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Dynamic motion generation method in the game with swordplay

RYOTA IMAZUMIt  JUNICHI HOSHINO™?

Quality of motion of a single character has improved in recent years. As a battle scene of the action game, a scene in which the
positional relationship of the character is changed dynamically, by the motion produced dynamically, that improve the quality of
the motion is important. In this paper, we propose a motion generation method corresponding to the input of the player, in
consideration of the posture of the character, maintaining the integrity of the positional relation between characters. In this
method, by which the action decision associated with the position prediction of the character, the character is read ahead of the
movement of the enemy, and performs ideal motion not break down the posture. As an evaluation, one of swordplay used in
many action games, verified in the target kendo. Effect of the impression improvements in the player viewpoint was confirmed in
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the evaluation experiments.
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Figure 1 Posture of Men
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Figure 2 Cognitive architecture of a game character
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Figure 4 Action decision process based on the perception and
anticipation of position information
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