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On-line free-viewpoint video generation based on
a 3D model reconstructed from multi-viewpoint videos
-Implementation on a PC-cluster-

MEGUMU UEDA,t DAISAKU ARITA and RIN-ICHIRO TANIGUCHI'

Recently, there are a lot of researches for generating free-viewpoint videos by reconstructing
3D models from multiple camera images. Since it is difficult to generate free-viewpoint videos
on-line for the large amount of computation, most of these researches aim to generate free-
viewpoint videos off-line, or generate free-viewpoint videos without 3D model reconstruction.
In this paper, we will propose a method that generates free-viewpoint videos by reconstruct-
ing 3D models on-line. The method first reconstructs 3D models by visual cone intersection
method using multiple cameras, second colors the surfaces of 3D models in terms of triangular
patch representation, and displays the colored models on a screen on-line. In these procedures,
it is difficuld to color the surfaces. Then, we propose a new method for coloring, which is
based on the Z-buffer method. And we show generated free-viewpoint images to estimate the
method.
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