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1. INTRODUCTION

There are a number of approaches to producing visual speech and general facial movements, such as pose-based interpolation, concatenation of dynamic units, and physically-based modeling (see [13] for a review).

2. CONSTRAINT-BASED VISUAL SPEECH

A posture (viseme) for a phoneme is variable within and between speakers. It is affected by context (the so-called coarticulation effect), as well as by such things as mood and tiredness.
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3. INPUT DATA FOR THE RANGE CONSTRAINTS

In order to produce specific values for the range constraints described in the previous section, we need to define the visemes that are to be used and measure their visual shapes on real speakers. 
4. RESULTS

The Mexican-Spanish talking head was tested with the sentence “hola, ¿cómo estas?“. Figure 9 shows the results when the global acceleration constraint is varied. For the left column the global constraint is set at 0.03, whereas in the right column it is set at 0.004. Differences in the mouth opening can be observed in the two columns. 

Table 1. Mexican-Spanish viseme definition

	Phoneme
	Viseme name

	
	

	
	



Figure 1. Front and side view of the viseme 

5. CONCLUSIONS

We have produced a Mexican-Spanish talking head that uses a constraint-based approach to create realistic-looking speech trajectories. 
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