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AKTYQJIbHICTb PO0OTH TOSCHIOETHCS BHCOKMM IONUTOM Ha CHELIATICTIB 3
3D-monentoBaHHST ~ MEPCOHAXIB A7 CTBOPEHHS  KOHKYPEHTOCIPOMOMXHHUX
aHIMAIIHHUX TTPOEKTIB.

006’exT nocaimkennsi: 3D-MoenOBaHHS B aHIMAIITHUX MMPOEKTAX.

Ilpeamer nmocJilzKeHHsl: eTanM, TEXHIKM Ta MporpamHi 3acoOuU Al CTBOPEHHS
3D-Moneni nepcoHaka, mpUIaTHOI 10 BUKOPUCTAHHS B MYJIBT(IbMI.

Meta podotu: po3podka 3D-Momeni nepcoHaxa st MyabThUIbMY.

3aBaaHHs:

- BUBYCHHS TCOPETHYHUX aceKTiB 3D-MoIeI0BaHHS MEPCOHAXKIB;

- TOCIIKEHHS MTPOrPaMHUX 3aC001B, 1110 BUKOPUCTOBYIOTHCS TSI

3D-Mo1eIIOBaHHS

- po3po0Ka KOHIIENT-apTy MEPCOHAXKA;

- ctBopeHHs 3D-Moeni nepcoHaxa; - OliHKa SKOCT1 CTBOPEHOI MOJIEI.
PesyabTaTu: po3pobineno 3D-mozaens nmepcoHaxka 3 ypaxyBaHHIM TEXHIYHUX BUMOT
Cy4JacHoOi aHiMaIlii.

IIpakTU4yHe 3HAYEHHS TIOJSTAE Y MOXIIMBOCTI 3acTocyBanHs 3D-Momeni nepconaxa
y aHIMallifHOMY BHUPOOHHIITBI, TaKOX I POOOTY MOXXHAa BUKOPHUCTOBYBATH IS
PO3pOOKK HaBUANILHUX MarepialiB 3 3D-Mo1entoBaHHs.

KirouoBi caoBa: konuent, 3D-monentoBaHHs, MEPCOHAX, aHIMAIlis, TOIOJIOTI,

TeKCTypyBaHHs, pirridr, Blender, Autodesk Maya, Autodesk 3ds Max.
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BCTYII

AHiMaIiiH1 QUIBMH BiIIrparOTh 3HAUYHY POJIb Y Cy4yacH1d KyabTypl. BoHu € He murie
3ac000M po3Bard, a W MOTY)KHUM IHCTPYMEHTOM BIUIMBY Ha CYCIIJIBCTBO, 3aTHUM
nepeaaBaTy BaXJIMBI /1€l Ta {yXOBHI LIIHHOCTI TIfjauaM pi3HOTO BIKY.

3 PO3BUTKOM KOMIT FOTEPHUX TEXHOJOTIN 1HAYCTpIs aHIMaIlli 3a3Hajia BEJIUKUX 3MIH.
30kpemMa, BIPOBAHKCHHS] TPUBUMIPHOI Tpadiku BiIKPUIO XYTOKHUKAM TPOCTIP IS
EKCIIEPUMEHTIB 3  OCBITJIEHHSAM, paKypcaMu, TEeKCTypamu, creredeKkramu,
JIeTani3ali€l0 OTOYEHHs, BIATBOPEHHSAM €MOLIN 1 pyXiB, 110 JO3BOJIMIJIO CTBOPIOBATH
MYJABTQLIBME OUTHII I[IKABUMH Ta BI3yaJIbHO MTPUBAOIUBUMH.

[lin vac BupoObHunTBa 3D-MynbTPiIEMIB 0COOMUBY yBary MOpUAUISIOTH
MOJICITIOBAHHIO TIEPCOHAXIB, OCKUIBKM CaMe€ dYepe3 HHUX [IAadi B3aEMOIIOTH 13
ciokeToM. 3D-MozentoBaHHS €  KOMIUIEKCHMM — MPOLECOM, IO  BKJIIOYAE
KOHIICTITyaJlbHUIM [TM3aifH, TOOYIOBYy TE€OMETPUYHOI (OpMHU, TEKCTypyBaHHS Ta
HaJIAIITyBaHHS CKEJIETHOI CTPYKTypH (pirriHr). IcHye 6araro migxo/iiB O CTBOPEHHS
3D-monenelt, cepeq HUX HAWOLIBII TMOIIMPEHI IMOJITOHAJIbLHE MOJICTIOBAHHS 1
CKyIbNTHHT. Bce 1e moTpeOye BHUCOKOTO piBHS 3HaHb Ta HABUYOK, TOMY JaHa
kBamidikaiiiiHa poboTa CcHpsAMOBaHa Ha JIOCHIDKEHHS TEOPETUYHUX OCHOB
3D-MozentoBaHHST MEPCOHAXIB 13 BUKOPUCTAHHSIM 3100yTHX KOMIIETEHIIM Ha
MIPAKTHIL.

Baromuii BHecok y po3BUTOK 3D-MOIEIIOBaHHS TNEPCOHAXIB 3A1MCHIOIOTH
aniMariiai cryaii Pixar, Disney, DreamWorks, Illumination, Sony Pictures Ta inmi, a
TaKOXX PO3POOHUKHM MPOTPaMHOT0 3abe3nedyeHHs s poOOTH 3 TPUBUMIPHOIO
rpadikoro, Takoro sik Autodesk Maya, Autodesk 3ds Max, ZBrush uyu Blender.
[Tonpu BC1 AOCSATHEHHS y Il ranaysi, 3aJUIIA€TbCS HU3KA MUTaHb, 110 BUMAraroTh
NONANBIIUX JOCHIDKeHb., Hampukian, momyk OanaHCy MDK PeaJiCTUYHICTIO 1
CTHITI3AIlI€0, ONMTUMI3AIliS TTOJITOHAIBHOI CITKH MOJENeH s 30epeKeHHST XOPOIIol
SKOCTI MpU MIHIMAJbHUX BUTpaTax pecypciB, aBTOMAaTH3allisl  TMPOILECIiB
TEKCTYypyBaHHs, PITTIHTY Ta aHIMallli, IHTerpalisl ITYYHOTO IHTEJIEKTY Y BUPOOHUUNI

nporiec.



AKTyaJIbHICTh JAaHOI KBaJidikaniiiHoi po00TH TOSCHIOETHCS BUCOKUM MOMUTOM
Ha  crnemiamictiB 3 3D-MoAentoBaHHA ~— NEPCOHaXIB Uil  CTBOPEHHS
KOHKYPEHTOCIIPOMOXKHUX aHIMAIIHHUX TIPOEKTIB.

MeTtor podoTu € po3podka 3D-Mozeni nepcoHaxa A MyIbTPiibmy.
Jl7is JOCSITHEHHS TIOCTaBIEHOT METH Nepe0aueH0 BUKOHAHHS HACTYITHUX 3aBJaHb:
- BUBYCHHSI TEOPETUYHHX acrekTiB 3D-MoaentoBaHHs IEPCOHAXKIB;
- TOCIIKEHHS MTPOTPaMHHUX 3ac00i1B, 10 BUKOPUCTOBYIOThCS sl 3D-MOen0BaHHS;
- po3po0Ka KOHUENT-apTy MEPCOHAXKA;
- cTBOpeHHS 3D-Mozei NepcoHaxa; - OL[iHKa SKOCTI CTBOPEHOI MOJIEI.

O00’exT nocaimkennss — 3D-monentoBanHsa B aHIMaIiMHUX npoekrax. Ilpeamer
AOCJTIIZKeHHs] — €TalM, TEXHIKM Ta MpOrpaMHi 3aco0u st cTBopeHHa 3D-moneni
NEPCOHAXKa, MPUIATHOI 10 BUKOPUCTAHHS B MYJIBT(LIBMI.

MeTonamMu J0CTiIAKeHHSI € aHaI3 BITYM3HSIHUX Ta 3apYyODKHUX IHTEPHET JKeped,
MOPIBHSHHSA PI3HUX MPOTPAMHUX 3aco0iB i CTBOpeHHS 3D-momeneit, XyaoKHE
NPOEKTYBAaHHS KOHIIENTY TEpcoHa)xa, NpakTuuHe 3D-MopentoBaHHsS, TECTyBaHHS
rOTOBOI MOJIEJII.

IlpakTuyHe 3HAYeHHS OTPUMAaHUX Pe3yJbTATIB TOJATAaE Y MOXKIUBOCTI
3acTOCyBaHHs roToBoi 3D-Mojenl nepcoHaxka y aHIMaliiHOMY BUPOOHUUTBI. Takox,
0 poOOTYy MOXXKHA BUKOPHUCTOBYBATH JUIsl PO3POOKM HABYAIBHUX MarepiaiiB 3
3D-MonenoBaHHS.

lany3b 3acTOCyBaHHSI OXOIUTIOE aHIMAIlHY 1HIYCTpIlO, BICOIrpH, BIpTyajbHY Ta

JIOTIOBHEHY PEaJIbHICTb.



PO311JI 1 ETAIIK CTBOPEHHA 3D-MO/EJII HEPCOHAXA
JJIA MYJIbTO®LIIbMY

1.1 Konuenr-apr

PoGora wHam mepcoHaxkeM MyIbTQIIBMY PpPO3MOYMHAETHCS 3  MaFOBAaHHSA
KOHIIETIT-apTy — XyAOKHBOTO 300pa’KE€HHs, SIKE JIONIOMAarae Bi3yali3yBaTH 17€10 IIe 10
eTary TPUBHUMIPHOTO MojentoBaHHs [2]. g 1boro BUKOPUCTOBYIOTh TpadiuHi
penakropu, Taki sk Adobe Photoshop, Krita, Procreate, Clip Studio Paint Ta 1xmi.

[lepen CTBOpEHHSAM KOHIIENTY BaXKJIMBO PO3YMITH CTHIICTUKY MYJIbT(QUIbMY, pOJb
MEPCOHaXKa B CIOXKET1 (IIPOTAroHICT, aHTArOHICT a00 APYTOPSIAHUMA Tepoi), a TaKOXK
MaTH ySIBJICHHSI TPO OCHOBHI PUCH MOTO XapakTepy.

Jlam BapTo mpoBecTH miadip pedepeHciB, METOI SKOTO € TOITYK HATXHEHHS IS
dbopMyBaHHSI YHIKaJbHOTO 1 TapMOHIMHOro oOpasy. Pedepencamm MOXyTh OyTH
¢dororpadii peasbHUX JIONEH UM TBapUH, Kaapu 3 MYJAbTQLUIBMIB, HPUPOIHI
€JIEeMEHTH, MAJIOHKU IHIIMX AaBTOPIB, apXITEKTypHI 00’€kTH, Oyab IO, 37aTHE
Hagauxatu [3]. Jyig 3py4HOCTI, BCl IOMOMIXKHI MaTepiajid 3a3BUYail OpraHizoBylOTh B

OHOMY TIPOCTOPI 32 JOIOMOTO0 MyI0Opay (IOIIKK HACTPOIO, MPHUKIA Ha puc.l.1).

Ceason | Sehzioze?




Pucynok 1.1. Myn6opna 3 pedepencamu 10 iepcoHaxa [4]

Ha mnoyarky MaiioBaHHS PEKOMEHIYETbCS 3pOOUTH JIeKUIbKa €cCKi3iB, 1100
HNOEKCIIEPUMEHTYBAaTH 3 MPOIOPLISIMH, MO3aMH, BUpa3aMH OOIMYYS Ta OJSATOM
NEepCOHa)ka 1 BU3HAUUTH, K1 3 HUX HaWKpalle nepefaroTs Horo ocooucticts. Ilicas
BOTO TOTPIOHO 300pa3uTH repost y TPHOX MPOEKIISIX — crepeny, 300Ky Ta 33a1y,
JUIS.  JIETIIOTO BIATBOPEHHS Yy TpuBHMIpHOMY Tmipoctopi [5]. Illo6 30epertu
CTWJIICTUYHY €JIHICTb, MIOPYY 3 MAJIIOHKAMHU YacTO PO3MILIYIOTh SIKHICh 00'€KT 3 TOTO
K TIPOEKTY.

Ha erani nigbopy KoJib0opiB MOKHA BUKOPUCTOBYBATH TOTOBI NAMITPU, a00 CTBOPUTH
TaKy CaMOCTIHO, BpPaxOBYIOUM XapakTep MEepCcOoHa)Xa Ta acorliarlii, Kl BUKIUKAIOTh
NEeBHI KOIBOPpU (HAIIPUKJIIAJ, )KOBTUI CUMBOJII3YE PaJliCTh, & YSPBOHUM — HEOE3IEKY).
3a3Buuyail BUOMPAIOTH TPU OCHOBHI KOJBOpHU: 0a30BUM, KOMIUIEMEHTApHHUM 1
AKIICHTHHUH, 1X MOTIM JIONTIOBHIOIOTH JIoAaTKOBUMHU BiaTiHKamu. IIlo0 mepenatu 06’ em
Ha JBOBHMIpDHOMY MAaJIOHKYy, Tpeba YSBUTH i€ 3HAXOJUTHCS JDHKEPENO CBITHA,
BU3HAYUTHU SIKI YaCTUHU TEpCOHa)Kka OyIyTh OCBITJICHI 1 SIKi 3aJUIIATUMYTHCS Y TiHi,
HAHECTH TpaieHTH I M AKocTi ¢dopM Ta jgomatd pediekcu s OUIbIIol
BUpa3HOCTI. KpiM TOro, Mo>KkHa BUKOPHUCTOBYBATHU PI3HOMAaHITHI Xy[dO0XKHI MPUHOMH,
HANpUKIaa “TIOBITPSHY TIEPCHEKTUBY , € BIIJAJICHI YAaCTHMHH TIEpPCOHaXa
300paKar0ThCs 13 MPUNITYHIEHUMHU KOJbOPAMH Ta MEHILIOKO JeTani3ami€ero [6].

Ha puc.1.2 300paxkeHuit KOHIIENIT-apT TOJIOBHOTO T€POsi MYJIBTHUIEMY

“Spider-Man: Across the Spider-Verse”.

WiLconien

Wil conen

WERDELL DAUT
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Pucynok 1.2. Konnienr-apt nepconaxa [7]

1.2 CrBopeHnHs: reoMeTpU4HOI opMu

Konmu KOHIIENT roTOBWM, HACTYITHHM KPOKOM € IMOOyJ0oBa TeOMETpU4YHOI (GopMu
nepcoHaxa. lle 3mificHIOeThCS y Tiporpamax it po6otu 3 3D-rpadikoro, Takux sk
Autodesk Maya, Blender, ZBrush, Autodesk 3ds Max, Cinema 4D, Ta iHmmux.

Bapro 3a3naunth, mo 3D-Mozeni CKiIaarThCs 3 BEPIIMH (TOYOK Y TPUBUMIPHOMY
npocTopi), pedep (BiAPI3KIB, Kl 3’€AHYIOTh MapW BEPIIWH) 1 MOJITOHIB (IUIOIIUH,
oOMexeHux pebpamu). CyKyITHICTh IIUX €JIEMEHTIB Ta CIOCIO TXHBOTO PO3TAlTyBaHHS
HAa3WBaIOTh TOMOJIOTIEr0 [8].

VY mporeci noOyoBH reoMeTpii MmepcoHa)ka 4acTO 3aCTOCOBYIOTH Pi3HI TEXHIKH
3D-monemtoBanH: [9, 10].

Jlns cTBOpeHHs movaTtkoBoi ¢opmu ao0Ope miaxoauTh Omnokinr. Ileit meron
nependadae BUKOPUCTAHHS MPOCTHX reoMeTpudHux (iryp (Hampukman, KyOiB, cdep,
WITIHAPIB), K1 TPaHCPOPMYIOTHCS, MACILITA0YIOThCS Ta KOMOIHYIOTHCS, YTBOPIOIOYH

royioBHI 00'emu Tina (puc.1.3).

Pucynoxk 1.3. Tlpukmnan 6;10KiHTy — (popMyBaHHS IIPOIOPIIiH MepcoHaxa Ha OCHOBI

IpUMITHBIB [11]

JleramizyBaT MoOjJi€JIb MOYKHAa TEXHIKOK CKYJIBNTHHTY, sIKa IMITy€ JIIUICHHSA Yy
uudpoBOMy  CEpeloBHUILl, €  3aMICTh  DIMHM  XyAOKHUK  Mpalioe 3

BHCOKOTIOTITOHAIBHOIO CITKOI0. {7151 IIbOTO 1ICHYIOTH CIeliaibHI IHCTPYMEHTH —
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“nen3nmuku”’  (brushes), BOHM JO3BOJISIOTH JI0AaBaTH ab0 BHAAIITH 00 €M,
3TNIQJKyBaTH, BHUTATYBaTH, CTHCKATH, PO3pi3aTH TOBEPXHIO, a TAKOX HAKJIaJIaTH
pi3HOMaHITHI mTaMmnu penbedy. CKyIbNTHHT BIAKpUBAE 0araro MOMJIHBOCTEH st
MOJICJIIOBAHHSI OpraHiyHuX (OpM, YOro CKJIATHO JOCSITTH 3a JOMOMOTOK IHIIHUX
metoxiB. [Ipuknaa nudpoBoi ckyapnTYpH MOXKHA oOaunTH Ha puc.l.4.
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Pucynoxk 1.4. l{udposa ckynbnTypa nepconaxa [12]

Pe3ynbraTi CKyNBOTHHTY YacTO MICTSTh MIJIBHOHM MOJITOHIB 1 1€ YHEMOXIIUBIIIOE
aHIMaIlil0 Ta peHIepuHT. ToMy BHHUKa€e MOTpeda B PETOMOJIOTIi — CTBOPEHHI HOBOI
CITKM MOJI€JIl 3 MEHIIOI KUIBKICTIO MOJIroHIB. BoHa Moxe 3a1iCHIOBAaTUCS BPYUYHY
ab0 aBTOMaTHYHO. ABTOMAaTUYHi aJTOPUTMHU 3HAYHO MPUIIBUALIYIOTH MIPOLEC, OHAK
3a3BMYail BUMararoTh JOONpaLtOBaHHS. {1 py4HOi PeTOnosorii BUKOPUCTOBY€ETHCS
TEXHIKa TMOJIITOHATHHOTO MOAEToBaHHA. 3D-XymoKHUK Oyaye HOBY, ONTHUMAaJIbHY
CITKy TIOBEpX BHCOKOIIOJITOHAJIBHOI MOJIEJi, BUKOHYIOYHM PI3HOMAHITHI omeparii 3
BEpIIMHAMU, peOpaMu Ta NOJIrOHaMH (Takl, sSIK BUJIAJIEHHS, JOJaBaHHsI, 3’ €IHAHHS,
3IIUTTS, PO3OUTTS, MEPEMIIICHHS, KOMIOBAHHS, BUPIBHIOBaHHA, Towo). [Ipn npomy
BaYKJIMBO BPaxOBYBaTH MpaBuiia KiCHOI Tomoorii, cepea Hux [13]:

1)  BuxopucTOByBaTM YOTUPUKYTHI TMOJITOHM 3aMICTh TPHUKYTHHKIB YU

0araToKyTHHKIB, 00 CiTKa 3 YOTHPHUKYTHHKIB 3a0e3Meuye KOPEKTHE 3IVIaJKyBaHHS
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(subdivision), 3pyuny po6oty 3 UV-po3ropTkoro, TEKCTypaMH Ta aHiMali€r. [Him
THUIIY TIOJIITOHIB MOXYTh YCKJIQTHIOBATH MOJAJIBIITY PO3POOKY;

2)  ®opwmysaru “nerini pedep” (edge loops) B3MOBK MPUPOIHUX KOHTYPIB MO
Ta B 30HaX BUCOKOI Jedopmariii (HaBKoOJIO Cyr1o06iB, ouel, pora), MpuKIIaa Ha puc.1.5;
3) YHuKaTH pO3pUBIB CITKH, IEPEKPUTTS MOJITOHIB, 3aiBUX BEPIIUH 1 pedep, 3aHaATO
PO3TATHYTHUX, BITHYTUX, YA HE IUIOCKUX TOJIITOHIB;

4) BukopucToByBaTH MiHIMaJbHY KUIBKICTh MOJIITOHIB, HEOOXIAHY IJIsl JOCSTHEHHS

noTpiOHO1 (hopMH, 1II00 3MEHIIIUTH HABAHTAKEHHS HA CUCTEMY.

Pucynox 1.5. Po3ramyBanns “nerens pedep” Ha 3D-Momeni monunu [ 14]

Jlns 30epekeHHs JeTaliel 3 BUCOKOIOIIrOHAIBHOT MOl BUKOHYIOTh
“zamikanHs’” (baking). CrnenianbHe mporpaMHe 3a0€3MEUYeHHs] PO3PaXOBYyE HOPMA
(BeKTOpH, MEPIECHIUKYISPHI O MOBEPXHI, 10 BHU3HAYAIOTh, K 3 HEIO B3a€EMOJI€
CBITJIO) BHCOKOIOJIITOHAIBLHOT MOJIEN, Il JaHl BUBOAATHCS y KapTy HopMajeld. Bona
MOTIM HAaKJIaJAa€ThCsl HA HHU3BKOMOJITOHAJIBHY BEpCIIO I JOCSATHEHHS MOTPIOHOI
netanizaiii 0e3 HeoOX1THOCTI 301IBITYBAaTH KUIBKICTh TOJITOHIB [15].

[Ile omqHUM METOIOM CTBOPEHHSI TeOMEeTpii MepCcoHaka € CTIallHOBE MOJICITIOBAHHS.
Moro cyTh momsirae y BUKOPHCTAHHI KpHBUX (CILaiiHiB), 30kpema Besbe (Bézier) a6o
NURBS (Non-uniform rational B-spline), mis mnoOymnoBu 00'€KTIB IHIISAXOM
OKPECJIEHHSI IXHBbOTO KOHTYpPY, SIKMA NOTIM MOXe OyTH OOEpHEHHU HaBKOJO OCl,

BUTSATHYTHH Y MPOCTOP1 a00 MoeqHAHUM 3 IHIMUMU KpuBUMU. CIUTaitHU JTO3BOJISIFOTh
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JOCSATTH BHCOKO1 TIJIABHOCTI 1 TOYHOCTI IMOBEPXOHb, a iXHSA (opMa BU3HAYAETHCS
KOHTPOJIbHUMH TOYKaMH. 3a3BUYAN CIJIAfHOBE MOJCITIOBAHHS 3aCTOCOBYIOTHCS IS
CTBOPCHHSI OKPEMHX €JIEMEHTIB TMEepCOHa)ka, Takux sK Bosocca (puc.1.6) uym
akcecyapH, aje OCHOBHAa Maca poOOTH BCE X TaKH BHKOHYETHCS IMOJIITOHATIHHUM

MCTOAOM.

Pucynoxk 1.6. 3adicka, 3po0ieHa 3a TOMOMOTOI0 CIUTaliHIB [16]

Jlis MozentoBaHHA PEaiCTUYHOTO BOJIOCCS YacTO BHUKOPHCTOBYIOTH TEXHOJOTIT
cumyisiii (puc.1.7). [Iporpama aBTOMaTu4HO T€HEPYE BEJIMKY KiTbKICTh BOJOCHUHOK
Ha TOTPiOHIN MIISHII MOZENi, a KOPUCTYBau HAJAIITOBYE IXHIO MOBXKWHY, TYCTOTY 1
HamnpsMOK POCTY. 3aBIsSKU CHMYIIALIi, BOJOCCS MOXE IMPUPOIHO pearyBaTd Ha

rpaBiTaIlito, BITEp Ta 3ITKHEHHS 3 THITUMHU 00’ exTamH [17].

Pucynok 1.7. 3auicka, 3po0iieHa 3a JOMOMOIO0 CUMYJIALIT Bostoccs [18]
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CuMyIIio 3acTOCOBYIOTh 1 Juisi cTBOpeHHs oxsary (puc.1.8). Bona mozBosmse
3aaBaTy (I3UYHI BJIACTUBOCTI TKAHWH, B 3aJIe)KHOCTI BiJI YOTO OISIT MOXE I10
PI3HOMY 3THHATHCS, PO3TATYBATHCH, CIIAIaTH TIiJ] BJACHOIO Baror abo TATHYTHCS 3a

T1JIOM MIEPCOHAXKA, KOJIM TOU pyxaeThes [19].

Pucynox 1.8. Ilpuknan ondary i3 cumyssiiero TkaauH [20]

1.3 /lonaBaHHSI TEKCTYp

TekcTypyBaHHS € AyXe BaXJIMBUM JUJIsl BUPaKEHHS OCOOMCTOCTI mepcoHaxka. Lle
npoliec HaKJIaJaHHS JBOBUMIPHUX 300pakeHb Ha MOBEPXHIO TPUBUMIPHOTO 00’ €KTA,
0 HaJga€ MOMY KOJIbOPOBOCTI, ONTHYHUX BJIACTUBOCTEM pI3HUX MaTepiaiiB 1
penpedHOCTI. be3 sAKICHUX TEKCTyp HaBiTh HaiijockoHamima 3D-moxens
BUTJISIATUME HYJTHOIO Ta 0€3KUTTEBOIO [21].

[lepen momaBaHHSIM TEKCTYp HeoOXinHO BUKOHATH UV-po3ropTky, TOOTO pO3TOPHYTH
3D-monens Ha 2D-momuHi. KokHiM BepimHi MoOJEi IPH [IbOMY NPHCBOIOIOTHCS
nBOBUMIpHI koopauHatu U (ropusoHTasib) Ta V (BepTHKab), IO BKa3yHOTh, SKa
JacTMHA TEKCTYpPH BIAMOBITAE KOHKpETHIN munsHI [22]. 3D-XymoKHUK MOXKE
IPUCKOPUTH TMPOIEC PO3TOPTKU 3a JOMOMOTOK) aBTOMAaTHYHUX IHCTPYMEHTIB, aje
BOHH 3a3BWYail MPAIFOIOTh MTOTAHO, CTBOPIOIOUN XaO0THYHY, HAAMIPHO (hparMEeHTOBaHY
Yy, HaBMaKW, HENIOCTaTHRO (parMeHToBaHy po3roptky. lle mpusBoauThH 10

CIIOTBOPEHHS TEKCTYP.
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Pyunuii migxin mepenbadae KOHTPOJb HAJ PO3MIMICHHSM IIBIB (MICIb PO3Pi3y
3D-mopent), mnpomnopuisiMu  UV-0cTpoBiB  (OKpEMHX YaCTUH PO3TOPTKH, IO
YTBOPIOIOTBCS TICIS HApI3aHHS MOJEINI IIBaMH) Ta IXHIM PO3TAIIyBaHHSAM Yy MEXKax
UV-npoctopy. Ilix yac pydHoi pO3rOPTKH BaXJIUBO JIOTPUMYBATUCS HACTYITHUX
npaBui [23, 24]:

1) UV-ocTpoBu HE TOBMHHI HaKJIQaauCs OJWH Ha OJTHOTO;

2) Bapro nmparnytu a0 nmoBHOro BukopuctanHs UV-mpoctopy 3aaisi Kpaioi sSIKOCTI
TEKCTYD;

3) llIBu cnij po3TaloByBaTv y MajOMOMITHUX MICISIX, IIIOO 3MEHIIUTH Bi3yaJIbHHM
e(eKT BijJ pO3pUBIB;

4) UV-ocTpoBu 0OaxaHO pPO3MINIYBaTH JIOTIYHO (HAIpPHKIAA, BEpX MOENl 3aiiMae
BepxHio yactuny UV-nipoctopy). Bonu Takoxx Maroth OyTy BUpIBHsIHI 10 ocax UV,
0e3 HaXWIIiB;

5) [loTpiOHO MOTpUMYBATUCS OJIHAKOBOI HIIILHOCTI TeKCTypH Ha Bcix UV-ocTpoBax
JUTS pIBHOMIPHOTO BiTOOpa)keHHs JeTaleH.

Opniero 3 TOJOBHUX TMpoOieM, M0 BUHMKAWOTH i 4ac UV-posroptku, €
PO3TATYBaHHS TEKCTYyp. HasBHICTh pO3TATYBaHH MOXHA TEPEBIPUTH 33 JOTIOMOTOIO
TECTOBOI TEKCTYpH, SKa CKIAJAEThCS 3 PIBHOMIPHOTO Bi3epyHKA. bBITBIIICTh
3D-pemakTopiB HamalOTh IHCTPYMEHTH JUIsl JICTKOTO BUSBICHHS 1 3IVIa/KyBaHHS
MICIb PO3TATHEHb.

[Mpuxmnan UV-po3ropTk i3 3aCTOCYBaHHIM T€CTOBOI TEKCTYpH 300pakeHO Ha

puc.1.9.

LN
S
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Pucynok 1.9. UV-posroprka nepconaxa [25]

Komu UV-posroptka rotoBa, A0 MOl MOXHa 3aCTOCYBaTH TEKCTYpPHI KapTH, sK1
BU3HAYalOTh  PI3HOMAHITHI ~ XapakTEepUCTUKU  1i  moBepxHi.  Haliwacrtime
BUKOPHUCTOBYIOTh TaKi KapTu [26]:

Albedo/Base Color Map — oCHOBHa TEKCTypa, 110 MICTUTh 3a0apBJICHHS [TOBEPXHI
0e3 ypaxyBaHHSI OCBITJICHHS,

Metalness Map — Bu3Ha4ae, HACKUIbKM PI3HI YAaCTUHU MOBEPXHI BUIVISAJAIOTH SIK
MmeTan. BoHa mpencraBieHa y BUMISAAI YOPHO-OUTOTO 300pa)keHHSs, A€ YOPHHUI KOJIp
M03HauYa€ HEMETAJIEBY IMOBEPXHIO, a OLTUN — METaJeBy;

Roughness Map — Takox mpencTaBieHa YOPHO-OUIUM 300pakeHHSM, JIeé YOPHUU
BKa3ye Ha YK€ MAaJIKy MOBEPXHIO 13 CUJIBHUM PIBHEM BIJIOUTTS CBITNIA, a OLIUi —
Ha IIOPCTKY MOBEPXHIO, sIKAa PO3CIIOE CBITIO 1 Mae MatoBul Bumsg; Opacity Map —
BUKOPHUCTOBYETHCSI JIJII KOHTPOJIO TMPO30POCTI TEBHUX YACTUH TMOBEpXHI. €
YOPHO-O1TUM  300paKCHHSIM, Ha SKOMY YOpHI 00JIacTi BIJOOpaKarOTh IOBHY
MIPO30PICTh, a O1J11 — MOBHY HEMPO30PICTH;

Emission Map — koibopoBa TeKcTypa, A¢ AUITHKH MOBEPXHI, 110 BUIIPOMIHIOIOTH
CBITJIO, MAalOTh SICKpaBl BIATIHKU (ONM3bKI A0 O1710r0), TOAl SIK 00JAcTi, IO HE
CBITATHCS — YOPHI,

Ambient Occlusion Map — cTBOpPIO€ TiHI B MICISIX, KY/IH [TOTAaHO MOTPAILISE CBITIO,
TEX IPEACTaBIeHAa Y BUIVISAII YOPHO-01710T0 300pakeHHS, JIe TEMH1 00J1aCTi 3aTiHEHI;

Normal Map — BHUKOPUCTOBY€ThCS ISl iMiTallll ApiOHUX JeTajieid Ha MOBEPXHI,
TaKUX SK 3MOPIIKH, IMPaMHU, TEKCTYpH TKaHWH, TOIIO. BoHa HE 3MIHIOE TEOMETPII0
o0'ekTa, a JuIIe KOpUTye HampsiMOK Hopmanei. IlperncraBieHa KoJIbOPOBUM
300paxkeHHsM, J¢ KokeH kaHal (RGB) BigmoBimae 3a 3MillleHHS HOpMasieil B
NIEBHOMY HANpPsIMKY: YEPBOHHM KaHal — 10 oci X, 3eJIeHni — 10 ocl Y, CHHIA — 110
ociZ;

Displacement Map — mictuth iH(OpMaIIito Ipo BUCOTY TOUYOK HA MOBEPXHI 00'€KTa
Ta JI03BOJISE€ 3MIHIOBAaTH MOTO reoMeTpito. Bumisnae sik yopHo-0iie 300pakeHHs, e

CBITJI1 TUISHKH BHII, 8 TEMHI — HHKYI.
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[Tpukinazn 3acToCyBaHHS TEKCTYPHUX KapT 300paxkeHo Ha puc.1.10.

Metal - Roughness Amblent Occlusion

Base Color Metallic Normal

Roughness

Height

Pucynok 1.10. 3D-00’ekxT 1 HakjaJeH1 Ha HHOTO TeKCTypHI KapTu: Base Color,

Roughness, Metalness, Ambient Occlusion, Normal, Displacement [27]

IcHye Oararo iHTEpHET-PECYpCiB, NI€ MICTAThCA SK OE3KOIITOBHI, TaK 1 IUIATHI
TEKCTYpH Ui BUKOpUCTaHHs B 3D-npoextax. CaMOCTIMHO 3pOOUTH TEKCTYpU MOXKHA
y rpadiuaux pegakropax. Jlo Ttoro x, OuiblIicTh mporpam mig 3D-MoxpentoBaHHS
HaJar0Th BOYIOBaHI 1HCTPYMEHTH JJIsi MaJIFOBaHHS TEKCTYp MPSMO Ha TOBEPXHI
MOJIEJTi Ta JO3BOJISIOTH BUKOPUCTOBYBATH MPOIIETYyPHI TEKCTYpPH, SKi TEHEPYIOTHCS 3a
JIOTIOMOTOI0 MaTEeMaTUYHUX (POPMYIL, @ HE CTBOPIOIOTHCS BPYUHY.

Jns  mpodeciiiHOro TeKCTypyBaHHS HaWKpamle MiIXOIWTh CrHeliaai3oBaHe
nporpaMHe 3abe3mnedyeHHs, Take sk Substance Painter, Kynu MoXHa IMIOPTyBaru
3D-mozenb 1 CcTBOPIOBAaTH TEKCTypH Oe3nocepeHbo Ha Hil. [Iporpama Bioma cBO€rO
MIATPUMKOIO 0araTomapoBOCTi, BEIUKOIO O10IOTEKOI0 TOTOBUX PEaTICTUYHHUX
MaTepialiB, SKi MOXHA JIETKO MOAU(DIKyBaTH MiJl CBOi MOTPeOU, a TaKOXK HASBHICTIO
PI3HOMAHITHUX MAacOK, TEH3JIB, TpadapeTiB Ta MTaMIIB pelabedy s Xyd0KHbOI
00poOKM moBepxHI. A 3aBAsKHA BOYJIOBaHOMY MOINEPEAHBOMY MEPEIIsAy KOPUCTYBay

MO>KE OJ[pa3y OIIIHUTH, SIK MOJIeNb BUITIsIAATHUME MpU (piHAIBHOMY peHepi [28].
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1.4 PirriHr Ta cKiHHIHT

TpuBuMipHE MOAETIOBAHHS MEPCOHAaXKAa HE OOMEXKYETHCS JHINE MOOYIOBOIO HOTO
reoMeTpu4Hoi ¢opmMu 1 TekcTypyBaHHsM. 11006 Hagatn Moneni 34aTHICTH 0 PYXY,
HEOOX1ZIHO BUKOHATU PIITIHr (rigging) — CTBOPUTHU BHYTPILIHIO ‘‘CKENETHY”
CTPYKTYpY, SKa JIO3BOJUTH KepyBaTu Ae(opMaIlisiMi TOJITOHATBHOI CITKH IIiJl Yac
a”iMarni.

Ckenetr 3D-mozeni ckiagaeTbest 3 KICTOK Ta cyrmio0iB. CyrmoOu BUKOHYIOTh pPOJb
TOYOK OOEpTaHHS, HABKOJIO SKMX BIIOYBA€TbCA PyX KicTOK. Ilim vac cTBOpeHHs
CKEJIETy BaXKJIMBO BpPAaxOBYBaTH AaHATOMIYHY OyIOBY MEpCOHaXa, 3a3BUYAil HOTO
(GbOpMYIOTh BIiJ Ta3a 10 TOJOBH, 3 TOJAJBIIAM JIOJABaHHSAM KICTOK KIHIIIBOK Ta
naneiiB (puc.1.11). Ckener Mae iepapXiuHy oprasizailito i3 0aTbKiBChKO-IO4ipHIMU
3B’s13kaMH. Pyx OaTbKIBCHbKOI KICTKM aBTOMAaTWYHO BIUIMBAE HA BCI OB sA3aH1 3 HEIO

JO4ipHI KicTkH [29].

@
Right Shoulder Left Shoulder

Right Forearm Left Forearm

R @ [
Right Hand Spine 3 \ Left Hand
2 Spine2 )

Spine1 ®
Hip (Root)

Right Thig Left Thig

Right Leg Left Leg

Right Foot Left Foot

Pucynoxk 1.11. ITpubnuszna ctpykrypa ckenery 3D-moneni nepconaxa [30]

Konmu ckener roroBuid, WOro moTpiOHO MpHUB’SA3aTH JO TeoMETpli Mojeli, TOOTO
BUKOHATH CKIHHIHT (skinning). Y mpolieci CKIHHIHTY KOXHa BEpPIINHA CITKU OTPUMYE

BaroBl 3HAUEHHS, 110 BHU3HAYAIOTh PIBEHb il 3aJICKHOCTI Bl PyXy IMEBHOI KiCTKH.
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Hanpuknan, BepmmHu y JUISHIN JIKTS OyAyTh YacTKOBO MIAMOPSAKOBAHI KICTII
Imieya 1 4YacTKOBO KICTUI mnepearunyys. buremicte 3D-penakropiB  HalarOTh
MOMJIMBICTb ~aBTOMATUYHOTO TPU3HAYEHHS Bar, JI¢ BIUIMB KOXHOI KICTKH
PO3paxoBY€EThCSA HAa OCHOBI ii OJNIM3BKOCTI 10 BEPIIMH MOJENi. XOo4a TaKuid METOJ €
JI0CcUTh €(pEeKTUBHUM, BiH HE 3aBXKAH 3a0e3rneuye OakaHui pesynasrar. Bunpasutu 1ie
MOXXHa y pexumi “poszdapboByBanHs Bar’ (weight painting), ne 3D-XymoKHHK
OyKBaJIbHO MaJIlO€ 30HM BIUIMBY KICTOK Ha MOBEPXHI MOJIEN1 3a JOTIOMOTIOK TMEH3JIs
(puc.1.12). Konsopu BimoOpaxkaroTh CHIIy BIUIMBY: YEPBOHHN — MaKCUMalbHUN

BIUTKB (Bara = 1), CHHIM — B1JICYTHICTh BIUIUBY (Bara = 0).

Pucynok 1.12. “Po3dap6oByBannst Bar” juist KicTOk 1uieuert [31]

[[lo6 nonermutu poOOTY Il aHIMATOpIB, MO PIITY JOJAIOTh KOHTPOJIEPU —
CHelllaJIbHI EJIEMEHTH, 3aBISKH SKUM MOXXKHA KEepyBaTH pyXaMU MEpcoHaka He
B3a€EMOJIIOUM Oe3nocepeHb0 31 ckeneroM. BoHM uacTto CTBOpIOIOTHCS Ha 0asi
KpUBHX Ta 3B’S3yIOTbCA 3 KICTKaMHU 3a JIONOMOIOK OOMeXeHb (constraints), 110
BU3HAYAIOTh  XapakTep IXHOTO  BIUIMBY —  OOEpTaHHS, IEpPEMIIICHHS,
MaciTa0yBaHHs, ab0 KkoMmOiHalil0 IuX TpaHchopmallid. Takok MOXKHa 3aaTu
OOMEXEHHA MO OCAX YU BCTAHOBUTH Jiala3oH JOMYyCTHMHX pPyXiB. Y CKJIaJHUX
IPOEKTAX KOHTPOJIEPU HAJAIITOBYIOTh Ha KEPyBaHHS KUJIBKOMa KICTKaMHU OJHOYACHO,
Yyl Ha aBTOMATHU3Aallll0 MEBHUX [id, HaNpUKIaJ, NEPEeMUKAaHHA BUpa3iB OOIUYYS

BUKOPHUCTOBYIOUM TOB3YHOK. JIJIs Kpamioro Bi3yaJIbHOTO CHPHUHHSTTS KOHTPOJIEPH
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3a3BUYail MalTh Pi3HI (OPMH, a TAKOXK BIIPIZHAIOTHCA KOJIHOPOM 3aJI€KHO BIJ

pO3TalllyBaHHS Ha TiJ1 IepcoHaka

(puc.1.13).

Pucynok 1.13. Cuctema xonTponepi pyxy 3D-momeni [32]

IcHytoTh 1Ba TOJOBHUX MIAXOAU 10 KEPYBAHHS pyXaMU CKeEJIeTy — THpsMa
kinemaruka (Forward Kinematics) Ta 3BopotHa kiHemaruka (Inverse Kinematics). ¥V
NEPIIOMY BHUIIAJIKy aHIMATOp 3aJ]1a€ pyX KOXKHOI KICTKH JIAHITIOra Y MOCIII0BHOCTI Bij
OCHOBHM JI0 KIHIIS (HampuKiIad, BiJ Mie4a J0 KUCT1). Y APYyroMy JAOCTATHbO KepyBaTH
JUIIEe KIHIIEBOIO JIAHKOIO (HAMPHUKIIAJ, KUCTIO), a TIOJOXKEHHS MPOMDKHUX KICTOK
(JIIKTS 1 TIeYa) cUCTeMa PO3paxye aBTOMATUYHO. 3a3BHUail 3aCTOCOBYIOTh MO€JHAHHS
FK Ta IK i3 MoxxnuBicTIO TepeMuKkaHHs Mk HUMU. Lle 3a0e3neuyeTbest CTBOPEHHIM
napajeiabHUX JIaHIIoriB KicTok — oxHoro miusa FK, apyroro mius IK 1 Tperboro
nedopmyrodoro, sikuil Oe3mocepenHbo BIUMBae Ha 3D-mogens. YUepe3 cucremy
OOMEXEHb 11 JAHIIOTM CHHXPOHI3YIOTBhCS, a CIELiadbHUM NepeMUKad J03BOJISIE

aHiMaTopy BHOUpaTH NMOTpiOHUM pexum [33, 34].
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PO311JI 2 IPOI'PAMHE 3ABE3INEYEHHSA 1JIAA
3D-MOJAEJIIOBAHHSA

2.1 Blender

Blender (ma pwuc.2.1 300paxkeHo iHTepdeiic mporpamu) — 1i¢ OE3KOIITOBHA
nporpama, sika 3a0e3nedye MOBHHUM IMKI CTBOpeHHS 3D-KOHTEHTY: MOJIENIOBaHHS,
TEKCTypyBaHHS, PITTIHI, aHIMAIlil0, PEHJEPUHT Ta HaBiTh 0a30BHIl BiJCOMOHTAX.
[ToenHanHs yHIBEpCaIbHOCTI, THYYKOCTI Ta BUCOKOi JOCTYMHOCTI 3poouino Blender
OITHHUM 13 HAMMOMYJISIPHIIINX PIlIEeHb CEpe]l CTYACHTIB, (PpUIaHCepiB 1 HEBETHKUX
CTyHii.

[Iporpamy Oysno ctBopeHo y 1994 porli ik BHYTPIIIHIN IHCTPYMEHT HiJIepiaaHAChKOT
animauiiHoi ctynii NeoGeo. ABropom Blender € Ton Pozennan, sikuit y 1998 poui
3acHyBaB komranito Not a Number Technologies (NaN) 3 MeTor0 KOMEpIIHHOTO
po3Butky npoxaykry. Ilicis 6ankpyrcrBa komnanii y 2002 poiii BiH iHII[iIOBaB 301p
KOIUTIB Ui BUKYIY TpaB Ha Blender, mo 103BONMMIO BUIMYCTUTH HOTO 3 BIAKPUTUM
BuxigHuM kKoxoMm mij jinensiero GNU General Public License. Binroai po3BuTkom
nporpamu 3aiimaeThcsi Blender Foundation y crmiBmpaiii 3 akTUBHOIO MIXHApOAHOIO
criIpHOTORO [35].

[13 oxorutoe BCi OCHOBHI TexHIKM 3D-MopentoBaHHS, cepell HUX BUKOPUCTAHHS
MPUMITHBIB, TOJITOHAJIBHE MOCIIOBAHHS, CKYJIBITHHI, MOJCIIOBAHHS Ha OCHOBI
kpuBuX. s monermends py4yHoi petomnosorii Blender Hagae inctpyment Poly Build
Ta PEXUM MPUB’ 3K (Snap). ABTOMaTUYHA PETOIMOJOTISl BUKOHYETHCS 3a J0MOMOTOI0
momudikaropa Remesh, mo wmictuth kinbka pexumiB podotu: Blocks (ctBoproe
CTHJII30BaHy KyOl4HY CcCITKYy), Smooth (reHepye 3miamkeHy Tomonoriio), Sharp
(36epirae pi3ki kytu Ta pebpa), Voxel (popmye piBHOMIpHY CITKy 3 BHCOKOIO
TOYHICTIO BIATBOPEHHS ToudaTkoBoi (opmu) [36]. Bin no3Bomsie gocsratu JAOBOJII
HETMOTraHUuX pe3y/ibTariB, Xo4a ISl Kpamioi SIKOCTI 4acTO 3aCTOCOBYIOTh CTOPOHHI

JIOTIOBHEHHSI, HanpukJiiaj komepiiiauit Quad Remesher.
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Blender miarpumye pizai meronu UV-po3ropTku, 30KpemMa aBTOMATUYHUH, pydHE

MO3HAUYEHHs WIBIB Ta mojaibiie penaryBanHs UV-ocTpoBiB y poOodomy MmpocTopi
UV Editing. /Ins tekctypyBanHs Blender mpomnoHnye By310BHil peIakTop MarepiaiiB
Shading, sikuii 3a6e3neuye ¢i3uuHo KopektHuid peraepur (PBR), a Takoxx pobounit
npoctip Texture Paint 1151 MamtoBaHHS TEKCTyp Oe3mocepeIHbO Ha MOJIENI.

Pirriar peami3yerbcs 3a MOMOMOTOI0 cucTeMu Armature, depe3 SIKy JOHar0ThCs
KICTKU. J[7s1 CKIHHIHTY mnepen0aueHO BUKOPUCTAHHS ABTOMATHMYHOIO MPU3HAYCHHS
Bar abo pexxumy Weight Painting. [1{06 mpumBUAIIUTH CTBOPEHHS PIriB, MOXKHA
3aBaHTAXKUTH O€3KOIITOBHE AomoBHeHHs Rigify, ske MicTUTh rOTOB1 HAOOPHU CKEJIETIB
3 KOHTPOJIEpaMH TSI JIFO/IeH Ta TBApHUH.

Kpim Toro, mporpama Mae MOTY>KH1 IHCTPYMEHTH JUIsl CUMYJISIIT (PI3UYHUX SIBHIL,
30KpeMa YaCTUHOK, TBEPAUX 1 M SKHUX TUI, TKAHUH, BOJIOCCS, PiJIUH, TUMY Ta BOTHIO.
Jlyist aBTomMaru3alili TOBTOPIOBAHUX 3a/1a4 Ta Moaudikailii poOOTH MporpaMu MOoXHa
BUKOPHUCTOBYBaTU CKPUOTH Ha MOBI mnporpamyBaHHs Python, mo mmboko
iHTerposana y Blender.

I13 micTtuth Tpu BOynoBaHi peHaep-pymii — Workbench, Eevee ta Cycles. Ilepmii
MpU3HAYEHUN IJI1 TMOMEPEIHBOT0 MEPerisay CIEHH, 3aCTOCOBYIOUM JHIIe 0a30Be
OCBITJIEHHSI Ta Kojdip o0'ektiB. Jlpyrwil mparmioe B pexuMI pealbHOrO dYacy i
3a0e3neuye BUCOKY IIBHJIKICTh Bi3yani3alli Mmpu 30€peskeHHI XOpOIIOi Bi3yallbHOT
SKOCTi, BUKOPUCTOBYE PEHACPUHT HAa OCHOBI pacTepu3allii Ta 1eaJIbHO MiAXOIUTh
JUIS. 1THTEPAKTHUBHUX IPOEKTIB 4M Bifeo. TpeTih — (I3UMYHO KOPEKTHHM pymIii 3
TPacyBaHHSIM IPOMEHIB, IO JO3BOJIAE JOCATTH (POTOPEATICTUYHOTO 300pakKeHHS,
xo4a notpedye OLable 00YuCITIOBATBHUX pecypciB [37].

BaxxnuBo 3rajgatu npo yHikainbHy ocoOnuBicTh Blender — iHcTpymeHnT Grease
Pencil, sixuit nae 3mory crBoproBatu 2D-300pakeHHs Ta aHiMaIlii Oe3MmocepeHbo y

3D-npocTopi, 1110 3HAYHO PO3MIMPIOE TBOPUI MOXKIIMBOCTI XY/IO’KHHUKIB.

Miunimanoui cucmemni sumoau 0t pooomu npozpamu [38]:

OC: Windows 8.1 (64-61T), macOS 11.2, Linux quctpudyTus 3 glibc 2.28
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IIpoyecop: 4-snepHuii 3 marpumkoro SSE4.2
Onepamusna nam ’ams: 8 I'b
Bioeoxapma: 2 I'b VRAM 3 niarpumkoro OpenGL 4.3

Micye na oucky: 1 T'b
Xoua Blender moBro BBakaBcsi mporpamoro Jjisi €HTY31acTiB, OCTaHHIM 4YacoM BIH
3100yBae Bce Oulblle BU3HAHHS y mpodeciiiHiil aHimanii. Brnepiie nporpama Oyna
BUKOpHUCTaHA y ToJUIiByAChkoMy (inmbmi “Spider-Man 27 (2004) nana aniMaiii
pacKkaJpoBOK Ta MpeBizyamizailii CIleH, a 3roJ0M CTajla OCHOBHUM 1HCTPYMEHTOM Y
Takux npoekrax, Kk “Next Gen” (2018), “I Lost My Body” (2019) ta “Flow” (2024),
mo 3100yB “Ockap” 3a HaWKpalui aHIMalliHUA MOBHOMETpakHHi ¢inbm 2025
poky. Takox Blender OyB akTMBHO 3afiiHUA Yy BUPOOHUUTBI MYIBTHUIEMY
“Spider-Man: Across the Spider-Verse” (2023) nns nomaBanusa 2D-edexTiB moBepx
3D [35].

@~ Playback v Keying v View Marker MHecd Do 1 @& stat 1 End 250
1 20 40 ) 100 1 0 20

Pucynoxk 2.1. Iarepdeiic Blender

2.2 Autodesk 3ds Max

Autodesk 3ds Max (na puc.2.2 300paxkeHo iHTepdeic mporpamMmmu) — 11e KOMEpITiitHe

ImporpaMHe 3a6e3nequH;1, SAKE 4aCTO BUKOPUCTOBYIOTH JJIA
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3D-MonentoBaHHS Ta Bizyasizallii B iIrpoBiil iHAyCTpii, KiHemaTorpadi, apXiTeKTypi Ta

JIU3aiigl.

[Tepmra Bepcis mporpamu mig Ha3Boro 3D Studio Oyma ctBopena crymieto Yost Group
s iargopmu DOS Ta Bunana komnaniero Autodesk y 1990 porrit. ¥V 1996 npoaykr
noBHicTIO nepenucanu st Windows NT 1 nepeiimenyBaiin Ha 3D Studio MAX,
pO3poOKy 3HOBY BHKOHYBajia Yost Group, a BuIyckoM 3aiimaBcs Kinetix —
nigpo3ain Autodesk y cdepi memia ta possar. Y 1999 pomi Autodesk mpumbana
xommaHito Discreet Logic 1 o0'eqnana ii 3 Kinetix, yTBOpUBIIM HOBH MiAPO3ILT
Discreet, mig OpeHIOM SKOTO TOYajdd BUXOAUTH HacTymHI Bepcii 3ds max. Y 2005
pol, Tichs peopraxizaiii, migpo3ain crtaB HasuBatuca Autodesk Media and
Entertainment, a cam mpoaykT orpuMaB cydacHy Ha3By — Autodesk 3ds Max [39].
[Iporpama Hamae mupoxkuit QyHkiioHan s 3D-monentoBaHHS, SIKUUA BBaXa€eThCs
outem mpodeciitanm mopiBHSHO 3 Blender. OcoOmuBO 1€ MOMITHO TIPU CTBOPEHHI
TBepAoTUIbHUX 00’ekTiB (hard surface), wnampukian, MexaHi3MiB, OyliBelb,
TPAHCIIOPTHUX 3ac00iB, 30poi Toiio. BogHoyac iHCTpYMEHTH ISl CKYJABNTUHTY B 3ds
Max (y Freeform Tools) xou i1 3abe3meuyioTh mpocTi Aedopmailii, Ta 3HAYHO
nocTynarThcs 3acobam Blender.

3ds Max BiIOMHIl CBO€IO CTEKOBOIO CHCTEMOIO MOIM(IKATOPIB, sKa IO3BOJISE
KOMOIHYBaTH JeCATKH MOAU(IKATOPIB y JOBIILHOMY IMOPSIKY Ta BHOCUTH IIPaBKHU Ha
Oynb-sikoMy etani poootu. Blender Takoxx mae MonudikaTtopu, OpoTe iX MEHIIE.
ABTOMAaTHYHA PETOMNOJIOTISI Yy MPOTrpaMi BUKOHYETHCS 3a JIONMOMOTOI0 MonudikaTopa
Retopology 3 Tproma anropurmamu: ReForm (BnacHowo po3poOkoro Autodesk, 1o
3a0e3neuye BUCOKY AKICTh PE3YJIbTATIB 31 30€pEeKEHHAM
UV-posroprok, rpyn 3miajpkyBanns, ID marepiani), QuadriFlow Ta Instant Mesh
(Bimkputumu pimenasmu) [40]. Ha Binminy Bix momudikatopa Remesh y Blender,
3ds Max npomnoHnye po3mupeHnii Hablp HaIAIITyBaHb.

Momudikarop Unwrap UVW y 3ds Max € K11090BHM 1HCTPYMEHTOM JTIsI CTBOPEHHS
ta penaryBanns UV-posroptok. Bin niarpumye po6oty 3 mijo0'ekramu (BepIInHaMH,

pebpamMu, MONIroHamMM), MPONOHYE PI3HI TUIU MPOEKIIM, THCTPYMEHTHU IJIsl pO3MITKH
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IIBIB, aBTOMarnuyHe abo pyuyHe po3tanryBaHHs UV-0CTpoBIB, a TaKOX MOMIJIHMBICTh
CTBOpPEHHs KiIbKoxX UV-kaHamiB U1 pI3HUX 3a/1a4.

TekcTypyBaHHS MOXIJIHMBE Y CIHpoOIIeHOMY TabnuuHoMmy iHTepdeiici Compact
Material Editor (1e Marepiasii MpeAcCTaBlIEHI SIK CIOTHU-KYJAbKH) Ta y Cy4acHOMY
By3710BOMY pemakTopi Slate Material Editor. Benukoro nepeBaroro € Te, 1o mporpama
MICTUTh TOTOB1 010JTIOTEKH MarepiajiB, skl MO)KHa BUKOPUCTOBYBATU 3a OCHOBY JJISI
CTBOPEHHS BJacHUX. MaltoBaHHs TEKCTyp Oe3nocepennbo Ha 3D-momensix
peamizoBaHe uepe3 1HCTpyMeHT Viewport Canvas, omHak Horo QyHKIIOHAI
oOMeXeHU .

Jnsa copomennst pirriary 3ds Max Hajmae BOymoBaHi iHcTpyMeHTH Biped (1o
JI03BOJISIE TIBUIKO CTBOPUTH CKEJIET TYMaHOITHOTO MEepCOHaXKa 13 MPOCTUMHU PyXaMH )
ta CAT (mns OuUIbI CKIQAHUX aHIMAaIliid, MICTHUTh TOTOBI CKEJIETH JIBOHOTHX,
YOTUPUHOTUX TEPCOHAXIB, a TakoX pub, TMTaxiB, KoMmax, 3MiHd TOIIO).
AnbTepHaTUBHO, PIr MOXKHA OyJyBaTu BPY4YHY, BUKOPUCTOBYIOUM 00’€kTH Bones, 110
3a0e3neuye MOBHUN KOHTPOJIb HAJ HOTO CTPYKTYPOIO Ta MOBEAIHKOO. J{J1st TpuB’ sI3KU
CITKHM TIepCOHaXa J0 KICTOK BUKOPUCTOBYEThCS Moaudikarop Skin, 110 103BOJISE SIK
aBTOMAaTUYHE, TaK 1 py9YHE HAJIAIITYBaHHS Bar.

Jls aBTomaruzaitii podouunx npoieciB 3ds Max miarpumye MAXScript (BHYTPILITHIO
MOBY ckpunriB) Ta Python.

Autodesk 3ds Max Takox IMPOMNOHY€E MIUPOKUK HAOIpP 1HCTPYMEHTIB JJISI CUMYJIAILIT
(13MYHUX TPOLECIB — TBEPAUX Ta M’ SIKUX TUI, TKAHUH, YACTUHOK, PIJUH.

Opnak HabaraTo yacTimie JUisi IbOTO 3aCTOCOBYIOTH JIOIaTKOBI TUIAriHU, HAMIPUKIIAL
Phoenix FD (mis pinun, numy, Boraio) uu FumeFX (nms ckimagnux razoBux €eKTiB 1
BUOYXiB).

Ha cworogni ocHoBHUM BOymOBaHUM peHuaep-pyuiieM y 3ds Max € Arnold —
¢G13MYHO KOPEeKTHUHM TpacyBaibHUK mpomeHiB. Cepen iHImUX BOYIOBaHHMX PYIIIiiB
BapTo Big3HauuTH Scanline Renderer (BuKOpHCTOBYe pacrepuzallito, Opi€HTOBAHUN
Ha MBUJKY nonepenHto Bizyamizaiiio) Ta ART Renderer (TpacyBajibHUK HMPOMEHIB,

ONTHUMI30BaHUN NJIs1 apXiTeKTypHHX NpoekTiB). Kpim Toro, 3ds Max miarpumye
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IHTEerpalio 31 CTOPOHHIMU peHAep-pyuIisimMu, 30kpeMa V-Ray, Corona, Octane Ta

Redshift [41].
Minimanvui cucmemni sumoau 05 pooomu npoepamu [42]:
OC: Windows 10
IIpoyecop: 64-6iTHuit 6ararosaepuuii Intel abo AMD 3 miarpumkoro SSE4.2
Onepamusna nam ’sms. 4 I'b
Bioeokapma: cymicha 3 DirectX 11 (g onrtumanbHOI POTYKTHUBHOCTI
PEKOMEHIYETbCS BUKOPUCTOBYBAaTHM BIJEOKApPTH 31 CHUCKY CEpPTH(PIKOBAHOTO
ob6namnanas Autodesk)
Micye na oucky: 9 T'b
3ds Max € mpodeciiiHuM NporpaMHUM 3a0€3MEYEHHSIM, TOMY HOTO aKTHUBHO
BUKOPHUCTOBYBAJIM JUIsl CTBOPEHHS Bi3yallbHUX €(EKTIB Ta aHimarlii B 0ararbox
BiloMHuX (inbmax, 30kpema “Avatar” (2009), “2012” (2009), “Alice in Wonderland”
(2010), “Harry Potter and the Deathly Hallows — Part 1 & 2” (2010-2011), “Iron
Man” (2008), “Transformers” (2007-2011), “X-Men” (2000-2011) ta inmux [43].

[l untitled - Autodesk 3ds Max Olympus X
File Edit Tools Group Views Create Modifiers Animation Graph Editors Rendering Customize Scripting Civil View Substance Amold Sign In
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Pucynoxk 2.2. Inrepdeiic 3ds Max
2.3 Autodesk Maya

Autodesk Maya (Ha puc.2.3 300paxeHo 1HTEpQelc mporpamu) — KOMEPLIHHUN
MpOTpaMHUN TPOAYKT, KU € Taly3eBHUM cTaHmaproM y cdepi 3D-animarii Ta

Bi3yaJIbHUX €()EeKTiB.
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Y 1995 poui xkomnanis Silicon Graphics Inc. mpuabana 181 MpoBiAHI KOMITaHIT B
raimy3i kommn'torepHoi rpadiku — Alias Research ta Wavefront Technologies,
o0'eqHaBIIM 1X y HOBY CTPYKTypy mia Ha3zBowo Alias|Wavefront. ¥ 1998 pomi 1
CTPYKTypa BUITyCTUJIA TIepIry Bepcito Maya miist onepaiiitHoi cuctemu IRIX. 3romom
nigTpuMka Oyna posmupena Ha Windows, macOS Tta Linux. BaxiuBy ponb y
po3BUTKy Maya Bijirpana cmiBmpartls 31 crymieto Walt Disney, sika BUkoprucToByBasa
nporpaMmy Tig yac cTBopeHHs (uibMy Dinosaur. YV 2003 pomi  kommaHis
Alias|Wavefront Oyna mepeitmenoBana Ha Alias Systems Corporation, a y 2005 i
npuadana komnaHis Autodesk. 3 Toro wacy mporpamHe 3a0e3nedeHHs BiJoMe I
Ha3Bolo Autodesk Maya [44].

Ockinbku 3ds Max ta Maya Hanexarh 10 OAHI€T KOMMaHIi, BOHW MarTh Oararo
COuUIbHUX (YHKLIN i noOynoBu reoMmerpli. BogHouac, Maya BBakaeThbCsi Kpalium
BUOOpPOM IS OPraHIYHOTO MOJCITIOBAHHS, 30KpeMa 3aBASKH OUIBIIN KiJIBKOCTI
IHCTPYMEHTIB JUIsl CKYJIBNTUHTY (IIpOT€ BOHM Bce Ie mocTymaroThesi Blender) 1
TPUBAJIILIIH 1CTOPIT 3aCTOCYBaHHA y cepi aHIMaIli.

VY Autodesk Maya BiacyTHsI cTekoBa cucTteMa MoaudikaTopiB, XapakTepHa s 3ds
Max a6o Blender, Ta mporpama MictuTh icTopito momemoBaHHs (Construction
History), mio 30epirae TOCHIJIOBHICTh OMepaliil y BUDIAL By3TiB Tpady
3aJIEKHOCTEH, 1 AeopMaTopu, siki MO’KHA 3aCTOCOBYBATH J10 00’ €KTIB.

OCHOBHUM IHCTPYMEHTOM JJIsl py4uHOi peromnoiorii € Quad Draw, 1ioro MOxJIMBOCTI
Haraaytoth Poly Build 13 Blender. ®ynkuis Live Surface 3abesneuye TouHe
OPWISATaHHS ONTHMI30BaHOI CITKM JO OpUTIHAJIBHOI TeoMeTpii. ABTOMaruyHa
pETOMoorisl 3A1MCHIOEThCA 3a JIOMOMOror komauau Retopologize, sxa He Hamae
BUOOpY MIX PI3HUMH QJITOPUTMaMHU, Ta HATOMICTh MICTUTh 0Oarato mnapameTpiB
HaJAIITyBaHHS, TaKUX SK I[IJIbOBA KUIBKICTH TOJNITOHIB, CHUMETpIsA, 30epeKeHHS
AKOPCTKUX KYTIB TOLIO.

VY Autodesk Maya ctBopenHs Ta penaryBanHs UV-po3ropTok 37iHCHIOETBCS depes
BikHO UV Editor 1 manens inctpymentiB UV Toolkit, siki MatoTh Ou1bIl iHTYITHBHO

3po3yminuii iHTepdeiic Ta mupmuid Hablp PyHKI1H nopiBHIHO 3 3ds Max.
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Jlnst TexcTypyBaHHS y mporpami € By3noBui pemaktop Hypershade, a Takox

MaJIOBaHHS TEKCTyp Oe3nocepennbo Ha 3D-Mopensx, peani3oBaHe yepe3 IHCTPYMEHT
3D Paint Tool (pyHkuionan sikoro nocrynaetscst Blender).

Ak ramyseBuii cranaapt 3 3D-animMaiiii, Maya npornoHye HalipO3BUHEHIITY CUCTEMY
PIITIHTY 3 yCiX 3rafgaHux nporpaM. OCHOBY CKelleTa CKJIaiarTh 00’ekTu Joints, 1m0
yTBOPIOIOTH i€papxiro. Boynosana cuctema HumanlK no3Bosisie mBuako cTBOproBaTH
0a30Bl piru AJid T'YMAaHOIJHUX MEPCOHAXIB, CYMICHI 3 JaHUMH 3aXOIUICHHS pPyXy
(Motion Capture). J{nsi mpuB’sS3KH CITKM MEPCOHAXa 10 CKeJeTa BUKOPUCTOBYETHCS
By3on skinCluster, sikuii CTBOPIOETHCS IiJi Yac 3aCTOCYBAaHHS METOMIB CKIHHIHTY,
Takux sk Smooth Bind (rmmaBHMi po3monut Bar MiX KiJibkoMa KicTkamu) abo Rigid
Bind (oOMexeHHsi BmIMBY 40 OnHi€l KICTKM Ha BepimuHy). HamamryBanHs Bar
3MIMCHIOETBhCS yepe3 1HcTpymeHTu Paint Skin Weights (BisyansHe dapOyBaHHs) Ta
Component Editor (TouHne uncenbHe pemaryBaHHs). Ta OKpiM LbOIO CTaHAAPTHOIO
Habopy, Maya 103BoJisie BUKOPMCTOBYBAaTH CKPHUNTH HAa MOBax mporpamyBanHs MEL
(Maya Embedded Language) 1 Python, a Takox mnariau, Hanpukiag Advanced
Skeleton a6o Rapid Rig, sxi po3mmpror0Th MOXJIHBOCTI aBTOMAaTUYHOTO TeHEPYBaHHS
KOHTPOJIEPIB Ta HAJAIITYBaHHS CKIaAHUX JAedopmariid (s obnuuus, M s3iB,
3B’S30K TOIIIO).

[{eHTpaIbHOIO CHCTEMOIO IS Oararbox THUINB cuMyiAlid y Maya € Nucleus —
¢13uuHmil pyuid, skuii 00’ eanye komnoHeHTH nCloth (Tkanunm), nHair (Bosocces) i
nParticles (wactunku). Takox BapTo 3ragatu Bifrost — moTyxuuii pperiMBOpK 115t
CUMYJISIIIT PiUH, Ta31B Ta €(DEKTIB pyHHYBaHHS.

Cepen penupep-pymiiiB Maya nHagae Software Renderer (pactepusarop), Hardware
2.0 Renderer (me onuMH pactepusarop, AJs HMIBUIKOTO IMONEPEIHbOrO MEperisLy
cuenu), Vector Renderer (3abe3neuye BHBIA CTUI130BaHOI rpadiku). Ta OCHOBHUM
pyuiieM € Arnold, sxuii BukopuctoByeTbes 1y 3ds Max. Okpim 115010,

Maya niaTpumye IHTErpaliio 3 HU3KOK CTOPOHHIX peHAep-pyLiiB, 30kpema Redshift,
Octane, V-Ray, Corona ta iammmu [45].
Minimanoui cucmemui eumoau 0as pooomu npoepamu [46]:

OC: Windows 10, macOS 11, Rocky Linux 8.7
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IIpoyecop: 64-6iTHuii OaratosnepHuit mporecop Intel abo AMD 13 miaTpuMKorO
SSE4.2

Onepamusna nam ’sms.: 8 I'b
Bioeokapma: cymicna 3 DirectX 11 (i onrtumanbHOI MPOTYKTUBHOCTI
PEKOMEHIIYEThCS BUKOPUCTOBYBAaTHM BIJEOKAPTH 31 CHUCKY CEPTH(PIKOBAHOTO
ob6namnanHas Autodesk)

Micye na oucxy: 9I'b

Autodesk Maya mupoKo 3aCTOCOBYETHCS MPOBIIHUMH aHIMAIIMHUMU CTYIISIMHU,

takuMu sik Walt Disney, Pixar, Blue Sky Ta Illumination. /Io BimomMux aHiMariiiHux
IPOEKTIB, CTBOPEHUX 13 BUKOPUCTAHHSIM Maya, Hanexarb MynbTdiiemu “Monsters,
Inc.” (2001), “Finding Nemo" (2003), “The Incredibles” (2004), “Up”
(2009), “Frozen” (2013), “Big Hero 6 (2014), “Zootopia” (2016), “Moana” (2016),
“Spider-Man: Into the Spider-Verse” (2018). [llomo XymoXHBOTO KiHO, TIporpama
3HaWma 3actocyBaHHa Yy crpiukax “The Matrix” (1999), “Transformers”
(2007-2011), “The Lord of the Rings” (2001-2003), “Star Wars: Episode III —
Revenge of the Sith” (2005) Ta 6arareox iHmux [47].

Pucynoxk 2.3. Iarepdeiic Maya

2.4 BuOip nporpamu aJs crBopeHHsi 3D-moaesti nepcoHaxka

Jlns mocinijikeHHsI Ta mopiBHsSHHSA Oynu B3sTi came Blender, Autodesk 3ds Max 1

Autodesk Maya, OCKUIBKM BOHHM € OJHUMHU 3 HAUTOMYJISIPHIIINX 1HCTPYMEHTIB IS
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3D-monemtoBanHs [48]. Ha BimMiHy Binm By3bkocmerianizoBanoro I13, nampukian

ZBrush (110 opi€HTOBaHE TMEPEBaAXXHO Ha CKYJBITHUHT), Il PIMICHHS OXOIUIIOIOTH
MOBHUI UK BUpoOHUITBA 3D-nepconaxis. Kpim Toro, Bonoainusa Maya, 3ds Max 1
Blender ctBOproe 3HauHy nepeBary mnpu IpaneBialiTyBaHHI, OCKUIBKH POOOTOMABIN
HiHYIOTh (paxiBIIB, 3AaTHUX NPALOBaTH 3 PI3HUMU MpPOrpaMaM Ta UIBUIKO
a/1arTyBaTUCS 10 BUMOT KOHKPETHOTO TIPOEKTY.

Ha ocHOBi pO3MIIHYTHX BUIIE MOXKIMBOCTEH KOXKHOTO MPOTPAMHOTO MPOIYKTY OyI10
chopMOBaHO TaOMUIIO, IO TMOJETIIye BHOIp OMHOTO 3 HHUX IS BUKOHAHHS

PAKTUYHOI YACTUHU JAUILIOMHOI pOOOTH:

Tabnuus 2.1
IlepeBaru Ta Henoniku nporpam s 3D-MoaentoBaHHs
Ha3zsa nporpamu ITepeBaru Henoniku
- OC3KOIIITOBHA, 3
BIJIKPUTUM KOJIOM;
- MIITPUMY€E BCi
TEXHIKH MOJICITIOBAHHS;
- ITUPOKI - 1HOJII MOXKE
MOKJIMBOCTI JIJIs BIJTITATH:
CKYJTbNTHHTY, TUHAMIYHA | HeMae JIOCTYIy 10
TOIIOJIOTTA, npoQeciiHuX IIariyis,
- Ma€ 3py4YHHI K1 BUKOPHCTOBYIOTBCS Y
Blend UV-penakrop, By3/10BHi1 Maya uu 3ds Max;
ender : _ : . :
Shader EdltOI’, PBR, - ripuia 1HTerpamis 3
- BEJIMKA KIJIbKICTh KOMEPIIHHUMH
JIOTIOBHEHb; porpaMamu;
-y’Ke aKTHBHA CIUTBHOTA | - nesiki pyHKIIT He
Ta 0arato OC3KOIITOBHUX | JOCTYMHI HaMpsiMy 4epe3
HAaBYAIBHUX MaTepialiB; - iHTEepdeiic.

BHCOKa KaCTOMI3aIlis;
- MOXE
BUKOPHCTOBYBATHUCS Ha
cepennix I1K;
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- HiATPUMYE
dhoTopeanicCTUIHUN
peHaep, peHaep y
peaabHOMY 4Yaci;
- Iparroe Ha
Windows, macOS, Linux;
- IHTYITUBHO
3po3yminuii iHTepdeiic,
cepelHs KpUBa HaBYAHHS;
- OlbIIIe
MOKJIMBOCTEH I
MaJIFOBaHHS TEKCTYP
PsIMO HA MOJIEJIL.

3ds Max

- dboTopeanicTUIHUN

- MIITPUMYE BCi
TEXHIKHA MOJICITFOBAHHS,
- Ma€e BEITUKY
KUTBKICTh MOZIU(DIKATOPIB;
- MIMPOKA MIATPUMKA
CTOPOHHIX
peHep-pYIIIiiB;

- BOY/IOBaH1 CUCTEMH
JUTSI IIIBUJIKOTO PITTIHTY;
- npodeciiina
UV-posroptka, PBR,
By3J10BHi1 pefakTop Slate
Material Editor;

- MICTHUTh T'OTOBI
610;mi0TeKH MaTepiais;

peHzaep, peHuep y
pealbHOMY 4Yaci;

-npoeciitHi TIariiu.

- BHCOKa BapTICTh
($2010/pix, ~300%/pix mis
1H/1-pO3POOHHKIB);
- MiHIMaJIbH1
MOYKJIUBOCTI I
CKYJBIITUHTY;

- KypCH Y BITKPUTOMY
JOCTYTII OPIEHTOBaHI1
MepEeBaKHO Ha JU3aiiH Ta
Bi3yasti3alliio;

- MpaItoe TUIbKU Ha
Windows;

- BHCOKI CHCTEMHI
BHMOTH;

- cepemaHs
KacToMi3aIlis;

- KpyTa KpuBa
HABYAHHS.
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Maya

- Ma€ THCTPYMEHTH
JUTS BCIX TEXHIK
MOJICJIIOBAHHS;

- npocdeciiina
UV-posroptka, PBR,
BY3JIOBUH peaKTop

- BHCOKa BapTICTh
($2010/pix, ~300$/pik st
1H/11-pO3pPOOHMUKIB);

- oOMexeH1
MO>KJTUBOCTI CKYJIBIITUHTY;

- BHUCOKI CUCTEMHI

Hypershade;
: - . BHMOTH;
- IHAYCTplaJIbHUU
irTi - JKe KpyTa KpuBa
CTaHJapT 3 PITIHTY Ta AYKE KpyTa Kp
aHIMalIii; HABYaHHS.
- BHCOKa
KacToMi3allis;

- 0araro KypciB;

- dboTopeanicTUIHUN
peHnep, peHaep y
peanbHOMY Yaci;

- MIUPOKA MATPUMKA
CTOPOHHIX
peHAep-pyLIiiB;

- npodeciiini
IUIAr1HH;

- Ipairoe Ha
Windows, macOS, Linux.

HesBaxxaroun ©Ha Te, mo Autodesk Maya Ta Autodesk 3ds Max mupoxko

3aCTOCOBYIOThCSL Y TMpodeciiiHOMYy cepeoBHIll Ta MalTh nepeBaru Haja Blender y

NEBHUX acleKTaxX, s cTBopeHHs 3D-momeni mepcoHaxa oOpaHo came Blender.

OCHOBHUM apryMEeHTOM Ha KOPUCTh TAKOTO BUOOPY € OE3KOIITOBHICTH MporpamMu. e

Oy’Ke BaXKIMBO JJIA CTYACHTIB, SIKI 9acTO HE MarOTh (PiHAHCOBOI MOXKJIMBOCTI

npuadaTu KomepiiiHi ineH3ii. Xoda Autodesk Hamae OGe3KOIITOBHI CTYIEHTCHKI

JUEeH31i, Ha MPaKTHIll 1HOJI BUHUKAIOTh TPYAHOUII 3 iX OTPUMaHHSAM Ta aKTHUBAILIIELO.

JlpyriM YWHHUKOM CTaja HasBHICTh BEJIMKOI KUIBKOCTI BIAKPUTHUX HAaBUAJIBLHUX

MmatepiaiiB o Blender. TpeTiMm — mupoki BOyqOBaH1 MOXKJIUBOCTI JJIsl CKYJIBIITHHTY,

110 YacCTO BUKOPUCTOBYETHCS JUIsl CTBOPEHHS MepcoHaxkiB. KpiM Toro, 3HauHy poib

BIJIIFpAJI anapaTHi MO>KJIMBOCTI KOMIT FOTEpPa, Ha SIKOMY BUKOHYBaIacs MpaKTHYHA

qaCTHHA.
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PO3/I1J1 3 BAKOPUCTAHHS BLENDER BEPCII 4.4 1151
3D-MOJAEJIIOBAHHS ITEPCOHAZKA

3.1 Konnenr

byno BupimeHo 3MOIEIIOBATH CTUJII30BAHOTO TMEPCOHAXKA — XJIOMYUKA JJIS
YMOBHOTO MYJBTHIIBMY, OPIEHTOBAHOTO Ha JUTAYY ayauTopito. CBOIM 30BHINIHIM
BUIJISIOM BiH Ma€ MEpeaBaTH JIETKICTh, EHEPTiHHICT 1 APYKEITIOOHICTb.

[Io6 1mporo mocsArTv, Oyo 0OpaHO KOJBLOPOBY MANITPY, A€ NMEPEBa)KarOTh KOBT1 Ta
3esieHl BiATIHKU. JKOBTHMH BUKJIMKA€ acolfiaiii 13 COHIIEM, TEIUIOM 1 pajicTio, a
3€JICHUN CUMBOJI3Y€E MPHUPOAY, MOJOJICTh Ta TapMoHi0 [49]. BaxxiamBuMu Takox €
dbopMu miepcoHaxka, BOHU MOBUHHI OyTH 3a0KpYIJICHI JIJI1 CTBOPEHHS MMO3UTUBHOIO 1
0e3neuyHoro oopasy.

Opsar niaiOpaHo MOBCIKICHHUM: (yTOONKA, IOPTH, KOGTa, TYPUCTUUHI YOOOTH, 1110
HIIKPECTWIN O aKTUBHUM CIIOCIO KUTTA Teposi Ta MOro HaOIMXKEHICTh 0 Iisaaya —
3BUYANHOI JUTHUHU. JlOMaTKOBI €NeMEHTH, HANpUKIAJ 3HAYKU Ha PIOK3aKy abo
Openok, BigoOpaxkain 0 WOro rpaiiuBy HaTypy, a IJIACTUPI — HEMOCUIIOYICTh Ta
PILIyYiCTh MOMPU TPYTHOII.

Jlis1 360py pedepenciB Ta ctBopeHHst mynoopay (puc.3.1) Bukopucrano Pinterest —
maaTdopMy BI3yallbHOTO TIOIIYKY, /€ KOPUCTyBadi 30epiraroTh 1 MOUIUPIOIOTH 17€i,
nepeBakHo y Gopmari 300pakeHb Ta Bif€o.

Ha ocHOBI HajlaHOTO BHIIE TEKCTOBOTO OIMKCY Ta Mya00pay Oyi10 HaMaJIb0BaHO

KOHIIENT-apT MepCcoHaXa y JBOX paKypcax — cuepeny Ta 33any (puc.3.2).
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Pucynok 3.2. Konuenr-apt nepconaxa

3.2 MoneroBaHHA TijIa

Cepen reomerpuunux npumituBiB y Blender moctynni ky0, nasa tumnu cep (UV
Sphere, Icosphere), nuninap, koHyc, Top 1 miommHa. [loyarkoBi Gpopmu nepconaxa

OyJsi0 moOyI0BaHO HA OCHOBI HIJTIHAPIB 1 KyOiB (puc 3.3).
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Pucynok 3.3. BuzHaueHHs1 mpomnopiiiii 3a J0MOMOror0 NIpUMITHBIB

Heramizamis  GopMu  mepcoHaxka  3AIMCHIOBajiacia 13 MOEIHAHHSM
MOJIITOHAJIBHOTO ~ MOJENIOBaHHS Ta CKyAbNTUHTY. Ilpu 1bOMY, CKYJIBITHHT
31e01IBIIOr0 BUKOPUCTOBYBABCS [UIsl TpyOuX nedopmaiiii CITKH, a IMOJIITOHAJIbHE
MOJICTIOBaHHS — JIJIs1 BUIIPABJICHHS HEPIBHOCTEH 1 ORI TOYHOT 0OpOOKH MOBEPXHI.
[ToniroHanbHe MOJENIOBaHHS B MpOrpami 3I1HCHIOETBCS Yepe3 PeKUM pelaryBaHHs
(Edit Mode), oCHOBH1 IHCTPYMEHTH SIKOTO BHHECEH1 Yy MaHeNlb LIBUJKOTO JOCTYILY

(puc. 3.4).
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Move | Extrude Region
Rotate Inset Faces
Scale ﬁ_ Bevel
Transform Loop Cut

Knife

4 PolyBuild

Spin

Smooth

Edge Slide

Shrink/Fatten

Shear

Rip Region

Pucynoxk 3.4. Ila"enb iHCTpyMEHTIB MOJITOHAIBLHOTO MOJICIIOBAHHS B

iHTepdeiici Blender

Jns ckynentunry Blender napmae pexum Sculpt Mode, mo mictute nonan 60

TpyIu:
- Hakxnamganns 06’emy (Draw, Clay, Layer);
- ®opmyBanns 3arudieHs (Crease, Draw Sharp, Clay Thumb);
- Po3myBanns abo cruckanns ¢popmu (Blob, Inflate/Deflate);
- 3mamkyBanHs nmoBepxHi (Smooth, Flatten, Relax);
- ButaryBanns reometpii (Grab, Snake Hook, Pull);
- Imiramii Tkanunu (Grab Cloth, Bend/Twist Cloth, Drag Cloth, Pinch Cloth); -
CkpyuyBanns (Twist).
3 ycwroro 1mporo HabOpy, Ha PaHHIX €Tamax MOJCTIOBAHHS HAWKOPHCHIIUMU CTaln
nen3m Grab, Inflate/Deflate 1 Smooth.
Bapro 3ragaru 1ie ABa Ba)KJIUBI IHCTPYMEHTH, SIKI YACTO BUKOPUCTOBYIOTHCS 1] 4acC
CKYJBIITUHTY: MAacKyBaHHS, IO JO3BOJII€E TUMYACOBO 3aXMINATH JIUISHKH TMOBEPXHI
BiJ 3MiH, Ta Face Sets — rpynu moiiroHiB, KOXKHa 3 SIKMX BUIUISETHCS BIACHUM

KOJIOPOM 1 MOKe OyTH 130JIbOBaHa B1J IHITUX YaCTHH.
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Pucynok 3.5. Inrepdeiic pexumy Sculpt Mode Ta He3aBepiieHe TUIO TepcoHaxa

He nocrarapo numie migirHata Gopmu Tak, o0 BOHM HarajayBaJld aHATOMIIO Tija,
BapToO JI0 TOTO K BpaxyBaTH MpPaBHIa TOTOJIOTI].

Sk Oyno 3a3Ha4eHO y MEPIIOMY PO3JILIL, IS AKICHUX Aedopmarliit mix yac aHimMarii
HEOOX1JTHO MPABWJILHO PO3MICTUTH “NIETi pedep” y KIOYOBUX 30HAX pyxy (puc.3.6

Ta puc.3.7).

Pucynok 3.6. Ilo3HaueHHs “nieresnb Pucynok 3.7. Ilo3HaueHHa “‘nierenb
pebep” Ha o0nMHMUYl IEpcoHaXka pedep” Ha Tim
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Kpim toro, y nporieci MonentoBaHHs Oyio 3a0e3neueHo BiJICYTHICTh TPUKYTHUKIB Ta

n-gons (TUIOLIXH 13 OUTBII HIXK YOTHPMA BEPIIMHAMU), @ TAKOK BUKJIFOYEHO MOJIAMaHY
T€OMETPII0 — MEPEKPUTTS MOJITOHIB, 3aiiBl BEPIINHU YU
pebpa.

dinanpHy BEpCiiO TiJIa MEPCOHaXKa MPEACTABICHO Ha pucyHKax 3.8-3.10.

Tl
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Pucynok 3.8. Bummpin Pucynok 3.9. Pucynok 3.10. Bummsin mnepconaxka
cnepeny Bursag nepconaxa 33any
HEPCOHAXA
300Ky

Mo’kHa MOMITHTH, IO OONHYYS Ta PYKH MalOTh BUIIY IIIJIbHICTh CITKH, OCKUIBKH

caMe€ uepe3 MIMIKYy Ta J>KECTH IepeldacThcs HaWOlIplIa YacTHHA EMOIHOTO
HAaIOBHEHHS.

[lepeBipka Mojeni Ha MPUIATHICTH JO aHIMaIliil 3/1HCHIOBaacsl 3a JOMOMOTOIO
Mixamo — oOHJaiH-cepBiCy Al aBTOMAaTHYHOTO pirriHry. Ilicist 3aBaHTaxeHHS
3D-o00’ekta Ha muiargopMy Oyi0 BPYUHY BCTAHOBJIEHO KIIFOYOBI MapKepH Yy 30HAX
mig0opiaasi, 3am’ sicTh, JIKTIB, KOJIH 1 maxy (puc. 3.11), Ha OCHOBI SIKMX CHUCTEMa
3reHepyBajla CKeNeTHY CTpykTypy. IloTiM m0 Tinma mepcoHaxka Oyno 3acTOCOBAHO
KUIbKa TecTOBUX aHiMmailii (puc. 3.12). PesyapraTu miATBEepAMIM, IO MOJETH

MpHIaTHA 10 MOAIBIIOTO BUKOPUCTAHHS Y MYJIBT(LIbMI.
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Pucynok 3.11. BctanoBnenHs Pucynok 3.12. Bukopuctanusi MapkepiB

Ha Mojieni y Mixamo — TeCTOBUX aHiMaIlii

3.3 CtBOpeHHs 0aAATYy

OcHoBoOIO AJ1s1 BOpaHHS CIyryBajia CiTKa Tijla mepcoHaxa. B pexumi pegaryBaHHs
OyJ0 CKOIIMOBaHO MOTPIOHI MONITOHM 3 JUISHOK TOPCY, PYK 1 HIr, MICJIsS YOro
BHJIIJICHA TEOMETPisl BIIOKPEMITIOBANIACS B OKpeMi 00’ €KTH 3a JIOMTOMOTOI KOMaHIU
Separate by Selection. Jlanmi omsar migmaBaBcsi aedopmaiiisiv, 1mod 3poOuTH ioro
BunsiA IikaBimuM (puc.3.13). Takuif migxig CKOpoyye yac MOJCIIIOBaHHS Ta
3a0e3mneuye MPUIISTaHHS OJSITY 1O aHATOMii, IO TOJETIIyE MOAAJBITY aHIMAIIo,

OCKUIBKH BiH Ma€ TIOBTOPIOBATH PyXH Tijia 6€3 CHOTBOPEHb.
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Pucynoxk 3.13. [TogatkoBa ¢opma BOpaHHS mepcoHaXKa

Jns  nmeramizamii ofsry MoxHaA Oyno O 30UTBIIMTH KUIBKICTH TOJNITOHIB Ta
3aCTOCYBaTH CHEIlalibHI TeH3 3 pexuMy Sculpt Mode, 11106 cTBopUTH peaTicTUUHI
CKJIaJIKH, SIK IIe oKa3zaHo Ha puc.3.14. I[Ipote, mpoekT He nepeadadae BUCOKOTO PiBHS

peaii3zmy, TOX y IIbOMy HEMa€ OTPeOH.

Pucynok 3.14. BucokomnosnironajabHa MOJAETH IIOPTIB 31 CKIIaJKaMU

BaxxnuBo ckazaté 1 mpo MOXJIMBICTh BUKOPUCTAHHS CUMYJIALII TKaHUH, sKa Yy

Blender HamamtoByeThcsi uepe3 Bkiaaky Physics Properties. Ile mgo3Bonmno 0
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IMITYBaTl TPHUPOAHE YTBOPEHHS CKIJIANOK. [ KOopekTHOI poOoTH HEOOX1JHO, 1100
MONIETh BINMOBiZajda CHOpaBKHIM MacmTadaM (HampwKiIam, 3picT  JUTSIY0TO
nepcoHaxa — mnpubnuzHo 1,4 M), amke cuMmyisanii 0a3yloTbCsd Ha pealbHUX
b13uyHux BenuunHax. CiTKa OmSITy Ma€ MICTUTH BEJIMKY KUIBKICTh TOJIITOHIB, a 1€
CYTT€BO ITIBUIIY€ HABAHTAXKCHHS HA CHCTEMY. 3HOBY K TaKH, OCKITBKH JOCSTHCHHS
peaiizMy He OyJ10 METOI0, BiJl 3aCTOCYBaHHS I[bOTO METOIY BUPIIIEHO BIJIMOBUTHCS.

HaromicTs, y pexxumax pefaryBaHHs Ta CKyJbNTHHTY OyJi0O 101aHO KUIIEHI Ha KOPTi
1 moprax, a TakoXX 3MOJIEIbOBAHO JBa BapiaHTH (yTOonok (pucyHku 3.15, 3.16).
Cknagxku cdopmoBaHi 3a jgomoMororw mneHsmiB 31 Sculpt Mode, ame Bci aii
BUKOHYBAJIMCS HAJ HU3BKOIMOJITOHAIBHOIO MOJEIUII0, IO JO3BOJUJIO JOCSITH
CTHJII30BaHUX PE3yJbTaTiB 31 30epeKeHHSM NPOAYKTUBHOCTI. JlomarkoBo, Ha

¢yT60mIi, mopTax i KopTi 6y710 CTBOPEHO MIBH.

Pucynox 3.15. 3anpasnena pyrdonka Pucynok 3.16. He3anpasiena

dbyTOoKa epcoHa)ka IMepcoHaxa

Jlst B3yTTS pOo3po0JICHO KiJbKa BapiaHTIB MITOIIBU 3 PI3HUM Au3aiiHoM (puc.3.17),
J0AaHO JACKOPATUBHI BUCTYIH, @ TAKOXK OTBOpH Juid mHYpKiB. 11[o6 30epertu hopmy
4OOIT MiCIs 3MIAJKyBaHHs, OyJI0 BUKOPUCTAHO “HMiATPUMYBaJIbHI TIeTi” (supporting

loops).



Pucynku 3.17. Yotupu BapiaHTH MiJOLIBU IJI YOOIT

Ha 300paxennsax uuwxue (puc.3.18-3.20) moxHa 1MOOAYUTH OCTATOUHHIMA

BUIJISII OZISITY TIEPCOHAXKA.

Pucynok 3.18. Ilepconax Pucynok 3.19. Ilepconax Pucynok 3.20.
ITepconax 6e3 kotH, pakypc  0e3 Ko TH, paKypc 33aay Y KodTi, paKypc

criepeny crepeny

3.4 leraai3anis rojioBu
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Jlis cTBOpEHHS 3a4icKu Oylno BHKOPHCTAHO METO] CILUIAHOBOI'O MOJENIOBaHHS. Y
Blender crinaitHoBe MOIEIIOBaHHS TEX BUKOHYETbCS B pexumi penaryBanHs (Edit

Mode), ane mae okpemuii HaO1p IHCTPYMEHTIB, IX MOKHA MOOAUYUTH HA PUCYHKY 3.21.

DRIE N AL ) i @ sat 1 End 250

Pucynok 3.21. Intepdeiic Blender y pexxumi pegaryBanHs KpUBUX

OcCHOBY KOKHOTO TTaCMa CTAaHOBHTH HampsiMHa KpuBa Tuity Path, sika BuzHavae ioro
JTOBKHHY, BUTMH Ta opieHTaliio y npocropi. [Ilo6 Hamaru macmMam 006’emy, Oyio
CTBOPCHO JIEKiJbKa JOMOMIKHUX KPUBHX, SKI BHKOHYBAJIH POJIb MPOodUTIO mepepizy
(puc.3.22). Bouu mnpusnagamucs sik Bevel Object y mapamerpax BiAnoBiIHOT
HanpsiMHoi. Takuil miaxing 3abe3nedye CTHIII30BAHMM BHUIVISAJ BOJOCCS Ta THYYKE
penaryBaHHs, aje 3a MOTpeOM KpPUBI MOXYTh OyTHM KOHBEPTOBaHI B TOJITOHAJBHI

06’ extu (Convert to Mesh) s mozanbiinoi 00poOKH.
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Pucynoxk 3.22. Bapiantu macm Bosioccs, 3po0JieH1 3a JOMOMOI0l0 HanpsIMHOT KPUBOi

Ta pi3HUX MPOodUIIB epepizy

Oui Oynu 3MmonenboBaHi Ha ocHoBl mpumituBiB UV Sphere, mis BuaineHHs
palayKu Ta 31HULI BUKOpHCTOBYBaBcsi 1HCTpyMeHT Extrude. BpoBu ctBOpeHi 3a
JIOTIOMOTOI0 KPUBHUX, aHAJIOTIYHO J0 BOJIOCCS, IPOTE 3 MEHIIIO0 AeTai3alie. Bii —
OKpeMi IIJIOIIMHM, PO3TaIllOBaHl 10 KOHTYPY MOBIK. Takoxk Oys0 T0JaHO S3UK 1 3y0u,

OCKIJIBKH Ti/1 Yac aHiMallii MepcoHa)k MOXKe BITKPUBATH POT.

JleTanizoBaHy roJioBy epcoHa)ka 300pa’keHO Ha pUCyHKY 3.23.

Pucynox 3.23. Bua Ha rojoBy nepcoHaxa 301m3bKa

3.5 lonaBanHs aKkcecyapiB

3aBepmianbHUi eTanm poOOTH HaJl TEOMETPUYHOIO (OPMOIO BKIIFOYAB CTBOPEHHS
prok3aka, Opeska, IiacTUpiB, 3aCTIOKU JiJis KOPTH, 3HAYKIB Ta IIHYPKIB HA 40OOTSX 1
opTax.

Prokzak copmoBaHO Ha OCHOBI KyOa, sSIKMH, MOAIOHO O MOJENI TiJla MEPCOHaXa,
OyJ10 BUI03MIHEHO 1HCTPYMEHTAaMH IOJITOHAIBHOTO MOJCIIOBAHHS Ta CKYJIBIITHHTY.
[Ipu bOMy BpaxOBaHO MOXJIMBICTh aHIMAIIMHOT B3a€MO/I1T 3 KUIICHIMU, HAPUKIIA],

1100 MepCcoHaXX MIr BKJIaJaTy B HUX 00’ €KTH.
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Jlns 3acTiOKM Ta 3HAUKIB TakoXX BHKOpuUcTaHO KyOu, nedopmosani y Edit
Mode.

Bpenok y BUDIISAII KpOJIMKa 3MOIEITFOBAHO IIJISTXOM ITOE€THAHHS IPUMITHBIB, TOJIOBA 1
ByXa MoOyJdOBaHI HA OCHOBI KyOiB, a €JIEMEHTH JIaHLIOKKa — 3a JOIMOMOTIOI0 TOPIB.
[TnacTupi peanizoBaHO SIK TUIONTUHU. /[ MIHYPKIB 3aCTOCOBAHO KPHBI 13 KPYIJIUM
npodinaem.

3.6 Buxopucranas mogudikaropis

3Hayny posb y 3D-mMonentoBaHHI BIAITpaOTh MOIM(DIKATOPH, 3aBISAKU SIKUM MOYHA
penaryBatu hopmy mojeni 6e3 pyitHyBaHHS 1i moyaTkoBoi reomeTpii. Y Blender Bonu
TOJIAl0ThCS Yepes BKIanaky Modifiers.

Jns npuckopeHHss pobOotu Oyao BUKOpUCTaHO Moaudikatop Mirror, 10
ABTOMATHYHO BiJI3€PKAIIOE TEOMETPII0 BIJHOCHO BHOpaHOi oci (Y JaHOMY BUIAIKY
— oci X). lle nmo3Bomuio mpaioBaTy JIMINE 3 OJHIEI TOJOBUHOIO TaKHX
CUMETPUYHHX OO’ €KTIB SK TIIO YW €JIEeMEHTH OfSTy, BCl 3MIHH CHHXPOHHO
B1JI0OpakaIkCs Ha IPOTHIIC)KHOMY OOIIi.

[[To6 ™mopmenp BumIsAgaiga ORI TIATKOK Ta MPUPOAHOIO, OYJIO 3aCTOCOBAHO
monudikarop Subdivision Surface y moennansi 3 omniiero Shade Smooth.

Momudikarop Solidify 3HamoOuBcs misi HamaHHS ONATY TOBIIWHHU, OCKIIBKA

IJIACKMM BIH BUIVISJA€E HE AYyKe MPaBIONO10HO.

3.7 TekcTypyBaHHsI

UV-posroptka B mporpami BUKOHY€TbCS Y pexXuMi penaryBaHHs. g 1i CTBOpeHHS
NOTPIOHO BUAUIATH MOJENh a00 OKpeMi YaCTMHHU Ta HATUCHYTH Kiasimry U, micis
9Oro 3’SIBUTHCS MEHIO 3 PI3HUMHU METOJIaMU PO3TOPTKH, TaKUMH K Unwrap

Angle Based (1110 BUKOpUCTOBY€ETHCS MEPEBAXKHO JIJIsl OpraHiyHUX Moaenei), Unwrap
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Conformal (mns TexHiuHMX Ta OUIbIN MpocTux 00’€kTiB), Unwrap Minimum Stretch

(3aCTOCOBY€E 1TEpAaTUBHUN aJITOPUTM MIiHIMI3aIlli PO3TATHEHb Ta MIAXOAUTH MJIs
BHCOKOJIETaJII30BaHUX Mojieneil). Bonu motpelyroTh nonepeaHboro Mo3Ha4eHHsl BB
IUIIXOM BHJIUIGHHS pelep, sSKi MaloTh CTAaTW IBaMM, Ta HaruckaHHs Mark Seam.
OkpiM BUIIE3rajJjaHuX MeETOMIB, Yy mporpami Takox € Smart UV Project, mro
aBTOMATUYHO po3auisie moneias Ha UV-ocTpoBu.

Posroptka posmintyerscst y BikHi UV Editing, ne UV-kapTy MokHa penaryBatu Ha
PIBHSIX BEpIIUH, pedep, TpaHeil Ta OCTPOBIB 3a IOMOMOTOI0 TAaKUX IHCTPYMEHTIB, K
nepeMilleHHs, OOepTaHHA 1 MacIITaOyBaHHS.

Ha pucynky 3.25 300paxeHo 4aCTHHY pO3ropTKH, a came UV-kapTy Tia nmepcoHaxa,
it sikoi Oyno mo3HadeHo mBu (puc.3.24), 3acrocoBano meron Unwrap Minimum
Stretch Ta joriuHo posramoBaHo OcTpoBH y Mexax UV-mpoctopy. 3 MeToro
MOPIBHSHHSA, PO3TOPTKY TaKOXK OyJI0 CTBOpPEHO aBTOMaTu4HO (puc.3.26). PesynbraTn
MoKaszaau, 10 PYYHUM Miaxid 3abes3redye OLIbI aKypaTHE Ta SIKICHE PO3MIIICHHS

UV-eneMeHTiB.

Pucynok 3.24. Monens Tia nepcoHaxa i3 mo3Ha4€HUMHU [TBaMU
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Pucynoxk 3.25. Pyuna po3ropTka Tina Pucynok 3.26. ABromaruyHa po3roprka

IICPCOHAXKa TIJIa IICPpCOHAXKa

TexcrypyBanns y Blender Bukonyerbcst B okpemomy pobodomy mpocrtopi Shading,
SKAW  JIO3BOJISIE  KEpPyBarW 30BHINIHIM BUIISAOM OO €KTIB  3a  JIOMOMOTOIO
PI3HOMAHITHHUX BY3JiB. Y MeXax IHPOEKTY OyJl0 BHUKOpUCTAHO 0a30BHil By301
Principled BSDF, mio 3a0e3neduye IMBUIKE HaAIAMITYBaHHS OCHOBHUX IapaMeTpiB
Marepialy: KOJIbOPY, METAJEBOCTI, HIOPCTKOCTI, KOe(Ili€HTa 3aJIOMJICHHS CBITIA,
IPO30POCTIi, CBIYEHHS TOIIIO.

Cepen 1HIIMX BY3JIB, SIKI 4acTO 3aCTOCOBYIOThH JUIsl pOOOTH 3 Marepiaiamw,
MOYKHA BII3HAYUTH:

Image Texture — MigKIIOYEHHS PACTPOBUX 300paKECHB;

Mapping — 3MiHa MOJIOKEHHS, 00epTy 1 MacITady TeKCTYpH;

Math, Vector Math — By3nu 17151 poOOTH 3 YMCIOBUMU a00 BEKTOPHUMU JAHUMH,
10 TOTIOMAararoTh TOHKO HAJIAMITyBaTH JIOTIKY TEKCTypyBaHHS;

Noise Texture, Voronoi, Wave — mpoueaypHi TEKCTypH JJisi CTBOPEHHS CKIIQHUX
MOBEPXOHb;

Mix — KOMOiHyBaHHS JBOX TEKCTYp a00 KOJbOPIB 3 BUKOPUCTAHHSAM PI3HUX METOIB

HaKJIaJaHHS;
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ColorRamp — no3Bosisie cTBOpIOBAaTH I'PAJIEHTH KOJIBOPIB HA OCHOBI BX1JIHUX

3HaA4YCHb.

Ha pucynky 3.27 npeacTaBieHO KOJIbOPOBY MOJAEINb NEPCOHAKA.

Pucynok 3.27. Monens nepcoHaxa 3 TphOX paKypciB, 13 3aCTOCYBaHHSAM MaTrepiaiiB
Ha ocHOBI Principled BSDF

3.8 TectyBanHsi MojeJi

[ToBropny mepeBipky 3D-mozemni Oyao 3HOBY BHKOHAHO 3a JIOMIOMOIOIO

oHJaitH-cepBicy Mixamo (puc. 3.28).

Pucynok 3.28. BukopuctanHs TeCTOBUX aHIMAIlIi Ha 3aBepIIeHIA MOJIeNi IEpCoHaXa

[Toripu 3py4HICTH aBTOMATUYHOIO PITTIHTY Ta HAsSBHICTh TOTOBHX aHIMaIIii,

cepBic He mepeadadae MOXKIMBOCTI THYYKOTO peIaryBaHHS KiCTKOBOi CTPYKTYPH, IO
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YCKJIQJTHIOE TTOAQIBIITY 1HTErpalito MoAeIl y CKIaAHl MPOEKTH. Y 3B’A3KY 3 IIUM OYJ10
BUpPILIEHO CTBOPUTH pIir Oe3nocepenHbo B cepepoBuinl Blender. ns mporo
3aCTOCOBaHO JOmMOBHEHHS Rigify, sike MO3BONMWIO IMIBUAKO 3reHEpyBaTH 0a30BUM
CKeJleT JIIOIMHA. Voro KicTku Oyiu BpydYHY ITi/UTAINTOBAaHI BiAMOBIAHO IO MPOHOPLIiH

nepconaxa (puc.3.29).

Pucynoxk 3.29. [lepconax 31 CKEIETHOIO CTPYKTYPOIO
J171st pyB’SI3KM CITKU /10 CKEJIETa BUKOPUCTAHO aBTOMAaTUYHUM PO3IO/ILT Bar, OJHAK Y
pe3ynbrari Oysio BUSIBIIGHO HEKOPEKTH1 Jedopmailii NMeBHUX [IISHOK, 30KpeMa
MajbIliB, Tuiedeit Ta Hir. 11 mpobremMu 4acTKOBO YCYHYTO IUISAXOM PelaryBaHHS Bar y
pexumi Weight Paint. Ha pucynkax 3.30, 3.31 MoxHa 1m0o06a4uTH OAHY 3 TECTOBHX

1103 IICPCOHAXKA.
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Pucynoxk 3.30. [To3a nepconaxxay Pucynok 3.31. Tloza pyci,
BUTJISAT 300Ky TIEpCOHaXKa y pyci, BUTIIS

criepeny 13 BUIUMUM PiroM

Sxumo migcymyBaru, cTBopeHuid 3D-nepcoHax BIANOBIAAE MOYATKOBOMY KOHLENTY
Ta NPUJATHUNA JUIsI BUKOPUCTaHHS B aHiMalii. [Ipore BiH Bce Iie Mae MOTeHIIal s
MOJAJILIIIOTO BIOCKOHAJIEHHS. 30KpeMa, JOIILHO Oyso O MOEKCIepUMEHTYBaTH 3
TOTIOJIOTI€10, OO0 JOCATTH KpaImioi Bi3yaldbHOI Ta TEXHIYHOI SKOCTi. TakoX MOIEh
MOXKHA JIOTIOBHUTU PYyYHHM po3(hapOOByBaHHSM MOBEpPXHi, 1100 CTBOPUTU €(DEKT
cxoxkoro Ha 2D-aHiMamiro CTWIIO, KM Hapa3i HaOyB BUCOKOI MOIYJISPHOCTI B
MyJbTUIUTIKAII] Ta irpax. KpiM TOro, CTBOpeHHS CKeJleTHOI cuCTeMHU ‘3 Hyns’

JI03BOJINIIO O peastizyBaTy MIUPIIUN CIIEKTP PyXiB 1 3pOOUTH MOJIEIIb I1KaBIIIOH.

BUCHOBKHA

Y Mexax kBamidikaiiiHoi poboTu Oylio CTBOpEHO CcTuiizoBaHy 3D-mojens
NepPCOHAKa — XJIOMYMKA JJII YMOBHOTO MYJBT(HIIEMY, OPIEHTOBAHOTO HA AUTIIY
ayJIuTOPIt0, 3 BUKOPUCTAHHSIM OE3KOIITOBHOTO MporpamMHoOro 3abesneueHHs Blender.
[Tepmmii po3mia MPUCBSAYEHO aHATI3y €TamiB PO3POOKH MOJENi MEpCOHaXa — Bif
NoIIyKy pedepeHciB 1o pirrinry. Po3misHyTO OCHOBHI TEXHIKM MOJICTIOBAHHS, TaKi

SAK 6J'IOKiHF, CKYJIBIITHHT, IIOJIITOHAJIbHE MOZACIIOBAHH, BHUKOPUCTAHHA KPHUBHX,
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CUMYJIAIIT Bojloccs Ta TkaHuH. OKpeMy yBary MpUIUICHO ONTUMIZAIlli MoAem s
aHiMaIlii, 30KpeMa MpaBWiaM TMOOYIOBH TeOMETPUYHOI (OPMH, PETOMOJIOrii Ta
“3arikaHHI0” HOpMaJieH.

Y apyromy po3auii MNpOBEIEHO JOCHIIHKEHHS MOMJIMBOCTEH TPbOX MOIYJISIPHUX
mporpaM Jijisi TpuBUMIpHOTO MozaemoBaHHS — Blender, 3ds Max ta Maya, a Takox
3MIIACHEHO TXHE MOPIBHSIHHS 3 METOI BU3HAYEHHS HAMOLIbII ONTUMAIBHOI 3 HUX JUJIS
BUKOHAHHS TPAKTHYHOI YaCTHHH POOOTH. 3a pe3yabTaraMu JOCIITKCHHS
OOTpYHTOBAaHO  JIOIUIBHICT, BUOOpy came Blender, skwuii, mnomnpu CcBOIO
O€3KOITOBHICTh, 3a0e3neuye MOTYXKHUM Hal0lp IHCTPYMEHTIB, WO JI€ABE
MOCTYTIA€THCS KOMEPIITHIM aHaIoraMm.

Tpetiii po3Ain OXOIUTIOE TOBHMM Tpollec CTBOpeHHs 3D-mepcoHa)ka: MatoBaHHS
KOHIIETIT-apTy, MOJICTIOBAHHS TiJIa, OJIATY Ta akcecyapiB, cTBopeHHs UV-po3ropTkw,
0a30Be TEKCTypyBaHHS, MOOYIOBY CKENETHOI CTPYKTYpPH 3a JIOMOMOIOI CHCTEMH
Rigify, a Takox mnepeBipKy Mojeni uepe3 oHiailH-cepBic Mixamo. Po3pobnenuit
3D-nepcoHak BIAMOBiA€ MOYATKOBOMY KOHIIETITY 1 3a pe3yibTaTaMH TECTyBaHHS
BUSIBUBCSI TEXHIYHO MPHUAATHUM JIJIS1 TIOJAJIBIIOT aHiMallii. Y po3aiii TakoK HaBeICHO
171e1 11010 TTOIAJTBIIIOTO BJOCKOHAJICHHS MTPOEKTY.

AKTyanbHICTh 00paHOi TEMH MIATBEPAKEHO MOCTIMHOIO MOSBOI0 HOBUX HAYKOBUX
nyOomikaiii, OHJAH-KypCiB 1 HaBYaIbHUX MaTepianiB 3 3D-MopentoBaHHS Ta
AKTHBHHUM PO3BUTKOM MPO(ECIHHUX CIUIBHOT, 30KpeMa HaBKOJIO TUIaTHOpMHU
Blender.

TakyuMm YWMHOM, TiJ 4Yac BUKOHAHHA KBajiikaiiitHoi poOoTu Oyn0 HE JuIIe
NorUOJICHO Ta 3aKPIIUICHO TEOpeTHYHI 3HaHHSA y cdepi 3D-monentoBanHsA, a i
3100yTO IIHHUW TPAKTHYHHUM JTOCBIJ, SKMH MOXKe OyTH 3aCTOCOBAaHUN y MalOyTHIN

npodeciiiHii qiSIbHOCTI.
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