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Research Goal

Spatiotemporally synchronized multi-party interaction 3D Video synthesis for
free viewpoint browsing, from separately captured data
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Conclusion

By applying the AHV based spatiotemporal motion editing we ®Future Work

can successfully synthesize natural multi-party interaction 3D > 1 Introduce skeletal based editing.

Video scenes from separately captured data, while protecting »2 Extend the proposed method onto three or

well the original motion dynamics for each object. more-party situations.



