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The article examines the impact of various parameters on the photorealism
of 3D graphics integrated into video. Key aspects influencing realism, such as
lighting, materials, textures, and animation, are analyzed. Different methods for
achieving high realism are compared. The findings highlight the importance of
physically accurate techniques for enhancing the integration of 3D elements into
live-action footage.

3D-rpadika Ta KOMIT'IOTepHA aHIMAIlisl aKTUBHO BUKOPHCTOBYIOTHCS B Ki-
HOIHAYCTpIi, peKJiaMi, B1IEOIrpax Ta IHIIKX cepax HUuppOBUX TEXHOJOTIH. 3a-
BISIKU TIOCTIHHOMY PO3BUTKY aITOPUTMIB PEHICPUHTY Ta 3pOCTAaHHIO OOUMCITIO-
BAJIbHUX TMOTYKHOCTEH, pPEaJiCTUYHICTh BI3yaJlbHOIO KOHTEHTY JIOCATA€E BCE
BUIIKX PiBHIB. OJIHAK HABITh Cy4acH1 TEXHOJIOT1I HE 3aBXKIH JIO3BOJISIOTH HOCS-
I'TU TIOBHOI JIOCTOBIPHOCTI, 110 BIUIMBA€ Ha COPUMHATTS 300pakKeHHS TJIsAaueM.
AHaJi3 OCHOBHHMX IapaMeTpiB, sIKI BIUIMBAIOTh Ha (OoTOpeasicTUUHICTh 3D-
rpadiky, 103BOJISIE€ MOKPAIUTH SIKICTh 1HTErpallii udpoBuX 00'€KTIB y pealibHi
BiJIecOMaTepialin.

AKTyaJIbHICTh MPOo0JaeMu. 3 po3BUTKOM TexHoorii 3D-rpadiku Ta VFX
BCE€ OUIBIIOI MOMYJSIPHOCTI HAOyBalOTh METOIU (OTOPEATICTUYHOTO BiITBO-
peHHsi. He3Bakaroum Ha BIOCKOHAJICHHSI aJIfCOPUTMIB Ta amapaTHOro 3abesre-
YEHHS, HE BCl UU(POBI CLEHU BUIJISAAIOTH NEPEKOHINBO. BU3HAUEHHS KITIOUO-
BUX (DaKTOPIB, SKI BIUIMBAIOTh HA COPUUHATTS peanicTuyHocTi 3D-rpadiku, €
aKTyaJTbHUM 3aBJaHHSIM.

Merta po6oTn. MeTo NOCHIIKEHHS € aHali3 BIUIMBY PI3HUX MapameTpiB
(OCBITIIEHHS, MaTepialliB, TEKCTyp, aHiMmalii) Ha QoropeanicTuuHicth 3D-
rpadiku y Bifieo, a TAKOX MOPIBHSAHHS METOIB JIJIsl TOCATHEHHS HaWO1IbIN pea-
JICTUYHUX PE3YJIbTATIB.

Buknan ocHoBHOro Mmarepiajiy. Po3risHeMo OCHOBHI TMapaMeTpH, IO
BITUBAIOTH HA ()OTOPEATICTUYHICTD.

1. OcBiTnenus

OcBiTiieHHS Ma€ BAXJIMBE 3HAUYCHHS JIJIsI PEATICTUYHOCTI 300pakeHHs. J1jist
TOYHOTO BIATBOPEHHS (D13UKH CBITJIa BAKOPUCTOBYIOTHCS HACTYITHI TEXHOJIOTII:

— I'no6ansue ocBitiienHs (Global Illumination) — Mozaentoe peanbHi BIAOUT-
TS CBITJIA BiJl TOBEPXOHb, CTBOPIOIOYU PUPOAHY NEpeaady CBITIOTIHI.

—HDRI (High Dynamic Range Image) — Bukopuctanas HDR-300paxeHb
SK JKepelia CBITJIa JO3BOJISIE OTpUMATH MPaBAOMNOII0HI BIAOUTTS Ta 3arajibHy
atMocgepy crenu [1].
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— Metoau tpacyBanHusi npomeHiB (Ray Tracing) — 3a0e3neuyioTh (Hi3U4HO
KOPEKTHE MOJCIIIOBaHHS TiHEH, 3aJIOMJICHHS Ta BIIOUTTS CBITJIA, IO OCOOIUBO
BaYCIUBO I iHTerpariii 3D-00'exTiB y Bigeo [2].

2. Marepianu Ta menaepu

— Marepianu BU3HAYAIOTh, K 00'€EKT B3a€MOJIE 31 CBITIOM, IO KPUTHIHO
JUIS1 HOTO peaticTUYHOTO BUTJIsA LY. OCHOBHI IMiIXO/IH:

—PBR (Physically Based Rendering) — ¢i3nuHo KOpeKTHa cCHCTEMa, sKa
MOJIEITIOE B1IOOpaKEHHS, PO3CIFOBAHHS Ta 1HIII BJIACTUBOCTI ITOBEPXHI.

— MikponepiBHocTi (Microdetails) — HeBenuki AedekTH MOBEpXHi (MOaps-
MIMHHU, ITHJI, HEPIBHOCTI), K1 MOKPAIIYIOTh PEATICTUYHICTb.

— SSS (Subsurface Scattering) — imiTalfist po3citoBaHHs CBITJIA il MOBEPX-
HEIO HAITIBIIPO30PUX MaTepiamiB (MIKipa, MapMyp, Bick) [3].

3. TekcTypu Ta JieTalli MOBEPXOHb

— YiTKICTh 1 JeTani3alisd TEKCTyp MaloTh 3HAYHUU BIUIMB HA MPaBIONOA10-
HICTh 00'ekTa. BUKOPUCTOBYIOTHCS:

— BucoxkosikicHi Tekctypu (4K, 8K) — 103BoJsI10TE 30€epiraTu IpiOHI AeTatl
HaBITh MPY BEITUKUX MacITadax.

— Normal Maps Ta Displacement Maps — BUKOpPUCTOBYIOTbCA AJIsl IMITaIll
HEPIBHOCTEH MOBEPXH1 6€3 J0JaTKOBOI T€OMETPIi.

— Procedural Texturing — reHepailiss TEKCTYp aJITOPUTMIYHO JJI1 OTPUMAHHS
peaTiCTUYHMX Bapialliid KOJbOPY Ta CTPYKTYPH.

4. I'nubuna pi3kocTi Ta KiHemaTorpadiuHi eheKkTH

— Peanictuune 300paxeHHs1 moTpeOye BpaxyBaHHS ONTHYHUX €(EKTIB:

— I'mu6una pizkocti (Depth of Field, DoF) — monemntoe edekT po3MutTs Ha
o0'ekTax mo3a (oKycoMm, SK y peajbHuX Kamepax.

— boke (Bokeh) — ¢opma 1 SKICTP PO3MUTTS CBITJIOBUX JDKEPEN, IO CTBO-
PIO€ JOJIaTKOBH Bi3yanbHUM €(EKT.

— Motion Blur — po3mutTst 00'€KTIB ITiJ] 9ac pyxy, IO J0AA€ PEaTiCTUIHOCTI
ITUHAMIYHUM CIIEHAM.

5. Peanictuyna a”imanis ta (i3uka pyxy

— HaBiTh ieanbHO 3MOJIETHOBAHUI 1 OCBITJIEHUN 00'eKT Oyjie BUTJIAIATH
HemnpaBaonoaioHo 6e3 nmpupoaHoi a”imarrli. OcHOBHI (hakTopH:

— 3aK0oH KiHEMaTUKH — 00'€KTH MOBWHHI PyXaTHCS BIAMOBIIHO IO 3aKOHIB
Gb13UKH, BKIIFOYAI0YH 1HEPIIII0, TPaBITAIlII0 Ta CHITY TePTH.

— Procedural Animation — rexepartist pyXiB y peajJbHOMY 4Yaci Ha OCHOBI (i-
3MYHUX 3aKOHIB (HAMPUKIIAJ, CUMYJIAILIS TKAHUHU, BOJIOCCSA, PIAH).

— Keyframe Animation vs Motion Capture — BUKOpHUCTaHHS peabHUX PyXiB
JIOAWHA 200 pydHe HaJaIlTyBaHHS 103 I 3a0e3MeueHHs TUIaBHOCTI PyXYy.

2. TlopiBHSAIBLHUM aHAITI3 METO/IIB

Pi3H1 MeTonM 0OUMCIEHHS Ta MPOrpaMHi 3aCO00M MarOTh CBOI OCOOJIHMBOCTI
npu JocsrHeHHl ¢poTopeanicTuaHocTl. TpacyBanHs npomeHiB (Ray Tracing) pe-
ani3oBaHo B Takux mnporpamax, sk Blender (Cycles), Autodesk Arnold Ta
NVIDIA RTX [4]. Bono 3a0e3mneuye BUCOKY TOYHICTh OCBITJCHHS, TiHEH Ta
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BiIOUTTIB, MPOTE MOTPeOy€e 3HAYHUX OOUMCITIOBAILHUX pecypciB. Hampuknan, y
¢iapmi "Blade Runner 2049" akTHBHO BUKOPUCTOBYBAJIM TpacyBaHHs MPOMEHIB
JUISL CTBOPEHHS PEaiCTUYHHUX CBITJIOTIHBOBUX €(PEKTIB Ta BiAOOpaXkeHb Ha IMO-
BEPXHSIX.

PactpoBi metonu (Rasterization), siki BUKOPUCTOBYIOThCS y pymrisx Eevee
(Blender), Unity ta Unreal Engine, 3a0e3neuytoTh MBUIKY Bi3yali3allito, 110
BXKJIMBO JJI 1HTEPAKTUBHUX CEPENIOBUIL, ajie¢ MOCTYNAlOThCsl B TOUHOCTI CBIT-
noTiHboBUX edekTiB. Hanmpukian, y Bigeorpi "Fortnite" BUKOPHUCTOBYETHCS pac-
Tepu3allisl JJi MBUAKOTO PEHICPUHTY BEJIMKUX BIIKPUTUX MPOCTOPIB 13 BUCO-
KOIO YaCTOTOIO KaJIPiB.

[M6puani migxonu, Taki sk BukopuctanHs Lumen B Unreal Engine 5, mo-
€IHYIOTh TPACyBaHHS MPOMEHIB Ta pacTepU3allilo, JOCITalouu OagaHCy MIXK sIKi-
CTIO Ta POAYKTUBHICTIO [5]. 3aBIsSKK 1IbOMY, BOHH IIUPOKO 3aCTOCOBYIOTHCS Y
BIJI€OIrpax, apXITEKTypHId Bi3yamizaiii Ta KiHolHaycTpii. Hanpukian, y "The
Matrix Awakens: An Unreal Engine 5 Experience" BukopucroByBaiu Lumen
JUIsl CTBOPEHHS PEAIICTUYHOrO OCBITJIEHHS Ta IMHAMIYHHUX TiHEH y BEJIMKOMAcC-
MITaOHOMY MICBKOMY CEpPEJIOBHIIIL.

BucnoBku. @otopeanictuuHictb 3D-rpadiku 3anexuTh BiJ 0ararbox mna-
paMeTpiB, cepell SKUX KIIFOUYOBY POJIb BIJIIFPAIOTh OCBITJICHHS, MaTepialid, TEKC-
Typu Ta peajiCTU4Ha aHiMailis. BukopuctanHs cydacHUX (PI3UYHO KOPEKTHUX
METO/IIB OCBITJICHHSI Ta MaTepialliB 3HAYHO MOKpaIlye MPaBIONoOI0HICTh u-
poBux 00'exTiB. Haiikparii pe3yabTaTy JOCSTalOThCS MPU 3aCTOCYBaHHI Tpacy-
BaHHSI MPOMEHIB, MPOTE riOpuaHI MeTou, Taki gk Unreal Engine, 3a6e3neuytoTh
ONTUMAJIbHUM OaraHC MIXK SIKICTIO Ta MPOTYKTUBHICTIO.
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