
153 

Indeks  

 

0-10 
3D face modeling, 21 

3D modelling, 117 

3D scanning, 117 

 

A 
Action Unit, 17 

Algoritma, 22, 43, 50, 52, 53, 54 

Art direction, 67 

 

B 
Blendshape, 21, 23, 24, 53, 54, 55 

 

C 
Computer facial animation , 20 

Cross dissolve, 27 

Centroid, 81, 82, 84, 125, 126, 127, 130, 131, 132 

Constructive Solid Geometry, 119 

Curve Modeling, 119 

 

D 
Deformation based approaches, 21 

Differensial surface, 116 

 

 



154 

 

E 
Euclidean, 76, 78, 87 

Edge, 122 

 

F 
Facial Action Coding System, 17, 21, 25 

Facial animation editing, 21 

Facial animation transferring, 21 

Facial gesture generation .. , 21 

Facial rigging, 75, 76, 86 

Feature point, 76, 77, 78, 79, 81, 82, 83, 84, 125 

Feature-point nearest neighbour, 76 

Face, 122, 128 

Facial motion capture database, 114 

Frame, 128, 134 

 

G  
Great circle distance, 79, 84 

Gaussian, 89 

 

H 
Haversine, 78, 79, 80, 82 

 

I 
Inverse Multiquadric, 89 

Inverse Quadratic, 89 
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L 
LBS, 99, 111, 113, 114, 117, 113, 126, 129, 130, 132, 135 

Linear blend skinning, 99, 102, 108, 110, 116, 118, 113, 123, 125, 

134, 135 

Linear mapping, 66 

Linear Skinning, 116 

Local deformation, 130 

 

M 
Marker,  60, 61, 63, 64, 65, 72, 90, 92, 93, 94, 95, 96, 97, 98, 99, 

100, 101, 102, 103, 104, 105, 106, 107, 108, 109, 110, 111, 114, 

116, 117, 124, 127, 128 

Mass spring systems, 33 

Mesh, 22, 25, 27, 31, 33, 34, 35, 37, 38, 55, 57 

Morphing, 22, 25, 27, 28 

MPEG-4 facial animation . , 21 

Motion Capture, 59, 67, 72, 75, 77, 118 

Multiquadric, 89, 92 

Motion area, 130 

 

N 
Noise, 36 

Nearest neighbor, 76, 77, 78, 125 

Nearest neighbor clustering, 114 

NURBS, 119 

 

P 
Parameterizations, 21 

Performance-driven facial animation .. , 21 

Physics based muscle modeling, 21 

Pattern, 120 

Primitives geometry, 119 
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R 
Radial basis function, 24, 37, 38, 55, 60, 65, 89, 111 

RBF, 89, 90, 91, 92, 93, 96, 98, 99, 101, 103, 105, 107, 109, 110 

Rendering, 20, 119, 120 

Retargeting, 60, 61 

Realtime, 113 

 

S 
Skinning-deformation, 111 

Sculpt Modeling, 119 

Skeleton-subspace deformation, 116 

Skinning, 115, 123, 125 

Skinning geometry, 115, 123 

Skinning surface, 124 

Solid Geometry Modeling,  118 

Surface deformation, 116 

Shape, 21 

Shape interpolation, 21 

Slider, 22 

Spline, 22  

Scatter data interpolation .. , 64 

Spin image, 67 

 

T 
Template, 19 

Template matching, 19, 67 

Texturing, 120 

 

V 
Visemes, 44, 46, 47 

Visual speech animation, 21, 46 

Vertex, 122 
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W 
Weight paint, 115 

Weight paint area, 130 
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