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The article considers the technical process of creating a 2D skeletal rig in
Moho 14. Special attention is paid to the preparation of the source file in Adobe
Photoshop, the hierarchy of layers, and the configuration of the bone system.
The author describes the use of Smart Bones to correct mesh deformations and
Bone Constraints for realistic movement. The result of the work is a functional
model ready for animation in a professional pipeline.

VY cydyacHOMY CBITiI € 0arato MOXJIMBOCTEH B 1HAYCTpIi TBOBUMIPHOI (2D)
animMauli. [lounHaroum 3 MokaapoBOi aHIMAIlll 10 Cy4acHOI JIe€ MOKHA CTBOPUTH
PITTIHT 3 KICTKOBOIO CTPYKTYPOIO, 110 JI03BOJISIE 3HAYHO MPUCKOPUTU BUPOOHU-
YUl mpoIec Ta 3a0€3MeYUTH MOBTOPHE BUKOPUCTAHHS aHIMAIIMHUX €JIEMEHTIB.
OmHuM 13 MPOBITHUX IHCTPYMEHTIB y 1boMy Hampsimi € Moho Pro (Anime
Studio Pro) 3aitmae o/iHy 3 BEpXHBOT JIAHKH JI1IEPIB Ta MO3UIIII HA BUPOOHUIITBI,
yepe3 CBOi OCOOJIMBOCTI y CTBOPEHHI K MOKaJIPOBOI TakK 1 KICTKOBOI aHIMallii, a
TaKOX BEJIMKOIO0 KIJIBKICTIO IJIAriHiB 10 Hei. TakuM 4MHOM, Ha TENepilIHii Jac
€ € aKTYyaJbHOIO TEMOIO, IO TMOJIATAE B JOCHIKEHHI HIOAHCIB MO CTBOPEHHIO
CTaOUIPHOTO PITTIHTY, IO MiHIMI3ye AedopMaliii mpu pi3HUX KyTaX MOBOPOTY
KIHITIBOK TIEPCOHAXKY.

O0’exkTOM A0CTiIzKEHHS € TTpoliec CTBOpeHHs 2D nepcoHaxHOi aHIMaITi.

IIpenmeTomM AoCTiIzKeHHS] BUCTYMAOTh METO/AM PITIHTY MEPCOHAXKa B Ce-
penosutt Moho Pro.

Meto1o poboTH € TiABUIICHHA SKOCTI nedopmaliiidi mepcoHaka Mpu aHi-
Mallii IUISIXOM ONTHUMI3allii CTPYKTYpPHU PITIHTY.

Ha erami miarotoBku rpadgiyHux pecypciB KpUTHUYHOK € KOPEKTHA OpraHi-
3aria mapiB. KoxxeH eneMeHT mepcoHaka (KIHIIBKH, TyJIyO, ToJIoBa) MOYMHA-
€THCSL 3 KOPEKTHOTO PO3MIIIEHHSI HA OKpeMoMmy miapi. B ocHoBHOMY mporpama
MIJTPUMY€E 1 CTBOPEHHsI BEKTOPIB y cOOl camiii, a TaKOXX EKCIIOPT 3 Mporpam
Adobe Illustrtor Ta Adobe Photoshop 3a motpebu. ['oioBHE 11100 KOKHA YacTHUHA
Oyna HamalbOBaHa Ha HOBOMY IIapi. TakoX Ba)KIMBO BIAMAJIOBATH KPYT'H Ha
YacTKax 1o OyayTh 3ruHaThCs, Tak 3BaHl «Cyrmobu» (overlapping), me 3a0e3-
NEYUTH Bi3yaJbHY LITICHICT MPU NOBOPOTL. TOMY y IbOMY BUIIAJIKYy y HAC € TPU
BapiaHTy sIK EKCTIOPTYBATH MIAPH B IPOTPamy.

1. Yepes crBopenHs nomapoBoi mojeni y Adobe Photoshop Ta mona-
JBIIOMY eKcropTyBaHHI B Moho.
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2. Uepes crBopeHHs mnomapoBoi mozeni B Adobe Illustrtor 3 mogans-
IIMM €KCIIOPTOM J0 MPOrpamu.

3. CTBOpeHHS BEKTOPHOI MOl B caMiil Mporpami 4epe3 BEKTOpHI
rapu.

CkenerHa iepapxisl.

[To 3akiHYEHHIO CTBOPEHHS MOJIENl MMOYMHAETHCS caMm piriar. B Moho Pro
CTBOpIOEThCS map tuny «Bone». KicTku moTpiOHO po3CTaBIsATH MOYMHAIOYH 3
MaTepuHCHKOi KicTKH («Root Boney» 3a3Buyail 3HaxonuThes HA piBHI Ta3y) Bin
Hel HayTh qovipHi 3B’ s13KH. I1icis cTBOpEHHS OCHOBHUX KICTOK Ba)KJIMBO BiJIKO-
pUTYBATH iX CHJIy Ta BIUIUB Ha CycinHi KicTku «Bone Strengthy, mo0 koxxHa Ki-
CTKa Maja CWIy JIMIIE HaJl CBOEK YaCTHHOIO. TaKoX Ba)JIMBO TO3HAYUTH
IPUB’SI3KY KICTOK JI0 KOKHOT'O 3 CBOIX LIApiB SIKIIO y Bac GararomapoBHil mep-
COHaX 4M 00’eKT. SKmo y mamii 3 popmMaToM KiCTOK 6arato BEKTOpHUX abo pa-
CTPOBHX IIAPIB, SKIIO HE MPHUB’SA3aTH KOXKHY KICTKY JO CBOTO IIApy TO 00’€KT
KOTPOMY HaJla€ThCs CKeyeT Oyne aedopMyBaTUCS HE Tak sK MOTpiOHO. Takoxk
MO>XKHAa BUAUINTH IHCTPYMEHT JJIi CTBOPEHHS 3B’S3KIB KICTOK HE 4Y€pe3 CTBO-
PEHHS KOKHOT OKpEMO, a yepe3 MeH3IHK.

InBepcHa KiHeMaTHKa Ta OOMEKEHHS TIOBOPOTY.

[Ipu cTBOpEeHH1 KICTOK HIT' Ta JIETHIOI MOJAJBINOI aHIMaIlli BUKOPUCTOBY-
I0TBbCSI TaK 3BaH1 KicTKU-1M «Target Bonesy. 3a 1omoMororw HUX € MOXKIIHU-
BICTh (hiKcaIlli CTONH Ha MJIONIMHI, T ABTOMATHYHUM PO3PAXyHKOM BUTHHY KO-
JiHa Tpu pyxy Tazy uu ctornu. Bone Constraints e QyHKIlisE 0OMEXKEHHS KyTa
MOBOPOTY IMPH HiM BUKJIIOYAETHCS] HEMPUPOIHUM BUT1H KIHI[IBOK.

Texnomnoris Smart Bones.

["onoBHoto mepeBaroto Moho Pro 1ie cuctema «Smart Bones». 3a momomo-
TOI0 HEl CTBOPIOIOTHCS CIICIialIbHI «eKIeHm»(Actions), BOHH JO3BOJISIOTH 3pO-
OWTH HANPHUKIIAJ TAaKl ACIIEKTH y PITIHTY SIK: TOBOPOT royioBu Ha 180-360 rpany-
CiB, IEpEeMHUKaHHS TIOJIOKEHHS PYKH CHepedy UM 3ay Tyiryoa, abo MOpPraHHS YU
BIIKPUTTS Ta 3aKPUTTA POTa Ta 1HIIMX €JIEMEHTIB MIMIKU MEPCOHAXka, 3aBISIKU
nepemukadam (Switch).

HaykoBa HOBHM3HAa Po00TH Mojsrae y popmamiszalii miaxoay A0 ONTHMi-
3arrii piriary B Moho Pro, 110 Bkirouae:

« KOMOiHOBaHe BUKOpucTaHHs Bone Strength Ta Smart Bones ams mokari-
3arrii nedopmartiii;

e 3acTOCYBaHHS overlapping y moemnansi 3 IK mist 30epexeHHs BizyanbHOI
IITTICHOCTI CYTJIO01B;

e CHCTEMATH3AI[1I0 €TamiB MO0yI0BU PITIHTY AJs MiHIMI3alli TUIIOBUX ap-
TedakTiB.

VY pesynbTaTi AOCIIKEHHS] BCTAHOBJIEHO, 110 3alIPOMOHOBAHUN TIX1 J10-
3BOJISIE 3MEHIIUTHA KUIBKICTh Bi3yaJdbHUX JAedopmalliii y cyriodax, MiJIBUIIUTH
CTallIBHICTh aHIMAIlll Ta CKOPOTUTH Yac 1i CTBOPEHHSI 3a PaXyHOK MOBTOPHOTO
BUKOPHUCTAHHS PITIHTY.
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BucHOBOK.

3anmpornoHoBaHa METOAMKA PIriHrYy nepcoHaxka B Moho Pro € epextuBHUM
IHCTpYMEHTOM omnTHuMi3alli npouecy 2D animarliii Ta Moke OyTH BHUKOpPHCTaHa
K y HaBUYAJIbHUX LIISAX, TaK 1y npodeciiiHoMy BUPOOHMIITBI U(POBOTrO KOH-
TEHTY.
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