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Humanoid Definition

DEF Humanoid Humanoid
humanoiBody[

DEF hanim_humanoidRoot Joint
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¥ 1. ot=lElq] Humanoid % 9

DEF r_ankleRotInterp_BasicWalk
OrientationInterpolator

keyl...]

keyValuel...]

DEF r_ankleRotInterp_BasicWalk
OrientationInterpolator

keyl...)

keyValuel..]

3% 2. %34 dg3ke HYdeld Helg

ROUTE syntax

ROUTE r_ankleRotInterp_Stand.value_changed TO
r_ankle.set_rotation

ROUTE r_kneeRotInterp_Stand.value_changed TO
r_knee.set_rotation

2§ 3. ROUTE T7&% °]&¢ ohitel dlolg gt
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3.1 character animation? A2
<?xml version="1.0" encoding="UTF-8"7>
<IDOCTYFE X3D PUBLIC

"hitp://ww w.web3D.org/x3d/translation/x3d-compact.did”

"filel///¢/www.web3D.org/ TaskGroups/x3d/translation/x3d-compact.dt
d">
<X3D>
<head>
<mela name='filename’ coplent="juriNativeTags.xml’/>
<mela name="author’ conlent='leesun’/>
<meta name='created content='1 september 2002 '/>
<meta name="revised’ conlent='12 oclober 2002'/>
</head>
<scene>
<character DEF=Character”
“authorEmail=stlee@iscu.ac kr”,
2003." name="ondal’ >
<characlerBody >
<Joint DETF =’charac_sacroiliac’
name="sacroiliac’ node

info=""autohorname=sungtae”,
“ereationDate=1 seplember

center='0 101 -0.0204
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Typellinl="Group' ><Joint  DEF= cenler="-0.00405
0.835 -0.000113 name="characRoot’ nodeTypellint = 'Transform’>

'charac_characl’

<Shape>
<appedarance>
<malerial  DEF='Pants_Color’ ambientlntensily="0.25"
diffuseColor="0.054 0.233 0.39'/>
</appearance>
<IndexedFaceSet CreaseAngle="1.14’

coordindes="0, 1, 40, -2,

2%
-1, 87, 70, 76, -1>
<coordinate point='0 1.06 0.0218 0.0561 1.07 000726, 0.0851 1.07
-0.0115,

=%
</Shape>
<Shape>
<appearance>
<malerial DEF="Panls_color’
AmbientIntensily='0.245" diffuseColor="0.124" 0.223 0.39'/>
</uppearance>
<IndexedFaceSet creaseAngle="1.14" coordIndex='0"
1,40, -1, 1,
2,40 -1, 2
3, 40, -1, 3,
4,40, -1, 4
5 40, -1, 5
6 40, -1, 3
7. 40, -1, 4
FEF
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