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Interactive simulator research of multi-character animation in
dynamic three dimensional scene

Yuan Quan'’, Zhang Jianzhong”’ , Jiang Xian®’ , Zhou Shanshan® , Cao Yue®
Y (School of Software, University of Electronic Science and Technology of China, Chengdu 611731 China)
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Abstract: Import motion capture data which have the matching skeleton with character is often used in preset scene in
character animation synthesis now. However, this method could not afford the demand of multiple topological skeleton
structures and the changing scene in real time. In view of the above questions, this paper proposes a new algorithm of
retargeting motion capture data to skeleton model with multiple arbitrary topologies and adopts intelligent character model
based on the real time three dimensional path-planning algorithm, integrating with the method of using voice user interface
instead of graphical user interface to implement verity movement of virtue character in a dynamical three dimensional scene.
The result demonstrates that slick and interactive animations can be synthesized by the proposed method. The method downs
the cost of animation synthesis by improving the reuse rate of motion data and can be used widely in human-computer
interaction domain by satisfying the need of synthesis of character animation in varied three dimensional virtual scenes.
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shoulder, Right _ shoulder, Trunk _ comp . Left _ thigh |
Right_thigh 45 3 Mhgk% A i B2 AR & G A 2
TMEHBE,

AR Z G K M iz s 4 28 S0 (BVH 4% 20) kR A
F CMU Graphics Lab Motion Capture Database, 248k
A 77 vk R AR B X A o YR A A Bl d R SR, R A
CMU iz 3y 4 3k £ 8 74 i) Jt DR 2 i 5o dl A7 1. 15
GB, & HHish1Efe 4, U e 2 W9 5 3 4l 3R 508 2
3 3 0 32 Bl A AR SO A B R AR B N 3
JIE 7R 0 AR

K3 sz 3k A s

Fig.3 Motion capture skeleton model
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Fig.4 Hierarchical chart of animation skeleton
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