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A Study on the Motion Graphics Character Facial Motion
Control System
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Abstract

Motion graphics are a digital communication tool that can effectively deliver intentional messages to
viewers as a visual image language based on advanced technology. In particular, character facial expression
motion is an important research issue in the field of visual media today, as it can trigger emotions in the
viewers to create empathy, which in turn strengthens the story. However, to produce high-quality results,
advanced specialized knowledge and skills are required, so in this paper, we proposed a character facial
expression motion control system for beginners. It is an integrated motion control system that combines
pinpoint settings based on facial expression theory and a slider controller. The results show that facial
expression motion control is possible with an integrated tree structure. In a simplified way, the complex
setup process was minimized, and various facial expressions of the character could be created with only a
few functions of motion graphics. Compared to the existing method, it is relatively easy to apply and
motion control, and the results are close. This system is expected to be valuable as basic data for
education and related research for beginners.
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[Fig. 1] Flowchart for character facial expression motion control system research
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[Table 1] Paul Ekman's 6 Universal Facial Expressions and Traits
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