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The article examines the creation of animal motion animation in three-
dimensional computer graphics, emphasizing the complexity of accurately
reproducing animal anatomy and biomechanics. It analyzes the main stages of
the animation process, including rigging, skinning, and the use of reference
materials, as well as the capabilities of modern software tools such as Autodesk
Maya and Blender. Particular attention is paid to the comparison of different
animation methods, including keyframe animation, motion capture, procedural
animation, and physics-based simulation.

TpuBuMipHa KoMI't0T€pHa rpadika ChOTOJHI € OJHIEI0 3 HaWAMHAMIYHI-
HIMX rainy3ed HUPPOBUX TEXHOJIOTIH, 110 aKTUBHO 3aCTOCOBYETHCS Y KIHOIHIYC-
Tpii, BiJleoirpax, peKiami Ta HayKoBii Bizyamizaiii. OcoOauBe Miciie B Hiil 3a-
iMae CTBOPEHHsI aHIMallli pyXy TBapuH, aJKe 1€ CKJIAQTHUN Mpolec, SKUM MoT-
pebye rimmboKOro po3yMiHHS aHATOMIi, 010MEXaHIKU Ta MPUHIIMITIB PYXY KUBUX
1CTOT. Y MO€AHAHHI 13 Cy4YaCHUMHU MPOTPaMHUMH 3acO0aMU Ta PI3HOMAaHITHUMHU
MeToJaMU aHiMarlii, s cepa BiIKpUBA€E MIMPOKI MOXKJIUBOCTI IS PeaTicTHY-
HOTO BIATBOPEHHS CBITY.

AHIMaIlisl TBAPUH € 3HAYHO CKJIQJHIIION MOPIBHSHO 3 aHIMAIIIE0 JTIOJIUHM,
OCKUTHKHM Pi3HI BUAM MAalOTh YHIKaJIbHY OyAOBY Tila Ta CHEmH(idHI CIIOCOOU
nepecyBadHs. OCHOBHOIO OCOOJMBICTIO € HEOOXIMHICTh TOYHOTO BiTBOPCHHS
aHaTOMIi: CKENETHOI CTPYKTypH, M’s3iB 1 cyrno6iB. Hampuknan, pyxu KiIikw,
KOHSI UM MTaxa CYTTEBO BiAPI3HSIIOTHCS, TOMY aHIMaTOp MOBHHEH BPaxOBYBaTH
IPUPOJIHI 3aKOHOMIPHOCTI pyXYy.

BaxxnuBuM eTamnoM € pirriir — CTBOPEHHS! BHYTPIIIHBOTO “Kapkacy’ Mo/e-
JIi, SIKUM J03BOJIsIE€ KepyBaTH ii pyxamu. J[Jig TBapuH 1iei mpoliec 4acTo yCKIIaI-
HIOETHCSI HASBHICTIO XBOCTA, KPWJI a00 crienu(piuyHUX KiHIIBOK. Takox 3HAYHY
pOJIb BIITpa€ CKIHUHT — MPOIEC MPUB’SI3KKW reoMeTpli MoJel J0 piry, 1o 3a-
Oesrneuye MIaBHICTH AedopMaliii mja yac pyxy.

[Ile oaHi€r0 BaXKJIMBOIO OCOOIMBICTIO € CIIOCTEPEKEHHS 32 PeaIbHUMHU TBa-
pUHaMH. AHIMATOPH YacTO BUKOPUCTOBYIOTH BifieopedepeHcru abo HaBITh TeX-
HOJIOT11 3aXOIUIeHHS pyXy (motion capture), mo0 BiATBOPUTH MPUPOHY AWUHA-
miky. [Ipote y Bunanky antacTuyHuX iCTOT a00 BUMEPJIMX BUAIB JOBOJIUTHCS
KOMOIHYBaTH HayKOB1 3HAHHS 3 XYI0KHBOIO YSBOIO.

CyuacHi nporpamHi 3aco0M 3HaYHO CIIPOILYIOTh MPOLIEC CTBOPEHHS aHiMa-
miiaux 3D-crieH, HamarO4YW MUPOKU HAOIp THCTPYMEHTIB Il MOJICTIOBaHHS,
TEeKCTYpyBaHHS, aHiMaIli Ta peHaepunry. Cepel HAUNOMMPEHINUX MPOrpam
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MoxHa BuaumT Autodesk Maya, Blender, 3ds Max ta Cinema 4D.

[{i mporpaMu 103BOJISIIOTH CTBOPIOBATH BHCOKOJETAIi30BaHI MOJeNl, Ha-
JAITOBYBAaTU OCBITJICHHs, MaTepiayin Ta kKamepu. Hanpuxnaza, Blender € 6e3ko-
HITOBHUM 1 BOJJHOYAC MOTY>KHUM IHCTPYMEHTOM, SIKAW MiATPUMYE BCl €Taru BU-
pOOHUIITBA — BiJI MOJEIIOBaHHS 10 (piHampHOrO peHaepunry. Autodesk Maya
IIMPOKO BUKOPUCTOBYETHCS B KIHOTHAYCTPii 3aBISKH PO3BUHEHUM MOKIUBOC-
TSIM aHIMaIlii Ta CUMYJISIIIi.

KpiM oCHOBHHMX TIpOrpaM, akKTUBHO 3aCTOCOBYIOTHCS IOMIOMIXKHI 1HCTpyMe-
HTH, Taki gk ZBrush mnsa ckynentunry abo Substance 3D Painter ny1st cTBopeHHS
TEeKCTyp. TakoX BaXJIMBY pOJIb BIAIrparOTh irpoBi pymrii, Hampukian Unreal
Engine a6o Unity, ki 103BOJSIOTh IHTETPYBATH aHIMAIliI0 B IHTEPAKTHBHI cepe-
JIOBHIIIA.

CydacHi nporpamMHi 3acCO0M TakoX MIATPUMYIOTh (PI3UYHI CUMYJISLIT — Ha-
NPUKJIAA, pyX LIEPCTi, TKAHUH a00 B3aeMOAil0 00’€KTIB 13 cepenoBuiieM. Lle
0COOJIMBO BaXJIMBO MPU CTBOPEHHI PEATICTUYHHX CLIEH 13 TBAPUHAMU, JI€ HABIThH
npiOHI JeTani, Takl SK KOJIMBAHHS LIEPCTI UM PYX XBOCTA, BIUIMBAIOTh Ha 3ara-
JIbHE CIIPUAHSTTSL.

IcHye KiJTbKa OCHOBHUX METO/1B TPUBUMIPHOI aHIMallli, KOXKEH 3 KX Mae
cBoi mepeBarn Ta cdepu 3acrocyBanHsa. KitouoBa animamis (keyframe
animation) € OJJHUM 13 HAaUTIOIIUPEHIIITUX METOJIB. AHIMATOpP 3a/1a€ OCHOBHI I10-
31 00°ekTa (KIIOYOBI KaJpH), a Mporpama aBTOMaTUYHO 1HTEPIOJIIOE MPOMIKHI
cranu. lleit MeToa nae MOBHMI KOHTPOJIb HAJ PyXOM, ajie MOTpedye 3HAYHUX
BUTpAT Yacy Ta 3yCWJib. 3aXOIIEHHS pyXy (motion capture) J03BOJISIE 3aMMCyBa-
TH PyXH peajbHUX 00’€KTiB abo srojel 1 mepeHocutd ix Ha 3D-monemi. s
TBAapHWH II€H METOJ] BUKOPUCTOBYETHCS PiJIIIe, ajle MOXKe OyTH €(PEeKTUBHUM JIJIS
BEJIMKUX a00 CXOXKHX HA JTIOJMHY icTOT. MoTo mepeBaroo € BHCOKA peaticThy-
HICTb, aJie HEAOJIIKOM — CKJIQHICTh 1 BUCOKA BapTicTh oOmagHaHHs. [Iporexyp-
Ha aHiMallis 0a3yeThCs Ha BUKOPUCTAHH] aJTOPUTMIB 1 MATEMaTUYHUX MOJEIEH
JUISL CTBOPEHHSI pyXy. BoHa 9acTo 3acTOCOBYETHCS /Il aBTOMATH3AIl1 CKIIQIHIX
IPOIIECiB, TAKUX K PyX HATOBITy a0 MOBEAIHKA TBApUH y 3rpai. Pi3uuHO KOpe-
KTHa aHiMaIlisl BPaxoOBY€ 3aKOHM (DI3MKH, TakKl K IpaBiTallis, 1HEpLis Ta 31TK-
HEHHs. BoHa BUKOPHUCTOBYETHCS /JIi CTBOPEHHSI PETICTUUHUX CUMYJISIIN 1 ya-
CTO TIOEAHYETHCS 3 IHIIMMHU MeToaamMu. OKpeMo BapTo 3rajiaTu T1OpUJIHI IT1]IX0-
IIv, SIK1 KOMOIHYIOTh K1JIbKa METOJIB JJIsl IOCATHEHHS ONTHUMAIbHOTO PE3yibTa-
Ty. Hanpukian, kiaro4oBa aHiMallisi MOKe TOE€IHYBATUCA 3 MIPOLIEYPHUMHU €Jie-
MEHTaMu a00 (pI3MYHUMHU CUMYJISIISIMHU.

CtBOpeHHs aHIMaIlli pyXy TBapuUH Yy TPUBHUMIpHIN rpadill € CKIaaHUM 1
OaratorpaHHAM TPOIECOM, [0 BUMAra€e MOEHAHHS TEXHIYHUX 3HAHb, XYJI0XK-
HBOTO OaYeHHs Ta YBAXKHOTO CIIOCTEPEKEHHS 3a npupooto. CyyacHi mporpamHi
3ac00M 3HAYHO PO3UIMPIOIOTH MOKIIMBOCTI aHIMATOPIB, JO3BOJIAIOUN CTBOPIOBA-
TH peaNTiCTUYHI Ta JeTalli30BaHl CiieHu. BogHodac pizHOMaHITHI METOIU aHIMa-
111 1af0Th 3MOTY OOMpPATH ONTUMAIBHUN IMIAX1J] 3aJIEKHO B1J] TOCTaBICHUX 3a-
nad.
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