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Figure R1: Modeling results of different 3DMM methods.
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Figure R3: Illustration of the reasons why the eyes in the 1st and 5-th rows of
Figure 7 do not change. The reason is that the driving eyes do not change instead
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Figure R4: Eye driving case, closed eyes,
for the 1st and 5-th characters in Figure 7. artifacts occur.
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Stage 1: Global motion transfer
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Flgure R2: The landmark visual results onC

Figure R7: Texture artifacts in
other diffusion-based methods.
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Figure R8: Illustration of why texture
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1 Stage 2: Local motion transfer
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Figure R5: Illustration of our relative landmark motion transfer module.
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Figure R6: Comparisons with LivePortrait.
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