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AHAJII3 TEPEAYMOB PO3POBKH ITPOTPAMHOI'O
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BiHHUIIbKHIT HAI[IOHATBHUN TEXHIYHUN YHIBEPCUTET

Anomauin

B 0Oaniti 6axanaspcokiti ouniomuiu pooomi 00CaiOHCeHO Npoyec NPoSPamHozo 3abe3neyents 01 imimayil emoyit
iepogoeo nepconadica. B pobomi npoananizoeano cCyyacHi cucmemu-aHanocu, wo 6UKOPUCMOBYIOMbCS O aHIMAayill
obauyus i imimayiu emoyiu. Ilpeocmaesneni nepegazu i HEOONIKU ICHYIOUUX NPOSPaAM-AHAN02I8. Jlocniodceno cnocobu
supiuennst oanoi 3adaui. 3anpononosano euxopucmosysamu naazin MetaHuman e pywii izcop Unreal Engine 5, wo
003601510Mb KOPUCHYBAYEB] MAHINYIIO8AMU BUPA3OM 00IUYYs MA pyXamu nepconagica. Pezynomamom ouniomuozo
00CTIOMNCEHNSL € 6IACHA CUCMEMA KEPYBANHS NOTICOHATLHO20 Meuld 07 8I000padicenHs eMoyil, Wo peanizo8aHo Ha MOBL
npozcpamyesanns blueprint.

Karouosi ciioBa: MetaHuman, Unreal Engine 5, imitamis emoii, aHiMaIlist 00Jin44s, Bi3yaibHe OpOrpaMyBaHHSI.

Abstract

In this bachelor's thesis the process of developing a software for simulating the emotions of a game character. The
paper analyzes modern analogue systems used for facial animations and emotion simulations. Advantages and
disadvantages of existing analog programs are given. Ways to solve this problem have been studied. It is proposed to use
the MetaHuman plugin in the Unreal Engine 5 game engine, which allows the user to manipulate the character's facial
expressions and movements. The result of the diploma research is a proprietary polygonal mesh control system for
displaying emotions, which is implemented in the blueprint programming language.

Kirouosi ciioBa: MetaHuman, Unreal Engine 5, emotion simulation, facial animation, visual programming.

Beryn

B cyuacHoMy cBiTI HEe MOXKHa HE TOMITHTH HIBHIKHH PICT MOTY)XXHOCTeH TpadiuyHMX mporecopiB Ta
nomyJsipu3antii ix cepen Mac. I'padidHi TEXHOIOTIT CTaal BaXKIIMBOIO CKIIAI0BOKO ISl 0araThoX rairy3eil, Takux
SIK IU3aiiH, Meia Ta po3Bar.

OnHi€ro 3 TONOBHUX posiel rpadiyHUX TEXHOJOTIH € 3abe3nedeHHs Bi3yalbHOTO CHPUHHATTS. 3a
JIOTIOMOT'O0 HUX PO3POOIISIOTH O1JIbII TPUBAOIUBI MIPOLYKTH Ta MOCIYTH, 10 JIOTIOMAarae IpUBEpHYTH OiJIbIie
KIIIEHTIB Ta criokuBaviB. ['padiuni TEXHONOTII CTamy HEBiJ'€MHOI YaCTHHOIO KYJbTYpH Ta po3Bar. Bonu
JIO3BOJISIIOTH CTBOPIOBATH OLTBIII IIKaBi Ta 3aXOILTIO0Y1 irpH, (ITbMU Ta BiIEOPOIIHKH.

B nawniit poboti Oyze neTanbHO po3iOpaHa 3ajada iMiTalii eMOIil IrpOBOro MePCOHaXa, TaK aKTHBHO
BUKOPUCTOBYIOTh aHIMalilo 00IUYus AJs1 CTBOPEHHs OibII PeaNiCTUYHUX MEPCOHAXKIB Ta MOJETIEHHS X
CHIUIKYBaHHS 3 I Ja4aMHy Ta TpaBIsIMU. BigTBOpeHHs MiMiKH 0OJIHYYS JO3BOJISIE IEPCOHAKAaM BUCIIOBIIIOBATH
emolIii Ta repeaaBaT HACTPii IisiIayaM Ta rpaBIisiM, 3a0e3Meuy0Yr HOBHI TOCBII.

IcHye Benmuka KiTbKIiCTh Pi3HHX Tporpam, it 3D-aHiMariii, Ko)KHa 3 SIKHX Ma€ CBOI CHIIbHI Ta cia0Ki
CTOPOHH 1 CBiif BEKTOp HalpaBJICHHs Ta rarysb 3acTocyBanHs. Haimomynsprimumu nporpamamu € Autodesk
Maya, Blender, Cinema 4D, Houdini. Lli BapianTH nporpaMHOro 3a0e3rne4eHHs IUPOKO BUKOPUCTOBYIOTHCS
B IHAYCTpil Ta MalOTh BEJMKI CIUIBHOTH KOPUCTYBAUiB, SKi HAJAIOTh MiATPHUMKY, HAaBYAIbHI MOCIOHUKH Ta
pecypeu. [Ipore miit BuOip 3ynunauBcst Ha pyuii irop Unreal Engine 5, a rounime niarina MetaHuman, sikuii
OyB po3pobiniennit cietianbro st Unreal Engine 5. dynpameHT qaHoro riariny OyB c()OpMOBaHU y BiKe
BHUIIIE3raanii mporpami Autodesk Maya.[1]

MeTor IoCIiKEeHHS € Po3po0Ka MporpaMHOro 3a0e3reyeHHs IS iMiTallii eMOIliil irpoBOro nepcoHaxa
ocHoBaHOro Ha pymii irop Unreal Engine 5 3 BukopuctanusMm rtuiariny MetaHuman. Pesynbratom
JTUIUIOMHOTO JOCIIIXKEHHS € BJaCHA CUCTEMa KePYBaHHS IMOJIIMOHAIBHOIO MEIa IS BiJTOOpa)keHHS €MOLIii,
1[0 peaiti3oBaHo Ha MOBI mporpamysanus blueprint.[2]



Pe3yabTaTn qocaiieHHs

OcHOBHE TTpU3HAYEHHS ITPOTPAMHOTO 3a0€3IeYCHHS IS IMITaIlii eMOITii IrPOBOTO ITEPCOHAXKA TTOJIATAE B
CTBOPEHHI peaslicTUYHO1 Ta BUPa3HOI IHTEPaKTUBHOI MOBEAIHKH NepcoHaxka. Lle mo3Bossie rpaBleBi Kparie
CIpUIIMaTH MEPCOHaXKa Ta EMOLIHO CITiBIEpEKUBATH oMY, 110 3a0e3neuye OinblI HacudeHui AocBia rpu. B
JIOJIATOK JIO irpoBoOi iHIyCTpii, mporpamMHe 3a0e3nedeHHs I iMiTamii eMoIiii Moke OyTH BHUKOPHCTAaHO B
iHmmx cepax, TakuX SK AU3aiH iHTepdenciB, pekiiama, MeandHa iHIycTpis Tomo. [Ipore BupimeHHs i€l
npobiemu moTpeOye BeNUKOI KiJILKOCTI pecypciB i yacy. IlokpaiieHHs OAHUX TapaMeTpiB HPU3BOIUTH 0
TIOTIPIIIEHHS 1HIITNX.

Icaye Bemmka KimpKicTh pi3HUX mporpam mis 3D-aniMmarii, KOKHa 3 SKHX Ma€ CBOI CHJIBHI Ta ClIadKi
CTOPOHM 1 CBiii BEKTOp HAamNpaBJICHHS Ta raiy3b 3acTocyBaHHs [3-6]. B Tabn. 1 HaBemeHO MOpIBHSUIBHI
XapaKTePUCTUKK HaWOLIbII oMy sipHUX nporpam aist 3D-animanii Autodesk Maya, Blender, Cinema 4D,

Unreal Engine 5.

Tabmuug 1 — TlopiBHsUIbHA XapakTeprCcTUKa HAROIIBII MOMYJIIPHUX Mporpam Aist 3D-animarii

Autodesk Maya Blender Cinema 4D Unreal Engine 5
JocTynHicTb 1875$ na pix Be3KoIToBHUI 750% Ha pix Be3koIToBHHI
CkaaaHicTh Bucoka, motpebye Cepenns, He motpedye Bucoka, motpebye Cepennsi, He TOTpedye
BEJIUKOI KITBKOCTI Yacy | BeNUKOi KiJIbKOCTI 9acy BEJIHUKOT KUTBKOCTI BEJIMKOI KUTBKOCTI Yacy
Ha OCBOEHHS IPOTPaMH | Ha OCBOEHHS MPOTPaMu Jacy Ha OCBOEHHS Ha OCBOEHHS IIPOrpamMu
porpaMu
SIkicTb animanii Haiikpama Bucoka Bucoxka Bucoxka
Creuianizauis MogpemoBanns, peaaep | MogentoBanns, peHuep, MognenroBaHHS, Po3po0xka irop, penzep,
aHIMaIlis IEPCOHAXIB | aHIMAIlis MEPCOHAXKIB I MOYIICH-IN3aliH, aHIMaIlisl IepCOHAXIB
JUIst irop (igbMiB i iHzi-irop, Tpeiepis peHzep, aHiMaris JUIst irop GiTbMIB i
Tpeitnepis. PEKIIaMHHX POJIMKIB JUIs TpeiiepiB Ta TpeitnepiB.
PEKIIaMHHX POJIMKIB
Crangapr ingycrpii SBnseTbes He aBnsterscs SBnserses SIBnsieThes
HasiBHicTh penaepy B BincyrHs Ipucyrus BincyrHs [Ipucyrus
peajbHOMY 4Yaci
CucremMHi BUMOTH Cepenni Husbki Bucoxi Bucoki

3 tabu. 1 Bugno, Unreal Engine 5 MaroTh Taki riepeBaru:
- OE3KOIITOBHHIA,
- He NoTpedye BENHMKOI KUIBKOCTI Yacy Ha OCBOEHHS IIPOTPaMH;
- HAasBHICTH PEHAEPY B pealbHOMY 4aci,
- SIBIISIETBCS CTAaHAAPTOM 1HAYCTPIi;
- cheriaizamis miAXO0AUTh JJIs BUPIIICHHS TOCTAaBJICHUX 3a/1a4.
o memomikis Unreal Engine 5 MoxHa BiTHECTH BiZICYTHICTh BETHUKOI KITBKOCTI IHCTPYMEHTIB TS aHiMallii,
a caMe MOXIIMBICTb CKIHIHT'Y 1 CTBOPEHHIO HOBMX KIiCTOK. Takox AaHuWil pyuIiil irop Mae BHUCOKI CHCTEMHI
BHUMOTH.

BucHoBkn

BpaxoByroun onucane, MOKHa 3pOOMTH BUCHOBOK, 1110 ITPOrPaMHOr0 3a0e3MeueHHSs I IMITallid eMOLIik
IrPOBOI0 MEPCOHAXKA MOTPEOY€E KOMILIEKCHOTO CUCTEMHOI'O MiIXOY.

Bubip pymis irop Unreal Engine 5 00yMoBiIeHMiT KOMIPOMICOM MiX 3aTpaTOI0 PECYPCiB 1 pe3ysIbTaToM, a
caMe BHCOKA SIKICTh aHiMallil 32 MiHIMaJIbHUH 4ac 1 KOILITH.

Sk pe3ynbTar AOCHIHKEHb BCTAHOBJICHO, IO PO3POOJICHHS MPOrpaMHOro 3a0e3MedeHHs I iMiTamii
eMOIIill IrpoBOTO MepcoHaXxka ocHOBaHOro Ha pyuii irop Unreal Engine 5 e akryansnum. Take mporpamue
3a0e3neueHHss OyJlie IIMPOKO BHKOPHUCTOBYBATHUCHh B Taly3siX SK BiZ€OirpH, KiHOIHAYCTpis, Tpeiiepu Ta
pEeKJIaMHI POJTUKH.
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