20219 24 0jcjojgets] s st

3D 9922 o] X DEPIEES

kimyujin1088@gmail.com, pik@inha.ac.kr

Skin Reflectance Adjustment Dataset Generation using 3D Modeler

Yujin Kim, In Kyu Park

Department of Information and Communication Engineering, Inha University

@ o

wwoflde 2D oJujAl S oz ¥ 3D RHl2] AuS o] &3t mi v 3l Bap 945 RAEL ¢og

ALY e ARt uebd dF oJujx]2 ® Flickr-Faces-HQ HloJEjAlE o] &3l 3D =Hl2{o] Zupel

3 A 92 BUY HAxE 259 olF ol gl Wy vkl 9 £3b 04F FE D 4 A4 TUS AT

TebA ms g @45 2AESH] sl o 2at FhH2tE o] offl 2to]E AF o] (light stage)e} 2 4

fo] H&s 2AZ £ Qo FA mR £ 24 B AH|A 4igt AE S5t dot= 2Ue A
13

OJu[AIE AT & e W HolEAE Aot

geo] my Sao] ofg A7 ofe S2

D AZ oI 3D T UL A B opzy

B HAMO AUIA] @Eu 2Q7F Y2 otk
A 2o Z74A (augmented reality), ofuuolM, Jp}
ofufEre}  Z2 e ofZjAoldo] ojn & Fopt

R ATt 3AMY 4= B2YL 93| Blanz and Vetter [1]& 3D
Morphable Face Model & X202 A¢tstdct & =Boji:
3DMM €2 FAat w4 mtojgrt 42 ojojx]o] Mcop3
Jl8to 2 uME HAsE £ xAEC)

=3 ]%H mj 5.9 H“H’}
g 9t 5
= o2 =
(light stage)ollA] dlo|E|S
ARl Zioletet 292

SRR CEERES LENCL I

2D }

o
S~

o)

* 392 gy

>

B rlo

e 2

rlr ro

7

A3} otz 0|20l dole A
g dge oo
silel olel 9Ae Asdc
o] ohat

WIE WIS T3l Ao DU £ 188 283 (2
Al Y ghle Rt

A% qolsae Ao

A48 3D B E 2D oju|o]A 68 7o)
dAele Sl weolas

¢35l 3DMM Th7A

21 ool

3AY Az B il
Radial Basis Function 02 3 A4 sH=op3
Heop=3o] SHA FRESdh AlEeh Zlofofl oot
displacement map < AASHY 3 XY I EYS
dz YHe=RE Foft HES At Jﬂ#*ﬂﬂ

Aot YEYIE Ed) AHAAYLS HAFE A



20214 F=YS-ujtjol 3t sHAstet]

(a)

(b)

(c)

Flickr-Faces-HQ (FFHQ) [3] dlolgAle ohyst 9%
Uol2 © dZ oju]x] HojgAlez WA gAoz o]o]
ork. 2 =RoA Aotsh= HolEAle FFHQ ©lo]gAl

71dt0 2 Blender T2 129] Principled BSDF shader
o] g3 JAre AJAJstch. Principled BSDF shader 9] @4
ms uwhAle} =l specular Q49 mE  Exto} I
enel pE Q4

o rlo rS il o mu mo A &

transmission, mF gk} A

roughness £ Z274stth, oy Akl Q@4 (specular)
AMErAto] ofog EX HRAMEY Ed Q4 (transmission)2
we uAe o guol sRE: A mH) A% 4z
S50 2UY O 0 9 #E Zen [oot Zo] RYT 4L
19 s Zed. g% AA7] @4 (roughness)z £k %
FEALE Y5t mHO olNE AATIE RS o8 AJEAL
S5 Z7F 0 o4 0.01 A F7tsto] 0.1 7kA] A5t Fd=
Adst My AAZE 712 05 2 AAstL 0 oA 0.9 ¥E
Ao gtk 239 1 2 37 2455 25t A4e HlolH
oAlo]H (a) roughness = 0

28 0.2 4 0.8 7], (b)
specular ¥ (c¢) transmission 2 0 YE 0.02 A 0.08 7}x]

£7IN171 Aol

3. A%

o9

23

2 =2Ae AEE sl Flickr-Faces-HQ ClolE Al S
AR 3HITH 1024 x 1024 SjATE2 Zb7 9loo & 70,000 A
%ol 10,000 7ol chsf A& MYtk mB wHO AAY

(a) Input

(b) Diffuse BSDF shader (c) Principled BSDF shader

13 2. Diffuse BSDF shader 2}9] 8] x

2 2 E3]| Blender =g 7319] Diffuse BSDF shader
gt Autet vlusted & =wolA Aot W 4%
Bt (a) olujXle ¥ HEE  (b)et
|= 77} Diffuse BSDF shader ZAute} B =204 o
Principled BSDF shader Zafo|tt. (b)9o] 7% uizto]g
AAsER] Aotod ()= roughness & 0.5 &, specular
0.09 = BAg Zujolct. 2
A719) FholA (c)7h (b)Y wxt mjf7F AA A

57 WhatE] L ZGdo] A AIAAYHA I,

L

wlo  mju

olojx 2

o __ o
Q
o

r[o ru|o mu ok

i)
=
>

0.05 &, transmission 84AE
99}
SEXIRNPS

my



20214

2 Rl 93 2Ug 9§ 3D 2o Azl 3D
2L AAHE olg) U WASt £ 243 239 2D

golee Ao
oleg 97 A8

vl gol B 71E Wue e Fgstn
mj3 wheh Sato] chat dloje RES jAY 2 ck
axe 2
o =22 2021 UE AR/ SHLEAR) fUCE 33
Ardeel  AY¥e  wob 23" ATANRE-
2019R1A2C1006706). 0] =52 2021 AE Hu(Fehr|&HLE
Ao P02 HREA/|HYI A A AS Wot 2H A7

91(2020-0-01389, 912X 58 ATAE R

(1]

(2]

(3]

S
S
ol
Ey
L
e
a

Fued

V. Blanz and T. Vetter, “A morphable model for the
synthesis of 3D faces,” In Proc. of the 26th Annual
Conference on Computer Graphics and Interactive
Techniques, pp. 187-194, 1999.

J. Lee, 3D Face and Head Reconstruction with Geometric
Details using Deep Neural Networks, Master’s Thesis of
Inha University, Incheon, Korea, 2020.

T. Karras, S. Laine, and T. Alia, “A style-based generator
architecture for generative adversarial networks,” In Proc.
of IEEE Conference on Computer Vision and Pattern
Recognition, pp. 4401-4410, 2019.



