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PhotoScan

OcHoBHas 3aga4a: No MHOXeCTBY hoTorpacu BOCCTAHOBUTb TPEXMEPHYIO
mMoaensb. (structure from motion)




[1lpeanoXXeHHble 3aaa4mn

1. Fiducial markers: obHapyxeHune crneyuarnbHbIX MapkepoB HA CHUMKax C
NEHOYHbIX Kamep.

2. Model delighting: reHepauua TeKCTypbl HENTPANbHOW C TOYKU 3pPEHUS
OCBeLLEHUS.
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1. Fiducial markers. 3agaya

10 undppoBbLIX Kamep B a3apodoTorpaMmmMeTpun NCNOSb30BaInUCh NEHOYHbIE
NpodeCccUoHarbHbIE KaMepbl.

Ha kaxgom cHMMKe Ons BO3MOXHOCTM TOYHOIO BblAeNIeHUs Kagpa paccTaBreHbl
mapkepsbl (fiducial markers).

Xo4yeTcs aBToMaTuyeckn obHapyXaTb Takme Mapkepbl Ha aTane obpaboTku.
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1. Fiducial markers. l'Npumepsl




Fiducial markers. PewweHune

[Tonck No naTTepHy AOMKeH XopoLlo paboTtaTb.

PacnonoxeHue oT Kagpa K Kagpy coBrnagaeT (C TOYHOCTbIO 40 NOBOPOTa Ha
90/180/270 rpagycoB 1 HEGONBLLLOro CMELLEHUST).

MoXXHO NpoCcuUTb Nonb3oBaTens OTMETUTb OAUH MapKep, U3 HEro U3BJeYb
naTTEPH, U MO HEMY HaXoaUTb OCTasbHbIE.
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2. Model delighting. 3agava.

OpHa u3 obnacten npumeHeHusa PhotoScan - oundpoBka 06bEKTOB And
nocnegyroLero NCNofb3oBaHNA B Urpax unmn dunbmax.

UToObl 06BEKT BbIrNsaaen peannucTnyHo -
BaXXHO MMETb TEKCTYPY HEUTPANbHYHO

C TOYKN 3pEHUSI OCBELLIEHUS.

(4TOBLI MOAENb He Obina

C O4HOWN CTOPOHbI APKOMN,

a C Opyrom - TEMHOWN)

[MO3TOMY HYXXHO yAanuTb TEHU C TEKCTYPbI.

N multi-view input real images with illumination
Nnntoctpaumsa n3 ctaten: Dense Multi-view 3D-reconstruction Without Dense Correspondences 7/9



2. Model delighting. KannbpoBo4HbIn Wwap

[Mpy HaNV4YMKM B cUeHe KannMbpoBOYHOTO LLIApPUKa MOXHO aBTOMaTUYECKU
onpeaenuTb HanpaBneHne OCBELLIEHNS MO OCBELLEHHOCTU LapuKa C pasHbiX
CTOPOH.

mes mogenb u napameTpsl
HarnpasfeHna OCBeLLeHNS -
MOXHO paccyuTaTb
OCBELLEHHOCTb KaXaoro
ydacTka TeKCTypbl U
KOMMNEHCUPOBaTb TEHM.

MNpumep B3AT 13 cTaTbu: hitps://www.unrealengine.com/en-US/blog/imperfection-for-perfection-part-2 8/9



https://www.unrealengine.com/en-US/blog/imperfection-for-perfection-part-2

2. Model delighting. 3Bpuctuka gna obuiero cny4vas

B obwwem cinydyae MOXHO MNbITaTbCA BOCCTAaHOBUTb NapaMeTpbl OCBELWWEHHOCTU 3a
cyeT Hopmaneﬁ NOBEPXHOCTH.

He TpebyeT BMeLLaTenbLCTBa B = oma
CLl,e Hy. * In this example, shadows are not

so distinct

* Generate an object normal map

Cnanpg B3AT 13 npeseHTaumu: https://www.youtube.com/watch?v=U_WaqCBp9zo&feature=youtu.be&t=1130 9/9



https://www.youtube.com/watch?v=U_WaqCBp9zo&feature=youtu.be&t=1130

Bonpocb!?




