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AniTalker: Animate Vivid and Diverse Talking Faces through
Identity-Decoupled Facial Motion Encoding

Anonymous Authors

Singe Portrait

Synthesized Videos

Figure 1: We introduce AniTalker, a framework that transforms a single static portrait and input audio into animated talking
videos with naturally flowing movements. Each column of generated results utilizes identical control signals with similar
poses and expressions but incorporates some random variations, demonstrating the diversity of our generated outcomes.

ABSTRACT

The paper introduces AniTalker, an innovative framework designed
to generate lifelike talking faces from a single portrait. Unlike ex-
isting models that primarily focus on verbal cues such as lip syn-
chronization and fail to capture the complex dynamics of facial
expressions and nonverbal cues, AniTalker employs a universal
motion representation. This innovative representation effectively
captures a wide range of facial dynamics, including subtle expres-
sions and head movements. AniTalker enhances motion depiction
through two self-supervised learning strategies: the first involves
reconstructing target video frames from source frames within the

Unpublished working draft. Not for distribution.

same identity to learn subtle motion representations, and the second
develops an identity encoder using metric learning while actively
minimizing mutual information between the identity and motion
encoders. This approach ensures that the motion representation
is dynamic and devoid of identity-specific details, significantly re-
ducing the need for labeled data. Additionally, the integration of a
diffusion model with a variance adapter allows for the generation
of diverse and controllable facial animations. This method not only
demonstrates AniTalker’s capability to create detailed and realistic
facial movements but also underscores its potential in crafting dy-
namic avatars for real-world applications. Synthetic results can be
viewed at https://anitalker.github.io.

CCS CONCEPTS

« Computing methodologies — Motion capture; Procedural
animation.

KEYWORDS

Talking Face, Self-supervised, Motion Encoding, Disentanglement
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1 INTRODUCTION

Integrating speech signals with single portraits [13, 18, 31, 42, 44, 56—
58] to generate talking avatars has greatly enhanced both the enter-
tainment and education sectors, providing innovative avenues for
interactive digital experiences. While current methodologies [34,
44, 54, 58, 59] have made notable strides in achieving synchronicity
between speech signals and lip movements, thus enhancing verbal
communication, they often neglect the critical aspect of nonverbal
communication. Nonverbal communication encompasses the trans-
mission of information without the use of words, including but not
limited to specific head movements, facial expressions, and blink-
ing. Research [33] indicates that these nonverbal cues are pivotal
in communicating.

The primary challenge lies in the inadequacy of existing models
to encapsulate the complex dynamics associated with facial motion
representation. Existing approaches predominantly employ explicit
structural representations such as blendshapes [3, 13, 32], landmark
coefficients [18, 45, 57], or 3D Morphable Models (3DMM) [7, 14, 25]
to animate faces. Designed initially for single-image processing,
these methods offer a constrained approximation of facial dynamics,
failing to capture the full breadth of human expressiveness. Recent
advancements [11, 24] have introduced trainable facial motion en-
coders as alternatives to conventional explicit features, showing
significant progress in capturing detailed facial movements. How-
ever, their deployment is often tailored for specific speakers [11] or
limited to the mouth region [24], highlighting a gap in fine-grained
motion representation that captures all varieties of facial dynamics.

A universal and fine-grained motion representation that is ap-
plicable across different characters remains absent. Such a repre-
sentation should fulfill three key criteria: capturing minute details,
such as minor mouth movements, eye blinks, or slight facial mus-
cle twitching; ensuring universality, making it applicable to any
speaker while removing identity-specific information to maintain
a clear separation between appearance and motion; and incorpo-
rating a wide range of nonverbal cues, such as expressions, head
movements, and posture.

In this paper, we introduce AniTalker. Our approach hinges
on a universal motion encoder designed to grasp the intricacies of
facial dynamics. By adopting the self-supervised learning paradigm,
we mitigate the reliance on labeled data, enabling our motion en-
coder to learn robust motion representations. This learning process
operates on dual levels: one entails understanding motion dynamics
through the transformation of a source image into a target image,
capturing a spectrum of facial movements, from subtle changes
to significant alterations. Concurrently, the use of identity labels
within the dataset facilitates the joint optimization of an identity
recognition network in a self-supervised manner, further aiming
to disentangle identity from motion information through mutual
information minimization. This ensures that the motion representa-
tion retains minimal identity information, upholding its universal
applicability.

To authenticate the versatility of our motion space, we integrate
a diffusion model and a variance adapter to enable varied generation
and manipulation of facial animations. Thanks to our sophisticated
representation and the diffusion motion generator, AniTalker is
capable of producing diverse and controllable talking faces.

Anonymous Authors

In summary, our contributions are threefold:

(1) We have developed universal facial motion encoders using
a self-supervised approach that effectively captures facial
dynamics across various individuals. These encoders fea-
ture an identity decoupling mechanism to minimize identity
information in the motion data and prevent identity leakage.

(2) Our framework includes a motion generation system that

combines a diffusion-based motion generator with a variance

adapter. This system allows for the production of diverse
and controllable facial animations, showcasing the flexibility
of our motion space.

Extensive evaluations affirm our framework’s contribution

to enhancing the realism and dynamism of digital human

representations, while simultaneously preserving identity.

—
SY)
=

2 RELATED WORKS

Speech-driven Talking Face Generation refers to creating talk-
ing faces driven by speech, We categorize the models based on
whether they are single-stage or two-stage. Single-stage models [34,
55, 58] generate images directly from speech, performing end-to-
end rendering. Due to the size constraints of rendering networks,
this method struggles with processing longer videos, generally
managing hundreds of milliseconds. The two-stage type [3, 11, 13,
18, 24, 31, 57] decouples motion information from facial appear-
ance and consists of a speech-to-motion generator followed by a
motion-to-video rendering stage. As the first stage solely generates
motion information and does not involve the texture information
of the frames, it requires less model size and can handle long se-
quences, up to several seconds or even minutes. This two-stage
method is known to reduce jitter [3, 11, 24], enhance speech-to-
motion synchronization [11, 13, 31, 57], reduce the need for aligned
audio-visual training data [3, 24], and enable the creation of longer
videos [18]. Our framework also employs a two-stage structure but
with a redesigned motion representation and generation process.
Motion Representation serves as an essential bridge between
the driving features and the final rendered output in creating talk-
ing faces. Current methods predominantly utilize explicit structural
representations, such as blendshapes [3, 13, 30], 3D Morphable Mod-
els (3DMMs) [25], or landmarks [45, 57]. These formats offer high
interpretability and facilitate the separation of facial actions from
textures, making them favored as intermediary representations in
facial generation tasks. However, due to the wide range of variabil-
ity in real-world facial movements, they often fail to capture the
subtle nuances of facial expressions fully, thus limiting the diversity
and expressiveness of methods dependent on these representations.
Our research is dedicated to expanding the spectrum of motion
representation by developing a learned implicit representation that
is not constrained by the limitations of explicit parametric models.
Self-supervised motion transfer approaches [29, 38, 41, 45,
46, 48, 51] aim to reconstruct the target image from a source image
by learning robust motion representations from a large amount
of unlabeled data. This significantly reduces the need for labeled
data. A key challenge in these methods is separating motion from
identity information. They primarily warp the source image us-
ing predicted dense optical flow fields. This approach attempts
to disentangle motion from identity by predicting distortions and
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Figure 2: The AniTalker framework comprises two main components: learning a universal motion representation and then
generating and manipulating this representation through a sequence model. Specifically, the first part aims to learn a robust
motion representation by employing metric learning (ML), mutual information disentanglement (MID), and Hierarchical
Aggregation Layer (HAL). Subsequently, this motion representation can be used for further generation and manipulation.

transformations of the source image. However, information leakage
occurs in practice, causing the target image to contain not just
motion but also identity information. Building on this observation,
we explicitly introduce identity modeling and employ the Mutual
Information Neural Estimation (MINE) [1, 4] method to achieve a
motion representation independent of identity.

Diffusion Models [19] have demonstrated outstanding per-
formance across various generative tasks [12, 17, 21, 36]. Recent
research has utilized diffusion models as a rendering module [2,
11, 24, 27, 37, 40, 42]. Although diffusion models often produce
higher-quality images, they require extensive model parameters
and substantial training data to converge. To enhance the genera-
tion process, several approaches [18, 25, 26, 30, 52] employ diffusion
models for generating motion representations. Diffusion models
excel at addressing the one-to-many mapping challenge, which is
crucial for speech-driven generation tasks. Given that the same
audio clip can lead to different actions (e.g., lip movements and
head poses) across different individuals or even within the same
person, diffusion models provide a robust solution for managing
this variability. Additionally, the training and inference phases of
diffusion models, which systematically introduce and then remove
noise, allow for the incorporation of noise during generation to fos-
ter diversity. We also use diffusion in conjunction with our motion
representation to further explore diversity in talking face genera-
tion.

3 ANITALKER FRAMEWORK
3.1 Model Overview

AniTalker contains two critical components: (1) Training a motion
representation that can capture universal face dynamics, and (2)
Based on the well-trained motion encoder from the previous step,
the generation or manipulation of the motion representation using
the user-controlled driving signal to produce the synthesised talking
face video.

3.2 Universal Motion Representation

Our approach utilizes a self-supervised image animation frame-
work, employing two RGB images from a video clip: a source image
I® and a target image I* (I € RFT*W>3), to serve distinct functions:
IS provides identity information, whereas I? delivers motion details.
The primary aim is to reconstruct I*. Due to the random selection
of frames, occasionally adjacent frames are chosen, enabling the
network to learn representations of subtle movements. As depicted
in Figure 2 (a), both the source and target images originate from
the same video clip. Through this self-supervised learning method,
the target image’s encoder is intended to exclusively capture mo-
tion information. By learning from frame-to-frame transfer, we can
acquire a more universal representation of facial motion. This repre-
sentation includes verbal actions such as lip movements, as well as
nonverbal actions, including expressions, posture, and movement.

To explicitly decouple motion and identity in the aforementioned
processes, we strengthen the self-supervised learning approach
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by incorporating Metric Learning (ML) and Mutual Information
Disentanglement (MID). Specifically:

Metric Learning. Drawing inspiration from face recognition [8,
43] and speaker identification [9], metric learning facilitates the
generation of robust identity information. This technique employs
a strategy involving pairs of positive and negative samples, aiming
to minimize the distance between similar samples and maximize it
between dissimilar ones, thereby enhancing the network’s ability
to discriminate between different identities. This process can also
proceed in a self-supervised fashion, with each iteration randomly
selecting distinct identities from the dataset. Specifically, the ap-
proach establishes an anchor (a) and selects a positive sample (p)
and a negative sample (n)—corresponding to faces of different iden-
tities—with the goal of reducing the distance (d) between the anchor
and the positive sample while increasing the distance between the
anchor and the negative samples. This optimization, depicted in Fig-
ure 2 (b), involves randomly selecting a different identity from a list
of candidates not belonging to the current person as the negative
sample. The optimization goal for this process is as follows:

Ly = max (0, d(a, p) — d(a, n) + margin)

Here, the margin is a positive threshold introduced to further
separate the positive and negative samples, thus improving the
model’s ability to distinguish between different identities.

Mutual Information Disentanglement. Although metric learn-
ing effectively constrains the identity encoder, focusing solely on
this encoder does not adequately minimize the identity information
within the motion encoder. To tackle this issue, we utilize Mutual In-
formation (MI), a statistical measure that evaluates the dependency
between the outputs of the identity and motion encoders. Given
the challenge of directly computing MI between two variables, we
adopt a parametric method to approximate MI estimation among
random variables. Specifically, we use CLUB [4], which estimates
an upper bound for MI. Assuming the output of the identity en-
coder is the identity latent z;; and the motion encoder’s output is
the motion latent z,,, our goal is to optimize the mutual informa-
tion I(E(z;4); E(zm)), where & denotes the learnable Multi-Layer
Perceptron (MLP) within CLUB. This optimization ensures that
the motion encoder primarily captures motion, thereby preventing
identity information from contaminating the motion space. This
strategy is depicted in Figure 2 (c).

In summary, by leveraging Metric Learning and Mutual Infor-
mation Disentanglement, we enhance the model’s capacity to ac-
curately differentiate between identity and motion while reducing
reliance on labeled data.

Hierarchical Aggregation Layer (HAL). To enhance the mo-
tion encoder’s capability to understand motion variance across
different scales, we introduce the Hierarchical Aggregation Layer
(HAL). This layer aims to integrate information from various stages
of the image encoder, each providing different receptive fields [23].
HAL processes inputs from all intermediate layers of the image en-
coder and passes them through an Average Pooling (AvgPool) layer
to capture scale-specific information. A Weighted Sum [50] layer
follows, assigning learnable weights to effectively merge informa-
tion from these diverse layers. This soft fusion approach enables the
motion encoder to capture and depict movements across a broad

Anonymous Authors

range of scales. Such a strategy allows our representations to adapt
to faces of different sizes without the need for prior face alignment
or normalization.

Specifically, the features following the AvgPool layer are denoted
as [my, my, ..., my], representing the set of averaged features, with
[w1, wa, ..., wy] as the corresponding set of weights, where n sym-
bolizes the number of intermediate layers in the image encoder.
These weights undergo normalization through the softmax func-
tion to guarantee a cumulative weight of 1. The equation for the
weighted sum of tensors, indicating the layer’s output, is formulated
asm = Y}, w; - m;. The softmax normalization process is mathe-

e

matically articulated as w; = S w; > ensuring the proportional
e

distribution of weights across t}jlelvarious layers. Subsequently, m
is fed into the motion encoder for further encoding.

Learning Objective. The main goal of learning is to reconstruct
the target image by inputting two images: the source and the target
within the current identity index. Several loss functions are utilized
during the training process, including reconstruction loss Lyecon,
perceptual 10ss Lyercep, adversarial loss Lgq,, mutual information
loss Lysz, and identity metric learning loss Lysr. The total loss is
formulated as follows:

Lmotion = Lrecon + MLpercep + A2Lgdy + A3Lair + AdLyip

3.3 Motion Generation

Once the motion encoder and image renderer are trained, at the
second stage, we can freeze these models. The motion encoder
is used to generate images, then video-driven or speech-driven
methods are employed to produce motion, and finally, the image
renderer carries out the final frame-by-frame rendering.

3.3.1 Video-Driven Pipeline. Video driving, also referred to face
reenactment, leverages a driven speaker’s video sequence I¢ =
[If, Ig, .. .,I?] to animate a source image I*, resulting in a video
that accurately replicates the driven poses and facial expressions. In
this process, the video sequence 14 is input into the motion encoder,
previously trained in the first phase, to extract the motion latent.
This latent, along with I°, is then directly fed, frame by frame, into
the image renderer for rendering. No additional training is required.
The detailed inference process, where the orange lines represent the
data flow during video-driven inference, is depicted in Figure 2 (e).

3.3.2  Speech-Driven Pipeline. Unlike video-driven methods that
use images, the speech-driven approach generates videos consistent
with the speech signal or other control signals to animate a source
image I®. Specifically, we utilize a combination of diffusion and
variance adapters: the former learns a better distribution of motion
data, while the latter mainly introduces attribute manipulation.
Diffusion Models. For generating motion latent sequences, we
utilize a multi-layer Conformer [16]. During training, we incorpo-
rate the training process of diffusion, which includes both adding
noise and denoising steps. The noising process gradually converts
clean Motion Latent M into Gaussian noise MT, where T represents
the number of total denoising steps in the diffusion process. Con-
versely, the denoising process systematically eliminates noise from
the Gaussian noise, resulting in clean Motion Latents. This itera-
tive process better captures the distribution of motion, enhancing
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Figure 3: Variance Adapter Block. Each block models a single
attribute and can be iterated multiple times, where N repre-
sents the number of attributes.

the diversity of the generated results. During the training phase,
we adhere to the methodology described in [19] for the DDPM’s
training stage, applying the specified simplified loss objective, as
illustrated in Equation 1, where t represents a specific time step
and C represents the control signal, which refers to either speech
or speech perturbed by a Variance Adapter (to be discussed in the
following section). For inference, considering the numerous itera-
tion steps required by diffusion, we select the Denoising Diffusion
Implicit Model (DDIM) [39]—an alternate non-Markovian noising
process—as the solver to quicken the sampling process.

Laifr = Erme [lle = é (M, 2,0)|1?] 1
Variance Adapter. The Variance Adapter [35] is a residual
branch connected to audio features, allowing optional control over
the speech signal. Originally proposed to mitigate the one-to-many
problem in Text-to-Speech (TTS) tasks, its architecture includes a
predictor and an encoder that use speech signals to predict attribute
representations. A residual connection is then applied between the
encoder output and the speech signals. During the Training Stage,
the encoder processes speech features in collaboration with the
predictor to minimize the L2 loss against a ground truth control sig-
nal. This includes incorporating an attribute extractor for targeting
specific attributes, such as employing a pose extractor (yaw, pitch,
roll) to control head posture during the audio generation process. In
the Inference Stage, the trained encoder and predictor can flexibly
synthesize speech with controlled attributes or operate based on
speech-driven inputs. The detailed structure is depicted in Figure 3.
Our approach extends previous works [11, 18] by incorporating
LSTM [15] for improved temporal modeling and introducing addi-
tional cues such as head position and head scale, which we refer to
as camera parameters. The architecture is detailed in Figure 3.
Learning Objective. The total loss comprises diffusion loss and
variance adapter loss, where K represents the number of attributes:

K

Lgen = Laiff + A Z Lvar,
k=1
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4 EXPERIMENTS

4.1 Experimental Settings

We utilizes three datasets: VoxCeleb [28], HDTF [56], and VFHQ [49].
Due to different processing approaches across these datasets, we
re-downloaded the original videos and processed them in a uni-
fied way. Specifically, our processing pipeline included filtering out
blurred faces and faces at extreme angles. It is noted that we did
not align faces but instead used a fixed detection box for each video
clip, allowing for natural head movement. This effort resulted in a
dataset containing 4,242 unique speaker IDs, encompassing 17,108
video clips with a cumulative duration of 55 hours. Details of this
filtering process are provided in the supplementary material. Each
video in these datasets carries a unique facial ID tag, which we used
as labels for training our identity encoder. We also reserved some
videos from HDTF for testing, following the test split in [55].

Scenario Setting We evaluate methods under two scenarios:
video-driven and speech-driven, both operating on a one-shot basis
with only a single portrait required. The primary distinction lies
in the source of animation: image sequences for video-driven and
audio signals for speech-driven scenarios. The detailed data flow
for inference is illustrated in Figure 2. Additionally, each scenario
is divided into two types: self-driven, where the source and target
share the same identity, and cross-driven, involving different iden-
tities. In speech-driven tasks, if posture information is needed, it is
provided from the ground truth. Moreover, for our motion genera-
tor, unless specified otherwise, we use a consistent seed to generate
all outcomes. To ensure a fair comparison, the output resolution
for all algorithms is standardized to 256 x 256.

Implementation Details In training the motion representa-
tion, our self-supervised training paradigm is primarily based on
LIA [46]. Both the identity and motion encoders employ MLPs. Our
training targets use the CLUB ! for mutual information loss, in
conjunction with AAM-Softmax [43]. This robust metric learning
method utilizes angular distance and incorporates an increased
number of negative samples to enhance the metric learning loss.
In the second phase, the speech encoder and the Motion Gener-
ator utilize a four-layer and a two-layer conformer architecture,
respectively, inspired by [11, 24]. This architecture integrates the
conformer structure [16] and relative positional encoding [6]. A
pre-trained HuBERT-large model [20] serves as the audio feature
encoder, incorporating a downsampling layer to adjust the audio
sampling rate from 50 Hz to 25 Hz to synchronize with the video
frame rate. The training of the audio generation process spans 125
frames (5 seconds). Detailed implementation specifics and model
structure are further elaborated in the supplementary materials.

Evaluation Metric For objective metrics, we utilize Peak
Signal-to-Noise Ratio (PSNR), Structural Similarity Index (SSIM) [47],
and Learned Perceptual Image Patch Similarity (LPIPS) [53] to
quantify the similarity between generated and ground truth im-
ages. Cosine Similarity (CSIM) ? measures facial similarity using a
pretrained face recognition. Lip-sync Error Distance (LSE-D) [5]
assesses the alignment between generated lip movements and the
corresponding audio. Regarding subjective metrics, we employ
the Mean Opinion Score (MOS) as our metric, with 10 participants

!https://github.com/Linear95/CLUB/
Zhttps://github.com/dc3eadf/vico_challenge_baseline
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Figure 4: Cross-Reenactment Visualization: This task involves transferring actions from a target portrait to a source portrait to
evaluate each algorithm’s ability to separate motion and appearance. Starting from the third column, each column represents
the output from a different algorithm. The results highlight our method’s superior ability to preserve fidelity in both motion

transfer and appearance retention.

rating our method based on Fidelity (F), Lip-sync (LS), Naturalness
(N), and Motion Jittering (MJ).

4.2 Video Driven Methods

Table 1: Quantitative comparisons with previous Face Reen-
actment methods.

Self-Reenactment Cross-Reenactment

PSNRT SSIMT LPIPS| CSIM{ SSIMT LPIPS| CSIMT

FOMM [38] 23.944  0.775 0.178 0.830 0.411 0.423 0.494
DPE [29] 27.239  0.861 0.151 0.912 0.445 0.410 0.567
MTIA [41] 28.435  0.870 0.122 0.929  0.393 0.456 0.448
Vid2vid [45]  27.659  0.870 0.115 0.924 0.410 0.401 0.553
LIA [46] 25.854  0.831 0.137 0.916 0.421 0.406 0.522
FADM [51] 26.169  0.849 0.147 0.916 0.445 0.399 0.574

AniTalker 29.071 0.905 0.079 0927 0.494 0.347 0.586

Method

Quantitative Results We benchmarked our approach against
several leading face reenactment methods [29, 38, 41, 45, 46, 51], all
employing variations of self-supervised learning. The results are
presented in Table 1. Due to the inherent challenges and the absence
of frame-by-frame ground truth in Cross-Reenactment (using an-
other person’s video for driving), the overall results tend to be lower
compared to Self-Reenactment (using the current person’s video).
In Self-Reenactment, our algorithm achieved superior results for
image structural metrics such as PSNR, SSIM, and LPIPS, validating

the effectiveness of our motion representation in reconstructing
images. Additionally, using the CSIM metric to measure face similar-
ity, we observed that the similarity between the reconstructed face
and the original portrait was the second highest, slightly behind
MTIA [41], illustrating our model’s identity preservation capabili-
ties. For Cross-Reenactment, where the portrait serves as ground
truth and considering cross-driven deformations, we focused on
high-level metrics: SSIM and LPIPS. Our method demonstrated
commendable performance. We also evaluated CSIM, which, unlike
self-reenactment, showed a significant improvement, achieving the
best results among these datasets. This highlights our algorithm’s
outstanding ability to disentangle identity and motion when driving
with different individuals.

Qualitative Results To highlight comparative results, we con-
ducted a cross-reenactment scenario analysis with different algo-
rithms, as presented in Figure 4. The objective was to deform the
source portrait using the actions of the target. Each row in the
figure represents a driving case. We observed that baseline methods
exhibited varying degrees of identity leakage, where the identity
information from the target contaminated the source portrait’s iden-
tity. For example, as demonstrated in the fourth row, the slim facial
structure of the driving portrait led to slimmer outcomes, which
was unintended. However, our results consistently preserved the
facial identity. Additionally, in terms of expression recovery, as evi-
dent in the first and third rows, our approach replicated the action
of opening the eyes in the source portrait accurately, creating a
natural set of eyes. In contrast, other algorithms either produced
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slight eye-opening or unnatural eyes. These qualitative findings
highlight the advantage of decoupling ability.

4.3 Speech-driven Methods

Table 2: Quantitative comparisons with previous speech-
driven methods. The subjective evaluation is the mean option
score (MOS) rated at five grades (1-5) in terms of Fidelity (F),
Lip-Sync (LS), Naturalness (N), and Motion Jittering (M]).

Subjective Evaluation Objective Evaluation (Self)

Method

MOS-F] MOS-LS] MOS-NT MOS-MJ] SSIM] CSIM] Syne-D]
MakeltTalk [59] 3.434 1.922 2.823 3.129 0.580 0.719 8.933
PC-AVS [58] 3.322 3.785 2.582 2.573 0.305 0.703 7.597
Audio2Head [44] 3.127 3.650 2.891 2.467 0.597 0.719 8.197
SadTalker [54] 3.772 3.963 2.733 3.883 0.504 0.723 7.967
AniTalker 3.832 3.978 3.832 3.976 0.671 0.725 8.298

Self Driven

Cross Driven

MakeItTalk

AniTalker

Audio2Head SadTalker

Audio Source: —---|||-||||--|||||----|||-||||-~||||----r---|||-||||--||||n-~|||-||||--||||.---~

Figure 5: Visual comparison of the speech-driven method in
self- and cross-driven scenarios. Phonetic sounds are high-
lighted in red.

We compare our method against existing state-of-the-art speech-
driven approaches, including MakeltTalk [59], PC-AVS [58], Au-
dio2Head [44], and SadTalker [54]. Quantitative results are pre-
sented in Table 2. From the subjective evaluation, our method con-
sistently shows improvements in fidelity, lip-sync accuracy, natu-
ralness, and a reduction in motion jittering, particularly noted for
the enhanced naturalness of movements. These advancements can
be attributed to our sophisticated universal motion representation.
The objective evaluation involves driving the image with its audio.
Compared to these methods, our approach shows significant im-
provements in SSIM and CSIM. However, our Sync-D metric shows
a decrease, which we believe is due to two main reasons: (1) we
do not use this metric as a supervisory signal, and (2) the Sync-D
metric focuses on short-term alignment and does not adequately
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represent long-term information that is more crucial for the com-
prehensibility of generated videos. This is also corroborated by the
qualitative results shown in Figure 5, highlighting our model’s
ability to produce convincingly synchronized lip movements to the
given phonetic sounds.

4.4 Ablation Study

Table 3: Quantitative comparisons of disentanglement meth-
ods and the HAL module in Self-Reenactment setting

Method ML MID HAL | PNSRT SSIMT CSIM1]

Baseline 25.854 0.849 0.916
Triplet [10] 26.455 0.860 0.911
AAM-Softmax [43] 27.922 0.894 0.923
AAM-Softmax + CLUB [4] 28.728 0.900 0.924
AniTalker v 29.071 0.905 0.927

SNENENEN
SNEN

4.4.1 Ablations on Disentanglement. To further validate the effec-
tiveness of our disentanglement between motion and identity, we
conducted tests using various methods. Initially, to evaluate the per-
formance of developing a reliable identity encoder using only Met-
ric Learning (ML) without Mutual Information Disentanglement
(MID), we assessed both Triplet loss [10] and AAM-Softmax [43].
Our results indicate that AAM-Softmax, an angle-based metric,
achieves superior outcomes in our experiments. Additionally, by
incorporating a mutual information decoupling module alongside
AAM-Softmax, we noted further improvements in results. This en-
hancement encouraged the motion encoder to focus exclusively on
motion-related information. These findings are comprehensively
detailed in Table 3.

Table 4: Different intermediate representations under the
Self-Reenactment setting. ‘Face Repr. is short for face rep-
resentation, and ‘Dim. represents the corresponding dimen-
sion.

Method Face Repr. Dim. PSNRT SSIMT CSIMT
EMOCA [7] 3DMM 50 20.911 0.670 0.768
PIPNet [22] Landmark 136 22.360 0.725 0.830
AniTalker Motion Latent 20 29.071 0.905 0.927

4.4.2 Ablation Study on Motion Representation. To compare our
motion representation with commonly used landmark and 3D Mor-
phable Model (3DMM) representations, we utilized 68 2D coordi-
nates [22] (136 dimensions) for the landmark representation and
expression parameters (50 dimensions) from EMOCA [7] for the
3DMM representation. In self-reenactment scenarios, all rendering
methods were kept consistent, and different features were used
to generate driven images. We observed several key points: (1) As
shown in Table 4, our learned representation exhibits a more com-
pact dimensionality, indicating a more succinct encoding of facial
dynamics. (2) Our video comparisons show that, unlike these ex-
plicit representations, our implicit motion representation maintains
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frame stability without the need for additional smoothing. This can
be attributed to our self-supervised training strategy of sampling
adjacent frames, which effectively captures subtle dynamic changes
while inherently ensuring temporal stability.

0.5

0.4

Weights

-.Il-l
7

8

_.@_’ 7

Image Encoder

Figure 6: The weights of motion representation from differ-
ent layers of the Image Encoder.

4.4.3 Ablations on HAL. To explore the significance of the Hier-
archical Aggregation Layer (HAL) in dynamic representations, we
conducted a series of ablation experiments focusing on the HAL
layer. The results showed that models incorporating the HAL layer
exhibited performance improvements, as detailed in the final row
of Table 3. To analyze the impact and importance of different HAL
layers on motion representation, we extracted and examined the
softmax-normalized weights of each layer (a total of 8 layers in our
experiment) in our Image Encoder as shown in Figure 6. It was found
that the weights of the last layer contributed most significantly,
likely because it represents global features that can effectively re-
cover most motion information. Notably, the fourth layer—situated
in the middle of the image encoder feature map—demonstrated a
local maximum. Considering the receptive field size of this layer’s
patch is similar to the size of eyes and approximately half the size
of the mouth, this finding suggests that the layer plays a potential
role in simulating areas such as the mouth and eyes. These results
not only confirm the pivotal role of the HAL layer in dynamic rep-
resentation but also reveal the deep mechanisms of the model’s
ability to capture facial movements of different scales.

5 DISCUSSION

Discussion on Universal Motion Representation Our inves-
tigations into the model’s ability to encode facial dynamics have
highlighted a universal representation of human facial movements.
As depicted in Figure 7, we observed that different individuals main-
tain consistent postures and expressions (such as turning the head
left, speaking with homophones, and closing eyes) at each point
within our motion space, demonstrating that our motion space
forms a Motion Manifold. This manifold facilitates the representa-
tion of a continuous motion space, enabling the precise modeling of
subtle facial feature variations and allowing for smooth transitions.
Additionally, by integrating perturbations through diffusion noise,
our model can simulate random, minute motion changes that align
with fundamental movement patterns, thus enhancing the diversity

Anonymous Authors

Turn Head Left

Speak with 4
Homophones ¢
i

Motion
Manifold

T |t e

Diversity

Eye Closed

Figure 7: Motion Manifold of the continuous motion space.

of generated expressions. These findings demonstrate that our mo-
tion representation has a robust capacity to capture and represent
a wide array of human facial movements.

Discussion on Generalization Ability Although our model is
trained on real human faces, it demonstrates the ability to generalize
to other images with facial structures, such as cartoons, sculptures,
reliefs, and game characters. This underscores the model’s excellent
scalability. We primarily attribute this capability to the complete
decoupling of identity and motion, which ensures that the model
grasps the intrinsic nature of facial movements, thereby enhancing
its generalization capability.

6 CONCLUSION

The AniTalker framework represents a significant advancement
in the creation of lifelike talking avatars, addressing the need for
a fine-grained and universal motion representation in digital hu-
man animation. By integrating a self-supervised universal motion
encoder and employing sophisticated techniques like metric learn-
ing and mutual information disentanglement, AniTalker effectively
captures the subtleties of both verbal and non-verbal facial dynam-
ics. The resulting framework not only achieves enhanced realism
in facial animations but also demonstrates strong generalization
capabilities across different identities and media. AniTalker sets
a new benchmark for the realistic and dynamic representation of
digital human faces, promising broad applications in entertainment,
communication, and education.

Limitation and Future Work While AniTalker shows promise
in generalizing motion dynamics, it still faces challenges. Our ren-
dering network generates frames individually, which can lead to
inconsistencies in complex backgrounds. Additionally, limited by
the performance of the warping technique, extreme cases where
the face shifts to a large angle may result in noticeable blurring
at the edges. Future work will focus on improving the temporal
coherence and rendering effects of the rendering module.

871
872
873
874
875
876
877
878
879
880
881
882
883
884
885
886
887
888
889
890
891
892
893
894
895
896
897
898
899
900
901
902
903
904
905
906
907
908
909
910
911
912
913
914
915
916
917
918
919
920
921
922
923
924
925
926
927
928



AniTalker: Animate Vivid and Diverse Talking Faces through Identity-Decoupled Facial Motion Encoding ACM MM, 2024, Melbourne, Australia

929 REFERENCES [24] Tao Liu, Chenpeng Du, Shuai Fan, Feilong Chen, and Kai Yu. 2024. DiffDub: 987

930 [1] Mohamed Ishmael Belghazi, Aristide Baratin, Sai Rajeswar, Sherjil Ozair, Yoshua Eer SO;—GIenig;;/;;ual DUbbi“fE gESi?g Inpal_ntinlgCRenderer Wit};DiffuéonSAutoh- 988

o0 Bengio, Aaron Courville, and R Devon Hjelm. 2018. Mutual Information Neural neoder. in 2024-2024 nternational Conference on Acoustics, Speec 020

31 ati ; ; ; : and Signal Processing (ICASSP). IEEE, 3630-3634. 989

y Estimation. In International Conference on Machine Learning (ICML) (Proceedings 251 Yifena Ma. Shivei ZE: o W > iane W i 7h d Zhid

932 of Machine Learning Research, Vol. 80), Jennifer Dy and Andreas Krause (Eds.). (25] Dle;l;gZO;é Di‘::rlntallifl\%\,/gll:r)lll;xpliielliveli’l;iingazféd lglzgnyeiatioar?;gr;:;s i fflu:igﬁ 990

933 PMLR, 531-540. SR, C v . ] 991

034 [2] Dan Bigioi, Shubhajit Basak, Michat Styputkowski, Maciej Zieba, Hugh Jordan, 2% gﬁ?bablhﬁc r;f)dels. agf’v greprmt ar)gﬁ2312'9976££202§)' 7h 4 7h 992
Rachel McDonnell, and Peter Corcoran. 2024. Speech driven video editing via [26] L lyzli)azr; Da"ffSlaniyu» S U, hugjl}n QléD Fe“%‘znx ;:f))ﬂan%h Dé‘?g’ an T en

935 an audio-conditioned diffusion model. Image and Vision Computing 142 (2024), €1. c0aa. Dillopeaker: speech-Driven S5U Facial Animation with Diftusion trans- 993

036 104911, forme.llr; l\adr)iz]: preg}rlmt arX;v:i402.057}2 (20?;1) » A Ab . 004
[3] Qi Chen, Ziyang Ma, Tao Liu, Xu Tan, Qu Lu, Kai Yu, and Xie Chen. 2023. [27] Soumik Mukhopadhyay, Saksham Suri, Ravi Teja Gadde, an inav Shrivastava.

937 . B : : : 2024. Diff2lip: Audio conditioned diffusion models for lip-synchronization. In 995

Improving few-shot learning for talking face system with tts data augmentation. D'E lip: Audi diti ) d diffusi del f' ll_p ynchronizati : 41

938 In ICASSP 2023-2023 IEEE International Conference on Acoustics, Speech and Signal Proceedings of the IEEE/CVF Winter Conference on Applications of Computer Vision. 996

939 Processing (ICASSP). IEEE, 1-5. (28] izrgsij;()az' . . ) 997
grani, Joon Son Chung, and Andrew Zisserman. 2017. Voxceleb: a

[4] Pengyu Cheng, Weituo Hao, Shuyang Dai, Jiachang Liu, Zhe Gan, and Lawrence

940 Carin. 2020. Club: A contrastive log-ratio upper bound of mutual information. In

large-scale speaker identification dataset. arXiv preprint arXiv:1706.08612 (2017). 998
Youxin Pang, Yong Zhang, Weize Quan, Yanbo Fan, Xiaodong Cun, Ying Shan, and

941 International Conference on Machine Learning (ICML). PMLR, 1779-1788. (29 k / ; 999
[5] Joon Son Chung and Andrew Zisserman. 2017. Out of time: automated lip sync Dong-mlng Y?“‘ 2‘0'23' Dpe: Dlsent'anglement of pose and expression for general
942 in the wild. In Asian Conference on Computer Vision (ACCV) Workshops. video portrait editing. In Proceedings of the IEEE/CVF Conference on Computer 1000
943 [6] Zihang Dai, Zhilin Yang, Yiming Yang, Jaime Carbonell, Quoc V Le, and Ruslan Vision and Pattern Recognition. 427-436. . . . 1001
944 Salakhutdinov. 2019. Transformer-xl: Attentive language models beyond a fixed- (30] Inkyu Rark a'nd ]a.ewo'ong Cho_. 2023. sAlD: Speech-drwen Blendshape Facial 1002
length context. Proceedings of the 57th Annual Meeting of the Association for Amrpatlon Wlth Dlﬁugon arXiv preprm't arXiv:2401.08655 (2023). .
945 Computational Linguistics (2019). [31] Se Jin Park, Minsu Kim, Jeongsoo Choi, and Yong Man Ro. 2024. Exploring 1003
946 [7] Radek Danécek, Michael J Black, and Timo Bolkart. 2022. Emoca: Emotion driven Ph‘?“““ Context-Aware Lip-Sync For Talking Fa§e Generation. 1004
047 monocular face capture and animation. In Proceedings of the IEEE/CVF Conference (32] Z'1q1a0 Peng, Hgoyu Wu, Zhenbo Song, Hao Xu, Xlangyu Zhu, Jup He, Hongyan 1005
on Computer Vision and Pattern Recognition. 20311-20322. Liu, and Zhaoxin Fan. 2023. Emotalk: Speech-driven emotional disentanglement :
948 [8] Jiankang Deng, Jia Guo, Niannan Xue, and Stefanos Zafeiriou. 2019. Arcface: for 3d face animation. In Proceedings of the IEEE/CVF International Conference on 1006
949 Additive angular margin loss for deep face recognition. In Proceedings of the Computer Vision. 20687-20697. o 1007
950 IEEE/CVF conference on computer vision and pattern recognition. 4690-4699. (33] Deepika Phutela.‘ 2015. The importance of non-verbal communication. IUP 1008
’ [9] Brecht Desplanques, Jenthe Thienpondt, and Kris Demuynck. 2020. ECAPA- ]ourna'l of Soft Skills 9, 4 .(2015)’ 43. . . .
951 TDNN: Emphasized Channel Attention, Propagation and Aggregation in TDNN [34] KR Prajv'val etal. 2020. A lip sync expert is all you ne.ed for speech to lip generation 1009
052 Based Speaker Verification. (2020). in the wild. In Proceedings of the 28th ACM international conference on multimedia 1010
[10] Xingping Dong and Jianbing Shen. 2018. Triplet loss in siamese network for (ACM MM). . )
953 object tracking. In Proceedings of the European conference on computer vision (35] Y} Ren, Chenxu Hu, Xu Tan, Tao Aan, She_ng Zhao, Zhou Zhao, and T1e—Yap 1011
954 (ECCV). 459-474. Liu. 2920. Fa.stspeech 2: Fast and high-quality end-to-end text to speech. arXiv 1012
055 [11] Chenpeng Du, Qi Chen, Tianyu He, Xu Tan, Xie Chen, Kai Yu, Sheng Zhao, P”R”M arXiv:2006.04558 (2020). . . 1013
and Jiang Bian. 2023. DAE-Talker: High Fidelity Speech-Driven Talking Face [36] Robin Rombach, Andreas Blattmann, Dominik Lorenz, Patrick Esser, and Bjérn
956 Generation with Diffusion Autoencoder. Proceedings of the 31th ACM International Ommer. 2022. High-resolution image synthesis with latent diffusion models. In 1014
057 Conference on Multimedia (ACM MM) (2023). Proceedings of the IEEE/CVF conference on computer vision and pattern recognition. 1015
05 [12] Chenpeng Du, Yiwei Guo, Feiyu Shen, Zhijun Liu, Zheng Liang, Xie Chen, Shuai 1068‘%710695' . o . . 101
8 Wang, Hui Zhang, and Kai Yu. 2024. UniCATS: A unified context-aware text-to- (37] Shual Shen, Wenhang Zhao, Zlbm Meng’ Wanhua Li, Zheng Zhu, Jie Zhou, land 6
959 speech framework with contextual vq-diffusion and vocoding. In Proceedings of Jiwen Iju' 2023. lefTalk: Craftlr}g Diffusion Models for Generalized Audlo-qu{en 1017
060 the AAAI Conference on Artificial Intelligence, Vol. 38. 17924-17932. Portraits Animation. In Proceedings of the IEEE/CVF Conference on Computer Vision 1018
[13] Yingruo Fan, Zhaojiang Lin, Jun Saito, Wenping Wang, and Taku Komura. 2022. an'd Pattern I'?ecog{utlon, (CVPR). . o .
961 [38] Aliaksandr Siarohin, Stéphane Lathuiliére, Sergey Tulyakov, Elisa Ricci, and Nicu 1019

Faceformer: Speech-driven 3d facial animation with transformers. In Proceedings i i : - X :
962 of the IEEE/CVF Conference on Computer Vision and Pattern Recognition (CVPR). Sebe. 2019. First or(lier motion model for image animation. Advances in neural 1020
[14] Yao Feng, Haiwen Feng, Michael J Black, and Timo Bolkart. 2021. Learning an z‘nfor‘matton P”’““’”g systems 32 (2019). . X i
animatable detailed 3D face model from in-the-wild images. ACM Transactions (39 Jlam%“g Song, Chenlin Mel?g, and Stefano Ermon. 2020' Den‘”smg Diffusion
964 on Graphics (ToG) 40, 4 (2021), 1-13. Implicit Models. In International Conference on Learning Representations (ILCR). 1022

963 1021

965 [15] Alex Graves and Alex Graves. 2012. Long short-term memory. Supervised sequence [40] Micha}l StYPUIkOWSki’ Konstantinos Vougioukas, SF" He, Maciej Zigba, Stavros 1023
labelling with recurrent neural networks (2012), 37-45. Petridis, and Maja Pantic. 2024. Diffused heads: Diffusion models beat gans on
%6 [16] Anmol Gulati et al. 2020. Conformer: Convolution-augmented transformer talking-face generation. In Proceedings of the IEEE/CVF Winter Conference on 1024
967 for speech recognition. Conference of the International Speech Communication Applzcatlonf ofComput?r Vision. 5091-5100. . . 1025
068 Association (InterSpeech) (2020). [41] Jiale Tao, Biao Wang, Tiezheng Ge, Yuning Jiang, Wen Li, and Lixin Duan. 2022. 1026
[17] Yuwei Guo, Ceyuan Yang, Anyi Rao, Yaohui Wang, Yu Qiao, Dahua Lin, and Bo Motion Transformer for Unsupervised Image Animation. In European Conference
969 Dai. 2023. Animatediff: Animate your personalized text-to-image diffusion models on COT"R uter V"ision. Springer, 702-719. . . 1027
970 without specific tuning. The International Conference on Learning Representations [42] lem Tian, Q1.Wang, Ba“g Zhang, :‘md. waeng Bo. 2024‘ E‘MO: Emot‘e Portrait 1028
(ICLR) (2023) Alive - Generating Expressive Portrait Videos with Audio2Video Diffusion Model
971 . s T, 1029
[18] Tianyu He, Junliang Guo, Runyi Yu, Yuchi Wang, Jialiang Zhu, Kaikai An, Leyi under Weak Cpndltlons. aerv.2402.'17485 [CS-CY] . . .
972 Li, Xu Tan, Chunyu Wang, Han Hu, HsiangTao Wu, Sheng Zhao, and Jiang Bian. [43] Feng Wang, Jian C}'leng,' Weiyang Liu, and Haijun Liu. 2018. Additive margin 1030
973 2024. GAIA: Zero-shot Talking Avatar Generation. softmax for face‘venﬁcatl?n‘ IEEE Signal Prgcessmg Letters 25,7 (2018), 9?6—9304 1031
[19] Jonathan Ho, Ajay Jain, and Pieter Abbeel. 2020. Denoising diffusion probabilistic [44] Suzhen Wang, Lincheng Li, Y“ Ding, Chang]lg Fan,.and Xin Yu. 2021. AuAdmZhead:
974 models. Advances in neural information processing systems (2020). Audio-driven one-shot talking-head generation with natural head motion. Inter- 1032
975 [20] Wei-Ning Hsu, Benjamin Bolte, Yao-Hung Hubert Tsai, Kushal Lakhotia, Rus- n{ztional Joint Conference on Artificial I'ntelligen'ce (IJCAD (2021). . 1033
976 lan Salakhutdinov, and Abdelrahman Mohamed. 2021. Hubert: Self-supervised [45] ng—Chun Wang, Arun Mallyaj and Ming-Yu Liu. 2021. Onejshot free-view neu- 1034
speech representation learning by masked prediction of hidden units. IEEE/ACM ral talking-head synthe51§ for video conferencmg: In Proceedings of the IEEE/CVF
o Transactions on Audio, Speech, and Language Processing (TASLP) (2021). confer?nce on computer vision a’fd pattern recognition. 10039-10049. 1035
978 [21] LiHu, Xin Gao, Peng Zhang, Ke Sun, Bang Zhang, and Liefeng Bo. 2023. Ani- [46] YaOh}ll Wang,_ Di Yang, FraQCOIS Bre.mond,' and Ant_ltza Dantcheva. 20_22' ‘La- 1036
979 mate anyone: Consistent and controllable image-to-video synthesis for character tent image animator: Learning to animate images via latent space navigation. 1037
animation. arXiv preprint arXiv:2311.17117 (2023). Proceedings of the International Conference on Learning Representations (2022). -
980 [22] Haibo Jin, Shengcai Liao, and Ling Shao. 2021. Pixel-in-pixel net: Towards efficient [47] ZhOL" Wang, Alan C Bovik, Ham}?‘ Bshelkh’ and Eero‘P §1moncelll. 2004. Imgge 1038
081 facial landmark detection in the wild. International Journal of Computer Vision quality assessment: from error visibility to structural similarity. IEEE transactions 1039
129, 12 (2021), 3174-3194 on image processing 13, 4 (2004), 600-612.
982 4 ’ ) ivi i i . 040
[23] Tsung-Yi Lin, Piotr Dollar, Ross Girshick, Kaiming He, Bharath Hariharan, and (48] Olivia Wlles, A Koepke,' and Andrew leserrr}an. 2018. X2face: A network_ for !
983 Serge Belongie. 2017. Feature pyramid networks for object detection. In Proceed- controlling face generation using Images, e}udlo, and pose codes. In Proceedings 1041
984 ings of the IEEE conference on computer vision and pattern recognition. 2117-2125. of the European conference on computer vision (ECCV). 670-686. 1042
[49] Liangbin Xie, Xintao Wang, Honglun Zhang, Chao Dong, and Ying Shan. 2022.
985 Vthq: A high-quality dataset and benchmark for video face super-resolution. In 1043

986 1044


https://arxiv.org/abs/2402.17485

1045
1046
1047
1048
1049
1050
1051
1052
1053
1054
1055
1056
1057
1058
1059
1060
1061
1062
1063
1064
1065
1066
1067
1068
1069
1070
1071
1072
1073
1074
1075
1076
1077
1078
1079
1080
1081
1082
1083
1084
1085
1086
1087
1088
1089
1090
1091
1092
1093
1094
1095
1096
1097
1098
1099
1100
1101

1102

ACM MM, 2024, Melbourne, Australia

Proceedings of the IEEE/CVF Conference on Computer Vision and Pattern Recognition.
657-666.

Shu-wen Yang, Po-Han Chi, Yung-Sung Chuang, Cheng-I Jeff Lai, Kushal Lakho-
tia, Yist Y Lin, Andy T Liu, Jiatong Shi, Xuankai Chang, Guan-Ting Lin, et al.
2021. Superb: Speech processing universal performance benchmark. Conference
of the International Speech Communication Association (InterSpeech) (2021).
Bohan Zeng, Xuhui Liu, Sicheng Gao, Boyu Liu, Hong Li, Jianzhuang Liu, and
Baochang Zhang. 2023. Face Animation with an Attribute-Guided Diffusion
Model. In Proceedings of the IEEE/CVF Conference on Computer Vision and Pattern
Recognition. 628-637.

Chenxu Zhang, Chao Wang, Jianfeng Zhang, Hongyi Xu, Guoxian Song, You
Xie, Linjie Luo, Yapeng Tian, Xiaohu Guo, and Jiashi Feng. 2023. DREAM-
Talk: Diffusion-based Realistic Emotional Audio-driven Method for Single Image
Talking Face Generation. arXiv preprint arXiv:2312.13578 (2023).

Richard Zhang, Phillip Isola, Alexei A Efros, Eli Shechtman, and Oliver Wang.
2018. The unreasonable effectiveness of deep features as a perceptual metric.
In Proceedings of the IEEE conference on computer vision and pattern recognition
(CVPR).

Wenxuan Zhang, Xiaodong Cun, Xuan Wang, Yong Zhang, Xi Shen, Yu Guo, Ying
Shan, and Fei Wang. 2023. SadTalker: Learning Realistic 3D Motion Coefficients

Anonymous Authors

for Stylized Audio-Driven Single Image Talking Face Animation. In Proceedings of
the IEEE/CVF Conference on Computer Vision and Pattern Recognition. 8652-8661.
Zhimeng Zhang et al. 2023. DINet: Deformation Inpainting Network for Realistic
Face Visually Dubbing on High Resolution Video. Thirty-Seventh AAAI Conference
on Artificial Intelligence (AAAI) (2023).

Zhimeng Zhang, Lincheng Li, Yu Ding, and Changjie Fan. 2021. Flow-guided
one-shot talking face generation with a high-resolution audio-visual dataset. In
Proceedings of the IEEE/CVF Conference on Computer Vision and Pattern Recognition
(CVPR).

Weizhi Zhong, Chaowei Fang, Yinqi Cai, Pengxu Wei, Gangming Zhao, Liang
Lin, and Guanbin Li. 2023. Identity-Preserving Talking Face Generation with
Landmark and Appearance Priors. In Proceedings of the IEEE/CVF Conference on
Computer Vision and Pattern Recognition (CVPR).

Hang Zhou, Yasheng Sun, Wayne Wu, Chen Change Loy, Xiaogang Wang, and
Ziwei Liu. 2021. Pose-controllable talking face generation by implicitly modu-
larized audio-visual representation. In Proceedings of the IEEE/CVF conference on
computer vision and pattern recognition (CVPR).

Yang Zhou, Xintong Han, Eli Shechtman, Jose Echevarria, Evangelos Kalogerakis,
and Dingzeyu Li. 2020. Makelttalk: speaker-aware talking-head animation. ACM
Transactions On Graphics (TOG) (2020).

1103
1104
1105
1106
1107
1108
1109
1110
1111
1112
1113
1114
1115
1116
1117
1118
1119
1120
1121
1122
1123
1124
1125
1126
1127
1128
1129
1130
1131
1132
1133
1134
1135
1136
1137
1138
1139
1140
1141
1142
1143
1144
1145
1146
1147
1148
1149
1150
1151
1152
1153
1154
1155
1156
1157
1158
1159

1160



	Abstract
	1 Introduction
	2 Related Works
	3 AniTalker Framework
	3.1 Model Overview
	3.2 Universal Motion Representation
	3.3 Motion Generation

	4 Experiments
	4.1 Experimental Settings
	4.2 Video Driven Methods
	4.3 Speech-driven Methods
	4.4 Ablation Study

	5 Discussion
	6 Conclusion
	References

