YJIK 004.928
OCOBJIMBOCTI CTBOPEHHS AHIMAIIII PYXY TBAPUH
Y TPUBUMIPHIN KOMITIOTEPHIN I'PA®ILI
Cemuxar S.1O., Cononos B./I.
e-mail: yaroslava.semykhat@nure.ua
XapKiBChKHI HAIIOHAILHUN YHIBEPCUTET pajiioenekTpoHiku, kad. MIPEC
M. XapkiB, YKpaina.

This article examines the principles and technologies used for animating
animal movement in three-dimensional computer graphics. Particular attention
1s given to anatomical and biomechanical foundations, rigging techniques, and
classical animation principles that ensure realistic and believable motion. The
paper also reviews modern software tools and emerging technologies, including
real-time engines and artificial intelligence, which expand the possibilities for
creating realistic animated scenes.

AHiMarlis pyxy TBapyH y TPUBHMIPHIM KOMIT IOTEpHIN rpadill € CKIIaJHOIO
raigy33i0 HU(GpoBOro MOJICIIOBAHHS, KA MOEAHYE 3HAHHS 3 aHaTOMIi, OloMexa-
HIKM, KIHEMAaTHKUA Ta TMPUHLUIIB XYAO0XKHbOI aHiMarllii. OCHOBHUM 3aBAaHHSIM
I[LOTO MPOIIECY € CTBOPEHHS PEAICTUYHUX 1 MPABIONOIIOHUX PYXIiB, 10 BiJAIO-
B1IafOTh (Di310JIOTIYHUM Ta TMOBEAIHKOBHUM OCOOJHBOCTSIM KOHKPETHOTO BHUIY
TBapHH.

[lepmoueproBuM eraroM € JeTajlbHE BHUBYCHHS AaHATOMIYHOI OYJ0BU
00’exTa aHiMallii. 3HaHHSI CTPYKTYPH CKeJieTa, M sI30BOi CUCTEMU Ta iX B3a€EMO-
Iii 03BOJISIE aHIMATOPY KOPEKTHO BIATBOPIOBATU PyXU. 30Kpema, pi3HI THUIU
JokoMoIIii (xoxa, 6ir, cTpuOKHM) MarOTh CBOI XapaKTepHi OCOOIMBOCTI, K1 BU-
3HA4YaIOThCS OYTOBOIO KIHIIIBOK 1 pO3TallyBaHHSAM LIEHTPY MacH Tina. s gocs-
THEHHS BUCOKOTO PiBHSI JIOCTOBIPHOCTI IIMPOKO 3aCTOCOBYIOTHCS Bimeopedepe-
HCH, a TAKOK TEXHOJIOT11 3aXOIIeHHs pyxy (motion capture).

BaxxnuBuM TEXHIYHUM €TarioM € CTBOPEHHS CHUCTEMH pPUTIHTY (rigging),
sika 3a0e3mneuye KepoBaHICTh TPUBUMIPHOI Moeli. Pur sBisie co060r0 iepapxiuHy
CTPYKTYpy “KICTOK” Ta KOHTPOJIEPIB, IO IMITY€ CKEJET XHUBOTO OpraHi3my.
OcCoONMBICTIO PUTIHTY TBAapUH € HEOOXIIHICTh MOJICIIIOBAHHS CKJIATHUX PYXIB
xpeOTa, XBOCTa, IIWi Ta 1HIIUX THYYKHX YaCTUH Tija. J[Jig 1bOro 3aCTOCOBYIOTh-
csa metoau npsimoi (FK) ta imBepcHoi (IK) KiHemMaTukH, K1 T03BOJSIOTH JTOCST-
TH NPUPOJTHOT KOOPIMHAILIIT PYXIB.

Kpim TOro, CyTrTeBe 3HaUEHHSI MAa€ TOTPUMaHHS MPUHIUIIB KJIACUYHOI aHi-
Mallii, 30KpeMa TaKuX SK IHEpUIMHICTh pyxy, HepekputTs ik (overlapping
action), 3arpumka (follow-through) ta medopmariis (squash and stretch). Boru
CHOPUSIOTh CTBOPEHHIO OUIBII OpraHi4HOl Ta AMHaMiuHOI aHimarii. OcoOiuBa
yBara npuauisieTbes Ppi3uyHii MpaBaonoIi0HOCTI pyXy, BKIIOYAIOYH B3a€EMOIII0
3 MOBEPXHEIO, BIUIMB TpaBiTallii Ta 3MiHy HEHTpy Macu. He MeHI BakIuBUM
aCIeKTOM € Tepefavya MOBEAIHKOBUX XapaKTEPUCTHK TBapHWH. PeanmiCTUYHICTH
aHIMallli BU3HAYAETHCS HE JIUIIE TOYHICTIO PYXiB, ajie i 3IaTHICTIO BiIOOpa3UTH
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EMOIIIMHMI CTaH 1 MOBEIIHKOBI peakilii, Taki K 00epeKHICTh, arPECUBHICTh 200
rpaiiinBicTh. Lle moTpedye KOMIUIEKCHOTO MiAXOY, IO MOEAHYE TEXHIUHI Ta
XyJ105KH1 3aCO0M BUPA3HOCTI.

CydacHi mporpamHi 3aco0H BiIIrparoTh KIOYOBY pOJib y MPOLECI CTBOPEH-
HSl TPUBUMIPHOI aHiMallii, 3a0e3Meuyloun MUPOKI MOKIUBOCTI JIJISi MOJENIO-
BaHHS, TEKCTYPYBaHH, aHIMAIlll Ta Bidyasizalli crieH. HaiO1abIn mommpeHnMu
IporpaMHUMU NPOAYKTaMH y i ramysi € Blender, Autodesk Maya, 3ds Max Tta
Cinema 4D.

[Iporpamue cepenosuiie Blender € yHiBepcaabHUM 1HCTPYMEHTOM 3 BiJIK-
PUTUM BUXIJHUM KOJOM, SIKHM MIATPUMY€E TOBHUNM IUKI CTBOpeHHS 3D-
rpadgiku. BoHo Bkioyae 3aco0u TMOJITOHAIBHOTO MOJCIIOBAHHS, ITU(POBOTO
CKYJBITHUHTY, CUCTEMH PUTIHTY, aHIMalli Ta (QI3MYHUX CHUMYJISLIA, a TaKOX
BOynoBaHi pyurii penaepunry. Autodesk Maya mmpoko 3acTOCOBY€ETbCS Y MPO-
(eciiiHiil 1HIYCTPil KIHO Ta KOMIT IOTEPHUX ITOp 3aBASKUA CBOIM PO3LIMPEHUM
MO>KJIMBOCTSM Yy cpepi aHiMalli nepcoHaxiB. [Iporpama miarpumye ckiaaHi cu-
CTEMHU PUTIHTY, MPOLEAYPHY aHIMAIlil0 Ta 1HTErpaIlilo 3 TEXHOJOTIIMU motion
capture, 1110 JO3BOJII€E CTBOPIOBATH BUCOKOpeanicTuuHi ciieHu. 3ds Max opien-
TOBaHa MEPEBAKHO HA ApXITEKTYpHY Bi3yaili3alliio Ta po3poOKy IrpOBOr0 KOH-
TeHTy. BoHa Mae MOTyXH1 1HCTPYMEHTH MOJICTIOBaHHS Ta TEKCTYpPyBaHHS, IO
CHpUSIOTh €EKTUBHOMY CTBOPEHHIO CKIIATHUX TpUBUMIpHUX ciieH. Cinema 4D
BIJI3HAYA€ThCS 3PYUYHICTIO BUKOPHCTAHHS Ta BUCOKOIO IIBUJKICTIO pOOOTH, IO
poOuUTH ii MOMyJISIpHOIO Yy chepl MOYIITH-IU3alHY Ta peKIIaMHOT Tpadiku.

BaxnuBuM HanpsiMKOM PO3BUTKY € BUKOPUCTAHHS PYIIIiB peaJbHOTO Yacy,
3okpema Unreal Engine ta Unity. BoHu 103BOJISIFOTE 371HCHIOBATH 1HTEPAKTUB-
Hy Bizyamzaiito 3D-crien 6e3 HeoOXiTHOCTI TPUBAJIOTO TOMEPETHHOTO PEH/IC-
PHUHTY, III0 3HAYHO ONTHUMI3Y€ MPOLIeC PO3POOKH Ta TECTYBaHHS.

CyuacHi mporpamMHi KOMIUIEKCH TaKOX MIATPUMYIOTh (PI3UYHO KOPEKTHI
CUMYJISI1, BKJIIOUAIOYU MOJIETIOBAHHS TWHAMIKA TBEPAUX 1 M’AKUX TUI, PyX
TKaHWH, MEPCTi Ta iHMUX MaTepiamB. Lle € 0coOIMBO BaXKJIMBUM JJIs aHIMAIIi1
TBAapWH, OCKIJILKH JTO3BOJISIE TOCATTH BUCOKOTO PIBHS peatizmy.

Oxpemoi yBaru 3aciayroBy€ BIPOBAPKCHHS TEXHOJIOTIM IMITYYHOTO 1HTENE-
KTy B mporiec aHimarlii. Taki cucTeMu 37aTHI aBTOMAaTHU3yBaTH OKpEMi €TaIu
CTBOPEHHS PYyXIB, FTeHEpyBaTH 0a30Bl1 aHIMAIIll Ta aJIaNTyBaTH iX 0 PI3HUX MO-
JeJieH, 10 MABUIIYE ePEeKTUBHICTh pOOOTH Ta 3MEHIIYE€ BUTPATH Yacy.

TakuM YMHOM, CTBOPEHHS aHIMaIlli pyXy TBapuH Yy TPUBHUMIPHIN
KOMIT'FOTEpHIA rpadimi € KOMIUIEKCHUM IMPOIEeCOM, IO BHUMAara€ TJTMOOKHUX
3HaHb y TEXHIYHHUX 1 MIPUPOJIHUYMX JUCHUUILIIHAX, & TAKOK BHCOKOTO PIBHS XY-
J0’)KHBOT MalicTepHOCTi. BukopucTaHHs CydyacHUX MPOTpaMHUX 3acO01B, TaKHX
sk Blender ta Autodesk Maya, 103Bosisi€ 3HaYHO PO3MIUPUTH MOKIIUBOCTI CTBO-
PEHHSI peaiCTUYHUX aHIMAIIHHUX CLIEH.

Po3BUTOK TEXHOJIOTIH, 30KpemMa pyIIiiB peaJibHOTO Yacy Ta LITYYHOTro iH-
TEJIEKTY, CIIPUSE TIOIATBIIIOMY BJOCKOHAJICHHIO METO/IIB aHIMaIlil Ta BIAKPUBAE
HOBI TIEPCIEKTUBH Y chepi KOMIT I0TepHOT rpadiku.
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