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Skin defor mation method of 3D virtual human based on increasing sections
at joints

GAO Wei, GUO Jin, LIU De-shan

Computer and Information Technology Institute, Liaoning Normal University, Dalian, Liaoning
116081, China

Abstract

The real-time and realistic skin deformation of 3D virtual human is one of the most important research fields in computer
animation.A skin deformation method based on cross-sectional contour iswidely used because of its quick speed and good
continuity.But it is difficult to express the slight skin deformation at the joints whose freedom degree changes
largely.Thus, amethod of increasing the sections at such joints to express the dight skin deformation is introduced and it
gets anticipative effect. This method can solve the distortion problem of skin deformation at joints, and not reduce the real
time.ldeal skin deformation can be obtained by using this method.
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