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PE®EPAT 0akajiaBpcbkoi podoTu

Kgranidikamiitna po6ota 60 c., 23 puc., 3 Tadmn., 33nocunaHHs.

AKTYyaJIbHICTD:

CyugacHl TexHosorii Bizyam3anii 3D-cepenoBui, 30kpema y cdepi auzaiHy
1HTEp  €piB, BUMAratoTh BUCOKOI pPEaICTUYHOCTI Ta IHTEPAKTUBHOCTI. OCOONIMUBY POJb
y JMOCSATHEHHI I[bOTO BIAIrpalOTh CUMYJIAIIT MPUPOIHUX SIBUII, TAKUX SK BOTOHb Ta
BOJIA, SIKI peayi3yloThCsl 3a JIOMOMOIOI0 CHUCTEM YacTMHOK. Pobora akryanbHa 3
OISy Ha 3pOCTAIOYUil MOMUT Ha 1HTEepakTUBHI 3D-pillieHHs B OCBITI, apXiTEKTypi Ta
IrpOBi# 1HTYCTIi.

00’ext pocaimxenns: [lponec cTBopeHHs 1HTepakTUBHMX 3D-cepenoBuil y
BIpTYaJbHOMY MIPOCTOPI 3a JOTIOMOTOO ITPOBUX PYIIIIiB.

IIpeamer mpociimzkeHHsi: TeXHOIOTIT MOJETIOBAHHS Ta CUMYJIALIT MPUPOTHUX
SABUIl — BOTHIO Ta BOAM — B IHTEpPaKTUBHOMY 3D-iHTEp’e€pi 3 BHKOPUCTAHHSIM
irpoBoro pyimis Unity.

Meta foCaigKeHHA:

Po3pobOutn iHTepakTuBHHI 3D-iHTEp’€p 13 pEATICTUYHUMHU CHMYISIIISIMA
BOTHIO Ta BOJM, KWW JIO3BOJISE Bi3yallbHO 1 JUHAMIYHO B3a€MOJISATH 3 00'€KTaMH
cepenoBuiia B cepeaonuii Unity.

3aBaaHHA JOCTIKeHHS:

1. IlpoanamizyBaTu cydacHi miaxonu 10 MozenoBaHHsS 3D-iHTep'epiB Ta
CUMYJISITIINA TTPUPOTHHX SBHIIL.

2. BusHauuTH MOXIMBOCTI Ta OOrpyHTyBaru BuOip pymis Unity 1jsi CTBOpEHHS
IHTEPAKTUBHUX CEPEIOBUIII.

3. Po3pobutu 3D-mozens iHTEp’€py 3 IHTETpAIliEl0 CUMYJIAIINA BOTHIO, JUMY Ta
Bonu. PeanizyBaru BOrOHb 1 MM y KaMiHi 3a JJOTIOMOTOK CUCTEMHU YaCTHHOK, a
cuMyIsiio Boau (aymn) 13 BukopuctanHsaM Shader Graph, Particle System Ta
Sub  Emitters.PeanizyBatu  B3aemMojit0  KOpHCTyBaua 3  €JIEMEHTAMH

CepeoBHUIIIA.
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4. IlpoBectn aHami3 e(EKTUBHOCTI peai30BaHUX €(QEeKTIB Ta ONTUMI3aLil

IPOEKTY

OcHoBHI pe3yJbTaTH:

Y poboti peamizoBaHo iHTepakTUBHUN 3D-iHTEp'ep 13 CHUMYISIIEI0 BOTHIO B
KaMiHi, IMMy Ta BOJM 3 aylly. Brepie 3anponoHoBaHO KOMOIHOBaHE BUKOPUCTAHHS
Particle System, Shader Graph ta Sub Emitters n1s CTBOpeHHsSI peaniCTUYHHX
Bi3yarbHUX e(dexTiB B iHTep epi. OmmcaHO MOBHUN UK PO3POOKH, Bix BHOOPY
1aropmMu 10 1HTEerparii B3a€MO/Ili 3 KOPUCTYBa4eM.

IIpakTH4He 3HAYEHHSA J0C/IIIKECHHS:

[Tongratume y BOPOBAKEHHI OTPUMAHHUX PE3YJIBTATIB Yy MPOIEC CTBOPEHHS
BIPTYaJbHUX 1HTEP €piB, HABYAIBHUX CUMYJIATOPIB Ta ApXITEKTYPHUX Bizyasi3alii 3
M1IBUIIICHUM PIBHEM PEATICTHYHOCTI Ta IHTEPAKTUBHOCTI.

Kuro4ogi cioBa:
3D-inTep'ep, Unity, cucrema 4acTHHOK, CUMYJISINiA BOTHIO, CUMYJISLisi BOIH,

Shader Graph, inTepakTuBHicTb, BidyajbHi edpextn, VFX Graph, Sub Emitters.
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BCTVYII

CydacHuii  pIBEeHb PO3BUTKY KOMIT FOTEPHUX  TEXHOJOTIA  BIAKPUBAE
HEOOMEKEeH1 MOMJIMBOCTI JJii CTBOPEHHSI BIPTyaJIbHMX CBITIB, $IKI BCE€ OUIbIIE
HaOJIMKAKOTBCSl 10 PEAJIbHOCTI B IUIAHI Bi3yaji3alii Ta B3aeMojli. [HTepakTHBHMIA
3D—nu3zaiiH 1HTEp’€py 3aiiMae 0cOOMMBE MICIE 1 IIUPOKO BHKOPUCTOBYETHCS B
Oaratbox cdepax, BiJ apxXITEKTypHOI Bi3yami3alli 10 [u3aiiHy 1HTep €py, BiJ
1HIYCTpii po3Bar N0 OCBITHIX TPOEKTiB. CTBOPEHHS 3aXOIUTIOIOUUX BIpTyaJIbHUX
IPOCTOPIB BUMAara€ KOMIUIEKCHOTO MIAXOAY, SKUM TMOeAHYye B €001 HaBUYKU
3D—MonentoBaHHs, PO3YMIHHS METOJIB Bizyai3alli Ta €()EeKTUBHE BHUKOPHCTAHHS
THCTPYMEHTIB JiJIs1 3a0€3MeUeHHs PeaTiCTUYHOI B3aEMO/IIT Ta TOBEIIHKU 00’ €KTIB.

OmHuM 13 HaWBaXKIIMUBIIIUX €JIEMEHTIB JOCSITHEHHS BHCOKOI PEajiCTUYHOCTI
3D—nu3aiiHy iHTEp €py € BIATBOPEHHS TaKHX MPUPOAHUX SBHIL, K BOTOHb 1 BoAA. Y
KOMIT'FOTepHIA rpadili CHUCTEMH YaCTMHOK € TIOTY)KHUM 1HCTPYMEHTOM IS
MOJICJIIOBAHHSI 1MX JWHAMIYHUX €(EeKTIB 1 JO03BOJISIOTh CTBOPIOBATH Bi3yalbHO
npuBabIMBI Ta TMpaBAonoaiOHiI cuieHu. Pi3Hi pymmii s po3poOKH 1HTEPAKTUBHUX
3D—cepenoBui, Taki sik Unity Ta Unreal Engine, mpomnoHyo0Th BlIacHI IHCTPYMEHTH
mwis pobotn 3 cuctemamu yacTHHOK (VFX Graph B Unity ta Niagara B Unreal
Engine), koxkeH 31 CBOIMH YHIKaTbHUMU (QYHKIISIMU Ta IepeBaramu.

Jlsist Toro o6 KOpUCTyBay MIr OBHICTIO 3aHYPUTHCS Y BIPTyallbHUN TPOCTIP,
BKpail BaXJIMBO 3a0€3MEUUTH MOKJIMBICTH B3a€EMOJIi 3 00'€KTaMH, M0 3HAXOIATHCS
BCEpEIMHI. 3aBISIKU PO3pOOI IHTYITHBHO 3pO3YMUIMX MEXaHI3MIB B3aEMOJI Ta
BUKOPUCTAHHIO (13UYHOT CUMYJISIIL ISl IMITallli IPUPOHOT MOBEAIHKH 00’ €KTIB, SIK1
B3a€EMOJIIOTh 3 KOpHUCTyBaueM ab0 OJMH 3 OJHHUM, pIBEHb peali3My Ta
IHTEPAKTUBHOCTI 3HAYHO IT1JIBUIYE€THCS.

BpaxoByroun BaKJIMBICTH CTBOPEHHS PEATICTUYHMX Ta I1HTEPAKTUBHUX
TPUBHMIPHUX IHTEP €piB, II1 poOOTa 30cepe/KeHa Ha po3poOlil Ta iHTEerparii
CKJIJIHUX Bi3yalbHUX e(deKTiB 1 MexaHi3MiB B3aemofii B cepeaoBuili Unity.
OCHOBHOI0 MeTOI0 POOOTH € PO3pOo0Ka iIHTEPAKTHBHOIO ejeMeHTy 3D—iHTep'epy

— KaMiHa — 3 PpeaJiCTHYHOK Bi3yasi3ali€cl0 BOTHIO, 110 3a0e3Me4ye€ThCH 32
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aonomororw cucreMu 4YactuHok y Unity. Jng nocsarHeHHs wiei metu Oyiio
JOCIIIKEHO MOKIUBOCTI Unity A1 CTBOPEHHSI Ta HAJIAINTYBaHHS CUCTEM YaCTHHOK,
METO/IM TEKCTYPYBaHHSI Ta OCBITJICHHS JJis MIJIBUIICHHS Bi3yaJIbHOI JIOCTOBIPHOCTI
OJTyM'sl.

Kpim Toro, B pamkax po60oTu OyJi0 MPHUIIJIEHO YBary CTBOPEHHIO peaTiCTUYHOT
aniMauii Bogu B 3D-iHtep'epi. IlocTaBiieHO 3aBAaHHS PO3POOUTH peaNiCTHUHY
a"imauio Bogu B 3D—inTep'epi, 3acTocoByrouu Particle System, Sub Emitters Ta
Shader Graph nus crBopeHHst edeKTiB MPO30POCTI TAa MOKPHX NMOBEPXOHb. Lle
BKJIIOYAJI0O EKCIEPUMEHTH 3 TMapaMeTpaMH CHUCTEeMH YaCTUHOK IS IMITaIii pyxy
BOJIM, BUKOpHUCTaHHS Sub Emitters st CTBOpeHHS BTOPUHHUX €(EKTIB, TaKUX SK
Opu3sky, Ta 3acrocyBaHHs Shader Graph st po3mMpeHHS MOXKIIMBOCTEN Bizyasi3alii
BOJIM, 30KpeMa [JIsi JOCSTHEHHS €(EeKTIB MPO30pPOCTI Ta BiOOpaKEHHS MOKPHX
OBEPXOHb.

VY npoueci gocmikeHHs: 0yJIo0 MPOBENECHO NMOPIBHSUIBHUI aHall3 MPOrpaMHUX
3aco0iB st 3D-MonentoBaHHs Ta Bizyani3allli IHTep'epiB, pO3MISIHYTO OCHOBU POOOTH
CUCTEM YAaCTHMHOK Ta iX 3aCTOCYyBaHHS B KOMI'IOTEpHiM rpadili, a TakoX METOAH
3abe3neueHHs iHTepakTUBHOCTI y 3D-cepenoumax. Bubip Unity sk OCHOBHOI
marpopMu IS Po3poOKu OyB OOIPYHTOBAaHMM WOTO THYYKICTIO, MOTY>KHUMU
1HCTpyMeHTaMH g poOoTH 3 cuctemamu yacTuHOK (VFX Graph) ta mmpokumu
MOKJTUBOCTSIMU JISI IHTETpaIlii IHTEPAaKTUBHUX €JIEMEHTIB Ta (I3UYHUX CUMYJISIIIN.

Takum YuMHOM, JaHa AUIUIOMHA POOOTa MPEACTaBIsA€ COOOK KOMIUICKCHE
JOCIIDKEHHS Ta TPAKTUYHY pealizamil0o METOJIB CTBOPEHHS pealiCTUIHUX
Bi3yaJIbHUX €()eKTiB BOTHIO Ta BOJY, a TAKOXK 1HTETpallli MEXaHI3MiB B3a€MOIIi B

3D-intep'epi Ha 0a3i pymst Unity, M0 € BaXJIMBUM KPOKOM Y PO3BUTKY
TEXHOJIOT1 CTBOPEHHS BIPTyaJIbHUX MPOCTOPIB 3 BUCOKHUM CTYIICHEM 3aHYPEHHS Ta

peani3my.
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1 O1JIAd JHTEPATYPHU 3A TEMOIO «1OCILZKEHHA CYYACHHUX
naxoaiB 10 CTBOPEHHA 3A-IHTEP'€EPIB TA BUKOPUCTAHHA
CUCTEM YACTHUHOK JIAA PEAJIICTUYHUX BI3YAJIbHUX E®EKTIB»

VY upoMy po3auIl aHall3 Cy4acHMX MIAXOAIB 10 cTBOpeHHs 3/[-iHTep'epiB Ta

BUKOPHUCTAHHS CUCTEM YaCTUHOK JIJISl peaiCTUYHUX Bi3yaIbHUX €(EKTiB.

1.1 Cy4acHi Texnouqorii 3/[-MonenroBanHs Ta BisyaJisauii inTep’epiB

Ornsin ocHOBHUX mporpamMHHUX 3aco0iB 3/[-monemtoBanHs: Unity, Blender,
Autodesk Maya, 3ds Max.

Unity. 3actrocyBanHs 3aco0iB BIpTyaJdbHOI pEAJbHOCTI Jii CTBOPEHHS
IHTEPAaKTUBHUX HAaBYAJIbHUX CEPENOBUI € aKTyalbHUM Ta TEPCICKTUBHUM
HamIpsIMKOM Yy Cy4YacHiil ocBiTi. Bukopuctanus 3aco0iB po3poOku, Takux sk Unity,
3a0e3neuye MOXKIUBICTH CTBOPIOBATH BIPTyaJIbHE CEPEIOBUIIE, MUTTEBI CUCTEMH Ta
CHPUATH BUPIIICHHIO TPOOJIEM y PI3HUX raidy3siX 3HaHb.

[Iporpama Unity € MOTYXHUM IHCTPYMEHTOM [IJIsi PO3POOKH THTEPAKTUBHUX
HABYAJIBLHUX CEPENOBUIN, 3a0e3neuye MHUPOKI MOMKIUBOCTI JJIsI MOJEIIOBAHHS |,
aHiManii Tta cumynsamii ¢i3uuHEX mporeciB . Kpim toro, Unity Mae po3BUHEHY
CUCTEMY POOOTH 3 YACTUHKAMHM, 1110 JO3BOJISIE CTBOPIOBATU PEANICTUYHI Bi3yasbHi
edexTr, HeoOXiTH1 Ui MPaBIOINOAIOHOTO BIATBOPEHHSA peajbHUX yMmMoB. CTBOpeHi
HaBYaJIbHI cepemoBuia Ha 0a3i Unity, MOXXYTh HE TUIBKH JOIOMOITH CTyIEHTaM
OTpUMATH TMPAKTUYHUN JOCBiA, a W JO3BOJUTHU iM B3AEMOMISTH 3 HABYAILHUM
MaTepiaioM y TWHAMIYHUN Ta 3aXOIUTIOIYUN CBIT. [HTEpPaKTUBHICTH CEpeOBHINA
JI03BOJISIE€ CTYJIEHTaM CaMOCTIMHO MPOBOJUTU €KCIIEPUMEHTH, IEPEBIPSITH T1IIOTE3U T
JOCTIPKYBaTH CKJIaJHI TMPOIIECH, IO CIIPHsIE aKTUBHOMY 3aJTy4€HHIO JI0 HAaBYaILHOTO
IPOLIECY.

Cam Unity € ckIagHUM 1 TBOPYUM IPOLIECOM, IO MOTpPeOye MEBHUX HABUYOK

Ta 3HAHBb. HepHII/IM cTalioM p03pO6KI/I € IUIaHYBaHH: CHOCHH, BU3HAYCHHS BUMOI
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mpoekty Ta (Qopmary TpencTaBieHHsS Mojaeni. BaxiIWBOIO YacTHHOIO €
TEKCTYypyBaHHS Ta ONTUMI3AIlisl PECypCiB AJisl JOCATHEHHS BUCOKOI MTPOYKTUBHOCTI B
peanbHOMY 4aci. OcoOauBy yBary npu BUIUIEHUX CUCTEMax CUMYJISIIT YaCTUHOK, 110
1030aBIISIIOTH PeaTi30ByBaTH €(HEKTH UMY, BOTHIO, BOAH Ta 1HIIUX MPUPOTHUX SBUII.

[Tonpu Bci mepeBaru, BuKopucTaHHs Unity mae cBoi Bukiuku. OpHi€ero 3
OCHOBHUX IMpoOJeM € CKJIAJHICTh OCBO€HHs 1HTep(deiicy Ta 1HCTPYMEHTIB s
HOBauKkiB. Benuka KUTBKICTh HAJIAIITYBaHh Ta MOMKJIUBOCTEH MOXKE YCKIATHUTH
mpoiiec poOOTH, IO BHUMAarae BIAMOBITHOTO HaB4YaHHA. Jlpyror mpoOiemoro €
MPOAYKTUBHICTh TPU BHUKOPUCTAHHI CKJIATHUX €(EKTIB CUMYJAIIi YaCTHHOK.
Peamictuyna ¢i3mka Ta Bizyaizalis MOXYTh CYTTEBO HaBaHTAXyBaTH CHCTEMY, IO
notpedye onTuMizallii MoAelel, TeKCTyp Ta edekTiB. Takok BapTo BpaxoBYBaTH
MOKJIMBI TPYAHOII 3 €KCIOPTOM Ta iHTerpariero 3D-06’€kTiB y iHII muiathopMu Ta
ITPOB1 ABUKKH.

Tox, BUKOpHCTaHHS BIPTyajbHOI peasibHOCTI Ha 0a31 Unity € nepcieKTMUBHUM
HANpPSIMKOM PO3BUTKY CY4acHOi OCBITH, IO JO3BOJIIE€ CTBOPIOBATH pPeEaTiCTHYHI
HaBUaJHI CEpEOBHUIIA 3aBASKH MOTYKHIUM MOKIUBOCTSIM CUMYJISIIT YaCTHHOK.

He3Baxkatoun Ha meBHi TpyaHoini Unity 3aMHMIIAETHCS THYYKUM 1HCTPKMEHTOM
st 3D-MoetoBaHHs.

Blender. Bin Mmae mnoryxHuil HaOlp 1HCTpyMeHTIB mis 3D-po3pobku 3
BIIKDUTUM KOJIOM, SIKMM OXOIUTIOE Maike BCi aCIEeKTH CTBOPEHHS TPUBHMIPHOI
rpadiku. BiH mpomnoHye posmupeHi (QyHKIIT A8 MOAETIOBaHHS, TEKCTYpPYBaHHS,
OCHAIIlEHHs, aHiMallli, OCBITJIEHHS Ta Oararo iHmoro. Blender miaxomuTh SK IS
pobOTH 31 CTAaTUYHUMH MOJACNISIMH, TaK 1 JJIi CTBOPEHHS CKJIAIHUX aHIMaIlii.
Cucrema yactuHok y Blender € ocobmuBo moTyXHOIO: BOHA J03BOJISIE MOJETIOBATU
NPUPONHI SBUINA (JOII, CHIT, JUM), CTBOpIOBaTH e()EeKTH pyHHYBaHHS, aHIMYBaTH
BOJIOCCS Ta IIEPCTh, a TAKOXK FeHEpYBaTH a0CTpakTHI ab0 MariuHi egexktu. YacTHHKHU
MOXYTh B3a€EMOAISATA 3 00'€KTaMM, CHUJIaMU Ta IHIIMMU CUCTEMaMU, 10 POOUTH
Blender imeanbHUM 1HCTPYMEHTOM JUIsi CTBOPEHHS PEANICTUYHUX Ta KPEaTMBHUX

OpOEKTIB.  3aBAsSKM  AKTUBHIM  CIUIBHOTI, PEryJIsSipHAUM  OHOBJIEHHSAM  Ta
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Kkpoc-mardopmuiid miarpumil, Blender craB ogHuM 13 HaMOMyJSPHIIIUX PIIICHb
11t 3D-Xyn0KHUKIB 10 BChOMY CBITY.

V¥ Blender 111 TeKCTypyBaHHSIT BHUKOPHCTOBYETHCSI IMOTYXHUH  pegaKkTop
MmarepianiB Ha ocHOBI By3niB (Shader Editor), sikuii m03BOJIsSIE CTBOPIOBATH CKJIATHI
PBR-marepianu (Physically Based Rendering). Blender minrpumye UV-posroprtky,
TEKCTYPYBaHHSI 3 BUKOPUCTAHHIM 300pakeHb a00 MPOIETypPHUX TEKCTYp, & TaKOX
iHTerpaIilo 31 CTOpOHHIMU O0i0mioTekamu, TakuMu sK Substance Painter. Jlus
ocBiTieHHs Blender mpomonye aBa penaepepu: Cycles (mist doTopeanicTUUHOTO
peraepunry) ta Eevee (11 MIBUAKOTO pPEamiCTUYHOTO PEHIACPUHTY B PEATbHOMY
gaci). Cycles BukopucroBye mmobanbHe ocBiTiieHHs (Global Illumination) ans
JOCSTHEHHS PeaiCTUYHUX TiHEH Ta BIAOMUCKIB, TOMI sk Eevee mpaifoe 3 eKpaHOBUM
npocTopoBuM OCBiTIeHHSM (Screen Space Reflections) Ta iHmMME TeXHIKaMU IS
IIBU/IKO1 Bi3yasti3aliii.

Autodesk Maya. Ilporpama s crBopeHHst 3D-rpadiku Ta Bi3yaJbHUX
edeKTiB y BiJleoirpax, nporpamax, aHiMamisx ta guibmax. MicTUTh yHIBepCaJlbHUN
HaO01p IHCTPYMEHTIB AJI1 MOJICJIIOBaHHS, CUMYJISIIIN, pEHIEPUHTY Ta KOMIIO3UTHHTY. A
OpoCcyHyTl (YHKLII PHUTiHTY Ta aHiMalli JO03BOJSIIOTH Maya 3anmumiatucs mo3a
KOHKYpPEHIlI€l0 Ha pUHKY mnpodinsHOro codpty. OcHOBHI Mo:kiauBocTi Autodesk
Maya:

a) Moae/iloBaHHS:

- ToaironanbHe  MoaedOBaHHs:  [HCTpyMeHTH  AJiA
CTBOPEHHs CKJIAmHUX 3D-momeneil 3 BHKOPUCTAHHAM
MOJIITOHIB.

- NURBS-mozaemoBanns: I[linTpumka KpUBUX 1 TOBEPXOHb
JUISL CTBOPEHHS IIAIKKUX 1 TOYHHX (POpM.

-  CKyJbNTYBaHHS: 3pyuHi IHCTPYMEHTHU TUISE
JETalli30BaHOTO  CKYJIBITYBaHHS  BUCOKOMOJITOHAIBHUX
MOJIEIIEHN.

- PeromoJsiorisi: Ontumizamiss Mozaeiled id 3MEHIICHHS

KUTBKOCTI TTOJIITOHIB 31 30€pEKESHHSIM JIeTaJICH.
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0) AHimanis:

Ilepconaxna amnimanmia: I[loTyxH1 1HCTpyMEHTH IS
CTBOPEHHsI aHIMallll MEePCOHAXIB, BKIIOYAIOYH CKEJIETHY
cuctemy (rigging), 6nenadopmu (blend shapes) Ta iHBepcHy
kiHemaTuky (IK).

AHimMania 00'ekTiB i kamep: 3py4yHUil peJakTop aHiMalli
(Graph Editor) st KOHTPOITIO PyXY.

Cucrema yactuHOk: CTBOpEHHS JMHAMIYHUX €(QEKTIB,
TaKMX SIK JOLI, BOTOHb, TUM TOIIO.

Jqunamika T1a  cumyasumii: IlinTpumka — Gi3uaHUX
CUMYIIAIINM, BKJIIOYAIOYM TKAHWHHU, BOJIOCCS, DIIMHU Ta

TBEP/Ii Tija.

B) BizyaabHni edpextn (VFX):

Pobora 3 nmmMom, BorHem i pigmHamm: IHTerpamis 3
cuctemoro  Bifrost s CTBOpEHHS — pealiCTUYHUX
CUMYJISILIH.

Edextn pyiinyBanusi: CtBopeHHS e(EKTIB pO30UTTS
00'eKTIB.

Yacrunku: [loryxxHa cucrtema vactuHok (nParticles) mis
CTBOPEHHS CKJIAIHUX €(EKTiB.

I'moGanbHe OCBITJICHHS (Global  Illumination):

CTBOpEHHS PETICTHYHOTO OCBITJICHHSI Ta TIHEH.

r)luHamika Ta CUMYJIsIIii:

Pimnnan: CTBOpEHHS peaniCTUUHUX CUMYJISLINA PiAMH.
Trannnn: CUMyIsIiss TKAHWHU TSI OJISTY, MPAMOPIB TOIIIO.
Bonocess Ta meperb: [HCTpyMEHTH Al CTBOPEHHS

PEATICTUYHOIO BOJIOCCS TA WIEPCTI.

n) InTerpanis 3 iIHIIMMH NPOrPAMAMU:

Cymichictb 3 iHmmMuH  npoaykramu  Autodesk:

Hampuknan, 3ds Max, MotionBuilder, Mudbox.
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- IHiarpumka ¢dopmaris ¢ainis: FBX, OBJ, Alembic,
USD.

Cdepu 3actocyBanns Autodesk Maya
- Kino Ta tenedauennsi: CTBOpeHHs BizyanbHUX €()EKTIB, aHIMaIlli IEPCOHAXKIB,
CUMYJISLII.
- Bineoirpu: MopnentoBaHHs, aHIMAaIlis, TEKCTYPYBaHHS JIJIS iTOP.
- ApxitekTypa Ta qu3aiin: Bisyamnizaiis apXiTeKTypHHUX IPOEKTIB.
- Pexkaama: CtBopenns 3D-rpadiku 17151 pekJlaMHUX POJIHKIB.

OcgiTa: Bukopucranus y HaBuadbHUX 3aKiiagax /st BUB4eHHs 3D-rpadiku.

Autodesk Maya — ne mpodeciiinuii iHCTpyMeHT st 3D-po3poOku, sKuit
BCTAHOBJIIOE CTaHJAApPTU B 1HAYyCTpli. BoHa mpomoHye Oe3niy MOXKIMBOCTEH IS
MOJICJIFOBaHHSI, aHIMaIlii, CTBOPEHHS Bi3yaJdbHUX €(eKTiB Ta pyIIiiB. He3Bakarouu Ha
CBOIO CKJIAJIHICTh 1 BUCOKY BapTicTh, Maya 3ajJuIIaeTbCsi OAHUM 13 HAUMOMYJISPHIIINX
pitens g npodecionaniB y chepi 3D-rpadiku. SKio B mpaioere y KiHoO, irpax
abo pekiami, Maya MOXe CTaTd BalllUM OCHOBHUM IHCTPYMEHTOM JUIsl peai3alii
HaWCKIIATHINTUX MPOEKTIB.

Autodesk Maya Takox MpOMOHY€E MOTYXH1 THCTPYMEHTH JJIsi TEKCTYypyBaHHS,
BKJIIOUAIOYM PENAKTOp MarepianiB Ha ocHOBI By3niB (Hypershade) ta minrpumky
PBR-MmarepianiB. Maya inTerpyerbest 3 Arnold, sikuif € i OCHOBHUM PEHIEPEPOM 1
Ha/Jla€ MOJIMBOCTI JUIsl CTBOPEHHSI (POTOPEATICTUYHOTO OCBITIICHHS 3a PaxXyHOK
100aJbHOTO OCBITJICHHS, TOYKOBHX Jkepen cBimia Ta HDRI-xkapr. Maya Takox
niarpumye UV-po3roptky Ta TEKCTypyBaHHS 3 BHUKOPHCTaHHSM 30BHINIHIX
IHCTPYMEHTIB, TakuX gk Substance Painter.

3ds Max. Iloryxuuii npodeciitHuii 1HCTpyMeHT s 3D-mojenroBaHHSA,
aHiMaIlii, Bi3yaizallii Ta Bi3yabHUX €(EKTIB, SKUH IIUPOKO BUKOPUCTOBYETHCS B
apXITEKTypHIN Bi3yani3alii, KiHOIHIYCTpii Ta po3poOll Ta Au3aiiHl BIIEOIrOp.
[Iporpama BiOMa CBOE€K THYYKICTIO, PI3HOMAHITHUM HAa0OpOM IHCTPYMEHTIB 1
3pyd4HUM iHTepdeiicoM, 110 poOUTH ii MOMYISAPHOIO Cepel] XyIOKHUKIB, TU3aiHEPIB 1

apXiTEKTOPIB.
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Opniero 3 kmrouoBux mnepeBar 3ds Max e 1i opieHTauis Ha apXiTeKTypHY
Bi3yamizamito. [Iporpama mnpomoHye TOTYXKHI 1HCTPYMEHTH JJIi CTBOPEHHS
peayiCTUYHUX 1HTEp'epiB, ekcrep'epiB Ta jdaHamwadTie. BoHa miaTpumye IMmopr
daiiniB 3 IHIIKUX apXiTEKTypHHUX Tporpam, Takux sk AutoCAD uu Revit, o go3Bose
jerko inTerpyBaru 3D-moneni B nmpoekTu. 3ds Max Takox mae BOymoBaH1 6107110TeKH
MarepiajiiB, MeOJIB, OCBITJIICHHS Ta IHIIMX EJIEMEHTIB, SIKI 3HAYHO MPUCKOPIOIOTH
nporiec crBopeHHst cieH. s MomemoBanHs B 3ds Max mocTymHi pi3HI METOMH,
BKJIIOYAIOYM  TOJIITOHAJIbHE  MojentoBaHHs, pobory 3 NURBS-kpuBumu Ta
MonudikaTopu, SKi TO3BOJSIOTH MBHAKO 3MiHIOBaTH ¢dopMy 00'ekTiB. [Iporpama
TaKOX MIJITPUMY€E CKYIbNTYBAHHS, 1110 JO3BOJIE€ CTBOPIOBATH JAETaNi30BaH1 MO 3
BUCOKOIO TouHICTIO. [y aHiManii 3ds Max mpomnoHye noTy»H1 IHCTPYMEHTH, TakKi sIK
cuctema KicTsakiB (rigging), inBepcHa kinemaruka (IK) Ta pemakrop animarii (Track
View), sxuii 103BOJIsIE TOYHO KOHTPOJIFOBATH PyX 00'€KTIB 1 mepcoHaxiB. 3ds Max
AKTUBHO BHUKOPHCTOBYETHCS B IrpOBIA 1HAYCTpli 1yl cTBOpeHHs 3D-monenei,
TEKCTyp Ta aHiMailil. BoHa miarpumye ekcriopt y ¢popMaTH, siki BAKOPUCTOBYIOTHCS B
irpoBux aBmwxkkax, Takux sk Unity yum Unreal Engine. Kpim Toro, mporpama mae
IHCTPYMEHTHU JUIsI CTBOPEHHS YACTHUHOK, JWHAMIKM Ta CUMYJIAILIN, IO J03BOJISE
CTBOpIOBaTH €(EKTH BOTHIO, AUMY, PIAUMH Ta IHIIMX MNPUPOJHUX SBUIL. Y IJIOMY,
Autodesk 3ds Max — 1ie yHiBepcajabHUM THCTPYMEHT, IKMI MiAXOAUTH JJIs1 LIUPOKOTO
kona 3aBmanb y 3D-rpadimi. Bona € cranmaproMm y apXiTeKTypHid Bizyamizallii Ta
AKTUBHO BHUKOPHCTOBYETHCS B IrpOBIM 1HIYCTpii, KIHO Ta pekiami. 3aBASKU CBOIA
THYYKOCTI, TOTY>KHUM 1HCTPYMEHTaM Ta MiJTPUMII BEJIUKOi KIIBKOCTI IJIariis, 3ds
Max 3anumaeTbCss OMHUM 13 HAMMOMYISAPHIIIUX pillieHb 11 podecioHaniB y chepi
3D-au3zaiiny.
Tox, 3apa3 € 6arato pisHOMaHITHHX MPOTPaM I MOJETIOBaHHS. BoHU MatOTh
BC1 MOTPIOHI IHCTPYMEHTH JIJIs peasti3alliid MpoeEKTIB.
V¥V 3ds Max tekctypyBaHHa Oa3yeTbcsi Ha penaktopi MarepianiB (Material
Editor) 3 minrpumkoro PBR-marepiamiB Ta iHTerpami€o 3 MONYISIPHUMU
penaepepamu, Takumu ik V-Ray, Corona ta Arnold. 3ds Max no3BoJisie cTBOproBaTu

cknagaai UV-po3ropTku Ta BUKOPUCTOBYBATH MPOIETYyPHI TEKCTYpH. {15 oCBiTIEHHS
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3ds Max mnpomnoHye IHMpPOKWWA HAOIp IHCTPYMEHTIB, BKJIOYAOYM (PI3UYHO TOYHI
mkepena cBiTia, HDRI-ocBiTinenHs Ta miobanbHE OCBITICHHS, IO POOUTH Ti

171eabHOI0 JIs1 apXITEKTYPHOI Bizyaui3allli Ta CTBOPEHHS peaiCTUYHUX CIIEH.

1.2 CucremMu 4acTMHOK y KOMIT' IOTepHii rpadauni

CTBOpeHHSI pEaNTIiCTUYHUX CHUMYJALIN B Irpax MoOxke OyTH CKJIQJHUM, aje
OJTHOYACHO MW KOpPUCHUM 3aBAaHHAM. OJIHMM 3 HaWNPUBAOIUBIIIMX Bi3yaJlbHUX
aCTeKTIB IrpOBOrO JAM3aiHYy € CHUMYJSIisA YIaMKiB, OCOOMUBO IiJ 4ac BUOYXOBHX
o1 a0 B3a€MOIiH 3 HABKOJIHUIITHIM CEPEIOBUILIEM.

CucreMr YacTMHOK — II¢ TEXHIKa, SKa BUKOPHUCTOBYETHCS I CHMYJISAII1
HEYITKUX (PEHOMEHIB, SKi Ba)KKO BIJTBOPUTH 3a JOTIOMOIOI0 TPAJMIIIHHUX METOIIB
penaepunry. Bonu ocoOnMBO KOPHUCHI JIJIsi CTBOPEHHSI €(PEKTIB, TAKUX SK UM, BOTOHb
1 yJIaMKH.

CucremMu 4aCTHHOK € TIOTY>KHUMH 1HCTPYMEHTAMU JJIsi CTBOPEHHS JUHAMIYHUX
e(dexTiB, Takux SK JUM, BOTOHb, BOJAQ, JOIN, CHII Ta I1HII MPUPOJHI siBHINA. BiH
3aCHOBAaHMM Ha MOJICTIOBAaHHI IIOBEMIHKH YHCICHHHX JpIOHUX YaCTHHOK, IO
pYXaroTbCa 1 B3a€MOJIIIOTh 3 HABKOJUIIHIM CEPEIOBUIIEM 32 MEBHUMHU IPABUIAMH.
JleTanbHUM OINISII OCHOB CHUCTEM YAacCTHMHOK 1 crocoOiB iX BukopuctanHs B Unity,
Blender, Autodesk Maya ta 3ds Max:

- Yacrtunku: lle apiOHi 00'ekTH, K1 MOXYTh MaTH Pi3HI BJIACTUBOCTI, TaKl SIK

PO3Mip, MBHUIKICTh, TPUBAIICTD )KHUTTS, KOIIp Ta popma.

- Emirepu: OGO'extH, siKi T€HEpPYIOTh YaCTUHKH. BOHM BU3HA4YaIOTh, 1€ 1 5K

YaCTUHKH 3'SIBIISTIOTHCA.

- CwoBi nosist: BrimnBaroTh Ha pyX YaCTMHOK, HAIPUKIIAJ, TpaBiTailis, BiTep ado

BUOYXHU.

- Komnizii: YacTuHKM MOXYTh B3a€MOJIISITH 3 00'€KTaMU Ha CII€HI, BIAOMBAIOYUCH
a00 3HUKAIOYH NP 31ITKHEHHI.
- Tekctypu Ta marepiaau: YaCTUHKH MOXYTh BUKOPHCTOBYBATH TEKCTYPH IS

iMiTaIii AUMY, BOTHIO 200 BOZH.
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- 3acTocyBaHHS CUCTEM YaCTHHOK:

- Jum: YacTUHKM MOXYTbH IMITYBaTH JUM, BUKOPUCTOBYIOUU MPO30PI TEKCTYPH
Ta MJIABHUM PYX.

- Boronp: YacTuHkKM 3 SCKpaBUMHU KOJIbOpAaMH Ta aHIMAIlI€l0 TEKCTypH
CTBOPIOIOTH €(DEKT MOTyM's.

- Boga: YacTuHKM MOXYTb IMITYBaTH Kparuli BOAW, XBUJI1 a00 OpU3KH.

- o i cHir: YacTUHKH, 1110 MaIal0Th 3 IEBHOIO MIBUKICTIO, CTBOPIOIOTH €(hEeKT
noiry abo CHIry.

- BuOyxwu: YacTuHKH, 110 MIBUAKO PO3TITAIOTHCS, IMITYIOTh BUOYXH.

- BI/IKOPI/ICTaHHSI YaCTHUHOK B IIpOorpaMax:

Unity
Cucrema yactunok: Unity Mae BOyIOBaHYy CHUCTEMY YaCTHHOK, SIKa MOXKE
CTBOPIOBATH Pi3HI €(PEeKTH, TaKi SK JUM, BOTOHbB, JOIII 1 BUOYXH.
KurouoBi ocobuBoOCTI:
- HamamryBanHs ewmiTep, MBHAKICTH, (OpPMY Ta dYac KHUTTA
YaCTUHOK.
- BukxopucroByBaHHS TEKCTypH Jisi CTBOPEHHS pPEaTiCTUYHHUX
e(eKTiB.
- Bzaemonis 13 CUJIOBUMU MOJISIMU (HApUKIad, BITPOM a00 CHUJIOIO
TSOKIHHS).
- IlinTpuMKa miewaepiB AJIsi CTBOPEHHS CKJIAJIHUX MaTepialliB.
3acrocyBanHs: Unity BUKOPHCTOBY€ETHCS JUIsl CTBOPEHHS €(EKTIB B irpax Ta
IHTEPaKTUBHUX Tporpamax. Hampukiaa, cHCTeMH YaCTHHOK MOXYTh IMITyBaTH
JTUM B1J] IOCTPLTIB, BOTOHB 111 Yac MOXKek1 ab0 70111 Y BIAKPUTOMY CBITI.
Blender
Cucrema uactuHok: Blender mae moTyXHy cHCTEMy 4YacTHHOK, SKa
HiATPUMY€E CTBOPEHHSI IMHAMIUYHUX €(EKTIB.

Karo4oBi oco01uBOCTI:
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- CTBOpEHHA eMiTepiB [l TeHepalli YaCTUHOK.
- Buxopucranus ¢izuyHux cui (rpaBiTailis, BITE€p) AJsi KOHTPOIIO
PYXy.
- TexctypyBaHHS YaCTHHOK JIJIsl CTBOPEHHS UMY, BOTHIO 200 BOJIH.
- IHTerparis 3 CUMYIISIIIIMHA TUHAMIKY (HAPUKIIA, P1IUHM).
3acrocyBannsi: Blender BUKOpHUCTOBYeTbCS JUisi CTBOPEHHSI €(EKTIB B
aHiMarlii Ta Bi3yamizamii. Hampukiaa, cucteMn 9acTHHOK MOXYTh IMITYBaTH UM
napoBOi MAalTMHU 200 BOTOHB y (PaHTACTUYHIM CIIEeHI.
Autodesk Maya
Cucrema wactuHOK: Maya BukopuctoBye cucremy nParticles, ska
JI03BOJISIE CTBOPIOBATH CKJIa/IHI €(PEKTH.
Kurouogi ocodsmBocTi:
- TeHepamiss 4YacTUHOK 3 PI3HUMH BJIACTUBOCTSIMHU (pO3MIp,
IIBUJIKICTb, KOJIP).
- IHTerparmis 3 IHIIUMHU CUCTEMaMHU: piauHA a00 THUHAMIKa
- IlinTpuMka TekcTyp Ta MaTepialiB AJii CTBOPEHHS PEaTiCTUYHHUX
edexTiB
3acrocyBaHHs: Maya BUKOPUCTOBYETHCS Y KIHOIHIYCTPIii NIl CTBOPEHHS
Bi3yaJbHUX edekriB. Hampukiian, cuctema 4acTUHOK MOXE IMITYBaTH BHOYXH,
UM ab0 Mariyfi e(exTy.
3ds Max
Cucrema 4yactuHok: Mae cucremy Particle Flow, sxa mo3Bose
CTBOPIOBATH CKJIAJIHI €PEKTH 3a JOTIOMOTOIO Bi3yaJbHOTO MPOTrpaMyBaHHS
Kurouosi ocodsiuBoCTI:
- HanamryBanns emiTepiB, MBUIKOCTI Ta GOPMU YACTUHOK.
- BuxopucrtaHHs CUIOBUX MOMIB AJI1 KOHTPOJIO PYXY.
- TexkcTypyBaHHS YaCTUHOK JIJIsl CTBOPEHHS PEATICTUYHHUX €(DEKTIB.

- IwTerparis 3 iIHIIMMHU CHCTEMaMU, TAKUMU SIK PITUHU a00 TUHAMIKA.
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3acTocyBaHHS: BHKOPUCTOBYETHCS JJIsi CTBOPEHHsS €(EKTIB Yy Bifeoirpax,

KIHO Ta apXIiTeKTypHid Bi3yami3amii. Hampukian, cucremMa 4YacTHUHOK MOXKE
IMITYBaTH JI0I y Bi3yaiizalii OyaiBii a0 BUOYXH y ITPOBUX CIIEHAX.

IHopiBHsIHHA:

e Unity: opieHTOBaHM Ha omepallii B pealbHOMY dYaci, ieanbHUIl JJid irop Ta
IHTEPAKTUBHUX IIPOTPAM.

o Blender: 3a0e3neuye THYYKICTb 1 TOTYXXHI IHCTPYMEHTH [IJIi CTBOPEHHS
e(eKTiB B aHIMallli Ta Bi3yai3anii.

e Autodesk Maya: BHKOPUCTOBYETHCS IS CTBOPCHHS CKJIQJIHUX Bi3yallbHUX
e(eKTiB y KIHOTHAYCTPIi.

e 3ds Max: imeanbHO MIAXOAWUTH IS Bi3yalizallli apXiTeKTypu Ta e(eKTiB
B1JI€OIrOp.

Takox, B Unity € Baxxnusi iHcTpyMeHTH A yacTuHOK Unity (VFX Graph)
ta Unreal Engine (Niagara). [lopiBHsIHHS:

VFX Graph — ue cucrema BizyanbHux edekrtiB y Unity, sika J03BOJISIE
CTBOPIOBAaTH CKJIaJIHI CUCTEMM YAaCTUHOK 3a JIOIIOMOTOIO BY3JIOBOTO 1HTEpdeEiicy.
Bona opienToBana Ha poOOTY 3 BUCOKOIIPOAYKTUBHUMU IIaT(GopMamu, TAKUMHU K
PlayStation, Xbox a6o 1K 3 miarpumkoro meiaepiB Ha ocaoBi HLSL (High-Level
Shading Language).

Niagara — 1e cucrema BidyanbHux edekriB y Unreal Engine, sika Takox
BUKOPHUCTOBY€E BY3JI0BUN IHTEpQEIC N1 CTBOPEHHS CKJIAJHUX CHCTEM YaCTHUHOK.
Bona € Oinpmn yHiBepcalbHOI TMOPIBHSHO 31 cTaporo cucremoro Cascade 1
nigrpumye ik CPU, tak 1 GPU oOuncieHHs.

Oo6wuaga inctpymentn — Unity VFX Graph ta Unreal Engine Niagara —
€ MOTYKHUMU pILIEHHSMU JJi cTBOpeHHs cucteM yacTuHOK. VFX Graph Ounbine
OpIEHTOBAaHUN Ha BUCOKOMPOMYKTHUBHI MIATPOPMH Ta CKIagHI e(eKTH, ToAi
sk Niagara npornonye OUIbIy THYYKICTh 1 WIATPUMKY pIi3HUX TUIaT(opm,
BKJIFOYAIOYM MOOUIBbHI mpucTpoi. Bubip Mk HUMM 3al€XKUTh Bl KOHKPETHUX
noTped MPOEKTY: SIKIIO0 BaM MOTPiOHA BUCOKA MPOAYKTUBHICTH i AAA-irop,

Unity VFX Graph wmoxe OyTu Kpamum BHOOpOM, ajie SKIO0 BaKJIUBA
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yHIBEpCalbHICTh Ta iHTerpauis 3 iHmmMMH cuctemamu Unreal Engine, Niagara
CTaHe 17icaTbHUM PIIICHHSM.

CucteMu YaCTHUHOK € BaXJIMBUM IHCTPYMEHTOM Ui  CTBOPCHHS
peanictuuanx npuponuux ssuil y 3D-rpadiri. Unity, Blender, Autodesk Maya Ta

3ds Max npomnoHyoTh YHIKaIbHI MIJIXO0AU 10 POOOTH 3 YaCTHHKAMH.

1.3 InTepakTuBHicTH B 3D-cepenoauinax

CydacHni TexHosorii MmozmenmtoBadHs, Taki sk Unity, Blender, Autodesk Maya Ta
3ds Max, HajaroTh MOXIIMBICTH CTOBIOBAHHS pEANICTUYHUX Ta IHTEPAKTUBAHMUX
3n-iaTepepiB. Big auzaiiny >KUTI0BUX OyAMHKIB 10 KOMEPLUIMHMX MPUMILIEHb, BOHU
JI03BOJITIOTH HE JIMINE Bi3yalli3yBaTh 00 €KTH, a i 3a0€3MeUyI0Th 3pYUHY B3aEMOJIIIO
KopucTyBada 3 HUMU. CTBOpPEHHS 1HTYITUBHO 3p0O3yMLJIOTO Ta €(hEeKTHOTO iHTepdeiicy
JUTSL B3a€MOJIIN 3 3 1-CEpEIOBUIIEM € KIIFOUOBHUM ACIIEKTOM YCIIIIHOTO MPOEKTYBaHHS.

Po3rnsineMo OCHOBHI MeTonu 3a0€3MHYEHHSI B3a€MOJIi  KOpPHCTyBadya 3
3n-iHTEepepaMyd B MOMYJSIpHUX MporpaMHux cepefosuiiax. Sk Blender nanae
IHCTpyMeHTH aHiMauii Ta Hapiramii, a Autodesk Maya ta 3ds Max 3aGe3neuyroTh
TOYHUN KOHTPOJb HaJ OO0’€KTaMU Ta IXHIMH BiacTuBOCTAMH, Unity 103BOJISIE
CTBOPIOBATH IHTEPAKTHBHI CIIEHU 3a JOTIOMOIOI0 CLEHaPito Ta (PI3UKH.

Unity. Iatepdeiic xopuctyBada (Ul) B irpax € HaWBa)XKIMBINIO YaCTHHOIO
IrpoBOTO Tpolecy 1 BizyanbHoro oOpasy. Lle Takox onuH 13 Haille(heKTHBHIIIMX
croco0iB CIUJIKYBaHHS 3 TPABIIMUA Ta KEPIBHHUIITBA HUMU. XyIOXKHUKH 1HTEp(Deicy
KOpPUCTyBadya Ta PO3POOHHKHU I1rOp MOXYTh IIJBHIIUTH CBOK KBamiQiKallio,
HABUMBIIUCH BUKOPHCTOBYBAaTH IHCTPYMEHTH CTBOpPEHHS iHTepdeiicy KopucTyBada B
Unity. V upomy 130-cTOpiHKOBOMY TOCIOHUKY [JIsi XYJOXKHUKIB, IAW3aliHEPIB 1
PO3pPOOHUKIB BU 3HaWJeTe MOpagu Ta HaWKpalll MPaKTUKUA 31 CTBOPEHHS CKIIATHUX
1HTEp(ENCIB 3a T0NOMOIOI0 JIBOX cucteM iHTepdericy kopuctysada Unity - Unity Ul 1
UI Toolkit. JIo ocHOBHMX 00JacTel BXOIATh:

- Ertanu npoexTyBaHHs Ta po3poOKu iHTEpdeicy KoprucTyBadya

- Po0Goui mporecu miAroTOBKH aKTUBIB
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- IIpoexrtyBanns 3a qonomororo Unity Ul ta UI Toolkit

- Crumizauis 3a gonomororo Ul Toolkit

- lpudtu y Unity

Hatikpamuii inTepdeiic kopucTyBada — 11e TOU, SKOTO B HE TIOMIYa€Te.

InTepdeiic kopucTyBaua € BaKIMBOK YaCTUHOIO Oyab-sIKOi Tpu. 3poOiieHO
n00pe, HEMOMITHO Ta aKypaTHO

Brnereni B mporpamy. OpjHak, SKIIO IIe¢ 3pOOMTH TOTaHO, IIE MOXKE
po34apyBaTh KOPUCTYBAUiB 1 BIJIBOJIIKATH BiJl IPOBOTO MPOLIECY.

Haniitauit  rpadiunuit  inTepdeiic kopuctyBaua (GUI) € posmmpeHHsIm
Bi3yaJIbHOI 1/ICHTUYHOCTI TPH.

CydacHa ayauTopid XKajJa€ BUIIYKaHUX, IHTYITUBHO 3pO3YMUIMX TrpadiuyHUX
iHTepdEeiCciB, K1 JETKO IHTErPYIOThCS 3 BauMu OakaHHsMU. HesanexxHo Binx ToroO,
BIJIOOpaXAEThCS JKUTTEBA CTATUCTUKA TIEPCOHAXa YU Tpa CBITOBOI EKOHOMIKH,
1HTEep(eic — 1€ NUISIX TPABLIB JO KJIHOYOBOI 1H(OpMAIIii.

VY Mmipy BIoCKoHaNeHHs 1HTep(delciB KOPUCTYBava 3pOCTa€E i MaliCTEPHICT, 110
CTOITh 3a HUMU. [lu3aiiH iHTep(deiicy KopucTyBaua B OCHOBHOMY 3aJIEKUTh Bij JBOX
THUIIIB CIICIIATICTIB:

Xynoxxuuku Ul: BOHU BOJOAIIOTE OCHOBaMU JU3alHY, KOJIbOPY, hOopMH,
tunorpagdika ta Bepcrka. Ul XyIOXKHHUKH pO3pOOJSIOTH ISl IUIbOBOI
ayauTopii
irpoBuit cBiT. IxXHili momsAA HAa JeTani MOTHBYE iX CTBOPIOBATH
«iJ1ea’bHUI MKCeNbHUIN 1HTEepdEiCc KopucTyBaya.

- Huzaitnepu UX: BOHM AOCHIIKYIOTh TMOBEIIHKY KOPHUCTYBauiB 1 MIKPIII

noTpedu KIHIIEBOTO KOPUCTYBaya.

HNuzaitnepu UX KOHTPOJIIOIOTH, SIK XTOCh B3a€EMOJIIE€ 3 a IU(poBuil NpoAyKT. BoHu
OyqylOTh TIOTOKM HaBirauii 3 HaMmipoM 3pOOHUTH JOCBIJ SKOMOra 3pyYHHUM Y

BUKOPUCTAHHI.
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L1 posi TICHO CHIBOPALIOIOTH Pa30M 3 IHIIMMH XYI0KHHUKaMU Ta AU3aliHEpaMu
2D a6o 3D. Came 3aBAsku Miii criBmparli 3’SBISIOTHCS CHUJIBHINI Ta €(QEKTHBHIIII
1HTEep(eicH KopucTyBaya.

Blender. Metonu mutst ctBopeHHst 3D-iHTep €piB 1 B3a€EMOJIIT 3 KOPUCTYBAYEM
BKJIFOYA€ PI3HOMAHITHI 1HCTPYMEHTH Ta MIIXOAM JUIsl CTBOPEHHSI 1HTEPAKTHUBHUX 1
3pyunux 3D-cuen. Blender, notyxHuuii iHCTpyMeHT miist 3D-moentoBaHHs, aHIMAIIl1
Ta Bi3yami3allii, MPOIMOHYE YHCICHHI MOXJIUBOCTI JJIsi 3a0e3IMeUeHHs B3a€MOJIIT
KopuctyBaya 3 3D-iHTep’epamu.

InTepakTuBHE penaryBaHHs 00'€KTIB

- Gizmo Tools: Blender namgae iHcTpymentu Gizmo UIsl TIepEeMIIICHHS,
oOepranHs Ta MaciiTaOyBaHHS 00'€KTiB y peanbHoMy yaci. Lle mo3Bosnse
KOPUCTYBa4y JIETKO MaHIMYJIIOBATU €JIEMEHTaMU 1HTEp'epYy.

- Pexummu penaryBanns: KopuctyBau Moxke mepeMHUKaTHCS MK peXKUMaMU
Object Mode ta Edit Mode ns penaryBaHHs MOJITOHIB, BEPIIMH Ta pedep
00'€KTiB, 1110 103BOJISIE TOYHO HAJIAIIITOBYBATH JIETaJl 1HTED'EPY.

- Snapping: @ynkuis nputiaryBaHHs (Snapping) A03BOJIIE  TOYHO
po3MilTyBaTd OO0'€KTH BIAHOCHO OJWH OJHOTO, IO € BAKIWUBUM IIPHU
CTBOPEHHI 1HTEP'€PIB.

- AHiMailis Ta IHTEpaKTUBHICTh

- Keyframe Animation: Blender pno3Bonsie crTBOproBarm aHimariii 3a
JIOTIOMOTOI0 KJTFOUOBHMX KajapiB. Hampukian, MokHa aHIMyBaTH pyX JIBEpei,
MeOITiB 200 KaMepHu, 1Moo MoKa3aTy iHTep'ep y AUHAMIII.

- Drivers: [lpaiiBepu [03BOJISIIOTh CTBOPIOBATH 3B'SI3KM MK MapaMeTpaMu
o0'ektiB. Hanpukian, MoxkHa 3poOMTH Tak, MO0 BIAKPUTTS JABEpen
ABTOMaTUYHO BMHKAJIO CBITJIO B KIMHATI.

- Logic Editor: Y nmonepennix Bepcisix Blender 60y noctynuumii Logic Editor
JUIsl CTBOPEHHS 1HTEPAKTHUBHUX CIIEH, aJle B CyYaCHUX BEpCisiX L PyHKIISA
3aMiHeHa Ha OUTBII MOTY>KHI IHCTPYMEHTH.

Blender nHamae pizHOMaHITHI IHCTPYMEHTH ISl B3a€MOJIl KOPUCTyBaya 3

3D-iatep’epamu. Bing iHTYITUBHO 3po3yminoi HaBiramii Ta pemaryBaHHS [0
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CTBOPEHHsI cleHapiiB Ta aHiMmauli, Blender no3Bossie cTBOproBaTu 1HTEPaKTUBHI
dortopeamictuuni 3D-cieHn ans apxXiTeKTypw, au3aiiHy, ocBiTH Tomo. Moro
THYYKICTB 1 OTYXH1 QyHKUIi poOnsaTe Blender wynoBum BuGopom 1i1st po3poOKu
3D-inTep’epiB 3 IHTEPAKTUBHUMHU €IIEMEHTAMHU.

Autodesk Maya. Meronu 3a0e3neueHHS B3aeMOJAIl KOPUCTyBada 3
3D-intep'epom B Autodesk Maya BKJIO4arOTh pi3HI IHCTPYMEHTH Ta MIAXOIH, K1
JI03BOJIAIOTH CTBOPIOBATH 1HTEPAKTUBHI Ta 3py4YHi JJIsi BUKOpPUCTaHHS 3D-crieHu.
Maya, Oyayuyu NOTY>KHUM I1HCTpyMeHTOM uisi 3D-mojentoBaHHs, aHIMalii Ta
Bi3yamizamii, Hamae IMHUPOKI MOXKIUBOCTI I 3a0e3MMeUeHHsT B3a€EMOIl
xopuctyBaya 3 3D-iHTep'epom. OCHOBHI METOAM BKJIIOYAIOTh HAaBIraiioo B
3D-npocTopi 3a JONOMOTOK0 MHUIII Ta TapAYMX KJIaBIll, 110 JT03BOJISIE KOPUCTYBATY
obepraru, MacmTabyBaTH Ta TepeMillyBaThd Kamepy. Maya Takox Hajae
IHTYITHBHI €JIEMEHTH YMPABIIHHS Yy BIKHI NEpErysiay, Taki sIK KHOMKH sl 3MiHU
BUy Ta PEXKHUMH OPTOrOHAJbHOI Ta MEPCHEeKTHUBHOI mpoekumii. Jlus
IHTEPAKTUBHOTO peaaryBaHHsI 00'€KTiB BUKOPUCTOBYIOTHCS 1HCTpyMeHTH (Gizmo,
SIK1 JJO3BOJISIIOTH MEPEMIITyBaTH, 00epTaTy Ta MaciTadyBaTu 00'€KTU Y peaIbHOMY
gaci, a TakoX (QYHKIIis IpUB’3KU (Snapping) 1jisi TOYHOTO PO3MIIMIEHHS 00'€KTIB.
Maya miaTpumye CTBOpPEHHS aHIMAIlld 3a JIOMOMOTOI0 KIIFOUOBUX KaJpiB, IO
JI03BOJISIE aHIMYyBaTU pyX JABeEpei, MeOniB abo KaMepu, a TaKOXK BUKOPUCTAHHS
npaiiBepiB (Drivers) myis cTBOpeHHS 3B'SI3KiB MDK mapameTpamu 00'ektiB. Jlis
aBTOMAarM3aiii 3aBJaHb Ta CTBOPEHHS IHTEPAKTUBHHUX €JIEMEHTIB YMpPaBIiHHS
BuKopucTtoByeTbess Python API, skuii mo3Bossie mucaTu BiacHi CKpuntu. Maya
TaKOX MiJITPUMY€E CTBOPEHHS PEAJICTUYHUX MarepiaiiB Ta TEKCTYp, [0 HAAAIOTh
Bi3yaJbHY 3BOPOTHIN 3B'S30K KOPUCTYBady, Ta PEXUM pPEAIbHOIO Yacy s
Bizyamizamii cuenn. Jjis ekcropty Ta iHTerparii 3 iHmumu miargopmamu Maya
HIATPUMYE EKCIIOPT Y Pi3HI popmaru, Taki sk FBX, siki MoKyTh OyTH BUKOpUCTaH1
B 1HIMX mOporpamax abo irpoBux pyusix. Kpim Toro, Maya no3Bosse
HaJAIITOBYBAaTH 1HTEpQENC MiJ KOHKPETHI 3aBIaHHs, CTBOPIOBATH BJIACHI MaHENI

Ta MEHIO JJIsl IBUIKOTO JOCTYITY /10 YaCTO BUKOPUCTOBYBaHUX (YHKIIN. 3aBISIKU
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UM 1HCTpyMeHTaM Maya € MOTYXHUM DIIIeHHSM 751 CTBOPEHHS 1HTEPAKTUBHUX
Ta peanictuunux 3D-iHTEp'epiB.
3ds Max. Metoau 3a0e3neueHHs B3aeMO/Iii kopucTyBaya 3 3D-iHTep'epoM B
3ds Max BKIJIFOUalOTh Pi3HI IHCTPYMEHTH Ta MiAXO0H, SIKi JO3BOJISIIOTH CTBOPIOBATH
IHTepaKTUBHI Ta 3pydHi g BukopucTaHHs 3D-cuenu. 3ds Max, Oymyuu
NOTY>KHUM 1HCTpyYMEHTOM 1jisi 3D-MoentoBaHH, aHIMalli Ta Bi3yasi3allli, HaJlae
IITUPOKI MOMIIMBOCTI JIJIs 3a0€3MeUeHHs B3aeMOIii KopucTyBaua 3 3D-iHTep'epom.
OcHOBHI METOJM BKJIIOUAIOTh HaBiraiito B 3D-mpocTopi 3a 10MOMOro0 MUII Ta
rapsyux KJIaBill, O[O0 JO3BOJSE KOPUCTYBady oOepTaTH, MaciiTaOyBaTH Ta
nepeMinryBatu kamepy. 3ds Max Takok HajJae iHTYITHBHI €IEMEHTH YIPABIIHHS y
BIKHI MeperIsay, Takl K KHONKH JUIS 3MIHM BUIY Ta PEKUMHU OPTOTOHAIBHOI Ta
NEPCIeKTUBHOI  Tpoekiii. JIjs  1HTepaKTMBHOTO  peAaryBaHHA  OO0'€KTiB
BUKOPUCTOBYIOTHCS IHCTPYMEHTH TpaHchopmallii, K1 J03BOJISIOTH MEPEMIIIyBaTH,
oOepraru Ta MacmTaOyBaTh OO'€KTHM y pEaJIbHOMY 4Yacl, a TaKoK (QyHKIIS
nputsaryBanHs (Snapping) st TO4HOro po3MimieHHsT 00'ekTiB. 3ds Max
HOIATPUMY€E CTBOPEHHS aHIMAlllil 3a JOMOMOTOI0 KIIOYOBHMX KaJpiB, IO J03BOJISE
aHIMyBaTH pyX JIBepei, MeOIiB ab0 KamepH, a TaKOXK BUKOPUCTAHHS KOHTPOJIEPIB
(Controllers) nnst cTBOpeHHsS 3B'sA3KiB MDK mapameTpamMu 00'ekTiB. Jlms
aBTOMaTHu3allli 3aBJAaHb Ta CTBOPEHHS 1HTEPAKTUBHUX €JEMEHTIB YIpPaBIiHHS
BUKOPHUCTOBY€EThbCSI MaxScript, IKuil 103BOJIsI€ MHUcaTy BiIacH1 ckpurntu. 3ds Max
TaKOX MIJITPUMY€E CTBOPEHHSI PEAJICTUYHUX MarepiaiiB Ta TEKCTYp, 10 HaJAAal0Th
Bi3yaJIbHy 3BOPOTHIN 3B'S30K KOPUCTYBady, Ta PEXUM pEaIbHOTO Yacy IS
Bi3yasi3ailii crieHu. JJist ekcropty Ta iHTerpartii 3 iHmuMu miargopmamu 3ds Max
HOIATPUMYE €KCIOPT Yy pi3Hi popmatu, Taki ik FBX, siki MOXyTh OyTH BUKOpPUCTaH1
B 1HIMMX mporpamax abo irpoBux pymrisx. Kpim toro, 3ds Max mo3Bossie
HaJIAINTOBYBAaTU 1HTEep(deic M KOHKPETHI 3aB/IaHHs, CTBOPIOBATH BJIACHI MaHENI
Ta MEHIO JJIsl IIBUKOTO JTOCTYITY JO YaCTO BUKOPHUCTOBYBAHUX (DYHKIIIH. 3aBISIKU
muM  iHCTpyMeHTaM 3ds Max € TMOTYy)KHUM pIIIeHHSIM JJii  CTBOPEHHS

IHTEPAKTUBHUX Ta peanicTuyHux 3D-iHTep'epis.
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BucHoBoOK 10 po3aiiy:

[IpoBenenuii aHami3 JiTeparypu JJO3BOJIUB OKPECIUTH CY4YacHHM CTaH
TEXHOJOTIH, 10 JIeKaTb B OCHOBI CTBOPEHHs 1HTEepakTUBHHX 3D-iHTep'epiB 3
pEaiCTUYHUMH  BidyadbHUMHU edekrtamu. Po3misg mpoBiAHMX MPOTpaMHUX
3aco0iB 3D-moznentoBanns, Takux sk Unity, Blender, Autodesk Maya ta 3ds Max,
BUSABHUB iXHI MOTY>XHI MOXJIUBOCTI JUIsl CTBOPEHHS JETAI30BAHUX TPUBUMIPHUX
CIIEH Ta IHTEpaKTUBHUX eleMeHTiB. [Ipu 1boMy, KOXEH IHCTPYMEHT Ma€ CBOi
0COOMBOCTI Ta MepeBary, 1o BU3HAYAIOTh HOTO 3aCTOCYBAaHHS B Pi3HUX chepax —
BiJ] IrPOBOI 1HAYCTPIl Ta apXiTeKTypHOI Bizyasizaiii 10 KIHO Ta OCBITH.

AHani3 MEeTOIB TEKCTypyBaHHS Ta OCBITJICHHS MiJIKPECIUB IXHIO KIIOUOBY
poiib 'y JOCSTHEHH1 (oTopeanizMy BIpTyalbHUX 1HTEp'epiB. 3acTOCYyBaHHS
npuniumniB Physically Based Rendering (PBR) Ta TexHik ro6aibHOT0 OCBITICHHS
€ HEOOX|IHUMHU JJIsI CTBOPEHHsS MarepiajliB Ta CBITJIOBUX CIIEHApIiB, IO
MaKCUMaJbHO HAOIMKEH1 10 PEaJbHOCTI.

Po3rnsim cucteM 4acTMHOK y KOMITIOTEpHINM rpadilll MiATBEPAUB iXHIO
€(DEeKTHBHICTh Y CUMYJIAIT CKIQJHUX MPUPOTHUX SBUIII, TAKUX SK JTUM, BOTOHb Ta
Bona. [lopiBHsuibHMiA anani3 iHCTpyMeHTiB VFX Graph (Unity) Ta Niagara (Unreal
Engine) BuUSBUB iXHIO TOTYXHICTh Ta THYYKICTh y CTBOPEHHI JIMHAMIYHUX
BI3yaJIbHUX €(EKTIB, OPIEHTOBAHUX HA P13HI NOTPEOU MPOEKTIB Ta IIIATHOPMH.

AHani3 MeToiB IHTepakTUBHOCTI y 3D-cepenoBuiax mokasasB pi3HOMaHITHICTh
MIIXO0MIB 70 3a0€3MEeUeHHs] B3a€MOJli KOPHCTyBaya 3 BIpPTyaJbHUM MPOCTOPOM.
Buxopucranus ¢Gi3UYHUX CUMYIALIA € BaXIMBUM (DAKTOpPOM ISl M1IBUILCHHS
peaNiCTUYHOCTI ITi€i B3aeMOJIl, JAO3BOJISIIOUM O0'€KTaM Ta YaCTUHKAM ITOBOJAUTHCS
OUIBIL TPUPOAHO.

HaykoBi pe3yabraTu po3aily BKJINYAKTh:

- Cucremaru3oBaHUil ~ OIS~ CyYacHMX  IporpaMHUX  3aco0iB s
3D-MonentoBaHHS 1HTEP'€PIB TA IXHIX KIOYOBUX XapaKTEPUCTHK.
- Y3aranbHEHHS OCHOBHHUX METOJIB TEKCTypyBaHHs (3 akieHTtom Ha PBR) Tta

OCBITNICHHA (BK/IIOYAlOUM IMI0OajdbHE Ta JWHAMIYHE OCBITICHHS) IS

JOCSTHEHHS BUCOKOTO PIBHA Bi3yasizarlii.
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- Onuc npuHUUIIB poOOTH CUCTEM YaCTHHOK Ta aHadl3 IXHHOTO 3aCTOCYBAaHHS
JUTSI CUMYJISITIIT TIPUPOJTHUX SIBUIIL.

- TlopiBusanbHa xapakrepuctuka iHcTpyMeHTiB VFX Graph (Unity) ta Niagara
(Unreal Engine) nist CTBOpEHHS CHCTEM YaCTHUHOK.

- Knacudikariss ocHOBHUX METO/IIB 3a0€3TICUCHHS IHTEPAKTUBHOCTI KOPUCTYBaya
3 3D-i"Tep'epamu Ta OOIPYHTYBaHHS pouil (PI3SUYHUX CUMYISLIN Y MIJBULIEHHI
peaizMy B3aeMOii.

- IIpakTu4Hi pe3yJbTaTH PO3aijly BKIKYAKTh:

- Ommsim  mepeBar Ta  HENOJNIKIB  PI3HMX  MPOrpaMHUX — 3aco0iB s
3D-MmonentoBaHHs, IO MOXKE JOMOMOITH y BHOOpP1 I1HCTPYMEHTapito Jis
KOHKPETHHX MTPOEKTIB.

- BusHaueHHS KJIIOUOBMX TEXHOJIOTIM Ta METOJIB, Ha SIKI CJiJ 3BEPHYTH yBary
IpU CTBOPEHHI pEaJiCTUYHUX BI3yalbHUX €QEeKTIB Ta I1HTEPaKTUBHUX
3D-inTep'epis.

- CdopmoBane po3yMiHHA MOXJIMBOCTEH Ta OCOOJMBOCTEH BHUKOPHUCTAHHS
CUCTEM YACTHHOK Y PI3HUX ITPOBUX PYIIisX.

- BusHaueHHS OCHOBHMX MIAXOAIB 10 PO3POOKH IHTYITHBHO 3pO3yMUIMX Ta
e(eKTUBHUX MEXaHI3MIB B3aEMO/IIi KOPHUCTyBaua 3 BIPTYyaJIbHUM CEPEIOBHUIIIEM.
Takum 4rHOM, TPOBEACHMIA OIS JTITEpATypH 3aKJIaB TEOPETUUHY OCHOBY JIJISt

MOJABIIOTO JOCHIKEHHS, OOrpyHTyBaB BHOIp pymris Unity mis mpakTUYHOT
peaiizailii IpOEKTy Ta BU3HAYMB KIIIOYOBI ACMEKTH, SIKI HEOOX1JHO BpaxyBaTdh NpH
po3podui iHTepakTuBHOTO 3D-iHTEp'epy 3 peaniCTHUHUMU Bi3yalbHUMHU €(PeKTaMH,
30KpeMa MpU CTBOPEHHI CHUCTEM YACTHUHOK JUJIS IMITallii BOTHIO Ta BOJW, & TAKOX

MEXaH13MiB B3a€MOIi1 3 eJIEeMEHTaMU 1HTEp'epy.

2 OBIPYHTYBAHHA I BUBIP METOIB JOCIIIKEHHA

2.1 Bubip naardgopmu 1 po3pooku
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s intepaktuBHUX 3D-1HTEep'epiB s Hagana nepeBary Unity, xo4a Takox € il
1HII1, TeX 1iKaBl iardopmu, Taki sk Unreal Engine.

O6unsa pyurii, Unity ta Unreal Engine, € moTy>)xHUMU 1HCTpyMEHTaMU JJIs
CTBOpPEHHs 1HTepakTMBHUX 3D-iHTEep'epiB, ajne MarOTh pPi3HI CHJIBHI Ta CadKi
CTOPOHH, K1 CJI1JI BpaxOByBaTH IpU BUOOPI.

AJe Bce X, OCh IIepeBaru Ta HEJOIIKU KOXKHOTO.

Unreal Engine

IlepeBaru:

- BucokosikicHa rpadika Ta peanictuyHa Bizyamizauis: Unreal Engine Bigzomuii
CBOIMH PO3IIMPEHUMH MOXKIIMBOCTSIMU DPEHIEPHUHTY, 30KpeMa BUIATHUMU
TEXHOJOTISIMA, TaKUMHU SK JIIOMEHU (AWMHAMIYHE TIOOandbHE OCBITICHHS) 1
HaHITH (BIpTyalli3oBaHa reoMeTpis MikporodiroHis). Ile go3Bonse orpumaru
Iy’K€ peajiCTUYHY Bi3yali3allilo IHTEp €py 3 JE€TaJbHUM OCBITICHHSM,
MarepiajlaMy Ta TEOMETPIEIO.

- IloTyxH1 1HCTpyMEHTH aJid apxiTekTypHoi Bizyamizaimii (ArchViz): Unreal
Engine npononye crnerianizoBaHi IHCTPyMEHTHU Ta IUIariHy, Taki Ak Datasmith,
s imMmopty gaHux 13 mporpam CAD Tta BIM, cnpomryroun pobouuit mpoiiec
JUTSL apXITEKTOPIB Ta IU3ailHEPIB THTEP €PIB.

- Blueprints (Bi3yanpHe mporpamyBaHHS): CHCTEMa Bi3yallbHUX CIICHApIiB
Blueprint poOuTh MexXaHi3M HOCTYIHUM JJI KOPUCTYBauiB 0€3 NIMOOKUX 3HAHb
porpaMyBaHHsI, JO3BOJISIOYH iM CTBOPIOBATH IIBHJIKI B3A€EMOII.

- Benuka cninbHOTa Ta puHOK akTHBiB: Unreal Engine Mae akTHUBHY CHUIBHOTY
Ta BEJIMKUHA PHUHOK BHUCOKOSKICHUX 3D-Mmoneneil, marepiaiiB Ta I1HIIUX
pecypciB, sIKi TPUCKOPSTH Bally po3poOKy.

-  Henmomniku:

- Buma kpuBa HaBuaHHS: 1HTepdeic 1 cknannictb Unreal Engine MoxyTh OyTu
CKJIaJIHUMHU JIJISI HOBAuKiB MOpiBHsIHO 3 Unity.

- Bumi cucremui Bumoru: Unreal Engine morpeOye mOTyX HIIIOTo anapaTHOTO

3a0e3MneueHHs ISl TOCATHEHHS MaKCUMAIIBHOI SIKOCTI Tpadiky.
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Benukuii macmrad mnpoekty: mnpoektd Unreal Engine 3a3Buuail MaroTh
BEJIMKUI MacmTad 3aBJsKu 0ararboM BOYZOBaHUM (DYHKIIISIM 1 BUCOKOSIKICHUM
pecypcam.
Hamucanns crnienapiiB C++: ckiIagHiI 3aBIaHHS MOXYTh BHMAaraTé 3HAHHS

C++.

Unity

ITepesaru:

HMoro nerko ocBoitm Ta BuKOpucTOByBaTH. ImTepdeiic Unity BBakaeThcs
IHTYITHBHO 3PO3YMIUJIUM 1 IPOCTUM y BUBUEHHI, 0COOJIUBO JIJIs1 HOBAYKIB.
I'HyukicTh 1 yHiBepcasibHICTh: Unity miATpUMY€E IIMPOKUNA CHEKTP IUIaT(Hopm
(TIK, mo6ineHi mpuctpoi, VR/AR) 1 migxomuTs s 6ararbox pi3HUX THUIIIB
IIPOEKTIB, BKJIIOUAIOUX 1HTEPAKTUBHI 1HCTAJIALII Ta CUMYJIALII.

Benuke Ta aktuBHe cxoBuille akTtuBiB: Unity Asset Repository mpomnonye
MIUPOKUIA crieKTp pecypceiB (3D-momeni, ciieHapii, IHCTpyMEHTH).
CkpunrtyBanng Ha C#: C# € OUIbII TOCTYMHOIO MOBOIO IIPOrPAMYBAHHS, HIX
C++, 10 mosternrye po3poOKy IHTEpaKTUBHUX (DYHKITIH.

[IIBuaka iteparist Ta po3poOka: mpoctuit podouunit mporec Unity mo3Bosisie
IIBUIKO CTBOPIOBATH MPOTOTHUITN Ta 3MIHIOBATH MPOEKTH.

Henoniku:

[ToTeHuiitHo HuWXk4Ya Bi3yallbHa SKICTh "3 KOpoOku'": [l JOCSATHEHHS
doropearmicTuaHux pe3ynbrariB 'y Unity MoXxe 3HAIOOUTHCS OilbIIe 3yCHIIb
I0JI0 HaJaIlTyBaHb OCBITJICHHs, MaTepiajiB 1 BUKOPHCTAaHHS CTOPOHHIX
IJIariHiB.

EdexTuBHICT, y BENMMKUX 1 CKJIAJHUX MPOCKTaX: Ay>KE BEIWKI Ta JeTajbHI
IPOEKTH MOXYTh NOTPeOyBaTH 3HAYHUX YIOCKOHAJIEHb, 11100 3a0e3meduTu
0e3nepeOiitny podoty Unity.

JIist ckiagHUX MaTepialiB CHUCTeMa MarepialliB MOoke OyTH He I1HTYiTHMBHO

3posymuioro. He3Bakaroun Ha Te, mo Unity Mae KpeaTUBHHI peaakKTop,
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CTBOPEHHSI CKJAQJHHUX WIEHAEpIB 1 KpPeaTUBHUX BI3yaJlbHUX €IIEMEHTIB MOXE
OyTHu He TakuM 3pydHuM y nopiBHsHHI 3 Unreal Engine.
[Ipuunna, domy BuOpama Unity nans po3poOku sik 3D-4acTUHOK, Tak 1
IHTEPAKTUBHUX 1HTEP €PIB y IIbOMY IPOCKTI, MOJISITaE B 0ararbox mepeBarax,
K1 1Iel MEeXaHi3M IIPOTIOHYE B 000X cepax.
I'nyuyka Ta mory:kHa cucrema yactuHok (Particle System):
BOynoBanmii BidyaneHuil pemakrtop: Unity Mae I1HTYiTUBHO 3pO3yMUIHN
pPEeNaKkTOp CUCTEMH YaCTHHOK, SIKWH JO3BOJISIE CTBOPIOBATH Bi3yalbHO CKJIATHI
epexktn 0e3 HEoOXITHOCTI JEeTaldbHOrO mporpamyBaHHs. Jlerko perymroiTe
pI3H1 MapaMeTpH, Taki IK BUITPOMIHIOBaHHS, (hopma, po3Mip, MBUAKICTE, KOJIp,
TPUBATICTh )KUTTS, 00EPTaHHS, CUJa TSKIHHSL.
MonynpHa apxiTekTypa: cucteMa yacTuHOK Unity moOymoBaHa Ha MOIYIbHIN
OCHOBI, TOMY BH MOXETE€ MOEJHYBAaTU Pi3HI MOIYJ1, 00 JOCATTH 0a)KaHOTO
edekry. Lle mae Bam BENHMKY T'HYYKICTh 1 MOXJIMBICTh CTBOPIOBAaTH YHIKaJIbHI
Bi3yasbH1 €(hEeKTH.
[IporpamoBaHuii KOHTPOJB: sl OUIBIN CKJIAQIHUX 1 JAUHAMIYHUX €(EeKTiB
gyactuHok Unity Hamae APl s kepyBaHHS CHCTEMOIO YacTHHOK 3a
nornomororo crieHapiiB C#. Ile mo3Bossie pearyBaty Ha Moii B rpl, 3MIHIOBAaTH
napamMeTpHu YaCTUHOK y peajJbHOMY Yaci Ta CTBOPIOBATH IHTEPAKTUBHI €(DEKTH.
Ontumizanis: Unity Hamae 1HCTpyMEHTH Ta (PyHKINT JJIsT ONTHUMI3AIlli Bamnux
CUCTEM YacTHUHOK. L[e BayKIMBO AJIS MiATPUMKHU O€340TaHHOI MPOTYKTHBHOCTI,
O0COOJNMBO B CKJIATHUX CIIEHAX 3 BEJIMKOIO KUTHKICTIO YAaCTHHOK. By moxkeTe
KOHTPOJIIOBAaTH  KIJIBKICTh YaCTHMHOK, BuUKopucTtoByBath LOD  (piBeHb
JeTaizalii) 1 3aCTOCOBYBATH Pi3HI METOAM Bi3yaJi3allii.
[HaTerpamiss 3 IHIIMMH CHUCTEMaMH: CHCTeMa dYacTHHOK Unity Oe3moraHHo
IHTETPYETHCS 3 1HIIMMHU KOMIIOHCHTaMU JIBUTYHA, TAKUMU SK (i3uKa, aHIMAIIis
Ta ayJ10, Il CTBOPEHHSI CKJIAIHUX BI3yaJbHUX 1 3BYKOBUX €()EKTIB.
3py4Hi iHCTPYMeHTH /ISl CTBOPeHHSA Ta B3aemofii 3 3D inrep'epammu:
[aTyiTBHO 3po3yminuil pemaktop cueH: Unity Hajnae Bi3yallbHHM penakTop,

SKUW JTO3BOJISIE JIETKO PO3MIITyBaTH, 00epTaTH, MaciTalyBaTu Ta pefaryBaTh
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3D-00’e€KkTH, BKJIIOYAIOUM €JIEMEHTU I1HTep’epy (MeOmi, CTIHW, MIIJIO0TH,
IPUKPACH TOIIIO).

- Iloryxna cucrema MarepiamiB 1 ocBimieHHA: Unity 103BoJIsIE CTBOPIOBATH
Bi3yaJbHI IIEAepH 3a JOMOMOTOI0 CTaHAapTHUX mekaepiB ado Shader Graph
JUIS CTBOPEHHS peayiCTUIHUX MarepiaiiB. CucTeMa OCBITICHHS MIATPUMYE SK
cTaTuyHe (BUIIIYKA), TaK 1 AMHAMIYHE OCBITJICHHS. e Ba>KIMBO J1s1 CTBOPEHHS
armocdepu iHTED'€EpY.

- ®i3uuHa cucrema: BOynoBaHa ¢izuuHa cuctema Unity (PhysX) mo3Boisie sierko
JOJaTH 1HTEPAKTHBHICTh IO €JEMEHTIB 1HTEp €py, TaKWX SIK JBEpi, IO
BIJIKPUBAIOTHCS, PYXOMi 00’ €KTH Ta IMITallisl MaJiHHSA 00’ €KTIB.

- Amnimaris: Unity Hajgae pi3HOMaHITHI IHCTPYMEHTH Uil aHIMalii BHYTPIIIHIX
00’€KTiB, BKJIFOUAIOYU TOKAJIPOBY aHIMAIlil0, aHIMAIlIF0 Ha OCHOBI CIUTAMHIB 1
CHUCTEMY aHIMaIlli JyIs KepyBaHHS CKJIaJHUMU aHIMAIIMHUMU CUTYaIlisSIMH.

- InTepdeiic kopuctyBaua (iHTEpdeilc KOpHCTyBaua): BHYTPIIIHS CHCTEMA
NOJIOTHA 1HTep(eiicy KopucTyBada, KHOMKHU, TOB3yHKH, 1HAUKaTOopu Toio. Lle
JT03BOJISIE CTBOPIOBATH 1HTEPAKTHBHI €JIEMEHTH KEpyBaHHS JJIsi B3aeMOJIl 3
BHYTPIIIHIMHU €JIEMEHTaMH, TaKuMu sK. e BaxmmBo st peamizaitii QyHKITiH
B1JI0Opa)kKeHHSI, HAJAIITYBaHHS a00 B3aEMOJIIT 3 00’ €EKTOM.

IIpoBenennii HaMu aHaJdi3 JeMOHCTpPYe, mo came Unity € xopomum
BHOOPOM /)11 KOMOiHALIT YaCTMHOK Ta iHTep’€py:

- YuiBepcanbHicTh: Unity — 11€ yHIBepCcaJIbHUN MEXaHI13M, SKUN MIAXOIUTH IS
CTBOpPEHHS Bi3yalbHHX €(EKTIB (YaCTHHOK) 1 pPO3pOOKH 1HTEPAKTHUBHHX
3D-cepenoBuin (iHTep’epiB). He moTpiOHO BUBYATH IBa PI3HUX JIBUTYHA.

- Imrerpaumis: yci iHcTpymeHTH Ta cuctemMu Unity noOpe IHTErpoBaHi OJUH 3
oqauM. CuHcTeMH YacTHMHOK JIO3BOJISIIOTH JIETKO Bi3yallidyBaTu e(exTu
B3a€MOII1 B MPUMIIICHH1 (I, OJyM’s1) a00 cTBOproBaTH arMoc(depHi edheKkTr
(o111 3a BIKHOM, JIUM 3 KaMiHa).

- TlpoaykruBnicth: Unity Hamae AOCTaTHBRO I1HCTPYMEHTIB I ONTHUMI3allii
BIJITBOPEHHS] YAaCTUHOK 1 CKJIAJHOI BHYTPIIIHBOI F€OMETpIi AJisi TOCATHEHHS

MPUIHATHOT MPOXYKTUBHOCTI HA BCIiX MIargopmax.
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BpaxoBytoun 11 nepearu, Unity € oOrpyHTOBaHUM Ta €()EKTUBHUM BHOOpPOM

U TIPOEKTY, 110 MOEAHYE PO3pOOKYy ckiagHuX 3D-yaCTMHOK Ta IHTEPAKTHUBHOIO
3D-intep'epy, HajawYM po3poOHHUKAM THYYKI THCTPYMEHTH Ta LIMPOKI MOXKIMBOCTI

JUIS peastizallii CBOiX i7eH.

2.2 Peasizanisl cMcTeMHM YaCTHHOK

CumyJisillisi CTBOPEHHsS BOTHIO.
JletanbHi poOOTH Ta HaNAIITYBaHHS MOAYJIIB
Emission:
- Rate over Time: BcraHoBiieHO 3HaU€HHS, 1110 KOHTPOJIIOE KIJIbKICTh YACTUHOK,
K1 BUIIYCKalOTbcA 3a cekyHay. Jis Borato 1e 20.
- Bursts: /lomano kinbka cnanaxiB (Bursts) 3 BUIagkoBUM 4acoM Ta KUIBKICTHO

YaCTUHOK /IS IMITallll HEPIBHOMIPHOI'O TOPIHHS.

Probakility

List is Empty

+

Puc.1. KiabKicTh YaCTUHOK 3a CEKYHIY

Shape:
- Shape: Bubepano Cone. Cone BUKOpUCTaHa J1Ji1 OCHOBH TOJTyM'sl.
- Radius: Hanamrryiite po3mip ocHoBu nonym'st — 0.5.

- Emit from: 3a3Buuyaii Base.
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Cone

Emit from:

Puc.2. Po3mip nomym’s

Velocity over Lifetime:
Linear Velocity: 3amano HampsiMOK pyxy Bropy mo oci Y. JlogaHo HeBenuki
BUIIQJIKOBI 3HAYEHHS MO OCsAX X Ta Z I CTBOPCHHS XAaOTHYHOTO PYXYy.

Buxopucrtano kpuBi i 3MIHH IIBUAKOCTI TMPOTSITOM >KUTTS YACTUHKH

(CTIOBLITLHEHHS JOTOPH).

Puc.3. Hanpsamok nomym’st

Color over Lifetime:
CTBOpEHO TPaJiEHT KOIbOPIB, IO MEPEXOJUTH BiJl IOMAPAHYEBOIO HA MOYATKY
KUTTS YaCTUHKU JI0 TEMHO-YEPBOHOTO Ta Maie Mpo3oporo B KiHmi. JlonaHo

BUIIJIKOB1 Bapialii KoJpopy Ha novarky xuTTs (Start Color).

- Color over Lifetime

Puc.4. Konip monym’s

Size over Lifetime:



34
- 3agaHo KpHUBY, SIKa IOKa3ye€ 3MIHY PO3MIPY YACTHHKM HPOTATOM 11 JKUTTS.
3a3Buyail Mmoyym'ss pO3UIMPIOETHCS HA IOYATKy 1 MOXKE 3MEHIIYBAaTHUCS [0

KiH1. Jlomano BUMaaKoBHi mouaTkoBuid po3Mip (Start Size).

Lifetime

Curve

Random Between Two Constants

Random Between Two Curves

Puc.5. HanmpsiMok yacTUHOK

Rotation over Lifetime:

- Jlomano HeBenuKy mBHUIKICTH 00epTanHs mo oci Z (Angular Velocity).

Constant
~  Curve
Random Between Two Constants

Random Between Two Curves

Puc.6. IIBUAKICTE YaCTUHOK

Renderer:
- Render Mode: Billboard
- Material: CtBopeno marepian 3 agautuBHUM blending mode Ta Tekcrypa

noyiyM's. YBiMmkHeHo Soft Particles aJist miiaBHOTO 37UTTS 3 T€OMETPIEIO.

~ Renderer

Billboard
1
) fire

Mone

Puc.7. Texctypa nomnym’s
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PeasicTUYHICTH BOTHIO:

HepiBHomipHicTs: Bukopucrano 3HaueHnns aisa Rate over Time, Velocity, Size
ta Color.

3MmiHa KoibOpy: I'pamieHT BiJ SICKpaBHX J0 TEMHHUX BIATIHKIB 1 MPO30POCTi
CTBOPIOE BIAUYTTSI rapsiu0ro ra3y, 0 OXOJIOIKYEThCS.

Pyx Bropy 3 xaoruunictio: KomOiHaris JiHIMHOI MIBHAKOCTI BroOpy Ta
BUITQJIKOBUX BIAXUJICHb POOUTH TIOTYM'S JKHBHUM.

Cmanaxu: Perymsipai Bursts 1ogaroTs quHaMIKH.

Cumyusiuis epexry Iumy Bix kamina.

JleTanpHi poOOTH Ta HAJAIITYBAHHS MOYJIIB:

Emission:

Rate over Time: BcTraHoBI€HO BiITHOCHO HEBEJIHMKE 3HAYEHHS, 1110 TTPEACTABIISE

MOCTIMHUH TOTIK JUMY.

~" Emission

e over Time

ver Distance

Puc.8. [ToTik numy

Shape:
Shape: Bu6epano Cone. Cone BUKOpHUCTaHa Jisl OIBII PO3CITHOTO AUMY.
Radius: HanamroBano po3mip BuxigHoi oonacti aumy — 0.5.

Emit from: Base.
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(9]

1]

1

Random

pread 0

Emit from: Base

Puc.9. Po3mip numy

Velocity over Lifetime:
Linear Velocity: 3amaHo HeBeNMKY IIBHJIKICTH pyXy Bropy mo oci Y. Jlomano
HEBENUKI 3HAYEeHHS MO OciX X Ta Z Uil pO3CIIOBaHHA IUMY. 3MEHIICHO

IIBUJIKICTB 3 4YaCOM 3a JIOTIOMOT'OI0 KPHUBOI.

Puc.10. HIBuakicts AuMy

Color over Lifetime:
CTBOpEHO TpajilEHT KOJIbOPIB, IO NEPEXOIUTH Bil TEMHO-CIPOTO JI0 IIPO30POTo

B KiH1ll. /lomano Bunaakouii mouatkoBuid komip (Start Color).

~ Color over Lifetime

Puc.11. Knip numy

Size over Lifetime:
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- 3aJaHo KpUBY, SIKa MMOKa3ye 30UIbIICHHS pO3MIPY YACTUHKH IPOTATOM ii KUTTH,
IMITyIO4M PO3IIMPEHHS Ta PpO3CifoBaHHA auMmy. JlogaHo BUIAIKOBUM

noyaTkoBUii po3Mmip (Start Size)

~" Size over Lifetime

Puc.12. Pyx numy

Rotation over Lifetime:

- Jlomano HeBenuKy mBHUIKICTH 00epTanHs mo oci Z (Angular Velocity).

~ Rotation over Lifetime

Separate Axes

Anagular Velocity

Puc.13. llIBuakicte qumy

Renderer:
- Render Mode: Billboard.

Material: CtBopeHo Marepiai 3 HamiBnpo3opuM blending mode ta TekcTyporo

My (K1yOok). YBimkHeHo Soft Particles.

~" Renderer
Billboard
1
% npae

Mone

Puc.14. Marepian aumy

Gravity Modifier:
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- 3aga”Ho HeBenamke Big'emMHe 3HadeHHA -0.1 mag imitamii JIETKOI CHUIH, IO

iIHIMA€E TUM BIOPY.

ity Modifier

Puc.15. ImiTamisg cunu

LifeTime:

- BcranoBneHo AOCTaTHbO JOBTUM Yac KUTTS YACTUHKH, 100 AWM BCTUT
poscistucs. Jlonano BUnaakoBicTh 10 yacy xkuTTs (Start Lifetime).
PeajiicTuuHicTh 1UMY:

- TloBuibHMII pyx Bropy 3 po3scitoBaHHsSM: HeBenuka MIBHIAKICTH Bropy Ta
BUIIAJIKOBl BIJXWJICHHS CTBOPIOIOTH TUTABHUH MigiioM. 30UTBIICHHS PO3MIpY
YaCTHHOK 3 YaCOM IMITY€ PO3CIIOBaHHSI.

- 3MiHa koibopy A0 mpo3zopocti: [loctynoBe 30miHEHHS AUMY POOUTH HOTrO
MEHII IIIJIbHUM 3 YaCOM.

- M'ske 3HUKHEeHHs: BukopucranHus HamiBmpo3oporo matepiany Ta Soft Particles
3a0e3mneuye MIaBHE 3JIUTTS 3 OTOYCHHSIM.

- Bunagkosicth: [logaBaHHS BUIAIKOBUX 3HAYE€Hb JO IMIBHJKOCTI, pO3MIpYy Ta

qacy XKUTTS pOOUTH UM OLIbII MPUPOTHUM.

Puc.16. Borous B kaMiHi
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CumyJasinis epeKkTy BOAH, 10 JUIETHCS 3 AYIIY KPamIsMH
JleTanbHi poOOTH Ta HAJAIITYBaHHSA MOYJIIB:
Emission:
- Rate over Time: BcraHoBineHO 3HaYeHHSA, 10 KOHTPOJIIOE MIUIBHICTH MOTOKY

Kparielib, Jj1sl 0akaHO1 IHTEHCUBHOCTI JTyIITY.

Count C Interval

Puc.17. lllinpHICTH TOTOKY

Shape:
- Shape: Bukopucrano Box. ImiTye Bumisn kparens, Ay OUTbIIT PIBHOMIPHOTO
TIOTOKY.

- Radius: HanamroBano po3mip 00acTi, 3 SIKOi BUITYCKAIOTHCS Kparuii.

- Emit from: Volume

Box
Volume

EdMNone (Texture 20D)

Puc.18. Bun kpanenb

Velocity over Lifetime:
- Linear Velocity: 3amaHo moudaTkoBy MIBHAKICTH BHM3 1Mo oci Y. JlomaHo

HEBEJIMKI 3HAUYCHHS 10 0CsX X Ta Z JUIsl pO37hOTY Kpameib.
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~ Welocity over Lifetime

Puc.19. Ilotik kpamnenb

Color over Lifetime:

- Komip cipuit 3 mpo3zopictio Start Color.

~ Color over Lifetime

Puc.20. Komnip xpanensb

Size over Lifetime:

- 3ajaHo HEeBEJIUKUH MOCTIHUMN po3Mip Kpameib Start Size.

Renderer:
- Render Mode: Mesh.
- Material: CrBopeHo mnpo3opuil marepiaj 3 HEBEIMKHUM 3HAUYE€HHsSIM specular

highlight nns imitamii BigomuckiB. Bukopucrano ctangaptauii blending mode.

~' Renderer

Billboard
1
& Default-Particl

Mone

Puc.21. Marepian kpareinb

Gravity Modifier:
- 3amaHo mo3uTHBHE 3HaYeHHs 0 IS IMITAIll CUIIM TSOKIHHS, 10 TATHE Kparuii

BHM3.
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3D Physics

Puc.22. ImiTanist TSOKIHHS Kpareb

Limit Velocity over Lifetime:
- Takoxx BUKOpPUCTAHO OOMEXKEHHS MAKCUMAaJbHOI IIBUAKOCTI
MaJIIHHS Kpareb.
- Collision: Yeimkueno moaynb Collision Ta HanmamroBano Planes
ak tan komisii. Ilpusnaueno map (Layer) ang 00'ekTiB, 3 sIKUMHU
MMOBWHHI 31 TOBXYBAaTHCs Kparuii (Tmigiora BagHoi). HanamroBano

Dampen Ta Bounce a1t peaicTU4HOT MOBEAIHKH MPU 3ITKHEHHI.

~ Collision

Listis Empty

Puc.23. Kpari o6 mijory
Sub Emitters:
Honano mig-emitep, kUil cnpaupboBye mpu 3iTkHEHHI (On Particle Collision)
JUTSI CTBOPEHHST OpU30K MPHU MaJ[IHHI Kpareiab Ha TTOBEPXHIO.
PeajsiicTuyHicTh BOAM 3 AyIY:
Oxpemi kparuti: Po3aMip yacTHHOK HE 3aHAATO BEIMKUHN, OO IMITyBaTH OKpeMi
Kparuii.
[Tanminns nig giero cunu TsokiHHSA: Bukopucrano Gravity Modifier.
PozmiT: JlomaHo HEBEIMKI BUIIAJKOBI 3HAYEHHS A0 ITOYATKOBOI IIBHAKOCTI IO
TOPU30HTAIBHUX OCSX.
Binbmucku: HamamroBano marepian 3 specular highlight.
Bzaemonis 3 moBepxHsmu: Bukopucrano momyns Collision pns imitarii

31ITKHEHHS Ta Opu30K (3a gornomMororo Sub Emitters).
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Puc.24. Jlym

2.3 InTerpanisi iHHepBKTUBHUX €JICMEHTIB

Binkpuanus Kpany ayury

[Ticnst cTBOpEeHHS Bi3yaJbHUX BOJHUX €(EKTIB HACTYIIHHUM KPOKOM € HaJaHHS
KOPHUCTYBAa4eBl MOXKJIMBOCTI B3a€MOMIATH 3 €JIEMEHTaMH IHTEp €py, OCOOIMBO 31
3MiNTyBaueM ISl AyIiia, 00 KOHTPOIKOBATH MOTIK BOJIH.

JeTajbHuii mpouec po3po0Ku MeXaHi3My BiIKPUBAHHS KPaHy aylia:

Ilepen mouarkomM poOoTu Oyaud BHU3HAYEHI OCHOBHI TEXHIYHI BHUMOTH,
BKJIIOYAIOYM CIOCIO peami3alii BOAM Ta B3aEMOAI0 3 00’€KTaMu CLEHHU.
Buxopucropytoun Particle System assi cTBOpeHHSI TOTOKY BOAM, a Ui MOKPAICHHS
peanictuuHocti — Shader Graph mis cumynsiii MOKpUX TMOBEPXOHb Ta IMPO30pOi
BOJIH.

s mopemtoBaHHs ciieHn Oyno BukopuctaHo ProBuilder, mo no3sommio
IBUAKO CTBOPUTH 3D-mpumimienHss 3 0a3oBUMH 00 €KTaMH: CTiHHM, HiAJIora,
pakoBuHa, KpaH. J[omarkoBo Oyimy HaIalITOBaHI TEKCTYPH, a TAKOX OCBITICHHS

Reflection Probe + Light Source /11 mokparieHHs SKOCT1 BII0OpaKeHHS.



43

[Ilo6 BIATBOPUTH pEATICTUYHUN MOTIK BOAM, IO BUTIKAE 3 KpaHa, OyJo
Bukopuctano Particle System. Crnouarky HamamToBaHo (OpMYy YaCTHHOK TaKUM
YUHOM, 100 BOHU pyXadHcs B MOTPIOHOMY HampsIMKY, Harajyto4du CIpaBXHIN MOTIK
Bomu. bymo 3MiHEHO iX po3Mip 1 MBHAKICTH, MO0 CTBOpUTH €(EKT MaJCHBKHUX
Kparielib, K1 agalTh Mij] JI€H0 TpaBiTaIii.

[IpoTte mouarkoBui BUIIISA BOAW OyB HAATO CTATUYHHUM, TOMY JUJIsl IIOKPAIICHHS
edexTy Oylio JomaHO MeXaHi3M B3aeMojii 3 moBepxHsAMH. Lle mo3Bomuio 3poOutu
NOTIK JAMHAMIYHIIIMM 1 MPUPOJHIIINM, HAOIM3UBIIMA HOrO 10 peasbHOro BUIVISAY
TEKy40l BOJIH.

[Io6 3poOUTH CUMYIAIIIO PeaiCTUYHIIIOK, OyJI0 JT0AaHO PO30PU3KYBAHHSA
pH 31TKHEHH1 BOJM 3 pakoBHHOM. Lle peanizoBano uepe3 Sub Emitters:

- Burst Mode — s imiTaltii okpemMux OpH30K.
- Collision Module — HanamroBaHo, mo0 Kparwii po3MTAIUCH PU yAapi.

- Trail Renderer — 101aHO CJ1i7I1 32 YaCTUHKAMH JIJIs1 O1IBII IPUPOTHOTO

BULJIALY.

Ile cyTTeBO MOKpamMIO 3arajibHUNA BUIIISA CUMYIISIi, HAOMW3UBIIM 1i 10
pEaIbHOCTI.

[Ilo6 3pobutu edext me OB MPaBAOMOAIOHUM, JIOJAETHCS MEXaHI3M
B3a€MOJIIT YaCTHHOK 3 MoBepxHsAMU. [le 03Hadae, 1m0 Koiau Kparuii BOAH CTUKAIOTHCS 3
PaKOBUHOIO 200 IHIMMHU 00’ €KTaMH, BOHU HE TPOCTO 3HUKAIOTh, @ CTBOPIOIOTH €(eKT
po30pu3KyBaHHsA. JIJIsI IIbOTO BUKOPHUCTOBYETHCS A0AATKOBA CHCTEMA YACTHHOK
(Sub Emitters), ska akTuByeTbCS y MOMEHT 3iTKHEHHs. BoHa reHepye apiOHI
OpH3KH, 110 PO3JIITAIOTHCS B Pi3HI OOKH, IMITYIOUHM MOBEAIHKY BOJMW IPH IMaJliHHI Ha
TBEPAY MOBEPXHIO.

B3aemMozisi 3 HABKOJIMIIHIMY MOBEPXHIMH

[Ilo6 mie Oinblie MIACUIUTA e(PEeKT peaabHOCTI, BUKOPHUCTOBYETHCS
cneuianbHuit  Shader Graph pans crBopeHHs edekTy MOKpHX MOBepxoHb. lle

O3HAuae€, IO IMICTs KOHTAKTy BOJM, MOBEPXHS HABKOJIIO KpaHa CTa€ TEMHINION 1



44

OTpUMy€ ONMCK, Haye Ha HIM 3aJuIIdiacs Bojora. TakuM YHMHOM, Bi3yaJbHO
3/1a€ThCS, 110 BO/A HE TIPOCTO 3HUKAE, a BIUIMBAE HA 00 €KTH B CIIEHI.

AHiMalisi BiIKPUBAaHHSA KpaHa

JIiss  miIBWINEHHS PIBHS  IHTEPAKTUBHOCTI Oyno JOAaHO aHiMauiio
BilkpuBaHHs KpaHa. BukopucToByroun Animator, CTBOPEHO MPOCTY aHIMAIIIIO, SKa
IUTABHO 3MIHIOE MOJOXKEHHS PyYKU KpaHa MpU HaTUCKaHH1 Ha Hei. [[ogaTkoBO B Kozl
HaJAITOBAHO TaK, 00 HATHMCKAHHS KHOMKH Ha KjaBiaTypi ab0 KIIallaHHS MHIIKOIO
aKTHUBYBAJIO MOTIK BOJIH.

Kon: 3a momomororo komy pyyka HigIAMAeThCcsl MPU HATUCKAHHI KHOIOK Ha

KJIaBiaTypi.

ate Animator mAnimator;

dat
Updat

if(manimator I=null)
{
if(Input.GetKeyDown(KeyCode.0)
{
mAnimator.SetTrigger("Tro
1
I

if(Input.GetKeyDown(KeyCode.P)

mAnimator.SetTrigger("TrC

Puc.25. Kon BinkpuBaHHs KpaHy

Cxema:
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Puc.26. Cxema npuHLUITY BaIKPUBAHHS KpaHy

Onrumizanis NpoAyKTUBHOCTI

OCkiIbKM ~ BENMKAa  KUIBKICTh ~ YaCTUHOK MOXE CTBOPIOBAaTH  3HAYHE
HAaBaHTAXXEHHS Ha CHUCTeMy, OyJlM 3acTOCOBAaHI METOAM oONTUMi3alii. 30Kpema,
00OMEKEHO KUIBKICTh OJHOYACHO AaKTHBHMX YACTHHOK, a TaKO)K HaJalllTOBaHO iX
BIJIKJTFOYCHHS HA BEJIMKIN BiJICTaH1 B KaMepH, 1100 YHUKHYTH 3aiBOTO PEHJICPUHTY.

BucHoBOK 10 po3aiiy:

VY apyromy posauii 6ysno o6rpyHToBaHo BuOip pytrist Unity sik oCHOBHOT
matropMu 1Jis po3poOKHU 1IHTEpakTUBHOTO 3D-1HTEp'€py 3 peaTiCTUUHUMHU
BisyanbHuMuU eexkramu. [lopiBasnpauit anani3 Unity Ta Unreal Engine BusiBuB
nepeBaru Unity y KOHTEKCTI JAHOTO MPOEKTY, 30KpeMa JIETKICTh OCBOEHHS, THYUYKICTb,
BEJIMKE CXOBUIIIE ACETIB, 3pYUYHICTh CKpUINTyBaHHs Ha C# Ta MBUAKICTH ITEpalii, 110
€ BOXJIMBHUM JIJIsl EKCIIEPUMEHTIB 13 CUCTEMaMHU YaCTHHOK Ta IHTEPAKTUBHICTIO.

OcHoBHA YacTHHA pO3/ALTy Oyjia MPUCBSYEHA OIKCY MPOIECY pealizallii CUCTEM
YaCTUHOK /I KIJIFOYOBUX BI3yaJIbHMX €(EKTIB: BOTHIO B KaMiHl, UMYy Ta BOAM 3
nyury. JletaabHO omucaHo HanamTyBaHHS MmoxymiB Emission, Shape, Velocity over
Lifetime, Color over Lifetime, Size over Lifetime, Rotation over Lifetime Ta
Renderer nns  xoxHOoro edekry. IlinkpecneHO BHUKOPHCTaHHA —aJAUTHBHOTO
ONEHJMHTY [UIi BOTHIO, HAIIBOPO30pPOro OJEHAMHTY Ui AUMY Ta IIPO30pPOro
matepiany 31 specular highlight nns Bogu. Onucano 3actocyBanns Gravity Modifier
U1 UMYy Ta Boj, a Takok Moayisi Collision Ta Sub Emitters myist cTBopeHHSs OpH30K

BOJIM MPU 31TKHEHHI.



46
3HayHa yBara Oyna mpujaiieHa 1HTerpauii IHTepaKTUBHUX €JIEMEHTIB, 30KpeMa
MEXaHI3My BIIKpUBaHHS KpaHy aymry. OmucaHo mpoliec CTBOPEHHS aHIMAIlll PydYKd
KpaHa Ta HamucaHHs koxy Ha C# nis KepyBaHHS TIOTOKOM BOJY 4Yepe3 aKTHBAIlIIo Ta
JICAKTUBAINII0 CHUCTEMH 4YacTUHOK. Po3misHyTo BukopuctanHs Shader Graph s
iMiTarii epekTy MOKpPUX IMMOBEPXOHb HABKOJIO IyIry. Takok Oysio MmpoaHai30BaHO
CTPYKTYypy Ta HPHUHLMI POOOTH CTBOPEHOro o00'ekra "kamiH" 3 IMITAIIE0 BOTHIO,
UMY Ta JI€KOPaTUBHUMH €JIEMEHTaMH.

HayxkoBi pe3yJbTaT po3aijly BKJIOYAKTh:

- OO6rpynryBanss Bubopy Unity sk onTUManbHOI 1aTGopMu Ui po3poOKU
iHTepakTuBHOrO 3D-iHTEp'epy 3 cHUCTeMaMM YAaCTMHOK Ha OCHOBI
nopiBHsUIbHOTO aHamizy 3 Unreal Engine.

- JletanpHU ONMMC METOJOJIOTIT CTBOPEHHS CUCTEM YaCTHHOK JJI CUMYJISLIT
BOTHIO, IUMY Ta BOJM 3 BUKOPUCTAHHSM MOAYJIbHOI apXitekTypu Unity
Particle System.

- Po3poOka Ta omuc MexaHi3My IHTEPAKTHBHOIO KEPyBaHHS IOTOKOM BOJHU
yepe3 aHIMallllo0 Ta CKPUITYBaHHS.

- 3actocyBaHHsa Ta omnuc BukopuctaHHs Shader Graph mns cTBOpeHHS
JIOJJTATKOBOTO BI3yaJbHOTO €(EKTYy MOKPUX MTOBEPXOHb.

- AHami3 CTPYKTypH Ta (PYHKIIOHAJBbHOCTI CTBOPEHOTO I1HTEPAKTUBHOIO
00'ekTa "KaMiH" 3 BUKOPUCTAHHIM CUCTEM YaCTHHOK Ta 3D-Mo1eII0BaHHS.

- IIpakTuH4Hi pe3yJbTaTH PO3aily BKIKYATh:

- JleMOHCTpalisi KOHKPETHOTO TAaWIUIalilHy CTBOPEHHS pEaliCTUYHHX
Bi3yaJbHUX €(EeKTIB BOTHIO, AUMY Ta BoAu B Unity 3a 1OMOMOToI0 cCuCcTeMU
YaCTUHOK Ta HaJAIITYBaHHS ii HapameTpiB.

- Peamizaris iHTEpaKTUBHOTO €IEMEHTY KepyBaHHA (KpaH aymy) 3
BUKOPHUCTAHHIM aHIMaIlli Ta cKkpuntyBaHHs Ha CH.

- 3acrocyBaHHs Bi3yalibHOTO nporpamyBanHs Shader Graph nis nokpaiieHHs
Bi3yaJIbHOI peasiCTUYHOCTI B3a€EMO/Ii1 BOJU 3 TTIOBEPXHAMH.

- CrBOpeHHs TOTOBOrO 1HTepakTUBHOro 3D-00'ekTa (KamiH) AK HpHUKIaay

BUKOPHUCTAHHS CUCTEM YaCTUHOK B IHTEP'€pHOMY JHM3aMHI.
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- DBu3HaueHHs KIIOYOBMX TEXHIYHMX PIINIEHb Ta MIAXOAIB JI0 IHTErparii

Bi3yaJbHUX €(eKTiB Ta iHTepakTUBHOCTI B 3D-cepenopuiii Unity.

Takum unHOM, y Apyromy po3auii Oyno oOrpyHTOBaHO BHOIp IHCTPYMEHTApIo
Ta JETaJbHO ONUCAHO TMPOIEC MNPAKTHUYHOI peasizaiii CUCTEM YaCTUHOK JIJIst
KJIIOUOBUX BI3yaJIbHUX €(EKTIB Ta I1HTEPAKTUBHUX EJIEMEHTIB Yy pPO3pOOICHOMY
3D-iatep'epi Ha tutargopmi  Unity. OrTpumaHi pe3yabTaTd € OCHOBOIO ISt

MOJIAJIBIIIOTO aHaJIi3y Ta OLIHKY €(EKTUBHOCTI 3aCTOCOBAHUX METO/IB.
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3 AHAJII3 PE3VJIBTATIB JOCJILKEHHSA

VY 1boMy po3aiIi IeTAIbHO OMUCAHO PO3POOKY CUCTEM YACTUHOK IS

iMiTaIlii BOTHIO Ta BOAM B TPUBUMIPHOMY BHYTPIIIHEOMY CEpPEIOBHIII. Takox

OIlIHKA PeaJliCTUYHOCTI, TOPIBHIOIOYH HOTO 3 pealbHUMH CUTYallIsIMU Ta

aHaII3yI04uHd 0COOUCTY AYMKY KOPUCTYBAulB.

3.1 IlopiBHsIHHA Bi3yaJbHMX e(eKTiB BOTHI0 3 Bi3yaJbHUMH edeKTaMu

CIIPABXKHbOI MOKEXKi

CuctemMa 4acCTHHOK, po3poOJieHa Jisi IMiTallli BOTHIO B KaMiHI, Ma€ KijIbKa

Bi3yaJIbHUX BIIACTUBOCTEH, SIK1 pOOJISATH ii O1IBIIT CXOXKOIO Ha CIIPaBXHE MOIYM 51.

Junamika Ta Qopma: 3aBasku HajJamTyBaHHAM MOAyliB Emission,
Shape Ta Velocity over Lifetime, Bapaiocs CTBOPUTH HEpIBHOMIpHE
NONyM'sl 3 XaOTUYHUM PYXOM SI3MKIB BrOPY Ta BUIIAJKOBUMU CHATaXaMHU.
[lopiBHSIHHA 3 BiJI€03allUCAaMKM pPEAJBHOIO TOPIHHA JApPOB y KaMiHl
MOKA3aJI0 CXOXICTh y 3arajbHid (opmi momym's, WOro MIiHJIMBOCTI Ta
IIBUJIKOCTI IMIHOMY OKPEMHX SI3UKIB.

Kouaipna rama: Bukopucranss rpajienta koibopiB y moaym Color over
Lifetime (Big sCKpaBO-)KOBTOTO Ta IOMapaHYEBOTO OULISI OCHOBU JI0
TEMHO-YEPBOHOTO Ta IPO30POr0 Ha KpasxX) JO3BOJUIO BiJITBOPHUTH
XapaKTepHy 3MiHY KOJBOPY TOMyM'st 3aJIeKHO BIiJ TEeMIIEpaTypu Ta
BucoTu. CrocrepexeHHs 3a peanbHUMU ¢doTorpadisiMu Ta Bileo
M1ITBEP/KYIOTh MOAIOHUN KOJIPHUM CHIEKTP.

Po3mip Ta inTeHcuBHicTh: HamamryBanHs mapamerpiB Size over
Lifetime ta Emission Rate 03BOJIWIN JOCSATTH Bi3yaJIbHOI BIJITOBITHOCTI
po3Mipy MOJyM'ss po3MipaM KamiHa Ta IMITYBaTU Pi3HY 1HTEHCHUBHICTb

TOPiHHS.

[Ipote € nesiki BIAMIHHOCTI, Ha SIK1 CJIiJl 3BepHYTH yBary. Lle monentoBanHs He

MOBHICTIO BIATBOPIOE CKIAAHUN TypOyJE€HTHUH TIOTIK Tapsvoro TMOBITPS Ta
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HEBEJIMKOIO IMOJIyM’sl, SIKUW 3a3BMYail 3yCTpPIYAETHCS MiJ Yac CHOPABKHBOIO TOPIHHSA
BorHio. [lomanpina onmTumizaiiisi BUKOPUCTAHHS JOJATKOBUX CHUCTEM YaCTUHOK IS
napaMmeTpiB IIBUAKOCTI, TYpOYJIEHTHOCTI Ta ICKpHM MOXE MIABUIIUTH PIBEHb
merani3arii.

ITopiBHAHHA ONTUYHUX e(eKTIB BOAM JJIA AYIIY TA CNIPABXKHbOI BOIU:

Cucrtema 4aCTUHOK, po3poOsieHa i iMiTauii Tedli BOAW B JyIIl, Ma€ KiIbKa
peaTiCTUYHUX BIACTUBOCTEH:

- Ilorik Ta oxpemi kpamiai: HanmamtyBanHa Emission Rate n03BONHIO
CTBOPUTH BIAUYTTsI Oe€3MepepBHOrO TMOTOKY, LIO0 CKJIAJA€ThCS 3 OKPEMHUX
kpanenb. CHOCTepeKeHHsT 3a pealbHUMHU CTPYMEHSIMH BOIW 3 JAyUIY
H1ITBEP/IKYE MOAIOHY CTPYKTYDY.

- Pyx mig ai€r0 cuaM TsKiHHA: 3aCTOCYBaHHS MO3UTUBHOIO 3HaYeHHS Gravity
Modifier 3ab6e3neunsio peaxicCTUIHE TaIHHS Kpaneib 3 IPUCKOPEHHSIM.

- Pozait Ta BMmaakoBicThb: JlomaBaHHsS HEBEIMKUX 3HAYEHb JI0 MOYATKOBOI
MIBUAKOCTI TI0O TOPU3OHTAIBHUX OCAX Start Speed iMiTye NPUPOTHUN PO3IIT
Kpanesib Npy BUXOA1 3 KU Jy1ly.

- B3aemonis 3 moBepxHer: Bukxopucranus moxyns Collision Ta mig-emitepa
JUISL CTBOPEHHsI OpPM30K TP 3ITKHEHHI Kparmeib 3 MiJIOror BaHHOI KIMHATH
7071710 3HAYHUI PIBEHb peajii3My, BIATBOPIOIOUM XapaKTEpHY MOBEAIHKY BOIU
npu yzapi o0 TBEpAy MOBEPXHIO.

He3nayna BiaMIHHICTH MOJSATa€ B TOMY, IO (opmMa Kparii CHpoIlleHa
MOPIBHAHO 31 CKJIATHINIO JAMHAMIKOIO (OPMH CIPaBXHBOI Kparuil B TOJBOTI.
BukopucranHs ciT4acTUX YaCTHMHOK CKJIAMHOI (opMu ab0 BIOCKOHAJIEHUX €(EKTiB

3aTIHEHHSI MOXKE MOKPAILUTH Bi3yalbH1 A€Talll OKPEMUX Kpamelb.

AHaJIi3 BiATYyKiB KOPUCTYBAa4iB MI0J10 CIPUHHATTS PeaJiCTUYHOCTI:

1106 310patn Cy0’€KTHBHI OLIHKH PEATICTUYHOCTI PO3pOOIEHUX Bi3yaJbHUX
edekTiB, OylO MPOBEACHO TECTHU 3 TPYIOI 3 II'SITU KOPUCTYBAyiB, SIKI HE Malld
JOCBily BUKOPUCTaHHS cucTeMH 4acTWHOK B Unity. KopuctyBauam mpomoHyeTbes

JOCHIDKYBaTH  IHTepakTuBHUN  3D-iHTep’ep, TPUAUIAIOYM OCOOIUBY yBary
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Bi3yasli3allii BOTHIO B KaMiHl Ta BOJH, 1110 Teue 3 ayury. [licis B3aeMoii kopucTyBadi
3alOBHIOBAJIM AHOHIMHY aHKETY, 1100 OILIHUTHU PEaNiCTHYHICTh KOKHOTO €(eKTy 3a
5-6anbHOO0 mKanow (1 — 30BCIM HE peasiCTUYHO, 5 — AyXKe pealiCTUYHO) 1 HaJJaBaju

JeTallbHI KOMEHTapi.

PesyabTraTn onutyBanus: Taoua.1 Biaryku

Edexr Ouninka | Komenrtap

Boronn 3.5 «Konvopu Oyaice cxoxci Ha CRpasdCHIlL 6020HL., MPOXU He
sucmauae OpibHux Oemanei, 5K ICKOp, 3azanom Oyoice
NPIKOJIbHOY

Bona 3(3.8 «bpusku npu nadinni euensoaroms 0o0bpe, ane Kpanisim He

AyLLy sucmavae mpoxu Oinbuioi pisHomanimumocmi y @opmi ma
DO3MIPLY

Borounn 3.0 «Henozcano, ane woeoco dbpaxye. Mooicnuso, nonym's euenadae
mpoxu naackum? Y cnpasocnbo2o 6o2HIo Oinbue 00'emyy

Bona 3 (4.0 «/loeoni peanicmuuno! 36yx 6u we oodamu, i O6yr0 6 AK

AYLLY cnpascHi Oywl. Bizyaneno kpanni euensioaroms 0obpe, a
OpUsKU Ha NIONIO3T - 83a2AJll Cynepy

Bona 314.1 «Buensoae eghexmno, ocoobnuso opusxuy

Ayury

AHaii3 BIATYKIB: KOPUCTYBadl BBa)KalOTh pO3POOJIEHI BI3yallbHI €(eKTU
JocTaTHbo peamictuuHuMu. Edext Bonu B cepennbomy OyB OIIIHEHH TPOXH BUIIIE,
0 MOXe OyTH HACIIAKOM MPOCTIIIOL BI3yaldbHOI CTPYKTYpH SIBUILA MOPIBHSHO 31
CKJIQJIHUM IPOLIECOM TOpiHHS. BiAryku KOpHCTyBadiB BKa3yIOTh Ha KiJIbKa acCIEKTIB,
K1 MOXHa OyJI0 O TMOKpanuTd B MalWOyTHbOMY, HAIPHUKJIAJ: JT0/aBaHHS OUIBIION
KUIBKOCT1 JieTalield J0 MojyMm’st 1 JoJaBaHHs Ouiblie Bapiallidi 10 GopMH Kparelib
BOJIH.

Hicymoxk:

[lopiBHSIHHA 3 peaJbHMMH aHaJIOraMd Ta aHalll3 BIATYKIB KOPHCTYBauiB
HoKa3aiu, U0 CUCTEMa YaCTUHOK, po3pobseHa ans 3D cumynsiii BOTHIO Ta BOJU B

NPUMILIEHH], JOCITa€ JOCTATHHOTO PiBHA peanicTuyHocTi. KomOiHyroun pi3Hi MoayIi
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CUCTEMH YaCTHHOK, PETEIBHO PETYIIOYM TapaMeTpu Ta BUKOPHUCTOBYIOUU
BIJIMOBIHI Marepiaiav, MU 3MOIJIU JOCATTH BI3yaJbHO MPUOMMKEHUX €E(]EKTiB.
OTpumaHi pe3ynbTaTd MIATBEPIKYIOTh €(PEKTUBHICTH OOpaHOro MIAXOAY Ta
iHcTpyMeHTy Unity Tpu MOJCNIOBAaHHI MPUPOAHUX SIBUI B IHTEpakTUBHHX 3D
cepenoBuiax. BogHouac, aHaii3 BUSBUB MOTEHIIMHI HAMPSAMKHU IS MOJIAJBIIOTO
BIOCKOHAJICHHS, CIPSMOBAaHI Ha MiJBUIIEHHS PIBHS JeTajizalii Ta BIANOBIIHOCTI

pPCajlbHUM aHAJIOI'aM.

3.2 IIpoayKTUBHICTH Ta ONITUMI3allist

1106 3a0e3neunTy KOMPOPTHUI AOCBIA pOOOTH KOPHCTYBaya, Ty>K€ BaKIIMBO,
mo6 3D ixTepakTMBHUN auM3aliH 1HTEp €py mpartoBaB edextuBHO. CucreMu
YaCTMHOK, OCOOJMBO MPU BEJUKIN KITBKOCTI €MITOBAaHMX YACTUHOK Ta CKJIIAJHUX
HaJAIITYBaHHAX, MOXYTh 3HAYHO BIUTMBATH HA 3arajibHy MPOMYyKTUBHICTH CIICHU. Y
IBOMY MIAPO3IUI MPEACTABICHO PEe3yJIbTaTH BUMIPIOBAHHS BIUIMBY PO3POOJICHUX
CHUCTEM YaCTHUHOK Ha MPOIYKTUBHICTH Ta OMUCAHO 3aCTOCOBaHI METOJM OMTUMI3AIlI].

BumiproBaHHsl BIVIMBY CHCTEMHM YACTHHOK Ha 3arajibHy NPOAYKTHUBHICTH
CLEeHU:

JIJ1s OIIHKM BIUTMBY CHCTEM YaCTUHOK BOTHIO Ta BOJIM HA MIPOAYKTHBHICTH OYJIO
IIPOBEJICHO PAJl TECTIB Ha KOMM'IOTEpl cepelHboi. BuMiproBaHHS MPOBOAMINCS 32
JomoMoror BOynoBaHoro npoduttoBanbHuka Unity, QikCyroun KiIbKICTh KaJpiB 3a
cexyuny (FPS) y pi3aux crienapisx:

- Cuena 0e3 aKTHBHHUX CHCTEM YACTHHOK: 3adikcoBaHO 0a30BUI
piBenb FPS npu BimoOpaxenHi craruyHoro 3D-iHTep'epy.
Cepenne 3HaueHHs craHoBwio 60-70 FPS.

- CuHeHa 3 AaKTHBHOI CHCTEMOK YaCcTMHOK BOrHw: Ilpu
aKTHBaIlli CHUCTEMHW YaCTHHOK KaMiHa 3 HaJIAIITyBaHHIMH,
OMKMCAHUMU B TOMEPEIHBOMY PO3JILII, CIIOCTEPIragocs: 3HIKECHHS
FPS no 45-55 FPS. IlikoBi HaBaHTa)XEHHSI MOTJIM TIPU3BOJIUTH 0

tumuacoBoro namiaas 10 40 FPS i1 yac iHTEeHCUBHUX CajIaxiB.
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- CueHa 3 aKTHMBHOI0 CHCTEMOK) YACTHHOK BOIM: AKTHBAIliS
CUCTEMH YaCTHHOK JyIIy Mpu3Boauiia 10 3uuxkeHHs FPS no 50-60
FPS. B MoMeHTHM HaHOLIbIIOT 1HTEHCUBHOCTI TIOTOKY BOIHU
criocrepiraiocs naainas g0 48 FPS.

- CueHa 3 0JHOYACHO AKTUBHUMH CHCTEMAMH YACTHHOK BOTHIO
Ta Boam: [lpu omHouacHiii poOoTi 060X cucteM uvactTuHOK FPS
KonBaBcs B Mexax 35-45 FPS, 3 MOXIMBUMH IMPOCITaHHIMU
Hxk4de 30 FPS y ckiaguux Bi3yallbHUX CIICHAX.

Pesynbrati mOKa3zyoTh, MO CHUCTEMa YaCTHHOK Ma€ 3HAYHUW BIUIMB Ha
NPOAYKTUBHICTh clleHH. OcoOiaMBO y BHIIAJKaX, KOJU 00M/IBa €(EKTH MpaIIOIOTh
OJTHOYACHO, 3HUKEHHS YacTOTH KaJIpiB MOXK€ OyTH BaXKJIUBUM JIsi 3a0e3MedYeHHs
TUTaBHOI Ta KOM(GOPTHOT POOOTH KOPUCTYBaua y BIpTyaIbHOMY CEPEIOBHIIT.

MeToau onTuMizanii AJs 3a0e3nedeHHs MJIABHOI POOOTH iHTEPAKTUBHOIO
iHTep'epy:

- OOMexkeHHSI KIiJIBKOCTI 4YacTHHOK: bBylno TMpOBENEHO  peTelibHE
HaJallTyBaHHs mnapamerpiB Max Particles y KoXHI cucrtemi, 100
OOMEXHTH MaKCHMaJbHY KUIBKICTh OJHOYACHO ICHYIOUMX YaCTHHOK 0
HEOOX1THOTO MIHIMyMY IJisi JIOCATHEHHS Bi3yalbHoOro edexty. HaamipHa
KUIBKICTh JPIOHMX YaCTUHOK MOXKE€ 3HAYHO HABAHTAXyBaTH MPOLIECOp Ta
B1JICOKAPTY.

- Koutrpoar mBuakocti ewmicii: Ilapamerp Rate over Time Oyno
ONTHMI30BaHO TaKUM YHUHOM, 11100 3a0e3MeUnTH Bi3yallbHy TIOBHOTY €(eKTy
0e3 HaJAMIPHOTO BHUITYCKY HOBUX YAaCTUHOK IIOKanpy. [ BOrHIO
BUKOPHUCTOBYBAJIMCS KPUBI IIBUJIKOCTI €MICIT, IO BAPIIOBAIKCS 3aJI€KHO BiJl
¢da3u TopiHHS, a IS BOAM IIBUIKICTH €MiCii peryiroBajacsi 3ajexHO BiJl
cTaHy "BIIKPUTO/3aKpUTO" KpaHy.

- OnTumizanis 4yacy xurTTa yacTuHok: I[lapamerp Start Lifetime Oymno
HAJAIITOBAHO TaKMM YWHOM, 100 YAaCTUHKH ICHYBajJW JIUIIE MPOTITOM
HEOOX1THOTO ISl Bizyasizalii edekTy yacy. 3aHaJTO JIOBTUM 4Yac XKUTTS

IPU3BOJUTH 10 HAKOIIMYCHHSA BEJIMKOI KIJIBKOCT1 aKTUBHUX YaCTUHOK.
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Buxopucranns LOD (piBHiB neraJjizaumii) AJs1 cMCcTeM YaCTHHOK: Xo4a
B pamkax jgaHoi poooru LOD jns caMux CHCTEM 4YacTUHOK HE
peaizoByBaBCs, JJIsl OUTBIN CKIIATHUX CIICHAPIiB 3 BIAJAICHUMH 00'€KTaMH,
10 BUKOPUCTOBYIOTh CHUCTEMH YaCTUHOK, 3actocyBaHHsi LOD (3MeHIeHHs
KUTIBKOCTI YaCTHMHOK a00 CHpOLIEHHS iX Bi3yandi3alli Ha BIJICTaHl1) MOXeE
3HAYHO MiJIBUIIATH TPOAYKTHUBHICTb.

- PenpepuHr 4yacTuHok: BUKOpUCTaHHS pEeXUMY peHuepuHry Billboard e
OUTBII MPOAYKTUBHUM TMOPIBHSHO 3 Mesh A BeNWKOi KUIBKOCTI APIOHHMX
YAaCTUHOK, TaKUX K Kparuli BOAW Ta iMiTallis moiayM's. s ckinagHimux ¢hopm
YaCTUHOK PETENIbHO ONTHUMI3yBaTh F€OMETPII0 MEIIIB.

- Marepiaau yacTuHok: BukopucTraHHS mpoCTUX IeiaepiB 0e3 CKIIaTHUX
00YHCIIEHD € KPaIllUM JJIs1 MPOAYKTUBHOCTI MOPIBHAHO 3 (PI3MYHO KOPEKTHUMU
peHzepaMu ab0 CKJIAJHUMU KACTOMHHMMHU II€HAepaMu JJig BEJIMKOI KITBKOCTI
YACTHUHOK.

- Buxopucranns Particle System Jobs: Unity Hagae MOXIMBICTD
BukopuctoByBatu Particle System Jobs ta Burst Compiler nns ontumizarii
oOYKCIIeHb, TOB'SI3aHUX 3 OHOBIIGHHSM Ta PEHICPUHIOM CHCTEM YaCTHHOK,
NEPEeHOCSYN YacTUHY HaBaHTAKEHHS Ha OaraTosjiepHi MpOIEeCcCOpH Ta
BUKOPHUCTOBYIOUM HHM3bKOPIBHEBY OINTHUMI3AIlI0 KOy, BrpoBajpkeHHS 1€l
TEXHOJIOT1i MOKE€ 3HAYHO MiJABUIIUTH MPOIYKTUBHICTh MPU BEJIMKINA KUIBKOCTI
YACTHUHOK.

HesnauHi nokpaiiieHHs TPOAYKTUBHOCTI CIIEHH MO>KHA 3pOOUTH 3a JOTIOMOTOI0
CHUCTEM aKTUBHUX YaCTHHOK, BUKOPHUCTOBYIOUM OMHUCAHI BHINE METOAM ITiABHUIECHHS
edexTuBHOCTI. MalOyTHI MOCTIIKEHHS MOXYTh OyTH 30CEpeKeHI Ha TOJabIIIii
excrutyaranii Particle System 1 xomninsitopa Explosion. Bxirodarouu po3poOKy
cHeulajJbHuX IEHaepiB, K1 Hallkpalle MiAXOAATh JUIsl BEIUKOI KIJIBKOCTI YACTHHOK.
Takox ang OUTBII CKJIAHUX 1HTEP €pIB, OLUIbIIE IHTEPAKTUBHUX EJIEMEHTIB 1

Bi3yaJbHUX e€(peKTiB. MOXyTh 3HaA0OUTHUCS OUIBII CYyBOPI METOJM ONTHUMI3allli, TaKl
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AK KOMOIHYBaHHA MarepiaiiB 1 3MEHIUEHHS KIUJIbKOCTI BUKJIMKIB MaJlFOBaHHS. Ta

reOMETPUYHA ONTUMI3AIlISl HEPYXOMUX 00'€KTIB

3.3 IIpakTuuHi pexomMeHaaLil

Ha ocHOBIi 0CBify, OTpUMaHOTO B MPOILIECI PO3POOKH Ta aHai3y CTBOPEHUX
cucteM 4YactTWHOK 1isi 3D-iHTep'epy, MokHA CHOPMYITIOBATH HACTYIHI MPaKTUYHI
peKoMeHIalii JJIsl BIPOBAIKEHHS MOMIOHMX pIllIEHb Y KOMEPIIMHUX MPOEKTAX, a
TAKOX 3alpolOHYBATH HAMNPSMKH TOAANBIIOTO PO3BUTKY Ta BIOCKOHAJICHHS
PO3pOOJIEHOT CHCTEMHU.

PexoMenpanii o0 BIPOBAIKEHHHA MOAIOHMX CHCTEM Y KOMeEpUIHUX
NPOEKTAX:

1. PerenbHe miaHyBaHHS Ta BU3HAYEHHS BUMOI: TEpe]l MOYATKOM PO3POOKH
HEOOX1JHO BHU3HAUUTH MepeadadyyBaHe BUKOPHUCTAHHS BI3yaJdbHUX €(EKTIB,
iXHI0O HEOOX1IHY peasiCTUYHICTh Ta JIOMYyCTUMUI BIUTMB Ha MPOAYKTUBHICTh. Y
KOMEpUIHHOMY TPOEKTI OalaHC MK SIKICTIO 300pakeHHs1 Ta 0e3nepeOiiHOI0
poOOTOI0 € BUPIMITATHHUM.

2. OnTuMizallis Ha paHHIX eTamax: MPOAYKTUBHICTH CIIJI PO3IVISAIaTH HAa PaHHIX
eTanax po3poOKH cucTeMu 4acTHMHOK. Crepiry crnpoOyBaTH pi3HI HapameTpu
Ta wMetoau oO0poOku. [lomryk Halikpamoro OajnaHcy MIX SKICTIO Ta
e(DEeKTUBHICTIO.

3. MonynpHicTe 1 Oararopa3oBe BHUKOPUCTaHHS: CTBOPUTH CHUCTEMH YacCTHHOK,
o0 iX MO)KHa OyJIO JIETKO HAJIAIITYBaTH Ta MOBTOPHO BUKOPUCTOBYBATH ISt
CTBOpeHHs pi3HMX e(ekTiB. lle ckopoTutrh uyac po3poOKH Ta MOJETIIUTh
HIATPUMKY TPOEKTY.

4. TectyBaHHS Ha LUIbOBUX IUIaT@opMax: PEryjsipHO TECTyBaTH pPO3pOOJIEHY
CUCTEeMYy YaCTHHOK Ha TOPHUCTPOAX Ui  KOMEPLIMHHUX  TMPOEKTIB.
[IponyKTUBHICTD MOXKE 3HAYHO  BIAPIHATHCS  3aJIEKHO BIJ  PI3HHUX

KOHIrypariii anapaTHoro 3a0e3neueHHs.
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5. BukopucrtanHs mnpo¢uitoBaHHs: €(QEKTUBHO BHKOPUCTOBYBaTH BOYAOBAaHMIA
npodaitnep asuryna (Unity Profiler), mo0 BUSBUTH By3bKi MICIS Ta OIIHUTH
BILTUB cucteMu yactTuHok Ha CPU 1 GPU.

6. bamanc MiX Bi3yaJbHOIO CKJIQJHICTIO Ta MPOAYKTUBHICTIO: YHHMKATH HAATO
CKJIQJHUX CHCTEM YaCTHMHOK 13 BEJUKOI KUIbKICTIO 4YacTHMHOK. CkiajHi
meigep Ta 4acTi 31TKHEHHS. SIKuio 1e He € abCOMI0THO HEOOXIAHUM s
JOCSTHEHHS 3HAYYIINX Bi3yallbHUX €(EKTiB.

7. ACWHXpOHHE 3aBaHTXEHHS PECYpCiB: IS BEIUKUX 1 CKIAIHUX CHCTEM
YAaCTUHOK MOXKHA PO3IISIHYTH MOXKJIMBICTH 3aBaHTa)KEHHS TEKCTYp Ta 1HIIUX
pecypciB aCMHXPOHHO, II00 YHUKHYTH 3aTPUMOK ITiJl 4ac 3aIllyCKy CIEHU ado
aKTUBallli €PEeKTIB.

8. Buxopuctanus VFX Graph (Unity) 1 Niagara (Unreal Engine): Bukopuctanss
nepeBaraMu pelakTopiB YaCTHHOK, K1 MPOMOHYIOTh Cy4acHi ABUTYHU. BoHu
ICTOTHO CIpPOILYIOTh MPOLEC CTBOPEHHS €(EeKTy 1 MNPONOHYIOTh OuIbLIe
MO>KJIUBOCTEH 11 €(PEeKTUBHOCTI.

9. 3a0poTHIN 3B’S30K 3 KOPUCTyBayaMu: 30MpaTH BIATYKHM KOPHUCTYBauiB MO0
AKOCTI 300pakeHHS Ta e(EeKTUBHOCTI po3poOnenux edekTiB. IXHi Biaryku
MOXXYTb OyTH IIHHUMH JIJI1 MalOyTHIX TTOKpAIICHb.

10.lokymenTyBaHHs: JleTanbHO AJOKYMEHTYBAaTH HAJIAIITYBAaHHS KOKHOI CHCTEMH
YaCTUHOK, 0COOJMBO HECTAHAPTHI PIllIEHHS Ta onTuUMizaliitHi npuiiomu. [106
MOJIETITUTH MOAJIBIITY MIATPUMKY Ta BHECEHHSI 3MiH JIO MPOEKTY.

Inei momo mnoganbIOro PO3BHUTKY Ta BAOCKOHAJEHHSI PO3PodieHol
CHCTEMMU:
IHokpauieHHs1 peajiCTUYHOCTI BOTHIO:
-  Cumyasuis TypOyJ1€eHTHOCTI: JlocmixeHHs MOXJIUBOCTEN
BIIPOBAKEHHS OLIBII CKJIATHOT CUMYJIALIT TYpOYJICHTHUX IMMOTOKIB IS
BOTHIO. MOXIIMBO, 4epe3 BEKTOpHI Mojds MBUAKOCTE abo Noise

TCKCTYPH, 10 BINIMBAIOTH HA PYX YaCTHHOK.
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- onaBanus ickop Ta 1umy: CTBOPEHHSI OKPEMHUX CUCTEM YACTHUHOK JJIS
iMiTamii icKop, IO BIWIITAIOTh BiJ TOJYM's, Ta JIETKOTO AUMY, IO
M1THIMAETHCS BrOPY.
- Bzaemoaisn 3 reomerpiero: Peamizaris OuUIbII CKIAgHOI B3a€EMOJIT
MOJIyM'st 3 TEOMETPIEI0 KaMiHa
- BuxopucranHsi KacTOMHHX ImIeigepiB: Po3poOka  KacTOMHHUX
meHAepiB IS YAaCTUHOK BOTHIO 3 OUIBII PEaJiCTUYHUMH MOJICIISIMHU
OCBITJICHHS Ta MPO30POCTI.
IMokpaieHHs1 peajicTHYHOCTI BOAHU:
JAunamiuna ¢opma Kpameab: EkciepuMeHTH 3  BUKOPUCTAHHSIM
MeII-4YaCTUHOK CKJIaJHoi opMu abo imiTailii 3MiHU (PopMU Kpamenb i 4ac
MOJILOTY 32 JIOTIOMOTOIO IIEHAEPIB.
CumyJsilisi moBepxHeBOoro Harsary: JlOCHiPKEHHS MOXJIMBOCTEH imiTalii
MMOBEPXHEBOTO HATATY MPHU 3ITKHEHHI Kpameib 3 MOBEPXHIMH JISI CTBOPEHHS
OLTBIN peaTiCTUIHUX OPH30K Ta CTIKAHHS BOIH.
InTepakTuBHiCTH MOTOKY: Po3poOKa OLIBII CKIAAHUX MEXaHI3MIB B3a€MOJI1
KOpUCTyBaua 3 MOTOKOM BOMW. Taki sIK 3MiHAa HampsIMKy CTPyMEHS IpH PycCi
o0'ekra.
Buxopucrannss Shader Graph pas ckiaagaux edekrtiB: IlormmOnene
Bukopuctands Shader Graph nisi cTBOpeHHS OUIBIN PeaTiICTUHYHUX MaTepiaiiB
BOJIM 3 YpaxXyBaHHSM 3aJJIOMJICHHS, BIIOUTTS Ta INIMOWHH.
OnTumizanis NpoxyKTHBHOCTI:
IMonanbme pgocaigxennss Particle System Jobs Ta Burst Compiler:
JleTanpbHEe BHWBYCHHS Ta BIPOBAHKCHHS ITUX TEXHOJOTIH JJII 3HAYHOTO
1IBHIICHHS IIPOYKTUBHOCTI IMPH BEJIUKIN KITHKOCTI YaCTHHOK.
InTesiekTyasibHe KepyBaHHs eMmiciel: Po3poOka ajroputmis, siki TUHAMIYHO
PEryIIOI0Th KITBKICTh EMITOBAHMX YaCTUHOK 3aJIE’KHO BiJ BIJCTaHI 0 KaMEpH,
HIUTBHOCTI €PEKTYy B KaJpi Ta IHIIUX (PaKTOPIB.

Po3mimpeHHsl iIHTEPAKTUBHOCTI:
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- BrumB BizyanbHMX e(eKTiB Ha oOTodeHHs: Peamizaiis BIJIMBY BOTHIO Ha
OTOYYIOUl 00'€EKTH

- 3ByKoBe CyNnpOBOMKeHHsI: BiabIl TicHa 1HTerpamisi Bi3yalbHUX €(EKTIB 3i

3BYKOBUMH  edeKTamMu I MABUIICHHS  BIAYYTTS  peanmizmy  (3BYK

HOTPICKYBaHHSI IPOB, IIIyM BOH).

[Topanbmuii po3BUTOK PO3POOJICHOI CHUCTEMH MOXe OyTH CHpSIMOBAHUM Ha
JOCSTHEHHS 1€ OUIBIIOrO pIBHS Bi3yallbHOI PEATICTUYHOCTI, ONTHUMI3aIli0
NPOAYKTUBHOCTI Ui 3a0e3ledeHHsl IIaBHOI poOOTH Ha pi3HUX Iuiargopmax Ta
PO3IIMPEHHS] MOXIUBOCTEH IHTEPAKTHUBHOI B3a€MOJii KOPUCTyBada 3 BIpTyaJIbHUM

CepeIOBUIIEM.

BucHoBOK 10 po3aiiay:

VY pesynbrari aHajmizy Ta Yy3arajlbHEHHS pe3y/lbTaTiB JOCHIKEHHS OyIlo
BCTAHOBJIEHO, 10 CTBOPEHI Bi3yalibHI €()EKTH BOTHIO Ta BOJHU 3a JIOIMOMOIOK CUCTEM
4acTUHOK y cepenoBuini Unity IeMOHCTPYIOTh BHUCOKHH pIBEHb PEaTiCTUYHOCTI Ta
nuHamMigyHOCTI. [IOpiBHSHHS 3 peaJlbHUMM 3pa3kaMd TMOKa3zye, M0 LUISIXOM
MPaBUJILHOTO HANAIITyBaHHS TAKUX TMapaMmeTpiB, K (opma, KoJip, 3€PHHUCTICTh Ta
iXHsS TMOBEMIHKA 3 YacoM, MOXHA JIOCATTH OJM3BKUX 10 (I3UYHO KOPEKTHUX
CUMYJISITIINA TTPUPOTHHX SBHIIL.

Oco0a1BO BaKJIIMBUM KOMITOHEHTOM Oyiia OlliHKa e(eKTUBHOCTI Bizyami3alii 3
TOYKH 30py CHPUHHSATTS KOPUCTyBada. TECTH 3a y4acTIO KOPUCTYBAYiB IMiITBEPIUIIH,
IO JOCATHYTI edekTu Oynu NMEepeKOHIMBUMHU Ta CIPHSUIA 3aHYPEHHIO Y BIpTyasbHE
CepelloBUIIIE.

Kpim TOro, Oyno po3pobiaeHO MpakTUYHI PEKOMEHalli MO0 MOAANbIIOro
BIOCKOHAJICHHS CHUCTEMHM, BKIIFOUAIOUM ONTHUMI3AII0 MPOAYKTUBHOCTI, ITiIBUIIICHHS
IHTEpAaKTUBHOCTI Ta aJalTaIilo MpPOeEKTy 10 pi3HUX 1wiardopm. Pesynbratu
JOCIIIJIKEHHS MIATBEPAWINA JOIUIBHICTh BUKOpHCTaHHS pyuriss Unity A CTBOPEHHS
peayiCTUYHNX Ta 1HTepakTUBHUX 3D-iHTEp'epiB HA OCHOBI CHUCTEM YACTHUHOK, IIO

IMITYIOTh IPUPOJIHI SIBUIIIA.
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BHUCHOBOK

3aBaaHHA JOCTIKeHHS:
1. IlpoanamizyBaTu cyd4acHi MiaXoau 10 MojentoBaHHs 3D-iHTep'epiB Ta
CUMYJISITIINA TTPUPOTHUX SBHIIL.
2. BuszHaunut MOXIMBOCTI Ta oOrpyHtryBatd BuOip pymris Unity s
CTBOPCHHSI IHTEPAKTHBHUX CEPEIOBUIII.
3. Po3pobutu 3D-mozens iHTEp €py 3 IHTETPAINEI0 CUMYIIAIIN BOTHIO, UMY
Ta BoaM. PeayizyBaTu BOrOHb 1 UM Yy KaMiHI 3a JOTMOMOIOK) CHCTEMH
YaCTUHOK, a CUMYJsIi0 Boau (aym) i3 BukopuctanHsM Shader Graph,
Particle System ta Sub Emitters.PeanizyBatu B3aeMojil0 KOpPUCTyBada 3
€JIEMEHTaMH CEPEIOBHIIA.
4. TlpoBectn aHami3 e(EKTHUBHOCTI peani3oBaHUX €(EeKTIB Ta ONTUMI3alii
IPOEKTY
[IpoBenene npochiKeHHS OyJl0 MNPUCBAYEHE PO3POOLI 1HTEPAKTUBHOTO
3D-inTep'epy 3 aKIEHTOM Ha 3aCTOCYBaHHS CHUCTEM YAaCTHMHOK Il CTBOPEHHS
peaNlicTUYHMUX Bi3yaJdbHUX €(eKTiB. Y paMkax poOOTH OyJI0 JOCATHYTO MOCTaBIEHOI
METH Ta BHUKOHAHO psAJ KIIOUOBUX 3aBAaHb, 10 JO3BOJHIO MPOAEMOHCTPYBAaTH
edexkTuBHICTh BUKOpHUCTaHHS pymrist Unity Ta HOro iHCTPYMEHTIB JJii CTBOPEHHS
NIEPEKOHIMBUX BiPTyaIbHUX CEPEIOBHII.
Hamu Oymo mpoanaii3oBaHO Cy4acHi MiIXoau A0 MojentoBanHsa 3D-iHTep'epiB
Ta CHUMYJSLIN TPUPOAHMX SIBUI, MPOBEICHO CHUCTEMAaTUYHUI OIS Cy4acHHX
MpOrpaMHUX 1HCTPYMEHTIB it 3D-MopentoBaHHS Ta Bizyandizaiii 1HTEp'epiB,
Biimrouatoun  Unity, Blender, 3ds Max ta Autodesk Maya. OcoOnuBa yBara
NPUIUTSIETECSA aHAJI3y CHCTEM YacTMHOK, METOAAM OCBITJICHHS Ta TEKCTypyBaHHS, a
TaKoX croco0am 3a0e3nedeHHs] 1HTepakTUBHOCTI. OTpUMaHi 3HAHHS J03BOJISIOTH
HAM 3aKJIaCTH TEXHIYHY OCHOBY Juisi mojaibiioro 3D-mauzaiiny iHTEp'epiB Ta
panioHanbHO BUOpaTH HaMKpallll IHCTPYMEHTH JJIsl peani3alii CUMYJIALIM.
Busnadeno mMoxnuBOCTI Ta 0OrpyHTOBaHO BUOIp pymris Unity ams cTBOpeHHS

iHTepakTUBHUX cepenoBuil. Bubip Unity sik ocHOBHOI 1uiargopMu po3poOku OyB
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BunpapnanuM. IlopiBusHHs 3 Unreal Engine moBeno AOUUIBHICTH 3aCTOCYBaHHS
Unity 3aBasKu MpPOCTOTI BUKOPUCTAHHSA, THYYKOCTI, MOTY>KHIM CHUCTEMI1 YacCTHHOK,
O0araTuM MOXJIUBOCTSAM B3aemoiii Ta miarpumii Shader Graph. 1o mo3Bomuio
oOpatu IHCTPYMEHT, SIKMi HaKpaIle BiIMOBI/IaB BUMOTAM MPOEKTY — SK 3 TOYKH 30Dy
PO3pOOKH peaNiCTUYHUX Bi3yalbHUX €JIEMEHTIB, TaK 1 CTBOPEHHS B3aeMOAll 3
KOPUCTyBauyaMHU.

Po3po6neno 3D-Moxenp iHTEp €py 3 1HTErPAIIE0 CUMYJISIIA BOTHIO, UMY Ta
Boau. PeanizoBaHO BOTOHB 1 JUM y KaMmiHI 3a JIOIOMOIOI0 CHCTEMH YacCTHHOK, a
cumyssiio Bonu (mymr) i3 BukopuctanHsMm Shader Graph, Particle System Ta Sub
Emitters. CepenoBumie Unity BukopuctoBye Momynb Particle System mns imiTarii
BOTHIO Ta UMYy B KaMiHi. HanmamTyBaHHsS BUNPOMiHIOBaHHS, IIBHUJIKOCTI, KOJbOPY,
dbopmu, po3Mipy, 00epTaHHS YaCTHHOK, TEKCTYPH Ta IICHICPIB HATAIITOBYIOTHCS IS
JOCSITHEHHSI PEaNiCTUYHUX PEe3yJbTariB, 110 JO03BOJIIE CTBOPIOBATH MEPEKOHIIUBI
Bi3yaJsi3allii BOTHIO SIK YACTUHY 1HTEp'€piB, ISl BAKOPUCTAHHS B IW3aiiH1, BI3yami3amnii
apXITeKTYpPHHUX PillIeHb, I'POBUX CIIeH a00 HaBYAJBHUX CUMYISITOpax. MojentoBaHHs
NOTOKY Boau (ayir) Oylo peasizoBaHo 3a jomoMororo komoOiHarii Shader Graph,
Particle System ta Sub Emitters. Bynmu cTtBopeni Taki edekru, sk Kparii, OpU3KH,
IIPO30PICTh, SIKI JTy>KE€ HAraayloTh MOBEMIHKY Boau. Ciijl 3a3HAYUTH, IO CHUMYJISIIIS
BOAM PO3LIUPIOE peanicTUUHICTh 3D-clieHn W BiAKpUBAE MOXIJIMBOCTI  JUIst
MOJAJIBIIIOT0 BUKOPUCTAHHS B IMPOEKTAX, /1€ BaXKIMBA JIOCTOBIpHA TEpenava piJivH
(irpu, BipTyasbHi BUCTaBKH, VR).

PeanizoBaHo B3aeMoil0 KOpHUCTyBaua 3 e€leMeHTamu cepenoBuina. Cucrema
IHTETpY€E€ MeEXaHI3M B3a€EMOJII MK KOPHUCTyBauaMH Ta BHYTPIIIHIMH 00'€KTamu.
B3aemonisa peanizyerbes yepes iHTEpPeiic KopucTyBada Ta noAil (YBIMKHEHHS TyIILy),
mo 3abe3nedye akKTUBHY ydYacTh KopucTyBadiB. CTBOpEHI B3aeMOJli 3HAYHO
30UIBIIYIOTh 3aHYPEHHSI y BIpTyalbHUN MNPOCTIp, pOOJISIYM CIIEHY MPUIATHOIO IS
BukopuctanHs y VR/AR cepenoBuiax, ocBiTHIX miardopmax abo BIpTyaJbHHX
Typax.

[IpoBeneno aHamiz e(pEeKTUBHOCTI peai3oBaHUX €(EKTIB Ta ONTHUMI3AIliI0

npoekty. Edextn BmpoBapkeHHS Oylid TpoaHadi30oBaHI Ha OCHOBI TOPIBHSUTHHOI
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OLIIHKK Ta CyO'€KTUBHHUX TECTIB. Pe3ynpraru mpoAeMOHCTPYBaldl BHCOKY Bi3yaJlbHY
JIOCTOBIPHICTh 3MOJIETTHOBAHUX SIBUIIl Ta MIATBEPAWIN €(QEKTUBHICTH OOpaHOro
nigxony. HagaHo oOrpyHTOBaHI pEeKOMEHJAIll MO0 ONTHUMI3allli YacTUHOK Ta
B3a€EMOJIIH, MO0 MOXXEe OyTH BHKOPUCTAHO /IS yAOCKOHAJEHHS MOMIOHUX IMPOEKTIB 1
MaciTaOyBaHHS PillIeHb I pi3H1 IaThOPMHU.

ChopmynboBaHl TpakTUUHI PEKOMEHJAIlli 100 BIPOBAJKEHHS MOAIOHUX
CUCTEM Yy KOMEpPILIMHMX MPO€KTaXx Ta MPOMO3ULII OO TOAAJBIIOI0 PO3BUTKY
PO3pOOIJIEHOT CUCTEMH MOXYTh OyTH KOPUCHHMH JJISI PO3POOHMKIB IHTEPAKTUBHHUX
3D-cepenoBuil, SIKi MparHyTh JOCSITTH BUCOKOTO PIBHA peati3My Ta 3alyd4eHOCTI
KopuctyBadiB. [lomanbin JOCTIKEHHS MOXKYTh OyTH CIIPSIMOBaH1 Ha BJIOCKOHAJIEHHS
($131M4HOT MOZEINl B3a€MOJIIi YACTUHOK 3 OTOYEHHSIM, ONTHUMI3al[1i0 MPOyKTUBHOCTI Ha
pi3HUX MIaTGOpMax Ta PO3MIMUPEHHS CIEKTPY CUMYJIbOBAHUX MPUPOIHUX SBUIII.

Y  nguniomHi#  poOOTI  AOCATHYTO TIOCTABICHOI METH — PO3poOIeHO
IHTEepakTUBHUNA 3D-1HTEp €p 3 pEANICTUYHUMH CHUMYJIALISIMH BOTHIO Ta BOAM, IO
3a0e3MneueHo 3aBIsSKu €(PEeKTUBHOMY BUKOpPUCTaHHIO 1HCTpyMeHTiB Unity. OTpumani
pe3yabTaTh MaroTh MPAKTUYHY 3HAUYIIICTh JJI rajdy3edl apXITeKTypHOI Bi3yasizallii,

OCBITH, TeMIMIN3aifHy Ta MyJbTUMEIIHHOTO BUPOOHUIITBA.
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