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Xapxiecokuil HayioHanbHUll YHieepcumem paodioeieKmpoHiKu, Xapkie

AHATNI3 OCOBNUBOCTEN NAUMNANHY AAA-CTY,EI,I?I TA IHOI-PO3POBHUKIB Y
CTBOPEHHI 3D-MO[EJEN

VY cyuacHiif iHTYCTpii Bimeoirop crBopeHHs 3D-
mozeneii [1] € omHMM i3 KIIIOYOBHX €JIEMEHTIB
Bi3yalIbHOI CKJIQJIOBOI IPOXYKTy Ta Oe3moceperHbo
BIUIMBAE Ha SKICTh, TPOAYKTHBHICTb i CIIPUHHSTTS TPU
rpaBieM. Y Benukux AAA-CTyIisIX Ied mporiec
OpraHi3oBaHMH Yy MeXax 4YiTKO BHM3Ha4E€HOI'O
nairuiaiiny.  [laiimnaiiH  y  1bOMy — KOHTEKCTI
po3yMieThcs  AK 3aJIOKyMEHTOBaHWI BUPOOHWYMIL
npomnec abo CyKyIHICTh B3a€MOIOB’SI3aHUX IIPOIIECIB,
MONUICHNX HAa TMIOCHOBHI Ta CTaHAapTH30BaHI
omeparii, BHKOHAHHS SKUX JIO3BOJIIE OTPUMATH
MIPOTHO30BAHUH 1 TEXHIYHO KOPEKTHHH pe3yibTar y
BCTAaHOBJICHI TepMiHH [2].

B AAA-ctymisx mnaiimiaiiH ctBopeHHs 3D-
Mozenen € JKOPCTKO CTPYKTYPOBaHUM i
CTaHAapPTU30BaHUM. 3a3BHYail BIH BKIJIIOYAE E€TaIlU
KOHIICTIT-apTy, high-poly MonentoBaHHs, PETOMOJIOTI],
UV-posroptku, 3ariKaHHs, TEKCTYpYBaHHS,
HAJAIITYBaHHA MaTepiamiB, iHTeTrpamii B irpoBUit
pyIIiil Ta TEXHIYHOI Bajijamii akTUBY, 0 3a0e3meuye
KOMIUIEKCHY OIlIHKY AW3aifHy, CHCTEMHOi iHTerparii
Ta MPOSYKTHBHOCTI NPOIYKTY, MiATBEPKYIOUN HOTO
BIINOBiTHICTE TexHiYHUM cTaHgaptam [3]. Koxen
eTam Mae 3aQikCOBaHI BHUMOTH [0 TIOJIrOHAXY,
LIJIBHOCTI  TekcelniB, crpykrypu UV, HelMiHry
¢aiiniB 1 ¢opmariB  ekcriopry. Han oxpemumu
CTaJisIMA MOXYTh TpAIIOBAaTH Pi3HI CHELiaNiCTH, a
pe3ysbTaTd  MPOXOJTh  MEPEeBIpKY  TEeXHIYHHUMH
xynoxaukamMu 1 QA-Bigmimom. Takuit  mimxin
JI03BOJISIE OJJHOYACHO BHUPOOJISITH BEJIHKY KUIBKICTh
3D-akTHBIB i Oe3medHO IHTErpyBaTd iX y MacmTaOHi
MPOEKTH, 30KpeMa IrpH 3 BIIJKPUTHM CBiTOM abo
CKJIAJIHUMHU crieHamu [4].

Puc. 1. [Nafituraiin cTBOpEHHS MO

[Hni-po3pobHUKN Ta HEBENHKI CTymil, fK
MIPaBUJIO, BUKOPUCTOBYIOTH OUIBII THYYKHH MigXiJ 10
nairuiaitny ctBopeHHs 3D-mopeneit. Yacto oana
JIIOJMHA BUKOHYE BCi €Tamy BUPOOHUIITBA AKTUBY —
Bil MOJETIOBaHHA 10 IMOOPTY B  PYIIid.
[MocnimoBHICTE MPOIIECIB MOXKE 3MIHFOBATHUCS 3AJICHKHO
Bil  CTWIICTHYHHX  pillICHb abo  TeXHIYHUX
MOJIMBOCTEH, a OKpemi cramii, Taki sSK pyd4Ha

peronoyoris abo crtBopeHHs LOD-piBHIB, MOXYTh
CHpOLIYBaTUCA abo 3aMiHIOBATHCS
aBTOMATH30BaHUMHU iHCTpyMeHTamu [5]. Takuit migxiz
3HUKY€ TOPIT BXOMYy Ta NPUIIBHJIIIYE BUPOOHHIITBO,
OJTHAK YCKJIAJHIOE MIATPUMKY €IWHHMX CTaHAAPTIB 1
MacuTaOyBaHHs IPOEKTY B pa3i HOro 3poCTaHHs.

CytreBoto BimMmiHHICTIO MK AAA- Ta iHmIi-
maimiaifHaMu € pIiBeHb TEXHIYHOTO KOHTpoio. B
AAA-po3po0Ii 3D-mozmem 000B’I3KOBO
MEepeBIPSAIOTECS HAa ~ KOPEKTHICTh  HOpMAJeH,
BiIOBITHICTH OFO/KETaM MaM’ATi, mpaBUIBHICTE UV-
KOOpAWHAT, POOOTYy MarepialiB y pi3HHX YMOBax
OCBIiTJIEHHs1 Ta KOpekTHicTh LOD-nepexoniB. B inzi-
NPOEKTaX TEXHIYHA IepeBipka 4yacTto Oa3yeTbesi Ha
BUMOTaX  KOHKPETHOro  irpoBoro  pymis Ta
MPAaKTUYHOMY JOCBifi PO3pOOHHKA, Oe3 MOJATKOBHX
PiBHIB (hOpMaIi30BaHOTO KOHTPOJIIO [6].

TakuM  YHMHOM, OCHOBHA  DI3HHISL  MIiX
naimnaitnaMu  AAA-CTyaiif Ta iHAI-pO3pOOHHUKIB Y

ctBoperHi  3D-mopmeneit  momsrae y  CTyIeHi
hopmarizarii, crermiamizamii Ta TEXHIYHOT
CTaHJapTH3AIil MIPOIIECIB. AAA-naiuiaitn

OpIEHTOBaHMHU Ha CTa0INBHY SKICTh, MAacIITa0OBaHICTh
i eeKTHBHY B3a€EMOJII0 BEIUKHX KOMAaHI, TOAI SK
iHAi-maiiminaiiH  3a0e3neyye THYYKICTH 1 TBOpUY
cB00OOMy, ajge moTpedye KOMITPOMICIB y NHUTaHHIX
CTaH/apTU3allii Ta KOHTPOJIFO SKOCTI.
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