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(Interactive Realtime Facial Animation with Motion Data)
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ABSTRACT

This paper presents a method in which the user produces a real-time facial animation by
navigating in the space of facial expressions created from a great number of captured facial
expressions, The core of the method is define the distance between each facial expressions
and how to distribute into suitable intuitive space using it and user interface to generate
realtime facial expression animation in this space, We created the search space from about
2,400 captured facial expression frames, And, when the user free travels through the space,
facial expressions located on the path are displayed in sequence, To visually distribute about
2,400 captured facial expressions in the space, we need to calculate distance between each

frames. And we use Floyd's algorithm to get all-pairs shortest path between each frames, then
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get the manifold distance using it., The distribution of frames in intuitive space apply a multi—

dimensional scaling using manifold distance of facial expression frames, and distributed in 2D

space, We distributed into intuitive space with keep distance between facial expression frames

in the original form,

So, The method presented at this paper has large advantage that free

navigate and not limited into intuitive space to generate facial expression animation because of

always existing the facial expression frames to navigate by user, Also, It is very efficient that

confirm and regenerate with realtime generation using user interface easy to use for facial

expression animation user want,
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3.1 Manifold distance
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