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In this research project, we worked on the development of a method for
generating transitional motions that connect between input motions in order to realize continuous
and immediate movement generation for virtual humans. We worked on the development of methods using
two approaches: a method for motion generation using foot and hip trajectory data as inputs and
outputs for deep learning, and a method for motion generation using posture and motion data as
inputs and outputs for deep learning models. Although we were unable to achieve an effective method
compared to conventional methods, we developed a crowd simulation method for navigating virtual
humans using deep learning with surrounding situation images as input and output.
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