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AnimE-Lise: Anime-like Exaggeration of Live-action Image using
Skeleton Structure

MAKO HIZUME"® TAKESHI NAEMURA™?

Abstract: In Japanese hand-drawn animations, perspective is often exaggerated by drawing close objects larger than the actual
scales. This exaggeration produces impressive pictures for human. Recently, a method that achieves this exaggeration effect in
3D CG, called E-IMPACT, has been proposed and it has shown that exaggerated perspective is effective and preferred even for
CG animations. However, this method can be used only for CG animations, and exaggeration for live-captured videos has not
been examined. In this paper, we propose a system of perspective exaggeration for live-action videos in real-time. Our system
uses human skeleton structures and depth information by Kinect for Windows v2. Using this 3D model information, we
synthesize an image from a pseudo-camera in a closer position and combine it into the original color image. Our system was
evaluated by 300 users in public exhibitions and we found a potential application of our system for digital signage.
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