
Podpora poznámok PG3 21. 10. 2020, animácia, príklady (CASA, Szirmay-Kalos, Foley et al., Ruzicky, X3D)  

      
Príklady (LS: tree-structure, Ru: sieť štruktúr, VRML/X3D scene graph: animation = modification), acyklický orientovaný graf (DAG)  

   [LS]  [Ru, kap 19] 



1. Vybrané príklady (10 minútové, YouTube v programe, napr. robot na s. 2, článok 6 A Robot for Interactive Glove Puppetry 
Performance)  

HOT NEWS 13 ~ 15 October 2020 @ CASA the oldest international conference in computer animation and social agents in the world. It was founded in Geneva in 1988  

http://casa2020.bournemouth.ac.uk/wp-content/uploads/2020/10/CASA2020-Programme-1.pdf 
 

<<< kliknite sem na druhé č. 6, Virtual Reality, napr. o „asymetrickej interakcii“ 
 

OLD NEWS, vydania „našej biblie“    
 
 

2. Vybraný príklad na interpoláciu, obrázok Lasetter. Uvažujme dve vrchné polohy lopty a medzi nimi jednu spodnú. Lineárna interpolácia vypočíta „chybné V“.  
 

Ponaučenie z príkladu (originál vo Foley et al.): TREBA pohyb po krivke v 2D alebo na interpoláciu orientácií 
sférickú interpoláciu a kvaterniony v 3D. Shoemake, Ken. "Animating Rotation with Quaternion Curves" (PDF). SIGGRAPH 1985. 

 

http://casa2020.bournemouth.ac.uk/wp-content/uploads/2020/10/CASA2020-Programme-1.pdf
https://www.cs.cmu.edu/~kiranb/animation/p245-shoemake.pdf
https://en.wikipedia.org/wiki/SIGGRAPH


3. Vybraný príklad na artikulovanú štruktúru, skok po krivke z 2. vydania „biblie“ a chybný pohyb 2D lopty. 

   

 
  



4. Vybraný príklad krivky, KB s parametrami t, b, c  

 



 
5.Vybraný príklad motivácie, prečo kvaterniony [Szirmay-Kalos] a schema MoCap 
 

  
 

 

 
 
 
 



Konkrétny príklad je na s. 47n v knihe Vince: Geometric Algebra. 

 
SLERP [Szirmay-Kalos], MoCap  Gutiérrez - Vexo - Thalmann Stepping into Virtual Reality. Springer 2008.  
 

 
 
  



6.Vybraný príklad na skladanie transformácií a prechod sieťou štruktúr (scene graph traversal) [Ružický] 

  

  
 



7. Príklad postupu v deklaratívnom formáte. X3D is a royalty-free open standards file format and run-time architecture to 
represent and communicate 3D scenes and objects using XML. It is an ISO-ratified standard that provides a system for the storage, 
retrieval and playback of real time graphics content embedded in applications, all within an open architecture to support a wide array of 
domains and user scenarios. -- X3D:  Extensible 3D Graphics for Web Authors by  Don Brutzman, 2008. ... Chapter Summary:  Event 
Animation 

ROUTE connections and animation  
Animation as scene-graph modification 
Event-animation design pattern:  10-step process  
Interpolation nodes  
● TimeSensor and event timing  
● ScalarInterpolator and ColorInterpolator  
● OrientationInterpolator, PositionInterpolator, PositionInterpolator2D and NormalInterpolator  
● CoordinateInterpolator, CoordinateInterpolator2D ... 
https://www.web3d.org/example http://x3dgraphics.com/examples/X3dForWebAuthors/ https://www.web3d.org/x3d/what-x3d  

 

https://www.web3d.org/example
http://x3dgraphics.com/examples/X3dForWebAuthors/
https://www.web3d.org/x3d/what-x3d

