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realization. An FPGA-based architecture has been developed to implement the algorithm with

moderate hardware complexity.

The work reported in the present thesis has gone on to develop an efficient immersion-based

algorithm based on Vincent and Soille. Undesired effects like thick watershed lines and isolated

minima are not uncommon during the process of flooding of catchment basins and detection

of watershed pi.xels. In the proposed algorithm, flooding starts from pre-determined regional

minima, during which the label of the neighbouring pixels are decided on the basis of conditional

neighbourhood comparisons and geodesic distance from the outer brim of the nearest plateau. As

a result, always continuous watershed lines with a uniform width of a single pixel are produced.

A prototype hardware architecture for this algorithm too has been developed.
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