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3D morphable model face animation

A Morphable Model
for the
Synthesis of 3D Faces

Volker Blanz & Thomcas Veher

MPI for Biclogical Cybernetics
lubingen, Germany

http://www.youtube.com/watch?v=nice6NYb_ WA
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http://www.valley.ne.jp/~b-angel/morphing.html
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o HURIEZi#R: BfRCGIEETITANI VY, (B ERFEHRZFREGS,
1999.
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e KEETE: 57490 RNDEIE, HITH AR, 1995.
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e W. Schroeder et al.: The Visualization Toolkit: An Object-Oriented Approach
to 3D Graphics, Second Edition, Prentice Hall, Upper Saddle River, NJ, 1998.
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