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Realistic Virtual Humans
for VR and Medicine

Abstract:

Digital models of humans are frequently used in
computer games or the special effects movie industry.
In this talk I will first describe how to efficiently
generate realistic avatars through 3D-scanning and
template fitting, and demonstrate their advantages
over generic avatars in virtual reality scenarios. Medical
applications can also benefit from virtual humans. In
the context of craniofacial reconstruction | will show
how digital head models allow us to estimate possible
face shapes from a given skull, and to estimate a

person's skull from a surface scan of the face.
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