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In the article, study of the opportunities of using 3D graphics to create
advertising videomaterials has been conducted. Blender was selected as the
primary 3D-modeling tool for creating advertising materials. The process of
creating advertising materials was described in detail.

Ha cporonni, aumkuTanizaiis NPOHUKAE B ycl cepu HAIIOrO >KUTTS.
Po3BuTOK M(pOBUX TEXHOIOTIH MPUBOAUTH 10 PO3MIMPEHHS ICHYIOUHX 1 IOSBU
HOBHX BH[IB Bi3yamizamii iHQopmamii B cycmiibcTBi. He BuHATKOM € #
MEIaKOHTEHT, SKUW TIOCHIIOETHCS 3aBISKA TPUBUMIPHUM Ta IHTEPAKTHBHHUM
TEXHOJOTIsIM Yy peknami. [IpoBIAHUMHU AWIKUTANI-CKIAAOBUMH  Cy4acHOi
BI3yaJIbHOT KOMYHIKAIlll € IHTepaKTUBHUN Ju3aiiH Ta fuHamivHa 3D-rpadika [1].
Oco06ymBo MmoMiTHA 11 poib y pekiaMHoMy Tipoctopi. Came 3D-animaris crae
CYTT€EBUM YUHHUKOM PO3BUTKY PI3HOMAHITHHX KOMIIAHIA Ta CKJIAJIOBOIO IS
YCIIXy IXHIX TPOJIYKTIB Ha PHUHKY B XOJ1 pe3yJbTaTUBHUX PEKIAMHUX
MPOJAKIITH-KOMITaHIA. Y 1IbOMY JOCIHIDKEHHI PO3IIISAAETHCA MOMKIUBICTD
3actocyBaHHsa 3D-Moiet0BaHHS MMiJ1 4ac po3pOoOIeHHS pEeKJIaMHOI IPOIYKITli, a
came, BifieoB13uTiBKU M. [lontaBa /7151 pO3BUTKY BHYTPIIIHBOTO TyPU3MY.

Merta pobotu — po3poOka peKIaMHUX BijeoMarepiaiiB 3acobamu
3D-animanii 3aans pPO3BUTKY BHYTPIIIHBOTO TYypHU3MY IIISXOM TOCHUJICHHS
Openny Mict Ykpainu. J{is HOCSTHEHHS 11i€i METH HEOOXIJIHO BUPIIIUTH TaKl
3aBJIaHHS: OMKCATH KOHIICTILIIO PO3POOKH peKIaMHUX BiJeoMarepiaiiB; oOpaTu
OpOrpaMHUN  IHCTPYMEHT Ui 3AIMCHEHHS  MOJCNIOBaHHS; MOETAITHO
peanizyBaTu 00paHy KOHIIeMIit0 3acobamu 3D-rpadiku.

[Ilomo xoHuemmii peanizamii 3acTocyBaHHs 3D-aHimalli B pekJIaMHUX
Marepiajax 0yyio oOpaHO 1ACH0 MOIMyJspu3allii BIABITyBaHHS MICT YKpaiHH y
MeXaxX PpO3BUTKY BHYTPIIIHBOTO Typu3My. Tak, MOXJIMBO CTBOPHUTH
BIJICOBI3UTIBKY IJiIi YMOBHO MEHII MOMYJSPHUX JUIsl TypuU3My MICT YKpaiHu,
npoTe, SKI MAaOTh 3HAYHUM TYPUCTUYHUHN MOTEHINAT Ta HE BUKOPHCTOBYIOTH
Horo 4yepes3 HEAOCTaTHIO OOI3HAHICTh HACEJEHHS IMOJ0 TakuxX MicT. B skocti
nepmoro micta O0yno oOpaHo M. [lonTaBy, BiIBIAMHHM SIKOTO KOPHUCTYIOTHCS
HEJIOCTATHIM MOMUTOM y BHYTPIMIHIX TYpPUCTIB. OCKUIBKH MICTO aCOILIOETHCS 3
raJlylikaMi Ta OUI0r0 AJIBTaHKOI, K1 NEpIIl 3’ SBISIIOTECA CEpPed CHUMBOJIIB
IbOr0 MICTa, B MOJAJbIIOMY OYyJIO BUKOPUCTAHO came ix miga 3D-aHimailii B
pEeKJIaMHIH B1JI€OBI3UTIBIIL.
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MosxnuBocTi 3actocyBaHHA 3D-rpadiku, nepeBaru ii BUKOPUCTaHHS B
au3aiHi iHTepdeliciB Oyno neTanbHO po3migHyTo y mpasx [2, 3]. Ilicas
MIPOBEICHOTO aHali3y ICHYIOUHX pPO3PO0OK, a TakoX cdepu 3acTOCYBaHHS
nporpaMHux 1HCTpyMeHTIB Takux sik: Cinema 4D, Blender, Maya, After Effects;
BU3HAYEHHSI IXHIX MepeBar Ta HEIO0JIKIB, OyJi0 0OpaHo IS MOAAIBIIOI PpOOOTH
0e3xkomTOBHY Bepcito naketry Blender. Bin € yHiBepcalbHUM 1HCTPYMEHTOM IS
TPUBHMIPHOTO MOJICTIOBAaHHA Ta Bi3yami3aiii, depe3 Te, M0 YCYBae
HEOOXIHICTh ~ NEepEeMUKaHHS MDK  @OporpamMaMM, Ta  HOro  MOXKHA
BUKOPUCTOBYBATH Y PI3HUX Tally3sX, TAKUX K apXiTEKTypa, irpoBa po3poOka,
BIJICONIPOJAKINH, pekiama Ta Oararo iHmmX [3]. Takox Blender mo3Bosisie
ctBoproBatu Visual Effects (VFX) nuisixom moegnanust Toro, mo Oysio 3HATO Ha
KaMepy 1 CTBOPEHO Ha KOMII IOTepi, 10 ¥ BUKOPHUCTOBYETHCA B TMOJAJIBIIIIMA
poOOTI HajJ CTBOPEHHSM BiJIC€OBI3UTIBKHU. 3apa3 OpeHau BUKOPUCTOBYIOTh VFX
JUISI  CTBOPCHHSI PEKJIAMHHX MarepiajaiB [jii TpUBEpPTaHHS yBarm Ta
3amam’sITOBYBaHHS OTOJIONICHb, SKI BUAUISIOTBCA 3 O€3midi  TpaguIliiHux
PEKIIaMHUX POJIHKIB.

OcHoBH1 (QyHkuii Blender BkiO4arOTh: TPUBUMIPHE MOJEIIOBAHHS,
aHIMallilo, PEeHJCPUHT, Bi3yai3aiiio Ta cumyJtsiito. Blender namae mmpoxi
MO>KJIMBOCTI ISl CTBOPEHHS CKJIQJHUX TPUBUMIPHUX Mojeneil. Bin miarpumye
pi3HI TUOM O00'€KTIB, IHCTPYMEHTH MOJCIIOBaHHS, TEKCTypYBaHHA Ta
penaryBanns ¢opm. Tak sik Blender € moTykHUM 1HCTPYMEHTOM JIJIsi CTBOPEHHS
TPUBHUMIPHOI aHIMAaIlii, TO BIH Ha/Jla€ MOKJIUBICTh CTBOPIOBATH KJIIOUOBI KaJIpH,
pO3MIIIyBaTH O0'€KTH y TPUBUMIPHOMY IPOCTOPI, HAJAIITOBYBATU PyXH Ta
edextu a"imari. Kpim Toro, mporpama mae BOy/IOBaHUI NABUTYH PEHICPUHTY,
IO JI03BOJISiE CTBOpIOBaTH (OTOpEaNiCTUUHI 300pakeHHs Ta Binmeo. Blender
miATpUMy€e pi3Hl MeTonu pennepunry, Bikitouatoun Cycles tTa EEVEE, ski
3a0e3MeyyoTh BUCOKY SKICTb PEHIEPUHTY Ta IIBHJKICTh IONEPEIHBOTO
neperysany. Takoxk Blender no3Bonsie Bi3yanidyBaTh TPUBHUMIPHI CLEHH,
BKJIIOYAIOYM OCBITJICHHS, MaTepianu Ta ¢i3uuHi edektd. BiH Takox Mae
IHCTPYMEHTHU [Ji1 CUMYJSUII pi3HUX (QI3UYHUX SIBUII, TaKUX $K PIAUHM,
TKaHUHH, JUM Ta 1H.

[Ipomiec CTBOpEHHSI pEKJIAMHMX BiJleOMaTepialliB JJIsl BiJI€OBI3UTIBKU
3acobamu 3D-animarii Blender naBeneno Ha puc. 1-9.

Pucynok 3 — CtBopeHHs
TEKCTYPH 32 JJOIIOMOT 010
Image Texture

Pucynok 1 — CtBopenns 3D Pucynok 2 — Haknaganns
00'eKTIB (MOJIEIII TATYIIIOK) MarepiaiiB
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Pucynok 4 — JlonaBanHs PucyHnoxk 5 — HanamryBanHus Pucynok 6 — Pe3ynbrar
aniMarii g Soft body aniMarii Fluid (cmeranm): CTBOPCHHS aHIMOBaHHX
(ramymiok)

JIOMEH, €PEeKT 3D-00'exTiB

Pucynok 7 — BincrexxeHHs Pucynok 8 — Haknamanus Pucynok 9 — [lonaBanus
pPyXy B okpemomy daitmi 3D-006'exTiB Ha Bizeo 3 peasicTUYHOCTI
VEX BIZICTeXKECHHSM PyXy BiJICOPOJIHKY

OTxe, MOXXHa 3pOOMTH TakKi BUCHOBKH: TPUBHUMIPHE MOJICIIOBAHHS, Ha
CBOTOJHI, OTPUMAJO JIOCUTh IIMPOKUM CIEKTP 3aCTOCYBaHHS 3a pPaxyHOK
MOCTIHHO  PO3MIMPIOBAHMUX  IHCTPYMEHTIB  Ta  OUIbII  TPAKTUYHOTO
dbyHKIioHANBHOTO MmiaXxoay. KpiM Toro, 3MIHMBCSA MiAXia IMOJO Bizyasizarii
KOMyHiKamii B MuGPOBOMY MPOCTOPI CYy4acHOTO CYCIHiIbCTBa. Binremnep,
JTUKATAI-CKIIaI0Ba BUCTYIIA€ OJTHUM 13 KIIFOUOBHX 1HCTPYMEHTIB B OHJIaliH- Ta
IHTEpaKTUBHIN pekjami, SKUN J03BOJSIE TMepelaTd Bi3yaldbHH HapaTHB
(cxiagHy iHGOpMaIliI0) y TOCTYmHUX (opMax, 30KpeMa TpUBUMIpHOCTi. Tomy
BUKOPHUCTAHHS TPUBUMIPHOTO MOJICIIOBAaHHS JAJIsl TOMYJISpU3allii Ta OHOBJICHHS
OpeHay MICT YKpaiHu € 3aco00M JIOHECEHHS KyJbTYpHOI 1H(opmauii 3amss
NIJBULIEHHS HAllOHAJIBHOI caMocBiomMocTi. Came uepe3 Te, mo (popMyBaHHA
BI3yaJIbHO1 KYJBTYpU CYCHIJIbCTBA 3a3HA€ ICTOTHUX 3MIH, TOMY BOHO MOTpeOye
NOJANBIINX HaIpalloBaHb Ta MPAKTUYHUX HAPOOOK. OCKIIBKH TEXHOJOT1i
MPOJIOBKYIOTh PO3BUBATUCS, MU MOXKEMO OYIKYBaTH 1€ OLIbII BPa)katouoro Ta
1HHOBaIliiHOro BuUKOpucTaHHS VFX y pexmami. TexHomorii BIpTyalbHOI Ta
JIOTIOBHEHOI peayibHOCTI J03BOJISIOTh PEKIAMOABISIM CTBOPIOBATU €(PEKTHY Ta
IHTEPaKTUBHY PEKJIamy, Ka MOEHYE PEaTbHICTh Ta (paHTa3ito.
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