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1.2.1

1.2.2

1.2.3

1.24

2 ZMEe B 2|00 “3DGS 7|HF AR AAE!" LumiAR 2

SHEAMOIE, 250 AHEX} O|O[X|Z2FE COLMAP 7|Hto| FHo 2}

| % ==
Y M2 OHE MO AR 2/ Ol0|X| 4+X(JPG/PNG).
MTM: COLMAP SfM Q2 x7| I=/ZOIE AE 5 AY

3DGS(iteration cap, adaptive pruning, tile-visibility) 2 A Z3H
o2to| e RIKl, 324, =FBL, SH A)E ZX L} COLMAP 2 370

SfM/MVS LiO|Z2Qlo 2 CHE HO|HMOA AT = EXE NS2

—
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.

=8 7to2t 2 Y2 2REH Moljde 2EYUS FHOH 7 HID(SH)

9 H$=(L0~L2)*2 =M, Lambertian ZAO|A XX} SHEte 2 &

Of
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= 07 ZIto| 23 A2 IBL-lite 2 XE.

_n_

AR gHd: Unity/AR Foundation Ol A B EHX[- A7 MAK =ZF 8
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'LightEstimation(ambient SH, main light)2 &% Z&%}0| scene =&
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AR Bt X (O|O|X|/B &), SplatPack(splat/ply) X SM2E glb

E
ne

13 F8 7|5 2%

Ol X7[GU2 2 *3D 7t2AIRK(RIRX]/& = L/opacity/SH)*=
X ™zletct & T visibility-aware 2IAHE A AHIE
7143}k 1, iteration cap + adaptive pruning + tile-based visibility 2

AlZhks Et=othh 2 224 I 280 %A otojz2tels ZEwt

[eNe)

1.3.2 IBL-lite #A|Zt = F7|3}

1.3.2.1 7tHEF ZY YO R 64x32 =9 XNoljar AW FHSH F| SH
QA FE XAXSLE FHTICL Lambertian =AY A
2Kt O Al)Ete 2 o XH MEZ EA&S £+ UAZ2 2HE SHH

Unity MOIC{OIN =2 Z[8F SH @A ZES JA| EIHof HO[2



2tO|2 22 AR SICE AR Foundation 2 ambient SH / main light

YN 2 AE 7HSOIHEL

133 AR HiX|/gd o A%t Y%
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1.3.3.1 AR Foundation 22 EHMH EIX|. W7 1 AZ:EH
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211 HS MR

2.1.1.1 S2H0|AE (2 HQI/EfE 2!, Unity/AR Foundation):
O|O|X| ¥=E, AR BH EHX|-AH, A3
#H I 2 (SplatRenderer), &A|ZH =Y XM -&(IBL-lite,
SH9).

2112 Hd MH|A(Python/CUDA): COLMAP StM — Z &k
3DGS & (visibility-aware, pruning, iteration cap) —
SplatPack A&,

2113 2t0|E FHY(2LIH0|A 7|2, MH F4): FtHIEt

I=

of

oo

qr
1

o=z Koo

g
O\I

I MM — SH(LO~L2,
IA=) =8 — MolH &=+ YHO0|E(<200ms =H).

2114 A E2|X|/HIEFH|O|Ef: Z 1= (SplatPack, | L)1t
ZZ=HE DEE ME-Ml(ZS 22k 2HH:

splat/ply/glb/obj).

22 BE MM 44

221 Y3 BE (Image Intake & Precheck)

7ls: O|OIX| =4, S =-8F FAL 7|=

!

AMe|(Erel/d0l/=0l= BH).



2.2.2

Y=H/EH: JPG/PNG — Frt=t O|0|X| HIA + HEFJSON:
XHHE|/EXIF/EE = A).
7 N2 i BEF/FE ANE/E=E X Al THEYG oLy,

Ul g4: g2 Td:, 201 Atg Al Chg BA 2d=t =4

3DGS M7’d BE (SfM — GS Training — SplatPack)]

2.2.2.1 SfM(EZ COLMAP):

Al.
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Kl

O

RB =73 Z2Q OE-RANSAC L2
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|0k
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o

Hl

Z/

2222  GS S5(B¥E 2A1F)
Iteration cap: 15k~25k L 3t& Z&E.
Visibility-aware raster: front-to-back +% FIt&
TE 7|0= vk = Tak A&, HH 2HHO| 7|0
7tAIHE JEINEE R YOO|E XtEh
Adaptive pruning: B 7tA|d/opacity/7| 27| 7|&
5tel 10~15% F7| HA.

Tile-based visibility: 2322 16x16 EtYE 2,

bl
>

EtLol| EXl= 2232 Y/

2223 M= = SplatPack(headerjson + binary blobs),
HELR2 SplatLloader — GPU Buffers —

SplatRenderer 2 2H|BHC



223 Lighting & IBL 2& (SH9 Estimation)
2.2.3.1 . FrH2t = (XA E 64x32 Latlong F+X),
AR Foundation light estimation(H ¢! 2t0|E
HbSE/Zb T

2232 Ma2|: LDR Z0F 2 — SH(LO~L2, 9 Al4=xRGB)

bt
k>
al
ol
!

>

=42 — outlier clamp — <200ms
LY MolE &= A4l

2233 =%: _SHI[0..8](float3), _Exposure, _ShadowsStrength

g HIO.

224 AR HEHY B-E (Anchoring & SplatRenderer)
2241 Ho ERX|/UIEE ST\
HiX|/=ef3/2H 2/ MAaN HsS.
2.24.2 e mo|=2}Ql: SplatLoader 7} StructuredBuffer

HYZE — URP IJAO|A screen space Rasterize +

AN
o

|/&a gt — Shadow Matte 2 ®X| 12X}

Hl
rot

2243 MS tfM: FPS X3t Al LOD/ERY ZE AtgE EfY

37| =HE(16+32).

225 EH/XNF RE (Artifacts & Project Index)



2.2.5.1

8. SplatPack(splat/.ply), &M .

A (OIO]X]/B ).

2252  HEL/AMOQI: MUY, HdY, 7HAI
ZHX|HE(PSNR/SSIM F7) M.
2253 22 HA: glb/obj & HE ESH HH X[
226 T Ml 32 (Build/Modify/Existing)
Lok = M A= M EHe
SiAZ/HA HAL EXIF =&, 221/32 AE 7
o8 g Build ° TE
~
COLMAP CLi/py HIQIE! &2 Zot mpa, Almj xj
SfM 24 I Existing /Py == <=
ANe 23
3DGS & & . N iteration cap, visibility-aware raster, adaptive
- Modify(d &3} .
glE= pruning, EtY 7tAlY
SplatPack Z=CH
P Build header(JSON) + blobs &2|, Unity HEIY Z[
& 20
Lighting/IBL- ) Xl & = envmap F&, SH(LO~L2) X|AXHS, |
, Build T sl
lite(SH9) B o =T e
AR HHE _ =
( Anchor Build AR Foundation MAX, URP HAE A AEEH
nchorin ui ——
¥ e A H/Ymetd), Shadow Matte
&SplatRenderer)
M Build HR2E/M TS/ SEN/CH2RE/2O
/API(FastAPI)
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[n] 3
3. Hioje 3 API &4
3-1. €8 OOl #=
BT ek Bt 49
®=E O|0|X| 17
image_id String
ID
2d MY 42 (¢
file_path Strin
upload_time Timestamp A2E Al
Imagelnput FiH2t L& m2ko)
camera_intrinsic JSON B (focal length, cx,
cy 5)
H#IE ClHO|A &
device_info String (Android/iOS &= &
F)
3-2. 2D > 3D M4 HIO|E| (Gaussian Splatting)
T %29 EtY 2%
position Float[3] x, y, 2) 9|
color Float[3] RGB A4
opacity Float EHE (a @)
2t = ggkol E4t (ox,
_ scale Float[3]
Gaussian oy, 02)
Point rotation Float[4] HHL A 7[8t 2™k
- oaffic Float{16] 0~3%X} Spherical
sh_coefficients oa
- Harmonics A%
B HE (MEH,
normal Float[3] o
Lighting £ &)
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3-3. Lighting / SH Als= H|IO|H #x

B =y Efel 4y
sh_order Int SH Xp==
MY F3 Spherical
sh_coefficients Float[9~16] < P
Harmonics A==
o Y W (O
light_direction Float[3
LightingEstimation It Bl 38)
: : 9 M7l (0~1 o
intensity Float N
=2h
. _ =8 Ad (Frame 7|
timestamp Timestamp =)

3-4. HiX|(Placement) GIO|E 7=
=

TE g54d Eted ok
anchor id String Unity AR Anchor 1%
ID
model_id String HiX|Z 3D 22 ID
PlacementAnchor | position Float[3] HE ZHEA X

rotation Float[4] 2|M 4t (Quaternion)
scale Float[3] A7 Y

light_ref String AZE =3 =4 ID
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32 DB % I HEH ¢

(1) Database 72

e« DBMS: PostgreSQL

. M8 =X

(2) HIol& =

HiEFHO|E 2], 22

Ho|EY Fa8 9c a9
users user_id (PK), email, device_info, created_at | AF2XAF Al S StH HE
upload_id (PK), user_id (FK), file_path,
uploads , 28 O|0X| }=E 7|&
status, upload_time
del model_id (PK), user_id (FK), model_type MME 3p 2E O EtG O]
models
(3DGS/OBJ), file_path, sh_coeffs, created_at | E
o env_id (PK), model_id (FK), sh_coeffs, N
lighting_env | . _ Lighting 2t4d =8 Zot
intensity, created_at
anchor_id (PK), model_id (FK), position,
placement o P _ Hd o p X = 23 HE
rotation, scale, light_ref
logs log_id (PK), type, message, timestamp &5 9 AMEf 2O
(3) ERD
I
upieads [ modets [ verungene N pacoment ]
upload_id O varchar medel_id 2 varchar anv_id O varchar anchor_id 2 varcha
| o ref O
log id & varchar
vpe O
- )
d &
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4) o Mg =
/LumiAR/
—— uploads/
| —— {user_id}/input_{timestamp}.jpg
—— models/
| F—— {user_id}/model_{uuid}.ply (X .splat)
—— lighting/
| —— {model_id}/sh_{timestamp}.json
—— previews/
| —— {model_id}/thumbnail.png
3.3 F2 APl BN
[API-001] O|O|X] H=2E
e Method: POST
o Endpoint: /api/upload
o HY: AFEAF 2ot O|0[X|E YRESHL MHz TE
« Request Body:

{
"user_id": "user_123",
"image_file": "<binary>",
"device_info": "Galaxy S23"
}
e Response:

{

"upload_id": "up_001",

15



"status": "accepted",

"upload_time": "2025-10-13710:22:30"

[API-002] 3DGS & MM X
e Method: POST
e Endpoint: /api/reconstruct
o« MM. lzrC gl O|0|X|E 7|HICE 3DGS &
e Request:
{
"upload_id": "up_001",
"method": "gaussian_splatting"

}

e Response:

{
"model_id": "mdI|_001",
"status": "processing"”,
"estimated_time": "300s"
}

[API-003] 2 M4 HEj X3
¢ Method: GET
¢ Endpoint: /api/reconstruct/status/{model_id}

e Response:

16



"model_id": "mdI|_001",

"status™: "completed”,

"model_path": "s3://LumiAR/models/user123/model_mdI_001.splat"

[AP1-004] Lighting &3 24
e Method: POST
o Endpoint: /api/lighting/estimate
o HAY: 7tHZ Z}S 0|83 =¥ SH A+E =F
e Request:
{
"model_id": "mdl|_001",
"frame_data": "<binary>",
"timestamp": "2025-10-13T11:00:00"
}
e Response:
{
"env_id": "env_101",
"sh_coefficients": [0.42, -0.13, 0.08, ..],

"intensity": 0.92

[API-005] 2% H{X|] X

17



e Method: POST

e Endpoint: /api/placement

o A%: Unitydl M AR Anchor HEE 0|85310f ZES HiX]|

¢ Request:
o
"model_id": "mdI|_001",
"anchor": {
"position™: [0.2, 0.0, -1.1],
"rotation": [0, 0, O, 1],
"scale": [1, 1, 1]
17
"lighting_env": "env_101"
}

e Response:

{
"anchor_id": "anc_001",

"status™: "placed"

[API-006] 2 & O|2|E 7| S AlN|

e GET /api/model/{model_id}/preview
— DEol MY 3 HEHOIH =3

o DELETE /api/model/{model_id}

- 23 ol 23 ol AF 29
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4.2. 0|0|X] H=E
2to|o] = 71 HA
' ALx= TS 98l A =
oA EFE 479l O|0|X|E HZE|OF oF
@ B4 MROEA 4T o
A 2D HY - ALE 450 RF 450 ° UHE O|0X|= YA U 8 J|E2 HBt
S o, 25 HZ0| ARE|W OIS CH2 ZsT
sHAlE: =14 1280px, 2 12MP
) B 2 olCt
alal/22h JPG/PNG, T2E = 10MB T Mk
Sl 1. oojx] #F 3 ¥=E
® ot =0 “O|0|X| F7t HEZ HiX|
s s -
o AEXV HEZ 2E5IH ME HO| B
OlRial = olmix| =7t £ THOI EFAH
P2 o B/ e 72 0ra B/ e MEH, Zitet 28 £ 7|7 ot gAY
710l E@EE F SILIE MEiE = QUC}
HE RS e MEHE O|0|X|= YEE &£20| 0|22 7|
N s SEjz mAEICH
o|0]x| =7t O|0|X| =7} 2. O|O|X] HE+ ZHg OFLY
TS orE gy /el TS B B0/ MEH
o ® = 4719 O|O|X| HYEE &£XEZ NSt
R o, Z £20|= d% &4 - (HH, &
Ol A AfEH 2 2y %, 2F, b 5)E ALFHo = 2L}
= OfO|& = HAEE HA|DIC}
HRE A| K= FX2|/2Z0| S EIL|CE
3. 8 9 EA N3
= e O|0|X| Al Sl oY ETZ =OISHD}
4. T HA|
® oM SIEHof| ML Hi(progress banE
HiX|SHO] R2E ZIME(0~100%)2 AlZf
Moz H|A|SHCH
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4.3. 3D O|2| &7
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4.4. AR HjX]

etojo] =g 7l 8M

AHEXH= 3D REI2 AR EFEO| HiX|E £
AL,
DEe EiX

H AKX

i o

B o 1ZEDH, A
St 22| 2%, 37|, 2|

l.°-*I-IJFHr_|>'.._|>i
I rg m2 rot mo rr
oE.pi .« 2

X m2 [l

® =
I.
on
A
#a

= >
=}
N
-
o
]
Kl
oA

AR 2E A& A|, AR SDKE 0|&3}0

HIE, HIOlE & =8 EUHS A= H

o AEXZI RHZ HiXSHH, Y AT
Ol Anchor?7t Mgl ROl EE
TIEA QL AR ZHEAI7} F7|3}EICE

2. BiX] & MAX =

® Ciolid(Drag) MAME RHO {X[E
HO 20N ol = UL

® I X|(Pinch) HAKNEZE ZHEQO F7|(A

AYE & E= 54" = UCL

2

=
_ A
o 5 &=UtEf

| (Rotate) MAME 2E

O| 3|F(Orientation) HAE =
Ct.

3. HAIZH =Y Hry

e JtOoztet MME Sof SHE &dF
A ey FEE J|HeR ZEe X
T JEHE sH2=2 ot

® DEo| IYE2 pPRRVIEICZ, 5t7|, M
=5, J8X W@ak S0| dAZtez
Ht G EICH
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4.5. #FZ =ZzHE
2ojo] =g 7ls &AMl
Ar8 Xt XMEE 3D ZR2ME ZilEsS
|0 ZENE ElAs Qe Y - Ploo, A
HELE 7|52 53 dote ZEHE
Q ZA: 012 EfTL, BAL.. S W2 R = Ao
7t ZRMEL MUY HEfo| 02w
HA| AR Z=H|E E737| O|O|X|2 AlZtMoz AY Jt53i0H, &
ZHEZ MefSH Y HO|EHE 22
- ) of TYAHE EE HET 4 AUrt
5& g 1. MZE Z2ME ZAE A
e h o Tole 77| Y MEH Z2HE
= ) 7t FtE el Lt el
2%351%0?2122.3 MB j)i&;)f;)'m MB ¢ Z'F ﬂEOﬂE EEEE%' gg%l' Dl-
NET - ETEM - X9t ¥, 0|2|2 7|7} EA|ECH
2. AM / M3 7 EH 7|5
~ , o IIE Mo A E2 HjX|so,
i \ Z2NE M0l FHsoict
-
o I SN HEZ B¢ MMY £
HYU 0|2 20 2AEE MY
Z2HE 3 =2HE 4 s = oirt
2024.03.22- 3,7 MB 2024.03.22 - 420 MB
® IH 7|52 HM335to AR FH|E,
EARY|, 22 Y zHUCR TR
3. 02|27 W 77| 7|5 M

o MEXI EF Z2HE JIEE 2
2l5tH Oj2[27| &o| Felct

o O2[27] Hos iy Z2HMEQ]
3D MU o|o|x|
HA|EICH

& =227 HES ZESH &g =
ZHEJ} 2EE|0]
Ho =2 MBHEICE

)
~N
r
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e
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5. H|7|5 24

5.1. FI{ = FPS-of & &£.-0f 4t
51.1.5% FPS(ZH}Y, URP): > 30 FPS
7|2 SHe= 1080p, ‘ds KXot Al 720p 2 A& CF2AAH Y.

Gaussian 3= S H/Ach ZHX| =T 2O H 100k-200k-300k THA|(LOD)ELY

URP XMz} 7|=2gh =78 J8A Higy, 8 AH2[/7H2AH0|E =4,

5.2. X|¥ (Latency)
521 MFE4 & Y, QAIE GPU 7|F): <5 &
COLMAP SIM(EE F=E/fE/ZX): 1.5 & O[U.
A 3DGS &&(Iter cap 15k-25k, pruning/EtY 7HA|E): 35 &
5.2.2. = 2rH(IBL-lite/SH): < 200 ms L2 SH(LO~L2, 9 Al%) ZEH o

Mol A= ZAA(5B-10 Hz).

531. SH:302 A% AG =5 32iAl 24 X
5.3.2. Hl22]/VRAM Of AH(2H}I): 200k splats 7|& VRAM ~120MB & (Half
HEUE A Al &), 7 2o oiefA Y =3t ¥ mEZE2l < 1.2GB

24



5.3.3. Z44

FPS &} — LOD d}

AlLtE]| 2:

[=13
S

(7rFAlIeH /ol E/EME 3

\J

| =),

MES-HDRF7H8 THAX HgE. (URP HEAY £8)

z% 34
YA AHS

54. 45 X|® =B

MY

E2H - SH X[=8E IS

t, Ol&Al clamp, B¢l 2tO|ET

. (AR 2tO|E O|AE|OO] H&S &)

g 25 8] =% wy
22 FPS(RH
o) > 30 > 24 Unity Profiler, GPU FrameTime
=
M+ Latency <58 <78 MH ZI(phase EfYARI)
ZtH 2t = 2f| - MO T A== Ht
SH Z4Al X| ¢ < 200 ms < 300 ms e
% A2t
VRAM(Z HFY, .
< 120MB < 180MB RenderDoc/Profiler
200k splats)
H =22 < 1.2GB < 1.5GB OS/Profiler

302 F3eHA

1=| O|s &0

ez

32fA|/ANR 21




39 s/ HH FX/d| 1
, Unity: 2022.3.62f2 | ZHY HA|ZH @
Unity, URP, AR
A ZI/AR . ' URP: 14.0.12 H2 + 3AEA AR
Foundation(ARCore/ARKit) N
ARF: 5.1.6 SDK st
Zx/54F" S
T (StV COLMAP(CUDA ¥ E 3.12.6
SGM) ( ==) (ORB/RANSAC)
Python: 3.12.12 N
. Python, PyTorch, Y B2 st&(visibility-
3DGS & PyTorch: 2.5.1

NumPy/OpenCV

(CUDA 12.1 #E)

aware, pruning)

SH(LO~L2) L& 2&

IBL-lite QA=) + &

2to[E +7d (NumPy/SciPy), AR WEN=ES SHE glo|E =X
LightEstimation e
FastAPI = Flask, recon/*PZE /4
M /AP , , LTS recon/"8 ==/
Uvicorn/Gunicorn, NGINX Ej/CI22E
S3 3 AEZ|X|, SplatPack/ 4| &
AEE|X] ‘ managed/E= &4 P / =
PostgreSQL/SQLite(H| E}) o Et OFZtO[ &Y
GitHub Actions, - SH/EE X3t
Cl/CD pytest/unittest,
black/isort/mypy
- FPS/VRAM/Z 2
Z=2opd Unity Profiler, RenderDoc, Ete =5

nvprof/Nsight




6.2. N &3

74

6.2.1. StE90 / OS 7|&E

6.2.1.1.
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