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B. (1)

(Linear Interpolation)

P 1
(Interpolation)
PO

i P(t) = Py * (1-1) + P * 1 =Py + (P, —Pp) * t

= o
o o
. H D3DXVECTOR3 Lerp(const D3DXVECTOR3 * vi,
o B const D3DXVECTOR3 * v2, float t)
{
. . D3DXVECTOR3 v;
(Spline Interpolation) VX = VI->X + (V2-5X - VI->X) * t;

v.y = vl->y + (v2-3y - vi->y) * t;
v.z = vl->z + (v2->z - v1->Z) * t;
return v;

(Linear Interpolation)

w,
2



(Spherical Linear
Interpolation)

pi p1

plt)
o
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plt)
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(2)

P(t) = A(t) PO + B(t) P1
A(t) = sin(rad * (1-t)) / sin(rad)
B(t) = sin(rad * t) / sin(rad)

D3DXQUATERNION Slerp(const D3DXQUATERNION * ga,
const D3DXQUATERNION * gb, float t)
{

D3DXQUATERNION qgt;

float cr, sr, rad, tl, t2;

cr = ga->x * gb->x + ga->y * gb->y +
ga->z * gb->z + qa->w * gb->w;

if (cr < 0.0F) {

gt.x = -ga->x;
qt.y = -ga->y;
qt.z = -gqa->z;
gt.w = -ga->w;
cr = -cr;
} else{

qt.x = ga->X;
qt.y = gqa->y;

qt.z = ga->z;
gqt.w = ga->w;

}

rad = (float) acos(cr);
sr = (float) sin(rad);

tl (float) sin(rad * (1.0F - t)) / sr;
t2 = (float) sin(rad * t) / sr;

gt.x = qt.x * t1 + gb->x * t2;
gt.y = qt.y * t1 + gb->y * t2;
gt.z = qt.z * t1 + gb->z * t2;
gt.w = qt.w * t1 + gb->w * t2;

return qt .
} ?
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http://digibath.com/repository/kgc04_anim.zip

void Render(float time)
{
D3DXQUATERNION rot;
D3DXVECTOR3 pos;
D3DXMATRIX mat;
int i;

//  Find Key
V74
for(i=0; i<SAMPLEKEYN-1; i++)
if (Csamplekey[i+1].t >= time)
break;

// Calculate Weight

V74

t = (time - _samplekey[i].t) /
(_samplekey[i+1].t -_samplekey[i]-t);

// Calculate Interpolated Rotation

V74

rot = Slerp((D3DXQUATERNION*)& samplekey[i].rot,
(D3DXQUATERNION*)& samplekey[i+1].rot, t);

// Calculate Interpolated Position

V74

pos = Lerp((D3DXVECTOR3*)& samplekey[i].-pos,
(D3DXVECTOR3*)¢&_samplekey[i+1].pos, t);

// Calculate T™™

V74

D3DXMatrixAffineTransformation(&mat, 1.0F, NULL,
&rot, &pos);

//  Render
V74

g_pD3DDevice->SetTransform(D3DTS_WORLDMATRIX(0),
g_pD3DDevice->SetVertexShader(g_pTeaPot->GetFVF

g_pTeaPot->DrawSubset(0);




C.

(hierarchical structure)
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I1l. ADVANCED TECHNIQUE
A. (Motion Blending)

25%, 50%
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B. (1)

Forward Kinematics IK
] +
' EndEffect
(Inverse Kinematics) +
(End Effect)
( IK (IK Solver)
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/ICO - Sony
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(3)

Axis = Vep/ | Vepl
2d XY, Z Rad = cos (Vg p.* View) * 2

, => =>
1 =>
Q.xyz = Axis/ sin(rad *0.5)
Qw =cos(rad *05)
sin( )
\/MID

Vi = Normalize(Vyp+ View)

Q.Xyz = CrossProduct(V,,;, View)
40 , Qw = DotProduct(V,,p, View)

Vv

Vv

OLD? “ NEW

Ver= Voo View)
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target

(5)

(4)

(contrain)

VOLD’ VNEW

Voo’ = Vo = Vowo® Veixen) * Veixen
View' = View = (Vews® Vexeo) * Vexeo

+
Q.rad

Cos(RAD,,, / 2)

rad 2 = acos(Q.rad)

Q.xyz’ = Q.xyz * Sin(rad_2) / Sin(RAD, ./ 2)

Qw’ = Cos(RAD,,\, / 2)
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IV. TECHNICAL ISSUE (1)

(lookat)

The Legends of Zelda : wind waker - Nintendo

ON/OFF . o)




TECHNICAL ISSUE (2)
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