References

[AG85] W.W. Armstrong and M.W. Green. The dynamics of articulated rigid bodies for the purposes of animation. The Visual Computer, 1:231–240, 1985.

[AH84] C.G. Atkeson and J.M. Hollerbach. Kinematic features of unrestrained arm movements. MIT AI Memo 790, 1984.

[AMN^+] S. Arya, D. M. Mount, N. S. Netanyahu, R. Silverman, and A. Y. Wu. An optimal algorithm for approximate nearest neighbor searching. To appear in the Journal of the ACM.

[AN99] Y. Aydin and M. Nakajima. Realistic articulated character positioning and balance control in interactive environments. In In Proceedings of CA ’99 : IEEE International Conference on Computer Animation., pages 160–168, Geneva, Switzerland, May 1999.

[Ark92] R. C. Arkin. Cooperation without communication: Multiagent schema based robot navigation. Journal of Robotic Systems, pages 351–364, 1992.

[Ark98] R. C. Arkin. Behavior-based Robotics. MIT Press, 1998.

[ASL90] R. Alami, T. Simeon, and J.P. Laumond. A geometrical approach to planning manipulation tasks: The case of discrete placements and grasps. In H. Miura and S. Arimoto, editors, Robotics Research 5, pages 453–459. MIT Press, 1990.

[AW89] S. Athenes and A.M. Wing. Knowlege-directed coordination in reaching for objects in the environment. In S.A. Wallace, editor, Perspectives on the coordination of movement, pages 285–301. Elsevier Science Publishers, 1989. 151

152 REFERENCES

[AW96] N. Amato and Y. Wu. A randomized roadmap method for path and manipuation planning. In Proc. of IEEE Int. Conf. Robotics and Automation, pages 113–120, Minneapolis, MN, 1996.

[Bad97] N. Badler. Real-time virtual humans. Pacific Graphics, 1997.

[Ban98] Srikanth Bandi. Discrete Object Space Methods for Computer Animation. PhD thesis, Swiss Federal Institute of Technology, Lausanne, Switzerland, 1998.

[Bar89] D. Baraff. Analytical methods for dynamic simulation of non-penetrating rigid bodies. In Proc. SIGGRAPH ’89, pages 223–231, 1989.

[BB98] R. Bindiganavale and N. Badler. Motion abstraction and mapping with spatial constraints. In Proc. of CAPTECH ’98 : Workshop on Modelling and Motion Capture Techniques for Virtual Environments. Springer-Verlag, November 1998.

[BC89] A. Bruderlin and T. Calvert. Goal-directed dynamic animation of human walking. In Proc. SIGGRAPH ’89, pages 233–242, 1989.

[BCC99] N. Badler, D. Chi, and S. Chopra. Virtual human animation based on movement observation and cognitive behavior models. In In Proceedings of CA ’99 : IEEE International Conference on Computer Animation., pages 128–137, Geneva, Switzerland, May 1999.

[BDG85] J. Bobrow, S. Dubowsky, and J. Gibson. Time-optimal control of robotic manipulators. Int. Journal of Robotics Research, 4(3), 1985.

[Beg94] D. Begault. 3-D Sound for Virtual Reality and Multimedia. Academic Press, Boston, MA, 1994.

[Ber67] N. Bernstein. The coordination and regulation of movements. Pergamon, Oxford, 1967.

[BFF86] M.B. Berkinblit, A.G. Feldman, and O.I. Fukson. Adaptability of innate motor patterns and motor control mechanisms. Behavioral and Brain Sciences, 9:585– 638, 1986.

REFERENCES 153

[BG95] B. M. Blumberg and T. A. Galyean. Multi-level direction of autonomous creatures for real-time virtual environments. In Robert Cook, editor, Proc. SIG- GRAPH ’95, Annual Conference Series, pages 47–54, August 1995.

[BGW^+94] R. Bindiganavale, J. Granieri, S. Wei, X. Zhao, and N. Badler. Posture interpolation with collision avoidance. In Proc. of Computer Animation ’94, pages 13–20, 1994.

[BH95] D. C. Brogan and J. K. Hodgins. Group behaviors with significant dynamics. In Proc. IEEE/RSJ International Conference on Intelligent Robots and Systems, 1995.

[BKL^+97] J. Barraquand, L.E. Kavraki, J.C. Latombe, T.Y. Li, R. Motwani, and P. Raghavan. A random sampling scheme for path planning. Int. J. of Robotics Research, 16(6):759–774, 1997.

[BL90] J. Barraquand and J.-C. Latombe. Robot motion planning: A distributed representation approach. Int. J. of Robotics Research, 10(6):628–649, December 1990.

[BL93] J. Barraquand and J.C. Latombe. Nonholonomic multibody mobile robots: Controllability and motion planning in the presence of obstacles. Algorithmica, 10:121–155, 1993.

[BLR94] J. Bates, A. B. Loyall, and W. S. Reilly. An architecture for action, emotion, and social behavior. In Artificial Social Systems : Proc of 4th European Wkshp on Modeling Autonomous Agents in a Multi-Agent World. Springer-Verlag, 1994.

[Blu96] B. M. Blumberg. Old Tricks, New Dogs : Ethology and Interactive Creatures. PhD thesis, MIT Media Laboratory, Boston, MA, 1996.

[BMT97] R. Boulic, R. Mas, and D. Thalmann. Complex character positioning based on a compatible flow model of multiple supports. IEEE Transactions on Visualization and Computer Graphics, pages 245–261, July-Sept 1997.

154 REFERENCES

[BOvdS99] V. Boor, M. Overmars, and A.F. van der Stappen. The gaussian sampling strategy for probabilistic roadmap planners. In Proc. of IEEE Int. Conf. Robotics and Automation, Detroit, MI, 1999.

[BPW92] N. Badler, C. Phillips, and B. Webber. Simulating Humans: Computer Graphics, Animation, and Control. Oxford University Press, 1992.

[Bro85] R. A. Brooks. A layered intelligent control system for a mobile robot. In Robotics Research The Third International Symposium, pages 365–372. MIT Press, Cambridge, MA, 1985.

[BRRP97] B. Bodenheimer, C. Rose, S. Rosenthal, and J. Pella. The process of motion capture: Dealing with the data. In Proc. of the Eurographics Workshop on Computer Animation and Simulation, 1997.

[BT97] S. Bandi and D. Thalmann. A configuration space approach for efficient animation of human figures. In Proc. of IEEE Nonrigid and articulated motion workshop, Puerto Rico, 1997.

[BT98] S. Bandi and D. Thalmann. Space discretization for efficient human navigation. In Proc. of EUROGRAPHICS annual conference, Lisbon, Portugal, 1998.

[BTMT90] R. Boulic, D. Thalmann, and N. Magnenat-Thalmann. A global human walking model with real time kinematic personification. The Visual Computer, 6(6), December 1990.

[BW95] A. Bruderlin and L. Williams. Motion signal processing. In Robert Cook, editor, Proc. SIGGRAPH ’95, Annual Conference Series, pages 97–104. ACM SIGGRAPH, Addison Wesley, August 1995. held in Los Angeles, California, 06-11 August 1995.

[BW98] D. Baraff and A. Witkin. Large steps in cloth simulation. In Proc. SIGGRAPH ’98, pages 43–54, 1998.

[BWB^+95] N. Badler, B. Webber, W. Becket, C. Geib, M. Moore, C. Pelachaud, B. Reich, and M. Stone. Planning and parallel transition networks: Animation’s new frontiers. In Proc. of Pacific Graphics ’95, pages 101–117. World Scientific Publishing, 1995.

REFERENCES 155

[CA91] D. Chaffin and G. Andersson. Occupational Biomechanics. John Wiley and Sons, Inc., second edition, 1991.

[Can88] J.F. Canny. The Complexity of Robot Motion Planning. MIT Press, Cambridge, MA, 1988.

[CB92] W. Ching and N. Badler. Fast motion planning for anthropometric figures with many degrees of freedom. In Proc. IEEE Int. Conf. on Robotics and Automation, pages 2340–2345, 1992.

[CDLS99] R.G. Cowell, A.P. Dawid, S.L. Lauritzen, and D.J. Spiegelhalter. Probabilistic Networks and Expert Systems. Springer-Verlag, 1999.

[CG93] D. Chalou and M. Gini. Parallel robot motion planning. In Proc. of IEEE Int. Conf. Robotics and Automation, pages 24–51, Atlanta, GA, 1993.

[CH99] S.-K. Chung and J.K. Hahn. Animation of human walking in virutal environments. In In Proceedings of CA ’99 : IEEE International Conference on Computer Animation., pages 4–15, Geneva, Switzerland, May 1999.

[Che96] S. Chenney. Sensing for autonomous agents in virtual environments. http://http.cs.berkeley.edu/~schenney/autonomous/sensing.html, 1996.

[Com99] Joao L.D. Comba. Kinetic Vertical Decomposition Trees. PhD thesis, Stanford University, Dept. of Computer Science, 1999.

[Cra89] John J. Craig. Introduction to Robotics : Mechanics and Control. Addison- Wesley, 1989.

[CS92] Y. Chrysanthou and M. Slater. Computing dynamic changes to bsp trees. In Computer Graphics Forum (EUROGRAPHICS ’92 Proceedings), volume 11, pages 321–332, September 1992.

[DLB96] B. Douville, L. Levison, and N. Badler. Task level object grasping for simulated agents. Presence, 5(4):416–430, 1996.

[dPF93] M. Van de Panne and E. Fiume. Sensor-actuator networks. In Proc. SIG- GRAPH ’93, pages 225–234, 1993.

156 REFERENCES

[dPFV90] M. Van de Panne, E. Fiume, and Z. Vranesic. Reusable motion synthesis using state-space controllers. In Proc. SIGGRAPH ’90, pages 225–234, 1990.

[DX95] B. Donald and P. Xavier. Provably good approximation algorithms for optimal kinodynamic planning for cartesian robots and open chain manipulators. Algorithmica, 14(6):480–530, 1995.

[DXCR93] B. Donald, P. Xavier, J. Canny, and J. Reif. Kinodynamic motion planning. Journal of the ACM, 40(5):1048–1066, November 1993.

[FDHF90] J. Foley, A. Van Dam, J. Hughes, and S. Feiner. Computer Graphics: Principles and Practice. Addison Wesley, Reading, MA, 1990.

[Fer96] P. Ferbach. A method of progressive constraints for nonholonomic motion planning. In Proc. of the IEEE International Conf. on Robotics and Automation (ICRA’96), pages 1637–1642, Minneapolis, MN, April 1996.

[FG97] S. Franklin and A. Graesser. Is it an agent , or just a program? In Intelligent Agents III (LNAI Volume1193), pages 21–36, Berlin, Germany, 1997. Springer Verlag.

[FH85] T. Flash and N. Hogan. The coordination of arm movements: an experimentally confirmed mathematical model. The Journal of Neuroscience, 5(7):1688– 1703, 1985.

[FKN80] H. Fuchs, Z. Kedem, and B. Naylor. On visible surface generation by a priori tree structures. In Proc. of SIGGRAPH ’80, volume 14. ACM SIGGRAPH, July 1980.

[FT87] B. Faverjon and P. Tournassoud. A local based approach for path planning of manipulators with a high number of degrees of freedom. In Proc of IEEE Int. Conf. Robotics and Automation, pages 1152–1159, 1987.

[Fun98] John Funge. Making the Behave: Cognitive models for computer animation. PhD thesis, University of Toronto, 1998.

[GBR^+95] J. P. Granieri, W. Becket, B. D. Reich, J. Crabtree, and N. L. Badler. Behavioral control for real-time simulated human agents. In Pat Hanrahan and Jim

REFERENCES 157

Winget, editors, 1995 Symposium on Interactive 3D Graphics, pages 173–180. ACM SIGGRAPH, April 1995. ISBN 0-89791-736-7.

[Gle98] M. Gleicher. Retargetting motion to new characters. In SIGGRAPH ’98 Proc., 1998.

[GLM94] C. Geib, L. Levison, and M.B. Moore. Sodajack: an architecture for agents that search for and manipulate objects. Technical report, Univ. of Pennsylvania, 1994. IRCS Report 94-31.

[GLM96] S. Gottschalk, M. C. Lin, and D. Manocha. Obbtree: A hierarchical structure for rapid interference detection. In SIGGRAPH ’96 Proc., 1996.

[GM85] M. Girard and A Maciejewski. Computational modeling for the computer animation of legged figures. In Proc. of SIGGRAPH ’85, 1985.

[GRBC96] B. Guenter, C. Rose, B. Bodenheimer, and M. F. Cohen. Efficient generation of motion transitions using spacetime constraints. In SIGGRAPH ’96 Proc., 1996.

[GT95] R. Grzeszczuk and D. Terzopoulos. Automated learning of muscle-actuated locomotion through control abstraction. In SIGGRAPH ’95 Proc., pages 63– 70, 1995.

[GTH98] R. Grzeszczuk, D. Terzopoulos, and G. Hinton. Neuroanimator: Fast neural network emulation and control of physics-based models. In SIGGRAPH ’98 Proc., 1998.

[HA92] Y.K. Hwang and N. Ahuja. Gross motion planning: A survey. ACM Computing Surveys, 24(3):219–291, 1992.

[HBTT95] Z. Huang, R. Boulic, N. Magnenat Thalmann, and D. Thalmann. A multisensor approach for grasping and 3d interaction. In Proc. Computer Graphics International ‘95, Leeds, 1995.

[HC98] D. Hsu and M. Cohen. Task-level motion control for human figure animation. Unpublished Manuscript, 1998.

158 REFERENCES

[HKL^+98] D. Hsu, L.E. Kavraki, J.C. Latombe, R. Motwani, and S. Sorkin. On finding narrow passages with probabilistic roadmap planners. In P.K. Agarwal, L.E. Kavraki, and M.T. Mason, editors, Robotics: The Algorithmic Perspective, Workshop on Algorithmic Foundations of Robotics, pages 141–153. A. K. Peters, Natick, MA, 1998.

[HKR97] M.R. Henzinger, P. Klein, and S. Rao. Faster shortest-path algorithms for planar graphs. J. Comput. Syst. Sci, 55:3–23, 1997.

[HLM97] D. Hsu, J.-C. Latombe, and R. Motwani. Path planning in expansive configuration spaces. Int. J. of Computational Geometry and Applications, 9(4- 5):495–512, 1997.

[Hod96] J. K. Hodgins. Three-dimensional human running. In Proc. IEEE Int. Conf. on Robotics and Automation, 1996.

[HP97] J.K. Hodgins and N.S. Pollard. Adapting simulated behaviors for new characters. In Proc. SIGGRAPH ’97, 1997.

[HST94] T. Horsch, F. Schwarz, and H. Tolle. Motion planning for many degrees of freedom : Random reflections at c-space obstacles. In Proc. of the IEEE Int. Conf. on Robotics and Automation (ICRA’94), pages 3318–3323, San Diego, CA, April 1994.

[HW98] J.K. Hodgins and W.L. Wooten. Animating human athletes. In Robotics Research: The Eighth International Symposium, pages 356–367. Springer-Verlag, 1998.

[IC88] P. M. Isaacs and M. F. Cohen. Mixed methods for complex kinematic constraints in dynamic figure animation. The Visual Computer, 4(6):296–305, 1988.

[Isi95] A. Isidori. Nonlinear Control Systems. Springer-Verlag, New York, NY, 3rd edition, 1995.

[JBN94] M. R. Jung, N. Badler, and T. Noma. Animated human agents with motion planning capability for 3D-space postural goals. The Journal of Visualization and Computer Animation, 5(4):225–246, October 1994.

REFERENCES 159

[Jen96] F. Jensen. An Introduction to Bayesian Networks. Springer Verlag, 1996.

[Jon97] F.M. Jonsson. An optimal pathfinder for vehicles in real-world digital terrain maps. Master’s thesis, The Royal Institute of Science, Stockholm, Sweden, 1997.

[JSW98] N. R. Jennings, K. Sycara, and M. Wooldridge. A roadmap of agent research and development. Autonomous Agents and Multi-Agent Systems, 1(1):7–38, 1998.

[JvdGG89] H.A.H. Jongen, D. van der Gon, and J.J. Gielen. Activation of human arm muscles furing flexion/extension and supination/pronation tasks. Biological Cybernetics, 61:1–9, 1989.

[Kav95] L.E. Kavraki. Random networks in configuraiton space for fast path planning. PhD thesis, Dept. of Computer Science, Stanford University, January 1995.

[KB82] J.U. Korein and N.I. Badler. Techniques for generating the goal-directed motion of articulated structures. IEEE Computer Graphics and Applications, pages 71–81, 1982.

[KB96] H. Ko and N. Badler. Animating human locomotion in real-time using inverse dynamics, balance and comfort control. IEEE Computer Graphics and Applications, 16(2):50–59, March 1996.

[Kha86] O. Khatib. Real-time obstacle avoidance for manipulators and mobile robots. Int. J. of Robotics Research, 5:90–98, 1986.

[Kha95] O. Khatib. Inertial properties in robotic manipulation: An object-level framework. International Journal of Robotics Research, 14(1):19–36, Feb 1995.

[KK88] L. Kanal and V. Kumar, editors. Search in Artificial Intelligence. Springer- Verlag, New York, 1988.

[KKKL94a] Y. Koga, K. Kondo, J. Kuffner, and J.-C. Latombe. Planning motions with intentions. In Proc. SIGGRAPH ’94, pages 395–408, 1994.

[KKKL94b] J. Kuffner, K. Kondo, Y. Koga, and J.C. Latombe. Endgame. Video transactions of the Electronic Theater of SIGGRAPH ’94, July 1994.

160 REFERENCES

[KL93] L.E. Kavraki and J.-C. Latombe. Randomized preprocessing of configuration space for fast path planning. Technical report, Dept. of Computer Science, Stanford University, September 1993.

[KL99] J.J. Kuffner and J.C. Latombe. Fast synthetic vision, memory, and learning models for virtual humans. In In Proceedings of CA ’99 : IEEE International Conference on Computer Animation., pages 118–127, Geneva, Switzerland, May 1999.

[KMB95] E. Kokkevis, D. Metaxas, and N. I. Badler. Autonomous animation and control of four-legged animals. In Wayne A. Davis and Przemyslaw Prusinkiewicz, editors, Graphics Interface ’95, pages 10–17. Canadian Human-Computer Communications Society, May 1995. ISBN 0-9695338-4-5.

[Kog94] Y. Koga. On Multi-Arm Manipulation Planning. PhD thesis, Stanford University, Stanford, CA, 1994.

[Kon94] K. Kondo. Inverse kinematics of a human arm. Technical Report STAN-CS- TR-94-1508, Dept. of Computer Science, Stanford University, Stanford, CA, 1994.

[KP97] D. Koller and A. Pfeffer. Object-oriented bayesian networks. In Proc. of 13th Annual Conference on Uncertainty in AI (UAI), Providence, Rhode Island, August 1997.

[KŠLO96] L. Kavraki, P. Švestka, J. C. Latombe, and M. H. Overmars. Probabilistic roadmaps for path planning in high-dimensional configuration space. IEEE Trans. on Robotics and Automation, 12(4):566–580, 1996.

[KT99] M. Kallmann and D. Thalmann. A behavioral interface to simulate agentobject interactions in real time. In In Proceedings of CA ’99 : IEEE International Conference on Computer Animation., pages 138–146, Geneva, Switzerland, May 1999.

[Kuf98] J. J. Kuffner, Jr. Goal-directed navigation for animated characters using realtime path planning and control. In Proc. of CAPTECH ’98 : Workshop on Modelling and Motion Capture Techniques for Virtual Environments. Springer- Verlag, November 1998.

REFERENCES 161

[Lat91] J. C. Latombe. Robot Motion Planning. Kluwer Academic Publishers, Boston, MA, 1991.

[Lat93] Mark L. Latash. Control of Human Movement. Human Kinetics Publishers, Champaign, IL, 1993.

[LaV99] S.M. LaValle. Rapidly-exploring random trees : A new tool for path planning. Preliminary manuscript available at http://janowiec.cs.iastate.edu/~lavalle/, 1999.

[LGC94] Z. Liu, S. J. Gortler, and F. C. Cohen. Hierachical spacetime control. In Proc. SIGGRAPH ’94, pages 35–42, 1994.

[LK99] S.M. Lavalle and J.J Kuffner. Randomized kinodynamic planning. In Proc. of the IEEE International Conf. on Robotics and Automation (ICRA’99), Detroit, MI, May 1999.

[LM99] J. Lo and D. Metaxas. Recursive dynamics and optimal control techniques for human motion planning. In In Proceedings of CA ’99 : IEEE International Conference on Computer Animation., pages 220–234, Geneva, Switzerland, May 1999.

[LP83] T. Lozano-Perez. Spatial planning: A configuration space approach. IEEE Transactions on Computers, C-32(2):108–120, February 1983.

[LPW79] T. Lozano-Perez and M.A. Wesley. An algorithm for planning collision-free paths among polyhedral obstacles. Communications of the ACM, 22(10):560– 570, October 1979.

[LRDG90] J. Lengyel, M. Reichert, B. R. Donald, and D. P. Greenberg. Real-time robot motion planning using rasterizing computer graphics hardware. In Proc. SIG- GRAPH ’90, 1990.

[LWZB90] P. Lee, S. Wei, J. Zhao, and N. Badler. Strength guided motion. In Proc SIGGRAPH ’90, volume 24, pages 253–262, 1990.

[Lyn93] K.M. Lynch. Planning pushing paths. In In Proc. of JSME Int. Conf. Advanced Mechatronics, pages 451–456, Tokyo, Japan, 1993.

162 REFERENCES

[Mai96] R. Maiocchi. 3-D character animation using motion capture, chapter 1, pages 10–39. Prentice-Hall, London, 1996.

[MBD73] P. Morasso, E. Bizzi, and J. Dichgans. Adjustment of saccade characteristics during eye head movements. Exper. Brain Research, 16:548–562, 1973.

[Mir96] B. Mirtich. Impulse-Based Dynamic Simulation of Rigid Body Systems. PhD thesis, University of California, Berkeley, CA, 1996.

[Mit97] Tom Mitchell. Machine Learning. McGraw-Hill, 1997.

[Mit98] J.S.B. Mitchell. Handbook of Computational Geometry, chapter Geometric Shortest Paths and Network Optimization. Elsevier Science, 1998.

[MT86] P. Morasso and V. Tagliasco, editors. Human Movement Understanding: from computational geometry to artificial intelligence. North-Holland, 1986.

[MTBP95] P. Maes, D. Trevor, B. Blumberg, and A. Pentland. The ALIVE system fullbody interaction with autonomous agents. In Computer Animation ’95, April 1995.

[MZ90] M. McKenna and D. Zeltzer. Dynamic simulation of autonomous legged locomotion. In Proc. SIGGRAPH ’90, pages 29–38, 1990.

[Nay92] B. Naylor. Partitioning tree image representation and generation from 3d geometric models. In Proceedings of Graphics Interface ’92, pages 201–212, May 1992.

[Nil80] N.J. Nilsson. Principles of Artificial Intelligence. Tioga, Palo Alto, CA, 1980.

[NM93] J. T. Ngo and J. Marks. Spacetime constraints revisited. In Proc. SIGGRAPH ’93, pages 343–350, 1993.

[NRTT95] H. Noser, O. Renault, D. Thalmann, and N. Magnenat Thalmann. Navigation for digital actors based on synthetic vision, memory and learning. Comput. Graphics, 19:7–19, 1995.

[NT95] H. Noser and D. Thalmann. Synthetic vision and audition for digital actors. In Proc. Eurographics ’95, 1995.

REFERENCES 163

[O’D87] C. O’Dunlaing. Motion planning with inertial constraints. Algorithmica, 2(4):431–475, 1987.

[OK94] C.W.A.M. Van Overveld and H. Ko. Small steps for mankind: Towards a kinematically-driven dynamic simulation of curved path walking. The Journal of Visualization and Computer Animation, 5:143–165, 1994.

[Ove92] M. Overmars. A random approach to motion planning. Technical report, Dept. Computer Science, Utrect University, Utrect, The Netherlands, October 1992.

[Per95] K. Perlin. Real time responsive animation with personality. IEEE Transactions on Visualization and Computer Graphics, 1(1):5–15, March 1995. ISSN 1077- 2626.

[PG96] K. Perlin and A. Goldberg. IMPROV: A system for scripting interactive actors in virtual worlds. In Holly Rushmeier, editor, Proc. SIGGRAPH ’96, Annual Conference Series, pages 205–216. ACM SIGGRAPH, Addison Wesley, 1996.

[PT89] J. Pertin-Troccaz. Grasping: A state of the art. In O. Khatib, J.J. Craig, and T. Lozano-Perez, editors, Robotics Review 1, pages 71–98. MIT Press, Cambridge, MA, 1989.

[PW99] Z. Popovic and A. Witkin. Physically based motion transformation. In Proc. SIGGRAPH ’99, Annual Conference Series. ACM SIGGRAPH, 1999.

[PY90] M. Paterson and F. Yao. Efficient binary space partitions for hidden-surface removal and solid modeling. Discrete and Computational Geometry, 5(5):485– 503, 1990.

[Qui94] S. Quinlan. Real-time Modification of Collision-free Paths. PhD thesis, Stanford University, Stanford, CA, 1994.

[RBKB94] B. Reich, N. Badler, H. Ko, and W. Becket. Terrain reasoning for human locomotion. In Computer Animation ’94, pages 76–82, Geneva, Switz., 1994.

[Rei79] J. H. Reif. Complexity of the mover’s problem and generalizations. In Proc. 20th IEEE Symp. on Foundations of Computer Science (FOCS), pages 421– 427, 1979.

164 REFERENCES

[Rey87] C. W. Reynolds. Flocks, herds, and schools: A distributed behavioral model. Computer Graphics, 21(4):25–34, 1987.

[Rey99] C. W. Reynolds. Steering behaviors for autonomous characters. In Proc. of 1999 Game Developers Conference, 1999. http://hmt.com/cwr/steer/.

[RH91] M. Raibert and J. Hodgins. Animation of dynamic legged locomotion. In Proc. SIGGRAPH ’91, pages 349–358, 1991.

[RHC86] G. Ridsdale, S. Hewitt, and T. W. Calvert. The interactive specification of human animation. In M. Green, editor, Proc. of Graphics Interface ’86, pages 121–130, May 1986.

[RKK97] D. C. Ruspini, K. Kolarov, and O. Khatib. The haptic display of complex graphical environments. In Proc. SIGGRAPH ’97, pages 345–352. ACM SIG- GRAPH, August 1997. ISBN 0-89791-896-7.

[RN95] S. Russel and P. Norvig. Artificial Intelligence: a Modern Approach. Prentice- Hall, 1995.

[Rob64] D.A. Robinson. The mechanics of human saccadic eye movements. Journal of Physiology, 174:245–264, 1964.

[RTT90] O. Renault, N. M. Thalmann, and D. Thalmann. A vision-based approach to behavioral animation. Visualization and Computer Animation, 1:18–21, 1990.

[S^+91] A.M. Smith et al. Group report: What do studies of specific motor acts such as reaching and grasping tell us about the general principles of goal-directed motor behavior? In D.R. Humphrey and H.J. Freund, editors, Motor Control: Concepts and Issues, pages 357–381. John Wiley and Sons, New York, 1991.

[SD91] Z. Shiller and S. Dubowsky. On computing time-optimal motions of robotic manipulators in the presence of obstacles. IEEE Trans. on Robotics and Automation, 7(7), December 1991.

[SF89] J.F. Soechting and M. Flanders. Sensorimotor representations for pointing to targets in three dimensional space. Journal of Neurophysiology, 62(2):582–594, 1989.

REFERENCES 165

[Sho85] K. Shoemake. Animating rotation with quaternion curves. In Proc. of SIG- GRAPH ’85, pages 245–254, 1985.

[Sim94] K. Sims. Evolving virtual creatures. In Proc. SIGGRAPH ’94, pages 15–22, 1994.

[Soe84] J. F. Soechting. Effect of target size on spatial and temporal characteristics of a pointing movement in man. Exp. Brain Research, 54:121–132, 1984.

[SOH99] R. W. Sumner, J.F. O’Brien, and J. K. Hodgins. Animating sand, mud, and snow. Computer Graphics Forum, 18(1), January 1999.

[SS83] J. T. Schwartz and M. Sharir. On the ‘piano movers’ problem: Ii. general techniques for computing topological properties of real algebraic manifolds. Advances in applied Mathematics, 4:298–351, 1983.

[Ste95] A Stentz. Optimal and efficient path planning for unknown and dynamic environments. Int. Journal of Robotics and Automation, 10(3), 1995.

[Str91] S. Strassmann. Desktop Theater: Automating the Generation of Expressive Animation. PhD thesis, M.I.T. Media Arts and Sciences Program, Toronto, Canada, 1991.

[Str93] P. S. Strauss. Iris inventor, a 3d graphics toolkit. In ACM SIGPLAN Notices (OOPSLA ’93 Proc.), volume 28, pages 192–200, October 1993.

[Str94] S. Strassmann. Semi-autonomous animated actors. In Proc. AAAI ’94, pages 128–134, 1994.

[Sve93] P. Svestka. A probabilistic approcach to motion planning for car-like robots. Technical report, Dept. Computer Science, Utrect Univ., Utrect, The Netherlands, April 1993.

[TDT96] N. M. Thalmann and eds. D. Thalmann. Interactive Computer Animation. Prentice Hall Europe, London, 1996.

[Tel92] Seth Teller. Visibility Computation in Densely Occluded Polyhedral Environments. PhD thesis, UC Berkeley CS Department, 1992. TR 92/708.

166 REFERENCES

[TF88] D. Terzopoulos and K. Fleischer. Deformable models. The Visual Computer, 4:306–331, 1988.

[TJ95] F. Thomas and O. Johnston. The Illusion of Life: Disney Animation. Hyperion, 1995.

[TNH96] D. Thalmann, H. Noser, and Z. Huang. Interactive Animation, chapter 11, pages 263–291. Springer-Verlag, 1996.

[TR95] D. Terzopoulos and T. Rabie. Animat vision: Active vision in artificial animals. In Proc. Fifth Int. Conf. on Computer Vision (ICCV’95), pages 801–808, Cambridge, MA, June 1995.

[TT90] N. M. Thalmann and D. Thalmann. Computer Animation. Springer-Verlag, New York, second revised edition, 1990.

[TT94] X. Tu and D. Terzopoulos. Artificial fishes: Physics, locomotion, perception, behavior. In Proc. SIGGRAPH ’94, pages 43–50. ACM SIGGRAPH, July 1994. ISBN 0-89791-667-0.

[Tu96] X. Tu. Artificial Animals for Computer Animation: Biomechanics, Locomotion, Perception, and Behavior. PhD thesis, University of Toronto, Toronto, Canada, 1996.

[UAT95] M. Unuma, K. Anjyo, and R. Takeuchi. Fourier principles for emotion-based human figure animation. In Proc. SIGGRAPH ’95, 1995.

[Udu77] S. Udupa. Collision Detection and Avoidance in Computer Controlled Manipulators. PhD thesis, Dept. of Electrical Engineering, California Institute of Technology, 1977.

[VCNT95] P. Volino, M. Courchesne, and N.Magnenet-Thalmann. Versitile and efficient techniques for simulating cloth and other deformable objects. In Proc. SIG- GRAPH ’95, pages 137–144, 1995.

[vdP97] M. van de Panne. From footprints to animation. Computer Graphics Forum, 16(4):211–223, October 1997.

REFERENCES 167

[Wal89] Stephen A. Wallace, editor. Perspectives on the coordination of movement. Elsevier Science Publishers, Amsterdam, 1989.

[Wil88] G. Wilfong. Motion planning in the presence of movable obstacles. In Proc. of 4th ACM Symp. Computational Geometry, pages 279–288, 1988.

[WM88] A. Witkin and Kass M. Spacetime constraints. In Proc. SIGGRAPH ’88, pages 159–168, 1988.

[WP95] A. Witkin and Z. Popovic. Motion warping. In Proc. SIGGRAPH ’95, 1995.

[ZB94] J. Zhao and N. Badler. Inverse kinematics positioning using nonlinear programming for highly articulated figures. ACM Transactions on Graphics, 13(4):313– 336, October 1994.

[ZG89] F.E. Zajac and M.E. Gordon. Determining muscle’s force and action in multiarticular movements. Exer Sport Sci Rev, 17:187–230, 1989.