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This paper is devoted to the creation of 3D characters using modern
multimedia technologies. The main stages of character development, including
modeling, texturing, rigging and animation, are considered. Special attention is
paid to the role of multimedia tools in improving visual quality and realism of
digital characters. The application of 3D characters in video games, animation,
education and digital media is analyzed. Modern approaches that simplify the
creation process and increase productivity are described. The advantages and
challenges of using 3D technologies are also discussed. The results show that
multimedia technologies significantly expand the possibilities of creating
interactive digital content and improve user experience.

CydacHuil pO3BUTOK HU(PPOBUX TEXHOJOTIA 3HAYHO 3MIHUB MIJIX1A [0
CTBOPEHHS BI3yaJIbHOTO KOHTEHTY. ChOTOIHI MyIbTUMEI1HHI TEXHOJIOT1] aKTHB-
HO BUKOPHUCTOBYIOTHCS Y cepl KOMII IOTEPHUX 1rop, KIHOIHIAYCTPIi, peKiIamH,
OCBITH Ta coliaibhuxX meaia . OJHUM 13 HaWOUIBII MOMYJISPHUX HAMPSIMIB €
cTBOpeHHs 3D-nepcoHaxiB, sIKI JO3BOJSIOTH 3pOOUTH IUGPOBE CEPEIOBUIIIE
OUTBII peaNiCTUYHUM Ta 1HTEepakTUBHUM. CaMe TOMY JOCIHIJIKEHHS MPOIIECY
cTBOopeHHs 3D-nepcoHaxiB 13 BUKOPUCTAHHSAM CYYaCHUX MYJIbTUMEIINHUX TeX-
HOJIOT1H € aKTyaJTbHUM 1 TPAKTUYHO BaYKIIMBUM

3aBAaHHsM [1-5].

3D-nepconax — 1e 1UdpoBa MOJENb, ika Ma€ 00’eM, (hopmy, TEKCTYpy Ta
MOXKE pyXaTHcs y BipTyaiabHOMY mpocTopi. Ha BimMiHy Bix 3BUYaliHUX JIBOBH-
MIpHHX 300pa’keHb, TaKl MEPCOHAX1 BUIJISAAIOTH OUIBII MPUPOIHO, X MOXKHA
pO3MIISIIaTA 3 PI3HUX CTOPIH, 3MIHIOBATHU OCBITJICHHS, IMOJIOXKEHHS KaMepu Ta
CTBOPIOBATH aHIMaIlll0. 3aB/ISIKU [IbOMY KOPUCTYBau OTPUMYE €(eKT IPUCYTHO-
CTI, 1110 € BaXJIUBUM JIJI1 CYYaCHUX MYJIbTUMEAINHUX MPOAYKTIB.

[Ipouiec ctBopeHHs 3D-nepcoHaka CKIaIaeThCs 3 KUIBKOX OCHOBHHMX €Ta-
niB. [lepmuM eTanom € po3poOka KoHienili nepcoHaxa. Ha oMy erami Bu-
3HAYAIOTHCS 30BHIIIHIN BUIJIS, XapakTep, CTUJIb Ta MPU3HAYECHHS Mojenl. 3a-
3BHYall CTBOPIOIOTHCS €CcKi3u abo pedepeHcH, AKi JonomararoTh chopMmyBaTh
3aranpHe OaueHHS MaWOyTHBHOTO mepcoHaxka. JlitepaTypi Bi3HA4YEHO, IO BaX-
JUBO MO0 Mu3aifH OyB HE JUIIE MPUBAOIMBUM, aJie W 3pYyYHUM JJIS TTOAAIBINOT
agiMari.

Hpyrum ertarnom € Oesnocepenubo 3D-monentoBanHs. Bono mossirae y
CTBOPEHHI T'€OMETpUYHOI (POpMH TEpCOHAXKa 3a JIOIMIOMOI'OIO CIICIiadi30BaHUX
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nporpaM. Mojiesib GOpMY€eThCS 3 TIOJTITOHIB — HEBEJIUKUX TTOBEPXOHB, SIK1 pa3oM
YTBOPIOIOTh 00’ eMHUN 00’ekT. Ha 11bOMy eTari CTBOPIOETHCS TIJIO MEPCOHAXKA,
00JIYYst, OJIST Ta 1HII JeTajil. SIKICTh MOJIEl 3aJIe’KUTh Bij MPaBUIBLHOTO PO3-
TalllyBaHHS MOJIITOHIB, OCKIJIBKY 11€ BIIMBAE HA MOAJIBIIY aHIMAIIitO.

HacTynmHuM BaXTMBHM KPOKOM € TEKCTypyBaHHs. BoHO mo03Boiisie Hamatu
MEPCOHAXKY PEATICTUYHOTO BUTIISTY 32 PaXyHOK KOJILOPIB, MaTepialiiB 1 IPIOHUX
neTanel moBepxHi. TeKCTypu MOXKYTh IMITYBaTH HIKIpY, TKaHUHY, MeTal abo
i1 matepianm. Came 1eil eran poOUTh MOJIENb OB KUBOKO Ta MEPEKOHIIH-
BOIO /IS TJIsifjava.

[Ticnst TekcTypyBaHHS BUKOHYETHCSI PHUTIHT — CTBOPEHHS BHYTPIIIHHOTO
1uppoBOro “‘ckenera’ MepcoHaXka. 3aBISKH I[bOMY MOJEIb OTPUMYE MOKIIHU-
BICTh pyxaTucs. J[0 KO’KHOT YaCTUHU Tijla IPUB’ I3YIOThCS CHELladbHl TOUKU Ke-
pyBaHHS, SIKI JI03BOJISIIOTh aHIMATOPY 3MIHIOBATH TO3M, CTBOPIOBATH KECTH Ta
pyxu. be3 11poro eramny nepcoHaxx 3aIMIIABCS O CTATUYHUM 00’ EKTOM.

Jani moxxe OyTHu aHiMalist. AHIMaIA 103BOJIsIE€ TIEPEAATH €MOLlii, XapaKkTep
1 TOBEAIHKY NEpCOHaxa. PyXu MOXyTb CTBOpIOBATHCS Bpy4YHY a00 3a JOMOMO-
TOI0 TEXHOJIOTIT 3aXOIJIEHHS pyXy (motion capture), KOJIH pyXH peajibHO1 JHOu-
HU TMIEPEHOCSTHCS Ha TU(PPOBY MOJIEIb.

BaxnuBy poinb y cTBopeHH1 3D-nepcoHaxiB BiIirpatoTh Cy4acHi MYJIbTH-
MEJIIMHI THCTPYMEHTH, SK1 MOEJIHYIOTh MOJEIIOBaHHS, aHIMAIlll0 Ta Bi3yai3a-
I[II0 B €IMHOMY CEpPEIOBUII. 3aBISKH PO3BUTKY KOMII I0OTEPHOI rpadiku HaBITh
CKJIQJH1 CIIEHUM MOKHA CTBOPIOBATH IIBHIIE, HIX panimie. Kpim Toro, cydacHi
TEXHOJIOT1i JO3BOJISIFOTH TMpAIIOBaTH 3 OCBITICHHSM, TIHSAMH Ta (PI3UKOIO
00’€KTIB, 110 pOOUTH 300paKEHHSI MAKCUMAIIBHO PEaTICTUYHUM.

OcCTaHHIM 4acoM y MpOLIEC CTBOPEHHS MEPCOHAXIB aKTUBHO BIIPOBAIKY-
IOTHCSL €IEMEHTH MITYYHOTO 1HTENEKTY. AJITOPUTMU MOXYTh aBTOMAaTUYHO Te-
HepyBaTu 0a30B1 MOJENi, JOTOMAaraTu 3 TEKCTypamu abo MOKpalyBaTu aHiMa-
it pyxiB. Lle 3Ha4HO cKOpoUye Yac poOOTH Ta TO3BOJISE 30CEPEAUTHCS HA TBO-
puiii cknanoBid. Hanpuknana, Aeski cMCTEeMU MOXYTh CTBOPIOBATH OOJIHYYS TIe-
pCOHaXka Ha OCHOBI TEKCTOBOTO Onucy abo ¢oTtorpadii.

[Tonpu 3Ha4Hi mepeBaru, cTBOpeHHs1 3D-nepcoHaxiB Mae 1 MEBHI TPYIHO-
uii. [Iponec nmotpedye MOCTATHHO MOTYXHOTO KOMIT FOTEPHOTO OOJIaJHAHHS Ta
crieliabHUX HaBUYOK. KpiM TOTO, TOCATHEHHS pPeaTiCTUYHOCTI MoTpedye yBa-
KHOT poOOTH 3 I€TANSIMHU, OCBITICHHSIM 1 pyxaMu. Takoxk BaXJIMBO BPaXOBYBaTH
ONTUMI3AII MOJENeH, 0COOMMBO sl irop ab0 MOOUIBHMX 3aCTOCYHKIB, JI€
HaJMipHa CKJIaJHICTh MOKE€ 3HI)KYBATH MPOIYKTUBHICTb.

Y MaiflOyTHbOMY PO3BUTOK MYJbBTUMEAINHUX TEXHOJIOTIH 3pOOHUTH CTBO-
pensst 3D-niepcoHaxiB 1e AOCTyNHIMUM. OUIKY€EThCS MOSBA IHCTPYMEHTIB, SIKi
JI03BOJISATH CTBOPIOBATH CKJIA/IHI MOJIEJNI HaBITh KOpHUcTyBauaM 0e3 mpodeciitHo-
ro gocsiny. [loeqHaHHS IITY4YHOTO 1HTENEKTY, BIPTYajJbHOI pEaIbHOCTI Ta XMa-
PHHUX TEXHOJIOT1H BIIKpUE HOBI MOXJIMBOCTI JUIsl B3a€MOJII JIIOAUHU 3 LUDpPO-
BUMU NIEPCOHAKAMHU.
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Orxe, cTBopeHHs1 3D-nepcoHaXiB € BOXKIMBUM HANpPSIMOM PO3BUTKY CY-
YaCHUX MYJbTHUMEIIMHUX TeXHOJIOTi. BoHO moeaHye TeXHIYHI MOMKIHUBOCTI
KOMIT' FOTepHO1 rpadiku Ta TBOPUMUM MiAX1iA A0 JAW3aiHY, TO3BOJISIIOYH CTBOPIO-
BaTU peanicTHyHi HU(poBi 00pa3u. BukopucTaHHS TakUX TEXHOJOTIH CHpHsE
PO3BUTKY 1HAYCTPii HUPPOBOro KOHTEHTY Ta BIJKPUBAE HOBI MEPCHEKTUBH IS
HaBYaHHsI, pO3Bar 1 KOMyHiKalli y cydacHOMY 1H(OpMaliifHOMY cepe10BHIIII.

Baxxn1Boro CKJ1aJoOBOIO CTBOPEHHS cydacHuX 3D-mepcoHaxkiB € onTHMisa-
i MoJienelt s pi3HuX miatdopm BukopuctanHs. OIuH 1 TOW caMuii mepco-
Ha)XX MO’KE 3aCTOCOBYBATHCS y Bijeoirpax, MOOUIBHHX J0JaTKax abo aHiMarlii-
HUX BI1JI€O, TPOTE TEXHIYHI MOXKJIMBOCTI MPUCTPOIB BIJIPI3HIIOTECA. ToMy po3-
POOHUKH MOBMHHI 3HAXOJUTH OallaHC MIXK JIeTaI3ali€r0 MOACHII Ta MBHUIAKICTIO
ii BimoOpaxxeHHs. Haaro ckiiasiHa reomMeTpis MOXe MPU3BOJUTH JI0 3HUKCHHS
IPOJYKTUBHOCTI, 3aTPUMOK ab0 HEKOPEKTHOI poOOTHM IporpamMHoOro 3abdesre-
yeHas. CamMe TOMY MiJl 4ac CTBOPEHHS IEPCOHa)ka 4acTO BUKOPHCTOBYIOTh
CIIPOLLEH] Bepcii MOJENel Ta crielialibHl METOIM ONTUMI3alli TekcTyp. Okpemy
pOJIb Y MYJIbTUMEAINHUX TEXHOJOTISAX BIAICPA€E MpaBHIIbHA poOOTa 3 OCBITJICH-
HSM 1 Bi3yalli3ali€ro CIEHH.

KpiM TexHIUHOT YaCTHHU, BXKIIMBUM aCIEKTOM € XyJI0KHSI CKJIa/I0Ba CTBO-
peHHs nepcoHaxa. YcmimHuii 3D-nepcoHak MOBUHEH MAaTH BITI3HABAHUN CTUITh
1 BUKJIMKATU €MOIIIHY peakiito KopuctyBada. Came TOMy TijJ 4ac po3poOKH
BPaxOBYIOThCSl TPOIOPIIii, MiMiKa, KOJbOpPOBA raMMa Ta OCOOJIMBOCTI PYyXiB.
[ToeqHaHHS TEXHIYHUX MOKJIMBOCTEW MYJIbTUMENIMHUX TEXHOJOTIH 13 TBOPUUM
H1XO0/0M J03BOJISIE CTBOPIOBATH MEPCOHAXKIB, SIKI BUTIIJAIOTH )KUBUMH Ta Iie-
PEKOHJIMBUMU.

TakuM 4YMHOM, PO3BUTOK MYJIBTUMEAIMHUX TEXHOJIOTHA MOCTYNOBO 3MIHIOE
miaxig A0 cTBopeHHs 3D-mepcoHaxiB, poOJAYM IX HE JHIIE Bi3yadTbHUMHU
00’exTamMH, a TOBHOI[IHHUMH €JIEMEHTaMU 1HTEPAaKTHUBHOTO IIU(PPOBOTO CEepeo-
Bumia. [loeqHaHHA TEXHIYHUX 1HCTPYMEHTIB, XyI0KHBOTO TU3alHY Ta Cy4acHHUX
METOIB 00pOoOKHM rpadikul JO3BOJISIE CTBOPIOBATH SKICHUW KOHTEHT, SIKUHA BiJI-
MIOB1/1a€ BUMOTaM Cy4yacHUX Meia.
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