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PO3POBKA TA ONITUMIBAIISA CTUII3OBAHUX IIENIEPIB /IS
PEAJIBHOI'O PEHAEPHHI'Y Y BLENDER

VY poboTi HpeacTaBACHO MiAXiA A0 CTBOPEHHS CTHII30BAHHUX TPHBHMIPHHX
creH y cepenosumi Blender Ha ocHOBI onTuMizoBaHuX mewaepiB. OCHOBHA yBara
TIPHJBIETHCS TIOEAHAHHIO XY/T0KHIX CTAM3AMIN Ta TEXHIYHO ¢()eKTHBHUX PillICHb, IO
JIO3BOJBIFOTH ~ OTPUMATH BHCOKY SIKICTb 300pakeHHS ©O€3 3HAYHHMX  BTPaT
mpoayKTHBHOCTL. CyvacHa iHAYCTpisS KOMITFOTCPHOI Tpad)ikim BUMarae IIBHIKHX Ta
BI3YATPHO TNPHUBAOIMBHX MCTOAIB PCHACPHHTY, 30KPEMa y PeajbHOMY Haci.
Crumi3oBaHEe OCBITICHHS Ta CICHiaibHI INCHAepu HAOYBAIOTh IOIYJLIPHOCTI B
aHiMaii, irpOBHX PyIIiSX Ta IHTEPAKTHBHMX 3aCTOCYHKAX. IX e()eKTHBHA peaizaliis y
Blender nae MOMKIMBICTS BHKOPHCTOBYBATH BIXKPUTI IHCTPYMECHTH IJII CTBOPCHHS
mpo(peCiHHOTO KOHTCHTY. MeTor0 poOOTH CTalo PO3POOHTH Ta ONTHMI3yBaTH HalIp
melnepis 1 cueH v Blender, sxi 3a0e3neuyrors Xymoxkuro cramszaniro (cel-shading,
KOHTYpHI epekrn, TekCTypHE 3a(papOOBYBAHHS) 3 MiHIMAIBHIM HABAHTAKCHHAM HA
GPU.

VY xom pobOTH BHKOHAHO AHAMI3 CYYACHHX TEXHIK PEAJbHOTO PEHIACPHHIY,
MPOEKTYBAHHA CTHM30BAaHHX Marepianie vy Shader Editor, BuxopucTtaHHA
MPOUCAYPHUX TCKCTYP A 3MCHIICHHA OOYHCTFOBATBHHX BHTPAT, ONTHMI3AIisg
HmICHICpHUX BY3IiB Ta CBiTIOBHX cxeM; TectyBamHA B Eevee 1 Cycles ama
MOPIBHSHHA TNPOAYKTHBHOCTL. Y X0Ji poOOTH CTBOPEHO KIJIbKA CTHII30BAHUX
Marepianis, Bkarouarouu cel-shader i3 OararopiBHEBUM 3aTIHCHHSM, KOHTYPHHH
meHAep Ta TCKCTYPHI MaTepiaad 3 IMITAI€r0 XYIOXKHIX TCXHIK. 3MCHIICHO
KUTBKICTB BY37iB 03 BTPATH AKOCTi. BHKOHAHO TCCTH, IMO MOKA3AIH IMiABHINCHHS
FPS y pexumi peasbHOTO PEHACPUHTY MOPIBHAHO 31 CTAHAAPTHEMH MAaTepialaMH.
CTBOpEHI JEMOHCTPALIHHI CHEHH IMATBEPIIUN MPAKTHYHICTh MEHACPIB y PI3HAX
VYMOBaX OCBITICHHS.
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IMoemnanas By3nmoBux cucteM Blender i3 TeXHIKAMH CTHITI30BAHOTO PCHACPHHTY
JIO3BOJIMII0O CTBOPHUTH OITHMI30BaHI IIEHaepw, SKi 30€pirarorh XyJAOXKHIH CTHIb 1
SATHIIAFOTHCS MPHAATHAMHE T IHTCPAKTHBHHX MPOEKTIB.,

BucHoBku:

Po3pobneHi meiinepu TeMOHCTPYFOTH OaIAHC MK CTHITI3AIIEIO TA MPOAYKTHBHICTEO,
mo poOuTh iX KOPHCHHUMH U1 irpOBHX PYIIiiB, AHIMALIHHIX KOPOTKOMCTPAXKOK Ta
Bi3yanbHUX eKCiepuMeHTiB. [1omanbImii po3BHTOK MO>KE BKIFOUATH iHTETpaniro 3 Vulkan-
PCHICPHHTOM Ta PO3IIHPSHHS cHCTeMH procedural shading,

78



