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Today, technology is developing at an incredible speed, spilling over into
all areas of our lives. One of these areas is cinematography, which 1s constantly
using new technologies to create more realistic and sizzling films. Particularly
appreciated 1s the use of 3D elements in films, which allows viewers to be more
deeply immersed in the atmosphere on the screen. Thus, experiments with visual
effects and advanced 3D technologies in cinema play a key role in gaining the
respect of viewers and ensuring the success of films in the current entertainment
market.

VY cydyacHOMY CBITiI TEXHOJIOT1i PO3BUBAIOTHCS 3 HEMMOBIPHOIO MIBUIKICTIO,
BIUTUBAIOUM Ha BCl chepr Hamoro *)uTTsa. OAHie0 3 Takux chep € KIHeMaTor-
pad, KW TOCTIHHO BUKOPUCTOBYE HOBITHI TEXHOJIOTIi JUTA CTBOPEHHS OLTBITI
PEANICTUYHMX 1 3aXOTUTIOI0UUX (utbMiB. OCOOIHMBO 1€ CTOCYETHCS BUKOPHCTAH-
Ha 3D enmeMenTiB y dibMax, 10 T03BOJISE TIIsiAadaM OUThIN TIHOXKE 3aHypPIOBa-
TACH B armocdepy mofdiii Ha ekpaHl. Binrak, eKCTIEpUMEHTH 3 Bi3yaJlbHUMH
edexTamu Ta BUKOPUCTAHHIM 3D TEXHOJIOTIH B KIHO BIITPAIOTh KIIFOYOBY POJIb
y MPUBEPTAHHI yBaru IisaadiB Ta 3a0€3MeueHHl ychixXy (ijabpMIB Ha CydacHOMY
PUHKY pPO3Bar.

VY 11b0My KOHTEKCTI, PO3TJIS MPOTPaMHHUX 3ac00iB, MO JTO3BOJISIOTH CTBO-
pioBaru putemu 3 3D enemeHTamu, € HaA3BUYAWHO BaXXTUBHUM. [Iporpamu, Taki
ak Cinema 4D, Unreal Engine, Maya, Houdini Ta 1HIm, HagarOTh KIHOPEXKHCE-
pam Ta aHiMaTopaM IHCTPYMEHTH JUIs peaii3amii iXHIX TBOPYHX 3ayMiB Ta
CTBOPCHHS 3aXOIUTIOIOYMX BI3YaJbHUX CBITIB. Y HACTyTHIN 4acTHHI cTarTi Oy-
IYyTh PO3TJSHYTI OCHOBHI MOXJIMBOCTI IMX TMPOTPaM Ta iX BHECOK Y MPOIIEC
CTBOpEHHS (QUIHMIB 3 BUKOpPUCTaHHSAM 3D emeMeHTiB.

Cinema 4D — e omHa 3 HAaUMOMYJIAPHIIIMX MPOTpaM It cTBOpeHHs 3D-
rpadiku Ta arimamii [1]. Bora BigoMa cBO€K IPOCTOTOK BUKOPHCTAHHS Ta IITH-
POKHM CHEKTPOM IHCTPYMEHTIB, IO JO3BOJIAE SK MOYATKIBISIM, TaK 1 JOCBIaUC-
HUAM TIpodecioHalaM CTBOPIOBATH BPakKarodl Bi3yayibHI €(heKTH Ta aHIMAIIIIO.

Cinema 4D 3a0e3nedye BEHKY KUTbKICTh MOXKIIMBOCTEH JJIS MOJCITIOBAH-
HA, TEKCTYPYBaHHS, aHIMAIlli Ta peHACPHUHTY, a ii TexHoorisa aniMamii MoGraph
JI0C1 € HEOCSHKHOIO BETUUMHOIO ISl OUTBIIIOCT!I KOHKYPEHTIB, M0 pOOUTH ii He-
3aMIHHUM THCTPYMEHTOM T poOOTH Haj KiHOCTpiukamu 3 3D enemeHTamMu.

Unreal Engine — 11e moTy>XHWH 1HCTPYMEHT i PO3POOKH 1TOp Ta BI3yasib-
HUX €(EKTIB, TKUI TaKOK BUKOPUCTOBYETHCSA ISl CTBOPCHHSI K1HO. BiH BigoMmii
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CBOEIO BEIIMKOIO MIBUAKICTIO Ta PEANICTHYHICTIO Tpadikh, a TaKOXK IMIHPOKAM
(hyHKITIOHAJIOM JJIS CTBOPCHHS BEJTUKHUX CBITIB Ta IHTEPAKTUBHUX CIICHAPIiB [2].
3aBAsSKHA CBOIH MOTYKHOCTI Ta THYUKOCTI, Ta YHIKAIBHUM TeXHOJOTIsAM Lumen 1
Nanite, Unreal Engine crae BigMiHHAM BHOOPOM JjIsi CTBOPEHHS (DITEMIB 3 BH-
kopucTaHHsaM 3D eJIeMeHTIB.

Maya — monyJisipHa mporpama Jyia CTBOPECHHS aHIMaIlli Ta Bi3yaabHUX ede-
kTiB. [i IMpPOKMii CIEKTP IHCTPYMEHTIB Ul MOJETIOBAHHSA, aHIMALli Ta peH/e-
puHry 3abe3neuye npodecioHaiaM y raidy3l kinemarorpady Bpaxkaroul MOMKIH-
BOCTI JUTS BTUICHHSI iXHIX TBOPUYHWX 3a[yMiB.

Opniero 3 KIMOUOBHX TiepeBar Maya € ii 1HTeTpariig 3 IHIIAMHA TPOorpaMaMHu
ta miardopmamu. Ile go3Bonse mpodecioHanaM IpaIfoBaTH B CHIBHOpaIl 3 KO-
JieraMu, K1 BUKOPUCTOBYIOTh 1HIIN 1HCTPYMEHTH, 10O CTBOPUTH IUIICHI Ta y3-
r'OJKEHI Bi3yaltbHI ehekTH st GhiabMiB [3].

Houdini — me mporpama /uist CTBOpEHHS Bi3yaJlbHUX €()eKTIB Ta aHIMAIIIi,
AKa BIIPIZHAETHCS CBOEIO MOTYXKHICTIO Ta THYUKICTIO. BoHa 0a3yeThcs Ha By3-
JIOBOMY TI1IXO/I1 JTO CTBOPEHHS €(peKTIB, IO JO3BOJISIE€ KOPUCTYBaUYaM CTBOPIOBaA-
TA CKJIaJHI aHIMamiiiHl e(eKTH Ta CHMYJIAIIi 3 BHCOKOK TouHICTIO. OmHa 3
KITIOUOBMX BiaMiHHOCTEH Houdini Bij 1HIMMX mporpam moJiarae y il maxomal o
reHepaii BisyaabHHX edekTiB. BoHa BuKopucTOBYe Hadip 3acobiB, 1mo 6a3y-
IOThCS HA (PI3MYHUX MPUHIIMAIIAX, IO JTO3BOJISIE CTBOPIOBATH HAJ3BUYAHO pea-
JicTudH1 €(heKTH, TaKi SIK BOJA, BOTOHb, MM Ta PyHHYBaHHS Oy TIBEIb.

Bigomi ¢iasmu, ki BukopuctoByioTh Houdini, BkimodaroTs y cebe "laTep-
cremnap”, "Mecuuku: Biitna neckinuennocti” Ta "'appi [lorrep Ta CmepTenbHi
pemiksii: Yactuna 2" [4].

3aBAsIKA CBOIM TIOTY>KHHM MOXJIUBOCTAM Ta TEPEIOBUM TEXHOJIOTISAM,
Houdini 3amummaerhcs BeMbMHU MIHHAM THCTPYMEHTOM It TPO(ECioHaiiB y ra-
ay31 KiHemarorpadii, skl MparHyTh JOCATTH BPAaXXalOUWX PE3yJIbTATIB Ta HE3a-
OyTHIX BI3yaJbHUX €(EKTIB Y CBOiX (hIbMax.

3ds Max — me me ogHa BH3HAHA MPOTrpaMa, sIka BUKOPHUCTOBYETHCS IS
cTtBopeHHs (pimbMiB 3 3D enmeMentamu. 3aBASKA CBOIM MOTY>XHUM 1HCTPYMEH-
TaM JUTd MOJCITIOBAHHS, aHIMaIlli Ta peHACPHHATY, BOHA 3a0e3neuye npodecioHa-
J1B y Tairy31 kiHemaTorpady HEHWMOBIPHOIO CBOOOIO0 TBOPUYOCTI. OHIEIO 3 TO-
J0BHEX nepeBar 3ds Max € HOro BHCOKHH PIBEHb 1HTErpallli 3 1HITUMH IIPorpa-
MamH Ta miargopmamu. Ile mo3Bonse kopucTyBauaM OE3MEPENIKOIHO MePexo-
JIMTH BIJI OJTHOTO €TaIy MPOEKTY JI0 THIIIOTO Ta CIUIBHO MPAITIOBATH 3 KOJIETaMH
HaJI CKJIAIHAMH CIIleHaMH Ta eekTamu [3].

VY kinemarorpadi nmporpama BUKOPHCTOBYETHCS IJII CTBOPECHHS TIOBHOMET-
paxHuX (GUIBMIB, aHIMAMIWHANX CEplajiB, a TAKOXK BI3yaIbHUX €(PEKTIB y BEIH-
KUX TOJUTIBYJCHKUX TPOAYKIAx. DuibMu, SKI BUKOPHCTOBYIOTH 3ds Max,
BKITIOYAIOTH y cebe "Amarap", "Xpanurem", "['paitamis” Ta 6arato 1HIIHNX.

Koskna 3 ux mporpaMm mae cBO1 yHIKaJbHI 0COOMMBOCTI Ta mepesarn. Ha-
npukian, Cinema 4D ciaBUTHCS CBOEIO MPOCTOTOK BUKOPUCTAHHS Ta ITUPOKAM
cnektpom 1HCTpyMeHTiB. Unreal Engine BioMuiA CBO€IO TOTYXHOIO Tpadikoio
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Ta MOKJIMBOCTSIMH JIJIsl peati3allli IHTEPaKTUBHHUX MPOEKTIB. Maya BiI3HAYAETh-
CSl CBOEIO BETMKOIO KUTBKICTIO THCTPYMEHTIB ISl MOJCITIOBAHHS Ta aHIMaIlli, To-
mi sk Houdini criemianmizyeTbest Ha IPOIEIyPHOMY MOJIEITIOBAHHI Ta Bi3yalbHUX
edexrax. 3ds Max cmaBUTHCS CBOEIO THYUKICTIO Ta MIAPOKHAM CIIEKTPOM 1HTET-
pamii 3 IHMMAMHA TporpamMamMu. HemoxnmmBo oOpatd OAHY TpOrpaMmy sK €IAHY
"Halkpairy", OCKUTbKH KOYKHA 3 HUX Kpaile ceOe TMPOsBIISe Y Pi3HUX CIICHAPIAX
Ta X, BIAMOBIAAI0YH HA TOTPEOU PI3HUX TBOPUYWX 3aB/IaHb Ta TPOCKTIB.

OTxe, BUKOPHUCTAHHA CyYaCHHWX MPOTPAMHUX 3acO01B IS CTBOPECHHS (i-
apMiB 3 3D eneMeHTaMU € KIIIOYOoBUM (DaKTOPOM Yy JOCSATHEHHI YCIIXY y cydac-
H1i kiHemarorpadii. Li mporpaMu € HEB1 €MHOIO YaCTHHOIO TBOPYOTO TPOIIECY
Ta JO3BOJIAIOTH CTBOPIOBATH Bpakaroul Ta He3a0yTH1 (UIBMHU, AKI TEPETBOPIO-
IOTHCS HA CTIPABKHI IICICBPH.
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