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Principle 6 Follow-through & Overlapping





High-level control

Walking style 
Physics 
Aesthetics 
Expressivity 
Goal-driven

Source: Aesthetic Exploration and Refinement: A Computational 
Framework for Expressive Character Animation, Michael Neff, 2005.



Digital Actor/Character

? Parts   DOF
L     19 68
H     51 118

http://robotics.stanford.edu/~latombe/cs326/2002

http://robotics.stanford.edu/~latombe/cs326/2002


Some Applications

Autonomy

Interactivity

User-controlled

Completely
Autonomous

Off-line Real-time

Key-frame
Animation
Systems

Video Game
Adversaries

Web
Avatars

Digital
Actors

Semi-Autonomous
Characters

Urban / Factory
Simulation

Virtual Tour
Guides

Historical
Narratives

[Kuffner, 99]

http://robotics.stanford.edu/~latombe/cs326/2002



Manipulation
Reach

Grab

Transfer

Release

Return

http://robotics.stanford.edu/~latombe/cs326/2002



Treadmill Method: 
Motion Planning + Motion Capture
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Behaviour planning

• Behaviour is a sequence of actions


• Action has pre-conditions and post-conditions


• Action has preparation, execution and follow-through


• Behaviour planning finds a minimal sequence of actions 
achieving the required goals



Paper 6 - From footprints to animation
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