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Research on real-time facial expression synthesis model for interactive 3D
characters
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We developed example-based techniques to automatically construct a
multi-resolution model of skin deformation and an interlocking relationship model between facial
shape layers and control handles. These techniques enable animators to automatically construct
character rigs by specifying the example skin deformations. We also developed software for measuring

3D facial shapes and speech sounds, and constructed a database of Japanese speech motions.
Furthermore, we developed a facial animation retargeting technique using neural networks and an
automated technique for transferring character rig with auxiliary joints to other character models.
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Facial Animation Retargeting by Unsupervised Learning of Graph Convolutional Networks
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Skeleton-Aware Skin Weight Transfer for Helper Joint Rigs
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Human Facial Animation Retargeting by Unsupervised Neural Network
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Skin Weight Transfer for Human-like Characters with Helper Joint Rigs
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Geometric Deformation of Virtual Character Animation Using Cascaded Spacetime Constraints
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Analysis and Synthesis of Eye Movements for Conversational Agent

84

2022

Example-based Helper Bone Rigging
https://mukai-lab.org/projects/helper-bone-rigging/
SRT-RBF Node
https://github.com/TomohikoMukai/SrtRbfNode







