Skeletal animation

bawrenbanH AnekcaHap, Pegopos PomaH.



Ckener




User Ortho

CeTtka (mesh)

Ha  ckenetr  HaTtgHyTa
NONUroHanbHas ceTka
(mesh). Kaxxgas BeplunHa
CETKN coeIHEeHa C OOHUM
NN HECKOSNbKMMW y3riamu
ckeneta. [na kaxgoro
Takoro ysna onpegeneHa
cTeneHb €ero BfMSHUS Ha
NonoXeHne BEPLUMHbI
CeTKM B NPOCTpPaHCTBE.
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Keyframe animation

XpaHnM MonHble KoopaMHaThl BEPLLUMH pUrypbl AN KIoYeBbIX kaapoBs. Ons
noacyeTa NPOMEXYTOYHOro Kaapa NbiTaeMcs COBMECTUTb COCEAHUE KITHOYEBbLIE

Kaapbl.




Skeletal animation

Takke ecTb KM4veBble Kaapebl,
HO B HUX CoEepPXKNTCS
NosoXXeHue BCEX KOCTen
(CcMelleHMe ©n  NOBOPOT) B
onpeneneHHbin  MomeHT. [nsa
BbIYNCIIEHMUS NOMNOXEHUS
durypel B MPOMEXYTOYHbIN
MOMEHT COBMeELLaeM coceHue
Kaapbl.




Skeletal vs. Keyframe animation

Keyframe animation:

( +) MNpocTtoTa B peanusayumu.

( +) He HyxHO TpaTuUTb Bpems Ha nogcyeT maTpul npeobasoBaHus.
( +) MNpeackasdyemocTb (T.K. aHMMaUUs NOAroTOBIEHA 3apaHee).

( - ) HaknagHo no namstu, Kaxablil Kagp XpaHUT BCE BEPLUMHBI.
( - ) HenHTepakTuBHo. PeannsoBaTb pM3NKY NOYTU HEBO3MOXHO.

Skeletal animation:

( +) 3aHumaeT mano mecrTa.

( + ) NIHTepakTMBHOCTL. Mogenbs MOXeT B3auMOAENCTBOBATbL C MUPOM.

( +) MepencnonbsyemocTb. OanHaKoBblE aHMMaLMK 1151 pasHbIX MOAeNen.

( - ) HaknagHO No BbIYUCHEHUSAM.



Peanusauunsa: TexHornorum

JavaScript

WebGL API (OpenGL ES 2.0)
GLSL (OpenGL Shading Language)
Blender

gl-matrix



Peannsauusa: 3agayu

3D mopenb B Blender

MapcuHr JSON moaenu

BepLUnHHLIN 1 doparMeHTHbIW Wenaepsol
Komnunaums wenagepos n moaenu B WebGL
Cos3pnaHune nHtepdenca



Peanu3aunsa: moaenb

Three.JS JSON import subset:

bones (rotation, position, parent)
animations (frames)

skin (skin indices, skin weights)

faces (vertices, material, uvs, normals)
materials (texture)



Peanusauusa: noacyeT maTtpu

Mesh.prototype._adjustBone = function(bone, rot, pos) {
matd.create();
bone.localMatrix = matd.create();

bone .worldMatrix

CYMTEEM NOKENbHYHE MATPWLY ONA OOHOW KOCTH

matd. fromRotationTranslation(bone.localMatrix, rot, pos);

if (bone.parent === -1} {

CNH KOCTk KOpHEEBGA,

0 IHIYHMT €€ NOKdNbHEA MATDHUE Y€ B MHDOBLIX HKODDOHHST4X

m

T
matd. copy(bone.worldMatrix, bone.localMatrix)
} else-{
A BCAW HET, TO MNEPEMHOEHM EE HA MATPWMUY DOOHMTENLCKON KOCTH
matd.multiply{bone.worldMatrix,

this.geometry.bones[bone.parent] .worldMatrix, bone.localMatrix)

et



Peanusauusa: anropmTtm

/7 uP - maTpuua nepcnekTHBHOro oTobpaxeHdA

J/ uM - maTpuua supa (M3 KOOpPAWH3T MHP3 B KOODOWHETH KaMmeph )

ff uM - matpuua mogend (W3 KOOpPOWHET MOOENH B MUpOBLIE)

!/ bt - apuHHoe npeobpa3oBaHMe, OCHOBAHHOE Ha NONOKEHWAX KOCTENM

gl Position = uP # uV #* uM * bt * vecd{aVertex, 1.8);



Peanusaumua: ocobeHHOCT!U
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PeaynbTaTt



http://baygeldin.name/temp
http://baygeldin.name/temp

Cnacunbo 3a BHMMaHue!



