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Hybrid Realtime-Controlling Method Based on Multi-Stream Transfer
for a Humanoid Character on Web3D

Yoshiyuki MOCHIZUKI, Toshiya NAKA, Toshiki HIJIRI,
Kazuhiro NISHITANI, and Shigeo ASAHARA

Multimedia Development Center, Matsushita Electric Industrial Co., Ltd.
1006, Kadoma, Kadoma-shi, Osaka, 571-8501, Japan

In the present paper, we propose a hybrid realtime-controlling method for a humanoid
character on Web3D including VRML that is combined the automatic control by the multi-
stream transfer for motion data with the manual control based on the original inverse
kinematics called “Potential-based Inverse kinematics” by a user browsing the contents. We
also report the server/ client system implemented the proposal method and indicate an
example of the contents applied the proposal method on the system. The proposal method can
increase the interactivity between a contents and a user without losing the feature of the multi-
stream transfer that it is possible to send/ receive motion data in realtime on a network with
narrow band width. There is a possibility that the brand-new type of contents can be generated
by the proposal method.
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