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A Motion Generation System, MODAN, Based on
Motion Dynamics Model for Character Animation

Fumio SUMI and Masayuki NAKAJIMA

Graduate School of Information Science and Engineering, Tokyo Institute of Technology
12-1 Ookayama 2-chome, Meguro-ku, Tokyo, 152-8552 Japan
E-mailO fsumi, nakajimag@img.cs.titech.ac.jp

Abstract This is new software for the editing and generating motion of human characters, which provides a useful and
comprehensible environment for animators. We propose a new interface method for handling the whole body of a human
character. This allows a user to drag a link an arbitrary position with any number of links pinned in a global frame and to be
able to adjust motion of characters as a real-time operation, which can correct poses during playback. Inverse and forward
kinematics is used for generating and optimizing motion. To make motion smooth, a relaxation parameter is introduced in
motion dynamics calculation. A high speed collision detection algorithm is also proposed. Using this technique, it is very
easy to make many series of derivative motions.

Key words Motion Generator, Animation, Motion Dynamics
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