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Reproduction of Insect Movement Using 2D Images

RYUNOSUKE INOUE!  YASUO KAWAI'!

Live2D is a technology that makes it possible to create three-dimensional animation expressions from two-dimensional illustration
images. However, depending on the motion created, the motion may be uncomfortable. In this study, we used Live2D to create
motions using photographs of insects to express realistic motions. In this paper, we compare the animations with real movies, and

clarify the reproducibility and issues.

1. [XC®HIC

INFEFTOEVE, 7=4—v 3 UEIEEML, 2 ke
DENT =A—valRA Ny TE—varT=A—3
VIREDFENTER TH o, L LT, 3 k3w
2—H 777 4 v 7 A BDCG) i EDT VX HAE W
TEREREIMLTWa. BITE, BCkie EOEREFLE L
T, 3DCGIZX BT VHNT = A— g U PIENERE /2
DNO2H 5N, 2 WD EITH oI, wER 3 Koo
EFARTT VT, B—3 g o7 EORWEIEENIE R
boLoTEY, 77, TOEEAKICEEERQHEN
B Ip o TUWND.

T, T=A—va MNEBEERO AR S, LB
DEEAEAT I 12D, 2 Wl at LA v—2317 LT, 7
=A== a VEERTD E Vo7, Live2D 72 E O N B
L. ZhblE, R=u LIl Y =T ENEZ2KRTD
ATAMED LI, REWMRRITEREZITH 2 LA R
RHEDThHDH., ZhbDEiteMnsZL7T, 4172
—XDOFREE L EIZ, ETT—N3IRTETNAERITO
T, REZML L CEEBAT I ERRE DT
B, bEDAA—TURERE, TAHNLEEMEICHREDD,
SARINTA VBT 0T 4 TREME R EORBANTE LAY
v ERBHD.

TIE TORITHRIZBW T, Live2D ORBUIEET 5
WL ONDRIZERH D . BE[IIE, ANIXy 727 X —DH
B e LT, Live2DICLAERRT —F % L1T, 3T
JEREDHEE Z1T-> TRBY, ZTOTHOBNETT> T\ 5.
F7=, RG22, Live2D IZ L2 Ax+ 7 7 7 — D5l
SLEFRBLE, 3DCG IZ LD 3 WunKBLEZ HRALFIEORE

Tl SR
Bunkyo University.

(©2021 Information Processing Society of Japan

HITHo TV 5.

AR THE, Live2D O 2 6 O8IZER L, A\W¥ v 7
78 —=DAFANTEHRL, BROGHEAZMHFEHL, Live2D
EFRHWNCT=A—varvziifi+s2&<T, V7740
HHWMEDORBNTRTHE0EMFL, HIETHEICA
CoEOMAE BN ET 5.

2. BA%

3. BARIREE

A B BA%EERBE & L T, Adobe Photoshop, CLIPSTUDIO,
Live2D Cubism Editor Zf# /] L 7=. Adobe Photoshop TlZ,
BHEARR 2L EIIRE LIEEEL D LI, AlEhifo S
—Y Iyt E{T-> 7. &I, CLIPSTUDIO # W T, THET

1 AvvaltU—FF I r—~—%BELIAA
N T TN
Figure.1 Blue Mountain Swallowtail with Mesh and Warp
Deformer Setup.
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Figure.2 Distortion of the Wing Pattern of a Tree Nymph
Butterfly Before (Left) and After (Right) Deformation.
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Figure.3 Blue Mountain Swallowtail in Flight Seen from the
Side View.
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