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Y cydacHii TeWM-IHAYCTpii aHIMAaIls BiAIrpae KIIOYOBY pOJIb Y CTBOPEHHI
3aXOIUTUBOTO Ta PEaNTiCTUYHOTrO IrpOBOTO AOCBiAY. Bin mimaBHOCTI pyXiB MEPCOHAXIB
0 iX B3a€EMOJIi 3 OTOYEHHSM — ycCe 1€ BHU3HAYa€ pPIBEHb 3aHYPEHHS TpaBIsl y
BipTyanbHUM CBIT. TpamuIliiiHi MeToau — Takl sk kKirodoBa adHiMmamis (KA) abo
3aXOIUIeHHs pyXiB (motion capture, MC) — MaroTh 3Ha4uH1 oOMexeHHs1. KA Bumarae
Oarato yacy, a TakoXX ydacTi JocBimdeHuXx aHimatopiB. MC motpebye ckiaJHOTrO
oOJiafHaHHS 1 9acTO HE 37aTeH 3a0€3MeYnTH MOTPIOHY BapilaTUBHICTD MTOBEIIHKHU.

[Ipouenypuna animariisi (ITA) — 1me MeTo] CTBOpEHHsSI pyXy B KOMIT FOTEpPHI
rpadiili, Mpy IKOMY aHIMallisl TeHEPYETHCSI aBTOMATUYHO 3a JOTIOMOTOI0 aJITOPUTMIB 1
MIpaBuJI, SIKi B CBOIO YEPT'y OMHMCYIOTHCS MPOrpaMHUM KoJIoM. [TA mpomnoHye rHydKInTy
albTEPHATUBY: PyXU (OPMYIOTHCS B pealiIbHOMY Yaci BIJMOBIIHO J0 CUTYyaIlli, (pi3ukH,
cepenoBuia adbo mry4gHoro iHTenekTy (1), Tomy 1o pyx 00’ekra po3paxoByeEThCS B
peanbHOMY 4aci BIAMOBIAHO 0 3aJaHuX mapaMmerpiB. Came TOMy 3amporpaMoBaHa
aHIMaIlisl B redM/JIeB1 cTajla TEMOIO aKTUBHOTO JTOCIIPKEHHS, 1110 OXOTUTIOE SIK IHBEPCHY
KIHEMAaTHKY, TaK 1 (i3uyHE MOJEIIOBAHHS, MOBEAIHKOBY aHIMAIII0 1 BUKOPUCTAHHS
redeparupHoro I [1]. Opaum 13 posnoBciopkeHux wmetomiB  IIA €
«TPUTOHOMETPHUYHI MOJIEN1 PyXy», B SIKOMY aHIMaIlisi Moke OyTH 3a7aHa GopMyIamH.
[le mo3BOMSiE CTBOPUTH PUTMIYHHI, KIHETHYHO BIpOTIHMMA pyX (X0ja, MpHUCITaHHS,
KoJiBaHHs XBocTa) [2]. LlikaBuM € Meton «(]izudHo oOirpaHoi aHiMmarllii», B SKOMY
CUCTEMH aHIMallli IMOB'I3aHl 3 CHUMYJIAIIEI0 CHJI Ta TiI. PyXw CTBOpPIOIOTBCS 3a
JIOTIOMOTOI0 MacO-arperaTHUX CXeM, KOJi31i, JaMITHTY Ta 3B'S3KiB MK YacTHHAMU
Tia. Taka Mozens 3a0e3neuye BIAMOBIIHI peakiii Ha 30BHIINIHI BIUIMBU: MaJlIHHS,
o0iiimu, TopkanHs Tomo [3]. OcoOnuBYy yBary MNpUBEPTAE METOJN «IPOIEAYypHA
MOBEJIIHKA Ta HAPATUBY»: KIHETUKA Ta MOBEAIHKOBI IMIA0JOHU MOXYTh T€HEPYBATUCS
nporeaypHo. Ckpuntu Ta cuctemMu noBediHKM NPC mnoB's3ytoTh ix peakiii 3
KOHTEKCTOM IFPOBOTO CBITY 200 3 MCUXOJOTYHUMU MOJensMu [4].

[TopiBHsIHO 3 TpaauLiiiHuMU nigxogaMu [TA 103BoJisie: 3MEHIIMTH OOCAT PyUYHOI
npaili; MiABUIIMTH THYYKICTh MOBEIIHKH MEPCOHAXKIB 1 PEATICTUYHICTh B3a€EMOJIL 3
cepenoBuiieM; BukopuctoByBatu IIII. BpaxoByroum cTpiMKHii PO3BHUTOK ITPOBHX
JBIDKKIB, HEHPOMEpEXK Ta alrOPUTMIB KOHTPOJIIO, MOXKHA OUiKyBaTH, 1o [TA cTane
CTaHAapTOM IS OUIBIIIOCTI CYyYacCHHX 1TOp.
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