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ZBrush is one of the leading digital sculpting software solutions widely
used in the creation of 3D models for the film, game development, and virtual
reality industries. This article explores the complete pipeline of working with
ZBrush, from initial blocking to final rendering. The research highlights key
tools and techniques used at each stage of the pipeline, emphasizing the
importance of automated features such as DynaMesh, ZRemesher, and UV
Master. Particular attention is given to the integration of ZBrush with other
software packages and the optimization of the workflow to improve the quality
and efficiency of 3D model creation. The results of this study can serve as a
guideline for both novice and experienced 3D artists looking to enhance their
skills and streamline their workflow.

AKTyasbHICTH npodJjemu: ZBrush € ogHUM 13 HAUMOMYJISAPHIIIUX TPO-
rpaMHHX 3ac00iB /it CTBOpEeHHS 3D-cKynbnTypu y cdepi mudpoBOro MUCTEIT-
Ba. 3aBIIKU MIUPOKOMY (DYHKITIOHAITY Ta IHHOBAI[ITHUM TEXHOJIOT1sIM, TAKUM SIK
JWHaMiYHa TomoJioris Ta ZRemesher, 1ielf 1HCTpYyMEHT CTaB CTaHAAPTOM JUIS
XYJI0O)KHUKIB Ta JU3aliHEepiB y KiHOIHAYycTpli, reiimaeBi Ta VR/AR. Onnak, He-
3Ba)Xal04UM Ha MOMYJISIPHICTh, NMalmiaiiH podotu B ZBrush 3anuimaerscs ckiaj-
HUM JIJIS HOBAYKiB, [0 BUMAara€ rpyHTOBHOI'O aHAI3y KJIIOYOBUX €TaIliB CTBO-
PEHHSI MePCOHAXIB UM 00'€KTiB. BaXIMBICTh TAHOTO JOCTIIKEHHS 00yYMOBJICHA
HEOOXIJHICTIO MiABUIICHHS €()EKTUBHOCTI POOOTH B MpoOrpami, CTaHAapTH3aLli
npoleciB Ta iHTerpamnii ZBrush 3 1HIIMMU TpOrpaMHUMHU NakeTaMH ISl KOM-
IJIEKCHOTO 3D-TIPOEKTYBaHHS.

Merta poGotu: JlochaiauTy OCHOBHI eTamu MmalmiaiiHy podotu B ZBrush,
OIMHCATH KJTFOYOB1 IHCTPYMEHTH Ta METOJIU, IKI BUKOPUCTOBYIOTHCSI HA KOKHOMY
eTalll, a TAaKOX BH3HAYNUTH ONTHMAaJIbHI ITAXOIU JJIS ITiABUINEHHS ¢()eKTUBHOCTI
ctBopeHHs 3D-mozneneit. OcobnmBa yBara NpUAUISETHCS aBTOMATH30BaHUM (y-
HKI[ISIM TIPOTPaMU Ta MOKJIMBOCTSIM IHTETpaIlii 3 1HITUMHU MPOTPAMHUMHU 3aCO-
Ooamm.

Buxknan ocHoBHOTO Matepiany: IIpouec crBopenns 3D-mozaeneit y ZBrush
BKJIIOYA€ KJIbKa KJIIOYOBHUX €TaliB, SIKi 3a0€3MeUyl0Th MOCIIJOBHUI PO3BUTOK
dbopmu Bij 0a30BUX CHITYETIB JI0 JIETaT130BaHUX MOJICIICH.

[lepen modaTkoM poOOTH HAJ MOJEIUTIO BAXKJIMBUM €TAIlOM € TOIIYK pede-
peHciB. Pedepencu momomararoTh XyJ0KHUKY MPABUIBHO BU3HAYUTH IMPOTIOP-
mii, ¢popmu Ta gerani MaiOyTtHboro o0'ekta. HaifdacTtiie BUKOPUCTOBYHOTHCS
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dotorpadii, anaromiuHi KpeclieHHs, KoHuenT-aptu Ta 3D-moneni. PoGoTa 3 pe-
dbepeHcaMu J03BOJISIE YHUKHYTH TMOMUJIOK Ta MPUCKOPUTH MPOIIEC CTBOPEHHS
pPEANTICTUYHUX MOJICTICH.

Ha nepmomy erarmi ¢hopmyeTbest 0a30Buid cuinyeT 00'ekta — Osokinr. bio-
KIHT BUKOHYETBCS 32 JIOMOMOTOI0 MpUMITHUBIB (cdep, KyOiB) abo 1HCTPYMEHTY
ZSphere. BaxxnuBuM acrekToM OJIOKIHTY € YiTKE BU3HAYEHHSI 3arajibHuX (opm
Ta mpornopiiii moxaeni. Ha mipomy erari Mojenb Ma€ BUTIISATH TAPMOHIMHO Ta
BiAnoBigaTu pedeperHcam. OCHOBHMM NPHUHITUII — TMPaIIOBAaTU BijJ BEJIHUKHUX
dbopM 10 ApibHUX Aetanei [1].

Jliist mogansiioro yrouneHHns popmu BukopuctoByetrbest DynaMesh — oqun
13 KII0Y0oBUX 1HCTpYMeHTIB ZBrush. DynaMesh no3Bosisie aBTOMaTH4YHO Tepe-
pPO3NOAUIATH MOJITOHH, 320€3MeUy0Yr PIBHOMIPHY CITKY HaBITh IPU 3HAYHUX
3MiHax reomerpii. Lle cnpomrye npouec n0qaBaHHS HOBUX €JIEMEHTIB Ta J03BO-
JISi€ JIETKO 3MIHIOBATU CUJIYEeT MOJICIIL.

[Ticns 3aBepuieHHs OJOKIHTY MOJE€Ib NEPEXOAUTh OO €Taly pird
(Refining). Ha nipomy erari npamorTh HaJ CEpEeIHIMA (POPMAaMHU Ta MOYNHAIOTh
nonaBatd mepmii  gerani. JIJisi UbOro IMIMPOKO BUKOPUCTOBYIOTHCS TEH3IMI
ClayBuildup, Move, Standard Ta DamStandard. ClayBuildup no3Bonsie napo-
nryBatu o0'eMu, Move — 3MiHioBatu gopmy, Standard — cTBOproBaTH 3arajibHi
netani, a DamStandard — mpopi3aTu TOHKI TOCTpi JiHII.

HacTynHuM KpoKkoM € nepexiJ 10 OUIbLI AETaJbHOTO ONpPAIfOBaHHS 3a J0-
nomoroto Subdivision Levels. g dyHnkiis no3Bosisie goqaBatu O1IbIe MOJITo-
HIB VIS CTBOPEHHS APIOHUX JeTajnei, 30epiraroun mpu 1bOMy MOXKIIMBICTH Tpa-
I[IOBaTH 3 MEHIII JIETalli30BaHUMU piBHAMU. Lle 0COOIMBO BaXXJIMBO MpU CTBO-
PEHH1 aHATOMIYHHMX MOJieNiel a00 TEKCTYp IIKIPH.

ZRemesher BUKOPUCTOBYETHCS AJII aBTOMAaTUYHOTO CTBOPEHHSI OMTHMI30-
BaHOT TOMOJIOT1, 10 TIOJIETIITY€ MOIATBIINN MPOIEC CKYIBNTHHTY Ta MiATOTOBKY
1o a"iMaiii. Ilicas mporo 3acTocoByeThest Decimate 11t 3MEHIIIEHHS K1JTbKOCTI
MOJIITOHIB TP 30€peKeHH1 JIeTai3allli.

JInst CTBOpEHHSI TEKCTyp Ta AplOHMX JeTaneil 3acTocoByroThcsi Alphas —
YOPHO-0111 300pa)keHHs, K1 MOXHA HAHOCUTHU HAa MoJeNb Ak ImTamil. Alphas
IPUCKOPIOIOTH MPOLIEC CTBOPEHHS CKJIAIHUX IMOBEPXOHb, TAKUX SIK MOPH, IIPaAMH
a00 TKaHUHHI TEKCTYpH.

Jlst Toro mo6 3D-Mozaens Mana KoJiip, BUKOPUCTOBYIOTH Polypaint — cuc-
TeMy po3dapOoByBaHHS OE3MOCEPETHBO HA TIOBEPXHI MOJIEII 0e3 He0OX1THOCTI
UV-posroptku. Polypaint 103BoJisie CTBOPIOBATH KOJIHOPOBI KAPTH BHCOKOI SIKO-
CTi, IKI MOXYTb OYTH TIEpEHECEH]1 Ha TEKCTYpPH MICIs PETONOJIOTII.

ZBrush nerko iHTerpyeThes 3 IHIIMMU IporpamMamu i 3D-MoaentoBaHHs,
TakuMmu sk Maya, Blender, 3ds Max Ta Substance Painter. 3aBasiku QyHKIISIM
GoZ Tta ekcnoptTy B pi3HI opMartu, MOJEN MOXYTh OyTH MEepeiaHi s mojaa-
JBIIOT aHIMAIli1, TEKCTYpyBaHHs abo peHuepunry [2].
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Pucynox 1 — [Iporec ctBopenns 3D-momeni [3]

OcTaHHIM YyacoM HEHPOHHI MEPEKl aKTUBHO IHTETPYIOThCs B mpoiec 3D-
MojientoBaHHsA. Y ZBrush BoHM MOXYTbh BUKOPUCTOBYBATUCS JIJIsl aBTOMATHYHOI
re’epariii aeraueil, Tekctyp ta penbedis. Hanpukmnan, anroputMu rauOMHHOTO
HaBYaHHS MOXYTb JOMOMAaraTu y CTBOPEHHI PEaiCTUMHUX MOBEPXOHb, MEPEI-
0adyaTy ONTUMAJbHY TOMOJIOTII0 Ta aBTOMATUYHO po3dapOOBYyBaTH MOJEl Ha
OCHOBI pedepenciB. Taki MeToaM 3HAYHO CKOPOUYYIOTH Yac POOOTH Ta IIiJIBU-
IIYIOTh PIBEHB SIKOCTI KIHIIEBOT'O PE3yJIbTaTy.

BucHoBku: ZBrush € noTy:XHUM 1HCTPYMEHTOM [IJ1s1 CTBOPEHHSI BUCOKOSIKI-
cHux 3D-Mopenel 3aBAsSKM THYYKOCTI MamiaiiHy Ta 6araroyHKIIOHATBHOMY
1HCTpyMeHTapio. OnTuMizanis podo4oro npouecy, BKIIYalYl aBTOMATH30Ba-
Hl IHCTPYMEHTHM Ta MPaBWJIbHY OpPraHI3allil0 €TamiB, JO3BOJISIE 3HAYHO MPHUCKO-
PUTH CTBOPEHHS MOJEJNEH 1 MABUIIUTH AKICTh KIHIIEBOTO pe3ynbTaty. [lomamns-
Il JTOCHIJPKEHHS MOXKYTh OyTH chpsiMOBaH1 Ha iHTerpaiito ZBrush 3 iHmmmMu
IPOrpaMHUMU IMaKeTaMM, a TaKOX Ha pO3pOOKYy METOAMK BUKOPUCTAHHS HEM-
POHHHUX MEPEX JIJIsi aBTOMATU3AIlli pyTHHHUX TIPOIIECIB y MaNTIIaiiHI CTBOPEHHS
3D-Mmoneneil.
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