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Fig.1 Motion generation system
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Fig.2 Hierarchical structure model
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Fig.3



Fig.3 Operation window

Fig.4 USB JOYPAD (front view)
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Fig.5 USB JOYPAD (top surface view)
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Fig.7 Bonten-Maru Il and itsjoint location
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Fig.6 Bonten-Marull (under view)



Fig.9 Experiment
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