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[Abstract]

This study proposes a method to represent the parallax effect of cameras in digital background compositing using 3D models
generated through "Gaussian Splatting," a 3D reconstruction technique introduced at SIGGRAPH 2023. To achieve this, 3D
background assets were created from drone footage, and a technique for adjusting camera focus based on depth information was
introduced. The study successfully implemented a parallax effect, which is challenging to achieve with conventional 2D
compositing methods, demonstrating the feasibility of high-quality, reality-based 3D background compositing. By showcasing the
potential of digital compositing through Gaussian Splatting, this research aims to improve work efficiency in the VFX industry,
including real-time background compositing, camera parallax effect implementation using LED walls in virtual studios, and the

development of libraries for Gaussian Splatting 3D assets.
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Light, and )

. should be minimized.
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A 30% overlap between frames is necessary to

Input Video ensure 90%+ reconstruction success.
Depending on focus distance and background, use
Focus camera lenses from 24mm for close shots to
Distance telephoto lenses for long—distance shots.
Wide—angle lenses are used for close—up shots.
Exposure, | Minimize the use of automatic exposure and white
White balance. Use manual settings where possible. HDR
Balance shooting is recommended if available.

Capture from | Capture from as many different angles as possible
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Camera Move the camera smoothly without sudden shifts.
Movement A )
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to ensure sharp images and avoid motion blur.
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