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FIRH
CHRE R} 22 Bert SRR AT, dEat 100080)

O N RS N R ST TN A R URoR 5% ShaiE, A
HAT MRS SEB % DA K HHTT LA SRR S LR S
R AR ARSI, RIS

HER Gvirtual human 3% computer synthesized characters) #& AN7E THEA AR 258 CEHLIAED) 11
JUTRHE 5 TSRO R 254 2 D RN S 1 B O S 8. LA 02 B2 AMLAS
B BTN NPT IR 46 e o 2 Sl B B TR S, i, 3T 4. R AR
S i SRR BN BOTHIN 2 S E RN RBIIAEE T 2, AR A THE R B A A R R, 7T
DABEAT S B Ao A S oA, ikt adt, REAONBAT a0 R A

(1) A HE0) JUATBAY, LETE ENVE R 2518 5 R A, A 3 SR LRS5BT AR . =48 BN
SR B B R K IR ()74 () 3 9 =4k

(2) ATLAS & P AE ELAE FH, B0 S ] A 55

(3) REANBIAT AT A THEHURE e Fsiil, SX AR RS AR R fefk Cagent) . R A BIAT 9t AT
DAH B S N F28 i, R 0 AR LS NI & (avatar) . (BN A& OL, HAT RS DR I 5
FLR N —BURFIE;

@) BN AIEGE NS B\ (8] AT LU 3 SRR 77 XSS . B4, v DUH B2 5 8N &
S (FROTZ HAEH.

AINR T R AUNA S BIEFET 5e NH SUs BF TS AR B T IR i, IR 7L E
RN RS,

1 EUANEGHR AT RESNE

Nt AR, R N ORI ORI, 4wk, ANTEROREL AN 2R E S A 2 4
PAR SRS FFIE AR AL . FEMRIRVE 22 ORI S B In] I, A5 VF 2 N #500 JeBIN 2R & 1 B 5.
BN IR A% S RHELE 7 BLHE T Cas FRGUAE A I ORI i BB ) 22 Jeh 2 SRl 25 S50 25
9T PR GG, MTREE LS 5FH N S N5 B0 Z 8 K & LLENEIT A
FERAR SO 0T, FARGETTVEMR DRIZ B o) J, AN B B4 e, T H 2R R T, =
YEREAUN G AR it Pz 26 o] it 13877 v e

Wi Fs H #1:2000-10-26
FEETH . H K [ ARF} % 5 R 4 T H (69789301
fEZ W FIRIL B, 1966 4F 4 H 4, 1+ BIWFIEH
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L1 AR

HHE N Badler [1E4E, = 4EREWNA OB L & DRI T 6 NS RLA Al 1

(D TAE B0 (work place assessment). FEBCTHBT TAEPAEE R 2 CREIOR 2RO, Bevt il
AT BT 73 HTIT (ergonomics analysts) # #  22 SGHIF 78 P Al 20 BT 1 A0 (visualize ) N AETL ) £
PEVERE, LSO B2 5 S 3], JFAE R IR G123 Bi 2 /l, S R B, K iee. B H
REAMN B B AR R RN AN TAER G, JFdid ke 40, (052 B, AT ZhAM G wT LA DFA
BT R & BN S B TR A S .

2 )RiliAE 5347 (crash simulation). VRZE5 WHLIZ A e — BELR AT 170 0 Qo) in) i, J3 A X 48 52
I T AAE R MR 0 SReB 10 B, — BRIV RIS DU ASE TR — A R L
R BTVE Sl — e s R, FL A 4T3 — SO SR SR i, R e B SR AL
%5 BEAT ELSRHORE F SR, FF70 B AL SR B AE & Rl 48 S B 32 0403 . XA IR B R Bk AU FE TR
R . SRR A GEOR, I T SR 52400 73 20 A B AEAS [F) 2R AR R BT 252 FORlE 8.5 45 3,
FFHZERER T 207 RGN TR S5 2R TR ok, T LUK Bl D Se vy B 8, N5 B4 o,
Aot W, R AR E AR,

(3IZ /3 HT (motion analysis). X1IZ3) G BURE NS BREATERER, JF A AT IS, W LLAE
AT ENE B InSe SE B I 2. #5077 k72 RS AGHL AR 13z ZhE 8, IR X Lz 3 |
B Y ST I =4S 3 B, IR I L B S b AT AR 35 1 S B R L sz
FERID s 3 = RN T3 0 R

(Diz iﬂﬁﬂ? (movement notation). {E#H EJJ%Z#\ M—‘_ﬁl}” Z5. %ﬁ%ﬂi H, ﬁﬂﬁﬁai% AT R
BEER—EH RN RORRE. LS8 0 37 V5T B LT IR 7 2%, (HIX Fpo7 A re 1
NI ) T MUTE B 2 3h 5 B, W REIERE MR NR 1235 S, T2 2 2 5UEHL FR A
AT 240 5 — N NIk isah . RIEan g, R sefs 2L AR AL AGE B, 8 T X A 1]
R, W AR ST = R R S 75, I FH =B R BIR AR 38 5), B | 4 sORSE

(5)%% 55 (entertainment) . K¢ =4 REAL A DI 218 Al 2R A A0 R, — B AATTROHR 1 PR
L.

(6123 BEfif (motion understanding) . AME AT I B2 — FAf H1E 5, tnEAN T8, AN HEE S
EARIE S RN . I ShER o IR 7e Py 25, O Ak igsh 3 9 . RIWIEE Ak iz 30, 32 A el iR
BIELFTREA LIS . @ NMEEshde® . MR ERIE S Bk, AR S, BIYHEEH Gto-
rytelling) .

FIHATALE, B G EU M iz @ 1 RIR 6 AN, Hak )z N T AR Z AN T

(DI 2 Gvirtual— conferencing): fFH BN RINS: 58 LA SRS WO DLz 2
WO X257 5 HEEK.

()22 H. N Ginteraction) ; 4247 KEFMHF b B9 A4 AT DA SR NAKRZ IRIBG AT 22 B, dn T35 58
HY,

(3 4% (monitoring): /2 A1 ke BEAR N AAIZ S #RAE AT AR is 38, DL A= K.

@RI (virtual environments) : REAUAFT LA FHVE RS2 N AE EAUIA B8 AT AL 46 20 Hr L 1 GRal 4
R A .

5k (training) ; = ENZ: S5 & 1 ERAE Hi6E FIBAUME R URSE 6677 0 6 FOMGR 37 3R B2 rh (1) 52
R4

(OAF (education): SEILZFHET, 22 B S MERE T
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(DZEHE A A (military ). WHH B2 510683 07 B, /N 50 AP [RIESE A 32, F0-F 340 s 3595
#T.

1.2 EWANG R TN

SHERBN A BT P 2577 LA 9 R,

(DB B UL R IHE> 2™ FBERER AT SN B ) i LT o, 36 H i
FETHEMIAE R 2 T A O R T B AR, R M0 LE RE 0L IR AT o 1 LA 2 (8]
PO B U] Ras Db 2005 /& —HE AU ARSI S AT Sr 155 07 T i S 5K

QOB ARBESE S > U7 R GE s ST VAR T B 2 SE DUE B RIS 3

2 =B WN U RR T
2.1 EMAERR

R AR 7R AT A5 5 R DUR T UM 715, PRy, R e 2y, pR Ay . MRl B2 0 AN 1R %8
3R PR FEIRAN S 3T L B BT AR A [X 4 S 000, s ) LS IR 22, LAk, oo Lt N Ak 53
BNTVER IR . RIS AL 72t — R4 2% al il [ ) SRk A% ok o MR SME. 1%
A 23T (polygon) % Bezier RHTHINE AT PR o1k . A5 J2& b FE AR SR 45 R s AR A1 TR, 5
AARZETT L SR FUREAA, MR A, RS, 100, Badler £ F 300 2 /NERIA Fm ARSME ™ . ARBE R )y v
FON MRS IGBUN, EIR vHE 81507 8, Fr & N AR, (B G FRoRs R 0 R 372 Ak, 18 LA
5.

AT SRR AR AR, HRTBE T —Fh a2 e A or i P, s 1 R, SR s
G 1 FRJUMTRERIPL R, FT LA A [F]JZ R E AR

flaloton Primitives Skin

K1 2 Ny

TEIXFE—Pp oy 22w H, — AN 0L B FRIE AR B 28 (articulated skeleton )« JLJZ (muscle ) i1
Bk (geometric skin )y A7 I WA — 2 BRAZ, FoRRE AR SR ARMEE NS 1A ot JL Pk 2
AE R G E FOIRAS, o T A FIEAEES . WLRE € T NIRRT, B RAS T2 L
PRI RIS, d52 i R R 2 A DN PR s L
2.2 REUNTRIR B Brbsite

N TAET ARG SN AR fRE 0N 18] S A2 B 3L =, B AT A =1 280 [E Brbr a4 VRM L F1
M PEG4 #8146 SRR R,
2.2.1 VRMLHEMARMFRR
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VRML & — A UL S @505 5 (virtual reality modeling language), ‘& 32 ZH T 1E Internet |38
AN TAR IS = Y M SO READD A . R AN A R UM SR ST B R, Ty 1 SRR AR IR B 1)
N IARE#AE SIE, VRM L o — AN T TH) 545 R AR R, F7 9 H— Anim, 1% PR 56
AEAE VRML (1352 (http: //ece.uw aterloo. ca/ ~h—anim/ ).

H— Anim F1F =815 5 (node ) F7n — > R AR AR, A A4 B0 Chumanoin ) A4 5 (oint)
A BEBL (segment), FHEEEAN A3 51 A AAKE L 77 DI 47 DS BREL. 53 4h &l H
VRML 1 JURBEARL R TR J7155E ST RN B A CRIEr i BO 1) LAY, A4 BB (segment) RIAT B
HAEFITAERY 575, AR T LR BT R AR BB, X o3k A — A 5o B RO A Y (FE
VRML FRXLETCER N T 5 node) . A1 2 Fis:

2 VRML HEMAKER

REFLFR) B B ) 0% AR A AR F RN B B AR SR B B 52 i 21 S5 e AR Bk 3
5 PR, Biltn, NAREC iz Zhai 4 5 ST I8 80, MR 51T AIZ SR i RS T 56 [
izzh. %L, H-Anim KRN NABE 2 RIS R R R0 3 s (AR, JFLARE LR
2, DAORTTN T R, AR BOSIEL.

Humaz Roof 6DOF)

A_hp(3DOF)
DOF) ™, _Left_kmee(2D0F)
JDOF) _ankle{| DOF}

_shoulder(JDOF)
tDOFYN Lot albow(2DOR)

Right_knee

Raght kmec
Right_knee
Rughi_shoulder

Right
Left_wnsi(2D0F)

Left_thumb_bane{IDOF)
thumb_mud | DOF)

Left dwmb_exti(1DOF)
Rught_thrmb_ewi

Right_mnk_cu Lefi_pink_ext

K3 H Anim B K RORE R

2.2.2 MPEG4 AR IR
MPEG4 version 2 FIFFUE IR Body Object FRISZHE. 1SO/IEC JTC 1/SC 29/ WG 11 N2802 X A 44
(1158 SRR 1 “ NMAARAY (2 body modeD) /2 EFLNBRZEAUA ELIER 7R, W] IR N AKIZ3), SL Bk s
B, FEIH —BENARAIT . "MPEG body 14137 55 (nodes 2H i, FLTHZ 15 14 bodyNode /DL 3%
definition parameters BDP), #1/& 4 Ffi7s.
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MNEIZBZH BAP 5 296 NI N & 20 S5 M1 2 4, IX 82 50m] DL T MPEG4
HEER A NAR, IS R RN 3830

DOy

- H ;
e " o b
o . — AL P
-~ \ o
5 5 — 3 =l v W,
— o
g o: 9 .
2 ® e ~
" o
99 - -
3 -
49 f - .-
@9 e T T
o bR
* 9 >3
_ 8 3 p— _-' 4
L " 1 x

Kl4 MPEG4 AR
3 =HERANAT T

REAONER 1A U@ L A, I8 752 A8 F AT Jke P, BRI SDLN A 25 5 2R A BN 1) 1238 1k ok
Z0-24

FEAUN AT 9 4o P 5 28005 /2 03 ) SR, e — R i i) i3, R 2 N —Fh BB i sh.
W ORI R ST DR RN BT AT LA A R BT R G RV AT (T, 4%
s BEARRIRISE) .

RN B4 75T LA 23 K)Z (ow leveD 7572245 52 Chigh level) 7 . I JET7 VEAESR il Bz 9L
Niaie, EHEARE RAUN BB S 40 5 M A S S A B . 5 Ea sl 45 77 AN R AR AR
JRIEENE S THERIEA L, FEh AN iz s, W ANATAE, T RLE AT AL AT L 7 [ 45
3.1 AR AT Ay A

NS — AR IR A A AR, I AEZR A 1 AR BER A0, KRBT 23 B 38 AR R = 2. N
PR SR N A B 5% T BT B B R AR AR T/, B RIS 3h 5 (LA Wik 220 Bkt &
BEPEAE). NREREEEAR FYUE T N SHRIERS. ST AN e ZEE IS8 A i 7% BT F 2
AR L2

(1) MW v (Keyf rame 312 Sty ik ( parametric keyframe animation) H it 25 (156 Sl 51
B ARBAIT R, 4558 NMEIZENS R — L8 S S CRBE WD J5, 1Z0E A R IZS) I, H 3)
THE AN SRS 22 18] A5 R RN 22 25 CRIRT D) . 5 A D Bl 50 o e R AN R A, i ) O
AN AT 2D e, H Ot 5 b A 2 2D P B BIR, K shoctmid: i)
TiER—Hh 3D J7ik, H O v (RS E NARIZBIPIRAS IR B A, — e filik NS4S iR A
B, BIANZEES TR AR, A NS RGeSy 1L X i, SRR 758 S8 B
M7V,

M7 B B BAEAIE AN E B, T L4 H AN L A TR B B 2R H I A
(1), HILAHE B DL 3Rk,

(I IZF 71 Gnverse kinematies D' HLES A2 kb BE GEFTIZ I, AWK I7i% . IEIZ )
2757k (forward kinematics) 51012 3) 2% 7774 (inverse kinematics). 1EI& 827 575 7] A MZE 58 5% 75 HY
MRS ATALE S J7 e, TS Esh TN 5 2 R, E eSS EBE AT AR (end effector) HIA7 B
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577w, tHE &SI B S 7 1A

e NMAZEAS I, RIS 307071, R B8 S AR ui () AL E 577 18], 8 vk B &
FAFE. SRENWOUTIEMLL, EfEfRE PRSTE BRDZ T,

B2, U—MEEFR B HEEE T 6 AN i, AR e AR A B 575 1 (6 /> B HED MBEA fg
TEAE BN AT IR, O 0 752 R A — L H A B 7, G B AT N — RS B — DR
i, RAESAN RS, 288, IS Es A —e 5 B NRIE 358 —8. ok XM INERIH R &
RO, 1 H 2R s 3 1) 18 AR AR T NITF TERAE, X LS.

(3)31 1127775 (dynamics) 273 . BT i 5IERIT VETEE B AE BT, #EV% A 5 A
2715 7756, Bt o s e O T SlfE N 52 T ZER K, PrBaE s e DURHIE. 3 152 071
MRS NAREITRTSZ (775 77 58, v B AR S 5C TTIIE BE I, 505 e AR g gl i # v
R FPZS A .

55 MV ANIS B2 T VAR LG, 8 30 15 718 ARV B 30 75 MR B, oA B E
{ERZTTEE RIS HIN AE AR ST P2 1977 5 775, il LL AR . A, 5 75 248 il 5)
JIEFTTEE R T 2R T .

(it #2732 (procedure) . X T— L& JE B () N A4k #E32 B0, w4738 H2P, Boulic S8 N A 5246
Hlfg, G HIR IAB6 A, DA B AMRIZ SN L % 79 AT KR 38 A ARIFAE (B s BB, DA
SASENFHIE Cans B, i BAR M AAMIZ Sl . RN IXFh 5 12 B ARYE B N ARIZ B EURHIE, Rtk B
AARGFHE FAE, W H 2 T3], 2458, XM iE A FR.

(5)iz BARiFk 712 (motion aptu re)[ 315 17,3534 - XX PRI SE T, SR St AR IS, SN
FREENARIZ B, (AT ASE 2 R PN (I8 2. 1K 2858 B HidiE 105 K, EATA il 38 nT LA %
PIRERRE BIssh. Kl S Son T Wik 32 (i shiEkEs 77k,

~ [ —
-

- T { 5 \.‘F'ﬂihl’\!\li.‘ﬂ':.-‘\iti

5 PiAh L E NS SR ER TR

3.2 @85G BTk

N _EIRIE S @75, AT DA ROK SHE HIK s Eh B B AR IEE A B2, a3 7 Al T
BTk, T HECA IEEhEAL b, AR RE N 2R NS 3, B TN O g3 BT 880 &
1. HH BEGE Sh &7 - (D 837153 (motion dipping). M — BEEVH HIZ B EL H R —
Bugzl, A l—ANHiiEsh B () B35 2L (Affine). XF— AN 50 IR 8] AT B4 P 540
A HTRE B, (3) WA (ime— warping) . XA (8] 54T 5 3000 7 B 5 4 i A= 1 138 3.
(@) 12354 (mirroring) . Bl #— AN O @I AEL TT 9. (5) IE3IRA (composition). 424N A A
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AR EAE . B, ¥ MTEEsh 5 MTHMN i 3R & £ 7] LA — AN AT . 14
FIHNFRHHZ 3. (6) 183NE % (concatenation) . ¥ 2 N8 Bhi% — € UFHHEE —. (1) 183hik#
(selection). WA BBNNFLL CHATIZBN KM, IRE F14h— L5 12k (8) JAIHIEE) (gyclifica-
tion). 4 CA IAZ BFTEAL, 82 AT MEIAAL AL, A2 it n] DA IIRRIS R Rrig 3, inAT7E  BP4E.
3.3 EMAEIRAT AR

BBNE R T V2T LK ] B RIS Bl o B BRI N AR I8 3), S B4 il B 958 2010
Nz 5), F2 BUE R s AT DR S35 240 RS 240 B R AL, EIR T7 (A 1,
T REPER PG DL, 75 2y SRR AU NAT Y 7 ik,

N TSI HE, Badler K T —FhFRN FFAT4E 5k 4% (Parallel Transition Networks [&iFR Pat-
Nets) FIEahEdl 7 A Y. Horb, LT s om b TR 72, JRRIBIA 250 MR ok oAt 51 A2 id FEds e
FIRREL. IIREENZE 2 [a)iE v 2 £ 18 (message-passing ) B 4= Jaj A8 & A4 (lobal variable blackboards) %5
77 A L .

{8 3 AH Pat-Nets A= RGBT HE SN 32 B I, AR 147 H 2385 0, T HAE T — Fh ok AF &5
. ARG ) T H 32 EA AN (I 18] P21 SR LKAz sl Fr BL 1M Pat—Nets HHUAL A | —#EE
LANER)IS B Y, BN IE B BT DAE B ) Hofth 5 fl ok  AB ekl As 1k, 3300 T2l — 2 g 34T
NGB A EINIBENIE A5 R .

Rose HFRH T — MBI S) #4528 (the verb graph)' Y, SEELAN[F &SN VR 547 S 1] BBk %,
B OE FL N .

I
4.1 DI Guy

DI Guy 7& B Boston Dynamics, Inc. 7 & — BN G B A (http: / /www. bdi. com/ diguy.
htmD, B2 FHTZHA AT DAFESE I 07 FOAEE AR . B4 REA AT LAV ESE FIZ 3, 7] LAR W fif R
s HAEG T FAEPREE P &, AN 7 AN ) #54), DI—Guy 7] LAE 3R 34 (1, 3 BT P58
B —Hf NARAT J 2 55— B NARAT 9 1) E SRIE LG . 0 Be) 2 N ZE S B bl M o H sk
W, AEIEC S5 T 2 MAERE . B S M ATH RN 528510 51 (chem/ bio) LA &
(LNSPNZEIEIREE S

DI Guy JTA ) REAUNRT LA 55 R JUA 558 J A S5 e () He Aty €8 SIS A8 HL. Oy 1 I8 3 S 22 B 3L
F KT ZRAUCEOR, Mnis ShTes7 AT R IR 880 2 U AU S5 45 X SRR 15
FGEA] LALR] 1 24 B2 AR RE 3.

34 DI—Guy J&24: T DI/ HLA SEFRA, Al DI—Guy FFAR I AT LA I3 e 35 [ B 2 i 22
FERERS A TE AR ARG b IR BRAE ) 43 A1 58 BT L S5 AU A3 Ba .

4.2 VLNet

VLNet(Virtual Life Network, & #0428 i 16 F3H R 5T AT (the Swiss Federal Institute of
Technology » EPFL) HHAHLEIE 525 (LIG) BHUIF RIG—MGHLEA GRS Y . RIS %
AP EES INE N3k S22 R A AL b, axX 28 B R] DL SR SEE Al P SEINAE B, & P AE
REAEL T — AN EMNAERIE & 25 BI5GB S5 SENGHAUR SR 517
Rt DAMSCHRE B P E REA A I 37028,

V LNet ARG 1RGP, FH P M fir 247 v fil B ik BUAS 6] V LNet 3K B0 45 5, (F7] LAk £ A8
[Ff 5 2R 22 PhisE 280800 0L RS, 91 4, FH Flock of Birds £ S #4 il B 0N A PRI 25, FH SI2 A A7
IITEITT I, BONZRIE S 8 TRk UK 7 v RN R
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4.3 JACK

JACK =23 [ A KB K5 N 5 #4571 .0 (Center for Human Modeling and Simulation ) #iff
HI AR A A R g AT LI SN B I CAD R R RIS, 67 Forb N
ZA N, FEHRAATR 1880, DA AE B A sl b SRR R N 158 S 8 A7 3y i DL R N BB 38 4y
Bt A sl NS5, RGEIRME T 20 20 NMRIE 358 BT B g sh2y a, Ak
17, WA S e N, A7, IR (grasping) . B 1 FH BRUAR . S BRI 2355 U7 45l e 40l Niz 3l 4h,
Jack JESCHF BRI Tk, ENE S HI P iEs)), JEHEREN S fis sh iz e N i3], JACK
HALLT D fe.

(D BATE4 AT A, 7T DAE Z4ERRsgErh Semt i g 5)), il N R A ESiEs) |
HHRE, BN DT RIS NG R A TS i) A

(2) AN P ) RN A58,

(3) A eI T, T LLSEIL A 59T (reach and grasp) TGN 1T ;

(4) FTRLXS R S ANAAAEIY AT 5)) 705 7303

(5) BAYEE BMNLERS 5iaah i a2

(6) A LAPH A B AR B NARAT 9 ) B8, SN 73

(7) WTLABEAT 25 N il

(8) W LASEHL NARZEIHI ) H ALY, Wb A, 25l A ith 55
4.4 JointMOTION

JointMotion 2 H [ Bl B tH L BB T Pl r A BORBIEFE 0T K8 —A> NS5 &8 R 4.
JSZH JointM otion, A5 FH 7€ 7 PR S5 23 A0 T8, AT LA RIS JU&: JF 715 N AOWTEJB 96715 i 515 BA L
B TR R T B N SRS A1 B2, JF LA 2 AR BB (s LD Hiz 3.

JointMotion ¥4 il \AATEZ B, 8 XA F B —A 6 5 HE B, FAREEBEMANAENTE
MR E 577 7. MR KRFERIM B 507 B e sh kit 545 B, ik v DL B 551 5 %
THPIRAS. FHILLA T Fa RSN th B FEME. B JontMotion HHFH—MER A5 — REdE
FE BT LASE 2fE — R TR T 5T Bk 5 LA K& T HRIIRES . XA IE A AT B 56 4
ffE Mg | T3z, B N LRSS H R D

JointMotion I8 4t ¥ —ANJ& F VRML B RN 2o T A, [FIFE 1 2 3h Hois 7T LLAK S AN [A] 1
VRML AR EA, S2h5 L, RF JointMotion, FATEZFF K T — A M EBAF B S E AR 4.

HESN A T FU8 R SN Ja a2 i 530 0 2 2D ReiER N TR e B LR 52 4
R A AR, T HEATR ZehrM 5. B AR B Rk DU H AT S5 R
FRIA FRAE, REAUL N B AT IRAFAEVE 2 75 AR ORI SURFAR DR 1) R, REAULN Bl — L H AT 5L
P — TR ASSONE T RN & AR KN AT S B FC A, JFE A TR LA
PARIR 5 I szl idk W T (R SR

Z % X W
1 NI Bades C B Philips, B L Webber. Smuhting Hunans: Computer Graphics, Animation and Control. London Oxford University Press,
1999
2 TK Capin, IS Pandzic H Noser, N M Thalmam, D Thalmann. Virtual Human Representation and Communication in VLNET. IEEE
Computer Graphics and A pplications 197, 17(2). 42~ 53
3 CF Rose. Verbs and Adverbs: M ultidimensional motion interpohtion using radial basis functions: [ PhD thesis| . Princeton University, 1999
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N Badler, R Bindiganavale J Boume J Albeck, J Shi M Palmer. Real time virtual humans, In; Intemational Conference on Digital Media
Futures UK: Bradford, 1999
W Fetter. A Progression of Human Figures Smulated by Computer Graphics. IEEE computer graphics and Applications, 1982 2(9). 9~ 13
Y Nam D Thalmam, K Wohn. A Hybrid Framework for Modeling Comprehensble Human Gesture. In: Proc 1999 Intemational Conference
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Esprit Series Sprnger Verhg, 1998
D Thalmann, J Shen, E Chauvineau Fast Realistic Human Body Deformations for Animation and VR Applications. In. Proc. Computer
Graphics International 96, IEEE Computer Sodety Press 1996. 166~ 174
P Fua A Gruen, R Pkinkers N D’ Apuzo, D Thalmann Human Body M odeling and Motion Analysisfrom Video Sequences In: Proc. Im
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7 Y Huang, Motion Control for Human Animation: [ PhD thesis|. Lausame (EPFL). Swiss Federal Institute of Techmobgy, 1996
M Cavazza, R Earnshaw, N M Thalmann D Thalmam. Motion Control of Virtual Humans IEEE Computer Graphics and Applications,
1998, 18(5): 24~31
R Boulic P Becheirazz L Emering, D Thalmann Integration of Motion Control Techniques for Virtual Human and Avatar Real— Time Ani-
mation In Proc. VRST 797, ACM Press 1997. 111~ 118
T Molet R Boulic D Thalmann. A Real— Time A natomical Converter for Human Motion Capture. In: Proc 7h Eurographics Workshop on
Animation and Simulation. Wien: Springer— Verhg, 1996
N Badles M Palmes R Bindiganavale. Animation Control for Real—time Virtual Humars. Communications of the ACM, 1999, 42(8). 64
~73
N I Badles J O Rourke H Toltzis. A Spherical Representaton of a Human Body for Visualizng M ovement. IEEE Proceedngs 1979, 67
(10): 1397 ~ 1403
K D Willment. Visualizing Human Body Motion Simuktions TEEE Computer Graphics and A pplications, 1982, 2(9). 35~ 38
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Study on Synthesis of Virtual Human

Wang Zhagi
(Institute of Computing Technology, Chinese Aademy of Sciences. Beijing 100080)

Abstract Introduces its applications and research foci, detall many methods and standards of representa-

tion and motion cntrol of virtual human, and, presents some virtual human system.

Key words virtual human human animation, virtual reality
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