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This work is devoted to the issues of animating characters’ movements.
Real-time character animation for gaming and film industries is challenging and
achieving production-ready quality requires a huge amount of time and
resources. Animation through marker-based motion capture is quite a tiresome
process that requires costly motion-capture suits, multiple cameras, and a large
database. With the use of neural networks, it is possible to generate animation in
real-time. We propose using a model that aims to generate real-time human-like
character animation in Unity using Reinforcement learning and Deep
Reinforcement learning algorithms.

[Tporpamu komm’r0TepHOI rpadiku 1 BIpTyalabHOI peaibHOCTI, Bl (iIbMIB
70 BIEOIrOp, LIMPOKO BUKOPHUCTOBYIOTh BIPTyaJbHHX MEPCOHAXKIB, TOOTO
upoBi 300paXKeHHsI JIOJICH, TBApUH YW IHIIMX XUBHUX I1CTOT. Y BEIUKHUX
aHIMAIIHHUX CTYAISX Ta IFPOBUX TaTy35X aHIMAIIisl IEPCOHAXIB CTBOPIOETHCS 32
JIOTIOMOTOI0 TEXHIKM 3aXOIUICHHS PyXy Ha OCHOBI MapkepiB. Takuii cmociod
aHIMaIlil IepCOHaX1B BUMarae BeJIMUE€3HUX BUTPAT Yacy 1 pecypciB.

PoGoTy mpuCBSYEHO MAOCHIDKEHHIO Ta aHalidy ICHYKYHX METOIB
CTBOPEHHsI aHIMallli pyXiB TNEPCOHAXIB, a camMe MOJCICH HaBYaHHSA 3
MIKPITIIICHHSM 3 BUKOpHCTaHHSAM cepenoBuia Unity Ta Unity ML [1].

AKTyanbHICTh JOCIIPKCHHS BU3HAYAETHCS, 3 OJHOTO OOKY, PI3KHUM POCTOM
BHMOT JIO aHIMAIIiH, SKi MalOTh OYTH SKICHUMH 1 OyTH CXOXHUMH Ha ITOBEIIHKY 1
PYyXy peanbHUX, a 3 IHIIOTO0 — TMOPIBHSHO HEBEIWKOK KITBKICTIO HAyKOBUX
nyOJikamii 3 BUKOPUCTaHHS METOIB MAIMHHOTO HAaBYaHHS, TIUOOKOTO
HABUYaHHS Ta HEHPOHHMUX MEPEX JIJIS 3aBJIaHb MOAIOHOTO THUITY.

[cayroui Meroau CTBOpeHHS aHiMalid a0o, SK 3a3HAYeHO paHille,
BUMararoTh 0araTo pecypcis, yacy, Ta CelialbHUX KOCTIOMIB 1 araparypH, ado
MOJIeJli BUMaraloTh MOAAJBIINX HAJAIITYyBaHb YW BHKOPUCTAHHS TiOpUAHHUX
METO/I1B, 1100 MEPCOHAXK PyXaBCs MOI0HO peabHIN JTIOIHHI.

HapuanHs 3 MiAKpIMICHHSM BUIUISETHCS K 0aratooOisgrouuil miaxia g0
aHIMaIlii TEPCOHaXIB, OCKIIBKM BIH HAJa€ YHIBEPCAIbHY CTPYKTYpPY JIs
BUBYECHHS MOTOPUKH 0€3 MOTpeOU B MapKIpOBaHUX JTaHUX [2].

AreHT 1 cepemoBuille OOMIHIOIOTHCS 1H(OpMaliero Mk coboro. llei
poiiec 300pakeHo Ha PUCYHKY 1.
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Pucynox 1 — BizyanbHe 300paKeHHsI OCHOBHOTO ITMKJTY HaBUaHHS 3
M1IKPITUICHHSM

AJe, SIKIIO BUKOPUCTOBYBATH QJITOPUTMH MOJEI, sIKka HaBYaJIach JIUIIIE 32
JIOTIOMOTO¥0 HaBYaHHS 3 MiAKPIMICHHSM, Pe3yJIbTaTH HE3aI0BUIbHI. Pesynpratu
BUKOPHUCTAHHS AaJTOPUTMIB HABYaHHS 3 MIAKPIIUICHHSIM Ta IMITaliiHOTO
HaBUaHHsA Ha0OaraTo OUTBII CXOXI Ha JIOJICHKY TOBemiHKY. Lli pesymbratu
JOBOJIATH, IO MOXKHA OTPMMATH aHIMAIIIO, CXO0XY Ha PyXd JIOJUHHU, 0e€3
noTpedU TEXHOJIOTi 3aXBaTy PyXiB UM IHIIUX METO/IB, SIKI BUKOPHUCTOBYBAJIUCH
JUIs aHiMarti [3].

B po6oTti 3ampomoHOBaHO METOJ BUKOPUCTAHHS TJIMOOKOTO HABYAHHS 3
MIJKPITUICHHSM, 110 00’ €HYE MOJIeNIl HaBYaHHS 3 MIAKPIIJICHHSIM Ta TJIHOOKI
HelipoHHi Mepexi. Lleii MeTonq € HOBMM [Uis BUKOPHCTAaHHS B Taly3i, sKa
posrisinaeTbes. He3pakaroun Ha Te, 10 TIMOOKE HaBYAHHS 3 MIIKPIIUICHHSIM €
aKTUBHOIO c(eporo 13 KiJbKOMa HampsIMKaMHu JOCIIKEHHSI, aje JOCIIIKEHb
1010 BUKOPUCTAHHS IILOTO METOJA JUIsl CTBOPECHHS aHIMalliil IepCOHaXIB
Maiike Hemae. [lell MeToa /03BOJIsIE CTBOPIOBATH OUIBII SKICHY aHiMalliio 0e3
aptedaxTiB, Ie pyXH NO10H1 A0 JIOJCHKHX.

Takum 4YWHOM, HaBYAHHS 3 MIAKPIIUICHHSIM JyX€ KOPUCHUH IS
3aCTOCYBaHHS B aHIMallii MEPCOHAXKIB, K AJIS OKPEMUX MEPCOHAXIB, TaK 1 AJs
CUMYJISIIIIHM IITUX HATOBMIB. 3aBISKH MOJMATBIINM JOCIIIKEHHSIM 1 MaOYyTHIM
po3poOkaM 1€l miaxix Moke 3a0e3NMeuuTH 1€ Kpally aHIMalilo HDK
HaliCyyacHillll METOAU. AJie Jisi CTBOPEHHS OUIBII SIKICHUX aHIMaIii HeOoOX1IHO
BHECTHU CEPIHO3HI 3MIHU 10 TUTIOBOTO UKy HaBUYAHHS 3 MIAKPITUICHHSIM.
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