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PE®EPAT

[TosicHioBanbHA 3amucka KBamidikaiiiHoi poboru: 64 c., 26 puc., 1 nox.,

277 mxepen.

3D MOJEJIb, MOJEJIb JIIOAMHU, ITPOBI PO3POBKHM, UNREAL
ENGINE.

[TosicHroBanbHA 3amucka 3 KBajdiikaiiHoi poOOTH MPUCBIUYCHA CTBOPEHHIO
TPUBUMIPHOT MOJENIl TMEpCOHa)ka JUIsl IHTerpailii B irpoBuM aomarok Ha 0asl
irpooro pymiss Unreal Engine. YV po6ori mnpoanHamizoBaHO cTaH I1HAYCTpIi
KOMIT I0TepHOT rpadiku, OIIsA CydyaCHUX aHaJoriB Ta TEeXHoJorid. Po3misHyTo
TEXHI4H1 BUMOTHU 110 3D-Mozeneit, 110 BUKOPUCTOBYIOTECS Y cdepi KOMIT IOTEPHUX
1rop, po3po0JIeHO XyT0KHIO KOHIIETIIIIO TEPCOHaXKa, ONMMCAHO MOBHUI BUPOOHUYN I
IIUKJI: MOJENIOBAaHHA, CKyAbNTUHT Yy ZBrush, peromonoris ta UV-posroptka B
Autodesk Maya, TexcrypyBanHs B Substance Painter, cTBopeHHsI pury depes
Mixamo, inrerpaiisi B Unreal Engine 5. Takok BUKOHaHO TeCTyBaHHS MOl B

PYIIii Ta EKOHOMIUHY OIIHKY IPOIIECY.



ABSTRACT

Explanatory note of the qualification work: 64 p., 26 fig., 1 app., 26 sources.

3D MODEL, HUMAN MODEL, GAME DEVELOPMENT, UNREAL
ENGINE.

The explanatory note on the qualification work is devoted to the creation of a
three-dimensional character model for integration into a game application based on
the Unreal Engine game engine. The paper analyzes the state of the computer
graphics industry, an overview of modern analogues and technologies. The technical
requirements for 3D models in the field of computer games are considered, the
artistic concept of the character is developed, the full production cycle is described:
modeling, sculpting in ZBrush, retopology and UV unwrapping in Autodesk Maya,
texturing in Substance Painter, rigging through Mixamo, integration into Unreal
Engine 5. Model was also tested in the engine and performed an economic evaluation

of the process.
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BCTVII

IrpoBa iHyCTpid HA CHOTOHI € OAHIEIO 3 HAall AMHAMIYHIIIKX cep nudpoBUX
po3Bar. Bona 00'eqHye MUTBHOHU JIOEH y BChOMY CBITI Ta MOEIHYE TalaHTH 3
BUJIaBHUYOT 1HIYCTP1i, CTA0LILHO 3pOCTAE 3 POKY B PIK 1 BXKE JIaBHO BUIIEpEIUIa 3a
npuOyTKaMu KiHOIHIYCTpito. CTpPIMKMP pO3BUTOK araparHoro 3abe3neyeHHs,
rpadiyHUX pyuIiiB, IHCTPYMEHTIB 3D-MO/Ie/IIOBaHHS CIIPUSIOTH MOSB1 Ie/1aJ1i OLIbIIT
CKJIAJHUX, IHTEPAKTHUBHUX 1 BI3yaJbHO JOCKOHanux irop. OcoOiuBYy poib y
CTBOPEHHI Bpa)XCHHS PO TPY BiIIrparoTh MEPCOHAXi — caMe BOHU € KIFOUOBUMHU
00’ €KTaMM B3a€MO/I1i TPaBIIs 3 BIPTyaJIbHUM CBITOM.

CyuacHi pymii, Taki sik Unreal Engine, BiAKpUBatOTh MIUPOKI MOXKIIUBOCTI J1JIs
CTBOPCHHSI BHCOKOSIKICHMX MOJIEJICH, TOE€THYIOUH PEaNiCTUYHY Tpadiky, THYYKY
aHIMAIIII0 Ta ONMTUMI3allio Ui pi3HUX TwiatdhopMm. BoHU HamaroTh po3poOHUKAM
THCTpYMEHTH JUIS IIBUJIKOI IHTErpallii Mojened y reimiuieit, peamizamii Gi3ukw,
OCBITJICHHS, IIEHIEpiB 1 Bi3yalbHUX €(eKTiB. 3aBISKUA I[bOMY, HaBITh HEBEIHKI
KoMaHAuM a0o IHAMBIAyaJ bHI MHUTII MOXYTh CTBOPIOBATH TIPOEKTH, IO
BIJINTOB1/IafOTh CY9aCHUM CTaHJIapTaM.

VY mporueci kBamidikaiiitnoi podoru Oyne ctBopeHo 3D-Monens nepconaxa 3
ypaxyBaHHSM XyJAOKHBOTO CTHIIFO, PO3POOJIECHO TUIOBI BUPOOHMYI MPOIECH, IO
OyoyTh BKJIIOUATH TEKCTYPYBaHHsSI, PETOIOJIOTIIO, 3amliKaHHA TEKCTyp, a TaKOX
3a0e3MeueHO0 TEXHIYHY TOTOBHICTH NI0 IHTETpallii Mojieli B irpoBe CEpEIOBHIIIE.
VYBara mpuAUTITEMETHCS SK XyJOXKHIM BHPAa3HOCTI MOjemi, Tak 1 ii agamraiii 10

pymrist Unreal Engine Ta BiAMOBIMHOCTI Cy9acCHUM BUMOTaM TeiMIN3aliHY.



1 AHAJII3 3ABJIAHHA

1.1 Meta cTBOpeHHs 1 mpu3HaueHHs irpoBoi 3D Moneni

Meta po3poOKH TPUBHUMIPHOT MOZENI NEPCOHa)ka IJsi IrpoBOro pyIIis
NoJsirae 'y CTBOPEHHI (YHKIIIOHAJTBHOTO elleMeHTa LU(POBOTO TMPOAYKTY,
NPU3HAYCHOTO JJI IHTEPaKTHBHOTO BHUKOPHCTAHHS B CEPEIOBHIII KOMITHOTEPHOI
rpu. Lleit mporiec mepenbadae MPOEKTYBaHHS Ta MOJCTIOBAHHS TEPCOHAXKA, IIO
BIJIMOBIAA€ 3aJJaHUM XYJIO’KHIM Ta TEXHIYHUM KPHUTEPIIM, 3 METOIO 3a0e3MeueHHs
foro kopekTHoi iHTerpaumii B pymiii Unreal Engine nns BUKOpUCTaHHS Ha
NePCOHAIBHUX KOMITFOTEpax.

CydacHuil cTaH PO3BHUTKY IHIYCTpli pO3pOOKH BiEOIrOp Ta E€ICKTPOHHUX
BUJIaHb XapaKTEPU3YETHCS MIUPOKOIO MOXKIIMBICTIO peati3allii CKIaJHUX TeXHIYHUX
Ta XyAOXKHIX pimeHsb. Lle 103Bosie cTBOPIOBATH BUIAHHS, IO MOEAHYIOTh BUCOKY
SKICTb rpadiku 3 GYHKIIOHAIBHOI €(PEKTUBHICTIO.

[li BMMOTM BKJIIOYAIOTH ONTHMI3AII0 TeoMeTpii Mofmeni, il TeKCTypHe
oOpMJICHHS, a TAKOXK TEXHIYH1 acTIEKTH, TIOB'I3aH1 3 aHIMAIIIEIO Ta IHTETPAIlI€l0 B
cepenoBuie pymis. JloTpumaHHA IIMX BHUMOT € HEOOXITHOIO YMOBOIO IS
3abe3reueHHs CTabUIbHOT pOOOTH MPOTrpamMHOTO 3a0e3IMeUeHHs Ta JOCITHEHHS
BUCOKOi $IKOCTI Bizyamizarii. Takum YWHOM, CTBOPEHHS TPUBHUMIPHOI MOEINi
nepcoHaxka ais irposoro pymrist Unreal Engine € TeXHIYHO CKIaaHUM 3aBIaHHSM,

110 BUMArae BiJIOBiMHOT KBasTi(ikaIrii Ta JOTPUMaHHS BCTAHOBIICHUX CTAH/IAPTIB.

1.2 BuzHaueHHs 1iIeH 1 3a71a9 MPOSKTYBAHHS

Monenb, 1O PO3POOTIOETHCSA, € YAaCTHHOK PO3POOKH, OPIEHTOBAHOK HA
PEHJIEPHUHT Y pealbHOMY Yaci Ha MEPCOHAIBHUX KOMIT F0Tepax, TOOTO MOJAEIbh Ma€
OyTH ONTHUMI30BaHOIO: KUIBKICTh TIOJITOHIB TIOBMHHA BIJMOBIAATH PIBHIO

neTtaizaili, sKuid nmoTpibeH y Ipl, HE MEepPEeBaHTAXYIOUM pylIid. 3a3Buyail aJis
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MEPCOHAXIB CEPEAHBOrO pIBHA JeTaji3alli BHUKOPUCTOBYETHCS PETOMOJIOTIS 3
MOJAJBIINM 3alliKaHHSAM TEKCTYp 3 BHUCOKO MOJIIroHajbHid Bepcii. Lle mo3Bomsie
30eperTu Bi3yajibHY CKJIAaJHICTh IPU HU3bKOMY HABaHTAXXEHHI HA CUCTEMY.

BaxnuBoro Takox € crpykrypa UV-po3roptku — BoHa Mae OyTH YHCTOIO,
JIOTIYHO OPraHi30BaHOIO 1 MIATOTOBJIEHOIO 10 MOJAJBIIOrO TEKCTypyBaHHs. Jlis
JIOCSITHEHHSI SIKOCT1 Ta YHIBEPCAJIBHOCT1 TEKCTYypHU CTBOPIOIOThes Y PBR-migxoxi [1]
(Physically Based Rendering), sxuii miatpumye Unreal Engine, 3 000B’s3k0BUM
Habopom Mmar: Base Color, Normal, Roughness, Metallic, AO To1o.

Takox Monmenp Mae Mard pur 1 OyTH LUJIKOM TOTOBOKO 0 aHiMmarii, 3
NpaBUIBFHO HAJAIITOBAHMM CKeJeToM, OaxxaHo cyMicHUM 31 crangaptHum UE-
CKEJIETOM, SIKIIO Mepea0dadyacTbcsl BAKOPUCTAHHS aHIMaIlii 13 0101ioTexu. BaximmBo
JOTPUMYBATHCh MAacIITa0yBaHHS Ta OpIEHTAllli, SKI BUMAarae pyulid, a TaKox
ekcriopryBatu moxenb y ¢dopmari  .fbx, mo € cranmaptoMm s IMIOPTY B
Unreal Engine.

Oxkpemy poJib BiIirpae CTHIICTUYHE PIIIIEHHS. Y [IbOMY BHIaAKY 0yi10 0OpaHo
aHp HaykoBoi ¢aHTacTHKU (sci-fi), Akuil € moOpe BII3HABAHUM 1 TOMYJISIPHUM
cepel MUPOKOTo Koya KopucTyBadiB. s sci-fi cTuII0 XapakTepHi Taki eIeMEeHTH
SK: TEXHOJOT1YHI KOCTIOMH, HEOHOB1 MJICBITKH, CHHTETHYHI Marepiaju,
MeXaHi130BaHi JieTai, pyrypuctudde 030poeHHs. BizyanbHi pillieHHS TOBUHHI OyTH
JIOT1YHO TIOB’sI3aHi 3 (PyHKITIOHAJIOM TEPCOHAXKA y I'pl Ta MIATPUMYBATH 3arajbHYy

atMocdepy IPOCKTY.

1.3 Anani3 niIb0BO1 ayAuTOPii BUJAHHS

[{impoBa aymuTOpis — 1€ MOJIOJI KOPUCTYBadi, 371€OUTHIIIOTO YOIOBIKH, BIKOM
Bix 16 mo 30 poxkis. Lle mokomiHHS rpaBIliB, IKE BUPOCTIO 3 irpaMu, 1o0pe 3HaioMe
3 Cy4aCHUMH Bi3yaJIbHUMH CTaH/IapTaMH, aKTUBHE B COIMEPEKax Ta sIKE 3BUKIIO 70
BHCOKOi SIKOCTI KOHTEHTY. Taka ayguTopiss € J0Ci MPUCKIJIMBOIO N0 SIKOCTI

KOMIT’I0T€pHOI I'padiku 1 CKIAJHOCTI Bi3yalbHUX e(ekTiB. BpaxoByroun cMaku 1i€i
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aynquTopii, mepcoHax Mae OyTH JOCTaTHHO JETalli30BaHUM, MATH BUPAXEHY
IHAUBINYaJIbHICTh, a IN3aiiH — BIAMOBIIATH Cy4YaCHUM TpeHaaMm y cdepi sci-fi [2].

Takxum ynnoM, ctBopeHHs 3D-moneni ayist Unreal Engine BuMarae noeiHaHHs
TEXHIYHOI TOYHOCTI 3 XYHOKHIM OauyeHHsM, a BpaxyBaHHsS MOTped 1 BnogoOaHb

LJIbOBOI ayIUTOPii 3a0e3neuye ii epeKTUBHE BUKOPUCTAHHS B I'POBOMY MPOEKTI.
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2 AHAJIITUYHMIM OTJISA[ JITEPATYPU 3A TEMOIO POEOTU

2.1 OcHoBu cTBOpeHHs 1rpoBoi 3D rpadiku, 0cOOIMBOCTI Ta BIAMIHHOCTI BiJ

oduaitH-peHiep maxoay

CrBopennst 3D rpadiku € He TPOCTHM MPOIIECOM, STKUM BUMArae 3aJIy4CHHS
OJTHOYACHO XyHOXHIX HAaBHYOK, SIKIi BKJIIOYAIOTh B ceOC 3HAHHS TEOpii KOJIbODY,
aHaromii, MPOMOPLINA, TaK 1 YUCTO TEXHIYHUX BMIHb, PO3YMIHHS TNPHUHIIUIIIB
peHIepUHTY, 00pOoOIeHHS 300paxeHb, 0a30BOT0 3HAHHS MOB MPOrpaMyBaHHS.

3D rpadika MOxe BUKOPUCTOBYBATHCS y PI3HUX HampsMax, 1 Bifl KIHIEBOI ITUTi
OyyTh ICTOTHBO 3aJIeKaTy KJIFOYOBI TEXHIKU, MPUHOMH Ta MpOrpamMHe 3a0e3MeUeHHs.
3arajiom BUAUIAIOTH J1Ba HanpsiMu 3D rpadiku, HaOLIBII BIIMIHHI OUH BiJI OTHOTO:
oiaitH peHIEPUHT, Ta PSHIACPUHT y PEXUMI peasibHOTO Yacy (OHaiiH, abo real-time).

B 3anexxHOCTI Bij] KIHIIEBOT METH MOXYTh PI3HUTHCS 0araro acrekTiB poOoTH
3 TpuBUMIipHOIO rpadikoro. OduaitH peHIepuHT — 1€ OAWH 13 HalpeaTiCTUIHIIITNX
METOJIIB KOMIT'IOTEpPHOI Bi3yami3ailii, SKUHA I[IUPOKO BUKOPUCTOBYETHCS B
TPUBUMIPHIN rpadimi, KIHOIHAYCTPii, Ta CHCTEeMaX HAyKOBOi Bi3zyaizaiii. Merton
0a3yeThCsl Ha TOYHOMY MOJICTIOBaHHI (DI3MUYHUX BIACTUBOCTEH CBiTIa Ta HOTO
B3a€EMOIII 3 00’€KTaMHU B TPHBUMIPHOMY cepenoBuilli. J[0 OCHOBHHUX METOIB
odaiiH Bizyasizailii BITHOCSATh METOJ] TPaCyBaHHs ITPOMEHIB Ta pactepu3aiiito [3].
CyTh TpacyBaHHS TIPOMEHIB TIONATAE Yy CHUMYILII TMPOIECY MPOXOIKCHHS
CBITJIOBHX MPOMEHIB y BIpTyalibHOMY TpocTopi. Ha BimMiHy Bim O1IbII MPOCTUX
METOJIIB PEHJICPUHTY, TAKUX K pacTepu3allis, el alrOpuT™ He MPOCTO BimoOpakae
00’€KTH Ha OCHOBI iX TIOJIO’KEHHS Y CIICHI, a MOJIEIIOE CKJIaIHY MTOBEAIHKY CBITJA:
BIIOUTTSI, 3aJIOMJICHHS, PO3CIFOBAaHHS, 3aTIHCHHSI, KAYCTHKH TOIIO.

ANropuT™M TpacyBaHHS TIPOMEHIB 3a3BHYail TOYMHAETHCS 3 BHUITYCKY
MIPOMEHIB BIJ] BIPTyaJbHOI KamMepu (TOYKH CIIOCTEpIiraya) y HalpsIMKy KOXKHOTO
mikcesst Ha ekpaHi. Ll mpoMeH1 MpoXoAaTh 4Yepe3 BIPTyallbHY <«JIIH3Y» KaMmepH,

MICIIS 9YOT0 MEPETUHAIOTH MPOCTIP CIICHHU.
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Odnaiin peHaepUHT 3a OCTaHHI JBa JECATUIITTSI CTaB OCHOBHUM METOJIOM
Bi3yastizallii At Kinematorpadii, aHiMaIlii Ta BUCOKOSIKICHUX Bi3yallizalii. 3aBIsiku
TpacyBaHHIO TMPOMEHIB Ta TMEPEIOBUM TEXHIKaM OOpOOKH CBITJIA, TaKUM SIK
r00ajgbHE OCBITJICHHS Ta METOAM 3BOPOTHOTO TPACyBaHHS, CTaj0 MOMKIUBUM
CTBOPEHHS HEHMOBIPHO PEANICTUYHUX 300pa’K€Hb 3 MAKCUMAJIbHOK TOYHICTIO.
Odnaiin peHaepuHT 3a3BUYall BUKOPUCTOBYE Habarato OuIbllle Yacy Ha Kajp, 110
J03BOJISIE JTOCATTU OUThI CKJIamHUX edekTiB Ta neramizauii. Llel mporec cras
CTaHAAPTOM y BUPOOHUUTBI (UIbMIB, Bi3yaJbHUX €(EKTIB Ta apXiTEKTypHUX
Bi3yalslizalliii, e BUCOKa SKICTh € MEPIIOYEPTOBOIO.

Cranom Ha 2025 pik 1HAYCTpIS PeHIEP-ABUTYHIB Y PEKUMI PEaJbHOTO Yacy
Jy)KEe CTPIMKO PO3BHUBAETHCSA, 3apa3 MOYKHA TMOOAYWTH BEJIMKI TPOCKTH 3 JYXKE
peanicCTUYHOI0 Tpadikoro, Ta NPodeciiHUM OCBITICHHSM, SKI BUKOPHUCTOBYIOThH
O€3KOITOBHI JBUTYHHM. Takuili METON JO3BOJISIE MUTTEBO OQuuTH BCl 3MIHHM, SIKI
KOPUCTYBa4 31MCHIOE 3 BIpTyaIbHOIO CIIEHOIO [4].

Unreal Engine [5] € ogHUM 3 HaWMOTYXHIIIUX JIBUTYHIB JIJII CTBOPEHHS
IHTEPaKTUBHOTO 3D-KOHTEHTY, SIKUii BUKOPUCTOBYE PEHIEPHUHT y peallbHOMY Yaci.
['0710BHOIO MTEpeBarolo HOT0 METO/Ia € BUCOKA OOUMCITIOBaNIbHA €(hEeKTUBHICTh. Tak
SK, Ha BIIMIHY BiJ TPaIUIIMHUX METOIIB TpacyBaHHS IIPOMEHIB, 10 MOTPEOYIOTh
3HAYHHUX YaCOBUX BUTPAT Ha TEHEPAI[iI0 OHOTO KaJpy, pacTepu3alliiiHi aIropuTMu
3ab6e3reuyroTh (hOpMyBaHHS 300pakeHb Y peallbHOMY 4Yaci 3 yacTtoTor Bix 30 1o
120 xanmpiB Ha cexyHay. lle mocsraerscs 3aBOsku (PIKCOBAaHOMY OOMEKEHHIO
TPUBAJIOCTI PEHIEPHUHTY OJHOTO Kajpa, y Mexax Bim 8§ mo maibke 30 mc, mo €
KPUTHYHO BAXJIMBUM JUIS 1HTEpAKTUBHUX JofaTkiB. Taka oOuncitoBaIbHA
ONMTUMI3aIlii Ma€ OCOOJHMBE 3HAYEHHS Y TMPOIECI PO3POOKH KOMILJIEKCHHUX
rpadiuHUX cHCTeM 3 aHIMaIli€lo, 3HAYHO CKOPOYYIOYM dYac Ha (iHAIBHY
Bi3yamizamito. 3acTOCyBaHHsS pacTepu3allii B OHJAWH-PEHACPUHTY TaKOXK €
KIIFOYOBUM UYWHHUKOM PO3BHUTKY TEXHOJOTIH JIOMOBHEHOI Ta BIpTyaJbHOI
peasibHOCTI, JI¢ HeoOXiJHAa MiHIMajdbHA 3aTpUMKa MK JII€I0 KOpUCTyBada Ta ii

Bi3yaJIbHUM B1I0OPaKCHHSIM.
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Ha BigMminy Big oduaiin-pennaepy (sk y V-Ray, [-Ray, Arnold), Unreal Engine
reHepye 300paxkeHHa 3 4actoTio 30 — 120 kagpiB Ha CeKyHAY, A03BOJSIOUYU
KOPHUCTYBa4YE€B1 pyXaTucsl MO CIieHl a0o rpatu B Hil 0e3 momepeaHbOoro peHaepy
koxkHoro kanapy. Cucrema marepianiB PBR (Physically Based Rendering) Unreal
Engine BuKOpHUCTOBYEe (I3UYHO KOPEKTHI IIeiaepu, IO [03BOJISE JIOCATTH
dboTopeanizaMy HaBITh Y pealbHOMY Yacl, 3 ypaxXyBaHHSIM TaKUX BIACTHUBOCTEH, SIK
B1I0MBaHHS, PO3CIFOBAHHS, METAJIEBICTh, IPO30PICTh.

Y HOBHUX BepcCisxX pyllis BUKOPUCTOBYEThCs cucTtemMa Lumen [6] — ribpuana
MOBHICTIO JWHaMIYHA CHCTEMa TJIO0AJbHOTO OCBITJICHHS Ta BiA3€pPKAJICHb,
po3pobieHa sl KOHCOJIEeH HACTYIMHOTO MOKOJIIHHS, sIKa 33 3aMOBUYBAHHSIM TPAITIOE
Ha Unreal Engine. Lumen noeanye TexHiky TpacyBaHHS MPOMEHIB 1 pacTepu3aliii,
pEeHACpUTh BITOUTTS CBITJA BIJ TOBEPXHI 3 HECKIHYEHHHMMH BIJICKOKAMU Ta
HENPSIMUMHU ~ JI3¢PKaJbHUMHU  BiMOOpaXCHHSAMH Y  BEJIIMKUX  JETaJi30BaHUX
cepefoBUINaX y MacmTadbax Bij MUTIMETPIB 0 KitomeTpiB. [lepeBaroro cucremu €
CTBOPEHHSI M’ SIKUX, PEalliCTHYHUX TiHeH 0e3 HeoOXiHOCTI MoIepeaHbo 3aIikaTh
TIHI Ta CBITJIO.

Cepen HEOJIKIB peHAEP-IBUTYHIB Y peajibHOMY Yaci € TPYIHOIIII y po3po0oiri
JeKUX MaTepiaiaiB, TaKUX sIK IPO30p1 Ta HaMmiBIIpo30pi moBepxHi [7-10] (ckio, Boxa,
JT) — CKJIQJTHOII BUHUKAIOTh Yepe3 MpoOIeMH 3 BiTOOPa)KeHHSIM Ta COPTYBaHHSIM
Ipo30pOCTi, OCOOJMBO B CIIEHAX 3 BEIUKOI KUIBKICTIO JDKEpesl CBiTja.
[TinnoBepxHeBe po3citoBanHs (SSS), Hampukiad, A MKIPU YU BOCKY, OTpeOye
NPAaBIJIBHOTO HAJIAIITYBaHHS Ta MOYKE 3HAUHO HABAHTAXKYyBaTH cUcTeMy. Marepianu
3 aHiMaii€ro abo mapaMeTpUYHUMHU 3MIHAMH CKJIQJIHI Y CTBOPEHHI Yepe3 JIOTIKY

MaTepialbHUX Tpadis.

2.2 AHaii3 aHaJIOT1B

VY akryanpHHI Yac iCHye MOBOJII 0araro aHajoTiB CTBOPEHHS TPUBHUMIPHHUX
MOJIeTIEl BUCOKOT SIKOCTI JIJIsl ITpOBUX JABUTYHIB, B 0ocobmuBocTi uist Unreal Engine.
J171s1 3a5mydeHHs yBaru KOpUCTyBauiB, TOOTO rpaBliB, CJIiJl IPUTPUMYBATUCS 3a1aHOT
THYCTpPI€IO TIIaHKHU AKOCTI 3D Mozenei, 1o BKiIroYae B ce0e: CKIaaHICTh MOJICIICH,

pealiCTUYHICTh LIEeHIepIB, TEKCTYP, BOIOCCA, OCBITIeHHs. Cepell aHaJIoriB MOXKHA
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PO3MISIHYTHU SIK 3aKOPJAOHHI MPOEKTH BEIMKUX Ta CEPEAHIX 3a OIOMKeTaMu CTYAIH,
TaKk 1 BITYM3HSHI MPOEKTHU, TaK SIK PO3BUTOK IrPOBOI IHAYCTPli Ja€ 3MOry
BITYM3HSHUM  pO3pOOHHMKAM  JOCSITaTH  BUCOKOi  SIKOCTI, TOpPIBHSHOI 3
aMEPUKAHCHKAMH CTYIISIMHU.

Jlist mopiBHsAHHS Oyiu B3sT1 3D Mozeni 3 Takux MpoekTiB sk: Marvel's Spider
Man [11], Wolfenstein 2 [12], Mortal Kombat 1 [13].

CepenHiii TMOMITOHANBHUM OIOMXKET [JI1 MOJENl TEPCOHaXka CEPEeIHbOL
ckiagHocti csarae Big 100 mo 250 tuc. nonironiB. Oco0iuBa yBara MpUIIIsS€ThCs
TAM MICIIIM Ta JAUISHKAM MOJENi, Kl € HaldacTiie BUIUMI JJIs TpaBllsd, TOOTO
00441, BOJIOCCS, OIOCT.

3D mogens mepconaxka CxoprioH 3 rpu Marvel's Spider Man, mo Oyna
Bunymiena 2022 poky Ta OpieHTOBaHa Ha KOHCOJI1 Ta MEPCOHANIbHI KOMIT I0TEPH, Ma€e
96 TuC. MONITOHIB, CKJIaaeThes 3 22 00°ekTiB, Ta 15 marepiani (puc. 2.1). Cepen
0COOJMBOCTEH MOXKHA BIIMITHTH 00’ € THAaHHS 00’ €KTIB 32 MaTepiajgaMu, siKi, B CBOIO
Yepry, BU3HAYAIOThCs 3a TUIIOM TOBEPXHI, Ky MOTPiOHO iMmiTyBaTH. Mojens Mae
JIOBOJI1 IIIJIbHY TOIIOJIOT1IO, sSIKa 3yMOBJICHA CKJIQHICTIO PIBHOI Ta BiAMOJIIPOBAHO1

MTOBEPXHi.

Pucynok 2.1 — 3D moaens repost 3 rpu Marvel's Spider Man 2.1

Posrnsnemo 3D moaens 3 rpu Wolfenstein 2. Moaens cknanaerscs 3 34000

noiroHis, 18 pi3Hux 00’exTiB, 18 Marepiamis (puc. 2.2, 2.3).
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Pucynok 2.3 — 3D monenb nepconaxa 3 rpu Wolfenstein 2 — penaep

Cepen ocoOnmuBOCTEH MOAETI MOXKHA 3a3HAYUTH 11 MIHIMAII3M Y TEXHIYHUX
BUMOTrax. Mojienb Mae ayKe HU3bKY KIJTBKICTh IOJIITOHIB, aje BUIHO, Ky BEIUKY
KUIBKICTh JIETaJICW BIAJIOCS 3aleKTH y BUIIAAI TekcTypu. OmTumizallis Mojemi
OJTHO3HAYHO € 11 BEJIMKUM ILTIOCOM, IIPOTE € JICIIO 3aCTapiiaor0, K ISl TEXHOJOT i
pymriiB 2025 poky. Y cydacHUX irpax TEXHOJ]OTIi JO3BOJSIOTH BUKOPUCTOBYBATH
OlmpIIl pecypcu Tpoliecopa Ta ONEpPaTUBHOI MaMm’siTi, IO MPHU3BOAUTH [0
30UTBIICHHS TOJIITOHAIBHOTO OIOMKETY IS KOXKHOTO aceTy.

Posrnsnemo 3D momens nepconaxka Konan Bapsap 3 rpu Mortal Kombat 1
(puc. 2.4).

Monens Oyma cTBopeHa juisi Bepcii rpu 2023 poky 11 KOHCOJEH HOBOTO
nokoiHHs (Playstation 5 Ta Xbox Series X). Monens mae 3aaunmii moironax (150
THC.), BKJIIOYa€ B ceode nuiie 5 00’ ekTiB, Ta 5 marepianiB. Cepen 0COOMMBOCTEM CITia

3a3HAUYUTH CTAHJAPTHUU I ITPOBUX MOJENIed CMociO BIAOKpPEMJICHHS Tijia Bif
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rOJIOBH HEBUAMMUM IIBOM. [IpoTe Takox CitijJl 3a3HAYUTH, CEPEJl HEJIOIKIB 3aBEITUKY

KUIBKICTh MOJIITOHIB Y CTATHYHUX PETI0OHAX, TAKUX SIK MEPeaIIiyys.

Pucynok 2.4 — 3D monens nepconaxy 3 rpu Mortal Kombat 1.

Citka (3miBa) 1 peHuep (crpaBa)



18
3 PO3POBKA TEXHIYHOI XAPAKTEPMCTHKHU 3D MOJEJII

Jlist xkpaiioro BTUIEHHsSI KOHUemuii sci-fi y mepcoHaxka OyB BHKOpHUCTAHUN
KOHIIETNIT epcoHaXka 3HaleHuid B iHTepHeT! [14] (puc. 3.1). Cepen ocoOnauBocTen
CTUJIIO, SIKI MalwTh 30epiraTUcCsi JJiS CTBOPEHHS NOTPIOHOTO €(EeKTy — BHUCOKa
KOHTPACTHICTh y KOCTIOMI Ta MEXaHIYHUX €JeMEHTaxX Tila, SICKpaBl HEOHOBI
€JIEMEHTH 1110 CBITAThCA. PrcH mepcoHaxa — pi3Ki, 3yXBaJi, 0 MiATPUMYIOTh MaHK

CTHJIb IICPCOHAXKA.

8

LEIKONGSHENG.

Pucynok 3.1 — Konnent nepcoHaxa

Cepen KIFOU0BUX OCOOTMBOCTEH CTHITIO, IO 30€piraTUMyThCS IJIsi CTBOPEHHS
MOTPiOHOTO €(heKTY, — BUCOKA KOHTPACTHICTh Y KOCTIOMI Ta MEXaHIYHUX €IEMEHTax
Tina. I[poro mIaHyeTbCA IOCATTH dYepe3 BHKOPUCTAHHS TICPEBAKHO TEMHOI
KOJIbOPOBOT TaMH JJIsi OCHOBHHMX €JICMECHTIB O[Ty Ta KiOEpHETHYHHUX YACTHH, IO
BHUT1THO MIAKPECITIOBATUME SICKpaBl HEOHOB1 €JIEMEHTH, K1 CBITATHCS. Taki HEOHOBI

aKIIEHTH HE JIUIIE 10Aa0Th ()yTYPUCTUYHOCTI, ajie i Bi3yaJibHO BUAUISIIOTH BayKJIUBI1
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netanl aqu3ainy. Pucu oOauyus Ta 3arajbHUNA BUIVIS MEpCOHAXa — PI3Ki, 3yXBall,
110 €()EKTUBHO MIATPUMYIOTh HOTO MaHK-CTUJIICTUKY Ta XapaKTep.

Sk Bxe Oyno 3’scoBaHo, A 3D mepcoHaxka AJisi KOMIT FOTEPHUX Irop € MEBHI
TEXHI4H1 OOMEXEHH, 10 SIKUX CII1J aJanTyBaTucs 1Jis1 30epeKeHHs] PyHKI10HATIbHOCTI
rpu. [IpoayKTUBHICTH ITPOBUX JIONATKIB KPUTHYHO 3aJCKHUTh Bl CKIQJHOCTI Ta
METO/IB 00POOKM TPUBUMIPHUX aKTUBIB. Hali3HauHIIIl YMHHUKH, 110 BILUTUBAIOTH HA
HAaBaHTAKCHHSI PEHACPHUHTY, — I1e KUTBKICTh TOJIITOHIB MOJIENEH, TapaMeTpu TEKCTyp
Ta CKJIAHICTh mekaepiB. Kibkict mosiroHiB y 3D Moneni npsiMo MpormopiiiiHa 10
o0csry oOuuciieHb, HeoOXiHuX Bif rpadiunoro nporecopa (GPU) 1 nenrpaipHOrO
npouecopa (CPU). KoxkeH momiroH BuMarae NepeTBOPEHHSI BEPILIWH, OCBITIEHHS 1
pactepu3aiiii. KpiM TOro, BHCOKO TMOJITOHaJdbHI MOJENl BHUMAraroTh OUIbIIE
Bigeonam'sti (VRAM) st 30epiradssi JaHUX TPO BEPIIMHM, a TAKOXK 30UTBIIYIOTh
HaBaHTAKEHHS Ha MMHY nam'sTi. Ko iieTbes mpo ckeneTHy aHimailito, aedopmartis
BEJIMKO1 KUTHKOCTI BEPILIMH 3HAYHO 301bITye HaBaHTakeHHs Ha CPU.

TekcTypu BHU3HAYAIOTh Bi3yalibHI1 BIACTUBOCTI moBepxHi. CIiJl BpaxoByBaTH
HACTYITHI aCMEKTHU: BEJIMKA KUIBKICTh TEKCTYp 3aBHUCOKOI SIKOCTI MPHU3BOAMUTH O
BTparu po3nonaity VRAM, Tomy iX MOXHa TOJAaTKOBO Kiacu(iKyBaThu Ha BHUCOKY
PO3AUTbHY 3[aTHICTh 1 MOMIPHY KUIBKICTh oOiacTeil. 3actocyBaHHsA (opmaris
ctucHeHHs (Hanpukiaa, BCn) i reHeparlist Mirl-piBHIB € CTaHAAPTHUMH ITPAKTHKAMHU
JUTSL 3HFDKCHHS 3aiiMaHO1 aM'sITi Ta MOMINIIEHHS MPOAYKTUBHOCTI BUOIPKU TEKCTYP
Ha PI3HUX BIICTAHIX, XO04a OCTaHHI HE3HAYHO 3OUIBIIYIOTH 3araJbHUA 0O0CHT
30epiraHHs TeKCTYpH.

Hlefinepn — 1e mporpamu, MmO BUKOHYIOTbCS Ha rpadidHOMY MIpoIlecopi
(GPU), sKi AMKTYIOTh Bi3yallbHE MPEJCTABICHHS MOBEPXOHDb Y TPUBUMIPHIN CIICHI.
[xHiif BIUIMB HAa TIPOLYKTHBHICTH TPH KONOCATLHUM, OCKITBKM KOXKEH IMIKCENb, 110
BIIMalIbOBYEThCS Ha €KpaHi, 0OpoOsiETbCsl OMHMM ab0 KUThbKOMA IIeHIepaMu.
CxiamHiCTh IMX TporpaM Oe3mocepelHbO Kopemtoe 3 HaBaHTaxkeHHsM Ha GPU.
OcHOBHUMM (DaKTOPOM € KUIBKICTh THCTPYKIIIH, SIK1 e ep MOBUHEH BUKOHATU JJIS

KOXKHOTO mikcenst abo BepuinHu. [1{o Ouiblie MareMaTnyHUX Omepalliid, JIOrTYHUX
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po3rany>KeHb 1 BUOIPOK 13 TEKCTYP MICTUTH IIeHep, To OutbIe yacy notpiono GPU
JUJI MOTO ONPALFOBaHHS.

B peamzamii mpo3opux 1 HamiBOPO30pUX IOBEPXOHb BHUKOPHCTOBYIOTh
0COOJMB1 TEXHOJIOT1i PEHAEPUHTY, 110 30UIBIIYIOTh HaBaHTakeHHs Ha GPU. ¥V
Bunagky Unreal Engine 5, B sikoMy Marepiajii CTBOPIOIOTBCA B rpadiyHOMY
pEIaKTOP1 HOJIB, KOXKEH HOJ| Ta 3B’ 430K TpaHC(HOpMYy€eThCS B ieinepHuit koa. OTxe,
B MEBHUI MOMEHT, CKJIagHI Tpadu MarepiaiiB HEMUHYYE MPHU3BOIATH J0 BTPATH
OpOAYKTUBHOCTI. Bapiantu onTumizamii meWaepiB 3aBXAud MOB’s3aHl 13
3MEHILIEHHAM KUTBKOCT1 1HCTPYKIIM, PEryltOBaHHS KUIBKOCTI 1 SIKOCTI TEKCTYD,
CeKOHOMHIIIUMHU ~ aJTOpPUTMaMHU JUIsi JOCATHEHHS HEOOXiTHOTO Bi3yalIbHOTO
pe3yIIbTary, 1o NoTpedye HaKOPCTKINIOT €eKOHOMIT pecypcCiB /IS TJIaBHOCTI TPH.

Buxonsuu 3 aHamizy akTyaJdbHHX TEXHIYHHX MOXJIMBOCTEH nuryHa Unreal
Engine 5 1 MeTo/1iB, Ikl BUKOPUCTOBYIOTHCS JIJIsl CTBOPEHHS BUCOKOSIKICHUX ITPOBUX
aceTiB, MOKHa c()OPMYBATU TEXHIYHE 3aBIaHHSI.

[Tomironax moxeni — Bix 100 1o 150 Tuc. nomiroxis, 3 skux 20% m0mycTUMO
BUJIUTUTH Ha BOJIOCCA TepcoHaxka. KimbkicTh MarepianiB — 19 — posaiieHi
HACTYITHUM YHUHOM:

— 004y,

— oui;

— Marepiaj sl CTBOPSHHS 3aTiHEHHS OYeH;

— Marepiaj A iMiTallii BOJIOroro Cib030BOI0 MIapy;

— MaTepial JAJig BHYTPIITHBOTO KyTa OKa,

— Bii Ta OpoBH;

— BOJIOCCH,;

— Marepiajy 10 CBITATHCS,

— OLIMI MeTalt,

— METAaJIEB] €JIEMEHTH,

— IIKIpsSHA KypTKa,

— CKJIO;

— IIAWHUN BT KOCTIOMY;



pyKa;
BI30p AJIs1 OKYJISIPIB,;

BHYTPILIHINA KYT OKa;

TKaHUHHUM CUHTETUYHHM KOCTIOM,

MEXaHI4YH1 €JIEMEHTH Ha 00IMYYl,

TpyOKH Ta METajleBl €JI€MEHTH Ha KypTILII.

21
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4 CXEMA TEXHOJIOI'TYHOTI'O ITPOLECY PO3POGBKHN MO/IEJII

Po3pobka 3D mopeni Moxe BinOyBaTHCsS HENIHINHO, Yepe3 BEIHMKY KUIbKICTh
1Teparliif, A5 T0oro, o0 CTPYKTYPHO Ta JIOTTYHO CIIPOCTUTH TEXHOJIOTTYHUMN MPOLIEC.

Ha puc. 4.1 3006paxkeHo aiarpamy, sika Ma€ CTPYKTypyBaTH MPOIIEC CTBOPEHHS

3D mopeni.
MonemoBanasa
|
[ | 1
. Omar . OQomras . Tino
Petomonoria
Moneas noTpIOHQ NePEPQOIIOBATIL | Mozens € piBHOMIPHA Ta «9IICTay
| |
Bukopucrarn
[IOTIepeIHEO
3
Hymd CTIBOpEHY
MOIeNb
TekcTypyBaHHA = —0
I
| |
. G
Purisr el IIHT B

Unreal Engine

Pennep animaris
/ cTaTHKa

Amrimanig

Pucynok 4.1 — Cxema TeXHOJIOTYHOTO MPOIIECY PO3POOKH MOETI
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1. Konnentyanizaifiss Ta TOMNEPEIHE MOACIIOBAHHS/CKYIBITUHT 0a30BUX
dbopmM.

[TouaTkoBUM eTamoM Mae OyTH aHami3 XyAOXXHBOTO CTHJIFO Ta KOHIICTITY
nepcoHaxa. JlJisi 1aHOro MPOEKTy MOTPIOHO Oyae oOpaTu KOHIENT MEpcoHaka B
aHpl HaykoBoi (paHTacTUKHU (sci-fl), 3 XapaKTepHUMU pHCaMH, TAKUMU SIK BUCOKA
KOHTPACTHICTh KOCTIOMY, MEXaHI14H]1 €JIEMEHTH T1J1a Ta sICKpaB1l HEOHOBI JieTali. Pucu
0014yl epcoHa)ka MaroTh OyTH 3aJyMaHI K Pi3Ki Ta 3yXBall, IO MiJKPECIUTh
NaHK-CTUTICTHKY.

Po3pobky 3D-moneni notpiOHO Oyne po3nouaTH 31 CTBOPEHHS 6a30BUX (Hopm
B ZBrush. L{a nporpama Hajmae BUCOKY IJIACTUYHICTH y PoOOTI 3 hopMamMu Ta HE
BUMAarae 4iTKOi TOCJIZIOBHOCTI BUKOPUCTAHHS 1HCTPYMEHTIB, IO JIO3BOJIUTH Ha
paHHIX eTanax 30CEepeAUTHCh Ha JOCATHCHHI XYAOXKHBOI SIKOCTI Ta BHPa3HOCTI.
Po3pobrniena Ha 1pomMy eTami  Moaenb Oyme  "cupuM"  eckizoM, 10
BUKOPUCTOBYBATUMETbCS K  TPUBUMIpHMIA  pedepeHc Uil  MOAAJIbLIOTO
MOJICTIOBAHHS JIOTTYHOT YUCTOT MOZIEIN1 3 TIPABUIIHLHOO TOMOJIOTIEH0.

2. Bucoko nosiiroHajabHUN CKYJABITHHT.

CKyIBITHHT — 11€ CY4acHUHN CIOci®O MOJACIOBAHHS, 11O IMITY€ JITJICHHS, 1€
XyIO)KHUK BUKOPUCTOBYBAaTUME CIICIliabHI «IeH3I» Ta rpadiuauil manmert. [ei
eTarn Oy/e Mpu3HAYCHUH 111 CTBOPEHHS OpraHiuHUX GOpM, TEKCTYP, IEPCOHAXKIB Ta
IpiOHUX JIeTaJICH.

3. MonentoBanHs (MOJIIrOHAJIBHE, I TBEPAUX IOBEPXOHb Ta EJIEMEHTIB
KOCTIOMY).

[TonironanbHe MozeMtOBaHHS € (yHIAMEHTaIBHUM TporiecoM y 3D-rpadiii,
M dYac SKOTO CTBOpIOBaTUMETbCA (QopmMa o00’€KTa 3  BUKOPUCTAHHSIM
IHCTpYMEHTAIBHUX 3ac001B 00paHoi mporpamu.

BaxxnuBo, mo6 gyacTHHM MO, M0 MaloTh 3TUHATHUCS 4u JedOpMyBaTHUCH,
Oys¥ JIOT1YHO TMiJITHAHI OHA 10 OJHOT, 00 YHUKHYTH 3aJIOMIB UM 31TKHCHbD.

PesynmbratoM 1mBpOro eTamy Ma€e CTaTH BHCOKOSIKICHA MOIETh 3 ycima

HEOOX1THUMU AETAIIMHU.
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4. Perononoris.

Petononoris — e etan ontuMizanii MO, MiJ] Yac SKOr0 CTBOPIOBATUMETHCS
HOBA, CIPOIIEHA CITKa MOBEPX BHUCOKOAETANI30BaHOI MOJEJi, OTPUMAHOI MICIs
ckynpnTUHTY abo 3D-ckanyBanHs. OCHOBHA MeTa — OTPUMaTH MOJACHb 3i
3MEHILEHOIO KUIBKICTIO MOJIITOHIB, MPAaBUJILHOIO TOIOJIOTIE0 pedep A aHIMallli Ta
BIIMOBIIHICTIO TEXHIYHUM BUMOTaM IrpOBOTO PYIIIis.

JIJIsi 1aHOTO TIPOEKTY PETOTOJNOris BUKOHyBaTMMeThcs B Autodesk Maya.
[Iporiec Oyne HalIEeHUH HE TUIBKA HAa 3MEHIICHHS KUIBKOCTI MOJIIFOHAXKY, a ¥ Ha
BIIOPSKYBaHHs CITKH, 1I00 BOHA Oyja YKHCTOI, CUMETPUYHOIO Ta PIBHOMIPHOIO,
0ocoONMBO B MiCUAX, fAKlI OyayTh mianaBatuca aedopmauiam. Ilicis pydHoi
peTormonorii BukopuctoByBaruMeTbes iHcTpyMeHT CleanUp B Maya Jijist BUSIBIICHHS
Ta BUMPABIEHHS 1ePEKTIB, TakuX K "non-manifold geometry", TpukyTHUKH, 3aMali
noJiiroHu abo pedpa. Pe3ynbrarom eramy mMae cTaTd TOTOBAa HU3BKO MOJIIrOHAJIbHA
MOJI€]b, ONITUMI30BaHa Il BAKOPUCTAHHS B IrPOBOMY PYIIIii.

5. UV-po3sroprka.

UV-posroptka — 1€ Mpollec CTBOPEHHs BIAMOBIIHOCTI MK BEpUIMHAMH
TPUBUMIPHOT MOJIEII1 Ta KOOPAMHATAMY Ha IJIOCKIN JTBOBUMIPHINA TEKCTypi. SKicHa
UV-po3roptka € KpUTUIHO BaXKIIUBOIO JJIsl KOPEKTHOTO HAKJIAIaHHS TEKCTYD.

Leti eran BukonyBaruMeThcsi B Autodesk Maya 3a mormomororo BOy10BaHOTO
UV-penaxropa (UV Editor). Ha peGpax Mozeni BiAMI4aTUMyThCS IIBU (Seams), sKi
CTBOPIOBAaTUMYTh «HAJPI3W» HA JBOMIPHIA MPOEKIlli, BIAOKPEMIIIOIOYA YaCTHHH
ob0'ekta (UV-octpoBu) Ha Ttekctypi. LlIBu po3minryBaTuMyThCs Ha HaWMEHII
MMOMITHUX JAUISTHKaX MOJIEII, TAKUX SIK BHYTPIIIHI BUTUHH, 1] IHITUMHA 30BHIITHIMH
KOMIIOHEHTaMH, a00 Ha MPUPOTHUX TEKCTYPHUX PO3pUBaAX (HAMPUKIAJ, IIIBU OASATY).

Po3zramyBannst UV-ocTpoBiB Mae OyTH JOTIYHUM, PIBHAM Ta CUMETPUYHUM,
o0 MOJETIHMTH POOOTY 3 TEKCTypaMH, OCOONHMBO sl OC3IIOBHHX IAaTCPHIB Ta
npiOHMX neraneld. BaXIMBOIO BUMOTOI € MIATPUMKA OJHAKOBOI TEKCETbHOT
muibHOCTI (texel density) mo Bciit Moei, 0 rapaHTyBaTUME PIBHOMIPHUN PIBEHb
neramizamii. J{mg obnuyuus mepcoHaka Ta IHIIMX BaXKIUBUX JETajed, SKI 4acTo

3'IBIATUMYTBCS B KaJpl, MOXKe OyTH BHALJICHO OLIbIIIE TEKCTYPHOTO MPOCTOPY.
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6. 3amikaHHS TEKCTYP.

3amikaHHS TEKCTyp — IIe Tpolec TNepeHeceHHs iH(opmarlii (meranei
MOBEPXHI, 3aTIHEHHS TOILO) 3 BUCOKO MOJITOHAJBHOI MOJEN1 HAa TEKCTYpHI KapTH
HU3bKO MONIroHanbHOi Mozeni. Lle 103BonuTh 30epertu BizyanbHy CKIaJAHICTh IPH
HU3bKOMY HaBAHTA)KEHHI HA CUCTEMY, SIKE 3a0€3MeUnTh HU3bKO MOJIIrOHAJIbHA CITKA.

JJ1s JaHOTO MPOEKTY 3aliKaHHs TEKCTYp BUKOHYBaTUMEThCs B Substance Painter.
VY HanamtyBaHHSX MpoekTy Oyae yBiMkHeHa minTpumMka UDIMs. Tlporec 3amikaHHs
3a3BUYail CTBOproBaTMMe 0a30Bl KapTH, Taki sk kapra HopMmased (Normal), kapra
3arineHHs (Ambient Occlusion), kapra kpuBuzHu (Curvature), a TaKOX JT0OIaTKOB1 KAPTH:
kapra HopMmasielt miobansHoro mpoctopy (World Space Normal), kapra monoxeHHs
(Position) Ta xapra ToBumHu (Thickness). CTBOpeH1 TEKCTypHI KapTH aBTOMAaTHYHO
NPUB'SI3yBaTUMYTHCSI 10 BIAMIOBITHUX cJIOTIB y Substance Painter.

7. TexcrypyBanns (PBR).

TexkcTypyBaHHSA — 1€ MPOILIEC CTBOPEHHS KOJHOPOBUX a00 ONHOKAaHAJIBHUX
300paxeHb (TEKCTyp), IO HAKIaAaTUMyThcs Ha 3D-Monmens BiamoBigHo 1o ii UV-
PO3TOPTKM Ta IMITYBaTUMYTh TIE€BHI BJIIACTUBOCTI MOBEpXHI 00'ekra. Bim sikocTi
TEKCTYp Ta PIBHS iX OMpAaIIOBaHHS 3aJie’KaTUME KIHLEBHM BUIISA Mopaeni. J[is
JIOCSTHEHHS pealisMy BHKopucToByBatMeThbes minxinm PBR (Physically Based
Rendering), sikuii miarpumyethesi Unreal Engine, 3 0060B'a3k0BUM HAOOpOM KapT:
Base Color, Normal, Roughness, Metallic, AO Toro.

8. MozenroBaHHS BOJIOCCH.

CTBOpEHHSI PEajiCTHYHOTO BOJIOCCSA JIsi KOMITTOTEPHHUX IrOp € OKPEeMHUM
3aBIaHHSM. 3a3BUYall BUKOPUCTOBYBAaTUMEThCS TeXHiKa hair cards — HamiBmpo3opi
TEKCTypH BOJIOCCA, sSIKa HAKIAJA€ThCcsl HA TMOJNITOHAJBHI CTpiuku. Ha mreitnep
BOJIOCCS TAKOYK HAKJIAIAaTUMYTHCS 3amedeHi TekeTypu mbuau (depth maps), Bucor
(height map) Ta HanpsiMky (flow map).

9. Purinr.

Purinr — ne mpouec CTBOPEHHSI CKEJETHOI cUCTeMHU (KICTOK, a00 «pUry»)
BcepenuHi 3D-mofeni Ta TpuB'sSI3KH TeOMETpii MOJEN1 10 LIUX KICTOK (CKIHIHT), 110

JI03BOJIUTH aHIMYBATH MEPCOHAXKA.
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Jlns cTtBopeHHsT 0a30BOr0O pUTy JJIsl JIOAMHOMOAIOHOTO TMEepCcoHa)ka Oye
BUKOpHCTaHUM Oe3KomToBHUM BeO-cepic Mixamo Big Adobe. ¥ Mixamo
KOpUCTYBay BPYYHY BIIMITUTH KJIIOUYOB1 TOUKH (ILJI€Ul, 3am'scTd, KOJIIHA, CTErHa), Ha
OCHOB1 SKUX CEpBIC aBTOMAaTH4YHO PO3CTaBJIS€ KICTKA Ta pO3MOAUILE Bary.
Otpumanuii 0a30BHil pur pasoM 3 Moae/Ul0 excropryerbes y ¢opmari FBX no
Autodesk Maya nist moganpIioro JOOMpaoBaHHs.

Y Maya, B pexxumi Weight Paint, mpoBonuTHMeTbCS KOPEKIIisl PO3MOALTY
Baru. Lle 0coO6IMBO BaXKITMBO IS CKJIAIHUX PETIOHIB, TAKUX SIK IV, KypTKa, CIIHHA,
7ie HeTPaBUJILHUI PO3IOILT Bard MOXKE MPU3BECTH 10 HEpEaliCTHUHUX BUTHHIB Ta
PO3pUBIB MOJIEJII IT1]1 Yac aHiMaIrii.

10. Inrerpamis Ta Hanamrtyansas B Unreal Engine.

3aBepiiajipbHUM €TanoM Oyze 1HTerparlis BCiX CTBOPEHHX aceTiB (MOEIb,
CKeJeT, TeKCTypu) B irpoBuil pymriii Unreal Engine Ta ix HamamtyBaHHS IS
KOPEKTHOTO BioOpakeHHs Ta (yHKIIOHYBaHHSI.

ITepen mouatkom po6otu B Unreal Engine 5.4 motpibHO Oyne 3aBaHTaXUTH
PSAI HeOOXITHUX TUTAriHIB Ta 3MIHUTH HAJIAIITYBAHHS MPOEKTY 32 3aMOBYYBaHHSIM.

Jam BigOyBaTUMeEThCs HalamTyBaHHs MarepianiB. B Unreal Engine
Marepialli  CTBOPIOBATUMYTHCA 32  JOTMOMOTOI0  HOJOBOTO  peIaKkTopa.
CrtBoproBatuMeTbess MaiicTep-marepian 3 ycimMa norpionmmu Homamu (Multiply,
Lerp, CheapContrast, Invert), 3Haue€HHS SKHX MOTIM 3MIHIOBATUMYTHCS Y JTOYIpHIX
Marepiajgax sl KOHKpeTHHX dYacTHH Moneni. OcoOnauBy yBary morpiOHO Oyre
MPUAUIATA CTBOPEHHIO IIEHIEpy O4Yel, KW BUKOPUCTOBYBATUME KOMIUIEKCHY
HOJIHY CTPYKTYPY Ta 5 TEKCTyp A iMiTallii epeKxTy mapanakcy, miarnoBepXHEBOTO
PO3CIIOBaHHS IS CKIIEPH Ta penbedy panIyKKH.

JIisi cTaTHYHUX PEHAEPIB CTBOPIOBATHMETHCS HOBUW PIBEHB, 1€ MOIEITH
PO3MIIIYBaTUMETHCA 3 yCiMa TOTPIOHUMU JDKEpeaMu CBiTia. (s HamamTyBaHHS
aHIMaIlii BUKOPHUCTOBYBAaTUMEThCA BOymoBaHa cuctema Motion Matching Ta
pecypcu 3 Game Animation Sample Project. Ilpomec BkiItouaTuMe
nepeHanuioBaHHg a"imaniil (Retarget Animation) 31 cTaHZapTHOrO CKejleTa Ha

CKCJICT CTBOPCHOI'O IICPCOHAXKaA.
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TectyBaHHSA MOJIEI MPOBOJUTUMETHCSA Ha CHEILIAJIbBHOMY TECTOBOMY PiBHI B
Unreal Engine a4 OLIHKM ii MOBEAIHKH B IFPOBUX YMOBAaxX Ta MEPEBIPKU aHIMAIiH.
Monenb pa3oM 3 acetamMu Oyae NepeHeceHa y TECTOBHUW MPOEKT 3a JIOMOMOIOIO
iHCcTpyMeHTY Migrate. Pe3ynbratu TeCcTyBaHHS MarOTh MIATBEPAUTH BIATOBIIHICTD

acera TEXHIYHUM BUMOTaM Ta XYIOXKHIM IIJISIM IIPOEKTY.
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5 BUBIP IHCTPYMEHTAJIbHUX 3ACObIB

5.1 Bubip 3ac0o61B MOjie/IFOBaHHS

[ToniroHanbHe MOJEIIOBaHHS — OAWH 3 (QyHIaMEHTaJbHUX MpolleciB y 3D
rpadimi. Ilin yac moaentoBaHHSI CTBOPIOETHCS (opMa 00’€KTa 3 BUKOPUCTAHHIM
IHCTPYMEHTAJbHUX NporpaMHUX 3aco0iB. Hapasi icHye AeKkiibka JOMIHYIOUMX
nporpam, siki JO3BOJSIIOTh €(eKTUBHO CTBOproBaTH 3D Mojeni, BpaxoBYHOUH BCi
CyyacH1 oTpeou.

Autodesk 3d's Max [15] — raiy3eBuil cTaHnapT, 10 BUKOPUCTOBYETHCS ISt
MOJICIIOBAaHHA Yy cdepax apXiTeKTypHIN Bi3yalizallii, po3poOKH IHTEPAKTUBHUX
J0JIaTKiB, KOMII IOTepHUX 1rop. PoOoue cepenoBuile mporpaMu ONTUMI30BaHE i
CTBOPCHHSI BEJIUKHX 00’€MIB MOENeH, TaKuX SK 1HTEp €pu, OyIaiBii, JIOKAIIl JJIs
piBHiB. [Iporpama BHUKOPHUCTOBYETHCA 3 camMoro moyarky po3BuTKy 3D rpadikwu,
TOMY B IHTEpHETI JOCTYIHA BeJWKAa KUIbKICTh HAYaJlbHUX MarepiaiiB, SK
BiJICOYPOKIB, TaK KHUT, cTaTel 1 )KypHaiiB. [IpoTte, mporpama € MeHIi 3aTpeOyBaHO0
B cdepi CTBOPEHHS MEPCOHAXIB, 00 HaJa€e MEHIIEC IHCTPYMEHTIB ISl PUITIHTY Ta
aHIMaIlii, HK KOHKYpeHTH. TakoxX JesKi OKpeMi CepBiCH, SIKI BHKOPUCTOBYIOThCS Y
cTBOpeHHI mepcoHaxiB, Taki sk Reallusion Character Creator, Unreal Engine
Metahuman, Mixamo, He MaioTh cTabuTbHOI iHTerpalii 3 3d's Max. IIporpama €
IUIATHOIO Ta KomTye Onn3bko $2500 Ha pik, 10 TAKOX € BHIIUM 3a aHAJIOTH, SKi
ICHYIOTh Ha PUHKY, TIPH IIbOMY Kpallle aJanToBaHI came TMiJ TEeXHIYHY 3aaady
MIPOEKTY.

Autodesk Maya [16] — ramy3eBuii cTaHmapT ajs iHAYCTpili KiHO, IrpoBOi
aHIMaIrii, CTBOpPEHHS TmepcoHaxiB. Poboye cepemoBuie ONTHMI3OBaHE ITifT
CTBOpPEHHS Oyab-sKkor0 pory 3D 00’ €kTiB, 30Kkpema aHimarlii. DyHKIiOHaI T03BOJISIE
CTBOPIOBaTH 00’ €KTH OyAb-KOi CKJIAaJHOCTI, BUKOPHCTOBYBAaTH HOIHY CTPYKTYpPY
JUIs 3MiHU mapameTpiB mojeni. HasBHuil 1HCTpymeHTapid Xgen — TEXHOJOTIs

BHUCOKOSIKICHO1, PEaJICTUYHOT CHUMYIIALIT BOJOCCS, L0 BUKOPUCTOBYIOTHCS JJIsi
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kiHemarorpagiuHux acetiB. Maya qo0Ope 1HTerpyeTbcs y TUIOBHM TEXHOIOTTYHUI
MpOLIEC BUTOTOBIIEHHS ITPOBUX AaCETIB, MAlO4YM 3pYy4yHI IUIAriHU JJIS IMIIOPTY Ta
EKCIIOPTY aceTiB, [0 3HAYHO MPHUCKOPIOE mpouec po3poOku. BukopucranHs
Autodesk Maya st CTBOpPEHHSI TMEPCOHAXIB TaKOX € PEKOMEHIOBaHUM
po3poboHukamu Unreal Engine. [Iporpama € miaTHowo Ta AOCTyHHA MPUOIU3HO 32
$2300 na pik.

Blender [17] — mporpamMue 3a0e3neueHHs 3 BIAKPUTHUM KOJIOM, SIKE 3aiiMae
3HAYHE MICLIE CEpEe]l He3aIEeKHUX PO3POOOK, MaJIMX Ta BEJIMKHUX MPoeKTiB. [Iporpama
noegHye Bcl HadBaxiauBimi acnekth 3D rpadiku, Taki SK MOJETIOBAHHS,
TEKCTypyBaHHS, WICHIMHI, PUTIHT Ta PEHAEPUHT; Ma€ BeIUKy O10mioTeKy
KOPUCTYBAIlbKUX TUIATIHIB, J0AaTKiB, Ta aceTiB. Cepen HEMOMIKIB — HEJOCTATHBO
mMOOKui  QyHKIIOHAN mporpamMu. Tak, Hampukiajg, mporpamMa € ciabo
ONTUMI30BaHOIO TiJ BETUKUU TOJITOHAX, IO € KPUTUYHO BAXIMBHUM IIiJl Yac
CKYJIBNTUHTY 005ny4st. Takoxk He BUCTadae iIHCTpyMeHTIB poOoTH 3 UV po3roprkoro,
sIKa 3a3BUYai MOTpeOy€e BCTAHOBJICHHS CTOPOHHIX TIJIATiHIB.

Omxe, mpoaHai3yBaBIIM BCl HAsBHI TEXHIYHI PIMICHHS I MOICIIFOBAHHS
JIOCTYITHI Ha cydacHoMY puHKY, Autodesk Maya Oyia oOpaHa sik rojioBauii penakrop 3D

MOJIEITI, B sIKii Oy/ie BUKOHAHO MOJICITIOBaHHs, petononoris, UV po3roprka Ta puriar.

5.2 Bubip 3ac006iB CKYJIBITHHTY

CKyIBITHHT — [1€ CY9aCHUH CIIOCI0 MOJICITIOBAHHS, SIKE € IMITAITIEIO JTITIICHHS
3 MmarepiajiB, TPUMIpPOM, TIHHH. XYIOKHHUK OOXOJUTHCA 0€3 TpaaulliiHuX
IHCTPYMEHTIB TOJIITOHAJILHOTO MOJICNIOBAHHS 1 MarepiaiiB, a BHKOPHCTOBYE
CHerianbHl «IEH3J1», a TaKoXK TpapidyHUN TJIAHIIET 3 MEePEaOM 3 YYTIHBUM [0
TUCKY. 31€0UIBIIOTO el eTan MPU3HAYeHUH sl CTBOPEHHS! OpPraHiuHUX TEKCTYP,
ICTOT, IEPCOHAXKIB, Ta IPIOHUX JETAICH.

Maxon ZBrush [18] € mpoBigHUM pillIeHHSAM AJisI HU(PPOBOrO CKYIBITUHTY
HAJIBUCOKOI  JleTaiizallii, BOJHOYAC IHTETPYIOUM HaWBaXJIMBIMI  (QYHKIIIT

MOJIITOHAJILHOTO MOJIETIIOBaHHSL 4epe3 IHCTpyMeHT ZModeler nns cTBOpeHHs Ta
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Monu(piKkamii HU3bKO Ta CEPEHBO MOMIrOHAIBHUX CITOK, a TAKOXK €(DEKTHBHI 3aC00U
petonoinorii, Taki sk ZRemesher. IIporpama nommproerbcst Maxon nepeBakHoO 3a
NepeANIaTHO MoACIUTIo, 61u3bKo $399 Ha pik. ZBrush Bigomuii cBOIM HE3BUYHHM
iHTepdeiicoM, M0 3yMOBIIOE CKIAAHOIII IMiJ Yac MOYaTKOBOTO HAaBYaHHS, MPOTE
HOro craryc rajy3eBOro CTaHaapry 3abe3neuuB (OpMyBaHHS BeEIUKOT 0azu
BHUCOKOSIKICHUX HAaBYAJIbHUX PECYpCIB, MIATPUMYBAaHUX SIK PO3POOHUKOM, TakK 1
AKTUBHOIO CIUIBHOTOIO KOpUCTyBauiB. Cepen HEAOMIKIB MPOrpamMu — BIJACYTHICTb
peaniCTUYHOrO peHaepy, Zbrush BUKOPUCTOBYE BIACHY CUCTEMY PEHIIEPUHTY, SIKa €
JIaJIeKOI0 3a PIBHEM JieTallizallli Ta poTopeanizmy.
JlonmycTrMO BUKOPUCTOBYBATH Bullle 3rajianuii Blender 1 /11 cKynbITHHTY, IpOTE
BIH Ma€ MEHIIIE IHCTPYMEHTIB JIJIsi pOOOTH 3 IOBEPXHEIO Ta TIPIIly OMTUMI3ALIIO.
Taxum ynHOM, ZBrush € He3aMIHHUM THCTPYMEHTOM JJI IPOABUHOI poOOTH
31 CKYJABITUHIOM, HAJIal0Yd IIUPOKHUM (YHKIIOHAJT, Ta TapHy ONTHUMI3aIiI0 IS

POOOTH 31 CKIATHUMHU CIICHAMU.

5.3 Bubip 3aco6iB st peromnosnorii Ta UV-po3roptku

Peromnomnoris B 3D — 11e eran onTuMizaliii Mojei, il 9ac sIKOTO CTBOPIOETHCS
HOBa CiTKa TOBEpPX 3 HAsABHOI “OpymHOi” YW BHUCOKO JETaJIi30BaHOI MOJIEI.
3a3Buyaif, Taki MOJACII OTPUMYIOTH TICIsA CKYAbNTHHTY abo 3D-ckaHyBaHHS.
OcHOBHa MeTa — OTpPUMArH MOMAEIb 31 3MEHIICHOI KUIBKICTIO TIOJIrOHIB,
JOTPUMYIOUH TIPABUIBHUN TOPANOK pedep s aHiMamid. Ilicas Toro sk Oyna
oTpuMaHa ‘“‘gucTta” Mojaelb BUKOHYeTbcs UV-posropTka, TOOTO 3BEIEHHS MIK
KOOPJIIMHATAMHU B TPUBHMIPHOMY TIPOCTOP1 3 KOOPAMHATAMH TTIOCKOT TeKCTypH. [1ix
gac UV-po3ropTku moTpiOHO OCTaTOYHO PO3MOAUTUTH MOJEIb Ha MaTepialiu, Mmoo y
JBUTYHI 33/1aBaTH MEBHI MapaMeTpy caMe MOTPIOHOMY MaTepialry.

Blender mae BOymoBaHi iHCTPYMEHTH PETOIOJNOTi, SIKi TO3BOJISIOTH IIBUIKO
Ta 3py4yHO BiAOymyBaTH MOJENb, MPOTE BPAXOBYIOYE T€, IO MPOTPAMOI0 ISt

MozentoBaHHs Oyna oOpana Audesk Maya, Bukopuctanns Blender pist perononorii
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CTBOPIOE MOTPEOy y yacToMy peekcropti monenei 3 Zbrush 1o Maya i go Blender,
10 BUTpayae 0araro 4yacy i He € ONTUMAJIBLHUM CIIOCOOOM.

Autodesk Maya wmae BOymoOBaHI IHCTPYMEHTH [JIsi PETOIOJOTii, fKI
HazuBatoThcst Quad Draw. BoHM [0BOJSIIOTH TOYHO Ta MPOCTO ONTHUMI3ZYBAaTH
MoJieNb. TakoX MO)KHAa BUKOPHCTOBYBATH BCl 1HIII IHCTPYMEHTHU MOJITOHAJIBHOTO
MOJIETIIOBaHHS, SIKI BUKOPUCTOBYBAJHUChH [JIsi CTBOPEHHS OPUTIHAJIBHOI (QopMmu.
Taxuit pyHKII10HAT € TOCTATHBO NIMOOKUM Ta HE 3MYIIY€E BUTpAYaTH 4ac Ha EKCIOPT
y CTOpOHHIO nporpamy. Takoxx Maya mae mupokuit pyHKuionan ais podortu 3 UV-
pPO3rOpTKaMH, IIapaMu, Ta PUTOM, 11O JO3BOJISI€E CTBOPUTH ONTHUMI30BAaHUM aceT B

OIHOMY CepeIIOBI/IH_Ii, HC BUTPAYAOYN YdC HA PCCKCIIOPT.

5.4 Bubip 3aco0iB 1Jis1 TEKCTYypyBaHHS

TexkcTypyBaHHS — MpOIIEC CTBOPEHHSI KOJHOPOBUX, 200 ONHO KaHAJIBHUX
300pakeHb, 110 HakiIaaaThes Ha 3D Momens y BignosigHocTi 10 UV-po3ropTkw,
Ta IMITYIOTh TI€BHI BJIACTUBOCTI MOBEpXH1 00’ €KTy. Bi SKOCTI TEKCTYyp, iXHBOTO
PIBHSI ONPaIbOBAaHOCTI Oyne 3ajie)kaTH KiHIEeBHM BUMIAI Moaeni. Cepen KiHIIEBUX
KapT, 10 eKCIIOPTYIOTHCS JI0 PEHAEP ABUTYHA, MOKYTh OYTH 3aTisHI:

— OazoBuii kouip (base color);

— Kaprta HopmaJsel (normal map);

— KapTa mopoxosartocTi (roughness Map);

— KapTa MeTaneBocTi (metallness map);

— KapTa 3aTiHeHHs (ambient occlusion map);

— KapTa ITiJ1 MOBEPXHEBOT0 po3citoBaHHs (subsurface scattering map);

— CHeIiaJIbHI KapTH-MaCKH JJIS PI3HUX PET10HIB.

IIporpamue 3a6e3neuennss Substance Painter [19, 20] € yHiBepcaiabHUM Ta
NPUHHATAM 3aCO00M [IJI1 CTBOPEHHS pEANCTUYHUX Ta CKIATHUX TEKCTYP.
[Iporpama BuxopuctoBye noaioHy g0 Photoshop cucremy miapiB, sixka n03BoJsie
BUKOPUCTOBYBaTH MACKH, BPAaxOBYE IMOCIHIJOBHICTh pO3TAlllyBaHHS IIapiB Ta

oOupatu peXUMH 3MINIyBaHHS, CTBOPIOIOYM CKJIaJHI MOCJIJIOBHOCTI Ta
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B3a€MO3B’s13KU. BaxunBoro nepesaroro Substance Painter € HasiBHICTh BOY/I0BaHOTO
PBR penzmepy y pexumi peajbHOrO 4Yacy, IO J03BOJISIE HAOYHO Ta MHUTTEBO
nobaunuTu pe3ynbrar 3MiH Yy B’IONOPTI. Xoua el MeTon 4Yepe3 BIAMIHHOCTI B
aJAropuTMax TpAacyBaHHs CBITJA HE Jla€ iqeHTHYHOoro pesyinbrary a0 Unreal Engine,
MOXJIMBICTh MHTTEBO MMOOAUYUTH pe3ylbTaT 3MIH CYTTEBO TMOJETIIY€e IMPOIIEC.
Substance Painter Takoxx J03BOJIS€ 3aMiKaTH TEKCTYpHI KapTH, TOOTO, IEPEHOCUTH
iHGOpMaILliI0 3 TPUBUMIPHOTO MPOCTOPY HA TEKCTypU. 3AEOUIBIIONO y LbOMY
nporeci 6epyTh ydacTb JABI CITKH: BUCOKO MOJITOHAJIbHA Ta HU3BKO MOJITOHAJIbHA.
Bucoxko moniroHangbHa CiTKa Ma€ BeJIMUE3HY KUIBKICTh MOJITOHIB (YaCTO MUTBHOHH),
10 O3HAayae, 0 BOHa Moxe BigoOpaxkaru 3D gerani 3 BHUCOKOIO PO3AUIHHOIO
3natHicTio. Hu3bKko momniroHajgpHa CiTKa, y CBOIO 4Yepry, Mae Habararo MeEHIIHMH
NOJIrOHaX (3a3BUYail, JMIE KUIbKa THUCSAY), TOMY 1ii JelieBlie 30epiratu Ta
peHIepUTH. 3allikKaHHS TEKCTYp MIO3BOJII€ OTPUMATH HaWKpaiie 3 000X CTOpIH:
BUCOKHMH piBeHb JeTajizamii Ta HHU3bKI BHUTPATH HA NPOAYKTHUBHICTH HHU3BKO
MOJIIrOHAIBHOT CITKU. Y mpolieci 3amikaHHs iHGopMaIlis 3 BUCOKO IMOJITOHAIBHOT
CITKM TIEPEHOCUTHCS Ha HU3BKO MOJITOHAJBHY CITKY 1 30€piraerbcsi B TEKCTYPI.
[Iporpama po3polOisieTbcst Ta po3MOBCIOMKYeThcsi Adobe, Ta mocTymHa 3a
nianmuckoro $300 Ha pik.

[ame mporpamHe 3abe3mnedeHHss — Mari [21] — Oymo cTrBopeHe IS
TEKCTYpyBaHHS CKJIQJHUX MOJEJIEH 3 BEJIMKOIO KIIBKICTIO TEKCTYPHHX Kapr,
IHTETrpOBaHe /10 MPOCYHYTUX TEXHOJOTiH pEeHACPUHTY, BUKOPUCTOBYE HOJOBY Ta
mrapoBy cuctemy. HojHa cucteMa € 3Ha4HO CKJIaHIIIOKO 1O BUBYEHHS Ta aJanTailii,
HIXK IIapOBa, TaK SK OMEpy€e HE TUIbKW MOPSIKOM IIapiB, a JOTIKOK OOYUCIICHD Ta
rpadiB, 3 SKUX CKJIAIA€THCS HOJHA CHCTeMa. Mari € CTaHIapToM, 3AeOUTBIIOro, y
KiHO, a TaKoXX y BHPOOHHWIITBI BHCOKO OIOMKETHOI aHIMaIlii, 3aBISKH CBOIH
3MIQTHOCT] BIOPATUCS 3 HAJI3BUYANHO CKJIAJHUMH 1 PECYpPCOEMHUMH 3aBIaHHIMU
TEKCTypyBaHHs. BoHa onmTuMi3zoBaHa i BUCOKOIT MPOITYCKHOI 3JaTHOCTI TaHUX 1
MOke OyTH 1HTErpoBaHa B CKJIa/IH1 MPOMUCIIOB1 YMOBH 3aB/sAKH 1HTErpailii 3 Python
Ta miarpumil (opmariB oOMiHy naHumu, Takux sk Alembic 1 OpenEXR.

Komepriiitaa Bepcist Mari noctymnsa 3a $950 Ha pik.
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Po3rsHyBIIM Cy4acH! pIIMIEHHS AJi1 CTBOPEHHS PEAJICTUYHUX TEKCTYD,
MOKHA IPUMTH 10 BUCHOBKY, 110 Substance 3d Painter € onTuMaibHUM pIIEHHSAM
JUIsL TEKCTypyBaHHS MOl IrpoBOi cepenHboi ckiaagHocTl. Ilporpama Mae
BUYepnHUi ¢QyHKIoHaN, no0pe crmiBopamtoe 3 Ureal Engine Ta mae BOynoBany
CUCTEMY 3amiKaHHs, 100 MEePEeHEeCTH JeTalll 3 BUCOKO IMOJIITOHAJIbHOI MOJEl Ha

HU3BKO TMOJITOHAJIbHY.

5.5 Bubip 3ac061B MO/I€IIFOBaHHSI BOJIOCCS

JUist  CTBOpEHHS BOJOCCS B KOMIT IOTEPHUX Irpax BUKOPUCTOBYETHCA
HaMiBIPO30pa TEKCTYpa, sIKa HAKJIaJa€ThCS Ha 3ITHYTY CTPIUKY IMOJITOHIB, MOTIM Ha
meiaep HakJIagaeTbesl 3ameueHa TekcTypa mubunu (depth map), xapra Bucor
(height map) 1 kapra nHanpsmky (flow map) (puc. 5.1). CTBOpeHHS TEKCTypHu

MOXIJINBO CTBOPIOBATHU IleKiJ'IBKOMa criocodamu.

Pucynok 5.1 — Kapta mpo3opocTi Bosoccs

3a nonomororw Adobe Photoshop [22] moxkHa HamamoBaTH Bpy4YHY MOTPiOH1
rmacma BOJIOCCS, MI3HIIIE JOAABIIN 3a JOMOMOTOI0 TpajiieHTa HEOOXIIH1 BIATIHKU

IMOUHU, KapTy HampsiMky. [lirocu 1mporo crnocoOy: HIBHUIKICTh, JIOCTYIHICTb
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iHcTpyMeHTIB. Cepesl MIHYC1B BapTO BiJI3HAYUTH, 110 BKpail BAXKKO 3MIHUTH LIUPUHY
rnacMma, Moro moJOKeHHsI 1 KpUBU3HY.

Cepen mnomynasipHMX METOIIB CTBOPEHHS BOJOCCS I ITOp TaKOX
BHUKOPHCTOBYIOTH BOY/1I0BaHY B Maya cucremy Xgen. Xoua came 1o co01 Boioces 3
Xgen € BKpail pecypcOeEMHUM, MO>KHa BUKOPUCTOBYBAaTH Take BOJIOCCS K OCHOBY
JUISL peHAEpY TEKCTYypH, siKa TMOTIM Oyle HakjIaJieHa Ha MOJITOHU Ta YTBOPHUTH
nopiOHe onTHMi3oBaHe irpoBe Bojoccs. Takuil MeTon J03BOJIsIE OTPUMATH JIyKe
pealicTUYHy TEKCTYpPY, KpIM TOTO 0auuTH, K CaM€ BUIVISIAE Taka racMa BOJOCCS
Ha peHaepi. MiHyC IIbOT0 METOY TOJISITa€ B TPUBAJIOCTI KOXKHOI iTeparlii, Tak siK MpH
KOXHIH 3MIHI TOTPIOHO Oy/e poOUTH HOBHUM peHAEp 1 BPYUHY EKCHOpPTYBaTu
TEKCTYpH.

OnTumaabHUM MPOTPAMHUM 3ac000M OyAe BHUKOPHCTAHHS CTOPOHHBOTO
3aco0y FiberShop [22]. Lls mporpama cTBOpeHa CreIiadbHO JJIS CTBOPEHHS TEKCTYP
BoJIoccs s irop. PoGoue cepenoBuiiie 103BONSIE Y HEPYHHIBHUM CITOCI0 BHOCUTH
3MIHM B Takl MapameTpH BOJOCCS, SK TOBXKHHA, KpUBH3HA, TOBIIMHA. OTpuUMaHi
TEKCTYpU € IYyXKE PEaTiCTUYHHUMU, TAKOXK IMporpama J03BOJISE €KCIOPTYBaTH BCI

TCKCTYpHU OAHOYACHO.

5.6 Bubip 3aco6iB jJ1s1 pUTiHTY Ta aHIMAIIi1

Purinar € oqHUM 3 HAMCKIIQTHIIINX TEXHIYHUX 3aBIaHb 1111 9ac cTBOpeHHS 3D
KOHTEHTY, IKil BUMArae 4iTKoi oprafi3ailii CiCTeMHu KiCTOK, TPYII 1 pO3MOLTy Bary.
Jlnst monermeHHs: poboTu Oyrne BUKOPUCTAHO OE3KOMITOBHUM cepBic Mixamo [26],
SAKUW aBTOMATHYHO CTBOPIOE pUT, 0a3ylo4yWCh Ha BKa3iBKax KOPUCTyBada. Taky
CUCTEMY KICTOK MOYKHA OyJie JIETKO IMIOPTYBaTH 0 Maya, BUIPABUTH HEJOIKH Ta
imnopryBaru 0 Unreal Engine.

Unreal Engine mo3Boisie BUKOPUCTOBYBAaTH BIIacHY O0107i0TEeKy aHimarrii
a00 3aBaHTAXHUTH OJHY 3 KOPHCTYBAllbKWX, Yy BHUIIAJIKY, SKIIO KOPUCTYBad HE

34aroTyBaB BJIACHY.
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6 PO3POBKA IIPOEKTY

6.1 MoxemroBaHHA

Po3pobky 3D mogeni Oymo posrmodaro 31 CTBOpeHHs 0a3oBUX (GopM, 1100
BIIEBHUTHCS B KOPEKTHOCTI BHCOTH 1 NPONOPLIA MNEepCoHaxy, Ta BUSIBUTH
MOTEHI[IHHO mpobnemarnuni Micts [23]. MogentoBanHst Oyio po3noyato B Zbrush,
AK€ Ja€ BHUCOKY IUIACTUYHICTh poOOTHM ¢ (QopmMaMu Ta HE BUMAra€e 4iTKOl
MOCJIIIOBHOCTI BUKOPUCTAHHSI IHCTPYMEHTIB. TakuM YMHOM, Ha MEPIIMX eTarax
MO’KHA 30CEPEUTHUCS CYTO Ha TOCATHEHHI Xy[I0XKHbO1 IKOCT1 Ta BUPA3HOCTI.

3 iHcTpyMeHTiB ZBrush Oynmu BHUKOpPUCTaHI HACTyMHI IHCTPYMEHTH Ta
GyHKIIOHAT: TEeH3J1 JUIS  CKyAbBNTHHTY, Zmodeler (misi mMOMIroHaILHOTO
MOJICJIIOBAHHS NIeSIKUX MpoOnemMaTuaHux (opm), Zremesher (s mepeTBOpEHHS
Xa0TUYHOI Ta OPYIHOI CITKM Ha OLIBII IIAKY, MAXOASAILY il MOJEIIHT), CUCTEMY
mapiB (Layers) mis 3a0e3nedeHHss HepyHHIBHOTO mporiecy mpairi, Polypaint o0
PO3MITUTH KOJIIPHI 30HHU.

Po3pobnena Ha nepmomy erari monenb (puc. 6.1) € cupum HapucoM, KU
BUKOPHCTOBYETHCS SIK TPUBUMIPHUN peepeHc A MOJCITIOBAaHHS YMCTOT MOJIE 3

BIPHOIO TOTIOJIOTIETO.

Pucynok 6.1 — ITouaTkoBa Bepcis Mojeli, HAOPOCOK
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JUis  monermeHHs exkcnopry wMoxeni g0 Maya OyB  BHUKOPHUCTAaHMMA
Oe3komtoBHUM miarin GoZ, sikuil poOUTh PeIMOPT Mail>ke MUTTEBUM Ta J03BOJISE
HE CTBOpIOBaTM 3aiiBl Komii Moxened y cueni. Y Maya 3a J10MOMOroro
MOJIIFOHAJILHOTO MOZIEJIIOBaHHS Oy/Iu 3MO/I€IbOBaH1 YaCTUHU KOCTIOMY Ta KIHI[IBKH.
VY Zbrush nna neskux enemeHTIB OyB BUKOpUCTaHUM Zremesher nns toro, mo0
YTBOPUTHU YHUCTY TOMOJOTII0 JIJII MOXJIMBOCTI POOOTH 3 PIBHAMM MiAPO3AUICHHS
(Subdivision Levels).
PesynbraTroM 1poro eramy poOOTH € YTBOPEHHSI BUCOKOAKICHOT MOJENI, sKa
Ma€ BCl HEOOXIJIH1 JeTadl, YacTMHM MOJEdl, IO MalTh 3TUHATHUCA YH
nedopMmyBaTHCs, JIOTIYHO NACylOTh OAHA O OJHOI, TAaKUM YHWHOM OMHUHAIOYU
3aJIOMJIIOBaHHSl YW 31TKHEHHs. BaxnmBo BpaxyBaTu macmta® Mopelni, KUl Mae
BIJINTOB1JIaTH PeaJbHUM PO3MIipaM JIFOAWHH, TaK SK y PYIIii BC1 MO BIATOBIIAIOTh
peanbHUM po3MmipaM. Bucora mozgeni 185 cantumerpis, 1110 TPUOIU3HO BIAIOBIIAE

3pOCTY JIFOAMHH.

6.2 CKyJIBITHHT 00JIAYYS

CTBOpEHHS JIMIIEBUX CTPYKTYp, TaK Camo, SIK 1 MOJCITIOBaHHS aHAJIOTTYHUX
OpraHiYHUX O00’€KTIB, € HEMPOCTOI 3aJ1a4yeio, M0 MOTpeOye MEBHUX XYIOKHIX
HABUYOK, Ta 37cOUIBIION0 MaHyaJIbHOTO IMAXoAy. Taka CKIQIHICTh 3ajadi
3yMOBJIEHA CKJIAAHICTIO XyT0XXHBOTO BIATBOPEHHS OOIUYUs JTIOMWHH Ta BpaxyBaHHS
BCIX €THIYHHUX, PACOBUX, TCHIEPHUX O03HaK. JJi1 BUKOHAHHS 1IHOTO 3aBaHHs Zbrush
HaJa€ MUPOKUN (QYKIIOHAT, MO0 CYTTEBO TOJETIIye poOoumii mporec. 30Kpema,
poboTa CIpoNIy€eThCs 3a JOTIOMOTOK) BUKOPUCTAHHS IIHPOKOT O10JIIOTEKHM TIECH3IIIB
(brushes) ta anbda texctyp (alphas), siki 703BOJAIOTH OMpPaIlbOBYBATH TOBEPXHI 3

BHCOKHUM CTYIIEHEM JieTai3allii.
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6.3 Petonomnoris, UV-po3roprka

ITicns Toro, sk Oyna oTprMaHa BHCOKO MOJITOHAJIbHA, JETalli30BaHa MOJEIb —
pe3yJbTaT CKYJIBITUHTY, BXKIWBO IMEPEHECTH ii CKJIaJHI T€OMETPUYHI PUCH Ta
ApiOHI JeTail MOBEPXHI Ha TEKCTYpPH HHM3bKO MOJIrOHAJIBHOI MOjeNi, sika Oyne
BUKOPHUCTOBYBATUCS Y CAMOMY pyIIii. Ajie JIJIsl HOro CIOYaTKy MOTpiOHO MPOBECTH
PETOIOJIOTiI0 3 MeTor ontuMizanii moaeni ta crBopeHHs UV-posroprku. L
¢diHanbHa, ONTHUMI30BaHAa, HU3BKO TMOJITOHAJIBHA MOJENIb Oe3MocCepeHbO
BUKOPHUCTOBYETHCS B IrPOBOMY pYIIii, /16 BOHA MOXE 3a0€3NEUYUTH BHCOKY
e(heKTUBHICTh, 30epiratouu Bi3yaabHy BIpHICTb 3 OPUTIHAJIOM Y€pe3 TEKCTYPYBAHHS.

[lepmmii eTarm — TOYHA PETOIOJIOTIS, HAIJICHA HE TUIBKA HA 3MCHIICHHS
KUTBKOCTI TOJIIMOHIB, & ¥ Ha BIIOPSAKYBaHHS CITKH, TOOTO TOIOJIOTII, SIKa € YHCTOIO,
CUMETPUYHOIO Ta PIBHOMIPHOIO, 1€ OCOOJMBO BAXJIMBO I MICIb, SKI OyIyTh
3a4erieH1 AedopmartisiMu i yac aniMartii. [Ticis BUKOHaHHS pydHO1 PETOIONOT i CITiT
BIEBHUTHUCS, 1110 HE 3IMIIMIOCH JKOTHUX 3alBUX KPUBHUX IOJITOHIB, TOYOK, pedep.
Taki nedextn HazuBarOTHCA non-manifold geometry Ta CyTTEBO YCKIAAHIOIOTH pOOOTY
Haj 3D Mozemnio, Tak SK BEJMKa KUIBKICTh (DYHKIIH HE IMpalloe KOPEKTHO, KOJIH B
00’exTi HasBHI 111 apredaktu. 11lo6 mpubparm iX Ta BIEBHUTHCS B aKypaTHOCTI Ta
KOPEKTHOCTI TPOBEACHOI peronosnorii, Oyno Bukopuctano iHcTpymeHT CleanUp B
Maya. lleit iHCTpyMEeHT Moxe abo MiJACBITUTH, a00 aBTOMAaTHYHO MpHOparu yci
npobiemarrudi yactuHu 3D Mozeni, Taki sk, non-manifold geometry, TpUKyTHUKH,
3amMaii momironu, abo pedpa. Ilicns BumpasneHHst Bcix HemomikiB 3D momeni, Oyna
OTpHMaHa roTOBa HU3BKO MOIIroOHaIbHA MOICITb (puc. 6.2).

Hpyruii eran — ctBopenHss UV-po3ropTku Mozedi, sika iHTepIpeTye 00’ eMHY
MOJIETTb Y JABOBHUMIPHOMY TEKCTYpHOMY TpocTopi. JIisi 1ib0r0, BUKOPHUCTOBYIOUU
BOynoBanuit UV penakrop (UV Editor), Ha peGpax momesni moTpiOHO BIAMITHUTH
mBu. KoXeH OB CTBOpPIOE HAApPI3 HA JABOMIPHINA TUIONIWHI, BIJOKPEMITIOIOUH

YaCTUHHU 00’ €KTY Ha TEKCTYpi.
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Pucynok 6.2 — HuszpkomnosriroHajgibHa MOJIeJb MepCoHaa

[IIBM pO3MIIIYIOTECS Ha HAMEHI TOMITHUX IUISHKAX MOJEN, BKIFOUAIUH
BHYTPIIITHI BUTUHH T4 BUTHHHU TI1]] IHITMMH 30BHINIHIMU KOMIIOHEHTAMH, a TAKOXK Ha
TUISHKaX 3 TPHPOJHUMH TEKCTYPHHMH pPO3pUBAaMU, HANPHWKIIAJ], HA IBaX OMATY.
[Tpuainserscs ocobauBa yBara TOYHOMY PO3MIIICHHIO IIBIB Ha JUISHKaX MOJEII,
SIK1 3a3HAIOTh aHIMaIlii a00 CUITbHOT ieopMallii, OCKUIBKH 111 JUISTHKU MOXYTh CTaTH
HAJITO MIOMITHUMU 1 TOPYIIUTH Bi3yaIbHY IUTICHICTD.

PosramyBanns UV-ocTpoBiB, ToOTO yacTrH Mozeni, B UV-ipoctopi Bimirpae
BOXJIMBY POJIb Y IIbOMY IPOIECI TEKCTypyBaHHs. BoHH MaioTh OyTH pO3MiIleHI
JIOTIYHO, PIBHO Ta CUMETPUYHO HA OCHOBI MPOCTOPOBOI I'eoMeTpii Momeni, oo
MOJICTIITUTH POOOTY 3 TEKCTypamMH, OCOOJMBO JUisi OE3IIOBHUX NATEPHIB, SKi
MIPOXONATh Y3OBXK MEBHUX HAMPSMKIB, a TAKOXK ApiOHMX JeTajeil ab0 TeKCTOBUX
enemeHTiB. [ligTpuMKa 0qHAKOBOT TEKCENBHOT MIUTBHOCTI TEKCTYP 1O BCIH MOJACII €
BaXJIMBOIO BHMoOroro. Llei miaxim rapaHTye, IO BCl KOHKpETHI oOyiacti 00'ekTa
OTPUMAIOTh OJHAKOBUM PIBEHBb JAeTami3allii 3aBAsKA PIBHOMIPHOMY PO3MOILTY
JOCTYITHOTO TPOCTOPY TEKCTYpH. BaxnmBi dYacTHHM MOJeNi MOTPeOyroTh
JI0JIATKOBO1 MIUTFHOCTI TEKCTYPHOTO MPOCTOPY, 30KpeMa, OOJWYYS MEPCOHAXKY 1
neTaiti 00'€KTiB, K1 4acTO 3'SIBISIOTHCS B KaJIpi.

[ToTyxH1 1HCTpyMEHTaJbHI 3ac00M, IHTETPOBaHI B MPOrpaMHE CEPEIOBUIIE
Maya, 3Ha4YHO MOJErHIylOTh npouec penaryBaHHsa UV-po3roprku, Hagarudu

IHCTPYMEHTH, 32 JOTIOMOTOIO SIKMX MOKHA KEpyBaTH BCiMa BKIUBUMH 0a30BHUMH
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xapakTepucTukamu. DyHKIIOHAN JO03BOJISIE KEpyBaTH BCiMa HAWBaXJIUBIIIUMHU
(pakTOopaMy, BKJIIOYAIOUM IIUIBHICTh TEKCTYpH ISl 30€peXeHHS PIBHOMIPHOI
AeTani3alli MOBEpPXHI, ONTHUMI3alil0 KUIbKOCTI Ta po3Mmipy UV-ocTpiBuiB ais
edextuBHOrO BUKOpHCTaHHS UV-IPOCTOpPY, a TaKOX Bi3yalbHY JIEMOHCTPAIIIfO
CTYTICHS PO3TATYBaHHS I€OMETPii MOJIEIi Ha TEKCTYPHIN IUTONIUHI JJIsl 3a00IraHHs
CIIOTBOPEHHS PO3TOPTKH.

JIns mopanbpIoro TMOJIETIIEHHS 3alikKaHHs MOAENl MOTPIOHO TpaBUIIBHO
HaliMEHyBaTH BCi YaCTUHU MOJICITI, a CaMe, Ha/IaTH KOPEKTHE, JIOTIYHE iM’ s OKPEMHM
00’extam Ta noxaru cydikc low 10 Bcix 00’ €KTIB HU3BKO TMOJITOHAIBLHOT MOJEII,
Ta cypikc high 10 BciXx 00’€KTIB BUCOKO MOJIITOHAJIBHOT Mojenl. TakuM 4YHUHOM,
HU3BKO TOJIIMOHAJIbHA MOJIENIb MA€ MOBHICTIO BIJIOBIIaTH BUCOKO TOJITOHAJIBHIH,
1HEK caIlis 3a I0TTOMOTO0 CY(IKCIB y Ha3B1 Oyie HE3MIHHO MOTPiOHA y TOAJIBIIIOMY
3arikaHH1 Mojieni y cepenouiii Substance Painter

ITicna Bcix mii 3 reomerpiero Ta UV-posroptkoro Momeni Ime pas Oynia
IIpOBEJIEHA OUMCTKA, a caMe, Mojiesb iepeBipeHa yepe3 Clean-Up yTuiiTy, BuganeHa
ictopis (ommisi Delete History) ta Bumanena indopmaiiiss mpo TpaHchopMalio
(Freeze Transform). Ilo 3aBeprieHHiI IIBOTO e€Tamy MOJAEIb TMEPCOHaXKa Oyna
MOBHICTIO 3aKiHYeHa, CTBOpeHa JoriyHa Ta YyHidikoBana UV-po3ropTka, ska
BIJIIOBIIa€ XyAOKHIM IUIAM Ta TEXHIYHUM BuUMoram (puc. 6.3). Monenb
ckiagaeTrbes 3 43 okpemMux 00’€KTiB, Ta po3auvieHa Ha 17 marepianiB. CepenHs

TeKCeJIbHA IIUIBHICTh MOJIEIIi: 55 MIKCEIIB Ha CAaHTUMETD.

6.4 TexcTypyBaHHS

Otpumana uyucta moxaenb (puc. 6.4) Oyma excrioproBana y ¢opmari FBX 3
Maya Tta immoptoBana 1m0 Substance Painter. Ilepenq mowatkom pobotu Oynu
BBIMKHEHI HACTYMHI HamamTyBaHHs npoekty: miarpumka UDIM (UDIM support),
o MmiaBUILYye €(EKTUBHICTh Ta sKICTh HakimaaeHHsa Tekctyp (UDIM -"U

Dimension"), 1 mae 3mory po3nonauisitu UV-oCTpoBH 3a KUIbKOMa TEKCTypamu,
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(akTUYHO HaJalYuM OCTpoBaM Oulbllie mTpocTopy sl pobotu. CranaaprHa

po3auUTBHA SKICTh MpoeKTy — 4096 x 4096.

B
SR,

Pucynok 6.3 — UV-posroptka o0auadst

Pucynok 6.4 — Mogens y cepenoBuiii Substance Painter 6e3 3anedennx aerane

[Ticns ycmimeoro iMmmopty mo Substance Painter Oymo HamamToBaHe MEHIO
3amikaHHs Mojeni. MeHI0 MICTHTh OCHOBHI IMapaMeTpH, 3a JIOMOMOTOK SIKUX
CTBOPIOIOTKLCSI TEKCTYPHI KapTH, 10 (HOPMYIOTh OCHOBY JJIS TTOMAJBIITNX OTIePaIliii
TEeKCTypyBaHHS. 3BUYAHUYN TIpoIleC 3alliKaHHS 3a3BUYail CTBOPIOE YOTHpH 0a30Bi

KapTH, SKI BKIIOUAOTh KapTy HopMmanei (Normal) nmns mepeHeceHHs nerameit
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BHCOKO TMOJIITOHAJIBHOT MOJIEA1 B HU3BKO MOJITOHAJbHY (SIKIIO ICHYIOTh BHCOKO
MOJIITOHAJIBHI JKepena), 3aTiHeHHs: (Ambient Occlusion) st cTtBopeHHsT edeKTy
M'AKOi TiHI B 3amaavHax, 1 KpuBu3zHu (Curvature) s BUSIBJICHHS OMYKJIHMX 1
BBITHYTHX JUISSHOK TOBEPXHI, a TAKOXK JOJIaTKOBI KapTH, Takl sSIK KapTa HopMalien
rnobanbHoro npoctopy (World Space Normal), kapra monoxxennst (Position) 1 kapta
toBiuHU (Thickness).

Tak sk BUCOKO MOJIrOHajdbHa MOJEIb € JOCUTh 00 €MHUM (aiioMm, Ta ii
Bi3yaslizallis MOXKe 3aiiMaTH BEJIMKWN MPOMDKOK Yacy, BOHa Oyina po3jauieHa Ha 5
MEHIITMX YaCTHUH, K1 3pYYHIIIe peeKCTIOPTYBATH Ta SIKi BAMAraTUMyTh MEHIIIE Yacy
Ha 00poOKky. HamamTyBaHHS 3alTikaHHS BUMAararoTh BKa3iBKHU IIIJIAXY JIO OKPEMOi
BHCOKO TOJITOHAJIBHOT MOJEII, 110 € BaXKJIUBUM JIJII TOYHOI TNepenadi JcTaici.
[TapameTtpu mipoekilii mpoMeHiB, Taki sik MakcumaibHa (ppoHTanbHa BicTanb (Max
Frontal Distance) 1 MaxkcumanpHa 3aaHs Biactanb (Max Rear Distance),
HAJIAIITOBYIOThCS, 100 BCTAHOBUTU BIJCTaHb TOIIYKY MPOrpaMoOI0 MOBEPXHI
BHCOKO TIOJIITOHATBLHOT MOJEN1 i Mpoekiii getani. bymo BuOpaHo po3aiuibHY
3natHicTh 4096, a TakoXK CTYIIHb 3IVIaJKyBaHHSA TeKCTyp (Anti-aliasing) 32, 106
3MEHIIIUTH CTYIEHb IKCEII30BaHOCTI KpaiB TEKCTyp Mg yac 3amikaHHsA. OTiis
«3armikatu 3a Ha3Boro memry» (Bake by Mesh Name) mopiBHIOE 4acTHHU MOJEI,
NEPEHOCUTH TEKCTYPH BUKIIFOUHO MIXK BIJITOBIIHUMH KOMIIOHEHTAaMH, II10 3a1o0irae
IIOMUJIKaM TIepEeHEeCeHHS 1 1edeKTaM MPOEKIIii.

[Ipouec 3amikaHHS TOYMHAETHCS MICHS 3aBAaHHS BCIX MOTPIOHUX 3HAYECHb.
Substance Painter BUKOHY€ MOCIIJOBHE CTBOPEHHS KapT MOBEPXOHB IS KOXKHOTO
akTUBHOTO Habopy Tekctyp. CTBOpeHI TEKCTypHI KapTH aBTOMAaTUYHO
MPUB'SI3YIOTHCA 710 TOTPIOHUX CJIOTIB, OTpuMaHi 300pakeHHs Substance Painter
MOJKE Bifjpa3y BUKOPHUCTOBYBATH JJII CTBOPEHHS (PUIBTPiB, TEHEPATOPiB, TAKOXK BCi
JI0/1aH1 MapH Y MPOEKTY aBTOMATUYHO MMOYNHAIOTh BUKOPUCTOBYBATH CaM€ CTBOPEHI
TEKCTYPH, aBTOMAaTHYHO OHOBIIFOIOYH BC1 CTBOPEHI 3B’ s13KH (pHC. 6.5).

TexkcTypyBaHHSI MOZEN1 CIiJl TOYUHATU 3 MPUOIUZHOI PO3MITKU KOJIbOPOBUX
30H Ta BJIACTUBOCTEN MaTepialiB, AKi HOTIM Oy1yTh YCKJIaJHIOBATUCS BIATIOBIIHO 110

pedepeHcHuX 300pakeHb 3 peajbHOro CBITY. Tak, HaMpUKIIA, CEpeaHE 3HAYCHHS
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mopctkocTi (Roughness) miacTuky € 3Ha4HO HMXKYUM, HIXK Y TKAHUHH, 1 IOPIBHIOE

npubauzHo 0,4.

Pucynok 6.5 — Mojenb miciis 3amikaHHs 3 3aCTOCOBAaHUMU KapTaMHu

Takoxx 3a1a10THCSl 3HAYEHHST METAJIEBOCTI, SIKI MOXKYTh JopiBHIOBaTH 1 260 0,
BUKOPUCTAHHS MPOMDKKOBUX 3HA4eHb MPHU3BENIE 10 HEPEaJICTUUHUX PE3YJIbTaTiB,
aKi He OyAyTh BIAMOBITATH CYyYaCHUM 3aKOHAM peajbHOTO CBITY, A€ Marepialu
JUIATHCS Ha €JEKTPONPOBITHUKH Ta JICISKTPUKH (HAIIBIPOBIAHUKH JTIOBOJI PiJIKO
MiIAI0THCS Bizyallizallii, TOMy HaITiIBMETAJICBICTh € 3aiiBOIO Y TOTOYHOMY ITPOEKT).
Cepen BUKOPUCTOBYBaHHMX €(EKTIB TAKOXK KapTa CBITIHHS (emission), sika CTBOPIOE
IICEB/IO CBITJIO B OKPEMHUX JUISHKAaX Mojemi. Xoda Take CBITIO HE Oyme Maru
BUCOKOSIKICHUX TIiHEH Ta He Oyne OCBITIIOBATH HABKOJUIIIHE CEPEIOBUIIIE,
BUKOPHUCTAHHS TaKUX €(DEKTIB — BITHOCHO JCIIECBHI CITOCIO CTBOPUTH E€JIEMEHTH, SIKi
MaroTh BUIPOMIHIOBATH HE3HAYHY KLTBKICTH CBITJIA.

Substance Painter mpaiitoe 4epe3 cuctemy miapis, 00 3a0e3MeYn T THYIKICTh
Marepialy i mporpecWBHE BIOCKOHaJeHHS Matepiany. Cuctema (yHKITIOHYE, SK
3py4yHa Ta HEJECTPYKTUBHA 3aBISKH IHCTPYMEHTaM JUIS KEpyBaHHsS MarepiajamMu Ta
edexkramu macok. KoxkeH map marepiany abo epexTy MICTUTh 1HIUBIIyalIbHY MAacKy,
sIKa KOHTPOJIIOE MOTO BUMMICTD 1 BIUTUB Ha IMMOBEPXHIO, aHaIor14HO 10 Photoshop. ITix

JaC TCKCTypyBaHH:A MOI[CJ'Ii MaCKHu CTBOPHOKOTBCA p13HI/IMI/I MCTOAAMM, BKIIOYAaIO4YM
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MaHyaJbHE MaJllOBaHHs, MamoBaibHui 1map (Paint Layer), iMnoproBaHi pacTpoBi
300paxkeHHss 1y pactpoBux Macok (Fill Layer) 1 mpouenypHi reneparopu
(Generators), siKi 3aCTOCOBYIOTbCS Ha IIApU Ta MAcKd JJisi CTBOPEHHsS €(EKTIB Ha
OCHOB1 TEKCTYpPHHUX KapT, 1o Oynu 3ameueHi panime. Cuctema 3abe3nedye TOYHE
KepyBaHHS e(peKTaMu pa3oM 13 pO3pOOKOI0 JOCKOHATIUX CTPYKTYp MarepiaiiB, sKi
JI03BOJISIFOTH KEPYBaTH BCIMa aTrpruOyTaMy Ha piBHI IOBEPXHI.
BinnoBiiHO 10 TPUHIIMITIB HEPYHHIBHOTO pOOOYOTro Ipolecy, i yac poOooTH
B Substance Painter Oynu BUKOpHUCTaH1 pexXuUMi HaKJIAJaHHS MAcoK 3 IIapamH, Kl
J03BOJIIIOTh  KOPUCTYBauaM pO3pOOJISTH Marepiaid MUIiXoM 0araTropa3zoBUX
iTepauii. Edexktn Ta TeKCTypu KOMOIHYIOTHCS PI3HUMH METOJIaMM, BKIIIOYAIOUH
npsiME MaJIlOBaHHSA Ta IMIIOPTOBaHI PacTPOBl 300pa’KEHHS, @ TAKOX IMPOLETypHI
TeHepaTopH, K1 BUKOPUCTOBYIOTh TEKCTYpPHI KapTh Mojeni 1 ieHTudikaiito 3a 1D
Kaproro. TakuM YMHOM, TEKCTypHI KapTu Mojeni Oynmu MoaudikoBaHi JUis

JOCSTHEHHS HAUOUTBIIT peaTICTUHYHOTO Ta XyI0XKHBOTO BUTIISAAY (puc. 6.6).

Pucynok 6.6 — [ToBHICTIO TEKCTYpOBaHa MOJICITb
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7 CTBOPEHHS PUT'Y TA AHIMALIIL

Purinr — o0OB’sA3KOBUM BCTYNMHUHN €Tam TEpea aHIMalll€el0 MOJACHTI, SKUi
CTBOPIOE B3a€EMO3B’SI3KM MIDK KICTKaMH, BCIMa PYXOMHUMHU 4YacTHHAMHU MOJENI.
Autodesk Maya Hagae Bci mOTpiOH1 IHCTPYMEHTH JJIsl CTBOPEHHSI PUTY JJI MOJIEI
Ta ii mojanbuiol a”imanii. s JronuHONomiOHUX ICTOT 3a3BHYall CTBOPHOETHCS
NOAI0HUI PUT, IKUI CIIPOILEHO IMITYE aHATOMIIO CKeJIeTa JIFOANHU, BKIIIOYal0uH BCl
HaWBaXXJIMBIII1 KICTKH Tyiny0a, pyK, Hir, roioBu [24]. CTBOpEHHS MOBHICTIO HOBOTO
PUTY ISl IEPCOHAXKY BKJIFOYAE B ce0€: CTBOPEHHS KiHI[IBOK MPABWIIBHOI JIOBXKUHH,
3axorirorouu noTpidHi 06’ extu 3D moneni; crBopenHs [K-kicTok, TOOTO eneMeHTIB
IHBEPCIMHOT KIHEMATUKW; PO3MOALI Baru, IKMil BU3HaUa€e 00’ €M MOeNl, IKU KicTKa
3axOILTIOE c00010. He muBnsiarch Ha Te, 10 7Sl KOYKHOTO IMEPCOHAXY PUT MOXKEe OyTH
YHIKQJIBHUM 3 OIJISITy Ha HOTO PO3MIPH, KUTBKICTh TOAATKOBOI aTpUOYTHKH, TAKOT K
OJISAT, aMYHIIli TOIO0, OCHOBA PHUTY € JIOBOJII YHI()IKOBAaHOI, TOMY 31€01IBIIOTO
CTBOpPEHHS 6a30BOT0 HAJAIITYBaHHS JOMYCTUMO MPOBOIUTH CTOPOHHIMH 3aco0aMHu,
LTSI EKOHOMIT Yacy.

Cepgic Mixamo [25] Big Adobe OyB BUKOpPUCTaHUI JIJIsE CTBOPEHHS 0a30BOTO
pury. Ha mouarky, mMomens mepcoHaxy Oyia iMIopToBaHA 10 BeO-CEPBICY, SKUN
IPOIOHYE BPYYHY BIAMITHTH TaKl KJIIOYOBI TOYKH, SK IUICYi, 3aIl’SCTS, KOJIHO,
cTerHo. basyrounch Ha IIMX KOHTPOJBHUX TOYKAX MpPOTrpaMa PO3CTABISE KICTKH 1
po3moainse Bary (puc. 7.1).

Mixamo Moxe ofpa3y 3acTOCyBaTH aHIMarilo 3 BOYIOBaHOI BEJIMKOi
010110T€KH, TEPEBIPUBIIN KOPEKTHICTH PO3MITKH 1 PO3MOAUTY Baru. Y TBOPECHHIA
0a30BUl pUT TIOBHICTIO 33J]0BOJILHSAE 0a30B1 OTpeOn. Moens pa3oM 3 BOyTOBaHUM
purom Oyna excrioptoBana y ¢popmari FBX g0 Maya.

Y Maya poGounii mpoctip OyB 3miHeHuid Ha Rigging & Animation mms
CIIPOILIEHHS JOCTyny A0 cneuudiuaux GyHKIiH 1 iHCTpyMeHTIB. Y pexumi Weight

Paint crae noctynHuii pyHKIIOHAI JUIsl pearyBaHHs pO3MOLIY Bard MOJIENI.
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AUTO-RIGGER X

Place markers

Place markers on your model, and
then press Next to start the Auto-
Rigging process.

Skeleton levels of detail

Choose different versions of the
autorigger skeleton to optimize
performance. Select a Skeleton LOD
option for more information.

BACK & Use Symmetry  Skeleton LOD|  Standard Skeleton (65) v m

Pucynok 7.1 — Po3Mmitka nepconaxy y Mixamo

Hailicknaguimi perioHM Mopemi, Taki SK IIus, KypTKa, CIHHA MaloTh
PIBHOMIpHMI pO3MOLI, IKUH BIUTMBAE HA HEPEAICTUYHI Ta AYXKE PI3Ki BUTHMHH TIi]
yac adimarii momeni. Jlms Toro, mo0 ontumizyBath KapTy aAedopmariiii, OyB
BUKOpHCTaHUM iHCTpyMeHT Paint Weight. V micisax, siki HalIIUTbHIIIE PUIISTAIOThH
JI0 KICTOK Ta JIKOIHTIB, Bara Ma€e OyTH MakCUMallbHOW, ToO0TO piBHa 1. Illo MeHmI
3aJIITHUIA TOJITOH KOHKPETHOIO KICTKOIO, TO MEHIIMM Mae OyTH 3HaYeHHS. SIKIIO
TMOJIITOH, SKUI HE CTUKAETHCA 3 KICTKOIO, MAa€ MO3UTUBHE 3HAYCHHS, MOJENb Oyre
pO3pHUBATHCS 1 CUIIBHO JeOpMYBATHCS i Yac aHIMaIIii.

Jlns Toro, mo0 HAOYHO BIEBHUTHCS B KOPEKTHOCTI PHTY, MOTPIOHO JTOBECTH
KOXKHY KICTKY [0 1ii MakCUMyMy MOXJIUBOi TpaHchopmarii. Tak, rmede
MaKCHMAJIbHO MITHATE A0 BEPXY, TECTYE MICHOBHM HKOIHT Y KpUTHIHOMY 3HAYEHHI,
THM CaMUM, MO)XKHA BIICBHUTHCS, 1[0 HABITH MEHIIN JedopMariii He CIPUYHHATH
apredaxkris (puc. 7.2).

Oco0ymBYy yBary NpuaiIsIOTh 001aCTIM 31 CKIATHOI T€OMETPIEr0 ado THM,
7€ pi3HI YaCTWHU MOJENi OMM3bKO B3a€MOJIIOThH, HAMPHUKIAJ, MaXBU, BHYTPIIIHSI
CTOPOHA CTETOH, a TAaKOX EJIIEMEHTU OJATY, M0 MOXYTh MPOHUKATH KPi3b TLIO

nepcoHaxka abo HempupoaHbo nedopmyBarucs. PeTenpHe HalmamTyBaHHS Barw
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JI03BOJISIE JOCSTTH MPUPOAHOT Ta KOPEKTHOT MOBEAIHKY HABITh JJIsI TAKUX CKIIQTHUX

€JIEMEHTIB, KypTKa ab0 BOJOCCH.

Pucynok 7.2 — HanamtyBaHHs Bar, KOpeKIlis pury

Komu po3monin Barm MOBHICTIO HAIArOMKEHUH 1 MOIETb AeHOpPMY€EThCS
KOPEKTHO Y BCIiX Mepea0aYeHNX eKCTPEeMaIbHIUX TECTOBHX I103aX, OCHOBHA YaCTHHA
pOOOTH 31 CKEJIETOM Ta HOTO MPHUB'SI3KOI0 JI0 TEOMETPii BBAXKAETHCS 3aBEPILICHOIO, Ta

Jaji CIiye mporiec iHTerpalii Mojei 1 pury 10 pyuris.
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8 IHTEI'PALILAA MOJEJII 1O UNREAL ENGINE

8.1 HanamryBaHHs pyuis

Matoun eKcrnopToBaHy MOJEib, Ha0Ip TEKCTYp, Ta KOHTPOJBHUX PHI,
NOTPIOHO 3BECTH BCl HAsIBHI aCE€TU Ta KOMIOHEHTH mozeni y pymii Unreal Engine
Bepcii 5.4. Tlepen mouatkoM poOoTH OYJI0 3aBaHTaXKEHO PsJl IUIAriHIB, SIK1 OyIyTh
noTpioH1 A poOOTH:

— Movie Render Queue (Hamae BHCOKOSIKICHI pe3yibratd Juisi (DiabMiB.
Cuctema 3a0e3neuye TOKAIPOBUN PEHIEPUHT 31 3MIIa/HKYBaHHIM, MIATPHUMKOIO
BUCOKOI PpO3JUTBHOI 3MaTHOCTI Ta MPOXOJaMH PEHIEPUHTY — TJIMOWHA, MAacCKH,
ocitieHHs, —a Takox LUT, konboponoiiom ACES 1 6aratornoTokoBor 00poOKoro);

— Animation Locomotion Library (cuctema s aHimarii Ha OCHOBI MacHBY
naHux. Bkiroyae i HCTpYMEHTH Ta HA0OpH aHIMAIIiT U aIalITHBHOTO TIEPEMIIIISHHS
NEPCOHAXIB 3 BUKOPUCTAHHSM 3TIa/PKeHHs Y3TO/KeHHs pyxiB, IK, BUKpuBieHHs
KpPOKY Ta IIaBHOTO moBoporty. [lparitoe B peanbHOMY 4aci, n1o0 OUIbII MTPUPOTHO
MOETHYBATH Ta KOHTPOJIFOBATH JIOTIKY PYXY);

— Pose Search (cuctema Bkiaoyae B cebe 0asy maHMX 1 (pEeHMBOPK IS
MOIIYKY aHIMamiHuX 103. MDYHKIIOHYE IS Y3TOJDKCHHS PYyXiB, BHOHUpAIOUH
leallbHy HACTYIHY T03y aHIMallii MIJITXOM aHali3y CTaHy MepCcOoHa)a Ha OCHOBI
30epexkeHnX maHuxX mpo mo3y. Cucrema J[03BOJIIE CTBOPIOBATH ABTOMATHUYHI
aHIMaIliliH1 peakxiiii, AKi He TOTPEOYIOTh pyYHOTO CTBOPEHHS MEPEXO/IIB);

— Motion Warping (o3BoJisie KOpUTyBaTH aHIMAI[it0 PYXy KOPSHEBOI KiICTKH
root bone B peasbHOMY 4aci);

— Animaton Warping (BHKpHBIIEHHSI PYXiB CTa€ OUIBII THYYKHM 3aBISKU
MOKpAIIeHOMY KOHTpoto nedopmartii kictok. Cucrema 103BOJSIE KOPUCTyBaYaM
TOYHO MaHIMYJIIOBATH PyXaMu KiHIIIBOK, TyJTy0a Ta HIr 3a JJOMOMOT OO HaJallTyBaHb
IK y moegHaHH1 3 peryJitoBaHHSIM MOJ0KEHHS KICTOK M1 yac BiaTBOpeHHs. Cuctema

yCcyBae MpoOJieMU KOB3aHHS HIr, 3amnooirarouud aptedakraM CKpydyyBaHHS, 1
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MOKpallye 3MIIIyBaHHSA JUisi MoAauikamiid aHiMamii, $KI aJantyloTbed [0
JUHAMIYHUX YMOB);

— Chooser (cuctema MpUIHATTS PIillICHb, sSIKA MPAIIOE€ HA OCHOBI BBEICHUX
JaHUX, BUOMPAE aHIMAIlIIO pa3oM 3i crierieheKkTaMu a0o JIOT1KOI0 Ha OCHOBI BXIHUX
3MIHHUX 200 KOHTEKCTHUX TET1B);

— Deformer Graph (Bi3yaneHa cucteMa BimoOpakeHHsS nedopmairlii, Mo
onepye uepe3 GPU, no3Bosisie cTBOproBaTH Jedopmarlito BEpIIMH 1 CITKH B
peaspHOMY 4aci 3a JomoMoroio rpadiB Ha OCHOBI By3iiB. BUKOpUCTOBYEThCS IS
ML nedopmaropis, animarii oonugusi, epexTiB TkanuHU FX).

OxpiM MIariHiB, Takok OynM 3MiHEH1 JesKl HaJallTyBaHHS pylIis. Y MEHIO
Project Settings Oyno BBiMKHeHO omilito Enable Virtual Texture Support Ta Enable
Virtual Texture on Texture Import — HamamTyBaHHS 103BOJSIE BUKOPHUCTOBYBATH
UDIMS, koXHY €eKcTpa TEKCTypy sl 00’€KTy He MOTpiOHO oOupaTu 1Bidi, BCI

306pa)KGHHH JJIL TICBHOT'O THUITY TCKCTYPY 3daBAHTAKATHCSA daBTOMATUYHO.

8.2 HanamryBaHHs MaTepiajiB

[Ticns Toro, sik BCi MOTPiOHI aceTH, BKIIFOYAIOYH MOJIEh, TEKCTYPH Ta CKEJIET,
Oynu IMIIOPTOBaHI 70 pyIis, Oylo po3moyaTo po3poOKy 0a30BOro Marepiaiy, iKW
Oyae BUKOPUCTOBYBATHCS 1Jist OU1bIocTi 00’ exTiB. Penaktop HoniB B Unreal Engine
JI03BOJISIE CTBOPIOBATH JIBa THUMNHU MmarepiaiiB — Maiictep-marepian Ta JlodipHiit
Matepian. Maiictep-marepian Mae BiMOBIATH KOHKPETHOMY THITy Marepiaiy, 110
PO3pOOIISIETHCS, Ta MICTUTH YC1 TIOTPIOHI HOMM, 3HAYCHHS SIKUX MOXKHA 3MIHIOBATH
Ha oTpeldy y MovipHiX MaTtepianax. Tak, HapUKIad, s CTAaHAAPTHOTO MaTepiary,
o 1MITye MeTal, TJIACTHK, MTYy4YHYy MKipy, OyB Bukopuctanuii Default Lit. [{ns
MaTepialliB MKipu OO0NMYYs, HAMIBIPO30pUX MaTepiaiiB Oyiau BUKOPUCTAHI 1HIII
moneni, Taki sk Subsurface Skin, Transparent. Homna cTpykTypa Marepiamy
BUKOpHUCTOBYBajia Taki onepaiii, ik Multiply, Lerp, CheapContrast, Invert. Hogna

JIOTiKa MaTepiaidy J03BOJsi€ 3MIHIOBaTH 3HAYEHHS, KOHTPAcT Ta SICKPaBICThb
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TEeKCTypH, 1110 Oyna immopTtoBaHa 3 Substance Painter, Takum 4uHOM, 3MEHIIIEHA
norpeda B iITepallii TEKCTYp 31 CTOPOHHBOT IPOTrPaMHU.

VY nodipHpoMy MaTepiajii 3MiHA HapaMeTpiB BinOyBAae€ThCS 3a JTOMOMOIOIO
3MIHM 3Ha4eHb B ciaiepax. Tak, Hanpukiaa, A TEKCTYPH MOPCTKOCTI O0IMYYs
OyB nonaHuii Moau(ikarop, KU JO3BOJIAE€ BUCBITIUTH YU 3aTEMHUTH TEKCTYDY,
3HaueHHsI, sike Oyno gomaHe 10 TekcTtypu — 0.9, BOHO poOuUTh OONHMYYS MEHII

HIOPCTKUM Ta CyXHUM, OUTBII BOJIOTUM Ta 6Juckyuum (puc. 8.1).

Pucynok 8.1 — JlouipHiii MaTepian mKipu o0mmadst

CtBopeHHS oduel i1 MEPCOHaKa € HEMPOCTOI0 337a4€i0 SIK B XyIO)KHbOMY
TUTaHi, Yepe3 CBOIO BUPA3HICTH Ta 3aaM ITOBaHICTh, TAK 1 Yepe3 TEXHIUHY CKIIQTHICTh
CTBOpEHHS MmIeiaepy oueid. JIromceke OKO Mae CKIagHy CTPYKTYPY, 1 CKIQIAeThes 3
JICKUTBKOX IapiB, SIKi CTBOPIOIOTH KOMIUIEKCHHH CBITJIO-TIHBOBUH PHUCYHOK Ha
paiinyxHiii obomnonii. J[yis cTBOpeHHs Takoro edexty B 3D BUKOPUCTOBYETHCS
CKJIaZiJHA HOAHA CTPYKTypa, 3ail0loud Biapa3y 5 Tekctyp. KomriuiekcHa cuctema

CTBOPIOE €(eKT IMapanakcy, KMl IMITye BHYTPIIIHIA OPOCTIp OKa, TOOTO MIap MIXK
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pOriBKOIO Ta 31HUIEI0. /|11 CTBOpEeHHS M’SKOro €(EeKTy CKJIEpU Ta HaTypaidbHOCTI
3aCTOCOBYETHCS €(DEKT MIATOBEPXHEBOTO PO3CIFOBAHHS, TAK CAMO, SIK 1 JIJIsl BCI€1 HIKIpH
nepcoHaxka. Tekctypa 3ariHeHHs (Ambient Occlusion) BUKOPUCTOBYETBCS st
penbedy paiy>kHOi 000JIOHKH, HaJalouu 00’€M BHYTPIIIHIM YacTuHI oka. Takum
YMHOM, BUKOPUCTOBYIOUM JIMILE TMPOCTY MOJAEIb OKa, i HaJaeTbcs BKpai
peaylicTHYHUN Ta BUpa3Huil epexT. CrannaptHuil Mmarepian oueit Big Unreal Engine
TaKOX JT03BOJISIE BAKOPUCTOBYBATH BJIACHI HAJAIITYBaHHs MaTepiaiy.

Tax sik peHjiep y peaibHOMY 4aci He Ma€ MOKJIMBOCTI BIIKUHYTH TiHb Ha OKO,
JUISL CTBOPEHHSI OUIBII PeasicTUYHOro e(eKTy po3TallyBaHHS OKa B OYHHII Oyna

JI0JlaHa J1I01aTKOBA MOJIEJIb, 1110 CTBOPIOE 3aTiHEHHs Ha o1l (puc. 8.2).

Pucynok 8.2 — Illeitnep oxa
8.3 HanmamyBaHHs CBIT/IAa Ta PEHAEPY

Jlist cratngHOTrO peHiepy OyB CTBOPEHMI HOBUIA PIBEHb, 1100 PO3MICTUTH Ha
HhOMY Bci moTpibni acetu. Tak sik Unreal Engine 30epirae Bci 3MiHM B acer
MEepPCOHaXKa, MOXKHA AYOJIFOBaTH TEPCOHAXKa MDK PIBHSIMH, Ta BCl 3MIHH OYyIyTh
OJTHOYACHO BHOCHUTHCS. Monens epcoHa)xa po3MillieHa y HYIbOBUX KOOpPJUHATAX
31 3BUYaiHUM MaciTabom, 611 Hel Oyio JomaHo 4 pKepena CBITIA, sIKi OCBITIIOIThH

MOJIENb 3 PI3HUX CTOPiH, CTBOPIOIOYH PIBHOMIPHUH, «UUCTHI peHep (puc. 8.3).
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Pucynok 8.3 — Cxema po3ranryBaHHsI J)Kepell CBITJIa B CIISHI

Jlo cuenn Oyno nmomaHo enemeHTH PostProcessVolume — me cnenmdiuni
HaJAIITyBaHHS JJIsl CIEHH, B sSIKii po3mimieHo eixemeHT. [Iporec Moxe 3MIHIOBATH
HaJIAITYBaHHS CBITJIA, TiH1, 3SMIHIOBATH TEXHOJIOT'110, IKa BAUKOPUCTOBYETHCS ITiJT Yac
pennepy. s miei ciienn Oyma oopana omis Infinite Extent, mo poOuth enemMeHT
HEOOMEXEHUM 3a PO3MIPOM Ta BIUIMBAE Ha BCIO CIIEHY LIUIKOM. Y Tapamerpax
enementy OyB momanuii edekr Chromatic Abberation 31 crtyminaio 0.8 s
CTBOpPEHHS OUTBIN ITikKaBOro edekTy rmubunu ta Qyrypusmy. Takox Oynu 3MiHEHi
HajamrTyBaHHS peHnepy: Transluceny Type Raster — 3miHIO€ anroput™m, sIKWi
00po0:II0€ HAMIBIIPO30pi MaTepiaiu, M OUTBII KOPEKTHOTO PEHACPUHTY OYell Ta
ckna; Ray Lighting Model Hit Lighting for Reflection — mpocyHena texHomoris
00poOKM TIpPOMEHIB, sKa Jae OuIbIn peamictudHe 3ariHeHHS; Lumen Reflections
Quality 2 — y nBa pa3u 301IBIIIYE SKICTh BiJICKOKIB CBITJIa, MOXKEe OyTH HEIIOMITHE Ha
PiBHI, OJHAK, IT1/1 YaC PEHJEePY MOXKE CYTTEBO IMiJIBUIIUTH SKICTh CBITJIA.

JUIsi peHAepuHTy KOKHOTO CTaTHYHOTO Kajapy Oyrma jJojaHa kKamepa 3

(d1KCOBaHUM MOJOKEHHSIM. BibIIicTh KamMep Mae GoKycHY BincTanb 50, HailbnK4ya
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10 o0nuyysi BUKOpUcTOBYe 85. Y mammi mpoekTy OyB cTBopeHuil enemeHT Level
Sequence, B KU IMOOPTYIOTBCS MOTPIOH1 JUIsl peHAepy KaMepu Ta 00’ €KTH, SKi
OynyTh a"imyBatucs. Ilepen pengepuHroMm Oyiao MPOBEACHE HalallITyBaHHS, 1100
BIICBHUTUCSI B KOPEKTHOCTI BCIX HallallITyBaHb, 30KpeMa ¢opMar BHUBOIY
300paxkeHHs, Ta Micie BuBoay. [l peHAEpUHTY Yy peajlbHOMY daci
BUKOpHCTOBY€eThes omiisi Deferred Rendering, nesixi 300paxeHHs1, Taki Ak OIM3bKi
KaJ[p1, BUKOPUCTOBYBAJIM NPOCYHEHUH peHaepunr, noctynuuii y Unreal Engine —
Path Tracer — BiH € AOBIIMM, TIPOTE J1a€ OUTBIN PEaiCTUYHY MOBEAIHKY CBITIA,
30KpeMa y TMO€JHAHHI 3 MareplajamM IIKipu Ta ckia. byB oOpanHuil pexum
3mapkyBanHs Temporal Anti-Aliasing (TAA) 31 3nauenssm 128. Takox nomano 3
JOJATKOBUX KOHCOJIBHMX KOMaH/IH, sIK1 HACUJIBHO 3MIHIOIOTH ITI00aJIbHI TapaMeTpH:
r.MotionBlurQuality 0; r.DepthOfFieldQuality 4; r. Temporal AASamples 128.

Otpumani pennepu Oyiau 30epekeHl A0 BIJMOBIAHOT MaNKd MPOEKTY y

dbopmaru png.

8.4 IMmopT Ta HaNaIITyBaHHS aHIMAaIIii

st ctBopenHs a"imartiii B Unreal Engine st mepconaka Oyna BUKOpUCTaHa
BOy/lOBaHa cucTema aHiMamiii Motion Matching. 3aBaskm mornepeaHbOMY
HaJalITyBaHHIO CKPUNTIB, 0a30BUil, HaJaHUI po3poOHUKOM, piBeHb Game Sample
Project craB mocTymHmit s mMoaudikaiii Ta 3aMIIMIEHHS CTaHIAPTHOI MOACHI
Ha BJIACHY.

[Ticns HamamTyBaHHS CEpeqOBHUINA MPOBOIUTHCS 3aCTOCYBAaHHS BOYIOBaHUX
aHIMaIliii 1o caMoro irpoBoro mepcoHaka. Ha modarky 3ammycKaeThcsi IPOoIecC
nepeHaruroBanHs  animariii  (Retarget Animation), mns doro OyB BuOpaHHUit
crangaptauii  OmonpuHT TmiepcoHaxka ABP_Sandbox Character, Ta o006pano
«Retarget Animations» (Ilepenaminutu animariii). Y giajJoroBoMmy BiKHI
BUOMPAETHCSI CKEJIET MEpPCOHaXka, a MepeHallIeHl aHIMallll eKCHOPTYIThCS, A0
CHeIiadbHOI TMAaNKu TPOEKTy. BaxImBUM KpPOKOM TYT € TIepeHMEHYBaHHS

aBTomatuuHo 3reHepoBaHoro pecypcey IK Retargeter (RTG) na inentudikartop, mo
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3aMaM'siTOBYEThCA, TaK SK y MOMAJBIIOMY Ha3Ba MEpcoHaXka Oyae BUKOPUCTaHA Y
HaJAIITyBaHHI IHIIUX OJMIONPUHTIB.

[TigroryBaBimu aHimarlii, Ha HaCTYIIHOMY €Tall NOTPIOHO OHOBUTH IIAOJIOH
ABP_GenericRetarget, skuii MoxxkHa 3HaiitTu B po3aunl  Blueprints >
RetargetedCharacters. Ycepenuni nporo mabioHy notpioHo 3MiHuTH Retargeter
Map y pozauni Default Values. o 1i€i Mmanu qoqa€eThCcsi HOBUM €IEMEHT, a 10 HOro
MoJisi hame BCTaBIIAE€ThCS paHinie ckomiioBaHa HazBa RTG. BigmoBimHuii akTuB
RTG mnotiM mnpuszHayaeTbcs 10 IOTO HOBOro 3amucy. Ilicist xoMminsmii Ta
30epeKeHHsI CTBOPIOETHCS TUIAH CHUMBONY JJisi oOpaHoro mepconaxka. lle Oymo
3pO0JICHO TUISIXOM JYyOJNIOBaHHSI ICHYIOUOTO I1a0JOHY TMEpCOHaka B Mamill
RetargetedCharacters 1 mepeliMeHyBaHHS MOTO BiIMOBIAHUM YHUHOM. Y IIHOMY
HOBOCTBOpeHOMY m1a0noHi kommoHeHT Skeletal Mesh Oyne ownoBneno s
BUKOPHUCTAHHS CiTKH MEPCOHAXKA, 1, III0 BaXJIMBO, HOTO BIAcTUBICTh Tag Ha maHemi
Details (lerani) mae OyTu BCTaHOBJIEHA Ha CKoIilioBaHy Ha3By RTG.

[Ilo6 3poOuTH HOBOTO MEpPCOHa)Ka JOCTYMHUM JJigi BUOOPY B Tpi, Oyio
Bijpenaroano BipkeT GameAnimationWidget (po3ramoBanuii y mamii Widgets).
VYV penaktopi UMG nyOnroeThcsi HasiBHa KHONKa BHOOpY IHepcoHaxa, a il
BracTuBicTh Object mnepeHanamTOBYETHCS TakK, 00 BOHA BKa3dyBaja Ha
HOBOCTBOPEHUH 1Ia0JIOH MEePCOHAXKA.

Jlns Toro, o0 mepcoHak aBTOMaTHYHO OYB ITPOBHM ITiCIIs 3aITyCKY PIBHS, Y
naneni World Settings y sikocti Default Pawn Class 6yno o6pano HOBOCTBOpeHH

OJIOTIPUHT TIEPCOHAXKA.
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9 TECTYBAHHS JIEMO-BEPCII JOJIATKY PA30M 3 MOJIEJUTIO

[Ilo6 nOCTOBIpHO MEPEBIPUTH CHPABHICTH MOJAENI Yy CHPaBXKHIX ITPOBUX
yMoOBax, OyB CTBOpEHHUI crelialbHUi TecToBUl piBeHb Ha pymii Unreal Engine.
Lle#t piBeHb JOMOMIT HE JIMILIE OLIIHUTH CaMy MOJEJIb, ajle i peTeIbHO MPOTECTYBaTH
BCl aHiMarlii mepcoHaxka. Ha ioro ocHOB1 OynM MIATOTOBJICHI MaTepiaiu st
Tpeiisiepa Ta IpoMO-MaTepiany JUIst MPE3eHTaIlii TPOEKTY.

st poGotu OyB B3siTui Bxke roToBuii mpoekT Big Unreal Engine — Game
Animation Sample Project. Po3poOnukamu pyuiiss OyB CTBOpEHUMN 1€ MPOTOTHII,
00 JeMOHCTPYBAaTH Ta TECTyBaTH HOBI aHIMAlliiHI TEXHIKM ¥ MepeBIpsATH, 5K
NPAaLIOIOTh CKJIAaJHI CUCTEMHU pUTIHTY mnepcoHaxiB. Illo BaximBo, 1ei 3pa3ok
nonanmu 1o Unreal Engine came 3 BuxomoM Bepcii 5.4, MO MiATBEPIKYE HOTO
AKTYaJIbHICTD 1 CYMICHICTh 3 HAHOBIITUMHU TEXHOJIOTIIMH PYIITis.

[Io6 mepeHecTH MOMEIH MEPCOHAXKA Pa3oM 3 yciMa MOTpIOHUMHU aceTamMu —
MmarepiajaMy, TEKCTypaMH Ta aHIMalisIMH — y HOBUM NMPOEKT, OyB BUKOPUCTAHUIL
BOy/oBaHMI iHCTpymMeHT Migrate. Llelt I1HCTpYMEHT [O3BOJIIE TOBHICTIO

MePEMICTHTH BC1 KOMIIOHEHTH, 30epirarouu iXHi 3B’ I3KH Ta IUTICHICTH (puc. 9.1-9.2).

L

CBP_NeonGirl

Blueprint Class

Pucynok 9.1 — AceT 3 npuKpimieHUMHU aHIMalliIMH, TEKCTypaMu
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Cancel

Pucynok 9.2 — Inctpyment Migrate

[Ticas Toro, sk MojeNb Oyila IPOTECTOBaHA B YMOBAaX, MAKCUMaIbHO CXOXKHX
Ha peajbHI (BKJIFOYHO 3 THM, SIK BOHA B3aeMoji€ 3 oTodeHHAM (puc. 9.3)), Oymo
JIOBEIEHO, 110 aCET MOBHICTIO BIAMOBIAAE 1 TEXHIYHUM BHMOTaM, 1 3arajIbHUM ILIUISIM

MIPOEKTY.

Pucynok 9.3 — Mogeinb Ha TECTOBOMY PIBHI
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10 EKOHOMIYHA YACTHUHA

VY pe3ynbTaTi BUKOHAaHHS KBaJlidikauiiHoi podotu ctBopeHo 3D-nepcoHaxa
JUIsL 1HTerpauii B IrpoBe cepenoBulle. BrnpoBaykeHHS Takoro NEpcOHaXa €
JIOUUTPHAM y paMKax PO3IIMPEHHS KOHTEHTY IrPOBOTO MPOAYKTY Ta IMiJBUIICHHS
fioro Bi3yaJibHOT PUBAOIUBOCTI.

JIOLUTBHICTh PO3POOKH TMOJIATAE B MOYKJIMBOCTI BUKOPUCTAHHS MEPCOHAXKA B
KOMEpUIHHUX mpoekTax (irpu, Tpeiliepu, MapkeTHHTroBi Mmarepianu). [Ipoext
OLIIHIOETHCS 3 MO3ULII BUTPAT HA PO3pOOKY Ta MOTEHLIMHOro MpuOyTKY Bix Horo
peanizairii abo iHTerparii.

Ha punky 3D-mopeneil icHye 3Ha4Ha KUIbKICTh PO3POOHUKIB Ta CTY/IH, 1110
CTBOPIOIOTH 3D-nepcoHaxkiB, BKIIOYAIOUM 1HIIUX (PpilaHCEPIB-XYI0KHUKIB, CTYI1T
3D-MonentoBaHHS Ta MOAENI, JOCTYIHI Ha CTOKOBUX caiTax. KoHKypeHTHUMU
nepeBaraMu JIaHoi MOJeNl € 11 yHIKadbHUW XyHOXKHIA CTWIb Ta AW3aiiH, BUCOKA
TEeXHIYHA SKICTh BUKOHaHHA (omTumizailiss, PBR-texctypm, sxicHmii pir) Ta
BIJIMOBIIHICT, BuUMoraM nonyiasipaoro pyimris Unreal Engine, mo cyrreBo
IepeBepIIye TMPOMO3UIlli 3 MEHII SKICHUMH po3poOkamu. [liHoBa momiTHKa
KOHKYPEHTIB BapIIOETHCS 3aJICKHO BiJl CKIIAIHOCTI, SIKOCT1, HAsIBHOCTI aHIMaIliid Ta
E€KCKJIFO3UBHOCTI MOJIEITI.

st kommaHii-BUpOOHMKA BIPTyallbHUX AaceTIB I KOMITHOTEPHUX Irop
JDKEpPEJIOM JIOXOIy € MPOAaXK PO3poOJeHUX MoJesell y eKCKIIto3uBHIM (hopmi abo
MacoBO Ha BIIPUTUX OHJIAH MapkeTmuielicax. Kananu 30yTy mMofmeni BKIIOYAIOTh
OHJIaH-MapkeTIuielicn mudpoBux aktuBiB  (Hampukian, Unreal Engine
Marketplace, Unity Asset Store, ArtStation Marketplace), mpsimi mpomaxi cTymism
pPO3pOOKH Ta BUKOPUCTAHHS y BIACHUX KOMEpLIMHHUX MpoekTax. PUHOK irpoBoi
iHAycTpii Ta MUQPPOBOTO KOHTEHTY CTAOUIBHO 3pOCTa€, IO 3yMOBIIOE€ 3HAYHHMA

MOOUT HA BUCOKOSAKICHI 3D-Momeni.
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JIns 3aMOBHHKIB, JIKEPEJIOM €KOHOMIT € KyMiBIsS CTOKOBUX, TOOTO
HEYHIKaJIbHUX MOJENEeN ISl TPOTOTUITYBAaHHS, TECTUHTY PaHHIX BEpCId TOJIATKIB;
ontuMizanis ctBopeHHs1 3D-aceTiB uepe3 BrpoBamkeHHs LI texHomnorii y eranu
TEXHIYHOI Ta XYI0KHBOI PO3POOKH, TAKOK BUKOPUCTAHHS MOBHICTIO BiJJaJIEHOT
poOOTH HaJa€e MOXJIMBICTh E€KOHOMHTH Ha OpPEHJl NPUMIIIEHHS Ta OIJaTi
€JIEKTPOCHEPT1i.

Etanu po3poOku neranbHO OmHMcaHi B OCHOBHIM YacTHHI KBajiikaiiifHo1
poOOTH 1 BKIIFOUAIOTh aHaJli3 KOHIICTITY, CKYJIBIITHHT, MOJEITIOBAHHSI, PETOTIONOTIIO,
UV-po3ropTKy, 3ammikaHHs TEKCTYp, TEKCTypyBaHHS, CTBOPESHHS BOJIOCCS, PITTIHT Ta
iHTerparmito B Unreal Engine. HeoOximHi pecypcu st po3pOOKH BKIIIOYAIOThH
nporpamue 3abe3neueHHs (Autodesk Maya, Maxon ZBrush, Adobe Substance
Painter, FiberShop, Unreal Engine, Mixamo), notyxxuuii [1K Ta mronceki pecypcu
(B mJaHOMY BHIIQJKy — OIHWH PO3POOHHUK). 3riIHO 3 KaJlCHIAPHHM IUTAHOM, €TaIl
"Po3po6ka 13" TpusaB npubnuzno 3 16.04.2025 no 10.05.2025.

CrBopenns 3D-moneni nepconaxa s Unreal Engine Bkittodae Taki eranu:

— KOHIENTYyaJli3alligl Ta IOoINepeHe MOACTIOBaHHS (aHal3 XYJAO0KHBOTO
CTIJIIO Ta  KOHUENTYy  T[EpCOHa)xka, CTBOpeHHA  0OazoBux  3D-dopwm,
BHCOKOTIOJIITOHATBHUN CKYJBIITHHT (0c00JIMBO 00myusi) B ZBrush);

— OmTHMI3aIlis reoMeTpii Moieni (onTUMi3allisi BACOKOACTAII30BaHOT MOIET1
gyepe3 PeTOnoJIorio (CTBOPEHHS HU3bKOTIOIIrOHAIbHOI CiTKK) B Autodesk Maya);

— cTBOpeHHsa TekcTtyp (3amikanHs kapT (Normal, AO Ta iH.) 3
BHUCOKOITOJIITOHAIBHOT MOJIEJI HAa HU3bKOMOMIroHanbHy. CTBOPEHHS pPealiCTHYHUX
PBR-tekcTyp Ta matepiamiB);

— po3poOKa eIeMEeHTIB BOJIOCCS (MOJICTIOBAHHS T€OMETPii MacoM BOJIOCCS Ta
CTBOPEHHS CIEIiali30BaHUX TEKCTYD);

— pirriHr (CTBOPEHHS CKENETHOI CHCTeMHU (PITy) IJis aHiMaIlii: po3MIIIeHHs
KICTOK Ta CKIHIHT);

— 1HTerpailisi Ta HaJAlITyBaHHS B IrPOBOMY pyIiIii (IMIOPT MOJIENI, CKEJIETY
ta Texkctyp B Unreal Engine. HanamryBanHsi maTtepiajiiB, OCBITJICHHSI CLIEHH Ta

rapaMeTpiB peHJiepy AJisl IeMOHCTpallli);
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— HaJIalITyBaHHS aHiMauii (pobora 3 animaniamu B Unreal Engine).

[IpocyBanHa Mopneni nepeadayae CTBOpeHHs Moprdonio Ha miardopmax

ArtStation, Behance, my0Ouikariito peHiepiB Ta 1€MOHCTpaLIiHUX POJIUKIB, y4acTh y

npodeciiHuX CiIbHOTaX Ta GopyMax, a TAKOXK PO3MIILIEHHS Ha MapKeTIUIecax.

VY cob6iBapTicTh po3poOku 3D-Momeni BXOASITh HACTYIHI CTAaTTI BUTPAT:

— OCHOBHA 3ap00iTHA TJIaTa;

— J0J1aTKOBA 3ap00iTHA TIJIaTa;

— €IVHUHU COoIllaJbHUM BHECOK;

— BUTPATH Ha MpoOrpamMHe 3a0e3MneueHHs

Po3pobkoro momeni momiOHOT SKOCTI 1 CKJIQAHOCTI MOXYTh 3alMarucs

2 daxisii:

CKyJIbITOp-MOne/iep (BiAMOBiAaIBHUN 3a CTBOPEHHS MOJENl, il

ONTHUMI3aIlII0 Ta TEKCTYpYyBaHHS), a TaKOX TEXHIUHUU XYyINOKHHK / aHIMaTop

(BIAMOBIAIBHUM 3a IHTETpallil0 JO IrpoBOrO PyIlis Ta aHiMalii. 3apruiara

monemnepa — 100,00 rpu/rox, TexHiyHOro XymoxkHuka — 120,00 rpH/ ro.

Po3paxyHok ocHOBHO1 3apo0iTHOI mati HaBeneHo y Tabmumi 9.1. Ilpu npomy

TPUBAJICTh poO0uoro AHS 8 ronuH. 3D-Moaenb po3poOIIeEThCs A0 3 THKHIB.

Tabmuns 9.1 — Po3paxyHok 3apo06iTHOT rutaTu

Buxonasenp I'oquuna | TpuBasicTs
) Kine- CTaBKa, | BHKOHaHHs,| 3apo0iTHa
Eran Bua pobir . .
KICTB,| IOcaja TpH JTH1 njara, rpH
oc.
1. MonenroBaHHsa CrBopenms 31 Mozem, THXEHED 100,00 6 4800,00
CKYJBIITHHT
2. TexkctypuHr CTBOpeHHs SORCTYP 1 muzarinep | 100,00 5 4000,00
IUTSL MOJIENIEN
3. Texuiumna ITinrorska Ta Texuiusa
. ONTHUMI3alLlig MOJAET Y nporpamict| 120,00 0,5 480,00
MMATOTOBKA
pymin
CrBOpEHHS pUry nporpamict | 120,00 0,5 480,00
4. Animanis ggopeﬁii aimial\u;; 1 nporpamict | 120,00 3 2880,00
OPCHHA CHCTE nporpamict | 120,00 1 960,00
KEepyBaHHS y Tpi
Pazom 16 13600,00
JlonatkoBa 3apo6itHa miata (20 %) 2720,00
VYeworo 16320,00
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CraBka €IMHOTO COLIIAJIBHOIO BHECKY CTaHOBUTb 22 % Bl BEJIUYUHU
OCHOBHOI 1 JOJATKOBOI 3ap0O0OITHOT MJIaTH:

(13600,00 +2720,00) * 0,22 = 3590,40 rpH.

Jlo IHIIMX BUTPAT CIiJ BIHECTH BUTPATH HA IPOrpaMHi 3acoOH, Taki fK:
ZBrush — 16800,00 rpa/pik, Autodesk Maya — 20000,00 rpu/pik, Fibershop -
2000,00 rpu/pik, Substance 3d Painter —12000,00 rpu/pik. 3 BpaxyBaHHSM TOTO, 1110

po3pobka TpuBarume 20 AHIB BUTPATU HA MPOrpaMHi MPOAYKTH CKIATYTh:

((16800,00 + 20000,00 + 2000,00 + 12000,00) /365) * 16 = 2226,85 rpH.

Po3zpaxyemo coOiBapTicTh po3podku 3D-moneni:

16320,00 + 3590,40 + 2226,85 = 22137,25 rpH.

Pospaxyemo cymy mpuOyTKy Bin peanizaiiii po3poOku (BUXOISAYN 3 PIBHSA

penTabensHocTi 30 %):

22137,25 * 0,3 = 6641,18 rpH.

Pozpaxyemo miny po3pobku moaeni 6e3 mogatky Ha noaany Bapricts (I1IB):

22137,25 + 6641,18 = 28778,43 rpH.

Pospaxyemo cymy I1JIB, mo nopisaroe 20 % Bix 1minu 6e3 I1/IB:

28778,43 * 0,2 = 5755,69 rpH.
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3 ypaxyBaHHSM MPOBEACHUX PO3PAXyHKIB I[1HAa po3poOku Mozeni 3 [1/]B:

28778,43 + 5755,69 = 34534,11 rpH.

Pe3ynbpTaTi po3paxyHKiB HaBeI€HO y TaOuIll 8.2.

Tabnuus 9.2 — Po3paxyHOk BUTpaT Ha pPO3pOOKYy Mojei

No CratTs BUTpaT Cyma, TpH
1 OcHoBHa 3apo0iTHa miaTta 13600,00
2 | HonarkoBa 3apo0iTHa miaTa 2720,00
3 €IMHUN colllalbHUN BHECOK 3590,40
5 Butpatu Ha nmporpaMHe 3a0e3neueHHs 2226,85
6 Co0iBapTicTh pO3POOKU CANTY 22137,25
7 | IlpuOyTokx 6641,18
8 | Lina 6e3 I1]1B 28778,43
9 | Ilomarox Ha momany Bapricts (I1/IB) 5755,69
10 | Iina 3 ypaxyBanusm [1/1B 34534,11

Takum uYMHOM, y pe3yiabTaTi BUKOHAHHS CKOHOMIYHOI YacTUHH, OYyiI0
BHU3HAUCHO, 1[0 TOBHA BapTICTh po3poOku Moxeni nopiBHioe 34534,11 rpH.
Po3po6xoro 3aiimanucs nBa axiBili mpotsroM 16 podouux auiB. [IpubyTok ckiagae

6641,18 TpH, 110 CBITYUTH TIPO IOILIBHICTH PO3POOKH.
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BHUCHOBOK

VY xomi poOOTHM HaA CTBOPEHHSM TPUBHUMIPHOI MOJENl MEPCOHa)Ka s
IrpoBOro pyuliss Oyiau mpoaHadi30BaHl TEHACHII PUHKY KOMII IOTEpHHUX irop Ta
po3pobok 3D aceriB. bynu po3poOieHi TeXHIYHI BHUMOTH, IMPOAHATI30BaHO Ta
BTIJIEHO XYJIOKHIO KOHIIeIIif0. OcoOmBy yBary Oyino 30CcepeKeHO Ha BUMOTax JI0
TornoJsorii citku, skocti UV-posroprok, PBR-MatepianiB Ta 3aranbHiii roOTOBHOCTI
MOJ€el 10 aHiMarrii.

JUIsi OCHOBHOTO eTamy MOJENIOBAHHS Ta CKYJIBNTHUHTY OYJI0 3aisHO
nporpamy ZBrush, mo 103BONWIO JOCATTH BHUCOKOTO pIiBHS JeTajizalii Ta
aHaromiyHoi ToyHocTi. Peromnosoris, ctBopenHs UV-po3roprok Ta MoaemtOBaHHS
BUKOHYBasncsa B Autodesk Maya st 3a0e3neueHHst ONTUMAJIbHOT CITKU, TPUIATHOT
JUISl ITPOBHMX 3aCTOCYHKIB. J[JIi CTBOpEHHSI peaNicCTUYHUX Ta I[IKABUX TEKCTyp Ta
PBR-marepianiB 6yno oOpano Substance Painter.

JIis pakTU4HO1 MEepeBipKH MOJENl B yMOBaX, HAONMKEHHUX JI0 pEabHUX,
TECTYBaHHS 1 B3a€MOJI1i 3 aHIMAIIIMHIMH CUCTEMaMH Ta MITOTOBKHU ITPOMO-MaTepialiiB
Oyno npoOHwuii piBeHb B irpoBoMy pymrii Unreal Engine. 3o0kpema, Moziens nepcoHaxa
pa3oM 3 yciMa aceraMu — MaTepiajiaMu, TeKCTypaMHu Ta 0a30BUMH aHIMaIlisiMu — Oyra
iMmnoproBana y npoekT Game Animation Sample Project.

Pesynbratn BunpoOyBanus mozeni B Unreal Engine moBHICTIO MiATBEpANIN
BIIMMOBITHICTh aceTiB 3asBJICHUM TEXHIYHUM XapaKTEPUCTHUKAM, XyTOXKHIM ILIIM
MIPOEKTY, a TAKOK TOTOBHICTh MOJIEIIi 0 BUKOPUCTAHHS Y CTBOPEHHI I'pH, aHIMaIliH,
Ta KiHemMarorpadiyHUX pEeHIEPiB.

Taxox Oys0 IpoBeIeHE EKOHOMIYHE OOTPYHTYBAHHS MPOEKTY, TOBHA BaPTICTh

po3poOku moaeni ckiana 30011,62 rpH.
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