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<Animltem DEF ="WaveWalk” cycle="2000">
<AnimImport src="Walk”>
<Animltem DEF="SimpleWave” cycle="1000">
<Node target="r_shoulder”>
<OrientationInterpolator

key =”...” keyValue="...” />

</Node>
<Animltem>
</Animltem>
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<Animltem> := (<Animltem> | <AnimHigh> | <AnimIm-
port> | <AnimTransition> )* | <Node>*

<AnimHigh> := text

<AnimTransition> := (<Animltem> | <AnimImport>)*

<Node> := (<OrientationInterpolator> | <PositionInterpo-
lator>)*

Bl- : XAML % = 35 2

OrientationInterpolator
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<Animltem mode="seq”>
<Animltem DEF="A” start="5"> ...
</Animltem>
<Animltem DEF="B” start="50"> ...
</Animltem>

</Animltem>
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<Animltem DEF="DrunkWalk>
<AnimImport src="walk” only="LowerBody” />
<AnimImport src="bow” only=""UpperBody” />
<AnimImport src="nod” only="skullbase” />
<AnimImport src="five” />

</Animltem>
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