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Abstract. In computer graphics, 3D modeling is the process of developing
a mathematical representation of any three-dimensional surface of an object
using specialized software. The simulation product is a 3D model. It can be
represented as program code or displayed in a viewport as a 3D model, as well
as a two-dimensional image created by a rendering process. 3D models can be
created manually or automatically, including using a 3D scanner. Making
models by hand is similar to creating a sculpture in the plastic arts.

Y xomn'torepHidt rpadimi 3D-monentoBaHHS — 1€ TPOLIEC PO3POOKHU
MaTEMaTUYHOTO MPEACTABICHHS Oy/b-sIKOT TPUBHUMIPHOI MOBEPXHI 00'ekTa 3a
JIOTIOMOTOI0  CHEIIai30BaHOTO  MporpamMHOro  3a0e3medeHHs.  [IpogykT
mozentoBanHss € 3D-monens. Bona Moke OyTH TpeACTaBiieHa Yy BUIVISIAIL
MPOTrpaMHOro Koay abo BijloOpakeHa y B’IOMOPTI 4M B’rOBepi, ik 3D-monensb, a
TaKOX 3a JIOMOMOIOK JBOBUMIPDHOTO 300paXKeHHs, IO CTBOPIOETHCSA 3a
JOTIOMOT'O0 TIPOLIeCY peHJepuHTy. 3D-Mozen MOXyTh CTBOPIOBATUCH BPYUHY
a00 aBTOMAaTU4YHO, Y TOMY YHCJi 3a gonomororw 3D-ckanepa. BUroroBieHHs
MoOJeNeld BPYYHY € TMOJIOHUM JO0 CTBOPCHHS CKYJBNTYPH B IUIACTUYHOMY
MUCTEIITBI.

3D-moneni mpenctaBnsitorh 3D-00'€KT BUKOPHUCTOBYHOYM Habip TOYOK B
3D-mpocTopi, mMOeAHAHUX MIXK COOOI PI3SHOMAHITHUMH T'€OMETPUUYHUMU
00'eKTamMH, SIK OT TPUKYTHUKAMH, JITHISIMH TOIIO.

Ha cboromui B nitepaTypi po3rJIIHYTI HacTyMHI Karteropii anroputmiB 3D
MOJICJTFOBAHHS:

1. CnnaiiHoBe MOJEMOBaHHS (TEpMIH «CIIaliH» O3HA4a€ KpHUBi, IO
oyBaroth pizHux THMIB): NURBS — moBepxni NURBS Busnauatotbcs
KPUBHMMHM, Ha SIK1 BIUTMBAIOTh «BaXKK1» KOHTPOJIbHI Touku. KpuBa ciiaye
3a TOYKaMH (ajie He 00OB'SI3KOBO JOTHKAETHCS IO HUX). 30UIBIICHHS Baru
TOYKU TpUTATHE KpuBy Omrkde a0 Hei. NURBS € nacnipaBni riagkumu
MOBEPXHSIMH, a HE TXHIMHU IMITAIISIMU 32 JIOTIOMOTOI0 MaJIEHbKUX TIIIOCKUX
MOBEPXOHb, TOMY L€ METOJ YacTO 3aCTOCOBYIOTh MJIi MOJEIIOBAHHS
opraniuanx @opm. Yacro Tepmin NURBS BukopuctoByeThCs s
MO3HAYEHHS yCIX METOJIB CIUIAWHOBOTO MOJIEIIOBaHHS, NEpepaxoBaHUX

HIDKYE:

. [TaTui 1 kpuBi bespe — npoctuit Tum NURBS;

. bi-crunaitam (anrin. Bi-spling) — e criemianbHui THIT CIUIARHIB, SKi
MOXYTh OyTH HIBUIKO OOYHCIICHI, K cyMa 0a30BUX (YHKIIIH;

. Rational;
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. Non-uniform  (HepiBHOMIpHI) —  JO3BOJIIE  MOXJIMBICTD
HEPIBHOMIPHOI MapaMeTpu3allii B310BX MOBEPXHI;

2. TlonmironanepHe MoJieNIOBaHHS — TOYku B 3D-mpocrtopi, BepuiuHu (aHTII.
Vertex), 3'enHani MDK co0oro JiHiel0o — pebOpom (anria. Edge),
YTBOPIOIOTH  MoOBepxHI0 (anra. Faces) 3a 3akoHaMH CTBOpPEHHS
reoMeTpuuHux IionH. Habip o0'eAHaHMX TIUIOMIMH HAa3UBAIOTH
MOJIITOHAIBHOIO CiTKOIO (aHri. Polygon mesh). binbma wactuna 3D-
Mojzienel ChOorojmHi OyayeTbes sIK TeKCTypOBaHl 6araT0KyTH1 MOJIEII,
OCKIJTbKM BOHHM JIOCHUTh THYYKI 1 KOMITHOTEp MOXE BmpeHz[epnTH ix
ToCcUTh MBUAKO. OMHAK, 0araTOKYTHUKHU € TUIOCKUMH W MOXYTh TIJTBKH
NpUOJM3HO TE€pPEeIaTH BHUTHYTI TOBEPXHI, BUKOPUCTOBYIOUM OaraTto
OararokyTHukiB. [Ipoliec mepeTBOpeHHs TIJIAJIKUX TOBEPXOHb B
0araToOKyTHUKU Ha3UBAETHCS TECCENSAIIEIO;

3. MopemioBaHHs 3a JgonoMoro cabausiB (anri. Subdivision surfaces) —
OJIMH 13 CyYaCHHUX aJTOPUTMIB, KN MPOTPECUBHO PO3BUBAETHCSA 1 BCE
OUJIBIII HAPOIIYE KOHKYPEHIIIIO IBOM IOTIEPEIHIM.

4. TlpouemaypHe MOJEIIOBAaHHSI — TaKe MOJCIIOBAHHS JT03BOJISIE OTEPyBaTH
MaclmTaOHUMHU TPOEKTaMH, BUMAara€ y OUIBIIOCTI TaWIUIaiiHy, TOMY
BUKOPUCTOBYETHCS BETMKUMH CTYA1SIMUA KOMITFOTEPHOI Ipadiku;

Takum 4YuHOM, B pOOOTI pO3MNISIHYTI Ta IMEpepaxoBaHl MaTeMaTHYHI
MIIXOAM, 10 1HTErpoBaHI B TOMY YM IHIIOMY BWIJIAI Yy MIpPOrpaMHe
3a0€e3MeUeHHs] 1 BUAUIAIOTh 32 CBOIMH MOJIMBOCTSMHM PI3HI aJTOPUTMHU IS
CTBOPEHHS OJHIET 1 TI€T K MOJIEN1, KOXKHA 13 IKUX Ma€ CBOEPI/IHI BJIACTUBOCTI.
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