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J = HumanoidRoot

HumanoidRoot = (sacroiliac, vc7)

sacroiliac = (I_hip(l_knee(l_ankie)),
ankle)))
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vc7 = (skullbase, |_shoulder(l_elbow(l_wrist)),
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S = sacrum
sacrum = (pelvis, ¢7)

pelvis = (I_thigh(l_calf(l_hindfoot)), r_thigh(r_calf(r
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3 DOF = {HumanoidRoot, sacroiliac, I_hip, r_hip,
I_shoulder, I_wrist, r_shoulder, r_wrist, sku
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2 DOF = {Ankie}
1 DOF = {l_knee, r_knee, |_elbow, r_elbow}
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M = {Rotation(J;, 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="(.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="4.0">
</r_elbow>
G

...
</TaskBehavior>
</BehaviorLIst>
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