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A. Implementation Details

We implement our model on top of the official Style-
GAN?2 [9] and the PyTorch release of Deep3DFaceRecon [2].
FR and RDR are both part of Deep3DFaceRecon [2] and G
and D are part of StyleGAN2 [9]. We use the dataset tool
provided in Deep3DFaceRecon [2] to realign FFHQ [8] so
that image x aligns with 3DMM representation rep.

StyleGAN2 backbone. We follow the latest findings in
StyleGAN3 [7] and omit several insignificant details to
simplify StyleGAN?2 [9]. We remove mixing regularization
and path length regularization. The depth of the mapping
network is decreased to 2, as recommended by Karras et
al. It is also noticed that decreasing the dimensionality of
z while maintaining the dimensions of w is beneficial [14].
Therefore, we reduce the dimensions of z to 64. All details
are otherwise unchanged, including the network architecture,
equalized learning rate, minibatch standard deviation, weight
(de)modulation, lazy regularization, bilinear resampling, and
exponential moving average of the generator weights. Due
to the addition of an encoder, our model is slightly larger than
StyleGAN?2 config F [9]. Along with the encoder, our gen-
erator contains 38.6M parameters whereas the StyleGAN?2
generator contains 30.0M parameters. Our discriminator,
containing 28.9M parameters, is the same as in StyleGAN2.

Face reconstruction and differentiable renderer. We
use the pretrained checkpoint provided by Deng et al. [2]
for FR. This updated checkpoint was trained on an
augmented dataset that includes FFHQ [8] and shows slight
performance improvement over the TensorFlow release of
Deep3DFaceRecon. We use the differentiable renderer RDR
that comes with the checkpoint for FR from the same code
repository. This renderer uses the Basel Face Model from
2009 [5] as the 3DMM parametric model for face modeling,
and nvdiffrast [ 10] for rasterization. We modify RDR so it
outputs @ and n along with r. The renderer is otherwise un-
changed. We base our model upon the Basel Face Model [5]
rather than later work such as FLAME [1 1], as FLAME does
not contain skin color information, only geometry.

Training procedure. Following the StyleGAN fam-
ily [7-9], we adopt the non-saturating loss [3] and R1
gradient penalty [13] as the loss function for GAN training.
We additional append our Lconsisiency, resulting in the
following objectives:
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We closely follow the training configurations of the baseline
model in Karras et al. [6] and set v=1. The batch size is set
to 64 and the group size of minibatch standard deviation is set
to 8. We empirically set A =20 and the length of progressive
blending to k=2 x 10°. The learning rate of both G and D is
set to 2.5 x 1073, We train our model until D sees 25M real
images [7-9]; training took 10 days on 4 x A6000 GPUs.

Instead of approximating the distribution P(p) using
a VAE [1], we simply use its empirical distribution when
sampling p ~ P(p) and find this to be sufficient given our
3DMM representation.

B. Encoder Architecture

Figure 1 depicts the internal structure of a general stage
(every stage other than the highest resolution stage and the
4 x 4 stage) of our encoder E. Following recent advances
in network architecture [ 12, 1 5], our ResNet [4] design of F/
differs from the architecture of D [9] in several ways.

General stage. We notice that the two architectural changes
in [12] that lead to most performance boost are separate
downsampling layers and fewer activations. Thus, we move
the skip branch of the transition residual block up to the stem
as a transition layer, and remove all activations in the residual
block unless they are between two consecutive convolutional
layers. We use leaky ReLLU activation with av=0.2, and bilin-
ear downsampling instead of strided convolution [8,9]. We
use the 1-3-1 bottleneck residual block as it is more efficient
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Figure 2. Reference-based generation results. We extract the expres-
sion, illumination, and pose coefficients from reference images (first
row) and apply them to randomly generated images (first column).

than the 3-3 block [4]. The final convolutional layer (marked
by *) in the residual block is initialized to O [16], and this
eliminates the need for normalization or residual rescaling [9].
We apply equalized learning rate to all convolutional layers.

Specialization. We remove bilinear downsampling from
the transition layer of the highest resolution stage; it is
otherwise identical to a general stage. Since the 4 x 4 stage
of the synthesis network contains only one synthesis layer,
we place one toFeat layer without leaky ReLU in the 4 x 4
stage of E accordingly.
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Figure 3. Style mixing results at different scales. Using the same
three images for Source A and Source B, we replace the style vectors
of images from Source A by the style vectors of images from Source
B at coarse resolutions (4 x4 - 8 x8), middle resolutions (16x 16 -
32x%32), and fine resolutions (64 x 64 - 256 X256).

C. More Results

We show additional results in controlled generation that
display the robustness of our model and explain what control
exists in the non-conditioned z space.

Reference-based generation In Fig. 2, we task our model
with reference-based generation where we keep the identity of



Generated Image Faces generated from the same z while varying p

Figure 4. Resampling the 3DMM coefficient vector p with the same
noise vector z shows high consistency in the background and clothes
while the face completely changes.

a generated image and swap its expression, illumination, and
pose with those of a real image. We can see that the respective
attributes from their source are all well preserved, and the
image quality does not degrade. This again demonstrates the
disentangled face generation from our model.

Feature granularity To inspect the impact of feature
variability across the layers of the decoder, we inspect the
impact of swapping features across images with the same
p. In Fig. 3, we randomly pick a 3DMM coefficient vector p
and randomly sample 2’s to generate three images (the same
images for Source A and Source B). Following StyleGAN [§],
we replace some of the style vectors w™ of images from
Source A by the corresponding style vectors of images from
Source B at coarse, middle, and fine scales. As p is the same,
the overall face region will not change significantly.

At coarse scale, there is no visible change to the images
from Source A. This is expected as the high-level attributes

of the image are supposed to be determined by the p vector.

At middle scale, the images from Source A remain mostly
unchanged except finer facial features such as the hair now
resemble those in the image from Source B. At fine scale,
the images from Source A undergo more significant changes
where the color scheme that affects the background, clothes,
hair color, and skin color now resembles those in the image
from Source B. This experiment indicates that each subset of
the style vectors w™ controls a different set of features in the
generated image. We also notice that attributes controlled by
p remain unchanged at any scale, which means our model’s
p space and z space are well separated.

3DMM vector resampling with fixed noise As opposed
to the experiment conducted in the main paper where we vary
the noise z with fixed 3DMM vector p, we now vary p with
fixed z (Fig. 4). We can see that despite the drastic change
in the facial attributes from different p’s, the background
and clothes remain largely consistent with the same z. This
is another proof that the z vector has a good control of the
attributes not controlled by p.
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Figure 5. Reference-based generation results that show unexpected
skin tone change. We see that the albedo predicted by FR does not
faithfully capture the darker skin tone.

Limitations. Due to the use of a pretrained FR and RDR,
our model inevitably inherits the limitations of these models.
We find that Deep3DRecon [2] performs particularly poor on
darker skin tone, in that it tends to predict the skin tone as the
result of dim illumination. This leads to unexpected skin tone
change when editing the illumination (Fig. 5). Moreover, our
model does not provide explicit control over attributes not rep-
resented in P such as hair and eyeglasses. We believe these re-
strictions can be resolved in the future by an improved 3DMM.
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