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Continue to
add and
tweak.

Plan edge layout
to follow
musculature of
face for better
deformation.
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Can do UV

layo

painti

Ut

Nng,

sculpting as
well.

Default w|[7] Auto snap | Snap to closest along norm

(Retopo | UV_| Voxels [Render | |

X|

UV preview
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Refine untll
finished.
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Import .ob] S
. Could additionally work with texture,
Hc ~ displacement, and/or normal maps.
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FACs
(to inform rigging and performace tools)

Figure 2-1. Muscles underlying upper face Action Units.

Muscular Anatomy Muscular Action



FACs
(to inform rigging and performace tools)

Figure 4-1. Locations of lower face up/down action units

Muscular Anatomy Muscular Action




FACs
(to inform rigging and performace tools)

A4 RIow lowerng AU 7: Tightening of eyelids
AU 43: Closing eyes

AU 9: Wrinkling of nose

AU 6: Cheek raising
AU 10: Raising of upper lip

AU 12: Pulling at
corner lip

AU 25: Parting lips

Fig. 2 An example of facial action units associated with a prototypic expression of pain [ 79].

79. P. Lucey, J.E. Cohn, I. Matfhews, S. Lucey, S. Sridharan, J. Howlett, and K.M. Prkachin.
Automatically Detecting Pain in Video Through Facial Action Units. IEEE Transactions on
Systems, Man, and Cybernetics, Part B: Cybernetics, (99):1-11, 2010. 2, 3, 13, 14




FACSs

(to inform rigging and performace tools)

Upper Face Action Units
AUl AU2 AU4 AUS AU6
[ . A= M e|e ==
Inner.Brow Outer. s Brow Lowerer Uppe.:r e Cheek Raiser | Lid Tightener
Raiser Raiser Raiser
*AU41 *AU42 *AU43 AU44 AU45 AU46
o ,
S TfTRe ="r~Fo < ,.
Lip Droop Slit Eyes Closed Squint Blink Wink

Fig. 3 FACS action units (AU) for the upper face. From [24].

24. J. F. Cohn, Z. Ambadar, and P. Ekman. Observer-based measurement of facial expression
with the Facial Action Coding System. The handbook of emotion elicitation and assessment.
Oxford University Press Series in Affective Science., New York: Oxford., 2007. 4, 5



FACs

(to inform rigging and performace tools)

Lower Face Action Units
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i - ‘ s - | - . p ‘ ‘ | .2,
L —dh=JRE lh ? A3
— g '
Lip Tightener | Lip Pressor Lips Parts Jaw Drop | Mouth Stretch Lip Suck

Fig. 4 Action units of the lower face. From [24].
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Quick playblast test of blendshapes.
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