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Iepiinyn

O oxedlaopog Kal n dnuioupyia evog €IKOVIKOU TTPAKTOpa €ival éva TTOAUGUVOETO TTPORANUA TO
oTToi0 gpeuvaTal €dW Kal xpovia. OTtav évag TTPAKTOPAG O €va €IKOVIKO TTEPIBAAAOV  EXEl
avBpwTTivn Hop®r, HEYAAO POAO OTn PEANICTIKA avaTTapdoTacT TG CUNTTEPIPOPAS TOU TTaiCouV,
EKTOG a1Td TN vonuoouvn TOU n €U@AVION TOU Kal O TPOTTOG TTOU KIVEITAI Kal avTIdpdEl oTa

epeBiopata Tou dEXETAI aTTd TO TTEPIBAANAOV TOU.

AuTH N SITTAWPATIKA TTAPEXEI MIO ETTEKTACT OTO €UPUEG EIKOVIKO TrEPIBAANov REVE Worlds. Ol
gIkovikoi TTpdkTopeG TTou d1aBéTel To REVE Worlds éxouv w¢ cwpata atrAd TpiodidoTaTta JovTéAa
ME TTEPIOPIOUEVEG BUVATOTNTEG Kivnong. 2KOTTOG auTAg TngG OIaTpIBnS - Eival oxediaon kai
uAotroinon MIOG CUOTNUATIKAG UTTOOOPNAG TTou Ba  emTpémel TNV, €UKOAN. -dnuioupyia Kai
EVOWMPATWON KIVAOEWV KOl JOVTEAWV YIO TOUG TTPAKTOPEG.

A@ou £yive BlaxwpIiondg TNG EvvoIag TWV EIKOVIKWY TTPAKTOPWVY. o€ Tpia eTTTTEdA(MOVTENO,
Kivnon, ouutrepipopd) Kal TTAPOUCIACTNKAY  TTPONYOUEVEG OXETIKEG - TTIPOOEYYIOEIS Kal
BiBAioypagia, eMIAEXONKE TO TTPOTUTTO avBpwTTéuOoPPNG povTeAotToinong H-ANIM wg n KatGAANAn
Baon yia To REVE Worlds.

MNa tnv emideign TG opObNAG AciToupyiag Tou. TTAaIGiou PEAETABNKAY SUO TTEPITITWOEIS XPAONG.
‘Eva animation yia TTepTaTNUO KAl €va- animation kivnong xepioU yia TO TIACINO KATTOIOU
avTiKeIgévou. O EAeyXOG TwV KIVIOEWV YIVETAI OE TTPAYMATIKO XPOVo PECW eVTOAWV Tou interface
Tou REVE Worlds.

To amoréAeopa Atav n oxediaon kKal n uAotroinon piag uttodoung Tou emTpéTel aTo REVE

Worlds va ekyetahAeueTal Tnv eueAigia TTou Tpoo@épel To H-ANIM.
Abstract

The design and creation of a virtual agent is a complicated problem that has been the subject
of research for many years. When.an agent in a virtual environment has a human-like form, it's
not only appearance and intelligence that play a big part in it’s realistic representation, but also the

way it moves and reacts to the stimuli it receives from it's environment.

This thesis provides an extension.to the virtual agents of the REVE Worlds intelligent virtual
environment. The virtual agents available in REVE Worlds currently have simple 3d models with
limited movement abilities as bodies. The goal of this thesis is to design and implement a

framework that would allow the easy creation and integration of animated bodies for the agents.

After the concept of the virtual agent was divided in three layers (model, animation, behavior)
and existing approaches and literature were presented, the H-ANIM standard for humanoid

modeling was selected as a suitable base for the framework.

The proper functioning of the framework is demonstrated through two use cases. An animation
for walking and an animation for moving the right arm to touch an object. These are controlled in

real-time within the REVE Worlds interface by using appropriate commands.

The result was the design and implementation of a framework that enables REVE Worlds to
take advantage of the flexibility offered by H-ANIM.
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1.1

1.2

METANTYXIAKH AIATPIBH FKOA®Q-EAENH BAZIAEIOY

KE®AAAIO 1

EIZArQrH

Eicaywyn

AuTr] n diatpIfr} avTIPETWTTICEl TO TTPORANUA TG CUVBETIKAG Kivnong £IKOVIKWY avBpwTTwV O€
EIKOVIKA TTEPIBAANNOVTO KAl €XEI WG OKOTTO TNV QVATITUEN €vOg TTAQICIOU yia Tnv Kivnon Twv
EIKOVIKWV TTPOKTOPWY Tou €IKoVIKoU TTepIBdAlovTog REVE. O1 Kivhioelig TTou Ba ekTeAOUV Ol
TTPAKTOPES Ba gival TTapalayég KATTolwy TTPOTUTTWY. KIVAOEWV TTou Ba €xouv dnuioupynBei atrd
TIPIV KOl TWV OTToiwV ol TTapdueTpol Ba pubpifovial o TpaypaTikd Xpoévo. ETol, o TEANIKEG
KIVAOEIG TOU TTIPAKTOPA Ba gival TTPOCOPUOCHEVEG OTIG TTEQIOTACEIS TTOU TTPOKUTITOUV KABE @opd
oTO0 TTEPIPAGANOV TOU Kal OTIG OTTAITACEIG TOU XPAOTN, TPOocdidovTag aTnv aAnbogaveia tng

avatrapdoTacng.

Na va emreuxBei autd  TPETTEL. va xpnolpgotmoinBolv  TpIodidoTata  POvTEAA  TTOu
TTPOCONOIGJOUV TO AVOPWITIVO  CWHA Kal va dnuioupynBolv KIVIAOEIG TIPOCAPHOCUEVESG OTN
OKEAETIKA TOug Ooun. Ta apxeia Twv PovTEAWY Kal Twv Kiviicewv Ba diaBdlovTal amé 10 REVE
Worlds kai 6a cuvBéTouv TnV QTTEIKOVION TOU TTPAKTOPA, PE TOV €AEyXO TOU va yiveTal €TTioNg

MEOW TOU €IKOVIKOU TTEPIBAAAOVTOG.

H S1apOpwon TnG d1arpifng
H diaTp1r) akoAouBei Tnv TTapakdaTw dopun:

e 270 OtUTEPO KEPAAQIO, YiveTal BIBAIOYPa@IKN avA@opa GTNV UTTAPXOUCO £PEUVA TOU
Xwpou TTou- Kiveital n diatpifr. Mapouciddovtal kar avaAlovtal BACIKEG EVVOIEG KOl
TTPOTUTIA TTOU. AQOPOUV TNV EPQPAVION, TNV Kivnon KAl T CUUTTEPIPOPA TWV EIKOVIKWV
TTPOKTOPWV.

e Metd akoAouBei N avaAuon Tou TTPOTUTTOU TTOU XPNOIYOTIOINBNKE yIa TNV UAOTTOINON TNG
TPIOOIAOTOTNG Kivnong kai ava@épovTal ol Adyol Tou emmAéxBnke 10 H-ANIM wg

TIPOTUTTO UAOTTOINONG.
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METANTYXIAKH AIATPIBH FTKOA®Q-EAENH BAZIAEIOY

o To kepdAaio TTou ava@épeTal 0To OXedIOOUO TTEPIEXEI Wia oUvToun Trapoucdiacn Tou
REVE Worlds kai oxediaypdaupara Tng uttodoung pe Baon tnv omroia H-ANIM cwuara

MTTOPOUV va aglotroinBoulv atmod Tnv TAatgopua REVE.

e 270 TEUTITO KEPAAaIO TnG S1aTPIRRG TTapouaidletal n ulotroinon. - EmeényolvTal ta

oNUavTIKOTEPA KOPUATIA TOU KWAIKA Kal divovTal HEPIKA TTapadeiypara AEIToupyiag.
e To ékTO KEPAAAIO TTEPIEXEI TTAPADEIyHATA TNG XPONG TNG uTTodoprg oTo REVE Worlds.

e H diatpif KAeivel Pe OUPTTEPACHOTA KAl TPOTTOUG WE TOUG OTTOIOUG ~ PTTOPEl va
aglotroinBei Kal va eTTeKTABEl TTEPAITEPW N UTTOSOUN TTOU TTOPOUCIACTNKE.
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METANTYXIAKH AIATPIBH FKOA®Q-EAENH BAZIAEIOY

KEPAAAIO 2

Baoikég Evvoieg/Avaokonmnon

Eicaywyn

O1 gIKoVIKOi TTPAKTOPEG TTPETTEI VO EKTEAOUV OUYKEKPIPEVEG EPYACIES Kal va €ival 600 TO duvaTov
TEPIOOOTEPO aAnBogaveig kKal AAANAETOPACTIKOI. Ta THAPATA TTOU TTPETTEI VA UAOTTOINBOUV yia
VO KOTOOKEUAOTEN €vaG OAOKANPWHEVOG EIKOVIKOG aVOPWTTONOPPOG TTPAKTOPAS CUMPWVA HE
Tov Thalmann [1] eivai Ta €¢AG:

e AvarmapdoTacn TTPOCWITTOU KAl CWHATOG

e AgiToupyieg Tou Avatar

o ’‘EAeyxog kivnong

o 2upTtrepIPopd uwnAou emITTESOU

o AAMnAeTTidpaaon PE avTIKEIPEV

e Evdoemkoivwvia

o  AAMAnAeTTidpaaon Pe TO XPAOTN

e 2uvepyatikd Eikovika FlepiBaAiovTa

e [1AABN

e Amodoon (rendering)

Ol eIkovIKOi TTPAKTOPEG AEITOUPYOUV O€E TIPAYMATIKO XPOVO Kal KATA GUVETTEIQ TTAPOUCIAlovTal
OUOKOAIEG Kal TTEPIOPICHOI O€ OXECN WE TA HOVTEAD TA OTTOIA €XOUV CUYKEKPIPEVO animation TTou
£xel oxedlaoTei amod. TIpIV. Z€ aVTIBEON PE TA TTPOKATOOKEUAOUEVA HMOVTEAQ, O QpPIBUOG Twv
TTOAUYWVWY TOU TIPAKTOPA Kal oI HEB0dOI TTOU XpnoIhoTToloUvTal yia TO animation Tou cwuatog
Tou TreplopiCovTal amd 1o hardware Tou kdBe uttoAoyIOTA TTOU Ta Xpnolpotrolei [2] ‘ETol, dev
MTTOpoUcaV  va - XPNOIYOTTOINBoUv TTOAUTTAOKEG TeEXVIKEG, TTou Oa €divav Mo  PeaMOTIKG
atroteAéopaTa, aAAG autd €xel aAAGEeEl e Tnv TTPOOdOo  Tng TexvoAoyiag. AAAN TTpOKAncn TTou
TTapouciadel To animation Twv EIKOVIKWY TTIPOKTOpwY, €ival OTI n Kivnon Toug Og PTTopei va

TTPORAEePBei e akpifeia kal e¢aptdTal atmo To TEPIBAAOV TOUG KaI TIG EVEPYEIEG TOU XPNOTN.
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2.2

METANTYXIAKH AIATPIBH FTKOA®Q-EAENH BAZIAEIOY

‘Evag €IKOVIKOG avBpwWTTOUOPQPOG XOPOKTAPAG UTTOPEl va BewpnBei 0TI xwpileTal o€ Tpia

eTTiTTEdA.

e AUuTOvoun
Kivnon

Juunepidpopa

e 0L

pnxaviopot
Kivnong

*H yewpetpla
MovTtélo TOU ELKOVLKOU
YOPOKTAPO

Eikéva 1:Ta emmireda a1ré Ta 0Troia oTroTEAEITAI £VOG EIKOVIKOG XOPAKTAPOG

Ta avBpwmva povtéAa ouvrBwg avarapiotavTal oo éva apiBud Tunudtwy Ta OTToia
ouvotovTal PeTagu Toug pe apBpwaelg. H Kivnon Toug emTuyxaveTal ue TV aAAayr] TNG oTAoEWG
Tou owpartog pe didgopoug TpoToug. Otav évag XOPOKTAPAS €ival auTOVOPOG, OTTWG €vag

EIKOVIKOG TTPAKTOPAG, KOl EKTEAEN TTIO TTOAUTTAOKEG KIVATEIG TOTE EKONAWVEI GUUTTEPIPOPAL.

Emimmedo MovTéAou

2.2.1 Eicaywyn

Mtropei va xpnoigotroinBei - otToiodnToTe  TPIodIAoTaTOo povTéAo. Ta povTéAa ouvrBwg
oxedidfovTal - OTO = X€PI- Kal - yla  Tn Onuioupyia PEONOTIKWY HOVTEAWV  UTTOpOoUV  va
xpnoigotoinBoly avBpwTToueTpIKG dedopéva, OTTwG autd Tng Baong dedopévwv CAESAR [3].
MNa TNV’ autépatn dnuioupyio: TTOAWY, OIOQOPETIKWY EIKOVIKWV OavOpWTIWY £XEl TTPOTOBEI N
dnuioupyia Toug PE EEENIKTIKOUG aAyopiBuoug [4]

H avaykn yia eTTavoypenoigoTTroinon Twy JovTEAwv, aveEdpTnTa atrd 1o epyoAcio oxediaouod,
0odfRynoe oTnv avdAykn KATTolwv TTPoTUTTwy. Ta 1o diadedouéva TrpdTutra eival To H-ANIM Tou
Web 3d Consortium ka1 To MPEG-4

13



METANTYXIAKH AIATPIBH FKOA®Q-EAENH BAZIAEIOY

2.2.2 H-ANIM [5]

To H-ANIM oxnuartiotnke ammdé 1o Web3D Consortium yia va TTapéxel OTOUG TTPOYPAUUATIOTEG
KATTOIOUG KAVOVEG YIO TV OVOUOCIa TwV PEPWYV TOU avBpWITTIVOU CwuaTtog. Ta animations yia
povTéAha TTOoU Baoifoviar oto H-ANIM ptropolv va dnuioupynBoulv pe  OIGQOPES TEXVIKEG

(keyframing, inverse kinematics, performance animation systems KTA).
To H-ANIM é€xel Tpeig KUploug oTdxous. Na etmTUXE! :

o JuuBardrnra: Ta povtéAa va epgavifovtal o€ otrolovdnTmoTe browser utrooTtnpilel VRML
r X3d.

o Fueghiia: Aev uttdpyel KATTOI0G TTEPIOPITHUOS YIA TO €i00G TWV EQAPUOYWY TTOU Ba
XPNOIUOTTOINOOUV TA HOVTEAQ.

e AmAdrnta: O1 podiaypa@Eg Tou TTPOTUTTOU TTEPIAAUBAVOUY- HOVO OTI €ival ATTOAUTWG
arrapaitnTo.

2.2.3 MPEG-4 [6]

To mpéTuTTo MPEG-4, 0¢ avtiBeon pe Ta TTponyoupeva Tpdtutta MPEG, eicdyel Thv £vvola Twv
OTITIKWV KOI GKOUCTIKWY QVTIKEIYEVWY TTOu. atrapTiouv pia oknvr: TTohupécwyv. To MPEG-4
oTOXEUEl OTO VA ETTITUXEI CUMTTIEGN TOU KABE TUTTOU QvTIKEIMEVOU, UBPIBIKN KWAIKOTTOINGN TwV
OUVOETIKWVY KAl QUOIKWY QVTIKEIUEVWY, TIPOORACINOTNTA - UECw  dIa@opwy  BIKTUWVY  Kal

aAAnAemmdpacTikéTNTA.

audiovisual abjecis

multiplened
downstream
control / daia

a7
20 badkground

multiplexed . .
upstracin ; scene , )
caontrolidata scoordinate | 7 -

—_—
andic
Corpasitor

\

user evenfs”’

video
compositor
projection

plane

hypothefical viewer

user IRpIL

Eikova 2:Asiypa oknviAg ToAupéowv Baoiopévng oto poTturo MPEG-4 [41]
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lMNa va Tpoodiopicel TN XWPOXPOVIKI TOTTOBETia eVOG QVTIKEINEVOU OTN OKNVA, TO TTPOTUTTO
opifel  pia yhAwooa tou ovoudletal BIFS (Binary Format for Scenes). H BIFS daveieTal
oToixeia atré TN VRML, OTTWG TNV TTEPIYPAP) TNG OKNVAG Oav &va IEPAPXNUEVO YPAPNUa, Ta
animations (Trou Bacifovtal o€ TTapePPoAeic (Interpolators)), Ta events TTou OTEAVOVTOI OTOUG
KOMBoug péow Routes kal Tn XpAon Twv sensors yia aAAnAettidpaan pe 1o TepiBaAAov. Mépa
atmd autd, elcdyel KATTola véa oTolxeia 6TTwG Pnxaviououg cuuTieong, streamed -animation
EVOWNATWON 2d aVTIKEIPEVWY Kal EEENYUEVO XPOVIKO EAEYXO.

2.2.4 MPEG-4 FBA [7]

To MPEG-4 opiCel To FBA (Facial and Body Animation) yia-va TTEpIYPAYEl TN YEWPETPIA Kal TO

animation evog €IKOVIKOU XApaKTHPA.

Ymdpyouv dU0 oUvoAa TTapapéTpwy. To TTpwTo atroTteAeital amd 1a FDP (Face Definition
Parameters) kai BDP (Body Definition Parameters) 1a otroia TTERQIypAQOUV TN YEWMETPIO TOU
TTPOCWTIOU Kal Tou owpaTtog avtiotoixa. To BDP BaciCetar oto H-ANIM. Autoi o1 TTapdueTpol

ETMTPETTOUV GTOV ATTOKWOAIKOTTOINTA va dnuioupyroel éva JoviéAo FBA.

To deuTepo GUVOAO TTapapETPWY. Opifel TO animation Tou TTPOCWTIOU KAl TOU CWHMATOG,
onAadn 1a FAP (Face Animation Parameters) kai BAP. (Body Animation Parameters). Ta BAP
XPnoigoTrolouvTal yia Tn ouvBeon kiviigewv. Ta va trapaxBoiv Kiviioeig aAA&GlovTal ol ywvieg
TWV apBpwoEwyY ToUu owuaTtog Pe Bdaan Ta dedopéva TTou TrepiExovTal o€ éva BAP stream. ‘Eva
BAP stream ptropei va TTePIEXEl PEXPI 296 TTAPANETPOUG TTOU TTEPIYPAPOUV TNV TOTTOAOYIa €VOG

oKeAeTOU.

‘Body

o~

BAP @BDP @rendered
Body

Deformation
T ables

Eikova 3: Ta uyépn amo ra omoia amoreAgital éva gikoviko owua kard 1o MPEG-4 [42]
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2.3 Eminmedo kivhong

O1 yéBodol yia avatrapdaTaon Kivhong JTTopoUv va XwpeIoTouv o€ dUO KATNYOPIES, KIVNUOTIKEG
Kal duvapikég [8]. O1 duo TpdTTOI UAOTTOINONG Kivhong TTou TTapouciadovTal £dw eival ol Data

Driven Animation(Kivnhon odnyouuevn ato Ta dedopéva) kal Procedural Animation(AiadIKaoTiKr

Kivnon).

2.3.1 Kivnparkég ué@odoi

H kivnuaTikr) aoxoAgital pe Tn 6éon, TV emTéyxuvon Kal TNV Tax0TNTa TwWV CWUATWY XWPig va
Bewpeital oT £xouv katrola pdla. Me tTn xpron Tng eubtiag kivnuaTikns - (forward kinematics)
MTTOpOUNE Va BpoUpe TNV TEAIKA BEaN Tou avTIKEIWEVOU BivOVTaG £va GUVOAO TTOPAMETPWY, EVW
ME TN XPAON TNG avtioTpo®ng KivnuatikAg (inverse kinematics) ptropoUue va BpoUue TIg
TTAPAUETPOUG TTOU XPEIAZETAI VO BWOOUNE OE £V OVTENO yIa va Bpebei o€ KATTOI0 CUYKEKPIMEVN

Béon.

2.3.2 Avuvapikég péGodol

BagiCovTal aToug vououg Tou NedTtwva yia Tnv Kivnon Kar GUoXeTiCouv Ta aitia TnG kivnong (T
OUVAEIG TTOU aOoKOUVTaI) JE TNV EMTAXUVON €vOG owpaTog AaufdvovTtag utréywn Tn pada Tou.
Y1rapyxouv Ki €dw ol avTioToixeg péBodoI TNG eubeiag duVAUIKNG Kal TNG avTioTPoPNnG OUVAMIKAG.
Ortav xpnoipoTtroioUue pia euBeia duvauiki pEBodo Bpiokouue Tn BEon, Tov TTPocavaTtoNoud, T
Béon kal TNV TaxUTNTA TTOU AVTIOTOIXOUV O€ KATTOIEG OUVAEIS KAI POTTH VW UE TNV QVTIOTPO®N

ouvapikn yiveral n avTibetn diadikaaia.
H utroAoyIOTIKN) TTOAUTTAOKOTNTA TWV TTAPATTAvVW PEBOdWY, Ye alfouaa ocipd, eival N €ENG :

e EuBcia Kivnuartikni

e EuBcia Auvauikn

o AvrtioTrpoon KivnuaTikn

o AvTioTpogn Auvapikn

Kapia. Texvikr) 6g ptropei va dwoel TéAEIa ammoTeAéopaTa yio OA0 TO owua, Kal GuvABwg
XPNOIYOTIOIEITAl £VOG OUVOUAOHOG Twv TTapatmavw. Anpioupyouvtal CuVABWG PE TEXVIKEG TTOU

KatardooovTal £ite aTo data-driven animation, eite oto procedural animation.[9]

2.3.3 Data Driven Animation

Eival o 1Mo ouyvog 1péTT0G UAOTToIiNONG animation. Ta animations KaTaokeudlovTal aTmod TPV PE
motion capture fj oxedidlovTal aTo XEPI YE TN XPAon €10IKoU AoyiopikoU. Ta dedouéva Tou KGBe
ouvoAou kivnong amoteAouvial amo pia oelpd keyframes TTou TTEPIEXOUV TIPEG yia TIG

TTAPAPETPOUG TOU CWHATOG. To TTPOBANUa pe autn Tn HEBodO eival 0TI dev eival ApKeTA EUENIKTN
16
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ylaTi  €ival SUOKOAO yia TIG AeTTTOpEPEIEG Twy keyframes va puBuIcToUv O€ TTPayuaTik® Xpovo .
Auté TO TIPOPRANMa eivar BEpa €peuvag Ta TEAEuTaia Xpovia, KiI €XOUV Yivel TTPOOTTABEIES
QVTIJETWTTIONG TOU WE TN XPAoN Baocwv dedouévwy TTOU TTEPIEXOUV TTOAAEG Kivioelg [10] ) pe
ypoonuata Kivnong TTou KWOIKOTToOIoUV Toug TPOTTOUG E TOUG OTTOIOUG TO aTToBnKeupéva

animations ptropouv va avaxpnoiyoTtroindouv[11].

2.3.4 Procedural Animation

lMNa kivnon  TTouU avTatrokpiveTal Je PEYaAUTEPN OKPIBEId OTIG OTTAITACEIC TOU EKAOTOTE
TEPIBAANOVTOG KAl TN YEWMETPIO TOU XOPAKTAPO  TTPOTEIVETAI WG AUGN TO animation TTou
TTapdyetal aAyopIBUIKA O€ TTPAyUOTIKO XPOVO YIad VO -AVTOTTOKPIVETAI . O€ - OUYKEKPIMEVEG
TpoUTToBéoelg. Me autd 1o TPOTTO Yyivetal e@apuoyr Tng Avrtiotpopng KivnuatikAg (Inverse
Kinematics) . H ywvia 1repioTpo@n Twv apbpwocwv kabopiletal pe Bdan tnv TeNIKR B€on TTOU
TPéTTEl va BpeBei KATTOI0 AKPO TOU CWHATOG (TT.X. XEPI ) TTOBI). XpnOIUOTIoIEiTal GUVHBWS YIa TO
TEPTTATNUA O€ AVWUAAO £8a@og (UTToAOYIoNGG TNG OwaTHG B€ong TG TTaTouoag o€ KABe Brua)
I TO TTIACIYO QVTIKEIMEVWYV. EKTOG aTTd auTd OPwWG, £X0UV YivEl Kal TTPOCTTABEIES yIa TN XPAON TNG
OuvapIkAg Tou avBpwTrivou cwpatog (ragdoll physics)[12][13] €101 woTe n Kivnon Tou KABe

MEAOUG TOU OWHPOTOG Va gival CUVOEDENEVN E TNV, KIVNGN TWV UTTOAOITTWY UEAWV.

Emitredo ocuumiEPIPOPAg

O1 eIKOVIKOi TTPAKTOPES TTPETTEI VO £XOUV TN OUVATOTNTA VA AEITOUPYOUV QUTOVOUA OE TIPAYHATIKO
XPOVO Kal va €KONAWVOUV CUUTTEPIPOPA TTOU TOUG ETTITPETTEl VO OAANAETIOpOUV JE TO
TEPIBAANOV TOUG, XWPIG va XPeIAleTal OAEG O AETITOUEPEIEG TNG KIVNONG TOU va €XOUV OXeDIOOTEN
atro TpIv.

H ouptrepipopd evog TTpAKTOpa - TTEPIYPAPETAI OUVABWG e Pia uwnAoU emitrédou scripting
yAwooa Baciopévn atnv XML, n-otroia gival eupéwg diadedopévn Xdpn atn dour TNG TTou ival
g€ioou euavayvwoTn amd avlpwToug Kal pnxavAuata.  Mepikd trapadeiypora TETOIWV
yAwoowv givar n BML, AML, CML, MURML, XSTEP, VHML kai APML.

2.4.1 AML: Avatar Markup Language [14]

Meplypdoel éva eviaio TTAAICIO- yIO JETATPOTIA KEIYEVOU O€ OUIAiQ, Kivnon TTpOCwTTO Kal Kivhan
OWHOTOG -JE TOV KATAAANAO ouyxXpovioud PeTaEU Toug. To AML dev e€aptdtal amd KATTOIEG
OUYKEKPIPEVEG - TTApaUETPOUG, OTTwg TOo MPEG-4, vyia kivihon o€  xaunAo  emimedo,
XPNOIMOTTOIEITAI EUKOAQ aTTO EUQUEIG TTPAKTOPEG,  €ival ETTEKTACINO KOl UTTOOTNPiCel seamless

animations.
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2.4.2 CML: Character Markup Language [15]

Ymépyouv apKeTd AoyioPIKG kal PéBodorl yia Tn Onuioupyia animation Kol OpKETEG PNXAVEG
onuioupyiag CUPTTEPIPOPAS Kal cuvaloBnuAaTwy, oA &ev UTTAPYXEl KATTOIO KOIVO OUVOETIKO
eTTiTedo avdpeoa Toug. H CML mmpoo@épel autd 1o evdidueco emmitredo .O1 oTdXol TG gival va
gival uynhou emTédou, TTAAPNG, ETTEKTACIYN, OUYXPOVIOUEVN Kal va uttooTnpilel dpAoeIg Ye
TTAPAUETPOUG.

2.4.3 PAR: Parametrized Action Representation [16]

H PAR peTaTPETTEl TN QUOIKN YAWOOO O€ €VTOAEG VIO EIKOVIKOUG TTPAKTOPEG Kal  KAVEI TNV
ETTIKOIVWVIa PETAEU XPAOTN KOl TTPAKTOPA VA MOIAZEl - Je  €TTIKOIVWVIO  WETAEU CwVTaAVWV

avBpwTTWV.

2.4.4 STEP: Scripted Technology for Embodied Persona [17]

XpnoiuoTtroigital yia TTPAEEIG EMKOIVWVIAG OTTWG  XEIPOVOUIES Kal OTACEIS CWHPATOG KAl UTTOPET
va eTTEKTOBE yia opINia Kal ekppdaoelg TTpoowTTou. Bacoietal oto mpdTutmo H-ANIM Kai €xel
ulotroinBei pe ™ yAwooa DLP, uia yAwooa -AoyikoU Trpoypauuariopgod.  Metd 1n STEP
onuioupynonke kai pia ékdoon e XML, n XSTEP[18].

2.4.5 BML: Behavior Markup Language [19][20]

H BML cival amotéAeopa piag d1eBvolg 1Tpootrdbeiag yia 1n dnuioupyia evog evoTTOINUEVOU
TTAQIGIOU yIa TNV TTOPAYwWYH CUPTTEPIPOPAS YIa EIKOVIKOUG TTPAKTOPES TTOU €XOUV TNV IKAvOTNTA
oulntnong. H oudda utretBuvn yia T BML TTpoTteivel éva JovTENO TTOU TTEPIEXEI TPia ETTITTESQ
ka1 ovoudletal SAIBA (Situation, Agent, Intention, Behavior, Animation). Ta otddia autd civai o
oXedloouOG TNG TTPOBeoNG, 0 OXedIAOUOG TNG CUMTTEPIPOPAS Kal N TIPAYMATOTIOINGN TNG
oupTtrepipopds. H FML, 1ou mrepiypdgel mpdBean XwpiG UAIK GUUTTEPIPOPA evwvel Ta dUO
TpwTa emiTeda evwy-n BML TTOU Trepiypd@el TNV €mMOUUNTH UAIKA CUMTTEPIPOPA EVWVEI TO
0euTepo oTd@dIO Pe TO TpiTo. ‘H BML civanl emméktaon kai BeATiwon TTponyoUuevwy scripting

languages.

2.4.6 VHML: Virtual Human Markup Language [21]

Mia TipooTrdBeia yia TNV, TrEPIYPaPr] OAWV Twv SIOPOPETIKWY OTOIXEIWV TG CUPTTEPIPOPAS EVOG

aAnBo@avoug gikovikoU TTpdkTopa. ATToTeAsiTal atrd Ta akdAouBa utroouoThpaTa

e DMML: Dialogue Managing Markup Language
e FAML: Facial Animation Markup Language

e BAML: Body Animation Markup Language

e SML: Speech Markup Language

e EML: Emotion Markup Language

e GML: Gesture Markup Language
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Apketrd onueia tng VHML &gv €xouv opioTei TTApwg akéua. To BAML 1Tpog 1O TTApOV

KAnpovouei Ta oToixeia Twv EML kai GML. Oa emTpETTEI TOV OPIOHO Kivnong OX1 HOVOo o€ uwnAd

eTiTTed0, PE TNV UTTAPEN KATTOIWV ETOINWY KIVAGEWY, aAAG Kal o€ XaunAo eTTiredo ue Baon 1o H-

ANIM.

2.4.7 ZUYKPION XAPAKTNPIOTIKWY TWV YAWOOWYV CUHTIEPIPOPGS [22]

Mapakdtw TTApPOUCIAlovTal

CUNTTEPIPOPAG TTOU avagEépBnKav.

KA&troleg  opoIdTNTEG KAl

OlaQopEG  -METALU

TWV  YAWooWwv

Scripting languages

Both

Scripting and

Representation Languages

Representation Languages

AML STEP CML VHML PAR BML
Approach
Objectives Animation Animatio | Animatio - | Animation Parametrised action | Description
n n of
multimodal
behavior
Format
XML v v v v
Specification
Elements
Character Definition v v v
Animation v v v
Dialogue Acts v v
World v v
Actions/Behaviour v v v v v
Voice Controls v v
Animation Control
Inhibiting animation v v
Merging v v v v v
Synchronisation v’ v v v v v
Additional v v
Parameters
Parametrised v v v v v v
actions
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Feedback to v v v
application
Specification
Granularity
Extensibility v v v v v
Macro Elements
Micro Elements
Believability
Attributes
Emotions v v v
Personality v v v
Character Type
Human Like v v v v v
Non-Human v v v
Character
Parts/Modules
Face v v v v
Body v v v v
Speech v v v v

2.5 Real-time Character Engines [23]

OAa Ta TapatTdvw cuvoudlovTal O PNXOVEG OXEDIAOUOU EIKOVIKWYV XAPAKTAPWY. AUTO TO €i60g
AOYIOUIKOU €TITPETTEL TRV avaTTapaywyr] Kal TTpooAn (rendering) evog €IKOVIKOU XApPAKTHPA Kal
TNV auTOpaTn TTapaywyr] Kivnong e Bdon tn ouptrepipopd Tou TrpdkTopa. MNMapoucidlovTal Ta
ATTOTEAECUATA PIOG OVAAUCNG Kal OUYKPIONG TETOIWV AOYIOUIKWY PE BAon TEOOEPEIG PBAOIKES

AeiIToupyieg Kai TNV TpooBnkn og-autd Tou REVEWorlds.

Appearance Animation Control

Generators

Cal3d A basic polygon Skeleton Animation
renderer and morph | data and basic
targets blending
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Piavca As Cal3d As Cal3d + Generic Event based
hardware motion and continuous
morph targets | generation and | control methods

combining
system
HALCA As Caldd + As Cal3d + Numerous Event - based,
pluggable shader | dual data driven and-| real-time - tracking
architecture quaternion procedural and physics based
skinning generators interaction
UNREAL Fully featured Skeletons, Data driven, Custom Al using
real-time rendering morphs Procedural, UnrealScript, Visual
Inverse Scripting
Kinematics,
Blend
Controllers,
Physics
Controllers
Jack A basic polygon Skeleton Numerous Various,
renderer procedural including Al and
generators speech driven
interaction
VHD++ Fully featured Skeleton, Data driven Real-time input
renderer including | facial =~ bones | and procedural | and Al
hair and cloth and morph | generators +
targets real time
tracking
Havok N/A Skeleton Extensive N/A
and morph | data driven,
targets inverse
kinematics and
physics based
generators
Natural N/A Skeleton Extensive N/A
Motion data driven and

physics based

generators
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SAIBA+ Polygon renderer Complex Complex Via the BML
GRETA facial rig procedural language
controllers
tailored to non-
verbal
communication
REVEWorld Xj3d H-ANIM Custom Custom code
s LOA-1 code
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KEPAAAIO 3

AvaAuon

To mpoTtummo H-ANIM

MNa Tnv Kataokeur) Tng Kivnong xpnoipotroiridnke 1o mrpdétuto H-ANIM, 10 oTTOiO €ival éva
TIPOTUTTIO  TTEPIYPOPNG OKEAETIKWV Oopwyv. ‘Exel -oxedlaoTei Kupiwg yia va avotrapioTd
avBpwWTTOUOPPOUG XAPAKTAPEG aANG Oe BETel TTEPIOPICUOUG- OToV apIBUd Twv AKpwv (XEPIa,

TOdI0, KEQAAIQ) KaI UTTOPET va XPnaloTToinBei Kal yia {wa 1] avTaoTIKOUG XAPAKTAPEG.

MAgovexTnpara H-ANIM

To H-ANIM utrooTtnpiletal atrd apkeTd epyaicia povTeAotToinong (open source Kal EUTTOPIKA,
yia mapadeiypa Seamless3d, Flux, VizX3d; H-Animator) kal JTTopEi va a1robnKeuTel o€ HopYn
X3D i VRML. Ta apxeia auta d¢ xpeidlovTal Katolo e¢eidikeuuévo software, aAAd pytropoulv va
mPoBANBolv ot kdmoio VRML 1) X3D browser(trapddeiyua téToiwv browser gival 1o Xj3d, 10
oTToi0 XpnoiyoTroieiTal atrd 10 €lkovikd TepIBAAAov REVE Worlds yia tTnv avatmrapdoTacn

YPOQIKWYV Kal To Instant Player).

HelpBox
Selecta joint and move the sliders to pose

Pose the humanoid the humanoid

When alljoints are set take a picture of the
humanoid to have its posture saved,

Current joint Takaictira
B ‘You will then be able to return to the shot

neveryouwant. Just click on its

skullbase BT
thumbnail.

Toggle view ‘You can also change humanoid position and

load a 30 world in the scene.

Pitch (X) = -1

Reset

Joint

-]

Load world ‘

Bitmanagement
s Software GmbH Back Next

Return to author
choice panel

Eikéva 4:H-ANIMATOR [42]
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H emavaxpnoigotmoinon Twv animations ammd poviéAa TTou €xouv Tov idlo apiBuod
apBpwoewv  €ival €UKOAN (av Kal WTTOPEl va UTTAPXOUV OIOQOPEG METASU HOVTEAWV TTOU
OlaPEPOUV TNUAVTIKA OTN YEWMETPIO TOUG) yIaTi TO TTPOTUTTO OPIfel CUYKEKPIPEVN IEpapXia Kal

ovOPaTA YIa TIG ApBPWOEIG KAl TUYKEKPIUEVN APXIKI) OTACN CWUATOG.

Napadeiypara xpRoswyv Tou H-ANIM

To H-ANIM putropei va xpnoipotroinBei oe oxeddv otroladATToTE  TPIOBIACTATH £QAPUOYT) TTOU
ATTAITEl TNV AVATTOPACTOON avBpWTTONOPPWY WovTEAwv. KdTtrola TTapadeiypara xpriong tou H-
ANIM ¢gival o€ €IKovIKO eKTTAIOEUTIKO TTEPIBAANOV [24], €IKOVIKO KaTAoTnua pouxwv [25], eugun
EIKOVIKI apriynon [26], Tov €ikovikd ekTTaideutry Jacob [27] kal Tnv €TTOLIEN TG €AANVIKNAG
VONMOTIKAG YAWOOAG yia eKTTAIOEUTIKOUG OKOTTOUG[28]. AANQ €idn e@apPoywyY TToU weeAoUVTaI

atré 70 H-ANIM gival Ta TTaixvidla[32] kail o1 EpyovOuIKEG HEAETEG [29] .

Fewperpia H-ANIM ocwparog [5]

H yewpetpia mou mepiypdoeel éva H-ANIM cwpa utropei va gival OKEAETIKN 1 SEPUATIKN.

Otav xpnoiyoTroliTal N OKEAETIKN PEBODOG, TOTE TO CWHPA aTTOTEAEITAl ATTO EEXWPIOTA
YEWUETPIKA KOPMPATIA (Segments) Ta OTToia evwvovTal PJETAEU TOUG WE joints. AuTOG O TPOTTOG
avatrapdoTacng gival UTTOAOYIOTIKG aTTod0TIKOG, GAAG TTOAAEG POPEG BNUIOUPYOUVTAI ACUVEXEIES

OTO POVTEAO ME ATTOTEAECHUA VA YEILVETAI N AANBOPAVEIQ TOU JOVTEAOU.
H deppatiki péBodog TTEPIYPAPEl TO CWHA WG EVA EVIAIO TUAKO YEWMETPIOG TTOU KOAUTITETAI
atd Oépua. Kébe gopd tmou pia apBpwaon eKTEAE TTEPIOTPOQN], TOTE TTAPAUOPPUWVETAI avAaAoya

10 &épua. ‘ETol, 6 dnuioupyolvTal KEVE TUAWATO PETAEU TWV PEPWY TOU CWHATOG.

3.4.1 KopBoi Tou H-ANIM

‘Evag €IKOVIKOG XapakTApds Tou avaTtrapiotatal ge H-ANIM atroteAgital ammd TOUG TTAPAKATW

KOupoug X3d .

e Humanoid : Eival o kevTpIkOG KOuBog TTou TrepIAauBavel Toug utTdAoITToug. H yewpeTpia
TOU XOPAKTNPO UTTOPEI va gival €iTe OKEAETIKNA Kal va atroTeAgiTal ammé segments, €iTe va
gival éva ouvexEG THAPA Kal va KAAUTITETaI atrd dépua

e - Joint : ZupBoAilel TIG apBPWOEIG TOU CWHOTOG KOl XEIPICETaI TNV Kivnan.
e - Segment : OpiCel T TUAPOTA TOU CWHATOG, OTTWG XEPIQ, TTOBIA KTA

e Site : XpnaolyoTroigiTal yia va opioel GKpa TTou JTTopouv va XpnaiyoTroinBouv ato
oucoTAPaTa inverse kinematics, onueia cuykOAANong yia ageooudp, 6TTWG KOCUNAUATa
Kal pouxa Kai yia va opicel BE0eIg yia viewpoints.

e Displacer : OpiCel TO €UpOG TNG KivnoNg TOU AVTIKEINEVOU OTO OTTOIO EiVal EVOWNATWHEVO
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3.4.2 Levels of Articulation [29]

To TPOTUTTO OpiCel OAEG TIG apBPWCEIG TOU avBPWTTIVOU CWHATOG OAAG Oev aTTaitoUv OAEG Ol
EPAPHOYEG TO PEYOAUTEPO BaBud AeTrTopépeiag kal aAnBogaveiag Tng kivnong. 'Etol, 10 H-ANIM
TTPooQEpEl TEoTEPQ TTITTEdO apIBUOU apBpwaoewv (Levels of Articulation).

e LOA-0: OpiCetal yovo 0 KEVTPIKOG KOUBOG TOU HOVTEAOU (01 UTTOAOITTEG OPBPWOEIS
TTAipPVOUV TTPOKOBOPIOUEVEG TIUEG).

e LOA-1: OpiCovTtal o 18 kKUpIEG apBPWOTEIG TOU CWHATOG (XWPIG TN OTTOVOUAIKA OTAAN Kal
TIG APOPWOEIG TWV XEPIWV)

e LOA-2: OpiCovtal 71 apBpwoelg, ol oTroieg TTEPIAANPBAVOUV TIG OPBPWCEIG TWV- XEPILV HE
Mia atTAr) OTTOVOUAIKH OTHAN

e LOA-3: opiCetal n TTAAPNG Iepapxia Tou H-ANIM 1Tou atroteAsitaramd 89 apBpwotelg .

//—'_\-HH“\\ //_'___
bl _tip
- o skl
skull\/I -~

shullbass _,// |_ey’ebr0'n'_joi%‘|_eyebrow
p—

cl |_evelid
wel o \\ |_evelid_joint
ve2 \ | |_evebdl_joint I_eyeball
c3
w3 - .
. B ~\ L
= ved c . ﬁm poram andibular
i = N . . .
z WS jaw_tip [dhir] p
y
. skull
vch Nullhase @ " //
vEF S B _,_,-/
¢ — "
& Simple Facial Objects
vkl
vE2
vES
vkt
= vES
B
E_ ]
vk
vEE N
I_{F) metacarpal
I_{FLproximal
1_{F) middle
1 1_(F) distal
= ’ 1) distal_tip
E i
E Vi3 B=3
vl = E H-ANIM 1.1
|_thumb_metacarpal B ~
vis |_thumb_proxim al Joints Segments Sites

|_thum b_distal O Joint
|_thumb_distal _tip

Spinal Joint Recommended
by Spec

Typical Minimal Humanoid
Joints

w Indicates Children of Joint
o . Segment '+' Example Sites *
-\'."?.' Objects with names beginning with

I_have a corresponding object with
a mame starting with r_ {left/ right).

* Indicates Items Addedin 1.1

@30 _5@ _@{9\ Creat adta suppait desigrers Leingirformation in t_ha
S & H-&nim Spedficati on, Rbp: ffece uwaterloo.ca f~h-anim
s & Chart by 1. Eric Mason and Verorica Polo, VR Telecom, Inc.

Eikova 5: OAgg o1 apBpwoeig Trou Tpoopépel To H-ANIM[42]
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‘Eva animation 1rou £xel dnuioupynBei yia katroio LOA utropei va xpnoiyotroin®ei atro

OTTOI00NTTOTE HOVTENO €XEl TO iD10 A avwTepo LOA.

Ta animations 1Tou €xouv OnuioupynBei yia autr TN dIaTpIfn aKoAouBoUv. @;LQA—l.

skull
skullbase

t shoulder | _shoulder

r_upperarm |_upperarm
f;_elbow |_elbow
rioreany |_forearm
sacroiliac

vi5
HumanoidRoot

r_ankle
r_hindfoot |_ankle
F . I_hindfoot
ey r_midtarsal
r_middistal |_midtarsal
I_middistal

Eikova 6: O1 apBpwoeig Tou LOA-1 kai o1 BEoeig Toug o€ £éva avBpwiropop@o povréAo[41]
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METANTYXIAKH AIATPIBH FTKOA®Q-EAENH BAZIAEIOY

KEPAAAIO 4

ZXESIaOHOG

Eicaywyn

2KOTTOG AUTAG TNG SITTAWMATIKAG Eival N EVOWUATWON Kivong 0TOUG €IKOVIKOUG TTPAKTOPESG TOU
ReveWorlds.O oxediaoudg £yive €101, WOTE T animations kal 1o JovTéAd va ival aveEdpTnra
METAEU TOug OAAG va akoAouBouv éva cuykekpipgévo TTpdTutro. ‘ETorl cival e€ac@aliouévn n
oupBaTéTNTa TOUG Kal Ot XPEIAZETal va ONPIoUpyouvTal Yia KABe Kavouplio WOVTEAO véa
animations fj To avtioTpo@o. O TMo aTTAGG TPOTTOG VA £TITEUXOE AUTO ival OAa Ta PovTéAa va

£Xouv Tov id10 apIBud apbpuwoewv

H mAaroéppa REVE ka1 To REVEWorlds [33]

H avamopdotaon REVE omotelei pia véa TTpooéyyion yia TV OVTIMETWTTION TWV EYYEVWV
OUOXEPEIWV TTOU SNUIOUPYET N TTOAUPOP@IT TWV OVOYKWY TOU XWPOU, TTAVW O€ Wit CUYKEKPIPEVN
BewpnTikA BAon, pe car EUEACT OTAV UTTOCTHPIEN EUPUWV EIKOVIKWYV TTPOKTOPWY Kal JE OTOXO
Tn duvaTtdTNTa APECNG KOI CUCTNMOTIKAG EQAPUOYAG O€ TTANBOG eQapuoywy, TNV eueNiia kal TRV
ETTEKTACINOTNTA.[34]

EmmAéov To REVE Trpoceyyilel o oxedloaTIKO ETTITTEDO, BACIKEG EVvOIEG OTTWG TOV KOOHO
KOl TO QVTIKEIPEVO, ETITPETTOVTAG £TOI ETEPOYEVEIG AUCEIC povTEAOTTOINONG, OTTOU TO KABE TUARUA
€EUTTNPETEI EVA OUYKEKPIYEVO OKOTTO VW TTAPAAANAQ cuvepyddeTal JE TA UTTOAOITTA TUNMOTA UE
dlagavh kal TPOTUTTO. TPOTIO. - lMNa TTapadelyua, n QUOIKA avarmapdoTaon €vog €IKOVIKOU
QVTIKEIEVOU - UTTOPEl va UAOTTOINBEi pe €va ypaenua oKnvhg €vw n onuacioloyia pe pia
avatrapaoTacng . CUPPBOAIKAG - yvwong. Ta U0 pEpn Tou OAOKANPWHEVOU HOVTEAOU £XOUV
TpooBacn 1o éva aTo AAAO, KaBIoTWVTAG OUVATA TNV £KPPOCT QUOIKWY OTOIXEIWV TOU EIKOVIKOU
QVTIKEIYEVOU “PECW TNG ONUACIoAoyiag Tou, KaBWG Kal Tnv TPOTTOTToiNoN Tng GnUacioAoyiag
MEOW TNG A&ITOUpPYIKOTNTAG Kal TNG AAANAETIOPAOTIKOTATAG TNG QUOIKAG avatTtapdoTaong Tou

povTéAou. To atrotéAeopa cival éva TToAudIGoTaTo aAAG 6TaBePO PovTEAO TNG idlag ovToTNTAG.

To REVE Worlds cival pia pepIkr) UAOTTOINON €vOG €UQUOUG €IKOVIKOU TTEPIBAAAOVTOG TTOU
BagoiCetal oto REVE. Eivar ulotroinuévo oe Java kai xpnoigotroiei 1o Xj3d yia Tnv TTpoBoAn

mepiexopévou VRML kai X3D. XeipifeTal EIKOVIKOUG KOOHUOUG, TTOU apPXIKOTTOIE uE dedouéva atrd
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oplopoUg VERL kai €ikovikG owpata. YTrooTnpigel TTARBog peBOdwv yia Tov €AeyXO TOug Ol
otroieg PBaciovtal oto AlIP, éva TIPWTOKOAO yia Tn oCUVOECN EIKOVIKWY OWHATWY HE
components yia Tnv TTapaywyr CUPTTEPIPOPAS Kal vonang (cognition). Auta trepiAappdavouv éva
CLI-based interface kat@dAAnAo yia TOv OTTEUBEIAG TTEIPAPATIONO, KOI EAEYXO TWV EIKOVIKWV
CWHATWV.

‘Exel avamituyBei €évag apiBuog epapuoywy TTPAKTOpwY yia €IKoVIKA TTepIBdAAovTa REVE. O
OKOTTOG Tou €ival va gpeuvnBei n duvatdtnta Tou REVE va utrooTnpitel e@appoyEéG eu@uUWV
EIKOVIKWV  TTEPIBAAAOVTWY.  ZUYKEKPIPEVA, yiveTal TTpooTr@Bela - aTnv . afloAdynon Tng
atroteAeopaTikéTNTag Tou REVE OTnv QvTIUETWTTION TWV AVOYKWVY TTOU £XOUV Ol TIPAKTOPESG O€
EIKOVIKA TTEPIBAAOVTA, OTTwG pathfinding og TTpaypatiké Xpovo, Tnv aAAnAeTTidpacn pe GAAa
QVvTIKEIPEVA Kal GAAOUG TTPAKTOPEG, TNV avTiAnwn Tou KOOMOU Kal Tn Snuioupyia vOonTIKWY
MOVTEAWV aTTé AuTd, TNV TTApaywyr] CUNTTEPIPOPAG, TNV. €KOHAWGON OKOTTOU (OKOTIPATNTAG),
XWpPIKOU ouAoyiopoU (spatial reasoning). 2e o TeXVIKO  €TTiTTEDO, -YyiveTal €AeyXog Tou
ouoThPaTog étav uttédpxouv TTOANOI TTPAKTOPES TTOU GUVUTTAPXOUV Kal UTTOAoYideTal 0 BaBuog
NG POoPNTOTNTAG TWV OPICHWY TWV TTIPOKTOPWVY Kal- TWV UAOTTOINCEWV TOUG O OIOQOPETIKA

EIKOVIKA TTEPIBAANOVTAL.

4.2.1 Eixovikoi nmpakropes oo REVEWorlds[35]
‘Evag eIkovikég xapakTrpag oto REVEWorlds €ival To gUvoAo Twv TTapakdaTw aspects
e Physical Aspect: TTapouciaon €IKOVIKOU QVTIKEIJEVOU
e Semantic Aspect: TTAnpogopia dIabEaiun TTPOG avTiAnywn
o Access Aspect: AeIToupyIKOTNTA EIKOVIKOU QVTIKEIMEVOU
e Perception Aspect: avTiAnwn €IKOVIKWVY aVTIKEIMEVWV

e Activity Aspect: dpdan £TTi EIKOVIKWV AVTIKEIPEV WV
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Bl

[ M
accesspoint ap; , L ‘,,,,,, 1
Function setection

-9

Attachment

Eikéva 7:MovTého Spdong eikovikou TTpdkTopa[42]

To kGBe aspect utrooTNPICEl CUYKEKPIPEVEG AEITOUPYIEG TOU €IKOVIKOU TTepPIBAAAovTOG. To
aspect TTou agopd TNV €u@Avion Tou TTPAKTOpa gival To physical aspect kai Ta aspects TTou
agopouv TO animation gival Ta perception, access kal activity aspects. Apa o1 KAACE€IG TTou
uAotToloUv TO Cwpua Kal Tnv Kivnon mpémel va. diapadouv. Ta e€wTepikd dedouéva kal va Ta

avTIoToIXOUV OTIG AEITOUPYIEG TWV. aspects.

S| &[4 §>| € |World origin (front-up-eft view, 30m) ‘v > |5 i S
Load scene Scene Inspector Debug body
Edit View

Eikéva 8:To REVEWorlds kai évag gIKOVIKOG TTPAKTOPAG.[42]
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4.3 Aoun

Ta dedopéva Twy POVTEAWY Kal Twv animation TrepiEéXovTal o€ eEWTEPIKG ApXEia yia Ta oTroia

atraiTouvTal evolaueoeg KAGoelg Tou TTapéxouv To KatdAAnAo interface yia Tn olvdean e TO

REVEWorlds.

Reve Worlds

Model

*

Eikéva 9:H dopn yia TV evowpdrwon Kivnong

.| Virtual Body

Class

A
1

Action Class

Animation

To apxeio Tou povTEAOU TTEPIEXEI TTANPOPOPIEG OXETIKA UE TN YEWWETPIA (EU@AvVION) KAl TIG

apBpwaoeig Tou povtéAou. OTav UTTAPXOUV -HEYAAEG ATTOKAICEIS OTIC YEWUETPIEG TWV HOVTEAWV

pTTOPEI VO UTTapXEl KATTOIa aTTOKAION KOl 0TO animation aAAd OTIG TTEPICCOTEPEG TTEPITITWOEIG O

Ba dnuioupyolvTal oCNUAVTIKG TTpORAARuATA.

To apyeio Tou animation. TrepIypd@el TIG KIVACEIG Twv apBpwocwv TTou aTTapTiouv €va

animation. To-animation oAokAnpwveTal € £€va KUKAO Kal 0 KOTAAANAEG XPOVIKEG OTIVUEG TOU

KUKAOU opiovTal TTEPIOTPOPEG TWV apOPWCEWV.

To povTéAo kar-To animation ouvdéovTal Je To Reve péow Twv KAdoewv Virtual Body Class

kal Action Class avTioToixa. To Reve Worlds utropei va mepiéxel ToAAG owparta (Virtual Body)

Kal KGBe cwpa Ptropei va Trepiéxel TTOANEG dpdoelg (actions). H emAoyn Tou povTéAOU Kal Twv

animations, 6TTwg Kal 0 €AeyX0g Toug yiveTal péow Tou ReveWorlds.
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KEPAAAIO 5

YAomoinon

Eicaywyn

H teNikr) uhotToinon €ixe wg BaaoikA TTPoUTTOBeoN TNV amoAuTn cupBaréTnTa ye To REVE Worlds
.H trepiypaen Tou H-ANIM povtéAdou Kai Twv animations éyive ag X3d yia va givar duvarr n
amédoor] Toug atd Tov Xj3d viewer TTou Xpnoigotroiei To REVE Worlds yia Tnv avatmmapdoTaon
ypa@ikwyv. MNa va cuvdebolv Ta apyeia X3d ye 10 REVE Worlds, 1o otroio gival uhotroinuévo o€
java, Tapaxwpndnkav amd Tov dnuioupyd Tou REVE Worlds k.AvaoTaodkn KATToIEG KAAOEIG

java ol o1roieg eTTEKTABNKAV KATGAANAQL.

5.1.1 ZJdvroun mepiypan Tou X3D[30][31]

To X3d givar o diadoxog Tng VRML kai gival éva mrpdTutro ISO yia tpiodidoTara dIadIKTuakd
ypa@Ika TTou Bacifetal atnv XML. MNpoc@épel éva ocUoTNUA yia TV atmoBAKeEUON, TNV AvAKTNON
KAl TAV QvaTTapaywyn YPoQ@IKoU TTEPIEXOUEVOU. O TTPAYMATIKG XPOVO, TO OTT0i0 UAOTTOIEITAl [E
MIa avoIXTH OPXITEKTOVIKA TTOU- UTTOOTNPIifel YEYAAO €Upog e@apuoywy. To X3d ptropei va
QVOTTAPACTACEI TTOAUYWVIKN YEWMETpIQ, TTOPOAUETPIKN YEWUETPIQ, IEPAPXIKOUG

METAOXNMATIONOUG, QWTIOHOS, UNIKA KTA OTTWG Kal dIodIAoTATA YPAPIKA.
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5.2 Apxeia X3d

5.2.1 Nepiypapn apxeiov X3d yia To cwpa

@umanoid )

Joints

Appearance

Joint, Site, Segment References

Exports

Eikéva 10:H dopun Tou X3d apxeiou yia To povréAo
To apyeio Tou povTéAou amoTeAgiTal atmd To PJOVTEAO Kal TO eXports Tou Kal ouvdadel PE TIG

mpodiaypa@ég Tou H-ANIM LOA-1 , dnAadn Trepiéxel Ta TTapakdtw 18 joints pe TIG avTioTOIXES
default 6éocig kal avagopég ota Joints yia va xpnoipotroinBoulv atrd TIG CUVOPTACEIS Yia TNV

Kivnon.
Joint Default center Joint object Default center
HumanoidR 0.0000 0.8240 r_midtarsal -0.0801 0.0000
sacroiliac 0.0000 0.9149 vi5 0.0028 1.0568 -
|_hip 0.0961 0.9124 - skullbase 0.0044 1.6209
|_knee 0.1040 0.4867 |_shoulder 0.2029 1.4376 -
|_ankle 0.1101 0.0656 - |_elbow 0.2014 1.1357 -
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|_midtarsal 0.1086 0.0001 |_wrist 0.1984 0.8663 -
r_hip -0.0950 0.9171 r_shoulder -0.1907 1.4407 -
r_knee -0.0867 0.4913 r_elbow -0.1949 1.1388 -
r_ankle -0.0801 0.0712 - r_wrist -0.1959 0.8694 -

Agv gival UTTOXPEWTIKO va UTTApXouV OAa Ta joints. To uévo amapaitnTo joint, cUPPWVA E TO

H-ANIM egivai To HumanoidRoot. ZTnv epiTrTwon 1Tou uttdpyouv AlyéTepa joints, 1o JovTéAo Ba

MTTOPEN VO UTTOOTNPICEl JOVO Ta animations TTou €Xouv Ta oUYKeKpIPéva (1) AiyoTepa) joints. Eiva

TPOTINGTEPO OAA Ta CWMOTA va €xouv ka Ta 18 joints yia va  €ival - UKOASTEPN

ETTAVAXPNOIMOTTIOINCH TOUG Xwpig TTpoBAAuaTa.

n

O1 kéuBol HAnimSegments avatmapioToUV Tn YEWMETPIA TOU CWHATOG (THAMATA XEPIWV,

TTOdIWV KTA). AUTA T TUAPOTA XPNOCIKMEUOUV GTNV OTTTIKOTTOINGN TOU CWHATOG.

5.2.2 Neprypapn apxeiov X3d yia To animation

Animation

Proto Interface

Time Sensor

Custom Scripts

Position and Orientation Interpolators

Animation Routes

Eikéva 11: H Sopun Tou apyeiou X3d yia To animation
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H «ivhon Ttpoodiopiletal oc €éva proto Tou Trepiéxel  Positioninterpolators  kai

OrientationInterpolators Ta oTroia opifouv TIG véeg BETEIG KAl TTPOCAVATOANIGHOUG TwV joints Tou
oWwHaTOG  Kal TTepIEXEl éva TimeSensor yia Tov €Aeyxo Tng Kivnong (taxdrtnta, évapén Kai
TTauon). Ta Routes xpnoigotroloUvtal yia va ovToAAGlouv PETABANTEG PETALU KOPPWY. TN

OUYKEKPIPEVN TTEPITITWON, XPOVIKEG OTIYMEG aTTO TO TimeSensor oTa Interpolators.

5.2.3 Napadeiypa Route

<ROUTE fromField='fraction_changed' fromNode='TIMER' toField='set fraction'
toNode='R_SHOULDER_ANIMATOR'/>

KaBwg 1repvael o xpovog, n TiuA Tou oTtéAvetal atrd Tov kopRo TIMER oToug animators.

5.2.4 Napadaiypa Animator

<PositionInterpolator DEF='HUMANOIDROOT POSITION ANIMATOR' key='0 0.04167
0.125 0.1667 0.2083 0.25 0.2917 0.375 0.4583 0.5 0.5417 0.5833 0.625 0.7083
0.75 0.7917 0.875 0.9167 1' keyValue='0 -0.00928 0 0 -0.003858 0 0 -0.008847 O
0 -0.01486 0 0 -0.02641 0 0 -0.03934 0 0 -0.0502 0 0 -0.07469 0 0 -0.02732 0 O
-0.01608 0 0 -0.01129 0 0 -0.005819 0 0 -0.002004 0 0 -0.002579 0 0 -0.0143 O
0 -0.03799 0 0 -0.05648 0 0 -0.045 0 0 -0.00928 0'>

<ISs>

<connectnodeField='value_changed'protoField='HumanoidRoot_ translation_changed'/>

</Is>

</PositionInterpolator>

To 1redio key Tou- Positioninterpolator opiel XpovikEG OTIYUEG aTTO THV €VapPEN WG TO TEAOG
€vOG KUKAOU Kal avTioToixeg BEo€ig Tou joint ae kABe xpovikr oTiyur. To edio keyValue Trepi€xel
TO0EG TPIAOEG TINWYV O0EG TO TTEdIO key.

To Orientationinterpolator Aeitoupyei ye TTapdéuoio TpoTro. Na KGBe XPpoviIKr oTIyur opifeTal pia
TETPAdQ TIHWV. O TTPWTEG TPEIG TIPEG €ival 0 Afovag TTEPIOTPOPNG Kal n TETAPTN TIWNA €ival n
ywvia TTepIOTPOPNAG.

‘Eva animator. utropei va trepiéxel kar kOuBoug script, pe kwdika dnuioupynuévo atrd TO
XpNoTn av xpelddetar va uttoAoyioel TIG TIYEG KATTOIWV HETARANTWY, yia TTapddeiyua Tnv

TayxUTnTa f KaTola TepIoTPo®r). Ta scripts ypdgovtal e ECMASCcript.
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5.2.5 Script yia Tnv Kivnon Tou Xepiou
Me avtd 10 SCript vroloyilovial ot Yoviec Tov ayK®VO Kol TOL OoL Tov 6e€100 XEPLoD UE
Baon 1o TEAIKO omnueio mwov mpEmel va pTdoel | dkpn Tov xeplov. Otav PpebBovv ol yovieg

dtvovtar oy ££0001 0L TEPIGTPOPES TOV AYKAOVE KL TOV MU0V

<! [CDATA[

javascript:

function input(val, time) {

var el ang;

var sh_ang;
if(val[l]1<=-0.35) {

el ang=0.8+((0.7+val[1l])*2);

sh _ang=0.51;

}

else if(val[l] > -0.35)

{

el ang=1.3;

sh ang=0.9+(0.7+(val[1]*2.8));
}

elbow output =new MFRotation(new SFRotation(0, 0, 1, 0),new SFRotation(-1,

0, 0, el ang),new SFRotation(-1, 0, 0,el ang));

shoulder output = new MFRotation(new SFRotation(-0.99999999999999%¢, 0, O,
0.20943951023932) ,new SFRotation (-1, 0, 0, 0.314159265358979),new SFRotation (-
1, 0, 0, sh ang));

}

11>

</Script>

Apxeia Java

5.3.1 Neprypaepn tng kAaong HanimBody[35]

AuTr n KA&on dnuioupyei éva eikovikd owpa atrd éva H-ANIM LOA-1 cwpa yia To ReveWorlds
Kal emTpETTel 0€ actions va £xouv TTpocBaocn oe LOA1 kOuBoug Toug otroioug ptropouv, £T01, va

KivoUv e KatdAAnAa animations.

To TTpwTo TTPAYUQ TTOU KAVEl N KAGon eival va evrotrioel Toug 18 kéuBoug Tou LOA-1. Zav

sensors kai effectors xpnoipotroiotvtal Ta H-ANIM sites sellion, r_dactylion kai |_dactylion. Oi
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sensors €ival n avarmapdotacn Tou aiobntnpiou kai avaAauBavouv Tn AQwn, €eéepyacia Kai
atrobikeuan aicOnTnpiwv dedouévwy. O Effector cival n avarmmapdoTaon Tou EVOWPATOU PHECOU
EKTENEONG evepyelwv. Ta oTadia AsiToupyiag Tou gival N oUoxETION PE accesspoint, n eTmAoyn
Twv functions(toug unxaviopoug, dnAadr|, TTou MPETARAAOUV TO TTANPOQOPIOKS TTEPIEXONEVO
KATTOIOU QVTIKEIUEVOU) Kal N €KTEAEON Twv actions, Ta oTroia €ival O UNXAVICMOI EKTEAEONG
functions Bdoel ouykekpipévou TrpoTUTTOU. Eival uépog Tou activity aspect kal ouvoEéeTal HECW
KATToloU accesspoint pe 1o access aspect kdmoiou avtikelyévou. Or effectors kal-sensors
EVOWMATWVOVTAlI OTO EIKOVIKO CWHO PE TOV CUCXETIOUO Toug e Kdrrolo kOuBo Ttou physical

aspect.

if (!preprocessHAnimNode ("hanim HumanoidRoot", hanimNodes)) {

throw new IllegalArgumentException("Node \"HumanoidRoot\"

not found") ;
}
preprocessHAnimNode ("hanim_sacroiliac", hanimNodes) ;
preprocessHAnimNode ("hanim 1 hip", hanimNodes) ;
preprocessHAnimNode ("hanim 1 knee", hanimNodes) ;
preprocessHAnimNode ("hanim 1 ankle", hanimNodes) ;
preprocessHAnimNode ("hanim 1 midtarsal", hanimNodes) ;
preprocessHAnimNode ("hanim r hip", hanimNodes) ;
preprocessHAnimNode ("hanim r knee", hanimNodes) ;
preprocessHAnimNode ("hanim r ankle", hanimNodes);
preprocessHAnimNode ("hanim r midtarsal", hanimNodes) ;
preprocessHAnimNode ("hanim v15", hanimNodes) ;
preprocessHAnimNode ("hanim_skullbase", hanimNodes) ;
preprocessHAnimNode ("hanim 1 shoulder", hanimNodes) ;
preprocessHAnimNode ("hanim 1 elbow", hanimNodes) ;
preprocessHAnimNode ("hanim 1 wrist", hanimNodes) ;
preprocessHAnimNode ("hanim r shoulder", hanimNodes) ;
preprocessHAnimNode ("hanim r elbow", hanimNodes) ;
preprocessHAnimNode ("hanim r wrist", hanimNodes);
preprocessHAnimNode ("hanim sellion", hanimNodes) ; //sensor
preprocessHAnimNode ("hanim 1 dactylion", hanimNodes) ;//effector

preprocessHAnimNode ("hanim r dactylion", hanimNodes) ;//effector

O povog k6uBog TTou gival aTrapaitnTog oo TOUG TTAPATTAVW YIO VA AEITOUPYOEl £va oWwua
givar o HumanoidRoot. Ta animations yia Toug k6ppoug TTou dev gival dlabéaiyor atrAd dev Ba
opiotolv. Av 0t [Bpebolv o1 sellion, r_dactulion A |_dactylion, 161€ XpnoiyoTroiEiTOl ©

HumanoidRoot cav sensor kal hand effector.
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21NV KAGoN UTTdpxXouv Kal AAAEG TTANpo@Opieg OTTWG viewpoints KTA, eV O0TO TEAOG YiveTal
TTPOCORKN TOU sensor

X3DNode sensorNode = sellionNode !'= null ? sellionNode : humanoidRootNode;

OrthogonalViewFrustumSensor sensor = new OrthogonalViewFrustumSensor ("sensor",

sensorNode, null, null);
sensor.setScene (scene) ;
sensor.create() ;

this.sensors.add (sensor) ;

Na Ttv KivAon Tou OCWMPOTOG  dnuioupyeiTal - éva. access . point. e éva
AccessPointTranslateFunctionL1 TTou €mTPETTEl TOV HUETAOXNMATIONG Tou PoOvTéEAOU e PBdon
KdTTolo onpeio kal TRV AccessPointRotateFunctionL yia Tnv TTEPICTPOQI) TOU JOVTEAOU.

SimpleAccessPoint apMotor = new SimpleAccessPoint() ;

apMotor.create ("motorAccessPoint", humanoidRootNode,

parentsArray) ;

AccessPointTranslateFunctionLl ftMotor = new

AccessPointTranslateFunctionLl () ;

AccessPointRotateFunctionLl frMotor = new AccessPointRotateFunctionLl () ;

To owya kivei évag effector(motor) , kar av 1o govTéAo €xel xEpia dnuioupyeital évag effector yia
K@Be xépi. Otav évag effector ouvdéetal Pe €va accesspoint atmmokTd TTARpn TpdéoBacn oTa
functions Tou accesspoint ye To oTToio £x€l oUvOEDEI

Edw @aiveral éva Trapddelypa Tpoobrikng Kivnong. Anuioupyeital évag tMotor mou divel oTo

MOVTEAO TNV IKAVOTNTA VA TTPOCOMOIWVEI TO avBpwTTIvo Badioua KaBwg KIVEITal .

TranslateActionLl tMotor = new HAnimBodyMoveActionLl (hanimNodes, scene,

browser) ;
tMotor.setScene (scene) ;
tMotor.setEffector (efMotor) ;

tMotor.create() ;
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5.3.2 Neprypapn Tng KAdong yia Toug animators[35]

AuTr] n KAdon ocuvdéel Ta animations pe v KAGon Tou owpaTtog yia 1o ReveWorlds. Ta ekkivei
Kal Ta OTapoTd KoTGAAnAa kol Trepvdel YeTaBANTEG TTOU eAéyyxouv Th &pdaon Toug (yia
TTapdadelypa Tnv TaxUTnTa TOU animation).

To kdBe animation eival éva action class. Mepiypdeel TN Aoyikn ekTéAeon Twv functions, Twv
OpICHATWY  eKTEAEONG Kal Twv ouppatwyv function classes(ta —omoia - Teplypd@ouy  Ta
armoteAdéopara kKal Ta opiopata ektéAeong). KaBe action class opilel éva. oUvoAo cuppatwv

function classes

Ta joints diaBdalovtal amé TNV kKAdon HanimBody kai dnuioupyouvTal routes yia Toug

animators.

scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,
"HumanoidRoot_ translation_changed", humanoidRootNode, "translation");
scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,
"HumanoidRoot rotation_changed", humanoidRootNode, "rotation");
scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,
"l hip rotation_changed", 1lHipNode, "rotation");
scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,
"l knee rotation_changed", lKneeNode, "rotation");
scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,
"l ankle rotation_changed", lAnkleNode, "rotation");
scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,
"l midtarsal_rotation_changed", 1MidtarsalNode, "rotation");
scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,
"r hip rotation_changed", rHipNode, "rotation");
scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,
"r knee rotation_changed", rKneeNode, "rotation");
scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,
"r _ankle rotation_changed", rAnkleNode, "rotation");
scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,
"r midtarsal rotation_changed", rMidtarsalNode, "rotation");
scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,

"vl5 rotation_changed", vl5Node, "rotation");

scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,

"skullbase rotation_changed", skullbaseNode, "rotation");

scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,

"l shoulder rotation_changed", lShoulderNode, "rotation");

scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,

"l elbow_rotation_changed", lElbowNode, "rotation");
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scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,

"l wrist_rotation_changed", 1lWristNode, "rotation");
scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,

"r_shoulder_ rotation_changed", rShoulderNode, "rotation");
scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,

"r elbow_rotation_changed", rElbowNode, "rotation");

scene.getX3DSceneMediator () .addRoute (walkAnimatorNode,

"r wrist_rotation_changed", rWristNode, "rotation");

5.3.3 Napadsaiypa evépyeiag

Edw ¢@aivetal n ouvaptnon Trou TrEpvAEl IO TTOPAUETPO O€ pia dpdan  (OUYKEKpIUEva

EVEPYOTTOIEI TO animation)

protected void setWalking(boolean isWalking) {

((SFBool) walkAnimatorNode.getField("enabled")) .setValue (isWalking) ;

O1 TTapakdaTw CUVOPTACEIG €100TTOIOUV YIa TNV €vapén, TNV OAOKAAPWGON ] TNV aTTOTUXia TNG

EKTEAEONG MIAG EVEPYEIQG.

public void executionStarted (ExecutionEvent e) {

// this 1is a notification that the function, thus, a single

execution
// step, has started executing...

DebugMessage.printMessage (this, "executionStarted", "Action

execution started");
// super.executionStarted(e) ;
setCyclelInterval ((float) (3));
setWalking (true) ;
}
// QOverride
public void executionCompleted (ExecutionEvent e) ({

// this is a notification that the function, thus, a single

execution
// step has completed execution...

DebugMessage.printMessage (this, "executionCompleted", "Action

execution completed");

// super.executionCompleted(e) ;
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setWalking (false) ;

// QOverride
public void executionFailed (ExecutionEvent e) ({

// this is a notification that the function,

execution

// step has failed while executing...

DebugMessage.printMessage (this, "executionFailed",

failed") ;

// super.executionFailed (e) ;

setWalking (false) ;

thus, a single

"Action execution
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KE®AAAIO 6

Case Study

MNapadeiypara AsiTtoupyiag

lNa Tnv €mideIgn TG AsiToupyiag Tou CUCTAPATOG XPNOIUOTTOINONKE TO PovTéAo H-ANIM Boxman
[43] kai Ta animations LOA1_WalkAnimation[44] kai TouchAnimation. Ta d0o TTpwTa gival
Tapadeiyparta mou TrapExovTal amrd 1o Web3D yia Tnv katavonon tou X3d kai Tou H-ANIM evw

TO TPITO OnNUIoUPYNONKE yIa TNV SITTAWUATIKN WE T Xpron Tou epyaieiou H-ANIMATOR.

O Boxman givail éva seamless 1pIc8IA0TATO JOVTEAO TTOU QVOTTAPIGTATAI JOVO HE TO OEPUA TOU.

O1 apBpwoeIg Kal Ta sites Tou €XOuV TN HOP@N KITPIVWV KAl KOKKIVWY 0QaIpIdiwy.

Eikova 12:0 Boxman

MNa TNV TpayuartoTroinon SoKIPWY Kal Tov EAEYX0 TNG aKPIEIag Twv KIvAoEwY dnuioupyrnonke

éva interface yia 1o Xj3d pe kouuTnd yia Tnv atreubeiag diaxeipion Twv animations.
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B Xj3D Browser - Aviatrix3D
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Eikéva 13: O xpoTng PIropei va emAESel anlmatton (nspmxmpu n Klvnon TOU XEPIOU)
LY . “'ﬁ.
6.1.1 Walk Animation 50 e P,

-."- ", i e " }
To WalkAnimation avarapioTd 10 avBpwivo nhea\('}jmua Q xpng_nk pTTOpEl va TTapéuBel otnv
TaxUuTnTa TOU BadiopaTog Kal va Thv &u{naéi ‘q va palwoel oUpovTag TO KOKKIVO KOUWTTI

apioTepd ) 6e€1d avTioToIXa.

. w, * v
Eikéva 14:Walk Animation
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6.1.2 Touch Animation

To TouchAnimation divel Tn duvatdétnTa TNG Kivhong Tou XeploUu Tou TIPAKTOPA yid vd
OKOUUTTAOEI KATTOIO QVTIKEIYEVO TTOU BPIOKETAI O€ KOVTIVR atrdéaTacT. To eUpog TNG Kivnong TTou
MTTOPEI VO TTPAYUATOTTOINOEl O TTPAKTOPAG Eival TTEPIOPICUEVO, OTTWG GAAWOTE N Kivnon evog
TTPAYHATIKOU avOpwTTivou XepioU. Ma va AKOUUTTIAOEI O XOPAKTAPAG KATTOIO AVTIKEIUEVO TTPETTE
va BpiokeTal o€ aTOOTOON 2 PE QUTO KAl TO AVTIKEIMEVO va £XEl VYOG TTEPITTOU. ATTO TN PéCT Tou

MEXPI Aiyo TTAvw aTTd TO KEQAAI TOU.

Eikéva 15:Kivnon Tou xep1ou oe Sidpopeg BEaeig

H AeiToupyia TnG Kivnong Tou XepIoU EAEYXETAI PE TO KOKKIVO KOUUTTI TTOU BPIOKETAI KOVTA OTO
xépl Tou Boxman. Otav 10 KOKKIVO KOUUTTI ‘METAKIVEITAI, 0 Boxman Auyilel Tov WPO Kal Tov

AYKWVQ TOU VIO VO PEPEI TO XEPI TOU OTO GNEIO TTOU BPICKETAI TO KOUTTI.

Koppog eAéyxou Medio TigA Medio Tyl
animation EKKiVNONng | €KkKivnong mauong mavong
WALK_ANIMATOR enabled true enabled false
TOUCH_ANIMATOR enabled true enabled false
Koupog eAéyxou animation AgiToupyia Medio Tiun
WALK_ANIMATOR AMayn TaxuTnTag cyclelnterval SFTime
TOUCH_ANIMATOR Kivnon xepiou POINTinput SFVec3f
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6.2 H-ANIM nmpaxkropeg oto REVEWorlds

To mepiBdAAov dierapng Tou REVE Worlds éxel TTAéov éva vEO KOUWTTI TTOU ETITPETTEI OTOUG

XPNoTeG va goptwvouv éva owpa H-ANIM. Otav TeAeiwoel n diadikagia ToU QOPTWHOTOG O

XpNoTng diepwtdatal av BéAel va apxioel éva CLI (Command-Line Interface) yia Tov éAeyxo Tou

OwHaTog.

...-REVE Worlds v1.43.4.789 (201110250327)

Would you like to start a CLIto control the new body?

O|#[L| 4 [

World origin (front-up-left view, 30m)

v| > || 4|

Reset scene Load scene Reload scene
Scene Inspector View Edit
Debug hody H-Anim body Help
About

Eikéva 16: To wepiBdAAov REVE Worlds pe Tn duvarotnra @opTwong evog owparog H-ANIM.

6.2.1 Walk Animation

Méow Tou CLI 0 xproTng ptropei va eAéyEel TNV Kivnon TOU POVTEAOU. ZUYKEKPIYEVA, UE TNV

EVTOAN

Select motor move translate

EmAéyel TNV Kivnon yia TTEPTTATNUA Kal yPAQOvVTag

Act motor move 3,0 true 0.5

Aivel Tnv evTOAR oTov TTPAKTOPA va KivnBei 3 pétpa pe taxutnta 0,5 pétpa/sec.
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" CLI body controller - test @@

Welcome to the CLI body controller, a simple user interface for

virtual bo inside a REVE wirtual world.
1.0h, June
nd a list of commands, enter "HELP".

- motor move transla

3,0 true 0.5

Eikéva 18: To Walk Animation oto REVE Worlds

6.2.2 Zuykpion Tou Walk Animation yia 31aOpPETIKESG TAXUTNTES

MNa tnv emideign Tou Walk Animation oto REVE Worlds €yive pia cuykpion PETAEU Twv

KIVAGEWYV TPIWV TTPAKTOPWY TTOU £XOUV DIAQOPETIKES TAXUTNTEG.

TayuTnto TpaKTopoL Xpovog Teppatiopol
0.5 4 sec

1 8 sec

3 18 sec

Mivakag 1:01 TaXUTNTEG TWV TPIWV TTPAKTOPWYV Kal 0 XPOVOG TEPUATIOHOU TOUG
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Mapakdtw TTapouciafovtal oTIYUISGTUTTO TOUG OE DIOPOPETIKA XPOVIKEG OTIYUEG.

— e, s

Eikova 19:01 TpEIG TIPAKTOPEG OTNV EKKIVIOT| TOUG P'T'a'rl')'.s}ac . -

h, " L% 5
g oy, gy ", ry
KTOPEG OTN | v:Kﬁ,;mvpﬁ 1 sec
. n, A n

Eikéva 21:01 TpeIg TIPAKTOPES OTN XPOVIKN oTIiyun 5 sec
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|
I
=1

o, Dusw, T TR M
_l"'-_k.k'-...' r4 “-,-"'H. o
Eikéva 22:01 TpEIG TIPAKTOPEG OTN XPOVIKA oTiypri 8sec S
\:..-- x‘:-..": \' . J-J.‘. -'-':
3
-+
'
P, :_.." " ) .: h ‘-.':%;
Eikéva 23:01 1peig ndefdp€§ b‘iﬁ'.'x;yqvmr'] crr‘lfpnj 13 sec
P s, Y “d

M, T
S, "-._1.,

EIKOVa 24:5T0 18 Sec £Xel TEPUATIOE! KAl O TEAEUTAIOG TTPAKTOPOS

.,
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KEPAAAIO 7

ZUHTIEPAOCHATA

Zuumrepdoyara

H Siatpifr) auth atroteAei 10 TTpWTO BAUA yia TN dnuioupyia piag oAokAnpwuévng BIBAIOBRKNG
ME animations yia Toug TpakTopeg Tou REVE Worlds. AQoU ueAetriBnkav K&troiol TpoTTol TToU Ol
EIKOVIKOI TTPAKTOPEG UTTOPOUV VA OTTOKTHOOUV Kivnan, avattuxonke éva TTAaiolo Tou BaacileTal
ot1o H-ANIM, éva e0xpnoTo, AVOIKTO Kal OWEEAV TTPOTUTTO TTOU ETITPETTEI TV ypryopn Kal
€UKOAN TTapaywyr animations xwpig 1810IiTEPEG TEXVIKEG YVWOEIS. MNa Tnv eTmideIign tng opbng
AgiIroupyiag Tou TTAQICiou TTapoucIGcTNKay dUO TTapadeiypaTa Kivnong (TTEpTTaTnua Kal agr) Ta
otroia ouvdédnkav pe 1o REVE Worlds péow kAdoewy java. AutO €mTPETTEI OTA JOVTEAQ KAl TIG
KIVACEIG va gival aveEdpTnTa atmd To €IKOVIKO TTEPIBAAOV Kal va gival eUKOAN n emmeepyaaia, n

evowpdrwon A n agaipear] Toug.

MeAAovTikn gpyacia

210  TrapadeiypaTa. ekTEAEONG  TTApoUCIGoTNKaY  avBpWTTONOP@PA  MOVTEAD WE OXETIKA
TTEPIOPIOUEVO €UPOG. KIVAGEWY AOYW TOU HIKPOU apiBuol apBpwoewv TTou oxnuaTtiCouv Tn
OKEAETIKA Oopr Toug. Mo AeTrTopePNG. Kivnon MTTopei va dnuioupynBei pe Tnv KAatdAAnAn
ETTEKTAON, TTOU Ba emTPETTEl TN XPAON MOVTEAWV pE HpeEyaAUTepo LOA. ‘Etol pmopouv, yia

TTAPABEIYHA, VO ATTOKTAGOUV. UVATOTNTES Kivnong Kail Ta OAXTUAC TwV XEPIWV.

AANNOG évag 0TOXOG gival va evowpaTwBouv TrepicadTePa animations otov KOGHUO Tou Reve
WOTE N Kivnon Twv TTIPOKTOPWY va gival 600 yivetTal peaNioTIKA kai TTARpnG. H dnuioupyia
AoyiopIkoU TTou Trapdyer- autépaTta TIG java kAdoelig ammd Ta apyeia X3d Ba pmropouce va
emoTredoel onuavTikd autr) Tn diadikacia. O1 TTPAKToPEG OEV €ival ATTapaiTnTo va TTEPIOPICovTal

oTnv avBpwIivn Hop@r), aAAG Ba uTTopouV va TTaipVouV Ki AAAEG HOP®EG, OTTWG Cwa.
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