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Parallel computation of high-accuracy scene flow based on multiview stereo

ABE, TORU
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Scene flow is 3D vector field representation of target object"s motion in a real s
pace, which can be estimated from a set of image sequences taken at different viewpoints. Recently, high-s
peed methods for estimating accurate scene flow are needed in widely various applications such as CG, VR,
motion analysis, etc. Our research addresses this issue. As an indication of our progress, we have develop
ed a scene flow estimation method with voxel based multiview stereo and a parallel method for performing t
his scene flow estimation on a PC cluster machine. Furthermore, we demonstrate the effectiveness of our de

veloped methods through the experiments on several applications.
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