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Abstract: In the last few decades, graphics programming products
for image processing have gained their positions in the works of artists
who employ printing techniques. However, few are the people who
would contemplate on traditional fine art techniques in the context of
contemporary three-dimensional computer technologies. Yet in
numerous instances, combinations that appear to be impossible have
proved to give unexpectedly good results. In this regard, any given
object that is part of an artwork can be observed from different points of
view and can be put in various conditions. The question is: if the initial
concept was to start off with a plastic volume which at a certain time is
integrated into a two-dimensional work of art, could its presence be
reconsidered at a certain point and another technology be applied for its
representation? The current work deals with this topic by referring to an
experiment based on a digital sculpture which involves numerous
technological approaches in order to create works of art of various
character and individual aesthetics.

Keywords: Three-Dimensional Graphics; Printed Work; Three-
Dimensional Printing; Algraphy; VR Technology

Pezrome: [Ipe3 nocredOHume HAKOIKO Oecemuiemusi epaguunume
NpOSPaAMHU NPOOYKMU 3a 0OpAOOMKA HA U300pAMNCEHUs, 3aexa CB0emo
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MACmo 6 pabomama HA mMeopyume, KOUMO U3NOA36AM NEUAMHU
mexHukuy. Manko xopa obaue ouxa pazcvaicoasany 3a mpaouyuoHHUme
MexXHuKy 8  U300pazumenHomo  U3KYCmeo 68  KOHMmeKCma  Ha
CbBPEeMEHHUmMe MPUUSMEPHU KOMNIOMBbPHU mexHoro2uu. Ho 6 mmnozo
cyyau, Hazned HeBb3MOMNCHU KOMOUHayuu, ca 0asalu HeoYyaKeaHo
000pu pezynmamu. B ma3zu 8pw3ka 3a eoun obekm, KOUmMO e yacm om
npouszgeoenue Ha U3KYCMEomo, Ou MO210 0a ce pascvicoasd om
Pa3nuyHyu 21e0HU MoYKU U 0a 6v0e Nocmagen 8 OMOEIHU CbCMOSAHUSL.
Bvnpocom e: Axko nvpeoHauanHus 3aMUCHI € 0a ce MmpveHe Om
niacmuyen obem, KOUMO 8 OnpedeieH MOMEHm ce U3N0I368a 8
08YUBMEPHO Npoussedenue, Modce JuU 6 onpedeieH eman o0a ce
NPeoCMUCTU He2080MO CbUecmsysane U 0d ce Npulodcu opyea
mexHo02us npu npeocmasanemo my? Bwvpxy maszu npobremamuka e
HACOYEHO  HACMOAWOmMO  U3cledsae, Kamo ce Hno306a6a Ha
eKCnepumMenm, 3a OCHO8A HA KOUMO e U3NON36aHA OUSUMAIHA
CKYINMypa, mpemupana upe3 pa3iuyHu mexHoai02UYHU noxXeamu, ¢ yei
cv30asane Ha Npou3eedeHUsi Ha U3KYCMBOMO C pA3lIuyeH Xapakmep u
UHOUBUOYATHA eCMEemUKdA.

Kntouoeu oymu: mpuusmepna epagura;, neuamuo npousgeoerue;
mpuuzmMepHo npunmupate, anepagus; VR mexnonocus

3a ch3maBaHETO Ha JaJIeHO TPOU3BEIACHUE, MOTaT Ja ObJaT W3MOJI3BaHU
pa3UYHU TIOXBAaTHU, TMO3HATH B MPOGECHOHATHHS PEYHUK HA XyIOXKHUKA MO
TepMUHA ,u3pa3Hu cpenctBa®. Tyk 1mie mpociens Cb3AaBaHETO HAa HIKOJIKO
MPOU3BEICHUS, TTIOCPEICTBOM TE€HEPUPAHETO HA OOCKT, Upe3 TPUU3MEPHH coDTyepH,
KOWTO B paznuuHuTe (a3u Ha TpaHcopmaiusara cu, Moxke Ja Obae (GUKCUpaH KaTo
oTJIeJTHa TBOpOa.

[IspBoHauannaTta wumes Oemie, Ja ce CB3AaJAE HEpealeH TMeh3ax C
amoOKaJUNTUYHO 3ByYeHe. Pemmx ga cbh3laM Ted3aka BBB BWJA Ha JUTUTAHA
CKYJINTYpa C e, Ja Ob/Ie U3MOA3BaH OT BI'bJ MO U300p 32 Ch3/IaBAHETO Ha TpaduyueH
OTIEYaThK Ype3 KiIacuuecka TeXHOJIOTHs. B KoHKpeTHHs cinyuaid qutorpadus. 3a na
Ch3J]aM JIUTUTAJIHATa CKYJNTypa, W3MOI3Bax JBa MPOTPAMHU TPOJYKTa 3a
TpuusMepHa rpaduka — Autodesk MAY A u ZBrush.

B nporpamara Autodesk MAYA cb3aag0x 6a30B MOACH Ha alOKAJIATITHYIHHS
nen3ax, KaTo M3IM0JI3BaX MOJUTOHHO MOJEIHpPAaHe U ChbOTBETHUTE MHCTPYMEHTHU 32
W3TETJISTHE Ha TPYIU OT MOJIMTOHU. TO3W THUI MOJEINPAHE € MPEANOYUTaH OT MHOTO
3D aptuctu, nmopaau pea npuuuHU. EnHa OT TAX €, ye ce paboTh ChC CPABHUTEITHO
€IpU MACHBHU OT TUIOCKOCTH, KOUTO TIPH HEOOXOJMMOCT MOTAT J1a ObJaT M3IJIaJICHU
ype3 3a7aBaHe Ha MO-BUCOKA PE30JIIONMS WK Ype3 MPOMsHA Ha THUIA HAa 3aCCHYBAHE
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MEXIy OTACIHHUTE TMOJWTOHW. Jlpyra mpuymHA €, Y€ C€ OCHUTYpsiBa IO-JECeH
TpaHcdep Ha 0OEKTUTE KbM APYT BHJI Iporpamu kato ZBrush Hampumep, KosTO 111€
M3II0JI3BaM B Clie/[Ball] eTarn Ha 00paboTKa Ha 0OEKTUTE, HEOOXOIUMH 32 Ch3JaBAHETO
Ha Tpow3BelcHHWEe. B mombiHEHWE HarbHax MOBBPXHOCTTAa HAa IThbPBOHAYAIHATA,
06a3oBa (hopma upe3 MHCTPYMEHTHUTE 3a CKyanTupane. Upes3 Tax Moxke Ja ce mo0aBs
WM OTHEMa o0eM TMpu HEOOXOIUMOCT, KaKTO M Ja c€ ,,0TIyCKa™ MOBBPXHOCTTA U
IPYTH Pa3INYHA MaHUMyJanuu. B To3m mMojaen ch3mamox W MOCTOBE ¢ ¢opMa Ha
MPOTyOEpaHCH, KOUTO J1a MOACHISIT HE3EMHOTO BIieUaTieHue 3a neizaxka (dwur. 1).

®ur. 1 ba3zoBa ¢opma Ha riIaBHUA KOMIIO3HIMOHEH €J1EMEHT.

Ot crarucThuecka TJIeHA TOYKa, TO3M MOZEN ce cbcTtou OoT 581 Bbpxa.
HeroBara ¢ynkuusi obade, € 10 MOCIYKM 33 OCHOBAa Ha JUTHTAlHA CKYJNTypa C
BHCOKA PE30JIIOIHS, YpEe3 KOETO CE LENH MOCTUTaHeTO Ha BHCOKA CTENEH Ha JeTai.
[lopagun Ta3um npuumHa ekcroptupax obekra B OBJ aitnoB ¢dopmar, koeto
MOJICUTYpSiIBAa BB3MOXKHOCTTA Ja ObJe BHECEH B ApPYrus copryepeH MpOAYKT 3a
netaiinHa oOpaboTtka — ZBrush. 1o To3u HauuH, upe3 yBelInyaBaHE Ha PE30IOLUATA
Ha Mojeina, ce nobapsaT aerainure (Pur. 2). B mporeca Ha neraiimHata oOpaboTka,
00exkThT € ¢ pesomonus 14 760 000 Bbpxa, KOETO MOXe Ja ObJe BHUASHO Ha
eKpaHHATa CHUMKA.

3a ga ce 06paboTH MO TO3M HAYMH, BPXY TPUU3MEPHHUS MOJIEN ca MpUiaraHu
pa3IMYeH TUI WHTEPBEHIIMH BBHB BHJl HAa Pa3IM4eH HAOOP OT WHCTPYMEHTH, C KOUTO
nporpamata ZBrush pasnomara B wu3o00unue. Ha mpaktuka Te HamomoOsBar
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MHCTPYMEHTHTE 3a paboTa M B MpeAxoJHaTa Mporpama 3a TpUU3MEpHa rpaduka
Autodesk MAYA, HO Tyk ca no6aBeHHu (hyHKIMH, KOUTO TO3BOJISIBAT paboTaTa B MO-
BHCOKHM HUBA Ha JieTaill. BaxkxHo B citydas € a ce 0TOenexu, 4e MocaeI0BaTEeIHOCTTA
Ha JIEHUCTBUATA MPU CKYJINTUPAHE B JUTUTAIHA Cpela € aHaJOTHYEeH Ha TO3H, IpU
U3TIOJI3BAHETO HA PEATHU MaTepUaNM KaTo: TJIMHA, KaMBK, IbPBO U Jp. 3aro4yBa ce OT
oOmrara ¢opMa, KaTo MOCTETNIEHHO CE HaB/IM3a B JieTailn. Pa3nukaTa e B ToBa, ue npu
JUTUTATHOTO CKYJINTUPAaHE, C HABIM3aHETO B JETaiij, MapajeliHO C€ YBEJIM4aBa
pesomonuaTra. B To3m ciaydail e BaxkHO TS Ja € aJeKBaTHa Ha CTENEeHTa Ha
aetaiimHocT. ToBa oO3HayaBa, Ja HE ce MPUOSTBA MPEKIAECBPEMEHHO J0 BHCOKa
pe3odionus, Thil KaTo TOBa OOMKHOBEHO BOAM 10 HE NOOBp pe3yaTaT B oOmiarta
dbopma Ha obema. Tyk TpsiOBa 1a ce HampaBU YTOYHEHUETO, Y€ CTaBa BBIPOC 3a
CKyJIIITUPaHE Ha 00eMH TIpU KOUTO ce Ienn OoraTta TekcTypa Ha ¢opmara. Koraro ce
IpaBsIT €KCIIEPUMEHTH U MPOEKTH, B KOUTO CE CJIe/IBa MUHUMAIU3bM U ce paboTu
BbpXY 00€MH C IJ1a/IKa TOBBPXHOCT HE CE Hajlara yBeJMyaBaHe Ha pe3osronusita. B
TO3W Cllydail Iopu HE € HEeOoOXOAMMO Jia ce IMpaBH MPEXBBPJIAHE Ha (paiioBeTe OT
e/IHaTa mporpama B JpyraTta.

@ur. 2 [IpexBbpiisiHe Ha 0a30BUs1 MoJeJ B mporpamara Zbrush, ¢ nesa qo6aBsine Ha 1eTalJIn.

Or KOMIIO3BMOMOHHA TIJICAHA TOYKa pPCIOUX Ja II0AXO0JA, CH@I[B&I\/JIKI/I
mupaMyugalICH THII KOMIIO3UIIHAA. Baxno e Ja C¢€ 0T6CH€)I(I/I, 4€ BHAOBCTC
KOMIIO3BMIIMOHHU ITOCTPOCHHUS, KOUTO Ca BAJIMAHU IIpU PCHIABAHCTO HaA HpO6HeMI/I B
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JBYU3MEPHU MPOU3BEACHHMS, Ca BAIMIHU U MPU OOEMHUTE C Ta3W Pa3jivKa, ye Mpu
BTOPUTE, 0OEKTUTE TpsIOBa /1a c€ BB3MPUEMAT OT BCUUKU CTPAHH.

®@ur. 3 /lo6aBsiHe HA MaTepUaJ KbM 00€eKTa.

Wi

@ur. 4 lo6aBsiHe HA MaTEePHAJI C PA3JIMYHA XAPAKTEPUCTHKA.

KakTo cmomenax Imo-paHo, €JHa OT LCIUTE € Jda CC€ Cb3AaAc IPHUHTHUPAH
Fpa(l)I/IIIeH OTIICYATHBK, IIpHU KOMTO KOMMO3UIIMOHHOTO pPEICHUC YPE3 TO3W HAYMH HaA
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paboTa e yJnecHeHO, Thil KaTo 3a HEero Moxe Ja Obae n30paH Hal-yIadyHUST BI'BJI 3a
ekcrioHupase. [[pyra oT menmte Ha TO3M MPOEKT, CIIOMEHaTa MO-pPaHO TYK € Ja ce
U3CcIeIBa Bb3MOXKHOCTTA 3@ Ch3/laBaHE Ha Pa3jMYHU MPOU3BEICHUS, OT OTACITHUTE
eTany Ha ch3/laBaHe Ha oOekTHuTe. ToBa O3HAUaBa, Ye KOMIIO3MIIUATA U KaueCTBOTO
Ha obemuTe, TpsiOBa Ja ce Mperu3upa OT BCUUKU TJIETHU TOUKH.

3a 1enTa Ha TO3U MPOEKT, OsXa BU3yaIM3WpaHU TOJISIM Opoil M300pakeHHs C
pazinuHa mMatepuaiaHocT U Tekctypa (dur. 3) u (dur. 4). Toa Oemie HanpaBeHO C
IeJT J]a ce M3MOI3BaT Bb3MOKHOCTHTE Ha Photoshop 3a OieHIuHT Ha OT/HETHH CIIOEBE.
Upe3 Ta3u MaHUIyJIalMs MOXE Ja Ce€ IMOCTUTHE pa3HoOOpasue B KOHTpacra M
MaTEpUaTHOCTTA MPH OTJEITHUTE YaCTH Ha MPOU3BeACHUETO. Pemux na aeictBam mo
TO3M HA4YMH 3a J1a M30€rHa CTEPUJIHOCTTAa M YCEIIAHETO 3a HEECTECTBEHOCT B
M300paXEHUETO, KOUTO YEeCTO C€ MpOsBSBAT MpH paboTata ¢ BHU3yalU3alUs OT
TPUU3MEPHU TTPOTPAMH.

JIOBIHUTETHO HaAMpaBUX BH3yalW3alldd Ha dYacT OT OOEKTUTE C To-
KateropuuHa peduekcus (Pwur. 5), 3a 1a MOJACKISA pa3iMKaTa B MaTEepHATHOCTTAa Ha
ornenHu eneMeHTU. OCBEH TOBa C LEJ MO-A00pa OMEpaTUBHOCT BBPXY Pa3IU4YHU
YacTH Ha M300paK€HUEeTo, 0s1Xa BU3YaJU3UPAHU MOOTACIIHO OINPEACIICHH €IEMEHTH
OT 001IHs 00eM.

®@ur. 5 Jlo6aBsiHe Ha peduiekCHs KbM onpe/iesieH 00eKT.

3a na ObJe aieKBaTHA CAHKaTa B KpallHUS BapUaHT € U3BJICUCHA KapTa U 3a Hesl
(®Dur. 6). ToBa naBa NONBJIHUTENHA BB3MOKHOCT 332 MaHUMYyJaluUsl BbPXY Ta3u IMO-
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PUCKOBAa OT TEXHOJIOTMYHA TOYKa Ha JUTOrpaduara, 4acT OT H300pPaXKEHHUETO.
OnpenensiM ThMHHUTE 30HU M B YaCTHOCT CSIHKAaTa KaToO PUCKOBHU, ThU kato Haj 70%
CTEIEH Ha CUBOTO € TPYJIHO Jia ObJe OTIEeYaTaHO C pbUHA TEXHOJIOTHS U Ha MPAKTUKA
TO3W JUala3oH MpEeMHUHAaBa MOYTH M3ISUI0 B YEPHO, WIJIM HAa MKAPTOHEH €3UK Ce
,»3aIpbcTBa®. To3M mpoOneM ce OTHacs J0 TIEYaTHOTO IPOM3BEICHUE Ype3
KJIacuuecka JuTorpadcka TeXHUKA.

3y

®ur. 6 U3pauyaHe KapTa HA CAHKATA.

Tyk € MACTOTO 1a ce HampaBu YTOYHEHHMETO, Y€ B KOHKPETHHUS Cllydai
auTorpadCKUsIT KaMbK € 3aMEHEH OT IMO-ChbBPEMEHEH EKBUBAJIEHT, a HMEHHO,
amymuHueBa opma 3a odcetoB nevar. [Ipo6iemMbT Cbe ,,3apPbCTBAHETO" MPOU3TU3A
oT (¢akTa, 4e JIMICBA 3bPHEHATA CTPYKTypa Ha JHUTOTpadCKUs KaMbK, KOETO Hajara
M3KYyCTBEHA MMHTAIMSI HA 3BPHEHOCT, 4Ype3 J00aBsSHE Ha IIyM B MOJTOTBUTEIIHUSA
(haii.

[Iporpamarta ZBrush mo3BosisiBa kapTaTa 3a csHKaTa Ja ObJe ChbXpaHeHa KaTo
KaHaJI 3a TPO3PavyHOCT, KOETO TrapaHTHpa IUPEKTHO omepupane BHB Photoshop,
KBJIETO C€ CIJI00sBa M300pa)KCHHUETO B HETOBHS OKOHYareleH BuA. Ilpum
KOMOWHHPAHETO HA OKOHYATETHHS BapHaHT Ha Ta3W CIIEHA ca W3IOJ3BAaHU U OIIe
HSIKOW JIOITBJIHUTEITHU KapTH, KOUTO TO3BOJISIBAT HaMeca B M300paKECHUETO HE CaMO B
HEroBaTa IUIOCKOCT, HO U B IBJIOOYMHA. TOBa € Bh3MOXKHO, UpEe3 ChXPAHSIBAHETO HA
OIll¢ €HA JOMBJIHUTEIHA KapTa OT TpUHU3MEpHAaTa CIleHa a WMEHHO, KapTaTa 3a
nbindounHa (dur. 7).
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@ur. 7 Kapra Ha 1bj0ouynHara.

[Io TO3W HAUYMH HMaMe€ IMOYTH WbJIEH KOHTPOJ B OTAEIHUTE YacTH Ha
M300paKEHHUETO, KBIETO MOKEM Jia BIIMSAEM B JKeJIaHaTa OT HAC CTENeH. B kpalHusar
CU BUJ TPOU3BEACHUETO € U3BEACHO J0 KOMOWHAIMS OT TPUU3MEPHO T'e€HEpHpPaHU

ob0exTH, ororpadust u kanmurpadcku ekcrnepuMmeHT, HamnpaBeH oT CumeoHn JKernes.
Kamurpadusra e nuznon3sana 3a ¢on (Pwur. §).

®ur. 8 Criio0siBaHe Ha NPOU3BECHNUETO OT BCHUKHU ChCTABHU €JIEMEHTH.



44 Svetoslav Angelov Kosev
Ceemocnae Anzenos Koces

ToBa cbBceM HE € KpasT Ha Ta3W MUCTOpHUSA. 3a J1a € aBTEHTHYEH M YHHUKaJIEH
eIMH rpaduueH oTmnevyaTbK, TpsSOBa Ja UMa W HAKOM MAJKH TpeIiKH. ToraBa, KakTo
CIIOMEHaX W MO-paHO, B MEH C€ 3apoAu HJeATa Ja MPEXBBPJS TOBA NMPOU3BEICHUE
BBPXY JUTOTPAdCKU KaMBK, KOETO J1a MOACUTYPH HEMUHYEMHUTE MK U3MEHEHUS B
tupaxa. [Topagu daxra, ye oOpadoTkaTa Ha TuTOrpadcku kambpK ¢ pasmep 100 x 70
CM € TpyAHa W TeXKa 3ajaya, NpuOATrHaX A0 YCIYTHTE€ Ha MO-ChbBPEMEHHHMSI, HO
HOCEII CBOUTE HEJAOCTAThIIM METO/I Ha allyMHHHUEBaTa (hopma.

Tyk e mMscToTO @ crioMeHa, ye BbB PDakynrera mo u300pa3uTeIHO U3KYCTBO,
kbM mHemntHa nata 2018 1., paboTu eauH OT MOCISIHUTE MPAKTUKYBAITH YMIPYKEPH
Pymen PaiikoB. Ilewatanero mo kiacudeckara jauTorpadcka TexHoJorus, 0e3
3HaYeHHUE Jalld € Ha TPAJUIMOHHUS KaMbK WM aTyMHUHHUEBA IJlaka, W3MCKBA YCET,
KOWTO C€ BB3MHUTaBa C TEYEHUE HA BPEMETO M MAJKO XOpa MMAaT KEIAHHETO H
COCOOHOCTTA Aa ro nocturHat. Crell Ta3u JONMBJIHUTEIHA TEXHOJIOTMYHA HaMeca ce
MOJIYYH U ChOTBETHUSA pe3ynrar (Pur. 9).

®@ur. 9 OxoH4YaTeIeH BU/I HA IPOU3BEACHNETO, CJIe/] OTIeYaTBAHE Ype3 KJIacu4ecKa nevyaTHa

TEXHOJIO0I'ud.

B mpouieca Ha paboTa 1Mo TO3M MPOEKT CH 3aa0X BBIpOca. 3allo Ja He ce
M3MO0J3Ba MBJIHUS KallallUTeT Ha TPUU3MEPHATA CKYJINTypa W T4 Ja MOXe Ja Oble
BB3MNpHUeTa KaTto TakaBa? I[lopamu Ta3u npuuMHa NpuUOATHAX A0 TPUUZMEPHOTO
npuHTHpaHe. ToBa e NonyJsipeH B MOCIEAHO BpEME METO/] 32 00EMHa BU3yaln3alus
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Ha 00exTH. [lonobeHn HauMH Ha MaTepuanu3alysl Ha BUPTYAIHU TPUU3MEPHH 00EKTU
MMa MHOIO MpUJIOKEHHA. EJHO OT TAX € BB3MOXKHOCTTa Ja ObJie OCBILIECTBEHO
I'bPBOHAYAJIHOTO HAMEPEHWE, LEHTPAIHHUAT KOMIIO3UIMOHEH OOEKT, naa Oble
MIPEACTABEH M KATO CKYJITYPHO MPOMU3BEACHHE. J[pyro mpuiokeHne B KOHKPETHHS
ciydaid Oelie M3BEHO B MPOIIEC HA Pa3TOBOP C HE3PSII KOJera OT HAyYHUTE CPEIH.
Toi moBaMrHa BBOPOC, KOUTO NMOYTH HUKOW XYZOKHHUK, Ch3JaBAWKU IPOU3BEICHUE
BBPXY JABYH3MEpHA paBHMHA HE CH 3a/laBa, & UMEHHO: KaK MOXe Ja ObAe BUASHO
ChOTBETHOTO NPOU3BEIAEHUE OT €IMH HE3psIl, KOWTO OM HMCKad Ja ce JIOKOCHE 0
uaesta Ha apropa? [lo To3u HaumH wuugesra 3a ,AyOnupaHe Ha rpa@uUHUA
OTIEYaThK, YPE3 Ch3JaBaHE HA TPUM3MEPHO KOMME Ha LEHTPATHUS KOMIIO3UIIMOHEH
00€KT, MpuA00M 3HAUYUTEIIHO MO-IIMPOK CMUCHI. Tasu Tema obaue, NMPeAcCToUu Ja
ObJie pa3BUTA OTIEITHO.

Tyk 11e 3acerHa u olle eIMH HAYMH Ha MPE3EHTUPAHE, CIIOMEHAT B 3arjiaBUETO
Ha TeMara, a uMmeHHO Virtual reality (VR) texHonorusita. Bemubx cb3gazeH,
KOMITIOTBPHO T'€HEPUPAHUAT OOEKT, MOXK€ Ja ObJe TpPEeTUpaH IO MHOKECTBO
pa3IMYHU HAYMHU, HAKOM OT KOMTO Osfxa croMeHatu mno-rope. VR TexHosorusra e
HEl[0, KOETO MPUBJIMYA BHUMAHUETO MU OT M3BECTHO Bpeme. IIpnumHaTta 3a TOBa
MOXe OM €, Y€ y4yacTBax B €KHIl 3a Cbh3JaBaHETO HA CUMYJIATOp Ha aBapuUiHU
CUTYyallMM B KOHKPETHO MpeAnpuarue. 3a ga 0bie MaKCUMAJIHO OJIM30 /10 peajiHaTa
o0CTaHOBKa, CHUMYJATOPHT Oelle pa3padOTeH 3a NpPOUTrpaBaHE HMMEHHO Ype3
TEXHOJIOTHSI 3a BHUpTyajHa peanHocT. B mpoueca Ha pa3zpaboTBaHe Ha
MIPOU3BEJCHUATA, YACT OT KOUTO € U TOBA, KOETO MOCIYKH 3a MPUMEP B HACTOSIIATA
TeopeTHYHa pa3paboTka, MU AOWE uaesTa a ce u3non3Ba VR TexHosorusTa ¢ uenl
MpPEACTaBsHE HAa MPOU3BEACHUE Ha U3KYCTBOTO. [lo-moapoOHO pasriexiane Ha TO3M
BBIIPOC 00ayue ChHIIO MPEACTOU B OJIM3KO OBICIIE.

3AKJIIOYEHUE

B 3axmroueHue mora ga 00001, U€ BUCOKOTEXHOJIOTMYHUTE CIIOCOOM MOrat
7a OBbJaT M3MOI3BAHM 33 Ch3JaBaHE HA MPOU3BEACHUS HA M3KYCTBOTO OT Pa3inuYcH
xapakTep W Mmamab. ToBa € emHa TEpUTOPHSA, KOATO € cIabo TpeThpaHa IOpaau
¢dakTa, 4Ye MallllUHA OT CBHCIOBHETO HA XYAOKHHUIIUTE CHhYMSBAT Jla OBJIAJCAT
BHCOKOTEXHOJIOTUYHU TMPOIIECH 32 Ch3aBaHE HA BU3yaJIHU XYJ0KECTBEHH TBOpOU. B
Ta3u BpbB3Ka, KOMOMHAIMITA KOMIIOTBPHH TEXHOJOTHH M KJIACHYECKH TpadruyHU
TEXHUKHU M3TIIEKA OIE MO-MaJIKO Bb3MOJKHA, Thil KaTO aBaTa OTOEJIHH METOAa ca
MPOJIYKT HA OTJEIHHU €MOXU M ChOTBETHO Ha pa3sinueH M3Ka3 u crocodu. ToBa obaue
€ OIle eaHa JOIBIHUTEIHA BB3MOXKHOCT, KOATO MOJE Jia MOPOJAN MHTEPECHH M T10-
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HEOOMYallHU PE3yJITaTH B LSUIOCTHATa KOHIEMUMUS HAa MPOU3BEACHUETO W HEroBara
KpailiHa peajn3arusi.
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