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Draw the skeketon to fit the skin and bind the skin to the skeleton.
demo-06-polygonHumanSkinSkeleton.mb Start with a complete human skin.
demo-06-polygonHumanSkin.mb
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. L VRML
Complexity of Animating

Articulated Figures

Our simple human skeleton has 11 joints.
Each joint angle is specified by 3 numbers.
A total of 33 animation channels.

After including a spine, two hands and a face,
we have well over 100 animation channels.
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