FREFATAELR gL HF LV E S 54842

p#Ad2 DA BEREY REZmiREd 75

R XX 1 k)

=21
=21
#
#

gowl B

% 5. - NSC 97-2221-E-004-010-

B 97T#087 01 px98&07" 31 P

B = @ Aot 2 Fapsk

LA R

PR L ATy A - E e | ek
iAriEmy 4 -fliEes@ s oAV iFds
AFiEmy 4 -J @A | ER
ALriemy 4 -JiEmm AR P RE T
L fr,g:rv‘ - iEpE AR EZiEs
A H4-Jlizpt@m AR o -aEL%
ABA-J IR AR KR

GG DRAREERFLCHEFLEIF LA

BEEANRE S i

PooE R K 98 & 117 01 p



FREATHEL R ER LT E A 2

pE A4 3D A EEER 2wk d 75

PR BT E
3+ 3 %% 1 NSC 97-2221-E-004 -010-
HEFHPF 197282 1 p198&F7T% 31F

PELIEA GRS

o
PEEEAR
MAiArid zpsm

EE AT -FET S EZiEd MmN mE
FIFrH e kAL BT s Bl s o

S ERFLEA HGFEL

AR RRL S F T BER 2

WRBEERERCERLEIF LI/ E-F

&£*§=%ﬁ§¢ﬁﬂiﬁi‘ﬁﬂé%ﬁﬁiAﬁﬁ?szé‘w
ﬁ&%ﬁfw%ﬂﬁ @2 T R A
(2 B H e FEMARE |- 2|27 oF 83
REEE Rz g T8

4 R ] 98 = 10 3 25 p



T T [ H]

R F LR 4

R Y e R

PHA43DS A BiEEE

PREZREEES TS

Automatic Generation of Realistic Behaviors
for Virtual Characters in 3D Multi-user Virtual Environments
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In current 3D virtual environments, such as
Second Life and 3D online games, the behaviors of
an avatar are controlled by a real user according to
a limited set of functions provided by the system. It
is highly desirable for the behaviors to be created
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and controlled by the computer because we can not
only enhance the content richness of the environ-
ment with ease but also enable interesting social
experiments in virtual environments. We propose to
use two years to conduct research on creating real-
istic behaviors for animated characters in virtual
environments. We will design appropriate anima-
tion procedures and behavior models from the as-
pects of geometry, kinematics, dynamics, planning,
emotion, and sociology. We will also integrate the
implemented procedures into an existing virtual
environment system to conduct simulation experi-
ments on virtual colony and collective social be-
haviors. In the past year (first year), we aim to en-
hance the realism of animation on individual ava-
tars. The focus will be on using motion capture
data to enhance the realism of procedural anima-
tion and creating emotional body motions with
procedural animation. We have adopted an optimi-
zation algorithm to automatically search the pa-
rameter space for the procedural animation such
that the motion generated by the procedures can be
made as close to the motion capture data as possi-
ble. Character animations created with this system
can have the combined advantages of being flexi-
ble and realistic. In addition, we have also tried to
build a hierarchical model to relate emotion to mo-
tion. We have verified the effectiveness of the
model through psychological experiments. In gen-
eral, we have reached the goal set in the research
proposal, and several research results have been
published in international conferences.
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The technologies developed in this project include two parts:
1. An algorithm that can search an optimal set of procedural parameters
in order to generate realistic and flexible character animation.
2. A technology and framework that makes use of procedural animation
to generate emotive character animation systematically.
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