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AHaJIi3 0c00/IMBOCTEl KOHCTPYKTOPIB CTBOPEHHS MEPCOHAKIB KOMII'IOTEPHUX irop

Hana poboma npuceauena amanizy ocodausocmel KOHCMPYKIMOPIE CMEOPEHHA NepCoHadXCis y
KOMN tomepHux izpax. [lemanvro po3ensioae pons KOHCMPYKmMopie y npoyeci Cmeopenis nepcoHaxcie ma
ix 3Hauenms Ona ieposoeo ceimy. Ilpogedenuii 020 nonyasapuux Kowcmpykmopis, maxux sk Fuse,
MakeHuman, Adobe Character Animator ma ixuix ¢ynxyionanvnux mosciusocmeti. 30iticnenuil ananis
npoyecy CmeopeHHs NePCoHadiCie y KOHCMPYKIMOPAx, 30Kpema, Kacmomizayii 306HIuHb020 8UeA0y ma
peoazysanns animayiu. Bueuena ponv mamemamuku y CMEOPEHHI NepCOHAdICI6 i(eop ma 6nius
KOHCMPYKMOPI6 Ha 2eiMOU3aiin ieop. Y cmammi makodic po3ensioaiomsbCs UKIUKU MAa Nepcnekmueu
PO36UMKY KOHCMPYKMOPI6 CMBOPEHHS NEPCOHAdNCI8 )y MAUOYMHbOMY, 3ANPONOHOBAHO NOKPAUYEeHUT
aneopumm pobomu KOHCMPYKmopa Ojisi CMEOPEHHs. NepCOHAadCcy Komn tomepnoi epu. Ll cmamms ¢
KOPUCHUM 0JICEpenom Osl PO3YMIHHA NpOYecy CMEOPEHHs. NePCOHAdICIE ) KOMN IOMepHUX iepax ma
BUKOPUCMAHHS KOHCIMPYKMOPIE O0Jis peanizayii meopuux 3a0ymis.

Kniouosi cnosa: xomn iomepua epa; nepconaic; anzopumm; KOHCMpYKmop; po3pooka.

AKTyaJIbHiCTh TeMH. Y Cy4acHOMY CBITi irop OJHHUM i3 HaHOLIbLI Ba)KIIMBHX €JIEMEHTIB IelMILICIO €
nepcoHaxi. Big HUX 3aneXuTh yBech mpolec Ta ycmix rpu. Came TOMy CTBOPEHHS NEPCOHAXKIB € BAXKITUBHM
€TaroM y npoleci po3poOKH rpu. 3BijcH i BUHMKIA NOTpeda y KOHCTPYKTOpax JjIsi CTBOPEHHS [IEPCOHAXIB, 110
JIO3BOJISIFOTH  LIBHJKO Ta €(QEKTUBHO CTBOPIOBATH BIiJNOBIIHMKA KOHTEHT. KOHCTPYKTOpPH Ui CTBOPEHHS
MIEPCOHAXIB € TOBOJI MOMYJSAPHUMH HaBiTh cepell MpodeciiHMX po3poOHHKIB irop. 3a IX JOMOMOTOI MOXHA
CTBOPIOBATH BEJHKY KUIBKICTh YHIKAJIbHUX MEPCOHAXKIB 32 KOPOTKUI MPOMIXKOK Hacy, IIo 3ade3rnedye OLTbIry
BapiaTUBHICTH y Tpi Ta 301bIIyE i1 MPUBaOIMBICTE M1 TpaBIliB. Takok KOHCTPYKTOPH JO3BOJISIOTH TIPOCYBATHCS
MAaJICHBKUM CTYIisIM, aJUKe 3HUKa€ HeOOXiTHICTh Y BEUKiH KUTBKOCTI aHIMATOPIB Ta HAMaHUX XYI0KHHUKIB, 1110
JI03BOJISIE 3HU3UTH BUTPATH HAa CTBOPEHHS ITEPCOHAXIB.

OkpiM IIbOTO, cCaMe KOHCTPYKTOPH JIAF0Th 3MOTY PO3POOIISITH MEPCOHAXIB 3 BUCOKOIO ICTATI3aMI€I0 Ta pIBHEM
peaniaMy, NpH LOMY BHKOPHUCTAaHHS KOHCTPYKTOPIB J03BOJIsIE HA0araTto LIBHIIE BHOCHTH KOPEKTUBH Y
30BHINIHIA BHIJISIL TEpPCOHaXiB Ta ix cBiT. [IpoTe, kpiM irpoBoi iHIYCTpil, Taki KOHCTPYKTOPH IIMPOKO
PO3IOBCIO/IKEH] Y KIHOIHIYCTpil, BeOaM3aiiHi Ta HaBiTh pekiami. BOHU JJO3BOJSIIOTH CTBOPIOBATH BIPTyalbHUX
repoiB JUIsl BAKOPUCTAHHS Y IIUX Tajy3sX.

AHaJti3 ocTaHHiX J0ocjiIKeHb Ta my6Jikaiiii, Ha siki cnupaloThbest aBTopH. Ha choronHi icHye noctatHs
KIJIbKICTh JOCIIIKEHb Ta MyOJIiKallii, [0 CTOCYIOThCS TEMH KOHCTPYKTOPIB JUIsi CTBOPEHHS IEPCOHAXKIB. Y cTaTTI
S.Ouyang, C.Y. Yang, Y.Liu [1] mpoBeneHO HOCHIIKEHHsS, a caMme OTJISA PI3HOMAHITHHX iHTepQeiciB mmst
CTBOPEHHS MIEPCOHAXIB Yy BiZieoirpax. ¥ pe3ynabTaTi JOCTIHKEHHSI aBTOPU AINIIIA BUCHOBKY, 10 KOPHCTYBayaM
Oimprre 10 BromoOu iHTEpdeiicH, sKi JaroTh OUTBIIE KOHTPOIO HAJ CaMHM IPOIECOM CTBOPEHHS IEepCOHaXa.
Taxox OyJi0 BUBUEHO BIUIMB I'eHAEPY Ta KYJIbTYpPH Ha CTBOPEHHS IEPCOHAXKIB Yy Bifieoirpax, 1o MPeICTaBICHO Y
crarti [2] konektuBy aBTopiB D.Charles, M.McNeill, M.McAlister, M.Black, A.Moore, K.Stringer, J.Kucklich
and A Kerr. [letanpHuil aHaji3 Ta OIS MOKIMBOCTEHN ICHYIOUMX CHCTEM JJIsi CTBOPEHHS MEPCOHAXKIB MPOBEIH
Cole A.M., Barker D.J., Zammit J. onucanu pocmimkenns y crarti «Impossible Identities: The Limitations of
Character Creation Systems» [3]. B pesynbraTi Oyno BH3HauY€HO HEOOXiTHICTH PI3HOMAHITHOCTI OMIIK Ta
KaTeropiii y cucreMax po3poOKH MEepPCOHaXIiB, sKi JgaBanu O OimbIe cBOOOAN Ta KPEATHBHOCTI MPHU CTBOPEHHI
MIEPCOHAXKIB.

IHmni ckmamoBi, Mo MOTPiOHO BpaxoBYBATH I Yac CTBOPEHHS KOMII'IOTEPHHX irop, PO3INISAHYTO B TaKHX
poboTax, sik [4] — 1ie 3a0e3neyeHHs BiIIOBITHOTO PiBHS CKJIaJHOCTI 3aJIE5KHO BiJl TOCTII{HOTO 3aJIy4eHHs I'PaBLiB.
VY Toii ke yac B poOoTi [5] aBTOpHM JIETaNbHO ONMHMCAJHM, IO SKIIO I'pa Ma€ HAAMIpHY CKJIAJHICT ab0 HaBIaKu
3aHaJTO MPOCTa, TO IPaBIi OYAYTh pO34apoBaHi, HE BUSBISTE Oa)KaHHS [TOBTOPHO TPaTH ab0 MPOIOBXKYBATH TPy
Jaii, 1i cami NMPUYMHU SIK OCHOBHI, IO CHOHYKAalOThb 3YIIMHUTH TPy Ta HE HOBEPTaTHUCS N0 Hel, BUALIAIOTH
aBTopH [6]. [Ipu cTBOpeHHI IpH HEOOXiAHO BPaXOBYBATH MOXKIIMBICTH 300y IPaBISIMU PI3HHUX JIAHUX, SIK OITUCAHO
B mpaisix [7, 8], BpaxoByBarTu iX THII OCOOMCTOCTI IPONOHYIOTH aBTOpH [9]. Bcei 3a3HaueHi aBTOpH HAroJoOMIyIOTh,
IO TPH CTBOPEHHI IMEPCOHAXIB TPH BAXKIMBO BHKOPHCTOBYBAaTH Ha0ip IHCTPYMEHTIB 3a/UId IOCSTHEHHS
MaKCHUMaJIbHOTO 33a{0BOJICHHS I'PaBIliB Ta Horo moTped y rpi. Takox BayKIMBO OyTH YBaXKHHUM JI0 iHIIUX (PaKTOPIB,
TaKWX SIK TeHep, KyJIbTypa Ta I[Ib0Ba ayAUTOPIis, CKIaHICTh, TUII TPaBLs Ta iHOIi. J{71s1 3py4HOCTi poOOTH Kpatie
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BUKOPHCTOBYBaTH pOoOOTH B KOHCTpYKTOpax. Bci HaBeneHi Buie GpakTopu MoTpiOHO BpaxoByBaTH IIPpU po3pooii
iHTepdeiicy KOHCTpYKTOpa ISl IEPCOHAXIB.

MeTo10 cTATTI € IPOBEACHHS aHATI3Y ICHYIOYHX KOHCTPYKTOPIB [T CTBOPSHHS IEPCOHAXKIB KOMIT FOTEPHOI TPHL.

BukiaageHHs: o0cHOBHOTo MaTepiay. Po3poOka irop Ta ix peasnizarist Ha rpadbHAX IDIaTHoOpMax € OTHAM i3
HAWMIOIMMPEHIMKX BUAIB MPUKIIAHOTO IIporpaMHoro 3ade3meueHns [ 10]. 3a3Bruaii po3pi3HAIOTH TPH THITH TAKUX
IaThopM: TIePCOHATBHI KOMIT I0TepH, TPpajbHI KOHCOJI Ta KUIIEHbKOBI a00 MoOimpHI koMm ' otepu [11]. Koxxaa
3 irop HaJIEXKUTBH 10 TIEBHOTO KIIaCy, THITY Ta JKaHPY T'PH, IO Miepeadadac BUKOPUCTAHHS Pi3HUX 3aCO0IB Ta METOIIB
PO3poOKH.

OnHUM i3 KITIOYOBHX €JIEMEHTIB KOMIT FOTEPHOI I'PH € CTBOPEHHS IEPCOHAXKIB, FOJIOBHUX I'€POiB Ta JIMXO/iiB
Jutst irop. CTBOpPEHHS IpajIbHOTO NIEPCOHAXKY — CKIIAJHUI Ipoliec, IKUH 3BICHO, BUMarae JIoCTaTHbO 4acy, TOCBiay
Ta HaBW4OK. I[IpoTe, 3aBISKM HOBITHIM TEXHOJOTiSIM, CHOTOJHI ICHYye O€3Ji4 KOHCTPYKTODIB IJIsi CTBOPEHHS
MEPCOHAXIB, SIKI JOMOMAaraloTh HMIBUAKO Ta €(eKTHBHO CTBOPHUTH SIKICHMH KOHTEHT. SIK paHile 3rajyBaiocs,
KOHCTPYKTOPH [UIsi CTBOPEHHS IEPCOHAXIB MOXYTb OyTH BHKOPHCTaHI H y IHIIMX Traiy3sx, Takux SK KiHO,
KOMIKCH Ta HaBiTh My3HWKa il Teatp. Jlo mpukiamy, Aeski KIHOCTYIIl Ta TeJeKaHaJIM IOJErIIyIOTh MpPOLEC
CTBOPCHHSI IIEPCOHAXIB, BUKOPHUCTOBYIOYM KOHCTPYKTOPH, IO POOHUTH MPOIEC MEHII 3aTpAaTHUM Ta OLIBII
e eKTHBHUM. AJDKe Au3aiiHepaM He MOTPiOHO MOYMHATH CTBOPEHHS 3 HYJIS, BOHH MOXYTh BUKOPHCTATH iCHYIOU1
€JIEMEHTH Ta JEeTali JUIsl po3pOOKH 1HIMBIAYyaIbHOI XapaKTEPUCTUKHU Ta YHIKaJIbHOTO BUIIAAY nepcoHaxka. Ilpu
CTBOPCHHI KOMIKCIB Ta Tpa(iqHUX HOBEJI KOHCTPYKTOPH BUKOPUCTOBYIOTHCS IS CTBOPEHHS OiJbIIOI KiTBKOCTI
MIEPCOHAXKIB, U1 PO3BUTKY iCTOpPii Ta CBITIB. XyHOKHUKH 32 JOTIOMOTOI0 KOHCTPYKTOpa pO3pOOIISIIOTE 6a30Bi
eJIEMEeHTH, a JAaji MOIU(DIKYIOTh iX, MO0 MiIKPECIUTH YHIKAIBHICTE KOXKHOTO Teposi. ToOTo, Taki KOHCTPYKTOPH
MEPCOHAXIB € KOPUCHUMH Y OYAb-sKiil raiysi, aJpke JOIMOMAararoTh eKOHOMHUTH 4ac Ta 3YCHIUIS XYJIOXKHHKIB 1
JU3aitHepiB, a TAKOXK JA0Th MPOCTHM JIFOJIM MOXKIHBICTh CIIPOOyBaTH cebe y poii po3poOHUKa MEPCOHaKIB ab0
K JIO3BOJISIIOTH HE BHTpadaTH OIOJUKET Ha Ju3aiiHepa y MOMEHTH, KOJNM MOTpPiOHI HECKIagHi repoi uu
HerpodeciiiHO eTani30BaHi.

AHayii3 Ta oriasa KoOHCTPYKTOpiB. OnHMM i3 HalOLIbII TNOMYNSPHUX KOHCTPYKTOpIB € «Fusey.
Le#t KOHCTPYKTOP A03BOIISIE CTBOPIOBATH sIK 2D, Tak i 3D-mepcoHaxi. B 0CHOBI J1eKUTE BeIHKa KUTBKICTh TEKCTYD,
€JIEMEHTIB, YaCTHH TiJla Ta aKCecyapiB, TAKOX MiITPUMY€ETHCS EKCIIOPT Y pi3HUX (opMaTax. 3BUYANHHO, Y TAKOTO
MPOTPAaMHOTO IMPOAYKTy € 0araro JOCHTh BaXKJIMBUX IepeBar, TakuX fK, IIBHUAKE Ta iHTYiTUBHE CTBOPEHHS
MIEPCOHAXIB, 3aBIIKU IPOCTOMY iHTep(elCy; BeNUKa KiJbKICTh HANAMITYBAHb Ta MapaMeTPiB; Pi3HOMAaHITHICTh
OTIIIi 1711 CTBOPEHHS YHIKAJIBHOTO NepcoHaka. [IpoTe € BaxknuBi Henoniku y 3D-MoaemoBanHi 3 HyJs, aKe I
JIOCUTH CKJIaTHHUX 3aJyMOK BiH HE MiAXOJUTH 1 MOXE 3HAJTOOUTHCS IHIMUI peaaKTop, TAKOK THYYKICTh aHIMAIIi1
HE HAJIAE€ThCs Tak sIK OW 1poro xotinocs. Hy i, 3BuuaifHO, BaXJIMBUM aclieKTOM € Te, 110 BKa3aHe IpOorpaMHe
3a0e3MeueHHs € UIATHUM, 1 JIesIKi BB)KaTUMYTh HOT0 BapTiCTh MOPIBHSIHO BUCOKOIO.

Puc. 1. Inmepghetic npoepamu Adobe Fuse CC

HacTynHuii KOHCTPYKTOp TakoX € nocuth Bimomum — «MakeHumany. Bemukor 0coOnMBICTIO Takoro
KOHCTPYKTOpa € T€, 110 BiH J03BOJISIE CTBOPIOBATH NEPCOHAXIB BIJIOBIIHO pi3HOI BIKOBOi KaTteropii, crari Ta
HalliOHAILHOCTI, MA€ He JIMILE OIIi1 BU3HAYSHHS 30BHIIIHBOTO BUIJISIY, ajie i J03BOJISIE BUSHAYHTH OCOOJIMBOCTI
CKeJIeTHOI chcTeMH Ta M si3iB. IlepeBaroro Haj 3rafiaHUM BHIE KOHCTPYKTOPOM € T€, IO TaKe NPOrpaMHe
3a0e3reueHHs € 0€3KOIITOBHNUM Ta BIIKPUTHM U1l KOPUCTYBaHHS, IPOTE BiJICYTHICTh iIHCTPYMEHTIB JUIS aHiMaii
Ta BiACYTHICTH MATPUMKH [UIS iTOP 3aJHIIA€ KOHCTPYKTOP MEHII MIPAaKTHIHUM.
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Puc. 2. Inmepepetic oooamxy MakeHuman

[le oguuM KOHCTPYKTOpOM it cTBOpeHHs € «Adobe Character Animatory, sikuit mo3Bossie pozpobisitu 2D-
MEPCOHAXKIB Ta aHiMyBaTH iX. Tak camo SK y MHUHYJINX KOHCTPYKTOpax TYT € JOCUTh BEJIHKa KUIbKICTh OILii Ta
HaJIaIlITYBaHb 30BHIITHOCTI Iepos, ajie aHIMyBaHHS BiJOYBA€ThCs OLIBII peaiCTUYHO, € MOYJIUBICTD 3aITHCyBaTH HE
JIMIIIE PYXH, alle i rojoc, mo J103Bojste OyTH aHimMaii 6inblr peanicruyHoro. Tax sk 1 iHui cepsicu Bix Adobe, neit
MPOJYKT € TUIATHUM 1 BaXKKOJOCTYIHUM II0 BapTOCTI JJis 0araThbOX HE3aJICIKHHX PO3POOHMKIB. X0Ua € BEITUKHIA
(dyHKIOHAM AN poOoTH Hax 2D-mepcoHaxkamu, aje He MIATPUMYEThCS CTBOpeHHS 3D-mopneneid i, 3BUUAifHO,
HEOOXiTHICTh 3HAYHOI KUTBKOCTI pecypcCiB It pOOOTH, IO YIOBLUIEHIOE KOMIT FOTEP TIPH BEJIUKUX MPOEKTAX.

Puc. 3. Inmepetic npoepamu Adobe Character Animator

IcHye m1e 6arato cepBiciB Ta KOHCTPYKTOPIB Il CTBOPEHHS IEPCOHAXKIB, TPOTE BOHU BCi IIOPIBHSHO 13 BUIIIE
3raJJaHUMH € OiJIblIIe JTIOOUTENLCHKUMH, aJDKE IOCTaTHIX (QYyHKIIN JUIsi CTBOPEHHS HeMae abo K BOHHU HE € JIOCUTh
3pyuHuMH. Ha ocHOBI aHami3y pi3HMX Jpkepen 0yJio BU3HAYEHO NMPUOIU3HY HOIYJISPHICTh KOXKHOTO 31 3ralaHuX
BUIILIE KOHCTPYKTOPIB. A came:

e Fuse — momymsapHIiCTh OmM3BK0 25 %, 3rigHO 3 AaHUMH HOPIiBHSAHHA miatdgopMm 3D-mopenroBaHHS,
npoBenieHoro caiitom G2.com;

e MakeHuman — momymsipricts 61m3sK0 20 %, HA OCHOBI JaHHWX MPO 3aBAHTAKEHHS Ta BUKOPHCTAHHS 3
odimiiHOTO CcaiTy;

e  Adobe Character Animator — momymsipaicTs 6:1u3bK0 15 %, Ha OCHOBI aHAITi3y BIATYKIB Ta MOMYJIAPHOCTI
MIPOTPaMHOTO 3a0e3MeUeHHs )T aHiMallii.

[Ipote Taka craTHCTHKA JTyXKe BiAPI3HAETHCS, 32 NanuMH Bt Google Trends, mormt Ha Fuse, Adobe Character
Animator ta Mixamo 3a OCTaHHI 5 POKiB 3auIIaeTbcs cTablIbHUM, 31 3HaUHUM cnajgoM y 2020 poui. Y Toii xe
yac NOMyJIIPHICTh KOHCTpYKTOpa MakeHuman 3aymmaetbest Ha Ay)ke HU3bKOMY PIBHI.
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YKkpaiHa. OcTaHHi 5 pokis. MNoLwWyK B IHTEPHETI.

Puc. 4. Bisyanizayis cmamucmuunux oanux 3a danumu Google Trends

Po3polka aaropurMy yA0CKOHAJIEHOT0 KOHCTPYKTOPA VIl CTBOPEHHS NMePCcoOHaKiB. Takuil KOHCTPYKTOp
Mae OyTH YHIKQJIBHAM NPOrpaMHUAM HPOAyKTOM. OCHOBHOKO OCOOJIHMBICTIO KOHCTPYKTOPA € MOXKIIUBICTD HE JIMIIE
MOJICTIICHHS poOOTH MU3aifHepy, ajie i MOXKIHUBICTh 3apOOUTH Ha TBOPUYOCTI HEMPOPECIHHNM PO3pOOHUKAM.

VY imeansHOMY KOHCTPYKTOPI Ma€ OYTH KiNbKH MPUBAOIMBHUX IS KOXKHOTO (YHKIIH, HE JIUIIE CTBOPEHHS 3
HYJIS IEPCOHAXKa 32 JOMIOMOTOFO OTIIif Ta MOYIIMBICTh CTBOPEHHS aHIMAIIi1, alre i OKpeMa rajepes s My Otikarii
Ta NPOAaXy. B 1inoMy npoToTHIIOM Takoro KOHCTPYKTOpa € cepefoBuiie po3podku Unity.

ITpu 3anmycky noaarka BigOyBa€eThCs peecTpallis Ta KOPUCTyBad OTPUMYE TPOOHHH Tepio]] Uil KOPUCTYBAHHS,
e IpoIyMaHO I TOro, mo0 Oyla MOXUIMBICTH O3Haifomutucs i3 mporpamoro. IIporarom 1mporo mepiony
KOPHCTYBa4 Ma€ MOIIMBICTh BUKOPUCTOBYBATH Ta ITyOJIIKYBaTH 3 aBTOPCTBOM CBOT 300payKEHHSI Ta MOJIEII, & TAKOXK
0€3KOLITOBHO KOPUCTYBATUCSI KOHCTPYKTOPOM, MPH ITyOJIiKallii BiH OTPHIMY€E MIEBHY BUHArOpOJy, MOHETH, IIPOTE HA
MOYaTKy BHBECTH iX He MoykHa. [licnst mpoOHOro nepiony MokHa OQOPMHUTH OJJHOPA30BY IIiIMUCKY HA IPOTpamy i
TIPOJIOBXKUTH BUTbHE KOPHUCTYBAHHS, TAKOX TEHEP € MOXKIMBICTh BUBECTH MOHETH Y IICBHOMY CITIBBIIHOIICHHI Ha
CBOIO KapTy, IIPOTE YACTUHA CYMH /1€, SIK KOMICisl, BHECOK Y IOAATOK JUISl HOTO MOAANIBIIOr0 PO3BUTKY. TakuM YHHOM
KOpPHUCTYBavi MOXKYTh 3apOOIIATH HA CBOIH TBOPYOCTI, a TOJATOK — PO3BUBATHUCS, IO JO3BOJIHTH SIK 1 IpoeciiiHIM
PO3pOOHUKaM, Tak i TFOOUTEISIM cripoOyBaTH cebe y il cdepi Ta pO3BUBATH CBOT HABHYKH.

CREATEcharacter

CREATE

Puc. 5. Eckiz inmepgeiicy eanepei koncmpykmopa ma 20108H0i CIOpiHKU

[Iporpama MiCTUTPH HaBiTaIiifHE MEHIO, 33 IOTIOMOTOIO SIKOTO MOJKHA MEPETISHYTH rajepero, iHpopmariiro mpo
JIOJIATOK, 3B’ S3aTHCS 3 MIATPUMKOIO 10JIaTKa, IEPEHTH Ha CAalT po3pOOHHUKIB Ta MEPErITHYTH CBil IPO]ib.

@yHK1ii KOHCTPYKTOpa 3IMIIATUMYThCS HE3MIHHHUMH, SIK 1 Y BKa3aHMX BHINE NMPOTPaMHUX 3a0e3IedeHb,
JITOpUTM poOOTH Tajnepei Ta 3aranbHUX QyHKLINH HaBeIeHUH HIKYE.

V ranepei kopucTyBau 0OMpae KaTeropiro, 3a KO Oa’kae MPOJOBXKHUTH IOIIYK MOTPIOHOTO 300paskeHHs,
MepeHIIoBIIN 32 300paKEHHSIM, MOXKHa OTPUMAaTH iH(pOpMalilo Npo aBTopa, AaTy MyOIiKalii Ta € MOXXJINBICTh
CKauaTy 1ie 300pakeHHs 11 noAaibioi poboryu. Ha cropinmi indopmariii MojkHa J1i3HaTHCS OLIbIIE PO 01aTOK,
(yHKIIT Ta MOXKIIMBOCTI. SIKIIIO BUHUKIIM NEBHI IPOOJIEMH i3 I0JIaTKOM, € MOXKJIMBICTD 3B’S3aTUCS 13 MIATPUMKOIO
JUTA BUpPIIIEHHS ycix HemomikiB. Ha calfiTi po3poOHNKIB MOXKHA MEPETITHYTH AESKi TOTOBI pOOOTH KOPHCTYBadiB
i€l TporpamMu, TakoK MOYKHa 3poOWUTH OJarofiiiHWii BHECOK Yy PO3BHTOK J0JaTKa Ta HOro (yHKIIOHATY.
ITepconanbHuil Mpodine KOpUCTyBaya HaJA€ MOXKIUBICTh MEPETJIIHYTH OajlaHC MOHET, BJAacHiI omyOiikoBaHi
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pobotu, 3minuTH abo mojatu iHpopMamioo mpo cede, a TAKOXK MEPErNIIHYTH TEPMiH MPOOHOTO Mepiofy, IIo
3aJIMIIMBCS, Y1 ODOPMHUTH MiJIIHCKY.
OTxe, HOKPAIIEHUI aJITOPUTM CTBOPEHHS IIEPCOHAKY KOMIT IOTEPHOI I'PH MOKE MAaTH TaKUH BUIJISL:
Bu3HaveHHs XapaKTePHCTUK MTEPCOHAKY;
BusnaveHHs pouti Ta KJIacy, 1O SIKOTO HAJICKHUTh EPCOHAK;
Po3po0xa 3aranpHOi XapaKTepUCTHKH TPH;
CTBOpEHHS CHCTEMH PO3BUTKY MIEPCOHAXA;
CTBOpEHHS 30BHIIIHFOTO BUTIISAY;
Po3poOka 60#0BOi cucTeMu, 3a IOTpedH;
TecTyBaHHS Ta HAJMAIITYBAHHSI.
Ko;er 3 UX KPOKIB MOXKHA PO3IHCATH TAKHM YHHOM.

Nook~wbdpE

Bu3HaueHHS] OCHOBHX XapaKTEPHCTHK MMEPCOHAXKA, TAKKX SIK IM's, BiK, CTaTh,
30BHIIIHICTh, 0COOWCTICTH, HABUWYKH TOIIO. B MOXXeTe CTBOPUTH CIECOK aTPHOYTIB, SKi
X04YeTe MPU3HAYUTH MEPCOHAKY

Posruisin pisHux poreit 60 Ki1acis, siKi MOKYTh 6yTH ﬂOCTYHHi y Ballii Ipi, HANPUKIA,
BO{H, Mar, BOPOT, JIiKap TOLLO. BuOepiTh TOM, KM HAHKPALIE BiAIOBiae
XapaKTepUCTUKAM 1 KOHIIEMIIii BaIIoro nepcoHaxa

Po3risin MexaHiky TpH 1 BU3HAYCHHS, SIKi XapaKTEPUCTUKH TePCOHaKa OyIyTh BIUTMBATH Ha
HOTo B3a€MOIII0 3 Tporo. Hampukinam, sSki HABMYKY BIUTMBAIOTH HA OOHOBI HABMYKH, a00 SIKi
aTpuOyTH BU3HAYAIOTh CHIL, IIBUJIKICTH a00 iHIII BIACTUBOCTI MEPCOHAXKA

Po3poOka cucteMr MpOKavky ab0 PO3BHUTKY MEPCOHAXKA, 110 J03BOJIUTH IPABIIIO
MMOKPAIIyBaTH MOTO HABUYKH, OTPUMYBATH HOBI 3/1I0HOCTI 200 MiABUIIYBATH PiBCHb.
BusnauTte, SKUM YUHOM TpaBelb MOXE OTPHUMATH JTOCBiJ] 200 IHIII PECypCH VI PO3BHTKY
MEPCOHAXKA

CTBOpPEHHS BUITBIAY IEPCOHAXKY, BUKOPHUCTOBYIOUH TpadidHi a00 MOAECIBHI pecypcH.
Mo>kHa 3a/1aBaTy BUIJISA IEPCOHAXKA, BUOMPAOYN OIAT, aKCECYapH, 3a4iCKH TOLIO.
Po3risiHbTE pi3HI MOXKIMBOCTI KacTOMi3allil 30BHIIIHOCTI IIEPCOHaXa

SIKIIo Tpa Mae eneMeHTH 000, MOYKHA JI0aTH PO3POOKY cUCTEMU OOHOBHX MEXaHIK,
BPaxXOBYIOYH POJIb | HABHYKH MEPCOHAXKA. BU3HaUTe, IKMM YHHOM MEPCOHAK MOXKE
BHKOHYBAaTH aTaKH, 3aXHUIIATHCS a00 BUKOPUCTOBYBATH CICI[iaIbHI 3I0HOCTI

[epeBipka mepcoHaXka Ha TECTYBaHHSI HOTO B Pi3HUX CHTYaIlisX, 00 MEPEKOHATHUCS, [0
BiH TIPAITIOE SK OUiKyBaJocs. HamamTyBaHHS XapaKTEPUCTHKH 1 MEXaHIKM IepCOHaXa
BiJITIOBIZTHO JI0 MOTPEO Tpu

Puc. 6. Onuc kpoxie noxkpawenozo aneopummy pooomu KOHCMPYKMOopa OJis CMEOPEHH S NEPCOHAACY
Komn tomepHoi epu

Taxwuii HoKpaIieHuii aNropuT™M MOXKHA BUKOPUCTOBYBATH JJIsl CTBOPEHHS IIEPCOHAXKIB Y KOMIT IOTEPHHUX irpax.
Peaizariist Moxe 3aJIe)kKaTH Bii KOHKPETHHX JIETaJICH 1 MEXaHIK TpH.

BuCHOBKH Ta mNepcneKTHBH MOJAIBIINX AOCTIIKeHb. Y pe3yibTaTi JIOCTIIKEHHS OyJ0o NpoaHaIi30BaHO
HaWOUTBII TOMYJISIPHI CEpPBICH Ta KOHCTPYKTOPH [UIsl CTBOPEHHS NMEPCOHaXIB. BU3Ha4YeHO mepeBarn Ta HEOIIKH
KO>KHOTO 3 HUX Ta 3aIllPOIIOHOBaHO 00’€/THATH HalKparli GpyHKIIT y €qUHHH i1eabHIH 101aTOK, IPH [IbOMY JI0/IaBIIN
KiJIbKa OMIIH, sIKi O BUPI3HSIM Horo 3-moMik ycix iHmmx. IIpoxymaHo Xin poOOTH KOHCTPYKTOpa Ta PO3MHCAHO
QIITOPHUTM #0ro poOOTH. 3aNpOIIOHOBAHO MOKPAIIEHHIT alrOPUTM POOOTH KOHCTPYKTOPA I CTBOPEHHS NEPCOHAKY
KOMIT'IOTepHOI I'pU. B noaspIoMy 1iaHyeThesl IPOBECTH MPOTPaMHY Peai3alilo TAKOro KOHCTPYKTOPA.
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