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Fig.1 Proposed relighting flow.

gboooooooooobooooobooooooobooo
gpbooooobooobooooo

o00oo0ooooooooo RGBDOOOOO
gboobooobobOobobooocooooboooboon
RGB-DOOOOOOOOODOOOOODOOOODOO
ofps0O0 OO0 O000O0DOOO0O000OODODODODODOOO
gbobooooboooboooboobobooooobooo
gbooooooobooooooobooooobooooo
gooooboooobooooogooooooooooo
gbboooboooboooooooooooboooao
goboooboooobooooboobooooao
gboobooobooboboooooboooobooboon
goooooooobooobooooobooooooo
gboboooooooboooooobooobooo
gbbooobooooooobobooooboooboaoo
gobooooboooobooboobbooooooo
ODstOdD0O00ooooboboooobboooooo
OO0 AROOOOOOOOOOOOOOOOOOO
gbooogo

2 00OO0O0O0OOobooooobo

gbobooooooooboooobooobobooon
goboooooooobi1ooooobooooobo
RGB-DOOO 100000 10000000000
oo0ooooo00ooooDoo0O0O0Sc0OD DstOd
goooboodbstODO0ooobooobbooboboon
gbobooooooobooooooboooooao
gboboobooooobooboooooooogoooo
gbooboOooooboobobooooooobooboon
gooooobooboboooobooobooobooooo
gbobooooboooboooobooooboboooooaoo

2014 Information Processing Society of Japan

goo00o0oO0O0o0OSHOODOOoOODOOOScO OO
DstDO00OO0O000O0O00O00O0OOOOOoOoon
oo0oDO00000bstbO0O0OoooObo0oOobooDnog
goooopbooGgpUODOOODOOOOOODODOO

21 0OOO0O0OOO

gbobooboooboooobooobooooooo
gbooooooooboooooooobooobooan
gboooooooooooboooooobooooobooo
goooobooooboobooooooooooooo
gboboobooobobooooboooboooooboboao
gboooooooboooboooboobboooooon
gooooboooobboboooboooboooboooo
0000000 ChenD [f)|00000000ODOODO
goobooobobo2000b00000b0001b00o
gboooooooooooooooobooooooon
goboooobooobobooooobo200b0000000
gbobooobooooooboooobooooao
gboooooooooobooooooooboogooboo
gboooobooboooboobooooobooog

1000o0oooooooooooooobooboobobooDon
gbobooooboooobooboobobooooobooo
00000oU0oUoUoUoUoUoooDoUoo (o 2
() 0000000000000 0DOO0O0OOO0
gooooboooOooooobobooooooooooo
Canny 00O OO0O0OOOOOOOOOOOOOCOOO
O0rnxnO00000O0 1, 000000000000
gbooooboooooboobbooooboboooooboon
gobooboooooboboobboo MOM;ODOOO
ooboooooooOoooobooooooo Mp0O0O2
gbooooboooon

My = MgANDM, (1)



Vol.2014-CVIM-190 No.36

IPSJ SIG Technical Report 2014/1/24

000ooooooooooooooooooood
gooooooooDOoUooUoooooooDooDooDODOO
00000oooooooooooooooooog
000000ooooooooooooooooog
000ooooooooooooo 1ooooogd
o0 nOn,00000n.<na0000000O0OO
do0o0oooooooooo 2byooooooon
ooooooooooooo

000d200000000000000000DO
0000ooooooooooooooooooood
00oDo00DoooooDoooDoooooooon
ChenO [6)00000000DODO0ODOOOOOOOO
00oooooooooooooooooooood
000000000000 DO0ChenODO region growing
0000000000oooooooooooooog
0000 kmeans 0000 O00O0OO0DOOODOOOO
gdoooooopoooooooooooooood
00000O000DOOoOooOodD ChenOooooQ
000000kmeans 0000000 OD0OOODOOO
GpPUOOOOUOOODOOO [MJOD0O0O0O0OOOO
oooooogod

g0o00oOOoDOoOoOoooRrRGB-DOOOOOOO
oooooo poooog

. 1

o F(u) veﬂs,zD:“@
2)
ggobooooboooboobobodbgs g
Jddddddg.0000ooooouououogggg
Jo0ddddoooooooooooog oy, 0,00
0oooDQ, 0000 « 000000000 n, OO
O000000000wuw—v0000004(u) —i(v)
0dooooooooooooo0o0dooooggd
00000DY(v)OODOODOODOODOO vODO
000000kw) 00k(w) =3 cq. pi1go9s(t —
v)g.(i(w) —i(v)) 0000000000000000
000000000000 0kmeans000O00OOO
Jdddoddoooooooooooooogdd
gooooooddbidd«.00d00dddd«w0dgooag
0000oooooo0«000000000000
Jddldoooo0ooouoooooooooogd
JdooUdoooooouooQ,uooooood
pgddoboddoobooouoooouoooooooa
00000 22000000000o0000o0040d
00000 (2)0o00ooUoo0o (2)pooooo
t0000D'000000000000000000

Oo0Ooo00ooooboooooooo b, 0000
0 2c)0(d0o000dRGB-DOOOOOOOO
0000000000 oooooo 2e)o(h)oooO

2014 Information Processing Society of Japan

9s(u—v)ge(i(w)—i(v)) D'~ (v)

() 00000
0oooo

(0000 (e)0DDOO ()oooo
00 000000 00000000

02 0O0Oooooo
Fig.2 Depth map modification.
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Fig.3 Camera and cube map coordinates.
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Fig.4 The Object and Src light environment
using our experiment.
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