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This paper describes metahuman technology created for the Unreal Engine

game engine that creates realistic people for real-time animation.

CTBOpEHHSI MEpPCOHAXIB € CKIAJHUM 3aBAaHHAM i 3D XynokHHKa,
OCKUIBKM BKJIIOYA€ HE JIMINE TeXHIYHI HaBUYKH podotu 3 3D rpadikoro, a i
XyJIOXH1 BMIiHHS. ['0J0BHE — poO3poOUTH MOJEIb, WO BIANOBIIATUME
CTWJIICTHUIIl, TapMOHIMHO BIUCYBAaTUMETHCSI B OTOUYECHHS Ta CHOPUSITUME
3aHYpPEHHIO TPpaBlisl y BIPTyallbHUM CBIT. Burisia nepconaxa 3aaexuTh Bl MOTO
MOXOJIXKEHHSI, 1cTopli Ta o0cTaBUMH. BaxxiinBO BpaxoByBaTH BIKOBI, T€HAEpHI,
pPacoBi PUCH i1 YaCc PO3pOOKHU.

Mera paHoi poOOTH — JOCHIUKEHHS MOJKJIMBOCTEH 1HCTPYMEHTa
Metahuman B mporieci po3poOKu Mojesel JitojAeil B IFPOBOMY CepeIOBHIII
Unreal Engine.

Icnye nBa ocHoBHi irposi asurynu: Unreal Engine ta Unity. Xoua Unity
MIIXOAUTh JJis pi3HuX npoekTiB, Unreal Engine € ognuM 3 HalliHOBaIlIMHIIIKX
IHCTpYMEHTIB IS Bi3yanizalii y cydacHid iHmyctpii rpadiku. Crodartky,
BunyieHuit y 1996 poiri, BiH MO3UIIOHYBABCS JI PO3POOKH 1rop. 3apa3 TaKoxX
aKTUBHO BUKOPUCTOBYETHCS MJid TMpe-Bizyadizailii KJiMiB, apXITEeKTypu Ta
roJUTIBYJICHKOTO KiHO [ 1, 2].

Penakrop nepconaxis Metahuman — iHHOBaLIMHUN OE3KOIITOBHUI CEPBIC
Epic Games, 1mo mnoeaHye XMapHl TEXHOJOTrii W I1HJIWBIAyaJibHE arapaTHe
3a0e3neyeHHs. BiH ae 3Mory CTBOPIOBAaTH PEATICTHYHI MOJEl JIOASH IS
PEHIEPUHTY B PEKHUMI PEaJbHOIO 4acy, BIJIKPUBAIOUM IIMPOKI MOKIIMBOCTI SIK
1U1s1 TpodpecioHaiB, Tak 1 AJisl JIIOOUTENIB.

MetaHuman Creator BHUKOPHUCTOBY€ XMapHI OOYMCIECHHS, MHPOLEAYpPHE
MOJIEIIOBaHHS, CKaHOBaHI 3D-naHi Ta IITYYHUI IHTENEKT [JIs CTBOPEHHS
peanictnuHux mnepconaxip [3]. KopuctyBau moxke oOpaTu mabiioH i 3MiHIOBaTH
napameTpu 00JIUYYs, KOJIip MIKipH, O4YeH, 3a4iCKy TOIIO.

VYci 3MIHM BUHO B peajibHOMY 4Yaci, 10 BUTIJHO y MOPIBHSHHI 3 OUIbII
KJIACHYHUM CTBOpeHHsAM 3D wMojeneld, ne peHaep AOLUIBHUI JUIIE MICIs
MOJICITIHTY, CKYJIBIITUHTY Ta TEKCTypyBaHHS [4].

Mopens MOXXHa HE JMIIE CTBOPIOBATH y XMapHOMY peIakTopi, a #
penaryBatu B Zbrush, Maya a6o inmmx 3D-nakerax. Ile 103Bojsi€ CTBOpOBaTH
HE JINIIIE JI0JIeH, a i HApI3HOMAHITHIIINX TYMaHOITHUX TTEPCOHAXIB.
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Pucynok 1 — Xmapnuii penakrop Metahuman

[TonynspHicTe Metahuman Takox 3ymoBieHa BOYyJZOBAHMMH aHIMalLIsIMU
Ta IHTErpali€ro 3 MporpamaMu 3axoIuieHHs pyxy. Lle nae 3mory mepeHocuTH
eMOIIli JIIOJMHU Ha aBaTapa 0e3 nmpodeciiiHoi CTy/lii Ta JOpOroro 00JIaHAHHS —
noctatHbo 1Phone 3 mporpamoro LiveLink, sika po3cTaBisie TOUKH-TpEKEpH Ta
MepEeHOCUTh aHiMalio Ha 3D-monens [4].
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