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Abstract

H-Anim is an international standard that Humanoid Animation Working Group in Web3D Consortium defined the data structure
necessary for human animation. Various libraries and tools have been generated according to the structure, but they still have
restrictions to represent realistic humanoid motions. This paper presents the method of generating realistic human motion using
motion capture data in order to define motion for humanoid animation based on H-Anim standard. In order to implement this, we
have defined a data structure capable of receiving motion capture data and implemented a motion browser. The human motion data
structure defined in this paper is based on X3D and intended to have compatibility through networks and various browsers.
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(HAnimHumanoid DEF="sample"
name="humanoid”
version="1,1")

{HAnimJoint DEF="hanim_HumanoidRoot"
center="0 —3,596 —91, 49"
name="HumanoidRoot"
containerField="children"
ChannelsNumber= 13
Channels= Xrotate Yrotate Zrotate

{HAnimSegment DEF="hanim_pelvis"

name="pelvis"
containerField="children")

{/HAnimSegment)

<HAnimJoint DEF="hanim_I_knee"
center="10.4 0.7352 —-49.93"

name="[_knee"
containerField="children"
ChannelsNumber= 4 6
Channels= Xrotate Yrotate Zrotate )
<HAnimSegment DEF="hanim_|_calf"
name="_calf">
{/HAnimSegment)
{/HAnimJoint)
{/HAnimdJoint)

(HAnimMotion DEF= hanim_Hips
Frames= 601
Frametime 0,03333
Transformation= 11,623 31,312 ...,
11,616, 31,313

{/HAnimMotion)
{/HAnimHumanoid)

(A EA YA Y v Ao 2=

(29 6) H-Anim 7|9t 8] F oo = B4 A4
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