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Animation of game characters is an important stage in the development
of modern video games and interactive applications. It allows characters
to move, interact with the environment and convey emotions to the player.
The quality of animation directly affects the perception of the character and
the overall immersion in the game world. This paper examines the basic
principles of character animation, common animation methods, and the
integration of animation into modern game engines.

AHIMaIlisl € OJTHUM 13 KJIIOUOBHUX €TalliB CTBOPEHHS ITPOBOI0 MEPCOHAXKA.
Came BOHA J103BOJIsIE 3pOOUTH MEPCOHAXKA ‘““KUBUM™, TOOTO HaJaTu HOMY MOX-
JUBICTh PyXaTHUCs, pearyBaTy Ha MOJil Ta B3aEMOJIATH 3 HABKOJIMIIIHIM CEPEI0-
BuieM. be3 aniMarii HaBiTh HaiimeTanizoBadima 3D Moaenb BUIVIAAAaTHME CTa-
TUYHOIO Ta HEMPUPOJHOIO.

VY Bigeoirpax aHiMailisi BUKOPUCTOBYETHCS JJIA BIITBOPEHHS PI3HUX i
nepconaxka. Hanpukinas, nepcoHaxk Moxke XOJUTH, OiraTH, CTpUOaTH, B3a€MO/I1-
ATH 3 TIpeaMeTaMu a00 BUKOHYBATH IMEBHI Al mig yac 60r. Kpim mporo, aHima-
114 I0IIOMAarae nepeaBaTi eMoIlll MepcoHaka yepe3 MIMIKY o0Jauy4st abo pyxu
Tina. Ha pucynky 1, MOXKHO crioctepiraty, ik BiJOyBa€eThCsl aHIMAITS MICTs Pir-
TIHTY IEPCOHAXKA.

[lepen mouyatkoM cTBOpeHHs aHimalli 3D Monens MOBMHHA MaTH CHeIlia-
JBHY BHYTPIIIHIO CTPYKTYPY, SKa HA3MBAEThCS pirom. Pir - me cucrema KicTok
Ta €JIEMEHTIB KepyBaHHS, K1 JO3BOJISIOTh PyXaTH Pi3HI YACTUHU TiJIa IEPCOHA-
*a. 3aBISKU L1l CUCTEM1 aHIMATOp MOXKE KepyBaTH pyXaMu MOJIEIl TaK camo,
K JISUIbKOBOJT KEPY€E MApP1OHETKOIO.

[lix yac cTBOpEeHHS aHIMaIlli IrpOBUX IMEPCOHAXIB BUKOPUCTOBYIOThCS Oa-
30B1 NpUHIMNK aHiMalli. Bonu Oynu copMyniboBaHi 1€ mija yac PO3BHTKY KiIa-
CUYHOI aHIMallii, aje 1 ChOrOJHI AKTUBHO 3aCTOCOBYIOTHCS y KOMII FOTEpPHI
rpadimi Ta Bigeoirpax. i mpuHIMOM AOMOMararoTh 3pOOUTH PyXU MEPCOHANKA
O1IBII MPUPOTHUMHU TA 3PO3YMITUMU JIJISl TPABIIAL.

OpHMM 13 TaKMX OPUHLHUIIB € MATOTOBYUM pyX NEpe] OCHOBHOIO JI€IO.
Hanpuxman, nepen cTpuOKoM NEpCOHaX 3a3BUYail TPOXHU IMpHUCIAAE, a Mepen
yIapoM PYKOIO MOKE€ BiJIBeCTH ii Ha3aj. Takuil miaxig poOUTh pyX O1IBII JOTi-
YHUM 1 IPUPOTHHUM.
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[Ile olHUM BaXKJIMBUM MIPUHIIUIIOM € THEPINSA pyXy. Y pealbHOMY KHUTTI pi-
3H1 YaCTUHM Tij1a HE 3yMUHAIOTHCS MUTTEBO. Hampukias, SKIo nepcoHax) pizKo
3YNMUHSAETHCS MICHsA 01Ty, HOr0 pyKH a00 OJIT MOXYTh IIe JEAKUN Jac pyXaTucs.
JlonaBaHHsI TakuX JeTajei J03BOJISIE€ 3pOOUTH aHIMAIlil0 OUIbII PeaiCTUYHOIO.

Takox y AeSKHX BUMAIKaX aHIMAaTOPH BUKOPHUCTOBYIOTH JIETKE TEpeOihb-
meHHs pyxiB. Lle o3Hauae, mo pyx Moxke OyTH TpOXH OUIBII BUPA3HUM, HIXK Y
pearpbHOMY JKUTTI. Takui Mmijxij 94acTO 3aCTOCOBYETHCA Y Bifeoirpax, moo mii
NepCcoHaXka OyNu OUTBIN 3pO3yMUTUMU JyIsl TpaBiid. Ha pucyHky 2, moxere mo-
O0QuMTH JEeSK] 3 OCHOBHUX IIPUHITUITIB aHIMAITiH.
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Pucynox 1 — Ipuknan animanti Pucynox 2 — [lpuniunu aniMarii
NEPCOHAKY

Icuye nexinbka crmocoOiB CTBOPEHHS aHIMAIli JJIsl ITPOBUX MEPCOHAXIB.
OnuH 13 HAWMOMIMPEHIIUX METO/IB TOJISATAE Y TOMY, IO aHIMAaTOp BPY4YHY 3a-
Jla€ OCHOBHI I03U TEpCOHa)ka y TMEBHI MOMEHTH 4acy. Hampuknaa, oxpemo
CTBOPIOETHCS MMOYATKOBA 11032, CEpeIHa pyXy Ta ioro 3aBepuieHHs. [licns upo-
ro MporpaMa aBTOMAaTUYHO CTBOPIOE MPOMDXKHI MOJIOKEHHSI MK IIMMH [103aMH,
dbopmyrouu MIaBHUN PYX.

[HImMit MeToA CTBOpPEHHS aHIMallli OB’ SI3aHUM 13 3aIIMCOM PYXIB peagbHOI
JoauHU. JIJIsl IbOTr0 BUKOPUCTOBYIOTHCS CICHiaIbHI JaTYUKU a00 KamepH, siKi
GbiKCcyloTh pyxu aktopa. OTpuMaHi JaHi nepeHocsaThest Ha 3D Mojenb nepcoHa-
a. 3aBISIKM IbOMY MOYKHA OTPUMATH Jy>Ke MPUPOHI Ta peaTiCTUUYHI pyXH.

VY cydacHiif iHAYCTpIi BiJI€OIrop Il JiBa MIJXOJM YacTo MOeAHYrOThes. Ha-
MPUKIIaJ, OCHOBHUN pyX MOXe OyTH 3amMCaHWil 3 peajbHOi JIIOJWHU, a MOTIM
aHIMaToOp JOJATKOBO peaarye abo 3MiHIOE Horo, mo0 BiH Kpallle MiIXOIUB 0
CTHJIIO TP 200 MOBEIIHKH MEPCOHAXKA.
mie. Y Bijeoirpax nepcoHa)Xi MOXYyTh BUKOHYBAaTH 0araTo pi3HUX Jii, TOMY IS
KOXKHOT /i1 CTBOPIOEThCSI OKpema aHimallisa. Hampukiasn, nepcoHax MoXe MaTH
OKpeMi aHIMallii JIJIsi CTaHy CIIOKOI0, X0/1b0H, 01ry, cTpubKka ado aTtakwu.
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[Ilo6 yci 11 aHimarii mpaioBaid pa3oM, BUKOPHCTOBYEThCS CIeEIiajibHA
cUcTeMa KepyBaHHs aHiMailiero. BoHa Bu3Hadae, KOJIM camMe MOBHHHA BiJTBO-
proBaTUCs Ta 4M 1HINA aHiMmallisg. Hampukmaa, Kojiu rpaBelb HaTUCKAE KHOMKY
pyXy BIEpe, CUCTEMa aBTOMAaTUYHO 3aIllyCKae aHiMallilo Xoap0u abo Oiry. k-
110 TIEPCOHAXK MEPECTAE PyXaTUCs, CHCTEMa MTOBEPTAE OO y CTaH CTIOKOIO.

Taki cucTeMH J03BOJIAIOTH 3pOOHUTH TMOBENIHKY MEPCOHA)X)a OUIBII TJIaB-
HOIO Ta JIOT14HOI0. BOHM Tako ToMoMararoTh YHUKHYTH P13KUX MEPEXOAIB MK
PI3HHMH pyxaMu. ¥ Cy4acHHUX BiJieoirpax mojii0Hi CUCTEMH € Ba)KJIMBOIO YaCTHU-
HOIO ITPOBUX PYIIIiB — CIEIIAILHOTO MPOTPAMHOTO 3a0€31eUeHHS, SIKE BUKOPH-
CTOBYETHCSI JIJIs1 CTBOPEHHS 1r0p.

JIyist cTBOpEHHs aHIMallii iIrpOBUX MEPCOHAXKIB BUKOPUCTOBYIOTHCS CIIEIlia-
J130BaH1 MporpaMu Jyisi poOOTH 3 TPUBUMIPHOK rpadikoro. OJHIEIO 3 HAKIO-
HIMPEHIINUX Tporpam y mnpodeciitniil inayctpli € Autodesk Maya. Bona mae
HIMPOKHI HAOIp THCTPYMEHTIB /JIsi CTBOPEHHS CKJIAJHUX aHIMAIlli MepCOHaXIB.

Takox nomymnsipHoro mporpamoro € Blender. Lle 6e3komToBHE Mporpamue
3a0€e3MeUeHHs], IKe JO3BOJISIE CTBOPIOBATH MOJIEN, PIIM Ta aHIMalliio. 3aBIsSKU
IbOMY HOr0 4acTO BUKOPHUCTOBYIOTh SIK CTYJEHTH, TaK 1 HE3AJIEXKH1 PO3POOHUKH
1rop.

[Ticns 3aBepieHHsT poOOTH HaJT aHIMAIIIEID BOHA €KCIIOPTYETHCS JI0 I'POBO-
ro pyurid. IrpoBuii pymrii - 11e mporpama, sika BiJIIIOBiJIa€ 3a poOOTY BCI€l TpH.
Came TaM aHiMalliss BAKOPUCTOBYETHCS 111 Yac IrpoBOTO IIPOIIECY.

AHIMaIlisl € BaXXJIMBUM €TariOM CTBOPEHHS ITPOBUX MEPCOHAXKIB, OCKUIBKU
caMe BOHa JI03BOJISIE HAJIaTH MOJIEI PyX Ta 3pOOUTH ii OIBII MPUPOTHOIO IS
CHPUIHATTS. 3aBASKA BUKOPUCTAHHIO PI3HUX METOJIIB CTBOPEHHS aHIMaIlli Mo-
YKHA OTPUMATH K PEATICTUYHI, TaK 1 CTHJII30BaH1 pyXH EPCOHAXKIB.
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