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3AIIEBHEHHA

S, Kyuepo borman OuiiekcaHapoBuY, pPO3yMIil0 1 HIATPUMYIO MOJITHKY
KpuBopizpkoro nepkaBHOTO TMEAAroriyHOTO YHIBEPCUTETY 3 aKaJIeMIuHOl
T00pOYeCcCHOCTI. 3ameBHsA0, M0 I KBamidikaiiiiHa poOoTa BUKOHaHA
CaMOCTIHO, HE MICTUTh aKaJeMIuHOTo miariary, (adpukarii, Ganbcudikarmii. A
HE Ha/JaBaB 1 HE OJEP)KyBaB HEAO3BOJIEHY JOMOMOTY MiJl 4Yac MiJArOTOBKU II€l
poOoTu. BukopucranHsa 1€, pe3ylbTaTiB 1 TEKCTIB I1HIIMX aBTOPIB MAalOTh

MOKJIMKaHHS Ha BIATOBIIHE JHKEPEIIO.

I3 unHHUM [lonoxeHHsM mpo 3amoOiraHHs Ta BUSABIEHHS aKaJEMIYHOIO
miariaty B poOoTax 3100yBadiB BHILNOI OCBITU KpHBOPI3BKOTO AEpKABHOIO
MEaroriyHOTO0 yHIBEPCUTETY O3HaiomiieHWd. YiTko yCBIOMIIIOIO, IO B pasi
BUSBIICHHS y KBali(ikauiiHii poOOTI MOPYIICHHS aKaJeMI4HOi A0OPOYECHOCTI

po0oTa HE TOMYCKAETHCA 0 3aXUCTY 200 OLIHIOETHCS HE3aI0BUIBHO.

Lot —
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BCTYII

AKkTyajabHicTh Temu. CydacHa IrpoBa IHIYCTpisSi JEMOHCTPY€E CTpIMKE
3pOCTaHHS, MOCTIHHO 30UIBIIYIOYM BUMOTH J0 SIKOCTI Ta PEaiCTUYHOCTI irpOBOTO
KOHTEHTY. 3a MPOTHO3aMH, II100albHUN PUHOK Bigeoirop y 2025 poii csirHe moHaf
250 wminesipaiB monapiB [1]. BomHowac KIFOYOBMM €JIEMEHTOM MPHBAOJMBOCTI Ta
3aHYpEHHSI B ITPOBUM CBIT BHUCTYMalOTh came 3D-momeni, 1m0 CKJIaJlaloTh OCHOBY
BI3yaJIbHOTO CHPHUUHATTS rpaBueM. Po3poOka BucokosikicHOro Habopy 3D-moneneit
IUI ITPOBOTO OTOYEHHS € 3alI0PYKOI0 KOHKYPEHTOCIPOMOKHOCTI IIPOEKTIB Ta IXHBOT
BIIOBITHOCTI CYy4aCHUM CTaHJIapTaM.

IrpoBe OTOYEHHS, SIK YacTMHA TelM-IHM3aliHy, 3HAYHO BIUIMBAE€ HA ITPOBHMA
nocBia. JlocaimKkeHHsT MATBEPIKYIOTh, 1m0 AKicHI 3D-00’€KkTH MiABUIILYIOTh PiBEHb
3alydeHoCcTl KopucTyBaua [2]. IlomyndpHicTh BipTyadbHOi Ta JONOBHEHOI
peanbHOCTEH, MOOLTPHUX TUIATGOPM Ta Irop 3 BIAKPUTHUM CBITOM CTaBUTh BCE HOBI
BUMOTH JI0 Bi3yaJbHOI CKJIaJI0BOi, BUMArar4u MiABUIIESHHS SIKOCTI Ta AeTamizarii. Lle,
y CBOIO U€pry, 3HAUHO YCKJIQJIHIOE MPOIIEC CTBOPEHHSI IPOBUX CBITIB, sIKI MAIOTh OyTH
HE TUIBKM BI3yallbHO BpPaKAIOUMMH Ta PEATICTUYHUMH, ajie ¥ MaKCHUMAaJIbHO
e(peKTUBHUMU 3 OIIAy Ha OOMEXeHl pecypcu Komm'torepa abo MOOLIBHOTO
npuctpoto. Ile craBuTh HOBI BuMorn m0 3D-moxeneil, 3o0kpema, mnOTpedye
aJanTHUBHOCTI, ONTHUMI30BaHO1 T€OMETPii Ta BUKOPUCTAHHS MPOIIEAYPHUX TEXHIK, IO
3a0e3Meuy0Th CTBOPEHHSI CKIAIHUX CIEH 3 MIHIMaJIbHUM HaBaHTAXCHHIM Ha
O00YHCITIOBAJIbHY TOTYKHICTb.

[naycTpis BUMarae ontumizailii MojieseH, aake BUCOKOMOJIITOHAIbHI 00’ €KTH
MOXYTh HETaTUBHO BIUIMBAaTH Ha MNpoAaykTuBHicTh rpu [3]. Tomy po3pobOka
ontumizoBanux 3D-mogeneit, mo 30epiraloTh BUCOKY JETaji3aIliio Ta BIAMOBIIAIOTh
TEXHIYHUM BUMOTaM, € HaraJibHOIO MPOOIEMOIO.

BaxxnuBo TakoX BII3HAYMTH, 1O JOCTYI A0 sikicHoro Habopy 3D-pecypci

MOJIETIIIY€ TPOLIEC MPOTOTUITYBAaHHS Ta Po3poOku irop. Buxopucrtanns 6i0mioTex
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MOI[CJ'IGfI abo CTBOPCHH: BJIACHUX NO3BOJIIE€ PO3MHNPIOBATU KpCaTI/IBHi MOKJIMBOCTI Ta

IPUCKOPIOBATU BUX1J MPOAYKTY HA PUHOK [4].

OMHOYACHO CIOCTEpIraeTbCcs TEHJACHIIA JO 3pPOCTaHHS  PI3HOMAHITTS
IHCTPYMEHTIB Ta METOMAIB, IO BHUKOPUCTOBYIOTbCS JJi NOOYJIOBU MOJENEH:
MOJIITOHAJIbHE, TapaMeTpPUYHE Ta MPOLEAYPHE MOJEIIOBAaHHS, LU(pPOBE IITUICHHS,
¢dororpammertpis Ta iHm. Takuil mmupokuit BUOIp MPOTPaMHUX PIIIEHb YCKIIATHIOE
BU3HAYEHHS HAMKPAIOro BapiaHTy AJIsl KOXKHOTO OKPEMOTo MpoeKTy. ToMy aHami3 Ta
MOPIBHSAHHS CYyYaCHHUX IHCTPYMEHTIB Ta METOJIB 3D-MOAENIOBaHHS € HaJ3BUYAITHO
BaXUIMBHUM 3aBJAaHHAM, 110 Ma€ Oe3M0ocepeIHE MPAKTUYHE 3HAUEHHS U1 PO3POOHUKIB
1rop, Au3aitHEPiB Ta CIELIANICTIB y Taly3l MyJIbTUME/TIA.

TakoXx CIOCTEpIraeThCsl 3pOCTAHHS MOMMUTY HAa KBaII(PIKOBAHUX CIIELIAICTIB,
AK1 MalOThb HAaBUYKU POOOTH 3 CyYaCHUMH 1HCTPYMEHTaMH CTBOPEHHSI TPUBUMIPHOTO
KOHTEHTY. MaiicTepHICTh y MpodeciiiHOMYy NpOrpaMHOMY 3a0e3MeUYeHHl Ta MIHO0Ke
PO3YMIHHS TPUHIMIIB MOJCIIOBAHHSA € KIIYOBUM €JIEeMEHTOM IHUGPOBOI
koMmriereHTHOCTI ais (daxiBiiB IT, nuzaitHy, kiHemaTtorpady Ta ramy3i po3poOKu
B1JI€OITOP.

Takum uynHOM, Tema pobotn «Po3poOka HabGopy 3D-momeneit njis irpoBOro
OTOYEHHS» € aKTYyaJbHOI Y KOHTEKCTI 3pOCTaHHS MONUTY Ha SIKICHUM BI3yaJbHUMN
KOHTEHT, a TaKOX NMOTpeOU oNnTUMi3allii Ta aganTaiii MojeieH miJl BAMOTH Cy4acHUX
irpoBUx pymriB. J[ocmiKeHHST Ta CTBOPEHHS TaKMX HAOOPIB JO3BOJIAIOTH HE JIMIIIE
MBULIUTH SKICTh 1IrOp, a ¥ PO3MMUPUTH TPOPECiitHI TOPUZOHTH pO3pOOHUKIB Y cdepi
3D-MonentoBaHHS.

Meta gocaigaxeHHs: — CTBOPUTH HAOIp TPUBUMIPHHUX MOJI€NIEH, ONITUMI30BaHUX
JUIsT BUKODUCTaHHS B IrPOBUX pYLIisiX, OOIPYHTYBaBIIM BHUOIp METOIIB Ta
iHcTpymeHTiB  3D-monemtoBanns.  [{nst  mocsrHeHHS 3a3HayeHOi MeTH  Oynud

chopMyIbOBaHI TaKl 3aBJaHHS:



1. [IpoBecTn aHami3 cydaCHUX METOIB TPUBUMIPHOTO MOJIEIIOBAHHS,

3’dCyBaTH iX NEpPEeBaru, HeJOIIKU Ta MOXKJIMBOCTI 3aCTOCYBaHHS B PO3pOOIIi

ITPOBUX MPOEKTIB.

2. OrnsHyTH Ta TOPIBHATH MPOBIJIHI MPOTPaMHI MaKETH JIJIsi CTBOPEHHS Ta

TEeKCTypyBaHHsA 3D-Monenen.

3. [IpoananizyBaTi MO>KJIMBOCTI Ta BUMOTH Cy4aCHUX ITPOBUX PYIIIiB 710

TPUBUMIPHUX MOJEIIEH.

4. OOpatu HalOLIBII TOLIIBHI Ta €(PEKTUBHI IHCTPYMEHTH IS peajizarii

NPAaKTUYHOI YACTUHU POOOTH.

S. CtBOpuTH HaO1p TPUBUMIPHUX MOJIEIEH IJIs IPOBOIO OTOYEHHS.

6. Po3pobutu nporpamy st A€eMOHCTpALli MPOLIECY IHTErpallii CTBOPEHUX

3D-mopeneit 10 irpoBOro pyis.

O0’exkT [OOCHIIKEeHHs] — TPOLEC CTBOPEHHS TPUBUMIPHHUX MOJAENEH JUis
3aCTOCYBAHHS B IFPOBUX MPOEKTAX.

IIpeamer aocaiaKeHHSI — METOJMKH Ta IPOTpaMHI 3acOO0M TPUBHUMIPHOTO
MOJIEJIIOBaHHS, TEKCTYpYBaHHs Ta iHTerpaii 3D-moeneit y cydacHi irpoBi pyuiii.

Metoau nociimzkeHnsi. [ HOCATHEHHS TOCTABJICHHX 3aBAaHb Yy POOOTI
3aCTOCOBAHO TaKl METOJIH:

- aHaii3 1 y3arajlbHEHHs! HAyKOBO-TEXHIYHOI JIITepaTypH, Crel1agi30BaHUX

PECYpCiB 1 TOKyMEHTAITIi 3 TEMH JTOCIIIIPKEHHS;

- NOPIBHSUIBHUI aHalli3 ICHYIOUMX MPOTpaMHUX pIilIeHb Ta METOMAIB

cTtBopeHHs 3D-moaenei;

- kiacudikaiisgs Ta cucTeMaruzaiis 1HQopmarli IS BHUSBJICHHSA

ONTUMAJILHUX THCTPYMEHTIB Ta MIIXO/1B bi o) MOJICJTIOBAHHS

MPAKTUYHE EKCIIEPUMEHTYBAHHS 13 BHKOPUCTaHHSIM OOpaHMX MPOrpPaMHUX

3ac001B JIsl CTBOPEHHS 1 TECTYBaHHS MOJEJIel B pealbHUX YMOBAX;

- EMITIPUYHI METOAM — TECTYBaHHS CTBOPEHHMX MOJICTICH Ha BIAMOBIIHICT

BUMOTaM MPOJYKTHUBHOCTI Ta SIKOCTI y BUOpAHOMY iIrpOBOMY pYIIIIi.



-
Crpykrypa podoru. KpamidikaiiitHa poOoTa CKIIaJa€eThCsl 31 BCTYILY, JTBOX

pPO3/IIIB, BHCHOBKIB JO KOXHOTO PpO3JUTYy, 3arajJlbHUX BHCHOBKIB, CITHCKY
BUKOPHUCTAHUX JKEPEN Ta OAATKiB. 3arajlibHUN oOcsAr KBamidikamiiHoi pobotu —62

ctopiHku. O6csr ocHOBHOTO TeKeTy Ha 49 ctopinkax. Po6ora MicTuTh 22 puCyHKH, 3

TaOJIHIII.



PO3LI 1
CEPEJIOBMIIIA PO3POEKH ITPOBUX JOJATKIB TA 3D-
MOJIEJTIOBAHHS

1.1 OcHOBHI MeTOM TA MOHATTSA TPUBUMIPHOI0 MOJEJIIOBAHHS

TpuBumipue (3D) ™MopemtoBaHHS — II€ MPOIEC CTBOPEHHSA IUGPOBUX
TPUBUMIPHUX 00’ €KTIB y BIPTYyaJIbHOMY IPOCTOP1 3a JAOIOMOTOIO CHEIiani30BaHOTO
nporpamMHoro 3abesneueHHs. llpormec MopentoBaHHS TIeHEpye MaTeMaTU4HE
MpeACTaBICHHS 00'ekTa y (hopMi MOIITOHAIBHOI CITKM a00 MOBEPXHI, IO BiOOpakae
fioro popmy Ta cTpykTypy. 3D-MOA€EI1 MIUPOKO BUKOPUCTOBYIOTHCS B PI3HUX TATY35X,
MOYMHAIOYM BiJI PO3POOKH BIJICOIrOp Ta aHiMallli, 1 3aKIHUYIOUH apXiTEKTYPHOIO
Bi3yasti3aili€ro, MPOMHCIIOBICTIO Ta MEAUIIUHOKO [5].

B cdepi irpoBoi iHayctpii 3D-monentoBaHHS COyKUTh (GyHAAMEHTAIBHOIO
TEXHOJIOTIE€I0 JUIsi CTBOPEHHSI TMEpPCOHAXIB, JIOKAIllid, MpPEeIMETIB Ta IHIIUX
KOMITOHEHTIB, 5Kl popMyIOTh irpoBuii cBiT [6]. Lleit mporiec moeaHye Xy10KHIN 33 1yM
3 TOYHUMU MaTEeMaTHYHUMH OOUYMCIICHHSMU KOOPJMHAT BEPIIMH Ta TpaHel, 10
3a0e3neuye BUCOKY TOYHICTh Ta MOXIJIMBICTh pelaryBaHHs Mojeneil. IcHytoTh pi3Hi
METOJIM TPUBUMIPHOTO MOJICTIOBAHHS, KOJKEH 3 SIKUX Ma€ YHIKAJIbHI XapaKTePUCTHKH,
nepeBaru Ta Halkpaiie MiAXOIWTh JJIs TEBHUX 3aBiaHb. Cepea HaMMOMMUPEHIMNX
METOIB BUIAUIAIOTH Taki: nojiroHaibHe, NURBS-monentoBanHs (moBepxHEBe Ta
napameTpuyHe), Iu(poBe TIIICHHS, TPOLIETyPHE, a TAKOXK TOMOMIKH1 TEXHOJIOT1, SIK-
oT OOKC-MOJEINIOBaHHs, OyJieBe Ta BOKCEJIbHE MOJentoBaHHs. [lami posrisiHeMo
0COOJIMBOCTI Ta MPUKJIAIN BUKOPUCTAHHS OCHOBHUX METOJIIB.

IMoaironaabHe MoaenwoBaHHs. IloniroHalbHUM METOJ, BIJOMHMH SIK OJIMH 3
HaWCTapilUX 1 HAMMOIIMPEHIMX METO/IIB B KOMMI'IOTEpHIN rpadiii, 0a3yeTbcs Ha
OpeaCcTaBicHHI  00'€kTiB sk ciTok  OaratokytHukiB  [/].  HaituacTime
BUKOPUCTOBYIOTHCS TPUKYTHUKH 200 YOTUPUKYTHUKH, SIKI 1 CKIAJalOTh MOBEPXHIO

o0'ekta. MonenioBaHHs 3a JOMOMOTOI0 TMOJITOHIB JA€ MOJKJIMBICTH IOCTYIIOBO
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dbopmyBatu hopmy 00'eKkTa, MaHIMYJIIOOYH HOTO BEpIIMHAMU, peOpaMH Ta TPaHIMHU.

Takwuit miaxin 3abe3neuye MOBHY CBOOOIY B 3MiHI TOMOJIOTIT MOJENI: MOXKHA JTOJaTH
AeTall NUIIXOM MOAUTY CITKY Ha MEHIII MOJITOHU a00 CIIPOCTUTH MO/JIENb, BUAATISIOUN
HernoTpiOH1 moyironu. Tak, MoAeN MEPCOHaXKIB Ta HABKOJHUIITHBLOTO CEpPEOBHUIIA B
BiJleoirpax 3a3BHuail CTBOPIOIOTHCS Y BHIJISAI MOJITOHAIBHHUX CITOK 3 YITKO
MPOAYMaHOIO CTPYKTYpOIO, IO JO3BOJISIE MOCITTH OalaHCy MK JeTali3alli€ro Ta
IPOTYKTUBHICTIO.

IHapamerpuune ta NURBS-moaemoBanns. [lapamerpuune MoaentoBaHHS
npaioe 3 00’ekTaMu, GopMma SIKUX BU3HAYA€ThCS MaTeMaTHUYHUMHU (OpMyJiaMu Ta
HajamrtyBaHHsIMU. OpHuUM 3  BUAIB napamerpuyHoro migxony € NURBS-
MOJICJIIOBAaHHS, AK€ BHUKOPUCTOBYE HEPIBHOMIpPHI pamioHaidbHl B-crutaiinn (Non-
Uniform Rational B-Splines) aiis ctBopenHs kpuBodiHiitHEX moBepXxoHb [7]. NURBS-
MOBEpxHI He OyAyIOThCA Ha MOJIITOHAX, a Ha TNIAJKUX KPUBHX, 3aBJISKH YOMY MOXKYTh
TOYHO B1I00paXkaTu iJ1eaabHO Thaaki popmu (chepu, TOpoiau, CKIaaH1 KPUBOIIHINAHI
enemeHTH) 0Oe3 Oynp-skux BuAiB "daceryBanna'. lleit miaxig mHMpoOKo
BUKOPUCTOBYETHCSI B NPOMHUCIOBOMY JAM3aiHI, MexaHiuHId 1HxkeHepii Ta CAD-
CUCTEMax, /e HeoOX1JHA BUCOKA TOUYHICTh, HAPUKJIIAJ, IIPU PO3POOI aBTOMOOUTEHUX
Ky30BiB a00 moOyToBOi eneKkTpoHiku. [lapamerpuuni Mozeni 30epiraroTh 1CTOPIIO
CTBOPEHHSI: JU3alHEp MOXE KOPUTYBAaTH mapaMmeTrpu (pajailycu, BIACTaHi, KyTH) Ta
aBTOMaTU4YHO OHOBIOBaTH Mojenb. llepesarm NURBS-mopneneit mossirarots y
TOYHOCTI Ta MOXJIMBOCTI peJaryBaHHs Ha PiBHI BUCOKMX mapamerpiB [8]. OnHak,
HEJI0JIIKaMU € CKJIQHICTh iX peami3alii B irpax (depe3 HeoOXigHICTh KOHBepTallii B
MOJIITOHAJIBHY CITKY [JIi PEHIEPUHTY) Ta OOMEKEHa IHTEPaKTUBHICTh CKJIAJHUX
NURBS-moneneli B pexxumi peanbHoro yacy. Y pos3po6iui irop NURBS-moneni Bce
YacTillle 3aCTOCOBYIOThCS Ha CTajli BUCOKOIMOJITOHAJIBHOTO MOJETIOBAHHA Ta JJIs
CTBOPEHHSI OCHOBHUX (POpM, NPOTE KIHIEBUM ITpPOBUNA KOHTEHT KOHBEPTYETHCS B

OJIITOHH.
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Hudgpose gimienns (Digital Sculpting). Lleli MmeTon MoentOBaHHS Haraaye

IpOLEC JIIJIEHHS 3 TJIMHY, aje B nudpoBoMy npocrtopi. [Iporpamu nis nudposoro
miruieHHs, Taki sk ZBrush, Mudbox Ta Blender, natots 3mory "BumimmoBatu" hopmy
BHCOKOIIOJIITOHAIBHOI MOJIEN1 3a JOMOMOTOI0 CHEIllalbHUX 1HCTPYMEHTIB: MOKHA
PO3TATYBaTH, 3Ta/KyBaTH, JTOTIOBHIOBATH 00'eM Ta BU3Ha4yaTH aeTani. CKyJIbOTHHT
0COOJIMBO KOPUCHUM /JiIsi CTBOPEHHS OpPraHIYHUX (POpM — MEPCOHAXIB, MiPIUHUX
1CTOT, cKiagHux penbediB. 3D-Momeni, CTBOpeHI HUPPOBUM TIIUVICHHSIM, MOXYTh
BKJIIOYATH MUJIBHOHM TMOJITOHIB 1 30epiraTd HaWapiOHiIN AeTanl (HampUKIaL,
3MOPIIIKK Ha IIKipi, BATOHYEHI eJleMeHTH ojiry) [9]. KimodoBi nepeBaru 1u@poBoro
MOJIEJIFOBAaHHS MOJISATaloTh Y CBOOO1 TBOPUOIO BUPAKEHHS Ta BpayKaroulid AeTasi3allii;
HEJIOJIIKaMHU € HEOOXI1JIHICTh J0JIaTKOBUX €TalliB (PETOIOJIOris, 3aliKaHHs KapT) IJis
1HTerpaiii pe3yJabTaTiB B irpu.

IIpouenypue moaemoBanus. [IpouenypHuil miaxig 10 CTBOPEHHS Mojelen
I'PYHTY€THCSI Ha BUKOPUCTaHHI aJITOPUTMIB Ta IPABUJI, @ HE HA PYYHOMY MOJIETIOBAaHHI.
XynoXKHUK HaJallITOBYE T€HEpaTUBHY MpPOLEAYpPY, SKa aBTOMATHUYHO CTBOPO€ 3D-
reometpito. [IpukianoM mpoieaypHOro MOJEIIOBaHHS € TeHepallis JaHamadTiB 3a
nornomororo ¢yukiii mrymy (Perlin noise, Voronoi, Wave, Cloud Ta in) [10]. Oxaum
13 CyyaCHUX 1HCTPYMEHTIB ISl HNPOLEAYPHOTO MoAentoBaHHA € mporpama SideFX
Houdini [11]. Ti mepeBaroio € Te, mo Oyab-gKi 3MiHM HapaMeTpiB aBTOMATHYHO
OHOBJIIOIOTHh MOJIEJIb, 110 3a0e3Meuye BUCOKY THYUYKICTh Ha Mi3HIX eTamnax MPOEeKTY.
[lepeBaramu mpolEeIypHOrO0 MiAXOAY € BHCOKA NPOAYKTHUBHICTb MPU CTBOPEHHI
BEJIMKOT0 00CATY KOHTEHTY, THYYKICTh Ta MOBTOPIOBAHICTH;, HEAONIKAMHU € KpyTa
"KpriBa HaBYaHHSA'", CKJIAIHICTh JIOCATHEHHS TOHKOTO KOHTPOJIIO HaJ OKPEMUMH
€JIEMEHTaMU Ta 4Yac, SKUH BUTPAYAEThCSA HA PO3POOKY CaMHX MPOIEAYD.

Inwi memoou. OkpiM 3a3HAUYCHHUX, BapTO 3rajgaTH OyJieBe MOJEIIOBAHHS
(moOynoBa 00’€KTIB INLIAXOM BHUKOHAaHHS OyJlieBUX omepanidi — 00’€IHaHHSA,
BIHIMAHHS, TMEpPETHHY NPUMITUBHUX  (OpM), BOKCEIbHE  MOJEIIOBAHHS

(mpeacTaBiieHHsT O0’€KTIB y BWIJISIAI TPUBUMIPHOI CITKM BOKCENIB — KyOIYHHX
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“mikceniB”’, XxapakTepHui npukiag — rpa Minecraft [12]; doTorpammerpito Ta 3D-

CKaHyBaHHs (OTpUMAaHHS MOJIeNIel peaabHuX 00’ €KTIB IIIAXOM 00poOKu (oTorpadiit
abo maszepHoro ckanyBaHHs) [13]. 3a3HaueHi MIOXOAM YacCTO BHUCTYMAIOTh
JOTIOMI>KHUMH THCTPYMEHTaAMH: IpPUMIpOM, dboTorpamMmeTpis AKTUBHO
BUKOPUCTOBYETHCS JIJISI CTBOPSHHS ITPOBOTO OTOYCHHS.

JImst  KOKHOTO KOHKPETHOTO 3aBIaHHS HEOOXiTHO oOWpaTd METOMd, IIIOo
3a0€3MeunTh NOTPIOHMM OaaHC MK IIBUAKICTIO CTBOPCHHS, PIBHEM JAeTaiizarlii Ta
ONTHMAJTBHICTIO MOJIENI JUTsI TTOAANIBIIOTO BUKOpUCTaHH. Hanmpukiam, mpu po3pooiri
Habopy 3D-mojeneit 11 iIrpoBOro OTOYEHHS AOIUIBHO KOMOIHYBaTH METOIU: 0a30Bi
00’€KTH TpaBUIbHOI (QOPMU MOXYTh OyTH CTBOPEHI MOJITOHAIBHUM abo
napaMeTpUYHUM MOJICIIOBAaHHSAM, CKJIaJHI OpPTraHiuHI JeTanl — BUJIIIUICHI 3aco0aMu
M(POBOTO CKYJIBNTUHTY, TOBTOPIOBAHI E€JIEMEHTH CEpEeJOBHINAa — 3TEHEPOBaHI

MPOLEAYPHO, a peaTiCTUYH1 TEKCTYPH — OTpUMaHi uepe3 GoTorpaMMeTpiro.

Puc. 1.1 Buagu monenroBaHHs.
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1.2 IlopiBHAJBLHMH aHAJI3 NaKeTIiB 15 3D-Moae/I0BaHHS

[cHy€e mMpOKHii CTIEKTp MPOrpaMHUX MAKETIB, TPU3HAYEHUX JIJIs1 TPUBUMIPHOTO
MOJIETIOBAHHS. IX YMOBHO MOKHA HOJUINTH HA yHiBepcalbHi cucTeMu 3D-rpadiku
(tax1 sx Blender, 3ds Max, Maya), CAD/CAM-cucremu 3 ynmopom Ha napameTpuyHe
monemtoBanus (Fusion 360, SolidWorks Ta iH.), By3bKocmerniaaizoBaHi mporpamMmu Jajs
nudposoro mimeHHs (ZBrush, Mudbox) i mponenypaoro moaentoBanas (SideFX
Houdini), a Tako» HOBITHI T1OpHAHI IHCTPYMEHTH, IO MOEAHYIOTH IEPEBAry Pi3HUX
niaxoaiB  (Hampukian, Plasticity, sxuii komOinye NURBS 1 mnosironanshe
MOJIeIOBaHHs). PO3IrIIsIHEMO XapaKTEpUCTHKU Ta MOKJIMBOCTI HAWMOMYJISPHIMINX 3
HUX, IPUIUIMBIIN OCOOJIMBY yBary TakuMm, KOTp1 3rafjaHi B TeM1 JOCII1KEHHS.

Blender BinpHO mommproBaHUN MaKeT 3 BIAKPUTUM BHXIJTHUM KojoM st 3D-
MOJICJIIOBAaHHS, aHiMallll, peHJEpUHTY Ta KOMIIO3UTUHTY. BiH mpaitoe Ha pi3HUX
mnatdopmax (Windows, macOS, Linux ToI110) 1 pO3NOBCIOJIKYETHCS M1 JIIEH31€I0
GNU GPL, 1o pobuts ioro 6e3komtoBHAM T Oyab-sikoro Bukopuctanss. Blender
HaJa€ IHCTPYMEHTH JUIsl TTOBHOTO IHMKIY CTBOpeHHs 3D-rpadiku: mosiroHajibHE 1
IIOBEPXHEBE MOJCIIOBAHHSA, CKYJbNTUHT, UV-po3ropTka, TEKCTYpyBaHHS, LICHIUHT,
aHiMarist, cumynsmis (izuku, peraepunr (BOymosani pymrii Eevee 1 Cycles) Ta
BilcOMOHTaX. Blender OyB ycHiIIHO 3aCTOCOBaHMII NpPH CTBOPEHHI aHIMaAIIAHUX
(b116MIB (HanpuUKIa1, KopoTkomMeTpaxkHui Gpiibm Flow, mo orpumas npemiro «Ockap»
y 2024 p.) i BIpOBa)KYEThCS B OCBITHIX Mporpamax MpoBiTHUX yHiBepcuTeTis [14].
OcHoBH1 mnepeBarn Blender — 0e3KOIITOBHICTh, KPOC-TIAT(MOPMHICTh, 1 BEJIHMKA
KOPHCTYBallbKa CITIBHOTA, 110 3a0e3Ieuye HasABHICTh HaBYaIbHHX MatepiaiiB [15].
BigHoCHUM HeNONIKOM Yy MHHYJOMY Oyjla MEHII 3py4Ha, HDK Yy KOMEpLIHHUX
aHaJIOTiB, peaiizalis Aeskux 3amad (mpumipom, ckiagni NURBS-moneni ab6o
BHCOKOIIOJIITOHAIBHUM CKYJIBITUHT), OAHAK 3 Bepcii 2.8 iHTepdeic 1 MOXKIUBOCTI
Blender ictoTHO moOKpamuiaucsa, 1 HUHI HOro po3MISAalOTh SK IOBHOIIHHY

aNbTepHATHUBY IUIATHUM MAKeTaM B 1HAYCTPii po3poOKH irop.
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Autodesk 3ds Max — mpodeciitanii makeT miss 3D-Moaem0BaHHS, pEHACPUHTY

Ta aHiMailii, opieHToBaHud Ha Mmiuatdhopmy Windows. 3ds Max po3poOmsieTses
komnaniero Autodesk 3 1990-x pokiB 1 € OJHUM 13 CTaHAAPTIB 1HIYCTPIi B Tamys3i
CTBOPEHHS 1rpoBoi rpadiku, crenedekTiB Ta apxITeKTypHoi Bizyamizalii. [Iporpama
Ma€ TMOTYXHI 3acO0M TMOJITOHAIFHOTO 1 TOBEPXHEBOTO MOJIEITIOBAHHS, MOMAYJb
THCTPYMEHTIB JUIsl CKYJBIITUHTY Ta MAaJIOBAaHHS MPSMO Ha MOJENI, a TaKoX Oarary
CUCTEMY IUIATriHIB, sIKa JIO3BOJISIE PO3MIMPIOBATH (DYHKI[IOHAIBHICTh M1l KOHKPETHI
notpebu [16]. Jlinensiitna momens 3ds Max — KomepiiifHa: mporpamy MOKHA
BUKOPUCTOBYBATH Ha OCHOBI MIAMUCKY (IIOpiYHA a00 MIOMICSYHA OIjIaTa), Haa€ThCs
Oe3KkoIITOBHA MPOOHA BEPCisl, a TAKOXK ICHYE crienianbHa Indie-ninenH3ist 3a 3HUKEHUM
tapudoM I MaTuxX po3poOHUKIB 3 goxoaom Menire $100 tuc. Ha pik. CuibHI
ctoponu 3ds Max: 3pinuii iHTepdeic 1 poOouuii mporec A MOJIrOHAIBHOTO
MOJICTIOBaHHS, IUPOKE 3aCTOCYBAHHS Yy CTYISX, BEJUKI MOXJIMBOCTI 3 Bi3yasizallii
(BOynoBanuii peraep Arnold, miarpuMka meiaepiB, ocBITASHHS Ta 1H.). Hemomiku —
BHCOKA BapTICTh Jinensii, odimiiina miarpumka nuime OC Windows (o obmexye
kopuctyBauiB Mac/Linux), a TakoX JOCUTh BUCOKI CUCTEMHI BUMOTH IPHU pOOOTI 3
BaXKHMHU CIICHAMHU.

Autodesk Maya — me oawn mnpoaykt Autodesk, mpusHadenuidt s 3D-
MOJEJIIOBAaHHA, aHIMalii Ta Bi3yalnbHuX edekrtiB. Bing 3ds Max usg mnporpama
BIJIPI3HSIETHCS KpaIoto Kpoc-matdopmuicTio (mpairoe Ha Windows, Linux i macOS)
[17]. 3a ¢pyskmionaniom y chepi MoaemoBanHs Maya 6arato B oMy moaioHa 10 3ds
Max: migTpumye nonironaasHe, NURBS 1 Subdivision-monentoBanss, Mae 3aco0u
CKYJIBITHHTY, a TAKOX PO3IIUPIOEThCA TutarinaMu. Jlinensiina moaenbs Maya Takox
nepeadavae mianucky; icnye Maya Indie qyist Manux po3poOHMKIB, 10 Hala€ MOBHUMN
¢dyHKIIOHAT 32 YMOBHM HEBEIMKOTO pigHOro aoxomy. Ilpore oOuaBa maketu €
B3a€MO3aMiHHUMHU /10 meBHOi Mipu. IlepeBarm Maya: moTykHiI 3aco0M aHIMailii,

nigTpumka Oarateox OC. Hepomiku: BHCOKa IiHA, CKIQMHICTh JUISI TIOYATKIBINIB —
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omaHyBaHHs Maya BuUMarae 4acy, OCKUIbKM MIporpama IMpOIOHY€E JyKe O0ararto

(GyHKIIIH 1 HaAIITYBaHb.

Autodesk Fusion 360 — xmapaa CAD/CAE/CAM munardopma, opieHTOBaHA Ha
npomuciioBe Ta iHxeHepue 3D-monemoBanHs. [Ipote Fusion 360 3acimyroBye yBaru
AK Cy4aCHHM 1HCTPYMEHT MapaMeTPUIHOTO MOJICITIOBAHHS 13 MPOCTUM 1HTEpPeiicoM 1
JOCTYITHOIO JIiTieH31itHOo0 noJiTukoro [ 18]. [Iporpama mpairroe Ha Windows i macOS,
30epiratoun JaHi mojened y xmapHomy cxoBulll Autodesk. Bona minrpumye
TBepaoTiIbHe MozemoBanHs (S0lid modeling) — moOymoBy 00’ €KTiB HIIISTXOM orepartii
3 0a30BUMU 00 ’€MHUMHU MPUMITHBAMHU Ta €CKi3aMH, 110 3a7al0Th MpoduIl 1 CKEeTui.
BaxnmBa 0coOMuBICTE — HAsSBHICTH O€3KOIITOBHOI Bepcii A MEPCOHAIBHOTO
BUKOPHCTAHHS, 1[0 HAAE€ThCS X00icTaM 1 cTapTamnaM 3 HEKOMEPIIMHUMHY IUTSIMH 32
ymoBu goxoay menme $1000 na pik. s Ge3komroBHa Bepcis Aemo oOMexeHa
(Hampukaa, ypizaHi MOKJIMBOCTI KOMaHIHOI poOOTH, MeHIe (GOpMaTiB €KCIOPTY),
asie 171 OUTBIIOCTI IHAUBIIyaTbHUX MPOEKTIB ii JocTaTHRO. Hanmpukiaz, mpu po3pooiri
IpeIMETIB IrpoBOro oroueHHs, Fusion 360 MOXHa BUKOPUCTATH JIJIS1 MOJIEIIOBAHHS

CKJIQJIHUX MEXaHi13MiB, TeXHiKH, 30poi. (Puc. 1.2)
T
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Puc. 1.2 Monenb, BUKOHaHA MapaMeTpUIHUMU 3aco0amMu MojetoBanHs Fusion 360.
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Otpumani CAD-mojieni MoXkHa eKCIOpTyBaTH y noJiiroHanbHi popmatu (OBJ,
FBX) mna noganeinoro Bukopuctanus y rpi. [lepeBaru Fusion 360: mapaMeTpu4HiCTb,
IHTerpoBaHa e€AuHa IUaTGopma i MOJCIIOBAHHA Ta I1HXKEHEPHOIO aHajizy,
OE3KOIITOBHICTh JUIsI JIOOWTENIB Ta CTyIAeHTIB. Hemomiku: BuMoOra mocTiiHOTO
HiAKII0YeHHs 10 [HTepHeTy i poOoTH (XMapHa apXiTeKTypa), He TaKUil IMIMPOKUI
HaOlp 1HCTPYMEHTIB TMOJITOHAJIBHOTO MOJICIIOBAHHS Ta TEKCTYpyBaHHS, SK Yy
Blender/Max (Fusion 6inbiie mpo CAD, HIk PO XyJ0XKHIO JI€Talli3alliio), a TAKOXK
0OMeKeHHS 0€3KOIITOBHOI BEPCIi JJIsl BEJIUKOTO O13HECY.

SideFX Houdini — Bucokompodeciiine mnporpamHe 3a0e3MedYeHHs IS
npouenypaoro 3D-MozaentoBanHs, reHepaii BisyanbHux epekTiB (VFX) ta animanii.
Houdini Bupi3HsS€TbCS cepes] IHIIUX MaKeTIB CBOIM BY3JIOBUM I1JIXOJIOM: MPAKTHYHO
OyIb-siKa crieHa a00 MOJIENIb CTBOPIOETHCS SIK MEPEKA BY3JIIB, KOXKEH 3 SIKUX BUKOHYE
OKpeMy omepalliro (1epopMye reoMeTpiro, 3aCTOCOBYE OYyJIEBY OINEparlito, po3MIIIye
00’ €KTH 32 AJITOPUTMOM TOIII0). 32 JOTIOMOTO10 crienianbHoro Moayis Houdini Engine
pe3yabTaTH, cTBopeHi B Houdini, MokHA iIMIIOPTYBAaTH AMHAMIYHO B IHILI MPOTPAMHU,
30kpema B irpoBi pymiii Unity Ta Unreal — To6T0 XynoxuuK Oyaye “riudpoBuii akTup”
y BHUIJISA1 BY3JIOBOI CHCTEMHM, a TMOTIM PiBE€Hb a00 Ipa MOXKYTh I'€HEpPYBaTH Pi3HI
Bapialli IbOro akTUBY Ha OCHOBI 3ajaHux napametpiB. Houdini € xomepuiitHum
MPOTPaMHUM TIPOYKTOM 3 JOCUTHh BUCOKOIO BapTicTio moBHOI JireH3ii (Houdini FX).
Brim, xomnania SideFX npononye noctynuinn Bapiantu: Houdini Indie — nminensis
JUTS THA1-pO3POOHHMKIB 1 Masioro 6i3Hecy (yMOBHO, skiio noxin < $100 tuc. Ha piK), 1110
Hajae nmoBHUM (yHkIioHan Houdini FX 3a 3HauHO HMXYOM0 111HOMO, a Takok Houdini
Apprentice — 0e3KOIITOBHA BEpCisl IS HABYAHHS I HEKOMEPIIIMHUX TMPOEKTIB, SKa
MICTUTh Maibke Bcl MOXIMBOCTI Houdini (0OMEXEHHS CTOCYIOTBCS —JIMIIE
KOMEpILIIHHOTO BUKOpHUCTaHHS 1 (hopmatiB excropty). Houdini npamroe Ha Windows,
Linux, macOS. OcHOBHI mepeBaru: Oe3MpeeNeHTHI MOXJIHUBOCTI TPOIETYPHOTO

MOJICITFOBAHHS 1 CUMYJIAIIT (P13UKH, 110 T03BOJSIOTH CTBOPIOBATH T€, 110 BPYUYHY OYyIJI0
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0 HEMOXXJIMBO YW HAJITO JOBrO; MOXJIMBICTh TJIMOOKOI aBTOMAaTH3AaIlli 1 TOBTOPHOTO

BUKOPHUCTaHHS PO3POOJICHUX MPOLIEIYpP; THYUKICTh Y BHECEHH1 3MiH Ha Oyab-SIKOMY
eTari BUpOOHMIITBA (3aBIISAKH BY3JIOBil icTopii moOyaoBu Mozeni). Hemomiku: BuCOKa
CKJIQJIHICTh OCBO€HHS (MOPIT BXOJKEHHS ISl XYJOXKHUKAa 3HAYHO BUIIMH, HIK Yy
tpanuuiiaux DCC-makeTax), 3Ha4Hi BUMOTH JI0 PECypCiB MpHU TeHepallli CKIaTHIX
CIIEH, a TaKOX JIEMI0 MEHII 3py4yHe “pydHe”’ MONIrOHATbHE MOJCITIOBAHHS — IS
npocTux (GopM TpaguIidHI THCTPYMEHTH MOXYTh OyTH IIBHAMIMMU. Y 3aJadax
po3poOKu irpoBoro oroueHHs: Houdini pariioHaasHO 3aCTOCOBYBAaTH TaM, Jie MOTpiOHA
reHepallisi BEJIMKOI KIJTbKOCTI KOHTEHTY a00 CKJIAJIHUX CTPYKTYp (HalpHUKIIaJ, Mepexa
neuep, OpOUEIYpHUM MICT 13 O€3iuyio JeTajed, aBTOreHepallis pPI3HOMaHITHHUX
OyniBenb 13 3a7aHoro HaOOpy MOIyJiB TOlI0). B 1HIIMX BUMagkax Horo MoxHa
MO€EIHYBATHU 3 KJIIACHYHUM T1X0710M: Mojieni cTtBoproBaTu y Blender/Maya, a Houdini
BUKOPUCTOBYBATHU I OKPEMHUX €(PEKTIB U MAacOBOI OOPOOKHU (CKaXiMO, pO3KJIaCTU
IO IrpOBIM JIOKAIlii COTHI KAMEHIB BUITaIKOBUM YHHOM).

Plasticity — BimHocHO HOBUI 3D-penakTop (peni3 mepiimx Bepciii BiAOyBCs B
2022-2023 poxkax), skuii mo3umionyethbes sk “CAD s xygoxuauki” [19]. Plasticity
HaMaraeTbcs 00’€THaTH HaWKpaIle 3 JBOX CBITIB: TOYHICTH 1 MokimBocTI NURBS-
TBEPIOTIILHOTO MoietoBaHH (K y CAD) Ta rHYYKICTb 1 IIBUAKICTH OJIITOHATIBHOTO
workflow, no sikoro 3Bukin 3D-xynokHuku. IIporpama 103BOJISIE CTBOpPIOBATH 1
penaryBatu TBEpJOTUIbHI 00’ €KTH Ta Ma€ 3py4HHM 1HTepdeiic: Hanpukiam, GUIIET Ta
ckpyrieHHs: pedep (fillets/chamfers) poOGnsThcs 1HTEpaKTUBHO M JieTKOo, a OyJieBi

omepailii BAKOHYIOThCS IITBUIKO.



s
s
o
N
(o}
o
&
*
3
@
q
@
0

Puc. 1.2 Moaenb, BUKOHaHa MapaMeTpUYHUMU 3aco0amMu MojieTtoBaHHs Plasticity.

Plasticity BukopuctoBye simpo Parasolid — reomeTpuunuii py1iii, 1o JI€KUTH B
ocHoBi SolidWorks, Siemens NX Tta inmux npomucinoBux CAD-cuctem. BogHouac
iHTepdeiic Plasticity Habnmxenuit no inTepdeiicy Blender: naBiramis, rapsyi kiasinii,
B3a€EMO/IIA 3 00’ €KTaMH pO3paxoBaHi HAa JU3alHEpIB, a HE HA 1HXKEHEPIB, 10 3HAYHO
COpOIIy€ OMaHyBaHHS NPOrpaMHd TUMH, XTO MaB JOCBil MOJIITOHAJTHLHOTO
mozemoBanHs. Plasticity miarpumye Windows, macOS 1 Linux, po3noBCIOIKYEThCS
Ha YMOBaX pa30BOi MOKYIKH (mepreTyalibHa JILEH31s, 0e3 MiANUCKH) 32 BiTHOCHO
HEBHMCOKOIO 11HOI0, Mae 30-meHHui Oe3komToBHUM NpoOHUil mepion. IlepeBaru
Plasticity: moennanns Tounocti CAD Ta 3pyunocti DCC, mBuaki OyneBi omnepartii i
¢imern  (Fillet), BiacyTHicTh miAnMCKKM (KOopucTyBad (akTUYHO “‘Bosiofi€”
npunoanuMm [13). Hepomniku: mporpama ie mojiofa, Tomy Aeski (yHKIT Hapasi €
HEMOBHUMHU. MEHIIA CMJIbHOTA 1 MEHIIIE PeCcypciB MiATPUMKHU, BIJCYTHICTH 3aC001B
aHiMauii yum penuaepunry (Plasticity (okycyeTbcs BHKIIOYHO Ha MOJEIIOBAHHI).
OCHOBHI XapaKTEPUCTHKN PO3TIITHYTUX CHCTEM 3BeNIeHO B TaOu. 1.1, 1e 3a3HayeHo ix

THII JILIeH311, TIaT@opMeHi 0co0IMBOCTI Ta chpepu 3aCTOCyBaHHS.
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Taoannga 1.1

ITopiBHAHHA NPOrpaMHMUX NaKeTiB M 3D-Moae/I0BAHHS

IIporpama Tun Jlinen3is IlepeBaru Hepnouikn
MO/IeJTIOBAHHS
Blender ITonironansHe, be3komroBHa, |beskomroBauit |Cxiraguuit
poLeaypHe, Open Source |, iHTepdetic TUIS
nudpose OararodyHKIl | HOBaYKiB
JIIUICHHS OHAJILHUM,
BEJIMKA
CIIJIHOTA
3ds Max [TonironansHe, [TnatHa [Hupoke Jluie VISt
npoueaypHe (miamucka) Bukopuctanus | Windows, BHCOKa
y redMaesi, | miHa
MOTYKHUU
iHCTpYMeHTapi
i
Autodesk [MonironaneHe, [TnatHa [MotyxHi Bucokuit nopir
Maya IpOoLEAYpPHE, (migmucka) IHCTPYMEHTH | BXOJDKEHHS, BUCOKA
uugpose a”imari, BapTICTh
TITUICHHS CTaHaapT y
KIHOIHIYCTpil
Fusion 360 [Tapamerpuusne, [TmatHa Yynoso Crnabka migTpuMKa
CAD (miamucka) MAXOIUTE UIS | MOJITOHAIBLHOTO
TEXHIYHOTO MOJIETIOBaHHS
MOJIETTFOBAaHHS,
XMapHi
byHKIii
Houdini [pornenypHe, beskomrosua | I[TorysxHi Bucokwuii piBEHb
MOJIITOHAJIBHE (Apprentice), | mpouenypHi CKJIQIHOCTI
IJIaTHa IHCTPYMEHTH,
11eanbpHa A
VEX
Plasticity [Tapamerpuune [TnatHa IaTyiTHBHO OomexeHa
(NURBS) 3pO3yMiTHI MiITpUMKA
TUIst MOJIITOHATILHOTO
CAD/NURBS, | moxentoBaHHS
IIBH]TKA
pobota
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1.3 IncTpymeHnTH Uit TeKCTypyBanusa 3D-monedeii

[[lo6 006’€exT BUIAAAB MPABAOIOAIOHO B TPi, JIJIT HHOI'O HEOOX1THO CTBOPUTH
TEKCTYpHU. TeKCTypyBaHHSA — MPOLEC HAHECEHHS 300pakeHb (TEKCTypHHUX KapT) Ha
noBepxHio 3D-mMozem 3 METOK BHU3HAUMTH ii KoJip, penbed, pedaeKTHBHI
BJIACTHBOCTI Ta 1HIII Bi3yalibHI XapakTepucTuku. CydacHUN MiAX1J] 10 TEKCTypyBaHHS
irop Oasyerbcss Ha ¢ismyHO KopektHux wmarepiamax (PBR — Physically Based
Rendering). Jlns CcTBOpeHHS TaKWX TEKCTYp 3aCTOCOBYIOTBhCS —CICIliai3oBaHi
porpamMu, IO JO3BOJSIOTH MajtoBaTH Oe3nocepeaHbo Mo 3D-mopeni, Gavauwn
pe3yibTaT |y pexumi peanbHoro dacy. HaiOunbm BigoMi 1HCTPYMEHTH A
TtekctypyBaHHs — Adobe Substance 3D Painter, 3DCoat (Moayns 3DCoat Textura) Ta
Marmoset Toolbag. Po3rasinemo ix crucio.

Adobe Substance 3D Painter cranmapt ingyctpii 3D mis npodeciiiHoro
TEKCTypyBaHHsI mojenieid. llell 3acTOCYHOK J03BOJISIE B PEXKUMI PEATbHOTO Yacy
(bapOyBaTu MoJieib, HaKJIaAaOuu mapu MarepiaiiB i macok [20]. Painter miarpumye
PBR-matepianu ta npaiitoe 3 UV-po3ropTKoro Moiedi: XyA0KHUK MOKE 3aBaHTKUTH
Mozenb (bopmatu OBJ, FBX Ttomio), oOpatu rotoBi Mmarepiaiin 3 0107a10TeKkH abo
CTBOPHUTH BJIACHI Ta HAHOCUTHU iX TIEH3ISIMU ab0 uepe3 mporeaypHi macku. KirogoBa
0COONIMBICTh — MPOEKIIiIfHE MAaJFOBAHHS IO TOBEPXHi, KOJM KOPUCTYBad HAHOCHUTH
IITPUXU HIOM MO TPUBHUMIPHOMY IMOJIOTHY, & MpOrpaMa aBTOMATUYHO PO3MOJILISE
¢apOy mo BIAMOBIMHUX TEKCTypHHX KoopauHartax. JlinensiitHo Substance Painter
noctynHui yepes mianucky Adobe (maker Substance 3D Collection) abo six okpemuii
MPOJYKT, TaKOXX € BaplaHT mpuAOaHHS dYepe3 Steam I 1HIUBITYyaTIbHUX
kopucTyBauiB [21]. [lepeBaru: iHTYiTUBHICTb, (PI3UMYHO KOPEKTHI MaTepiaiu, BeJMKa
CHUIBHOTA 1 cBOs O10mioTeka matepianiB. Hegomiku: BiACYTHA MOBHO(PYHKIIOHATbHA
OC3KOIITOBHA BEpCid, JUINE IIaTHA a00 HaBYajbHA JIIEH3IS JUIS 3aKjiaiiB OCBITH,
JIOBOJI1 BUCOKI BUMOTH JI0 1am’4Ti rpu po6orti 3 4K-8K Tekcrypamu.

3DCoatTextura OaratodyHKLiOHaNbHE TporpamMHe 3a0e3lmeueHHs  BiX

yKpaiHchKoi kommanii Pilgway, sike moeqHye 3acobu cKyabnTHHTY, peronosiorii, UV-
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po3ropTku i TekctypyBanHs. 3DCoat MO3UIIIOHYETHCS K TOBHUM LUK CTBOpeHHS 3D-

MOJICNl 3 HYJSI: «MICTHTh BCl IHCTPYMEHTH, HEOOXiIHI, 1100 MEepPEeTBOPUTH OJIOK
1M(pOBOI TIIMHA HAa TOTOBY JI0 MPOJAKIIHY, MOBHICTIO TEKCTYPOBAaHY OpraHiyHy a0o
TBEPJOTIILHY MOJIETbY [22]. I THX, XTO MOTpeOye JIHIIIE MaJIFOBaHHS TEKCTYP, ICHY€E
okpema Bepcis 3DCoat Textura — B Hil 3amumieHi Tiabku Moy UV Ta MamoBaHHS,
0e3 CKyJIBNTHUHTY 1 peTomoJjorii, mo 3aemenaoe mpoaykr. 3DCoat migTpumye
xupormc PBR-matepianamu, cxoxwuit 3a migxomom Ha Substance Painter: mapw,
Mackn, Smart Materials, pexum nepermsay mix pisHi pyuwii. Moro BupisHse
HAJ3BUYAWHO 3pYYHUN IHCTPYMEHT JUJIsi pydyHOro mMantoBaHHA mBiB UV-po3roptku i
MOXJIMBICTh ABTOMATUYHOI'O PO3TOPTaHHS 3 MIHIMAJIBHUMM BIAXWJICHHSIMHU, IO
€KOHOMMUTB Yac nepes TeKCTypyBaHHAM. Jlinensiiina nonituka 3DCoat rHyuka: MOXHa
KYIIUTH MOCTIMHY JIIEH3110 (3 0€3KOITOBHUM OHOBJICHHSIM BIIPOJOBXK IEPIIIOTO POKY
MIMUCKY, JaJll — IJIAaTHI OHOBJIEHHA 3a Oa)xaHHsIM) a00 opopMuUTH TiepeariaTy; Ijs
HABYaHHS ¥ BHUKOPUCTAHHS y HEKOMEPIIMHUX MUISX TependadeHa Oe3KOITOBHA
Bepcist 3DCoatPrint. TlepeBaru: 3DCoat n03BoJisi€e HA OTHOMY €Tarli 1 pO3rOPHYTH, 1
pPO3MAaITIOBaTH MOJIEb, Ma€ TOTYKHI 3acO0M PYyYHOTO JOBEIEHHS MpiOHUX neTaneit
nensmsamMu. Kpim toro, 3DCoat miaTpuMye TEXHOJOTII0 BOKCEIHHOTO CKYJBIITHHTY
(Mozenb SIK MacuB BOKCEJIB), IO CIPOIIY€E CTBOPEHHS 1 TEKCTYPYBaHHS OyXKe
ckianHux penbediB. Hemomiku: iHTepdeiic nemo mnepeoOTseHu (duepes
PI3HOMAaHITHICTh MOJMYJIIB), MEHINIA KITbKICTh TOTOBHUX MAaTepilaiiB y BIIKPUTOMY
noctyni (y mopiBHSIHHI 3 Substance) — xo4ya po3pOOHUKH HAJarOTh OE3KOIITOBHY
016moTeky 3 500+ PBR-marepiainis [23]. B mimomy 3DCoat € rapHoo ajgbTepHaTHBOO
JUTSL 1HZ11-PO3POOHUKIB, 0COOJIMBO BPaXOBYIOUH JIOSJIbHI YMOBH JIJIsl HEBEJIUKUX CTYI1H
1 TIOCTIHHY MTIATPUMKY PO3POOHUKIB (OHOBJIECHHS BHXOJSATH PErYJSApHO, Mporpama
noctynHa 70 MOBaMU CBITY, BKJIFOUYHO 3 YKPAiHCHKOIO).

Marmoset Toolbag yHiBepcanbHMI IHCTPYMEHT “BCE B OTHOMY ™ JIs1 3aITiKaHHS
TEKCTYpHUX KapT, TEKCTYpyBaHHS Ta pPEHACPUHTY, MOMyJspHuii cepex 3D-

XYAOXKHHKIB JIs1 CTBOpeHHsI moptdomio 1 mpeseHranii moxeneir [24]. Marmoset
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IIPOTIOHY€E TECTOBHM OE3KOIITOBHUN TIepiOA, a IS CTYJCHTIB [IIOTh 3HUKKH.

[lepeBaru: mpocToTa OTPUMAHHS IIBUKOTO PE3yNbTaTy, JOCTYIIHUIN peHaep y daci 3
BUCOKOIO SIKICTIO (IIATPUMYEThCS TpacyBaHHS IPOMEHIB — ray tracing — s
dboTopeanicTuaHOCTi), iHTerpoBanuit workflow (bake — texture — render). Hegomiku:
MEHIIIe 1HCTPYMEHTIB MajlOBaHHsA, MOPIBHAHO 3 Substance, BiACYTHICTh Bepcii mif
Linux.

[TopiBHSHHSA OCHOBHUX BJIACTUBOCTEN IIUX MPOTrpaM IMpeACTaBiIeHo y Tadm. 1.2.

Taoaunsa 1.2
IHopiBHsIHHSA poOrpam AJid TeKcTypyBaHHs 3D-Moaesei
IIporpama Iliaardopma Jlinensis IlepeBaru Henoaikn
Substance Windows, [TnatHa (mianucka) | Hlupoxki Bucoka 1iHa,
Painter macOS MOKJIMBOCTI, CKJIaIHICTD TUTST
CTaHJapT y | HOBaukiB
ramysi
3DCoat Windows, [TnatHa [Mpoctuii MeHIm ~ TommpeHa
Linux, macOS iHTepdeiic, cepen CTymin
HiATpUMKa
CKYJIBIITHHTY
Marmoset Windows, IInatHa Bucoka  sxicte | OOMexeHi
Toolbag macOS Bizyaumi3zarrii, MOXKJTHBOCTI
poCTOTa y | mopiBHSHO 3
BUKOPHCTaHHI Substance Painter

1.4 IrpoBi pywiii: BUMOIY Ta MOKJIMBOCTI

[Ticnst crBopenHst 3D-Mozeneil Ta TEKCTyp HACTYIHUM KPOKOM € iX 1HTerparis
B IrpoBHMid pymiid — cHoelialbHe TMpPOTrpaMHE CepeloBuIle, Ha 0asi  SKOTo
PO3pOOIISAIOTECS IHTEPAKTUBHI MporpamMu Ta Bijgeoirpu. IrpoBuil pymiiii 3abesnedye

BIITBOPEHHS TPUBUMIPHOI rpadiku y peaibHOMY 4aci, P13udHy CUMYJIAILiI0, 00pOOKY



22
BBOAY rpaBis, 3Byk Tomio. [Ipuknaau cydacumx pymiiB — Unity, Unreal Engine,

CryEngine, Godot Ta iH. Po3riasiHeMo HallO11bIII MOTY>KHI 3 HUX, 1[0 3aCTOCOBYIOTHCS
B KOMEPIIiiHII po3pod1i MacTaOHUX MPOEKTIB.

Unity momynsipauid pymriii Bix kommnanii Unity Technologies, Bimomuii cBo€rO
3pYYHICTIO TSl 1HAI-po3poOHUKIB Ta Kpoc-tuiatdopmuicTio [25]. Unity mo3Boise
eKcropTyBaTH irpu Ha aecsaTku miatdopm (Windows, Android, i0S, koHcomi, BeO
TOLO) 1 Ma€e BOy/JOBaHy cepeqy po3poOKH 3 miATpUMKOIO MoBH C# 1 HanmucaHHS
irpoBoi Joriku. B kontekcti 3D-rpadiku Unity mporoHye 1Ba peHI€pUHTOB1 PILIEHHS:
Built-in Render Pipeline (tpamumiiinuii) [26] Ta Scriptable Render Pipelines —
Universal Render Pipeline (URP) i High Definition Render Pipeline (HDRP) [27].
URP onTuMizoBaHuil 411 CEPEIHBOrO PiBHS AKOCTI Ta MOOUIbHUX mpucTpoiB, HDRP
— JUTsl HalBUIO1 SIKOCTI Ha moTyxHUX [1K/koHCOMAX ((h13MUHO KOPEKTHE OCBITIICHHS,
e(heKTH TII00aIbHOTO OCBITJIEHHS TOIO). Bumoru 1o moaeneit B Unity ctannapTHI 115
peabHOTO0 dYacy: KUIBKICTh TOJITOHIB Mae OyTH 3BaXEHOW, TEKCTypH —
ONTUMI30BaHUMH 32 PO3AUIBHICTIO, OaxkaHo BuKopuctoByBatu LOD (piBHI
neramizauii). Unity Hamae 3pyuynuil imnopt pecypceis 13 popmatis FBX, OBJ Ta iH.,
niaTpumye a"imario (Mecanim adimarliiiHa cucTemMa) 1 Ma€ PO3BHUHEHY CHUCTEMY
MarepiamiB (Shader Graph nmns ctBopenHs meiaepiB). Jlinensis Unity yMOBHO
oe3komToBHa: Bepcist Unity Personal HagaeTscst 0e3 omiatu BCiM po3poOHUKaAM, YU
piuHMii q0xia Bix mpoekTiB Ha Unity He nmepesutrye $200 Twc.

[Ipn mnepeBuieHHi mnopory HeoOxingHo mpuadbaru Unity Pro (ruatha
MeperniaTa), TakoX ICHYIOTh CIIeIiaJIbHI YMOBH JIJII HABYAJIbHUX 3aKJIa/11B Ta BETUKHIX
H1IPUEMCTB.

Unity BigoMuii HeBUOATIUBICTIO O HABUUOK PO3POOHUKA — MOPIT BXOIKEHHS
JIOCUTHh HU3BKUH, TOMY II€H Py 4acTO OOUPAIOTh JJI HEBEIUKUX 1TOp, MOOITHHHIX
nonatkiB Ta VR/AR mnpoexTiB, mpoTe Ha HHOMY CTBOpEHO 1 unmano AAA-irop. ¥V
HaIi poOoTi, A7 IHTETpallii MOJeNel B pylLIii, HalnpocTiie oopatu Unity sik o1uH

3 BapiaHTIB, 3Ba)Kal0YM HAa HOTO MOMYJISPHICTH Ta JOCTYIHICTb.
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Unreal Engine BucokonponyktuBHuii pymid Big Epic Games, skwuii

3HAMEHUTHH (HOTOpPEaTiCTUYHOIO TpadiKol0 Ta BUKOPUCTAHHSAM y YUCIEHHUX AAA-
npoektax. AxrtyanbHa Bepcis Unreal Engine 5 mnpunecna texnonorii Nanite
(BipTyasizoBaHa TE€OMETpIsl, IO JO3BOJISIE PEHACPUTH MUIBHOHM TPUKYTHHKIB,
aBTOMATUYHO YIIPABIIAIOUM PIBHAMHM jAeTamizamii) Ta Lumen (nunamiude rimobanpHe
OCBITJICHHS), 1[0 3HAYHO CIIPOIIYE BUMOTH 0 MOeliel — Hampukiaa, Nanite nae
3MOTy IMIOPTYBAaTH B PYIIIiil HaBITh Ty>K€ BUCOKOMOJITOHANIbHI 00’ €KTH 06€3 PyYHOTO
ctBopeHHst LOD-citok [28]. TlpoTe muis 3BMYaliHUX MOJENCH TaKOX JIFOTh THIIOBI
npuHiuny ontuMizaiii. Unreal Engine BukopuctoBye MoBy C++ 1 Bi3yallbHy
ckpuntoBy cucteMmy Blueprints nans irpoBoi Joriku. Pymriii Ge3KOmTOBHUN Y
BUKOPUCTAaHHI  JUIsl  PO3POOHHUKIB, TMPOTE  3aCTOCOBYETHCS  POSIITI-MOJEIb
JITEH3yBaHHS: SIKIIO Tpa BUIYIEHAa KOMEPIIiHO, TO Ticis nepmux $1 MiaH moxomy
po3poonuk crutauye Epic Games 5% Big mnoganeimumx npuOyTkiB. Ll ymoBa
CTOCYETBCS 1TOp; JUIsl HEIFPOBHUX 3aCTOCYHKIB (Bi3yaumisaillli, apxitekrypa) 3 2024 p.
3aMpoOBaKEHO AIbTEPHATUBHY CXEMY — MIAMHUCKY ISl BEJIMKUX KOMITaHii, ajie JJ1sl Hac
aKTyaJlbHa caMme€ IrpoBa MoJielib. TakuM YWHOM, HE3aJIEKHO BiJl KIJTBKOCTI YJICHIB
KOMaH/IH, 32 BUKopuctands Unreal He mOTpiOHO TUIATUTH HIYOTO, JOKU Ipa HE TIOYHE
npuHocutH Baromuii 1oxia. Unreal Engine € open-source (3a miuensieto EULA) — iioro
MOBHUM BUXiAHUN koA AocTynmHui Ha GitHub s nineH3iiHUX KOpuUCTyBadiB. Y
acniekTi pobotu 3 rpadiuyHuM koHTeHTOoM Unreal Hajgae poO3BUHYTI 1HCTPYMEHTH
iMnopty (Datasmith nnss CAD-moaeneit, npsmuii imnopt 3 DCC gepes FBX/OBJ),
BJIACHUUM pENaKTOp MaTepialliB 1 MeHJepiB, MOKIUBOCTI CTBOPEHHS JaHAIMA]TIB,
cucteM yactok (Niagara) Tomo. Jlns Hammx mined Unreal Engine moxe OyTtu
BUKOpHUCTaHUM 11 (D1HATBHOT Mpe3eHTAallli MOJIeNIeH Y BUTIISIII CLIEHU 3 pealliCTUYHUM
OCBITJICHHSIM.

CryEngine pyumriii, po3po0ieHuii HiMenbkoo kommaniero Crytek, sikuii cTaB
BiTOMHM 3aBAsiku rpi Crysis Ta 1HIIMM MPOEKTaM 3 aKIEHTOM Ha MepeAoBy rpadiky

[29]. CryEngine citaBuBCs 94y 1OBOIO SIKICTIO 300pasKeHHS 1 pealiCTHYHOIO MIOBEIIHKOIO
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OCBITJICHHSI Ta MaTepiajiiB, OJIHAK TPOXU BTPATUB IMO3MIllI OCTAHHIMU POKaMH Yepe3

koHkypeHiito Unity ta Unreal. Huni CryEngine noctynuuii po3poOHuKaMm 3a
Moesuto, moai6Ho0 A0 Unreal: BiH € G€3KOIITOBHUM Yy 3aBaHTa)XCHHI, ajie BUMAarae
BUTUIATA POsUITI 5% 3 KOMEpIiHHUX MPOeEKTIB (pu oMy mepmri $5 Tuc. Ha pik 3
KOXHOI TpHu 3BUTBHSIOTBCA Biag posuiti). CryEngine Hamae cunbHuil rpadiunuit
IHCTpyMEHTapii, 30KpemMa BIacHUM (POTOpeaTiCTUIHUN pEeHACPED, MOTYKHY CHCTEMY
nobynoBu nanamadTie ta pociauHHocTi (Voxel-based Terrain, Vegetation system),
IHTErpoBaHy (i3UKy Ta PO3BHUHEHY CHUCTEMY IUTy4HOro iHTenekrty. CueHapii B
CryEngine moxxHa nucatu Ha C++, a B HOBIIIKUX BEpCisiX AojaHOo miaTpumky C# mis
CIIPOIICHHSI pO3pOOKU. 3 TOUKH 30py podoTu 3 moxensimu: ictopuuHo CryEngine
BUMaraB Jy>K€ ONTHUMI30BaHMX PeCypciB (BILAOMHI MeM «4M 3amycTUThCs Crysis?»
caMe Mpo KOJUIIHIO BHOArIMBICTh PYIINsi), aje CydacHl Bepcii 3/aTHI 0OpoOJIsSTH
BEJIUKI 0OCsSTM reoMeTpii, xoua W He wMawTh aHajoriB Nanite. CryEngine
BUKOPUCTOBYETHCS MEHIIIE CIUIBHOTOIO, MPOTE HWOro oOWUparoTh NeAKi CTymii st
IIyTEpiB, EKIICHIB 3aBJISIKU MPEKPACHIN SAKOCTI KAPTUHKU «3 KOpOOKW». JIjist Hamoro
MIPOEKTY JOCTATHBO YCBIIOMUTH, 1110 MOJIEN, MIATOTOBIIEHI 3a cTanaaptamMu PBR s
Unreal/Unity, OynyTts cymicHi 1 3 CryEngine — BiH Takox omepye 0a30BUMHU
dopmaramu FBX/OBJ 1 miarpumye PBR-matepianu.

HaBeneMo KOpOTKe MOPIBHSHHS KIIFOUOBHUX ACHEKTIB TPhOX IMPOBUX PYLIIiB Y

tabn. 1.3.

Taoaunga 1.3.
IHopiBHSIHHS MONMYJAPHUX IrPOBUX PYIIiiB
IrpoBuii Mogsu ILnargopma Jlinensis IlepeBaru Henouikn
pyLuii nporpamy
BaHHsI
Unity C# Windows, beskomiToBHa, [TpocroTa Menme
Linux, IJIaTHa BUKOPHUCTAHH | rpadiyHux
macOS, o, BEJIUKA | MOXKIUBOCTE
MOOUIBHI CITIILHOTA, i, Hi>k UE
wiaThopMu HOIYJISPHICT
b
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Unreal C++, Windows, beskomroBua (3 | [ToryxHa CxiagHimm
Engine Blueprints | Linux, pOsIITI) rpadika, i JUIst
macOS, BIIKPUTHIA HOBAYKiB,
MOOLIBHI KOJI, BHCOKa
mwiathopMu Blueprints BHMOTJINBIC
Tb 10
pecypciB
CryEngine | C++, Windows beskomroBHa (3 | BucokosikicH | MeHie
Flowgraph postITi) a  rpadika, | HABUATBHHUX
MOTYXHI MaTepiais,
MOXKJIMBOCT] | CKJIaqHUI
JUISL iHTEepdeiic
BIIKPUTHX
CBITIB

Hns 3D-mopneneid, M0 CTBOPIOIOTHCS Y paMKaxX Halloi poOOTH, KPUTHYHO
3a0€3MeUnTH X CYMICHICTh 13 OOpaHuM pyIieM. SIK MpaBuiio, e 03HA4a€: eKCIopT y
dopmar FBX a60 OBJ 31 30epexeHHsIM iepapXii Ta HOpMaiel, HasBHICTh PO3TOPTAHHS
UV 0e3 HakiageHpb (1151 YHUKHEHHsI apTeakTiB MPU OCBITIEHHI 1 TEKCTYPYBaHHI),
JOTPUMAHHS PEAIbHUX PO3MiIpiB (METPUUYHMUX) Ta MacHITaOyBaHHS, BUKOPUCTAHHS
TeKCTyp y ¢dopmartax, ski miarpumye pymiiit (PNG, JPEG, TGA mis Unity/Unreal).
Takoxx OakaHO TeHepyBaTU KapTu HOpMasiell, ambient occlusion Ta iHII JOTOMIXHI1
KapTu 3a3janeriip (Hampukian, y Substance abo Marmoset), mo6 y pymii

3AJIMIIMIOCA TITBKHM HAJIAITYBATH MaTepialii, a HE BAKOHYBATH BaXKi OOUHUCIICHHS.

1.5 Bu0ip 0CHOBHHUX NMPOrpaMHUX iHCTPYMEHTIB

Ha ocHOBI1 pe3yibTaTiB MOPIBHSUIBHOTO aHANi3y Cy4acHUX mporpam aist 3D-
MOJICTIOBAHHS, TEKCTYPYBAaHHS Ta CTBOPEHHS ITPOBHUX MPOEKTIB, T4, BPAXOBYIOUH, 1110
KOXKHUUN 3 PO3TIIIHYTHUX MPOTPAMHMX IMAKETIB MAa€ CHJIbHI Ta clIabKi CTOPOHHU, OyIJI0
o0paHo KOMOIHOBaHMM MiJXiA 10 BHOOPY IMPOrpaMHOro 3a0e3MedeHHs, MpU SKOMY
KOJKHa TIporpama BIAMOBIIAa€ 32 BAKOHAHHS TIEBHOI CITEI1ali30BaHOI 3a/1a4l.

Jlst ctBopenns 3D-monenelt B paMkax 11boro npoekty 0yiio oopano Fusion 360.

Ils mporpamMa BUKOPHCTOBYE MapaMeTpUuHI Omepalii Ta Ja€ MOXKIHUBICTb JOCITTH
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BHUCOKOI TOYHOCTI, 3a0e3Meuye CTPYKTYPHY IUTICHICTh Ta JIO3BOJISIE KOHTPOJIOBATH

piBeHb netanizarii moaenei. llle oaHieo mepeBaror € HasBHICTh 3pYYHOI CUCTEMH
YOPaBIIiHHS 1CTOPI€I0 CTBOPEHHS MOJENI Ta MOXKJIHUBICTH ONEPATUBHOTO BHECEHHS
Oynb-skuX 3MiH. L[i MOXIIMBOCTI CHPHUSIOTH JOCSATHEHHIO MOCTABJICHMX 3a/ad Ha
eTarnax KOHIENTYaJIbHOTO Ta JETAIBHOTO MPOEKTYBaHHS MOJCIICH.

[Ticnst 3aBepiIeHHS MOYaTKOBOTO MOJICTIOBAHHS, HACTYIIHUM KpPOKOM €
MiJIrOTOBKA MOJIeNied JIJIsi TeKCTYpyBaHHs Ta 1HTErpaiii B irpoBuit pyurii. s mporo
Mu Bukopuctaemo Blender. B HboMy BUKOHa€MO ONTHMI3aIit0 BUCOKOIITOHAIBHUX Ta
HU3BKOTIONITOHAJIbHUX MOJIEJIe, BHUSBHUMO Ta BHUIIPABUMO MOXIIMBI TMOMUWIKH
TOMOJIOTIT MOJIEJIEH, MATOTY€EMO iX 10 TEKCTYpBaHHS, a TAKOK TPUAHTYJIIOEMO CITKY.

Jns ctBopeHHst TeKcTyp BuKopucTaemMo Adobe Substance 3D Painter. lLle
J03BOJIUTh HAaM CTBOPUTU pEANTICTUYHI Ta BHUCOKOJETANI30BaHI TEKCTypu 3a
JOTIOMOI'OK0  IIapiB, MAcOK, CMapT-mMaTepialliB Ta MEH3MiB. Takox TyT HpPUCYTHI
MIPECETH EKCIOPTY JI0 PI3HUX ITPOBUX PYIIIIB Ta cTaHAAPTIB peHaepinry. 1o 3nauHo
CIIPOIILY€E Ta MPUCKOPIOE MPOIIEC THTETpallii TEKCTYp J0 ITPOBOTO PYIIIis.

Unity Oyno oOpaHo sik miat@opMy Jisi MOJATIBIIOTO TECTyBaHHsS Ta Bizyalizallii
cTBopeHnx Mmojeneit. lleit irpoBuii pymriii MpONOHye IMPOKI MOKIUBOCTI IS
iHTerpauii 3D-aceTiB, BKJIIOYAKOUM MIATPUMKY (DI3UKH, aHIMallli, peasiCTUYHOro
ocBiTieHHs Ta PBR-marepianis. Takox Unity IMpOKO 3aCTOCOBY€ETHCS 7151 HABYaHHS
Ta HE3AJICKHUMU CTYAISIMU PO3POOKH, IO POOUTH HOTO ONTUMATIBLHUM PIIICHHSIM JIJIS

peanizalii HaBYaJIbHUX MPOEKTIB.

BucnoBkmu 10 po3aiay 1

[lepmmit po3min poGoTH OyB MPUCBAYEHUN PO30OPY TEOPETUYHUX Ta
MPaKTUYHUX 3acaj] TPUBUMIPHOTO MOJENIOBaHHS. Y HBbOMY PO3KPUTO CYTHICTH Ta
KJ1acu(piKOBaHO OCHOBHI METOJHM, TaKi K MOJITOHAIBHUHN, TapaMeTPUUHUM, ITUDPOBE

JIIUIEHHA Ta mpouenypHuid. BecTaHoBieHo, 1110 KOXKEH METOJ Ma€ CBOI IepeBaru Ta
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C(I)CpI/I 3aCTOCYBAHHA, XO04Ya, B PCAJIbHHUX IIPOCKTAX YaCTO BHUKOPUCTOBYIOTLCA

KOMOIHAIli Pi3HUX METOJMIB MOCIIIOBHO. Byso mpoBeacHO TMOPIBHSUIBHUN aHai3
mectu 3D-maketiB (Blender, 3ds Max, Maya, Fusion 360, Houdini, Plasticity) 3a
TaKUMH T[apaMeTpamMu SIK JIIEH31MHUNA JOCTYyN, OIepailliiiHa cucTteMa, KII0YOoBl
¢GyHKIi1, cuIbHI Ta ci1a0Ki cTOpoHHU. BpaxoByroun pesynbTaTd aHajizy, BUSHAYEHO
JOULTBHICTh BUKOpUCTaHHsS Blender sik OCHOBHOTO 1HCTPYMEHTY B LIbOMY HPOEKTI,
BpaxoByloud Horo yHiBepcaibHICTh. [IpoBeeHO aHami3 1HCTPYMEHTIB JUIs
TekcTypyBaHHsl 3D-Mozeneid. Substance Painter, 3DCoat Ta Marmoset Toolbag, Ta
iXHIO 1HTErpaiil0 B TMpoleC PpO3poOKU IrpoBux pecypciB. Di3uyHO KOpEKTHE
tekcTypyBaHHs (PBR) € crannaprom ae-dakTo, a 3a3HaueHi mporpamMu 3a0€3MeuyoTh
e(eKTUBHE CTBOPEHHS HEOOXIAHMX KapT MarepiaiiB. (s BUKOHAHHS MOCTaBJIEHUX
3ajay o0paHoO MiaXia, A€ Juisl peatizaiii CKIaJHUX MaTeplaliiB — 3aCTOCOBYETHCS
Adobe Substance 3D Painter. /{ocnigxeHo BUMOTH Ta OCOOJIMBOCTI ITPOBUX PYIIIiB
Unity, Unreal Engine ta CryEngine mono iMmnopty ta penmepunry 3D-moneneil.
[IpoanasnizoBaHo JileH31HHI IO/, a TAKOXK CyMICHI TpadidHi TEXHOJOTIT pa3oM 3 ix
BIUIMBOM Ha METOJIM MOJCNIOBaHHS, OCOONMBO 3 ypaxyBaHHSM BIIPOBAXKEHHS
texHoJyorii Nanite B Unreal Engine 5. Ileil anamiz m03BOJIMB 3pO3YMITH, SK
MIATOTYBATH MOJIEII JJIsl KOPEKTHOI pOOOTH B KOXKHOMY 3 PyIIIiiB ((hopMaTH, KITbKICTh
MOJIITOHIB, MacCIITa0yBaHHS, TEKCTYPH).

Bubip mnporpamHoro 3a0e3meyeHHS [JI BHKOHAHHS IPAKTUYHOI YACTHUHU
JIPYroro po3auty kBaidikamiiiHoi podoTu OyJI0 3aTBEPKEHO HACTYITHUM YHUHOM:
Fusion 360 Oyne BUKOpHUCTAaHO AJIi MOZEIIOBAHHS 3 MaKCUMAJIBHOIO JIeTali3alli€ro,
Blender - s ontumizamii Ta miaroroBku mozeneid g0 UV-po3ropTaHHs Ta
TeKcTypyBaHHs, Substance 3d Painter - 1151 CTBOpeHHS TEKCTYp BUCOKOI sIKOCTI. Llei
BUOIp CIiBIIa/Ia€ 3 Cy4aCHUMH TECHJICHITISIMH Ta € JTOCTYITHUM B KOHTEKCTI BUKOHAHHS
KBaTi(piKaLiiHOI poOOTH, OCKUIbKK Oy/le BUKOpUCTaHa Oe3kolToBHa Bepcis Fusion
360 nyig cTyAeHTIB Ta mianyMcka Ha mporpaMHi npoaykti Adobe, mo Bkmouae Adobe

Substance 3D Painter, Adobe Photoshop Ta ixmi. 3100yTi B ibOMY pO3/111i BUCHOBKH
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CTaHyTh (PyHIAMEHTOM JUIsl HACTYITHOTO €Tany poOoTH — 0e3MocepeIHLOTO CTBOPEHHS

Habopy 3D-mogeneii 1 irpoBoro otoueHHs. B pe3ynbrati Oyno chopMOBaHO UiTKe

PO3YMIHHS MOCIITOBHOCTI Al (pipeline) Ta IHCTPpyMEHTIB, 110 Oy/IyTh BUKOPUCTAHI.
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PO3/ILI 2

PO3POBKA TA IHTETPALIS 3D-MOJIEJIEN J1JIS1 KOMITIOTEPHOI I'PHU

2.1 IlinroroBKa 00’ €KTIB JJIA KOMII’IOTEPHOI I'PH

[lepmmii eram — 1e KoHenrtyamsaiis. Mae OyTH 3HAWJEHO BiAMOBIIHI
pedepeHcHI 300pakeHHsI, Ha OCHOBI SIKUX Oy/1e CTBOPEHO HAOIp MOJENEH.

Hpyruit etan — monentoBaHHs. CrioyaTKy CTBOPIOETHCS MapaMeTPUUHA MOJIEb
y nporpami Fusion 360. [{ani BoHa eKCHOPTY€EThCS SIK MOJIroHaIbHA, yepe3 Mol3D.
[Ticns uporo, B Blender, cTBOprotoThCs J1B1 Bepcii MOJIEN - HU3bKOMOJITOHAIIbHA Ta
BHCOKOIIOJIIrOHAIbHA. BucokoironaibHa Oyne BUKOpUCTaHA JUIsl 3alliKaHHS KapTH
HOpMaJen.

Ha tpethomy ertami CTBOPIOIOTBCS TEKCTypHU HJisi 00'€KTa 3a JOMOMOTOIO
Substance 3D Painter, 1o nependauae nomnepenne poropranug mozeni B RizomUV.
Le#t mporiec BKIItOUa€ BU3HAYEHHS 1 PO3MIIIEHHS TEKCTYPHUX KOOPAMHAT HA MOBEPXHI
MOJIeJl, @ TaKOX CTBOPEHHSI TEKCTYp JUIsl BU3HAUEHHS KOJIbOPIB, XapaKTEPUCTUK
MOBEPXHI Ta IHIIUX aTpUOYTIB.

UeTrBepTHii eram — purriir abo CTBOPEHHS CKeJdeTHoi aHiMamii. Tyt
PO3pOOJISIETHCS CKEMET JJIs1 aHIMallii MOEl Ta HOro MPUB's3Ka 0 MOJITOHIB MOETI.

Hanuii etan Oyzae BukoHaHo B Blender ta Unity3D.

Jlnst neMoHCTpallii 3araabHUX MiAX0/I1B Ta METOAUK MOJIEIIOBaHHs OyJia oOpaHa
KOHKPETHa MOJIENIb XOJIOAHOI 30poi, Ha sKii peanizoBaHo I1i metoau. A came M9
Bayonet. BapTo Takox 3a3HaunTH, 10 KiHIICBUH TPOAYKT MO/JICTIOBAHHS HE Ma€ OyTH
TOYHOIO KOMi€0 mpeameTa pedepeHCHOro 300pa)Ke€HHs, TOMY IO 1€ HE € METOI0
JTAHOTO TIPOIIECY; OCHOBHHUM 3aBJaHHSM € Tiepe/iaya 3arajibHuX (PopM 1 TpoIopIiii mpu

30€peKEeHH1 XYI0’KHBOTO Ta TEXHIYHOTO MAXOY 10 MOACTIOBAHHS.
OTxe, B paMKaXx IOTO MPOEKTY TPEIMETOM MOJICITIOBaHHS OyJsia 00paHa HU3Ka
BU/IIB XOJIOJIHOI 30pOi, 110 IEMOHCTpYBaTUME BaplaTUBHICTh 1 BUKOPUCTAHHS PI3HUX

MCTOOHUK.
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| f—202

Puc 2.1 O6pani pedepeHcu 115 MOACTIOBaHHS

Bukonyroun nepiumii erar, mepexouMo 10 0e3mocepeTHhOr0 MOJICTIOBAHHS Y
cepenopuini Autodesk Fusion 360, ne M cmovatky AogaemMo pedepeHcHe
300pakeHHs, AKE€ JOTOMOXKE€ TOYHO JOTPUMYBATHUCA Mpomopuid Ta (Gopmu mnpu
MojentoBanH1. [{e 300paxeHHs po3MINTY€ThCsl Ha BIAMOBIIHIN TUIOIIMHI, MICJISI 4OTO
CTBOPIOEMO CKeTY — KPECIIEHHS, IKEe CIIyTyE OCHOBOIO It CTBOpeHHs Moeni (Puc.
2.2). Ha upomy erami BaxXJIMBO JOTPUMYBATUCh MaciiTady, a TAKOXK YITKO BUSHAUUTH

CUJIyeT 00'eKTa.
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Puc 2.2 CtBopeHnnii ckeTd Ha (hoHI pedepeHcy

[licnss CTBOpEHHS CKEeT4y MEpeXoAMMO [0 BUKOPHCTaHHS orepariif
MOJIeTIIOBaHHs, Takux sk: extrude, combine, loft, fillet Ta chamfer (puc 2.3). [dani
omepariii € GpyHIaMEHTAIbHUMHU TIPU CTBOPEHHI MOJIeJIel TIPEIMETIB, K1 B peabHOCTI

Oyyu 6 BUTOTOBJICHI Ha CTaHKAX 3 YMCIOBUM nporpamHuM kepyBanHsM (UI1K) [30].



© EDI’
Type

Profile:
Start

Directit
Extent
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Taper/

Operal

» Obje

EFETD | @

6)

Puc 2.3 a) BukoHaHHs omnepailii combine 6) TOTOBE J1€30 HOXa

Jlami 3acTOCOBYEMO Ti K METOAM JJIi MOJEIIOBAaHHS PYKOSITI Ta BCIX IHIIHUX

€JIEMEHTIB JaHoro HOXa (puc 2.4).
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Puc 2.4. I'oroBa Mmoxens Hocka M9 Bayonet

B ananoriuamii crmocié CTBOPIOEMO MOJIEII HOXa Ta BEIMKOTO Meda (puc 2.5).

6)

Puc 2.5. 'oToBi Mojieni: a) HOka 0) BEIMKOT0 Meva
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HactymanM kpokom ekcrioptyemo moeis i3 Fusion 360 1o Mol3D y dopmari
“.iges” NI MOAANBIIOrO HANAIITYBaHHS SKOCTI T€OMETpIi, IO JIO3BOJMTH OLIBII
THYYKO KOHTPOJIIOBAaTH IIUIBHICTH CITKM mpu Tpuanrymsuii [31]. Ile € BaxmuBum
OiArOTOBYMM eTamoM mepen immoptom y Blender, ne mMu Oymemo cTBOproBaTH

BHCOKOTIOJIITOHAJIBLHY Ta HU3BKOIIOIITOHAJIbHY Bepcii mojeni (puc. 2.6).

OO60B’s13K0BO 30€piracMo MOJIEb y JABOX BapiaHTax PO3AUIBHOCTI — 3 BUCOKOIO
UIIJIBHICTIO CITKH JJISl 3alliKaHHS HOpMaJiel 1 3 ONTUMI30BaHOIO KUIBKICTIO MOJIITOHIB
JUTsl BUKOpPUCTaHHs y rpil. Takuii miaxia nae 3Mory 3a0e3NeuuT SKICTh Bizyai3allii
0e3 HaAMIPHOTO0 HaBaHTAXKEHHs HA CUCTEMY, OCOOJIMBO y peasibHOMy 4aci. KpiM Toro,
11 MOJICTITY€ TIOAJIBIIN €Talu TEKCTYpyBaHHs Ta cTBOpeHHs UV -po3ropTKH, OCKITBKA
o0OuJIB1 Bepcii MoJieNli MalOTh CHUIbHE MOXOJKEHHS 1 JIETKO CIIBCTABJIAIOTHCS TPHU

3amikaHH1 kapT y Substance 3D Painter abo aHanOTr1YHUX IHCTPYMEHTAX.

S|

Mol - g x
+ Objects

ckbypas Poly count: 24553
| Styles 8 Point count: 28465

5[] Levelt

Draw curve Draw solid

7 O O

Lines Freeform Rect Polygon
Crdes  Arc  Elipse  More
Edit  View  Select

|
‘ - -
|
|

. v
Join  Separate Tnm Extend
+ .
)

=

Showpts Addpt Copy Paste

2, 9

x Hide  Lock Hstory

0 More Congtruct  Transform

polygons % @ (E/j &

Boolean Filet  Offset Planar

w Y D

Extrude Revolve Loft  Sweep

2O Do

Blend Nsided Network Curve

polygons
Output: | Quads & Triangles »
Display: | Shaded + edges »

V) Weld vertices along edges

Angle: 3

Divide larger than: 10 Al -
Avoid smaller than: 1 SubD. Dim
Aspect ratio limit: 4

oK ‘ cancel |

TEH o™

Fle |Save Undo Redo

X | spitc |30 Top Front Right
Delete = 9

9,03

-209.62 0

mm <

mm Grid Straight Object
Snap Snap  Snap

Puc 2.6. HanamryBaHHsI SIKOCT1 MOJIEIII.

* 0

Options Help 7

Browser



35
TGHCp, MalO4YH ITOJIIrOHAJIBEHE IMpCaACTAaBJICHHA MOIIGJIi, MOJKCMO IICPEXOAUTH o0

podorn B Blender. Immopryemo daiin y 3pydHomMy s mporpamu  (opmari,
Hanpukian, .fox ado .0bj, 30epiraroun BuxigHy Tomosoriro Ta MacmTad. CTBOPHUMO
BIJIMOBIAHUHN CTeK MOAU(IKaTOPIB s TeHEpallli BUCOKOIOIIroHaIbHOT Moaeni (Puc.
2.7), 3okpema 3actocyemo Subdivision Surface nmns 3rimamkyBaHHS TeoMeTpii,
Remesh — s mepeOy1oBH CiTKM MOJIENI 3 PIBHOMIPHUM PO3IIO/IJIOM TOJIITOHIB, Ta
Corrective Smooth — s 101aTKOBOTO 3IVI/PKyBaHHS Ta YCYHEHHS apTedakTiB
MICIs PEMEIIMHTY. 3a MOTpPeOH TakoX MOKe OyTH BUKOPUCTaHUN MOAu(IKaTop
Decimate, 110 103B0JIsI€ 3MCHIINUTH KiJIBKICTh MOJITOHIB, HE BTpavyalou IpU I[bOMY

3arajibHy (popMy 00’€KTa, 1 MOKPAITUTH BIATYK MPOrpaMH Ha ClIabIINX CUCTEMaXx.

Takuif miaxiJ JA03BOJIAE CTBOPUTH JIETAli30BaHy BEpCIIO MOJENl, sKa
CIyTryBaTHUME JIKEpPEJIOM TMpH 3alikaHHI KapTh HOpMasledl Ha ONTUMI30BaHUMH,
HU3BKOMOJIITOHAIBHUM BapiaHT. BaxIMBO CiiIKyBaTH 3a TUM, 11100 yc1 Moau(iKaTopu
HE MPU3BOAWIM N0 AedopManiid abo MOpyLIEHHsS MEPBUHHMUX MPOIOPIii, a TaKoX
30epiraJii KOpPEKTHY TOMOJIOri0, HEOOXiAHy st mnojanbioi UV-po3ropTku,
3amiKkaHHs KapT Ta TEKCTYpyBaHHS B 30BHIIIHIX Iporpamax, Takux sik Substance 3D

Painter.

Subdivision YilE@Q -
Remesh il

CorrectiveSmo... il
Decimate =
Collapse Un-Subdivide Planar
Ratio 0.1000

Symmetry
Triangulate

Vertex Group §s

Face Count: 626753

Puc 2.7. Ctex moaudikatopis. ['0ToBa BUCOKOONITOHATbHA MOJIENb.
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Jlani cTBOPIOEMO HU3BKOIOJIITOHAIBHY MOJENb. sl IbOTO IMIIOPTYEMO (paiin

MOJIETl 3 BIAMOBITHOIO PO3JAUIBHICTIO, 1 BHKOHYEMO TIPOIIEC OYMIICHHS Ta

TpuaHryssuii citku moaeni (Puc 2.8).

er Perspective
(1) m9 | Body7.001

X
=
v
v
v
v o
o
v
yo
L
o
v

Hecd pron

Puc 2.8. HuzpkomnosmiroHajisHa MOJAENb.

OTxe, y Hac € Bce HeoOXiaHe, mo0 MepelTH J0 HACTYIMHOTO eTamy —
TekcTypyBaHHs. llepen mum mu ctBopuMo 6a30By UV-po3ropTky B mporpami
RizomUV, sika no3Bosisie 3pyuHo po3ropTatu 3D-Moeni, ONTUMI3YI0YH PO3MILIICHHS
UV-octpogiB [32]. IIpaBuibHO migrorosieHa UV-po3ropTka € KpUTHYHO BaXKIUBOIO
JUISL IKICHOTO 3aliKaHHS KapT 1 MOJAJbIIOr0 HAHECEHHS TEKCTYpP, OCKIJIbKM BOHA
BU3HAYa€, SK camMe TeKcTypu(kaptu Hopmaiei, roughness, albedo Torno)
MPOEKTYBAaTUMYThCsl Ha moBepxHIO Mmogneni. Ilicns ekcnopty UV-po3roptku Mu
3MOKEMO TIEepPEeUTH 10 eTamy 3amikaHHs TekcTyp y Substance 3D Painter Ta
JETaIbHOTO TEKCTYPYBaHHs MOJIEN1 3 ypaxXyBaHHSIM MaTepialiiB, 3HOLMIEHOCTI MOBEPXHI1

Ta XyJ0XKHIX aKkIeHTIB. (puc 2.9).
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Files Edit Select Unwrap Transform Packing Groups Trimsheet Window Scripting Help
‘s Seams Unwrap Projections

Puc 2.9. ®inansuuii Bapiant UV-posroptku B RizomUV.

Matouu rotoBy UV-po3ropTky, MOKHA MEpPEUTH JO €Tally 3amiKaHHS KapTH
HOpMaJlel Ta TeKCTypyBaHHs Mozeni. Lle 3ymoBieHo tum, mo came UV-po3roptka
BH3HAYA€E, SK TEKCTYpu OYIyTh TMPOEKTYBATUCA Ha ToBepxHIO 3D-Moxeni,
3a0e3neuyroun KOPEKTHE B1IOOpaKEHHS JIeTaIe MaTepialiB 1 pe3ysIbTaTiB 3amiKaHHs
Ha ii reoMeTpii.

ImmoptyeMo Hu3bKOMOJITOHATBEHY MoJienb y Adobe Substance 3D Painter, ae
po3modnHaEMO 3 etamy 3anmikanus kapt (baking). [TepexoaumMo B pexxum 3amikaHHs
1 y BIJMOBIJHOMY BiKHI OOMpaEMO HAIlly BHCOKOMOJIrOHAJLHY mMoaedb ik “High
Definition Mesh”, ska ciayryBaTume DKEpPEIOM TI'€OMETPUYHOI aeTamizamii yis
MEPEHECEHHsI Ha CIpolIeHy CiTKy. OO0B’S3KOBO CTaBUMO Talouky HaBmpoTu “Use
Cage”, 1110 103BOJII€ KOHTPOJIIOBATH MEXI1 3alliKaHHS i YHUKATH apTe(]aKTiB.

Hani nanmamrtoByemo mapamerpu Max Frontal Distance ta Max Rear
Distance, ski BU3HA4YalOTh JOMYCTHMY BIiJCTaHb BiJ MOBEPXHI HU3bKOMOIITOHAIBHOT
MOJIeJi 0 BHUCOKOIOJITOHAIBHOI B HANpsIMKax crepeay Ta 33amy BiamoBigHo (Puc

2.10). 111 3HadeHHs BapTO MiAIOpaTH 1HAMBIIYAILHO 3aJI€KHO BiJ MacuiTady mMojeni
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— 3aHaATo MaJtl 3HaUCHHS MOXXYTb IIPU3BCCTHU 1O HCIIOBHOTI'O IICPCHOCY I[GT&J'IG?I\/’I, TOI[i

SK HAATO BEJIWKI — JI0 3MIIIyBaHHS HeOakaHMX ejeMeHTIB. Iliciis HajamTyBaHb
3aIycKaeMo TIpollec 3amikaHHs ocHOBHUX KapT: Normal, Ambient Occlusion,
Curvature, World Space Normal Tta iH., sKi B  IOJAJbIIOMY
BUKOPUCTOBYBAaTUMYTbCA JUIA TeHepalii wmartepianiB, €(eKTiB 3HOIIEHOCTI Ta

JeTam3alii TeKCTyp.

18 Adabe Substance 3D Panter - Unity HD Render Pipeline (Metallic Standard) (Read only) 8 X

Bake selected textures v ( Returm to painting mo-

Puc 2.10 HanamryBanns cage Ta 3amikaHHs TEKCTYPHHUX KapT

1@ Adobe Substance 30 Paintes - Unity HO Render Pipeline (Metallic Standard) (Read onl) o X

Puc 2.11 Pe3ynbTar 3amikaHHs KapTh HOpMaJien
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Tenep nepexoaumo B pexkum MmajgwoBaHHs (Paint Mode) Ta cTtBOproemo

TEKCTYpH Juisl Hamoi moaeni. O6upaemo 0a3oBuii marepiaja (Smart Material a6o
crangaptauii  Fill Material) 3 6i6miotreku Adobe Substance 3D Painter Ta
HaKJIaJIaEMO MOT0 Ha BiJMOBIIHY YACTUHY MOJICIII.

BuxopuctoByemo iHcTpymMeHT MmackyBanHs (Mask) — 11e 103Bodsi€ 130110BaTH
OKpeMi TUISTHKU 00’ €KTa, K1 MOTPeOyIOTh PI3HOTO TEKCTYPHOTO 0(OPMIICHHS.

Jani neranpHINIE HAJIAIITOBYEMO BIJIACTHBOCTI Martepialy 100 JOCATTH
O0axkaHoro BizyaiapHOro edekrty. [lo Mipi mpocyBaHHsS [0Ja€EMO JOJATKOBI IIApH,

e(deKTH 3HOLIEHHS, MOAPSINUHU a0o OpyA st CTBOPEHHS OLIBII PEaiCTUYHOTO

30BHIIIHBOIO BUIIISAY. B pe3ynbpTaTi po3poduiu Teketypu aiia moaen (Puc 2.12).

Puc 2.12 Mopnenp HO)ka M9 3 TOTOBUMH TEKCTypaMu

Tenep BaKJIMBO NPaBUIIBHO €KCIIOPTYBATH TEKCTYPH, 10O BOHU OyJIM CYMICHI 3
obpanum render pipeline B Unity. 3anexHo Bij TOro, 44 BUKOPUCTOBYEThCs Built-in
Render Pipeline, Universal Render Pipeline (URP) uu High Definition Render
Pipeline (HDRP), uabip i hopmaT TeKCcTyp MOXKe Aemio BiapizHsaTuch (Puc 2.13).
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Puc 2.13 IIpuknaa KopucTyBalbKUX HaJallITyBaHb AJis cepenoBuiia Unity

Y Adobe Substance 3D Painter nepexoaumo a0 BikHa Export Textures, ae B

noJti Config oOupaeMo BiAMOBIIHUH 11A0JIOH SKCIIOPTY, HAPUKIIAI:
— Unity 5 (Standard Metallic) — gusa Built-in RP.
— Unity URP — mnis Universal Render Pipeline.
— Unity HDRP — nnsa High Definition Render Pipeline.

Axmo noTpiOHOro mablioHy HEMae, MOKHA CTBOPUTH BIJIACHWM, BKa3aBILU
MpaBWJIbHI HAa3BM Ta MpU3HAYCHHS TeKCTypHux kaHamiB. [[ns URP, manpuxnan,
3a3BUYail €KCIIOPTYIOTHCS TaKl KapTH:

— Base Color. Mictuts Koiip.
— Mask Map (ORM). Mictuts Metallic (B), Occlusion (R), Roughness (B)
— Normal Map. Mictuts BEeKTOpH HOpMAJICH.

[Ticns BuGopy mabIoHY BKa3yeEMO pO3AUIbHY 3AaTHICTh (HANpHUKIAL,

2048x2048 a6o 4096x4096), hopmar daitnis (.png ado .tga) Ta MIILOBY JUPEKTOPIIO

excriopty (Puc 2.14). ExcriopToBani TeKCTypu MoTiM iMOopTytotbes B Unity, ne ix
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HEOOX1THO TPaBUJILHO IPU3HAYUTH BIATIOBITHUM CJIOTaM y MaTepialii, CTBOPEHOMY Ha

ocHOBI oOpanoro mielaepa (Hanpukian, Lit Shader mns URP). Ile 3a0e3neunts
KOPEKTHE BIIOOpaXCHHS MaTepiaiiB Ta 30€peKeHHs BCIX Bi3yaJlbHUX BIIACTUBOCTEH

Mozenm y (piHaTbHOMY CEpeIOBHIIII.

Material
SETTINGS  OQUTPUT TEMPLATES  LIST OF EXPORTS

VoL

» QN
B N % M m

X e @@

@
=3
[0
8]

Save settings

Version: 9.1.1 (OpenGL)

Puc 2.14 Ilepenik eKCIIOPTOBAHUX TEKCTYP

TakuM 4MHOM, Ma€EMO TOBHICTIO TOTOBY /10 BUKOPHUCTAHHS B I'POBOMY pYIIii
Mozelb Hoka M9, sika BKIIIOUa€e ONTUMI30BaHy reoMeTpito, KopekTHy UV -po3roptky
Ta Habip TEKCTyp, cymicHUX 13 Unity.

Jlami BHKOHYEMO aHAJIOTI4HI MAii JJIS MATOTOBKM IHIIMX JBOX MOJENEH,
MOBTOPIOIOYM eTanu ontuMizanii, UV-po3ropTku, CTBOPEHHS BUCOKOMOJIITOHAIBHOT
Bepcii, 3amikaHHs TSKCTYPHUX KapT 1 TekctypyBanus B Substance 3D Painter (Puc.

2.15).



& quai oject - Sample inu - Unity 6 (6000.0291)* <OX11> - 8 x

File Edit Assets GameObject Component Services Jobs Window Help

Puc 2.15. Hab6ip mozeneii y BikHi ipoekty Unity

2.2. IuTerpauisi MmoaeJieil y irpoBuii pyuuiii

[IIo6 BiAMOBIAHUM YMHOM peayi3yBaTH pO3poOJeHUil Hallp Mojenei, Oyio
NPUIHATO PpIMIEHHA CTBOPUTU 1HTepdelc 1HBEHTapsd 3 (YHKLIOHAJIBHICTIO
MEPETATYBAHHS Ta EKIMIPYyBaHHS MPEIMETIB, 110 3a0e3leuye 1HTEerpaumilo Mojeneu
Oe3mocepeIHbO B IrPOBUI MPOIIEC.

Otxe, (iHaMBHUN pe3yJbTaT BKIIOYATHUME peajizallilo irpoBUX MEXaHiK,
30KkpeMa (PYHKIIIOHAJIBHOTO 1HTep(dEicy 1HBEHTaps 3 MOKIIUBICTIO EKIMpyBaHHS
MpeaMeTiB muisixoM ix mepersryBanHs (drag and drop) mo BimmoBigHOI 00JacTi
nepcoHaxa.

Jlist IbOTO HaM 3HAOOWTHCS 3pydyHa CTPYKTypa mamnok B mpoekti Unity. B
KOpEHEBI mamniii NpoekTy ctBopuMo nanku: Icons, InventoryLogic, Models ta Prefabs
(Puc. 2.16).

° Icons — TyT 36epiratoThcs CpaiTé Ta ePeKTH.

° InventorylL.ogiC — J1s BCiX CKPHIITIB.
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° Models — mas Moaeneii, a TaKoK TEKCTYP 1 MaTepiaiB.

° Prefabs — mas npedabiB Mmoenei.

P € 0O

Assets

lcons Inventory lo... Prefabs

Models

Settings Tutoriallnfo [ Charact..

&

Readme

Im Packages

Puc 2.16 ®aitnoBa cTpyKTypa NPOEKTY.

Po3pobxka intepdeiicy xopuctyBaua (Ul) iHBeHTapsi movanach 31 CTBOPEHHS
rpadiyHOro MakeTa Ta CrpaiTiB IpeaMeTiB. MakeT 0yJio peani30BaHO y 30BHIITHbOMY
rpadgivHOMY peaKTOpi, a B SKOCTI CIIPANTIB OYJI0 BUKOPUCTAHO PEHACPU MOJEIIEH 3
BusioMm 3ropu (Puc. 2.17). Jlanuii makeT € citkoro 20x25, ta mae po3mip 625x500

nikceniB (Puc. 2.18).



Puc 2.17. Pennepu mojzienei 3 BUAOM 3ropu

Puc 2.18 Citka iHBeHTapHI.

44
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HactynHum eramoM ctano HamamTyBaHHS CiTku y cepemoBuimi Unity. s
poro Oysio ctBOopeHo ckpunt InventoryGrid, skuii BimmoBigae 3a yIpaBITiHHS
KOMipKaMH 1HBeHTaps (nuB. JogaTok A).

[Ticns mporo Oynio po3pobiieHo kimac Inventoryltem, mo MicTuTh gaHi Mpo
npenMeTu (Ha3By, po3Mip, iKOHKY, mpedad moneni) (auB. Homatok b). Lleit kiac €
OCHOBOIO /IJIsl CTBOPEHHS] KOHKPETHUX MPEAMETIB 1HBEHTApSI.

3 MeTo10 3a0€e3MeYeHHs B3aeMO/Ii1 KOPUCTyBaya 3 peIMeTaMu OyB CTBOPEHHI
ckpunt Draggableltem, sxuit peanizye intepdeticu Unity: IBeginDragHandler,
[DragHandler ta IEndDragHandler (muB. [donmatox B). Lleit ckpunt 3abe3nedye
MEPETATYBaHHS MPEAMETIB y MEXKax IHBEHTaps, MEPEBIPKY OMYCTUMHUX MEX
pO3MiIIeHHs Ta (IKCaIliI0 MPEIMETIB Y KOMIpKaXx.

JIist miACBITKA KOMIPOK I1J] Yac MEpPEeTATYBaHHsS MpPeIMETIB OyJIo peasii30BaHO
ckpunt CellHighlighter (auB. Jomatox I'). Llefi ckpunT BH3HA4Ya€e Ta MiJACBIYYyE
MOTEHIIITHI KIIITHHKH, Y SIK1 MO’KHA PO3MICTHTH MIPEJAMET, CIIPOITYIOYH KOPUCTYBavEB1
B3a€EMOJIII0 3 1HTEpdeiicoM. B sKOCTI KonbOpy mijicBIYeHHS Oysio oOpaHO 3eJeHHM
KOJIp 3 CEPETHBOIO MTPO30PICTIO.

[TapanenpHO OyJI0 CTBOPEHO CHCTEMY EKilipyBaHHS NMEpCOHaXKa MPEAMETaMU 3
iaBeHTaps. st boro Oyuo peanizoBano EquipSlotUl — ckpunr, mo npuiimMae noiiro
OnDrop Ta nepenae iHpopMaIlio Mpo MpeaMET I0 MEHEIKepa eKimipyBaHHs (IUB.
Honatoxk JI). EquipmentManager BiamoBimae 3a posmimeHnHs 3D-mopaenei
MpeaAMETIB y py1li nepconaxa (nuB. lonatox E).

Jns iHTerpaiii nmepcoHaxka B iHTepdelic 1HBeHTapsi OyJI0 CTBOPEHO OKpEMY
kamepy (UICamera), sixa BinoOpaxkae 3D-moznens nepconaxa Ha Ul 3a monomororo
RenderTexture Ta komnonenta Rawlmage (Puc. 2.19).

OcTtanHiM eTanioM OyJl0 TPOBEACHO TECTYBAaHHS Ta IHTErpalil0 BCIX
KOMITOHEHTIB y eauHy cuctemy (Puc. 2.20). [1ix gac miporo eramy Oyyio BUSBIEHO Ta

BUPIIICHO HU3KY TEXHIYHUX MPOOJEM, MOB'SI3aHUX 3 BIJOOPaKEHHSAM IPEAMETIB Y
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MeXax 1HTep(deiicy, B3a€EMOJIEI0 CKPUINTIB, HAJAIITyBaHHSAM MacIITaOyBaHHS Ta

po3MillieHHs1 Mozeel y poctopi Unity.

3 i
e
Open

-

-

Clamp

Bilinear

None

Puc 2.20 JlemoHcTpalisi CITKM iHBEHTaps Ta (PYHKIIT eKiMipyBaHHS MPEAMETA.

3aBIAKY YITKIM CTPYKTYpI KJIACIB Ta CKPUIITIB, @ TAKOX MOCIIJIOBHOMY IMIAXOIY

710 HanamTyBaHHs kKoMnoHeHTiB Ul, Oyyio cTBOpeHO HaliiHy, THYYKY Ta IHTEPAaKTUBHY
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CUCTEMY 1HBEHTAaps, IO JO3BOJISIE JIETKO YIPABJSATH EKIMIPYBaHHSIM IEpPCOHaXKa B

I'POBOMY CEPEJIOBHIII].

BucHoBku 10 po3aiiy 2

Y npyromy po3aiii KBami(ikamiifHOi poOOTH PO3TISHYTO JNETAIbHUN MpOoLec
CTBOpeHHS Ta iHTerpauii 3D-moneneil ans KOMITIOTEPHOI TpH, IO BKIIOYAE
KOHIIETITyali3aliio, MapaMeTpuyHe MOJICIIOBAHHS, ONTHUMI3allll0  T[EOMETpIi,
TEKCTYpYBaHHS Ta peaji3alliio iIrpoBUX MexaHik y pymi Unity.

I1i1 yac BUKOHAHHS TIOCTABJICHUX 3aBAaHb OYJIO 3/IIMCHEHO:

KOHIENTYaJIbHUI TMOIIYK pePepeHCHUX 300pake€Hb, IO CTAaB OCHOBOIO ISt
CTBOpEHHS BIANOBIIHUX 3D-Mozeneit XomoaHoi 30poi;

napameTpuiHe MOJIeIIOBaHHs 00'eKTiB y cepenonuiii Fusion 360 13 moaaibIioo
onTuMizaiiero reometrpii uepe3 Mol3D Ta Blender. Ile no3Bonuno cTBOpUTH
BHCOKOTIOJIITOHAJIbHI Ta HU3bKOTIOJIITOHAIBHI BEpCii MOJICIICH;

po3po6siero UV -po3roptku B iporpami RizomUV, 1m0 3a06e3meunsio npaBuibHe
HAKJIQJIaHHSA TeKCTyPHUX KapT Ha 00’ €KT;

BUKOHAHO TEKCTypyBaHHS Mmojenedt y Substance 3D Painter 3 momnepenHim
3amikaHHsAM KapT HopMaiieit, Ambient Occlusion, Curvature Ta iHIINX;

€KCIIOPTOBAHO TEKCTYpPH BIJANOBIIHO 10 BUMOT peHuep-naimiaitny URP, mo
3a0e3Mneynsio KOpeKTHE BiToOpakeHHsI MaTepialiiB Mojienell y irpoBomy pyiii Unity;

peali3oBaHO cHCTeMy 1HTerparii mojene B Unity, BKIIOYaOUM CTBOPCHHS
inTepdeiicy iHBeHTaps 3 (QyHKIIOHATBHICTIO mepersaryBanHs (drag-and-drop),
eKiMpyBaHHS MPEIMETIB, a TaKoX Bizyam3auilo 3D-Mozgen mnepcoHaxa uepes
RenderTexture.

3aBASKH CUCTEMHOMY MIIXOAY Ta BUKOPUCTAHHIO CyYacHMX 1HCTPYMEHTIB JJIst
ctBopeHHs1 3D-Mozeneit Baanocs po3poOUTH 3pydHy W THYUYKY CHUCTEMY, SIKY JIETKO
JIOTIOBHIOBATH HOBUMHU 00'ekTaMu Ta €(EKTUBHO BHUKOPHCTOBYBAaTH B IrPOBOMY

MIPOEKTI.
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BUCHOBKH

VY xoxa1 BUKOHaHHS kBajiikaiiitHoi po6oTu O0y0 JOCATHYTO OCHOBHOI METH —
OOrpyHTOBaHO BHOIp LITBOBOIO IrPOBOrO pYIIis, METOAIB, 1HCTpyMeHTiB 3D-
MOJICJTIOBaHHSI Ta PO3POOJEeHO HAOIp TPUBUMIPHUX MOJCJICH, ONTHMI30BAHUX JIJIs
BUKOPHUCTAHHS y CyYaCHUX ITPOBUX PYIIIsX.

[Tig yac mocmiKEHHs MPOBEICHO aHaJi3 CydyacHUX MeTo 1B 3D-MoientoBaHHs.
3’sCOBaHO TEepeBar Ta HEJOJIKK MOJITOHAIBHOTO, MapaMEeTPUYHOTO, IUGPOBOTO
JIIUIGHHA Ta TPOIEIYPHOTO MOJETIOBAHHSA, BCTAHOBJICHO IXHIO NOIUIBHICTH ISt
PI3HHX €TalliB CTBOPEHHS IrPOBUX 00’ €KTIB. 30KpeMa, BUBHAYEHO, 1110 JJI1 CTBOPEHHS
BHUCOKOSIKICHUX  MOJIEJIE TMpEeAMETIB IrPOBOTO  OTOYECHHS ONTUMAJIBHUM €
KOMOIHOBAaHMUM TMIJXiJ 13 3aCTOCYBaHHSIM MapaMETPUYHOTO MOJEIIOBaHHS, IS
JOTPUMAHHS TOYHOCTI (OpPM Ta MPOMOPIIIA, 1 MOJITOHAIBHOTO — JJISl MOJAIBIION
ONTUMI3allli, Ta MOXKJIMBOCTI IHTETPallll MOJIEJI B CEPEIOBUIIE PO3POOKHU Irop .

Byno mpoBeneHo orisig Ta MOPIBHSHHS MPOBIIHUX MPOTPAMHUX IMAKETIB AJIs
mozaemtoBaHHsl (Blender, 3ds Max, Maya, Fusion 360, Houdini, Plasticity),
tekctypyBaHHsi (Adobe Substance 3D Painter, 3DCoat, Marmoset Toolbag) Ta
irpoBux pymniB (Unity, Unreal Engine, CryEngine). BpaxoByrouu xputepii
JOCTYITHOCTI, (PyHKITIOHAIBHOCTI Ta e(eKTUBHOCTI, Oyyno obOpano Fusion 360 mms
MMOYaTKOBOTO €Taly IMapaMeTpudHoro wmojentoBaHHs, Blender mns onTumizarii
noxiroHanbHOl Mojzeni, RizomUV ms ctBopenns UV-posroptku, Adobe Substance
3D Painter qyst TekcrypyBanHs Ta Unity amst iHTerpamii Ta Bi3yali3allii CTBOPEHUX
MOJICIeH.

Po3pobieno Habip Moxenmel xoyogHOi 30poi. BukoHaHO TTOBHHMM ITHKII
pPO3po0OKH, 10 BKIIIOUAB MOIIYK pedepeHciB, mapaMeTpuiyHe MoJienoBanHs y Fusion
360, ontumizariito reometpii y Blender, posropranus UV B RizomUV, 3anikanns
TEKCTYPHHX KapT Ta TeKCTypyBaHHs y Substance 3D Painter.

Po3pobiieni Mojeni Oy YCHIIIHO iHTErpoBaHi 10 irpoBoro pyimis Unity.

PeanizoBaHo inTepakTUBHMI 1HTEpdeiic iHBeHTaps 3 GyHKIIEIO nepeTsaryBanns (drag-
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and-drop), 1110 103BOJISIE CKIMIPYBATH CTBOPEHI MOJIEIIi Oe3MocepeIHbO Ha IIEPCOHAaXa.

I{s1 cucTema 3abe3nedye He JIMIIIE JEMOHCTpAIliI0 BI3yaJIbHOI CKJIaI0BOT MOJIeseH, a i
MPaKTUYHY B3a€EMOJIII0 KOPUCTYBa4a 3 IrPOBUMHU 00’ €KTaMH Y PETbHOMY 4Yaci.
[lepcriekTBaMu  TOAAIBIIMX  JOCHIDKEHb € TOIJIMOJICHHS  IHTerpartii
MPOIIETyPHOTO MOJICITIOBAHHS, aBTOMATH3aIlisl TPOIIECIB CTBOPEHHS Ta ONMTHUMI3arii
reoMeTpii, a TAKOK EKCIIEPUMEHTH 3 1HIIIMMHU CYYaCHHUMH ITPOBUMU PYIIISIMHA, TAKUMHU
sk Unreal Engine 5, 3 BuKopucTanHsM Horo HOBITHIX TexHouori# (Nanite, Lumen). Le
JIO3BOJIUTh TMOKPAIIUTH PO3YMIHHS MOXJIMBOCTEH ONTHUMI3AIlli €TaliB CTBOPEHHS
ITPOBOTO KOHTEHTY Ta IMOKPAlIUTH Bi3yallbHI Ta I1HTEPAKTUBHI XapaKTEPUCTUKH

MaiOyTHIX MPOEKTIB.
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JTOJATKH

Honmatox A
using UnityEngine;

public class InventoryGrid : MonoBehaviour
{

public int width = 14;

public int height = 22;

public int cellSize = 25;

private bool[,] cells;

private void Awake ()
{
cells = new bool[width, height];

public wvoid ClearItemArea(int x, int vy, int itemWidth, int
itemHeight)

{
for (int 1 = x; 1 < x + itemWidth; 1i++)
{
for (int j = vy; jJ < y + itemHeight; j++)
{
cells[i, Jjl

false;

public bool CanPlaceltem(int x, int vy, int itemWidth, int
itemHeight)

{

if (x <0 |] y<O0 ]] x + itemWidth > width || y + itemHeight
> height)

return false;

for (int i = x; 1 < x + itemWidth; i++)

{
for (int j = y; J < y + itemHeight; Jj++)
{

if (cells[i, Jj]) return false;



return true;

public wvoid Placeltem(int x, int vy, int itemWidth,
itemHeight)
{
for (int 1 = x; 1 < x + i1temWidth; 1i++)
{
for (int j = y; jJ < y + itemHeight; j++)
{

cells[i, Jj] = true;

public Vector?2 GetCellPosition (int x, int vy)
{

return new Vector2(x * cellSize, -y * cellSize);
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Jonatok b

using UnityEngine;

[CreateAssetMenu (fileName = "NewItem", menuName = "Inventory/Item") ]
public class Inventoryltem : ScriptableObject

{

public
public
public
public
public

string itemName;

int width;

int height;

Sprite icon;

GameObject modelPrefab; // 3D-mMomesb
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Jlomarok B

using UnityEngine;

using UnityEngine.EventSystems;

public class DraggableItem : MonoBehaviour, IBeginDragHandler,
IDragHandler, IEndDragHandler

{
private
private
private

private
private
private
private
private

RectTransform rectTransform;
CanvasGroup canvasGroup;
Vector?2 originalPosition;

InventoryUI inventoryUI;
InventoryItem itemData;
InventoryGrid grid;
CellHighlighter highlighter;
RectTransform gridRectTransform;

public InventoryItem ItemData => itemData;

private

{

void Awake ()

rectTransform = GetComponent<RectTransform> () ;

canvasGroup = GetComponent<CanvasGroup> () ;

if

(canvasGroup == null)

canvasGroup = gameObject.AddComponent<CanvasGroup> () ;

inventoryUI = Object.FindFirstObjectByType<InventoryUI>();

if
{

grid

if
{

(inventoryUI == null)

Debug.LogError ("InventoryUI not found");
return;

= inventoryUI.grid;

(grid == null)

Debug.LogError ("InventoryGrid not assigned in

InventoryUI");

return;

gridRectTransform = grid.GetComponent<RectTransform> () ;
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highlighter = grid.GetComponent<CellHighlighter> ()
if (highlighter == null)
{

Debug.LogError ("CellHighlighter not found on
InventoryPanel");

return;

ItemUIReference refComponent =
GetComponent<ItemUIReference> () ;

if (refComponent == null)

{

Debug.LogError ("ItemUIReference component missing on

ItemUI");
return;
}
itemData = refComponent.itemData;
if (itemData == null)

{

Debug.LogError ("ItemData not set in ItemUIReference");

public void OnBeginDrag (PointerEventData eventData)

{
originalPosition = rectTransform.anchoredPosition;
canvasGroup.blocksRaycasts = false;

Vector?2 gridRelative = originalPosition -
gridRectTransform.anchoredPosition;

int 0ldX = Mathf.FloorTolInt (gridRelative.x /
grid.cellSize);
int o0ldY = Mathf.FloorTolInt (-gridRelative.y /

grid.cellSize);

grid.ClearItemArea (0ldX, oldY, itemData.width,
itemData.height);

}

public void OnDrag(PointerEventData eventData)
{

rectTransform.anchoredPosition += eventData.delta;
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canvasGroup.blocksRaycasts = false;

Vector?2 gridRelative = rectTransform.anchoredPosition -
gridRectTransform.anchoredPosition;

gridRelative.x -= (itemData.width * grid.cellSize) / 2f;
gridRelative.y -= (itemData.height * grid.cellSize) / 2f;

int x = Mathf.FloorToInt (gridRelative.x / grid.cellSize);
Mathf.FloorTolInt (-gridRelative.y / grid.cellSize);

int y

highlighter.ShowHighlight (gridRectTransform, x, vy,
itemData.width, itemData.height, grid.cellSize);
}

public void OnEndDrag (PointerEventData eventData)
{
canvasGroup.blocksRaycasts = true;
highlighter.Clear();

Vector?2 gridRelative = rectTransform.anchoredPosition -
gridRectTransform.anchoredPosition;

gridRelative.x -= (itemData.width * grid.cellSize) / 2f;
gridRelative.y -= (itemData.height * grid.cellSize) / 2f;

int x = Mathf.FloorToInt (gridRelative.x / grid.cellSize);
Mathf.FloorToInt (-gridRelative.y / grid.cellSize);

int y

if (x <0 |] v <0 || x + itemData.width > grid.width || vy
+ itemData.height > grid.height)
{

rectTransform.anchoredPosition = originalPosition;

Vector?2 oldRelative = originalPosition -
gridRectTransform.anchoredPosition;
Mathf.FloorToInt (0oldRelative.x /

int ox
grid.cellSize);

int oy Mathf.FloorToInt (-oldRelative.y /

grid.cellSize);

grid.Placeltem(ox, oy, itemData.width,
itemData.height) ;
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return;

if (grid.CanPlaceltem(x, y, itemData.width,
itemData.height))
{
rectTransform.anchoredPosition =
grid.GetCellPosition(x, V)
grid.Placeltem(x, y, itemData.width, itemData.height);
}
else
{

rectTransform.anchoredPosition = originalPosition;

Vector?2 oldRelative = originalPosition -
gridRectTransform.anchoredPosition;

int ox = Mathf.FloorToInt (oldRelative.x /
grid.cellSize);

int oy = Mathf.FloorToInt (-oldRelative.y /
grid.cellSize);

grid.Placeltem(ox, oy, itemData.width,
itemData.height) ;

}
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Jonarok I'
using UnityEngine;
using System.Collections.Generic;

public class CellHighlighter : MonoBehaviour
{

public GameObject highlightPrefab;

private List<GameObject> activeHighlights
List<GameObject> () ;

new

public void ShowHighlight (RectTransform parent, int x, 1int vy,
int width, int height, int cellSize)
{
Clear();

for (int i = x; 1 < x + width; 1i++)
{
for (int j = y; j < y + height; j++)
{
GameObject h = Instantiate (highlightPrefab,
parent) ;
RectTransform rt = h.GetComponent<RectTransform> () ;
rt.sizeDelta = new Vector2(cellSize, cellSize);

rt.anchoredPosition = new Vector?2 (
i * cellSize,
-j * cellSize + cellSize

) ;

activeHighlights.Add (h);

public void Clear ()
{
foreach (var h in activeHighlights)
Destroy (h) ;
activeHighlights.Clear () ;
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Jomarok ]
using UnityEngine;
using UnityEngine.EventSystems;

public class EquipSlotUI : MonoBehaviour, IDropHandler
{

public EquipmentManager equipManager;

public void OnDrop (PointerEventData eventData)
{
DraggableItem dragged =
eventData.pointerDrag?.GetComponent<Draggableltem> () ;
if (dragged != null)
{
Debug.Log ("Item equipped: " + dragged.name);
equipManager.Equip (dragged.ItemData) ;
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Jonarok E
using UnityEngine;
public class EquipmentManager : MonoBehaviour
{
public Transform rightHand;
private GameObject currentWeapon;
public void Equip (Inventoryltem item)
{
if (item == null || item.modelPrefab == null)
{
Debug.LogWarning ("Item or modelPrefab is null");
return;
}
if (currentWeapon != null)
{
Destroy (currentWeapon) ;
}
currentWeapon = Instantiate(item.modelPrefab, rightHand);

currentWeapon.transform.localPosition = Vector3.zero;

currentWeapon.transform.localRotation

Quaternion.identity;

currentWeapon.transform.localScale = Vector3.one;

Debug.Log ("Equipped item: " + item.itemName) ;
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