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Lower body is textured
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Keyframed data

Mocap Data
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Mocap Data Possible Synthetic Data

Matching Angles

Sketch +
Mocap

Frequency 
Analysis Matching

Path Finding Joining
Enhanced 
Animation
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For more info. . . For more info. . . 

http://graphics.stanford.edu/~pullen

Special Thanks to:
Reardon Steele, Electronic Arts
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