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2D and 3D Realtime Tracking of Human Body using Fast L evel Set Method

o Yumi IWASHITA, Ryo KURAZUME, Tokuo TSUJI, and Tsutomu HASEGAWA
Kyushu University
Kenji HARA Fukuoka Industrial Technology Center
Abstract: This paper presents an efficient implementation technique for the level set method(L SM) named the Fast Level

Set Method (FLSM). The LSM can handle changes in the topology of the evolving contour, but requires large calculation
cost. The effectiveness of our agorithm is shown by experiments of realtime tracking of moving objectsin video images

and stereo range images.
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(b) Divided

Fig.1 Reference map
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Fig.2 Simultaneous tracking of multiple objects.
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(a) Object ~ (b) Voxel data
Fig.3 3D reconstruction of human body
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