A. B. Koznos
CO3JAHUNE AHUMAIINN JINITA

Paccmampusaemces cozdanue aHUMAYUY AUYA OAA PASHBLT CHED C NOMOWLDHIO PASHBIT METHOA02UY, U daabHetiuee Pa3eu-

mue u UYHHoO8aAUUU cozdanusa AHUMAYUU.
BBEJAEHUE

JlureBas aHMMaIMs OObEINHAET KOMIIBIOTEPHYIO
rpaduky, OMOMEXaHUKY, I[ICUXOJIOTUI0 BOCIPUSITHS U
WU, 3BosronmoHnpoBaB OT IIPpOoCTOro MopUHTa J10 Heii-
poceTeil, BOCIPOU3BOAAIINX TOHYANIIINE MUMHUYECKHUE
utoancel. [Tpumenenne: Kuno (CG-nepconaxku) Urpst
(The Last of Us, Cyberpunk 2077) VR /merascenennbie
Mynbrdumismbr n peknama (Pixar, Disney) Texuoso-
UM JIAIEBOH aHUMAIMH BOCTpeOOBaHbBI OJIaromgaps 3a-
[IPOCY Ha pPeajin3M B IU@POBLIX Me/IHa.

I. OCHOBHBIE METOJbLI CO3TAHUSI JTUIIEBOI

AHUMAIINN

1.2. Motion Capture (MoCap) IIpunnun pa-
6orbl: MapkepHblii /6e3MapKepHBIl TPEKUHI MUMUKH.
Bamuch aemkennit kamepamu (4-120 mr.). Ilepenoc
nanubix Ha 3D-mozenb. Texuosorum: MapkepHble:
Vicon, OptiTrack (Bbicokasg TouHOCTB). Be3mapkep-
upte: Faceware, TrueDepth (ymo6erso). Ilpumenenue:
"Aparap "Ilnanera o6e3bsa Hellblade, LA Noire 1.3.
KoueBas annmanusa Pyvunas paccTaHOBKa KJIIOUEBBIX
kaipoB. Mcnosb3yer blendshapes m kocrHble cucre-
mbl. [Ipumenenue: mynbrdunbmbr Pixar /DreamWorks,
Overwatch, Fortnite. 1.4. IIponenypuas anumarus ABs-
rorenepanusg mMuMuku 1o: Togocy (JALI, Papagayo).
Omorusam (Unreal Engine, Maya). IIpumepsr: NVIDIA
Audio2Face, DeepMotion 1.5. UN-anumarust Heiipo-
CeTeBOil aHAJIM3 U BOCCO3JAHNE MUMHKH. 1e€XHOJIOIMH:
Deepfake, MetaHuman (Unreal Engine 5)

II. 3TANBI CO3MAHUSA JIMIIEBONM AHUMAIIUU
2.1. ITonroroska momenu Momemuposanne: OnTu-
MU3UPOBaHHAs TONOJOrus (0coBeHHO Ia3a, por). Pa-
boTa ¢ mosmMroHAJLHON cerkoit. Purrmnar: Hactpoiika
FACS g mumuku. Co3nanne BU3EMOB M CKMHHUHTA.
2.2. IIpousBoacTBO aHUMAIIN 3aXBaT JaHHLIX: Kaauo-
POBKa, akTepa. 3aluch U 00pabOTKA CHIPHIX JAHHBIX.
Oumncrka u peraprerunr: Yaasenue apredaxros. Kop-
peKIus TpekuHra. AnnMarus: BazoBbie SMOIUN U CHH-
xpouuszaius ry6. lerasmzanus (MUKPOIBUXKEHUS, [TU-
HamuKa). 2.3. @uHasbHast o6paborka OnTuMU3AIMS:
Hacrpoiika mist real-time. Ilogroroska LOD-yposneii.
Pennepunr: Kuno: Arnold, RenderMan. Urpsr: Unreal
Engine, Unity.

III. VHCTPYMEHTHI U CO®T
NucTpymenTsr i JmuneBo#t  anuMmanuu  3D-
momenupoBanne: Blender - GecriaTHBI WHCTPYMEHT
JI7IsT  CO3/TaHUsT TOIOJOTUM W CKYJABITHHTA MUMUKHI
(momnepkka blend shapes). Maya - npodeccronasb-
HOEe MOJIeJIMPOBAHUE C AKIEHTOM HA aHUMAIIMOHHYIO
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tonosioruio. ZBrush - syummit mncrpyment s Jie-
TaJabHOM aHaTOMUYIecKoil mpopadorku. Purrunr: Maya
- mpogBunayTas HacTpoilka FACS u CKeJeTHBIX CuH-
creMm. Mixamo - aBTOMaTHYeCKHU!l PUITHHI C T'OTOBBI-
mu pemrenusimu. Motion Capture: Faceware - 6e3map-
KEpHBII 3axXBaT JJIsi WHIA-TIPOEKTOB. Vicon - mpodec-
CHOHAJIbHBIII MapKepHblii 3axBar (rounocrb 0.1 mm).
iClone - mocrymHblil 3axBaT 4epe3 Beb-Kamepy. AHu-
Mmamus: Character Animator - live-amumanusa ¢ Be6-
kamepbl. Cascadeur - ¢pusndecku KOppEeKTHasI aHUMa-
nust ¢ . UN-pemenns: Omniverse - reHepariysi aHU-
Marmu 1o ayamo. DeepMotion - meitpocereBoit anayms
Buzeo. Jpmxku: Unreal 5 - MetaHuman miist orope-
amm3ma. Unity - onTumasten fiyiga MoouipHbIX 1 VR .

IV. OCHOBHBIE ITPUHIIUIILI PEAJIUCTUYHON
JIMLIIEBOVI AHUMAILIUU

[IpeyBesnnaenue - ycuienne SMONIMA JJIst JIy9II€it
guraemoctu (Harpumep, 6osiee mupoKas yibioka) Taii-
MUHT - KOHTPOJIb CKOPOCTH: OBICTPBIE JIBUMKEHUS JJIs
VIUBJIEHUSI, MeljieHHble - it rpyctu CriakupaHue -
ILUTABHBIE TIEPEXObI MEXKJLY BBIPAYKEHUSMU DTU MPUH-
[AIIBI CO3/IAIOT OAJIAHC MEXK/y BBIPA3UTEIBHOCTHIO U
peain3MOM.

V. PUrruHr B JUIEBOU AHUMAIIAU: TTPUHIATILL
1 METO/IbI

Cytp purrunra: Co3maHue ympaBJIsoNieil cucre-
MBI JIJIs AHUMAIUA MUMUKH, BBICTYIIAIONIEH BUPTYaIb-
HBIM aHAJIOTOM MBIIIEYHON cucTeMbl. KiIioueBble KOM-
noreHThl: CKejleTHasI cucreMa: BupryaJjibHble KOCTH C
AHATOMUYECKO nepapxueit. KoHTpoJLIephl /11t OCHOB-
HBIX 30H Jinra. CucreMa OrpaHMYIeHnil U 3aBUCUMOCTEI.
Blend Shapes: 50-300 mpe/1yCTaHOBJIEHHBIX BBIpAYKE-
nnit. KomOunarunm mis ciaoxkubix amonuit. Iporece co-
3/aHus: AHaIU3 aHATOMUYM M MUMUKHU. Pa3paboTka cu-
creMbl yrpasjeHusi: MHOroypoBHEBbIE KOHTPOJLIEDHI.
ITapamerpuueckoe ympasierue. MexaHU3MbI CHMMET-
puu. TecTupoBanue u ONTUMUA3AINS. XAPAKTEPUCTHKIH:
200-500 ympasasronux s7emenToB. CpoK HACTPOWKM:
2-8 negenn. Cospemennbie pemennst (MetaHuman) co-
JeTaroT CKeJleTHy aHuManuio u blend shapes. Kpu-
Tepun KadecTBa: EcrecrBenubie medopmarmu. NaTyn-
THBHOE yrpasjenue. [ 'ubkocTs HacTpoiiku. OuruMu3n-
pOBaHHAS IPOU3BOIUTEIHHOCTD.

VI. TIEPCINEKTUBHBIE HAYUYHBIE MHHOBAIIUU B

CO3IAHUU JUIEBON AHUMAIIN

1. Heitpounrepdeiicet (BCI): Ilpsamoit 3axsar
HepBHbIX uMiysibcoB (Neuralink, Kernel). Anasus smo-
muii gepez DII'/INIRS. Tounocrs mo 952. Tosorpa-
duuecknit 3axpar: Jlazepuast uarepdepomerpust (0.01
MM TOYHOCTH). KBanrtosbie cercopnr (1000 fps). 360°



ckaHupoBanne 0e3 mapkepoB. 3. I'emeparmsubrit NI:
MysbTUMOAIbHBIE CUCTEMBI (Y104 TEeKCT+IMOIMN ).
MrHoBeHHOE cO3JlaHhe aBaTapoB 110 (HOTOo. ABTOKOP-
peknust apredakTos. 4. KBanToBble TexHogoruu: Mo-
JIEKYJISIDHOE MOJIe/INpOBaHue KoxXKu. Peasi-taiim peH/ie-
puHT CI0XKHBIX 3 dekToB. OnrnMu3anust Jjisi BBICOKO-
MMOJTUTOHAJIBHBIX Mogiesieil. 5. Buonmdeckne marepdeii-
col: TakTUIbHBIE KOHTPOJLIEPHI ¢ OOpPATHOI CBA3BIO.
Tlonorpadudeckue paboune cranmuu. Kosnadboparnus B
CMeIIaHHO peasibHOCTH. [IpemmyiecTBa: YCKOpeHue
npou3BojicTBa Ha 60-80BbI130BBI: DTHUECKHE BOIPOCHI
1 POBBIX JTBONHUKOB. JHEProddHEKTUBHOCTD pelrre-
uuit. Crangaprusanyst 1 00y YeHue.

VII. BbIBOJBI

JlureBasi aHUMAIIWS [IPOIILIA 3HAYUTEIBHBIN Iy Th
pa3BUTHS — OT IPUMUTHUBHBIX MOP(UHIOBBIX IIPe0d-
pa30BaHUil 10 CJIOYKHBIX HEHPOCETEBBIX CHUCTEM, CIIO-
CODHBIX BOCHPOU3BOIUTH TOHUAMIINE HIOAHCHI €JIOBE-
qeckoii MmumuKu. B mannHoit pabore OBLIN paccMoTpe-
HBI KJIIOUYEBble METOJIbI CO3aHUs JINIIEBON aHUMAIIWH,
BrJiouast Motion Capture, KJII049eByI0 aHUMAITUIO, TTPO-
16Ty PHBbIE TEXHOJIOI'MH U MAIIMHHOE 00y YEeHIE, & TAKIKe
9TAIbl MPOU3BOACTBA, WHCTPYMEHTAPUN W ITPUHITUIIBI
noctikenus peajuama. COBpeMEHHbBIE TEXHOIOIUH, Ta-
Kre KaK METaBCeJIEHHbIE, HeHPOaIallTUBHBIE CHCTEMBI
u reHeparuBHblil VIV, OTKpBIBAIOT HOBBIE T'OPU30HTHI
st uagycrpun. OHAKO HAPSIYy C TEXHUYECKUM IIPO-
IPECCOM BO3HUKAIOT ITUYECKUE BBI3OBHI, CBSI3aHHBIE C
HCITO/TF30BaHIEM (D POBBIX JBONHUKOB, 3AIIUTOI I1€p-
COHAJIBHBIX JAHHBIX U ITpeooieHneM 3pdekTa «3710Be-

mieit qosimHbly. [lepcrnekTuBbI pa3BUTHS JIUIEBOM aHU-
MAIIU¥ CBSI3aHbBI C HEHPOKOMITLIOTEPHBIMU HHTEp(deiica-
MM, KBAHTOBBIMU BBIYUCIEHUSIMHU U TOJIOrPADUIECKIM
3aXBaTOM JIBUXKEHUS, KOTOPBIE TTO3BOJISAT JOOUTHCS Oec-
IIPEIEICHTHOIO YPOBHS PeEaIn3Ma U yCKOPAT IIPOIecC
[IPOM3BOJICTBA. BHepeHne WHHOBaIMii moTpebyer Ire-
pPeCcMOTpa CTaHIAPTOB KadecTBa, Pa3pabOTKU HOBBIX
MIPOTOKOJIOB 0€30MMACHOCTH U OOyYEHUs CIEIHAINCTOB
paborte ¢ iepeoBbIMU HHCTPpYMeHTaMu. B 3akiouenne
MOXKHO KOHCTaTHUPOBATh, YTO JIIEBAs aHUMAIUS IIPO-
JO/I2KaeT CTPEMUTEIbHO Pa3BUBATBhCH, CTUpas T'DaHU-
Bl MEXKJIY PEAJIbHBIM U BUPTYAJIbHBIM. BymyIinee 3Toit
00JIACTH JIE2KUT B CUHEPIUU TEXHOJIOTHH, MCKYCCTBA U
HayKH, YTO OTKPOET HOBblEe BO3MOXKHOCTHU JJIsl KHHEMa-
Torpada, U'pOBOIl UHIYCTPUH, BUPTYaIbHON peasibHO-
CTH U KOMMYHUKAIIAA B IU(PPOBYIO IOXY.
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