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PO3POBKA ITPOI'PAMHOI'O MOJYJIIO JJISI ONTUMI3BAILIIL
MMPOLECY 3D MOJAEJIOBAHHA Y CEPEJOBUIII BLENDER
SAunarsbes I1. I1., Boponuosa /1. B.

Hauyionanvnuii mexuiunuil ynigepcumem
«XapkiecoKuil noaimexuiuHuil incmumymy», m. XapKie

Cydacue 3D wMopentoBaHHs Mae 0arato TEXHOJOTIYHHX 3aco0iB  IIOJO
Bi3yaiizaiii TPUBUMIPHUX OO0’€KTIB, MPOTE JIOCTYIHICTH JI0 1HCTPYMEHTIB MOXKE
PIBHUTHCS B 3aJICKHOCTI BiJ cepepoBuina 3D monentoBanHs. KO po3risiiaTi TaKy
nporpamy sk Blender, To mpu anaizi BOy10BaHOT0 iIHCTPYMEHTAP1I0 MOKHA IIOMITHUTH
BIJICYTHICTh MO>KJIMBOCTI BUKOPHCTaHHS TAaKOl TEXHOJIOTII, SK Malu BEKTOPHOIO
smimenss (VDM — Vector Displacemet Map).

Memorw 00nogidi € po3poOKa NPOrpaMHOTIO MOJYIIO, SIKUM 3a0e3MeYuTh
cepenopunie Blender cmemianizoBaHuM I1HCTPYMEHTOM, OCHOBAaHUM Ha TEXHOJOTii
3aIiKaHHs Mall BEKTOPHOTO 3MIIIEHHS, 1110 JO3BOJIUTH KOPUCTYBAady BUKOPHUCTOBYBATH
Horo Jjisi CTBOpPEHHs MIA0JIOHIB TeoMeTpli 3auisl MOAANbIIOro 0araropa3oBOro
JI0/IaBaHHs HA TPUBUMIPHHI 00’ €KT B PEKUMI CKYJIBIITYPHOTO MOJIETIOBAHHS.

['070BHUM KOHKYPEHTOM B TEXHOJOTIYHOMY BHKOPHCTaHHI Mam BEKTOPHOTO
3MIIIEHHS € Mank HOpMaJied, MpPOTE XOY 1 MPAIlOI0Th BOHU CXO0XKE, MAKTh PIi3HI
METO/IM Ta pe3yJIbTaTu. Manu HopMasieil He 3MIHIOIOTh HallpsIMy T€OMETPI0 MOJIEN], a
JIMIIIE CUMYJIIOIOTH 1i Y BUTJISII TEKCTYPU, BUKOPUCTOBYIOUM OCBITIICHHS 1 TiH1. B Toi
yac K Malud BEKTOPHOTO 3MIIIEHHS JOJAlTh TI'EOMETPIl0 10 00’€KTa,
BUKOPUCTOBYIOUM BEKTOpPHE 3MIIEHHS B TpUBUMIpHOMY mpoctopi [1, 2, 3].
BuxopucroBytoun inctpymeHT Shader Nodes, MOXIHWBO TOCSATHYTH MOTPIOHOTO
edeKTy, MpoTe 1eH nporec MoTpedye YMMaInX 3yCHiIb BiJl KOPUCTyBada Ta MoTpedye
JIOJIATKOBOTO PECypcy, a TaKOX HE € YHIBEPCAIbHHM DIIICHHSIM, 00 OTpUMaHUM
pe3yJbTaT MOXKe OyTH BUKOPUCTAHUH JIUIIIE OJTHOPA30BO.

Bucnoeok. Po3poOka mnporpaMHOro MOJYJIIO, SIKUKA Oyne aBTOMaTH3yBaTH
OCHOBHI IPOLIECH MIATOTOBKH, PO3POOKHU, IHTErpallli Ta BUKOPUCTAHHS IHCTPYMEHTY,
ONTUMI3YIOUM TIpolleC MoJeitoBaHHs B cepenoBuili Blender, € Ha cbhoromHi
aKTyaJIbHOIO Ta MOTPIOHOIO 3a1a4elo.
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