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CPABHUTEJIbHBIA AHAJIN3 PUTTUHTA U CO3JAHUSA
AHNMMAIIMN YEPE3 ANIMATOR B UNITY

B pabome nposooumcsi cpagnumenvivlii anaaus 08yx no0xo008 k cozoanuio anumayuu 6 Unity: Kaaccuueckoti anumayuu

HA OCHOBE KNI01eBbIX KAOPO8 U NPOUEOYPHOU AHUMAUUU C UCNOAL30BAHUEM NPAMOU U 0OpamHoll Kunemamuku. Buisenenvt

CUNBHBIE U CAADbIE CINOPOHDBL KANHCO020 Memodd. CHOPMYAUPOBAHbL PEKOMEHOAUUU NO 8bI00PY MemoOd 8 3A8UCUMOCU O

3a0au npoexma.

BBenenne

AHuManus Ha OCHOBE KJIIOUYEBBIX Kaapos B Unity
JAET XyHOKECTBEHHBI KOHTPOJIb, HO TPYHOEMKA U HE
agantusHa. IIponienypHas aHMMalusA arOPUTMUYECKH
reHepupyeT JIBUKCHUE, alallTHPY s IEPCOHaka K pesbedy
u puzuke. Lless — cpaBHATH OAXO/BI ¥ 1aTh PEKOMEH 1a-
IIWH TI0 BEIOOPY METOMA.

I. AHuManus Ha OCHOBe KJIYeBBbIX
kaapos B Unity

Cucrema Animator IOCTpOeHa Ha MaIllHE COCTOS-
Huit. KioueBbie 31eMeHTHI peCTaB/eHbl B Ta0 . 1.

Ta6muma 1 — DnemeHTs nHCTpyMeHTa Animator

SnemeHT Hasznauenue

Mammna cocto- | Ompefnenser, Kakass aHUMaluUs

AHUI JOJDKHA POUT PHIBATHCSA

ITapamerpst IlepemenHsle U3 Kona, ClryKalue
YCJIOBUAMU U1 TIEPEXOI0B

Iepexonpt ObecrieunBaloOT IUIABHYI0 CMEHY
aHUMAaLUi

Cion [To3BosAI0T HaK/IaABIBATL AHUMA-
LUK /IS pa3HbIX YacTel Tesia

HepeBbst cMe- | [InaBHO cMelIMBAIOT IIOXOXKHE

HIMBaHUA aHUMAaLUK

Avatar/ [lo3BossileT MEpPEeHOCUTh aHUMa-

retargeting LIMIO MEK/1y Pa3sHbIMU IIEpCOHAXKA-
MU

YnpasiieHre oCyIIeCTBIsAETCs Yepe3 MapaMeTphl,
3a/aBaeMble U3 cKpunToB. IIpenmyiecTBa Animator:
Hu3Kad Harpyska Ha CPU, retargeting 171 9KOHOMUM
KoHTeHTa. HeocTtaTku: BEICOKME TPeOOBaHUS K MaMATH,
HU3Kas aJanTHBHOCTb K OKPYKEHHUIO.

II. MpoueanypHass aHUMaNUA

JIBIKEHHE BBIUMCIISCTCS «HA JIETY» C HCIIONB30-
BanueM mpsamoii (FK) u obparHoit (IK) kuHeMaTHKu.
Maremaruueckas ocHoBa FK - ogHOpoAHbIE MaTpuLibl
npeoOpa3zoBanus (4x4).

Insa IK B eroyke u3 AByX 3BEHbEB YIOJI B CPETHEM
CyCTaBe HaXOJUTCS M0 TeOpeMe KOCUHYCOB:

L3+ L% — |P)?
0y = m — arccos | ——————
201 Lo
B pamkax ucciieIoBaHUs peai30BaH KOMIIOHEHT
Walker, IeMOHCTpUPYIOIIUI TPOILEAYPHYIO TOXOIKY.
JIBVDKEHUE HOTY ONMCHIBACTCS IBYMsI KPUBBIMHU aHUMa-
1H:

FootPos = Off86t+dforward'fz(t)+dup'fy(t+¢)

Apanranyst K peibedy OCYIIECTBISIETCS depe3
Raycast.

III. BeIBOABI

AHMManMs Ha OCHOBE KJIIOUYEBBIX KaJPOB MOAXOAUT
JUTST MOOWJIBHBIX TIAT()OPM M TIPOEKTOB C BBICOKMMH
TpeOOBaHUAMM K XyI0XKECTBEHHOMY KOHTpoImo. [Tpore-
nypHast aHuManus 3(peKTUBHA IS aanTalluy K AWHA-
MUYECKOMY OKpPYKEHHUIO, SKOHOMUHU MaMATH U CO3/IaHus
HEeCTaHJAPTHBIX cyiecTB. Hanbomnee apdekTuBeH ru-
OpuaHbIA TOAX0/: 6a30BbI Animator ¢ mporeaypHOM
KOppEKLUEN.
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