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W2 (Efg-F-E8) —3& (AVEaL—49571495R)
28 AVEA—8TF 749 IRT=A—=a Yy
(g @ 9 2RE - HIBIEZ) (20124 10 A %)
BEN
3RITEAVEa—H T T T 4y I AERANDBHRO—2L LT, 7= A—va VBESHIC
ERTED LN ARDHD. AETIE, 7T=A— 3 VERDOEZO DKM EHICOWT
BT 5. £72, HEIICT = A=Y g VERERT S HERC OV T H A 5.

[(REDH#ER]

2-1fiTlE, T=A—va VERDOIZDOEARN 2T L TY XD TUHT 5. 2-2 i
T, 2—VR#E2EEEd, arva—2MTHBNCE S 24K T2 FEICO VTR
3 5.
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mE-3F-25

2-1 7=A—2 a3 Vv DERER
(BEH ok HE - IBIEY) [20124F 10 A 4]

ARG TR A 72800 & RIS T 2 HER b - T 5. FlzIE, B A DH
HNEIZH T2 LAIZT B LIZER B 21EV, AL BZ2@mlICRAICRES &, &
7eovb A L B SEEMICENN TS K IR ZD. 20X 5 R BRI A E BB S & (R B 6
(Apparent Movement) & BEATWA. HIZ, KEZ R ZIZULIZS < ZORRIEHR H 1258
L. IhERBEDHRLEVS. ZORBESEEZRBOREZFHA LIOBT = A —va
(Animation) Tk 5. DFE Y, MWKDOMESCIER, @, GEWHE, 77 AF v EIcEE >
T ABEOWG A RERSIZE R, SHICRREZOVEZHZ LT, bl biFEFme &b
WL DZEEL TWD X DICAEDLZ ENFAHETH S.

PERITIEL % L BT ofER LTz, BlxiE, toRkED LT OB RN oiRET 5
TJVAT = A= aRERENTHD. ZOFRE <Y (Single Picture Crank) % L <
IZA Ry FE—T a3 T =A— 3 (Stop Motion Animation) EFES. L2xL7eaR s, 20
X0 FRITUARE N OERRERCH N2 BT H., 22 TR LIZOREALT =A—v 3
> (Cel Animation) TH 2. Ziudk, BAREMEEINDEN 2 — b0 RICRBPREORT
KT HZETHBEERL TN, ZoEE, U—rERERI R, BTk LEST
IR ER=VIIHEILTHIA OBP K. T35 LIk oT, BfRy L idmiko
NR=VZEENRECTE &, ZOBWZHSOBALDOHZEFHIICHIFIELL, iR
REFENERIE L. ZOL SRR EY, T=A— g VHITEICBIT BB ERED
FTENTELEN, TRTEFREETIT ) OIIMKIRE L TEKRR N EET 5. % 2 T,
EEO—f%Z 2 o —2IUTbW, (FEEIFNERMICEO T HERZREINTVD.
AEITIEZNDHIZON TR,

2-1-1 ZL—LRBOHEIC& BT —A—a VERTFE

T oA a VOBRZERT AR 1L a7 L—2a (Frame) EFES. FRZ, 71—
ADOPCEE R TREMRESEEZ F—7 L—2 (KeyFrame) LIES. a0 B a—X &2 HN
MM AEAT O BEITE, ZoF—T7 L—AEFHEENHEL, ¥—7 L—20HhEI) i Ex
AUEa—ZBERTHEVI FIERBZZ b5, Tk ¥ —7 L—AlL (Key Framing) &
5.

F—7 L—2EOHTH Kb ERTENHRIE ¥ — 7 L— 435 (Linear Key Framing) T®
L. UL, Zo0F—T7 L—AOMRT DR OB A EICHTTHHIETHD. L
nL, Pipnd—7 L— A CRERERBMET 2 &, B OB ER ClIEN 5729,
RNARRT = A—varvtihoTLE). ZOX5 RBANGIERERF—7 L—A1E, f
ZATHEHR 2 7= B ) B DR A AV BTN D, F—7 L— AEIEZ O & H
BIESFIH SN TWD 2, BMRTIROMIKOEE, WIKNEORER OB 80, Ff
HORF L OXHS RIEEEEDNBHEC 225 LWV O MRS 5.

AV ik (Skeleton Method) (KD IEIRT — 2 12kt LA 7L ko (Skeleton : E#5)
T—HBu5Z25. PRIV, ATV NCT =2 ERCTERT S, BZRICE < OFED Ei
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WZRWT, ATV OBIRD L IEORREE TS, o XS RFEE, ABO XS
G E L OMKROBIE ZRTOICEL TN D.

2-1-3 BERZAWV T A—2a v ERFE

T4 U—F¥xr~T ¢ 27 A (Forward Kinematics : JJHES:) &%, HRLO S & 0% M
OEFEAELZEHEANT L EICE > Ty T 7 4 5@ HikThd. BlziE, F2dHd
MEETEN»LEWES, B, M, FEZIECEEG S TERMEICS D LI ICEET DS
HBThHDH. 2P, BEIZEOBEOMBER EEEE LN LRE LR TuE, ke LT
EDO XD REBITI BN THILOb W=D, BiE0ORENRNETHD LV D.

A U N—=AFX3~T 47 A (Inverse Kinematics : WiEE) %) L%, BIHiOME TIE2<,
Bl ZIEFHRR EDORME LRI ET S 2 LIC k> TEB IR ETHAFETHSH. 2—F Ol
T LIZRKIRONEIZ L - C, 2 Ea— 4 NHOGFE CloOBESiOREAENGFRINS.
IO, TAT—=RIRTT A7 ALV ERBNCEHXEZATT D ENTXS.

2-1-4 WIBL 2 Lb—SaVIcEIK 7o A—SavaEfFER

MBI a2 b—a v, RO L OMENZHKNE TR BN EZ T (=
L—yay) LEDEWVIFETHD. FIzE, 7=A—ZIZXkDHHEBREERTKO T =
A= aryREICHVWLERTWS.

PR 2 b—va SIS BT, RELS ST TR HELRIFERD D, BTk
(Grid Based Method) 1%, > = L—a v LitnWg—4y hEEIRICHEITS. 2L T,
2 DIEFIZB W THGRMERDEE R A3 HT 2 HETH S, I<FIAEShTWbhikEs
L <, AFR%ES#EE (FEM : Finite Element Method) , A BRIAFEE (FVM : Finite Volume Method)
e ENH 5. ki1ik (Particle Based Method) 1332 2 b—a v Liz0nbDEHHKE SO
KiFOHE D THET. RiF74£1213 SPH (Smoothed Particle Hydrodynamics) 75 » & MPS (Moving
Particle Semi-implicit) £ 2 235 5. £7=, T & BT 204 % PIC (Particle In Cell) # ¥ <

FLIP (Fluid-Implicit Particle) % ¥ 722 & b 1#(ET 5.

2-1-5 HAIShFE—a VT4 2FBTEIF7_A—2a VERTFE

XX 77 XK LT E AT B0I100%, A LR L2 0B HEETSH. 22T
EVEFHHEEE 2 > CAMOEET — 2 2 BG L, FIHT22LTr=A—va VEIERT
HTENTED. HIZE, TRODOT—H &7 —F4_X—=2{LLTHAAL LS L), @hiE
T X 2T AR AT TWA. A4 REET —Z X—2 & LTIL CMU
DE—Va Xy TFvT—E_R=ZINH 5,

T A R_X=AEFHT B0 0OHEME LT, BIfET —4 %%y 7 7 X (&R < Shisft
JI B OMTE O X, BITE L BITEOBEREE D 21 b ANCT B0 D R P NIEL AT
nTns.
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2R -3 - 2%
2-2 VFNBALT7 = A—Yay

(g @ 9 2RE - HIBIEZ) (20124 10 A %)
AEITHE, FERHTT =2 = a VEERT D FEICOWTIRRS, F—AREDS 4
T varEARE LSBT, 22—V ORIGIISCTY 7L A LA TH Yy 77 X8
THERD D, DD, BT = A — a3 VARICET 2R HLL LTy
729 5 OBF%IE, GPU (Graphics Processing Unit) O HELE & b ic—5KI2E L, £
DFD, FED, KEEW, BRI L— a0 P R ORkie 258 TREAICIIE DM T D
NTW5. 7223, SIGGRAPH T, 2006 629 LIV T AR A LT =A— 3 BT
Ba—AEEERBELTHEOT, LVFELVHARIZZLLEBE SN Y.
RETIE, 25 Lo db LEEn, ¥ T7 7 X0 25EMATA 277747
OISR ET D FIEEZRNT 5.

(a) #IHAGIE

() R—LEBZIZWL=ODNRRET= A=Y

2:1 A—HOWRITH>THFY S I 2HABHMICEVTLSHTF
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EFFNL, ATV =2 MIOWTHEAT L. 22T, Bff=—Y = bEY T h U
Tr—yxy MIBELTEY, LV EAEKRMIZIXSKIEX Y77 X ZEHT 5. DT
XY 77X -V MNIEBARSETMDEZHL, TOMBIHhoTB&E 2 XY 77 X M7
IEDOFEEREL TS . FlxIE, M2 1@ICRTEI R —rRNhotzt 5. Z
DEE, =N TANWT—T LD EOFVR—LEFHEONT —T LD EIZEWT] &M
L5 A, VAT ATEF Y T2 X OBEOMENSAVT — 7 V& TOE#AR/ A ZFHA
L, ZONRRAZH> TRy T 7 X 28ESE, R—nzBbE5 (X2-1(0)). K®IiZ, AWV
F =T AN EHENT — T NV ETORERNAZHEL, ZOXRIN-> TRy T2 2 &k
e, R—nLZ@n»E?s (K 2-1c) EWHT=A—>arzZHBMCARLTINS. 2
NEARRIZT 272012, 7—7 A0 [gi) X (21X 2L, BRSFEO L OB S & alfetk
& LTI LT 2 FIEZREL TN 5.

ZOIEN, AARERERT D2 ETT= A~ a3 v &{EDHZ LN TE D TVML(TV Program
Making Language) MERENTWAS B ZHIENHK O SICE > THE S b DT, E
BT L B EHHIEBE THO O TV A BHAEAROFEIR FIEICEI HIETT L e MR EE
RCTED., AZ VT RORITITHATRTA b, TREREICHTIHEDIENC, 3 KT
X ¥ T/ O, IMECETIRERLD S, 1 ITRHE—oDA Ny MG L TWATZ
W, FERVINEIZS S8 72 WEE, #121F, bow, talk, turn, walk 72 E &R L TW Z & T
Xy I BEBESHLENTED. BRI, 2—F LD ¥ T 72 a3 UBRATREIC
o TN BEIZT2V EWVWIHLRTOT, HTML Z HEHIIC TVML BAICE# LIZY
HPERECHERE R SICb IR T 57 Y, #ix BRSNS h-ooH 0, MECcllfi S h
Tb\é 20).

R 2:2 12HlZmd. ENERICHER ER 7T =AY ay, AURZOT=XA—3
YDIEDDAT YT NERLTND.

TaV Player [=1pe]

RobertJohnsonFukikae. tvml

camera: positien(name=Acam, rv=453.00,d
camera: mowe(nameshcam, ry=476. 50, rx=
character D talk{namesMary, text="H 7.
character talkiname=Bob, text="HH.

character? look(name=Mary, target=Bob,
character ? gazel(name=Bob, rx=0_00, ry=
character Jstep (name=Bob, x=-0. 75, y=0. 63

|
wait(time=1.5)

et Bob walking towar
character: look(name=Buddy, target=loo

charaster positioniname=Bob, x=-0_70,
character: position(name=Mary, x=-2.02
camera’ position(name=fcam, ry=358. 50,
character: walk(name=Bob, »=-2.08, z=5

character: look(name=Mary, target=Eob,
character: look(name=Buddy, target=Eob

charaster: position(name=Eob, #=-4. lilj
1 3

[E (] [=] il Wi— B | HEw OE

2-2 TVML OE{TH (Gotland KZF # EHKIRHE)
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