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Editing, Retrieval, and Display System of Archieological Information
on Large 3D Geometric Models

YASUHIDE OKAMOTO ,* TAKESHI OISHI * and KATSUSHI IKEUCHI*

Recently, one of the promising directions for utilizing scanned 3D models is to provide
computer graphics models with various types of archeological information. Unfortunately,
however, very huge models cannot be handled easily on common PCs because of limits to
performance of the hardware. This paper proposes an editing, retrieval and display system
for archeological information on huge 3D models. On our system, users can 1) associate and
edit extra information with models, and 3) browse models and information easily and quickly.
Users can make associations and access associated information with easy mouse actions, and
can quickly select specific regions by using an extended Lazy Snapping method. Addition-
ally, when browsing, we achieved highly interactive rendering of huge 3D models by adopting
multi-resolution meshes.
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Fig.1 The usability by relationg 3D models and other information
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Fig.2 The hierarchy of patches for multiresolution
rendering
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Fig.3 Access to related information from 3D models
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Fig.4 The relating operation by simple actions
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Fig.5 Segmentation of 3D regions by Lazy Snapping (The
yellow marker means foreground, and the blue
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Fig.7 The result of errors to consumed time for
segmentation
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Fig.8 The region definition by using drawing.
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Fig.9 The 3D Database System for South Library of Bayon Temple.
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