


















References
[1] Simon Alexanderson, Rajmund Nagy, Jonas Beskow, and

Gustav Eje Henter. Listen, denoise, action! audio-driven
motion synthesis with diffusion models. ACM Transactions
on Graphics (TOG), 42(4):1–20, 2023. ISBN: 0730-0301
Publisher: ACM New York, NY, USA. 3

[2] Tenglong Ao, Zeyi Zhang, and Libin Liu. GestureDiffu-
CLIP: Gesture diffusion model with CLIP latents. arXiv
preprint arXiv:2303.14613, 2023. 3

[3] Kevin Bergamin, Simon Clavet, Daniel Holden, and
James Richard Forbes. DReCon: data-driven responsive
control of physics-based characters. ACM Transactions On
Graphics (TOG), 38(6):1–11, 2019. Publisher: ACM New
York, NY, USA. 3

[4] Michael Buttner. Machine learning for motion synthesis and
character control in games. Proc. of I3D 2019, 2, 2019. 2

[5] Michael Büttner and Simon Clavet. Motion matching-the
road to next gen animation. Proc. of Nucl. ai, 2015(1):2,
2015. 2

[6] Angel X Chang, Thomas Funkhouser, Leonidas Guibas, Pat
Hanrahan, Qixing Huang, Zimo Li, Silvio Savarese, Manolis
Savva, Shuran Song, and Hao Su. Shapenet: An information-
rich 3d model repository. arXiv preprint arXiv:1512.03012,
2015. 7

[7] Jean-Emmanuel Deschaud, David Duque, Jean Pierre Richa,
Santiago Velasco-Forero, Beatriz Marcotegui, and François
Goulette. Paris-carla-3d: A real and synthetic outdoor point
cloud dataset for challenging tasks in 3d mapping. Remote
Sensing, 13(22), 2021. 8

[8] Helmut Grabner, Juergen Gall, and Luc Van Gool. What
makes a chair a chair? pages 1529–1536. IEEE, 2011. 3

[9] Abhinav Gupta, Scott Satkin, Alexei A Efros, and Martial
Hebert. From 3d scene geometry to human workspace. pages
1961–1968. IEEE, 2011. 3

[10] Ikhsanul Habibie, Daniel Holden, Jonathan Schwarz, Joe
Yearsley, and Taku Komura. A recurrent variational autoen-
coder for human motion synthesis. 2017. 3

[11] Peter E Hart, Nils J Nilsson, and Bertram Raphael. A for-
mal basis for the heuristic determination of minimum cost
paths. IEEE transactions on Systems Science and Cybernet-
ics, 4(2):100–107, 1968. Publisher: IEEE. 4

[12] Mohamed Hassan, Duygu Ceylan, Ruben Villegas, Jun
Saito, Jimei Yang, Yi Zhou, and Michael J Black. Stochastic
scene-aware motion prediction. pages 11374–11384, 2021.
2, 3, 4, 6, 7, 8

[13] Mohamed Hassan, Vasileios Choutas, Dimitrios Tzionas,
and Michael J Black. Resolving 3D human pose ambigui-
ties with 3D scene constraints. pages 2282–2292, 2019. 4,
7, 8

[14] Mohamed Hassan, Partha Ghosh, Joachim Tesch, Dim-
itrios Tzionas, and Michael J Black. Populating 3D scenes
by learning human-scene interaction. pages 14708–14718,
2021. 3, 6

[15] Mohamed Hassan, Yunrong Guo, Tingwu Wang, Michael
Black, Sanja Fidler, and Xue Bin Peng. Synthe-
sizing Physical Character-Scene Interactions, Feb. 2023.
arXiv:2302.00883 [cs]. 3

[16] Daniel Holden, Oussama Kanoun, Maksym Perepichka, and
Tiberiu Popa. Learned motion matching. ACM Transactions

on Graphics (TOG), 39(4):53–1, 2020. Publisher: ACM
New York, NY, USA. 2

[17] Daniel Holden, Taku Komura, and Jun Saito. Phase-
functioned neural networks for character control. ACM
Transactions on Graphics (TOG), 36(4):1–13, 2017. Pub-
lisher: ACM New York, NY, USA. 3

[18] Daniel Holden, Jun Saito, and Taku Komura. A deep learn-
ing framework for character motion synthesis and editing.
ACM Transactions on Graphics (TOG), 35(4):1–11, 2016.
Publisher: ACM New York, NY, USA. 3

[19] Ruizhen Hu, Zihao Yan, Jingwen Zhang, Oliver Van Kaick,
Ariel Shamir, Hao Zhang, and Hui Huang. Predictive and
generative neural networks for object functionality. arXiv
preprint arXiv:2006.15520, 2020. 3

[20] Jordan Juravsky, Yunrong Guo, Sanja Fidler, and Xue Bin
Peng. PADL: Language-Directed Physics-Based Character
Control. In SIGGRAPH Asia 2022 Conference Papers, pages
1–9, 2022. 3

[21] Kacper Kania, Marek Kowalski, and Tomasz Trzciński. Tra-
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