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1 Softimage HRZ %M 258, 348 Character
Setup & X —7# % F Expression & # 8 & Control
object, Motion Capture datas i fa il (5955 4 .
##Exi% (Capture Sop, deform Sop)

5 MAYA 13 Binding 2 £ Softimage & Skinning
{41, LA Capture object B#: il
Binding, Character Tool f4 Bone fiF i X4
Capture-Deform SoPs 3} # - Bone i of 49 K i,
124 Deform Sop (ERTE X Rissk S, ZRER
e TAFEMZRAL
FEIME

FESTH Right View R A

T o
3 fF, Mz—4Geometry tile, MM FTR. $F
X {4 Sop 3 BHFEARSE. 18117 Locked
Flag, X3 KRS File Sopfastissy. MR
28 &#File SopHfy, (FECHOPss;# X fiModule
A Clip B FIHEE ) . 2B BERE Xform Sop #3)
F|F7 M Scale 5 4 fzAb,
T

4 File Sop MSNEBHEA Geometry File if. %
Project (.hip) (REFAIERFEM /960 BR. M5
{R7Z3CHE. 1Y Shipdir/geo. (Geometry File % ).bgeo
A

Houdini fjBone HAMM2 THH NO
Kinematics. FK. IK, Skeleton setup A {34814 .IE
FIZH. HH)R & NO Kinematics Fyt§:% T A FIH
Spline £ #1F 4 F 345 bone .
£ Bone

ERMH—NULL, BHBED Hp™ . AF
10 3 HIBERRI Bone. LRI Right View i
1K 5381 % M Hip 2 Ankle, A\ Ankle ) Toe it 742
#|Bone, s Bone A4 HIi A . % Bone Pa-
rameter & 77F Bone State Page . 7 Chain Parent
%72 Parent object, FRHE TFALMBE, AE4
ik Bone TN, WHBRIIASHREREAR
2 J5 ., #ERight View 4 ] Tall Z Spine. %7iPatent

# Bones (7 i% i B F X0 ¥, %) Bone#y
Root Geometry i Effector @ 4 fr =, M/E
5 IK & mEHIE M E Bone, 52ALAY Bone
MES . [ ERARE R AR Network
B, BFRREEY &R LR Goals A BT
Hip.

17

7 Goal 3545/ MAYA 3 # Softimage
4 Effector,
$#1 Binding i

% Binding X 13 17 Capture 16 % 7 &
i Capture Deform Sop BE LR E XX,
F£4% & Bone ) Capture Page ##i & Type
Capture-Deforms SOPs. ## Display Cap-
ture Geometry. 21 67 . FIf parameter
#f Body Geometry i {7 7 Capture ##1{E,
H {th Bones LUER Ak fE,
Capture#iDeforming (Capture Sop, Deform
Sop)

# SOPs Module i 1 Capture Sop f
Deform Sop. i#77 Point Coloring 84k,
E 7R, STAATH Rike) Capture BiE#ETT
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9

- :p.d
o

A
BB

1

3D LI




Capture Sop EHIEERREFAATULLE. XBHOAES0H
#474h% . Deform Sop #31k B 43 17 Capture #{k /5 ) R iR 27
FIBU# Delete Point Color

Capture Sop
Capture

Hierarchy. hip

Point Coloring. Color by Capture Region
Deform Sop

Delete Point Color. Check off

0 L AR # AR Bone SepZ|UL AT . BT REAMAL
1% & .

TERPX AR AEFIN REFTH Bi7H Eilt 7@ Channel
HITRE R R

Bone Setup # & 5 2WEM T Tttt Set Key . Wi
ERTENAX (3L # Cooking fif £ 4 $#Hif

2.Hip Geometry &) Translate tx. ty, tz#{HHAMT

Translate X: (ch(../chain_goal1/tx)+ch(../chain_goal3/tx))'0.5

Translate Y: constant()

Translate Z: (ch(./chain_goal1/iz)+ch(../chain_goal3/z))*0.5

itk Hip Geometry ) /(8 — AR L F Ankle e st

3.4 T {# /A Goal object #fl i} key Z 30frame (1 E#), B4
&R 1L Chain_goal1 1 Chain_goal3 (ankle) A%, ffifngy
Animation (hip f9E1%. RBEIEIE) F & E# Object hRFTF

Chain_goal8 (Tail)

Translate Y: -0, 4+sin ($F*10) *.3(-0.4 H{r @M. 0.3 4
%)
7

SFB9tEFH ST C aMER1ER

4.Animation & cycling H{EH F# 7% . %% H 9 graph i
Firepeat () & (75 %717 CHOPs S {E graphi& 5 — R 6975 %
ERTEAEERRRRUHERR

#E Interface $%3% ) CHOPs Panel /5 (% Menu LK) Panel
), {£f Fetch Chop HHELHIERMERRH object iy
Channel, %24 % Tail — ki $F %t Animation

(Fetch chop £z 4 2 Deport)

[E##914 Fetch # i #) Channels a3
#®. mE8Tw

TFF Lock Flag 8 7 i&

Fetch1 (hip & Rotation z Channel)
Path: hip

Channel: rz

Locked Flag: on

Channel Names: OP and Channel Names
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T Soak
4
Fetch2' (Left -!!1969 TLnnslale tx, tz
Channel) ol ™

.
Path; Chain_goalf + Y
¥

¥
Chanhiel Names: OP Nnal Names

Fetgh3 (R‘unt nnmﬁ‘\'anslnle x, tz

Channel" o
Path: Chain_goal3 % L
4541 »

Chagnel tz. ¥

-~
)P and Channel Names
-l

tt arm #§¥ansiate tz Channel)

L

Chaf :OP and Channel Names

Trim, 1,2 (%) fiTrim ghop3§ i Channel)
Uit Values: Absolute

sarfi1 Lo y

End§30. " A 3 | S

Chanriel Names: OP and Channel Names
Cycle (& %10%)

Cycle After: 10

Blend Start to End: off

Cycle1,2 (1 ®10:%)

Cycle After: 10

Blend Start to End: off

Step: 1

R Merge! f1i%#¥ Export Flag, W&/
Object 4 Channel 18 # Over Riding . & 8FF .

17

# Fetch Chop #if# Channel # it 2 Frid
RIF X RFKAIChannel name2 % T & A 7t i%Object
#77 Overriding £ {E, REFE L Object 5
Channel &{&. 1|2 % Channel name.
i& F Motion Capture data

#E Houdini i@ CHOPs ifi# fn# %) Motion
Capture Data, F #: Data % #} Biovision Acclaim
Motion Analysis #9[E74 File format, &3 &4

exe, im.exe, exed

#%.CMD #01.bclip £ %4 Bone geometry 1 Motion
Channel,

1. 45 CMD #a.belip

mcbiovision motion.bvh

@ 9FTT . 4 motion.cmd Fmotion.
belip
17

motion.cmd (9 BT, &84 Hscript
(Houdini Script) %X /2 AHZ £

# Script to create the geometry hierarchy
of a motion capture file

fset 983

frange 1 983

set saved_path=execute("oppwi”)

# Create Skeleton Root

oped /obj

opadd null VICON

chadd VICON tx ty tz

chkey -1 1 -F ‘chop("/ch/motion/data/
VICON:tx")' VICON/tx

chkey -f 1 -F ‘chop(*/ch/motion/data/
VICON:ty")' VICON/ty

chkey -f 1 -F ‘chop(*/ch/motion/data/
VICON:tz")' VICON/z

# Create Skelenton Bones
opaled  n bone PICON_TO_ lhipjoint

# $HFS/Houdini/script =4 %) motion.
cmd 57 Hscript 8 8 A2 TR 1E

source motion.cmd or cmdread path/
motion

Z 7% 171/ Option {8 R |1 Deport op-
tion WAAA X4, LHMEFTEN, %
CHOPs i@ M4 Channel . X #
(motion.belip) . XEHMBEAIER EXMR
EHRA, EHENEXMFEERE NTR
L Geometry. 1% 9 FiF

% CHOPs Module 101

file1

Channell File. $hipdir/motion/motion.
belip

Motion datatjretargeting % 7 {#Houdini
Motion data 3% Character, 7% ) Node
A F3& 10 null /518% Scale BDET 08 10 A7

7. ¥tk Scale T# Node £ iz b # 47 Scaling #1¢

SDH#R ]

10

CHOPs {8t £ Motion Channel &%8/5. it Over riding i1 72 /53] {558 %55 #) Feedback,

E| itk Houdini & &8 1H8k A 52 5. FAEARE B xtHoudini gy =) 818 B H A7 7 BIE. LEMAYA,
Softimage. 3DS MAX EZ £ pifFtiiRiFMzE. RNFIEXMXEHENTBETY AARNA
WE. ARFEANSERXIRENE, WEAXR
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