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BCTVII

[HpopmaTHu3amiss OCBITH BIUIMHYJA HAa TPATUIINAHI MIIXOJM y HaBYaHHI.
OcobnuBa yBara craja NPHUIUIATACS MHUTAHHSIM BUKOPHUCTAHHS CIICIiaIi30BaHUX
MPOTpaMHMX 3aCO01B JIJIsi TPOBEJCHHS, BIATBOPEHHS Ta IECMOHCTpAIIii PI3HUX SIBUIILL.
3’aBUIIMCS Takli TEPMIHM SIK «BIpTyalbHa JabopaTopis» 1 «BIpTyaJbHUIN
7a00paTOpHUN MPAKTUKYM», SKI B TOMY YHCIl XapakTEePU3YIOTh 3alydeHHS
1H(QOpMaIITHUX TEXHOJIOT1H Y cepy HaBYAIbHOI 1STBHOCTI.

€ BenMKMH MOTEHIad Yy 3acTOCYBaHHI BIPTyaJlbHMX JlabopaTopii s
NIATPUMKMA BUKJIQJaHHS Ta HaBYaHHS B HaykoBid ramysi. 3D BipTyasibHe
cepeZoBHIEe 3a0e3leyye 3aHypeHHS B HaBYAJIBHUN TMPOIEC 1 B3aEMOIII0 Yy
BIPTyaJIbHOMY CBITI, IKI KEPY€ETHCS BCTAHOBJIEHUMH HayKOBUMH MPUHIIUITAMH.

Meroto naHoi poboTH € po3poOKa Ta BHPOBAKEHHS BipTyaibHuX 3D
nabopatopiid. JlocnipkeHHsT BKIIOYae B ce0€ MNPOEKTYBAHHS MPOTPAMHOIO
3a0€3MeUeHHs], IO MOEAHYE B €001 pO3IIMPEHY Bi3yati3allilo, 1HTEPaKTHBHE

YIOPABJIIHHS Ta IHTEJIEKTYaJIbH1 KOMIIOHEHTH.



1 JUCTAHLIMHA OCBITA

JluctaHuiiiHa ocBiTa — 1[e TEPMiH, SIKUA BUKOPUCTOBYETHCS JJI TO3HAYCHHS
IIMPOKOTO CHEKTPYy OCBITHIX MporpaM Ta KypciB, IOYMHAIOYM BiI KypCiB
MiABUIICHHA KBamiikarii, 1 3aKIHYYIOYM aKpeIUTOBAaHMMHU MIporpaMamMu BUIIOT
OCBITH, SIKI peaji3yloThb MOXJIMBICTh TICHOTO CHUIKYBaHHSI MiX CTYyJE€HTaMU Ta
BUKJIaJ[a4aMH 1 OTHOKYPCHUKAMHU, SIK Y BUTIAJKy 3 OYHUM HABUYAHHSIM.

CyyacHe nucTaHIlIHE HaBYaHHS € OJHUM 3 JUHAMIYHUX CEKTOPIB BHUIIOT
OCBITH, 10 MIBUJKO pO3BUBAIOTHCA. CTpIMKHI PO3BUTOK 1H(POPMAIIAHUX
TEXHOJIOT1H J03BOJISIE AMCTAHIIHHOMY HAaBYaHHIO KOHKYPYBATH 13 TPaJULIiIHHOIO
Mone/utio HapyaHHs. Clij 3a3HaYUTH, 10 B 3aXIHUX KpaiHaxX JUCTaHIlIiHE
HABYaHHS BXKE JIaBHO 3aCTOCOBYETHCS ISl Pi3HUX (HOpM HaBUAHHS Ta Ma€ MIMPOKE
MOIIUPEHHS.

AHai3ylouu nepeBarn AUCTAHLIMHOIO HABYaHHS Cepell IUIIOCIB, MOYKHA

Bi/I3HAUNTH HacTymHe (puc. 1.1).

BiLlLHHH JOCTYI 0 eIEKTPOHHHEX KYpcie 24rogusn 3650is

Pucynok 1.1 — MOXIMBOCTI JUCTAHIIIHHOTO HAaBYaHHS
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— CTY/CHT, SIKWM HaBYA€ThCS TUCTAHIIIMHO, MOXKE BUPIIIUTH, KOJIU 1 CKUIBKU
yacy MPHUCBATUTH NPOTATOM CEMECTPY BHWBUCHHIO Marepiany. BiH cTaHOBISATH
1HIMBIIyalbHUM Tpadik HaBYaHHS COOI.

— CTyIeHTaM He MOTpiOHO TypOyBaTHCs, IO BOHH BiJCTaHYTh BiJ CBOiX
OHOKYPCHUKIB. BH 3aBX11 MOXKETE TTOBEPHYTHUCS JO BUBYCHHS CKJIQHUX IMUTAHb,
NEepenIsIHYTH BIJCOJIEKI[lT KIJbKa pa3iB, MPOYUTATH JMCTYBAaHHS 3 YUYHUTENIEM Ta
NPOMYCTUTH BXKE BHUBUYEHI TEeMHU. [ONOBHE — YCHINIHO CKJIACTH TMPOMDKHI Ta
M1JICYMKOBI 1CTIUTH.

— CTYJIEHTH MOXYTh HAaBYaTHCS, HE BUXOASIYU 3 JIOMY YU Oicy, Y OyIb-aKii
toulli cBity. IIlo6 po3modarn HaB4aHHS, y Bac Mae OyTH JMIIE KOMIT'IOTEp 13
JOCTYIOM 70 [HTepHETY. Y CBITI MIMPOKO 3aCTOCOBYIOTHCS €JIEKTPOHHI HaBYaIbHO-
METOIMYHI pecypcH, 1H(OpMaIiifHO-T0BIIKOBI CUCTEMU, CHUCTEMH BI1J€O-3B'SI3KY,
BeO1HApH, TECTOBI MaTepiaiu, BiACONEKIIli, 3M1CHIOETHCS TEXHIUHA TIATPUMKA 1T
yac poOOTM 3 KOMHI'IOTEPHUM YCTaTKyBaHHSM. BilCcyTHICTH HEOOXiTHOCTI
BIIBIlyBaTH HaBYaJIbHUW 3aKjiaJ IIOJHSA € IEeBHOIO IepeBaroro s JIoAeH 3
0OMEKEHUMHU MOKIIUBOCTSMH, JIJIS1 THX, XTO KUBE Y BAXKKOIOCTYITHUX MICIISX Ta JUIs
0aTbKIB 13 MAJIEHLKUMHU TITbMHU.

— JIOCTIIKCHHS aMEPUKAHCBKUX BYCHUX TIOKa3ylOTh, IO PE3YJbTaTH
JIMCTAHIIIMHOTO HABYAHHS HE TMOCTYIMAIOTHCS 1 HABITh MEPEBEPIITYIOTh TPATUIIIHHI
dbopmu HapuaHHs. CTyIeHTH AUCTAHLIMHOTO HAaBYaHHS BUBYAIOTH OLIBITY YACTUHY
HAaBYAJIBHOTO Marepiany camoctiiiHo. lle mokpaiye 3anmam'aTOByBaHHS Ta
pPO3YMIHHSI BHUBUCHHUX TE€M. A BMIHHS BiJipa3y 3aCTOCOBYBaTH OTpHUMaH1 3HAHHS
NPaKTUYHO JOIMoMarae 3akpinuTh iX. KpiM TOro, BUKOPUCTAHHS HOBITHIX
TEXHOJIOTIH y HaBYaJILHOMY IMPOIIECl pOOUTH HOTO OUIBII IIKABUM Ta KUBUM.

— CHUJIKYBaHHS 3 BUKJIaJa4yaMu 31MCHIOETbCS MO-PI3HOMY SIK OHJIAMH, TaK 1
oduaiin. Koncynpraiii 3 BUKJIagaueM eJIEKTPOHHOIO MOMITO0 1HO/1 €(PEKTUBHIIIIE 1
MIBU/IIIE, HIXK TJIAaHYBaHHS 0COOMCTOT 3yCcTpidi.

— JOCTYN JI0 BCi€i HEOOXIJHOI JIiTepaTypud HAIA€ThCS CTYACHTaM TICIs

peecTpaiiii Ha caifTi, a00 BOHH OTPUMYIOTh HaBUaJIbHI MaTepialiv MOIITOIO.



OpnHaka fAucTaHIIMHE HAaBYaHHA Ha JAaHOMY €Tall HE MOXE IIOBHICTIO
3aMIHUTHU TPaaUIiiHI popMu HaBuaHHS. [0 HEOTIKIB MOJKHA BiTHECTH:

— CKJIQJIHICTh 3 a1l Tall€I0 10 OHJIAH-3aHATh;

— BIICYTHICTh pEajbHOIO CHIUIKYBaHHS Ha 3aHSTTI, HEAOCTYMHICTb MPSIMOTO
OYHOTO CMIUIKYBaHHS 3 BUKJIAJJaueM;

— 000B'SI3K0BA HAsIBHICTh TEXHIYHOTO 00JIaIHaHHS AJIs TOCTYITy J10 JDKEpesiaM
iHpopMarii (koMI'toTep, T0CTyI A0 [HTepHeTy Ta iH.);

— CKJIaJIHICTh MOTHBAIIli YUHIB,;

— BHCOKA BapTiCTh OOYA0BU CUCTEMH TUCTAHIIITHOIO HaBUYaHHS;

— BUCOKA TPYIOMICTKICTb PO3POOKH KYPCIB JUCTAHLIMHOIO HAaBYaHHSI;

— HM3bKa KOMIT'FOTEPHA I'PaMOTHICTb;

— HepaIlioHaJIbHE BUKOPUCTAHHS Yacy.

— TEXHIuHi nepemkoau. lloranuii 1HTEpHET, BIAKIIOYEHHS CBiTIa, 3011
1aTGOpPMU 1 3aHATTA 3aKIHUYETHCS paHillle, HIXK MJIaHyBaJIu.

— CKJIAJIHIIIE 3 OpPraHi3ali€lo MPaKTUYHUX Ta JJA00PaTOPHUX pOOIT B OHJIANH-
dbopmari. Mano 3100yTu HOB1 3HaHHs. [I0oTpPiIOHO HABUMTHCA 3aCTOCOBYBATH iX Y
KUTTI. JlMCTaHIIHHOMY HaBYaHHIO JOBOAUTHCA OyTHM BHHAXIJJIMBUM, HI00 HE
MPOCTO JJaBaTH 3HAHHSA, a i JoTIOMaraT 3aKpiIuIiOBaTH iX Ha MPAKTHIII.

3BakalouM Ha HAA3BUYAlHO BHUCOKY BAapTICTh TaKOro OOJaJAHAHHA Ta
BUTPATHUX MarepiajiB 0 HbOTO, a TAKOX CKJIAIHICTh €KCIUTyaramii (110 BUMAarae
CHeliaJIbHUX HaBUYOK JJIsi HOro BUKOPUCTAHHS, MOXKJIMBOCTI BUXOY 3 JIaay 4yepes
HeIpaBUJIbHE BUKOPUCTAHHS), JaOOpaTopHi poOOTH HA PETYJSpHIN OCHOBI BKpai
3arpynHeHi. BipryanbHa mabopatopHa po0oTa MOXKE BHUPIIIKATUA POOIEMY.
BipryanbHe oOnagHaHHs HE JaMa€eTbCs, HE 3HOIIYEThCA Ta HE BUMarae MarepiaiB
J1s1 pOOOTH.

VY BipTyanbpHiii sna0oparopii CTYAIEHTH MOXYTh CIpPOOyBaTH BCl BUAM
eKCIIEpUMEHTIB 0e3 PHU3UKYy MOUIKOMKEHHS OOJiaHaHHs 4u TpaBM. BpaxoByroun
3pY4YHICTh BUKOPUCTAHHS Ta PI3HI TNPAKTUKYMH, MOXKHAa BHUKOPUCTOBYBATH
BIpTyalibHI JIaOopaTopii 1Jis BiAaeHOTO HaBYaHHs. BipTyanbHuii MpakTHKyM MOXKeE

BUKOHYBATUCA CTYACHTaAMHU K HiII KCpiBHHL{TBOM BUK/JIaaa4da, 1 Y paMKax
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caMOCTIitHOT poOoTU. BiH TakoX 103BOJISIE BUKOPUCTOBYBATU HOTO SIK JICKIIIHHI

JIEMOHCTpaIlii, 6€3 TPOMI3IKOCTI Ta MaTepialbHUX BUTpPAT.

Takum ymHOM, 100 AOMOMOITH CTyIEHTaM Yy HaBYaHHI, MIJBUIIUTH iX
iHTepec a0 mpodeciiHoi ramysi, a TaKOoX IOKPAIUTH PO3YyMIHHS Marepiaiy,
HEOOX1H1 BIpTyasibHI J1a00paTOpHI KOMIUIEKCH, SIKI HE JIMIIE JO03BOJISIIOTH HAOUHO
MOSICHUTH Ta TMOKa3aTH poOOTy Ha oOJagHaHHI, ane € Oe3MeYHImUMU Ta
JEHIeBIIMMHU. 3BUYaHO, poOoTa 3 peaibHUM OOJaJHAHHIM BCE OIHO Mae OyTH
TOJIOBHUM Y 1IbOMY MUTaHHI, aJie 3 ypaxyBaHHSAM CUTYyallil, 10 CKJiaiacs B YKpaiHi,
BUKOPHUCTAHHS  BIpTyallbHUX J1a0OpaTopHUX poOOIT aKTyaJdbHE 1 JOCHUTh

ICPCIICKTUBHEC.
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2 BIPTYAJIbHI JIABOPATOPII

Bipryanbna naboparopis - 1ie IporpaMHO-anapaTHuii KOMIUIEKC, 10 I03BOJISIE
IPOBOJIUTH  EKCIIEPUMEHTH ©Oe3 0e3M0oCepeHhOT0 KOHTAaKTy 3 PeajbHOI0
YCTaHOBKOIO 200 MpH MOBHIH 1i BIICYyTHOCTI. Y MEPIIOMY BHUITaIKy MU MAa€EMO CIIPaBy
3 TaK 3BaHOIO JAOOPATOPHOIO YCTAHOBKOIO 3 BIAAJICHUM JIOCTYIIOM, SIKa BKIJIFOUAE B
cebe peanpHy JTabopaTopito, MporpamMHoO-anaparHi 3aco0u JTsl YIIpaBIiHHS 3aBOIOM
1 on(pyBaHHS OTPUMAHUX JaHUX, @ TAKOXK 3aCO0U 3B'A3KY. Y JIpyromy BUIAIKY BCi
IPOLIECH MOJIEINIIOIOTHCS 3a TIOTIOMOTOI0 KOMIT'IOTEpa.

Otxe, miag BIpTyaJIbHUMH JIaDOpaTopiIMM MArOThCS Ha yBa3l JBa THUIIU
arnapaTHO-MPOTPAMHHUX KOMILJIEKCIB:

— 7jabopaTopHa YyCTaHOBKa 3 BIJJaJIEHUM JOCTYIIOM — Ha3BEMO TakKi
KOMIUIEKCHU BiJalIeH] labopaTopii,

— Ilporpamue 3a0e3neuyeHHs, MO JA03BOJIIE MOJEIIOBATH JIaDOpPATOPHI
EKCIIEpUMEHTH —BIpTyalibH1 JabopaTopii (Y By3bKOMY CEHCI).

OcHOBHMMHU TlepeBaramMmu BIPTyaJbHUX J1JA0OpaTOpIiH €:

— HeMae HeoOXITHOCTI KYIyBaTH JOpore OOJIaJlHaHHS Ta peareHTH. Y
3B'SI3KY 3 HEJOCTAaTHIM (DiHAHCYBaHHSIM y 0OaraThoX J1a00OpaToOpisiXx BCTAHOBIICHO
cTape OoONaJHaHHA, SKE MOXKE CHOTBOPIOBATH pE3yJbTaTH EKCIEPUMEHTIB 1
CIIYKUTHU TMOTEHLIMHUM JKEpesIoM HeOe3neku i cTyaeHTiB. Kpim Toro, B Takux
chepax, sIK, HaNpuKIajd, XiMmis, KpiM oOOJaJAHaHHS, MOTPIOHI IIe W BUTPATHI
Matepianu (peakTHUBH), BapTICTh SIKUX AOCHUTh BUCOKA. 3BUYANHO, KOMII'IOTEpHA
TEXHIKa 1 TporpamMHe 3a0e3MeyeHHs TEX JOpori, aje YHIBepCaJbHICTh
KOMM'TOTEPHOT TEXHIKH 1 ii MOUUPEHICTh KOMIICHCYE 1Iel HEJIO0MIK;

— MOXJIMBICTh MOJENIOBATH TPOIECH, SIKI TMPUHIIMIIOBO HEMOXKIUBO
BUKOHATH B Jlaboparopii. BizyansHa Bizyamizailis Ha ekpadi komm'rotepa. CydacHi
KOMI'IOTEpHI TEXHOJIOT11 J03BOJIATH CIIOCTEpIraTH 3a MpoIllecaMM, sIKI CKJIaTHO
PO3pI3HUTH B pEAIbHUX yMOBax 0€3 BUKOPHUCTaHHS J0AaTKOBOTO 0O0JIaJHAHHS,

HAIMPUKIIA, YepPe3 MAIHI pO3Mip CIIOCTEPEKYBAHUX YACTUHOK;
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— MOJJIMBICTH CIIOCTEpITaTH 3a TUM, IO BiIOYBAETHCS B PI3HOMY 4aCOBOMY
MacmITadi, o akTyalbHO JIJIs POIIECIB, K1 B1IOYBaIOTHCS 32 YaCTKU CEKyHIU abo,
HaBIIAKU, TPUBAIOTH KIIbKa POKIB;

— Oe3neka. be3neka € BaXkIJIMBOIO MEPEBArol0 BUKOPUCTAHHS BIPTyalbHHUX

Jaboparopiii y BUNAAKaX, KOJU MPOBOAATHCS POOOTH, HAMPHUKIAI, 3 BHCOKOIO
HaAnpyroro ado XiMIYHUMHU PEYOBUHAMU. 3aBISKU TOMY, 110 BIPTyaIbHUM MPOIECOM
Kepy€e KOMITIOTEp, 3'SBIAETHCA MOXJIIMBICTH OMNEPATHUBHO TPOBECTH CEPIIO
eKCIIEPUMEHTIB 3 PI3HUMHU 3HAYCHHSIMH BX1THUX MapaMeTpiB, 10 YacTO HEOOX1THO
JIUIS BU3HAYSHHS 3aJICKHOCTEH BUXI1JIHUX MapaMeTpiB BiJl BX1JIHHX;
— 3a0MIaJKYy€ 4Yac Ta PeCypcd JUisl BHECEHHsS pPE3yJbTaTiB B EICKTPOHHUUN
dbopmar. Jleski poOOTH BUMAraroTh MOJAIbIIOT OOPOOKHU TOCUTh BETMKUX MACHUBIB
UPOBUX JAHUX, Kl BUKOHYIOTHCA Ha KOMIT'IOTEpl MICHS ALYy €KCIEPUMEHTIB.
CnabkuM MiICIIeM B Takii TMOCHIJOBHOCTI il TpPU BUKOPUCTAHHI peabHOT
nabopaTopli € BBEIEHHs OTpuUMaHoi iH(popmalli B KoMI'torep. Y BIpTyalbHIN
nabopaTtopli 1el KpOK BiACYTHINA, OCKUIbKM JaHl MOXYTb OyTH BHECEHI B
CJICKTPOHHY TaOJIMII0 PEe3yJbTaTiB OE3MOCEepeIHbO IMiJI Yac EKCIEPUMEHTY ado
eKCIepUMeHTaTopa. ABTOMATHYHO. TakMM YHMHOM EKOHOMHUTHCS Yac 1 3HAYHO
3HUXKY€ETHCS BIICOTOK MOKIIMBUX MOMUIIOK;

— MOXJIMBICTh BUKOPUCTaHHS BIpTyaslibHOI JabopaTopli B yMoOBax
JUCTAHIIIMHOTO HAaBYaHHS, KOJWM HEMa€ MOXJIMBOCTI MPAIlOBaTH B JabopaTopisx
YHIBEPCUTETY.

Bipryansna nmaboparopiss STAR (Software Tools for Academics and
Researchers) — nporpama Maccauycerchkoro TexHonoriggoro iHctutyty (MIT) 3
pPO3pOOKH BIpTyaJdbHUX Jab0opaTopiil it JOCHIKEHD 1 BUKJIafanHa. Hampsmkamu
JISITBHOCTI MPOTPAaMU € pO3p0o0Ka OCBITHIX Ta JOCIIIHUIILKUX JOJATKIB Y 3arajibHii
O1omorii, GioxiMii, T€HETHIl, TIIPOJOTIi Ta B Taly3l PO3MOAIIICHUX OOUYMCIICHB.
binburicTe momarkiB peanizoBaHo Ha java abo html. Odimiitnuii caiit I[Iporpamu:

http://star.mit.edu.


http://star.mit.edu/
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Bipryansna naGopartopis StarBiochem — 1e 3D-Bizyamnizarop OiJIKOBHX
Monekya. BiH Mae rHyuky Ta feTanbHy HacTpoiiky. Odiuidinuii caift [Iporpamu
http://star.mit.edu/biochem/index.html.

StarGenetics. - 03BOJISiE MOJETIOBATH MPOLIECH CXPEIIyBaHHS, BHBYATU
3aKOHOMIPHOCTI yCTIaAKyBaHHS MOHOTEHHUX O3HAK (Tak 3BaHl 3aKOHW MeH e ).

Odimiitauii caitt [Iporpamu http://star.mit.edu/genetics/index.html.

Bipryansaa naboparopisi StarORF. — no3Bomsie HaBUUTHCS 11€HTU(IKYyBaTU
Tak 3BaHi BiakpuTi pamku 3untyBaHHd (ORF - Open Reading Frame) - ogunwiii B
nanuo3i  JIHK a6o PHK, sixi 3maTtHi KogyBaTu O1JI0K.

URL: http://star.mit.edu/orf/index.html.

Bipryansna nabopatopis StarMolSim — wme cepis I1HCTpyMEHTIB, SKi
MOJIETIIOIOTh TMPOIECH MOJICKYJISIpHOT AuHamiku. KokeH 3 1HCTpyMEHTIB Mae
ITUPOKUH Jlana3oH BXiJHUX 3HAUCHb 1, TAK CaMO, IIUPOKHUM J1ara30H BUXOIB JJIS

anamizy ta gociimxerns. (http://star.mit.edu/molsim/index.html).

StarBiogene — [HCTpYMEHT 1o ['eneTuku.
(http://star.mit.edu/biogene/index.html).

StarCluster — Halip iHCTpyMEHTIB IJii CTBOPEHHsI, HAJIAINTYBaHHS Ta
YOpPaBIiHHS KJIACTEpaMH BIPTyaJbHUX MAIIMH HAa XMapHOMY BeO-cepBici Amazon

EC2 ( http://star.mit.edu/cluster/index.html).

OuiHUTH 1l BipTyalibHI JJaOopaTopii MOXKYTh JHIle NpodiiabHi (axisii, aje
MO’KHA 3 TMIEBHOIO YACTKOIO BIEBHEHOCTI CKa3aTH, 110 BOHU € (PyHJaMEHTaIbHUMH,
OXOIUTIOIOTH IIMPOKE KOJIO 3aBlJaHb Yy TEBHIN rany3i 3HaHb, MalOTh OaraTuit
IHCTPYMEHTApIH.

Bipryanbna nadoparopis VirtualLab — 11e mpoekT 3 po3poOku BipTyaabHUX
Ja00paTOpHUX pOOIT 1JIs CTYyAEHTIB 3 I3uUKM, Ximii, Oloiorii Ta eKOJIOrii.
BipryansHa na6oparopHa po6oTa peasizoBaHa 3a A0HoMoroo Texnomnorii Flash. Tx
BIJIpI3HSE By3bKa CIIelliani3ailisi, B OUIBIIOCTI BUMAJAKIB JIIHIHHICTL AOCBITY (BCS
MIOCITIIOBHICTH 1Y 1 pe3yJIbTaTH €KCIIEPUMEHTY 3aal0Thes 3a3aaiierias). [IpomykTu

VirtualLab maroTh mi3HaBaibHY IMIHHICTH 1 BUPIMIYIOTH MPOOIEMY TPOBEICHHS


http://star.mit.edu/biochem/index.html
http://star.mit.edu/genetics/index.html
http://star.mit.edu/orf/index.html
http://star.mit.edu/molsim/index.html).
http://star.mit.edu/biogene/index.html
http://aws.amazon.com/ec2/
http://aws.amazon.com/ec2/
http://star.mit.edu/cluster/index.html).
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J1a00paTOPHUX pooiIT 3a B1JICYTHOCTI HEOOX1THOTO oOnagHaHHS
(http://www.virtulab.net/).
[Tpuknaau naboparopHUX pooiT:
— BHUBYCHHS B3a€MO/IIi YACTUHOK Ta SJEPHUX PEaKIIiif
— TOPIBHSHHS MOJISIPHUX TEIJIOEMHOCTEH METAaliB
— 3HAMOMCTBO 31 3pa3KkaMH METaJliB 1 CIUIaBIB
— igeHTH(}IKalllsd HEOPTraHIYHUX CIIOYK
— BHBYECHHS 30BHIIIHBOT Oy/I0BU 1 pI3HOMAHITTS YICHUCTOHOTHX. 30BHIIITHS
Oy0Ba pIYKOBOTO paka. 30BHIIIHS Oy/10Ba KOMaxH.
— JIOCHIPKEHHSI 3M1H €KOCUCTEM Ha O10JI0TTYHUX MOJEISAX (aKBapiymi)
— MOJIeNb «XMXKak-kepTBa» Tray-Volterra
Bipryanbna nmabopartopis Algodoo — mporpama, npusHaueHa s 2D-
(G13U4HOrO MOJENMIOBaHHSA. Mae 1yke Oararuid 1IHCTpyMEHTapiil NJisi CTBOPEHHS
pI3HUX 00'€KTIB, MEXaHI3MIB 1 CHCTEM 3 METOIO MOJICIIFOBAHHS iX (p13MUIHOT B3a€MOIii
Ta BiactuBocTeil.[Iporpama 3naTHa MoieNIIOBaTH HE TUIBKU MEXaHIYHI POLIECH, a 1
ONTHUYHI, & MOKJIMBICTh MPOrpaMyBaHHs 33 JTOMOMOIOI0 CKpUNTOBOI MOBM Thyme
JI03BOJISIE  CTBOPIOBATH OO'€KTH 3 OpPUTIHATHLHUMHU (DIBUYHUMHU BIACTHUBOCTSIMH,
pi3HUMH  (YHKUISIMH, edeKTamMu 1 sBUIIaMU. TakoX MOMKJIMBE 3aBaHTAKEHHS
KpECJIEHb: MAJIIOHOK CTa€ 00'€KTOM MOJENIOBAHHA 1 HOMY MOKHA 3aJ1aTh Oylb-sKi
¢bi3uun1 BractuBocTi. Ilporpama OeskomroBHa.IcHye pero3uTopiii algobox, e
KOPUCTYBaul MOXYTb AUIUTHCS cBoiMU Moaensimu. URL:: http://www.algodoo.com/
Bipryanbna naboparopiss PhET — 1ie mpoekt, po3po0Oiennii YHiBepCUTETOM
Konopano. IlpoekT BKIIIOUae BENUKY KUIBKICTh BIPTyaJbHUX JIaOoparopii, I1o
JEMOHCTPYIOTh Pi3H1 sIBUIIA B Tairy31 (i3UKH, 010J10r1i, XiMii, MAaTEMAaTUKHU Ta HAyK
po 3eMIIio.
ExcriepuMeHTH MaroTh BUCOKY Mi3HAaBajJbHY LIIHHICTH 1 B TOM K€ 4Hac JIyKe
3axoruttoroui. [Ipukmagu:
— Komipnuii 3ip URL: http://phet.colorado.edu/en/simulation/color-vision

— bamancyrounit  akr  URL:  http://phet.colorado.edu/en/simulation



http://www.virtulab.net/
http://www.virtulab.net/index.php?option=com_content&view=article&id=351%3Arezerford&catid=38%3A16-&Itemid=98
http://www.virtulab.net/index.php?option=com_content&view=article&catid=36%3A13-&id=54%3A2009-08-22-10-49-56&Itemid=96
http://www.virtulab.net/index.php?option=com_content&view=article&id=257%3A2009-11-14-22-37-18&catid=57%3A2009-11-14-21-25-00&Itemid=108
http://www.virtulab.net/index.php?option=com_content&view=article&id=284%3A2009-11-14-22-37-18&catid=57%3A2009-11-14-21-25-00&Itemid=108
http://www.virtulab.net/index.php?option=com_content&view=article&id=159%3A2009-08-23-11-44-05&catid=42%3A7&Itemid=103
http://www.virtulab.net/index.php?option=com_content&view=article&id=159%3A2009-08-23-11-44-05&catid=42%3A7&Itemid=103
http://www.virtulab.net/index.php?option=com_content&view=article&id=159%3A2009-08-23-11-44-05&catid=42%3A7&Itemid=103
http://www.virtulab.net/index.php?option=com_content&view=article&id=189%3A2009-08-30-11-00-32&catid=45%3A10&Itemid=106
http://www.virtulab.net/index.php?option=com_content&view=article&id=137%3A2009-08-22-14-20-06&catid=41%3A2009-08-23-11-29-31&Itemid=101
http://www.algodoo.com/
http://phet.colorado.edu/en/simulation/color-vision
http://phet.colorado.edu/en/simulation%20/balancing-act
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/balancing-act

— Jxon Tpasoast URL.: http://phet.colorado.edu/en/simulation/travoltage

— 3Byk http://phet.colorado.edu/en/simulation/sound

— PanioakTuBHA Tpa A1 MOOAYCHD

— URL: http://phet.colorado.edu/en/simulation/radioactive-dating-game

— Ilooynyiite atom URL: http://phet.colorado.edu/en/simulation/build-an-
atom

—  Kowmmekt nis modyaosu cxem (AC+DC)

— http://phet.colorado.edu/en/simulation/circuit-construction-kit-ac-virtual -

— Mos Consuna cuctema

— URL.: http://phet.colorado.edu/en/simulation/my-solar-system

— ®oroedext URL: http://phet.colorado.edu/en/simulation/photoelectric

— PamioxBuiii Ta e1eKTpOMAarHiTHI MOJIs

— URL.: http://phet.colorado.edu/en/simulation/radio-waves

— JIromouku URL: http://phet.colorado.edu/en/simulation/glaciers

HemoncTpamiitnuii npoekt Mertoto  mpoekry Wolfram Demonstrations
Project € nemoHcTpallis KOHIEMIIH Cy4acHOi HayKu 1 TexHiku. Wolfram npetenaye
Ha 3BaHHS €IWHOI TUIATGOPMH JJII CTBOPCHHS €IMHOTO KaTajory iHTEPaKTHBHUX
oHsaiiH-1aboparopiit. Lle, Ha MyMKy HOTO pO3pOOHUKIB, T03BOJIUTH KOPUCTYBauaM
YHUKHYTH TIpOOJIeM, TOB'I3aHMX 3 BHKOPUCTAHHSAM PI3HOPIMHUX HABYAIBHUX
pecypciB 1 maTdopM po3BUTKY. € OCHOBHI CeKIIii (Pi3MKH, XIMii Ta MAaTEMAaTHKH, a
TaKOX Ti, IO TPUCBAYCH] TEXHII Ta CyCHUIBHUM HayKaM.

Hanpuknan BipryansHa tadoparopis ChemCollective mpucBsiueHa BUBYCHHIO

ximii  (http://www.chemcollective.org/vlab/vlab.php). BiamiaHOIO 0COOGMMBICTIO

Jaboparopii € Te, 10 TYT HEMAaE 3aBJlaHb J1JIs1 KOPUCTyBaya.
[HIIMMY TIPOAYKTaMU MPOEKTY € J1a0OpaTOPHI MPOEKTH, MPUCBIYEHI IEBHUM
TEMaM 1 CTOCYIOThCSl TaKWX Tally3ed Ximii, sSIK CTEeXIOMEeTpis, TEPMOXiMisi, Teopis

KHCJIOT 1 OCHOB, aHAIITUYHA XIMis Ta 1H:


http://phet.colorado.edu/en/simulation%20/balancing-act
http://phet.colorado.edu/en/simulation/travoltage
http://phet.colorado.edu/en/simulation/sound
http://phet.colorado.edu/en/simulation/radioactive-dating-game
http://phet.colorado.edu/en/simulation/build-an-atom
http://phet.colorado.edu/en/simulation/build-an-atom
http://phet.colorado.edu/en/simulation/circuit-construction-kit-ac-virtual-lab
http://phet.colorado.edu/en/simulation/circuit-construction-kit-ac-virtual-lab
http://phet.colorado.edu/en/simulation/my-solar-system
http://phet.colorado.edu/en/simulation/photoelectric
http://phet.colorado.edu/en/simulation/radio-waves
http://phet.colorado.edu/en/simulation/glaciers
http://www.chemcollective.org/vlab/vlab.php).
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— BusHauenns HEBIJIOMOT piauHu 3a ii I'yCTUHOIO
http://chemcollective.org/activities/vlab/69

— IIporunozyBanns konnentparii JJHK http://chemcollective.org/vlab/81

— IIpoGaema 3 kaBoto http://chemcollective.org/vlab/91

—  Xnopun KOOaJIbTy 1 MPUHIUI Jle-Illatiibe
http://chemcollective.org/vlab/85

— Crannapru3zariis NaOH po3unHom KHP: Kuci10THO-OCHOBHE TUTpYBaHHS
http://chemcollective.org/vlab/101

— CrBopenns Oydepnoro pimeHHs http://chemcollective.org/vlab/104

BipryansHa mabGopatopis Late Nite Labs Lle cepis mmaTHMX BipTyajdbHHX
naboparopiit 3 ximii, Oionorii Ta MikpoOionorii. BapTicTe AOCTyIy CTaHOBUTH
om3pko $50 3a crynenTa 3a cemectp. BipTyanbHi 1aboparopii opopmiteHi y BUIIISIL
3D-cBiTy. Aapeca: https://latenitelabs.com

Bipryanbna maGoparopis Labshare — 1e koHcopuiyM, iHIiliiOBaHMIA
MiHICTepCTBOM OCBITH, 3aHATOCTI Ta TPYAOBUX BITHOCWUH ABCTpalii, 0 CKIamy
SIKOTO BXOJISITh 5 TEXHIYHUX YHIBEPCUTETIB ABCTpatii. MeTO0 POEKTY € CTBOPEHHS
HaI[lOHAJIBHOI MEpEeXi BiJIJaJICHUX Jaboparopiil.

[Tpuknaau iHCTANSALIIN:

Pucynok 2.1 — Cnapeni Tanku nokosinHs 11

(http://www.labshare.edu.au/catalogue/rigtypedetail/?1d=1&version=2)


http://chemcollective.org/activities/vlab/69
http://chemcollective.org/vlab/81
http://chemcollective.org/vlab/91
http://chemcollective.org/vlab/85
http://chemcollective.org/vlab/101
http://chemcollective.org/vlab/104
https://latenitelabs.com/
http://www.labshare.edu.au/catalogue/rigtypedetail/?id=1&version=2
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Pucynok 2.2 — [nxeHepHa reosioris

(http://www.labshare.edu.au/catalogue/rigtypedetail/?1d=20&version=1)

Pucynok 2.3 — iRobot

(http://www.labshare.edu.au/catalogue/rigtypedetail/?id=15&version=1.1)



http://www.labshare.edu.au/catalogue/rigtypedetail/?id=20&version=1
http://www.labshare.edu.au/catalogue/rigtypedetail/?id=15&version=1.1

Pucynok 2.4 — IIKM

17
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3. IPOI'PAMHE 3ABE3IIEYEHHS AJIA 3D MOJIEJIITOBAHH A

CyuacHa TpuBUMIpHa rpadika akKTUBHO BUKOPHUCTOBYETHCS HE TIIBKU JIJIS
CTBOpPEHHsSI 300pa’keHb Ha apKymi mnofirpadiuyHoi mpoaykuii abo Ha ekpaHi
KOMIT'IOTepa, ajie 1 JJIs1 pO3pOOKM IITICHUX €JIEMEHTIB, /10 SIKUX BIJHOCSTHCS,
HaIPUKJIaA, JeTaji MalluH 1 OKpemMi MeXaHi3Mu, abo 1t Oymiii i copyau. 3D-
MOJICJIFOBAHHSI JI03BOJISIE Bi3yaslizyBaTh 00'€KT, IKMI ICHY€ TUIBKA Ha KPECJICHHSX,
HANpPUKJIaA, KOMil0 MaiOyTHBOT Oy/iBii. 3aCTOCYBaHHSI TaKOi TEXHOJOTIi MOXHAa
3yCTPITH Y pi3HUX cepax NpoeciiHOoil AISTBHOCTI

— KiHemarorpad;

— BijeoIrpy;

—  aHIMaIi;

— BipTyaJibHa PEajbHICTh;

—  pexiama;

— MeauuuHa (CTBOpEeHHS MOIYNiB BHYTPIIIHIX OPTaHiB 1 IPOTE3iB);

—  apXiTeKTypa;

— BipTyaJibHa apXeoJioTis

— MamuHOOYyTyBaHHS Ta 1H.

3.1 3D pemakTopu, 110 PO3MOBCIOHKYETHCS Ha KOMEPITIHHIN OCHOBI

Maya BBa)KaeThbCsl TATy3€BUM CTaHAAPTOM KOMIT'IOTEPHOI rpadikyd Ta MOXKe
MOXBAJIUTHCS TUPOKUM HaOOpOM IHCTPpYMEHTIB 1 ¢yHKIIiH (puc. 3.1). Maya 4ynoBo
CIPABISIETHCS 3 MOJCITIOBAHHSM, TEKCTYPYBaHHIM, OCBITJICHHSIM 1 PEHACPUHTOM —
il mmpokuid HaOip (PyHKIIN BKJIIOYA€ YaCTUHKH, BOJOCCS, (PI13UKY TBEPAOrO Tiia,
TKaHWHY, MOJICTIIOBaHHS PiIMHU, aHIMAIlIIO MEepcoHaxiB Tomo. [Iporpama Takox
JI03BOJISIE IMITYBaTH TOTY»HI BHOYXH, PEaTICTUYHHMI pyX ofsary abo BoJioccH,
MOBEPXHIO BOJU 3 HEBEIMKHMHU XBUJISIMH a00 TOMIT KyJi — JJIsl I[bOTO ICHYIOTh

CrieliaJIbHI THCTPYMEHTH 1 MOJTYJII.
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Pucynok 3.1 — Maya

OyHKII:

- CTBOPEHHSI SIKICHHX T'€pOiB Ta IEPCOHAXKIB;

- BEJMYE3HUI BUOIp Bi3yaJbHUX CIELE(EKTIB;

— paBaoNoiOH1 3MIHU (OPM Pi3HUX 00'€KTIB;

— MOJKJTUBICTh CTBOPEHHS TIOBITPSTHOT Ta BOJHOI 1MITAaIlli TOBEPXOHb;

— MIATPUMKA TIJIAriHIB, M0 PO3MIKUPIOIOTH (PYHKIIIOHAIBHICTH MPOTPAMHU.

- mia: $215 #a Micsipb.

Cinema 4D — KOpPUCTY€ThCS MiJBUIIEHUM TOMUTOM Cepell MpodecioHaiB
3aBJIAKM TAaKOMYy BEJIHMKOMY Ha0Opy IHCTPYMEHTIB, SIK MOJENIOBaHHS, JIIJIEHHS,
MaJIIOBaHHS, KOMIIO3MILiS, TPEKIHT 1 aHiMaIlisd, SKICHUM pPEHACPUHI, a TaKOX
MOKJIMBOCTI peaini3alli He3BUYaHuX TpuBuMipHUX edekTiB. Cinema 4D mae
BEIIMYE3HY CIUIBHOTY 3 OHJIAWH-OI0MOTEKOI0 HaBYaJbHUX TMOCIOHHUKIB Ta

1HCTpYKIiH. [cHye Takox HaBuanbHuii cailT Cineversity (puc. 3.2).
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Pucynok 3.2 — Cinema 4D

OyHKII:

— MO>XHa BCTAaHOBUTH CTOPOHHI Bi3yai3aropu

— BENTUKUI BUOIp CKIIATHUX MIEHEpiB Ta daiiiiB 300pakeHb, aHIMAITIH;

- KJIOHYBaHHSI 00'€KTIB JO3BOJIUTH CTBOPIOBATH CKJIATHI aHIMAIIii IS
KUJIBKOX 00'€KTIB y Mapy KIIKIB;

- 32 JOMOMOIOI0 MOJIMHAMIKM MOYKHA CTBOPIOBaTH (poTopeanicTUyH1
CUMYJISLIT PI3HUX (QI3UYHUX €(DEKTIB, TAKHUX SIK TepTs a00 31ITKHEHHS;

- BapTicTh: 999$ Ha pik. BiacyTHs BinbHa JIilEH3isA IS 3100yBaviB
OCBITH.

3ds Max — mporpama aJis koMi'totrepHoi rpadiku Autodesk 3D, npuzHauena
qutst ITK 1 BUKOpUCTOBYETHCS AJ1s1 BAPOOHMIITBA TENEBI31MHUX 1 XyIO’KHIX (IIBMIB, a
TaKOX Bi3yaJsi3allii apXiTeKTypH 1 MPOAYKTIB., 3ds Max mae nysxe mupoKkuid Habopip
1HCTpyMeHTIB 3D-MozentoBaHHs, IMITAIIO PIAWMHKA, BoJoccs Ta XyTpa. 3ds Max

BUKOPHCTOBY€E METOJU MPSMOI0 MaHIMYJIIOBAHHS Ta MPOLIETYPHOIO MOAEIIOBAaHHS,



21

a Besinue3Ha 0107110TeKa pi3HUX MOAM(DIKATOPIB CIPOIILYE MPOLIEC MOACTIOBAHHS JJIs

MOYATKIBI[IB Ta JOCBIAYCHUX 3 D-Xyn0KHUKIB.

3 Untitled - Autodesk 3ds Max Theseus pre-release

Pucynok 3.3 — 3ds Max
OyHKIi:

— TekcTypyBaHHs Ta UV-KapTyBaHHS;

— 3a JJOTIOMOTOI0 Pi3HUX MOAU]IKATOPIB MOXKHA JIOAATH PEaiCTUYHOCTI
NEPCOHAXKAM Ta IMITYBaTH PiJIKi €(peKTH;

— € THCTPYMEHTH aHIMallii Ta OCHAIIICHHS TIEPCOHAXKIB;

- mina: $215 #a Mics1b.

3.2 3D-penaxTopu, 1110 TOCTABJISAIOTHCS Ha OCHOBI BUTHHUX JIIICH31N

Panime Ha puHKy mnpodeciiiHoro mnporpamHoro 3abesneueHHs s 3D

JIOMIHYBaJIO KOMEpIliifHe nporpamue 3ade3nedeHHs At 3D-monentoBanns. OgHak

3apa3 CHUTyallis TmodYaja 3MIHIOBaTuCcsS Ha Kopucth 3D-pemakropi, 1110
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MOCTABJISIIOTECSI HA OCHOBI BUIBHUX JineH3i. Anamiz punky [I3 gua 3D
MOJICTIIOBaHHS TIOKa3aB, MO JMESKi MPOrpaMHI MPOAYKTH IO TMOIIUPIOIOTHCS 3a
BUIBHOIO  JIIIEH31€I0 32 CBOIMHM  (DYHKIIOHAJIBHUMH  MOXJIHUBOCTSIMU  HE
MOCTYMAOThCS, a B JCIKHX acleKTaX HaBiTh BUIEPeMKYyOTh [I3, 1m0
PO3MOBCIOMKYETHCSI HA KOMEPITIHHINA OCHOBI.

B pesynbrati nochimpkeHHs puHKy 3D-penakTtopiB Oyiau oOpaHi HalOLIbII
MOMYJISIPHI O€3KOIMTOBHI Mporpamu 1yt 3D-MonentoBaHHS:

— Google SketchUp,

— Blender 3D

— Wings 3D

- SweetHome3D

- K-3D,

— Free CAD

— K3DSurf.

Google SketchUp — me mnporpama, ska Mae 3pOo3yMUIMM 1 TPOCTHH Y
BUKOPHCTaHHI iHTEpdeiic, moBHMIT HAOIp 1HCTpyMeHTIB. [Iporpama Takox 103BoJIsIE
IMIIOPTYBaTH Ta EKCHOPTYBAaTH pi3HI (QopMaTy JBOBMMIPHOI pacTpoOBOi Ta
TpuBUMIpHOI rpadiku, 3okpema (3ds, dwg, ddf, jpg, png, bmp, psd), € MOKIUBICTH
BUKOPHCTOBYBATH IIJIariHH, BCTAHOBJIIOBATH TiHI BIAMOBIAHO JO 3aJIaHOI IIMPOTH,
JIOBIOTH, Yacy n00u Ta poky. Y mporpami nependadeHa (QyHKIIiS 3aBaHTKCHHS 1
BUKOPHCTAHHS YUCJICHHUX TOTOBUX CKPUIITIB, CTBOPEHUX THIITMMHU KOPUCTYBaYaMH,
€ TIOTIOBHIOIOTHCS 010J110TEKN KOMIOHEHTIB, MaTepiamiB 1 ctuiiB. Google SketchUp
jerko iHterpyerbes 3 Google Ilnanera 3emiid, ikuii MOKHa BUKOPUCTOBYBATH JJISt
MojietoBaHHs OymiBens [1].

Blender Hapasi mae craTyc HaWMOTYXKHIIIOTO Ta HAWUMOMYISPHILIOTO
nporpamHoro 3abe3nedenHHs. [Iporpama € 3D-rpadiuHuM peaakTopoMm 3 BITKPUTUM
BUXIJTHUM KOJIOM, BOJIOJI€ HAWIIMPIINM HAOOPOM IHCTPYMEHTIB, HAJIal0UU CBOIM
KOpHCTyBadaM IIOBHY CBOOOTY BiJl CTBOPEHHS Moelel 11t 3D-apyKy 10 CTBOpEHHS

dboTopeaniCTHUHUX BIJEOPOJIMKIB, 1rpoBOi rpadiku, aHIMAMIMHUX (UIEMIB,
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Bi3yasibHUX €(ekTiB. OCOOIUBICTIO MOJIEIIOBAHHS B IIbOMY J0JATKy € MiJATPUMKA
BCUISIKUX KOMOIHAII TapsuMx KIaBill, sIKI TPHUCKOPIOIOTH MPOLIEC CTBOPEHHS
moneini. Blender no3Bossie Bam 30epiratu pe3yabTaTu cuMyisiii y gopmari .stl mis
3D-apyky, a TakoX Ma€e Macy IUIAriHIB JJIs JETKoro MojemtoBanHs. [Iporpama mae
BOYZIOBaHYy MIATPUMKY POCIIICHKOI MOBH [2].

Wings 3D — mnoryxuuii 3D-pegaktop, npu3HauYeHUN IJI1 MOJETIOBAHHS
TPUBUMIPHUX (Piryp, Mae 1HTYITUBHO 3pO3yMiNHil iHTepdeiic, Mae MOBHMI HaOip
CTaHJIapTHUX 1 JOJATKOBUX 1HCTPYMEHTIB [3].

SweetHome 3D wmae 3pydHuii Ta IHTYITHBHO 3pO3yMuIdid iHTEepdeic i
NPU3HAYCHUN U1 JM3ailHEpIB Ta apXiTEKTOpIB, BUKOPUCTOBYETHCA IS
MOJIETIIOBaHHs Ju3aiiHy iHTep'epy. [Iporpama Mae BIAKPUTHN BHUXITHUNA KOA 1,
BI/IMOBIJTHO, TOBHICTIO O€3KOIITOBHA, € MOKJIMBICTh IIpaIlOBaTH OHJIANMH B
opaysepi [4].

K-3D — ne noryxHe nporpamHe 3abesneueHHs a3 D-mozentoBaHHS,
aHiMalli Ta pEHIEPUHIY, SKE J03BOJIIE CTBOpIOBaTH aHiMOBaHlI 3D-mozem Ta
BUKOHYBaTH MOBHUM cHIEKTp onepauiii 3 3D-00'ekTamMu B pe’kuMi peajbHOro yacy. B
el yac y mporpami Bke € BOyJAOBaHI F€OMETPUYHI MPUMITUBU 1 Pi3HI MOAENI 1
mabnoHu [5].

Free CAD 3 dyHKII€O MTapaMeTPUIHOTO MOJICITFOBAHHS 171€aIbHO I IXOIUTh
JUISL 1H)KEHEpiB a00 MPOCYHYTHX AW3alHEpiB, SIKI XOUyTh CTBOPIOBATH CKJIAJHI,
dynkiionansHi  3D-00'exktrt st gpyky. Ha  BiamiHy BiI  CTaHAApTHOTO
MOJICTIIOBaHHs,  MapaMmeTrpuyHe  (TpoleaypHE) MONETIOBAHHSI €  OUIbII
TEXHOJOTITYHUM METOJOM, IO JO3BOJIIE HIBUIKO 1 SKICHO peAaryBaTH O0'€KTH,
BUKOPHCTOBYIOUH 1CTOPit0 CTBOPEHHS MOJIET1 1 3MiHM ii mapameTpiB. Benukuit HaG1p
npodeciiinux 6e3xkomToBHUX IHCTpYMeHTIB CAIIP Hanae koprucTyBauaM MpakTHYHO
HEOOMeXeHY CBOOOy MPOEKTYBaHHS [6].

K3DSurf — mnpodeciitna nporpama, mNpu3HaYeHa I Bizyamisallii Ta
penaryBaHHsS MaTeMaTHYHUX MOJIEICH Y TPhOX, YOTHPHOX, I'ATH Ta IIECTH BUMIpaXx;
Bin miarpuMye mapaMeTpudHi piBHSHHSA 1 poOOTY 3 130MOBEpXHIMU [7].

CrpykTypa pUHKY MOKa3zaHa Ha cxemi (puc. 3.4).
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% Google SketchUp

M Blender

M Wings 3D

B Sweet Home 3D
K-3D

u Free CAD
K3Dsurf

PucyHnok 3.4 — CTpyKkTypa puHKY

Buxonsiun 3 HasBHOI METH Ta 3Ba)Karoud Ha (YHKIIIOHAIBHI MOXJIMBOCTI,
MOBHOTY ONHUCY LIMX MOKJIMBOCTEH Ta PO3MOBCIOKEHHS 32 BUIBHOIO JIIEH3IEN -

1t BUKOpucTanHs Oyio oopane I13 Blender 3D
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4 TIOPIBHSIHHS ITPOBUX PYIIIIB

IrpoBuii pymiii (IP) — 11e nmporpamue 3a0e3neueHHs, SKe Hala€ po3pOOHUKaM
IHCTPYMEHTHU Ta 3aco0u AJisi CTBOpEHHS irop. BiH BinmoBigae 3a OCHOBHI (PyHKIIIT
IpH, TaKi K PEHICPUHT Tpadiky, KOHTPOIb (i3UKH Ta KepyBaHHS 3BYKOM. Moro
BUOIp € BAKJIMBHUM €TarioM Y po3po0ili irop, 1 Te, HaCKIJIbKHU BiH MPaBUILHUN, MOXKE
3pobuTH MpoIec po3poOKH HAbaraTo MPOCTIIIAM 1 IIBUAIIAM, a TAKOXK T ABUIITUTH
SKICTh KIHIICBOTO IIPOIYKTY.

[TopiBusiHHA [P npoBoguiocs 3a TaKUMH KPUTEPISIMHU:

— (yHKIIOHANBHICTH Ta MOXKIUBOCTI: Pi3H1 IP MOXyTh MaTu pi3Hi QyHKIIT
Ta MOXIJIUBOCTI, TaKl SIK pEeJaKTOp PiBHIB, (I3MYHA CHUCTEMA, CUCTEMAa OCBITJICHHS
tomo. Jleski [P MoxxyTh OyTH OUIbII NMPUIATHUMH JUIsl CTBOPEHHS MEBHHUX THITIB
IPOAYKTIB 200 JOJATKIB.

— rpadika Ta npoaykTuBHICTH: [IpomyktuBHicTh [P Ta loro 3marHICTb
CTBOPIOBATH BUCOKOSIKICHY I'paiKy € BaKJIMBUMH KPUTEPISIMH IPU BUOOPI PYILISL.

— KpocmnardopMHicTh: nesiki [P MoxyTs Oyt OUTBII MPUAATHUMHU IS
PO3pPOOKH MPOAYKTY JJIs MEBHUX IIaT()OPM, TaKuX K MOoO1IbHI mpuctpoi, [1IK abo
KOHCOJI1. SIKII0 MPOEKTy MOTPIOHO MpaIfOBaTH HA PI3HUX IIIAT(OpPMax, TO MOTPIOHO
NEePEKOHATHUCS, 110 0OpaHUM ABMKOK MIATPUMYE BCl HEOOX1IHI MIIATHOPMH.

— BapTICTh 1 JOCTYMHICTh: BapricTh 1 gocTynHicTh [P MOXyTh 3HAYHO
BiIpI3HATUCS. [[esdKi MOXKYTh HajaBaTh OC3KOIITOBHI JIIEH311 111 HEKOMEPITIHHUX
IIPOEKTIB, TOAI SIK 1HII1 MOXKYTh BUMAaraTH OIJIaTy 3a MEBHUX YMOB.

— CHOuUlbHOTa Ta miATpuMKa: IliATpuMKa CHOIIBHOTH Ta PO3POOHMKIB €
BXJITMBUMU KpuTepisimu mipu Budopi [P. HasgBHICTh Benmkoi Ta akKTUBHOT CITUIBHOTH
MOXKE€ O3HAuaTH, 110 PO3POOHUKM MOXXYTh OTPUMATH IIBUJKY BIANOBIIb Ha CBOI
3alUTaHHS Ta MPOOIEMHU.

@OYHKI[IOHATBHICTh 1 0COOIMUBOCTI:

- Unreal Engine 5 mpomnonye 6e31i4 HOBUX (PYHKIIM 1 MOKJIMBOCTEH,

BKIOUaroun TexHojorii Nanite 1 Lumen. Nanite g03Bojsi€ CTBOpIOBATH
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IHCTPYMEHTHU 3 MUTbSIpAaMH TIOJITOHIB 0€3 IIKOU JJIsl MPOAYKTUBHOCTI, a Lumen
MPOMOHYE HOBY CHCTEMYy OCBITIEHHS ©0€3 HEOOXiIHOCTI BUKOPUCTAHHS
TPaIUIIMHUX KapT CBITJIA.

- Unity nponoHye 1HTYiTUBHO 3pO3yMUIUMN 1 THYYKUH 1HCTpyMEHTapii
JUIs CTBOpEHHs irop. BiH Hazmae mmpoxi MokIuBoCTI 1715 cTBopeHHs 2D 1 3D irop,
NIATPUMYE MIMPOKUHM CTeKTp IutargopMBriIodaroun WebGL 1 BKiItoyae cucreMmy
Scriptable Render Pipeline (SRP), sxa mo3Boisie HanmamToByBaTH pPEHICPUHT
rpadiku BIAMOBITHO O KOHKPETHUX BUMOT MPOEKTY.

- CryEngine B11oMMi1 CBOIMU Bi3yaJIbHUMH €()EKTAMH Ta PEaTICTUYHOIO
¢b13uKkoro. BiH mporoHye MOTYy»X HI IHCTPYMEHTH JJii CTBOPEHHS ITPOBUX CBITIB,
BKJIIOYAIOYM TEXHOJIOTII0 TECCEeNslii Ta BJOCKOHAJIEHY CHUCTEMY OCBITJICHHS.
CryEngine Takox miarpumye po3pooky VR-mpoekTis.

- Source 2 — 1P Big Valve, nmpusHaueHuil Uisi CTBOPEHHS Irop Ta
JOAATKIB BIPTyalbHOI peayibHOCTI. BiH Hajxae pi3HOMaHITHI IHCTPYMEHTH [IJis
po0oTH 3 aHIMaIli€0, Tpadikor0 Ta 3BYKOM. Source 2 TaK0oX MiATPUMYE IHTETPaIliio
31 Steam Workshop Tta SteamVR mns nerkoi po3poOku Ta po3MOBCIOIKEHHS
MPOJYKTIB.

I'padika Ta MPOIYKTUBHICTD:

— Unreal Engine 5 mnpomoHye BHCOKOSIKICHY Tpadiky Ta Bpakaidy
MPOJYKTUBHICTh 3aBIISIKM HOBHUM TEXHOJIOTisIM, TakuM sk Nanite Ta Lumen. i
TEXHOJIOT1i 3a0e3MeuyloTh peajiCTUYHE OCBITJICHHS Ta JeTalli3allilo CIeHH 0e3
3HAYHOI BTPATH MPOTYKTHBHOCTI.

- Unity mpomnoHye THYYKICTh JJIsi HaJJAIITYBaHHS PEHACPUHTY Tpadiku
3aBJISIKM CHCTEeMI, sika Oyia po3risiHyTa panimie: Scriptable Render Pipeline (SRP

— CryEngine BigoM#uii CBO€I0 BHAATHOIO TpadiKo Ta peamiCTUYHUMHU
epextamu. ONHAK 1€ MOXE MPU3BECTH [0 TMIJBUIINCHHS CHUCTEMHUX BHUMOT 1
TPYJHOIIIB 3 ONTUMI3AIE0 MPOIYKTUBHOCTI, OCOOJIMBO HA TPHUCTPOSX HUZBKOTO
KJIacy.

- Source 2 3alesneuye sikicHy rpadiky 1 XOpoily MNpPOAYKTHBHICTb,
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0COOJIMBO TIPH pOOOTI 3 BIPTyaIbHOIO peasibHICTIO. BiH onTMI30BaHuUi /11 pOOOTH
3 PI3HUMH MPUCTPOSIMU Ta TIaTGopmMamu, 110 J03BOJISIE PO3POOHUKAM CTBOPIOBATH
Bi3yaJbHO NMPUBAOIMBI IU3aHHU 3 XOPOIIIOK MPOTyKTUBHICTIO.

KpocmnardopmHicTs:

- Unreal Engine 5 € xpocrar@opMHuUM, 10 J03BOJISE PO3POOHUKAM
CTBOPIOBATU MPOJYKT JJis pi3HUX IutatgopM, Takux sk Windows, macOS, Linux,
10S, Android, Xbox, PlayStation 1 HaBiTh Switch.

- Unity npornonye ofHy 3 HaHIIUPIIKX IATHOPMHUX MIATPUMKH Cepel
ycix IP, Bkmrowaroun WebGL, Bci MoOubHI, kKoHCOIBHI Ta VR/AR mnpuctpoi. Le
pobuth Horo npuBaOIUBUM BUOOPOM JJisi PO3POOHMKIB, SIKI XOUYTh OXOIUTHU
MaKCUMaJIbHY KUIbKICTh KOPUCTYBaYiB.

- CryEngine miarpumye KpocmiaTpopMHICTb s mpuctpoiB Windows,
Xbox, PlayStation 1 VR. Oanak #oro miarpumMka MOOUTBHUX MIATHOPM 1 ASSIKUX
IHIIMX ONepaliitHuX cucteM, Takux Kk macOS 1 Linux, oOMesxeHa.

— Source 2 miarpumye po3podky irop mist Windows, macOS, Linux,
SteamOS Ta BipTyanbHOi peanbHOCTI. [ligTpuMKa MOOUTFHUX TUTATPOPM 1 KOHCOJIEH
oOMeKeHa,

[{inu Ta JOCTYIHICTD:

- Unreal Engine 5 € 6e3kOImITOBHUM 3 JEIKUMHU OOMEKeHHsIMH. Epic
Games BuUMarae BijipaxyBaHHsS 5% BiJ BAJIOBOTO JIOXOy Ticis mepmoro $1 mitH 3a
KOKEH MPOAYKT. BapTicTh MOke OyTH HM)KUOIO JIJIsI HABYAJIBHUX 3aKJIa 1B Ta JEIKUX
IHIINX BUMAIKIB.

— Unity nporoHye 0e3KOITOBHY BEPCit0 AJIsl 0COOMCTOr0 KOPUCTYBAHHS,
Ma€ CTYJCHTChKY OE3KOIITOBHY JIIIEH310, aje KOMEpIliHI OpraHizailii 3 piuyHUM
noxomom noran $100 000 nmoBwHHI TuTaTUTH 3a miamucky Ha Unity Plus, Pro a6o
Enterprise.

- CryEngine mocTymH#iA Ju1si 0€3KOIITOBHOTO BUKOPUCTAHHS 3 YMOBOIO
MIMTHUCKHA HAa 000B'SI3KOBUN «POSUITI» Y po3Mipi 5% Bix noxomy micis nepirux €5 000

3a kBapTal. ONIIOHAJIBHO JTOCTYIHI TIJIATHI MAMUCKH 3 J0JJaTKOBUMHU (PYHKIIISIMHU.
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- Source 2 AocTynmHUN OE3KOIITOBHO PO3POOHMKAM, SIKI CTBOPIOIOTH
MPOAYKT JIs maTtdopmu Steam.

CrisibHOTA Ta MATPUMKA:

- Unreal Engine 5 mae Bennue3Hy CIibHOTY PO3POOHHKIB, SIKi aKTUBHO
TUISITBCS  TOCBIIOM, pecypcamu Ta miaTpuMmkoro. Epic Games Takoxx Hamae
JIOKYMEHTAI[110, HaBYaJIbH1 MOCIOHUKU Ta GOPYMH IS MiATPUMKH PO3POOHHKIB.

— Unity wmae oaHy 3 HaWOUIBIIMX 1 HAWAKTUBHIMIUX CITUTBHOT
PO3pOOHUKIB, KA HAJA€ PI3SHOMAHITHI PECYpPCH, TakKl SIK JTOKyMEHTallisl, HaBYaJbH1
nocionuku, ¢opymu Ta cxoBuile aktuBiB. Takox Unity Technologies nHanae
o iIiiHI MOCIYTH MATPUMKH Ta KOHCAJITUHTY.

- CryEngine Mae HEBENMKY, ajie aKTUBHY CIIUJIBHOTY PO3POOHUKIB, SIKi
HaJal0Th pecypcu Ta MATpUMKY oauH onHoMmy. Crytek nHagae odimiliny
JIOKyMEHTAII110, HaBYaJIbH1 TOCIOHUKHU Ta (OPYMU IS MiATPUMKUA PO3POOHUKIB.

- Source 2 Mae BIJHOCHO HEBEIWKY, ajie aKTHUBHY CILUIBHOTY
PO3pOOHUKIB, IKa B OCHOBHOMY 30C€peKeHa HABKOJIO PO3POOKH KOHTEHTY AJIS irop
Valve. OimiifHa miarpuMKa Ta pecypcu J0CTyIHI Ha popyMax Ta y JOKYMEHTaIlii

Bubip IP 3anexurs Bij 6ararbox (pakTopiB, TAKUX SIK BAMOTHU 110 Tpadiku Ta
MPOAYKTUBHOCTI, KpOCIIaTQPOPMHICTh, BAapTICTh Ta JOCTYNHICTb, a TaKOX
nigTpumka Ta crnuibHoTa. Unreal Engine 5 mpomonye mepeoBi TeXHONOTIT Ta
NOTY>XHI MOMJIMBOCTI, ane iHmn pymmni, Taki gk Unity, MOXyTb OyTH OLIbII
MPUAATHUMU JIJISL JCSTKUX MPOEKTIB Yepe3 iXHIO THYUKICTh Ta HMIUPOKY MIATPUMKY
narGopmu.

Buxonsun 3 HasgBHOI METH Ta 3BaKalOUM Ha (PyHKIIOHAJIbHI MOXKJIUBOCTI,
MOBHOTY OIUCY WX MOKJIMBOCTEH, PO3MOBCIOIKEHHS 3a BUTHHOIO JJIsl 37100yBadiB
OCBITH JIIIIEH31€10 Ta MOKJIMBOCTI cTBopeHHs 113 mnsa mnarpopmu WebGL  -- nis

BUKOpHCTaHHs Oyno oopane [13 Unity 2022.3 4.
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5 CTBOPEHHSI 3D MOJIEJIEM

5.1 OcHoOBHI TepMiHU

Pennepy xomm'torepHiii rpadimi — 1me mpoiec moOymoBuU (PiHATBHOTO
300pakeHHS.

Bepimna — Touka y TpUBUMIPHOMY ITPOCTOPI.

PeGpo — 11e 3aBxau mpsima JTiHis, M0 3'€JHY€E MK COO0I0 2 BEPIIIUHH.

I'panp — e 3alOBHEHUH HPOCTIP MK 3aMKHYTOK nemiero pebep. I'pani
CTBOPIOIOTH MOBEPXHIO 00'€KTa, K1 B1I0OpaXkaroThcs MpU peHzaepi ob'exra. ['pani
MOXYTh OyTH TPUKYTHUMH, YOTUPUKYTHUMHU Ta OararoKyTHUMH. TpPUKYTHHUK
3aBXK/U TUIOCKHH, 3a paXyHOK IIbOTO TPUKYTHI rpaHi 0OpaxoBYIOThCS MPU PEHIEPI
mBuame. CamMe TOMYy IpPU CTBOPEHHI Irop HE BUKOPUCTOBYIOTHCS MEIl, IIO
CKJIQJaI0ThCS 3 0araTOKyTHUKIB.

Mern — 11e noJiiroHaJibHa CiTka, a00 00'€KT, IO CKJIAJA€ThCS 3 BEPIIUH, pedep
Ta rpaHed, fKi BHU3Ha4alOTh (QopMmy OararorpaHHoro oO0'eKTa y TPUBUMIPHIN
KOMIT'FOTEpPHIN rpadiui Ta 00'eMHOMY MOJEIIOBAHHI.

Hopmanb — BeKTOp neprneHANKYISpHI A0 IUIOLUIMHH, JOTUYHOI 0 MOBEPXHI B
oKkpemiit Toulli. BiH BU3Hauae HAMPSMOK Ta OPIEHTAIIIIO MOBEPXHI B KOXKHIM TOYII,
0 JO03BOJISIE OTpPUMATH peanicTuyHe BigoOpaxeHHs o00'ektiB. Hopmami
BUKOPHUCTOBYIOTBCS Yy PI3HUX aIrOpUTMax TPUBHUMIPHOI Tpadiku, Takux sK
3aTIHEeHHS, B1IOOPaKEHHS CBITJIa, pO3paxyHOK TiHEH Ta 6araThox 1HIIHX.

MacmtabyBaHHsI — NPONOPIiiHA 3MIHA TA0APUTHUX PO3MIPIB.

ExcrpynyBanHs — omnepartisi, 10 103BOJISIE 3MIHIOBATH T€OMETPi0 00'€KTIB 3a
PaxyHOK CTBOPEHHS KOMiil pedep 1 rpaHel MIISXOM CBOTO POJY BUJIABIIFOBAHHS —

MepEeMIITICHHS Ta 3MIHA PO3MIPIB.
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Boolean — npocrti joriuni onepartii. ¥ komm'rotepHiit 3D-rpadir me crnocid
B3a€EMOJIi1 ABOX 00'€KTIB Ta CTBOPEHHS Ha iX OCHOBI 3MIIIAHOTO PE3yJIbTaTy, KU
MOYKE SIBJIATH COOOI0 PI3HUIIIO IBOX 00'€KTIB, iX 00'eMHaHHS a00 MEepeTHH.

dacka — 1mo0 JOCIATTH OUIBII PEaTiCTUUYHOTO BUIIISALY, YacTO JTOBOIUTHCS

OKpyIJIATU JAeTaii pi3HuX 00'ekTiB. [ns nmx nineit y Blender icHye iHCTpyMeHT

dacka (Bevel).

5.2 Cucrema Hagirarii y Blender 3D

Tpu OCHOBHI BUAM — BHJI 3BEpXy, BHJ CIIepeay Ta BHUJ cCIipaBa 300Ky
BIJIMOB1AAIOTH KnaBimaMm 7, 1, 3.

[Hudpa 2 wa NumPad 3aificHioe oOepTaHHsS BHU3 Ha 3aJlaHy KUJIBKICTb
rpalyciB; NpOTUIIEKHUNM moTouHOMY. KomOiHais kiaBii 3a jonoMororo Numpad ta
Ctrl Texx mae pynkumionansHicTh:Ctrl+1 — Bup 33any, Ctrl+2 — nepemitieHHs: BHU3,
Ctrl+3 — Bun 3miBa, Ctrl+4 — nepemimenss BiiBo, Ctrl+6 — nepemilieHHs Bpaso,
Ctrl+7 — Bug 3um3y, Ctrl+8 — nmepemimenns Bropy. Shift + 1 — BupiBHIOE BUJ
BUJIUICHOI TpaHi MO0 IUIOMMHU XZ (BHJA Criepedy, OpleHTaris TpaHchopmarrii
Normal). Shift+Ctrl+1 — BupiBHIOE BU BUAIJICHOT IpaHi MO0 MIOMMHU XZ (BUA
33axy, opieHTtaiis TpaHcdopmarii Normal).Shift+ 3 — BupiBHIO€ BUA BHALICHOI
rpaHi 1moao IomuHu YZ (BUO chpaBa, oOpieHTaris  TpaHcdopmarlii
Normal).Shift+Ctrl+3 - BupiBHIO€ BUJl BUILIEHOI IpaHi MO0 MIomMHI YZ (BUA
JiBOpYyY, opieHTalis Tpancopmariii Normal). Shift+4 — obGeprae By BiiBO 110710
MEepHeHIUKyIsIpHOrO ekpany oci, Shift + 6 — oOeprae Buj BHOpaBo IIOAO
NEepPHeHANKYISIPHOTO ekpany oci, Shift + 7 — BUpiBHIOE BUJ BUILJIEHOT I'PaHi 1110710
oy XY (BuA 3BepXy, opieHTtaris Tpancopmariii Normal).Shift+Ctrl+ 7 —
BUPIBHIOE BHUJ BHWAUICHOI TpaHi MIOAO0 IUIOMMHU XY (BUA 3HU3Y, OpIEHTAIisA
Tpancdopmariiii Normal),

NumPad+ ¢ (Touka) — mepemirirye BUTIISA 10 TIOTOYHOTO BUIIJICHOTO 00'€KTA.

NumPad +/(cnemr) - mepeMukaHHs MiXk JIOKJIbHUM Ta TI00ATHUM BHUIAMH.



31

5.3 Buninenus B Blender 3D

Y Blender icHye 0e3miu cnocoOiB BUIUIEHHS OO'€KTIB Ta iX 4yacTHH. 3a
3aMOBUYBaHHSM BHJUICHHS 3M1HCHIOEThCS 3a fgomomororo JIKM. IlpaBwmii kimik
BHKJIMKA€ KOHTEKCTHE MCHIO, SIKE 3MIHIOETHCS B 3aJICKHOCTI BIJ MiCIls KiiKa. SIKII0
BUJIUIUTH KiJIbKa 00'€KTIB, OCTaHHIN BUIIJICHUN 3aBXKIU Oyle aKTUBHUM 00'€KTOM.
PaMka BHUIIIEHHS aKTUBHOTO O0'€KTa TAaKOX BiJIPI3HATUMETHCS 3a KOJIBOPOM Bif

1HIIHUX 00'€KTIB.

5.4 OcnHoBHi maninyssuii B Blender 3D

Tpu ocHOBHHMX 1HCTpyMeHTa — 1€ mnepeminieHHs (Grab), macumraOyBaHHS
(Scale), obepranns (Rotate). Bignosigui kHonku: G, R, S. Kpim Toro, /151 K0’)KHOTO
ITHCTPYMEHTY € MOXJIMBICTh 3aCTOCYBaHHS IIMX IHCTPYMEHTIB WIOJ0 00'€KTa

BUKJIFOUHO I10 MOTP1OHII KoopAMHATHIN ocl: kiaBima X —nooci X, Y —mo Y, Z - Z.

5.5 Meronnka CTBOpEHHS

bepyun 3a OCHOBY HarifHui A0 3a/4a4l TPUBUMIPHUI MPUMITHB 3 HasBHOIO
Habopy (KyO, MuIiHAp, Iap, IVIOMIMHA 1IKoc(epa) Ta 3aCTOCOBYIOUH BUIIIEBUKIIAICH]
MaHIIMyJIAIT 10 BCBIO 00’ €KTY YH JI0 IOTO OKPEMHUX €JIEMEHTIB B MOTPIOH1H JOTTYHI!
MOCTIOBHOCTI OTpuMaeMo mOTpiOHI 3D Mopemi. [[ns CTBOpEHHS HEIJIOCKOi
MOBEPXHI JUIsl iMiTarii 00’eMy TpPyHTY Ha TMOAHOCI 10 i€l TMOBEpXHi OyIo
3aCTOCOBaHO 2 MoAU(IKaToOpy. 3aBISAKU NEepIIOMY OYJIO MiAPO3A1IIEHO TOBEPXHIO Ta
OTPUMAHO BUCOKOMOJITOHABHUM Melll. 3aCTOCYBaHHS APYroro MoAauQikaTopa aajio
HaM 3MOTY OTPHUMATH 3MIIICHHS TMOBEPXHI (TOOTO BEPUIMHU MEITy MepecTau

HaJIeXaTy OJIHIN MJIOLIMHI 1 MU OTPUMAJIM IOTPIOHY HaM GopMy)
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6 TEKCTYPYBAHH 3D MOJEJII

Texctypa (anm. Texture mapping) — me crnocid HamgadHs moBepxHi 3D
JIeTajl — TMOJITOHY: KOJMbOpY, (GakTypw, ONHCKY, MAaTOBOCTI Ta IHIIUX (HI3UIHUX
BJacTUBOCTEH (Ans iMiTalli HalyacTilie SKOTOCh NPHUPOIHOTO MaTepialy,
HAMpUKIAI;: Manepy, 1epeBa, KAMEeHIO, METaIy TOIIO).

[ToHATTS «TEKCTypa» € BaXJIMBUM ejaeMeHToM 3D-MonentoBaHHS, OCKUIBKH
JI03BOJISIE€ BIITBOPUTHU TAKOK Malll 00'€KTH TTOBEPXHi, CTBOPEHHSI SIKUX MOJITOHAMHU
BUSIBUJIOCS O HAZAMIpHO pecypcoeMHuM. Hampukiaz, mpamMu Ha mIKipi, CKIaJKH Ha
OJ15131, IP10H1 KaMEH1, MPEAMETH Ha MOBEPXHI CTIH 1 IPYHTY Ta Oararo iHmoro. OTxe,
TEKCTypa BUKOPUCTOBYETHCS JJI 3allOBHEHHS MOBEPXOHb O0'€KTIB 1 K MIap s
JOJIaHHsI TEeBHOTO e(dekTy abo 3MiHU reoMeTpii BChOMY 300paxkeHHIO ab0 HOro
YaCTHHHU.

Texctypu OyBarOTh IIOBHI Ta OE3IIOBHI (IaTepHU a00 Bi3epyHKH). [010BHA
BIJIMIHHICTh OCTaHHIX B TOMY, III0 NMPU MOEJHAHHI OJHUX 1 TUX XK€ (PparMeHTIB
MOBEPXHS 3aHUILAETHCS LLITICHOIO.

SIkicTh MOBEPXHI TEKCTYPH BU3HAYAETHCS TEKCEISIMU — KIJIBKICTIO TIIKCEITIB Ha
MIHIMAJIbHY OJUHUIO TeKCTypU. OCKIUIBKM cama 1o co01 TEKCTypa € 300paKeHHSM,
PO3AUIBHICTh TEKCTYpu 1 11 (opmar BITITpalOTh BEIUKY pPOJb, SKa 3rOA0M
MO3HAYAETHCS HA 3arajlbHOMY BpakeHHI1 BiJl AKOCTi rpadiku y 3D-nonatky.

CrBopeHHsT TmapameTpiB  MaTepially  3IIHCHIOETbCS 32  JOIOMOTOIO
BUKOPHUCTaHHS KapT (300pakeHHs) po3TalIOBaHUX Yy BIJAMOBIHUX KaHaiax, abo 3a

JIOTIOMOT 00 MTPOLIETYPHUX KapT, a TAKOXK 3MIIIAHOTO METOLTY.

6.1 Kapra tekctypu

Kapra TekcTypu 3aCTOCOBYETHCS MJisi YTBOPEHHS IIEBHOTO IapamMeTpy

BI3yaJIbHOTO BiJI0OpakeHHsI Ha MoBepxHI 3anaHoi ¢opmu. Lleit mporec Haramye

3aCTOCYBaHHSI BI3€pYyHUACTOTO TMamepy Ha 3BUYaHIN Oimiii kopoOirl. Koxkwiit


https://uk.wikipedia.org/wiki/%D0%90%D0%BD%D0%B3%D0%BB%D1%96%D0%B9%D1%81%D1%8C%D0%BA%D0%B0_%D0%BC%D0%BE%D0%B2%D0%B0
https://uk.wikipedia.org/wiki/%D0%9F%D0%BE%D0%BB%D1%96%D0%B3%D0%BE%D0%BD%D0%B0%D0%BB%D1%8C%D0%BD%D0%B5_%D0%BC%D0%BE%D0%B4%D0%B5%D0%BB%D1%8E%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%9F%D0%B0%D1%82%D0%B5%D1%80%D0%BD
https://uk.wikipedia.org/wiki/%D0%A2%D0%B5%D0%BA%D1%81%D0%B5%D0%BB_(%D0%B3%D1%80%D0%B0%D1%84%D1%96%D0%BA%D0%B0)
https://uk.wikipedia.org/wiki/%D0%9F%D1%96%D0%BA%D1%81%D0%B5%D0%BB%D1%8C
https://uk.wikipedia.org/wiki/3D
https://uk.wikipedia.org/wiki/%D0%9F%D1%80%D0%BE%D1%86%D0%B5%D0%B4%D1%83%D1%80%D0%BD%D0%B5_%D1%82%D0%B5%D0%BA%D1%81%D1%82%D1%83%D1%80%D1%83%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F
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BepirHi B 3D Mozeni mprcBOIOETHCS KOOPAUHATH TEKCTYpH (sika y pasi 2D Bigoma,
sk UV koopauHara). Miciis Binbopy mpo6 300paskeHHSI 3T0JIOM 1HTEPITOTIOETHCS 110
MIOBEPXHI MOJIENIi 3 OTPUMaHHSM Bi3yaJIbHOTO PE3yJIbTaTy.

Haityacrime 1e ¢aiin pactpoBoro (pifmie BEKTOPHOTO) 300paskeHHS 3

posmmpennsim JPEG, PNG a6o PAT.

6.2 Tunu kapt

— Diffuse map (kapta 6a30BOro KOJIbOPY) — TEKCTypa, SKOK 3ada€ThCs
OCHOBHHMM KoJ1ip oBepxHi. st Toro, njo0 1o0pe npairoBaTy 3 KapTo HOpMaJe,
J3EpKAIbHOI0 Ta 1HIIMMHU KapTaMu Audy3Ha KapTa HE MOBHHHA MATH HISIKOTO
CIPSIMOBAHOTO CBITJa Ha CBOIM MOBEPXHI, BOHA MOBMHHA MAaTU TUIBKU 3arajbHi
HABKOJIMIIHI OKJIIO31i, TOOTO MOBEPXHS CTAa€ TEMHIIIA B INIMOOKHUX TPIIIMHAX 1
HABKOJIO TUCHEHHS JIETalll;

— Specular map (kapta BIigOWUTTS) — KapTa, sKa IOKAa3y€ 3IaTHICThH
B110OpakeHHsa Matepiany. Ha Biagminy Bia reflection map, specular map He nmokasye
BIJIOOpa)KEHHS CIIEHU, B SIKIA 3HAXOAUTHCS 00'€KT, a 300paxkye BiIOMTTS CBITIa
najaryoro Ha Hporo. Specular Map MicTUTB B 001 IIKCEI1 B YOPHO-O17111 KOTIpHINA
rami. YuM CBITJIIIIMI TIKCETh, TUM OLIbIIIE 3JJaTHICTh MaTepiaiay BiIOMBATH CBITJIO
1 TUM sCKpaBillle Ha HHOMY BIJIOJUCKH BijJ CBiTJIa. BiIMOBIAHO YMM TEMHIITUI
MKCeJb, TUM OUIbIII MATOBUM CTa€ MaTepiaj 1 BTpadyae CBOIO BIIACTUBICTh B1IOMBATH
cBiTio. Jlyjis MarepiaiiB KepaMiyHOi IJIUTKH 1 TIOJIPOBAHOTO METAIy MOXYTh
BUKOPUCTOBYBATHUCS CBITJI1 TOHH, a JUIsl TKAHUH 1 JIepeBa TEMHI;

— Bump map (xapta penbedy) — xapTta s iMmiTarii peiabedy MOBEPXHI.
CtBOpro€eThes B Tpajanisax ciporo koiwopy. [Ipu penmepunry cipi o6iacti KapTu
(Maethes Ha yBasi cipuit koip — R =150, G = 150, B = 150) BimoOpaskatuMeThCs
3BUYAWHUM YHHOM, YOPHI1 OY1yTh 3aMajlbOBYBaTUCh, a 0111 — OCBITIIIOBATUCH (UUM
00JacTh CBITIIIIE, THM OLIbIIE PIBEHb SCKPABOCTI) — II 1UTIO31S CBITJIA 1 TiHI

CTBOPIOE €PEKT pesibey MOBEPXHI;


https://uk.wikipedia.org/wiki/%D0%A4%D0%B0%D0%B9%D0%BB
https://uk.wikipedia.org/wiki/JPEG
https://uk.wikipedia.org/wiki/PNG
https://uk.wikipedia.org/w/index.php?title=Diffuse_map&action=edit&redlink=1
https://uk.wikipedia.org/wiki/%D0%A2%D0%B8%D1%81%D0%BD%D0%B5%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/w/index.php?title=Specular_map&action=edit&redlink=1
https://uk.wikipedia.org/wiki/%D0%A0%D0%B5%D0%BB%D1%8C%D1%94%D1%84%D0%BD%D0%B5_%D1%82%D0%B5%D0%BA%D1%81%D1%82%D1%83%D1%80%D1%83%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F#Bump_mapping
https://uk.wikipedia.org/wiki/%D0%92%D1%96%D0%B4%D1%82%D1%96%D0%BD%D0%BA%D0%B8_%D1%81%D1%96%D1%80%D0%BE%D0%B3%D0%BE
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— Normal map - kapra mis imitanii penbedy moBepxHi. Jlo3Boise
3MIHIOBATH HOPMaJb B1JJOOpaKyBaHOTO MIKCEJIs [PYHTYIOUHCh Ha KOJLOPOBIN KapTi
HOpMaJIei, B sIKI{ 111 BIAXUJICHHS 30€pIratoThCsl y BUTTISA1 TEKCEIs, KOJIPHI CKJIaI0B1
sakoro [r, g, b] iHTepmpeTyroThcsi B OCI BEKTOpa [X, y, Z], HA OCHOBI SKOTO
OOYHUCITIOETBCS HOpMajlb, BUKOPUCTOBYBaHa [UJIi PO3PAXYHKY OCBITIEHOCTI
mikcens. 3aBIIKH TOMY, IO B KapTi HOpPMaled BUKOPHCTOBYIOTh 3 KaHATy
TEKCTypH, IIed METOoJ Ja€ OUIbIly TOYHICTh, HDX Bump mapping, B sSkoMmy
BUKOPUCTOBYEThCA TIIBKM OJWH KaHaJI 1 HOpMadi, MO CYyTi, BChOTO JIMIIEC
IHTEPIPETYIOTHCS B 3AJIEAKHOCTI Bl «BUCOTH». KapTn HOpMaieli 3a3Buyail OyBaroTh
JIBOX THUIIB: object-space — BUKOPUCTOBYETHCS JIJIsl 00'€KTIB, 0 HE 1€(HOPMYIOTHCA,
TakKuX $K CTiHH, JBepi, 30pos Touo; tangent-space — 3aCTOCOBYETBhCS IS
MOJKJIMBOCTI Ie(pOopMyBaTH 00'€KTH, HAIIPUKJIA] MEPCOHAXKIB. JlJi1 CTBOPEHHS KapT
HOpMaJiel 3a3Bu4ail BAKOPUCTOBYETHCSI BUCOKOIIOMITOHAIbHI 1 HU3BKOTIOMITOHAIbHI
MOJIeJIl, 3a iXHIM TMOPIBHAHHSM BCTAHOBJIIOIOTH MOTPIOHE 3HAUYCHHS BIIXUJICHHS
HOpMAJICH.

— Displacement map — kapTa 3MmiteHHsl, Ui MoKa3y penbedy MOBEPXH.
Takox MpeAcCTaBISIETbCS B Tpajallisix ciporo Koiabopy. [IpuHIMNOBa BiAMIHHICTh
BiJI MOMEPEJIHIX IBOX METOMIIB, IO Il CMOci0 aBTOMATUYHO MOCHPABXKHbOMY
MOJICJIIOE 3a KapTow MomiroHu. IlpupogHo BiH HaWsSKICHIMK 1 HAKOUTBII
PECYpPCOMICTKHIA;

— Height map — nBoBuUMIpHHMIA MacuB, KOXEH €JIEMEHT SKOTO
IHTEPIPETYEThCS K BHCOTA. YacTO BHKOPHUCTOBYIOTBCS B TIporpamMax Jyis
ctBopeHHs nanamadTis (Terrain), mo0 30epiraTv iHPOPMALIiO TPO BUCOTY KOKHOI
TOYKHU MICIIEBOCTI. BUKOpHUCTOBYIOTBCS TaKOX B TEXHOJIOTIT Oamm-Marmiara (bump
mapping);

- AmbientOcclusion (AO) map — kaprta 3aTiHEHHS;

Reflection map — kapra BigoOpaxeHHS;
— Curvature (Concave, Convexity, Pits, Peaks, Worn Edge) map — kapra,

sKa 30epirae omyKJIOCTi, BATUHU CITKU;


https://uk.wikipedia.org/wiki/%D0%A0%D0%B5%D0%BB%D1%8C%D1%94%D1%84%D0%BD%D0%B5_%D1%82%D0%B5%D0%BA%D1%81%D1%82%D1%83%D1%80%D1%83%D0%B2%D0%B0%D0%BD%D0%BD%D1%8F#Normal_mapping
https://uk.wikipedia.org/w/index.php?title=Displacement_map&action=edit&redlink=1
https://uk.wikipedia.org/w/index.php?title=Reflection_map&action=edit&redlink=1
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- Opacity map (opaque map), (kapTa HEIPO30pOCTi) — HOPMYETHCS Ha
OCHOB1 YOPHO-01J101 TEKCTypH, A€ MOBHICTIO YOPHUHN KOJIp Oyae BimoOpakaTucs
npo3opuM (BUpi3aTucs 3 nudy3HOi KapTH), OUIMN TOBHICTIO 3aJIHIIATHMETHCS
BimoOpakaTuch, a cipl BIATIHKH BifoOpakaTUMyThCsl HAMIBIPO30pO 3 anb(ha

iHTeHCHBHICTIO [9].

6.3 UV-po3sroprka

UV mapping (UV-posroprka) — BIANOBIOHICTE MIDXK KOOpIWHATaMU Ha
noBepxHi TpuBuMipHoro 00'exty (X, Y, Z) 1 koopaunaramu Ha Tekctypi (U, V).
3nauenns U 1 V 3a3Buyaii 3miH010ThCA B 0 10 1. Po3ropTka moxe OymayBatucs sik
BpPYUHY, TaK 1 aBTOMaTH4YHO.

CyuacHe TpUBUMIpHE anapaTHe 3a0e3neueHHs BBaxKae, 1o UV-nepeTBopeHHs
B MEXaX OJHOr0 TPUKYTHHKA € apiHHUM — TOMY jAocTtarHbo 3aaatd U 1 V mns
KO>KHOT BEPIIMHU KOXKHOTO 3 TPUKYTHUKIB. BTiM, Ik came CTUKYyBaTH TPUKYTHUKIB
OZIUH 3 OHUM, BuOUpae 3D-Monenep, 1 BMiHHS Oy/lyBaTH BaTy PO3TOPTKY — OJIUH 3
MOKa3HMUKIB MOro Kiacy. ICHye KinbKa MOKa3HUKIB SIKOCTI PO3TOPTKH, SIKI MOXKYTh
CYIIEPEYHUTH OTUH OTHOMY:

— MaxkcuManbHO MOBHE BUKOPUCTAHHS IO TEKCTYpH. BTiM, B 3a51€KHOCTI
BiJl PO3PHUBY MK «MIHIMAIBHUMI» 1 «MaKCUMAJIbHUMU» CUCTEMHUMHU BHUMOTaMH,
0 Kpasix pO3rOPHEHHS TEKCTYp1 MOTPIOEH NEBHUMN «JOMYCK» Ha T€HEPALIlI0 TEKCTYP
MEHIIIOTO PO3MIpY.

— BiacyTHiCTh 061acTelt 3 HeIOCTaTHROK a00 HAJIUIIIKOBOIO JCTaTi3aIl€r0
TEKCTYPH.

— BiacyTHIicTh 001acTeit 3 3aiBUMHU T€OMETPUYHUMH CTIOTBOPCHHSIMHU.

— IloniOHICTh 13 CTAaHAAPTHUMU PAKypCaMU, 3 SIKUX 3a3BHUYall MATIOETHCS 200
doTorpadyerbest 00'€KT — CIpoIrye podOTy XyA0KHUKA IO TEKCTYPaM.

— Bnano posrtamoBaHi «IIBW» — JIiHII, BIAMOBIIHI OJHOMY peOpy, aie

po3TamioBaHi B pPI3HUX Micusx Tekctypu. IIIBu OaxaHi, SKIIO € NPUPOIHUN


https://uk.wikipedia.org/w/index.php?title=Opacity_map&action=edit&redlink=1
https://uk.wikipedia.org/wiki/%D0%A0%D0%BE%D0%B7%D0%B3%D0%BE%D1%80%D1%82%D0%BA%D0%B0_%D0%B1%D0%B0%D0%B3%D0%B0%D1%82%D0%BE%D0%B3%D1%80%D0%B0%D0%BD%D0%BD%D0%B8%D0%BA%D0%B0
https://uk.wikipedia.org/wiki/%D0%90%D1%84%D1%96%D0%BD%D0%BD%D0%B5_%D0%BF%D0%B5%D1%80%D0%B5%D1%82%D0%B2%D0%BE%D1%80%D0%B5%D0%BD%D0%BD%D1%8F
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«PO3pHUBY» MOBEPXHI (IIIBU OJISITY, KPOMKH, 3UJICHYBaHHS 1 T. 1.), 1 HeOaxaH1, SKIIIO
TaKUX HEMae.

— JInst 4acTKOBO CUMETPUYHUX OO'€KTIB: BJAJE MOEAHAHHS CUMETPUYHUX 1
ACUMETPUYHUX JIISHOK po3ropHeHHsA. CUMETpis MiABUILYE JeTaNi3aliio TEKCTYpH

1 CTIpOIIIy€e poOOTy XyJA0XKHUKA TIO TEKCTypaM; aCUMETPUYHI JIeTalll «OKHBIISIIOTH

00'ext [9].

UV Editing

Pucynok 6.1 — 3D mognens Ta ii UVposroprka

YV Blender 3D Tekctypa BHCTyIae sIK 4YacTHMHA KOMIIOHEHTY Marepiail.
HanamtyBanHst BiacTHMBOCTEH Marepialy MoOxe OyTH pO3MIMPEHO 3aBISKU
BUKOPUCTAaHHIO crerianbHux By3JiB (Nodes). BHUKOpHUCTOBYHOUM TEKCTypH 3a
HasBHOI UV posroptku B mnoegHaHHi 3 Nodes MM OTpUMYEMO IyKe IIHPOKI

MOYKJIMBOCTI 00 BUOOPY 30BHIIIHBOTO 3a0apBieHHs 3D Moneni.



2+ (W ObjectMode v View Select Add Object

User Perspective
(1) Collection | CrakaH

")v W Object + View Select Ac ode [ Use Nodes

Crakan > %7 Crakan > @ Merans Homepom

Pucynok 6.2 — 3D Monenb cTakaHy Ta HAJIAIITYBaHHS MaTepialiiB

Opnak cmij BpaxoByBaTH, II0 OTPUMAHMM Marepiajl B TaKOMY BUIISII
HEMOXJIMBO IMIopTyBatu 0 IP. 3a 111 ycmimHoro iMnopTy TEKCTYpOBaHOI MOJIE1
NOTPiOHO MPOBECTH MPOIIEAYPY 3aIlIKaHHS TEKCTYP.

3anikaHHA — L€ IpoLec B3ATTS 1HPopMallili 3 BUCOKOMOMITOHAIBHOI MOJIEN] Ta
CTBOPEHHsI Ha il OCHOBI TEKCTypHHUX KapT, AKl MEpeHecyTh L0 1H(opmalio Ha
HU3BKOTIONIITOHANBHY Monenb 3a jpomnomororo i UV-ckanypanus. lle wactuHa
MPOIIECy ONTUMI3AIIT MOJIEJIeH JIs 1Top, 1 11 JY>KE BaXKJIUBO, OCKUIBKH 1€ XOPOUTUH
croci0 306eperTy 30BHIIIHIN BUIIIST MOJENTI, Ta 3MEHIIMTH HaBaHTakeHHs Ha [P mix
qyac peHEePIHTY.

[Ticnst mpoBeneHHsI BUIIEBKa3aHMX MaHIMYNAIIi MOXXHaA ekcriopryBatu 3D

monaenb o IP.
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7 IMIIOPT 1O 3D PYLUIA

3D mopenb imMmopryetrbest y Qopmari fbx, sikuil 103BoJIsI€ IMIOPTYBATH
MOJIETTh OJpa3y 3 yciMa HaJie)KHUMHU i pecypcamu. [licis immopty Moaens HaOyBae
BJIACTUBOCTEHN 00’ €KTY, 10 IKOTO MOJKHA 3aCTOCOBYBaTH KOMIIOHEHTH [P, 1110 po6msiTh
MOJKJIMBOIO ii B3a€MOJIIIO 3 1HIIUMH 00’ €KTaMHu Ha clieHi. BoHa po3MilnyeThcsi Ha
CIIeH1 y TOTPIOHOMY MICTi Ta TOJIOKEHHI.

Konaiinep — reomerpuuna «o0o0j0HKa» 00’€KTy, 110 BIAMNOBIAA€ B MEPILY
yepry 3a (Gi3WYHy B3a€EMOJII0 3 IHIIUMH OO0 €KTaMHM Ha CIICHi, III0 MarTh CBOI
KoJaitnepu. [lo mpuMITHBHUX KoJaiepiB BiAHOCCATCS Konaiaepu y hopmi

- Ky0Oa

- Karcyian

- chepu

B ineanpHOMY BHITajmKy Komaimep mae moBTopioBatd Gopmy 3D mozmemi. Koxen
00ieKT Ha CIIEHI MOXKE€ MaTH JCKIJIbKa KoiainepiB. Ha MaatoHKy BOHU MO3HEUYEHI

3E€JIECHUMH JTIHISIMU

@ Viajnost gruntov - Laboratoty - Windows, Mac, Linux - Unity 2022.3411% <DX11»> o x
Tooks Window Help

|

Pucynok 7.1 — ImmoproBani 3D mozeni 10 irpoBOTO py1iist 3 KoJaiaepaMu
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[Ipu pospaxyHky ¢i3u4HOi B3aeMOAIl Ha KOJAWJEpW CKJIagHOI (opMu
HaKJIaJIeHO 0OME)KECHHS: BOHU HE MOKYTh OyTH BrHYTUMU. 3a JUTSI TTIOIOJIAHHS ITHOTO
00OMEKeHHS MOTPIOHO CTBOPUTHU HEOOX1AHY KIJIbKICTh IPUMITUBHUX KOJIAHEPIB, IO

MOXYTb OXOIUTH MOTPIOHY HaM 30HY.

Pucynok 7.2— CtBOpeHHs Komnainepy irpoBoi madu

Hoxymenrariiss Unity Bka3ye Ha Te, 110 4Yepe3 HEOAHOYACHUM MPOPAXYHOK
¢i13uuHOi B3aemonii 00’€KTIB Ha CLEHI Ta 1X PEHIEPIHTy ICHYE BIPOTIIHICTD,
HEKOPEKTHOTO MPOPaXyHKy MOBEAIHKK 00’ €KTa B II7IoMYy. [HIITUMHU clioBaMu, 00’ €KT
MOXX€ MPOJIETITH CKpI3b KOJIaijiep MDK JBOMA iTepalisMu oO4MCiIeHHs (Hi3UdHOT
B3aemonii. J{ns yHuKHeHHs moAiOHO1 cutyauii po3poOHuku Unity NpomnoHYIOTH

30UTBIIMTH YacCTOTy MPOPaxXyHKy (Hi3WyHOT B3aeMojii. Ajie 1€ Hece J10AaTKOBE
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HABaHTAXKEHHS Ha pecypcu KoMl torepa. Tomy Oyi0 NpUMHSTO PILIEHHS CTBOPUTH
KoJaiiiepn, rabapuTHI PO3MIPH SKUX TapaHTyBaTUMYyTh HaM BHKIHUK iTeparlii
oOunciieHHsT (PI3UYHOT B3a€MOJIII MOKM Halll 00’€KT Ie 3HAXOAUTHCS Y CEepeauHi
Kojaiaepa iHmoro o6’ekry. lle pimenHs Oymo peanizoBaHe JIsi TOTEHITIHHO

HeOe3MEeYHUX 30H, BUSBJICHUX MPHU PETEIHHOMY aHaji31 HAsBHOI CLICHU.

Pucynox 7.3 — CTBOpeHHs Konaifiepy ekcikaropa
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8 CTBOPEHHS CKPUIITIB

[ToBeniHKoO irpoBUX 00'€KTIB KepyI0Th KOMIIOHEHTH, 1110 10 HUX MIPUETHAHI.
Unity 103BoJISIE CTBOPIOBATH BJIACHI KOMIIOHEHTH 3a JIOTIOMOTOI0 CKpHUNTIB. BoHM
JIO3BOJISIIOTh  3allyCKaTH BHYTPIIIHBOITPOBI TMOMIi, 3MIHIOBATH HaJallITyBaHHS
KOMITOHEHTIB 1 pearyBaTH Ha BBEJCHHS KOPUCTyBa4a Oy/ib-akuM criocooom. Unity 3a
3aMOBYYBAHHSIM MIATPUMYE TPU MOBH TporpamyBaHHs: C# (BUMOBISETHCS SIK
Csharp), crangapraa MmoBa, cxoxka Ha Java abo C++; UnityScript, MoBa, po3pobieHa
creriaigbHO [y BUkopuctanHs B Unity, cTBopeHa 3a 3pa3koM JavaScript;

Crpykrypa ¢aiina ckpunra:
using UnityEngine;

using System.Collections;
public class MainPlayer : MonoBehaviour
{
// Use this for initialization
void Start () { }
// Update is called once per frame
void Update () { }
b
Ckpunt B3aemMoii€ 3 BHyTpilIHIMH MexaHi3Mamu Unity, CTBOPIOIOYH KJIacC, SIKH
yCIaJIKOBY€EThCS BiJl BOYJOBaHOTO Kjacy mig Ha3Boro MonoBehavior. [l{opa3y, konu
BU MPUKPITUIIOETE KOMIIOHEHT CLIEHAPIIO A0 IrPOBOro 00'€KTa, CTBOPIOETHCS HOBUI
EK3eMIUISIp IIOTO CIieHapito. IM's kiacy GepeThbes 3 IMEHI, sIke BU BKa3alv Mij 4ac
cTBopeHHs1 (aitimy. IM's kimacy Ta iM's ¢ailly mOBHHHI OyTH OJHAaKOBHMH, 1100

CKPHUTITOBUI KOMITIOHEHT OyB MPUKPITUICHHU 10 00'€KTa TPH.
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BUCHOBKHA

1. OcoOnuBa akTyaJbHICTb CTBOPEHHS CHUCTEMM JAWUCTAHIINHOI OCBITH
ChOTOJIHI OOYMOBJE€Ha B IUIOMY psaaoM (akTopiB: BIMCHKOBUI  CTaH,
eI1IeMIONIOTIYHA CUTYallisl, MOCHJICHHS Mirpallii HaceJeHHs, PO3BUTOK HAyKOBO-
TEXHIYHUX IIEHTPIB Y BEIMKHUX MicTax, (OPMYBaHHS HOBHX MOTPeO HACEICHHS Y
PO3BUTKY.

2. JlucraHiiiiHe HaBYaHHA  3a0e3nedye €(QEeKTUBHY B3aEMOJII0 MiX
CTyJCHTaMH Ta BUKIaJauaMd. BojHoYac JUCTaHIIiHE HABYaHHSI Ma€ psij
CEpbO3HUX HENONIKIB CcepeJl SKUX € TUTaHHS OpraHizalii MpakTUYHUX Ta
nabopatopHUx poOIT B oHnailiH-popMarti. Mano 3100yTH HOBi 3HaHHA. [loTpiOHO
HABYUTHCS 3aCTOCOBYBATH iX Y JKUTTI.

3. TaxkuMm 4mHOM, 1100 JOMOMOITH CTYJICHTaM Y HaBYaHHI, MiABUIIUTH iX
1HTEpec 10 MNpo¢eciiHOi Tally3l, a TaKOX MOKPAIIUTH PO3YMIHHS MaTepiaiy,
HEOOX1TH1 BIPTyalibH1 JIAOOPATOPHI KOMIUIEKCH, K1 HE JIUIIE JO3BOJISIIOTh HAOYHO
MOSICHUTH Ta TMOKazaTu poOOTy Ha oOJajJHaHHI, ajlie € Oe3MeYHIIMMU Ta
JEMIeBIIMMU. 3BUYATHO, poOOTa 3 peasbHUM OOJaJHAHHSM BCE OJHO Mae OyTH
rOJIOBHUM Y IIbOMY TMUTaHHI, ajie 3 ypaxyBaHHSIM CUTYaIlll, 1110 CKJanacs B YKpaiHi,
BUKOPUCTAHHS BIPTyalbHUX JAO0OPATOPHUX pOOIT aKTyallbHE 1 JOCHUTb
NEPCIIEKTUBHE.

4. 3aBasku oOpaHUM MPOTPAMHUM MPOIyKTaM OyJI0 CTBOPEHO MPOTpaMHE
3a0€3MeUeHHs], 1110 JO3BOJISE CTYJIEHTaM BUBYATH (DI3UYHI BJACTUBOCTI TPYHTIB Y

BUIIAJIKY, KOJIH BIJBITyBaHHs Ja00paTopii 3 TUX YM IHIIUX MPUYHUH HEMOXKIIBE.
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JIOJIATOK A
HEOBXIIHI CKPUIITHU JJTS 3ABE3MIEUEHHS [TPOIIECY B3ACMO/IIT
OB’CKTIB
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Cxkpunt, 1110 BIANOBIAs 3a 30UIBIISHHS TEMIIEpaTypH Y CYyIIMIbHIN 1madi

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using TMPro;

using Unity.VisualScripting;
using UnityEngine.UIElements;

public class IncreaseTemperature : MonoBehaviour
{
[SerializeField] TMP_Text Display;
[SerializeField] int NeededTemp;
bool start = false;
void Inc 1C()
{
NeededTemp++;
if (NeededTemp > 320)
{
NeededTemp = 320;
Display.text = NeededTemp.ToString();
return;

}

Display.text = NeededTemp.ToString();

b
void Inc 10C()

{
NeededTemp += 10;
if (NeededTemp > 320)
{
NeededTemp = 320;
Display.text = NeededTemp.ToString();
return;

b
Display.text = NeededTemp.ToString();

}



public void IncreaseTemp()
{
int. TryParse(Display.text, out NeededTemp);
if (NeededTemp == 320) return;
if (!start)
StartCoroutine(plusTemp());

f
IEnumerator plusTemp ()
{

start = true;

int counter = 0;
while (Input.GetKey(KeyCode.Escape))

{

if (counter <4) Inc_1C();

else Inc_10C();

yield return new WaitForSeconds(0.4f);
counter+-+;

}

start = false;
counter = 0;

CkpurlT, 1110 BIANOBIJA€ 32 CTaH CTaKaHy Ta 3a BUBI1A iH(OpMaIllii Mpo HbOTO
using System.Collections;
using System.Collections.Generic;
using System.Globalization;
using System.Text;
using TMPro;
using UnityEngine;

public class Stakan : MonoBehaviour
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public bool Dehydrated = false;

public bool CompletelyDehydrated=false;
public float mO;

public double m1;

public double m2;

public double W;

string InfoString;

[SerializeField] private TextMeshProUGUI TV;

void Awake()

{
System.Random rnd = new System.Random();
GetComponent<Rigidbody>().mass = 0.019f+(float)rnd.Next(-5,5)/10000;

transform.GetChild(0).GetComponent<Rigidbody>().mass =
0.00000000000001f;

public void GenerateStringInfo()
{
mO0 = GetComponent<Rigidbody>().mass * 1000;
m2 = System.Math.Round((GetComponent<Rigidbody>().mass +
transform.GetChild(0).GetComponent<Rigidbody>().mass),5)*1000;
W = System.Math.Round(((m1 - m2) / (m2 - m0)) ,4)*100;
InfoString = "\n" + " " + this.name.ToString() +" mO0 ="+ m0.ToString() +
" ml="+ml.ToString() +" m2="+m2.ToString() +" W ="+W.ToString()
+1o"
UpdateTv();

}

void UpdateTv()

1
StringBuilder sb = new StringBuilder();

sb.Append(TV .text);
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sb.Append(InfoString);
TV.text = sb.ToString();

b
b

CkpunT, 10 EMYJIIOE MPOIEC CYIIIHHS

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Dehydrogenating : MonoBehaviour

{

public static List<GameObject> StayInside = new List<GameObject>();

void OnTriggerEnter(Collider other)

{
StayInside.Add(other.gameObject);

}

void OnTriggerExit(Collider other)
{

StayInside.Remove(other.gameObject);

}

public void Dehydrate()
{

foreach (GameObject go in StayInside)
{

Stakan stakan = go.GetComponent<Stakan>();
if (_stakan &&
go.transform.GetChild(0).GetComponent<MeshRenderer>().enabled==true)

{
if (_stakan.Dehydrated == true && _stakan.CompletelyDehydrated == false)
dehydratelteration 2(go);
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if (_stakan.Dehydrated == false && _stakan.CompletelyDehydrated ==
false)
dehydratelteration 1(go);

b
b

b

private void dehydratelteration 1 (GameObject go)

{
decimal tmp;
tmp=(decimal)(go.transform.GetChild(0).GetComponent<Rigidbody>().mass/100
*9.2);
go.transform.GetChild(0).GetComponent<Rigidbody>().mass -= (float)tmp;
g0.GetComponent<Stakan>().Dehydrated = true;
go.transform.GetChild(0).GetComponent<MeshRenderer>().material.color =
Color.yellow;

}

private void dehydratelteration 2(GameObject go)
{

System.Random rnd = new System.Random();
go.transform.GetChild(0).GetComponent<Rigidbody>().mass -= (float)rnd.Next(0,
40) / 1000000;

g0.GetComponent<Stakan>().CompletelyDehydrated = true;

g0.GetComponent<Stakan>().GenerateStringInfo();

}

CkpunrT, o BIANOBIAAE 3a B3ATTA MPEAMETA 10 PYK

using System.Collections;

using System.Collections.Generic;
using System.ComponentModel;
using Unity.VisualScripting;
using UnityEngine;

using UnityEngine. XR;

public class DragableObject : MonoBehaviour
{
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public GameObject handTake;
public void Drag(Collider _selected)

if (handTake.GetComponent<HandOfStudent>().isFull == false)
{

_selected.gameObject. GetComponent<Rigidbody>().isKinematic = true;

_selected.gameObject. GetComponent<Rigidbody>().useGravity = false;

/l_selected.gameObject.GetComponent<BoxCollider>().enabled = false;

_selected.gameObject. GetComponent<DragableObject>().transform.parent
= handTake.transform;

_selected.gameObject. GetComponent<DragableObject>().transform.position =
handTake.GetComponent<Transform>().position;

_selected.gameObject. GetComponent<DragableObject>().transform.rotation =
handTake.GetComponent<Transform>().rotation;
handTake.GetComponent<HandOfStudent>().isFull = true;

Ckpunrt, 110 BIAMOBIIA€ 32 KEPYBAHHS MICTUICEM

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using TMPro;

public class DisplayOnOft : MonoBehaviour

{
[SerializeField] TMP_Text Display;

bool DisplayON = false;

public void OnOff()
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{
DisplayON = !DisplayON;
Display.enabled = DisplayON;
b
b

CkpwunT, 0 BiATOBITa€ 32 BUITYCKaHHS MIPEJAMETY 3 PYK Ta IIOCTAHOBKY
Horo Ha MoTpioHe MicIie

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class DropableObject : MonoBehaviour

{
public GameObject handTake;

// Start 1s called before the first frame update

public void Drop(Vector3 _selectedDropPosition, Collider NewParent)

{
if (handTake.GetComponent<HandOfStudent>().isFull == true)

{

Vector3 pointToSet = selectedDropPosition;

handTake.transform.GetChild(0).transform.position = _selectedDropPosition;
handTake.transform.GetChild(0).transform.rotation = new
Quaternion(this.transform.rotation.x,this.transform.rotation.y,0,this.transform.rotat
on.w);
handTake.transform.GetChild(0).GetComponent<Rigidbody>().isKinematic =
false;
handTake.transform.GetChild(0).GetComponent<Rigidbody>().useGravity =
true;
handTake.transform.GetChild(0).GetComponent<BoxCollider>().enabled =
true;
handTake.GetComponent<HandOfStudent>().isFull = false;
handTake.transform.GetChild(0).parent = null;
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b
b
b

CkpurrT, 110 BiAMOBIZA€ 32 HAMIOBHEHHS CTaKaHa TPYHTOM
using System,;

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class FillAbleObject : MonoBehaviour

{
[SerializeField] GameObject handTake;

[SerializeField] float massOfGrunt;
// Start is called before the first frame update

public void Fill()
{

if (handTake.GetComponent<HandOfStudent>().isFull == true)
{

if
(handTake.transform.GetChild(0).transform.GetChild(0). GetComponent<MeshRe
nderer>().enabled == false)

{

System.Random rnd = new System.Random();
_massOfGrunt = 0.015f + (float)rnd.Next(-10, 10)/10000- (float)1e-07;

handTake.GetComponent<HandOfStudent>().transform.GetChild(0).transform.Ge
tChild(0).GetComponent<Rigidbody>().mass += massOfGrunt;

handTake.transform.GetChild(0).transform.GetChild(0). GetComponent<MeshRen
derer>().enabled = true;
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handTake.transform.GetChild(0).GetComponent<Stakan>().m1 =
Math.Round((double) massOfGrunt +
(double)handTake.transform.GetChild(0).GetComponent<Rigidbody>().mass, 5) *
1000;

CkpuIT, 110 BIANOBITA€E 32 MOTOYHY TOUKY CIIOCTEPEKEHHS

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class TargetFinder : MonoBehaviour
{
public Transform CameraTransform;
public float Size = 0.011f;

void LateUpdate()
{
float scale = Vector3.Distance(transform.position,
CameraTransform.position);
transform.localScale = Vector3.one * scale * Size;

}
}

CkpunrT, 110 BIANOBIAA€E 3a MEPECTAPTOBI MEPEBIPKHU B MPOLEC POOOTH
CYLIMJIBHOT 1madu

using System.Collections;

using System.Collections.Generic;
using System.Ling;

using TMPro;

using Unity.VisualScripting;
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using UnityEngine;
using UnityEngine.Assertions.Must;

public class StartDehydrating : MonoBehaviour
{
[SerializeField] GameObject Polka;
[SerializeField] TextMeshProUGUI Display;
[SerializeField] GameObject Door;
float ClosedDoorRotation;
void Start()
{

ClosedDoorRotation = Door.transform.rotation.y;

public void StartDehydrate()
{

float CurrentDoorRotation = Door.transform.rotation.y;
TextMeshProUGUI DisplayText =
Display.GetComponentInChildren<TextMeshProUGUI>();

if (CurrentDoorRotation == ClosedDoorRotation)
{
if (DisplayText.enabled == true && DisplayText.text == "105")
{ Polka.GetComponent<Dehydrogenating>().Dehydrate(); }
§
§

CkpunT, 110 BIAMOBIAA€ 32 BIAKPUBAHHS Ta 3aKPUBAHHS

using System.Collections;

using System.Collections.Generic;
using Unity.VisualScripting;
using UnityEngine;

public class OpenableClosableObject : MonoBehaviour
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{
bool Open = false;

public void OpenClose(Collider _selected)
{

Open = !Open;
GetComponentInParent<Animator>().SetBool ("Open", Open);
GetComponentInParent<Animator>().SetBool ("Close", !Open);

CkpunrT, o BIANOBIAAE 3a MPOLEC 3BAKYBAHHS

using System;

using System.Collections;

using System.Collections.Generic;
using TMPro;

using Unity.VisualScripting;
using UnityEngine;

public class GetWeightableObject : MonoBehaviour
{
[SerializeField] TMP_Text Display;
[SerializeField] double mass = 0;
// Start 1s called before the first frame update

void OnTriggerEnter(Collider other)
{
mass += other.gameObject. GetComponent<Rigidbody>().mass +
other.gameObject.transform.GetChild(0).GetComponent<Rigidbody>().mass;
Display.text= (Math.Round(mass, 5) * 1000).ToString() + " g";

}

void OnTriggerExit(Collider other)
{
mass -= other.gameObject.GetComponent<Rigidbody>().mass +
other.gameObject.transform.GetChild(0).GetComponent<Rigidbody>().mass;
Display.text = (Math.Round(mass, 5) * 1000).ToString() + " g";
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CkpurT, 1110 BIANOBIJIA€ 32 KEPYBAHHS OCBITICHHSAM

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.Experimental.Globallllumination;

public class LightOnOff : MonoBehaviour
{
[SerializeField] GameObject ContainerOfRoomLights;
[SerializeField] GameObject Svetilnik;
Component[] Lampochki;
bool LightON = false;

public void OnOff()

{
LightON = !LightON;
Lampochki = ContainerOfRoomLights.GetComponentsInChildren<Light>();
foreach (Light light in Lampochki) { light.enabled = LightON; }
Svetilnik.GetComponentInChildren<MeshRenderer>().enabled = !LightON;



Ckpunrt, 110 BiANOBIAA€ 32 00OEPTAHHS T'OJIOBU MEPCOHAKY

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

[AddComponentMenu("Camera-Control/StudentEyesView")]
public class MouseLook : MonoBehaviour
{
public enum RotationAxes { MouseXandY = 0, MouseX = 1, MouseY =2 };
public RotationAxes axes = RotationAxes.MouseXandY;
public float sensitivity X = 2f;
public float sensitivityY = 2f;
public float minimuX = -360f;
public float maximumX = 360f;

public float minimuY = -360f;
public float maximumY = 360f;
float rotationX = 0f;

float rotationY = 0f;
Quaternion originalRotation;

void Start()

{ 1f (GetComponent<Rigidbody>())
{ GetComponent<Rigidbody>().freezeRotation = true; }
originalRotation = transform.localRotation;

}

public static float ClampAngle(float angle, float min, float max)
{

if (angle < -360f) angle += 360f;

if (angle > 360f) angle -= 360f;

return Mathf.Clamp(angle, min, max);

b
void Update()

{

if (axes == RotationAxes.MouseXandY)

{

rotationX += Input.GetAxis("Mouse X") * sensitivityX;
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rotationY += Input.GetAxis("Mouse Y") * sensitivityY;

rotationX = ClampAngle(rotationX, minimuX, maximumX);

rotationY = ClampAngle(rotationY, minimuY, maximumY));

Quaternion xQuaternion = Quaternion.AngleAxis(rotationX, Vector3.up);

Quaternion yQuaternion = Quaternion.AngleAxis(rotationY, -
Vector3.right);

transform.localRotation = originalRotation * xQuaternion * yQuaternion;

}

else if (axes == RotationAxes.MouseX)
{
rotationX += Input.GetAxis("Mouse X") * sensitivityX;
rotationX = ClampAngle(rotationX, minimuX, maximumX);
Quaternion xQuaternion = Quaternion.AngleAxis(rotationX, Vector3.up);
transform.localRotation = originalRotation * xQuaternion;

}

else if (axes == RotationAxes.MouseY)
{
rotationY += Input.GetAxis("Mouse Y") * sensitivityY;
rotationY = ClampAngle(rotationY, minimuY, maximumY);
Quaternion yQuaternion = Quaternion.AngleAxis(-rotationY, Vector3.right);
transform.localRotation = originalRotation * yQuaternion;

}
}
}

CkpunrT, 0 BIAMOBIAAE 32 pyX MEPCOHAXKA Y TIPOCTOPI

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class characterControl : MonoBehaviour
{
public float StudetnSpeed = 4.0f;
public float StudentJumpSpeed = 8.0f;
public float StudentGravity = 10.0f;
public Vector3 StudentMovingDirection = Vector3.zero;
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private CharacterController Controller;

void Start()
{

Controller = GetComponent<CharacterController>();

}

void Update()

{
if (Controller.isGrounded)

{
StudentMovingDirection = new Vector3(Input.GetAxis("Horizontal"), 0,
Input.GetAxis("Vertical"));
StudentMovingDirection =
transform. TransformDirection(StudentMovingDirection);
StudentMovingDirection *= StudetnSpeed;

}

if (Input.GetKey(KeyCode.Space) && Controller.isGrounded)

{
StudentMovingDirection.y = StudentJumpSpeed;

}
StudentMovingDirection.y -= StudentGravity * Time.deltaTime;
Controller.Move(StudentMovingDirection * Time.deltaTime);

CkpunT, 110 BIAMOBIIA€ 32 MEXAHIKY CUMYJISIIIHHOTO TIPOIIECy

using System.Collections;

using System.Collections.Generic;
using System.Reflection,;

using Unity.VisualScripting;

using UnityEngine;

using UnityEngine.Assertions.Must;
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public class StudentRay : MonoBehaviour
{
public Transform Pointer;
public Selectable CurrentSelectable;
public RaycastHit hit;

void LateUpdate()

Vector3 Ray_start position = new Vector3(Screen.width / 2, Screen.height / 2,
0);
Ray ray = Camera.main.ScreenPointToRay(Ray start position);
Debug.DrawRay(transform.position, transform.forward*100, Color.yellow);

if (Physics.Raycast(ray, out hit))
{

Pointer.position = hit.point;

Selectable selectable = hit.collider.gameObject. GetComponent<Selectable>();
DragableObject draggable =

hit.collider.gameObject. GetComponent<DragableObject>();
DropableObject dropable =

hit.collider.gameObject. GetComponent<DropableObject>();
OpenableClosableObject openableClosable =
hit.collider.gameObject. GetComponent<OpenableClosableObject>();
FillAbleObject fillAble =

hit.collider.gameObject. GetComponent<FillAbleObject>();
StartDehydrating startSushka =
hit.collider.gameObject.GetComponent<StartDehydrating>();
LightOnOff SwitcherLight =

hit.collider.gameObject. GetComponent<LightOnOff>();
DisplayOnOff SwitcherDisplay =

hit.collider.gameObject. GetComponent<DisplayOnOff>();
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DecreaseTemperature MinusTemp =

hit.collider.gameObject. GetComponent<Decrease Temperature>();
IncreaseTemperature PlusTemp =

hit.collider.gameObject. GetComponent<Increase Temperature>();

if (selectable)

{
if (CurrentSelectable && CurrentSelectable != selectable)

{

CurrentSelectable.Deselect();

}

CurrentSelectable = selectable;
if (hit.distance < 2)

{

selectable.Select();

if (Input.GetKeyDown(KeyCode.Mouse0))
{
Debug.Log(hit.normal.y);
if (draggable) draggable.Drag(hit.collider);
if (dropable) dropable.Drop(hit.point, hit.collider);
if (openableClosable) openableClosable.OpenClose(hit.collider);
if (fillAble) fillAble.Fill();
if (startSushka) startSushka.StartDehydrate();
if (SwitcherLight) SwitcherLight.OnOff();
if (SwitcherDisplay) SwitcherDisplay.OnOff();
if (MinusTemp) MinusTemp.DecreaseTemp();
if (PlusTemp) PlusTemp.IncreaseTemp();

}
b
b

else

{

if (CurrentSelectable != null)

{



}

CurrentSelectable.Deselect();
CurrentSelectable = null;

b
b
b
else
{
if (CurrentSelectable != null)
{
CurrentSelectable.Deselect();
CurrentSelectable = null;
b
}

}

Cxkpunrt, 110 BIAMOBIAA€ 32 MPUOIMKEHHS

using System.Collections;
using System.Collections.Generic;

using UnityEngine;

public class Zoom : MonoBehaviour

{

public Camera cam;
public float defaultFov = 90;

void Update()

{
if (Input.GetMouseButton(1))

{
cam.fieldOfView = (defaultFov / 2.5%);

}

else

{
cam.fieldOfView = (defaultFov);
f
}
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CkpurT, 110 BiAMOBIgas 32 3MEHIICHHS TEMIIEPATypH y CYIIHIbHIN madi

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using TMPro;

using Unity.VisualScripting;
using UnityEngine.UlElements;

public class DecreaseTemperature : MonoBehaviour
{
[SerializeField] TMP_Text Display;
[SerializeField] int NeededTemp;
bool start = false;

void Dec 1C()

{
NeededTemp--;
if (NeededTemp < 0)
{
NeededTemp = 0;
Display.text = NeededTemp.ToString();
return;
b
Display.text = NeededTemp.ToString();
b
void Dec 10C()
{
NeededTemp -= 10;
if (NeededTemp <0 )
{
NeededTemp =0;
Display.text = NeededTemp.ToString();
return;
b

Display.text = NeededTemp.ToString();
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}

public void DecreaseTemp()
{
int. TryParse(Display.text, out NeededTemp);
if (NeededTemp == 0) return;
if (!start)
StartCoroutine(plusTemp());

f
IEnumerator plusTemp()
{

start = true;

int counter = 0;
while (Input.GetKey(KeyCode.Escape))
{
if (counter < 4) Dec_1C();
else Dec 10C();
yield return new WaitForSeconds(0.4f);
counter++;
h
start = false;
counter = 0;



JIOJIATOK B
UTIOCTPATUBHUI MATEPIAJT
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MiHicTepCTBO OCBITH 1 HAYKH YKpaiHU

XapKiBChKHM HAIIOHAIbHUM aBTOMOOIITEHO-T0POXKHIN YHIBEPCUTET

Jlop0oxxHbO-Oy11BENbHUN (AKYIBTET

Kadenpa OyniBHuIITBa Ta ekcrutyaraliii aBromoOutbHuX qopir iM. O. K. bipyns

IJTFOCTPATUBHUI MATEPIAJI 1O JIMIJIOMHOI POBOTHU

Maricrtpa

KOMIT’FOTEPHE MOJIEJTIOBAHHS ITPOLIECY BU3HAUYEHHS ®I3MYHUX BJIACTUBOCTEH

[PYHTIB

3aBigyBad kadepu KaHJ. TEXH. HAyK, JTOIEHT
HopmoxkoHTposep kaH. TEXH. HayK, JOIICHT
KepiBHUK KaH[. TEXH.HAYK, TOIEHT

Crynenr rp. [1-63-22

XapkiB 2023

Poman CMOJIAAHIOK
Onexcanap BOJIOBUK
Aunnpiit CEIOB

Biramit OHYOPIEB



© 0 N o g &~ w D E

e el =
w oo

MOKIJIMBOCTI IUCTAHIIIHHOTO HABYaHHSI
[Ipuknanu BipTyadbHUX JTabopaTopiit

3D penakrop

3D engine

3D Monens maboparopii

3D mozens cymmuibHOI madu

3D monenb ekcukaropa

UV posroprtka

TekctypoBana 3d Mozienb cTakaHy 3 IpyHTOM
IMITopT cTBOpEeHUX Mojeel y unity
CrtBOpeHHS KoJalaepiB

CTBOpEHHS CKPUIITIB JIJIsl B3aEMO/I1i 00’ €KTIB

BucHoBKM

3MICT



MOXJIMBOCTI JUCTAHLIIMHOI'O HABUAHHS

B = -

ITEPEBAI'HM

o

BilsHHEHE JOCTYH 0 €IEKTPOHHEX KYPCIE 24roauean 365088




[IPUKJIAJIU BIPTYAJIBHUX JIABOPATOPIM

CnapeHni TaHku 1okoiiHHS 11




3D PEJIAKTOPU

Maya [Tpodeciiine 13 215 $ Ha micsnp
Cinema 4D [Tpodeciiine 113 999 § na pik

Autodesk 3ds Max [Tpodeciiine 13 215 $ Ha Mics1b
Blender 3D [Tpodeciitne I13 be3kommToBHO
Free CAD ITpodeciitae 113 be3komToBHO
K3DSurf [Tpodeciiine 13 beskomToBHO
Google SketchUp 13 m1st 3araabHOrO KOPUCTYBAHHS be3komToBHO
Wings 3D [13 st 3araibHOrO KOPUCTYBAHHS be3komToBHO

Sweet Home 3D [13 nuis 3araIbHOTO KOPUCTYBaHHS be3kommToBHO



3D ENGINE

Unity € €

Unreal Engine HEeMae HEeMae
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3D MOJIEJIb CYUINJIBHOI HIA®U

W Object Mode v View Select Add Object 5 HOOD -
Options v

User Perspective
(2) Collection | nonku




3D MOJIEJIb EKCUKATOPA

&5+ Scene 1] &+ ViewLayer
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TEKCTYPOBAHA 3D MOJEJIb CTAKAHY 3 IPYHTOM
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IMIIOPT CTBOPEHUX MOJEJIEN V UNITY

File Edit Assets GameObject Component Services Tools Window Help
B 0B~ &
# Scene > Animator o Game 3 = Hierarchy : O Inspector @ Lighting L ]

v Directional Light Static
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CTBOPEHHS KOJIAUJIEPIB

Komaitnep — reomerpruuHa «000m0HKa» 3D mMojeni, 1o BIANOBIAAE B MEpIly Yepry 3a (Ppi3uuHy B3aeMOit0 3 iHIMMU 3D
MOJICJISIMU Ha CLIEH], 1110 MalOTh CBOI KoJlakiepu. B i1eanpHOMy BUnaaKy mMae nosroproBaru popmy 3D Mozeni.

[Ipu po3paxyHky (i3U4HOI B3a€MO/Ili Ha KOJIaiiepyu CKJIaIHOI POpMH HAKIIAJIEHO OOMEKEHHS: BOHH HE MOXYTh OyTU
BrHY TUMU.

Konaiinep mist cymmnbHo1 madu Konannep misa excukaropa
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CTBOPEHHA CKPUIITIB JJIS1 B3AEMOJII OB’€EKT

CKpHIT — mporpama, 1o OIMUCYe «IMOBeIIHKY» 3D 00 €KTiB Ha CIieHi. 3a /I BUPIIICHHS HasBHOI 3a/1a4i O0yJ10
CTBOpPEHO 17 CKpUMTIB, 1110 BiAMOBIIAIOTH 3a

[lepemilieHHs 110 CLI€H], 1i OIVIsA Ta HOIIYK MPEIMETIB

ITepeMiItieHHs IIPEeIMETIB I10 CIICHI

B3aemoist 3 00’ ekTamMu, 110 MOXXYTh OyTH B CTaHi BITYNHEHO\3aUMHCHO
HarmoBHeHHs cTakaHy

30epexeHHs 1HGopMallli Mpo akTyalbHUN CTaH CTaKaHy

Bzaemonis 3 Baramu

B3aeMozis 3 cymuiabHOIO madoro

B3aemomnist 3 OCBITJIEHHSIM

MeHro B3a€MO/I11 3 KOPUCTyBayeM



BHUCHOBKMH

Oco0nrBa akTyaJdbHICTh CTBOPEHHS CHCTEMH IUCTAHIIMHOI OCBITU ChOTOAHI OOYMOBIICHA B IIJIOMY PAIOM (PakTopiB:
BIMCHKOBUI CTaH, €MiJEMIOJIOTIYHA CUTYaIlis, MOCUJICHHS MIrpalii HaCeJIeHHS, PO3BUTOK HayKOBO-TEXHIYHUX LIEHTPIB y

BEJTUKHUX MiCTaX, JOpMyBaHHSI HOBHUX MOTPEO HACEICHHS Y PO3BUTKY.

JlucranuiitHe HaBUaHHS 3a0e3nedye epeKTUBHY B3a€MOJIII0 MK CTyJ€HTaMU Ta BUKJIagayaMu. BoaHodac aucTaHuiiiHe
HAaBYaHHS Ma€ Pl CEPbO3HUX HEMONIKIB Cepell SIKMX € MUTAHHS OpraHizailii MpakTUYHHUX Ta JIaDOpaTOpPHUX POOIT B

oHJaiiH-popmati. Masno 3100yTi HOBI 3HaHHS. [10TP1IOHO HABUMTHCS 3aCTOCOBYBATH iX Y JKUTTI.

Takum 4yuHOM, 100 JOMOMOITH CTYACHTAM y HaBYaHHI, MABUIIUTH iX 1HTEpec A0 TpodeciiHOi raimysi, a TaKoxX
MOKpAIIUTH PO3yMIHHS Matepiaidy, HeoOX1AH1 BIpTyasbHI JIAOOPATOpHI KOMILJIEKCH, SIKI HE JIMIIE JI03BOJIIOTH HAOYHO
NOSICHUTU Ta TMOKa3aru poOOTy Ha OO0JiaJlHaHHI, ajie € OE3MEeYHIIMMU Ta JEUIEBIIMMH. 3BUYailHO, po0OTa 3 pealbHUM
oOJagHaHHSAM BCE OJHO Ma€ OyTH TOJIOBHUM Yy IIbOMY MHUTAaHHI, aji¢ 3 ypaxyBaHHsSM CHUTYallli, [0 CKJajacs B YKpaiHi,

BUKOPHUCTAHHA BIPTYaJbHUX JAOOPATOPHUX POOIT aKTyallbHE 1 JOCUTH NEPCIIEKTUBHE.

3aBasSKM OOpaHUM MPOrpaMHUM IPOayKTaM OyJIO CTBOPEHO IporpaMHe 3a0e3MNeueHHs, 10 J03BOJISIE€ CTYJACHTaM BUBYATH

(b13UYH1 BIACTUBOCTI TPYHTIB Y BUMAAKY, KOJIA BIJIBiyBaHHS JIaOOpATOPIi 3 TUX YU IHIIUX TPUIUH HEMOKJIIMBE.
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