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The creation of 3D characters is an integral part of the modern digital

industry, encompassing video games, animation, cinematography, and virtual
reality. This process requires a combination of technical knowledge, artistic
vision, and proficiency with specialized software. This paper examines the key
stages of 3D character development, modeling, texturing, rigging, animation,
optimization, and integration into the target environment. Special attention is
given to the importance of balancing visual quality with technical efficiency,
adapting to industry requirements, and utilizing advanced technologies such as
physically based rendering and automation. The increasing significance of 3D
characters in virtual reality, the metaverse, and interactive content highlights
their crucial role in the advancement of digital innovation.

(Lp)Low poly modelling — e meron crBopeHHst 3D-mozeni 3 MiHIMalIb-
HOIO KUIBKICTIO TMOJITOHIB, 10 3a0e3Medyye ONTUMAaJIbHY MPOJYKTUBHICTH Y Bi-
Jieoirpax 1 peaabHOMY 4aci, 30epiratour OCHOBH1 (hOpMH.

(HP)High poly modelling — 1ie niporiec ctBopernst 3D-mozeni 3 BUCOKOO
JeTaji3ali€ero, Mo MICTUTh BEJIHUKY KUIbKICTh IMOJITOHIB JJIS JOCATHEHHS MaK-
CUMAaJIbHOI SIKOCT1 (POpM 1 IpIOHMX JEeTaNeH.

UV-posroptka (UV mapping) — 1ie npouec npoekiii 3D-moneni Ha 2D-
TEKCTypHE 300paKeHHSI.

[Taiimutaiia ctBopeHHs 3D nepcoHaxa.

Po3pobka 3D mepcoHaxka € CKJIaJHUM 1 OararoeTamHUM MPOLECOM, IO
BKJIFOYA€ MOJICNIIOBaHHS, TEKCTYpyBaHHs, PIITIHT, aHIMAIIIO Ta 1HTErpaliio B Ki-
HIIEBE CepeoBUIIE. 3al€KHO BiJl CTHIIIO NEpCOHa)Ka (peaniCTUUHUM, CTUITI30Ba-
HUH, Ka3yaJIbHUHN TOIO) MANTUTAH MOE 3HAYHO BIIPI3HATHUCS, BUMAraludu pi-
3HMX TEXHIK 1 miaxoAiB. CaM ke MpoIeC CTBOPEHHS, BiIOYBAETHCS MICHSI OTPH-
MaHHS KoHIEenTy, Bix 2D xynoxxauka. PucyHnok 1 imrocTpye oauH 3 BapiaHTIB
ManIUIaHY.

PHcyOKI [Taitrutaita Lp to Hp.
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1. MonenroBaHHs.

MonentoBaHHSI — OJIMH 13 KIFOYOBHX eTariB. BoHO Moke BUKOHYBaTHCS Pi-
3HHUMH METOJIaMU:

Bucokonomnironansae moaemoBands (High-poly) — 3actocoByerbes st
CTBOPEHHS JIETAJIbHOT MOJIENI, fKa MOTIM MOKE€ BUKOPHUCTOBYBATHCS JJIs 3alli-
KaHHS HopMmasie. Ha 1ipomy eTari poOUThECS MOJIENh, sIka MAaKCUMaJIbHO BIJIIO-
BiJIa€ TEXHIYHOMY 3aBJIaHHIO 1 HE 3BEPTAEThCS yBara Ha KiJIbKiCTh MOJIITOHIB.

CKyJBITUHT — HAalYacTillle BUKOPUCTOBYETHCS JIJISl OPraHIuHUX (OpM Tie-
pconaxiB. 110, take sik ZBrush, Blender, 3DCoat ta iH1111, 103BOJISAIOTH CTBOPIO-
BaTU JETaNi30BaHl CKyIbNTypu. CKYJBTIHIT MOJUISETHCA HA TakKi €Tamu, SK
OJIOKIHT, IO € TEPIIMM €TaroM, Je MH 33JaeMO (OopMy HAIIOrO MEPCOHaXA,
o0 B HbOro OyB BMi3HaBaeMHil ciumyer. Jlami mepexoaumMo 10 APYroro eramy
JeTranizaiii 3araJpHux (Gopm, MOTIM B¥KE TPETiH eTan Ol MOrINOJICEHOI AeTa-
Jr3arii Hamoi MoJI€edl.

2. Peronosoris, UV-po3roptka, Low-poly, Beiik.

Huspkomnomironansae moneatoBanis (Low-poly) —cTBoproeTbest uist irop
Ta IHIIUX IHTEPAKTUBHUX CEPEOBUILL, /1€ BaXKIMBA OMTUMI3aLlisl.

Peromnonorist motpiOHa Jyisi IepeBEICHHS] BUCOKOIOIITOHAIIBHOI MOJIENl B
ONTUMI30BaHUN HU3BKOMOMIrOHANBHUM BapiaHT. [licis mporo ctBoproeThest UV-
PO3ropTKa HU3BKOTOJIITOHAIBHOT MOJIENI, SIKa T03BOJISIE MOAAIbIIE THYYKO Ipa-
IIOBaTH 3 TeKcTypamu. lle BakiauBuUiA eTam, OCKUIbKK 0€3 TapHOi CITKM Halla
MozieNb Oyjie BaXUTH Habarato Oiiblie, 1o HebGaxaHo ais irop. Hatomicts y
KIHO BUKOPUCTOBYIOThH OUTBIII IIJIBHY CITKY JIJISl KPAIoi AeTani3aliii MOJe.

[TpaBunsna UV po3ropTka motpiOHa JJIsl TOTO, 100 TEKCTYPH TapHO Jisira-
JIM Ha MoJiesib 0€3 CIIOTBOPEHbB, K HAa PUCYHKY 2, ¢ MOXKEeMO 0auuTu CIiTKY, 3
PO3TOPTKOIO Ta TEKCTYPHUM CETOM, JI0 MIEPCOHAXY 3 Tpu «JloTa 2».
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[Ticnst cTBOpEHHS HU3KOIOJIITOHAILHOT MOJIETI HaM TMOTPIOHO TEPEHECTH
iHpOpMaIlil0 3 HAIIOi BUCKOKOMOIITOHAIBHOT MOJIETI HAa HU3BKOMOIITOHAJIBHY.
Lleit mporiec Ha3UBa€eTHCS OCHKIHTOM, TOOTO 3amikaHHAM KapT. ['0J0BHa KapTa —
Normal, 3 sik0i MOJIe)Ib OTPUMYE JIeTaji3allito, Takox 3amikaroTbess AO (ambient
occlusion) Ta iHII KapTH 3a MOTPEOH.

3. TexcTypyBaHHS.

TexctypyBaHHs BU3Hayae (DiHAIBHUM BUIISLA TiepcoHaxa. s nporo Bu-
KOPUCTOBYIOThCSl mporpamu, Taki sik Adobe Substance Painter ta Mari. Tyt
CTBOPIOIOTHCS KApPTH:

Diffuse/Albedo — 6a30Buii KOJIip TEKCTYpH.

Normal Map — nomae api6Hi getaji 0e3 30UIbIIEHHS KUIBKOCTI IOJITOHIB.

Roughness/Metalness — BuzHavae BiJIONBHI BIACTHBOCTI IIOBEPXHi.

KinbkicTh 1 Bapialli KapT 3ajie’kaTh BiJl NOTpeO NalIuiaiiHy Ta IPOEKTY.

4. PIITIHT 1 CKIHUHT.

Pirrinr Bxitodae ctBopeHHs ckenera (skeleton) miis mepconaxka, HamamTy-
BaHHS KOHTpOJiepiB 1 3B’s130K. CkiHUHT (Skinning) — 1€ mpoliec NpuB’sI3KU MO-
JIeJIl 10 CKeJeTa JJisl KOPEKTHOI AedopMaltii mijg yac aHiMalrlii.

5. AniMairis.

AHimarlisi Moxke BUKoHyBatucs BpyuHy (keyframe animation) abo 13 3acrto-
CyBaHHSIM 3axOIUIEHHSA pyXy (motion capture). BakinBo BpaxoByBaTH CTHIIb
aHiMalii, ayjpke 7l CTUTI30BaHUX Ta Ka3yaJbHUX MEPCOHAXKIB 3aCTOCOBYIOTHCS
nepeOIbIeH] PYXH, a IS PealiCTUYHUX — OUTHIII IJIaBHI Ta IPUPOIHI.

6. InTerpartis.

diHanbHUM eTan — 11 MiArOTOBKAa MEPCOHaXKa IS BUKOPUCTAHHS B 1rPO-
BOMy a0o0 aHiMalliiiHoMy cepenoBuili. Cro4yarky B Hac €KCHOPT y MOTPiOHMIA
dbopmar, i mija’egHaAHHS TEKCTYP, SIKIIO B HAC ITPOBE CEPEAOBUILE MU HAJIAILITO-
ByemMo LOD (piBHIB AeTaii3anii), 1ie NOTpiOHO, 100 MEPCOHAK HE HABAHTAXKY-
BaB MK KOJIU 3HAXOAUTHCA Ha BEJIMKWUM BIJICTaHi, Ta OyJIO JIETIIE MpalioBaTH 3
HUM Y MPOLECI CTBOPEHHS IpH, i Ham nepcoHax y (Unreal Engine, Unity) a6o
PEHIEPUTHCS B IPOrpaMHOMY 3a0€3IeUeHH1 JIJIsl aHIMallii.
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