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Synthesis of Layered Structure of Natural

Scenery for Virtual Environment*

Shigetoshi Hosaka

Abstract

Realistic 3-dimensional Computer Graphics(CG) generated from natural scenery
images allow us to enjoy the perspective from various viewpoints and angles freely.
However, constructing realistic models for rendering natural objects such as trees,
mountains, sky, waterflow and so on by computer graphics is still challenging
task, since natural scenery has complexities in its shape and texture tremen-
dously. This paper proposes a method for synthesising 3 dimensional natural
scenery from video images recorded by single video camera. Using visual move-
ments of the recorded objects, distribution of the depth from the camera can be
acquired. Proposed method generates a layered structure according to the depth
distribution in the scene so that the user can enjoy the perspective by changing
the viewpoint and angle interactively in stead of just replaying the taped con-
tents. Some experimental results applied for various recorded scenery are shown

to clarify the effectiveness of the proposed approach.

Keywords:

Natural Scene, Layer Structure, Depth Information, Optical Flow, Three-Dimensional
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