Character Creator E£35f: MAIIZBEN A EEIE
=

BS: A 4i%F Character Creator?

EHRFAREHERRE T, ABRNE. KX, IIBMNRHA. TREMRIEEALE. @
. fwEEh, EEEEECEE BFEESN. sREITELTEAE. Character Creator
(f8#R CC) 1EA—HET UM 3D ABCIETE, REHEVNNRERT. BRANEEXY
. FENREEURBYEHAM, RATTIYRNEZERMNILERE.,

ARBFREEANEEMACIESRELERN CC EREE — MNRERESFRARE, 3
HutmefsE, @nitfh. MRER BEHANNSERESERMFNE BTE—DLHFE
RIERE, NEXAKISETAE, FHHRRE EFHITEHIRRREM 3D . TRIR
ETEMOT T, EERERIRNAROEE, WMEERBPRIMFNINRSRE.

F—E9: EMAIT —— #1iR Character Creator

11 RN BE RS

1.1.1 Character Creator %/ M3

Character Creator 22 Reallusion A5#H (9 3D A4 T E, Mt BERE="TE:
© BREE: £HFELA 3D EiEEM, BESERT. RIRERRTIRELEREMAE,
- BEBEENX. WBREN. KRELLFIEREEAT. ELRM, HURBALEE,

- #FAMIR: FIF5 Maya. 3ds Max. Blender. Unity. Unreal Engine & 7 T8 Xf
1Z, SHEMiER (FBX, OBJ. USD %) | #E2AEEEHEE K

112 RFEERELE IR

- BREZLEXR (Windows) : Windows 10/11 64 fi7, Intel Core i5 3 AMD Ryzen 5 438
78, 8GB 7%, NVIDIA GeForce GTX 1050 = AMD Radeon RX 560 &, 20GB ©TJ
W =E.

- RIEREFEEKR (Mac) : macOS 10.15 %X L, Apple Silicon M1 = Intel Core i5 4b318
#8, 8GB 7%, AMD Radeon Pro 5300M =f NVIDIA GeForce GTX 1650 £, 20GB TJ
FRRE &=,

© REPE:



a. 35/8) Reallusion EW (https://www.reallusion.com/) , ;EMkSFF ML Character
Creator WRZARA (EWGEFHRHIIR CC4, Vst ELE) |

b. THZRESE, BTRERRBIRREFERZEREZ,
B, BRI GHERKSEE, BIoHFia#ER.

o
W

1.2 REHESERUIER

BAB CCE, SHARMLNLERE, FELATROXE, BERBLEXEHINE, A
[REREEE R,

1.2.1 TRERSE A=

BEXMH. RFE. IE. B BER. B0, FPFORE, REREMBTEES. B
BRIEEHE:

o Xf HFEmME. fTAWME. SHAe (FBX/OBJUSD FEX) |
B RECBREMAE. FMELR. Riff. BEF,

© U FEAELLE. BRSE. MRBHRE

BH ERABEAFIM, REDPFR. AXHRF.

1.2.2 £ R RFE

NEBETNEERE STAHABER. Rif. EX. FiE. EREFX, BRERFCEABHZD
TE:

© meEsR BEBMN. . LEFAEFENEMER, TEEENEIERER
© RIPE REHER. K. NOK. FORSSMAENRG, F—RBEM
© ERE BRXR. BE. I5FEHR TATHE. KE. BE

© KRIEE MRESMEMEE (WX, T BWRF) | FERESEE.

Iml}

1.2.3 fERERX

AEMRES®REROXE, ZXFZAEEE (B, F. £. A. . ERE) , TBERRE
HiEdt . SBE:

© AR EENE,

- ARl FRUE

© R FEILE,

© VAL LATREVGRAEER. B/ REBMIELE. LA55HF,


https://www.reallusion.com/
https://www.reallusion.com/
https://www.reallusion.com/
https://www.reallusion.com/

1.2.4 FMSEATX
BALBEREBHNRORE, ShERSH. BFSHR. HRSHERET:
MBS EVACSS. KB, LS. BE. BESBELE,

C EESE BURE REA). BTBE. WEEE) . NASE. MRS
MRS BEER. R, TRORE. R, BHEE

4

o

1.2.5 RERRS B B S a1 E X

RATHtEmesE (mkEhE. siffshE) | FFXRNEE SEREILAE Sk
HelfES =,

1.3 HFAMN: 5 HRIRE—TAE
EBE AN RENTHER, DTREEHEMAS, BE CC HERN:
1. BEICC, SETEREL [XfF] — [#Hg]  URZARA,

2. EMFREVIRE [AEeEk] | EF -1 EMER (0 WMESN)  WEERENE
X;

3. AMSERTDX URE [&Eihs%] , BESS (0 180cm) | B3 (+10%) . EE (-
5%) , ILAEERFETNE;

4. EMFFEEVIRE [RiF]  £2F—FEREX (WTM+ M)  NEER RER
MERAERE;

5. UikE| [EXR] B, &F—FER, BAYAEHREGE, BE+15%;

6. M TERERAE B — [REREFR] , REDHFHEA 1920x1080, EFTMEFRTFE
Ao

Eit, RE—1 CC ABHMEIETMT! BETXR, BRIMNERANZINFTEEXAT, fTEE
BEMMRAE.

BB BobirE

TETEIT ARG
21 EutABEN: ARS5HERE
ERMIRURENATS, BBERAS, BMARAEEOBELBEAT.

2.1.2 FRNEE: BEMSRER
EMSEHATR (£S48 FENEOLSMENGEESER, ROBITNT:



© KBtk EAENLBLEA 78K, FEAEYIFEAN 10K, JLEAS56KE,

- NASER: 89 [NRE] $EEKAeNER (BEkt. EZxIRAE) . BT [k
gl ZETERBGE (BEUE. KRKIRAE) |

- EELS: BRESBRMLLAIREAESHRIRIL (BHB%R > B, XHBR~EX) &
KEHE L AeE it sl.

BRI BR—AMARBESN S8, BUENMUBFSENENEARMR, HRELN
HEA.
212 AEEH: BMYABRHA

HEMZEETX [HHSH] - [HE] FENUTEACEEREE, SEAEERIE
TR, RERENT:

- HRES: FTEREE (FRHEERER =1 RRES
) . REIE FEEXEHE)

- BYF AREREE. B A/ BE
Ebf1;

- BE: ATEEEE. BAINE (EBEME TEE™R) . B (HFERES
&)

- R FEFEEE. HesE. TH%INE (FREWEEE, BEREEM) .

HRIS: TSASZEER (MEXEE (B - [$F5E] ) , BEGAENEBEAS
AREX, SRIFELEMNEMILS, iLABEEETE.

i

tE) « IR RE (ARETZE, KIREM

\

B, FEABYUELSK SXABTEEBEAGL

cH

22 HRE83E: RAFCALR
HRSSIZRAERBNUANROXE, CCRHET EFENMRBEME, TH ALK,
ARG, ERNBIERFE.

2.2.1 IR BUAR

RFEERERENNNE BEACIATBNERE

- BHKE: AN (MRS - [REK] HRE0, 2FEike 048, BR. hEe
%) BE [=RE] ["8ME] %8,

o BOBRMYS: Ak [RERSGE] %W, UEBRRNEBENRRSEE (AR, B, B2
%) BT [g3ERE] | ILRBREAERE,

o WEE REOLEERINGEBE 15%-30% 8 (I BmE, HREFR) |, @i
[(EtEE] SE5BT.



2.2.2 RiESEX MM
- BRIHR: RRMR (8. B B $B. 445) RBZEREKA, Him
o ARERRI JORER (5%-10%)  EEMAMEET,
o LR ERES (30%50%) . RN [RABE] BH, KIUERE

o SEEI (NI, AiN) - SEEES (60%-80%) , RE [£EE] FH, LRt
ELELR

© ERME AT [Be] (HEHE. mikiERe) . [EEE] (10%-20%, 28
®) . TERE] (EREAITEE) B [R4%E] FHLERFEN.

23 ER5M: FEAGHET

EAMEGEEFARCIIENESETE, CCEHTRENEENE, TREENELLS
MECIHTEED,

231 EX%E: NRIREIBEX

- BEMER ZMFEE [£X] RENEFRELR, NHEMR, BEAMSEETK
E. 2E. e,

BEXES: fifi [EXRE] B, #EAERFEER, TBLIEBETRALHELREK
i, BEGKRBIAMKRESRER EaFTEMFRE (WRATL. BLR) |

- ML RIBE. B (BHAR) . BE (XUAR) , BYHe5EAHe T
N, iEEEREAE,

2.3.2 ERtmRimSiEE

BinEEET. B, %, . 8% BESBOT

1. EMEEE [BE] FETUEEMERE, NHERZAG,

2. EHEM, ANSEATXUEAERIGVNE. K. EEAE, HREACHES (WRE
FERBAE, TaEHEEEIE)

3. XEFAMESAEM, @Y [EREE] (MBPEHE:E (a0 - [EREE] ) HEE
MBI .

FB=8Bn: HMNA — sEHESERGHE
31 ABZhESE: iLAe “REX”



CC NEBRATINE, THRTHERER, TREABEFME, EEHER. SELIES

=2
Ro

3.1.1 HEEHAE
| ERAGURE AEWMELE [EX] - [BHHE] - [ABE] ;

2. RGE=ARMNACERUE, £REMERE HFexhdE TRIAEN [FHSE
HEBRBE. XTREMN

3. AEHEAR [BRER) R TEEBRNS, BREKSACHELIR (NFEEH
RNEFERE) .

3.1.2 FIEFMERE
- WigshE: EMFEE (@8] RERESTE. BF. BR. BUFRRESE, NEE
RERE, RG<BmEREH
BEXFE: BTERMBHEHETRRINRE, UtEREEFIHE
a. B EHZENE 0, REAERES,
b. Z=IE| 10 i, EHFEER, FEFEREAE, RINKEH
c. %EF 20 iy, WEFBEMTAK, RINKEH
d. B zE, EERRHBAXRBMAE, LaEERY.

3.2 BErinE: SHESIAFIS
CC X557 3D 8tk WHSIENE, UFREASHERSSATE:

3.21 SHENERE

« FBX#8=: EHTF Maya. 3ds Max. Blender, Unity. Unreal Engine &, ZiESH AE
WE MR, B, shE, ERERAIER,

© OBJ#ER: XEXEFHSHERBNHMR, FAEFHMNmE, EEXEHSEENGE (WiE
H. Bk)

- USD #&=: EHT#H—H 3D &t (Z0 Blender 3.0+, Maya 2022+) | 3FLAME,
=& B EIE.

3.22 8 E58ASE (IA Unity A4)
1. CCHhEHAE:
o TSR [Xf] - [SH] — [FBX] ;



o ESHRED, A [EER] (MRl [8%] [zE] , RESURE <& [#H
El
1. Unity FEANAE:
© FTFF Unity TiE, A% [Assets| — [SAHFHR] | EFESLH FBX X4
o ESANREF, A% [mE] (8% =f (KA
o BAtEAGR, RITE Unity RER (XFAMYERR. BEIESEH) .

3.3 BB S BHiEmE
© SBEMEEX SHNBRA% MR 2R EHER TEBRREFERSA
CC EMMMRM (B% % PNG HREa2AE) ;

© HEARY BEBRNHREHSHAEFLLE, SEXEMERAEIE BiES5-
10 BUAR IR — SRt

© AERAFR (RITSHEESR) | ERRINE, AERIGNIMCE, Sid [HiHiER
W] (EMSEHORHX) hakiRics SEMME, B2ES.

BB : KREH — TEFRARIEHE
4.1 £fl—: SXREBERARE (FREH)

BR: FTE—NHE 185cm, AlALKIANELRMKELHE, EE Unity
XX E,

SR

1. BB, %% [REEM] Bk, BEREMSEH 55 185cm, lAE +30%, B
B +15%, kBtb75%L5,;

2. A% Ak, SBR RIERE, REGH (BREA/N-5%, BRIE-3%) , BEER
S,

3. BBMR: INER, AIMNEHMEKSGE (GRE 20%) , JOFE 25%;

4. £k Bk FEE BE+20%, AIE2eES (KERE)

5. RITEER: EMSTER (EMFEE [BRIF] — (&4 £50)  RINERANKE
( [ER] %5 , ARERKNEESE,

6. B E: BaREEH. A [FEY] (BBl ks,



7. S R FBX AT, WERE. M. B, sE, SFHESA Unity, BEIHESHK
HIEIEEJE

42 RHIZ: FEXRELHEAE (ZEEMH)

BR: TE—LHEE 9 L5, TERNBHNTELXMAE, AT 2D%
3D FhE k.

SR

1. M E, @’ [pFEXM] Bk, BAEEMSH 55 170cm, L5t 93X5H, 5
g +5% (BREE) , B -10%, EE -15%;

2. AEAE: Eig, KRB (KW +20%) , &K (KIh+10%) , ERE (BX+
15%)  WREM LD

3. BERMBL B8, THELEE (GRE 5%) . JEEE 20%;
4. BR: KER, WMEHT (RIRRY, KELH) . BE+25%, HFNFXE;

5. RITESER: EMEWENERNG (ZMERE (BRG] — [F&@] £31) , HN#IERLE
Rin. FRE, BAERGHASAIMNER,

6. ®EHE: £ [FRIFE] PEF [WX] [RF] [F5] RS BINEHREE
EYIRsE;

7. S R OB (XF|EHESEEMTHEHRE) . FH/ESA Blender, FHinahmEx
gz VIS

FHED: RFERESREFES
5.1 LT IR

B RIEE. Reallusion R [ FIEF]
(https://www.reallusion.com/ContentStore/) , B&F&HMEHINRGE. L. BEE. =
EINgl

© E=FREFS: TurboSquid, CGTrader, IEHEKRKETH=E CC FAKIE,

« #X&JE: Reallusion X (https://forum.reallusion.com/) , BI{EEDEWN R FHFBEFE
=,

5.2 FEFEIBRE


https://www.reallusion.com/ContentStore/
https://forum.reallusion.com/

© B 3 CC SRMEEE (W PBR MEHIE) . EXINFE (GLERMENER
)

© HERA FIXBEMAERAGRE. MEHEER (446 Reallusion iClone ) ;

© BERMERENE F3 CC+Unity/Unreal Engine &LIIT, —IHFUAEIEEE,

o MRXATR: A CC OIEEHKX, NEEm. 3URKIT, REEHIMEEHFM.

£5iE: F Character Creator B¢k R =&

Character Creator T8 7 3D @ EIENFEAEL, FLZEEERBREITESRER
B, NEMERIEEEH, MESHERAFFAAE, CCRMHUTERENEIELE.

FEBIAEFBOFS, REBREEIE CC LI, FBENATBACHEIED —
— EREHXRIT L. SEHE. HERTT, EE2EKREATEE 4Bl CCHERSA
RIENABE., ELERERR BFNIARILREFIE BREAESIENIER L RER
R, BRNERRE!



	Character Creator 完全指南：从入门到精通的角色创建宝典
	前言：为什么选择 Character Creator？
	第一部分：基础入门 —— 初识 Character Creator
	1.1 软件介绍与安装
	1.1.1 Character Creator 核心优势
	1.1.2 系统要求与安装步骤

	1.2 界面布局与核心功能区
	1.2.1 顶部菜单栏
	1.2.2 左侧资源库
	1.2.3 中间视图区
	1.2.4 右侧参数调节区
	1.2.5 底部时间轴与动画区

	1.3 新手入门：5 分钟创建第一个角色

	第二部分：核心技能 —— 打造专属个性角色
	2.1 基础角色定制：体型与五官调整
	2.1.2 体型调整：塑造独特轮廓
	2.1.2 五官定制：赋予角色灵魂

	2.2 材质与纹理：提升角色真实感
	2.2.1 皮肤材质调整
	2.2.2 服饰与毛发材质

	2.3 毛发与配饰：丰富角色细节
	2.3.1 毛发编辑：从预设到自定义
	2.3.2 配饰添加与调整


	第三部分：进阶应用 —— 动画绑定与跨软件协作
	3.1 角色动画绑定：让角色 “活起来”
	3.1.1 自动骨骼绑定
	3.1.2 动画添加与编辑

	3.2 跨软件协作：导出与导入技巧
	3.2.1 导出格式选择
	3.2.2 导出与导入步骤（以 Unity 为例）

	3.3 常见问题与避坑指南

	第四部分：实战案例 —— 打造不同风格角色
	4.1 案例一：写实风格男性角色（游戏主角）
	需求：打造一位身高 185cm、肌肉发达的写实风格战士角色，适配 Unity 游戏引擎。
	步骤：

	4.2 案例二：卡通风格女性角色（动画主角）
	需求：打造一位头身比 9 头身、可爱风格的卡通女性角色，用于 2D 转 3D 动画制作。
	步骤：


	第五部分：资源推荐与后续学习
	5.1 优质资源库推荐
	5.2 后续学习路径

	结语：用 Character Creator 释放创作灵感


