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ABSTRACT

Most designers use professional 3D animation tools such as 3DS MAX to manually create
animation. This manual method requires a great deal of time and efforts, and does not allow
animation characters to interact with one another. In this paper, we design an Al middleware of
form as 3DS MAX plug-in to solve these issues. We present an Al expression structure and
internal processing method for this middleware, and the method for creating Al character’'s
structure. It creates Al character’s structure by drawing figures and lines for representing Al
elements. For experiment, we have produced same animations with the traditional method and our
method, and measured the task volume in both methods. This result verifies that the task volume
is similar or higher than the traditional method in small-scale tasks, but up to 43% of the task
volume is reduced in large-scale tasks. Using the method proposed in this paper, we see that
characters in an animation interact each other, and task volume in large—scale tasks are reduced.

Keyword : Al middleware, character Al structure, interactive animation characters
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