PUC-RIo - Certificacdo Digital N° 0721341/CA

Bibliography

ABEDI, A. Shiny: C/C++/Lua Profiler. http://sourceforge.net/
projects/shinyprofiler/, 2007.

AUSLANDER, J.; FUKUNAGA, A.; PARTOVI, H.; CHRISTENSEN, J.;
HSU, L.; REISS, P.; SHUMAN, A.; MARKS, J. ; NGO, J. T. Further
experience with controller-based automatic motion synthesis for
articulated figures. ACM Trans. Graph., 14(4), Oct 1995.

COHEN, M. F. Interactive spacetime control for animation.
volumen 26, p. 293-302, New York, NY, USA, 1992. ACM.

COPE, D. Computer Models of Musical Creativity. The MIT Press,
2005.

DAVIS, L. D.; MITCHELL, M. Handbook of genetic algorithms. Van
Nostrand Reinhold, 1991.

FUKUNAGA, A.; MARKS, J. ; NGO, J. T. Automatic control of physi-
cally realistic animated figures using evolutionary programming.
In: PROC. OF THE THIRD ANNUAL CONF. ON EVOLUTIONAYRY
PROGRAMMING, p. 76-83, San Diego, CA, USA, 1994.

GRITZ, L.; HAHN, J. K. Genetic programming evolution of controllers
for 3-d character animation. In: GENETIC PROGRAMMING 1997:
PROCEEDINGS OF THE 2ND ANNUAL CONFERENCE, p. 139-146,
1997.

JAKOBSEN, T. Advanced character physics. In: GAME DEVELOPERS
CONFERENCE PROCEEDINGS, p. 383-401. CMP Media, Inc., 2001.

KASS, M.; ANDERSON, J. Interactive spacetime constraints: wiggly
splines. Patent, Jan 2009. US 7483030.

KIRK, D. Optimal Control Theory: an Introduction. Dover
Publications, 2004.


http://sourceforge.net/projects/shinyprofiler/
http://sourceforge.net/projects/shinyprofiler/
DBD
PUC-Rio - Certificação Digital Nº 0721341/CA


PUC-RIo - Certificacdo Digital N° 0721341/CA

Motion Synthesis for Non-Humanoid Virtual Characters 48

KOZA, J. R. Genetic Programming: On the Programming of
Computers by Means of Natural Selection (Complex Adaptive
Systems). The MIT Press, December 1992.

LIU, Z.; GORTLER, S. J. ; COHEN, M. F. Hierarchical spacetime
control. In: SIGGRAPH ’'94: PROCEEDINGS OF THE 21ST ANNUAL
CONFERENCE ON COMPUTER GRAPHICS AND INTERACTIVE
TECHNIQUES, p. 35-42, New York, NY, USA, 1994. ACM.

LUCHINI, P.; FEIJO, B. ; PACHECO, M. A. C. Procedural animation
with genetic algorithms and physics simulation. In: SBGAMES 2008:
PROCEEDINGS OF THE VII SYMPOSIUM ON COMPUTER GAMES
AND DIGITAL ENTERTAINMENT, p. 1-5, Belo Horizonte, MG, Brazil,
2008.

MACHADO, P.; CARDOSO, A. All the truth about nevar. Applied
Intelligence, 16(2):101-118, 2002.

NGO, J. T.; MARKS, J. Spacetime constraints revisited. In: SIGGRAPH
'93: PROCEEDINGS OF THE 20TH ANNUAL CONFERENCE ON
COMPUTER GRAPHICS AND INTERACTIVE TECHNIQUES, p. 343—
350, New York, NY, USA, 1993. ACM.

NVIDIA. PhysX product website. http://developer.nvidia.com/
object/physx.html, 2008.

PANDY, M.; ANDERSON, F. ; HULL, D. A parameter optimization
approach for the optimal control of large-scale musculoskeletal

systems. Journal of Biomechanical Engineering, 114(4):450-460, 1992.

REYNOLDS, C. W. Flocks, herds and schools: A distributed
behavioral model. In: SIGGRAPH ’87: PROCEEDINGS OF THE
14TH ANNUAL CONFERENCE ON COMPUTER GRAPHICS AND
INTERACTIVE TECHNIQUES, p. 25-34, New York, NY, USA, 1987. ACM.

SAFONOVA, A.; HODGINS, J. K. ; POLLARD, N. S. Synthesizing
physically realistic human motion in low-dimensional, behavior-
specific spaces. ACM Trans. Graph., 23(3):514-521, 2004.

SIMS, K. Evolving virtual creatures. In: SIGGRAPH ’94: PRO-
CEEDINGS OF THE 21ST ANNUAL CONFERENCE ON COMPUTER
GRAPHICS AND INTERACTIVE TECHNIQUES, p. 1522, New York, NY,
USA, 1994. ACM.


http://developer.nvidia.com/object/physx.html
http://developer.nvidia.com/object/physx.html
DBD
PUC-Rio - Certificação Digital Nº 0721341/CA


PUC-RIo - Certificacdo Digital N° 0721341/CA

Motion Synthesis for Non-Humanoid Virtual Characters 49

TEDRAKE, R. Applied optimal control for dynamically stable legged
locomotion. PhD thesis, Dept. of Electrical Engineering and Computer
Science, MIT, 2004. [Also available from: http://groups.csail.mit.edu/
robotics-center/public_papers/Tedrake04b.pdf].

VALENTE, L.; CONCI, A. ; FEIJO, B. Real time game loop models for
single-player computer games. In: SBGAMES 2005: PROCEEDINGS
OF THE IV BRAZILIAN WORKSHOP ON COMPUTER GAMES AND
DIGITAL ENTERTAINMENT, p. 88-99, 2005.

WIKIPEDIA. .3ds — wikipedia, the free encyclopedia. http:
//en.wikipedia.org/w/index.php?7title=.3ds&01did=308019277, 2009.
[Online; accessed 5-November-2009].

WITKIN, A.; KASS, M. Spacetime constraints. In: SIGGRAPH
'88: PROCEEDINGS OF THE 15TH ANNUAL CONFERENCE ON
COMPUTER GRAPHICS AND INTERACTIVE TECHNIQUES, p. 159-
168, New York, NY, USA, 1988. ACM.

VAN DE PANNE, M.; FIUME, E. Sensor-actuator networks. In: SIG-
GRAPH ’93: PROCEEDINGS OF THE 20TH ANNUAL CONFERENCE
ON COMPUTER GRAPHICS AND INTERACTIVE TECHNIQUES, p.
335-342, New York, NY, USA, 1993. ACM.


http://groups.csail.mit.edu/robotics-center/public_papers/Tedrake04b.pdf
http://groups.csail.mit.edu/robotics-center/public_papers/Tedrake04b.pdf
http://en.wikipedia.org/w/index.php?title=.3ds&oldid=308019277
http://en.wikipedia.org/w/index.php?title=.3ds&oldid=308019277
DBD
PUC-Rio - Certificação Digital Nº 0721341/CA


	Bibliography



