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Non-Videorealistic Facial Animation using TVML

Tomoko Fujishima Issei Fujishiro

Graduate School of Humanities and Sciences
Ochanomizu University
2-1-1 Otsuka, Bunkyo-Ku, Tokyo 112-8610, Japan
tomo@imv.is.ocha.ac.jp, fuji@is.ocha.ac.jp

A great demand for the entertainment industry has been an incentive to conducting active
R and Ds in the area of human animation with fictitious characters. However, special knowl-
edge and expertise are still required for common users to create fascinating human animation
pieces. In this research, a focus is placed on the fact that a simple animation with ingeniously-
emphasized feature human motions can provide impressive information that may not readily
apprarent in those produced by using sophisticated techniques. The fact can lead to a new
paradigm termed non-videorealistic rendering (NVR). This atricle shows a first step toward the
concept by presenting a method for rendering a tongue in an NVR manner to make a TVML
character speak lively and expressively.
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