
CS 6204 Character Animation 



Objective 



Structure of Animation System  

while (not finished) { 
MoveEverything(); 
DrawEverything(); 

} 

  Interactive vs. Non-Interactive 
  Real Time vs. Non-Real Time 



Structure of Animation System  

while (not finished) { 
MoveEverything(); 
DrawEverything(); 

} 

•  Can be implemented with Event-Driven design. 
•  Such as Windows Message Passing 

•  OpenGL GLUT event handling library 



Animating a Character 



Animating a Character 



Articulated Figures with Joints 

Base 

Arm 

Hand 



Joint Hierarchy and DOF  



Skeletons 



Joints 



Animation Data 



Channels 



Channels 



Array of Channels 



Array of Poses 



Poses vs. Channels 



Poses vs. Channels 



Representing Rotation DOFs 



Representing Orientations 



Euler’s Theorem 



Euler Angles 



Euler Angles 



Euler Angles to Matrix
 Conversion 



Euler Angle Order 



Using Euler Angles 



Gimbal Lock 



Interpolating Euler Angles 



Euler Angles 


