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MNocTtaHoBKa npobnemu B 3aranbHOMy BMUraAagi. B Haw 4yac HaykoBy poboty
HEMOX/MBO ysABUTM 6e3 3acTocyBaHHA KOMN'LOTEPHOI TexHiku. [lpeacTtaBneHHA
rpadiyHMX AaHMX Ha MOHITOpPi Komn'toTepa Bnepwe 6yno peanizoBaHo B cepeauHi 50-x
pokiB ans Bennknx EOM. 3 Tux nip rpadiyHuit cnocié BigobparkeHHA AaHUX CTaB
OCHOBHOI CK/J1aA0BOK KOMMN'IOTEPHUX CUCTEM. 3aCTOCYBaHHA 0BYMCNIOBANIbHOT TEXHIKM
ANA CTBOPEHHA rpadiyHux 300parkeHb Ta X BigobparkeHHA pisHMMKM 3acobamu
Ha3mMBaloTb Komn'oTepHoto rpadikoto. BoHa noainserbcs Ha ABa BuAn: asosumipHa (2D)
Ta TpusBumipHa (3D). NMig aBoBuMipHOO rpadikold pPoO3yMIiETbCA 306pakeHHA Ha
NAOLWMHI, LLen BUA € OCHOBOI i ANA TPUBUMIPHOI rpadikM, fiKka, B CBOK 4Yepry, BUBYAE
meToam nobyaosun 06’eMHUX moaenen o6’ekTiB y BipTyasibHOMY NPOCTOPI.

OVHaMIYHMIA  PO3BUTOK KOMM'IOTEPHOI TEXHIKM CNpWAB BAOCKOHAJIEHHIO Ta
NMPOHUKHEHHIO KOMN'tOTepHOI rpadikn y BCi chepun HALOro KUTTA, HE OMUHYBLLM | TaKy
BaXknmBy codepy, AK ocsiTa. CbOrogHi NPUHLMN HAOYHOCTI NPU BUKNAZAHHI ByAb-AKMX
AMcumMnAiH Habysae Bce 6inbworo 3Ha4yeHHA. Ha Hawmnx ovax 3BUYHi Tabaumui Ta NaaKaTm
BUTICHAIOTLCA KOMMN'IOTEPHUMM MpPE3eHTaLiAMM Ta MYAbTUMELIMHUMU  [OLKAMMU.
3amicTb 3BMYAMHOrO MNOACHEHHS, AEeMOHCTpalii AKOrocb ABMLLA YM Npouecy 3a
AOMOMOroto intocTpauin abo makeTiB finwe NoAMBUTUCL Bigeo, Ae BCe AOKNAAHO
MOKa3aHo.

Bce yacTiwe Ana cTBOpeHHA HAaOYHOCTI BUKOPUCTOBYHOTLCA 3D-mozaeni, CTBOpeHi 3a
[O0NOMOroOH Pi3HOMAHITHUX IHCTPYMeHTIB. [laHa TeHAEHLUiA He NigWTOBXYE 40 NOBHOMO
BMK/OYEHHA K/IACMYHUX METOAIB, ane CTae BCe binbl akTyanbHow Ana 6inblwocTi



HaBYANbHUX OUCUMUNNIH.

AHani3 pocnigeHb i nybnikauiit. MNpoaHanizyBaswmn nitepaTypHi Axkepena [1-3],
NPUCBAYEHI BNPOBAAKEHHIO HOBITHIX iIHPOPMALLIMHMX TEXHONOTIM B HAaBYaNbHWUI NpoLeC,
MOXHa 3p0OUTU BUCHOBOK, WO Ha AaHOMY eTani iHTEHCUBHICTb AOCAIAXEHb TAaKOro
BNPOBaAKEeHHA B HaBYa/lbHUX 3aKnagax TiAbKWM 3pocTae. [ocnigKeHHA B AaHOMY
HanpAmi AocuTb WKpoKo nposoauanca M.l. angakom [1-2]. B ymx, Ta uinomy pagi
iHWKUX pOobIT 3an04aTKOBAHO Cy4YacCHi KoMN'lOTEPHO-OPIEHTOBAHI METOAUYHI CcUcTeMum
HaBYaHHSA, LLO OPiEHTOBAHI Ha NeAaroriyHo AouinbHE NOEAHAHHA HaabaHb TPaAULIMHUX
METOANYHUX CUCTEM HABYaHHA i Cy4acHUX iIHGOPMALLIMHUX TEXHOOTIN.

Cyaaum 3 3aKopAoHHOro Ta BiTYM3HAHOro pocsigy (I.B. Pob6ept, H.B. AnaTosa,
0.0. Ky3HEL0B) MOKHA 3po6UTM BUCHOBOK, WO iHPOPMALiHI TeXHONOrIi AouiNbHO
3aCTOCOBYBATW NPU BUBYEHHI A0BINbHUX NpeameTis [3]. Mpn LboMy TEXHONOTIT NOCTalOThb
AK HOBI IHTEPAKTMBHI 3aCc0bM HaBYaHHA, AKi MalOTb NEBHI ANAAKTUYHI 0COBANBOCTI, WO
[A0Tb 3MOTY AKICHO 3MiHUTU MeToaM | POPMM HaBYAHHA.

Buknaa ocHOBHOro marepiany AOCNiAXEHHA. ICHYE BeNMKa KiNbKiCTb NpOrpamHmx
3acobis 3D mogentoBaHHA, AKi HaAalTb AOCUTb LUMPOKUA CMNEKTP iHCTPYMEHTIB AnA
nobyaoBu HeobxiaHMX AnA HaBYaNbHOro npouecy moaeneu. Ane Bci nporpamHi 3acobu
MaloTb AK CBOI nepesarun, Tak i HedoONiKW. [JOCTaTHbO BAaromMol 3a/IMLIAETbLCA Came
npobnema BMOOPY ONTUMANbHOIO MPOrpPamMHOro 3acoby, SAKMA B MNOBHIA  Mipi
3abe3neuyntb noTpebu BUKNagaya npu nobyaosi 3D-moaenen AnA BUKOPUCTAHHA Ha
3QHATTAX B AKOCTI HAO4YHOCTI. MeTa AoOCnigXKeHHA NONAra€ B MNOLWYKY ONTUMANIbHOrO
BMPILLEHHA AaHOi NpobaeMu WAAXOM O03HANOMNEHHA 3 MOXIMBOCTAMMU KOMM IOTEPHUX
nporpam, CTBOPEHUX ANns poboTu 3 TpuBUMIpHOW rpadikoo Ta Ana nobynosu
TPUBUMIPHUX MOAENEN, @ TAKOXK Y BU3HAYEHHI BapiaHTIiB 3aCTOCYBaHHA AaHWUX Nporpam
B OCBITHIil ranysi, 30Kkpema Ha ypoKax TPyA0BOro HaB4aHHA.

Cepep, pisHOMaHITTA nporpam 3D-mopentoBaHHA CKAagHO 06paTu ONTUMANbHUM
nporpamHuMin 3acib, ane 3Baxawum Ha Te, WO BiH Oyae BMKOPUCTOBYBATMCA ANA
HaBYaHHA B CEPEeAHbOCTAaTUCTUYHMX HABYANIbHUX 3aKNAAaX, AKi B 6inbWOCTi BUNAAKIB He
MOXYTb A03BO/IUTM COBi MOTYKHWI KOMN'IOTEPHUI KAac, Ta KOMepLiliHe nporpamHe
3abe3neyeHHsA, TO KONO NOLWYKY MOXHa BiApasy 3MeHWNTN A0 6e3KOWTOBHUX Nporpam
3 MiHIManbHUMN CUCTEMHMMUM BUMOTramu, Hanpuknag Komnac-3D abo Blender [5]. Ane,
3Ba)KalouM Ha Te, WO OCBIiTHI Bepcii nporpamHoro 3acoby Komnac-3D, AKi MOKHa
BMKOPUCTOBYBATU Ha 3aHATTAX B LIKOMAX, 3HAYHO CMPOLLEHHI Y NOPIBHAHHI 3 MOBHO
BEPCi€l0, TO PO3rNAHEMO NOBHICTIO 6e3KOLWTOBHMI NporpaMHmii 3aci6 3D mogentoBaHHSA
nig Hassoto Blender. Blender — ue 6e3kowToBHWI npodecinHMin naket [4;5] ana
CTBOPEHHA TPMBUMIPHOI KoMM'tOTepHOI rpadikM, WO BKAOYAE B cebe iHCTPYMEHTH
MOZENIOBaHHSA, aHimauii, peHAepwHra, o06POOKM BiAEO Ta CTBOPEHHA irpoBUX
3aCTOCYHKiB. OCO6AMBICTIO LbOro NPOrpaMHOro MpPoAyKTy € MOro HeBEeAMKWUI POo3Mip
NOPIBHAHO 3 iHWMMW Nporpamamu, npusHavyeHnmu ans pobotun 3 3D-rpadikoto. Cepep
HaMbiNbLW Ba*kKNMBUX BNACTUBOCTEN MPOrpPamm CAif, 3a3HaYMTU HACTynHi [4]: nigTpumKa
PiI3HOMAHITHUX TFEOMETPUYHUX NPUMITUBIB; YHiIBEpCanbHi BOYAOBaAHI  MexaHi3mu
peHaepuHra; 6e3niy KOPUCHUX IHCTPYMEHTIB aHimauii (iHBepcHa KiHeMaTuKa, CKeneTHa
aHimauina, ciTkoBa aedopmalia, aHiMaLia No KAYOBUM KaZpam, AMHAMIKa M AKUX Tin,
AVHaMiKa TBepaux Tin); GyHKUii HeniHiMHoro peaaryBaHHs i KOMBiHYBaHHA Biaeo. TakoXK
cnig Bia3HaunTu, wo Blender Kpoc-nnatpopmMHMIN Ta NpautOe HaBiTb HAa Komn'toTepax 3



oAHosAepPHMMKU Npouecopamu 3 yactoTtoto 1My, npu HaaBHocTi 512 M6 onepaTmMBHOI
nam’aTi (O3Y) Ta rpadivHoto KapToto 3 niatpumrkoro OpenGL 3 64 MB O3Y [5], wo 3Ha4HOo
PO3LWNPIOE KONO iil BUKOPUCTAHHA HaBiTb B 3ara/ibHOOCBITHIX LWKOMAX, Ae AABHO He
OHOB/IOBANIACb KOMN'OTEPHA TEXHIKA.

MoynHarum 3 yacie, Konm Blender cTaB NPOEKTOM 3 BiAKPUTUM BUXIAHMM KOOOM,
6yB 3Ha4yHO A0POOGNEHUN iHTepdelnc Nporpamnm — A0AAHO KOHTEKCTHI MEHI0 A0 BCiX
MOMAUBUX PYHKLiNA, @ BUKOPUCTAHHA IHCTPYMEHTIB CTaNo Oinbll NOMYHUM i THYYKUM.
TakoX cCnig 3a3HAYMTM noganblle MONIMWEHHA KOPUCTYBaUbKOro iHTepdency 3
BBEAEHHAM PISHOMAHITHMX KONIPHUX CXem, MPO30pMX MAaBalOYMX eNeMeHTiB, HOBOH
cucTemMoto nepernsay aepesa 06'ekTiB Ta iH. MNpu poboTi 3 Blender morkHa BuAinnTn aga
OCHOBHi peXumu: O6'€EKTHUN pexkum i pexum pegaryBaHHs, nepexig MiX AKMMU
3MIACHIOETbCA  HAaTUCKaHHAM  Knagiwi Tab. O6G'eKTHUI pexmMm B  OCHOBHOMY
BMKOPUCTOBYETbCA AN poboTM 3 OKpemMuMmMKn O6'eKTamMK, B TOM Yac AK pPEeXuUM
pefaryBaHHA BUKOPUCTOBYETbCA ANA MaHINynauim 3 GpakTUYHMMU AaHMMK 06'eKTa.
Hanpuknag, ans noniroHanbHOi mogeni B OO'€EKTHOMY peXUMi MOXKHa NnepemilaTy,
3MiHIOBaTM po3mip i obepTatTm MoAenb LUINKOM, a PpPeXum peparyBaHHA
BMKOPUCTOBYETLCA ANA POBOTM 3 OKPEMMMM BEPLUMHAMMU KOHKPETHOI Moaeni. TakoXK €
KifbKa iHWKNX peXunmiB, Takux Ak Vertex Paint i UV Face select [4].

KopucTyBay MOBHICTIO KOHTPOJIIOE PO3TallyBaHHA | Opradisauito rpagiyHoro
iHTepdeincy, ue pobUTb MOXKANBUM HaNAWTYBaHHA iHTepdency Nig KOHKPETHI 3aBAAHHA,
Taki AK peaaryBaHHs Bigeo, UV mapping Ta TeKcTypyBaHHA. Poboumnin npocTip nporpamu
Blender BBaKa€eTbCcA OAHMM 3 HaMbiNbll HOBATOPCbKUX KOHUeNUii rpadiyHoro
iHTepdency ana rpadiyHUX IHCTPYMEHTIB.

Jlo ocHOBHUX nepeBar nporpamu [5] MoXHa BigAHECTU: MOXKAUBICTb HE3KOLWTOBHOrO
BMKOPWUCTAHHA NMOBHOI Bepcii Nporpamu; NOCTIMHUIA PO3BUTOK Ta OHOBJIEHHS (OCTaHHS
Bepcia 2.77 suiwna 19 6epesHAa 2016 poKy); TeXHIYHA NIATPUMKA AOCTYNHa MailiKe B
No6il ToYui NNaHeTU; HeBEIMKMIN PO3MIpP IHCTaNATOpPa; Kpoc-naaThopmMHicTb (ocobamnso
aKTyaNbHO ANA HaBYaNbHMX 3aKNAAiB, WO OAHOYACHO BWKOPWUCTOBYHOTb OMepaLinHi
cuctemu cimencrtea Windows Ta Linux); MOXKAKMBICTb CTBOPEHHA aHiMaLlii; MOHTaX Bifeo;
CKiHiHT (NpuWB’A3Ka Moaeni nepcoHarka A0 CKenety Ana Toro, wob nig yac pyxy ckeneta
pyxanacs i cama MoAeb); MOXKAMBICTb POOOTU 3 XPOMaKEEM.

[0 OCHOBHUX e HeAoNiKiB MOXHa BiAHECTU: BiACYTHICTb AOKyYMeHTaLii B 6a30Bin
nocTaBLi, ane ii MOXHa 3HAWTM Ha CaWTi NPOrpamm Ta He AyXKe AKICHUW nepeknapg,
iHTepdency 3 aHINiINCbKOI Ha iHLWI MOBW.

BUCHOBKM i nepcneKkTuBu nNoAanblumMx AochnipgKeHb. BukopuctaHHA nporpam 3D-
MOZENIOBAaHHA B HaB4Ya/lbHOMY MpPOUECi [03BONAE 3MEHWWUTU 4Yac po3B’A3aHHA
NOCTaB/EHMX 3a4a4y Ta OpraHidyBaTm HeobxigHwuii piBeHb Bi3yanizauii. Cneuundika
nporpamu Blender go3sonae npunyctuTy, WO ii BAKOPUCTAHHA NiABULWLNTL €PEKTUBHICTD
HAaBYaHHA, @ B MEPCNEKTUBI MOXKE CNpPUATM MOCTYNOBOMY nepexoay A0 BUPILLEeHHA
HeCTaHAAPTHUX 33434 TBOPYOro Xxapaktepy. Ane obrpyHTyBaHHS Lboro noTpebye GinbLu
AEeTaNIbHOro AOCNIAXEHHA.
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