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Oo6aact - PAYYHAPCKA T'PA®UKA

Kparak canpxkaj — V oeéom pady 6uhe onucanu noc-
Mynyu Kpeuparea opueuHainoz 30 Kapaxmepa u Manu-
parbe nokpema auya 2iymya Ha 0odujer mooen, nomokhy
anauxayuje Live Link Face. Hspaoa npojexma ce oodsuja
Y HEKOMUKO KOpaxa: npeo, NompeOHO je Hanpagumu Ka-
pakmepa y npoepamy 3a oueumairo éajarve. Hakon mo-
ea, ywymap Substance 3D Painter-a caeou mexcmy-
pucare 0obujenoe modena. Ilpe nouemka cumynayuje
nompe6Ho je oegpunucamu Blend Shapes xoju he ce xo-
pucmumu 3a uHgopmayuje 0 NOKpemuma 1uya KapaxKme-
pa y cknady ca nokpemuma auya enymya. Illompebno je
A0eK8amHo UMEeHO8amuU uspase auya mako 0a aniuxkayuja
Modice 0a ycKaaou nokpeme quya 2Aymyd u Kapaxkmepa.
Taxohe, Ouhe onucanu u nompebru nocmynyu 3a
npumeny Unreal Engine-a xao passojuoz oxpyocersa 3a
cumynayujy.

Kbyune peunm: Juszaju kapakmepa, Mmoolenosarse
Kapakmepa, chumaree nokpema auya, Live Link Face,
anumayuja noKkpema auya

Abstract — This paper will describe the procedures for
creating an original 3D character and mapping the
actor's facial movements to the resulting model, using the
Live Link Face application. Creating a project takes
place in several steps: first, you need to create a
character in a digital sculpting program. After that,
texturing of the resulting model follows within Substance
3D Painter. Before starting the simulation, it is necessary
to define Blend Shapes that will be used for information
about the facial movements of the character in
accordance with the facial movements of the actor. Facial
expressions need to be named appropriately so that the
application can match the facial movements of the actor
and the character. Also, the necessary procedures for
using Unreal Engine as a development environment for
simulation will be described.

Keywords: Character Design, Character Modeling,
Facial Motion Capture, Live Link Face, Facial Animation

1. YBOJ

VY cBery ¢uima m BHAEO Wrapa KBaJMTeTHO oipalena
aHMMalyja KapakTepa je jejaH of cTy0oBa YCHEUIHOT
Kpajmer npoaykra. CTyauje cy mokasaie /ia y ClieHama y
KOjHMa Cy IPUCTYHU JbYIH, KUBOTHIE WM (paHTACTHYHA

HAIIOMEHA:
Ogaj pax npoucTekao je U3 MacTep pajga 4Yiju MEHTOP
je omna ap Ana [epummh, Banp. npog.

6ouha, mocMaTpauM NPBEHCTBEHO TIJIENAjy Y OYM THX
KapakTepa, Ila TeK OHJa Ha Apyre AeNOBe CIeHe. 3a
MOTHYHY YKJbYUHBame IJefajana y AWTHTATHU CBET
MOTPEOHO je ONPaaAWUTH KBAJIMTETaH MOJEN, TEKCTypy U
aHMMaIMjy KapakTepa, ca JOJAaTHAM aKICHTOM Ha JIHIIC.
loguHama je aHmMmanmja numa paheHa pydHO, Y3
pedepeHIie, aau pa3BUTKOM TEXHOJOTHje OoMOryheHo je
OUPEKTHO Malupame IOKpeTa JHla IIyMOa Ha JIHIe
KapakTtepa [1].

VY oBoM paxy 6mhe ommcaHM MOCTYIIN Kpenpama OPHUTH-
HanHor 3/] kapakTepa u Mamupame HOKpeTa JIHIa TITyMIa
Ha J00ujen momen, nomohy amnukanuje Live Link Face.
W3zpaga npojekra ce ofBHja y HEKOJIMKO KOpakKa: IpBO,
NMOTpeOHO je HampaBUTH KapakTepa y Iporpamy 3a
JMUTUTATHO Bajambe. HakoH Tora, ymyrap Substance 3D
Painter-a cmemu Tekctypucame nodujeHor mozena. Ilpe
nmovyeTka cumynamnuje mnorpebHo je medunucaru Blend
Shapes koju he ce xopuctutu 3a undopmaiuje o MoOKpe-
TUMa JIMIa KapakTepa y CKIaay ca IMOKpEeTHMa JIHIa
rirymna. [loTpeGHO je ageKkBaTHO IMEHOBATH U3pase JIUIa
TaKo Jla aliMKalpja MOXKe Jla yCKIaau IOKpeTe JHIa
riymIa u kapakrepa. Taxohe, 6uhe ommcanu 1 moTpeOHH
noctymim 3a npumeny Unreal Engine-a xao passojHor
OKpPY)KEHba 3a CUMYJIAIH]y.

2. AKTYEJIHO CTAIBE Y OBJIACTH

Ha tabenu 1 HaBepeHHM cy HEKH o] Hajrmo3HaTHjuX 3]]
KapakTepa U HUXOBE BU3YENHE CIMYHOCTH U pas3iIuKe ca
KapaKkTepoM M3 pajia.

Tabena 1. [lpuxas nosnamux Kapakmepa

Kapaktep m3 rama mrpe Codteep cTyano benemse
Tomym New Line Cinema Xymamonwana rpaba xao u
KApaKTep MOJe10BaH 33
0Baj 3aJaTak, raasa Moaywma
je mporo seha y nopehemy
ca BeTHYHHOM Tena, bor
HasMHa kpetama Toaywm
M norpocbeH cTaB
CTTHO K30 KapaKTep 30or
Hirieia JOBRHX
L “k\'q\\llflt‘l.!
Toxsmta Zbrush, Seftimage3iD Tnaea penmiia, a 9oBevHje
Telo, CINHO KA0  KOX
KapakTepa oapalesor ¥
oBoM  3ajataky, Mumoro
pehn maBo JeTama (KomHR
HAOOPH W KP-BYIITH) Hero
| HA KApaKTepy
Bamsemasan Zbrusk HeyoOHdajeno Tyn ropms
EACTPEMHTETH, CIHYMO Kao
K01 KapakTepa, cCIHNaH
HHBO JeTakd V PpersoHy
| TIaBe W Tela
Asatap Zbrush, Autodesk Maya XyMaHOWINO TEN0, MHOTO
BHIDE MHEPO TepIHjapHIX
AeTaBa HeTO KO0I
KapakTepa, MHoro Behm
AKLeHAT Ha KOoCH L]
CHMYIAOMH BJack  koce
TOKOM TMOKPeTa aBatapa, 3a
PAsTHEY 01 KapaKTepa W3
NpojeKTa Koji HeMa Kocy
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31 umHOycTpuja je Beoma pa3BHjeHAa M KOHKYPEHTHA,
3HAYajHO je lla Ce Kpeupajy TakBU KapaKTepu KOjH Cy
PCATUCTHYHU U KOjU CE UCTHYY TAKO Jia TPUBYKY MaXKIbY
nyomunu. Takohe je y chepu 3abaBe kopuniherme
BU3YyEJHUX edeKara TOMpHHENo jour Behoj momynapHOCTH
3/1 annmanuje. L{up ynpaBo oBor paja jecTe Kpewpame
JIWTATATHOT KapakTepa WHTpUrupajyhinx Busyama u
WHTerpalyja ca MOJCPHHM anaTkamMa 3a aHHMalujy
(annjarHUX eKkcupecyja.

3. KOHLIEIIT

Ha cnumm 2 namasm ce rpaduuku mpukas MOTpeOHHX
KOpaka 3a KpeHupame KapakTepa 1 Hberopy HHTerpanujy ca
Live Link Face ammukarmmjom. Kopamu ce Mory cacrojatu
13 HEKOJIMKO IIeNNHA.

MODELOVANJE

Reference Anatomija

LIVE LINK ANIMACLA UNREAL ENGINE SETUP

Live Link Plugin Live Link Plugin

Impaort

Import

Cruka 2. I pagpuuku npuxas kopaxa nompebHux 3a
peanusayujy 3aoamia [2]

Kopak 1 mpeacraBiba MojenoBamkbe Kao M IPUIPEMHE
KOpake Ipe caMOI' MOJEJIOBamba, a TO Cy CKyIUbame
pebepeHin W wu3yuyaBame aHatomuje. OcHOBa 3a
pa3yMeBame aHaTOMHje YOBEKa jecTe MOCMaTpame CaMor
CKEJICTHOT M MHUIIMNHOT CHCTEMa M HerOBHX OCHOBHHX
nenosa [2].

Kopak 2 npencrasipa TeKcTypucame Kapakrepa. Baxnoct
TekcType y 3] MonenoBamy ce dYecTo 3aHemapyje.
Tekcrypa je KJbydyHHM eNeMEHT KOju Jojaje IyOuHy,
merasbe W peamusam 3] momenmma, umHehnm wx
PEATMCTHYHU]UM U TIPUBIAYHU]UM 3a Tieaone, [3].

Kopak 3 mpencrasipa mojemasame oarosapajyhinx Blend
Shape-oBa koju he ce kKacHHje KOPUCTUTH 3a U3pa3e JIHIA
kapakTepa. [1oTpeOHO je IMEHOBATH Ha aJIcKBaTaH HAYUH
nanpasibeHe Blend Shape-oBe Tako ma mporpam 3a
CHHUMarh€ TIOKpETa JIMIA MPETO3Ha U3pa3 JIMIA TIIyMIa |
Marmpa ra Ha KapakTtepa.

Y xopaky 4 cy omnucaHu TOTpeOHH IOCTYNIM 3a
npunpemy Unreal Engine pasBojHor oxpyxema 3a
unrerpaunjy ca Live Link Face-om u wummoproBame
KapakTepa YyHYTap OKpyXema. 3a (yHKIHOHHCame
pa3BOjHOT OKpyXema 1otpebHo je akruuparu Plug In-
oBe Koju ce Hamase ymyrap Unreal Engine-a 3a
WHTETPAINjy alUTIKaIlHje 32 CHIMabE TIOKPEeTa.

VY nocneameM KOpaky je OmMcaHo Kako mose3atu Live
Link Face aammukaiyjy ca KOMIyTEpOM U Pa3BOjHUM
OKPYXKCHEM.

4. KOPAK 1: CKYIIJbAILE PEOEPEHIIN 1
MOJEJIOBAILE

Kako je y mpeTxomHOM TOINIaBby Ha3HAYEHO 1a je 3a
CBAKOr JOOpPOr W YCHEIIHOI YMETHHMKAa 3HAuYajHO Ja
moceayje 3Hame W3 00JacTH aHATOMHje YOBEeKa 300T
peaTMCTHYHUjEr TPUCTYIAa aHUMUPamhy U Kpeupamy 31
kapakrepa. [1omTo je KaakTep XyMaHOMIHOT M3TJie/a 3a

onpehene menmoBe Tema  kopuimhieHe Cy  JbYICKE
pedepennie. Ha npumep, aHaroMmuja pyke Kapakrepa je
MONPHJIMYHO CIIUYHA JBYACKOj, IITO C& MOYKE BHICTH Ha
cruny 3, ma je u3 Tor pasnora KopuinlieHa JbyacKa pyka
kao petepenna [4].
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Crmuka 3. Ilpukas anamomuje myocke pyke u nopehery ca
pykom Kapaxmepa [3]

IMomrTo je axieHaT Ha JMILy KapakTepa y OBOM 3aIaTKy
CKeJeT 4dYoBeuWje Jobame ce Moxke pehm ga je
MONPHJIMYHO CIIMYaH JI00amy Kapaktepa. [ 1aBHa pa3imnka
je HemocTojarkbe HOCHOT KaHala W OKOJHHX Ha3aJHUX
koctHjy (cnuka 4), [5].
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Cruxa 4. Ilpukas nobarve uogexa u nodarse Kapakmepa

[5]

5. KOPAK 2: KPEUPAIGE BLEND SHAPES

Hakon kpempama mMojena motpeGHo je Hampasutd Blend
Shape-oe 3a m3pase muia kapakrepa. To ce peanusymnje
nomohy Layer ommwmje yuyrap ZBrush-a kopuctehin
HampaBJbeH Mojzen. Layer ommuja (yHKIHOHMIIE TaKo
IITO CE aKTHBUpa CHMMame Layer-a u oHJa ce Hampase
IpOMEHEe Ha MoOJeNy. Y OBOM CIydajy, NPOMEHE Cy
pasnuyuTH M3pasu Juna koje he kacuuje Live Link Face
Jla 9uTa. Y OBOM KOpaKy HajIOTpeOHHje je YCKIaIuTH
MMEHa M3pa3a JHMIa KapakTepa ca MMEHHUMa 3a H3pase
TN Koje Mpeno3Haje aluiiKanuja. YHyTap aruidKaiuje
cy nepuWHHCaHM W3pa3W JHIA KOje OHa JETEKTyje Ha
IOyMIy W Mamupa WX Ha Kapaktepa. Hakon
eKCITOPTOBamka CBUX M3pa3a JIMIA Kao pa3iInduTe 00jeKTe
Moxe ce rpehu Ha criajambe uHdopMaluja ca pasTHIUTUX
MoOZeNna Ha jefaH. PasnuumTH Monenu 3a cBaku H3pa3
JHIa ce MOTY BHIETH Ha CIIHIH S.

Cmuka 5. Mooen kapaxkmepa [4]
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Taj nporec je onpaljen ynyrap 6ecruarror 31 mporpama
Blender, xopucrehu Shape Keys ommuje. Shape Keys
OIIIHja Ce MOXE BUJCTU HA CIIUIH 6.

Bottormn

Cnuxka 6. IIpuxaz Shape Keys onyuje

6. KOPAK 3: TEKCTYPUCAIBE

[Mpunpema mpe cBera mojJpasymeBa eKCIIOPTOBAEbE
Mmozena u3 Zbrush-a. Excropryje ce Momen ca HIKHM
OpojeM monmroHa, momrTo he ce Taj MOAeNT KOPHCTHUTH
yuytap Unreal Engine-a.

Hakon excrnopra notpebHo je ypamutu Unwrap monena.
To mnoapasymeBa moOCTaB/bame ,IIaBoBa“  Koju he
JUKTUPATH TpojeKiujy Mojena Ha 2J] paBan. [Tomohy Te
2]1 paBHU ce najy uHpOpManuje rae ce Koja 0oja Hama3u
Ha onpeleHO] MO3WIMjH HAa MoJely. TH ,IIaBOBH Cy
MOCTaBJbEHH Ha 3TJI000BMMa Tella, Ka0 M Ha JEIOBHMA
TeNla KOjU Cy yIeyaTjbHBH y CHIIyeTH KapakTtepa. Hanwme,
MOCTAaBJbEHH Cy HA BpaTy, MpPENAacKy Ha PaMEeHH OKJIOIL,
MpenacKy ca PaMEeHOr OKJIONAa Ha HAJUIAKTHILy, JaKTy,
py4YHOM 31700y W TIOjeIUHAYHUM TPCTHMa, KYKOBHMA,
KOJICHY, CTOMAJTy U KaH[laMa Ha Horama.

Takohe, nopatu Cy IIABOBU y JENOBUMA DPyKy TA€ CY
cnabe tauke. [lopen oBMX IMIaBHUX, JOJAATH Cy JOJATHU
IIaBOBM  Ha MECTHMa KOja HHCY TOJHMKO BHJIJbHBa

rnenaonuMa. Ha npumep yHyTpaima cTpaHa pyke, 3amba
CTpaHa BpaTa, YHyTpallllbH Je0 Hore U ciuuHo. [lomro je
aKIeHAT Ha JIMILy KapakTepa y OBOM 3aJaTKy, Ha CIUIH [
Cy IpUKa3aHU ,,IIaBOBU " HA JIMILy Mojena [6].

Crnuka 7. [lpukas ,,waeo6a “ na modeny kapakmepa

7. KOPAK 4: UMIIVIEMEHTAIIUJA MOJEJIA Y
UNREAL ENGINE

Haxon nojenraBama Shape Keys-a tako jna unpopmaiimje
0 u3pasy JjMua Oydy MpUIMCAHH [JETHOM MOJCIY ca
HEYTpaJIHUM H3pa3oM JIMLA, HOTPEOHO je MMIIOPTOBATH
mozen yuyrap Unreal Engine-a. IIpBo, momen je
notpebHo excropToBaru mpeo kao fbx us Blender-a, unme
ce undopmarmje o Shape Keys ynyrap jemHor mojerna.
NmnoproBamem kapaktepa y Unreal Engine nobuja ce
IUjaior YHyTap KOT je TOTpeOHOo akTtmBupatu Use
Skeletal Mesh wu Import Morph Targets, mrto ce moxe
BUIETH HA CJIUIH 8.

Cnuka 8. Ilpukaz onyuja 3a umnopmosarse mooend

Hakown Tora motpe6HO je mampasura Animation Blueprint
koju he ce mosesarn ca Live Link Face ammmkanujom 3a
CHHMame TOoKpera nmua. To ce peanmsyje KpeHpameM
HoBor Blueprint-a u mox Bpcrom omaGpatu Animation.
VYuyTtap HOBOT Blueprint-a ce mMoxxe moBe3atu pa3BojHO
OKpy)Xele ca amhkaimmjoM. To ce  peanusyje
kopunihemem Live Link Pose Node-a momohy kor fie ce
KacHHje moBe3aTtu MoOmiHH ypehaj koum he ce cHumarn
rayMan. Jla 61 pa3BOjHO OKPYKEE:E MOTJIO J1a CE MOBEKE
ca ammmkangjoM motpebHo je aktuBupatu Plug In-ose
koju ce Beh Hamase y nporpamy. C 063upom na je u Live
Link Face wu Unreal Engine nampaBuna exuna
TaJCHTOBAHUX TEXHWYapa M yMeTHHKa u3 Epic Games-a,
nmiutementanmja Live Link Face-a je jemmocraBma 3a
cBakojHEeBHE KopucHuKe. [ToTpeOHO je camMo aKkTHBHpaTH
Apple ARKit u Apple ARKit Face Support. Ti HeonxomHu
Plug In-oBu ce Mory BumeTH Ha ciruiu 9.

Crmuka 9. Ilpuxas nompebnux Plug In-oea ynymap Unreal
Engine-a
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8. KOPAK 5: UMITPEJIEMHTALIMJA LIVE LINK
FACE-A

Ha kpajy moTpeOHO je MOCTaBHTH Ja KOMI[jyTep Ha KOM
ce panu u MobwiHu ypehaj Oyay Ha ucroj IP agpecu. IP
ajipeca KOMITjyTepa ce Moke Buaetd momohy Command
Prompt-a u ynyrap mera ykyuaru ,ipconfig”. Ta
KOMaHJ1a Jiaje KOPUCHUKY HH(OPMAIIH]y O aipecH, Koja ce
MOXe BuaeTH moj mojbeM iPv4 Adress mTo ce Moxke
BueTy Ha ciumu 10.

Cnuka 10. Ilpuxa3s npozopa Command Prompt-a

HakoH uHCTanupama ardkaigje Ha MOOWIHOM ypehajy
noTpeOHo je yhin y ojespak mojeniaBama u yHytap Live
Link ommije u yuytap Targets ykymaru oarosapajyhy IP
azpecy, J0 Koje je mpuctymbeHo momohy Command
Prompt-a y nperxoanoM kopaky. Takole, y 0BOM 01eJbKy
je moTpeOHO HazHa4uMTH Koja Bep3uja Unreal Engine-a ce
KOPHCTH, IITO ce MOXe ypaautu y Protocol cekumju. Y
OBOM cITy4ajy KopuinheHa je Bep3uja 4.25, ma ce mon
Protocol-om momecu ,,4.25 and Later”. IIpo3op yHyTap
KOT Ce To/IelIaBa aIuInKaIfja ce MoXe BUAETH Ha cir. 11.

Live Link

Subject Name

192168112

Live at Startup

Cnuxa 11. I1puxas nposopa Live Link-a

Cnuxka 12. Ipuxaz Animation Blueprint-a

Hakon mto je cBe moxerieHo, Mmoryhe je moBe3aTu
TeneOH ca KOMIjyTepoM. Y IHjaiory KOju ce MOxe
Buaetn Ha cimiy 10, croju cexnmja ,, Subject Name * muro
obenexaBa ume tenepona. [lon THM HMMEHOM Ta MOXKe

npeno3uatu Unreal Engine. [Ta imu je tenedon moBesan ca
MPOrpaMoM ce MOKe TIPOBepHUTH yHyTap 100Is, ma ce yhe
y Virtual Production, ma y Live Link. Hakou oBor kopaka
yHyTap mperxoaHo nomeHyror Animation Blueprint-a ce
MOXe TTOBe3apH TeledOH, IITO Ce MOYKE BHICTH Ha CITUIIA
12 [7].

9. 3AK/bYYAK

Live Link Face ce moka3ao kao CTa0MJIHO H MOY3aHO
peleme 3a noTpebe CHUMama JHia TIyMIla 1 Malupama
HAa TeHepucaHor Kapakrtepa. Ilopeq MOy3[IaHOCTH,
M3y3€THO j€ HWHTYUTHBHO M HOBHM KOPHUCHHUIIM HE O
Tpebano 1a UMajy moTemkoha IpUINKOM KOpHIIhemha.

Jemna on cmabocTH OBOT cHcTeMa 3a aHUMAIHjy H3pas3a
JIIIA jecTe IITO OM TUM aHMMaTopa MOpao Ja mnpohe Kpo3
aHuManujy u mnompaBu oapehene Key Frame-oe anu-
Margje 1a O ce TOOWIHM MPUPOIHUJU TIOKPETH JIUIIA.

Moryhe mnomnpaBke cy Oospa mpumpemMa Mojena 3a
notpebe xBarama MOKpETa JWiia, TAe OW JIMIEe MOJeNa
O6ua0 3HaTHO Tymihie TOMOJIOTHje y OJHOCY Ha OCTaTaKk
tena. To Om omoryhmmo kopumheme Iemor Mozena
YMECTO HCEUEHOT TOPH-Er Jea Tea, Ka0 y OBOM pajy.
IMopen Tora, nomatak poTaluje IJaBe Kapakrepa Ou
no6osbinano npeserranyjy Live Link Face arumukarmje.
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