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creating a three-dimensional scene was implemented, including the construction of the
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BCTYII

AKTyaJIbHiCTh TeMH. 30€pEeKCHHS ICTOPUYHUX TaM’ SITOK € OAHUM 13 BaXIJIMBUX
3aBJjaHb CYy4acCHOTO CYCIIJIbCTBA, aJ[’K€ caM€ BOHHU BiJOOpa)kaloTh KyJIbTYPHHH PO3BHTOK,
Tpaauili Ta ICTOPUYHY IaM sATb Hapony. barato 00’€KTiB KyJabTypHOi CHaJIIUHU
MOCTYIIOBO PYWHYIOTHCS M1/l BIUIUBOM Yacy, NPUPOIHUX (PAKTOPIB, 3MIH KIIMATY, JIOJICHKOT
JiSTbHOCTI @00 BOEHHUX JiK. Uepes 11e BUHHUKA€e MoTpeda y MouryKy e()eKTUBHUX CIIOCO01B
ix dikcarii, JoCaKeHHS Ta 30epekeHHss. OqHUM 13 Cy4YaCHUX IHCTPYMEHTIB, 110 aKTUBHO
3aCTOCOBYETBCS JJIsl I[bOTO, € TPUBUMIpHA KoMI'IoTepHa Tpacdika. Bona mo3Bomsie
CTBOPIOBATH JIETAJIbHI Ta pealicTU4HI 1U(poBI Moaeni apXiTeKTYpHUX 00’ €KTIB,

BIJITBOPIOBATH 1X 30BHIIIHIN BUIISI, IPOCTOPOBY CTPYKTYPY Ta OKpEMI JeTalll.

B ymoBax 30poiiHOro KOHQUIIKTY B YKpaiHi NUTaHHSA 30€peKEeHHS 1CTOPUYHUX
nam’sITOK HaOyBae 11e OUTbIIOT akTyanbHOCTI. YacTHHA KyNBTYpHUX 00’ €KTIB MOXKE OyTH
MOIIKO/KeHa a00 MOBHICTIO 3HUIIIEHA, TOMY Ba)KJIMBO 3aBUYaCHO CTBOPIOBATH iXH1 ITU(PPOBI
xomii. [{udpoBe MonentoBaHHs JO3BOJISIE HE JUIIE 3a(iKCyBaTH Cy4YaCHUW CTaH MaM ATOK,
a ¥ y MailOyTHbOMY BHKOPHUCTOBYBATH Il MaTepiaid Jyisl pecraBpailii abo BiTHOBICHHS
00’exTiB. KpiM TOr0, CTBOpEHHS TPUBUMIPHUX MOJENEH crpusie 30€peKeHHI0 1ICTOPUIHOT

1H(popmarii Ta poOUTH 11 JOCTYIHOIO JJIs LIMPILIOT ayquTopii yepe3 HupoBi marGopmH.

Oco0MBO aKTyaJlbHUM € JOCHIDKeHHS Ta IU(PpPOBE BIATBOPEHHS YHIKAIbHUX
ICTOpUYHUX KOMILUIEKCIB. OJIHUM 13 TaKUX 00 €KTIB € KOMILUIEKC «3aMKOBa Topa» y MICTI
OcTpor, sKuii Ma€ 3Ha4Hy ICTOPUYHY, KYyJIBTYpHY Ta TYPUCTUUHY I[IHHICTb. Lls TepuTopis
MOB’si3aHa 3 PO3BUTKOM MiCTa, icTopi€to KHs31B OcCTpo3bkux Ta (HOPMYBaHHIM
apXITEKTypHOTO cepenoBuila periony. Ha Teputopii KOMILIEKCY pO3TalllOBaHI BaXKJIMBI
apXITEKTYypHI MaM’ATKH, K1 IPUBEPTAIOTh YBary JOCIIJIHHKIB, TYPUCTIB Ta MOLIHOBYBaYiB
icropii. CaMe TOMY CTBOpPEHHs JAeTajdbHOi 3D-Momeni IbOro KOMIUIEKCY MOXKE CTaTh

BaXJIMBUM KPOKOM Yy oro nudpoBoMy 30€pekeHHI Ta MOMyIsipr3allii.

Meta po6oru. Metoro poOoTu € cTBOpeHHs 3D-Moeni iICTOPUYHOTO KOMIUIEKCY
«3aMKoBa Topa» Ta 3abe3nedyeHHs ii IHTepakTUBHOCTI. PoOoTa cipsiMmoBaHa Ha CTBOPEHHS
Ta TEKCTypYBaHHs MOjIEJl, TIEpEHEeCeHH ii B IrpOBUM pyIIid Ta JI0AaBaHHS MOXKJIHUBOCTI

nepenialy CUEHU BiJ nepioi ocoon. OTpumaHuil pe3yabTar Moke OyTH BUKOPUCTAHHUM y



chepl apxiTeKTypHOI Bi3yaii3ailii, CTBOPEHHI BIPTyaJlbHUX EKCKYpCili, 1HTEPaKTUBHHX

OCBITHIX

IPOEKTIB Ta PI3HOMAHITHUX HHUGPOBUX JOJATKIB, IO CHOPHUATUMYTh

NOMyJIsIpU3allli ICTOPUYHOL CIIaIIUHU.

O0'exT FOCHITKEHHA — ICTOPUYHUI KOMILUIEKC «3aMKoBa ropa» y micti Octpor.

IIpenmer pocaixzkeHHss — 1HCTpyMeHTapid Ta Metoau 3D-MopentoBaHHS,

TEeKCTypyBaHHsI W MOOYI0BU BipTyalibHOTO cepenoBuina B Blender, a Takox mpuHIunu

1HTerpauii Ta HaJalmTyBaHHS 1HTepakTUBHOI ciieHM B Unreal Engine 5 nns cTBOpeHHs

peaicTUYHOI Bizyasizallii 3aMKoBOTo KoMIuiekcy micta OcTpor.

3aBnanHs podorTu:

Jocniauti oCoONMMBOCTI KOMILIEKCY «3aMKOBa TOpa» Ha OCHOBI BIJKPUTHX

JOKEpel, apX1BHUX MarepialiB Ta GOTOJOKYMEHTAIIIT;

BuBunTH cy4yacHi IHCTpyMEHTH TPUBUMIPHOTO MOZEIOBaHHs (30kpema, Blender)

Ta ix po3mmupenHs (BlenderKit);

Po3pobutu 3D-mozmens KOMIUIEKCY, BpaxoBYIOUM apXITEKTypHI JAeTaii Ta
1ICTOPUYHY JOCTOBIPHICTb;

CrBopuTH Marepiany Ta TEKCTypd I MIJBHILEHHA PIBHS PEaNiCTHYHOCTI
BIPTYaJILHOTO CEPEIOBUIIIA;

BuBuntu moxiuBocti pymrisi Unreal Engine 5 nnst cTBOpeHHS 1IHTEpaKTUBHHX
TPUBUMIPHHUX CEPEOBHIL, HAJIAIITYBAHHS OCBITICHHS Ta MaTepialiB;
IarerpyBaru ctBOopeHi mozeni B cepenoBuiie Unreal Engine 5 Ta peanizyBatu

IHTEPAKTUBHY CIICHY.

Metonn nmociaigxenHsi. Y poOOTI BHUKOPUCTAHO METOAU  KOMIT IOTEPHOIO

MOJICITIIOBaHHS JJI1 CTBOPEHHS AapXITEKTypHMX O00’€KTIB, METOIM TEKCTYpyBaHHS Ta

HaJAINTYBaHHSA MaTepiaiiB JUisl MIJABUIIEHHS PEaJiCTUYHOCTI CLIEHH, a TaKOX METOAU

noOy/I0OBH 1IHTEPAKTHUBHOTO CEpPEIOBHUIIA JJIsI CTBOPEHHS IUTICHOT Bi3yali3allii iCTOpUYHOTO

KOMIIJICKCY.



PO3JILT 1. AHAJII3 IPEJIMETHOI OBJIACTI TA TIPOI'PAMHUX 3ACOEBIB

1.1 Bu6ip cepenoBuina AJisi MOAEJIOBAHHA TA TEKCTYPYBaHHA

Jlns BUKOHAHHS 3a7adi cTBopeHHs 3D-Mopeneit ekcrep’epy OymiBeab 1CTOPUIHOTO
KOMIUIEKCY «3aMKoBa ropa» Oyino oopano nporpamy Blender — oqny 3 HaltmomymisipHIiIImx
nporpaM s 3D-MozaentoBaHHs, KA Ma€ IUPOKAN CIIEKTP MOXJIMBOCTEN JJIsI CTBOPEHHS

SK TIPOCTUX, TaK 1 CKJIATHUX MOJICIICH.
OcHoBHi nepeBaru Blender:

- beskomroBHicTh 1 Bigkputuii koj — Blender € aGcomoTHO O€3KOIMITOBHUM
IPOrPaMHHM  3abe3neueHHAM. MOTo BifKpUTHH KOX JO3BONSE KOPHCTYBAdyaM
3MIHIOBAaTH MIPOTrpaMy TiJ] BIACHI MOTPEOU Ta CTBOPIOBATH PO3IIUPEHHS;

- IlinTpuMka CTOpPOHHIX MJIAriHIB 1 PO3MIMPEHb — JIOCTYNHA BEJMKAa KUIbKICTh
IUIariHIB U1 PO3IIMPEeHHsS (PYHKIIOHAJIBHOCTI: BiJ aBTOMAaTH3allli PYyTHHHHX
MPOIIECIB O BUKOPUCTAHHS CIICIiali30BaHUX 1HCTPYMEHTIB JUIsi CTBOPEHHsI 1rop,
apXITEKTYpHOI Bi3yasi3alii Ta IHIMX NpoPeCcIiHUX 3a/1a4;

- Tlocriiini onoBineHHs — Blender mBHIKO pO3BUBAETHCS, PETYIIPHO OHOBIIOETHCS 3
HOBUMU (DYHKIISIMH, BUIIPABJICHHSIMH Ta MOKPALIEHHSIMHU MPOYKTUBHOCTI;

- Ekcnopr y pi3Hi popmaru — Blender minrpumye Benuky kuibkictb ¢popmaris (FBX,
OBJ To110), 1110 T03BOJISIE JIETKO TIEPEIaBaTH MOJIEN1 10 THIIUX MPOrpam;

- Illupoka cnisibHOTa Ta HaBUaJbHI PECypCH — ICHY€ BelMKa 0a3za ypoOKiB, KypCIB,
¢dbopymiB, TUIATiHIB 1 JOKYMEHTAIil, [0 pOOUTH HABYAHHS Ta BUPIIICHHS MPOoOIeM

3HaA4YHO HpOCTiHII/IMI/I.

Bub6ip nporpamu Blender takox OyB 3yMOBJIEHUN HOTO CYMICHICTIO 3 TEXHIYHUMH
XapaKTepUCTUKAMH MOTO KOMIT'IOTEpa, a TaKOX HAsSBHICTIO YHCJICHHUX JOJATKOBHX
posmpenb. 3okpema Oyno BukopuctaHo BlenderKit — muarin, mo Hagae AOCTyIm 10
BEJIUKOi O10/I0TEKM BHCOKOSIKICHMX MaTepialliB, TEKCTYp 1 TOTOBUX JE€Tali30BaHUX
MoJiesiel, 10 3HAYHO MPUCKOPUIIO MPOLEC PO3POOKH Ta JO3BOJIMIO JOCSATTH OUIBII

PEaTICTUYHOTO PE3yJIbTary.



OcHoBHi nepeBaru BlenderKit:

- Benuka 6i6mioteka konTtenty — BlenderKit mamae noctyn 10 THCSY GE3KOIITOBHUX
Ta npeMiyM-pecypcis: 3D-mozeneit, maTepiaiiB, TEKCTYp TOIIO;

- Inarerpamis Oe3mocepennbo B Blender — Bech KOHTEHT MOXHa TMEpETNAIaATH,
3aBaHTaXyBaTH Ta 3aCTOCOBYBaTU Hampsmy B iHTepdeiici Blender 6e3 HeoOxigHOCTI
BIJIKpUBATU CTOPOHHI CAalTH YU NMEPEHOCUTH (Al BpyUHY;

- CopryBanHs Ta GiIbTpaliss — 3pyyHa CHUCTEMa TIOMIYKY JO3BOJISIE IIIBUIKO
3HAXOJUTHU MOTPIOHUIN KOHTEHT 3a KaTeropisiMH, TeraMu, peUTUHIOM YU THIIOM;

- IligTpumka PBR-marepianiB — Bci MaTepianu B 010mioTell alariToBaHi JO Cy4aCHUX
craugaptiB Bizyamizauii (PBR — physically based rendering), mo 3a6esneuye
BHUCOKHI PIBEHb peasizMy;

- IMigxomuts nmust ArchViz (ApxitektypHoi Bizyamizamii) — BlenderKit ocoGmuBo
KOPUCHUH JIJI1 apXITeKTYpHOI Bi3yajizaiii — y Oi0mioreni € 0e3nid MeOmiB,

03700, TI0BAILHUX MaTepialiB, €JIEMEHTIB JICKOPY TOIIO.
[1ix yac BUKOHaHHS poOOTH OyJI0 BUKOPUCTAHO TaKl OCHOBHI iHcTpyMeHTH Blender:

Edit Mode — pexum penaryBaHHs, IIO JO3BOJIA€ 3MIHIOBaTH (opMmy 00’e€kTa

IUIIXOM MaHIMyJSLI{ BepIInHAMU, peOpamMu Ta TPaHsSIMHU.
Subdivision Surface Modifier — BukoprucToBy€eThCS 151 3171a/)KyBaHHA 00’ €KTa.

Mirror Modifier — BUKOPHCTOBYETHCS IS CUMETPUYHOIO MOJCITIOBAHHS, IO

3HAYHO MPHUIIBUIIIYE IPOLIEC CTBOPEHHS 00’ €KTA.

Knife Tool — no3Bossie cTBOproBaTH A0JATKOBI PO3pPi3U B reoMeTpii 00’ekra mjs

neraiizaiii popmu.

Loop Cut — xoMaHja, sika 10/1a€ HOBl PO3Pi3U MO KOHTYPY MOJE, JOIOMararuu

MOKPAITUTH TOTIOJIOTIIO Ta HA/IAI0UU IMiABUIIIEHUNA KOHTPOJIb HaJl OopMOIO.



Bevel — ¢ynkmis ans 3miamKyBaHHS  KpaiB, MO poOUTH MOAEHb  OUTBII
peaicTUYHOIO.
Insert Faces — 103Bosisie CTBOpIOBAaTH BHYTPIINIHIM KOHTYp BUOpaHOi TpaHi,

3MEHILYIOUH 11 pO3MIp 1 AOAAKOYM JOJATKOBI FT€OMETPUYHI AETai.

Proportional Editing — 103BoJisi€ T1aBHO 3MIHIOBaTH YaCTUHU 00'€KTa, BIJIMBAIOUH

HE JIMIIEe Ha BUOpaH1 BEpIIWHHU, a i Ha CYCIJTHI.

Extrude — onuH 13 Kir0ou0BUX 1HCTPYMEHTIB y Blender, sikuii 7103BoIsi€ BUTATYBATH
HOBY T€OMETpil0 3 BUOpaHUX TIpaHei, pebep abo BepuMH. BUKOpPHCTOBYeTbCS Aiis

CTBOPEHHSI CKJIaHIMNX (GOpM, HAIIPUKIIAJ, CTIH, KOJIOH, CXO/iB a00 BUCTYIIIB.

Scale — 3miHtO€ po3Mmip 00'ekta abo Horo yacTuH no Bubpanux ocax (X, Y, Z). Lle
JI03BOJISIE€ MIBUJIKO KOPUTYBATU MPOIOPINT MOJENI, 0 0COOIMBO BaXKJIMBO MPU CTBOPEHHI

apXiTEKTYpHUX 00’ €KTIB.

Solidify Modifier — BHKOPUCTOBYETHCS JUIsl HAJ@HHS TOBUIMHU IUIOCKUM
MOBEPXHSAM, HAINPUKIAA, CTiHaM, OamrocTpaaaMm abo jaxam, 10 PoOUTh MOJENb OUIBII

peaicTUYHOIO Ta 3py4Horo it ArchViz.

Boolean Modifier — 3acTocoByeThCS IUIsI BUKOHAHHS Ollepauniid AoAaBaHHS ado
BiJTHIMAaHHSI MK 00'€eKTamMu (HAIPUKJIIAJ], CTBOPEHHS OTBOPIB Y CTiHAX, TBEPHUX 1 BIKOHHUX
Ipopi3iB), IO 3HAYHO TIOJIETIIYE TMPOLEC MOJEIIOBAHHSA CKJIAJHUX apXITEKTYypPHUX

KOHCTPYKIIIH.

UV Shading (UV Mapping) — BHUKOPUCTOBYETHCS IJIi PO3TOPTKM MOJENTI Ha
nBoBuMipHy tionuHy (U mo ropu3oHTall Ta V 1O BEpPTHKAJl) 3 METOK KOPEKTHOIO
HAHECEHHsI TEKCTyp Ta MarepiajiiB, 0 OCOOIMBO BaXJIMBO IJIsi TOCATHEHHS BHCOKOIO

PIBHS peasi3My IpH Bizyauizallii.
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Separate — 103BOJII€ BIIOKPEMUTH YaCTUHY TeOMeTpii B HOBHUI 00’ €ekT. Lle 3pyduHO
Ipyu  MOJICTIIOBAHHI CKJIAQIHUX CIIEH, J¢ TMOTpiOHO OoOpoOIATH OKpeMi €JIeMEHTH

1HUBITyaJIbHO, HAPUKIIAJT, PO3ILIIUTH JaX BIJ CTIH 00 BUJIJIUTH JAEKOPATUBHI JIETAJIL.

Subdivide — po3ainse HasBHY reoMeTpil0 Ha APIOHINT YACTHUHH, JOJAIOYH HOBI
BepmIMHU, pebpa Ta rpani. lle m03Bossge CTBOpUTH OUIBII JI€TAlbHY IOBEPXHIO IS

MOJIAJIBIIIOTO peAaryBaHHs ado nedopmariiil.

Array Modifier — 103BoJisle CTBOpIOBAaTH KOIIii 00’€KTa 32 IEBHUM HAIpPsIMKOM abo
m1abJI0HOM, IO 3PYYHO MPU CTBOPEHHI MOBTOPIOBAHUX APXITEKTYPHUX E€JIEMEHTIB, TAKUX

SIK KOJIOHHU, BiKHa a00 (hacajHi €JIeMEHTH.

Merge at Center — 00'eqJHye BUOpaHi BEpUIMHU B OJIHY, PO3MIILIEHY B IIEHTP1 MIXK
HUMU. Lleil IHCTpyMEHT 4acTo 3aCTOCOBYETHCS JUIsl 3MEHIIEHHS KUIBKOCTI BEPILUH MICIs

00'eTHaHHS 00'€KTIB Ta BUIIPABICHHS TIOMHJIOK MPH peJaryBaHHI TeOMETii.
1.2 Bu0ip cepenoBuiia 1jisi CTBOPEHHS iHTEPAKTHUBHOI BidyaJizauii

Jlnst peanizaiiii IHTEpAaKTUBHOI YaCTUHU MPOEKTy Oyno oOpano Unreal Engine 5 —
CY4YacCHHM pPYIIii, KU IMIMPOKO BHUKOPHCTOBYETHCS ISl CTBOPEHHS Irop, apXiTeKTypPHHUX
Bi3yasizaiii, CUMYIAIiN Ta BIpTyalbHHX cepenoBull. OCHOBHUM 3aBHaHHSIM Oylio
CTBOPEHHS 1HTEPAKTUBHOI CIIEHH 3aMKOBOTO KOMILIEKCY MicTa OCTpor 3 MOXKIWBICTIO
BIJILHOTO TIEPEMIIIEHHSI KOPUCTyBada Ta Meperisiay eKCTep epy apXiTEKTypHUX 00’ €KTIB y

PEXKUMI peaIbHOTO Yacy.
OcnoBHi nepesaru Unreal Engine 5:

- BucokosikicHa rpadika — pyuriid 3a0esneuye peaaicTUYHE OCBITICHHS, TIHI Ta
BiTOOpaXeHHSI, 1110 JO3BOJISE CTBOPIOBATH Bi3yalbHO JOCTOBIPHE CEPEIOBHIIIC;
- Iligtpumka TexHomorii Lumen — cucTteMa T1II00QIBHOTO OCBITICHHS, SKa

ABTOMATUYHO aJallTy€ OCBITJICHHS CIICHU,;
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- Texuomnoris Nanite — 103BOJIsiE BUKOPUCTOBYBAaTH BUCOKOJETANII30BaH1 Mozeni 0e3
3HaYHOI BTpAaTU MNPOAYKTUBHOCTI, IO OCOOJMBO BAXJIMBO JUIsl apXITEKTYpHOI
Bi3yai3ailii,

- 3pyuna cucrtema podotu 3 marepianamu — Unreal Engine mae motyxuuii Material
Editor ayis cTBOpeHHS CKIaAHUX MaTepiaiiB 1 HAIAIITyBaHHS TOBEPXOHb;

- IuTepakTuBHICTH — pyIIiid 03BOJSE pPEATI30BYBAaTH B3aEMOII0 KOPHCTyBada 3
00’€KTaMH, HaJAIITOBYBAaTH HABITAIlll0 Ta CTBOPIOBATH IIOBHOIIIHHI BipTyajbHI
CEPEIOBHIIA;

- CywmicHicts 13 Blender — Unreal Engine miaTpumye iMmopt momeneit y ¢popmarax

FBX ta GLB, 1110 3Ha4HO CpOIIy€ MEPEHECEHH CTBOPEHUX MOJIETICH Y CIICHY.

Bubip Unreal Engine 5 Takoxx OyB 3yMOBJIE€HUN HOTro HIMPOKUMHU MOKIUBOCTSIMU
JUIA CTBOPEHHS IHTEPAKTUBHUX Bi3yali3aliil Ta MIATPUMKOI CYYaCHHUX TEXHOJIOT1H
peHaepuHry. Pymiiii no3Boisie peanizyBaTé peajliCTUYHE OCBITJIEHHS, HaJlalUTyBaTH

arMoc(depy ClieHH Ta 3a0e3MEUUTH MEPEMIIIEHHS KOPUCTYBaua TEPUTOPIEI0 KOMIUIEKCY.

[Tix yac BUKOHaHHS PoOOTH OYyJI0 BUKOPUCTAHO Taki OCHOBHI iHcTpyMeHTH Unreal
Engine 5:
Landscape Tool — 3acTtocoByeThCsi AJii CTBOpPEHHS penbedy Ta (QopmMyBaHHS

HAaBKOJIMIIHBOTO CEPCAOBUIIA CLICHH.

Material Editor — BUKOpUCTOBY€TBHCS /17151 CTBOPEHHSI Ta HAJIAIITYBaHHS MaTepiaiiB

MTOBEPXOHb 00’ EKTIB.

Foliage Tool — iHCTpyMEHT mJisi IIBUJKOTO PO3MIIICHHS BEIUKOI KIJIBKOCTI

POCIIMHHOCTI, IEPEB, TPABH Ta IEKOPATUBHUX E€JIEMEHTIB HA TEPUTOPIi CLICHH.

Blueprints — Bi3yanbHa crcTemMa NporpaMmyBaHHA JUIs peani3auii 1HTepaKTUBHOCTI

Ta JIOT1KM B3a€MOJIIi KOPUCTYBayua 3 CEPEIOBUIIIEM.
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1.3 AHaJ1i3 aHaJsioriB

[lin wac mochimkeHHs OyJa0 TpOAHATI30BAaHO ICHYIOYl TPOEKTH, TIOB’S3aHI 3

U (POBOIO PEKOHCTPYKIIiE MicTa OcTpor Ta HOro apxiTeKTypHOT CHIaAIIUHU.

OpHuM 13 pO3MIAHYTUX aHANIOTIB € MPOeKT «Ostrog, Ostroh — XVI/XVII century» Ha
Sketchfab, ctBopenmit y mexax mpoekty Shtetl Routes. /lama poGota mpencrasmisie
upoBy pexkoHcTpykiiro Micta Octpor XVI-XVII cromitrs Ta n1eMOHCTpY€e 3arajibHUMN
BUIVISZ 1ICTOPUYHOI 3a0yqoBH Toro vacy. OCHOBHMI akUEHT 3pO0JEHO Ha BIITBOPEHHI
apXITEKTypH MUHYJIUX CTOJIITh, ICTOPUYHINA JOCTOBIPHOCTI Ta OTJISAIOBOMY MPEICTABICHHI
Mmicta. [IpoTe mpoeKT Mae HU3KY OOMEKEHBb: OOMEXEHY 1HTEPAaKTUBHICTh KOPUCTYyBaya, a
TAaKO’)XK HEBUCOKMH pIBEHb JeTaji3alli OKpPEeMHX €JIeMEHTIB cepenoBumia. Kpim Toro,
MOJIe]Ib OPIEHTOBAaHA TMEPEBAXKHO HA TMPE3CHTAIlIMHUN Teperisy, a He Ha MOBHOLIHHY

B3a€MO/IIO 3 BIPTyaJIbHUM IPOCTOPOM.

[HmmM npuknanom € npoekt «3D ekckypceist Octporom XVI ct.» Bin Town Image
Studio, skmii peamizoBaHo y dopmari BIPTyabHOI €KCKypcii 3 BUKOPHUCTAHHSIM
VR-texHomoriii. [IpoekT 103BOJIsAE€ KOPUCTYyBady MEperisiAaTH PEeKOHCTPYHOBaH1 JOKaIi
Mmicta XVI cTomiTTs, BKIIOYarOur 00’ €KTH, 0 HE 30epertucs 10 Hamoro yacy. OCHOBHOIO
OCOOJIMBICTIO IILOTO MPOEKTY TaKOXK € OpIEHTAIllsl Ha ICTOPUYHY PEKOHCTPYKIIO Ta

JEMOHCTpALIIF0 BUNNISITY MICTa B MUHYJT1 CTOJITTS.

Ha BigMiHy BiJ pPO3NISIHYTUX aHAJOrIB, JlaHa po0OoTa HE 30CEpPEeIKYyEThCS Ha
ICTOpUYHIN PEKOHCTPYKIIIi BUIIISATY MICTa YA 3aMKOBOTO KOMIIEKCY B MUHYJIUX CTOJITTSIX.
OCHOBHOIO OCOOJIMBICTIO MPOEKTY € CTBOPEHHS IHTEPAKTUBHOI Bizyasizallli 3aMKOBOTO
KoMIUIeKCy Micta OCTpOr 3 BIATBOPEHHSM CaMe MOr0 aKTyaJlbHOTO apXITEKTYPHOTO CTaHYy.
JIJ1st IbOTO BUKOPUCTOBYIOTHCA aKTyallbHi (hoTorpadii, cydacHi apXiTeKTypHI 0COOIUBOCTI

00’€KTIB Ta peajiCTUYHE OTOYCHHS.
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1.4 O0rpynTyBaHHs BUOOPY KOMILIEKCY «3aMKOBa ropa»

Kommieke «3amkoBa ropa» y micti OCTpor € BH3HAYHOIO IMaM ATKOIO ICTOpIi Ta
apxitekrypu. lle wicue BHOpPONOBXK CTONITh BHUKOHYBAJIO BaXKJIMBY OOOpOHHY Ta
aaMiHICTpaTuBHY (YHKLIIO 1 OyJI0 LIEHTPOM KHS3IBCbKOI Biagu B perioHl. Kpymia Ta
MypoBana Bexkl Ta 1HIII OYIiBIl CTaHOBIATH YyHIKalbHE KYJIBTypHE HaJI0aHHS, SIKe
noTpeldye 30epeKeHHs, TOCIIKEHHS Ta Momyspu3allii. TpuBUMipHA MOJIETb JIa€ 3MOTY

BIITBOPHUTH Ta 30€pErTH 1CTOPUYHI OYyiBIII Y IXHBOMY Cy4aCHOMY BUTJISIII.

Bubip miei TemMu TakoXX IIOB’SI3aHHMM 31 3HAYCHHSIM KOMIUICKCY JUIS MICIIEBOI
rpomMaau. «3aMKOBa ropa» € BaXJIMBOIO YACTHHOI KYJIBTYPHOIO Ta TYPUCTHUYHOIO >KUTTS
Octpora, OCKUIbKM NPHUBAOIIOE TYpUCTIB 1 AOCIIIHUKIB 3 yciel YKpaiHH Ta 3-3a KOPIOHY.
Sxicha 3D-monenb MOXKE CTaTH OCHOBOKO JUIsl CTBOPEHHS BIPTyalIbHUX TYpIB,
IHTEpaKTUBHUX BHCTABOK, a TaKOX HABYAIBHMX TMPOTpaM I MICIIEBUX KT Ta
yHiBepcuTeTiB. lle crpusitumMe 3MIIHEHHIO MICIEBOI 1JIEHTHYHOCTI Ta MiABUIIICHHIO

0013HaHOCT1 TPOMaIH IIO/0 BJIACHOT ICTOPUYHOT CIIA IITUHHU.

OKpiM OCBITHBOTO 3HAYCHHS, MPOEKT BIJIKPUBAE MOXJIMBOCTI JJISI TOMYJIspU3alii
KyJAbTypHUX 00’€KTiB. 3D-Mozenp «3aMKOBOT ropu» MoKe OyTH MPEACTaBIeHa Y Cy4YaCHUX
Bi3yaJbHUX MeEJia: Ha calfTax, y COIllaJbHUX MepekaX, Ha TYPUCTUUHUX IIaTdopMax Ta y
my3esx. lle mo3BoimTh He juIne 30eperTd maM’ATKy, a W 3poOUTH ii JOCTYMHOK s
MIAPIIOT  AyAUTOPil, CTUMYIIOIOYM KYJbTYPHUH TYypU3M Ta 3ajdydalodd I1HBECTHUII Yy
PO3BHUTOK MiICTa.

Takok mPOEKTyBaHHS MoOJeNl «3aMKOBOI rOpu» Ja€ 3MOTY MOEAHATH OCOOUCTHUM
iHTepec no ictopii Octpora Ta mpodeciiiHi BMiHHS y cdepl TPUBUMIPHOT KOMIT FOTEPHOI

rpadiky, 110 BIIKpUBAE HOBI MOXKIIMBOCTI JIJIs peastizalii cebe y 1ii ramysi.

Ha nouaTtky BUKOHaHHS 3aBAaHHs Oyyo 3M1HCHEHO MOIIYK pedepeHcCiB sl poOOTH:
KpaesnaBunii myseit [lomarox A], Kpyria Bexa [[omaroxk b], a3pinung [lomatox B],
borosienencrka niepksa [Jlogarok I'], monymenT Ouns nepkBu [[domarox 1], mig3eMHwMit

Bxi1 [lonatok E], Bursg komruiekcy 3Bepxy [oaarok XK].
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1.5 BukiuKH, 3 SIKHUMH [I0BEJIOCH CTUKHYTHCS, TA NJIAXH iX BUPillIeHHS

OnHier0 3 OCHOBHHMX MpOOJIEM cTajda HEAOCTaTHICTh JIaHMX, OCKUIBKH KIUIbKICTh
pedepeHciB OymiBesib, 0COOIUBO 3 paKypcy 3Bepxy a00 MEHII JOCTYIMHHUX CTOpIH, Oyla
oOMexeHowo. YUepe3 11e B OKpEMHUX BUNAJKaX JOBOAMIIOCS IHTEPIPETYBATH apXITEKTYypHI1

€JIEMEHTH, CIIUPAIOYNCh Ha 3arajibH1 0COOIMBOCTI Oy/IiBeIb Ta JIOTIKY iX KOHCTPYKIIIi.

[lin yac CTBOpEHHS CKJIAIHIMIMX MOJIENEeH BUHUKAIM HPOOJEMHU 3 TOMOJIOTIELO,
NOB’si3aHlI 31 30€peXEHHSM NPABUIBHOI T€OMETPUYHOI CITKM. [[ns yCyHEHHS Takux
HEJOMIKIB ~ 3aCTOCOBYBaBCA  PYYHHH  MiAXiM 70 pedaryBaHHs TeoMeTpli Ta

BUKOPHUCTOBYBAIHMCS MOAU(DIKATOPHU ISl KOPEKIIIT OKPEMHUX €JIIEMEHTIB.

Ha nporniec po3poOku Takok BITMBAJIM TEXHIUHI OOMEXKEHHS KOMIT toTepa. Benuka
KUIBKICTh JI€Tajl130BaHUX MOZEJIEH 1 TEKCTYp 30LIbIIyBaJla HABAHTAKEHHS HAa CUCTEMY, L0
YIOBIJILHIOBAJIO pOOOTY 31 CIIEHOI. J[JI1 4acTKOBOTO BHUPIIIEHHS IIi€l MpoOIeMH Mojei
CTBOPIOBAJIMCS OKPEMO 3 MOAAJIBIIUM OO0’€IHAHHSIM Y (DIHAIBHOMY MPOEKTI, a TaKOXK

IIPOBOJIAJIACS ONTHUMI3aIlisl 00’ €KTIB.

[Tin yac mepenecennst mozeneii i3 Blender mo Unreal Engine 5 Bunukamu npodiemu
IMITOPTY, Cepell AKUX MOMUJIKA MacIITaOyBaHHs, HEKOPEKTHE B1I0OpaKeHHsI MaTepiajiB Ta
BIIMIHHOCTI y B1OOpak€HH1 OKpeMux MoaugikaropiB. s yCyHEHHS LHMX HEAONIKIB
BUKOHYBAJIOCS JOJATKOBE HAJNAIITyBaHHS MOJENEH Mepes €KCIOPTOM Ta KOPUTYBaHHS

napameTpiB 0€3M0CepeHbO MICIS IMIIOPTY B PYIIii.

OKpeMoro CKIIAHICTIO CTaji0 HaJalllTyBaHHS OCBITJICHHs clieHu. [1i/1 yac cTBOpeHHs
OUTBII PEaCTUYHOTO CEPEOBUINA BHHHUKAIM MPOOJIEMU 3 HAJAMIPHOI SCKPABICTIO
MOBEPXOHb, BiJOOpaKEHHSM TiHEH Ta 3arajlbHUM OallaHCOM OCBITIEHHS. sl TOCATHEHHS
MOTPIOHOTO Pe3yabTaTy MPOBOAMIOCS JOJATKOBE KOPUTYBAHHS MTapaMEeTPiB OCBITICHHS Ta

€KCITO3UIIIT CIIEHH.

JlonatkoBoro poOsIeMoro cTano HamamTyBaHHs komi3ii 00’ekTiB y Unreal Engine 5.

[Tin yac B3aemoii mepcoHa)ka 3 OKPEMHUMHU MOJECIISIMU BUHUKAJIN CUTYallii, KOJU KOJi3is
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mpairoBaja HEKOPEKTHO: NEPCOHaXX CTUKABCSA 3 HEBUIAMMHUMHU Mepemkonamu. Jlis
BUPIIICHHS I[i€] MPOOJEMU BUKOHYBAJIOCS PyYHE HaNallITyBaHHS KOJI31i Ta KOPUTYBaHHS

napaMeTpiB B3a€MO/I1i 00’ €KTIB y PYIIIi.

[Ile omni€r0 CKIAMHICTIO CTajd0 CTBOpEHHs aHimalli BopiT. [linm wac BimkpuBaHHS
BOpPOTa YAaCTKOBO KIIMYBAJIWCS B CTIHM MOJETi, III0 HETaTUBHO BIUIMBAJIO Ha
peanicTUYHICTh CIEeHU. [[1s ycyHeHHs mpoOieMy BUKOHYBAJIOCS KOPUTYBAaHHA pivot point

Ta HaJIAlITyBaHHS TPAEKTOPIi aHIMaIIii.

1.6 InTerpauis 3 cy4yacHUMH IJIAT(POPMAMHU TA CLEHAPIl BUKOPUCTAHHS

OpHuM 13 KJIIOYOBHUX €TamiB poOOTHM cTaja I1HTEerpaiiss CTBOPEHUX MOoJENel y
cepenoBuiie Unreal Engine 5 pansa ¢opMyBaHHS TMOBHOIIIHHOTO 1HTEPAKTUBHOTO
BipTyaJIbHOTO TpocTOpy. Lle MT03BOMMIO CTBOPUTH IHTEPAKTHBHY CIIEHY 3 MOXKIHBICTIO

BIJILHOTO NIEPEMIIIIEHHS TEPUTOPIEI0 KOMIUIEKCY Ta OISy apXiTEeKTYpPHUX 00’ €KTIB.
MokinBi crieHapii MoAanbIIOr0 BUKOPUCTAHHS

- Bipryanpnai ekckypcii — I1HTEpakTHBHA CIIeHA MOXKE€ BHUKOPHUCTOBYBATHCS IS
03HAHOMIJICHHS KOPUCTYBauiB 13 TEPUTOPIEI0 3aMKOBOTO KOMIUIEKCY B IUGPOBOMY
dbopmari A momyisipu3ailii 1ICTOPUKO-KYJABTYPHOI CIAAIIMHN MICTa Ta Mpe3eHTaIlli
TYPUCTUYHUX JIOKAIIH;

- OCBITHI IPOEKTH — Bi3yaui3allisg Moxke OyTH BUKOPUCTAHA SIK HAaBYAJIbHHUI MaTepial
IUIA IEMOHCTpAIIi]l apXITEeKTYPHUX 0COOTUBOCTEH 1CTOPUIHHUX 00’ €KTIB;

- VR T1a AR cepenoBuia — inTerparlisi ClieHd B CUCTEMH BIpTyaIbHOI Ta JIOMIOBHEHOT
peasbHOCTI JI03BOJISIE CTBOPIOBATH OLIbII IMEPCUBHUM JOCBIJ B3aeEMOMIi 3

ICTOPUYHUM CEPEIOBUIIIEM.
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PO3/LI 2. PO3POBKA MOJIEJIEN, IHCTPYMEHTH TA MATEPIAJIA

2.1 MonesroBaHHs OyaiBeJib

Jlns  MopemtoBaHHs 3aranbHOi Qopmu  OymiBmi  KpaeznaBuoro wmysew (Bexi
MypoBanoi) BUKOpUCTOBYBaBCs Ky0. OCKijabKy OymiBisi CTOITh HA CXHJIL, AJISl BIATBOPEHHS
il ¢popmu Oyro BUKOpUCTaHO 1HCTpyMeHTH Scale Ta Move y pexxumi peaaryBaHHs. Takox

JUIsl CTBOPEHHS BUPI31B JIJIs BIKOH 1 ABepelt Oyno Bukopuctano Extrude.

Puc. 2.1. Moaens 3aranbHoi (hopmMu Oy/IiBIII My3€I0
Jl>xeperno: 3pobJeHO aBTOPOM

VY 1l Mozen BUKOPUCTOBYETHCS TPU BUIW BIKOH, SIKI BIJIPI3HSIIOTHCSA (POpMOIO Ta
po3mipamu. Yci BOHHM CTBOpIOBajiMCs Ha OCHOBI mpumituBa Cube 3 momaabmuM
penaryBaHHsIM reomeTpii. [[ns 3abe3neueHHs] CHMETPUYHOCTI Ta MPUIIBUIICHHS pOOOTH
3actocoByBaBcsi Moaudikatop Mirror. Takok BHUKOPUCTOBYBaIWCS 1HCTpyMeHTH Insert
Faces mist cTBOpeHHsS BHYTPIIIHIX KOHTYpiB 1 3armuOnens Ta Extrude mis ¢popmyBaHHs

paM, BUCTYIIIB 1 HaJJaHHsI BIKHAM 00’ eMy.
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Puc. 2.2. Mogaeni BiKOH 3711Ba HapaBo: OMJIsAI0Ba KIMHATA, 3aHS CTIHA, CTAHIapTHE BIKHO

MY3€I0
JIxepeno: 3po0JICHO aBTOPOM

Jlax Oyno ctBopeHO Ha OcCHOBiI mpumituBa Cube 3 TOJANBIIMM penaryBaHHSIM

dopmu. Y mporieci MOJEIIOBAHHS BUKOPHCTOBYBAJIUCS 1HCTPYMEHTH Scale mjisi 3MiHH
o .

npomopiiiit 06’exra, Extrude mis ¢popmyBanus numapis, Loop Cut s momaBaHHS HOBHX

po3pi3iB, a Takok Knife nnsi cTBOpeHHS MONATKOBUX JeTalied Ta KOPUTYBaHHS (HOpMH

Jaxy.

Puc. 2.3. Moaenb naxy OymiBii My3ero

Jlxxepeno: 3pobJIeHo aBTOPOM

OrmsiioBa KiMHara 3poOnieHa 3 MWIiHApa, a Jax — 3 KoHycy. Oounsi ¢irypu Oymu
3MIHEHI 3a JIONOMOTOK 1HCTpYMEHTIB Scale Ta Move, momatkoBo it Moaudikari

mutiHApy BukopuctoByBanucs Loop Cut Ta Knife.
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Puc. 2.4. Moaenb omis110BOi KIMHATH MY3€H0
Jlxepeno: 3po0ieHo aBTOpOM

Cxomu 3pobneni 3 KyOy 3a J0moMOror I1HCTpyMeHTy Bevel, mns croBmiB
BuKopucToByBaBcs Insert Faces. B nitomy Takox Oynu Bukopucrtani Extrude, Loop Cut Ta

Knife.

Puc. 2.5. Mogaeinb cxo/1iB My3€t0

Jlxeperno: 3pobieHo aBTOpoM
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3amacHui BUX1A 3p00JEHO 3 OKpeMuX KyOiB 3 BUKOPHCTAaHHSM 1HCTpPYMEHTIB Scale

Ta Rotate, a Takox MepeMillIeHHSIM TOUOK Y PEXKUMI peJlaryBaHHS.

Puc. 2.6. Moaeinb 3an1aCHOTO BUXOJly MY3€10
Jlxeperno: 3po6ieHo aBTOpOM

Pyinm Kpymioi Bexi 3pobneHi 3 KyOiB, siki OyJ0 MOAUIEHO Ha YaCTUHHU 3a
nornomororo iHcTpyMeHTiB Knife Ta Loop Cut, a nani BUKpHUBIEHO 3a jgonomorow Scale,

Move ta Extrude.

Puc. 2.7. Mogemni niBoi (JiiBopy4) Ta npaBoi (IpaBopyy) YaCTHH PyiH BEXK1

JIxeperno: 3pobieHo aBTOpOM
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Crinu Bexi Oyno 3poOJIeHO 3 LWIIHAPY, SIKOMY OyJ0 HaJaHO MOTPIOHUI BUTHH 3a
JIOTIOMOTOI0  TIPOTOPIIIHHOTO TiepeMilieHHs. biliHuii Ta BikHa Oyino 3poOieHo 3a

normomororo incTpyMeHTiB Insert Faces Ta Extrude 1 momanmeIoro BumaneHHs MMOBEPXHI.

Puc. 2.8., 2.9. Monensb cTiH Bexi criepeny (2.8.) Ta 33aay (2.9.)
JIxeperno: 3pobieHo aBTOpOM

OcHoBy Bex1 OyJi0 BIpi3aHO BijJ CTiH 3a JOMOMOTIOI0 1HCTPYMEHTIB Separation Ta
Fill, a morim Move nns HamaHHsS MOTPIOHOTO BUKPUBICHHS JUIsl OymiBIi, IO CTOITh Ha
cxwii. OnopH1 KoJIOHU 3po0JieH] 3 KyOiB 3 BUKOPUCTaHHSIM 1HCTpyMeHTIB Move, Scale Ta
Extrude. Takox cepenuny Oamtu Oyno 3po0OJIEHO TMOPOXKHBOIO 3a JOIIOMOTOIO

iHcTpyMeHTy Insert Faces, BumaneHHsi rpaHeil Ta 3allOBHEHHS! MOPOXKHUH 1HCTPYMEHTOM

Fill.

Puc. 2.10. Moneiis OCHOBH BEXI

Jxepeno: 3po0iIeHO aBTOPOM
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BepxiBky Bexxi Oynio BiApi3aHO BiJl CTIH 3a JOIOMOIOIO IHCTPYMEHTY Separation Ta
3anoBHeHo Fill, motim po3pizano iHctpymentamu Loop Cut ta Knife. Bupizu y Burismi
apoK IO IIEHTPY Ta BHHM3Y BEPXIBKM 3pOOJICHI 3a JomoMororo moaudikaropa Boolean.
[IpssmokyTH1 BHcTynu 3pobOseHo iHcTpymentoM Extrude. Jlns cumerpudHoCTi Oyio

BUKOpucTaHo Mirror modifier.

Puc. 2.11., 2.12. Monens BepxiBku Bexi criepeny (2.11.) ta 33amy (2.12.)
Jlxxepeno: 3pobaeHo aBTOPOM

Crian  ocHOBHOI OymiBmi A3BiHUINI Oynmo 3poOieHo 3  KyOy, po3pi3aHOro
iHcTpyMentamu Loop Cut ta Knife Tta Bugosxkenoro incrpymentom Extrude. Bupizu y
BUIJISAJII apOK MO LEHTPY 3po0iieHi 3a gonomororo moaudikaropa Boolean. Jlaxu 3po0neHo
3a JIOMOMOTOI0 3’€IHAHHS BEPIIMH Ta MEPEMIMICHHS. XPECT 3p00JeHO0 3 OKpeMoro Kyba 3
BUKOpUCTaHHAM Insert faces Ta BugajseHHAM TOBEpXOHb. [l cumeTpudHOCTI Oyio

BUKOprcTaHo Mirror modifier.
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Puc. 2.13., 2.14. Mopnenb n3BiHuil 3308Hi1 (2.13.) Ta 3 Teputopii komruiekcy (2.14.)
Jlxepeno: 3po6ieHo aBTOpOM

Crinu OamTu A3BIHUIN 3pOOJICH] 3 IMITHAPY 3 BUKOPUCTAHHIM 1IHCTPYMEHTIB Loop
Cut, Knife, Scale ta Extrude. ApxomoaioHi Bupizu Oyiao 3poOjeHO 3 JOMOMOTIOI0
moaudikaropa Boolean. [IBepi Oynu 3pobmneHi 3 kyOy Ta MOAM(IKOBaHI 1HCTPYMEHTAMH
Loop Cut, Move, Extrude Ta Separate. lyis cumerpuyHocTi Oyno BUKOpucTaHo Mirror

modifier.
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Puc. 2.15. Mozxenp ctig OamTy A3BIHULI
Jl>xepeno: 3po0JIeHO aBTOPOM

Jax Oamtu [3BiHMII Oyn0 BiApi3aHO BiJ CTIH 3a JOMOMOIOK 1HCTPYMEHTY
Separation, notim pospizano iHcTpyMentamu Loop Cut ta Knife. ['ocTpa BepxiBka Oyna
3pobneHa iHcTpymeHTamu Scale Ta Extrude. Xpect 3po0meHo 3 oOkpemoro kyba 3
BUKOpUCTaHHAM Insert faces Ta BumageHHsIM OBEPXOHb, MOTIM Fill 17151 cTBOpeHHS HOBUX.

Jlns cumetrpuuHOoCTi Oysio Bukopuctano Mirror modifier.

Puc. 2.16. Monens naxy GamTu 13BiHHMII

Jl>xepeno: 3pobaeHo aBTOPOM
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[onoBHuit BXiZ bBOrosBIEHCHKOI LIEPKBH CKIAJAETHCS 3 0ararbOX €JIEMEHTIB,
OTBINICT, 3 SAKUX 3po0OJieHi 3 KyOiB. JIBepi Ta cxoau 3poOJICHO 3 BUKOPHUCTAHHSAM
inctpymentiB Extrude, Loop Cut, Knife Ta Move. Kononu 3pob6neHo 3 muiiHapy, SKAN
Oyno pospizano Loop Cut Ta Hamano motpiOHy popmy iHcTpyMeHTamu Scale Ta Extrude.

Jlax Oyso B3sITO 3 MOJIEN1 A3BIHUII Ta 3MiHEHO opMy iHCTpymMeHTamMu Move Ta Scale.

Puc. 2.17., 2.18. Moaenb roJoBHOTO BXOAY LIepkBHU criepeny (2.17.) Ta 36oky (2.18.)

Jl>xeperno: 3pobiIeHo aBTOPOM
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Kononu nepkBu Oyno BiJpi3aHO BiJf OCHOBH OY/IIBJl 3a JOIOMOTOIO 1HCTPYMEHTY
Separation, motim po3pizano iHcTpymeHTamu Loop Cut Ta Knife. Buctynu 6yno 3po6ieno
iHcTpyMeHTamu Extrude Ta Join, moTiM gaxu Ha BUCTyIax OyJiO BiIpi3aHO Ta HAKJIAJECHO

Ha HUX Moxudikarop Solidify.

Puc. 2.19. Monenb KOJIOH LIEPKBU CHIEpely Ta 3 MPaBOro OOKIB LIEPKBU
JI>xepeno: 3po6seHo aBTOpOM

ApKH HaBKOJIO JIBEpeil OOKOBOTO BXOy LIEPKBU 3pOOJICHI 3 OHOTO KyOY, SIKHil OYyJ10
TpaHC(OPMOBAHO 3a JIOMOMOTOI 1HCTpyMeHTIB Move Ta Scale Ta po3pi3aHO Ha YaCTHHH.
JIBepi Oyno 3poOieHo aHaNoOriyHO, 3 JoAaBaHHsIM Extrude mis iMiTyBaHHS BHCTYITIB Ha

nsepsix. Cxonau 3po0ieHi 3 KyOy, po3pizanoro Loop Cut Ta nmogosxkenoro Extrude.

Puc. 2.20. Monens 60KOBOT0 BXOAY 3 MIPABOTO OOKY IEPKBH

Jlxxeperno: 3pobJIeHO aBTOPOM
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Cxonu 3amHporo Bxomy LepkBu Oynau pospizani Loop Cut ta Knife Ta mortim
BUJIOBXKeH1 1HCTpyMeHToM Extrude. J[Bepi — 1e myOmikar aBepeid 60KOBOTO BXOAY, PO3MIp
skoro Oymo 3MiHEeHO iHcTpymeHTamu Scale Ta Move. HaBic 3po0iieHO 3 4eTBEpTHHH
muIiHApy, GopMmy sikoro Oyjao 3MiHEHO THUMHU X 1HCTpyMeHTamu. Oropoka B3dTa 3

6e3kormToBHUX Mojenel BlenderKit Ta Takox TpanchopmoBaHa.

Puc. 2.21. Moaenb 3aIHLOTO BXOY LIEPKBU
Jlxepeno: 3po0JIeHO aBTOPOM

VY Mozeni uepkBH BUKOPUCTOBYETHCSA CIM BUIB BIKOH. ApKOMOAiOHI BikHa 3po0IieHi 3
KyOiB, sKi pospizani iHctpymeHtamu Loop Cut Tta Knife, a moriMm mnogosxkeHi
iHcTpyMeHToM Extrude. [Insi cTBOpeHHST OTBOpIB ISl CKJIa TaKOXX BUKOPHUCTOBYBABCS
Extrude. Kpyrmie BikHO 3poOieHe 3 MWIIHAPY, OJWH KIHENb SKOTO OyJI0 PO3IIUPEHO

1HCTpyMeHTOM Scale.

Puc. 2.22., 2.23. Mopaeii BiKOH IIEPKBH

Jlxxepeno: 3pobaeHO aBTOPOM
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3aHs yacTUHA Oy/IiBJI1 LIEPKBH 3p0o0JeHa 3 TPhOX IMIIHAPIB. /st BUCTYMIB Ta axiB
oyno Bukopuctano Loop Cut ta Knife, morim Extrude ta Join. IlotiMm maxu Oyio
BiI'€qHAHO Ta HakiazeHo Ha HUX Mmomudikarop Solidify. ¥ monemi Oyno BUKOpHCTaHO

H_II/IpOI(l BiKHA 3 HCB’HTLM& IIaHCISIMU.

Puc. 2.24. Mopnenb 3aiHbO1 YaCTUHU LEPKBU
Jxepeno: 3po0IeHo aBTOPOM

JIiBa cTiHa UEpKBU Bijpi3aHa BiJ] OCHOBHOI OyIiBJI IHCTpYMEHTOM Separation i
po3pizana Ha wactuaH Loop Cut ta Knife. Buctynu 3pobneni Extrude ta Join, motim
BiJIpi3aHl Ta Ha HUX HakjageHo momudikarop Solidify. Vei Bupizu Oyno 3pobieHo 3a

nomomororo moaudikaropy Boolean.

Puc. 2.25. Monens iBoi 4aCTUHU IIEPKBH

Jlxepeio: 3po0iieHO aBTOPOM
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OcHoBa OyniBIl LIEpKBH 3po0IieHa 3a Jornomororo iHcTpyMmenTiB Extrude, Loop Cut,
Knife Ta Move. [ax Oyno 3pobOneHo iHcTpymentamu Extrude Ta Join, motiM Oyso

BiJIpi3aHO Ta HAKJIAJeHO Ha Hboro Momudikarop Solidify.

Puc. 2.26. Monenb OCHOBU LIEPKBU
Jxepeno: 3po0eHo aBTOPOM

bamti y BepxHiii yacTuHI epkBU Oyio 3p00JIeHO 32 TAKUM CaMUM aJITOPUTMOM, SIK
1 Oamrra Ha n3BiHMIL. KOHCTpyKIliS criepemy 3po0iieHa 3 mutiHapy, po3pizanoro Loop Cut
Ta Ha SKUW MOTIM HakiaaaeHo Moaudikatop Mirror. 30BHINIHA apka Oyna 3pobieHa
iHcTpyMeHTamu Insert faces, Extrude Ta Join. Bupizu Oymo 3pobraeHo momudikaropom

Boolean.

Puc. 2.27. Monenb BEpXiBKH LIEPKBU

JIxeperno: 3pobieHo aBTOpOM
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Jlsi1 MOZIeNIOBaHHA 3arajibHO1 (hopMu 3eMiti OyJ0 BUKOPUCTAHO LMITIHJIP, HEOOX1THY
dbopMy sikoMy Oyi0 HaJaHO 3a JOMOMOTIOI0 1HCTYMEHTIB Scale, Move Ta mponopiiiiHoro
nepemimieHHs. Takoxk, JUIsl iMiTarlii pi3HUII BUCOTH JOPIKOK Ta TPaBH, OyI0 BUKOPUCTAHO

monudikarop Boolean.

Puc. 2.28., 2.29. Mogens 3aranbHoi popmu 3emii 300Ky (2.28.) Ta 3Bepxy (2.29.)
Jlxepeno: 3po0JIEHO aBTOPOM
OcHoBHa jgopora 3pobneHa 3 KyOy, sSkuil Oyno TpaHc(hOpMOBaHO 3a JOTIOMOTOIO

iHCcTpyMeHTiB Move Ta Scale, po3pizano Ha yactuau Loop Cut Ta monosxeno Extrude.
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Puc. 2.30. Monens 0CHOBHO1 10pOTH 3BEPXY
Jlxepeno: 3po0aeH0 aBTOpOM
JinsgHka Ouls HEpKBU Ta MOHYMEHTY 3poOieHa 3 KyOiB, Ha SIKHX BUKOPUCTAIU

Move, Scale, Loop Cut, a Takox Fill 1y1st 3anoBHEHHS BiJipi3aHUX YaCTHH.

Puc. 2.31. Monens aiigsHKu 0151 IEPKBU Ta MOHYMEHTY

Jl>xeperno: 3pobaeHO aBTOPOM
MonymMmeHT 3po0ieHo 3 Kyba, TpachOpMOBAaHOTO Ta BHJIOBKEHOTO 1HCTPYMEHTAMH
Insert faces ta Extrude. Moneni kBiTiB Oyno immoproBaHo 3 6i6miorexku BlenderKit Ta

3MIHEHO 1X PO3MipH.
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Puc. 2.32. Monenb MOHYMEHTY 017151 LIEpKBH
JI>kepeno: 3po0JIeHO aBTOPOM
Bci gerani miazemMHOro BXomy 3po0ieHO 3 KyOiB, MOAU(IKOBAHUX 1HCTPYMEHTAMH
Move, Scale, Loop Cut, a takox Fill nnsa 3amoBHeHHs BimpizaHux dacTuH, Bevel ms

CTBOpEHHs cxoAiB Ta Extrude 1151 cTBOpeHHS JepeB’ THUX OIOp Ta Jaxy.
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Puc. 2.33., 2.34. Monens niigzemMHoro Bxoay 300ky (2.33.) Ta cnepeny (2.34.)
Jlxepeno: 3po0IeHO aBTOPOM
Y npoekTi Takok Oylo BUKOPHUCTAHO MOJAETI MapKaHy Ta JAepeB 3 O010J10TeKH

moneneit BlenderKit, sixi Oynu 3miHeHi iHcTpymenTamMu Move, Scale ta Knife.
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Puc. 2.35., 2.36., 2.37. Mogeni napkany (2.35.) ta nepes (2.36., 2.37.)

Jlxepeno: 3po0JIeHO aBTOPOM
2.2 TexcTypyBaHHs OyniBeib

Hns  TexcrypyBanHsi KpaesnaByoro wmyseto (Bexxi MypoBaHoi) BHUKOHaHA
UV-posroptka #oro 3D-moneni. Bona nama 3mory miAroTyBaTH MOBEPXHIO MOJEN J10
HAKJIaJaHHA TEKCTYp Ta 3a0€3MeUNTH iX MpaBUIIbHE BIIOOPaXKEHHS Ha BCIX apXITEKTYPHUX
eleMeHTax. 3aBASKU [[bOMY BJAJIOCS TOYHO MEpeaaTH 30BHILIHINA BUIIIAM KaM SHUX CTiH,

MTOKPIBJIi Ta ICKOPATUBHUX JieTajei dacais.

Puc. 2.38., 2.39. Buriisin Mmojeni my3ero 6e3 Tekctyp cnepeny (2.38.) ta 33aay (2.39.)

Jl>xeperno: 3pobiaeHO aBTOPOM
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OCHOBHMM MaTepiajioM CTaB IICOYHUN KaMiHb, SKHH 3acTOCOBYBaBCS st

TEeKCTYpPYBaHHS CTiH, CXOJ[IB Ta ONMIOPHUX KOHCTPYKITIH.

Puc. 2.40. Marepian mico4HOro KaMeHIO
Jlxepeno: 3po0JeHO aBTOPOM

Jnst nmaxy wmys3e0 Oylo BHKOPHUCTAaHO OKPEMHIl MaTepiall JaxoBOi IMOKPIBII,

mi110paHuii BIMOBITHO O KOHCTPYKIIii Oy/IiBIIL.

Puc. 2.41. Tekctypa naxy my3ero
JI>xepeno: 3po6ieHo aBTOpOM

Ha omamoBiil Bexi Ta IHIIMX BIKOHHMX €JIEMEHTaX MOJIeNll BUKOPUCTOBYBABCSA

Marepiaj CKJia 3 pelliTKaMu.

Puc. 2.42. Marepian BIKOHHOTO CKJIa My3€l0

JI>xepeno: 3po6seHo aBTOPOM
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JIJ1st BOPIT TOJIOBHOTO BXOAY MY3€H0 TAKOXK OYJIO 3aCTOCOBAHO OKPEMY TEKCTYPY, L0

IMITY€ PEIIITKY.

Puc. 2.43. Tekctypa BOpIT My3€l0
Jlxxeperno: 3pobiaeHO aBTOPOM

VY pe3ynbrari TEKCTypyBaHHS MOJICTh My3€t0 HaOyma OiIbIT peaaiCTUIHOTO BUTIIALY,
10 JTO3BOJIMJIO BIATBOPUTU OCOOIMBOCTI ICTOPUYHOI CIOPYH, 30KpeMa (HaKTypy Kam’ sTHOT

KJIaJIKU, TTOKPIBEJIbBHUX MaTepialliB Ta JEKOPAaTUBHUX €JIEMEHTIB (acay.

Puc. 2.44., 2.45. Bursig Mmojeni My3ero 3 TeKCTypamu criepeny (2.44.) ta 33aay (2.45.)

Jlxeperno: 3pobJeHO aBTOPOM

Ins TexkcrypyBanHsi Kpyrioi Bexi Oyo BHKOPUCTAaHO JEKUIbKAa Marepialis,

MiaI0paHuX BIAMOBITHO 10 OCOOIMBOCTEH PI3HUX YACTUH CIIOPYIH.
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Puc. 2.46., 2.47. Burisin Mojeni Bexi 0e3 TeKcTyp criepeny (2.46.) ta 33any (2.47.)
Jlxeperno: 3po0JieHO aBTOPOM

OcHOBHMM  MarepiajoM cTaja KaMm’sHa KiIajka 31 IITyKaTypKolo, sKa
3aCTOCOBYBaacs sl OUIBIIOT YaCTHHM 30BHIIIHIX MMOBEPXOHb BExXi. Marepian Mae CBITITY
(GakTypy 3 HEpIBHOMIPDHUM IOKPUTTSM, IIO JO3BOJISIE BIATBOPUTH BUIVISA CTApUX

OIITYKATypPEHUX CTIH 13 YaCTKOBO MOMITHOIO KaM’STHOK) OCHOBOIO.

Puc. 2.48. Marepian kam’stHOT KJIQJKH 31 HITYKaTypPKOIO
Jl>xeperno: 3pobiaeHO aBTOPOM

JIns omopHUX KOHCTPYKIM Ta PyiH 3acTOCOBYBaBCS Marepiayl cTapoi Kam’ sHOi

KJIaIKH.
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Puc. 2.49. Marepian crapoi kaM’siHOT KJIaJKu
Jlxepeno: 3po0JIeHO aBTOPOM

Ha 3pyitHoBaHMX JqUIsTHKAX BEXI1 J10AaTKOBO BUKOPHUCTOBYBABCS Marepiail MOXY, SIKAA

PO3MINTyBaBCS HA OIYHUX KaM STHUX TTOBEPXHSX.

Puc. 2.50. Marepian moxy
Jlxepeno: 3pobJaeHO aBTOPOM

Haknageni Texctypu 3a0e3neuniid — JieTalli3oBaHe BiJOOpakKeHHS KaM SHHUX

MOBEPXOHB BEX1, MOKPAIIUBIIN 3arajbHE Bi3yalbHE CIPUAHATTS MOAETI.

Puc. 2.51., 2.52. Bursg Mmojeni Bexi 3 TeKCTypamu criepeny (2.51.) ta 33amy (2.52.)

Jlxepeno: 3po0JieHO aBTOPOM
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Jlis TeKCTypyBaHHS J3BIHUII OyJI0 BUKOPHCTAHO JI€KUJIbKa MaTepiajiB BiJIMOBIAHO

JI0 OKPEMUX apXITEKTYpPHHUX €JIEMEHTIB Oy/IiBIi.

Puc. 2.53., 2.54. Bursan a3Binuii 6e3 marepianiB 330BH1 (2.53.) Ta 3 TepUTOPIii KOMILIEKCY

(2.54.)
Jlxeperno: 3po0ieHO aBTOPOM

OcHOBHUM MarepiajsioM cTaja Oija ITyKaTypka, sika 3aCTOCOBYBasiacs JJig OUIbIIOT

YaCTUHU TIOBEPXOHB J3BIHUIII.

Puc. 2.55. Tekctypa 615101 IITYyKaTypKu
Jlxepeno: 3po0JIeHo aBTOpOM

JIns nekopaTMBHUX €JIEMEHTIB 1 JeTajied JIMHUHU BUKOPHMCTOBYBABCS Marepiai

0exeBoi Gapom.
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Puc. 2.56. Marepian 6exeBoi hapou
Jxepeno: 3po0IeHo aBTOPOM

Jlns TexkcTypyBaHHS JaxXy Ta HEBEJIHWKHX BHUCTYIIB OyiB/Il OyJl0 3aCTOCOBAHO

MaTepiall 3eJICHOTO KOJILOPY.

Puc. 2.57. Marepiai 3eJIeHOTO KOJIbOpY
Jxepeno: 3po0IeHO aBTOPOM

Jns imitamii gepeB’ssHUX JBepel Oyllo BHUKOPHUCTAHO Marepiall KOPUYHEBOTO

KOJIbODY.

Puc. 2.58. Marepian KOpU4HEBOTO KOJIbOPY
Jlxxepeno: 3po0IeHO aBTOpOM

JIiist maxy Bex1 A3BIHUII 3aCTOCOBYBABCS Marepiajl TEMHO-CIPOTO KOJIbOPY.
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Puc. 2.59. Marepian TeMHO-CIPOTO KOJIBOPY

JIxepero: 3po0IICHO aBTOPOM

[Ticyist 3aBepiieHHsT TEKCTYpYBaHHS MOJIEb JI3BIHMII Halyna OLIbII peaiiCTUYHOTO
BUIISAY. BUKoprcTaHi TEKCTypu T03BOJIMIIN BIITBOPUTH OCOOIMBOCTI MarepianiB OymiBii,
MIKPECTUTH apXITEKTYpHI JeTalll Ta 3a0e3MeUnTH LIJIICHE Bi3yaJbHE COPUUHATTS 00’ €KTa

B TPUBUMIPHOMY CEPEIOBHILII.

Puc. 2.60., 2.61. ®inanpHuil BUMIA A3BIHUII 330BHI (2.60.) Ta 3 TEPUTOPIT KOMILIEKCY

2.61.)

Jlxeperno: 3po0JieHO aBTOPOM
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Jlnis TekcTypyBaHHS BorosiBeHChKOi 1IEpKBH OyjlO BHKOPHUCTAHO Pi3HI Marepiaiu

BIJIMOBIAHO JI0 OKPEMHUX YaCTUH OYIIBIII.

Puc. 2.62., 2.63. Bursig Mmojeni niepkBu 06e3 marepiaiib ciepeny (2.62.) ta 33aay (2.63.)
JIxeperno: 3pobieHo aBTOpOM

JIns G1IBIIOCTI 30BHINIHIX MOBEPXOHb 3aCTOCOBYBasiacsl Oija IITyKaTypka, sika €
OCHOBHUM MaTepiaioM MOJIEI.
Jlns gexopaTHBHUX €JIEMEHTIB Ta JeTajed JIMHUHU BUKOPUCTOBYBABCS Marepial

TEMHO-0€KEBOTO KOJIhOPY.

Puc. 2.64. Marepias TEeMHO-0€KEBOTO KOJIbOPY

JIxeperno: 3pobieHo aBTOpOM
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Jns  fpaxiB 1 HEBENUMKHUX BHCTYMHIB Ha OydiBIl 3aCTOCOBYBAaBCS MaTepial

CIpO-3€JIEHOTO KOJIbOPY.

Puc. 2.65. Marepian cipo-3e1eHOro KOJIbopy
Jlxepeno: 3po0JIEeHO aBTOPOM

Hwxns gactuna Oy/iBii Oyina TEKCTypOBaHa MaTepiaioM 4epBOHOI dhapou.

Puc. 2.66. Marepian uepBoHOi hapou
Jlxepeno: 3po6iIeHo aBTOPOM

[Ipu TekcTypyBaHHI JepeB’sIHUX JABEped Ta BIKOHHMX paM BUKOPHUCTOBYBAaBCS

MaTepiajg KOpUYHEBOTO KOJIbOPY.

Puc. 2.67. Marepian KOpU4HEBOTO KOJIbOPY
Jl>xepeno: 3pobJeHO aBTOPOM

Ha cxomax roloBHOTO BXO/y 3aCTOCOBYBABCSI Marepiall KAMEHIO.
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Puc. 2.68. Marepian kameHto
Jlxxepeno: 3po0IeHO aBTOpOM

I[J'Iﬂ CXOI[iB OOKOBOTO BXOJY BHKOPHCTOBYBABCA MaTepiaJ'I KaMCHIO ITOKPHTOI'O

MOXOM.

Puc. 2.69. Marepian kaMeHI0 MOKPUTOTO MOXOM
Jlxepeno: 3po0JeHo aBTOpPOM

Cxoau 3aHBOTO BXOTYy OYyJTH TEKCTYPOBaHI MaTepiajaioM MapMmypy.

Puc. 2.70. Marepian Mmapmypy

JIxeperno: 3po0ieHo aBTOpOM

Marepian 305i0Ta BUKOPUCTOBYBABCS ISl KYIOJIB OalllT, XpPEeCTIB Ta TOJOBHOTO

Bxofdy. Jlis HaBicy 3aHBROTO BXOYy 3aCTOCOBYBABCS MaTepiaj 30J10Ta 3 BI3epPyHKOM.
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Puc. 2.71., 2.72. Marepian 305ota (2.71.) Ta 30510Ta 3 BizepyHKoM (2.72.)

Jlxeperno: 3po0JieHO aBTOPOM

Y  pesynbrari TEKCTypyBaHHS MOJEIb IIEPKBH OTpUMaia JeTajai30BaHUN 1
peaNliCTUYHHMM 30BHIIMIHIA BUIVISAMA, IO 3a0e3Meumsio OUThIN TOYHE BIATBOPCHHS i

apXITEKTyPHUX O0COOJIMBOCTEN Ta XapaKTEPHUX €JIEMEHTIB 03700JICHHS.

Puc. 2.73., 2.74. ®inanpHUN BUTISA MOZIEI IEpKBH criepery (2.73.) Ta 33axy (2.74.)

Jlxepeno: 3po0JieHO aBTOPOM

3aBAsKM  MpaBUIBHOMY HanamtyBaHHIO UV-po3ropTku Ta  BUKOPUCTAHHIO

BIJIMOBIAHUX TEKCTYp OyJIO JOCSITHYTO AKICHOTO BIATBOPEHHS MarepiaiiB 1 apXiTEKTypHUX
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ocobnmuBocTeil OyniBenb, L0 CYTTEBO MOKPAIIMIO Bi3yallbHE CIPUHHATTS BCHOTO

KOMILJIEKCY.

JIis TEeKCTypyBaHHSI JOAATKOBHX EJIEMEHTIB KOMILJIEKCY Oysl0 BHKOPHUCTAHO pi3HI

Marepiajy BIAMOBIIHO 10 0COOIMBOCTEH OKpEMHUX 00’ €KTIB CepeIOBHUIIIA.

J11st moBEepXHI1 3eMJIi 3aCTOCOBYBABCSI Marepiall TPaBHu.

Puc. 2.75. Marepian TpaBu

Jlxepeno: 3po6ieHo aBTOpOM

J1J1s1 OCHOBHOI JOP1’KKM BUKOPUCTOBYBABCS MaTepiaj >KOBTOIO KaMEHIO.

Puc. 2.76. Marepian >k0OBTOro KaMeHIO

Jlxeperno: 3pobieHo aBTOpOM

Jlopikka, 110 Bele J0 LEPKBH Ta MOHYMEHTY, Oyla TEKCTypOBaHa Marepiajiom

CIpOro KaMeHIo.

Puc. 2.77. Marepiain ciporo kKaMeHo

Jlxeperno: 3pobieHo aBTOpOM
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JIst OCHOBM MOHYMEHTY 3aCTOCOBYBABCSI Marepiall 4epBOHOTO KOJIBOPY.

[lenTpanbHa yacTMHA MOHYMEHTY Oyjia BHKOHAHA 3 BHUKOPHUCTAHHSIM Marepiaity

YEpPBOHOI'O MapMypy.

Puc. 2.78. Marepian uepBOHOTO MapMypy

Jlxeperno: 3pobieHo aBTOpOM

Jyist TaOMMYKY MOHYMEHTY BUKOPHUCTOBYBABCSI MaTepiaj Ciporo Mapmypy.

Puc. 2.79. Marepian ciporo Mmapmypy

JIxeperno: 3pobieHo aBTOpOM

Cxonu mi3eMHOro BXOAY TEKCTYPYBaIHMCS MaTepiajoM CBITIIOIO KaMEHIO.

Puc. 2.80. Marepiai cBITJIOTO KaMEHIO

JIxeperno: 3pobieHo aBTOpOM
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Jnig naxy mig3eMHOTO BXOAY 3aCTOCOBYBABCS MaTepiall Y4epBOHOI MOKPIBIIL.

Puc. 2.81. Marepian 4epBOHOI MOKPiBIi

JI>xepeno: 3po6seHo aBTOpoOM

Jleper’siHI MIAMOPH MiJI36MHOTO BXOAYy OyJlM TEKCTypOBaHI MarepiajioM TEeMHOTO

nepesa.

Puc. 2.82. Marepian TeMHOTO JepeBa

JIxepeno: 3po0JieHO aBTOPOM

2.3 JlonaTkoBi HaJIalITYBaHHA

[lin yac CTBOpEHHS TPUBUMIPHUX MOZENIEH Ta MIATOTOBKHU CLIEHH OyJI0 BUKOHAHO
HU3KY JIOJATKOBUX HAaJalllTyBaHb, CHPSIMOBAaHMX Ha MIJBUIICHHA pPEaTiCTUYHOCTI
Bi3yaJizallii Ta ONTUMI3AIII0 POTYKTUBHOCTI MIPOEKTY.

Jlnsg HamamrTyBaHHS OCBITJIIEHHA B cepenoBuinl Blender Oyno BukopucTtaHo
HDRI-many (300pakeHHsI 3 BUCOKMM JIMHAMIYHUM Jiarna3oHoMm). Buxopucranus HDRI
JTI03BOJIUJIO CTBOPUTH OUIBIII TPUPOHE HABKOJIUIITHE OCBITICHHS, pEaiCTUYHI BIIOUTTS Ha

MOBEPXHAX MaTepialliB Ta MOKPAITUTH 3arajibHe CIPUUHSATTS CIICHH.
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OxpeMy yBary Oyno MpuUIIIEHO omnmTuMizallii moseineil. Uepe3 3HaYHY KUIBKICTh
JIEKOPATUBHUX €JIEMEHTIB Ta POCIMHHOCTI BUHHMKJIA MOTpeda 3MEHIIIUTH HABAHTAXKCHHSI HA
cuctemy Oe3 moOMITHOI BTparu skocti. s 1mporo Oymo 3acTocoBaHO MOAU(DiKaTop
Decimate, sikuii 103BOJIsIE aBTOMATHYHO 3MEHITYBAaTH KUTHKICTD MOJIITOHIB Y MOJIEIII.

Decimate mnepeBakHO BUKOPHCTOBYBaBCSl JJIsI ONTHUMI3AIl MoJeNeld JepeB Ta
napkKaHy, OCKUIbKH 111 00’€KTH MICTHJIM BEJNMKY KUIBKICTh MOJITOHIB Ta 0araropazoBo
MOBTOPIOBANIUCSA Y CHEHI. 3MEHIIEHHS KUIBKOCTI TOJITOHIB JO3BOJIMJIO TOKPAIIUTH
MPOIYKTUBHICTh TiJI 4ac POOOTU 3 TMPOEKTOM Ta MIATOTYBaTH MOJEIl JO0 MOAAIbIIOL

iaTerpanii B Unreal Engine 5.

ser Perspective:
1) windows church top 2.002 | ground

Puc. 2.83., 2.84. 3aranbHuii BUIIs1 3aMKOBOTO KOMILJIEKCY

Jlxxepeno: 3pobiaeHo aBTOPOM
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PO3I1JI 3. IHTEI'PAIIIA B UNREAL ENGINE

3.1 HajamTyBaHHS 30BHIIHHOTO Cepel0BHINA

[Ticns 3aBeplIeHHS €Tary MOJEIIOBAHHS Ta TEKCTYPYBaHHS apXITEKTYPHUX 00’ €KTIB
y Blender Oyno BHKOHaHO iHTErpailiro cTBOpeHuX mojeieit y cepenosuine Unreal Engine
5. OCHOBHOIO METOIO IILOTO €TaIly CTajl0 CTBOPEHHS IHTEPAKTUBHOI CIEHU 3 MOXKIIUBICTIO

BUTLHOTO TIEPEMIIICHHS KOPUCTYBa4a TEPUTOPI€I0 3aMKOBOTO KOMILIEKCY MicTta OcTpor.

[Tepen immopToM Mozmeneit Oyia0 BHKOHAHO MIATOTOBKY 00’ekTiB y Blender. [[ns
KOPEKTHOTO eKCIOpTy Juisl moaanbinoi pobotu 3 moxaensimu B Unreal Engine Oyno
Bukopuctano ¢opmar JLB. Takox Oyno mnepeBipeHO NPUB’A3KYy MarepiaiiB aJis

MIOJIAJIBIIIOTO KOPEKTHOTO BiIOOPAKCHHS TEKCTYP Y PYIIIi.

[Ticns immopty moneneit o Unreal Engine Oyno posnodato ¢hopMyBaHHS OCHOBHOI
cueHu. CrtBopeH1 OyiBil 3aMKOBOIO KOMIUIEKCY OyliM pO3MILIEH! BIANOBIIHO A0 iX
peanbHOro po3TalryBaHHS y mpocTtopi. Ha mpomy erami BHKOHYBasIOCS MO3UI[IOHYBaHHS
MOZEJIel, HalalmTyBaHHA MacmTady Ta oOepraHHsS O0O0’€KTiB i MaKCUMAalbHO

HAOJIMKEHOTO BIATBOPEHHS TEPUTOPIT KOMILIEKCY.

HacTtymHauMm eTamom cTano CTBOPEHHS HaBKOJIMITHHOTO CEPEAOBHUIIA 33 JOMOMOTOIO
cuctemu nanamadtie Unreal Engine Landscape. byno cdopmoBano penbed miciieBocTi

HABKOJIO 3aMKOBOT'O KOMIIJIEKCY.
[Tix yac po6otu 3 Landscape BUKOPUCTOBYBaIKUCS TaKi IHCTPYMEHTH:

Sculpt Tool — 3acTocoByeTbCs Il 3MIHM BHCOTHM IOBEPXHI Ta CTBOPEHHS
HepiBHOCTEH penbedy. 3a Horo momoMororw (GpopMyroThCs IiIBHINCHHS, 3aITHOJICHHS Ta

3araJibHUM pesibed) MiCIIEBOCTI.

Smooth Tool — BHUKOPHUCTOBYETHbCS A 3IMIAIKyBaHHS PI3KUX TEPEXOAIB MIXK

OUISTHKaMU JaHAmadry, mo 103Bojs€ 3p00UTH MOBEPXHIO OUTBII IPUPOIHOIO.

Flatten Tool — iHCTpyMEHT [UIsi BHPIBHIOBAaHHS OKPEMHUX YacCTHH peIbedy.
BukopucTtoByeThCS TIpH  CTBOPEHHI PIBHHUX TIOBEPXOHBb TiJl PO3MIIICHHS OY/IiBENb

KOMILJIEKCY.
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Ix BukOpuCTaHHS Jad0 3MOTY CTBOPUTH OUIBII peaTiCTUYHE OTOYEHHS Ta
MiATOTYBaTH OCHOBY Ui TIOAAJBIIOTO PO3MIIIEHHS POCIUHHOCTI W apXiTeKTypHUX

00’ €KTIB.

[Ticnst ctBopeHHs 06a30Boro penbedy NPOBOAMIOCA TEKCTYPYBaHHS IOBEpPXHI
daHamapTy Ta HANOBHEHHS CLEHM NPUPOAHUMM  eleMeHTaMu. [l 1poro
BUKOPHUCTOBYBaBcsl 1HCTpyMeHT Foliage, sikuii 103BOJISIE IIBHUJIKO PO3MIILLYBaTH BEIUKY
KUTBKICTh POCIMHHOCTI, PO3TAIIyBaHHS SKOT BUKOHYBAJIOCS 3 YpaxyBaHHSIM OCOOIMBOCTEH
pealbHOi TEpUTOpli, IO O3BOJWUJIO 3POOUTH CEPEHOBHINE OUIBII TPUPOTHUM 1

JIETAI130BaHUM.

Puc. 3.1., 3.2. Pociaunnicts (3.1.) Ta ii Bugu (3.2.)

JIxepero: 3po0JICHO aBTOPOM

OxpemMy yBary OyJs0 MPHUAUICHO HAJAIMTYBAHHIO OCBITIECHHS CIieHHU. [|J1si CTBOpEHHS
IPUPOIHOTO 30BHINIHBROTO OCBITJIEHHS BUKOPHCTOBYBAaBCS 1HCTpYMEHT SunSKy, skuii
MOEJHY€E TapamMeTpu COHIs, He0a Ta aTMoc(epHOro OCBITIEHHs B €auHIk cuctemi. Lle
J03BOJIUJIO OTPUMATH OUTBIN PEaNiICTUYHE OCBITJICHHS CIICHH, MPUPOIHI TiHI Ta KOPEKTHE

BIJIOOpa)XCHHSI MaTepialliB 3aJIEKHO BIJ TOJOXKEHHsS JDKepena cBimia. HamamrtyBaHHS



51

SunSky TakoX [ajJo MOXJIMBICTh IMOKPAIMTH 3arajbHe CHOPUUHATTS CEpeloBHUINA Ta

CTBOPHUTH O1TBII HAOJMIKEHUM 10 pPeaIbHUX YMOB BUIJIAJ apXITEKTYPHUX 00’ €KTIB.

Puc. 3.3. 3aranbHuii BUIIST KOMILIEKCY

Jl>xeperno: 3pobaeHo aBTOPOM

3.2 HanamryBaHHS iHTEPAKTHBHOCTI

Jl1s1 3a0e31eueH s IHTEPaKTUBHOCTI IPOEKTY OYyIJI0 peasi3oBaHO MEePeriisil CIICHH BiJ
nepmoi ocobu. [l 1mporo BHKOpHCTOByBajacs cuctema Blueprints, sika mo3Bosie
CTBOPUTH 0a30By JIOTIKYy B3a€MOAIl KOpUCTyBada 3 CEpeAOBULIEM O€3 HalMCaHHS
MPOTrPaMHOro KOy, BAKOPUCTOBYIOUH Bi3yallbHE HAJIAIUTYBAHHS MOBEIIHKH 00’ €KTIB.

Ha mouarkoBomy erarti 10 TpoekTy Oyino J0AaHO MAOJOH MEPCOHa)Xa BiJl MEPIIoi
0co0H, SIKUM MICTUTh KaMepy, CUCTEMY TMepeMillleHHs Ta 0a30B1 mapaMeTpy KepyBaHHS.

Bbyno nanamroBaHo cucTeMy KepyBaHHS MEPCOHAXKEM: TIEPEMIIIICHHs BIEpe, Ha3a/l,
BIIPABO Ta BIIIBO, CTPUOOK, a TaKOX 3MIHY HANpsMKy omniany udepe3 pyx mwumi. Lle
J03BOJISIE  KOPUCTYBauy BIJIBHO JOCTIIKYBaTH TEPUTOPII0 3aMKOBOTO KOMILIEKCY Ta

nepersiaaT apXiTeKTYpHI 00’ €KTH 3 PI3HUX PaKypCiB.
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Project mapping

& InputAction Jump

Pressed [P

Released [ \ arget is Char
( »

Key

Target ‘ self ‘

Camera Movement
F Add Controller Yaw Input & InputAxis

& Input Axis Turn / »
» Ta

lue val F Get Forward Vector

arget Return Value @ =

€ InputAxi

b InputAxis Look up ¥ Add Controller Pitch Input

Puc. 3.4.,3.5., 3.6., 3.7. CtBOpeHHs MariHriB (3.4.) Ta CKpUIITU pyXy nepcoHaxka (3.5.,
3.6.,3.7.)

JIxepero: 3po0JICHO aBTOPOM

Takoxx OylnO CKOpPUIOBaHO TMapaMeTpW IIBHAKOCTI PyXy MepcoHaxa id
KOM(OPTHOTO TIEPErIsay BeIuKoi TepuTopii. Lle 103BOIMI0 MPUIIBUAIIMTH IEPEMIIIICHHS,

10 MPU3BEJIO 10 OKPAILIEHHS IOCBIY OISy aM’SITOK apXITEKTYpH.
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Puc. 3.8., 3.9. Burmsa komIuiekcy Bij epIinoi ocoou

Jlxepeno: 3pobiaeHO aBTOPOM
JlonaTkoBO y TPOEKTI OyJI0 peasi3oBaHO MIBUIKE MEPEMIIIEHHS MK BiIJIaJICHUMU
OyIiBJISIMU KOMILUIEKCY. 3a nonomoroto Blueprint Oyio cTBOpeHO MexaHI3M Tejlenoprarii

KopucTyBauda yepe3 Tpurepsi 3ouu (Trigger Volume).
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7@ Teleport Tower

Puc. 3.10. CTBOpeHHS CKpHUIITY TeJIEMOPTAIlii mepCcoHaxa

Jl>xeperno: 3pobieHO aBTOPOM

[Ticns BXxomy mepcoHa)ka B 00JIacTh TpUTepa BiH aBTOMATUYHO MEPEMIIYETHCS 10
BU3HAYEHOI TOYKM OUIA BIANOBIAHOI cnopydau. Takuil MiAXiA JO3BOJIMB CIPOCTUTH
HABITaIlll0 BEJMKOI TEPHUTOPIEI0 Ta 3a0e3MEeYMB MIBUIKHA JIOCTYN JI0 KITIOYOBHX
apXITEKTypPHHUX 00’ EKTIB.

3a gonomororo Blueprint Oyno peanizoBaHO aHIMaLIIO BIAKPUTTS Ta 3aKPUTTS BOPIT.
Jlnst 3abesnedeHHst TIaBHOT aHiMalii Oylo BUKOpuUCTaHO KoMmmoHeHT Timeline, skuii
J03BOJISIE 3MIHIOBAaTH IMapaMeTpu 00 ’€KTa BOPOJOBXK IMeBHOro uacy. Crouatky Oyio
ctBopeHo Sphere Collision 17151 BU3HAU€HHS MOMEHTY, KOJIH IEPCOHAX 3HAXOTUTHCS MOPYY
13 BOPOTaMU Ta MOXeE B3aeMOAIATH 3 HUMH. [licis BXomy mepcoHa)xka B 00JacTh TpUrepa

AKTUBYETHCS MOXJIMBICTh B3a€EMO/I1i Uepe3 HaTUCKaHHS Kiasimii E.

Puc. 3.11. CTBOpeHHsI CKPUIITY BIIKPUTTS Ta 3aKPUTTS BOPIT

Jlxxeperno: 3pobJaeHO aBTOPOM
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BUCHOBOK
[Tlin vyac poGotu Oyau 3acCTOCOBaHI Pi3HI IHCTPYMEHTH MOJICIIOBAHHS, TaKi SK
Extrude, Scale, Loop Cut, Knife Ta inmi. Ile mo3BoNMIO BIATBOPUTH OCHOBHI
apXITeKTypHI eJleMeHTH Oy/iBellb KOMIUIEKCY: CTIHW, BIKHa, JBEpl, Jaxu, OallTu,
BHYTPIIIHIN ABIp Ta iHII. s 30epekeHHs] TeOMETPUYHOT TOYHOCTI BUKOPUCTOBYBAJIUCS
pedepencHi ¢ororpadii, 310paHi mig yac aHaIi3y JIOKaIlii, a TAKOK MaTepialiv 3 BIAKPUTHX

JOKEPEL.

Okpemy yBary Oylo  TNPUAUIEHO  TEKCTYPYBAaHHIO:  BUKOPHUCTOBYBAJIUCSA
dboTtopedepeHcu peaibHUX MaTepiajiB, TAKUX K KaM’siHA KJIaJlKa, JepPEeB’ IH1 KOHCTPYKIIIi,
Yepenuilsd Ta 1HIIN eleMeHTH. Takoxk 1y mojeined Oyma crBopena UV-posropTka, 1o
JI03BOJIMJIO KOPEKTHO HAaKJaJgaTH TEKCTypU Ta 3a0e3MeUUTH PeaiCTUYHUI 30BHIMIHIN

BUIISII 00’ €KTIB.

[Ticnst 3aBepIIeHHs eTany MOJENIOBAHHS BCl OCHOBHI 00’€KTH Oylu 1HTETpOBaHI B
cepenoBuiie Unreal Engine 5. V pymii Oyno BMKOHaHO HajallITyBaHHS Marepiais,
OCBITJICHHSI, peibedy MICLEBOCTI, HABKOJIMIIIHBOTO CEPEAOBUIIA, aHIMAIIIIO BIIKPUTTS Ta
3aKPUTTS BOPIT, 3a0€3MEUEHO MOMKIIMBICTh OTVISAY KOMILJIEKCY BiJl TIEPIIOT 0COOH, a TaKOoX

MOJKJIUBICTh IIBUJIKOTO MEPEMIIIICHHS J0 BiAaieHUuX OyIiBelb.

3 Meror 3a0e3leueHHs] CTallIbHOI POOOTH CLEHHM MPOBOAMJIACS ONTHUMIZALlIS
MoJIesiel Ta MarepiaiiB. byno 3MeHIIeHO HaBaHTKEHHS Ha CHCTEMY IUISIXOM ONMTUMI3AIlil
reoMeTpii, HAJIAIITYBaHHS PIBHIB JIeTalli3allli Ta palioHaJbHOTO BUKOPUCTAHHS PECypCiB
pyuia. Ile mo3Bonumno 30epertn OanaHc MK SKICTIO Tpadikd Ta HPOAYKTHBHICTIO

3aCTOCYHKY.

KBamidikamiitna poOota jgana 3MOry HE JUIIE TMOITMOUTH 3HaHHA y cdepi
3D-MozentoBaHHsT Ta apXITEKTYpHOI Bi3yami3allii, a i OTpUMATH MNPAKTHUYHI HABUYKH
iHTerparii Moaenel y pyuIiil peaqbHOro yacy Ta CTBOPEHHS 1HTEPAaKTUBHHUX HHU(PPOBUX
cepenoBuill. Lle 0coOMMBO BaXKJIMBO ISl Cy4acCHUX HamnpsMIB LIU(PPOBOTO MPeICTaBICHHS

KyJBTYPHOI CIIaIIIUHU, CTBOPEHHS BIpTyaJIbHUX TYPiB Ta OCBITHIX ITPOEKTIB.
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Y pesynbrari BUKOHAHOI pOOOTH BIANOCS CTBOPUTU TOBHOIIIHHY 1HTEPAKTUBHY
Bi3yasnizallilo 3aMKOBOTO KOMIUIEKCY MicTa OCTpor 3 AeTajli30BaHUMHU apXITEKTYPHUMH
00’e€KTaMU, TEKCTYpyBaHHSIM, OCBiITJIeHHsM Ta 1HTerpamiero B Unreal Engine 5.
OTpumaHuii JOCBIJ CTaHE KOPUCHUM IS MONANBIIUX TMPOEKTIB y cdepi 3D-rpadiku,

ArchViz, BipTyanbHUX cepeoBUI Ta IUPPOBUX TEXHOJIOTIH.

OkpiM 1bOro, MPOEKT MA€ 3HAYHUU MOTEHUIad JJs MOJAJbLIOTO0 PO3BUTKY. Y
MEPCTIEKTUBI 10 CIICHW MOXYTh OyTH J0JaHl aHiMmarlii, moroaHi epeKTH, IHTepaKTUBHI
iHopmMmariitHi exemeHTn abo miarpuMmka VR-texnosorii. Ile 3poOuTh 3acTOCYHOK IIIe
OUIbII KOPUCHHM [UIsl TYpPUCTHUYHUX CEpBICIB, ICTOPUYHUX JTOCHIIKE€Hb, OCBITHIX

wiaropm Ta @ poBOT MOMYIsIpU3aIlii KyJIbTypHOI CIIaIIITUHU.
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