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Motion Blending of Virtual Human in Walking Locomotion

HE Zhi-yi, TIAN Jin-ping, LI Tian-song, CHEN Ming-song
(Information & Communication College, Guilin University of Electronic Technology, Guilin 541004)

Abstract A study is performed on the interactivity of virtual humans with the virtual terrain during locomotion by walking. Collision detection is
implemented to locate the walker correctly above the ground in the virtual world. Approach of motion blending is employed to generate new motion
data to animate in real-time the virtual humans in a believable reaction to the change of environment. The blending weights of the walking motion
are determined by the two gradients of the terrain along and across the locomotion direction. Geometric analysis on the terrain is also carried out for

the virtual humans’ perception to the terrain around.
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