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We have developed a system that automatically constructs a lightweight
mathematical model that mimics the skin deformation obtained using a heavy-weight deformation model
(e.g., a virtual muscle or a complex model manually constructed by a designer). Our method enables
to synthesize skin deformation with higher quality than conventional techniques based on helper bone

technique, by the proposed technique for extending the geometric transformation degrees of freedom
of helper bones, a nonparametric control mechanism for the helper bones, and a technique for
estimating the optimal example data of skin deformations.
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Sampling-based Rig Conversion into Non-rigid Helper Bones
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Example-based Helper Bone Rigging
https://mukai-lab.org/projects/helper-bone-rigging/
Sampling-based Rig Conversion
https://mukai-lab.org/publications/13d2018/




