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Realtime Motion Synthesis with Motion Database

Karsuakr Kawacur* HiromasA Suzukr®

“The University of Tokyo

E-mail: {kawachi | suzuki}@cim.pe.u-tokyo.ac. jp

In this paper we describe a method to synthesize human motion in realtime CG. In creating a motion sequence we
prepare basic short motions and concatenate them with transformation in order to satisfy external constraints. We
introduce an algorithm for realtime motion transformation utilizing Spacetime Constraints with small amount of

computation by restricting external constraints.
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