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Making Virtual 3D Photocopies and Interaction with them

UEHARA YuTo!® MizuNo SHINJILP)

Abstract: In this paper, we propose a novel CG system in which users can make 3D photocopies of physical
objects simulatively and execute an interaction with them. A user puts 3D objects on a screen of the system,
and the system scans the 3D objects to get their 3D shapes and colors. After taking away the 3D objects,
the system generates a 3DCG image of the 3D objects based on their scan data. The system can create
a stereoscopic 3DCG image based on motion parallax by following a viewpoint of the user, and the user
could feel the removed objects being left as they were, and the user can observe the 3DCG image from any
positions. It is possible to use our system for moving 3D objects and can see a 3DCG animation from any
points. It is also possible to execute an interaction with the 3DCG objects such as deformation by bringing
the user’s hand close to the 3DCG objects.
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