House of Moves Develops Eye Tracking Process for Film and
Game Animation

Production-Proven Process Taps Electrooculography (EOG) to Provide Accurate Eye Movement and
More Realistic Digital Characters

Los Angeles, CA (November 7, 2011) - House of Moves (HOM), a leading motion capture and
animation service company, has developed a proprietary process using electrooculraphy (EOG) to
capture accurate eye movement for facial animation in films and video games. The process has
already been used on over six projects for several clients including EA.

HOM's eyeball tracking uses four electrodes affixed around the eyes of a performer to track ocular
muscle movement. That data drives accurate eye gaze information for animation, automating what
has typically been a tedious manual process.
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House of Moves’ Technical Supervisor DJ Hauck explains, “Lifelike eyes are one of the main hurdles to
overcoming the “uncanny valley” in video games and animated films. Being able to accurately track
eye movement with this process is having a significant impact on what animators are able to do. By
adding just four small electrodes to a facial capture marker setup, we are able to build very accurate
eyeball tracking into our facial capture performance sessions with very little addition hardware or time
spent in post processing.”

House of Moves utilizes customized hardware to gather EOG data from motion capture actors. The
HOM team then built custom tools to bring that data into Vicon’s Blade full performance capture




software to make the EOG data animation-ready. The detail and accuracy enabled by this process
allows animators to create more realistic digital characters for both games and film. HOM's eye
tracking process also has the potential for wider applications in the medical and military fields.

About House of Moves

House of Moves has been the go-to studio for film, television, game and commercial creatives for over
10 years and has recently worked on projects for clients including Microsoft, Activision, EA, Bandai,
Rockstar Games, Capcom, THQ, Naughty Dog Studios, SCEA, Bungie and others. In addition to the
HOM main stage, the 26,000 square-foot facility is also home to a full performance capture volume
capable of recording simultaneous high-quality audio with a capture session without any interfering
background noise. House of Moves is part of the OMG (Oxford Metrics Group - LSE: OMG), plc., family
of technology companies. http://moves.com/
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