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3D Avatar software for video conference
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2. System Overview
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3. System Specification

3.1 Face Landmark Detector
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3.2.1 Avatar Controller
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3D coordiate
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Pw(x,y,z) = (Px»Py ,P;)
Table 3.2-1

% ® ¥ 2 World Reference /i &
(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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a = number of pixels bewteen the head and the camera (1080 in this case)
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(5) Mouth and Eye Aspect Ratio
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Reference: https://www.researcheate.net/figure/The-eye-aspect-ratio-is-practically-
identical-to-the-mouth-aspect-radio_fig22 323953620
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(6) Euler angle
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3.3 3D Avatar Model:
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3.4 Render Engine
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3.5 Virtual Camera Source
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4. Problem and Discussion
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5. Conclusion
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6. Project Progress and Management
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/. Thought and Reflection
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