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A Preliminary Study on 4D Scene Modeling from Live-action Video Including Pedestrians

FH kA L
Raiki Tanaka

HIET R 1
Daisuke Deguchi

Yasutomo Kawanishi

NG B! R 7

Hiroshi Murase

HEHERE !
Nagoya University

1 EC®IC

TR, X D BSICANL 72 HEREIE OFMiE iV e L
T, BEREM»OHENLZFIL Y Ial—ard
RENOHREVEE > T W53, ZOHTD, Epic Games
DR LT — LT Y TH % UnrealEngined [1]
(LUF, UE4) &, BEENZEEHZAEICT2m0WL

2 IMWRE, ~AVF T Ty b T k=G, =TV
VAR COBHNS, FIA4ALEY TS IalL—&XT
HZLAAENTVWS., ZDXS5SKRESALY T Ia
L—& FCTHEICHLBRBEZBHHET 2 720121%, CG
HIROEFEMEITIZ, BREMNCTFET 2RO E £ T
HEEcii X - REE R E &8 3D > —> (MLF,
4D ¥ — Y FER) B Er b, Lo L, HERHEIC
BIL724D =2 Xub b FEETHET 23X M
FEHEIZEV. 20D, BEENTERETOYIROE) =
FTE2EHRT 2 4D > — v ORI ENRD Hh
TW3.

AFERTIX, PTELZTOHEDOHIRA X Z H{§ERY
o BITEOEEETEEDZAD O — VB WRT 5 F
BERETS. $72, UMM ZHWT, #EELZ4D > —
CUOHBEARER Z ¥ BRT

2 HEREAXAZEERIIDSD 4D > — UERFE
TRETFRZ, HAHE LRSI » BiRD X ZH
BRI AN e L, BITEOEE2ED 4D - %
BHET2FETHD, LT 400NED» SR INS.
Q)Fﬁml@ﬁ$($ﬁkﬂ)&elu—yayﬂ%
DEREZ o U 72 @B D E{R 123 L T Structure
from Motion (SfM) %17V, FEGORENAIE,
X TLE BRINEERTMELR 3D 2§85, X
2, 1L E N7z 3D KBt h X FiiiE - BEEHIC
L T Multi-View Stereo (MVS) %47\, EEE S
BEHETS. 2L T, BEELH»S Mesh 24
ML, 77 AF v MA-RRERN 3D Ky avE
T) 8L, IS DMIIZIX, Agisoft 235
L 7z Metashape [2] Z W3
(2) ADEBRRIDSDHITED 3D UE - ZBHETE
k(1) TRLNIREMK e R R EIT LD,
ANTEBRINDOEH X FE - BRAZHETS. X
12, ANEGRIIOFE BRI LT 3SDMPPE [3] %
BHAL, BOXIME - ZBHAGDETHTE
D 3D & - EB%F2
(3) HITED 3D P X—>a>DEM Ll (2) TK
DI BITED 3D i - ZE % B{GRYIE CHEY 3

2021/3/9 ~ 12 F2 T4 B

AT THITEDID 7oA - ary®2ERT 3.

(4) 3D 7=AXA—2 a3 OEE FHAlICHE L BB
My kit (3) TffoN/z3D 7 =X =Y ary 7 —& %
UE4 N2 HUD A Te,

3 ERER

RETEOERAMEHRT 272012, BB AYEER
W R LGRS AT LT 4D & — ¥ OREER
EERE(T -7z, EBRICHWS A X F1 Sony o7 I TH
h, L ¥ XiZl& Sigma Art 24-70mm F2.8 DG DN %*
%mt.:@ﬁX?%%mf%E%ﬁ%@ﬁﬁﬁ#%ﬁ
B2 U7-H{5 205 M2 AT LU TERIBEIK 28R L /-,
72, FICARX T % HWTHRY Ltﬁﬁ(%mgﬁ%%
1,600 7L —2 7Y D H LT 4D > — U HSE CGRTHE D
3D & - ZBOHEE) OANHEGHERYE L THW:.

FERZH W2 ATEGERFI DO —fl & 4D > — > DR

MREK1IORT. 126905 X912, gy —
¢®3D B NN EZMAEL BT TETVWSZ
L EMERL 7.

4 LIV

AFETIE, SHEEEOHEEOHEIRY X Z HGERY
D HEBAD 3D (i - ZEHEZITV, UE4 L THE
AJRE/R 4D > — VDR EIT S FIEERIRE L 72, 5D
PR Y LT, KEERIREE AW, ERT37=
A= a vy OEOF, HITEICEDERL 3D ET LD
MR, B TFons.

SR AIIZEO—ERE JSPS BHFE 17H00745 12 Xk B

BEXH

[1] UnrealEngine4, https://www.unrealengine.com/

[2] Metashape, https://www.agisoft.com/

[3] G. Moon, J. Y. Chang, K. M. Lee, ”Camera Distance-
aware Top-down Approach for 3D Multi-person Pose
Estimation from a Single RGB Image”, Proc. of
ICCV2019, pp.10133-10142, July 2019.

(b) %ﬁb?ﬁ. 4D -
X 1 4D ¥ — v ORESRER

(a) AJ7H{g

Copyright © 2021 IEICE

(ERE - EBR/NOLTAEERXE)



