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A Study on Facial Modeling using Implicit Primitive
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" Abstract

Recently, in computer graphics, researches on 3D
animations have been very active. One of the
important research areas in 3D animation is
animation of human being. ‘Implici_t surface model
is convient for modeling objects composed of
complicated surface such as 3D characters and
liquids. Moreover, it can represent various forms
of surfaces using a relatively small amount of
data. In this paper, we propose a method of facial
model generation using Implicit Primitive.
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