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METOJUKA NOBY/IOBU ONITUMI3OBAHOI 3D-MO/JIEJII
BE3NLJIOTHOI'O MOBITPSIHOT'O CYAHA JJIsSI CACTEM
®I3UYHOI'O MOJEJIOBAHHS OJIbOTY

Cuctema  (i3MYHOTO  MOJICTIOBAHHS  MOJBOTY  (CHMYJISATOD)
6esmiorHoro MOBiTpsiHOoro cyaHa (BIIC) meoOximHa s OesmedHoro Ta
e()eKTUBHOIO TeCcTyBaHHA OOpTOBOro mporpamuoro 3abesnedeHHs (I13)
aBTOINJIOTa 0€3 PU3MKY MOIIKO/KEHHS amapary. Sk 3a3Ha4a€eTbCs B CTATTI
[1], momunku B anroput™ax 113 MOXyTh MPU3BECTH JI0 aBapiii Ta CTBOPEHHS
3arpo3u A OTOUYYIOYNX, a TPAAWIIHHE BiJUIaro/DKEHHS HEMOJKIIUBE depe3
Oe3rnepepBHICT poOOTH MOJIBOTHOTO KOHTpoJepa i pyxy BIIC B HpOCTOpl
CumysaTop 103Bosisie BIATBOPIOBaTH MOBHUH Halip CHUTHAIIB IATYHKIB i
noseninky BIIC B 3D-cepemoBumi, MojentoBaTH aBapiiHi cuTyarii,
MIPOBOANTH BiJUIar0/KEHHS Ta ONTHUMI3alilo alrOpPUTMIB, HE YCKIIAIHIOIOUN
apxitekTypy 13, 10 mpuckopioe po3poOKy, 3HMKYE BUTpPATH 1 MiJBHIILYE
HaJIHHICTh KiHIIEBOTO MPOAYKTY.

Icnytoui 3D-mozeni BIIC noainsioThCs Ha [Ba TUIIH: OPIEHTOBAHI Ha
XYIOXKHIO Bi3yali3amilo Ta Ha iHKEHEpHE MPOEKTYBAaHHA. XYH0KHI MOZIEII
YacTO HE BIJIIOBIAIOTh BUMOraM METPHYHOI TOYHOCTI (rabapuTH, LEHTPH
Mac), TOMi K TeXHIYHI MOZEI MalOTh Ha UTUIIKOBY KUTBKICTh ITOJIITOHIB 1 HE
iATPUMYIOTH popMaty 1ist inTerpauii y ¢pizuuni pymii. I{e ctBoproe po3pus
MiX HaBHUMH PECypcaMH Ta motpedamMu po3poOHHKIB CHMYIISTOPIB.

MeToro po6oTH € po3pobKa Ta anpoOarlist METOAUKK CTBOpeHHs 3D-
MOJIeTIeH, IO MOETHYE ONEPATHBHICTh MOOYAOBH, METPUYHY TOYHICTH Ta
ONTHMI3alito Juisl Pi3UYHKX PYILIIB peajbHOTrO Yacy.

st peamizamii 3aBnaHHs OyJI0 MPOBEACHO MOPIBHIbHAN aHami3 [13:
3ds Max, Blender 3D Ta Autodesk Fusion 360. Kputepisimu Binoopy crasnm:
KOPeKTHICTh ekcrmopty y ¢(opmar .fbx, eproHomika iHTepdeiicy Ta
(GYHKIIOHAJIBHI MOXJIHMBOCTI. 3a CYKYMHICTIO ()aKTOpiB IHCTPYMEHTOM
po3pobku obpano Blender 3D [2].

KJi1r040BUM €TarnoM MpOEKTYBAHHS € TIEPEHECEHHsI TOYHUX PO3MipiB
YHCICHHUX IPIOHWX KOMMIOHEHTIB. TpamumiiiHi py4Hi 3aMmipu 3aiiMaioTh
6araro 4acy, TOMy JJIsl ONTHUMI3anii 3a1pornoHoBaHo MeTo | 2D-ckanyBaHHS
JeTanieil TUIaHIIeTHUM ckaHepoM. lle jae 3Mory oTpUMaTH OpPTOTOHANbHI
MIPOEKIIT 3 pealbHUM MacIuTaboM 1:1, siki MOYKHa BUKOPHCTOBYBATH SIK TOUHI
KpecieHnKkH Oe3nocepentabo y 3D-penakropi.

Cyuvachi BIIC maroTh ckiaJHy reoMeTpilo Ta IIIbHY KOMIIOHOBKY
KOMIIOHEHTIB (eIeKTpoHika, KapOOHOBI pamu, KpimieHHA). BinTBopeHHs
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TaKUX OO'€KTIB METOJOM KJIACHYHOTO TIOJIITOHAIBHOTO MOJIEIIIOBaHHS
BUMarae 3Ha4HOTO 4acy Ta BHCOKOT KBasidikarii.

3 MeTor0 ONTHMIi3allii YacOBHX BUTpAT Ha eTami (HOpPMOYTBOPEHHS
OyJI0 3aCTOCOBAHO METOJ KOHCTPYKTHBHOI CYIiIbHOI reoMeTpii — Boolean
operations. Cneunngika nmerameii BIIC — witki rpani, TexHOreHHi (popmu
TOIIIO, TO3BOJISIE BIIMOBHUTHUCS BiJl KJIACHYHOT HOOYIOBH CITKH MiAPO3IIICHHS
reometpii (Sub-D) Ha KOpHCTH mpoueaypHOTO 00'€MHAHHSI T'€OMETPHIHHUX
MIPUMITHBIB.

Takmit migxinm (Hard Surface Boolean Workflow) 3HauHO
MIPUIIBUIYE CTBOPEHHs CKJIaIHOI (OpMH, NMPOTE I'eHEpye TOMOJOTIIO 3
HasBHICTIO OaraTokyTHHKIB (N-gons). Jlns BupimeHHs 1iei mpobiemu Ta
MiATOTOBKM  MOAENI O IrPOBOrO  pYIIisl 3acCTOCOBAHO  AITOPUTM
ABTOMATHYHOI TpIaHTYIALIT Ha ertami ekcrnopty. OCKIIBKH MOJENb €
cTatiyHUM TBepaoTinbHIM 00'ektoM (Rigid Body) i He miassirae ckeneTHii
nedopmarii, HEperymIsIpHICTh TOYAaTKOBOI TOMOJOTii HEe BIUIMBAaE Ha
Bi3yallbHy  SIKICTh  IIeWAMHTY (MpH  TPaBHIBHOMY  HaJlallTyBaHHI
HOopManeit/Auto Smooth) Ta ¢i3uky komi3ii, 3a0e3medyrodun MpH EOMY
CYTTEBY €KOHOMIIO Hacy.

B pesynpTarti anpo6arii MeToauku 0yo cTBOpeHo KoHCTpyKiito BIIC
(FPV-kBagpokomnTepa), M0 CKIAAAEThCA 3 9 YHIKATbHUX KOHCTPYKTHBHHX
€JIEMEHTIB. 3arajJbHUHN Yac PO3pOOKH CKIIaB OPIEHTOBHO 4 TOAWHU, UM OyI10
MITBEPIXKEHO BUCOKY €(QEKTUBHICTh 3allpOINIOHOBAHOTO TIAXONY IS
IIBUJIKOTO HATIOBHEHHS (Di3HYHUX CUMYJISTOPIB TOYHUMHU MOJCIISAMH.

BucHOBKH. 3amporoHOBaHMN MiAXiJA MPOJIEMOHCTPYBAB BHCOKY
e(peKTHBHICT: Yac pO3pOOKH  TOBHOLIHHOI  KOHCTpYyKmii FPV-
KBaapoKonTepa Oya0 CKOpo4YeHO a0 4 roauH Oe3 BTpaTd Bi3yanbHOT
JOCTOBIPHOCTI Ta (hYHKIIIOHAIEHOI CYMiCHOCTI 3 (i3uyHAMEU pymrismu. Le
JI03BOJISIE PEKOMEHIYBaTH JIaHy METOAMKY AJIsl IPUCKOPEHOTO HAIIOBHEHHS
010TiOTEK aceTiB HABYANBHUX CHMYIIATOPIB, IO € KPUTHYHO BAXKIUBUM B
YMOBax 3pocTaroyoi noTpedu mpu po3podui Hooro II3 aBrominora Ta
miaroroBi omneparopis BIIC.
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