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This work is devoted to the main stages of creating three-dimensional char-
acters, which have become a necessary component of virtual reality and the
computer graphics industry. A look at each stage — from concept to final realiza-
tion — helps reveal the key insights and challenges involved in creating 3D char-
acters. Starting with the idea and concept, moving through the modeling and tex-
turing phase, ending with animation and visualization, this analysis highlights
the importance of harmoniously combining creativity with modern technical
achievements.

3D-nepcoHaxx - 1 BIpTyaJbHa TPUBHMIPHA MOJIEb, IO CKJIAJIAE€THCS 3
MIOJIITOHIB 1 Ma€ BUTJISAJ JIFOJWHHU, TBAPUHHM, SKOICh 1CTOTH ab0 (paHTACTHUYHOTO
reposi. 3D-nepcoHaki BUKOPUCTOBYIOThCS B KOMI'IOTEPHUX Irpax, aHIMarlii Ta
KiHeMaTrorpadi, pekiaaMi Ta Iu3aiHi, a TaKOXK IS Bizyaiiarii JaHuX.

ITouaTkoBHii eranm BKIOYAae y cebe po3poOKy KOHIEHIIIi IepcoHaxa.
Busnavaetbest sskum OyJie IEpCOHaXK, HOTO BUTJISA, OCOOJIMBOCTI XapakTepy Ta
cTwro. LmrocTparopu Ta AU3allHEpU BHUPINITYIOTh, SKUM YUHOM TIEPCOHAX Oye
BUTJISIIATH B TPUBUMIPHOMY TIPOCTOPI, JIJIS IOTO BOHU 30MparoTh pedepeHCH Ta
CIIUPAIOYKCh HA HUX 1 HA TIOCTABJICHY 3a/1ady CTBOPIOIOTH HEOOXITHI €CKi3H.

Jpyruii eranm - 1e MojaemoBaHHS. 3D-XyHOXKHUKA TEPETBOPIOIOTH
JBOBUMIpHI 300pa)K€HHS B TPUBUMIpPHI MojeNi. BOHM BUKOPHUCTOBYIOTH
CrieriagizoBaHi MporpaMu JUIsi CTBOPEHHS T'€OMETPUYHUX (POpM, BU3HAYCHHS
CTPYKTYPH Ta CHIIyEeTY ITePCOHAXKA.

Icnye Garato mporpam st 3D, siki MO’KHa BUKOPHCTOBYBATH JIJIsi CTBOPEH-
Hs 3D-mopenelt, aHimMallii Ta Bi3yaiszallii, po3IMBUMOCH JiesiKi 3 HuX. CTaHaap-
TOM 1HIYCTpii KiHO Ta Bifgeoirop € Autodesk Maya. JlocuTh ckiajiHe y BUBUECHHI
nporpamMHe 3a0e3MedyeHHsl, ajJje BOHO MOKE€ BUKOPUCTOBYBATHUCS I Bizyasizamii
Oy’)K€ peaTiCTHYHUX Ta jAetaimizoBaHux 3D-moxpeneid. IHmia mporpama sika
HaOyBae Ounpmoi momymnsprocTi e Blender. Bim mae Oe3komrToBHMIA Ta
BIJIKpUTUIA KOJI MpOrpaMHOro 3abe3nedeHHs 11t 3D 1 € 4yJoBUM BapilaHTOM IS
THUX, XTO Mae OOMEXeHHU Oro/KeT. [l CTBOpEeHHS NeTali30BaHUM MOJENEH
HalyacTille KOPUCTYIOThCS MporpaMHuii makeroM ZBrush, BiH € migepoM i
CTBOPEHHSI BUCOKOMOJITOHAIbHUX MOJIETIEH.

[Ticns BuOOpy mporpaMHOro 3a0€3MEeUeHHS MPUCTYHAITh /10 OJIOKIHTY
mozemi. Ile ctBopenns 6a3oBoi 3D monenb mepcoHaxka, 100 BH3HAYUTH HOTO
npornopiii Ta 3aransHy (popmy. Ilicns nporo ii geTanizyroTh, MOPIBHIOIOTH YCI
MPOIIOPIIii 3 peepeHcamMu Ta MPUCTYHAOTh 0 HACTYITHOTO yTaIly.
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Skimo mMonens Mae 3aHaATO OaraTo TMOJITOHIB, TO MOTPIOHO 3poOUTH
peronosiorito. e mporec ontumizaiiii reomeTpii MOJieNl, CIPOIIEHHS Ta Tepe-
IpyIyBaHHS MOJITOHIB JIJISl OJIIMILIEHHS TOMOJIOTI] Ta BAOCKOHAJIEHHS poO0YOro
MOTOKY Mpu MojaentoBaHH1 y 3D-rpadimi. YHacmigok nux aiii kommn’totep Haba-
raro MEHIIEe HaBaHTAXY€TbCs Ta Ja€ 3MOTy OUIbIN €(EeKTHUBHO MpaIfoBaTH 3
NEPCOHAXKEM y MojanbiioMy. Jlami MoKHA MPUCTYNATH 10 TEKCTypyBaHHS Ta
PUTTIHTY, 111 IBa €Tallid MOKYTh WTH TapaJieIbHO.

TexcTypu BU3HAYAIOTH 3O0BHINIHINA BUTJSA] MEPCOHaXA. AJie CIOYATKY
noTpioHO 3pobutn UV-po3roprky - I11e¢ mpormec BigoOpa)KeHHs IOBEPXHIi
TPUBUMIPHOTO 00'€KTa HA JBOBUMIPHY IUIOIIHMHY, 00 HAKIAAATH TEKCTYPH HA
Mozdenb. lle mo3Bossie BU3HAYMTH, SKAa 4YacTUHA TEKCTYpH BIJTOBIIA€E
KOHKPETHIA YacTHHI MOJEI, 3a0€3Meuy0ud NpaBUJIbHE BITOOPaXKEHHS TEKCTYP
Ta iX aHiMamio. XyI0)KHHUKH BHUKOPHUCTOBYIOTh TEKCTYPH JJIs HaHECCHHS
KOJIBOPIB Ta JIeTajeil Ha MOBEpXHI MoJeNl, 00 3po0UTH ii Bi3yalbHO CXOKOIO
Ha KoHIenT. Substance Painter — HaOIBIT 3pyYHUM MIPOTPAMHHUM 3a0€3MeUeH-
HSIM, X04Ya MOYKHA BUKOPUCTOBYBATH paHillIe mepesideHi nporpaM. Bin cxoxuii
Ha Adobe Photoshop, sikuii Tex MOXJIMBO BHKOPUCTOBYBaTH, ajie Substance
Painter npusnauenuii came s 3D-moenei.

Purrinar — e nporec qogaaBaHHs 'ckeneTy" 4 piry A0 Mojeli, mo0 3a0e3-
NEYUTH aHIMAaIIHY MOJIMBICTh. 3aCTOCOBYIOTHCSI KICTKM Ta KOHTPOJBHI TOY-
KM, 5IK1 JIO3BOJIAIOTH aHIMaTOpaM JTUHAMIYHO pyXaTh Ta AedOpMyBaTH MOJIEINb.

Ha erani animarii mepcoHax OTpUMY€E PyXH 3aBJISIKA CTBOPECHHIO Pi3HUX
aHiMaIlid. AHIMAaTOpH BUKOPUCTOBYIOTh PHUITIHT Ta KIIOUYOBI Kaapw ISl CTBO-
PEHHS peaiCTUYHUX Ta MJIABHUX aHIMallii.

Ha octanHboMy eTarni nepcoHa)x roTOBUN J0 PEHIEPUHTY, 1€ oro 300pa-
JKEHHSl CTa€ TOTOBHMM JUUIsi BUKOPUCTaHHS B Irpax, aHIMaliiiHuX (uibMax 4u
IHIIMX MPOEKTaXx.

BapTto 3ayBaxuTH, 1m0 I JIMIIE OCHOBHI eramu MojeiroBaHHs 3D-
nepcoHaxiB. Koxken eram moxke OyTH po3JijieHUM Ha OuIbII JApiOHI KPOKH, i
ICHye 0arato pi3HUX METOJIIB 1 HIOAHCIB, JIJII CTBOPEHHS TAKUX MOJIEIICH.
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