Iﬂ CeKuia 4 — 2D Ta 3D-rpadika, rpadiuHunit gm3aitH,
8 ynpaBAiHHA KOJIbOPOM

CIELIAJII3AIIIL 3D CHARACTER ARTISTS
Y BUPOBHUITBI IEPCOHAKA

Boexk O.B., ooyenm, kagpeopa MCT, XHYPE
Yeoomapwosa L. b., cmapwuii suxnaoau, kagpeopa MCT, XHYPE
Mapmunenxo F0.C., macicmpaum, kagpeopa MCT, XHYPE

Abstract. This paper examines the specialization of 3D character artists within the character
production pipeline in the digital content industry. It analyzes key roles involved in the creation of
characters, from concept art to technical implementation, and highlights the differences between
generalist and specialized approaches.
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VY cyuacH1i 1HIyCTpii HU(PPOBOrO KOHTEHTY — 30KpeMa B IeMMJEBI, KIHO Ta
aHiMaIlli — cTBopeHHs 3D-niepcoHaka € CKJIaAHUM OaraTOpiBHEBUM MPOLIECOM, IO
nepenbavae 3amydeHHsS (QaxiBIiB pizHUX HampsmiB [1-3,5,6]. 3 po3BuTKOM
TEXHOJIOT1M Ta 3pOCTaHHAM BHMOT JI0 BI3yaJIbHOI SIKOCTI BIJIOYBA€ThCS MEpEXif Bij
YVHIBEpCAIbHUX XYAOKHHUKIB J0 By3bKompoduibHux cremianictie. lle dopmye
CTPYKTypOBaHu# pipeline — BUpoOHHUYY CHCTEMY, Y MEXKax sIKOi KO>KEH eTarl BIATOBIae
32 OKpEMHUI aclieKT CTBOPEHHs (DIHAILHOTO MEPCOHAXKA.

Mertoto pocnipkeHHs € aHamii3 cremianizamiii 3D character artists y mporieci
CTBOPEHHSI MEPCOHAXKA, a TAKOXXK BU3HAYEHHS IX POJII B Cy4aCHOMY BHPOOHUIITBI B
1HAYCTpli IU(DPOBOTO KOHTEHTY.

SckpaBUM IPUKIIAJA0M € BUpOOHUIITBO NIepcoHaxiB y ctyaii Naughty Dog (cepii
Uncharted, The Last of Us). Pienp merasizaliii Mojeieli BETUKUX MPOEKTIB BUMArae
YITKOT'O PO3MOJILTY POJIEH MIXK CIIEL1aJIICTAMHU.

Ha mouyaTkoBOMYy eTaIli KJIIOYOBY POJIb Bimirpae concept artist, sxuii ¢popmye
Bi3yaJbHy MOBY MEpCOHa)xa. Y BEIMKUX CTYAISX II€ 9acTO OKpeMa KOMaH[a, IO
CITIBIIPAITIOE 3 APT-TUPEKIIIEI0 Ta HAPATUBHUM BIA1IOM, 320€3ME€UYH0UH BIATIOBITHICTh
MepCcoHaka 3arajlbHOMY CTWIIIO TPOekTy. llichs mporo mo pobOTH M0TydaroThCs
character modelers, siki CTBOPIOIOTh BUCOKOITOJIITOHAIBHI MOJICITI.

Y AAA-npoektax [4, 7] uel eran BKJIIOYAE HE JIUIIE XYIOXKHIO, a I TEXHIYHY
CKJIaJIOBY: HEOOX1JJHO BpaxOBYBaTH MailOyTHIO aHIMAITiIO, (PI3UKY Ta OOMEKEHHS PYIITis.

Jami BaxuBUMHU € criemiamzaiii retopology artist ta UV artist, siki anantyroTtsb
MOJIeINTb ISl aHIMallii Ta TekcTypyBaHHs. Y pipeline crynii Naughty Dog, nanpukian,
BEJIMKA yBara MpUAUIEThCA CTaHAApTH3AIll Tonojorii Ta eexktuBHii podoti 3 UV, 1o
JI03BOJISIE IIBUJIKO CTBOPIOBATH PI3HI Bapiallli NEPCOHAXKIB (30KpeMa oI ad0 CKIHM) .

HacTynuuii etan — cTBOpeHHs1 MarepiaiiB 1 TekcTyp. Texture artist ¢popmye
(diHaNBbHUN BUTIIA IOBEPXOHb, Npaitotoun 3 PBR-matepianamu. YV Beaukux cryaisx
I POJIb YacTo MOEAHYeThcsi abo posaiaserbes 3 100k development artist, sxwii
BI/ITIOBIIA€ 32 T€, K MEPCOHAXK BUTIISAAE B KOHKPETHOMY OCBITJICHHI Ta peHIEPI.

OkpemMuMU HampsMaMU € BY3bKI cHemiagizaiii, mo Hal0yJIu 0COOJIUBOTO
3HA4YCHHs OCTaHHIMM pokamu. Hanpukiam, grooming artist 3aiiMaeTbcsi CTBOPEHHSIM
BoJIoCcCs, OpiB 1 mepcri. AHajnoriuno, cloth artist mpaitoe Hag o rOM, BpaxoByrOUH
K XyJI0%KHI, TaK 1 ()13M4H1 BJACTUBOCTI TKAHUH.
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Ille oaniero BaxknuBoro posutio € technical artist, skuit BucTymmae MoCToM Mix
XyJIOKHUKaMHU Ta TMporpamictaMu. Taki CIeIaliCTH CTBOPIOKOTh IIEHIepH,
IHCTPYMEHTHU Ta CUCTEMHU (HaNpUKIad, I MIKIpH a00 TKAHWHU), 110 JTO3BOJISIOTH
XYyJI0’)KHUKAM JOCSATaTH HEOOX1THOTO PIBHS SKOCTI .

Bapto 3a3HauuTtH, 1mo cTpykTypa pipeline 3Ha4HO BIAPI3HAETHCS 3QJICKHO Bij
MacmTaly MpOeKTy. Y BEIMKHUX KOMITaHisIX, TakuX sk Ubisoft, BUpOOHUIITBO YacTo
PO3MOICHE MK PI3HUMU CTYAISIMH IO BCbOMY CBITY. Lle mpu3BoaUTH 10 111e O1TBIIOT
coemiamizamii Ta HEOOXIAHOCTI CTaHAapTH3allii IMpoleciB, MO0 3abe3neunTn
Y3rO/DKEHICTh  pe3yJbTaTy B yMOBaX BEJIMKOI KOMaHIUM Ta MapajeabHOTro
BUPOOHMIITBA.

HaTtowmicTe y HEBEMMKHWX KOMaHAax a0 IHII-MPOEKTaX MOIIUPEHOIO € POJb
generalist — yHiBepcalbHOTO XYJO0KHUKA, SIKHH BHKOHY€E Kilbka eTamiB pipeline.
Takuii miaxi/ J03BOJISIE MIBUIIIE CTBOPIOBATH KOHTEHT, OJTHAK 3a3BUYall TOCTYIAETHCSA
3a pIBHEM JIeTajizallii Ta SKOCTi By3bKill crieriami3ariii.

Takum ynHOM, CTBOpEeHHS 3D-TIepCOHAXIB € CKJIaIHOI0 CUCTEMOIO, 110 MOETHYE
XyJIOKHI Ta TEeXHIuHI mpolecu. EdQeKTUBHICT, BHU3HAYAETHCS  MPABUIBHO
nodynoBanuM pipeline. Hampuknaza, y po3poOiri nepcoHaxka Jiisl 1H1-TpU Ha pyIii
Unity no1iibHO BUKOPUCTOBYBaTH generalist-TiaxXia: OJUH XYAOXKHHUK TMOCIIIOBHO
BUKOHYE sculpt, retopology, UV, texturing. 100 yHUKHYTH THUIIOBUX IOMUJIOK, Ha
NoYaTKy HeoOXiqHO 3adikcyBatu oomexxeHHs (polycount mo ~30-50k, 2K-tekcrypw,
enquHuii texel density), 1o 103BOJISIE YHUKHYTH TpoOJeM 3 MPOJYKTUBHICTIO Ta
nepepoOOK Ha eTari iHTerparii.

Y AAA-npoekti, nonidnomy no The Last of Us, pipeline po3ainseTscss mix
cremiajgictaMud 1 KOHTpoONtoeThesl. Hampukinaa, mnepen mnepemadero Mojeni B
TEKCTYpYBaHHSI 000B’I3KOBO 3aTBEPIKY€ETHCS TOMOJIOTIS M1l aHIMALIi0, 1110 JO3BOJISIE
VHUKHYTH jAedopmaiiiif. Taka cTpykTypa MIHIMI3y€e MOMMJIKH Ha TMI3HIX eTarnax i
3abe3neuye cTablIbHY SKICTb.
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