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Working on characters in the style of Darkest Dungeon requires the artist to
combine technical drawing skills with creativity and attention to detail. It is im-
portant to create characters that will be remembered by players and deeply fit
into the atmosphere of the game. In general, working as a concept artist on a
Darkest Dungeon-style game requires a talent for drawing and a flair for creat-
ing atmospheric artwork, as well as the ability to work in a team and interact
with other members of the development team. This paper examines the steps to
be taken in order to start working on the characters in such a project.

Pobota nazg rporo y cruai Darkest Dungeon sk KOHIENT-XYI0KHHK - 1€
3aXOIUTIOIOYMN Ta BOJIHOYAC BIAMOBIMATBHUN TMPOIIEC, IO BUMAra€e TIUOOKOTO
po3yMiHHSA atMochepy Ta MHCTENTBA TPU. 3aBIaHHS KOHIICTIT-XY/IOKHHUKA -
CTBOPHTH Bi3yaJIbHY 1JICHTUYHICTh T'PH, fKa BimoOpaxkae ii TeMy, atmochepy Ta
rpadiaHUN CTHITB.

Ilepm 3a Bce, ciig perenbHO BUBUMTH camy rpy Darkest Dungeon,
po3iOparucs y ii TOJOBHUX 0COOJMBOCTAX Ta ecreTulll. Lle o3Havae npoittu rpy,
JOCIIIIUTH 1i BI3yallbHI €IEMEHTH, TakKl K KOJIp, OCBITICHHS, TEKCTYpH, & TAKOXK
3pO3yMITH TpadiuyHU CTUIIb Ta apT-AU3aMH.

[Ticnst 03HAMOMIICHHS 3 yciMa aclieKTaMH TP, HACTYITHUI KPOK - po3poOka
KOHIICTITIB TIEPCOHAXIB, JIOKAIliH, MpeaMeTiB Tomo. Tpeba MaTu 3/aTHICTH Iie-
penaTy TOJ0BHI KOHIIENIi Ta 1/1ei y ¢opmi MaroHKIB a00 imtocTpariii. Baxiu-
BO 3pOOUTH Tak, 00 KOXKEH €IEMEHT BioOpaxaB XapakTep rpH, ii atmochepy
Ta OCHOBHI TEMH.

ITicis cTBOpeHHS KOHIIENTIB, HEOOXimHO Oyae MpamoBaTH HaJI IXHIM
neranizarmiero. Lle o3Hauae: qogaBaHHs J0JaTKOBUX JCTaleH, KOJIbOPIB, TIHSH Ta
BIJITIHKIB, 100 3pOOUTH KOHIICIITH OLIBIN )KHBUMH Ta PEaliCTHIHHMHU.

Kpim Toro, takoxx Oyae B3aeMoiis 3 PEUITOI0 KOMaHAM PO3POOHUKIB,
BKJIIOUAIOYM XYJOKHUKIB, T€iM Ju3ailHEepIB Ta HporpamicTiB. Baxnueo Oytu
BIJIKDUTUM JI0 OOTOBOPEHB Ta 3MIH, @ TAKOX BMITH IPALIOBATA B KOMAH/II.

Hanpukinii, po6oTta Oyae He TUIBKHM BiIoOpakaTu 1JIeMH1 KOHIIEMIII TpH,
ajie 1 CTBOPIOBATH OCHOBY JUISI MOAAJIBIIOT POOOTH XYAO0XKHUKIB Ta AU3AUHEPIB.
Po3pobiieni koHuentu OynyTh BUKOPUCTOBYBATHCS SIK OCHOBA ISl CTBOPEHHS
OCTATOYHUX Bi3yaJIbHUX €JIEMEHTIB I'PH.

3aranom, MpaIOOYU K KOHILENT-XYJIO0KHHK HaJ rpoto y ctmii Darkest
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Dungeon, noTpiOHO MaTU TajaHT /10 MaJIOBAHHSA Ta BIAYYTTA JUIsl CTBOPEHHS
aTMOC(EepHUX UTIOCTpAIlil, a TakKOoX 3/aTHICTh MpalloBaTH B KOMaHJI Ta
B3a€EMO/IIATH 3 IHIIUMHU YJI€HAMU PO3POOHUIIBKOTO KOJEKTUBY.

Ocb KpokH, K1 Tpeba BUKOHATH, 100 po3MovyaTH poOOTy HaJ MEpCOHAXKA-
MU y TaKOMY TTPOEKTI:

1. Anami3 xonuentii rpu. Crno4yatky Ba)KJIMBO PETEIBHO O3HAMOMUTHCS 3
KOHIITIII€I0 TpH, i1 atMocdeporo Ta xapakrtepamu. Darkest Dungeon Bigommii
CBOEI0 TEMHOI0, MPayHOIO aTMoc(eporo, Jie¢ KOXKEH MEepCoHa)k Mae CBOi
BHYTPIIIHI 60pOTHOU 1 TeMHI TaeMHHII. PO3yMiHHS IIbOTO TOTIOMOXE BaM CTBO-
PUTH TIEPCOHAXKIB, K1 17I€AIbHO BIUIITYTHCS B CBIT TPH.

2. CTBOpeHHs KoHIeNnT-apTiB. [lepm HiX mepedTH A0 AeTalbHOI POOOTH
Ha/l IEPCOHAYKaMH, BAPTO CTBOPUTHU KOHIENTYaIbHI MAIIOHKH a00 CXeMH iX BU-
msigy. e 1o3BoiuTh BU3HAYUTU 1XHI OCOOJIMBOCTI, CTWIb Ta xapaktep. Ha-
NPUKIIAJ, SKIIO B TPpi € JIUIAp, BU MOXETE EKCIEPUMEHTYBATH 3 Pi3HUMH
BapiaHTaMu 00JIaTyHKIB Ta I103.

3. Bubip armocdepnoro ctwio. Darkest Dungeon Bimomuii cBoiM
YHIKQJIbHUM CTUJIEM MAJIOHKY, SIKMM MO€AHY€E B cOO1 MpauyHy TOTHYHY aTMO-
chepy 3 JACTAIBHOK MPOPHUCOBKOIO TEepcoHaxiB. BubOip BIAMOBIIHOTO CTHIIIO
MaJIOHKY € BaXJIMBUM €TarloM, OCKIJIbKM BIH MIOBUHEH BIJAMOBIIATH 3arajJbHOMY
HACTPOIO T'PH.

4. HamanwoByBaHHS mepcoHaxiB. [licmsa Toro, sk BM BU3HAYWIHCS 3
KOHIICTIIII€I0 Ta CTHJIEM, TIEPEXO0IbTE 0 CTBOPECHHS MATIOHKIB MTepcoHaxiB. [Ipu
IIbOMY Ba)XJINBO BPaxOBYBaTH iXHI XapakTepu, icTopii Ta posb y rpi. Koxen
NEPCOHAXX TMOBUHEH MATH CBOi YHIKaJdbHI pHUCH, SKI JONOMOXYTb HOMY
BUJIUTUTUCS CEPEJT 1HIIHX.

5. leramizanis Ta TeKcTypyBaHHs. [licias HamanboBYyBaHHS OCHOBHOI (hop-
MU TIEpCOHaXKa MEPEX0IbTE J0 JETATHLHOTO MPOPUCYBAHHS HOTO JIeTaleil Ta TeK-
CTypyBaHHs. Ba)XIMBO peTeNbHO MpaIfoBaTH HaJA APIOHUMHU JETAISIMU, TAKUMH
SK OJIST, 30pos Ta aKcecyapu, 100 3poOUTH TIEPCOHAXKIB IKOMOTa OUIBII KUBU-
MU Ta peaqiCTUIYHUMU.

6. TecryBanns Ta nominmeHHs. [licis 3aBepiieHHs] MaTIOHKIB TIEPCOHAXKIB
BXXJIMBO TIPOBECTH IXHE TECTYBAaHHS B KOHTEKCTI rpu. Lle 103BOIUTH BUSBUTU
MOKJIMBI HEJIOJIKH Ta BHECTH HEOOXiAHI KOPEKTHBH, 100 IMEepCOHAaXI 1/1eaIbHO
BITHCYBAJUCS B TPY.

7. JocmimkenHs ctwiro rpu. Ilepm HIX po3modaTd CTBOPCHHS
NEPCOHAXKIB, BAXXJIMBO peTeNbHO aociiautu ctuiib rpu Darkest Dungeon. ILle
BKJIIOYa€ B ce0€ BHUBYEHHS XYAOKHbOIO OQOPMIIEHHS, KOJIPHOI MaJiTpH,
OCBITJICHHSI Ta TeMaTUKUA. PO3yMIHHS IIMX AaCMEKTIB JOMOMOXE 3a0e3MeunuTu
KOHCHUCTEHTHICTb Ta BIJMOBIHICTh HOBUX MEPCOHAXKIB 3arajbHiil €CTETUI TPU.

8. CtBopeHHs KoHIenuii nepcoHaxiB. Hactynmuum kpokom OyJie CTBOpEH-
HS KOHIIETITYaJbHUX MAJIOHKIB mepcoHaxiB. Lle Bkirogae B cebe po3poOKy
iXHIX 30BHIITHOCTEH, OJIATY, aKcecyapiB, Mo3 Ta BupasiB oonuuus. Koxxen mnep-
COHAX TMOBHHEH MAaTH CBOi YHIKAJIbHI PUCH, SKI BIIOOPaKarOTh HOTO XapakTep
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Ta POJb Yy Ipi.

9. MamtoBanHs nepcoHaxiB. Iliciig 3aTBeplyKeHHsT KOHUEMLIA Cilija nepe-
XOJIUTH JI0 JIETAJIbHOTO MaIlOBaHHs MepcoHaxiB. [{e Bkitouae B cebe CTBOPEHHS
JIHIMHUX MaJIIOHKIB Ta iXHE BiAMIApOBYBaHHS. BaXXJIMBO peTENbHO PO3pOOIIATH
JeTajgi, Takl SK OJAr, OOJaJyHKH, aKcecyapu Ta BHUpa3u oOJuuYs, 100
NEPCOHAXK1 OYJIM KUBUMHU Ta EKCTIPECUBHUMH.

10. TekcrypyBanHs Ta Kojbopu. Ilicimsa mamtoBaHHS JIHIMHMX MaTIOHKIB
CIIJT IEPEXOJIUTH J0 IXHBOTO TEKCTYpPYBaHHS Ta 3aCTOCYBaHHS KOJIbOpiB. Bax-
JMBO BUOpATH MANITPy KOJIBOPIB, sIKA BIAMOBINae aTMOochepl TPy Ta MiAKPECITIOE
XapakTepu nepcoHaxiB. JlomaBaHHs TiHEH Ta CBITJIOBHX BIATIHKIB JOTIOMOXKE
CTBOPHUTH ITUOUHY Ta 00'€MHICTb.

11. TecryBanns Tta irepauii. Ilicas 3aBepuieHHS MalIOHKIB NEPCOHAXIB
BXJIMBO TIPOBECTH IXHE TECTYBAaHHS B KOHTEKCTI rpu. lle momomoske BUSBHTH
MOJIMBI HEJIOJIKM Ta BHECTH HEOOX1HI KOPEKTHUBH. TakoK MOXKe 3HAI00UTHUCS
ITepaTUBHUI MpOIIEC, MiJ Yac sIKOT0 BU MOXETE BHOCUTH 3MIHU Ta MOJIMIICHHS
JI0 TIEPCOHAXKIB.

PoGota Hag nepconaxkamu y ctuii Darkest Dungeon BuMarae Bia Xyao0K-
HUKA TOE€HAHHS TEXHIYHUX HABUYOK MAJIOBAHHS 3 TBOPYICTIO Ta YBaXHICTIO
1o aeranei. BaxxinBo cTBOprOBaTH NMEPCOHAXKIB, sIKI OYyTh 3aramM'ssTOBYBAaTHCS
T'PaBISIM Ta TJIMOOKO BIIMCYBATUCS B aTMOC(hEpy TPH.
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