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Real-time 3D Reconstruction of a Moving Object
Using a Range Image Sensor

MoRI Masaki'® Tokor Koug?:P)

Abstract: This paper describes a method to reconstruct in real-time the entire shape of an object by fus-
ing the depth map obtained from three range image sensors set up around the moving object. Since 3D
reconstruction of entire shape is heavy processing in general, there are some difficulties in processing it in
real-time. In this paper, we introduce the shape processing method based on the GPU. Moreover, by using
this technique, we aim to implement that interaction in the reconstructed space and Real-Time Projection
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Mapping to the entire moving human body.
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Fig. 1 3D scanning method using 3 sensors
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Fig. 2 Transformation to real point (Vertical direction)
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Fig. 3 Translation and rotation of the shapes
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Fig. 6 Screenshot of running program
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