 1HTep €piB 13 BUKOpHUCTaHHAM Blender 103Bosisie 3MEHITUTH BUTPATH
Ha (i3UYHE MAaKETyBaHHS, IPUCKOPUTH MOTOPKEHHS 3 KJIIEHTaMU Ta TiIBUIIIUTH
SKICTh TU3aHHEPCHKUX PIIICHbD.

OO0’ €eKT NOCAKEHHS: )KUTIOBHUH 1HTEP €p Yy HU(POBOMY TPUBUMIPHOMY
CepeIOBHIII.

[IpenMeT HoCHiKEHHS: METOIM Ta IHCTPYMEHTH cTBOopeHHs 3D-mozeni inTep’epy
3 (poTopeanicTUYHUM Bi3yaJTbHUM MPEICTABICHHSIM.

Merta po6otu: cTBopeHHs oTopeanicTuaHoi 3D-Moei )KUTIOBOTO 1IHTEP €PY 3
ypaxyBaHHSIM (yHKI10HATBHOTO 30HYBaHHS, MaTepialiiB, OCBITIIEHHS Ta PaKypCiB.

3aBaaHHA:

IIPOBECTH OIVISJ] CyYaCHUX METO/IIB MOJIEIIOBAHHS 1IHTEP €PIB;
BU3HAYUTHU CTHJIICTHYHY KOHIICTIIIIIO Ta TEXHIYHI TapaMeTPH CIICHH;
ctBoputH 3D-Mozaens nmpuminieHHs Ta meOmiB y Blender;

peanizyBatu UV-po3ropTku, TEKCTypyBaHHS, HaNAILITyBaHHS MaTepialiB;
BUKOHATH PEHIEPHUHT CIICHH 3 KIJIbKOX pakypciB y pymiii Cycles;
OLIIHUTH SIKICTb PE3YJbTaTy i MOXJIMBOCTI IHTErpaLii MOjel B
JA3aUH-TIPOEKTH.

OCHOBHI PE3VJIBTATH: y niporieci po6oTu 0yii0 CTBOPEHO MTOBHOLIIHHY
3D-Monens iHTEp’ €py KBAPTUPH 3 KUTbKOMa (yHKITIOHATFHUMU 30HaMu. Bcei
MOJIeJIi BAKOHAaH1 BPYy4YHY, 3 ONITUMI30BaHOIO TOIOJIOTIEI0 Ta (13UYHO-KOPEKTHUMU
PBR-Marepianamu. PeanizoBaHo siKiCHE IPUPOJIHE Ta IMITYYHE OCBITICHHS,
BUKOHAHO (poTOpeanicTUIHUHN peHep ClieHu. Briepiie B paMkax HaBYaJIBHOTO
MPOEKTY 3A1MCHEHO TTOBHUM UK — BiJ MyAOOpAY /10 TOTOBOI Bizyasizallii — 3
BUKOPHUCTaHHSIM BUKIIOUHO Blender.

[IpakTryHe 3HAYCHHS AOCIIDKEHHS: TONSTaTUME Y BIIPOBAKCHHI PO3pOOICHOT
3D-Mopmeni B apXiTeKTYpHY Bi3yauli3allito, Mpe3eHTallil AU3aiHEPChKUX PIIlICHb,
iHTepakTuBHI VR/AR-cepenoBuia abo sik yacTuHy npodeciiiHoro moptdostio.

KirouoBi ciioBa: 3D-moznentoBanss, intep’ep, Blender, Cycles, Bizyanizais,
PBR-TekcTypu, OCBITIEHHS, LIEHIEp, TU3aiiH, poTopeaizm
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BCTYII

AKTyaJIbHicCTHh TeMH. Y CydYacHOMY CBITI Bi3yaiizailis inedi HaOyBae
0COONMBOrO 3HAYEHHS B apXITEKTypl, AW3aiiHI Ta OyaIBHUUTBL. TexXHOJOril
TPUBUMIPHOTO MojetoBanHs (3D) M03BOMSAIOTH HE JUIIE MEepeAaaTh 3ayM aBTopa,
a ¥ 3a0e3MeYNTH THYYKE Ta HAOYHE IUIAHYBAHHS XKUTIOBOTO MPOCTOPY IIE 0
no4yatky (pi3M4IHOTO BTiICHHS MpoekTy. Lle poouts 3D-MonentoBaHHS HE3aMIHHUM
IHCTPYMEHTOM y POOOTI Ju3aiiHepiB 1HTEp €py, apXITEKTOpiB, 3a0yJOBHHUKIB 1
KJIIEHTIB.

Ha ocHoBI aHani3y cydacHOi HAyKOBO-TEXHIYHOT JITEPATypH Ta MPAKTUUHUX
po3pobok y cdepi Bizyamizallii IpoOCTOPOBUX CEPEIOBHII, MOXKHA CTBEPIKYBaTH,
MO iCHy€ 3HauHa MoTpeda y CTBOPEHHI BHUCOKOSKICHUX, PEATICTUYHHX MOJEICH
1HTEep’€piB 3 BHKOPUCTAHHSIM CY4YaCHHUX IporpamMHux 3aco0iB. [IpoOmemaruka,
NOB’si3aHa 3 TOYHICTIO TNEpelaHHs MarepialiB, OCBITIIEHHS Ta MPOCTOPOBUX
pileHs, moTpedye MOCTIMHHOTO BJOCKOHAJICHHS ITiIXO/IB Ta IHCTPYMEHTapIIO.

Meta podoTtu — ctBOpeHHs1 3D-Mofeni iHTep’ €py KUTIOBOTO MPOCTOPY 3
ypaxyBaHHIM (YHKITIOHATHHHUX, €CTETUYHUX Ta TEXHIYHUX BUMOT JI0 AW3aHHY.

Jsi 10CSAATHEHHS TMOCTABJIEHOI MeTH HeOOXiIHO BUPIMIUTH HACTYNHI
3aBIAHHS:

° OpPOBECTHM  aHall3  ICHYIOUMX  IpOrpaMHUX  3aco0iB A
3D-MonentoBaHHS 1HTEDP €PIB;

° BU3HAYHMTH KOHIICTII{IIO Ta CTHIICTUKY KHUTJIOBOTO IMPOCTOPY;

° BUKOHATH TMOOYJIOBYy ©0a30BUX €JEMEHTIB MPOCTOPY: MPUMIIICHHS,

MeOITiB, JEKOPAaTUBHUX 00’ €KTIB;

° peaizyBaTH TEKCTYPYBaHHS, OCBITJICHHS Ta PCHICPUHT CIICHH,
° OIIIHUTU Ppe3yJbTaTH MOJCJIOBAHHS Ta BIAMOBIIHICTh ITOYATKOBUM
BHUMOTaM.

O0’ekT nocaigxenuss — mnpoiec 3D-MonentoBaHHs 1HTED €pY.
IIpenmet gocaixkeHHss — 3ac00M Ta METO/IM peaizallii TPUBUMIPHOI Bizyali3arlii

KHUTIOBOTO TIPOCTOPY.



MeTtoau x0caiIzKeHHsI — TIOPIBHSUTHHUM aHali3, TPAKTUYHE MOJCIIOBAHHS,
Bi3yaJti3allisi, iTepaTUBHE MIPOEKTyBaHHsI, poooTa 3 3D-penakTopaMu.

[IpakTyHa 3HAUYHIICTH POOOTH TMOJSTa€E B MOMJIMBOCTI 3aCTOCYBaHHS
po3pobnenoi 3D-momeni B JAU3alH-TIPOEKTAaX, AapXITEKTypHHUX Bi3yami3allifx,

IpEe3eHTalisIX sl 3aMOBHUKIB, a Takok Y VR/AR-pimeHHsx.



1 OIUIA A JUTEPATYPHU 3 IIMTAHDb 3D-MOJAEJIFOBAHHS IHTEP’€EPIB
1.1 Anaji3 cyyacHux miaxoxaiB 10 3D-Moe/l0BaHHS iHTEp’ €piB

3D-MonentoBaHHsT 1HTEp’€pIB — 1€ MPOLEC CTBOPEHHS BIPTYyaJbHOIO
TPUBUMIPHOTO MPOCTOPY, KK BiIOOpakae CTPYKTYpY, GYHKIIIOHATbHE 30HYBaHHS
Ta BI3yaJibHI1 XapaKTepUCTUKU MpUMILIEHHS. Bi3yamnizaiiis iHTep €py 32 JOIOMOT0I0
3D-rpadiku 103BOJsI€ HE JuiIe 0aunTu MalOyTHIM pe3ynbTaT A0 peaiizalii, aje i
€(pEeKTUBHO BHOCUTU 3MIHM Ha €Tall NPOEKTYBaHHS, L0 3HAYHO EKOHOMUTb
pecypeu y noganbsimomy [13], [26].

CyudacHi miaxoau 10 3D-MoxentoBaHHs 1HTEP €piB HOPMYIOTHCS Ha MEPETHHI
apXITEKTYpHOTO JW3aiiHy, KOMII'IOTEpPHOI Tpadikd Ta TMCUXOJOTIi CHPUHUHATTA
npoctopy. Buninsroore paekinpbka 0a30BUX e€TamiB, sAKi 3a3BUYail MPUCYTHI B

KOYKHOMY TTPO€EKTI:

° CTBOpEHHS 0a30BOi reomMeTpii NpuMilIeHHs (CTIHU, CTeNIs, iJI0Ta);
° MOJIeJIFOBaHHsI 00’ €KTIB HAITOBHEHHS (MeOJI1, IEKOP, OCBITIICHHS );

° HaHECEHHS MaTrepialliB Ta TEKCTYD;

° HaJIaITYBaHHS OCBITJICHHS Ta Kamep;

° dboTopeanicCTUHUHUIN peHICPUHT a00 IHTEpaKTUBHA Bi3yasli3allis.

Ha mpakTuiil icHye 1Ba OCHOBHI IT1JIXO/IH:

l. MOJIITOHAJILHE MOJICTIOBAHHS, 110 0a3yeThCsl HA MOOYIOBI 00’ €KTIB 13
MPUMITHBIB (MEIIIIB) 3 MOJAJBIINM iX penaryBaHHsIM. Takuil miaxiJg € THYYKUM 1
IIMPOKO BUKOPUCTOBYeThCs y Blender, 3ds Max, Maya oo [13], [29], [30].

2. npoueaypHe abo mapaMeTpuU4He MOJEIIOBAHHSA, IO JO3BOJISE
OyayBaTH 00’ €KTH Ha OCHOBI Habopy npaBwi abo mapamerpiB. Lleit meTon € OuIbII
e(eKTUBHUM JJI IOBTOPIOBAHUX €JIEMEHTIB a00 T€HEPAaTUBHOTO JTU3ANHY.

Y npodeciiiHiii TpakTUIll AU3aMHEPH IHTEP €pY YacTO BHKOPHUCTOBYIOTH
pennep-pyunii Ha kmrant Cycles, V-Ray, Corona Renderer, mo m03BONSIOTH
orpuMary (OTOPEATICTUYHI 300pakKeHHS 31 CKJIATHOI0 CHCTEMOIO OCBITICHHS,
robanpHOro ocBiTieHHs (GI), pednekciit, 3amomieHHs, Gi3UUHUX BIACTUBOCTEN

matepiainis tomio [20], [30].



4

OcTaHHIM dYacoM aKTHUBHO PO3BUBAIOTHCS I1HTEPAKTUBHI MIAXOAH JI0
Bi3yasi3allii 3 BukopuctanasaMm pymiiB Unreal Engine a6o Unity, 1o 103BONSIOTH
ctBoproBat VR/AR-nipoctopu Ta iHTepakTUBHI npe3enTauti [9], [32].

[lincymoBytOuM, MOXKHAa CTBEP/UKYBAaTH, IIO0 PO3BUTOK TEXHOJIOTH
3D-MopentoBaHHsT BIAKPUBAE HOBI TOPU30OHTH JUIsl Bi3yallbHOTO IMPOEKTYBAHHS,
JI03BOJITIOUN JTU3aifHEpaM CTBOPIOBATH TOYHI Ta €CTETUYHO JOBEPIICHI BIpTyalbHI
MOJIeNIl JKUTJIOBUX 1HTEp’€PIB, IO MAaKCHMAJIbHO BIJAIMOBIIAIOTh IMOTpedaM

3aMOBHHMKA.
1.2 O iHCTPYMEHTIB Ta MPOrPaMHMX CepedOBHUII 1JISI MOJEJTIOBAHHS

Po3pobka 3D-moneni iHTEp €py NoTpeOye BUKOPUCTAHHSI CIEIIali30BaHOTO
porpaMHOro 3a0e3rMedeHHs, ske 3abe3nmedye THYUYKHH iHTepdeic, BUCOKY
TOYHICTh TE€OMETpii, IMMPOKUK HaOIip IHCTPYMEHTIB Il TEKCTypyBaHHS,
OCBITJICHHSI, Bi3yallizallil Ta NOJalbIIOr0 €KCIOPTY CLEHH. Y 11 poOOTI OCHOBHHIMA
aKIIeHT 3po0JieH0 Ha BUKopucTaHHI Blender sik yHIBepcanbHOTO, BIIKPUTOTO I
0€3KOILITOBHOTO cepefoBuila Jjisi 3D-MoientoBaHHs Ta peHIEPUHTY.

Cepen OCHOBHUX IHCTPYMEHTIB, 110 BUKOPUCTOBYIOTHCS B IHTEP EPHOMY
3D-mopaenroBaHH1, MOYKHA BUILUIUTH:

Blender — ©6ararodyHKIIOHaJIbHUN MMAaKeT 3 BIAKPUTUM KOJIOM, SIKUU
JI03BOJISIE MOJIENIOBATH, TEKCTYpPYBaTH, HANAIITOBYBaTH Marepiaiu, OCBITICHHS,
KaMepH, a TaKOXK PEHJIEPUTH ClieHU 3 BukopuctanHsm pyuiiiB Cycles abo Eevee.
Blender nigrpumye pobdoty 3 PBR-marepianamu, iMmnoprye ¢popmaru *.obj, *.fbx,
*.dae, *.gltf, a Takoxx mo3Bossie cTBOproBarH UV-po3ropTku Ta BUITIKATH KapTH
HOpMaJIeH 1 OCBITJICHHS. 3aBASKHU MOCTIMHUM OHOBJICHHSIM Ta aKTUBHIN CHIJIBHOTI
Blender craB momynsipauMm y cdepi Bisyamizamii iHTEp €piB, apXiTEKTYpHOI
Ipe3eHTallli Ta BIpTyaJIbHOTO TYPU3MY.

3ds Max + V-Ray/Corona Renderer — xknacuunuii BuOip Oararbox
apXiTEKTOPIB 1 au3aitHepiB. 3aBasku TicHIK iHTerpamii 3 CAD-iHCTpyMeHTaMu Ta
HIMPOKOMY KOMEPLIHHOMY 3aCTOCYBAHHIO € CTAHIAAPTOM Y JESIKUX CTYHIsIX, OJJHAK

noTpedye KOMEpLINHOT JIILEeH3Ii.



SketchUp — 3pyuHuii sl MIBUIKOTO CTBOPEHHS MPUMITHBHOI TeOMETpii
1HTEep’€epiB, OAHAK OOMEXKEeHUH Yy poOoTi 3 opra"niyHuMu (opMamu Ta
dboTopeanicTHUHUMU peHAepaMu 0€3 01aTKOBUX IJIariHiB.

Unreal Engine / Unity — pymiii peaqbHOTO 4acy, siki BAKOPUCTOBYIOTHCS TSI
CTBOPEHHSI 1HTEPAaKTHUBHUX cepenoBull, B ToMy uucai VR/AR-nepernsanis
iHTep’epiB.  Jlms  imTerpamii 3 Blender goctymui  odimiifini  mariaum
(Blender-to-Unreal).

Substance 3D Painter — BUKOPUCTOBYETBHCS SK JONOMIKHUNA 1HCTPYMEHT
JUIsl CTBOpEHHsSI BUCOKOsIKiICHUX PBR-TekcTyp 1 xapt HOpMmanei, ocoOnuBO Jyis
netaizaiii MeoJiB Ui 00’ €EKTIB JIEKOPY.

Jlns BukoHaHHA wi€i pobotu Oymno obpano Blender 3.6 LTS sik ocHoBHe
CepelIoBHUIIlE PO3POOKM Uepe3 Taki IepeBard sK: OE3KOIITOBHA JIIICH3IS Ta
BIIKpUTUN KOJ; MiATpUMKa (i3M4HO KopekTHoro penaepunry (PBR); Bucoxka
AaKicTh pesynpTariB y pymri Cycles; 3pyuHa cucteMa poOOTH 3 KOJICKITISIMU,
KaMepaMu Ta marepiajlaMy; MOXJIMBICTH cTBOpeHHST UV-po3ropTok 1 BUIIKaHHS
TEKCTYp; aKTHBHA CIUJIBHOTA, O€3J114 YPOKIB, aJiJIOHIB Ta 1mabmioHiB [7], [13], [26].

TakuMm yrHOM, 0OpaHi IHCTPYMEHTHU BiNOBIIal0Th BUMOTaM JI0 PO eCiitHOi
Bi3yaJsizallii iHTep epiB Ta 3a0e3Meuy0Th MOXKJIMBICTh peai3allii MOBHOIO LHUKIY

POEKTYBAHHS BiJ i71ei 10 (poTOopeanicTHIHOro 300paskeHHSI.

1.3 Bumorm g0 au3aiiHy SKHUTJIOBOIO MPOCTOPY Ta OCOOJMBOCTI

3D-Bi3yadqizamii

[Ipu ctBopenni 3D-mozeni iHTEp’€py BaKIMBO BpPAXOBYBaTH HE JIMIIE
TEXHIYHI aCleKTH MOJENIOBaHHS, ajie¢ ¥ (PyHKIIOHAJIbHI Ta €CTETHYHI BUMOTHU JI0
opraizalii »WTJIOBOTO MPOCTOpPYy. SKICTh Bi3yamizalli HampsiMy 3alieKUTh BIJ
TOTO, HACKUIBKM BIAJI0 TOEIHAHO apXITEKTypHY JIOTIKY MPHUMIIICHHS,
JU3aHEePChbKl MPUHIUIM, 3aKOHM KOMIO3MUIIiI Ta TEXHIYHY peani3alilo CUEHU Y
3D-cepenoBuii.

OCHOBHI BUMOTH /10 AN3alHYy 1HTEP €PY KUTIOBOTO MPOCTOPY:



° (YHKIIOHAJIBHICTh — KOXKHa 30HA Mae€ BIANOBIAATH CBOIA METI
(KyxHs1, BIATMIOYMHOK, poOOTa TOIIIO0); BAXIIMBO 3a0€3MEUUTH 3PYUHY HABITAIlIO Ta
EpProHOMIKY.

° €CTeTUKa — CTWIb O(OPMIICHHS NOBUHEH OyTHM TapMOHIAHUM, 3
ypaxyBaHHSIM KOJIPHOI MaJITPH, OCBITIEHHS, (PaKTyp 1 KOMIO3ULIHHOIO OaJIaHCy.

° nponopiii Ta MacmTad — Mebal M eJeMEeHTH [eKOpy MaroTh
BIJIMOBIATH PEAJbHUM pO3MipaM, 00 YHUKHYTH BHUKPHUBJICHb CIPUUHATTS Y
3D-mopeni.

° 30HYBaHHS MPOCTOPY — BAXJIMBO BI3yaJlbHO 1 (DYyHKIIIOHAJIBHO
BHJIUTUTH 30HU 0€3 ITepEeBaHTAKCHHS CIICHH.

° OCBITJIEHHS — MAa€ BPaxoBYBaTH SIK JIeHHE (IIPUPOJHE), TaK 1 IITYyYHE
OCBITJICHHSI, 3 HOTO BIIOUTTSAM y MaTepiajiax.

OcobmuBocTi 3D-Bi3yamizauii inTep’epy B Blender npeacrasneni B Tad. 1.1

Tabnuys 1.1 — Ocobausocmi sizyanizayii 6 Blender

Enemenm Bumoau Ocobusocmi peanizayii 6
Blender

Macirrad BiamosigHicTh peansHuM | BeTaHoBneHHs OIMHHUIb
po3mipam (meOmi, | Bumipy (Metric), macmrad
TIPUMIIIICHHS ) 1:1

OcBiTnenHs IMoennanuss npuponnoro Tta | HDRI ans neHHoro cBimia,
LITYYHOTO, ¢13uuHa | Area/Point Light JUTS
KOPEKTHICTh JIOKaJIbHOTO

Marepianu Ta TeKCTypU Bukopucrannss PBR-texctyp | Hanamrysanns yepe3 Shader

(color, roughness, normal, | Editor, Bukopucranus UV

metallic)
Kamepa Peanictuuna  mepcnektusa, | DOF, focal length
KOMIIO3HIIIHE PO3MIILICHHS (35-50mm), npaBuiio TpETUH
Konopucruka ['apmoniiina nanitpa, | Kontpons uepe3 wmarepianu
BIJIIIOBIIHICTH oOpaHomy | Ta cBiTIIO

CTHUIIO




[IponyKTHBHICT CLIEHU Onrtumizaris nojironis, | Konekmii, incrancu (linked

BUKOPHUCTAHHS 1HCTAHCIB duplicates), LOD

BucHoBok 10 po3aiay 1

Y  pesymbrari aHamizy JITEpaTypHUX  JOKEpeN, I1HCTPYMEHTIB Ta
METOOJOTIYHUX MiAX0aiB 10 3D-MozenoBaHHs iHTEep €piB OyJIO BCTAaHOBJICHO, 110
CydacHE TPUBHMIPHE MPOEKTYBAaHHS € MYJIBTHIUCIUIUIIHAPHUM TIPOIECOM, SIKUN
0o0’eHy€e TEXHIYHI 3HaAHHS, €CTeTUYHE OaueHHS Ta TIMOOKEe PO3YMIHHS
apXITEKTyPHOTO CEPEIOBHUIIIA.

Ormsg  cydacHUX TIAXOMIB MIATBEPAWB, IO HAWOLIBII TMOIIUPECHUMH
METOJJaMU  3QJIMILIAIOTHCS  TOJIITOHAJIbHE Ta TNPOLEAYypHE MOJEIIOBaHHS, a
KJIFOUOBUMH €TaramMu po3poOKU 1HTEp €py € MoOy/I0Ba reoMETpii, MOJETIOBAHHS
o0’exTiB, poboTa 3  MarepiagamM, HaJalITyBaHHA  OCBITJICHHS  Ta
doropeanictuuauii  peHaepuHr. Cepel MporpaMHOTO 3a0e3MEYCHHS JOMIHYIOTh
Taki cepemoBuiia, sk Blender, 3ds Max, SketchUp, Substance Painter, Unreal
Engine, ko)kHe 3 IKMX Ma€ CBOI IMepeBaru 3ajexHo Bij TUITY 3a]aui.

Haiibinpim onTUMaibHUM PIIIEHHAM IS peali3alii IbOTro MPOEKTY OYyIJIo
Bu3HaHO Blender 3.6 LTS, sxuii 3aBasku CBOili THYYKOCTI, BIAKPUTOMY KOIy Ta
AKTUBHINA CIUJIBHOTI 3a0e31euy€e MOBHUN MK CTBOPEHHS 1IHTEp €py — B1J 0a30BOi
Mozenl 10 (oTopealicTUYHOI Bi3yadizalli 3 HIATPUMKOI (PI3UYHO KOPEKTHOTO
penaepunry (Cycles).

OxpeMy yBary Oyno nmpuaiieHo (PyHKIIOHAJbHO-€CTETUYHUM BHMOTaM J10
KUTIIOBOTO TPOCTOPY, IO BKIIOYAIOTH MAaCIITaOHICTh, OCBITJICHHS, €PrOHOMIKY,
KOMIIO3UIIII0 Ta KOJIOPUCTUKY. PesynbraTtu aHamizy A03BOIMIM CHOPMYBATH HiTKI
KpUTepii, SKUM Mae BIANOBiAaTH MaiOyTHA 3D-mozenb IHTEp’epy, a TaKOXK
BU3HAYMTH TEXHIYHI 0COOIMBOCTI peaisallii mux BUMOT y cepeaoBuiili Blender.

TakuM 9YMHOM, TEOPETUYHE MIATPYHTS, BUKIAACHE B I[bOMY PO3JIiJIi, CTBOPIOE

OCHOBY ISl MPAKTUYHOI peasizaiii Mosiesl y HaCTyITHUX eTanax poOoTu.



2 METOAOJIOI'TS PO3POBKH 3D-MOJAEJII IHTEP’€PY
2.1 Bubip cTHJIICTUYHOrO pillIeHHS TAa BU3HAYEHHSI KOHUIENIil IHTep’epy

[lepmium eramoM mnpu cTBopeHHI 3D-Momeni iHTEp’€py € BU3HAUCHHS
CTWJIICTHYHOI KOHIIEMIIii, sika (opMye 3aradbHUN HACTPiM MPOCTOPY, BIUIMBAE HA
IJIaHyBaHHS, BUOIp MaTepiaiiB Ta OCBITVICHHS. Y MeXKax I[bOrO MPOEKTY Oyio
NPUMHATO PILMICHHS peaizyBaTh IHTEp €p Yy Cy4yaCHOMY CTWUJI 3 €JIeMEHTaMu
MIHIMaJII3My Ta MIPUPOAHOTO 3aTUIIKY.

JIist Bi3yanbHOTO CTPYKTYPYBaHHS iJiel cTBopeHo Mymoop (puc. 2.1), skwii
o0’eaHye KIIO4OBI pedepeHCHI 300pakeHHs, M0 UIIOCTPYIOTh OCHOBHI

KOMOO3HUIIMHI Ta CTUJIICTUYH] aKIEHTHU:

Pucynok 2.1. Myn6opa iHTep’ €py )KHTIOBOTO MPOCTOPY

IDicepeno: pospobneno aemopom nHa ocrosi Unsplash



OCHOBHI CTHJIICTHYHI 03HAKH, C(POpMOBaHI HA OCHOBI MyI0OPY:
KOJIOPUCTHUKA: TEIUTl HEUTpabHI BIATIHKK — CBITJIE JepeBO, OeKeB1 Ta Cipi
TKaHWHH, TPUPOAHI TEKCTYPH; MaTepialii: HaTypajdbHE IepeBO, M’ siKa IIKipa,
dakTypHi TKAaHUHH, PO30PE Ta TOHOBAHE CKJIO, METAJIEB1 aKIIEHTH; MeOi:
MIHIMaJIICTUYHI (hopMH O€3 BI3yaJIbHOIO EPEBAHTAXKEHHS — 3 aKIIEHTOM Ha
KoM(OPT 1 PYHKITIOHATBHICTh; OCBITJICHHSI: TIOETHAHHS MTPUPOTHOTO OCBITICHHS
yepe3 BEJIMKI BiKHA 3 JIOKAIBHUM; atMocdepa: CIOoKii, IpocToTa,
BIIOPSIJIKOBAHICTh, 3 TEIJIUM €MOLIIHUM HAaCTPOEM.

Po3monis 308 Ha OCHOB1 KOHIIETII{

Buxonsiun 3 o0paHOTO CTWIIO, NPUMINIEHHS TOAUISIETBCS Ha KIJIbKa
(GyHKITIOHATHHUX 30H. BiTaabHS 30HA 3 BEIMKUM M’ SKUM JTUBAHOM, JKYPHAIHHUM
CTOJIUKOM 1 ITAaHOpAaMHUMH BIKHaAMU (pedepeHc: BepxXHE JiBEe 300pakeHH:).
CnanbHsi — MIHIMAJIICTUYHA, 3 TEIJIUM CBITJIOM 1 HEUTPaAJIbHOIO NaTITPOO (BEPXHE
npaBe 300paxkenHs). Kyxus-inanpHs — nepeB’ssHUN OOiIHINA CTIN y MOEAHAHHI 3
TeMHUMU (pacagaMu KyxH1 (HHKHE 300paKeHH).

Po3poOnennii Mmynoops; cTaB OCHOBOIO JUIsl MOOYJOBU Bi3yallbHOI CTparerii
BChOro npoekTy. Came 111 pedepeHcH BU3HaYaroTh (OpMalibHY CTHIIICTUKY, TATITPY
MaTepialliB, OCBITJIICHHS Ta 3arajibHy KOMIIO3MIIIIHY JIOTIKY, Kl OylyTh BIATBOpPEHI

y 3D-cuieni B cepenosuii Blender.
2.2 TliaroroBKa TEXHIYHOIO 3aBJAHHS TA €TANIM PO3POOKHU

CrBopennss 3D-mozemi 1HTep epy nmepeadadyae 4YITKY CTPYKTypHU3AIlllo
pobodoro nporiecy. [ boro Ha MOYaTKOBOMY eTarti Oys0 chOpMOBAHO TEXHIUHE
3aBJaHHS, SKE BKIIIOYAE€ KIFOUOBI MapamMeTpu MaiOyTHBOI CIIEHH, OOMEKEHHH,
BUMOTH JI0 BI3yaJIbHOI CTWIICTHKH, JIeTaji3arlii, ¢opmary peHaepy Ta IiIJILOBOTO
3aCTOCYBaHHS.

OcHOBHI TapaMeTpH TEXHIYHOTO 3aBAaHHs 300pakeHo Ha Tao. 2.1
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Tabnuysa 2.1 — Texuiune 3a80anns

Iapamemp

Bumocu

[Tpu3HauenHs Mmoxeni

Bizyanizaiis iHTEp’€py KUTIOBOTO MPOCTOPY

(BiTaNbHS, KyXHSI, CHATIbHS)

Ctuin

CyuacHuii  MiHIMaIi3M 3 eleMeHTaMu

HATYypaJbHOCTI

®dopwmar creHu

Blender (.blend), MoxuBicTH e€KkCHOpPTY B

fbx/.obj/.gltf

Pennep-pymuiit

Cycles (GPU), dhotopeanictuuna Bizyanizailis

Po3zninbpHa 31aTHICTE peHaepa

1920x1080 (Full HD), nponopuii 16:9

Kinbkicth kamep

3 (3arampHUl TUIaH, KPYOHUM  Kajp,

1HTEp’ €pHUI KYT)

Marepianu

PBR-marepianu 3 UV-po3roptkamu

OcBIiTIIEHHS

Komb6inoBane (HDRI + nokanpHi mxepena)

OpieHTOBHA KITBKICTh 00’ EKTIB

40-60, Bxmrouaroun MeOINi, JEKOp, BIKHA,

OCBITJIICHHSA

3oHU

BiranbHs, KyXHs-iJaJIbHS, CIANbHS

JIns mOCSTHEHHS SKICHOTO pe3y/brary poOOTy MOJIJIEHO Ha JIOT14HI €Tallu,

AK1 300pakeH1 Ha Tao. 2.2

Tabnuysa 2.2 — Emanu 6UKOHAHHS

Eman

Onuc

306ip pedepeHciB Ta KOHIENTyasi3allis

CtBOpeHHsT Mmynbopay, miadip 300pakeHb, 0

BiJI00pakaroTh CTUIIb, MEOITi, OCBITICHHS.

TexHiuHe TUIaHyBaHHS

CrtBOpeHHs TEXHIYHOTO 3aBJIaHHA,
BCTAHOBJICHHS  METPUYHUX  HAJIAITyBaHb

CIIeHH (OIUHUII — METPH).

CTBOpeHHs reoMeTpii mpocTopy

MonenoBaHHsT  CTiH, IIJIOTH, BIKOHHHX
Mpopi3iB, CTeNl, PO3PaxXyHOK MPOMOpIii

MPUMIIIEHHS 3T1THO 13 pedepeHcaMu.
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MogentoBaHHs 00’ €KTIB iIHTEP €py CrBopeHHsT MeONiB (IUBaH, CTOJH, TIOJIHIII
TOIIO), JEKOPAaTUBHI €JIEMEHTH (Ba3H, JIAMIIH,

KHUTH, KAPTUHH).

UV-po3roprka Ta TEKCTypyBaHHS CrtBOpeHHs UV-kapr, HaKJIaJdaHHs
PBR-tekctyp: base color, roughness, normal,

metallic

OcCBIiTIIeHHS Ta HAJAIITYBaHHS KaMep Buxopucranus HDRI-kaptu i1 0CHOBHOrO
JICHHOTO OCBITJICHHS, JIOJaBaHHS JIOKAJIBHOTO
CBITJIa (JJaMIIU, CBITUIBHUKH), HAJNAIITYBaHHS

kamep (BuOip dokycHoi Biacrani, DOF).

Pengepunr ta moctoOpobka HanamryBanus napameTpiB peHaepy:
samples, denoising, light paths, BuBix
300paxkenb 'y  Qopmari .PNG, nerka

KOJIbOPOBA KOPEKIIis IMPH MOTPeOi.

AHaJi3 Ta OlliHKA Pe3yJbTaTiB [TopiBHSIHHS 3  TEXHIYHUM  3aBJIaHHSM,
nepeBipka Ha BIANOBIAHICTD CTWIIO Ta

KOMIIO3UII].

TakuMm YWHOM, TIATOTOBKA TEXHIYHOTO 3aBIaHHA W MOETamHa peasizarlis
JIO3BOJISIIOTh JOCATTU CTPYKTYPOBAHOTO POOOYOro MPOIECYy, IO € OCHOBOIO st

SKICHOTO pe3ynbraty B 3D-Bi3yanizarliii iHTep epy.

2.3 Bubip nporpamMHoro 3a0e3neyeHHsi Ta cepeaoBUIIIA MOAEJTIOBAHHS

Ha erami peanizauii 3D-mozeni iHTep’€py BaKJIUBUM € BUOIp BIAMOBIIHOTO
IPOrpaMHOro 3a0e3NedyeHHs, fKe 3a0e3NeYuTh IMOBHUW LUK Bl N0OYAOBH
reoMeTpii J0 peHACpUHTY (POTOpeaniCTUYHUX 300paKeHb. Y MEXKax IbOTO MPOEKTY
oyno obpano Blender 3.6 LTS sk oCHOBHE cepeloBUIIE i MOJCIIIOBAHHS,
TEKCTYpYBaHHS Ta Bizyasli3allii CLIEHH.

IIpu Bigbopi cepemosuma (Blender 3.6 LTS) nans monemtoBaHHS
BpaxOBYBAJINUCA YNHHHUKH, SK:

1. JIeH31: OS3KOIITOBHA;
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2. mwiargopma: Windows, Linux, macOS;
3. piBeHb otopeainizmy: Bucokuit (Cycles), peanbHoro yacy (Eevee);
4. HasiBHICTh PBR-nalinnaiiny: noBHo1inHa nigrpumka PBR-marepianis,

node-based workflow;

3. PO3IIMPIOBAHICTh: BEIMYE3HA KUIBKICTh aJJOHIB (30Kpema JJisi
apxBi3y: Archipack, Asset Browser);

6. PO3BUTOK CIUJIBHOTH: aKTHMBHA 0a3a KOpPUCTYyBadiB, HaBYAJIbHI
pecypcu, TiariHu, 10KyMeHTaIlls;

7. pennepunr: Cycles (CPU/GPU), Eevee (peapHOTr0 9acy);

8. excriopt: .FBX, .OBJ, .GLTF, .STL, .USDZ — pns iuTerparii 3
IHIITUMU CUCTEMaMHU.

OcnoBH1 Moayni Blender, siki BUKOPUCTOBYIOTHCSI B TIPOEKTI MIPEICTABIICHI Y

Tabd. 2.3

Tabnuys 2.3 — Mooyni, sKi 8uKOpuCmosyomscs y npoeKmi

Mooynw Ilpusznauenns

Modeling [TomironanbHe MOJETIOBaHHS 00'€KTIB

PUMIIIICHHS Ta MeOJIiB

UV Editing [TobynoBa UV-po3sroprok TUTSI
TEKCTypyBaHHS
Shading (Shader Editor) [ToGymoBa BY3JIOBO1 CHUCTEMU

marepiaiiB 13 PBR-Texctypamu

Cycles Render Engine @oTOpeaICTUYHUN  PEHIEPUHT 3
MIITPUMKOIO TJIOOAJTBLHOTO OCBITIICHHS

Ta caustics

Compositing MinimanpHa mocTobpoOka 300paskeHb

(B pasi moTpedn)

Asset Browser [loBTOpHE BHUKOpPUCTaHHS MOAENEH 1

MaTepiaiB 13 610J10TeKH
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Camera & Lighting Setup HanamtyBanHa (i3M4HO KOPEKTHOTO

OCBITJICHHS Ta KaMeCp

OOrpyHTyBaHHS BHOOpPY

Blender mo3Bosisie MOBHICTIO peali3yBaTH €Tamlu, NepeadadyeHi TeXHIYHUM
3aBIAHHSIM: CTBOPEHHS T€OMETpli, HaJAIUTYyBaHHS MarepiajiiB, OCBITIICHHS Ta
KaMepH, a TaKOK BUCOKOSKICHUHM (poTOopeanmicTUYHUN PEHACPUHT 3a JOIOMOTOI0
pyurisa Cycles. 3aBisku BIAKPUTIN €KOCUCTEMI, aKTUBHINM CIIUIBHOTI Ta BIJCYTHOCTI
minen3iiHux Butpar Blender € onTumanbHMM pilIeHHSM AJi 1HAWBIAYaIbHOTO
apXxBi3-NPOEKTYy Y hopmari kBamidikaiiitHoi poOboTH.

Po3pob6ka 6a30Bux 00’ €MiB MPUMIIIIEHHS, MEOJIIB Ta IEKOPY

Ha npomy etami Oyn0 BUKOHAHO MOJICTIOBAHHS OCHOBHHUX €JIEMEHTIB CIICHH
IHTEp €py — 3 ypaxyBaHHSIM 3arajbHOI KOHIIEMIli, CTUIICTUYHOTO PIIICHHS Ta
3alaHUX PO3MIpIB TMpuMillleHHs. ba3oBi reomMeTpuyHi 00’€KTH NPUMIILICHHS
BKJIFOUAJIM: CTIHU, MIAJIOTY Ta CTENI0; BIKOHHI MPOPI3W Ta JIBEpl 3 ypaxyBaHHSIM
IpOMopIiil 00paHOi apXiTEeKTypH; OCHOBHI MeOJl, SK-OT: JHUBAH, JIIKKO, TyMOH,
macda, 001 HIN CTLT Ta CTIIBIIL.

st cTBOpeHHs Mojenei Oyno BukopucTtaHo mnporpamy Blender , 1o
JI03BOJIMJIA TIPAIIOBATH 3 MOJIITOHATHHUM MOJEIIOBAHHAM Y pealbHOMY uaci. Y
poLECi MOJEIIOBAHHS JOTPUMYBAJINCS HACTYIHI IPUHIUIIN:

° ONTHUMI3allisl TOMOJOT1i — BCl 00’€KTH CTBOPIOBAIKUCH 3 MIHIMAJIBHO
HEOOX1THOIO KIJIBKICTIO MOJITOHIB 0€3 BTpaTH SKOCTI (PopM.

° peanbHl rabaputu — rabapuTu MeOJiB BIIMOBIIAIM TUIIOPO3Mipam,
IpUTAMaHHUM CYyYaCHUM IHTEp €EpaM.

° (YHKIIIOHATBHICT, — PO3MIMIEHHS MeONIB 1 JeKkopy 3abe3mnedye
3pyuHe MepecyBaHHs KOPUCTyBaya 1o MpocTopy.

Okpemy yBary MpUIUIEHO CTBOPEHHIO JEKOPAaTUBHHUX €JIEMEHTIB, K1
HAJAIOTh 1HTEP €PY 3aBEPIICHOTO BHUIIIAMY Ta 300paxeHi Ha puc 2.2 Ta puc. 2.3:
KWJIMMIB, HACTUIBHMUX JIaMII, IITOP, MOAYIIOK, JEKOPAaTUBHUX Ba3 Ta iH. i 1boT0

BUKOPHCTOBYBAJIMCH SIK aBTOPCHbKI Mojel, Tak 1 0610miorekn o0'ekriB (BlenderKit,
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Polyhaven), mo Oynu momepeaHbo aJanToBaHl 0 3arajbHOTO CTHIIIO CUEHH [7],

[21].

Pucynok 2.2 — ba3oBa ciieHa 3 0CHOBHUM 00’ €MOM NPUMIIICHHS

Licepeno: pospobneno agmopom.

Pucynok 2.3 — Mojeni 0CHOBHUX MeOJIiB 1HTEP €py: CTiN, CTUICIb, IUBAH,

KYPHAJIbHUN CTOJIMK

Licepeno: pospobneno agmopom.

VY mporeci cTBOpeHHS 1HTEP €py Oyino 3MOIeIbOBAaHO MeOJIl, KOXKEH 00’ €KT

SIKUX CTBOPIOBABCS BPYUHY , 0€3 3aCTOCYBaHHSI TOTOBUX 010JT10TEK.
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OcHOBHI eTanu MOJIeTIOBaHHS MEOITIB:

1. JuBaH: ctBOopeHOo Ha 0a3i MoaudikoBaHoro Kyoa. CUIIHHS Ta CIIMHKA
dbopMyBaIUCh 3a JOMOMOTOI IHCTPYMEHTY loop cut /I YyTOYHEHHS reoMeTpii, 3
MoJaJIbIIUM 3acTocyBaHHAM subdivision surface. Ilogymku Oynu 3MoaenbpoBaHi 13
3actocyBaHHsIM cloth simulation Ta sculpt mode (inflate, grab, pinch) nns
npupoaHoi nedopmartii popmu.

2. Crinenp: xapkac moOyJqoBaHO 3a JOMOMOTOI0 eKcTpy3ii (extrude) Ta
iHCTpyMeHTy bevel. CIMHKM CTBOPIOBAIMCH IIISIXOM MacHBY BEPTHKAIBHUX pedep,
K1 gaedopMyBaiucs moaudikaropoM curve, 1 Oynu 3'€eHaHI 31 CIUHKOIO Ta
CUIIHHSIM.

3. OO6imHIA CTUI: KOHCTPYKIIS HIXOK — pPE3yJbTaT KOMIIOBAaHHS Ta
BiJII3epKaJIeHH 0a30BOT0 MpOo(dII0 3 MOAAIBIINM 3aCTOCyBaHHSAM boolean union
11t 3nuTT. CTUIBHUI — MpocTa IiolrHa 3 bevel-o0po0koro mo kpasix.

4. XKypHanpHU# CTOMWK: CTBOPEHHM 3 MPOCTUX IMWIIHAPIB (HIKKH) Ta
neopMoBaHOi TUIOIIMHKM (CTUIBHHUIIA), K1 OyJ0 O00’€IHAHO y €IUHHH 00’ €EKT.
OcHOBHaA yBara NpUAUIACH IiKaBii (opMi CTUTHHHII — BOHAa MOAM(IKyBajIach

BPYUHY IIJISIXOM MEPEMIIICHHS BEPIIIVH.

Pucynox 2.4 — I'eomeTpis miajioru, cTBopeHa 3a mornoMororo JArch Vis (pexum

Edit 3 BugineHuMH 1mBamMn)
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wcepeno: pospobreno agmopom.

OxkpeMy yBary Oya0 HOPHUIUIEHO CTBOPEHHIO PEATICTUYHOI JepeB’sHOI
migyoru, (puc 2.4) sika He JIWIIEe BUKOHYE JEKOpaTHBHY (YHKIIIO, a W 3HAYHO
BILJIUBAE HA CIIPUUHSTTS 1HTEP €Y.

Jlns 11 redeparii OyB BukopuctaHui agaoH JArch Vis, mo 1o3Boise
aBTOMAaTUYHO CTBOPIOBATH MOAYNIbHY mimmory 3 gomkamu (floor planks) 3
napamMeTpUYHUMHU HaJAITyBaHHSIMHU:

Tun posknagku: «Running Bond» (mepexpecHa ykiaaka 31 3cyBoM)

[Iupuna gOUIOK: 3a/1aHa Bpy4YHY (BiANoBiAae peanbHin gomi 15%90 cm)

I'mubuna mBiB: HanamToBaHa Ha 0.02 M, 1100 Bi3yaJIbHO YUTAIUCH JITHIT MIXK
TJIaHKaMu

KinpkicTb psaKiB Ta 3MIIIEHHS: aalTOBaHI M1 pO3MIpH MPUMIIICHHS

CrBopena ciTka Oyia aBromMatuyHO po3auieHa (edge split) s nokpaiieHHs
nepeayl CBiTJa Ha PEHJEpl, a TaKoX ONTHUMI30BaHa BPYYHY — BUAAJIECHO 3aiiBi
T€OMETPUYHI ITOBTOPH T10 KpasX.

Ile pimeHHES J03BONMIO YHUKHYTH IDIACKUX TEKCTYp 1 JOCSTTH
MOBHOI[IHHOTO TEOMETPUYHOTO penbedy, SKUM g00pe Tmpaioe pasoMm 13

displacement-kaproro npu penaepi y Cycles (puc. 2.5 ta puc. 2.6).

Pucynok 2.5 — Enementu nexopy Ha ¢iHagbHIN CTall MOJIEIIOBAHHS
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wcepeno: pospobreno agmopom.

Pucynoxk 2.6 — Ilpomnec mopentoBanHs mropu B Blender i3 Bukopucranusm
CUMYJIALI{ TKAHUHU

LDicepeno: pospobneno agmopom.

OaHuM 3 BaXJIMBUX JIEKOPATUBHUX €JIEMEHTIB 1HTEP €py CTalu IITOPH, SKi
OyJii 3MOJI€JIbOBAHI 3a JIOMOMOTOI0 cuMyIALii TkaHuHu B Blender. [lyist ctBopenHs
peanicTUYHUX CKIaJ0K OyB 3aCTOCOBAHUN HACTYITHUHN aJITOPUTM:

JonaBanns miomuHaM (Plane), sika BUCTymae 0CHOBOIO MalOyTHBOI IITOPH.

3actocyBanus wmomudikaropa Cloth, 13 momepenHbO HaIATOBAHUMH
napameTpamu Gi3UKW TKaHUHU: 30UTbIIeHe 3ruHanHs (bending), Hu3bkuit friction,
IUIbHICTh TKAHWHH.

3akpimieHHs] BEpXHIX BEPIIMH Yepe3 pin group, 00 CUMYIIOBaTH (Pikcallito
IITOPHU 70 KapHH3a.

[IpoBenenns cumysiii 13 BKIroueHUM collision-00’€kToM, Ha TKOMY IITOPKa
“ocimae” miJ1 Baroxo.

dinanbHa 3aMopo3ka (apply as shape key) st 30epexxeHHs pe3ynbrary.
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Ile#i migxig TO3BOJIMB OTPUMATH PEATICTUYHY TKAaHUHHY JAHUHAMIKY 3
IPUPOJHUMHU CKJIAJIKAMHU, SIK1 OyJIM BayKJIMBUMHU JIJIS 3aTaJIbHOT €CTETUKH CLIEHU.

BizyanbHuil CTHIb Ta KOMIIO3ULISL MOAENIl (opMyBalduCs BIANOBIAHO A0
00paHOro CTWJIIO 1HTEP €pPY — CYYaCHOTO CKAHJIMHABCHKOTO MIHIMAJI3MY, SIKHil
nependavae MOEAHAHHS CBITJAMX BIJATIHKIB, (YHKIIOHAJIBHOCTI Ta Bi3yaJbHOI
aerkocti QopMm. ¥Yci 00’exktu Oynu po3TalloBaHI 3 ypaxyBaHHSIM MpPaBHII

KOMIIO3HIIii, CAMETpii, pIBHOBAaru Ta Maciraoy.
2.5 Po0ora 3 marepiasiaMu, OCBITJICHHSIM Ta KaMepaMu

[Ticns 3aBepiieHHsT eTamy MOOYJOBH TEOMETpil ClieHH Ta MeOmiB Oyio
IIPOBEJICHO MMOBHHMM MWK/ HaJAIITyBaHHS MaTepialiB, OCBITIICHHS Ta PO3MIIICHHS

KaMmep [Tl TOCSATHEHHS (DOTOPEaicCTUYHOCTI (P1HATBLHOTO PEHEPA.
2.5.1 Mamepianu

Bci 00’extn cuienu Oynu oOpoOJieH1 3a JIOMOMOTOI0 IICHAEPHOI CUCTEMHU
Blender (Shader Editor). OcHOBHI eTanmu BKJIIOYAIOTh BHKOPUCTAHHS IIeiaepa
Principled BSDF, mo m03Bojisie THYYKO HaJIAllITyBaTH BIAOWTTS, IIOPCTKICTb,
MIJTMIOBEPXHEBE PO3CIIOBAHHS; JOJABaHHS TEKCTyp nudysii, HopMmayel Ta
roughness, CTBOPEHMX BpPYy4YyHy a0O0 3reHEpPOBAaHUX 3a JOMOMOTOK CEPBICIB;
MaTepiajl JIUBaHy MaB JIETKUWA CAaTMHOBHM OJIMCK 13 M’SIKUMM BiOIHCKaMU Ta
i IMOBEPXHEBUM PO3CIIOBAHHSM, 10 iMiTye TKaHuHy. llITopu oTpumanu mewnaep 3
BHCOKOIO IIOPCTKICTIO Ta 4acTKOBOIO mpo3opicTio (Alpha Blend), mo6 npomyckaru
ceimio. g migmmorn BukopuctaHo PBR-tekctypy naminary 3 kapramu Normal i

Roughness, o6 nepenaru peaaicTUUHy TEKCTYPY JepeBa.
2.5.2 Ocsimnennsn

Ocsiiienns cuenu peamizoBano y Blender Cycles, 13 3actocyBanusim Sky
Texture sK TOJOBHOTO JDKEpena JEHHOTO OCBITJICHHsS. Takuil THNI OCBITICHHS
3abe3reuye MpUpOJIHE cepenoBuile 0e3 BuKopucTaHHs 30BHiMIHIX HDRI-daiinis.

B skocti cBiTiia oroueHHs Oymo obOpano Sky Texture , mo A03BoNsS€ TOCATTH
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peaiCTUYHOrO JCHHOTO CBITIA 3 arMochepHUM poscitoBanHsIM. JlomatkoBe Light
Sun Oyno BcTaHOBIEHO O11s1 BiKHA JUIS 1IMITaIlli MOCUJIEHOTO MPHUPOAHOTO CBITJIA
330BHI. J[7151 miICUNI€HHs aKLIEHTIB y TIHBOBHUX 30HaX aoaaHo Area Light 3 M’skoro
IHTeHCHBHICTIO Ol quBany [7], [13].

Take moegHAHHS JO3BOJIMIIO JOCATTH M’ SIKUX TIIOOATBHUX TIHEH, TPaBUIBLHOL

TOHAJILHOI IIepeaayl Ta MUOMHU crieHu 0e3 HeoOximuocti HDRI.
2.5.3 Kamepu

Jlns ¢dinanbHOi Bizyanizaiii Oyiau po3TalloBaHI KUIbKa KaMmep y KIIFOUOBHUX
KOMIIO3UIIIMHUX ToYKax (puc. 2.7):

° KaMepa 3 IMUPOKUM KyToM ommsiay (20-25 mm) nmnst geMoHcTparii
3arajbHOTO BUIVISIAY 1HTEP €PY;

° kamepu 3 (OKYCHOIO BiAcTaHHIO 35—50 MM [JIsl aKIIEHTYy Ha JeTalsX:
¢akTypi MeOiB, CKIIaKax IMTOP, CBITIOBUX aKIEHTAX;

° aKTMBHA Kamepa Oyna 3akpirieHa Ta migkitodeHa g0 Render Layers,

I OTPUMAHHA KOHTPOJIbOBAHUX CICH HaA (1)iHaJII>HI/IX peHIacpax.

B, Sun.001
¥t~ 5un.001

> Preview Preview

v Light Light

@) Point (¥ Sun | & spot () Point ¥t Sun

1024
idow

Impartance + Multiple Imp

Shadow Caustics . Shadow Caustics
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Pucynok 2.7 — [lpuknaa HanamTyBaHHs OCBITJICHHS B CIICHI
Licepeno: pospobneno agmopom.

Jliist mocsrHeHHs (OTOPEaTICTUYHOTO OCBITICHHS OYJI0 MOETHAHO:

I. Sky Texture tumy Nishita 3 mapamerpamu Sun Elevation 15°, Rotation
0°, Air 0.650, Dust 0.800, Ozone 0.230. Ile 3abe3neurio IpupogHE IIOOATBHE
OCBITJICHHSI 3 aTMOC(EPHUM BIATIHKOM.

2. JBa mxepena Sun:

[Tepmre 3 Angle = 5° 1 Strength = 5, nns M’sIKuX TiHEH.

Hpyre 3 Angle = 1° 1 Strength = 12, 1151 4iTKUX IpamMaTUuHUX TiHEH.

B o060x mxepemax aktuBoBaHo Cast Shadow i Multiple Importance, 1o
JI03BOJISIE YHUKHYTH IIIyMY Ta HEKOPEKTHOTO II00AIIBHOTO OCBITICHHS.

Bci nanamryBanHst Oynu miiOpaHi €KCHEPUMEHTANIbHO, 00 MiJKPECIUTH
MaTepiany 1HTep €py, MMUOMHY TPOCTOPY Ta peajliCTUYHy B3a€MOJII0 CBITJIA 3

noBepxHsMu (puc. 2.8).
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Pucynok 2.8 — Kamepwu, cipsiMOBaH1 Ha KJIFOUOBY 30HY 1HTEp €py (BUITIS 3BEPXY
y pexxumi Wireframe)

Licepeno: pospobneno agmopom.

Ha 300pa’keHH1 mNOKa3aHO TpHU KaMepH, PO3MIIIEHI HABKOJIO TOJOBHUX
00’€KTIB CIIEHH — JMBaHy, >KypPHaJIBLHOTO CTOJHMKA Ta 0011HBOT IPYIIH.
Po3zramyBanHs kamep oOupasioch 3 ypaxyBaHHSIM KOMITO3UIIIMHOTO OajiaHcy Ta
30H, SKI MJSArTadd JeTAIbHOMY BidyallbHOMY aHamizy. JliBa kamepa -
MIMPOKOKYTHUM OTJISAJl KyXHI Ta YaCTUHU BiTalbHi. [{eHTpanpHa kamepa - pokyc Ha
IVBaH Ta JCKOpaTWBHI eneMeHTH. [IpaBa kamepa - JeTambHU paKypc Ha CTil,
CTUIBLI Ta IITOPHU 01 BiKHA.

Takuif miaxia 703BOJTMB 3a0€3MEYUTH MOBHOIIIHHE MOKPHUTTS BCI€T CIIEHHU 1
CTBOPUTHU 3MICTOBHO DPI3HOMAHITHY CEpII0 PEHAEPIB, KOKEH 3 AKUX JEMOHCTPYE

OKpeMy T'pyIly MarepiajiiB, CBITJIA 1 KOMIO3UIIII.
2.6 TexctypyBaHHA Ta peHAepUHT (JiHAJIBHOI ClIEHH

[Ticnst moOymoBU TeoMeTpii CLIEHW, MOJCIIOBaHHS MEOMIB 1 HajdallTyBaHHS
OCBITJIICHHS BifIOyBCs (IHANBbHUNM €Talm — TEKCTYPYBaHHs, HaJIaroKeHHS
MatepiagiB 1 peHaepuHr cieHd. OcCHOBHa yBara mOpuiauUisiacs — sIK
dboTopeanicTHYHOCTI, TaK 1 NPABWIBHOMY PO3KPHUTTIO JETalel Mojeni depes
OCBITJICHHSI, paKypCH H SKICTh IICHIEPIB.

Po3minennsi kamep

VY cueni Oyno po3TanioBaHo KiJibka KaMep, 110 JI03BOJISIE Bi3yaIbHO OXOIUTH
KIIFOYOB1 30HM 1HTep epy (puc. 2.9). Bubip pakypciB 6a3yBaBcsi Ha MPUHIIMIIAX
xomno3utii. Touka 30py 3 Bucotu nwoaunu (1.6 m). lleHTpanbHa nepcnekTuBa Ha
JUBaH 1 001HIO 30HY. Jl0omaTKoB1 pakypcu — AJig AEMOHCTpallii TEKCTYpH JIepeBa,

IITOp, CKJIa TOLLIO.
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Pucynok 2.9 — Marepianu auBany ta mtop B Shader Editor
IDicepeno: pospobnero agmopom.

Jlnst nocsirHeHHs (POTOpEaTICTUYHOCTI Bi3yasi3allii iHTep’ epy Oyj0 CTBOPEHO
JIBA OKPEMHUX LICUAECPU:

Marepiaa mrop

OcHoBanuii Ha mpoueaypHoMy Voronoi-po3nofini, sikuii yepe3 ColorRamp
dbopmye Macky s mpo3opocti [7], [12], [14].

Komb6inamist Transparent BSDF 1 Principled BSDF y Mix Shader no3Bonsie
J0CSrTH eeKTy HAMIBIPO30POi TKAHUHH, KPi3b SIKYy M SKO MPOXOIUTH CBITIO.

3nauyenns Alpha = 1.000, Roughness ~ 1.400, 1o 103Bossi€ CTBOPUTH €(EKT
CBITJIIOPO3CItOBaHHS 0€3 OJIUCKY.

Le# meitaep 9ym0BO MiAXOMUTH AJIS IMITAITil JIETKUX TapuH a00 TIOJII.

Marepiaa 1uBany

CrBopenuii Ha 6a3i PBR-nabopy tekctyp: Color, Normal, Roughness,
Displacement. JlomatkoBo BHKOpHCTaHO Mapping s KOPEKTHOTO MaciiTady
TekcTypu Ta By3oi Combine RGB 13 xoHTposnem kanany roughness. Normal Map
nae eekT M’ AK01 TKaHMHHOI moBepxHi, Displacement — MiKporeomMeTpiro MIBIB Ta

nedopmariiii (puc. 2.10).
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Ocnosni napametpu Principled BSDF:

° Base Color — i3 TekcTypu;
° Roughness = 1.000, Specular = 0.000, nmas TOBHICTIO MaTOBOI
TKaHUHHU.

Takuii miAXig AO3BOJIHMB CTBOPUTH PEANTICTUYHY TKAaHUHY 3 TIHOOKHM

00’ €MHUM BHIJISJIOM, IIIO ITAKPECITIOE (GOopMy MOIYIIIOK 1 CUJIIHHS.

Puc. 2.10 - [Ipupenaep auBany
Licepeno: pospobneno agmopom.
TkanuHa BUIMISZa€ HaTypaslbHOIO, 0€3 CIOTBOPEHb YW WIBIB. BizyanbHo
3YUTYETHCS M SIKICTh 1 CTPYKTypa MOBEPXHI, 1110 CBITYUTH MPO A00pE HANAIITOBAHY
HopMmanibHy Kapty (Normal Map) i1 peamictuunmii Roughness. CBitno pearye

IPUPOIHO: O€3 3aHANITO PI3KUX MEPEXO/IB UM ITyMiB.
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Puc. 2.11 - Ilpupennep 0611HLO1 30HU

Licepeno: pospobneno agmopom.

Ckio mepenae KOpPEKTHE 3aJOMJICHHS CBITJa, MPUCYTHIA peamiCTUYHHUMA
edexT moaBiHUX BiAOUTTIB (puc. 2.11).
JlepeBuHa  CTUIBIIIB ~ Ma€  HAaTypallbHUW  OJMCK,  HaJlalITyBaHHS

Glossiness/Roughness BimoBi1at0Th JIakoBaHii moBepxH1 (puc 2.12).

Pucynok 2.12 — ITlepernsin ciienu B pexkxumi Material Preview (Viewport Shading)

Iicepeno: pospobneno agmopom.
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JIist mepeBipKU KOPEKTHOCTI 3aCTOCYBaHHS MarepialliB Ta iX BI3yaJdbHOI
CYMICHOCTI OyJI0O BHUKOPHCTAHO PEXKHUM IONEPEIHBOIO Mepersay MaTrepiaiiB y
Viewport (puc. 2.11). Ile mo3Bonuino 1me A0 3amycky (GIHAIBHOTO pPEHAECPY
NEPEKOHATUCSl Y TPABWIBHOCTI TEKCTypHOTO MaciTaOyBaHHS, BCl IIEHIepH
PIBHOMIPHO TMOKPUBAIOTh T'€OMETPil0 0€3 PO3TAryBaHb; PO3TAILyBaHHS 00’ €KTIB,
MeOJTi, KyxXHs, JCKOpP TapMOHIWHO pO3MimieHi y mpocTopi cueHu. [loemHanHs
KOJILOPIB 1 TEKCTYP - I€PEBO, KaMiHb, TKAHWHA Ta METaJl YTBOPIOIOTH 30ajIaHCOBaHY
KOMIIO3MIII10. BizyanbHoro unranHs marepiaiiB 6e3 ocBimieHHs Cycles - HaBiTh y
0€3TIHBOBOMY PEXHMI 3PO3yMLJIO, K BUIJISAJIAE CIICHA.

Lleii eTan 703BOJIMB BHECTH JIPiOHI KOPEKTHBU JI0 MO3UIIIOHYBAHHS TEKCTYP,
KOJIBOPY CTiH Ta OalaHCy €JIeMEHTIB, L0 CYTTEBO MOKPAIIWIO IMiJCYMKOBY SKICTh

MIPOEKTY IIIE JI0 3aITyCKY PECYPCOMICTKOTO PEHJICPUHTY.
BucHoBkH 10 po3aiiay 2

Y napyromy posaiai Oyido IPeacTaBiICHO TOBHY METOOJIOTII0 CTBOPECHHS
3D-moneni iHTEep’e€py — BIJ PO3POOKH KOHIEMINT 10 (PiHATBLHOTO PEHJICPUHTY.
Bu3HaueHO CTWJIICTUYHY CTpaTerirdc Ha OCHOBI CyYacHOIO MIHIMAJi3My 3
BUKOPHUCTAHHSAM MYyI0OpAY, IO 3aJaB Bi3yaJbHI OPIEHTUPH ISl Marepiaiis,
KOJIOPUCTHKH Ta KOMITIO3UIIIi TPOCTOPY.

CdopmoBaHe TeXHIYHE 3aBIAaHHS JO3BOJIMIO YITKO CTPYKTYPYBATH IPOIIEC
IPOEKTYBaHHS, 3a7aTh OOMEXEHHS IOA0 CIeHH, (opMaTry peHAepy, KiIbKOCTI
KaMep Ta 30H. Bu3HaueHi eTtamu poOOTH OXOIUTIOBAIM MOJAETIOBAHHS TEOMETpil
npuMilieHHs, MeOmiB 1 aekopy, moOynoBy UV-po3roprok, 3acTOCyBaHHS
PBR-TekcTyp, HalamTyBaHHS OCBITJCHHS Ta KaMep, a TaKOX PEHICPHHT 3
NOJAJIBIITM aHAJI30M Pe3yJbTaTiB.

Bub6ip Blender 3.6 LTS sik 0OCHOBHOTO CepeloBHINA MOJICTIOBAHHS Oyii0
OOIPYHTOBAaHO HOTO TEXHIYHUMHU MOMKIJIMBOCTSIMHU, BIKPUTUM KOAOM, IIITPUMKOIO
PBR-naiimnaiiny, Cycles-pyiiieM Ta pO3BHHEHOIO €KOCHCTEMOK. Bukopuctano

HU3KY (yHKIioHaMBHUX MoaymiB — Modeling, UV Editing, Shader Editor, Asset
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Browser, mo mo3BonwiH pearnizyBaTH TOBHHUH ITUKI PO3POOKHU CIICHH B MEKax
OJTHOTO CEepEeIOBUIIIA.

Oco6nuBy yBary OyJi0 MpUALIEHO MOOYI0BI POTOPEATICTUYHUX MaTepiaiB;
JUIsl IUBaHy — 3 BHUKOPUCTaHHSAM TekcTyp 1 displacement; mns mrop — i3
IPOILIEAYPHOIO TIPO30pICTIO dYepe3 Voronoi; s MiAjIoru — 3  (PI3UYHOI0
reomeTpiero Aouiok Ha ocHoBl JArch Vis. OcBitnenHs HamamToBaHe Ha 6a3l Sky
Texture tumy Nishita Ta JoKadbHUX JDKEpeN, M0 3a0e3MeUUIo TIIMOMHY CIIEHU ¢
M’sikicTh TiHed. Kamepu Oynu posmillieHi BIAMOBIIHO JO MPaBHJI KOMITO3UIlT I
JI03BOJIMJTA CTBOPUTHU PI3HOIIJIAHOBY CEPI0 PEHIEPIB.

TakuMm 4YMHOM, METOMOJIOTIS, BUKJIAJEHa B IbOMY pO3MiIi, 3a0e3mneunsia
IIUTICHUHM, TOCTIOBHUN Ta TEXHIYHO OOTPYHTOBAaHWUW MIAXiA 10 MOOYIOBU
3D-Bizyamizarii iHTep’epy, 110 J03BOJISE€ OTPUMATH SKICHUN Bi3yallbHUI pe3yabTaT

BIMOBIJIHO JIO IIOCTABJICHOI'O 3aBJaHHS.
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3 AHAJII3 PE3VJIIBTATIB TA IPAKTUYHA PEAJII3AIIIA
3.1 IlpeacraBiennst rorosoi 3D-monedti inTep’epy

VY pe3ynwrari BUKOHAHOI poOOTH OyJI0 CTBOPEHO MOBHOIIHHY 3D-momensb
KUTJIOBOTO 1HTEP €PY 3 ypaxXyBaHHAM (PyHKLIOHAJIBHOTO 30HYBaHHS: KyXHs, 30Ha
BIJIMOYMHKY 3 IUBAHOM 1 )KYPHAJIbHUM CTOJIMKOM, OO1THS IpyTia.

Bci Moneni € opuriHadbHUMH (CTBOPEHI BPY4YHY), aJaNTOBAaHUMH IiJ peasibHi

rabapuTH, 3 MOBHOIIHHOIO Tomnonorieto, UV-posroptkamu Ta PBR-Marepianamu.

Pucynok 3.1 — ®iHanbpHUMN peHAEp CLICHU: 3araJlbHUN BUTIIA

wcepeno: pospobreno agmopom.

Ha upomy pennepi (puc 3.1) mpeactaBieHO MOBHY CLEHY IHTEp’€py B
3aBEPIICHOMY BHIJISAI: KyXHsS, 30Ha 3 JUBaHOM, 00imHs rpymna. OCBITIEHHS
nooynoBaHo Ha 6a3i Sky Texture 3 qomaTKOBUMHU JHKEpesiaMH CBITIIA, 11O TO3BOJISIE
nepenaTu TIHOWHY MPUMIIIIEHHST Ta 00’ eM ycix 00’ ekTiB. KombinHaris nepeB’sHuX
TEKCTYp, TEKCTUJIIO JUBaHy, CKJla i MapMypy CTBOPIOE TapMOHIMHY KOMITO3HUIIIIO B

CTHJII Cy4aCHOTO MIHIMAJII3MY.
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Pucynok 3.2 — Orisi1 30HM CTOJIy Ta IITOP

Licepeno: pospobneno agmopom.

et pennep (puc. 3.2) AeMOHCTPY€E OOIAHIO 30HY B IIMOMHI 1HTEP €py —
CKIISSHUM CTUI, JEpeB’siHI CTUIbIIl Ta TMaHOpaMHE BiKHO 31 mTopamu. [Iposopa
MOBEPXHSA CTONy 3 TpaBwibHUM iHAeKcoM 3anomieHHs (IOR) BimoOpaxkae
JIOBKOJIMIIIHI 00’ €KTH Ta Mpomyckae cBiTIO 3riaHo ¢izuuHoi moneni PBR. Cgitio
IPOXOJUTH KpPi3b HAIIBOPO30P1 IITOPH, IO 3MOAEIbOBAaHI HA OCHOBI IPOLIEAYPHOT
macku Ta Transparent BSDF, ¢popmytoun M’ K1 BIATIHKY CBITJIa i TiHI Ha T1T031.
Buano, sx nmpupogHe ocBiTIeHHS 3 BikHa edekTuBHO mparroe 3 Sky Texture ta

Sun, cTBOprOIOUM TIIMOOKY JAeHHY aTtMocdepy y CIeHi.
3.2 lemoucTpauis goropeansicTH4HUX peHAEPiB

Jlist mpe3eHTaii cuenu BukoHaHo pennepuHr y Blender Cycles [13], [26] 13
TaKUMU TTapaMeTPaMH:

° posaiiasHa 31atHicTh: 3000%3000;

° tun ocBimieHHs: Sky Texture (Nishita) + Sun + Area Light;

° o0poOka: Filmic, High Contrast, Denoising OptiX.
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Ha 300pakeHHsX 4iTKO BUJHO PEajiCTUUHY B3a€MOJIIIO CBITIIA 3 TEKCTYpaMH
(TKaHUHA, JEPEBO, CKJI0), KOPEKTHY MEPCHEKTUBY Ta IJIMOMHY CIIEHM, MPAaBUIbHE

BiJOOpaskeHHS MaTepiaiiB MPU AIEHHOMY OCBiTIeHHI (puc. 3.3).

Pucynok 3.3 — ®inansHU peHIep NUBaHY 3 TEKCTypaMHU

Licepeno: pospobneno agmopom.

Ha penzaepi BUAHO TEKCTWIbHY CTPYKTYpy JAHWBaHy, IO CTBOpEHa 3a
nonomorotro noBHoro PBR-na6opy: Color, Normal, Roughness, Displacement [13],
[30].

Marepian Mae MpUPOAHY HMIOPCTKICTh 1 M’SIK1 BIIOUTTS, O€3 3aiiBOr0 OJUCKY, 1110
BianoBinae ¢akTypi MaroBoi TKaHWHU. Bcl MOAYIIKM BUDISIAAIOTH (PI3UUHO
MPaBIONOAIOHO 3aBASKH TONepeaHii cumysmii aedopmariii. XKXypHaapHUA CTLI
TakoXX Tepefae TEKCTypy JiepeBa Ha HDKKaX Ta KOHTPAcTHY OUTy MOBEPXHIO

CTUIBHMUIII.
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Lleti penmep MiAKPECTIOE PEATICTUYHICTh MaTepiajiiB 30HU BIJMOYUHKY Ta

IMOUHY, sIKy 3a0e3mevuye KoMOiHallisl IEHHOTO Ta JOMOMIKHOTO OCBITJICHHS.

Pucynok 3.4 — ®inanbHUl peHiep KpyMnHOro IiaHy JUBaHy Ta KyXOHHO1 30HU

LDicepeno: pospobneno agmopom.

Ha mwomy penpaepi (puc. 3.4) KpynmHUM IIJIAHOM TMPEJCTABICHO CTPYKTYpPY
TKaHWHU JHMBaHY, 110 JIEMOHCTPY€E BHCOKY JETali3alliio TEKCTypH: (aKkTypa HUTOK
YUTAETHCS YITKO, 0€3 apTedakTiB 4M 3Ma3yBaHHs. Tako A0Ope BUAHO JeTall
KyXOHHOI CTIHKH 3 HaTypaJIbHOTO JIEpEBa, a TAKOX MIJICBITKY (apTyxa 13 YOPHOTO
Mpamopy.

Ieit pakypc ieanbHO MIIXOAUTH JJIs OI[IHKK MarepiajiB 3 OJIM3bKOI AUCTAHIII, a
TaKOXX JICMOHCTPYE PiBEHb OIpPAIIOBAHHS IPIOHUX JETajeH CIICHU: IIIBH, TCKCTHIIb,

BiJIOJIMCKH, TIMOWHY TOJIB.
3.3 AHaJi3 BIANOBIAHOCTI pe3yJibTaTy TEXHIYHOMY 3aBJIAHHIO

3rigHO 3 TEXHIYHUM 3aBIAHHIM:
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° CTWJIb  IHTEp’€py:  peali3oBaHO  (Cy4acHMl  MIHIMAII3M 13

HATypaJbHUMU MaTepiajiaMu);

° Mojiell MeOJiB: CTBOPEHI BpYy4YHY O€3 BHUKOPUCTAHHS TOTOBHUX
0107110TEK;

° PEHAEPUHT: BUKOHAHO 3 YpaxyBaHHSAM (POTOpPEaniCTUYHOCTI;

° OCBITJICHHSI: TPUPOHE CBITIIO Ta JOMOMDKHI JIKepera.

Bci  enmemenTtn  BIAMOBIAAIOTH IMOYATKOBO BU3HAYEHHMM BHMOTaM 1

JEMOHCTPYIOTh PIBEHb Bi3yalIbHOI JAeTami3allli Ta y3roiKeHICTh CTUIIICTUKH CIICHH.

3.4 OuniHka MOXKJIMBOCTEH iHTerpauii Momeai B apXiTeKTypHI 4u

AM3AUH-TIPOEKTH

Pesynbrar po60TH MOke OyTH BUKOPUCTAHUM Y:
° Bi3yasi3allisxX IHTep €py JJIsl apXITEKTOPIB 1 AU3aUHEPIB;
° Karajorax MeOiB Ta NMPeaMETIB JIeKopy (Mojeni MaroTh KopekTHi UV,

TEeKCTypH U Tonosorito) [14], [15];

° nojansmoMy BukopuctanHi B Unreal Engine, Unity, WebGL mnicns
excriopty B glTF/FBX.
TakuM 4YMHOM, CTBOpEHA CI€HA — MPaKTUYHO MPUIAATHUM MPOIYKT, IO

Moxe OyTh BKIIOYeHHH g0 moprdonio abo iHTerpoBaHuit y mpodeciitai

JTIA3ANH-TIPOEKTH.
BucHoBku 10 po3inay 3

VY TpeThoMy po3auii OyJI0 MPEACTaBICHO Pe3yyIbTaTH MPAKTUYHOT peaizaiii
3D-mopeni iHTep epy, 10 OXOIUTIOE TTOBHY Bi3yalli3allii0 KUTIOBOTO MPOCTOPY —
KyXHI, BiTaJlbH1, 001JHBO1 30HK — 3 ()OTOPEATICTUYHUM BIATBOPEHHAM MaTepiaiis,
OCBITJIEHHS Ta KOMITO3HUIII].

3aBAsSKHM MOJITOHAJTBFHOMY MOJISTIOBAHHIO BC1 00’ €KTH CIieHU (MebIIl, IeKop,
TEeKCTHJIb) Oyld CTBOpPEHI Bpy4YHY, 3 YpaxyBaHHAM peEaJbHUX TrabapuTiB,
eproHoMiku 1 (QyHKIIIOHATIBLHOTO 30HyBaHHs. [le 3a0e3nmeunio TouHICTh Y MoOy10BI

00’ekTiB, KOpekTHICTh UV-posroprok 1 3actocyBanHs PBR-marepiami. s
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KOXXKHOT 30HU (MuBaH, OO1MHS Tpymna, KyXHs) BUKOHAHO JIE€Tali30BaHI PEHACPH 3
PI3HUMH KaMepamH, 1110 J03BOJIsi€ KOMILJIEKCHO OLIIHUTH CIICHY.

Oco6nuBy yBary mpuaiieHO TEKCTypaM: CTPYKTypa TKaHWHH, OJIMCK JepeBa,
3QJIOMJICHHSI CKJIa Ta HaMiBIPO30PICTh INTOP JAEMOHCTPYIOTh BHCOKY SIKICTb
matepianiB. OcBimieHHs Ha 06a31 Sky Texture y mnoeaHaHHI 3 JIOKaJbHUMHU
JpKepesaMu IaJio M’ SIKi TiHI Ta TITUOOKY 00’ €MHICTh CIICHH.

[TopiBHSIHHSA pe3ynbTaTiB 13 TEXHIYHUM 3aBJaHHSIM 3aCBIIUUIIO TIOBHY
BIJIMOBIAHICTh 3aSBJICHUM BUMOTaM IIOJI0 CTUJIICTUKH, PEHJIEPUHTY, OCBITIICHHS,
aKocTi mojene Ta opranizamii cueH. CdopmoBana 3D-momens moxe OyTu
3aCTOCOBaHA HE JIMINIE SK JEMOHCTPAIliMHUM MPOEKT, aje W SK MMOBHOIIIHHUN
BI3yaJIbHUH AaKTHB U1 apXIiTEeKTYpPHOTO, IW3alHEPCHKOTO YHM KOMEPIIHOTO
BUKOPHUCTAHHS.

TakuMm 4yuHOM, pO3poOJIeHA ClLIEHA MIATBEP/KYE MPAKTUYHY I[IHHICTH Ta
TEXHIYHY SKICTh, O3BOJISIIOYM BUKOPHUCTOBYBATH ii B pEaJIbHUX Bi3yasi3alliifHHX
mporiecax, Mpe3eHTarlisnx, ado iHTerpyBaTu y pylii peaJbHOro yacy, Taki sk Unreal

Engine un Unity.



33

BUCHOBOK

VY mexax kBanidikaiiitHoi po6oTu Oys10 BUKOHAHO IMOBHUM IIMKJ CTBOPECHHS
3D-moneni KUTIOBOrO 1HTEpP’€py — BiJ PO3pOOKM KOHIUEIMIII 10 (hiHAIBHOTO
dboTopeanicTUHIHOro peHAepuHry. B xomi mocmimkeHHs Oyino oOrpyHTOBaHO
aKTyaJIbHICTh TEMH B KOHTEKCTI Cy4acHOTro HM(poBOro Au3ailHy Ta Bizyasizalii
IPOCTOPOBHX PIlIEHb, @ TAKOXK MPOBEICHO OIS METOJIB 1 TPOrpaMHUX 3aC00iB,
10 BUKOPUCTOBYIOThCA y cdepi 3D-MonentoBaHHs.

VY pesynaprari a”ami3zy CydyacHUX MiJIXOAIB Oyno oOpaHO NpOorpamHe
cepenoBuiiie Blender 3.6 LTS, sike mo3Boisie peanizyBaTH BECh TEXHOJIOTTYHHMA
JAQHIIOT MOJICTIOBAHHS 1HTEpP €pPY 3 BHUCOKHMM pIBHEM JeTaii3allii Ta THYYKUM
KOHTPOJIEM HaJ MaTepiajiaMu, OCBITIACHHSIM 1 KAMEPHOIO KOMIO3HIIIEIO.

[IpakTiyHa wYacTMHA BKJIOYAJa: CTBOPEHHS TEXHIYHOTO 3aBIaHHS Ta
CTUJIICTUYHOTO MyaOopay; moOyqoBy ©0a30BOro MNPUMIIIEHHS 3 ypaxXyBaHHSM
CproHOMIKM ¥ 30HYBAaHHS; pydYHE MOJEIIOBAaHHA MEONIB Ta JACKOPAaTHBHUX
enemeHTiB; po3roptky UV-kapt 1 3actocyBanHs PBR-tekcTyp; HamamtyBaHHS
(13MYHO KOPEKTHOTO OCBITIEHHA 4epe3 Sky Texture Ta Sun; CTBOpPEHHS KIIBKOX
pakypciB 1 BUKOHAHHS peHJIepUHTY ciieHu y pymiii Cycles.

diHanbHa BI3yalizallisg Mepelae pealicTUUHy arMmocdepy iHTep’epy 3
TOYHUM BIJOOpPaKEHHSAM MaTrepiamiB, OCBITIIEHHS 1 TPOCTOPOBOI JIOTIKHA. Yci
MOCTaBJIeH] B pOOOTI 3aBAaHHS BUKOHAHO MOBHICTIO.

[IpakTiyHe 3HAYEHHA POOOTH TIONATAE B MOXKIUBOCTI BUKOPUCTAHHS
po3pobienoi 3D-mojen SIK 4acTHHHM apXITEKTypHUX NPE3eHTalliid, 1HTep €pHHUX
JM3alH-TIPOEKTIB, BIpTyaabHUX JeMoHcTpalliii y VR/AR-cepenoBuiiax, a Takox K
CJIEMEHTY TIEPCOHATLHOTO MpodeciitHoro moprdortio.

Takum umHOM, KBamidikaliifHa poOOTa 3acBiUWjIa BOJOIHHS aBTOPOM
cydacHUMU MetoaamMu 3D-MopentoBaHHs, HaBUYKaMM TEXHIYHOI peanizarii
Bi3yaJbHUX PIMIEHb Ta 3[aTHICTIO KOMIUIEKCHO TIIXOIUTA IO CTBOPEHHS

1M (ppoBHUX MPOCTOPIB.
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