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var flag = -1;
function shakehands() {//41 kB9 J) 41 5y i
vart=1;
timel = setInterval(function () {
t=1;
stone();
if (theta[UpperBase] >=0) d =-10;
else if (theta[UpperBase] <=-120) {
d=10;
flag++;
if (flag == 3) {
clearinterval(timel);
flag =0;
t = Math.floor(Math.random() * 3);
t=0;
if (t == 0) scissors();
if (t == 1) stone();
if (t == 2) cloth();



theta[UpperBase] +=d;
}, 100);

t1 = setTimeout(shakehands, 9000);
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var ba=10;
function trab(){//HHL 2] 1]
time2 = setInterval(function(){
for(vari = 2;i<=15;i++){
if(theta[i]==90) ba = -10;
if(theta[i]==0) ba = 10;
theta[i]+=ba;
}
},600);
t2 = setTimeout(trab,9000);
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setTimeout(shakehands, 9000);
22| FHE . upperArmbase()

22l FH: lowArmbase()



B — R - KRB AL Ithumb()
—KA-BIe R lindex_finger()
S RK-rP IR KA Imiddle_finger()
H K- IELHI KA Iring_finger()
F— RN B R Hlittle_finger()
R RIHR 2 PR AL uthumb()
9Kl
o9 % -rh R4l e E: umiddle_finger()
WK LATREHI KA uring_finger()
PR/ NBR IR L ulittle_finger ()
FERT-BIRLH AL third_index()
SRk -rP IR B third_middle()
WERT- AR IR third_ring()
=R/ MBI R E: third_little()
FHIFE-ZF 1: numbl()
FHIFE-EF 2: numb2()
FTHEE-HF 3: numb3|()
FHRE-EF 4: numbd()
TP E-HF 5: numb5()
FHIFEE-ALIRE: postStone()
ShHi%EFE: animation()
UL ¥ B : trab()
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1. uindex_finger()
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“A13LBUTIAR" BN % E : shakehands()
WoRBIJIRAS: scissors()
WA SRIRES: stone()

TIRATIRES: cloth()
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FEXN NI AEAE: UpperBase
FEXNNIHAEAE: LowerBase
CLFE A, S, SE. IRE:

T ¥ F: UPPER_ARM_WIDTH
FRE . UPPER_ARM_HEIGHT
FEKF. UPPER_ARM_LONG

T AEME:  theta = [-120,0, 30, 30, 30, 30, 30, 15, 15,
15, 15, 15, 15, 0, 0, 0, 0]

R KHBHE: _thumb

F—RT-25: index_finger

B—KA5-F48: |_middle_finger

IR e | ring_finger

IR/ Llittle_finger

R -KIHE: u_thumb

5 oRMI-&fE: u_index_finger



5 ORT-H4E: u_middle_finger

IR0 e u_ring_finger

BRI -/NBE: u_little_finger

FH K-8 : t_index_finger

FH=IRT-H4E: t_middle_finger

R4 tring_finger

BRI -/NBE: tlittle_finger

o) JE B timel
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ZiH : choose

7 EMT R, FLME. TREE
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Visual Studio Code: —Miz{T T Mac OS X. Windows #/
Linux Z _E 8, 0 T 9 5 web A= M H 1851 & I7K
fith I 45 245 o

TFR B :

Google | . 23

FETHE:

WebGL, MV.js


https://baike.baidu.com/item/Windows
https://baike.baidu.com/item/ Linux/27050
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