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In the article, study of the opportunities of using 3D graphics to create
advertising videomaterials has been conducted. Blender was selected as the
primary 3D-modeling tool for creating advertising materials. The process of
creating advertising materials was described in detail.

Ha cporogni, aumxuTanizamiss OpOHUKAae B yci chepd HAIIOTO KUTTS.
Po3BuTOK 1TM(POBUX TEXHOJIOTH TPUBOJAUTH 10 PO3MIMPEHHS ICHYIOUHX 1 MOSBH
HOBUX BH[IB Bi3yamizamii iHQpopmamii B cycniibcTBl. He BuHATKOM € i
MEJIIaKOHTEHT, SIKUWA TOCHIIIOETHCS 3aBASKA TPUBHUMIPHUM Ta 1THTEPAKTUBHUM
TEXHOJOTIsIM y pekiami. [IpoBiAHMMH AMJDKUTAN-CKIAJOBUMHU  CY4YacHOI
BI3yaJIbHOI KOMYHIKAIIll € IHTEpaKTUBHUN JU3aiiH Ta nuHamiuHa 3D-rpadika [1].
Oco06MBO MOMITHA 11 poib y pekiiaMmHoMy mpocTtopi. Came 3D-animaris ctae
CYTTEBUM YMHHUKOM PO3BUTKY PI3HOMAHITHUX KOMIIAHIM Ta CKJIaJ0BOIO IS
yCHiXy iXHIX MPOAYKTIB Ha PHUHKY B XOIl PE3yJbTATUBHUX PEKIAMHUX
MPOJAKIIH-KOMIaHIA. Y 1bOMY JOCHIPKEHHI PO3IISJAETBCA MOXKIUBICTD
3actocyBaHHA 3D-MoeM0BaHHS MiJ1 4ac Po3pOOJIeHHs PEKJIaMHOI POAYKIIIi, a
came, BiJieoBI3UTIBKH M. [lonTaBa asis po3BUTKY BHYTPIIIIHBOTO TYPU3MY.

Mera poGot — po3poOka pekIaMHUX BijeoMarepiaiiB 3acobamu
3D-animariii 3ajyisi PO3BUTKY BHYTPIIIHHOTO TYypHU3MY IUISXOM TOCHJICHHS
Operny MicT Ykpainu. [ JoCATHEHHS Ii€i METH HEOOX1THO BUPIIIMTH Taki
3aBJaHHS: OMKMCATH KOHIICTIIII0 PO3POOKH pEeKIaMHUX BijeoMarepiaiiB; oOpaTu
OpOorpaMHUN  IHCTPYMEHT Uil 3AIMCHEHHS  MOJICIIOBAHHS;  IOETAITHO
peanizyBatu oOpaHy KOHIIEMIio 3aco0amu 3D-rpadiku.

[Ilomo xoHuemiii peanizamii 3acTocyBaHHs 3D-aHimalli B pekJIaMHUX
Matepianax Oyyio oOpaHO 1€r0 MOMyJisipu3alii BIABIAYBaHHSA MICT YKpaiHU y
MEXaxX PO3BUTKY BHYTPIIIHBOTO Typu3My. TakK, MOXIHUBO CTBOPHUTH
BIJICOBI3UTIBKY /JI1 YMOBHO MEHII MOMYJSPHUX Uil TypU3My MICT YKpaiHH,
poTe, SKi MAarOTh 3HAYHWM TYPUCTUYHHUHN TMOTEHIial Ta HE BUKOPHCTOBYIOTH
Horo Yepe3 HEeAOCTaTHIO OOI3HAHICTh HACENCHHS MO0 TaKUX MICT. B sKocTi
nepioro micta Oyno o6pano M. IlonTaBy, BIABIIMHHM SKOTO KOPHUCTYHOTHCS
HEJIOCTATHIM MOMUTOM Yy BHYTPIIIHIX TYPUCTIB. OCKUIBKH MICTO acCOIIOETHCA 3
raymkamMyd Ta O17010 AJBTaHKOIO, K1 TEpIIi 3 SBISIOTHCS Cepell CUMBOJIIB
IIbOI0 MICTa, B MOJAJBIIOMY OYyJIO BUKOPHUCTAHO came ix mia 3D-aHimarlii B
peKJIaMHI{ BiJICOBI3UTIBIIL.
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MosxnuBocti 3actocyBaHHs 3D-rpadiku, mepeBaru ii BUKOPHCTAHHSA B
nu3aiHl 1iHTepdeiiciB Oysio neTanbHO po3MsiHyTO y mpansax [2, 3]. Ilicns
MIPOBEICHOTO aHali3y ICHYIOUHX pPO3POOOK, a TakoX chepu 3acTOCYBaHHS
nporpaMHux iHCTpyMeHTiB Takux gk: Cinema 4D, Blender, Maya, After Effects;
BU3HAUEHHS IXHIX IEpeBar Ta HEJOJIKIB, Oyi0o 00paHo A MOJAajbIIol poOOTH
0e3koIToBHY Bepcito nakeTy Blender. Bin € yHiBepcaJIbHUM IHCTPYMEHTOM IS
TPUBUMIPHOTO MOJICTIOBAaHHS Ta Bi3yamizaiii, dYepe3 Te, M0 YyCyBae
HEOOXITHICTh  NEPEeMHKaHHS  MDK  OporpaMmam, Ta  MOro  MOKHa
BUKOPUCTOBYBATH Y PI3HUX Taly3siX, TaKUX AK apXiTEKTypa, irpoBa po3poOka,
BIJICONPOJAKIIH, pekiama Ta Oarato iHmmx [3]. Takox Blender no3Bosie
ctBoproBatu Visual Effects (VFX) nuisixom noenHanHst Toro, 1mo Oyj0 3HATO Ha
KaMepy 1 CTBOPEHO Ha KOMIT IOTEpi, 10 W BUKOPHCTOBYETHCS B IMOJANBIIIMA
poOOTI HaJ CTBOPEHHSM BiJI€OBI3UTIBKU. 3apa3 OpeHIu BUKOPUCTOBYIOTh VFX
JUIS  CTBOPEHHS pEKJIaMHMX MaTepiagiB Juid [pUBEpPTaHHA yBaru Ta
3amaM’ITOBYBaHHS OTOJIONIEHb, SKI BHIUISIOTBCA 3 O€3Iul  TpaJUIinHUX
PEKJIAMHUX POJIUKIB.

OcnoBHi (Qynkiii Blender BkiIOYalOTh: TPUBUMIPHE MOJIETIOBAHHS,
aHIMaIlilo, PEHACPHHT, Bi3yamizaimito Ta cumylimito. Blender Hamae mmpoxi
MO>KJIMBOCTI JIJISl CTBOPEHHS CKJIAJHUX TPUBUMIPHUX Mojeneil. Bin miaTpumye
pi3HI TUOU OO0'€KTIB, IHCTPYMEHTH MOJEIIOBaHHS, TEKCTYpyBaHHS Ta
penaryBanHs ¢popm. Tak sik Blender € noTy>XHUM 1HCTPYMEHTOM JIJIs1 CTBOPEHHS
TPUBUMIPHOI aHiMallli, TO BIH HaJa€ MOKJIMBICTb CTBOPIOBATH KJIIOUOBI KaJIpH,
pPO3MIIyBaTU OO0'€KTM Yy TPUBHMIPHOMY MPOCTOpPl, HAJAIITOBYBATH PYyXH Ta
edpextu animarii. Kpim toro, mporpama mae BOyJOBaHMI TBUTYH PEHACPUHTY,
IO JI03BOJIsIE CTBOpIOBATH (OTOpEaTiCTUUHI 300pakeHHs Ta Bijmeo. Blender
NiATpUMY€E pi3Hl MeTonu pennepunry, Bikitouatoun Cycles ta EEVEE, sxki
3a0€e3MeuyloTh BUCOKY SIKICTb PEHJAEPUHTY Ta IIBHJKICTh IONEPEIHBOIO
nepersiny. Takoxxk Blender mo3Bosise Bi3yamizyBaTH TPUBHUMIPHI CIICHH,
BKJIIOUAIOYM OCBITJICHHA, Matepiaym Ta ¢i3uuHi edextd. Bin Takox Mae
IHCTpYMEHTH JUIsI CUMYJIAIII pI3HUX (PI3MUHMX SBUIN, TaKUX SK PIAUHH,
TKaHWHH, UM Ta 1H.

[Ipomiec CTBOpEHHsI pEKJIaMHUX BijeoMaTepiamiB Il BiJ€OBI3UTIBKU
3acobamu 3D-animanii Blender naBeneno na puc. 1-9.

Pucynok 3 — CtBopeHHs
TEKCTYPH 3a JJOITOMOT' 010
Image Texture

Pucynok 1 — CrBopennst 3D Pucynok 2 — Haknaganss
00'eKTIB (MOJIETII TATYIIIOK) MarepiajiB
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Pucynok 4 — JlonaBanus Pucynoxk 5 — HanamryBanHs Pucynoxk 6 — Pesynprar
animauii s Soft body animanii Fluid (cmerann): CTBOPEHHS aHIMOBaHUX
(ramymiok) i

3D-00'exTiB

Pucynok 7 — BiacrexeHHs Pucynok 8 — Haknaganus Pucynok 9 — JlonaBanus
pyXy B okpeMomy (aitmi 3D-00'exTiB Ha Bizeo 3 PEaTICTUIHOCTI
VEX BIZICTEXKEHHSIM PyXy BIZICOPOJIUKY

OT1xe, MOXKHa 3pOOMTH TaKl BHUCHOBKH: TPUBUMIPHE MOJICJIIOBAHHS, Ha
CBOTOJ[HI, OTPUMAJIO JIOCUTh UIMPOKHN CHEKTp 3aCTOCYBaHHS 3a PaxyHOK
MOCTIHHO  PO3IIMPIOBAHUX  IHCTPYMEHTIB  Ta  OUIBII  MPAKTHYHOTO
dbyHKIiOHATBHOTO MiAXoay. KpiM Toro, 3MiHMBCA MiaXid MO0 Bizyasizallii
KOMYHIKaIii B LHU(pPOBOMY MPOCTOpPlI CydacHOro CyCHIIbCTBa. Bigremnep,
JTUHKATA-CKIIAZI0BA BUCTYIIA€ OJJHUM 13 KIIIOYOBUX 1HCTPYMEHTIB B OHJIAH- Ta
IHTEpaKTUBHIN peKiIami, SKAW J03BOJISIE TIEPEeNaTh Bi3yalbHUN HapaTHB
(cxknamny iHGOpMAIIiO) ¥ TOCTYMHUX (OpMax, 30KpemMa TPUBUMIPHOCTI. Tomy
BUKOPUCTAHHS TPUBHUMIPHOTO MOJCIIIOBAHHS JJIsl TIOMYJISIpU3allli Ta OHOBJICHHS
OpeHny MICT YKpaiHH € 3acOo00M JIOHECEHHS KyJbTYpHOI iH(opMarii 3a7is
MIJBUIIICHHSI HalllOHAJIbHOI camocBigomMocTi. Came uepe3 Te, 1o GhopMyBaHHS
BI3yaJIbHOI KYJIBTYpU CYCIIJIBCTBA 3a3HA€ ICTOTHUX 3MIH, TOMY BOHO MOTpeOye
NOoAANBIINX HAMpalfoBaHb Ta MPAKTHYHUX HAPOOOK. OCKUIBKM TEXHOJOTIi
MPOJIOBKYIOTh PO3BUBATUCS, MU MOKEMO OYIKYBATH 1I€ OLIBII BPa)Kat0uoro Ta
1HHOBal1liHOro BuUkopuctanHs VFX y peknami. Texnosorii BipTyajabHOI Ta
JIOTIOBHEHOI peaibHOCTI JO3BOJSIOTH PEKIAMOJABIIM CTBOPIOBATH €(PEKTHY Ta
IHTEPaKTUBHY pPEKJIamy, IKa MOE€JHY€E PEalbHICTh Ta (paHTa31to.
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