YK 004.92:004.4°27
MOPIBHAJIBHUM AHAJII3 IIPOT'PAM JJISI MOJAEJIOBAHHS
TA BI3YAJIIBALII
Inpuenko J1.B., Kongicap A.A., Caenko €.A.
e-mail: dmytro.ilchenko3@nure.ua
HayxkoBuii kepiBHUK — K.T.H, ipod. kad. MIPEC, , Konennoscbka M.M
XapKiBChKHI HAIIIOHAILHUN YHIBEPCUTET pajiioenekTponiku, kad. MIPEC,
M. XapkiB, YKpaiHa
This paper examines modern software tools for three-dimensional
modelling and visualisation, which are widely used in various fields of computer
graphics. An analysis of four popular programmes is conducted: Blender,
Autodesk 3ds Max, Cinema 4D, and ZBrush. Their main functional capabilities,
interface features, modelling, animation, and rendering tools, as well as areas of
practical application are examined. Particular attention is paid to the differences
between programmes and their specialisation in various fields, such as
architectural visualisation, computer game development, motion design, and
digital character creation.The results obtained allow us to identify the
advantages and features of each software product and can be used when
selecting software for 3D modelling and visualisation tasks.

Po3BuTok 1H(MOpMAIIHHUX TEXHOJOTIH XapaKTepU3yeThbCS IMUPOKUM IPO-
HUKHEHHSIM TPUBHUMIPHOI Tpadiku B yci chepu JIIOACHKOI MISIIBHOCTI - BiJl TIPO-
MUCJIOBOTO AM3aliHy Ta apXiTeKTypH J10 KiHemaTorpady Ta po3pooku irop. Tpu-
BUMIpHE MOJCIIOBAaHHS Ta Bi3yamizaimis € KIHOYOBUMH IHCTPYMEHTAMH IS
CTBOpPEHHS IU(POBHUX MPOTOTHIIB, IO JO3BOJIAIOTh HE TUIBKH Bi3yali3yBaTH
KOHIIETII{, ajie ¥ MPOBOANTH X 1H)KEHEPHUI aHaTi3.

Pi3HOMaHITHICTH MPOTPaMHOTO 3a0e3MeUYeHHs, JOCTYITHOTO HAa PUHKY, BH-
Mmarae Bia (axiBIiB 1 JOCTIAHUKIB OOTPYHTOBAHOTO BHOOPY IHCTPYMEHTIB, SIKi
BIJIMTOBIIal0Th MTOCTABJICHUM 3aBAaHHAM. MeTa 11i€l poOOTH - OTJISIA CTaHy PHHKY
nporpaMHoro 3abe3meueHHst ans 3D-monenroBaHHS Ta Bi3yamizalii, a TaKoxX
IPOBEJICHHS MOPIBHIBHOTO aHAJI3y HU3KH MPOTpaM AJisi BUKOHAHHS JaHUX 3a-
BJIaHb.

3D mojenoBaHHS Ta Bi3yalizallis € KIFOYOBUMHU MPOIECaMH B CydacHIU
KOMM'TOTEepHIN rpadilli, 110 T03BOJISIIOTh CTBOPIOBATH TPUBHUMIPHI 00'€KTH, CIie-
HU Ta aHIMaIli JUIs pi3HUX Taly3el, BKIIOYAlound apXiTeKTypy, Iu3aiiH, KiHO1H-
JyCTPito, BijIeoirpu Ta iHxeHepito. BoHo nependayae moOyqoBy reOMETPUUHUX
dbopm 3 BukopuctanHaM noJiiroHiB, NURBS (HepiBHOMiIpHUX palioHalbHUX B-
CIUTaHIB) a00 BOKCEJIIB, TOJII K Bi3yasizamis (OKyCyeThCS Ha PEHACPUHTY, Te-
KCTypyBaHH1, OCBITJICHHI Ta MOCTOOPOOI [JIsi OTPUMAaHHS PEATiCTUUYHUX 30-
Opaxenb abo aHiMarii. L{i TeXHOJIOrIT €BOMIOLIOHYBAIN Bl MPOCTUX 1HCTpYyMe-
HTIB IO KOMIUJIEKCHUX CHCTEM, IO IHTErPyIOTh IITYYHUN 1HTEJIEKT 1 pealbHui
4yac peHICPUHTY.
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PosrisitHeMo JiekiibKa CydacHMX Mporpam jisi BUKOHAHHS HEOOXIJHUX 3a-
BJIaTh B MOJICJIFOBaHHI Ta CTBOPEHHI Bi3yasizallii.

Blender € omni€to 3 HaMBIIOMINIUX CHUCTEM JJII TPUBHUMIPHOTO MO/IEIIO-
BaHHS Ta Bi3yasizailii 3 BIAKPUTUM BUXITHUM KojioM. [Tporpama po3poOseTbes
MI>KHAPOJIHOIO CIUIBHOTOIO 1 MOUIUPIOETHCS OE3KOIITOBHO, 1110 pOOUTH 11 JOCTY-
ITHOIO JJISI MIUPOKOTo KoJjia KopucTyBadiB. Blender € xomrmuiekcHoro tutatdop-
MOIO U1l CTBOpPEHHsSI 3D-KOHTEHTY 1 BKJIIOYA€ IHCTPYMEHTH IOJITOHAJIBHOTO
MOJICJIOBAaHHS, CKYJBITUHTY, TEKCTYpYyBaHHs, aHiMallii, cuMyusuii (pi3suyHux
npoiieciB 1 peHaepunry. Cuctema miATPUMY€E CTBOPEHHS CKIIATHUX F€OMETpUY-
HUX (OpPM 3a JOTIOMOTOI0 peJaryBaHHs BEPIIWH, peOep 1 MOJITOHIB, a TaKOXK
HaJIa€ MOXKJIMBICTh TTAPaMETPUUHOTO MOJISIOBAHHS yepe3 Moaudikaropu. Bax-
JUBOIO OCOOJMBICTIO TPOrpaMu € HasBHICTh BOYJOBaHUX pPEHAECP-IBUKKIB
Cycles 1 Eevee. Cycles BUKOpUCTOBYE METOJ TpacyBaHHsSI IPOMEHIB ISl OTPH-
MaHHA (HOTOpPEaTICTUYHUX 300pAKEHb 3 KOPEKTHUM PO3PaXyHKOM OCBITJICHHS 1
BIIOMTKIB, TOJI sIKk Eevee 3a0e3nedye MBUIKUIA PEHIECPUHT B peasibHOMY 4Yaci,
110 3pY4YHO MpU po3poOili aHiMallli Ta IHTepaKTUBHUX MPoeKkTiB. Blender Takox
BKJIIOYA€ 3aCO0M ISl MOHTaXY B1J€0, KOMIO3UTUHTY 1 CTBOPEHHS Bi3yalbHUX
edeKTiB, 110 JO3BOJIIE BUKOPUCTOBYBATH MPOTpamy sIK YHIBEpCAIbHUN 1HCTPY-
MEHT JJIsi BAPOOHUIITBA TU(PPOBOTO KOHTEHTY. 3aBIAKHU MiaTpumMili MoBu Python
KOPHUCTYBadl MOKYTh CTBOPIOBATH BJIACHI CKPHUIMTH 1 PO3IIUPIOBATH (PYHKIIOHA-
JBHICTb MPOTPaMH.

Autodesk 3ds Max € onHi€ro 3 HaWOUIBIN BIIOMUX TIPOdECiiHUX Mporpam
JUIs. TPUBUMIPHOTO MOJIEIIOBAHHS Ta Bizyasizauii. BoHa mmupoko BUKOpUCTOBY-
€ThCSl B apXITEKTYpHIN Bi3yasizailii, [u3aiiHil iHTep'epiB Ta po3poOill KOMIT'IoTe-
pHux irop. IIporpamMa Hafgae KOpUCTYBAaU€Bl MOTYKHI THCTPYMEHTH HOJIITOHAJIb-
Horo mopemtoBanHs, NURBS-MomenmoBaHHS Ta CINIAfHOBOTO MOJICTIOBAaHHS,
110 JTO3BOJISIE CTBOPIOBATH SIK TIPOCTI T€OMETPHYHI 00'€KTH, TaK 1 CKJIaJIHI TIOBE-
pxHi. ¥ 3ds Max peanizoBaHa po3BHHEHa cucTeMa MOAU(DIKaTOPiB, IO A03BO-
Jsie 3MiHIOBaTH popMmy o0'ekTa Oe3 pylHHyBaHHS WOro BUXIIHOI cTpyKTypu. Ta-
KOX TporpaMa miarpumye Gi3uIHe MOJCITIOBAHHS 1 JUHAMIKY 00'€KTiB, 110 BH-
KOPHUCTOBY€ETHCS MPU CTBOPEHHI PEATICTHUHUX CIIEH. 3aBJIIKH BEIHMKIN KUIBKOC-
T1 CTOPOHHIX IUJIariHIB 1 IHTErpallii 3 cuCTeMaMH Bi3yaiizailii, TakuMu gk V-Ray,
3ds Max ctaB cTaHIapTOM B apXiTEKTYpHIM Bizyasizallli 1 TU3aiHEPChKUX CTY-
TAX.

Cinema 4D - e npodeciiina nporpama Jyisi TPUBUMIPHOTO MOJCITIOBaHHS
Ta aHiMaIlii, po3pooOseHa Kommaniero Maxon. BoHa BijjoMa CBOiM 3py4HUM Ta
IHTYITUBHO 3pO3yMUIMM 1HTEp(dENHCcOoM, 3aBJIIKM YOMY YaCTO BUKOPUCTOBYETHCS
MOYATKIBISIMH Ta MOYIIH-Iu3aliHepamu. [Iporpama Bkirouae moBHu Habip 1H-
CTPYMEHTIB JIJIs TOJIrOHAJILHOTO MOJIENIIOBAHHS, CTBOPEHHS MaTepiaiiB, aHIMa-
uii Ta pegaepunry. Cinema 4D mIHMpOKO 3aCTOCOBYETHCA B PEKIaMHiM 1HAYCTpil
Ta TeNeBi3iiHIN rpadimi, Ae MOTpiOHE MBUIKE CTBOPEHHS SIKICHOI TPUBUMIPHOT
animMarii. He3Bakaroun Ha MOPIBHSHO MPOCTIIIE OCBOEHHS, MPOTpaMa Mae To-
TY>KHI MO>KJIMBOCTI 1 3/JaTHA KOHKYPYBATH 3 1HIIUMHU NMPOQPECIiHtHUMU cUCTEMaMu
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3D-rpadiku. IcTopis i po3BUTKY MOUYMHAETHCS I1€ 3 MovyaTky 1990-x pokiB, 110
MIJITBEPKYE TPUBAIY €BOJIIOIIIO 1 CTIMKE IMOJOKEHHS Ha PUHKY MPOTPAMHOTO
3a0€3MeUeHHS JJIs1 TPUBUMIPHOI Ipadiku.

ZBrush € cremnianizoBaHO0 MPOTPaMoI0 sl TPUBUMIPHOTO CKYJIBITHHTY
Ta CTBOPEHHSI BHCOKOJIETaIi30BaHUX Mojeiei. Bona Oyna po3pobieHa komma-
Hieto Pixologic 1 BiIpi3HAETHCS YHIKQJIBHUM MiAXOAOM J0 MOJIEIIOBAHHS, IO
IMITy€ TIpOIEC JIIUIEHHS CKyJIbnTypu. KopucTyBau Moke cTBOproBaTH (Bopmy
00'ekTa, BUTATYIOUH, 3Ta/HKYI0UH 200 Ae(OpMYIOUN TTOBEPXHIO 32 JOTIOMOTOIO
crierianbHuX neH3miB. OcobmmBicTio ZBrush € TeXHOOTiS «ITIKCOIBY, IPH SKii
KOXXHA TOYKA MICTUTh 1H(POpMAIIi0 MPO TIUOWHY, KOJIp 1 MaTepiall MOBEPXHI.
[le mo3BoJisie HE TITBKU MOJAEIIOBATH opMy 00'€KTa, ajie 1 OJHOYACHO HAHOCH-
TH TEKCTYpH 1 netaini. ZBrush mmpoko BUKOPHCTOBYETHCS MPU CTBOPEHHI IEp-
COHaXIB JUIsI KOMI'FOTEPHUX 1rop, (QUIbMIB 1 KOHUENT-apTy, TaK SIK JO3BOJISE
CTBOPIOBATHU CKJIQJHI 1 A€TaII30BaH1 MOJIEI.

[TopiBHSIHHA PI13HUX TPOrpaMm A TPUBUMIPHOTO MOJEIIOBAHHS JT03BOJISIE
BUSIBUTH 1X OCHOBH1 OCOOJIMBOCTI T4 BU3HAYUTU O0JIACTI 3aCTOCYBAHHS KOXHOI 3
HUX. X04a BCl BOHH MPHU3HAYEH] JUIsl CTBOPEHHS! TPUBUMIPHUX 00'€KTIB, BIAMIH-
HOCTI MIPOSBIISIIOTHCA Y BapTOCTI, (DYHKIIIOHAJILHOCTI Ta crieliaii3anii IHcTpyme-
HTIB. TakMM YMHOM, KOKHA 3 PO3TJSHYTHX MPOTPaM Ma€ BJIACHY CIEIliaji3alliio.
Blender Biapi3Hs€ThCS AOCTYMHICTIO Ta YHIBEPCAIBHICTIO, IO POOUTH HOTO MO-
NyJISIPHUM CepeJl OYaTKIBIIB Ta He3aJeKHUX po3poOHHKiB. Autodesk 3ds Max
TPaJMIIIITHO 3aCTOCOBYETHCS B apXITEKTYpHIM Bizyauizallii Ta irpoBid iHAYyCTpii.
Cinema 4D mupoko BUKOPUCTOBYETHCSI B MOYIITH-IU3alHI Ta peKiIaMHiil rpadi-
Il 3aBASIKK 3pydyHOMY iHTep(eiicy. ZBrush € crnemianizoBaHUM IHCTPYMEHTOM
s TMPPOBOI CKYIBNTYPH Ta CTBOPEHHS BUCOKOJETATI30BaHUX MOJENEH mep-
coHaxiB. BuOip KOHKPETHOTO MPOrpaMHOTO MPOAYKTY 3aJIEKUTh BiJ 3aBJaHb
KOpHCTyBa4a, 00J1acTi 3aCTOCYBaHHS Ta HEOOX1THOTO PiBHS JIeTami3allii.
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