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Abstract

In this paper, we describe the method of controlling the animation of 3D
characters according to ISO/IEC 19774 (H-Anim) specification, which has been
released by Wed3D Consortium and ISO/IEC SC24 WG6. The animation structure
of the H-Anim character can be defined and modified in our H-Anim editor
program. Our H-Anim animator generates the character's motion automatically
according to the input of motion parameters at the character's joints interactively.
This paper is focused on the development of a motion generation tool for human-

like characters defined by H-Anim structures.
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