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On The Deformation Of Human Skin
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Abstract

The modeling and animation of virtual
human have become a very important topic in
applications of character animation and
virtual reality. The approach usually consists
of bone layer, muscle layer, fat layer, and
skin layer, in which the most important layer
is the muscle layer because the shape change
isthe direct result of the muscle deformation.

In our method, muscles are modeled by
using the deformable cylinders formed by a
set of cross-sections. A simple mathematical
formula has been proposed to mode the
muscle deformation based on the property of
volume preserving. The skin deformation due
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to the muscle deformation is effectively
computed by utilizing the correspondence
between skin's control points and the points
on the underlying muscle or bone, and hence
provides a smooth skin deformation.

Keywords. Character animation, muscle-
skin modeling and deformation
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