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Under actuated
Inherently unstable













Walking
• Described temporally in terms of stride 

duration and its two components per leg, 
swing time and stance time
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Walking
• Described temporally in terms of stride 

duration and its two components per leg, 
swing time and stance time, and spatially in 
terms of foot placement locations
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Foot Placement Control
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Towards Increasingly Complex Motor Skills
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Controller Parameterization



Motion Data



After Learning











Towards increasingly accurate 
biomechanical models
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Towards increasingly accurate 
biomechanical models



Questions?
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