
Working(with(mo-on(clips(



Edi-ng(Mo-on(Capture(Clips(
(offline(or(online)(

(
•  mo-on(retarge-ng(

•  mo-on(warping(

•  footskate(cleanup(

•  -me(warping(

•  mo-on(signal(processing,(i.e.,(exaggera-on(filter(



Common(idea(for:(
Mo-on(Warping,(Retarge-ng,((

and(Footskate(Cleanup(

[slide(from(Taku(Komura](



Time(Warping(

[slide(from(Taku(Komura](



Mo-on(Signal(Processing(
for(exaggera-on((and(other(effects)(

[“The(Cartoon(Anima-on(Filter,(SIGGRAPH(2006]((



Integra-on(of(Mul-ple(Mo-on(Clips(

•  Mo-on(Transi-ons(

•  Mo-on(Blending(
(
•  Mo-on(Graphs(
– manual(construc-on(
– automated(construc-on(



Mo-on(Blending(

[slide(from(Taku(Komura](



Mo-on(Graphs(



Pruning(the(mo-on(graph(

[slide(from(Taku(Komura](



Automa-c(construc-on(of(parameterized(
mo-on(graphs( [“Mo-on(Mo-f(Graphs”,(SCA(2008](



Game(Engines(

•  hierarchical(finite(state(machines(
– “move(tree”,(“blend(tree”,(“anima-on(tree”(
–  (mul-Yway,(bodyYpartYspecific(blends(
– online(procedural(edits(via(IK,(blending,(…(
– mix(of(visual(programming(language(&(scrip-ng(

•  Unity(engine(
•  Unreal(Engine(
•  Assassins(Creed(procedural(anima-on(


