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Abstract

With the development and maturity of UAV aerial photography, the use of UAV aerial photogra-
phy to produce high-resolution digital orthophoto is widely used in the field of spatial informa-
tion. The traditional orthophoto has some problems, such as building incline and block seriously,
due to the poor projection, but true orthoimage production can solve these problems well. This
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paper describes two methods and practices of making true orthoimage production by using tra-
ditional orthographic photography and oblique photography 3D model, and summarizes the
operation flow and key techniques of making true orthoimage production by UAV aerial photo-

graphy.
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Figure 1. Shade identification and compensation
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Figure 2. Irregular triangular meshes and 3D texture mapping
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Figure 3. Color and texture quality of achievement image (1)
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Figure 4. Presentation of building edge contours (1)
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Figure 5. Color and texture quality of achievement image (1)
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Figure 6. Presentation of building edge contours (I1)
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Figure 7. Accuracy of TDOM results by oblique photography 3D model method
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