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rig deform

• Fundamental problem: static sequential pipeline
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• Skeleton extraction 
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      [Cornea et al. 07]  
      
• Automatic skinning
    Pinocchio [Baran and Popović 07]
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• Efficient local skin weights computation
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What happens if…



…the chordal axis is almost straight
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Add new point
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Error below threshold



Bones
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Thank you!


