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PSR Chapter 1
1 Computer Facial Computer Facial Animation: A Survey
Animation: A Survey
- Algorithms and principles of non-photorealistic graphics : artistic rendering and cartoon animation (3-642-048290-0, Zhigang Deng and
978-3-642-04890-6), Geng, Weidong. Junyang Noh Thigung Dichg and Jex g Mok
Springer, 2010. ¥ Onydeng02.pdf
i Sarnger Booke o
Thomas Di Giacomo,
£ Animation xpress ;“?mﬁa‘ij’a‘g"gm_ 1.1 Introduction
from 2009/06/05 to IR7E in Research Library s
Since the pioneering work of Frederic 1. Parke [1] in 1972, significant research
¥ Onydeng03.pdf efforts have been aliompled 10 generaie realistic facial modeling and animation.
@ artificial animals for computer bi h oy ion, perception, and behavior (3-540-66939-6, 578-3-540-66939-5), Tu, 3 Data-Driven ‘The most ambili rendering in real time.
Because of the complexity of human facial anatomy and our inherent sensitivity to
Xiaoyuan. Expressive Speech prldesintig: doher Qi h erales SUbMIG Tacial expres
Aiirition Sythess appearance, there is 0o real-time system that generates subllc facial expres-
Springer, 1999, ek sions and emotions realistically on an avatar. Although some recent work has pro-
: and Editing duced eslistic resalts with a rlatively fast performance, the process for generating
Zhigang Deng and facial animation catails extensive human intervention or tedios luning. The ult
tilrich Rlcaraanm mate goal for research in facial modeling and animation s a system that (1) creales
: z ; = el imation, (2) operates in real fime, (3) is automated as much as possible,
©  pata-driven 3D facial animation (1-84628-606-8, 978-1-84628-006-4), Deng, Zhigang. ¥ Onydengod.pdf and (4 adapl exsity o individual Faces.
Springer, 2008 4 Eye Movements, Recentnterest nfactal modeling and animalion s ben spurred by e ncreas-
e s in film and vide
”::‘C;p::ya” ing power, nd the polential For a new 31 mmessive communicalion etaphor for
human-computer interaction. Much of the facial modeling and animation research
; Camikeations i5 published in specific venues that are relatively unkniawn to the seneral praph-
Erdan Gu, Sooha Park ies communily., There are Few surveys or delailed historical ireatments of ihe sub
Printed, n & Thomas Fleet, Cornhill, 1797. Lee, Jeremy B. Badler, ject [2]. This survey is intended as an accessible reference to the range of reported
- ] i il Tacial modeling and animation techmiques.
SS: Eighteenth Cent ection Online
Y SS: Eighteenth Century Collection Onlin . Strictly classifying facial modeling and animation fechniques is 3 difficult task,
SPR|NGER NATURE Llnk Login because cxact classifications arc complicaied by the lack of exact boundarics
ctween met ¢ ta es often intcgrale several me
@ piscflise relative to the subject of animation : delivered before the Humane Society of the Commonwealth of Massachusetts at their o l;‘F‘:u“;““"“f‘,j:lﬂi“‘;:;“'j‘,‘"‘:;:‘li';;x: j’;’:}‘ag;‘t;’("[;§=|?; b m’:‘[“;
semiann il meeting June 13th, 1797 , Fleet, John. animation techniques into the following categories: biend shape or shape interpola-
: i i i tion (Section [, parameterizations (Section [V, facial action coding system-
printed biillohn & Thomas Fleet, Cornhill, 1797, Findajournal  Publishwithus  Trackyourresearch Q Search b Cart} b sppevactes (Secton [T, defiemation-bekad spproached (Socion [CS,
physics-based muscle modeling, (Section [, 3D face modefing (Section [,
performance-driven facial animation (Section [LB), MPEG-4 facial animation
(Section [[Sh. visual speech animation (Section [T, facial animation editing
©  pisciill-se, on the subject of animation , Bartlett, John, Home > Textbook (SectionfTTTh facial ectin 2l it e Gh
by Isaiah [llomas and Ebenezer T. Andrews, Faust's Statue, no. 45, Newbury Street, 1792.
in NIJMEO HSS: Eighteenth Century Collection Online [ Data-DriVen 3D Facial Animation \J \ "' /
~ \ - —
© piscilirse, on the subject of animation : delivered before the Humane Society of the Commonwealth of Massachusetts, June 11, 1792 " Textbook | © 2008 D — l ) \
, Bartiett b, Data-Driven S \
printed bl Thomas and E.T, Andrews, 1792, 3D Facial
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v Softcover Book JPY 7149
@® Thecontributions span both active researchers in academia and graphics/
animation experts working in leading studios v MyCopy Softcover JPY 4999
® Thereis no other book available that specifically and systematically describes

the new and popular data-driven facial animation techniques developedin

recent years
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