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This paper describes the concept of rigging in 3D graphics and its role in
simplifying the animation process. Rigging is the process of creating a skeletal
structure for 3D models, allowing them to move realistically. The key
components of rigging, including bones, controllers, skinning, and inverse and
forward kinematics ,are analyzed in detail. Special attention is given to the
application of rigging in character animation and mechanical objects, such as
vehicles. Properly configured rigging enhances the realism of animations and
simplifies the work of animators. The study highlights the role of rigging in
modern industries, including game development, filmmaking, and advertising.

B Hair yac Ba)JIMBICTh CTBOPEHHSI KOMIT'FOTEPHOT Tpadiku CKIATHO Mepe-
oiHUTH. Cy4acHHM CBIT CTPIMKO PO3BUBAETHCS 3aBMSIKA TEXHIYHOMY MPOTPECY,
1 KOMIT'IOTepHa rpadika BIIITpae BAXJIUBY POJb Y pi3HUX cdepax TisIbHOCTI.
3okpema, 3D-rpadika € HE3aMIHHUM 1HCTPYMEHTOM JIJIsl apXiTEKTOPIB, Iu3ail-
HepiB, ¢axiBIiB peKIaMHOI 1HAYCTpli, KiHemMaTorpady, BiJIeOirop Ta MalluHO-
OymyBaHHS. i MOKIIMBOCTI IIPAKTHYHO HEOOMEKEHI, 110 103BOJISAE CTBOPIOBATH
BHUCOKOSIKICHI Bi3yaslbHI Marepiaiu, aHiMaliiHI CLIEHH Ta TPUBUMIPHI MOZEI
00'€KTIB 111€ /10 IXHOTO (PAKTUYHOTO BUTOTOBJICHHSI.

JlocuTh 9acTUM SIBHIIIEM € CTBOPEHHS PEKJIIAMHOI KaMITaHil MPOIYKTY e
710 WOTO TIOSIBU Ha CBIT. B TakOMy BHUIIQIKy TapHUM PIMICHHSIM € 3aCTOCYBaHHS
KOMM'tOTepHOI rpadiku. 3aBAsSKHM TOYHOMY MOJCIIOBAHHIO Ta SKICHIM aHimarrli
3D-06’ekTa CHOKMUBA4YeBl CKJIAIHO BIAPI3HUTH KOMIT IOTEPHE 300pa)KeHHs Bij
peanbHOro BUpoOy. CTpIMKHII PO3BUTOK TEXHOJIOT1 3HAYHO 3MEHIIYE MOTPEOy
y (pi3uuHUX JeKoparlisix Ta peKBi3UTI, MO0 MOXKE OyTH CKIaTHUM ab0 HEMOKIIHU-
BUM JIs1 oTpuManHs. KoM’ torepHa rpadika cipoIye 1ei mporec, 103BOJIsIo-
YU CTBOPIOBATU BIPTyaJbHE CEPENOBUINE Ta IHTEPAKTHBHI IMPE3CHTAIl TPO-
JYKTIB IIE Ha eTari iX po3poOKH.

bazosuMm monstTsim B 3D rpadini € 3D-monens. SkicHO cTBOpeHa MOJIENb €
OCHOBOIO OY/Ib-SIKOTO TIPOEKTY, aJKe AKIIO BOHA 3p00JieHa HEeSIKICHO, TO Hi TEK-
CTYpH, H1 aHIMallis, Hi Bi3yalli3allisi — He BUIPABISATh CUTYaLll0 CYTTEBO.

e ogauM nousTTsIM € pirrinr (Rigging). Bin 103Bosisie cipocTUTH MaHi-
MYJISIII0 BEJTUKOK KUIBKICTIO 00'€KTIB, 10 3HAYHO TOJIETIIYE pOOOTY aHIMaTo-
py-.

Pirriar — e mpoiiec cTBopeHHs ckenera mist 3D-momeni, sskuil 103BoJIsIE
aHiMyBaTH ii. L{eil ckeyeT ckiiaaeThCs 3 KICTOK, SIKI KOHTPOJIOIOTh PYXH MOJIe-
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mi. Lle BaxnuBuUi eTan y CTBOPEHHI aHiIMallii, Tak sIKk 0€3 HbOTO MOJIEJb 3aJIHIIIa-
€THCSI CTATUYHOIO 1 HE MOKe OyTH aHIMOBaHa.

Pirrior BUKOPUCTOBYETHCSI HE TUIBKH I MEPCOHAXIB, aje 1 i Oynab-
AKUX 00’€KTIB, sIKl MOTPiOHO aHiMyBaTH. [Ipu aHiMaIli Moeal MalTuHU PITTIHT
BIJIPI3HAETHCS BiJ MEPCOHAXKHOTO, aJ[KE€ BIH 30CEPEHKEHUI HA MEXaHIYHHUX PY-
XaX, TAaKUX SIK 00epTaHHsS KOJIiC, MiABICKA Ta KEPMOBE YIIPaBIIiHHS (PUCYHOK 1).
[Tporpamue 3a0e3neuenns biengep (Blender) nagae moTykHi iIHCTPYMEHTH IS
CTBOpEHHS €()EKTUBHOTO PITTIHTY aBTOMOOLIISA, 1110 J03BOJISIE TOCSATTH PealiCTH-
yHOI a”HiMarli.

[Iporiec pirriHry CKJIaaaeTbes 3 KUTbKOX KIIOUOBHX €JIEMEHTIB:

1. Kictku (Bones): € 6a30BUMH CKJIaJIOBUMHU CKEJIETHOI CUCTEMH MOJEII.
BoHu yTBOPIOIOTH CTPYKTYpY, IO KOHTpOJo€e pyx 3D-00’exra. KoxkHa KicTka
CKJIQJAETHCS 3 TPhOX OCHOBHHUX YaCTHH (PUCYHOK 2):

- 6a3a (BASE) — nmouarkoBuii mapHip, sIKUii BU3HAYa€ Miclie po3TallyBaH-
HSI KICTKU,

- o (BODY) — ocHOBHA YacTHHA KiCTKH, IO BH3HA4Ya€ ii JOBXKUHY Ta
HaAIPSAMOK;

- kinuuk (TIP) — kiHIeBwHii IapHip, SIKUI 3a]1a€ HAIPSIMOK P

Pucynox 1 — Monens MalmHu 3 pirriHrom Pucynox 2 — KicTtka

KicTkn MOXyTh OyTH PI3HOI JOBXKWMHU Ta (POPMHU, 1 BOHH MOXKYTh OyTH
MOB’s13aH1 OJIHA 3 OJHOI0, YTBOPIOIOYH i€papXiro. Y pekuMi pearyBaHHs roJio-
By Ta XBICT KICTKM MOXXHAa OKPEMO BHUIUISTH Ta MEPEMIIIATH HE3aJIeKHO OJIHE
Bl OAHOTO. BUILINUTH Tij0 KICTKM OKpeMO HE MOXXHa. Pa3om 13 HUM BHILIA-
I0TbCsl 1 mapHipu. ToOTO mpHW BUAUICHHI TUIa BUILISETHCSA BCS KiCTKA. SKIIO
HIapHIPU MOBOAATHCS MOAIOHO O BEPILIHMH MEIIIB, TO caMa KICTKa — sIK pedpo.
3MIHUTHU PO3MIP JIAHKK MOXHA SIK MacIITaOyBaHHSIM, TaK 1 MEPEMILLIEHHAM IIap-
HIpIB.
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Koxna kicTka mMae cBoi mokanbHi oci (AXeS). [Tobauntn ix MoXkHa, SKIIO
YBIMKHYTH BIATIOBITHUI Mpanopers Ha MaHell BiIoOpakeHHs BKJIAIKU Hajall-
TyBaHb apMaTypH peaKkTopa BIaCTUBOCTEH.

2. Kontponepu (Controllers): o6'ekTu, mo BUKOPUCTOBYIOTBCS IS KEPY-
BaHHSI KICTKaMH B PIITIHTY aBTOMOOLJIS, CIPOIIYIOYM Ipoliec aHiMaiii. Boru
JIO3BOJISIIOTH aHIMATOPY 3pY4YHO MaHimyitoBaTu 3D-monemno, He 3MIHIOIOYU
KICTKH Oe31ocepeHbo0.

3.Ckininr (Skinning): mpornec npus’s3ku 3D-mozeni 10 KICTOK, 00 MO-
JieNb pyxajacs pa3oM 13 KicTkaMu. BiH BKJIOYae HajalITyBaHHS BaroBUX Koe-
GbiieHTIB, SKI BU3HAYAIOTh CTYIIHb BIUIMBY KOXKHOI KICTKH Ha OKpeMi BEpIITUHU
MOJIEII.

4. IK/IIK (IK/FK): iaBepcHa kinematuka (Inverse Kinematics, 1K) ta me-
penus kinematuka (Forward Kinematics, FK) — meToau ynpasninHs pyxom Kic-
ToK. LI{06 3abe3neunTtn peanicTuuHy a”iManilo aBTomoOuIs IK BHKOpHUCTOBY-
€THCS JUIsl KEPYBaHHS MIJABICKM Ta KEPMOBOI'O YIPABIIHHSA, OCKUIBKY 111 €J1eMEH-
TU NMOTPeOyIOTh aBTOMATHYHOI afanTamii 70 3MiH. FK — mis obepranus Kodic,
JIBEpEH Ta 1HIIMX MEXaHIYHUX YACTHH, /1€ PYXHU YITKO BU3HAUEHI.

BucHoBKH.

[TpoBeneHe nOCHiIKEHHS 103BOJIsIE 3pOOUTH BUCHOBOK, 1110 PIITIHT € BaXK-
JIMBUM eTaroM y ctBopeHH1 3D-animairii. Bin 3a0e3neuye peanicTUYHICTh PyXiB
MoOJIeJIel Ta CIPOIIY€E MPOIIEC IXHBOI aHIMaIlli. 3aBASKU PITTIHTY aHIMATOP MOXKeE
e(deKTUBHO KepyBaTH CKIATHUMHU PyXaMH, YHUKATH TOMIIOK mpu nedopmartii
Ta MIBUJAKO aJanTyBaTH aHIMAIIIO JI0 PI3HUX BUMOT MPOEKTY. PO3BUTOK 1HCTPY-
MeHTiB 3D-aHiMarlrii Ta pirriHry BiIKpHBa€e HOBI MOKJIMBOCTI JUJISS MUTIIIB 1 Po-
3pOOHMKIB, pOOJISIYU MPOLIEC CTBOPEHHS Bi3yalbHOIO KOHTEHTY 1€ OubII e(ek-
TUBHUM 1 3aXOTUJTUBUM.
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