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Abstract This study is about an efficient synthesis of 360° video and 3D graphics. First, the video image filmed
by a binocular integral type 360" camera was stitched, and location values of the camera and objects were extracted.
And the data of extracted location values were moved to the 3D program to create 3D objects, and the methods
for natural compositing was researched. As a result, as the method for natural compositing of 360° video image and
3D graphics, rendering factors and rendering method were derived. First, as for rendering factors, there were 3D
objects’ location and quality of material, lighting and shadow. Second, as for rendering method, actual video based
rendering method’s necessity was found. Providing the method for natural compositing of 360° video image and 3D
graphics through this study process and results is expected to be helpful for research and production of 360° video
image and VR video contents.
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Fig. 2. Ricoh Theta S Camera, Original Images and
Stitched Panoramic Images
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Fig. 3. 3D Camera Tracking Screen in After Effects CC
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Fig. 4. 3D Object Position Setting and Material
Application Screen
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Fig. 5. Lighting and Shadow Setup Screen
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Fig. 6. Standard Renderer Rendering Image
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Fig. 7. Octane Renderer Rendering Image
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