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CIIEOHU®IKA BUKOPUCTAHHA 3D-MOJAEJIOBAHHA
B NPOUHECI CTBOPEHHSI BI3YAJIbBHUX MATEPIAJIIB
Y PEKJTAMHINA ITPOAY KIII

Memoro docnidcenns € sussients ocoonusocmeil euxopucmarnns 3D-0uszatiny 6 npoyeci cmeopenHs 6i3yaabHUX
mamepianie y pexnamuiti npodykyii kinys 2010-x — novamxy 2020-x pp. Memoodonozis eéxnouae memoo auanisy
ma cunmesy, cucmemamu3ayii ma ynopaoKy8aHHs HayKo80o-meopemuiHo20 Mamepiany, meopemuyHuil Memoo ma
hopmanvHo-munoao2iuHUL Memoo, Memoo ROpPieHAIbHO20 ananizy ma in. Chopmynboeano 3a2anvhi 8l0OMOCMI PO
3D yugposuii epaghiunuti ouzaiin i akyeHmosano Ha Momy, wo 6iH 00380JIA€ BI3YAIbHO nepedasamu inpopmayiio,
axmu, ioei ma yinnocmi, KOPUCHI OJist IOOCMEA, uepe3 OIIbHICMb, 6 KU COYIanbHi, KYIbMYPHI, NepyenmueHi,
ecmemuyHi, MexXHONO2IUHI Ma eKONO2IuHI (hakmopu 0OpobILIOMbC 0Nl OMPUMAHHS BI3YANbHO KOMYHIKAMUGHUX
¢popm. Koncmamosano, wo cyuacui Openou inmezpyioms MOOEO6AHHs 00'ckmie y c60i IHCmpyMeHmu,
BUKOPUCTOBYIOUU HOGI MEXHONO2Il 01 po3wupents modxcausocmel. Ha ocHosi ananizy pexiamuux KOMRAawii
npPOGIOHUX C8IMOsUX OpeHdis euseieHo ocobaueocmi euxopucmanns 3D-animayii, donosnenoi peanvrocmi
(AR), sipmyanvroi peanvnocmi (VR), 3D-sioeo, 3D-6anepie ma ceimighikosanoi pexnamu. Oxpecieno nepesacu
yugposoi 3D-pexnamu (imepcis, onmumanrvhe CRPUtHAMmMs NOGIOOMIEHHS, OLIbWUL 6NIUE, 6NI3HAGAHICMb MA
3anam 'amoeysanicms OpeHoy, nepeKoHUee NOGIOOMLEHHS, HOBULL KAHAN KOMYHIKAYIl, eKCHOHeHYialbHe 3pOCIMAHHSL
HOBOI MexXHON02I] ma KOHMeHMY, pO3UWUPEHHS KPeamueHOCMi, He2aiHiCmb ma meopud YHIBepCAlbHICMb, SHYUKICMb
yacy nokasy). Haeonoweno na momy, wo 3D-mooenrosants 06’ €kmie € 0OHUM 3 HAUNOUUPEHIUUX IHCMPYMEHMIE
V PEeKNami, Wo CIyACUmMb CnOCoOOM nidguLyerHs OONUMIUBOCMI MA CIMBOPEHHSL 36 SI3KY MINC KIIEHMOM | OpeHOoM,
donomazarouu 6peHdy ymeepoumucs Ha puHKy. Bukopucmanus yboeo mpusumipnoeo incmpymenmy y cmeopenui
pekaamu € (HYHOAMeHmaibHuM y npoyeci CMmeopenHs epapiunux ma ayoiosizyaibHux Mamepiaiie Oas Pi3HUX
DEKTLAMHUX KAMNAHIU.

Knrouosi crosa: 3D-ouzaiin, 3D-animayis, AR, VR, 3D-sioeo, 3D-6anepu, cetimighixosana pexnama.

Strelchuk Maxim. SPECIFICITIES OF USING 3D MODELING IN THE PROCESS OF
CREATING VISUAL MATERIALS IN ADVERTISING PRODUCTS

The purpose of the study is to identify the features of the use of 3D design in the process of creating visual
materials in advertising products in the late 2010s — early 2020s. The methodology includes the method of analysis
and synthesis, systematization and arrangement of scientific and theoretical material, the theoretical method and
the formal-typological method, the method of comparative analysis, etc. General information about 3D digital
graphic design is formulated and the emphasis is placed on the fact that it allows for the visual transmission
of information, facts, ideas and values useful to humanity through activities in which social, cultural, perceptual,
aesthetic, technological and environmental factors are processed to obtain visually communicative forms. It is stated
that modern brands integrate object modeling into their tools, using new technologies to expand their capabilities.
Based on the analysis of advertising companies of leading global brands, the features of the use of 3D animation,
augmented reality (AR), virtual reality (VR), 3D video, 3D banners and gamified advertising were identified. The
advantages of digital 3D advertising are outlined (immersion, optimal perception of the message, greater impact,
brand recognition and memorability, convincing message, a new, rapidly growing communication channel with a
growing audience, exponential growth of this new technology and content, expansion of creativity, brand recognition
and memorability, immediacy and creative versatility, flexibility of display time). It is emphasized that 3D modeling
of objects is one of the most common tools in advertising, serving as a way to increase curiosity and create a
connection between the client and the brand, helping the brand to establish itself'in the market. The use of this three-
dimensional tool in creating advertising is fundamental in the process of creating graphic and audiovisual materials
for various advertising campaigns.

Key words: 3D design, 3D animation, AR, VR, 3D video, 3D banners, gamified advertising.
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Beryn. SIk omuMH 13 BaKJIMBUX KOMITIOHEH-
TiB rpadiyHoro ausaiiny, 3D-au3aiiH, 30Kpema,
MOEAHYE TepenoBl  1udpoBi  iHPOpMaIiiiHi
TEXHOJIOT1{, BIPOBA/KY€ IHHOBAIil B METOIN
CY4acHOTO IU3aiiHy, MiJBUIIY€ HOro e(heKkTUB-
HICTh Ta MOCHJIIOBAaTH BCEOIUHUI KyIbTypHUI
BIUIMB Bi3yaJbHHUX MarepiajiB y COIiadbHii
NEPCHeKTHBl. Y KOHTEKCTI MOCTIMHOIO Mpo-
rpecy Ta IHHOBalii iH(OpPMAIIMHUX TEXHOJIO-
rifl 1 KOMITIOTepHUX TexHojorid, 3D-au3aitn
HajJae peKIaMHil 1HAycTpil Oe3mpeneneHTHI
TBOpUYlI METOIM Ta 3aco0M BHpakeHHs. Buxo-
JSiYd 3 1bOTO, JM3aiiHEpH IMOBUHHI AKTHBHO
BUKOPHCTOBYBaTM  PI3HOMAHITHI  TEXHOJOTI]
3D-au3aiiny B pexiiami, 1100 3poOuTH BizyasbHi
MaTepiaay SCKpaBillMMU Ta BHIOBUIIHININMH,
300pakeHHsI MEPCOHaXIB OUIBII TPUBUMIp-
HUM Ta MOBHOI[IHHUM, PEAICTUYHUMHU, & CaMy
peKiaMy OUIbII €CTETHYHOIO Ta MPUBAOIMBOIO,
o0 HajgaTh KOPUCTyBadaM aOCONIOTHO HOBUI
Bi3yaJIbHUI TOCBII.

3D-MonenoBaHHA B peKiIaMi OXKUBIISE TPO-
JYKTH 3aBISIKM TUBOBM)KHUM JICTAJISIM Ta peasic-
TUYHUM TEKCTypaM, poOJISTYM KOXKHY KaMIIaHiIo
SCKPaBOIO Ta He3a0yTHBOI. 3D-Mozeni MUTTEBO
NPUBEPTAIOTh yBary, JOMOMaraimuud OpeHjuam
BUUTUTUCS KPEaTUBHUM CTUJIEM Ta TPUBAIUM
BisyajabHUM BIuMBoM. Texuomorii 3D-nu3zaitny
JOMAI0Th Yy/OBI Ta Bpakarodi edekru, 3ades-
NeYyIoTh €(EKTUBHUI TpoLEeC Ta IHCTPYMEHTH
CTBOPEHHS, IO MiABUIIYE €(EeKTUBHICTH Ta
AKICTh BI3yaJIbHUX MaTepialiiB peKIaMHOI 1HIY-
CTpii. AKTyaJbHICTh JIOCTIDKEHHS IOJISIrae
B HEOOXITHOCTI MOITHOIEHHS PO3yMIHHS OCHO-
BHUX MOMEHTIB Ta IUIIXIB 3aCTOCYBaHHS TeX-
Hojoriii 3D-nu3aiiHy B pekiiami, a TaKOX Baxk-
JMBICTIO TEOpPETHU3aLlil IIUPOKOTO MPAKTHYHOIO
3acTocyBaHHs 3D-MozjenioBaHHS B CTBOPEHHI
PeKJIaMHOT MPOTYKIIii.

MeTta: BUSBUTH OCOOIMBOCTI BUKOPHCTAHHS
3D-pu3aiiny B mpoueci CTBOPEHHs Bi3yallb-
HUX MarepialliB y peKjIaMHid MPOXYKI KiHI[I
2010-x — mouarky 2020-x pp.

3aBaaHHs: y3araJbHUTH TEOPETUYHI OCHOBHU
TPUBUMIPHOI Tpadiku SK HOBOI KOHLEMIT
mu3aiiny XXI ct.; mocniguti crienudiky BHKO-
puctanns 3D-au3aiiny B mpoueci CTBOPEHHS
BI3yaJIbHUX MaTepialiB y peKIaMHii MpomyKIil
ki 2010-x — moyarky 2020-x pp.
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Marepiajau Ta MeTOaH. 3aCTOCOBAHO METOJ
aHalli3y Ta CHHTE3y, CHCTeMaru3aulii Ta yrmo-
PSIKYBaHHS HayKOBO-TEOPETUYHOIO Marepiaiy;
TEOPETUYHUN METOA Ta (POPMaIbHO-TUIOIOTTY-
HUW METOJ, CIPSIMOBAaHUN HAa BUSBIICHHS OCO-
omuBocteil 3D-MonenoBaHHS B peKiiaMi; METOJ
MOPIBHSUIBHOTO aHaJIi3y Ta iH.

Pesyabratn. Croenudika po3BUTKY TIpa-
¢diyHOrO AM3aiiHy BIAMOBIAHO 10 TEHACHIIIMA
CY4aCHOTO COLIOKYJIBTYPHOTO MPOCTOPY — OJUH
13 TMEepPCHeKTHBHUX HAMpsSMIB  JOCIHIiKCHHS
B YKpPaiHCBKOMY MHCTELTBO3HABCTBI. 3HAYHHI
HAyKOBUH 1HTEpEC 30KpeMa CIIOCTEPIraeThCs
BITHOCHO TmpoOneMatnku 3D-MonenroBaHHS,
CBIIUEHHSIM 4YOMY € MyOiikamii, npeacTas-
JeHi B akajgemiuHoMmy BuMipi. Cepen 1HIIMX,
HazBemo mpani B. KumiBaka [2] (ocobmuBoc-
Tel 3actocyBaHHs 3D-mozentoBaHHsS B cyudac-
Hill nu3aitH-ocBiti), JI. ['Hatiok ta b. Kyuep [1]
(pO3BUTOK Ta IepeBard KOMII'FOTEPHUX TEX-
Honorid B amzaitHi), O. Mocitok [3] (ocobmu-
BOCTEH BHBYEHHS TPUBUMIPHOI KOMI IOTEPHOI
rpadiku Ta MOIETIOBAHHS Yy TMpoOIEeci Mpo-
deciiiHOi MArOTOBKM MaWOyTHIX  YYHTEIB
indopmatuku), JI. Papenko [4] (Temaenmii Ta
OpUHIUNK  (DYHKIIOHYBAaHHS  JIHJKUTAI-CKIIa-
noBux nauHamigHOi 3D-rpadikm sk 3aco0iB
peKilaMu 'y Cy4acHii Bi3yaJIbHI KOMYyHIKaIii
openni), SI. CxoprokoBa Ta A. bepaeniok [5]
(ocobmuBocTi  3D-MozentoBaHHs, PEHACPUHTY
00’€KTiB Ta MIATOTOBKH MOJENEH J0 APYKY),
JI. Yy6 Tta O. BoBk [6] (ocobmmBOCTI 3acTOCy-
BaHHs 3D Moxenell B IHTEpaKTUBHHX IPOEK-
Tax) Ta iH. BogHoyac crienugika BUKOPUCTaAHHS
3D-MonentoBaHHS B TpOLIECi CTBOPEHHS Bi3y-
aJbHUX MaTepialliB y peKIaMHii NpoayKuii, 3Ba-
JKAIOYM Ha MIBHUJIKI TEMIIM PO3BUTKY TEXHOJIOTIH,
noTpedye MoJaIbIIOr0 HAyKOBOTO OCMHCIICHHS.

3D-TexHoNOTISI — 1€ TEepMiH, 10 BUKOPHC-
TOBY€ETBCS JUIsI OIHCY CIIOCOOY MpeiICTaBICHHS
IPOCTOPY y TPhOX BUMIpax, IO J03BOJSE PO3-
Mi3HABaTU Ta OCMUCIIIOBATH Pedi 3 PI3HUX TOYOK
3opy [10].

Bukopucranns 3D-muzaiiny B pekiami
MNOCUJIIOE 3/IaTHICTh TpPHUBEpPTaTH yBary TIpo-
MaJICBKOCTI. 31 3pOCTaHHSM IONHUTY Ha Bpaka-
IOYMH Bi3yaJIbHUIl KOHTEHT, OpeHIH 3HANIILIH
NOTYXHI 1HCTpyMeHTH B 3D-animarii ta peaitic-
TUYHUX MOAENAX, mo0 audepeniiroBatn cede
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Ha HAaCHMYEHOMY PHUHKY — 3aBISKU TPUBHMIp-
Hill Bi3yanizalii KOMIaHii MOXYTb MPHUBEPTATH
yBary cBOIX CIIOKMBaYiB Ta Nepea1aBaTh MoBiI0-
MJICHHSI 4iTKime Ta edexruBHime. [HTerparis
TPUBUMIPHHUX €JIEMEHTIB y KaMIaHii BUBOJIUTH
CIOKMBUMI JIOCBI HA HOBUU piBeHb. Pexnama,
sKa BUKOpUCTOBYE 3D-rpadiky, HE TIIBKU MpHU-
Ba0nuBilIa, ale W TOJEruIye po3yMiHHS Tpo-
nykty. Hampuknan, BipTyadbHI Typu J03BO-
JSIFOTh  KOPUCTYBa4aM JIOCTIIKYBaTH IPOAYKT
3 yciX OOKiB, MOKPALIYIOYX €MOLIHHUI 3B’ 530K
3 Opengom. Ilmardopmu corialbHUX Mepex
TAaKOX  BIAIrpaloTh  (PyHIAMEHTaJbHY  pOJb
y BIpoBakeHHI 3D-au3aiiny. IHTepakTuBHA
peknama B Instagram abo Facebook, sika Bkitto-
yae 06eproBi 3D-moneni, renepye OUIbITY 3aiy-
YEHICTh Ta JUHAMIYHICTD.

Ocob6nuBy ponb B (OpMyBaHHI TEHAEHIIH
3D-pu3aiiny B pekiaMi Ha CydacHOMY eTari
BijirpatoTh: 3D-aHimallis, JOMOBHEHA peajib-
HicTb (AR), 3D-Bineo, 3D-6anepu, reiimidiko-
BaHa peKiamMa Ta iH.

Texnonoris  3D-amimarii, Qo MOEIHYE
JUHAMIYHY aHIMalilo Ta CTaTHYHy aHiMma-
1i0, MOpIBHSHO 3 au3aiiHoM 2D-awimarii,
mu3aiin 3D-aHiMariii BpaxoBye 4acoBi Ta Ipo-
CTOpOBI BUMIpH, IO BHCYBAa€ BHII XYIOXHI
Ta TEXHIYHI BUMOTH JO JW3aiHEpiB aHiMaril
[14, c. 92]. 3D-animarii A03BOJSIOTH KOpPHC-
TyBauaM B3a€EMOJIATH 3 MPOIYKTOM, IO NpH-
3BOAUTH J10 Ounbmioi 3amydenocti. Hanpu-
KJIaJl, aBTOMOOiIBbHI OpEeHIU BUKOPUCTOBYIOTH
3D-Moneni, mo0 KII€HTH MOTIM TEepPCOHAII3Y-
BaTH TPAHCIOPTHI 3ac00U, BUOMPAIOUU KOJIBOPH
Ta ¢yHKUii Oe3mocepeaHbo Ha ekpani. IIpo-
BiJIHI TPEJICTAaBHUKUA aBTOMOOUIBHOI 1HAYCTPIil
CHIBIPAIIOIOTh 3 PO3pOOHUKAMH irop Ta Kpea-
TUBHUMH areHIisIMH, IO CIELialli3ylOThCs Ha
3D-Bigyanizaiii as ctBopeHHs: 3D-peHaepunry
B peaJIbHOMY 4aci, 3 METOI0 3a0e3IeYeHHs 3aX0-
IUIMBOTO  JIOCBIy OHJIAH-TIOKYNIOK. Baprto
3a3HauYuTH, 1O 3D-peHpepuHr y peanbHOMY
Yaci € KJII0YeM 10 BUKOPHUCTAHHS MOXKJIMBOC-
TEl BIpTyaJbHOI Ta JOMOBHEHOI pPEaJbHOCTI.
AR-niporpamMu  103BOJIIOTH CIOXKHMBAa4aM Bi3y-
ali3yBaTd MOPOAYKTH B IXHBOMY CEpEIOBHIII,
nepul HiK 3A1MCHIOBaTH TOKYNKY. VR Takox
BIJIITpa€e BAXUIMBY pOJb Yy peKJIaMi MPOMyKIl
aBTOMOOITLHOI MPOMHCIIOBOCTI — JesiKi OpeHau

€ TMIOHEpaMU Y BHUKOPUCTaHHI (oTOpeasicTHy-
HUX, IHTepakTUBHUX 3D-M0CBiniB, MOCTYyN 10
SAKMX MOXHA OTpUMaru 3 BeOCalTiB BUPOOHU-
KiB, a TaKOXX 4epe3 cMapT(OHMU Ta IUIAHIIETH.
Cepen Moka3oBHX MPUKIAMIB: HUPPOBUI KOH-
¢irypatop Ta BUCTaBKOBUH 3aj, CTBOPEHHUH 3a
noromoroto Unreal Engine — cnoxuBau Moxe
3aliTH J0 BHUCTaBKOBOIO 3ally Ta, BAATHYBIIH
VR-rapuitypy, BuOparu 3 moHaj cra MiIbHOHIB
pi3HUX crenudikamiii Ta BUNPOOyBaTH aBTO-
MOOUTb y PI3HMX CEpelOBHILNAX, & PEHTIEHIB-
CbKI 3HIMKHM MOJEIi J03BOJISIIOTH 3a3UPHYTH
MiJ] KaroT Ta OMISHYTH KOXKEH TeXHIYHHHA KOM-
norneHT (Audi); 3D AR-momarox (Mercedes
cAR) Ta VR-10CBi, 3aBISIKH SIKOMY CIIOXKHBAY
MOXE 3aBISIKM OKYJIsIpaM BIpTyasIbHOI peaib-
HOCTI oTpuMaTu 3D-I0CBiJ 1 TOYHO TOOAUUTH,
SK BUIJISIIaTUME aBTOMOOLTH BCEPEINHI Ta 30BHI
Ha Oymp-sikiii  wmicueBocti  (Mercedes-Benz);
oHJaifH BeO-3D-koH(]iryparop, 1110 HaJa€ MOXK-
JMBICTh CTBOPUTH BJIACHUM aBTOMOOLTbL CBOET
mpii (General Motors); koHpiryparop aBTO-
MOOUTIB y BIpTyaJbHId pEaNbHOCTI, IO HAJA€E
MOXJIUBOCTI EKCIIEPUMEHTYBaTl 3 pPO3MillIeH-
HSIM BIpTyaJbHHUX IIEPCOHAXKIB B aBTOMOOLIAX 3a
JIOTIOMOTOI0 JTIONIOBHEHO1 peanbHOCTI (Nissan);
KabiHa BIPTyaJbHOI pPEATbHOCTI A BHUOOPY
MU3ailHy aBTOMOOUIS BIAMOBITHO 10 MOTpPed
kiaieata (BMW) [8]. Kowmmnaniero Toyota,
3 METOI0 3aJy4YCHHS CIOXHBYOTO PHHKY Ta
pernpe3eHTanii HOBOi MoJeli aBTo, OylI0 po3po-
oieno VR-mocBin, 110 BKIIOYAE B3a€MOMIIO Ta
JOCTIPKeHHS TMOTEHIIHHUM TOKYIILEM aBTOMO-
OinIst, a TakoK HOro HaNlAITyBaHHS BiAMOBITHO
JI0 BJIaCHUX ymnojobanp y MacmuTabi 1:1, y Top-
TOBHUX IIEHTpax 1o Bciit €Bporti (puc. 1) [9].

Taki npoekrtu, sk mebn IKEA, no3Bosnsiorh
KOpPHCTyBa4aM MM00AYNTH, SK 11 BUPOOU BUIIIA-
JaTUMYTh y iXHbOMY JOMi, BHUKOPHCTOBYIOUHU
KaMepy MobiuTsHOTO Tenedony (puc. 2). 3i 3poc-
TAQHHSM TOIMYJSIPHOCTI TPUCTPOIB BIpTyallb-
Hoi peanpHOCTI (VR) pexiamonaBmi mounHa-
I0Th UIYKaTH NOTEHILIWHI peKJIaMHI TaKTUKHU Ta
epextn 'y VR [15].

3D-Bimeo — 1€ OIWMH TOTYXXHUH I1HCTPY-
meHT. lloennanus 3D-rpadiku 3 Biarykamu
KIIEHTIB a00 JIEMOHCTpAIliIMA  MPOAYKTIB
CTBOPIOE 3aXOIUIMBY po3moBiab. Kocmernuna
KOMIIaHis, $Ka MpPEACTaBIs€ CBOIO JIIHIHAKY
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Puc. 1. Toyota C-HR virtual reality

URL: https://arpost.co/2018/11/23/rise-of-virtual-reality-automotive-retail/

Puc. 2. Buxopucrannsa 3D-nmu3aiiny B pexiaami IKEA
URL: https://webquery.ujmd.edu.sv/siab/bvirtual/BIBLIOTECA%20VIRTUAL/TESIS/03/DGR/0001848-ADTESDE pdf

npoayktiB 'y 3D-Bimeo, 3moria 30UTBIIUTH
cBoi mponaxi Ha 30 % micnsi BIPOBAKCHHS
miei crparerii. Tak, Hanpuknaa, oxuH 3 duar-
MaHChKUX OpenaiB kammanii Camomila Intea
y komabopauii 3 PIXREADY cTtBopunu auna-
MiyHy 3D-animaniro, ska miAKpeciauiga CyTb
iXHBOTO OpeHay — CBITJIO, POMAILKY Ta Kpacy
HaTypaJbHOTO CBITJIIOIO BOJOCCS — BOAHOYAC
3aXOIUTIOIOUM ayJIUTOPII0 B COLIAJbHUX Mepe-
*Kax, BeOcaliTax 1 MmapkeTmieiicax. MoBa e
PO Bi3yalbHO MNPUTONIOMIUIUBY 20-CEeKyHAHY
3D-animarito, po3poOsieHy Ui NPUBEPHEHHS
yBaru Ta 3ajy4eHHs misaadiB (puc. 3). AHiMa-
i 0e3M0raHHO TpPEACTaBWIIA JIHINKY MPOTYK-
TiB 3a JIONIOMOT'0I0 ITPUPOAHOTO PYXY, CBITIOBUX
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e(dekTiB Ta SCKpaBOi €CTETUKH, sSKa 17€albHO
BiJmoBigana tematuii Openay. st miaTpuMku
animarii HamaHo 3D-penmepu nponyktiB. Lli
Bi3yaJIbHI Marepiajiy, CTBOPEHI AK AJS MPOCTHX,
TaK 1 175 MOBCSAKIEHHUX CUTYaIlill, 1 cTanu yHi-
BEpPCAIILHUMHU peCcypcaMiu JJisi BAKOPUCTAHHS Ha
BeOCaiiTi, B peKiiaMi Ta COLIaJbHUX Mepexkax.
Pazom animarisi Ta peHAepu YTBOPHIU KOMII-
JIEKCHUH Bi3yaJlbHUM MaKeT, SKUi MOCUIIUB Map-
keTuHroBi 3ycusutst Camomila Intea [13].

3D-6anepu (aHIMOBaHI OTOJIONICHHS) BUKJIH-
KaloTh IIKaBICTh 1 JJOTIOMAraroTh OpeHAy BHU/Ii-
JUTHCS Cepell KOHKYPEHTIB.

CTBOpEHHSI 1HTEPaKTUBHHUX Irop, Jie¢ KOpHC-
TyBa4l MOXYTh OTPHUMYBaTH BHHAropoau abo
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or Hair Care products

TIOKA3ATE [IPYTYE BUAEO

Puc. 3. Ckpunmot nuHamiunoi 3D-animanii Camomila Intea

URL: https://www.pixready.com/portfolio/3d-animation-for-camomila-inteas-haircare-line

3HWKKH, 30UIbIIy€E 4Yac, SKUA BOHM BUTpaya-
I0Th Ha B3aeMofito 3 OpenmoMm. Hampukiarn,
komnanist Coca-Cola BukopuctoBye 3D-irpu
y CBOIX KaMIIaHIAX Ui 3aJTy4eHHS MOJIOIIIOT
ayauTopii, IO IMO3UTHUBHO BIUIMBAE HA BIIi3-
HaBaHICTh OpeHAy. 3aBOSKH BIPOBAIKECHHIO
3D y peanbHOMY uaci Ta reHeparuBHoro IIII,
kynasroBuid  Openn Coca-Cola mepeocmuciioe
CBOi CTOCYHKH 3 AM3aiHOM, PO3IOBIAIIO 1CTO-
piit Ta iHHOBamisiMu. KoMmnanist He MpocTo eKc-
MEPUMEHTY€E 3 HOBUMH IHCTPYMEHTaMH: OpeH.
rmboko inTerpye LI ta 3D y cBoi poGoui
nporecu y cmiBnpari 3 NVIDIA Ta pimen-
HSMHU JUISL BIpTyaJIbHOI TBOPUYOCTi, TaKUMH SK
Omniverse. BukopructaHHs HOBUX TEXHOJOTIH
CHpUsiE TPUCKOPEHOMY CTBOPEHHIO (MOAEIIO-
BaHHs Ta PEHICPUHT 3a KiJbKa JHIB), aBTOMa-
tu3anii noproproBanux 3aBnaHb (I renepye
BapiaHTH Bi3yaJbHUX €JIEMEHTIB, CIIOTaHiB a0bo
¢doHiB), BipTyasibHa CIiBIIpans (KOMaHAH CTBO-
PIOIOTH pa3oM y 3axoruinBux 3D-cepenoBuimax)
(puc. 4). 3aBasaxku NVIDIA Omniverse Coca-
Cola BukopucroBye 3D nmmsi mIBUJIKOTO MPOTO-
TUITYBaHHsI CBOET MPOIYKIIii, TECTYBaHHS Pi3HUX
031100JIeHb, CTBOPEHHSI Bi3yaJIbHUX BCECBITIB
JUIS COLIAaJIbHUX MEpeX Ta MOJCIIOBAaHHS B3a-
€MOJIT 31 CIIOKMBAaYaMH B JIONIOBHEHiH abo Bip-
TyaJbHIN peasbHOCTI.

Ha nymky pocmigHuKiB, Kinbka (hakTopiB
MIPOTHO3YIOTh 3pOCTaHHs a00 3MEHIIEHHS pi3-
HUX TEXHOJIOT1H JOMOBHEHOI pealbHOCTI, TAKUX
K poboToTexHika, 3D-moxenroBanns, 3D-npyk,
Ta IX BIPOBA/DKCHHS B OCBITHIN, peKIaMHii
Ta crpareriuniii cdepax [12, c. 159]. Kpim
TOTO, BHUMIPIOBaHHS SKOCTI Ta I1HHOBallIMHUX

XapaKTePUCTUK 3a KOHIICTIIEK Jorapugmid-
HOTO pO3BUTKY, 3aCHOBAHOTO Ha JIOTIYHOMY
PO3BHUTKY y CIUIbHIA KOMaHIHIH poOoOTi, Jiora-
pudmiuHOoO MOBOI 3D-rpadikm, BuMarae
CTBOpPEHHsI Mojeli, sika € (aiinom, mo Mic-
TUTH 1H(OpMAI0, HEOOXITHY I TEepPEerysiTy
abo Bizyamizamii eremeHTa un mpoaykty B 3D.
3D-monenroBanHA Hamae rpadimi Ounbmry pea-
JICTUYHICTH 1 MOXXE BHKOPHCTOBYBATUCS B Pi3-
HOMAHITHUX PEKJIAMHHUX KaMIaHisX, OCKUIbKH
3HaYHO TIOCHIJIIOE IHTEpeC 10 MPOAYKIii/
NOCIYTH, HAJalo4l HOBU3HY Ta 30LIBIIYIOYH
CHO)KMBAaHHS PEKIAMOBAHUX MPOIYKTIB.
CydacHi OpeH/Ir 3MIITHIOIOTH CBOI IMO3HUIIIT Ha
PHHKY, TIepII 3a BCE, 3aBISKH BIIPOBAKECHHIO
MOZICTIIOBAaHHs 00’ €KTiB, TPEACTABICHHIO MpaK-
TUYHOTO Ta BI3yaJIbHO TPUBAOIMBOTO 00pasy
3 MIMPOKUM BHW3HAHHSM, I[IHYFOUH IMIJDK KOXK-
HOTO 31 CBOiX MPOJYKTIB. 3aJIMIIAI0UNCH B KypCi

Puc. 4. 3D-qu3aiin Coca-Cola

URL: https://www.ar-go.co/blog/coca-cola-ia-and-the-3d-a-
new-era-for-brand-content
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BCE OLIbII KOHKYPEHTHOTO Ta TEXHOJOTIYHO
PO3BHHEHOTO CEPEOBHUIIA, BIpTyajbHa peallb-
HICTb HAaJa€ TMOTYKHI I1HCTPYMEHTH JE€MOH-
cTpamii Ta JOCHI/DKEHHS, Jal04yd KIIEHTaM
MOXJIUBICTh  BI3yaJlbHO BIUYTH TNPOAYKTH
nepea TUM, SIK CKYLITYBaTH Ta JETYCTYBaTH ix.
3D-cepenoBullle BBaXA€THCSI TEPEBArol0 IS
BUPOOHULITBA, OCKUIBKM BOHHM IIYKAIOTh HE
JMIIE CTpaTerii /Uil MOKpalleHHsS SIKOCTI IMpo-
Aaykuii, ame W 11 Bi3yasbHOi HPUBAOIMBOCTI.
JlonoBHEHa BipTyallbHa pPEAIbHICTH J03BOJISE
KJIIEHTaM B3A€EMOJIISATH 3 MPONOHOBAHUMH IPO-
JIYKTaMHU B 3aXOIUIMBUH Ta PEaJiCTUYHMU CIIO-
10, CTBOPIOIOYM MIIHIIINI CEHCOPHUN 3B’SI30K.
Tomy 3D-MonmentoBaHHS CTa€ HE3aMiHHUM
IHCTPYMEHTOM SIK JJIs1 BUPOOHUYMX, TaK 1 JUIs
pexIamMHuX KoMmasii [7, c. 1867].

Hudposi BuBickum ab0 IHTEpaKTHBHA CEH-
copHa/mudpoBa pekiamMa crana  eeKTHB-
HUM CIIOCOOOM NPOCYBaHHS HOBHUX IPOJIYK-
TiB. 3 PO3BUTKOM PHUHKY HE JHIIe B YKpaiHH,
a i y BCbOMY CBITI, IPOJYKTH CTAlOTh OLIBII
KOHKYPEHTOCIIPOMOXKHUMH, a OpeH/IN HIYKalOTh
HOBI cIOCOOM BIIPOBAKCHHSI IHHOBAIIH, Mude-
peHuianii, maBUIIeHHs cBO€l IHHOCTI (Openmy
YM KOMIIaHii), MOUIYKy HOBHUX KaHaJliB KOMY-
HiKalii, 3MUBYBaHHS Ta 3ally4CHHS CIIOXKUBA-
YiB 1, 3BUYAIHO K, 3aJly4€HHS HOBUX KIIIEHTIB.
3i cBOro OOKy, COKMBadi OUYIKYIOTh MPUEMHUX
3MBYBaHb B1Jl CBOIX OPEHJIIB 3 TEXHOJOTIYHUMHU
iHHOBaMisiIMU. EQeKkTUBHUM CIOCOOOM JOCAT-
HEHHS I1i€] METH € BHKOPHCTaHHS CBITIOMIOM-
HUX €KpaHiB Ui pEeKJIaMu B MarasuHax, IO
JI03BOJISIE JJOHOCHUTH IOBi1IOMJICHHS a00 MpOBO-
JUTH MAapKeTUHTOBI KaMIlaHii, BUKOPHCTOBYIOUH
uudposi xypHamu, PK-ekpanu, 3D-6inbGopawu,
roorpadiuni  aucniei, eIeKTPOHHI KHUIH,
uudpoBi pamiocTaHIlii, KOMIAKT-AUCKH, BiJI€O
Ha YouTube, comianbHi Mepexi, €IEKTPOHHY
MOIITY, OJIOTH Ta BeOCaNTH.

Ponp ¢axiBus 3 mmdpoBoro rpadiuHoro
JM3aifiHy TMOJsrae y CTBOPEHHI Ta e(eKTUB-
HOMY TIEPEHECEHHI i7ei Ta KOHIENIN HUIIXOM
HAJIEKHOTO TMOBO/DKEHHS 3 (opMaMu Ta Mmare-
piasamu. Llel cnenmdiunmii crnocid MuciaeHHs
BUMAarae sK MaTepiaJlbHOTO MPEACTaBICHHS 3a
JIOTIOMOTOI0 MAJIIOHKIB, MOZEJEH, HaBYaIbHUX
Ta rpadiyHUX MaTepiaiiB, TaK 1 IHTYITUBHOIO
CIIPUIHATTSL.
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BucnoBku. CyvacHi OpeHIM aKTHBHO iHTe-
IPYIOTh MOJIENIIOBaHHS O0’€KTIB y CBOi I1HCTpY-
MEHTH, BUKOPHCTOBYIOYM HOBI TEXHOJOTIl s
PO3ILIMPEHHSI MOXKIIMBOCTEN. 3D-n113aiiH 103BoJIsIE
Bi3yaJIbHO IepenaBatu iH(opmariito, GaktH, inei
Ta I[IHHOCTI, KOPUCHI ISl JIFOICTBA, Yepe3 JIisib-
HICTb, B SIKIl COLliaJIbHI, KYJIBTYpPHI, IEPLENTHBHI,
€CTETUYHi, TEXHOJIOTIUHI Ta eKOJOriuHi (haKTopH
0OpOOIISIIOTECS U OTPUMAHHS Bi3yalbHO KOMY-
HiKaTUBHHUX GopM. AmanTaiist 10 UPPOBUX 3MIH
NPUIIBHUJIIIYE Ta CIPOIILY€E IMPOLEC MPUAOAHHS
HPOAYKTIB, CTBOPEHUX 32 JOIOMOIOI0 CYyYaCHHX
TexHosnoriid. IlepeBaraMu BUKOpHCTaHHS (-
poBoi 3D-pekniaMu €: MOBHE 3aHYpPEHHs, 3/IUBY-
BaHHS aylUTOpii, ONTUMAJbHE CIIPUHHATTS IOBI-
JIOMJICHHSI, OUIBLIMH BIUIMB, BIII3HABAaHICTH Ta
3aram’ATOBYBaHICTh OpeH/1y, NEePEKOHJIMBE IOBI-
JIOMJIICHHSI, $IKe JO0Csra€ Iisgada, 30UIbLICHHS
MPOJaKiB, HOBUM KaHAJI KOMYHIKallii, eKCIIOHEH-
[iaJIbHEe 3POCTAHHS I1i€1 HOBOI TEXHOJOTIi Ta KOH-
TEHTY, HE JIMIIC B KiHO, ajie i Ha TeneOavyeHH] Ta
BiZICOIrpax, IO JO3BOJSIE OTPUMATH JIOCTYII JIO
[UILOBOT ay[UTOPii, MOXJIHUBICTH HACOJIOIKYBa-
tics 1dpoBuM 3D-10CBIIOM BIOMA, PO3LIK-
PEHHsI KPeaTUBHOCTI, HEraliHICTh Ta TBOpYA YHi-
BEPCAJIbHICTb, THYUKICTh Yacy IMOKa3y.

Texniku 3D-muzaiiHy CcTamy  BaXJIMBUMH
KJIFOYOBUMH KOMIICTSHIIISIMU, a 1HHOBAIlii, PO3-
poOneHi 3aBASKM IIUPOKOMY BHKOPHCTAHHIO
3D-TexHONOri NPU3BENIM 10 JUHAMIYHOTO PO3-
BUTKY 0araTtbOX raily3ei JFOICHKOI JKUTTEN]-
SUTBHOCTI, 30KpemMa pekiamu. Y cdepl pekaaMu
BUKOPHCTOBYIOTBCSI Pi3HI MOJeNi JUld BU3HA-
YeHHs DPI3HUX THIIB IMPOAYKTIB, SIKI MalOTh Ha
METi Tepenard IeBHE MoBimomiieHHS. Hapasi
3D-MozenoBaHHs 00’ €KTIB € OJJHUM 3 HAWTOIIH-
PEHIIINX 1HCTPYMEHTIB y peKiIaMi, IO CIIyXKHTh
CMOCOOOM MIJIBUILEHHS JIOMUTIMBOCTI Ta CTBO-
PEHHsI 3B’SI3KYy MDK KJIIEHTOM 1 OpEeHIOM, JI0TOo-
Mararouu OpeH[y yTBEpAWTHCS Ha pUHKY. Buko-
PUCTaHHS LBOTO TPUBUMIPHOTO I1HCTPYMEHTY
y CTBOpEHHI peknamu € (yHAaMEeHTATbHUM
y Tpo1eci CTBOPEHHS rpadidHuX Ta ayaioBi3yalb-
HHX MarepiajiB Ay pi3HUX peKJIaMHUX KaMITaHIH.

IlepciekTUBAMHU € JOCIHIKEHHS MEpPCIHEK-
TUBU TPUBUMIPHOTO MOJETIOBAHHSA SIK OJHOTO
13 TIPIOPUTETHUX LUIIXIB PO3BUTKY rpadivyHOro
JM3aiiHy y KOHTEKCTI pO3LIMpeHHs (opMOTBOp-
YUX MOXKJIUBOCTEH.
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