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PE®EPAT

TexcroBa wacThHa KBamidikamifHOi poOOTH HA 3M00YTTS OCBITHBOTO CTYHEHS

OakanaBpa: 51 ctop., 3 Tabu., 27 puc., 20 mxepena.

Mema pobomu — nIOCHIIKEHHS TMpollecy ajanTaiii TPUBUMIPHUX MOJEICH
MetaHuman no cepenosumia Blender ta po3pobka nmporpamHoro 3aco0y (aamoHy) Ha
MoBi Python st 3pydnoro iMmnopry, nepeHocy Ta miarotoBku mojeneit MetaHuman no
BUKOPUCTAHHA B aHIMAI[IHHUX MPOEKTAX.

06’exm OocniodcenHsi — TMPOTpaMHE CEPEAOBUIIE TPUBUMIPHOTO MOJICTIOBAHHS
Blender.

Ilpeomem OocnioxcenHss — TPOIECHM aBTOMATH3aIlll IMIOPTY Ta MiATOTOBKH
mojener MetaHuman.

Kopomxuii smicm pobomu.

VY poboTi mpoBeneHo aHaini3 ocobnmBocter Mozenei MetaHuman, ctBopenux y
Unreal Engine, Ta TpyHOILIB, sIKI BAHUKAIOTh MPU CIIPOO1 IEPEHECEHHS TaKUX MOJIeTei
y Blender. Posrasinyto crpykrypy FBX-daitnie MetaHuman, TunoBy noOyAoBy MeIlIiB
Ta CKEJIETHOI CTPYKTYPHU.

Jlnst copoleHHs: Ta MPUCKOPEHHs Mpoliecy iMnopty mozened 1o Blender Oyno
po3po0bIIeHO criemianbHui anaod Ha MoBi Python. Lleit agnon 3abe3neuye:

e apromaTtuuHe 3untyBaHHs FBX-daitniB moneneit MetaHuman;

® HaJANMITyBaHHA MacHTabiB Ta KOOPAMHAT MOJEINI BIJAMOBITHO JI0 CEpPEOBHIINA
Blender;

® BUKJIIOUCHHS 3aliBUX €JIEMEHTIB CIICHU (KaMepH, JIJaUT-00'€KTH TOIIO);

® 3py4YHE IpyIyBaHHS 00’ €KTIB CIICHU;

® TIIITOTOBKY MOJEII 10 MOJATBIINX B3a€EMO/IIM

KJIFOYOBI CJIOBA: BLENDER, METAHUMAN, PYTHON, AJI/10H, 3D-
MOJEJIb, IMITIOPT, ABTOMATU3ALIA, FBX
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BCTYII

VY cyyacHOMy cCBIiTI KoM toTepHOi rpadiku Ta 3D-mMomenoBaHHS 3HAYHY DPOJIb
BIJIITPaOTh IHCTPYMEHTH, 110 3a0€3MeUyI0Th BUCOKY SIKICTh Bi3yaui3allii, peasiCTUIHICTh
MEPCOHAXKIB 1 €PEKTUBHICTH Y PO3POOII HIUPPOBOrO KOHTEHTY. 31 3pOCTaHHAM MOMUTY Ha
IHTepaKTUBHI TEXHOJOTI] — Yy Bijeoirpax, kinemarorpadi, BipTyaJibHii Ta JTOMOBHEHIN
peanbHOCTSIX — Tepell PO3pOOHMKAMU TOCTAIOTh 3aBJIaHHS CTBOPEHHS SIKICHHX
U(PpOBUX JIIO/IEH 13 BUCOKUM PIBHEM JeTaji3allli Ta peaaiCTUYHOI aHIMallii.

Opniero 13 cyyacHuUx MmiaaTdopM JUisl CTBOPEHHS PEATICTUYHMX TPUBUMIPHUX
nepconaxiB € MetaHuman Creator, po3pobnenuit xomnaniero Epic Games. llei
IHCTPYMEHT JIO3BOJISIE KOpUCTyBadaM 0e€3 TriuOOKuX 3HaHb 3D-MojentoBaHHS
CTBOPIOBAaTH BHMCOKOIOJITOHAJIbHI MOJeN JIIoAeH 13 (POoTopeasicCTUYHOIO MIKIPOFO,
BOJIOCCSM, MIMIKOIO Ta CKEJIETHOIO CTPYKTYpPOIO, TOTOBUX J0 aHimalli. OgHak, monpu
MoxsmBocTi MetaHuman, 1mi momeni crmo4yaTky Opi€HTOBaHI Ha BHUKOPHUCTAHHS B
exocuctemi Unreal Engine, 1110 cTBOpIo€ HU3KY TPYAHOIIIB /TSl (DaxiBIIiB, sIK1 IPAIFOIOTH
y IHIIMX cepeloBHUIIAX, TakuxX K Blender — 0e3KOIITOBHUI 1 BIAKPUTHI 1HCTPYMEHT
JUTSE MOJICTTFOBAHHSI.

ImmopT Monenelr MetaHuman no Blender yacto moB’s3anuii 13 psSaoM npooiaem:
HEKOPEKTHE MacIITa0yBaHHs, HEMIPaBUIIbHE TO3UIIIIOBaHHS 00’ €KTIB, HASIBHICTh 3aliBUX
CJIEMEHTIB CIIeHU (KaMep, JIaWT-00'€KTiB), CKIQJHICTh Y 3JUTTI MEIIIB Ta yIpPaBIiHHI
CKEJIETHOIO CTPYKTYpOI0. BilbIICTh 1TUX 3aBIaHb JOBOJUTHCS BUKOHYBATH BPYYHY, IO
3a0upae Oarato yacy, CTBOPIOE PHU3UKHM MOMMIIOK 1 YCKJIQJHIOE MOAANBIITY poOOTYy 3
mozaemmto. Came TOMy BHMHHKAe MoTpeba B aBTOMATHU3aIlli MPOIECy MEepPeHECEHHS
moaenen MetaHuman no Blender.

Ocob6muBy ckiIamHICTh y poboTi 3 momensmu MetaHuman craHoBuTh ixHs
CKeJIeTHA CTPYKTypa (pur), siKka CTBOpeHa BiamoBimHo 1m0 BuMor Unreal Engine 1 He €
0e3nocepeIHbO CYMICHORO 3 OUIBIIICTIO CepeoBHUII JIs aHiMaIlli, 30kpema Blender abo

Mixamo. Yepes 11e BUHUKAIOTh TPYAHOIII IPU CIIPo01 3aCTOCYBATH IO MOJEII CTOPOHHI



aHiMarlii abo ajganTyBaTH 11 JO 1HIIUX CTAHJAPTIB PUTIHTY. Y MeEXax po3po0JICHOro
aJJIOHy peari3oBaHO (DYHKI[IOHAJIBHICTh, sIKa CTBOPIOE HOBHUI CKEJIET 3 HYJS Ha OCHOBI
cTpykTypu Mixamo. lleil ckemer aBTOMAaTMYHO MacHITa0yeTbCS BIAMOBITHO 0O
nponopiit Moaeni MetaHuman, 3a6e3neduyroun TOUHE MO3UITIFOBAaHHS KICTOK y TIPOCTOPI
cuend. [licist mobyaoBu HOBOTO cKeneTa, opuriHanbHuid MetaHuman-pur, sikuii € HaaTO
CKJIaJIHUM 1 HEMOTPIOHUM JJIs1 TOJIAIbII0T pOOOTH, MOBHICTIO BUAAIISETHCS.

VY Takux yMoBax JOLIBHOIO € pO3pO0Ka CIEliai30BaHOr0 aI0HY (PO3LIUPEHHS)
1151 Blender, Hanncanoro moBoto Python, sikuii 37aTeH aBTOMaTU3yBaTH KIIFOUOB1 €Tanu
M1ArOTOBKH Mojiesiel 1o poooTu: imnopT FBX-daiinis, maciraOyBaHHs, OYMCTKY CLIEHH,
rpynyBaHHs O00'€KTiB, a TaKOX aJalTalilo CTPyKTypu mojaeni no creuudiku Blender.
Takuii IHCTPYMEHT J03BOJIUTh HE JIMIIE 3a0IIaJUTH Yac 1 3yCWJIJIsi KOPUCTYBayiB, a U
3a0e3MeUnTh CTAHAAPTHU3AINID Ta YHI(QIKAIII0 MPOIECy, MO0 OCOOJIMBO BaXJIHBO B
KOMaHJIHUX a00 KOMEPIIHHUX MPOEKTAX.

Po3pobka momiOHOro iHCTpYMEHTY BIJNOBIIA€ aKTyalbHUM MOTpedaM 1HIYCTpii,
CIpHsi€ ONTUMI3AIll TBOPYOTO MPOIIECY Ta MiJBUILIEHHIO SKOCT1 KIHIIEBOTO PE3yJIbTaTy.
VY pe3ynbTaTi KOPUCTYBaUl 3MOXKYTh 30CEPEIUTHUCS Ha TBOPUUX acleKTax po3poOKH —
aHiMarii, peHjepi, OCBITIEHHI — 3aMICTh BHPIIIEHHS TEXHIYHUX TPYIHOIIIB MPHU
NepeHeCceHH1 MOoIeTEen.

06 ’exm OocniodcenHs — MIPOTPaMHE CEPEAOBUIIE TPUBUMIPHOTO MOJICIIFOBAHHS
Blender.

IIpeomem Oocnidxcennss — MPOUEC aBTOMATU30BAHOTO IMIIOPTY Ta MiJTOTOBKHU
moaenerr MetaHuman y Blender.

Mema pobomu — nROCIIOAATH TEXHIYHI ocobiauBocTi Moxemern MetaHuman,
MpOaHai3yBaTH TPYJAHOIl iXHBOTO iMIopTy 10 Blender 1 ctBoputu Python-annon nis
aBTOMAaTH3allli KIIOYOBHX OIepaliii 3 IMJArOTOBKH MOJEJICH /0 BHKOPUCTAHHS B
aHIMAIIHHUX Ta Bi3yali3allifHUX TIPOEKTaX.

Hayxkoge 3a60anns:

e BuBuMTU CTPpYKTYypy FBX-(aiinis, sixi ctBoproroThesi MetaHuman Creator;
® IIpoaHai3yBaTH OCOOJIMBOCTI B3a€MO/I1i Takux mMojenei 13 Blender;

® ineHTH(IKyBaTH OCHOBHI TPYAHOIIIl MPU pO3pOOII aI/TOHY Ta HATAIITyBaHHI



MOJICJICH;
e po3pobutu Python-agnoH, skuii aBTOMaTU3ye MPOIIEC IMIIOPTY Ta aJanTarii
MOJICIICH;
® IIPOTECTYBaTH aJJI0OH Ha MpUKJIaaax Mojaene MetaHuman 1 ominuTu #oro
e(eKTUBHICTb.
llpakmuuna 3nauumicms. CTBOPEHHS Ta BIPOBAKECHHS aJJIOHy J03BOJISIE
CIIPOCTUTH Ta CTaHAapTU3yBaTH poOoTy 3 Mojaensmu MetaHuman y Blender. Ile
BIJIKDUBA€E HOBI MOXJIMBOCTI JJI1 PO3pOOHMKIB 1 AM3alHEpIB, SIKI BUKOPUCTOBYIOTh
Blender y cdepi Bigeoirop, BipryamsHoro BupoOHHITBa, CGIl-animMaiii Ta iHIIHX

rany3sx, € BaXJIMBa MIBUAKICTH 1 IKICTh pOOOTH 3 HU(PPOBUMHU ITEPCOHAKAMMU.
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1 OI'JISIJ] TA AHAJII3 TEXHOJIOI'TA POBOTH 3 MOJEJIAMU
METAHUMAN Y BLENDER

1.1 CyuacHi Tenaenuii y cgepi 3D-moaenroBaHHA

Y XXI cTomITTI MOACITIOBAHHS CTAJIO OJHIEO 3 KITFOUOBUX TEXHOJIOTH, 110 (opmye
BUMIISI cydacHOi mudpoBoi iHaycTpii. 3D-Momeni 3acTOCOBYIOThCS HE TUIBKU Y
CTBOPEHHI B1JI€OIrOp Ta KIHOQLIBMIB, aje i y BIPTyallbHIM peaIbHOCTI, JOMOBHEHIN
peaJbHOCTI, apXITeKTypl, MEIMIIMHI, MPOMHUCIOBOMY AH3aiiHI, OCBITI Ta HAyKOBHX
JDOCTIKEHHAX. Takuil BeIMKHUI CIIEKTP 3aCTOCYBAaHHS 3yMOBIIIO€ IIBUJIKMIA PO3BUTOK SIK
MPOTPaMHOTO 3a0€3MEUeHHs, TaK 1 amapaTHUX 3aco0iB Ji CTBOPEHHsS W 0OpoOKu
TPUBUMIPHOTO KOHTEHTY.

OaHuM 13 KIIOYOBUX HANPSAMKIB PO3BUTKY CTaJO CTBOPEHHS LHUPPOBHUX
MEPCOHAXKIB, SIK1 30BHIIIHBO Ta MOBEIIHKOBO IMITYIOTh JIIOJIMHY. 3pOciia NOMYISPHICTh
IPOLEAYPHOIO MOJIEIIIOBAHHS, 1€ 3HAUHA YaCTUHA PYTUHHOI pOOOTH aBTOMAaTU3Y€ETHCS 3a
JIOTIOMOTOI0 TTapaMeTpUdHuX cucteMm. lle m03Bosie CKOpPOTHTH Yac Ha CTBOPEHHS
CKJIQJTHUX MOJIEJIeH Ta 3a0€3MeUUTH THYUKICTh Y 3MiHI iX XapaKTepUCTHUK.

OcoOmuBy ponb y cydacHOMy 3D-BUpPOOHMUTBI BIZIrpalOTh Bl MOTYXKHI
exocucremu — Blender ta Unreal Engine 5 (UES). Blender € BigkpuTtuM nporpaMHuUM
cepenoBuiLeM s 3D-MoenoBaH s, aHIMallii, CAMYJISIIN Ta peHAepuHTY. BiH aKTUBHO
BUKOPHUCTOBYETHCS SIK HE3UIC)KHUMU XYJI0KHUKAMU, TakK 1 mpodecioHasaMu B IHAYCTPIi.
Opniero 3 ronoBHuX mepeBar Blender € 1oro MoaynbHICTH 1 aKTHBHA MiATPUMKA
CHUIBHOTOO, 1110 3a0€3Mevye MOCTiIHHEe OHOBJIIEHHS (YHKIIOHATY, 30KpeMa MiITPUMKY
HOBITHIX CTaHAAPTIB €KCIOPTY, IEHEPIB, CKPUMTIB 1 aA/10HIB.

Unreal Engine 5, y cBot0 4epry, mpeicTaBiisie HOBE MOKOJIHHS PYIIIiB PEaJbHOTO
yacy, OpIEHTOBAHE HE JIMIIE Ha TeilMaeB, ajle W Ha BipTyaJibHE BUPOOHUIITBO,
apXiTEeKTypHYy Bi3yajizamilo Ta KiHOBUpoOHMITBO. HoBi ¢QyHkiii, sk-or Nanite
(BipTyamizoBaHa reomeTpisi) Ta Lumen (rio0anbHe OCBITJICHHS B pealbHOMY daci),

AO3BOJIAKOTHL IIpaloBaTHu 3 BI/ICOKO,Z[GTaJIiBOBaHI/IMI/I CICHaMH oe3 CYTTCBOT BTpPaTH
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npoayktuBHocTi. UES Takox miaTpumye 0e3moBHY iHTerpaiiro 3 MetaHuman Creator,
IO JI03BOJISIE CTBOPIOBATH PEANICTUYHUX TMEPCOHAXIB 31 CKIAJHUMH MIMIYHUMH Ta
aHIMaIITHAMHA MOKJTUBOCTSIMU.

CydacHa npakTuka nepeadadae moenHanHs MoxuinBocte Blender ta UES y
MeXax €IWHOTO BUPOOHWYOro mukiry. Yacto modatkoBe 3D-MofentoBaHHS Ta PUTIHT
BUKOHYIOThCSI B Blender, micis goro ciiena abo mepcoHa)x eKCIOpTyeTbes B (popmarti
FBX a6o gITF nna nopanbmoro BukopuctanHs B UES. Blender Takox mmpoko
BUKOPUCTOBYETHCS ISl BUIpPABICHHS Mozeneid MetaHuman, OCKiIbKM BiH J103BOJISIE
TOYKOBO 3MIHIOBATH T'€OMETP1I0, HAJIAIITOBYBATH Baru MOJIEN1, pelaryBaTH MaTepiajiu Ta
ONTHMI3yBaTU CTPYKTYpY KICTOK mepen exkcrnopToMm. Cepen TEHIEHUIA TakoX BapToO
3a3HAYUTH 1HTErpalil0 pI3HUX MNPOrpaMHUX IIaTGOpM Il ONTHMI3alli poOOYOro
nporecy. Jius npukiaay MokHA B3ATH MOJECII, SIKI CTBOPEH1 B OJHIM CHUCTeMI, Jenai
YacTille aJanTylThCs JO BUKOPUCTAHHS B 1HIIMX CEpeAOBUINAX (HAPUKIIA, IMIOPT 13
Unreal Engine no Blender a6o naBmaku). lle morpebye MiATPUMKH YHIBEpCATIbHUX
dbopmaTiB, a TaKoX PO3POOKH CIIemiaai3oBaHUX IUTAriHIB 1 amuoHiB. L{g iHTEerparis
CTUMYIIIOE TIOSIBY HOBUX I1HCTPYMEHTIB — HaNpPWKIAA, aJIOHA I aBTOMAaTHYHOTO
petapretunry animariii (Mixamo B MetaHuman), abo mpocto CKkpunTu 11 30epexeHHs
Opi€HTalIli KICTOK, MaKETH 3 HAJIAIITOBAHUMU IA0JIOHAMM €KCIIOPTY Ta 1HIIIE.

Takum ymHOM, cydacHi TeHJeHUli y cdepi 3D-monentoBaHHs BKa3ylOTh Ha BCE
Outblly B3aeMofito pi3HuXx mporpamHux miaatdopm. Blender 1 Unreal Engine 5
BHUCTYNAIOTh HE JIMIIE SK IHCTPYMEHTH, a SK MOXKIJIMBE SAPO KPOCIUIATPOPMEHHUX
pobounx mpouecis. Ix iHTerpamis 3abesnedye HOBHil PiBeHb SKOCTi, 3pPYYHOCTI Ta
IIBUIKOCTI BHPOOHHITBA 3D-KOHTEHTY, IO € OCOOJMBO aKTyaJbHUM B YMOBax
3pOCTaHHS BUMOI JIO BI3yaJIbHOT'O peaii3My, IHTEPaKTMBHOCTI Ta MEpCOHAI3aIlll

1U(POBUX TIEPCOHAKIB.
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1.2 IHCTPYMEHTH CTBOPEHHSA IIU(PPOBUX MEPCOHANKIB

CtBOopeHHST NHM(POBHUX TMEPCOHAKIB € OJHUM 13 KIIOYOBHX eTamiB y 3D-
BUpOOHUIITBI. BiH oXommoe po3poOKy Bi3yallbHOTO o0pasy, MOJEIIOBaHHS,
TEKCTypyBaHHS, pUTIHT, aHIMAIIIIO Ta IHTETPalLlilo0 Y BipTyalbHe cepenoBuie. /i nporo
BUKOPHUCTOBYETbCA IIUPOKHM Hallp I1HCTPYMEHTIB, TaKHX SK YyHiBepcayibHi 3D-
peaaKTopHu, CreliagizoBaHi MporpaMu, siki 1I03BOJISIOTh aBTOMATHU3YBAaTH OKPEMI eTaru
a0o0 MpairoBaTH 3 BUCOKOIO TOYHICTIO.

OaHuM 13 HAUOOMYJSPHIIIMX I1HCTPYMEHTIB y cy4dacHOMYy 3D-BUpOOHUITBI €
Blender, 6e3komToBHa mporpaMa 3 BIIKPUTUM KOJOM, sKa 3a0e3reuye MOBHUN IUKI
po3pobku 3D-nepconaxiB. Blender 103Bosisie CTBOPIOBATH CKIAAHY T'€OMETPIIO, JIMUTH
JeTani Ha MOJeNi, HaJlaTOBYBAaTH Iedaepu, cTBoproBath UV-Mamu, a Takox
3aCTOCOBYBATH PUITIHT Ta aHIMAaIil0. 3aBASKA THYYKOCTI CUCTEMH MOJU(pIKATOpIB Ta
miaTpuMill ckpuntiB Python, 1ieif iHCTpyMEHT J103BOJIsI€ HANAIITYBATH pOOOUUiA MPOIEC
BIJIMIOBIAHO JI0 BUMOT KOHKPETHOTO TIPOEKTY.

OmHMM 3 BOXXJIMBHUM €TAliB € PUTIHT — IMPOIIEC CTBOPEHHS CKEIETHOT CTPYKTYpHU
JUTSL YIIpaBJIiHHA aHiMarliero. TyT 3acTocoBYIOThCs siKk BOyAoBaHi iHcTpyMeHTu Blender
(Auto-Rig Pro, Rigify), Tak i cTopoHHI pillIeHHS, SIKI JO3BOJISIOTH MIBUIKO aIaNTyBaTH
MEPCOHAXKA IJIsl MOJANBIIOrO0 BUKOPUCTAaHHS B aHIMALIWHUX MpPOEKTax abo 1rpoBii
1HaypCTpii. PUTiHT Takox BKIIIOYA€E B ceOe HaaTyBaHHs CKiHa Ha Mojieni (skin weights)
— PO3MO/LI Baru MiX KICTKaMU ¥ BepIIMHAMH MOJENI, 1[0 0€3MoCcepeIHhO BILIUBAE HA
PEATICTUYHICTH PYXIB.

Habupae o0epTiB B cydacHOMY MpoIieci CTBOpeHHs mepcoHaxiB MetaHuman
Creator — inctpymeHT Bia Epic Games, sikuil 103BOJIsI€ CTBOPIOBATH (POTOPEATICTUYHUX
JOJIEH 3 YK€ HaJaIlITOBAHOIO MIMIKOIO, CKEJIETOM, TeKCTypaMu Ta aHiMmartiero. [{udposi
NEepPCOHax1, CTBOpeHi 3a gonoMorow MetaHuman, cymichi 3 UES, miaTpumMyroTh JileBi
aHiMarii Ta aBTomarnuHy TeHepariro LOD-piBHIB (piBHIB aeTaiizariii), 10 3HAYHO
CIIPOIIY€E IHTETPAIIIO y CKJIa/IHI CIICHH.

Ha pucynky 1.1 HaBeieH Npukiajg CTOPIHKH, 1€ CTBOPIOETHCS BJACHUMN MEPCOHAK.
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Pucynok 1.1 — Ilepconax MetaHuman

OxkpeMo cniig BiaMiTUTH Mixamo, SKUH BHUKOPHUCTOBYIOTHCS JJIsI aBTOMATHYHOI
00pOoOKM PUTIHTY Ta 3aCTOCyBaHHsS aHiMaliil Ha 3D-nepcoHaxiB. Mixamo miaATpUMye
iMriopt mozener y ¢opmari FBX abo OBJ, aBroMaTu4HO A07a€ CKEJNET Ta T03BOJISE
3aCTOCOBYBATH Ta AUBUTHUCS FOTOBI aHIMAIlll IPSIMO HA MOJENI, 1110 MOKE OyTH KOPUCHO

Ha ¢Talrax InmpoOTOTHUITYBAHHA.

1.3 MetaHuman Creator: (pyHKIIiOHAJIbHI MOXKJINBOCTI

MetaHuman Creator — 1ie xmMapH#Uii cepBic, SKUi JO3BOJISIE CTBOPIOBATH
BHUCOKOSAKICHUX (oTopeanicTuuHux 3D-nepconaxis. LI cuctema € 4acTuHOIO
exocucremu Unreal Engine 1 mpornoHye yHiKaJIbHUN TAX1] 10 reHepariii Maixe
pEaIbHUX JIFOJIEH, 3aBASKU SKOMY KOPUCTYBadi MOXKYTh OTPUMATH MOBHOIIIHHY, TOTOBY
10 Bukopuctanus 3D-Mozens 6e3 moTpedu B pydHOT0 MOJCITIOBAHHS Ta PUTIHTY.

Opnum 3 mmociB MetaHuman Creator € iHTYiTHBHO 3po3yMinnii iHTepdeiic, 10
npairoe 0e3nocepeHbo0 'y Opaysepi. KopuctyBadi MOXYTh IIBHUIKO HaJalITOBYBAaTH
puCH 00IMYYsl, KOJIIP MIKIPH, O4eH, 3a4iCKy, OJIAT Ta 1HII MapaMeTpH 30BHIIIHOCTI. YcCi
3MiHH, SIKI KOPUCTYyBa4 pOOUTH, BIIOOPAKAIOTHCS Y PEKUMI PEATHHOTO Yacy 3 BUCOKOIO

SIKICTIO Bi3yauti3allii 3aBAsSKH CEPBEPHOMY PEHJICPUHTY.
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OynkioHanbH1 MOIMBOCTI MetaHuman Creator 0Xoriror0Th:

® T[IOBHICTIO HanamToBany 3D-Mo/enb 3 BUCOKOIO TOMOJIOTI€0, ONITUMI30BaHy
JUTsl pealibHOTo Yacy. Mojeni miaTpuMytoTh piBHi aeranizaiii (LOD), mo
pOOUTH IX MPUAATHUMH JIJIsI BAKOPUCTaHHS B irpax, VR Ta ¢inbmax;
® aBTOMAaTU30BAaHUI PUTIHI: KOXHA CTBOPEHA MOJIEb MICTUTh TOBHOLIIHHUHN
ckener, cymicHuii 3 Unreal Engine Ta iHIIMME cepe1oBUIIIAMH, & TAKOX 3
MOTIEPEIHBO HAJIAIITOBAHOIO MIMIKOIO, 110 JI03BOJISIE peali3yBaTu €MOIIii,
MOBY, CHHXPOHI3AIIil0 3 03BYUYEHHSM TOILIO;
e BOYJIOBaHy CHUCTEMY LIEHAEPIB 1 MaTepialliB TAKUX SK: IIKIpa, BOJIOCCS, OUl,
3yOu i onsar. HanmamroByroThCS HA OCHOBI MPOIEAYPHUX TEKCTYp 1 MaTepiais,
K1 KOpeKTHO BigoOpaxkatoTbesa B Unreal Engine.
Mopeni MetaHuman MoxyTh OyTH 3aBaHTa)k€H1 y BUIJIsA1 IpoekTiB ais Unreal
Engine, a6o excrnoptoBani B ¢dopmari FBX, mo mo3Boinsge ix monansiny oOpoOKy B
Blender a6o 1Hmux 3D-penaktopax. [Ipy iboMy MOXKIMBO 30€perT OCHOBHY CTPYKTYPY

pury, o Ja€ 3MOTY MPALIOBATH 3 aHIMAIIIE0, 1e(POpPMaLII€I0 TiJIa Ta MIMIKOIO.

1.4 Crpykrypa moaeni MetaHuman 3 TeXHi4HOT TOUKH 30py

Mopeni MetaHuman Big Epic Games, € Haa3Bu4aiiHO JAeTali30BaHUMU
uppoBUMHU TIepcoOHAKaMu. BOHM MarlTh CKIAQIHYy TEXHIYHY CTPYKTYpPYy, TOMY IIIO
pPO3p00JICH] 3 ypaxyBaHHIM pealiCTUYHOI aHATOMIi, (1310JI0T1T Ta MIMIKH, 1110 JI03BOJISIE
BUKOPHCTOBYBATH 1X Y BUCOKOSIKICHUX IrPOBUX a00 KiHeMaTorpadiuHUX MPOEKTAX.

[{s1 MoeNb CKITAIA€ThCS 3 KITBKOX KITFOYOBHX KOMITOHEHTIB:

® TreoMeTpis: TiJ10, TOJ0Ba, 04l, pOTOBA MOPOKHUHA, BOJIOCCA, OJIST Ta

aKcecyapu,

® cucTeMa CKEJIETHOI aHIMallll: CTaHAapTU30BaHa CKEJIETHA CUCTeMa, IKa

BKJIFOYAE PO3IIUPEHY CTPYKTYPY 00auyys. Lle 103Bossie kepyBaTH OUIBII HIXK
100 mapameTpaMu MIMIKH Ta apTUKYJIAIIIT;

® MaTepialiv Ta lieiiepu: HaOlp HalaTyBaHb, sIKI BU3HAYAIOTh, SIK BUTJISIA€
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KOHA YaCTUHA MOJEJII.
Ha pucynky 1.2 Ta 1.3 naBeneni npukiaaun MetaHuman y moBHuii 3picT Ta

JeTam3arii mKipu, ouei Ta BOJIOCCS.

Pucynox 1.2 — Ilepconax MetaHuman y nmoBHuii 3pict

Pucynok 1.3 — Jletanizauii mkipu, o4ei Ta BOJIOCCs



18

s moBHOITIHHOT poboTH 3 Hero B Blender HeoOXi1HO po3yMiTH BCi 111 TEXHIYHI
aCTeKTH, aJanTyBaTU CTPYKTypy miJg MoxiuBocTi Blender, a Takox BpaxoByBatu
PI3HHUINI0 MK aHIMAIIfHUME cucTeMaMu IBOX cepemoBuil. Komu monens MetaHuman
iMnoptyethesi B Blender, Bci 1i MaTepiany Tex MepenaroTbes, ale 1HOAl iX MOTpiOHO
nepeHanamryBaTu Bpy4dHy, 6o Unreal Engine Ta Blender BUKOpUCTOBYIOTE pi3HI METOIU

JUIS Bi3yautizaitii.

1.5 FBX sk k/11040BHii eieMeHT neperHocy moaedeii 3 Unreal Engine no

Blender

®opmar FBX € oHUM 13 mOMMpEeHUX Ta Hal(YHKIIOHATBHIIIUX CTaHAAPTIB JJIs
oOminy 3D-gaHuMu MDK PI3HUMH TPOTPAMHUMH  CEpPElOBUIAMU. Y BUMNAAKY
MetaHuman Creator Ta Unreal Engine 5 moxHa BBaxkatu, mo ¢opmat FBX Bigirpae
KJIFOYOBY POJIb Y MMPaBUILHOMY TiepeHeceHH1 mojieneit 1o Blender. Lle myxe BaxxiuBo jyist
PO3pOOKH TIEPCOHATBHUX TU(PPOBUX MEPCOHAXKIB, IKUX MOTIM MOTPIOHO aHIMyBaTH ab0
HaJalITOBYBaTU. BiH MIATpUMY€ EPEHECEHHS CKJIaIHOT T€OMETPii, TEKCTYp, CKIHIHTY Ta
MOBHOTO CKEJIETHOTO PUITIHTY, IO, Y CBOIO 4EPry, M03BOJSIE 30€perTd OUIBIIICTD
napameTpiB mojenmi MetaHuman min uvac mepenecenns. Bognouac, xoua 1e myxe
THy4Kui hopmar, € eBH1 aCleKTH, K1 He0OX1THO BpaxoByBaTu. Hampukiiaa, CTpykTypa
Ha3BU KICTOK, OPIEHTAIIis] CKEJIeTa Ta MacITad MOJIei MOKYTh JCII0 3MIHUTHCS IT1/1 4ac
imniopty B Blender, 110 B eskux BUIakax BUMAarae rnornepeaHboro HajxamrTyBaHHs abo
BUKOPHUCTAHHS JOTTOBHEHD.
¥ Unreal Engine exkciopt FBX nependauae nexinpka nmapameTpis, 1m0 BILUTUBAIOTH
Ha sKicTh iMmnopty B Blender. /o Takux nmapameTpiB HajaeKaTh:
® BUOIp NPaBWIBLHOTO PIBHA JeTalli3allii;
® BKIJIFOUEHHS a00 BUKIIOYECHHS aHIMaIIll;

® 30epeKEeHHS MaTepiajiB Ta TEKCTYD;
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e MacmTad 00’€KTa BIIHOCHO CUCTEM KOOPAUHAT.
®opmat FBX € TeXHIYHO HEOOX1THUM 1 BOJIHOYAC KPUTHUYHHUM THCTPYMEHTOM Y
pobouiii inTerpanii moneneit MetaHuman B Blender. Moro npasuisHe BUKOPHCTAHHS
JT03BOJISIE€ TOCSATTH BUCOKOTO PIBHS TOYHOCTI IIPU NIEPEHECEHH] EPCOHAXKIB 1
3a0e3MeYnTH OCHOBY JJIs MOJAJIBIIIOTO peaaryBaHHs, aHiMailii abo iHTerpaiii B CKJIaaHi

CIHCHH.

1.6 IIporpamue cepenoBuiie Blender

Blender — 1ie Ge3korroBHe 3D-mporpaMHe 3a0e3MeUeHHS 3 BIAKPUTHM KOJIOM.
BoHO BUKOpPHUCTOBY€ThCS HAWOUIBIIOW KUIbKICTIO 3D-XyHA0KHUKIB, aHIMaTOPIB,
PO3pOOHUKIB irop Ta (haxiBIliB 3 Bi3yasi3allii. 3aBIsIKA CBOiM THYYKOCT1, MOJYJIbHOCTI Ta
BEJMKOMY Ha0Oopy (DYHKIIIH, K1 MOYKHA Ha3BaTH PO3IIMPEHUMHU MOXKIMBOCTSIMH, Blender
CTaB YHIBEpPCAJbHOI TUIATHOPMOIO SK [JII HOBUX KOPHUCTYBayiB, TaKk 1 A
npodecionaniB. MojientoBaHHs, CKYJbITUHT, TEKCTYpyBaHHS, PEHIEPHUHT, aHIMallis,
KOMITO3UTHHT, Bi3yaJibHI €(EeKTH, BIJCOMOHTaX, a TaKOX CTBOPEHHS 1HTEPAKTUBHUX
nonaTtkiB. Bee me cramo MokIMBHM 0€3 BHKOPHCTAHHS CTOPOHHBOTO MPOTPaAMHOTO
3a0e3MeyeHHs.

Opniero 3 Baromux nepesar Blender € miarpuMka mOBHOT0 BUPOOHUYOTO HUKITY
3D-mpoekTy: MOMACIIOBAHHS, CKYJBIITUHT, TEKCTYpPyBaHHS, PEHACPUHT, aHiMaIlis,
KOMITO3UTHHT, Bi3yaldbHI €(pEeKTH, BIJCOMOHTAX. YC€ IIeé MOXIUBO 0Oe3 moTpedu B
CTOPOHHBOMY MTPOTPAM.

VY xontekcti pobotu 3 MetaHuman, Blender Bimirpae poisib yHiBEpCaJIbHOTO
penaKTopa, B SIKOMY MOKHA He JIMIIE TIEPETIIsaTH Ta 3MIHIOBAaTH CTPYKTYpPY MOJIeTi, a i
CTBOPIOBATH IMOBHOI[IHHI CILEHM, aHIMallii, ad0 HaBITb TOTYBAaTU PEHAEPUHT IS
KIHIIEBOTO Mpoaykty. Kpim Toro, Moro mieCIpOMOXKHICTH pOOUTH HOTO 1/1€aTbHUM
CEPEeIOBUILEM ISl TOJANBIIIOT0 PO3BUTKY HU(PPOBUX MEPCOHAXKIB.

BaxnuBoto xapakrepuctukoro Blender € rmmboka miarpumka ckpunti Ha Python,

gKa J03BOJIAE PO3pOONATH BJIACHI IHCTPYMEHTH, aBTOMATU3yBaTW PYTHHHI [ii abo
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CTBOPIOBATH MOBHOIIIHHI 1HTEepdEHcH sl B3a€MOJIIT 3 KOPUCTYBadYeM. 3aBSKH IIbOMY
Blender neperBoproeTbes He nuIe Ha XYAOXKHIA IHCTPYMEHT, a i Ha MpOrpaMoOBaHE
CepeloBHUIlEe, ¢ MOXKHA peajli3yBaTH aaJOHU OYyIb-IKOi CKIAJHOCTI — BiJl MPOCTHX
IHCTPYMEHTIB JI0 KOMIUIEKCHUX CHUCTEM peTaprety, sik y Bumnaaky 3 MetaHuman to
Mixamo. Taki ¢yHKIIIi, IK CTBOPEHHSI KACTOMHUX PUT1B, KOHBEPTAIlisl CKEJIETIB, 3TUTTS
MEIIIB, 3aCTOCYBaHHS MOAM(IKATOPIB, aBTOMATUYHA OMTHMI3allisl CIEH — Yyce Ie
MOXJIMBO peajizyBaTu Oe3mocepeHbo B cepenoBuilli Blender 6e3 HeoOXimHOCTI
€KCIIOPTY B CTOPOHHI ITPOTpamu.

Blender mnocTiiiHO OHOBIIOETHCSA, MIATPUMYETHCSI AKTUBHOIO MIKHAPOJIHOIO
CHIJIBHOTOO PO3POOHMKIB 1 KOPUCTYBAUiB, & BCl HOBOBBEJICHHS IHTEIPYIOTHCS BIKPUTO
yepe3 GitHub Tta Blender Foundation. Ile poOute miiargopmy BIIAKPUTOIO ISt
JOCHiKeHb 1 posmupeHb. IHTerpamis Blender y cywacHi mnaiimmailHu 103BOJISIE
BUKOPHUCTOBYBAaTH MOro HE JIMIIE y TBOPYMX CTYZISIX, @ U B OCBITHIX YCTaHOBAX,
1HKEHEPHUX MPOEKTaX, METUYHUX Bi3yalli3alliix Ta HAYKOBUX CUMYJISIISX.

Taxum unHoMm, Blender BucTynae He nuile sk cepeAOBUILE ISl MOACIIOBAHHS, a
SK TIOBHOILIIHHA, THYYKa 1 BIAKpUTa ruiargopma ajig poOoTH 3 HuppoBUMHU EPCOHAKAMU
HOBOTO MoKouiHHA. Moro dyHKI[ioHaTbHICTB, maTpuMKa Python Ta akTHBHA criinbHOTA
poOJIATH MOTO ONTUMAJIBHUM IHCTPYMEHTOM Juisl 1HTerpauii 3 MetaHuman Ta peasnizarii

cximagaux 3D-3agauy.

1.7 MosxnuBocTi kacToMi3anii Ta aromarusauii y Blender

Opniero 3 kmouoBux nepeBar Blender sk BimkpuToro 3D-pemakTopa € mmpoka
MIITPUMKa KacToMi3allii Mojenel 1 THydka CHUCcTeMa aBTOMaTu3allli, sKa JI03BOJISIE
CYTTEBO TMIABUIIMTH NPOAYKTUBHICTH POOOTH 3 MEpPCOHAXKaMHU, 30KpemMa — 3
BHCOKOIIOJIITrOHATBbHUMHU  MojaenssMu  MetaHuman. 3aBasku TO€IHAHHIO PYYHOTO
penaryBaHHs, CKPHUIITOBHX pillleHb Ta ajjoHiB, Blender 3abesmnedye MOBHOILIIHHY
MIATPUMKY 1HAMBITyali3allii MepcoHaxiB Ta CTBOPEHHS ONTHUMI30BaHOTO aHIMAI[IHHOTO

cepeIoBHIIIA.
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Blender Hamae mmpoki MOXIMBOCTI ISl BI3yaJIbHOTO Ta TEXHIYHOIO
HaJAIITyBaHHS MOJIEJIEH, 110 103BOJIsIE€ aanTyBaTH KOXKHOIO MEePCOHaXKa 1M1/l KOHKPETHI
noTpedu npoekty. OCHOBHI MOKJIMBOCTI KacTOMIi3allli BKIIIOUAIOTh:

1. Moaudikariiro reoMeTpii: KOpUCTyBaul MOXKYTh peaaryBat (popMmy oommyaus, Tijia,
najiblliB, CTBOPIOBATH YHIKaJIbHI pricu a00 3MiHIOBAaTH aHATOMI4HI mponopirii. Le
O0COOJIMBO aKTyaJIbHO JJII CTBOPEHHS CTHIII30BAaHUX TEPCOHAXKIB a00 amamTartii
MEePCOHAXKIB JIO THIITUX XYT0KHIX CTHIIIB;

2. Poboty 3 TekcTypamu i marepianiamu: iHCTpyMeHTH Blender mo3BomnsitoTh Jerko
3MIHIOBAaTH KOJIIp ILIKIpHU, OYeH, BOJOCCS, 3aCTOCOBYBATH Malu HOpMaJEH,
IIOPCTKOCTi. TakoX MOXJIHMBE JOAABaHHsS JCKOPATHBHUX EJIEMEHTIB, TaKUX SIK
TaTy, IpamMu, Makishbk ado rpum;

3. HanamrtyBanHs ofsry Ta akcecyapiB: KOpUCTyBaul MOKYThb IMIIOPTYBAaTH TOTOBUM
onAr, abo 3mojentoBatu oro 6e3nocepenubo B Blender. Ilpu npoMy MoxinBe
pO3MIIIIEHHsI aKcecyapiB (OKYJSPiB, CEPEXKOK, TOJIOBHUX YOOpIB) 3 TOUHOIO
MOCaIKOI0 10 (hOpMH TOJIOBU 200 BYX.

4. IHnuBinyanbHa CTWII3Alllsl MEPCOHA)Xa: NHUITXOM KOMOIHYBAaHHS T'€OMETPUYHUX
3MiH, HOBUX IIEHJEpPIB 1 akcecyapiB, MOKHa CTBOPUTU TMOBHICTIO YHIKaJIbHOTO
reposi, SKUH BI3yaJIbHO Ta KOHLENTYalbHO BIAPI3HATUMETHCS Bl 0a30BUX
11a0JIOHIB.

Bce 1e mosBossie 3poOMTH TIepcOoHaka YHIKAIBHUM 1 TOBHICTIO BIAMOBIIHUM
noTpedam MPOEKTY.

Astomatuzanis y Blender 6a3zyerbes nepeBaxkHo Ha miaTpumil Mo Python, 1o
JI03BOJISIE CTBOPIOBATH BJIACHI CKPHUITH a00 BUKOPHCTOBYBATH TOTOBI PIIIEHHS IS
NPUILBUALLIECHHS MOBTOptoBaHUX Aiil. Lle 0co0imMBO BakiauBO mpu poOOTI 3 TEXHIYHO
CKJIATHUMU MOJICTISIMU, JI€ BPYUHY 00poOIsITH BC1 00’ €KTH OYy710 O Hee(hEeKTUBHO:

1. Imnopt Ta nonepenHe HanamTyBaHHs MetaHuman 3a 10nomMororo oHOro Kiika.
Ile mo3BosIE BUAANINUTH 3aiiBi 00’ €KTH, OOpaTH piBeHb JAeTai3aIlli, iIaTyBaTH

MacmTad 1 CTpyKTypy MO/l aBTOMAaTUYHO, TOLIO;
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2. Tlpur’si3ka aHimamiid 10 HOBUX ckeneriB. CremianbHl aJJ0HH MOXYTh
aBTOMATUYHO aJanTyBaTW aHiMalli, TMepeTBOPIOBATH KJIIOYOBI Kaapu W
MepPEnpHB’SI3yBATH KICTKH JI0 HOBUX CTPYKTYP;

3. I'pynosi aii Hag o0’ ekTamu, K-OT aBTOMAaTHYHE MEpeHMEHyBaHHS, ONTHMI3allis
mieiiepiB, 3MUTTA MaTeplajiiB, TeHepalis MPOKCI-MEeIIiB Jii MOMEePEIHbOrO
nepersiny ado 30epekeHHs aHIMallil y 6107110TeKy.

Taxosx Blender mae BOynoBaHuii MexaHi3m 00poOku noziit (event-handling),
AKUM J03BOJISE 3allyCKaTH [l Ha 3MIHY CLIEHH a00 iMIOpPT HOBUX 00’ €KTiB. Lle
BIJIKpUBAE MUISX IO CTBOPEHHS MMOBHOI[IHHUX CIICHapiiB 6€3 y4acTi KOpUCTyBaya.
[lepeBaru kactoMizallii 1 aBTOMaTH3aIlli:

1. CkopoTuTH yac MIATOTOBKM CLEH 33 PAXyHOK 3MEHUIEHHS KIIbKOCTI PYTHHHUX
JU;

2. 3HUBATH KiTBKICTh TEXHIYHUX TOMHJIOK, IO BHUHHUKAIOTh TMPH PYyIHOMY
HaJaITyBaHHI,

3. Jlerko macmraOyBaTH MPOEKT, KOMH MOTPIOHO MIATOTYBAaTH BEJIMKY KIJIBKICTh

MEPCOHAXKIB.

1.8 IlopiBHsAHHS cKejieTHUX cTPYKTYP MetaHuman ta Mixamo

BiaminnocTti ckenetiB MetaHuman ta Mixamo HaBejieH1 Ha pUCyHKY 1.4.



OcHOBHI BigMiHHOCTI

Xapakrepucrmka

KinbKiCTb KICTOK

AHIMaLIA obanyys

CymicHicts 3 UES

TOYHICTE aHAaTOMIT
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Pucynoxk 1.4 — BigminnocTi ckenetriB MetaHuman ta Mixamo

[Ipu crBopenHi Ta aHiMamii 3D-TiepcoHaxiB AyXe BaXKJIUBY pOJb BIAIrpae
CKEJIeTHA CTPYKTypa Mojielli — Hallp KICTOK, SKHI BIAMOBIZAE 3a PyXH MEPCOHAXKA.
MetaHuman 1 Mixamo — ue JBi NOMyJspHI CHUCTEMH, SKI BUKOPHCTOBYIOTH CBOI
YHIKaJIbHI CKENeTH. X TIOPIBHAHHS € BaKJIMBUM I KOPEKTHOTO 0OMiHYy aHiMaIisMHU Ta
1HTerpaili Mojieniel y pi3Hi NPOEKTH.

Ckener MetaHuman:

® Olibllle KICTOK — BKJIIOYA€E JOJATKOBI KICTKH JJIST 004

® Ha3BM KiCTOK BimmoBimaroTh cranmaptam Unreal Engine (UES), mo mo3Bosse
BUKOpHUCTOBYBaTH rotosi aniMarii B UE 6e3 nepenanamryBaHb;

® aHAaTOMIYHA TOYHICTh — KICTKH PO3TAIlIOBaHI Ay»Xe€ OJM3bKO JI0 PeajibHOTO
AHATOMIYHOTO MOJIOXKEHHS.
Ckenetr Mixamo:

® MCEHIIIEC KICTOK — CTaHJAapTHUH ckeeT Mae 01u3bko 65—70 kicTok, 6e3 aeramizariii
T'OJIOBH;

® OJIHAKOBa CTPYKTypa JJIsl BCIX MEPCOHAXKIB — II€ 3pYYHO IS MIBUAKOT aHIMaIlii,
ajsie 0OMEXy€ TOUHICTb;

® TIiAXOAUTh s 0a30BOi aHIMaIlii — X004, 01T, )KeCTH PyKamMH TOIIO
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® Ha3BM KICTOK CTaHJApTH30BaHi, ajie He 3aBxJIu cyMicHi 3 MetaHuman 06e3
peTapreTUHTY.

OcCKinbKM  CKeNeTH Ppi3Hi, aHiMamii 3 Mixamo He MOXHa Hampsamy

BUKOpucTOBYBaTH Ha MetaHuman. IloTpiOHE pyuyHe BTpyYaHHS I IEPEHOCY came

aHIMaLl .

1.9 llepeBaru inTerpaunii MetaHuman Ta Blender y cyyacHux npoekrax

InTerpamiss Metahuman Tta Blender Bkpait aktyanpHa y cdepi 1mudpoBoro
BUPOOHUIITBA, ap)K€ BOHA JIOBOJI 3py4Ha. [lg koMOiHaiisi J03BOJIIE CTBOPUTH
BHCOKOAKICHUX 3D-nepcoHaxkiB Al Pi3HOMAHITHUX 1HAYCTpiii B HaOaraTto MMIBHALIUN
4ac, HIXK 1€ BCe 3p0OUTH BIIACHOPYY. AKTYaJIbHICTH III€T IHTErpallii 3yMOBJICHA HE JIUIIE
TEXHIYHOIO CYMICHICTIO, a i CTPATETI4YHOI0 BUTOJIO0 JIJI1 TBOPUYUX 1HAYCTPIi.

MetaHuman 103BoJsie CTBOpIOBAaTH HAA3BUYAWHO PEaiCTUYHUX MEPCOHAXKIB 13
JIeTaJbHUM MOJCIIOBAHHSAM INIKIPH, OYEH, BOJOCCSA, a TaKOoX OaraTOpiBHEBOIO
CTpyKTyporo ckesnera. Blender, y cBow uepry, 3abesmnedye cBOOOAY KacToMizallli,
NOTYXHI 3aco0u aHiMari, marpumMky Python-ckpumnTiB Ta MOXJIHBICTE TOBHOT
iHTerpauii 3 irpoBuMu pyuisiMu, Takumu sk Unreal Engine. Pazom 11 iHCTpymMeHTH
(GOpMYyIOTh THYYKHI, MOJYJIBHHI 1 HEAOPOTMH MNpOLEC, SKUU MIIXOIUTh SK s
HEBEJIMKWX KOMaHJI, TaK 1 JUIsI MaCIITaOHUX CTY/IiM.

[lepeBaru iHTErparlii:

® JIOCTYMHICTH 1 THY4KiCTh: Blender 6e3komroBHa miatdhopma 3 BIAKPUTUM KOJIOM,

AKYy MOXKHA JIeraJbHO BHUKOPHCTOBYBATH Yy KOMEPIIHHUX 1 HEKOMEpLIMHHX

npoektax. Bin niaTpumMye iMnopt 1 00poOky ckiiaguux moaeneit MetaHuman 6e3

MoTpeOu B TOpOroMYy JIileH31HHOMY 3a0e3nedeHHi. 3aBasku oMy 3D-niepconaxi

HAWBUIIIOTO PIBHA JIeTali3allli CTAIA JOCTYITHUMHU HE JIMIIIEC BEJTUKUM CTYIisIM, a 1

dplrancepaM Ta CTyIEHTaM;

e (dotopeanizm Ta nmeramizamis: MetaHuman mo3BoJisie CTBOPUTH TOBHOIIIHHOTO

nepcoHa)xa 3a JIYeHl XBUJIMHU — 3 YHIKQJbHUMH pUCAMH OOJIHUYYS, SIKICHOIO
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reoMeTpi€r0 Ta TeKCTypamMu IKipu. Y 3B’s31i 3 Blender 11 mepcoHaxi MOXyTb
OyTH WIBHJKO aJlallTOBaHi, aHIMOBaHI M Bi3yamizoBaHil. lle ckopouye MK
BUPOOHUIITBA ITPOBOTO UM aHIMALIIHOTO KOHTEHTY B pasu;

® IHCTpyMEHTH Kactomi3aiii: Blender nae 3mory penaryBaTu He JIMIIIE T€OMETPIIO
MO/, a ¥ i MaTepiayin, CKEeNeT, OJIST, OCBITIICHHS Ta HaBITh B3a€MOJIIO 3 IHITUMHA
00’extamu y crieHi. e poOuTs MOKIMBHM TIMOOKe HajamTyBanas MetaHuman-
nepcoHaXka IMiJI KOHKPETHI 3ajadi: B CEpPHO3HOI JIpaMaTUYHOI POl 10
CTHITI30BAHOTO MYJIBTSIIITHOTO T€POST;

® OCBITHI Ta 1HII-TIPOEKTH: BEIWYE3HA KUIBKICTh OCBITHIX 3aKJIaJiB 1 HE3aJICKHUX
po3poOHuKiB BukopuctoBye Blender sik ocHoBHUIT 3D-1HCTpyMeHT. MOXKIIUBICTD
iHTerpauii 3 MetaHuman 3HayHO po3MIMpIOE HAaBYaIbHI MOMKJIMBOCTI: CTYACHTH
MOXXYTh BHMBYATH PEANICTUYHY aHIMaIlilo, OOpOOKy TKaHWH, MIMIKy, He
BUTpAYalOyy KOLITIB Ha JOPOT1 PIIICHHS.

® TIJBUIIEHHS TOCTYMHOCTI podeciitHoro piBHs: iHTerpailis Blender i MetaHuman
TKBIAy€ TEXHOJOTIYHUN Oap’ep, SKUl paHille ICHYBaB MK aMaropamu W
npodecionanamu. CboroaHi OyIb-sIKUM KOPHUCTYBad 3 0a30BUMH 3HAHHSIMU
Blender moxxe cTBopuTH KiHeMaTorpadiuHuid mepcoHax i3 MpodeciiHuM PUroMm 1
eKCIopTyBaTH ioro it BukopuctanHs B Unreal Engine abo iHIIKUX cuctemax.
Ha pucysky 1.5 MoxHa no0auynTH NpuOIM3HUNA Yac CTBOPEHHS IEPCOHAXKY

BpPYYHY Ta 3a aornomororo 38’1311 MetaHuman Ta Blender.



Yac Ha CTBOPEHHSA rnepcoHaka (roaunHun)
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s IHporpadika: NopiBHAHHA Yacy CTBOPEHHS NepcoHa)ka
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Pucynoxk 1.5 — Yac cTBOpEHHs IEPCOHAXKY
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2 AHAJII3 TA IVIAXHW CTBOPEHHA AJJIOHY IS HNIAI'OTOBKH
MOJIEJIEM METAHUMAN Y BLENDER

2.1 Orusaa rexHoJiorii aias miaroropku moaesnei MetaHuman y Blender

2.1.1 ITiaroroBka moaesaeii MetaHuman

Mogeni MetaHuman npenctaBisitorb CO00I0 BHCOKOSIKICHI Ta  JIETaJIbHO
OTpalbOBaHl TPUBUMIPHI MOJIENI, 1110 BUKOPUCTOBYIOTHCSI B PI3HOMAHITHUX IU(DPOBUX
cepenoBumax. lIIpore, nns 3abe3nedyeHHsT CYMICHOCTI IMX MOJEIEH 3 1HIIUMU
MporpaMHUMU 3acobamu, TakuMu sk Blender, HeoOXiaHO 3M1IACHUTH PSJ MiATOTOBYMX
eramiB. L1 3axoau BKIIOYaIOTh MOJU(DIKAIIIO T€OMETPii, 3aMiIHY OCHOBHOTO CKEJIETY,
KOPUTYBAHHS TEKCTYyp 1 MaTepialliB, a TAKOXK 3arajibHy ONTHUMI3allll0 MOAENEH s
HOJAJbILIOTO iX 3aCTOCYBaHHS.

[lepmiuMm eranmoM € BuAaleHHs HasgBHOro ckenetry MetaHuman. OcHoBHa
npo0Jsema, 1110 BUHUKAE Mpu nepeHeceHHi moaeneir MetaHuman o iHmmx nporpam abo
CEpeNOBHUIIl aHIMaIlll, TOJIIra€ B iXHIA IOYATKOBIA CKeNEeTHIM CcTpykTypl. Ckenet
MetaHuman po3po0iieHnid cneniaabHO AJig 1HTerpaiii 3 BHYTPIIIHIMU MEXaHi3MaMu
Unreal Engine 1 Moxe He BianoBinatd BuUMoram iHmmx miatdopm. Ha pucynky 2.1

MO>KHA TT00AYUTH HOTrO.
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Pucynok 2.1 — Ckener MetaHuman

Hamnpuknan, nius po6otu B Blender abo aniMyBaHHS 32 JOTIOMOTOIO 30BHIIIHIX
CUCTEM, TakuX sk Mixamo, 4acTo MOTpiOHO BIPOBAJUTU CKEJIET 3 IHIIUM (opMaToM 1
CTPYKTYyporo. TakuM 4uHOM, BUAAICHHS MOYATKOBOTO CKEIIETY € BAXJIMBUM KPOKOM Y
mpolieci ajanTaiii MepCcoHaXiB 0 PI3HUX 1HCTPYMEHTIB 1 pobouux cepemoBuil. Ha
pUCYHKY 2.2 HaBelleH mpukiaj ckeinery Mixamo. Ilicnsa BupaneHHs MONEpPEIHbOTO
CKeJIeTa HACTYIHHMM eTarnoM € (GOpMyBaHHsS HOBOIro, 10 3a0e3leuye CYMICHICTh 3
PI3HHMH TPOTPpaMHUMH IHCTpyMEHTaMu Ta Iiargopmamu. CrneuiaqbHUN aaAoH A
Blender aBTomaTu4uHO BUKOHYE 3aMiHy ckeseTa MetaHuman Ha anbTepHaTUBHUN CKEJET
Mixamo. Takuii miaxiag ycyBa€e HEOOXIAHICTb y PYYHOMY HaJallITyBaHHI CTPYKTypHU
CKeJIeTa, LI0 CYTTE€BO MPHUCKOPIOE Tpouec miaroroBku mozeni. Lle, y cBow uepry,

MIJIBUIIYE i1 YHIBEpPCAIBHICTh Ta aIaITUBHICTD JIJIs IHTETpalii B pi3Hi 3D-cucremu.
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Pucynox 2.2 — Ckenet Mixamo

[Ticnst cTBOpeHHS HOBOTO CKenera B Mixamo, aafoH TMOBHHEH aBTOMATHYHO
BCTaBJIATH MOTO B MOJIEJIb, TOYHO PO3TAIIOBYIOYM KICTKH BIAMOBIAHO A0 i1 TeoMeTpii.
[eit mporiec € KI0U0BUM I 30€peKEHHS] aHATOMIYHOCTI MOJIEN1 TICIIs 3MIHM CKeJIeTa.
3aBASKM LOMY MOJEJNb 30epirae mpaBWIbHY CTPYKTYpY, YHUKarOuu aedopmariiil, ski

MOYTh BUHHKATH Yepe3 HEKOPEKTHE MO3UITIOHYBAHHS KICTOK.

2.1.2 MeTroau Ta iIHCTPYMEHTH VISl ABTOMATH3alil MiATOTOBKH Mo/ieJiei

[Tpouiec migroroBku moxeneir MetaHuman nns po6otu B Blender abo inmmx
TPUBUMIPHHUX CHCTEMaX € JOBOJI CKJIaJHUM. BiH OXOIUTIOE HE JHIE 3aMiHy CKEJIETHUX
CHUCTeM, aje TakKoX mepeadadae peTenpHy OOpOOKYy TE€OMETPUYHUX CTPYKTYD,

TEKCTYPHUX MaTepialliB 1 ONTUMI3AII0 MOJCHI JJIsi TIOMAJBIIOr0 peJaryBaHHs YHd
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iHTerpamii. 3 METOI0 CHPOIIEHHS I[UX TMPOIEAYyp 3aCTOCOBYIOTHCS PI3HOMAaHITHI
IHCTPYMEHTH Ta aBTOMATHU30BaH1 METOJH, SIK1 CIPHUSAIOTH CKOPOUYCHHIO Yacy Ta 3YCHUJIb,
HEOOXITHUX JIJISl TATOTOBKY MOJIEJICH, a TAKOXK 3HIKYIOTh PU3UK BUHUKHEHHS TIOMUJIOK
y niporieci po6oTu. CyTTeBYy JOTIOMOTY B IIbOMY aCTIEKT1 HaJIal0Th CIICIiai30BaH1 a/IJIOHU
st Blender, siki aBTOMaTH3yIOTh OUTBIIICTD KITFOYOBHUX €TaITiB a1allTallii.

3aMiHy CTaporo ckeieTa Ha HOBMI, CYMICHUH 3 pi3HUMH 3D-cucteMaMu, MOXHa
BBa)KaTH OJHMM 13 KJIIOYOBHUX eTamB miaroroBku MetaHuman, 00 BiH MIAXOIUTH Mif
pizHi 3D-cuctemamu Ta iHII cdepu BUKopucTaHHA. AnjnoH mig Blender mae 3mory
ABTOMATUYHO BUJAIMTH TOMEPEIHIA CKEJIET 1 CTBOPUTU HOBHM, ONMTHUMI30BAHUN Iij
ctanaaptu Mixamo. lle HeoOx1aHO 3aais 1HTerpalii MoJeN 3 IHIIUMH IaThopMamu,
TaKHMH SIK ITPOBI1 IBU’KKH a00 IPOrpaMHu JUIs aHIMalii.

[TpuHun GyHKIIOHYBAaHHS:

® aJJI0H CaMOCTIHHO Bu3Ha4ae ckejaeT MetaHuman;

® RBif0Opaka€ KOPUCTyBauy HaJAIITYBaHHS JJI BCTAHOBIIEHHS HOBOTO CKEJIETa,
3a0e3neuyroun 30epeKeHHs MPOTOPIIi MOJIei;

® aBTOMATHYHO BHKOHYE TPOIIEC 3aMiHH, Y3TODKYIOUHM KICTKH HOBOTO CKelleTa 3

TrE€OMETPIEI0 MOJIEINI, 1[0 TapaHTy€ KOPEKTHY CYMICHICTb.

Takox BaroMorw 4YacTUHOK 13 KJIFOYOBUX 3aBJIaHb aBTOMAaTH3allli € MiJrOTOBKA
MOJedl JJIs TOJAJbIIOr0 BUKOPUCTAHHS, IO CHOPsIMOBaHA Ha 3a0e3MedeHHs il
aJIanITUBHOCTI 10 PI3HOMAaHITHUX poOounx cepenonuill. Llei nmporiec Moxke nependavaTu
KiIbKa Ba)XKJIMBUX €TaIliB:

® onTuMI3allisg MoJIeli 3a piBHaMH aeTam3aiii (LOD);
® TICpEBIpKa Ta HAJAIITYBAaHHS MaTepiaiiB BIAMOBIAHO A0 OCOOJMBOCTEH IIITHOBUX
m1aTGopM.

[Ipormec onTuMmizaliii piBHIB JeTami3allii € HaJ3BUYaHO BaXKIMBUM. Taki MOJeI,
BUKOPHUCTOBYIOTHCS Y PEXKUMI peajbHOro yacy. CKOpOUEHHS KUTbKOCTI MOJIITOHIB CIIPUSIE
3HAYHOMY ITIBUIICHHIO TIPOYKTUBHOCTI, 10 OCOOJIMBO aKTyaJlbHO JJIsi BETUKHUX CIICH
a0o 1IrpoBUX MPOEKTIB. [HCTpyMeHTH, Taki sk agnonu ayig Blender, HamatoTh MOXKIHBICTh
KOPUCTYBauy €(QEeKTUBHO YIPABISITH pPIBHAMH Jertanmizaiii mozemi. lLle mo3Bosisie

30epiraTy ONTUMAJIbHY KUIBKICTh TIOJIITOHIB JIJISl PI3HUX €JIEMEHTIB MOJIEII, TOCATAI0YN
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IpHU IbOMY OaJIaHCY MK BUCOKOIO SKICTIO Bizyasizallli Ta mpoAayKTuBHICTIO. [Tpukianu

LOD pi3Hoi cTyneHi aeranizaiii MOKHa M00auYuTy Ha PUCYHKY 2.3 Ta 2.4.

Pucynok 2.3 — LOD cepeaHboro cTymneHs aeraizaiii
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Pucynok 2.4 — LOD nHaliBHUIIIOTO CTYNEHS AeTani3aiii

2.2 TexHoJi0rii 1151 pO3POOKH AIOHY

2.2.1 Buxkopucranns Python ta Blender API

Y po3pobmi amgony mis  miarotoBku Mozenei MetaHuman y  Blender
BUKOPHUCTOBYEThCS MOBa nporpamyBaHHs Python, sika € 0CHOBHOIO MOBOIO CIIEHapiiB y
Blender. Takox 3aBasku miarpumili Blender API, Python nosBosisie Ge3nocepenHbo
B3aEMOIISITH 3 BHYTPINTHIMU CTpyKTypamu 3D-cepenoBuiiia, 110, y CBOIO 4epry, MOXKHA
CIIOCTEpIraTH B aBTOMATHU3AIll1 PyTUHHHUX MPOLECIB Ta CTBOPEHH1 3pYYHUX IHCTPYMEHTIB.

Blender API (Application Programming Interface) namae moctym 1o Takux
KJIFOYOBUX MOKJIUBOCTEM:

® KkepyBaHHA 00’ekTamu cieHH: Python 1mo3Boisisse 3HAaXOAWTH, CTBOPIOBATH,

00’eqHyBaTH a00 BUAANATH Oyab-siki 00’ekTH: Memrni, apmartypu (pur), rpymnu
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BEpIIWH, KoJekiii. Hampukiau, mijg yac O4MIeHHs CIIEHH BiJl HEOTPIOHUX PiBHIB
netamnizamii (LOD), BUKOHY€eThCS aBTOMATHYHE BHIAJICHHS BiIOBIIHUX 00 €KTIB
3a 3aJJaHUMHU YMOBaMH.;

3MiHa TpaHcdopMalliid: CKPUITH MOXKYTh 3MIHIOBATH TOJIOKEHHS, MaciiTad 1
o0epTaHHsA 00’€KTIB, 1[0 KPUTUYHO BAXKIUBO MPH aBTOMATHYHOMY DPO3MIIIEHH]
HOBOoro Mixamo-pur BigHOCHO TUeHTpY Moxaeni MetaHuman. Takox
MIATPUMYETBCA 3aCTOCYBaHHS MaciTabiB, OOHYJEHHs TpaHcopmariii 1 ix
3aCTOCYBaHHS;

penaryBanHs reomerpii 00’ekTiB: Blender APl nmae 3mory nomaBatum abo
3MIHIOBaTH KICTKH y PEKHUMI pellaryBaHHsI CKelleTa, FEeHEPYBATH CKEJET 3 HYJI,
3agaBatid koopauHatu head, tail s KOXKHOI KICTKM Ta BCTaHOBIIIOBATU
0aThKIBCHKI 3B’SI3KM. Y CTBOPEHOMY aJJIOHI CaM€ TaK BiJI0YyBA€ThCS T€HEpallis
CTpYKTYpH Mixamo;

noOy70Ba KOPUCTYBAIbKUX TaHEJEH Ta eJeMEHTIB 1HTepdeiicy: 3a JOMOMOIo0
MOJYJIIB, CTBOPIOEThCS 1HTEepdeic ammoHa, po3milieHnd y OiuHid manem 3D-
BIKHA. Y HbOMY MOXYTh OyTHM peani3zoBaHl JOCUTh OaraTo eiieMeHTiB. KoxeH
€JIEMEHT 3B's13aHUH 3 (PYHKIIIOHAIBHICTIO a/IJI0HA Yepe3 onepaTopu.

B BuUmanKy CTBOpEHHs BU3HAYEHOTO aJ0HY OYyIyTh BHKOPHCTAaHI Mailke BCI

MyHKTH, SK1 BKa3aHl BUILE. A caMe CTBOPEHHS Ta BUJIaJEHHS 00’ €KTiB, TpaHchopmallii,

po3poOKka maHeneu iHTepdeiicy ais KopucTyBaHHs. TaKoK MOBUHHI OOPOOISTUCS MOIIT

KOpUCTyBaua B iHTep(eiici agaoHy, MO3BOJSIOYM pearyBaTd Ha BHOpaHi OIIii,

BUKOHYBAaTH Jii B PEaJbHOMY Yacl Ta OHOBIIIOBAaTH JlaHI CIIEHU 0e3 HEe0OXITHOCTI

BTPYYaHHS BPY4HY.

[lepeBaramu Bukopuctanus Python y iboMy KOHTEKCTI €:

KpocruiatgopMeHicTh (aaa0H nparroe ogaakoBo Ha Windows, macOS, Linux);
THYYKICTh Ta MOKJIMBICTh IIBUJIKOT MOAU(IKAIT JIOTIKH;

aKTUBHA CHOUTbHOTAa pO3poOHUKIB Blender, mo momermye MiATPUMKY Ta

BJIOCKOHAJICHHS PILICHb.
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2.2.2 CTBOpeHHs iHTepdelicy 11 KOpUCTyBaya

3py4HHil Ta IHTYITUBHO 3po3yMuIMil iHTepdeiic KopucTyBaya € BaKIUBOIO
CKJIAJIOBOIO Oyab-SIKOTO aJJIOHY, OCOOJMBO TOi, KOJM MOBA #ae MPO CKIIATHI 3amadi
miaroroBkn 3D-mopeneil. Y ajnoHi peanizoBaHO MPOCTYy Ta JIOTIYHY CTPYKTYpPY
iHTepdeiicy 3a momomoroio 3acobiB Blender API, mo mgo3Bomsie KOpUCTyBadeBi
3MIMCHIOBATH KJIFOUOBI Jii 0€3 MOTpeOH B TIMOOKUX TEXHIYHUX 3HAHHSX.
[aTepdeiic anmoHy BKIIOYaE€ HACTYITHI OCHOBHI €JICMECHTH:
® KHOIIKH 3aIyCKy OCHOBHHX OIIEpalliif, TAKUX 5K 3aMiHa CKeJIeTy ad0 3aCTOCyBaHHS
3MIH;
® TaJOYKH I aKTUBAaILli a00 JeakTUBaIli JOJATKOBHUX OIIIII;
® BUIMAJaI0Ul CHHCKH a0 CEeJeKTOPH sl HIBUAKOTO BHOOpPY OakaHOTO pIBHS
neTaii3alii abo YacTUH MOJIENI;
® OKpeMi BKJIaJKH abo MaHeml peAaryBaHHs, IO T03BOJISIIOTh BPYUHY CKOPETYBaTH
MOJIOKEHHS a00 PO3MIPHICTh CKEJIETY IMiC/I aBTOMATUYHOT 0OPOOKH;
[Tpukam BUTIISAY KHOTIOK Ta iHIIHX (PYHKIIH TaHEeI al7TOHy MOXHa MEPETIISTHY TH

Ha PUCYHKY 2.5.
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Pucynok 2.5 — [Tanens agaony
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Oxpema yBara NpUAUIAETHCS MNPOCTOTI Ta IIBUAKOCTI AOCTYNY /0 KIOYOBHUX
¢yHkiiil. Becs iHTEepdeiic po3ramoByeThes y BKiaali N-MaHedl B OKpeMOMY MiAMEHIO,

110 pOOUTH HOTO 3aBXKIU JOCTYITHUM IIiJ] 9ac poOOTH 3 MoAeIUIO Yy 3D-BikHI.

2.2.3 Buxkopucranusa crangapris 3D-gaiiis

[Ipu po3poOui agnony s miarotoBku moxaenerd MetaHuman y Blender Bapto
3BEpPHYTHU yBary Ha 3a0e3[eUYeHHs] CYMICHOCTI 3 MOIIMpPEeHUMH popMatamu 3D-aiiis.
Ile HeoOXigHO Ay 3pyYyHOro OOMIHY MOJEISIMH MDK PI3HUMH TPOTrPaMHUMU
cepenoBuiaMu, Takumu sik Unreal Engine, Unity, Maya, Cinema 4D a0o 111111 pe1akTopu
3D-rpadiku.

dopmary, 3 skumu nipaitroe Unreal Engine Ta Blender:

1. FBX (Filmbox) — ocHoBHuii ¢opmar mig nepenaui 3D-mozeneri pazom 3i
CKeJIeTaMH, aHIMaIlisIMH, MaTepiajaMd Ta 1HIIUMUA MeTagaHuMu. Blender mae
BOy/I0BaHy MIATPUMKY IMIOPTY Ta ekcropty y gopmar FBX, xoua npu upomy
MOXXYTh BUHUKATH JESKI HECYMICHOCTI — HampHKJIaJ, YacTKoBa BTpaTa
KOHTpOJIEPiB pury ado crenudivni imeHyBaHHs KicTok. CaMme ToMy pu poOOTi 3
MetaHuman BaXIMBO aBTOMATHYHO aJanTyBaTH CTPYKTYpPy IMIOPTOBAaHO1
MOJICIII, 0 U peai3yeThCsl B MEKaxX CTBOPEHOTO aJI/I0HA;

2. OBJ (Wavefront) — dopmar, skuii He 30epirae asiMailid, KicTOK, a0o
MaTepialbHUX BJIACTHMBOCTEM y TOBHOMY 00cs3i. IIpore BIH yacrto
BUKOPUCTOBYEThCSI B MPOCTUX OOMIHHHUX OMepamisx, s 30epekeHHs
"craTnyHux" Mozenel abo TecTyBaHHs reomerpii. Blender uurae meit ¢popmar
HATUBHO 1 JO3BOJISE JIETKO BUKOHYBATH TIOMIEPETHIO 0OPOOKY MOIEII;

3. GLTF/GLB — cy4acHi ¢opmaty Iiisi IBHIKOTO PEHICPUHTY B pPEAIbHOMY Yaci,

SIK1 TaKOXK MIATPUMYIOTh MaTepiajik, TEKCTYpH Ta aHIMaIIii.
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Haiixpamum dopmatom Oyne, 3BicHo, FBX, Tomy 110 npu iMmnopTi BiH 30epirae
BCIO HEOOX1IHY 1H(opMaIIito I moAaIbiIoi poooTH. Takok, KOpUCTYBad 3MOXKE J1alli

CKCIIOPTYBATHU MOJCIIb 3 CBOIMH HaJIalOTYBaAHHAMMU OO0 30BHIIIHIX CUCTEM.

2.3 PimienHs1 onTuMizauii cnpaBHOCTI aI0HY NPH PO3pod i

2.3.1 CymicHocri 3 pizaumu Bepcisimu Blender

ITin gac po3pobku amgony s Blender BaxkiamBorwo 3amadero € 3abe3leueHHS
CTab1IpHOI POOOTH 3 PI3HUMHU BEPCISIMHM I[LOTO MpOrpamMHOro 3abesneueHHs. Blender
AKTUBHO PO3BUBAETHCS, 1 MICIIA KOKHOIO OHOBJICHHSI MOXYTh 3MIHIOBATUCS BHYTPIIIHI
MexaHi3Mu API, cTpykTypa gaHuX, IPUHIIAIIA JTOCTYIy 10 00'€KTIB CIieHH abo HaBiTh
JIOT1Ka IMIIOPTY/EKCIOPTY.

BignoBigHo, 1mo6 MiHIMI3yBaTH Il MpoOJIeMH, Yy TIpoOIecl PO3pOoOKH aIOHY
BPaXOBYIOThCSI HACTYIIHI M1 IXOJIU:

1. BUKOpuUCTaHHA TepeBipeHUX Ta cTaduUIbHUX (yHKIIA API, ski 3anumaroTbes
HE3MIHHUMU TIPOTATOM JIeKIbKOX Bepciii Blender;

2. mependadeHHs] TMOTEHI[IHHUX HEBIAMOBIIHOCTEH 3MIMCHIOETHCSA Yepe3 MEPeBipKy
Bepcii Blender Ha ertami iHimiamizamii agmony. [lel miaxig 103BoJIsIE CBOEYACHO
BUSBJISITH TPOOJIEMU CYMICHOCTI Ta TMOIEPEIKaTH KOPUCTyBada IMPO MOKIIMBI
YCKJIaTHCHHS;

3. peryispHe TECTyBaHHS aJJIOHy Ha akTyajdbHUX Bepciax Blender mepen xoxHum
PENi30M € HAMKPAIIOo MPAKTUKOIO, STKa MIHIMI3Y€E PU3UKUA HECIIPAaBHOCTEH.
3abe3nedyeHHs] CyMICHOCTI — II€ MOCTIMHUN Mpolec, 10 BUMAara€ THYYKOIO

MIIXO0y Ta yBAXHOCTI 110 3MiH y Blender. Ane 3aBasiku npaBuiibHINi OpraHi3aiii Koy Ta
BpaxyBaHHIO crnienudiku AP, MoxnuBO miaTpUMyBaTH CTaOUIbHY poOOTY aqiOHy Yy

OUIBLIOCTI aKTyaJIbHUX CEPEIOBHUIII.
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2.3.2 TexniuHi nuTaHHs mpu poooTi 3 mogeasimu MetaHuman

OCHOBHI TeXHIYHI CKJIAHOIII, IO BHHUKAIOTh:

Benuka kigpkicTh 00’€KTIB y clieHi: TuroBa MetaHuman-Mozens ckiamaerbes 3
JECITKIB OKPEMHUX €JIEeMEHTIB: OCHOBHUH Tyiy0, TOJIOBa, POTiBKa, CKIEpa, OIS,
BOJIOCCS, OpoBW, Bii, BHYTpINIHS dYacTHHA poTa, 3yom Tomio. KoxeH 3 mux
€JIEMEHTIB TIPEJCTaBICHUM SK OKpeMUH Mem 1 Mae BiacHuM Matepian. lle
MEPEBAHTAXY€E MOKA30BE BIKHO 1 pOOUTH CIIEHY BaXKKOIO B HaBIralli, 0cO0JIMBO st
HOBAYKIB;

TouHICTh MO3UIIIOHYBAHHS: TiJ Yac 3aMIHM CKEJETy Ta IepeHaIallTyBaHHS
€JIEMEHTIB CIIEHM BAaXKJIMBO 30€piraTd TOYHE IMO3MIIIOHYBAaHHS YacTHH TLja,
BOJIOCCA, OJATY TOIIO. byab-sike 3MIMIEHHS MOXE CIPUYMHHUTH Bi3yallbHI
apredakTu 4 aepopmarii;

Bucoka HaBaHTaXeHICTh CLIEHU: 4Yepe3 JeTali3alilo MOJEJl CLeHa MOXe OyTu
BaKKOIO JIs1 00POOKH, 0COOIMBO Ha KOMIT I0Tepax 3 00MeKeHUMH pecypcamu. Lle
CTBOPIOE NMOTPeOY B ONTHUMI3aIlii KIIbKOCTI MOJITOHIB a00 Bukopuctandi LOD;
Curyarii 3 macmraOyBanuam: iHoal npu immopTi 3 Unreal Engine abo iHmmx
maTGopM MaciTadbu MoJIesl MOXKYTh BIAPI3HITHUCS, IO YCKIIAIHIOE THTErparllito 3
HOBHUM CKeJsleToM abo cueHoro B Blender.

Iepapxis ckenera MetaHuman € 3akpuroro asis moaudikaiiiii: OpuriHaJIbHUN pUr
MetaHuman no6ynoBanuii i Control Rig B Unreal Engine, Tomy He npuaaTHuit
g npsmoi a”imarii B Blender. BinburicTs KicTOK MaroTh iMEHa, HE3pO3yMUI1
Blender-xopucryBauawm, i BigcyTHs kinacuuna cxema “Hips — Spine — Chest —
Head”.

[Tpuknaza Toro, CKUIbKM BUHUKAE 00’ €KTIB TP IMIOPTI HABEJIEH HA PUCYHKY 2.0.
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Pucynok 2.6 — O6’ext MetaHuman

Jlnst BUpIIIEHHST 1UX 3aBAaHb aJJIOH BIPOBAKYE€ HHU3KY TEXHIYHUX pPIIICHB:
ABTOMATUYHO 3HAXOJUTH 1 BUJIAJISIE CTApUN CKEJIET, ONTUMI3y€e PO3TaIlyBaHHS 00'€KTIB
MpU JI0JIaBaHHI HOBOTO, JTO3BOJISIE KOPUTYBATH PO3MIpPH Ta TOJOKCHHS CKeJeTa IS
TOYHOTO y3TO/KEHHS 3 TEOMETPI€I0, a TAaKOXK 3abe3neuye BuOip piBHs aeranizaiii (LOD)

JJIA 3HUXKECHHA CUCTCMHOI'O HABAHTAKCHHS.

2.4 AKTyaJIbHICTBH PO3PO0KH

TeMa cTBOpEHHs IHCTPYMEHTIB JJIsl TiAroToBKU Mojeieit MetaHuman y Blender
Ha0yBa€ BENUKOI aKTyaJlbHOCTI 3 KUIbKOX npuuuH. [Inatdpopma MetaHuman Big Epic
Games 103BOJIIE PO3pOOIATH BUCOKOpeadicThuuHi 3D-moxaem mrojel, ki 3HAWIIUIH
IIMPOKE 3acTOCyBaHHA B cdepax IrpoBoi 1HAYCTpii, BIPTyaJbHOI pPEaIbHOCTI,
KIHOBUPOOHUIITBA Ta aHiMalii. [IpoTe, uepes3 cknaany CTpyKTypy MojelneH 1 cnerugpiuny
OyZOBY iXHBOT'O CKEJIETY, iX BUKOPUCTAHHS B IHIIUX Mporpamax, 3okpema Blender, crae

,Z[OBOJ'Ii HCTIPOCTUM 3aBAAHHSAM.
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Hapasi maiixe BiJICyTHI JOCTYIHI IHCTPYMEHTH YH aJIJIOHH, 5IKi O aBTOMAaTU3yBaJIn
npouec miarotoBku MetaHuman-moneneit mnist po6oru y Blender. KopucryBauam
JIOBOJIUTHCS BUKOHYBAaTH HHU3KY TPYIOMICTKHX PYYHUX OTEpalii: BUIATICHHS
OPUTIHAJIBPHOTO CKEJIETYy, HaJallTyBaHHs reoMeTpii, ajanTailis J0 CTOPOHHIX CKEJICTIB
(manpuxnan, Mixamo), moaudikaris piBaiB meramizamii (LOD) tomo. Taka cutyaris
3HAYHO YCKJIATHIOE pOOOYHil MPOIeC HABITh TS TOCBiMUeHUX 3D-XymM0)KHHKIB.

Xoya Ha PUHKY ICHYE YMMAaJi0 IHCTPYMEHTIB JJI1 PETapreTUHTry aHiMmalliid ado
ckenetiB 13 Mixamo Ta iHmwmx miaatdopm. Hasite B camomy Unreal Engine € 3pyuHa
CUCTEMa peTapreTy, IKpa3 y Tii 3Bs311l CUCTEM CKEJIETIB, SIKi OEpyThCs 32 OCHOBY Y IIbOMY
afnoHi. 3BOpOTHHII nporiec — ananTtaiis MetaHuman-moaeneit ajist CcyMiCHOCTI 3 IIUMHU
ckeneraMu abo TurarGopMaMu — MPAKTUIHO HE TpeicTaBieHnid. Lle cTBoproe oueBuIHY
noTpeOy B IHCTPYMEHTI, SIKMI T03BOJIUB OU IIBHUIKO Ta MpocTo miarorysatu MetaHuman
st poobotu y Blender 13 O11b11 yHIBEpCATbHUMHU CKEJIETAMH HE BUXOASYH 3 HHOTO.

Po3pobOka annoHy, sIKMii aBTOMAaTU3ye ILield Mporec 1 3ade3neuye 3pydyHUin
iHTepdeiic, Moke 3HAYHO CHPOCTUTH W TIPUCKOPUTH B3aEMOJIIO 3 MOJICIAMU
MetaHuman. Takuii iHCTpyMEHT BiIKpHE HOB1 IEPCIIEKTUBU K JJI MPOeCciOHaNIB, TaK
1 JUTS IOYATKIBINIB, 3a0€3MeUyI0uH JIETIITy 1HTEerpalito cydyacHux 3D-mofeneit y npoexTu

0e3 HeoOX1JHOCTI BUKOHYBATH CKJIQIHI TEXHIYHI omeparlii.

2.5 IlepcnieKTUBY PO3BUTKY AJAJA0HY

2.5.1 Po3mupeHHs pyHKIioOHATY

Ha manomy etami ajjioH BXe€ BUKOHY€ OCHOBHI (DYHKIIi MiArOTOBKH Mojelein
MetaHuman y Blender — 30kpema, 3aMiHy CKeJETy, MO3UIIOHYBaHHS Ta 00’ € JHAHHS
menriB. OHaK TOTEHITial IS MOAATBIIIOT0 PO3BUTKY I[LOTO iHCTPYMEHTY 3aJIUIIAECTHCS
3Ha4YHUM. Po3mmpenHs (yHKIIOHATY 103BOJIUTH 3pPOOUTH MPOIIEC MiATOTOBKU MOCIeH
11e OB THYYKUM, IIBUJIKUM 1 3pyYHUM JJIs1 KOPUCTYBAUiB 13 pi3HUM PIBHEM JOCBIY.

Mo>kJIMB1 HAPSMH PO3BUTKY:
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1. momaTkoOBI pEeXUMHM pelaryBaHHsS CKEJETY: BKJIIOUCHHS (YHKIIM TOYHOTO
HaJAIITyBaHHS OKPEMHUX KICTOK Oe3nocepeHbo uepe3 intepdeiic. Lle 103BoauTh
KOPHCTYBa4eBl CaMOCTIHHO PETYyJIOBATH CTPYKTYpy MiJ crenudivuni moTpedu
IPOEKTY;

2. 30epexeHHss mTpo@UTIB HANAIMITYBaHb: peali3allii CHCTEeMH Ia0JIOHIB, sKa
703BOJIsiE€ 30epiraTyl 1 3aBaHTaKyBaTH BJIACHI KOH(Iryparii s pi3HUX Mojenei
a00 THIIIB MPOEKTIB,;

3. miATpUMKa IHIHMX (OpPMATIB CKENETIiB: y MaHOYTHROMY aJJ0OH MOKE OTpPHUMATh
HIATPUMKY HE Juie Mixamo, a i 1HIIUX MOMYJIIPHUX CKEJIETHUX CUCTEM;

4. OinbIIe oMM KepyBaHHS 00'€THAHHIM MEIIIIB: MOXJIUBICTH TOYKOBO OOUPATH, SIKi
YaCTUHU MOJIEN 00’ €THYBATH 31 CKEJIETOM, a K1 3AJTUIIIUTH OKPEMUMU

5. mepeHeceHHs aHiMarliil 3 ckenety MetaHuman nHa ckener Mixamo: po3poOuTtu

cucteMmy peraprety came ais Blender, npuuoMy B 00UABI CTOPOHH.

2.5.2 Po3miupeHe ynpaBJIiHHA TEKCTYPpaMH Ta MaTepiajaMu

VY mporieci miaroroBku Mozeneit MetaHuman 10 momanbiioro BUKOPUCTAHHS B
cepenoBuill Blender BaxnuBy posib BiAirpae He JMIlIE€ KOPEKTHA T€OMETPIs Ta CTPYKTypa
CKeJeTy, ajie ¥ mpaBWJIbHE 3aCTOCYBaHHS TEKCTyp 1 maTepiamiB. SIkicHa Bizyasizailis
MoJIeNi 0e3MoCepeIHbO 3aJICKUTh BiJl TOUHOCTI BIJIOOPaKEHHS MIKIPU, BOJIOCCS, OUeH,
OJIATY Ta 1THIIUX KOMITOHEHTIB. TOMY MEPCHEKTUBHUM HAIMPSMOM PO3BHUTKY aJJIOHY €
aBTOMATHU3aIlisl pOOOTH 3 TEKCTYPHUMHU PECypcaMu Ta MaTepialaMH.

Pozmvpene ymnpaBiliHHS TEKCTypaMH TMependadyae BIPOBAJKEHHS MEXaHI3MIB
ABTOMATUYHOTO MPU3HAYCHHS MaTepialliB MICJIsl 3aBEPIIICHHST OCHOBHUX €TariB 00pOoOKu
Mozemi. AIoH MOxe OyTH JOMOBHEHHMM (DYHKISMH, SIKI CAaMOCTIMHO BH3HAYalOTh 1
3aCTOCOBYIOTH BIJIMIOBIJIHI TEKCTYPH 10 KOHKPETHUX 4acTuH mojneni. lle mo3Bomuth
VHUKHYTH PYYHOTO HAJAIITYBaHHS Ta 3€KOHOMHUTH Yac KOPUCTyBada, OCOOJUBO Yy

BUIAJIKAX, KOJIU 0OpOOJISIIOTHCS KiJIbKA MOJIeIel 0THOYACHO.
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[Ile oqHUM BaXITMBUM HANPSIMOM € MIATPUMKA CYYaCHHUX IIEHAEpPiB, IO MIMPOKO
BUKOPHUCTOBYEThCS ¥ Blender. ABToMaTtuuHe CTBOpEHHST MaTepialliB 3a0€31eUnTh O1IbII
peaslicTUYHe BiA0OpaXeHHS MOJIeJIei Ta 103BOJIMTh IIBUKO IHTETPYBATH iX y (iHATBHI

CIleHH a0o 1HII TPOTPaAMH.

2.5.3 BiacHa perapreTt cucreMa JUisi IePeHOCY aHIiMalii

Ha momeHT po3poOku pomoBHeHHs Metahuman go Mixamo Oyn0 BHUKOHAaHO
0a30By TEXHIYHY MiATOTOBKY MOJEJIeW aJjisi mojayibiioro BukopuctaHHs B Blender,
BKJIIOYAIOYM CHOPOIIEHHS CITKU, NpUeAHAHHS Mixamo-cKeneTa, MO3UI[IOHYBAaHHS Ta
ONTHUMI3allll0 TeoMeTpii. AJjie BOAHOYAC 31 3POCTAHHAM BUMOI KOPUCTYBayiB [0
BUKOpucTaHHd MetaHuman y moBHOMacmTaOHMX aHIMalIMHUX a00 ITPOBUX MPOEKTaX,
HACTYIMHUM JIOTIYHUM KPOKOM Yy PO3pOOIll JOMOBHEHHS € BIPOBAKEHHS CHCTEMH
peTapreTUHTy aHiMarlii.

BnpoBajpkeHHst peTapreTy L€ JOBOJI CKJIQJHUWA TMpOIEeC, SKUW BHMarae
BpaxyBaHHsS CTPYKTYPHHUX BIAMIHHOCTEH MK ckenetamu MetaHuman ta Mixamo. s
peanizalii Takoi CUCTEMH B MeXax aJJIoHa HEOOX1HO 3a0e3MeYUTH AEKIJIbKA KIIFOYOBUX
eTalliB, KOXKEH 3 SIKUX BIJIMOBIAA€E 3a MEBHUM aCMEKT NMEPEHOCY aHIMalliii:

1. TlepmmmM eTamomM € aBTOMATHYHE CHIBCTaBIEHHS KICTOK. OCKIUIBKH CTPYKTYpPHU
ckeneriB 'y MetaHuman 1 Mixamo cyTTeBO pi3HATHCS, HEOOXITHO CTBOPHUTH
MEXaHi3M, SKHH aBTOMAaTUYHO BH3HAYAE BIMOBIIHICTh MK IMEHAMH KICTOK 000X
cucteM. Hanpuknan, kictka mixamorig:Hips y Mixamo mae BignoBigaTu root abo
pelvis y MetaHuman. [[j1s1 ibOTo B a/1JTI0H1 peajii30BY€EThCS CIOBHUK B1MIOBITHOCTI,
KWW MOKe OyTH BiJpefaroBaHuil Bpy4Hy depe3 iHTepdelic, K0 aBTOMaTHYHE
BU3HAYEHHS HE CIIPAIFOE KOPEKTHO.

2. JlpyruM etanom € MaciitadyBaHHs Ta HOpMalli3allisl mo3ulliii animanii. Yepes Te,
II0 MOJEN MOXYTh BIAPIZHATHCS 3a pPO3MIpaMH, JOBXKHHOIO KIHIIIBOK Ta
3arajJbHUM TMOJIOKEHHSIM y MPOCTOPI, BAXKJIMBO aJanTyBaTh TpaHchopmarlii

aHiMarii Tak, MO0 BOHM BiAMOBimanu HOBIM Mozem. lleit etanm mepenbadae
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aJlanTali KOOpAUHAT aHIMAIIHHUX KIIIOYiB, @ TAKOXK MOXJIMBY KOPEKIIiO “root
motion” — TOOTO 3arajJibHOTO PyXy MOJIEJII IO CIICHI.

3. Hactymauum kpokoM € TiepeHoc KiIowiB aHiMamii. Amimarii  Mixamo
PEACTaBISAIOTE COO00 HAOOPH KIIIOUOBHMX KaJApiB, sIKI HEOOXIAHO MEPEHECTH Ha
BiamoBiaHi KicTku MetaHuman. ITiciist Toro sk BigmoBigHICTh KICTOK BCTAHOBJIEHO,
aJJIOH 3YMTY€E KJIIOYl 00epTaHHs, MOJIOKEHHS W MacmTady 3 Mixamo-KiCTOK 1
3anucye iX Ha BiAMOBiAHI KicTku MetaHuman. [Ipu niboMy BaxkiauBo 30epiraTu
IJIABHICTh PYXIB, YHUKAaTHU apTe(akTiB Ta BPaXxOBYBATH BIJIMIHHOCTI y 0a30BHX
no3ax.

4. Jlns cKIaIHIMIMX BUIAJKIB NepeadadaeTbcsl MiATPUMKA 1HBEPCHOI KIHEMATHUKHU
(IK). Heski animariii, ocoOJMBO 3 BHUCOKMM pIBHEM JeTaii3alii pyXiB,
BUKOPUCTOBYIOTh KOHTPOJIbHI LTI JIJISl KIHIIIBOK (HAIIPHUKJIad, CTOINHX a0 JI0JIOHI).
VY Takux CUTYyaIlisX BAXKIUBO MEPEI0AYNTH MOKIIUBICTH KOPEKTHOTO TIEPCHECCHHS
IK-nanmroriB a6o ix aBromatuyHoi koHBepcii y Forward Kinematics (FK), 1m06
3a0e3neunTu cyMicHicTh 13 MetaHuman.

5. 3aBeplIaJIbHUM €TarioM € Bi3yaJbHUN TONEPEIHIA TMeperyisan pe3yiabTaTy
peraprery. Ilicias mepeHeceHHs aHimallli KOPUCTyBad TOBUHEH MAaTH 3MOTY
MEepEerJITHYTH pe3yiabTar npsmMo y BikHI Blender 1o MomeHTy Horo 30epeXeHHS.
AnnoH nepenbavae BigoOpa)K€HHS 3aCTOCOBAHOI aHIMalli B pexumi Viewport
Playback, a Takox Haj1ae MOXKJIMBICTh OCTATOYHO ‘3aCTOCYBaTH’ 200 “BIAMIHUTH
nepeHeceHHs uepe3 iHTepdeicHy KHomky. Lle n03Bosisie yHMKaTH OMUIIOK 1 Ja€
3MOTy IIBUJIKO TECTYBaTH PE3yJIbTAT.

Jlis po3yMiHHS, iK€ MOBUHHO OyTH CITIBBIJIHOIIEHHS KICTOK, HMXK4Y€ HaBeJCHa

tabmug 2.1.
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Tabmui 2.1 — 3arajibHa CTPYKTypa MPOEKTY

Mixamo KiCTh MetaHuman kicTb
Hips root
Spine spine_01
Neck neck 01
LeftHand hand_|I
RightFoot calf r — foot r

BrpoBamkeHHsT CUCTEMHU peTaprery BIIKpUE MUIAX JI0 TMOBHOLIHHOTO
BukopuctanHsi MetaHuman y Oyap-skux aHIMamiHUX a00 IFPOBHUX MPOEKTaX MPSMO 3

Blender, 0e3 notpedu B 30BHIIIHbOMY [13 4K CKIagHUX PYYHUX KOHBEPCISX.

2.5.4 ABTomaTu4He 30epe:KeHHSI HOBUX aHIMaNiil MicJiA peTapretry B OKpemy

0i0sTioTeKy

[Ticnst 3aBepllIeHHs MPOLECY pEeTapreTy € YCHIlIHE MEPEHECEHHs aHiMalli 3
MetaHuman Ha cTpyktypy Mixamo, BaxJIMBO HE TUIHKU MEPETIsIaTH pe3yIbTaT y BIKHI
nepersiay, ajae i 30epiraty CTBOPEH1 aHIMAaIlIiHI AaH1 IS TOAAIBIIIOT0 BUKOPUCTAHHS.
Y 1bOMy KOHTEKCTI aJJ0OH peanizye (QPyHKIII0O aBTOMAaTHYHOTO 30€pEKEHHS HOBHUX
aHiMamiifanx kmmB (Action) y cremianeHii BHYTpimHIA O6i0morerti Blender a6o
OKpeMil IUPEKTOPIi TPOEKTY.

Le 30epexeHHs peaizyeThCs TakK, 100 KOXHa HOBa Action Majia yHIKaJlbHY Ha3BY,
0 BKJIIOYAE IM’S JDKEpENbHOTO (haitmy abo KOPOTKHM OMUC TUMY PyXy (HAMpUKIA,
Walk MixamoRetarget, Jump MixamoRetarget). 3aBasku 1bOMY KOPUCTYBad MOXKeE
JIETKO 3HAXOJUTH MOTPiOHI aHIMAIli cepel NeCATKIB a00 COTeHb KIIMiB, 0 0COOJIMBO
aKTyaJbHO MPHU POOOTI HAJT BETUKUMHU CIICHAMH.

Anon aBTomatuyHo mo3Hayae 11 Action sk “Fake User”, mo rapanrye ix

30epexkeHHss B .blend-¢aiini HaBiTh micas mnepesamycky mnporpamu. Kpim Toro,
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KOPUCTYBau MOKe 00OpaTu oriiito — 30epiratu Action y Buriisiai 3oBHinHIX FBX daiinis,
110 JI03BOJISIE CTBOPUTH OKpeMy 010J110TeKy aHIMallii JJIs MOIabIIOr0 BUKOPHUCTAHHS B
1HIMX npoekTax abo excropti B Unreal Engine.

Jns 3pydHOCTI ympaBiiHHS Oi10710TeKOI0 aHiMaliii B iHTepdeici aamaoHa
nepeadadeHo CIUCOK yciX 30epekeHnX Action 13 MOMJIIMBICTIO TIOTIEPETHBOTO
Meperiisiay, IepeMeHyBaHHS Ta BUIAJICHHS. TaKoXK € MOXKIIMBICTh TPYIyBaTH aHIMaIlii

Mmon

3a TeraMu — Hanpukiaa: "pyx", "6orosi", "xxectu", "emorrii".

[Ipuknan Takoi 610J110TeKH HABEeICH B TaOmIll 2.2.

Tabmuug 2.2 — CtpykTypu 0610J110TE€KH aHIMAIlli

Ha3ga animanii Jlxepeno Hara crBopennst | Tun pyxy Tern
Walk_MixamoRetarget Walk.fbx 2025-05-07 Pyx walk, basic
Jump_MixamoRetarget Jump.fbx 2025-05-04 Pyx jump, action
Greet_MixamoRetarget Greet.fbx 2025-04-07 Kecr greet, hand

2.5.5 Mo:KRIMBICTH CTBOPEHHSI KACTOMHOTO PUTY, ONTUMIi30BAHOIO ISl

aHiManiu

[Ile oqHUM MepCEeKTUBHUM HAMPsIMOM PO3BUTKY ajaony Metahuman to Mixamo
€ BIPOBaKeHHS (YHKIIT CTBOPEHHS BJIACHOTO aHIMAI[IMHOTO pUTY 0e3 OOMEKEeHHS
numie Ha CTpykTypy Mixamo. Lle Biakpue mupIin MOKIUBOCTI JJII KOPUCTYBAYiB, sKi
noTpeOyIOTh O1IBII THYYKOTO Ta ONTUMI30BAaHOTO KOHTPOJIIO Haja aHiMarlieo B Blender.
Takuii pur NOBUHEH MNO€JHYBaTH B co01 3pyuHicTh cuctemMu Rigify, ane Oytu
aganToBaHuM 10 crienudiku mozeneir MetaHuman, 30kpema f0 iXx ckiamHoi reomeTpii
Ta BEJIMKO1 KUJIBKOCTI OKpEMUX 00’ €KTIB (BOJIOCCS, O4i, OJIST, OPOBH TOIIIO).

[lepenbauaeThes, MmO B MailOyTHHOMY aJJJOH 3MOKE€ aBTOMAaTHYHO CTBOPIOBATH
KaCTOMHHI pUT Ha OCHOBI 11a0JIOHY, 00paHOTo KOpUCTyBaueM. Takuil pur BKIIOYaTUME
iHBepcHy kiHemaTuky (IK) mnst pyk 1 HIir, MmoxymBicTh nepemukanHs Mk IK ta FK

peXMMaMHU, TMOBHOLIIHHY CHCTEMY KOHTpPOJEpIB ISl MO3MIIIOBAHHS Tija, a TaKOX 3a
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noTpebu — 0a30By MIATPUMKY JMIeBOi aHiMaiii. lle 3HAYHO MOJErmuTh MPOoLeC
CTBOPEHHSI KJIFOYOBHX 103, IIUKJIIB XOJ0H, B3a€MOI11 3 MPEMETaMU TOIIO, TO3BOJISIOUN
30CepeaNTHCH Oe3MmocepeTHRO Ha TBOPYii YaCTHHI, a HE HA TEXHIYHOMY HAJIAITyBaHHI.
OxpiM 1IbOTO, KOPUCTYBAU 3MOKE 00pATH TUI PUTY 3aJIEKHO BiJl 3aBJIAHHS:
® CIPOIIEHUHN PHT I MBUIKUX MTOTIEPEIHIX Bizyalli3allii;
® 1OBHOYHKIIIOHAILHUHN PUT [ POIaKIIH-aHIMaIlii abo cymicHui i3 Rigify.
Taki puri MoxHa OyAe JErKo HaJallTOBYBaTH Jdajidl 3 BHUKOPHCTaHHSAM
1HCTpyMeHTIB camoro Blender. BaxnuBuM acnekToM cTaHe 1 T€, M0 CTPYKTypa KICTOK
Oyne aganToBaHa JJisi €KCIOPTY B irpoBi pyiii, Taki gk Unity ado Unreal Engine, 1o
J03BOJINTh BUKOPUCTOBYBATH CTBOPEHI aHIMallll B IHTEPAaKTUBHUX NpoekTax. [Ipukian

TaKOr0 PUTY HAaBEJIEH HA PUCYHKY 2.7.

Pucynox 2.7 — Pur Bing Rigify

3 TeXHIYHOI TOYKU 30pYy, TaKa CUCTEMa Ma€ CO3[aBaTv ONTHUMI30BAHY 1€pAPXII0
KICTOK, II[0 HE TIEpEeBaHTaXye ClieHy. Takoxk T03BOJISTH KOPUCTYBayeBl yepe3 iHTepdeiic

aJJIOHy 3MIHIOBAaTH PO3MIpH, TMOJOXKEHHS Ta MPHUB’SI3Ky KOHTPOJEPIB 10 TeoMeTpii
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nepcoHaka. TakuM YMHOM, KACTOMHUN PUT CTaHE HE JIMIIEe albTepHATHBOIO Mixamo, a
I TOBHOIIIHHOIO IUIATGOPMOIO JUIi CTBOPEHHS BHCOKOSKICHUX aHIMaIllid MpsIMo Y

Blender.
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3 PO3POBKA ITPOI'PAMHOI'O IPOAYKTY

3.1 Onuc ¢pyHkuionansy agioHa

Po3po6nenuit anmon mis Blender peanizye HU3KY aBTOMaTH30BaHUX JiH, IO

ICTOTHO CHPONTYIOTh MATOTOBKY Mozenei MetaHuman 10 momansIioro BUKOpUCTaHHS

— 30Kpema, JJId aHIMallli 3a JonoMoror Mixamo, 1HTerpamii y CTOpOHHI pyuuli abo

CKCIIOPTY B OHTHMiSOBaHOMy BI/IFJIHI[i. OcHoBHa MeTa aJlI0Ha IIoJrace y 3MEHIICHHI

KUIBKOCT1 PY4YHOI mpatil Mpu poOOTI 3 TEXHIYHO CKJIAJHUMHM MOJENISIMHU Ta YHi(ikarii

CTPYKTYpPH MEPCOHAXkA /10 3aralbHONPUUHATUX (HOPMATIB.

Huxdye HaBeneHO AeTalbHMIA OMHUC YCiX (YHKIIA, peai3oBaHUX y Mexkax

MMOTOYHOI BepCii ajoHa:

1.

[Tinkmrouenns ammoHa jno Blender: agmgoH cTBopeHo y BUMISAl .py-daitmy 3
BIIMOBITHOIO CITY>KO0BOIO CTPYKTYPOIO, 110 JO3BOJISIE JIETKO 1HCTAIIOBATH aJIJI0H
yepe3 HajlalllTyBaHHs, BIAOOpakaTH OKpEMY BKJIAJKy Ta KEPyBaTH BUIUMICTIO 1
JIOCTYTIOM JI0 BCiX IHCTPYMEHTIB aJi/TOHA 3 OJHI€T IMaHe;

aBTOMAaTUYHE BHSBJICHHS ckenera MetaHuman: micas iMmopTy Mojeni y CIieHy
ABTOMATHYHO BHU3HAYAETHCA CKEJIET THUITy ‘“Armature”, HaBiThb SIKIIO BiH Mae
HecTaHaapTHe a0o AoBUIbHE 1M’4. Lle mocsraeTbest 3a JOMOMOTOI0 CKaHYBaHHS
00’€KTIB y CIIEHI 3a KJIFOUOBUMHU O3HAKAMH,

BHJAJICHHS BHXIJIHOro ckeinera MetaHuman Tta nemotpiOnmx LOD: ammon
MOBHICTIO BUJIAJIsI€ BUXITHUM pUT, 30epirarour Ipu IbOMY T€OMETPIio, 1110 Oyra 110
HBOI'O MPUB’SI3aHA;

BuOip piBusa geramizaiii (LOD): gepe3 inTepdeiic kopucTtyBad Moxe oOpaTu
NOTPiOHUI PiBEHb, MICJISI YOTO BCI 1HII AaBTOMATUYHO BUIAJISIOTHCS 31 CIIEHU;
CTBOPEHHsSI HOBOTO CKeJieTa Mixamo: Miclig OYHUIICHHS CIEHH aBTOMAaTUYHO
TE€HEPYEThCS CKEJIET, 110 JA03BOJIsi€ 30epiraTi KOPEeKTHE Po3TalllyBaHHS CYrio0iB

Ta yHUKaTH Aedopmarliii i mepekociB Moemi;
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6. omTumizalisi TO3WIIIOHYBaHHA MOJEIl Ta CKEJNETy: CKEJleT IO3UIIOHYEThCS
aBTOMATUYHO 3a JIOTIOMOTOI0 BHYHWCIICHHS ILIEHTPY 00’€KTa, 3arajbHiii BHCOTI
MOJIeITi Ta 32 Koe(iIlieHTOM, 3aJaHIM Yepe3 IHTepdEcC ;

7. o0'eqnaHHs MelIiB 3a OakaHHSM KOpPHUCTyBada: uepe3 rajnouky ‘“‘Merge Mesh”
KOPHUCTYBa4 MOXE 3JTUTH BC1 OKpeMi 00’ €KTH MO B OJTUH;

8. BiKHA TOYHOTO peJaryBaHHs CKeJeTa Miciisd poOOTH aiIOHy: HalaHHS MOYKJIHBOCTI

KOPHUCTYBauy BIJKPUTH BIKHA TOYHOTO peJaryBaHHs MapaMeTpiB CKEJETY.

3.2 CrpykTypa Koay Ta onuc inTepdeiicy KOpuctyBaia

Po3pobnienuii afioH CKIaAa€ThCs 3 ACKITIbKOX JIOTIYHUX YAaCTHH, KOXKHA 3 SKUX
BIIMOBIa€ 3a TMeBHMM eranm miarotoBku mozeni MetaHuman. Konx opranizoBaHo y
BUIJISIIL OJIOKIB, IO JIO3BOJISIE MIATPUMYBATH YUCTY apXITEKTYPY, JETKICTh Y pO3IIUPEHH1
Ta TOBTOPHOMY BUKOpUCTaHH1 (QyHKLIH. ¥ Tabmumi 3.1 BKa3aHa 3arajibHa CTPYKTypa

MIPOEKTY.

Tabnuis 3.1 — 3arajibHa CTPYKTypa MPOEKTY

®aiin/bnok [IpuznaueHHs
__init__.py I'onoBHWMIA (haiin aiyioHa, peecTpallis OTIepaTopiB Ta MaHeIeh
mh_detect BusiBnenns ckenera MetaHuman y creni
mh_cleanup Bunanenns ckenera MetaHuman ta 00poOka menriB
mh_lod Po6Gora 3 LOD
mixamo_rig CrtBOpeHHs ckeneTy Mixamo, Mo3uIliOHyBaHHsI, MacIITa0yBaHHS
ui_panels CtBopeHHs naHesne B intepdeiici Blender
utils JlonoMixHi QyHKITT

[Io6 annon ¢ynkiionyBaB y Blender, iioro HeoOXiqHO paBMIBHO OPOPMUTH Ta
3apeecTpyBati. lle mepenbauae cTBOpeHHs criemiasibHOoro Gaitn  init  .py, sAKUH

MICTUTh CIyk00BYy 1H(}OpMAaILiIO PO aaA0H, a TAKOXK MEPENiK MOIYJIB, sIKI MOTPIOHO
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niakmrounTd. KpiM Toro, KOpucTyBad MOBUHEH BCTAHOBUTH aJJIOH Yepe3 CTaHIAPTHUN
iaTepdeiic Blender. ®@aiin  init  .py € neHTpaabHuUM 111 Oyab-sikoro Blender-agmona.
Y HbOMY BKa3yeThCsl CIIy)0o0Ba iH(pOpMarlisi, a TaKOX BUKOHYETHCS PEECTPAIlisl BCIX
orepaTopiB, aHeNel Ta BIACTUBOCTEH, sSKi BUKOPHCTOBYE annoH. Ha pucynky 3.1 ta
pUCYHKY 3.2 MOHa T00AYNTH OCHOBHY YaCTUHY KOy JIJIsI BiTOOpaKEHHS Ta K BUTJISAAE

BIKHO MiAKTIOYCHHS a/IIOHy Y HATAIMITYBAHHSX.

import bpy
from mathutils import Vector, Matrix

bl info = {
"name": "Metahuman to Mixamo",
"author”: "Your Name",
"version™: (1, 4),
"blender”: (3, @, 8),
"location”: "3D View > Sidebar > Metahuman",
"description": "Prepares Metahuman model for Mixamo with real-time rig adjustment”,
“category”: "Rigging”,

Pucynok 3.1 — OcHOBHaA yacTHHA KOAY

Interface Official Community J, Install.. &= Refresh

(o

Themes Enabled Add-ons Only All v O Metahuman to Mix... X

Viewport v [ Rigging: Metahuman to Mixamo an
Lights Description:  Migrotoeka mopeni Metahuman gns ...WTYBaHHA CKENETa B peanbsHOMY 4aci
Location: EDRYE ebar > Metahuman
File:

Editing

Animation
Author:

Add-ons Version:

[VEETH Remove
Input

Navigation

Keymap

System

Save & Load

File Paths

Pucynok 3.2 — BikHO miIK/IIOUEHHS aI0OHY
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[Ticnst BCcTaHOBNIEHHS ajjioHA, y npaBid maneni 3D View 3'aBUThCA BiANOBIIHA
cekiis Metahuman. Yepes Hei MoxxkHa Oyae B3aeMOMISATH Ta BXKE IMOYHHATH

BUKOPHCTOBYBaTH. BoHa 300paxeHa Ha pucyHKy 3.3.

> Metahuman to Mixamo

=
I
@
w
=
S
=
w
]

Pucynoxk 3.3 — Cekitist Metahuman

biiok mh_detect BianoBijgae 3a aBToMaTUYHUM MOITYK 00'ekTa TUIy "Armature",
KU Mae XxapakTepHy cTpykTypy MetaHuman. L{s norika 103Bosisie aBTOMaTUYHO

i1eHTudikyBaT NOTPiIOHU ckeneT 6e3 yyacTi KopuctyBaya. OCHOBHA (YHKIIIS

300pakeHa Ha pUCYHKY 3.4.
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def find_metahuman_armature():

for obj in bpy.data.objects:
if obj.type == 'ARMATURE' and "metahuman" in obj.name.lower():
return obj

return None

Pucynok 3.4 — biaok mh_detect

brox mh_cleanup ouniae crieny Bix craporo ckenera MetaHuman 1 36epirae
OB’ si3aH1 Meti. Takox Moke 00’ €JHYBaTH MEIIll 3aJIEKHO BiJl HAJAIITyBaHHS

kopuctyBada. OcHOBHaA (PyHKIIIsl 300pakeHa HA pUCYHKY 3.5.

def cleanup metahuman model(self, lod level):
"""BuganeHHAa HenoTpibhux ob’'ekTie
objects_to remove = [
obj for obj in bpy.data.objects
if obj.type in {"MESH", 'EMPTY', °"ARMATURE'}
and "LOD" in obj.name
and not obj.name.endswith(lod level)

obj in objects_to_remove:
bpy.data.objects.remove(obj, do unlink=True)

Pucynok 3.5 — biaok mh_ cleanup

bnok mixamo_rig reHepye ckener 3a mabdbaoHoM Mixamo, miiaiToBye HOro
PO3MIpH Ta MOJIOKEHHS MMiJl HagsBHY Mozesb. OCHOBHA (DYHKIIIS CTBOPEHHS Ta BUTJIS
CKEeJIeTy Y TeKCTOBOMY (popMaTi 300paskeHi Ha pUCyHKy 3.6. [[s camoro HamvcaHHs
CKEeJIeTy MOTPIOHO BU3HAYUTH MPABUIIbHI Ha3BU KICTOK, iX 1€papXit0 Ta KOOPJIAUHATHU iX
nosioxkeHHs. [1oTpiOHO ciKyBaTH 3a MPaBHIIHLHOIO MTOCTIIOBHICTIO JJIsI KOPEKTHOTO

CTBOPEHHSI.
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def create bones(self, armature obj):
""CTBOpeHHA kicTok ckeneta™™"
bpy.context.view layer.objects.active = armature_obj
bpy.ops.object.mode_set(mode="EDIT")

# [llanwi gnA cTeopeHHA kicTok Mixamo
bones_data = [

# Kopeneea kicTka i xpeber
("mixamorig:Hips™, None,
(0.004466414451599121,
(0.004466414451599121,

P
2.6

{"mixamorig:Spine™, "mixamorig:Hips",
(0.804466414451599121, 2.629953384399414, 0.8406684268206222
(9.004466414451599121, 2.9147708415985187, ©.812586494987 ?3

("mixamorig:Spinel™, "mixamorig:Spine”,
(9.004466413985937834, 2.9147706031799316, ©.812586522847414817),
(8.804466413985937834, 3.2482?68982513428, -8.819497968805892944) ),

("mixamorig:Spine2”, "mixamorig:Spinel”,
(0.004466413985937834, 3.2402768982513428, -0.819497960805
(0.004466413985937834, 3.5810635089874268, -0. 85%866?59%1

{"mixamorig:Neck”™, "mixamorig:Spine2”,
(8.804466413 8 3 68f4f9397 64 93,
(9.0084466413985 3.8145 8018,

("mixamorig:Head™, "mixamorig:Neck",
(9.004466414451599121, 3.8885379600524902, -0.8859211185108826111),
(9.884466414451599121, 4.317898756385176, -8.885921118510826111)),

Pucynox 3.6 — biiok mixamo_rig

biiok mh lod. pobuts Bcro poboTy, sika moB'sizaHa 3 BujageHHsaM JmimHix LOD.
Ile moTpiOHO, 1106 KOpHCTYBady HE JIOBOJAMUIOCH POOUTH JIMIIHIX KPOKIB Iicis poOOTH
aJJIoHy. 3BICHO 3 IMM BUKOPHCTOBYIOTHCS 1HII (PYHKIIIT, TaKl K:
e 00'eqHanHs MenriB st oopanoro LOD;
e 3acTtocyBaHHs MaciTady ans LOD;

Bce 111 yacTuHu Koy MOkHA TOOAYUTH HA prcyHKax 3.7-3.9.
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def remove other lods(self, lod level):
Buganenna inwwux LOD piewie
objects _to _remove = [
obj for obj in bpy.data.objects
if obj.type == "MESH'

and "LOD" in obj.name
and not obj.name.endswith(lod lewvel)

obj in objects to remove:
bpy.data.objects.remove(obj, do_unlink=True)

Pucynok 3.7 — biiok mh_lod

def merge lod(self, lod level):
“""06"eaHaHHA Mewie anA obpaHoro LOD"""
global last _mesh
lod meshes = [obj for obj in bpy.data.objects if obj.type == 'MESH' and lod level in obj.name]
if len(lod_meshes) > 1:
bpy.ops.object.select all{action="DESELECT")
for obj in lod_meshes:
obj.select_set(True)
bpy.context.view layer.objects.active = lod meshes[8]
bpy.ops.object. join()
bpy.context.object.name = f"Metahuman_{lod level}"
last_mesh = bpy.context.object

Pucynok 3.8 — O0'eqnanns memriB st oopanoro LOD

def adjust lod scale(self, lod level):
"""JacTocyeaHHa macwtaby gna LOD"""
lod_mesh = next((obj for obj in bpy.data.objects if obj.type == "MESH' and lod_level in obj.name), None)

if lod_mesh:
lod mesh.scale = (8.825, 0.825, 8.825)
bpy.context.view layer.objects.active = lod mesh
bpy.ops.object.transform_apply(scale=True)

Pucynox 3.9 — 3acrocyBanns macmrady ais LOD

brok ui_panels. Binnosiznae 3a BUBEAEHHS 1HTep(deiicy kopucTyBaya y BKJIali
Blender. Bin BuBOAMTH yci KHONKHM Ta omnucaHHs a0 HuX. Ha pucynkax 3.10-3.12
300pakeHi r0JIOBHI1 YaCTUHU KOy, K1 3a II€ BIJTIOB1IaI0Th Ta CaMi MPUKJIaAN KHOIOK Ta

1HIIKX 3ac001B YIIPaBIIiHHS aJJJOHOM Ha OCHOBHIHM TaHeJI.
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class VIEW3D PT CleanupPanel(bpy.types.Panel):
"""Mlanene iHcTpymeHTiE y Bi4HiA naHeni™™"
bl label = "Metahuman to Mixamo"
bl idname = "VIEW3D_PT_cleanup_panel™
bl space_type = 'VIEW 3D’
bl region_type = "UI’
bl category = "Metahuman™

def draw(self, context):
"""BipobpaxeHHA enemeHTie iHTepdeircy”™"
layout = self.layout

col = layout.column()

col.prop(context.scene, "metahuman_ lod level™)
col.prop(context.scene, "merge mesh”, text="Merge mesh")
object.cleanup metahuman™)

f o

col.operator(

if last_armature:
box = layout.box()
box.label(text="Skeleton setup (real time)")

row = box.row()
row.prop{context.scene, "rig scale correction”, text="Scale")
row.prop{context.scene, "auto scale factor”, text="Autoscale”

box.prop(context.scene, "rig y offset percent”, text="0Offset
box.prop(context.scene, "rig z offset percent”, text="0ffset

def register():
"""PeecTpaulia knacie i eBnacTuBOCTER"™"
bpy.utils.register class(0OBJECT_OT CleanupMetahuman)
bpy.utils.register class(VIEW3D PT CleanupPanel)

# BnacTueoCTi CuUeHHM
bpy.types.Scene.metahuman_lod level = bpy.props.EnumProperty(
name="Level LOD",
items=[
('LODB', "LOD@™, “"Highest Detail™),
('LOD1*, "LOD1™, "High Detail™),
('LOD2*, "LOD2", "Medium Detail™),
('LOD3*, "LOD3", "Low Detail™),
('LOD4", "LOD4A™, "lLowest Detail™),

1,
default="L0D2"

Pucynok 3.10 — OcHoBHI KHOIIKH 0j10Ka ui_panels
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bpy.types.Scene.merge _mesh = bpy.props.BoolProperty(

name="Merge mesh",
description="Merge mesh in one LOD",
default=True

types.Scene.rig scale correction = bpy.props.FloatProperty(
name="5cale correction”,

default=default scale,

min=8.5,

max=2.08,

precision=3,

update=update rig

types.Scene.auto scale factor = bpy.props.FloatProperty(
name="Autoscale correction”,

default=8.21,

min=0.1,

max=3.0,

precision=2,

update=update rig

types.Scene.rig y offset percent = bpy.props.FloatProperty(
name="0ffset ¥",

default=default y offset,

min=-50,

max=58,

precision=1,

update=update rig

types.Scene.rig 7z offset percent = bpy.props.FloatProperty(
name="0ffset 7",

default=-48.3,

min=-58,

max=58,

precision=1,

update=update rig

Pucynok 3.11 — JlonomixHi kHOTIKK OJi0Ka ui_panels
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~ Metahuman to Mixamo

Level.. LODO
v Merge mesh

Convert MetaHuman to Mixa...

Skeleton setup (real time)

.080 0.21
Offset Y (%)

Offset Z (%)

Pucynok 3.12 — OcHOBHa maHemb

['onmoBHA Ta €arHa naHenb Mae Ha3By MetaHuman to Mixamo Ta BigoOpaskae BCi
Kepyloul eIeMEHTH, sIKi TOTP1OH1 /1711 0a30BOr0 BUKOPUCTAHHS. Takoxk BXOJ1 PO3pOOKH
OyJIM BHCTaBJIEHI ONTHUMAaNIbHI HAJAIITYBAaHHS, KOTP1 WAYTh BIApa3y IpH poOOTI ai0Hy
JUTsT OLITBIIIOT 3PYYHOCTI.

brmok utils Mictuth (QyHKIII, SKI HE BXOIATh 1O OCHOBHOI JIOTIKH, aJie
BUKOPUCTOBYIOThCA OaratbMa mMonayisiMu. L1 ¢yHkuii He moB’s3aHi O€3MOCEpEeHbO 3
JIOTIKOKO CTBOpPEHHs a00 BHUJAJCHHS CKEJETIB, ajié BUKOHYIOTH JIOMOMIXKHI 3ajadi:
MaTeMaTU4yH1 00YMCIeHHS, 00POOKY r€OMETpli, 3HAXOIKEHHS MEXK MOJENI.

OcHoBHI (QDyHKIIIT:

® OOYHCJICHHS MIHIMAJIbHOTO Ta MAaKCUMAJIbHOTO KyTa: BUKOPUCTOBYETHCS IS
PO3paxyHKy po3Mipy MOJEII Ta 1 HEHTPY TSHKIHHS,

® O00unCIeHHS LEHTPY 00 €KTa;

® DPO3paxyHOK MaclITaldy CKeJeTa;

® BUBE/ICHHS MOBIJOMJICHb Y KOHCOJIb.

[Tpuknan MoxxHa mo6auynTH HA pUCyHKY 3.13.

if all_corners:
mesh_min = Vector((min(v.x for v in all corners), min(v.y for v in all_corners), min(v.z for v in all_corners)))

mesh_max = Vector({max(v.x for v in all corners), max(v.y for v in all_corners), max(v.z for v in all_corners)))

Pucynok 3.13 — O6uucieHHs: MiHIMaJIbHOTO Ta MaKCUMAJIBHOTO KyTa
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3.3 Pe3yabTaTu po0OTH a/J/10HA

Po3po6nenuit agmon mns Blender aBTOoMaTu3ye BaXKIMBI €Tanud I1ATOTOBKHU
mozeneit MetaHuman o nogansioi po6otu B cepenosuii Blender abo st excriopry,
30KpeMa B CHUCTEMHU 3 aHIMaIIdHOIO MIATpUMKOI0 Mixamo. Y pe3ynbTaTi HOro
3aCTOCYBaHHS KOPHUCTYBa4 OTPUMYE CIICHY, B SIKI MOJIEh YIIOPSAKOBAHA, OUUIIEHA BiJl
3aliBHX €JIEMEHTIB 1 TOTOBA JI0 BUKOPUCTAHHS 3 HOBUM ckeneToM. Ha pucynky 3.14-3.15
OyJie HarJIAIHO TIOKAa3aHo, SIK CIIPAI[bOBYE aJJI0H.

PesynbraTom po0oTH € ontumizoBaHa 3D-Mof€Ib, sIKa MICTUTB:

® TUILKU oauH akTuBHUN LOD-Mel;
® HOBHH, YITKO CTPYKTYpOBaHMI ckelleT Mixamo, TOTOBUI J0 PETapreTHHry ado
aHIMaIli;

® OuMIIeHY ClieHy 0e3 3aiiBux 00'ekTiB MetaHuman.
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FaceBuilder =~ GeoTracker PDT  Animation Metahuman

E

v Metahuman to Mixamo
Convert MetaHuman to Mixa...
Skeleton setup (real time)

« Merge mesh
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(1) Collection | Metahuman_LODO

User Perspective

10w

#2+ 'm ObjectMode v View

Pucynox 3.15 — Pe3ynpTat micis po6oTu aaaony

OcCoOMBICTIO € TAKOXK MOXJIMBICTH BUOOPY OO'€THAHHS MEIY YH 3aJTUIIUTH BCE
PI3HMMHU YacTUHAMHU, K OyJ0 mpu iMmopTi mozeni. Lle MokHa nepeBipyUTH BUALTUBIIH
MOJIENIb Ta TOAUBUTHCS, 110 OOMpaeThes MpH B3aemoii 3 moaeito. Ha pucynky 3.16

HaBCJICH ITPUKJIA.
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BUCHOBKHA

Mertoro 11i€i TUTIIOMHOT poOOTH OYJIO JOCHIHKEHHS MpOoIleciB MiAroToBku 3D-
moxaeneld MetaHuman y Blender 3a gomomMororo creriagizoBaHOTO aioHa IS
aBTomMaTu3aiii podotn 3 mumMu MozaensMu. OCHOBHA MeTa ToJisArana B YIOCKOHAJICHHI
TEXHOJIOT1i TMIJAITOTOBKA MOJEICH I MOJAJIBIION0 BUKOPHUCTAHHS B aHIMalIMHUX a0o
I'POBUX MPOEKTAX.

Jlns 1 peanizarii 0yso 3po0JieHo:

® aHaJi3 ICHYIOUMX PIIIeHb Ta TEXHOJIOTIN il po0oTH 3 3D-Moensimu;

® jociikeHHs (yHKIIIOHATRHOCTI afgaoHa s Blender "Metahuman to Mixamo";

® po3pobka Ta onTUMIi3allis mporecy interpamii MetaHuman 3 Mixamo Rig mns
3a0e3IeueHHsI 3py4YHOro Ta €e)eKTUBHOTO BUKOpPUCTaHHS Mojenel y Blender;

® CTBOpPEHHS (YHKIIOHAY JJIS pelaryBaHHs CKEJIETHHX CTPYKTYp, 00 €IHaHHS

MEIIIB, a TAKOK aBTOMAaTH3aIlis ITO3UIIIOBAHHS 00'€KTIB.

VY pesyabpTari peanizaiii OpoekTy OyB po3poOieHud aagoH, IO JTO3BOJISE
aBTOMATUYHO BHAAIATH crapud ckener MetaHuman, cTtBoproBaTM HOBHH CKEJIET
Mixamo, a Takox 3py4Huid IHTepdenc 1151 KOPEKTHOrO MO3ULIOHYBaHHS Ta 00’ € THAHHS
memriB. [lel anmoH 3HauyHO crpoiye podoty 3 monensmu MetaHuman y Blender,
JTO3BOJISIIOYM 3MEHIIMTHA 4Yac Ha MIJTOTOBKY MOJENEW 1 MiJBUIIATA TOYHICTh iX
BUKOPUCTAHHS JIJIs1 TOAAIBIINX aHIMAaIlli Yd IrPOBUX CIICH.

[IpakTUuHa IIHHICTH PO3POOICHOTO aJI/TOHA MOJISTAE B HACTYITHOMY:

® IIIBUINCHHA €(PEKTHMBHOCTI MiATOTOBKHM 3D-Mojenei, 3aBAsSKH aBTOMAaTH3AIlli
PYTHUHHUX MPOIIECIB;
® 3MCHIIICHHS WMOBIPHOCTI NMOMIJIOK IiJ 4Yac OOpOOKH Mojeied 3aBASKH YiTKO

HaJIaIlITOBAHOMY aJITOPUTMY pOOOTH ajIOHa;

e omTHUMI3allisi poOOYOTO MPOTIECY SIS XYAOKHHUKIB 1 PO3POOHHKIB, K1 TIPAIFOIOTH 3
moxenamu MetaHuman B Blender.

Po3pobnenuii  anoH J03BOJISE 3HAYHO TIOJICTIIMTH 1HTErpaliio Mojesnen

MetaHuman B iHIII CUCTEMH, CIIPOIIY€E MPOIIEC HANAIITYBAHHS aHIMaLll 1 € BaXKJIMBUM



IHCTpYMEHTOM IS KopucTyBauiB Blender, mo mnparfooTh 3 BHCOKOSKICHUMH 3D-
MonesiMi. TakuM YHHOM, CTBOPEHHS TaKOro ajjioHa € JOLITbHUM, OCKUIBKH BiH
BIJIMIOBIJIa€ BUMOTAM aBTOMATH3aIlli TPOIECY MiATOTOBKA MOJCICH 1 IIiJIBHIILYE
e()EeKTUBHICTh POOOTH KOPUCTYBauiB, 3MEHIIYIOYM 4Yac 1 3YCHJUISA, HEOOXimHI s

BUKOHAHHA 3aBIaHb 3 3D-MoneroBaHHs.
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OPAI'MEHTH ITPOTPAMHOI'O KOJAY

import bpy
from mathutils import Vector, Matrix
import copy

# Iudopmauis mpo ammoH
bl info = {

"name": "Metahuman to Mixamo",

"author": "Illya Berezhnoy",

"version": (1, 0),

"blender": (3, 0, 0),

"location": "3D View > Sidebar > Metahuman",

"description": "IlimroroBka momesii Metahuman nmna Mixamo 3
MOXJIMB1CTIO HaJlalITyBaHHS CKeJieTa B peajibHOMYy uyaci'",

"category": "Rigging",

# T'yoBasyibHl 3M1HHIL

last armature = None # OcCTaHH1lM CTBOPEHMUN CKeJleT

last mesh = None # OcTaHHIV CTBOPEHUIN Mel
original bone data = {} # Opurinaneui pani xicTok

reference dimensions = None # Po3mipu MOzesni mOJjid NPUB'A3KU
reference scale = (0.025, 0.025, 0.025) # CraHpapTHMI MacmTad
merged armature data = None # JaHi 00'enHaHOTO CcKeJjleTa
default scale = 1.08 # CranpapTHmMM KoediuieHT MacmTaOyBaHHA

default y offset = 10.8 # CranmapTHe 3MimeHHA 10 Y

def update rig(self, context):
"""OHOBJIEHHS CKeJjleTa IpM 3MiH1 napamerpis"""
if last armature and last mesh:
bpy.app.timers.register (
lambda: apply rig adjustments (context),
first interval=0.001

def apply rig adjustments (context) :

"""3acToCyBaHHSA HaJlallTyBaHb ckejera'"™"

global last armature, last mesh, original bone data,
reference dimensions, merged armature data

if not last armature or not last mesh:
return

# Axmo Mem He 060'e€ODHAHO - IPOCTO 3aCTOCOBYEMO 30epexeHMil CKeJeT
1f not context.scene.merge mesh and merged armature data:

copy merged armature (context)

return

# OTpumyemMo mapameTpu 3 iHTepodericy
scale corr = context.scene.rig scale correction



y offset = context.scene.rig y offset percent / 100
z offset = context.scene.rig z offset percent / 100
auto scale = context.scene.auto scale factor

# OrTpumyeMoO po3Mipum Momesii
if reference dimensions and not context.scene.merge mesh:

mesh dim = reference dimensions['size']
mesh center = reference dimensions|['center']
else:

bbox = [last mesh.matrix world @ Vector (corner) for corner
in last mesh.bound box]

mesh min = Vector((min(v.x for v in bbox), min(v.y for v in
bbox), min(v.z for v in bbox)))

mesh max = Vector ((max(v.x for v in bbox), max(v.y for v in
bbox), max(v.z for v in bbox)))

mesh dim = mesh max - mesh min

mesh center = (mesh max + mesh min) * 0.5

# 30epiraeMO MOTOUHMI PEXUM

current mode = last armature.mode

active obj = bpy.context.view layer.objects.active

try:
# llepexonmmMO B peXxuM penaryBaHHS
bpy.context.view layer.objects.active = last armature
if last armature.mode != 'EDIT':

bpy.ops.object.mode set (mode="'EDIT')

# Marpuusg noeopoTy Ha 90 rpanmycie mo X
rotation = Matrix.Rotation(1.5708, 4, 'X")

# 3aCcTOCOBYEMO HaJIalITyBaAHHA IO KOXHOIL KI1CTKM
for bone in last armature.data.edit bones:
1f bone.name not in original bone data:
continue

orig = original bone data[bone.name]
bone.head = orig['head'].copy ()
bone.tail = orig['tail'].copy()

# 3acCTOCOBYEMO MOBOPOT
bone.head = rotation @ bone.head

bone.tail = rotation @ bone.tail

# BacToCOBYEMO MaclTabyBaHHH

scale = (mesh dim.z * auto _scale) * scale corr
bone.head = bone.head * scale + mesh center
bone.tail = bone.tail * scale + mesh center

# 3BacTocoByeMO 3MileHHS

bone.head.y += y offset * mesh dim.y
bone.head.z += z offset * mesh dim.z
bone.tail.y += y offset * mesh dim.y



bone.tail.z += z offset * mesh dim.z

finally:
# lloBepTaeMO IMONEPenH1iM PexXuMm
i1f current mode != 'EDIT':
bpy.ops.object.mode set (mode=current mode)
bpy.context.view layer.objects.active = active obj

def copy merged armature (context):
"""KonioBaHHA CcKeJjleTa 3 06'eIHaHOIO Mema 3 IOBOpOoTOM Ha 90°"""
global last armature, merged armature data

i1f not merged armature data:
return {'CANCELLED'}

# 36epiraemMo MOTOYHUI CTaH

current active = context.active object

current mode = current active.mode 1f current active else
'OBJECT'

try:

# BuIajgeMO CTapuii CKeJeT
if last armature:
bpy.data.objects.remove (last armature, do unlink=True)

# CTBOpPIOEMO HOBUIM CKeJieT

armature = bpy.data.armatures.new ("Mixamo Armature")

last armature = bpy.data.objects.new("Mixamo Armature",
armature)

context.collection.objects.link(last armature)

# 1. CTBOpHwEMO KIiCTKM B pexmuMmi pemaryBaHHS

context.view layer.objects.active = last armature

if bpy.ops.object.mode set.poll():
bpy.ops.object.mode set (mode="'EDIT')

bone map = {}
edit bones = last armature.data.edit bones

# CreBopioemMo BCli kicTku
for bone name, bone data in merged armature data.items() :
bone = edit bones.new (bone name)
bone.head = Vector (bone data['head'])
bone.tail = Vector (bone data['tail'])
bone map[bone name] = bone

# BcTaHOBJIOEMO OaTbKiBChK1 3B'A3KU
for bone name, bone data in merged armature data.items() :
if bone data['parent'] in bone map:
bone map[bone name].parent =
bone map[bone data['parent']]

# 2. Buxomumo B pexum 00'ekTa



1f bpy.ops.object.mode set.poll():
bpy.ops.object.mode set (mode='OBJECT'")

# 3. MNosepraemo ckejier Ha 90° mo X

last armature.rotation euler.x = 1.5708 # 90° B panianax

if bpy.ops.object.transform apply.poll():
bpy.ops.object.transform apply(rotation=True)

# 4. IpuB'sasyeMo Memi no ckejeTa
for obj in context.scene.objects:
if obj.type == 'MESH':
obj.parent = last armature
if "Armature" not in obj.modifiers:
mod = obj.modifiers.new("Armature", 'ARMATURE')
mod.object = last armature
mod.use vertex groups = True

return {'FINISHED'}

except Exception as e:

print (f"Ilommunka B copy merged armature: {str(e)}")
# T'apaHTOBAHO BMXOIOMMO B pexuM 00 'ekTa
if last armature and last armature.mode != 'OBJECT':

if bpy.ops.object.modg_set.poll():
bpy.ops.object.mode set (mode='OBJECT')
return {'CANCELLED'}

finally:
# BiHHOBHDGMO [IOYATKOBUM CTAaH
try:
if current active:
context.view layer.objects.active = current active
if current mode != 'OBJECT' and current active.mode

!= current mode:
if bpy.ops.object.mode set.poll():
bpy.ops.object.mode set (mode=current mode)
elif last armature:
context.view layer.objects.active = last armature
except Exception:
pass

class OBJECT OT CleanupMetahuman (bpy.types.Operator) :
"""OnepaTop InJjd nimroroBkm Mmonmesii Metahuman"™"

bl idname = "object.cleanup metahuman"
bl label = "Convert MetaHuman to Mixamo"
bl description = "Cleans up the model and creates a correctly

scaled Mixamo skeleton"
def execute(self, context):
global last armature, last mesh, original bone data,

reference dimensions, merged armature data

# BCTAHOBJIIEMO 3HAUEHHS 3a 3aMOBUYYBAHHAM



context.scene.rig scale correction = default scale
context.scene.rig y offset percent = default y offset

lod level = context.scene.metahuman lod level

# OummaeMo MozIeJsb
self.cleanup metahuman model (lod level)
self.delete all bones()
self.remove other lods(lod level)

# Orpumyemo BCi Memi nys oBpanoro LOD
lod meshes = [obj for obj in bpy.data.objects if obj.type ==
'"MESH' and lod level in obj.name]

# Po3paxoByeMO po3Mipu momeii
all corners = []
for obj in lod meshes:
all corners.extend([obj.matrix world @ Vector (corner)
for corner in obj.bound box])

if all corners:

mesh min = Vector((min(v.x for v in all corners),
min(v.y for v in all corners), min(v.z for v in all corners)))
mesh max = Vector((max(v.x for v in all corners),
max(v.y for v in all corners), max(v.z for v in all corners)))
reference dimensions = {
'size': mesh max - mesh min,
'center': (mesh max + mesh min) * 0.5

}

if context.scene.merge mesh:
# 06'emHyeMmMo Memi
self.merge lod(lod level)
self.merge by distance()

# 3acToCcoByeMO CTaHIApPTHMIM MacumTad

if last mesh:
last mesh.scale = reference scale
bpy.context.view layer.objects.active = last mesh
bpy.ops.object.transform apply(scale=True)

# CTBOPIEMO CKeJIeT

if not last mesh:
self.report ({'ERROR'}, "Mem He 3HammeHo!")
return {'CANCELLED'}

# BupanseMo icHyoul T'pynM BepUMH
for obj in [obj for obj in bpy.data.objects if obj.type
== 'MESH']:
if obj.vertex groups:
for vg in obj.vertex groups:
obj.vertex groups.remove (vVQqg)



# CrTBOpHEMO CkeJieT

armature = bpy.data.armatures.new ("Mixamo Armature")

last armature = bpy.data.objects.new ("Mixamo Armature",
armature)

bpy.context.collection.objects.link(last armature)

self.create bones(last armature)
self.store original bone positions(last armature)
apply rig adjustments (context)

# 30epiraemo maHi ckejeTa

merged armature data = {}

bpy.context.view layer.objects.active = last armature
bpy.ops.object.mode set (mode='EDIT')

for bone in last armature.data.edit bones:
merged armature data[bone.name] = {
'head': bone.head.copy(),
'tail': bone.tail.copy(),
'parent': bone.parent.name if bone.parent else
None

bpy.ops.object.mode set (mode='OBJECT'")

# Tlpue'sazyemo BC1 Mmemi mo ckemerTa
for obj in [obj for obj in bpy.data.objects if obj.type
== 'MESH']:
obj.parent = last armature
modifier = obj.modifiers.new(name="Armature",
type="'ARMATURE")
modifier.object = last armature
modifier.use vertex groups = True

# CTBOPHOEMO TPYyIM BEPWMH IOJiS aBTOMATMUHOIL NIpPpUB'A3KU
for bone in last armature.pose.bones:
obj.vertex groups.new (name=bone.name)
else:
# Ins HeoO'emHaHVX MEM1B MPOCTO 3aCTOCOBYEMO 30epexeHuM
cKeJeT
if merged armature data:
copy merged armature (context)
else:
# dAxmo HeMmae 30epexeHOT O CKeJjleTa, CTBOPIEMO HOBUM
armature = bpy.data.armatures.new ("Mixamo Armature")
last armature =
bpy.data.objects.new ("Mixamo Armature", armature)
bpy.context.collection.objects.link(last armature)

self.create bones(last armature)
self.store original bone positions(last armature)
apply rig adjustments (context)



# 30epiraemo maHi ckejerTa

merged armature data = {}

bpy.context.view layer.objects.active =
last armature

bpy.ops.object.mode set (mode="'EDIT')

for bone in last armature.data.edit bones:
merged armature data[bone.name] = {
'head': bone.head.copy(),
'tail': bone.tail.copy(),
'parent': bone.parent.name if bone.parent
else None

bpy.ops.object.mode set (mode='OBJECT')

# 3acTocoByeMO MacmTad® OO KOXHOTO 00'ekTa OKpeMo
for obj in lod meshes:
# 36epiraemo opmMriHajbHy TO3MII1D
original location = obj.location.copy()
original rotation = obj.rotation euler.copy ()

# BacTocoByeMO Macumrad

obj.scale = reference scale
bpy.context.view layer.objects.active = obj
bpy.ops.object.transform apply(scale=True)

# BiOHOBJIOEMO OPUI'iHAJBLHY NO3MIiID 1 MNOBOPOT
obj.location = original location
obj.rotation euler = original rotation

last mesh = obj # BMKOPMCTOBYEMO OCTaHHiM Mem nss
npus ' A3KU

# [pur'saszyemo BCli Memi no ckejsera
for obj in [obj for obj in bpy.data.objects if obj.type

== 'MESH']:
obj.parent = last armature
modifier = obj.modifiers.new(name="Armature",
type="'ARMATURE")
modifier.object = last armature
modifier.use vertex groups = True

# CTBOpPHOEMO I'PynM BEPWMH IJIS aBTOMATUUHOIL NPUB'A3KU
for bone in last armature.pose.bones:
obj.vertex groups.new (name=bone.name)

# HaJjlamToBYyEMO IapaMeTpu IOJid pelalyBaHHS
i1f last armature:
last armature.show in front = True
for obj in bpy.context.selected objects:
obj.select set (False)



last armature.select set (True)

bpy.context.view layer.objects.active = last armature

# HajlamToByeMO IapaMeTpu KiCTOkK y pexuMml penaryBaHHS

bpy.ops.object.mode set (mode='EDIT')
for bone in last armature.data.edit bones:

bone.use relative parent = False
bone.use inherit rotation = True
bone.use inherit scale = True

# TlepexonmmMo B pexuMm MN03Yy IJIS BIlJILHOTO pemaryBaHHS
bpy.ops.object.mode set (mode='POSE")
bpy.ops.pose.select all (action='SELECT")
bpy.ops.pose.transforms clear ()

self.report ({"INFO'}, f"Metahuman {lod level} roroswi!

Momesb OUMIIEHO 1 CTBOPEHO ckejieT.")

return {'FINISHED'}

def merge by distance (self):

def

def

nmmow

"""O6'enHaHHA BepumH, 0o 360iramnTbcsd
if last mesh:
bpy.context.view layer.objects.active = last mesh
bpy.ops.object.mode set (mode='EDIT')
bpy.ops.mesh.select all (action='SELECT"')
bpy.ops.mesh.remove doubles (threshold=0.0001)
bpy.ops.object.mode set (mode='OBJECT')

store original bone positions(self, armature obj):
"""30epiraemMo opmuriHasbpHi nos3muii xicrToxM"""

global original bone data
original bone data.clear ()

current mode = armature obj.mode
if current mode != 'OBJECT':
bpy.ops.object.mode set (mode='OBJECT'")

bpy.context.view layer.objects.active = armature obj
bpy.ops.object.mode set (mode='EDIT')

for bone in armature obj.data.edit bones:
original bone data[bone.name] = {
'head': bone.head.copy(),
'tail': bone.tail.copy(),
'matrix': bone.matrix.copy()

}
bpy.ops.object.mode set (mode=current mode)

cleanup metahuman model (self, lod level):
"""BynaseHHd HenoTpiOHumx o6'exTim"™""
objects to remove = [

obj for obj in bpy.data.objects



if obj.type in {'MESH', 'EMPTY', 'ARMATURE')}
and 'LOD' in obj.name
and not obj.name.endswith (lod level)

for obj in objects to remove:
bpy.data.objects.remove (obj, do unlink=True)

def delete all bones(self):
"""BynajeHHs Bcix ckejgeTip"""
armatures = [ob] for obj in bpy.data.objects if obj.type ==
'ARMATURE ']
for armature in armatures:
bpy.data.objects.remove (armature, do unlink=True)

def remove other lods(self, lod level):
"""BynajneHHsa 1Hmmx LOD piBHiB"""
objects to remove = [
obj for obj in bpy.data.objects
if obj.type == 'MESH'
and 'LOD' in obj.name
and not obj.name.endswith (lod level)

for obj in objects to remove:
bpy.data.objects.remove (obj, do unlink=True)

def merge lod(self, lod level):
"""O6'enmHaHHa MewiB nyia obpaHoro LOD"""
global last mesh
lod meshes = [ob] for obj in bpy.data.objects if obj.type ==
'MESH' and lod level in obj.name]
if len(lod meshes) > 1:
bpy.ops.object.select all (action='DESELECT')
for obj in lod meshes:
obj.select set (True)
bpy.context.view layer.objects.active = lod meshes[0]
bpy.ops.object.join ()
bpy.context.object.name = f"Metahuman {lod level}"
last mesh = bpy.context.object

def adjust lod scale(self, lod level):
"""3acTocyBaHHA Macmrady noas LOoD"""
lod mesh = next((obj for obj in bpy.data.objects if obj.type
== 'MESH' and lod level in obj.name), None)

if lod mesh:
lod mesh.scale = (0.025, 0.025, 0.025)
bpy.context.view layer.objects.active = lod mesh
bpy.ops.object.transform apply(scale=True)

def create bones(self, armature obj):
"""CrBOpeHHsa KicTok ckejeTa"™""
bpy.context.view layer.objects.active = armature obj
bpy.ops.object.mode set (mode="'EDIT')



# IaHi mma cTBOpeHHa KicTok Mixamo
bones data = |
# Kopenema kicTka 1 xpeferT
("mixamorig:Hips", None,
(0.004466414451599121, 2.385824203491211, 0.06472378224134445),
(0.004466414451599121, 2.6421542167663574,
.06472378224134445)),

("mixamorig:Spine", "mixamorig:Hips",
(0.004466414451599121, 2.629953384399414, 0.04066042602062225),
(0.004466414451599121, 2.9147708415985107,

.012586494907736778)),

("mixamorig:Spinel", "mixamorig:Spine",
(0.004466413985937834, 2.914770603179931¢6,
.012586522847414017),

(0.004466413985937834, 3.2402760982513428, -
.019497960805892944) ),

("mixamorig:Spine2", "mixamorig:Spinel",
(0.004466413985937834, 3.2402760982513428, -
.019497960805892944) ,

(0.004466413985937834, 3.5810635089874268, -
.05308876931667328)),

("mixamorig:Neck", "mixamorig:Spine2",
(0.004466413985937834, 3.6064693927764893, -
.05559299886226654) ,

(0.004466413985937834, 3.8145534992218018, -
.05559299886226654) ),

("mixamorig:Head", "mixamorig:Neck",
(0.004466414451599121, 3.8085379600524902,
.005921110510826111),

(0.004466414451599121, 4.317898750305176, -
.005921110510826111) ),

("mixamorig:HeadTop End", "mixamorig:Head",
(0.004466414451599121, 4.303173542022705, 0.11566891521215439),
(0.004466414451599121, 4.812534332275391,

.11566891521215439)),

# JleBas pyka (mosHas uepapxusd)

("mixamorig:LeftShoulder", "mixamorig:Spine2",
(0.150476336479187, 3.533641815185547, -0.05562683939933777),
(0.44572964310646057, 3.3877341747283936, -

.055694542825222015) ),

("mixamorig:LeftArm", "mixamorig:LeftShoulder",
(0.44572964310646057, 3.3877341747283936, -
.055694542825222015),

(0.7558693885803223, 2.9473185539245605,
.03695397078990936) ),



("mixamorig:LeftForeArm", "mixamorig:LeftArm",
(0.7558692097663879, 2.9473185539245605, -0.03695392608642578),
(1.0749115943908691, 2.5717883110046387, 0.2656782865524292)),

("mixamorig:LeftHand", "mixamorig:LeftForeArm",
(1.0749115943908691, 2.5717883110046387, 0.2656779885292053),
(1.2222678661346436, 2.3509602546691895, 0.4761013090610504)),

# Ianbuel JeBoM PykKM (Bce npuBsasanel k LeftHand)
("mixamorig:LeftHandThumbl", "mixamorig:LeftHand",
(1.0776318311691284, 2.4774763584136963, 0.40153527259826606),
(1.0879580974578857, 2.3947877883911133, 0.50432562828063906)),

("mixamorig:LeftHandThumb2", "mixamorig:LeftHandThumbl",
(1.0798081159591675, 2.402027130126953, 0.5102209448814392),
(1.0752830505371094, 2.335273265838623, 0.5767773389816284)),

("mixamorig:LeftHandThumb3", "mixamorig:LeftHandThumb2",
(1.0742988586425781, 2.3361175060272217, 0.5775400996208191),
(1.0743309259414673, 2.289005756378174, 0.6286320686340332)),

("mixamorig:LeftHandThumb4", "mixamorig:LeftHandThumb3",
(1.0834197998046875, 2.282243013381958, 0.6204847693443298),
(1.0834518671035767, 2.23513126373291, 0.671576738357544)),

("mixamorig:LeftHandIndex1", "mixamorig:LeftHand",
(1.199359655380249, 2.3573005199432373, 0.566932737827301),
(1.210255742073059, 2.295619487762451, 0.6074967980384827)),

("mixamorig:LeftHandIndex2", "mixamorig:LeftHandIndexl",
(1.2113642692565918, 2.294872760772705, 0.6060146689414978),
(1.2090190649032593, 2.2323248386383057, 0.6369946002960205)),

("mixamorig:LeftHandIndex3", "mixamorig:LeftHandIndex2",
(1.209075689315796, 2.232285976409912, 0.6369199156761169),
(1.1917074918746948, 2.175877809524536, 0.6532955169677734)),

("mixamorig:LeftHandIndex4", "mixamorig:LeftHandIndex3",
(1.1905485391616821, 2.1767184734344482, 0.6548281311988831),
(1.173180341720581, 2.1203103065490723, 0.67120373249053906)),

("mixamorig:LeftHandMiddlel", "mixamorig:LeftHand",
(1.2411388158798218, 2.3322720527648926, 0.53094881772995),
(1.2591801881790161, 2.206444206237793, 0.571134090423584)),

("mixamorig:LeftHandMiddle2", "mixamorig:LeftHandMiddlel",
(1.260070562362671, 2.265887975692749, 0.5697866082191467),
(1.2469531297683716, 2.1964476108551025, 0.5906816720962524)),

("mixamorig:LeftHandMiddle3", "mixamorig:LeftHandMiddle2",
(1.246472716331482, 2.1967060654449463, 0.5914004445075989),
(1.2353589534759521, 2.137199878692627, 0.06094145178794861)),



("mixamorig:LeftHandMiddle4", "mixamorig:LeftHandMiddle3",
(1.234946846961975, 2.1374683380126953, 0.61003082990646306),
(1.2238330841064453, 2.0779075622558594, 0.6280449032783508)),

("mixamorig:LeftHandRingl", "mixamorig:LeftHand",
(1.267598271369934, 2.3206799030303955, 0.4812694787979126),
(1.290547251701355, 2.2578372955322266, 0.5124799013137817)),

("mixamorig:LeftHandRing2", "mixamorig:LeftHandRingl",
(1.2905583381652832, 2.257831335067749, 0.5124598741531372),
(1.2865325212478638, 2.190828323364258, 0.5301330089569092)),

("mixamorig:LeftHandRing3", "mixamorig:LeftHandRing2",
(1.2865279912948608, 2.190830707550049, 0.5301414728164673),
(1.2786998748779297, 2.1341724395751953, 0.5426634550094604)),

("mixamorig:LeftHandRing4", "mixamorig:LeftHandRing3",
(1.2786933183670044, 2.134176015853882, 0.542675256729120),
(1.2708652019500732, 2.0775177478790283, 0.5551972389221191)),

("mixamorig:LeftHandPinkyl", "mixamorig:LeftHand",
(1.2733303308486938, 2.3172593116760254, 0.4275699853897095),
(1.2941370010375977, 2.2544517517089844, 0.4466521739959717)),

("mixamorig:LeftHandPinky2", "mixamorig:LeftHandPinkyl",
(1.2935724258422852, 2.2546815872192383, 0.4479690492153168),
(1.2924147844314575, 2.200066118240350645, 0.45630258321762085)),

("mixamorig:LeftHandPinky3", "mixamorig:LeftHandPinky2",
(1.2925773859024048, 2.2000001472473145, 0.4559188783168793),
(1.2842098474502563, 2.1527233123779297, 0.4601916968822479)),

("mixamorig:LeftHandPinky4", "mixamorig:LeftHandPinky3",
(1.2846094369888306, 2.152580738067627, 0.45925310254096985),
(1.2762418985366821, 2.104703903198242, 0.4635259211063385)),

# IlpaBa pyka (mosHas uepapxmusd)
("mixamorig:RightShoulder", "mixamorig:Spine2",
(-0.14154350757598877, 3.533641815185547, -

.05555913969874382),

(-0.4367963373661041, 3.3877341747283936, -

.055491428822278976) ),

("mixamorig:RightArm", "mixamorig:RightShoulder",
(-0.4367963373661041, 3.3877341747283936, -
.055491428822278976) ,

(-0.7469359636306763, 2.9473183155059814, -
.04118301719427109)),

("mixamorig:RightForeArm", "mixamorig:RightArm",
(-0.7469359636306763, 2.9473183155059814,
.04118301719427109),



(-1.065978765487671, 2.5717880725860596, 0.2608737349510183)),

("mixamorig:RightHand", "mixamorig:RightForeArm",
(-1.065978765487671, 2.5717880725860596, 0.2608737349510193),
(-1.2197452783584595, 2.3519091606140137, 0.4742776155471802)),

# Ianbubl TIpPaBOM PYKM (Bce npmuBsas3aHe K RightHand)

("mixamorig:RightHandThumbl", "mixamorig:RightHand",
(-1.0732243061065674, 2.477506160736084, 0.40001171827316284),
(-1.0871096849441528, 2.3949854373931885, 0.5054159164428711)),

("mixamorig:RightHandThumb2", "mixamorig:RightHandThumbl",
(-1.0790213346481323, 2.40208101272583, 0.5113220810890198),
(-1.0755380392074585, 2.3354809284210205, 0.5777959227561951)),

("mixamorig:RightHandThumb3", "mixamorig:RightHandThumb2",
(-1.074903964996338, 2.336017608642578, 0.5782934427261353),
(-1.0778849124908447, 2.2924070358276367, 0.6284819841384888)),

("mixamorig:RightHandThumb4", "mixamorig:RightHandThumb3",
(-1.0864903926849365, 2.285991668701172, 0.6206351518630981),
(-1.0894713401794434, 2.2423810958862305, 0.6708236932754517)),

("mixamorig:RightHandIndexl", "mixamorig:RightHand",
(-1.2015851736068726, 2.3576226234436035, 0.5671381950378418),
(-1.2106187343597412, 2.2944769859313965, 0.6074252128601074)),

("mixamorig:RightHandIndex2", "mixamorig:RightHandIndexl1l",
(-1.2116276025772095, 2.2937896251678467, 0.6060804128646851),
(-1.210224986076355, 2.233306407928467, 0.6370405554771423)),

("mixamorig:RightHandIndex3", "mixamorig:RightHandIndex2",
(-1.2103497982025146, 2.2332193851470947, 0.6368758082389832),
(-1.1940972805023193, 2.176095962524414, 0.6547911763191223)),

("mixamorig:RightHandIndex4", "mixamorig:RightHandIndex3",
(-1.1929699182510376, 2.176919937133789, 0.6562793850898743),
(-1.1767174005508423, 2.1197965145111084, 0.6741947531700134)),

("mixamorig:RightHandMiddlel", "mixamorig:RightHand",
(-1.2351456880569458, 2.3370351791381836, 0.5260183811187744),
(-1.2585639953613281, 2.2744314670562744, 0.5668630599975586) ),

("mixamorig:RightHandMiddle2", "mixamorig:RightHandMiddlel",
(-1.2594224214553833, 2.2738969326019287, 0.5655171871185303),
(-1.248205304145813, 2.2023708820343018, 0.5876500606536865)),

("mixamorig:RightHandMiddle3", "mixamorig:RightHandMiddle2",
(-1.2477225065231323, 2.202683687210083, 0.5883963704109192),
(-1.239039421081543, 2.139045000076294, 0.6089265942573547)),

("mixamorig:RightHandMiddled", "mixamorig:RightHandMiddle3",
(-1.2386599779129028, 2.1392903327941895, 0.6095137000083923),



(-1.2299768924713135, 2.0756516456604004, 0.6300439238548279)),

("mixamorig:RightHandRingl", "mixamorig:RightHand",
(-1.2626978158950806, 2.319765090942383, 0.47919395565986633),
(-1.2908254861831665, 2.256944417953491, 0.5132892727851868)),

("mixamorig:RightHandRing2", "mixamorig:RightHandRingl",
(-1.290846586227417, 2.2569329738616943, 0.5132506489753723),
(-1.2860709428787231, 2.191033363342285, 0.5304581522941589)),

("mixamorig:RightHandRing3", "mixamorig:RightHandRing2",
(-1.286062479019165, 2.191037893295288, 0.5304738879203796),
(-1.2764484882354736, 2.131370782852173, 0.5431901812553406)),

("mixamorig:RightHandRing4", "mixamorig:RightHandRing3",
(-1.2764360904693604, 2.131377696990967, 0.5432130694389343),
(-1.266822099685669, 2.0717105865478516, 0.5559293627738953)),

("mixamorig:RightHandPinkyl", "mixamorig:RightHand",
(-1.274278163909912, 2.3174073696136475, 0.42785149812698364),
(-1.2948473691940308, 2.2558741569519043, 0.4468253254890442)),

("mixamorig:RightHandPinky2", "mixamorig:RightHandPinkyl",
(-1.2943261861801147, 2.256096363067627, 0.4480627179145813),
(=1.2923272848129272, 2.2011420726776123, 0.4565178155899048)),

("mixamorig:RightHandPinky3", "mixamorig:RightHandPinky2",
(-1.2925646305084229, 2.201049327850342, 0.4559479355812073),
(-1.288816213607788, 2.1518704891204834, 0.4626975953578949)),

("mixamorig:RightHandPinky4", "mixamorig:RightHandPinky3",
(-1.289096713066101, 2.1517624855041504, 0.4620249271392822),
(-1.2853482961654663, 2.102583646774292, 0.46877458691596985)),

# JleBas HOTa (moJsiHas Mepapxus)
("mixamorig:LeftUpLeg", "mixamorig:Hips'",
(0.22844594717025757, 2.2502598762512207, 0.06726624071598053),
(0.29450535774230957, 1.209461092948913¢,
.04907715320587158) ),

("mixamorig:LeftLeg", "mixamorig:LeftUpLeg",
(0.29450535774230957, 1.2094610929489136, 0.04907715320587158),
(0.33830592036247253, 0.25452154874801636, -

.013541527092456818) ),

("mixamorig:LeftFoot", "mixamorig:LeftLeg",

(0.33830589056015015, 0.25452160835266113, -
.013541498221457005),

(0.38819319009780884, 0.011022031307220459,
.32779422402381897)),

("mixamorig:LeftToeBase", "mixamorig:LeftFoot",
(0.3881932199001312, 0.011022018268704414, 0.3277941942214966),



(0.4066004455089569, 0.016046937555074692,
0.5012807250022888) ),

("mixamorig:LeftToe End", "mixamorig:LeftToeBase",
(0.4066005349159241, 0.016046879813075066, 0.5012807250022888),
(0.42500776052474976, 0.021071793511509895,

0.674767255783081)),

# [paBas Hora (moJiHAS Mepapxusd)
("mixamorig:RightUpLeg", "mixamorig:Hips",
(-0.21951311826705933, 2.2502598762512207,
0.06961363554000854),
(-0.28557252883911133, 1.209460973739624,
0.039354562759399414)),

("mixamorig:RightLeg", "mixamorig:RightUpLeg",

(-0.28557252883911133, 1.209460973739624,
0.039354562759399414),

(-0.32937324047088623, 0.254518032073974¢,
0.012424513697624207)),

("mixamorig:RightFoot", "mixamorig:RightLeg",

(-0.32937324047088623, 0.2545180320739746, -
0.012424513697624207),

(-0.37925970554351807, 0.01103422045707702¢,
0.32504573464393616)),

("mixamorig:RightToeBase", "mixamorig:RightFoot",

(-0.37925970554351807, 0.011034241877496243,
0.32504573464393616) ,

(-0.3976665139198303, 0.01606699451804161,
0.49921518564224243)),

("mixamorig:RightToe End", "mixamorig:RightToeBase",
(-0.3976665139198303, 0.01606699451804161,
0.49921518564224243),
(-0.4160732626914978, 0.021099740639328957,
0.6733846068382263))
]

edit bones = armature obj.data.edit bones
for bone name, parent name, head, tail in bones data:
bone = edit bones.new(bone name)
if parent name:
bone.parent = edit bones[parent name]
bone.head = Vector (head)
bone.tail Vector (tail)

bpy.ops.object.mode set (mode='OBJECT')

class VIEW3D PT CleanupPanel (bpy.types.Panel):

"""aHesar 1HCTPyYMeHTiB y Oiuxnim naxesi
bl label = "Metahuman to Mixamo"



bl idname = "VIEW3D PT cleanup panel"

bl space type = 'VIEW 3D'
bl region type = 'UI'
bl category = "Metahuman"

def draw(self, context):
"""BinobpaxeHHsa eJjieMeHTiB iHTepdemcy"™""
layout = self.layout

col = layout.column ()

col.prop (context.scene, "metahuman lod level")

col.prop (context.scene, "merge mesh", text="Merge mesh")
col.operator ("object.cleanup metahuman")

if last armature:
box = layout.box ()
box.label (text="Skeleton setup (real time)")

row = box.row()

row.prop (context.scene, "rig scale correction",
text="Scale")

row.prop (context.scene, "auto scale factor",
text="Autoscale")

box.prop (context.scene, "rig y offset percent",
text="0ffset Y (%)")

box.prop (context.scene, "rig z offset percent",
text="0ffset Z2 (%)")

def register():
"""PeecTpauisg kjacir i BracTtusocTem"""
bpy.utils.register class(OBJECT OT CleanupMetahuman)
bpy.utils.register class(VIEW3D PT CleanupPanel)

# BlacTMBOCTIL CLEHM
bpy.types.Scene.metahuman lod level = bpy.props.EnumProperty (
name="Level LOD",
items=][
('"LODO', "LODO"™, "Highest Detail"),
'Lobpl', "LOD1", "High Detail"),
'LOoD2', "LOD2", "Medium Detail"),
'LOD3', "LOD3", "Low Detail"),
'LOD4', "LOD4", "Lowest Detail"),

1
default="'1LOD2"

bpy.types.Scene.merge mesh = bpy.props.BoolProperty (
name="Merge mesh",
description="Merge mesh in one LOD",
default=True



bpy.types.Scene.rig scale correction = bpy.props.FloatProperty (
name="Scale correction",
default=default scale,
min=0.5,
max=2.0,
precision=3,
update=update rig

bpy.types.Scene.auto scale factor = bpy.props.FloatProperty (
name="Autoscale correction",
default=0.21,
min=0.1,
max=3.0,
precision=2,
update=update rig

bpy.types.Scene.rig y offset percent = bpy.props.FloatProperty (
name="0ffset Y",
default=default y offset,
min=-50,
max=50,
precision=1,
update=update rig

bpy.types.Scene.rig z offset percent = bpy.props.FloatProperty (
name="0ffset 72",
default=-48.3,
min=-50,
max=50,
precision=1,
update=update rig
)

def unregister():
"""BinMizna peecTpauil kjaciB i1 BiracTtuBocTem"™"
bpy.utils.unregister class (OBJECT OT CleanupMetahuman)
bpy.utils.unregister class (VIEW3D PT CleanupPanel)

# BumajieHHS BJIACTUBOCTENM CLIEHU

del bpy.types.Scene.metahuman lod level

del bpy.types.Scene.merge mesh

del bpy.types.Scene.rig scale correction

del bpy.types.Scene.auto scale factor

del bpy.types.Scene.rig y offset percent

del bpy.types.Scene.rig z offset percent
if  name "

== " main_
register ()



JJEMOHCTPAIIIMHI MATEPIAJIU (ITpe3enTtauis)

MIHICTEPCTBO OCBITH | HAYKW YKPAIHU
JEPYXABHWUI YHIBEPCUTET TENEKOMYHIKAL|IA
HABYANBHO-HAYKOBWW IHCTUTYT IHOGOPMALIMHNX
TEXHOMNOT A
Kacbenpa Komn'toTepHUx Hayk

AUNNOMHA POBOTA
Ha cTyniHb BULWOT ocBiTH Gakanasp
i3 cneyianeHocTi 122 KoMn'loTepHi Hayku

AppaoH B Blender Ha mosi Python ansa 3py4yHoro nepeHocy
mogenen MetaHuman

BukoHaBs: c¢TyaeHT 4 kypey, rpynu KHO-41
BepexHuin Inna BaneHTMHOBUY

KepiBHuk: kepiBHWK kadeapn Komn'toTepHUX Hayk
AO.T.H., npochecop BuwHiBcbkuin B.B.

Kuie - 2025

AKTYAJIBHICTB POBOTH

CyyacHi iHcTpymeHTM 3D-mopentoBaHHA, 30kpema Blender,
A03BONAOTb  CTBOPKOBATM  CKNAAHI  Bi3yanbHi  CUeHWM 3
BUKOPUCTAHHAM peaniCTUYHUX nepcoHaxis MetaHuman. MpoTte
NiArOTOBKA TaKUX Mogenen 4o noaanbloi poboTn 4acto noTpebye
CKNAAHWMX TEXHIYHUX AiW, WO YCKNAaAHKE Npouec AN nepeciyHoro
KopuctyBada. CTBOpPEHHA afgnoHy, AKMIA aBTOMATU3YE NiAroTOBKY
mogenen MetaHuman y Blender, 3meHwye TexHiuHi 6ap’epy,
cnpowye poboTy Ta NPUCKOPHE BUPOOHMUMIA npouec. Lle pobutb
TEMY PO3POOKM TAKOr0 iIHCTPYMEHTY aKTyanbHOH.



META, OB’€EKT TA IPEMET JOCJ/II/UKEHHA

O0'exT pocaiKeHHS — [pOrpaMHE Cepe/loBUINE TPUBHMIPHOTO MOJIEJHOBAHHA
Blender.

[peameT mocaixkeHHs: — Npoueck aBTOMaTM3allii iIMNOPTY Ta MiArOTOBKM Mopgenei
MetaHuman.

MeTta poboTH — gocnigyKeHHA npouecy aganTauii TpMBMmMmipHUx mogenei MetaHuman
po cepeposuila Blender Ta pospobka nporpamHoro 3acoby (aaaoHy) Ha mosi Python
ANA  3py4yHOro iMnopTty, nepeHocy Ta nigrotoBkn mogenen MetaHuman pgo
BMKOPWCTAHHA B aHIMaUiMHWUX NPOEKTax.

HaykoBe 3aBmanHsi — ornag ocobnusocteld nigrotoBku 3D-mogeneit MetaHuman y
Blender; aHanis npobnem npwu iHTerpayii mogenei y sBupobHmyi npouecu; po3pobka
aapoHy Ana asTomartusauii nigrotoBku mogeneit y cepegosuuli Blender.

Meroau mochimkeHHs1 — MOBa nporpamysaHHa Python, APl Blender, cepegosule
Blender, Unreal Engine, MetaHuman.

1 OIUIS1]1 TA AHAJII3 TEXHOJIOI'TH POBOTH 3
MOJIEJIAMUA METAHUMAN Y BLENDER

O[HWUM i3 KNIOYOBUMX HAaNPAMKIB PO3BUTKY CTAN0 CTBOPEHHA LudpoBmx
NepcoHa)iB, AKi 30BHIilWHbO Ta NOBEAIHKOBO iMITYOTb AHOAMHY. 3pocna
NONyNAPHICTb NpoLeayPHOro MoAENOBaHHA, Ae 3HaYHa YacTUHa PYyTUHHOI
poBOTM aBTOMATM3YETHCA 32 AOMNOMOTOK MapameTpuUyHMX cuctem. Le
[O3BOMIAE CKOPOTMTM YaCc Ha CTBOPEHHA CKAagHWUX Mogenen Ta
3abe3neymTi rHYYKICTb Y 3MiHI IX XapaKTepUCTUK.

TaKUM YMHOM, CyYacHi TeHAeHUiT y cdepi 3D-MoaentoBaHHA BKa3yloTb
Ha Bce Binbluy B3aeMoAito pisHMX nporpamHux nnatpopm. Blender i Unreal
Engine 5 BWCTynatoTb He /MWIe AK iHCTPYMEHTW, 3 AK MOMJIMBE ALPO
kpocnnathopmeHHUX pobounx npouecis. Ix iHTerpauia 3abesneyye HoBMi
piBeHb AKOCTI, 3py4YHOCTi Ta WBWMAKOCTI BUPOBHULTBA 3D-KOHTEHTY, WO €
0CcOB/MMBO aKTya/lbHUM B YMOBax 3pOCTaHHA BMMOr [0 Bi3ya/lbHOro
peaniamy, iHTePaKTUBHOCTI Ta NepcoHani3aLil LUPPOBMX NEPCOHaXKIB.



1 OIJISA]] TA AHAJII3 TEXHOJIOI'TA POBOTH 3
MOIAEJIAMU METAHUMAN Y BLENDER

Habupae obepTis B cydacHOMY npoueci CTBOpeHHs nepcoHakis MetaHuman Creator
— iHCTpymeHT Big Epic Games, Ak 103B0/IAE CTBOPIOBATU GOTOPEaNiCTUYHUX Ntoael
3 y)Ke HaNlalTOBAHOK MiMIKOK, CKeIeTOM, TeKCTYpPaMM Ta aHiMalLlieto.

1 OIUIS1]] TA AHAJII3 TEXHOJIOI'THA POBOTH 3
MOIEJAMU METAHUMAN Y BLENDER

CTpyKTypa mogeni MetaHuman 3 TexHi4HOi TOYKM 30py

Lla mogenb cknapaeTbea 3 KinbKox

K/IIO4OBUX KOMMOHEHTIB:

* reomeTpia: TiNo, ronosa, odi, potToBa
NOPOXKHWHA, BONOCCA, OAAT Ta
akcecyapu;

* cucTema ckeneTHoi aHimauii

* MmaTepianu Ta wengepu



1 OIUISAJT TA AHAJII3 TEXHOJIOI'T POBOTH 3
MOAEJIAMU METAHUMAN Y BLENDER

MporpamHe cepeaosuile Blender Ta dopmat FBX

Blender — ue 6e3kowTosHe 3D-nporpamHe 3abesneyeHHs 3 BigKPUTUM
KOZO0M. BOHO BUKOPUCTOBYETLCA HalbiNbLIOK KiNbKicTio 3D-XyA0XHMKIB,
aHimaTopiB, po3pobHuKis irop Ta daxisLis 3 Bisyanisaujii. 3aBaAKM CBOIN
FHYYKOCTi, MOAYNbHOCTI Ta BENIMKOMY Habopy bYHKLiM, AKi MOXHa Ha3BaTu
po3LWmrpeHnmmn moxamnsoctamu, Blender ctae yHiBepcanbHoto naatdopmoto 8K
LN HOBMX KOPUCTYBauyiB, Tak i gns npodecioHanis.

®opmar FBX € ogHMM i3 NnowmnpeHnx Ta HandyHKLiOHaNbHILLMX CTaHAaPTIB A4N14
06MiHy 3D-A4aHMMU MiXK PI3HUMU NPOrPaMHUMM cepeaoBUuLLLaMn. Y BUNAOKY
MetaHuman Creator Ta Unreal Engine 5 mo)Ha BBakaTu, o dopmat FBX
BiAirpae KAYOBY Posb Y NpaBuAbHOMY NepeHeceHHi mogenein ao Blender. Lie
LyKe BaXK/NIMBO A1 po3pobKM nepcoHanbHuX LMdPOBUX NepCcoHaxis, AKUX
notim noTpibHo aHimyBaTu abo HanawToByBaTU. BiH NiATPUMYE NepeHeceHHs
CKNagHoi reomeTpii, TEKCTYpP, CKiHIHIY Ta MOBHOIO CKENIeTHOMO PUITIHIY

1 OIJISA ] TA AHAJII3 TEXHOJIOI'TH POBOTH 3
MOJIEJIAMHU METAHUMAN Y BLENDER

MonmeocTi kKacTomisauii Ta asTomatusauii y Blender

OpHieto 3 Knodoeux nepeear Blender ak eigkputoro 3D-pefakTopa € LUMpOKa
nigTpPYMMKa KacTomisauii mogenen i rHyvyka cuMctema aBTOMaTM3alii, AKa A03BONAE
CYTTEBO MiABWULLUTY NMPOAYKTUBHICTE pOBOTH 3 NepcoHaXKamu.

OCHOBHI MO /MBOCTI:

*  mogudikallilo reomeTpii: KOpUCTYBaYi MOXKYTb pedarysaTtu popmy 06muus,
Tina, Nanblis, CTBOPHOBATH YHiKanbHi puck abo 3MiHIOBATK aHAaTOMIYHI
nponopuii;

* poboTy 3 TeKcTypamu i MaTepianamu: iHcTpymeHTH Blender fno3sonaioTb nerko
3MiHIOBATKU KOJip WKipW, 04eld, BONOCCA, 3aCTOCOBYBATH ManM HOpManew,
LIOPCTKOCTI;

*  HanawTyBaHHA OAATY Ta aKCECyapiB: KOPUCTYBaYi MOXKYTb IMNOPTYBATH rOTOBUIA
opaAr, abo amogentosatu oro 6esnocepegHbo B Blender;

*  iHAMBIAYanbHa CTMAI3ALIA NEPCOHAXKA: LWNAXOM KOMBIHYBaHHA reoMeTpPUYHMX
3MiH, HOBUX LLIeiaepiB i akcecyapis, MOXKHa CTBOPWUTU MOBHICTIO YHIKaNbHOTO

repos.



1 OIS TA AHAJII3 TEXHOJIOI'TA POBOTH
3 MOAE/IAIMU METAHUMAN Y BLENDER

MopiBHAHHA cCKeneTHUX CTpyKTyp MetaHuman ta Mixamo

OcHoBHI BigmiHHOCTI

Xapakrepucruka MetaHuman Mixamo

Kinbkicrs KicToK Binswe 150 Bauzeko 70

AHimauis obanyyn Tak (kictkn + blendshape-u) Hi

CymicHicTe 3 UES MoBHa Yactkoea

TouHICTL aHaTOMI Bucoka Cepeann

MpuaHaueHHA KiHematorpadiduHi npoekTy, Wenaka aHimauis,

irpu NPOTOTUNYBAHHA

2 AHAJII3 TA IIJIAXW CTBOPEHHS
AJUIOHY JIJIA NIATOTOBKW MOJIEJIENA
METAHUMAN Y BLENDER

NiarotoBka mogenenn MetaHuman:
* CTBOpPEHHA iHTepdeicy Ana KopucTyBaya
* BUAANeHHA HaaBHoro ckenety MetaHuman Ta cTBopeHHA HoBoro Mixamo;
* ONTUMI3aLia Mmoaeni 3a pisHAMM AeTanizauii (LOD);

* poaaTkosi GyHUii AnsA BiNblu rHYYKOro HasfalTyBaHHA cKeneTy nicns pobotu
aafloHy.



2 AHAJII3 TA IIJIAXHW CTBOPEHHS
AJUTONHY JIJIA MIJIFOTOBKU MOJIEJIEN
METAHUMAN Y BLENDER

Texniuni nutanus npu podoti 3 MogensmMu MetaHuman:

* Be/MKa KinbKicTb 06’eKTiB y cUeHi;
¢ TOYHICTb NO3MLIOHYBaHHA

* BWCOKa HaBaHTa)KeHICTb cLeHn

¢ CuTyauii 3 MaclTabyBaHHAM

* lepapxin ckeneta MetaHuman € 3akpuToto ANA moaudikalii

2 AHAJII3 TA HLJISIXU CTBOPEHHS
AJUTOHY JIJIA MIATOTOBKHA MOJIEJIEi
METAHUMAN ¥ BLENDER

[lepcrieKTUBU PO3BUTKY aI0HY:
* PosWmMpeHHA dyHKLioHany;
* Po3WwmMpeHHA dyHKLioHany;
*BnacHa peTapreT cucTema A5 NepeHocy aHimau,iin;

* ABTOMaTH4YHe 3DepexeHHA HOBMX aHiMaLLii nicna peTapreTy B oKpemy
6ibnioTeky;

* MOMNUBICTb CTBOPEHHA KACTOMHOIO pUry, ONTUMi30BaHOro ANA
aHimauin.



3 PO3POBKA INTPOI'PAMHOI'O ITPOAYKTY

Paitn/baok

IIpH3Ha49eHHA
_init__py TonoeHH# haii1 agJ0Ha, peecTpalis ONepaTopie Ta NaHe el
mh_detect Brsgnenns ckenera MetaHuman y cuesi
mh_cleanup Buganenna ckenera MetaHuman 1a 06podka Mermie
mh_lod Po6ora 3 LOD
mixamo_rig CreopeHHA ckeneTy Mixamo, NO3HUIOHYEAHHA, MacITa0yEaHHA
ui_panels CreopeHHs naneneH B inTepdeiici Blender
utils JomomuxH! GyHKLIT

3aranbHa CTPYKTYpa NPOEKTY

3 PO3POBKA ITPOI'PAMHOI'O IIPOAYKTY

__init__.py




3 PO3POBKA ITPOI'PAMHOI'O TIPOAYKTY

v Metahuman to Mixamo

Level... LODO

+ Merge mesh

Convert MetaHuman to Mixa...

Skeleton setup (real time)
1.080 0.21
Offset Y (%) 10.8

Offset Z (%) -48.3

ui_panels

3 PO3POBKA ITPOI'PAMHOI'O IIPOAYKTY

PesynbraT go pobotu agaoHy



3 PO3POBKA ITPOT'PAMHOI'O ITPOAYKTY

Pesynbrat nicna pobotu agaoHy

3 PO3POBKA ITPOI'PAMHOI'O ITPOAYKTY

Heob’egaHHuit mew



BUCHOBKH

MeToto Uiei gunaomHoi poboTu 6yno gocniaKeHHA npouecis NiaroToBKM
3D-mopenet MetaHuman vy Blender 3a pgonomoroto cneujianisoBaHoro
agpoHa gna astomaTtumsauyii pobotm 3 ummm mogenamu. OCHOBHA MeTa
nonsarana B yAOCKOHAJIEHHI TEXHONOTIT NiArOTOBKM Mmogenen oA nNoAasblioro
BUKOPWUCTAHHSA B aHiMaUiiH1X abo irpoBmux NpoeKTax.

Ona il peanizauii 6yno 3pobneHo:

* aHani3 icCHyl4YMX pilleHb Ta TeXHoNOorin ans poboTtun 3 3D-moaenamu;

* pocnigkeHHA ¢yHKUioHanbHOCTI aggoHa ana Blender "Metahuman to
Mixamo";

* po3pobKa Ta onTUMizauia npouecy iHTerpauii MetaHuman 3 Mixamo Rig
ans 3abesneyeHHA 3py4yHOro Ta ePeKTUBHOrO BMKOPUCTAHHA moaenen y
Blender;

* CcTBOpeHHA OyHKUiOHany Ana pepgaryBaHHA  CKENETHUX  CTPYKTYp,
06’eiHaHHA MeLLiB, @ TaKOX aBTOMaTM3aLlif No3uLitoBaHHA 06'eKTIB.

BUCHOBKH

Y pe3ynbTaTi peanizauii npoeKkty bys po3pobneHuin agaoH,
WO [A03BOMSE aBTOMATM4YHO BWAANATM CTapuid  ckenet
MetaHuman, cTBoptoBaTM HOBMIM ckeneT Mixamo, a TaKoX
3pYYHUN iHTepdenc ANA KOPEKTHOro MO3ULiOHYBaHHA Ta
o6’egHaHHA Mmewis. Le apaoH 3HavyHO cnpouwye poboty 3
mogenamm MetaHuman y Blender, go3sonatoum 3meHWUTH
YaC Ha nNigrotoBKy Mogener i niaBUWMTU TOYHICTb X
BUMKOPUCTAHHA ANA NOAA/IbLUMX aHIMALLIN Y/ iIrPOBUX CLEH.



BUCHOBKHA

MpaKTUYHa UiHHICTb pO3p0obneHOro agnoHa NoAArae B
HaCTYNHOMY:

* nigBUWeHHA edeKTUBHOCTI niarotoBkn 3D-mopenen,
3aBAAKW aBTOMATU3aALIT PYTUHHMX NPOLECIB;

® 3MEHILUEHHA MMOBIPHOCTI NOMUAOK Nia Yyac 0O6PObKM
Mmoaenen 3aBOAKM  YITKO HANAWTOBAHOMY anropuTmy
poboTK agaoHa;

e onTuMmisauia poboyoro npouecy ANA XYAOKHUKIB i
PO3p0bHMKIB, AKi NpauwoTb 3 mogenamm MetaHuman B
Blender.

BUCHOBKHA

Po3pobneHnin apnoH [03BOMSE 3HAYHO MONErWUTU
iHTerpauito mogenen MetaHuman B iHWIi cuctemu, cnpoLuye
npouec HaNawTyBaHHA aHiMawim | €  BakAMBUM
IHCTPYMEHTOM ANs KopucTyBadis Blender, wo npautotoTs 3
BMCOKOAKICHMMU 3D-mogenamn. TaKMM YMHOM, CTBOPEHHA
TAaKOro agaoHa € AO0UuiNbHMM, OCKIiNbKM BiH BiAnoBigae€
BMMOram aBTOMATM3aLUii npouecy niaroToBKM mogenen i
nigBuWye ePeKTUBHICTb POOOTU KOPUCTYBAYIB, 3MEHLLYHOYMU
yac i 3ycunns, HeobxiaHi AnAa BMKOHAHHA 3aBAaHb 3 3D-
MOLENBaAHHA.



