MIHICTEPCTBO OCBITU I HAYKHU YKPAIHU
3ATNIOPI3bKHWI HAIIIOHAJIbHUM YHIBEPCUTET

MATEMATUYHUA ®AKYJBTET

Kadenpa koM’ 0TepHUX HAYK

KBAJI®IKAIIIMHA POGOTA BAKAJIABPA
Ha Temy: «3D-MOAEJIOBAHHSA IHTEP'E€PY

3ACOBAMMUM BLENDER»
BukoHaB: cTyneHT 4 Kypcy, rpynu 6.1220-3
CHeIiagbHOCTI 122 Komn’1oTepHi HaAyKH
(urudp 1 Ha3Ba cHeniaTbHOCTI)
OCBITHBOT IPOrPaMHU KoM toTepH1 HayKu
(Ha3Ba OCBITHBOI IIPOTPaMMN)
JI.A. FOpuenko

(iHiLiamu Ta npi3BHIIE)
JOTIEHT KadeapH (yHIaMEHTAIBHOI Ta MPUKIIATHOT MATEMATHKH,
KepiBuuk K.(.-M.H., jouenT, /[’ suenko H.M.

(Tocania, BUCHe 3BaHHs, HAYKOBHI{ CTYIIiHb, IPI3BHUIIE Ta iHILiam)

JIOLEHT KadeIpu mporpaMHoi iHKeHepii,
Penenzent K.(.-m.1., KpuBoxara A.T.

(mocaza, BYeHe 3BaHHS, HAYKOBUI CTYIiHb, MIPI3BHIIE Ta 1HII[IaIH)

3anopixoKs

2024



MIHICTEPCTBO OCBITU I HAYKHU YKPAIHU
3ANIOPI3bKHWI HAIIIOHAJIBHUAM YHIBEPCUTET

@akynbTET  MaTEMaTUYHHI

Kadenpa xomm’toTepHHX HAyK

PiBens Bumoi ocBiTH ~ OakajgaBp

Crnemianbhicts 122 KoM’ 1oTepH1 HayKu

(ump i HA3Ba)

OcBiTHS iporpama Kowmm’roTepHi Hayku

3ATBEPIXYIO
3aBigyBau Kadeapr KOMIT FOTEpPHHUX HayK,
J.T.H., JOICHT

wuo I''M.

(migmmc)

« » 2024 p.

3ABJIAHHS
HA KBAHI¢IKAIIIﬁHY POBOTY CTYAEHTOBI

KOpuenky Jlanmny AuapiiioBuay

(npi3BuIe, iM’g Ta TO-0aTHKOBI)

1. Tema pobotn  3D-mopenroBaHHs iHTep'epy 3acobamu Blender

KepiBHUK poOOTH J'stuenko Hataniss MukonaiBHa, K.¢.-M. H., IOLEHT

(mpi3BuILe, iM’s Ta 0-6aTHKOBI, HAYKOBUI CTYIIiHb, BUCHE 3BAHH)

3arBep/keHi HakazoM 3HY Bin  « 21 » IpyJIHS 2023 poky N 02181-c

2. Ctpok noganHs cryaenToM podotun  13.05.2024!

3. Buxigni naxi 10 po6otu 1. ITocTanoBka 3ajaui.

2. Ilepemnik JiTepaTypu.

4. 3MiCT po3paxyHKOBO-IIOSICHIOBAJIBHOI 3aMUCKH (IIEPETIIK MUTaHb, SIK1 HOTPIOHO pO3POOUTH)
1. IToctaHoBKa 3aaui.

- OCHOBHI TEOPETUYHI BIJIOMOCTI.

— 3D-moznentoBanHs iHTEp'€py 3acobamu Blender..

5. Ilepenik rpadiuroro marepiany (3 TOUHUM 3a3HAYCHHSIM 000B’I3KOBUX KPECIICHb)
pe3eHTAIlis




6. KoHcynpTanTu po3aisiB poboTu

Po3ain

IpizBuie, ininiaau Ta nocaaa
KOHCYJbTAHTA

Mignuc, nata

3aBJaHHA BU1aB 3aBJlaHHHA l'lp](lﬁHﬂB

7. Hara Bugaui 3aBnanns ~ 01.02.2024

KAJEHJIAPHUHN NJAH

Ne Hasga eraniB kBaJjigikauiiinoi po6orun Crpox BH;:’;} ::::m eranis [pumirka
1. Po3po0Oka mnany po6oTu. 02.02.2024
2. 30ip BUXiTHUX JaHHX. 08.02.2024
3. O0pobKka METOTMYHUX Ta TEOPETHUHUX 22.02.2024
JoKepe.
4, Po3poOka nepiroro ta gpyroro po3auty. 22.03.2024
5. Po3pobka TpeTporo po3ainy. 19.04.2022
6. OdopmiieHHsI Ta HOPMOKOHTPOJIb 13.05.2024
kBasti(pikamiHoi podoTH GakanaBpa.
7. 3axuct kBajidikaiitHoi poOoTH. 30.05.2024
Crynent JI.A. IOpuenko
(mimmmc) (iHiIjiany Ta npi3BuUIIe)
KepiBHuK pobotu H.M. /T’ stuenko
(migmmc) (iHiIjiany Ta npi3BHUIIe)

HopMoOKOHTpOJIb NIpOiiieHO

HopMmokonTponep

O.I'.Crunsa

(migmuc)

(iHiLiamy Ta Ipi3BULIC)




PE®EPAT

Kpanidikamiitna pobora O6akanaBpa «3D-mMozjentoBaHHs 1HTEp'epy 3acobamu
Blender»: 42 c., 44 puc., 15 mxepen.

KPVBA BE3b€, TEOMETPHUYHI ITPUMITUBH, TTPOIPAMHUI TTAKET
BLENDER, PEHJAEPUHI', NURBS-MOEJIFOBAHHAI.

OG’ext pocmipkenHs — 3D-moxmem  iHTEp'epy, CTBOpeHiI 3acobamu
nporpamHoro 3abesneueHus Blender.

Mera pobotu: ctBopenns 3D-moneneit intep'epy 3acobamu Blender s
JEMOHCTpALli MOXJMBOCTEH LBOIO0 MPOrpPaMHOIO 3a0e3MeyYeHHs B JAW3aliHI
1HTEp'EPIB.

Meroa TOoCHiIKEHHS — MTPAKTUYHHM.

BuByeHo iHpopMaliiiHUX pecypciB, NpucBsIUYeHHX 3D-MonentoBaHHIO Ta
ocobmBoCcTSIM podoT 3 Blender, TexHosorisiM CTBOpPEHHs iHTEp €PHUX MOJECICH.
[Tpu ctBopenni 3D-moxeneit iHTep'epy 3aCTOCOBAHO Pi3HI TEXHIKM MOCIIOBAHHS B
Blender nyst poOoTu 3 npumMiTHBamMu, JJIsl CTBOPEHHS, peJaryBaHHs Ta 3aCTOCYBaHHS
kpuBnx be3re Ta NURBS-monentoBanHs, TeKCTypyBaHHS, OCBITJIEHHSA Ta
peHaepuHry. Po3po0ieHo cepito KOHKPETHUX MOJIeiel IHTep €py, K1 TEeMOHCTPYIOTh
BHUCOKHI DPIBEHb PEATICTUYHOCTI MoOJieNiell Ta €(PEeKTUBHICTh BUKOPHUCTAHUX TEXHIK

3acobamu Blender.



SUMMARY

Bachelor's qualifying theses «3D interior modeling by Blender tools»:
42 pages, 44 figures, 15 references.

BESIER CURVE, GEOMETRIC PRIMITIVES, BLENDER SOFTWARE
PACKAGE, RENDERING, NURBS MODELING.

Obiject of the study — 3D interior models created using Blender software.

Aim of the study: creating 3D interior models using Blender to demonstrate the
capabilities of this software in interior design.

Method of research: practical.

The research method is practical.

Information resources dedicated to 3D modeling and features of working with
Blender, technologies for creating interior models were studied. To create 3D models
of the interior, various modeling techniques were applied in Blender for working with
primitives, creating, editing and application of Bezier curves and NURBS modeling,
texturing, lighting and rendering. A series of the specific interior models have been
developed, which demonstrate a high level of realism of the models and the

effectiveness of the techniques used by Blender.
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BCTYII

Buxopuctannus Blender mnst 3D-mozpentoBanHs iHTep'epiB € €(EKTUBHUM Ta
JOCTYITHUM METOJOM, SIKWM J03BOJISIE CTBOPIOBATH BHCOKOSKICHI Bi3yajizalli, sKi
MOXYTh OyTH 3aCTOCOBaHI sIK mpodecioHanamu, Tak 1 amaropamu y chepi auzaitny
inTep'epiB. [Iporpama Blender Hamae mupoxkuii chnekTp I1HCTPYMEHTIB Ta
MOXJIMBOCTEH, IO JO3BOJISIOTH peaji3yBaTH TBOpYl 1€l Ta MiJABUIIUTH SKICTh
BI3yasli3allii IHTEep'€pHUX MPOEKTIB.

Meroro kBamiikaniiHoi podoTH € cTBOpeHHs 3D-moaeneil 1HTEp'epy
3acobamu  Blender s jmemoHcTparii  MOXKIMBOCTEH IIHOTO  MPOTPAMHOTO
3a0e3MeUeHHsl B IU3aiiH1 IHTEp'ePIB.

CriouaTky IpoBEIEMO aHali3 JITepaTypHUX HKEPEN Ta PECYpPCiB, MPUCBAYECHUX
3D-monemntoBanHIO, OocoOmMBoCcTAM poboTH 3 Blender Ta meromam cTBOpeHHS
1HTEp'€EPHUX MOJIETIEN.

B poGoTi mocmiauMo Ta 3acTocyeMo pi3HI TeXHIKM MojentoBaHHs B Blender,
TaKl K po00Ta 3 MPUMITUBAMH, TEKCTYPYBaHHS, OCBITJIEHHS, PEHJEPHUHT, CTBOPEHHS,
penaryBaHHs Ta BUKOpUCTaHHS KpuBuX besbe Ta crumaitniB NURBS st ctBopenHs
skicHOi 3D-Mopeni inTep'epy.

[TpoBenemo cepito Bi3yadbHUX €KCIIEPUMEHTIB 3 METOIO OIIHKU €(PEeKTUBHOCTI
pizHux miaxoxiB no 3D-monentoBanHs iHTep'epy B Blender Ta ontumizariisi po6ouunx
MPOIIECIB. 3 METO OILIHKHU PE3yJIbTaTiB MPOBEAEMO aHaIi3 OTPUMAHUX MOJEEH, X
PEATICTUYHICTD, JETali3allilo, a TaKOoX OLIHEMO MPOJYKTUBHOCTI BHKOPUCTAHUX
METO/IIB.

Takum uymHOM, y Xoa1 pobotu mnpoBenemo 3D-MopentoBaHHS 1HTEp'epy
3acobamu Blender, sika Bkitouae B cebe eTanmu CTBOpEHHs 0a30BUX MPUMITUBIB, 1X
JeTanbHy 0O0pOoOKy, 3aCTOCYBaHHSI TEKCTYpP, OCBITJICHHSI Ta (piHAJIbHUN PEHAECPHUHT.
3aneBHUMOCSI y BHCOKOMY PIiBHI peaJiCTUYHOCTI Mojeneli Ta eQdeKTUBHICTh

BUKOPUCTAHUX TEXHIK.



1 ®YHKOIOHAJIBHI MOKJIMBOCTI BLENDER

PosrnsitHemo nesiki pyHKIioHanpHI MokiuBOCTi Blender [5].

Blender — 1me Oe3komTOBHMI Ta BiAKpUTHH makeT 3D-KpeaTHBHOTO
IPOrpaMHOro 3a0e3MeueHHs, SKUH BUKOPUCTOBYeThCA i1 3D-monentoBaHHS,
a”iMarIli, peHIEpPHUHTYy, CHUMYJIAIil, KOMIIO3UTHHTY Ta BIACTEeXEHHS pyxy. BiH
BUKOPHUCTOBYETbCA B 0araTbOX Traiy3sfX, BKJIIOYAlOUM KIHO, TejleOaueHHs, ITpH,
peKiiaMy, 1U3ailH NpOAYKTIB Ta apXITEKTYpY.

PosrnsHemo nesiki 3 #oro Kio4oBUX (GYHKIN: MOJIENIOBAaHHS, aHIMAIIIIO,
PEHJIEPUHT, CUMYJIALII0, KOMIIO3UTHHT Ti 1HII (PYHKIIII.

®ynxkuionan s monentoBanns y Blender (puc. 1.1):

— IIMPOKUH CHEKTp I1HCTPYMEHTIB JJs MOJENIOBaHHS, BKJIIOYAIOUU

NOJIITOHAJIbHE, KPUBOJIIHIMHE Ta CKYJIBITYPHE MOJIECIIIOBaHHS,

— MOXJIMBICTh CTBOPIOBATH, pearyBaTu Ta MoaudikyBaTu 3D-moaeni;

— marpumka NURBS, Subdivision surfaces ta Bezier curves;

— 1HCTPYMEHTH JUIsl CTBOPEHHS Ta peaaryBanHs 3D-cepenoBui;

—  MOJXIJIMBICTh PO3CTaBIISITH 00'€KTH, KAMEPH Ta OCBITJICHHS;

— miarpumka World Editor Ay cTBOpeHHS Ta HaJalTyBaHHS CBITY.

Pucynok 1.1 — IIpuknaa MmoaenoBanHs 3a qonomoroto Blender [3]



Odyukmionan st aniMarii y Blender (puc. 1.2):

— TOTY)KHHHA I1HCTpyMEHTapiil st aHiMallii, BKITIOYAIOUM KITFOYOBI KaJpw,
1HBEpCHY KiHEeMaTHKy Ta JUHAMIKY,

— MOXJIMBICTh CTBOPIOBATH aHIMAIIIIO TIEPCOHAXKIB, 00'EKTIB 1 Kamep;

— miarpumka NLA (meninifinoi a"imartii) Ta Python scripting.

Pucynox 1.2 — Expa# 3 ¢yHKIIIOHATIOM JIJIsl CTBOPEHHSI aHIMaIlii 3a JJOTTOMOTOI0

Blender [14]

®yukiionan pennepunry B Blender (puc. 1.3):

— BOynoBani jasurynu penuepunry Cycles 1 Eevee, siki 3a0e3neuyroTh
dboTopeanicTUUHI pe3ynbTaTH,

— miarpumka ¢izuyHo tounoro penaepunry, HDRI ta RTX;

—  MOJXJIMBICTbh HaJIAIITOBYBATHU OCBITJICHHS, MaTepiajid Ta TEKCTYPH.

o0DDDOBBOODD

Pucynok 1.3 — Expan 3 pynkuionanom penaepinry B Blender [1]
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®ynkuionan cumyisii y Blender (puc. 1.4):

— IIMPOKUH CHEKTP IHCTPYMEHTIB ISl CHUMYJSIIi, BKIIOYAIOUM JWHAMIKY
PIIMHU, TUHAMIKY TBEPJUX T1J 1 JUHAMIKY M'SIKUX TiJT,
— MOXJIMBICTh CUMYJTIOBATH TaKi SBUIIA, K BOJA, BOTOHb, TUM 1 BOJIOCCS;

— mnarpumka Bullet physics engine.

Pucynok 1.4 — ITintpumka Bullet physics engine [15]

®ynkiionanu komno3utuHry B Blender (puc. 1.5):

— BOyZOBaHMI KOMIIOY3€ep JUTsl Bi3yalbHUX €(PEKTIB 1 MOCTIPOIAKIIIH;

— MOXJIMBICTh 00'€IHYBAaTH 300paKeHHsI, J0/IaBaTh €()EeKTH Ta CTBOPIOBATHU
TUTPH;

— magrpumMka Node Editor [11] 1ng  HamamTyBaHHS — CKJIQTHHX

KOMITO3UTHHTIB.

Pucynok 1.5 — ®@ynkiiionan komHo3utunry y Blender [4, 1]
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OyHKIIOHAT IHIIUX (QYyHKIIIT:

— Python scripting ams  aBTomarm3arii  3aBgaHb 1 PO3MIUPCHHS
(GYHKITIOHATBHOCTI;

— poapatok Grease Pencil gig 2D-animari;

— BOymOBaHMI peaakTop BiACoO;

— migrpumka VR 1 360° rendering.

Takum 4ywuHOM, J0XOMUMO BHCHOBKY: Blender — 1ne mnoryxHuit i
OararodyHkuioHATFHUN TakeT 3D-KpeaTUBHOTO MPOrpaMHOro 3a0e3MeyeHHs, KU
MO>KE€ BHKOPHUCTOBYBAaTHCA Mg CTBOpeHHS 3D-mopenei, aHimallli, peHIECPHHIY,
CUMYJIAILI1, KOMIIO3UTHUHTY Ta BIJICTEXKEHHS pyXy. BiH € O€3KOIITOBHUM 1 BIIKPUTUM,

10 pOOUTH MOTO JTOCTYITHUM JIJIsl BCIX.
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2 CXEMU PEAJIIBALIIL MOJEJIOBAHHSA IHTEP’EPY

2.1 Onuc aaropurtMiB i cxeM peaJiizaunii MoJeJIIOBaHHSA iHTep’ €py

Jlns MoJientoBaHHs 1HTEP'€py BaXKIMBO PO3MVIIHYTH JETajdbHI aJITOPUTMU 1
cxemu peanizamii. OCh KOHKPETH30BaHI aJrOPUTMH Ta CXEMH, SKi MOJXHa
BUKOPHUCTOBYBATHU:

a) daza AOCIIKEHHS 1 KOHLIETITYyasi3a1lli:

1) anropurm:

— aHaJi3 3aMOBHHKA: 301p BUMOT, OakaHb 1 00OME)XEHb 3aMOBHHKA,

— JIOCIIJIPKEHHSI CTUJII0: BU3HAUEHHS CTHIIICTUYHUX HAIPSIMKIB, SIKi
OyIyTh BUKOPHCTOBYBATHCS,

— TIPOCTOPOBE IUIAaHYBAaHHS. PO3poOKa IJIAaHYBaHHS IPUMIIICHHS,
po3TalryBaHHs MeOJIiB, OCBITIICHHS TOIIIO;

2) cxeMma:

— MIHJ-MaIl: Bi3yaJbHE TPEACTABICHHS 1], KOHICMHIINA Ta
3B'I3KIB MI)K HUMU,

— CTWJIICTUYHA JIOIIKA: KOJax 300pa)KeHb, KOJbOPIB, TEKCTYP, 110
BIJI0OpaXaroTh CTUJIb IHTEP'EPY;

0) MpoeKTyBaHHS 1 BUOIp MaTepialiB:
1) anropurm:

- BuOIp wMarepiamiB: BpaxyBaHHS SKICHUX, ECTETUYHHX Ta
(GyHKIIIOHATFHUX BIACTUBOCTEH;

~ 3D-mopemtoBanHs: CTBOpEHHS! TPUBUMIPHOT MOJEINI 1HTEpP'EpY 3
BUKOPHUCTaHHAM crietianizoBaHoro [13;

- TeXHIYHa JOoKyMeHTallis: Po3poOka miiaHiB, CXeM OCBITJICHHS,
pO3TanIyBaHHS PO3ETOK TOIIIO;

2) cxema:

— TeXHI4H1 KpecheHHs: [1nanu, po3ainu, eNeKTpUdH1 CXeMHU;



13
— BuOipkoBa Tabmui: Cnenmdikaimiss marepianiB, MeOiB,

OCBITJIGHHSI 3 XapaKTepUCTHKaMH Ta [OCHJIAHHSAMU Ha
BUPOOHUKIB,;
B) peaJizallis MPOEKTY
1) anropurm:
- miaoip migpsaHuKiB: Bulbip croemiamizoBaHuX (paxiBLiB IS
peanizalii mpoeKTYy;
~ KOHTPOJIb BUKOHAHHS POOIT: MepeBipKa BiMOBIIHOCTI peari3alii
IOPOEKTY TEXHIYHUM JOKYMEHTaM Ta JU3aliHEPChbKOMY PILLIECHHIO;
- 37a4a npoekTty: Ilepenaya rotoBoro iHTep'epy 3aMOBHUKY.
2) cxeMma:
- rpadik peamizaimii: XpOHOJOTIYHUN IUIaH POOIT 3 BKa31BKOIO
TEPMIHIB 1 BIAMOBIJAIBHUX 0OCi0;
— aKT BUKOHAHUX POOIT: JOKYMEHT, SIKUW MIATBEPIKYE BUKOHAHHS
poOIT 1 iX BIANOBIIHICTh IPOEKTY;
T') Bi3yaui3allis Ta Mpe3eHTallis:
1) anropurm:
- ¢otopeanictuuHa  Bizyamizaiis.  CTBOpEHHS  BI3yaJIbHUX
MatepialliB IJIs IEMOHCTpAIIii IPOEKTY;
~ mpe3eHTaliss 3aMOBHHMKY. llpencraBieHHs IU3allH-IPOEKTY
3aMOBHUKY JJIs1 3aTBEPA’KEHHSI.
2) cxeMma:
~ Bi3yaJlbHa mpe3eHTalis: craaiaum 3 (GOTopeariCTUYHUMHU
300paxeHHsIMH, 3D-Bizyaiizalli€to, MIaHaMH 1 CXeMaMH.
[li anmroput™Mu 1 CXE€MHU MOKHA JI€TaJbHO PO3POOUTH Ta JIONOBHUTH 3
ypaxyBaHHAM CHEIU(IKA TPOEKTy. TakoX BaKIMBO BHKOPHUCTOBYBATH aKTyalbHE
nmporpaMHe 3a0e3nedeHHs s MojentoBanHs, Take Sk AutoCAD, SketchUp, Revit

Ut poekTyBaHHA 1 3D-monentoBanHs, a Blender, V-Ray nns Bizyanizaii.
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2.2 Opranizanis cuoeH, peHJAEPHHI, OCBITJIEHHS Ta IHIII aCHEKTH

MO/ eJII0BAHHA iHTep'€py

2.2.1 Opranizauis cueH

Crpykrypa. Cuena mojeni iHTep'epy MOBHHHA MaTH YITKy Ta JIOTIYHY
CTPYKTYpY, 100 ii OyJj0 JIerko penaryBaTH, OHOBJIIOBATHM Ta CIIBOPALIOBATH HAJl
Hero. Lle MokHa 10CATTH 32 AOMOMOTOIO 1€papXii 00'€KTIB, TpyH Ta MIAPIB.

Iepapxisi 00'extiB. OO'eKTH B ClIEHI NMOBUHHI OyTH OpraHi3oBaHl JIOTTYHY
1epapxito, 00 BiIOOpakaTH IXHI MPOCTOPOBI CTOCYHKHU. Hanpukian, cTinu, mijaiora
Ta cTens MOXyTb Oyt 00'ennani B rpyny "Kimuara", a MeOni B Hiil - B OKpemi
rpynu.

I'pynu. I'pynu 103BoJIsAI0TE 00'€JHYBAaTH MOB's13aH1 00'€KTH, 11100 HUMU MOKHA
OyJ0 MaHIyJIOBaTU K OAHUM LIuM. Lle Moxke OyTH KOPUCHO IJisl MEPEMIIIEHHS,
oOepTaHHs Ta MaciTadyBaHHs MeOIiB a00 Tpym 00'€KTIB.

lapu. [Ilapu 103BOJISIIOTH BIAOKPEMIIIOBATH Pi3HI €JIEMEHTU CLIEHM, TaKl sIK
reoMeTpis, Matepianiu Ta ocBiTiieHHs. lle Moxke OyTH KOpUCHO NIl PUXOBYBaHHS
a00 B10OpaKeHHsI TICBHUX EJIEMEHTIB 1111 YaC POOOTH HaJ CIIEHOIO.

I'eometpisi. Monenb iHTep'epy mMOBUHHA OyTH MNOOyJ0BaHAa 3 MPaBWIBHOL
reoMeTpii, 100 3a0e3MeYUTH TOYHICTh, PEATICTUYHICTh Ta e(EeKTUBHICTD
PEHICPHUHTY.

®opmu. BukopucrtoByiiTe BIANOBIAHI (GOpMH 1 KOXHOTO eJeMeHTa
iHTep'epy. Hampukman, cTinu moBUHHI OyTH TIJIOCKUMU, a MeOJIl - 00'€eMHUMH.

Po3mipu. Ilepexonaiitecs, 1m0 po3Mmipu BCIX €JIEMEHTIB 1HTEp'epy
BIJIMOBIIAI0TH JIIMCHOCTI. L]e m0momMoske CTBOPUTH BIAIYTTSI MacIITady Ta POIOPIIii.

IIponopuii. 3BepHITh yBary Ha Npomnopiii pi3HUX €JIEMEHTIB IHTEp'epy OAMH
10 onHoro. Lle momnomMoxe CTBOPUTH TapMOHIWHUN Ta Bi3yaJbHO MIPUEMHUM TU3aMH.

Marepiaaun. Martepianu MoBHMHHI OyTH peTenbHO MiAIOpaHi Ta HaJIAITOBAHI,

11100 CTBOPUTH peaIICTUYHHM 30BHIIIHIN BUTJISA IHTEP'EPY.
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Texcrypa. BukopucroByliTe TEKCTypH, SKI BIANOBIIAIOTh pealIbHUM

MaTepianaam, Mo BUKOPUCTOBYIOTHCS B iHTEP'€EPI.

Kouip. ITinbupaiite kopbopu MaTepiaiiB, K1 BIANOBIIAIOTh 3arajibHINA HaIiTpi
1HTEp'epy Ta CTBOPIOIOTH OaxkaHy aTMocdepy.

BinoutTa. Hanamryiite nmapamerpu BIIOUTTS MaTepiajiB, MO0 IMITyBaTH Te,
SIK CBITJIO B3a€MO/II€ 3 HUMH.

IIpo3opicTb. BukopucroByiite mpo30picTh sl TAKMX MaTepiajiB, SIK CKIO Ta

HITOPH.

2.2.2 Penpepunr

OcHOBHI CKJIaI0Bi peHaepunry [9]:

— JIBUTYH PEHJIEPUHTY: BHOIp JBUTYHA PEHIACPHUHIY 3aJI€KUTh BIJl BallUX
notped, OrmKeTy Ta piBHA J0cBimy. IcHye 0e3niu OE3KOIITOBHUX Ta
IJIATHUX JBUTYHIB PEHJIEPUHTY, KOKEH 3 SIKUX Ma€ CBOi OCOOJIMBOCTI Ta
MOKJIMBOCTI;

— OeskomroBHi apuryHu penaepunry. Blender Cycles, Corona Renderer
Free, OctaneRender Free;

— maTHi gurynu peraepunry: V-Ray, Corona Renderer, Arnold Renderer;

— HaJAITYBaHHS PEHACPUHTY. HAJAINTYBaHHS PEHACPHUHTY BKIIOYAIOTH B
cebe po3MIIbHY 3[aTHICTb, AKICTh OCBITJEHHS, TNIMOMHY MOJIs, apaMeTpu
aHTHATIACUHTY Ta iHII ()aKTOpH, sIKi BIUIMBAIOTh HAa SIKICTh Ta dYac
PEHIIEPUHTY 300pa’KEeHHS;

— po3diTbHA 3AAaTHICTH. BUOEPITH PO3NUIBHY 37aTHICTH 300pa)KEHHS, sKa
BIJINIOBIJIa€ BamuM ToTpebaM. binmbina po3aiibHa 3[aTHICTH Ja€ Kparry
AKICTb, aJie TIOTPeOye OLIbIIe Yacy JJIs pEHIACPUHTY;

— SKICTh OCBITJICHHSA: BCTAHOBITh MapaMeTpU OCBITJICHHS, TaKi SIK KUIbKICTh
spaskiB Ta mapamerpu GI (Global Illumination), mo6 oTpumaru

pealicTUYHE OCBITJICHHS CIICHU.
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3 HOKPOKOBA PEAJII3BALIA MOJAEJII

3.1 Ilpukiaaa Moael0BaHHA TeJieBi3opa

Ha puc. 3.1 nokazaHo nuisix 10 CTBOPEHHS Ky0a.

Pucynok 3.1 — Illnsix cTBOpeHHS KyOy

PosrasiueMo anroput™ ooy 108U TENEBI30PY:
- CTBOPIOEMO TIOYATKOBY 3arotoBky “Cube”. Hatuckaemo Add — Mesh —

Cube (puc. 3.2);

Pucynok 3.2 — CTBopeHa 3aroToBKa
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— NEPEeXoIMMO B PEXUM peaaryBaHHs kiasimeio [TAB ta Bubupaemo

BUJUICHHS IUIOUIMHH Yy BEPXHBOMY JIBOMY KyTKy. Po3rsaryemo ky6 mo dopmu
napanenerinena (puc 3.2);

— po3aiunsieMo oTpuMaHy ¢irypy Ha 3 YaCTUTH CHOJYKOI KJIaBIII

CTRL + R (puc 3.3);

Pucynox 3.3 —Po3zinenns ¢irypu Ha YaCTUHH

— BUJIIIEMO 3TIO CEKIIFO Ta 3MEHITYEMO ii KiaBimorw S (puc.3.4);

Pucynok 3.4 — IlepBunna ¢opma ¢irypu
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— BUTICHsIEMO TIeHTp ¢irypu. Lle maitObyTHIl ekpaH Tenesizopy (puc. 3.5);

Pucynoxk 3.5 —BuricHeHHsI popMu €KpaHy TEIEBi30PY

— CTBOPIOEMO III€ OJUH KyO Ta peaaryeMo MOro TmijJ BUTJIAJ OIyKJIOTO

eKpaHy 3a jonomororo Mmoaudikarii “bevel edges” (puc 3.6);

Pucynoxk 3.6 - Burmisg onmykioro ekpany
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— 3rIaKyeMo pedpa ¢irypu moaudikamiero “bevel edges”. Cteoproemo 3

mapy Ta 2 mwiniHgpu. PoOuMo 3 HUX aHTeHy Ta 3’€IHYyEMO B OJMH EJIEMEHT

cnionykoto kimasim CTRL + J (puc 3.7);

Pucynox 3.7 — Burnsan antenu

— CTBOPIOEMO 4 KyOM Ta pO3TITYEMO 1X JJisi BHUPI3aHHS BEHTUJISALINHOL

pCIIITKA HA 3ajHIA CTiHI TeneBizopy. Bupizaemo 3a momomoro komanau Bool tool

(puc 3.8);

LT TR

Gawma

Pucynok 3.8 — BeHTrIs11iliHI OTBOPH TeJEBI130pa
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— CTBOPIOEMO 2 LWJIIHIAPIB Ta poOMMO 3 HUX MEpeMUKadl Ha HepeaHii

naHen tenesizopy (puc 3.9);

Pucynok 3.9 — Burnsg nepemukadiB

— CTBOPIOEMO IIJIIHIP Ta POOMMO HIXKKY, MICIS 4YOTO KOMIIOEMO ii Ta

BUCTaBJsIEMO 110 KyTax (puc 3.10);

DODDDDDDDDDDD

Pucynox 3.10 — Hixkku 110 TeneBizopy
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— BUJISIEMO BC1 00’ €KTH Ta 00’ €qHyeMO 1X cronykoro kinasim CTRL + J.

B pesynbTaTi otpuMaeMo onuH rotoBuii 00’ ekt(puc 3.11);

on
oa
on
on
on
P
on
o0
on
on
on
P
en
on

Pucynox 3.11 — KinneBuii BUTIISI TEIEBI30pY

BuroroBinsemMo cTi 18 TeIeBi3opa:

— CTBOPIOEMO KyO Ta pO3TATYEMO A0 MOTPIOHMX PO3MIpPIB, MICHS YOTro

npubrpaemo roctpi Kytu komanzor “Bevel Edges”(puc 3.12);

TeWa

Gewma

Pucynok 3.12 — KinueBuii BUrJIsi1 CTOTY
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— CTBOPIOEMO LWIIHIAP Ta PO3TATYEMO MOro 110 MOTPIOHHX POXMIPIB

cnonykoro knaBimm CTRL + Z. BucraBnsemo ¢irypy y mnoTpiOHE Micle Ta
3acTocoByeMo MoaudikaTop “Mirror” mis cTBOpEHHS CUMETPUYHUX 00’ €KTIB;

— dikcyemo komanzoro Apply Ta 00’€qHyeMO OO0’€KTH  CITOJIYKOIO
CTRL +J.

TakuM YUHOM MM OTPUMAEMO IPOCTEHBKUH CTUT I MOTped OynuHKy (y
JAaHOMY BHITQJKy IIiJ TeieBizop). Bmukaemo mpuxoBaHi 00’€KTH Ta OTPUMAEMO

binanpamit pe3ynabTaT (puc 3.13).

Pucynok 3.13 — ®inaneHuii Gurisg renesizopa Ha CTOMI

3.2 OcHoBHIi eTtanu no0ynoBu Kpiciaa B Blender

3.2.1 CxopoyeHnii BUKJIA] eTaniB no0ya0BHU KpicJja

B manomy mimpo3aim moOyayeMo Kpiciio, sSIke MaTUME OCTATOYHWMA BUTJIS,

300pakenuii Ha puc. 3.14. Bukopucraemo nopaau, HagaHi B Bigeo [13].
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Pucynok 3.14 — Mopens kpicia, moOyaoBa SIKOi CTaBUTHCS 3a METY

PosrasineMo cTBOpeHHs 0a30BOi FEOMETPIi:

— CUJIHHS, TJIOKITHUKY Ta CIUHKA. BUKOPHCTOBYEMO Ky0O a00 MIITIHIp, a
MOTIM MOJIU(iIKyeEMO HOTOo, 00 CTBOPUTHU 3a0KPYTIICHI Kpai, HAXUJIM Ta BUTHUHU;

— HIKKH. BHUKOPUCTOBYEMO KyO Ta MOAM(IKYEMO HOTro [0 BHIJISAY
CTOBOYMKA, BUCTABIIIEMO Ha TMOTPiOHE MiCIe MiJ CHIIHHS Ta JYyOJI0EMO i1 Ha BCi

KyTH Kpicna. (puc 3.15).

Pucynox 3.15 — ba3oBa ¢opma kpicia

JHomaemo nerani 10 6a30BuUx (HopM, Taki sK IBH, CKIAIKH, BUTHHHU.
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3a momomororo iHcTpyMeHTy Moxaudikamii, Subdivide (ITiapo3mineHHs

noBepxHi B Blender o3nauae 30inbmieHHS I T€OMETPUYHOI CKIAIHOCTI MUISIXOM
JoJaBaHHs OUIBINOI KUJIBKOCTI BepliMH 1 rpaHei. Lle cTBoproe OuIbIl TNTaaKy Ta
JeTalli30BaHy CITKy. ICHye nekiibka cIocoOiB IMiIpo3aiIuTH moBepxHIO B Blender
3aJICKHO BijJi 0a)KaHOTO Pe3ysIbTaTy Ta TUIY MOBEPXHi, 3 IKOK BU IMPAIFOETE) TAEMO

Kpicity Oinblie aetamizoBaHocTi (puc 3.16).

> [0 subdivision

)] Subdivision To=E@ v x

Catmull-Clark

Levels Viewport 3
Render 2

¥ Optimal Display

Advanced

Pucynox 3.16 — 3actocysanns Subdivision surface

Ha mopgeni cTBOproeEMO CITKy Ta BHIUISEMO MOTPIOHI TrpaHi, MICAS YOro
IEPEeX0IMMO B PEKHUM CKYJIBITUHTY (CKynsnTuHT B Blender - me nporiec ctBopeHHs
Ta MonentoBaHHs 3D-00'ekTiB nuisaxom ix "miruieHHs" 3 BipTyanbHOI ThuHU. Llei
IHCTpYMEHTapiii J03BOJII€E BaM CTBOPIOBATH OpraHiyHi (GOpMH, Taki K JIIOJIH,
TBApWHU, ICTOTH, a TaKOX CKJIAJHI JeTail, Taki SK M'S3M, CKIAJKA OJITYy Ta
TEKCTypH) Ta “HagyBaeMo” mojenb iHcTpymeHTtoMm “cloth filter”. Jomaemo mBu 3a
nonomoroto iHcTpymeHnty "Edge Split"( Posginenns pebGep - mne mMomudikatop B
Blender, sikuif BUKOPUCTOBYETHCS ISl YIIPABIIHHA TUM, SIK peOpa CITKH BIUTMBAIOTH
Ha 3aTIHEHHS Ta INMaAKICTh o0'ekTa. BiH mpamioe NUISIXOM pO3AUICHHS a0o
nyOMIOBaHHS ICHYIOUMX pedep, CTBOPIOIOYM UITKIII MEXI MK TPaHSIMH.), a MOTIM
po3mmproeMo ix 3a gomomoroio iHcTpymenty "Bevel"( 3pi3 B Blender

BUKOPHUCTOBYETHCS JIJII CTBOPEHHS CKOCIB a00 (acok Ha pebpax citku. Lle moxke
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OyTH KOpPUCHO /Uis JOJABaHHS JeTajeil, Bi3yaJbHOTO IHTEpPECY Ta MOKpAalleHHs

3araJJbHOTO BUTJIATY Bamoi mojedi) (puc 3.17).

Pucynox 3.17 — CTBOpeHHS LIBIB Ta BUTHHIB 3a JOTIOMOTOO CKYJIBIITUHTY

[Tepexoaumo B pexxuM “Loyout” ta otpumaemo takuii Burisia (puc. 3.18).

Pucynoxk 3.18 — @iHanpHUN PE3yNbTaT MiCIs CKYJIBITHHTY

AHQJIOTIYHO OIMKCY aJITOPUTMY MOOYAOBU HIXKOK cTojia (nuB. 1. 3.1.1) momaemo

HDKKH 710 Kpicia (puc. 3.19).
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Pucynok 3.19 — MeTaseBi IIsIHIIEB1 HIXKKH JIJ11 MOJIETI Kpiciia

Marepianu Ta TEKCTypU. 3aCTOCOBYEMO MaTepialM y BUIJISAAlI TKAHWHU, 1100

HaJIaTH oMy peaiictnaauid Burisia (puc. 3.19).

Denning Textile Blend Fabric g
" O

*8 by Paco Salas

Pucynox 3.20 — 3acTocyBaHHs TEKCTYp A0 BUOpaHOi Mol

OcsitneHHs Ta peHaepunr. HamamToByeMo OCBITJICHHS CII€HH, 1100 CTBOPHUTH
peaslicTU4HI TiHI Ta OCBITJIEHHS. BukopuctoByemo nBuryH pesnuaepusry Cycles y

Blender (puc. 3.21), 1106 cTBOpUTH BHCOKOSIKICHI 300paxkeHHs Kpiciia (puc. 3.22).

Pucynox 3.21 — Bubip asuryna penaepunry y Blender
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Pucynoxk 3.22 — ['oToBuii BUTIIS Kpiciia MICIsl PEHACPUHTY

Pucynox 3.23 — ['oToBuUli peHACPUHT 3 OCBITICHIM

3.3 Moje/iroBaHHA 32 I0MIOMOT0I0 KPHBHX

[TocnimoBHICTh CTBOPEHHS Ba3u 3 KBITAMHU:
— Ha PUCYHKY 3.24 300pakeHO CTBOpPEHY Ba3y Ui KBiTiB (MPUHIUMM ii

noOy10BM BKa3zaHi y miapo3imi 3.4.1 Ha ocHOBI BUKIAI0K B [12];

Pucynok 3.24 — 300paxeHHs TOTOBOT Ba3u
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— CTBOPIOEMO KPUBY, 1eOopMyeMO 11 sIK HaM TOTPIOHO Ta KOHBEPTYEMO B

“mesh” (puc 3.25);

Pucynox 3.25 — CtBopeHa kpua besbe 117151 OyToHa pOCTMHU

— PO3MHOKYEMO CTBOpPEHY (Pirypy Ta poOMMO IMITAIliIO TUIOK, MIiCJIS YOTO

3actocoByemo “Subdivide surface” ms 3rmamkyBanHs moBepxHi (puc 3.26);

Pucynok 3.26 — ImiTartis rijok 3a JI0oMororw KpuBux besne

— iMiTyeMo 0aBOBHY 3a jgomnomoror cdep.(puc 3.27) 3rimamkyemMo Ta

J0JTAEMO TeKCTypy Bopcu(puc 3.28);
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Pucynok 3.27 — imiTaitist 0aBOBHU

Pucynox 3.28 — dinanbHuii BUTIIS KBITKH

— 30UpaeMo BCi €JIIEMEHTH 10 KYIH, JOJA€EMO TEKCTYpH Ta (PIKCyeEMO

¢inaneHuil pesynbrar(puc 3.30).

Pucynox 3.30 — diHambHUN BUTIISAA POCTHHH
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3.4 Tlpukaan cTBOpPeHHsI Ba3u 3a jomoMoror kpuBoi Bezier ta Nurbs

MOACJTIOBaAHHA

3.4.1 Ilpuxaan MoxeTIOBaHHSA KpUBOIo Bezier

Kpugi besbe B Blender € moryxHUM iHCTpYMEHTOM i CTBOPEHHSI TOYHUX 1
IJIAJIKUX KPUBHX, 10 3HAXOJSATh 3aCTOCYBAHHS B pi3HUX acrnekTax 3 D-monentoBaHHS.
Po3yMiHHS OCHOB pOOOTH 3 IIUMU KPUBUMH JTO3BOJISIE 3HAYHO MOKPALIUTH SIKICTh Ta
edextuBHICTh poboTH B Blender. He3Baxarounm Ha [esiki OOMEXKEHHS, 1X
BUKOPUCTAHHS BIJIKpUBAE MIMPOKI MOMIMBOCTI JJISI TBOPUOCTI Ta TEXHIYHOIO
BUKOHAHHS CKJIaJIHUX MPOEKTIB [6, 8, 12].

Anroputm:

— Ha pucyHKy 3.31 300pakeHO KacTOMHYy KpuBy Bezier curve 3a

JOTIOMOT 010 1HCTpyMeHTy “Draw”;

Pucynok 3.31 — Kpusa Bezier curve

— BUPIBHIOEMO KpuBY Bezier 3a 10momMororw 3BaKEHHX TOYOK IS

OTpUMAaHHS OLTbII MpaBUIIbHOI popmu(puc 3.32);
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Pucynok 3.32 — 3Baxeni Touku npuBoi Bezier

— Ha pUcyHKY 3.33 300pa’keHO0 BUKOPHUCTaHHS MOJU(DIKATOPIB ISl KPUBOI
Nurbs, Taki sx: “screw” (iHCTpyMEHT JJisi 3aJIMBKH TOYOK MiXK COOOIO IO KOJIY),

”Subdivision surface” (iHcTpyMeHT aJis JoAaBaHHS IMOJIrOHIB Ha MOCIIB);

QO s

Catmull-Clark

Levels Viewport

Render

# Optimal Display

Advanced

Pucynok 3.33 — Mento Bubopy MoaudikaTopis

— Ha pUCYHKY 3.34 300pakeH0 (GpiHATBHUN BUTIIA Ba3W MICHS TOJAaBaHHS

TEKCTYp Y BUIJISIAI MapMypy.
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Pucynok 3.34 — I'oToBuU# BUTJISAT MOJIEN1 Ba3u

3.4.2 Tlpukaan MoaeTrOBaHH JKaKy3i 3a qonmomororo Nurbs surface

NURBS (Non-Uniform Rational B-Splines) — 1e Mmatemartuunuii croci0
MOJICJIIOBAHHS TUIABHUX KPHUBUX 1 MOBEPXOHb, SIKUU IIUPOKO BUKOPUCTOBYETHCS B
3D-rpadimi, imkenepii Ta CAD-cucremax. VY cepemoumni Blender, NURBS
MOBEPXHI 3a0€3MeuUyI0Th MOTYKHI IHCTPYMEHTH JJIsI CTBOPEHHS CKJIAJIHUX 1 TOYHUX
TpuBUMIpHUX (popM. Lli moBepxHi 0COOIMBO KOPHUCHI AJII TPOMMCIOBOTO IU3alHY,
aBTOMOOLUTLHOTO TIPOEKTYBAHHS Ta 1HIIUX 00JIacTeM, 1€ MOTpiOHA BUCOKA TOYHICTD 1
TIaaKICTh (OPM.

Buxmagemo ocHou NURBS [7].

[ToBepxui NURBS BusHauaroThcsi HAO0POM KOHTPOJBHUX TOYOK, SIKi
YTBOPIOIOTH Mepexy. Ko’kHa KOHTpoJibHa TOYKa BIUIMBaE Ha (OpMy MOBEPXHI,
IPUYOMY BIUTUB KOXKHOI TOYKM MOYKHA PETyJIIOBaTH BaroBUMH KOeQilli€HTaMH.
3aBasku 11poMy, noBepxHi NURBS moxyTe OyTu qyke TOUHUMH Ta THYYKHUMH Y
BUKOPHUCTAHHI.

OpienTyrounch Ha kepena [7, 10], mpoBexeMo MOIETIOBaHHS PKAKY3i:

— Ha PUCYHKY 3.35 moKa3aHO CTBOPEHHS CKEJIETY JKaKy3l 3a JOIIOMOTOH0

Nurbs noBepxoHb;
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Pucynok 3.35 — ®opma maitOyTHRO1 BaHHOT 3a Jormomororo Nurbs mosepxons

— CTBOPIOEMO TLJIO Y HAIIOMY CKeJieTi kiasimoro F (puc. 3.36);

Pucynok 3.36 — [lepBunna ¢popma dirypu

— Ha pUCYHKY 3.37 300pakyeThes 3acTocyBaHHs Moaudikaropa “Solidify”

(Momudikarop asst CTBOpEeHHS 00’ eMy dirypu);
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Solidify E:z (] £ -

Mode Simple
Thickness 0.05 m
Offset 1.0000
BEwen Thickness
Rim = Fill

Only Rim

Pucynox 3.37 — Mento nanamryBanast moaugikaropa Solidify

— (biHATBHUM IITPUXOM CTAaHE JI0JIaBaHHA 3MIIIyBady JIsl BOAM Ta LIJTiCHA
MiJCTaBKa MM HKaKy3i ke 300paxeHo Ha pucyHKy 3.38. Takoxk q01aeMo TEKCTypH

KepaMiKH Ha JDKaKy31 Ta JiepeBo Ha mijacTtaBky(puc 3.39).

Pucynok 3.38 — 'oToBa Mozenb 1KaKy3i
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Pucynox 3.39 — ®inansHUN BUTIIST MOEITI

3.5 Ilpukjaau BUKOPUCTAHHSA B iHTeP €pi po3podJieHuX Moeei

Ha pucynky 3.40 mpoaeMOHCTpPOBaHO I1HTEpP’€p 3 BUKOPUCTAHHAM MOJENI

JUKaKy3l, Ha pUCYHKY 3.41 — IHIIKUX MOJIeNel, 30Kpema Kpicia, Ba3u 3 KBITaAMU Ta 1H.

Pucynok 3.40 — Banna kiMHaTa
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Pucynok 3.41 — baGycune kpicio

Jliig imocTpanii peanicTHYHOCTI Mpy 3acTocyBaHHi Blender mns crBopenHs ta
MOJICNIIOBaHHS 1HTEp €py Ha pucyHkax 3.42 ta 3.43 mpoJeMOHCTPOBAHO PO3POOKHU

aBTOpa KBamidikaliiHoi poOOTH.

Pucynok 3.42 —CnianbHs CTyeHTa



Pucynok 3.43 — Kyxus

Pucynok 3.44 — 3atumHuii kabiHer

37
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BUCHOBKHA

VY mporeci BUKOHAHHS KBamidikaniidHoi podotu "3D-monentoBaHHS 1HTED'€pY
3acobamu  Blender" Oyno g0ocSIrHyTO KidbKa BaXKJIMBHUX pPE3yibTaTiB, SKi
HIATBEPKYIOTh €()EeKTUBHICTh BUKOPUCTAHHSA I[HOTO MPOTPAMHOI0 3a0e3NeueHHs
JUIS CTBOPEHHS BHCOKOSIKICHUX TPUBUMIpHMX Mozened iHtep'epiB. OCHOBHI
BUCHOBKH POOOTH TaKi:

— TIPOBEJCHUN aHaI3 HAyKOBUX JIKEpEN Ta pecypciB Mmokasas, mo Blender e
MNOTYXXHUM 1 YHIBEPCAIbHUM IHCTpYMEHTOM 1jisi 3D monentoBaHHs, KMl Mae Bci
HeoOX1H1 (YHKIT JIJIT CTBOPEHHS JETalbHUX 1 PEANICTUUHUX MOJIENeH 1HTep'epy.
Biakputuii koa Ta 6€3KOIMITOBHE PO3MOBCIOKEHHS poOsisaTh Blender noctynuum ajis
HIMPOKOTO KOJIa KOPUCTYBaYiB;

— m mporeci pobotu Oyrna mpoBeaeHo 3D MojentoBaHHS 1HTEp'epy, IO
BKJIIOYA€ BUKOPUCTaHHS 0a30BHX Ta po3MMpeHHX IHCTpymMeHTIB Blender. Bona
OXOIUTIOE BCl €Tanu MOJENIOBaHHS, BiJ] CTBOpPEHHs 0a30BUX (OpM 1 CTPYKTypHu
iHTEp'EpY 10 TEKCTYpYBaHHSI, HAJIAIITYBAHHS OCBITJICHHSI Ta PEHACPHUHTY,

— Oyno ctBOpeHo kimbka 3D wmogmeneit iHTEp'epiB, SKi JAEMOHCTPYIOTH
MOoxJMBOCTI Blender y cTBopeHH1 peanicTUUHUX CIieH. MoJiesi BKIIIOYal0Th IeTalIbHE
TEKCTYpYyBaHHS, MPaBUJIbLHE PO3MIIICHHS HKEpea CBITJIa Ta BUKOPHUCTAHHS Pi3HUX
TEeXHIK PEHACPHUHTY, 110 I03BOJIMIIO OTPUMATH BUCOKOSKICHI Bi3yali3allii;

— BCTAHOBJICHO, 1110 1HCTpYMeHTH Blender 103BOMISAIOTH €PEKTUBHO Ta IMIBUIKO
CTBOPIOBATU CKJaJHI TPUBUMIPHI MOJedl 1HTep'epiB. BukopucTanHs pi3HHX
MOAU(IKATOPIB, CHCTEMHU YACTUHOK Ta 1HIMUX (PYHKIIH J03BOJISIE 3HAYHO TOJETTIIUTH
MIPOIIEC MOJICITFOBAHHS 1 JJOCSATTH BUCOKHUX PE3YJIbTaTIB,;

— nosepxHi NURBS Ta kpuBi be3be B Blender € moTyxHUM 1HCTpyMEHTOM 15
CTBOPEHHs CKIAJIHMX 1 TOUYHHMX TPUBMMIPHHX (OPM. IX BHKOPHMCTaHHS J03BOISE
JIOCSITTH  BHCOKOT1 SIKOCTI MOJENEH, 10 OCOOJMBO BaXXJIUMBO B I1HXEHEPHUX Ta
nu3aiiHepChKUX MpoekTax. He3Baxkaroum Ha aeski ooMexxenHs, mopepxai NURBS Ta
KpuBl be3be BIIKpUBAIOTh IMIUPOKI MOMKJIUBOCTI JUIi TBOPYOCTI 1 TEXHIYHOTO

BUKOHAHHS CKJIQJHUX 3aBAaHb y 3D-mMomemoBaHHi.
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Takum uymHOM, naHa kBamidikamiiiHa poOoTa MIATBEpAMIA JOLUUIBHICTH

BukopuctanHsa Blender sik ocHOBHOTO 1HCTpyMEHTY A1t 3D MoentoBaHHS 1HTEp'€piB.
OtpumaHi pe3yinbTaTd MOXKYTh OyTH KOPHUCHHUMHM JJIsl Au3aiiHepiB iHTep'epiB, 3D

XYJO’)KHUKIB Ta BCIX, XTO LIKABUTHCSI TPUBUMIPHUM MOJCITIOBAHHSIM.
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Hexaapanis

aKka/ieMiuHoi 100poYeCHOCTi

3m00yBaya crynensi Bumoi ocsiru 3HY

A,

CTyJeHT(Ka) Kypcy, dbopMH HaBYaHHS, MATEMaTUYHOTO

bakyabTeTy, CHEIiaTbHOCTI ,

azpeca €JIEKTPOHHOI IMOLITH , —

MIATBEP/KYIO, IO HamkcaHa MHOIO KpamidikaiiiiHa poOota OakaiaBpa Ha

TEMY «

»

BI/IMOBIZJa€ BUMOTaM aKaJIeMI4HOi JOOpPOYECHOCTI Ta HE MICTUTh MOPYIIEHB, MO
BU3HaueHi y cT. 42 3akoHy VYkpainm «lIpo ocBiTy», 31 3MICTOM SKHX
O03HaMOMJICHHIT/03HalOMIIEHA;

— 3asBJIAAIO0, 110 HaJaHAa MHOIO ISl MEPEBIPKU €JIEKTPOHHA Bepcis poOOTH €
1IEHTUYHOIO 11 IPYyKOBaHI Bepcii,

— 3TOJICH/3T0JlHA Ha TEPEBIPKY MO€I POOOTH Ha BIJIMOBITHICTH KPUTEPIAM
aKageMIuyHO1 JOOpOUYECHOCTI y Oylb-IKUM CIOci0, y TOMY YHCIl 3a JOMOMOTOIO

IHTEPHET-CUCTEMH, a TAKOX Ha apXiBYBaHHsI MO€1 poOOTH B 06a31 JaHUX I111€1 CHCTEMHU.

Crynenr

(mara) (miarmc) (iHimiamu, mpi3BuUIIe)

HaykoBuii kepiBHUK

(mara) (miarmc) (iHimiamu, mpi3BuUIIIe)



