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Real—Time Human Motion Synthesis Using a Small Set of 3D Motion Sensors..
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Abstract This paper introduces a full-body performance animation interface with a small set of 3D
motion sensors. It is a mathematically ill—posed problem because the number of sensors is not
sufficient to determine the degree of freedoms of a full-=body human character. To address this
problem, our system proposed the method that utilizes the prior knowledge from the training data
and transforms the low—dimensional data from a small set of sensors to high—dimensional 3D
animation. This paper employs the idea of the previous system proposed by [1] and proposes an
alternative data—driven model based on Kernel CCA and linear regression method for performance
animation.
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