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Mapping textures on 3D geometric model using geometrical constraints
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Abstract Mapping a real image on a 3D geometric model is a popular technique for photometric modeling in
Virtual Reality. Generally, a texture image is taken by a color sensor and a range image is measured by a range
sensor, and these two images are not aligned in a same coordinate system. Thus, in order to map a color image on
a geometric model, it is indispensable to determine relative relations between these two viewpoints. In this paper,
we propose a new registration algorithm for an accurate texture mapping utilizing geometrical constraints, that is,
linearity, parallelism, and perpendicularity.
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