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Miku Miku Face : Virtual ” Hatsune Miku”
with HANAUTAU and Face-Shaped Screen
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Abstract: Singing synthesis software “Hatsune Miku” has been developed as a virtual-idol. The live of
Hatsune Miku starring is held. However, it is only by passing a static animation. there need to real-time
generation singing, and physical behavior of singer. In this paper, we suggest interface “ Miku Miku Face”
to perform the real-time generation of motion and singing of the singer, combination “ HANAUTAU” and

“3D face shape display”
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Fig. 1 Sketch of Miku Miku Face

PC ‘
[ max/msp | A\
747 ﬁ).wav
%—gﬁAh Ly.wav
PCF—R—F S aRES
BAASD s
— =
HANAUTAU |L_CyrZR ||
p e —
CI{REERZAK Unity \
TARTLA e 7n E,E.
ETILERER SToa 2H—
KinECt inect For
Arduino
o 35

2 Miku Miku Face DX
Fig. 2 Overview of Miku Miku Face
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