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Online-npnmepKa Ha aBaTape C y4ETOM Pa3MepPa




Bnabl 3D ckaHepoB 4e/10Be4yeCcKkoro Tena




Pa3paboTka 3D ckaHepa YenoBeKa C
mcnonb3osBaHnem RGBD-ceHcopos

* Alexander Weiss, David Hirshberg, and Michael J.
Black. «Home 3D body scans from noisy image and
range data». Computer Vision (ICCV), 2011 IEEE
International Conference on. IEEE, 2011.

e Jing Tong, et al. «<Scanning 3d full human bodies using
Kinects». Visualization and Computer Graphics, IEEE
Transactions on 18.4 (2012): 643-650.

e N. Hasler, C. Stoll, M. Sunkel, B. Rosenhahn, H.-P. Seidel.
«A Statistical model of human pose and body
shape». Computer Graphics Forum (Proc. Eurographics
2009), Munich, Germany, March 2009.
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YCTPOMCTBO CKaHepa NMPUMEPOYHON KAaBUHKM




RGBD-ceHcopbl




Kannbposka RGBD-ceHcopoB

" D. Cheverikov , D. Svirko and P. Krsek «The trimmed iterative closest point algorithm», Proc.
Int. Conf. Pattern Recog., vol. 3, pp.545 -548 2002



[TonyyeHmne
nepsmyHoun 3D
Mmoaenu. INpunHumn

* Anroputm KinectFusion
(KinFu)*, peann3oBaHHbIN C
NCNONb30BaHNEM
rpapumyeckoro yCKopeHus
TexHonormm CUDA**

e ANroputm aganTUpoBaH AnA
O HOBPEMEHHOW PaboTbI C
HECKO/IbKMMM CEHCOpPaMMU

" 1zadi, Shahram, et al. «KinectFusion: real-time 3D reconstruction and interaction using a
moving depth camera». Proceedings of the 24th annual ACM symposium on User interface
software and technology. ACM, 2011.
http://pointclouds.org/documentation/tutorials/using kinfu large scale.php

" Whelan, Thomas, et al. "Robust tracking for real-time dense RGB-D mapping with
Kintinuous." (2012).



http://pointclouds.org/documentation/tutorials/using_kinfu_large_scale.php

[lonyyeHne
nepsuyHom 3D
Mmoaenn. Pesynbrat

* [lepBnyHaa mogenb Npu
MaKCUMabHOM paspelleHnm
CKaHMpoBaHuA coagepxunt 100
TbIC. TOYEK N 2 M/H.
NOJINTOHOB

e Copeput bonbuoe
KOZIMYECTBO «LUYMALLUX»
TOYEK BbIPOXKAEHHbIX
NOUIOHOB

* [lpenBapuTenbHas ceTka
bopmupyeTca C NOMOLLbIO
anroputma Marching Cubes”

*Lorensen, William E., and Harvey E. Cline. "Marching cubes: A high resolution 3D surface
construction algorithm." ACM Siggraph Computer Graphics. Vol. 21. No. 4. ACM, 1987.
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ObpaboTKka nosnyyeHHOM moaenn. Matepuansi

e http://pointclouds.org/documentation/tutorials/pl
anar segmentation.php

e http://doc.cgal.org/latest/Point set processing 3/

e http://doc.cgal.org/latest/Surface reconstruction
points 3/



http://pointclouds.org/documentation/tutorials/planar_segmentation.php
http://pointclouds.org/documentation/tutorials/planar_segmentation.php
http://doc.cgal.org/latest/Point_set_processing_3/
http://doc.cgal.org/latest/Point_set_processing_3/
http://doc.cgal.org/latest/Surface_reconstruction_points_3/
http://doc.cgal.org/latest/Surface_reconstruction_points_3/

PesynbTaT 06bpaboTkn 3D moaenu




ABTOMaTM4yecKas
cCKenetmnsauma
MOoaenu

Anroputm «MMUHOKKNO»®

e BCTPaMBaHMe CKeneTta no
3a,aHHOMY WabnoHy,

¢ CKUHHUPOBaHUE,

¢ MaaBHaA moaes/ib aHMMauunuu

TpeboBaHMA K moaenu:

¢ rMNagkaad opneHTnpoBaHHAA 1
eANHCTBEHHAA CETKA TOYEK

“llya Baran and Jovan Popovié. «Automatic rigging and animation of 3d characters». ACM
Transactions on Graphics (TOG). Vol. 26. No. 3. ACM, 2007.
http://www.mit.edu/~ibaran/autorig/pinocchio.html



http://www.mit.edu/~ibaran/autorig/pinocchio.html

AHI/II\/\aLI,l/IFI moadennm Co BCTPOEHHbIM CREJIETOM




ANTOPUTM aBTOMATUYECKOTO TEKCTYPUPOBAHMSA

NcxoaHble n3obpaxkeHuns, NoNyYeHHble B pesynbraTte
CKaHUPOBAHMA + NO3NLUA KaMepPbl B MOMEHT ero nosiyyeHus

TpaHchopmaums MoAeNn B COOTBETCTBUM C TEKYLLEN NO3ULMEN

PunbTpauma BUANMOMN YaCTU MOAENN + XPOMaKen-GpuabTpaums

Bbibop n3obpaxkeHns ¢ MaKCMMaibHOW TEKCTYPHOW NPOeKLUMe

Ob6paboTKa 1 yaaneHmne BblIbpaHHOro n3obpaxkeHua ns oyepean obpaboTkm

Mepexoa K NnepBoMy LLAry, A0 TEX MOP NOKA OCTa/IMCb He 3aKPaLLUEeHHbIEe MNOJINTOHbI



Pe3ynbTaT TEKCTYPUPOBAHNA MOAENM




[TocTpoeHne TEKCTYPHOTro aTaaca




TekcTypupoBaHue moaenn. Matepuasl

e Lévy, Bruno, et al. «Least squares conformal maps
for automatic texture atlas generation». ACM
Transactions on Graphics (TOG). Vol. 21. No. 3.
ACM, 2002.

e http://doc.cgal.org/latest/Surface mesh paramete
rization/index.html

e http://www.cs.tufts.edu/~sarasu/courses/compl75
-2009fa/pdf/comp175-06-color-texture.pdf

e http://www.blackpawn.com/texts/licghtmaps/



http://doc.cgal.org/latest/Surface_mesh_parameterization/index.html
http://doc.cgal.org/latest/Surface_mesh_parameterization/index.html
http://www.blackpawn.com/texts/lightmaps/
http://www.blackpawn.com/texts/lightmaps/
http://www.blackpawn.com/texts/lightmaps/

[TonyyeHue 3D-aBaTapos N04AeN




Cnacunbo 3a BHMMaHue!
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