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AHAJIN3 TPAJALIMOHHBIX METO/IOB CO3/IAHUS
MPOJABUHYTBLIX CHCTEM KOHTPOJISI AJAITUBHBIX U
PEAJIMCTUYHBLIX AHUMAIIAI

Kopenesckuit 1. B., maructpant Otaenenus ”HGOPMAITMOHHBIX TEXHOIOTHIA
Hauunonansneiii uccnenoBatenbCkuil TOMCKHNM MOJUTEXHUYECKUN YHUBEPCUTET

B coBpeMeHHOI MHAYCTPUU BUJCOUTP aHUMAIUSI UTPACT KITIOUYEBYIO POJIb
B CO3JIaHUH YBJICKATEIHLHOTO W SMOIMOHAIHHO HACHIIIIEHHOTO UTPOBOTO OTIBITA.
PeanucTHYHOCTD W TUTABHOCTH aHWMAIIMKA HAIPSIMYIO BIIMSIOT Ha BOCIIPUATHE
UTPBI, TIOBBIIAS ypPOBEHb TIOTPYKCHHS H BEpbl B MHUP, CO3JaHHBIN
pazpabotunkamu. OAHONW W3 TJIABHBIX 3aJlad aHUMATOPOB M Pa3pabOTUMKOB
SBJISIETCS] CO3/IaHKE TUIABHBIX TIEPEXO0/I0B MEKYy Pa3HOOOPAa3HBIMHU aHUMAIUSIMU
NEPCOHAXEW, YTO TO3BOJISET JOOUTHCS €CTECTBEHHOIO IOTOKAa JBUKEHUH B
pPa3IMyYHBIX CHUTYalUsX HMIPOBOrO Ipolecca. OTO OCOOEHHO aKTyaJbHO B
JTUHAMUYHBIX W WHTEPAKTUBHBIX MTPOBBIX MHUpaX, T MCUCTBHS TMEPCOHAXKEH
MOTYT PE3KO U3MEHATHCS B 3aBUCUMOCTH OT PELICHUN U IEUCTBUI UTPOKA.

Unreal Engine, Oyayun omHMM W©3 BEAyIIUX HHCTPYMEHTOB JUIS
pa3pabOTKU UTp, IPEIOCTABISIET pa3pabOTUMKAM MOIIHBIN Ha00p QYHKIUHN J1s
CO3/IaHUS CJIOXHBIX M BBICOKOKAYECTBEHHBIX aHuManuii. brmaromaps stum
BO3MOXKHOCTSIM, aHUMAaTOpPhl MOTYT HE TOJBKO JETaM3UPOBATh KaXa0e
IBWKEHHE TE€pPCOHaXa, HO U oOecreuMBaTh IIJIaBHBIE MEPEXOJbl MEXKIY
aHUMAIlMSAMH, YTO KpailHe Ba)XXHO JJIS CO3JaHHS YKUBOTO M yOeTuTEIHHOTO
UTPOBOIO MHUpA.

B koHTekcTe pa3pabotku anumarnmii B Unreal Engine, metoabl co3manus
TUTABHBIX TIEPEXO0/I0B MEXKAY aHUMAIUSIMUA MOXKHO TOJIEIUTh HAa TPAIUIIMOHHBIC
U WHHOBAIIMOHHBIC TOJXOJbI. TpaJWIIMOHHBIE METOJbl BKJIIOYAIOT B CeOs
ucnonb3oBanue Animation Blueprints mist co3maHus CIIOKHBIX aHUMALMOHHBIX
cxem, State Machines myist ynpaBieHUS COCTOSIHUSMH M TIEpEX0aMH aHHUMAIIHH,
Blend Spaces st ruiaBHOTo CMEITMBaHUST HECKOJIBKMX aHUMAIIUH B 3aBUCUMOCTH
OT JWHAMHYECKHUX TIapaMeTpOB, TaKMX KaK CKOPOCTh WJIM HaIpaBlICHUE
newkenus, u Inverse Kinematics s pealMcTHYHOrO MO3UITUOHUPOBAHMSI
KOHEYHOCTEH MEepPCOHaXEH B MPOCTPAHCTBE. DTHU METOJIbI, JOKA3aBIIHNE CBOIO
3¢ (HEeKTUBHOCTH Ha MPOTSHKEHUU MHOTHX JIET, OCTAIOTCSI OCHOBOIIOJIATAIOIINMH B
aHMMAaIlMOHHOM npakTh-Ke BHyTpHu Unreal Engine.

C npyroil CTOpPOHBI, MHHOBAIlMOHHBIE METOJbI CTPEMSTCS PaCIIMPHUThH
IPaHUIIBl AaHUMAIIUX 32 CUYET BHEAPEHUS MEPEIOBBIX TEXHOJIOTUHN 1 1oax0a0B. K
TaKUM METOJaM OTHOCSTCS TPOIEAypHAs aHWMAIUs, KOTOpash TeHEepUpyeT
JIBWKCHHUSI B PeajbHOM BPEMEHH IS CO3JIaHUS YHUKAJIBHBIX W aJallTHBHBIX
peakIuii IepcoHakel Ha OKPY’KaFoIIyI0 Cpe/ly, UCIOJIb30BaHue JaHHbIX Motion
Capture mist oGecriedeHrs BBICOKOM CTETICHH peann3Ma U TOUHOCTH JIBIKEHUH,
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a TakKe MPUMEHEHHE AaJITOPUTMOB MalMHHOrO oOydyeHus u WU mus
ABTOMATHYECKOM TeHepalluy W aJanTalid aHUMaluid B 3aBUCUMOCTH OT
KOHTEKCTa M JIEUCTBUH HMIPOKA. DTH WHHOBAIMOHHBIE IMOJIXOJbl MpEaiararoT
HOBBIC BO3MOKHOCTH JJISI CO3JaHMsA Oojiee CJIOXKHBIX U aJalTHBHBIX
AHUMAIIMOHHBIX CHCTEM, KOTOPbIE€ MOTYT 3HAUUTEJIBHO MOBBICUTH Kau€CTBO U
MOTPY>KEHUE B UTPOBHIE MUPHI.

HecmoTps Ha MMpPOKUN CHEKTP JOCTYMHBIX METOJIOB, JIaHHas padoTta
coCpe/IoToYeHa Ha TPAJAWIMOHHBIX METOoJaxX co3daHus aHuMmarmid B Unreal
Engine. b1 mpoBeneH NIyOOKHMI aHAIM3 3TUX METOJOB, YTOOBI BBISBUTH
BO3MOYKHBIE CJIOKHOCTH U MMPOOIIEMBI, C KOTOPBIMHU CTATKHBAIOTCS Pa3pabOTINKU
IIPU UX IPUMEHEHUH. DTO T03BOJISET ONMPEICTUTh OTEHIIMAbHBIC HAITPaBJICHUS
I OyaymmXx yIydIIeHHd W MHHOBAIMM B 00JIACTH CO3JIaHMS IUIaBHBIX U
PCATMCTUYHBIX aHUMAIIUOHHBIX MEPEXOJIOB.

[lenbto JaHHOW HAyYHOU PaOOTHI SABJISETCS TIIyOOKOE M3yYeHUE U aHaJIn3
TPaJUIMOHHBIX MeTom0B aHumMaimii B Unreal Engine na mpumepe mpoekra
Advanced Locomotion System V4, aropctsa, LongmireLocomotion. OcHoBHOE
BHHMAaHHE YJIENsAeTCsl HccleqoBaHni0 S(PQGEKTUBHOCTH JITHX METOJ0B B
JOCTUKEHUHU TUIABHOCTHU U PEATMCTUYHOCTH aHUMAIIMOHHBIX MEPEXO00B, a TAKKE
UX QJIalTUBHOCTU K TUHAMUYHO M3MEHSIONIUMCS YCIOBUSAM UTPOBOTO TIpoIliecca.
[enb pacuupsieTcs 10 BBISBICHUS MOTEHIIMATBHBIX CJIOXHOCTEH U TpoOJieM, ¢
KOTOPBIMU CTAJIKUBAIOTCS Pa3paOOTUMKU MPU MPUMEHEHUU JaHHBIX METOIOB, U
OTIPE/ICJICHUS HAMPaBJICHUH JUIsl OyAYIIUX YIy4llIEeHUH U MHHOBAIMK B 00J1aCTH
aHuMaIu B Bujaeourpax. Kpome toro, B pabote mpeanojaraetcsi OleHUTh, Kak
TPAJUIIMOHHBIC TMOJAXOAbl K CO3JaHMI0 aHUMAIMA MOTYT COYETaThCs C
WHHOBALIMOHHBIMHA  TEXHOJIOTUSAMHU JJI  CO3JaHMs OojJee CIOXKHBIX U
B3aUMO/ICHCTBYIOIUX aHUMAIIMOHHBIX CHCTEM, CIIOCOOHBIX IMTOBBICHTH KA4€CTBO
U TIOTPY’>KEHHE B UTPOBBIE MUPHI.

AnimGraph, npezacTaBieHHbIH Ha puc. 1, SBISETCS OCHOBOW CIIOMXHOM
CHUCTEMbl aHUMAIUMW, peaTu30BaHHOM B JaHHOM MnpoekTte. OH COCTOUT U3
HECKOJIbKMX B3aWMOJICMCTBYIOIIUX MOJYJEH, KOXKABIM U3 KOTOPBIX OTBEYAET 3a
OTPE/ICICHHYIO YacTh MPoIlecca aHUMAIIMK MEePCOHaXa. ITHU MOAYJIU paboTaroT
COBMECTHO JIJI CO3/IaHUs IJIABHOTO, KOOPJAMHUPOBAHHOTO JBHKEHUS, KOTOPOE
BKJIFOUaeT B ceOsi 6a30BYI0 MOXOJAKY, O€r, MpulleMBaHue, B3aUMOJCHCTBHUE C
00BbEKTaMM U pearupoBaHUE Ha BHEUTHUE CUJIbI, TAKUE KaK yJaphl WU MaJICHUS.

B kauyecTBe OCHOBHBIX MOAyJeH, peanu3oBaHHbIX B AnimGraph,
BBIJICIISIOTCS:

. Layer Blending

. Apply Aim Offsets

. Hand IK u Foot IK

. Ragdoll Override
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Puc. 1 — AnimGraph B Unreal Engine, nemoucTpupyommii
B3aUMOJICHCTBHE OCHOBHBIX MOJTYJICH aHMMAIIWH JIJISl CO3/IaHUsI TUTABHOTO U
KOOPJIHHUPOBAHHOTO JBIMKCHHUS TIEPCOHAKA.

B monpyne "Layer Blending", mpenctaBieHHOM Ha puc. 2, OCHOBHBIC
JIBMDKCHUS TICPCOHAXKa CMEIIMBAIOTCS C JIOTOJHUTCIBHBIMA aHUMAIlMOHHBIMU
CIIOSIMU TSI CO3/IaHMsI KOMIUIEKCHOTO MOBeIeHHs1. VICTIOb30BaHNEe HECKOIBKIX
AHMMAIIMOHHBIX CJIOCB IMO3BOJISICT TUHAMUYCCKH KOMOWHHUPOBATH aHUMAIIUH,
TaKWe KakK Xo0Jp0a M Oer, ¢ JIOMOJHHUTCIBbHBIMUA JCHCTBUSIMH, HANPHUMED,
NPUICTUBAHUEM WA B3aUMOICHCTBUEM C IPEAMETAMU OKPYKCHHUSI.
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Pucynoxk 2 — Moayas Layer Blending 8 AnimGraph Unreal Engine,
WJUTIOCTPUPYIOLIUNA MPOLECC CMEIIMBAHUSI OCHOBHBIX U JOTIOJHUTEIIbHBIX
AHUMAIIMOHHBIX CIIOEB ISl CO3JJaHUsI KOMIUIEKCHOTO TTOBEJICHHUSI IEPCOHAKA.

B moxaysie "Apply Aim Offsets" peannszoBana cucTema MpUICTUBAHKUS U
BpAIllCHHs] TTO3BOHOYHUKA. DTO TMO3BOJISIET MEPCOHAXKY CIEAUTH B3IVISIAOM M
OpYKHEM 3a JBIKYIIMMHUCS 00BEKTaMU WJIM U3MEHSITh OPUEHTAITUIO TYJIOBUIIA
B OTBET Ha UTPOBBIC COOBITHS, 0OECIIEUNBas PEATMCTUYHOE B3aUMOCHCTBHE C
WUTPOBBIM MHUPOM.

Moaymu "Hand IK" u "Foot IK", mocnennuii mpejacraBiieH Ha puc. 3,
HCTIOJB3YIOT TEXHUKY O0paTHOW KMHEMATUKHU JIJISI TOYHOTO MMO3UIIMOHUPOBAHUS
PYK M HOI TMepCOHaXa. OTO TO3BOJISIET MEPCOHAXKY  OPraHUYHO
B3aMMOJIECTBOBATH C Pa3HOOOPa3HbIMU OOBEKTAMH U MECTHOCTBIO, HAIIPUMED,
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OMUPATHCS PyKaMHU Ha MOBEPXHOCTh HIIM KOPPEKTUPOBATH CTONKY B 3aBUCIMOCTH
OT penbeda.

[ ]

Apply Foot Locking Modify Knee Targets

Apply. 4
Fwo Bone 1K
]

Pucynok 3 — Moayns Foot IK 8 AnimGraph Unreal Engine,
MOKA3bIBAOIINI MEXaHW3M TOYHOTO MO3UIIHOHUPOBAHUS HOT MEPCOHAXKa JJIsl
o0ecrieueHns pealuCTUYHOTO B3aUMOJIEUCTBHS C MECTHOCTBIO 1 00BEKTaMU
OKPYXaroUIEH Cpeibl.

Koneunsrit moxynas "Ragdoll Override" Bxmrowaer B cels cuctemy
MEPEKIIFOYEHNS MEKTy AaKTUBHOM aHMMAalMEeW W aHUMAIMEN PIrA0JuIa, KOTOPast
AKTUBUPYETCS B MOMEHTHI, KOTJ]a MEPCOHAX MOJABEPracTcsl BO3JCUCTBUIO CHUJI,
MPEBBIIAIOIINX TPeAeabl OOBIYHOIO AHUMAIMOHHOTO KOHTPOJS, TaKUX Kak
B3PBIBBI WJIM CHJIBHBIC YIAPhI.

Kax b1l u3 3TUX MOayJiel B3aUMOAEHCTBYET C APYTUMU YEPE3 TIIATEIBHO
HACTPOCHHBIE  aHUMAIMOHHBIE  CBS3M,  o0ecreywBas  TJAOKOCTh U
MOCJIEIOBATEILHOCTh B IEMOYKE AHWMAIMOHHBIX COOBITUHA. B pesynbpraTe
aHUMAIIMOHHAs CXeMa MOXKET TMHAMUYHO PEarupoBaTh Ha U3MEHEHUS B UTPOBOM
npoLecce, co3aBasi WILTI03HIO )KUBOT0, OCO3HAIOIIETO ce0sl MEPCOHAXA.

Texandecku, Kaxapii y3en B AnimGraph ObLT TIIATENHHO HACTPOSH IS
JOCTUKEHUS ONTUMAIIBHOW MPOU3BOJIUTEIIBHOCTH U KAa4€CTBA. JTO BKIIIOYAET B
ce0sl MCMOJIb30BAaHUE KAIIUPOBAHMUS AHUMAIIMOHHBIX TI03 JJI YMEHBIICHUS
BBIYUCIUTEILHON HArpy3kM M TNPUMEHEHHUE AaHUMAIMOHHBIX KPHUBBIX IS
TOYHOT'O KOHTPOJIA HaJl BECOM Ka)KJJ0M aHUMAaIlK B UTOTOBOM CMECH.

B npoekTe Obl1a MOCTPOEHA CIOXKHAs CUCTEMa aHMMAllUi, OXBaThIBAIOILIAs
okos10 50 pasnuuHbIX coctosHMI BHyTpH State Machines, nmpumepbr KOTOpBIX
npeacTaBieHsl Ha puc. 4. Jnga ynpaBieHus mepexojaMu MEXKIy STUMH
COCTOSIHUSIMHU M OTCIICKMBAHUEM JIOTUKH B3aMMOJIEUCTBUSI ObLIIO CO3/IAHO OKOJIO
150 mepeMeHHBIX. JTH MEPEMEHHBIE UTPAIOT KIIOYEBYIO POJIb B OOECIICYEeHUN
IJJABHOCTH TIEPEXOJIOB U  KOPPEKTHOCTH OTOOpaXCHHUSI aHWMAIlMU B
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COOTBETCTBHMM C KOHTEKCTOM JICMCTBUM TIepcoHa)ka. Takas KOMILUICKCHas
CTPYKTypa TMO3BOJISET IIEpCOHAXKaM JIEMOHCTPUPOBATh pa3sHOOOpa3HbIC W
peaTMCTUYHbBIE PEAKIIMM Ha IIUPOKUN CIEKTP WIPOBBIX COOBITUM, HAYHWHAS OT
npocTo XxoApObl M Oera, 10 Oojiee CIOXKHBIX JEHCTBUHM, TaKMX Kak
MIPUIEIMBAHUE, TIPHDKKH, B3aUMOJCUCTBHE C OOBEKTAMH M aJamnTaius K
W3MEHEHHSAM B OKPYIKaIOIIEH cpeie.
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Pucynok 4 — ITpumeps! State Machine 6a3oBbIX JBWKEHUH 1
B3aMMOJICUCTBHM C 00bEKTaMH, TTOKA3BIBAIOIINX JIOTUKY U YCIOBUS IEPEXO0B
MEXIY COCTOSTHUSIMHU

3akioueHne

Takum 00pa3oM, TpaaWIIMOHHBIE METOMABI, MPHUMEHEHHBIC B JaHHOM
MIPOEKTE, IEMOHCTPHPYIOT, YTO OHHU BIIOJIHE CITOCOOHBI PELIUTH 3a1a4y CO3IaHHsI
PCAMCTUYHBIX U CIOXHBIX chcTeM aHuManuii. OmHaKo, ¢ pOCTOM MaciTada
[IPOEKTa U YBEIMYCHHEM KOJIMYCCTBA AHMMAIIMOHHBIX COCTOSHHI BO3HHKAIOT
cnenuduueckre mpoodieMbl. K HIM OTHOCUTCS IMOBBIIIEHHAS TPYI0EMKOCTH B
noaaepkaHud ¥ oOHoBiAcHMM State Machines, BospacTaromas CI0KHOCTb
YOpaBICHUS MIEPEXOAAMH U 3aBUCUMOCTSIMH MEXTy COCTOSHHUSIMH, a TAK)KE PUCK
yBEJIMUYEHUS OLIHOOK BO BpeMs pa3paboTku. boiee Toro, Takoit moaxom tpedyer
3HAYMTEJIBHBIX 3aTPaT BPEMEHU Ha TMOWCK W YCTpaHEHHUs] 0aroB, TECTUPOBAHHUE
CHCTEMBI, a TAaK)Ke MOXKET BIIUATH Ha MPOU3BOIUTEIBHOCTH MIPHI, OCOOEHHO B
clydasix, Korga TpeOyeTcss ObIcTpas OT3BIBUMBOCTH aHMMAIIMH Ha JICHCTBHS
UIpoKa. DTO MOMYEPKHBAET HEOOXOAUMOCTH IIOMCKA HOBBIX IOIXOIOB K
ONTUMM3AIMK K aBTOMATU3AI[MH IPOLECCOB pa3pabOTKM aHUMAIMi IS
yIOBJIETBOPEHHSI TPEOOBAHUI COBPEMEHHBIX BHICOMTD.
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