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A method for easing the uncanny valley of a photorealistic CG character by
applying 1/f fluctuation to its motion

Yamada, Mitsuhiro
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Animations with realistically shaped CG human characters elicit the uncanny
valley effect. Not only does the shape of the CG character cause this effect, but also the motion
causes it. Various types of human motion exhibit 1/f fluctuations. Thus, we can consider 1/f
fluctuations as essential elements of human motion and 1/f fluctuation can be used to reduce
eeriness in animated scenes. In the present study, human animations using 1/f fluctuation are
investigated by subjective comparison. Specifically, based on preliminary experiments, the method of

1/f fluctuation was applied to the motion data of a walking scene and a running scene. The results
show a tendency for the appropriate amplitude and frequency band of the 1/f fluctuation to depend on
the original motion of the scene.
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