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Fig.1 Overview of the method.
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Fig.2 Accuracy evaluation: The red line rep-
resents the contour of the projection
target, and the green line represents
the edges detected from the rendered
image.
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Fig.3 Experimental results of DPM simulation: From left to right, projected
image, before projection, after projection.
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Fig.4 Shooting environment during the rota-
tion of the model.
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Fig.5 Result of scene reconstruction by ro-

tating the model: The light source is
fixed to the left side of the shachihoko.
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Fig.6 Accuracy evaluation of 3DGS: The
green line represents the edges of the
real scene image, while the red line rep-
resents the edges of the image rendered
from the same viewpoint.
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