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AHOTAILISA

Meroto nanoi pobotu 0yIo BiiTBOpeHHs1 HapuasibHOTO Kopiycy Ne5S HTYVY “KIII im.
Irops Cikopcbkoro” 3a moroMororo 3D TexHOMNOrid, Uit abiTypieHTiB, CTYICHTIB Ta
BUKJIa/1a4iB. AKTYyaJIbHICTh JaHOT pOOOTH € BUCOKOIO, aJIKE IMICIISI TPUBAJIOTO TUCTAHIIIMHOTO
HABUaHHS Ta HAJ[3BUYAHUX CUTYaIlill B KpaiHi, BA)KKO 3HOBY aJIalITyBATHCh 10 HOBUX YMOB
HaBUAILHOTO TIporiecy. PoboTa mormomoske 30pi€HTYBATHUCh Ta JOTIOMOITH 3HAMTH MICIIE
NPOBEJICHHS 3aHSITh.

JIJi1 MozienIOBaHHs yCixX 00’ €KTIB BUKOPUCTOBYBABCS 3aCTOCYHOK Maya Bin koMmaHii
Autodesk. Pobora 3po6iena Ha 6a3i irpooro pyiiist Unreal Engine Bin kommasii Epic Games.
st TekcTypyBaHHA OO’€KTIB B CIeHI Ta cTtBopeHHs UV-po3ropToxk st HuUX
BUKOPHCTOBYBasach porpama 3D-Coat.

3amnucka MiCTUTh: 46 cTOpiHKH, 27 PUCYHKIB, 2 Tabmuil, 1 1oxaTok 1 15 nocunaHs.

Kirouogi cnoBa: 3D TexHomnorii, MOJIeTFOBaHHS 00’ €KTIB, IrPOBUH PYIIIii, TEKCTYPH.



ANNOTATION

The purpose of this work was the creation of the building No. 5 of NTUU “KPI im. Igor
Sikorsky” with a help of 3D technologies, for applicants, students and candidates. The urgency
of this work is high, because after the prolonged remote and due to extraordinary situations in
the country, it is important to re-adapt to the new conditions of the educational process. This
work will help you to get to the right place in the building.

Maya services from Autodesk were used to model all objects. The work is based on the
game engine Unreal Engine from Epic Games. 3D-Coat was used to texture objects in the
scene and create UV scans for them.

The note contains: 46 pages, 27 pictures, 2 tables, 1 appendix and 15 links.

Keywords: 3D technologies, object modeling, game engine, texture.
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IHEPEJIIK YMOBHHUX ITO3HAYEHDbL, CKOPOYEHD I
TEPMIHIB

BJiokiHr — cTBOpeHHS cuityeTy Mojaeni, KpymHux dopm 6e3 aeramzarii. Ha msomy

eTarli Bi3yanizaTop JIUIIE MOYHHAE PO3POOKY KOMIIO3HIIIL.
Maiinaaiid — uks po3pooku 3D moneri.

API1 (Application Programming Interface) — ommc cnoco0iB 3a JOMOMOIOI0 SKHX,
NporpaMM MOXYTh B3aEMOAIATH MDK cobOoro. APl cropoliye mpoiiec mporpamyBaHHS,

HAJIal041 pO3pOOHUKY JIUIIe 00’ €KTH 200 Jiii, KOTP1 HOMY HEOOXITHI.

UV mapping [9] — UV-niepeTBopenHs, SIKy Ie TaKOX HAa3UBAIOTh PO3TOPTKOIO, Y
MOJICJTIOBaHHI — 1€ KOJIM KOOpJMHATH Ha TpuBuMipHOMY 00'ekTi (X, Y, Z) BiIIOBIIalOTh
KoopauHatam, 1m0 Ha TekcTypi (U, V). 3nauenns U ta V MoxyTh 3MiHIOBaTUCH Bia 0 10 1.
Posroprka OyayeThest BpydHy a00 aBTOMaTHUYHO — Hanpukiaaz, y 3Ds Studio MAX e kinbka

aJITOPUTMIB aBTOMaTUYHOT'O PO3rOPTaHHS MOJIEITI.

PetomnoJioriss — OyKBaJIbHO O3HA4a€ 3pOOUTH TOMOJIOTIIO IIE pa3 (3HOBY, 3 CaMOro
MOYaTKy). 3a3BMYall PETOIOJIONiI0 POOJISATh HAa OCHOBI BHCOKomoJironansHoi (hi-poly) 3D

MOJIEN, ¥ caMe 110 MOJIETb BXKe OYAyTh BUKOPUCTOBYBATH Y MTPOEKTI.
ABTOPETONOJIOTisI — AaBTOMAaTUYHA PETOIOJIOT S IJ1s1 00 €KTY.
ABTOMAIIIHT — ABTOMATUYHE CTBOPEHHS PO3TOPTKH.

IrpoBwmii pywiii — nporpamnae 3a0e3reyueHHs, KOTPE CTBOPEHE JJII MOBTOPHOTO

pPO3pOOKH BiI€OITOp, 1 € OCHOBOIO JJIS PO3POOKH Ta 3amMyCcKy pi3HUX (PopMaTiB irop.

Penpep [11] — me mporec oTpriMaHHsS 300paxkeHHS. TyT Mozelb — 1€ OIUC
TPUBUMIPHUX O0'€KTIB 3a JOTIOMOTO) MOBHU MPOTPaMyBaHHS, KOTpPa MOJAETHCS Y BUTIISII
CTPpYKTYypu mHaHux. PeHpep MicTuTh B COO1 T'E€OMETpUYHI JaHi, TOJOXEHHS TOYKH

criocrepiraya, OCBITIIEHHsI. 300paXeHHs € [IU(PPOBUM Ta PACTPOBUM 300paKEHHS.



TpacyBaHHsI yCix TIPOMEHIB CBITJIa € JIOCUTh BEIUKOIO BHUTPATOIO pecypciB. [HKoImM
TpacyBaHHs HaBiTh Mol KUTbKOCTI MPOMEHIB 3aiiMae HAATO Oararo 4acy, pa3oM 3 IHM
YITKICTh 300pakeHHs Oyje HemocTaTHbO. KpiM Toro, moO oTpuMaTd OUThII SIKICHE

300pakeHHs1, HEOOX1THO BUKOPUCTOBYBATH OUIBIITY KUTbKICTH IPOMEHIB.
3arajioM € Taki METO/IM:

Pacrepusamisi (aHri. rasterization) Bisyamizamisi yCi€i CLEHM TPOBOJIUTHCS
NPOEKIIIIOBAHHSAM O0'€KTIB Ha eKpaH 0e3 po3raay eQeKTy MepCreKTUBU BIIHOCHO

criocrepiraya.

Ray casting (MeTo1 KuiaHHS POMEHIB) CIICHA CIIOCTEPITAEThCS 3 IEBHOT TOUKH, 3BIIKH
HaIpaBJIIIOTECS. TPOMEHI Ha 00'€KTH, Ta BH3HAYAETHCA KOJIP MIKCENI HA JBOBUMIPHOMY
ekpadi. [IpoMeH1 NpUNUHSIOTH CBOE MOLIUPEHHS Ofpa3y, SIK TUIbKU JOCATal0Th OY1b-SIKOTO
o0'ekta cueHu abo il ¢poHy. B 1poMy METOJI MOXKJIMBE BUKOPUCTAHHS Oylb-SIKMX YK€
NPOCTUX CIOCOOIB JOJaBaHHS ONTUYHUX €(ekTiB. EQeKT mnepcrnekTiBr OTpUMYEThCS
NPUPOAHAM YHHOM, SIKIIIO TMPOMEH1 HAAXOTh Ml KyTOM, IO 3aJICKUThH BiJ] TOJIOXKECHHS

TKCeNIsl Ha €KpaHi 1 MaKCUMAITLHOTO KyTa 00'€KTUBY KaMEepH.

TpacyBaHHs MpOMEHIB (aHIJI. ray tracing) Led METO € CXOXKHM JI0 TIONEPEAHBOT0. 3
TOYKH CIIOCTEPEKEHHSI Ha 00'€KTH CIIEHHW HAIIPABJISIOTHCS MIPOMEHI, 1ajli BU3HAYAETHCSI KOJIP
MIKCeNsl Ha JABOBUMIPDHOMY €KpaHl. AJle NMPOMIHb HE TMPUIMHSE CBOE MOUIMPEHHS, K Y
MOTIEPETHHOMY METO/I1, & PO3UISETHCS HA TPU MPOMEHS, KOXKEH 3 SIKUX BHOCUTB CBi1il BHECOK
B KOJIIp MIKCETsl Ha JIBOBUMIPHOMY €KpaHi: BIIOUTHM, TIHOBHUH 1 3anmomiieHniA. KiabKicTh
TaKUX MOJILIIB Ha KOMIIOHEHTH BHM3HA4a€ TIIMOWMHY TPACyBaHHS Ta BIUIMBAE HA SIKICTh 1
(boTopeaicCTUIHICTh 300paKEHHS. 3aB/ISKHA CBOIM KOHIICTITyaTbHUM OCOOJMBOCTSIM, METO/T
JIO3BOJIIE OTpUMATH JyXe (POTOpeamicTHUHI 300paKeHHs, ajie MPH IbOMY BIH JIyXKe

pecypco3aTpaTHU, 1 MPOILIeC Bi3yasti3allii 3aiiMae 3HaYH1 IEP10JIN Yacy.

TpacyBanns nusixy (anrii. path tracing) et MeTo Ma€e CXOKHIA ITPUHIIMIT TPACYBAHHS
MIPOMEHIB, 10 MOMIMPIOIOTHCS, MPOTE BIH € HAMOUIBIN HAOMMKEHUM 110 (DI3MYHHMX 3aKOHIB

TIOIITMPEHHS CBITIA. BiAMOBIIHO, BiH € HAMOUTBIIT PeCcypco3aTpaTHUM.



HogiTHe mnporpamue 3abe3neueHHs 4YacTO Ma€ JEKUIbKa TEXHIK, JIsI TOro 00

OTPUMATH PEATICTUYHE Ta SKICHE 300payKeHHS IPH JOIYCTUMHX BUTpaTax pPeCypciB.
Cxpunr [8] — crieHapii, mporMcaHa MmocIiI0BHICTb IEBHUX JTIH.

IITyyHuil iHTEJIEKT — MOXJIMBICTH OOpPOOJSITH, 3aCTOCOBYBaTH, a TaKOX

B/IOCKOHAJIFOBATH 3/100YTi 3HAHHS Ta BMIHHSI.
Kounizist - cynepedHicTb, 3ITKHEHHS TPOTHIIC)KHUX CHJI, 3IIIITOBXHEHHSI.

Subdivision moaemoBanns - moaudikaTtop Subdivision Surface (4acTo CKOPOUYIOThH
10 Subdiv abo SubD) BHKOpPHCTOBYETHCS IJs MIAPO3ALUTY TpaHel Mela Ha Outbll JIpiOHi,
JOJIAFOYM 3TJIa/HDKEHOCTI. BIiH J103BOJIIE CTBOPIOBATH CKJIQJIHI 3IVIQJPKEH1 ITOBEPXHI, HE

YCKJIQJIHIOIOUU TEOMETPIO.

NURBS wmonpemoBanns [10] - (amrn. Non-uniform rational B-spline) —
(HEOTHOPITHUI ~ pallOHAIbHUN 0a30BMM  CIDIaliH) 1€ MaTMMaTH4YHa MOJENb, IO
BUKOPHUCTOBYETHCSI B KOMIT FOTEPHIM Tpadilli/yisi CTBOPEHHS M MPEICTABICHHS KPUBUX 200

TIOBEPXHOCTEN

Baking (3anmikanns) - 11e Ha3Ba nporiecy 30epexxeHHs iHdopmarliii, o crocyersest 3D-
CiTKH, y (paiin TekcTypu (pacTpoBe 300paskeHHs ). Haliyacriie y iboMy mpoiieci 3a/1isHa iHia
citka. [Hpopmartist mepiroro mea NEPEeHOCUTHCS Ha PO3TOPTKY iHIOro. [licis 1boro BoHa

30epIracTbCs y TEKCTYPY.

Me - 1€ CyKyIHICTb BEPIIHH, peOep Ta TpaHeil, 3a TOTIOMOTO0 SIKUX, CTBOPIOETHCS

dhopma GararorpanHoro 06'ekta B 3D-rpadirii Ta 00'eMHOMY MOICTFOBAHHI.

Z-fight — (planefighting) stBuitie y 3D, koiu 1Ba 200 OLIbIIIE IPHUMITHBIB MatOTh CXOK1
BiJICTaH1 710 kKamepu. [ Ipu3BOUTH /10 TOTO, 1110 BOHU MAaTUMYTh Maibke moAi0H1 a00 17IeHTUYHI

3HauYeHHs B Z-0ydepl, KOTpUil BIACTEXKYE TITUOUHY.

Texcrypa [7] — 11e BiaactuBocTi noBepxHi 3D mMozeri, a came: Koutip, pakTypa, OIUCK,

METAJIEBICTh, MMPO30PICTH 1 T. 1. . TEKCTypa € AyKe BAXIMBUM eJieMeHTOM 3D-Mo/1etoBaHHs,



OCKUTBKH JIO3BOJISIE BIATBOPUTH TaKOX Mali, HE3Ha4HI OCOOJMBOCTI IOBEPXHi, KOTPI

BIZITBOPIOBATH 3a JOIIOMOTI'OIO TIOJIITOHIB 0YJ10 O 3aHAJTO PECYPCOMICTKHM.

SIKiCTh TIOBEPXHI TEKCTYPU BH3HAYAETHCS TEKCEISIMU — 1€ KUIBKICTh IMIKCENB Ha
MIHIMQJIbHY OJIMHUINI0 TEKCTypHU. Tak sSK TEKCTypa IO CyTi sBIsiE COO0I0 300pa’keHHS,

PO3AUIBHICTB 1 (POpMAT IBOTO 300payKEHHS BIUTMBAE Ha 3arajibHe BpakeHHs 3D-mozeri.

CtBOpeHHs MaTepialy Ta HOro HaJlallTyBaHb 3/1HCHIOETHCS, BAKOPUCTOBYIOUH KapTH

BIJITIOBITHUX KaHAJIIB, a00 Yepe3 MpoIeypHi KapTH, TaKOK MOXKIIUBUI 3MIIIaHUN METO/I.
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BCTYII

3D TexHoorii BCe OUIbIIE PO3MOBCIOLKYIOTHCS Ta MOCTIHHO 3’ ABJISIFOTHCS B HAILIOMY
KuTTi. Ha chorojHimmHiA JeHb JelIeBIIe 3MOJICIIOBATH MPOCTIP Ta O0’€KTH, HIK
MalicTpyBaTH JAeKopallii A KIHOIHAYCTpli UM HABKOJHIIHE CEPEeOBHUINE JUIA PEKIaMHU
npoaykTy. TexHosorii JIMIUT A0 PiBHS, KOJIH BiAPI3HUTH (hoTorpadito BiJ 3MO1IHOBAHOTO
00’€KTy HaJ3BUYaHO BaskKo. KpiM Toro, 11e 3HaYHO ONTUMI3y€e BUTPATH Ta Yac Ha PO3POOKY
MPOEKTIB.

Jana po6oTa Moke OyTH pO3IIMPEHa Ta JIOTIOBHEHA, & TAKOXK BUKOPHUCTOBYBATHUCH B
PI3HUX IUISIX, Ta META JUIIOMHOT pOOOTH MOJISITaE B BIATBOPEHHI HABYAIIBHOTO KOPIYCY ISt
JIETKOTO Ta IIBUKOTO 3HAXOKEHHSI MOTPIOHOI ayIUTOPIl CTYJACHTOM UM BUKJIAJa4eM, caMe
TOMY TIPOEKT OUTBIIE CIIPSIMOBAaHUM Ha Te, 1100 JOMTOMOITH 30PIEHTYBATUCH HA MICIIEBOCTI.
PoGota Oyna 3po0ieHa 3a JOMOMOIo HaJlaHUX MaTepialiiB, KOTpi OyJii HasiBHI HA MOMEHT
3BepHeHHs 70 aaminicTparltii kopirycy Ne S HTYY “KIII im. Iropst Cikopcbkoro™.

Po6Gota Oyrna 3po0iieHa 3a JOoMororo 3acTocyHKy kommanii Autodesk Maya, a came 3
HABYAIGHUM JIOCTYTIOM JIO TIPOTPAaMHOTO 3a0€3MEUYCHHS, cCaMe TOMY, 3TiTHO 3 MpaBUIaMHU
xoMmanii Autodesk, mpoekT He MoXke OyTH BUKOPUCTAHUH Y MPOQPECIHHIX Ui KOMEPIIHHUX
[UISX IIUPOKOTO MpU3HAYEeHHs 0e3 Mpua0aHHs BIAMOBIAHOI TitieH3ii. HapuanbHuit nocty 110
BUKOPHUCTaHHsI MporpamMHoro 3abesnedeHHs OyB Haganuii 3aasku HTYY “KIII im. Irops

CikopchKoro™.
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1 MOCTAHOBKA 3AJJAYI CTBOPEHHSI 3D EKCKYPCII

B iHTepHETI MOCKMTh Mana KiIbKIiCTh (oTorpadiil TErIOCHEPTETUIHOTO KOPITYCY, a
(byHKIIT MPOryasSTUCH yCiMa MmoBepxaMu OyAiBJIl HEMae, TOMY B aOITypI€HTIB Ta CTY/IEHTIB-
MIEPIIOKYPCHUKIB YaCTO BUHUKAIOTH ITPOOJIEMH 3 MOIITYKOM MOTPIOHUX ayauTopiit. Uepes 1ie,
Oyna mocTasiieHa 3a1aua cTBoputy 3D-mpoctip kopiycy Neb. Mozens kopitycy Moxke OyTu
BUKOPHCTAHA JIJIsl PI3HOMaHITHHX IIUJICH, Ta B TIEPILy Yepry BoHA OyJie BUKOPHCTOBYBATHCH

a0ITypieHTaMH Y CTYACHTaMHU MICIIsl TPUBAJIOTO AUCTAHIIIHOTO HABYaHHSI.

J171s1 11bOT0 HEOOX1THO MPOAHANTIZYBATH JEKUIbKA ICHYIOUHX PIIIeHb, SIK BOHH 3pO0JICHI,
0 MOXKHA MOKPAIIUTU. TakoX MOTPIOHO JOCHIIUTH AOCTYITHE MpOorpamMHe 3a0e3neueHHs
oOparu HaronTuMaibHiiIe. [Ticis 1poro HeoOXiIHO 3MOICTIOBATH caMy Oy/IiBl Ta ii AeKop,

3aTEKCTypyBaTH, TOMICTUTH B ITPOBUH PYIIIIil.

B pe3ynbrari BUKOHaHHS pPOOOTH, KOPHCTYBad MOMKE MPOWUTHCH Ta MNOOAYUTH

teroeHepreTuuHuil kopiryc Ne5S HTVY im. Iropst Cikopchbkoro 3cepertu.
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2 OIMC ICHYIOUYMX PILIEHB JIJIA 3D EKCKYPCIN

[Tommpene BukoHanHs 3D ekckypcii mossirace y TOMy, IO KOPHUCTYBad MOXKE
MIEPEXOANUTH 3 MICLIS Ha MICIIE JIUIIIE 3a JIOTIOMOTOI0 CTIEIIaTbHUX CTPUIOK. Take rnepecyBaHHs
BUXOJIUTh CTPHOKAMH Ta MOXKE 3/11IMCHIOBATHCH JIUIIE B OKPEMHUX TOUKAX, TOOTO HE O BCid
jokamii. KpiMm mporo, Oarato peamizoBanux 3D ekckypciii CTBOpeHI 3a JOMOMOTOIO
dotorpadiii, uepes 11e POCTIP YaCTO BUTIISIIAE PO3MUTHM a00 3 TIEBHOO KUIBKICTIO JIFOJIEH,
SK1 1HKOJIM 3aBaXKalOTh JOCTIIMTH MICIICBICTh, Ta OOIMYYS SKUX IMOTPIOHO OOOB’SI3KOBO

MaCKyBaTH.

[Tpuknamom omHIET 3 TAKUX €KCKypCil € BipTyamsauit 3D-Typ o KuiBcbkomy Teatpy

OIIEPETH, KOTPUIA 300paKeHNI Ha pUCYHKY 2. 1.

Pucynox 2.1 — 3D-typ no KuiBcbkomy Teatpy oreperu

Jlane pimeHHs OyIo peasizoBaHe came 3aBasku pororpadism. Kpim 11b0ro, HBUAKICTH
takoro 3D Typy Moke 374aTUCh HU3BKOIO, QK€ CIIOYaTKy IOTPIOHO 3HAWTH CTPUIKY

(pyxaTuch NOTpiOHE JIMIIIE IO BU3HAYCHOMY MapIpyTy), Ta, IHKOIM, HEOOXIJTHO HATHUCKATH
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Ha 6arato CTpiIOK B OJHOMY HaIIPSIMKY a0u JIMTH J0 KiHIIS KOPHIIOPY, a 1ie 3aiiMae Jac, 60

KO>KHOT'O pa3y CUCTeMa 3aBaHTaKye HOBY ¢oTorpadiro.

Otmxe, OCHOBHOIO TIEPEBArol0 JaHOi POOOTH € BUIbHE MEpPECyBaHHs IO CTBOPEHIi
Jokarii. Takok BIZICYTHE CKYITYSHHSI JItOJIeH, i poboTa cTBOpeHa 3aB/sku 3D TeXHOMOTisIM,

TOMY y Pa3i HaJI3BUYAMHOTO BUMAKY MOYE JJOTIOMOTTH BIJTHOBUTH KOPITYC.
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3 BUBIP IPOI'PAMHOI'O 3ABE3IIEYEHHS

Bubip nporpaMHoro 3ade3mnedeHHs 47151 PO3POOKH MPOEKTY 3aTIEKHUTH BiJ] TOCTABJICHUX
3aj1a4 Ta MOJABIINX IUJICH. BUIBIIICTD MOMYJIAPHOTO MPOTrPaMHOTo 3a0e3MeUeHHS MIX0IUTh
JUIST MOJICTIIOBaHHS JTaHOi poOOTH, Ta JUIs 3pYYHOCTI Ta €KOHOMII Yacy, Kpaile oOpatu
nporpamy 3 OUIbII TMOTPIOHUMH HaM MOMKIIMBOCTSAMH, IO 300pakeHi Ha Tabmmmi 3.1 Ta

Ta0mm 3.2.

Tabmuus 3.1 — IlopiBHSIHHS MporpaMHOro 3a0e3neYeHHs 111 MOICIIIOBaHHS

00’€KTIB
Hazga Po3pobuuk | [Tmardopmu | [jist woro Jlinensis
IpOTpaMu BHUKOPHCTOBYIOTHCS
Maya Autodesk Mac Os X, MoperoBaHH, BracHa
Microsoft mozenroBanHs NURBS
Windows CkynbnTypa, TakeNnax,

3HATTS IIKIPH,
peTapreTHHr, aHIMaIlis,
OCBITJIEHHS, Bi3yai3aLis,
Bifrost Fluids, Python
Scripting, Bifrost Ocean
Simulation System, UV
Mapping, MASH
MIPOLIEAYPHI €PEKTH,
Penaxrop yacy ta
rpadikis, 3acibd
Bi3yamzarii Arnold,

BizyansHe MojientoBaHHs
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TIOJIITOHIB 3 KEPYBaHHSIM

KoJbopoM, 3D edextu

[Tpomosxenns Tadmmii 3.1

Blender

Blender

Foundation

Mac Os X,
Microsoft

Windows

2D/3D mynbTdhiaem
aHIMaIlis, OCBITJICHHS,
MO/IEITFOBAHHSI, CTBOPEHHSI
MartepiajiB Ha OCHOBI
BY3JIIB/TeKCTypyBaHHs/3D-
MaJTFOBaHHS
TEKCTYp/yabTpadioneTone
BIZIOOpaXKEHHS,
BI3yautizailis (BHYTPIIIHE,
30BHiIIHE, 3D-anarmd 1
VR), 3D-ocHariieHHs Ta
aHIMAIIis, JITJICHHS,
BizyasbHi 3D-edexry,
OCHOBHI 1ocT- BupoOHHye
penaryBaHHs BiJI€o,
BIZICT&XKEHHS PYXY,
HaIMCaHHS CIICHAPIiB Ha
Python, MmoenroBaHHs
PIIMHU, YaCTUHKH, (Pi3uKa,

KOMITIO3UTHHTI

GPL-2.0-

or-later

3dsMax

Autodesk

Mac Os X,
Microsoft

Windows

MoaentoBaHHs,
TEKCTYpyBaHHS,
OCBITJICHHS, JITIJICHHS
(medopmarriss Mozed),

PEHIEPUHT

Bnacna
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Kinerp Tabmmm 3.1

Zbrush Pixologic Mac Os X, MopeimoBaHHs, Bnacua
Microsoft TEKCTYpYBaHHS,
Windows OCBITIICHHS, JIIUICHHS
(medopmartist momeni),
PEHICPHHT

Jlinensis Tumy GPL-2.0-or-later [12] — e cepist 3araibHUX IMyONMIYHUX JIICH3IH I
OE3KOIITOBHOTO KOPHCTYBAaHHS MPOrpaMHUM 3a0e3neueHHsAM. Taka JIIeH31s TapaHTye
KOPHUCTYBAueBl 3allyCK, BUBYCHHS, MOJU]IKAIIIO Ta CILUIbHE BUKOPUCTAHHS MPOTPAMHOTO

3a0€e3IeYeHH.

Tabmums 3.2 — [lopiBHSIHHS MPOTPAMHOTO 3a0€3MEUSHHS JJIST MOJICTIOBAHHS

00’€KTiB
Hassa Hard Surface Sculpt Non-
TporpamMu destructive modeling
polygon | subdivision Boolean Bevel

Maya + + + + +

Blender + + + + +

3dsMax + + Paint + +

deform
Zbrush | Zmodeler | Zmodeler + + -

3a 101MOMOr 010 MOPIBHSIIBHOTO aHaMi3y TOCTIIKYEMO YC1 OCOOIMBOCTI IPOrpaM Ta

00MpaeMo HAMOUIBIII MiXOXKY.
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3.1 IIporpamue 3a0e3nevenns ajs1 3D Moael0BaHHA 00’ €KTIB

Jnist BimOOpy HEOOXITHO CMOYATKY 30CEPEAUTH yBary MO0 BUMOT Ta MOCTABJICHUX
nterd. [IoTpiOHO CKOHCTPYIOBAaTH JIOCHTH ©Oarato OO0’€KTIB, TOMY BHKOPHCTaHHS
crieu(pIUHUX THCTPYMEHTIB MOKE€ 3HAUYHO CKOPOTUTH 4Yac. ONTHMI3yBaTd MPOLEC TaKOXK
JIOTIOMOYKE MOYKJIMBICTH €KCTIOPTY 0 CLIEHH CTOPOHHIX 00’e€kTiB. Ham He moTpibHO poOutn
BEJIMKHI 00csAT aHIMaIlii, BCl 00’€KTH B clieH1 OyayTh cTaTHYHUMH. HeoOX1HO 3a3Ha4MTH,
0 B HAc BIJCYTHI TOYHI PO3MIpU CIIEHH, TOMY ycCI 00’€KTH OyayTh CTBOPIOBATHCH
NPOMOPLIAHO, Ta OCTaTOYHI Po3MipH OyayTh BU3HAUCHI Ha erami OJOKiHTYy. Takox, /i
ornTuMizaIli poboyoro mporecy, ciij odupard mporpaMHe 3abe3ledeHHs, KoTpe Oye
BMIIIATH BCl HEOOX1AHI (DyHKIII ©Oe3 I0JaTKOBUX IUIAriHiB. B mpoekri He OynyTh
BUKOPUCTOBYBATHCH CIICIIANIbHI €(hEKTH.

He3Baxxaroum Ha Te, 1110 IHCTpYMEHTapii B yCIX Mporpamax Mo {iOHOro riaHy CX0xKHH,
BPaxOBYBaBCS JI0CBIJ TIONEPETHHOTO BUKOPUCTAHHS IPOTPaMHU.

Takum 4HOM, CTa€ 3pO3yMLIO, 1110 BUKOPUCTAHHS MPOrpam, KOTpi MatoTh PO3IIUPEHi
MOYKJIMBOCTI JUIsl CKYJIBIITYPYBaHHSI, CTBOPEHHSI NIEPCOHAXKIB Ta aHIMallli, HEMA€e MOTPEOH.
Bukopucranus mporpam jisi CTBOPEHHSI 1HTEp’€pY TEK HE € JOLLIBHUM 4Yepe3 HecTaudy
TOYHMX po3MipiB. Ilicns mpoBeneHHS KOPOTKOTO JOCHIPKEHHS MOMYJISIPHUX TIPOTrpaM Jist
TIOJTIrOHAJIBHOTO MOJICTFOBAHHS, OYJI0 BHPIIICHO 3yITMHUATHCH Ha rporpami Maya Autodesk.
[Iporpama € BITHOCHO OE3KOIITOBHOIO, Ma€ BECh HEOOX1HUM THCTPYMEHTapId, JOCTYITHA JIs
onepariiiHoi cucremu Microsoft Windows 10, mae Touny HOKyMeHTaIlito i Oarato Bijeo-
YPOKIB y BifikputoMy focTyti. Cepe repesar Ii€i mporpamu Takox €:

- IligTpriMka BCIX MOMYJISIPHUX MYJITUMETIHHNX (hopMaTiB

- Mae BiIKpUTHI BUX1THUHN KO/,

- HasBuicTs BOy10OBaHOTO peakToOpa By3IiB

- CrBOpEeHHS AMHAMIYHUX €(EKTIB HA OCHOBI KPHUBHUX

- Tlporpamu Bim Autodesk maroTh CyMICHICTH 3 yCiMa MOMYJIIPHHUMH OTeparifiHuMK
CHCTEMaMU

- T'apHna penyrartist HaIitHOTO Ta MPOQECIHHOTO MPOrPAMHOTO 3a0€3MEUCHHS

18



- ApxitekTypa nporpamu 3py4Ha i1 o0y TyBaHHS NaluiaiHy, 3apasku AP,
- Cepen HEOMIKIB IPOTPaMU:
- Haseaicts iHTEpdEICY HUIIIe HA aHTIIHCHKIA MOBI
- Bucoki cucremHi BUMoru
- CkyagHicTh IporpamMu 171 HOBUX KOPUCTYBAYiB
- HesHauna KUIbKICTB CITOTY4€Hb KJIaBIIIL, IO TPOXHU CIIOBLIBHIOE POOOTY
[Ticnst gocmimkeHHs: Oysio NPUITHATE BUBAXCHE PILICHHS 3YNMUHUTHCH CaMme Ha Il

porpami.

3.2 ITIporpamue 3a6e3nevyenns s UV-mapping, Ta TeKcTypyBaHHS

00’ €eKTIB

®yukuis UV-mapping BOynoBana B Maya, ane i ontumisariii yacy Ta 3py4HOCTI,
OyJI0 IPUIHSTO PILIEHHS TEKCTYPYBaTH 00’ €KTH B 1HIIIN porpami. ToMmy poOUTH pO3ropTKY
00’exta B Maya He Mae ceHcy.

st tekcrypyBanns Ta UV-mapping Oyma oOpana mporpama 3D-Coat. Bona
MIIXOAUTh IS IIBUJKOTO TIPOIIECY, B HIM 3py4HO Ta IIBUAKO POOUTH PO3rOPTKY,
perorosnorito. [Iporpama moCTiHHO PO3MIUPIOE CBOI MOMKIIMBOCTI ¥ BIIHOCHO HEIIOJIABHO
PO3pOOHUKU oA (DYHKIIIO CKYJIBITYTYpyBaHHS. Tako)X BOHAa Ma€ JOCTaTHHO APYKHIN
mHTepdeiic, ToMy posibparuck B 1 (yHKIISX Jocuth Jierko. Cepen rmepeBar Ime €

aBTOPETOIOJIOTS Ta ABTOMAITIHT .

3.3 Bubip irpoBoro pyuris

3a3Buyvaii iIrpoBUii pyIIIiid Mae Taki PyHKINT SK:

- BiacyTHicTh HEOOX1AHOCTI IPOrpaMyBaHHS
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- KepyBanns

- ®izuka

- HeoOxiani ckpuntu
- BusBnenns xomiziii
- Pennepinr

- ITy4yHwmii iHTENIEKT

[rpoBuit pyiii BUKOPUCTOBYIOTh PO3POOHUKH irop mjis moOyaoBu ocHOBH irop. Lle
JIOTIOMarae ONTUMI3yBaTH poOOUuil TIpoIlec Ta Ha/la€ OUIbIIE Yacy 30CEPEAUTUCH Ha THIINX
JETaNISX.

Jlnst peanizarii came 3D-exckypcii, OyB oOpanuii irposwuii pymrii Unreal Engine. Pyrmiii
€ 0E3KOIITOBHUM, TIOCTIMHO yIOCKOHATIOETHCS. TakoK HaBirailis Ta HalalTyBaHHS CUCTEMU
€ Jy’XKe CXOKUMH 3 IHIIIMM TporpamMHuM 3a0e3nedenHsM. Kpim meoro Unreal Engine mae
cucteMy Blueprint. Bora Hajae MOXIIMBICTD IIBUJIKO peai3yBaTH CBOI ijiei 0e3 T0JaTKOBHX
3HaHb. Cuctema Blueprint akTHBHO 3aCTOCOBYETHCS MOMYJIIPHUMH IrPaMH, a/pKe 3HAYHO
MPUCKOPIOE POOOTY HAJT POEKTAMHL.

Cepen nepeBar TakoX HassBHA MOKJIMBICTh IIBHJIKOTO CTBOPEHHSI MTPOTOTHITY TPH Ta
MOCTOOPOOKHM, BENMKA JPYXKHS CIHUTbHOTA Ta O€3Ji4 HaBYAIBHUX BileoMaTepiayiB y
BIIKPUTOMY JIOCTYII1, MO>KJTMBICTH CTBOPIOBATH 1TPH ISl PI3HUX IIaT(HOpM.

Bepcist irposoro pymist Unreal Engine 4.26.4. 1le ne ocranns HaitHoBimia Bepcis Unreal

Engine 5, amke B octanHi# Bepcil 3apa3 MPUCYTHS AyKe BEJIUKA KUTbKICTh TOMHJIOK.
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4 MOIAEJIIOBAHHS OB’EKTIB

MonentoBaHHsT 00’€KTIB — BaXJIMBUW €Tall B PO3POOIN MPOEKTY. AOU JTOCATHYTH
PEANICTUYHOCTI ¥ HE BUTPATUTH Ha IIe OUIble Yacy HDK MOTPIOHO, HEOOXITHO YiTKO
CITITyBaTH aJITOPUTMY PO3POOKU TIEBHOT'O 00’ €KTY UM 11101 CIICHH.

3D-MofenmoBaH s 00 €KTIB BIAOYBAETHCS 32 JOMOMOIY CHEIIAIBHOTO MPOTPAMHOTO
3abe3neuenHs. HeoOxiqHO po3yMiTH, 110 KOYKHA MOJIEINb — 1€ Habip TOUOK y MPOCTOPi, KOTpi
MK COOO0I0 TIOETHYIOTHCS TTOJIIroHaMu. Moieni MOJKyTh CTBOPIOBATUCH PI3HUMU CIIOCOOAMU:
BpY4HY, KOZOM a00 aBToMatuuHO creniansauM 3D ckanepom. B 3anmexxHOCTI Bif BUOOPY
CIIOCO0Y MOJICITIOBAHHSI, HAIlIA CIIEHA Y1 00’ €KT OYAyTh MPEICTABIICHI KOAOM a0 MOJIITOHAMU

y B’IOMOPTI.

4.1 TexHikH MOJeJTIOBAHHSA

Maiixe Bci 3D Moemni MoxKyTh OyTH MOZIJICH] Ha JIBi BeyMKi rpymnu[5]:

- Solid (TBepmoTisTbBHA MOJIEITB) — KOJIM CTBOPIOETHCS CITKA JIETaJIl, PporpaMa CTBOPIOE
OJIMH 3 HACTYIHUX THUIIIB €JIEMEHTIB Ha OCHOBI aKTUBHUX MapaMETPiB CITKU JJIs
JTOCITIDKEHHS:

- Draft quality mesh (mporpama reHepye JiHiiHI YOTUPHLOXTPAHHI TBEP/I
CJIEMCHTH, sIK Ha pUCYHKY 4.1)
- High quality mesh (mporpama renepye mnapaOojiidHi YOTHPHLOXTPAHHI

TBEp/Ii CICMEHTH, SIK Ha PUCYHKY 4.2)
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Pucynox 4.1 — JliHiliHUN YOTUPHLOXTPAHHUI €IEMEHT

Pucynox 4.2 — I[lapaboniyHuil 4OTUPHOXTPAHHUNA €TIEMEHT

- Shell, boundary (Monesb-00010HKa) — IPH BUKOPUCTAHHI €JIEMEHTIB 000JIOHKH
rmporpamMa CTBOPIOE TakKli THUIM €JIEMEHTIB B 3aJIGKHOCTI BiJ] aKTUBHUX
napamMeTpiB CTBOPEHHS CITKH TSI JOCITPKEHHST:

- Draft quality mesh (mporpama renepye TpUKyTHI €JIeMEHTH 000JIOHKH, SIK
Ha pUCyHKY 4.3)
- High quality mesh (mporpama resepye napabostiuHi TPUKYTHI €IEMEHTH

00OJIOHKH, SIK Ha pUCYHKY 4.4)
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Pucynok 4.2 — TpukyTHI eIeMEHTH 000JIOHKH

Pucynok 4.3 — IlapabomnivHi TPUKYTHI €JIeMEHTH 000JIOHKH

MoskHa CTBOPUTU CITKH Oyab-sIKOI TBEPAOTUILHOI MOJENI 3 YOTUPHOTPAHHUMHU
CIIEMEHTaMH, ajie I MOYKE CIIPUYMHHUTH BEJIMKY KUIBKICTh €JIEMEHTIB HEBEIIMKOTO PO3MIpY.
BukopucTanHs OUTBIIOr0 po3Mipy CITKH €JIEMEHTa MPU3BEIE J0 TiPILIOi IKOCTI Ta HETOUHOTO
pe3yJbTaTy poOOTH, TOMY BaXKIIMBO B TAKHX BHIIaKax oOupary Mojaens tuimy Shell.

IcHye Ge3miy TexHiK MojeNtoBaHHsI[6]. Bcl BOHM BUKOPHUCTOBYFOTHCS B PI3HUX YMOBaX,
TOMY 1HKOJI BapTO MEPEMUKATUCH 3 OJIHIET TEXHIKH HA THIITY.

- Iludpose cKkyabNTYpyBaHHS
- DbyneBe mozemoBaHHsA

- JlasepHe ckanyBaHH:
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- Box-monemroBaHHs
- Subdivision MmonenroBaHHS
-  NURBS mopaemtoBanas

B nmaHoMy BHNaJKy BHUKOPHUCTOBYBAJIOCH JIBI TEXHIKM MOJICTIOBAaHHA, a CaMe:
subdivision Ta OyJsieBe MOICITFOBAHHSI.

Subdivision surface mozemtoBaHHs 301IbIITYE KUIbKICTh HOJITOHIB, aje pa3oM 3 UM
3MIIAJKYE KPUBI i pOOUTH X OUThI Kpyriumu. Lleld Bum MoemoBaHHs Ma€e JeKiTbKa PiBHIB,
KOXKHUM 3 SIKUX 30UTBIITY€E KUTBKICTh BEpIIUH Y 4 pa3zu. YacTo Mmiciis CHIIBHOTO 3TI1a/PKyBaHHS
BHCOKOTIOJIITOHAJILHY MOJIENb 3alliKaloTh B KapTH HOpMasied Ha Takii camiii 3a po3MipoM
HU3BKOIOJITOHAIbHIA Mozen. Lle 3HauHo onmrumizye mponec. [ng Toro, mod 3amummru
NOTPiOHI Kpai TOCTPUMH, IM MOXKHA MTPU3HAYKMTH 3HaueHHs “Hard”. Takwuii BUI MOICITIOBaHHS

€ OJTHUM 3 HaliPO3IMOBCIO/LKEHIIINX, 300paKeHO Ha PUCYHKY 4.5.

Pucynok 4.4 — MopnenroBanns Subdivision surface

ByneBe MozentoBaHHSI 3aCHOBaHO Ha OyJyieBUX orepailisx. B Takuii 00’€KT BXOIUTh
Ojpa3y JBa Mela (TaKO)K Ha3WBAIOTHCS MPUMITHBaMHK). B MOJemoBaHHI € TPU MOMKIIHBI

orepallii, Ik Ha pUCyHKY 4.6:
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Primitive

Difference

e

Primitive

Union

Difference

Intersection

Pucynok 4.5 — bynesi onepariii

- Union (00’eaaanHs) — KOJIK [Ba 00’ €KTH 3IIMBAIOTHCS B OZIMH.
- Difference (pi3uuiist) — KOJIM 3aJTMIIAETHCS OJIMH 13 BAPiaHTIB Pi3HMUII 00 €KTIB
- Intersection (mepeTnH) — KONM B TOTOBHM OyJeBUi 00’€KT BXOAATH CHLUIbHI

YACTHUHU BUX1JHOTO 00’ €KTY.

4.2 Opramnizanisi po604oro npoiecy

B MonentoBaHHI Ha3BUUAHO BaXKIIMBUM € JTOTPUMAHHS TIPABIIIBHOTO MOPSIIKY YCIiX
eramiB. Luki po3po6ku 3D mozeni abo x clieHn Ha3uBaroTh nairmaiHoM. L{ukit 306paxeno
Ha pucyHKY 4.7. I cxema 3Ha4uHO CHpOIIy€e MPOIIEC CTBOPEHHS MPOEKTY, 060 po30MBaE BEIMKI
3aBraHHs Ha MeHI. [Taimialin Moske BIPI3HATUCH, Ta B OCHOBHOMY BUAUISIOTH TaKi €Taru

PO3pOOKH:

- Tomyxk pedepencis
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- Bnokiar

- UV-mapping
- Texkcrypu
- Penpep

ey | [
——
otins |

Pucynok 4.6 — Ilpuxian naitnnaiitny

Yepes Benukuii 00car poOOTH Ta 00MEXEHHI Jac, TyKe BaKIIMBO NOJUTUTH poOOTy Ha

PIBHOMIPH1 YaCTUHU Ta MPUUIATH MPUOIU3HO OJTHAKOBY KIJIBKICTh Yacy KOKHOMY €Tary.
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4.3 PoooTa B pegakTopi 1is moaearoBanusa 00’ exkriB Autodesk Maya
p p y

B nanomy mpoexTi Oys10 BaXKIMBUM BiTHAWTH MPABWIIbHI TPOIIOPIIii, 100 TOCATHYTH
MaKCHUMaJIbHO MOKJIMBY TOYHICTh M CXOXICTb 31 CIIPaBKHBOIO OyiBiero. Tak sk po3Mmip
CIICHU TyXe BEJIMKUHM, OyJI0 MPUIHATO PIIICHHS 3pOOMTH CIIOYaTKy Maily Bepciio yciei
OymiBi, SIK Ha pUCYHKY 4.8, a TOTiM 301TBIIHITH ii 32 TOTIOMOTOFO PO3IIMPEHNX HAJIAIITYBAHb,

11100 BC1 00’ €KTH 30UIBIIIYBAIMCh HE BIIHOCHO ce0e, a BITHOCHO YCI€T CIIEHHU.

View Shading Lighting Show Renderer Panels

me R 44

Pucynok 4.7 — Maua Bepcist OyaiBii

Came ToMy, OyJ10 BHPIIIEHO MOYATH 31 CTIH Ta KiMHAT. BU3HaUMBIIMCH 3 po3Mipamu
TOJIOBHOT'O BXOJTY Ta XOJTy, 300payKeHO Ha pUCYHKY 4.9, HE0OX1THO OYII0 3pOOHTH TIEPIITHIA Ta
JpyTyi TOBepXH (Yepe3 IXHIO BIIMIHHICTE ), 1aJTi IOBEPX B 1HIIIII YacTHHI OY/T1BJIi, 300paKeHO
Ha pucyHky 4.10. Jlns1 crioydeHHs OBEpXiB MOTPIOHO 3pOOUTH CXOH, SIK Ha pUCYHKY 4.11

Ta, BIJINOBIAHO, KIMHATH, JI¢ BOHH 3HAXOIATHCS.
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Pucynok 4.8 — I'onoBHUit BXix
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Pucynok 4.9 — 1 ta 2 moBepxu OymiBii
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Pucynox 4.10 — Cxoau 11 CrIoTy4deHHs TOBEPXiB OyaiBiIi

Takum yuHOM, B MaiiOyTHHOMY MM 3MOYKEMO 3TyOJIFOBaTH TIOBEPXH Ta 36KOHOMUMO
BEJIMKUM IPOMIXKOK Yacy B HAIIIOMY MPOEKTI. KpiM TOro, BasKJIMBO PO3YyMITH, 1110 IIPOEKT HECE
caMe HaBiramiiHy (yHKIIIO MO0 KOPIyCYy YHIBEPCHTETY, i BaKIMBUM € CaMe€ MapIIpyT
CTy/ICHTa YM BHKJIQJaya JI0 ayJuTOpii, 4epe3 I1e JOCUTh PAalllOHATBHUM PIIICHHSIM € HE
MOJIEJTIOBATH KIMHATHU Ta JIeKIiiH1. Lle 3HauHO OonTHMI3y€e POEKT Ta EKOHOMUThH PECYPCH,
a/DKe OJHE 3 TpaBWJI ONTHUMI3allli B MOJICIIIOBAHHI TOBOPUTH MPO T€, 110 HE MOTPIOHO
MOJICJTFOBATH T€, YO0 TH HE OAYuIII.

Hactymaum myHKTOM OYJ10 OCBITJIEHHS, a cCaMe BiKHA Ta jaMIiid. [[jst MoeroBaHHs
BIKOH MU CKOPHUCTAJIMCh TEXHIKOIO MOEIIOBAHHS 3a JOIMOMOIOK OyJIeBUX omeparlii, i

BUPI3aJIU BIATIOBIHI /IO BIKOH OTBOPH Y CTIHAX. TaK0X BaXKJIUBO MPUMITUTH, 1110 CKJIO Y BIKH1
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B Hac Mae OyTU MPO30pUM, TOMY BIKHO BaXKJIMBO 3MOJICNIIOBATH MPABUIIBHO, 3 JBOX YaCTHH
(pama Ta ckio). Ilicis 1pOro, HEOOXIMHO 3MOJAETIOBATH, MIATOTYBAaTH yCl HEOOXiTHI
nexopatii. J{ist Toro mo6 OyTy BIEBHEHUM B TOMY, 1110 B IrpOBOMY PYIIIi YaCTUHU Oy TiBi
3IAIYThCA SIK TpeOa, MU 3Ty OIIOBAIM APy MOBEPXIB Ta MEPEBIPUIIH SIK 11€ Oyie BUIIIAIATH.
[Ticnst iboro HacTaB 4ac 30UTBIIMTH CLIEHY BIIIOBIIHO JI0 1i peaIbHUX PO3MIpIB, SIK Ha
pucyHky 4.12. Mo)kHa MOMITUTH, 1110 SKICTh 300pa’keHHsI CIIEHW 3HAYHO moripimiack. Lle
Tak 3BaHui eekT “Z-fight”. Ha sKicTh IpOEKTy BiH HE BIUTMHE, Ta MPAIFOBATH PAa30M 3 HUM

padilie 0yyo 6 He3py4HO.

Pucynok 4.11 — 306inbl1eHa clieHa A0 peaJbHUX PO3MIpIB

Jlaim HeoOx11HO OyJI0 eKCIOPTYBATH BC1 MOJIENI Y BIJMOBIIHI MAIKH, 300paykeHO Ha

pucyHkax 4.13-4.14 it moanbIIoro TEKCTYpyBaHHS UM IMIIOPTY B IPOBUI pyILiil.
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1partFloor 19.05.2022 18:35 Manka c gainamn
1partFloor3-7 19.05.2022 18:35 Manka c gaidnamn
1PartSmallWall 19.05.2022 18:35 Manka c dainamm
1partwall1f11 20.05.2022 14:38 Manka c dainann
1partWall1fl2 19.05.2022 18:35 Manka c dainamm
1partWall2fl1 19.05.2022 18:35 Manka c dainamm
1partWall2f12 19.05.2022 18:35 Manka c daidnarn
2 part Hallway 19.05.2022 18:35 Manka c daidnammn
2 part wall 1 19.05.2022 18:35 Manka c gainamn
2 part Wall2 f12-3 19.05.2022 18:35 Manka c gaidnamn
2partplaceforstairs 20.05.2022 15:06 Manka c dainamm
benchlowpoly 19.05.2022 18:36 Manka c gainamn
Big5tairs 20.05.2022 12:39 Manka c gaidnamn
bookshelf 20.05.2022 12:41 Manka c dainamm
cagedoor 20.05.2022 12:40 Manka c dainann
CageWith5tairs 20.05.2022 12:39 Manka c dainamm
Column 20,05.2022 12:39 Manka c dainamm
doubledoor 20.05.2022 12:41 Manka c daidnarn
ErnergencyStairs 20.05.2022 12:42 Manka c daidnammn
expo-books 20.05.2022 12:43 Manka c gainamn
Fence Hall 20.05.2022 12:43 Manka c gaidnamn
HallCeiling 20.05.2022 12:44 Manka c dainamm
Pucynox 4.13 — Excnopt ycix Mozenei
Mran " JaTa nameHeHnn Tun Pazmep
material 19.05.2022 18:34 Manka c daitnamu
texture 20.05.2022 1407 Manka c daitnamu
@) 1partFloorl 19,05.2022 17:43 3D Object 45 KB

Pucynok 4.14 — Ekcniopt ycix Mozeneit



VYci HasiBHI 00’ exTH Oysm ekcriopToBaHi y hopmarti .fox. Takuit Tun daiiny nermmii 3a
daiin y dopmari .0bj, i BiH IOCTaTHRO MOIMYJISAPHUI, TOMY BIJIKPHBAEThCS y Oararbox

nporpamax.

4.4 CrBopennsi UV po3roprku 00’€KTIB Ta TEKCTYPYBaHHS

HactynHuMm BaXJIMBHM €TarnoM y poOoTi € madip matepiaiiB. [eski marepianu Oyim
B3ATI 3 IyOJ114HOi 610:m10TeKu pecypceiB i 3D xynoxuuki. YacTuHy mMartepiaiiB He0OXiTHO
OyJI0 CTBOPUTH BJIACHOPYY, TOMY Ticiisi poooTu 3 Maya, Tpeda neperitu B penakrop 3DCoat.

[lepr HDK HAHOCUTH TOTOBY TEKCTYpy UM (papOyBaTé MOAEIb BIACHOPYY MOTPIOHO
3pOo0OUTH PO3rOpTKY Mojemi, sk Ha pucyHky 4.15. UV-posropTka MNepeHOCHUTH Halry
TPUBUMIPHY MOJENb Ha IUIOCKICTh JJIsl 3pYYHOCTI HAHECEHHS TekcTyp. [ng Toro, 1mod
PO3rOpTKa, @ B NOJAIBIIOMY TEKCTYpH BUHMIILIM FApHUMHU, HEOOX1THO pOOMTH PO3TOPTKY Ha

lowpoly mozeni. Lle BaxiBO, iHaKIIIE TEKCTYPH OYIyTh HAHECEHI CIIOTBOPEHO.

Pucynok 4.15 — I'otoBa UV-posroptka B 3DCoat
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ITicnst cTBOpeHHSI PO3TOPTKHU ii HEOOXITHO 3aCTOCYBAaTH J0 Hamoro ob6’ekty. Tol,
MOYKHA IOYMHATH TEKCTYPYBATH MOJIENb, SIK HA pUCYHKY 4.16 Ta pucyHky 4.17.

JIsist TeKCTypyBaHHsI BUKOPUCTOBYBAIIMCH ByKE BOYJIOBaHI CMapT MaTepiaiv i cMapT
MaTepiajii CTBOPEHI Ha 0a3l 3aBaHTAXEHUX TEKCTYpP KaMeHI0, TUUTKH Toiio. 11106 cTBopuTH

BJIACHUM Martepiayl, MU 3HAWIUTM MOTPIOHY HaM TEKCTypy Ta HaJAIUTyBaJl HOBHM CMapT

Marepiaj, 3aBaHTKUBIIH JI0 HbOTO HOro Mail0yTHI XapaKTEPUCTUKH Ta HAJIAIITYBAJH iX.

Pucynok 4.16 — TekctypyBaHHS MoJiei
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Pucynok 4.17 —TekctypyBaHHs Mozl

[Ticns HaKIIamaHHI TEKCTYP, EKCTIOPTYEMO 00’ €KT 3 TOTOBOIO PO3TOPTKOIO Ta TEKCTYPH

M1 1}0 PO3TOPTKY B BIAMOBIAHY TAIIKY.
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5 CTBOPEHHS TA HAJTAHLITYBAHHA ITPOEKTY

[lepm HDX ToOYaTH IMIIOPT HAIIKUX MOJEIEH HEOOXiTHO CTBOPUTH IPOEKT Ta
NPaBWJIBHO HamamTyBaTh ioro. Crovatky HaM TPOMOHYEThCS OOpaTH KaTeropito
HAIIOTO MPOEKTY. Mu 00payin kateropiro irop. Jlasi npononyerbest 0opatu madaoH. Mu
obupaemo mrabmon “Blank” # mepexomaumo OesnmocepeHBO 1O HANAMTYBaHb CaMOTO
npoekTy. Binkimrodaemo dynkiiro “ray-traced rendering” mist onTumiszarii IpoeKTy Ta
npuOHpaeMo 3 MoYaTKoBOi ciieHu “‘starter pack”. Ilepen iMmmopTyBaHHs BCiX 00 €KTIB Ta

TEKCTYp MOTPIOHO CTBOPUTH MAIKH JJISI KOXKHOT MOJIEJII B CIIEHI, SIK HAa PUCYHKY 9.1.

i

4 % allobjects
Il 1partfloor
Il 1partfloor:
I 1pa :
I 1partwall11l1
I 1partwall1fl2

Il 1partws

Il 1partwall:

I Zpartfloor

I Zparthallway

I Zpartplaceforstairs
partwalll
partwall2fl2-3

Pucynok 5.1 — CTBOpeHHS BIJIMOBIIHUX NAalOK B KOHTEKCTHOMY MEHIO

BaxxnuBo CTBOpUTH came HOBI MAamKW, IporpaMa JyXe YyTiIuBa W MOXKE HE

JTIO3BOJIUTU 30€PETTH CIIEHY 3 TEKCTYPOBAaHUMU 00’ €KTaMU B MOJIAJIBILIOMY.

5.1 ImmopTt 006’€KTiB

B nonepenHbo CTBOPEHHI NANKK, B TPOrpaMy CKUJIAEMO CIIOYATKy 00’ €KT, a MOTIM

TeKCTypu. BaximBo mpu iMmopTi 00’ekTy moBepHyTH ioro Ha 90 rpamyciB, sSiK Ha
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pucyHky 5.2. Oci B pi3HUX MporpaMmax BIJIPI3HSIOTHCA, TOMY MNPU IMIOPTI JESKUX

00’€KTIB, X MOTPIOHO MOBEPTATH.

AL FEX Import Options [

Import Static Mesh Reset to Default

Current Asset. /Game/al artwall1f11/ 1partFloor3-7
4 Mesh
Skeletal Mesh

Generate Mis

4 Transform

P Impo ation

Import Unifor

4 Miscellaneous

Search Loc

(WEIC RN Gl Create Mew Materials

import Al

Pucynok 5.2 — ImMnopt 00’€KTy Ta HaJlalITyBaHHS

[Ipu iMmopTi 00’€kTa B HAac aBTOMATHYHO CTBOPIOETHbCS HOro marepian ado
JIeKiIbKa MaTepiaiiB Ta B MaTepiaii Bxke MiKIIoueHa TeKCTypa 10 Kanany “Base color”.
Tomy Mu BXke MOXEMO MO0AUUTH KOJIp 00’€KTy, MPOTE ISl JOCATHEHHS Kpalioro

edeKTy HeOOXITHO MiAKIIOYUTH ¥ 1HILI TEKCTYPH 10 KaHAJIIB.
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By3zon mig maszBoro “Lambert 5 — ne mam martepian. Jlius Toro mo0 mporpama
CTBOpHJIA MaTepiall 3 IHIINX TEKCTYp, HEOOXITHO X MiA €qHATH y BIAMOBITHI KaHAIH, K
Ha pUCYHKY 5.3. TakuM YHHOM MH OTPUMAEMO MOTPIOHHMI HaM penbed, METAICBICTD,
TiHl, 00’em Ta iHme. Ilicma 30epiraHHsS Marepiajly MOXKHa TEPEeBIPUTH SK BIH

3aCTOCYBAaBCS HA HAIOMY 00’ €KTI1 3a JOIIOMOTOIO MEPETIIS Ty MaTepiaiy.

Teaturs Sarpl

Taaturs Sarphs

ket
-n
e
-
O+Er

Teaturs Sarmple

Teaturs Sarsphs

Pucynok 5.3 — CTBOpeHHs MaTepialy 3a JOTIOMOTOO MiAKIIOUYEHHS TEKCTYP

JIyist CTBOpEeHHsSI Matepialy BHUKOPHUCTOBYEMO pi3HI TekcTypu. KoxHui kaHai
BIJINIOBIJIA€ 3a IIEBHI BJIACTUBOCTI:

Kapta roughness (opcTkocTi) OmmMcye HEPiBHOCTI MOBEPXHI, SIKI BUKIHUKAIOTh
nugy3ito CBITIA.

Normal-kaptu npatroroTs 3 RGB-iHpopmariieto, sika TouHo Bignosinae X, Y Ta Z
sHaueHHsAM y 3D-creni. s RGB-indopmaris nosimommsie 3D-pemaktopy TOUHUN

HaIPsSMOK HOpMaJIe KOXKHOTO MOIIrony nosepxHi. Kaptu normal iCHYIOTh ABOX THIIIB:
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- object-space —mis 00'eKTiB, KOTPi HE MiAAAIOThC AehopMaltii (CTi, CTiHH,
IT1JIJI0TA);

- tangent-space — st 00’€KTiB, Jie¢ TIOBUHHA OYTH MOXIJIMBICTH Jedopmariii

00’€eKTiB (3BIp1, IepcOHaAXK1);’

3a3Buyaii JuIsi CTBOPEHHS KapT HOpMalield BUKopuctoByeTbes highpoly Ta lowpoly
MOJIei, 3a IXHIM TOpPIBHSHHSIM BCTAHOBIIIOIOTH IOTPIOHE 3HAYCHHS BIIXUJICHHS
HOpMaJIEH.

Kaptu metallic (meraneBocTi). Lls BiacTuBicTh BU3HAUAE, SAKI YACTHHH ITOBEPXHI €
MeTaJeBUMH, a K1 HemeTaneBuMu. KapTa MeTaneBoCcTi — 11e 300pakeHHs Y BIATIHKAaX
Ciporo, /1€ 4YOpHi MiKCeNl BIAMOBIJAIOThH HEMeTajlaMm, a Oull — MeranaMm. Mertanu
B1JIOMBAIOTH CBITJIO TOTO  KOJBOPY, 110 ¥ METall, 1 BOHU BIOMBAaIOTh HabaraTo OuIbIIe
CBITJIa, HI’K HEMCTAaJIH.

Ambient occlusion (HaBkoIHIITHS OKITIO31s1) — I CKaJISpHE 3HAYCHHS, 3aIIHCaHe B
KOXH1M TOYIIl TOBEPXHI, 0 BKa3y€ HA CEPEAHIO KUTbKICTh CAMOOKKITIO311, 110 BUHUKAE B
TOYLll Ha TOBEpXHI. BiH BHUMIpPIOE CTYMIHb 3aXUIIEHOCTI MICIl Ha MOBEPXHI BIJ
HABKOJIMIITHIX JKEPEI CBITIA.

Hudy3Ha kapTa € HaAUMOUIMPEHIIINM TUIIOM TEKCTYpHOI KapTu. BoHa BH3Hayae
KOJIIp 1 MaJltOHOK 00'ekTa. BigoOpakeHHsI pO3CISTHOTO KOJIbOPY CXOXkKE Ha MaJltOBaHHS
300pakeHHsI Ha MOBepxHiI 00’ekta. Hampukiaz, skuo BU xodere, mob cTiHa Oyna 3
LEIJIM, BU MOXeTe BUOpatu (aiist 300pakeHHs 3 GoTorpadiero Ueriu.

Ie T1 kapTu, 110 Oy BUKOPUCTAH]1 B MaTepianax 00’ €KTIB B JaHOMY MTPOEKTI.

Kpim 116010 iCHY€ MOKITUBICTD IMIAKITFOYUTH U 1HII KapTH:

Specular (3epkanpHi) KapTH — 1€ YOPHO-OLTI 300paXKeHHSI B Marepiayiax, sKi He
Mmictath PBR, ski Bu3HavatoTh Onmck abo BinmOWMBHY 3maTHiCTh 00’e¢kta B 3D. Bin
BUKOPUCTOBYEThCSI B TMOEAHAHHI 3 JU(Y3HOI KapTOH Ta KapTOK HOpMaiel ams
M1JIBUIIICHHS PEaTiCTUYHOCTI TEKCTYpU 00’ €KTa.

KapTtu bump BHKOPHCTOBYIOTH YOPHO-0111 KOTbOpH (Ha BigMmiHy Big normal map),

100 yTHcKaTu ab0 BUJIABIIIOBATH MOBEPXHIO FEOMETPII.
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Anisotropy (aHi3oTpoIiHa KapTa) — II€ TEKCTypa, sika Kepye (HOpMOIo A3epKaTbHUX
BIIOJIMCKIB BiJ CBITJIa B peaJbHOMY Yaci, 4YaCTO BUKOPHUCTOBYETHCS JI 3aTiHEHHS
BOJIOCCH.

Opacity kaptu (HEPO30pOCTi) CTBOPIOIOTH €(EKT HEMPO30POCTI Ta MPO30POCTI.
Bu mosxete BkazaTu 007acTi TPO30POCTI Ta HEMPO30POCTI 32 TOTIOMOTOI0 KaHAITY KapTh
npo3opocTi. Edext mpo3opocTi Hailkpailie neperisaaty Ha (GoHi Bi3epyHKa.

[Ticas cTBOpeHHs MaTepialy, HEOOXIAHO TMEpPEBIPUTH YU TPABUIBHO JISATIH

TEKCTypHU Ha 00’ €KT, 300pa’K€HO Ha PUCYHKY 5.4.

Pucynoxk 5.4 — IlepeBipka MarepiaiiB

[Ticyist Toro ik MM MOOAYMIIH, IO YC1 TEKCTYPH JISATJIN Ha 00’ €KT HAJIC)KHUM YHMHOM,

MO’KHA NIEPEXOIUTH JI0 HACTYITHOI MOJIETII.

5.2 Po3MmimeHHs 00’€KTiB

Po3miiieHHst 00’ €KTIB BI0YBAETHCS 3a TOTIOMOTH MOAU(DIKATOPIB IPOTPAMU, TIPUKITAT]
Ha PUCYHKY 5.5. O0upaeMo 00’€KT 3 KOHTEKCTHOTO MEHIO Ta MEPEMIIIyeEMO HOTO B CIICHY.
SIk11o HaM He MAXOAUTH PO3MIp 00’ €KTY, MU MOKEMO 3MIHUTH HOTO PO3MIPH.
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Pucynox 5.5 — Po3wminiennst 00’ ekTiB

Jlnist orrTuMi3artii pooovoro vacy, AesKi TITHKA MOYKHA CKOITIFOBATH, SIK 300paKeHO Ha

PHUCYHKY 5.6 Ta pucyHKy 9.7.
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Pucynok 5.6 — Cuena 3 00’ekTamu, 110 OBTOPIOIOTHCS

Pucynok 5.7 — Criena 3 00’ ekTamu, 1110 TTOBTOPIOKOTHCS

[Ticnst po3MmilieHHs YCiX HAsIBHUX 00’ €KTIB, TECTYEMO TIPOCTID.
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6 IHOOPMALIA KOPUCTYBAUYEBI 3D EKCKYPCI€IO

Jlnist Toro, 1mo0 CKOPUCTATUCh MPOTPAMHOI0 CUCTEMOIO HEOOXITHO 3aIyCTUTH (paiis

“MyProject3”. TTpuknaz 3armycKy mporpamMmu HaBeICHNI HIDK4YE Ha pUCYHKY 6.1.

|partdwallspecial 3Cnpt
c - M MvProiect3
Open
M Launch game
(™ Generate Visual Studio project files

£ Switch Unreal Engine version...
Pucynok 6.1 — 3amyck nporpamu

I[am 3aBAHTAKUTHCA IIPOCKT 5 KOpHCTYBa4 MOXKC BUJIEHO IIEPpeCyBaTUCA I10 CHeHi 3a

JIOTIOMOT'OFO CTPJIOK Ha KJIaBiaTypi, SIK Ha PUCYHKY 6.2.

Pucynok 6.2 — IlepecyBaHHs KOpUCTyBaua Mk KIMHATaMH

B nopanpiomy naHuii mpoekT MOYKHA IHTETPYBATH Ha CAlT (DaKyIbTeTy.
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BUCHOBKMU

Meroto auriioMHoi po6oTu Oyiio crBoputu 3D mozens koprycy NeS, HTYY “KIII im.
I. Cixopcekoro™.

[lepen BUKOHAHHSIM 3aBIaHHS OyJI0 BUBUEHO Ta JOCIIKEHO YC1 HEOO0X1IHI MaTepialiy,
IHCTpYMEHTHU Ta Tporpamue 3abe3neyeHHs mia peamzaiii 3D mpoektiB. ¥ xoxai podoyoro
nporiecy OyJIo MOPIBHSAHO pi3HE MporpaMue 3abesnedeHHs. [lopsmok pobodoro mporecy OyB
TMIOTIEPEHBO OPTraHi30BAHUH Ta CIUTAHOBAHUHA.

[IpoTsirom poOOTH HajJ TMPOEKTOM 3aCBOEHI TaKi HABUYKW: MOJICTIOBAHHS I
subdivision, OyseBi (yHKINi, CTBOPEHHS TPABUIBHOI PO3rOPTKH Ui 00’ €KTIB,
TEKCTYpyBaHHS, pOOOTa 3 IrPOBUM PYIIIIEM.

Byno npoananizoBano ananoriyti 3D ekckypcii, 3Haii/IeHO Ta BpaXxOBaHO 1X HEJIOJIKH,
a came: OOMEXEeHe TMEepecyBaHHA Ta Yac 3aBaHTAXEHHS ekckypcii. OOpaHi meronu
MO/IEITIOBaHHSI € HaONTUMAIIBHIIMMU. JJI1 BCIX 3MOJIEIbOBAaHMX 00 €KTIB Oy CTBOPEHI
UV po3ropTku Ta TEKCTYpHU.

VY pe3ynbTaTi MaeEMO TOTOBHU MIPOIYKT, SIKUH y TIOJATTBIIIOMY MOKHA JIOJIATH JI0 CAUTY

(bakynbTeTy 800 BUKOPUCTOBYBATH CAMOCTIMHO.
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Peanizaris 3D exckypcii Ha irpoBoMy pyii Unreal Engine 4.

#pragma once

#include "CoreMinimal.h"

#include "Components/ActorComponent.h”
#include "STUCoreTypes.h"

#include "STUHealthComponent.generated.h™

class UCameraShakeBase;

class UPhysicalMaterial,

UCLASS(ClassGroup = (Custom), meta = (BlueprintSpawnableComponent))
class SHOOTTHEMUP_API USTUHealthComponent : public UActorComponent

{
GENERATED_BODY()

public:
USTUHealthComponent();

FOnDeathSignature OnDeath;
FOnHealthChangedSignature OnHealthChanged;

UFUNCTION(BIlueprintCallable, Category = "Health")
bool IsDead() const { return FMath::IsNearlyZero(Health); }

UFUNCTION(BlueprintCallable, Category = "Health")
float GetHealthPercent() const { return Health / MaxHealth; }

float GetHealth() const { return Health; }
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bool TryToAddHealth(float HealthAmount);
bool IsHealthFull() const;

protected:

UPROPERTY (EditDefaultsOnly, BlueprintReadWrite, Category = "Health", meta

= (ClampMin ="0.0", ClampMax = "1000.0"))
float MaxHealth = 100.0f;

UPROPERTY (EditDefaultsOnly, BlueprintReadWrite, Category = "Heal")

bool AutoHeal = true;

UPROPERTY (EditDefaultsOnly, BlueprintReadWrite, Category = "Heal", meta =

(EditCondition = "AutoHeal"))
float HealUpdateTime = 1.0f;

UPROPERTY (EditDefaultsOnly, BlueprintReadWrite, Category = "Heal", meta =

(EditCondition = "AutoHeal"))
float HealDelay = 3.0f;

UPROPERTY (EditDefaultsOnly, BlueprintReadWrite, Category = "Heal", meta =

(EditCondition = "AutoHeal"))
float HealModifier = 5.0f;

UPROPERTY (EditDefaultsOnly, BlueprintReadWrite, Category = "VFX")

TSubclassOf<UCameraShakeBase> CameraShake;

UPROPERTY (EditDefaultsOnly, BlueprintRead\Write, Category = "Health")
TMap<UPhysicalMaterial*, float> DamageModifiers;
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virtual void BeginPlay() override;

private:
float Health = 0.0f;

FTimerHandle Heal TimerHandle;

UFUNCTION()
void OnTakeAnyDamage(
AActor* DamagedActor, float Damage, const class UDamageType*

DamageType, class AController* InstigatedBy, AActor* DamageCauser);

UFUNCTION()
void OnTakePointDamage(AActor* DamagedActor, float Damage, class
AController* InstigatedBY, FVector HitLocation,
class UPrimitiveComponent* FHitComponent, FName BoneName, FVector
ShotFromDirection, const class UDamageType* DamageType,

AActor* DamageCauser);

UFUNCTION()
void OnTakeRadialDamage(AActor* DamagedActor, float Damage, const class
UDamageType* DamageType, FVector Origin, FHitResult HitInfo,

class AController* InstigatedBy, AActor* DamageCauser);

void HealUpdate();
void SetHealth(float NewHealth);
void PlayCameraShake();

void Killed(AController* KillerController);
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void ApplyDamage(float Damage, AController* InstigatedBY);
float GetPointDamageModifier(AActor* DamagedActor, const FName&

BoneName);

void ReportDamageEvent(float Damage, AController* InstigatedBy);
e
const auto Player = Cast<APawn>(GetOwner());

const auto VictimController = Player ? Player->Controller : nullptr;

GameMode->Killed(KillerController, VictimController);
}

float USTUHealthComponent::GetPointDamageModifier(AActor* DamagedActor,
const FName& BoneName)
{
const auto Character = Cast<ACharacter>(DamagedActor);
if ('Character Il
ICharacter->GetMesh() //
ICharacter->GetMesh()->GetBodylInstance(BoneName))
return 1.0f;

const auto PhysMaterial = Character->GetMesh()->GetBodylnstance(BoneName)-
>GetSimplePhysicalMaterial();

if ('PhysMaterial 'DamageModifiers.Contains(PhysMaterial)) return 1.0f;

return DamageModifiers[PhysMaterial];
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void USTUHealthComponent::ReportDamageEvent(float Damage, AController*
InstigatedBY)

{
if (InstigatedBy !InstigatedBy->GetPawn() || 'GetOwner()) return;

UAISense _Damage::ReportDamageEvent(GetWorld(), //
GetOwner(), /l

InstigatedBy->GetPawn(), Il

Damage, Il
InstigatedBy->GetPawn()->GetActorLocation(), //
GetOwner()->GetActorLocation());
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