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Analysis and Modeling of drawings for hand drawing animation of face turning
motion
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Techniques used in hand drawing animation create expressive images
acceptable without strange feeling, though those include distortions if those are assumed to be a
projection of geometric shapes. However, those are difficult to be described as text or equation.
In this study, drawing techniques for turning face motion in Japanese hand drawing animation is
focused. Collecting face drawn images and analysing of them with a feature extraction method,
several characteristics of the techniques were clarified and visualized as face images.
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