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OOCHNIOXEHHA TEXHONOrT CTBOPEHHA 30EPAXEHb
ANA SKYDOME LIGHT TA NPOEKTYBAHHA 30HU BIANOYUHKY

XomuweHko IN.B., marictp, HTY «XII»
Hiumn [.0., goueHT, kadeapa MK, HTY «XMI»

AHomauiss. B pobomi po3ansadaembcsi sukopucmaHHs mexHoroeii Ai Skydome Light dnsi cmeopeHHsi
30HU 8i0rnoYuUHKY. Lisi mexHomnozist d0380s15€ nowupumu 3acobu CmeopeHHs1 0MOYYHYO020 PoCcmopy MoOUHU
3 MOYKU 30py KOM@OPMHO20 0C8IMeHHs. Takox rnocmae MOXIUBUM BUKOPUCMAHHS Pi3HOMaHIMHUX
meKcmyp 8 3arexxHocmi 8id cripsmMosaHOCMi 30HU 3HaX00XKEHHST Kopucmysaya.

Knroyoei cnoea: CHUCTEMA ABTOMATU30OBAHOIO [IPOEKTYBAHHSA, CAD-CUCTEMA,
BOHYBAHHA NPUMILLEHB, 3D-MOLEJTFOBAHHA, Al SKYDOME LIGHT.

Y cy4acHOMYy CBITi TPbOXBMMIPHI TEXHONOTIT HE CTOATL Ha MiCLj, @ HaBMaku, y>e CTPIMKO
PO3BUBAIOTLCA. FAKLIO paHille,A1s CTBOPEHHS iNFOCTpaLi Ta MakeTiB BUKOPUCTOBYBanu nanip
Ta oniseLb, TOX Tenep Bce pobnsatb B €NeKTPOHHOMY chopmaTi 3a 4ONOMOrot KoMm'loTepis abo
IHLUMX €NeKTPOHHMX MPUCTPOIB. BxXe HEMOXIMBO YyABUTM KiIHOCTPIYKY, KOMMIOTEPHY rpy abo
HaBiTb pPeKNaMHUN Bigeoponuk 6e3 BMKOPUCTaHHA cneuedekTiB, aHiMauii Ta TPUBMMIpHUX
TexHonorin B uinomy. 3D iHQycTpis mae oyxe Garato HanpsiMKiB Ta nigpo3ainis. OCTaHHI poku
OypXnMBO NOYaBCs PO3BUTOK TEXHOSONi OCBITIIEHHS.

B paHin poboTi npoBOAMTLCA OOCNIAKEHHS TEXHOMOrIT CTBOPEHHS 300paXkeHb Ans
Skydome light. Ai Skydome Light cumyntoe ocBiTneHHs 3 niscdepun abo kynona (puc.1).

PucyHok 1 — HanawTtyBaHHs Ai Skydome Light

Ai Skydome Light moxe BukOpuCTOBYBaTUM 300paXK€HHS 3 BMCOKO AWMHaMIYHUM
pianaszoHom (HDRI) onsi CTBOPEHHS OCBITNEHHSA Ha OCHOBI 306paxeHHs. Llen oceiTnioBay
3a3BMYaln BMKOPUCTOBYHOTb ANSA OCBITNEHHSA ekcTtep'epy. ICHye 3 Tunu BigobpaxeHHsa abo
posknagkm HDRI kapTtu: Lat-long (no wwupwuHi i gosroti), Mirrored-Ball (a3epkanbHa kynsi),
Angular (kyT) (puc 2).
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PucyHok 2 — Tunu posknagkun HDRI kapTu

HDRI (High Dynamic Range Image) — ue naHopamHa ¢oTtorpadisi, ska 0OXONsoe BCi
KYyTW 30py 3 OAHIET TOYKM i MICTUTb BEMUKY KiNbKICTb AaHUX (K npasuno, 32 6ita B nikceni
Ha KaHan), K1 Moxe ByTu BUKOPUCTaHUIA ON1S OCBITNEHHS cueHu (puc 3).

PucyHok 3 — HDRI mana nicy

Ha paHomy etani po6otu 6yno [ocCnifKeHO pPi3Hi BMAW TEXHOMOrN CTBOPEHHS
306paxeHb gns Ai Skydome light, npuabaHo BignoBigHe ycTtaTKyBaHHA O1S NPOBEOEHHSA
NPaKTUYHUX SOCNIMAKEHb Ta NOYATO MOAENIOBAHHS 30HU Bi4MOYNHKY.
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