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MNpeacTtaBneHa MeToAMKA CO34aHUA CUHTETUYECKOro Habopa AaHHbIX C UCMOb-
3o0BaHMem cuctembl MetaHuman ans ontumusaumm ckMHHKUHra 3D-moaenen. OcHoOB-
HOe BHMMAHME YyAEeNeHOo YNy4YleHUO KavyecTBa NPUBA3KM (CKMHHWUHIA) reomeTpumn K
CKeNnleTam NepcoHa)ken 3a cyeT pa3Hoobpasna reHepupyembiX BbICOKOPEAANCTUYHbBIX
mopgenen. C nomouwbto MetaHuman chpopmmpoBaH obLWIMPHBIN AaTaceT, BKAOYAOLWNI
AECATKN BUPTYa/IbHbIX NEPCOHAMKEN C PA3IMYHbIMU AHTPOMOMETPUYECKMMM XapaKTe-
PUCTUKAaMM N TOYHO 3a4aHHbIMW BECOBbIMU NapaMeTPaMM CKUHHMHTIA. Ha ocHOoBe 3TUx
AaHHbIX 06yY€eH anropmuTm, ONTUMMU3NPYIOLLNI pacnpesesieHNe BECOB MeXAY KOCTAMM
N NOBEPXHOCTbIO MOAENN.

MNpeanoXxeHHbIn NoAxo4 aBTOMAaTU3MpPYeT NPOoLEeCcC HAaCTPOMKN BECOB, YTO MO3-
BO/IAIET 3HAYUTENIbHO COKPATUTb PYYHOW TPy, PUITEPOB M NOBLICUTL TOYHOCTb Aedop-
MauUMMN NPU aHUMALMK. IKCNEPUMEHTbI NOKa3aaun, YTO MCNONb30BaHNE CUHTETUYECKUX
AAHHbBIX MPUBOAMUT K COKPALLLEHUIO OLUMOBOK CKMHHMHTIA 1 6oiee NNaBHbIM ABUXKEHUAM
MOZAENN NO CPABHEHWUIO C TPAAULMOHHLIMM MeTogamMu. PesynbTaTbl paboTbl umetoT
HenocpeaCcTBEHHOE NPMMEHEHME B UHAYCTPUM BUAEOUTP, aHUMALMWN, BUPTYasIbHOM
peanbHOCTU U CMMYNALMN, rae TpebyeTca BbICTPbIA N KaYeCTBEHHbIN PUFTUHT MHOXe-
CTBa NepcoHakeu. MNpeanoKeHHbIn MeToa, MOXKET ObITb MHTErPUPOBAH B CYLLECTBYHO-
wue rpadmnveckme OBUKKM N KOHBeMepbl pa3paboTkM B BMAE NAarMHa UAW UHCTPY-

MeHTa, obneryas BHeApPeEHNE TEXHONOINMNN B NMPaKTUYHECKUE NPOEKTDI.

Knruessble cnoea: cunmemu4veckuli 0amacem, MetaHuman, HelipoHHble cemu,

CKUHHUH2 3D-mo0enell, KomnbromepHaa aHUMAyus, MawuHHoe oby4yeHue.

© P.P. lasu3os, M.[. Benos, 2025.
[aHHan cTaTbs pacnpoCcTpaHAeTCs Ha YC/I0BMAX MexayHapoaHoi nnueHsum Creative Commons License Attribution 4.0
International (CC BY 4.0).


mailto:gazizov782@gmail.com
mailto:mak.bel.2002@mail.ru

JnekmpoHHble 6ubauomeku. 2025. T. 28. Ne2

BBEOEHUE

CoBpeMeHHble TexHOI0TnK 3D-MoAeIMPOBaAHMNA U KOMNbIOTEPHOM rpadmKmM aK-
TMBHO MCNONbL3YIOTCA B CAMbIX Pa3/inyHbIX 061aCTAX — OT BUAEOUTP U KUHO A0 Meau-
UMHbI M BUPTYaNbHbIX NPOTOTMMNOB. BarkKHOWM 3aaa4elt B gaHHOM chepe ABNAeTCA co3aa-
HUE PEeaNUCTUYHBIX aHMMALMN NEepPCoHaXKen, YTo TpebyeT TOYHOro U KayeCTBEHHOro
npouecca CKUHHUHrA.

CKUHHUHT (skinning, oT aHrAa. skin — Koxa) — 310 npouecc npmeAskn 3D-moaenu
K CKeNneTy (PUIFTUHF, OT aHIA. rig — OCHACTKA, YNPAXKKa) C HA3Ha4YeHMeM BECOBbIX KO-
OULMEHTOB BEPLUMH AN1A KOCTEN, YTO NO3BOAAET aHUMUPOBATL MOZE/b C PeAINCTUY-
HbimK gepopmaumamm (puc. 1). TpaAMUNMOHHO CKUHHUHT — TPyA03aTpaTHaA pyYyHas pa-
60Ta, Tpebytowan OT XyA0KHMKA aKKYPaTHOIO «PacKpallMBaHMA» BECOB A1A KaXKaoM
KOCTU. Ha3HayeHWe BepLIMHHbIX BECOB — KpalHe TPyA0EMKAA U CNOXKHaA 3agaya [1],
NO3TOMY aKTya/IbHO NPMMEHEHNE aBTOMATU3NPOBAHHbIX (MpoueaypHbIX) MeTo40B ANA
eé obneryeHus.

B nocnegHue rogbl NOABMAOCH HECKONBLKO MOAXOA0B K aBTOMATMU3aLUMU CKUH-
HUHra: OT CrMeuMann3npoBaHHbIX MHCTpyMeHTOoB (Hanpumep, MetaHuman! ot Epic
Games A1A peanucTUYHbIX Ntoaen) A0 aNTOPUTMUYECKUX METOL0B (aBTOPUITUHE MO
reomeTpuMyeckum npaBuaam) U1 MeToA0B Ha OCHOBE MALIMHHOIO obyyeHuns (o0byyeH-
HbIX HeMpoceTen, NpeACKa3bIBAOLWMX PUTK U BECA).

B cTaTbe npeactasneH meToA Co34aHUA CUHTETUYECKOro AataceTa C UCNO/b30-
BaHMeMm TexHonormm MetaHuman gnAa aBTomaTnyeckoro ckMHHuWHra 3D-mopenen B
CPaBHEHWWN C aNbTEPHATUBHbIMU PEeLUEHUAMM, BKIKOYAA KNACCUYECKME anropuUTMbl U

HEVIpOCETEBbIe meTo/bl.

! https://www.unrealengine.com/en-US/metahuman
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Puc. 1. CKUHHMHT moaenu
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MetaHuman A1 ABTOMATU3UPOBAHHOIO CKUHHUHIA

MetaHuman — 310 ¢pperimBopK oT Epic Games ans co3gaHnA BbICOKOPEaNnUCTmy-
HbIX UMPOBbLIX Nt0AeN, NPeaoCTaBAAOWMIA rOTOBble GOTOPEANMCTUUYHbIE MOLENN C
HacTpoeHHbIM purom. MetaHuman Creator (061a4HbIl cepBUC) NO3BONAET 3@ MUHYTbI
NONY4YNTb aHUMUPYEMbBIN NEPCOHAXK C KaYeCTBEHHOW reomeTpuen, Koxen, Bon1ocaMu
n ogexaon [2]. KnoyeBass ocObeHHOCTb COCTOUT B TOM, YTO BCE CO34aHHble Nepco-
HaXXM MCMNOAb3YIT CTAaHAAPTHbIA BbICOKOAETANN3MPOBaAHHbIA cKkeneT MetaHuman,
BK/IIOYAOLWMI cneumanbHble gononHuTenbHble Koctu (helper joints) n KoppekTuBHbIE
mopdbl (morph targets) ana ynydywenus gedpopmaunii. Mo KommeHTapuam paspaboT-
ynkoB, Teno MetaHuman ucnonb3yet suHeliHbIl CKUHHUH2 C 00rMosHUMEeNbHbIMU
8CMIOMO2amesibHbIMU Cycmasamu W y3namu ynpasneHua no3on (PoseDriver-nodes)
AnAa npasagonogobHon gepopmauymm mbiwl, [3]. Jinuo 8 MetaHuman B oCHOBHOM aHu-
MUpPYyeTca cycTaBamm (KOCToYKamu nmua) ¢ aobasneHnem mopeduHra ¢ nNAaBHbIMM Ne-
pexoaamu (blendshape-morphs) Ha BbICOKOM ypoBHe AeTannsauum Ana TOHKOM MU-

MUKM (puc. 2).

WMmaltiphers

Puc. 2. UnTepdenc Metahuman
(npaKTnyeckn naeHTnuHbiM B UES 1 Autodesk Maya)
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HepaBHo KomnaHua Epic Games npeactasuna uHctpymeHT Mesh to Me-
taHuman, pacwupsatowmin BO3MOKHOCTU aBTOMaTM3aunm. OH N03BONAET B3ATb NPOU3-
BOJIbHYIO NOJIb30BaTeNbCKyto 3D-moaenb rosioBbl/AnLa U KOHBEPTUPOBaATL eé B Me-
taHuman, aBTomaTnyeckn noaroHAsa nog tononornto MetaHuman mn cBA3biBaA € ero
ckenetom. Kak otmeyeHo B opumumanbHOM 610re, 3TOT MHCTPYMEHT BbIMOAIHAET aBTO-
MaTMUYECKOe TPEKMHIOBOE COBMELLLEHME YEPT INLA M NOATOHKY WabnoHHOM ceTkn Me-
taHuman K 3arpyXeHHOM moaenu, a 3aTemM reHepupyeT NepcoHaXKa, NOJHOCTbIO OCHa-
LWEHHOIO PUroM M FOTOBOTNO K aHMMaLLUW.

MNonb3oBatenb moxeT AopaboTtatb pesyabTat B MetaHuman Creator — Hanpu-
Mep, MONPaBUTb YePTbl, NTOBTOPHO HAJIOXKUTb TEKCTYPbI KOXM UK A,006aBUTb NPUYECKY.
Ba*KHbIM NpenmyLL,ecTBOM ABNAETCA CKOPOCTb: NOJly4eHMe NONHOCTbIO FOTOBOIO K aHU-
Mauun UMGpPOBOro YenoBeKa U3 CTAaTUYHOM MOAENN 3aHUMAET CYUTAHHbIE MUHYTHI.
3To NOATBEPXKAAET NPAKTUYECKYIO LenecoobpasHocTb MetaHuman Kak MHCTpyMeHTa
aBTOMATU3UPOBAHHOIO CKMHHUHIA, MO KpalHen mepe Ana YyenoBekonogobHbIx moae-
Nnen, Tak Kak MetaHuman opMeHTUPOBaAH TONbKO Ha PEANCTUYHDBIX T'yMmaHonaoB. Cke-
net n pedopmaumoHHbIe HAaCTPOMKM 3aTOYEHbI NOA, YEN0BEYECKYD aHAaTOMMUIO; CUNBHO
CTUAN30BaHHbIE MEPCOHAXM WU CYLLECTBA C HECTaHAAPTHON MOPPOIOTUE MOryT He
BnMcaTbcA B WabioH. HyXHO noayepKHyTb, 4To MetaHuman — nponpuneTapHas TexHo-
nlorus, TecHo UHTerpuposaHHas ¢ Unreal Engine (UE). Ina ucnonb3oBaHus pesynbTra-
TOB (Hanpumep, pura) BHe akocuctembl UE morkeT noTpeboBaTtbcA KOHBepTauua. Tem
He MeHee B CBOeN HuLe (aBTOPUITUHT peanncTnyHbix ntoaen) MetaHuman 3agaét Bbl-
COKYIO MIaHKY KayecTBa. JKCNepMMeHTaIbHO NPOAEMOHCTPMUPOBAHO, YTO moaenn Me-
taHuman moryT 6bITb Cpa3y aHMMWPOBAHbI U [AKOT NPaBAONOAO0OHbIE ABUMKEHUA.
Hanpumep, Henb3Aa nepeoLeHUTb MCNONb30BaHME TAKUX MHCTPYMEHTOB, Kak Me-
taHuman Creator, ans reHepauymmn 3D-gatacetoB [4] ana 6bICTPON reHepaunm peanu-
CTUYHbIX 3D-nepcoHa)Ken, 4To NO3BOSAET CO34aBaTb MAaCCUBbI CUHTETUYECKMX NEPCOo-
HaXKen ANs8 aHMMaUumM M 0byyeHMa HermpoceTeln NpakTUYeckn 6e3 py4yHoro purruHra.

B KOHTEKCTe NpoM3BOACTBA MIPOBbIX NepcoHaxken MetaHuman moxeT 3Haum-
TeNIbHO YCKOPWUTb 3Tan co34aHuA nepcoHaxen [5], npouecc pa3paboTkn KoTopbIX AB-
naeTca npeaBapuTenbHbiM U 6a30BbIM MO OTHOLLEHMIO K CO34aHUI0 €10 0AeXKAbl U APY-
rmx aTpnbyToB. Hanmuune rotosoro pura (Hanpumep, noay4eHHoro Yyepes MetaHuman)
V)€ Ha paHHEen cTagmun ynpouiaeT nocaeayowmnin An3amH oaexabl U aHUMALUMIO, YTO
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NOATBEPKAAETCA NPAKTUKON MHAYCTPUU. UTaK, ecnm cToUT 3aga4a ObICTPO NOAYyYnUTb
peanuctuyHyto 3D-mozenb YenoBeKa C KaYeCTBEHHbIM CKMHHUHIOM, MCNOb30BaHME
MetaHuman kpaiHe uenecoobpasHo (0g4HaKo ANA HEF'YMAaHOWUAHbIX MOAENEeN NN BHE
Unreal Engine moryT notpeboBaTbCA albTEPHATUBDI).

ANTOPUTMUYECKUE METOAbl ABTOMATUYECKOIO CKUHHUHTA

[0 noABNeHUA HENMPOCETEBbLIX NOAX0A40B aBTOMaTU3aLMA CKUHHUHIA ONKpanach
Ha aNrOPUTMUYECKME PEeLUEeHUA, OCHOBAHHbIE Ha FTEOMETPUYECKOM aHaN3e MOAENM.
Knaccmnyeckmnn npumep ato anroputm Pinocchio [6], 4acTo ynomuHaemMblh Kak NMOHEP

dBTOCKMHHUHTIA.

Puc. 3. B TpeyronbHyto ceTky 4ebypallKun BCTPaMBAETCA CKeNeET,
NO3BONAIOWMN HANNOKUTb ABUKEHUA HA N3HAYAIbHO CTaTUYHYIO PuUrypy [6]

3TOoT MmeToA 6epeT Ha BXOA NPoun3BoabHYO 3D-ceTKy nepcoHarka (cm. puc. 3) u
3aaHHbIN WabnoH ckeneTta (Hanpumep, ryMaHOUAHbLIN CKeNeT ¢ onpeneneHHbIM Ko-
IM4ECTBOM KocTei), nocne yero: (1) aBTomaTMyYecKM BCTPaMBaAET CKeNeT BHYTPb MO-
Aenn, Haxoaa onTUMabHble NO3MLUMK CYCTaBOB, U (2) paccunTbiBaeT Beca NPUBA3KK
BEPLUMH K KOCTAM Ha OCHOBE PAaCCTOAHUMN, CrNAXKEHHbIX peleHnem ypaBHeHUAa anoddy-
3MM Tenaa no NoOBEPXHOCTU moaenun. Takaa TexHUKa Tennosoi audodysum (heat diffu-
sion) pacnpeaenseTt BANAHUE KOCTEN MJIaBHO M OKa3anacb HACTO/IbKO YAA4YHOM, YTO eé
BHEAPWUAM BO MHOTME MHCTpyMeHTbl 3D-rpadmkm. Pinocchio npoaemoHcTpmpoBan sne-
yaTaawwme pesynbTatbl: Ha TMNOBOM 1K Toro BpemeHn anropMtm aBTOMATUYECKU
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OCHaLLLaN NepcoHaX MeHee Yem 33 MUHYTY, @ Ka4eCcTBO NOJy4aeMoM aHMMaLUKN 6bino
COMOCTaBUMO C YPOBHEM COBPEMEHHbIX BUaeourp. Cuctema bbina npoTecTMpoBaHa Ha
16 pa3nnyHbix mogenax — gna 13 n3s Hux pur H6ol1 NOCTPOEH KOPPEKTHO 6e3 Bmella-
TeNbCTBA, a ANA OCTABLUMXCA Tpex NnoTpeboBanach Nb MUHUMA/IbHAA NpPaBKa (Aob6as-
JIeHNe o4HOM NOACKA3KM Mo NOMOXKEHMUIO cycTaBa). Takum obpa3om, yxKe 6onee 15 net
Ha3az 6bl10 4OKA3aHO, YTO aBTOPUITUMHT HA OCHOBE Waba0HOB M AN PY3MOHHbIX BECOB
cnocobeH paboTaTb AOCTATOYHO YHMBEPCANbHO U 3O PEKTUBHO.

[pyron nopxon 3TO aBTOMATMYecKoe 8bidesieHUe CKeneta M3 reoMeTpum
(skeleton extraction). Pag anroputmoB no ¢opme moAaenu nbiTaeTcsa BblYUCIUTL €€
«cKkenet» (Hanpumep, aHaN3NPyAa MeauanbHYHO 0Cb 06beKTa U rpad pasbmeHuns no-
BepxHOCTK). OAHAKO Ha NPaKTUKe TaKne MeToAbl MEHEE HaZeKHbl AN aHMMaLUK: No-
JIYYEHHbI CKeNeT MOXKeT He COBMaAaTb C Kenaemomn CTPYKTypon (ocobeHHOo ana ryma-
HOMAOB, rae Nyywe 3a4aTb 3aBe40MO aHaTOMMYECKN NPaBUIbHbINA cKeneT). NoaTtomy
COBPEeMEHHbIe aNrTOPUTMUYECKME peLlEHMA Yalle NCNoab3yloT noaroHky (fitting) wab-
JIOHa: 33Z1aeTCA OCHOBA — TUMOBOW CKeNeT Ye/I0BEKA, YETBEPOHOIOro }KMBOTHOMO U T. .,
KOTopaA nogroHsaeTtca nog moaens. Mommumo Pinocchio, Takol NpuHUKMN peanin3oBaH B
pALEe MHCTPYMEHTOB: Hanpumep, obnayHbliin cepsuc Adobe Mixamo? nossonsaeT nosb-
30BaTeNto 3arpy3nTb CTaTUUHYO 3D-Mmoaenb NnepcoHaka (06bl4HO rymaHoOMAaHOro), no-
C/le Yero aBTOMATMYECKM PacCuYnTbIBAET AN1A Hee cKeneT (N0/1b3oBaTe/ib MOXKET yKa3aTb
NMO3ULIUKN KNHOYEBbIX TOYEK — KUCTU, IOKTU, KOJIEHN — ONA YNy4YLIeHUA pe3ynbTaTa) u
BecoBble KoapoduumeHTbl. Mixamo mcnonbayet 6UO6AMOTEKY rOTOBbLIX aHMMaLUN, CO-
3[aHHbIX METOAOM 3axBaTa ABWMMKEHWUM, YTO FrapaHTUPYeT PeasiMCTUMHOCTb MoJsyvae-
MbIX ABUKeHMI [1]. Mixamo ucnonb3yeT noaxoA, NOXOXWUit Ha meTton Pinocchio [6],
KOTOPbIN NpUMeEHAETCA ANA BCTPaMBAHMA CKeneTa: ONTUMU3IMPYETCA NONOXKEHME Cy-
CTAaBOB BHYTPU MOZENIN MYTEM MUHUMM3ALUKU CNeLmanbHOM GYHKLMKM cTOMMOCTW. Me-
pen 3TMM NOo/b30BaTe/lb OTMEYaeT HECKO/IbKO K/HYeBbIX ToYeK (NnoadbopoaokK, 3ans-

CTbA, IOKTU, KONEeHU, nax) Ha T-mogenn® (cm. puc. 4) 3arpyeHHoro nepcoHaxa [7].

2 https://www.mixamo.com/

3 T-mopens — ana yaobcTBa TEKCTYPUPOBaHMA U purrvHra B 3D-moaenMpoBaHum ucnonbsyertcs 6a-
30Ban M03a MepCcoHaka, NPU KOTOPOM PYKM pa3BeAeHbl B CTOPOHbI FOPU30HTA/NIbHO, @ HOMM CAerka
paccTaBneHbl, 0bpa3sya cMayaT, HanomuHatowmi byksy «T».
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AUTO-RIGGER x

Place markers

Place markers on your model, and
then press Next to start the Auto-
Rigging process.

Left Elbow

Skeleton levels of detail

Choose different versions of the
autorigger skeleton to optimize
performance. Select a Skeleton LOD
option for more information.

Need help?

BACK Use Symmetry Skeleton LOD\ Standard Skeleton (65) VI m

Puc. 4. MonyaBTOMaTUYECKMIA aNFOPUTM NOCTPOEHUA moaenein Mixamo
ncnonb3yeT T-pose 1 yKasaHUe KA4YeBbIX TOYEK

3TOT MeToZA, CHauyana BbIMNOJHAET AUCKPETHbIM noabop pasmelLeHuA KocTew
BHYTPU 06bEMA MOAENM, A 3aTEM YTOUYHAET NO3ULUM HEMPEPbLIBHOM ONTUMMN3ALMEN.
B dYyHKUMM CTOMMOCTM YyUMTLIBAIOTCA Pa3/IMYHblE 3BPUCTUKM (HAaNpumep, NOJIOXKeHUe
CYCTaBOB BHYTPM Tesa, NpeaoTBpalleHne BbIXo4a KOCTU 3a npesenbl MOBEPXHOCTU U
Ap.), a eé BecoBble KO3PPULNEHTbI ONTUMUINPYIOTCA METOLOM OMOPHbIX BEKTOPOB
(Support Vector Machine, SVM*) Ha obyuatowmx npumepax, KOTOpbIA NPUMEHAETCA
ANA 33434 KnaccuduKaunm 1 perpeccuu.

Taknm obpasom, anroputm KOMOBUHUPYET reOMeTPUYECKME IBPUCTUKU C dN1e-
MeHTaMKn 0byyeHuna, YTobbl HAZEXKHO ONpeaennTb KA4YeBble CyCcTaBbl ANA LUMPOKOTO
Knacca nepcoHaxen. B pesynbTate onpeaenaeTca nepapxms ckeneta — Habop Kocrtei

4SVM paboTaeT NnyTém HaxoXKAeHUS TMNEPNIOCKOCTU, KOTOPas MaKCMMabHO PasaenaeT pasinyHble
KNaccbl A@HHbIX, MaKCUMMU3UPYA PACCTOAHME MEXAY BAMNKaANLLIMMM TOYKaMKU 0ByYaloLWmMX AaHHbIX
Pa3HbIX KNaccos.
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N CBA3EN MeXay CycTaBaMM, COOTBETCTBYOWMIN popme mogenn. CornacHo naTeHTHOM
AOoKymeHTaummn Adobe, npouecc BKAOYaAET reHepaunto ynpoLweéHHOM NpeacTaBuTe b-
HOM CeTKM moaenu, pasbueHune eé Ha cermeHTbl (YacTu Tena) n onpeaeneHue Kawye-
BbIX TOYEK (CycTaBoB); Ha ocHoBe 3Toro popmupyeTtcs Habop KocTel, KOTOPbIN 3aTem
HaK/aAblBAETCA HA UCXOAHYHO BbICOKOMOAMUIOHaNbHYO moaenb [8]. Cuctema paccuu-
TaHa Ha paboTy B ob6nake U 3a4eMCTBYET 3HAUUTE/IbHbIE BbIYNCAUTE/IbHbIE PECYPCbI
(MHoronoto4yHo Ha CPU), yTo N03BOANSAET BbINONHUTL BECb NpoLecc (~2 MUHYTbI Ha MO-
[eNb) OHNANH.

MpenmyuiecTtBom Nnogo0b6HbIX CEPBUCOB ABAAIOTCA NPOCTOTa (He TpebyeT HaBbIKOB
purrepa) U cKopocTb (MMHYTbl Ha pacyeT), HefOCTaTKOM — OrpaHUYeHHaaA NPUMEHU-
MOCTb (KaK NpaBuN0, TO/IbKO 'yMaHOUAHbIE ABYHOIME) N TUNMUYHbIE apTedaKTbl: HeMnpa-
BU/IbHOE B/IMAHME KOCTU Ha COCeAHME YacTu Tesa, «CNAoWMBaHMeE» B CycTaBax U ap.,
KOTOpbIe 3aTeM NPUXOAUTCS BPYUYHYIO UCMPABAAT.

LLINpOKO MCNONb3yHTCA U BCTPOEHHbIE anropuTMbl B Naketax 3D-moaennposa-
HuA. Autodesk Maya® npegoctasnseT MeTofbl aBTOMaTUUYECKOrO CBA3bIBAHUA KOXM:
Heat Map Skinning (Ha ocHOBe TEN/I0BOro PacnpoCTPaHeHUA BAUSAHUA KocTel) u Geo-
desic Voxel Binding (Bokcenusauua obbema moaenn Ans OUEHKUM BAMMKaMLINX KO-
cten) [5]. 3T noaxoabl aHAaNOrMYHO NbITAKOTCA pacnpesenTb Beca No reoMeTpumn, Uc-
X051 U3 PacCTOAHUA A0 KOCTen u Tonoaormn moaenn. B pabote [1] 6bin npoBeaeH no-
APO6HbIM aHanM3 MHCTpymeHTapuAa Maya ANa CKUHHUHIA, MepeYyncieHbl ero npenmy-
LLLecTBa M HeAoCTaTKU. B yacTHocTK, HGbin onuncaH pag TUNKUYHbIX AedeKToB, BO3HUKAIO-
LWMX MPU UCMONb30BaHUM CTAHZAPTHbLIX AaATOPUTMOB, Hanpumep obbeMHble NoTepwu
npu nsrnbe B o61actn cyctaBa MM HENPaBUAbHOE BANAHWE NPU BAMU3KO PacnoNoKeH-
HbIX YaCTAX MOAENN.

[ns peweHna HeEKOTOPbIX Npobaem NpeanaratoTcs MeToabl yayyleHus (Hanpwm-
Mep, AobaBNeHNe KOppeKTUpYOLWMX AedOpPMepPOB), XOTA NONHOCTbIO 6e3 yyacTua ye-
NIOBEKA aNropuTMMYECKMe meToabl He Bcerga paboTatoT. Tem He MeHee B COYETaHUM C
MWHMMaNbHOM PYYHOM MPaBKOM aBToMaTtuyeckue anroputmbl (Pinocchio, Mixamo,
Maya Auto Skinning 1 ap.) 3Ha4YMTENbHO YCKOPAIOT NPOLLECC PUITUHTA NO CPABHEHMIO C

MOZIHbIM PY4YHbIM BECOBbIM PacKpalLlMBaAHUEM.

> Pepaktop TpéxmepHon rpaduku. https://www.autodesk.com/products/maya/
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METOAbl CKUHHUHIA HA OCHOBE MALLMHHOIO OBYYEHUA

CoBpemeHHble AOCTUXKEHUA B 061aCTU MAWWMHHOIO 06y4YeHuAa CTUMYAMPOBanmn
nosiBNeHMe MeToA0B, r4e HEMPOHHbIE CETU BbIMOAHAIOT CKUHHWUHT, TO €CTb CaMn 06Y-
4aloTCA MO NPUMEPAM M 3aTeM NPeACKa3bIiBatOT CTPYKTYPY pura namn seca gepopmaumm
ANs HOBbIX moaenen. O4HO U3 KNOYEBbIX MPENUMYLLECTB TAKMX METOA0B COCTOUT B CNO-
COBHOCTM YyUYMTbIBATb CNOXKHbIE HENOKa/bHble 3aBUCMMOCTU U 0COHBEeHHOCTU GOpPMbI,
KOTOpble TPYAHO YYecTb BPY4YHYI MPOMMUCAHHbIMKM MpaBuaamu. Kpome TOro,
HEMpoceTM MOXHO 006yunMTb Ha 6ONbLIOM KO/IMYECTBE MPUMEPOB Py4HOU paboTbl
OMbITHbIX PUITEPOB, TEM CaMbIM NEPEHAB UX ONbIT.

Mixamo 6bl1 0AHMM M3 NepBbIX CEPBUCOB, rAe NPUMEHUIN MaLLMHHOe obyye-
Hue (Machine learning, ML) ana aBTomaTu3aunmn pUrrMHra nepcoHaken. 3ta UHTeNNekK-
TyanbHas cuctema (B Adobe eé HasbiBanu smart algorithms) 0606L1aeT 3HaHMUA U3 MHO-
YKecTBa NpMMepoB, N03BONAA HAAEXHO 06paboTaTb pa3nmyHblie No popme moaenu. K
npuMepy, YKa3aHHbI anroputm [6] ncnonblosan obyyaemyto pyHKUMIO WTpada gna
OLLeHKM KayecTBa BCTpaMBaHWA CKesieTa — PaKTUYECKM 3TO NpUMeHeHue supervised
learning (obyuyeHune c yuntenem) ana Bbibopa ONTMUMaNIbHON KOHOUTYPaALIMKU KOCTEMN.
Takum obpasom, mawnMHHoOe obyyeHne B Mixamo nomoraeT onpeaeninTb PacnosoxKe-
HMe CyCTaBOB W cOOTBeTCTBME Wab/IoOHy cKeneta No NOAy4YeHHbIM BXOAHbIM AaHHbIM
Mmozenu. B To Ke Bpema 3Tan Ha3HayeHWs BECOB CKMHHWMHrA peluaeTtcs bonee cTaH-
AAPTHbIMU CPEeACTBAMM — 3BPUCTUHECKMMM aNTOPUTMaMM U3 rpadPuKn, OCHOBAHHbIMU
Ha reomeTpun. PacnpeaeneHune BAMAHMA KOCTEN Ha NOBEPXHOCTb — 3aZa4a, XOPOLO
pellaemas meTogamMun MHTepnonaaumm (Hanpumep, Tennoson andodysunm) 6e3 Heobxo-
ANMOCTM 006y4aTb MoAe/b Ha AaHHbIX. 9T aArOPUTMbI FAPAHTUPYIOT KOPPEKTHbIE Ae-
dbopmaumn Npu ABUMKEHUM CyCTaBa (BeplMHbI cnegytoT 3a 6AMKaAALWNMMM KOCTAMMU C
NAaBHbIM 3aTyXaHUEM BANAHUA).

Takum obpaszom, Mixamo couyeTaeT MallMHHOE N Knaccnyeckme nogxoabl: ML —
AN BbICOKOYPOBHEBOro NOoHMMaHMA ¢opMbl (aBTOMaTUYECKOe onpeneneHue cke-
NneTa), 3IBPUCTUKM — AN HU3KOYPOBHEBOrO pacyéta BeCOB CKMHHMHIA M GUHANbHOM
NPUBA3KN KKOXKa-KOCTU». ITOT rMOpUAHbLIN NOAXOA4 NO3BOJINA CYLLECTBEHHO aBTOMATH-
3MpPOBaTb PYTUHHbIN TPYA PUITEPOB, COXPaHMB NpK 3TOM GU3NYECKYIO NpaBaonono6-
HOCTb gedopmaumin. CTOUT OTMETUTb, YTO COBPEMEHHbIE Pa3paboTKM ABMKYTCA eLé
Aanblue B CTOpoHY ML.
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RigNet [9] — apyraa 3ameTHaa paboTa B 3TOM HanpaBAeHMU. ITa HenpoceTeBan
cuctema end-to-end aBTOMATMUYECKOro PUITKMHIA, KOTOpasa NpeacKasbiBaeT Kak OnNTu-
Ma/IbHYIO CKEeNIeTHYIO CTPYKTYpPY Mpou380sbHOU monosnoauu, Tak U COOTBETCTBYHOLLME
el Beca NpuBA3KM NMOBEPXHOCTU «KOXWU» (skin-weights) HenocpeacTBEHHO NO BXOA-
Homy 3D-mewwy. Ha Bxoa nogaetca 3D-mogensb nepcoHarka (6es3 ckeneta), Ha Bbixoge
aNropuTM reHepupyeT ckeneT (C cyctaBaMmu u Tononornen, 61M3KoM K Ton, 4To Bbibpan
Obl YeNOBEK-aHMMATOP) U PaACcCUMTbIBAET Beca MNPUBA3KM MOBEPXHOCTU K KOCTAM

Puc. 5. RigNet co3gaeT aHUMALMOHHbIN CKENIET U BECA KOXKMY,

COOTBETCTBYHOLLME CTPYKTYpPE coYdeHeHU BxoaHoM 3D-ceTkm nepcoHaxa [9]

ApxuTtekTypa RigNet ocHoBaHa Ha rnybokoWM ceTn, KOTopaAa onepupyeT Heno-
CpencTBeHHO Ha rpade melua, 6e3 XKECTKUX NpeanonoxKeHnn o knacce Gopmbl UK
CTPYKType nepcoHarka. Cetb obyyeHa Ha 6onbwom M pazHoobpasHom Habope moae-
Nel C roTOBbIM PUTOM, TO €CTb MOZAE/IEN, COAEPKALUNX NONHYO MHPOPMALULO O reo-
METPUN, CKENEeTHOWN CTPYKTYpe U BeCcoBbIX KoadpodumumneHTax. Pesynbrathl RigNet npe-
BOCXO4AT BCe pe3ynbTaTbl NpeAblayLmX aIFOPUTMUYECKUX NOAXOA0B: B KONMYECTBEH-
HOM CpPaBHEHWM C 3TAJIOHHbIMM PYYHbIMM puramum RigNet nokasan Haunyywee coBna-
AEeHWe, a B KAYeCTBEHHOM OTHOLLEHMW aBTOMATUYECKU MOJIy4YEHHbIE PUTU NO3BONAIOT
npasgonogob6HoO N03MpoBaTb U aHUMMPOBATb MOAENN Pa3HbIX TMMNOB. MHaue rosops,
HelpoceTb Hay4MIacb PACCTaBAATb KOCTM «KaK YE/I0BEKY» U NPUBA3bIBATb KOXKY TaK, YTO
B ABMXXEHMWN NEepPCOHaXK BbIrNAAUT eCTECTBEHHO.

B Mixamo ucnonb3yeTtca 6onee TPagULMOHHbIN WabNAOHHbIA NoAX0o4, OrpPaHu-
YeHHbIN YeNoBeYeCKo aHaTOMUEN N NPOBEPEHHbIM Ha NPaKTUKe, 4To obecneynBaeT
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Mixamo O6bICTPOTY M YHMBEPCANIbHOCTb aBTOMATUYECKOro PUITUHIA Ha YPOBHE UHAY-
CTpuanbHoro ctaHgapTa. pyro noaxoa, GOKYCUPYIOWMNCA UMEHHO Ha Ha3HAYEeHWUU
BecoB, npeacTtasneH B pabotax Tuna NeuroSkinning [10] u SkinningNet [11]. 9Tn me-
TOAbl NPeAnoNaraloT, YTO CKENET MOAE/NIN Y¥Ke M3BECTeH (3afaH), U pelwatoT 3agady
pacnpeaeneHnsa BepLUINHHbIX BECOB MEXKAY KOCTAMM C MOMOLLbIO rNyboKMx Henpoce-
Tel (Kak npaBunno, rpadoBbIX CBEPTOUYHbIX CETEN, YY4UTbIBAIOLLMX CTPYKTYPY MELLA U CKe-
neta).

SkinningNet ncnonb3yeTt AByxnoToKoByto rpacdoByto HEMpoceTb (puc. 6): oanH
NOTOK 06pabaTbiBaeT reoMeTputo MeLlia, APYron — CTPYKTYPY CKENIeTa; 3aTeM NPU3HaKK
06beANHATCA ANA NpeAcKa3aHMs BECOB NMPUBA3KMU.

Feature

Stage 1 Stage 2 Stage 3 Stage 4
4" i t Mesh Network M':‘h"::‘:r':m" 1
ma . - ' caph L oput , Residual _ Residual _, Residual | , Global Shape
N\ i Construction ' Transform MAGC MAGC MAGC ' Feature y
[ ' A ' ' 1. Skinning Prediction Network
) ‘ : ; ; ®
3 : i 3 3 8 = 3
L+ Skin Binding —+ p—s § - 3 "] [ i " N
' ' i = -~ | [ \
' ' ! H H H \
- ' Skeleton Network ! . s
S ! : : 1
Pyl A N ' Graph 1 Input » MAGC . MAGC . MAGC ' , Global Shape !

N " Construction . " Transform

Puc. 6. iByxnoToKkoBas rpadoBas KOHBONOUMOHHAA HeMpPoHHanA ceTb SkinningNet
aBTOMATUYECKU reHepMpYyeT Beca CKMHOB AN1A BXOAHOW CETKU U CBA3AHHOTO C HEW
cKkeneta [11]

3a cyeT cneunanbHoro cnoa Multi-Aggregator GCN aTa ceTb nyywe 0606uwaeT Ha
HOBbIX TOMOOTUAX N CNOXKHbIX popmax. Mo Hawmm gaHHbIM, SkinningNet cmorna cHu-
3UTb ownbkry aedopmaumm mewa 6onee yem Ha 20% MO CPABHEHUIO C NYYLLUMMU
npeablayWmMMmn Nogxoaamm, a TakKe apdeKkTMBHee NepeHoCUT obyyeHne Ha NepcoHa-
¥Kel HOBbIX 4OMEHOB (He BCTpeyaBLUMxcs B 0byyatoweir Bbibopke).

NeuroSkinning aHanornmyHo npumeHsaeTt rnybokui rpadosbin Nnoaxosn ANA pac-
YyeTa CKUHHWHIOBbIX BECOB NPON3BOACTBEHHbIX NEPCOHAXKEN, AEMOHCTPUPYA KAYeCTBo,
npuemaemoe ana nHaycTpum (puc. 7).
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Puc. 7. MeTtog rnybokoro obyyeHua Ana aBTOMAaTUYECKOrO pacyeTa BeCa KOXKMU
NeuroSkinning npu ckenetHon gedopmanmm Npon3BoACTBEHHbIX NepcoHaxewn [10]

OTmeTM TaKKe paboTy [12]. B Hel npeacTaBieHa HOBaA AaTa-OPUEHTUPOBAH-
HaA MeToAMKa, MO3BONAKOLWAA NOATOTOBUTL Nt06YI0 3D-ryMmaHOMAHYIO MOAE/b K aHU-
MaLUM MeHee YeMm 3a OHY CEKYHAY, HE3aBMCMMO OT e€ popmbl 1 No3bl (puc. 8).

Particle-based Shape Autoencoder

Geometry- A8
Spaual
Aware | Qleries
Attention

Shape :,;? e Shape
Encoder TR Decoder

Neural Field

- ®
I 2o 3 Ay
| ‘ :
4 ransfor Learnal ble Kinematic Troe o
Character l sampling m-r. hl al Sa mpllng k Queries J Animation
7, / >

Puc. 8. Make-It-Animatable genaet nobyto 3D-moaenb rymaHouaa

Structure-
Aware
Transformer

=
2
=
]
o
8
o
=

rOTOBOM K aHMMALMKM NEPCOHarXKa MeHee Yem 3a cekyHay [12]

MNpepnaraemaa cuctema aBTOMATUYECKM TreHepupyeT BbICOKOKAYeCTBEHHbIe
BeCa CKMHHUMHIA, KOCTHYHO CTPYKTYpPY U Npeobpa3oBaHmsa no3. Mcnonb3ysa aBTOsHKOAEP
$opMbl Ha OCHOBE 4acCTuL, NOAXOA NOALEP)KMBAET pasnnyHble 3D-npeacraBneHums,
BK/tOYaA CETKM U TpEXMepHble rayccosble dyHKumm (3D Gaussian splats®). Kpome Toro,
ansa obecneyeHMA TOYHOCTM U HAAEKHOCTU NPUMEHAIOTCA Mepapxnuyeckoe npeacras-
JIEHWE U CTpaTerma MoaeIMPOBaHUA C YY4ETOM CTPYKTYPbI, AaXKe ANA NePCOHAXKeM C He-
CTaHOAPTHbIMU CKENIETHbIMW CTPYKTYPamm. ABTOPbI YTBEPKAAIOT, YTO NPEAN0KEHHbIN

®3D Gaussian splatting — meToa, Bu3yanunsaumm o6 bEMHbIX AaHHbIX, NO3BOASAOWMI co34aBaTb GOTO-
PeaNNCTUYHbIE CLLEHbI B peasibHOM BpeMeHM Ha OCHOBE OrpaHnYeHHoro Habopa nsobpaxeHnin. Bme-
CTO MCNONb30BaHMA TPAAULMOHHbIX MONUIOHOB 3TOT NOAXOA NPeACTaBAAfEeT CLUEHY C MOMOLLbIO MUA-
JINOHOB TPEXMEPHbIX rayCcCoBbIX GYHKUMI (CNNITOB), KaXKAasa M3 KOTOPbIX XapaKTepU3yeTcsa NoaoxKe-
HWEM, LLBETOM, Pa3MePOM M NPO3PaYHOCTbI0. TaKan TeXHUKA obecneynBaeT NAaBHOE M HEMpepPbIBHOE
OTOOparKeHMe C/IOKHbIX 0O bEKTOB U CLEH.
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noAaxoA 3HaunTeIbHO MPEBOCXOANT CYLLECTBYHOLME METOAbI KaK NO Ka4yecTBy, TaK U NO
CKOPOCTH.

Heobxoammo TaKke ynomsaHyTb paboTy [13], B KOTOpPOM NpeaioKeHo NCNOo/b30-
BaHMe KOHTPO/IepoB 0bpaTHOM KnHemaTtukm (Inverse Kinematics, 1K) ana moandmka-
LMW QaHMMAUMK CKeNeTHbIX NEPCOHAXKeN, YTO MO3BOAAET YAY4YLWMUTb PEANUCTUYHOCTD
ABUXKEHNIM U TMBKOCTb aHUMaUMKn. MHTerpaumsa Taknux noaxoa0B B CUCTEMbl CKUHHMHTA
Ha OCHOBE MALUMHHOIO 06YYEeHMA MOXKET 3HAYMUTE/IbHO MOBbLICUTL Ka4eCcTBO CO34aBae-
MbIX aHMMaUUN. DTN HenpoceTeBble MeToabl 0COH6EeHHO 3P PEKTUBHDI B CIOMKHbIX CNY-
Yyanx, rae Knaccmyeckme anropuTmbl A4atoT apTedaKkTbl: HAaNpUMep, NPU TOHKUX AeTansax
reomeTpun, 6AM3KO PACNONIONKEHHbIX KOHEYHOCTAX, HECTAHAAPTHbIX MPONOpPLUMAX.
CeTb, 06y4yeHHan Ha NoAobHbIX cny4Yanx, cCnocobHa «40ragaTbCsa», Kak NPaBUIbHO pac-
npeaennTb Beca, Torga Kak XECTKMM aifOPUTM MOXKET OLWINBUTBLCA.

Ba*KHO OTMETUTb, YTO yCNeX MeTOA0B MALUMHHOIO 06y4eHMA BO MHOTOM 3aBUCUT
OT HAIMYMNA OOLIMPHBIX JATACETOB ANA 0OyYeHuMs, T. e. OT MHOXXEeCTBa MOZEe/IeN C Kop-
PEKTHO HAaCTPOEHHbIMMU puramu. PopmmnpoBaHme Taknx HAbopoB — HENPOCTAA 3a4aua,
HO OHa aKTMBHO pelaeTcA. B yacTtHOCTM, coobuiecTBo nccnegoBaTenenm UCNosb3yeT
Habopbl moaenen U3 Urp U oHNamH-6MbanoTek (Hanpmumep, Mixamo, Adobe Fuse), a
TaKXKe reHepaumo CMHTETUYECKMX AaHHbIX. B [4] onucaH npouecc pa3paboTkm yHuBep-
Ca/NIbHOr0 MHCTPYMEHTapUA ANA reHepupoBaHUA 3D-CMHTETUYECKNX JaTaceToB, rae oT-
MeyeHa 3pPEeKTUBHOCTb TAaKOro noaxona ana obyyeHmna HelpoceTen PasINYHBIM 3a-
Aadam. leHepupya TbicaYM Bapuaumin 3D-rymaHomgos (B Tom Yncne ¢ nomouwbio Me-
taHuman, Blender’ 1 UrpoBbIX ABUKKOB), MOXHO 0BYUUTb HEMPOCETb peLlaTh 3aaady
CKMHHWHIa bonee yHMBepcanbHO. TeKylwme nccnegosaHmMsa No aBTomaTnsaumm co3aa-
HMA UTPOBbIX NEPCOHAXKEN 3aTParnmBatoT U HEMPOHHbIE CETU KaK MHCTPYMEHT PUITUHIA,
HanpuMmep, NHTerpupyemole B Maya ona yCKOpeHUA CKUHHUHra. Taknm obpasom, ML-
MEeTO/bl Y»Ke CeroaHA cnocobHbl BbIMONHATb CKUHHUHT HA YPOBHE, 61M3KOM K py4yHOM
paboTe, 1 0XKMAaeTca, YTo Ux ponb byaeT pacTu.

"MNpodeccroHanbHoe cBoboAHOE M OTKPbITOE NporpammHoe obecneveHne AN co3gaHua TPEXmep-
HOM KoMnbloTepHoM rpadpukun. https://www.blender.org/
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CPABHUTE/IbHbIA AHANTU3 NOAX0A0B

TexHonorna MetaHuman oTAM4YHO NOAXO4UT ANA PEeaANNCTUYHBIX Ye/I0BeYEeCKUX
nepcoHa*ken. OHa obecneymBaeT HeENPEB30OMAEHHYIO AETAaIN3ALMIO U TOTOBbIE peLue-
HMA 4NA MUMWKKN, HO OFPaHNUYEHA PaMKaMK YenoBeKkonogobHOM aHaTOMUK. ANropuT-
Mu4yeckne metogpl (Pinocchio, Mixamo, Maya Auto-Rig u ap.), Kak npaBuno, paccum-
TaHbl Ha 'YMaHOMAO0B MW CTaHAAPTHbIX CYLLECTB (Y4eTBEPOHOIMX NepcoHaxen, pobo-
TOTEXHUKY U T. 4.), X WabnoHbl MOXHO NoA06paTh NOA HYXKHbIN Knacc.

HekoTopble anroputmbl bonee yHMBepcanbHbl: Hanpumep, RigNet no3nymoHm-
pyeTcs Kak He3aBUCUMbIN OT Knacca opmbl (06ydanca Ha pa3HoObpasHbIX MoAEeNsX),
B TECTaxX OH YCMNELWHO OCYLLECTBAAN HACTPOMKY CKENETHOM CUCTEMbBI KaK Nt0aen, Tak U
MBOTHbIX U GaHTACTUYECKUX cylecTB. Takmum obpasom, MetaHuman mncnonbsyercs
ANA NoMyYeHMA gataceTa ANs YenoBeka, a anropuTmbl/ML — gns Bcero octanbHoro (1
4yesioBEKa TOXKE, eC/IN HYXKHA aNlbTePHATMBA).

KauectBo aedopmaunii

MetaHuman 3agaeT 3TasIoH KavyecTBa 1A YenoBekonogobHbix mogenen — bna-
rogapsa AOMNONAHUTENbHbIM KOCTAM (4n8 Mblwl, cycTaBoB) U mopdam, gedopmaumm
TeNa M N1Ua BbIMAAAT OYeHb pPeanucTtuyHo, 6e3 appeKToB «KOHBEpPCMM ObBEMaA»
(collapsing volume) B cycTtaBax. Anroputmmyeckne metoabl 6a3oBoro ypoBHs (NnHen-
HbI CKMHHWHI NO 6AMXKANWIKMM KOCTAM) MOTYT CTpafdaTb OT 3pdeKTa «KoHpeTHOM
06EpTKN» (candy-wrapper) Npu Kpy4eHUM KoOHeYyHocTen (puc. 9) nam ot NpoBasioB 06b-
éma npu crnbaHum nokta/konexa (puc. 10).

O4HaKo MHOrMe yny4yleHua, Takue Kak «ABoiHOM KBaTepHMoH» (dual quater-
nion skinning), KoppeKuns nos, pusnyeckm o060CHOBaHHbIE MOAENN MblLLLL, MOTYT ObITb
Ha/I0XKeHbl CBEPXY BPYYHYt0. HellpoceTeBble noaxoabl MMEKOT NOTEHLUMAN aBTOMATH-
YecKoro y4yéTta Takux 3¢ PeKToB: Hanpumep, ecnm B obyyatowmx AaHHbIX bBblan npa-
BMU/IbHble AedopmMaLMm C COXpaHeEHMEM 0OBEMA, CETb MOXKET NepeHecTM 3TN CBOMCTBA
Ha HoBble mogenu. SkinningNet, KaK yKa3blBa/I0Cb, CHUXKAET cpeaHIoto owmnbky aedop-
MaLMK, 4TO rOBOPUT 0 Boslee TOYHOM BOCMpomnsBeaeHUn GOpMbl.
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Puc. 9. Ceepxy: appeKT «KOHPETHON 0BEPTKU» HA TPEXMEPHOIM MOAENM,
CHM3Y: HEMpPaBUAbHOE pacnpeaeneHme BECOB Ha KOHEYHOCTH

Puc. 10. NMoTepsa obbema npu crmbe KOHEYHOCTH

B Lenom no KayecTBy MOXKHO PAcMoNOXMUTb Tak: pydyHou pur + MetaHuman —

HamBbICLWINM (KMHemaTorpaduyeckmin) yposeHb; ML-pur (RigNet 1 ap.) yxe 64n30K K

PYYHOMY; aAropUTMMUUYECKUA aBTOPUT MOXKET noTpeboBaTb AanbHelwen AopaboTKu

ANA CNOXKHbIX yH4aCTKOB MmO 4EeNn.

CKopocTb 1 Tpyao3aTpaTbl

Bce paCcCMOTPEHHbIE aBTOMATU3NPOBAHHbIE NOAXO0AbI pa6OTaIOT 3Ha4YUTEJIbHO

6bicTpee py4yHOro ckMHHUHra. MetaHuman Creator no3BoiseT Nnoay4YmnTb roToBOro nep-

COHaXa 3a CHNTAHHbIE MNHYTHI. Aﬂl’OpVITMbI Bpoae Pinocchio Takke YKNa4blBalOTCA B
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CEKYHZAbl UM MUHYTbI Ha 04HY Mogenb. HempoHHble ceTn nocne o6y4eHuMA BbIMOAHSAOT
npeacKkasaHue NoYTM MrHOBEHHO — COTble A0M CeKYHAbI Ha BbINO/IHEHWE BbIBOAA, TO
€CTb MOTYT OCYLLLECTBAATb HACTPOMKY CKeNIeTHOM cuctembl («purrmposaTb») ana 3D-mo-
AeNnen B peknme peanbHoOro BpeMeHu. Pasnnyme npossnaeTcs B TpyAo3aTpaTax Ha
noarotoBky: MetaHuman Tpebyetr nmbo BOCNO/b30BaTLCA PEAAKTOPOM (HECKONBbKO
4aCoB HA TOHKYI HACTPOMKY YepT 1L BPYYHYIO, €C/IU HYXKeH cneunduryHblii 06amK),
nmbo noarotosutb 3D-cKaHa/mogenu nnua Ana 3arpysku. AAroputTmMmmyeckne MetToabl
3a4acTyto TpebyoT MMHMMaNbHOM NOATrOTOBKKU (Hanpumep, opueHTauum moaenu, no-
MEeTKK cycTaBoB B Mixamo) — 3To MUHYTbI paboTtbl. ML-meToabl TpebytoT npeaBapu-
TeNbHOro obyyeHMAa moaenu Ha 6onbliom aaTtaceTe (3ToO pa3oBas BblMMUC/IUTENbHO 3a-
TpaTHasA npoueaypa), HoO NOTOM MOTYT PUITUPOBATb NOTOK MOAeNen aBTOMaTUYECKU
6e3 yyacTus yenoseKa. B ycnosuax npomnssoactea urp/dunbmos, rae TMNOBbIE Nepco-
Ha*XN PUTTUPYIOTCA MHOTOKPATHO, HEMPOCETEBOM NOAXOA MOXKET OKYNUTbLCA.

JAOCTYNnHOCTb U UHTErpauums

MetaHuman nnHterpmposaH ¢ Unreal Engine (UE4/UE5) n 6naroaaps Control Rig
n IK-petapretuHry B UE5 no3sonaet yao6HO nepeHachIWwatb aHUMaUum Mexay nepco-
HaXXaMmM U NPUMEHATb FOTOBbIE MOKaMN-aHMMaUun. ITO AeNaeT ero NpmBaeKaTeNbHbIM
ANna Tex, KTo pabotaeT Ha UE. AAropuTMUYecKne MHCTPYMEHTbI BCTPOEHbI B NONyAAp-
Hble DCC-nakeTbl (Maya, Blender) nnn goctynHbl Kak obnayHble cepsucbl (Mixamo),
YTO TOXKe A0BOIbHO YA0OHO — Xy40XKHUKM MOTYT MMM BOCNO/1b30BaTbCA 6e3 rnybokmx
3HaHWI NporpammunpoBaHma. ML-pelleHnA NoKa NpeacTaBaeHbl B BUAE Hay4YHbIX NPoO-
TOTUNOB MAW OTAENbHbIX NAarMHoB. Hanpumep, nmeroTca uccaegosaTesibCkMe nnaa-
r'MHbl K Maya Ha OCHOBE HEMPOCETEMN, HO LUMPOKOTO NPOMBbILIEHHOFO BHEAPEHWNA OHU
ele He nonyuymnn. Tem He meHee pag KomnaHuii (Adobe, Autodesk) sBHO aBuKeTca B
cTopoHy ML B nHctpymeHTax: Tak, Adobe npeseHtoBana npototun Al Auto-Rigger, a
Autodesk nHBecTMpyeT B TEXHOIOMMM MaLIMHHOTO 0byyeHus ana Character Generator.
B aKaZleMMUeCcKoM cpejie y3Ke UCMOob3YIoTcA CTaHAapTHble 6eHumapkn® no asTomaTu-

8 BeHumapk (aHrn. benchmark) — ctaHgapTHbIA Habop TECTOB U METOAMK, NO3BOAOLINX 06 BEKTUBHO
OLEHUTb U CPAaBHUTb NPOU3BOAMUTENBHOCTb, TOYHOCTb M 3OGEKTUBHOCTb Pa3INYHBIX CUCTEM, aNITOPUT-

MOB UKW MOAENEN.
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YeCKOMY PUITUHTY, NO3BONAIOLME CPABHUBATb TPAANLMOHHbIE a/ITOPUTMUYECKME Me-
TOAbl M NOAX0OAbl HA OCHOBE MaLLUMHHOro 0by4yeHus (Nnpu aTom RigNet 1 aHanornyHble
peleHna obbIMHO NOKa3blBatoT Hoee BbICOKYI0 TOYHOCTb).

Banupgauma Ha 6a3e aKCNepUMEeHTOB

HayyHble paboTbl NpeaoCTaBAAKT KONIMYECTBEHHOE CpPaBHEHME MOoAXO0A40B.
RigNet (2020) nokasan, YTO aBTOMATM4YECKN NpeacKa3aHHble UM CKeneTbl U BECOBble
pacnpeaeneHunsa 6,IM3KM K PyYHbIM: OTKNOHEHUA MUHUMA/IbHbI, @ NEPCOHAXKW YCNELHO
NPUHUMAIOT CNoXHble no3bl. SkinningNet (2022) npoaemMoOHCTpUpPOBan yny4dlleHue
MeTpUK aedpopmaunm no CpaBHEHUIO C aITOPUTMOM Beca Mo TEMN0BOMY BAUAHMUIO U
Aaxke no cpaBHeHuto ¢ NeuroSkinning (2019), npuban3mBLIMCH MO TOYHOCTU K «3TA/IOH-
HOM» npuBs3Ke. C Apyromn cTopoHbl, anropnutm Pinocchio (2007) B cBoe Bpema A0Ka3an
HaAeXKHOCTb, aBTOMaTU4YeCKM NpaBmabHO 0bpaboTas ~80% pa3zHoobpasHbIX mogenemn
6e3 BMelaTeIbCTBa, 3TO OT/IMYHbLIN Pe3ynbTaT, NOKa3aBLMMA BO3MOXKHOCTb aBTOPMUT-
FMHra 3a40/1ro A0 3Noxu rnybokoro obydyeHua. MetaHuman Kak npoayKT npoLen npo-
BEPKY MHAYCTpUen: nepcoHaxxkm MetaHuman ncnonb3yroTca B KUHOMNPOM3BOACTBE, UT-
POBbIX MPOEKTax U Hay4YHbIX 3KCNepuMeHTax (Hanpumep, ANs reHepaunn AaTaceTos),
AEMOHCTPUPYA BbICOKYHO PeaIMCTUYHOCTb. B akcnepmmeHTe [14] NO peKOHCTPYKUUM
3D-mopenv yenoBeka No eanHCTBEHHOM poTorpadpum Gl NpuMeHeH Takol gaTaceT —
daKkTUYecKn bbln BbINOAHEH aBTOPUITUHT PEKOHCTPYUPOBAHHOW PpUrypbl. ITO noaTBEp-
XAAET, UTO AarKe ONA HEeMpPOCeTEBbIX METOA0B PEKOHCTPYKLUMKM (Hanpumep, No n3ob-
pa*KeHW0) 3aZa4a CKUHHMHIA NIErKO PeLIaeTca CYLLECTBYIOLWMMM aBTOPUT-UHCTPYMEH-
TaMU, UHTErpmpya pesynbTaTbl B aHUMALMUIO.

BbiBOAbl O NTPUMEHUMOCTU

MetaHuman npeacrasnseT coboit apdeKkTnBHOE peleHme gna aBToMaTU3npo-
BaHHOIO CKMHHUMHra YenoBekonoaobHbix 3D-moaeneit, obecneymBan BbicoUalllee Ka-
YecTBO pUra «M3 KOpobKM» N MUHMMaANbHbIE 3aTpPaTbl BpemeHu. Ero ncnonb3oBaHme
uenecoobpasHo, Koraa HyXeH bbicTpblii pe3ynbTaT B pamkax Unreal Engine u Koraa
MOZ€e/Ib COOTBETCTBYET YeI0BEeYECKON Mopdonorunu.

Anroputmumnyeckue metoabl OCTatOTCA BaXKHOM aﬂbTepHaTMBOVIZ OHU XOpoLo 3a-
pekomeHO0BaANn cebs Ana TUNoBbIX I'IGpCOHE\)KGI?I, LLMPOKO AOCTYNHbl U NOHATHBbI.
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B cnyyasx, rae MetaHuman HenpumeHUM (HecTaHAapTHblE CyLWecTBa, COOCTBEHHbIE
ckenetbl uan otcytctemne UE), Takne meTtoabl cnocobHbl aBTOMATUYECKM CreHepupo-
BaTb CKEJIEeT U Beca, COKPATMB Py4YHOW TpyA Ha NOPAAKKU, XOTA MOryT noTpeboBaTb He-
KOTOPOW A0BOAKM, OCOBEHHO B C/IOXKHbIX C/TyYasX.

MeTopabl Ha 6a3e malKMHHOro obyyeHusa — Hanbonee npodsuHymMelli Ha cero-
AHA noaxon,. OHK yXKe NOKA3bIBAKOT KAYeCTBO PUITUHTA, CPaBHMMOE C Py4YHOI paboToin,
M NPOAOJIIKAIOT YY4LLATLCA NO Mepe HAaKONAEeHMA AAaHHbIX M COBEPLLUEHCTBOBAHMA MO-
Aenein. Hepocetn obewator 6onee MHTENNEKTYaNbHbIA CKUHHUHI: YYUTbIBAOLWMIA
KOHTEKCT popMbl, nsberatowmin TUNOBbIX OLIMOBOK KNAaCCUYECKUX anrOPUTMOB U NpU-
cnocabmBatoWMiNca K HOBbIM BUAAM nepcoHaxken. OaHako BHegpeHne ML-purruHra
B NOBCEAHEBHblE KOHBENEPDLI MOKA OFPAaHNYEHO C/NOKHOCTbIO 0by4eHMA U HeaocTaT-
KOM roTOBbIX MHCTPYMEHTOB.

NTak, Ana 3afaum aBTOMaTU3MPOBAHHOIO CKUHHUHTA HET YHUBEPCANIbHOTO «/1yu-
Lero» pelweHns — BbIbop 3aBUCUT OT KOHTeKcTa. MetaHuman ontumaneH ana peanu-
CTMYHbIX Ntoaeii B UE-cpese, Knaccuyeckme anroputmbl — Ana 6bICTPOro aBTopurra Lwm-
POKOro CneKTpa Mmoaenel ¢ KOHTPOAEM CO CTOPOHbI XYA0XKHUKA, @ HeMpoceTeBble CU-
CTeMbIl — NePCNEeKTMBHOE HaNpaB/ieHNE, KOTOPOE, BEPOATHO, CTAaHET 30/10TbIM CTaHAap-
TOM B byayuiem, Korga TexHonorum gospetT. KombuHauma noaxonoB TOXKE BO3-
MOKHa: HanpMmep, MOXKHO UCNONb30BaTb a/IFOPUTMUYECKUA aBTOPUT Kak basy, a 3a-
TEM MPUMEHATb HEMPOCETEBbIE KOPPEKTUPOBKM ANA yAydleHua gepopmaunin. B
HacToALlLee BPEeMA TEXHONOMMU CKMHHMHIA aKTUBHO Pa3BMBAlOTCA, U NOSBAEHUE WH-
CTpymeHTOB Bpoae MetaHuman yxe celiyac cywectBeHHo oberyaet nyTb «OT UAEN K
peanunsaummn» 3D-nepcoHa)ka, MHTErpupya ero B aHMMaLMOHHbIN NPOLLECC NpPaKTUYe-
CKM MFHOBEHHO. TaKoe CAMAHUE MHAYCTPUAbHbBIX U HAYUYHbIX AOCTUXKEHUI AenaeT aB-
TOMaTU3NPOBAHHbIN CKUHHUMHT BCe bosiee LenecoobpasHbiM U 3PpPEKTUBHBIM HA NpPaK-

TUKeE.

CO3AAHUE CUHTETUYECKOIO AATACETA

MpeactaBUM MeTo, CO34aHUA CUHTETUYECKOro Aataceta Ha ocHoBe 3D-mope-
ne MetaHuman ans oby4yeHuAa HEMPOHHOM CeTU, KoTopas byaeT ONTMMU3MPOBATL
npouecc CKUHHMHra 3D-moaenen. 3ToT AataceT A0MKeEH ObITb AOCTAaTOYHO Pa3HOO0b-
pa3HbIM, YTOObI HEMPOHHAA ceTb Morna 3¢ PpeKTUBHO obyyaTbcs Ha HEM, obecneymnBas
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BbICOKO€ KayecCTBO CKUHHWHIA ANA pa3/1In4HbIX TUMOB 3D-MOA6ﬂ8ﬁ N Pa3/IMYHbIX NO3.

TpeboBaHusA K gatacety

Ona obyyeHua HenpoceTn, NpeaHa3HAYeHHOM A1A aBTOMATUUYECKOrO PUITUHTA,
HeobxoAMM cneunannsmpoBaHHbIA AaTaceT, COOTBETCTBYOWMN psagy TpeboBaHui, B

YaCTHOCTU:

® 3D-mopenu
O [OJ/KHbl ObITb MpeacTaBneHbl B PACNPOCTPaHEHHbIX ¢popmaTax
(.obj, .fbx, .binvox n gp.);
O HeobxogMmo npenocTaBuTb pasHoobpasue ¢opm, pasmepoB W
YPOBHeEM aeTtanmsaumu, 4ytobbl obecnevmnTb BbICOKOE KavyecTBo oby-
YyeHus.
® [laHHble oNA pUrrnHra
O BK/OYAIOT TPEXMEPHbIE KOOpPAMHATbl CYCTaBOB AN1A KaXAoW Mo-
aenw;
O CcoAeprKaT nepapxmyecKyto CTPYKTYpy pura, oTobpakatoLLyto CBA3M
«poAnTENb — MOTOMOK» MEXKAY CyCTaBaMMm.
e Heobxoanmbl AONONHUTENbHbIE CBEAEHMA ANA Y4€Ta 0OBEMHbIX reoae-
3MYECKUX PACCTOSAHWUI B aATOPUTMeE HEMPOCETU, BOKCE/IbHbIE NpeacTaBe-

HMA moaenen.

KntoueBble XxapaKTepUCTUKKU AaTaceTa:
1. TOYHOCTb M KayecTBO

® Bce mogenu u conyTcTBylOWME AAHHbIE AONXHbI ObITb MaKcu-
Ma/IbHO TOYHbIMU U NONHbIMU. OLWNOKN B NO3ULIMOHUPOBAHUU CY-
CTaBOB WM pacnpeaeneHMmn BeCoB MOryT HeraTUBHO MOBAUATb HA
npouecc obyyeHms.

® [laHHble NPOXOAAT PYYHYIO UM aBTOMATUYECKYIO NPOBEPKY AN1A UC-
KNntoueHna aybanKkaTos 1 oWNOOK.
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2. O6BbEM AaHHbIX

® [nasdpdpeKTnBHoro obyyeHma Tpedbyetca 601bLIOE KONNYECTBO pPas-
HOObGpa3HbIX Mmoaenen.

e [lataceT AonkeH bbITb paszaeneH Ha obyyatoLLyto, BaANAALMOHHYIO
N TECTOBYIO BbIOOPKM ANA KOPPEKTHOM OLLEHKU NPON3BOAUTENBHO-
CTU MOAENN.

CTpyKTypa partacerta

CTpyKkTypy AaTtaceta Dataset Rigging preproccessed MoXHO nNpeacTaBuTb cie-
AyoLWen nepapxmemn nanok n ¢pamnnos:

Dataset Rigging preproccessed/
I— vox/

| L— model.binvox

F— volumetric geodesic/

| L— model volumetric geo.npy
I— rig info remesh/

| L— model.txt

F— rig info/

| L— model.txt

— pretrain attention/

| L— model.txt

F— obj remesh/

| L— model . obj

F— ob3j/

| L — model.obj

I— val final.txt

I— train final.txt

L— test final.txt

30ecb VOX BK/KOYAeT BOKcenbHble npeactaBneHna 3D-mogenen B dopmate
.binvox; volumetric_geodesic coaepxu1T gaHHble 06 BEMHbIX reoAe3nyeckmx namepe-
HWI, NpeacTaBaeHHble B BUAe maccmBoB NumPy (.npy); rig_info_remesh Bkntouaet nH-
dopmauymto o nepepaboTaHHOM CETKE, a TaK¥Ke AaHHbIE O CyCTaBax M BECOBbIX KO3pdu-
LUMeHTax Koxu; rig_info npepoctaBnaet nogpobHble cBegeHMA O pure, BKAOYaA:
® CMUCKKM CYyCTaBOB C UX TPEXMEPHbIMM KOOPAMHATAMU,

® VIHd)OpMaLI,VIIO O Be€CaX KOXu, NPUBA3aHHbLIX K KaXX40My CyCTaBy,
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® VepapxXMUEecKyto CTPYKTYpPY pura, ONmncbiBatoLLYyO CBA3M «poauTenb — no-
TOMOK» MeXAay CycTaBamu;

pretrain_attention cogepXuT 6MHapHble MacKK, onpeaensaolmne 061acTm BHUMAHUS
AnA npeaBaputenbHoro obyyenus; obj remesh BkatovaeT nepepabotaHHble 3D-mo-
Aenv B popmare .obj; obj coaepKnT opurmHanbHble UM obpabotaHHble 3D-moaenm B
dopmaTtax .obj; val_final.txt, train_final.txt, test_final.txt — ¢alnbl, copepxawme
CMMUCKM YNCNOBbIX MAEHTUDMKATOPOB, COOTBETCTBYHOWMX Habopam AaHHbIX A5 Banu-
Aaumn, 0byYeHUs U TeCTUPOBAHMUS.

Bbi6bop 1 nogroroBka 6a3osbix 3D-mogeneit

MepBbiM 3TaNOM CO34aHMA CUHTETUYECKOro AaTaceTa (puc. 11) asnatoTcs Bbibop
M noarotoBka 6a3osbix 3D-moaenen.

Puc. 11. PazHoobpa3Hble mogenn MetaHuman

B KauecTtBe ocHoBbI b6binKM BbibpaHbl mogenn MetaHuman ot Epic Games, obna-
Aatowme cneayowmmm NpenmyLLecTBamm:
® BbICOKAs AeTanu3aumsa U peanmucTMYyHOCTb Moaenen;
® BO3MOXHOCTb TMBKOM HAaCTPOMKM NAaPaMeTPOB BHELLHOCTY;
® Ha/MyMe roToBOM CKENEeTHOM CTPYKTYPbl C NPaBUIbHO HAaCTPOEHHOM CUCTEMOM
BECOB;
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® MoAAEePKKA Pa3IUUYHBbIX MUMNYECKNX BbIPAXKEHUN U ABUMKEHWIA.
[Ons yBennyeHmns pasHoobpasua aataceta (6onee 50 yHMKabHbIX MEPCOHAMKEN)

6bI2IM HAaCTPOEHbI PA3/INYHbIE XapPaKTEPUCTUKMU MOAENEN, BKIOYAS:

® 0/ (MYXCKOM, }KEHCKUI);

® BO3PacT (0T M010A0r0 A0 MOXKUAOTO0);

® STHUYECKYIO NPUHAA/IEXKHOCTb;

® TUM TeNOC/NOXKeHunA (0T XyA40LWaBoro A0 NOHOr0);

[

MUMUYECKne ocobeHHOCTH.
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Puc. 12. 3axBaT ABMKEHUI
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Co3paHue CUHTETUUYECKMX aHUMaLUi

Ha BTopom 3Tane 6biaM co34aHbl CUHTETUYECKME aHMMAUMN ANS NOATOTOB/EH-
HbiX 3D-Mmoaenen, AnA Yero UCNo/Ib30BaJIUCh:
® 6MOAMOTEKMN CTAaHAAPTHbBIX aHMMaUM (xoabba, 6er, NPbIXKKU U T. 4.);
® [aHHble 3axBaTa ABuxeHuit (Motion Capture), nonyyeHHble C MOMOLLbIO CNeLmn-
annsmposBaHHoro obopyaosaHus (puc. 12);
® poueaypHas reHepaumna ABUXKEHUIM C UCNONb30BaHMEM GU3MYECKOTO MOAENN-
pOBaHUA.
Ona Kaxaon moaenun bbino creHepupoBaHo no 20—30 pasANYHbIX aHUMALMOH-
HbIX NOC/1ei0BaTEIbHOCTEN, BK/HOYAIOLMX:
® pocTble ABUXKEHUA (NOBOPOTbI, HAK/IOHbI);
® C/I0XHble NnocsiegoBaTe/IbHble ABUMKEHUA (TaHLbl, CNOPTUBHbIE YNPaXKHEHUA);
® OSKCTpemasibHble NOo3bl ANA TeCTUPOBaHMUA NpeaesibHbIX BO3MOMHOCTEN CKUH-
HUHra.
Ocoboe BHMMaHMeE yaenanocb co3gaHno aHUMaLUMN, Bbi3biBAOLWMX 3HAYUTE/b-
Hble Aedpopmauunm Mmoaenu, 4To No3soaseT bosee TOYHO OLEHUTb KAYEeCTBO CKUHHUHIA
NPU CNOMKHbIX ABUMKEHUAX.

OnTumunsayma npouecca CKUHHUHra

Cnegylowmm 3Tanom cTasia ONTUMM3aALMA NPOLLECCA CKUHHUHTA AN1A NOArOTOB-
NeHHbIX MoZenel U aHMMaUuii, B paMKax KOTOpOro:
1. paspaboTaH meTon aBTOMATUYECKOro aHa/in3a KayecTBa CKMHHMHIa, OCHOBAH-
HbI Ha onpeaeneHnn npobaemHbix obnacter (apTedakTos) npu gedopmaumax;
2. co34aH anropuMTM aBTOMaTUYECKON KOPPEKLMN BECOB CKUHHUHIA ANA MUHUMU-
3auUumM BU3yanbHbIX apTedaKTOB;
3. cdopmmMpoBaHbl aHHOTUPOBAHHbIE AaHHbIE, BK/IOYAOLLME:
O MCXOOHYI0 FeOMETPU0 MOAENN;
CKENETHYIO CTPYKTYPY;
MaTpULbl TPaHCHOPMALIMM KOCTEN;

KapTbl BECOB CKNHHWHTIQ,

O O O O

pe3ynbTupyowyo AedopMUPOBaAHHYIO rEOMETPMUIO.
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MeTpuKka oueHKUN KayecTBa CKUHHUHra

OnA OUEHKM KayecTBa CKMHHWHIA Oblna pa3paboTaHa cneymanbHas METPUKa,
YUYMTbIBAOLLAA KaK reOMETPUUYECKMNE XapaKTEPUCTMKM aedopmauunii, Tak 1 BU3yasibHoe
BOCNPUATUE PE3YNbTAaTOB aHUMALUN.

1. FeomeTpuyecKkme xapaKTePUCTMKM aedpopmauni
® CoxpaHeHMe obbema — U3MepPeHNE U3MEHEHNA 0bbema CeTKM npu ae-
dopmaymm (MgeanoHaa gedopmauma coxpaHsaeT obbvem);
® [NagKoCTb NOBEPXHOCTU — OLEHKA JIOKANIbHbIX UCKaXKEeHUM HOpManen no-
BEPXHOCTU BO BPEMA aHUMALNK;
® JlannacuaH gedopmaummn — aHaIM3 COXPAHEHMA NOKANbHbIX FeOMeTpuYe-
CKUX AeTanen;
® MeTpuKa pacTaxKeHUs/crKaTna — USMEPEHME HEECTECTBEHHOIO pacTAXKe-
HUA N CKATUA NOJIMTOHANIbHOW CETKMU.
2. BusyanbHoe BoCnpuATME pe3ynbTaTos
e [lepuenTMBHanA oLeHKa apTedaKToOB — B3BELLEHHAs cuctema bannos ans
Pa3/INYHbIX TUNOB BUAMMBIX apTe(daKTOB:
® «cxnonbiBaHMe» cyctaBos — 0.35;
® «KoHpeTHana 06épTka» —0.25;
® NpoHMKHOBeHUe reomeTtpun —0.20;
® HeecTecTBeHHble u3rnbol — 0.20.
3. VIHTerpupoBaHHbIM NOKa3aTeNb KayecTBa
Q=aG+BV,
roe G — HOpMain30BaHHbIM NOKasaTesb reomeTpuyeckon TouHoctu (0-1), V — Hopma-
NIM30BaHHbIM NOKa3aTe b BU3yasbHOro kayectsa (0-1), a n f —BecoBble KO3 OULMEHTDI
(a+B=1), onpegensiowme NPUOPUTET rEOMETPUYECKON TOYHOCTU MAU BU3YasIbHOTO
BOCNPUATUA.
4. CpaBHeHMe C 3Ta/IOHOM NPOUCXOAMUT ceayowmm obpasom:
® BbluncneHne cpeaHEKBAAPATUYHOTO OTK/IOHEHUA OT 3TaJIOHHOW aHMMa-
LMW, CO34aHHOM BPYYHYIO 3KCNepTamu;
® M3mepeHne OTK/IOHEHMA BEPLUNH OT OXKUAAEMbIX MO3ULUIM B KIHOYEBBIX
nosax.

MeTpVIKa dBTOMAaTU3NPOBAHA N MOXET NPUMEHATbCA KaK A/1A OUeHKU KayeCTBa
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0by4YeHMNs HEMPOHHOW CETU, TaK U ANA CPAaBHEHWUS pe3y/bTaToB C APYrMMU METoA4aMM
CKMHHWHTA.

Takoi nogxon No3BONAET:

1. KO/NMYecTBEHHO U3MEpPUTb, HACKOIbKO aBTOMATUYECKUA CKUHHWUHT NpubamnKa-
eTca K npodeccnoHanbHoM py4yHon paboTe,

2. BbIABUTb NpobiemHble o6nactu, Tpebyolwmne AONOAHUTENBHON ONTUMKU3ALLUN,

3. MMeTb OOBEKTUBHbINA KPUTEPUIA ONA CPABHEHUSA PA3/IMYHbIX AATOPUTMOB U UTe-
pauMin HEMPOHHOM CeTH.

MoprotosKa AaHHbIX ANA 06yyeHUa HEMPOHHOMN ceTu

Ha 3akntoumtenbHom sTane noAroToBKM AaTtaceTa BCe MNOJydYeHHble AaHHble
OblNM CTPYKTYPUPOBaHbI ANA 0Oy4eHUss HEMPOHHOM CeTu.
1. UcxogHble paHHble:
O 3D-KoopauHaTbl BEPLWUH MOAENN;
O Tononorus moaenu (coeguHeHUs Mmexay BepwmHamum);
O Wepapxua ckeneta u ero napameTpsl;
O [o3nunm cyctaBoB B NPOCTPAHCTBE.
2. Llenesble gaHHble:

o OI'ITMMMSMpOBaHHbIe BeCa CKUHHWHTIQ,

O PesynbTupylowme No3numm BepwnH nocnae gebopmaunu (puc. 13).

&

Puc. 13. YnpouieHHaa TpExmepHas moaenb A0/I}KHA UMETb POpPMY, UAEHTUYHYIO
ncxoaHomn. Ha ckenete A0/KHbI ObITb YAa/eHbl KOCTU 6€3 aHMMaLUMKn U
AedopmupyroLme Meskne y4acTku (nuuesble mMbllpbl U T. 4.). Beca AomKHbI 6bITb

CKONMUpoOBaHbI C VICXOLI,HOVI moaenu
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Mpu NoAroToBKe AaHHbIX AaTaceTa bblnM NpMMeHeHbl ABa cnocoba ynpouieHua
Mmoaenen:

(1) PyyHas petononorma c ICNOAb30BAaHMEM a/IFOPUTMOB YMEHbLUEHMA NOINTO-
HOB M CO3AaHWe YNPOLLEHHOM Bepcun ckeneta (puc. 14).

Puc. 14. YnpouieHHaa moaenb U CKeslieT C MICN0/1Ib30BaHMEM PYYHbIX MeTOA408B
peTonosiornu

(2) WUcnonb3oBaHne ypoBHel aetanusaumm (level of details, LOD) mopenei
MetaHuman 1 co3gaHue ynpoLwEHHOro cKeneTa ¢ nocneayowmm KonMpoBaHUeM Be-
COB CKMHa (puc. 15).

[aTtaceT 6bin pasaeneH Ha obyyatouyto (70%), BannaaunoHnyto (15%) u Tecto-
Byt0 (15%) BbIOOpPKKM Ana obecrneyeHUss KOPPEKTHOM OLEHKU 0Bby4YeHUA HerMpOoHHOW
ceTu.
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Puc. 15. YnpoweéHHaa moaenb 1 CKenet ¢ ncnonbsosaHmem LOD

HEMPOHHASA CETb 419 ONTUMMU3ALUU CKUHHUHTA

[ns peweHua 3agayn onTMMM3aLMN CKUMHHUHTA Bblna paspaboTaHa cneunanu-
3MpPOBaHHasA apPXUTEKTYpPa HEMPOHHOM CETU, YYUTbIBAKOLLAA MPOCTPAHCTBEHHYIO CTPYK-

Typy 3D-mozenen n cKeneTHbIX CUCTEM, KOTOPasA BKAOYAET:

1. 610K 06paboTKN reomeTpumn Mmoaenmn Ha ocHoBe rpadoBbIX HEMPOHHbIX CETEN
(Graph Neural Networks), no3BonawLWMA y4nTbIBAaTb TONONOrMYECKME 0CObEH-
HocTu 3D-mopeneis;

2. 610K aHanM3a CKeNeTHOM CTPYKTYpbl, 06pabaTbiBaloWMN nepapxmyeckme cBssu
MeXKay KOCTAMMU;

3. 620K NpeacKasaHuA BECOB CKUHHUHIA, ONTUMU3NPYIOLWMIA pacnpeaeneHne Bam-
AHMA PA3/INYHbBIX KOCTEM Ha KaXayto BepLUHY MOAeNN.

MpeanoxkeHHan apxuTeKTypa no3sondet apPpeKTMBHO 0bpabaTbiBaTb MOAENM C
Pa3/INYHOM TOMONIOTMEN U CKENIETHOWM CTPYKTYpoOM, obecneuymBasn BbICOKOE KayecTBO

CKMHHWHIa ga*xe anaAa C10XHbIX anv\au,m‘/'l N 3KCTPEeMasJibHbIX MO3.
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HenpoceTb
(Neural network)

Bnok aHanuaa ckeneTHow Bnok onpegeneHus BecoB
CKUHHMHra
(Skinning weight detection

unit)

Bnok onpepgenexnns
NO3WLMIA CYCTaBOB
(Joint positioning unit)

CTPYKTYphbI
(Skeletal structure
analysis unit)

o
L
)

Mopaynk ynpaBneHus Moayne onpegeneHus
FTTTI nepapxven KocTen. KOpHeBOro cycTaBa.
LT aasaad (Bone hierarchy (Root joint detection b i
management module) module) - H 5 E
0Oby4eHune c noaKpenneHnem Moaudukaummn OBy4eHune ¢ NnaBalowWe TOHKOH . E
(Reinforcement Learning) (Modifications) (Mixed precision training) - E
:: ........................................... ¢ AyrmeHTauuAa OaHHbIX R 1

(Data augmentation)

Puc. 16. Moandukaumm HempoHHom cetn RigNet

Bbiny BbIGpaHbI TP OCHOBHbIE MOAUDUKALUKN ANA YAYHLIEHNA NPOU3BOANTENb-
HOCTM MOAEeNu: BHeapeHne obydeHuMa ¢ noakpenneHnem B moaynb BoneNet, yckope-
HWe obyyYeHWs C UCNONIb30BaHMEM CMELIAHHOro 0byyYeHUs C naaBatowein TOYKon, a
TaK)Ke ayrMmeHTauma AaHHbIX (puc. 16).

SKCNEPUMEHTAJIbHbIE PE3Y/IbTATbI

[Ona oueHKM 3 EKTUBHOCTM NpeanorKeHHOro metoaa bbln NpoBeaeHbl IKcne-
PUMEHTbI Ha CO34aHHOM CUHTETMYECKOM aaTtacete. ObyyeHMe HEMPOHHOM CETU Npo-
BOAMNOCH C UCNO/Ib30BaHMEM oNTMMM3aTopa Adam c Ha4aIbHOM CKOPOCTbo 0byYeHun
0.001 n 3KCNOHEeHUMaIbHbIM CHUMKEHUEM CKOpPOCTM 0by4veHUnA. Pasmep 6aTya coctas-
nan 32 npumepa, obyyeHne nposoaunock B TeyeHmne 100 anox.

Pe3ynbTaTbl 3KCMNEPUMEHTOB NOKa3a/un:

1. 3HAYUTENIbHOE COKpaLlEeHNEe BPEMEHW Ha CKUHHUHT HOBbIX Moenel (B cpegHem
B 8—10 pa3 no cpaBHEHUIO C TPAANLUMOHHBIMN METOAaMMU);
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2. BbICOKOE KayecTBO aBTOMATUYECKMN CO34aHHOI0 CKUHHWHIA, CONOCTaBMMOE C pe-
3y/ibTaTaMW PY4HOM HACTPOMKMN OMbITHbIMUM CNELMANNCTaMK;
3. xopouwyto obobuiatolyto cnoCOBHOCTb HEMPOHHOM CEeTU — BO3MOXKHOCTb KOp-
peKkTHO obpabaTtbiBaTb MOAENM, OTANYALOLWMECA OT NpeAcTaBAeHHbIX B 0byyato-
LLen BblbopKe.
CpaBHUTENbHbIN aHaNM3 C CYLLECTBYIOWMMM METOAAMM aBTOMATUHYECKOTO CKUH-
HMHra NOKa3an NPeBOCXOACTBO NPEeAJIOKEHHOTO NoAX04a NO CAeAy WM KPUTEPUAM:

TOYHOCTb MO3ULMOHMPOBAHMA BEPLUNH NpU gedbopmaLmsx;
OTCYTCTBME BU3YyasibHbIX apTEPAKTOB NPU SKCTPEMAIbHbIX NO3aX;
CrNa*KeHHOCTb MePexoa0B MeXAy Pa3/IMYHbIMU NO3aMM MPU aHMMALUWY;

Bpema, 3aTpavynBaemoe Ha CKUHHUHT HOBOWM monenu.

3AKNHOYEHUE

B pe3ynbTtate HacToAwero nccnegosaHua bbin co3aaH ObBWMPHbBIA CUHTETUYE-
CKWUM gaTaceT Ha OCHOBe UMdpoBbIX NepcoHaxken MetaHuman, npeagHa3Ha4YeHHbIM ANna
ONTUMM3aUMM CKMHHUHIA 3D-mopeneit. MNpoBeaéHHbIE 3KCNEPUMEHTbI NPOAEMOH-
CTPMPOBANM, YTO UCNOJIb30BAHME ITOTO AaTaceTa 3HAUYUTENbHO Y/y4YLIaeT Ka4yecTBo ge-
dbopmaLmit NepcoHaXKen No CPaBHEHUIO CO CTaHAAPTHLIMM MeTOAAMU CKUHHUHTA. [o-
CTUrAeTCA CHUXKEHME TUNUYHBIX AedeKTOB CKMHHUHIA (Hanpumep, NPOBanoOB UAN UC-
KaxkeHui reomeTpumn B 061acTu cyctaBoB), 4To obecneunmBaeTt bonee peasnCTUYHOE
ABUXKeHWe moaenu. MoayveHHble pe3ynbTaTbl NOATBEPKAAT 3PPEKTMBHOCTb METO-
A0N0MMN, OCHOBAHHOM Ha CUHTETMYECKUX AAHHbIX, A5 PELEHUA CNOXHbIX 3a4a4 TPEX-
MePHOro MOAENNPOBAHUA U AHMMALMMN, YTO COT/IACYEeTCA C YCMELHbIM ONbITOM NpUMe-
HeHMA Nog06HbIX NOAX0A0B B CMEXHbIX 061acTsX.

Kpome TOro, paspaboTaHHbI KOMNJIEKCHbIMA NOAX04, K reHepaLUnm AaHHbIX C No-
Molbto MetaHuman nossoaunn npeofoneTb pag orpaHUYeHU TPASULMOHHOIO CKUH-
HUHra. PyyHaa HacTporKa BecoBbIX KO3IPOUUMEHTOB NPU CKUHHUHIE — Ype3BblYalHO
TPYAOEMKASA U CIOXKHAA 3aZa4a ANA Xy[40XKHMKA 3D-mozenei. NMpu aTom cTaHAAPTHbIE
noaxoAbl HEM36eXXHO NPUBOAAT K NMOABMIEHUIO XapaKTepHbIX AedeKkToB gedopmaymm
mozenu. MpeanoxKeHHbIh MeTog, YCTPAHAET 3TM NpobaeMbl MOCPeACTBOM HelpoceTe-

BOM moaenu, oby4yeHHOM Ha CUMHTETUYECKOM Habope AaHHbIX. 9Ta MoAeNnb aBTOMaTU-
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YeCKM NPOrHO3UpPYeT U KOPPEKTUPYET BECa CKMHHUHTA, yMeHbllaa apTedaKkTbl Aedop-
Maunun. Takon noaxon CoriacyeTca C COBPEMEHHbIMU MAEAMN NPUMEHEHUA MALLUH-
HOro oby4yeHua ANA YAyYLWEHUA KayecTBa CKMHHMHIA U YCKOPEHMA MPOLLecca CKUH-
HUHra mogenen.

Bharopapa wWMpoKomy pasHoobpasuio creHepupoBaHHbIX NPUMepPOoB (MHoOXe-
CTBa M03, BAPUAHTOB TENOCNOMKEHUA U CLUEH) Haw meToq obecneymBaeT cTabunbHoe
KayecTBO Aepopmaunii Ana pPasnnUYHbIX TUNOB ABUMMKEHMN U NEPCOHAXKeN, NOBbILWASA
HaAEXKHOCTb aNITOPUTMA B LLUMPOKOM CNEKTPE CLUEHAPUEB aHMMALUN.

TakKe nepcnekTMBHbIM HanpaBAeHNeM ABASETCA MHTerpauma paspaboTtaHHOro
MeToAa B NonynsipHble rpaduyeckne aABUKKK (Takue Kak Unreal Engine n Unity) n cu-
cTembl pa3paboTKM. ITO NO3BO/IUT HE TO/IbKO aBTOMATU3MPOBATb NPOLLECC CKUHHUHTA
B paMKax eZInHbIX NPOU3BOACTBEHHbIX KOHBENEPOB, HO U obecneuynTb Hosee TecHoe
B3aMMOAENCTBUE MEXKAY MHCTPYMEHTAMMU MOAEINPOBAHUA, aHMMALMN U MALLMHHOTO
0by4Y€eHMUSA, YTO CYLLLECTBEHHO YCKOPUT LKA Pa3paboTKM BbICOKOKAYeCTBEHHbIX 3D-nep-
COHaXKeMn.
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Abstract

In this study, we present a method for creating a synthetic dataset using the Me-
taHuman framework to optimize the skinning of 3D models. The research focuses on
improving the quality of skeletal deformation (skinning) by leveraging a diverse ar-ray
of high-fidelity virtual human models. Using MetaHuman, we generated an exten-sive
dataset comprising dozens of virtual characters with varied anthropometric fea-tures
and precisely defined skinning weight parameters. This data was used to train an algo-
rithm that optimizes the distribution of skinning weights between bones and the char-
acter mesh.

The proposed approach automates the weight rigging process, significantly re-
ducing manual effort for riggers and increasing the accuracy of deformations during
animation. Experimental results show that leveraging synthetic data reduces skinning
errors and produces smoother character movements compared to traditional meth-
ods. The outcomes have direct applications in the video game, animation, virtual reali-
ty, and simulation industries, where rapid and high-quality rigging of numerous char-
acters is required. The method can be integrated into existing graphics engines and
development pipelines (such as Unreal Engine or Unity) as a plugin or tool, facilitating
the adoption of this technology in practical projects.

Keywords: synthetic dataset, Metahuman, neural networks, 3D model skinning,

computer ani-mation, machine learning.
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