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3D technologies are widely used in architecture, cinematography, gaming,
and virtual reality. High-quality visualization allows for the creation of realistic
scenes used in marketing, game development, animated films, and interactive
simulations. This paper explores the process of developing a 3D scene, includ-
ing modelling, texturing, lighting, and rendering. The study also examines opti-
mization methods that help balance quality and performance.

AKTyajabHicTh npodaemu: CydacHi TexHonorii 3D-monemoBaHHS ax-
TUBHO BUKOPUCTOBYIOTBCA B apXITEKTYpHIM Bi3yami3auii, KiHemaTtorpadi,
irpoBiil iHIYCTpil Ta BipTyasbHii peanmbHOCTI. Bucokoskicaa 3D-rpadika mo3-
BOJISIE  CTBOPIOBATH  PEANICTUYHI  Bi3yali3amii, sSKI 3aCTOCOBYIOTBCA
MapKeTHUHTY, po3po0lll BiACOIrop, aHIMaIiiHuX (GiIbMIB Ta IHTEPAKTUBHUX CH-
MYJISITIH.

OcCHOBHOIO TIPOOJIEMOIO € HEOOXIAHICTh, OalaHcy MDK JeTani3ali€ro
00’€KTIB Ta MPOAYKTUBHICTIO PEHACPUHTY, aJKE CKJIQJHI CIICHH BUMAararoTh
3HAYHUX OOYMCITIOBAIBHUX PECYPCIB.

[[IBuaKK# PO3BUTOK MPOrPaMHOTO 3a0e3MedeHHs Ta rpadiqHoro obagHa-
HHSI COpHsIE 3pOCTaHHIO MOJMBOcTel 3D-Bizyanmizauii. Taki IHCTpYMEHTH, SIK
Blender, Maya, 3ds Max, Unreal Engine, V-Ray Ta Redshift, 1o3Bo:s10Th cTBO-
pIOBAaTH PEATICTUYHI CLIEHH, MPOTe iX e(EeKTUBHE BUKOPUCTAHHS MOTpeOye
3HaHb y cdepl onTuMizalii rpaiku, OCBITIEHHS Ta TEKCTYpPYBaHHS.

Meta poboTu: JlochixeHHs nponecy cTBOpeHHs 3D-ClieH, BKIIOYalOUu
MOJICJIIOBaHHS, TEKCTYpYBaHHSA, OCBITJICHHS, PEHAEPUHI Ta ONTHUMI3alllo.
AHani3 cydyacHUX METOJIB IMIJBUILEHHS AKOCTI Bi3yani3auli Npu MIHIMAJIbHOMY
HABaHTAKCHHI Ha TpadidHUI TpoIecop.

BuBueHHs epEeKTUBHHMX TEXHIK, IO JO3BOJISIOThH JIOCSATTH OalaHCy MiXK Je-
TaJi3aIier MoJIeiel Ta MPONYKTUBHICTIO CIICHH.

Buxiaaa ocHoBHOro marepiaay: CtBopeHHst 3D-clieHM MOYMHAETHCS 3
KOHIENTYaJIbHOI'O €Tally, Ha SKOMY BHM3HAYalOThCSl CTHJIb, KOMIIO3UIIS Ta
piBeHb netami3ailli 00’ekTiB. BaximBo BpaxoByBaTH Mail0yTHE BHUKOPUCTAHHS
CIEHU: Yy BUIAJIKY ITPOBUX MPOEKTIB HEOOXIJHA ONTUMI3allisl MPOAYKTUBHOCTI,
TOAL SIK y KiHeMaTorpadiyHiil Bizyaiizalii roJ0BHUM (HaKTOPOM € AKICTh 300pa-
KCHHSI.
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MojentoBaHHS € KIIFOUOBUM €TaroM, IIiJl Yac SIKOTO CTBOPIOIOTHCS 00’ €KTH
crieHd. BUKOpUCTOBYIOTBCA Pi3HI TE€XHIKH, 30kpema high-poly ta low-poly mo-
nemoBanHs. High-poly minxomute mist ¢oTopeanicTUHUHUX PEHIEpiB, TOMI K
low-poly 3acTocoByeThCS U IHTEPAKTHBHHUX CEPEOBHUII, JIe Ba)KIMBA IIIBH/I-
KicTb 00poOku. Petomosnoris 103BoJisie 3MEHIIUTH KIJIBKICTh TOJITOHIB 0€3
3HAYHOI BTpaTH JeTaji3allii, 0 KPUTHUYHO JJI PEalbHOro yacy.

[Ticnst cTBOpeHHS reoMeTpii MPOBOJUTHCS TEKCTYpPYBaHHS, K€ BH3HAYAE
Bi3yasibH1 BJIACTUBOCTI MatepiaiiB. OJHUM 13 HAHOUIBII MOITUPEHUX IMIIXOIIB €
BukopuctanHs PBR-marepianis (Physically Based Rendering), sixki BpaxoByIOTh
G13MYHI  XapaKTepUCTUKUA TOBEPXOHb. 3aliKaHHS KapT Hopmalel, ambient
occlusion Ta roughness q03BoJisiE 3MEHIIUTH HABAHTAXKEHHSI Ha BIJIEOKAPTY,
30epirar0ym BUCOKY SIKICTb 300paKeHHSI.

OcCBITIIEHHST BIJIITPAa€ BAXKIUBY pOJIb Y CTBOPEHHI atMocdepu cueHu. Pe-
AJIICTUYHE OCBITJIEHHSA IOCATA€THCSA 3a JOMOMOTOI0 TJI00AJILHOIO OCBITJIEHHS
(GI), Buxopuctanus HDRI-kapt Ta MeromiB TpacyBaHHs mpomeHIiB (Ray
Tracing). [ns 3MeHIIEHHS OOYHMCIIOBAJIBHOTO HABAHTAXEHHS 3aCTOCOBYIOTH
TexHiky light baking, sika 103BoJIs€ 3aMIKaTH TiH1 Ta OCBITJIEHHS B TEKCTYPH.

PengepuHr € 3aBepIiaqbHUM €TAIoM, IIiJ 4ac sIKOTO CIieHa MEePETBOPIOETh-
csi Ha (piHaNBbHE 300pakeHHs a00 aHimallito. Bubip peHaep-aBMXKa 3aJeKUTh
BiJ1 BUMor npoekty: Cycles y Blender 3a0e3neuye hoTopeanicTUUHICTh 3aBIASKH
TpacyBaHHIO MTPOMEHIB, TOJ1 K Eevee miaxoauTh Jisl MIBUAKOTO MEPErIisiay Ta
IHTEepaKTUBHUX pimeHb.Cuctemu npotuaii brnJIA MoxHa po3aiIUTH HA TPU OC-
HOBHI Kareropii. [lo-mepmie, 3acoOu BUSABIECHHS, cepel SAKUX BHIUISIOTH
pagioNOKaIliifHl CHUCTEMHM, IO TMPAalIOITh Yy Jiala30Hi CaHTHUMETPOBHX 1
MIJTIMETPOBUX XBWJIb, AKyCTHUYHI CEHCOPH, Kl aHANI3yIOTh XapaKTEpHI LIyMH,
CTBOPEHI IPOHAMM, Ta ONTHUKO-EJIEKTPOHHI CUCTEMH, 110 3aCTOCOBYIOTh HEWUpPO-
Mepex1 JJIsi po3Mi3HaBaHHs 00'ekTiB. BukopucTtanHs KOMOIHOBAHOTO MiJIXOMY
JI03BOJISIE 3HU3UTH HMOBIPHICTH TIOMUJIKOBUX CIPAIlbOBYBaHb Ta MOKPAIIUTH
TOYHICTb BUSIBIICHHS 00'€KTIB.

BucnoBku: EdexktuBHe cTBOopeHHs1 3D-ClieH BUMarae KOMIUIEKCHOTO M-
XO[y, IO BKJIIOYAE€ MOJICITIOBAHHS, TEKCTYpyBaHHs, OCBITJIEHHS, PEHIEPUHT Ta
onTuMmi3zaniio. BukopuctanHs cydacCHUX TEXHOJIOT1M JO3BOJISIE JOCITTA BUCOKOI
SAKOCT1 Bi3yamizamii mpu 30epekeHHl mpoaykTuBHOCTI. [IpaBunmbHa pobora 3
HOJIITOHAJIBHOIO CITKOI0, UV-pO3ropTkoio Ta TEKCTYpHUMH aTjiacaMu J0IoMa-
rae 3mMeHmUTH HaBaHTtaxeHHs Ha GPU, a 3actocyBanns PBR-marepianis 3a0e3-
MeYy€e PealiCTUUHICTD B1IOOPaKEHHSI TTOBEPXOHb.

3amikaHHsS OCBITJICHHS Ta ONTHUMI30BaHI PEHJEP-AITOPUTMHU JO3BOJIIIOTH
3HAYHO MOKPAIIUTH MPOJYKTUBHICTH CIIEHU O€3 BTPATH BI3yaJIbHOI sIKOCTI. Bu-
KopucTaHHs piBHIB Aetamzauii (LOD) Ta MeTomiB koMmOpecii TEKCTyp CHpHsIE
cTaO1IbHIM pOOOTI HABITh HA OOMEKEHHX alapaTHUX pecypcax.
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OTpuMaHi pe3ylbTaTd MOXKYTh OyTH BUKOPHUCTaH1 y cepi BipTyaabHOI pe-
aJIbHOCTI, 1TPOBOI 1HAYCTPil, apXiTeKTypHOI Bizyaumisalii Ta kinematorpadi. [o-
Janbli JOCTKEHHS MOXKYTh OyTH CHpSIMOBaHI Ha IHTETpallil0 aHIMaliiHHUX
e(eKTIB Ta CUMYJIAIII0 (PI3MUHUX B3a€EMOMIN JJIs TiJBUILNCHHS PealiCTUYHOCTI
CIICHHU.
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