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3D Scene reconstruction is a powerful technique that has many applications. ® Down-sample the cloud in a Improved Rendering Simple Rendering
The goal is to create a fast rendering algorithm enabling the viewer to . . T e e e
: : : third party tool like e —
navigate in reconstructed environment.
. MeshlLab.
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® Point Clouds is the most common representation of 3D An octree is a tree data &
models. This means that each model can have millions or structure in which each internal 7
even billions of points, leading to a huge strain on memory node has exactly eight children. /[N
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® An effective and intuitive Ul is needed to interact and
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manipulate the point cloud, while maintaining high frame subdividing it into eight octants. Q
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Rendering done based on: ®* Make the project independent. Right now an external converter
® Points visible to the user at any is needed to convert the point cloud into an octree file format,
given frame. but | am working on a script to run that executable from within
®* Check if the distance of the point the Unity project itself.
7 from the user exceeds a minimum . . . s )
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does not exceed a certain budget, Acvantages: accurately
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Q then display the point. P § ®* Combine multiple point clouds into one. Allow the user to move
O ® The color is based on the RGB cloud is not downsampled . :
the point clouds then combine them.
information captured in the original *No memory issues or rendering
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