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AHAJII3 IHCTPYMEHTAPIIO MOJAEJIIOBAHHSA Y ITPOI'PAMHUX
KOMIIVIEKCAX AUTODESK 3DS MAX TA BLENDER
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VY cydacHOMy CBITI Bce OUThIIOr0O TMomupeHHs1 HaOyBae 3D-MopentoBaHHS —
CydyacHa TEXHOJIOTiS CTBOPEHHS Mojiefied O00'€KTIB y TPUBUMIPHOMY IPOCTOpI 3a
JOMOMOror0  NpodeciiHuX rpapiyHUX MOpPOrpaMHUX NakeTiB. 3D-MonentoBaHHSA
JI0TIOMarae CTBOPUTH BUCOKOTOYHY KOMIIO pealibHO ICHYIOUoro o0'ekra, abo x
BI3yaJli3yBaTH HAMCMUIMBIIII AU3aHHEPCHKI 1]I€1.

CporofHi Imsi TEXHOJOTIS HIMPOKO BUKOPUCTOBYETHCS y TaKUX Tally3sX, SIK
IPOMHUCIIOBUH JIW3aiiH Ta 1HXKEHEepis, KIHOTHAYCTPIs Ta MYJIbTUILTIKAL[S, apXITEKTypa
Ta JU3aiiH 1HTep'epiB, po3poOKa KOMI'IOTEPHUX 1rop, peKiiama, OCBiTa TOIIIO.

SIKIo po3riIsiHEMO aKTyallbHY CHUTYalll0 Yy JU3alHEPCHKUX CEpPEOBHUIIAX, TO
MOXHAa [JIATA BHUCHOBKY, WO TEpENIK MporpaMHOro 3a0e3leyeHHs, sKe
BUKOPUCTOBYETHCS, 3a3BUYail 3BOJUTHCS [0 HHU3KH HAWUIMOMYJSIPHIIIUX ITaKETIB:
Autodesk 3Ds Max, Autodesk Maya, ZBrush, Blender, Cinema4D Ta Houdini. Bci
BUIIENIEpEepaxoBaHi rpadivni MporpaMHi MaKeTH MAOTh CBOT MEpEeBaru Ta HEJOJIKH,
Ta € KOMEpPIIMHUMHU TpoaykTamu (3a BuHATKOM Blender), TomMy BuMarawoTth
npuA0aHHs BIAMOBIAHOT JIIIEH311 HA BUKOPUCTaHHS.

HocnipkeHHs, ki Oyau IpoBeIeHl cepesl KOPUCTYBaulB TPUBUMIPHUX MAKETIB
MOJIEJIFOBaHHS, MOKa3aJld, 1[0 BUKOPUCTAaHHS MPOrpaMHOro 3aodesnedeHHs 3Ds Max
NOJIETHIY€E aJanTaliio JJig HOBAuKiB, AKl TUIbKM MOYMHAIOTh BUBYATH TPUBHUMIPHE
cepenosute [1]. Omguiero 3 KI0UOBHUX nepeBar BUKopuctanHs 3Ds Max € BenuuesHa
KUIBKICTh HaBYAJIBHUX MarepialliB (JOCTYMHUX Ha CalTi KOMIIaHii-po3poOHUKa
Autodesk, Ta Ha 1HmMX OCBITHIX IatdopMmax), amke, 3a ganumu Wikipedia, 1e
HAUTONYJISAPHIIIUN TPUBUMIPHUHN TpadiuyHul peaakTop y CBITI [2].

Ha T pemrtu monymsipuux mporpam Blender mae yHikanbHY miepesary.
I{e Oe3komTOBHE MpoOrpamMHe 3a0C3MEUYCHHS 3 BIAKPUTUM BHUXITHUM KOJOM, IO
03HAyYae, 10 BOHO BIJIbHE JUISI BUKOPUCTAHHS Ta MOXKE OYTH 3MIHEHO KOPUCTYBadaMH
BIIMOBIAHO JI0 IXHIX KOHKpeTHHX TMoTped. Blender mae Benwky CHUIBHOTY
pPO3pOOHUKIB, sIKa aKTUBHO pearye Ha MOTpeOM Ta 3amuTH BIIACHOI ayJauTOpii, Ta
THYYKO BIpOBajpkye HOBI 11ei. Lle nos3Bomsie mnakery Blender oneparuBHO
HapoIllyBaTH apceHall BOYJAOBAaHOTO 1HCTPYMEHTapil0 sl  MOJITOHAIBHOTO
MOJIEJIFOBAHHS, CKYJBITUHIY, TEKCTYpYBaHHS UM aHIMal(ll y MOPIBHSAHHI 3 TEMIIaMH
BIIPOBA/PKEHHSI HOBHMX IHCTPYMEHTIB Yy IHIIUMX TrpapiyHUX MPOTpaMHUX IaKeTax.
Binrak kopucTyBaul TakuMx NakeTiB, AKlI OakalOTh ONTHUMI3yBaTH CBIA pPoOOUMiA
IPOLIEC Ta CTUKAIOTHCA 3 BIJCYTHICTIO HEOOXITHOTO 1HCTPYMEHTY, 3MYIIE€H] IIyKaTH
rOTOB1 CTOPOHHI PIillICeHHS (CKPHUIITH, IUIariHA TOIIO), 800 MarOTh MAaTH BiJMOBIIHUI
JOCBIJ 17151 CTBOPEHHSI CBOT'O BJIACHOT'O 1HCTPYMEHTY.

[Tix yac nmpoBeneHoi poOOTH AOCIIKYBAIIMCS TIEpeBaru Ta HEIOMIKH (yHKIIIT
po3pizanHs mpu MojaentoBanHl 3D 00’ekTa 3acobamu mporpaMHuX makeTiB 3Ds Max
ta Blender. KopucrtyBad yacto 31TOBXY€ThCSA 3 HEOOXIAHICTIO PO3AUIATH TEOMETPIIO
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o0’exTa Ha AB1, a00 Oinbiie yactuH. B 3Ds Max g nporo iCHylOTh 1HCTPYMEHTHU
Cut, Split Ta monudikarop Slice (puc. 1).

Pucynok 1 — Ilpuknan 3acTocyBaHHs CiuHOi miommHu Moaudikaropa Slice
y porpamMHoMy koMmruiekci 3Ds Max

Ha BingMiHy Big aHajgoriyHuX 3a (YHKINSMH MOXJIMBOCTEH y TpadiyHOMY
nporpamHomy naketi Blender, BOynoBanuii incTpymeHTapiii 3Ds Max mae Barommii
HEJOJIK, ajpKe mependadac MOMKIMBICTh 3AIMCHEHHS pi3y JIMIIE Y3T0BXK CIYHOI
wionwHu. et dakTop yckimamHioe MOAENtOBaHHSA OO €KTIB, B SIKHMX T€OMETPIIO
HEOOX1JTHO BIIOKPEMUTH NEBHUM «(PITYpPHUM» YMHOM (10 MPUKIIALY, 3pOOUTH JIHIIO
noauty y ¢dopmi napadbosii abo CUHYCOIAAIbHOT XBUI1).

B pobGori Oyno mpoBeneHe JOCTIMKEHHS MOMJIMBOCTI MOJICTIOBAHHS
3D 00’ekTiB Ha MpUKJIaAl TPUBUMIPHUX MakeTiB mojentoBaHHs Autodesk 3Ds Max
ta Blender. PoOuTbca akueHT Ha AOTPUMAHHI MPUHUUIIB MPOCTOTHU 1 3PYUYHOCTI
po0OOTH 11711 KIHLEBOrO KOpPUCTyBada. B momanbpuiiii poOOTI IIaHY€EThCA PO3POOUTH
IHCTpYMEHTApIH, 10 JO3BOJATHUME THYUYKO 3a7aBaTu (HOpMy MEXI MOJLTY TeOMETpii
3D o0’ekTiB y rpadiguHOMy nporpamHomy maketri 3Ds Max.
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