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This work is devoted to motion capture technology and the history of its
creation. This technology is used both in the field of cinema and in the world of
games. Motion capture appeared at the end of the 20th century as a rotoscope
and was used in the creation of Disney cartoons. Motion capture is a method of
animating virtual characters and three-dimensional objects using orientation and
position data provided by special measuring devices or systems. The main types
of motion capture systems, disadvantages and advantages in comparison with
blue and green screen are considered.

3axoruieHHs pyxy (anri. Motion capture) — meTos aHiMallii mepcoHaxiB Ta
00'€KTIB, TIPH SKOMY aHIMAIIlsl CTBOPIOETHCS HE BPYUYHY, a IMIIAXOM OlU(pyBaH-
HS Ta BIJCTEXKEHHS PyXiB pealbHOro 00'ektra (Bifeo3amucy 3a JOIMOMOTOFO
CHCIlaJIbHAX JAaTYUKiB) Ta TMOJAJIBIIOr0 TIEPEHECEHHS iX Ha TPHUBHUMIPHY
MOJICTb.

Ceiit mouatok TexHoJyoris Oepe me y 20 cromitri. CTBOpEHHS
MYJIBTUILUTIKAIlT HAa TOW yac OyJ0 HEMMOBIPHO CKJIAJHHUM Ta KPOMITKUM IpOIle-
COM, TOMY aHIMAaTOpH IIyKaJld aJbTEPHATHBHI PIIEHHA. AHIMATOP Ta PEXHUCED
Maxc ®neitmep po3poduB crerialbHUN TPOEKTOP, 38 JOMOMOTOI0 SKOTO BUKO-
HYBaJIOCSI TIOKaJIpOBE MMEpeMalbOBYBaHHs 3HATOI KIHOIUIIBKH. Tak BHHHUKIIO
POTOCKOIIIFOBAHHS.

Hacrynuuii ertan po3Butky Motion Capture moB's3aHuil 13 HOIMIMPEHHSIM
obuuncroBanbHOl TexHikU. Y 1962 pomi Jli Xappicon I mo6ynyBas ANIMAC,
riOpuaHui KoMm'toTep s rpadiyHol aHIMaIlii, SKuid Ha OCHOBI CKJIaJHOTO KOC-
TIOMa MIr cTBOpioBatH 300paxeHHss aktopa Ha EllT-ekpani. 3romom
Monu(pikoBaHa CHCTEMa MiJ Ha3BOIO Scanimate BHKOPUCTOBYBajlacs Ha
TeneOauyeHHl — POJIMKU BUXOWIN IJIABHUMH, 3 HACHYEHUMHU KOJIHOPAaMU Ta BU-
COKOIO 4aCTOTOIO KaJIpiB.

IrpoBi aHimarii BiAPI3HSUIMCS OPUTIHAIBHICTIO MIAXOAIB O CTBOPEHHS.
OcoOnuBuii 1HTEpEC BUKIMKAIU 1rpu 3 §-0iTHOW rpadikoro. st HUX aBTOpHU
MaJoBaJIu PO3KaJAPYyBAaHHS MEPCOHAXKIB MO KIITUHAX HA apKyllax, a MOTIM BU-
BoAWIN y rpy. Tak 3pobunu aBropu Super Mario Bros., Pac-Man To1o.

biTHicTe kapTuHKHM 30UIbIIyBajacs, mOTyxHICTh EOM 3pocraia,
3'IBJISIIMCS. HOBI CIOCOOM peanizarlii ij1ei. XToCh MPOCUB CBOIX JIPY3iB XOJUTH
Ta OUTHUCS TIepe]] KaMeporo, a MOTIM 3aMaJlbOBYBaB Iie y 1udpoBomy ¢opmari.
ATne irpu He BUTJISAANIM Tak caMmo Jo0pe, sk 3apas, uepe3 oomexkenns 256 Koaitr
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JOCTYIHOTO TIPOCTOPY Ha KapTpHU ki a00 mam'siTi rpaJibHOTO aBTOMATA.

3 nosiBoro noBHOLIHHOTO 3D B irpax Bce 3MmiHmioca. Tenep aHiMaTopu He
CTBOPIOBAJIM CIIPAMTH MEPCOHAXKA IIOpa3y 3 HyJsl, iM JOCTaTHHO OyJIO CTBOPUTH
3D mopens. Jlo Hel 1ogaBaBCs YMOBHHI CKEJET, KMl JO3BOJISIB O€3 0COOIMBUX
npo0JieM pyXaTH KIHI[IBKaMH, 10 CIIPOITYBajo poooTy.

[cHyrOTH 1Ba OCHOBHI BUIM CHUCTEM motion capture:

1. MapkepHa cucteMa mocap — BUKOPUCTaHHS CIEIIaIbHOTO 00JIa HaAHHS.
JronuHa, Ha SIKy HAIATalOTh KOCTIOM 13 JaTdyhKaMH, POOWTH HEOOXIJIHI PyXH.
Jlani 3 matyukiB (IKCYIOThCS KaMepaMmu 1 HAAXOISATh JO0 KOMIM'tOTepa, i€ BOHH
3BOJIATHCS B €IMHY TPUBUMIPHY MOJIEIIb, 110 TOYHO BIATBOPIOE PYXH aKTOpPa, HA
OCHOBI SIKO1 0Jipa3y abo Mi3HiIIe CTBOPIOETHCA aHIMAIlisl IEPCOHAXKA.

2. be3mapkepHa TEXHOJIOTiISI HE MNOTpPeOye CHEellaJbHUX JAaTYUKIB YU
CIIELIAIbBHOTO KOocTioMa. be3mapkepHa TEXHOJOTisl 3aCHOBaHA Ha TEXHOJOT1SIX
KOMIT'FOTEPHOTO 30py Ta po3Mi3HaBaHHsA oOpasiB. B gaHoMmy Bumanky He
NMOTPIOHO CIeIiadIbHOrO OO0JIaJIHAHHS, CIIEIAIbHOTO OCBITICHHSI Ta MPOCTOPY.
3iloMKa 3MIACHIOETHCS 33 JIONOMOTOK 3BUYAHOI KamMepu abo BeO-kamepHu Ta
MEPCOHATLHOTO KOMIT'IOTEpa.

MapkepHa cucTteMa 3a MPUHIMUIIOM IMepefadl pyxy TMOIUISEThCS Ha:
ONTUYHI CUCTEMHU (MacCWBHI 1 aKTUBH1), MarHiTHI CUCTEMHU, MEXaHIYHI CUCTEMHU
Ta TIPOCKOIIYHI CUCTEMH.

[TepeBarn motion capture. Y MOpiBHSIHHI 3 CHHIM YU 3€JICHHM CKPaHOM,
MOKAaIll Ma€ Taki TepeBarw: OJWH aKTOp MOXE TpaTh JeKUIbKa pOoJeH,
MOJKJIMBICTh TTOETHAHHS MOKAITy 3 PYYHOIO MYJbTUILTIKAIIEI0, MOKHA peaary-
BaTH MOCT(AKTYM CBITIIO, paKypc, pyxu. [Ipote, OumbmricTs pizHOBHIIB MOtion
capture gopori i1 po3mip cTyaii oOMeXXeHUM, Ha BIIMIHY BiJ 3€JICHOTO €KpaHy,
KWW MOXHA 3pOOUTH JJOBOJII BETUKHUX PO3MIpIB.

Skio mopiBHATH 13 3D-MyIbTUILIIKAIIEI, TO 3aBISIKH MOKAITy BXKE uepes
KUIbKa XBWJIMH TICIS 3MOMKM MOXXHA MOOAYUTH TPUOIU3HMM pe3ysbTaT 1
3pO3yMITH, BAPTO YU Hi 3MIHIOBATH ClieHYy. Takox 3axBaT pyXy nepeae peajizm
pyxiB, OCOOJUBOCTI pyXy JIOJAMHU abo TBapuHH. I B TOH ke yac y motion
capture pyx TMEpCOHaXIB OOMEXY€EThCA 3aKOHAaMHU (PI3MKH, MIO0 CTBOPIOE
HE3PYYHOCTI JUIsl Mi(DIYHUX TePOiB, Y AKX MOMKIMBOCTI PyXiB MIUPIII, HIK PyXH
moauau. [Ipobraemoro € i mpomnopirii, KO0 MOAEb, IKy aHIMyIOTh, Ma€ 1HIII
poTopIIii, HDK akTop. Hampukiman, SKIO «TOBCTHIY» MEPCOHAX aHIMOBAHUN
JTAHUMU, K1 3HATI 3 HABITh JAY’K€ MOBHOI JIOJUHU, PYKH MOXYTh «BXOJHUTH» Y
Ti10. HaBiTh 3a MIBUAKOTO PO3BUTKY TEXHOJOTIHA, MOcap CbOTOAHI MAa€ MEBHI
HEOJIKH, 11 HEIOJIIKU Oy IyTh TOCIIIKEHHI Y KBalli(piKaliiHiil poOOoTI.
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