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ogu YA B¢, e AYE) 2RI YL F
g 3l= E o FFE7 SAAFoR FFH
718 vtete Zlde A= A= AAHAG T 4
& & A1l o8 x% AFEHe s0dolg = #L
Aoz 733 -l A B2 AES /M55
A& FA 53], AFEH 1AL 7|2 AE
22 S EdYE F UEE 294570, A
FE ofumold 712 AEd FAFSHA ¥
g 7H3ATEY FAYE Adsta A ojstH vt
A A A ¢} A E 2 (interaction)- S & 4= AA 3
FAt =R UENA 7eo] HHL FEF 7t
A A Y #o2Hparticipants)E 2 dtdF 18
o] B Azlee dHglel M2 HRE
78 F U=E FAH2-3]

7HERAEE A7te] A2 YEAY HAEY

59 2492 ¥+ 9l
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F e F EE ’éﬂ]i EAFA G FAA Y
ENE }1?-_} o AZHE iAEA A2 & .

*olMCiEtm HFEIDET ChEte MADE
SO MOIER AFEIDISD YA
sxglgl MCHEIR HREIDET e

FEIS Azt 435288 534 AlojHh
1]. 2% 1& PixarAto| A A& frAletA 2d
Fg ofumlold MY Al (Geri)olth.

—

1.2 7p&elziol2t?

7H31 7 (virtual human)& A FE ol A
1 Al Rd 2 HF 4 3len,
o] Abgd #

A
2 e

Atk

22l 1. PixarAtofl M Hztst A2l

121 1zHe giA&E

B4 AFold &AUTE HAz BEY] A,
AFEZ gARJASG 7P3R1IZEE o)A Al
H AEE Q17te] AHE3 7o) A ERAF AASH
71 93] AH2E 5 Aok & A Foly FF T
g AEF A A HILE A3 A A A7) A
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A PRATE AR 5 AT 2¥ 2=
7 FERS W 3ol AA € A E FH 3
ANEG ol st o Haglzhe) Q7ke] 9
tjAska gl

2
>t o E

to rir

O3 2. & & Al=22o|d

122 Fejzte] AAjzt diedl

7HEATE 7M7Y FAZE YE 7] 9
3 AA 7 EA(real-time representation) &
2] A (delegate) 2.2 AFE-E & U} gutygo
2 o]y % 7H4A3E oluteNavatar)g}al =2
o 71387 el A B FARS A A& e

T F83 48E gI@o1-24] 1¥ 3&
Holodeskol| A o}vlelZ ALE-5 = 32 (Hans)9
2ol

13 3. Holodesk®e| OltE} BHA

123 9 A¥ &=4(Digital cloning)
54 ¢ AHEE ALESH] AP A4S

AEE AL 2EE BESDA T A S 7M3AT
o] AHEE R, o]8F Y1&S XY 22 (digital
cloning)el gl gt} o] 7]& S o] &31H AT A4
oju HEUYgo] JAHo R §HT AFES
48 RENZ & AH5-6].

1.2.4 Abely o}o]&E(Cyber idol)

AA R EAA Fe 7MY AE ARs
324 o] Ao 2 o] mj x| 3lete] thF oAl A
23 A2 F4 9 dHERJPE £of Alo]
H ofo] & Abqd el 7} R1Izte] AMEE & Ut o]
HE LS HEE2 VYT XS dEY YR
(Horipro)Atel i, t}e] i3 (Date Kyouko)gte
Abolt ofolE & Aol WEth -2 uety
AtolH] olo] £ & ofFAZEALS otgst 1 9
FAloh, Ateltk Fof ATHTI(ZYE 4 F=).

A8 HIANE AT & YRS ATHE
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24999
AAE LAsk 2012 $4902 B
£7 $49¢ Aoz ABIE )& ATSE
Hom Ut 2 9 AA Aol S A4t
S8 A e AFstel FbgAte] H§A7)
£ obst BHIARANA opilErE Aolo] &
Aste 2RSS A7she Bobrt 4ol A
29 A7) A& A AYH BF, A3
59 5¢ AH53e SHHY PYAL S BE
o) W) 9o =t ek olH B ATFEL
goz e fEHAoldel AeHUT oz
AR o GolTs]. olel ha A& & 3%
of Aslo] qlck.

229 74 e 2ok 29ol A 7hgal
e} 55 Ao P A8k, 33
A2 B A=Y R Z2ASE YRt 43
HE 7Rz g EES Aol sl A
o oz AER $F ATAHA Wt AF
B,

ru‘.

HbA o0 2 A AHEAR 9EiA
A 015 & otntetel AHFE o 3 A A= E of
O MER BFHA W, 7M7Y FHoju ¢
o me} Bg3 Y2 £ F 8 4 Ut Badlere
743 A X (virtual fidelity) ol =g} o8] 7}#] 7}
Agzte]l EAgttn F33t% 2, Thalmanne
£33 Aolste W 5L wet M
AUE FEIATHI-3L

211 7H FAEA 97 EF
Badler7} AI¢He 7H391S FERAE V)
7 2AEE 7 7te] Al vkt

S
2

ox

- & 2EYo|Y $AY e ALY 98 -
S duiutE 245A B8t R AEE
2, Fasaz ke f &g Aol
of w} getd + UL

& go] 7MY 2RGE HEEI] S
A Microsoft V-Chatol A& 2319 7}& o|u] x| &
T8 FAEE AFE31H, ActiveWorldst Holodesk
M olutelE AEXHY BH3}Y] & 2
EARd £F9 A FEYS FEIT
(Y5 F=). 9ol dee MHEHEY £4
A3t e gho) AMS-EHE AYE Y FAHY A Aol
7} At} ol& 937t AHA A g3 Yol F8A
e WA, 28] Afde AAL AldE F8
Al8t7] wE el

1% 5. V-Chat(21%), ActiveWorlds(2£%)9
Thatolzt

212 SA Y Aojg} Az AL 93?‘} 5

Thalmann® 71317 FolA #7187
(network virtual environment) 4 °ﬂ EA s 7}
A0S FAYY AALAHR F3 AL
o utet BRATH2I.

Cavazzat &2 99 Ao A5z ozt
743 7+S 253 Thalmanng) ¥y & 843}
of IZ of 1l o] A (face animation) = 1 5ol
el 3Rt E FES F e 84Vt 8 F
ot A3 cH1-29]. Thalmanne]y} Cavazza
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9] o] & WAL ZeltzerZ} 7] ofym o]
A A2 & guiding, animator-level, task-level

ANzgog FEIA WA[10]9] 7123 Aol
Cavazza® 7HA& 53 Zo] +E3 A
(1) €5 ohvtel Ee

clones)

T otutete AA ALY Eegd dFS
a2 FFEHA AN 7RI 2, A Eo)
Ve EB G225 7HA Y A A AHE AL} A A] 8}
T 2AYE 2o MR A Y S AR
o Y XA E YL AN ZE2F
1 (real-time rotoscopy)’ 11l AAZ 2
E2FTE A YA AHSEe 7HEad 3
£ o] 83t AHEALe F3 Q] HolHE HAL
2 g0} Eole #AH oA U FHES
7378 AP H gt AL st
&5 ohutere] A F Yo L AR EE 9
Y 3}H-E @2 vl Y(texture mapping)3}
T HHoE sl ¥ § gtk (g 6 #F=2).

Z & (Pure avatars and

O 6. dZ9| AAlZE "X ofy

T4 ofutete Ze JHRIZEE 179 w7t
gasty) g el Ak ALREo] AMEE e §
27k o
(2) A=EH+= 713U 7 (Guided virtual human)

AxHe 7HIAE AAzolgte vgx
(metaphor)E AHE-3te] A8 Y] R A Y-S 7Hd

A A wrdgth= Hole &4 otutels 5
AT A A ARG R A Yo] MUY =3
A3 A &3] Yx)8A e HAAM Zelst Qo
&g ohulere}l o] FEE Aort AYPAY
AP Ao g ALY g A3 A & o ALE-
5 7P Azte| k. AFE A 2 A < wlolHE A
g5l 9o Y F gloenE JXNPEpeR
ol &89 &£ 5& Aol et o]
e BANA F &5 (inverse kinematics)
e AL U8 F Qi €2 Ayl
A ve Zod 2 Y jymoldg vwE
53l 388 5 JITHZY 7 FR). &F olutel
ANEH = 7HFATTE 7HE8A ol A Foqz}
£ dRxgvhe oA oputetetn £8 4 Jioh

T

a8 7. ojg] YelE L2 oiofold

A= se 7HALL d2ag /M4 Alx
= (desktop virtual reality system)ol A A}&5+
ofubet R YR AMEAEC] 7P EHA HE F
Ae 7Tt
(3) A&7 7143217} (Autonomous virtual human)

AH&H 7HFRAEE &4 ohutety JIEE & 7}
4073 g HAFE YA AojEHe 7MY
e ALY 2dEE A4H FFRARL A
ghe] Y FA S A L Slojof B3, AR
o] & Alojdte BEo| Yasdtth 3 A&F 7t
ARAZE A4 3} A o Aol ek A= fyn

oldE BAEE F e FEE A lojoF ¥
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o Aed HARE N, A % 542 B
A gAE A43AY TE A 97
(perceive)dl o} §+cH12). Renault= A&7 714
Azto] FMEBANNA FRE I= FT g€
g ‘7HE A8 (virtual vision)'olgte AdE =
ARAH13L.

(4) A2t $EAE]) FH5E LM Inter-
active-perceptive virtual human)

A zta} A5 g0l 7Hed MU A&
7H3 A vhA7A 2 HFE O YA Al
o, e A¢H FgAzield gt Mg E T
ALY 4 e v9E 7ML AT 2y
F2% AL ALY E 7MYzl & AR
# 3EFEe7) M e 7Yl ST Y
L QA 5 ojoF &} o] RS THEEtA 3
7 AAME BADS B0 58 ol
¥ 4 dd2i(2g 8 F=x).

fant wvu Light”™ }
T owant o Ees blng

O3 8. X|Znt 42AE0| 7ksE OlHIEIY ME

£AY Aoish AE o] HE LHE E 1]
A% FeiEel ITHal
2.2 239 MM

Az $H Qe AAFHE PHe B
W a8 e P FAE 24 WA 2o] 452

2 BA3ke Aol o] ¥FojA4 gl W
1 Zg o] o] MU RE7A ZAs ok 8
= Bl EAgt 71 28 ¢ (Keyframing) 2
< Ao WwAE RAFAT AALYE FEHE
ATHoZ AAste A& BAASHA Yo A
¢l " (Procedural method)®} XA 71X
(Motion capture)8] W< F3& FFolA &
T AR BASA G v A Aol A AT
A geo14].

221 71Z8 9 %2 (Keyframing)

ol Wi EAY FAY HojH FAA T8
# AAE YAste Aol asith F8% 9
A& £33l Y Y& A1z g dolet &, ol g
3 1= Abolo] EAEte T YL By
(interpolation)& &3l A3 B L
YUY RGE AHAE T8F 242 DT
£ HEd+= A8 H 7 (linear interpola-
tion)d} F=lg FHE wEAUE 2=
(spline) & 2 7kA Fei7} dot. 7128 718 5%
o 9% 8H(inverse kinematics)E& FAlo] AM&-3}
Houno] S A AASEA J=FE 2
TARE Jbsstt. 28 AR fUHolE & E4)
7F AR g A FFole=A FAEA olast
glofok 83 BA o] SA Y] thF AuAA Ao}
£ gjlokgtt. 28 9= Cosmo WorldsE AHE-3}d
AN=ZH Y ofydojg ARsT Ae FHoIT

2.22 AxA WH (Procedural method)

A9 71e2e 499 EA e 2HLS
AFoz HAY & QU A 5 EAY ¥
Ao & G2 EL WHE 5 U3 o] T W
He AU A 7S HAF ol gk
AR Y& A& A otutete] A FE T 8A
U 22} Aj2H (particle system)o]y 5 EW
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E 1. 7zl BR

A2 FE AL

2 7837 Y5

3 5 &4 olule} JEHE 7ML | A4 7zt gt FhapeIgh
. _ e dANY FE,

;3:3;?} w(flat terrain) HES ANSE 8o e ade] Wa
AXME FaliXT 7 |7 9.

Z39E  F(nonflat g AFEA e AR "We

terrian) 27 ST gwrste gueFol Yay
A0S AEE F 3l

A% 7(grasping) |A9 H=W(feedback)| G2 E 8 AL AZHe 42 7bs

A& 3 3}7](obstacle

avoidance)

FesA 4g

EEERSEr I
YmYZE gt 7
48+ e

H) A (vision) 7|5t 33l (navigation)

=3 1438} 7)(gesture

A F5tA W&

recognition) st 4
X _8_ 2~0] 1 _g_ T ‘ﬂ' X
42 ofurold  [uoe shieE *}%j Fo shetrlEg[Ed 71 oy
H& ol A
A2 i
73R FA AFETF AR 28 Asd B ; ;(Igic]eptlon)
AHgArete] FA Agge AT A3 ATSA B Z‘:H}E}% =3 &

12 9. Cosmo WorldsE Al2310{ 7]= 22} ofiu

glold Mzfste st

(flexible surface)® #o] Abgo] A A 0j3}7]
ole B3 A|Aadd &8 5= ) o] Wy

A &0l
g gge

(tornado)&
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& 4 Attt 93t EYAE(Twisten)® EYloj&
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HrH® 10 #F=2). 84 d771 &3] Ay
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2 + 9k

223 24 A (Motion capture)

ZA PAE $A9E AT BE e
A A92H T GubEd e g A9 53
A& A x23}7] Y38k vlhA (marker) £E
2 7] (tracker) 2+l 2] & Al A (sensor)E A&
=3

T AAE A 27)(magnetic) W2 7} 33
(optical) ¥4 F7HA 2 TR AT A7) B L =
Ztol g1 dlo]HE AT WEHYSH &
F e Aol oy A7 Aol H T EA
os) & wol A5Vt AF 2 F Ao} 44
F9 @70 AT F9E 71 & oF st AL
Aoz B ddH Yo FHE FAET
At o) AFE Fe dHo] Aok B
4. & BE(actor) - Tl A - o ¥ 59
o o)A L oA WPl EF T EFo] A3
A A9 o} AE Fasre wiAbE e oo 9
Y2 9% ¥ 3ad FAA A&
obstE Hhaolt}, 48t WA 2 217] whAlof ul g
Aol HojuA|gt o8l & A ster §e A
7t =go] Ex AFuT w9 HINTH1526]
Y 118 A7) vy e 24 A FulE 8T
ARg BYFa o

E

2.3 7hatelzkel Hiof

AR A2 FARTE 7HFAAN 24
she A2 opHlELE A4 9] Eo] Theh &% 0]
B ERY PIE FES Ao LS AL
Stk ok o] 7HHATE Aol ahE BEAL $H
& 2790H1-38]

231 ABAA 4HAZA AF Ao
1Ry rhe 28 AR SHE WY e AEHE

a8 11, 24 A =l

olutelel] 248 4 Yot <] WS A3
e otuletel &A o] mlE] o= o 3lojok
gttt 19 12€ ActiveWordlsoll A o}utel7} w
2 AR Y5 T 5 YA BEA F2 T
o]3, 21§ 13& Holodeskol A A F3l= &3¢
o 3 WE P9 wyolnt o] F Al
FHEAZEE HA AT = AAW v A F
2 &3¢ o] 9o g YL Y 5 glode
@0l o

232 24 Ao 93 Ao
TR E Aojdte 714 AdAadE e

a2 12. ActiveWorlds2| ofuLidi[o]M ofw

12 13. Holodesk2 ofit|d|olM oy
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2 &% ohutebe] A9 Hgol F5aT 29
bW A4E $AYe Ao £

o2 $-8 AHEAE W= EAE 231 9o
ofgt Jt}. AMEAY AA $AAHY FHFATY
2 9] 2 A7t & 7%= ¥ (motion sickness)
g 22 & UHiel

dlo

233 @ofdl g% Ao
A E A3t WL J|REY vp$- 28 A}
e W o i E Feoln ALE A A B
3+ 91 E) ) o] & (user-friendly interface) & A &3}
T WYL JEEE olutele) FHEdE ¢
AT Aojd &gt Ao} ML GAE 93 A
o} 43t %"a‘°ﬂ 9% Ao WA Uw 5
HEES EE387] H3A
lambdaMOO| A& S&d HeloA g2E o
HE A4t o] & FMIAT WY Ao
w2 g A H (1], Shi' AHEALE 24 A
FHI 2 FE3A] FodA 7RIS Aot
Yo g A E AMESUT. 22 o) 2 Y
o2 Aojge ohutetg ‘2vlE olulE(smart
avatar)'2 E310H16]

I AolE AME-ste 7S A E)
A e o 22L& 2 1A Aol gEh
A AEA ] HAE B AL HAA7te 2 A
& e A&"o] ZFoA lojok 3t 71
Azte] PF L& 14+F(high-leve) 22 7] &
lojol 3t} & S0 “QEXR &9 4k E
V=2 AAG A, 22 L4 ytFJo s Hwd
SHO|AAM, 9EL FO 2 30cm, LEEL HE
20cm &3 ot 2 AFF(low-level) B H

S Yo Aoyl 2 & e E HHE LR o
A2 F Ut AA e A A Ao HY
< V] A E 3o 9o Wi PA 7 & FH ol
g g 3t}

ok

=
o
©
p

—{o

234 7149 ZE&4
A57HA AFT A2HE0] M E MR &
GHL 73Uy AFS Yol AR Folof
e Aolth o] B3 G & HEATAA A&
A FAgozH dE & AT
Hannes®} Justine©] 7§43t ‘BodyChat'ol] A}
5 7HMATL AHEAL vl o] S 3l
A EEE ANE HotA Fote 222 FAY
T 3t} Bodychate AH&A7F A8 & A3 4
g HAES WEgLeE a9 T HHS
o] & AFo2 AR F& A2¥ez
A7 BE SAYS Aot gerHl17].
Badler= EMOTE (Expressive Motion Engine)
= A&"E B3 71Tl JAAHR AF
(cognitive behavior)& & 4 =& 3Gt ©]
Al 2E QA 9 M-S Algo] ZHA T e <l
AHQ Y5 T 3 §Hol= EAE A}
I aRAE AAAYHA getEE FH(AVA ¢
Automated Visual Attending)o] AtH18K 214

#z),

a3 14, XAAA viahs Ee

AZ7AA AT WY 7MY $4Y
& AT Ao sl AHA A 7HEIzE
& ARV Y3E R B Y
Holg ¢ F+4ds Bol WaE g
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3. 32 Z2HEQR} AAH

Aol A7tA Y T2AHEY A2 7P
9 rdyoly FAYS AALHA R8s
o FAE Fo &k @AY A2 EL 7)E
TFE oz gAY 75 E AFTH dE =
A fadu Yol oA A+ 54 JackMOO'2
= A 2"l s A& §31d 7HATE Ao
st W 73R AU dol2 BH3)
N&d) 23e 231 ot ActiveWorldst
Holodesks} & Al2HEL FR7MIEHEE &
BHo g AYste WS TR At 3l
ok ohgol @A A FolAY Mul2 F M

A

A A A2 E 2T

g w A

rr

e
%

3.1 JackMOO

JackMOOT Ao} tigto A 7dd 7}
AA7E AP A2dog FHAQIZE A2’ ‘Jack’
< UF AEARE AT JdHIEHE A
lambdaMOO®l E§A17l T AME2LE A% 7t
7ot

Jacke 7H3Az3 2d 3 A E Aojste 7|
=8 A 231,16l 29 15& JackMOOS A &
oz JMddzte] BHE s R e
o Eo. 2Y A 71449132t Davide “AreH(go to
bed)"gte HHE wtoh David7t 271 YA
€ ‘WAU7AA 7 ‘Adol B2 2709 323
oJo] a3ttt 1§ 15 DavidZl 239 A= A
2 77 98 AlgelE Ela e gHolth

3.2 ActiveWorlds

& AAE 4B AFBAE AFHE A2
g0z A% 49% Z2adoln FYUslE of
= AE 43T 8 79 ohutest A3

12 15. JackMOO sz}

51 olulelE Alojate YR J|H=9 vy
25 A8 ol AFHE ohlgle o= A
9 Aol AojA I Aol AUEE ALE-
o] geol glod 1AM E HAY ALl 22
AANE He 59 5L HId 29 162
ActiveWorlds7} A Z38te 7138 A o tr9 A}
27 A& A dststa e FEE RAFe
3ol ). ActiveWorlds-& ZHA 21 29 71)
2 gy ZEH JAA EHY 7THE MR
oA B AL BAA AEE + UA &
cH19].

22l 16. ActiveWorld Algsted

3.3 Holodesk

VRTelecom Aol A 7| 28k F 471387 Al&
€ 0 2 VRML Working Group H-Animel 4 &
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9% HumanoidE otutel2 ALE 3t} o= 9] A}
428 Add7 | Bie 249 AHEALE H' 7t
287& Ndster 93E F A0 Holodesk 7t
AFde 7HEEA dde M 39, M 2
e o] AE A F3te] Ao, B Al(reversi), ©
B E (tic-tac-toe) T AYE tHE oulets} &
4 4 3le Tl EAFTH20] 19 178 3% ¢
Ze2p7h A3 2 FY g Abge] 2] Al o] A3
I Sle Aot o AX&FY ojuielx
ActiveWorlds®] o}utelet Zo] AL&-2He] ¢ 3 o]

£ A A U de ¥ 5 e e
A& 7HA T gt} otutele] £AAE AAY o
22HY W7 & AHEE Reo] EAojr

23 17. VRTelecomAlel Holodesk

3.4 7|Ef AJAHY

7P Y Jlee e 2" e
Al2H 9o dAYolg, Al & o] el 7Hd =
Z EE}o|H(virtual prototyping) ¥ AY, ¥4,
2, gl 5 F&Foprt gekdio18]

FHA

4. Jp¥Qlzt BH =

Roehl& T3} 2-& o] 2 714212, E3) of

sl T EFo] AFSTT SATH2IL
- ¥ AZES O] E Aolo] ofrte Bulo] B
2 & qolo} @t
. ohuelE 47 HHE 4 glojo} #ok
+ olulElE Aojehe QBT ol 2L FUsor
o.
oel® ATEL AT BAY HEol 5
A5k Aol AA. ohdhe) AT AL A
Pzl B EE8E WYste wAlol,

4.1 VRML H-Anim

H-Anim2 VRML working groupl. 2 7}
73 71178 843 25 Y-S VRMLE ]
&3 BE3te A& EX 2 3200} H-Anim
A= PROTO =28 AH§-3tY 3tue AlEE
Humanoid ==& & 9] 3} 9 t}. Humanoid =5+
+3dE 2¥37] A3t #Ad(Joint =5)3 1
AE Aol & dAs8te H&(Segment =E5)2.3
TR, 2 FHEL AFH o2 mdPHo] 1
FEAA Y A7} skttt &, A FA o]
AA AbE B %3817] | & Humanoid®] $3 ¢
T AA2YA o] FAAA BrH221(2 ¥ 18 F=).

212! 18. Humanoid OlHIE} - Nancy
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4.2 Living Worlds (LW)

HEYZ T2 EZo|Y APIE AHE381A 93
@A VRML x=%Hg AHg8t] g2 AHEALE
A3 M8 RS A st vk LWE o3 ofu}
BlEo] sute MGAAE FHE | TAHE
EASS sidstn o, 7HEAA Y EAsE
EAEY 2Fd U FAE GF2 AoH23]).

4.3 MPEG-4 SNHC

MPEG-4 working group& WE li ol A
dEr| ol g X Yste AEYANHE A3t
£ 29t} SNHCE MPEG-49] 819 1§22
H-Anim¢] Humanoid2 ¥ 8 5+ 7144917t d o]
Ble] 883 Mol tiste] A8k vt o] 2
FolMe 733 HeEs F9 FelRE M
Azte] EEE 4= U= A YY B3R o]2
7M7) BEE RE AL AL $9 g
& /tAL FE3E S Agsin Ao
[24]. 2% 19 QoA AFS BES Alo]d &
A =48% Zojn25]

lmerpalaror
Proceduml
Animation I
Motion
=
Animation
Yy

Interpolators

VRML Humanoid

Mitra's
keyframe
animation

a8 19. EEES Alo]2] 24|

5.8 2

A% v o] RdF R fyrold Ve
AR TR YE MUY B4 7}
A g Zolth =& JH3ELA R HIENA 7]
&9 W FAHA TATG v 8] 7HFETE Aol
298 3 oo B UMY S 59 FHE
AAAY B 998 dAY es A4Hn
itk whebA Wi o 73 E TR AL AR
& Ade A FEo g ALFFE AolH, oY
g Atoly AldidlE 2 e HESe 44
7M7Y o] 42 Fusivt sty

o

f 1

Ho
et
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