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Deformable Mesh Model for 3D Shape and Motion Estimation
from Multi-Viewpoint Video

Shohei Nobuhara and Takashi Matsuyama

Graduate School of Informatics, Kyoto University

Abstract

We propose a new framework for 3D shape and motion estimation

using deformable mesh model. It integrates several estimation cues such as: 2D
silhouettes, textures, smoothness, rigidity, local motion flow fields, and global
collision detection between surfaces into single computation scheme and realizes
simultaneous estimation of 3D shape and motion of the object.
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O 19 Roughly estimated motion flow lines
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0 24 Successive deformation results (detailed, side view)

000000000 Step.4.100
Step5. 0000000000000 ¢«+10000
coboobooooooboobooo oo

t+1 000000000000

34 00O0OO

0 220230240 80000000000 OOO
00o0o0o0oooUooOoo21000000000
ooooooooo9ooooooooooooo
0000 22000000000000000000
0O00O0O00O visual hullJheterogeneous deformation [
goooooooooobobbbbbboooon
00000U0oooO0o0o0o0oUoooooOoUOoO
oo0o0oOooooooOooooooo 12000000
0O 0 O O heterogeneous deformation 0 0 00000
010000000 Xeon3GHzO PCO 20000



0 22 Successive deformation results
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O 23 Successive deformation results (detailed)
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