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The Design of Realtime Character Animation System
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4.3. Calibration module

BAAE ooy & s AL ge o]
& M3 ok meA wg 3B Pzt &
AYe AdHe gHQ0z Yehy] 9AE oE
o] stolg Fol= o] Waslw, BAY RE Y
AE BEAolg 3o}

AA B dAFe A58 e ZH|So] sx:
Je ABAE 47 HFIAA FEADY B
ol "Weslt B AFdME oE FEAES I
Al F AA blolHE A 3Hnormalize) st o}

-191 -



FOAAR PEEEE AYES dA AR
o BAe] Wasith AAe JHENYE AA
Atelze t23, 3 fAE 222 od o
& BAol dasirh EF olHF BAYAE d2H
&9 RAE #dd 429 BANE A 9§
AR AR HAR oy, A ZHS Y
& A AA W] HAd/Axe dobls A
7b B8 ol ArE 429 392z ye
g e FREE JERE, 2o 347 gle
Aol E&& Frh ©l8 A FEY, £ 2
A =7, =271, 4 ZA 2IAR, 712)2 99
#& 2ol ol8IAAT. && A% Y2 &7
g& FRE W, &S Be | 2 &2 A

RS 9o #E A&

4.4. Display module
2 wRolA AgsE A 2

se ge
(frame rate)E 7HA 1 F&sch, 24 45 Ay

Avs)

2 (M

re e do

%2 86Hz, face trackert= %9 30~60Hz5 o2

ol

o]
el 2AYL F3H3 AL, o] HoHE AEIY
QMo T ANZE 2T 24 T o] 4L 9
gk B =RdAE 22 24 Zydez gag
°|& =S FElPsto] Leld £¢ =T

o
=

vl

=

]

45. Recording module

Agete A= AAo R FuE2 5 E o
HE 2o AYE ofyujold ste HolA gt o] ©
oJHE AAste AdAHE oy Hle]Ag AME
e d=2d EEo gAY U Az AR
A3 FEOIAE, o] EAS UJYY

Ko
=2
HRA7IE AFTHEE dZE Aol

L

a4 =4
F Qe

g

3
nx

LAY 2 A3
B =&& Pentium II 450MHz PC9] 3= MS
windows NT 4.0 4ol MS Visual C++ 50& ©]
|3t FAEJG. 2Aq(FGAE A8 TGS Open
Inventor 252& °]&3t3th PCARAA z#H A
o FAE FH37 H3 3}Y 2dg &8 AL
23tA

3249 AEEY 29 |IAYS FHII AT B
AWA Fu) 24 Ascension technologyAte] Motion
Star Wired& A3t on, &7189 FAUdE F
Z3l7] 918 Virtual technologiesAt€] CyberGloveE
Abg38tgt.  E=E  Motion analysisAte]  Face
Tracker RTE AM43le 98 HAY 22de 4
NzZEe 2 A& F I
a8 45 EA AA FuE B9y Bl Z3s

I SFole BEEH v AAOZE PCoA F3)
e A ool Aot}

2" 4 AN AEH QYo

6. 28 2 ¥F AA

E =FdAes EAYA Ay, Aoy Zere}
Facial Tracker& &% Al2=dS Agstden, o
N2Eg o] gsle] Ao R FRYE oy uo) Ao
7Fe 3t A st

T3 AA2E d29E dolgE AR & U=
& #3Fste A A AYH A4 TTeE A
g Folrte H-ANIMY VRML HumanoidE AH&
st AAIZE SHEE ool e et

23

4
rl

1] A&, AT, "3a49 MEYH ool rie
2 AGFFE AZEY J1EFF Vol2 Nol,
A 2=elFed 4, 1998

[2]) Bruce Damer, "Avatars!,” Peachpit Press, 1998

(3] Nz=RFEgATFL, "EA9 PFAFAAHE E 4%
g /W AR HRFARE 9P00200-019-822-F,
1997.

[4] http://www.nist.gov/itl/div894/ovrt/projects/vrml
/h—anim/jointInfo.html

[5] http://graphics.snu.ac.kr/IP/institute.html

[6] olA3, ZAY, 4% “‘RdA5Hy 84
ojumold =7 ‘99 A3 F4 e @
T3, 1999.

[77  "CyberGlove
Technologies, Inc., 1997.

{8] "Birdnet3 protocol revision 3.00a”, Ascension
Technology corp., 1996.

[9] “FaceTracker RT User's Manual Rev 1.09",
MotionAnalysis, 1996.

user’s manual”, Virtual

-192 -



