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HOBOBBEJEHHS B TIPOTPAMHOMY 3ABE3IIEYEHHI «BLENDER»

Blender — me mpodeciiine Ta BigkpuTe TporpamHe 3abe3NedYeHHs Ui CTBOPEHHS TPUBHMIPHOT KOMIT FOTEPHOT
rpadiku, 10 BKIOYaE B cebe 3aco0M MOAETIOBAHHS, CKYJIBITYBAaHHS, aHIiMalii, CUMYJIsinii, peHIepUHIa Ta MOHTaXy
BiJIcO 31 3BYKOM, CTBOpeHHs 2D-aHimallii, a TaK0 KOMIIOHOBKH 3a J0mOMOror «By3iiB» (Node Compositing).

3a ocranHix 5 pokiB Blender cumbHO 3miHMBCs. Byno momano Garato HOBMX (yHKHIH Ta KOMIIOHEHTIB, SKi
MOJIETIIYIOTh poOoTy 3 MozensaMu. [1oBHICTIO 3MiHEHHH iHTepdelic KOpUCTyBaya HajlallTyBaHb. JlaHi Ipo AuUM 1 piguHU
Tenep OyAyTh KellyBaTucs B onuH (aitn kema .vdb s koxkHOro kampa. Y Motion blur posmurts B pyci B EEVEE
MTOBHICTIO TIEPEIUCAHO0 J0/aHa MiATpUMKa nedopmarii Melra, BOJIOCCsS Ta HAKOMUYEHHS B CyOKaapax Uit OLTbIIOCTI
TOYHOCTI.

Intel Embree BukopuctoByeThCs st TpacyBaHHs pomeHiB Ha CPU. Lle 3HauH0 mokpamtye npoxyktuBHicTE Cycles
B CIIEHaX 3 PO3MUBAHHAM pyxy. ¥ Multiresoluion Temep mokHa BUOpaTH piBEeHb PO3OUTTS AJIS JIIUICHHS Ta IEPEMUKAHHS
MiX PiBHAMH, 3MIIIEHHS IJIABHO MOMHNPIOETHCS MK HUMU. JloGaBmena miarpumka NVLink mst CUDA i OptiX.

Sxmo e mapameTp BKIIOUEHHUI B HaJamTyBaHHIX npuctporo Cycles, rpadigni nporecop, MiAKIIOYCHI O MOCTY
NVlink, 6yayTh clijibHO BAKOPUCTOBYBATH IaM’SITh [UIs MIATPUMKH peHIEpHHTa BeNUKUX ciieH. OptiX renep pocTymHun
Ha BCiX Horo miarpumytounx rpagiuaux npouecopax NVIDIA, Big Maxwell i Buie (cepii GeForce 700, 800, 900, 1000).
Binpuricts melaepis Tenep cymicHi ogHovacHo i3 Eevee, i3 Cycles.

Tenep He MOTPiIOHO OKpEMO HAaNAIITOBYBAaTH KOXKEH PYIIiH, HA BiAMiHYy Bin monepennix Bepciii Blender (Cycles i
Blender Internal) [2]. Cycles minTpumye 06’eMHHUil peHIEPUHT, a TAKOX MIBHIKHA PEHICPHHT BOJIOCCS Ta TEKCTYP.
Honano nBa HoBuX Monudikaropa Laplacian deform i Wireframe. [Hctpyment Bevel po3uimpeno HOBUME QYHKIISIMU.
IrpoBwii pymiii Tenep migTpuMye piBHi Aertamizaiii 06’ extiB. [Ipswmi ta Binouti mpomeni (Clamp Direct/ Clamp Indirect)
MOXYTh OyTH HaJaIITOBaHI B iHAWBIITyadbHOMY MOPSIKY, 100 3MEHIIUTH KUTBKICTH OUTHX TOYOK, 30epirarouu mpu
[[bOMY OCHOBHI MOMCHTH.

VY Cycles pearnizoBaHO MOXIHUBICTh MeXaHi3My 3MeHIIeHHS myMiB OptiX y 3D Viewport mpm monepenHoMy
neperisigi, a Takoxk IpH (iHadbHOMY peHnepuHry. Peamizamis OptiX BUKOPHUCTOBYE METOAW MAIIMHHOTO HABYAHHS,
IIBHIIE TPAITIOE 3 IPUAYIICHHSM IIIyMY Ta MiATpUMYe amapaTtHe npuckoperns kapt NVIDIA RTX.

[Tabnonu Ta po6oyi 061aCTi 1O3BOJISIOTH MIBUIKO PO3IIOYATH JIIIUICHHS, MAJIFOBAaHHS TEKCTYD 200 BiJICTE)KEHHS PyXY.
Ix MokHAa HamamITOBYBaTH I/ CBOTO BIACHOTO e(eKTHBHOTO pobGouoro cepemopuma. Grease Pencil Temep e
MOBHOIIHHOI 2D-cHCTEMOIO Ul MalIOBaHHS Ta aHIMallil, O3BOJISIE CTBOPIOBATH KOHIIENT-apT HACTYIMHOTO PiBHS,
PO3KaJPOBKH Ta aHiMalIIii.

Ho6aeneno Cryptomatte, sikuii ronomarae eeKTUBHO CTBOPrOBATH MatoBi kommosuii. Cycles BuBosTh HEOOXiHI
MPOXOJH, SIKi MOKHA BHKOPHUCTOBYBATH B KoMmo3wmisx. Hoewif mMeronm poscitoBaHHS min 3emiieto Random Walk
3a0e3meuye OUTBII TOYHI PE3YIBTATH I TOHKAX Ta BUTHYTUX 00’ €KTIB.

Benmka KiNbKicTh HOBHX TICH3JIIB, TIOKpallleHa SKICTh Ma3KiB, HOBI iIHCTPYMEHTH Ta IMOKPAIICHHS MPOIYKTUBHOCTI.
IMokpaiena podora 3 kamepamu, TpaHc(opMallii, IepeTBOPEHHST HABKOJIO TOYKU IOBOPOTY 3 YpaxyBaHHSAM CHMETPIi.
Mesh Fairing no3Bojsie Bi3yanbHO BHIAJSITH YAaCTHHH CIiTKH, MOBHICTIO 3rIA/PKYIOYM OOJACTh yCepenuHi Habopy
o0y, [3]

Orxe, 3a ocranHiX 5 pokiB Blender ctaB oHMM 13 POBIAHUX MPOrPaMHUX 3a0€3MEUEHb ISl MOJICITIOBAHHSI.
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