Camera Tracking

Prof. M.A. Alberti, A. Berolo, P. Pasteris

Progetto Multimediale AA 2011-
2012



Demo Reel 2003
by Meats Meier
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http://www.youtube.com/watch?gl=IT&hl=it&v=gpbthhJen3A
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Fundamental Matrix song
by Daniel Wedge
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http://www.youtube.com/watch?v=DgGV3l82NTk

Usate i sequenti tasti:

p : record
s : stop
C : convert
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NB: acquisite il video per il corto.
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camera tracker
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Image Analisys

Corner Detection

Geometric estimation

Camera pose
estimation
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Processando i punti stimati nel passo procedente e
possibile ricostruire la traiettoria della camera e un
mappa sparsa di punti 3d
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Modelli della comunita Sketchup: Sketchup

4
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Convertire i modelli in altri formati: Babel3d

. Babel
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http://sketchup.google.com/3dwarehouse/
http://www.babel3d.com/
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Autodesk Maya 8.5: Z:\home\blacku.rizard\Desktop\mini.mtk
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vI Select Tool: select an object
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Per lanciare il rendering vero e proprio:
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Rendering da
Maya
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http://www.youtube.com/watch?v=Wn9yUZm1fqY
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Realizzare un cortometraggio usando la tecnica vista
a lezione.

Realizzare i seguenti occhiali 3d,seguendo il tutorial
scaricabile nella sezione lezioni.

Durata massima 15/20 sec.
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