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Gaze Awareness Based Rendering for Visual Hull

SHINYA M1YATAT! and Ryuukt SakamoTof!

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, only one
camera image is selected as the texture for whole voxels corresponding with
facial portion. Two criteria of selection are proposed that are depended on the
number of selected cameras as a texture and virtual camera position. As a result
of comparison between rendered image with another criterion and the normal
rendering method, the proposed method is finer than the normal method.
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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 selections for texture mapping
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Fig.4 Environment and camera position.
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Fig.5 Source images and silhouette images.
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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 criteriala] and [b].
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Fig.9 Images used for experiment A.

ooooooboooooboo

6.2 00 A:.000DOOOOOOOO

00000000000 [@b)00000000000000000ooo0oD 500000
10000 2000000000000000000 100000000000D0000O0DO
00490000000000000 4000001 0000000000000 [b]O
0D0000X*000000000000000000000000000000 9000
00000000000000 A0D0O0DODOO0OO0O0ODOO0OO0O0OO0O00O00D0O00O0
OO0 BOOOOOOOOOOOOOOOOOOOOOOODOOOOOOOOOOOOO0O
0000000000000 000000000000D [aJ0000O0 P)ODO0ODOO
goooobooboodooooooooooobooooooboOobOoooooboobOooooooboo
gooobobooooooooooooobooooooboobooo0ooooooboOooooooboo
0000000 00o00oo0ooUooUooUn o000 pjooboooooooooa
gooooboobooooooobobooooobooOoboOooobooboOoboOoooooooooDoboo
gobooobooooooooboobooooboooboooobooobOboOoOobOOoobobooooo
6.3 00 B:OOOOOOODO
goooooooooooooooooobooobobobOooobooboooDbOobobbooOoo

Vol.2010-GN-75 No.9
2010/3/18

000000000O000O000o0000000U [@DO0D0O00D0 4000001
bbb 2o0000000000000000O0O0280000000000000 100
coobOooOooooooboboooobooobOOoObOboOoOObOOObObOObOObOObOOn
goooboboooodooooobooooooooooooooooooobooooooon
goooobooooboodooobooboooobooooooooboooooooooon
gooooobooboboooooooooooooboboboobooooobooobooooooon
goooobooboodooooooboooooooooboooooboobooOoOoooOoboboOooooboDo
ooboodoobooooo

gbobooooooooboooboob 2010000000000 00b0O0OO0O0Onn
071%00000x* 0000000000 1%0000000000000000000
gooooboooooooooboooooooboOooboboOoOooooooOooboOoooooDon
goooobooooooooooboobooooobooooooooooDooboOoooooDooon
gobooooboooooooocoooo

7. 00003

O00000Viwal HUIOOOOOOOODOOCOOOOO0OO0OODODOOOOO0O000D
gooobooooooooooooooooobooooooooooobooboooooobon
gooobooooooooobo0oooooooooboooboooooooboobooooooooDon
goooooooooboooooooooboooooobooooooooooDobooooooDon
o020000000 2000000000000C0000000O0OOOCCOO0OOO
coooooooboooobobOooooboooobobOoOoOoboOooooobobooboobooOobDoOoOon
goooboboooooooooboooooobooooooobooooooobooooooon
ooboooboooo

goboboobooboboooooooboooooooobooooooobooooooooon
goooboobooodooooobooooooooboooboboOooooooOoobOooooooDoon
gooobobooodboooooooooobooooobobooooooboooooboon
goobooodoo200000000000O0O000O0DOOOOOOOOCOOOODO
ooooboooooooooooo0ooooboOoboOoooOoOboOoOooboObOoooDon
goooooboobooobooooboobooobooobooooboooOobOoOobOoDn
uooooooooboooobooobooooobooOobOoOoOoOOoOobooOoOoooboboo

00 00000000 (20700122) 0000000000000

(© 2010 Information Processing Society of Japan



oooooooooo
IPSJ SIG Technical Report

010 00 BOOODOOODOODO
Fig.10 images used for experiment B.
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