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Facial animation production method based on depth images
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Optical iPhoneX
Key . .
Process o motion facial
animation
capture capture
Modeling v v
Texture 4 v
Rigging v v/
Capture 4 v
Key animating v
Lighting v
Rendering 4 v
Compositing v v/
V. 28

71 AZL B vls)), B =FollA] ARESE HHL =
ol ofyuo)ids A o] mulsl= d o] o 2
oS ZHAAL St} A ARt =] F2E Ve s
Azt 3d 2l Ao Ao on|R = Ee IR
&5 ARG At B =5 dARIe=R T)E
H g JRE B, us TR e de 548
UeRd <= 9l9dt) o= cGAlzF I o] n)s =2
AT ARES UE dESieh & 1 o w
[Phone x9] B3} Hejd Fhels 7Wtog Ad=
z1 AT dF EgiHo] 7Fsste], wE 24 37
AT dart A3 gict. sAl0, 7158 ofyuo]A U
ol AH AY wals B3| vig ol AMe-E 4
N, rigging A A BRSE 27] HAS ARl
A A 3AES v w23l o] 1 G824 olA skSch
F¢ 2dgo] CGAlZ, dlolEjAg] W] 55 7i4adske]
g workflowe] SJ=E =U

H

oS Lol

=

| QRGN

[1] Jiang Na, Liu Shao-long, Shi Feng, Zhou Zhong,
Unsupervised — Algorithm  of Real-time  Facial
Animation by Geometric Measurements, CHINESE
JOURNAL OF COMPUTERS, 11,2478-2491,2017

[2] Brian Cantwell, Paige Warner, Michael Koperwas,
Kiran Bhat, LM facial performance capture,
SIGGRAPH '16 ACM SIGGRAPH, Talks Article No, 26,
2016

[3] Code source: https://github.com





