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The work reviews the character editor in the game «Where Winds Meet»

and analyzes its functional and technical features. The structure of the
customization system, the 3D model morphing mechanism, and parametric
material modification are considered. Particular attention is paid to the
technology of creating a character from a user's photo, which is based on facial
recognition algorithms and automatic selection of morph targets. The advantages
of the system are analyzed, in particular, a high level of personalization and the
integration of artificial intelligence elements. Technical limitations related to
image quality and optimization are identified. A comparison is made with
classic character editors in RPGs. The results obtained can be used when
developing your own customization systems.

PenakTop nepcoHaxiB — 11¢ IHTEPAKTUBHUI 1HCTPYMEHT, 1110 JTO3BOJISIE Tpa-
BIIEBl CTBOPUTHU 1 HAJAIITYBaTHU 30BHIIIHICTH CBOTO aBarapa Mepe]l MOYaTKOM
abo mij yac irpoBoro mpoiiecy. ¥ Cy4acHHX BIJ€OIrpax peaakTOpu MEPCOHAXKIB
CIIy’)KaTh TPHOM OCHOBHHM ITiJISIM:

1. BizyasnbHa nepcoHaizalisi repoiB 1 CTBOPEHHS YHIKaJIbHOTO CTHIIIO
TpaBIIsl.

2. ['muOuHHa poaboBa (PYHKINiS, 1€ HAJAIITYBAHHS MOXYTh BIUIUBATH
Ha ITPOB1 XapaKTEPUCTUKHU, CIOKET YU JTOCTYITHI OMIIii.

3. CormianbHa irpoBa 1IEHTHUYHICTh Y MYJbTIIUICEP], A€ 1HAUBIAYyaTb-

HUI BUTJIS TepOs BIUTMBAE Ha KOMYHIKAIIO Ta CIPUAHATTS 1HIIMMU TPaBLSIMHU.

Penaktopu gacto 3ycrpiuatotbcst B RPG, MMORPG, cumynstopax ®KuTTs
Ta HaBITh Y CIOPTUBHUX Irpax 13 peKUMaMH CTBOpeHHs repois. Lle crano cran-
JApTOM Maii’Ke B KOKHOMY KaHpi, JIe TPaBellb KOHTPOIIOE CBOTO MEPCOHAKA.

PosrasineMo 3aranpHi XapakTepUCTUKH penakTopa nepcoHaxa rpu Where
Winds Meet.

Where Winds Meet — ponboBa rpa 3 BIAKpUTUM CBITOM Yy cTiiii Wuxia. Pe-
JAKTOP MEepCOoHa)ka J103BOJIsSIE CTBOPUTH YHIKAJIILHUIM 00pa3 reposi mepej moyar-
KoM rpu. CucTema Opi€eHTOBaHa Ha JAETaNbHY 3MiHY pHC OOJUYYs, 3a4iCOK, KO-
JHOPY OYEH, TOHY LIKIPU Ta 1HIIUX [MapaMeTpiB 30BHILIHOCTI.
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Penakrop moOynoBaHuii 32 MOIYITFHUM MPUHIIAIIOM Ta YMOBHO CKJIa/Ia€Th-
cs 3

1. Ckenernoi 3D-mofeni mepcoHaxa.

bazoBa Mopgens Mae eauHy ckeneTHy cTpykrypy (Skeleton), nmo skoi
MIPUB’A3aHI:

- Morph Targets (Mopd-mitieHi);

- Matepianu 3 napamerpamu (Material Instances);

- 3MIHHI eJIeMEHTH (BOJIOCCS, OJIST, aKcecyapu);

2. Cucremu mopginry (Morph Target System).

3miHa puc o0auyys (1O0KH, Hic, ry0Ou, oul, popMa miadopinas) BigOyBa€eTh-
Csl uepe3 3MiHY Baru BiAMOBIIHUX MOpP(-MIIICHEH.

TexHIYHO 11e peaTi3yeThCs MIITXOM:

- IHTEpMHOJISILIIT BEPIIUH MEIILY;

- 3M1HU napameTpa BmBy (0—1);

- OHOBJICHHSI MENTY B peajbHOMY Yaci.

3. [lapameTpruHUX MaTepiaiB.

3MiHa TOHY HIKIPH, KOJBOPY OYei a00 BOJIOCCS BUKOHYETHCS Yepe3 JuHa-
MIYHI MaTepiaiu.

V¥ Unreal Engine nie Moxe OyTH peani3oBaHO 4epes:

- Material Instance Dynamic;

-3MmiHHI Scalar / Vector Parameters.

4. Po3risiHeMO METO/1 CTBOPEHHSI IIepcoHaxka 3a ororpadiero.

Opniero 3 HaWOUIBII 1HHOBAaLIMHUX (QYHKIIA peJakTopa € MOMKIUBICTH
CTBOPEHHS MepcoHaka Ha OCHOBI (oTorpadii kopuctyBada (IpUKIaa HaBEIECHO
Ha puc. 1).
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Pucynok 1 — [Ipukmnanu pe3yabpTaTiB CTBOPEHHSI IEPCOHAXA 32

85



TexHIYHO Taka cucTeMa Iepeadavae Kijibka eTalliB:

1. JleTekiis oOanyysl.

AJNTOpUTM aHaTI3ye 300pakKeHHs Ta BU3HAYAE:

- kro4oBi Touku (landmarks);

- MPONOpLIi M’k O4MMa, HOCOM, Ty0amu;

- KOHTYp 00Ja14ysl.

2. IlepetBopenns 2D-ganux y 3D-napamerpu.

OTpumaH1 KOOPJMHATU CIIBBITHOCATHCSA 3 HAOOpoM Mop(d-MimieHen 6a3o-
BO1 MOJIEJII.

Hanpuxitan:

- mupuHa Hoca, napamerp NoseWidth;

- Bucota Buinilb, CheekboneHeight;

- popwma mienenu, JawScale.

3. ABTomaTuuHe BcTaHOBJIeHHs Bar Morph Targets.

Cucrema nigoupae 3Ha4eHHSI MOpQ-NIapaMeTpiB 1 reHepye Hadamxeny 3D-
KOITi0 00JIMYYS.

4. JlonaTkoBe py4yHE peaaryBaHHs.

[Ticris aBTOMaTUYHOI reHepallii TpaBellb MOXKE BPYUYHY BIIKOPUTYBATH pe-
3yJbTart.

5. IlepeBaru Ta 0OOMEXKECHHS.

[TepeBaramu penakTopa € cy4acHH Mmiaxij 10 Kactomizaiii, Al-eqemeHTu
Ta iHTYyiTUBHUY 1HTepdeiic. Cepen oOMex)eHb — 3aJIeKHICTh BiJl IKOCTI (HOTO Ta
MO>KJIMB1 pO301’KHOCT1 MK PEJTAKTOPOM 1 FPOIO.

B xoni kBamidikariiiinoi po6oTu motpioHo Oyae po3poOUTH pelaKTop mep-
COHaXI1B, 10 OyZie MaTH HACTYIHI QYHKIIII:

- penaryBaHHs Tijla Ta TOJOBHU (Hic, TyOHW, Byxa) 3a JOTIOMOTOO
Morph targets. Hanpuknan, Tiio 6yae maTu Tpu GopMu XyIui, TOBCTHIA Ta My-
CKYJHCTHH, ByXa 31 3BHYAWHHUX JIOJACHKHX OYyIyTh NMEPETBOPIOBATHUCS HA €JIhb-
¢iiiceki - TocTpi, HIC Ta TyOu OyIyTh Yepe3 MOB3YHOK HaJyBaTHUCh abo 3/1yBa-
THUCB;

— 70/1aBaHHs 3a4icku Ta oasry B sikocTi Skeletal Mesh 06’ ekTa;

- MO>KJIUBICTh TPATH 32 CTBOPEHOTO MEPCOHAXKA.
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