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AHHOMayusa

3ByKOBaA TPexmepHana aHMMauUMsa Anua A0BONbHO TWATENbHO U3y4YeHa, HO A0-
CTUXKEHME PeasIMCTUUYHOTO, MOXOXKEro Ha Ye/I0BEKa UCNOJIHEHUA elle He HalaeHo.

B cTaTbe paccmoTpeHbl pas/iMyHble NOAX0Abl K CO34aHNI0 aHUMMUPOBAHHbIX Bbl-
PaXKeHUM NLA, KOHTPOIMPYEMbIX peUblo. KOMBUHMPYA pacCMOTPEHHbIE MOAX0Abl KaK
ANA aHUMAUMKM MUa, Tak U AN NAeHTUPUKALMM SMOUMIA U CO3A4aHUA BblparKeHUM
MWKPO-MMUMUKM B OLHOW CUCTEME, Mbl MOJIy4aeM pelleHne, noaxoasiiee Ana Takux
3aja4, Kak UrpoBoe BMAEO, aBaTapbl BUPTYya/bHON peanbHOCTM UAn noboi apyrom
CUEeHapuii, B KOTOPbIX TEKCT rOBOPSLLETO U €ro peyb He N3BECTHbI 3apaHee.

Knroueevie cnoea: Bnu3yanusauus, peaucTMYHas aHMMmauma, 1Muesan MUMUKA,
COUManbHbIN areHT, paspaboTKa urp.

BBEAEHUE

PeanncTMyHaa aHMMaLuma nmua Heobxoauma AN MHOTUX NPUNOXKEHUN, TaKUX,
KaK KOMMbIOTEPHbIE UIPbl, aHUMALMOHHbIE GUAbMbI, TeNeKoHEepPEeHLMN, aHTPOMO-
MOpPdHble couManbHble areHTbl U gpyrne. TpaauLUMOHHbIE METOoAbl 3aXBaTa MUMMUKM
nvua (cm., Hanpumep, [1-3]) yKe AOCTUIAN OrPOMHbIX YCNEXOB, NOKa3blBan BbICOKUN
YpOBeHb peannsma. Tem He MeHee, CUCTEMbI /1A 3axBaTa MLa, UCNob3ylowme aat-
YUKW I MapKepbl, 4OPOrn U TPYA0EMKM B UCMO/Ib30BAHUU. AIbTEPHATUBHLIMW ABASA-
HOTCA CUCTEMbI, UCMO/Ib3YIoLLLME 0BbIYHbIE Kamepbl N 06pabaTbiBatoLMe U306paKEHUS.
MeTozapbl 3axBaTa MUMUKU NULL C U30OpaKEHNIM XOTA U ABNAIOTCA MeHee TOYHbIMU, HO
[OCTUIM OYeHb BMeYaTAALWMX pe3ynbTatoB. OAHAKO cyllecTByeT npobaema c reHe-
paumen aHMmaumMi, Korga Ha BXo4 NoAarTca TO/IbKO ayAnonoToK uamn Bosce TeKkcT. Co-
LUMaNbHble areHTbl [4] MOryT reHepupoBaTb TEKCT U CUHTE3UPOBATL 3BYK, KOr4a BblAaloT
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OTBET NO/Ib30BATE/O, HO FTeHepaLLMA PeaIMCTUMHOM MUMUKUN ABNAETCA ELLE He peLleH-
HOM 3agaueit. TakKe pelleHMe 3TOM 3a4a4n BaXKHO ANA Pa3paboTKM KOMMbIOTEPHbIX
Urp, TaK Kak Ha CO3Z4aHMe NMLEBON aHUMALLMKM YXO4UT MHOFO BPEMEHMU U pecypcos. B
C/Nly4anx, Koraa B Urpe 3a4eicTBOBAaHO OYEHb MHOIO NePCOoHaXKel ¢ pa3HoIi 03BYYKOMA,
aHUMATOPbI UCNONB3YIOT NPOLEAYPHYIO aHMMALMIO, HO TaKMe aHMMaLMK BCE eLLé Bbl-
rNAAAT HEeCTeCTBEHHO MM 04HO00H6pPa3HO M 0O6bIMHO TPEDYIOT Ppy4HOM HacTporKku. Me-
XaHM3Mbl reHepauum peaamcTMYHOM INLEBON aHUMALMM MOXKHO 6b110 6bl MCMO/Ib30-
BaTb NPM pa3paboTKe Urp Uan coumnanbHbix areHToB. [laHHaA paboTa saBnseTca Nnpoaon-
YKEHMEM BbIMYCKHOW KBaAUPUKALMOHHOM paboThbl [5].

PAHHUE PABOTDI

PaccmoTpum passinyHble UcCcneaoBaHUA, 3aTparMBatolme Temy aHMMauum Mu-
MUKW ANA aHTPONOMOPHOTrOo areHTa.

OAMH 13 NoaxoA0B ANs reHepauum PeanncTUYyHoOM MUMUKKU anua — 3To obpa-
60TKa peun. 3ByKOBble CUTHaNbl obecneynBatoT 6onee 6oraTble BO3MOMXKHOCTU AN CO-
3[1aHNA eCTeCTBEHHbIX FOBOPALLUX NINLL.

CyuiecTByeT HECKO/IbKO NOAX0A0B K reHepaumMm aHMMMPOBAHHON MUMUKK, KOH-
TPOMpPYEMbIX peybto. B paHHMX paboTax B 3Toi 061acT B OCHOBHOM MCMO/1b30BaIUCh
CKpbITble MapKoBcKkue mogenu (HMM) ana moaenmpoBaHUsa COOTBETCTBMA PEYU U ABU-
¥eHuit nnua [6], [7]. OaHa n3 paHHUX nccneaoBaTenbCckux pabot Kapandpdckoro yHu-
BepcuTeTa [8] npeanaraeT co3gaHMe MepapXmMUYecKom CTPYKTYPbl, CUHTE3MPYA M3 peun
pa3Hble 061aCTM MLA M 06bEeANHAS UX B OAHO «rOBOPSALLEE» INLO.

Microsoft Research [7] ucnonb3oBanu rnyboko obyyeHHyto HelpoceTb (DNN)
ANA CUHTe3aTopa ABWMKeHUA ryd Ha ocHoBe HMM. B nocneaHue roapl Takxe 6bino
npeanoXeHO HECKO/IbKO MHbIX NoAXo40B, oCHOBaHHbIX Ha DNN: Tak, B pabote [9]
npeacTaBneHa moaesb, 0by4yeHHan Ha BMAE03aNUCAX FTOBOPALLUX NOL4EN N HA OCHOBE
ayamo, BO3Bpallatowas HOpMan3oBaHHbIe KOOPANHATLI 68 OPUEHTMPOB NLA Yeno-
BeKa B 2D-npocTpaHcTBe, B AanbHelwem oHa b6bina yayyweHa n ansa 3D-npocTpaHcTBa
[10]. Nvidia npeactaBuna uccnegosaHue [11], rae npeanaraet TEXHONOTMIO, KOTOpPas
oby4yaeTca Ha 3—5 MUHYTHbIX 3D-aHUMALUMOHHbIX AAHHbIX U ayAaMOo: NOAyYas Ha BXOA,
ay4Mo-NnoTOK, Ha BbIXxoZe BO3BpaLaeTcs aHMMMpoBaHHaA 3D-ronosa. Moxoxy Mo-
aenb (VOCA) npegnoxun B [12] MHCTUTYT MHTENNEKTyanbHbIX cuctem Makca MnaHKa.
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Y BCex BbllleNnepeyncneHHbIX nccaenoBaHnin ecTb ogHa obuwas npobaema: mo-
[leIN He MOTYT aBTOMAaTUYEeCKM onpeaeintb MUKPOMUMUKY U IMOLMU, KOTOPbIE He-
BO3MOMHO onpeaennTb No ayamo. B ocHoBHOM moaenn BO3BpPaLAT aHMMaLMIO
TONbKO C HEMTPa/NbHbIM BbIPa*KEHUEM NMLaA, a Aa/bHENLIne sMmounn npeanaraerca
onpeaenATb BPYUYHYIO, CMELIMBas Pas/IMyHble BEKTOPbI SMOLUIA.

BbIABAEHUE SMOLNN

CywiectByeT 6 KaTeropuim Ana ONMCcCaHMA OCHOBHbIX 3MOLMIN YeI0BEKA, OCHOBAH-
HbIX Ha BblpaxkeHnu nnua [13]: rHes, oTBpaLLEeHME, CTPaX, CHACTbE, NeYanb N yamsne-
HMe. B OCHOBHOM OHM CBfi3aHbl C HEFATUBHbIMM YyBCTBAMMU, NPUYEM KYAUB/IEHUEN AAB-
naetca Hambonee HEOAHO3HAYHbIM, MOCKOJIbKY OHO MOXKET BbITb CBA3AHO KaK C NOJO-
XUTENbHbIMM, TaK N C OTPULATE/IbHBIMM YYBCTBAMU. IMOLIUM UTPAIOT OFTPOMHYHO POb
B POPMUPOBAHUN COLIMANBHBIX B3aMMOAENCTBUIN Ye/I0BEKA.

MHoro nccnegoBatenbCKmMx paboT noceaweHoO cnocobam pacno3HaBaHUA 3MO-
UM, Hanpumep:

1. ABTOMATM4YeCKOE pacno3HaBaHME 3SMOLMIN U3 PeYUN C UCNONb30BAHNEM MAWUH-
Ho20 0b6yyeHus [14—16] — TOYHOCTb pacno3HaBaHuMa gocturaet 60-85%, B 3aBu-
CMMOCTM OT PA3/INuMIM Pa3HbIX A3bIKOB U KYNbTYp;

2. Pacnos3HaBaHue, OCHOBaHHOE Ha aHaau3e mekcma (cm., Hanpumep, [17-19],
roe CToUT OTMETUTb, YTO MasiopeLlleHHOM NpobaemMoit OCTaETCA KOHTEKCT-3aBu-
CUMOCTb 3MOLMIN BHYTPU TeKCTa: Pppasa MoXKeT MMeTb 3N1eMeHT rHeBa be3 uc-
NONb30BaHUA CNOBA «THEB» UM NO6Oro U3 ero CMHOHUMOB. CyLLecTByIOT Ce-
AyoLne OCHOBHble MeToAbl 0OHAPYKEHUA IMOLUIN U3 TEKCTa:

a. obHapyrKeHWe Ha OCHOBE K/AIOYEBbIX C/10B,

b. obHapyKeHMe Ha OCHOBE MALLUNHHOIO 0b6y4YeHUs,

C. MeToA NeKCUYEeCcKoro CPOACTBa, MK TMbpuaHoe obHapyxeHue [14].
Ha gaHHbI MOMEHT B OCHOBHOM MCMO/Ib3YEeTCA MALWMHHOE 0byvyeHne ans pac-
no3HaBaHWA aMmounii. TOYHOCTb 0BHapyKeHnA cocTaBaseT Anwb 40-50%.

3. Hy)XHO OoTMeTUTb eLlé oaMnH cnocob BbiABAEHUA 3MOLMIM, KOTOPbIA OCHOBAH HA
amynayuu buoxumuveckKux Npoyeccos, NpPoncxoasamx B mosre [4], — gna aToro
MeToAa Ucnosb3yetca runotesa Xbtoro J1épxeima («Kyb6 amounii»), Kotopasa B
CBOO oyepeab 6asupyeTtca Ha Teopumn apdekToB CnabBMaHa TOMNKUHCA.
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OBUXEHUE TNA3

3moumMn 1 AyLeBHOE COCTOSIHME Ye/I0OBEKA NPOABAOTCA HA €ro /InLe U rnasax.
[BUXKeHWe rnas npeacraBaseT orpoMHyto npobaemy aAna BOCNpousBeaeHUs ABUXKe-
HMA U BMAA Y€NOBEYECKOro rna3a, YTo TaK BaXKHO A5 peanm3aumnm Ye0BeKo-MallnH-
HbIX MHTEPdENCOB.

Tak, B uccnegosaHum [20] coaepkutcs 0630p ABUKEHUIN TNA3HbIX ABNOK, BEK U
ronoBbl ¢ GU3NOIOMMUYECKON TOUYKU 3PEHUA U TOTO, KaK 3TU ABUMKEHMA MOXKHO MOAENN-
pOBaTb, BU3YaIM3MPOBATb U AHUMNPOBATL B MPUNOKEHUAX KOMMbIOTEPHOM rpaduKu.

HeKkoTopble NCUXONOrMYECKME M COUMONOTMYECKUE UCCNedoBaHUA MbITalOTCA
onucaTtb nosegeHne 60Jsiee BbICOKOTNO YPOBHA, Takoe, Kak BHMMaHWe W B3rnag, BO
BPEMA BbIPa*KeHMA 3MOLMA NN BO BPEMA Pa3roBOpa M TO, KaK OHU CUHTE3UPYIOTCS B
KOMNbloTEPHOM rpaduKke n poboToTexHuke. Mccnepgosatenn YHusepcuteta HOKHOM
ABCTpannu npeacTaBuAmM uccaegoBanHme [21], B KOTOPOM ONKUCAHO UCMONb30BaHMeE an-
rOPUTMOB MALLUMHHOTO 0OYYeHUA ANA AEMOHCTPALMN CBA3U MEXKAY TIMYHOCTbIO U ABU-
XKEHUAMU TNa3 — ABUMKEHUA TNa3 NOKa3biBAKOT, ABAAKTCA AN NOAMN OOWMTENbHbBIMMU,
nobpocoBecTHbIMU MK NobonbITHbIMU. C NomMoLblo pa3paboTaHHbIX aAropUTMOB
HaAEeXHO PaCcrno3HAKTCA YeTbipe U3 NATU BONbLUMX TMYHOCTHbIX YEPT: HEMPOTU3IM, IKC-
TpaBepcua, NPUATHOCTb U A06pPOCOBECTHOCTb. CTOUT OTMETUTb, YTO PEaTUCTUYHOE NOo-
BeeHMe areHTa HeBO3MOXKHO 6e3 CUMyALUK PeaNUCTUYHOTO ABUMKEHUA N33, MHAYe

BO3HMKaeT npobaema uncanny valley.
HALUA PEATU3ALNA CUCTEMbI AHUMALUA

Mbl npegnaraem o6beAMHUTL BblLENepeYncaeHHble CUCTEMbI AHUMALUMK NLLA,
BbIAB/IEHMA 3SMOUMA U MUKPOMUMMKM B OAHY CUCTEMY A5 CO34aHUA MAaKCUMAbHO
PEeaNUCTUYHOIO M }KUBOrO aHTponomopdHOro areHta. Peanmsauma cuctemMbl BbINon-
HeHa B urposom asuxke Unreal Engine 4 (unn UE4).

HeitpoHHasa cetb. [1na npeaBapuTeNibHbIX TECTOB OblIM MCNONB30BAHbI UCXOA-
HblA KOA4 W 3apaHee 0by4yeHHaa mMoAenb U3 pe3yNbTaTOB MUCC/eA0BaHUA, BbINONHEH-
Horo B YHuBepcuteTa Pouectepa [9]. B Hem npeanoXKeHa reHepaums AMLEBbIX OPUEH-
TUPOB C NOMOLLbID OOYYEHHOM HEMPOHHOM CEeTU AO0NroM KPATKOCPOYHON MNamATU
(LSTM). Moaenb oby4danacb Ha 3-CEKYHAHbIX BUAEOAAHHbIX, a onpeaeneHue auua
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NpPoOMUCXoAuno € Nnomoubio 6MbanoTekn kKomnbtoTepHoro 3peHus Dlib [22], KoTopas
BO3BpaLLaeT 68 opMeHTMPOB Ha AuLe. Bo Bpema obyyeHMA n3BieyYeHHble OPUEHTUPDI
/1ML BbIPaBHMBAOTCA M NPeobpa3ytoTcs B CPeaHI0 HOpManm3oBaHHy dopmy [23],
4yTobbI YAANUTb MHOPMaLMIO 06 MAEHTUYHOCTU. Moaenb BblgaeT NnpMemaemMble pe-
3y/IbTaTbl KaK Ha 3aMMCaHHOM, TaK U Ha CMHTE3UPOBAHHOM peyn, Nnpuyem Ha nrbom
A3blKe.

AHMMALUA MUMUKU B ABUXKKe. [na aHMmauum nmua 3D-monenm Mcnonb3yroT
MUMMYeckme mackm (aHrn. Blendshapes). CHayana co3gaetca mogenb ronosbl C
HEeNTPaNbHbIM BblpaXKeHMEM nLLA, MOTOM ANA KaXKA0ro BbipaXKeHuA co34aeTcs CBoA
MMMMYECKAA MaCKa, M KaxKaana Macka nmeeT cBoi Bec. MeToa4omM cMeLlnBaHMA MAcoK
cO34aeTcA UTOroBas aHMMaLUMA MUMUKKU. B aTol paboTe ncnonib3ayeTca mogenb nepco-
Ha)Ka 13 TexHn4yeckoro gemo UE4, TaK KaK OHa MMeEeT BCe HYXHble Macku (puc. 1).

PucyHok 1. NMpumep mnmnyecknx macok UE4

Mocne Toro Kak HelpoceTb ob6paboTana 3BYK, BO3BPALLAOTCA OPUEHTUPLI NLA
nonb3oBaTens B BuAe 68 nnuesbix ToueK (aHra. landmarks). BoipaxeHue nnua moxer
ObITb NApPamMeTpPM30BaHO KaK BEKTOP BeCoB. YToObl NOAYyYMTb Beca KaxKaon mumuye-
CKOM MaCKM, KOTOPbIe MOXKHO MCNONb30BaTb A/1A YNPaBAEHUA NULEBOM aHUMaLUEN
aBaTapa, CHa4yana usmepaeTca CMeLLeHMe NULLEBbIX OPUEHTUPOB ANA KaXKA0ro k-ro Bbl-

paxkenua D, . JocTuraetca 310 no cnegytouein dopmyne:

Sk=Sk

D, =

) (1)
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roe Sy — 3To cocTosiHMe k-X IULEBbIX OPUEHTUPOB B TEKYLLEM BblpaxKeHuu, Sy — 3To
COCTOAAHUE Kk-X NNLLEBbIX OPUEHTUPOB B HEMTPAZIbHOM BblpaXkeHun, a N;, — koaddpuum-
eHT HopManusaumm s k-ro soipaxkeHus. CoctosHua Sy 1 S;} UsmepstoTcA B paccTon-
HUIM Mexay cooTBeTCTBYOWMMU 2D opmneHTupamu [24].

Y pasHbIX N0/b30BaTENIEN pa3Hble reoOMeTpma AnLa U Nnponopuumn. Takum obpa-
30M, HOpManusaumna Heobxoamma Ana Toro, YTobbl CMeLLLEHNE MACKMK, U3BNIEYEHHOE Y
ABYX MO/b30BaTenen, MMesno NpubAM3UTENbHO OAMHAKOBYH BeNWYMHY, Korga oba
Haxo[ATCA B O4HOM BblpaxKeHMW. Ho Tak KaK inueBble OpUeHTUPbI NPUBOAATCA B Cpea-
HIO0 pOopMY M HOPMANU3YOTCA BO Bpema 0bydYeHUA, TO Halla cuctema He TpebyeT us-
Ha4Ya/IbHOM KannbpOoBKM.

B HOpmann3oBaHHOM MPOCTPAHCTBE BblPa*KEHUI Mbl MOXKEM OonpeaennTb 0b-
NacTb AENCTBUA AN1A KaXKA0r0 CMELLEHMA MUMMUYECKON MACKK. Bec macku paccunTbiBa-
eTcs no popmyne

L, D™<D,
" L gcp < (2)
D;;nax

roe D™ — MaKCMMyM CMeLLLeHUA K-ro BbipaXKeHus.

' Calculate Weight
=

Wap Range Clamped

= LENGTH e

PUCYHOK 2. PacyeT BeCOB 411 MMMMUYECKNX MACOK.
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Ha ocHose ¢opmyn (1) un (2) bbina HanucaHa ¢yHKUMA pacyeTa BecoB (cm.
puc. 2). Ha BXxoa OHa No/siy4aeT HENTPANbHOE NOJIOKEHUE TOYEK M KOHEYHOE MOJIOMKEe-
HME 3TUX XKe TOYEK, ONpPeaenstoWmX KOHKPETHY SMOLUIO U NONIOXKEHNE TOYEK B AaH-
HOM KaJipe, a Ha BbIXOAEe BblAaeT CpeHUMN BeC 3TUX Touek. Taknum obpasom onpeaens-
eTCs BEC KaXKA0N MUMUNYECKOM MaCKM.

HecmoTps Ha To, YTO cMCTEMA YrKe NMOKa3bliBaeT XOPOLWUIA pe3ybTaT, B HEN No-
npeXHemy OTCYTCTBYIOT HEKOTOpble AeTanun, Heobxoaumbie NS PeanuCTU4HON aHU-
Maumun. AHMmauma rnas n bposen He CUAbHO cBA3aHa ¢ ayauno [11]. MpuymnHoM aBnA-
eTCA 3aBUCMMOCTb aHMMaLMM OT Habopa 0b6y4aeMbIX AaHHbIX MOAENIN U CIOXKHOCTHU 3a-
XBaTa 3MOUMOHANbHOM peyn. [MoaToMy HanbobLLYO TOYHOCTb CUCTEMA NOKa3biBaeT
MMEHHO Npu aHUMaLUMm pTa (cm. puc. 3), YTo MOXKHO XopoLlo HabaoaaTb B BUAEO [24],

ALEMOHCTPUPYIOLLEM PaboTy anropuTtma.

PucyHoK 3. J/Inuesble OpUeHTUPbl U COOTBETCTBYIOLLLAA aHMMaLMA.

Mbl npegnaraem Ucnoab3oBaTb AOMNOAHUTENBHYIO VIHd)OpMaLI,VII-O 9MOUMNOHAa/b-
HOro CoCtoAHUNA AONOJIHNTE/IbHbIM dHAa/IU3OM TEKCTA U ayaUO0 U N3 peaKLl,Ml\;i NN Ha

BHELUHME pa3aparKnTenu.
AANbHENLLUEE PA3SBUTUE CUCTEMDI

HdanbHenwan pabota bygeT HaueneHa Ha 06paboTKy U BbiIABNAEHME PA3HbIX IMO-
UMM, TAKMX, KaK THEB, OTBPaALLEeHMe, CTPaXx, CYaCTbe, Nevanb 1 yameaeHue. Takxe Heobxo-
ANMBbI pa3paboTKa aIropUTMa KOPPEKTHbIX ABUKEHUI TNas, yiydlleHne MoAeNn reHepa-
UMM INLLEBBIX OPUEHTMUPOB U MOUCK HOBbIX CNOCOHOB aHMMALMN, UCMOJb3YA MALLIMHHOE
obyyeHue.

Pe3ynbTtat paboTbl cucTembl [25] 1 e€ ncxogHbIn Koa, [26] AoCTYNHbI AnA uccneno-
BATE/IbCKMX LeNnei 1 y4actma B pasBUTUMN CUCTEMBI.

3AKNHOYEHUE
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Hamu 6binn paccMoTpeHbl pasiMyHble NoAX0Abl K CO34aHMI0 aHMMMUPOBAHHbIX Bbl-
paXKeHUM n1ua, KOHTPOAUPYEMbIX pedbto. Mbl Nnpegnaraem KOMMNAEKCHYI0 CUCTEMY aHU-
MaLnKM, KOMOUHMPYIOLWLYIO anropuTmMbl aHMMaUUM NMUa, TNas, U ABUXKEHUN TOJIOBbI,
yrnpaBAsgemyto Yepes ayamo, Kotopas paboTaeT ¢ LUMPOKUM CNEKTPOM moaeneit nuu,. Mpu
BBOAE ayanodaiina 3anncaHHOM UAM CrEHEPUPOBAHHOM pPeYn CUCTEMA aBTOMATUUYECKM
BbIBOAUT PEAIUCTUYHYIO aHUMALMIO TPEXMEPHOTO NEePCOHarKa.

Cuctema xopowo paboTaeT ¢ pas/IMYHbIMU UCTOYHUKAMM PeYUn, A3bIKaMU U TPEX-
MEPHbIMU MOAENAMU NNLA. TaKKe cUCTEMA MMEET A0MNOIHUTENbHbIE MapameTpbl ynpas-
NeHUA aHUMaLUmen, YTobbl BapbUpPOBaTb CTU/Ib PeYU, U3MEHATb SMOLMU U NO3Y rON0BbI

BO BpemAa aHnmauumn.
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Abstract

Three-dimensional facial animation has been extensively studied, but the
achievement of realistic, human-like performance has not yet been decided. This arti-
cle discusses various approaches for generating animated facial expressions controlled
by speech. Combining the considered approaches for both facial animation, and the
identification of emotions and the creation of micro-facial expressions in one system,
we get a solution suitable for tasks such as game video, avatars of virtual reality or any
scenario in which a speaker, speech or language is not known in advance.

Keywords: visualization, realistic animation, facial expressions, social agent,
game development.
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CBEAEHUA Ob ABTOPAX

E
iE

3UHHATOB AiiHyp Alipamosuy4 — MarucTpaHT Bbicwen WKonbl
MHPOPMALMOHHBIX TEXHONOTUN U WMHTENNEKTYalbHbIX cuctem KasaH-
ckoro denepanbHoro yHusepcuteta. Chepa HayYHbIX MUHTEPECOB — BbICO-
KOpeaNNCTUYHAA NLEBAA MUMMKA.
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