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Abstract : As the gaming industry enters a new phase focused on high—quality development, AIGC technology is
bringing about profound changes in game animation production and university education. Drawing on
industry—leading case studies such as Tencent’ s VISVISE, this paper outlines the technical framework
and toolchain enabled by AIGC for game animation. It focuses on teaching practices centered around
AccuRIG and Qianmian Motion Capture, analyzing key technologies such as intelligent skeleton
rigging, video motion capture, and ADV and HIK skeleton re—targeting, while exploring pathways
for the generation, modification, and redesign of AIGC motion skeleton data. Research indicates
that while the initial debugging costs for AIGC—enabled game animation workflows are relatively
high, once the technology matures, it can achieve exponential improvements in production efficiency.
Simultaneously, it drives a shift in the focus of teaching from technical operations to creative design,
placing new demands on the comprehensive capabilities of both instructors and students. The AIGC
game animation practical workflow established in this study provides a practical reference for teaching
reform in relevant university programs and for intelligent production in the industry.

Keywords : AIGC; game animation; VISVISE; workflow; teaching practice; Al motion capture; AccuRIG;
skeleton

515

WAk, FRENER AT E4 FEEEL, R, DA T BRI TT L, RN R TR RTR S 2RI %
BV, HAIERCR S b BN R S S TA e 1 . [ Ge ik sl B R R = B RO T LR, TEBige . PR
H L RSB EHIER SRS, E ARG . R . B A BRI, TR RIZ T R R B A

IR, AIGC HARFESHAE RIS IR, SCAESIVE, BRBSNE . B A SIS HORINA R -, BT VISVISE, JRT%
Al TR, FRElskahmd - E=0p AR IR By, SR T 0, s sl G S8 R 2 M ST THAR 2,
WRENE ST ETEOREY, SAAMELI PRGN, AL KSR A = ke, #r s dkiad.,

ENAMASHI S, ESMELE, Epic Games, @M AL WA TR . SONEhmEA:pL, MoveAl, Cascadeur

Copyright © This Work is Licensed under A Commons Attribution-Non Commercial 4.0 International License. | 083



FHEBLE | INTEGRATION OF SCIENCE AND TECHNOLOGY

TR MBI SR GEEIE, AR ESIEA T . BRIV E AR EAR, TR T se AR R R . FAT5
M PAAVSEE SR E, BEIR VISVISE , IRICRH LEBSLIMRMN T, T, AccuRIG S TRLE/NA NS H
D B, ARSAARITTEZ R —BORN ], EPN R G . #oAieigt . SEE RN RS A e, 18

WIR RIS

BET UL, ASCAGTSEHERG 5 B S, RRAIVERI AIGC BRI ENE I ERR, (SIESCR PRI R, 458

AN, FRBATI AN ESEEEER L.

—. EREREFERER & ER

(—) &SR EhE e O FRR

1 G5 R 2l W A B 97 B B SR AU A, IO IR g
THMHIESEMIA: PR ERTFIIE % e . FRAER
R R EEOE S AR, DULRR . DAY
Pl EITRR S E T S NIRRT, TR RS | PR
TR ZhESWNOBEEN, RS, S
AR L 2696 5 T TR E s

(Z) BlvER

—RATTEENAL, RAAEMERAEEEEE 1-2 K,
Saptanfik, kRSN 3-5 K, 10 AR ICHMEhE
BRNEE, Sl & R R B EAGS S AR LG,
S NIRRT, TS mf, shifmiss i, KAk
eI B B AT R AR SR 30% DAL ZRBEEEH
MEFER, AT RIS SR, TS5 3B QI 1
([, ATTIIHSR . 25T o= g s DU e ke, A5
B Oy BTN ARPUARTE, Falimi o SR RARAE . 1
At SR TSR, IR TR,

—. AIGC TaEHF X shiE R AR B S5 T B i%ikE

(—) BB AR E

AIGC JRAENEEEN WG FRITEZ IR0 AL SOR, T
REERTT ASICSER R, RO ARNEZR AT .

LA S B RL, B A L SCAESMET R ER
T7 ik, FRYE SO AR A2 BE BT 3D B B s W Ay BT
Transformer ZUAINFFIINAEEY, GESCHIZN{ER REAMML, FREE
BEIHIES AR,

2. BT B . LL 2D/3D AMREZS Al v AR
O, ATAS BRI MR BOFE AT =40 8, SCHR
A AEEERBH TR .

3 BB EINE: AN A ORISR, RiETT
B, S EREASM.

4 HWEER SEEN . RA IK/FK BEMBEED:, SO
HENERIARARL, O BRSO ERe, FINET RS
STHBIERBSITRE SR, AL AR SRR

(Z) £ AIGC s ahiE TERIE

gia TR K. BMET RS EREN, N AR
AIGC T HAYZShRE, e, 408, shiFAnk. s, 1555
FDIR . =4 AL TR Meshy | BT 3D 30K / B
ek 3D BRI ERIRF ML, P A R R, A
45 AL TH: AccuRIG F:4T Al VT EBIABI SRS, 3(0F
#Efl; VISVISE GoSkinning ., UniRig £10&E Z% M a5 s i,
e Tk b A 7=, SCAESIPE Al T.E.. Uthana, 87T Motion,
DeepMotion SSRGS A A O 1E. AL il T Tz
fili. MoveAl, Flow Studio SLBILE HMABIEIEL, Jofk % ik
#r; Cascadeur B Al SHEIUESYEEAUTIEE, FIEIESIELR
. shmiEgT o, BIZF Seedance 2.0 SLHEFEIE Demo JEY.
SRS, SEELf B S E R

(=) HFHSTHER

G RIHCAREAR . B BT SCERERR OO TR, ik
AccuRIG 5T HENHIE R EFE LB O T H, AccuRIG #EF
B, AL BRI e O St FACE, GRTE B AR PO B AR
S, BEGE 1-2 RASSE TAEGRZE 1 /NS, ERCEEEA TR
By, FHsihow T s, B @I i e s R AR,
FEMCRE (R, REDRIRA AR BIERM, S a2 BAIE,
ZEREAN, seREEE CHE — ol — ST BOOIRT,
JEFCESR TR

=. AIGC TaEh XL RhEIEF SE ik

ARFCESLBLL AL TH + il set + Wt T A,
JURGIEAR AT 98 —AL Sl — S EE [ — B s i — s
WA AR, HR GBI AR A, AN
22, BRSNS

(—) AccuRIG BEEEBHIES KA LR

AccuRIG /& B #E40E S5 RO TTH, AT Hifr il
A GRS AR 6E, REMCERIERE . S,
BIRSEPEN «

LR S A ST, F FBX U 3D kil S A
AccuRIG, BN, BIEBE . B0 MR, B
AbFRRifE T—Pose B{ A—Pose;

2. AT RATEZI: S5 AT B#RRILRE, B E s R

084 | Copyright © This Work is Licensed under A Commons Attribution-Non Commercial 4.0 International License.



B, Rkl AR, Wb, THRSEREERTT, AR
e 5

3 NLAAE: 0 RES. AL JEREE AT UMm 2230
fir, SFAEFHWRBERTE, ERTHSRILNICIEHE;

4 BRSNS IR, Al HEb S
WE, WFN. BRFEEAP A TR EI ;

5. B S HIRESE i e 0y FBX %, &
A Maya JEFEIVENNIR, ASAE SRR HHE TERE S7e 5 (AL

SEEGRM, AccuRIG RIBZEE T EAlBIMEN 1, 1L ETTH
FERRRGLRE DA B MRIE L, ABTRIE IR 40 FUR Y LR 5 2
1B, WERTEERER,

(=) FEshiEdsamnER e SEik

FHZERZEMEE Al TR, 6 TS

REPEBRE], plONBCEE P ER AR 0 TR, BRI
BH:

LAEAEE: 18 S nBUTE,. 0. Wil FELSEIER
BB, PR AISRAGL, e . ToRIE TR ;

2. AT FYFESRE: KRS A TSI -6, Al B35 2D
MRS5S 3D B akalfEE -

3 EMFRESEIE: TR Al ARBIBNIE, E0thEtzsl, ki
PEHS SEWEERE, IHTTFERGE, MR ;

4 MRS BARSER B AR S D TBX ML,
B & v [ R i

WARELEALE T B ARSI R, A TR AR R A
S, PRI T SR BIER RIE I, [FIN FRAIC T S s i
PRI S oA

(=) BREEARERFTERAR

G EE SIS RIS A H AR A AR DR,
SRR RO L RIREZ RS EE ADV ( Advanced Skeleton ) 5
HIK (HumanIK) PIFPEEREAR, ISR, RS0 M7 5
E5, BIEAARE .

R EE (0] A% O R IR Sh A i s 5 B AR A G i O 25
tyL el Z s, B EERTE. RHES gE. IK B IE
TR KRR, LB e, WRATY ., F8. HP %N
B, R0 BRI ORI RS B e s

ADV & Maya P& 2N HIE A i E0E s, DMssit
A T SUB I . SRS D, JRE FR/IK JRAIK
S5 R TERER EE L, WRFREAIG . AR A 8 2 R A
o, SmiEeE SR Y HARERTER N T B S A
HEWMORERT, Si—%RR: % WEH-ost-mE—
ST BRSEROCT I TSI TR N, B
WETT [ ARE CENR A IR BRI R L, PATBIEE
sy SO, PR hZe. BRI R O,

HIK #& Autodesk B 77 LM hriEF A, & H T Maya.
MotionBuilder, >R IK/FK WG MR, ke AR iR ik
U 1519 i = ) il (U b vios £ M ¥ LS E PP IR EIE i
SERRA0SBHHT Character %, N F4ETT; TEhIGHR

K

KWW RFR, W SHFLEHITEAEF A0, IR R
B, SEREE IK T BEshEEdE e e, (EEEE, 5
B ks FEEE 7]

(M0 ) shissiErrEL s S B IRE

Al AR MBIHEEREESIERIED . TP g9, R4S
[FJR, JoE EE N TR S E, ARG Bt TP 2
ok, SEh RIS e

L ihZdmia e, FEhiEuE S Maya, F1ITEE 20
ar, MBRSEE, B, PIEREIEML, BORsifELE a4,

2. BRI W BUER AR R IK =g,
LR EERG G, MRRATIE . AR S S R,

3EMSATAE IR, KM E R A, W S 0 Rl 5 1
W, IR PCES B R ALE, (BE 5, RUTE AR

4 SRR IR SRR, B EPG  45
R, A FE SRR S R

5. 40 Ab R TeEE: WNINTHRME . R . sl E
WHIE, A ISR EAREI.

(&) shEBIRITStIEFE

AIGC Y RELE PR ERZNE, e XIS — R
WA A, T R R S B,
UV ER TN B OO ZE ¥ RIS PO R LR M
2, SHEEREIRETHE, HESh R A WA R 7 B R0t
TR

L RSP MRS KRS, K AT A2 S LB R
R, BER, ST, JESIEEE . TREEES,
T AR AR 5

2. TR I NIRRT IS RHE, (B s
VR, R, RINEN ., PO, Bk, WEEE, ik
BIFETE ARG

S WERACIERL: Ai e ek, iesaeren. =i
FENVEEZD I, &R L 54T R Tk, "RAHERE
NS

4. JFOIEATHET: A ATEMBIVE LA, HEAH
ERBL, BatLmmashiE, 25 ALSHERCREL, e
I

m. it

ARG GATIRRAT BB S HA LB, 5epl AIGC TRBETHERL
HWHE T ERERRZ AL EIE: B VISVISE Al 5)
WA AAT I AL R R BT 1], F A S A P EIE T
AIGC SRR O, ZSR B RE AR S ol Az
B AccuRIG 5T HIHHERFIEEAF, 456 ADV., HIK
FEEA, AEESEHN AIGC R EhEA R, KIFGHE
SERFIEIN, SRTPEEEACR SR SR ), BT A
RO, G TR R A LA, TR ELS)
i EMGE S 2B Er Tk, AR AT SR

Copyright © This Work is Licensed under A Commons Attribution-Non Commercial 4.0 International License. | 085



#H%REA | INTEGRATION OF SCIENCE AND TECHNOLOGY

ZH, EEEARGIEBOTE R, 1A, AIGC WREERVIFNEI  [H; FINIZEARBRAT REMZELSEHR TR, Hshieksm
WA TR A R . MR, (AECRS BB A MESHARBRIE RGO R, MR . £
HIGHPSRETE, KM R, BAaaaes Sy men  Reeh SeIEEHEH THEMZG TR,

243t

[1] JETIFERRALRE = i . VISVISE 4% AL WEESEARMRTT REAR RS R]. L - HERATRRERS 2025,

[2] THISIHHHREIA . 5 HA AT S RN RSN R FIRFFSE (0], WERRTF A, 2025(06):45-51.
[3IReallusion 247 . AccuRIG £ BEF R E RS SHA TR (2] 2025.

[41 Z=BA , 5k . JEREhE T HumanlK 5 ADV g HEE A o (0. HEHUEEL L2024, 41(08):52-57.

[5] FHEEF . AIGC HARIR AR R B AN % VSR ARRER (1], ZAREE ,2025(03):112-115.

[6] FH BB A TATRESCIR % . RIEF Seedance 2.0 ZARASHH A AR (R, ALnt « SEREFBUREIFT RS L2025,
[7) X1 . L2 ST SREN SRS RSN B P P SE R ()] B ARG 2R 2024(04): 78-84.

181 I S Ex ALAFFA TN . IRTE A Al TRAERESEARE RIS (], ThENERE L, 2025(02) : 36-42.

086 | Copyright © This Work is Licensed under A Commons Attribution-Non Commercial 4.0 International License.



	AIGC赋能下游戏动画制作工作流程探索与实践研究——基于 VISVISE及AI工具链的教学应用与反思

