Juzaun na 3D mooenu

AHMMUpaHe Ha 3D moaenwu.
CKkeneTtHa aHMmaumAa. [o3u
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Ckenem Ha mooena

I W7 Anrumupane Ha 3D moaeau 2/23 I



Crenem (Armature, Skeleton, ...)
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Buoose Kocmu

“* Nedopmupaluy;

“* KoHTponupawu;

< Opyru.
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IIpumep: [lepopmupawu u Konmponupauwiu
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Xapakmepucmuku
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Yacmu na Crkenema u Kocmume
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* BpbX;
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** Tano;
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Paouycu na Bruanue

Pagunyc Ha KopeHa

30Ha Ha BAUAHUE Paauyc Ha Bbpxa
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Meck

Shoulder R . f Shoulder L

W/ Annmupane Ha 3D mojaenu



Cmpykmypa
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Cmpyxkmypa

He e 3aa4b/1KuUTENHO Aa nma
LAZIOCTHO CBbP3BaHe Ha
KOCTUTE B CKesleTa
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Cmpyxkmypa
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Cevpzeane c ceomempusma (Skinning)
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Bone A

100% weight for their own side 10% extra from other side
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(1) Bent (1) Straight
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Hpyau
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Hpyeu

* Npansepw (Drivers);
% 06BMBKM (Latice);

% OrpaHuyeHus;

% ObpaTHa KNHEeMaTUKa;

* MycKynu;
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Mooenupane na Mycxynu
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Mooenupane na Mycxynu
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Mooenupane na Mycxynu
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Bvnpocu?

apenev@uni-plovdiv.bg

Refraction Using Vertex Programs
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