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f, (x) = P1 + P1P2-Sin (x) + P2P3-( 1 - Cos(x) ) Origin b (X)=f, (X)

£ () = P1P2-Cos(x) + P2P3- sin(x) Tangent : by (x) =1, (X)

--_ ] Detaj Ied = 10 arithmetic operations total N_Ormal : by = P1P2xP2P3
Binormal : by (X) = b;(X) X by
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= Not seamless round shaped
« Slow evaluation

vxe[0..1]
f, (X) =P1l- (1-x)?+ P2:2:x-(1-x) + P3-x?
f,' () =P1-2-(x-1) + P2:2-(1-2-x) + P3-2-x

. " . 19 arithmetic operations total
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O Vertex = Spline — Bind partition

Twisted elbow Only one spline 400k polygons (unoptimized)
without collapse required as spine deformed at more than 30 fps !
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animated at 43 fps !
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Hardware:
Pentium IV 3.2 Ghz

/ Facial animation ) Nvidia GeForce 7800 GTX
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