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Abstract

The avatar can be used as an auxiliary methodology of text and image commurications
in cyber space. An intelligent communication method can also be utilized to achieve
real-time communication, where intelligently coded data (joint angles for arm gestures and
action units for facial emotions) are transmitted instead of real or compressed pictures. In
this paper, for supporting the action of arm and leg gestures, a method of generating the
facial expressions that can represent sender’'s empotions 1s provided. The facial expression
can be represented by Action Unit(AU), in this paper we suggest the methodology of
finding appropriate AUs in avatar models that have various shape and structure. And, to
maximize the efficiency of emotional expressions, a comic-style facial model having only
eyebrows, eyes, nose, and mouth is emploved Then generation of facial emotion animation

with the parameters is also investigated.
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