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High Fidelity and Versatile Visualization of 3D Video
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3D video is a real movie recording dynamic visual events in the real world as they are: time-varying 3D object shapes with a high-fidelity
surface texture. This paper presents two different types of 3D video visualization that we consider; “high fidelity visualization” that
enables us to visualize free-viewpoint object images that reflect input multi-view images with high fidelity, and “versatile visualization” that
enables us to visualize free-viewpoint object images with versatile effects, i.e., geometric directing by utilizing a shape and/or motion, and

photometric directing by estimating reflectance parameters and lighting environment.
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