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Generating Face Textures for 3D Avatars from Photos

Dong-Hee Kim® Jong-Hyun Yoon* Jong-Seung Park™
Dept. of Computer Science and Engineering, University of Incheon

2 o

Bl A 948 AHgste] 314 obutEle 9 BARE YHHE 8L AN
oo9A UVW g Z1Ees AdgdAe Y 498 £Eos A4urh 2 e A48
9% AAEE R8T UVW Wol sigshs dan d4he 44ath Ats dam 44 ol
e LEN 58 AR J1Ed Pyel maa FaY e B384 glon 44 94
AAZE mAAEDG, 1B dad 44 AAEE 3L 2o WA FRol IFE FUo,
Ade WL 34U 2 4 FRE FEHA nE 9o FHe dAAE 44T 5
A AHO AT AA AT B ofd FRod Bt AL AL Assd Fojal
UVW Wl A%e 9% 9238 4459t 448 9238 Agstel 304 ez Ay
He A% ohte AFe) Aol FAAALL ¢ 4 AU

Moo} B 4y, A7 W2A. 379 ohule, AN G

ABSTRACT

In this paper, we propose a texture generation scheme for 3D avatars from three or
more human face photos. First, we manually mark image positions corresponding to
vertices of a given UVW map. Then, a face texture is automatically generated from the
photo images. The proposed texture generation scheme extremely reduces the amount of
manual work compared with the classical methods such as Photoshop-based schemes.
The generated textures are photorealistic since the textures fully reflect the naturalness
of the original photos. The texture creation scheme can be applied to any kind of mesh
structures of 3D models and mesh structures need not be changed to accommodate the
given textures. We created face textures from several triplets of photos and mapped
them to 3D avatar faces. Experimental results showed that visual realism of avatar faces
is much enhanced by the face textures.

Keywords : Texture generation, Face Texture, 3D Avatar, Real Image
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— Generating Face Textures for 3D Avatars from Photos—
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