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DEF Fred Humanoid { ... }

DEF Jane Humanoid { ... }

DEF Sally Humanoid { ... }

DEF HumanoidGroup Group { children [ USE Fred,
USE Jane, Use Sally ] }
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PROTO Humanoid [
field SFVec3f bboxCenter 000
field SFVec3f bboxSize -1-1-1
exposedField  SFVec3f center 000
exposedField  MFString  info []
exposedField = MFNode joints []
exposedField  SFString  name "
exposedField  SFRotation rotation 0010
exposedField SFVec3t scale 111
exposedField  SFRotation scaleOrientation 0010
exposedField ~ MFNode segments [1]
exposedField  MFNode sites [1]
exposedField ~ MFNode skeleton {1
exposedField ~ MFNode skin [}
exposedField  SFNode skinCoord NULL
exposedField SFNode skinNormal NULL
exposedField SFVec3f translation 000
exposedField  SFString  version "2.0"

. exposedField  MFNode viewpoints L]
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® Humanoid Tag % 9
Humanoid®] TagEdl tig A4 A2 o)

authorName

authorEmail

copyright

creationDate

usageRestrictions

humanoidVersion

age

gender (typically "male” or "female”)
height

weight
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PROTO Joint [
exposedField SFVec3f center 0090
exposedField MFNode children {1
exposedField MFFloat Himit [1]
exposedField SFRotation  limitOrientation 0010
exposedField SFString name "
exposedField SFRotation  rotation 0010
exposedField SFVec3f scale 111
exposedField SFRotation  scaleOrientation 0010
exposedField MFInt32 skinCoordIndex ]
exposedField MFFloat skinCoordWeight [1]
exposedField MFFloat stiffness [000]
exposedField SFVec3f translation 000

] exposedField MFFloat ulimit [3
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PROTO Segment [
field SFVec3f bboxCenter 000
field SFVec3f bboxSize -1-1-1
exposedField SFVec3f centerOfMass 000
exposedField MFNode children []
exposedField SFNode coord NULL
exposedField MFNode displacers [
exposedField SFFloat mass
exposedField MFFloat momentsOflnertia
f0o000000001]
exposedField SFString name "
eventln MFNode addChildren
] eventln MFNode removeChildren
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PROTO Site {
exposedField SFVec3f center 000
exposedField MFNode children {]
exposedField SFString name "
exposedField SFRotation  rotation 0010
exposedField SFVec3f scale 111
exposedField SFRotation  scaleOrientation 001 0
exposedField SFVec3f translation _ 000
eventln " MFNode addChildren
eventln MFNode removeChildren
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Displacer {
coordIndex [ 7, 12, 21, 18 ]
name "l_eyebrow_feature”

}

Displacer {
coordIndex [ 7, 12, 21, 18 }
displacements [ 0 0.0025 0, 0 0.005 0, 0 0.0025 0, 0 0.001 0 ]
name "l_eyebrow_raiser_action”
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PROTO Displacer [
exposedField MFInt32 coordIndex [1]
exposedField MFVec3f displacements [ 1
exposedField SFString name "
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