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Adjustment of texture image for construction of a 3D virtual city
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ABSTRACT

Many users of 3D virtual city are utilize a texture image for the cognition of real object.
In this study, building’s facet images were achieved by a digital camera and adjusted its
distortion by use of the 2D projective transformation method. After then, Images are mapped
to a 3D building model by means of the OpenGL. Application program is able to offer an
automation solution to construction process of the 3D virtual city.
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