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Abstract

Animation of human motion has been the focus of great deal of research over the last 30
yvears. Recently, a different flavor has been added to the topic -- realizing digital actors to
replace human actors. Digital actors require totally different level of realism than the general
human figure animation. In this paper I review the methods proposed for modeling and

animating digital actors, and introduce the research topics that is being carried out in SNU

Human Animation Center.
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- gross-body modeling and animation[3][4]
- hair animation[5][6]

- cloth animation(71[8]

- facial animation[9}{10][11]
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