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Motion Retrieval System

Based on Body Animation Markup Language
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2.2 VHML

VHML(Virtual Human Markup Language) [2]€ W3C
Voice Browser ActivityOfl Sl HE A2 Jta ¢l
2t 23e =, 43, 22 BE, UH S, ot
Jl £2 EaE £ U= 013Y AHE HAotD U
Ci. 0] 910l= XML/XSL JIEICZ 0RO & A=
L2 T 11 22 AEBANABEZ 2EE0 UL

VHMLS 2l0i= AF2XDL a Talking Head/Talking
Human (TH)2 AAIRO0|D O XAHAZH2 A4SHE0
OIROXNESE HF= A0ICH

VHMLE & I§ Mentoring Systemd Z2 0
Talking Head applicationsOl AFE&l 0 UCH

E 1.VvAMLE DAY A0S

Dialogue Manager Markup Language

DMML

FAML Facial Animation Markup Language

BAML Body Animation Markup Language

SML Speech Markup Language

EML Emotion Markup Language

GML Gesture Markup Language
3.BAML+ Zg 2«3

3.1 BAMLO|EIS @8 J2

28 WA OOIH mYM= HSHS ABAE
GIOIE 223 248 UEUs 2 diole |&
o2 UuUsoldc. ZeY CoHE  transitiondt
rotation 242 LIZot= SEHE JIECH Ol OIOIEgt2
2E 0EH PES LIEU=X 2I] (8L

2 HINA F=HotDX &t BAMLE T Y
DHS HHEED 48 oo SHY

A3 AAEHE gl
2 UEHls HE 80 U39 E 28 Z2 AS
2 A8t 2211 2t SHA0 ItsE HEHH
AWYES PH6ts WE 20l 20IF1 A H=H

BHol AHES & A OOIH ZUOICH AZ
G2 ITE I A20 0 G2 AMSEL
2 =20AdEs 0l & g RXE AME0HH

FXe= 08 101 2012 UCH

- 462 -



20024 S YE|0|C{0{ES] FASSUECEY

29
\ ‘ Ag AsRE |
. :':’:"l &=t LeftWrist, LeftElbow, RightWrist, RightElbow,

Flexion 2220 slgls R LeftAnkle, LeftKnee, RightAnkle, RightKnee, Hip, Neck

He S% aolee O BE HO. 82 LeftWrist, LefREIbow, RightWrist, RightElbow,
Extension LeftAnkle, LeftKnee, RightAnkle, RightKnee, Hip, Neck

g Wt
Abduction 2|0 BS weld dalg gt LeftShoulder, RightShoulder, LeftHip, RightHip
Adduction QOeIlh B2 2020 28 2220 LefiShoulder, RightShoulder, LeftHip, RightHip
Medial(internal) rotation 222 £2IC LeftHip, RightHip, LefiKnee, RightKnee, Hip
Lateral(external) rotation HI222 =elC LeﬁHip, RightHip, LeftKnee, RightKnee, Hip
Left or right rotation S0l B2 H=RE St Neck, Hip

Head BAMLOIAE AIRIS 2ES MMZ B850 9
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<LeftElbow-flexion>, <RightElbow-flexion>
1 <LeftElbow-flexion amount="medium” duration="500ms”/> This way, please </LeftElbow-

flexion>

<LeftElbow-extension>, <RightElbow-extension>

<LeftElbow-extension amount="medium”>

2 <RightElbow-extension amount="medium’> I’ll jump </RightElbow-extension>
</LeftElbow-extension>
<LeftShoulder-abduct>, <RightShoulder-abduct>
3 <LeftShoulder-abduct amount="medium”> My right arm is parallel to the floor </RightShoulder-
abduct>
<LeftShoulder-adduct>, <RightShoulder-adduct>
<LeftShoulder-adduct amount="medium” side="back’>
4 <RightShoulder-adduct amount="medium” side="back™>

Look I have my arms crossed on my back
</RightShoulder-adduct>
</LeftShoulder-adduct>

3.2 BAML+ AAHE
O3 200K 2 Hi®t 20l BAML+ AIAES
2 BAML+(Extensible Boby Animation Markup PHEole 4= 3A MY A2 FdE0L
System)AlAE 2 BAMLE 0|86t Z4& CIOIH Ol A

20 2R SZS FEY +~ UTS of0, T8 ® 240iH 2& 28

o0 B2ae 2 SEHT HE Jbs6il. £ & Q& BH COIE= A2 Hatl BE X
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M, £& € OOl Hald HE2 HaE 01&dt0]
2t NH 299 fAXY FR 4AFEZ PCA(Principal
Component Analysis)Oll Al principal componentE S&t
dimensionality reduction S4< &M 20 &Ch

OIDIA, PCAZNZIES &8 U+Zo Yoz
A Matlab S 0|26t 352U

Motion Capture System

Original Motion Mation Data Restoration
(PCA)

Capture data

Motion Name Mapping

Hotion Transformation

XML Repository
Motion DB @ RE AN g
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