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Rough Localization Based on Image Matching in Outdoor Scene
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Localization is one of the necessary functions for autonomous mobile robots, navigation systems,
and so on. This paper describes a localization method for outdoor scene, which is based on
the comparison between the currnet image and a set of images taken in various places, times
of the day, and seasons. Since appearance of objects may change according to the lighting
condition, a simple image comparison does not work. However, the placement of objects in the
image is almost the same if images are taken from similar viewpoints. Therefore we propose a
strategy of first recognizing objects such as buildings and trees, and then comparing the results
of recognition. Experimental results using actual outdoor images show the usefulness of the
proposed method.
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