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This study examines the use of Blender, Unity, and Three.js in 3D
animation for multimedia projects. It analyzes the core functionalities of each
tool: Blender for modeling, animation, and rendering, Unity for interactive
applications and cross-platform development, and Three.js for real-time 3D
visualization in web browsers. The research highlights their integration in
multimedia workflows, focusing on strengths, limitations, and compatibility to
enhance the creation of high-quality animated content. Special attention is given
to the advantages of combining these technologies to achieve more efficient
production processes.

CydyacHe  BUpPOOHHWIITBO  MYJIBTUMEIIHHOTO  KOHTEHTY  aKTHBHO
BUKopucToBye 3D-animamiro [1,2], sxka nmomae 300pakeHHIO TJIHMOWHY Ta
IHTEpaKTUBHICTh. BUKOpUCTaHHS TPUBUMIPHOI Tpadiku CTaI0 BaXKIUBOIO
YaCTUHOIO CTBOPEHHS BiZ€O, irop, Bi3yalizamii JaHuUX Ta BeO-aHiMamin [3].
Came Tomy BUOIp BIAMOBIAHUX IHCTPYMEHTIB A poOOTH 3 3D-KOHTEHTOM €
KJIFOYOBUM ISl TOCATHEHHS SIKOCT1 Ta €(DEKTUBHOCTI MPOEKTY.

Meta po0OOTH — BHU3HAYUTHU ONTHUMAaJIbHI MIAXOAM JIO BUKOPUCTAHHS
THCTpyMeHTIB Jiisi cTBopeHHs 3D-animartii ta rpadiku (Blender, Unity, Three.js)
B PI3HUX TUMNAaX MYJbTUMEIINHUX TPOEKTIB.

OcHoBHa yactuHa Blender — nie motyxHa nmporpama 3 BIIKPUTHM KOJIOM,
mo 3abe3nedye IMUPOKUN CHEKTp MOXKJIUBocTed i 3D-mojaentoBaHHS,
aHiMalli Ta peHaepuHry. BoHa iIeasbHO MIAXOAWTH JJIi CTBOPECHHS
BHCOKOJIETAJII30BAaHUX MOJIENIeH, CKJIQJIHUX aHIMAIlll Ta pealiCTUYHUX TEKCTYP.
Blender naiikparie 3acTocoByBaTH Ha €Talli MiJTOTOBKA KOHTEHTY — CTBOPEHHS
MEPCOHAXIB, CIIEH Ta OO0 ’€KTIB 3 BHUCOKHM pIBHEM JeTamizamii. Y BHUIAIKy
CTBOpPEHHsI Bifieo 3 BUKOpucTaHHAM 3D-animarii, Blender mo3Boinsie ctBoputH
SK TIEPCOHAXIB, TaK 1 OTOYCHHS 3 BUCOKOIO TOYHICTIO Ta AKICTIO, 3a0€3MMeUy0uH
peaNiCTHYHI PyXU W TEKCTypH. 3aBISKH MATPUMII ekcropTy y dopmaru FBX,
GLTF 1 OBJ, ueii iHCTpyMeHT 3abe3nedye BHUCOKY CYMICHICTh 13 1HIIUMU
wiatGopMamu.

Unity — ne irposumii pymiid, mo pae 3MOTy CTBOPIOBATH iHTE€PaKTHBHI
nonatku, irpu Ta adiMamii. Moro cuiapHa CTOpoHAa — MIBHAKA pO3poOKa
IHTEPaKTUBHHUX CIIEH, HaJamTyBaHHSA (i3uku O00’€KTIB 1 3aCTOCYyBaHHSA
noBeiHKOBUX ckpunTiB Ha C#. Unity A0mUIBHO BHUKOPHUCTOBYBATH IS
MIPOEKTIB, Ji¢ Ba)KJIMBa B3aeMOJis KopucTyBada 3 3D-00’e€kTamMu Ta BHCOKA
NPOAYKTHBHICTh. Hampwukian, sKmo moTpiOHO CTBOPUTH IHTEPAKTHBHUM
HaBUYAJIbHUM JTOAATOK a00 rpy 3 pealiCTHYHMMH TEPCOHAKaMU Ta (I3UIHUMH
edekramu, Unity 3a0e3nedye rHy4KICTh 1 MACIITAOOBaHICTb.
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Three.js — ne JavaScript-0i6mioreka st podotu 3 3D-rpadikoro y BeO-
cepenoBuili yepe3 WebGL. Bona ieansHa 175 Bizyaniizailii JaHUX, 1HTErparii
TPUBUMIPHUX MoOJieNie y BeO-70JaTKM Ta CTBOpeHHs BeO-aHimamiil. Three.js
CiJ 3aCTOCOBYBAaTH [JIsl JIETKUX, IIBUIKUX BEO-CIIEH, SIKI MOTPEOYIOThH
onTUMi3alii TPOAYKTUBHOCTI, MIHIMAJIbHOTO 3aBaHTA)XXEHHS Ta IIIBUJKOTO
penaepuHry. Skio HeoOxigHO iHTerpyBatu 3D-aHimallio B IHTEpHET-Mara3uH,
BeO-g0maTok abo mpeseHraiito, Three.js 103BoJsie 3pOOUTH 1€ €PEKTUBHO 3
MiHIMaJIbHUMH BUTPATAMU PECYPCIB.

[loeqHanHd UMX 1HCTPYMEHTIB JIO3BOJISIE CTBOPIOBATH KOMILIEKCHI
MyJIbTUMENIMHI mpoekTH. Hampuknan, moxeni, crBopeHi B Blender, moxna
ekcrioptyBatu y popmatu FBX ab6o GLTF nns mopaneiioi inTerpaiii B Unity
a6o Three.js. ¥ Unity Mo)kHa peani3yBaTH CKJIaJHI CUEHH 3 B3aEMOJIEIO,
¢i3nuHrMHE edeKTaMu Ta MOBEIIHKOBUMU ciieHapismu. Yepes Three.js 11 ciienn
MOKHA aJamnTyBaTH IJisi BeO-cepenoBuINa, 30epiraioud SKicTh rpadiku Ta
3a0e3neuyroun MIBUIKE 3aBaHTAKCHHS.

3anmponoHOBaHM  MAXiJ 3a0e3redye BUCOKY MPAKTUYHY  KOPHCTb.
[Toeqnanns Blender, Unity ta Three.js mo3Bomsie onTtumizyBaTH pPoOOUMiA
poIIec, 3MEHIIUTH Yac Ha PO3POOKY Ta JTOCATTH BUCOKOI SIKOCTI KOHTEHTY. Jlis
Bijleo Ta 3D-Mozeneit mew miaxin rapaHTye JAeTadi30BaHICTh 1 peaaiCTUYHICTD,
MO>KJIUBICTh CTBOPEHHS MOJIeNIEH 13 BETUKOIO KIJIBKICTIO TOJIITOHIB 0€3 BTpaTH
NPOJIYKTUBHOCTI. Y BUNAAKY IHTEPaKTUBHUX 3acTOCyHKIB Unity 3a0esmeuye
cTabuibHy POOOTY 31 CKIAAHUMH (PI3UYHUMHU CHUMYJSIIIISIMA Ta B3a€EMOJIIEI0
KopuctyBauda. Three.js m03BOJsIE CTBOPIOBATH JIETKI BeO-aHIMAIli 3 BHCOKOIO
IIBUJKICTIO 3aBAaHTAXCHHS Ta ONTUMI3AI€l0 MPOAYKTUBHOCTI HAaBITh Ha
MOOUTBHUX TIPUCTPOSIX.

TakuM 9WHOM, SKIO CTOITh 3aBAaHHS CTBOPHTH Bijneo 3 3D-aHiMmarie€ro,
HallKpamuM pimieHHsIM Oyne BukopuctanHs Blender 1 cTBopeHHS
MEPCOHAXIB Ta OTOYCHHS, 13 MOAAIBIIO MOXIHUBICTIO ekcropTy B Unity abo
Three.js nns iHTerpanii. SKmo moTpiOHO Po3pOOUTH IHTEPAKTHBHUN J10JATOK
a6o rpy — Unity craHe onTuMaabHUM BI/I60p0M 3aBIAKH  LIMPOKHM
MOKJIUBOCTSIM Y HaJlallITyBaHH1 (1)131/11(1/1 Ta animarii. [{ns BeO-TIPOEKTIB, e
BAXJIMBA MIBUAKICTh 3aBAaHTAXEHHS 1 3pPYYHICTH pO6OTI/I Three.js crane
HE3aMIHHUM 1HCTpyMeHTOM. KoMOIHYyBaHHS IIUX TEXHOJIOT1H O3BOJSIE TOCATTH
OaylaHCy MDK SIKICTIO, MPOAYKTHUBHICTIO Ta I1HTEPAKTHUBHICTIO, 3a0e3leuyrouun
CTBOPEHHSI MYJBTUMEIINHOTO KOHTEHTY BUCOKOTO PiBHSI.
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