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A Geographic Modeling System Using GIS and Real Images
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ABSTRACT : For 3D modelling artificial objects with computers, we have to draw frames
and paint the facet images on each side. In this paper, a geographic modelling system
building automatically 3D geographic spaces using GIS data and real images of buildings is
proposed. First, the 3D model of terrain is constructed by using TIN and DEM algorithms.
The images of buildings are acquired with a camera and its position is estimated using
vertical lines of the image and the GIS data. The height of the building is computed with the
image and the position of the camera, which used for making up the frames of buildings.
The 3D model of the building is obtained by detecting the facet iamges of the building and
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texture mapping them on the 3D frame. The proposed geographical modeling system is

applied to real area and shows its effectiveness.
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