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Motion Animation using orthogonal parameters
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Dept. of Computer Engineering, Chonnam University
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Abstract

This paper has expressed human’s motion data
into orthogonal parameters in low dimension, and
We have
reconstructed a new model consisting of orthogonal

created new motion data through this.
parameters from dividing human body data into
three parts - hand, leg, and body to make new
motions. Mixing these parts of body from different
motions has leaded to new good motion data.

It will be possible to use this motion editing not
only for Animation Technology , but also for a three

dimensional gesture recognition skill.
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