1.Zdroje o skeletalni animaci

V&echny nize uvedené prameny se daji najit nawebu.

[Ebe01] Eberly, David. 3D Game Engine Design. 2001

Vynikajici knizka, zabyvase hlavni matematikou, geometrii aimplementaci uZiteénych rutin.

Eésti se daji stdhnout na www.magic-software.com

[Kal98] Kalra, P., Magnenat Thalmann, N., Moccozet, L., Sannier, G., Aubel, A., Thalmann, D. Real-time
Animation of Redligtic Virtual Humans. |EEE Computer Graphics and Applications,Vol.18, No.5, pp.42-
55, 1998

Popisuje aternativni metodu ke skeletalni animaci, kterou pouzivaji ve VRLabu na EPFL.

[Lan98] Lander, J. Skin Them Bones. Game Programming for the Web Generation. Game Devel oper
Magazine, pp. 11-16, May 1998

Popularni psany élanek obsahuje zaklady skeletélni animace. Zami gené navyvoj her.

[Lan99] Lander, J. Over My Dead, Polygonal Body. Game Developer Magazine, pp. 17-22, Oct 1999

Rozviji padchozi éanek. Dobee tivé, malo informativni.

[PorO1] Porter, B. Skeletal Animation Tutorial. Portalib3D, http://rsn.gamedev.net, Feb 2001

Moc pi kni komentované zdrojéky (pro vSechny mozné platformy) implementujici zakladni skeletélni animaci (bez vertex-blendingu).

[Web00] Weber, J. Run-Time Skin Deformation. Intel Architecture Labs, 2000

Popisuje vylepSeni vertex-blendingu, algoritmy na automatické generovani a "vyhlazovani vah pdgazeni vrcholu ke kostem.

Nabizi geSeni problému paekroucenych loktt metodou Bone Links.




