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A Real-timeThree-dimensonal Remains Display Sysem

Kazugki SHIMADA Ken'ichi KAKIZAKI

Graduate School of Computer Scienceand Systems Engineering,
Kyushu I ngtitute of Technology

We have been researching and developing a system that displays remains using red-time
three-dimengona computer grgphics.  In our system, remains are disolayed in the form of a
redl-time three-dimensiond graphics, so users from amateurs to archeologists can eesily observe
the terrain of the remains from any points of view, even if the remains are dready destroyed.  In
order to display the terrain of remains, our system autometicaly generates their DEM data from
exiding digitd survey mapsthat are recorded in the form of the three-dimensiond DXF.  In this
paper, we describe the method of generating DEM data and of displaying the remains with the
DEM data
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