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Behavior
‘name | F‘arameter - High-level Motion
goto target, 1ntensx ity, sneed walk, turn, run, jump
use target, purpose, speed {open, close, push, grab
annotate targett, type, text, drgw_gesture(n)
S write_gesture(n)
attention [target object, speed pointat, lookat
talk estureType, speed talk_gesture(n)
text, gestureType, [talk_gesture(n)
query speed write_gesture{(n)
agree intensity, speed nod_head
disagree lintensity, speed shake_head
text, stureType,|taik_ ure(n
amswer |5 D et
wait required event, speed |sit, lie, stand
greet intensity, type, speed |wave_hand, bow, salute
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- Target Position
- Avatar Direction
+ Avatar Posture
- Equip
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® Precondition®& T%3}7] $1% Template
— Navigational @ walk, run, turn
-~ Directional : turn
— Posture @ stand, sit, lie
- Equip : use
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<?xml version="1.0">
<MotionLIst>
<Motion name="walking">
<r_elbow>
<time from="1.0s" to="0.0s"
<rotation x="3.0" y="1.2" 2="0">
</r_elbow>
<r_shoulder>
<time from="0.0s" to="1.0s"
<rotation x="0.0" y="0" 2="4.0">
</r_elbow>
ol

. .
</Motion>
</MotionLIst>
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