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1. Texture Clarity 10 

We use bricks dataset[2]  to further illustrate the improvement of texture clarity by our method. 11 
We compare the texture reconstruction effect of online KinectFuison[1], offline Infinsic3D[2] and our 12 
method, as shown in Figure 1. 13 

 

(b) Ours(a) Color Image

(d) KinectFusion[1](c) Intrinsic3D[2]  

Figure 1. Texture reconstruction results of the Bricks dataset. (a) is the color image of this scene. (b) is 14 
the result of our method (a) and it can achieve better texture clarity than the KinectFusion[1] (d) and 15 
the off-line intrinsic3D[2] (c) in the place with rich texture structure. 16 

Through comparison with Figure 1, we can find that KinectFusion is very easy to generate blur 17 
result on the texture rich geometric surface due to it based on weighted average, while our method 18 
can effectively preserve the local texture structure of mesh because we establish an adaptive weight 19 
field and use a new texture fusion strategy, so the high-quality texture clarity can be achieved and 20 
no less than the offline method. 21 

2. Texture Fidelity 22 

We use Lion dataset[2] and Lucy dataset[3] to show that our method can obtain high fidelity 23 
reconstruction results. Because of our adaptive weight field and new texture fusion strategy 24 
combines the replacement, the integration and fixedness can well preserve the local texture structure 25 
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information of mesh, so we can well present the high fidelity almost similar to the image texture. 26 
The texture results are shown in Figure 2 and Figure 3. 27 
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Figure 2. Texture reconstruction results of the Lion dataset. (a) is the color image of this scene. (b) 28 
and (d) are the result of our method and it can achieve better texture fidelity and clarity than the 29 
KinectFusion (c) and (e). 30 

The results in Figure 2 show that KinectFusion not only loses the details of the surface due to 31 
blur, but also produces a certain color bias, which generate a deeper color effect. On the contrary, 32 
our method can achieve a higher fidelity, which can be seen by comparing color images. 33 
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Figure 3. Texture reconstruction results of the Lucy dataset. (a) is the color image of this scene. (b) is 34 
the result of our method (a) and it can achieve better texture fidelity and complete than the 35 
KinectFusion[1] (c). 36 

By comparison with Figure 3, we can find that our method can obtain a more complete 37 
geometry, as shown in the red circle in this figure, and a more accuracy and real texture effect, as 38 
shown in the blue circle in the figure, compared with the result of KinectFusion[1].  39 
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