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LDI(Layered Depth Image) Representation Method using
3D GIS Implementation

Sang Hun Song*, Young Kee Jung **
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Abstract

Geographic information system (GIS) geography reference it talks the software system which is possible.
When like this geographic information system in key feature trying to observe the problem which is an
expression of geography information in the center, the research and development with 3 dimension expressions
is active from 2 dimension expressions of existing and it is advanced, double meaning geography information
which is huge to be quick, the place where it controls efficiently there is a many problem, the ring from the
dissertation which it sees and 3 dimensions and efficient scene of the GIS rendering compared to the ring
from hazard image base modeling and rendering compared to hazard proposal LDI (Layered Depth Images) it
uses GIS rendering compared to the ring to sleep it does. It acquired the terrain data of 3 dimensions from
thread side base method, terrain data of 3 dimensions which are acquired like this the place where it has
depth information like this depth information in base and the LDI, it did it created. Also it was a traditional
modeling method and 3DS-Max it used and it created the LDI. It used LDI information which is acquired like
this and the GIS of more efficient 3 dimensions rendering compared to the possibility of ring it was.

» Keyword : LDi(Layered Depth Imgaes), 3D GIS{Geographic I[nformation system), IBR(Image Based
Rendering), CG/VR
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2.1.1. 3 AMAE 0|85t LDIAA
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LDI= 7Hgl ARE AFshe +2A9 LDP(Layered Depth Pixel) 239 wig= FTAI=lo] 25, o] H4e]
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LDIE o2] AdA @& dre] 3ol 94 BEE TP, Z2ke] LD skae A4 31, Heol FE 4 dd
BE Adshe B4 AEE 21 ded, 4 s At e A% 7T ith

Depth Pixel =

{ ColorRGBA: 32 bit integer
Z: 20 bit integer
SplatIndex: 11 bit integer

}

LayeredDepthPixel =

{ NumLayers : integer
Layers[0..numlayers-1]:
array of DepthPixel

}

LayeredDepthImage =

{ Camera: camera
Pixels[0..xres-1, 0..yres-1]:
array of Layered DepthPixel

}
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LDI Camera
[32 4] Lavered Depth image.
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R=[y]& 33 gdojalz dln, T=(4, A,4,)"& 7l o5 dezla $& o, J2& AdME do]
AL e o] B € 4 3tk (3)

o = (M1z+ Y9y + 1y Z(z,y) + Ay
(Y312 + Y50y + 733) Z(z,y) + A,

y’ _ (Y12 + Yooy + 133y Z(z,y) + Ay
(Y512 + Y329 + 133) Z(z,y) + A

3.2. LDI Viewer

33 27del 3D Studio Max& o83l BA% Zo] FRE Fale] E3} ol Jel AEE 4A ot g5
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