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3D Computer Vision

o NATHBIRTODIRHZIIF
« SRTTHBE 2ZXTDEBZENIRTHRIRDIET

R R B BRTHEIBEER
o IRTDERZEDEEH>THLIND ?




ZEACINES

Depth (BB REE) DIFHZEFF o= EIR
SHEFRDE D ICERHDENADS.

PRELES

IRREERZT G T DN E




PREEE R

KRR DEREFHENGTED.

EI22DD A
(MDTOF(Time of Flight)A =
24— B 5t (Projector-Camera) A =

L1l




TOF(Time of Flight)75 =%

L—HF—h G RETHEET HDITHHSEERE(Time of
Flight)hvio BB BfEZ 5181

TOFATINCLDEEREETAIT

> Thttp://www.tdk.co.jp/techmag/knowledge/201102u/



I\3—> BB &t (Projector-Camera) A =k

HoBH/NF—2DL—H—HBREET, REIT LD
INF—2DVY HTHRREZRITE

CIR=F=dRb T4

...........
...........
...........
...........
...........
...........
...........
...........
...........
...........
...........
...........

HRLTERE NS
< UEHiEHIEEe >

oooooooooo
ppppp
eesj0® ell2e
:."....‘..:
Wt 00 008N
2000000000
.\1....':00
e 008 59
- e oF
P00 eeaee® L X ]

I\ = BRE IC L DERREE T AT

> Thttp://www.tdk.co.jp/techmag/knowledge/201102u/ 6



INF—> BB B
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Kinect
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Kinect for XBOX360
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Kinect for Windows v2 | Kinect for Windows v1
NI—NASRGE 1920 x 1080 640 % 480
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NUI_LOCKED_RECT colorData(Kinecth 5> M RGB1E$R)
»cv::Mat_<cv::Vec3b> rgblmage [Z& &%

(RDBAEE) = rgblmage.at<cv:Vec3b>(0, 6)[2];

EEANES ! (GDBAEAE) = rgblmage.at<cv:Vee3k
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(BMBAEAE) = rgblmage.at<cv:Vec3b>(2, 1)[0];
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NUI_LOCKED_RECT depthData (Kinecth &M FEE# 1E$R)
—»cvi:Mat_<USHORT> rawDepthData =&k
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rawDepthDataDEMN53RITT (WT—NASEIER) [TE R

rawDepthData(FE gt B EEZ R)

col = (E{& DXEEFE);

row = (EE DYyEE);

rawDepthData.at<USHORT>(row, col) = (FEEEEDE[mm] + 7L 4 —ID);

‘ NuiTransformDepthlmageToSkeletonBE %%

real (NT—HASEEFZER) (realldVectord®! real.wld#E1R)
real.x = (XEEAZ[m]);
real.y = (YEEAZE[m]);
real.z = (ZEEAZ[m]);
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