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Rigging is an important stage in the creation of a 3D character, which
prepares the model for animation. This process includes the creation of a virtual
skeleton, the setup of controllers, and the binding of the character mesh to the
skeleton. Proper rigging ensures correct deformation of the model during
movement and allows animators to work efficiently with the character. This
paper examines the basic principles of rigging, the main stages of the process,
and the software commonly used in the industry.

Pirrinr € onHUM 3 KJIIOYOBUX €TariB cTBOpeHHs 3D mepcoHaxka micist Mo-
JICNIOBaHHS Ta TeKCTypyBaHHsA. OCHOBHA MeTa LbOTO MPOIECY - MiATOTYBaTH
MOJIeJIb JI0 aHIMallii, CTBOPUBILH JJIsi HET CUCTEMY KE€pyBaHHS pyXaMmH. PirTiHr
JI03BOJISIE AaHIMATOPY KEPYBaTH MEPCOHAXKEM 3a JOIOMOTO0 CIleHiaJIbHUX KOHT-
poJIepiB, 110 3HAYHO CIIPOILLY€E IPOLEC CTBOPEHHS PYXY.

VY 3aranpHOMY MaiIuIaifHi pO3pOOKH MEPCOHAXKA PIITIHT 3HAXOAUTHCS MIXK
eTaraMu CTBOPEHHSI MOJIEJI Ta aHIMalli€l0. be3 mpaBuIbHO HAJIAIITOBAHOTO PITy
MEPCOHAXK HE 3MOXKE KOPEKTHO pyxaTucs abo nedopMyBaTHC 1] Yac aHIMaIlii.
Ha 300paxenHi 1., MOKHO MOOAYUTH MIPUKIIAJ] MOBHICTIO CTBOPEHHOTO PITTIHTY
3 yCiMa eTanamu, sKi Mu OyJ1eMo po30MpUTa B HACTYITHUX PO3/ILax.
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Pucynok 1 — ['0TOBHII pITTIHT IEPCOHAKY.
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CrtBopenns ckenera (Skeleton). CkeneT ckiagaeTbcsi 3 HaOOpy KiCTOK
(bones a0o joints), siki TOBTOPIOIOTH aHATOMIUHY CTPYKTYpY IepCOHaXkaA.

KicTku po3MIIyIOThCs Y KIIFOYOBUX MICIISIX MOJIEIIL:

-XpeoerT;

~ IS,

~PYKH;

~HOTH;

—MaJblli;

~TOJIOBA.

lepapxiss KICTOK qy>kK€ Ba)KJIMBa, OCKUIBKUA PyX OJHIET KICTKM BIUIMBA€E HA
BC1 AoYipHi enemenTu. Hanpukian, npu pyci mieda 0yie pyxatucs Bes pyka.

[IpaBunbpHE po3TalryBaHHSA KICTOK J03BOJISI€E OTpUMATH OUIBII MPUPOJIHI
pyXH TmepcoHaxa mija Jac aniMarii. Ha pucynky 2, Mu 6aunmo mpuKIIaj CTBO-
PEHHOTO CKIIETY I TIePCOHaXa, 1€ € CTAaHATApTOM JJIs aHIMaIlii.

Pucynoxk 2 — KicTku nepconaxa

[licns cTBOpeHHs ckeneTa HeoOxiaHo mpuB’s3aTh 3D monenb 10 HBOTO.
Ileit mpolec Ha3MBAETHCS CKiHIHTOM. VOro OCHOBHA 3a/jaua MOJATAE Y BH3HA-
YeHHI TOTrO0, SIK TEOMETpis Mojiei Oyjae pearyBatu Ha pyx Kictok. KoxkHa Bep-
HIMHA MOJIENI OTPUMY€E MEBHI 3HaUeHHs Bar (weights), siki BU3HA4YalOTh CTYIIHb
il BIUTMBY BiJ] KOHKPETHHX KICTOK. 3aBISKH IIbOMY ITi/I 4ac PyXy CKeJieTa MO-
nenb 1eopMy€eThCs BIIIOBITHO JI0 3aJjaHUX IMapaMeTpiB.

Hamnpuknan, Bepmmnan B 007aCTi TUieda MOXKYTh OJHOYACHO 3aJieKaTH BiJ
KICTKM PYKHM Ta BiJ KICTKHM Tyny0Oa. Lle m03Bojsie cTBOpUTH OUIbII TPUPOIHY
nedopmariito mig dac pyxy. Ilporec HamamTyBaHHS Bar 4acTO BUKOHYETHCS
BPYUYHY, OCKIJTbKM aBTOMAaTH4YHI aJIFTOPUTMU HE 3aBXKIU JAIOTh 1JI€abHUN pe-
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3ynbTaT. [IpaBuiibHEe HaJaMITYBaHHS CKIHIHTY € BaKJIMBUM €TArlOM, aJKe MTOMU-
JKU MOXYTbh MPU3BECTH 0 HeOakaHMX nedopmalliii, Takux SK pPO3TATYBaHHS
a00 TaMaHHs T€OMETPIl 111 Yac aHIMAaIlll IepcoHaxa.

Jlst 3py4uHOi poOOTH aHIMaTOpa y PIITIHTY CTBOPIOIOTHCS CIIELialIbHI elie-
MEHTH KEPYBaHHsI, SIKi HA3UBAIOTLCS KOHTpoJIepaMu. BOHM TO3BOJISIOTH KepyBa-
TH pyXamu MepcoHaxa 0e3 HeoOXiTHOCTI 0e3MmocepeHhO0 3MIHIOBATH MOJI0KEH-
Hi KicTok. KoHTposepw 3a3Bu4aii MamTh (POPMY MPOCTUX TE€OMETPUUHUX
00’€KTIB 1 BUKOPUCTOBYIOTHCS JIJIsl YIIPABIiHHSA PI3HUMU YaCTUHAMH Tija Tep-
COHa)Ka, TAKUMH SIK PYKH, HOTH, TyJIyO abo ToJoBa.

VY mpotieci piITiHry 49acTo 3aCTOCOBYIOTHCSA PI3HI CHUCTEMHU KIHEMAaTHKHU.
Opnniero 3 HuX € npsima kinematuka (Forward Kinematics), npu skiit pyx mnepe-
JA€ThCS MOCIIIOBHO BI1Jl OJHIET KICTKU 10 1HIOI. Takui miaxig moope mijaxo-
JUTh JUTsl aHiManii xpedTa abo pyxiB pyK. [HIIIOIO cUCTEMOIO € 3BOPOTHA KiHEMA-
tuka (Inverse Kinematics), sika 703BOJIsi€ KEPYBaTH KIHIIEBOIO TOUKOIO JIAHITIOTA
kicTok. Hanmpukias, aHiMaTop MOXe MEePEeMICTUTH KUCTh PYKH, 1 BCSI pyKa aBTO-
MaTUYHO 3MIHUThH CBOE MOJOXKEeHHS. KOMOIHYBaHHS ITUX JIBOX CUCTEM JI03BOJISIE
CTBOPUTHU O1JIbII THYYKHUH 1 3pyYHUN Y BUKOPUCTAHHI Pir.

VY ckilagHuX pirax MOXYyTb BUKOPUCTOBYBATHCS JOJATKOBI CHUCTEMH, SIK1
JIO3BOJISIIOTH TOKPAITUTH AePOpMAIIiF0 MOJENI Ta 3pOOUTH PyXH MEpCOHaKa
Ou1b1I TpupogHUMHU. OTHUM 13 TaKUX IM1JIX0/IIB € BUKOPUCTAHHS KOPUTYBATBHUX
dopm (corrective blend shapes), ki aKTUBYIOTbCS MiJ Yac MEBHUX MOJOXKEHb
CyrJ1001B 1 IOOMAararTh YHUKHYTH HeOaxaHuX nedopmarriii.

OkpiM IIBOTO, Yy CYYaCHMX NPOEKTAX 1HOJI 3aCTOCOBYIOTHCS CHCTEMH
M’5i31B, SIKI IMITYIOTh POOOTY pealbHUX M’S30BUX CTPYKTYp Ta JI03BOJISIIOTH
OTpUMAaTH OUTBII peandiCTHUHy aHiMarlito. Takox BaXXJIUBY pOJIb BiAITpae PirriHr
00nyus nepcoHaxa. BiH BUKOPUCTOBY€ETHCS AJI1 CTBOPEHHS MIMIKH Ta Iepesa-
9l eMOIlili, TaKNX SK MOCMIIIKA, 3AMBYBaHHS a00 THIB. JIJIsl 1IbOTO MOXKYTH 3a-
CTOCOBYBATHCS pi3HI MeTonu, 30KkpeMa cuctema blend shapes abo cmemianbHi
KOHTPOJIEPH, SIKI KEPYIOTh JedhopMaIli€ro YaCTUH 00T YSI.
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