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Y oanomy Oocniooicenni npedcmasneno  po3poOKYy — NpOSPAMHO20
po3uupeHts (a000Hy), NpusHayeHo2o OJis peanizayii avimayii pyxy J0KOHI8
8010CCA.  MPUBUMIDHO20 NEPCOHANCA 8 NPOSPAMHOMY cepedosuwyi Blender.
OcHo6HUM NPUHYUNOM PYHKYIOHYBAHHA AOOOHY € MAMeMaAmuine MOOent08aHH s
PYXY KOMN IOMEpPHO20 8010CCS, WO ONUCYEMBCS PIBHAHHAMU, SIKI 8PAX08YIONb
0y20n00ibHYy MpAcKmopiro, I[HepyiuHicms pyxy ma OuHamixy oepopmayii
00’ekma y npocmopi. 3anpononosanuil inmepgetic 0036015€ 30IUCHIO8AMU
IHMEPaKmMueHy 83a€mMo0il0 KOPUCMYBAYA 3 NPOSPAMHUM Cepeoosulyem, o
CHNpUAE ONePamusHOMY HAIAUWMYBAHHIO napamempie auimayii U HAOYHIU
nepegipyi pe3yiomamis y pedcumi peanvrozo uacy. Taxuu nioxio sabesneuye
BUCOKY  eekmugHicmb  po3poOKU  CKAAOHUX — AHIMAYIUHUX — CYeH  ma
NepPCOHANI308AHUX PiULeHb 0I5 813YaANi3ayil.

DyukyioHanbha cmpykmypa a0OOH) OXONIIOE YOMUPU OCHOBHI MOOYII:
Curve Creation (cmeopenns kpusoi), Curve Adjustment (pedacysanus Kpueoi),
Curve Animation (animayia kpusoi) ma File Properties (poboma 3 gpaiinamu). ¥V
MOOYNI CMBOPEHHS KPUBOL peai308aHo 2eHepayito CMUi308aHux JIOKOHI8 3d
00NOMO2010 HANAUWIMOBYBAHUX NAPAMEMpPI8, MAKUX 5K KIIbKIiCMb 8)Y3108UX
MOYOK, 6UOIp NPOCMOPOBOI OCI, BUSHAYEHHS MINCMOYKOBOI BIOCMAHI.
llepeobaueno Gynxyii 0odasanHs, OHOGNEHHA MA BUOANEeHHS Kpueux. [lns
GopmysanHs cmunizo8aH020 BONOCC 3ACMOCOBAHO Memoo eKxcmpy3ii ghopmu
JIOKOHA 830084C 3A0AHOI KPUBOi, W0 00368011€ CMBOPIOBAMU SIK NPOCMI, MAK |
CKIIQOHI 3a CMPYKMYporo 00 exmu.

Y mooyni peoacyeanns nepedbaueno maxi iHCMPYMEHMU: OHOBLEHHS
KOOpOUHAm mMoO40K Kpueoi, GIOHOBNEHHS BUXIOHO2O0 NOJIONCEHHS, 000ABAHMHS
HOBUX MOYOK 13 8PAXYBAHHAM IXHb0O20 IHOEKCY 8 CMPYKMYpPI KPUBoi, a maKotc
BUOANIEHHSI OCMAHHBLO2O enemenma. Mooyns animayii 6azyemvcsa Ha peanizayii
MAMEeMAMUYHUX DYHKYIU, WO IMIMYyoms NpupooOHi KOAUBAHHS: CUHYCOIOANbHI
(Wavyl) ma «kocunycoioanoui (Wavy2) ronueanHs. 3a805KU HOEOHAHHIO
moocnueocmeti  Blender i ¢yuxyionany  pospobnenoco  incmpymenmy
KOpUucmyead Mac 3mMo2y CMBOpeamu BUCOKOOemAanizo8ani  3a4icKku 3
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OUHAMIYHOIO — aHIMayi€lo  pI3HO20  pPi6HS  CKIAOHOCMI ma  B8i3YAIbHOIL
peanicmuyHoCcmi, wo € aKmyaibHum Ol 6UKOPUCMAHHA 8 [2pOo8ili iHOYCcmpii,
BIPMYANbHIl peanbHOCmi ma yugposii aHimayii.

Knrowosi  cnosa: amimayis, 3D nepcownasic, aooon 0ns animayii,
KOMN 1omepHe 8010CCA.

Ilocmanoeka npoonemu. KoM’ rotrepHa rpadika CynpoBOIKy€E ChOTO/IHI
Maiixke yci cdepu JIOACHKOI JISJIBHOCTI, HaNpHKIaa Takl SK: OCBITa,
IPOMHUCIIOBICTh, pEKJamMa, KIHOMUCTEUTBO, IrpOBAa 1HAYCTpis, AOMOBHEHA
peasbHICTh Ta 1H. Benuky yBary npuIUISIOTH CydacHi (axiBUl KOMIT IOTE€PHOI
rpadinl TakoMy akTyaJlbHOMY IHUTaHHIO, K CIPOIICHHIO Ta MNPUCKOPEHHIO
npoiiecy po3pooku 3D rpadiku Ta ii a"imanii. OTHUM 13 CIOCOO1B JOCSATHEHHS
1i€1 METU € po3po0Ka NPOrpPaMHUX PILIEHb, K1 JO3BOJIAIOTH AaBTOMAaTU3YBATH Ta
ONTHMI3yBaTh MPOLECH MOJCIIOBAHHSA, TEKCTYpyBaHHS, pEHIEpPUHra Ta
a"imanii. Taki mnOporpaMu HaAUIEHI pPI3HOMAHITHUMHM 1HCTPYMEHTaMH Ta
(GyHKUISIMH, $IKI CIHPOIIYIOTh PYTHMHHI 3aBJaHHA Ta JO3BOJISIIOTH IIBHJIKO
cTBOoproBatu ckiagHi 3D o0'ektn Ta aHiMauiliHi edexTu. AHIMalis BOJOCCH
NEPCOHAXIB Yy TPUBUMIPHUX KOMITHOTEPHHUX Irpax, (uUIbMax Ta I1HIIUX
IHTEPaKTUBHHUX CEpPEJOBUIIAX € BaXXJIMBOK 1 CKIAJHOIO 3aaauecto. Bomoces €
HEB1I'€MHOI0 YAaCTHUHOIO JIFOJCHKOTO Tila, 1 HOTO peajicTUYHA MOBEIIHKa Ta
PEHJECPUHT BIAITPAlOTh KIKOYOBY POJb Yy CTBOPEHHI NEPEKOHJIMBHUX 1
JIOCTOBIpHUX mepcoHaxiB. OpHak, 4yepe3 CKIagHy MPUPOAY BOJOCCS, a came
OKpeMi JIOKOHM, IO B3a€EMOJIIOTH MIXK COOOI Ta pearyroTh Ha 3O0BHIIIHE
CepeloBHUIIE, aHIMALllS BOJIOCCS 3aJIMIIAETHCS OJIHIEI0 3 HAMCKIIAIHIIINX 3334 Y
rajgy3i KOMI'IOTepHOI aHiMamii. Po3poOka eQpexkTHUBHMX aJrOpuUTMIB Ta
OpPOrpaMHUX MOAYJIB JUIsl aHIMallii BOJIOCCS TEPCOHAXIB € AaKTyaJbHOIO
3a/1a4el0, OCKUIbKA BOHA JO3BOJISIE MIJBHUIIUTU PIBEHb PEATICTUYHOCTI Ta
NEPEKOHJIMBOCTI TPUBUMIPHHUX MEPCOHAXKIB MPH Bi3yasizallii.

Ananiz  ocmannix  oOocnioxcenv I nyoaikayii. MoJenOBaHHS
peanuctuuHoro 3D Bosioccs € OAHIEW 3 HAWCKIAAHIIIMX 3ajad aHiMarlii
nepcoHaxy komi 1otepHii rpadimi [1]. [Tepuri animoBani 3auicku 3D moxerneit
BPAaxOBYBAJIM PEHIEP KOXKHOIO OKpeMoro Bojioccs [2], mo mnoTtpedyBasio
3HauyHux pecypceis I1K. 3 mporo npuBoy 3a3HadeHUl METOA HE MIAXOAUB IS
aHIMalIli}, K1 BiIOOpakanch y peaibHOMY 4Yaci. OJHIEI0 3 PO3MOBCIOIKEHUX
TEeXHIK aHIMaIlii Bojioccsi € TexHika «Monenb koHTHHYyyMay. Llg Mopmens
6a3yetbcs Ha poOotTi Cynina Xanmama ta Hanii Marnar-Tanemann [3], ski
BUKOPUCTOBYBAIM METOJ piiuHu Jlarpanxa AJjis MOJETIOBaHHS PIAUHHUX CUIT Y
cuctemi. JlarpaH:koBi pIUHU ONHUCYIOTh MapaMETPU IMOTOKY YaCTUHOK, SKi
MOKHa BHUKOPHUCTOBYBATH I KOHTPOJIIO IOBEAIHKM (opMu Bojocca [4].
Hacrynna Bimoma TexHosoriss — 1ne «Mogenb 3ryctky». Lls momens imiTye
B3a€EMOJII0 BOJIOCCS 3a JIONOMOror0 Habopy HenepeTHHar4ux npsmux [5,6].
Konu Bonoccs TOpKaroTbCs OAMH OJHOTO, BOHM MOXYTh 3JIMIIATUCH. 3MiHA
napaMeTpiB MoOACII MOXE JTONMOMOTTH B OJHOYACHIA Moaudikaiii BeTUKOi
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KUIBKOCT1 JIOKOHIB. Il Momens nomomarae 3HU3UTH piBeHb cBoOoau (DoF)
reoMeTpii BOJIOCCs, ajie METOJ] TeXK pecypco3arpaTHuid [7].

Cumynsuio Npu  aHIMyBaHHI BOJIOCCS AKTUBHO BUKOPUCTOBYIOTh B
myabTHILTIKAII1. Hanpuknan kommnanis «Disneyy» BukopuctoBye ampnon «Tonicy,
sakuil cTtBoproe 3D reomerpuuHi 00’€eMM i TPOLIETYPHOIO OIpPAIIOBAHHS
3a4iCKM. AHIMAaTopy MOBTOPIOIOTH (OPMY BOJIOCCS, CTBOPIOIOYM YMOBHI
«KOHTEHHEpU» B SIKUX aBTOMATUYHO TE€HEPYIOTHCS TUCAYl OKPEMHX BOJOCKIB
[8]. Henomiku amony «Tonic» B TOMy, IO , MO-MEpIle, BiH HaIIJICHHA Ha
CTBOPEHHS Ta PEHJAEP BEIMKOi KIIbKOCTI Bojoccs, mo aisa IIK cepemnboro
TEXHIYHOTO PIBHA € CKJIQJHOK Ta Pecypco3aTpaTHOI0 3a/Jauolo; IMO-Apyre,
«Tonicy» —He misarae po3noBCIOHKCHHIO.

Kommaniss «Pixar» 3actocoBye mpu aHimamii 3D Bosocst Momeni
Ky4epsiBOTO BOJIOCCS Ha OCHOBI MacOBO-TIPYXMHHOI cucteMu. KokeH 3aBUTOK
BOJIOCCS  MPEACTABICHUM  SK  TOCHIJOBHICTh  YAaCTHHOK,  MOEJIHAHUX
npyxunamu [10]. Bigmeremo, 110 TakoX BasKIMBOIO MPOOJIEMOIO TIPU CHMYJISIIi
BOJIOCCS € BEJIMYE3HA KUIBKICTh KOHTAKTIB MK OKpeMUM BojoccsiM. KommaHis
Pixar mpexncraBuia HOBUW alIrOPUTM CKOPOYCHHS 4YHCIA KOHTAKTIB, IO
PO3IIIAIAOTHCS SIK MDK HapaMH BOJIOCCS, TaK 1 MK YaCTMHKAaMU BCEpEeAUHI
onHi€ei Bosiocudu [11]. AnropuT™m Buaaise BHYTPIIIHI YaCTHHKH, 5IKi y cdepax
CBOiX CYCiZiB, 1 BHKJIOYAaE Tapud BOJOCCS 3 HEJOCTATHBOI KIIBKICTIO
MOTEHIIMHUX KOHTAaKTHUX TOYOK [12].

[Ipu cTBOpeHH1 1rop Ha CHOTOJHINIHIA J€Hb HAWOLIBII Cy4YacHUM Ta
pEAiCTHYHAM METOJIOM CTBOPEHHS BOJIOCCS Y KOMI'IOTEPHUX Irpax €
TexHoJoris «hair guidesy y moeaHaHHI 3 pEHJACPUHIOM Ha OCHOBI (Di3MUHUX
NPUHIIUIIB MOMUPEeHHs cBiTiaa. OKpemi macMa 3aJaroThCsl Y BUTISAI THYYKHAX
KpUBHUX, Ha fAKI MMOTIM HAKJIAJA€ThCs AYXKE JIETalli30BaHAa T€OMETPIs, 10 IMITYE
JpiOH1 BOJIOCKM y cKiajal macMa. [loBeaiHka KOKHOI KpUBOI PO3pPaxoOBYETHCS 3
BUKOPHUCTaHHAM  (I3WYHUX  3aKOHIB  JMHAMIKM  TBEpJOro  Tija  Ta
aepoauHamiku [13].

Dopmynioeanna yineii cmammi. Metoro naHoi poOOTH € po3poOka Ta
peamizallis MTpPOrPaMHOTO 3aCTOCYHKY njsi aHimyBaHHs 3D Bosoccs 3a
nonomororo [1K ceperHbOro TEXHIYHOTO PiBHS

Ocnoséna uwacmuna. B nauiii poOOTI TPOMOHYETHCS PO3poOKa aaoHY,
TOJIOBHOIO 1/I€€10 SIKOTO € aHIMallisl JIOKOHIB MEPCOHAXY, KA 31MCHIOETHCS 3a
JIOTIOMOTOI0 ~ MaTeMaTHYHUX piBHAHB. [HTepdeiic mporpamm  BKIIOYAE
IHTEPaKTUBHY B3a€EMOJIII0 KOPUCTyBada Ta MPOTpamMu, BPAaXOBYIOUYH (YHKIIIO
MIBUIKOTO Ta HAIVBSITHOTO HANAIMITYBAaHHS PYX BOJIOCCS 3MIHOIO BiIMOBITHUX
napameTpiB. AJJIOH BKIIIOYAa€ B ceOe MEKUTbKa BKJIAIOK ISl OUTBII 3pYyYHOTO
BUKOpUCTaHHs: cTBOpeHHs KpuBoi (Curve Creation), penaryBaHHS KpHBOi
(Curve Adjustment), animyBanns kpuBoi (Curve Animation) ta poGora 3
daitnamu (Feil Properties). UseCase niarpama aaiony npuBejieHa Ha puc. 1.
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/CurveAdjustment
/ Curve Creation

\ File Properties

User/Customer

urve Animation

Puc. 1. UseCase niarpama aagoHy aHimarlii BoJoccs

i po3pobku  ¢ynkiii «Curve Creation» Ha OCHOBI MOMNEPEAHIX
JTOCHIKeHb Oyno oOpaHO BHUJ CTHII30BaHOro Bojoccs. Ha BiamiHy Bif
pPEaNICTUYHOTO BOJOCCS, CTHUJII30BAHE BOJIOCCS MOXe OyTH CHpOUIEHE,
abcTparoBaHe a00 HaBITh BUIUIEHE y BUIJISII IEBHUX F€OMETPUUHUX (HOpM abo
KoJipHux cxeM. lleil miaxin 4acTo BHUKOPUCTOBYETHCA B aHIMaIllli, KOMIKCax,
MyJIbTQUIBMaxX Ta irpax, moO0 CTBOPUTH YHIKAJIbHHM 1 BIIOMUHN Bi3yaJIbHHUI
CTuIb. [ po3poOKH CTUIII30BAaHOTO BOJIOCCS ICHYE KiJIbKa MeToaiB. Ilepmmid, 1
HaWOUIbII MOMYJIAPHUNA, L€ CTBOPEHHS (OPMH JIOKOHA B3/I0BXK KpuBOi. Jljid
LbOTO CTBOPIOIOTH (pOopMy, KOTpa OyJe BIANMOBIIATH 3a 30BHIIIHIA BUJ JIOKOHA,
Ta MPOTATYIOTHh 1 B3JOBX JOBUIBHOI KPHUBOI KOTPY MOTIM MOXHa Oyje
po3TaryBaTH Ha Mojieii (puc.2).

Puc. 2. ®opma nokoHa y3/10BK 00paHOT KPUBOT

Jlns mporpamHOi peanizaili 3a3HauyeHOro MiAxXoay OyJsio po3poOJIeHO
YaCTHUHY KOJy, SIKa BIIMOBIJIa€ 3a CTBOPEHHS MAacHUBIB Jie 30€piraroThesl AaHi Mpo
KUIBKICTh KpPHMBMX Ta JaHHI NMpo ix Touku. Bci (yHKIIT cTBOpeHHS KpHUBOi
3HaxXO0IAThCA B cyOkaTteropii «Curve Creationy. Ils kaTeropis BkjIro4ae B cebe
BCl HEOOX1JHI KOMaHAMW JUIsl CTBOPEHHS KPHUBOi: OOMpaHHS KiIBKOCTI TOYOK
KpUBOi, BUOIp OCl Ta JUCTAHIlT MDK ToukaMu. TakoxX J0JaTKOB1 (YHKIIT AJIs
ctBopennst (Create Curve) ta Bumancuus (Delete Curve) kpusoi. ITpuxian
inTepdeiicy cyokareropii «Curve Creationy npuBeneHo Ha puc. 3.
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» Curve Creation

Curve Properties
%*® Number of its
° points

15

. Distance

e X Yy &z

(] Create Curve

Puc. 3. Intepdeiicy cyOkareropii Puc. 4. CtBopeHHs KpUBOi
«Curve Creationy

Hactynaum kpokoM OyJi0 CTBOPEHO KpUBY 3 KUIBKICTIO TOYOK Ta
JUCTAHIIEI0 MK HUMH, KOTpPl BBOJHUTH KOPHCTYBad. 3a JOMOMOIOK (hYyHKIIIi
create_curve Oyno CTBOpEHO Hallp TOYOK Ha 3aJaHid BIACTaH1 OJHA BiJ OJIHOI
B3/I0BXK 00OpaHoi oci. Ilicis dYoro CTBOPIOETHCS CIJIAalH 1O CTBOPEHUX
KoopJuHaTax Ta caMm o0’ exT kpuBoi. [Ipukian BukoHaHHs QyHKIIT « CTBOpEHHA
KpUBOi» y310BXk ocl Y mpuBeneHo Ha puc. 4. KpuBa cTBopeHa B310BK OCl X,
BOHA CKJIAJA€THCS 3 9 TOUOK 3 BIACTaHHIO MK HUMU (.2 cM.

3azHauuMo, 100 penaryBaTH MaHOYyTHIM JIOKOH OyJio po3poOsieHO
cybkareropito «Curve Adjustment» 3 mactynaum ¢ynkionanom: Update Curve
Data — onoBmoe iHdopMaliro Tpo TOJNOKEeHHS To4yok; Restore Curve —
NoBepTae TOYKM y BuXigHe mosokeHHs; Add Point — momae Touky y3moBxk
BUOpaHOi OCi, BpaxoByrouH ii iHIekc y kpuBiii; Remove Last Point — Bunpaise
octaHHI0O Touky. DyHKIis remove_last_point mepesipsie HasBHICTH X04a O JBOX
TOYOK y KPUBIN Mepe]l BUAAJTICHHSIM OCTaHHbOI. J[ogaiiMo Takox Te, 1110 KPUBUM
MOXHa 3MiHOBatH (hopMmy. 3aBnsku BOymoBanuM y Blender xomannam ichye
MOXJIMBICTb ~CTBOPIOBAaTM YyHIKajdbHI JIOKOHM. KomOiHyrouM ajngoH Ta
iHcTpymenTn Blender mokHa poOuTH 3avicku PI3HOTO pPIiBHS CKJIaTHOCTI

(puc.D).

Puc. 5. Ilpuknan MoxIuBUX (HOPM JTOKOHIB
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Hactynaum eranmom po3poOku ajngoHa OyB MpoUEC CTBOPEHHS
cybkareropii «Curve Animationy. Ilocunarourch Ha TEOPETHYHI BITOMOCTI
ocHOB aHiMauii 3D mepcoHaxiB 3a3HAYMMO, 110 PyX BOJIOCCS MEPIOAMYHUNA Ta
NOBMHEH BIANOBIOATH oOAHOMY 13 12 nmpuHOuMOiB aHiMamii pyxiB —
nyrononiOHicTh. BimoMo, 10 MpakTUYHO OYIb-SKUH LMUKIIYHUM pyX MOKHA
onmucaT  JESKO  KOMOIHAI€0  TPUTOHOMETpUYHUX  GyHKuii. Tomi
NPUITYCTUMO, IO PYyX BOJOCCS TEXK MOXKHA OIMHCATH TPUTOHOMETPUYHUMHU
(GyHKIIAMU.

y=sin(F-D=IxS)=4, (1)
yZGH*COS(F—D*I*S)*A: (2}

ne. F - TOTOYHMI KaIp aHIMaIlii;
D - mapaMmeTp 3aTpUMKH, KWW BU3HAYA€, HACKUIbKU KOXKHA HACTYITHA TOYKA
KPHBOI BiJICTaBaTUME BiJI ITOIIEPETHBOT
I - IHIEKC TOTOYHOI TOYKU KPUBOT;
S - mapamerp, IKUi BU3HAYA€ MIBUIKICTh aHIMAIlil (4acTOTa KOJIMBAHb);
A - mapamerTp, SIKHil BU3HAYa€ aMILTITYy ab0 po3Max KOJMBaHb B3/I0BXK OCI,
H — mapameTp, sikuif BU3HAYa€ CHITy KOJWBaHb, OTPIOEH JJIs1 O1IBIIT TOHKOTO
HaJIaITyBaHHS.

[Tpr po3pobui HactymHOi ¢GyHKINT ammoHy «Curve Animation» Oyio
BUKOHAHO 2 TipeceTH aHiMyBaHHs. [Ipecer Wavyl aniMmye B310BXK CHHYCOIIH Ta
Wavy?2 - B3noBx kocunycoinu. [Tosne start point BixmoBigae 3a mo4aTkoBy TOUKY
a"imarii B kpusii. [lone frames BimmoBizmae 3a Te CKUTbKH KajapiB Oyjae B
animariii. [Toae speed BiAmoBigae 3a MIBHAKICTh aHIMAIIil: MiHIMaJIbHE 3HAYCHHS
nonist — 0; makcumanpHe - 1. Amplitude BimmoBigae 3a aMIUTITYAy aHiMarllii, Je
MiHiManbHe 3HadeHHs moys 0, a makcumanbHe 1. Delay me 3arpmmka mix
aHIMYBaHHSM TO4YOK, TOOTO sikmo delay mopiBHIOE 2 ODUHUIM, TO KOXHa
HACTYITHA TOYKa OyJie aHIMyBaTHUCh uepe3 2 KaJapH Micisi aHiMallii IonepeaHboi.
Takox 311ficHeHO BUOIp OCI B3JI0BX SIKOT Oy/1e IPOBOJUTUCH aHIMYBaHHS. SIKIITO
oOpaHo Ounbmie OAHIET OCI TO BHHHKHE IMOMHJIKA, KOTpa BKa3zye Ha Te, IO
oOpano 3aHaaTro Oarato oced. Koapima Animate Bukimkae (QyHKIIiO
aHIMyBaHHS.

Ha puc. 7 mnpuBeneHo AeMOHCTpallis MPOIECY aHIMyBaHHS OJHOTO
JIOKOHY KOMIT IOTEPHOI MOJEINI 3a JOMOMOTOI0 PO3pOOJIEHOTO MPOTPAMHOTO
3acTOCyHKy. Ha pucyHky 8 mpencrtaBieHO MpuKIaj 3akiH4eHoi 3adicku 3D
MEPCOHAXY, CTBOPEHHS SKOTO OyJI0 BHKOHAHO 3aco0aMu PO3POOJICHOTO
MIPOTPAMHOTO MOTYJTIO.
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Puc. 7. I'padik pyxy BosocCs Puc. 8. [Ipukinan 3auicku

Bucnoeku. Po3pobneHo nporpaMHuii Moyiab s adimMaiii 3D-Bosoccs 3
e(eKTUBHUM aJITOPUTMOM, ONTHUMI30BAHMM JJii €KOHOMHOTO BHUKOPHUCTAHHS
pecypciB. Monaynb Mae THy4kud iHTepdeic aiisg 3pyYyHOTO HaJallTyBaHHS
napamMeTpiB aHiMalii mij HoTpeOu KOHKPETHOTO IMepCoHa)ka abo CIIECHHU.
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PROGRAM MODULE FOR INTERACTIVE HAIR
ANIMATION OF 3D CHARACTERS

Darya Vorontsova, Hanna Fedchenko, Sergei Perestaronin

This study presents the development of a software extension (add-on)
designed to animate the motion of hair strands of a 3D character within the
Blender software environment. The core principle of the add-on’s functionality
lies in the mathematical modeling of digital hair dynamics, described by
differential equations that account for arc-shaped trajectories, motion inertia,
and spatial deformation behavior. The proposed user interface enables
interactive communication between the user and the software, which facilitates
rapid adjustment of animation parameters and real-time visual feedback. This
approach ensures high efficiency in the development of complex animated
scenes and allows for personalized visualization solutions.

The functional structure of the add-on comprises four main modules:
Curve Creation, Curve Adjustment, Curve Animation, and File Properties. The
Curve Creation module provides the generation of stylized hair strands through
customizable parameters such as the number of control points, the choice of
spatial axis, and the distance between points. It also supports the creation,
updating, and deletion of curves. To construct stylized hair, a method of
extruding the hair strand shape along a defined curve is used, allowing for the
modeling of both simple and complex strand structures.

The Curve Adjustment module includes tools for updating the coordinates
of curve points, restoring the original curve configuration, adding new points
based on their index in the structure, and removing the last point. The animation
module is based on mathematical functions that simulate natural oscillations,
including sinusoidal (Wavyl) and cosinusoidal (Wavy2) motions. By combining
Blender’s capabilities with the developed add-on, users can create highly
detailed hairstyles with dynamic animations of various levels of complexity and
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visual realism. This makes the tool especially relevant for use in the gaming
industry, virtual reality, and digital animation.

Keywords: animation, 3D character, animation add-on, computer-

generated hair.
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