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Abstract In this paper, we propose a method to convert 2D image to 3D anaglyph using quadratic & cubic
Bézier Curves in HTMLS. In order to convert 2D image to 3D anaglyph image, we filter the original image to
extract the RGB color values and create two images for the left and right eyes. Users are to set up the depth
values of the image through the control point using the quadratic and cubic Bézier curves. We have processed
the depth values of 2D image based on this control point to create the 3D image conversion reflecting the
value of the control point which the users select. All of this work has been designed and implemented in Web
environment in HTML5. So we have made it for anyone who wants to create their 3D images and it is very
easy and convenient to use.
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1) Input 2D Image

2) Set whole & curve depth

3) Conversion 2D to 3D

4) Save 3D Image
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[Fig. 3] Proposed Method of 2D to 3D Conversion
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(Table 2) 3D Conversion Time of Bézier Curve

Depth
Image Desktop Mobile Desktop Mobile
Size(KB)| (Linear) (Linear) (Proposed) | (Proposed)
56.8 0.207 (sec) | 0.364 (sec) | 0.213 (sec) | 0.383 (sec)
118 0.208 (sec) | 0.375 (sec) | 0.218 (sec) | 0.393 (sec)
95.6 0.219 (sec) | 0.386 (sec) | 0.235 (sec) | 0.341 (sec)
120 0.225 (sec) | 0.390 (sec) | 0.246 (sec) | 0.403 (sec)
171 0.227 (sec) | 0.367 (sec) | 0.272 (sec) | 0.389 (sec)
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