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Abstract

This paper proposes a method to reconstruct the 3D shape model of background regions
simply for generating a 3D video, As the progress of computer vision technologies con-
tinues, many 3D video systems have been developed that tend to focus on automatic 3D
reconstruction to capture target (foreground) objects. On the other hand, the 3D shapes of
background regions such as walls and floors are generally made manually using 3D modeling
software, i.e., CAD, or as a textured cube that just assumes the room. If we make back-
ground models using 3D modeling software, the quality is very high but it costs a lot of time
and money. On the other hand, just making a cube is too simple to represent the outer space
with sufficient appearance. To solve this problem, we propose a method to reconstruct the
background model with simple operations but whose quality remains higher than cubes. In
our method, a user needs only to segment multiple background images into several boxes by
indicating their vertices as the corresponding points. From these data, the 3D coordinates
of the vertices are calculated by using a stereo vision algorithm,
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