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Effect of the Randomness of Texture Cue

on the Integration with Stereo Cue
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Abstract— An optimal linear system for integrat-
ing visual cues to 3D surface geometry weights cues
proportional to their reliabilities. In this study, we
measured a change in texture weight experimentally
when we reshaped texture patterns randomly to re-

duce reliability to texture cue.

Keywords— Texture, Stereo, Cue Integration.
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