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Abstract

We have been working in the area of human animation and avatars for last several years.  The focus of this talk will be a comprehensive discussion of a variety of techniques which we have been developing.   Usually a skeleton representing a human form is used to generate motion and then a surface is wrapped around that skeleton.  We have developed solutions for controlling high degree of freedom skeleton representing a human form.   We will present results of a fast closed-form solution esti​mating the rotation points of joints relative to the motion capture data. The proposed solution estimates the physical location of joints inside the body of the person wearing the trackers.  Generation of facial expressions has also been challenging especially when applications demand both interaction and realism.
