2N-4

goobbobbeecd g

CaA AT 4 v I ERWEERRE— g VAERTFEEF OIS

Far s =t

EIEE

B

PTUNRZERZERE & 2T DEBREAN
PHINKEFERERE > AT WERA AR e

CINIATBOAEN BHAERIEAE S &30 WF9E THARR & HifE ) ek

1. 1IZC®IZ

CCHxFy¥ TV F—T =A—3 3 rOIERIZEWN
T, B—var7—ZOERIIRFMOES 5 EHE
THDH. bhvbihix, EEMNICERINLTZA
BET N EYaA AT 4 v 7ICXOEIEL, EWRE
MTCGCHxFy I/ F—DE—Va v 2ERTLHFE
HEERRREL T[]

AR T, ZOEMEBE—Y 3 VARTEER
T 5L L bIC, W OROISREIERT kI

XY, APREOFEHEEZERRS. Xy NV —7 %
MLTC, BEO2—FRZNTNDC G A% #
B+ 5 ABE, IRIEEMRNZY +—7 ZAV—95%
OO HT72—AE LTORAG, £/, &
DIEMRE—Yary T — X EHREICL Y AEKT
B0V T E— g OERR R ElzonT
ST 5.

2. VAT LERK

AR AT AL, M1 AIREND 4808 HE
(4HoDT7Fa ) 2b5VaA AT 4 v I %
2AKRMNWS., ZhbVad AT 4 v 7 #8BlETS
Zhicky, K1EOREN EEH EOANEET
NNDE— g kB TERT 5.

3. FEANEAHX 77— X BEMEARKL

ZIT, BAREIFE—TDYa M AT 4 v I IT
Lo THEREINIZHEMIAEELZRT. ABE
FE, EOICHETAMELMEDO6 HEE L,
1 7EOMEESFNENIC, XY, Z @iFmomEio 3

17TBEEDEEREEMIE

TvELY

. P

M1 ABETLVEATINAVEZTz—2R

"Real-Time Motion Generation Using Joysticks and Its
Applications

Koji Chado', Yoshihiro Okada*?, Koichi Niijima®

2 Graduate School of Information Science and Electrical
Engineering, Kyushu University

*Intelligent Cooperation and Control, PRESTO, JST

HHEEZES., A5 7THEEZLS. —FH, A
TEETHDL2O00VaA AT 4 v 7 IX85 8 H
BE (8>07FnJfE) >, YaAfAT 4
v I D8ODOTFulsiEE, NEETNLD5TH
HE O %HSAHT 24T 9 WERH 5.

TaAf AT 4 v I BHEDOANNESR
H =[hy,h, -, h]", ANEEFLOEMOREE
P=[py,pi,PssPs) &L, ~vELTTF—T

NELD Tl cd &, P=IIxH &7 5.

Qoo Qo %
a a a
1,0 L1 1,7
Il = .
Asgo  Gse1 """ dsgg

12oDO~ vy B T T —TNnbAERTE 58
WIERA RS D720, EEO~ B T T —T7 )
ZHABEL, REZUF—R— FANICL D RIRT
XHLEH91CLTWWAE. K21k, ZOAFEAXT
7AW a A AT 4 v I X DENE DR
FThD.

4, 0 NBA X 77— X DEMEARL

WL ODDOFHIFIEZEANTHZ L2k, Dl
D~y T T —TILDOHRTY, fxDEIE 24
RATREIC D &B 2 bihvh. 22T, #0 AEO
AH Ty —%EALE., T7obb, EHGOMA

CHhm & ORI X AR AEA LT,

ANEET VOEMLENH5I2EmL<, FROEN
M Bk U 2o WIGEITIE, B R IXEEICEN
THRoZIRRELE 2D, FIZOTbNT=XE5] -5
LEEICL D,

Bix®Ent. ZoB, Mo

=57 s:%ai‘j" .
ﬁ <4
M2 ABETLVORBL aART 47
DIR%E

411 139



Computer A

Motion generation
Eom

Motion generation

Computer B

Network

Full-body
motion capture

YYD

Computer C
"

Computer D

IntelligentBox

i User D

1
m

M3 Xy U= & LB —FSM L2 AHE

PBIZ2V T A N—RAXRT 4 7 ALY
kb5, R, OZIEobhiz%%5-
RAOEEICEI Y Z2E2HIHT 5. BTN mic#E
HWLEEED, MRPOSOMNEBEL2Y 7 AN
—AX XY T 4 7 AL VEE SRS, WEDON
EOWREBIZEL->T, BELEBH#IELZLICkD,
BITEMED AR ATETH 5.

5. 6

K3ix, v hI—=2%7 LT, BHEDO2—HF
NENZENDCGANEZRIET HAE DA A —
PHTHDH. Fa—ViE, YaA AT 4 v I, T
—xrun—7RIveFHE—varyrdx I Fvr—
VAT AEBMEAIA L EZ T 2— AL LTHWT
ANEET VOB ZERT D, ZOBET —X T,
PRy NI—=0 %N LT, £ T VT2 bRy T
AVATABNLELBN, AT IV V= bRy
ADEHAR Yy 7 AL L THERESNEZCGHTFY T
X —kZNENEMNT.

4H T LI X DAY AT 2IIBETEMED
ERRATRETH D70, KA IR T X9 7% 3T
MBZERNE T4+ — T AN—F BEDODA L H T -
— 2L LTORHELEZLND.

K51%, LY EMLEE—a T —%%FHE
WX VERTAEZDOY v FIE— 3 DOIERR
ERLTWA., RUVATAEZFIH L CAEKREINT
T arT—HET—HARX—=RHEEFEL, T
PEWETAHZLICLY, XVIEMRE—Ya v
PIERAIRETH 5.

2, VaA AT 4 v P EAWTERKRLIZE—
TarF—2lE, BE—arr—2X—20HEM
BMBOIZODOMWEbEX—L LTCHLRIHAAEET
H5.

6. BHYIZ

AFETIE, VaA AT 4 v I EHWTE—Y 3
VTR EERTDTFIEL, FTOEABNIZONWT
AL, KVRATF AL, Ka XA NCTE—V g v
T — X OEREREREREE T 5.

ta—glove

|2 SiFlzle (ool v = vl
NV

a

R4 (RABEEAY+—2

(1 Motion generation [¢

A JL—45]

Direct manipulation " b
(3 Restore |

IntelligentBox
X5 BEREIZEIDIFMRE—VarT—
& DYERK
SHBOMBEE LT, ERkansEEL LR ATHE
ET BT T =TI ERBITHER AT RE L T

HGU I ORENRETOND. £, ZOFIEIX
AT TR, tho#mot— a VAERKIZH
FRHEEZOND., NBEETALSNDEZEDLE
BETNVERZDEIICKBEEIT) TETHD.

S35 R

(1] A®ER—, MERE, FEH— a7z 6 7=
A= g VERDTEZDOEENA v H T =—A, VR
HoT L R—F 4 A+ VR AF%EL, pp. 31-36,
July 2003

[2] Okada, Y. : Real-time Motion Generation of Articulated
Figures Using Puppet/Marionette Metaphor  for
Interactive Animation Systems, Proc. of the 3rd IASTED
International Conference on Visualization, Imaging, and
Image Processing (VIIP03), ACTA Press, pp. 13-18,
2003.

[3] Okada, Y. and Tanaka Y. Y.. IntelligentBox: A
Constructive Visual Software Development System for
Interactive 3D Graphic Applications, Proc. of Computer
Animation '95, IEEE CS Press, pp.114-125, 1995.

411 140





