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Jitter Correction of the Face Motion Capture Data for 3D Animation
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Abstract

Along with the advance of digital technology, various methods are adopted for capturing the 3D

animating data. Especially, in 3D animation production market, the motion capture system is widely

used to make films, games, and animation contents. The technique quickly tracks the movements of

the actor and translate the data to use as animating character's motion. Thus the animation

characters are able to mimic the natural motion and gesture, even face expression. However, the

conventional motion capture system needs tricky conditions, such as space, light, number of camera

etc. Furthermore the data acquired from the motion capture system is frequently corrupted by noise,

drift and surrounding environment. In this paper, we introduce the post production techniques to

stabilizing the jitters of motion capture data from the low cost handy system based on Kinect.
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Table 1. Category of the motion capture system
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2.3 Kinect based Markless Motion Capture
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Fig. 4.

Inside of the Kinect sensor

FhlEtes A e o] gl Fol B& oMol tha] HA
Ho] 7ZIdERZ AWy} Agdd) Al AL A7) ¢
& Z9)ME ggatar ooz Wity HoHde UER

of 2t} 1l 4olA K= A3} Zo] 7|YE= 27)¢] A9} &
uhe] Aol golA 1glal Z|ME AA|7F F2o]E  Motor7t
ol 9t} 18] T 47)9] mpo]| A ZEo] T glolA] A WeA
OF Abgho] ojt|A] &E]E WeA| Ao Awrt dupnka &
=22 gel3t 4= 9t} IR Emitter7} #@lo]AE #&3bd IR
Depth Sensorol A #@lo]A7} E41S WhAleta v el
opsolal o] ARE JME Yol oA A EsTe=

o],

-

ui do

[0

¢

lo
ot

£ AMES o83l B % ZEDT ol
S sk BAAA FEolth e 9da A RAE
A% ZPAES] SDIOT S84 243 deleE Saehs
FECREE DI
A e A N
SDKS] 3702 Q15 21449 AzEdole] Az AL

AN goR e THEE teyel =

12 oA -Eromxl Je v glek e AMES
o g8 HAAA HolE vl U A Hlolelol s @

Y &io] Wo| YelUE EAHES A JoH11]. @A
Microsoft 719 E V2.00] FA|EHA 27| Bd Huj= T
LA A HYo HeH £ E oo

25E hdd] AHEA Eekrh 3 gkt 243 JRE <l

:
Hap Rahe A A% s Aok



42  Journal of The Korea Society of Computer and Information

SWE BEste] AAE 24 9 dolH s} Hgel AYY Fa
I wpe ags on W4 duw ALH d4e ARPY,
, MAYA/MAX AE Fleksh sAAe] Al 1m oz sk 24 Bk,

| Motion Capiur Data P ity o w4 9 47e B agow Agsha We A7 A
v : A ARG, o] w 7)Ee] i Aare] AU o) 8 e 5
AN A=

f

’ motion capture ‘

motionBuilder 1oL ojn] ndlE = 3D Hlo|HE &83le] Ag-st
o 5 AHEAT) e AE ofbeel 4gde] A

Fig. 6. Work flow of the production with motion capture HE 92 4 ot 77 29 tigk =4S blendshape
= 7]

zzzm_

data oleh 719 e otk o @ e ANROE BE Yol
HE 348 4

o
o

o
4
r&'ﬁ

AAHE T Wk oLl w74
o). el ARA dlolE S

o] vfeht g53}aL o]
T4 wekeby] gl dubg o mAdtelE 42X ES ]
£ ARt olﬂiﬂ Waje] 4 BHesle AL 54 73]
gel dolut B A uhA A s Aol wol AHE-
gt 28 62 BA %E A HlelHE #4387 f1g 7124 &
g elrt.

[1l. Scene Design and Experiment for
Face Motion Capture
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Table 2. Test environment
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Focal length : 35
Lens squeeze ratio : 1
Camera Scale @ 1.000
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Fig. 9. MAYA imported motion capture data
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