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This paper examines the role of topology in the process of creating a 3D
character head model. Topology is the structure of a polygonal mesh that
determines the arrangement of vertices, edges, and faces. Well-structured
topology is essential for achieving realistic deformations during animation and
maintaining optimal model performance. It describes the stages of creating a
character head model in Blender, including the use of reference images, the
formation of base geometry, and the construction of polygonal edge loops.
Topology not only improves animation quality but also simplifies further
texturing and rigging of the character model.

Cy4acHi KOMI'TOTEpHI IrpH, aHIMAaIlIsl Ta MyJIbTUMEIHHI CUCTEMH aKTUBHO
BUKOPUCTOBYIOTh TPUBUMIPHI MOJIeN TiepcoHaxiB. OHUM 3 KIIFOYOBHUX €TalliB
CTBOPEHHS TaKuX Mojeneil € ¢hopMmyBaHHS BIAMOBIAHOI TomoJorii. Bix skocti
TOIOJIOTIT 3aJIEKUTh KOPEKTHICTh aHIMallii, ONITHMI3allisl MOJIeN Ta ii Bi3yabHa
SKICTh. Y AaHiil poOOTI pO3MISIHYTO MPOLIEC CTBOPEHHS TOMOJIOTI TOJIOBU Tep-
coHaxka B cepezonuiii Blender.

Tomnonoriga 3D-moaeni — 1e CTpyKTypa NOJITOHAIBHOI CITKH, 110 BU3HAYAE
po3TalryBaHHs BEpIIUH, pedep Ta moiiroHis. [lpaBunbsHo mobygoBaHa TOMOMO-
ris 3a0e3nevye npupoaHy AePopMallito MoAel Mij1 yac aHiMallii.

[Tpu MoaenoBaHHI OpraHiuHUX 00’ €KTIB, TAKUX K OOIMYYS JIIOJUHU, BaXK-
JMBO BUKOPHCTOBYBATH TIEPEBAKHO YOTHPUKYTHI moironu (quads). Taka ctpy-
KTypa a03Boisie popMyBatu npaBwibHI 1K pedep (edge loops), siki moBTo-
prorOTh hopMy M’s131B 00IMUUs Ta 3a0€3MeUyI0Th KOPEKTHY Aedopmariito MoJie-
JI1 TI11 Yyac aHiMariii.

JI71st CTBOpPEHHSI MOJIENI BUKOPUCTOBYEThCS pedepeHcHEe 300pakeHHs, IKe
JTO3BOJISE TOTPUMYBATUCS MPABUIBHUX MTPOTOPIIii 00auydst (pUCYHOK 1).

CtBOpeHHs Takoro o0'eKTa, sIK MOJIEJb JIOACHKOIO Tijia, MOTpedye mpocTo-
POBOT'O MUCJICHHSI Ta YITKOTO PO3YMIiHHS TOTO, SIKOIO NMOBHMHHA OyTH (hiHAIBHA
Bepcist poOotu. HanmipHa 3anmexHiCTh Bil peepeHCHUX 300paxKeHb MOXKe
yCKJIaAHIOBaTH (POPMYBaHHS TIPOCTOPOBOTO CHpUMHATTS dopmu. e ocobmuBo
KPUTHYHO ISl TOJIOBH. TOMY IOIUIBHO CKOpHcTaTHCs pexxumoM Sculpting abo
IHCTPYMEHTOM MPOMOPIIIHOro penaryBaHHs 00'exkta. OIIHIOBaHHS MPOMOPIIii
BUKOHY€TBHCS Bi3yaJIbHO Ha OCHOBI JOCBIy MOJIETIIOBaHHSA. Tak0X MOYKHA BUKO-
PUCTATU MOJIEJNb 3 €TAJIOHHUMH MPOMOPLISMHU, HaKJIaJaroud Ha Hel CBOIO — IMOC-
TYNOBO BUAAJISTH 3aiiBy T€OMETPi0, BUKOPUCTOBYIOUH PEXUM X-Iay.
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Pucynok 1 — Bukopuctanus peepeHCHOro 300pakxeHHs JIsl MOACIIOBAHHS

MopentoBaHHs OYUHAETHCS 31 CTBOPEHHS 0a30BOi T€OMETPUUHOI (HOopMH,
sIKa TIOCTYIOBO PEJIaryeThCsl 3a JOMOMOTOI 1HCTPYMEHTIB MaciiTaOyBaHHS Ta
MepEMIIICHHS BEPIIUH.

Pucynoxk 2 — I[Ipouec ctBopeHHs1 0a30B0O1 TeOMETpii FOJI0BU

Ha pucyHky Buille MOXHa TOOAYUTH ONTUMAJIbHY MOCIIJJOBHICTh CTBOPEH-
HSl TIPUMITHUBHOI CITKH i1 OOJIMYYs, Ta TOJOBH B IIioMy (pucyHok 2). Hamami
pe3ynbTaT MuX i MO>KHA OyJie MOKpaIyBaTH 3aJI€KHO BT TOTPeO MpoekTy. [1]
JIJis mpUCKOPEHHS MPOLIeCy MOJENIOBAHHSA BUKOPHUCTOBYETbCA MoOJU(iKa-
top MIrror, skuii 03BOJISIE CTBOPIOBATH CUMETPUYHY MOJIEIb. X04a B €KCIIOPT-
HIi Bepcii Mojelni 0a)xaHo J0JIaTh aCUMETPII0, TPOXU 3MIHUBIIM OJIHY YaCTUHY
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JUTIA.

Heo06xigHo aktuByBaTu pexxuM Clipping B HalalITyBaHHSIX MoAU(IKaTOpAa,
0€3 IIbOTO MOYKJIMBE PO3PHUBAHHS MOJEINI Ta CTBOPEHHS HeOa)KaHUX BEPIIHH, pe-
KOMCH/TYEThCSI TIOE€THYBATH BEPIIMHHM 32 JTUCTAHITIEFO.

OnTuManbHa TOMOJIOTISE TAKOXK BIAITPa€E BaXKIJIUBY POJIb Y MPOAYKTUBHOCTI
rpadgiyHUX 3aCTOCYHKIB. HaamipHa KUIBKICTH MOJITOHIB 301JIbIITyE€ HABAHTAXKEH-
Hs Ha TpadiuHUN MPOIECOpP, MO0 OCOOIMBO KPUTHUYHO JJIi KOMIT'IOTEPHUX ITOP
Ta IHTEPAKTUBHUX CHUCTeM. TOMYy Mpu CTBOPEHHI MOJIENI BaXJIMBO 30epiratu 0a-
JIAHC MK J€Taj3ali€cro Ta OITUMI3ALIEI0 TOJIITOHAIBHOI CITKH.

OcobnmBa yBara npuiasieTsess (GOPMYBaHHIO ITUKIIIB peOep HABKOJIO OYei
Ta poTa, 1o 3a0e3neuye NpaBwiIbHY AehopMarllito MoeNII i Yac a”imariii [2].

Pucynox 3 — Pe3ynpTat ontumizaiiii TOMosorii

VY pesynbrari po6oTH OYJI0 PO3TISHYTO MPOIEC CTBOPEHHs Tomojorii 3D-
MOJIeJIi TOJIOBU TIEpCOHa)a. [ paMOTHO MO0y j0BaHa TOIOJIOTIs J03BOJISIE 320€3-
MEYUTH peaicTUUHy AedopMaliiro MOJE IiJ Yac aHIMallli Ta ONTHUMI3yBaTH
KUIBKICTh TOJITOHIB. BUKOpPUCTaHHS CHMETPUYHOTO MOJIETIOBAHHS 3HAYHO
CIIPOIIIY€ MPOIIEC CTBOPEHHS Mojienield nepcoHaxiB (pucyHok 3). Ilepen mona-
JBIIOK0 POOOTOIO 3 MOJEIUII0 HEOOXITHO MEPEBIPUTH MPABUIIBHICTD MMOETHAHHS
BCiX BEpIIUH Ta HANPSMOK IOJIITOHIB 3a JormoMororo pexxumy Face Orientation
y HaJamrtyBaHHAX Bkiaaaku Viewport Overlays, abo BUAUIMTH BCi BEPIIMHU Ta
HATHCHYTH KJIABINIy «Ay, Ticis 4oro 3actocyBaTu koMmauay recalculate outside.
Ile moTpiO6HO B O1IBIIOCTI BUTIAKIB JJISI TEKCTYPYBaHHS.

OTtpumaHi pe3yiabTaTH MOXYTb OyTHM BUKOPUCTaHI NPU CTBOPEHHI IEpPCO-
HaXIB JUII KOMIT'FOTEPHUX 1rOp, aHIMAIIWHUX (DUIBMIB Ta 1HIIMX MYJIbTUMEIN-
HUX ITPOEKTIB.
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