
Bibliography

ABEDI, A. Shiny: C/C++/Lua Profiler. http://sourceforge.net/

projects/shinyprofiler/, 2007.

AUSLANDER, J.; FUKUNAGA, A.; PARTOVI, H.; CHRISTENSEN, J.;

HSU, L.; REISS, P.; SHUMAN, A.; MARKS, J. ; NGO, J. T. Further

experience with controller-based automatic motion synthesis for

articulated figures. ACM Trans. Graph., 14(4), Oct 1995.

COHEN, M. F. Interactive spacetime control for animation.

volumen 26, p. 293–302, New York, NY, USA, 1992. ACM.

COPE, D. Computer Models of Musical Creativity. The MIT Press,

2005.

DAVIS, L. D.; MITCHELL, M. Handbook of genetic algorithms. Van

Nostrand Reinhold, 1991.

FUKUNAGA, A.; MARKS, J. ; NGO, J. T. Automatic control of physi-

cally realistic animated figures using evolutionary programming.

In: PROC. OF THE THIRD ANNUAL CONF. ON EVOLUTIONAYRY

PROGRAMMING, p. 76–83, San Diego, CA, USA, 1994.

GRITZ, L.; HAHN, J. K. Genetic programming evolution of controllers

for 3-d character animation. In: GENETIC PROGRAMMING 1997:

PROCEEDINGS OF THE 2ND ANNUAL CONFERENCE, p. 139–146,

1997.

JAKOBSEN, T. Advanced character physics. In: GAME DEVELOPERS

CONFERENCE PROCEEDINGS, p. 383–401. CMP Media, Inc., 2001.

KASS, M.; ANDERSON, J. Interactive spacetime constraints: wiggly

splines. Patent, Jan 2009. US 7483030.

KIRK, D. Optimal Control Theory: an Introduction. Dover

Publications, 2004.

http://sourceforge.net/projects/shinyprofiler/
http://sourceforge.net/projects/shinyprofiler/
DBD
PUC-Rio - Certificação Digital Nº 0721341/CA



Motion Synthesis for Non-Humanoid Virtual Characters 48

KOZA, J. R. Genetic Programming: On the Programming of

Computers by Means of Natural Selection (Complex Adaptive

Systems). The MIT Press, December 1992.

LIU, Z.; GORTLER, S. J. ; COHEN, M. F. Hierarchical spacetime

control. In: SIGGRAPH ’94: PROCEEDINGS OF THE 21ST ANNUAL

CONFERENCE ON COMPUTER GRAPHICS AND INTERACTIVE

TECHNIQUES, p. 35–42, New York, NY, USA, 1994. ACM.
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