Ooooobooobooboboooboon, Vol 2, No. 3, pp. 73-78, 2000

obgougbuoouon
ooobougbuggbogoogd

00 00800 00800 00800 oodoo osgoo oo

Development of a Human Body Motion Synthesis System based on the Concept of Affordance

Hirotake Ishii*ll Nobuyuki Ichiguchi*¥] Daisuke Komaki*H
Kazumasa Sharyo*H] Hiroshi Shimodaft and Hidekazu Yoshikawa*!

Abstract — An affordance-based human motion synthesize system (AHMSS) has been developed
for synthesizing various kinds of human motions in virtual environment. By adopting the concept of
affordance to design a human motion synthesize system, it is concluded that the entire algorithm and
the information necessary for synthesizing a human motion should be composed in the database for
the related object. This design methodology makes it possible to add a new algorithm for synthesizing
a new human motion without reconstructing the AHMSS. In this paper, how to adopt the concept of
affordance to design the AHMSS and the overall configuration of the AHMSS are described.
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Fig.4 The correspondence between the syn-
thesized human motion and the algo-
rithm.
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Fig.5 The example snapshots of the virtual
human who picks up a cup as he was
walking.
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