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OUTLINE IIEWJIEP JJISI BI3YAJIIBAIII 3D-CIIEH

Cy4acHi TCHACHIIT PO3BUTKY KOMIT FOTCPHOI rpa()ikd OPI€HTOBAHI HE JIHINC
Ha (DOTOPCANICTHIHICTD, ajI¢ H HA CTBOPCHHS CTHIII30BAHHX Bi3YaIbHHX C(CKTIB,
SIKI IMITYFOTDh TPAOMINHHI XyT0KHI TeXHiKA. OTHHM i3 TAKUX MiIXOTIB € BUKOPH-
CTAHHS KOHTYPHOTO BiZOOpPaKCHHA OO0 €KTiB, SKE JO3BOIAE MIKPSCIMTH iX
reoMeTpito Ta Mexki. OcoOmmBOi akTyanpHOCTI HeH miaxiay HaOyBae B 3amavax
pO3po0OKH irop, HABYAJNGHHX CHMYJIATOPIB Ta Bi3yami3amid, A¢ BaKIHBO
320C3NCUUTH YITKICTh CHPUITHATTA CICHH [1]. Y poOOTi I0CTIHKCHO MiIXOTH 10
CTBOPCHHA KOHTYPHOTO (outline) mieHiaepa Sk CKIAA0BOI CTHII30BAHOI Bi3y aTi3arii
TpuBHMIpHHX ClcH. OOIPYHTOBAHO JOUINBHICTH BHKOPHCTAHHS KOHTYPHOTO
BUZITICHHS 00 €KTiB I MIIBHINCHHS BI3yaJbHOI BHPA3HOCTI, YHTAOEIHHOCTI Ta
XYI0KHBOI ITICHOCTI CIECHH. PO3TISHYTO IHTETpaIifo 3 toOn IICHIHHTOM SK
KOMIIUICKCHOTO T IX0Ay A0 iMiTamii rpa)iTHOTO CTHIIFO KOMIKCIB Ta aHiMarii [2].

Metoro poboTu € po3poOka Ta aHami3 ¢(ESKTHBHOTO METOAY CTBOPCHHS
outline mmelinepa AMM CTHII30BAHOTO BIIOOPAKCHHS TPHUBHMIPHHX 00 €KTIB.
OO0’ exkTOM JOCHIKCHHS € MPOLCC CTBOPCHHSA CTHJII30BAHOI Bi3yai3alii TPHBHMI-
pHEX cOeH. [IpenMeToM TOCTHKCHHA € MCTOIH Ta TEXHOJIOTII MOOYI0BH KOHTYP-
HHUX IICHACPIB ¥ BY3/IOBHX rpadiuHux cepenopmmax. s TOCATHEHHS IOCTABJIC-
HOi METH BH3HAYCHO 3a7advi: JOCTIAWTH MPHHIUIN (POPMYyBaHHI KOHTYpiB v 3D-
rpadini; peamizyBaTH BY3IOBY MoAchs outline mreiacpa; mpoaHAmi3yBaTH BHKO-
pucranHs eexrry DpeHens A BHIAUICHHSI CHIYCETIB, 3AIHCHUTH IHTETPALIIO 3
toon-IeHIepoM Ta OLIHATH Bi3yaJbHY C()EKTHBHICTH OTPHMAHOTO PE3yJIbTaTY.

Y pobOTi BUKOPHCTAHO METOIH KOMIT FOTEPHOI rpa(iky, MponeIypHOTO MO-
JETIOBAHHSA MATEPiaiiB Ta BYy3IOBOTO mporpaMmyBaHHs [3]. Peamizaris 3aificHIOBA-
nmaca B cepemosumi Blender Shader Editor (puc.1) i3 3acTOCYBaHHAM TaKHX TCX-
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HOJIOTIYHUX KOMMOHEHTIB. By301 Principled BSDF must (hopmyBannsa ©Oa30BOro
MATEpiamy; MEPETBOPEHHS WicHaepa Y KOmipHHit mpocTip 3a momomoror Shader to
RGB; kepypanns mamitporo uepe3 Color Ramp: BHkOpHCTaHHS By3na Layer
Weight nmst obumcnenns Fresnel-eexry; noriuna oOpobka cHraanay 3a JOMOMO-
roro By31a Less Than ta koMOiHYBaHHA pe3yibTarTiB 4epes By3oa Mix Shader /
Mix RGB [4].

3aCTOCOBAHO METOJ MOPOrOBOTO BHAUICHHA KOHTYPIB HA OCHOBI 3aJIC/KHOCTI
IHTEHCHBHOCTI Bil KyTa Orjamy. 3amponoHOBAHHI MIAXiZ J0 CTBOpPeHHA outline
mickaepa 6asyeTscs HA BHKOPHCTaHHI ¢(ekTy OpPEHENs, AKHH BH3HAYAE 3MIHY
BIZOHTTS CBITIA 3AICXKHO BiJ KYTa MK HATPAMKOM CHOCTCPCIKCHHS TA HOPMAJLIFO
nosepxHi. Lle 103B0IsIE MPHPOJHHM YHHOM BHALIHTH KpaiioBi 001acTi 00 ekra.

Pucynoxk 1 - Creopenns outline meiiaepy B peaakropi

Ha mepmomy erami (opmyersest 6a3oBuii MaTepian 3a JOMOMOIOH BY3ja
Principled BSDF, sikuii Bu3Hauyae (pi3HUHO KOPEKTHI BIACTHBOCTI mosepxwi. Jami
el marepian TpaHC(OPMYETHLCH Yy KOJbOPOBE mpeacTaBicHHs uepe3 Shader to
RGB, mo gae MoxauBicTe moganbmoi oOpodku sk TEKCTYpPHOro curHamy. [as
cTumzauii koapopis BukopucToBy €ThCsl Color Ramp, axuit 3abesneuye JMCKpeTH-
3aLi0 KOJLOPOBOI ramu, XapakTtepHy A toon meiaunry. [TapaneasHo dopmy-
€TBCH KOHTYpHHil curHamx: Bys3on Layer Weight renepye 3nauenHs Fresnel, mo
BIZOOpaKAE 3aNCHKHICTE IHTCHCHBHOCTI Bim KyTa ormiay. OTpHMAaHHIi CHTHAJT
MiamaeTecst moporosiii ob6podui v Bysm Less Than, mo 103BONsSE BHIUTHTH
obnacti, 6mu3bki g0 cuayery. Ha (pinaneHOMy erami BigOyBA€TBhCA 3Milly BAHHSA
0a30BOr0 KOJBOPY 3 KOHTYPOM 3a JONMOMOroK Bysda Mix, ne sk IOpyrHid
KOMIIOHCHT BHKOPHCTOBYETHCS YOPHHH KOMIp. Y pe3yasTaTi (JOPMYETHCA TOHKA
KOHTYPHA JTiHifA, KA ABTOMATHYHO AJANTYETHCA 0 MOJIOKCHHS KAMEPH.

[urerpamis outline meiinepa 3 toon meioepom (puc. 2) 3abes3meuye
cuHepreTHyHuit e(exr. Toon mMEHAMHT BIAMOBLIAE 3a CHPOLICHE, IHCKPETHE
BiTOOpaKEHHS OCBITICHHA, TOZI sk outline MiIKPECTHE TeOMETPHYHY CTPYKTYPY
00’ekTa. 3MiHA KOTBOPOBOI MANITPH toOn MICHICPa JO3BOJAE JOCATTH BHCOKOTO
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KOHTPAcTy MiK 00 €KTOM i HOro KOHTYPOM, INO 3HAYHO IOKPALIYE Bi3yaJbHY
iEpapxiro CLCHH.

PucyHoxk 2 - Interpauis outline meiiaepa 3 toon meitaepom

IMpaxTuyna peanmizauis 3anpoONOHOBAHOIO MiAXOIY MOKA3aja, MO BHKOPHC-
tanHg outline meiiaecpa 03BOIAE. MABMIUTH YMTAOCIBHICTE CKIATHHX CLCH,
MNOKPALUTH CIPHITHATTS ruOuHU Ta (PopMu 00 €KTIB, JOCATTH BUPA3HOTO CTHIII-
30BAHOIO €()eKTy Ta 3a0e3MEUMTH AJANTHBHICTE KOHTYPIB A0 3MiHH paxKypcy
KaMepH. 3acToCcyBaHHA KOMOIHOBAHOrO miaxoay (toon + outling) m03BOJSE OTPH-
MATH Bi3yaJbHHI CTHIIb, XAPAKTCPHMH I KOMIKCIB, aHIMAIli TA CYYACHHX BiJICO-
irop. HayxoBa HOBH3HA MOJIATAE Y BAOCKOHAICHHI METOAY MOOYI0BH KOHTYPHOIO
nielinepa Ha ocHOBI moeauaHHs Fresnel-ediexty Ta mopororoi noriuHoi oOpodku
CHIHANY. L0 J03BOJAE 3a0€3MeUnTH aJaNTHBHE BUIIICHHSI KOHTYPIB €3 BUKOPH-
CTaHH#A FCOMETPUYHOTO Ty OmoBaHHA 460 MOCTOOPOOKH.

[NpoBeacHe AOCTIAMEHHS MiATBEPAHIIO C(PCKTHUBHICTE BUKOPHCTaHH: outline
IICHACPIB K IHCTPYMEHTY CTHJII3aLil TPHBHMIPHHX CLCH. 3amponoHoBaHuil miaxia
JO3BOJISE peami3yBaTH KOHTYPHE BHIIJICHHA O00'€KTiB i3 MiHIMATLHHMH
OOUMCIIOBANBHUMH ~ BHUTPATAMH Ta BHCOKOK THYMUKICTHO  HANAIUTYBAHHI.
3anpomoHoBaHO MeToa MoOyxoBH outline wekacpa Ha OCHOBI By310B0i MOAcH 3
BHKOpHCTAHHAM ¢(exTy DpeHend, norivyHux onepauii Ta 3MiLIyBaHHS KOJIbOPIB.
HaseacHo pesyabTaTH mnpakTHuHOi  peamizamii Ta  aHams  ¢(eKTHBHOCTI
3aMpPONOHOBAHOIO pimcHHs. Buxkopuctauus Fresnel-edexty 3abesneuy € npupoaHy
aJanTanio KOHTYPIB IO YMOB CHOCTEPEKEHHA, a iHTerpauif 3 toon meHIHHroM
(popMy€ UITICHY XyJOKHK KOHUEnHir. OTpHMaHi pe3yJbTaTH MOKYTh OyTH
BHKOPHCTAHI ¥ pO3po0ii IHTEPAKTHBHHX JOJATKIB, HABYAIbHHX CHCTEM Ta IrPOBHX
pyuiiB. [TepcnekTHBH MOAANBIIHX JOCTIKEHb NOMATAOTh V PO3UIMPEHHI MAX0IY
HUTIXOM BHKOPHCTAHHA MOCTIPOLECHHTOBHX e()eKTiB Ta METOAIB MALIMHHOTO
HABYAHHS 111 ABTOMATHYHOI CTHII3awii 300pareHs.
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