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This thesis highlights the importance of proper skinning in 3D character

creation for games. It examines how well-painted weights ensure smooth, realis-
tic deformations, preventing stiff or unnatural animations that break immersion.
The paper discusses the challenges of balancing bone influences, the impact on
performance, and the role of tools like Blender, Maya, and 3ds Max in refining
weight distribution. Lastly, the thesis highlights best practices for achieving
high-quality results efficiently.

CKIHIHT € BaXJIMBUM €TarioM y CTBOPEHHI NEPCOHAXKIB JJIS 1rOp, SIKUW 3a-
Oesneuye TIaBHY Ta peanictuuny aedopmainiro 3D Momeni npu aHiMariii. Ls
TEXHIKa BKJIIOYA€ MPUCBOEHHS Bar BEpIIMHAM 00’ €KTY, BUBHAUAIOUH, HACKLIBKH
CHJIBHO KOXKHa KICTKa CKeJeTa BIUIMBA€E HA PI3HI YaCTUHU TiJIa IepcoHaxa. Po3-
TJITHEMO CKJIAIHOCTI (hapOyBaHHS BariB, HOTO 3HAYYIIICTh Ta €TANU JOCSITHEHHS
BHUCOKOSKICHUX PE3yJIbTaTIB.

VY po3podiii irop mepcoHaxki MOBUHHI PyXaTUCS MPaBAONOAIOHO, Oyab TO
BUKOHAHHS CKJIAJIHUX OOMOBMX MaHEBpIB a00 MPOCTUX aHIMAIllil y CTaHi CIO-
Ko10. bes nmpaBuiibHO po3dhapOoBaHMX Bar MEPCOHAXKI IEMOHCTPYBATUMYTh JKOP-
CTKI Ta HENPUPOJHI PYXH, IO MOPYIIYE 3aHYPEHHS 1 3HUXKYE SKICTh Bi3yamy.
[IpaBwibHe (hapOyBaHHS BariB 3a0e3mneuye MiaBHy AedopMalliro mKipH, 0 Cli-
JIy€ 32 pyXaMmH ckeseTa peanictuuHo. Ile cripusie mpaBaomno1iOHOCTI IepCoHaxa
1 mokpaiye nocBia rpasus. Ha pucynkax 1 1 2 300pakeHO MPUKIAAM MOraHo 1
rapHo po3¢papOOBaHUX Baris.
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Pucynox 2 — [Ipukinazg rapHo po3dapOoBaHuX Baris

dapOyBaHHS MOYMHAETHCSA 3 PITY MepcoHaxa, 1o mae ckener 1 mem (3D
Mojienb nepcoHaxka). KoxkHa BepimHa y 00’ekTa Moke OyTH i BIUIMBOM OJI-
Hi€i abo Olgpmie KICTOK. Barm € 4YWCIOBMMH 3HAUCHHSIMM, IO 3a3BHYaM
BapitooThes B 0 10 1, 10 BKa3ylOTh Ha CTYIIHb BIUIMBY KICTKHA Ha BEPILHHY.
Bara 1 o3nauae, mo KicTKa MOBHICTIO KOHTPOJIOE BEpIIuHY, a Bara () o3Hayae
BIJICYTHICTh BIUIUBY. MeTa mnoJisirae B ToMy, 11100 gapOyBaTH 11 Baru TaKUM YH-
HOM, 1100 IMITYBAaTH MPUPOJIHUNA PYX M'SA31B 1 MIKIPH.

®apOyBaHHs BariB BUKOHYEThCA y MporpaMmHoMmy 3abe3neuyeHHi ans 3D
MojieNtoBaHHs, Takomy sik Blender, Maya a6o 3ds Max, siki mpomoOHYIOTbH
creriaigbHl IHCTPYMEHTH IS 1i€i 3anadi. [loyaTkoBl Barm MOKyTh T€HEpYBaTH-
Csl aBTOMAaTUYHO 32 JIONMIOMOTOI0 aJTOPUTMIB, SIKI HAMArarThCsl PO3MOALINTH Ba-
' Ha OCHOBI OJIM3BKOCTI 70 KicToK. e Hamae BiAmpaBHy TOYKY, Ky MOTIM MO-
YKHA JIOOTIPAIIOBATH BpYUHY. XYI0KHUKHA MOKYTh BUKOPHCTOBYBAaTH HAJAIITO-
BYBaHHI MEH3J JIJIs1 3aCTOCYBaHHS Bar 6e3mocepeIHb0o Ha 00’ €KTI, Ta IHTYITUBHO
KOHTPOJIFOBATH BIUIMB KOXKHOI KICTKH.

Pi3H1 KONBOPHU MPEACTABISAIOTH Pi3HI 3HAYEHHS Bar, AOMOMAararo4yu Xyma0x-
HUKaM €(QEeKTHUBHO OayUTH Ta HANAILITOBYBAaTH PO3MOJLI. 3a3BUYAll YEpBOHUU
BKa3ye Ha MOBHUM BIUIMB (Bara 1), cuHI — Ha BIACYTHICTH BIUIMBY (Bara 0), a
1HII1 KOJIbOPH MPEICTABISAIOTh MPOMIXKH1 3HaYEHHS.

3abe3nevyeHHs] MPaBUILHOTO BIUIMBY KUIBKOX KICTOK Ha CHIJIbHI BEpUIMHU
Moske OyTH cknagauM. Hanpukian, obmacTs 1miieda, 1e mepeKpruBaloThCs BIUIHB
BEpPXY PYKH Ta TOpCy, MOTpedye pereabHoro OanancyBaHHs. JlocATHEHHS Mpu-
ponHux nedopmariiii BKIIOYA€E IMITAIII0 TOTO, SIK PYXal0ThCs CIIPaBXKHI MIKipa i
M'si3u. Lle yacTo morpelye 1TepaTUBHOIO JOOMPAIIOBAHHS Ta TECTYBAHHS 3 Pi3-
HAMH aHIMaIissMH. X04Ya BHCOKOJICTaII30BaHl 00’ €KTH Ha TEPIITUi OIS MO-
KYTh 3/IaTUCS TapHUM BHOOPOM, Y€pe3 MOKIIMBICTh OUTBIII TOYHOTO HaJAIITY-
BaHHS BariB, HACTpaB/i 11¢ He Tak. Habararo seriie mpairoBati ¢ 3 HU3BKOJIEC-
TaJI130BaHOI0 MOJICIUUIIO CaMe Yepe3 Mally KUIbKICTh TOUYOK, sIKI MOKHa Habararto
mBUIIe HajgamTyBaTd. OKpiM TOTO MIJABHINCHHS JeTajizallii Mojenl ycKiai-
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HIOE pOOOTY 3 HEIO JJI KOMIT FOTepa, 10 MOXKE 3HAYHO BIUIMHYTH Ha BITIYTTS
BiJl TPH.

{06 mocsArTH ONTUMAIBHUX PE3yJbTaTIB y CKIHIHTY Ta 36KOHOMHUTH dYac,
Kpalie BChOTO MOYMHATH 32 aBTOMATUYHOTO PO3MOALTY BariB. ABTOMaTHYHE
IIPUCBOEHHS Bar J1a€ XOPOIUIY BiAMPaBHY MO3UIIIO0, IO MOTIM JIOOMPAIIbOBYETHCS
Bpy4HY. Baru moctiiiHO TeCTyrOTbCs 31 CIelialbHUMU «T€CTOBUMUY aHIMaIlls-
MU, 1100 BU3HAYUTH 00J1acTi, 1110 NOoTpeOyIoTh HanamTyBaHHs. [Ipu ¢papOyBanH1
Bar JUisi CAMETPUYHUX TIEPCOHAXKIB BUKOPUCTOBYIOTHCS IHCTPYMEHTH CUMETPII,
110 J3€pKAJIbHO Bi0OpakaroTh HAJAIITYBaHHS Bar Ha 1HIIY CTOPOHY, CIPOIILY-
104X POOOTY Ta 3HAYHO EKOHOMJISIYH Yac.

CKIHIHT — He caMUi 1HTYITMBHUHN MpOIEC MPU CTBOPEHHI NEpPCOHa)Xa, Ha
SKOMY YacTO 3aCTPSATAIOTh HOBAUKH. AJle SIKIIO JOKIACTU 3yCHUJIb O PO3YMIHHS
JOr0 MPUHIMIIIB BIH CTa€ IPOCTUM 1 3p03yMIIMM. X04a TPYAHOILI MOXKYTh BiJ-
IITOBXYBaTH, HA MOMEHT HaNKMCaHHs, 0€3 MpaBUIbLHOrO CKiHIHTY 3D mepconaxa
JUTS TPU CTBOPUTH HE BHIIC.
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