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The article provides a comprehensive and detailed comparative analysis of
modern 3D modeling software, specifically focusing on industry leaders:
Blender, Autodesk Maya, Cinema 4D, and ZBrush. These tasks include hard-
surface and organic poly modeling, advanced digital sculpting, complex motion
graphics, and high-end character animation. Special attention is paid to the
learning curve for beginners, seamless pipeline integration for large-scale
studios, and overall economic accessibility, including licensing models. As a
result, the publication outlines the optimal and most efficient use cases for each
software solution, depending on the specific technical and creative requirements
of individual 3D artists, indie game developers, and large animation studios.

Po3BuTok rino0anpHOT 1HAYCTpPil KOMI'TOTEpHOI Ipadiku, Cy4yacHOTO KiHE-
Martorpada, BUCOKOOIOPKETHHX BiJICOITOp Ta MEPEI0BOr0 TEIEBI3IMHOTO JU3aii-
HY MPU3BIB JI0 CTPIMKOTO, MalkKe €KCIOHEHIIIMHOTO 3pOCTaHHs MONMUTY HA BU-
COKOSIKICHMM TpUBHUMIpHHUN KOHTEHT. CTBOPEHHSI BHUCOKOJETaN130BaHUX (PoTO-
pEaTICTUYHUX MOJIENIEH, TNIABHUX PEATICTUYHHUX aHIMAIlill Ta Bpa)Xalouux Bi3ya-
JHHUX €(EeKTIB BUMArae BUKOPUCTAHHS HAJI3BHUAWHO MOTY>KHOTO, CTAOLIBHOTO
Ta BY3bKOCIEI[1aT130BaHOTO MPOrpaMHOro 3ade3neueHHs. Bubip onTuMaibHOTO
THCTpYMEHTY a00 Ha0Opy 1HCTPYMEHTIB € OJJHUM 13 HAMBAKIUBIIINX 1 BOJHOYAC
HANCKJIaHIIINX CTPATETIYHUX PIllIeHb AK I TOYaTKIBIIB, TaK 1 AJs TOCBiAYe-
HuX npodeciitnux ctyaiil. Bix nporo Bubopy 6e3mnocepeHbo 3auearh He JIHIIE
3arajibHa IIBHUJIKICTb BUKOHAHHS POOOTH, TEXHIYHI MOXKIHUBOCTI Ta (iHaIbHA
ONTUMI3AIlIS CIEH, ajie ¥ 3py4YHICTh IHTErpamii y BUpOOHHUNN KOHBeep (IMair-
JalH) 1, 3peIITOr0, KOMEpIIHHA YCIINIHICTh Bi3yaJlbHOTO MpoayKTy. ChOro/Hi
Ha CBITOBOMY PUHKY IHU(POBOTO MUCTENTBA TOMIHYIOTh KIJIbKa KIIFOUOBUX TEX-
HosloriyHux pimenb: Blender, Autodesk Maya, Cinema 4D ta ZBrush. KoxHa 3
[IUX TporpaM Ma€ CBOKO aOCOJIFOTHO YHIKaJIbHY apXiTEKTYypy, BUCOKOCICIH (Y-
HUM HaO1p ITHCTPYMEHTIB Ta MEBHY TMMOOKY BHYTpIMIHIO (Pinocodito, 1110 poOUTh
ix 6e33anmepeyHuMH JijiepaMu y CBOIX KOHKPETHUX TBOPYHUX Hilmax. ¥ Imii myO-
JKaIii TPOBEICHO NETANBHUI TEXHIYHUNA Ta MPAKTUYHUN aHATI3 BUIIE3TIaHUX
MaKeTiB, OLIHEHO iXHi CHJIbHI Ta CJIa0Ki CTOPOHHU.

Blender - Oynyun Ge3KOIITOBHUM MPOrPaMHUM HPOAYKTOM 3 BIIKPUTHM
BUXIJIHUM KOJIOM (Open-source), ISl mporpama MpoIoHYye KOJOCaIbHUM HaOlp
IHCTPYMEHTIB, SIKHW TIOBHICTIO OXOIUTIOE BECh ITUKJ BUPOOHUITBA. [ HyUKuUil 1H-
CTPYMEHTapiii JO03BOJIIE MUTIIM BHUKOHYBATH IOJITOHAIBHE MOJIEIIOBAHHS
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Oy/JIb-IKO1 CKJIQTHOCTI, OpPTraHIYHUM CKYJIBITUHT, CKEJIETHY Ta JUIIbOBY aHIMa-
1110, CKJIAJIHY (PI3UYHY CUMYJISIIO (TKaHUHU, PIMHU, BOTHIO, UMY Ta TBEPAUX
T1J1), BUCOKOSIKICHUN PEHJEPUHT, OaratomapoBuii KOMIIO3UTHHT 1 HaBIThH IIpode-
ciiiHuil BigeoMoHTaX. OJIHIEI0 3 HAWBAXKIIUBINIUX 1 HAUITOTYKHIIMIUX TEXHIYHUX
nepeBar Blender € HasiBHICTH IBOX MepeloBUX BOYIOBAHMX PEHAEP-PYLIIiB:
Cycles, sxuit 3a0e3neuye (Hi3MgHO KOPEKTHHM, (DOTOPEATICTUIHUN PEeHISPUHT
3a IOMOMOTOI0 TE€XHOJOTIi TpacyBanHsa npomeHiB (Ray Tracing), ta Eevee, mo
MPAITIOE B PEKUMI PEaTbHOTO Yacy 1 0a3y€eThCsl Ha TEXHOJOTISAX ITPOBUX PYIIIB,
110 JT03BOJISIE MUTTEBO OI[IHIOBATH OCBITJICHHS.

OxpeMo BapTO JeTalbHO BiA3HAYUTH I1HHOBAIIHY cucteMy Geometry
Nodes (reoMeTpuYHUX HOIB), siIKa KapJWHAJIBLHO 3MIHMJIA TIAX1JT 1O HEPYIHIB-
HOTO TIPOIEAYPHOTO MOemoBaHHs. LI cuctema m03BOJIsiE CTBOPIOBATH HAj-
CKJIaJHI MaTeMaTU4yHl CTPYKTYpH, MapaMeTpU4Hi 00'€KTH Ta T€HEPATOPHU cepe-
JoBUI 0€3 HEOOX1THOCTI HaMMCaHHs mporpamHoro koay Ha Python. Kpim toro,
IHCTPYMEHT Ma€ BEJIMYE3HY CBITOBY CHUIBHOTY €HTY31acCTiB, fIKa MOCTIMHO PO3-
pobuisie HOB1 noTyxH1 aanoHu (Hanpukian, HardOps, BoxCutter), mumie Tucsyi
rOoJIMH HaBUYAJBLHUX MaTepialliB Ta MIBUIKO JOTIOMAarae BUPIIIyBaTH Oar.

Autodesk Maya MilHO 3akpinuia 3a cOOOI0 CTaTyC HEMOXUTHOI'O 1HIYCTpI-
QIBHOTO CTaHAAPTy y cdepi mpodeciiiHol MepCOHaKHOI aHIMaIlli, CKJIaJHOTO
TEeXHIYHOIO PUTTIHTY Ta CTBOPEHHS MaclITaOHuX BisyansHux epektis (VFX). Ti
BHYTPIIIHIN 1HCTpYMEHTApiil 1Jisi CTBOPEHHS CKJIAJHMUX l€papxiil CKeJeTiB, po3-
pOOKU THTYITUBHUX KOHTPOJIEPIB Ta TOHKOI POOOTH 3 KIIOYOBUMH KaJIpaMH 3a-
CIIy’KE€HO BBAYKA€THCS HAWUJOCKOHAIIIUM Ha Cy4aCHOMY PUHKY. BinbiiicTh cBi-
TOBUX TITaHTIB 1HAYCTPIi po3Bar BUKOPUCTOBYIOTH came Maya sik pyHIaMeHTa-
JHHY OCHOBY CBOTO IIOJICHHOTO BUPOOHUYOTO mpoiiecy. Lle mosicHIoeThCs THYY-
KICTIO BCi€l muiatropmu: mporpama J03BOJII€ TEXHIYHUM TUPEKTOpaM CTYIid
rNMOOKO HAJAIITOBYBATH, EPENMCYBATH Ta aBTOMATU3yBAaTU POOOUYUI MPOCTIP
7 cBOi yHIKabHI OTPEOH 3a JOTIOMOTO BOYJOBaHUX MOB MPOTPaMyBaHHS
Python ta MEL. IlpsiMa inTerpariis 3 moTy>kxHuM penaepom Arnold 3abesneuye
XYJO’)KHUKaM MOXJIMBICTh JIETKO CTBOPIOBATH (POTOpEATICTHYHI 300paKeHHS
HaWBUIIOI KiHeMaTorpadiuHoi skocTi. [IpoTte, el MOHYMEHTAIbHUN MaKeT Mae
1 1y>xe cyTTeBl Hepouiku. [lo-miepiie, 3aranbHuil iHTepdEiic 1 BHYTPIIIHS JIOT1Ka
porpamMu € HaJ3BHYAlHO CKJIAIHUMU Ta MepeBaHTaXeHUMHU MeHto. [lo-mapyre,
arpecrBHa I1HOBA MOJIITHKA KOMIIaHIi.

Cinema 4D Bix Bigomoi koMmaHii Maxon migep y cdepi KoMepiiiHoro Mo-
VIIH-AU3aiHYy, po3poOKu edekTHOI OpoakacT-rpadiku Ta BUCOKOOIOKETHUX
peKJIaMHUX TEJIeBI31IMHUX POJMKIB. ['0JIOBHOI MPUYMHOK TAKOI MOIMYJISPHOCTI
cepel nu3aiiHepiB € yHiKanbHUN BOyaoBaHuil Mmoayns MoGraph. Lleit naGip iH-
CTPYMEHTIB HaJa€ MBUIKI Ta 3py4HI MOKIMBOCTI I MIPOLEAYPHOTO CTBOPEH-
HS Ta HAACKJIAJHOI aHIMaIlli BEJTMKAX MACHUBIB TEOMETPUYHHUX O0'€KTIB, JUHAMI-
yHUX 3D-TeKCTiB, pI3HOMaHITHUX KJIOHEPIB Ta (Pi3uyHux edextopiB. CTBOpEHHS
OararomnrapoBoi abCTpaKTHOI aHIMaIlii, KA B 1HIIMX MaKeTax BUMarajga O Hamu-
CaHHsI CKJIQJIHUX EKCIIPEIICHIB. 3py4yHa JIOTiKa MEHEIKMEHTY CLIEHH JI03BOJISE
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XYJOKHUKY KEepyBaTH IECATKAMH THUCAY €JIEMEHTIB Ta CMUJIMBO 3aCTOCOBYBAaTH
HepyiHiBHI nedopmepu. [nterpariis cyuyacnoro GPU-pennepa Redshift 3nauno
MPUCKOpHUJIAa BeCh Ipoliec (piHAIBHOI Bi3yasi3allli MpOEKTIB.

ZBrush Big kommnanii Pixologic KOHUENTyallbHO, apXITEKTYpPHO Ta TEXHO-
JIOTIYHO KapAWHAJIBHO BIAPIZHSAETHCA BiJ YCIX momnepenHix mnporpam. Lle Bkpait
BY3bKOCTICIIaTI30BaHUN THCTPYMEHT JIJIsl IUPPOBOTO CKYJIBIITUHTY, SIKHI € €U~
HUM Tally3¢BUM CTaHAAPTOM [JIsl CTBOPEHHS BHUCOKOIIOJITOHAJIBHUX MOJENEH,
rineppeanicTUYHNX NMEPCOHAXKIB Ta CKJIATHUX OpraHiyHuX (opm. 3amicTh Tpa-
JTUIIAHOTO TIEPEMIIICHHS] OKPEMHUX BEPIIMH Ta MONIroHiB, ZBrush mpomonye
XYJIOKHUKY BUIBHO JIMUTH MOJEIb 3a JOIMOMOTO0 rpadivyHOTO IJIaHIIeTa, IMo-
J10HO 710 poOOTH 3 pealbHOI TJIMHOK. YHIKalbHA, 3alaTeHTOBAHA TEXHOJIOT1SA
00OpOOKM TPUBUMIPHOI T€OMETPIi JO3BOJISIE ITporpami adCONIOTHO IUIABHO Mpa-
IIOBATH 3 HAJ3BUYAMHO Ba)KKMMHM MOJCJISIMHM, IO CKJIAJIalOTHCSA 3 JECSITKIB a00
HaBITh COTEHb MUIBMOHIB aKTUBHUX IMONITOHIB. BOy/1OBaHI IHTENEKTyalbH1 TEX-
Housorii, Takl Ak Dynamesh (auHamiyHe nepepaxyBaHHsS TOMOJIOTII CITKH) Ta
ZRemesher (aBToMaTuyHE CTBOPEHHS MPaBUIIBHOI KBAJIPO-TOMOJIOTIT), 3MIHUIU
(byHIaMEHTaIbHUI MPOLIEC CTBOPEHHS LUPPOBUX CKyabOTyp. OnHAK, crienudi-
YHa JIOT1Ka HaBIramii Ta 3arulyTaHa cUcTeMa 30€peKE€HHS 1HCTPYMEHTIB BUMa-
ratoTh TPUBAJIOrO 3BUKAHHS.

TakuM uynMHOM, BHUIHO, 110 BHOIp 0a30BOr0 MPOTrPAMHOIO 3a0€3MEUEHHS
3aBXKJIU Ma€ I'PYHTYBATHCSl BUKIIIOUHO HA YITKUX, 3a3/1aJ€Tib BU3HAUCHUX Lli-
J51X, 10 Oe3nocepeIHbO CTaBiAThCS nepen 3D-xynoxxuukoMm. Lle no3Bosisie Mak-
CUMaJIbHO ONTHMI3yBaTH LIOJCHHUM poOOYMil IMpoliec Ta HaJAIMHO YHUKHYTH
Herepen0auyyBaHUX TEXHIYHUX CKIIAIHONIB. J[J11 O€3KOIMTOBHOTO CTApTy IMiii-
ne Blender. Anani3 mpormo3uiiii mokasye, mo sl cepiio3Hoi poOOTH aHiMaTopa
B iMeHUTIH cTynii HeoOxiaHe rimboke 3HaHHS Autodesk Maya. [l cTBOpeHHS
KOMEPIIMHOTO PEKJIAMHOTO MOYIIH-IU3aiHy OJHO3HAYHO BapTO OOMpaTu
Cinema 4D, a nyst po3poOKu KUBUX, BUCOKOAETATI30BAHMX OPraHIuHUX MEPCO-
HaXiB a0COIIOTHO HEMOXJIUBO 001HTHCS O6€3 iHCTpyMeHTapito ZBrush.
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