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Simulation of Facial Expression with Wrinkles
Yosuke Bando' Takaaki Kuratate* Tomoyuki Nishita'
T The University of Tokyo i ATR

For generating realistic facial animation in CG, it is necessary to simulate expressive wrinkles
formed due to facial movement. However, these wrinkles were not considered, or dealt with as
textures in the previous works. Thus this paper proposes a method to generate wrinkles by
deforming geometric models of the face. It can rapidly generate and display facial expression with
wrinkles by deforming a mesh representing the face using specified parameters of muscles, skin
and wrinkles. Besides, setting these parameters is intuitive and easy. Display results and
comparison with the geometric data of the real face show that the wrinkles generated using the
proposed method not only make facial expression more realistic-looking but also simulate the real
wrinkles.
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