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Motion Generation Method with Searching Transferable States

based on Dynamics and Physical Characteristic Features

Takashi Tokizaki*and Shoichi Hasegawa*!

Abstract — Recently, more and more video games becoming to allow users design char-
acters. In such games, it needs to generate motions of various characters in the contents.
‘We propose a method which generates motions of characters automatically considering
physical characteristic features using dynamics simulation. Our method to generate mo-
tions comnsists of two elements: genetic algorithm and reinforcement learning. The former
narrows down the configuration space of the character body model. The latter searches
the best behavior in the narrowed space. Thus the method generates natural motions of

various bodies automatically.
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