
TPA  10:  Skeleton Driven Deformable Body 

Characters Modeling 
 
 
 

Generating realistic  behaviors of deformable bodies is an  interesting topic in 

computer graphics. Use the  rigid skeletons for motion control and  the 

surface geometries for deformation, and  couple them properly to  support 

two-way interactions. 
 

Objective: 
 

Generate realistic motions of self-propelled deformable body  characters by 

considering the  two-way interactions among the  skeleton, the  deformable 

body, and  the  environment in  the  dynamic simulation. 
 

Input: 
 

Skeleton, surface model, poses,  animations. 
 

Output: 
 

Simulation of deformable soft character movements for two  different 

characters with 4 poses  each. 
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