YK 004.928 DOI: https://doi.org/10.30837/I'YE.IRTTPI.2024.102

CYYACHI ITPOT'PAMHI CEPEJTOBUIIA
JIJISI CTBOPEHHSI 3D AHIMAIIIL
Owmenaenko O.0.
HaykoBuii kepiBHUK — CT. BUKJIaga4 bo6ues P.O.
XapKiBChKHI HAIIOHATLHUN YHIBEPCUTET Pal0CICKTPOHIKH,
kad. MIPEC, m. XapkiB, Ykpaina
e-mail: oleksandr.omelaienko@nure.ua
3D animation is one of the most powerful tools for realizing artistic ideas,
scientific research and engineering projects. To create high-quality and effective
3D animation, you need to have modern software that provides a variety of op-
tions for modeling, texturing, lighting, rendering, and animating 3D objects and
scenes. This work will consider modern programs for 3D animation, such as
Blender, Cinema 4D, 3ds Max, Autodesk Maya, Unreal Engine and Houdini, its
advantages and possible disadvantages. And also determining which of these
programs would be the best choice for working on the degree project.

B cyuwacnocti, 3D rpadika ¥ aHimaiis CTaJdd  HEBIJI EMHUMH
IHCTpyMEHTaMH Il peaiizailii TBOpPYMX 17ed, HAYKOBHUX JIOCTIKCHb YH
IHXKEHEPHUX MPOCKTIB. 3 MOMEHTY CBOEI MOSBH y JIPYTiH MOJOBUHI ABAAISTOTO
cromittsa, 3D rpadika mpoiimma OGarato eTamiB pPO3BUTKY W CTajga 3HAYHO
JOCTYITHIIIOI0, OJTHAK TUTAaHHS BHOOPY MPOTpaMHOTO 3a0e3MedeHHs 11k poO0TH
3 3D aHIMalli€ro B3aIUMAETHCS BAKIWBHM I 0OaraThbOX CIICIIAJICTIB Ta
XynoXKHUKIB. Ha chorogHimHid JeHb ICHye OaraTo mporpam, IO HaJaroTh
PI3HOMaHITHI MOJIMBOCTI JJI MOJEIIOBAHHS, TEKCTYpPYBaHHs, OCBITJICHHS,
pennepunry Ta animailii 3D 00’exTiB 1 cueH. e ormsaa 1 aHami3 Jauie IeIKux
HAHUTIOMYJIAPHIIIIMX MPOTPaM, 10 HaWYacTiIlle BUKOPUCTOBYIOThCS y poOoTi 3 3D
rpadikoro Ta aHIMaII€IO:

Blender [1] — Ge3kormiToBHa mporpama 3 BiIKPUTHM KOJIOM, sIKa Ma€ BEJIH-
Kl HaOip 1HCTpyMeHTIB mjsi podotu 3 3D rpadikoro. Bona Bkitoyae B cebe
IHCTPYMEHTH JJII MOJICIIIHTY, CKYJIBIITHHTY, aHIMaIlil, TEKCTYpUHTa, pe/laryBaH-
Hs Bifeo Ta iHmii. [Iporpama TakoX Mae aKTUBHY CIUIBHOTY, IO TMPAIIOE€ HAJl
CTBOPEHHSIM po3mupeHHs ¢GyHKIioHany. [le moTyxHe nmporpamue 3a0e3rneyeH-
HSl, IKE BUKOPUCTOBYETHCS SIK HOBauyKaMH, Tak 1 mpodecionanamu y ramysi 3D
aHIMalIlil, Xoua BEeJIMKI KOMIIaHIi HE 4acTO KOPUCTYIOThCA came Hero. OKpiM 1bo-
0 MOKHa TaKOXX BHJAUIMTHU J€SK1 ii HEOMIKU: ii 1HTEpPEiC BBaXKAIOTh JOCHUTh
CKJIQJHUM, Ta HE3BAXKAIOUM Ha HAsBHICTh BEJIMKOI KUIBKOCTI (DYHKIIIH, B CBOiii
peastizalnii BOHa BCE K MOCTYNAEThCS 1HIIUM, OUTbII CHeliadi30BaHUM, Mporpa-
MaM.

Cinema 4D [2] — us mporpamMa € OIHIEI 3 HAWMOMYJSAPHIIIAX Cepes
JU3aiiHepiB 1 aHIMATOPIB, IO PO3MOBCIOKYETHCS HAa KOMEPITiiHINA ocHOBI. BoHa
HaJla€ MOJKJIMBOCTI JUISl MOJICTIOBAHHS, TEKCTYPUHTY Ta aHiMarii. 3 ii mepesar
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MOKHA BIJI3HAYUTH 3pYy4YHHU 1HTEpQeic, JIETKICTh B OCBOEHHI, BOYJIOBAaHMIA
Opay3ep acceTiB Ta MPOCYHYTI IHCTPYMEHTH POOOTH 3 TEKCTypaMH Ta Luenaepa-
mu. Cepesl HEOMIKIB MOKHA BiI3HAYUTH OUIbII Ci1aOKi B MOPIBHSAHHI 3 1HIIMUMHU
nporpamMamMu IHCTPYMEHTH MOJECIIIHTY.

3ds Max [3] — us mporpama Bix kommanii Autodesk [3] € oxHieo 3
HalcTapiluX, OJHAK 1 JOCI 3aJUIIAEThCS BKpal MOMyJsApHOK Yy CBITI 3D
aHimarlii. Bona mae mmpoxuii Habip 1THCTPYMEHTIB JJII MOJICITIOBAHHS, TEKCTY-
pyBaHHs, aHIMalii Ta peaaepunry 3D 00’ekTiB. Mae aemo ckinagHuil iHTepdeiic
JUISL TIOYATKIBIIB, OJHAK BBAXKA€ThCS JIETKUM B OCBO€HHI. 3ds Max 3a Bech 4ac
CBOTO ICHYBaHHS OTpHMaJia BEJIMKY KUTBKICTh Oi10MIOTEK Ta TUIAriHIB M rapHO
IHTErpyeThCS 3 1HIIMMH MporpaMaMu Kommadii. He3Baxarouu Ha Te, 11O Mpo-
rpaMa € OJHIEI0 3 HallCTapmIuX, HEI i 10C1 KOPUCTYETHCS BEJIMKUM IOIUTOM B
ramysi.

Autodesk Maya [3] — me oana mporpama Bia kommanii Autodesk [3] €
OJIHI€I0 3 HAHOUIBII PO3MOBCIOIKEHUX Yy rany3i 3D animariii. Bona mae Beaukui
HaOlp 1HCTPYMEHTIB JJis aHIMallii, MOJENIOBaHHS, PEHAECPUHTY Ta TEKCTYpYy-
BaHHS, 1 BUKOPUCTOBYEThCS y 0araTh0X BIJIOMHX MPOEKTaX y Taly3l KiHO Ta
Bijeoirop. Ha Biaminy Big 3ds Max, Maya € OUIbII MiIXOASIIOK 1Ji1 poOOTH 3
aHIMAIII€I0 Ta Bi3yalbHUMH €peKTaMH 1 TAKOXK Ma€ IHTETPaIlito 3 1HIIMMH TIPO-
rpamMaM¥ KOMIaHii.

Unreal Engine [4] — xoua 111 mporpama BijioMa B OCHOBHOMY SIK irpOBHIA
pyIIiiA, BOHA TaKOX MOYKE€ BUKOPHUCTOBYBATHUCS JUIsl CTBOPEHHS Bpaxkarounx 3D
a"imariii 1 Bizyamsaiiii. Unreal Engine mae moTyxHi 1HCTpyMEHTH Ui CTBO-
pPEHHS ITPOBUX CEPENOBHUII, a TAKOX ISl MOJEIIHTY, aHIMalii Ta PEHAEPHUHTY.
OCKUIBbKH pyILIIi B mepiry yepry OyB MpU3HAUYEHUH U1l CTBOPEHHS 1rop, TO BIH
BUKOPUCTOBYE PEHJIEPUHT B pEajbHOMY Hacl, 110 MOXE BHUJIABATH JEILIO TipIii
pe3yibTaTH HIXK MPOICAYPHUN peHep. AJle BiH 3HAYHO KpaIlWil B TUTaHI BUMOT
JI0 CUCTeMH Ta IBUIAIIUNA B cBOil poOoti. Xou Unreal it mocrymnaerbcs B
CTBOpEHHI MOJIeJIel Ta TEKCTyp IHIIUM Tporpamam, Ta 0 HbOro CTBOPEHO Oara-
TO JIONIOBHEHB, a TAKOX BiH Mae BOyJI0BaHMI Opay3ep aceTiB. HemnromaBHo ioro
TAKOX TOYaJd BUKOPUCTOBYBATH BEJMKI KIHOKOMIIaHIi Juisi poOOTH 3
Bi3yallbHUMH e(deKkTaMu, a caMe TpH CTBOPEHHI “BIPTyalbHUX KIMHAT 3
MOHITOpPaMH, 0 BUKOPUCTOBYIOTHCS ISl 3aMiHH 3€JICHOTO €KpaHy. 3 Horo me-
peBar TakoXK MOXHa BIIMITUTH BIIKPUTHUNA KOJI Ta HASBHICTH Bi3yaJbHOTO MPO-
rpamyBanHs blueprints, mo mae .

Houdini [5] — me mporpama mist cTBopeHHs Bi3yanbHHX edekTiB 1 3D
aniMaiii Bij SideFX. BoHa Bipi3HAETHCA BETUKOK THYYKICTIO 1 MOXJIUBICTIO
CTBOPIOBATHU CKJIaJH1 €(DEKTH, X0U II€ 1 € BEJIMKOIO NIEPEBATO0, 11€ TAKOXK POOUTH
il TOBOJ1 CKJIQHOIO Il BUBYEHHS. Ha BiAMIHY BiJl IHIIKUX MOAIOHUX MpPOrpam,
MO>K€ BUMaratu 3Ha4HO OUIbIlIe Yacy Ha PEHACPUHT.

PosrnsnyBmmm  HadmomyspHini mnporpamu B Tamy3i 3D rpadiku, B
aTecTalliiftHi poOOTi, sSKa CIpsSMOBaHA caM€ Ha aHIMallilo, HaWKpaluM BUOOPOM
oynu 6 Blender a6o Unreal Engine, uepes ix JOCTYIHICTh Ta BIAKPUTHI KO, 10
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JI03BOJIsI€ OUIbIII THYYKO HaJAIITOBYBATH iX mif cBOi motpedu. OpHaK B JaHiii
po0oTI mepeBary HajgaHO ocTaHHiM mporpami. Unreal oTpumaB Taky IIHPOKY
NOMYJISIPHICTh Yepe3 MUPOKUNA aCOPTUMEHT CTOPOHHIX IUJIariHiB Ta OJONPUHTIB,
TaKoX Ma€ BOYJIOBaHE PO3IIMPEHHSI JJIsg ONTHUMI3allii poOOTH 3 OCBITJIECHHSM Ta
BOXKUMH MojensiMu. Mae noctyn fo posmuperds MetaHuman, sike go3Boiise
CTBOPIOBATH MOJIEJII TIEPCOHAXIB BUCOKOT SIKOCTI, 1 Ma€ BKpall BeJIMKy BOY/I0Ba-
Hy Oi0moTeky acceriB. Uepes mmupokuii criektp BukopuctanHs Unreal Engine,
BiJl CTBOPEHHS aHIMOBAHOI BiZIeO TPH J0 1HTETpaIllii creil. eQeKTiB, TeMa podoTH
noTpedye MoAaIBIIOTO PO3BUTKY, 1110 Oy/Ie TPEIMETOM HACTYITHUX POOIT.
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