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Pa3zpaborka anumanuu 1 rpadpuyeckoro neu:kka Unreal engine 4

B name Bpemsi HOBbIE TEXHOJIOTMM KOMIIBIOTEPHOW TpaduKH chenand OONBIION IIar BIepe,
CO3AI0TCS BCE OOJIBINE MMPOTPAMMHBIX CHCTEM U CPEZ UL CO3IaHMS aHUMAaIlM{ B KOMITBIOTEPHBIX H
KOHCOJIBHBIX Wrpax. JlaHHBIE aHMMAIMM CO3AIOTCS JUIA TOIPOOHOTO BOCCO3MAHHS ABIKEHHS Teia
YeJIOBEKa B UTPOBOM MIPOCTPAHCTBE.

Llenpi0 JaHHOTO MPOEKTa ABJSECTCS CO3JMAaHMs aHUMAalUM M MEePeHOC B UrpoBoi ABIKOK Unreal
Engine. Pa3pabareiBaemble aHWManuyd HEOOXOAWMEBI I CO3JaHWE CBOETO WIPOBOTO IpoekTa. B
KaueCTBE MCIIOIb3YEMBIX MPOrpaMM JUTsSl CO3AaHus aHUMaIuH s ucronb3osai Blender 2.83 u Cascadeur.

B naHHBIX mporpamMMax peann3oBaHbl cpa3dy HECKOJIBKO HEOOXOMMUMBIX ISl CO3JaHUSI aHUMAIUU
TEXHOJIOTHU:

e [K u FK nepexnroueHus, ”HBEpCHas U NpsAMasi KHHEMATHKA,

e SKCHOPT (ailyioB B HEOOXOAUMBIH GopMar ¢ MogpoOHBIMI HACTPOHKAMU;

e wuHTepdeiic s paboThl ¢ KIII0OYaMU aHUMAIlWY;

e wuHTep(eiic 1 paboThl CO CKEJIETOM HCIOIB3YEMOW MOJIEITH.

Co3nanne rpaduyeckoil aHMMAaIlMd HAUYMHACTCS C 3arpy3Kd HCXOIHOTO OOBEKTa B MpOrpamMMe
penakTupoBanus (puc. 1).
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Puc. 1 — Mcxomublii 00BEKT

CHadana poUCXOAWT MPOBEpKa MOJEITN Ha HAJMYWE CKEJeTa, €CJIM €ro HET, TO HeOOXOUMO ero
co3nanue. B OOBEKTHI €CTh KOCTH, 3HAYUT, MOXHO IPUCTYNaTh K CO3AaHHI0 control point s
JIaJIbHEeNIIe MaHUTYISIMKA cKkeneToM. sl co3/1aHnsl MHBEPCHOM KMHEMATUKU MOJIENb JIOJKHA UMETh
CUMMETPHIO, 3TO HEOOXOMUMO IS 3epKaiupoBaHus. MHBepcHas KMHEMaTHKa HEOOX0uMa MOJIEIH B
OCHOBHOM II€PCOHAXKaM I CO3JaHUs (POTOPEATHCTUYHOW aHWUMAIMH, JJIS TOJHOTO IOTPYKEHHS
II0JIB30BATENS. B UTPOBOM MHUP.

Crenyrommii sran Control-rig — HeoOxomuM it pabOTBl Hall BECOM U CO3AaHUS (PU3UUECKOTO
MOBEICHUS MOJICITU. PUT COCTOUT U3 TBEPABIX TEJ, KAXK0€ U3 KOTOPBIX HMEET CBOM pa3mep U Bec (puc.2).
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Puc. 2 — Coznanue huznveckoro moBeaeHHs MOICIN

Teneps Bce HACTPOHKU 0OBEKTA TOTOBBI, MOXKHO MIPUCTYIHUTH K CO3AaHUIO CaMOW aHUMAIHU.
[IpoBeneHHbIE MaHMUMYISAIUM Hal OOBEKTOM TEMEph IOMOTAlOT CO3/1aBaTh KayeCTBEHHYIO U
(u3nUecKn pealuCTUUHYI0 aHuMaluio. [Ipumep co3nanus aHMMay npuBeneH Hke (puc.3).
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Puc. 3 — Coznanune puznyeckoro moBeieHUs MOACIH

Brinensiem ompezaeneHHsle control-point ¥ ABHraeM ero B IPOCTPAHCTBE, MpHIaBas OObEKTY
HYXHOE UCXOHOe NonokeHus1. [IpuaaB 00beKTy NCXOqHYI0 (hopMYy, PUKCHPYEM €ro Ha MaHeTH KITFoYeH.
[IpousBoauM JaHHBIE MAHUNYJISIWKA Ha MOCICAYIOIIUX Kaapax, (QUKCHpPYSd U co37aBas TOJBKO
kimoueBble. Co3maB 5-6 ximoveld aHMMaruu (o HeoOXOAUMOCTH MOXKHO CO3/1aTh Ooublie aiis Oojee
NOAPOOHOTO JIBMKEHUSI 00BEKTa) MPHMEHSEM HHBEPCHYIO KHHEMAaTHKy W BBIJIENMB BCE KITIOUEBBIE
KaJIpbl, aBTOMATHYECKHU C TIOMOIIBIO ITPOTPaMMBbI BOCCO3/1a€M HEIOCTAIONIHE KaIPhI.

TotoByto anmmanmio 3arpy:xaem B Unreal Engine 4.26.2. 3arem yka3piBaeM HEOOXOIOMMBIE
napameTpsl 3arpy3Kd. BeiOupaem ckeneT u HEOOXOOMMYIO OCh. AHHMMAlMs 3arpy’KeHa U KOPPEKTHO
orobpaxaercst Unreal Engine4 (puc. 4).
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Puc. 4— Pe3ynbrar co3maHHON aHUMHUPOBAHHOW MOJEIH

JlanHple aHMMaNMU OyQyT MCIOJB30BATHCS IS CO3/IAaHUS KOMITBIOTEPHON Wrpbl. Ha Texymuii
MOMEHT IPOHUCXOTUT ITPOPadOTKa OCHOBHBIX CHCTEM M KOMIIOHEHT ISl JaTbHEHTIIeH pa3paO0TKH UIPHI,
peaan3oBaHa aHUMAIlMs BEJCHHS OT'HS, YaCTHMYHO TOTOBO JBIJKEHHE IEPCOHAXKa, Hauara paboTa Haj
CUCTEMOH ypoHa W 370poBbs. [lajnee IuraHupyeTcs padoTa HaJl UTPOBOM KapTOW, ¢ HAIlOJIHEHUEM
oobexramu 1 NPC.

Jluteparypa

1. Cozamame pura Ui TyMaHOWIOB [DNeKTpoHHBIH  pecypc] Pexum  gocryna:
https://cascadeur.com/ru/learn/rigging/creating_a_humanoid_rig_step_by_step# mirroring

2. Kommpsrorepans aHUMAaIs [DneKTpOHHBII pecypc] Pexum JIOCTyTIA:
https://ru.wikipedia.org/wiki/KommbsroTepHas_annmarus#KoHCTpYKTOpBl aHUMAanni

3. UuBepcras xunematmka (MK) LoRa. [Dnextponnsnii pecypc] Pexum pgocryma:
https://programishka.ru/docs_manual/doc/blender/rigging/posing/inverse_kinematics.html

4. TpommHa I'.B. TpexmepHoe MoeTMpoBaHne 1 aHUMAIS : yueOHoe mocobue / Tpommna [7.B..
— HoBocubupck : HoBocuOupckuii rocyiapcTBeHHBIH TexHHYeckuid yHuepcuret, 2010. — 99 c.
ANEKTPOHHBIN // OnekTpoHHO-OMOMMoreuHas cucrema IPR  BOOKS : [caiit]. — URL:
https://www.iprbookshop.ru/45048.html
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