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B paHHon pabote paccmartpuBaeTcs meTof end-to-end obydeHusi ansi reHepaumm aHuMaumn VR-nepcoHaxen no AaHHbIM C OATYMKOB.
KomburHmpys motion matching n HeipoceTn, nogxod ucrnonb3yeT codebook Arns KOMNaKTHOro NpeacTaBeHnst ABUKEHUIA U NpeackasaHus
UX nocriegoBaTtenbHocTeN. ATo obecneymBaeT NMaBHY aHUMaUMIO (Xxoapba, Npbixkn) 6e3 3aaepKek, NPEBOCX0As TPAAULMOHHbIE METOAbI
Mo OT3bIBYMBOCTY 1 peanuamy.

Cos3gaHve peanncTUYHOM aHMMauun anst kKnHo, urp u VR Tpebyet Gonblumx pecypcoB, HO N n
MalLMHHOe OOyyeHue ynpollalT 3Ty 3agady. Metogbl Ha ocHoBe motion capture yckopsitoT npouecc u
yny4LiaT KayecTBo ABwkeHnn. OgHako aHMMaums B VR ocTaeTcsl CNOXHOWM U3-3a HeobXoaMMOCTH BbICOKOM
TOYHOCTU M OT3bIBYMBOCTM B peanbHOM BpeMeHW. B aToi paboTe uccnegyTca MeToabl MaLIMHHOIO
00y4eHunsl, NO3BOMAOLME TEeHepPUpOBaTb MMABHYID W adanTMBHYIO aHMMauuio OaXe NpU OrpaHUYEeHHbIX
BXOZHbIX OAHHbIX.

CospgaHve BUpTyarnbHbIX aBaTapoB, TOYHO OTPAXaoLLMX OBWKEHNS NONb3oBaTeNen, KPUTUYECKN BaXKHO
ana ummepcusHoro onbita B AR/VR. B otnuumne ot TpaguumnoHHbix Bugeourp, AR/VR TpebyeT TOYHOro
BOCMpOu3BeAeHNS ABMKEHNI HA OCHOBE Pa3peXeHHbIX AaHHbIX, TAKUX KaK TPEKMHI rofoBbl U KOHTPOMMEPOB.
OpHako 3TU AaHHble cogepXaT mano MHAOpMauMn O HWXKHEW YacTu Terna, YTO co3gaeT CMNOXHOCTU ANnd
peanucTmyHon aHumaumn. CyliecTBytolme MeToapl, Takme kak motion matching [1] unu HempoHHbIEe ceTn, He
CMpaBnalOTCSA C 3TOW 3agadvel us-3a orpaHnyeHuin B 0OpaboTke NMPOU3BONbHbLIX ABWXEHUN W OTCYTCTBUS
MHpopmauum o dyayLmnx AencTBUsX.

OpHako cylecTByeT HOBbIN MOAXOA K CO3OaHWMI0 KOHTPOSSepa, KOTOpbIA coYeTaeT KadecTBo motion
matching n rmMbkocTb HEMPOHHBIX ceTen. KoHTponnep — aTo anropuTm nnvM mogenbs, koTopas npeobpasyet
BXOZHbIE JaHHbIE (HANpMMep, CUrHanbl OT 4aTYMKOB MW YNpaBnsaioLLMe KOMaHAbl) B ABMXKEHWS BUPTYarbHOIo
nepcoHaxa. OH ncnonb3yeT aBTO3HKOAEP [2] ANsA CxaTua AaHHbIX ABWKEHMI B KOMNAKTHOE NpeAcTaBreHne
n obyyaetca end-to-end, npeackasbiBas pacnpegeneHve BeposaTHOCTEN Ana Oyaywux ABMXEHUA. ITO
nossonsieT adeKTMBHO CUHTE3NPOBATL pa3HOOOpasHble OBWKEHUS, TakMe Kak xoabba, NpbiKKW, TaHubl U
CMOPT, Ha OCHOBE KaK TPEeKWHra, Tak W TPaAWMLMOHHBLIX KOHTPOMIEPOB, COXPAHAS KOHTEKCT OBUKEHWN
nonb3oBaTtens.

[na pabotbl ¢ 6onbinmm Habopamm gaHHbIX motion capture pa3paboTaHbl MOAENU, KOTOPbIE U3yYaloT
CTPYKTYpY ABvxeHui. Motion graphs — 3To CTpyKTypa AaHHbIX, KOTopas nNpeAcTaBnseT ABUXKEeHUS KaK y3rbl,
COefMHEHHbIe nepexogamMmn mMexay noxoxumu nosamu [3]. 3To no3BonseT co3gaBaTh NaBHbIE aHUMAaLMK,
nepekmnyascbh Mexay pasHbiMn aAswkeHuamu. OgHako Takne Mogenu TpebyroT 3HauYMTEeNbHBIX PECYPCOB.

"eHepaTuBHble mogenu (GPLVM, Gaussian Processes, VAE, ouddy3noHHbIe) co3galoT aHumauum
yepe3 BbIOOPKY U3 wWyma, obecneynBasa pasHoobpasve Uu peanucTUdHble U3MYEcKMe peakumm Ha
BO3gencTBus. [laHHble Mogeny NpUMeEHSIOTCA B U3NYECKM PeanTMCTUYHBIX KOHTPOepax, rae nonb3oBarterb
MOXeT BO3ENCTBOBATb Ha NEPCOHAaXa, BbI3blBasi peanMcTUYHbIE PeaKLun.

HecmoTpss Ha cnocoBHOCTb reHepaTuBHbLIX MOAEernen co3gaBaTb HOBble ABWXEHUS, B WHAYCTPUM
COXPaHATCA onaceHms No NOBOAY CrNaXxunsBaHusa apTedaKkToB Npy CMELLIMBaHUKU ABWXKEHWI. [ina coxpaHeHus
YETKOCTM OBWKEHUN NCNONb3YTCs MeToabl, Takme kak VQVAE, koTopble 06y4atoT QUCKPETHOE NnaTeHTHoe
NPOCTPAHCTBO. TN MeToAbl MPUMEHSAITCA N9 CUHTe3a MUMUKX, OBVXEHUA Tena v reHepaunm ABUXEHUA Ha
OCHOBE TEKCTa Unu peyw.

Ansi ynpaBneHnsi nepcoHaXxamy Ha OCHOBE MOJENEN OBWKEHWUA NMPUMEHSIOTCS MeToAbl, Takue Kak
model predictive control u reinforcement learning (RL). OgHako AByxaTanHoe oOyyeHue, Npu KOTOPOM
CHayana u3y4yaeTcs MOAEeNb ABWKEHUNW, a 3aTeM YnpaBrieHWe, MOXET MPUBECTM K HEOMNTMMAallbHbIM
pesynbTataM, TakuMm Kak MeANEHHbIA OTKMWK UMM HeecTeCTBEHHblEe nepexodbl. ANbTepHaTUBON ABMSOTCA
MeToabl ¢ 0by4yeHneM ¢ yuutenem, Takme kak motion matching n PFNN, koTopble npolie B 06y4eHnn n moryT
paboTtaTtb end-to-end.

Reinforcement Learning (RL, oOy4yeHune ¢ nogkpenneHnem) — aTo MeTon, MpuM KOTOPOM mporpaMmma
(areHT) yuuTcs ynpaBnATb NepcoHaxem MeTogoM npo6 u owwnbok [4]. OHa nonyyaet "Harpagbl" 3a
npaBurbHble AEWCTBUA (Hanpumep, nmnaBHylo xoapby) m wrpadbl 3a ownbkn (nageHwe). Co BpemeHeM
anropuTM HaxoAWT ONTUManbHYyl CTpaTernto, Ho obydyeHue MoXeT ObiTb CMOXHbIM K TpeboBaTb MHOrO
BbIYMCNEHUN.

OO0yueHue ¢ yumtenem (motion matching, PFNN) — 310 Gonee npoctbie MeToapl, rae Mogerb y4uTcs
Ha roTOBbIX MpUMepax ABWXKEHWI (HanpMMep, 3anucu peanbHoOn aHMMauun).
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Ha pucyHke 1 nsobpaxeHa apxuTekTypa cucteMbl nog Hasanuem "Codebook Matching", koTopas
npegHasHayeHa ans odyyeHus mHoroobpasust asmxeHui (motion manifold) n BeIGopkn U3 Hero B pexxume end-
to-end. Cuctema obGecneunmBaeT CXOACTBO Mexdy [ABYMsS KaTeropuanbHbIMWM — pacnpegeneHvsmm
BEpPOATHOCTEW, 3aMeHAs OAHO JApYyrMM, W CcO34aeT faTeHTHOe MpOCTPaHCTBO, WHMOPMUPOBAHHOE
yNpaBnstoWMMU CUTHaNamum.
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PucyHok 1 — Apxutektypa cuctemsl “Codebook Matching”.
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OCHOBHbIMK 3rieMeHTamMu apxuTekTypbl sBnsitotcs Input Encoder, Output Encoder, Codebook,
Category.

Input Encoder kogupyeT Tekywme ynpasnswowme curHansl (Hanpumep, AaHHble C AAaTYMKOB) U
BbINOMHSAET LeneHanpasneHHyto Bblbopky (Targeted Sampling) ns koabyka (Codebook).

Output Encoder kogmpyeTt 6yaylwiyto nocnegosatenbHocTb ABwxkeHun (Future Motion Sequence) u
TakKe BbINOMHAET LieneHanpaBneHHyo BeIbopky n3 kogbyka.

Codebook xpaHuUT kaTeropuv ABMXEHUIN, KOTOPbIE UCMONB3YIOTCA AN CONOCTaBEHNS U BbIGOPKM.

Category — aT0 KaTeropus ABUXEHWI, KOTOpasi UCMOMb3YTCS ANS OpraHn3aLmn AaHHbIX B TaTEHTHOM
NpOCTPaHCTBE.

3apgada Bo Bpewms BbiBoga (Task during inference) 3akntovaeTrca B TOM, YTOObl HA OCHOBE TEKYLLMX
yNpaBnsoLWmMX CUrHanoB npeackasartb Oyayllyto MOCnefoBaTeNbHOCTb OBWKEHWUN, MCNonb3ys obyyeHHoe
naTeHTHoOe MpOCTPaHCTBO. JTO no3BonsieT cucteme 3QEKTMBHO reHepuMpoBaTb pPeanMCTUYHbIE U
OT3bIBYMBbIE OBWKEHUS ANs1 MIHTEPAKTUBHBIX MPUITOXEHUN, TakMxX kak VR nnu Bugeourpoi.

Koobyk (Codebook) — cCTpykTypa [OaHHbIX Ons XpaHEHUS OMCKPETHbIX 3NIEMEHTOB (KaTeropum,
KnactepoB) B cxxaTom Buae. Kaxabln aneMeHT CooTBETCTBYET OnpeAenéHHOMY naTTepHy (Hanpumep, nose B
aHumaumm). Npn 0By4eHnmn cuctema ConocTaBnseT BXOAHbIE AaHHble C Bnvkanwmnmm anemeHTamm kogdyka,
obecneunBas apeKkTMBHOE KOANPOBAHKE.

End-to-end obydyeHne — nogxod, npu KOTOpoMm Mogenb obydvaeTcs peliaTb 3agady Lenukom, 6es
pasgenennst Ha atanbl. ATO NO3BONAET ONTUMU3NPOBATL CUCTEMY Kak €4MHOE Liernoe, ynpolas obyvyeHue u
ynydqwasa pesynetat. B aHumaumm end-to-end nogxon ogHoOBpeMeHHO obpabaTbiBaeT ABWXKEHMA U
yrnpaBnsioLimMe curHansl, NoBbIWasi TOYHOCTb U OT3bIBUMBOCTb.

Meton Codebook Matching npesocxoant TpaguuuoHHble noaxoAbl (motion matching, HEMpPOHHbIE
ceTu, motion graphs 1 RL) 3a c4yeT coveTaHus rMOKOCTN reHepaTUBHbBIX MOAENEN N TOYHOCTU OANCKPETHOMO
naTteHTHoro npoctpaHcTea. B otnnyne oT motion matching, KOTopbIA OrpaHU4eH XecTKMMU rnepexodamm
Mexay aHumaumamu, n RL, Tpebytowero cnoxHoro o6yydeHus, Codebook Matching obecneunBaeT nnaeHyto
W afanTUBHYIO aHUMAaLMIO JaXe NpU paspeXeHHbIX BXOAHbIX AAHHbLIX (Hanpumep, TONbKO TPEKMHT ronoBbl U
pyk B VR). Ncnonb3oBaHue kogbyka no3sonseTr apdeKkTMBHO KOAMPOBaTb pa3HOOOpasHble OBWXEHUS ©
ObICTpO BbIGMpaTh NOAXOAsWME NaTTepHbl, n3beras aptTedakToB CrnaxuBaHus, xapaktepHbix ans VAE u
anddysmoHHbix mogenen. Kpome Ttoro, end-to-end oOyyeHue ynpowaeT WHTErpauuio ynpasBnsitoLmnx
curHanos, genas cuctemy 6onee OT3bIBUMBOM B pearibHOM BPEMEHU, YTO KPUTUYHO AN ummepcusHoro VR.
B uTore, aTOT Noaxo4 coxpaHsieT peanuam ABUWXKEHUN, CHKaET BblMUCIUTENbHbIE 3aTpaThl U NOAXOAUT AN
WHTEPaKTUBHbIX NPUINOXEHUN, rAe BaXXHbl N TOYHOCTb, U MPOU3BOAUTENBHOCTb.

Takum obpasom, B pamMkax OaHHOrO WCCNefoBaHUsl NMPOBEAEH CPaBHUTENbHbLIA aHanM3 MeTonoB
reHepauuy aHumMaLmMn uU gokasaHbl npeumyllectsa noaxoga Codebook Matching nepen anbtepHaTUBHbIMU
peLUeHnAMM.
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