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AHoTauis. Meta: [0CniANTU MOX/IMBOCTI BUKOPUCTaHHSI Blender sik anbTepHa-
TUBW KOMEPUIMHOMY nporpaMHoMy 3abe3rneqyeHHIo 471 CTBOpeHHs1 3D-nepcoHaxis
y Bigeoirpax. BusHauntn nepesarn 1a obmexeHHs Blender nopiBHsiHO 3 iHA4YCTpiasib-
HUMU CTaHgapTamu.

Metogosoris. Y A40C/AKEHHI BUKOPUCTAHO KOMIIEKCHUU nigxia, WO MOEAHYE
Taki MeToan: MOPIBHS/IbHUEI aHasliz — rMpoBeAeHO AeTaslbHe ropiBHSIHHS Blender i3
rpoBiAHNMY KOMEPLIMHUMMN MpOorpaMamMm,; eMrnipuyHe AOC/IAXKEHHS, @ caMe, BUKOHaHO
eKcriepuMeHTasibHU MPOEKT 3i CTBOpeHHsI 3D-nepcoHaxa Alice sik paHapT 3a MOTU-
Bamn rpm Alice: Madness Returns (2011), NpOEKT CripsIMOBaHUE Ha MePEBIPKY MOX-
smBocTed Blender ans peanizayii BCix eTarniB MoA€/IlOBaHHSI; KOHTEHT-aHaJsli3 — rnpo-
aHasli30BaHo JliTepatypHi Axepesa, TEXHIYHY AOKYyMeHTauito, orsasan npogeciviHux
MUTLIB Ta cTaHAapTu IHAYCTpii, ypaxoBaHO Cy4YacHi TeHAeHUil y CTBOPEHHI rnepco-
HaxiB y pi3HuUX rpagiyHux ctuasx: ¢otopeasiam, CcTtunizoBaHui peanism, low-poly,
cel shading,; kevic-cTagi — po3r/isiHyTO MNPakTUYHIi Kercu BUKopucTtaHHs Blender y ripo-
¢eciriHoMy cepegoBuLLi, 30Kpema aHasiz poboTy KoOMMaHivi 3i CBITOBUM iM’SM, Takux
sk Rocksteady, Ubisoft, Epic Games.

AHaniz ekcriepuMeHTasabHux gaHux. OLUIHEHO pe3y/IbTaTUBHICTb METOAIB ONTUMI-
3auyii pecypciB Blender, Takux K petorosioris, BukopucraHHss Normal Ta Bump kaprT,
UDIM ta tekctypHi kaptn ¢oopmaty PBR. [poaHanizoBaHo rnpoayKTuBHicTb Blender Ha
KomMm'toTepax 3 obmexxeHnmu pecypcamu (8 GB onepatnBHOI nam’aTi) nopiBHsIHO 3 BU-
COKOMOTYXXHUMU cuctemamm (64-128 GB).

Pesynbrarn. Blender p[oBiB CBOO KOHKYPEHTOCIPOMOXHICTb Yy CTBOPEHHI
3D-nepcoHaxiB 4715 Bigeoirop, 30KpemMa y CTuisx ¢oropeasniaMmy, CTUi30BaHOro pe-
anismy, low-poly ta cel shading. lNonpn TexHiYHi 0O6MeXEHHS HOoro yHKUioHan [ac
3Mory pgocsiratu rnpogeciniHoro pesynbtraty 6e€3 3HayHux (hiHaHCOBUX BK/IAAEHb.
BussneHo, wo 3a ontmumizayii poboyoro ripoyecy Blender moxxe e¢pekTuBHO 3amiHio-
Batn A0POri KOMEPLINHI pilUeHHS y Masnx CTyAisiX, OCBITHIX yCTaHOBax Ta cepes He-
3anexHnx 3D-Xy[0)XHUKIB.

HaykoBa HoBm3Ha. CTaTtTs pOMOHYyE CUCTEMATU30BaHWi Miaxig [0 aHa-
ni3y Moxsamsoctesn Blender a5 ctBopeHHs 3D-nepcoHaxiB y BigeoirpoBivi iHAYCTPil.
YnepLuie getanbHO po3r/isiHyTO TEXHIYHI 06mexeHHSs Blender Ta crnocobu ix nogosaaHHs
Y NPOGECIVIHIN rnpakTuyi. 3arnporoHOBaHo rnigxoam 4o onTumisawii npoyecy CTBOPEHHS
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3D-nepcoHaxiB 3a goriomoror Blender 415 AOCArHEHHSI HEOOXIAHOI IKOCTI B Pi3HUX

rpagiyHux cTuisx.

MpakTn4yHa 3HaYywWicTb. Pe3ynbTatn [OCHIAXKEHHS 6yAyTb KOPUCHUMU A5
CTYAEHTIB, He3asexHux 3D-XyA0XHUKIB, Mainx CTyAik Ta OCBITHIX yCTaHOB, SKi LUy-
KarTb [AOCTYrHI iIHCTPYMEHTU /15 CTBOPEHHS 3D-rnepcoHaxis.

Knwyosi cnosa: 3D-aAn3aviH, revimapt, 3D-MoAentoBaHHs, CKY/IbATUHI, TEKCTY-

pyBaHHs, CTuaicTuKa Bigeoirop, Blender.

BCTYN

Cy4acHui npouec CTBOPEHHS NepcoHaxiB
Ans aHimauii Ta Bigeoirop 6a3yeTbca Ha KoMmnM-
NeKcHoMy no€aHaHHi 3D-MoaentoBaHHA, CKyb-
NTUHIY Ta TeKCTypyBaHHsA. Ui etann € dyHaa-
MeHTasbHUMKN ANS AOCATHEHHSA BUCOKOT SKOCTI
mMozenen, 4€Kki BignoBigalTb BMMOraMm iHAY-
CTpii Bigeoirop, KiHemaTorpady Ta peknamu.
MpoTarom 6araTtbOX poKiB CTaHAAPTHUMWU iH-
CTpyMEHTaMu Af9 BUKOHAHHA UMX 3aBAaHb
3a/NWATLCS KOMEpPLUiNHI nporpaMmm, Taki §K
Autodesk Maya gna MopentoBaHHs, ZBrush
ONns CKynbnTUHry, Substance Painter ansa Tek-
CTypyBaHHS Ta Marvelous Designer ans ctBo-
peHHs oaary. NpoTe BMCOKA BapTIiCTb MiLEH3I
Ha Ui nNporpaMm CTBOPKE CYTTEBI €KOHOMIiYHi
6ap’epn Ana He3anexHuWX XyAOXHUKIB, CTy-
AEHTIB | Manux cTyain.

Blender - 6e3kowTOBHa nporpama 3 Bia-
KPUTUM KOAOM, KA 3aBASKU CBOiN BiAKPUTOCTI
Ta NOCTINHOMY PO3BUTKY MOCTYNOBO CTAE KOH-
KYPEHTOCMPOMOXHOI anbTepHaTUBOKD KOMep-
LUitHOMY nporpamMHoMy 3abesneveHHio. Blender
NMPOMNOHYE IHCTPYMEHTU ANS BCiX KJ/HOYOBUX
etaniBe cTtBopeHHs 3D-nepcoHaxiB - Bia 6a-
30BOr0 MoaentoBaHHA A0 diHanbHOro peHje-
PVHIY, MOEAHYOUYN MOLENOBAHHSA, CKYNbMTUHI
i TekCTypyBaHHA Yy €AMHOMY nakeTi. [lonpwu
NeBHi TeXHiIYHi obMexeHHs MoXxnneocTi Blender
[alTb 3MOry gocsiratm npodecinHoro pesynb-
TaTy 3a MiHiManbHUX QiHaHCOBUX BUTpaT.

AKTyasnbHICTb UbOro AOCNIAXEHHS 3YMOB-
neHa notpeboro y AOCTYMHUX, ane edpeKTUBHUX
pilleHHaX ans crtBopeHHa 3D-nepcoHaxiB, oco-
6nnMBO Ana TUX MUTULIB Ta po3pobHUKIB, SKi
npauloTb y cepefosBuLlLlax 3 obMexeHumu pe-
cypcamun. Y crtaTtTi po3rnisafatTbCAd MOXIIMBOCTI
Blender ik KoMMaeKcHOi anbTepHaTUBU KOMep-
LUiIMHMM nporpamMam Ans MOAENIOBaHHSA, CKynb-
NTUHIY, TEKCTYpyBaHHA Ta CTBOPEHHA OAAry.
Ocobnuea yBara npuaingaeTbCca aHanisy nepesar
i HeponikiB Blender, a Takox cnocobam nogo-
NaHHSA TEXHIYHMX OBMeXeHb.

AHANI3 NOMNEPEAHIX AOCNIAXEHD
®opMyBaHHsA Bi3yasibHOI MOBW Bigeoirop
€ CKMAAHMM MDKAMCUMNAIHAPHMM  MNpPOLLECcoM,
O OXOMJII0E AM3aNH, MUCTELUTBO, TEXHOMOTIi Ta
rerMM-geBesionMeHT. Y UbOMY KOHTEKCTI aenani

6inbworo 3HayeHHs HabyBae gocniaxeHHs und-
pOBUX IHCTPYMEHTIB, 30KpeMa nporpamMHoro 3a-
6e3neueHHa Blender sk [oOCTYnHOI Ta dyHKUi-
OHanbHOI anbTepHaTuBM B ranysi 3D-AuzanHy
rnepcoHaxis.

Yepes cneundiky i npuknagHun xapakrep
TemMu 6e3nocepenHix HaykoBUX axepen, ki 6
CUCTEMHO BUCBITNIOBaAM caMe BUKOPUCTaHHSA
Blender y KOHTeKCTi Bi3yanbHOi MOBM nepco-
HaxiB Bigeoirop, HWHi 6pakye. BoaHouyac cy-
MiXKH@ HayKoBa niTepaTypa Aa€ 3Mory cpopmy-
BaTW KOHUenTyanbHe nigrpyHTa ANS aHanisy.
3okpeMa, A0 Oornsay BKJKOYEHO Axepena, LWwo
pO3KpMBalOTb TEOPETUKO-MPAKTUYHI  OCHOBMU
TPUBUMIPHOrO MoAentoBaHHSA, undpoBoro Au-
3alHy, OCBIiTHiX cTpaTerin y cdhepi 3D-rpadiku,
HOBITHIX nigxoais A0 GOPMOYTBOPEHHS Ta aHi-
Mauii.

OkpeMa yBara npuainserscs poni Blender
K IHCTpyMeHTy aemokpaTu3sauii 3D-anszanny:
Moro  BiAKpuTICTb, 6araTodyHKLiOHAaNbHICTb
i niaTpymMmka npodeciiHo CniIbHOTOK nepe-
TBOPIOKTb MOr0 Ha BaXX/UBUN UMHHUK BIi3y-
anbHOrMo0 KOHCTPYKBAHHSA MEePCOHAaXHOro CBITY.
TakuM 4YMHOM, MpeacTaBfeHUn ornsag CTBOPHOE
nigrpyHTs ANns rAMbworo aHanisy CTUAICTUYHUX,
MEeTOAO0OMNYHNX | TeEXHOorYHKX acnekTiB dhop-
MYBaHHA eCTeTUKMN Bigeoirop.

Y npausax O.B. BaciHoi [1; 2] aocnigXeHo
npobnemMaTmky po3BUTKY MOHSATIMHO-TEPMIHOMO-
riYHOro anaparTy B AM3aiHi, 30KpeMa B KOHTEKCTI
moro TpaHcdopmauii y XXI ct. CtaTTi gocniaHnui
BaXX/IMBi ANS aHani3y B3aEMO3B’'A3KY MiX TeXHO-
NOriYHMM MNOCTYNOM Ta AM3aNHEpPCbKOK Mpak-
TUKOIO.

MuTaHHA BNPOBAAXEHHS LM poBUX
TEXHOMOrin i rpadgiyHoro MoaentoBaHHA pAe-
TanbHO po3kputo Yy crtatrtax L.[1. losoBayvyka
Ta M.C. Bopobuyka [3], M.O. [OMUTpeHKO Ta
T.B. PemeHeBoi [4]. ABTOpM [OCNiIAXYOTb Cre-
umdiky cTtBopeHHs1 3D-nepcoHaxiB i ungpposoro
oasary signoigHo. Crtatta X. Wesuyk [12] mo-
MOBHIOE LII0 TEMATUKY, aKLLEHTYO4YM Ha TpaHcdop-
Mauii obpasiB y MOAHOMY Au3alHi Nig BNJIMBOM
UMPPOBUX TEXHOJOTIN.

Cratta H.A. MapeHuu [5] aHanisye Bi-
Aeorpy sk @GopMy MucTeuTBa Ha MexXi MnocT-
MOAEpPHI3My, IO KOpEeJIloE i3 Cy4YaCHUM BeK-
TOPOM AM3aMHEpPCbKUX MOWYyKiB. [JocniaXeHHs

HebecHuk 0. 0., HebecHuk I. I. Blender sik anbTepHatnBa y 3D-an3anHi nepcoHaxiB: hopMyBaHHS Bi3yasibHOI
MOBW Bigeoirop. Teopis Ta npaktnka gn3anHy. Kynbtypa i mucteyrso. K.: KAI, 2025. Bun. 2(36). C. 253-261.
doi: https://doi.org/10.32782/2415-8151.2025.36.31



[322]

Theory and practice of design. Issue 36. 2025

K.A. MNMeTpyweBcbkoi [19] 30cepeaxeHe Ha Tex-
Hiui cutout-aHimauii B Adobe Animate - akTy-
anbHIN NpakTULUi Bi3yanbHOr0 CTOPIiTENIHTY.

0. HebecHuk [7] inoCTpye npakTuyHe
3acTtocyBaHHA Blender y cdepi XyAOXHbOro
3D-MopentoBaHHA  MEepCcoHaxiB, aKLUeHTYuUu
Ha MOX/MBOCTSAX MpOrpamMu Ans CTBOPEHHS LUi-
nicHux Bi3yanbHUX obpasis BiANOBIAHO A0 Cy-
YaCHMUX BMMOT irpoOBOro Au3amHy.

MpakKTUYHi KENCKU, 30KpEMA BUKOPUCTaHHS
Blender gk iHCTpyMeHTY MOAeNtoBaHHSA, noaaHi
ykBanidikauinHnxpobotax0.C.MenbHuuyka[6]
Ta H.I. Ocigaka [8], a TakoXx Yy po3Bigkax
0.0. PomaHuyka i 51.B. JlaBpeHtoka [11].

C.B. MpuweHko i E.B. basnniok [10] pos-
rnagatTb TEPMIHONOrYHY AMHaMIKY Yy cdepi an-
3alHy, HarosoWYyK4YN Ha BaXXIMBOCTI eBostouil
MOHATb Y BiANOBIAb Ha HOBI Bi3yasibHi Ta TEXHO-
JIOTiYHI BUKITUKMN.

I. KOpuyeHko [15] nNponoOHYE KOHUENTy-
anbHWMI aHaniz moaeni yHKUIOHYBaHHS Au3a-
MHepcbknX O6’eKTiB y Cy4yacCHOMY COLIOKY/b-
TYPHOMY KOHTEKCTi, WO Ma€ 3Ha4yeHHA Ans
pPO3yMiHHA NpeAMEeTHOCTI Y uMdpOoBY enoxy.

B.B. Ky3bmeHko Ta H.B. OctaneHko [16]
po3rngapatoTb acnektu Bubopy 3D-ckaHepis
y poboTi AuzanHepa, WO BaxIMBO ANA BU-
BUYEHHS CyYaCHUX MeToAiB OTPUMaHHSA BUXIAHUX
paHux. Ceoeto veproto, O.I1. Moniwyk [9] aocni-
OXKYE eCcTeTUKy cKkeBOMOpdi3My Ta «BiAYYyXEHHS
¢dopMM», WO PO3KPUBAE CTUMICTUYHI acnekTu
MoZeNoBaHHS.

Po6ota A. lOpyeHka, O. YaoBu4eHKa,
O. LWepweHs [15] cToCyeTbCA BUBYEHHS
3D-rpadikn B ymoBax HedopMasibHOI OCBITU, Ae-
MOHCTPYHOUM rnegaroriyHi acnekTn Ta HOBi OCBITHI
niaxoam y umdpoBoMy AN3alHI.

A. Mixen [17] npeactaBns€e uikasy nia-
6ipKy npuknagis BUKOpUCTaHHS Blender ans imi-
Tauii TpaauuinHKUX MaTepianis, WO AEMOHCTPYE
B3aeMoito UMGDPOBOI Ta KNACUYHOI XYAOXHbOI
Tpaauuii.

Cepis aHrIOMOBHUX BMaaHb [18-23] oxo-
MJKE MpPaKTUYHI KepiBHUUTBA 3i CTBOpPEHHA
3D-rpadikn, ge C. MNMeper'pin [18] i M. Ctenni [22]
HajaloTb AOKfafHi MEeTOAUMKW A1 HOBAuKIB
i daxisuiB; M. Bik [23] — npakTUYHUI NYTIBHUK
ONS peHAepuHry, Ae aBTop POo3rnsaAa€E CKAafHi
TEXHIKM Ta cumynsauio. Ui gxepena € kopwuc-
HUMW SIK METOAMYHI MOCIOHWKM | pO3LWNPIOKTb
3HaHHSA NPOo MiXXHapoAHI nmiaxoan Ao rpadivyHoro
3D-MopentoBaHHS.

META

MeTolo Ui€l cTaTTi € AOCNIAXEHHSA MOX-
NMBOCTEN BUKOpUCTaHHA Blender sk anb-
TEPHATUBHOIO IHCTPYMEHTY AN CTBOPEHHS
3D-nepcoHaxiB y Bigeoirposint  iHAYCTPpIi.

AHanI3yTbCa TEXHIYHI Ta XyA0XHi 0CO6/IMBOCTI
Blender y KOHTEKCTi MoAentoBaHHSA, CKyJib-
MTUHIY, TEKCTYpyBaHHA Ta OMTuMi3auii npo-
LeciB, a TakKOX MOro 34aTHICTb KOHKypyBaTu
3 NpPOBIAHNUMM KOMEPUIAHMMUM NporpamMamm, Ta-
kuMn sik Autodesk Maya, ZBrush, Substance
Painter Ta Marvelous Designer. CtaTtTs cnps-
MOBaHa Ha BM3Ha4yeHHs nepesBar Ta obMexeHb
Blender ons pisHMX CTUAICTUYHUX NiAXOAIB — Big
doTopeaniamMy A0 CTUNi30BaHMX rpadiyHux pi-
WeHb, @ TaKOX OUiHKY MOro NoTeHuiaay y BUKO-
PUCTaHHi He3aneXHUMN Xya0XKHUKaMU, ManauMm
CTYAiSIMWN Ta CTyAeHTaMu, sKi nparHyTb peanisy-
BaTK npodeciliHi 3aBaaHHA 6e3 3HaYHUX diHaH-
COBUX BKJ1aAEHb.

PE3YJIbTATU TA OBIrOBOPEHHA

OTXe, BM3HAHWUM CTaHAApTOM Yy MOAesto-
BaHHi NepcoHaxiB y BEIMKNX KOMMaHiax €, 6e3-
nepeyHo, Autodesk Maya. Takox BapTo 3ragatu
3Ds Max: us nporpamMa CbOroAHi 4acTiwe Bu-
KOPUCTOBYETbCA AMS Bi3yanisauii, ane B npak-
TULUI KOMNAHIN 3i CBITOBMM iMEHEM [A0Ci MOXHa
3yCTpiTM po3pobKkK, Wo 6asyrTbCcs caMe Ha
uboMmy codTi. Hanpuknag, ana MmoaentoBaHHS ac-
ceTiB po cepii Bigeoirop Arkham Asylum Buko-
puctoByBann 3Ds Max (po3pobHMK — KOMMaHis
Rocksteady).

Cepen CKynbnTYpHMX MporpaMm Bubip He-
BeNuKniA. MNporpamord 3 HambinbWMMU MOXU-
BOCTSIMU 3i CKYJIbNTUHIY I AOCi, MOYNHAOUM Big
nepwoi Bepcii 1999 p., 3anuwaetbcs Zbrush,
nocnTb 61M3bKO A0 HEl 3a MOX/IMBOCTSAMU 3Ha-
xoantbcs 3D Coat. € TakoX nporpamm gnst Mo-
LeNnBaHHSA, adimadii, Bisyanizauii, WwWo He 3a-
3HAYalTb CKYNbMTUHI K FOMIOBHY MeETy, npoTe
MaloTb CKY/SIbATYPHI MOXJ/WBOCTI, cepef HUX -
Maya, Cinema 4D, Blender. Zbrush ocHaweHuni
CKYNbATYPHMMU IHCTPYMEHTamMu, Lo IiMiTyOTb
pob0Ty 3 rAWHOW, MIATPUMYOUM NOTPIGHY Ans
LUbOro BMCOKY pe30/touito, — AeCATKM | HaBiTb
COTHIi MiNbMAOHIB MONIroHIB 3aneXHo Bi4 MOTYX-
HOCTen KoMmn'roTepa.

Cepep TeKkCTypyBaJibHUX NpoOrpaM CTaH-
papToMm € Mari Ta Substance Painter. Ui npo-
rpaMm patTb 3MOry BHOCUTWM iHdOpMaLilo
npo Konip, MaToBiCTb, 34aTHICTb MponyckaTu
yepes cebe cBiTNo, dakTypy. OTXe, TEKCTYy-
pyBaHHSA oApa3y B Nikcesb He 3anexuTb Big
pesonwouii mogeni, nuwe Big pe3onouii Tek-
CTypu. Y UMX Oporpamax MOXHa nepeHoCuTu
iHdbopMauito 3 BUCOKOAETani30BaHOi CKyNb-
NnTypu, WO nNia'€QHYETBCA A0 HU3bKOPE30Ji0-
LiMnHOI Moaeni, CTBOPKOOUM iMt03il0 CKNaAHOT
NOBEPXHi Ha NpPOCTIil.

Cepen nporpaM Aanst CTBOPEHHS oasry
cTaHgapToM € Marvelous Designer, ocobnusicTto
nporpamMm € No€gHaHHa poboTtn B 3D-B'tonopTi
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Ta 2D-pexumi. Y 2D-BikHi KOpUCTyBay Mae
3MOry npauoBaTtu 3 BUKpOMKaMu, WO aBTo-
MaTUYHO <«3wWKBaTbCA» Yy 3D-06'ekTn, Hara-
aywoudun poboTy MancTepHi 3 nowuTTa OAAry.
MigTpuUMyloTbCA CUMYNAUIS NOBEAIHKN TKaHWHU
Yy peanbHOMYy cepefoBuLUi, Konisia 3 dirypoto,
rpasiTauis.

Mporpama Blender ocHaweHa MNOBHWUM
apceHanoMm TpaauLiNHUX [HCTPYMeHTIB Ang
box modeling, Takmmun gk bridge, extrude,
vert slide, edge slide, rip, fill, knife i 7. 4.,
naHennto moandikaTopis, cepes HMUX — Mirror,
Catmull-Clark subdivision, shrinkwrap,
displace, lattice, weighted normals. Pexum
Proportional editing Hagae MoOXnuBICTb 4YacT-
koBoro BnanBy Move, Scale, Rotate Ha ciTKy
noniroHanbHux o6’emiB. 3aBasskn Geometry
Nodes Ta npoueaypHoMmy niaxoay Blender
MOXe aBTOMaTu3yBaTW YacCTUHY MpOLUECIB,
3MeHLWYy4Yn pydyHy poboTy. Ha ocHoBi TecTy-
BaHHS BCiX HAagsBHUX MoAestoBasibHUX Nporpam
3po6seHO0 BMCHOBOK: Yy MoaentoBaHHi Blender
€ TOMOBOI NPOrpamoto, Wo 3arasoM He NoCTy-
NaeTbCs XOAHIN, a B AesKUX BUMAAKaX HaBiTb
nepesaxae, Hanpuknaa y Maya BiacyTHi Mo-
andikatopu. 3 iHworo 6oky, y Max moaundika-
TopiB 6inbwe, Hix y Blender, npoTe y Blender
3a OCTaHHi pokK 3'9BMNOCHA NnapaMeTpuyHe MO-
pentoBaHHa - Geometry Nodes.

Y Blender po6oTta 3 o6’emamn BiabyBa-
€TbCH B «pexumax», Hanpuknag saKuwo Kopuc-
TyBa4yeBi NOTpPiGHO MPOCTO MNepeMmicTUTU, 3Mi-
HUTW PO3Mipu, 06epHYTM 06’EKT UM BUKOHYBATH
SKiCb MapaMeTpu4Hi onepauii Hag HUM, ue byae
object mode; ana mogentoBaHHS BUKOPUCTO-
BYeTbCA edit mode, ansa ckynbnTUHry — sculpt
mode, Ang TekcTypyBaHHs - texture paint.
Y pexwuMmi ckynbnTtypu € BCi 6a30Bi iHCTpy-
MEHTW, NeH3Ni, aHanorivHi 9k y Zbrush. Takox
€ iHcTpyMeHT Cloth, wo nia’egHannit oo cnmy-
nauii MaTepii, UMM IHCTPYMEHTOM MOXHa Ma-
HiNynoBaTU TKaHWHY Yy cKnaaku. Baxnuea
dyHKuia Face Sets - aHanor Polygroups
y Zbrush, UMM neH3n1eM MeBHi AiNAHKW Mo-
BEPXHi MoAesii MOXHa NMPUCBOKOBATU A0 Pi3HUX
rpyn, Hag fKMMU MOXHa NpoBOAUTM Napame-
TPWYHi abo CKynbNTYpHI Aii, He 3adinawun gi-
NAHOK MOBEpPXHi, WO He HanexaTb A0 Luboro
Face Set-y. Mo cyTi, uen GyHKULiOHaN CTBOPIOE
Ki/ibKa Macok O[jHOYacHO.

Multiresolution - wmoaudikaTtop, wWwo
nojae pe3onouii Mogeni, BoAHOYaC Kopwuc-
TyBa4d MOXe MOBEPHYTUCS Ha monepeaHin pi-
BEHb, Y S$SIKOMY MOXe 3MiHIOBaTU 3aranbHy
¢dhopMy MEHWMMM 3yCUNsIMU. 3arasoM piBHIB
pesonwouii Moxe 6yTW CTilbKK, CKilbKWM [03-
BOJISIOTb TMOTYXHOCTI Komn'totepa. HassBHUM
TaKOX iHCTPYMeHT Eraser, SKnMM MOXHa CcTupaTu

CKYnbNTYpHi agedopmMauii noBepxHi Moaeni, wo
BinbyBatoTbCa MNig 4Yac 3acTocyBaHHSA Moaudi-
kaTopa Multiresolution. CkynbnTypHi iHCTpPY-
MeHTu Blender He MatoTb Tak 6araTo Bapiauin,
K y Zbrush, npoTe Becb 6a3oBuin Habip neH-
31iB NpucCyTHin. MNpobnema nonsarae y peso-
nwouii, Ha 16 GB onepaTtmBHOi nam’aTi Blender
BUTPUMYE 3-4 MH noniroHis, Zbrush - 15. Lle
CYTTEBUIA Heponik, sKkwo noTpibHa Bucoka ge-
Tanisauia o6’ekTa.

Blender Bkntouae y cebe obuasa Buau
po3ManboByBaHHA dopMu - Vertex Paint Ta
Texture Paint. ig yac ManBaHHA Yy pexXuMi
Vertex Paint iHdopmauis 3anuncyetTbcs onpasy
Ha CiTKy Moaeni, TOMy He noTpibHO cTBOpHO-
Batn UV Map, Xxo4dya HedoOsiKOM Takoro Buay
TEKCTYPYBaAHHA € 3anexHiCTb pe3onwuii Ma-
NOHKY Big pesontouii mogeni. lig vac manto-
BaHHSA y pexumi Texture Paint iHdopMauia 3a-
MUCYETbCA Y nNikCcenb, pe3ontuis mogeni He
BMJIMBAE HA PE30JIIOLi0 TEKCTYPU, KOPUCTYyBauY
Ma€ 3MOry CTBOpPIOBaTU TEKCTYpHi kapTu Color,
Roughness, Metalness, Normal Ta iHWIi Tek-
CTYypM, WO BU3HA4YalTb BACTUBOCTI MaTepiany
y 3araJibHOMPUNHATOMY CboroaHi popmati PBR,
KOJM MaTepianun y B'tonopTi iMiTYl0OTb NOBeAiIHKY
MaTepianiB @i3M4yHOro CBiTYy, NpoTe uUen BUA
TEKCTYpYyBaHHSA noTpebye cTtBopeHHs UV Map
poO3ropTkn Moaeni y ABOBUMIPHOMY BUrNSa4i.
OTxe, Blender 3amicTb wapiB (9K y nporpamMax
TOYKOBOI rpadikun) Bukopuctosye Nodes - Bi-
3yasibHe nporpaMyBaHHSl, WO € HE3BUYHUM
Ta cnepwy CKAagHMM ANs 3aCBOEHHS KOpUC-
TyBaya, nMpoTe BK/IKYAE <«POTOLONIBCLKI»
dyHkuii: RGB curves, contrast, levels, invert
color Ta Macku, NOeaHYO4YN B COBi MOXNMBOCTI
Substance Painter Ta Substance Designer -
AecTpykTmBHe (intocTpauiriHe) Ta npouenypHe
(panopTn, napaMeTpm) TEKCTYpYBaHHS.
3aBaskm Hoyzsam y Shader Editor nporpama
3abe3neuye ¢dyHKUioHan cnoiB Substance
Painter. Image Editor gpae 3Mory crTeBoptoBaTu
306paxeHHs y 2D-pexumi, NOEAHYOUYN TEKCTY-
pyBaHHs 3 3D-pexuMoM y B'ONopTi.

MoxnueocTi Blender y TeKCTypyBaHHi
aHanoriyHi no Substance Painter, npoTe nigxia
pi3HWIA, SP oOpieHTOBaHWM Ha A[0CBiA KOpuUC-
TyBauie Photoshop, Toai sk Blender npaute
3 HOyAaMu, Wo € 3BUYHUMU ansa 3D-nporpam.

HoypoBuin nigxia npaute 3a MOpUH-
LMMNOM NMpoLeAYypPHOCTI, Aatoum 3MOry KOpury-
BaTWU MapaMeTpu 4YacTUH TEKCTYyp <«AepeBa»,
TOMY 3MiHW He € AeCTpyKTUBHMMKU. Ha npo-
ueanypHomy nigxoni nobyposaHa Substance
Designer — nporpamMa 3 reHepyBaHHS TEKCTYp,
SIKYy iHOAI BUKOPUCTOBYOTb Y Napi 3 Substance
Painter. O6uaBi nporpamMu CborogHi HanexaTb
kKoMnaHii Adobe.

HebecHuk 1O. 10., HebecHuk I. I. Blender sik anbTepHaTuBa y 3D-an3aiHi nepcoHaxiB: dopMyBaHHS Bi3yasbHOI
MOBWU Bigeoirop. Teopis Ta npaktnka av3ariHy. Kynetypa i mucteyrso. K.: KAI, 2025. Bun. 2(36). C. 253-261.
doi: https://doi.org/10.32782/2415-8151.2025.36.31
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CborogHi y Blender € cumynsuis wma-
Tepii, dKa Aa€ 3MOry CTBOPIOBATU peanicTUYHUin
oasar 6e3 BukopuctaHHa Marvelous Designer.
BukopuctaHHa Sewing Patterns Ta Pin Groups
jgornomarae [ocartm  pesynbtaTty, noaibHoro
[0 cumMmynauii TKaHuH y Marvelous. [oaaTkoBi
MOXNMBOCTI BkNo4alTb Soft Body Physics Ta
Collision Constraints, Wo NOKpalWyTb KOH-
TpONb 3a noBeAiHKow TKaHuH. [lig 4ac cTBO-
peHHs oaqary sk Blender, Tak i Marvelous
Designer nigTpuMytoTb i3NYHI cuMynsauii 3wu-
BaHHSA 4YaCTWUH MaTepii, ane HasABHICTb poboTu
3 BUKpomKkamu y 2D-BikHi, Kpawmi nepdop-
MaHC Y BMCOKI pe3ostouii CiTku MmaTepii € nepe-
Baramu Ha 6oui MD.

Mig Yac po6otn B 3D-Nporpamax Baxney
poNnb BigirpatoTe ONMTUMI3auid Ta eKoHoMia pe-
CypCiB. SAKWO NAETbCA NpO MOAENOBAHHSA, TO
Le CTOCYETbCS MNpouecy CTBOPEHHS CiTKM, sKa
36bepirae ¢dopMmy ob’ekTta. Y CKYNbNTUHIY Aia-
XUTan-MUTeLb HaMaraeTbCsd 3€KOHOMUTU pe3o-
Ui CiTKK TaMm, Ae ue He nopywye dopmy, 3a-
cTocoBytoumn pexmnm Dynamic Topology.

Konu naoetbcs Npo TeKCTypyBaHHA. onNTU-
Mi3auisa nonsira€e B eeKTUBHOMY BWKOPUCTaHHI
«0 to 1 space» — npocTopy TeKkcTypu. MoTpibHO,
wob UV map (posropTtka mogeni y 2D) 3anmana
MaKCUManbHy NJoLly.

Bineoirpy ans npuctaBoK MakTb cepefHi
obmexeHHs, a irpu ana PC BumaralwTb 3Ha4HO
MEeHWMX obMexeHb Ha pe3onouito. CborogHi
[ONYyCKaeTbcs HagiTb Ao 200 TMC noniroHis.
KiHemaTorpadidyHa aHiMauis Mae MeHwi obme-
XXEHHS, OCKinbku ii 0bpobka He BiAbyBaeTbCs
B peasibHOMY 4aci, a NpoxXoAnTb eTanu peHaepy
NoKaapoBo.

CkynbnTypa 3 MikpoaeTansaMmu, TakKUMn aK
NOpW Ha WKipi 4M iHWIi aHanoriyHi 3a Mmacwrabom
efleMeHTU, MOXe MICTUTU MinbsapAn MNONIrOoHIB.
XXoaeH kKoMn'loTep He 34aTHUI 06pobnaTh aHi-
Mauilo 3 TaKOK BMCOKOK PO3A4iJIbHOK 34aTHICTHO
B peasibHOMY 4aci, TOMy ONTUMi3aLisa € KPUTUYHO
BaXXJ/INBOKD 4K Yy Bigeoirpax, Tak i B KiHeMaTo-
rpadgi, Ae peHAepUHr BUKOHYETbLCSH NOKaApoOBO.
Y Bigeoirpax iHTEpPaAKTUBHICTb BMMara€e 3Ha4yHoOro
CKOpPOYEHHS Ki/IbKOCTi MONIrOHIB i 3aCTOCYBaHHSA
TEXHIK, TakuX K HOpMasnbHi kKaptn Ta LOD-
mMogeni, Ans 3abe3nevyeHHs MpPOAYKTUBHOCTI.
LOD mogeni (level of detail) - ue BapiaHTh Toro
X nepcoHaxy abo efleMeHTy OTOYEHHS 3 Pi3HUMMU
piBHSIMM AeTanisauii. NepcoHaxi Ta 06’ekTn oTO-
YEeHHS, WO 3HaxoAaTbCa Aafnieko B MNoni 30py
rpaBus, MalTb HUXYY pe30sIiouilo CiTKM i Tek-
CTypMm.

AnHaMmiyHa Tononoria gonoMarae 4yacT-
KOBO A0s1aTu OBMeXeHHS Yy BMCOKOpe30/HoLili-
HOMY CKYJIbMTUHIY, ane Koan BCSA NOBEPXHS NO-
Tpebye nosiBM MikpoaeTanen, Takux sk ApibHi

CKNlalku HaBKoOJI0 o4el, dakTypa WKipu TOWwo,
LbOro HeaoCTaTHbO. HagiTb y nporpami ZBrush
poboTa Haa MikpoaeTanamu noTpebye necaTkis
MiNbMAOHIB MNOMIFrOHIB, Hanpukniag TiNbKK Ans
roslIoBM MepcoHaxka Taka pesontouis notpebye
NOTYXXHY MaWWHY 3 OMNepaTMBHOK NaM'aTTIo
B 64-128 GB. Taki koMn'toTepn KOWTYOTb TU-
cslui y. 0., TOAI SIK CTYAEHTCbKi KoMn'toTepu ne-
peBaXKHO OCHAaLLeHi OnepaTUBHOK NaM’'aTTIO
6nmn3bko 8 GB. OTXe, Ha cepegHbOCTAaTUCTMY-
HOMY KoMN'loTepi iHAI-XyAOXHWKa, CTyAEHTa,
MikpoAeTanisauis HeMOX/nmMBa HaBiTb y ZBrush.
Te came cTtocyeTbcs poboTu y Substance Painter
Ta Marvelous Designer.

Y mexax gocnigxeHHs 6yno cTBOpeHo ekc-
nepuMeHTanbHUN NPOEKT — po3pobky 3D-moaeni
nepcoHaxa Alice, wo € d¢daHapToM 3a MOTuU-
BaMu rpu Alice: Madness Returns (2011) [7].
OcHoBHOW MeTow 6yno npoBeAeHHS HaB4Yalb-
HOrO EeKCrepuMeHTy, CrpsMOBaHOro Ha BMU-
BUYEHHS Ta TeCTYBaHHS aJibTEPHATUBHUX NiAXOAIB
00 MOAentoBaHHSA, TEKCTYPYBaHHS Ta oNTUMisauii
3D-nepcoHaxiB y Blender.

MogentoBaHHS/CKYNbNTUHT nepcoHaxa
ANA aHiMauii 3arasioMm 3BOAMNTbCA A0 ABOX eTaniB:
1) BucokononiroHanbsHa Mogenb (highpoly);
2) Hu3bkononiroHaneHa ™ogenb (lowpoly).
Highpoly HeMOXnuMBO aHiMyBaTM, BOHa BUKO-
PUCTOBYETBCSA SK JXepeno iHdopmMauii, Tomy
HaBiTb Ha MNOTYXXHOMY KOMN'lOTEpPi 3 BUKOpPUC-
TaHHAM ZBrush iHdopMauis npo nosepxHio ne-
peHocuTbCs B TekcTypy Bump, Normal abo
Displacement.

Bump- 1@ Normal-kaptu HecyTb y cobi
iHbopMauito Npo A0AaTKOBY AeTanisauito mno-
BEpXHi, 3Mywyloun npocty ¢dopmy Biabmeatu
CBIiTNO Tak, HibK U NOBEPXHS MA€E BUCOKI pe3o-
nwuito Ta daktypy. Bump, cBoe€t 4eproto, go-
CTaTHLO SKICHO Mpauloe 3 MiKkpoAeTansiMu, NpoTe
Normal kpauwle nepeaae dakTypy, Koan noTpibHO
OTpUMaTK BULWLNI penb’ed.

Ha BiamMiHy Bigaz Bump Ta Normal
Displacement BUKOHY€E CNpaBXHE 3MilLleHHS Mo-
BEPXHi 3@ paXyHOK AoAaBaHHSA pe3ostouii nig vac
peHaepy, Wwo noTtpebye A0AATKOBUX pecypcis,
a OTXe, Yy nepcoHaxax BUKOPUCTOBYETLCS
nvuwe B KiHemaTorpadi. ToOMy AKLWO MOXIMBOCTI
KoMmn'toTepa abo nporpamMu He NiATPUMYIOTb Ha-
OBUCOKOI pe3onouii, MoXHa AoBeCcTu Moaenb/
CKYNbNTYpy AO CepeAHbol AeTanisauii, a ApibHi
peTtani BHOCUTU oapasy Yy TekCcTypy Bump, noTim
nepeHecTm cepegHI0 Ta BWCOKY JAeTanisauito
3 highpoly-moaeni 3 TEKCTYpOIO Y HOBY TEKCTYpPY
lowpoly-mMoaeni.

Lowpoly-Mopens 3assBu4ya  BUKOPUCTO-
BYETbLCS B aHiMauil NepcoHaxiB Ta HeXUBUX
06’exTiB Y KiHemaTorpadi, aHimauii, Bigeoirpax.
TpaguuinHo poboTa 3 opraHiyHow ¢opMoto

Nebesnyk Yu., Nebesnyk I. (2025). Blender as a 3D Character Design Alternative: Defining the Visual Style of Video
Games. Theory and practice of design. Culture and art. 2(36). P. 320-330.
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BeAEeTbCs Yepe3 CKYMbMTUHI, MNPOTEe B MPOEKTI
Alice BunpobyBaHO anbTepHaTUBHWUI nNiaxia Ao
pob6oTn 3 hopMoto Yepe3 MoLeNtoBaHHS.

Llen meToa Ha nepwui nornsg Moxe 3aa-
TUCSA HE3pYYHWUM, ane BiH MAE€ KifbKa CYTTEBUX
nepesar: 1) AKWO CiTKa CNPOEKTOBaHa TakKuM
UMHOM, WO niagTpumye dopmy, uen niaxia Bu-
SABNSETbCS HECnoAiBaHO edeKTUBHUM AN CTBO-
PEHHA AK BEJINKUX, TaK i cepefHix opraHiyHux
¢dopmM; 2) mogenb, nobysoBaHa 3 ypaxyBaHHSM
¢dopMu, nerko niAAAETbCH KOPUTyBaHHKO Mpo-
nopuin; 3) Taka Mogenb Big caMoro no4aTky
€ HU3bKOMOJIrOHaNIbHOK, WO 4YacTO YHUKAE He-
06xigHOCTI peTononorii 3a BUHATKOM BUMAaAKiIB,
KOMM MOTpibHa We HmX4a po3dinbHa 34aTHICTb.
CnouaTtky noTpibHO 6yno crtBOopuTKM 6asoBy
dopmy dirypu, aKy MoXHa BUTAryeaTu i 3 kyba
yepe3 box modeling, ane y Blender € moaudi-
kaTtop Skin, 3 akum 6azoBy (pOpMy MOXHa Ha-
6patn weuawe. Y moaentoBaHHi Ang adimauii
KOPUCTYBay MNpautoe i3 CiTKO, WO CKIAfAETbCA
3 eneMeHTiB: vertex (Touka), edge (niHis), face
(nnowwmHa). Moaudikatop Skin ga€ 3Mory npa-
LoBaTU NULLE 3 TOUYKAMU Ta NiHIAMU, HapoLLyO4un
06’eMHY CiTKy aBTOMaTU4HO, i XO04a B TaKOMYy pe-
XXUMi KOHTposib Hag dopmoto obmexeHun, ans
3006yTTa 6azoBoro ob6’emy dirypu Skin ayxe
3pYYHUN.

3i CKynbNTYpHWUX IHCTPYMEHTIB 3acToCo-
ByBanucsa nuwe: Grab - ans 3MmiHM nponopuin,
Draw - ana popaBaHHs/3abupaHHs 06’eMy Ta
Smooth - ansa po3rnagxysaHHS NOBEpXHi. Y pe-
3y/bTaTi OTPUMYEMO MOAESIb i3 CiTKOK, rOTOBOK
[0 aHimauii. CykHs He notpebyBana ckiagHux
CUMynAauUin, B opuriHani BOHa Ma€ reoMeTpuso-
BaHi CKnaaku, ToMy MofentoBanacs 4yepes box
modeling. Ons 3abe3ne4yeHHs WinbHOro npuns-
raHHS CYKHi Ta nosicy Ao Tanii 6yno BUKOpUCTaHo
moandikaTop Shrinkwrap.

HacTtynHum etanom 6yno TeKCTypyBaHHS.
Ockinbkn oasr nepcoHaxa 6yno 3mMoaenboBaHoO
6e3 BMKOPUCTaAHHSA CUMynauid MaTepii, npo-
6nema nocrana nig 4Yac CTBOPEHHS OpPHAMEHTY,
TO6TO TekcTypu. OpHaMeHT cno4yaTtky 6ysno 3Mo-
0enboBaHO 3 BMKOPUCTAHHAM MoaudikaTopis
Mirror, Array Ta Subdivsion, noTiM i3 Hboro 6yna
3HATa iHdopMauis Npo BUCOTY penbedy uyepes
peHAaep KaHany rnubuHu. 3aBAasikm HoyAam
object info, geometry, ambient occlusion 6ynu
oTpuMaHi Tekctypu ID mask, pointiness, Ta AO
ONS NoAanbLOro BUKOPUCTAHHSA K Macok y rno-
€HaHHI 3 npoueanypHUMM Tekctypamun. ID-macka
Jana 3Mory CTBOpUTU Pi3HULIIO KONbOPY Ta MaTo-
BOCTIi efieMeHTIiB panopTy, pointiness Ta AO ganu
MacKy ANns pi3HMUi TeKCTypu Ta BNACTUBOCTEWN
mMaTepiany y 3anaauHax Ta BUcTtynax opmu.

TekcTypyBaHHS Besocs y noea-
HaHHi HoyaiB Shader Editor, Image Editor

Ta 3D-pexumy. Konm BubyayBaHa cuctema
3 TEeKCTYPHUX HOYAiB Ta MacoK i BidyanbHUN
pe3ynbTaT BAAWTOBYKTb, HACTyMHMA eTan -
«3anikaHHa». [Ons onTuMisauii BMKOPUCTaHUN
pexum UDIM - cnocib6 TekcTypyBaHHS, wo 6yB
BMHANAEHUN Nig Yac BUPOBHMLTBA KiHOCTPiYKM
Lord of The Rings: 3aMicTb OAHIi€l BENMKOI TEK-
CTypu BMKOpUCTanu 6arato MeHWwux i3 MeTor
€KOHOMIii onepaTMBHOI nam’aTi. Y pe3ynbTari
6yno OoTpMMaHO Mozesb i3 TONOJIOri€E0 ANa aHi-
Mauii Ta Tekctypamu Color, Rougness, Normal,
Emission.

doTopeaniaMm 3anUWLIAETLCA OCHOBHUM Ha-
npssMoOM y BUcokobroaxeTHnx AAA-NpOEKTax.
3aBAsKM NOTYXHOMY rpadiyHOMY obnagHaHHIO
Ta anropuTtMam TpacyBaHHs npoMeHiB (RTX) Bi-
Aeoirpu pocsaratoTb Haa3BMYalHOI geTanisauii
OCBIiTNIEHHSA, TiHel Ta pednekciB. NMpuknagamm
Takux irop € Cyberpunk 2077, Red Dead
Redemption 2, Horizon Forbidden West. TpeHpa
Ha doTopeaniam HarbiNbW NOMITHUIA Yy XaHpax
RPG, FPS, cnopTuBHUX CcuMynaTopax, Ae BaX-
NMBUMU € IMEPCUBHICTb | MakcumanbHa Bigno-
BiAHICTb peanbHOMYy CBiTYy, ane doTopeaniam
He € EAMHOI0 NONyNSApHOI rpadivyHO MOBOIO.

Tak 3BaHWIK  CTUMI30BaHMI  peanism
(Stylized Realism) noegHye peanictTuyny getani-
3auito 3 XyAOXHbOK 06po6bKoto. BrpasHuMm npu-
knagamn € Darksiders, Dishonored, Overwatch.
TaKkuin CTUNb JAE 3MOTY YHUKHYTU HaAMipHUX pe-
cypcHux Butpat. BisyanbHa moBa Darksiders 1,
2 cTBopeHa Joe Madureira, XyA0XHUKOM, Ha MO-
MEeHT BUNYCKy 1-i rpy 3HaHMM y cdepi KOMiKCiB
(Uncanny X-Men, Battlechasers). Lleit XxyaoxHuk
BUPOOMB XapaKTepPHMN CMHTE3 MIacTUKN amepu-
KaHCbKMX KOMIKCIB NpO cyneprepoiB Ta SMNOH-
CbKOi MaHra. Y rpi rpadgivyHa nnactmka Xyaox-
HMKa edeKkTMBHO nepeBedeHa Yy 3D-npocTip,
BUKOPUCTOBYIOUM TeKCTypyBaHHs Handpaint:
BNacTMBOCTI MaTepiany, Konip, po3CigHa CBiT-
NOTiHb, BiAGUTTA Ha noBepxHaX 06’ekTiB Manio-
IOTbCS SK Y XXUBOMMUCI.

Ob6MexeHHs, 9K BMMYLUEHi, Tak i CBiAOMi,
4YacoM CNpUAIDTb 3HAXOOXXEHHIO OpUriHanbHOI
Bi3yanbHOi MoBM Yy Bigeoirpax. Ctunb lowpoly
BUKOPUCTOBYE MNpPOCTi (pOopMM Ta TEKCTypwu
3 0BMeXeHOK KiNbKICTI0O MONIroHiB Ta nikcenis.
BiH nonynsapHuiA y MO6iNbHMX Ta iHAi-irpax,
OCKifIbKM [Ja€ 3MOry onTuMisyBaTW MNpOAYKTUB-
HicTb. Bigomumn npuknagamm € Ashen, Deep
Rock Galactic Ta Valheim.

MiHiManiaM 4yacto 3ycTpiyaeTbCcs y rono-
BOJIOMKaXx i CHXeTHUX irpax, Takux sik Inside
Ta Journey. Y nodibHMX irpax TeKCTypwu MiCTATb
nve nokanbHi Konbopwu 06°eKTiB, iHOAI TakoX
BiACYTHA CBIT/I0TiHb, Hajaw4M nepesary nagaMmi,
NiHiT, rpagi€eHTy, CTBOPIOIOYMN €CTETUKY BEKTOPHOI
rpadiku B 3D.

HebecHuk 1O. 0., HebecHuk I. I. Blender sik anbTepHatnBa y 3D-an3ainiHi nepcoHaxiB: hopMyBaHHS Bi3yasibHOI
MOBW Bigeoirop. Teopis Ta npaktnka an3anHy. Kynbtypa i mucteyrso. K.: KAI, 2025. Bun. 2(36). C. 253-261.
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MikcenbapT NpPOAOBXYE 3anMWwaTUCA Mo- MHydka cucTeMa wWenaepis 34aTHa MpauoBaTu
NynspHUM cepen iHAI-po3pObHUKIB  3aBASKMU 3 Toon Shading (abo x Cell Shading), MoxHa

CBOIM HOCTanNbriyHin nNpuBabnuBOCTi Ta HEBU-
COKUM TexHiuHuM BuMmoraM. Celeste, Hyper Light
Drifter, Dead Cells — npuknaau irop, Wo BUKO-
PUCTOBYIOTb NiKcenbHy rpadiky, NOEAHYOUM Ti i3
Cy4YacHUMU MexaHikaMmu.

KoMikCcHa cTunicTMka BKJ/IHOM@E BUKOPWU-
cTaHHa TexHiku cell shading - imiTauito Manso-
BaHOi rpadiku 3 BUpasHUMKU KOHTypamu. Le
aonae irpam edekTy aHiMauinHoro abo KOMik-
cosoro ctunto. lMpuknaan - Borderlands 3, The
Legend of Zelda: Breath of the Wild, Guilty Gear
Strive, Hi-Fi Rush.

GRIS, rpa 2018 p. sia Nomada Studios,
€ MNpuWKIaAoOM Bi3dyasibHOi MOBW, WO CTaBuUTb
3a MeTy nobynoBy Bidyany Ha MOEAQHAHHI Mi-
HiManiCTUYHOI eCcTeTUKM Ta TpaauuiHOI akBa-
peni. Xoya cboroaHi y 2D-peagakTopax npuUCyTHI
neHsni, Wo iMiTYIOTb akBapefb, po3pobHMKaM
notpibHa 6yna cnpaBXHs akBapesnb, TOMY ac-
ceTu CTBOpPHOBaNUCA 4epe3 MastoBaHHS akBa-
penno Ha nanepi i NoTiM ckaHyBanucd. AHiMmauii
nepcoHaxa MasntoBanauca Nokagposo, TOMY LWO
po3pobHukam 6yno BaxauMBO OTpUMaTU nnac-
TUKY TpaguuinHoi aHiMauii. ¥ nowykax nnac-
TUKU pO3pObHUKN HaaMXanucs aHimauisaMu Big
Disney, Ghibli Ta TBOpUicTIO MbOb6iyca (XKaHa
XKipo).

American McGee’s Alice - ue KynbTOBa Bi-
peorpa 2000 p., ka oTpMMana BM3HAHHSA 3aB-
OSKN CBOIN YHIKaNbHIA eKNeKTUYHI CTUAICTULI.
Lls po3pobka nMepeoCMUCIOE KaCU4HY iCcTopito
«Anicn B KpaiHi guB» y noxmypomy cCTuni, Ko-
TpUIA BIACWMNAE HAC A0 BIKTOPIAHCbKOI €rnoxu,
CYBOpPOi FNOTUKW Ta CTiMNaHKy, WO YHWKae ¢o-
TopeaniaMy, HaTOMICTb CTaBUTb aKLUEHT Ha CTu-
nisoBaHmx Ta pedopmMoBaHMX (opMax, MNeBHIn
reomMeTpusauii, XumMepHux obpasax i Bupa3Hin
KONbopoBi nanitpi. Ockinbku usi po3pobka He
notpebyBana BUCOKOI peanicTMyHoCTi, a 6a3yBa-
nacs Ha eKCrnpecuBHOMY, iNIOCTPAaTUBHOMY CTUNI,
Blender uinkoM 34aTHUA ynopaTUCa 3 TakKUMM
3aBAaHHAMMU.

Ha BigMiHy Big npoekTiB, Wo noTpebyoTb
doTopeanicTMyHOi AeTanisauii, e BUKOPUCTO-
BYIOTbCS BUCOKOMONIrOHaAbHi Mogeni n cknagHi
anroputMmM peHaepuHry, American McGee's
Alice BMKOPUCTOBYE THYUYKM XYAOXHiM nigxia,
Yy SIKOMY OCHOBHMIM aKLEHT pobuTbCs Ha Xa-
pakTep gopMu, KoNip i TEKCTYpY.

OCKinbKM Yy rpi BUKOPUCTOBYHOTLCA Maslbo-
BaHi TEKCTypu 3aMicTb doTopeaniCTUyHuUxX Ma-
TepianiB, Blender gae 3Mory XxyZoXHWKaM 4m
Av3aiHepaM npautoBaTtu 3 Texture Paint, UV-
pO3ropTKaMm Ta NpoueaypHUMU Wengepamm, Wo
[A€ 3MOry CTBOPOBATK YHiKasbHi NoBepxHi 6e3
HeOob6XigHOCTI CKNaAHNX afifOPUTMIB OCBIT/IEHHS.

iMiTyBaTV eheKT ManboBaHOro 306pa)eHHs, Lo
[O0JA€E CTUAICTULI nepcoHaxiB Ta 06'ekTaM Ko-
MiKCOBOI ecTeTuku. Lle gae 3mory yHukatu no-
Tpebu y pecypcax, HeobxigHux ans doTtopea-
ni3aMy, Ta CyTTEBO MiACUMOBaATM BMi3HaBaHWUM
CTWUNb Fpun.

3aBAsKM iMiTauii CBITNOTIHI 4epe3 Tek-
CTypn Ta MiHiManbHOMY BWKOPWUCTaHHK pea-
NICTUYHNX AXKepen cBiTna TBOPUi rpu AOCArn
LiKaBUX XYAOXHiX pilWeHb, AKi BiANOBiAalTb
CTMAK rpu. SKWo nopiBHOBaTM American
McGee's Alice i3 cyyacHUMKM irpamMu, sKi
TAKOX YHUKalTb QoTopeaniamy (Hanpukiag,
Cuphead, Dishonored a6o Darkest Dungeon),
CTa€E 3pO3YyMifio, WO FO/IOBHMM iHCTPYMEHTOM
ONS CTBOPEHHSA NOAIGHOro CTUD € XYAOXHE
BMKOPUCTAHHS TEKCTyp, MOPMU Ta CBIiTNOTIiHI
y nowykax xapaktepy rpadiku. NpoaoBxXeHHS
rpn American McGee's Alice nig Ha3zsoto Alice:
Madness Returns (2011) crtano we oOAHWUM
SICKpaBMM npukiagoMm agantauii 3D-gunsanHy
no 2D-ecTtetuku.

Po3p0obHMKM 36epernn yHikanbHUM CTU/b
nepLoi YaCTUHM KOMM'IOTEPHOI rpn, NpoTe po3-
WMpUIN XyaoOXHi MOXIMBOCTI, AoAaBWwun Aeski
CerMeHTu y ABOBUMIPHOMY peXxuMi, SKi 4yaoBo
OEMOHCTPYIOTb, SIK TPUBUMIPHI MoZeni MOXyTb
6yTV BUKOPWUCTaHi ANs CTBOPEHHSA into3ii Tpa-
auuinHoi 2D-aHimMauii. Ha BiaMiHYy Big OCHOB-
HOro rerMMnneto, SIKUM MOBHICTIO peanizoBaHuin
y 3D-npocTopi, B OKpeMuUX piBHAX rpa nepexo-
AUTb Y NnaThopMepHUin 2D-pexnm.

BizyanbHa CcTUANiCTUKa UUX PiBHIB HaTX-
HeHHa TeaTpoOM TiHi Ta MeToAaMM NanepoBOi
annikauii, Wo cTBOpPOE edeKT KHMXKOBOI ifto-
CTpauii 3 eneMeHTOM KOMIKCHOI rpadikun. Ang
LOCSArHEHHS Takoro ctuio 6yno BUKOPUCTAHO
TPUBUMIpPHI MoZeni nepcoHaxiB Ta cepeno-
BMLWA, YacoM y3arani 6e3 onpauloBaHHA run-
6uHu, AKi aganTtyBanucs nig 2D-ecTeTuKy 3aB-
Askn ocobnmeomy wengunHry (Toon Shading),
WO BWKOPWUCTOBYE  MasibOBaHi  TEKCTypwu
(Handpaint) Ta 3HWXYye aeTanisauito peHae-
PUHIY, CTBOPOOYM O06'EKTM Yy OOMEXEHIN KO-
NbOPOBIl NaniTpi 3 N1aCKUMN TIHAMU, LLO HAAAE
cueHaM atMocdepu iNtCTpOBaHOI KHUrK. TyT
nepcoHaxi yacTto 306paxeHi B o6pasi YOpHUX
TiHen, wo nocunie edekT 2D-rpadikm, xoua
TEXHIYHO BOHW 3anuUWAKTbLCA TPUBUMIPHUMMU
mopgensmMu. Lleh nigxiga AEMOHCTPYE YyHiBep-
canbHicTb 3D-rpadikn, aka moxe 6yTn agan-
TOBaHa nia 6yab-AKWiA CTUAb. 3aBAsKWM rpa-
MOTHOMY BWKOPUCTaHHIO Wenaepis, TEKCTyp
Ta OCBIT/IEHHS TPUBUMIPHI MoAdeni MOXYTb BU-
rnaaaTtu K HaManboBaHi Bpy4YHy 06'ekTH, wWo
[AE 3MOry BUKOPUCTOBYBATWU iX Y NPOEKTax,
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OpiEHTOBAHMX Ha aHimauito abo HaBiTb Kna- [2] Baciha O.B. [o nutaHHs dopMyBaHHA
CUYHY 2D-aHimauito. MOHSATINHO-TEPMIHOMOMNYHOrO anapaty B  Cy4acHOMY

BUCHOBKMU

AHaniz Moxnusocten Blender y cTBO-
peHHi 3D-nepcoHaxiB Ans Bigeoirop CBiAYUTb
NpoO MOro KOHKYPEHTOCMPOMOXHICTb $K YHi-
BEpCasIbHOro [iHCTPYMEHTY AN MOAEeNt0BaHH4,
CKYNbNTUHIY, TEKCTYpPYBaHHA Ta poboTn 3 maTte-
pianamu. 3aBAsKM NOCTIMHOMY PO3BUTKY Ta BAO-
CKOHarseHHI iHCTpyMeHTapito Blender gae 3mory
peanisoByBaTu Pi3Hi CTUNICTMYHI nigxoan - BiA
doTopeaniaMy A0 CTWUAi30BaHUX rpadiyHux pi-
LWeHb.

Onsa  edeKTUBHOro BMKOPUCTaAHHA Mpo-
rpamMmm HeobxigHO BpaxoByBaTW 1i TeXHi4YHi 06-
MexeHHs, ocobnueo y cdepi BUcokoaeTaniso-
BAHOro CKYJIbNTUHIY Ta CUMYNAUii TKaHUH, SKi
NOKW O MOCTYNakwTbCA MOXJ/IMBOCTSIM KOMep-
LinHOro codTy.

Y ctunizoBaHux rpadidHnx Hanpsimax,
Takux sk low-poly, cel shading, pixel art abo mi-
HiManictTMyHuUn gmsanH, Blender gemMoHCTpyE BU-
COKMI1 piBeHb edeKTUBHOCTI. Moro rHyuyKicTb,
iHTerpauis 3 pywiamu Unreal Engine Ta Unity,
a TaKoX aKTMBHa NIATPMMKA CMNiNbHOTU BiAKpW-
BalOTb HOBi MepcnekTuBu A8 PO3BUTKY BiAeoi-
rpoBoOi rpadiku.

Y noniroHanbHOMY MoAentoBaHHi Blender
He nMOCTYNaETbCA >OAHIM aHanoridHin npo-
rpami. O6bMexeHHs B pe3onouii CKYAbNTUHTY
Ta cuMynAdii oasary MoOXxHa agonaTtum, 3acToco-
BYlOUM anbTepHATUBHI niaxoan Ao poboTu.

Mopanbwi gocnigXeHHa y uin cdepi Mo-
XyTb O6yTM crnpsiMOBaHi Ha BWBYEHHS OMTU-
ManbHMX poboumx npouecis y Blender, ygpo-
CKOHasNeHHs TexHiK TeKCTypyBaHHA Ta MOLWyK
edeKTUBHUX MeTOoAiB iHTerpauii nporpammn y Bu-
pPOOHWYI ManniIanHn KOMEPLINHNX i He3aNnexXHNX
irpOBUX CTYyAiN.

Blender gk 6e3koWwTOBHAa nporpamMa Aae€
3MOry CTyAeHTaM, He3anexHUM XyAoXHUKaM Ta
HEBENNKUM CTYAiSAM CTBOPIOBATU YHiKas/bHi eKc-
nepuMeHTanbHi 06’eKTU Ta cepenoBuLla, He 06-
MEeXYHUNUCb AOPOrMMU iHCTpYMeHTamu. OKpiM
TOro, BiH 4y[OBO iHTErpyeTbCs 3 irpoOBUMMU py-
wismMu Unreal Engine Ta Unity, wo pobuTtb Moro
3py4YHMM BMOOPOM ANS MPOEKTIB, Ae BaX/MBUM
€ He piBeHb peanicTMdHocTi obpasis, a aTMoC-
depHicTb, CMMBOJMI3M Ta €KCMpecuBHa CTUNi-
3auiq.
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Nebesnyk Yu., Nebesnyk I. Blender as a 3D Character Design Alternative:
Defining the Visual Style of Video Games

Purpose is to explore the potential of using Blender as an alternative to com-
mercial software for creating 3D characters in video games. To identify the advan-
tages and limitations of Blender compared to industry standards.

Methodology. The research employs a comprehensive approach that com-

bines the following methods: comparative analysis — conducted a detailed compar-
ison of Blender with leading commercial software; empirical research — implemented
an experimental project to create a 3D character named Alice as fan art based on the
game Alice: Madness Returns (2011), aiming to test Blender’s ability to handle all
stages of modeling; content analysis — analyzed literary sources, technical documen-
tation, reviews of professional artists, and industry standards, considering current
trends in character design across various graphic styles: photorealism, stylized re-
alism, low-poly, and cel shading,; case study — examined practical cases of Blender’s
use in professional environments, specifically analyzing the workflows of renowned
companies like Rocksteady, Ubisoft, and Epic Games.

Analysis of experimental data. Evaluated the effectiveness of Blender’s resource
optimization methods, such as retopology, Normal and Bump maps, UDIM, and PBR
texture maps. Assessed Blender’s performance on computers with limited resources
(8 GB RAM) compared to high-performance systems (64-128 GB RAM).

Results. Blender has demonstrated its competitiveness in creating 3D char-
acters for video games, particularly in photorealism, stylized realism, low-poly, and
cel shading styles. Despite its technical limitations, Blender’s functionality allows
achieving professional results without significant financial investment. The study re-
vealed that with proper workflow optimization, Blender can effectively replace costly
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commercial solutions in small studios, educational institutions, and among inde-
pendent 3D artists.

Scientific novelty. This article offers a systematic approach to analyzing
Blender’s potential for creating 3D characters in the video game industry. For the
first time, the technical limitations of Blender and ways to overcome them in pro-
fessional practice have been thoroughly examined. The study proposes approaches
to optimizing the process of creating 3D characters using Blender to achieve the re-
quired quality in various graphic styles.

Practical relevance. The research findings will be valuable for students, in-
dependent 3D artists, small studios, and educational institutions seeking accessible
tools for creating 3D characters.

Keywords: 3D design, game art, 3D modeling, sculpting, texturing, video game
aesthetics, Blender.
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