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PE®EPAT

[TosicaroBanbHa 3amucka: 78 c., 70 puc., 3 mox., 30 mxepen.

O06'exT po3poOKH: TMporpamMHe 3a0€3MEUYCHHS JAEMOHCTPALIHHOTO XapaKTepy Io
300py MEPCOHATBLHOTO KOMIT I0TEpa.

Merta xBamidikauiiHoi poOOTH: CTBOPEHHS JOJATKY IO JOMOMOXE PO3BUHYTHU
HAaBUYKH MAIIMHHOTO HABYAHHS, Ta JaTH PO3yMIHHs TOTO siK OyayeThes [1K.

VY BcTymi po3risigaeThes cama mpoOiema Ta il aHamiz. Haeneno oGmacti
BUKOPHUCTAHHS Ta X BaXXJIUBICTh Y HALIOMY Yaci.

VY nmepumioMy po3auli MPOBENEHO aHaji3 MPEeIMETHOI Taily3l, BU3HAYEHO
aKTyaJbHICTh 3aBJIaHHA Ta MPU3HAYCHHS PO3POOKH, PO3pO0JIeHA TOCTAHOBKA 3aB/IaHHS,
3a/1aH1 BUMOTH JI0 IPOrpaMHO1 peaizailii, TEXHOJIOT1H Ta porpaMHHUX 3ac00iB.

VY napyromy po3/iiiii BUKOHAHO aHalli3 ICHYIOUHX PillleHb, 00paHo 1miatdopmy JJist
PO3pOOKH, BUKOHAHO MPOEKTYBAHHS 1 pO3p0O0OKa Mporpamu, HaBEJEHO OIMUC AITOPUTMY
1 CTpyKTypu (YHKLUIOHYBAaHHA IPOTPaMHU, HABEIEHI XapaKTEPUCTHKU CKJIAdy
napaMeTpiB TEXHIYHHUX 3ac00iB, 300paKEHO Yy BI3yaJlbHOMY BHIJIS[II IIPOILIEC
MOJIETIIOBaHHS KOMIUIEKTYIOUMX Ta iX TEKCTYpYyBaHHS.

JIiist MOCSATHEHHS TIOCTaBJICHOT MeTH OyJI0 00paHo HacTymHI nmporpamu: «Blendery,
«Adobe Photoshop», «Visual Studio Codey, «VVoxel 3D».

[IpakTuuHe 3Ha4YeHHS PO3POOJIEHOT 1HPOPMAIIIOHOT CHUCTEMHU TMOJSITaE B
CTBOPEHHI MOBHOI[IHHOTO MpPAaleCIPOMOXKHBOI'O J0JaTKa, LI0 HaJa€ MOKJIUBICTh
KOPUCTYBaueBl B 3pO3yMuNM [jIsi HHOro QopMi IMOKa3aTH Ha 0a3l TPHOXMIPHOTO
MOJIEJIIOBaHHS Ta Bi3yasi3allii HOBHOIIIHHUM 301p MepCOHATBHOTO KOMIIT IOTEpA.

AKTyanbHICTh JaHHOT 1H()OPMAIIOHOT CHCTEMHU MOJISTaE B TOMY, 110 B HAIII Yac €
JIOIIBHUM BUKOPUCTAHHSI KOMIT IOTEPIB Y MOBCSIKIECHHOMY KHUTTI JIJIsi pO3Bar, TOMY
came Iis Imporpama 3a JI0OIIOMOT00 CydacHMX METO/IiB po3poOku B cepenopuii Blender
Jla€ 3MOTy KOpUCTyBauyBi 310patu cBiil BiacHux [1K 6e3 101aTkoBOT JOMOMOTH.

B exoHOMIYHOMY pO3/1J11 BU3HAYEHO TPYIOMICTKICTh PO3pO0IICHOT IHPOPMALIIITHOT
CUCTEMH, MPOBEICHUM MiAPAXyHOK BapTOCTI pPOOOTHM MO CTBOPEHHIO MPOEKTY Ta
PO3paxoBaHO Yac Ha MOTO CTBOPEHHSI.

Crucox wmoyoBux ciiB:  KOMIT'FOTEP,MOJIEJIFOBAHHSA,I'PA®IKA,3D,
BLENDER, HARD SURFACE, TNU3AIH.



ABSTRACT

Explanatory note: 78 p., 70 fig., 3 appendix, 30 sources.

Object of development: demonstration software for assembling a personal
computer

The purpose of the qualification work: to create an application that will help
develop machine learning skills, and to give an understanding of how to build a PC.

The introduction considers the problem itself and its analysis. Areas of use
and their importance in our time are given.

In the first section the analysis of the subject area is carried out, the urgency of
the task and purpose of development are defined, the statement of the task is developed,
requirements to software realization, technologies and software are set.

The second section analyzes the existing solutions, selected a platform for
development, designed and developed the program, describes the algorithm and
structure of the program, gives the characteristics of the parameters of technical means,
visualizes the process of modeling components and their texturing.

To achieve this goal, the following programs were selected: "Blender", "Adobe
Photoshop™, "Visual Studio Code", "Voxel 3D".

The practical significance of the developed information system is to create a full-
fledged workable application that allows the user to show in a form understandable to
him on the basis of three-dimensional modeling and visualization a complete collection
of personal computer.

The relevance of this information system is that nowadays it is advisable to use
computers in everyday life for entertainment, so this program with the help of modern
development methods in the Blender environment allows the user to assemble their
own PCs without additional help.

The economic section determines the complexity of the developed information
system, calculates the cost of work to create a project and calculates the time for its
creation.

Keyword list: COMPUTER, SIMULATION, GRAPHICS, 3D, BLENDER,
HARD SURFACE, DESIGN.



CIIMCOK YMOBHHUX ITO3HAYEHHbD

IC — indopmariiina cuctema
OC — omeparriiiHa cucteMa

[13 — nporpamue 3a0e3neyeHHs
[1K — nepcoHanbHUi KOMIT'IOTEP
IT — iHpopMmariiiHi TEXHOJIOTI]
GPU — graphics processing unit
CPU - central processing unit

RAM — random access memory
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Beryn

3D rpadika abo TpuBHMIpHA Tpadika - 1€ OJUH 3 PO3JUIIB KOMITHOTEPHOI
rpadiku, HaOOp MNPHUHOMIB Ta IHCTPYMEHTIB, SKI JO3BOJIAIOTH CTBOPUTH OO0'€MHI

00'€KTH 3a 10MTOMOT010 (HOPMU Ta KOJIbOPY.

Bin nBomipHOiT BOHA BiJIPI3HAETHCS TUM, 110 BUKOHYE TOOYI0BY T€OMETPUIHOI
MIPOEKIIiT TPHOXMIPHOI MO/JIEN1 (BIpTYyaIbHOTO MPOCTOPY), POOUTHCS 1€ 32 TOMTOMOT OO
cremianbHuX makeTiB. OTpuMaHa MOJENb BIANOBIAA€ O00'€KTaM pEANTbHOTO CBITY
(Hanpukian, OYIWHOK, JIIOJIMHA, aBTOMOOUIb) abo abcTpakTHOi (MPOEKINis

YOTUPUBHUMIPHOTO (ppakrana).

Cooronni 3D rpadika MIIIHO YKOPUHUIIACH B 0araThox cdepax HaIIOro XKUTTS
ne: OymiBHMITBO (Bi3yanmi3auliss OO0'€eMHUX apXITEKTYpHUX 300pa’keHb OyiBelb,
00'ekTiB, 1HTEpP'Epy, €KcTep'epy); BUPOOHUITBO (00'€KTHE  MOJICTIOBAHHS);
TenebadyeHHsd (MOAEIbOBaHI (POTO y INISIHIIEBUX )KypHAIaX, BIACOPOJIMKH, clieNedeKTH
B KIHO), IrpoBa 1HaycTpid (3D-aHimallis Ta BIpTyalibHi CBITH, pO3p0O0OKa KOMI'FOTEPHUX
irop); momirpadis (peanizarisi moxirpadiuHoi NPOAYKINii), pekiama (eJIeKTpOHHI

Mpe3eHTallli Ta KaTaJloTH, PEKJIaMH1 ITUTH TOIIO) TOIIIO.
ETtanu cTBOpeHHs TpuXMipHOTO 300pakKeHHsI MOYKHA TMOJITUTH HA TaKl TyHKTH:
1.MopemntoBaHHS — CTBPEHHSI MAaTEMAaTHYHOI MOJIeJI 00’ €KTa.

2. TexctypyBaHHS — IByXMipHE 300paKeHHsI 00’ €KTa, SIKE€ B MOJAJILIIOMY HAHOCUTHCS

Ha 3D Mozensb.

3.BukopucTaHHs €JIeMEHTIB CBITJa Y CLEHI.

4.CTBOpEHHS aHiMaIlli.

5.Pennepunr — piHaabHUM BUTIISAI 300paKeHHS 3 ypaxXyBaHHSIM TEKCTYp Ta CBITJA.

6.KoMIo3uTHHT — MocTo0poOKa 3a00paskeHHS MiCIsi BUKOHAHOTO PEHIEPY.



PO3JILI |
AHAJII3 MPEJMETHOI TAJIV3I TA IOCTAHOBKA 3ABJIAHHS

1.1. 3araJubHi BiZoMoOCTi 3 MpeAMeTHOI rajay3i

HaitocnoBnimuM y 3D rpadimi € Moaens. SIKIo Moaens sSKiCHO 3po0JieHa y
KOHTEKCT1 ONTUMI30BaHO1 CITKH, TO 1€ Mail>ke MOJOBHUHA POOOTH, SIKa B MOAAIBIIOMY
HE TPEJOCTaBUThH MPoOsieM, 60 3 SKICHOI MOJENIIO YC1 MOJajbllli €Tany MalriaiHy
NOMAYTh AK MO Maciy. A SIKIIO MOJIEJIb Ma€ MOTaHy CITKY, TO Hi sIKI TECTYpH ii HE
cracyThb, 00 BOHU OyIyTh HE KOPEKTHO BigoOpa)kaTtucs. AHIMaIlis TeX Oy/ie BUTIISIIATH
Jy’K€ TIOraHo TaK sK ciTka Oyzae nedopmyBarcs He KOpekTHO. B nanHiil paboTi Oyzae
BUKOPHCTOBYBATHCS aHiMallis, ajie BoHa Oyae OasyBatucs Ha keyframe, a He Ha
pITiHTY, TOX SKIO OO’€KTU HE OyAyTh aepopMyBaTuUCA — CITKa HE Ba)JIHBA.
TpanuiiitHe 300pa>keHH sBJIsi€ COO00 poOOTY y ABYX ocsax X 1a Y, ajie y TphOXMIpHIiii
rpadiiii 107a€Tbest 3-Ts Bich — Z.

[Tnrocu bOTro METOY B TOMY, 1110 JJIs1 (DIHATBHOTO PEHAECPY NOCUTH PO3MICTUTH
MOJIeIb Y CILIEHI Ta 3a JIOMOMOTOIO CHEliaJIbHUX MpOorpaM BUKOHATH peHzep. | 1o
orepanio MOKHO OBTOPIOBATH CKUIbKHM 3aBrojiHO pasiB. Haxans y 2D Taka po3kilu
HE MOXJIMBA, B CHITY BiICyTHOCTI 3-1 oci. Tak sik cBiT/io y 3D BUCTaBISETHCS y CIICHY
1 MOXKe pefaryBatuca y Oyab-sSKMM 4ac, B TPATUIIAHOMY 300pa)kaHHl XYJOKHHUKY
KOKEH pa3 Tpeda CTBOPIOBATHU JKEpEa CBITIIA CIIOYATKY.

Haii3HaMeHUTIIIIMM METOIOM MOJIEIIOBAHHS € TMOJITOHAJIbHE MOJIEITIOBAHHS.
Horo cyTb B TOMY, IO BUKOPHCTOBYETHCS TPHMITHB — TPHKYTHHK y Bimeoirpax i
YOTUPHUKYTHUK y KiHO. BararokyTHHKHM 3 SKUX CKJIAJA€ThCsl MOJENbh HA3WBAIOTHCS
MoJIiroHamMu. B IrpoBHUX ABUTYHAX BUKOPUCTOBYIOTHCS TPUKYTHHUK, TaK SIK BifeoKapTa
peHIepUTh 300paKeHHS y TPUKYTHHKAX.

106 mMomens MakcuManbHO Oylia CXOXKa Ha OpPUTIHAJ BOHA MICTHTH Oarato
MIOJIITOHIB. AJi€ B TOM K€ 4ac BeJIMKa KIJIbKICTh MOJITOHIB MOYKE HETAaTUBHO CKAa3aTUCS
HANPUKIIA] MPU EKCTIOPTI Yy irpoBuil ABUTYH. TOX BaXXIUBO JOTPUMYBATHCS MPABUII
ormrrumi3aiii. BeandesHna KiUTbKICTh MOJITOHIB BiJIMOBIA€ BETUYE3HOMY YHCITY TOUOK,

SKUMH BOHU OYAYIOThCS, IIO MNPU3BOAMUTH JO 30UIBILIEHHS KUIBKOCTI JAaHHUX, IO
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TOBOJIUTHCST 00pobIIaTH Tportecopy. OTke mpu peatizallii MoJel 4acTo JOBOIUTHCS
WTH Ha yroAy MK ONTHMI3AIlI€I0 Ta JIeTali3amicro. Y 3B'S3Ky 3 UM 3'SBUINCS TakKi
TepMiHd, sk high poly (BucokomomiroHagbHa wmoxenb) 1 low  poly
(HM3BKOIIOIITOHATIbHA MOJIETh). Y KOMI'IOTEPHUX Irpax BUKOPUCTOBYIOTHCS
HU3BKOIIOJITOHAIBHI MOJIEN, TaK K Bi3yalli3allisl B irpax MPOBOJUTHCS Y PeaIbHOMY
yaci.

[Ticns eTamy MOACITIOBAaHHS BUXOIUTH JIUIIIE MaTEMAaTHYHA MOJIEITh, 110 MICTUTh
iH(opMalrito e npo reomeTpudny dhopmy ob'exra. [ Toro, mob HagaTH MOl
HEOOXI1THUHM KOJIIp, 3aCTOCOBYIOTHCSI TEKCTYpH. TEKCTypa 1€ IBOMIpHE 300paKeHHs,
SIK€ HAKJIAJA€ThCSl HA TPUBUMIPHY MOJICITb.

Texcrypu OyBarOTh mMporeaypHUMHU (TOOTO 3T€HEPOBAHUMHU 32 JOTIOMOIOIO
QITOPUTMY) 1 HaMaJlbOBaHUMHU B TpapiuHOMYy peAakTopl. 3 MOIJISAY TPUBHMIPHOI
rpadiku, MaTepiall € MaTeMaTUYHa MOJIEIh, IO BU3HAYAE TTapaMeTpu moBepxHi. [lepi
HIK HAKJIACTH TEKCTYPY Ha MOJIeTb, HEOOX1IHO 3pOOUTH 11 pO3ropTKy — TOOTO, MOJATH
MOBEPXHIO MOJIENI 3a JOMOMOTOIO MPOEKIIil Ha MomKHy. CTBOPEHHS MOJIENI MOXKHO
MMOAUIMTH Ha TaKl €TaIH .

— MonenroBanHs 10 pedepeHcam Ta KpecIeHHIO.

— CtBopennst UV — po3ropTku y criemiaibHiil mporpami.

— CTBOpEHHS MPOIEAYPHUX a00 XEHEHH TEKCTYP.

— HamamryBaHHS clieHH (JIOJaHHS JDKEePET CBIT/Ia Ta KOMITO3HIIIT).

[Ticiist BUKOHAHHS MUX MYHKTIB MOJEIL TOTOBA JJIS Bi3yauni3alii Ta (hiHaIbHOTO
peHuaepy.

V¥ 3D rpadimi micist BATOTOBIIEHHS MO/ 1i HEOOX1HO PO3MICTUTH B CLIEHY J10
1HITUX 00'€KTIB, JOJATH KaMepy Ta OCBITJIICHHS, 1 JIUIIIE MICIs IbOTO MOKHA OTPUMATH
dinanbHe 300pakeHHd. lle 300pakeHHs MPOPaxOBYEThCS 3a JOMOMOTO0 (Pi3MUHOI
MOJIEJTi, 1€ MOJENb TMONIMPEHHS TPOMEHS CBITJIA 3 ypaxyBaHHSM BiIOOpa>KeHHS,
3aJIOMJICHHSI, po3citoBaHHS Tolo. [Ipu TpagumiiiHOMy MaiOBaHHI XYAOXHHK caM
300paxye BIIOIUCKH, BITOOpakeHHS, TiH1 1 T.1., @ B 3D Tpadiiii aBTOp roTye ClieHy 3
ypaxyBaHHSM T€OMETpii, OCBITJCHHS, BJIACTHBOCTEH KaMepHw 1 Bi3yami3aTop cam

pPO3paxoBye MiACYMKOBE 300pa>KeHHS.
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1.2. IIpu3HayeHHs pO3pPOOKHU Ta rajay3b 3aCTOCYBaHHS

OcTanHi IeKiJIKa POKIB MOKHO cIiocTepiraT noTpedy Bukopuctanus 3D rpadiku
Maiike y KOXKHIM ICHYr04il 00J1acTi Cy4acHOTO KUTTS.

B 1i 1HI BaXXJIMBICTH CTBOPEHHSI KOMIT'IOTEPHOT rpadiku BaXKKO MepeoriHuTi. CBiT
HE CTOITh Ha MICIl, IIBUJKI TEMIM TOJIMIICHHS TEXHIYHOIO MPOrpecy 3poOuiu
KOMI'IOTEpHY IpadiKy aKkTyaJbHOIO MPAKTUYHO B YCIX HAIPSIMAaX IPOMHUCIOBO-I00YTOBOI
cdepu. 3D rpadika € HEBIA'€EMHUM CYITyTHHKOM apXiTEKTOPiB, AU3aiiHEPiB, KyJIbTYPHUX
JSIY1B, PEKIAMHUX EKCIEpTIB, €KCIEePTIB y rajay3i irpoBOi MPOMUCIOBOCTI Ta BaKKOTO
MammHOOyAyBaHHs. 3110H0CTi 3D rpadiky y cBITI IPAKTUYHO HECKIHYEHHI.

JlocUTh YacTUM SIBUIIEM € po3poOKa pekIaMHOi KaMmIaHii ToBapy e J0 MOSBU B
CBIT. ¥ LIbOMY pa3l €JUHUM BHUXOJIOM € BHKOPUCTaHHS KOMI'IOTepHOi rpadiku. Ilpu
NpaBUJIBHOMY MIJIXO/I1 10 Ipolecy BUpoOHMITBA 3D Mozenl Ta aHiMallil JOJUHI TyKe
BaXXKO BU3HAUMTHUCS, 110 NEPe] HUM 300pa’KEHHS HE CIPaBXKHBOIO MPOJYKTY, a MOro
KoMI'toTepHOoi Mojeni. CreuTeXHONOT1i POrpecytoTh YK€ MIBUAKO, TOMY OlIbIlIe HEMA€e
HEOOX1THOCTI BUKOPUCTOBYBATH BAXKK1 IPUKpPACH a00 PEKBI3UT, K1 HEMOXJIUBO OTPUMATH
3BHYAHHUM MeToAoM. Temep moTpiOeH JNHINe KOMITIOTEp, SKUH MPOCTO BHUPIIMIMTH IO

npoodiemy.

1.3. IlizcraBu AJis1 po3poodKu

[TincraBoto 10 po3poOku KBamiikaiiifHOi poOoTH OakaiaBpa Ha TeMY
«Po3pobka 1HPpopMaLIMHOTO 3a0€3MEeUYeHHs] CUHTE3Y apXITEeKTypu KOMII'IOTepa Ha
OCHOB1 TPbOXMIPHOTO MOJICTIOBaHHS Ta Bi3yalizallii» € Haka3 mo HarionanbHOMY
TEXHIYHOMY yHiBepcUTeTy «JIHImpoBchKa nomirexuukay Bij 18 TpaBus 2022p.Ne268-

C.
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1.4. IlocraHoBKka 3aBIaHHSA

Mertoto kBamidikariitHoi poOOTH € aHali3 AOCTYMHUX TEXHOJOTIH Ta METOMAIB
PO3pOOKH /JIsi CTBOPEHHS 32 JIOMOMOTOI0 MOJICIIOBAHHS MPOEKIi KOMIUIETYIOUUX Y
[1K.

J171st HOCSATHEHHS TOCTABJICHOI METH, HEOOX1THO JTOCIIIUTH HACTYIHI 3aB/IaHHS .
[TpoananizyBatu Ta 0OpaTH MEBHI KOMIUIEKTYIOUI.

[lepeBipuTy CHiBBITHOILIEHS CEpe]] KOMIUIEKTYIOUHX.

B 3D makeTi 3Mo/ie/TI0BaTH yC1 KOMITJIETYIOU1 Ta 30BHIIIHI €JIEMEHTH.

Jlonatu TekcTypH 10 00’ €KTIB JIJIsl HOAAIBIIOTO PEHIEPY.

CtBOpUTH aHIMAIIIIO.

Jonatu mxepena cBiTIA.

N o g bk WD Ee

HanamryBatu cueny Ta 3poOuTH (iHaIBbHUN PEHAEp Ta aHIMALIO.

1.5. Bumoru 10 nporpamu a60 nporpaMHoOro BUpooy

1.5.1. Bumoru 10 ¢pyHKIiOHAJTIBHUX XaPaKTEPUCTUK

JIo OCHOBHMX BHMOTI HQJICKUTh JOJaTH TUIBKM Te, MO0 creHa Oyna

OINTIMH30BaHAa JJIs TIOIAJIBIIOT Ta 3pyYHOT HaBirarmii y Viewport.

1.5.2. Bumoru 10 inpopmauiitHol 0e3nexku

[lomo iHpopmarriiinoi O6e3neku Tpeda 3a3/eeriTh NEPEKOHATUCS B HAIMHOCTI
OMepalioHol CHUCTEMU Ta MaTH JilEH31iiHe mporpamHe 3abe3neyeHHs. Matu
BcranoBneHui Ha [1K anTHBIpYyC, TpH HAJIEKHOCTI TAKOXK 3pOOUTH apXiBalliio JaHHUX
Ta pe3epBHy komito OC.

[IMomo amapaTHOi O6€3neKu HAJICKUTh MPUA0ATH OJI0K 6e31mepebiitHOTO JKUBJICHHS.
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1.5.3. Bumoru 10 ckjaay Ta mapaMeTpiB TeXHIYHMX 3aC00iB

Jlo TexXHIYHUX MapaMmeTpiB 3 00Ky KOpPUCTyBaua HE MOTpeOye crenudiaHux
xapakTepucT. Tak sk mporpamMma OyJe 3apeHIepeHa Ha CIeI[ialbHOMY KOM I0Tepi.
Toxx HWKE HaBeJeHI peKOMEHJallli 11010 MiHIMaJbHUX/PEKOMEHIOBAHUX IMPOTrpam
JUTSI TIEPETIISITY TIPOEKTY:

- Bineoxonek PotPlayer abo #oro ananory.
- BigeokapTa 3 miarpumkoro Direct X.

- AymionpaiiBep Realtech.
1.5.4. Bumoru 1o inpopmaniifHOI Ta MIPOrpPaMHOI CyMICHOCTI

Kganidikariitna po6ora Ha TeMy «Po3poOka iHpopMmariifHoro 3a0e3neyeHHs
CHUHTE3y apXiTEKTypu KOMIT'IOTE€pa Ha OCHOBI TPHUMIPHOTO MOJICJIIOBAHHS Ta
Bizyauizamii» nependadae sukopucranus 3D nakery Blender, 3aco0iB mporpamyBaHHs
Ha MoBi JavaScript y cepeni Visual Studio Code ta moBuHHa OyTH CYMICHOKO 3

orepariiiiHoro cuctemoro Windows.
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PO3JLI 2
IPOEKTYBAHHS TA PO3POBKA IHOOPMAIIMHOI CHCTEMH

2.1. ®yHkuioHaJbHe MPU3HAYEHHS CHCTEMH

Metoro kBamidikaimiifHOT pPOOOTH € TPOAEMOCTPYBATH KOPUCTYBAueBl Y
3po3yMilii Bi3yanbHiM ¢opmi moeramHe ckiaganHsa I[IK mo poGouoro crany. B
nporpami Oyzae po3risiaeHo y aetansx koxHud xkommnoHeHT 1K y 3D, mo macte y

MOBHIM 3M031 CIOCTEPIraTH CKJIAJaHHS HAKUBO.

2.2. Onuc 3acTOCOBAHUX MaTeMaTHYHUX METO/IiB

MatemaTHuHI METOAM MOJICIIOBaHHS Ta TekcTypyBaHHs ( math node puc.2.1.)
300pakeHHI Ha puc.2.2. y BUIVISAL «HOLY» B SKIH MOXHO CIIOCTepiratd 0a3oBi

MaTeMaTH4HI orepariii, Taki sk: add, subtruct, multiply, divide ta ixmri.

Value @

i¥els

Clamp

Value 0.500

Value 0.500

Puc.2.1. Math Node

14



Add Minimum

Subtract Maximum
Multiply Less Than
Divide Greater Than
Multiply Add
Compare

Power

; Smooth Minimum
Logarithm
- Smooth Maximum
Square Root
Inverse Square Root

Absolute

Exponent

Round
Floor
Ceil

Truncate

Fraction

Modulo

Ping-Pong

Sine To Radians
Cosine To Degrees

Tangent

Arcsine
Arccosine

Arctangent

Arctan2
Hyperbaolic Sine
Hyperbolic Cosine

Hyperbolic Tangent

Puc.2.2. MaremaTuuni Metoau Hoay Math

Takox BUKOPUCTOBYIOTHCSI BEKTOPHI MaTeMaTU4H1 onepaiii puc.2.3. Ta puc.2.4.

Add

Vector:

Puc.2.3. Vector math node
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Add
Subtract
Multiply
Divide

Multiply Add

Cross Product
Project
Reflect

Refract

Faceforward

Dot Product

Distance

Length

Normalize

Absolute
Minimurm
Maximum
Floor
Ceil
Fraction
Modulo
Wrap
Snap
Sine
Cosine

Tangent

[ g -~
Scale

Puc.2.4. MarematnuHi Mmetou HOy Vector math node

2.3. Onuc BUKOPUCTAHUX TE€XHOJIOTii Ta MOB MPOrpaMyBaHHsI

B po6oti BukopuctoByetrbes Blender. Blender e Oe3komToBHMIA MakeT aJis
cTtBopeHHs: 3D 3 BiAKpUTHUM BUXIAHMM KoaoM. Bin minrpumye Bech 3D-konBeep
MOJICJIIOBaHHs, PITIHT, aHiMallllo, MOJICJIOBAHHS, Bi3yaii3allilo, KOMIIO3HUIIIO Ta
BIJICTeXKEHHSI PyXy, HaBIThb peJaryBaHHs BiJle0 Ta CTBOpeHHs irop. JlocBimgueHi
KopuctyBadi BukopuctoBytoTh APl Blender qys cuienapiie Python mist nanamryBanss
porpamMu Ta HANMCAHHS CIELIai30BaHUX 1HCTPYMEHTIB; YacTO BOHU BKJIIOYEHI B
maitoyTHi Bumycku Blender. Blender moGpe miaxoauTs st OKpeMuX 0ci0 i HeBETMKUX
CTYJIiH, IKI OTPUMYIOTh MEpEBaru BiJi HOro yHih)ikoBaHOT'O KOHBE€EpA Ta aIalTUBHOTO

MIPOIIECY PO3POOKH.

Blender e xpocruathopMHrM i OZHAKOBO A00pe Mpalfoe Ha KOMIT IOTEpax
Linux, Windows i Macintosh. Moro inTepdeiic BukopucroBye OpenGL, o6
3a0e3neunT MocailoBHUNA AocBia. 100 miaATBepAUTH KOHKPETHY CYMICHICTb, Y
CIUCKY MIATPUMYBAaHUX TUIATGOPM BKa3YIOThCS Ti, SKI PErYISIPHO TECTYHOTHCS
KOMaH/I0I0 PO3POOHUKIB.
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Blender mosuiionyetrbcst sk mporpama AJjis BUPOOHHUIITBA Ta peaaryBaHHs
TPUBUMIpHOT rpadiku, Bizyanizaiii, aHiMaIli, BUPOOHUIITBA KOMITIOTEpHUX Irop 1
HaBITh CKYJBNTUHTY. CXO0X1 MpOrpaMu BUMAararTh 0arato JKepels BiJl KOMITIOTEpa,
ayie BctraHoBleHni Blender 3aiimae 61M3bK0 TPHOXCOT METabaMT 1 ONTUMI30BaHUHN IS
cnabkux [IK. /lomatkoBoro mepeBaror € CTiKe Ta HIBUJKE BCTAHOBJICHHS IAKETY
3aBsKU MpodeciiiHiii koMaH i po3poOHMKIB. SK 1y BCIX IporpaMax MOJC/IIOBaHHS,
KOPHCTYBa4 Mpalloe y CBOTO poay cueHi abo B'tormoptT. Tyt 3D Moxaens 3BUYaiHO
CTBOPIOETHCS 1 PEAATYETHCS, a TAKOK 00E€PTAETHCS, MEPEMIIITAETHCS, MACIITAOYETHCS 1
T.0. TyT ke BimoOpaxaroThCs BCl BHJIO3MIHHW, MOB'S3aHl 3 MpoIlecaMy aHIMaIlii,
TEKCTYpYyBaHHS Ta Bizyamnizaiii. 3D MoJentoBaHHsS MPEACTaBICHO MPAKTUYHO BCIMA
ICHYIOUMMH METOJIaMU BUPOOHHUIITBA Ta POOOTU 3 00'eMHUMHU MojesIMu. JlocTynHO
MPOCKTYBaHHS OO'€KTIB 3a JOMOMOTOI MpUMITHBIB, mojiroHis, NURBS-kpuBux,
kpuBux be3be, Meracdep, OyneBux omepariiii, Subdivision Surface Tta 6a3oBuX
IHCTPYMEHTIB JiJIsi cKyJIbnTUHTY. Sk 1 B 3Ds Max, nporpama nponoHye BeJIHUYE3HY
KUIBKICTh P13HUX MOJM(pIKATOPIB, IO 3aCTOCOBYIOThCA 10 Mojaeni. [{ns animarii y
PO3MOPSIIPKEHHI KOPUCTyBada TakKi 1HCTPYMEHTH, SIK PUTIHT (CKeJIeTHa aHiMallis),
1HBEpCHA KIHEMAaTHKa, AepopMallisi CITKH, OOMeXyBayi, KIIOYOBI KaJpH, pelaryBaHHs
BaroBMX TOKA3HMKIB BepIIMH Tomo. UynoBo peasizoBaHa AUHAMIKa >KOPCTKHUX 1
M'SKHX TUI, @ TaKOX aHIMaIlis dJacTuilb. [Iporpama mo3Bojsi€ HakIagaTH KiJIbKa
TEKCTYp Ha OJuH O00'eKT, 1 0OJlaJHAHA PSJIOM THCTPYMEHTIB IJisi TEKCTYpYBaHHS,
BiuItoyaroun UV-MarmiHr 1 4acTKOBE HaJaIITYBaHHS TEKCTyp. Psja mieinmepis, mio
HACTPOIOIOTHCS, HAJA€ €MaCTUYHOCTI B poOOTi 3 Marepiasiamu. [laker ocHamieHui
JEKUJIbKOMa IHCTPYMEHTaMM Bi3yauni3allii, a TaKOXK MIATPUMYE 1HTErpalliio 3 pi3HUMHU

30BHIIIHIMH PEHIEPEPAMHU.
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Window

v View A jec 1, Global v v D i~ o

User Perspective
(1) Collection | Cube

Objects 0

Vertices
Edges
Faces
Triangles

0

'O. Scene

Render Engine  Cycles
Feature Set  Supported

Device GPU Compute

Sampling
Viewport
Noise Thresh... &

Max Samples
Min Samples
Denoise
“ Render
Noise Thresh... ¥
Max Samples
Min Samples
Time Limit

v ¥ Denoise

Denoiser = OptiX v

Passes  Albedo and Normalv

Puc.2.5. Inrepdeiic Blender

B po6oTi BukopucToByeThest JavaScript. JavaScript — MmoBa nmporpaMyBaHHS, SKa

NIATPUMYE 00'€KTHO-OPIEHTOBAHMM, IMIIEPATUBHUM Ta (DYHKIIOHAIbHUIA CTUJTb.

JavaScript 3a3Buuaii BUKOPHUCTOBYETHCS K BOY0BaHA MOBa JIJIsl IIPOTPAMHOTO
nocTyny A0 00'ekTiB mporpam. Halimmpiie 3acTocyBaHHs 3HaXOAUTh y Opay3epax siK

MOBY CLIEHapIiB JJI1 HAJJaHHS IHTEPaKTUBHOCTI BEO-CTOPIHKAM.

Cpenoro mporpamysanns oopano Visual Studio Code. Visual Studio Code 3aci6
JUTsl CTBOPEHHSI, pelaryBaHHs Ta 3aBaHTaXKEHHsI Cy4aCHMX BE03aCTOCYHKIB 1 Iporpam
s xmapHux cucteMm. Visual Studio Code po3moBCIOIKYEThCS OE3KOIITOBHO 1
noctynHuil y Bepeisx s miardopm Windows, Linux i OS X.

Komnanis Microsoft mpencraBuna Visual Studio Code y kBitHi 2015 Ha
koH(pepenmii Build 2015. Ile cepemoBumie po3poOKd  CcTalo  MEPIIAM

KpocrutarhopMoBUM TpoaykToM y Jinikmi Visual Studio.
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https://uk.wikipedia.org/wiki/Windows
https://uk.wikipedia.org/wiki/Linux
https://uk.wikipedia.org/wiki/OS_X
https://uk.wikipedia.org/wiki/Visual_Studio

3a ocHoBy mis Visual Studio Code BHUKOPHUCTOBYIOTHCS HaIpalfOBaHHS
BUTBHOTO TIPOEKTY AtOM, mo po3BuBaeThesi kommanieto GitHub. 3okpema, Visual
Studio Code € nanbymoBoro Haa Atom Shell, mo BukopuctroBye Opay3epHuii
pymriii Chromium i Node.js. TIpumiTHO, MmO NPO BHKOPHCTAaHHS HAINPAIIOBAHb
BUIbHOTO MpoekTy Atom 1 Ha caiiTi Visual Studio Code, 1 B mpecpennisi, 1 B opiiiHOMy

0J1031 HE 3ray€eThCs.

EXPLORER 1.lock package.json JS apijs ® IS ser
4 TOAST'RE web b src b JS apijs b & getUserCount

b server

4 web

import as config from

4 import as moment from
> public
4 sre

b iaws {boolean} [testMode]
JS api.js
B {Promise<number=>}

App.css
Js App.js eferenc
JS App.test.js export getUserCount (testMode = e

response = await fetch( config.apiEndpoint}/v@/numberServed
data = await response.jsonX();

if (testMode) {
Js index.js v return data.numberServed * moment.no|

. [0905\’9 i rmalizeUnits function moment.now(): number
return data.number W

Js config.js

index.css

Js serviceWorker.js

months Returns unix time in milliseconds. Overwrite for profit.
&) monthsShort
versio
{} package.json duratio
README.md parseZone
definelocale
.. isDuratio
4 OUTLINE calendarFormat
&) isMoment

Js Site

.gitignore

yarn.lock

PROBLEMS (20  OUTPL RMINA Filter. Eg fnodem..X§ & A~ %X

1 response 4 Js apijs webjsrc
4 @ Property 'jsonX' does not exist on type 'Response’. Did you mean ‘json'? ts(2551) [13, 33
'n' lib.dom.d.ts[2230, 5]: ‘json' is declared here.

P master* @2 A4 0 [ALive Share : Ln 15,Col 45 Spaces:4 UTF-8 LF JavaScript ©[offf @ M1

Puc. 2.6. Intepdeiic Visual Studio Code

Jlns penaryBaHHs PEHICPIB BUKOPUCTOBYEThCs mporpama Photoshop. Adobe
Photoshop rpadiunuii penaktop, po3pobicHmii i mommproBanuii (ipmoro Adobe
Systems. Ileit mpoaykT € JAEpOM  PUHKY B rajgy3l  KOMEpLIHHUX
3ac00iB pefaryBaHHsS PacTPOBUX 300paKeHb 1 HAWBIIOMIIIUM MPOAYKTOM (ipMu
Adobe. Yacto mwo mporpamy HazuBarTh Mpocto Photoshop (®otomiomn). Y Ham
yac Photoshop goctymuuit Ha mmatgopmax Mac OS X/Mac OS i Microsoft Windows.

Panni Bepcii penaktopa Oynu noproBani mig SGI IRIX, ane odimiiina miarpumka Oya
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https://uk.wikipedia.org/wiki/GitHub
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https://uk.wikipedia.org/wiki/%D0%91%D1%80%D0%B0%D1%83%D0%B7%D0%B5%D1%80%D0%BD%D0%B8%D0%B9_%D1%80%D1%83%D1%88%D1%96%D0%B9
https://uk.wikipedia.org/wiki/Chromium
https://uk.wikipedia.org/wiki/Node.js
https://uk.wikipedia.org/wiki/%D0%93%D1%80%D0%B0%D1%84%D1%96%D1%87%D0%BD%D0%B8%D0%B9_%D1%80%D0%B5%D0%B4%D0%B0%D0%BA%D1%82%D0%BE%D1%80
https://uk.wikipedia.org/wiki/Adobe
https://uk.wikipedia.org/wiki/Adobe
https://uk.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BC%D0%B5%D1%80%D1%86%D1%96%D0%B9%D0%BD%D0%B5_%D0%BF%D1%80%D0%BE%D0%B3%D1%80%D0%B0%D0%BC%D0%BD%D0%B5_%D0%B7%D0%B0%D0%B1%D0%B5%D0%B7%D0%BF%D0%B5%D1%87%D0%B5%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%9A%D0%BE%D0%BC%D0%B5%D1%80%D1%86%D1%96%D0%B9%D0%BD%D0%B5_%D0%BF%D1%80%D0%BE%D0%B3%D1%80%D0%B0%D0%BC%D0%BD%D0%B5_%D0%B7%D0%B0%D0%B1%D0%B5%D0%B7%D0%BF%D0%B5%D1%87%D0%B5%D0%BD%D0%BD%D1%8F
https://uk.wikipedia.org/wiki/%D0%A0%D0%B0%D1%81%D1%82%D1%80%D0%BE%D0%B2%D0%B0_%D0%B3%D1%80%D0%B0%D1%84%D1%96%D0%BA%D0%B0
https://uk.wikipedia.org/wiki/%D0%86%D1%81%D1%82%D0%BE%D1%80%D1%96%D1%8F_%D0%B2%D0%B5%D1%80%D1%81%D1%96%D0%B9_Adobe_Photoshop
https://uk.wikipedia.org/wiki/%D0%86%D1%81%D1%82%D0%BE%D1%80%D1%96%D1%8F_%D0%B2%D0%B5%D1%80%D1%81%D1%96%D0%B9_Adobe_Photoshop
https://uk.wikipedia.org/wiki/Mac_OS_X
https://uk.wikipedia.org/wiki/Mac_OS
https://uk.wikipedia.org/wiki/Microsoft_Windows
https://uk.wikipedia.org/wiki/IRIX

IPUMKMHEHA, TOYNHAIUH 3 TPeThoi Bepcii npoaykty. s Bepceii CS 1 CS6 MoxnuBuit
3amyck mij Linux 3a momomoroto anerepratusu Windows APl — Wine.

Photoshop ronoBHMM YHMHOM TpU3HAYEHUN M1 peJaryBaHHs UUPPOBUX
dororpadiii Ta cTtBOpeHHs pacTpoBoi rpadiku. OcobmuBocti Adobe Photoshop
MoJISATal0Th 'y OaratoMy IHCTpYMEHTapii IS orepaiii CTBOpPEHHS 1 OOpoOKH
300paxkeHb, BUCOKIM SKOCTI 00p0oOKH rpadiuHMX 300pakeHb, 3pyIHOCTI i MPOCTOTI B
eKCIUTyaTallll, MUPOKUX MOXKIMBOCTSIX JO aBTOMaTu3alii OOpOOKHM pacTpOBUX
300paxeHb, sIKIi 0a3ylOThCS Ha BUKOPUCTAHHI CIIEHaApiiB, MeXaHi3Max poOOTH 3
KOJIbOPOBUMH MPOQPUISIMU, SIKI JOMYCKAIOTh iX BTIJIEHHS B (haiiyiu 300pa’keHb 3 METOIO
aBTOMATUYHOI KOPEKIll KOJbOPOBUX MapameTpiB NpH BUBOAI Ha APYK IJs PIZHHUX
MPUCTPOIB, BEIMKOMY HaOopi KoMmaHna (uibTpallii, 3a JOMOMOTOI0 SKHUX MO>KHA
CTBOPIOBATH HAWPI3HOMAHITHIIII XYJ0KHI €PEKTH.

ba30Bi IHCTpYMEHTH pefaryBaHHs JO3BOJIIIOTh 3MIHIOBAaTH TOH, HACHYEHICTh
300pakeHHsI, OOTUHATU WOro, Hakianatd (PoToUILTPH, BUIPABIATH MEPCHEKTUBY
tomto. Photoshop miarpumye Tak 3BaHi mapu Mmpo3opi 001acTi 300pa’KeHHs, Ha SIKUX
PO3MIIIYIOTBCA €JIEMEHTH (POTOMOHTaXY, TEKCT, reomeTpuuHi ¢irypu. I[Iporpama
MICTUTh IHCTPYMEHTH IJisi pOOOTH 3 TEKCTOM 1 HECKIaJHMUMH (irypamu, J03BOJISE
300pakatu pobOUl KOHTYpPH, 3aJaBaTi TeKCTaM 1 ¢irypam ctuii odopmiieHHs. Jis
po0OOTH 3 OKpeMUMH (PparMeHTaMu 300paKeHHS rependadeHi Pi3HI THIIH BUJILJICHHS:
3a (birypoto, B peKUMi «MaJIFOBaHHS» 30HU BUIUICHHS, 32 11alla30HOM KOJILOPIB TOIIIO.
[cHyroTh pi3HOMaHITHI PUIbTpU i nedopmariii Ta cTuiizamii 300paxeHHs, Taki sk
GIBTPH PO3MHUTTS, IMITalLll PI3HUX XYIOXKHIX TexHiK. Photoshop takox Mictuth
IHCTPYMEHTH JIJ1s1 UU(PPOBOTO KUBOIHUCY, 30KpeMa Habopu nen3niB. Kopuctysau moxe

3MIHIOBATH 1X PO3MIp, KYT HaXUITy, KOJIp.

2.4. OnMc CTPYKTYPH CHCTEMHM Ta AJTrOPUTMIB ii PyHKLIIOHYBaHHSA

Po3pobka apxitektypu kommnoHeHTiB IIK mounemo 3 TOro, mo Aoaamo
IMPUMITHB, SKHH MaKCUMaJbHO CXOXXHM Ha KIHCUHHH OO0’€KT, SKHH MH XOYEMO

cTBOpUTU. HUk4e nepeniueHo KOMIIOHEHTH, SIK1 MOTPIOHO 3MOJIETIOBATH
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. CPU — nenTpanpHMil mporecop.

. GPU — BigeokapTa.

. MaTepuHchKa 11ara.

. SSD — TBepAOTIIbHMI HAKOMTUYYBaY.
. HDD — 3BuuaiiHuii >KOPCTKUH TUCK.

. RAM — oneparuBHa 1am'siThb.

. ok xuBneHHs.

. Mownitop.

© 00 N oo o B~ W DN P

. CucremHuuii OJIOK.

2.5.1. MoaesiloBaHHSI MPOLECOPY

[lepmiuM B cnucKy Hae mpolecop, TOXK 3 HbOTO ¥ moyHemo. JlogaMo y cueny
npumituB «Ky0» Ta BUKOPHCTOBYIOUM KOMaHIy «Scale» cTBopuMy mepiny 4acTHHY
npouecopa. am nogamo npumituB «LumiHap» Ta 3a gonomMoror moaudikaropa
Boolean y BepxHiit yacTHHI CTBOPUMO BIATBIpP IS ITOIAJIBIIOTO BCTAHOBIICHHS Y COKET
nporecopa. Takox I peanbHOTO BUIIISILY nomamo Moxugikarop «Bevel» ta
moudikatop «WeightNormalsy mis Toro 106 3pooutr hacku Ta mianpaByUT MEHITIHT

y mozemi. (puc. 2.8)
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S culp 18] (& Vie
17, Global ~

Vertices Edges
Width Type  Offset
Amount 0.059 m

Segments 3

Limit Method

No.. EfE @ v x
Face Area v .
50
Threshold 0.01

Keep Sharp

Puc.2.8. JlonanHs NpuMUTUBY Ta MaHIMYJIALI] 3 HUM
Hactynmaum kpokom 3HOB foamo ipumiTuB «Ky0» Ta mpoBeneMo omnepartii sxi

OIKCaHi BHIIE, aJie Ha el pa3 qoaamo Moaudikarop Mirror mis Toro mo0 omnepartii,

SIK1 BUKOHYIOTBCS 3 OJIHI€1 CTOPOHU AYOJIIOBAJIMCA HA IHIIY.
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Puc.2.10. lJogaMo OCTaHHIO YaCTUHY IIpoLecopa
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[Ticnst TorO SIK 3aBEPIIIEHO MOJISTIOBAHHS ITpoIiecopa Tpeda CTBOPUTH TEKCTYPH,
B JIaHHII po0OoTi OyayTh BUKOpHcTOBYBaTHCs ckiaaHi PBR (Physical Base Rendering)
MaTepiayd Ui Haikpamioro pesyibrary. B Blender me poOuthcs 3a 1omomororo
HOJIOBOI CHCTEMHU IpOTpaMyBaHHs, sKa Mparfoe Ha 6a3i Python.

VY pexxumi Shading moTpiOHO BHOpaTH KOMIIOHEHT 0 SIKOTO Oa)kaeMo J0AaTH
Marepiai. s onTuUMi3yBaHHS MPOCTIPY, 3aKPUEMO HEMOTPiOHI BiKHA Ta MOYHEMO
J0JlaBaTl MaTepian. AJie CrmoYaTtKy JI0JaMO A0 Hamioi cleHd cBitino. S Oymy
sBukopuctoByBTd HDRI (High Dynamic Range Imaging) mpoctumu cioBamu Iie
300paKE€HHSI PEANbHOrO CBITY 3pOO0JIEHOI0 JOAUHOK y (hopmati 360 rpanycis, sike
nepesacTb CBITIO y peajbHOMYy 4Yaci. Temep MOXXeMO CTBOPUTH Matepian st

poILIeCopy.

UV E ( e Pa Shading
LO ~

Options

=)
Cshe

4y I Pane

HmE - x
Select Add Node [ Use Nodes ] @) Edges
ype Offset v e
0.01 m
Segments
Limit Method
Angle

> Profile

Weighting ...
ight

Threshold

Puc.2.11. logamo xapty HDRI
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¢ Principled BSDF ~ Material Output

Subsurface
Subsurfac
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Specular
Specular Tint

Roughness

0.500
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Transmission Roughness 0.000
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D File Edit indow Help Layout ) &5 Scene & View
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W CPU
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Width Type ~ Offset

Amount
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Limit Method  Angle
Angle
> Profile
> Geometry
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& WeightedNormal | /=]
Weighting Mode  Face Area
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Threshold 0.01
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Puc.2.13. ®inanbHa Bepcis mporecopa (BU Criepesy)
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R File Edit Render Window Help Layout &5~ Scene

+2v W ObjectMode v View Select Add Obiject 1, Global v @Pv & / 4 080 - 1l

|0 Options v

Add Modifier
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Vertices Edges
Width Type  Offset
Amount 0.059 m

Segments 3

Limit Method
Angle
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> Geometry
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Weighting Mode  Face Area
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Threshold 0.01
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Puc.2.14. dinanbHa Bepceis nporecopa (Bu c3ay)

Puc.2.15. 3D Bepcis (solid mode)
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Puc.2.16. 3D Bepcis (render mode)

2.5.2. Mojae/iloBaHHs BileokapTn

Tenep moyHeMo MojentoBaTH BigeokapTy. Lls Momens Oyjae CkiamHimie HixX
MPOIIECOp, TOMY MOTPIOHO PO30UTH ii HA MAJICHBK] YaCTHUHU, Ta MOJICJIFOBATH KOXKHY 3
HUX OKpEMO, a MOTIM 3i0paTh BOEAMHO. BUKOPHUCTOBYIOUH IHCTPYMEHT «SPiny
CTBOPUMO 30BHIIIHIO (hOpMY BificokapTu. A 3aBasku Moaudikaropy «Mirror» MoxHo

MOJICJIIOBATH TUIHKU OJIHY YaCTHUHY, a Ipyra OyJie Bii3epKajeHa.
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R File Edit Render Window Help Layout T [ &5~ Scene 1] &y View Layer
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Puc.2.17. MozaearoBaHHs 30BHIIIHLO] YaCTUHU
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Puc.2.18. MojentoBaHHs BHYTPIIIHBOT YACTUHU
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Jlani 1ogaMo BEHTUIISITOP Ta JEK1JIbKa YaCTUHU 10 CepeuH1

&5~ Scene

Puc.2.19. MonentoBaHHs BEHTHISITOPA

. O
)

Puc.2.20. Po3ramnryBaHHsl BEHTHUJISITOPIB ¢ 000X CTOPIH Ta JACKIJIbKA JeTaleH
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Ip Layout I X &5~ Scene
ect Add Object 1 Global v Pv D ME~ * { 0 Oeed Tav (@

Options

[<H<H<N<]

[<H<N<Jm

= 3

W Cube.006 > (7] Bevel

Add Modifier

v ] Bevel f=EQ v >

Vertices Edges
Width Type ~ Offset
Amount 0.028 m

Segments 5

Limit Method
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> Profile

Geometry

Miter Outer  Arc

Inner  Shamp

Intersections  Grid Fill
¥ Clamp Overlap

« Loop Slide

> Shadinag

Puc.2.21. 3aBepiryeMo MOACITIOBaHHS, J0/IaI0YM OCTaHHI YaCTUHU

Tenep mounemo poOOTYy 3 MaTepiaiaMu JJjisl BiJieOKapTH. BUKOPUCTOBYETHCS
PBR texcTypyBaHHs, 5K 1 B IpUKJIaIi 3 mporiecopoM. Ilepexoaumo y Bkiaaaky Shading
Ta BUOMPAEMO €JIEMEHT SKOMY OyaemMo AojaBath matepian. [ momaHHS HaAMHUCY
OymeMo BUKOpUCTOBYBaTH HOJI «Image texturing» ta Hox «Bump map» st CTBOpeHHS
L0311 00’ emy. 3aBasaku Hoxy «Color ramp» skuid BiamoBigae 3a 4acTOTy O1JIOTO Ta
YOPHOTO KOJILOPY, HAJAIITYeEMO CHPHUATIMBUN Marepial A0 OJHOTO 3 EJIEMCHTIB

B1JICOKapTH.
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Puc.2.22. CTBOpeHHs MaTepiany
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Puc.2.23. PoOouiil npocTip HalalmTyBaHHs MaTepialliB

31




Puc.2.24. ®inanbauii peHep BiieOKapTh

2.5.3. MoaemwoBaunsa SSD

Jani 3a mmanom SSD. Tlo ckinagHOCTI MOACITIOBaHHS Ha PIBHI IIPoOIEcCOpa, TOMY
JOJIa€MO JIuiiie oauH npumiTuB «Ky0» Ta BUKOpHcTOBYEMO KoMaHy «Insert face» ta
«Extrude». Takox mgomamo Momudikatop «Bevel» ta «WeightNormal» mus
doTopeanictTuuHoro BUrALy. s Toro moO 3poOMTHM BHYTPIIIHI YaCTUHU

BukopuctoByethes subdivision and solidify momudikaropu.
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Puc.2.26 MonentoBanns SSD (Bun c3any)
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Puc.2.27 Jlogamo ManeHbKI JeTai

X File Edit Render Window Help Back to Previous &5~ Scene 15} &\ View Layer 15}

@~ W Object v View Select Add Node @4 Use Nodes Slot 2 v @~ kingston D@ -
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Puc.2.28 CtBopenns marepiany mist SSD
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Puc.2.29 ®inansauit peagep SSD

2.5.4. MopaemwoBanusa HDD

[Tepeitnemo no HDD. Hivoro ckimagHoro Tyt Takok Hema. [[is MojaenroBaHHS
HDD OyayTs BUKOpPHUCTOBYBATHUCH TIXK cami omeparlii, 1k i mpu ctBoperHi SSD. Tox

1100 HE MOBTOPIOBATHUCS, TIPOCTO HUXKYE OyJie 300paxkeHo caM mporiec. (puc. 2.30)
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Puc.2.30. loganns monudikaropy Bevel no npumutusa «Kyo»
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Puc.2.31. MonentoBaHHs 1HITUX (OpM
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Puc.2.33. MopentoBaHHS OCTaHHIX JE€TaNIeH criepeny
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Puc.2.34. MonentoBaHHsI OCTaHHIX JIeTaJIel c3a1y
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Puc.2.35. CtBopenns matepiany emonemu WD
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“ Material Output
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Puc.2.37. ®inansauii penaep HDD
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2.5.5. Mojae/iroBaHHsl ONIePAaTUBHOI MaM’ATi

HacrtaB wac mojemoBaHHS OJHOTO 3 HaWBaxumBimoro kommnoneHta [IK —
ormepaTuBHa mam ATh. Ilounemo sk 3a 3BuYaili 3 mnpumutuBy «KyOo» Ta
BUKOpHCTOBYIOuM Moaudikatop Boolean 3po6wmo otBopu mo 000x Ookax. [lis
CIIPOIICHHS JaHHOI MPOIEAypH BHUKOPUCTOBYEThCS ajyioH Bool tool, sxwit fine 3
OnmenenpoM 3a 3aMoBUyBaHHsAM. [lns akTuBamii anmoHa mNOTpPIOHO meperTu y
«Preferences» y Bkmazii «Addons» sBBectu «Bool Tool» ta miaTBepauTH aKTHBAIiO
anmona. Y BKiIami «T00lsS» Moaudikyro aagoH s MOAAIBIION0 BHKOPUCTAHHI.

(puc. 2.38).
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Puc.2.38. Bukopucranus Boolean mo ky6a
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Puc.2.40. longanHsa Haanucy Ta 1HIIOL AeTai3arii
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Puc.2.41. Wireframe mod onepaTuBHOiI Tam’siT
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Puc.2.42. ®inanpauii Buriisi y solid mode
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Ha eramni TekcTypyBaHHS BCE TaKOX BUKOPUCTBOYEMO BHUILE NIEPEUMCIEH] METO/IH.
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~ brushed-metal_normal-ogl.png ular Tint
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Tangent

Puc.2.44. Marepian OCHOBHOI YaCTUHU
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Puc.2.45. ®inanbHuii peHaep onepaTuBHOL MaM’ ATl

2.5.6. MoneroBaHHS MOBITPSIHOTO OXOJIOIKEHHS /ISl POLECOPY

Jlns Toro 1mo0 3poouTtu moBiTpsiHE oxostokeHHs i1 CPU  BUKOpHCTOBYEMO

KpeclieHHs. (puc. 2.46).

Puc.2.46. Kpecnenns
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Puc.2.49. 3aBepiieHHs MOAETIOBaHHS
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2.5.7. MoaeioBaHHsI MOBITPSIHOTO 0X0JI0/I>KEHHSI /IJIs1 CHCTEMHOT0 0JIOKY

Tenep 3Moaem0eMo OLIBIN CKIAAHY (POPMY IOBITPSHOTO OXOJIOJKSHHS JIIs
CHUCTEMHOTro 0JI0Ky. B manHomy BHIaaky OyaeMo MojeiaoBaTi i Metogom Boolean, i

meTooM Subdivision (MoaearoBaHHs i CaOuB).
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Puc.2.52. MoxaenroBauHs Jiomari
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D File ender Win &5~ Scene
2. ) b $ R . Options v

0 o090 -

Objects  0/14
Vertices 12,664
Edges
Faces
Tangles 25,05:

Cylinder.001
q yel
W Front CO

Wv FrontCO
¥ Transform

Location X om
Y 0.46683 m
z 24684 m

Rotation X 90°
Y 0
z 0°
Mode  XYZ Euler
Scale X 1.000
Y 1.000
z 1.000
» Delta Transform
Relations
Collections
Instancing
Motion Paths
Shading
Visibility
Viewport Display
Show Name

Axis

Puc.2.53. ®inanbHa cTaaist MOIEIIOBAHHS

2 File Edit Render Window Help Layout &5~ Scene ) View Layer
#2v W ObjectMode v View Select Add Object 1 Global v v D~ = e X o 0eevd -

Lo (=] Options v

<< B<B<N<NNN<N<N<]

[<<H<N<J

‘W, Cylinder.001 > [O] Subdivision
Add Modifier
v[0 sw. FEIEE v x

Catmull-Clark Simple

Levels Viewp... 2
Render 2

¥ Optimal Display

> Advanced
>{] Bevel FEE@ v X
kK Weight. fAE@ v X

Puc.2.54. Subdivision moentoBaHHS T01aTKOBUX YaCTUH




Puc.2.55. ®inanpHMUA peHaep MOBITPSHOTO OXOJIOKEHHS (Kyepa)

2.5.8. Moje/ioBaHHs 0JIOKY sKUBJIEHHS

HGpGﬁI{CMO J0 MOJCIIOBAHHA 6HOKy KHUBJICHHS. HpI/IHHI/IH MOACIIIOBAHHA

3aJIMIIAETCS TOM caMuid, aje TyT Oy/ie TaKOX BUKOPUCTOBYBATHUCA HOBHI MOIU(IKATOP

Wireframe mist CTBOPEHHS CITKH.

P02.5. JlonaHHs y clieHy piTB «y6
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BukopuctBoroun iHctpyment Insert face ta Extrude pobumo taky dopmy i

nomaemo moaudikatop Wireframe. (puc. 2.57).

Render Window  Helf Layout Sone
[ Jal=li] Options «
Select Add Object 3 ) - 990 -

1119999999

Frame
i Modifier
Wireframe £ S]] v
Thickness 0.007 m
Offset 0.0000
Boundary
¥ Replace Original

Thickness % Even

Relative

Material Offse

Vertex Group

Layout e > View Layer
#I0s

Select Add  Object

[}
B

00
BB

]

W) Cube.017
Add Modifier

3 solidi. 37 Bl S8l - X
Mode  Simple v

Thickness 001 m

Offset 10000

Even Thickne:

Rim 9 Fill

Only Rim

Vertex Group

Normals

X Group:
Bevel  PEMIE v x
weighte.. ESEIEI v x

Puc.2.58. 3a nomororo Boolean poGrmo BiaTBOpH IS i AKITFOUCHHS
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Puc.2.59. CtBopeHHst MmaTepiany Jjisi 0J10Ka KUBIICHHS

Puc.2.60. ®inanbamii peHaep 010Ky KUBICHHS
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2.5.9. MojeaoBaHHsI MOHITOPY

Tenep 3Moaem0eEMO OAWH 13 caMuX IpocTimux KoMrnoHeHTiB [IK — MoHiTop.

X04 MOHITOP 1 MPOCT Y MOJICITIOBAHHI, 3aBXK/I1 TpeOa opieHTyBaTHCs Ha pedepeHcHy.

Q
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of o]
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© @
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Puc.2.61. MoaentoBaHHsI MOHITOp 10 pedepeHcy
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Puc.2.62. MoaentoBaHHs HI>KKA MOHITOpa
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Puc.2.64. Bun c3any

53

v Scene

0 eess -

XY Z &

&5 Scene
009 -

Options v

Options v

o [ v

[CR<B<H<N<N<N<]

v & Monitor

V! Monitor

> monitor front

> 7 ver

W, Monitor > [ BTool Vert
Add Modifier

v @] BTool v.. FIEIE v X
Intersect Union Difference
Operand Type ~ Object
Object  m] Vert X
Solver Fast Exact
> Solver Options
k wei. FIE®@ v x

Weighting M..  Face Area

~

Weight 50
Threshold 0.01
¥ Keep Sharp
W Face Influence

Vertex Group

(15] & View Layer
@ 0

B Scene Collection

NN H<N<N<N<]

v & Monitor
> (W) monitor

> ¥ monitor back

> monitor front

> Vert

[N <H<N<]

W, Monitor > Kk WeightedNormal
Add Modifier

K wel. FEIIEE v x
Weighting M. Face Area
Weight 50
Threshold 0.01
¥ Keep Sharp
¥ Face Influence

Vertex Group




Puc.2.65. ®inanbHuil peHaep MOHITOPY

2.5.10. MoaenroBaHHsSI MATEPUHCHKOI IJIATH

HaneBHo HalickimaaHIIIMM KOMIIOHEHTOM € MaTepHHCBhKa Tuiata. Tak sSK BOHA

Ma€ y JIeKiJIbKa pa3iB OuIbIlle KOMIOHEHTIB HIK OyAb-SKUHU THITUNA KOMIOHEHT. Tox

p0310°€MO TIpoIIeC MOJICIIFOBAaHHS Ha TaKWH TUTaH:

1.

N o g kD

MoenroBaHHs OCHOBH, TOOTO JOJaHHs MPUMITHBY pPlane ta momanbIioro Horo
eKCTpyAyBaHHs a00 moaudikatopa solidify.

MonemntoBaHHs1 O0KOBOT MMaHes, TOOTO MOPTIB MiAKIIOUYCHHS.

MopentoBaHHSsI KOHJIEHTCATOPIB Ta OJIOYHUX €JIEMEHTIB.

MopentoBaHHS CJIOTIB ONIEPATUBHOI IMaM’ATi Ta CIOTIB JUIS BieokapT Ta M2,
MopenoBaHHS MIKPOCXEM.

MonentoBaHHS COKETY MPOIEcopa Ta PauaTopiB.

3’e€qHaHHA YCIX KOMIIOHEHTIB JI0 OCHOBHOI YaCTMHU MaTEPUHCHKOT TUIATH.
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Puc.2.66. Side panel mateprHCHKOI TUIATH
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Puc.2.67. RAM slot
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Puc.2.68. Clay version

Puc.2.69. Rendered version
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Puc.2.70. ®inanbHM peHaep MaTEepUHCHKOI IUIATH

2.6. Onuc po3po0dJieHol cucTeMu

2.6.1. Buxopucrani TexHi4Hi 3aco0un

Jist cTBOpeHHsT AaHHOi 1HQOpMalioHOT Oe3NeKH BHKOPUCTOBYBABCS O-TH
saepuuit mporecop Intel 15-9600k 4,0 Mz. 11106 BijIbHO KOPUCTYBATHCS BHIOIIOPTOM Y
peHIIEp peKUMiI BUKOpUCTOBYBasncs 6-tu rirosa Bimeokapra Nvidia RTX 2060 6 GB
ta 16-Th riradaiT onepatuBHoi mam’ati Hyper X Fury 16 GB. Cucrema cTBoproBaiach

Ha 0a3i onepamionoi cuctemu Windows 10 Pro.
2.6.2. Buxopucrasi nporpamHi 3acoou
B nanniii  kBamidikamiiiHii poOoTi BuKopucTOoBYBaca 3D maker s

MojemoBanHs Ta animarii Blender, HTML, CSS ta JavaScript s cTBopeHHsI calTy

ta Python y HOIOBI# crcTeMi ISl TEKCTYpYBaHHS.

S7



2.6.3. Buk/1MK Ta 3aBaHTa:KeHHS NPOrpaMu

Buknuk  mporpamMum  BHKOHYETHCA ~ 3allyCKOM  BHUKOHYIOUOTro  (paiimy

3D_Animation_Timelapse.exe

2.6.4. CTBOpeHHH caliTy rajaepei

JIJIsi IPOCTINMIOro Ta HATJSAHINIOrO MEPEriisaay peHaepiB OyJe CTBOPEHO CauT

rasiepero. [Iucaru caiit Oymemo Ha HTML Tta CSS 3 Bukopucranus JavaScript. Kox

oynemo mmucatu y Visual Studio Code.

3D GALLERY

Puc.2.71. Caiit ranepes

58



PO3/LTI 3
EKOHOMIYHUM PO3ILT

3.1. Po3paxyHOK TPYAOMICTKOCTi Ta BAPTOCTi PO3pOOKH MPOrpPaMHOI0 MPOAYKTY

BxinHi maHi:
g - nependadyBaHe yucio orneparopis — 400
C - koedittieHT ckaaaHOCTI mporpamu — 1,25
p - KoeimieHT KOpEeKIIii mporpamu B xoi ii po3podku — 0,1
B - xoedirmienT 301nbmeHHs BUTpar — 1,2
K - koedimienT kBamidikarii nporpamicra — 0,8
Cpp - roAMHHA 3apo0iTHA TUIaTa nmporpamicra, rpua/roa — 250.
B — uucino BukoHaB1iB — 1 BUKOHaBeLb
E, — micstanuit pon podbouoro vacy — 80 rox
Cyp — Baprticth MammHHO-roAHN EOM — 50 rpu/roa
OCKUTBKM CTBOPEHHS JAaHHOI MpOTpaMyd YCKIAAHEHO 3aBISKH TBOPYOTO
XapaKTepy BUKOHABIS, MOKYTh OyTH HEBEJIMKI BIJKJIOHEHS B1J] HOPM.

TpynoMICTKICTh pO3pOOKH PO3PAXOBYETHCS 3a (OPMYJIIOHO:

t=t,+ty+ty+tyy, +t;, TOAUHO — FOJHH, (3.1)

ne t, — BUTPATH Mpalll Ha MATOTOBKY ¥ ONMKC MOCTABJICHOT 3a/1a4l
t, - BUTpATH Mpall Ha AOCTII)KEHHS aJITOPUTMY PIILICHHS 3a4a4l
t, - BUTpaTH Mpalli Ha PO3POOKY OJIOK-CXEMU AITOPUTMY

t, - BUTpATH TIparli Ha MPOrpaMyBaHHS 110 TOTOBIN CXeMi

tor; - BUTPATH Mpalll Ha HaJaro KeHHs nporpamu Ha EOM

t

;- BUTPATH IIparll Ha IiIr0TOBKY JOKYMEHTaIll]
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YMOBHE UMCIIO OnepaTopiB:
Q=q9*C™* (1+p), moauHO-TOIUH (3.2)
1e ( — nmependavdyBaHe YHUCIIO OTIEPaTOPiB
C — koe(ilieHT CKIaTHOCTI MPOTPaMH
p — KoedIIieHT KOpeslii mporpamMu B X011 il po3poOKH
Q=400 *1.25* (1+0.1) = 550 mroauHO-TO1H
Butpatu mparii Ha BUBUEHHS OMHUCY 3ajadi t, BU3HAYACETHCS 3 ypaxyBaHHIM

YTOUHEHHS ONHUCY 1 KBamidikallii mporpamicra:

___ QB _
t, = 75.65)k * TIOAMHO — rOAMH (3.3)

ne B — koedimieHT 301Ib1IEHHS BUTPAT Mpalli BHACIIJOK HEJOCTATHHOTO OMKCY 3a/aui;
Kk — xoedimienT kBamdikarii mporpamicta, 00yMOBJICHUH CTaXeM POOOTH.
Butpatu npaiil Ha po3poOKy aaropuTMy plIIEHHS 3a/1ayi:

o 550« 1.2 660
T 80%0.8 64

BurtpaTtu Ha ckiagaHHs IpOrpaMHu Mo TOTOBIM OJIOK-CXEMI:

= 10, 1roguHO — roAvH

Q
a=— (20..25)K JIIOIMHO — rOAWH (3.4)

550
"~ 20%0.8

BurtpaTtu Ha ckiiagaHHs IpOrpaMHu Mo TOTOBIM OJIOK-CXEMI:

ty = 34 110JJUHO — I'OAUH

Q
1 = Gooz5x MOAMHO — roAuH (3.5)

550

= 25%08)

= 27 JIIOIUHO — TOAUH

Butpatu npaiii Ha HasaroxeHHs nporpamu Ha EOM:

Q
topy = 4.5)x MOAMHO — rOAUH (3.6)

550
torn = m = 171 1M0AUHO — rOAUH
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33 YMOBI/I KOMIIJICKCHOTI'O HAJIaroaXK€HHS 3aBaaHHA .
k _
tOTJ'[ - 1'5 * tOTJ'I (3'7)
ty, = 171 % 1.5 = 256

Butpatu npaiii Ha miAroToBKY JOKyMEHTAIIIi:

ty = typ + tyo, IOJAUHO — TOJUH (3.8)
ne ty, — TPYAOMICKICTh MiATOTOBKH MATEPIaiB 1 pyKOIHUCY.
—_ —
typ = 15_20)c/ IIOAMHO — FO/MH (3.9)
t >>0 45
= ——————— = 45, II0JUHO — TOJIUH
= (15 % 0.8) A A

ae t;, — TPyIOMICKICTh pelaryBaHHs, NEYaTKH 1 0POPMIIEHHS JOKyMEHTALI]

tho = 0.75 = t,,, TIOAVHO — FOAMH (3.10)

pl
tho = 0.75 %45 = 33, 1I0JUHO — TOAUH
t, =45+ 33 = 78, 1m0AMHO — roJJuH
OTpuMyeMO TPYIOMICTKICTb PO3POOKH MPOTPAMHOTO 3a0€3MEYEHHS

t=50+ 10+ 34 + 27 + 256 + 78 = 455 mroquno-rogua

3.2 Po3paxyHOK BUTPAT HAa CTBOPEHHSA MPOIrpPamMu

Butpatu na ctBopennst 113 Kmo BkiIo4aroTh BUTpaTH Ha 3apoOITHY ILIATy
BUKOHABIIS MTporpamMu 33/I1 1 BATPAT MAIIMHOTO Yacy, HEOOX1THOTO Ha HAJIaroIXKEHHS
nporpamMu Ha EOM.

Ko = 351 + 3ye IPH (311)
3apo6iTHa mIaTa BUKOHABI[IB BU3HAYAETHCS 32 (HOPMYJIOIO:

3an =t * Cpyp, TpH (3.12)
7ie t — 3aragbHa TPYJAOMICTKICTb, JFOJUHO-TONH

ne Cpp, — cepesinst ToJIMHHA 3apO0iTHA IUIaTa MPOrpaMicTa, IPH/TONHA

3,, = 455 % 250 = 113750 rpH
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BapricTh MammHoro yacy, HeoOX1IHOTO I HaJarokeHHs nporpamu Ha EOM:
Bus = torn * Cm, TPH (3.13)
ne top, — TPYAOMICTKICTh HalaromkeHus nporpamu Ha EOM
ne Cy,; — Bapticth MamuHo-ToguHu EOM, 50 rpa/ros
Busnauenuii B Takuii crnoci0 BUTpaTH Ha CTBOPEHHS MPOTPaMHOrO
3a0e3MeYeHHsI € YaCTUHOIO OJJHOPA30BUX KamiTanbHux BuTpaT ACVYIIL.
3us = 256 * 50 = 12800 rpH
K., = 113750 + 12800 = 126550 rpH

OuikyBanuii nepioa cropenus I[13:

T = Mic. (3.14)

By*Fy
ne Bj, — uucno BUKOHABIIIB
ne E, — micsunuit pona pobovoro vacy

_ 455 56w
=T{+go _ >oMic

BuzHaueHO TpyJIOMICTKICTH po3po0ieHoi iHpopmamiiiHoi cuctemu (455

JIFOJTMHO-TOJIMH ), TPOBEICHU MTiIpaXyHOK BAPTOCTI pOOOTH IO CTBOPEHHIO MTPOTPaMHU

(126550 rpH) Ta po3paxoBaHO yac Ha HOro cTBopeHHs (5,6 Mic).
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BUCHOBKHA

Merorw kBamiikamiiinoi pobotn Oysio po3poOieHHs 1H(OPMAIITHOTO
3a0e3MeYeHHs] CHHTE3Y apXITeKTypd KOMIT'IOTEpa Ha OCHOBI TPHOXMIPHOTO
MOJICTIOBaHHS Ta Bizyaizarlii.

Jlis  po3poOKM KOMITOHCHTIB  BHKopucToByBaBcs 3D maker Blender.
TexctypyBaHHs 0y0 BUKOHAHO Y TOMY K€ IMaKeTi 3a JOIMOMOTOI0 HOJOBOI CHCTEMHU
nporpaMmyBaHHs Ha 6a3i Python.

SIk MokHO TOOaunTH y AaHHIA poOoti, Blender moxe skicHO BimoOpazutu
MOJIeJIl apXITeKTypu KoM toTepa. Takoxk 3aBAsKA BHYTPILIHIM 1IHCTPyMEHTaM Oyio
BUKOHAHO TEKCTYpPYBaHHS Ta aHIMaIlil0. 3aB/ISIKU Cy4aCHUM PEHJIEp ABUTYHAM, TaKi sIK
Eevee Ta Cycles X Bulinmo 3pooutu doTopeanictiuni mopeni. Y pexumi
«Compositing» Oyia 3pobiieHa mocT 00poOKa PeHIAEPIB IS OUIBII JIETali30BAHOTO
BUrAAy. JIisi CTBOpEHHs caiTy BUKOPHUCTOBYBaBCs JavaScript, Hanucanuii y cpei
Visual Studio Code.

JUist  OCSITHEHHSI TIOCTaBJEHOI MeTH OyJio O0paHO HACTYIHI IPOrpamu:
«Blender», «Adobe Photoshop», «Visual Studio Code», «Voxel 3Dy.

B pesynbrari Oyno crtBOpeHe iH(opwmariiine 3a0e3meueHHs 3 JeTaJbHUM
OTJIS,I0OM COOpY TIEPCOHATFHOTO KOMIT IOTEpa Y pealiIbHOMY 4Yaci.

B exkoHOMIYHOMY pO3IUJII BU3HAYEHO TPYIAOMICTKICTh PO3pPOOJIEHOTO
3a0e3nedeHHs (455 MOaUHO-TOAMH), MPOBEACHUN MiIPAXyHOK BapTOCTI poOOTH
cTBOpeHHs 3a0e3nedyeHHs (126550 rpH.) Ta po3paxoBaHO Yac Ha HOTo CTBOpPEHHS (5,6

MiC.)
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JIOJIATOK A
KOJI TPOTPAMM

<IDOCTYPE html>
<html|>

<head>
<meta charset="utf-8">
<title>3D Gallery</title>
<meta name="description" content="Showcase 3D Effect of computer components">

<meta name="viewport" content="width=device-width, initial-scale=1.0, minimum-scale=1.0,
maximum-scale=1.0, user-scalable=no">

<link rel="icon™ href="images/favicon.png">
<meta property="0g:image" content="images/preview.jpg">

<link rel="stylesheet" href="libs/bootstrap/css/bootstrap-reboot.min.css">
<link rel="stylesheet" href="libs/swiper/swiper-bundle.min.css">

<link rel="stylesheet" href="css/main.css">
<link rel="stylesheet" href="css/media.css">

</head>
<body>
<section class="showcase">
<h2 class="showcase__header">3D <span>GALLERY </span></h2>

<div class="showcase__content-wrapper">
<div class="showcase _content">

<div class="showcase-carousel'>
<div class="swiper-wrapper">

<div class="swiper-slide showcase-carousel__item">
<div class="showcase-carousel__image-wrapper">
<div class="showcase-carousel__image-left">
<div class="showcase-carousel __image" style="background-image:
url(images/CPU.png);"></div>
</div>
<div class="showcase-carousel__image-right">
<div class="showcase-carousel __image" style="background-image:
url(images/CPU.png);"></div>
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</div>
</div>
<p>CPU</p>
</div>

<div class="swiper-slide showcase-carousel__item">
<div class="showcase-carousel__image-wrapper">
<div class="showcase-carousel__image-left">
<div class="showcase-carousel__image" style="background-image:
url(images/GPU.png);"></div>
</div>
<div class="showcase-carousel _image-right">
<div class="showcase-carousel__image" style="background-image:
url(images/GPU.png);"></div>
</div>
</div>
<p>GPU</p>
</div>

<div class="swiper-slide showcase-carousel _item">
<div class="showcase-carousel__image-wrapper">
<div class="showcase-carousel__image-left">
<div class="showcase-carousel__image" style="background-image:
url(images/Motherboard.png);"></div>
</div>
<div class="showcase-carousel _image-right">
<div class="showcase-carousel__image" style="background-image:
url(images/Motherboard.png);"></div>
</div>
</div>
<p>Motherboard</p>
</div>

<div class="swiper-slide showcase-carousel _item">
<div class="showcase-carousel__image-wrapper">
<div class="showcase-carousel__image-left">
<div class="showcase-carousel__image" style="background-image:
url(images/HDD.png);"></div>
</div>
<div class="showcase-carousel __image-right">
<div class="showcase-carousel__image" style="background-image:
url(images/HDD.png);"></div>
</div>
</div>
<p>HDD</p>
</div>

<div class="swiper-slide showcase-carousel _item">
<div class="showcase-carousel__image-wrapper">
<div class="showcase-carousel__image-left">
<div class="showcase-carousel__image" style="background-image:
url(images/SSD.png);"></div>
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</div>
<div class="showcase-carousel__image-right">
<div class="showcase-carousel__image" style="background-image:
url(images/SSD.png);"></div>
</div>
</div>
<p>SSD</p>
</div>

<div class="swiper-slide showcase-carousel _item">
<div class="showcase-carousel__image-wrapper">
<div class="showcase-carousel__image-left">
<div class="showcase-carousel__image" style="background-image:
url(images/RAM.png);"></div>
</div>
<div class="showcase-carousel _image-right">
<div class="showcase-carousel__image" style="background-image:
url(images/RAM.png);"></div>
</div>
</div>
<p>RAM</p>
</div>

<div class="swiper-slide showcase-carousel _item">
<div class="showcase-carousel__image-wrapper">
<div class="showcase-carousel__image-left">
<div class="showcase-carousel__image" style="background-image:
url(images/POWER\ SUPPLY .png);"></div>
</div>
<div class="showcase-carousel __image-right">
<div class="showcase-carousel__image" style="background-image:
url(images/POWER\ SUPPLY .png);"></div>
</div>
</div>
<p>Power Supply</p>
</div>

<div class="swiper-slide showcase-carousel _item">
<div class="showcase-carousel__image-wrapper">
<div class="showcase-carousel__image-left">
<div class="showcase-carousel__image" style="background-image:
url(images/ TERMO\ TOWER.png);"></div>
</div>
<div class="showcase-carousel__image-right">
<div class="showcase-carousel__image" style="background-image:
url(images/ TERMO\ TOWER.png);"></div>
</div>
</div>
<p>Termo Tower</p>
</div>

<div class="swiper-slide showcase-carousel _item">
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<div class="showcase-carousel__image-wrapper">
<div class="showcase-carousel__image-left">
<div class="showcase-carousel__image" style="background-image:
url(images/SVO.png);"></div>
</div>
<div class="showcase-carousel _image-right">
<div class="showcase-carousel__image" style="background-image:
url(images/SVO.png);"></div>
</div>
</div>
<p>SVO</p>
</div>

</div>
</div>

<div class="showcase-navigation">
<div class="showcase-navigation__prev"></div>
<div class="showcase-navigation__next"></div>
</div>

</div>
</div>

<video src="videos/smoke-background-optimized.mp4" class="showcase__video" autoplay loop
muted></video>

</section>
<script src="libs/swiper/swiper-bundle.min.js"></script>
<script src="js/common.js"></script>

</body>

</html>
:root {
--accent: #CC8869;
--text: #333;
--regular-text: 16px;
--lineheight: 1.65;
--userfont: roboto-st, sans-serif;
--systemfont: -apple-system, BlinkMacSystemFont, Arial, sans-serif;
--padding: 120px;
--transition: cubic-bezier(.4, 0, 0, 1);

¥
[* BOOTSTRAP SETTINGS SECTION */

[* gutter 20px (10px + 10px). Comment this code for default gutter start at 1.5rem (24px) wide. */
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.container, .container-fluid, .container-lg, .container-md, .container-sm, .container-xI, .container-xx|
{ --bs-gutter-x: .625rem; }
row, .row > * { --ps-gutter-x: 1.25rem; }

[* FONTS LOAD SECTION */

@font-face { src: url("../fonts/roboto-regular-webfont.woff2") format("woff2"); font-family:
"roboto-st"; font-weight: 400; font-style: normal; }

@font-face { src: url("../fonts/roboto-italic-webfont.woff2") format("woff2"); font-family: "roboto-
st"; font-weight: 400; font-style: italic; }

@font-face { src: url("../fonts/roboto-bold-webfont.woff2") format("woff2"); font-family: "roboto-
st"; font-weight: 700; font-style: normal; }

@font-face { src: url("../fonts/roboto-bolditalic-webfont.woff2") format("woff2"); font-family:
"roboto-st"; font-weight: 700; font-style: italic; }

@font-face { src: url("../fonts/assassin.woff2") format("woff2"); font-family: "assassin-st"; font-
weight: 700; font-style: italic; }

[* GENERAL CSS SETTINGS */

::placeholder { color: #666; }

::selection { background-color: var(--accent); color: #fff; }

input, textarea { outline: none; }

input:focus:required:invalid, textarea:focus:required:invalid { border-color: red; }
input:required:valid, textarea:required:valid { border-color: green; }

body {
font-family: var(--userfont);
font-size: var(--regular-text);
line-height: var(--lineheight);
color: var(--text);
min-width: 320px;
position: relative;
overflow-x: hidden;

}
/* USER STYLES */

body, html {
height: 100%;
}

.showcase {
background-color: #000;
height: 100%;
position: relative;
color: #fff;

/* overflow: hidden; */

.showcase::before {
content: ";
width: 100%;
height: 100%;
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position: absolute;
z-index: 1;
box-shadow: inset 0 0 500px #000;
}
.showcase::after {
content: ";
position: absolute;
top: O;
right: O;
bottom: 0;
left: O;
background-image: url(../images/light.png);
background-size: cover;
background-repeat: no-repeat;
background-position: center -65px;
animation: k-light 3s ease-in-out infinite;

.showcase__video {
position: absolute;
top: O;
left: O;
width: 100%;
height: 100%;
object-fit: cover;
opacity: .48;
¥
.showcase__content-wrapper {
position: relative;
z-index: 2;
height: 100%;
padding: var(--padding) O;

.showcase__content-wrapper::before {
content: “;
position: absolute;
top: O;
right: O;
bottom: 0;
left: O;
background-image: url(../images/glow.png);
background-position: center;
background-repeat: no-repeat;
background-size: cover;
animation: k-glow 1.6s ease-in-out infinite;
¥
.showcase__header {
position: absolute;
text-align: center;
width: 100%;
z-index: 1,
top: 40px;
font-family: assassin-st, sans-serif;
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font-size: 32px;
color: rgha(255, 255, 255, .75);
¥
.showcase__header span {
color: var(--accent);
}
.showcase-carousel .swiper-wrapper {
transition: var(--transition);
¥
.showcase-carousel__item {
position: relative;
height: calc(100vh - var(--padding)*2);
text-align: center;
opacity: .25;
transform: scale(.75);
transition: opacity 1.8s var(--transition), transform 1.8s var(--transition)
¥
.showcase-carousel__item::after {
content: ";
width: 120px;
height: 0;
position: absolute;
box-shadow: 0 0 45px 10px #010101;
bottom: 5px;
left: calc(50% - 60px);
}
.showcase-carousel__item p {
position: absolute;
bottom: -85px;
width: 100%;
font-family: assassin-st, sans-serif;
font-size: 32px;
color: rgha(255, 255, 255, .5);
text-shadow: rgh(58 78 94) 0 0 10px;
}
.showcase-carousel__item.swiper-slide-active {
opacity: .8;
transform: scale(.99);
}
.showcase-carousel __image-wrapper > * {
position: absolute;
width: 100%;
height: 100%;
perspective: 150px;
transform-style: preserve-3d;
}
.showcase-carousel__image {
position: absolute;
width: 100%;
height: 100%;
background-size: contain;
background-position: center;
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background-repeat: no-repeat;
}
.showcase-carousel__image-left {
perspective-origin: left center;
clip-path: polygon(0 0, 50% 0, 50% 100%, 0 100%);

.showcase-carousel__image-right {
perspective-origin: right center;
clip-path: polygon(50% 0, 100% 0, 100% 100%, 50% 100%);
/* dUKC BEpPTUKAIBHOM MOJIOCH HA HEKOTOPBIX TUCIUICIX */
margin-left: -.55px

}

.showcase-carousel__image-left .showcase-carousel__image {
animation: k-left-side 2s ease-in-out infinite;
animation-direction: alternate;

}

.showcase-carousel__image-right .showcase-carousel__image {
animation: k-right-side 2s ease-in-out infinite;
animation-direction: alternate;

}
/* NAVIGATION */

.showcase-navigation {
overflow: hidden;
position: absolute;
z-index: 2;
top: O;
right: O;
bottom: 0;
left: O;
}
.showcase-navigation > * {
position: absolute;
height: 100%;
width: 50%;
outline: none;
cursor: pointer;
¥
.showcase-navigation__next {
right: O;
}
.showcase-navigation > *::before {
content: '?";
font-family: assassin-st;
opacity: 0;
transition: opacity .75s ease-out;
position: absolute;
transform: rotate(-90deg);
left: 50px;
top: 50%;
font-size: 45px;
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¥

.showcase-navigation > *:hover::before {
opacity: .25;
}
.showcase-navigation__next::before {
transform: rotate(90deg);
right: 50px;
left: auto;
¥
.showcase-navigation > *.swiper-button-disabled {
display: none;

}

I* ANIMATIONS */

@keyframes k-light {
0% {
opacity: .2;
}
50% {
opacity: .3;
}
100% {
opacity: .2;
}
}
@keyframes k-glow {
0% {
opacity: .6;
}
50% {
opacity: .8;
}
100% {
opacity: .6;
}
}
@keyframes k-left-side {
0% {
transform: rotateY (-1deg) scaleX(.92);
}
100% {
transform: rotateY (Odeg) scaleX(1);
}
}
@keyframes k-right-side {
0% {
transform: rotateY (0Odeg) scaleX(1);
}
100% {
transform: rotateY (1deg) scaleX(.92);
}
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I* x| <= Extra extra large (xxI) */
@media (max-width : 1400px) {

.showcase__content {
max-width: 1200px;
margin: auto;

¥
¥

[* Ig <= Extra large (xI) */
@media (max-width : 1200px) {

}

/* md <= Large (Ig) */
@media (max-width : 992px) {

}

[* sm <= Medium (md) */
@media (max-width : 768px) {

}

[* xs <= Small (sm) */
@media (max-width : 576px) {

}
/* === MOBILE FIRST === *

[* Custom (xs) */
@media (min-width : 0) {

}

/* Small (sm) */
@media (min-width : 576px) {

}

/* Medium (md) */
@media (min-width : 768px) {

¥

[* Large (lg) */
@media (min-width : 992px) {
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[* Extra large (xI) */
@media (min-width : 1200px) {
text {
font-size: 18px;
¥
¥

[* Extra extra large (xxI) */
@media (min-width : 1400px) {
text {
font-size: 22px;
¥
¥

document.addEventListener('DOMContentLoaded’, function() {

const showSlider = new Swiper('.showcase-carousel’, {
loop: true,
slidesPerView: 3,
speed: 1800,
centeredSlides: true,
navigation: {
nextEl: '.showcase-navigation__next',
prevEl: ".showcase-navigation__prev'

¥
)

document.querySelector('video').playbackRate = 2

)
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