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Technical sciences

AHAJII3 TPA®IYHUX JIBUI'YHIB

3aBaabHiok €.K.

acrmipast

BiHHUIIbKMI HAITIOHAIBHUMA TEXHIYHUN YHIBEPCUTET
Pomanwok O.H.

I.T.H., podecop

BiHHHUIIbKMIT HAallIOHATBHUN TEXHIYHUIN YHIBEPCUTET
Kopooeiinikosa T.I.

K.T.H., TOIICHT

HamionansHuii yHiBepcuTeT «JIbBIBChKA MOJIITEXHIKAY

Beryn. [Iponec penaepunry [1-3] 3actocoByeThes Als Bizyamizallii TPUBUMIPHUX 00’ €KTIB 1
MoJIsiTae 'y BU3HAYCHHI KOJBOPIB 1 aapec MiKcelniB 300paxkeHHs. s peHAepHHTY TPHUBHMIPHHX
CIICH BUKOPUCTOBYIOThCS rpadiuni apurynu [4] (rpadiuni pymii, penaepepu). ['padiuni asuryHu
MOJUISAIOTECS Ha yrepe/pkeHi (aHri biased) 1 Heymepemxkeni (anri. unbiased) [4]. Ymepemxkeni
rpadiyHi JBUTYHHM HAJalOTh TNepeBard MIBUAKOCTI HaJA TOYHICTIO Bidyamizaumii. Jlns mporo
BUKOPUCTOBYETHCSI ONTHUMI3allisl €TamiB pPEeHACPUHTY. METOI0 3acTOCYBaHHS HEYIEPEeIKEHUX
rpadiyHUX ABUTYHIB € MAaKCUMaJbHO TOYHE BIATBOPEHHS BIACTHUBOCTEN 00’€KTIB CLIEHU (TOOTO HE
BUKOPUCTOBYIOTHCS ONTHUMI3AIlIHI OMyIIEHHs). YTEepeKeHl pymii BUKOPUCTOBYIOTHCS, SIKIIO
HeoOxigHe mBUIKEe (OpPMYBaHHS JOCTAaTHHO PEATICTUYHOTO 300pakeHHs (HANMpPUKIA, B IrPOBIid
iHaycTpii). SIKkmo HeoOXiAHO 3AIHCHUTH BHCOKOTOYHY HAyKOBY a00 MHCTEIBKY Bi3yai3amiro
00’€KTa, BAKOPUCTOBYIOTHCS HEYIMEPEIKEH1 PYIIIii.

Merta. [IpoananizyBaTi 0COOIMBOCTI HAMOLIBII MOMUPEHUX IpadidYHUX TBUTYHIB.

OcHoBHa yacTuHa. /[0 rpagiuHUX ABHUIYHIB, IO IIUPOKO BUKOPUCTOBYIOTHCS, HaJeXaTb
Cycles [5], V-Ray [6], RenderMan [7].

Cycles [5] — Ges3komToBHHI HeynepeKeHuil (oTopeamicTHuHuil rpaQiyHuil IBUTYH IS
nporpamMHoro makery Blender. BukopucroBye TpacyBaHHs mnpomeHiB. IlinTpumyroThcs
OararosiiepHuii perjepuHr Ha ocHoBi CPU 1 pennepunr Ha ocHoBi 6aratbox GPU. I'eomerpuuni
IHCTPYMEHTH JBUTYHA JIO3BOJISIIOTH IOAaBaTH OO'€KTH 3a JIONOMOIOI0 MEpPEX MPUMITUB 1
BOKCEJIbHUX 00'eMiB. BUKOPUCTOBY€EThCS aaniTUBHUI MOJIIJ MOBEPXHI HA MPUMITHUBY 3aJI€KHO BiJ|
BijcTaHl a0 oO'ekra. Ilpu 3adapOoByBaHHI TOBEpPXHI 00'ekTa 3a0€3MEUyETHCSI BUKOPUCTAHHS
By3J10Boro peaaktopa. Ilintpumyrorecs BukopuctanHs MoBu Open Shading Language cminbHO 3
CPU 1 ¢peitmBopky st TpacyBanHs npomeHiB Optix crinbHO 3 GPU. 3aco0u nmogaHHs OCBITIEHHS
3a0e31euyloTh MOJETIOBAHHS TJI00aJIbHOTO Ta TOYKOBOI'O OCBITJIEHHS. MOXKJIMBE BUKOPUCTAHHS
KamMep 3 TEPCIEKTUBHOIO Ta OPTOrpadiyHO MpoekiisMu. JlocTymHa MOKIMBICTh TOJIAHHS
MDKIIOBEPXHEBOTO PO3CIIOBAHHS CBITJia. 3a0e3NedyroThCsl HakJIagaHHA TEKCTyp Ha OCHOBI
300paXkeHb 1 MpoIeyp, HaKIIaJaHHs KapT HOpMaJieH.

[TepeBaramu [8] Cycles € iHTepaKTUBHICTb, JIETKICTh BUBYEHHS, PO3TOPHYTa JOKYMEHTAILisl.
Hemomnixom [8] € HemocTaTHIN piBeHb ONTHUMI3AIII].

V-Ray [6] — xomepuiitauii ynepemxkenuii potopeanicrnanuii rpadivanii 1euryH Big Chaos,
0COOJIMBICTIO SIKOTO € 3a0e3MeUeHHs] TpacyBaHHS NMPOMEHIB y PEXHUMI peanbHOro yacy. Moxinsa
1HTerpalis IBUTYHA 3 yciMa OCHOBHUMH 3aco0amu 3D monemoBanHs, cepen sikux 3ds Max, Maya,
Blender, Cinema4D, SketchUp. Po3riasitHemo xapakTepHCTUKH BepcCii ABUTYHA, IO IHTETPYETHCS 31
SketchUp. 3anexxHo Bifg ocoOnuBOCTEH 3aBIaHHs Bi3yaii3allili BUKOPUCTOBYETHCS PEHAECPHHT Ha
ocHoBl CPU, na ocnoBi GPU a6o ribpuanuii penaepunr. IliaTpumyerscs iHTErpoBana 6i0aioTexka
mojeneit 1 marepianiB Chaos Cosmos. [l BUganieHHS mIymMy i3 300pa)K€HHsS BUKOPUCTOBYETHCS
iHcTpyMeHT V-Ray Denoiser. Texnomoris Chaos Cloud Collaboration 3a0e3mneuye iHTerpariito
nporecy Bi3yamizamii 00’€KTIB i3 XMapHUMHU TEXHOJIOTiIMH. [HCTpYMEHTH NOJaHHS OCBITJIEHHS
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BKJIIOYAIOTh MOJICJIOBAHHS TJI00AJIbHOTO OCBITJICHHS, 3MIIIyBaHHs CBITJIA, MPOLEIYPHHUX XMap,
COHSYHOTO CBIiTHA. [liATpUMy€eThcs BUKOPHUCTAaHHS KaMepu BipTyanbHOI peanbHOcTi. [lim wac
3a(hapOOBYBaHHS MMOBEPXOHb 3a0e3MeUyeThCs (PiI3MIHO-KOPEKTHUH peHAepHHT. BUKOPUCTOBYIOThCS
BOy/I0BaH1 MpOIEAYPHI TEKCTYpH Ta BIJICKAHOBaHI MaTepiayik, IHCTPYMEHTH paHAO0Mi3allii TEKCTYp.
CdopmoBaHi 300paxxeHHsI BIIOCKOHATIOITHCS 32 JOIMMOMOTOK IHCTPYMEHTIB HaKJIaaHHs 00’ €MHUX
1 atMocepHUX e(EeKTIB.

[TepeBaramu [8] V-Ray € 3HauHa NOMMPEHICTh, PO3BHMHEHA TEXHOJIOTiS ONTHMI3allii
pennepunry o60’ektiB. Hepomikamu [8] V-Ray € ckinaaHicTh BUBYEHHS, HEIOCKOHAJA
JOKYMEHTAITisl.

RenderMan [7] — ynepemkenuii rpadiunmii ABuryH Bix Pixar, npusHaueHuid s ¢Gi3udHO-
KOPEKTHOTO peHAepuHry. Jlas IbOoro BHKOPHCTOBYIOTHCS OJHOCTOPOHHE, JIBOCTOPOHHE a0o0
yHipiKOBaHE TpacyBaHHS NUIIXY CBiTJIa. TakoX 3aCTOCOBYETHCS TEXHOJIOTIS BUAAJICHHS HIYMY
Denoiser, 1m0 6a3yeTbcsi Ha METOIaX MAIIMHHOTO HaBYaHHS. [linTpuMyeThCst TIOpUIHMIA PEeHACPUHT
Ha ocHoBi CPU Tta GPU. JlocTynmHe BUKOpPHCTaHHS OaraTolIapoBHX MaTepiasliB BiJ KOMIIaHii
Industrial Light & Magic. BUKOpUCTOBYIOTbCS MOJETIOBAaHHS JI€HHOTO CBITJIA, TJI00aJBbHOTO
OCBITJICHHS, MDKITIOBEPXHEBOTO BIIOUTTS CBiTia. MoskiuBe HamucaHHsS wieinepiB Mmoo Open
Shading Language. Pymriii cymicHuii i3 3acobamu Blender, Maya, Houdini, Katana. HasBHi mnaTaa
Ta mpoOHa Bepcii.

[lepeBaramu RenderMan € THy4KkicTh, BHCOKa MPOAYKTHUBHICTb. OCHOBHHM HEIOJIIKOM
RenderMan € ckiaaHiCTh BUBUYEHHS.

OcobmmBocTi  peanizamii  OOYMCIIOBAIBHOTO MPOIECY MpH BUKOPUCTAHHI TpadidHUX
JBHUTYHIB po3riisiHyTo B [9-11].

BucHoBok. Bubip rpadiunoro pymris mis Bisyamizamii TpUBHMIpHOI rpadidHOi CLIEHU
3aNeXUTh BiJl KOHTEKCTY 3ajadi. SIKII0 BUCOKOTOYHA Bi3yalizailisi 00’ €KTa He € OCHOBHOIO METOIO
PEHIIEPUHTY, BUKOPHUCTOBYIOTHCS YIIEpeIDKeHI pymrii. [Hakiie BHKOPUCTOBYIOTHCS HEyIEpeKeH1

py1ii.
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