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Estimation for Redundancies on Image-Based Visual Hulls

SHINYA M1vyaTa™! and Ryuukt SaAkamMoTof!

Image-based visual hulls(IBVH) is a method for generating free-viewpoint
videos, and only the depths from virtual camera to the surface of the visual
hull are estimated instead of reconstructing whole visual hull. Since the visual
hull is approximation of target object as convex hull, it includes redundancies
around crossing points of silhouette volumes. This commonly occurs for round
shape objects, and thus human is not good target for estimating correct shape.
In this paper, we propose a method for estimating that redundancies from depth
in IBVH outcome.
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0 1 Image-Based Visual Hulls
Fig.1 Image-Based Visual Hulls
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Fig.2 Invoking texture mapping errors by inexact estimated surface.
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Fig.3 Estimation of redundancies in IBVH.
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Fig.4 Relationship between the peak and
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Fig.5 Interpolation with the Bernstein basis

camera centers. function.
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Fig.6 The studio and camera positions.
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Fig.7 Source images and silhouette images.
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Fig. 8 Estimated peaks.
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Fig.9 Correction for the depth map.
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Fig.10 Result of the corrected surface with texture. : k- iﬁ : '
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Fig.11 Left:naive rendering. Right:Corrected rendering.
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