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Mema i 3a80annsn. Metoro poOoTu Oyno JOCTHIAUTH XapaKTEPUCTUKUA Ta 3pOOUTH
MIBUAKUI aHalli3 TEKCTYp TKAaHUH 3a JIOMOMOTOI0 CydacHUX iHCTpymeHTIB B cdepi 3D
MO/ICITFOBAHHSI.

3aBnaHHsAM POOOTH — CTBOPEHHS PEATICTUYHOI TEKCTYpH TKAaHWHH 3 MOJAIBLINM il
HIBUJIKAM KOPETYBaHSM.

06’°ckm ma npeomem Oocnioxycenna. OO0’€KTOM JOCTIIKEHHS € MPOLEC KOHTPOIIO
Ta aHaJi3y MPOLEAYPHO-TEHEPOBAaHOI TEKCTypH O€3 IOAaTKOBUX KapT BHUCOT. [Ipemmerom
JOCTIIPKEHHS € BJIACTUBOCTI TEKCTHJIBHUX MaTepiaiiB, METOAM 1X MOJIETIOBAHHS Y TPOIEC 1X
(GyHKIIOHYBaHHS.

Memoou ma 3acoou oocnioxycenns. Po3poOieHo mporpamHe 3a0e3medeHHS s
MO/JICITFOBAHHS TEKCTUJIBHUX MAaTepiajiiB 3 MOBHUM 1 MIBUAKUM KOHTPOJIEM TEKCTYpH TKaHWH
3a JI0NOMOTroI0 JepeBa HofiB (Shader) Ta inctpymentiB Blender mis BusHaueHHs 0CTaTOYHUX
napaMmeTpiB 00'eKTa.

Haykoea mnoeusna ma npakmuyne 3HAYEHHA OMPUMAHUX PeE3YIbMAmis.
Po3pobnieno mporpamHe  3a0e3reueHHs 3  BUKOPUCTAHHSIM  Cy4acHOTO OO0’ €KTHO-
OpIEHTOBAHOTO MPOrpaMyBaHHS Ul IIBUJIKOTO KOHTPOJIO Ta 3MiHM TEKCTYpH TKaHUH 3
NOJAIBIIMM IHTETPYBaHHAM B MOJICTIOBAHHA TIPOCKTY TEKCTHWJIBHOTO XapakTepy 3
sukopuctanusam PBR (Physically Based Rendering) mreiinepa Ha asmwxky Blender Cycles .

Pesynomamu  docnioxycennsn. B pesynabTaTi AOCHiKEHHS OYyJIM  BUKOPHUCTaHI
inctpymentn Blender ta BisyansHoro nmemkka Blender Cycles. OcnoBa nBmxka Blender
Cycles, diznuni 3akoHu TpacyBanbHuX nuisixis (path tracer). Ileit meron m03BoJIsIE CLIPOCTHTH
CTBOPEHHSI MaTepiaiiB, KOHTPOIIOBATH MapaMeTpy Ta MiATPUMYBATH IJ100ajlbHE OCBITICHHS 1
OTpUMATH OLIbII PEaICTUYHUN Pe3yabTaT MPU MOJIEIIOBAaHHI.

Bci nmoBepxHi MaloTh JBONPOMEHEBY (YHKIIIIO BiTOOpa)XKeHHs, sKa ONHUCYE 3/1aTHICTh
Big3epkamoBatu po3ciroBanus (Bidirectional Scattering Distribution Function, BSDF), mio €
OCHOBHOIO YOTHPHBHMIPHOIO (yHKIIEW f,-(W;, W,) 1€ W;HANpsSM BXiIHOTO CBITIA, a W,
HanpsIMOK BUXOAUTH CBITJIa. DYHKIIS OMUCYe NUISIX, MO SKOMY CBITJIIO PO3CIIOETHCS Ha
NIOBEPXHi B pealbHOMY CBITi. Bipryansnuii nemxok Blender Cycles BukopucroBye GyHKIIiI0
I obuncneHHs Bizyanuzani (peHaepy) o00'ekTa B BIPTyaJIbHOMY CEpEAOBHINI, SIK
TpacupoBIIMK HUIAXY. [IpoMeHi cBiTIa, SKi BUIIPOMIHIOE KaMepa, BiIOMBaIOThCA BiJ 00'€KTIB
MOJICITIOBAHHS, 0 TUX MIp TOKH, HE JOCITHYTH JDKEpena CBITJIa a00 «OpOXHBOTO» (HoHY. 3
[i€I0 NMPUYUHM, TPACUPOBAHUHN NUIAX, MOXKE Bi3yali3yBaTh MOJAEIb HPOTITOM HEBEIUKOTO
qacy.

Crain 3ayBaXMTH IO, Y 3aKpUTOMY CEPEIOBMIIM TPACHPOBAHUN HUIAX  3HAYHO
30UTBITYETHCS TI0 BIAHOIIEHIO JI0 BIIKPUTOTO MPOCTOPY, IO COPHUYUHHUTH 30UTBIIEHHS Yacy
Bizyautizauii.

JIns [OCHiKEHHS Ta aHalidy TeKCTypd TKaHuHu crBoproemo Hoam (Nodes) (a6o
«BY3JH»), Ki 00'€qHYEMO B JepeBO HOJIB, 110 Mae Ha3By meiiaep (Shader). Shader- e
mporpama JUii  OJTHOTO 13 CTyNeHIB TpadiuHOrO KOHBEEpa, M0 BHKOPHUCTOBYETHCS B
TPUBUMIpPHIN rpadimi st
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BU3HAYEHHSI OCTaTOYHHUX MapaMmeTpiB 00'ekTa 4 300paskeHb. [Iporpama moxe BKIIOYATH B
ce0e JOBIIBHOT CKIIATHOCTI OIUC TIOTJIMHAHHS Ta PO3CIFOBAHHS CBITIIa, HAKJIAJICHHS TEKCTYPH,
BiJII3EPKAICHHS 1 3aJIOMJICHHS, 3aTIHEHHS, 3MIIIEHHS MOBEPXHI 1 epeKTH MmocT-oopoOku. 3a
JIOTIOMOTOI0 IIBOTO IIeHIepa MU MOKEMO KOHTPOJIFOBATH Ta TOBHICTIO 3MIHIOBaTH TEKCTYpPY
TKaHUHH B PEaJbHOMY Yaci Ta OTpUMYBATH OakaHil pe3ysbTarT.

PoGounii iHTepdeiic mieimepa Mae mepeMUKadl KOHTPOJIO Ta HACTPOWUKH IS
CTBOPEHHSI ONTHMAJIBHOTO Ppe3ylbTaTy AociikeHHs. Ha pucynky 1.BimoOpaxkeHO MeTox
ctBopeHHs PBR mieiinepa TkanuH.

Crsoptoemo
3afiaemo Hanpsam, CTBOPIOEMO OCHOBHY ;
: : : ) cTneniHb
KYT | TUN BEKTOPIB iHbOpMaLLito KOOy .
HUTOK Bifo6pakeHHs

dopmyeTbCa aepeBo
HOAJB perynaTtopamu
napameTpis

Pucynok 1 — OcHoBHUI MeTox cTBopeHHs PBR meiinepa TkannH

Le#t meiinep nmae 3MOry BHUKOPHUCTOBYBaTH METOJ[ aBTOMATHYHOTO HaKJIaJIaHHS
(Generated) TekcTypH, ane Kpaiie, IS TOBHOTO KOHTPOJIO, BHKOPHUCTOBYBATH METO[
Hakmaganas UV, sxuit € mpormecom 3D MozenmoBaHHS It CTBOPEHHS TPUBUMIPHOTO
300pakKeHHS 3a IOMIOMOTOIO0 33/1aHOTO JBOBUMIPHOTO 300paxxeHHs. B 3anexHOCTi Bix 00’ €kTa
MOJICIIFOBAHHS BIKOPUCTOBYETHCS OJIUH 13 METO/IIB.

Bucnosku. Pospodneno PBR (Physically Based Rendering) tieiizep ¢ moBHUM
PETYIIOBaHHSIM TEKCTYpH TKaHUHH Ta MOXKIIMBICTIO OTPHMATH PE3yJIbTaT MOJCIIOBaHHS B
peasbHOMY Yaci.

Kniouosi cnosa: Blender, Cycles, Shader, Nodes, UV, Bidirectional Scattering
Distribution Function, Physically Based Rendering, nmpoiieypHo reHepoBaHa TEKCTypa.
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