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Motion Adaptation Control of 3—D Human Character
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Abstract : In this paper, a motion adaptation control is applied for animation of 3-D human character.
The method includes parameterization of joint motion data, motion adaptation based on body ratio of
character, dynamic adaptation using genetic algorithm, etc. The feasibility of motion adaptation
technique is verified by applying to motion control and adaptation of a 3-1) human character.
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Fig 1. Basic Structure of 3-D Character
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