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Using Maya Walking Motion Analysis in the Changing Environment of the
Ground and Implement Realistic Character Animation
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ABSTRACT

In the field of virtual reality and game production with realistic, real—time character's behavior is frequently
used. In this paper, the terrain changes or other actions on the surrounding environment by implementing
adaptive any action that is the most natural and can be adapted to analyze real—time character animation is
implemented. For this purpose, in order to control the various movements of the character of the human body,
by highlighting the major joints Kinematic dummy character animation is to create a way. Changes in terrain
height difference of the two stairs that could cause analysis of the behavior in the environment and the other
on the surrounding environment by adapting behavior to analyze the behavior of the slope climbing Based on
this, the character animation is implemented.
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