Mema: o3naiiomutucsa 3 imnoptoM 3D mozeni nmepconaxa B Unity3D, #ioro
HAJIAITYBaHHSA aHIiMaTopa Ta HAWIPOCTILINMA

MiITOTOBKY,

IMITOPT ~ aHIMAIIiH,

JlaGopaTopna podoTta Ne8

HanamryBanas a”nimanii mogesii mepconaxa y Unity3D

KOHTpOJIEP, IKUU KepyBaTUME PyXaMu Ta aHIMAIlI€I0 MEPCOHaXA. .

Jlimepamypa

Humanoid Avatars https://docs.unity3d.com/Manual/AvatarCreationandSetup.html

Retargeting of Humanoid animations https://docs.unity3d.com/Manual/Retargeting.html

Importing a model with humanoid animations
https://docs.unity3d.com/Manual/ConfiguringtheAvatar.html

Importing a model with non-humanoid (generic) animations
https://docs.unity3d.com/Manual/GenericAnimations.html

Introduction to Unity Animation https://www.kodeco.com/1494-introduction-to-unity-animation

Creating Reusable Characters With Blender and Unity https://www.kodeco.com/31539225-creating-

reusable-characters-with-blender-and-unity

3MmicT podoTHn

3asoannsa. BukoHaTH HaJlaITYBaHHS aHIMOBAHOT MOJIEJl IEPCOHAXKY Y
Unity3D. 3acrocyBaTu aHiMaIlil 3a BapiaHTOM

Bapianm Buo animayii

1 Pyx Bnepen 1 Ha3ax, PanicHuil crpubok, bir, /luButucs dyepes nieue

2 CrosiHHSA Ha Miclll, XOIUTH IpaBoOpyY, JiBopyd, JypHi Tanui, Pagicauii
CTpUOOK

3 Pyx Bnepen 1 Hazana, Panicanii ctpubok, Xit-Xon Ta”ens, Briactu 1
MOKaTaTUCS

4 VY nap y ronosy, Kpok Bnepen, Cunbauii yaap y rosnoBy, [laginus

5 Panicuuii ctpu6ok, [lypHi Tanui, Pyx Bnepen 1 Ha3an, XiT-XoIl TaHelb

6 Y nap Yparana, bir, 3mMina Hanpsimy, JluButucs yepes nieue

7 Pyx Bniepen 1 Ha3az, bir, JluButucs yepes nieue, Pagicuuii ctpubox

8 VY nap nikrem, Lentpanbnuii 6110k, IlinBicHa rpyma, [Taginas

9 Poztsxka pyk, Y aap nikrem, Llentpansnuil 610k, Peakiiis Ha ynap

10 Crosatu Ha Mmici, Pyx Bnepen i Ha3ax, bir, IloBopoT BripaBo i Bi1iBO

11 VY nap nixrem, Hentpansuuit 610k, [linBicHa rpyma, Po3Tskka pyk

12 bir, JluButucs yepes niede, Peaxiiis Ha ynap, Y aap JikTem

13 bir, JluButucs yepes mieue , CTosTH Ha KOJTiHaX, JKOpcToke BOMBCTBO,

14 bir, Brmactu 1 mokararwucs, Pyx Brepen 1 Hazazn, [{uButucs depes mede

15 ITnaBanns, 36upanns cxonamu, Pyx Bnepen i Hazaa, CTpuOOK BHU3

MeToau4Hi pekoMeHaalil

JIiist iboro MoHa BUKopucTaTu Free - accer 13 nepcoHaxem Ha Asset Store
Unity(puc.1, 2, 3) a00 3aBaHTaXUTH BIACHY MOJICITb.



https://docs.unity3d.com/Manual/Retargeting.html
https://docs.unity3d.com/Manual/ConfiguringtheAvatar.html
https://docs.unity3d.com/Manual/GenericAnimations.html
https://www.kodeco.com/1494-introduction-to-unity-animation
https://www.kodeco.com/31539225-creating-reusable-characters-with-blender-and-unity
https://www.kodeco.com/31539225-creating-reusable-characters-with-blender-and-unity
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License agreement  Standard Unity Asset Store EULA

License type Extension Asset
File size 43.7 MB
Latest version 1.0
Latest release date Jan 18, 2021
Original Unity version 2018.4.21 or higher
Support Visit site

@
Puc. 1. https://assetstore.unity.com/packages/3d/characters/base-man-
133457

Futuristic soldier -
Scifi character
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FREE

®© 115 views in the past week
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https://assetstore.unity.com/packages/3d/characters/humanoids/sci-
fi/futuristic-soldier-scifi-character-202085

Low Poly Skeleton
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FREE

®© 97 views in the past week

Add to My Assets ’ (39 ‘
rd Unity Asset Store EULA

License agreement  Standard

License type Extension Asset
File size 413.4 KB
Latest version 1.0

Latest release date Feb 12, 2020

Original Unity version 2019.1.8 or higher

Puc. 3. https://assetstore.unity.com/packages/3d/characters/low-poly-
skeleton-162347



Moneni He MarOTh aHiMallii, ajge cymicHi 3 Mecanim. MoHa BUKOPHCTOBYBAaTH
BJIacH1 a00 Oyab-sAK1 3aBaHTaXECH1 aHIMallli, K1 IpaIoTs 3 Mecanim, a TakoX JaH1
Mocap.

MoskHa B35TH aHIMaIli 13 callTy mixamo.com, BOHH BUIBHO 3aBAHTAXKYIOTHCS 1
iX JIerKO MOKHa BUKOpHCTOBYBaTH Oyab-skux Humanoid — mepconaxis. Tomy He
BAXXJIMBO, CTBOpUTE BuU BiacHy aHiMalliio ab0 3aBaHTAXKYETE€ TOTOBY — OyIb-IKUH 3
BapiaHTiB npaioBatume 3 Humanoid — nepconaxem.

Cer aHiMariii BKiIrouae B cebe OaraTo pi3HHX aHiMaIii (puc.4):

£4 mixamo

N ta
Y
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Puc.4. https://www.mixamo.com/#/?page=1&type=Motion%2CMotionPack
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ImnopryBanns B Unity 3 Autodesk 3Ds Max

B npuknani 6yno sukopuctano Autodesk 3Ds Max 2012 ta Unity 2019.4.8f1
Personal. ns Unity excrioptyBatu ciig B ¢opmati .FBX, amke Bin 30epirae taky
BXJIMBY 1HGOpMAIIiIO, K CBITJIO Ta aHIMaIlli,

B cmeni 3Ds Max maemo mopens mepcoHaxy (Puc.5) 3 mnpukpimieHum
ckenerom (Puc.6) 3a momomoror momaudikatopa SKin. Takox momaens mae Morpher
(Bir moBuHeH Oytu mig SKin (Puc.7) ) — cucreMy 3BakeHHX TOYOK, 1110 B Unity mae
Ha3By BlendShapes.


https://www.mixamo.com/#/?page=1&type=Motion%2CMotionPack

Puc.5 Mogens nepconaxy

character_mesh

Modifier List

ol Skin

L] Morpher

L Edit Mesh
Editable Poly

Puc.7 Ilopsinox moaudikaropis



[lepexonaiiTech, 10 MaTepiadd MalOTh pPI3HI HA3BU, B IHIIOMY BHIAJKY,
neskux MatepiaiiB B Unity e O0ynae, Ta micis moaudikatopy Edit Poly, skimo BiH €,
a0o Editable Poly nomano Edit Mesh (Puc.8).

Multi/Sub-Object Basic Parameters

Set Number Add Delete

jin] Name Sub-Material
1 bod Yy
pants { Standard )

feet (Standard )

Puc.8 HazBu matepianis

OOupaeMo Mozenb Ta cKelleT 1 HaTrckaemo Export -> Export Selected (Puc.9)
Ta obupaemo posmuperHs .FBX, 3a3puuaii BOHO mepiiie B CIIUCKY.

Export files from 3ds Max

Export
=§ Export non-native file formats from
the current 3ds Max scene.

Export Selected

(_D Export only selected objects as non-

% native file formats from the current
3ds Max scene.

Export to DWF
@lﬁ Export the current 3ds Max file in the
Save As 4 DWF format.
= Import k

Bb Export 3

Puc.9 Kunomnku ekcriopty

BinkpuBaeThcsi BikHO HanamryBanb .FBX excnopry. B manomy Bumanky
MOJIEJIb HE Ma€ TIpyn 3MNIQJKyBaHHSA, TaKOX IaM ATAEMO, IO MOJENl, IO
iMmnoptyroThess B UNity, moBUHHI OyTH TpPiaHTYNSMIHHUMHU, TOOTO 3 IOJITOHAMH,
po30outimu Ha TpUKYTHUKH (puc.10).

Geometry

Smoothing Groups

orming Dummies to Bones

v Triangulate

Puc.10 HanamryBanus poznury Geometry



Split per-vertex Normals craBumo SIKII0 MOJENbh Ma€ >KOPCTKi Kpai, MpoTe
MOXYTb BTPATUTHCh TPYITH 3TJI1a/KyBaHHSL.

[Tapamerp Tangents and Binormals crtBoproe gaHi 1oTHYHUX Ta OiHOpMAaeH
13 iHdopmMariii mpo UV ta HopMasti Mojienl. BUKOPUCTOBYEThCS 11 pEHACPHUHTY.

[Tapamerp TurboSmooth 3riamkye Moaeib.

SIKIIO CcKelleT Mae aHiMallilo — He 3a0yBaEMO MMOCTaBUTH mpamnopii Animation
ta B Deformations — Skins ta Morphs (Blend Shapes).

B posmimi Bake Animation Bmukaemo mapamerp Bake Animation ta
Resample All. Obupaemo TpuBayicTh aHiMalii Ta Step, 1m0 BU3HAYa€, CKUIBKH
KJTFOYiB aHIMAIlil CTBOPEHO KOXKHOTO Kajapy(puc.11).

Animation
Animation
Extra Options

Use scene name

Remave single key

Bake Animation

Bake Animation

a
|

v Resample all
Deformations
Deformations
v Ski

v Morphs

Puc.11 HanamryBaHHs aHIMaLii

k1o Bama MoJeIb Ma€ TEKCTYPHU — MEPEBIPTE, YA BBIMKHEHUI mapaMeTp
Embed Media (Puc.12).
Animation
Cameras
Lights

Embed Media

v Embed Media

Puc.12 [Tapamerp Embed Media



Takoxx Mo>kHa 0OpaT OJAMHHULII BUMIPIOBAHHSA Ta 3MIHUTH BeKkTOop UpP
(Puc.13).

Advanced Options

= Units

Scale Factor :

Scene units converted to:

Axis Conversion

Puc.13 JlonatkoBi HaJIaIITyBaHHS

Po3mirnyemo, SKIIo 1ie He 3p00rITH, eKCITIOPTOBAHUH (aiil B BallIOMY MPOEKTI
Unity(Puc.14).

Puc.14 Burnsn daitny B Unity

Axmo Bama Mojenb 0e3 Tpyll 3rVIaKyBaHHS Ta Ma€ CUCTEMY 3BaKEHHX
TOYOK, K B JJAaHOMY MNpHKiaa, To B Unity mMoxe BuHUKHYTH mpoOiema (Puc.15),
skoi He Oyno 3Ds Max - HenotpiOHe 3riaKyBaHHS MOJENI MPU 3MiHI TTapamMeTpiB
Blend Shapes.

Puc.15 IIpob6rema



Jlnst  BumpaBieHHS MOTPIOHO 3aliTM B HalAmMTyBaHHSA (daiiily, MPOCTO
HATHCHYBIIU Ha HBbOTO, 00pat Model (Puc.16) ta 3sminutu napametp Blend Shape
Normals -> Import (Puc.17).

Madel Rig Animation Materials

Puc.16 Po3zninx Model

Blend Shape Normals Import

Mormals Mode ~  |mport

smoothness Source Calculate

angents Mone

Puc.17 3mina nmapametpy Blend Shape Normals
Tenep Blend Shapes npairtoe sixk motpioHo (Prc.18).

Puc.18 Pe3ynbrar BupiiieHHs mpodieMu

B nmanomy mnpukiani BHKOpUCTaHO ckenleT He tumy Humanoid, tomy
HaJamTyBaHHs po3ainy Rig Matots HacTynmuuit Burisia (Puc.19).



Maodel Rig Animation Materials

Animation Ty pe Generic

Avatar Definition Create From This Mode!
Root node Bone_core
Skin Weights Standard (4 Bones)

Optimize Game Objects

Revert Apply

Puc.19 HanamryBanus po3ainy Rig

[Ticas 1poro B 00’ €KTI Ha ClLieH] JoaacThes kommoneHtT Animator (Puc.20).

Puc. 20 O0’exT Ha creHi 3 koMnoHeHToM Animator

CTBOprOEMO KOHTpoOJIep Ta mpubupaemo mparopers 3 Apply Root Motion,
SIKIIO BiH BaM He moTpideH (Puc.21).

b adb ima

= « Animator

Controller L character_controller
Avatar ocharacterAavatar
Apply Root Motion

Marmal

Cull Update Transforms

Puc.21 3minu B aHimMatopi

B wHactymHomy posnminm Animation MoxHa HapizaTH KM, oo Oyiu
€KCIIOPTOBAHO pa3oM 3 ckeieToMm. JlogaMo KJiin, Ha3BeMO HOTro Ta BHU3HAYHUMO



TPUBAJICTh. SIKIIO aHIMAIlisA 3allMKIICHA, K X0/ab0a, CIIOKIM TOIIO, Ta X0U4eMO 100
BOHA IMOBTOPsIach, CTaBUMO mpanopeis Loop Time (Puc.22).

Puc.22 JlomaBaHHs KTy CIIOKOIO

[lo6 3miHuTH Matepianu, iX NOTPiOHO BHUTATHYTH 3 aitmy (extract).
3axoaumo B posain Material, Hatuckaemo Extract Materials (Puc.23) ta o6upaemo
Tarnky, KyJu iX 30eperTH.

Model Rig Animation Materials

Use Embedded Materials

Materials Extract Materials...

Puc.23 Po3znin Materials

2019.4.811 Personal® <DX11>

FFFFFF

Puc.24 3mina matepiainy



KoHTpoabHi nUTaHHA:

IIlo Take Avatar?

[Ilo Take Retargeting?

o Take Skinning?

[Ilo Take T-pose?

[Ilo Take Bind-pose?

V skiii mo31 Mae OyTH MEPCOHAXK, 10O CTBOPUTH oMy aBaTap?
Tpu ctymneni cBoboaH, IO 1€ TaKe?

NogokowodPE

Camocriiina podora:

JloompaifroBat HaJlalITYBaHHS aHIMOBaHO1 Mojieni nepcoHaxa y Unity3D


https://itvdn.com/ru/channel/video/it-game-development-blend-shapes

