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[Abstract]

This paper introduces a real-time 3D model generation system that can process in real time from multi-view image acquisition
to image-based 3D model generation. This system describes how to collect, transmit, and manage the HD images input from 18
cameras and explain the background separation and smooth 3D volume model generation process. This paper proposes a new
distributed data transmission and reception method for real-time processing of HD images input from 18 cameras. In addition, we
describe a codebook-based background separating algorithm and a modified marching cube algorithm using perspective difference
interpolation to generate smooth 3D models from multi-view images. The system is currently being built with a throughput rate

of 30 frames per second.
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