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Abstract Recently, displaying images such as an advertisement by augmented reality is focused. In this report,
we propose a method for displaying advertisement images on urban structures such as a building wall or a road
surface. First, the proposed method reconstructs the 3D structure of the environment. Then, an appropriate display
space is automatically determined from the 3D structure. In this way, the proposed method generates an image
that looks natural. In an experiment using street-view images, we confirmed the effect of the proposed method.
This report also proposes a method for emulating the occlusion by a foreground object for generating an image that

looks more natural.
Key words augmented reality, street-view image, 3D reconstruction
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