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Today, technology is developing at an incredible speed, spilling over into
all areas of our lives. One of these areas is cinematography, which is constantly
using new technologies to create more realistic and sizzling films. Particularly
appreciated is the use of 3D elements in films, which allows viewers to be more
deeply immersed in the atmosphere on the screen. Thus, experiments with visual
effects and advanced 3D technologies in cinema play a key role in gaining the
respect of viewers and ensuring the success of films in the current entertainment
market.

VY cyyacHOMYy CBiTI TE€XHOJIOT1i PO3BHBAIOTHCS 3 HEMMOBIPHOIO IIBUIKICTIO,
BILUIMBAIOYM Ha BCi cdepu Hamoro XUTTA. OHIE0 3 Takux cdep € KiHeMaTor-
pad, sSKU TOCTITHO BUKOPUCTOBYE HOBITHI TEXHOJIOTII JJII CTBOPEHHS OLIBII
pEANTICTUYHHX 1 3aXOTUTI0I0unX (HitbMiB. OCOOIUBO 1€ CTOCYETHCS BUKOPUCTAH-
Hs1 3D eneMeHTIB y ¢igpMax, M0 TO3BOJISE TIIsIadaM OUTBIN TIIHOXKE 3aHypIOBa-
TUCS B aTtMocdepy Tomaii Ha ekpaHi. BinTak, eKCIEpUMEHTH 3 Bi3yaIbHUMHU
edeKTaMH Ta BUKOPUCTAHHAM 3D TEXHOJIOT1H B KIHO BIAITPAIOTh KIIFOUOBY POJIb
y MPUBEPTaHHI yBaru Iis1ayiB Ta 3a0€3MeueHHl ycnixXy (iabMiB Ha Cy4YaCHOMY
PUHKY pO3Bar.

Y 1bOMy KOHTEKCTI, pO3IJISA] POTPaMHHUX 3ac00iB, IO JO3BOJSIOTH CTBO-
proBatu (ibmu 3 3D eneMeHTaMH, € HaA3BHYAHO BakiuBHM. [Iporpamu, Taki
sk Cinema 4D, Unreal Engine, Maya, Houdini Ta ium1i, HagaioTh KiHOpEXKUCE-
CTBOPEHHSI 3aXOIUTIOIOYUX BI3yallbHUX CBITIB. Y HACTyNHINW 4acTHHI cTatrTi Oy-
JyTh PO3TJSHYTI OCHOBHI MOXJIMBOCTI IIMX MPOTPaM Ta iX BHECOK y MPOIIEC
CTBOpPEHHSI (QiIbMIB 3 BUKOpHUCTaHHSIM 3D eneMeHTiB.

Cinema 4D — me oaHa 3 HAUMOMYJIAPHIIIMX TPOrpaM JyIst CTBOpeHHS 3D-
rpadiku Ta arimarii [1]. Bora Bimoma CBO€IO MPOCTOTOIO BUKOPUCTAHHS Ta ITH-
POKUM CHEKTPOM 1HCTPYMEHTIB, 110 JIO3BOJISIE SIK OYATKIBLAM, TaK 1 J0CBiIye-
HUM Ipo(ecioHanaM CTBOPIOBATH BpaXkaroyl Bi3yalibHI €(EKTH Ta aHIMaIIIo.

Cinema 4D 3a0e3mneuye BeIMKY KUIbKICTh MOXJIMBOCTEH ISl MOJIETIOBaH-
Hsl, TEKCTYPYBaHHs, aHIMalli Ta peHAEpUHTY, a ii TexHousoris aHiMauii MoGraph
JIOC1 € HEAOCSHKHOIO BEJIUYMHOIO JJIsS OIBIIIOCTI KOHKYPEHTIB, 110 pOOUTH 1i He-
3aMIHHHMM THCTPYMEHTOM JUIsl pOOOTH HaJ KiHOCTpiukamu 3 3D enemeHTaMu.

Unreal Engine — 1ie mOTy>KHHI 1HCTPYMEHT JIJISL PO3POOKH 1irop Ta Bi3yasb-
HUX €(EeKTIB, IKUI TaKOK BUKOPUCTOBYETHCS sl CTBOPEHHS KiHO. BiH BijmoMuii
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CBOEIO BEJIMKOKO IIBUJAKICTIO Ta PEATICTUYHICTIO Tpadiky, a TAKOXK MIHMPOKUM
(YHKIIIOHAJIOM JUTsl CTBOPECHHS BEJIMKUX CBITIB Ta IHTEPAKTUBHUX CIICHApIiiB [2].
3aBAsKH CBOIlM MOTY>KHOCTI Ta THYYKOCTI, Ta YHIKaJIbHUM TexHoJorisiM Lumen 1
Nanite, Unreal Engine ctae BimiMiHHUM BHOOPOM JJIsl CTBOPEHHS (DUJIBMIB 3 BU-
KopucTaHHsM 3D eneMeHTIB.

Maya — nomyssipHa nmporpama Jijisi CTBOPSHHS aHiMaIlli Ta Bi3yalbHUX ede-
KTiB. [i IIMPOKMl CIEKTp iHCTPYMEHTIB I MOJIETIOBAHHS, aHIMAIli Ta peHie-
puHry 3ab6e3nedye npodecionanam y ramxysi KiHemarorpady Bpaxarodi MOXKIIH-
BOCTI ISl BTUICHHS IXHIX TBOPYHX 33/ TyMiB.

Opniero 3 KIIIOYOBUX TepeBar Maya € ii iHTerpallis 3 iHIIUMHA TpOorpaMaMu
Ta miargopmamu. Ile no3Bossie mpodecioHanaM MpairoBaTH B CHIBIpalll 3 KO-
JleramMH, ikl BAKOPUCTOBYIOTh 1HILI IHCTPYMEHTH, 00 CTBOPUTH LIUIICHI Ta Y3-
TOJDKEHI Bi3yalibHi edextn ais (iabMis [3].

Houdini — 1ie nporpama s CTBOPEHHS Bi3yadbHHX €(EKTIB Ta aHiIMAIIii,
sKa BIAPI3HAETHCS CBOEIO MOTYKHICTIO Ta THYUYKICTIO. BoHa 6a3yeThcs Ha BY3-
JIOBOMY MIJIXO/I1 O CTBOPEHHS €(PeKTiB, 10 103BOJISIE KOPUCTYBauyaM CTBOPIOBa-
TH CKJIaJHI aHIMaIlliHI e(peKTH Ta CUMYJIALIi 3 BHUCOKOI TOYHICTIO. OnHa 3
KJIFOYOBHUX BiaMiHHOCTeW Houdini Bif 1HIIMX mporpam moJsrae y ii maxomdi a0
reHeparlii BizyaabHUX edekTiB. BoHa BukopucTtoBye Habip 3acobiB, 1mo 06a3y-
I0TbCSI Ha (DI3MYHMUX MPUHITUIIAX, 110 J03BOJISIE CTBOPIOBATH HAA3BHYANHO pea-
JICTUYHI €PEeKTH, TaKi K BOJA, BOTOHb, TUM Ta PyHHYBaHHS OyTiBEJb.

Bimomi ¢inemu, siki BukopuctoBytoTh Houdini, BkITtouarots y cede "luTep-
cremap", "Mecuuku: BiitHa HeckinuenHocTi" Ta "Tappi [lortep Ta CmepTrenbHi
penikgii: Yactuna 2" [4].

3aBASKA CBOIM MOTY>KHUM MOXMJIMBOCTSM Ta TEPEAOBHM TEXHOJIOTISAM,
Houdini 3anuimaerbest BeIbMH LIHHUM 1IHCTPYMEHTOM ISl Mpo¢ecioHaliB y ra-
Jy31 kiHemartorpadii, ikl IparHyTh JOCSATTH BpakalouMX pe3yJibTaTiB Ta He3a-
OyTHIX BI3yaJbHUX €(PEKTIB Y CBOiX (lIbMax.

3ds Max — me mie oJHa BH3HaHA MPOTpaMa, sika BUKOPUCTOBYETHCS JIJIS
cTtBopeHHst pinbMiB 3 3D enementamu. 3aBASKA CBOIM MOTY>XHUM 1HCTPYMEH-
TaM JJIsl MOJICTIIOBAHHS, aHIMAIlli Ta peHIEPUHTY, BOHA 3abe3mnedye npodecioHa-
JIB y Taiy3i KiHemaTtorpadgy HeWMOBIpHOIO cB0OO010 TBOpUOCTi. O/IHI€O 3 TO-
noBHUX TiepeBar 3ds Max € #Oro BUCOKHUI piBeHb 1HTErpallii 3 iHIIMMH TIPOTrpa-
Mamu Ta maatopmamu. Lle no3Bossie KopucTyBauyaM O€3MEPENIKOIHO MEePEXo-
JUTH B1JI OJTHOTO €TaITy MPOEKTY JI0 1HIIIOTO Ta CIUIBHO MPAIOBATH 3 KOJETaMH
HaJI CKJIQJHUMHM clieHaMu Ta eexramu [3].

VY kinemaTtorpadi nporpama BUKOPUCTOBYETHCS I CTBOPEHHS TOBHOMET-
paxHuX (PUIbMIB, aHIMAaLIMHUX CeplaiiB, a TAKOX BI3yaJbHUX €(EKTIB y BEIU-
KUX TOJUTIIBYJACBKMX MNPOAYKIisAXx. PuibMHU, fKI BUKOPHUCTOBYIOTH 3ds Max,
BKJTIOUaIOTh y ceOe "Aatap", "Xpanureni", "['pasitamis” Ta 6arato iHIIHX.

KoskHa 3 1ux mporpam mae cBOi1 yHIKaJIbHI 0COOIMBOCTI Ta mepeBaru. Ha-
npukiaa, Cinema 4D cnaBUTHCS CBOEIO MPOCTOTOI0 BUKOPUCTAHHS Ta MIHUPOKUM
cnektpom iHcTpymeHTiB. Unreal Engine BioMuii cBO€10 MOTYX)HOIO Tpadikoro
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Ta MOXJIMBOCTSIMH JUIsl peaiti3alli IHTepaKTUBHUX MPOEKTIB. Maya BiJJ3HAYa€Th-
Csl CBOEIO BEJIMKOIO KUIBKICTIO IHCTPYMEHTIB /111 MOJICJIFOBaHHS Ta aHiMallii, TO-
ni sk Houdini crienianizyerbest Ha IpoUEypHOMY MOJEIIOBAaHHI Ta Bi3yalbHUX
edekrax. 3ds Max ciaaBUTHCA CBO€IO THYYKICTIO Ta IIUPOKUM CIEKTPOM 1HTET-
pauii 3 iHIIMMU TporpamamMu. HeMokJMBo 00paTu OJHY HpOrpaMmy SIK €IUHY
"Halikpaiy", OCKUIbKM KOXKHA 3 HUX Kpallle ce0e MpOosBIISI€ y PI3HUX CIIEHAPIAX
Ta IUIAX, BIIMOBIAAI0YN HA IMTOTPEOM Pi3HUX TBOPUYHUX 3aBJIaHb Ta IMPOCKTIB.

OTXe, BUKOPUCTAHHS CyYaCHHX MPOTPAMHHUX 3aCO01B JJi CTBOPEHHS (]i-
a6MiB 3 3D eneMeHTaMu € KIII04OBHM (paKTOPOM Y JOCITHEHHI YCIIXY y cydac-
Hiit kiHemaTorpadii. L{i mporpaMu € HEeBi’ €MHOIO YaCTUHOIO TBOPYOTO MPOIIECY
Ta JTI03BOJISIIOTH CTBOPIOBATH Bpakaroul Ta He3a0yTHI QUIbMH, SIKI EPETBOPIO-
IOTHCSI HA CIIPABKHI LIEAECBPH.

CnuCcoK BUKOPUCTAaHUX JKEPEIL:

1. Maxon.org Cinema 4D [EnexTpoHHuil pecypc]. — peXHUM AOCTyIy
https://www.maxon.net/en/cinema-4d (nara 3Bepuenns 01.03.2024).

2. Autodesk.com [Enextponnuii pecypc]. — pexxum goctyiy https://www.
autodesk.com/ (mara 3Bepuenns 02.03.2024).

3. Unrealengine.com Unreal Engine 5 [EnextponHuii pecypc]. — pexxum ao-
crymy https://www.unrealengine.com/en-US/unreal-engine-5 (mata 3BepHEHHs
02.03.2024).

4. Sidefx.com Houdini [Enextponnmii pecypc]. — peXUM JTOCTyITy
https://www.sidefx.com/products/houdini/ (nata 3sepuenns 03.03.2024).

75


https://www.maxon.net/en/cinema-4d
https://www.unrealengine.com/en-US/unreal-engine-5
https://www.blender.org/

