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BE : AFiTIl, SIGGRAPH 2016 THZE X172 [Real-Time Skeletal Skinning with Optimized Centers
of Rotation] DFEELEEHZE L THRONZHMEIZOVWTHRET 5.

1. RTOBE

SIGGRAPH 2016 T##* & #1172 Real-Time Skeletal
Skinning with Optimized Centers of Rotation] [1] % %
EL, WSOPEMELZERZE L THELNAEZFMRIZOWN
THET D, ZOHGNE, HEROAF =2 TEATTRET 2
REEDOMHE%E BN E LTH Y, HlZIE Linear Blend Skin-
ning (LBS) [2] IZ31F % candy-wrapper * elbow-collapse
B4, Spherical Blend Skinning[3] (SBS) * Dual Quater-
nion Skinning[4] (DQS) IZ& 1} % bulging BiR % )53
5. WETNVIT)XLZNNICELDD L, R)ITVAY
Y aKTEHMIIZ, ATV N YNA Y RBB L 2%V 24
h DIEHD A% T SBS O [al#z % Hiifio(b 2 8
U, SBSIZ&2EBAER % LBS DFRERITIED TS Z &
T bulging HEDFEEZMZ 2EAMTH 5. BEEDOERT
1E, FATREALFIRIC IR ) ¥ 22 BT B ERAS
BB LBRWI LY, RHRI LICHTRE{LE N7z 3
WGEEEHDIENR Y MIVEBINT 2 726G S0 B S
nad. —FH, Wit LT, VXA LEHETIZSBS &
LBS OFtH 2RO BELRH B I L5, LBS D
REOFHREEET DN EIToND.
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WHFHEE CH+HIT &> THEELEZEZ A, 100 1TRE
WINE 722268, EEICHERRTVI)ALTHS
Zebhor. £/, M1IZLBS & SBS, WHETEIC
FBAFX= U IRERO—HEIRT. B, YEFEIIOWV
TIFEAEEANT A=K o & 2@ ITELIEEHEICD
WTRT. 22T, ok, FERFLOREIZHNS XY
Va LOBEHEERETANTIA—XTHS. M1126
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CoR-Optimized Skinning
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CoR-Optimized Skinning
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B 1 BTEOEER

WD XD, o BRKEWIZY SBS OFERIZIEDL Z LT
bulging JEADMBFEEL, o BNIWIFE LBS OFERITIED
& DD, elbow-collapse K MMEIH I N T V5B Z L DER
TE5. 272U, BT LLNIWEPEE L Wb TR
<, HLETHLHLEDHERMEFOND &5 FHFRET 54
ERHBEEZLND.
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