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This talk describes the importance of 3D modeling in our time and
describes the sequence of creating a model in the gamedev pipeline. In today's
world permeated by digital technology and visualization, 3D modeling is central
to the tools that can transform and expand human creativity and engineering
thought. With the development of computer graphics and computer technology,
as well as with the expansion of the use of 3D technologies in various industries,
from the gaming industry to medical modeling, issues related to the creation of
three-dimensional models are becoming more and more relevant and in demand.

VY cyuyacHOMy CBITI, IPOHH3aHOMY HUGPOBUMH TEXHOJIOTISIMH Ta Bi3yali-
3ariero, 3D-MomentoBaHHs 3aiiMae MEHTpaIbHE MICIE cepesl IHCTPYMEHTIB, 37a-
THUX TpaHCc(hOpMyBaTH Ta PO3MUPUTH MOKIUBOCTI JIFOACHKOT TBOPUOCTI Ta 1H-
KEHEPHOI JYMKHU. 3 PO3BHUTKOM KOMITTOTEPHOI Trpadiky Ta 0OUMCITIOBAIBHOI Te-
XHIKHM, @ TaKOXX 3 PO3IIMPEHHSIM 3aCTOCYBaHHS 3D-TeXHOJOTIN y PI3HUX Traiy-
351X, Bl IrPOBOI 1HIYCTPii JO MEAUYHOTO MOJICIIOBAHHS, MUTAHHS, MOB'sI3aH] 31
CTBOPEHHSIM TPUBUMIPHUX MOJEJIEH, CTalOTh BCE OLIbII aKTyalbHUMU Ta 3aTpe-
OyBaHUMHU.

Ha panmii MomeHT icHye ©0e31iu mporpamMHux 3aco0iB st 3D-
MOJICJTFOBaHHS, KOKHA 3 SKWX Ma€ CBOi YHIKaJIbHI MOXJIMBOCTI, OCOOJIMBOCTI
iHTepdelicy Ta 3acTocyBaHHs. Hipkue HaBeIEHO NIesKi 3 OCHOBHUX MPOTpaM JJist
cTBopeHHs 3D-monenei:

- Autodesk Maya: Illupoko BUKOpUCTOBYBaHa B 1HAyCTpii aHiMaIli Ta
CTBOPEHHSI KOMITIOTEPHHUX Ir0p Mporpama, 1o Haja€ MMUPOKI MOKIUBOCTI IS
MOJICITIOBaHHS, aHIMaIlii, TEKCTypyBaHHs Ta peHaepuary 3D-00'exTiB;

- Autodesk 3ds Max: Ille ogua npoaykT Big Autodesk, momymnsipauii ce-
pen npodecioHaliB y Taiy3i Bidyalizailii, apXiTeKTypu Ta CTBOpeHHs irop. 3ds
Max Mae MOTy>KHI IHCTPYMEHTH JIJIsl MOJIETIOBAHHS, aHIMallli, CTBOPEHHS TEKC-
Typ Ta OCBITJICHHS;

- Blender: Bbe3komroBHa Ta BiAKpUTa mporpama s cTBopeHHsa 3D-
rpadiky, sika oTpuMaia IUPOKE BU3HAHHS 3aBJISKU CBOil MOTY>KHOCTI Ta THYY-
kocti. Blender minTpumye mupokuii cniekTp (yHKIIH, BKIHOYAIOYU MOJIEIIO-
BaHHS, aHIMAIIi0, CUMYJIAIII0, PEHIACPUHT Ta HABITh BiJICOMOHTAX;

- ZBrush: CrnemnianizoBaHe mnporpaMHe 3a0e3leueHHs g UG POBOTO
CKYJBNTHHTY Ta TEKCTypyBaHHs. ZBrush Hagae yHIKalbHI 1HCTPYMEHTH s
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CTBOpPEHHs AeTaiizoBaHux 3D-Mozeneil BUCOKOT SIKOCTI, 10 YaCTO BUKOPUCTO-
BYIOTbCSl Y BUPOOHHUIITBI (P1IbMIB, IFOp Ta PEKIAMH;

- Cinema 4D: IlomynspHa mporpama, sika IIMPOKO 3aCTOCOBYETHCS Y
CTBOPEHHI aHiMaIlii, crnenedekris, pekiamMu Ta au3ainy npoaykriB. Cinema 4D
MIPOTIOHYE IHTYITHBHO 3p03yMUIHMK 1HTEp(EiC Ta pI3HOMAHITHI IHCTPYMEHTH JJIS
MOJIETIIOBaHHS, aHIMAllli Ta PEeHICPUHTY;

- SketchUp: TlpocTa Ta iHTYiTUBHO 3pO3yMijia mporpama JJisi CTBOPCHHS
3D-mopeneit, ska 9acTo BUKOPUCTOBYETHCS B apXITEKTYpHOMY MPOEKTYBaHHI,
JTU3aiiH1 IHTEp'€PiB Ta MOJICTIOBaHHI 00'€KTIB.

[IpoBeneHe AoCHiIKEHHS HaIlpaBlIeHE Ha aHalli3 MpPOLECY CTBOPEHHs 3-
Dmopeneii 00'ekTiB, Ta sIKI BAKOPUCTOBYIOTBCS ISl pO3pOOKH acCeTiB AJIs Bije-
oirop.

3aragpHU aIrOpPUTM CTBOPEHHSA MOJENl y AaHlil cdepl BUIIISIAE€ HACTYII-
HUM YHHOM:

- Ornsan HaaHUX KOMITaHI€E a00 3aMOBHHUKOM MarepialiB (KOHIIETT-
apTiB, KPECJIEeHb, TEKCTOBUX 3aMKMCOK TOIIO0), a00 MOIIYK IX CaMOCTIMHO, SKIIO
IIbOI'0 BUMAarae mocTaBjieHa 3a7a4a. Bubip pedepeHcis;

- besnocepenHbo MOICIIIOBAHHS;

- UV-po3sroprka,;

- 3amikaHHs;

- TexctypyBaHHs;

- PenaepuHr.

KoxHuii 3 eramiB cTBOPEHHS MOJIeTIi HEMOXKJIMBUN 0€3 MOnepeTHhOro eTa-
ny. Po3riasineMo 0co0IMBOCTI KOKHOTO 3 HUX.

Pucynok 1 — MojaentoBaHHs
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CyTbh MOAEIIIOBaHHS JIUIsl TEMMIEBY MOJISATa€e y CTBOPEHHI MOMITOHAIBHOT Ci-
TKH MaKCUMAaJIbHO TIPaBWJIBHOI CTPYKTYpH. Ll BUMora HeoOXigHa 11T KOPEKT-
HOT'O peHJEPY: BIACYTHOCTI apTe(akTiB Ha MOJIENI, a TaKOX JUIsl il onThUMIi3allii,
TOOTO 3aBXXIU € OOMEKEHHS HA KUIBKICTH ITOJITOHIB a00 TOUOK mMoaei. DakTu-
YHO CTBOPIOIOTHCS MIHIMYM JB1 MOJieii: HU3bKomoironanbHa (lowpoly), To6TO
Taka, 10 Ma€ HU3bKY KIJIBKICTh MOJIIrOHIB, Ta BUCOKomoironanbHa (highpoly) ,
TOOTO Taka, 0 Ma€ BUCOKY KUTbKICTh TIOJIITOHIB.

Pucynok 2 — UV-po3sroprtka

Pucynok 3 — TekcTypyBaHHs
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UV-posroptka npoBoauTbcsi Ha ocHOBI lowpoly. Ile HaHeceHHs MIBIB Ha
nesikl rpadi mozeni. Jlanuit mpoiiec HEOOX1THUM JJI1 KOPEKTHOI'O 3aIliKaHHS Ta
HaHECEHHS IJIACKOi TEKCTYpH Ha 00’ €MHY MO/JIENb Y TOJAIBIIOMY.

3amikanusa. Ilpomec momsirae y mepeHeceHHi aetamizanii highpoly Ha
lowpoly. Takum 4MHOM OTpPUMYEMO JI€TaTi30BaHy MOJIENb, siIka HEe OyJlle CKIal-
HOIO JIJISl IrPOBOTO ABUTYHA. Takok Ha 1bOMY €Talll Ha MOJIeJIb MOKHa HAHECTH
TiHI Y BXXKOJAOCTYITHUX CBITIIY MICIISIX, €JIEMEHTH, 110 CBITATHCS TOIIIO.

TexcrypyBanns. Busnaunwuii eran crBopenns mozeni. [lonsirae y Hanecen-
HI KOJBOpY, JEKaJeW, iMmiTallii MaTepiayiB Ha 3ameyeHl KapTh HOpMaliel
(normal), oxmo3ii (ambient occlusion), kpusu3Hu (curvature). Moro MosxHa 110-
PIBHATH 3 HaHEeCeHHsAM (hapOM Ha TINCOBY CTAaTyeTKy. JlaHMM eTamoM Mpoliec
MO/JICTIOBAHHS 3aBEPIIYETHCS.

Pennepunr. @akTHuHO HEOOXIAHUM TUIBKU 711 IPE3EHTALlll TOTOBOI MOJe-
1. Lle ctBopeHHs 300paxeHHsI MOJIeNl 3 IEKIIbKOX paKypcCiB, 3 10JaBaHHSIM CBI-
TJIa y CIIEHy Ta OTOYEHHSI, SKIIO0 OCTaHHE HEe OyJie 3aiiBUM Ha PO3CY[ XYI0KHH-
Ka.

BucHoBku.

[IpoBenene MOCHIKEHHS JO3BOJIUIO BU3HAYUTHUCS 3 HAOOPOM rpadigyHOro
IpOrpaMHOro 3abe3nedyeHHs, ONTUMAIBLHOTO JJii BUKOHAHHS POOOT MpU CTBO-
penHi Bigeoirop. MoaemoBanHs Ta UV-po3ropTky AOUUIEHO BHUKOHYBaTH 3a
nomoMoror rpadiunoro pempakropa Blender. Ileit 3ymoBieHo #oro moctymHic-
TIO 4epe3 BIJCYTHICTh TUIATHOI MiAMUCKH, Ta YHIBEPCAIBHOCTI HOTO BUKOPHC-
TaHHs. "3amikaHHA" OLIBII JOLIIBHO peaji30BYBaTH 3a JOMOMOIOIO0 1HIIOTO
nporpamMHoro 3abesnedeHHs - Marmoset Toolbag, depe3 ioro npodiibHICTH
caMe Ha po3ropTili. TekcTypyBaHHs - y Substance painter, uepe3 ioro 3pyu-
HICTh, MOTY>XHUI HaOlp IHCTPYMEHTIB Ta LIMPOKE BUKOPUCTAHHS y cepi reim-

JIEBY.
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