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Realistic Skin Rendering for 3D Facial Makeup

T

Sang—-Hoon LeeT, Hyeon-Joong Kim”, Soo-Mi Choi

ABSTRACT

Makeup simulation is a tool that tests various makeup methods on a virtual digital face using input
and display devices. Although several simulation systems supporting various makeup styles have been
recently developed, most systems have many limitations on realistic skin representations because they
use 2D facial images. We develope a realistic makeup simulation method which can control skin reflectance
and roughness parameters. The method allows a user to simulate makeup applications while changing
skin parameters using high-resolution facial data acquired by 3D scanners. Besides we use a point-based
shape representation which enables simple and flexible 3D rendering, and provide a more realistic makeup
simulation by applying different skin parameters on each part of the face.

Key words: 32319 9= W o] =% (3D Facial Makeup), 3% #@ T & (Skin Rendering), £ E
(Point-Based Rendering), ¥% ®WFALZ(Skin Reflectance)
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