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A study on the facial image synthesis using
texture mapping and shading effect
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ABSTRACT

Texture mapping is mostly used as an image synthesis method in the model-based coding system,
An image synthesis using this method uses only the texture information of a front face-view,
Therefore, when the model is rotated, texture mapping may produce an awkward image in point of
shading. In this paper, a new texture mapping method considering shading effect is studied, and
also the ear’s wireframe and changes of hair are suplemented for the roration. The experimental
results show that the proposed method yields the synthesized images with reasonably natural qual-

ity.
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