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Three — Dimensional Viewing of Two — Dimensional Image Based on
Catmull — Rom Interpolation Algorithm

YE Jia-ming, QIAN Meng, CHENG Shu-lin
(School of Computer & Information, Anging Teachers College, Anging 246011, China)

Abstract: In the field of digital image processing, sometimes it’s necessary to view an image from a three ~ dimensional(3 — D) angle. A
method of 3 — D viewing of 2~ D image was introduced in this article. First the original image was scaled with Catmull = Rom interpola-
“tion algorithm, then functions were invoked from OpenGL to draw triangle facets to produce smooth 3 — D surface of the image, and in
the end,OpenGL. lighting was used to produce 3 — D effect. It was demonstrated by experiment that the result image was much more
smoth when the original image was processsed with the algorithm than that was not processed with the afgorithm,and the mosaic was not
appeared. This proved the algorithm was effective.
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