SORRARE Y 1500 fA RIS s e ST I 15 |

3XME ZHH2lE O] st 2,54 H|C|2 ofHlEl A 7| H!
AgA, 559
Fxsobr)S e ALEATE P AATA

{vsuh,wwoolmkjist.ac.kr

. MHE
HEY ey wsE g ol g Eale]
F7herA AlgEd ded] e HElg Bis 3o
ohxia)  flm,  SRETkelMd  vefAgeld ©
Rt fxagel FUR 27 Ansx Yo
ety , i EfolaE AlEREr} PRI A gdd
M o ERIEe Lowd gsasw £
Ale® HEE HFE FlEg FYoE  f3o)
sudEss 25 34 sjcle ojige] FAE o442
date 2 A48k S AokeEe),
o.#HE
2.5 Ad vide ejue 448 dyzos
#B7 s SES (penfl £ ol@dle] 3 39 ooy
7l FRE 7H od, a9 1 = FidaEss 948
Na, WFo=RE Alasp o4 g, O3 ookeha
d B4 BoiFa gl

a% 1. 949 A, dHosny Al g4
2o, Byd 93 %A |

OpeniL & ol @ste] 7H Fe] TR Solfedy
Haolgpy gl= FEH, Openil & ofgsie] Sl
Fhdatzbabal zEH Alole] ES WS Ba) A
=3b oue) Medabel 25 g digfe obupelTh
Axos M- Fids #gEsEeic. adn 34
5 = 30 oud 14 STl point clowd HEHIE
givfely Medolz] 245 2.5 A8 woe opviske]
Mymde noEc, o7 2 =4 B 5 259
dEre goyss W4 oldbelsl b =

Apolo} 4xa4-8 fdHom Holdhr]o} ofejE i,

of| el & A= Afele a5t
SE A2 {FEAM S ot q9 rEEE =,
Hogoh FHAz= e 4 AP HA e g

|2 olge gaser] e 7 AKISTIZ IR 5
BH21 AlE 2] =j4le] 2] 424,

AEAY S957] fEd, AL oF4 (53 &
Ei A3 AE Aloje] g @ Ay Malsg
o]}, wlHd EEE ol 8% HE A o FAdAz
4 ARE #HE + A g2, &%, dd |44

Aukez ety efEe] ALATE AdFEts Al
aff s

gick, =E®m,
I R

2RYE 67 2o

(b)

29 2. 2.52H4 H|He ojvle} (a) #uE AR
Hade] a0 2y Sha Fkgel Ayd 3 feleg
Befgt sdab, (b) 253l Wic]R epspeie] gl
g4

2 38 s 2,50 vide ofubeks] Ale] =B
o HelE HelFa gl

(a) (b)

(e

oy 3, e w@ 2.534 #jtje ol (a)
+157T, (b} 0T, {e} -15T

g oforgg o § l¥Ee] 2 =Ed4 Aug
ALeg ol HFEE uAE olfAe] FYol=
ouaEs 2.5 a4 slce opulsks] FE v
A B4do] Fhaich,

Aok Maws AdEs Agy, HFHes=
FHihe de gl g, o] A=Re

atoizie] 2 Mide ofulels] Helz AT
wedala, o|2EE FoArt §93E =9A sA
stabe] Bajst AbglAd AEEed wtdl #e E8o
Aeis s AEE 7 USE 25

=297~




25 !

2.5D Video Avatar generation using 3D camera
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