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ABSTRACT

This report presents the result of development program for 3D spherical object animation
with vazlrious view points using information from only one video camera. The system applies
image-processing theories and methods to analyze the image data. The estimated object position
is used to create the animation using computer graphic techniques.

The program is divided into three major parts. In the ﬁrs;, the program finds the positions
of makers, and then creates the homography matrix from this information. In the second part, the
program analyzes video image to search for a spherical and finds the centroid of the object. Then,
the centroid is used to estimate the center of the sphere in the world-coordinate system using the
homograhy matrix as obtained from the first step. Finally, the object position are interpolated
using the cosine-interpolation techniques.

This program was developed using Microsoft Visual C++ 6.0 compiler. The TLIB library
was used in the image analysis part, and OpenGL library was used for graphic rendering. The

program was tested on Microsoft Windows XP.
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2.6.3 ¥HAveedo3yalu OpenGL
s 2 ] ]
OpenGL Wiwiemsfeusoriuer lu Tdsunsulussuudfiamsinannnansdald

° ° a Y 4 v oA 2 o & a 8 o
7”ﬂ15ﬂ‘]"uﬂ‘ﬂuﬂmﬂ‘r‘lﬂuaﬂumq llﬂ%zuﬂ']’]uﬂg'lﬂﬂa\iﬂi]ﬂ‘lyi C “lf\iﬁ']u'ﬁﬂl'ﬂﬂ]ﬂﬂﬂ\iﬂuvlﬁ

Usznevlddiy

Suffix | Data Type Typical C type OpenGL Type Name
B 8-bit integer Signed char GLbuyte
S 16-bit integer Short GLshort
I 32-bit integer Int or long GLint ,GLsizel
F 32-bit floating point Float GLfloat , GLclampf
D 64-bit floating point Double GLdouble , GLclampd
Ub 8-bit unsigned number Insigned char GLubyte , GLboolean
Us 16-bit unsigned number Unsigned short GLushort

. Ui 32-bit unsigned number Unsigned int or GLuint ,Glenum ,

unsigned long GLbitfield

M7 2.1 M3UTRITTATOYAVDL OpenGL
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3.2.1 Y4ABUMS Calibration
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og#l 200 MM 2 galarius Threshold vzgniualmidudwmiai Marker
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14 3.2 uarasddednvesdmmian 191du Marker
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void CTlibboDlg::findvhitepoint()
{

tlColox *P;
P = new tlColox():
c =0;

Jftop left
for(x = 116; X <160 ; X++)
{
for(y = 10; y <120 ; v++)
{
bgInage->getColor(x,v,P):
if ((P->intensity)>200)
{
Col[c]=x:
Row[c]=y:
c++;
}
if (c>0) break;

3.2.1.2 MIMUIUN Homography Matrix
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int CTlibboDlg::gelimd(float **a,float *b,float *X,int n)

{
float tmp,pve,*t;

int k:
for (i=0:i<n;i++) { // outer loop on rows
pvt = afi][i]): // get pivot wvalue

if (fabs{pvt) < EPS) {
for (j=itl:jikn;j+) {
if (fabs{pvt = a[3][i]) >= EPS) break;

}
if (fabs(pvt) < EPS) recurn 1: // novhere to run!
t=alj]: // swap matrix rows...
a[il=a[i]:
a[il=t;
top=b[j]; // ...and result vector
b[j]=b[i]:
b[i]=tup;

}

/7 (virtual)} Gaussian elimination of column

for (k=i+l:k<n:kRH) { // alt: for (k=n-1;k>i:k--)
tap = a[k][i]/pve;
for (J=i+l:j<mn:i++) {  // alt: for (J=n-1:3>i:j--)

alk][3] -= tmp*a[i][)]:

}
b[k] ~= tump*b[i]:

}

}
// Do back substitution

for (i=n-1:i>=0;i--) {
X[i)=h[i]:
for (j=n-1:;j>i:j--) {
X[1] -= a[11{31*X[]]:

}

X[1] /= a[i][1]:
}
returh 0;
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sanesiulunsf I Inverse Homography Matrix

{

for

}

for

for

for

}

int CTlibboDlg::matinv(float **invlM,int n)

float **inv,tnp;
int i,j,k,retval;
retval = 0;
inv = new f£loat *[n]:

return retval;

(i=0;i<n;it+) {
inv{i] = new float [n]:

(i=0:i<n:i+) { // Initialize identity nmatrix
for (3=0:j<n:j+H) {
inv[i][3] = 0.0;
}
inv[i][i] = 1.000;

(k=0:k<n;k+) {
tup = invM[k][k]:
if (tmp == 0} {
retval = 1;
}
for (J3=0:j<n;i++) {
if (j>k) invM[k][j] /= tmp: // Don't bother with previous entries
inv(k](3] /= tup;
}
for (i=0;i<n:ii+) { // Loop over rows
if (i == k} continue;
tup = inwvM[i][k]:
for ({Jj=0:;3<n:;j++) {
if (3>k) invMEil[j] -= invM[k][3j]*tmp:
inv{i]{3] -= inv[k][J]*tup;

}

(i=0;i<n;iH) { // Copy inverse to source matrix
for (3=0:i<n;j++) {

invM[i](]] = inv[i1[3]:
}

3.2.2 TUABUMINTINGNTINAN
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{

woid CTlibboDly::profilexy()

int tempx=0;
int tempy=0;
int 1,3;
thres=50;
tlColor *P;
P = new tlColox{):
profilex = new float[320];
profiley = new float[240];
for(i=0;i<320:1i++)
profilex[i]=0;
for(i=0;1<240;i++)
profiley[i]=0;
//profilex
for (i=0:;i<320:i++)
{
for(j=0:,3<240:3++)
{
tenpInage->getColoxr(i,j,P);
tempx=(P->intensity)+tempx;
}
profilex[i]=tempx/240;
tenpx=0;
}
//profiley
for (j=0:3<240:j++)
{
for(i=0:1<320:i++)
{
termpInage->getColor({i,j,P):
tempy=(P->intensity)+tenpy;
}
profiley[]]=tempy/320;
tenpy=0;
}
cx=findcenter(profilex, 320, thres);
cy=findcenter({profiley,240,thres):

3.2.22 MIAINUMAIgAgUINaIMIINAY

dluilanduiiosgniSunnaeniunszuIUNIIH Profile AT Column 1A Row

4 a ) - o 4 A 19 '
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y
' ' . v 0 ' [ ' o A <
anuaInluuaag Pixel anumumm‘luumunumnm:mmaqunszmumsw"lé’mm

Aumisvesgudnarsainavdieglumn

saneTnulumsfmnamegaguinaamsenan

float CTlibboDlg::findcenter(float *profilex,int ii,float thres)
{
float maxvalue=0;
int ix=0;
int n,1lx,x;
float 3,moX,suntemp;
/4 £ind nax wvalue
for{j=0:3<iij++)
{
if (profilex[j]>maxvalue) {
maxvalue=profilex[j]:
ix=j;
}
}
//check left right
thres=(thres*maxvalue) /100;
//go to left
n=ix:
vhile{{profilex[n]>thres)s&&(n>1)]
{
n=n-1;
}
1x=n;
//g0 to right
n=ix;
vhile( (profilex[n]>thres)sas&(n<ii))
{ S
n=n+l;
}
X = n;
mox =0:
sumtenp=0;
for(i=lx;i<rxi++)
{
moxX=nox+(i*profilex[i]):
suntenp=suntemp+profilex{i];
}
8 =moxX/suntenp;
return 3;

}

3.2.2.3 MIsminaiiemsaummurvsInssnanlumuia
] 1 4 [ 4
[$199910013RIIUIIN Homography nszifufisaslszana Snisdeyalussuy
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danesnylumsaumdumisveansananluauia

wCenter = new double(3];

//Mul Matirx

wCenter[0]= ((imgCenter{0]*invH[0][0])+(ingCenter[1]*invi[0][1])+({ingCentexr[2]*invi[0]1(2])})
wCenter[l]= {(imgCenter{0])*invM[1][0])+(imgCenter{1]*invi[1][1])+(ingCenter[2]*invM[1][2])}
wCenter[2]= {{imgCenter{0)*invM[2][0]))+(ingCentexr[1])*invM[2][1])+{ingCenter[2]*inv¥[2][2])}

//center of world

tenp = (wCenter[0]/wCenter(2]):
wCenter[0]=tenp;

tenp = (wCenter[l]/wCenter[2]):
wCenter[l]=tenp;
wCenter[2]=1.00;

//find vector between Image Plane & Camera
vecU[0]=wCenter[0]-caneraCo[0];
vecU[l]=wCenter[l]-cameraCo[l]:;
vecU[2]=wCenter[2]-cameraCo[2];

tenp=sqre((vecU[0]*vecU[{0])+(vecU[1]*vecU[1])+{vecU[(2]*vecU[2])}:
norVec[0]}=vecU[0]/tenp;
norVec[l]=vecU[l]/tenp;
norVec[2]=vecU[2]/tenp;

//dot product with z-axis; ¢
cAlfa=(norVec[0]*normalVec[0])+(norVec[l]*normalVec[l]}+(norVec[2]*normalVec(2]}:

float arcCosAlfas=acos(cAlfa);
float alfaAxis=arcCosAlfa*(180/pi):;
float zetaAxis=180-alfeixis;

float zeta=zetaAxis*(pi/180);
floet fa =((l)/sin(zeta)):

norVec[0]=(fa)*norVec[0]:
norVec[l]=(£fa)*norVecfl]:
norVec[2]={fa)*norVec{2];

wCenter{0])=wCenter[0]-noxVec[0]:
wCenter[l]=wCenter[l]-norVec{l]:

323 TunuMsHAAIHATIIRAGE OpenGL

luntsudnwaves OpenGL TuszuL IuiaunuveImsIEAIHaTue Imiloufy
szuulumsfnnudesdusniuneunsuanmasieTusunsuesimsydsumaununagy
mif'immifmzizuiﬁ’szmuuumﬂu z finnfugud ualunmsuaaanadao OpenGL i
dulidhunun y dusgud ndmn Tlsunsuesshnsifiumdumisfidiuly 18
nunudniufnfeufiozumamalugliuuvesiudidmnsmiila uddh sunsusinn
Aumisd duuamanasiufiy suuveamsuaasrace bidetiosananjinianas
1193439 18111m3 Interpolation Wunitesas I msuaamaTuauTuneiu Taof 18vh

A ax Aa . . o "o 1A
M31a8nI50131158n 7 Cosine Interpolation 11N 15Uszuamnamdwmmiany lu 1dsunsy
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3.2.3.1 Cosine Interpolation Methods
Haff$uTun 159 Interpolation Methods suszifiumsdnufiugmivesnumaedu
n3 1A Smooth AMdivzIMLEALHA F1n139 Interpolation ﬁumi‘luqmﬁ'ﬂumzmiﬂs:
i Ifsiimningalasszlszinmumnngaaegafignszym’ll #a3ifvemms

.2 . 4 . 2 -
Interpolation Wuasov lAnarnmaregluuy efielumsi ldsunsuininldidenss

d'l o ~

. . A 4 ° VA, 1 []
Cosine Interpolation FuiipsiwudSsuiisuiuitouseiaa lddwuaziinau Ifwazah

(] y 14
Amnvsiifsanedeomsuaadaaluauduiuds

HEUA NN 3.1 (LTAINTS interpolation #2077 Linear Interpolation

2
MNMMTUMSLAAINTMIUFAINAN NIV Linear Interpolation 5991005 1W9E
a Y Y & = A ' a
mmimxﬂiwﬂﬂﬂmsuﬁmNa“lmmﬂNmunﬂwﬂﬂmams}ﬂwammzmﬂmsnssqn
nSeasunuad s llednsiad i ldnaanuayese luvazndudenld Cosine

Interpolation ﬁu%z"lﬁwamsﬁm’amﬁ’agﬂﬁ 32 ua:ﬁ;ﬂtmnauﬂﬁﬁwia"lﬂf:
)=l + 0y M li-cos(mex)l+2]

A - = a o o P Yo
oA X ﬂﬂﬂ'lﬂQTlIﬂU%%ﬂﬂ‘i]'lflﬁlﬂi'lﬂ')'lﬁli’)‘llﬂ\iﬂ'lﬂﬂ%51‘]114“’(1’1‘!9 (Frame Rate)
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HHUMNT 3.2 UAAINTT interpolation 42077 Cosine Interpolation

& { a v
aa9ziinau Ifsvsuduniianuaussunnniuazuaaina luaumeadunswila 14

ANIUUY Linear Interpolation HAandulunism interpolation

double CosineInterpolate(
double yl,double y2,
double mu)

double mu2;

mi2 = (l-cos(nu*PI})/2;
return{yl#*(l-nu2)+y2*nu2) ;
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4nU X (Column) 0.071 3.925 0.047 3.941

unu'Y (Row) 13.915 13.916 1.094 1.095

¥

A13191 4.2 L1AA9AT World Coordinate N MUATY

4.2 M3AHINUN Homography Matrix 1482 Inverse Matrix
F4 ] v
indunsumsiannldsunsy ildnalduda szdimnigai 18smuaiiv

° o ’ | '
Marker WIWIATUIUNT Homograghy Matrix 1lae Inverse Matrix Favz'ldan Homography

Matrix fase T}
fl Homography Matrix
24.8145 11.0787 115.715
-0.028 211 32 241.009
-0.001 0.068 1

A3197 4.3 (LAAINTVBY Homography Matrix

(] E 4
N1SNAADLUAIOY Homography Matrix Aty IduseimaaeudoTusunsy
¥ } 4
Matlab lagn15in Homography Matrix“lﬂﬂmﬁuﬁumuﬂu World Coordinate ﬁgﬂﬁmuﬂﬁu

E4 1 H
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uAu X uAuY Amdnfaminld Aunafisun'ld
0.071 13.915 139.5801 108.4538
3.925 13.916 189.0873 108.6037
0.047 1.094 120.0795 222.1478
3.941 1.095 210.7697 222.8325

M13197 4.4 uarAIn1snaasnigalu World Coordinate uszunmaganasdsinglunm

Tasrasnsf a0 1Usunsy Matlab asa9eeu I ezifamanuranaialszina 12.5%
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#1115111 Homography Matrix 11%1m35#161 Inverse AuilanduntoluTusunsyldnadniag

A5 19N 4.5
0.004 0.006 -6.292
0.0001 -0.053 12.8996
0.0001 0.003 0.114

A151971 4.5 LAAAI1VBIAT Inverse Matrix U499 Homography

wazthailouf ey Inverse Matrix NA1UI9IA28 11l514A53 Matlab

0.0040053 0.0069346 -6.306
0.00046016 -0.053856 12.927
0.0001 0.0036691 0.11469

A13197 4.6 LETAIAIUDAAN Inverse Matrix Y89 Homography # 14910 Ta/sunsy Matlab

‘é o { : i =
"‘INNﬁﬁ‘W‘Eﬁ‘w{ﬂ'lﬂi‘llﬂmiﬂuu‘ﬂ%’,W‘Uﬂ'lﬂ’J'liJNﬂWﬁ’]ﬂ 11.11 %
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4.3.1 MInNAaauATaN 1
P i 4 ¥ oo o
mInaaeuiosdu Tasmanasunveansanay luuuiuny x Wu lulimsdoauuas

A TaggnAAUIUTALUINIINTIAADUNVBINTINAY

3UM 4.1 mnuaasnuImsindeuivemsananlunmsnaaesi 1 naaulsui 20

sunn unu X 71'ldean unw Y 14910
i HAUX UAUY Tusunsy Tsunsu
20 2.04 0.849 2.0843 0.8736
30 2.04 1.783 2.1 1.963
40 2.04 2.605 2.115 2.9455
50 2.04 3.51 2.08 4.239
60 2.04 445 2.096 53907
70 2.04 5.462 2.11i 6.368
80 2.04 6.476 2.029 8.0785
90 2.04 7.408 2.075 9.0288
100 2.04 8.338 1.98 -0.326
110 2.04 9.342 1.98 -0.326
120 2.04 10.347 1.98 -0.326
130 2.04 11.264 1.98 -0.326

:; dy 9 A =1 a’; (7=}
139N 4.7 uﬁmwams‘nﬂﬂa‘umamuiﬂﬂmsmaeumamﬂnau'luumunu X ‘L!‘Llllililﬂ'li

=
ISHICRNIRR!
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& a & a ~ 9y )
ﬂ'li‘Vlﬂ’d'f)‘UIﬂUﬂ"IiLﬂﬁﬂuﬂﬂl'ﬁ]\i'ﬂ53ﬂﬂu1uuu'}uﬂu X uunmsmmmu"lﬂmmmmn

AININ

b

\

-l

31N 4.2 mmuaaimsindounvamsnanlumsnaae i 2 uaaawsui 60

sunn unu X fildean unu Y Igean

i (U X uau Y Talsunsw T1lsunsw
20 1.931 0.244 1.997 0.345
30 1.874 1.307 1.92 1.65914
40 1.817 2.369 1.877 2.9456
50 1.76 4.494 1.822 4.2398
60 1.703 5.557 1.769 5.50266
70 1.645 6.619 1.645 6.93661
80 1.588 7.682 1.57075 8.1473
90 1.531 8.744 1.4402 9.052
100 1.474 9.807 1.55 -0.72
110 1.417 10.869 1.55 -0.72
120 1.359 11.932 1.55 -0.72
130 1.302 12.994 1.55 -0.72

' Y ' v v
13197 4.8 taaawamInaaeUiieIdu Insnsnasunveansanay luuuny x HTuiing

a Y] ]
Weauu lnedudne
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4.3.3 MINAABUATIN 3
¥
9y

[ [ 9 [
msvmﬁa‘uLﬁmﬂuiﬂamimﬁauﬁmawsanammmnu X ﬁu"luﬁﬂmﬁmmmmxm

mslamanuanuie linsnauniasann

{

\
A
k i
PSR FORGFRE S

51l 4.3 MwuaaINIsIAADUNYOINT INANNALMIAATU IHMINAABIN 3 HaaumsLd 40

sunn unu X A'lgen unu Y ldean

i UAUX UAUY Tdsunsu Tisunsy
20 2,04 0.849 1.940 0.86
30 2.04 1.783 1.900 1.940
40 2.04 2.605 1.95 2.92
50 2.04 351 2.01 428
60 2.04 4.45 2.096 5.46
70 2.04 5.462 2.19 6.648
80 2.04 6.476 2.297 7.699
90 2.04 7.408 2.32 8.99
100 2.04 8.338 2.35 10.28
110 2.04 9.342 2.45 11.53
120 2.04 10.347 1.98 -0.326
130 2.04 11.264 1.98 -0.326

M 4 . 1 v
A13199 4.9 uﬁmwaﬂmfmﬁamﬁmﬁ’uTﬂfmmﬂﬁaummmmauumunu X ﬁu"lu

fmsdeavunazimsldaanuanaie linsanaunam
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Tools>Options>Directories Mmstinaslu Include files taz Library file A9

R\ ux
Editor | Tabs I Debug l Compatibility I Build ] Directories I Elz

Platform: Show directories for:
[Include files ~|

|Directories: X $ |
CATLIB-MSYCAEXTERNALADIRECTXMNCLUDE
CATLIB-MSVCANCLUDE
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Options i
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