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Abstract

Semi-automatic 3D modeling system of a character’s face

from color illustrations

Sayaka Kubouchi

In recent years, 3D computer graphics are widely used, e.g., many computer games
and movies. Moreover today, digital modeling and fabrication is becoming popular,
which means that more and more people create their works using 3D models. In con-
trast to increasing demands in 3DCG and 3D models, it’s difficult for people who don’t
have knowledge about a computer, graphics, mathematical theory, and how to use a
software, to make complicated 3D models.

Here we have proposed that semi-automatic 3D-modeling system of a character’s
face. The purpose of this study is to help making complicated 3D models from illustra-
tions of anime-ish characters. We estimate the shape of character’s face by two images,
character’s frontal face and side face. First, we detect character’s eyes from frontal face.
Next we find closed area in frontal face and fit ellipse to contour. We approximate
facial depth by regarding character’s face as half-ellipsoid. After that, we assign detail
of depth for eyes, nose, and mouth by eyes position and feature points calculated from
side face. Pupils of 3D models of an anime-ish character are made as dent in the model.
Finally, we generate the character’s 3D face model by gaussian smoothing. As a result
we were able to generate the 3D model with few user inputs under 500ms computational

time by the developed application based on proposed method.
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