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ABSTRACT

The substantial effort is required to make a virtual character smoothly move like a
human being in the virtual environment. Since a virtual character acts on the basis of
the actions, it is the most critical to define actions for smooth flow of action. It has
been actively studied the programming by demonstration which defines series of actions
to be performed by a virtual character based on the actions operated by a person.
However, such approaches can’t easily draw many sequential actions because they create
sequential actions in the same length all the time or restrict the actions used to create
such actions. For smooth flow of action, it is required to derive sequential actions as
much as possible from the actions of a virtual character and to select the representative
set of actions. Accordingly, it is necessary to study how to create sequential actions as
reducing diverse limits. This study suggests the approach to select sequential actions
suitable for a virtual character by collecting the actions of a character manipulated by a
person and deriving a set of actions to be performed by a virtual character. The
experiment describes the process to create the actions by applying the approach
suggested in this study to the driving game. In accordance with the analysis results, it
was found that a set of actions performed by a person was generated without being
restricted by a length or a part to divide. Finally, we confirmed that the suggested
method selects the best sequential actions, appropriate to virtual character, among more
generated actions.
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FUNCTION MaximinSelection with C, actionCount

BEGIN
SET B = C
SET T = {b}

SET B = B - {b")

FOR actionlndex = 2 TO actionCount
SET max = 0

FOR b in B
SET min = o

FOR tin T
IF min>EuclideanDistance(t, b) THEN
SET minElement = b
SET min = EuclideanDistance(t, b)
END IF
END FOR

IF max < min THEN
SET max = min
SET maxElement = minElement
END IF
END FOR

SET B = B - {maxElement}
SET T = T + {maxElement)
END FOR

RETURN T
END
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