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ABSTRACT

Techniques to recognize depth values using Kinect infrared projectors continue to evolve. Techniques to track human
movements are being developed from the Marcris method to the Bimarris method. Capture of facial movement using
Kinect has disadvantages that are not sophisticated. In addition, a method to control the gestures and movements on
the face in real time requires much research. Therefore, this paper proposes a technique to create natural 3D image
contents by studying technology to apply and control branding technology to extracted face recognition data using
Kinect infrared method.
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