KuiBcbkuii croimunnid yHiBepcurteT iMeHi bopuca I'pinuenka
dakyabTeT iHpOpPMALIITHUX TEXHOJIOTIH Ta MATEMATHKH
Kadenpa komn’oTepHux HayK

JdonyuieHo 10 3axucry

3aBigyBau kadeapu

KOMIT IOTEPHHUX HayK,

KaHUIaT TEXHIYHUX HAYK, TOICHT

(HayKOBWI CTYTIiHb, BUCHE 3BaHH)

Ipura MAIIKIHA
(miamumc, iM’s, mpi3BUIIE)
« » 2025 p.

KBAJI®IKAIIIMHA POBOTA

HAa 3100yTTs OCBITHBOI'0 CTYIEHA «0aKaJaBp»
CrnenianbnicTs 122 KoM’ oTepHi Haykn

OcBitha nporpama 122.00.01 Indpopmarnka

Tema: PO3POBKA 3D CLUEHU 3 [IEPCOHAYEM J1JIS1 PEAJII3ALIIL
AHIMAIINHKX I ITPOBUX ITPOEKTIB

Bukonas

cryaeHt rpymu [H61-21-4.01

(mdp akageMiqHOT TpyTIH)

Xpucrenko AHapiii BonogumupoBuy

(npi3BHIIE, iM’51, IO OATHKOBI)

(mmiammc)

HayxkoBuii kepiBHUK

(HayKOBHH CTYMiHB, HAYKOBE 3BAHH)

CIIIBAK C.M.

(npi3BHILIE, iHILIAN)

(mimmuc)



Kuis — 2025



KuiBcbkuii croimunnid yHiBepcurteT iMeHi bopuca I'pinuenka
dakyabTeT iHpOPMALIITHUX TEXHOJIOTIH Ta MATEMATHKH
Kadenpa komn’oTepHux HayK

«3aTBepHKYIO»
3aBigyBau kadeapu
KOMIT FOTEPHUX HaYK,

(HayKOBHH CTYTIiHb, BUCHE 3BaHH)

Ipuna MAIIIKIHA

(migmnuc, iM’s1, npi3BHIIE)

« » 2025 p.

3ABJIAHHSI HA KBAJII®IKAIIIHY POBOTY BAKAJIABPA
«Po3polOka 3D—cueHn 3 mepcoHa;keM JJis peaJstizamii

aHIMaUIHUX Ta ITPOBUX NMPOEKTIB»

Buxonasenp — cryaent rpynu IH6—1-21-4.0x,
cneniaigbHOCTI 122 KoM roTepHi HayK,
ocBiTHBOI Tiporpamu 122.00.01 Tndopmaruxa

Xpucrenko Auapiii BosionumupoBu4

1. Buxingni pani: AVADA MEDIA wmictuth iH(MOpMAIiI0O PO MOCIYTH AW3ANHY
3D-nepconaxiB. AGI Training mponoHye HaByajidbHI Kypcu Ta marepiaiu 3 3ds
Max, a Maxon € odimiitHuM caiitom po3poOHuka 3D-mporpamMHOTO
3abe3neueHHs. RizomUV npucesuenuit iHcTpymMeHTtam s UV-po3ropTku
3D-monenet 'y peanbHoMy mipoctopi, Toai sik Adobe Substance 3D Painter
omucye Tmiporpamy Juisi TekctypyBanHs 3D-mopmeneit. I[lmardpopma Marmoset
BUKOPHUCTOBYETHCS IJIsl pEHACPUHTY Ta npe3eHTaiii 3D-moneneil. B odiuiiinomy
61031 Unreal Engine Blog po3misimaroTecsi 0co0MMBOCTI irpoBoro aBmwkka Unreal
Engine 4. Crarti 3 Bikinenii npo xaHp TeMHOro (geHresi Ta npo odpa3 Juuaps
PO3KpUBAIOTh BIANOBIAHY TEMAaTUKy B KylIbTypl Ta jiteparypi. [lyOmikamis Ha

LinkedIn aBropctBa Alexis Lopez Lugo mosicHtoe BaxknuBicTh eramy blocking y
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3D-monemntoBanHi. Pecypc Professional 3D Services po3'acHIO€ pi3HUIIO MIX
high poly Ta low poly 3D-monensmu, a Autodesk onucye npoiec peTonosiorii sik
cnoci6 omrrumizanii mozgeneir. Adobe HelpX pos'scHioe Texniky baking TexcTyp,
a TaKoX CUCTEMHI BUMorH is iporpam Substance 3D Painter. Okpemi cucTeMHi
BuMoru HaBeAeHi s 3ds Max 2025 (Autodesk), ZBrush (Maxon), Marmoset, a
Takox s irpoBoro aBuxkka Unreal Engine 4.27 Big Epic Games.
OcHoBHi 3aBaanHs: JlocmiauTu npouec ctBopeHHs 3D—nepconaxiB ta 3D—ciieH,
a TaKOX, PO3MISHYTH eTanu CTBOpeHHs 3D—00'exTiB Ay peaizaliii aHIMaIiiHuX
1 1IrpoBUX NPOEKTIB. JlochmiauTu Ta mpoaHadizyBaTH MPOTrpaMHi 3acoOu s
peanizaiii KOXHOro erany cTBOpeHHs 3D—00'exTiB /Uil aHIMALIMHUX 1 ITPOBUX
npoekTiB. CtBoputr 3D-Monmens mepcoHa)xy Ta MIATOTYBaTH ii JyUIisl aHIMAIlli Ta
excriopty y irpoBuil pymiid Unreal Engine 4. Po3pobutu 3D-cueny 3
nmepcoHakeM y cepemoBuili irpoBoro pymris Unreal Engine 4 mmst peamizartii

aHIMAIIHHUX Ta IFPOBUX MPOEKTIB

. TlosichroBanbHa 3anmucka: Qocse — 0o 45 cmop. opmamy A4 komn rtomepHnozo

HAOOpYy 3 OOMPUMAHHAM BUMO2 CMAHOAPMY [ MEemOOUYHUX DPEeKOMEeHOAYili
Kageopu.
I'padiuni  marepianu: [Ilpesenmayisn, po3pobrena 3D-modenv nepconasxcy,

Po3pobnena 3D—cxema, Bioeo npezenmayisi mooeii.

5. Honatku: noemanHna po3pooKa enemenmie Mooei.

6. Ctpok nmomanHs poOOTH Ha Kadeapy: «_ » 2025 p.
HaykoBuii kepiBHUK BukoHaselp:
Kannunar memarorivaux HayK Xpucrtenko A.B.

CIIIBAK C.M. nara

mara



PEDEPAT

TexkcroBa yactuHa KBami(dikariiHoi poOOTH Ha 3700yTTS OCBITHHOTO CTYTECHS

OakanaBpa: 44 ctop., 7 Tabm., 20 puc., 19 mxepen.

Mema pobomu — AOCIIIATH TIPOIIECH Ta €Tanu CTBOpeHHs 3D-TepcoHaxiB Ta
3D—cueH, crtBoputu 3D-Mozmenb NEpcOHaXKy Ta MIATOTYBAaTW 1i JJig aHIMaulii Ta
excriopty y irpoBuit pymiii Unreal Engine 4, a Ttakox, po3pobutu 3D-—creny 3
nepcoHaxkeM y cepenoBuili irpoBoro pymnst Unreal Engine 4 nns peamizanii
aHIMalIMHHUX Ta ITPOBUX MPOEKTIB.

06’exkm OocniddceHHss — TIPOLIECH Ta eTamu CTBOpeHHs 3D-mepcoHaxiB Ta
3D—cueH, 3 NOAANBIIOK IX aHIMAIII€l0 Ta eKcopToM y irpoBuit pyuriit Unreal Engine 4,
I peastizallii aHiMaliiHUX Ta IrPOBUX MPOEKTIB.

IIpeomem Oocniodcennss — po3pobka 3D—clieHn 3 mepcoHakeM I peaizarmii
aHIMalIHUX Ta ITPOBUX MPOEKTIB

Axmyanvuicmo Oocnioxcennss — IrpoBa 1 aHiMaIliiiHa 1HIYCTpPil BCE dYacTile
nepexoAaTh 3 2D 00’ekTiB 1 nepcoHaxiB Ha 3D aHanmoru, ajyke e Bpa3u MOJETIIYE
npoiec podOTH 3 HUMHU 1 € MPOCTO OUIBII JICIIEBUM IMPU TOMY HE MEHII SIKICHUM
BapiantoM. Ccdepa 3D mocTiiiHO pO3BUBAETHCA 1 AAANTYETHCS JO CYYaCHUX BUMOT
KOpUCTyBaya HaJalo4dd BCE OUIbII AKICHY 1 pEajiCTUYHY KapTUHKY. Tako) MOCTIIHO
CTBOPIOE HOBI 1 ajanTye crtapi mporpamu mjis cTBopeHHs 3D—00’ekTiB, Bce m00
3alliKaBUTU HOBUX Jtofiel 1o cebe y chepy. 3 1bOro MoxKHaA BBaXKATH, 110 CTBOPEHHS
3D-00’€ekTiB, a caMe IEPCOHAXKIB 1 CIIEH € aKTyaJbHOIO 3a/1a4ycto sika Oyze 3arpeOyBaHa
HAUOMUIITUMU POKAMH.

3aeé0annsi pobomu — Jlocnmiautu Tmpoliec CTBOpeHHS 3D-mepcoHaxiB Ta
3D—cueH, a TakoX, pO3NISHYTHM €Tanu CTBOpeHHA 3D—o0'ekTiB mis  peanizawii
aHIMalIMHMX 1 IFPOBUX MPOEKTIB. JloCHiIUTH Ta MpoaHai3yBaTyu MPOrpaMHi 3aco0u 1St
peanizaiii KOXHOTO eTamy CTBOpeHHs 3D—00'ekTiB [ aHIMAIIMHUX 1 I1TPOBUX
npoekTiB. CtBoputu 3D-Momens mnepcoHaxKy Ta MIArOTYBaTH 11 Juisl aHIMaIli Ta

excriopTy y irpoBuit pymiii Unreal Engine 4. Po3pobutu 3D—clieHy 3 nepcoHaxeM y
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cepenoBuii irposoro pyuriss Unreal Engine 4 nns peanizaiii aHIMaliiHUX Ta IrPOBUX
IIPOEKTIB.

Kopomkuii 3micm pobomu: PoGora Bkmowae y cebOe MOCIHIKEHHS €TariB
ctBopeHHst 3D-mnepconaxiB Ta 3D-cuen (ctBopeHHs high/low—poly wmogemni,
petononoriss, UV—po3roprka, 3amikaHHs TEKCTypyBaHHs, €KCIIOPT MOZEII), MporpamHi
3aCTOCYHKU SIKI BUKOPHCTOBYIOTH [UIsi cTBOpeHHs1 3D-mepconaxiB 1 3D—cuen (3ds
MAX, ZBrush, Riom UV, Toolbag 5, MixAmo, Adobe Substance 3D Painter).
[Toeranne ctBopenHss wmogeni 3D-mepconaxy. Ilicas cTBopeHHS, Mopaenb Oyio
iMIopToBaHo y irpoBuii pymiid Unreal Engine 4 B cepenui sikoro 3po6iieHo 3D—crieny

3 3D—nepcoHaxkem.

KJIIOYOBI CJIOBA: 3D-monemntoBanssi, Blocking, Ilepconax, Low poly, High
poly, Retopology, UV-posroptka, Baking, TekctypyBanus, Substance Painter, ZBrush,

3ds Max, Pennepunr, Unreal Engine, Temue dentesi, Jlunap.
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BCTYII

Mera fgociigskeHHsi —  JIOCHIIATA TPOLECH Ta €Tald  CTBOPCHHS
3D-nepconaxiB Ta 3D—cuen, ctBoputy 3D—Moenp nepcoHaXxy Ta IMiAroTyBaTH i s
aHiMauli Ta ekcrnopty y irpoBui pymiii Unreal Engine 4, a Takox, po3poOUTH
3D—cueny 3 mepcoHaxem Yy cepenoBuil irpoBoro pymiis Unreal Engine 4 nns
peaizailii aHiMaI[iiHUX Ta IrPOBUX MPOEKTIB.

O06’eKkT aoCTiTKeHHS — TPOIECH Ta eTanmu CcTBopeHHs 3D-mepcoHaxkiB Ta
3D—creH, 3 MOAANBIIO IX aHIMAIIIE€I0 Ta eKCopToM y irpoBuit pymriit Unreal Engine 4,
JUTsl peaiizallii aHIMalliHUX Ta IrPOBUX MPOEKTIB.

3aBIaHHA J0CITIKEHHS:

1. Hocmigutu mporec crTBopeHHs 3D-mepconaxie Ta 3D-CleH, a Takox,
PO3MISTHYTH eTanu cTBOpeHHs 3D—00'eXTiB 1t peaizallii aHIMaIliiHAX 1 ITPOBUX
IIPOEKTIB.

2. JocniguTy Ta nmpoaHaii3yBaTH MPOTpaMHi 3acO0M JJIsl peatizallii KOKHOTO eTarry
ctBopeHHsI 3D—00'eKTiB I aHIMAIITHKUX 1 IFPOBHUX MPOEKTIB.

3. Cropuru 3D—Monenb nepcoHaxy Ta MIAroTyBaTH ii JUIs aHIMallii Ta eKCIOPTY y
irpoBuii pywiid Unreal Engine 4.

4. Po3pobutu 3D-cueHy 3 mepcoHaxkeMm y cepemoBuilll irpoBoro pymris Unreal
Engine 4 qyis peanizaiii aHIMaliiHUX Ta IrPOBUX MPOEKTIB.

Metoau nocaigxennss — [lopiBHSHHS, aHATI3.

IlpakTnuHe 3HayeHHss — OnTuMmizamis MnOporeciB  po3poOku. Y  xomi
JTOCHIDKCHHSI  BIJMPALbOBYIOThCS  TEXHIKM  CTBOPEHHS  MOJENICH, OCBITJICHHS,
TEKCTypyBaHHSI ¥ aHIMaIlli, 10 J03BOJISIE CKOPOTUTU Yac 1 PeCypcy Ha BUPOOHUIITBO
aQHAJIOTTYHUX CIIEH y MailOyTHhOMY. JleTaabHUM OMUC MPOLIECY CTBOPEHHS MEPCOHAXKY 1
CUEHU MOXE CJIYTyBaTH 1HCTPYKIIsIMU (200 eJieMEeHTaMHU METOJUKH )

lany3s 3actocyBannsa — [eiimaeB, MynbTUILTIKALIIS.

KBagidikamiiina pob6ora: 3D-crena 3 3D-mnepcoHaxkem s peanizalii
aHIMAIIMHUX 1 ITPOBUX TPOEKTIB

AKTyaJIbHicTh: IrpoBa 1 aHiMamiiiHa 1HAYCTpIi Bce dYacTille nepexoasTs 3 2D

00’€ekTIB 1 mepcoHaxxiB Ha 3D aHamoru, amxke 1e Bpa3u OOJEruye mpouec podotu 3
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HUMHU 1 € POCTO OLIBII JCIIEBUM MPU TOMY HE MEHII siKicHUM BapiantoMm. Cdepa 3D
MOCTIHO PO3BUBAETHCS 1 AANTYETHCS 10 CyYaCHUX BUMOT KOPHCTyBada HaJalOqH BCE
OUIBII AKICHY 1 peaiCTUUHY KapTUHKY. TakoX MOCTIHHO CTBOPIOE HOBI 1 aanTye crapi
nporpaMu Jjiss cTBOpeHHs 3D—00’€KTiB, Bce 100 3alliKaBUTH HOBUX JIHOCH 10 cebe y
chepy. 3 1BOro MOXXKHA BBaXKaTH, 110 CTBOpeHHS 3D—00’€KTiB, a came NMEPCOHaXKIB 1
CIIEH € aKTyaJbHOIO 3aJlaueto sika Oy/e 3aTpeOyBaHa HANOIUIIIMMHU POKAMHU.

IIpeamet: po3pobka 3D—clieHn 3 mepcoHa)keM JyIs peanizallii aHIMaliiHuX Ta
ITPOBUX TIPOEKTIB

3D-nepcoHaxki — 1i¢ BIPTyaJibHI ICTOTH, II0 HACEJISIIOTh BUTaJaHl CBITH
KOMIT'FOTEpPHUX IrOp Ta KIiHO BcecBITIB. KpiM TOro, BOHM 4acTO BUKOPUCTOBYIOTHCS B
pekiiaMi Oi3HECY 1 CBO€IO Xapu3MOI0 3aBOMOBYIOTH JJisi OpeHmiB Il apmii
[IaHYBaJIbHUKIB [1].

3D—cueHu — 1€ BIpTyaJdbHHM MPOCTIp y sKOMY 3HaxomsaThesi 3D—o00'exTH.
3a3zBuuaii 0azoBa 3D-cleHa cKiIamaeTbcsi 3 TPhOX O0’€KTiB: Kamepa, 3D—o00’ekT 1
mrTy4He cBiTIIO. [IpaBriibHE HaMAMTYBaHHS SIKUX Ja€ OakaHy CITOCTEpiradeM KapTHHKY.
HopiBusinusa 2D i 3D-nepconaxis:

2D — 1e 1IoCKi MEepCOHaXi, 10 MalwTh TUIBKM IIUPUHY 1 BUCOTY, a y 3D
MOJIENIEN TOAAETHCS TPETS XapaKTepUCTUKa — mmOuHa. ToOTO TpUBUMIpPHI 300pakeHHSI
00’eMHI, 1 TX MOKHA TOAUBUTHUCS 3 YCIX OOKIB.

OcHoBHi nepeBaru 3D-rpagikmu:

Mo:xnauBicth ob6epranHss — Mognens 3D-nepcoHaky MOXKHA PO3IISIHYTH i
pPI3HMMH KyTaMu: 300Ky, 3331y, 3BEpXy. Y TOW yac SIK JBOMIPHY KapTHHKY MOXHa
MIPOCTO HAOJM3HUTH YU BIJJATHUTH.

IIBuakicTs HagamTyBanHa — [oToBa Mojaenb JISTKO  IMJIIAE€THCS
KOPUT'YBaHHSIM, TOMY JI0JIaBaHHSI HOBUX (DYHKIIIH 1 MOXKJIMBOCTEN HE CKJIa/ie TPYIHOIIIIB.

CBoOoga amimanii — 3D-nmepcoHaxamu Jierko KepyBaTH. BoHu Bxke
3MOJIeIbOBaHI Y TPUBUMIPHOMY IIPOCTOPI, a OTXKE iX He MOTPIOHO MepeMalibOByBaTH Yy

pI3HUX M03ax, 1mo0 300pa3utu pyx [1].
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1 ETAIIM CTBOPEHHA 3D IIEPCOHAZKA

Konuenuiss — € 0CHOBOIO JJI OJANBIIOIO PO3BUTKY NpoekTy. Ha npomMy erami
3MIACHIOEThCS 30ip pedepenciB, (GopmymrOoBaHHS KpEaTUBHHUX 1€ Ta CTBOPEHHS
NoMepeHiX €ecKi3iB. 3aMOBHUKY MIPOINOHYIOThCS JEKUJIbKAa Bi3yaJIbHUX BaplaHTIB
MEPCOHAXKA, 3 SKUX OOMpAEThCA M 3aTBEPIPKYETHCA OCTATOYHHUHA €CKI3 Mail0yTHBOI
mozedi. ITicis moromkeHHs: 6a30BOro 300pakKeHHsI BUKOHYIOThCS JI0JIaTKOBI LTIOCTpaIlli,
0 JEMOHCTPYIOTHh pI3HI TO3U, MIMIKY, €JIEMEHTH CHOPSJKEHHS, O, KOJIbOPOBY
najgiTpy Ta 1HIN Bi3yaJibHI XapakTepucTHKHU. Lli marepiamu TakoX TPOXOIATH eTarl

Y3TOMKCHHA 13 3aMOBHHUKOM.

CrBopenHsi BucokonoJironajasHoi (high-poly) mopeni nependadae noOynoBy
MaKCHMaJIbHO JIeTalli30BaHOi IU(POBOI CKYIbOTYpH MepcoHaka. Ha mpomy etami
BIJITBOPIOIOTBCS  HAMAPIOHIII  €JIEMEHTH  30BHINIHOCTI, OCKUIbKM  IOAAJIbIIE
JoompaloBaHHg reometpii Oyae oomexenum. Ilponec crBopenns high-poly moneni €
TPYAOMICTKHUM 1 TPUBAJIUM; HOTO TPUBAIICTh 3HAYHOIO MIPOIO 3aJICKHUTh Bl CKIATHOCTI

00’exra.

Peronouioriss (crBopenHst low-poly Monmeni) € KpUTHUYHO BaXIJIMBOIO A
1HTerpaii nepcoHaxka B irpoBi abo 1HTepakTUBHI cepenoBuina. OCKUIBKA MOl 3
MUJIBHOHAMHU TMOJIITOHIB € HAATO PECYPCOEMHUMH JUIsl PEaJbHOrO0 4Yacy, Ha OCHOBI
nepBuHHOI high-poly CITKH CTBOPIOETHCS HOBAa F€OMETPIsA 3 ONTUMI30BAHOIO KIIBKICTIO
nojyiroHiB. lle no3Bossie 3a0e3neUUTH NPUHHATHUN PIBEHb NPOAYKTHMBHOCTI MpHU

30epeKeHH]1 BI3yallbHOI SKOCTI.

Po3roprka UV-ciTku — 11¢ nporec Tpancdopmariii TpUBUMIPHOI T€OMETpii B
IJIONIMHY JUTSI KOPEKTHOTO HaKIamaHHA TeKCTyp. OcobnmBa yBara MpHAUIIETHCS TUM
TJISTHKaM MOJIEN, SIKi TOTpeOyIOTh BUCOKOI JeTami3amii — M HaaeThCs OUIBIIE TUTOTI

Ha UV-marmi.

3amikannsa Tekcryp (baking) monsrae B TepeHeceHHi iH(opMmali 3

JIETaJII30BaHOT CITKM Ha TEKCTYpPHY KapTy, sSika Moxe OyTH BHUKOpucTaHa i low-poly
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Mojeni. Y MbOMy Mpolieci TEOMETPUYHI Ta MaTepiajbHi BiacTuBocTi high-poly monemni

30epiratoThesi B 2D-300paxeHHsIX, 10 TO3BOJISIE€ 3HAYHO MOJIETIIUTH Bi3yali3allilo.

TexkcTypyBaHHSI NepPCOHAMXkA BKIIIOYAE CTBOPEHHS Ta HAKIAJAaHHS TEKCTYp, SKi
HAJal0Th Mojeil (GOTOpeamiCTUUYHOCTI. Y 1bOMY MPOIIECI 3aCTOCOBYIOTHCS TEXHOJIOT11
penbedHOTO BimoOpaxeHHs, 30kpema Bump mapping, Normal mapping Ta Parallax
Occlusion Mapping. Takox BUKOpUCTOBYeTbCs MeTon, MIP-TekcTypyBaHHs, SKUi
nependavae 3aCTOCYBAHHS JIEKUIBKOX BEPCIA OJHIET TEKCTYPH 3 PI3HOIO PO3AUIBHICTIO

JUTSI T ABUIIICHHS €(DeKTUBHOCTI PEHICPUHTY.

Takenax (rigging) Ta ckininr (skinning) — 3aBeprmanpHuil eram MiArOTOBKH
Mozeni A0  aHiMmamii. BiH  mependayae  CTBOpPEHHSI  CKEJETHOI  CTPYKTYpH
(oTOpHO-pYyX0OBOTO Kapkacy) Ta mnpuB’s3ky 3D-momemi g0 Hei. KimbkicTh KICTOK
3QJICKHUTh BIJl CKJIQJHOCTI aHIMAIliiHOTO 3aayMy 1 Moxke BapitoBatucs Big 20 qo 100 1

ounpmre. [1]

1.1 Eranu crBopenns 3D cuen

HanoBHeHHsI ClleHM — Ha [IBOMY €Talli JOJAl0ThCS yCi CKIAJOBH CIIEHH, IIe
MOXKyTh Oytn: 3D—mepconaxi, 3D—00’ekTu cepenoBuIa, TEKCTypH, aHiMali. YCi BOHU
PO3MIIIYIOTHCS 1 HAJTAIITOBYIOTHCS B 3aJI€KHOCTI B1J] TOTO K MalOTh OyTH TIpeICcaBICHHI
(cTaTu4Ha CIIEHA, CIIEHA 3 PYyXOM).

HanamryBanHs cBiTia — BaxuuBHil eran nipu ctBopeHH1 3D—cuen. Ilig gac
HBOT'O MEPEBIPSIETHCS KOPEKTHICTh PoOOTH normal-maps (kapT iMiTaiii OCBITICHHS)
peaxIIisi TeKCTyp MOJIETIi Ha Pi3HI BUIU OCBITICHHS, ajie TOJIOBHE II€ MPE3CHTAIlisl caMoi
MOJIeNl, a/pKe MPaBUIIBHO HAJAllITOBAaHE CBITIIO, MOXE “OXMBUTHU~ HaBITh HE camy
peaslicTU4YHy MOjeNb, ab0 MepeaaTd NEeBHE €MOIlIMHE CTAaHOBUIIE B 3aJIeKHOCTI Bij
BIITIHKY. TOXX TOJOBHOIO 3a/Ja4yeio IIbOTO eTaly € Oa)kKaHaHWi BUIJISAJ BiAMOBITHOI
CIICHH.

HanamryBaHHs KaMepu — Yy pI3HUX NPOrPpaMHHUX 3aCTOCYHKaxX IIeH erarl
BIJIPI3HSETHCS MTPOTE HE 3MIHIOE CBIM MPUHIMUIL. Y CTAaTU4YHIN ClIeH] Kamepa PiKCyeThes,

ab0 aBTOMaTUYHO CaMoOI0 Mporpamoro, adbo Bpy4yHy kopuctyBaueM. [1i1 yac TuHaMiuHUX
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CIICH JI¢ BUKOPHCTOBYIOTBCSI PyX Y MPOCTOPI, KaMepl 3aJ1at0Th ab0 KJIOYOB1 TOYKH, 200
HUIAX KU BOHA MPOXOAMTH BIAMOBIAHO 10 timeLine—Hy.
BucHoBku pozainy 1
VY pesynbrari OmpaifoBaHHS MEPIIOTO PO3AiLTY OylIo TMPOBEACHO KOMITJICKCHHMA
TEOPETUYHUIN aHali3 mpouecy crBopeHHs 3D-nepcoHaxiB 1 3D—cCIieH, 1110 € OCHOBOIO
JUISL aHIMAIIHHUX Ta ITPOBUX MPOEKTIB. PO3MISHYTO CYyTHICTH TpUBUMIpPHOI rpadiku, ii
BIIMIHHOCTI BiJ JBOBUMIpHOI (2D) rpadiku, a TakoX BHU3HAYEHO IepeBaru
3D-MonemntoBaHHS, Cepell SIKUX — PealliCTUYHICTh Bi3yali3allli, THy4KiCTh poOOTH 3
00’€KTaMM Ta MOXJIMBICTh iX TIOBTOPHOIO BHUKOpUCTaHHS. JlOCHIIKEHO JIOTIKY
nobynoBu 3D-mepcoHaxka, 110 BKJIIOYAE MOCTIOBHI €Tamu: CTBOPEHHS KOHIIEMIIIT,
blocking (6a3oBe QopmyBanus 00’emy), high—poly wmonemtoBannsa, low—poly,
petononorito, UV—po3roptky, 3amikaHHS TEKCTYpHUX KapT, TEKCTypyBaHHS, PUTIHT,
CKIHIHT Ta aHiMalio. Takok MpoaHaIi30BaHO TUIOBY CTPYKTypy 3D—cuenn, ii ckianoBi
KOMIIOHEHTH Ta pOJIb OCBITVICHHS, MarepiaiiB 1 kamep y (opMyBaHHI BI3yaJbHOTO
npoctopy. Po3min cpopMyBaB TeopeTHuHE NIAIPYHTS I peajizallii MpakTUYHOI
YaCTUHU JOCIHIJDKEHHS, JO3BOJIMBIIMA YCBIJIOMHUTH B3a€MO3B’SI30K MIK eTanmamu

BUPOOHUIITBA Ta 3ac00aMU iX peanizailii B HUPPOBOMY CEPEIOBHIIII.



2 TIPOI'PAMMU, AKI BYJIN JOCJIKEHI TA BUKOPUCTAHI

2.1 CniucoK BUKOPUCTAHUX MPOrpam

e CrtBopenHs high—poly mogeni — Zbrush, 3ds Max

e Peromnomoris — 3ds Max

e Posroprka — RizomUV

e TekcrypyBanHs nepcoHaka — Adobe Substance 3D Painter

e Takenax Ta CKiHIHT IepcoHaka — MixAmo (Adobe)

e Cropenns 3D—cuenu / imnopt y irpoBuit pymriit — Unreal engen4

Jus [Tab6. 2.1.]
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Taomumsg 2.1

Cnucok BUKOPUCTAHUX MPOTrpam

Ha3sa nporpamu

Buxopucrano as
eramy

Koporkuii onmc

ZBrush, 3ds Max

CrBopeHHs
high—poly monemi

BukopucroByroThCs 115
BHUCOKOTIOJIITOHAIFHOTO MO/ICITFOBAHHS
IIEPCOHAXKIB 1 00'€KTIB.

3ds Max Perononoris 3acCTOCOBY€ETHCS 17151 CTBOPEHHS
ONTHUMI30BaHO1 TOIOJIOT1T MOJENEH.
Low—poly
RizomUV Posroprka [Iporpama mits CTBOpEHHS
UV—po3ropTku 11 NOAaIbIIOTO
TEKCTYPYBaHHSI.
Toolbag 5 3amikaHHs [Iporpama nns 3amikanHust high—poly Ha
low—poly
Adobe Substance TexkctypyBaHHA Jlae 3MOry MairoBaTH TEKCTYpH
3D Painter MEPCOHAXKA oe3nocepenHbo Ha 3D—mozerni 3
peasiCTHIHUMHU €PeKTaMH.
Mixamo (Adobe) | Takenax Ta CKiHIHT ABTOMaTH3y€ CTBOPEHHS CKeJleTa Ta
IIEPCOHAXA MPUB'A3KY MOJIEN] JIJIS aHIMallii.
Unreal Engine 4 CrBOpeHHs IrpoBuii pymriit asis CTBOpEHHS

3D—cuenu / Immopt
Yy pymiii

iHTepakTuBHOTO 3D—CepenoBuima 3
aHIMAIII€10.
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2.2 T'nuGoxkuii aHaJi3 mporpam

2.2.1 3ds MAX

3ds Max — me nporpamHe 3abe3rnedeHHs s 3D—MozaenroBaHHs, aHiMaIlii,
Bi3yasizaiii Ta Bi3yaii3ailii, Siké BUKOPHUCTOBYETHCS Il CTBOpeHHS 3D—akTuBiB 1Jid
irop, (uUIBMIB, apXITEKTYpHUX 1 JIU3aMHEPCHKUX TMPOEKTIB. BiH po3pobieHuit 1
npoaaeTbcsi kommaHiero Autodesk 1 J03BoJisi€ KOPUCTyBayaMm CTBOPIOBATH JI€TajbHI
3D—Mmoneni, aHiMyBaTH 00’ €KTH Ta TIEPCOHAXKIB, a TAKOK CTBOPIOBATH (hOTOPEATICTUYHI
Bi3yasizailii /Ui IMIMPOKOTO CHEKTPY BUKOPUCTAHHSA, BiJ BIJIEOITOp JO apXiTEKTypHOI
Bi3yamizamii. 3ds Max mpomnonye Habip IHCTPYMEHTIB JJIi MOJCIIOBAHHS TBEPIUX
MOBEPXOHb, TEKCTYPYBaHHS Ta Bizyaui3allii, 10 pOOUTh HOTO MOMYJISPHUM IMPOTPAMHUM
3a0e3IeYeHHsIM I apXiTeKTOpiB, iHKeHepiB i ausaiinepis mpomykriB. Moro moTysxwi
MeXaHI3MHu Bigyanmizamii, Taki sk Arnold 1 V-Ray, 1 posmupeHi MOXJIHMBOCTI
MOJICITIOBAHHS JIO3BOJIIFOTh KOPHCTyBayaM CTBOPIOBAaTH HAA3BUYAMHO peaiCTHUHE
cepeoBHIIE Ta aHIMaIlio. [2]

3ds Max mupoko BUKOPHCTOBYETHCS B apXITEKTypl, AU3aiHI MIPOIYKTIB Ta irpax.
ApXITeKTOpH Ta AU3alHEPU BUKOPUCTOBYIOTH HOTO JJII CTBOPEHHS JACTAIBHUX MOJIETIEH
OyniBenb, 1HTEP €pIB 1 MPOAYKTIB, TOMI K POSPOOHUKHU ITOP BUKOPUCTOBYIOTH MOTO IS
NPOEKTYBAaHHS Ta aHIMAIlli aKTUBIB, TAKUX SIK MEPCOHAXI Ta cepenoBuIe. MexaH13MH
Bizyamizamii 3ds Max 03BONISIFOTE KOPUCTyBayaM CTBOPIOBATH (HOTOpEasiCTUUHI
300pake€HHA, 110 POOUTH HWOTO KPUTUYHUM ITHCTPYMEHTOM Yy TIPOIIECi MOMepeaHbol
Bi3yaJsizailii i apXiTeKTypHux ¢Gip™m 1 nuzaitHepcbkux areHTCTB. Kpim toro, 3ds Max
BUKOPHUCTOBYETHCS B JICIKUX CEKTOpax KiHO- Ta Teneinayctpii mis VFX 1 animarii,
30KpeMa IIiJ] Yac CTBOPEHHS CTaTUYHUX CepeaoBHII 200 00’ €KTiB. [2]

Kurouosi ¢pynkuii 3ds Max

1. ITnctpymentu monemtoBanHs: 3ds Max 4ynoBO MiAXOAUTH IJISI MOJICIIOBAHHS
TBEPAUX TIOBEPXOHb, IO POOUTH HOTO i€aNbHUM JJIsl CTBOPEHHS TaKHX
00’€KTIB, K OyiBIi, TPAHCIIOPTHI 3aCO0M Ta 1HII MEXaHIYHI KOHCTPYKIIIi.

2. Crex monudikaropiB: 1el IHCTPYMEHT HEPYWHIBHOTO peAaryBaHHS JO3BOJISE
KOpUCTyBauyaM 3aCTOCOBYBAaTHM 3MIHM JI0 MOJEJI, HE 3MIHIOIOYH OCTATOYHO
6a3oBuii 00’ekT. CTexk MonudikaTopiB AO3BOJISE KOPUCTYBauaM IMOBEPHYTHUCS
0 TIOHEpeNHIX eTamiB Ipollecy HPOEKTYBaHHs, IIO POOMTH HOro Iysxe

T'HYYKUM.



16

3. Inrerpamiss MexaHi3My Bizyamizamii: 3ds Max IHTETpyeTbCs 3 TaKUMU
MONyJSPHUMM MexaHizMamu Bizyanizaiii, sk V—Ray, Arnold i Corona, siki
JI03BOJIAIOTh  KOPUCTYBadaM CTBOPIOBATH BHUCOKOSKICHI (hoTopeamicTuyHi
300pakeHHS.

4. Cuenapii Ta aromatu3anis: 3ds Max migrpumye MAXScript, MOBY clieHapiiB,
gKa JI03BOJIAE KOPUCTyBayaM aBTOMAaTH3yBaTH TIOBTOPIOBAaHI 3aBJIaHHS Ta
CTBOPIOBATH BJIACHI IHCTPYMEHTH JIJIsl ONTHMI3allii poO0YOro mporecy.

5. Tactpymentn amimarii: 3ds Max Hamae 0a30BI MOXKIMBOCTI aHIMaIli Ta
HajamTyBaHHsA mepcoHaxiB 3a gonomororo CAT (Character Animation
Toolkit), sikuii miAXOAUTH JJIs1 MPOCTIIOT aHIMaIIii. [2]

IIpu4YuHOI0 BUKOPUCTAHHS — Ha JJAHWM MOMEHT IIporpamMHe 3a0e3MeueHHs Bijl
Autodesk 3ds MAX € omuuM 3 mpoBiIHUX (PaBOPUTIB 3aTpedyBaHUX Cepel
po0OOTOMABIIIB.

MinimanbHi cucremui Bumoru — Jlus [Ta06. 2][14].

Tabnuis 2.2
MinimanbHi cucteMHi Bumoru 3ds MAX
Onmnepariitna cuctema | Microsoft Windows 10, Bepcist 1809 a6o Bure.
Microsoft Windowsb11
CPU 64-bit Intel or AMD multi—core processor with SSE4.2
instruction set
GPU DirectX 11—cymicna Bigeokapta 3 MinimyM 4 I'b
Bleornam’ ATl
RAM Minimym 4 I'b oneparuBHoi mam'siti (pekomenioBano 8 ['b
a00 O1IbIIIE)
Micue Ha IHCKY 9 I'b BITBHOTO MICISl HA JUCKY 11 BCTAHOBIICHHS
BkasziBuuii npuctpiii | Muma

2.2.2 ZBrush

Maxon ZBrush — 1ie Big3HadueHuii mpemieto «Ockapy» 1 TPOBIIHUIA 1HCTPYMEHT
s uubpOBOi  CKYIBITYPH, MOIETIOBAHHA Ta MAIOBaHHA. MOro HacTpoioBaHi
iHCTpyMeHTH Ta GyHKII, BkIodatoun monan 200 BIacHUX TIEH3MIB, 03BOJISIIOTH
IpAaIfoBaTH 3 0araTOKyTHUKaMH TaK CaMo, SIK 13 CIIPaBKHBOIO TIHUHOIO. 3]
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ZBruh — 1ie udpoBe nporpamHe 3ade3neueHHS s JIMJICHHS, MOJICTTFOBAaHHS Ta
MaJIIOBaHHs, SKE BUKOPUCTOBYETHCS JUISI  CTBOPEHHS  BHCOKOZCTANII30BaHUX
3D—moneneit. Bin npomnoHye 1jiaBHi, IHTYITHBHO 3p03yMill (QYHKIIII, SKI JO3BOJISIOThH
moznemoBatd 3D—dopMu Tak camo, SK JIOUTH 31 CHOpPaBXHBOI TIUHHU. [HTYITHBHO
3po3yMiJia CUCTEMa TIEH3IIB, SIKY JI00ATh 3D—Xyn0)KHUKHK Ta 1HIYCTPii B yChOMY CBITI,
a/IanTy€e€ThCS JI0 BAIIOTO CTHIIIO, TO3BOJIAIOYM BaM TBOPUTH 3 TOYHICTIO Ta KOHTPOJIEM.

[3]

ZBrush — 11e npoBiTHUN IHCTPYMEHT JJIs1 HU(PPOBOTO JITUICHHS, SKUH aKTHBHO
BUKOPHUCTOBYIOTh Y PI3HMX TBOPYHUX IHAYCTpiAx. Y po3poOiui irop ZBrush mo3Bomsie
CTBOPIOBAaTH BHCOKOJIETAJII30BaHI IEPCOHAX1, OO0’€KTH Ta CepelAOBHINA — BiJ
KOHIIETIT-apTy JI0 ITPOBUX pecypciB 1 mpomo—marepianiB. Y cdepi 3D—apyky BiH nae
3MOT'Yy MOJIEJIIOBAaTH CKJIaJIHI (POPMHU 3 YpaxyBaHHSAM OMOPHUX CTPYKTYp, 110 3a0e3meuye
AKICHUW JApyK. Y TpPOMHUCIOBOMY 1u3aiiHi ZBrush BUKOpHUCTOBYIOTH MJIi TOYHOTO
MOJICJIIOBaHHSI BUPOOIB — BiJ] IOBEIIPHUX IPHUKpPAC JO KOMIIOHEHTIB TeXHIKH. Kpim
Toro, ZBrush mMpPOKO 3aCTOCOBYETHCS y Bi3yallbHOMY JAM3aiHI: JJii CTBOPEHHS
peaicTUYHUX MOoeNel, e(eKTiB, KOHIENT—apTiB Ta HAyKOBUX Bi3yasi3allii.

Kurouosi ¢pynkuii ZBrhush

1. Dynamic Sculpting Brush System — IIpononye npupoaHi BigayTTs, CX0XK1 Ha
neH3M1, Ui TUPOBUX XYJOKHUKIB 13 HIMPOKO HACTPOIOBAHUMHM IEH3IISIMHU,
K1 3a0€3MeUyI0Th SIK TBOPUY THYYKICTh, TaK 1 TOUHICTb. JIerko ¢popmyiite BCe,
BiJl ApiOHMX JeTaNiel 10 ICKPaBUX TEKCTYP, 3aBIASKH PETICTUYHINA Yy TIUBOCTI
710 THUCKY.

2. Dynamesh — Inctpyment, sikuii QyHKiioHye sk uudpoBa muHa. Lle
3a0e3neuye MIBUAKANA 1 TBOpPYMH JU3aiiH 13 NIAJKUMH TOBEPXHAMH Ta
netansiMu. Po3mmproiiTe cBiil [u3aiiH BUTbHO, HE TYpOYIOUUCh PO CTPYKTYPY
MOJIENI.

3. PolyPaint — Jlerke ¢apOyBaHHS Ha BUCOKOSIKICHIN MOBEpXHI 0€3 CKJIaIHOI
HiArOTOBKH, TaKOi SIK TEKCTYpYyBaHHs un Y D—KkapTyBaHHS.

4. Live Boolean- [[o3Bosisie MUTTEBO NEpEerIsiiaTH Ta KOPUTYBATHU 3MIHU MIX
MozensiMu. Bigperymioite Oyap—siKy 4acTMHY Ha CITII Ta mobayuTe, SK 1€
MUTTEBO BIUIMHE HA Ballly MOJENb Nepe]] BUTOTOBICHHSM.

5. UYepsone 3minieHHs B ZBrush — CTBoproiiTe mpruroaoMuuinBi Biyasizaiii 0e3
noTpedu y 30BHILIHBOMY MPOrpaMHOMY 3a0€3ME€UeHH] YM TPUBAIMX IpoLecax
exkcropTy ¥ imMnopty. [IponeMoHCTpyliTe pealicTUYHE OCBITIICHHS, MaTepialiu
Ta Bi3yasibHI1 eekTu y cBoiil 3D—Bi3yani3zaiiii.
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6. ZModeler — Tpancdhopmye OararokyTHe MOJCIIOBAHHS 3a JOTIOMOTONO
YHIKQJIBHOTO pallioHaji30BaHOro miaxoxay. [TodniTh 13 mpoctux hopm KopoOok
1 cTBOproiiTe ckiaaHl 3D—moneni 6e3 3ycub. [3]

IlpyyuHU BUKOPUCTAHHA — OUTBII THy4YKa 1 JuHaAMIYHA pobora 3
MOJIITOHAJIBLHOIO CITKOIO MOJIEIII, 110 O3BOJIMJIA BUIIPABUTH TOMUJIKYA YTBOPEHHI 111 Yac
erany “OyokiHry”’. /{03BONMIIO MEpPEBIPUTH SKICTh HASBHUX TEKCTYPHHX KapT 3aBISKU
BOY/ZIOBaHMM MaTepiajgaM Ta MOXKJIHMBOCTI ONISHYTH MOJEIb 3 BXKE€ HaKIIaJICHUMHU
TEKCTypaMU y CIIEHI 3 BUIbHOIO KaMEPOIO 1 IITYYHUM OCBITJICHHSIM.

MinimaabHi cucremui Bumoru — Jlus [Ta6. 3][15].

Ta0nnis 2.3

MiniManbHI cucteMHl Bumoru ZBrush

OmnepamiitHa cuctema | 64—po3psaai Bepcii Windows 10 a6o 11. (32—po3psiHi
oIepalliiiti CUCTEMHU OUIbIIE HE MATPUMYIOTHCS.)

CPU 64—po3psauuii mpouecop Intel abo 64—po3psiaHuii nporecop
AMD.

GPU [ToBunna miaTpumyBatu OpenGL 3.3 a6o Bumie Ta Vulkan
1.1 aGo BuIILE.

RAM 4 I'b (HacTiiiHO pekoMeHayeThes 6+ I'D).

Micue Ha THCKY 20 I'b BUIBHOTO MicCIsl HA KOPCTKOMY AHMCKY it ZBrush ta

1oro pod040ro AMCKa.
BkaziBauit npuctpiii | Muma a6o mnanuert, cymicauii 3 Wacom (WinTab API).

2.2.3 RizomUV

RizomUV Real Space — 1e mporpamue 3abe3nedenns st ctBopeHHs: UV—po3ropTky,
po3pobrnene s npodecionaniB y chepax 3D—moentoBaHHs, MPOMHUCIOBOTO IU3alHY,
apXITEKTypH Ta NpOTOTUITyBaHHA. BoHO n03Boisie cTBOproBaty TouHl UV—po3roptku 3
ypaxyBaHHSM pealbHUX MaciTaliB, (pI3MYHUX PO3MIPIB 1 BIACTUBOCTEH MaTepiaiiB
00’€KTiB. [4]

RizomUV Real Space onTumizoBanuii sl TaIy3eu, 16 KPUTUYHO BKIUBUMH €
peajbHl BHUMIPIOBAHHS, TaKWX $K [POEKTYBaHHA TNPOAYKTIB, apXiTeKTypa Ta
BUPOOHHUIITBO, JI€ TOUYHICTh 1 MacIITad BIAIrParOTh KI04YoBY posb. Hatomicts RizomUV

irtu IEHTOBAHUM Ha raaysi, IOB’A3aHl 3 IrpaMH, Bi3yaJbHUMU TaMH
Virtual Spaces opienToBa a rayysi, IIOB’s3aHl1 3 IrpaMH, Bi3ya edekra
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(VFX) Ta animarniero, ne UV—posroptka Bi10yBa€eThcs y BIpTYaJIbHOMY CEpPEIOBHUILI O€3
ypaxyBaHHsI (PI3UYHUX PO3MIpIB. [4]

RizomUV Real Space cnemiansHo po3pobnenuit mns ctBopenns UV—kaprt, siki
CIIy)KaThb OpIEHTHpaMH i peanbHux 00’ekTiB. Ha Biaminy Big RizomUV Virtual
Spaces, mo amantye UV—koopamHaTé 10 CTAaHJAPTHOTO KBaapary, He 30epiraroun
dakTuuHux po3mipiB 00’ekTa, Real Space miarpumye crpaBxhi rabaputu Ta MacmTad
00’exta B UV—-tipocTopi. L{e Haa3BHUaliHO BaXJIMBO JUIsl BAPOOHUIITBA, APYKY Ta 1HIIHUX
cdep, 1e HeoOXiaHe TOUHE MacIITaOyBaHHs. [4]

Hanpuknan, skimo po3ropraTu mionHy posmipoM 4x4 metpu B RizomUV
Virtual Spaces, nmporpama 3meHmuTh ii 70 1x1 merpa y UV—npoctopi. Ile ciorBoproe
peanbHuil MacmTad 00’€kTa, IO HEMPUMHATHO JJIA 3aCTOCYBaHb y PEalbHOMY CBITI.
Haromicte RizomUV Real Space 3anummrh miomuHy po3MipoMm 4x4 meTpu B
UV—-npoctopi, mo rapaHtye NpaBUIbHE HAKIAJACHHS TEKCTYp, BI3€PYHKIB abo

MIO3HAYEHB 1 TOUHE B1A0OpaKeHHS MPOMopIii (hizuyHoro 06’ ekra. [4]

Kuarwuosi ¢pynkuii Rizom UV
Posropranns (Flattening)

HeszanexHo BiJ TOro, 4Yu MpaIlOETEe BU 31 CKIAJHOIO CITKOIO a00 MOJEIUIIO, SKa
MICTUTh HEUYETUPHUKYTHI moiirond, RizomUV 3amumaerscs criiikum. Bin 3maren
MIBUAKO pO3rOpTard MOJENl 3 IMOHaJ MUIbHOHOM IIOJITOHIB 3@ JIIYEHI CEKYH[H,
BPaxoOBYIOUM peajbHI po3Mipu 00’€KTa, CTBOPIOIOYM iIeallbHO IUIOCKi, HE
nepekpuatodicss UV—kapTu.

k110 MozeNnb CKIAIAaeThes 3 KITbKOX YyacThH (ocTpoBiB), RizomUV edektuBHO
Ta MIBUKO PO3MICTUTH iX y BuaieHoMy UV—mpocrtopi.

AHnaJis po3raryBanHs (Stretch Analysis)

Real Space BukopucTOBY€ mepenoBi aJirOPUTMH, TOAI0H] 10 METOMY CKIHYCHHUX
eJeMeHTIB, 1 cTBopeHHs UV—KapT 13 MiHIMaJIbHUM PO3TATYBaHHSM. J[J1s1 pO3ropTHUX
MOBEPXOHb PO3TATYBAaHHS BIJICYTHE, a JUIsl KPUBOIIHIMHUX TOBEPXOHH — BOHO 3BEJICHE

710 MIHIMYMY.
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Mu perenbHO PO3poOMIM KapTy TEIIOBOTO po3TsaryBaHHs (stretch heat map), sika
TOYHO BIAMOBiTae BamuM BuUMoraM. Real Space TouHO BUSABISIE Ta TOKa3ye 30HU
HEHUTPaJIbHOTO PO3TATYBaHHSI — Ji¢ JOBKHHHU B 3D—Mojieli BiAMOBIAAIOTh JOBKHHAM Y
UV-npocropi. fkmo € Oyap—ska po30ikHicTe MK 3D Ta UV-mpencraBieHHsIM
€JIEMEHTa, BOHA B1I00paXae€ThCs MUTTEBO M MOXe OyTH TOUHO BUMIpPSIHA 33 JOTIOMOTOIO
TEIJIOBOI KapTu abo MIKaIu po3TaryBaHHs (stretch bar).

Oomexenns (Constraints)

Hanmanus UV 6e3 po3TsaryBaHHS HE 3aBXKIM BIAMOBITAE MOTpedaM MPOEKTY. Y
JesSKUX BUIAJKaX HEOOX1AHO MIHIMI3yBaTH pO3TATYBaHHS, JOTPUMYIOUHUCH TEBHHUX
YMOB, Hampukiaa: (ikcalis BEpUIMH y NEBHUX TOYKAaX, OPIEHTALlS] UM BUPIBHIOBAHHS
peoep.

RizomUV Mae BC1 HEOOX11H1 IHCTPYMEHTH TS ILOTO:
TOpPU30HTAIbHE/BEPTUKAIbHE BUPIBHIOBAHHS, BUPIBHIOBAHHS 3 PO3PUBAMHU, JKOPCTKE Ta

M’sIKe 3aKpITUICHHS BepIInH (pinning).

IHakyBanus (Packing)

RizomUV  3acrocoBye mepenoBl METOAM  ONTHUMI3AIll  pO3TallyBaHHS
UV—ocTpoBiB y 3amanomy mpoctopi. Lleir mpocTip Moke Maru BiIKpHUTI ab0 3aKpHUTI
MEXI1, 10 JTO3BOJISIE CUMYIIIOBaTH (Di3nyH1 OOMEKeHHs Ta (POpMHU, HAPHUKIAA, apKyI
abo0 CTpIUKH.

Bu moxere 3a0m0KyBaTH TMOJIOKEHHS Ta OPIEHTAII0 OKPEMHUX OCTPOBIB, 1100
aJTOPUTM TIaKyBaHHS PO3MICTHB PEIITY HABKOJIO HUX, 00 3rpynyBaTH KUIbKa OCTPOBIB
JUISL CKJIAQHIMIKAX MakeTiB. TakoX MOBHICTIO HAJAIITOBYIOTHCA MapaMeTpu BIACTYIIIB

(padding) i momiB (margin), 1110 AO3BOJISIE€ AAANTYBATH 1X 10 BAIIUX BUMOT.

Excnopt (Export)
Real Space miarpumye iMmnopT nojiroHaibHuX ciTok y gopmarax OBJ, FBX Tta

USD.
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Pesynbrat po3ropTaHHs MOXKHA EKCHOPTYBAaTH SIK y pacTpPOBHX, TaK 1 Y
BekTopHUX (Qopmarax. Koutypu UV wmoxna excropryBatn y ¢opmatu DXF Tta
PostScript, a pactposi UV — y BMP, PNG, JPG 1 TIFF.

Knacuuni ¢opmaru, oomexeni 32—6itoBumu offset—amu, matore nimit 4 I'b (65
535%65 535 mikceniB), mo Moxe cTBOproBatu npoodsemu. RizomUV Real Space nonae
i oomexkeHHs1 3aBasku miaTpumil dopmary BigTIFF, mo mo3Bossie crBoproBaTh
HAJBEJHKI 300paXeHHs] — O0COOIMBO KOPUCHO TS JIA3€PHOTO TEKCTYPYyBaHHS Ta 1HIIUX
BHCOKOTOYHUX BUPOOHUYMX MPOTIECiB.[4]

IIpuunna BUKOpUCTaHHA —  Jlyke  3pyuyHuid,  QyHKI[IOHAIBHUN
BY3bKOHAINpaBJIeHUN coPT creniaaizoBaHuid mijg eran “po3ropTku’. Mae nyxe 3pydyHui
Ta 1HTYiTUBHO 3pO3yMUIHH 1HTepdenc, M0 JA03BOJUB IIBUIAKO BHUKOHATH IOCTaBICHY
3aady.

MinimanbHi cucremui Bumoru — Jlus [Ta0. 4][4].

Tabnuus 2.4
MiHiManbsH1 cucteMH1 BUMOru Rizom UV
Omnepamiiiga cuctrema | Windows 10 / 11 — (64—po3psiaHa)
CPU 64—po3psauuit  npomnecop Intel abo  64—po3psaHuit
nporecop AMD.
GPU Bineoxkapra 3 2 I'b Bigeomam'sti DirectX V.11
RAM 4 I'b onepatuBHOI IMam'sTi
Micrie Ha THCKY 150—300 Mb micrisg Ha TUCKY ITICJIsl BCTAHOBIICHHS
BkasiBHuil npucTpin Muia

2.2.4 Adobe Substance 3D Painter

Substance 3D Painter — 11e nmporpamue 3a6e3neueHHs s 3D—MantoBaHHs, K
JI03BOJIIE KOPHCTYBauaM TEKCTYpyBAaTH Ta JI0JlaBaTH MaTepiaid Oe3MOCEepPEeNHbO 10
3D—citok y pexumi peanbHoro vacy. s mopiBusanHs, Substance 3D Designer — 1ie
NepeBaXHO TMporpamMHe 3a0e3redyeHHs JUIsi CTBOPECHHS MarepiajiB, sIKe TeHEpye
TEKCTYPH 3 MPOIEAYPHUX MAOIOHIB y rpadax Ha OCHOBI BY3IIiB. [5]

Kurouosi ¢gynkuii Substance 3D Painter

1. Tloryxuuii pymiii papou — MairoiiTe 3a JOMOMOrow AUHAMIYHUX TMEH3IB,
IHCTPYMEHTIB MPOEKIIii, YACTUHOK, Y TOMY YUCII CTHIIB neH3ist Photoshop.
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. PodymH1 Macku Ta Marepiaiu — 3acTOCYWTE peaiCTUYHI JeTail MOBEPXHi,
BiJl TOHKOTO HAIMJICHHS J10 HaI3BUYAHHOTO 3HOIICHHS Ta 0araro iHIIOrO.

. YIO0CKOHaJI€HE CTBOPEHHS MarepiayliB — 1MiTallisl MOBEIIHKKA MaTepialliB y
peallbHOMY CBITi, TakKuX SK OJHUCK, aHI30TPOIis, MPO30pe MOKPHUTTH,
PO3CiIFOBaHHS 1] TOBEPXHEIO TOIIIO.

. IIpocTuit ekcropT — JIETKO €KCIOPTyHTe B Oyab—siKuil peHaepep ado irpoBuit
nBIKOK. CTBOPIOMTE BIACHI CTHJIl €KCHOpTy, 100 BcTaBuUTH Painter y Barm
TPUBUMIPHUHN TTPOEKT.

. Ilikrorpama — AsBromarnuni UVs — IMmMmopTHi Moneni He TOTpeOyroTh
0COOJIMBOT IMITOTOBKH JI0 TEKCTYPYBaHHS.

. Ilintpumka VFX — Painter marpumye MyJIbTUTAHIOBE MalllOBaHHS
(UDIMS), Alembic, immopt 3 kamepu Ta cueHapii Python 1 cymicHuii i3
noBiakoBoIO mathopmoro VFX.

IIpuyuna BUKOpUCTAHHA — 3pyyHa poOoTa 3 MaTepiajiaMH, iX CTBOPEHHS Ta

HaJallTyBaHHs, BeJMKa 010J10TeKa TOTOBUX MaTepiaiiB. [HCTandLis Ta HajdallTyBaHHS

TEeKCTypHUX KapT. Omisa Mojeli y BiKHI MpOrpamMu Ta SKICHUWA PEHJEPIHT y CIeHI 3

TEKCTypaMH 1 IITYYHUM OCBITICHHSIM.

MinimaabHi cucremHi Bumorn — J{us [Ta6. 5][16].

Tabmuig 2.5
MiHiManbsH1 cucteMH1 BUMoru Substance 3D Painter
Omneparuiina cucrema | Windows 10 64-—pospsiaaa Bepcist Bepceist 22H2
CPU Intel Core 15 AMD Ryzen 5
GPU NVIDIA GeForce RTX 2060 Super
RAM 16 GB
Micre Ha THCKY SSD 3 30 I'b noctynmHOro mpocTopy
BkasiBHuil npucTpin Muia
2.2.5 Marmoset Toolbag5
Marmoset Toolbag — 11e KOMIUJIEKCHE TBOpYE IpOrpaMHE 3a0e3MEUeHHS IS

3D—xynoxHuukiB. CTBOpIONTE MepeoBe MUCTEUTBO ISl 1rop, (QiIbMIB, TPOIYKTIB TOLIO

3a JIOMOMOTOI0 TMPOBIJIHOTO B raiy3i MexaHi3amy o0poOku Tekctyp Toolbag, iHTYiTUBHO

3pO3yMUIMX 1HCTPYMEHTIB TEKCTYPYBAHHS Ta MaJIOBaHHS, a TakoX (PI3UYHO TOUHHX

3ac001B peHAEPIHTY 3 TPaCyBaHHSIM IMPOMEHIB 1 pacTpy [6]

Kurouosi ¢pynkuii Toolbags
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. EDIT — IIpamtoiite 3 koMdopTroM y 3pydyHOMYy Isi Bac 1HTepdeiici,
BUKOPHUCTOBYIOUM JIETKUI Ta 3py4yHuil penakrop Toolbag.

. BAKE — BumnikaiiTe MUPOKUNA CIEKTP KapT 3 BUCOKOK TOYHICTIO 3aBJISKU
OJMMCKaBUYHO MIBUAKOMY peXuMy peasibHoro acy Toolbag.

. TEXTURE — Mamroiite (i3M4HO TOYHI Marepiaii Ta BUKOPUCTOBYWTE
IHTYITHBHO  3pO3yMUJII  IHCTPYMEHTH  TEKCTypyBaHHS B  IPOEKTAX
TekcTypyBaHHs Toolbag.

. RENDER — CrtBoproiiTe 3axoIUIMBI pPEHAEPU 3 BHUCOKOI IIBUJKICTIO,
BUKOPHUCTOBYIOUHM NOTY>XHI pimieHHs1 Toolbag ans penaepunry.

. LIBRARY — Otpumaiite noctyn 10 CBITYy O€3KOIITOBHOTO KOHTEHTY 3aBJISKU

BOynoBaniit Oi0miorerni Toolbag — marepianu, TEeKCTypHw, KUCTI Ta 0Oararo
1HIIoro!

. VIEWER — EkcnopryiiTe, 3aBaHTaXyWTe Ta IUIITHCS I1HTEPAKTUBHUMHU
cueHamu Toolbag 3a pomomororo mepermisgada Marmoset, 110 Opaioe Ha
WebGL. [6]

Ilpyunna BUKOpHCTAaHHA — BnoOHUM y BHUKOpPUCTaHI 1HCTPYMEHT 3

BOyI0BaHOIO (YHKIIEIO ‘‘3aliKaHHA MOAEN!” 1[0 JO3BOJMJIO IIBUAKO 3pOOUTH HOBY

TEeKCTypHY Kapty s Low—poly mozeni.

MinimanabHi cuctemHi Bumorn — J{us [Ta6. 6] [17].

Tabnuus 2.6

MinimanbHi cuctemHi Bumoru Toolbag5

Omneparniitna cuctema | Windows 10 Bepcii 22H2
CPU 64—pospsiaauii npouecop Intel abo AMD
GPU BUJIITICHUN TpadivyHuil mporecop 13 cymicHicTio 3 DirectX
12 (DX12)
RAM 8 GB
Miciie Ha INCKY 10 T'B micist Ha SSD
BxkaziBauii npuctpiii | Muma
2.2.6 Unreal Engine 4
Unreal Engine 4 (UE4) — 1e BHUCOKONPOAYKTUBHUN ITPOBUIl pyIIiid,

po3pobnenuit kommnaniero Epic Games, mo 3a0e3neudye MOBHHM IUKJI CTBOPEHHS

iHTepakTUBHOrO 3D—KOHTEHTY. Pymiiii 6a3yerbest Ha MOB1 nporpamyBaHHs C++ Ta mMae

BOY/IOBaHY CHUCTEMY Bi3yaJibHOTO MporpamyBaHHs Blueprints, sika 103B0JisiE CTBOPIOBATH

IrpoBy JIOTiKy Oe3 HamucaHHs koay. UE4 Bii3HauaeTbCs BHCOKOIO SIKICTIO rpadikw,
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peamicTUHYHUMHU (I3UIHUMHA MOCIISIMU, ITUPOKUM 1HCTPYMEHTApIEM ISl XyJT0KHHKIB,

JU3aiiHePiB Ta MPOTrPAMICTIB, a TAKOXK MIITPUMKOIO PO3POOKHU JIJIsl PI3HUX IIATHOPM.

Unreal Engine 4 mmpoxo 3acTocoByeThCs y cdepax, Ae moTpiOHA BUCOKOSIKICHA

3D-Bigyamizariisi, IHTEpAaKTUBHICTh Ta cumMmynsmis. Jlo Takux Traiy3eil Halexarb

po3po0Ka BiJI€OITOp, apXITEKTypHAa Ta IHXKEHEpHaA Bi3yalisailisi, KiHOBUPOOHHIITBO,

IPOMUCIIOBUH 1 MPOAYKT—AN3aliH, a TAKOXK OCBITHI TEXHOJOTIi. Y IIUX HaNpsSMKax PyIIii

BUKOPHUCTOBYETHCS ISl CTBOPEHHS BIPTYyaJIbHUX CEPEOBUII, PEATICTUUHUX CUMYIISAIIIH,

HABYAJIbHUX CHUCTEM, BI3yalbHUX €(EKTiB, Mpe3eHTAIlIHHUX MaTepiajiB 1 MPOTOTHIIIB,

110 BUMararTh BUCOKOTO PiBHS JIeTalli3allii Ta JTMHAMIKH.

Kurouosi ¢pynkuii Unreal Engine 4

1. Blueprints — cucrema BI3yaJbHOTO MpOrpamMyBaHHS, IO JO3BOJISE
CTBOPIOBATH IrPOBY JIOTIKY 0€3 3aJy4eHHS MPOTrPaMHOTO KOJY.

2. Cascade / Niagara — 1HCTpYMEHTH JJI1 CTBOPEHHS Ta KEPyBaHHS CUCTEMaMHU
YACTHHOK 1 Bi3yaJbHUX €(EKTIB.

3. Material Editor — By3JI0BHI1 penakTop IJisi CTBOPEHHS CKJIaAHUX (DI3UUHO
KOPEKTHUX MaTepiaiB.

4. PeanicTU4HE OCBITIICHHS — MIATPUMKA TJIOOATBLHOTO OCBITICHHS, (BP13UYHO
KOPEKTHOI CHUMYJISILII CBiTJA, TIHEW Ta TpacyBaHHS NMPOMEHIB Y pealbHOMY
gaci.

5. ®izuunuit pymiid PhysX — 3a0esneuye peaicTUYHY CUMYIISIII0 B3a€MOIIT
00’€KTIB y TPUBUMIPHOMY CEPEIOBHIIII.

6. Sequencer — 1HCTPYMEHT JJIsi CTBOPEHHS aHIMaIllid, Kar—CIEH 1
KiHeMaTorpadiuHOro KOHTEHTY.

7. THCTpyMEHTH JIsl CTBOPEHHS JIaHIMA(TIB — MOXKJIIUBICTH MOOYIOBU BEITMKHUX
BIJIKPUTHUX MPOCTOPIB 13 3aCTOCYBAaHHSM I'e€Hepallii pOCIUHHOCTI.

8. VR/AR migrpumka — 1iHTErpoBaHi 3aco0M nJisi CTBOPEHHS MPOAYKTIB
BIPTYaJbHOI Ta IONOBHEHOI PEaIbHOCTI.

9. KpocmnardopMeHicTb — MIATPUMKA PO3POOKU ISl PI3HUX ONepaLiiHUX
cucTeM 1 amapaTHux Mmiaargopm, 3okpema Windows, Linux, Android, i0S,
PlayStation, Xbox Ta iHmux. [7]

Ilpuyuna BukopHcTaHHS — OyJIO BHUKOPHCTAaHO CTapilly MOJEIb uYepe3

HecyMmicHicTh Moro 1K 3 Ounbll HOBOIO Bepeci€ro Yepe3 BUCOKUX CUCTEMHHUX MOTPED.

Tomy BUKOpHCTAHO CTapilly BEpCitO sIK AJTBTEpHATHUBY.

MinimaabHi cucremHi Bumorn — J{us [Ta6. 7] [18].

Tabmuus 2.7
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MinimaneHi cuctemHi Bumoru Unreal Engine 4

Omnepamiiina cuctema | Windows 10 64—bit

CPU Yorupusaepuuid npouecop Intel abo AMD, 2,5 I'T abo
IIBHU/IIIIE

GPU Bineokapra, cymicHa 3 DirectX 11 a6o DirectX 12

RAM 8GB

Miclie Ha TUCKY 25-40GB 3anexHo BT KOMIUIEKTAL]

BkaziBauii npuctpii | Mua

BucHoxu po3ainy 2

Y npyromy po3aimi Oyno 3IIMCHEHO CHCTEMHUM aHalli3 1HCTPYMEHTIB, SIKi
3aCTOCOBYIOTBCS JUIsl pealli3alii KO)KHOIO eTainy cTBOopeHHs1 3D—-TepcoHaxka Ta CLIEHH B
MeXaxX Cy4aCHOTO BHPOOHHMYOro mporecy. Po3missHyTO (QyHKIIIOHAJIbHI MOXJIMBOCTI,
TEXHIYHI OCOOJMBOCTI Ta JNOUIBHICTh BHUKOPHUCTAHHS MPOTPAMHOI0 3a0e3NeyeHHs
ZBrush (mns cKyJIbITUHTY BHUCOKOMOJIrOHaNbHUX Moxeneil), 3DS Max (ans 6a3zoBoro
mogentoBanHs), RizomUV (mns ctBopennss UV—posroprok), Adobe Substance 3D
Painter (151 TeKCTypyBaHHS Ta 3alikaHHA KapT), Mixamo (JI711 aBTOMaTUYHOTO PUTTHTY
Ta a"imarlii), Marmoset Toolbag (ass mepeBipku pe3yabTarTiB 3aMiKaHHs Ta Bi3yami3allii)
1 Unreal Engine 4 (s KiHIIEBOTO cepeaoBHUINA JJIs 1HTErparii 00'eKTiB 1 mMoOya0BHU
cuenu). OkpeMo npoaHaii30BaHO BUMOTHM 110 anaparHoi yactunu [1K, kinrouoBi pyHKLii
nporpaM, cdepu y SKUX 3aCTOCOBYIOThCS Ii mporpamu. IIpoBemeHe AOCITiKEHHS
n03BOMIO0  copMyBath  €(PEKTUBHUN  TEXHOJOTIYHMN  pipeline, BU3HAYUTH
B3a€EMO3B’SI30K MDK 1HCTPyMEHTAaMH Ta 3aKJIaCTH OCHOBY JUIA iX TIOCIIIOBHOTO

BHKOPHUCTAHHA HA IIPAKTUIHOMY erari.



26
3 CTBOPEHHA 3D-IIEPCOHAKA I 3D-CHHEHHA

3.1 KonnenryaJmizanisi Ta IUIaHyBaHHS

Konneriis — 1e ¢yHmamenT MaiOyTHROTO TmpoekTy. Ha 1mpomy erami
30uparoThca pedepeHcH, BHUCYBAIOTHCS 1J1e1 Ta CTBOPIOIOThCA MOMEPEAH] €CKi3u. Y
pe3yabTari 3aMOBHUK OTPUMYE KUJIbKAa BapiaHTIB TOTO, K MOXKE BHUIJIAJIATH MPOEKT, 1 3
HUM 3aTBEP/KYETHCS €CKi3U MaOyTHBOT MOJIENI.

[InanyBaHHS — Ha I[bOMY €Talll TPYNMyIOTHCS yCi Hag0aHi peepeHCH MPOEKTY Yy
€IMHY KapTUHY, IICIAS 4YOro po0oTa AUIMTBCS Ha €Talu. Uil KOXKHOTO 3 HHUX
PO3CTaBIAIOTHCA ACJIAHMA JJi iX BUKOHAHHA. TakoK BHU3HAYAETHCS MEPENIK Mporpam
Ta IHCTPYMEHTIB siKi Oyzne BHKOpPHCTaHO aiisa peanizaiii. Ile moTpiOHO mmnst jermoro
MOHITOPUHTY TPOTPECY, PO3YMiHHS AaCMEKTiB BHKOHABUOI YACTHHHU 1 TIOJETIICHHS

I'PYHTYBaHHS 3BITHUX JIaHUX.

3.1.1 Konuenuis

Ines i kiII04OBI cJI0BA:

Ines mepconaxy: numap y cetinry Dark Fantasy.

Ines 3D—crieHn MpUMITUBHUMN ITEpeBa MEPCOHAXKY.

IHosicHEeHHs KJIIOYOBHX CJIIB:

“Dark Fantasy — Dark Fantasy (ykp. TemHe ¢eHTe31) — 1€ MiIKaHp
(denTe3iitHOi niTepaTypu, KiHemarorpada Ta 1HmUX (HOPM MHUCTENTBA, KU MOETHYE
TpaAMIIiiiHI eleMeHTH (PEeHTe31 3 TOXMYpPOI0, YACTO MECUMICTUIHOIO aTMOC(heporo, 110
npUTaMaHHa jkaxaM Ta TOTHYHIM ecterwi. Ha BiIMiHY BiJi KJACHYHOTO Te€POIYHOTO
(denTesi, 1e TOMIHYIOTH MOTHBM A00pa, Haxli Ta nepemoru, dark fantasy goxycyerncs
HA MOpAJIbHO aMOiBaTEHTHUX MEPCOHAXKAX, BHYTPIIHIX KOH(IIKTaX, TEeMHUX CTOPOHAX
JIO/ICHKOT MPUPOAM, a TAKOXK 300pa)KeHH1 CBITY K >KOPCTOKOIrO, TPArivHOro abo HaBITh
npupeyeHoro.” [8]

“JIulap— 1ie y3arajapHeHUN o0pa3 030pOEHHUX BOTHIB, IO € YOCOOJICHHSIM MEBHOT
CUCTEMHU MOpPaIbHO—E€TUYHUX HOPM, BIMCHKOBOI J0OJECTI Ta coIlaibHOI i€papxXii B
XyloAkKHIX, Mi(ONOriUHMX Ta KyIbTypPHUX HapaTHBax. Y HAayKOBOMY KOHTEKCTi IOHSATTS

«IMaap» BHXOOUTH 3a MEXI1 CyTO iCTOpI/I‘{HOFO Q)CHOMCHB. Ta POIITAAAETHCA K
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KyJbTYPHO—CEMIOTUYHHUI CHMBOJ, IO MOEJHYE PUCH BOTHA, 3aXHCHHUKA, CIIYKUTEIS
171ealiiB 4eCTi, BIPHOCTI i 000B’s13KY.” [9]
Jxxepesia siki BUKOPHCTOBYBAJIMCH /Il MOIIYKY pedepeHciB:
e (Google Photos — yHiBepcanbHUN THCTPYMEHT JIJISl TIONTYKY 300paKe€Hb, 30KpemMa
pedepenciB 3D nepcoHaxiB 3 Pi3HUX CANUTIB.
e Pinterest — Bi3yanbHa MmiatdpopMa 3 A00IipkaMu pedepeHCiB, KOHIIENTIB 1
HaTxHeHH 17151 3D nepcoHaxiB.
e DeviantArt — cribHOTa XyJTOKHHUKIB, € MOJKHA 3HAWUTH aBTOPCHKI KOHIIENITH Ta
umroctparii 3D nepcoHaxis.
e ArtStation — mpodeciitHa Tiardopma s MUTIIB, 110 MPOMOHYE BUCOKOSKICHI
KOHIIENTTH Ta peHaepu 3D nepcoHaxis.
e Sketchfab — onnaiin—ranepes 3D—mozenei, e MOXHa NepenIaaTH NepPCOHAXKIB
y pexumi 360°.
e TurboSquid —  wmapkermieiic rotoBux 3D-mopenedt, sAkuii  MOXKHa

BUKOPHUCTOBYBATH ISl peepeHCiB 1 BUBUCHHS JICTAJICH.

3.1.2 IlnanyBaHHs

3D-Ilepcona:k: (Dark fantasy Jlumap).
Axcecyapu: o0naayHKH, Med, map@d, osr, B3yTTs.
3D—-Cuena: [lepeBan npUroJHUKIB.
JloBkinst: bararTs, TpaBa, KOpOOKH.
Eranu niianyBanus creopeHns 3D-nepconaxy i 3D-cuenu:

1. Tlominutu Moaenb MEPCOHAXKY HA CKIIAJOBI MPAIOYN HAJl HUIMU OKPEMO, aJie B
CepeIOBHIII OJTHIET CIICHHU.

2. CrBoputu 3D—mozens nepcoHaxy. [ligrorysaru ii 10 aHiMariii i eKCTIOpTY.

3. CtBoputu 3D-crieHy 3 JOBKUUIAM Yy CEPEAOBHINI ITPOBOTO pyIIis 3
BUKOPUCTAHHSIM JOAATKOBUX AaceTiB 1 IMIOPTOBAHOI MOJENl MEPCOHAXKY
CTBOPEHYIO MPOTATOM POOOTH.

3.1.3 IIporpamu aJjs 30epirannst pegepencis PureRef

PureRef — 11e mporpama A 3py4HOro po3MilIEHHs, OpraHizallii Ta nepersay

pedepeHCciB y cepenoBHUIlll OAHIET 1HTEPAKTUBHOI MOMKH. OKpIM pPO3MIIMICHHS 1
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30epexeHHsT 300pa)k€Hb y BHCOKIM SKOCTI, € MOXJIHUBICT POOUTH HOTATKU 1
TUTAaHYBaHHSI.

[{ro mporpamy B HamoMy IOCTIIKEHHIO OyJ0 BHUKOPHCTAHO MJiI CTBOPCHHS

JOMIKKH pedhepPeHCIB 3 JTOAATKOBUMHU HOTATKAMHU y SKHX OyJI0 PO3MHMCAHO KITFOYOBI eTaru

CTBOpPEHHs OcHalleHHs1 3D—nepconaxy. CKpIHILIOT 3 TpOrpaMu HajlaHo HUx4e [puc 3.1]

Grid optim
Tu

Helmet
Cuira

Lether

Pucynoxk 3.1. IaTepaktuBHa nomika pedepencis y nporpami PureRef

3.1.4 Ilnaun podoru Hag 3D—-Moae/b10

Moens nepcoHa)xy MoJ1JIeHO Ha TaKi CJIaIoBi:
OO6nanyHOK:

e [onoga:
Hlomom: Kacka, BepXHe / cepeaHe / HUKHE 3a0paio, TOPIKET.
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o TynyO:
Kipaca(Cuirass), ram6econ (Gambeson), Konmpuyra (Chainmail).

e Pyxu:
Hamniuynuku (Pauldrons), pyuni mumtu (Rerebraces), HanokitHuku (Elbow
cops), [Tonoxi (Vambraces) — 3axuct nepenamiiyus. Pykasumi (Gauntlets) —
3aXHUCT KUCTEH 1 NabIliB.

e Horwu:
Kyacu (Cuisses), Haxominauku (Poleyns), TI'ominkoBi mutku (Greaves),
Cabaronu (Sabatons), mraHi, 4epeBUKH.

Axkcecyapu: Meu, mapd, mosic, IUTaCTUHU Ta 1HINA JIeTali3allisl.

KoyxHa 3a3HaueHuil o0nalyHOK 1 akcecyap MPOXOAMIIA HACTYMHI €Tany CTBOPEHHS

3D—Mmoneni:
e Blocking — ®opMyBaHHS 0CHOBHO1 (hOPMHU.
e High—poly — JlonaBanus aeranei, 3riaKyBaHHS.
e Remesh — BunpasienHs HopMmalien.
e Low poly — CrporiieHa xormist MO€I JiJIsl 3aliKaHHS 1 TOIAJIbIIIOT aHIMaITi.
e UV — posroprka — CtBopeHHst UV—map 1151 HaKJIaJIeHHS] TEKCTYP.
e 3amikanHs — CrBopenHs High—poly Texctypu nist Low—poly moneni.

[IpuMITKH: KOXKEH 3 IIMX €TaliB BUKOHYBABCS MapajelibHO ISl KOKHOI YaCTUHU
Mofnem. BucokomomiroHambHI YacTHHM Monedi: 1mapd, pyKaBUIl, KOJbUyTa
BUKOHYBaJIMCh Okpemo. Eramu: Rigging i Animation BUKOHYIOTHCS MICJS CTBOPEHHS
yCIX YaCTUH MOJIENI.

JleTanbHUI ONMKUC KOXXHOI YaCTHMHHW PO3MHUCAHO Yy J0JaTKax (IuB y Jomarkax A),
HajJa yci eranu Oyae y3arajibHEHO 1 MPOJIEMOHCTPYBAB 3arajbHUN Pe3yabTaT KOKHOTO
eTany, a00 KOro NPOMIXHY YaCTUHY.

3.2 MoaearwoBanusa 3D-nepcoHaxy

3.2.1 High—poly

High—poly — ue 3D—00'ekT 3 BEIMKOIO KUIBKICTIO IMOJITOHIB, IIO JO03BOJISIE
JTOCATTA BHCOKOTO piBHA jetamizamii. [lomironu, momiOHO 10 YacTUH a3y,
00'€THYIOTBCS. B TMOJNITOHANbHY CITKY JUIsl CTBOPEHHS MMOBHOLIHHOI 3D—(dirypu.
30UIBIIEHHS KIIBKOCTI MOJITOHIB JO3BOISE OAaBaTH OUIbIIE AeTalieil Ta 0COOIMBOCTEN

JI0 MOJIei, 3a0€3Meuy0ur BUCOKY Bi3yajabHY TOYHICTb. [11]
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Baokinr (Blocking) — y 3D—MoxentoBaHHI € KPUTHYHUM €TarioM, Ha SKOMY
BCTAHOBJIIOIOTHCSI OCHOBH1 ()OPMH, 30CEPEIKYIOUUCh HA MPOMOPIIIAX 1 CHIIYETI, a HE Ha
netansx. Lleit mporec ciyXuTh momepeHIiM €CKi30M MOJIEN, 3a0€e3MeUyI0un CTPYKTYPY
JUTsl BAOCKOHAJICHHS Ta Ha10ynoBu. [10]
Ockinpky KITI0YOBI1 JeTani nepconaxy Dark Fantasy nmumap He € opraHiyHUMH O1IbITY
gacTuHy pob6otu Oyno ctBopeHo y 3ds MAX [Puc. 3.2]. binbmricte yacTuH 00IaayHKY
Oyno ctBopeHo HactynHuMm unHOM Box > Convert To Editable Poly > Edges > “Delete
half” > Modifier: Symmetry (cTBOpeHO cUMETpUYHUIN OOKC B SKOTO MOYKHO KOPETYBaTH
nigo6’extu: (vertex/ edge /polygon) > “mporiec ctBopeHHst Moxaem” > Swift Loop

(momaBanHs support edge) > Modifier Turbosmooth (3rmamxyBanss).

 #
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-
-

Pucynok 3.2. Ckpinmor Mozeni y cepenoBuiii 3ds—max Ha etamni blocking

(0e3 3mmamKyBaHHS)

CrBopennst Kosabuyru: Konsuyra ctBopeHa 3a gomnomMoror (yHkuii nanomesh,
sSKa HaHeCeHAa Ha TIOJITOHM OCHOBHM, IO PO3MIIIYE 3a3aajierib CTBOPEHHM MeEIl.

Pe3ynbraroMm 11b0OTO € CTBOpEHA BUCOKOAETaII30BaHa MoJieib Koibuyru [Puc. 3.3.].
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Pucynox 3.3. JleranizoBaHa KoJpIyTra CTBOPEHA 33 JOTIOMOTOI0 Array

CrBopennsi lllappy — Illapd cTBOpenuit 3 60kcy, sikuit micas dynamesh OyB
1JIAIITOBAHUH 11T WO JUIAps Ta U OLIBIIOT pealiCTUYHOCTI MPOIYIIEHUN Yepe3

CUMYJISIIII0 TKaHUHU Ta dynamics [3.4.]

Pucynox 3.4. CtBopenHss mapdy CUMYISIIEI0 TKAHUHA
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Ckyabntudr (Sculpting) — Croci0 crBopennst 3D mozeneil 3a KOHIEMIIIEO

CXOKOI0 Ha CTBOPEHHS peyeil 13 IVIMHU, OCHOBHI 1HCTPYMEHTH LIi€1 TEXHIKU- L€
HaAPOITyBaHHS MOJITOHIB, 3TMIAJKyBaHHS, M1IIaTIUBICTh MOJIEII.

[0 TexHiky Oyl10 BHUKOPHUCTAHO ISl pelaryBaHHS MOJIEJl CTBOPEHOI Micis

blocking myis Toro mo0 3MaANTH KOHTYP MOJENI, Ta MPUAATH il ORI peaniCTUIHHUNA

Bursia. [ uporo Oysio BUKOPUCTAHO 1HCTPYMEHTH IHIIOTO MPOTPAMHOTO 3aCTOCYHKY

ZBrush [Puc. 3.5.-3.7.]

Pucynox 3.5-3.6. mopiBastaHEsS Mozeni blocking 3 high—Poly Bepcieto y ZBrush micns

SIIAJPKYBAHHA

Pucynoxk 3.7.. PykaBuiii ctBopeHi 3a nonomororo skulpting
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3.2.2 Low—poly

Low—poly — Mozeni MaioTh MEHIIY KUTBKICTh TMOJITOHIB, 110 POOUTH iX OLIBII
IPOCTUMH Ta CTWJII30BaHUMH. BOHU MaloTh reoMeTpUYHUN BUIVISIA 3 TPYOUMU KpasiMH 1
IUIOCKUMU TOBEPXHAMH. Taki MOJ€NIl BUKOPUCTOBYIOTHCSI B KOMITHOTEPHHUX Irpax,
MyJbT(QUIbMaX Ta aHIMallli, e TOTpiOHA OMTUMI3allisl Ta MBUIKUHN peHaepinr [11].

PeronmoJiorisn  — 1e mnpouec 3D-monentoBaHHS, Yy SAKOMY  TOTMOJIOTiS
po3TamryBaHHS BepmiuH, pebep 1 rpa”eit y 3D-citmi  onmTtmMizyeThes  abo
nepepoOIsSETHCS s, O JIETKOTo eKCIopTy 1 podoToro 3 3D—monensio [12].

Ha npomy erani Oyso 3mpouieHo mozens (nmpudpano Toorbosmooth) 1 HopMaaizoBaHO
HopMadi 3aBasku monudikaropy (Edit Normals), Takox Oyno mpubpano Support edge.
Bunpasneno reomerpuuHi Heodiku 1 apredextu. KoxkHiit nerani Oyno 3aaaHO BIaCHUN

KOJIip (HE TeKCTYpY) IS TIOJICTIICHHS eTamy TeKcTypupoBaHHasi. Pesynerar [Puc. 3.8.].

Pucynok 3.8. Low—poly Mojiens KO>KHOT YaCTUHH MOJIEI1 TICIIs PeTaroiorii
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3.2.3 UV-Posroprka

[onoBHa 3ajmaya HBOTO eTamy “pO3rOPHYTH MOAENIh Ha IUIOMIMHIY YTBOPUBIIU
UV—map ne nojermuTs Mnpouec TEKCTYpPyBaHHS 1 MOJAibIly poOOTy 3 AeTali3ali€ro.
KoxxHa peranb Mae NOAUIMTHCH MIHIMYM Ha Bl YACTUHHU BHYTPIIIHIO 1 30BHIIIHIO SIK1
PO3AUIATUMYThCS “‘BOM”. Y IOMY MicCIli OyJ€ CTHK TEKCTYPH TOMY Ba)KJIMBO HOTO
OpUXOBATH, Yepe3 1€ IIOB MAa€ WUTH MO BHYTPIIIHbOMY Kparo Mojemi. biiabin BakiuBi
JacTUHU (Benuki, a00 Ti Ha K1 Tpeba 3poOUTH aKIeHT) Tpeda JOJATKOBO PO3IIITUTH IS
TOro mo0 TEeKCTypa HE pO3TAryBajiach MO BeNMKIA moBepxHi. CiiJ 3a3HauMTH, IO
HaWKpamui crmoci0 po3rOpHYTH OJIEXKY, 1€ MMOJUBUTHUCH /1€ 3HAXOAUTHCS IIIOB y aHAJIOTY
3 peajJbHOro CBITY a/pKe NMPUHIMI iX 3a7a4dl TOW camuid, 00’€aHATH TUIOCKI YaCTHHH
00’€exTy y 00’ €MHUH SIK 1 Y TEKCTUIBHINA IPOMHUCIOBOCTI.

He3Baxatoun Ha Te 1m0 OUIBLIICTF MPOrpaM aBTOMAaTUYHO CTBOPIOIOTH
UV—po3ropTky METOIOM KO>KHOMY TMOJITOHY (rpadpiyHUil MOJIITOH) Y PeaibHOCTI 1€ HE €
e(heKTUBHUM aJKe y OUIBIIOCTI BUMAJIKIB CYC1/IHI IMOJITOHU MOXYTh Bi3yalli3yBaTu OJHY
i Ty caMmy 4yacTHHY (YTBOPIOBATHM YaHKH — CYKYIHICTb MOJITOHIB IO Bi3yalli3yIOIOTh
OJIMH €JIEMEHT), 10 YCKJIaJHUTh MPOLEC TEKCTYPYBAaTH aJKE€ LIOB JIEKUME Ha KOXKHOMY
pebpi, uepes 1o TeKcTypa Oyle HAKJIaJaTUCS Ha KOXKEH MOJIroH okpemo. Tomy mepen
tuM gk croputn UV-—posroptky Ttpeba 3mamatd yci pebpa Mojeni CTBOpPEHI

aBTOMAaTHYHO, 1100 3’€/IHATHU iX y mBHU BiaacHopyY [3.9-3.10].

Pucynok 3.9.-3.10. 3namana UV—po3roprtka, BnacHopyd ctBopeHa UV—po3roprka
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3.2.4 3anikanus

3amikaHHS — 1II€ Ha3Ba Tmporecy 30epexeHHs iHGoOpMaIlii, IMMOB’A3aHOI 3
3D—ciTkor0, y daiin TekcTypH (0iToBe 300pakeHHs). Y OLIBIIOCTI BUIIAJKIB el MPoIec
BKJIFOUYAE 1HILY CITKY. Y HbOMY BUIAAKY 1H(pOpMAIs PO MEepUly CITKY IEPEHOCUTHCS Ha

UV-miporpamu Apyroi CiTKH, a OTIM 30epiraeThcs B TeKCTypl. [3.11.]

simplified mesh
and normal mapping
500 triangles

original mesh simplified mesh
4M triangles 500 triangles

Pucynok 3.11. Onuc npuHiuny poOoTH 3anikaHHs TekcTyp [13]
st kopekTHoro 3amikaHHsi Tpeba matu Low Poly monens, High—Poly monens,
KUIBKICTh O0’€KTIB Ma€ CHiBMaaatu B 000x ¢ainax. Y koxkHoi neram Low—poly mae

2

oyt mpedikc “Low 7, a y High—poly Bimmosimno “High ”. Ha3Bu meraneii Takox
MaloTh CITIBIA/IaTH.

Jlns uporo Oyno ctBopeHo okpemi ¢aitnu (Final Low poly.fbx came g0 HbOro
pobunace UV—posroptka 1 Final High poly.fbx) penaryemo ix 3a morpebu BiAmoBiIHO
70 YMOB 3a3HaueHuX paximie. [Ticist 4oro ctBoproemMo okpemuit haitsn s 3armikaHHs, J1e
OynyTh 0OWMIBI Hami Mojeni ogHodacHO (He 3a0yBaEMO TEPEKOHATHCH, IO 00WBa
00'eKTH TIpaBUJILHO BIAIIEHTPOBI) Ta IMIOPTYeEMO Ieil Qaitn y cepemoBuiiie Marmoset

Toolbag 5, micist yoro Haruckaemo kHonky Bake 1 orpumyemo 3aneueny High—poly nHa

Low—poly. Pesynbrar y [Puc 3.12-3.13]
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Pucynok 3.12. Low/High—Poly moneni y cepenoBuiii Toolbag ogna B ofHiit

Pucynoxk 3.13. Hoga tekctypa Low—poly 3 HoBumu Normal-maps 1 Alpha—maps, ane 3i

crapyro UV-map

3.2.5 TekcTtypyBaHHS NEPCOHAXKA
HonaBanHst Smart material B cexuiro laters > Haknananus “gopHoi Macku” > B
peXUMi Macli OOMpaeMO TOBEPXHI [0 SKUX LEed Marepiall Ma€ 3acTOCYBaTHCh.

Pesynwrar [Puc. 3.14.-3.15.].
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Pucynok 3.15.. @apOyBanHs Mojeni no ~yankax’ 3a gornomoror UV—-map

3.2.6 Buriisig MojeJii 3 pi3HUX porpam
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Pucynok 3.16. Bursn moneni y cepenopuiii 3ds—Max

Pucynok 3.17. Peanep 3 Adobe Substance 3D Painter

38



3.2.7 Rigg i animania y MixAmo

Excrmiopt 3po6nenoi moneni y popmari FBX > 3aBantakennst Ha cadt MixAmo >
HanamryBaHHs KJIIOUOBHMX TOYOK > MpOLEIypHa reHepalliss KICTOK > aBTOMaTHYHHM
CKIHIHT 3a aJTOPUTMOM > Mojenb 3 CKEJIeTOM 3aBaHTaXEHa Ha CaWT 1 Moxke OyTH
MPOCTO IMIOpTOBaHa Oe3 aHiMailii, a0 MOkHa 0OpaTu MOTPIOHY 3 TOTOBOTO CIUCKY
aHIMaIliil Ta IMIOPTYBATH ii pa3oM 13 MOJEILIIO BXKE 3 CEJIETOM Y MOTPiO mporpamy s

penaryBaHHs/peHaepy/cumyisii pesymnbrat: [Puc.3.18.-3.19.]. binpm getanbHO mpo 1€

HaIMCAHO Y IHIIUX HAIUX AOCITIDKeHHIX [19].

WRISTS

ELBOWS

BACK

AUTO-RIGGER

M Use Symmetry  Skeleton LOD| Standard Skeleton (65) V‘

Place markers

Place markers on your model, and
then press Next to start the Auto-
Rigging process.

skeleton levels of detail

Choose different versions of the
autorigger skeleton to optimize
performance. Select a Skeleton LOD
option For more information.

Need help?

NEXT

Pucynoxk 3.18. Po3cTaBieHHs KIIFOUOBUX TOUOK JIJIsl CTBOPEHHS KICTOK



sitting Q 48Perpage ~| v SITTING IDLE ON FOR_ANIMATION

DOWNLOAD
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UPLOAD CHARACTER

Sitting Idle x

* X

Sitting Idle Sitting Disapproval Sitting Idle

*

Sitting Idle Sitting Idle Sitting Talking

n 50/326

Pucynok 3.19. AHiMoBaHa MozieIb

BucHoBku po3niny 3

Y Mexax TpeTboro po3aury Oylno peani3oBaHO TIMOBHHUM LMK CTBOPEHHS
3D-nepcoHaxa Ha OCHOBI BJIACHOI KOHUEMIIi, 3 JOTPUMAHHSAM Cy4aCHOI BUPOOHUYOL
nociigoBHocTi. Ha ertami blocking 6yno copmoBano 6a30Bi 006’€MU KOKHOI YaCTUHU
Mojiei, micis 4oro B cepenoBuii ZBrush BukonaHo aetanizaiiito high—poly nmoBepxHi
MeToaoM 1mdpoBoro ckynbntunry. Jami y 3DS Max npoBeneHO peTornosiorito Mojeni
— 3MEHIIICHO KUIbKICTh MOJIITOHIB, HOPMaJli30BaHO HOpMaJi Ta ycyHeHo aptedaktu. Ha
IbOMY 3K eTari O0ysi0 cTBopeHo low—poly komii Bcix yacTuH nepcoHaxa. UV—po3roptky
peamizoBano B RizomUYV, 3 ypaxyBaHHSM MNpaBWJIBHOTO pO3TAlllyBaHHS IIBIB 1
MPOTOPIIIAHOT TUIOLII TEeKCTypyBaHHs. 3amikaHHa KapT normal, AO Ta curvature
smivicHoBaniocst B Toolbag 5. TekcrypyBamus BimOynocs y cepenosuini Adobe
Substance 3D Painter i3 Bukopuctanusim PBR—marepianis. 3aBepiiajbHIM €TaroM CTaB
ABTOMATHMYHMI Takenax (rigging) 1 CKIHIHT MepcoHaka y Mixamo s 3a0e3nedeHHs
MOXKJIMBOCTI aHiMarii. Y pe3ynsTari OyJ0 CTBOPEHO TEXHIYHO MPHUAATHY, ONTHUMI30BaHY
i TekctypoBany 3D—mojenb mepcoHaka, MiJITOTOBICHY JUIsl MOMAJBINOL IHTErpamii y

3D—cueny.
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4 EKCIIOPT MOJEJII Y I'TPOBUH PYIIIN UNREAL ENGINE 4
TA CTBOPEHHS 3D-CIIEHA

4.1 Excniopt mozne.ii

Hns  ycmimHoro ekcropty y irpoBuii pymiiid Unreal Engine 4 motpi6HO
MJrOTYBaTH HACTYIIHI (ailiu:

e [ow-—poly monens micis 3amikaHHs 10 sikoro 3pooseHo Rigg y dopmari *.Fbx.

e daiin 3 Marepiajamu 1 KapTamu TeKCTyp y popmari *.Fbx.

e daiin 3 aHiMaIli€lo IepcoHaxy y popmari *.Fbx.

4.2 IMuopr moeJii y ClieHy — CTBOPEHHSI CLleHH

Y pasi BiACYTHOCTI mpoOiieM 3 IMIOPTYBaHHSM, oTpuMaemo 3D—moxpens 3
aHIMAIIIEIO 1 TEKCTYPaMH.

Ilepen tTum sik ctBoputu 3D—cueHy Tpeda 3poOWUTH HAMOBHEHHS AJIA HEi, A
MPUCKOPEHHS 1BOTO MpoIecy OyJ0 BHUKOPUCTAHO JEsAKI TOTOBI OE3KOIITOBHI aceTH 3
calTiB s po3MiiieHb 3D Moxeneit Takux sk: 6ararts, TpaBa, kopoOku. Lle 103BoaUTH
HaM 3MOJIEJTIIOBAaTH TOYATKOBY CIEHY JUIsl HAIIOTO MEPCOHAXY, IO 3poOWThH ii OLIbII

*uBoto. Pesynerar [Puc. 4.1.]

o I N N EA

L

Pucynok 4.1. 3D—cniena 3po6mnena y cepenonuiti Ureal Engine 4
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VY pesynbrari, OTpUMy€eMO TOTOBY 3D—clieHy 3 NEpCOHaXXEM, 110 PyXaeTbCs, Ma€e
AKICHAA  peajiCTUYHUI BUIIAJ SKUM TOBHICTIO BIAMNOBIAAE BUMOTaMm s

3D-mnepconaxiB aJis peanizalliii aHiMaIiHUX 1 IPOBHUX MPOEKTIB.

BucHoBku po3sainy 4

VY uerBepToMy po3auii Oyno peanizoBaHO (hiHAIBHUIA eTan poOOTH — EKCIOPT
3D-nepconaxa y pymiii Unreal Engine 4 ta moOymnoBy nmoBHOLiHHOI 3D—crenu. s
KOPEKTHOTO €KCTIOPTY OyJI0 MiArOTOBIEHO TpH OkpeMi dainu y popmari .fbx: low—poly
MozeNlb 3 purom, ¢aiia 3 TeKCTypaMH Ta MarepiajlaMH, a TakoxX (aiia 3 aHIMaIli€ero
nepcoHaxa. [licist iMnopty Bcix HEOOX1AHUX pecypceiB 1o cepenoBuia Unreal Engine 4
OyJI0O PO3IIOYaTO CTBOPEHHS CIICHU. J[JI1 HAaOBHEHHS CEPEIOBMINA BUKOPHUCTAHO 0a30Bi
3D-00’exktu (Oararts, TpaBa, KOpPOOKH), IO OyauM B3STI 3 BIAKPUTUX O010710TEK
0e3KOITOBHUX aceTiB. HamamroBaHO OCBITIIEHHS 3 ypaxyBaHHSIM peakilii TEeKCTyp
(normal maps) Ha jpKepenia CBITJIA, IO JO3BOJIIIO JOCATTH HEOOXIIHOI Bi3yalabHOT
arMoc(epu. Takok BUKOHAHO HaJaAINTyBaHHS KaMepu s (pikcailii pakypcy cieHu. Y
pe3yabTaTi CTBOPEHO 1HTEPAKTUBHY CIIEHY 3 aHIMOBAaHHUM MEPCOHAXKEM, SIKa BIJIMOBiIA€

0a30BMM BUMOTaM JIJIsl IEMOHCTpAIllii B IrpOBOMY a00 aHIMAIIITHOMY TPOEKTI.
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BUCHOBKH

JocmimkeHo mporecu crBopeHHs 3D-mepconaxiB Ta 3D-cCrieH, a TakKox
PO3MIIAHYTO eTanu CTBOpeHHsT 3D—00'exTiB 11 peanmizamii aHIMaliMHUX 1 1TPOBHUX
MPOEKTIB, IO JO3BOJIUJIO PO3POOUTH BIIACHI KOHLENLIO Ta MoAedb MaiOyTHboro 3D
nepcoHaxy 1 3D crenu. 3okpema Oyao MOCHIPKEHO HACTYIHI €Tanmu CTBOPEHHS
3D—o00'extiB: koHuenuiss, high—poly, low—poly, peromonoris, kapTu TeKCTyp,
TEKCTYpYBaHHS, 3alliKaHHs, PITTIHT 1 aHIMaLlis.

JlocnimpkeHo Ta TpoaHaIi30BaHO IPOTpaMHI 3acoOM I peai3aiii KOKHOTO
erany ctBopeHHs 3D—00'exTiB. BianosigHo 10 notped ertamiB po3podku 3D cuenu ta
3D mepcoHaxxy Oyn0 MOCTIIKEHO 1 BUKOPHUCTAHO HACTYMHI MPOTPAMHI 3aCTOCYHKHU:
PureRef, 3ds—max, Zbrush, Rizom UV, Marmoset toolbag, Adobe substance painter,
caiT—pecypc Mix Amo.

CrBopeno 3D—mozenb nepcoHaxy (mozensb Jmnaps y cetinry Dark Fantasy) Ta
3niicHeHo Horo miarotoBky (ctBopeHHst High/Low—poly wogeni, po3po6iieHo
tekctypu:UV/Alpha/Normal-maps, HakmajgeHO Marepiaiii, BHKOHAHO 3aIliKaHHS
Mojeli, cTBopeHHs Rigg) no aHimariii 1 ekciopty y irpoBuit pymriid Unreal Engine 4.

Po3pobneny 3D—Mopenb nepcoHaxky €KCIOpPTOBaHO y po3podieHy 3D—cueny y
cepenoBuiie irpooro pymriss Unreal Engine 4 (HamamTyBaHHS: CBiTia, Kamepu 1
30BHIIIHBOTO CEpPEAOBHINA), IO JO3BOJIMIO TPE3CHTYBaTH MOJENb MEPCOHAXKY Ta

MEPEBIPUTH KOPEKTHICTh €KCTIOPTY MOJIEN1 Y irpoBHil py1Iiii 3 ycima il CKIIaJOBUMHU.



10.

11.

12.

13.

44
CIMMACOK BUKOPUCTAHUX JIKEPEJ

. .LB Mamkina, BO A6pamos, TI Hocenko, €B IBaniuenko.HaBuanibHO-METOAMUHU N

NOCIOHMK /IO BHUKOHAaHHS 1 3axuCTy KBamidikaiiiiHoi pobotu OakanaBpa
cremianbHocTed 122 Komm’rorepHi Hayku ajis 3100yBayiB BHUIOT OCBITH JIEHHOI
dbopmu HaBuaHHs, KWIBCbKHU CTONMMYHMM YyHiBepcuTeT iMeH1 bopuca ['piHueHka.
Kwuis, 2024.- 43 c.

TeopeTnuHi Ta TPaKTUYHI aCMEKTH BUKOPUCTAHHS MAaTEeMaTUYHUX METOMIB Ta
1H(hOpMaIIITHUX TEXHOJIOT1M B OCBITI M HayIi:MOHOTp. / 3a 3ar. pen. O. JIUTBUH. —
K.: Kuis. yu-1 im. b. I'pinuenxka,2021. — 332 c.

Kiv A. E. The development and use of mobile app AR Physics in physics teaching at

the university [Electronic resource] / Arnold E. Kiv, Vladyslav V. Bilous, Dmytro M.
Bodnenko, Dmytro V. Horbatovskyi, Oksana S. Lytvyn, Volodymyr V. Proshkin //
Proceedings of the 4th International Workshop on Augmented Reality in Education
(AREdu 2021). Kryvyi Rih, Ukraine. May 11, 2021 / Edited by : Svitlana H.
Lytvynova, Serhiy O. Semerikov // CEUR Workshop Proceedings. — 2021. — Vol.
2898. —P. 197-212. — Access mode : http://ceur-ws.org/Vol-2898/paper11.pdf
AVADA MEDIA

URL: https://avada—media.ua/services/dizayn—personazhey—3d/ (nmata 3BepHEHHS:
04.06.2025).

. AGI Training

URL.: https://www.agitraining.com/3ds—max/classes/what—is—3ds—max (mara
3BepHeHHs: 04.06.2025).

Maxon

URL: https://www.maxon.net/en (nara 3sepaenHs: 04.06.2025).

RizomUV

URL: https://www.rizomuv.com/real-space/ (nara 3Bepuenns: 04.06.2025).

Adobe Substance 3D Painter

URL: https://www.adobe.com/products/substance3d/apps/painter.html (mara
3BepHeHHs: 04.06.2025).

Marmoset

URL: https://marmoset.co (1ara 3Bepuenss: 04.06.2025).

Unreal Engine Blog

URL.: https://www.unrealengine.com/en—US/blog/welcome—to—unreal-engine—4
(mara 3BepHenHs: 04.06.2025).

Bikineniss — Temue denTesi
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URL: https://uk.wikipedia.org/wiki/JIuuap (nara 3sepuenns: 04.06.2025).

LinkedIn — Alexis Lopez Lugo



14.

15.

16.

17.

18.

19.

20.

21.

45

URL:

https://www.linkedin.com/posts/alexis—lopez—lugo the—blocking—phase—in—-3d-mod
eling—is—a—critical-activity—7282048270229557248—WnRM#:~:text=4mo-,The%20
blocking%20phase%20in%203D%20modeling%?201s%20a%?20critical%20step,t0%?2
Orefine%20and%20build%20upon. (nara 3sepuenns: 04.06.2025).

Professional 3D Services

URL.:
https://professional3dservices.com/blog/high—poly—vs—low—poly—3d-models—diftere
nce.html#:~:text=High%?20poly%203D%20models%20are,a%203D%20model%20s
0%20realistic. (mara 3BepHenHs: 04.06.2025).

Autodesk — Retopology

URL:
https://www.autodesk.com/solutions/retopology#:~:text=Retopology%620is%620a%20
process%201n,a%20more%?20efficient%203D%20model. (mara 3BEPHEHHS:
04.06.2025).

Adobe HelpX — Baking

URL:

https://helpx.adobe.com/substance—3d—bake/getting—started/what—is—baking.html#:~:
text=Baking%?201s%20the%20name%200f,then%20saved%20int0%20a%?20texture.
(mara 3BepuenHsi: 04.06.2025).

Autodesk — 3ds Max 2025 System Requirements

URL:
https://www.autodesk.com/support/technical/article/caas/sfdcarticles/sfdcarticles/Sys
tem—requirements—for—Autodesk—3ds—Max—2025.html (mara 3BEPHEHHS:
04.06.2025).

Maxon — ZBrush Requirements

URL.:
https://www.maxon.net/en/requirements/zbrush—requirements?srsltid=AfmBOopithy
13gStwP04Yesuha2dT7TsRRy7CAhbM_g4cdkgVOz4QKTF  (mara  3BepHEHHS:
04.06.2025).

Adobe HelpX — Substance 3D Painter Requirements

URL:
https://helpx.adobe.com/substance—3d—painter/getting—started/system—requirements.
html (nara 3Bepuenns: 04.06.2025).

Marmoset — System Requirements

URL:  https://docs.marmoset.co/docs/system—requirements/  (1ara  3BEpHEHHS:
04.06.2025).

Epic Games — Unreal Engine Specifications
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URL:
https://dev.epicgames.com/documentation/en—us/unreal-engine/hardware—and—softw
are—specifications?application version=4.27 (nara 3BepHeHHs: 04.06.2025).

Tesza na IT kondepencii 2025 (Cropinka 99)

URL.:
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