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Abstract 
 

 In this project was studied the structured light 3D scan. It is purpose to design 
curved objects, that use compurter programing difficult design or can not design. 
Moreover, decrease the period for design object by structured light 3D scan (design 
object with light) to occur imaged 3D. 
 From the test, deviced 3D scan can help in procedure of createdness is model 3D 
from real objects, which model 3D has corrected dimension. Do not have to use 
measuring instrument in order to measure. Besides model 3D has verified quality for 
productional process. 
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