[0k

OlHIEF 2@ BHAEDIIE S

21, ANA, 2D, Y=Y,

X

o se Dag & M

Ned

SIAItHE R BREED
"HHUOTE R ZEIDCIHE D
{aemong®, ki187cm, iamjk, ycchoy}@rainbow.yonsei.ac.kr
sblim@sookmyung.ac.kr

Modeling and Creating of Task-level Behavior by Avatar Motion Editor

Kayoung Kim®, Jae—Kyung Kim, Jae—Kyun Oh, Soon-Bum Lim*, Yoon~Chul Choy
Dept. of Computer Science, Yonsei University
“Dept. of Multimedia, Sookmyung Women's University

=3

13
o

2 3D JIASA0IA OIHIEIE 88 200t W 24 S ¢ Y20, OHHIEIE 0ISHXZH A&
2

o BOI8 BUEOZ 0120 & + Ali= FEE

J}EICH B OI248 OHHIELS] IS Mdst) H

O18tD1 S4sh DEVWH THIE OI8SIHU 3D MAXS 22 X2 % HIE, 22 [N HEeE S3
HEHOIASS AMBSEID UCH Tl 02 22 JIE #2732 BIR0 N0l S3HU MLE OHiEt &9
o RO EXH MHEAHO0IE SN HTO A0 022 A0 AL 2 HR0AME OlE JE
o SHES MU AsH TS SO BBMAM 22 st AL OUiE HAE U4, MO
4 /= 3D OIHIE} 8 BEJIE HOHSIDR S 2 BAIE SoHAM AEXs OHBIE RME XY =
A5 REHs YUYW HAS MAED, MHE HHAE= DFE OHLIEIMAY H-animE XI@8HE XML 2
JEEZ HESN DE HE2/H0OIENAH MY S0l ASE & ACH E8 NBE AIYUEY 2T It
BHOIE] EEDIO2 MES MYE MaAg £ UCDZ AJYUES WAEOIZE HUMAH SHH0ICH

. A &
olEfuio] wEDt HEH A52 FANOEZ ol 3D NI
o) OHIE}E BB CIYE MBIAJ RIBED AUSH, O0l2fE O
< b

HIEIE Z88 Ja2 WS MBS AL 8012 0E0 Ues
O Fes JEs CEstD ACH 01248 OHHIEIE Z2 B0
ALFIA UL ABNEE €N MLY & UTE dt= Tt Y
Alo| BMEIIJ I MWLM ASEHD UASH, BIIE SiA
OtHtELS =FEID TIYS SXAES Z2IHN oe Jiad Old
SOl S 2AESHEIH MAE 4 ACH J2iLt X oleiE Obt
Eto) H9I8 MASGID MOIBHI fsh LEBXH FHIE 01858HH
Lt 30 MAXSH &2 ®E U HIE 52 TN NHed S3
HERINONES ABals HE, SF 200 HEs MEtE X
Sorg MME 4 UNHU MdE SRS WE WAS0 Bdis
usido JXCH= B D2l ¥ ABXS0 ASsHI0
X 2ot BHIES &850 Ul=E EMNES AL
HRUHE OB JIEQ SHMEE shshl Sk Cres
ol MUK L2 dh= UYL OIHIE BAE 44, A
Uiz 3D OFHIEL #2 BIIIE MASIAX 8L 2 BH
A AIE RS OHIEN HME XY ZHTI Adts HY
OIS MASID, MME A= BE OHIEFNY H-anim

it

2m
e e g ok

A
-
E
=]
&

T2l 0039E HgAane A/ ZALSALAG AQ
o ot ATFHUS

439

XstE XML ADMEZ HETUN 2E WEAAUA Al
S0l AIRE & UL E8 HEE AIRES AHE M0H
TOOZT M22 UAE MEE £ U222 ATJHEY WANE
2ie MMM ZUFO0ICH

S M 12

2. @
2.1 TVML(TV Program Markup Language)
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[H 2] OHIEISl AP X(AH)=  OHHIE &I HEQ
H-Anim[7]2 A2 Z£510 XQUEUNS HIME(SH 16
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D68 BHE WUH HUHOIMNA NE SEH I = o
LIOICH AIEY SEUT I SAR SNE 2300 ap za AT ZULS)
ol E= TDIMNY 28 BN NAHMIE ABHN MBI rocl sae Lol HumamodooE AEEG GET 2
2oi= B8 SEU0. 0% Y58 PNSE BYREZ 28 s Do oy

20122485101 MEEH 2R SXNE TAISE = UTE 3

Ch- J = HumanoidRoot

HumanoidRoot = {sacroiliac, vc7)

sacroiliac = (I_hip(i_knee(l_ankle)), r_hip(r_knee(r_ankl
e

vc7 = (skulibase, I_shoulder(l_elbow(l_wrist)), r_should
er(r_elbow(r_wrist)))

HOHE Al XQUES 22 PXZ ORHXH sacrumEB 2
SLEZ2 ol 22 X9 ZEQ A2 0I2LCh
S = sacrum

sacrum = (pelvis, ¢7)
pelvis = (I_thigh(l_calf(l_hindfoot)), r_thigh{r_calf(r_hin

dfoot)))
2 OF SYUES M2 U2 HEHN M2 IISSIEE 84 c7 = (SkU”. l_upperarm(Lforearm(l_hand)), f_upperarm
Ol |XSD, S M 014 BHE BOIA U SRS BENZ (r_forearm(r_hand)))
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[Hel 3] HSZ(DOF)E= 18
200 et EREIAC

Bl 30X 2 2FO0I I = U= &

3 DOF = {HumanoidRoot, sacroiliac, I_hip, r_hip, I_s
houlder, |_wrist, r_shouider, r_wrist, skullbase}

2 DOF = {Ankle}

1 DOF = {l_knee, r_knee, I_elbow, r_elbow}
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. OiZh(shouldern)Lt L=(wrist) S2 x, v, z& 2E YE2Z

alx._‘lOI IHsdH0 ZBRU(knes) S & LRMAL ZH0| OtsSd
b & NURETE 3322 AR #eRCE oE 20l s
s sl 528 +X0ICH

Hol 4] 2EM)2 L4 M2 oM 20 2ROl OtXE DOFW
o 3 ¥2E(Rotation) 22 OIZOIXIG OtHtet MRIFE EHE 8
H 2101 018& JHsotch

= {Rotation(Ji. DOF), Translation(AH)}
at each time t.
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<?xml version="1.0">
<BehaviorList>
<TaskBehavior name="introduce”>
<Composite name="walking”/>
<Motion>
<r_elbow>
<time from="1.0s" to="0.0s"
<rotation x="3.0" y="1.2" z="0">
</r_elbow>
<r_shoulder>
<time from="0.0s" to="1.0s"
<rotation x="0.0" y="0" z

="40">
</r_elbow>
</T askBehavior>
</BehaviorLIst>
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