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•  More	
  precise	
  approxima;on	
  
–  EigenSkin	
  Correc;on	
  (EC)	
  [Kry	
  et	
  al.]	
  
–  Key	
  Point	
  Subspace	
  Accelera;on	
  

(KPSA)	
  [Meyer	
  and	
  Anderson]	
  

(results	
  on	
  model	
  #1	
  only,	
  refer	
  to	
  our	
  paper	
  for	
  more)	
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  Applica;ons	
  with	
  beper	
  performance	
  than	
  state	
  of	
  the	
  art	
  
methods:	
  
–  Animated	
  mesh	
  sequence	
  compression:	
  LS-­‐meshes,	
  MSLS	
  meshes	
  

–  Facial	
  data	
  compression:	
  Key	
  Point	
  Subspace	
  Accelera;on	
  	
  

×  Data	
  dependent	
  (data	
  driven	
  approach)	
  
×  Linear	
  deforma;on	
  model	
  

×  Local	
  op;mum	
  only	
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