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Dynamic Texture: A Physically-Based 2D Animation System
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Fig.1 Outline of the algorithm.
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Fig.2 Modal functions.
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Fig.5 Specifying skeletons.
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Fig.6 The correspondence between skeletons and
the given image.
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Fig.7 Setting walking path.
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Fig.17 An example of exhibition system.
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Fig.19 Another sample shot.
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