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Image Compositing



Compositing Procedure

1. Extract Sprites (e.g using Intelligent Scissors in Photoshop)

Composite by 

David Dewey

2. Blend them into the composite (in the right order)



Need blending



Alpha Blending / Feathering
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Iblend= I left + (1- )Iright



Setting alpha: simple averaging

Alpha = .5 in overlap region



Setting alpha: center seam

Alpha = logical(dtrans1>dtrans2)

Distance

Transform
bwdist



Setting alpha: blurred seam

Alpha = blurred

Distance

transform



Setting alpha: center weighting

Alpha = dtrans1 / (dtrans1+dtrans2)

Distance

transform

Ghost!



Affect of Window Size
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Affect of Window Size
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Good Window Size
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ñOptimalò Window:  smooth but not ghosted



What is the Optimal Window?

To avoid seams
Åwindow = size of largest prominent feature

To avoid ghosting
Åwindow <= 2*size of smallest prominent feature

Natural to cast this in the Fourier domain
Å largest frequency <= 2*size of smallest frequency

Åimage frequency content should occupy one ñoctaveò (power of two)

FFT



What if the Frequency Spread is Wide

Idea (Burt and Adelson)
ÅCompute Fleft = FFT(Ileft), Fright = FFT(Iright)

ÅDecompose Fourier image into octaves (bands)

ïFleft = Fleft
1 + Fleft

2+ é

ÅFeather corresponding octaves Fleft
i with Fright

i

ïCan compute inverse FFT and feather in spatial domain

ÅSum feathered octave images in frequency domain

Better implemented in spatial domain

FFT



Octaves in the Spatial Domain

Bandpass Images

Lowpass Images



Pyramid Blending
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Pyramid Blending


