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Differences between hand animation
and computer animation
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Hand animator’s workdesk 3D animation software
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Hand-drawn character
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Geometry

Motion

Hand-drawn character
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Challenge: Inferring third dimension

Possible 3D points
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Challenge: Composite motion ambiguity
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Challenge: Artistic license
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Three-dimensional proxies with
different levels of detall
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User Input
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User Input
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markers bounding body parts similar depth information,
boxes time-warped via Dynamic

Time Warping
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Camera Estimation

Motion capture poses

Estimated camera

Hand drawings
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Depth compositing
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Depth compositing
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Depth compositing
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Hand-drawn Motion capture
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Ground truth

Output

Motion capture:
happy walk
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Summary

3D Polygonal shapes
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3D Polygonal shapes
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3D Polygonal shapes 3D Joint hierarchy skeleton
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3D Joint hierarchy skeleton
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3D Polygonal shapes
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physical simulation?
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Time warped
Hand-drawn motion capture
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