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The subject of the assay is a 3D scanner software that we developed on NI Labview 2010. The software processes two image sequences, and generates a standard „.obj” file, that is one of the most known fileformats for 3D objects. On the first image sequence we use low ambient light, and a sharp red vertical laserline. The second image sequence is used for generating texture, therefore we use better lighting, and lamps in this case. The software processes the curvature of the laserline shown on the images, and generates a standard widely current fileformat, that is supported by the most known 3D editing softwares like 3dsmax, Maya, Blender, Zbrush, etc.
Texturig:
The first thing that the software does is processing an image sequance, calculating each points coordinates, and generating an object file. The software is also capable to make a texture for the object. The second image sequance with good lighting can be used to generate a texture file. With the texture the 3D object open by any 3D software will shown as the original real object, it’s shape and pattern will be the same.
Optimization:
The software is capable of optimizing the 3D mesh by lowering the number of points used to generate the file. With this technique the size of the exported file can be even twenty times less, with no significant loss, or distortion. We made a few different algorythms to lower the number of points. The benefit of using less points is the 3D softwares can run at higher fps, and the rendering time is less. Another benefit is the 3D object mesh with less points are much more smoother.
More information and videos can be found on our website: http://3dscanner.site50.net/
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