MIHICTEPCTBO OCBITU I HAYKH YKPAITHHA
XEPCOHCBKHUI JEP’ KABHUHN YHIBEPCUTET

DaKyabTeT KOMII'KOTEPHUX HAYK, PI3UKH TA MATEMATHKH

(moBHa Ha3Ba (axyIbTETY)

Kadenpa koM’ 0OTepHUX HAYK Ta NPOrPaMHOI iHKeHepil

(noBHa Ha3Ba Kadenpu)

3D OB'EKTH BIPTYAJIBHUX JTABOPATOPHUX POBIT JUISA MOBIJIBHUX

IPUCTPOIB

(Ha3Ba TeMU BEIUKUMH JIiTEPaAMH)

KpagigikaniiiHa podora (IpoeKT)
Ha 3100yTTsI CTYIEHS BUIOT OCBITH “‘OakanaBp”

Bukonas(ia): 3m100yBau (ka) 4 xypcy 441 rpynu
(kype, rpyma)
CrermianbHICTh 121 TwxeHepist nporpaMHOro 3a0e3neYeHHS
(urudp, Ha3Ba)
OcBiTHRO-TIpO(ECiiiHa Mporpama Imxenepist mporpaMHOro 3abe3re-

YeHHs repnioro (6akagaBpChbKOTO)
PIBHS BUIIOT OCBITH
(Ha3Ba)

3apemba CasitocnaB [letpoBuy
(ILLB))

KepiBauk Kannunar ¢iznko-maTeMaTHIHUX HaYK,

norieHT Kpapros I'ennaniii MuxaiimoBud
(mayk. ctyminb, BueHe 3BaHHs, [1.1.B.)

Pentensenr KanauaaT negaroriyaux Hayk,
noreHT Jaresa Tersaua BacuiiBaa

Xepcon —202 2
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AKTyauabHicTh: Yepe3 BeluKl TeMIM PO3BUTKY IH(MOpMAIIAHOI ramysi,
BEJIMYE3HE PO3YMIHHS I'PA€ HASBHICTb MPOTPAMHOT0O MPOAYKTY SKUH JO3BOJIUTH

KOPHUCTYBAaTUCh JITAOOPATOPHUMHU POOOTAMU OHJIAMH.

O0’ekT  JoOCHiTKeHHSI:  €JIEKTPOHHO-1HOpMaIiiiHI  pecypcu 3

BUKOPUCTAHHSIM MOOUTbHHUX JIOJAATKIB 32 TEXHOJIOT1€10 JOMIOBHEHOT pEaIbHOCTI.

IIpeamer pgocaigkeHHsi: BipTyalbHi JabopatopHi pobotu 3 3D

00’ exkTaMu JJ1s1 MOOUTBHUX JIOAATKIB 3a TEXHOJIOTIED JOTMIOBHEHOI PEaIbHOCTI.

MeTta jgociaigeHHs: CTBOpUTH MoOJeni a Takoxk 3D o00’exktu s

BIPTYaJIbHUX JIA0OPATOPHHUX POOIT 3 BAKOPUCTAHHIM MOOUTBHUX J0JATKY.

HaykoBa HOBH3HA OJep:KaHUX pe3yJbTATiB: 32 yac BUKOHAHHS JIaHOI
kBanmiikamiifiHoi  pobGoTH  OyJMO0  JOCHIIPKEHO  ICHYIOUl  CHUCTEMH  JUIs
JTUCTAHIITHOTO HAaBYaHHA a TaKOX 3p00JIEHO BUCHOBOK, IO HAa JaHUH MOMEHT B
MOOUIPHUX TIPUCTPOSIX BIICYTHI JOJATKHA SKIO JOMOMOTIH MPOXOJUTH
nabopaTtopHi poOOTH BIpTYyaIbHO.

Tomy, Oyno mnpuiiHaTro pimieHHs po3pooutu Asset mis Unity sxuit

JIOTIOMOKE TTOJIETIIIMTH PO3POOKY 11l MOOLILHUX TeneOHIB.

IIpakTHyHe 3HAYEHHSI OJepP:KAHUX Pe3yJabTaTiB: PE3yJIbTaTOM JIAHOI
pobotu € Habip meToiB Ta 3D 00’ €KTIB /U1 B3a€MO/ii HA OCHOB1 KOTPUX MOYKHA

CTBOPHUTH BipTyalIbHY J1a00paTopito 3 Pi3UKH.

3aBaaHHA JOCTIIKEeHH:
1. JlocmiauTy METOIM CTBOPEHHS 1 BUKOopHucTaHHS 3D-00’€KTiB Ha MOOLIb-

HUX IPUCTPOSX.

2. [ToOymyBaT 00’ €KTH A1 TaOOPATOPHOT pOOOTH.
3. CrtBopuTH MOJIENb 1151 1a00PAaTOPHOI pOOOTH.
4, Po3pobutu nporpamMHuil 107aTOK HA MOOUIBHUN MPUCTPIA JUisi poOOTH C

3D-06’exTamu B mabopaTtopHiii poOOTi.
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BuxopucTaHHi TeXHOJIOrIl Ta IPOrpaMHi 3aco0u:
Unity.

Autodesk 3ds Max.

Blender.

Microsoft Visual Studio.



PO3ALI 1 BIPTYAJIBHI JIABOPATOPII TA TEXHOJOIII
PO3POBJIEHHSA BIPTYAJIBHUX JIABOPATOPHUX POBIT

1.1 Oraspn BipTyanasnux Jdadoparopii (VirtuLab, All-Fizika, Phet

interactive simulations)

B cydacHOMy CBITI ciocTepira€TbCsi TEHJICHIIIS 10 BUKOPUCTAHHS 1HTEpa-
KTUBHHUX, MYJbTUMEAIMHUX OCBITHIX PECYpCIB IO CHPUSIOTH OLIbII €PEeKTHB-
HUM yMOoBaM HaB4aHHs. CaMe CHUCTEMHM BIPTyaJibHO1 peajbHOCTI SKpa3 1 3a0e3-
NEYyIOTh AaKTUBHI METOI HABUAHHS B OCTBITHBOMY IPOIIECI.

Mopentoroun TOBEAIHKY 00 €KTIB PEalIbHOTO CBITY B KOMII IOTEPHOMY
OCBITHBOMY CEPEJOBHII, BIPTYyaJibHI J1Ta00paTopli SBISIOTHCS EIEKTPOHHUMHU
pecypcamu, [Ki IOMOMararoTh YUHSIM 1 CTyJIEHTaM Kpallle 3aCBOiTH 3HAHHA 3 Ha-
YKOBO-TIPUPOJTHUYUX TACHHUTLIIH.

Merta BipTyaapHO1 1abopaTopii CTBOPUTH YMOBH JIJis 3a0€3MeUeHHs YUHIB
PO3YMIHHSM 1 IPUHHATTSIM CyTHOCTI JOCIIIJIPKYBAaHOTO 00’ EKTY.

Came BipTyanpHi Jabopatopii (GOpMyrOTh Mi3HABAJIBHY 1 TBOPYY aKTHB-
HICTh yYHIB, JJO3BOJISIOYH MOJICIIOBATH 00’ €KTH 1 MPOIIECH HABKOJHUIIHHOTO CBI-
Ty, 3a0€3MeYYI0YH JTIOCTYII J0 pPealbHOTO J1a00paTOPHOTO 00IaTHAHHS.

AnHanizyroun pi3HOMaHIiTHI BIpTyaibHi Jlabopatopii OyJ0 IOCATHYTO poO-
syminHs, mo Android e Halikparioro miaTGopMoro I X CTBOPEHHS, a J1abopa-

TOpPHI pOOOTH MOBHHHI OYTH B TPUBUMIPHOMY MPOCTOPI.
VirtuLab

OnuH 3 HANOUTBIIUX CEPBICIB MO MPOXOKEHHIO BIPTyaTbHUX JIabOpaTo-
piii, B IKOMY 30cepekeH1 naboparopii 3 (i3uKH, XiMmii, €eKoJorii, 010y10r1i, oHA

¢d13uka Hayuye 6 po3IUTIB:



1. MEXaHIYHI SBHIA;

2. TEIJIOB1 SIBUIIA;

3. KBaHTOBI SIBHIIIA;

4, €JIEKTPOEHEPTris;

5. MOJIEKyJIsipHa Bi3UKa;
6. OIITHKA.

[IepeBaru:

JlaGoparopii mpeAcTaBieHI B IBO- 1 TPUBUMIPHUX MTPOCTOPAX.
Henomixu:

VY Oinpiocti 1a60paTOpHUX POOIT BIICYTHS MOXKIIUBICTH II0-HEOYAH 3Mi-
HUTH OUIBIIICTh POOIT — aHIMAITI].

M3yyeHne B3aumooenCcTBUA 4acTUL U AAEPHLIX peakuumn

Kamepa BunkcoHa.
Cnyst ans HabniogeHus
TPEKOB YacTuLl.

1
1
1
1
1
1
1
McTommmg !
1
1
1
1
1
1
1
1

| OcssuigHne panuALM U-MACTHLBI P-uacTus Y-HacTULB
{pertsmpupypomes no
2 EMOpLUNHEL
OHUSELUDAHL
Mpanuraniicii ImpraskmopLY)
ciupTon
TPV B T T S
O3HaKoMBTECH C KOHCTPYKUWEW Kamepsl Bunscona u nocMoTpute Ha ee paboTy, nBuras nopLueHs 4

Kamepbl (NS Yero HaXMUTe KypcopoM Ha ero 3oGpakeHHu). -_
[ns npofomkenns paboTe! HammuTe Ha kHonky <[lanee>

>>0neIT Pezepdopaa

Puc. 1.1 locBix Pezepdopna VirtuLab



All-Fizika

[Ipeamer (i3uku mpeacTaBieHU BETWUYE3HUM cepBicoM e € (Hi3uyHui
JOBIJTHUK, SIKMI BMIIIYIO BC1 OIMHUII MIpH, BETUKHUM 301pHUK (POpMyIT 3 PI3UKH.

€ Bci HEOOX1IH1 JaH1 3 (PI3UKH IS 3aHITH YUHIB.
Ilepesaru:

1. Koxny poOoTy MOHa HalamTyBaTH K TH 3a0a)kaell 1 MPOBECTH 3aMipu

3a JIOMOMOT'OF0 TOT'O X TaK! MPHJIATY, IO TYT €.
Henomixu:

1. JlaGopatopHi poOOTH MarOTh HENOMIK, 00 BUKIaACHI Y (hOPMi HEBEITUKHUX
JOCHITIB, a BIIKPHUBAIOThCS 3a JOMOMOIo0 HecTabiipHOro riariny flash
player.

2. JlaGoparopii mpeAcTaBieHI B IBOBUMIPHUX MPOCTOPAX.

Mpubop ATByna. MpoBepka BToporo 3akoHa HelToOHa

Onucanuve pabtoTel NnadopaTopHoi paboTel MO:XHO HAWTH BO BKNagkax n3w-ponvka.

Liens paboThl, NpUHAANEXHOCTH

Hazeanwe paboTei:
Mpoeepka zaxoHa HewoTona.

Llen: paboter:
MNpoeepuTe ETOPO#H 2akoH HeloToHa.

MprOopLI U NPUHAANEKHOCTH:
1.NMpubop ATeyna.

2.Cexyngomep.
3.Ipyssl.

YnpaBneHne onLITOM ...

O nporpamme __

Puc. 1.2 Tlepeipka npyroro 3akony Hetorona All-Fizika



Phet interactive simulations

¥ 2002 poui B yHiBepcuteTi Konopano boynnep, Kapno Biman, 3acHyBas
npoekt PhET[15] Interactive Simulations. Ile mamno 3mMory 6e3KOMITOBHO IMOKa-
3yBaTH YUHSIM 1 CTyJICHTaM HAayKOBI JOCJIIIN B IHTEPAKTUBHIH irpoBiit ¢popmi, 1110

J03BOJIMJIO Kpallle 3aCBOIOBATH MaTeplaiy 3 MPUPOAHUYUX 1 TOUHUX HAYK.
[IepeBaru:

1. VYci BipTyanbHi CUMYIAIT TPEJCTaBIEH] B IHTEPAKTUBHIN 1rpoBiid hopmi,

10 CTUMYJTIOE TIPOLIeC HAaBYaHHS.
Henomiku:

1. Bci cumynsiii BUKOHYIOTBCSI Ha aHTJIIACHKIA MOBI.

Show
(¥ Mass Labels

(O Forces from Objects
O Level

Bricks

e sl i

Puc. 1.3 JlabopaTtopHa po6ota 3 Phet Interactive Simulations




1.2 Cranpaprn BipryaasHux jgadopartopiii IMS, SCORM)

B Ham 4ac, KoM €NeKTpOHE HaBYAHHS BIPOBAIKYETHCS B JKUTTA B
MIMPOKUX MamTabax, nmokiajaeHo noyatok ADL Ixiiatusy.

Cranpapr - ue Qopmar, 3aTBEpIKEHMH BU3HAHUM IHCTUTYTOM
cTaHAapTu3alii abo NMPUUHATUN MIANPUEMCTBAMHU Trany3l Ae-(akTo K 3pa3oK.
3rifHO CTaHJapTaM KOpPUCTyBaul MOXYTh KOMOIHYBaTH YCTAaTKyBaHHS 1
nporpaMu  pi3HUX BUPOOHUKIB. [lpum  BiICYTHOCTI €IMHOTO CTaHAAPTY

00MPaIOTHCA MPUCTPOT 1 TPOTPaMU OJTHOTO BUPOOHUKA. [CHYe Oe31iu cTaHapTiB:

1. TSI MOB TIPOTpaMyBaHHS;

2. ¢dbopMatiB npeCcCTaBICHHS JaHUX;
3. OTIepaIlifHUX CUCTEM;

4, IIPOTOKOJIIB 3B’SI3KY 1 T.J

CranmapTuzaliii maisraloTh He TUIBKKA yCTaTKyBaHHS, ajie ¥ 1 mporpamMHe
3a0€e3IeUeHHS.

Haiimomynsipuimum cepen cranaaptiB € SCORM ta IMS, siki po3pobiieni
JUIS TUCTaHIIHHOTO HaB4yaHHsA. Came Il CTaHJapTH MICTATH BCl BUMOTH II0JI0

oprasizailii HaB4aJIbHOTO MaTepiary 1 BCi€i CHCTEMHU JUCTAHI[IHHOTO HAaBYaHHS.

SCORM

Bin 3acHoBanmii Ha ctangapti XML, 1 € mioHEpOM Ha MIISAXY PO3BUTKY
xonmemnii ADL (iniriatuBHa rpyma Advanced Distributed Learning), ockiibku
BU3HAYA€ CTPYKTYpY HaBYAJIBHUX MaTepianiB 1 iHTepdeiic cepemoBuia
BUKOHAaHHSA. Ha OCHOBI CTBOpEHMX IHIIMMH OpTaHizalisMu crerudikamii 1
cTtaHgapTiB enekTpoHHOI ocBiTH SCORM, omucye 1m0 TEXHIYHY CTPYKTYpYy 3a

OCHOBHUMH MPUHIUNIAMH, cTIeU(IKALISIMU 1 CTAHAAPTAMHU, €JIEKTPOHHOT OCBITH.
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ADL ctBopuB SCORM gmns iHTerpamii pi3sHUX cTaHAApTIB 1 cremnudikaiii
(manpuxnan, LOM, IMS CP) B equny Mojesib KOHTEHTY.

SCORM — ne rtexHiyHa 1HQPACTPYKTypa IO J1a€ MOXIMBICTh CHLIBHO
BUKOPUCTOBYBAaTH O00’€KTH B PO3MNOJAUICHOMY HAaBYAJIBHOMY CEpPEIOBHILLI.
3pa3koBa Mojieib 00'€KTa KOHTEHTY JJIsi CHUIBHOTO BHKOpucTaHHs (Sharable
Content Object Reference Model, SCORM) Bu3Hauae Mopenb arperarii
KOHTEHTY 1 poOoue OTOUYEeHHs yu00BUX 00'€KTIB y paMKaxX BeOHaBUaHHS. 3r0J0M
et mpoekt O0yno BaockoHaneHo. Y SCORM BUKOPHCTOBYIOTBHCS pe3yibTaTH
PO3pO0OK ILTOro psAAy MpoekTiB 1 opranizamii: Inc.3, Aviation Industry CBT,
Alliance of Remote Instructional Authoring & Distribution, IMS Global
Learning Consortium.

JIist onucy HaBYaJbHOTO KOHTEHTY Ha OCHOBI crienu@ikaiii cTBOpEHUX
IMS Global Learning Consortium i IEEE LTSC, Bepcit SCORM BBOauTH
KOHIIEMI[II0 YIMAaKOBKM KOHTEHTY 3 OHOBJIICHMMM MeTajaHumu. Yepes3 mmpoxe
3actocyBanHss SCORM, mpu cTBOpeHi CHCTeM HaBYaHHS, SIKI CIIUPAIOTHCS Ha

IHTEpHET 11 BEpCisl OTpUMaIa MOMYJISPHICTD.

Mopens SCORM ckanagaernes:

1. BCTYII, a00 OIJISII0BA YaCTHHA,;
2. OTIMCH MOJEII IHTeTpaIlii 3MicTy;
3. OTIMCH POOOYOro CepeIOBHIIIA.

Y Bcrymi, abo ormamoBiii wactuHi ime omwmc craHmaprtiB ADL, i
OOTPYHTOBYETBCSI CTBOPEHHS €TaJOHHOI Mojeli. Y Ipyrid 4acTHHI BUKIIAJICHO
IPaKTUYHI TTOPaaH, K BHUSIBUTH PECYPCH 1 MEPETBOPUTH iX Y CTPYKTYpOBAHHI
HaBUaJIbHUI MaTepian. B TpeTidt yacTuHI — mopaau 1o 10 3B’SI3Ky 3 BeO —

CEpEAOBUIIIEM 1 BIJICTEKEHHSIM MOTO 3MICTY.
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Ha panuii ywac SCORM € igeanpHO0O MOAEIIIIO ISl NEPEBIPKU
€(EeKTHUBHOCT1 1 IPAKTUYHOCTI 3aCTOCYBaHHS HAaOOpy OKpeMux creuudikamii i
CTaH/JapTIB, BIH BUKOPUCTOBYEThHCS po3poObHUKaMu ctaniaprtiB IEEE 1 IMS s
00’eqHanHs cTtBopeHux crnenudikamiii. [neansHicte SCORM monsirae B Tomy,
IO YCl €JIEMEHTH HaBUYaJbHUX IporpaMm (yHKIIOHAJIBHO cyMmicHi 3 ycima LMS

CHUCTEMaMU.

IMS

Cranmaptd po3po0iieHi KoHcopiliym riobanbHoro HaBuanus IMS (IMS
Global Learning Consortium) crpusitoTh BIPOBAIKEHHIO TEXHOJIOT1] HaBYAHHS
3aCHOBAaHOI Ha (DYHKI[IOHAJIBHIM CYMICHOCTI, TOMYy BOHU OTpPUMAaJHd BCECBITHE
BU3HAHHS 1 CTaJIM CTaHAAPTaMM JIJI HaBYaJIbHUX MPOAYKTIB 1 mociyr. Ha
BIJIMIHO BiJI YHHHHMX CHUCTEM OpraHizailii HaBUaHHs, Y SKUX KepyBalIbH1 (YHKIII]
3MIMCHIOIOTBCA TIO0 PI3HOMY 1 BUKJIMKAKOTh BEJIMKY COOIBApPTICTh HaBYAIBHHUX
MarepiajgiB HaBUaJbHUX MarepianiB, crnenudikanii IMS, momomararoTh

YHUKHYTH IIUX IPOOJIEM.

OCHOBHHMMHU HaIpsIMKaM# po3poOku crerudikaiti IMS e :

1. MeTajIaHi,

2. yIIaKOBKa 3MICTY;

3. yIPaBIiHHS 3MICTOM,

4, CYMICHICTh TUTaHb 1 TECTIB.

CraHgapTHUMM I METaIaHUX CIYTye MiHIMalbHA KUTBKICTH aTpUOYTIB,

BU3HAUYEHHS MICLIE3HAXOHKEHHS 1 OI[IHKA HaBYAJILHUX 00’ €KTIB.
ATpuOyTH HaBYaJIbHUX 00’ €KTIB:

1. THII,
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2. IM’ ST BIACHHKA;

3. IM’s1 aBTOpA;

4, dopmar 00’ekTa;

S. TEPMIHU MOLIUPEHHS.

3a HEOoOXiHOCTI, CTaHAAPTH MOXYTh BKJIIOYATH OIMHUC B3a€EMOJIII CTyIEHTa 1
BUKJIaa4ya, CTWIb BHUKJIQJaHHS, pIBEHb OTPHUMaHHS 3HAHb 1 IMJATOTOBKA
CTYJCHTA.

Monenb ymakoBku 3micty IMS, cTBopeHa juisi BU3HAYEHHS CTaHAAPTOHOTO
HA0Opy CTPYKTYp Jisi 0OOMiHY HaBYAJIbHUMH MaTepialaMu B YMOBax [HTEpHETY.
Merta cnenudikairii cyMiCHOCTI TUTaHb 1 cUCTeM TecTyBaHHS IMS — po3mmputu
MOJIMBOCTI KOPHCTYBaYiB, €KCIIOPTYBATU 1 IMIIOPTYBaTH MaTepiaiu, a TaKOXK,

3pOOUTH CYMICHUM 3MICT HaBYaJIbHUX MPOTPaM 13 CUCTEMaMH OIiHKH.
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1.3 IIporpamui TexHO010Tii Ta cepeoBUIIa PO3P00JIeHHA BipTYyaJlbHUX
Ja6opaTopuux podit (Unity, Unreal Engine, CryEngine, Autodesk 3ds
MAX, Blender, Visual Studio)

Unity

IcTopin

@ Unity

Puc. 1.4 Jlorotumn Unity

VY 2006 pori irpoBuii nBuryH Unity, skuii OyB 3anmynieHUi poKOM paHilie
1 J1aB TIOIITOBX PO3BUTKY Irop, mepeMir y kareropii «Haiikpaiie BUKOpUCTaHHS
rpadiku Mac OS X» B Apple Design Awards Apple Inc, 3ronom nogas miarpu-
MKy i Microsoft Windows Ta Be6-Opay3epis.

Hezabapom y 2007 pori Oyio 3anymeHo Unity 2.0. Bin maB 50 HOBHX
MOJKITUBOCTEH, BKIFOUAIOYH ONTHUMI30BaHUMN JBUTYH MICIIEBOCTI IS ETATHHUX
3D cepenoBuin, AUHAMIYHUX TIHEH y PEXKHMI PEaTbHOTO Yacy, CIPSIMOBAHHUX
MIPOMEHIB Ta BOTHIB TOIIO. J[JIsI cCTBOpEeHHsS 0araTOBUKOPHUCTOBYBAHUX Irop OC-
HOBI1 npoTtokony User Datagram, nis po3poOHUKIB OyB BKIIOUEHUN MEpEKEBUIA

pIBEHb.
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VY 2008 porti Unity nonas niarpumky iPhone mis komnanii Apple, i 3aciy-
T'yBaB Ha MMOBary 3i CTOpoHH po3poOHuKiB irop mist 10S. TIpouec po3BUTKY TpH-
Bae 1 2010 poxy Oyno 3amymeno Unity 3.0, skwuii 3a0e3neueHnii QyHKIIISIMH, 10
JarTh Ok rpadiuHi MOKIMBOCTI HACTIJILHUM KOI FOT€paM Ta KOHCOJISIM.

Takox Unity 3.0 mepenbadae iHTerpamiro iHcTpymeHty Beast Lightmap
Illuminate Labs '‘Beast Lightmap, BigkiaaeHe Bi3yai3alli€ro, BITYM3HSIHE BiO-
OpaxxeHHs mpu@TiB, BOYIOBAaHUN pEIAKTOP AepeBa, aBTOMaTHYHE yJabTpadioe-
TOBE BimoOpakeHHs, ayaiopinbTpu. Unity 3.0 mixrpumye Android.

VY 2012 Unity Technologies nocrasuma Unity 4.0, sika momana DirectX 11,
i miaTpumky Adobe Flash, HoBi incTpymenTH 11 animariii Mecanim ta goctyn
710 TIOTIEPETHBOTO Meperisaay Linux.

3a momomororo irposoro asuryHa Unity Facebook inTerpyBaB xomruiekT
PO3pOOKH MPOTrpaMHOro 3a0e3neUeHHs I irop a uepe3 3 poKH KOMMaHIs Po3-
pobwiia HOBY irpoBy miatdopmy s [1K.

3 MeTOor 3pOoOUTH ITpU 3arajibHO JOCTYIHHUMH, ITPOBUM JBUTYH TIPOIOB-
KYIOTh yIOCKOHamoBaTH. 3’siBisseThest Unity 5.0, mo mpomoHye riio0anbpHe
OCBITJICHHS B PEXXHMI PEabHOTO Yacy, MOTEpeHIN Meperis] CBITIIOBOTO BiJO-
opaxenns Cloud Cloud, HoBy aymiocuctemy Ta ¢izuuauii 1uryH Nvidia PhysX
3.3.

VY 2015 portri mpoIoBKY€ETHCS BIOCKOHANICHHS Bepcii, B 4epBHi B Unity 5.1
OyJ10 BUTIPABJICHO PsAJl MOMUJIOK 1 3pobieHo miaATpuMKy VR (BipTyallbHOI peas-
HOCTi). 3roJIoM B IIbOMY X poIli oHoBiIeHO Unity 5.2 3amaHi HOBI MOXKIIUBOCTI
JUIS pO3POOHUKIB AOJATKIB ITiJT aHAPOid, U1 pOOOTH 13 3BYKOM JIOJAHO MiATPH-
MKy Spatialization APl mns momyneii posmupenHs aymio. Y Bepcii Unity 5.3
onoBiieno MonoDevelop, oqHouacHe penaryBaHHs IEKUTBKOX CIIEH, IHCTPYMEHT
s 2D, aBromatuyHe TectyBaHHs. OnTuMizanis rpadiku, BKIOYHO 3 HOBUM
snapom OpenGL, ekciepumenTanbhaa migTpumka Metal B OS X 1 oHOBIIeHA cHC-

TeMa yacTuHOK. [lokpamena nigrpumka WebGL u 10S 9, niaTpuimka iHTErpoBa-
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HUX BHYTPILIHBOITPOBUX MNpuadaHb. JlogaHa ekcrepemMeTalbHa MiITPUMKA
DirectX 12.

Bepcii Unity 5.4 nokpamwmiu rpadiuauii penaep, aonpaimsosano VR mia-
ThopMy, JOJIaHO HOBI J3epKalibHI €(eKTH, MOKpalleHo iMnopT rpadiki. Haii0i-
JpIIMM HOBOBBeaeHHsAM B Unity 5.5 2016 pomi crama minrpumka Microsoft
HoloLens.

Cinematic Image Effects nmpencrasuno Unity 5.6, nogasim epexTr oCBiT-
nenns ta miarpumky Nintendo Switch.

[MpeacraBnennii Unity 2017 neMoHCTpye ABUTYH BioOpaxxeHHs rpadiku
B peaJbHOMY 4aci, Kiacu@ikaliio KOJb0piB Ta CBITOOYyBaHHS, aHAIITUKY OIle-
pariiif i 3BITHICTh PO MPOAYKTUBHICTH, TOOTO turanu Unity Technologies Bu-
ALK 3a MeXI Bijeoirop. 3aBasku yAocKoHaaeHHI0 kamep Cinemache Bunukia
MOJKJIUBICTh CJIIIyBaTH 32 00’€KTaMH 1 MEPEMHUKATUCH 32 TPUMEPAMH, a TAKOK
3MIHIOBaTH 00’€KTH 300pakeHb. BrpoBamkeno iHcTpymeHnT Post - Processing
Stack, sikuit 00’ eaHY€E B c001 BCi Bi3yalibHi e(DeKTH.

VY tpasui 2017 npeacrasiaero Unity 2018, npoaosxkyeTbes poboTa po3BH-
TKy Bepcii kommimsatop Ha onoBi LLVM (Low Level Virtual Machine), pizui
KOHBEEPH JIJIsi pi3HOrO piBHA rpadiku. s MigBHINEHHS MPOAYKTUBHOCTI I'pU
BIIPOBA/KEHO cucTteMy irpoBoro koay C# Job System st migBUIIIEHHS MPOTYK-
TUBHOCTI TPH.

VY 2019 pomi BIOCKOHAIEHO KOHBEEPH peHAEpeHry. [ns KypyBaHHS 3a-
CTaBKaMU 4epe3 TpUrepu BIpoBapkeHo iHcTpyMmeHTt Timeline Signals, ctBopeno
MOJKJIMBICTh OHOBJIFOBATH irpu. B 1ipoMy *k porii nepedymoBaHo sapo Unity Ha
6a3i DOTS (Data-Oriented Technology Stack) 3 BukopuctanHsM 6araTonoToko-
BOCTI ITpoIIecopa.

Unity 2020 mie OuabIn BAOCKOHAIIOETHCS: JETAIBHIIIMMU CTAlOTh 1HHOP-
Mallisi po HaboOpH pecypciB 1 1X MOMWIKH, HaJalITyBaHHS OO’€KTIB y CLEHI.

BBoasiThCS HOB1 IHCTPYMEHTH HAaJlaroJKEHHSI KOJy, MPUCKOPIOEThCS 00poOKa
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CTpaiTiB, cUCTEMa Bi3yallbHOTO CTBOpEHHs ckpuiiB Bolt, a Takox onTumizoBa-
HO poOoty 3 VR, 1 nonano niarpumky HDR-aucmniei. [{ns oliHKY CHIOKUBAHHS

pecypciB rpoto, 3amyiieHo iHctpyment Profiler.
Unreal Engine

IcTopis

UNREAL

ENGINE

Puc. 1.5 Jlorotunt Unreal Engine

B 1998 pomi Epic Games po3po6us irposwmii auryH Unreal Engine, nHa
OCHOBI SIKOT'0 po3p00JieHO Oe3iiu mpoekTiB. CaMe 1eil IBUTYH CTaB MIOHEPOM B
PO3BUTKY BiJI€OIrop, a CTBOPHB HOTO MPOrpamicT, 3aCHOBHHMK Kommanii Epic
Games, Tim Cyini. I[Ipoextn Tima CyiHi BUKOPHCTOBYBAIUCS B 0aratbOx KyJb-
TOBUX MPOEKTaX 1 Oy KOHKYPEHTHO CIIPOMOKHUMH, BOHU J1aJid MOIITOBX PO3-

BUTKY BIZICOITOP.
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ITepma Bepcis apuryna Unreal Engine 1.0 Buitiia 24 poku ToMy i 3pasy
x uriepeqwia asuryH id Tech 3, 6o Brirouana: rpadivHUi ABUTYH, (i3UWIHUAN
JBUTYH, YIpaBJIiHHS (PaiIoBOIO 1 MEPEKEBOIO CHUCTEMAaMH, IITYYHUN IHTENEKT,
roToBe cepenoBuine po3pooku irop UnrealEd. MepexkeBuit CKIagHUK ABUTYHA
O0yB kpoccruiargpopMeHHUM 1 TpaBii Windows MOTIM TpaTh Ha OJHUX CepBepax
3 rpaBuamu Ha macOS. Cam ke nBuryH mnpaimroBaB Ha macOS, Windows,
PlayStation 2 i Xbox.

Oco6muBicts Unreal Engine nonsirana B ToMy, 10 ABUTYH OYB BEKTOP-
HUM, TOOTO TIpaIfOBaB 3 rpadaMu CIIEHH, SKUH € CTPYKTYPOIO IO MICTUTH MIPOC-
TOPOBE ysBJIEHHS TpadigyHOiI CIICHH 1 JOIOMAarae 3HaWTH JIOTIYHUN 3B'SI30K MIXK
00’extamu. Lleif JTOT1YHUH TaHIFO)KOK B3a€MOTIOB’ SI3aHUX 00’ €KTIB CIIPOINYE Ha-
MUCAHHS TPHU 1 B3aEMO/I1I0 00’ €EKTIB I'PH.

Unreal Engine mas i in1ri ocodauBocti: SKybox, Texnomoris warp.

Skybox — 1e mpoekTyBaHHS Ha MOBEPXHIO 1 MaJIOBaHHS 3 I1HIIOI TOYKH,
BiH BijoOpa)kaB 3BOPOTHIO TpaHb IOJITOHIB 13 HAKJIQJCHOK TEKCTYpOI Ha
00’€eKT. 3aBIsKHU NMPUKHOMY MamITaOyBaHHS TEKCTYP BigoOpa)kanaocs peaaicTUIHE
HABKOJIMIITHE cepefoBHIle. BUKOpUCTaHHS MYJIbTUTEKCTYPYBAaHHS [103BOJISIIO
TOMOTTUCS €(EKTy TPUBHUMIPHOCTI IMOBEPXOHb, 3’SIBUBCS €(PEKT rajo HABKOJIO
JOKEpEIT CBITIIA.

Texnonorist BapmiHTy (Warp) — 1€ MOXJIUBICTh MPU MPOMaIbOBYBaHHI 3a-
MIHIOBaTH 300paKeHHS OJHIET MOBEPXHI MPOEKIII€I0 300pakKeHHs 1HIIY, Mapase-
JbHY TTOBEPXHIO.

Henomik: st TeXHOIOT IS BUTIIsIANIA Y TP1 SIK MOPTAJIH.

Yepes pik asuryH 0ysio onosiaeHo, Unreal Engine 1.5 maB nunpoBy aHi-
MaIIifo JUIsl IEPCOHAXKIB, Po3alTbHA 3MaTHICT 30impmmiacs 1024x1024, BeneHo
CUCTEMY YaCTHHOK, IO po3mmuproeThes, Texaomoriro S3TC. [aTerpoBano apyry

Bepciro pepakTopa Unreal Ed.
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B mam wac mepma Bepcis IBUTYHA, HEIOCTYIHA IS JIIIEH3YBaHHS, alie
BUXIJTHUN KOJ JUIsl 30upaHHs (paiiiniB sl IEPCOHAIBHOTO BUKOPUCTAHHS TOIIH-
proeThest 3a Bepciero Unreal Retail. Ha Unreal Engine Buiinuio Oinblie aBaaisaTa
irop, ane Haiikpamoro craia Unreal Tournament.

Unreal Engine 2 y 2002 pori Unreal Engine 3a3naB nepeTBOpeHb, MOBHIC-
TIO TIEPETHCAHE SIPO Ta MEXaHI3M PEHIICPUHTY, IHTEIPOBAHO TPETIO BEPCIIO pe-
naktopa Unreal Ed. ®@isuunuii ABUryH cTBOpeHo iHImUM BuaaBiieM Karma. J{Bu-
I'YH MaB psJT OCOOJMBOCTEH: PiIKy MOBEPXHIO, KA CKJIAJanach 3 BEIUKOI KiTb-
KOCTI TMOJITOHIB IO IMITYy€ MOBEPXHIO, MATPUMKY VOIP, po3nizHaBaHHS MOB-
JICHHS, HEPYXOM1 TPAHCTIOPTHI 3aCO0M, Ta TPAHCIIOPTHI 3aCO0U IO KPITUISITHCS
1o iHmmx. EAX 3.0 — 1BUryH TpuBUMIpHOTO 3BYKY, Mepexig Ha ABUryH Karma i
32 — OitHy rpadiky.

Bepcis Unreal Engine 2.5 nanpaBiieHa Ha ONTUMI3AIliI0 IBUTYHA 3aBISKH
nigTpumili DirectX 9, OpenGL 2 1 Pixomatic. Jlomano mitpumky 64 — GITHUX
onepariiiaux cucreM Windows i1 Linux, migrpumky roHikoay (16-0iT), m03Bia
TeKkcTyp po3mupeHo 4096x4096 mikcernis.

Unreal Engine 2X u Runtime 1ie cnemianapHi Bepcii JBUTYHA - B MEPIIOMY
BUITAJIKY U1 Xbox: Oyiu BBeJeHI HOBI Bi3yanbHi edekTH, Taki sk depth of field,
JTUHaMIYHa raMMa-Kopekiris, bloom Ta pi3Hi Bapianii blur.

Unreal Engine 3 po3paxoBana Ha O6ararosiaepni [1IK, PlayStation 3 i Xbox
360. /IBuryH BUKOPHCTOBYE JBa MOTOKH: OCHOBHMH IOTIK 1 MOTIK PEHACPEHTY.
3’sunacs minrpumka Wil, 10S ta Windows RT. HoBwuit nBuryn 3abe3mneucHuin
nigTpuMkoro HDR, momikcenbHHM OCBITIICHHSM, AUHAMIYHUMH TiHsmu, Pixel
Shader 4.0, reomeTpuyHUMU TIEHACPAMH.

®i3uunamic  3MiHeHO Ha PhysX, iHTerpoBaHWi aHIMAI[ifHWI JBHUTYH
FaceFX moninuuB peanicTUUHICTh MIMIKH.

Unreal Engine 3.5 npoiimia nmporiec onTuMi3allii: IBUTYH MOYaB MPaIfo-

Batu 3 DirectX 11, qomano moct o6pooku Ambient occlusion, mis nmokpaineHHs
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ocBiTiaeHHs. [lokpamiena ¢izuka M’IKUX TUT 1 OTOYEHHS, 10 pyHHYeThbes. Ha
JBUKKY BUUILIO OLIBII HIXK CTO MPOeKTiB. L{iHa mMOBHOI Bepcli ABMXKKaA MiAEMHA
TUIBKU BEJTUKUM ITPOBUM CTYIIM.

Unreal Engine 4 — crana HaHOBIIIOK BEPCIEI0 1 MOCTIHHO PO3BHBAETHCS,
BOHA MIITPUMYy€E KOHCOJII moTtouHoro nokoiinas, (PlayStation 4 i Xbox One),
API DirectX 12 i Nintendo Switch.

JlogaHo MATPUMKY OYOK BipTyaibHOI peansHOcTi, SteamVR, HTC Vive
ta PlayStation 4 Morpheus. 3a 101oOMOror0 HOBOi CUCTEMHU PEHACPEHTY 3HUKEHO
HaBaHTaXXeHHs Ha Bigeokapty. HoBuil ¢otopeanictuuna riauOUHA PI3KOCTI
(Depth of Field), nigOuTTs HanMiBIPO30pUX MOBEPXOHBb, MOXKJIMBICTh MEPEMOTY-
BaHHS OCTaHHIX JICKITPKOX XBIWJIMH T€HMIUICIO Y MEPEXKHUX irpax. st cTBopeH-
Hs cripaiiTiB — BOynoBanwmii neuryH Paper2D. Unreal Engine 4 nocuth nomyJsip-
HUHN cepell BETUKHUX 1 MaJIUX CTYIIH, B po3p0oOIIi 3HAXOIUTHCS TyKe OaraTo mpo-

€KTIB.

CryEngine

IcTopis

CRY=NGIN=

Puc. 1.6 Jlorotun CryEngine
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Y 2000 pomui xommanis Crytek po3poOuna ofuH 3 HalBaKYHX JIBUTYHIB,
irpy Ha SIKOMY IO TIPaBIy BBakaroThcs Haiikpacusimmmu. J[Buryn CryEngine
O0yB nipeactaBnenuit Ha BuctaBill ECTS 2000 nnst memMoHCTpallii MOXKIUBOCTEH
Bizeokaptu Nvidia i orpumas no3utuBHi Binryku. Yxe 2002 pori Crytek 3akin-
9B poOOTY Ha/ TBUTYHOM.

Po3poOHuKM 101aM1 HOB1 (PIIKK 1 AOMPALOBAIM ICHYIOUL: PEHAEP, KUl
npaioBaB 3 DirectX 9 i 6e3m0BHO MalltOBaB BIIKPUTI 1 3aKpUTI JIoKarlii, (i3ud-
HY CUCTEMY, Ka MIATPUMYE IHBEPCHY KIHEMATUKY MEPCOHAXKIB, TPAHCIIOPTHI 3a-
cobwu, tina, piquny i rag doll, epextu m’sxoro Tina. HITy4Huii iHTEIEKT TpaIto-
BaB KOMaHJIHO, a 3ByKOBE OTOUYCHHS pearyBajio Ha Jif0 TPaBIls 1 IEPCOHAXKIB I'PH.
[1{0o0 3MeHIIMTH HaBaHTaXXCHHs Ha BimeokapTy mogaHo Geometry Instancing, mo
J1aJI0 3MOTY €KOHOMHTH pecypcH. Y TBUTYHI MIATPUMYBAIIOCS pealibHE MOTIIKCe-
JbHE OCBITJICHHS, 3aJOMJICHHS, 00’eMHI edeKTH Kapy, BiKHA, TIPO30pi
KOMIT FOTepHi jaicriei, Buboicti BimoOpaxkeHHs. Hesakarouu Ha psij mepesar,
npaBa Ha aBUTYH Oyio npoaani Ubisoft a na CryEngine Buiinia Tiiku ofHa rpa
Aion.

CryEngine 2, sxwuii BuiitoB y 2007 poiti 0yB opienToBanuii Ha IIK, 60
KOHCOJII TOro 4yacy Oyiu s Horo 3aciaOkumu. Penmep mpairroBaB Ha DirectX
10, mo maBasio SIKICHI MaJIOHKH 00’€KTIB, 3aBISAKH X64 cUCTeMaM MHPOJYBHICTh
OyJa BHIIIOIO HiXK Ha x86.

3apnsku parallax occlusion mapping moBepxHeBi TEKCTypH MarOTh 0arato
neTajaei, HAaHeCeHUX 0e3 MOJIIroHIB, JHKepesa OCBITICHHS BUTIISIAIOTH PUPOTHO
1 CTBOPIOIOTH M’sIKi TiHI. J[sIKyl04M TexHOJIOTisIM ympaBmiaHs neranizamii LOD
OJIM3BKI 10 KaMepu 00’ €KTH Ta JaHAmadT PEeHACPYIOThCS Y MAaKCUMAIIbHIA KO-
CTi, @ JaJeKi HaBMaKu. 3aBISKH 1[I TEXHOJIOTil OTpUMAIM 3MOTY BiOOpakaTu
cieHu 10 8 KM. JIBUTYH BUKOPHCTOBYE Ha MEpe]l BU3HAYCH1 XapaKTEPUCTUKH PO-

3JIOMIB Ta pyHHYBaHb. 3HAYHO MOKPAIIEHO aHIMAIlI0 JIOJEeH MOJieNIel, TpaHCO-
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pTy. IHTErpoBaHuii peaakTop NepcoHaXXiB HaJa€e MONEPENHINA Meperisa aHiMarii
ycepeneHi pagakropa Sandbox 2.

CryEngine 3 3a3HaB HE3HAYHUX 3MiH: IICHICPU MHIIYTHCS OIHOPA30BO
MOBOIO MPOTrpaMyBaHHS BUCOKOT'O PIBHS, a MOTIM aBTOMAaTUYHO KOMITUTIOIOTHCS
i1 KOXKHY T1aT@opMy, BBEICHHS IEHIepIB ONTUMI3YEThCS Yepe3 HajlalllTyBaH-
HS XYZOKHHKA 1 17 TPUBUMIPHE CEPEIOBUILIE, 1110 AAJIO 3MOT'Y CTBOPUTH «e(eKT
HeBUIUMOCTI». [linTpuMKa 10 4OTUPHOX JKEpPEN CBITIA, KyOiyH1 KapTH, BIAOUT-
TS, TyMaH, J3€pKalbHI CTPYKTYpH TOIIO0 — 3a0e3ledmiia IIeiIepHa mporpama
«Ubershader.

Hoga Bepcis CryEngine 4, sika Buiiniuia B 2014 poiii Bigpi3HsIachk Bif mo-
nepeaHbO1 JINIIIE MATPUMKOIO KoHcoie Xbox One 1 PlayStation 4.

Y 2016 pomi 3’sBasierbess CryEngine V. Bepcist nBmkka Oysa abCOIIOTHO
JIOCTYIHOIO yepe3 ii 6e3komToBHicTh. CryEngine V mas miarpumky DirectX 12,
HoBU APl n03BoJIsI€ peHiepyBaTH HaKpacUBIILY MICLEBICTh 3 HAMEHIINM Ha-
BAaHTAXEHHSM Ha mporecop 1 BizeokapTy. CTBOPEHO HOBY BOJIOMETPUYHY CHUC-
TeMy, ajanTtoBaHo i pobotu 3 VR-mpoekramm, mo ontumizyBaino 3D-
PEHIEPUHT 1 30UIBIIMIIO MPOAYKTUBHICTh, HO CHCTEMa YaCTHHOK JIOMOMOTJIA

c(hoKycyBaTH BCe HaBaHTaXEHHS Ha peJiep3i B pexkuMi peaabHoro yacy Ha CPU.
Autodesk 3ds MAX

IcTopis
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Puc. 1.7 Jlororunt Autodesk 3ds MAX

VY 1988 pori Gary Yost po3poOuB nporpamy 3a0e3nedeHHs s poooTu 3
3D mopemoBanHsMm - 3D Studio i BcranoBuB BigHocuHM 3 Autodesk. Tom
Hudson po3smodaB poOOTy Ha MpOrpaMHUM 3a0e3MEUEHHSIM JIOJATKy Ui MOJIe-
JIOBaHHS 1 PEHIEPEHTY, B ssIkoMy Oysio wotupu Moxayii: Shaper, Lofter, Editor i
Material Editor. 3 mpuxomom apyroro po3podnuka Dan Silva B kommanito 0ys10
IPEACTABIICHO PO3POOJICHNI HUM IT’ATHH Momynb keidperiminr. 3D Studio me-
perBopmiiack Ha nporpamy mis 3D amimarii. Autodesk pasom 3 rpymoro Yost
suganu peaiz 3D Studio DOS y 1990 pori.

3D Studio R2 y 1992 pori Buitmos 3D Studio R2, B sskomy Oyiio BBeieHO
iHTepdeiic IPAS nns mnariniB, oOpoOHHKIB 300paXkeHb Tak MPOIEAypHE MOje-
mroBanHs, 3MiHu GUI. 3anumaBcs HemomiK: He3py4YHe NMEePEMUKAHHSI MK MOJY-
JISIMH.

3D Studio R3 wuitmmoB y 1993 porii i MaB psiJ HOBHHOK: JIBA HOBHX BUIU
PO3IIMPEHB JIsi 00poOKH OiTMAITB Ta KEH(DPEMIHTY.

3D Studio R4 6yB ocranHiMm penizoM i mwiathopmu MS-DOS 1 maB psia
oHOBJICHB: inverse kinematics, shaded preview, keyscript, nepmmii pemi3 i3 mo-

4aTKOBOIO miATpuMKOI0 DXF.
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Komanma po3poOHukiB Jaguar momoBHmiIacs HoBuM wicHoMm Rolf Berteig,
po3poonukoM Moxayis K mms 3D Studio i HamiuyBano derBepo ocib. Moroib
nepconaknoi animariii Cheetah maB cknagHy KoHIENIIIIO 1 3a1I0YaTKYBaB 3MiHU
B apXITEKTYypl 1 Au3aiini Jaguar.

3D Studio MAX y 1995 pomi Autodesk anoncysana 3D Studio MAX mis
mwiargopmu Windows NT na SIGGRAPH y Jloc-Anmxkeneci. Ilicas mporo noka-
3y 3D Studio MAX 6yi0 npencrasieno Ha Autodesk Cad Camp, mro i moksiano
noyaTok Oera — TecTyBaHHIO. Y 1996 pomi BuiimoB peni3 s 1argopmu
Windows NT. V 1996 poui Buiitios peni3 s miatgopmu Windows NT.

Studio MAX 1.0 sumaras Windows NT 3.5 i migTpumyBaB mepiii KapTu
3D npuckopennst 3D Labs GLINT 3 npaiiBepamu Heidi. 3rogom nomamm SDK a
TaKoX OyB anaeut s miarpuMka WinNT 4.

3’sBunack kouneniis Undo y 3D momatky. Po3pobieno Modifier Stack,
Material Editor 1 Animation Controller System O0ynu mokpateni. lomanucst cTo-
POHI1 peHAEPH.

32 - 6iTOBUH 10JATOK, MYJIBTUIIOTOKOBUI 3 00’ €KTO — OPIHTOBAHOIO apXi-
TEKTYpOIO 3 CHCTEMOIO MOCHJIaHb HE 3MIHUBCH 1 joci. e OyB 101aTOK 3 TTOBHO-
I[IHOI0O MOJYJIBHOIO apXITEKTYpOIO, 3aBISKUA IHTEPAKTHUBHIN Tpadili HOBUN 1H-
tpedeiic 3D Studio MAX HEIDI nigHsiBcs Ha ApYTHii piBEeHb.

Cheetah nmporeMoHCTpyBaB MOKJIMBICTH aHIMYBATH BCE 1110 3aBI'OJTHO.

3D Studio MAX R2 na Siggraph 97 y 1997 pori Oyno mpe3eHTOBaHO
Studio MAX R2 B sixomy Oyino nogaHo Ray-tracing y Scanline penaepep 3a 110-
nomororo Raytrace marepiany Ta kapt pospoosnenmmu y Blur Studio Steven
Blackmon ta Scott Kirvan. ¥ Digimation interpoano Lens Effects, Post Effects
i iHcTpymenT w™ogaentoBanHs NURBS. BOymoBana wmoBa mnporpamyBaHHS
MAXScript. TTintpumka OpenGL. Ounosiero NURBS Ta miaTtpuMky iMmopty
VRML.
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3D Studio MAX R3 BwuiimoB y depBHi 1999 poky, skuii cTaB OCTaHHIH
peni3 mig gororunoM Kinetix. ¥ HboMy Oyino nepepo0sieHo 1HTpPEHc 3 METOI0
3a0€e3Me4eHHs MIATPUMKU 1KOHOK 1 MaHeNel 1HCTPYMEHTIB, 10AaHO MIATPUMKY
Anti-aliasing i Super-sampling. ®opmat RPF BukoprcTOBYBaBCS B KOMIIO3UTHH-
ry Paint/Composite, After Effects 1 Digital Fusion.

VY tpaBni 2000 poky 6yB rorosuii koHekTop st 3D Studio MAX R3 no
mental ray stand-alone.

Gmax — Oe3kolIToBHA Tporpama, Burotosiiena Ha Bepcii 3D Studio MAX
3.1. 3a 3agymom Autodesk, i mpea3HaueHHsM Oyiia po3poOKa MojeseH s irop,
OJIHAK BOHA IMIIXOAMIIA 1 IJIs MOYaTKOBOro ocBoeHHS 3D rpadiku.

Discreet 3ds max 4 Bkirodae B ceO0e¢ HOBHHKH: KOHTEKCTHI MEHIO -
QuadMenus i cuctemy HamamtyBaHHs iHTepdelicy kopuctyBaua Actionltems,
pexuM TpeB'ro-peHaepa ActiveShade, HoBui HaOlp IHCTPYMEHTIB Il MOJICITIH-
ry.

byno BumymieHo aBa MPOMIXKHI OHOBJICHHS JJISI KOPHCTYBa4iB 1 OJIUH —
JUISL CTYJICHTCHKOI Bepcii.

Y 2002 poui Discreet Bumyctuna camocTiiiHO cTBopeHuit 3ds max 5. V
Bepcii 3’sBUJIACS MIATPMKA ILJIATiHIB MOMEPEIHbOT Bepcii, ajie rOJOBHUM HOBOB-
BEJICHHSIM CTaB CTOPOHIN peHaep mental ray, i mpocyHyTa MmijicicTeMa OCBITIICH-
Hs y peHaepepi Scanline sika ckimananacs 3 6pyTdhopcoBHil MOTYIb TII00ATBHOTO
OCBITJICHHSI 1 MOJYJIsI POCCISTHOTO OCBiTiieHHsA. Cepea HOBOBBEACHB: 1HTETpaIlis
monyist Reactor, pynkmist Render To Texture, Hosi Transform gizmos, miarpum-
ka mmapiB. 3ds max 5 orpumaB Haropomu: «BuOip pemakmii Bif
NextGenElectronicsy,

«Atomic Hot Bix xypuanxy Atomic Maximum Power Computing.

Hogwuit 3ds max 6 BuMaraB repekoMIuIsmii BCix riariniB. OCHOBHI mepe-

sriteHns: Particle Flow, noBuii Mmoaynas Vertex Paint Ta iHIII OHOBJICHHS iH-

CTPYMEHTIB.
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VY cepnui 2004 poky BUHIIIOB €BOIIOLINHUN anelT, 3aCHOBAaHUN Ha sJIpi
moctoi Bepcii Discreet 3ds max 7.

OcHoBHi ¢ynkiii: inctpymentu B Editable Poly tools — Bridge, Deform,
Relax painting, Soft Selections Painting, onmist Preserve UVs. [linTpumka rene-
parlii Ta peH-IepuHry KapT HopMasiei. mental ray 3.3, 110 BKIItOUa€ meiaepu mi-
JNOBEpXHEBOro po3scitoBaHHsA, Ambient Occlusion 1 miarpumky Render To
Texture.

Autodesk 3ds Max 8 BuiiioB uepes ciMmHaIISTh pokiB 2005 pori. Bin maB
cymicHicTh SDK ' sika 3a0e3neuyBaiia Tpu Bepcii MOCHIb, TOOTO MJIariHU Bi MIOC-
TO1 Ta ChOMOT BepCii MOTIIM BUKOPHUCTOBYBATHCS 0€3 PEKOMIIEIISALIi y BOCEMIH.

[Migpo3ain discreet uepes HabmmkeHicTh g0 Autodesk nepeiMeHoBaHuil Ha
Autodesk Media and Entertainment Division, a mitepa «M» y cioBi «Max» cra-
J1a 3HOBY BEJIUKOIO.

OcHoBHi ¢yHKIii: Asset Tracking 3 MiATPUMKOI CTOPOHHIX PIllIEHb Ta
Autodesk Vault y cran-mapraomy nocragansi, Hair and Fur. BigOymace Benuka
poboTa 1Mo OHOBJICHHIO Ta JI0JaBaHHIO HOBMX (DYHKIIIH Y HAsSBHI IHCTPYMEHTH.

Autodesk 3ds Max 9 — mepiuii pesi3, skuii BUiIoB y 32 - ta 64 - x 0ir-
HOoMy (opmaTi. By mepexkomminboBaHi IUTariHd HOBoMy KommitsTopi Visual
Studio. I'onoBuumu HOBHHKamu ctanu: miarpumka .NET B MAXScript, nigrpu-
mka cumydsariiin HAVOK 3, mokpamena miarpumka mental ray 3.5. ProBoolean
ta ProCutter.

31 oepesns 2008 poxy Autodesk 3ds Max 2009 i peniz 3ds Max 2009
Design. BigminHocTi iXx nojsranu B Tomy 1o 3ds Max maB SDK, a 3ds Max
2009 Design maB Lighting Analysis.

OO6uaBa pemi3u MPOUMIIIA OJHAKOBI JIOCKOHAJICHHS: JIOJIaHO HaBIralir B
ViewCube Tta Steering Wheel, mepepobieHo ¢oTomMeTpuyHi JpKepeiaa CBiTia,

Virtual Frame Buffer, Autodesk ProMaterials.
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HaitBu3Haunimmoro mnojiero 3 gaciB Buxoay 30S max 4 OyB BuXxia perisy
3ds Max 2010, amke B HbOMY 3aKJIaJIeHO OaraTo HOBOBBEJICHB: JIO MPOTPaMH
BKJIIOYCHO HaOip IHCTPYMEHTIB Juis MojeiaoBanHs PolyBoost, 3aBmsku sikum
3’SIBUJIOCS OUIbILIE CTA HOBUX IHCTPYMEHTIB. Y peli3i IpeICTaBIeHO 10 TPbOXCOT
HOBOBBEJICHbB, a Takox Graphite Modeling Tools. Bepcist anst apxiTekTopiB 1 au-
3aifHepiB 3ds Max Design Bximrouana Bci MoskiauBocTi 3ds Max 2010 3a BHHSAT-
koM SDK, takox 1o ii ckiaay BBiinuia TexHojoriss EXposure, imitaiisi cOHsIY-
HOTO CBiTJIa Ta MITYYHHUX JKEPET OCBITICHHS.

OO6uaBi Bepcii Manu HOBI 1HCTpyMeHTH: mpeB'to Ambient Occlusion Ta
Exposure Controls y BikHax mpoekiiii, Containers — s poooTH KiJibkoMa Xy10-
KHUKaMHU HaJl OJHHUM MpoekToMm, miarpumky Soft-shadows. [lomano mapamerpu
no mental ray Global Tuning. ITokpamieno Particle Flow 3acHoBanuii na Orbaz
Particle Flow Tools Box #1, na 6a3i texunosoriii Scene Explorer BnpoBamkeHo
Material Explorer.

XKypuan Game Developers Bigznauus 3ds Max Award sik Haiikpamuii Art
Tool.

[MpesentoBanuii Autodesk 3ds Max 2011 mosuictio migTpumyBaB OC
Windows 7 i maB pemaktop matepianiB Slate Material Editor, momimmierne moe-
JIOBaHHS, JIOKAJIbHE pearyBaHHs KOHTEHHEpiB, BOYIOBaHMI Halip IHCTpyMEH-
TiB aHiMamii. ®yHkiii 3dS Max 103BOJISIOTH 3IHCHIOBATH KOPEKIIIO KOJILOPY,
IPOEKTYBAaHHS KaMepH, BEKTOPHE MalllOBaHHs, KOJyBaHHA. HagaHa MOXIHUBICTh
30epexeHHs y ¢dopMari monepeaHboi Bepcii, MEXaHi3M anapaTHOro PEHACPUHTY
Quicksilver. ImnopryBannus ¢daiinis Google SketchUp.

Haiikpamunm penizom 3 ycix ctaB Autodesk 3ds Max 2012, skuit BuiATIioB
y 2011 pomui. Foro ocoGIMBiCTIO IepenicyBaHHs Sapa MPOrPaMH, 30KpeMa, Bi-
KOH TMPOEKIIIi, 10 MIJBUIIYBAJIO MPOJIYKTUBHICTH Ipalli, PEBOTIOIIMHE OHOBJICH-
HSM CTaJIM BIKHA MPOEKIii, BOHU CTaJu MIBUAIIMMU 32 MONEPEAH1, a TAKOXK HOBA

CHUCTEMAa CUMYJIALIT AMHAMIYHUX 00’ €kTiB Mass FX.
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Autodesk 3ds Max 2013 suitmos y 2012 pomi y ckinazai Autodesk Suites.

[lepeBaru: HoBmit iHCcTpyMeHT Tabbed View mist pobotu 3 HaGopamu Bi-
KOH MpPOEKIIHA, 0AaHO CIMCOK MEHE/KEepa HalallTyBaHHSA poOo4oi 00JacTi
Workspace. State Sets — cucrema 3amucy napamMeTpiB Ta HaJAIITyBaHHS CICHH B
okpeme cxoBuule. JlogaHo inctpymentu mass FX.

Yepes pik puiimoB Autodesk 3ds Max 2014, sk i momepemHs Bepcis y
cxmani Autodesk Suites. Po6oTa HampasiieHa Ha EPENUCYBAHHS Spa MPOTrpPaMu
y pamkax npoekty Excalibur. ITepeBaru: oHOBJICHO BEepXHE MEHIO MTPOrPAMH, I1€-
pepobieno inctpyment Camera Match, qocTynHIimnuMu cTaau 104aTKOBI (QyHK-
1ii box aBa Ta Tpu a1 Particle Flow.

Autodesk 3ds Max 2015 uiimios y 2014 pori. Y peni3i 0ys10 npunuHeHO
nintpuMky 32-6iTHoi Bepcii 3ds Max, 3mineno Ul Particle Flow. /o Scene
Explorer ¢byukiii mapiB. 3Ha4yIIow0 MOMIEI0 BUSABUIOCS HOBOBBeAcHHS Quad
Chamfer. Byno m0CArHYTO MOKJIMBICThH I€peIaBaTH MMEPCOHAXIB B PyCi, OHOB-
JICHO CHUCTEMY aBTOMATHYHOTO CTBOPEHHS HATOBITY, yJOCKOHAJICHO IHTErparii
3ds Max i After Effects, momano 06’ ekt xmMapa ImiKCeiB.

Autodesk 3ds Max 2016 Biapi3HsSIBCS BiJ MOMEPEAHIX PEITi3iB BiACYTHICTIO
noiny Ha 3ds Max Ta 3ds Max Design.

I'onoBHOIO mepeBarofo cranu inctpymenta Open SubDivision, HoBa Tex-
HOJIOT'ISL 1711 POOOTH 3 BUCOKOIOMIroHaIbHUME 00'ekTamu OpenSubdiv, po3po6-
neHorw Pixar, 110 103BOJMIIO MpaIioBaTH 3 00’ €KTaMH, BUKOPUCTOBYIOUH PeCyp-
cu CPU ta GPU mapanensno. «CxematnyHuil iHTEphENHC CKPUNTUHTY» J03BO-
JIB CTBOPIOBATH 00’ €KTH Ta MOIU(]IKyBaTH iX.

Autodesk 3ds Max 2017 OyB HaWTipmuM 3a BCIO ICTOPIiIO peii3iB, TOITY-
IICHO PsJT HEJOMIKIB, BUKJIIMKABIIHA HE3aJ0BOJICHHS KOPHUCTYBadiB: HE IHTETPO-
Banuii Mental ray, minrpumka HiDPI. € nuae nmokpamenns Oyino Boolean.

Cepen HoBOBBeJcHb HacTymHoro pemizy Autodesk 3ds Max 2018 craio:

MOXJIMBICTh TONEPEAHBOTO MEPErisay HUISIXY aHIMOBAaHUX OO0 €KTIB y BIKHAX
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npoekiii 3aBasku Motion paths. Mental ray saminuna interparis Arnold. Butsr
iHpopmarlli 6e3nocepeHb0 3 MOJEINI 1 BUKOPUCTAHHS JUIsl Mepenadl mpo 1HIIi
Tt Moaudikamii crano mMoxmBuM 3apasku Data Channel Modifier, a mox-
JIMBICTh 3MIITYBATH CTUKH PI3HUX TEKCTYpHHX KapT - Blended Box Map. 3 ueps-
Hs1 2017 poky y 3ds Max 2018 6yno Bkimroueno 3ds Max Interactive, iHcTpyMeHT
peanpHOTO Yacy, 3acHoBaHul Ha Autodesk Stingray, ne asuryn VR, sikuii Bnoc-
xoHanuB 3dS Max anst CTBOpeHHs iHTepakTUBHUX Bi3yanizaiiit. Arnold Render
OHOBJIEHO 0 Bepcii 5.2 Ta BiH MIATPUMYE 3aMiKaHHS TEKCTYyp. 3a0e3neueHo mij-
tpuMky Open Shading Languafe 3 6ibmn Hidk 100 BKIFOYSHHX IIEHICPIB.

Autodesk 3ds Max 2019 0yB cupssmoBanuii Ha oHoBaeHHs 2018.1, 2018.2,
2018.3, 2018.4.

Autodesk 3ds Max 2020 mpomosxkye pobory mo onosienHro 2019.1,
2019.2, 2019.3 ta 2020.

Byno mokpaiieHo mpoaykTuBHicTE Animation Preview, BiIHOBICHO MO-
audikarop Chamfer i mpogosxeno podory Hag OSL shaders.

Hactymmoro mozenio craB Autodesk 3ds Max 2021 sikuii BuiinmioB y oepe-
3H1 2020 poky, HOBUM aTprOYTOM cTajla HaJaHa MOXKJIMBICTh PO3POOHUKAM TLIa-
TiHIB HE MEePEeKOMIUTIHOBYBATH IUIAriHH, a TaKOX BIIKIIOUWTH YCTAHOBKY
Autodesk Material Library B ycTaHOBHUKY. 3’sIBHJIaCh MOJIMBICTh aBTOPU3YyBa-
THUCS ITiJ] CBOIM 00JIIKOBUM 3amurcoM, BctaHoBUTH 3dSs Max 2021 npsMo 3 XxMapu.
Hoguii inTepdeiic 3 miHIMHUM BiOOpaXEHHAM MapamMeTpiB Ta MIATPUMKOIO
ckpuriB, PBR, OSL mreiinepis Ta MikkT Normal maps — e Bce po6oTa 1o BJio-
CKOHaJIeHHIO Bepcii. Bynmo momano noBry miarpumky Physical Material y ¢popma-
Ti FBX, a Takox miaTpumKy mis po3paxyHky weighted normals Ta 3acTocyBanHs
1o mozeneit y 3ds max. JlogaHo Kibka QGyHKITIN IS TPOIEHOTO BUKOPUCTAHHS

PBR texHOm0r1# Yy BiIKHaX MPOEKIIiil Ta peHACPUHTY.

Blender
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IcTopis

@blendeﬁ

Puc. 1.8 Jlorotun Blender

Y Hinepnangax y 1988 poii Tonom Poszenganem Oyino 3acHOBaHa Haiire-
pcriektuBHima B €Bporni NeoGeo. [ls xomrmanisi cTBOproBajga MPOAYKIIIIO IS
BEJIMKUX KOPIOPATHBHUX KJIIEHTIB cepen sikux OyB Philips. Ton 3aiimaeTscs xy-
JIO’KHIM HAIpsIMOM 1 MUTAHHAMH PO3pOOKH BHYTPIIIHBOTO MPOTPaMHOTO 3a0e3-
neuenusa. Y 1995 pomi 6yio crBopeno makeT 3D moxaemoBanui — Blender.

VY 1998 porii Pozenpanem 3acHoBana godipus kommanis Not a Number mis
nojanbiiol po3pooku Blender. 3agymkoro aBTopa Blender 6yma pospodOka 6e3-
KOIIITOBHOT'O KPOCIIaTGOPMEHHOT0 MaKeTa MojemtoBanHsA. Y 1999 pomi komma-
aist Not a Number npexncrasuna Blender mupokomy Koty KopucTyBaviB Ha KOH-
depennii SIGGRAPH, ne BiH 3aB0I0BaB CUMIIATIIO BIJBiyBaviB.

Baitky 2000 poky 6yno sumyiieno Blender Bepcii 2.0, B ssxuit 0yino goaa-
HO IHTETPOBAaHUMW IrPOBHMA NBHUTYH, 1 KUIBKICTb KOPHUCTYBAdiB IMEpPEBUIyBaIa
250000.

VY 2001 pomi BuitimoB nepruii komepiiiauii mpoaykt Blender Publisher,
AKui OyB HAIUICHWH Ha PUHOK 1HTEPaKTHUBHOI BeO — opieHTOBaHOi 3D — menia
MIPOTYKITI.

Yepes komepiriitai Herapazau Tod Pozennans OyB BUMYIIEHNN 3aCHYBaTH
He KoMmepliiHy opraHizanito @ouny Blender, sikuit MaB Ha MeT1 IPOJIOBXKUTH PO-

3poOky Blender, sik rpomMaicbkoro mpoekTy 3 BIIKPUTAM BUXIITHUM KOZOM.
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13 xoBTHs 2002 poky Blender Oy BumymieHnii Ha yMOBax rpoMajiCbKOi
minen3ii GNU. OugomoBana Tonom PosenOenem po3poOka Blender tpusae mo

UX TIp.
Bepcis Blender:

. 1.00 — ciyenp 1994 poky: Blender y po3poOui Ha aHiMamiiHIA CTymii
NeoGeo;

. 1.23 — ciuns 1998 poky: Bepcis SGI, onyOnikoBana Ha BeO, IrisGL;

. 1.30 — kBitenb 1998 poky: Bepcii aiis Linux ta FreeBSD, nopryBanns Ha
OpenGL ta X11,;

. 1.3x — yepBenb 1998 poky: 3acHoBano NaN;

. 1.4x — Bepecenb 1998 poky: Bunymeno Anbga-epcito 15 Sun Ta Linux;

. 1.50 — mucronazn 1998 poky: Onyo6aikoBano nepiuii [TocioHuK;

. 1.60 — kBiTenb 1999 poky: C-key (HOBI pyHKIIIT 03a OJI0KyBaHHIM, $95),
BunymeHo s Windows;

. 1.6X — uepBenb 1999 poky: Bunymeno qist BeOS ta PPC;

. 1.80 — gepBens 2000 poky: Kinenp C-key, Blender 3HOBY cTaB OBHICTIO
0e3KOIMTOBHUM (O€3KOIITOBHUM);

. 2.00 — ceprienp 2000 poky: 3D-iHTepakTUBHHMI Ta pealbHO-4aCOBHU PY-
Cli;

. 2.10 — rpynens 2000 poky: HoBwuii pyciii, ¢izuka ta Python;

. 2.20 — ceprienn 2001 poky: Cuctema aHimarlii nepcoHaxiB,;

. 2.21 — xoBtenb 2001 poky: 3anyck Blender Publisher;

. 2.2X —rpynenb 2001 poky: Bepcis nns macOS;

Bepcis Blender «Open Sourcey:

o 2.25 — xxoBtenn 2002 poky: Blender Publisher crae ButbHO gocTymauM, Ta

CTBOPIOETHCS €KCIIepMMEHTaIbHe AepeBo Blender’a;
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2.26 — motuii 2003 poky: Binkputo-mxepenbauid Bunyck Blender’a;

2.27 — TtpaBenb 2003 poky: Binkputo apyruii JKepelbHHIl BHITYCK
Blender’a;

2.28X — munenb 2003 poxy: [lepunii Bumyck i3 cepii 2.28X;

2.30 — xoBtenb 2003 poky: [lonepeaniit Bunyck 2.3x Ul, npencrasieHuit
Ha apyriid Kondepenuii Blender;

2.31 — rpynens 2003 poky: OHOBJIEHHS TIpoeKTy A0 cTabinbHoi 2.3x Ul;
2.32 — ciuenb 2004 poxy: Benukuii neperisia 3AaTHOCTENH BHYTPIIIHBOTO
300paK€HHs, PeHJICPUHTa,;

2.33 — xBitenb 2004 poky: IrpoBuii pyIniil moBepTa€ETHCS, HOB1 POLEAYP-
Hl TEKCTYpH;

2.34 — cepnenb 2004 poky: Bzaemonii wactunok, LSCM posknananus
UV, dyukiionansHa iHTerpaiis YafRay, BUBaKeH1 CKIaAKU y TIAMOIE-
HUX MMOBEPXHSIX, TPAI€EHTHI e IepH;

2.35 — mucromnan 2004 poxy: IloBHOIIIHHI MOJIMIIEHS: TaYKH 00’ €KTIB,
nedopmMalrii KpUBUX Ta 3BY)KCHHSI KPUBHUX, TyOIIKaTOPH YaCTHHOK,

2.36 — rpynenb 2004 poky: CrtabinizoBaHa Bepcisi, TOKPAIIEHHS PO3Kia-
JTaHHS HOpMaJiel Ta 3MIIeHHS 1X;

2.37 — uepBenb 2005 poky: [HCTpymMeHTH TpaHCchOpMaIliil a TaKoX BiKe-
TH, M’SIKi TiTa, CHJIOBI IO, BIIXWISTHHS, MMPUPICTHE IMIAMOAIIICHHS MTOBE-
PXOHB, MMPO30Pi TiHI Ta 6araTo-MOTOKOBHUI PEHJICPHHT;

2.40 — rpynennr 2005 poky: [loBHa mepepoOJIeHHS CHUCTEMHU apMaTypH,
KITt04i hopM, XyTpa, piIUHA U TBEP/I Tina;

2.41 — ciuenp 2006 poky: baraTo BumpaBieHb a TaKOX T0OABICHI JMEsAKi
¢ynkiii [rpoBoro Pymris;

2.42 — muniens 2006 poxy: Bumyck By3iiB, MoaudikaTop MacuBy, BEKTOP-

HE PO3MUTTA, HOBUM (PI3UYHUN MEXaHi3M, PEHIAEPUHT, CUHXPOHI13a1lisl I'y0;
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2.43 — motuit 2007 poky: CiTkH 3 6araropa3oBo0 po3AUIbHOIO 3/IaTHICTIO,
OararomapoBi yJabTpadioaeToBl TEKCTYpH, OaraTomapoBi 300paKeHHs Ta
OaraTonpoxijHa Bi3yaiizailis Ta 3amikaHHs, CKYJbITYpYBaHHS, PETOMOJIO-
risi, KUTbKa J0JIaTKOBUX MaTiB, BY3JIM CIIOTBOPEHHS Ta (UIbTpallii, mMoKpa-
IICHHS MOJICJIIOBAHHS Ta aHIMallii, Kpalle MaJFOBaHHS KUTbKOMa MEH3IsI-
MU, YaCTUHKHU DPIAMHHU, MPOKCI-00’€KTH , MEPENUCyBaHHS CEKBEHCOpa Ta
NOCT-IIPOAAKIIH Y D-TeKCTYypyBaHHS,

2.44 — tpaBenb 2007 poxy: Benuki HOBUHH, Ha HOJATOK JO JIBOX HOBUX
MoaU(IKAaTOPiB Ta BIAHOBIEHHS MATpUMKU 64-OitHux OC, Oyno noaaHo
MiIMOBEpXHEBE PO3CIIOBAHHS, SIKE IMITY€ PO3CIIOBaHHS CBITJA ITiJ MMOBEP-
XHEI0 OPTaHIYHUX Ta M’ SIKMX 00’ €KTIB;

2.45 — Bepecenb 2007 poky: BumpaBieHHs MOMUJIOK HIOJIO AESKUX MPO-
0JIeM TIPOTYKTUBHOCTI,

2.46 — tpaBenn 2008 poxy: Bunyck Peach ctaB pe3ynbpTaTom Beande3HHX
3ycwib noHaz 70 po3poOHUKIB, sIKi 3a0€3MEeUnIN TOKPAIIeHHs BOJIOCCS Ta
XyTpa, HOBY CUCTEMY YaCTHHOK, MOKpAIEHUN Tepersiy 300paxeHb, TKa-
HUHY, O€3IIOBHUI 1 HEHAB SI3MUBUMA Kell (i3UKH, TOKpaIlyodu BigoOpa-
xenHs, AO Tta render baking, monudikatop Mesh Deform s m’s3iB TO-
110, Kpallla miATpUMKa aHiMaIlii 3a JOIOMOTO0 IHCTPYMEHTIB apMaTypH Ta
MaJFOBaHHA, 00pOOKH MIKIpH, KOJIBOPOBOTO PelaKTOpa Jiid;

2.47 — cepriern 2008 poky: Bumyck BumpaBieHHS Ba;

2.48 — xostenn 2008 poky: Peniz Apricot, meitnepu GLSL, miacBiguyBaH-
H1 Ta mnokpameHHs GE, 3HiMKu, cumynstop HeOa, wmomudikaTop
Shrinkwrap Ta mokparmienns pexaryBanas Python;

2.49 — gepBenb 2009 poky: ba3oBani Ha By3lax TEKCTYpH, HAPUCYBaHHS
apMaTypu, TMOKpallleHHs OyleBUX omepaliid 13 CITTI0, MiATPUMKa
JPEG2000, mpoekiiiiHe MaatOBaHHS JJIsl MPSAMOTO MEPEHOCY 300pa)KeHb

Ha MOJIENI, a TaKOX 3Ha4YHMM Katanor ckpuntiB Ha Python. Tlokpamienus



33

I'pOBOTO pyIlisi, OHOBJIEHHS pyuisa ¢i3uku Bullet, kynonbHuii peHaepuHr

Ta 0arato BukiIukKiB 3 API GE;
Blender «Ilepenuc komxy»:

2.5X —3 2009 no cepnienb 2011 poky: ¥V wiit cepii Oyino BUMYLIEHO YOTUPU
nepen-pepcii — pre-version, Big Asnbda 0 y nmuctonani 2009 poky a0 bera
y nunHi 2010poky 1 Tpu crabuibHi Bepcii 13 2.57 - kBiteHb 2011poky mno
2.59 - cepnienb 2011 poky. Lle oauH 3 HaOLTBIIT BaXIJIMBUX MPOEKTIB PO3-
POOKH 3 TOBHUM IEepepOOIEHHSIM MPOrpaMu, 3 HOBUMHU (PYHKUISIMH, TIepe-
Oy/10BOI0 BHYTPINIHBOTO BIKOHHOTO MEHE)Kepa Ta CUCTEMU OOPOOKH IMO-

JIH/IHCTPYMEHTIB/1aHKX, a TakoK HOBUM Python API,
Blender «ITokparienns i Ctabini3yBaHH»:

2.60 — xxoBTeHb 2011 poky: IHTepHaIioHaI3aIis 1HTEpdEhCY KOPUCTYBa-
Ya, TIOKpAIlleHHs Y CUCTEMI aHIMallii Ta IrpoBOMY pYIIIii, TPyl BaroMoc-
Tel BepmnH Moudikaropis, 3D ayio 1 BiJieo Ta BUMIPABIICHHS Ba;

2.61 — rpyaens 2011 poky: Pennepep Cycles 6ymno nomano y croBOyp, a0-
JaHO BIACTE)KyBad KaMepH, JUHAMIUYHE MaJtOBaHHS JIsI MOJAU(IKyBaHHS
TekcTyp, Moaudikatop «Okean» aJs IMITaIlll OKeaHy 1 IMHU Ha HOro mo-
BEPXHi, HOBI JOJIaTKH, po3mmpeHs Python API;

2.62 — motuii 2012 poky: byma nonana 6i6moreka Carve library ams mok-
pamieHHss OyneBHX oOlepaiiid, aojaHa MiATPUMKA I BIACTEKEHHI
00’ekTiB, nomano monudikarop «IlepedymoBa», MOKpameHHS MaTpUIll K
BekTOpy y Python API;

2.63 — xBiTens 2012 poky: Bmesh 6yno 06’enHano y cToBOyp 3 MOBHOIO
MIATPUMKOIO n-O1YHMX MOJIrOHIB, maHopaMmHa kamepa aias Cycles, m3ep-
KaJIbHO-KYJIbOB1 TEKCTYPHU CEPEOBHUIIA Ta TEKCTYPHU 3 TOUYHICTIO TIMCHUX

Yyuces, MAacKOB1 IIapu ISl IIapiB peHjaepa, 3aropojia OTOUYEHHs], MOKa3 B
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orsABIKHI (POHOBUX 300pakeHb Ta 1apiB peHaepa. HoBl qogatku iMmop-
Ty Ta €KCHOPTY;

2.64 — xoBTteHb 2012 poky: JlogaHo penakTop Macok, a TaKOX IMOKpaille-
HUI TpeKep pyXy, MOKpAIIEeHHs LUKIIIB, MOKPAIIEHHs! CEKBEHCOpa, Kpalli
IHCTPYMEHTHU CITKHM, HOB1 BY3JIM KJIIOUiB, MAaCKyBaHHS CKYJIBOTYpH, MOK-
pamenns Collada, HoBuit Mmoau@dikaTop MIKipy, HOBUM KOMIIO3UTHHT O€K-
€HJ] BY3JI1B;

2.65 — rpyaensb 2012 poky: [lokpamieHHs: CHCTEMH BOTHIO 1 AUMY, aHI30T-
pomiunuii meinep ans Cycles, mokpauieHHs Mmoaudikatopis, 3acid Ckocy
TeTiep BKIIOYaB OKPYTJICHHS,

2.66 — motuit 2013 poky: JlMHaAMIYHA TOMOJOTIA, CUMYJISIIS TBEPAOTO Ti-
Ja, TOKpalleHHs B iHTepdelici KopucTyBaya Ta BUKopucToBHOCTi, Cycles
CTaB MiATPUMYBATH Bojioccs, 3acid Ckocy CTaB MiATPUMYBATH CKOIIIYBaH-
Hsl OKpeMuXx BepiuH, HOBI Moaudikaropu «Kemr Ciri» — Mesh Cache Ta
«Komob6nenns UV» — UV Warp, HoBuii pimansHuk SPH wactuHOK pinu-
HU,

2.67 — tpaBenb 2013 poky: byno nonano Freestyle, mokpaimenHs cuctemu
MaJIOBaHHA, MinnoBepxHene poscitoBanus 1y Cycles, 6i0mioTexa Ceres y
BIJICTe)KHUKY PyXy, HOB1 KacTOMHI By3iau Ha Python, HOBI 3acobu Moje-
JIOBaHHS ciTel, Kpama migrpumka ais tekcty UTF-8 Ta mokparieHHs y
penakropax Tekcrty, HOBI qoaaTku st 3D apyky;

2.68 — munens 2013 poky: HoBi i mokpaiieni 3acodu MOJIeIOBaHHS, TPU
HOB1 By3nu 1715t Cycles, BeuKi OKPAIIEHHS y BIICTEKHUKY PYXY, CKPHUII-
THU Ta npaiBepu Ha Python;

2.69 — xoBtenb 2013 poky: e 6inbire 3aco6iB MOACITIOBAHHS, TOKpAIIle-
HO Cycles y 0aratpox IilsiHKaX, TUIOIMIMHHE BIACTEXKEHHS OyJ0 JoJaHe Y

BIJICTeKHUK PYyXY, Kpamia miaTpuMka ais imnopry/excropty FBX;
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2.70 — 6epesenn 2014 poky: Cycles orpumye 0a3oBy miaATpUMKY 00’ €MIB
Ha CPU, 6u1blie nmokpaiieHs Uil BIACTEXKHUKA PyXYy, JIBa HOB1 MoAudika-
TOPY MOJICITIOBAHHS;

2.71 — yepBenb 2014 poky: i Cycles 1o1aHo po3sMuB pyxom mpu aedo-
pMyBaHHI Ta NIATPUMKY CUCTEMHU BOTOHb/JIMM, CIUIMBHI MEHIO 1HTEp(ency
KOpHCTYyBaua CTalM Terep nepersryBani. Ontumizauii NpoayKTHBHOCTI
JUISL PEXKUMY JIIJICHHSI, HOB1 TUTIW 1HTEPIIOJISIIT I aH1MaIlii,

2.72 — xoBtenb 2014 poky: Llukiau oTpuMytoTh 00csT 1 mATpUMKY SSS Ha
rpadiyHOMY MPOIECOPi, JOAaH1 CEKTOPHI MEHIO Ta 3HAYHO MOKPAICH] ITi-
JIKa3KH, JTOAAHO THCTPYMEHT MOJICIIOBAHHS MEPETHHY, HOBHHM BY30J1 Sun
Beam mns Compositor, Freestyle Temep mpaiiroe 3 nukiiaMu, MOKpaIieHo
poOOUHIA MPOIIEC MATFOBAHHS TEKCTYD;

2.713 — ciuenp 2015 poxy: Cycles oTpuMye NOKpaIlieHy IMiATPUMKY
00’ emiB, Bepcis mig Windows oTpuMye perakTopu METoay yBoay — Input
Method Editors (IMEs) Ta 3aranpHi moKpalieHHs 1010 MaJIlOBaHHS;

2.74 — 6epesenb 2015 poky: IlinTpuMka Ajsi KACTOMHBIX HOpMaJjel, KOM-
OiHyBaHHS OTJISBIKHA Ta MOKPAIESHHS JUHAMIKH BOJIOCCH;

2.75 — munenb 2015 poky: BOynoBaHuii KOHBEEP CTEPEO MEPETIISAIIB, MO-
mudikatop Corrective Smooth 1 HOBuit rpadik 3a1eKXHOCT1 PO3BUTKY;

2.76 — nmucronan 2015 poky: Ilintpumka Texuiku Pixar OpenSubdiv, mpu-
picT npoayktuBHOCTI A OrisaaiB BikHa Ta bpaysepa daiiniB, aBTO-3CyB
JUTS BY3JTIB Ta CMYXKKa eexTy TekcTy s CekBeHcepa;

2.77 — 6epesenb 2016 poky: Ilintpumka OpenVDB st kenryBaHHS cUMY-
JALIA  IUMY/00’€MIB, TIOKpAIlleHE ITIAMOBEPXHEBE PO3CIIOBAHHSA IS
Cycles, mokpamenuii poOmoTik Ta JiruieHHs mtpuxiB HapucHaoro OmiBiis,
nepepobieHa 010mi0Teka 0OpoOICHHS [l KEpYyBaHHS BJICYTHIMHU Ta BH-

AJIEHUMHU OJIOKAaMU JTaHUX,
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2.78 — Bepecenb 2016 poky: IlinTpuMka HMKIIB CHEPUUHUX CTEPEO300-
pakeHb IJIs BIpTyasibHOI peanbHOCTI, Grease Pencil Ounblie cxoxuil Ha
1HIIE TIporpaMHe 3a0e3mnedeHHs: aisa 2D-mantoBaHb, MIATPUMKA IMIIOPTY
Ta ekcriopTy Alembic, a Takox nokpamienns Bendy Bones ta npocTimoro
MOHTAaXY;

2.79 — Bepecens 2017 poky: Hosi ¢pynkuii B Cycles: 3uemymnenns, Jlo-
Bellb TiHEW Ta HOBUH mmieiaep Principled. [Hmni nokpamiennst 6ynu 3po0ie-
Hi a1t Hapucnoro OmiBis Ta Alembic. byna Takox mojgaHa miITpyuMKa

JU1sl T1A0JIOHIB 3aCTOCYHKY;
Blender «Iurepdeiic Kopuctysauan

2.80 — nunens 2019 poky: [loBHicTIO IepepobieHuit IHTEpPEnc KOpUCTY-
Baua JiJIs CHPOILICHHS HaBIrailii; mokpamieHe o0jiacTb MEeperyisay Ta iH-
ctpymenT. 3 Eevee OyB cTBOpeHui HOBUM (Di3MYHO 3aCHOBaHUN MeXa-
HI3M Bi3yaiizailii B peaapHoMy 4daci. Grease Pencil OyB kamitaibpHO Tiepe-
poOJIeHHI 1 TeTIep € MOBHOKO cucTeMoro 2D manoBaHHS Ta aHIMAaIlli;

2.80 — muctomnan 2019 poky: OHOBIEHI IHCTPYMEHTH CKYJIBITYpH, MPHUC-
kopena Bizyanizamis Cycles OptiX, nrymo3ariyiieHHs, 6arato BIOCKOHA-
nenb Eevee, 3aminm 610;110TeK, TOKpaIrieHHs iHTepdeiicy KopucTyBaya;
2.80 — motumii 2020 poky: ITlintpumka UDIM ta USD, Mantaflow st Mo-
JIMIOBAaHHS PIAMH Ta nuMmy, mrymosariymieHHs Al, mokpamenns Grease

Pencil.

Visual Studio

IcTopisn
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Puc. 1.9 Jlorotun Visual Studio

ITepma Bepcin Visual Studio Buitiaa 1995 pori xoua B 90 pokax 19 cro-
aitts Microsoft yxe Bumyckana aeski IpOJAyKTH MPOTrpaMyBaHHS MOBaMH BHCO-
Koro piBas. Po3pobOiene Microsoft intepakTuBHE cepenoBHINE MPOrpaMyBaHHs
moBoro Microsoft Visual C++, posmmpeni moBu C++. Came Visual C++ y ckia-
i Beix Bepciit Visual Studio — naitmonyssipHiiiza MoBa mporpaMyBaHHS Y CBITI.

3aBasku moenHaHHIO MPocToTH MOBUM BASIC 13 HOBITHIMH 00’ €KTHBHO-
opienToBaHuMHU po3mmupenHsamMu Microsoft pospoous Visual BASIC, skuii Bu-
KOPHUCTOBYETHCS MPOTPaMiCTaMU BChOTO CBITY.

Microsoft Visual FOXPro — iHTepakTuBHE CEpEIOBHIIE MPOrpaMyBaHHS
moBoro Visual FOXPro — 06’ ekTHBHO-OpPIEHTOBAHOIO MOBOIO 3 €JIeMEHTaMH TPO-
IIETyPHOT'O MPOTpaMyBaHHs. 3aBISKHU IIii MOBI OTPUMAaHO MOJKIIMBICTH 3BepTa-
THCHh HEI0 Oe3mocepeaHbo 10 0a3W JaHMX, 3acCHOBaHMX Ha MoBi SQL, 30kpema
nporpamyBanHas SQL-3amutiB Ha MoBi FoxPro.

Microsoft po3pobieHo cucTtemMy ynpapiiHHS BEpCisIMA BUXITHHX KOMIB i

iHTerpoBano 3 cepenopuieM Visual Studio - Microsoft Visual SourceSafe.
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Y 1995 poui Buie Ha3BaHi npoaykTH Oyiu 00 eqHani B Visual Studio i
orpumasin Homep Bepcii 4.0. 3apasku nepermnati MSDN, ne nHagxoaunu HOBITHI
nporpaMHi po3pooku Microsoft, Bepcist oTpumalia MUPOKY MOMYIISIPHICT.

Y 1997 poui Buiinuia 5.0 Bepcis, adbo Visual Studio 97.

Hoeoseenenns: Visual Studio InterDev, incTpymMeHT po3poOKH iHTEpak-
tuBHUX Web-caiiTiB Ha ocHOB1 TexHoJorii ASP ta Visual Java++; Java++ - ce-
penoBulile nmporpamyBaHHs Ha Java Bix Microsoft; Texuomoris ASP — npusHa-
YyeHa ISl pO3pOOKH aKTUBHUX BeO CTOPIHOK — 11a0JI0HIB, s redepauii HTML-
CTOPIHOK JUJISl KJIIEHTCbKUX Opay3epiB gk Bianosinl Ha Web-3anurtanus. Ha oc-
HOBI 111€1 TeXHOJI0T1i 3roj1oM po3pobiieno TexHosorii ASP.NET.

Omxe, Bepcis Visual Studio 5.0 — 1ie iHTerpoBaHe cepeI0BHIIE TPOrPaMy-
Banus Visual C++, Visual Basic, VJ++. Bona mae inctpyment Visual Studio
InterDev, sxuii npen3HadeHui 1151 pO3pOOKH IHTEPAKTUBHUX BEO CaNTiB.

Visual Studio 6.0 uiinura 1998 pomi. Bona mana HOBI KOMIIOHEHTH: IS
HIATPUMKH Bi3yaJIbHOTO MOJICTIIOBAHHS, 1 aHATI3y MPOAYKTUBHOCTI IMpOrpam:
Automation Manager, Application Performance Explorer, RemAuto Connection
Manager, Visual Studio Analyzer.

Lls Bepcis cTanza OCHOBOIO JJIsl CTBOPEHHSI HOBOI BepcCii IHTErpOBaHOTO Ce-
pEIOBUINA, SIKE BKIIOYAE €IMHY 0araTOMOBHY IUIATGOPMY JUISI BUKOPUCTAHHS
nporpam - .NET.

I'onoBHuM HOBOBBeneHHsM y Bepcii Visual Studio 7.0, pumymiennii y 2002
pori, crana peamizaris 6araromoBHoi iatrgopmu .NET Framework. Came 15
wtardopma 3abe3nednia HaaiitHe TporpaMyBaHHs 3 TOBHUM KOHTPOJIEM THUIIIB 1
Oe3reky Ha 6a3i KepOBAHOTO KOAY 3arajibHO1 IHPACTPYKTYPH MOB.

Bepcis Visual Studio 7.0 Bimoma 3a ma3soro Visual Studio.NET Oyia Bu-
nymieHa y 4oTupbox BumanHsax: Academic, Professional, Enterprise Developer,

Enterprise Architect. ¥ Hiii Oyiio po3po0iieHo 1 peai3oBaHO HOBY MOBY IpOrpa-
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MyBaHHs - C#, 3HauHl1 po3mMpeHHs TopkHyaucs 1 MoB Visual C++ 1 Visual
Basic.

Cymicny 3 NET HoBy Bepcito moBu Visual C++ na3zsano Managed C++, a
HoBY Bepciro Visual Basic - Visual Basic.NET.

Visual Studio.NET 2003 sika Buitiaa y 2003 poiii i sIK monepeaHs Bepcis
Maja YOTUPU BUAAHHS TJIOOAJBHUX 3MIH HE 3a3Haja, OJHAK 3I1MCHWIA ICTOTHE
HOBOBBeZleHHsT — peanizaiito Bepcii .NET ans mobinbHux npuctpoiB - .NET
Compact Framework Tta niarpumky po3po0ku mnporpam 3acobamu Visual Studio
s MOOUTRHUX TIpUCTpoiB. Y Buaani Enterprise Architect - Visual Studio 2003
peanizoBaHa MiATpUMKa 3ac00iB MOJENIOBAaHHS TMporpam 3 miarpumkoro UML-
Jiarpam.

OcHoBHEUM HOBOBBeaeHHs HOBOI Bepcii Visual Studio.NET 2005, sika Bu-
inura 'y 2005 potri ctana peajizaiis mapaMeTpru30BaHUX TUITIB Y Bepcii MoBu C#
2.0 tay .NET Framework 2.0.

Ynockonanenus topkuyiaucs ASP.NET — posButky Texuosorid ASP,
IPU3HAYCHOI JUIs peaitizallii Tak aKTUBHUX BeO CTOPIHOK, BJIACTUBOCTEH ILIAT-
dopmu NET, a Takox 10AaTKOBUX BHUIIB IPOCKTIB IMATPUMKHA KOHIICTIIIii
ASP.NET Beb-cepsicis.

Visual Studio.NET 2008, sika y xopmopamii Microsoft smauutbcst sk
Visual Studio 9.0, Buitniura y 2008 porti 1 Oyia npusnadena as Windows Vista.
Bona micTuTh po3BuHEH1 3aco0u mMiATpMKHU BeO-mporpamyBanHs. Bepcis .NET
Framework 1o Bigmosigae Bepcii Visual Studio 2008 .NET Framework 3.5.

VY Bepcii Visual Studio 2008 nonano HOBOTO Bi3yallbHOTO JTM3aiiHEpa J10-
JaTKiB, siki BUKOpUcTOBYI0Th API mns miarpumku GUI, peanizoBaHO TMiATPUMKY
HaJIaro/DKEHHsS 0araTOmOTOKOBHX JIOJATKIB, a TaKOX ITATPUMKa MOBU J# - 3a-
poIoHoBaHo iHCTpyMeHT Java Language Converter Assiatant, sikuii BXOJAHWTH B

OTOYCHHA I IMCPCHCCCHHA IIPOIrpaM 3 MOBHM Ta CCPCAOBHILA Java B oToueHHS

NET.



40

VY kaitHi 2010 poky Bumymeno Bepciro Visual Studio.NET 2010. Haiiga-
MJIMBIIIMM HOBOBBEJICHHSAM Y L1l Bepcli € peanizanisi NIATPUMKU QYHKIIOHAb-
HO1 MoBH F#, aBTOpOM sikoi ctaB JloH Caiim.

[lepcniekTuBHICT, MOBU F# monsirae B moeJHaHHI CyTO ()YHKIIOHAJIbHOTO
mporpaMyBaHHs 13 3aco0amMu 00’ EKTUBHO-OPIEHTOBAHOTO MPOTrpaMyBaHHs, Hapa-
JIeJIbHOTO MPOTrpaMyBaHHA Ta 3ac00aMM 1HTErpatii 3 yciMa MOXJIMBUMU 1HTETpa-
wismu .NET Framework ta Visual Studio.

Visual Studio 2012 sixka suiinmia y 2012 pori nepeadadana psija Mmokpa-
IIeHb: YAOCKOHAJIEHO 1HTepdelc KOpUCTyBaya, MATPUMKY KOJbOPIB IS BUI-
JeHHs1 (hparMeHTiB KOy, PO3pO0JIEHO HOBHUIl IHCTpYMEHTIB mepersiay Solution

explorer.

PO3 11 2 MOJEJIOBAHHSA TA ITPOEKTYBAHHSA
ITPOT'PAMHOI'O MOAYJIIO JIsA CTBOPEHHSA 3D-OB’EKTIB

2.1 Moaeab 3D-00’ekTy BipTyaibHoi 1a60paTopHOi podoTH
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LocalTouchScript

GlobalTouchScript

Ty ;
TouchingObject Zoom

i

Camera Player PlayerControll

PhysicObjects

v

Interface

£ y

InputField Electricity Palyerinteraction

i
MainMenu

eme. TheoryMenu

SaveNLoad

v

PartitionMenu

AV h MainPanel
LabMenu

¥
LoadlLaboratory

Puc 2.1 Jliarpama kmaciB

Bix ocHoBHOTO Kitacy Camera ycaakoBHO€EThCs OubIIicTh kKiaciB. Kitac Camera
— IIe OCHOBHI 3B’ 5I3KM KOPUCTYBaua 3 CUCTEMOIO.

Knac Player — metoau, siki BiIIOBiAaOTh 3a MOSABY I'PaBIisd B KIMHATI, 3BY-
KOBi e(heKTH.

Kiac PlayerControll — BiamoBimanbHuii 32 B3a€EMOJIi10 KOPHCTYBaya 3 CHC-
TEMOIO, MICTUTh METOJM KEPYBAHHS KaMEPOro 1 rpaBIls. MeToau Kiacy nepeBo-
JISITH CBAWTIN TIATBIIEM TI0 €KpaHy B KOOPJMHATH 1 PyXalOTh KaMepy.

Kiac TouchingObject — micTuTh OCHOBHI METOJIM KOHBEpTAIlii KOOPIUHA-
TIB IOTUKY JO €KpaHy B KOOpPAHHATU B TpuBUMipHOMY npocTopi. [lI[o6 Bu3Hauu-
TA TOYKU JIOTUKY CHCTEMa BUIIYCKA€ MNPOMIiHb, 1 SKIIO BIH JOTHUKAETHCA 10

00’€KTy, TOTUK 3apaxOBY€ThCs. 3a *KECTU MO CEHCOpY cMapT(dOHa BIAMNOBIIAI0Th
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knacu LocalTouchScript ta GlobalTouchScrip. Global xoopaunye xoopauHaTu
JOTHKY, SIKI TEHEPYIOThCS 3aBASKH NpoMeHiB, a Local podute pobory kamepu
IUTABHOIO 1 BianoBiAae 3a cBainu. Kimac Z00om Binmosiznae 3a mnpoiecu npuOiIu-
YKEHHS 1 BIITAJICHHS KaMEPH.

3a reHepallio pi3HUX MYHKTIB MEHIO BiMOBinaroTh Kiacu Main. 3a mpo-
[[eC 3aBaHTAXKECHHS BIPTyalibHOI J1abopaTOpHOi pPOOOTH BIAMOBIAAIOTH KJac
LoadLaboratory. B Bunaaky komiu jgabopaTopHa BIIKPUBAETHCS MOBTOPHO Bij-
OyBaeTbes 3untyBaHHs 3 XML ¢aiiny nanux.

Knac InpitField — naiiBasknuBimmii y cucteMi, sika BIIKpUBAE TCOPETUYHI
B1JIOMOCTI.

Ockinpku B Unity Hemae MiATPUMKHA TEKCTOBHX ITOJIIB 3 IOJOCAMH TIPO-
KPYTKH Ta MEPEHOCY TEKCTY, Ie KJac MOJEpPHI3Yy€e CTaHIapTHE I0Jie, BOHO X
BUKOHYE (PYHKIIIIO 3MiHU HIPUPTY 1 KOJIBODPY.

3a 3aBaHTakeHHS 1 30epiranHs Tekcty B XML-daiini BianoBigansHUN
kiac SaveNLoad.

MainPanel — renepye TeopeTruny maHenb, KaIbKYIATOP, 1 peaakTop Gpop-
MYJI 1 € HAMOUTBII KJIACOM.

Physic — 1ie kmac camux 00’ €KTiB, IKUH 10aB 10 HUX (Di3HUHY MOJEIb Ta
TETH, JIJIS1 B3AEMO/I1i 3 HUMH.

Kinac Electricity onmcye ieansHy eneKTpUIHY MOJIENb IS JIA00pATOPHUX
poOiT 3 enekTpuku. B HbOMY BpaxoBaHO THIT Marepiany, 3a JOMOMOTOIO TETiB
00’ €KTiB, €NEKTPUIHHI OITip, HATIpyTa.

3apnsku kiacy Playerinter 06’extu B3aeMOJIitOTh APYT 3 IPYroM Ta rpas-

OeM.

2.2 IlpoekTyBaHHS NMporpamMHoro 3ade3neyents 3D-00’exkry

BIpTYyaJIbHOI J1200pPaTOPHOI POOOTH
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Jlnst BBeIlEHHsI TEKCTY BHKOpHCTOBYBaBcs «lnputField» 3 po3pobinenum
JUISL HBOTO cLieHapieM Ha MoBi C#.

3aBiaHHs CLEHAPIIO MOJSArae B MEPEHOCI KYpCUBY Ha IHINY CTPOKY KOJIU
TEKCT MOoX0auTh 10 KiHms «InputField» i mepeHoci ciioBa sIKIIO BOHO HE 3aKiH-
YHIIIOCS Y TIONIEPETHBOMY PSIIKY.

Takox mo «InputField» Oymo mobGaBieHO KOJECO BEPTUKAIBHOT MPOKPYT-
K, 32 JJOTIOMOTOI0 HOTO KOJU TEKCT AOXOJUTH JO KiHIA MoJs mojie Oyae mpo-
KpPYy4yBaTH TEKCT, 110 I03BOJIUTH MUCATH TEKCTH HECKIHYCHHOI BETMUNHHU.

Jami Oyna peasii3oBaHa caMa KHOIIKA PeAakTopy, SKa XOBAa€ PEIaKTOp MpH
HATHCKAaHHI Ha Hel Ta MoKa3ye HOoro 3HOBY NP NMOBTOPHOMY HaTHCKaHHI. [1o 3a-
MOBUYBaHHSM I10JIe peJaKTOpa Ta BCi MOTO KHONKM HEBUIUMI, 3a 1€ BiMOBiIa€e
okpemuil cuieHapii «Enumy. B HpboMy npucyTH1 TpU 3MiHHI, Bl 3 HUX BIAMOBI-
JAr0Th 32 MaHeJi Ha SKUX PO3MILIYIOTHCS TEKCTOBHM PEAaKToOp Ta peaakTop ¢o-
PMyJI, TPETS BiAMOBiA€E 32 caMy KHOTIKY.

[Ipu crapri, crieHapiid, yciM MaHeIsM Ta BCiM 00’ €KTaM 110 Ha HUX pO3Ta-
mroBaxi, gae meronay (SetActive) arpubyt (false), Takum drHOM MaHE POOIATH-
Cs HEaKTHBHI 1 HeBHAMMI. [Ipy HaTHUCKaHHI Ha KHOIKY, BUKOHYETHCS (YHKIIIS
110 3MiHIO€ aTpuOyT MeToay(SetActive) maHesi TEKCTOBOrO penakTopy Ha (true).

Ta pu MOBTOpHOMY HATUCKAHHI 3MIHIOE aTPUOYT HA TIPOTHIICIKHUM.



44

2.3 IlpoexkTyBaHHS BipTyajbHOI JabopaTopHoi podoTu. liarpama

KJIaciB

"TpoxomeHHA naéopaTopHoi posotn™

"lepernsaHyTH AOAATKOBI MaTepiann”

"36epexeHHA nporpecy”

"Mo4aTn cnoYaTKy a50 NPOACEXUTH BUKOHAHHA"

"Bubip nadopatopHoi poGoTn”

"Buéip poaginy”

KopuctyBau

Puc. 2.5 Jliarpama BapiaHTiB BUKOPHUCTAHHS CUCTEMH

3aifmoBM B MOOUTRHUN JOJATOK y pO31LT 3 (I3MKH, MOKHA MPOUTH
BipTyabHy JabopatopHy po6oTy. Crouatky oOupaeMo po3nin «MexaHika,
eJIEKTpUKa, MOJIeKysipHa (izuka». Konu BiIKpuBaeThCS MEHIO BUOOpPY pobOTH,
CHUCTEMa MPOTOHYE BUOIP MK 3arpy3KOI0 MHUHYJIOTO MPOTpecy Ta MOYaTKOM
npoxo/KeHHs 3 Hyns. [licns 3aBaHTaKeHHS BIAKPUBAETHCS POOOUMA CTLT IS
NPOXO/KEHHST poboTu. BHHM3Yy ekpaHy € KHOMKa BUXOIY Ta 30epeKeHHS
porpecy, Bropi — KHOIKA «MEHIO», KHOIMKA «PecTapTy poOoTu». Y «MEHI0» 3
JI0JIaTKOBUMH MaTepiajlaMy PO3MIIIeHI TEOPETUYHI BITOMOCTI PO JT1ab0paTOpHY,
«IHCTPYKIIA 3 BUKOHAaHHS», «peAakTop QopMmyn» 1 «kanbKyisTop». llicas
BUKOHAHHS CTYACHT OTPUMYE MOBIIOMIICHHS 3 PO3PaXyHKOM 3aTPAadye€HOTO Yacy

Ha BUKOHAHHS pOOOTH 1 OILIIHKY.
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B 3amexHOCTI BiA KUIBKOCTI MPOXOIXKEHb, MPOTrPeC MNPOXOKEHb
3aMMCYETHCA: MEPIINA B Mepuly KIITUHKY, IHIII B APYTY, A€ 1 OyJe 3amucaHo
pe3yNbTaT OCTAaHBOTO MPOXOKEeHHs. Bechb mporpec 30epiraerbcst B JONATKY 1

3aBaHTAXXYETHCS MPU HACTYITHOMY BIAKPUTI.
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PO311JI 3 PO3POBJIEHHS ITPOI'PAMHOI'O 3ABE3IIEYHEHHA

3.1 3D-00’exkTH y BipTyaJibHHX J1a00PaTOPHUX POdOTAX

[IpoBenemo po3pobky 3D MopentoBaHHS Ha TPUKIAAl PO3POOKH CTONY,
JUIsl OCHOBH BI3bMEMO KYyO 1 MpOBeIEeMO MalTa0yBaHHs, MOKU CTUI HE MpUMe

(GbopMy CTUIbHHUIII.

Puc 3.1 MogentoBanHs KyOy y ¢hopmi CTUTBHHII

Hactynnwuii ky0 Oyne cnyryBaTH HOKKOIO CTOMY.

Puc 3.2 MopentoBaHHS HIKKH CTOTY
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[IpoayOntoeMO HACTYMHI HIXKKU 1 OTPUMYEMO MOJIENb CXOKY Ha CTLI.

Puc 3.3 MoaentoBaHHs CTONTY

[IpoBenemo 006poOKy Ha npeadiHaTbHOMY PEHAEPEHTY 1 CTUT MaTUME Ta-

KWW BUTJISI.

Puc 3.4 Tlepen ¢dinanbHa MOJIENb CTOTY
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Ha octanHbOoMy eTarni 3a0KpyIJIFOEMO I'paHi CTONY, OKPIM CTOJIy AJisi BIp-
TyaJIbHOI J1abopatopii, po3po0seHi 00’ €KTU 3 EIEKTPUKHU: MOJIEl MPOBOAIB, aM-
MEePMETP, BOJBTMETP, PO3ETKA, AOUICUKH JJIs1 300py €IEKTPUUYHHUX JIAHLIOT1B, Bi-

KHO, KIMHATA.

Puc 3.5 Burnsg He BipeHepoBaHOi MOJIEIi BOJIbLTMETpa

Puc 3.6 Burnsan He BimpeHIepoBaHOi MOJICII aMIIEpMET]
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Puc 3.7 Burnsg He BiipeHaepOBaHOT MO PO3ETKU

3.2 Po3pooka 3D-00’ekTiB BipTyabHHUX JJa0opaTOPHUX POOiT 3 Kypcy

dizukn

JIist cTBOpEHHSI KepyBaHHS TPaBIEM Yy MOOUIBHOMY MPOCTOPI HE MIAXO-
IUTH 3BUYAliHA MOJIETh KEPYBaHHS 3a JOMOMOTOI0 MYJIbTY Y MPAaBOMY 1 JIBOMY,
HIUKHIX KyTKaxX eKkpaHa. Taka MoJeNb KepyBaHHS HE MIAXOIUTh JJIs TabopaTop-
HO1 poOOTH, OCKUTBKH BCe 0a3yeThCsl Ha B3aeMO/Iii IpaBIld 3 00’ ekTamu. OCKib-
KM KOPUCTYBad MOOUIBHOI J1abopaTopii He MepeMIIy€eThCs MO0 KIMHATI, TIPUHS-
TO pileHHs 3a0JI0OKYBaTH IF0 MOKJIUBICTh. KopucTyBau maboparopii Oyae cTosi-

TH OIS CTOTY 1 B3aEMOJISATH 3 00’ EKTAMHU:

1. KpyTtutn xamepy, 3a 10mOMOT0r0 CBAKIIIB MO €KpaHy.
2. [IpoxoanTy HaMAWITYBaHHS 3yMYy 3a JIOIIOMOTOO JKECTY.

3. Bzaemouisgtu 3 00’ €kTaMu 3a JOMTOMOTOK0 JTOTUKIB.
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OcHoBa po3poOKHM CBaMIiB 3armaM’sITOBYBAHHS MEPIIOT TOYKHU JTOTHKY Ta-
JBIEM 1 TOYKH BiAnmyckaHHs mainblio. 1100 po3paxyBatu cuily cBaiina BHUpaxo-
BYBQJIM BIJICTAaHb MK ITUMH TOYKAMH a BEJIMUMHY MallTa0yBajau. BusHaunauch
KOOPJMHATH 1 MOHATTS HA CKUIBKM CUJIBHO Tpeba MOBEpHYTH KaMepy. B 3anex-
HOCT1 BiJ JIOBKMHHU CBaiilly, CHUCT€Ma IOBEpPTa€ KaMmepy IIBUAIIE 1 CHIIbHIILIE,
YUM JOBIIWHN cBaiin. J[Jis1 mpoBeIeHHs CBaiilly, HE3aJIe)KHO B MOro BIJCTaHI,
CKPHUIIT Ma€ OJHAKOBUI Yac. 3aBJISIKU IIbOMY JIOBT'l CBAWUITH IIBHUJIKI 1 TOBPTAIOTH
KaMmepy Ha noTpiOHy BiacTaHb. KOpOTKi cBaiiNnM MjaBHO NEPEMIIYIOTh 00’ €KT.

B cucremi icHye MiHIMallbHa JOBXKHHA CBalmy, IO J03BOJISE YHUKHYTH
MTOMUJIOK B POOOTI.

HamamTyBaHHS 3yMy CKIQAA€THCS 3 OJJHOTO METOAY, 1€ HAWMEHIIINN KIlac
PlayerControl. ITpuGnuxeHHs Ta BifJiaJCHHS MPAIIOE 3aBISKH TOTOPKYBAHHIO
JIBOMA MaJbIIMA OJIHOYACHO, MPU I[bOMY BiIOYBA€THCS 3aMUC KOOPAUHAT JOTH-
KYy.

HactymHi 181 TOUKH cUCTEMa 3alUCcy€e KOJU KOPUCTyBay Biagaisie abo Ii-
JBOJUTH MAJIBIIi 1 BIITyCKae MaHeNlb. HacTynmHul KpoK — cucTemMa 3HaXOJIUTh Pi-
3HUITI0O MDK TOYKAaMHU 1 BU3HAYAE II€ KECT MPUOIMKEHHS un BigmaiaeHHs. [lics
KOHBEpTaIlii TOYOK Y KOOPAWHATH ISl KaMEpH, MiICOBYIO ii Brieper abo Hazal.

Tperiit ki1ac B KepyBaHHI I'paBIlIeM BIAMOBiTA€ 3a B3a€EMOJIII0 3 00’ €KTaMHU.
[Ipy moTHMKY N0 eKpaHy MaiblleM CHUCTEMa BHUIYCKA€ MPOMiHb, SIKUW 3yCTPiB-
IIUCh 3 00’€KTOM 31 CICIIAIBHUM TErOM, 3apaxOBY€ JOTHK JI0 00’ eKTy. SKimo
NPOJOBKHUTH TPUMATU TMajellb Ha CEHCOPHIN maHeml cuctema Oyne TpUBaTH
00’€KT y MOBITpi, OMFIKYE 10 KaMepH TPaBIis, Tak mob ioro 0yno BUIHO. SKIIO
K TIAJeNb BIAMYCTHTH - MPOMIHb 3HUKHE, a TpaBellb BTPATUTHh KOHTPOJIH HAJ
00’eKkTOM 1 mimgmacTees cuini rpasiTaitii. I[Tpu HaOmmkeHi 00’ €KTIB cHcTEMa Tepe-

BIpAATUME 00’ €KTH Ha CyMICHICTb.
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3.3 InTepeiic nporpamMmHoro 3aée3nevyeHHs BipTyaabHOL

JJabopaTopHoi podoTu

KopcryBaupkuit iHTEpdelic CTOBpEeHHI 3a JOMOMOrOK CTaHAAPTHUK
00’€KTIB KHOIIOK, 32 poOOTY SIKMX BIANOBIIAIOTh CIELIAIbHO pO3pO0JIEHI ClieHa-
pii. CrenianbHO po3poOJieHi clieHapii BUKOHYIOTh pi3HI METOAM POOOTH MPH Ha-
TUCKaHHI KHOMOK. [1{06 BKIIOYMTH MOBTOPIOBAHHS KOJY ICHYIOThH KJIacH, Kl Bi-
JTMOBIIa0Th 32 MyHKTH MeHI0. Kiac mento LoadLaboratory, 3uutye indopmarriro
3 XML st 3aBaHTakeHHS J1a00PaTOPHOI.

['onoBHe MeHIO mepenbavyae HAsIBHICTh TPhOX KHOMOK. Komum kopucTyBad
HaTHCKae KHONKY «TeopeTnyHi MaTepianm» cCHCTeMa cama MepexouTh Ha HOBY
CIICHY, TIpM HATHCKaHHI «BHXOAY» BUKOHYETHCS CIICHApid BHUXOIY 1 OYHMCTKA
nam’siTi.

3aBaHTa)XeHHS J1a00paTopHOI POOOTH BiIOYBAETHCS B MEBHIN MOCIIIOBHO-
cti LoadLaboratory, sikuii 3untye iHpopmario 3 XML ¢aitny i BinkpuBae 1a00-
paTopHYy.

Bpasi moBTOpHOTrO MpOXOIKEHHSI pOOOTH KOPUCTYBauy MPOTOHYETHCS 3a-
BaHTAXXUTHUCh 3 OCTAHHLOTO MOMEHTY.

[Ipu BUOOpI MYHKTY «TCOPETHYHI MaTepiajn» KOPHUCTyBaueBi IMPOIOHY-
etbest «Po3min @i3ukny», a moTiM JabopaTopHa poOOTa, Maji BIAKPUBAETHCA Ta-
HEJb, KA CKJIQJA€ThCA 13 3BUYAWHOTO TOJIS BBOAY 3 PO3POOJIEHUM JJISI HBOTO
OCOOJIMBUM CIICHAPIEM.

BBenensst 1 mMiATPUMKY TEKCTY KOHTPOJIOE KIac, KU BIANOBIAAE 3a Ma-
Hesb. [Ipr HassBHOCTI JOCTaTHBOT KUTBKOCTI CUMBOJIIB Y PSIIKY, Kypcop MEpPeHO-
CUTBCSl HA HOBHM. € MOXJIUBICTh 3MiHN mpUdTY 1 KOIbopy. [HDOpMaIris 36epi-
raeTbesl y ¢aitnax popmary XML 1 npu BuOOpi Ti€i un iHIIOI poOOTH 3aBaHTa-

KyeThcsi y TekcTtoBe mose. [Ipu HeoOXiIHOCTI MPOKPYTUTH TEKCT, JIOCTATHBO
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IMPOBCCTH MAJIBLEM 3 HU3Y B I'OpYy. I[J'I)I BUKOPHUCTAHHA HC CTAaHAAPTHUX CHMBOJIIB

U1t pOpMYJT ICHY€E MIATPUMKA BBEJEHHS HECTaHIAPTHUX CUMBOJIB.
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BUCHOBKH

[lin yac HamMcaHHS OUILIOMHOI poOOTH, OyJIO MpoaHaII30BaHO ICHYIOYI
BIpTYyaJIbHI JJaOOpaTopii BUAUIEHO iX MepeBard 1 HEJONIKH, HUIIXU YAOCKOHA-
neHHs Bepceii UNity HanmpoTsI3i IEBHOTO 4Yacy.

BukopuctoByoun Bke ICHYHOY1 CUCTEMH, pO3pOOJIEHO HOBY BIPTYaJbHY
n1abopaTopito Ak MOOUTBHUX MPUCTPOiB, B TPUBUMIPHOMY IIPOCTOpi, TOOyAyBa-
BIII MOJIENh BCi€i cHCTEMH, po3moyara podoTa Mo MPOEKTYBaHHIO TEKCTOBOTO
penaktopa, po3poOka ciieHapiiB Ta ix B3aemosii 3 3D-monensamu. s octaHHIX
BUKOpHCcTaHO Oe3korroBHuil codpt Blender. 3 ornmsaay na mepesaru Unity cepen
inmux Bepciit (UnrealEngine, CryEngine), 110 BKI0YalOTh 3py4HICTh B pOOOTI 3
MOOLUTBHUM JI0JaTKOM, JIETKICTh B 310paHH1 pillleHb AJi1 MOOUIBHOTO 1 3aITyCKOM
ifioro, MmoBy nporpamyBanns C#, Unity Oyio o0paHo irpoBUM pyIIieM Ui BIPTY-
anpHO1 Jaboparopii. JlaHHa Bepcis Mae BIAMIHY ONTHUMI3AIiO JJII MOOUTbHHX
IPUCTPOIB a JOAATKUA pO3pOOJICHI HA IIbOMY JBUTYHI BIAKPHUBAIOTHCS HABITh Ha
Android 4.0. JIpuryH 103BoJIslE CTBOPIOBATH CBOT BJIACHI IOJATKH 1 IMIIOPTYBaTH
B HBOTO CBOi BJIacHI 00’ ekTH. BiH Mae mupokuil (yHKIIOHAT 1 BETMYE3HUA Ha-
O1p IHCTPYMEHTIB, 10 A€ MOKJIMBICTh BUKOHATH 3aBJaHHS.

Po3pobka nms mMoOinpHHX TenedoHIB BHMarajia BpaxOBYBaTH amapaTHi
MOKJIMBOCTI MOOLTBHUX Tele(OHIB, 0COOJIHUBO, MPU POOOTI 3 TPHOXBUMIPHOIO
rpadikoro. JloBenocst MpoBECTH BEIMKY pOOOTY HaJl ONTHUMI3alli€l0, PO3POOICHO
CIICHApIH KU OPIEHTYETHCS HA CUCTEMY ITPOMEHIB 1 TETIB, IO JO3BOJUIIO JT0CH-

I'TH IOCTAaBJIEHO1 METH.
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