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The real-time scene simulation using PTAM
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Abstract: Scene simulation can provide the scene after the urban development. However , those simulators couldn’t simulate in
real-time. Augmented Reality(AR) technology can add information to the real environment. One of that technology called “PTAM”
can make it possible to build AR-system without special device. By using a web-camera, PTAM attachs and displays some of

3DCGs in the scene photographed. In this simulator, objects’ size and light positions are able to be changed to express the various
situation; influenced by size of object or shade of them. By using proposed simulator, people can understand the scene after the urban

development before they are done.
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Fig. 1 Model of simulation system

Table. 1 Key functions

Arrow keys Movement of object
Tab Change object
PgUp Expansion of object
PgDn Reduction of object
Ato D keys Indication of object
Jto L keys Delete indicated object
FT.GH Move of light

(a)Building (mqo)

(b)Tree (lwo) (c)Sun-light (mqo)
Fig.2 Prepared objects
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