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Humanoid Definition
DEF Humanoid Humanoid{
humanoiBody[
DEF hanim_humanoidRoot Joint{

28 3. ofHtEF Humanoid®l & 2l

DEF r_ankleRotInterp_BasicWalk
OrientationInterpolator{
key[...]
keyValuel...]
}
DEF r_ankleRotInterp_BasicWalk
OrientationInterpolator{
keyl...]
keyValuel..]

2% 4 #Ho| thSshks of-miofM folg

ROUTE syntax

ROUTE
r_ankleRotInterp_Stand.value_changed TO
r_ankle.set_rotation

ROUTE
r_kneeRotInterp_Stand.value_changed TO

r_knee.set_rotation
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#VRML
DEF SyncTouchSensor Script{
eventln SFBool start
eventOut SFTime stime
field SFBool state FALSE
uel “vrmlscript:
function start(value) {
state=value
stime=new SFTime();

1"}
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X3D¢ Object #+%9 DTD (Document Type
Definition)o]t}.

I: <IEENTITY % XvIShellTypes "CS_POLYLN |
2: CS_BEZIER | SS_POLYGON | SS_LATTICE |
31 SS5_GREGORY " >

4. <ELEMENT XviShell (XYZ, UV, Faces*,

Edges*,

5 Vertices*0>

6: <!ATTLIST XviShell

7. Type (%XviShellTypes;) #REQUIRED
& DEF 1D \#IMPLLED

g USE IDREF ‘WIMPLLED

100 >

11:  <'ELEMENT Faces (Materiaal?, Texture?,
Face+)>

12: <'ELEMENT Edges (Material?, Edge+) >
130 <!ELEMENT Vertices (Material?, Texture?
14: %XvIG1T1FaceChild;) >
150 <!ATTLIST Face

16: ix %MFInt32; $REQUIRED

17: tx %MFInt32; #IMPLIED

8 >

190 <!'ELEMENT Edge (Material?

20 %XviG1T1EdgeChild; ) >
2l: <IATTLIST Edge

22: ix %MFInt32; #REQUIRED

23: vec  %MFInt32; #IMPLIED

24: VRnd %SFFloat;, #IMPLIED
25 >

26: <!ELEMENT Vertex (Material?) >
27. <C

28: ix %MFInt32;, #REQUIRED
29: VRnd %SFFloat; #IMPLIED
30 >

3l: <IELEMENT Texture (EMPTY) >
32: <!ELEMENT Texture

33: url CDATA \IMPLLED
34: repeaatS %SFBool, "true”
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35 repeaatT %SFBool;, "true”
36wl IDREF  \YIMPLLED
37 url D \WIMPLLED
38 url IDREF  #IMPLLED
39 >

40: <!ELEMENT XYZ  \#PCDATA>
41: </ELEMENT UV WPCDATA>
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