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o ERETABHEHFIFUANERKESZIE
o THRBANTESRENZEESAECHNES
o WEIEBETAERNSZ (skeleton)
. nunn/kﬁj]jjﬁj' ( kinetics ) A& H1E2 ( inverse kinetics )
o mEERIERAEIRIEPHERE (key frame)
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o fFREFME LIFN—87  WEBRERACHENEK
o FMAZEEATIEEREFEERACEANARERR  FHABNTESRRIE
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o ENfEAR (lineofaction) - 155 RIRE
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o EIJ (momentum) - FERRESBSENEED
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o BEERME
e BEEMERAZ (skinning) /FIE (enveloping ) #iifg - AU :
o JEFRS (vertex blending )
o MM ( matrix palette )
o MMBREZHEK (linearblend skinning )
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