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Modulobe: Constructing Virtual Creatures
in a Physical Simulation Environment

KOUICHIROU ETO," YOSHINORI KAWASAKI ,it:t KUNIAKI WATANABE t
andTAKASHI MAEKAWA tti.t

We developed a physical simulation environménddulobesystem, which allows the user to create vir-
tual creatures easily. The user can create a body structure by connecting modules and set movement of the
virtual creature by simply specifying changes of angle of hinges. The system simulates the physical laws
of the real world, so as to the creatures move like real creatures. In this paper, we describe the basic ideas,
implementations details, and experiences of the system.

1. 0000

gbooooooooooooooooooooon
goboboobooooooobooooooboooooan
gobobobooodoooooooooooooooboon
goboboooooooobooooooooboobon
gobooooooooo

goooooooooooooobcoooooon
oobooboooooooooooobooooooooon
oooooooooooooooobobooboobooo
gooobooooooooobobooooboooonn
gooooooooobooooobooooooon
gooooooooooooooooooobooaa
goooboooooooooooboooooooon

t00000000000000000000000O00000
gooooo

Fluid Information Design Group, Information Technology Research
Institute, National Institute of Advanced Industrial Science and

Technology (AIST)
t1 0000000 000000000 0D0000D0O0O0oOO

Department of Computer Science, Graduate School of Information

Science and Technology, The University of Tokyo
11 000000 000000000000

Department of Information Design, Faculty of Art and Design, Tama

Art University

goboboooooooooooooooooooon
goooooooooooooboobooooooon
goooboooooooooboooooooooon
goooboooooooboooooooooooon
gobooobooooooboooOooooboboooooon
gooooobooooooooooobooooooon
goboboooooooooooboocooooooon
goboocoobooooooobooooooboo

gboooboooooboooooooobooooooo
goooooooooooooooooooooon
goooooooooooooooooooooboon
gooooooboobooboobooooboboboooo
goobobooooooobooooooooooon
gooooobooooooooocooooooon
gooobobooooooooboobocooooooon
OO0 ModulobeDO ODOOOOOOOOOODOOOOO
goboooooooooooobobooooooon
gobooooooooooboobooooooon
ooooooooon

2. Modulobe

ModulobeD O DO OO O0OOODOODOOOOOO
goboboobooooooooobooooooooon



)
;9@

&

i

0 1 ModulobeD OOOOO

oY Y

RUN SAVE LOAD

————T—————
A L 10 z0 40

02 0000000D

gobobooooooooooooooooooooon
gobooooooooooooboobooooooon
ooboooooooon
010000000000000000000O0DO
goobooooobobooooooooobooooon
(0 2000RUNOODOOODOOOOODOOO
O00000000000000LOAD 000 OSAVE
goboooooooooooobooobbooooon
21 00000
gobooOoobooooooooooooooboooo
goboboooooooooooooooboooobon
gobobooooooooobobooooooooon
oooooboooooooboooooooooon
gboooboooooboooobobOooooobooon
oobooooobooooooo
0oo0000o00ooo0o0o0000 2000000
oooobo4000000000000C00O00O0O
goboboooooooooooooooboooon
ooooO0oo0oooooooo 20000000
goooobooooooooocooobooooon
gooooooooooooobooocoooooon
gbobooooooobooooooobooboo
gobooooooooooooooboooooobooon
ooo0OO0oO0004000000000000000
gooooooooooobobooooobooooDon
obooooboooooooboooboOoOoOoOooooon
gooooooooooooobooooooooon

‘e CORE ﬁ

03 00oO0ooooooobo

S 9

T —— 5

04 0O0O0O0O0O0OO0OOOOODOOOOOO

000000000000000000000000
000000000000000000000000
000000000000000000000000
0000 (@0 3)000000000000000000
000000000000000000000000
ooooo
00000000000000000000000
0000000000 (0400000000000
0000000000000 45000000000
0000000000000 £4500000000
000000000000 150000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000
00000000000000000000000
000000000000000000000000
00000000000000 (CUT)DOO (COPYY
00 (DELETE)DDOD (0 50000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000



05 0000000o0Ooooo

ROTATE

06 O0OO0oooOoooOoo

EDIT

ocolle
|

07 0O0OO0o0OODOODOOD

O00oU0oo0oUooOooUooooUoo (e
ooooooooooobooooooooooooo
goboocoobooooooobooooooboo
gbooboooooooboobooooobooboooo
goooooooooooooooooooooDooo
goobooooooooooooboooooDboo
Oooooooooo0ooooooooo (@© oo
gooboooooooobooobooooooooo
ooooooilsoooooooboooos900000
ooooooooooobooooobooobooboooa
gobobooodoooooboooOoooooooooo
goboooboooooooooocooobooooboon
0000100 100000000000000000
goboobooooooooboooooobooooooo
0o00o0ooooooooooooooooooooo
goooboboooooooooooooooooDooo
oboboooooooobooooobobOOoOoOoOoOooono
gooooooogooooooooooooooo

08 ODO0O0OOLOOO0OOODOOOOOOOOOO

09 0000000D00ooOo0oooood

gobooooooooooooboooobooooo

goboooooooooobooooooobooon
goooooooooobooboooooooooon
gooboooooooooooooooooooon
gooooooooooooobooooooooon
goooooooooooooooooooooDon
oo000ooO0o0ooo0oo0oooO 70000010
oooO0ogoeo0Oid0nOi0in 4000000000
04500000000 3000000000000
goboooooooooo

gobooooooooooocoobooooooon
ddddddoodoooooooooooooooa
goobooooooooboooooooboooon
gobobooooooooooooocooooooon
oooo0ooo&OOOOOOOOOODOOOOOO
gooooooooooooobooboooooooon
oboooobooooooboooooooooboOoon
goood



010 000O0O00O0o0oooon

08oOo0OoOO0bOo0oOo0oOoOooOO0OOBooOO
oooooooooooboooOobOObOOObOOOoon
0O0o0o0b0o0bo0o0ooe0ooooooooon.
oooooooooooboooooboooboobooon
gobobooooooboooooocooooooobooon
gooooboooooooboooOoooobooboboo
goooboooooooooboooooooooooo
goooooooooooooooooooooooo
gbooooobooooooooooobooooooo
gooooboooooooooooooooooobooo
oood

00o00000000oo0ooo 20000000
ooooooooobooobobooobooooooboooo
oooooooooooooooooooooboooo
gooad

22 00000

goboooooooobooocooooooboooboo
goboooooooooboooooooboooobooon
gooooooooooooooocoooobooobooon
goobooooooooooooooooooboobon
oboooooooooooooooobooboooono
oooobooooooobooooooboboobooono
oboobooooooooobobooboooooobooooo
ooo

ggooodboooooooooooooooooo
goboooboboooooooboooobobooooooobooo
gooooooooocooooooocoooooboo
gooooooooooooobooobooooobooo
goobooooooooboooboooooooboon
O0000o0oo0oO0ooooo (O 100

gooooooooooOoooOoOooOoocOoOoooon
obooooooooooooooboOooooooon
ooooooooobobooooooooboobooboooo

011 000O0o0o0ooooag

<’)}‘.'39~~ 7 'xl ;*’

L

012 0000O00O0o0oooooDoo

Ao lp

oooooooooooono
3. 0O0OO0Ooooo

OO00O0O0OModulobe OO0 OOOOOOOODODO
gobooooooobooooooobooo

31 00O0ODOOOO0O0O0O0OO

01000ooooooooco0ogoooooooo
ooooooOoooooooOobOOOoOoOoobooon
ooooboooooooboooooooobooboooono
obooooooooooobooooobobobooboooo
ooooooooobooobooooboooboobooon
goobooooooooboooocbooooOooooboon
000000 (0 12)0o000oooooo

32 ODODOOOOO0O0OO0O0OOOObO0O0bO0o

011Bg00ooooooooboooboooooo
goboboooooooooooooobooooooon
oooooobooooooobobooooooooboDn
oooooooooooooooOoboOoooooon
0o000000o0O00000000 14000000
oooboooooooobooboOoooobobooooo



oooooooooobooooooooobooon
ddddooooooooooooooooooaoa

33 D0OOoOoooooooooo

ModulobeD DO 0O O0OOOOOUOOOOOOOO
gooooooocoooooooooooooobooo
000000o0ooooooD 15000000000
goobooooooooobooboboooooDboo
oboobooooooooooOooOoooooooon
Ooo000000oo0o0O0000 16000000000
oooobooooooobooboooooooboooboooo
oooooooooooooooooooooo

4. O O

O00O0O0O0OVisualC++#1 000 DirectX 900
goooboboooooooooooooooboooboo
oouiDbooooooooooooooobooooo
goobooooooooooobooooooboooD
00o00o000o00o0o00oouloooooooonD
ooboooooboooooobooOoooboboobooobooon
obooobooooooboooooooobooboboooo

B EEE Sans g S0 S ==

015 0000000000o0o0a

EE o = -y N o S
016 000000000000 OooOoOoOO
00000000000000000000000
41 000D00OO0O00OO0OOO0OO
00000000000000000000000
00000000000000000000000
00000000000000000 (00000
060000)000000000000000000
000000000000000000000000
0000000000000000000000000
000000000000000000000000
000000000000000000000000
000000 (AYDO000000 (1/48000) 00 0
0000000 (0000 48000)00000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000



6

goooooooooooooooooooooon
goboboooooooooooooooooooon
oobooooooooooon

gobooooooooooobooooboooDo
0Oo0O000O00O0O00O0ooooooooo®on
goooooooooooboooboooooooDon
gooooooooobobooooobobooooooaa
goooooooooooooooooooooon
goboocooboouooooobooooobooboo

goboooooooobooooobcoooooon
gooooooooooboooooooboobooon
gbooobooooobooooooooboobooooo
oooobooooooooboobooboooooon
goooooooooooooooboooooooon
goooboobooooooboobooooboooDboon
gooobooooooooooboboobooooooooon
gooad

5 0 O

gboboooobooooobooooooboooobooo
gooooooooon
gooooooooooooooooooooon
oooooooooooboooooooboonooon
goooooooooooooooooooooon
goooobooooooooooooooooooDon
gobobooboooooooooooooooooon
goooooooooobooobooooooooon
goooooooooobooocoooooboooobon
goooooooooobooobooboOoooooon
goooooooooooooooooobooooon
goboooooooboooooboo
goboooooooooooooboooooooon
oooooooboobobooboooooboobon
gooboooooooooooooboooooooon
goooobooooooobooooooooobon
goboooooooooobooooooo
gooooood
gobooooooooooooobcooooooon
goboooooouoooooboobooooooooon
goooooooooobooocooooboobooon
goooooooooobooobooooooooon
ddddddodooooooooooooooooooa
goooooooooooboooboooooooon
gooooooooooooooboooooobon
gooooobobooooooboobobooDbOon
goooooooooooooooooooooon

goboboooooooooooooooooooon
odooooooooooooooooooooooo
goooooooooooooooooooooon
goooooooooooooobooooooon
goooooooooooooooobooooooon
ooo

goooooooo

goboooboooooooooobcoooooon
gboboooooooooooooooboobooboooo
gobobooboooocoooooooocoooooobon
gobooooooooooooooocoooooon
gobooooooooooboboooooooon
ooooooooooooooooboooooooon
gobooooooooooooooooooooon
gooooooooooooooooboooooon
gooooooboooooooooboooooobobon
goooobooooooooooboooooooobon
gooooooooobocboobooooooooon
goooooooooobooocooooboooobon
gobobooooooobooooobooooooon
goooooooooobooboooooobobooon
goooooooooooboooooooboobooon
goooooooooooooboooooooon
goooobooooooooooobooooooon
goboooooooboooobooo

gobooooooooooooobooooooon
gooboooodoooooooooooooooon
dddoodoooooooooooooooooaa
gboocooboooooboooobooobooboooo
gooobooooooooobooocooooooon
gooooooooooooooooooooooon
ooboboooooooooooooooooooon
goboooooooooooooboooooooon
goooboooooooooooooboooooobon
gobodoooooboooboooboooboo

6. 0 O00OO

0000 ModulobeD O OO OOOOOOOOO

6.1 000000000000

Sodal 0 EdBurton0 D000 O0O0O00OOOOOO
000000000000000000 Sodaplay O
gobooooooooooboobooooooooon
goboooboooooooooooboooooooon
goooooooooooooooobooooooon
goooooooooooooooboooooooon
goboogooao



FalcoO O Sodaplayd 0000000000000
0000000000 SpringsWorld3® 000000
Sodaplayd 00000000000 ODOOOOOO0O
gooooooooobOooobOoboDoobooooo
gooddooooooboobooboboooooooa
oooooooo

Waddoupsl OO OOOOOOOO0OO0OOOOOOO
000000 e 00O0DO0DO0O0ODOOOOODOOO
00000000 OOpen Dynamics Enging@DEY) 0
gooodoboooboobooboobobooon
gooooooobooooboooobooono

199900 SCEID DO ODOODO PlayStatiord 0 OO
ooooooo®oo0000DODO0ooooon
Jodoodooooooobobooooooooooo
goodododobooooooooooooooga
goododoooooooooboooboooooga
googoboooobobuooobbooboboooo

6.2 DO000ODOOOOOOOOOO

SmsUO0000000000000000000040
000oooooooooooooooogd Evolv-
ing Virtual Creature® 0 0000000000000
Joooooooobbooooooooooooo
Jgoo0o0oodboo0obooboooooooooo
0000000000000 oD®oo0oooo

Wagnerd O SodaplayD OO0 0O COOOQQQQQ
0D0000D00000000000000 Wodkd
goooooooboboboboboboboboo
goobooooboboooboboobobooo

ModulobeD O OO OOOOO0OOO0OOOOOOODO
gooodbooobobobooboooboooooon
gooooooooboo

6.3 DO00OODODODOOoOOoOOooOO

00000000000 TheoJdansedl DO OO0
J0o0o0bOo0o0bOOoOobOOooboooboooooo
000 strandbeesP D000 OODO

Raffe0 00 000CC0C0CO0O000O0O0OOOOOO
000000000 D0000000000 Topobd
gobooobobooboboboooobooobooon
gdooobooboobobooobooboboobooo
goo0odboobobooboobooboooon
goooooooo

ModulobeO O OO OO0OOOO0OOO0OOOOOOOD
00o0o0obOo0ooOoooOoooDbooooooon
J0000Oooodbo0obOooboooooooo
oooo

7. 0000

gooooooooooooboooooobooboooon
gooooooooooboooooooooboobon
ModulobeO OO 00000000 DOODOOOOOO
gooboooooboooooooobooooooon
gooboboboooooooooooooooooon
goboboooooooooboooooobooooon
goboooooouoooooooobooobooooon
gooobooooooooobooocooooooon
goooooooo

g o 0 0

1) Bourg, D. M.: Physics for Game Developers
O'Reilly (2001).

2) Burton, E.: Sodaplay. http://www.sodaplay.com/

3) Falco, M.: Springs World 3D.
http://www.sodaplaycentral.com/features/sw3d2/

4) Waddoups, N.: Juice. http://www.natew.com/juice/

5) Smith, R.: Open Dynamics Engine. http://ode.org/

6) SCE:0 D 00UDO (1999).

7) Sims, K.: Evolving Virtual CreaturesComputer
Graphics (Siggraph '94) Annual Conference Pro-
ceedingspp.15-22 (1994).

8) Sims, K.: Evolving 3D Morphology and Behavior
by Competition Artificial Life IV Proceedingspp.
353-372 (1994).

9) Wagner, W.: Wodka. http://wodka.sourceforge.net/

10) Jansen, T.: strandbeest.
http://www.strandbeest.com/

11) Raffle, H., Parkes, A. and Ishii, H.: Topobo: A Con-
structive Assembly with Kinetic Memoryproceed-
ings of CHI 2004 pp.647—654 (2004).



