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3ACTOCYBAHHSA TEXHOJIOINX MOTION CAPTURE
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3yuyeHko M.O., cmydeHm, kagpedpa MCT, XHEY

Anomauia. PosansHymo cydacHi mexHonoeii 3axorneHHs pyxy (Motion Capture) ma ix
3acmocyeaHHs1 8 pisHUX cghepax OisiibHOCMI. 30Kpema, npoaHanizo8aHo MPUHUUNU Pobomu ONMUYHUX,
iHepyitiHux ma 6e3MapKepHUX cuCmeM 3axOrIeHHs PyXy 3 8UKOPUCMaHHSIM KoM 'tomepHozo 30py. Okpema
yeaza npudineHa esukopucmaHHio MoCap y kiHemamozpadgbi, gideoiepax, criopmi, mMeduUuHi, oceimi ma
CMBOPEHHI 8ipmyasibHUX repCcoHaxxis.

Knwowoei crnosa: MOTION CAPTURE, IHTEPAKTUBHICTb, KOMITKOTEPHUA  3IP,
IHTEPAKTUBHI ABATAPU.

Y cyyacHoMy cBiTi TexHosnorii 3axonneHHs pyxy (Motion Capture a6o MoCap)
BiAirpatoTb BaXXNMBY porb Yy 6aratbox ranyssix — Big po3BakanbHUX iIHOYCTPIN 40 MeANLNHN
Ta Haykn. Motion Capture — ue TexHonoria peectpauil 1 UMGPOBOro BIATBOPEHHS PyXiB
noguHn abo ob’ekta. BoHa nondrae y dikcauil kKoopauHaT KNYOBUX TOYOK Tina 3a
AOMNOMOroK Kamep, CeHcopiB abo KOMMIOTEPHOro 30py 3 noganbllol obpobkow B
cneuwianisoBaHoMy nporpamHoMy 3abeaneyveHHi. HanyacTiwe BUKOPUCTOBYHOTLCS TP TUMK
MoCap-cuctem: onTuUYHi 3 Mapkepamu (Hanpuknag, Vicon), iHepuinHi (Xsens, Rokoko) Ta
Ge3mapKepHi, Lo NpauiooTb 3 BUKOPUCTAHHAM KOMM' IOTEPHOIO 30pYy N LWTYYHOrO iHTENEKTY
(Microsoft Kinect, OpenPose) (puc. 1).
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PucyHok 1 — 3acTtocyBaHHsa Motion Capture yepes KoMn'toTepHWN 3ip ANs BipTyanbHOro NepcoHaxa

o

Hamsigomiwe 3actocyBaHHs MoCap — y cdepi kiHemaTtorpada w Bigeoirop.
TexHonoris BUKOPUCTOBYETLCS AS11 CTBOPEHHSA peaniCTUYHOT aHiMaLil MepCoHaxiB y Taknx
dinbmax, gk "Asatap", "Bonogap nepcHis", "MecHukun", a Takox y nonynspHux irpax: "FIFA",
"The Last of Us", "Call of Duty" Ta iH. ¥ cnopTi Ta meanunHi Motion Capture go3sonsie TO4HO
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aHanisyBaTu pyxu Tifla CNOPTCMEHIB Y1 NAUiEHTIB, BUSBIISATU PU3UKM TPaBM, KOHTPONOBATU
BiAHOBMEHHA nicna onepauin abo TpaBM. Takox ii 3acTtocoBylTb Yy OGiomexaHidi,
poboTOTEXHIUI, NiArOTOBLI BipTyarnbHUX aBaTapiB, HABYaHHI LUTYYHOTO IHTENEKTY i HaBiTb Y
CTBOpPEHHI BipTyarnbHUX rigis Ta ocsiTHiX VR/AR-nporpam (puc. 2).

PucyHok 2 — 3actocyBaHHs Motion Capture B kiHematorpadi

[lo HannowwupeHiworo nporpamHoro 3abesneyeHHa HanexaTtb Vicon Nexus, Xsens
MVN, Rokoko Studio, iPi Soft, Adobe Mixamo, a gns Bidyanisauii 3ibpaHnx gaHnX akTMBHO
3actocoByoTb Blender, Unity abo Unreal Engine. NepeBarn TexHONorii o4eBUAHI: BUCOKa
TOYHICTb, aBTOMATM3aLUisa aHiMau,il, MOXIMBICTb pobOTK B peanbHOMYy 4vaci. [poTe iCHylTb i
HeJoriKK, cepef SKMX — BUCOKa BapTiCTb 0bnagHaHHsA, CKNagHiCTb HanawTyBaHHSA, BUMOTK
A0 YMOB 3MOMKM (OCBITNEHHS, NPOCTIP), a TakoX noTpeba B peTenbHin noctobpobui AaHUX.

Takmm ynHom, Motion Capture — e NOTY>KHWUIA IHCTPYMEHT LUMdPOBOro MogentoBaHHs
Ta aHanisy, 9kun yxxe 3apas 3MiHIOE BUrMsa KiHO, OCBITU, MeAULMHU Ta NPOMUCNOBOCTI. 3
KOXXHUM POKOM TEXHOSOris cTae LOCTYMHILIOK 3aBASKM PO3BUTKY LUTYYHOrO iHTENeKTy Ta
KOMM'IOTEPHOrO 30pYy, WO Aae 3MOry BMKOpPUCTOBYBATWU 1i HaBiTb ©6e3 cneujanbHOro
obnagHaHHs. NMepcnekTnBn 3actocyBaHHAa MoCap Haa3BM4amHO LUMPOKI — BiJ CTBOPEHHS
BipTyanbHUX NOAEN 40 NOBHOLIHHOMO 3aHYpPEeHHSA B LM POBI CBITHW.

JlitepaTtypa.

1. Bailenson, J.N. (2018). Experience on demand: What virtual reality is, how it works,
and what it can do. W. W. Norton & Company.

2. Brown, L. (2021). Virtual YouTubers: The rise of digital influencers. MediaTech
Press.

3. Gonzalez-Franco, M., & Lanier, J. (2017). Model of illusory body ownership in
virtual reality. Nature Reviews Neuroscience, 18(10), 585-593.
https://doi.org/10.1038/nrn.2017.104.

270



