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Abstract

In this paper, we propose a new method of
generating 3D face by using single frontal face
image and 3D generic face model. By using active
appearance model (AAM), the control points among
facial feature points were localized in the 2D input
face image. Then, the transform parameters of 3D
generic face model were found to minimize the error
between the 2D control points and the corresponding
2D points projected from 3D facial model. Finally,
3D face

was generated. We applied this 3D face to 3D game

by using the obtained model parameters,

framework and found that the proposed method

could make a realistic 3D face of game user.
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