ok
H
ol
=[]
m
02
Ho
1o
ok
ol

tAE &S| ==F H28R H25 (2020, 7)

X3 % 25 S9N B3 BE Visua-SLAM 7l S2EA AAT
o o Z]O o ;%u]*
g g Esiish Ealatalqista,
A Esiga FesHkieie)
e-mail: {sophie, jmyu}@nuch.ac kr®"

Visual SLAM-based Augmented Reality System using
Topography and Architectural Heritage Model

Eunji Yoo’, Jeong-Min Yu'
“Dept. of Cultural Heritage Industry, Korea National University of Cultural Heritage,
"Dept. of Cultural Heritage Industry, Korea National University of Cultural Heritage

& o
3 =Rl HEwel AgERe A WAl 3 AF 2 % EekaAt 23S 389 Visual SLAM
MY I A2 RS AR, T SE A B DA AV s Bl 45

E!
& TRABIL glont Qi E=Q1E AW B A% B3kt 299 ICT 7ie S8 wIdh o]
t}h. olo] B Ao Qe Visual SLAM 7lF 27384 Alsle HA AFle] 54748 <14lste] 3D
AHAE S7eP] whEell veket 710k Felo] B3t myel] &8-2 5 Sirk. of2fdt AlRE AptS Ak
Foz ukgdel AAEeRkE 7IE B3] &8k g WA 89S £ F YA TR QE A dHo=

7t AR w9 AT 5

2

Augmented Reality),

F|¢E: F3-5-4F 28 (Heritage Model), 743824
o Digital Contents)

fus E'_(
< (Visual SLAM), ©]x]& 28l =(

=

=
T

. Introduction
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Fig. 1. Simultaneous estimation of Robot(Camera) position
and Landmark position [6].

lll. The Proposed system
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Fig. 2, Augmented Reality using Visual SLAM

IV, Implementation
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a. Visual SLAM feature extraction
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b, Unity XZtnps

c. 3D ZhiziA B2

Fig. 4. SLAM MAP mixiz} Z23dl 78

V. Conclusions
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