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3D HHTEPAKTUBHO MYJITUMEJIUMAHO ChJbPKAHUE B OBYYEHHUETO.
INPUMEPEH MOJEJI 3A PEAJIM3AIIUA

Heaiiiio Usanos bypos

Pe3lome: B cmamusma ca pazene0anHu HAKOU KOMNOHEHMU U NPOYecu, NpUlaeamu npu
paspabomka HA UHMEPAKMUSHO Mmyamumeoutino 3d cvovporcanue.  Hzeeoena e
HeoOX00UMOCmMma Ha MAaxko8a CvObPI*CAHUE 6 0DVUeHUemo, d CbWo U 6b3MONCHOCU 3d
npunazanemo my 6 obyuenuemo. Ilocouenu ca ev3npensmcmeawu Gakmopu u HAYUHU 3d
npeodoassanemo um. Ilocouenu ca nonyiapHu NPOSPAMHU NPOOYKMU 3d Cb30ABAHe U
BU3YANU3AYUS. HA BUCOKO Kayecmeenu 30 moodenu, cyenu u HUBA — KOMEPCUATHU U C OMBOPEH
k00. [Ipeocmasen e npumeper obwy Mooen 3a uzepaircoane Ha UHMeEPaKmueHO MpUuUIMepHo
MYTMUMEOUUHO CbObPIHCAHUE.

Kawuou aymu: 3d, obyuenue, mynmumeouiino cwowpiicanue, ueposu osueamenu, 3d
npOOYKmMu 3a MOOeIUpane, UHMepaKmueHo CbObPHCaAHUe.

3D INTERACTIVE MULTIMEDIA CONTENT IN EDUCATION. EXAMPLARY
IMPLEMENTATION MODEL

lvailo Burov

Abstract: The article discusses some components and processes used in the development of
interactive multimedia 3d content. The necessity of such content in education is brought out, as
well as the possibilities for its application. Obstacles and ways to overcome them are indicated.
Popular software products for creating and visualizing high quality 3d models, scenes and
levels - commercial and open source are listed. An exemplary general model for building
interactive three-dimensional multimedia content is presented.

Keywords: 3d, education, multimedia content, game engines, 3d modeling products,
interactive content.

CkoksbT B pazsutuero Ha UT cekropa, ordens3an omie npe3 80-te u 90-Te roguHu Ha
MUHAaJIUS BEK MPOIbJIXKaBa U J10 IHeC. Besika roiHa ce peau3upaTr HOBH XapJyepHHU peleHus,
MPEOCTaBSAIIN BCe MO-ToJisIMa n3uucauTenHa moul. Jlokato npe3 80-te 1 HayanoTo Ha 90-Te
TOJMHU TPEIUMHO ce Ha0lltoJjaBa YCHhBBPIICHCTBAHE Ha apXUTEKTypaTa Ha LEHTPATHHS
npouecop (CPU), B cpenara Ha 90-Te GOKyCHT ce HACOUBA U KbM peaTH3alisl Ha BCE TIO-MOIIHH
XapAyepHH peleHns 3a rpa)uuHO U BU3YaJHO MpeACTaBsiHEe Ha HH(POpMAaNUATa, Cera N3BECTHH
kato rpapuunu nporecopu (GPU). ITo To3u HaunH 0OpaboTkaTa Ha HHPOpMAIHS ce pa3ess
MEX]ly LIEHTPaJHHUs Mpolecop U rpaguyHus — crenuain3upa 3a oopaboTka Ha rpadguyHa
uHpopMalKs, KOETO TOBHUIIABa MPOM3BOJUTEIHOCTTa Ha cucremara. Ha ta3u 6a3a craBa
BB3MOKHA BHU3yalM3allMsATa Ha JAUHAMUYHO ChIbpPXKAHME B PEAIHO BpeMe, KOETO €
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NpPEANOCTaBKa 33 Ch3JaBaHE HAa WIPU U cuMynainmu. [lapanenHo ¢ ToBa ca pealu3upaHH
coTyepHH pEIICHUs, Ype3 KOMTO MPEACTABSIHETO Ha MYJITHMEIUITHATA BU3YyalIn3alys Ce
BB3M0JI3Ba OT TpadUIHUTE BB3MOKHOCTH Ha Xapayepa: DirectX 3a Windows Ha Microsoft,
OpenGL — pasmpocrpansiBaH KaTo cO(TyepeH MakeT OT MPOU3BOAMTENH Ha TpadudHU
YCTpPOWCTBA 32 MHOXKECTBO orepanuoHHu cuctemMu u nopu WebGL - ananor ma OpenGL,
paborell B ChbBPEMEHHUTE Opay3bpH, OCUTYpsBAILl JOCTBII Mpe3 Opay3bpa 10 rpapuyHUTE
BB3MOXKHOCTH Ha cucTemara. Ha mo-kbCeH eram ca Ch3[aJCHU M JPYrd alUIMKalHOHHU
peuienus kato Vulkan, opueHTupanu KbM OIIE MMO-BUCOKA MTPOM3BOAUTEIHOCT MPH rpaduuHa
oOpaboTka. Ha Ta3u 6a3a craBa B3MOKHO Ch3/IaBaHETO HA MHOKECTBO MPUJIOKHU COPTYyEpHU
pemienust 3a rpaduuno 2d m 3d momenupane, rpaduunn 6ubmuorteku, u 2d u 3d urposu
npurarenu (game engines). Ce3naieHu ca IPOrpaMHH MPOJYKTH B ChOTBETHHUTE O0JIACTH Ha
MPUJIOKEHHE — KAaKTO KOMEPCHAITHH, TaKa M C OTBOPEH KOJI.

MHO0eCTBO KOMITAHHHU CE HACOYBAT KbM pa3paboTkara Ha 3d urpu, U3/IM3aly B OrpOMeH
THUpaX, 3a pa3padoTKaTa Ha KOMTO C€ BiaraT OT JIECETKH A0 CTOTHUIM MHJIMOHH JOJapH.
Bw3BpamaemocTTa Ha TE3M WHBECTHUIIMH TIPU YCIICHICH THPAX CE peam3upa OOMKHOBEHO
IIBPBUTE HAKOJIKO MECEIIa CJIe]] Ta3apHUs CTapT Ha ch3aBaHara urpa. [lopaam romemust THpax
MIPOJIyKTa C€ OTJIMYaBa C HUCKA Ce0ECTOMHOCT U € JOCTHIIEH 32 MAaCOBUSI MOTPEOUTEI.

dopmupa ce CuUTyanus, MpU KOSTO MJIAIOTO TMOKOJICHHE MPUBUKBA KbM Hal-HOBHUTE
TEXHOJOrMYHUA (POPMH Ha TPEICTaBSIHE HA WHTEPAKTUBHO MyaTuMenuitHo 3d chabpikaHue,
Ch37aBaHO OT BUCOKO KBATU(UIIUPAHU MIPOTPAMUCTH, apT U UTPOBU AU3aiHEpH.

B MHOXECTBO OT CHBPEMEHHUTE UTPU € PEATM3UPAH MPEIBAPUTEIICH UTPOBU TPEHUHT,
KbJIETO HAYMHACIINS WUTpad MOXKE MPEIBAPUTETHO J1a MOJTOTBH CBOUTE YMEHHUS TPEId 1a
MPUCTHIU KbM CHIIMHCKUS T€iM ILJICH.

Enna ot npuuynHMTE yyamure Aa He OLEHSBAT MPEICTaBIHOTO Y4eOHO ChIbpPKAHUE MO
dbopmara Ha Mpe3eHTALMH & TOPH U 1101 hopMaTa Ha JOCThITHU 3d BU3yaIn3aIiK B 00y4ECHUETO
€, 4e TOBa ChAbPKaHHE HE OTTOBaps HUTO MO KaueCTBO Ha BU3yaJH3alus, HUTO MO CTETEeH Ha
MHTEPAKTUBHOCT Ha M3MOJ3BAHUTE B JAPYrd CEKTOPU KaTO UTPOBATa MHAYCTPHUS MPOIYKTH.

B TO3u KOHTEKCT MIIAOTO TOKOJEHHE MEeTaQoOpUYHO MOXKE Ja Ce OIMpeaeiu KaTo
,»JJUTUTAIIHO pa3srie3eHo”. JlokaTto yTBBpIeHU cO(TyepHU TUTAHTH, CICHUATUIUPAHU B
pa3paboTkata Ha MHTEPAKTUBHO MYyITUMEIUHO 30 ChabpikaHue He HAMEPAT 00pa30BaHUETO
KaTo MPUOPUTETEH CEKTOP, HOCEI] Chpa3MepHa Iedanda CipsMO BIIOKEHUTE WHBECTHIUHU €
HE0OXO0IMMO J1a Ce ThPCAT JPYTU PELICHUSI.

3a Cb31aBAHCTO Ha HWHTCPAKTHBHO MYHTHMCHHﬁHO 3d CbAbPXKAHUC CHABPKAHUC €
HeO6XO,Z[I/IM MaKET OT MpOTpaMHM NPOJAYKTH BKIIFOUYBAIL CICAHUTEC Bb3MOXKHOCTH.

- KauectBena TpunsMepHa BU3yatu3aius/peHaepuur (MrpOBU ABUTATEIH);

- Co3naBane u anuMaius Ha 3d mepconax (codryepuu maketu 3a 3d MomenupaHe u
aHMMaIus);

- Cp3maBaHe Ha TEPEHHU, EKCTEPUOP M MHTEPHOD (codTyepHu makeTw 3a 3d Moaenupane
WJIK UTPOBH JBHUIATEIH, MOTBPIKAIIN TaKaBa (GYHKIIMOHAIHOCT);

- HWmmopTt v BU3yanu3amus Ha Ch3aJ€HOTO ChbpkaHue (MTPOBU JBUTATEIH);

- HWmmopt Ha aHUMaIKUs ¥ CHCTEMa 3a BhTPEIHA aHUMAIHs (MIPOBH JABHUTATEIN);
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- VHTepakTHBHO B3aMMOJICHCTBHE HA CIIEMEHTUTE B Ch3aJICHU CLICHH U M3KYCTBEHA
HMHTEIUTCHTHOCT (MTPOBH JIBUTATEIIH);

- Pa3kioHeHM HEJIMHEHHM JUATOTOBUM CHCTEMH, MOJAPBKKA Ha ayAuO0 H BHUJICO
ChIbpKaHue (MTPOBHU JIBUTATEIIH).

1. 2d u 3d urposu aBuraresu (game engines)

B MHOro ciyuam rosemu copTyepHU KOMIIAHHWH, PEATU3UPATU YCIEHICH IPOCKT
NPEOCTaBAT OE3IUIATHO TEXHUTE MPOTPAMHU MAKETH 32 HEKOMEPCHAIHH LENH W JOpH 32
KOMEpCHAJIIHU TaKuBa JI0 JOCTHTaHE OIpE/CICH JUMUT Ha revanbara. TakuBa ca Hampumep
Hsikou urpoBu neuratenu karo Unreal Engine, Unity. JIpyru npousBoautenu karto Unigine
NPEJOCTaBAT 32 CBOOOJHO IMOJ3BAHE T.H. KOMIOHUTH BEPCHH, TP KOMTO Ca BKIIIOYCHU HE
BCUYKH BBH3MOXKHOCTH Ha KOMepcHaiaHata Bepcus. ChIIECTBYBAT U PEIICHUS C OTBOPEH KOJ
kato Godot, npu kouto ymnen3sT (MIT) 1aBa ModTH HEOrpaHMUYCHHU TpaBa 3a TOJI3BaHE HA
UTPOBHS JIBHUTATEN. B Hacmosiwama cmamus ca nocoyenu camo HAKOU Om HAl-NONYIapHume
npoepamuu npooykmu 3a 2020 e.

2. MMpoaykru 3a 3d MmogeupaHe U aHUMAIUS

B 3aBucuMoOCT OT JIMIIeH3a 3a TIOJI3BAHE MPOJAYKTUTE 32 MOJICITMPAHE U aHUMAIUs MOTaT
na ObIaT OMpEeNeNICHH KaTo KOMEPCHAIHHM, CBOOOJHHM M TakuBa ¢ oTBOpeH koia. C orien Ha
(DYHKIIMOHATTHOCTUTE, KOUTO TPEIOCTAaBAT, MOraT jJa ObJaT pa3feiicHM Ha YHUBEPCATHU H
CrieruaIu3upaHy.

2.1. TlomyasipHU YHHBEPCAJHH NPoayKTH 3a 3d MogeiMpane U aHUMALMSA :

- 3ds Max (mpoussoauren Autodesk), komepcualeH TuIeH3;

- Maya (mpousBoauren Autodesk), komepcraacH IHIIEH3;

- Cinema 4d (npousBoauren Maxon), koMepcHaieH JINIEH3;

- Houdini (mpoussomuten SideFX), komepcuaineH auieHs;

- Blender (mpoussoauren Blender Fondation), cBo6oieH uIeH3 ¢ OTBOPEH KOJI.

yHI/IBepcaJ'IHI/ITC nporpaMHnu IMPOAYKTH C KOMCPCHAJICH JIMLICH3 Ca XapaKTCPpHU C
MHOFOO6paSI/Ie OT HIpCaAoCTaBCHU (1)YHKI_II/IOH8.J'IHOCTI/I B obmacrra Ha 3d MOJACIHUPAHC H
AHUMaAllysi, HO B IIOBCYUCTO ClIydan JIMICH3UTC Ca C BHCOKa CTOﬁHOCT, KOCTO I'M IIpaBH
HCIIO X0 AA11] I/I360p 34 U3NO0JI3BAaHC OT MHAWBUAYAJICH HOTpe6I/ITeJ'I Wi MaJIbK CKHII. OIJ_[e
IOBCYC IMPOU3BOAUTCIIUTC IIPEMHUHABAT KbM I'OJUIICH WUJIM MCCCUCH a6OHaT, KOCTO IIPCBPbIIA
CO(I)TyepHI/ISI MakeT B ycCiyra. 3a 3ammo3HaBaHEe C BH3MOXKHOCTUTE Ha MpoaAyKTa B IIOBCYUCTO
CJIydau €€ mpeaoCTaBsa CTYACHTCKU JIMIOCH3 3da HCKOMCEPCHUAIIHO ITOJI3BAHEC, 4 TTOHAKOT'a TAKUBaA
BEpCUHN Ca C HCIIbJIHA q)YHKI_II/IOHaJ'IHOCT. I/I36pOGHI/ITe Io-rope€ KOMEpCHUAJIHU HIPOTpaMHHU
MPOAYKTH Ca C€ YIBbPAWUIIN KAaTO CTaHAAPT B 3d CUMylianiudaTa 1 KHHO UHAYCTpUATA, KBACTO CC
M3II0JI3BAT 3a Ch3JaBaHC HAa aHMMaAIluu, e(l)eKTI/I, rpaloB€ U JOpHU BUPTYAJIHU CBCTOBC.

3a CBKaJCHHE YHHUBEPCAIHWUTE IPOTPaMHM NPOAYKTH 3a Cb3/aBaHE Ha BHCOKO
KadyecTBeHO 3d chaAbpKaHUE W aHUMAIKs C OTBOPEH KOJ He ca MHOTo. Haii-spbk mpumep 3a
takbB codryep e Blender. IIppBoHayaqHO MHOrO Ha4YMHACHIM MOTPEOUTENN HaMHpaT
uHTepdeiica Ha TO3M NPOAYKT 3a TPYAEH, HO C M3JIM3aHETO Ha Bepcus 2.8 mHTepdeiica e
IPOMEHEH M TMpHUBIMYAa BCE IMOBeue MoTpedutenu. Jlpyra mnpuuMHa orpaHuvaBaiia
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HOMYJISIPHOCTTa MYy TIPEIU € JIMIca Ha KOMEpPCHalIHA HOIPHKKAa Ha (GUPMH, pabOTelH C
IIPOJIyKTa, IPUBUKHAINA C TaKaBa IpPU KOMEPCHAIHUTE MPOAYKTH, HO mpe3 2019-20 roauna
Blender Foundation npeanara u komepcuanta nopapbsxka. C TakaBa moaapwmikka Blender ce
npuOIIKaBa JI0 MPOAYKTUTE, IPUI0OMIIN ClTaBaTa Ha MHYCTpUAJICH CTaHaAapT. [JJONbIHUTEITHH
BB3MOXKHOCTH Ca MPEIOCTAaBeHU ChC Ch3aaBaHeTo Ha Blender Market, otkbaero morar na
OblaT M3TErJICHM MHOXKECTBO JOIBIHUTEIHUA PA3IIMPCHUS C OTBOPEH KOJ, a CBhUIO U
KOMEPCHAJIHU TaKHBa, KOCTO JIOBSKA IO HEOIPAHUYCHO pa3lIMpeHre Ha (PyHKIIMOHAIHOCTTA
Ha OCHOBHUS CO(PTYyEepEeH MakeT.

2.2. Tlonmyasipuu cnenMaJu3MpaHd MNpoAYKTH 3a 3d MoaeaupaHe M aHMMALUS Ha
NePCOHAKHN

VYHuBepcamiHUTe MPOAYKTH C€ XapaKTepu3upar ¢ MIUPOKa (PYHKIHMOHATHOCT, HO
ITOHSIKOTa TOBA BOJM JI0 3aTPYAHEHUE MPU N3y4aBaHETO UM. B penuna cirydan € no-npakTUIHO
M3I0JI3BaHETO Ha IPOTPaMHU IPOIYKTH, HACOYEHH caMo KbM elHa crienuana oonact Ha 3d
MPUJIOKEHHUE KaTo HApUMeEp Ch3/laBaHe U aHuMupane Ha 3d nepconaxu. Haii-momynspuu Ha
TO3H €Tall ca:

- Reallusion Character Creator — komepcHascH JIUIEH3S;

- Mixamo character creator (Adobe Fusion) — negoyrounen aurnen3 (0bera craauii
Ha pa3paboTka);

- Daz 3d — cBoOO1eH IHIIEHS;

- Make Human — cBo6o/icH JHIIEH3 C OTBOPEH KO,

Reallusion Character Creator npezacraBs royissm 6poil Bb3MOXHOCTH 3a Ch3/[aBaHe Ha
3d akThOpH, Ha 0a3a Ha CHINECTBYBAIIM 0A30BH MOJIEIH M OMOIHOTEKH C OOJIEKIO M APYrd
NPUHAJISKHOCTA. 3a CHXKAJICHHE TOJIIMa 4YacT OT OHOJIMOTCYHUTE ITAKeTH W3UCKBAT
JOIBIIHUTEITHO 3aKyllyBaHe. B JombliHEHHE 32 aHMMHpaHE Ha aKThOPUTE € HEOOXO0IUMO
3aKkymyBaHeTo Ha otTaeneH copryep — Reallusion iClone u codryep 3a 00MeH Ha JaHHU MEKTY
nBara npoaykta - iClone.3DXchange. ITociaenuure Bepcun Ha MPOIYKTa CE IbPKAT TPOMABO
Ha 1B auck (HDD), nmopaau koeTo 3a yno0CTBO Ha MOTPEOUTENSI € MPENOPHUUTEITHO Ja e
u3non3ea SSD ycTpoiicTBo, Ha KOETO J1a ca pa3oJioKeHU IPOAYKTUTE U OUOIMOTEKHUTE.

Mixamo Character creator e codryep 3a MoeupaHe Ha aKTbOPH, I0-KbCHO PHIO0OUT
ot Adobe. AnnMalusATa Ha Ch3/1aICHUTE IEPCOHAXKHU CE U3BBPIIBA upe3 bIuIoya Ha 3d Mozena
Ha ye0 ChpBbBP, KbJIETO KbM HEro ce mnpuiara rigging(nprkausane 1 CBbP3BaHE Ha CKEJIET KbM
3d memia) ¥ B MOCIEACTBHE MOTaT Aa ObAAT MPUIOKEHH MHOXKECTBO CHIICCTBYBAIIU Ha
chpBBpa Motion capture (3acHemaHe Ha ABMKEHHE) aHUMaIKK. [[s1aTa Ta3u GyHKIIHOHATHOCT
¢ TIpeIBHICHA KaTO OTHOCHTENHO Oe3muiaTHa oT MiXamO — mpoayKThT 3a Ch3JaBaHE Ha
nepcoHaka e 0e3IUIaTeH, a ChII0 Taka aBTOMAaTHYHOTO NPHKaYBaHEe U CBbP3BaHE HA CKEJIET KbM
3d memia Ha ChpBBpa € OE3MIIATHO J0 JOCTHTaHE HA ONPEENIEH JTUMHT, CIIE] N34EePIIBAHETO HA
KOMTO ce M3MCKBa IIaTeH abOHaMEHT 3a Ta3u yciyra. Cien npunobuBaneTo Ha Mixamo ot
Adobe nponykrsT € mpenmenyBan B Adobe Fusion u 3acera e B 6era TecT Ha pa3paboTKa, KaTo
JHIIEH3a 3a TOJ3BaHE BCE OlIEe HEe € M3sICHEH. Yed yciyraTa BCe OIlE CBINECTBYBa, HO Ca
peMaxHaTH MHOKECTBO OIIIHMH, ChIIecTByBauy npenu. Crnopea nHpopManusITa Ha caifTa Ha
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Adobe ycunmusra ca HacoueHu KbM 100aBsiHe Ha 3d pELICHUS B TEXHHS BOJCII MPOJYKT
Photoshop.

Daz 3d e 6e3mnaren copryepeH MpoayKT 3a pa3paboTka Ha 30 mepcoHaku Ha Oa3a Ha
Moau(UKaMs Ha OCHOBHM Mojenu. l[IpenoctaBaT ce OTHENHHM CBOOOJHM W TUIATCHU
OMOIIMOTEKH OT MPUHAIICIKHOCTH KbM ITEPCOHANKA.

Make Human e 6e3miaren codtyep ¢ OTBOPEH KO/, IIpeIHa3HaueH 3a ch3aBaHe Ha 3d
XYMaHOMJHA TICPCOHAXH 4Ype3 MOJU(PHKALUS HA XapaKTCPUCTHKHUTE HA IMPEIBAPUTEIHO
u30panu 6a3oBu Mmojenu. [lojabpikaT ce MHOXKECTBO oMM 3a rigging (nmpukauBaHe u
CBBp3BaHe Ha ckelleT KbM 3d Mojiena) IMpeKTHO B cpefara 3a paspaborka. [IpenocraBenu ca
HaI'bJIHO O€3IUIaTHH OMOINOTEKH, Ch3AaIEHU OT NOTPEOUTENINTE C Pa3IMYHU IPUHAIIEKHOCTH
M aKcecoapy 3a OKOMIUIEKTOBAHE Ha TEPCOHaXKa. 3aeAHO C MPOAYKTa C€ pa3lpoCTpaHSIBAT
pasmmpenus (plugins) kem Blender, xbaeTo KbM Ch3IaJeHUS MEPCOHAX MoraT jaa ObaaT
NpUJIaraHd aHUMaIlUH, JOTBJIHUTEIHA 00paboTKa, 1a ObIAT Ch3/IaBaHU JAPEXH, aKCecoapu M

Ap.

3a ynmecHeHHE Ha HU3CIEAOBaTEINTE B OONacTTa Ha Ch3JaBaHE M MPHIOKEHHE Ha
MHTEPAKTUBHO MyATHMeNIHO 30 chabpikaHue B 00ydeHHUETO Ha AuarpaMa | € BU3yain3upaH
MpUMepeH 001 MOJieN, KbJAETO ca OTPa3eHH BPB3KUTE HAa B3aUMOJIEHCTBHE HAa OCHOBHUTE
KOMITOHEHTH U MPOTPAMHHUTE MPOIYKTH 3a peanu3alus Ha He0OX0IMMUTE (PYHKIIMOHATHOCTH.
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Ch3faeaHe W ynpaeneHne
Ha quanosu

PeHnepHHr

MMNOPT Ha MOgENH,
AHUMALAW 1 HMBA

BbTREWHD Cb3AaBaHe Ha TepeH,

aKko ce NoagbpMa

3d urpoBM ABMraten (game engine):

NUMKT oT NeYanta
O Unity - Ge3nnaTHa 4o AOCTHREHE Ha

AHUMALKWK W HUEA, I:: THMKT OT nedanta

2 Unigine - & Ge3nnaTHaTa BepCcHA ca
O Cry Engine - pecTpuEWwn 3a GesnnatHo

2 Godot - BesnnarHa ¢ OTBOPEH KOO,

2 Unreal Engine - BesnnaTHa go gocTWraHE Ha

BKMOHEHW 0MEaHWYEHMA Ha PyHEUMOHaNHOCT

NonaeaHe & chepata Ha obpasosaHeTo

MoAgpL#Ea M yNpasneHne

:I Ha Al
(M3KYCTEEHA MHTWAWIEHTHOCT)

N

Cb3faeaHe Ha TEPEH, NEpCOHAM, CumynaynAa Ha [MoTpeBUTENCKK MofenupaHe U aHUMaLKA,
AHWMALIMK W HWEBA HU3WYHA NpoLEcK WHTepdERT Ha NepCoHamm
YHHBEPCANHH NPOAYKTH
33 3d MOJENWMPAHE W AHWMMALMA: CneuMannaupaHi NpoayKIi
3a 3d modenupade WU aHKWMaLMA;
© 3Jds Max (MponasopuTen Autodesk), © Reallusion Character Creator
KOMERCHaNeH NMMUEHS
KOMERCHANEH NWULEHS
e oo Aot © Daz - cooboge s
2 Make Human ¢cBo008eH NHUEHS
@ Cinema 4d (npovasopuTen Maxon), K =2 m=
C OTBOPEH Koa,
KOMERCHaNEH NMUEHS
@ Houdini (npon3eoguTen SideFx), @ Mixamo character creator
KOMEPRCHANEH NHLEHS (Adobe Fusion)
@ Blender (nponisoguien Blender Fondation), GeTa cTaguil Ha paspaboTha
OTBOPEH Kog,
Owarpama 1

MpUMepeH afill MOgen 33 ch3faBaHe HA MHTEPAKTMBHO MyMTUMELMAHO 3d CbA bpKaHWE

HpOI/ISBOI[I/ITeJ'II/ITC YCCTO IMPOMCHAT TAXHATA MAPKCTHHIOBA CTPATCIUA, KOCTO MOKE J1ad
JOBCAC 10 IIpOMAHA Ha TCXHUTC JIMICH3WOHHU CbhbIJIAIICHUA. Hopazu/l Tasu IIpUYHMHA B
Auarpamara C y,HCGCJIeH H_IpI/Iq)T Ca MMPEACTAaBCHU NIPOAYKTUTE C Oe3maaTeH JIMOCH3 U OTBOPCH

kox (open source).
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