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Real-Time Rendering System of Human Figures from Arbitrary Viewpoints

Using Multiple Cameras
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Fig.1 Mapping using a virtual projection plane.

0000000000000000 30000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
ooo

0000 10000 30000000000000
000000000000 X,00000 Y,000
00 Z0OOOOOODOOODOOOOO Z=0000
0 ZzOOOOOOOOOOZ<00OOOOOOO
000000000000000000000000
0 P(Xp,Yp,Zp) 00000DDO00O0O0DO00OO
0000000O00000000000000000
0000000000000000000 20000
ooooooooo

0000000010 Q(X,Y,Z)000 POOO
0oo0O0 poO0

; (1)

BN

ooobooooooooboo vpOOoooooooo

-f 0 0 f-Xp
Vp = 0 —-f 0 f-Yp (2)
0 0 1 —Zp

00000000 (X,Y,Z) 00000000050



gooocoboooooOobOO0OOO0OO0OOO0OO0ODbOOOOOoOoOo

000000000000000000000000
0000000000

00000000 :000000C(X:,Y:,0)00
00:000000000000000 Q(X,Y,2)
oo

X
s %
slyi| =Va P (3)
1
1
-f 0 0 f-X;
Vi=| 0o —f 0 f-vi (4)
0 0 1 0

0000004000000 (z,%) 0000000
000000000000000
00000000000000000 C; 00
00Z=-,000000000000000000
Ty(Xr,,Yr,, Zr,) 00000000000

Xr,
Y i
§ ;y =M; | yi (5)
T;
1
1
L/f 0 X
0 1 Vi
M; = o/f (6)
0 0 -l
0o o0 1

000000 L 00000000000000000
0000000000000D00000000 QO
000000 7; 00000 POOOOOOOPO
0ooo p(ep,yp) DO0ODODOODODO

. X,
Tp
Yr.
s|yp | =Vp ZTI (7)
T.

0000 (3)0()0(7)0000000 Q(X,Y,2)
0

rp

s |yp | = VMV,

N

00000 POOOOO 300000000000
00 QOO0 (X,Y,Z) 000000000000
00004000 (z,y) 00000

rp €T;
s|yp | =VePMi |y )
1 1

00000000000
00000000000000 (1)00000000
O (¢p,yp) 00000 R)0ODOO0ODO0 (4p,yp)

00000000000000000000 ApODO

ogo
Ap = [ﬂ - [ﬂ (10)
yp yp
_ fllo+ 2)
- Z(lo-‘er)(Zp—Z)
Z(Xp - X) - Zr(X - X)]
[ 2 - vi) - 2zo(v —vi) | Y
gogo

ooooooood T'(Xe,Yr,—lo) O POOOO
oooooooooo Zz=000000 R(Xg,Yr,0)
goooa

Xr
S YR
1

X
= VrM,;V; Y
= VRIVIi V4 A
1
—Zp 0 Xp 0

Vr = 0 —Zp Yp 0 (13)
0 0 1 —Zp

o000 Z=0000 ROOODO 0000000
0ooooo Argooooo

X X;
Ar:{R]—[ } (14)
Yr Y;
-~ Z(lo+ Zp)
2(Xp = X) = Ze(X = X)] (1
Z(Yp — Vi) — Zp(Y — Vi)
gooooooooooooooooo l=—-Z00
00D (110150000
Ap 7“[0_[) Ar (16)

" 0(Zr +10)



0000o00oooooo 2001/1 Vol. J84-D-1I No. 1

| J ik k .
LY 1 ’ A/
N \ : / S

N . J s

RN \ / St

ARY Ay B ’ s

. \ / ey

NI / S
A ) 7
A N

WL WX I, )

(XY

02 000000000
Fig.2 Mapping regions of each camera.
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Fig.3 Graph of equivalent depth of field (EDOF).
EDOF is expressed by Al.
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Fig.4 Overview of our prototype.
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Fig.5 Block diagram of our prototype system.

goooboooooooooboooboboooo 1200
gooooooooobooooooooooobooobooo
ooboooo120000000000000000
gboobooooooooooooooooooooo
ooboobooooooooooooooboooood
gooooooooooooooooooonoood
oooopCOO0OOOOOOOOOOO12000
goboooooooooooooooooooooo
goooobooooooboooooooooooboooo
goooooooboooooooboooooboooooboo
gooobooooooooooooooobooooboooo
goooooooooooooobooooooooooon

0O00pPCOO0ODOOOOOOOOOOOOOOO
gbobooooobooooooooooooobobood
goboooooooooooooooooooboobood
o0 zZO00ooOoOo0oo0oO0oO0obo0ooOoOobooooooo
gooooboooooobooooboobooboooooo
gooooooooooooooooooobooooo
ooooooooooooooo pCcOoO0OOOOO

133



00000000000 2001/1 Vol. J84-D-II No. 1

0O pOOODOOOOOOOOOODOOODOOPCO
goooooooooooooooOooooboo
3.2 0DOOO0OO0O0O0OO
goooocoooooooooooboooooooo
goobooobooooobooooboobooooooooon
goooooooooooobooooboooooooon
ooo0oooooooooooooooo pCcoOO
gooooooooooooooooooOonoooon
goooood
gobooooboooooooooobooOooobooo
00ooooOooooo pCOOODOOODOOOO
oooooooooo noooooobooOooboo
gboooobooooooooooooooboooooon
goooooooooooooooooboooooon
gboooooooooooooboooooobooo
oooooooo0ooooIL 0000000000
gboooooooboooooooooooooboobooo
0o0o0oooooooooooooooo pCOoOOO
goooooooo
O00pPCOOOODODOOOOOOOOODOOO
gooooooooooooboooobocoooooo
gooboobooooooooooooooooooo
0oooooooo pCOOOOOOOOODBOOOO
oooooooo000 I, 00000000000
goooooooooooobobooooooooo
oooooooooooooooooo2ooo
goboooooooooooooooooooood
gboooboooocoOooooocoooooooooa
oo0o0oooooooboooooooooooo 15
gooobooooooobooooooobooooaon
gbooooooooooooooooooooooboo
ooboooooocooooboboo
oooooooOooo pCOOO0OOOOOOOO
gboooooooooooooooobooooooon
00000000 30000000000 OpenGLO
goboooooooooooooooooboobooo
gooodooooooooobooooooobooooo
goooooooooooooooooooboobod
gooooobcoooooooooooooooooo
oobooooooooooooooooocooboooo

4. O |

4.1 O0OO0OOO0OOOODOOOOOOOOOOO
goooooobooooooooboooooboooo

134

000000000D000000000000000
0000000 e0000000000000000
000000000000000000000000
000000000000000000000000
00000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000 000000000000
000000000000 000000000000
000000000D000000000000000
00000000000 D0000000000000
oooooo

0 6000000000000000000000
000 POOODDOOOOOODODOOOO00OO0
0000000 Z=000O0O0OO00OOPO Z=50
0000000000000000 Z = —350 O
—70[mm] 00000000000000

000000000 f=3.5[mm]dé = 0.01 [mm]0
000000000 b 0000000000
lo =30mm] 000000000000000O0
000000000000000000

000000000000000 ¢ = 4[mm] O
00000000000000000000000

06 ODOOOOODOOOOOOODOOODOOOO eOO
goooooooooooo
Fig.6 Image synthesis of static objects with different
camera intervals e.



goooooooooooooooooooooooooooo

693[mm] 00000000000000000000
0Z=-7000000000000004,, 0000
000000000000000000000000
00000D0000000000

O000e = 30[mm] 000000000000
54mm]000000000000000000000
000000000000000000000000
0000D000000000000000000 20
00000000000000000000000
(16)00000I<l, 000 Ar000000000
0000000000000000000001>
000 Ar0000000000000000000
00000000000000D0000000000
ooo
00000000000000000000000
000000DD00000000000000000
ooo

4.2 0000000000O00000
000000D000000000D00000000
0000000000000000000000000
000000000D0D000000000000
000000 6 =001mm000000000
f=35mm000000000 e=>54[mm]000
00000000 lp=1000[mm] 00000000
000000000000000000000000
—200< Zp £100000000000000000
0000000 167[mm] £ Al < 501 [mm] 000

-1500

000000000000000000000000
0000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
0000D00000000000000000000
00000000000000000

0 700000000000000000000
00000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
0000D00000000000000000000
1000[mm|0 000000000000000000
00D0O0(X,Z) = (0,-300) 000000000
0000D00000000000000000000
00000 lp=1000[mm] 00000000000
0000000000
000D00000000000000000000
000000000000000000000000
00000000000 D0000000000000
000000000000000000000000
000000000000000000000000
0000000000000000000000000
000000000000000000000000
000000D00000000000000000

07 0O00O00OO0OO0O0O0O0O0O0O000
Fig.7 Projection of human figures into a virtual space.

135



0000o00oooooo 2001/1 Vol. J84-D-1I No. 1

000000000000000000000000
000000000000000000000000
00O
07000000000 P(Xp,Zp) O A(400,
1000) — B(—300, 1000) — C(0, 300) — D(0,
—200) 00000000D000000000O00
000000000000A—B—C—DOOO
000000001/30,35,5.0(s 0000
0000 4,B,CO00000000000000
000000000000000000000000
ABOOOODDOOOOOOOBOOOOOOOOO
000000000000000000000A400
000000000000000000000000
00 CO00000000000000000000
0000000000 POOOOODOOO0OOOOO
0000D00000000000000000000
0000000000000000000
00000000000000000000000
00000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000D000000000000000000000
000000000000000000000000
000000000000000000000000
0000000000000000000000000
000000000000000000000000
00000000000000 1mO00000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000 0023 00000000
000000000000000000000000
00O
00000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
0000D00000000000000000000
000000000000000000000000
000000000000000000000000

136

gboooooooooooooooooobooooon
ooooooooo

5. 0 0O O

goooooooooooooobooboooood
gobobooooooobodooboooooooood
gooooooooooobooooOooOobobOOoooooon
gbooooooooooboooooooboooogn
gbooboooooooobooooobooooooooboo
gooooooooooooooobooobobobboo
gooooooooooooobooooboooobon
goboooooooooboooooooobooooooao
gooooooooooooboooooobooooo
gooooooboooboooooooooobooon
goooooooooooooooOoobooboobooo
gooooooooooboooooooooobobood
gooooooooooooobooooooooooo
gooooooooooboOooOoOooooooooo
gooooooooooooooooooobooo
oooooo

gbooooboooooooooooboobooooboooon
goboooooooooooooooooboooooo
gooooooooooooooooooooooon
ooooooooooooobooooooooooon
gooooooooooooooooobooobood
000000oo0o0o0oooooo pCOOODOOOOO
oooooooooag

gooooooooooboboooonoooooon
goooobooooooooobooooobobooboboo
goooooooooooooooobooooobooono
gboooooboooooooooooooooobbooo
obooooooooooooooooooobooon
gboobooooooooooooooobooboobooo
gboooooooooooooooooooobooo
goooooooooooooboooooooboboon
gooooooooooboobooooobOOoOoooon
gboooooooooooooooboooooood
goooooOoooooboooooooooooooan
gbobooboooooooooooooon

g g

[1] OOoOoO0oO0«000000000oooo0—ooooon
000 O0vol.46, no.6, pp.698-702, June 1992.

[2) ODOO0O«“000000O0D00O0000OD OO0OO0O0
0o00b000000000000 @Mpp.127-147, 000
000001995.



gooocoboooooOobOO0OOO0OO0OOO0OO0ODbOOOOOoOoOo

(3]

(7]

(10]

(11]

(12]

(13]

(14]

(15]

(16]

(17]

(18]

(19]

K. Singh, J. Ohya, and R. Parent, “Human figure
synthesis and animation for virtual space teleconfer-
encing,” Proc. VRAIS ’95, pp.118-126, 1995.

T. Kanade, P.J. Narayanan, and P. Rander, “Virtu-
alized reality: Being mobile in a visual scene,” Proc.
ICAT 95, pp.133-142, 1995.

S. Moezzi, A. Katkere, D.Y. Kuramura, and R. Jain,
“Immersive video,” Proc. VRAIS ’96, pp.17—24, 1996.
00000000000000000000 4 0D «0
gooooooooooooooooooooooD oo
oooooooooooooooooovoll, pp.27-30,
Oct. 1996.

S. Tachi, T. Maeda, Y. Yanagida, M. Koyanagi, and
Y. Yokoyama, “A method of mutual tele-existence
in a virtual environment,” Proc. ICAT 96, pp.9—-18,
1996.

00 00000000000 O#AOED«000000
ooboooobooooooOoOoo obbOooooOooboOoon
00000000000 200pp.350-351, Sept. 1997.
00 0000000000004 OED«0000000
gobooooooooooboooooooooooon
oooooO0ooooooo0o00 200pp.352-353, Sept.
1997.

00 00000000000 O#AOED«000000
ooooooooooo0obOoooomooonon
MVE98-43, June 1998.

00 D00000D0O00O00#MOED“0000000
gobooobooooooooooom@m ooooooon
gboooobooooooOoO0O0 300pp.203-206, Aug.
1998.

00 OO00OO0D0DOOODODO#OE0«0D00O
ooooooooooD soooooooooonore,
pp.13-18, June 1999.

Y. Kunita, M. Inami, T. Maeda, and S. Tachi, “Real-
time rendering system of moving objects,” Proc. 1999
IEEE Workshop on Multi-View Modeling & Analysis
of Visual Scenes (MVIEW’99), pp.81-88, June 1999.
Y. Kunita, M. Inami, T. Maeda, and S. Tachi, “Pro-
totype system of mutual tele-existence,” ACM SIG-
GRAPH ’99 Conference Abstracts and Applications,
p.267, Aug. 1999.

00 0ODO0OOODODO0OO0OD#OED«0D0D00D000
gooOooooooooo0ooooooocooooOdso
0o0o0000000000000000O0pp.207-212, Dec.
1999.

L. McMillan and G. Bishop, “Plenoptic modeling: An
image-based rendering system,” SIGGRAPH’95 Con-
ference Proceedings, pp.39-46, Aug. 1995.

S.J. Gortler, R. Grzeszczuk, R. Szeliski, and M.F.
Cohen, “The lumigraph,” SIGGRAPH’96 Conference
Proceedings, pp.43-54, Aug. 1996.

M. Levoy and P. Hanrahan, “Light field rendering,”
SIGGRAPH’96 Conference Proceedings, pp.31-41,
Aug. 1996.
oooooooooooooooboooooo«oo00n

goo0oo0o0o0o0oo0o0o0oooOooooooooD o
000 D-1110 J79-D-1I1, no.5, pp.803-811, May 1996.

[200 DOOOODOO0 OOOODOOO“COOOOOOO0OO0
oooooo0oooo0ooooooooooD ooo
0 D-I11 J81-D-1II, no.2, pp.331-341, Feb. 1998.

[21] OO0 0OO0OOO0O OO«C00O0O0OO0O0OO0OOOOOOO
IBR O 00 O —Video-based renderingll 000000
000000000000Ovol4, no.4, pp.639-646, Dec.
1999.

[22] DOOOOOOOOOOOOOOOODOOO“0OOOOO
0000000000000 o00000ooonoooon
0D 000000000000o000000vol.3, no.3,
pp.149-157, Sept. 1998.

[23) OODDOOODODOOODODOOOOOOMOED 00
000000000000 oo0oonD 00000vol.40,
no.6, pp.2725-2733, June 1999

000120 3021000070 3100000

g o ooooo

0ogoooooooooooo0oonon
oooo0ooooooooooooooo
go0o0o0ooO0oO0ooO0oo0oosoOooa
goooooOooOoO0oooooooooa
O1lo0000000000000000

3
d:h
&\ Jo00o0oooooooooooooono

goooboooooooobooooOooooOboOoooooon

oo oo

Oed000O0O0OO0OOOSOOOO
goooooo0ob011000000000
gooooooooooomoooooo

s oooooooooooooooooono
‘ 4 . goooooooooooboobooooooo

& oooooooooooo o0o0ooo
oooooooooonoboooooono vROOOOO
00000OIEEE Computer Society 1000000000
goooooooooooooooooon

oo ob oobod

ODe200000000000O0OOO
gooooooooo40000000O0
oooooooododenooooooOooOO
ooooooooennononononon 1200
ooooooooooboooooooobooo
gooooooooooboooooooo

£ .

gobooooooooOooooooobOoboonono 2000
oooobooooooooebOOoOOobOOOOO 3000000
gooOoO0ooOo0ooOoOoOOoOOOOO0OIEEEDOOOOOOO
gooooooooooOoCocooOooOoOoobOOoOoOoooooo

137



0000o00oooooo 2001/1 Vol. J84-D-1I No. 1

i BB 0000

0430000000000 480000
00o0oo0ooO0oooO0oooooa so
gooooooooo0ooooooooono

4 ooooooooooooooooooan
"‘ JooooooooooooMITOOOO
goooo0o0100000000000
oooooooo0 4000000000 600000000
go0oo00o0b0O00oo00000o0o000o00o0o0o0o
O00DO0OO0OO0OO0OO0OO0OIEEE/EMBSOO00O000O0O0OOO
oo0ooooIMEKOOOOOOOOOOOO0OOIMEKO OO

ooooooOooosicedonoooooooooooooon
goooa

138



