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3.6 Texturing

—Basic Texture Generation Mapping
—2D painting
—3D painting

3.7 Motion Control

» Body Skin Attach
—Physical Base Control
—Facial Motion Control{Lip Sync, Fa-
cial Expression)
—Characteristic Motion Concepl
» Deformation Characters
—Channel
— Lattice (Defarmation Box)
—Expression
* Skeleton Animation
—Data Structure
Ratation
Position
Global
Local
—Body Skin
Sphne Patch
Polygon
» Character Motion Control
—Real Motion
Using Device
Motion Capture
Maonkey System(DID)
Action/Reaction
—Characteristic Motion
Cartoon Key Frame
Squash & Stretch
« Facial Conirol Animation
—Face Modeling
Polygon
Nurbs
—Facial Control
File Interpolation
Weight Interpolation
Other Interpolation
Lip syne
« Motion Capture System
—Optical System
—Magnetic Sysiem
—Data Contral
—Position
—Ratation
—Interactive VR
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