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3D Avatar software for video conference
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(Unit: Pixel)

Organ Px Py Pz

Nose 0 0 0

Chin 0 -300 -50
Left Eye 200 150 -130
Right Eye -200 150 -130
Mouth (Left corner) 150 -150 -130
Mouth (Right corner) -150 -150 -130
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R = R(a)R(B)R(y)

1 0 0
R(a) = [IJ cos(a) —sin(a)

0 sin(a) cos(o)

cos(f) 0 sin(f)
R(B) = I 0 1 0
—sin(f) 0 cos(f)

cos(y) —sin(y) 0
R(y) = [sin{}’} cos(y) 0
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Image[1] https://drive.google.com/file/d/1GIpl5bubg_tmhamcE6olsgT0azVBN_ng/view
Image[2] https://ithelp.ithome.com.tw/m/articles/10239600
Image[3] https://www.researchgate.net/figure/The-eye-aspect-ratio-is-practically-identical-to-the-mouth-aspect-radio_fig22 323953620
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Reference :

Google Mediapipe Face Mesh Solutions : https://google.github.io/mediapipe/solutions/face _mesh.html
Blender : https://www.blender.org/

Open Broadcast Software : https://obsproject.com/
Avatar Model : https://studio.blender.org/characters/5718a967c¢379cf04929a4247/v1/
Image[4] : https://www.digitalcameraworld.com/buying-guides/the-best-webcam-for-home-working
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