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Facial Consistency Based Texturing of Visual Hulls
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for Conferencing Applications

RYUUKI SAKAMOTO'! and SHINYA MryaTafl

This paper describes a rendering method for 3D free viewpoint videos with
Visual Hull. The method attempts keeping quality and coherence of textures
on human face mapping on its Visual Hull. For keeping coherence, one cam-
era image is selected as the texture for whole voxels corresponding with facial
portion. Two criteria of selection are proposed that depends on the number
of selected cameras as a texture and virtual camera position. As a result of
comparison between rendered images with another criterion and the normal
rendering method, the proposed method is finer than the normal method.
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01 Visual HulOOOOOOO
Fig.1 3D model reconstruction with Visual Hull.
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Fig.2 Texture mapping errors caused by incorrect 3D shape.
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Fig.3 Camera selection for texture mapping.
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Fig.4 Environment and camera positions.
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Fig.5 Source images and silhouette images.
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01 00000000000000 msecd
Table 1 Runtime by each step (msec).
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Fig.6 Rendered image with normal method.
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Fig.7 Rendered image with proposed method.
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Fig.8 Comparison among normal mothod, selection criterion [a] and [b].
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Fig.9 Images used for experiment A.
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Fig. 10 Images used for experiment B.
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