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BUKOPUCAHHS ENAIEPIB 1JIs1 CTUJII3OBAHUX CIIEH

Peanizamis Ta ontuMizaris meiaepiB s CTHII30BaHUX CIICH € BaXKJIMBOIO
CKJIQJIOBOI0 Cy4YacHO{ KOMIT'FOTEpHOI Tpadiku, OCKIIBKH MIO3BOJSIE HE JIMINE
MOKPAITUTH MPOAYKTUBHICTh, & W BIUIMBATH Ha CpHHHATTA ciieHu [1]. Hletinepn
BUCTYNAIOTh  IHCTPYMEHTOM  XYJOXKHBOTO  TPEICTABJICHHS, BH3HAYaIOuu
OCBITJICHHS, KOJIbOPOBY TAJITPy Ta Bi3yallbHI €(eKTH, IO TepeAaroTh ICBHHM
HacTpiii abo emouiro [2]. 3aBASKM NMpPaBWIBHIA ONTHMI3alil, YHIKaJbHUN CTHIIb
JIOCATAEThCsI 0e3 HAaIMIPHOTO HABAaHTAXKCHHS Ha rpadidyHUi OpPOIECcop, M0 €
0COOJIMBO BaXJIMBUM TPU BHUKOPHCTaHHI IHTEPaKTHBHHX 3acTOCYHKIB [3].
Crunizanis CHeHM uYepe3 IIeiaepu J03BOJIsi€ 3MIHIOBATH il  CIPUAHSATTS,
MiJKPEC/TIOI0YN KJIFOUOBI €IEMEHTH Ta HaJalo4yd I1d IHAUBigyanbHOCTI. Tomy
MIPOBEICHHS TOCTIHKCHD € aKTYaIbHUM U PO3POOHHKIB, SIKi CTBOPIOIOTH €PEKTHI
i atMocdepHi BizyanbHi cBith [1]. MeTolo poOOTH € MPOBEACHHS AOCIiIKEHb,
aHali3, peaiizalis Ta ONTHUMI3allisl CTHIII30BaHUX IneiaepiB y cepemoruml Godot,
IO JI03BOJIUTH 3MIHIOBATU CIPUIHATTS OJHIET W Ti€l X CIIEHW, 3aJal0ud Pi3HMH
HACTpiii Ta BUKOPUCTOBYIOUM TpuiiomMu environmental storytelling. PoGota
CIpsSIMOBaHA Ha CTBOPEHHs e(PEeKTUBHUX TpadiyHUX pillleHb, SKi MeperaBaTUMYTh
eMOILIIMHMI 1 XyNOXHIH XapakTep CIEHHM Oe3 3HAYHOrO0 HABaHTAKEHHS Ha
MPOAYKTUBHICTh. JIOCHIHKEHHS BKIIIOYAE aHAJ3 CY4acHHX METOJIB ONTHUMi3aIii
nreliepiB Ta momryk OamaHCy MK CTHITI3AIi€r0 i e(eKTUBHHUM BHUKOPHCTAHHIM
pecypciB. PesynpraToM Mae cratm HaOip mieiimepiB, SKi MOXHA IHTETpyBaTH y
MIPOEKTH 13 PI3HAMH Bi3yallbHUMH CTHIIIMH, 30€piraroun mpu IbOMy ONTHMAIBHY
MPOAYKTHBHICTS [4].

Jnst TOCATHEHHS MOCTAaBJICHOI METH CIIOYAaTKy HEOOXIJHO CTBOPHUTH 0a3oBYy
cueHy B Godot, 1110 BUKOPHCTOBYETHCS SIK OCHOBA NPH TECTYBAHHS CTHIII30BAHUX
mernepis [4]. CueHa maruMe MiHIManbHI 3MiHH B 3D-MOAensX, OCKUIbKH
TOJIOBHMH aKIEHT poOuTbesi came Ha rpadiuni edexru. Peamizamis melinepis,
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KOKEH 3 SKHX 3MIHIOBaTUME CHPUHHATTS CIEHH, IUIAHYETHCS 13 BIUIMBOM Ha il
aTMocdepy Ta HiATPUMKOIO eMOIliiiHOro 3a0apBieHHS. L{e MOXyTh OyTH edekTH,
SKi IMITYIOTh Pi3HI XyJJOXKHI CTHJI, 4ac 100H, 3MiHy HACTPOIO UM HABITh ICTOPUYHI
HarpsMu. OKpeMuii eran peaiizauii nepegdavyae onTUMI3alitoo MeHaepiB, 3 METOO
JIOCSITHEHHS BIZIMIHHOTO Bi3yaJbHOTO pe3ynbTaTy 0e3 3HaYUHOr0 HaBaHTa)KCHHS Ha
MPONYKTUBHICTE [S5]. OnTuMmizamis mepexnbayae MiHIMI3aIlil0 OOYUCICHb Y
MIKCENbHOMY Ta BEPIIMHHOMY IMIelepax, BUKOPHCTaHHS TEKCTYPHHX AaTIaciB,
e(heKTUBHE YNpaBIiHHSI OCBITJICHHSAM 1 3aTiHeHHAM (puc. 1). Y MiICyMKy KOKEH
CTBOPCHUH IIeHIep Ma€e MpaIioBaTH 3 9aCOM PEHICPUHTY He OibIe HiX 5 MC, 10
€ BOKJIMBOIO YMOBOIO U 3a0e3nedeHHs CTablIbHOT MPOAYKTUBHOCTI clieHH [6].

Base Color Post Process Input Scene Depth
Pucynoxk 1 — Criena 10 Ta micjst HOCT-MPOLECIHTY

B mporueci mpoBeieHHs MOCHIKEHb Ta peaii3alii CHCTEMH, CTBOPEHO
JIeKIJIbKa TIeHIepiB, KOXKEH i3 AKHX CTHII3yBaTHME CIIEHY MO-pisHOMY. Ilepmmm €
Dither Shader sixmif, mpu iMiTanii rpajaniif Konbopy 3a JOIOMOTOO MATEPHiB, 110
HarajyloTb CTWJIb CTapuX JAWCIUIEiB a00 NPUHTEPIB, BHKOPHUCTOBYE TEXHIKY
nizepunry. pyrum € Volumetric Light Shader, skuii nonmae epexr 06’emHoro
CBiTNIa Ta po3ciroBaHHsA, cTBOprotouM atMmochepuuit Burisiy cuenu. Cell Shader
peanizye TexHiKy toon shading, ska Hagae 00’e€kTaM BUIJIAL HaMallbOBAHOI
rpadiku, CX0XkK0i Ha aHiMe a00 KoMikcH (puc. 2).

plastic shader toon shader

Pucynok 2 — Ilpuxnan cell-shaded mozgesi
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Jns nmonaBaHHS KOHTYPIB HABKOJIO OO'€KTiB, 3 METOK Kpamioro ix
Bi3yaJbHOTO BuAiieHHs, peanizyemo Outline Shader, a mns cTtBopeHHs edekTiB
mdpoBUxX NOMHIOK IutaHyetbest BrpoBagutu Glitch Shader, sxuit cumymioe
apredakTy NOIIKOKEHHs 300pakeHHs. [HIIy rpymy meiinepiB peanizyemo: mus
BIATBOPEHHS BHIJILYy CTapuX KIHECKOITHMX MOHITOPIB 13 XapakTepHUMHU
crorBopeHHssMu (CRT Shader); crBopeHHs edekTy Tmikcemizalii, sSKUH MOKHA
BUKOPHUCTATH K YACTHHY CTHJi3amii ClieHH abo IS MATPUMKH e(EKTiB Iepexory
Mix piBHsMHu geramizamnii (Pixelation Shader).

BaxxnuBuM ertarnmoM NpOBEAEHHS AOCIIKEHb Ta BIPOBAPKEHHS CHCTEMH €
TECTYBaHHs Peasli30BaHUX MICHAEPIB y PI3HUX YMOBaX 3aCTOCYBaHHS, 3 METOIO
OIIIHKK 1X e(EeKTHMBHOCTI Ta BIUIMBY Ha NPOAYKTHBHICTh. A TakKoX aHami3 i
3aCTOCYBaHHS PI3HMX METOJIB Ta CIIOCOOIB CTHIII3AIl, TAKHX SIK CKCIICPUMEHTH 3
KOJILOPOBHMH MAJiTpaMH, KOHTpAacTaMH Ta OCBITICHHSM, SKi JIO3BOJIAIOTH
KO’KHOMY IIIeii/iepy CTBOPIOBATH YHiKaJdbHHUI HacTpiit abo atmocdepy [2]. Tomy,
KO’KeH ILieiiep Mae OyTH ONTHMI30BaHUI TAaKUM YMHOM, 11100 HOTO pEeHAEPUHT He
MIEPEBHUIILYBAB 5 MC, 110 € KPUTHYHHUM JUIs 3a0€31eUeHHs] BUCOKOI IPOJYKTHBHOCTI.
Ile o3Hauae, MmO HEOOXIAHO 3aCTOCOBYBaTWM pi3HI MIAXOAU MNPOBEICHHS
ONTHMI3allil: MiHIMI3alis CKJIATHUX OOYHCIICHb y IKCEJIBHOMY 1 BEPIIHHHOMY
mIeiiiepax; BUKOPHCTaHHS TEKCTYpPHMX aTJAciB; KCIIyBaHHS PE3YNbTaTiB Ta iHIII
METOJIH, 10 JO3BOJISAIOTH 30€pErTH MPOIYKTHUBHICTh 0€3 BTPATH SKOCTI Bi3yaJbHUX
edexTiB. BaxmuBUM € TakoXX NPaBWIbHE BUKOPUCTAHHSA IHMX TEXHIK Ta METOJIB
JUI TIAKPECICHHS BaKIMBUX C€JIEMEHTIB CIHEHH, a TaKoX JUIA MiATPUMKH
koHuenuii environmental storytelling, ne peasnizoBaHi Iueiiepy € IHCTPYMEHTOM
nepenayi eMoliil Ta ictopii 6€3 BUKOPUCTAHHS TEKCTY YU JIOJJATKOBHX EJIEMEHTIB.

B pesyubrari, 3a 10MOMOroI0 1IMX LICHAEPiB MOXKHA CTBOPIOBATH CTHIII30BaHI
CIIeHH, SIKI He JIMIIe BUIVISIAIOTH SICKPABO 1 BPaXaroTh, alle W JNEMOHCTPYIOTh
BUCOKY MNpOAYKTHBHICTh. OCKUIbKM BCi IIEHIepH IOBHHHI TpamoBaTH 0e3
3HAYHOI'O HABAHTAXXEHHSI Ha CHCTEMY, Ii¢ JIO3BOJISIE 3aCTOCOBYBATH IX B peajbHUX
MPOEKTAX, HE 3HIKYIOUH KOM(POPT rpaBIiB a00 KOPHUCTYBaYiB.
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