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Fast Surface Reconstruction Algorithm

using Range Images from Multiple Viewpoints

Information Engineering Dept., Univ. of Tokyo : o R.Sagawa,K.Okada,S.Kagami,M.Inaba and H.Inoue

Abstract :

This paper describes the algorithm to reconstruct surface of objects by 2 steps: 1) Gener-

ate range images using multiple images, 2) Integrate polygonized surface with multiple range images. With
reduction of computation, the fast surface reconstruction system is developed.
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Fig. 1 : Compare range images
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Fig. 2 : Recounstruction of the object surface from multiple range images
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