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Lectures

Background
Perception

Conventional Animatio
History,

Video Productio
Background
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Motion Specification and Control

Techniques: Aids to user
Interpolation

Path following
Keyframing

Languages

Morphing

Figure animation
Reaching, Walking
Facial animation
Clothes

Hair

Skin

Rick Parent

Algorithms: Procedures
Inverse kinematics
Physics of rigid bodies
Flexible bodies
Particle systems
Flocking

Autonomous Behavior

Natural phenomena
Plants
Water

Clouds
Fire

Computer Animation



Technical Groups

Technical group — learn one

Each techni
At least one person

Technical gro










