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Automatic Generation Method of Character Skeleton with
Flexible Structure

HUANG Boyuan, HUANG Bojun, LI1U Chunnian
(Beijing Municipal Key Laboratory of Multimedia and Intelligent Software Technology, Beijing University of Technology, Beijing 100022)

Abstract Skeleton of digital character is one of the most important parts in 3D animation. This paper presents a method on automatic generation
of character skeleton with flexible structure. After obtaining position information of skeleton joints through motion capture system, it can build a
tree-shaped description of skeleton based on the corresponding XML file. By changing the XML file, it can acquire different kinds of flexible
skeletons which could meet the special needs of real Cartoons.
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( joint [5][0] = joint [4][0] +
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Frame# X1 Y1 Z1 right_elbow
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class treeNode {
float x,y,z;
Vector children;}
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Java Dom4j-XML
Element root = doc.getRootElement();
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void buildTree(Element e, String[ ] data){
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joint-p 010 -1;
select -r jointl;
joint -p 0 13 -0.6;
select -r joint2;
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