SIEAFEE LSS siAstais| ==F M212 25 (2013. 7)

o

UM ZiglollA2e] FH=E] ofLimioMd A o4t
o3’ £7141", olBTF, W[, ke, AT, olFal”
CulAchela Al
NESEELEDEE]

e-mail: charonl lZ@naver.comO

A Research on Action game character animation
Heebum Leeo, GiSeob Song*, DongKyu Lee*, SeokHee Park*, Sung-Ohk An’
SooKyun Kim', Lee Jungin
“Dept. of Game Engineering, Paichai University
“RealTimeTech Co.Ltd

e o

tSollA shte] FHrl A= Aeliiet Alge: 5o 2ks Wil wiel vefdt s WA 2 5 A dee
ARSAPE 22k B S] AEAQd FAUH SAYel 2 %ﬁ o= Qe ARSARR stofa AW Eelolell 24T = 5
& 7ML Stk 7] 2D 839 Aol d&Ee 2Hos FAHI Y ofyulold A 3D fow sty
A A= ofyulold 7E F8E sgen], A vkt °HLIU110W 71o] @FEAL 3ok & =elk= 3D wd) ofjuw]
ol gsto] DirectXolxle] 7HHE] ofujulold 28 thal Amdict.

FIYE: A7 7|®(Skinning), tHCH OfL|H O] M(Skeletal Animation), Direct X

LM 2 12 AZX HA| ook

A Fele] 71 2 Exe dEAe] A2l o] SRS He ASA wAl cfyuolde JHHEE o7 7ie] wAlR ol
2= ot} EAol FE]e] £2]o % Shte] Exto] ofd &de] 7} AEAE 2 B wamier 270, 4, olFel #3 FES
A)e) Fto] ko] otk s, o chakat Bl thel) Aok T IR AT Aol
=4 JT% FAsNoF AR AEE OS2k ol i
ale wle Hlo} Fole] B9Jek 2= glr), E
=i 2%}01]/‘1 FNEE ofumlo]de] #et FFHE A o]
ol d, 7152 wA] ool de) tha) Argst F, 37delk= 3%} £ =2X= DirectX gho|Be{2|E ogate] A4 7¢lelx

0ol W] efumlo] A, ool g, 271 71| Vi ARSE W) ofuullo]ldS HEslr] flete] AREE AT
310 S BfaL 4ol Az tis] AdmEE Floltt. Az ofuuolile RHE01F7] S5 2719 7T, Al
o] ofmo}d H&el thate] =gt

1. tcH oju{mlokd

I
ﬁ,
N
= do
§2
1-3
2
2,

n, 2 =

I, 2 A7
M) oo e MRk RS AL SIAAIH, Hixle]
1. FH=E] ofivimjo|M HE o)FE A sldErt wA] ZHS Algre] A HE Holw,
wlA) Ee] Azte] JAEe wrksh Adse] AAE meho] o
1.1 28 oo si4 A2l S5 AR ofelet Wikl $He v ool

44 ofivlo)le] B o Hzel ool Ao 2t o galel AlEle] F2he wkm Zlo] W) oo}l
Aol i)l ¥ 118 selvbet Apgakn gk 3w

S Akgate] ZEslE Yejolt). 2. Ofmjold HE

) ofuiso] Holxle] AZH W) 2 3344l B7tol 12}

45



0l

SI=AFEHE LSS 57

r
[ol]
o

£0i3| =2F M21A ®235 (2013, 7)

7] $laixl= EA) ool el WA Aret mie] AlFTEE
E2o} Agsljof girt. 1eja AgEE wi) ool FRE o]
B3] Ztzte] withe} mialel] Ao Y BE ZHA dfe effymo)d
2de offufdeld Rds vhs u gzl 7] Ty FRE 3%}
A FXE oA oA Ht

ofiumlo]de] wirh BFR= 7] Zede] o wet Al
o= Julo]E a1, DirectX tolHejz]oxl= ol2gt Z|
ol duolEE HEZE & 4= gJ== ID3DXAnimationController
e o] AlFete Zedel A%k ARE AT & Uk

olfgh 29l Hullo|Ex Mo 24 JHg v T= A
olm, ool BHA| miAle] PHE ThA] TefEr). wiAle] PES 5
2D 72o] Apkgick[1]

bone,, gns form = bONE 0 bONE * bone

animation parent

1
Vvorld =V

w local * me‘ghlocal * bone[,ransj'orm

micholl thel e A wiche] =AY, ofurlold # wirh
o] B, &0 wirhe] FEe o] A Tl
o Fhe vie} Aol =4 PEe Fafo] Wil ofujo]de]
thek vixe] A= FES Aofdict. vhaat 22zt virlel &
= 39 Heol= vl Zeduict wiche] 917, =7], W S5 ARt
ato] Tht offumlold S2to] Ak $3F QellA] 2 4 gl
Al #ok[2]

3. &7

ASTER W0l mtie] vA] ARG o dhte] 3akd
mdlz vhet vheefzl mde) wmis shte] wiAlE ol
& AR oAl =, of2fdt virls W B4 el &
ofd 5 Ul Eoh 28 1.2 WA #7 @ orlelck

(A) (B)

27ldg S8t w2t 5u

Fig. 1. the interpolation effect through Skinning
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