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Synthèse en Français

Vers une imagination par ordinateur :
Suivi robuste d’objets 3D rigides et articulés en temps réel

pour la réalité augmentée et la robotique

Les travaux de recherche décrits dans ce mémoire ont été menés d’octobre 2001 à juin 2005, à
l’IRISA/INRIA-Rennes. Cette thèse a été initialement menée dans le projet ViSTA (dirigé par
Patrick Bouthemy) puis ensuite dans le projet

� � � � ��� �
(dirigé par François Chaumette) à partir de jan-

vier 2004. Par ailleurs, une partie de ce travail a été effectuée durant un séjour d’un mois à l’université de
Monash en Australie, dans le Digital Perception Laboratory (dirigé par David Suter).

Dans cette partie, un résumé étendu est donné en français pour souligner les contributions principales de
cette thèse. Ceci permettra au lecteur francophone de comprendre les axes principaux des travaux décrits,
plus longuement par la suite, en anglais.

L’objectif de cette thèse est l’étude du suivi 3D d’objets rigides et non-rigides en temps réel par un
système de vision monoculaire. L’approche se base sur des connaissances a priori, définies par un modèle
CAO de l’environnement. Ce suivi permet d’estimer la pose entre la caméra et son environnement, informa-
tion utile pour de nombreuses applications, comme la réalité augmentée ou l’asservissement visuel qui sont
considérés ici. La pose, qui décrit la position et orientation relative entre deux repère en 3D, est estimée à
travers une relation non linéaire entre des primitives visuelles extraites de l’image et la projection d’un objet
3D sur l’image. L’estimation est réalisé via une loi de commande d’asservissement visuel virtuel.

Introduction

Le suivi 3D est formulé sous la forme d’une erreur à minimiser dans l’image et s’effectue en utilisant la
notion d’image virtuelle ainsi qu’une mémoire 3D de l’environnement. Cette image virtuelle, qui est une
composante centrale dans cette thèse, est considérée comme analogue à une imagination artificielle. Cette
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notion centrale vise de construire des liens avec l’imagination humaine qui motive un potentiel réel des
notions présenté ici. On peut distinguer deux types fondamentaux de conception de l’imagination :

• l’imagination passive - quand l’esprit se représente involontairement des impressions sensibles;

• l’imagination active - qui consiste à rassembler différents souvenirs pour former une nouvelle
représentation dynamique. Ce type d’imagination est préliminaire aux processus de création.

Dans cette thèse, l’imagination artificielle est alors considéré comme une flux d’images virtuel qui est relié
à une mémoire 3D par une loi de commande en boucle fermé. La première conception est liée à l’objectif
principal de cette étude, c’est-à-dire la perception d’objets 3D dans l’espace. La perception d’un objet 3D est
considérée comme la détermination de la position et de l’orientation de celui-ci par rapport à l’observateur.
Dans le cadre de cette thèse, cela consiste à suivre un objet en temps-réel en utilisant une caméra monoc-
ulaire. La deuxième notion va aussi être traitée dans le cadre de la réalité augmentée, où des images com-
plètement imaginaires (virtuelles) sont incrustées sur l’image réelle.

Le suivi 3D s’effectue en considérant une caméra virtuelle, limitée à un simple plan de projection et
un centre optique, et dont le déplacement virtuel est assuré par une loi de commande d’asservissement
visuel [Chaumette90, Espiau92]. La formulation du suivi est alors considérée comme un asservissement
visuel virtuel [Sundareswaran98, Marchand02a]. Cette méthode, qui consiste à minimiser une fonctionnelle
non-linéaire en utilisant une approche de type gradient ou quasi-Newton, est théoriquement similaire aux
méthodes de minimisation classiquement utilisées pour réaliser ce calcul. Dans ce manuscrit, un nouvel al-
gorithme d’asservissement visuel virtuel sera présenté, tout en abordant les aspects d’efficacité, de stabilité,
de robustesse et de précision. En particulier, ce principe fournit une méthode générale pour la dérivation des
matrices d’interaction pour des primitives complexes incluant des ellipses, cylindres, points, distances ou
toute autre combinaison.

Le problème du suivi 3D est fondamental en vision par ordinateur. Le développement d’algorithmes
robustes et rapides de suivi d’objets dans des séquences d’images a été en effet un objectif principal depuis
de nombreuses années. L’utilisation de modèles 3D semble être une solution intéressante pour parvenir à
cet objectif. L’avantage principal des méthodes basées sur un modèle 3D de l’objet est que la connaissance
a priori sur la scène permet l’amélioration de la robustesse et de la performance, tout en étant capable de
fournir une information supplémentaire et nécessaire pour réduire les effets de données aberrantes poten-
tiellement présentes dans le processus de suivi locale dans l’image. L’une des difficultés induites par de
tels algorithmes porte sur l’efficacité et la précision avec lesquelles les primitives locales de l’image sont
combinées avec le modèle global de l’objet. Cette combinaison est réalisée par l’algorithme de suivi 3D, qui
fournit une estimation de la pose, c’est-à-dire la position et l’orientation entre un objet 3D connu a priori
et la caméra qui observe cet objet. Dans un premier temps, un algorithme de suivi est proposé; il considère
le calcul de pose comme un problème de recalage 1D-3D. Cela revient à recaler des points 3D ou d’autres
primitives 3D paramétriques (lignes droites, cercles, cylindres) et leurs projections sur le plan image à un
recherche 1D.

Ce problème fondamental a des applications dans plusieurs domaines. Dans cette thèse des résultats
sont donnés principalement pour le domaine de la réalité augmentée ainsi que pour la robotique.

Le concept de réalité augmentée vise à accroître notre perception du monde réel, en y ajoutant des
éléments fictifs, non visibles a priori. La réalité augmentée désigne donc les différentes méthodes qui per-
mettent d’incruster de façon réaliste des objets virtuels dans une séquence d’images [Azuma97, Azuma01].
Le domaine de la réalité augmentée a connu récemment un essor important et possède de très prometteuses
applications dans de très nombreux domaines : jeux vidéo et “edutainment”, cinéma et télévision (post-
production, studios virtuels, retransmissions sportives,. . . ), industries (conception, design, maintenance, as-
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semblage, pilotage, robotique et télérobotique, implantation, étude d’impact,. . . ), médical, etc. Agrémenter
d’objets fictifs une séquence vidéo issue d’un plan fixe ne pose en soit guère de problèmes. Cependant,
les applications visées demandant souvent énormément de réalisme, il est indispensable que l’ajout d’objets
dans une scène ne perturbe pas la cohérence du contenu filmé. Le fait de déplacer la caméra implique na-
turellement un mouvement dans l’image de la scène filmée. Pour assurer la cohérence entre les deux flux
réels et virtuels, un lien rigide doit alors être maintenu entre les deux mondes. Afin de donner l’illusion que
ces objets fictifs appartiennent au même monde, il est nécessaire de bien les placer, bien les orienter et de
respecter les facteurs d’échelle par rapport aux objets réellement filmés. Bien placer les objets virtuels par
rapport aux objets de la scène nécessite de connaître la position de la caméra par rapport à la scène.

Il est cependant évident que la réalité augmentée n’est pas le seul domaine d’application pour de tels
algorithmes. Un domaine applicatif reposant en grande partie sur la nécessité de localiser la caméra par
rapport à la scène est la robotique. Le domaine de l’asservissement visuel en robotique a besoin d’indices
visuels sur lesquels les différentes lois de commande d’asservissement visuel pourront s’appuyer. Les méth-
odes de suivi 3D tentent d’apporter une contribution à l’extraction et au suivi en temps-réel d’indices visuels
complexes. Les méthodes de localisation et de suivi d’objets dans des séquences vidéo ont fourni des out-
ils de traitement d’images suffisamment robustes et rapides pour être intégrés dans des expérimentations
d’asservissement visuel.

Ce mémoire est structuré en huit chapitres. Dans le premier chapitre, un panorama général des objectifs
et des contributions est donné. Ensuite, les fondements mathématiques du mouvement 3D des corps rigides
sont présentés. Dans les chapitres suivant, les principales contributions de cette thèse sont décrites. En
résumé, elles portent respectivement sur les thèmes suivants :

• Une méthode de suivi 1D/3D basée sur la notion d’asservissement visuel virtuel (Chapitre 3).

• La dérivation des matrices d’interaction de type distance-à-contour (Chapitre 5).

• Une adaptation du suivi local des éléments de contours en mouvement, qui est invariant à l’échelle
(Chapitres 4 et 6).

• La proposition d’une loi de commande statistiquement robuste à une classe générale d’erreurs
(Chapitre 6).

• La définition d’un modèle de mouvement articulé basé sur la notion d’ensembles cinématiques
(Chapitre 7).

• L’application de ces techniques à la réalité augmentée et à l’asservissement visuel (voir les résultats à
la fin de chaque chapitre).

Dans les sections suivantes ces chapitres sont présentés plus en détail.

Suivi 3D: estimation de pose

Afin de pouvoir suivre des objets dans un environnement 3D réel il est intéressant de considérer un modèle de
l’objet. Il est possible de considérer des modèles 3D, généralement un modèle CAO de l’objet. Le problème
revient alors à déterminer l’attitude de l’objet à l’aide d’une vue [Dhome89, Lowe91, Gennery92, Koller93,
Daucher93, Tonko00, Drummond02, Vacchetti03, Comport03a], ou de plusieurs [Braud97, Martin02]. Ceci
permet d’obtenir une meilleure précision et de traiter des occultations temporaires de l’objet dans une des
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vues. Ce type d’approches se prête très bien à une intégration dans des expérimentations d’asservissement
visuel ou de réalité augmentée.

Le chapitre 3 est alors consacré au développement d’algorithmes de suivi basé-modèle. Ce point est
d’autant plus difficile à traiter dans un contexte applicatif, tel que l’asservissement visuel ou la réalité aug-
menté visuel, puisqu’il faut en même temps satisfaire des contraintes de temps-réel (ou proches du temps-
réel) et de précision pour que la méthode de suivi puisse être exploitable. Une contrainte 3D a été considéré,
correspondant à des connaissances sur la structure de l’objet. Cette contrainte très forte permet d’effectuer
un recalage 2D-3D qui rend un suivi robuste tout en permettant une localisation de l’objet suivi par rapport
à la caméra.

Le suivi 3D est alors un problème de calcul de pose ou de localisation 3D. Si, de plus, les paramètres
internes de la caméra ne sont pas disponibles, on a affaire à une problème d’étalonnage de la caméra. Ce
sont deux problèmes très anciens en vision par ordinateur (citons les travaux sur le PnP [Fischler81] –
Perspective from n points –) et en photogrammétrie [Brown71] mais qui ont suscité et continuent de susciter
de nombreuses études. Différentes approches ont été développées pour estimer la position relative de la
caméra par rapport à la scène et il semble impossible de les énumérer ici de façon exhaustive.

Considérons, pour illustrer ce point, le problème de la localisation 3D à partir de la projection de points.
Ce problème de recalage 2D-3D revient à déterminer les paramètres extrinsèques de la caméra, définis par
la matrice homogène de changement de repère cMo, qui minimise l’erreur de re-projection suivante :

∆ =
N∑

i=1

(pi −KcMo
oPi)

2 (0.1)

où oP représente la position des N points considérés dans un repère lié à la scène (modèle de l’objet),
pi les measures de leurs positions dans le plan image et K la matrice de projection perspective. On peut
établir deux classements transversaux : le premier porte sur la méthode retenue pour réaliser le recalage
entre les primitives 2D extraites des images et leurs correspondants 3D, le second porte plus sur la nature
des informations visuelles extraites des images et utilisées lors du recalage.

Le premier facteur discriminant porte donc sur la méthode retenue pour réaliser le recalage 2D-3D. Dans
le cas où un faible nombre de primitives est disponible, il existe des solutions purement analytiques à ce prob-
lème consistant à résoudre directement le système d’équations non-linéaires issu de l’équation (0.1). Pour
3 points, il y a 4 solutions à ce problème [Fischler81], mais des solutions uniques existent pour un nombre
de 4 points [Horaud89] ou de 4 droites [Dhome89]. Par nature, ces problèmes sont non linéaires par rap-
port aux paramètres de pose mais il existe des solutions linéarisés (e.g., [Ganapathy84, Faugeras87, Liu90])
reposant sur la résolution de systèmes linéaires aux moindres carrés pour estimer la pose et éventuellement
les paramètres intrinsèques de la caméra. Dans ce cas, l’efficacité de ces approches repose principalement
sur la représentation choisie pour la matrice de rotation (matrice 3 × 3 [Ganapathy84, Faugeras87], an-
gles d’Euler [Liu90]) et des contraintes retenues pour assurer l’orthonormalité de cette matrice. Elles sont
cependant extrêmement sensibles aux bruits de mesure.

Ces méthodes ne fournissant généralement pas un résultat de très bonne qualité, d’autres approches
comme les techniques de minimisation non-linéaire (e.g., [Lowe87, Lowe91, Drummond02, Martin02,
Daucher93, Marchand02a] pour le calcul de pose ou [Brown71, Chaumette89] pour l’étalonnage) peuvent
alors être considérées. Elles consistent à minimiser l’erreur entre les observations dans l’image et la projec-
tion du modèle de l’objet pour une pose donnée. La minimisation est généralement réalisée en utilisant des
algorithmes numériques itératifs de type Newton-Raphson ou Levenberg-Marquardt. Le principal avantage
de ces approches est la précision du résultat obtenu. En contrepartie, l’algorithme de minimisation est sensi-
ble aux minima locaux, et peut, dans certains cas critiques, diverger. C’est pourquoi, une bonne initialisation
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du vecteur de paramètres à estimer est souvent nécessaire. Pour pallier ces difficultés, des techniques multi-
étapes (e.g., [Tsai89, Weng92, Wei94]), plus dédiées à la calibration, considèrent une estimation linéaire
(en ajoutant des contraintes comme la contrainte de Tsai sur l’alignement radial pour linéariser le prob-
lème) de certains paramètres et réalisent une estimation itérative des autres. Ces algorithmes autorisent une
convergence plus rapide vers une bonne solution.

Finalement une solution très élégante est proposée dans [Dementhon95, Oberkampf96]. Cette approche
repose sur un algorithme itératif faisant initialement l’hypothèse d’un modèle de projection perspective à
l’échelle (caméra para-perspective) et permet de se ramener progressivement vers un modèle de projection
perspective pure. Cette méthode est extrêmement rapide en temps de calcul grâce à des précalculs judicieux
et permet un calcul de la pose beaucoup plus précis que les approches analytiques ou linéaires. Une solution
similaire dans le cas des droites est proposée dans [Christy99].

Orthogonalement à cette première classification il est possible de considérer les primitives géométriques
utilisées pour l’estimation de la pose. Ce sont, le plus souvent, des points [Brown71, Fischler81, Faugeras87,
Horaud89, Haralick89, Dementhon95, Lu00] mais on trouve aussi des segments [Dhome89, Christy99,
Lowe87, Daucher93], des contours [Lowe91, Drummond02, Martin02], des coniques [Safaee-Rad92,
De Ma93], ou des objets cylindriques [Dhome90]. Peu d’approches considèrent l’utilisation conjointe
de plusieurs types de primitives (voir cependant [Phong95] pour l’utilisation de points et de droites
ou [Marchand02a]). Pour la calibration, là encore, la grande majorité des méthodes existantes repose sur
l’extraction de points (e.g., [Faugeras87, Brown71, Tsai89, Weng92, Wei94]), mais il existe des approches
utilisant des droites [Caprile90] ou des ellipses [De Ma93, Tarel95].

Asservissement visuel virtuel

Dans ce manuscrit, le problème de calcul de pose est considéré comme un problème de recalage consistant à
déterminer la relation existant entre un ensemble de primitives 3D et leurs projections dans le plan image. Le
calcul de pose est considéré comme un problème de recalage non-linéaire global : l’asservissement visuel
virtuel(AVV) [Sundareswaran98, Marchand02a]. Il est en effet possible de considérer que l’asservissement
visuel [Hutchinson96, Chaumette90, Espiau92, Hashimoto93] est le problème dual du calcul de pose. Ré-
soudre l’équation (0.1) consiste à trouver une configuration de caméra virtuelle ayant les mêmes caractéris-
tiques que la caméra réelle. Pour résoudre ce problème il suffit donc de déplacer une caméra virtuelle afin
de minimiser l’erreur entre la projection des informations visuelles sur son plan image et les observations
dans l’image réelle en utilisant une loi de commande d’asservissement visuel.

L’idée fondamentale de cet approche est donc de définir le calcul de pose comme le problème dual de
l’asservissement visuel 2D [Chaumette90, Espiau92, Hutchinson96]. L’objectif de l’asservissement visuel
est de déplacer une caméra afin d’observer un objet à une position donnée dans l’image. Ceci est réalisé
en minimisant l’erreur entre la position désirée des informations visuelles s∗ dans l’image et leur position
courante s. Si le vecteur des informations visuelles est bien choisi, il y a une unique position de la caméra
qui assure la régulation à zéro de cette erreur. Nous décrivons maintenant pourquoi le calcul de pose est un
problème très similaire.

Pour illustrer le principe, considérons le cas d’un objet avec plusieurs primitives 3D S (On note oS

les coordonnées 3D de celles-ci dans un repère lié à l’objet). Nous définissons aussi une caméra virtuelle
dont la position dans le repère de l’objet est définie par le vecteur r. Le but du problème du calcul de
pose est d’estimer les paramètres extrinsèques en minimisant l’erreur ∆ entre les données observées s∗

(habituellement la position d’un ensemble de primitives dans l’image) et la position s des mêmes primitives
calculées par une re-projection en accord avec les paramètres extrinsèques et intrinsèques courants :
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∆ = (s(r) − s∗) = [pr(ξ, r,o S) − s∗], (0.2)

où pr(r, ξ,o S) est le modèle de la projection d’après les paramètres intrinsèques ξ et la pose de la caméra
r. Nous supposons ici que les paramètres intrinsèques ξ sont disponibles mais ils est également possible
d’estimer ces paramètres en utilisant la même approche [Marchand02a].

Dans la formulation du problème d’asservissement visuel virtuel, une caméra virtuelle (initialement
avec une pose r(0)) est déplacée en utilisant une loi de commande d’asservissement visuel classique avec
l’objectif de minimiser cette erreur ∆ pour que la caméra virtuelle atteigne la position r ∗ qui minimise cette
erreur (r∗ correspond à la pose).

L’objectif est de minimiser l’erreur ‖s− s∗‖. En asservissement visuel classique, une fonction de tâche
e est définie par la relation:

e = C (s(r) − s∗) , (0.3)

où la matrice C est appelée la matrice de combinaison. Elle permet de prendre en considération plus de
primitives visuelles que le nombre de degrés de liberté contrôlés (6 dans ce cas).

En supposant C constant, la dérivation de l’équation (0.18) conduit à :

ė =
∂e

∂s

∂s

∂r

dr

dt
= CLv, (0.4)

où L s’appelle la matrice d’interaction [Chaumette90, Espiau92, Hutchinson96] associée à s. Elle lie le
mouvement des primitives dans l’image à la vitesse v de la caméra virtuelle (ṡ = Lv).

Si une décroissance exponentielle de l’erreur e est définie, on a :

ė = −λe, (0.5)

où λ est un coefficient proportionnel qui représente le taux de décroissance. Il est maintenant possible de
dériver la loi de commande. En effet, la combinaison de (0.5) et (0.4) donne :

CLv = −λe. (0.6)

La loi de commande est finalement donnée par :

v = −λ(CL)−1e. (0.7)

Dans la pratique, un modèle L̂ de L est utilisé et maL−1 est choisie pour C. En plus, la convergence et
la stabilité sont des questions importantes lorsqu’on traite une telle loi de commande. Dans le chapitre 3 la
stabilité asymptotique locale et la convergence du système sont démontrées.

Suivi 1D: recherche et hypothèse

Afin d’estimer la pose, de façon globale, il est nécessaire de considérer des informations visuelles locales
qui fournissent à la fois de l’information précise sur le positionnement géométrique de l’objet et qui restent
efficaces en termes de calcul. De plus, il est bénéfique en terme de robustesse de pouvoir considérer le
suivi de primitives géométriques a priori quelconques (e.g., droite, ellipse, courbe , etc.). Pour satisfaire
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ces contraintes de robustesse et de rapidité, un cadre générique de suivi de contours a été choisi, permettant
de suivre localement des contours en 1D. L’algorithme dit des ECM (Éléments de Contours en Mouve-
ment) [Bouthemy89] a été adapté au problème du calcul de pose. L’avantage de cette méthode est qu’elle
ne nécessite pas d’étape, souvent coûteuse, d’extraction des contours spatiaux dans l’image et n’est ainsi
pas sujette aux aléas de segmentation. De plus, elle peut être implantée en temps réel, les calculs à effectuer
se limitant à de simples convolutions par des masques pré-calculés [Boukir98, Bouthemy89]. Une telle ap-
proche locale, sans estimation globale, est sensible aux erreurs de suivi mais elle est cependant idéale pour
assurer un suivi en temps réel grâce à une recherche 1D le long de la normale aux contours de la projection
du modèle de l’objet dans l’image.

Le traitement consiste à calculer, pour chaque point du contour considéré, la composante de déplace-
ment perpendiculaire au contour entre deux images à t et t+ ∆t. Elle ne nécessite que l’application d’une
convolution en chaque position candidate, et est très performante d’un point de vue du temps de calcul.
Le procédé consiste à rechercher le “correspondant” pt+1 dans l’image I t+1 de chaque pixel pt (voir Fig-
ure 4.9). Nous déterminons un intervalle de recherche 1D

{
qj , j ∈ [−J, J ]

}
dans la direction δ normale à

l’arête projetée. Pour chaque position qj dans l’image I t+1 dans la direction δ, nous calculons le critère
de mise en correspondance qui s’exprime comme la maximisation d’un rapport de vraisemblance ζ j . Ce
rapport peut se réécrire comme la valeur absolue de la somme des convolutions dans l’image calculée en p

et qj avec un masque pré-calculé Mδ dépendant de l’orientation de l’arête projetée. La nouvelle position
pt+1 est donnée par [Bouthemy89] :

pt+1 = arg max
j∈[−J,J ]

ζj avec ζj =| It
ν(p) ∗Mδ + It+1

ν(qj)
∗ Mδ | (0.8)

où ν(.) désigne un voisinage du pixel considéré. Cette formulation est beaucoup plus robuste qu’une sim-
ple recherche du maximum de gradient le long de la normale au contour en utilisant des masques dériva-
teurs classiques. D’une part, les masques sont orientés en fonction de la normale au contour et d’autre
part en utilisant cette formulation, la réponse de la convolution en pt et en pt+1 est implicitement com-
parée ce qui implique donc que les deux points homologues doivent se ressembler. La figure 4.13 dans le
chapitre 4 montre le résultat du suivi d’un certain nombre de primitives visuelles lors de leur utilisation au
sein d’expérimentation de suivi.

Dans l’adaptation considérée dans cette thèse, plusieurs facteurs ont été modifiés :

• D’une part, l’utilisation de quatre orientations des masques a été modifiée est composée de 180 angles
différents. Ceci est dû au fait que, dans l’application de suivi considéré ici, il n’y a pas besoin de
déterminer l’orientation du contour puisque celui-ci est estimé au niveau global. Ceci implique que
les masques appliqués sont seulement 2D (et non pas 3D) et qu’il n’y a pas de perte de temps de calcul
en considérant des orientations plus précis.

• Le premier terme du rapport de vraisemblance ν j introduit une contrainte spatio-temporelle forte qui
peut cependant s’avérer préjudiciable dans le cas où l’objet à suivre est situé sur un fond texturé
ou lorsque l’objet passe devant d’autres contours dans l’environnement. Pour résoudre ce problème
potentiel, lié à la contrainte de continuité, la contrainte temporelle à été supprimé dans notre imple-
mentation.

• Dans cette thèse, une méthode est proposée qui permet de rendre les éléments de contours, à la fois
invariants à l’échelle du contour et sans besoin d’un seuil manuelle de détection. Cette méthode
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consiste à propager l’incertitude de chaque élément de contours au niveau global. Ces incertitudes
sont alors prises en compte par un estimateur robuste au niveau global. Ainsi, le facteur d’échelle et
la définition d’un seuil de détection a été pris en compte simultanément avec l’estimation de la pose.
Cette invariance à l’échelle permet aussi de considérer des masques de tailles différentes sans changer
un paramètre de correction manuellement.

Modèle d’interaction 1D-3D

Dans le formalisme de l’asservissement visuel virtuel, n’importe quel type de primitive géométrique
peut être considéré dans la loi de commande proposée dès lors qu’il est possible de calculer la matrice
d’interaction associée L. Dans [Chaumette90, Espiau92], un cadre général est proposé pour calculer L. En
effet nous pouvons calculer la pose à partir d’un grand nombre d’informations visuelles différentes (points,
lignes, cercles, quadriques, distances, etc.....). Il est également très facile de mélanger différentes primitives
en ajoutant des primitives au vecteur s et en empilant les matrices d’interaction correspondantes. En outre,
si le nombre ou la nature des primitives visuelles sont modifiés avec le temps, la matrice d’interaction L et
le vecteur d’erreur s peuvent être modifiés en conséquence.

Dans ce manuscrit la primitive visuelle s est constituée d’un ensemble de distances entre les primitives
locales de type point obtenues à partir d’un processus de traitement d’image et les contours plus globaux
d’un modèle. Dans le cas d’une primitive de type distance, s∗ est égal à zéro. Nous avons fait l’hypothèse
que les contours de l’objet peuvent être divisés en segments ou en parties linéaires d’ellipses. Tous les points
qui correspondent à un segment particulier où une ellipse sont alors traités indépendamment. Il reste donc
à déterminer la matrice d’interaction correspondant à la relation entre la pose 3D et les différents types de
primitives visuelles 1D.

Cas d’une distance à une droite. Nous donnons ici la dérivation de la matrice d’interaction qui lie la
variation de la distance entre un point extrait de l’image et une droite virtuelle dont le mouvement est dû à
la variation de position de la caméra virtuelle. Dans la figure (5.2), p est la position du point extrait et l(r)
est la position de la droite.

La position de la droite est donnée par sa représentation en coordonnées polaire :

x cos θ + y sin θ = ρ,∀(x, y) ∈ l(r). (0.9)

La distance entre p et l(r) peut être caractérisée par la distance perpendiculaire d⊥ à la droite. La distance
parallèle au segment ne contient, elle, aucune information utile à moins qu’une correspondance existe entre
un point sur la ligne et p (ce qui n’est pas le cas). Nous avons donc :

dl = d⊥(p, l(r)) = ρ(l(r)) − ρd, (0.10)

et
ρd = xd cos θ + yd sin θ, (0.11)

où xd et yd sont les coordonnées du point. On obtient :

ḋl = ρ̇− ρ̇d = ρ̇+ αθ̇, (0.12)

où α = xd sin θ − yd cos θ. A partir de (0.12), nous déduisons Ldl
= Lρ + αLθ. La matrice d’interaction

liée à dl peut donc être dérivée de la matrice d’interaction liée à une droite (voir [Chaumette90, Espiau92]) :
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Lθ=
(
λθcosθ λθsinθ −λθρ ρcos θ −ρsin θ −1

)

Lρ=
(
λρcosθ λρsinθ −λρρ (1+ρ2) sinθ −(1+ρ2) cosθ 0

) (0.13)

où λθ = (A2 sin θ−B2 cos θ)/D2 et λρ = (A2ρ cos θ+B2ρ sin θ+C2)/D2. A2x+b2y+C2z+D2 = 0
est l’équation d’un plan 3D auquel appartient la droite.

Nous obtenons finalement :

Ldl
=




λdl
cos θ

λdl
sin θ

λdl
ρ

(1 + ρ2) sin θ − αρ cos θ
−(1 + ρ2) cos θ − αρ sin θ

−α




T

, (0.14)

où λdl
= λρ + αλθ . Notons que le cas de la distance entre un point et la projection d’un cylindre est très

semblable.

Cas d’une distance à une ellipse. Nous donnons maintenant la dérivation de la matrice d’interaction qui
lie la distance entre un point p et une ellipse. Cette ellipse correspond à la projection, dans le plan image,
d’un cercle ou d’une sphère. Si l’ellipse est paramétrée par son centre de gravité et par ses moments d’ordre
2 (c’est-à-dire (xg, yg, µ02, µ20, µ11)), la distance de entre le point (x, y) et l’ellipse est définie par :

gde(p,φde) = n02x
2 + n20y

2 − 2n11xy + 2(n11yg − n02xg)x+ 2(n11xg − n20yg)y
+n02x

2
g + n20y

2
g − 2n11xgyg + n2

11 − n20n02 − de
(0.15)

La variation de la distance due à la variation des paramètres d’ellipse peut ensuite être calculé assez
facilement. On obtient :

ḋe =




2(µ11(y − yg) + µ02(xg − x))
2(µ20(yg − y) + µ11(x− xg))
((y − yg)

2 − µ02)
2(yg(x+ xg) + xgy + µ11)
((x− xg)

2 − µ20)




T

︸ ︷︷ ︸
Le




ẋg

ẏg

˙µ20

˙µ11

˙µ02




= LeLcv,

(0.16)

où Lc, l’interaction liée à une ellipse, est donnée dans [Chaumette90, Espiau92].
D’autre type de primitive de type distance-à-contour peuvent être considérées de façon similaire.

Estimation Robuste

Le fait que l’information visuelle issue de l’image doive être calculée avec une précision suffisante est
une hypothèse importante. De nombreux travaux ont considéré la présence de données aberrantes dans le
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processus de calcul de pose. Dans ce contexte, il s’agit principalement d’erreur de mise en correspondance
entre les informations visuelle et leurs homologues 3D.

Deux groupes principaux d’algorithmes robustes permettent de prendre en compte ces données aber-
rantes (outliers). La première approche consiste à détecter les outliers avant de procéder à l’estimation des
paramètres. L’approche de ce type la plus classiquement utilisée est l’algorithme RANSAC [Fischler81].
Cet algorithme consiste à estimer les paramètres recherchés avec le minimum de mesures nécessaires puis à
vérifier si d’autres mesures confirment cette première estimation. Si un consensus est obtenu, l’estimation est
retenue. La seconde approche permet de résoudre simultanément le problème de la détection des outliers et
de l’estimation (e.g., LMedS [Rousseeuw87], M-estimateurs, L-Estimateurs ou R-Estimateurs [Huber81]).
Ces techniques visent à redéfinir la fonction d’objectif à minimiser afin que le minimum global de la fonc-
tionnelle ne soit pas affecté par les données aberrantes. Ces approches cherchent par ailleurs à estimer de
façon robuste l’écart type des “bonnes” mesures ou des mesures non aberrantes (à la différence de RANSAC
qui considère cet écart type comme une constante connue). Le lecteur pourra se référer à [Stewart99b]
pour une analyse des différentes techniques d’estimation robuste appliquées à la vision par ordinateur et
à [Kumar94] pour l’utilisation des M-estimateurs et de l’approche LMedS pour le calcul de pose.

En asservissement visuel et en asservissement visuel virtuel, la loi de commande qui réalise la min-
imisation de ∆ est traitée habituellement par une approche au moindres carrés [Chaumette90, Espiau92,
Hutchinson96]. Cependant, si il y a des données aberrantes, une estimation robuste est nécessaire. Dans
le cadre de cette thèse, l’utilisation des M-estimateurs a été retenue pour parvenir à cet objectif. Les M-
estimateurs peuvent être considérés comme une formulation plus générale d’un estimateur au maximum de
vraisemblance [Huber81]. Ils sont plus généraux car ils permettent l’utilisation de différentes fonctions de
minimisation qui ne correspondent pas nécessairement à une distribution normale des données. Beaucoup
de fonctions ont été proposées dans la littérature qui permettent de considérer comme peu vraisemblable des
mesures incertaines et dans certains cas de les rejeter complètement.

La loi de commande proposée repose sur l’utilisation de M-estimateurs. Elle a pour objectif de min-
imiser non plus l’erreur ∆ mais une fonction robuste de cette erreur afin de réduire la sensibilité aux données
aberrantes. L’équation d’optimisation robuste est donnée par :

∆R =
N∑

i=1

ρ(si(r) − s∗i )
2, (0.17)

où ρ(u) est une fonction robuste [Huber81].
Afin de combiner une minimisation robuste avec un asservissement visuel, une modification de la loi

de commande est nécessaire pour que l’algorithme puisse rejeter des données aberrantes. Une matrice de
poids diagonale est alors introduite dans la loi de commande, où les poids reflètent la confiance dans chaque
primitive.

Une nouvelle fonction de tâche e est alors définie qui assure une minimisation robuste de ∆ :

e = CD (s(r) − s∗) , (0.18)

où D est une matrice diagonale donnée par

D =




w1 0
. . .

0 wn
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et les poids wi sont donnés par l’équation (0.20). Cette implementation est équivalent à la méthode des
moindres carrés pondérés itérés connu en estimation statistique. Elle convertit le problème de M-Estimation
en un problème équivalent à celui des moindres carrés pondérés.

La loi de commande résultante est donnée par :

v = −λ(D̂L̂s)
+D(s(r) − s∗). (0.19)

Le choix du modèle pour D̂ et pour L̂s est important et comme pour une loi de commande “stan-
dard” une analyse de stabilité et de convergence peut être réalisée. Le choix classique en asservisse-
ment visuel [D̂L̂s]

+ = [Ls(s
∗, r∗]+ est ici impossible puisque si s∗ est connu, r∗ (la pose recher-

chée), est inconnue. Dans un processus de suivi, l’erreur dans l’image étant relativement faible, le choix
[D̂L̂s]

+ = [D(si)Ls(si, r(0))]+ où r(0) est la pose initiale de la caméra virtuelle et si la valeur initiale
des primitives visuelles est intéressant puisque (D̂L̂s)

+ est calculée seulement une fois. D’autre choix sont
cependant possibles [Comport03a, Comport04c].

Les poids wi, éléments de la matrice D, reflètent la confiance en chaque primitive et sont souvent donnés
par [Huber81] :

wi =
ψ(δi/σ)

δi/σ
, (0.20)

où ψ
(
δi/σ

)
= ∂

∂δi/σρ(δi/σ), ψ est la fonction d’influence et δi est le résidu normal donné par δi =

∆i −Med(∆) (Med(∆) correspond à la valeur médiane des résidus).
Parmi les diverses fonctions d’influence qui existent dans la littérature, la fonction de Tukey a été choisie.

Celle-ci rejette complètement les données aberrantes et leur donne un poids nul. En effet, dans notre ap-
plication de suivi, il est souhaitable que les données aberrantes n’aient aucun effet sur le mouvement de la
caméra virtuelle. Cette fonction d’influence est donnée par :

ψ(u) =

{
u(C2 − u2)2 |u| ≤ C
0 sinon, (0.21)

où le facteur de proportionnalité pour la fonction de Tukey est C = 4, 6851. Ce facteur représente une
efficacité de 95% dans le cas du bruit Gaussien.

Afin d’obtenir une fonction robuste, il est nécessaire de définir un degré de confiance des mesures.
L’échelle σ est une évaluation robuste de l’écart type des « bonnes » mesures et est au cœur de la robustesse
de la fonction. En utilisant une régression non linéaire pour le calcul de pose, ce facteur d’échelle peut varier
énormément au cours de la convergence. Il est souvent traité comme une variable d’ajustement qui peut être
choisi manuellement pour une application particulière. D’autres approches utilisent une statistique robuste
pour le calculer. Pour notre part, nous avons retenu l’écart absolu médian (MAD). Il est donné par :

σ̂ =
1

Φ−1(0.75)
Medi(|δi −Medj(δj)|), (0.22)

où 1
Φ−1(0.75)

= 1, 48 représente un écart type de la distribution normale et où Φ(·) est la fonction de
distribution cumulée dans le cas Gaussien.

Malheureusement, une preuve de la convergence de la régression non linéaire ne peut être obtenue que si
l’on calcul le MAD une seule fois. Ceci est dû à la propriété non asymptotique de la médiane [Holland77].
Par contre, les expérimentations prouvent que le calcul du MAD à chaque itération donne de meilleurs
résultats (voir le chapitre 6).
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Suivi non-rigide

Dans la dernière partie de cette thèse, l’approche de suivi rigide est étendue pour considérer une classe
d’objets non-rigides en 3D. Le suivi de multiples objets rigides ne permet pas de prendre en compte les dif-
férentes liaisons physiques qui peuvent exister entre ces différents objets. Pour cette raison il est nécessaire
que l’hypothèse de rigidité soit reconsidérée en terme de mouvement articulé. Un “objet articulé” est alors
défini comme un système multi-corps composé d’au moins deux composants rigides, et au plus cinq degrés
de liberté indépendants entre chaque couple de composants. Avec le mouvement articulé, la dépendance
entre deux composants peut être représentée par une contrainte sur les orientations et/ou les positions entre
les deux composants.

Les avantages de l’approche proposée sont multiples :

• Elle est basée sur l’estimation d’un nombre de paramètres minimal permettant de décrire la config-
uration du système. Par conséquent, le temps de calcul nécessaire est plus faible et les paramètres
estimés plus précis que dans le cas de deux objets rigides.

• En prenant en compte les différentes relations mécaniques d’un environnement, il devient possible de
considérer des objets beaucoup plus complexes, avec des auto-occultations importantes.

• De plus, il est possible de stabiliser le suivi d’objets avec peu d’informations visuelles en se basant
sur d’autres partie de l’objet plus stables.

Les applications de la méthode de suivi rigide sont ainsi étendues à des problématiques plus complexes.
Dans le domaine de la réalité augmentée, il serait en effet intéressant de pouvoir suivre des objets manufac-
turés plus complexes. Même le suivi du corps ou des mains d’un humain serait très intéressant pour réaliser
une interaction homme-machine. D’un autre côté le suivi d’un bras manipulateur permettra de construire
des lois de commande en boucle fermé pour un système de caméra déportée.

Une fois de plus une approche basée modèle est considérée pour traiter ce genre de problèmes.
L’information a priori d’un objet rigide est alors augmentée avec des informations sur ses propriétés non-
rigides. Plus particulièrement, le modèle CAO prend en compte différents types de liaisons mécaniques. Le
modèle CAO est alors constitué des équations paramétriques des contours de chaque composant rigide, ainsi
que de la pose et du type de liaison entre les différents composants.

Dans la littérature plusieurs modèles de mouvement articulé ont été considérés, comme les chaînes
cinématiques [Lowe91, Nunomaki00, Ruf99a], ou l’utilisation des multiplieurs de Lagrange [Delamarre99,
Drummond02] pour contraindre le système d’équations de mouvement. Cette dernière approche a besoin
d’estimer initialement toutes les poses rigides avant d’appliquer les contraintes. De plus les deux méthodes
propagent des erreurs le long de leurs chaînes cinématiques, entraînant alors des estimations imprécises.
Dans cette thèse, l’approche proposée est plus symétrique et évite ces inconvénients.

Pour prendre en compte des objets articulés, le suivi rigide est d’abord effectué pour chaque composant.
L’objectif est alors de contraindre le système en utilisant des contraintes sur les vitesses. L’intérêt de ces
contraintes est qu’elles permettent d’obtenir des espaces généraux de mouvement des composants, sans
avoir besoin de définir analytiquement l’espace des poses de déplacement autorisées.

La configuration d’un objet articulé est alors définie comme un ensemble de paramètres généralisés q

décrivant à la fois la pose de tous les composants de l’objet ainsi que les poses relatives entre ces différents
composants. Le suivi revient alors à minimiser un système non-linéaire d’équations afin que la projection
des contours de l’objet soit alignée avec la position actuelle des contours dans l’image. On a alors l’erreur
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suivante à minimiser :
∆i =

[
pr(ξ,q,o Si) − s∗i

]
, (0.23)

où oSi sont les paramètres des contours en 3D pour le composant i et pr(ξ,q,o Si) le modèle de projection
de la caméra, dépendant des paramètres de calibration de la caméra, des paramètres généralisés q, et des
contours S.

Pour obtenir la représentation minimale, une approche d’Ensemble Cinématique est proposée. Des sous-
ensembles cinématiques sont dérivés de façon symétrique, à partir des contraintes de vitesse associées aux
liaisons mécaniques. Deux matrices sont alors définies pour une liaison mécanique, et permettent d’obtenir
deux sous-espaces de vitesse qui respectent les contraintes liées au type de liaison considéré.

Une matrice de liaison associée à la liaison j est donnée par :

Jj(S
⊥
j , rj), (0.24)

où :

S⊥
j est une matrice de contrainte de vitesse qui est définie a priori et qui reste constante. Elle correspond à

la liaison mécanique pour la liaison j. Chaque colonne correspond à un degré de liberté d’une liaison.
L’espace inverse de la contrainte est obtenu en prenant le noyau de cette matrice.

rj(t) est le vecteur de pose de la liaison, qui est de dimension 6. Il est aussi défini a priori mais il varie au
cours du temps.

Pour déterminer le matrice S⊥
j , il est nécessaire d’agir sur le vitesse d’un composant rigide. D’abord

une transformation de torseurs cinématiques est effectué en utilisant la pose d’une liaison pour obtenir
les vitesses d’une liaison. Les contraintes correspondant aux liaisons mécaniques sont alors appliquées aux
vitesses rigides dans le repère de chaque liaison. Ces contraintes permettent de distinguer les vitesses égales
entre deux composants des vitesses qui sont indépendantes. Il est aussi nécessaire de choisir un repère
commun pour toutes les vitesses. Le choix le plus simple est alors celui de la caméra courante. Il est donc
nécessaire de faire une autre transformation après l’application de la contrainte jusqu’au repère caméra.

Une fois que tous les sous espaces de vitesses, correspondant à toutes les liaisons mécaniques sont
obtenus, ceux-ci sont ensuite combinés pour former une matrice d’articulation A qui permet d’obtenir la
représentation minimale. Cette matrice est définie comme le projection de R

6κ → R
m:

v = Aq̇ (0.25)

où v ∈ (se(3))κ est un torseur cinématique de dimension 6 × κ. Ce dernier est l’empilement des torseurs
cinématiques complets dans se(3) de tous les composants.

La loi de commande qui permet d’estimer les paramètres généralisés est finalement obtenue comme :

q̇ = −λ(D̂L̂DÂ)+D̂(s(q) − s∗), (0.26)

où LD est une matrice d’interaction dont les blocs diagonaux représentent les matrices d’interaction pour
chaque composant.
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Conclusion

Ce manuscrit s’est focalisé sur la détermination de la pose d’objet dans des séquences d’image. Cette pose
est déterminée par une technique d’asservissement visuel virtuel. Les matrices d’interaction, qui lient la
vitesse de la caméra virtuelle à la variation des primitives visuelles dans l’image, ont été déterminées. Elle
agissent comme le Jacobien dans une approche de minimisation non linéaire classique. Dans ce manuscrit
des primitives de type distance ont été déterminées afin de représenter un lien entre des points 2D et la pro-
jection des lignes droites, cercles et cylindres 3D. Une nouvelle loi de commande robuste a été proposée
intégrant des M-estimateurs. L’algorithme de calcul de pose peut ainsi traiter efficacement les erreurs de
suivi qui contribuent habituellement à une dégradation du système jusqu’à un échec définitif. Les résul-
tats expérimentaux présentés ont été obtenus en utilisant plusieurs caméras, objectifs, et environnements.
L’algorithme a été testé avec des séquences d’images diverses et des applications diverses (asservissement
visuel, réalité augmentée...), ce qui démontre l’intérêt de notre approche. À chaque fois le suivi a été im-
plémenté en temps réel. Dans un dernière temps la méthode de suivi d’objet rigide a été étendu à des objets
articulés en proposant un nouveau modèle de mouvement basé sur des ensembles cinématiques.

Les avantages principaux d’un asservissement visuel virtuel par rapport aux autres méthodes de calcul
de pose non linéaires ou de suivi 3D peuvent être résumés par les points suivants :

• pour le bas niveau des primitives 1D ont été utilisées sans étape de détection préalable ;

• une nouvelle loi de commande robuste, basée sur un M-estimateur, á été proposée. Elle permet de
rejeter des informations visuelles aberrantes ;

• l’estimation est précise et le suivi se fait à la cadence vidéo ;

• un modèle d’ensembles cinématique à été proposé pour le suivi des objets articulés ;

• la technique est utilisée dans des environnements réels et pour des applications de réalité augmentée
et d’asservissement visuel ;

Une extension naturel de ces travaux serait de prendre en compte des informations visuelles d’un type
différent telle que des contours plus complexes comme des B-splines ou des Nurbs. La méthode de suivi
considéré dans cette thèse nécessite la connaissance (parfois trop forte pour bon nombre d’applications)
du modèle 3D des objets considérés. Une perspective importante est alors de développer des algorithmes
de suivi 2D reposant à la fois sur des informations de type contour (zones de fort gradient) et des in-
formations de type texture (zones où il est plus fiable et aisé d’estimer le mouvement 2D). Ces tech-
niques ont été considérées récemment dans le cadre de la thèse de Muriel Pressigout (qui a débuté en
septembre 2003) [Pressigout04, Pressigout05a, Pressigout05b]. Dans le cadre de sa thèse, la texture est
utilisée comme information visuelle pour estimer conjointement la pose et le déplacement (représenté
sous la forme d’une homographie) en couplant à la fois l’apparence [Hager98b, Jurie02] et les con-
tours [Comport03a, Lowe91, Drummond02].

Une autre perspective serait de considéré le cas d’objets non seulement articulés mais déformables.
Dans ce cas, il s’agit d’estimer non seulement la pose 3D, mais aussi les déformations que subit l’objet. Une
autre évolution serait de considérer la reconstruction et le suivi d’objets ou de scènes 3D représentés par des
graphes de scène paramétrés [Debevec96] et/ou des modèles topologiques paramétrés.

Concernant plus directement le suivi 3D, des améliorations devraient pouvoir être apportées en consid-
érant d’autres sources de mesures. Un système multi-caméras permettrait d’introduire de fortes contraintes
sur la mise en correspondance ainsi que sur l’estimation de pose qui devrait donc permettre d’obtenir une
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meilleure précision et une meilleure stabilité de la localisation 3D. Une autre direction à explorer est le cou-
plage multi-capteurs (caméra et localisateur magnétique ou inertiel). La fusion des informations provenant
de ces différents capteurs grâce à un filtrage de type Kalman (ou autre), après une phase de calibration, de-
vrait permettre assez facilement de prendre en compte des mouvements beaucoup plus rapides de la caméra
ou des objets suivis. Une autre piste consiste à considérer d’autres modèles de projection que la projection
perspective classique, par exemple les modèles de projection correspondant aux capteurs de vision omnidi-
rectionnelle.

Une forte perspective est aussi de poursuivre la recherche de méthodes encore plus robustes qui pour-
raient être utilisés dans des applications réelles. Bien sûr, l’application de ces techniques à la réalité aug-
mentée ainsi que la robotique reste un objectif principal pour l’avenir.
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Number of feature types t
Number of linearly independent components ι
Focal distance of the camera f
Ratio between object and camera motion %
Feedback control gain λ

MATHEMATICS
Scalars lowercase
Vectors bold lowercase
Matrices BOLD CAPITAL
Geometric primitive Calligraphy
Vertical concatenation of matrices, vectors and scalars M = (M1, M2, ..., Mn)
Horizontal concatenation of matrices, vectors and scalars M =

[
M1 M2 ... Mn

]

n dimensional Real Space R
n

n dimensional Euclidean Space E
n

n dimensional Projective Space P
n

Special Euclidean Group or Lie Group SE(3)
Special Orthogonal Group SO(3)
Lie algebra se(3)
Transpose of S S>

Inverse of S S−1

Pseudo-inverse of S S+

Skew symmetric matrix of the vector u ∈ R
3 [u]×

Homogeneous twist matrix of the vector v ∈ R
6 [v]∧

The only exception being that 3D primitives(i.e. points, lines, ellipses, ...)
are noted in capital even though they are not matrices.

Table 1.1: The notation used in this thesis.
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GEOMETRY
Angle of a line in 2D θ
Tangent angle α
The distance from the origin of a line in 2D ρ
3D coordinates X,Y,Z
2D coordinates x, y, z
3D parametric equation parameters A,B,C,D,E, F, ...
2D parametric equation parameters a, b, c, d, e, f, ..., k1 , k2, ...
Plane parameters α, β, γ
Reference frame i Fi

The camera reference frame c.
2D distance d
3D point P

2D point p

Homogeneous 3D point P̄

Homogeneous 2D point p̄

3D line L
2D line l

2D moment mij

2D centered moment uij

2D normalized centered moment nij

The center of gravity (xg, yg)
Contour C
Projected region of a contour in the image R
Rigid body mapping m( )
Homogeneous matrix for rigid body mapping M

Adjoint map for transforming twists V

Rotation matrix R

Identity matrix I

Camera Intrinsic parameter matrix K

Interaction matrix/vector for a primitive s Ls

Combination matrix for the case when dim(L) > m C

Simplifying parameters for line interaction matrix α, λ1, λ2, λρ,K1,K2

Table 1.2: The notation used in this thesis.
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GEOMETRY Continued...
3D primitive S
2D primitive s
Vector of 3D primitives S

Vector of 2D primitives s

Error vector ∆
Task function error vector e

The pose vector r

Translation vector t

Rotation vector Ω

Twist vector v

Camera calibration parameters ξ

Camera calibration parameter velocities ξ̇
Combined twist vector and camera calibration velocities w

Generalized pose vector for an articulated object q

Generalized twist vector for an articulated object q̇

Linear velocity vector υ

Angular velocity vector ω

General coordinate vector for interaction matrix derivation X

General 2D primitive parameterizations function h()
General 2D primitive parameterizations function g()
General projection and visibility function µ()
General parameter vector for 3D primitive Φ

General parameter vector for 2D primitive φ

Table 1.3: The notation used in this thesis.
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PROBABILITY and STATISTICS
Likelihood L
Statistical weight w
Weighting matrix for iteratively re-weighted least squares D

Outlier threshold τ
Number of samples N
Number of data in a sample s
The number of consensus data (within a distance threshold eta
Standard deviation σ
Hypothesis H
Log ratio of the likelihood function ε
Modified likelihood criterion ζ
Probability density P
General parameters Θ
Cumulative normal distribution Φ
Negative logarithm of the probability density ρ()
Influence function φ
Expectation of i Ei

Influence function ψ
Rate of change of the scale χ

Table 1.4: The notation used in this thesis.
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CHAPTER 1

Introduction

1.1 Introduction

Much research has been focused on the problem of how best to describe the relationship between objects
in the physical world. A series of 6 pose parameters can be considered to fully define the location and
orientation between two rigid-bodies in 3D space and time. In this thesis, interest will be focused on using
vision sensors to observe this basic geometric relationship between different objects. As will be shown, this
can be achieved by building a virtual representation of the external world and relating it to a virtual image.

1.1.1 Computer Imagination

Computer imagination refers to an artificial visual system inspired by different aspects of human imagi-
nation. The main concept involves a vision system which perceives and mirrors reality using a virtual 2D
image, a-priori knowledge about the environment and imaginary 3D actions which affect this image. More
specifically, imagination is defined as: “The act or power of forming a mental image of something not
present to the senses or never before wholly perceived in reality” [Merriam-Webster04]. As will be shown,
a virtual or imaginary image provides the central unifying point between the different concepts that will
be presented in this thesis. This virtual image is not only considered as static but also varying temporally
and independently of the real world. Furthermore, imagination also “ ... signifies a lively conception of
objects of sight” [Merriam-Webster04]. In this thesis the lively conception of visual objects is defined as
imagining in real-time with respect to the measurement rate of a visual sensor. In the Diderot-Alembert
Encyclopedia [Diderot51] a further distinction is made between two types of imagination:

• passive imagination - concerns the representation of an image that is involuntarily present to the
senses,

• active imagination - consists in bringing together different visual memories to form a new and dynamic
representation. This refers to a more creative state of the mind where the composition of completely
virtual images takes place.
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Although, passive imagination will be the main topic of interest in this thesis, active imagination will also
be considered within an Augmented Reality (AR) context. In this case, completely virtual images are
superimposed onto real images so that they are aligned correctly with the real world. Creation of completely
virtual images in an automatic way, however, is related to a more abstract fusion between ideas, memory,
learning, virtual imagery, etc, and is thus related to many domains that are not within the scope of this study.

The core problem studied in this thesis is multi-disciplinary and can essentially be found at the intersec-
tion between the visual servoing and computer vision domains, however, other scientific domains are also
important. Automatic control and feedback control loops play a major role in the minimization of error.
Statistical methods provide a solid foundation for making decisions within an uncertain and varying world.
Differentiable geometry provides the basis for describing the three-dimensional space in which we live.

With regard to visual servoing, a computer imagination is shown to replicate the perception-action cycle
in traditional image-based visual servoing (IBVS) within a virtual model. Visual servoing is an approach
to the control of robots based on visual perception. It involves the use of visual information to control the
position of a robot relative to its environment. The control of this robot is usually specified by a particular
task. In a similar manner in this study, the notion of a virtual image is considered to vary in time with
respect to a virtual 3D model of the environment. This relation is therefore centered on the spatial-temporal
relationship between a virtual 3D environment and a virtual image. In this way, the classical formulation of
visual servoing is considered in a Virtual Visual Servoing context. As will be defined in detail, the different
general concepts involved in this thesis can be summarized as:

• the sensing of visual information from the environment with a monocular camera,

• a 3D model representing the a priori knowledge of the environment,

• a virtual 2D image which evolves in real-time both spatially and temporally,

• the perception of visual information at both low and high levels,

• virtual actions defined by an image-based closed loop control scheme,

• the creation of augmented images by overlaying virtual objects into the real scene.

1.1.2 Human Visual Perception

Much research in computer vision is strongly motivated by the human visual system [Marr81]. In particular,
the continuous closed loop model is strongly supported by psychophysical evidence which shows the dense
flow of information from many different sources. It is easy to see that information input from the senses is
kept as knowledge within the brain, however, it is more difficult to show the impact of this knowledge on
the senses. It can be shown, however, that changes in the appearance of a familiar object can be attributed
to external causes [Meer04, Goldstein87]. A classic example of the backward flow of information is the
Ames room experiment [Ames52]. This room is built such that objects that are closer, are made smaller
than objects that are further, so that the perspective foreshortening compensation is violated. In other words,
the human visual system attempts to compensate by using the knowledge that the image of objects which
are closer are usually larger.

A similar experiment can be found walking through the Washington DC, Smithsonian sculpture garden
where a model house violates these same rules (see Figure 1.1), however, in this case the perceptive effect
works without a monocular peep-hole. While walking around the house, the perception of the object is
disturbing due to the contradictory effect between stereopsis and a-priori information.
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Figure 1.1: A model house which visually violates the perspective interpretation of the physical object. The human
visual system perceives the 3D structure of the house using a-priori knowledge about the proportion of distances and
angles. If you look closely, there is a disconcerting effect on your perception as there are visual cues emanating from
the illumination of the house which contradict the a-priori perception of the 3D structure (In fact, this house is actually a
concave structure).

1.2 Objective

The main aim of this thesis is to study the problem of maintaining an estimate of the relative position
between a monocular camera sensor and the position of 3D objects via the use of visual information. A
major assumption is that 3D knowledge about the environment is known a priori. One of the objectives is
to center the solution to this problem on techniques employed within both the visual servoing and real-time
3D tracking domains. In this way, important parallels will be made between visual servoing techniques and
estimation techniques. Furthermore, this allows a visual servoing platform to be used as an experimental
test-bed for validating and visualizing the behavior of the estimation procedures employed.

Traditionally research in the visual servoing community has been targeted at the movement of robotic
manipulators in real-time by exploiting image sensor information. This is achieved via a feedback control
law or task function which is closed via the image. General tasks involve moving an end-effector to a
certain pose with respect to certain objects and features with the image. These methods have proven to be
very reactive to visual stimuli due to the tight coupling between image features and camera movements.

On the other hand, the visual tracking community has focused on a similar problem which is related to
visual servoing via non-linear iterative parameter estimation. In a 3D tracking scenario, depth information
is often obtained from a-priori knowledge of the environment. The main aim of visual 3D tracking is to
maintain an estimate of the location of the viewpoint of a camera, from an image acquired by this camera,
and a 3D model of the environment. This estimation then provides unknown parameters to a more global
model that also contains the configuration of different elements that compose a scene. In a first part, this
configuration is defined by the 3D pose of a rigid-object with respect to the camera. The pose is com-
posed of six parameters representing the three degrees of translation and the three degrees of rotation that
completely define the rigid transformation between the camera and the object frames of reference. Later
this configuration will also be extended to include the relationship between different rigid elements within
the environment. This extended configuration space will also include the relative translation and rotation
between rigid components.

In order to estimate the pose it is necessary to extract enough visual information from the image to deter-
mine the geometric relationship between different elements of the scene. Thus, in order to well constrain all
parameters, it is necessary to have well conditioned visual information. Therefore, it is interesting to con-
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sider various different types of geometric visual information. Furthermore, in order to estimate using real
data it is also necessary to take into consideration noisy measurements or outliers. Therefore an important
objective is to consider redundant visual information. In order to remove noisy measurements and outliers,
another objective is to develop robust algorithms within a visual feedback control loop.

Based on a solid foundation for tracking of rigid objects, the aim is then to extend the method to non-
rigid objects so that a more general class of objects may be considered. The objective is to relax the rigidity
constraints so that an articulated class of objects may be considered. An articulated object is therefore
considered as rigid components that are linked together by joints that have varying degrees of freedom.

One of the innovative aspects of the is work is the aim to focus on real-time computation. Not only is the
computational efficiency of utmost importance for many applications but it also reduces supporting theories
to their simplest form. In this way, the search for efficient methods leads to focusing on the essential parts
of the problem which are often general and applicable to other domains.

Another aim is to use a monocular camera system. Although multi-camera systems [Martin02] clearly
provide extra information about the scene along with a wider field of view, much research remains to be car-
ried out on the understanding of perception with single camera without needing to combine two or more of
them. Indeed, the aim is to define a general method which can be extended to further cameras without much
effort. Furthermore, there is now wide spread use web-cameras which open the door to many immediate
applications.

1.3 Overview

As mentioned, the aim of this thesis is to use visual servoing techniques for real-time 3D tracking by perform-
ing visual servoing virtually [Kinoshita94, Sundareswaran98, Martin02, Marchand02a], known as Virtual
Visual Servoing (VVS) [Marchand02a]. In this case, the pose estimation problem is considered as synony-
mous to moving a virtual camera so as to minimize an error criterion in the image. More precisely this
involves using a CAD model of an object and projecting this onto the image using an initial ’guess’ pose of
the camera or the previously known position of the camera. This projection is then compared with the cor-
responding measures extracted from the image representing the object’s actual position in the image. This
then forms a minimization criterion and the actual pose is then converged upon using a non-linear iterative
minimization technique. Indeed, several techniques have shown the advantages of model based techniques
to calculate the pose of the camera [Gennery82, Lowe87, Lowe92].

In Figure 1.2, an overview is given of the tracking feedback control loop. The Virtual Visual Servoing
control law is equivalent to an iterative minimization procedure. It represents the major components of the
system including, on the left of the diagram, the perception of visual features from an input image. These
features are compared with the virtual position of the features according to the previously estimated pose.
This error then interacts with the pose to produce a virtual action upon a virtual camera. The result of this
is the projection of a known CAD model onto a virtual image which is then compared with the real visual
features.

Low level visual information is extracted from the image via efficient one-dimensional edge searching.
A one-dimensional method is possible because the search is made to the normal of projected object contours
in the image. Furthermore, edges contain a high level of geometric information while remaining invariant
to changes in illumination. The oriented Moving Edges algorithm [Bouthemy89] provides a solid basis for
efficient low level tracking with convolution efficiency.

The errors corresponding to the projected contours form the basis for distance type visual features. In
this thesis, distances to the perspective projection of 3D points, lines, planar contours (ie. circles) and the
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Figure 1.2: A control diagram showing how the pose is estimated using Virtual Visual Servoing. The control loop
maintains an estimate of the pose and a virtual image that contains a projection of a known CAD model. This diagram
is related to passive computer imagination since the virtual image is closely related to the perception of the real image.
At the input is the image from which visual features are perceived. The visual features are compared with virtual
features and this is used to produce a virtual action upon a virtual model.

volumetric surfaces (ie. cylinders) are considered. This involves deriving an interaction matrix for each type
of primitive using an adequate modeling approach [Chaumette90, Espiau92].

One of the major problems in many estimation techniques is to address the important problem of ro-
bustness. Robust statistics have emerged from the literature as an efficient way to reject a general class of
outlier during the minimization process. In this thesis, robust M-estimators [Huber81] are integrated into
the Virtual Visual Servoing control law via an iteratively re-weighted least squares methodology.

Another limiting factor of tracking 3D objects is the rigidity assumption. Rigid-body tracking is extended
to a more general class of non-rigid articulated objects by constraining rigid-body motion using velocity
constraints. The velocity constraints are defined according to different mechanical joints. This allows to
define the different orthogonal kinematic subsets of motion belonging to a multi-body object and to derive
a closed-loop control law for maintaining an estimate of the parameters describing the configuration of the
object in 3D space.

1.4 Historic

In what follows is an abbreviated, and by no way comprehensive, overview of the roots of the visual pose
estimation problem derived from accounts by [Murray94], [Eklundh01] and [Haralick87]. A good introduc-
tory text for computer vision is [Trucco98].

Of course the history of mathematics and geometry can be traced far into history. For the purpose of
this thesis, it can be noted that expressions for rigid motion came to light in the early 1800s when Chasles
proved that a rigid body can be moved from any one position to any other by a movement consisting of
rotation about a straight line followed by translation relative to that line. Poinsot showed that any system of
forces acting on a rigid body can be replaced by a single force applied along a line combined with a torque
about that same line. Using this work, Robert S. Ball published a complete theory of screws [Ball00]: A
treatise on the Theory of Screws. Nearly one hundred years later, pose estimation techniques, known then as
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absolute orientation estimation, had matured significantly. The dissertation by [Szczepanski58] is reported
to survey nearly 80 different solutions beginning with one given by Schrieber of Karlsruhe in the year 1879.

Computer vision started close to the beginning of computing. Indeed in 1951 John von Neumann pro-
posed to analyze micro-graphs using computers by comparing intensities at adjacent locations in the im-
ages. An early work which considered three-dimensional models of scenes consisting of polyhedral objects
was published by [Roberts65]. He considered perspective transformations and used differentiation to detect
lines. Computational vision models suggested that the paramount importance of a vision system lies in its 3D
perception of the world. Early vision methods focused on low level image processing [Sobel70, Marr80].
Many initial efforts required specialized hardware to overcome the major bottle neck in real time image
processing which was, and still is, the computational complexity of treating a large quantity of data in se-
ries. Clearly, the exponential growth in computing power highly benefits study in this area. Of course,
many initial efforts in real-time target tracking (see [Bar-Shalom93]) were oriented towards military ap-
plications. The paradigm of Marr in [Marr82] proposes a model for 3D visual perception consisting of
three principle steps: segmentation, reconstruction and recognition. Stereo [Longuet-Higgins81] or active
vision [Aloimonos87] are both duly considered important steps in 3D reconstruction and perception of the
world. Of course the distinction between these different principles is not so clear cut, especially given the
dense flow of information in all directions within the human model. Indeed evidence suggests that higher
order processes rely substantially on the backward flow of information from a-priori knowledge of the world
towards the senses. One fundamental a-priori model can be found in the relation between two views of the
world [Lucas81, Longuet-Higgins81] such that the epipolar constraint exists. In the early eighties, published
work emerged focusing on 2D scene registration with 3D models [Gennery82]. Pose estimation was mostly
performed from a single view [Kanade81] using image descriptors [Lowe80], cited in [Lowe91] including
line drawings [Barrow81].

A more recent area of study is the domain of robustness which is based on estimating unknown pa-
rameters correctly in the presence of external sources of disturbance. This notion is very important when
theoretical models are applied to real world data. In pure mathematics, by the end of the 1900s estimation
techniques had been studied significantly and several landmark textbooks had been written on the notion of
robust statistical estimation [Huber81, Rousseeuw87]. The first robust pose estimation solution in computer
vision was given by [Fischler81].

Three-dimensional tracking has proven to be essential to many domains and recent applied fields in-
clude visual servoing and augmented reality. The field of visual servoing has developed somewhat in
parallel with computer vision, however, with a fixed focus on interaction with the 3D world [Weiss87,
Chaumette90, Espiau92]. More recently, one of the first useful examples of Augmented Reality was pub-
lished in [Drascic91] based on a virtual pointer superimposed on a newly designed stereoscopic video sys-
tem.

1.5 Applications

In this thesis, one of the principal objectives is to apply visual servoing and 3D tracking research to the
young and developing field of Augmented Reality (AR). A concerted effort has also been made to use the
example of AR as a platform for developing and testing more general and fundamental techniques such as
robust statistical estimation and non-rigid mechanics. Furthermore, visual servoing applications have also
benefited from this work.
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1.5.1 Augmented Reality

Augmented Reality, by definition [Azuma97], is an environment in which computer-generated virtual ob-
jects are seamlessly integrated into the real world (see Figure 1.3). AR differs from virtual reality where the
user is completely immersed in a virtual environment. Alternatively, in augmented reality, virtual objects
are superimposed onto the real world. In [Milgram94b, Milgram94a], the distinction between real and vir-
tual worlds has been studied and the relationship between them was shown to be continuous as shown by
Milgram’s reality-virtuality continuum (see Figure 1.4).

Real-time computational efficiency and interaction with a 3D world are core concepts in closed-loop
Virtual Visual Servoing techniques. Likewise in AR, an important defining notion is the requirement for AR
to be interactive, as given in [Azuma01] . This means that it is necessary to have both a 3D relationship of
virtual objects, as seen by the user, and the incrustation of these objects in real-time into the real-world. This
definition also means that post-production techniques are excluded from this definition. Indeed, techniques
already exist to mix virtually animated 3D models and real-images, such as in the film "Jurassic Park",
however, these methods are full post-production techniques that are highly time consuming and have little
overlap with AR techniques. Even with this classification of techniques, there exists a continuity of methods
corresponding to different levels of automation and computational requirements. Furthermore, the improve-
ment in processing power continues to improve meaning that more and more complex techniques can be
considered. In this way, some near real-time post-production techniques are defined as AR (eg. [Berger99]).
Thus, when researching new techniques, it is important to compare the performance of algorithms and to
balance different performance factors against computational efficiency.

(a) (b)

Figure 1.3: Augmented reality examples resulting from the work presented in this thesis: (a) A maintenance scenario
on a real electrical panel with virtual instructions in 3D, (b) A game with a virtual Lego-man on a real chair.

MIXED REALITY
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Reality Environment
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Figure 1.4: Milgram’s reality-virtuality continuum adapted from [Milgram94b]

The principal research problems in vision-based augmented reality are summarized as:
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1. the display technology,

2. the real-time estimation of the viewpoint of the imaging device,

3. the human computer interaction and applications.

Of course, the hardware support for combining virtual and real images poses a major obstacle to any
AR application. In the past, head-mounted displays, such as those found in military fighter jets [Caudell92,
Caudell94, Sims94], have been considered an interesting way of achieving this. Different head-mounted
display (HMD) technologies include those which perform video-see-through [Ellis94, Rolland95] whereby
the user looks at an image of the real environment superimposed with virtual objects. The advantage
of this method is that there is no delay between the display of virtual and real images. The disadvan-
tages, however, include a completely digitized image and a small field of view. Another technique is
called optical-see-through, where either a semi-transparent display is used and virtual objects rendered onto
this display medium (eg. [Holmgren92, Cakmakci04]) or the image is projected directly onto the retina
(e.g. [Viirre98, Chinthammit03]). The advantage here is that the user still sees a full resolution view of the
environment and their field of view is not reduced. The disadvantage of optical-see-through is that the cal-
ibration procedure is further complicated and could require the estimation of calibration parameters online.
In general, however, HMD techniques are quite intrusive since they require wearing equipment on the head.
More recently, the trend has been towards less intrusive technology such as mobile phones [Mohring04],
PDAs [Beier03, Pasman03], tablet PCs [Klein04] or even projectors [Bimber02, Ehnes04]. Indeed, the eas-
iest way to avoid using specialized hardware is to perform video-see-through on a standard monitor. So as
to avoid complication, a monitor will be used as the display device in this thesis. Of course other standard
hardware is required for a complete AR system including a camera device and a computer. Without going
into detail, hardware factors include the frame rate of the camera, the resolution of the array, the distortion
introduced by the lens and the efficiency of the computer. Specialized hardware also exists for graphical
display and image processing, however, the aim in this thesis is to use standard hardware so as to focus on
the efficiency of the algorithm.

Another major problem of AR is real-time viewpoint estimation which is the main focus of this thesis.
Viewpoint estimation is related to the alignment of virtual objects in the scene with real objects present in
such a way that they are visually acceptable. This requires recovery of the pose between the environment
and the camera. Hardware solutions to this problem exist such as magnetic sensors [Roetenberg03], ac-
celerometers, gyroscopes [Satoh04], etc, which perform AR within an open loop system. However, this
usually results in visual miss-alignment which is not acceptable to the observer. To date, hardware solutions
(alone) have not offered the flexibility and robustness that camera sensors do. Apart from being highly
flexible and general, the main advantage of a camera sensor is that the control loop can be closed via the
image. This means that the alignment between real and virtual objects is verified directly within the image
so that the resulting estimated pose is precise and visually acceptable. As will be shown these techniques are
easily adapted so as to accurately register a virtual object in a dynamic scene environment. Of course, other
adjacent problems exist, such as the need to manage occlusions between real and virtual objects [Lepetit00],
which are not considered here.

The third problem of human computer interaction (HCI) depends heavily on the underlying applica-
tion. Various applications are shown in Figure 1.5. Augmented Reality touches upon many domains
including computer graphics, virtual reality, artificial intelligence, psychology, etc. Clearly, the core
AR technology is based on the hardware and the registration techniques. Consequently, solutions to
these two fundamental problems provide the basis for a general computing tool which can be applied
in many areas. Inversely, the concept of AR is motivated by many applications which each have their
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Audiovisuel : cinema (Terminator 3), advertisements (Renault/Realviz),
television (France 2, Total-immersion), sport (TF1, Symah-vision)

Industry : study of conformity (Siemens)
automobile industry (Arvika), manufacturing (Arvika), impact of new lighting (Loria)

Various : video games (Aqua-gauntlet, MR-lab), military (US Marines Corps),
medical (UNC Chapel Hill)

Figure 1.5: Examples of applications that are based on augmented reality.

specific requirements. In the medical domain applications include visualization of 3D ultrasound im-
ages [Bajura92, State94], visual guidance of needles [State96, Nicolau04], MRI and CT scan visualiza-
tion [Grimson95, Mellor95, Lorensen93]. Maintenance and repair scenarios for a laser printer have been
presented in [Feiner93] and for an engine in [Rose95, Tuceryan95]. Other applications include industrial
manufacturing [Caudell92, Janin93, Sims94, Navab99], driver assistance [Kealy04], 3D computer inter-
faces [Feiner93] where traditional 2D windows are placed within a 3D environment or books with 3D mark-
ers that tell a 3D story [Billinghurst01], entertainment such as ARQuake [Piekarski02] or the television me-
dia [Woolard03], military purposes such as battlefield augmented reality in urban environments [Julier99],
robot guidance [Drascic93, Milgram93] and the list goes on... A detailed survey of AR applications is given
in [Azuma97, Azuma01].

Until recently, most real-time pose estimation methods applied to AR have been based on the man-
ual placement of visual markers in the scene [Kato99]. Another marker based technique was presented
in [Sundareswaran98], where the analogy between pose estimation and image-based visual servoing was
first applied to an AR applications. More recently, Virtual Visual Servoing methods have been combined
with marker-less image processing and robust statistics to perform AR in real-time, such as that presented
here [Comport03a]. In this thesis a marker-less model-based algorithm is used for the tracking of 3D objects
in monocular image sequences. In Figure 1.6, an overview is given where augmented reality is combined
with the 3D pose estimation control loop.

1.5.2 Visual Servoing

Another application of 3D tracking techniques is visual servoing. Visual servoing is an approach to the
control of robots based on the visual perception of the environment. This perception of the environment
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Figure 1.6: A control diagram showing how the estimated pose is used to produce an augmented image. On the left is
the input image. In the middle is the input of both the CAD model of the target as well as the model of a virtual object
which is to be augmented into the scene. The control law maintains an estimate of the pose between the camera and
a target object. This diagram is related to both passive and active computer imagination. The passive part is related
to the tracking of the pose between the camera and the object. The active part is related to the incrustation of virtual
objects into the image such that they are correctly aligned with objects in the real image. In this way the real image is
augmented with extra visual information.

is then used to control the robot within this environment. Thus, the tracking of known 3D objects within
the environment is directly related to an improved sense of visual perception. A 3D tracking step provides
the complete 3D configuration between different elements within the environment to a visual servoing task.
More precisely, it provides depth information along with information about hidden parts of the scene.

In the past, various techniques have been proposed for visual servoing including position based (PBVS)
and image based visual servoing (IBVS) [Hutchinson96]. A classical scenario being to control an eye-in-
hand robot w.r.t. to its environment. They differ primarily in the input of the closed loop control scheme,
the first being based on a pose while the second being to based on images. The advantage of PBVS is that
it allows for direct control of a robot in 3D space, however, it requires the pose to be known at the input
stage. The pose is usually estimated by a pose estimation step. On the other hand, the advantage of image
based control is that it is based in the sensor frame of reference making measurement errors easy to handle.
Furthermore, it is easiest to ensure that visual features remain in the field of view. Generally, the final image
is given to the robot via either a teaching by showing approach or the projection of a CAD model using a
desired pose. Image based techniques have been shown to be accurate due to the closed loop control law
(see Figure 1.7), to be flexible by permitting tasks to be defined easily [Chaumette90, Espiau92] and to
be robust to camera calibration errors [Malis98]. A difficulty of this approach is proving convergence due
to local minima or singularities in the interaction matrix. It has been shown, however, that it is possible
to avoid these singularities by using more complex features in the interaction matrix such as lines instead
of points [Chaumette98]. In a classical context this method essentially involves calculating the interaction
matrix from images captured in real time, to provide nonlinear velocity control to a robotic system. The
resulting pose of the arm after performing IBVS is essentially the solution to the final pose. In this thesis,
several advantages of IBVS will be brought to PBVS by using Virtual Visual Servoing.

A fundamental step towards broadening the use of real world image-based visual servoing is to deal
with the important issues of reliability and robustness to failure. Few methods on visual servoing propose
a solution to this problem in the literature. Recently, a robust cue integration approach was proposed for
a stereo eye-to-hand visual servoing task [Kragic01]. This method involved combining visual cues and
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Figure 1.7: A classic image-based control diagram showing an eye-in-hand visual servoing system. The input command
is usually a set of desired image features, however, it is also possible to use a known CAD model and project this onto
the image using a desired pose. The execution of the task is complete when the error between features in the image
fall below a certain threshold.

rejecting outliers in the feature extraction step. This approach, however, requires the definition of visual
cues and relies on many manually chosen thresholds. Furthermore, in a real-time scenario it is not very
efficient because a voting approach is used which performs a binary mapping of a feature’s probability to
either 1 or 0. In this thesis, a closed loop control law is presented that simultaneously accomplishes a
visual servoing task and is robust to a general class of external errors. This generality allows concurrent
consideration of a wide range of errors including: noise from image feature extraction, small scale errors in
the tracking and even large scale errors in the matching between current and desired features.

1.6 Contributions

Vision sensors are devices which provide an enormous amount of information, therefore making them gen-
eral and widely applicable, often adding to the difficulty and progress of research in this area. In this section,
an outline of several open problems will be given in the areas of 3D tracking, augmented reality and visual
servoing. Following this, contributions to these problems will be described.

A problem of primary importance is the design of vision based tracking methods which perform in real
time, thus requiring efficient algorithms. Indeed, it is possible to obtain good tracking results with large
amounts of off-line computation, however, off-line methods are not sufficient for many applications such as
augmented reality. Real-time performance is not only important for AR, but it opens the door to a new realm
of potential applications. Thus it is important to recognize major bottle necks in current techniques and to
propose efficient solutions.

Another area where much work remains to be carried out is in the extraction of meaningful information
from the image. In most work on pose estimation only simple point features are used and more complex
features are often neglected. Indeed, real-world objects are composed of all sorts of shapes and forms which
can not be perceived solely using simple point features. Some works have extended tracking to line features
or planar texture patches, however, the entire set of visual information is far from being fully exploited.
Therefore, it is important to design methods which can be generalized to deal with more complex geometric
visual information.

Another major obstacle to the usability of tracking techniques in the real-world is their robustness to
failure. In the literature, many limiting assumptions are made including: the assumption of specific colors
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such as the use of skin color for body tracking which results in a loss of generality; the use of correlation
techniques that are dependent on illumination conditions; the use of texture which is not always present; or
the avoidance of occlusion with other parts of the environment. Experiments are often designed to show the
benefits of a particular method rather than its weaknesses. For example, background textures are carefully
chosen so as not to disturb tracking methods; colors or textures which are similar to those being tracked are
avoided; lighting conditions are carefully setup to enhance tracking; movements are often performed slowly
and smoothly; etc. Indeed, a simple live demo of many real-time tracking techniques suffices to see that
many problems remain to be solved. In summary, it is clear that more general methods are required which
work in a larger range of situations and can deal with unexpected events. Indeed, it is possible to account
for each type of error by further modeling, however, it is desirable to have techniques which are general and
do not require modeling a potentially infinite source of error. In other words it would be interesting to reject
any general external source of disturbance.

A fundamental assumption made in the definition of many three-dimensional models is the rigidity
assumption relating to the geometric structure of the world. However, in a real world setting, objects may
take on many different non-rigid forms. Non-rigid forms range from less constrained such as gases and
fluids to more constrained forms such as hinges or screw links. Therefore, it would be interesting to relax
the rigidity constraints so that any type of non-rigid physical configuration may be considered.

Robust Interaction
(Decision) Action
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Robust Control

Command or Goal

Image
+
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Figure 1.8: An overview of the robust visual control law proposed in this thesis for 3D tracking and visual servoing. It
is based on an Iteratively Re-weighted Least Squares implementation of robust maximum likelihood estimation. The
difference with respect to previous cases is the robust rejection of outliers at the interaction step.

In the following, the major contributions of this thesis will be highlighted. It should be noted that in
the remainder of this thesis, contributions in the domain of visual 3D tracking will be presented in detail
and contributions in the domain of visual servoing will only be mentioned briefly. Contributions can be
exhibited at different levels:

• Virtual Visual Servoing Based 3D Tracking - In this thesis, real-time pose computation is formu-
lated in terms of a full scale non-linear optimization: Virtual Visual Servoing (VVS). A contribution
proposed in this thesis involves closing the control loop through a monocular image stream for full
spatio-temporal tracking of 3D objects. This provides real-time and accurate 3D tracking of complex
objects. Furthermore, different scene models are investigated including camera-based and object-
based movement models. Hidden surface removal is integrated into the 3D object model so that
complete 3D objects may be used instead of planar contours.

• Distance-to-Contour Interaction Matrices - A central problem in the design of a 3D tracking control
law is the derivation of the interaction matrix which relates the movement of different types of visual
features to the 3D movement within the scene. A general method is recalled to derive interaction
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matrices for any type or distance-to-contour based image feature. Distances are used for their real-time
efficiency and because they provide a common basis for many different types of contours. Different
types of interaction matrices are derived and analyzed including distances to the perspective projection
of 3D points, lines, planar contours (circles) and volumetric surfaces (cylinders). Furthermore, a
continuous, one-step simultaneous estimation procedure is obtained by ’stacking’ feature Jacobian to
combine objects of different types. Furthermore, this type of feature provides high computational
efficiency for real-time operation. Further efficiency can be obtained by using a constant interaction
matrix.

• Scale Invariant Moving Edges - An oriented edge detector is used in order to provide real-time
tracking of points normal to the object contours. This type of local approach is ideally suited to real-
time tracking due to an efficient 1D search. Edge detection involves making local spatio-temporal edge
hypotheses along the normal. Normally, these hypotheses are then tested using a detection threshold,
which holds the edge scale information, to determine if an edge exists at a given location. A method is
proposed in this thesis for propagating the uncertainty and scale of these locations to the global pose
uncertainty and scale in an efficient and accurate way. In this way, no intermediary decision is made
as to whether or not an edge exists at a given location and no predetermined threshold (or scale) is
needed. The decision as to whether or not an edge exists is then made simultaneously with the global
estimation of the pose by using robust estimation techniques which either reject or accept the point.

• Statistically Robust Control - As mentioned previously, in a ’real world’ scenario some features may
be incorrectly tracked. This may be due to many reasons including occlusion, changes in illumination
and miss-tracking. This problem is overcome by designing a robust control law based on robust
statistics (see Figure(1.8). This involves estimating the pose from a highly redundant number of
distance-to-contour correspondences so that in-liers may be determined and outliers may be rejected.
In particular, the statistical technique of robust maximum likelihood (M-estimation [Huber81]) is
employed. This is introduced directly into the visual control law by an iteratively re-weighted least
squares method. The Median Absolute Deviation (MAD) is used as an estimate of the standard
deviation of the inlier data and Tukey’s influence function was used to completely reject the effect of
outliers. This combination is advantageous because of its high efficiency, high breakdown point and
desirable influence functions. The robustness and stability of the control law is shown to be dependent
on a subsequent measure of position uncertainty. Furthermore the convergence criteria of the control
law are investigated.

• Kinematic Sets for Articulated Objects Tracking - Until now, models of non-rigid motion or more
particularly articulated motion have been defined by either using kinematic chains [Lowe91] or us-
ing Lagrange multipliers [Drummond02] to apply constraints to rigid configuration spaces. In the
kinematic chain case error is propagated via a chain back to the root which leads to non-symmetric
distribution of the error. In the second case, a two step method is required where the full pose of
rigid components are estimated in a first step and then constraints are applied in a second estimation
step. This case is worse since not only does it propagate error as in a kinematic chain, but it is also
inefficient and prone to error in cases where there is not enough information to estimate the full pose
of a particular component. In this thesis a new method is proposed based on minimal parameter sub-
sets which avoids all the inconveniences of these previous methods. Furthermore, this new method
is shown to handle the complete and general class of articulated joints including non-linear joints. In
retrospective, this kinematic set method has also been related to the Lagrange-d’Alembert formulation
in classical physics.
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• Augmented Reality - The major motivating application in this thesis is that of video see through
Augmented Reality. The AR pose computation problem is formulated by way of a 1D/3D non-linear
closed loop tracking methodology. The technique is based on an efficient distance-to-contour features
as well as a robust statistical framework. This system is shown to be capable of treating complex
scenes in a realistic live real-time environment without the need to modify the environment. The
closed loop scheme provides accurate and stable estimation of the pose so that virtual objects are
rendered onto a real image in a visually acceptable way. The system is based on CAD models of
manufactured objects or urban environments.

• Model-Based Tracking for Visual Servoing and Robust Visual Servoing - Since Virtual Visual Ser-
voing methods are used for 3D tracking much of this research also benefits traditional visual servoing
or image-based camera control. A first improvement over traditional methods consists in designing
a robust control law for visual servoing. A second contribution involves using robust model based
tracking in place of simple feature tracking within a visual servoing task. These contributions can be
summarized as follows:

1. Robust Visual Servoing - A robust visual control law has been designed based on well known
statistical M-estimation techniques. This allows continuous estimation of the uncertainty in
visual features and rejection of outliers during each step of a real-time visual servoing task.
Simulations were performed on small and large data sets to test the theory which was also tested
on real visual servoing tasks. Different convergence criteria were also analyzed.

2. 3D Tracking for Visual Servoing - Real-time 3D tracking methods are proposed in this thesis
which mirror a real visual servoing task via Virtual Visual Servoing. In this way visual features
are tracked using VVS for a real VS task or, in other words, the pose of the robot end-effector
is estimated at each iteration of an image based visual servoing task and the CAD model is re-
projected onto the image. This allows precise and robust estimation of the current position of
visual features. A second benefit of VVS is that it allows to improve over existing techniques as
it takes advantages of both IBVS and PBVS. This is achieved by performing 3D pose estimation
at each iteration of a visual servoing control law. This means that image-based visual servoing
can be performed with respect to complex 3D objects. As is usual the desired pose can be used
as input in order to project a complex polyhedral CAD models onto the image plane, provid-
ing the final image for an image-based visual servoing procedure. The 3D tracking approach
introduces advantages including by estimating the pose at each iteration, the depth parameter is
known which improves the stability and behavior of the system. Furthermore, this provides all
the essential information for globally convergent methods such as 2.5D visual servoing. Most
importantly, however, is the fact that by using this method, visual servoing tasks can be carried
out even when the final parts of the object are not initially visible, therefore making the visual
control more flexible. Furthermore, by minimizing using IBVS, the target can more easily be
kept within the image frame.

• Transfer to Industry A final contribution of this thesis involved the transfer of marker-less aug-
mented reality technology to industry. This was carried out within a national French RIAM project
named SORA. The transfer of technology was carried out with the industrial partner Total Immersion
who has also integrated this work with their rendering engine in several complex image sequences.
This work has also been included in many live demos such as that performed at DEMOgod and they
have been awarded for their performance as a European IST prize winner. The transfer of software
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has been carried out locally via direct collaboration with the engineer Cederic Riou who’s aim was to
optimize and transfer this work to the windows operating platform.

1.7 Outline

Much thought has gone into the best way to present the various concepts involved in this thesis. It was
decided that a traditional bottom up approach would be best by first considering the most basic elements and
building up to more complex ones. However, this is more easily said than done and in the end it was also
necessary to introduce a certain degree of a top down approach. In particular, the topic is introduced by an
overall view in Chapter 3. In the following is an introduction to each chapter.

MEMORY −Virtual
+

Visual Servoing

Image

Augmented Reality

Virtual Action

Virtual Images

Command or Goal Interaction
Decision

Video See Through

Hold
Sample/

Imaging device

Action

PerceptionInteraction
Decision

3D Virtual Object

3D CAD Model

3D Tracking

−
+

∑

∑

Figure 1.9: A combined block diagram with all the different elements considered in this thesis. On the left are the inputs
to the system including the control command, a-priori knowledge about the environment and virtual objects. The only
other input is the image stream from the camera. On the right side are the outputs including the action of the robot and
an augmented image. The two closed control loops can be seen for both visual servoing and Virtual Visual Servoing.

In Figure 1.9, an overview is given with both visual servoing and Virtual Visual Servoing feedback
control loops. It can be seen that Virtual Visual Servoing makes up an important component of the computer
imagination. The output of the estimated pose is used to project imaginary objects onto the virtual image
and the augmented reality is given at the bottom of the diagram. It can be seen that the perception block
is of central importance to both systems. The perception refers to the extraction of visual information from
the image. The interaction blocks refer to the interaction matrix for any type of visual feature. The decision
to reject or keep visual features is also carried out within the robust interaction block. The mirroring effect
between the visual servoing and Virtual Visual Servoing is apparent. Furthermore, it can be seen how both
these loops potentially affect each other. Indeed, one would like, in a 3D tracking context that the imaginary
loop mimics the real loop as closely as possible.

In Chapter 2, the mathematical foundations of 3D rigid-body motion are presented. In a first part, a pure
rotation matrix is defined between reference frames in 3D space. This is then combined with translational
motion to define a minimal parameter pose vector along with its homogeneous transformation matrix form.
Next the case of rigid body velocity is derived by starting with the rotational velocity and then generalizing
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this, using the translational velocity, to a full rigid body velocity. The minimal parameter velocity twist is
also defined along with a velocity transformation matrix. Lastly, the exponential map is derived so as to
complete the mapping between the velocity twist space tangent to the pose manifold space.

In Chapter 3, a general overview is given of the Virtual Visual Servoing method of pose estimation.
The chapter begins with an overview of the state of the art in visual tracking and reasons are given for the
different choices which have been made. The perspective camera model is given along with the parametric
3D object model. Different estimation configurations are compared to traditional visual servoing schemes
including eye-in-hand visual servoing with a camera-based motion model, eye-to-hand based visual servoing
with an object based motion model and a combination of these approaches. The core part of this chapter is
the definition of the VVS control law which forms the basis of a non-linear iterative minimization scheme.
Different convergence criteria are considered and results are presented.

Chapter 4 is based on the problem of low level information extraction from the image. A literature
review reveals that edge tracking is very efficient and most interesting for real-time applications. This is due
to a one-dimensional search to the normal of a contour. In a first part an in-depth review of both Haralick’s
facet detector and Canny’s edge detector is made. Following this the Moving Edges method, used in this
thesis, is presented. This method is based on oriented local edge hypotheses which are tested using a log
ratio test criterion. This method is then adapted to the case of 3D object tracking and results are presented.
Furthermore, it is shown that edge detection can be made invariant to scale by propagating this unknown to
global pose estimation. This means that no edge detection threshold is needed and that stronger edges are
not factorized over weaker strength edges(in terms of intensity difference).

Chapter 6 extends the visual control law to a statistically robust estimation paradigm. In a first part,
a literature review is given and separated into two groups. There are those methods which came about
from the computer vision community such as RANSAC and those which have emerged from the statistics
community such as LMedS and M-estimation. All estimation methods are shown to fit under the banner
of M-estimation with an auxiliary scale estimate. Different methods for the estimation of scale are also
reviewed. The theory of M-estimation is then integrated into the visual control law via an iteratively re-
weighted least squares implementation. Different convergence criteria are analyzed and results are presented
for simulated scenarios as well as real situations.

In Chapter 7, rigid-body tracking is generalized to articulated objects. After a review of the literature,
two prominent methods are presented. The first being the well known kinematic chain model and the
second being a Lagrange multiplier approach to applying constraints. Next, a new method is proposed
which takes the advantages from previous methods to design a kinematic set based approach. In a first part
the overall objective is defined in terms of the articulation matrix which maps rigid-body velocities to a
minimal subspace. A general class of joints is defined via a velocity constraint matrix. Joint velocities are
then defined and mapped to a common basis by using the velocity transformation matrix. Lastly all the
individual subspaces are mapped together resulting in a decoupled articulation matrix. Results are presented
which include a selection of different articulated objects with different mechanical links and a comparison
is made with rigid object tracking.

In Chapter 8, a conclusion is made and future perspectives are given.



CHAPTER 2

Mathematical Foundations of 3D Motion

2.1 Introduction

The three-dimensional world forms the basis for the study of the motion, kinematics and 3D tracking of
rigid and articulated objects. The techniques presented in this chapter are classic and are well founded
concepts. This chapter therefore gives a short overview of the essential terminology and definitions which
form the basis of the remainder of this thesis. In particular, the set of parameters describing the position
and orientation of rigid bodies in 3D Euclidean space will be derived. Since positions and orientation are
relative to a reference frame, the definition of a pose can be shown to be equivalent to rigid body motion
and rigid-body displacement will also be defined. General equations will be given for transforming and
manipulating these quantities. Following this, the set of parameters describing velocities of rigid bodies
in 3D space will be defined from the tangent to the 3D space of displacements. Similarly, a general set of
equations for transforming and manipulating these quantities will be given. Finally, a relationship will be
derived between the space of displacements and that of velocities.

2.2 Rigid Body Motion

Rigid motion or displacement is defined as a transformation which preserves distances and angles between
reference frames. In the remainder of this text, 3D rigid motion is referenced by a 6-dimensional pose vector
and is referred to as Cartesian rigid-body motion.

Let E
3 represent three-dimensional Euclidean space defined by the five axioms of Euclid. The position

of a point in 3D Euclidean space is defined to be relative to an inertial Cartesian coordinate frame so that a
point P ∈ E

3 is identified with a point in R
3. The set of three orthonormal axes, representing a reference

frame, form the basis for defining the position of a point in 3D using three coordinates as:

P = (X,Y,Z) ∈ R
3. (2.1)

The motion trajectory of a point can be represented as a parameterized curve:

P(t) = (X(t), Y (t), Z(t)) ∈ R
3. (2.2)
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An idealized rigid body is a collection of particles such that the distance between any two particles
remains fixed, regardless of any motions or external forces exerted on the body.

||P1(t) −P2(t)|| = ||P1(0) −P2(0)|| = constant. (2.3)

Furthermore, the definition of a rigid body is such that the orientation between different points on a
rigid body must also be preserved. In other words, the orientation of vectors must be preserved.

A rigid-body transformation is therefore defined as follows:

Definition 2.2.1. Special Euclidean Transformation and Rigid Body Motion.

A mapping m : R
3 → R

3 satisfies the following properties:

1 Length is preserved: ||m(P1) −m(P2)|| = ||P1 −P2|| for all points P1,P2 ∈ R
3.

2 The cross product is preserved: m∗(v × w) = m∗(v) × m∗(w) for all vectors v,w ∈ R
3, where

vectors transform according to m∗(v) = m(P1) −m(P2).

The set of all such transformations is denoted as the special Euclidean group SE(3).

There is an inherent duality between the representation of 3D rigid motion over time and a rigid dis-
placement between two reference frames at one time instant. The relative pose or rigid motion between two
reference frames is, therefore, a spatio-temporal term. In this treatment, rigid body motion will be consid-
ered to be a transformation which describes both the spatial position of rigid bodies and how points on a
rigid body change with time.

2.2.1 Rotation Matrix

First of all, the special case of rotational motion is introduced. In order to consider the definition of rotations
which conserve the rigid body properties (2.2.1) it is necessary to consider a rotation matrix.

The properties of a rotation matrix are such that its columns are mutually orthonormal,
RR> = R>R = I. The coordinate frame is chosen to be right handed such that det(R) = +1.
The space of rotation matrices is defined by:

SO(3) =
{
R ∈ R

3×3 : RR> = I, det(R) = +1
}
. (2.4)

SO(3) ⊂ R
3×3 is called the special orthogonal group under the operation of matrix multiplication and

satisfies the axioms of closure, identity, inverse and associativity.
In this treatment, rotations will be parameterized as either rotations around the coordinate axes or by

Euler’s parameters, however, many other parameterizations exist. These include Quaternions [Altmann86]
which give a global parameterizations of rotation at the cost of using four parameters. Canonical exponential
coordinates representation of the rotation matrix [Brockett84] which is a minimal representation related to
Rodrigues’ parameters [Rodrigues40]. Different forms of Euler angles also exist such as ZYZ Euler angles,
ZYX Fick angles, YZX Helmholtz angles and ZYX Pitch, Roll, Yaw angles all having the inconvenience of
having singularities.

Let R ∈ R
3×3 be a rotation matrix. One way of deriving this rotation matrix is to consider Euler’s

famous theorem:
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Theorem 2.2.1. Any rotation R can be represented as a single rotation θ ∈ [0, 2π) around a fixed axis
u ∈ R

3.

Let θ be the angle of rotation and the unit vector u = (u1, u2, u3)
> define the axis of rotation. This

parameterizations is redundant in the number of parameters, however, this can be eliminated by introducing
the constraint that u has unit norm by dividing by

√
u2

1 + u2
2 + u2

3. The rotation matrix is then given by:

R = I cos θ + (1 − cos θ)




u2
1 u1u2 u1u3

u2u1 u2
2 u2u3

u3u1 u3u2 u2
3


+ sin θ




0 −u3 u2

u3 0 −u1

−u2 u1 0


 (2.5)

A complete derivation for Euler’s parametrization can be found in many textbooks on rigid-body motion
including [Goldstein02, Shabana89]. It can be noted also that the derivation of this representation is closely
related to the derivation of Rodrigues’ formula (see Section 2.4) which relates velocities to displacements.

A second method is to consider rotations parameterized by α, β, γ around the principle x, y and z axes
respectively. Each elementary rotation is defined by the following matrices:

RX(α) =




1 0 0
0 cosα − sinα
0 sinα cosα


 RY (β) =




cos β 0 sinβ
0 1 0

− sinβ 0 cos β


 RZ(γ) =




cos γ − sin γ 0
sin γ cos γ 0

0 1 1


 ,

(2.6)
with the matrix describing the overall rotation being composed of the product of these elementary matrices:

R = RXRY RZ =




cos β cos γ − cos β sin γ sinβ
sinα sinβ cos γ + cosα sin γ − sinα sinβ sin γ + cosα cos γ − sinα cos β
− cosα sinβ cos γ + sinα sin γ cosα sinβ sin γ + sinα cos γ cosα cos β


 .

(2.7)
Note that the order of multiplication of elementary rotation matrices is not commutative.

It is often useful to perform the inverse operation and obtain the rotation parameters from the coefficients
rij (i = 1 . . . 3, j = 1 . . . 3) of the rotation matrix R. If the rotation matrix has been obtained numerically,
it is important to make sure that R is really an orthogonal matrix by testing the properties given in (2.4).

In the case of equation (2.5), uθ is obtained by using the following formula:

θu =
1

2sincθ




r32 − r23
r13 − r31
r21 − r12


 (2.8)

where θ = cos−1((r11 + r22 + r33 − 1)/2) and sincθ = sin θ/θ which is a C∞ function which cancels out
at (2n+ 1)π,∀n ∈ Z. A division by zero occurs in (2.8) when θ = π which can be considered explicitly by
determining u as the eigenvector of R associated with an eigenvalue of 1.

In the case of equation (2.6), α, β and γ can be recovered from the rotation matrix simply as:

α = −tan−1
(

r23
r33

)

β = sin−1r13

γ = −tan−1
(

r12
r11

) (2.9)
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2.2.2 Pose and Location

To define a complete rigid motion consider Chasles’ theorem which says:
Theorem 2.2.1. Every rigid body motion can be realized by a rotation about an axis combined with a
translation parallel to that axis.

This parametrization of rigid motion is commonly referred to as a screw motion which will be shown
later to have a direct relation with rigid-body velocities.

In general, a rigid transformation m : R
3 → R

3 is considered as being composed of rotational and trans-
lational motions. The minimal representation of a rigid transformation is parameterized as a six parameter
pose vector, composed of translation and rotation parameters:

arb = (atb,
a Ωb) ∈ R

6, (2.10)

where r represents the position and orientation between a reference frame a and another frame b, with
atb = (atb,x,

a tb,y,
a tb,z) being the vector of translation parameters between frame a and b along the x, y

and z axes and aΩb = (aΩb,x,
a Ωb,y,

a Ωb,z) being the rotation parameters between frame a and b around
the x, y and z axes.

According to Chasles theory (2.2.1), a 3D point P, relative to a reference frame a (denoted aP), has
coordinates relative to a reference frame b which can be obtained by applying a rotation followed by a
translation between the two reference frames:

aP = aRb
bP + atb. (2.11)

More generally, the set of all possible configurations or poses of a rigid body can be defined by the space
of Special Euclidean transformations:

SE(3) =
{
m = (R, t) : R ∈ SO(3), t ∈ R

3
}
. (2.12)

The homogeneous representation of m is then obtained in matrix form as:

aMb =

[
aRb

atb

03 1

]
, (2.13)

where M is an equivalent representation of the minimal vector form r given in equation (2.10). This set of
homogeneous transformations belongs to the 6-dimensional Lie Group of rigid body motions in SE(3).

The transformation of a homogeneous point between two reference frames can therefore be written as:
[

aP

1

]
= aMb

[
bP

1

]
, (2.14)

Furthermore, a pose between frame a and frame c can be expressed as a composition of homogeneous
transformation matrices as:

aMc = aMb
bMc. (2.15)

where bMa = aM−1
b and the inverse transformation is:

aM−1
b =

[
aRb

> −aRb
>atb

03 1

]
. (2.16)
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2.3 Rigid Body Velocity

The infinitesimal version of rigid motion is called a twist where a twist represents the instantaneous ve-
locity of a rigid body in terms of linear and angular components. A rigid body velocity is defined as a
6-dimensional twist vector v = (υ,ω) where υ = (υx, υy, υz) is the linear component of the velocity
vector and ω = (ωx, ωy, ωz) the angular velocity. A twist vector is the tangent vector to an element m(t) of
SE(3).

In order to derive a velocity twist, first consider a point P with coordinates in a spatial reference frame
a and another body reference frame b. The body reference frame is attached rigidly to the point so that the
body frame does not vary with time. Re-consider the homogeneous relation between a single point as seen
in two different reference frames from (2.14) as:

aP̄(t) = aMb(t)
bP̄, (2.17)

where the bar on P̄ = (X,Y,Z, 1) signifies a homogeneous point. Note here that point’s motion with
respect to the body reference frame is null.

The velocity of the point with respect to frame a∗ (where the symbol ∗ refers to an instantaneous
reference frame) is obtained by deriving the motion of its coordinates with respect to time:

a∗Ṗ(t) =
d

dt
aP(t). (2.18)

Differentiating equation (2.17) with respect to time gives the velocity of the point in frame a∗ as:
a∗ ˙̄P = a∗Ṁb

bP̄, (2.19)

where the homogeneous velocity of a point is a∗ ˙̄P = (υx, υy, υz, 1).
The velocity of the point with respect to the spatial reference frame a can then be related to its coordi-

nates in the instantaneous spatial reference frame a∗P by using composition (2.15):
a∗ ˙̄P = a∗Ṁb

aM−1
b

aP̄ = a∗Ṁb
bMa

aP̄, (2.20)

remembering that aM−1
b = bMa.

The 4 × 4 velocity mapping in equation (2.20) is called a twist and is then easily obtained by using
equation (2.13) as:

a∗Ṁb
aM−1

b =

[
˙a∗Rb

a∗ ṫb

03 0

] [
aRb

> −aRb
>atb

03 1

]
=

[
˙a∗Rb

aRb
> −a∗Ṙb

aRb
>atb + a∗ ṫb

03 0

]
,

(2.21)
where a∗ ṫb is the translational velocity of a point in frame a∗ with respect to a point in frame b. In order to
obtain the 4× 4 transformation matrix a∗Ṁb

aM−1
b of the moving frame b with respect to frame a in a more

compact form, it is necessary to examine its special properties as will be described below. To simplify the
derivation, the rotational velocity will first be considered in Section 2.3.1 and in Section 2.3.2 the full twist
matrix will be defined from its minimal parameter form.

2.3.1 Rotational Velocity

To find the minimal representation of the velocity twist in equation (2.21), first consider the case where a
pure rotational velocity exists with atb = 0. In this case equation (2.17) is given as:

aP(t) = aRb(t)
bP, (2.22)
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where homogeneous coordinates are not needed.
Next deriving with respect to time, as was done in equations (2.19), gives the rotation velocity mapping

as:
a∗Ṗ = a∗Ṙb

bP. (2.23)

Transforming using composition as in (2.20) gives:

a∗Ṗ = a∗Ṙb
aRb

−1aP = a∗Ṙb
aRb

>aP, (2.24)

where a∗Ṙb
aRb

> is defined as the rotation twist.
In order to find a compact representation for the rotation transformation twist in (2.24), it can be shown

that the matrix (a∗Ṙb
aR−1

b )> = −a∗Ṙb
aR−1

b . This can therefore be identified as a 3 × 3 skew symmetric
matrix. More precisely, the defining property of a skew-symmetric matrix is that [u]>× = −[u]×, for the
column vector u = (u1, u2, u3). A 3 × 3 skew-symmetric matrix represents a mapping from R

3 to R
3 as:

[u]× =




0 −u3 u2

u3 0 −u1

−u2 u1 0


 , (2.25)

where the operator, [.]×, is chosen to represent a skew symmetric matrix.
The space of all skew symmetric matrices is denoted by so(3):

so(3) =
{
[u]× ∈ R

3×3 : u ∈ R
3
}
. (2.26)

Using this definition, the independent components of rotation are therefore defined as the compact vector
ω ∈ R

3 which is obtained from the elements of the skew-symmetric matrix [ω]× = a∗Ṙb
aRb

>.

2.3.2 Velocity Twist

The 4×4 twist matrix from equation (2.21) can now be shown to be related to a minimal 6 parameter vector
by defining the angular component a∗ωa ∈ R

3 and the linear component a∗υa ∈ R
3 of the velocity of a

point in the body frame b (possibly imaginary) passing through instantaneous spatial frame a as:

a∗va =

[
a∗υa

[a∗ωa]×

]
=

[
−a∗Ṙb

aRb
>atb + a∗ ṫb

a∗Ṙb
aRb

>

]
, (2.27)

Therefore, there exists an operator, based on the skew-symmetric operator [.]× for rotations, which
transforms a full twist matrix to its minimal vector form defined as:

[v]∧ =

[
[ω]× υ

0 0

]
. (2.28)

The space of velocity twists can therefore be written as a 4 × 4 homogeneous twist matrix [v]∧ as:

se(3) =
{
[v]∧ ∈ R

4×4 : [ω]× ∈ so(3),υ ∈ R
3
}
⊂ R

4×4, (2.29)

where se(3) is the Lie Algebra of the Lie Group SE(3).
Note that the notation in equations (2.18), (2.21) and (2.27) have been chosen carefully so that a∗ ˙̄P 6=

a∗ ṫb 6= a∗υb respectively. In fact, a∗ ˙̄P is the homogeneous velocity of a point in the spatial reference frame
a∗. a∗ ṫb is the velocity of the origin of the body reference frame b with respect to the origin of reference
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frame a∗. Finally, a∗υb is the velocity of a point (possibly imaginary) on the rigid body b which is traveling
through the origin of the spatial frame a∗ at time t.

Using the results of the previous section from equations (2.17) and (2.27), the velocity of a point P

relative to a spatial reference frame a∗ is given as:

a∗Ṗ = −a∗υa − a∗ωa × aP, (2.30)

where the vectorial cross product × is equivalent to multiplication by the skew-symmetric matrix [ω]× ∈
so(3) or:

a∗ ˙̄P = [a∗va]∧
aP̄, (2.31)

where [v]∧ ∈ se(3) is the twist matrix given in (2.28).

2.3.3 Velocity Transformation

Unlike in the case of the homogeneous pose matrix M, the homogeneous twist transformation of a velocity
can not be directly applied to a change of reference frame for twists. In this case, a twist transformation can
be obtained by first considering the velocity of a rigid-body with respect to the instantaneous body frame b∗.
The derivation begins by re-stating the velocity of a point (2.17) in terms of the body frame:

aP̄(t) = aMb(t)
bP̄. (2.32)

Differentiating equation (2.32) gives, as before, equation (2.18).
Now, in order to obtain the instantaneous velocity of the body with respect to the body reference frame

a homogeneous transformation is applied to (2.18) which gives:

b∗ ˙̄P = a∗M−1
b∗

a∗Ṁb
bP̄ = b∗Ma∗

a∗Ṁb
bP̄, (2.33)

where the body reference frame is considered to be in movement and the system is invariant to the spatial
frame.

Since a∗M−1
b∗

is unknown it is approximated by aM−1
b to give:

b∗ ˙̄P = aM−1
b

a∗Ṁb
bP̄, (2.34)

It can also be noted here that one of the homogeneous matrices, aMb, depends on time, while the other
does not. This represents the fact that we seek the instantaneous velocity of a frame b∗ with respect to the
previous position of that same frame b.

Finally, the expression for the body-frame twist matrix is obtained as:

[b∗vb]∧ = aMb
−1a∗Ṁb =

[
aRb

>a∗Ṙb
aR>

b
a∗ ṫb

03 0

]
. (2.35)

where the subscript b refers to the velocity of the body and the superscript b∗ means with respect to the
instantaneous body frame.
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Similar to equation (2.30) for the instantaneous spatial reference frame a∗, the velocity of a point in
terms of the body reference frame b∗ can be written using (2.35) as:

b∗Ṗ = b∗ωb × bP + b∗υb. (2.36)

The relationship between an instantaneous twist [a∗va]∧, in the spatial reference frame and an instanta-
neous twist [b∗vb]∧ in the body reference frame is obtained by homogeneous composition as:

[a∗va]∧ = a∗Ṁb
a
M−1

b = aMb(
aMb

−1a∗Ṁb)
aMb

−1 = aMb[
b∗vb]∧

aMb
−1, (2.37)

which gives:

aMb[
b∗vb]∧

aMb
−1 =

[
aRb

atb

03 1

] [
[b∗ωb]×

b∗υb

03 0

] [
aR>

b −aR>
b

atb

03 1

]
,

=

[
aRb[

b∗ωb]×
aR>

b −aRb[
b∗ωb]×

aR>
b

atb + aRb
b∗υb

03 0

]
.

(2.38)

From this, the calculation can be simplified by using the following identity:

R[ω]×R> = [Rω]×, (2.39)

for which a proof can be found by direct calculation.
Using (2.39) along with the identity for a skew-symmetric matrix u1 × u2 = −u2 × u1 gives the twist

transformation matrix in (2.38) as:

a∗Vb∗ =

[
aRb [atb]×

aRb

03
aRb

]
, (2.40)

which is a 6 × 6 matrix that transforms twists from reference frame a∗ to reference frame b∗. This is
commonly known as the adjoint map.

Thus a twist in frame b∗ can be expressed in frame a∗ by using the adjoint matrix:

a∗va = a∗Vb∗
b∗vb. (2.41)

2.4 Exponential Map

It is often useful to know the relationship between the velocity of a moving body and its pose. This relation
is called the exponential map which transforms, exponentially, the velocity vector v to its corresponding
pose r. The exponential map is usually written using homogeneous matrices as:

Mt+1 = Mte
(v), (2.42)

where Mt is a pose before the applied velocity and Mt+1 is the result.
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The exponential map relation is found by re-considering the velocity of a point in equation (2.30) as:

aṖ(t) = −aυb − aωb × aP(t), (2.43)

where it is assumed that the rigid-body is moving at a constant velocity.
In homogeneous form this can be written as:

aῡ(t) = [avb]∧
aP̄(t). (2.44)

This is a time-invariant linear differential equation which is integrated to give the solution:

aP̄(t) = e(t[
avb]∧)aP̄(0), (2.45)

where aP̄(0) is the initial position of the point and the scalar t ∈ R represents the unit of time. Since the
velocity twist transformation is independent of time, this is chosen as t = 1 to simplify. Note that the value
of time can be considered as a scale factor. This is utilized in the exponential co-ordinate representation of
a rotation (mentioned in Section 2.2.1) in order to represent a rotational amount.

In order to compute the exponential map, a pure rotational motion is first considered. The exponential
from equation (2.42) is then e[ω]× , where [ω]× ∈ so(3) as given in equation (2.27). The matrix exponential
e[ω]× can be written as a Taylor series expansion:

e[ω]× = I + [ω]× +
([ω]×)2

2!
+

([ω]×)3

3!
+ · · · , (2.46)

which is an infinite series and not easily computable.
Equation (2.46) can be obtained in closed form by considering a skew-symmetric matrix [a]× ∈ so(3)

such that ||[a]×|| = 1. Two basic properties of this matrix are:

[a]2× = −(I − aa>), (2.47)

[a]3× = −[a]×, (2.48)

where it can be noted that equation (2.47) is the projection of a onto its orthogonal vector space so that
−(I − aa>)n = (I − aa>).

Therefore, it is possible to re-write all the terms of (2.46) by first normalizing [ω]× so that:

a× =
[ω]×

||[ω]×||
, (2.49)

where it can be noted that in [Murray94] this normalization is done by setting t = 1
||ω|| from (2.45).

Equation (2.46) can then be factored by using property (2.48). Pairing odd and even powered terms of
[ω]× and normalizing as in (2.49) then gives:

e[ω]× = I +
(
||[ω]×|| − ||[ω]×||3

3! + ||[ω]×||5

5! − · · ·
)

[ω]×
||[ω]×||

+
(
||[ω]×||2

2! − ||[ω]×||4

4! + ||[ω]×||6

6! − . . .
)

[ω]2
×

||[ω]×|| ,
(2.50)

where the two parentheses contain the Taylor series expansion of sin(||[ω]×||) and 1 − cos(||[ω]×||).
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From equation 2.50, the famous Rodrigues formula [Rodrigues40], for a rotation matrix, is obtained:

e[ω]× = I +
[ω]×
||ω|| sin ||ω|| + [ω]2×

||ω||2 (1 − cos(||ω||)), (2.51)

where ω ∈ R
3 and the exponential map gives R = e[ω]× .

Now considering the combined translational and rotational part, the matrix exponential e [v]∧ can also be
written as a the Taylor series expansion:

e[v]∧ = I + [v]∧ +
([v]∧)2

2!
+

([v]∧)3

3!
+ · · · . (2.52)

In order to determine the exponential map for a complete and general twist the next step consists of
simplifying (2.52) so that the previous result for the angular component given in equation (2.51) can be
easily inserted into the equation. This is done by transforming the full twist into a form for which the
rotational and translational velocities are decoupled. This is achieved by using the following transformation
identity:

e[v]∧ = eM[v]′∧M−1
= Me[v]′∧M−1, (2.53)

where the twist [v]′∧ is invariant to the angular component.
The transformation which creates an invariant twist is given as:

M =

[
I ω × υ

0 1

]
. (2.54)

Expanding this transformation gives:

[v]′∧ = M[v]∧M−1,

=

[
I −ω × υ

0 1

][ [ω]×
||ω|| υ

0 0

][
I ω × υ

0 1

]
,

=

[
[ω]×
||ω||

[ω]2
×

||ω|| υ + υ

0 0

]
,

(2.55)

where the normalizing factor, ||ω||, which was introduced for the angular velocity in equations (2.49)
and (2.50), carries across onto the linear velocity term υ in the term [v]∧. Here the last term can be simplified
by using the identity (2.47) to give:

[ω]2×
||ω||υ + υ = −

(
1 − [ω]2×

||ω||

)
υ + υ =

ωω>

||ω|| υ. (2.56)

Equation (2.55) is now in a form which is invariant to rotation due to the fact that the calculation can be
simplified using [ω]×ω = 0. The infinite series components of the Taylor expansion of e[v′]× then becomes:

([v′]∧)2 =

[
[ω]2× 0

0 0

]
, ([v′]∧)3 =

[
[ω]3× 0

0 0

]
, · · · (2.57)
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Finally, the exponential map of the transformed twist [v]′∧ is obtained by using the exponential map
for an angular velocity (2.51) in the Taylor expansion for a full twist exponential (2.52) along with the
transformed velocity from equation (2.55) to give:

e[v]′∧ =

[
e[ω]× ωω>

||ω|| υ

0 1

]
. (2.58)

Re-transforming the map by using identity in (2.53), the final exponential map is obtained as:

e[v]∧ =

[
e[ω]× (I−e[ω]×)([ω]×υ)+ωω>υ

||[ω]×||

0 1

]
, if ω 6= 0 . (2.59)

2.5 Further Readings

The mathematical derivation of rigid-body motion was based on descriptions given in various different
sources. For a short but concise description of rigid-body physics applied to visual servoing the reader can
refer to the tutorial by Hutchinson et al. in [Hutchinson96]. Another treatment applied to visual servoing
is given in [Chaumette02a]. The derivation given in this chapter was inspired from several books which
give a more in depth treatment of the topic. Notably, [Murray94] gives a mathematical approach to robot
manipulation which has been incorporated into [Ma04] with a computer vision focus. Another good book,
however, slightly older, is [Shabana89] which lays down the fundamentals before going on to talk about
multi-body systems. For a more mechanics and physics based approach two good books are [Rosenberg77]
and [Goldstein02].

2.6 Conclusion

This chapter has provided the fundamental definitions and associated terminology for the study of motion
and velocity of rigid objects. This definition of physical 3D space forms the basic model which will be used
to relate images acquired from vision based sensors to the 3D structure of objects within the environment.
In Chapter 7 the assumptions of rigidity based on the preservation of distances and angles, as given in this
chapter, will be reconsidered in the case of non-rigid articulated motion.
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CHAPTER 3

3D Tracking: Pose Estimation

Introduction

The aim of this chapter is to define the underlying model proposed for estimating the motion of a rigid-body
system as has been defined in Chapter 2 for Augmented Reality (AR) and Visual Servoing (VS) application.
Although other models exist, here the motion of a rigid-body system is fully defined with respect to two
reference frames in 3D space via notion of a pose and a twist. The notion of 3D object tracking is considered
here to be equivalent to pose estimation with prior knowledge about the pose. In order to track or localize
objects in a real 3D environment various models exist for relating geometric measurements and a priori
knowledge to a set of unknown motion parameters. The 3D tracking algorithm thus consists in estimating
these parameters from information obtained from a measurement sensor and any a priori information about
the environment (see Figure 3.1). The 3D tracking problem is difficult to treat in the context of augmented
reality and visual servoing applications because it is necessary to simultaneously satisfy real-time constraints
(or near real-time) along with estimation precision so that the method remains exploitable. This chapter is
therefore dedicated to the development of a model-based tracking algorithm.

Estimation Model

Measurements/Observations

Information

State

State Xt−1

Apriori

Xt

Figure 3.1: Estimation block diagram. The state vector is kept general here, however, for this chapter the state vector
represents the relative pose between two rigid-bodies in 3D space.
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The measurement sensor considered in this thesis is a camera sensor which can be easily integrated
into augmented reality or visual servoing experiments. The problem is thus based on determining the pose
of an object as seen from a single view [Dhome89, Lowe91, Gennery92, Koller93, Daucher93, Tonko00,
Drummond02, Vacchetti03, Comport03a], or multiple views [Braud97, Martin02]. The later allowing a
better precision to be obtained and temporary occlusions of the object to be considered. Image formation is
an important issue and it is necessary to choose an adequate model of the measurement sensor. If the internal
camera parameters are not available, it is also necessary to calibrate the camera. Both the problem of pose
estimation and camera calibration are two old problems in computer vision (such as PnP [Fischler81]–
perspective from n points –) and photogrammetry [Brown71] which continue to be studied heavily. These
parameters are also known as extrinsic and intrinsic parameters respectively.

Many different approaches have been developed in the literature for estimating the relative pose between
a camera with respect to the scene and it seems impossible to list them exhaustively. Nevertheless, different
techniques can be categorized according to their degree of constraint on the unknown parameters (see Fig-
ure 3.2). An image stream essentially provides spatio-temporal information about the environment that is
used to constrain a system of equations. Due to the discrete sampling process of an image sensor, the con-
tinuous relationship between spatial and temporal components is clearly split in two. The spatial constraint
is present within each 2D image while the temporal constraint is based on two or more images.

As it stands, pose estimation from a single image is impossible without any a priori information about
the environment. Thus a monocular camera sensor has been used along with a 3D knowledge about the
structure of the object. This strong constraint allows to carry out registration between a 2D image and the
3D environment while remaining efficient and robust. It is possible to consider different types of 3D models
which can be classed generally as Computer Aided Design (CAD) models. Indeed many types of prior
knowledge are used in the literature. These constraints are usually given manually or obtained in an off-line
processing step. Spatial constraints include continuity/discontinuity constraints; large databases of images
defining structure from multiple views of the environment; segmented object templates relating different
viewpoints of an object; or even the relative positions of interest points. Those methods with strong temporal
constraints include constant velocity or even acceleration. Of course there are various levels of strong or
weak spatial and temporal constraints that position different techniques with respect to one another. These
different methods will be presented later in this chapter.

Pose estimation, in particular, is the focus of this chapter. The pose between a camera and an object
over time forms a spatio-temporal trajectory r(t). Indeed, in order to obtain precise and robust estimates, it
is desirable to find the balance between over-constraining and under-constraining the system of equations.
This usually depends on the required performance of the system. In augmented reality and visual servoing,
target objects are often unpredictable, however, it is desirable to have a precise and robust estimation. In this
way, the aim is therefore to develop a method with strong spatial constraints while keeping weak temporal
constraints. More particularly, those pose estimation techniques which are more closely associated with pure
spatial estimation are based solely on the image at the current time instant t (i.e. [Fischler81, Ganapathy84,
Horaud89, Dhome90, Haralick91]). These methods, however, have no prior information about the pose and
it is therefore necessary to search the entire manifold (or feature combinations) in order to find the solution
(as in the case of pure object recognition). In order to render this search more efficient, it is therefore
interesting to introduce a weak temporal constraint so as to reduce this search space. This can be effectively
achieved by using the previous pose rt−1, at the time instant t−1, to limit this search to a local neighborhood
on the manifold. This can be shown to improve estimation efficiency. Thus the pose estimation problem
becomes equivalent to a spatio-temporal 3D tracking problem. It will be shown in this chapter that the
chosen tracking method is based on a pose estimate at time t that depends on the prior pose at the instant
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Temporal

Rigid
Contour
Texture

Spatio/Temporal
Strong Constraints

3D CAD Model
Object Templates
Image Database

Particles

Fluid

Deformable
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Spatial

Spatio/Temporal
Under Constrained

Random Previous Estimate(s) Velocity
Temporal Continuity

(Image Intensity)

Spatial Continuity
(Image Intensity)

X

X

Figure 3.2: Spatio/Temporal constraints used to classify various visual tracking techniques. On the x axis are the
spatial constraints and on the y axis are the temporal constraints. The Xs mark the classification of the constraints
which have been considered in this thesis. It can be noted that the pose between a rigid body and the camera is a rigid
3Dformulation. If the pose is known to be within a local region of the parameter space then a temporal constraint exist
on the current estimate from the previous estimate. The pose can also be used to define multiple rigid objects with rigid
constraints between them leading to articulated motion.

t − 1. This dependence is both via the initialization of the estimation process as well as the local tracking
of image features so as to make correspondences made between the model and the current image. The pose
at time t − 1 is obtained either from the previous estimate or via an initialization procedure (spatial pose
estimation).

The method proposed for estimating the pose is based on a direct analogy between pose estimation and
classical image-based visual servoing. In particular, well known visual servoing methods are considered
as analogous to pose estimation [Kinoshita94, Sundareswaran98, Marchand02b, Martin02], called Virtual
Visual Servoing (VVS) [Marchand02a]. The estimation model is formulated in a general manner so that
any number of image sensors or visual features may be used to estimate geometric parameters from a scene.
Pose estimation is based on a rigid motion model, a perspective camera model, image measurements, along
with a known parametric object model in 3D. Analogous camera-based and object-based motion models are
defined and considered for pose estimation. The concepts presented in this chapter provide the basis for the
tracking of multiple rigid-body objects, studied in detail in Chapter 7.

Measurement Sensor

Although it has been mentioned already that a monocular camera sensor will be used in this thesis, it is
important to mentioned that many different types of sensors are available for measuring relative position
and location parameters of objects within an environment. Certain sensors are more adapted to the task of
monitoring relative positions within a dynamic and evolving scene.

Amongst the plethora of sensors that provide spatio-temporal information are:

• Intrusive devices: those requiring the placement of instruments on the object of interest includ-
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ing led patterns [Bajura95], markers [Mellor95, Neumann96, State96], GPS allowing position to
be determined via triangulation between satellites [Piekarski02], gyroscopes [Klein03, Aron04,
Casanova04] providing inertial information, accelerometers, and magnetic sensors [Webster96,
State96, Rousseau02] which is limited due to sensor sensitively to metallic or conductive objects
and only works in short range (typically 1m radius).

• Active devices: range sensors including ’Time of Flight’ laser range finders [Jarvis83, Besl88,
Nitzan88] providing distance measures, ultrasonic emitter/detector combinations [Kleeman95],
striped light projectors combined with cameras so as to actively measure the depth in the im-
age [Taylor04].

• Passive devices: Camera and or Infrared sensors providing an array of photometric measurements
according to a camera configuration.

For a review of tracking technologies, one can consult [Ferrin91, Meyer92]. A more recent summary is also
given in [Azuma97, Azuma01] with particular reference to augmented reality applications.

The main interest in this thesis is to obtain 3D-spatio-temporal information, however, many of these
sensors do not provide this information directly and it needs to be estimated. Apart from using a single sensor
it is possible to consider hybrid methods. In [State96], the magnetic tracker was integrated with video-based
pose estimation. Inertial sensors were combined with a camera sensor for fast augmented reality in [Klein03,
Aron04]. In the first case visual and inertial information was fused, while in the second inertial information
was only used to recover when the visual tracking was lost. In computer vision, stereo [Faugeras93], tri-
focal [Hartley94, Shashua95, Faugeras98], multi-focal sensors, etc..., have been modeled. More particularly,
in pose estimation, multi-camera pose estimation has been studied in [Braud97, Martin02]. Furthermore,
much research has been invested in fusing different sources of information [Gordon93, Isard98a, Schulz01,
Hue02a]. Of course estimation using a larger and more diverse source of information improves tracking
strength and limits its weaknesses. Nevertheless, it is necessary to carefully study individual sensors so
that when they are combined, maximum performance may be reached. In this thesis, the implementation
presented is restricted to the use of a monocular vision sensor.

One of the most versatile and general sensors is the camera since it provides a very large amount of
information. Being a passive sensor which observes the environment, there is no need to modify the nat-
ural environment in order to obtain useful information. Cameras provide a rich source of spatio-temporal
information which can be exploited in many different ways. Indeed, this dense source of information allows
imprecision in spatio-temporal estimation to averaged out so that noise and modeling errors are minimized.
Furthermore, extra visual information is indispensable within non-rigid or unknown environment as will be
elaborated in Chapter 7.

One of the difficulties or weaknesses of a monocular vision sensor is that it only provides degenerate 2D
information about a 3D world at a particular time instant. Indeed, 3D spatial information about the scene
is a core part of the localization problem. As already mentioned, a way to circumvent this problem is to
assume that a 3D model of the world is already known. It should also be noted that, whatever the sensor
used, it is important to create a closed feedback control loop (or an iterative minimization scheme) so that
the registration error may be regulated to zero.

In Section 3.1, and overview of the fundamentals of image formation will be considered in order to
determine the group of parameters representing its mathematical model. More precisely, these parameters
establish the relation between a point in 3D to a point as seen in the image plane, expressed in pixels. In
Section 3.2, the 3D CAD model will be described. Following this, different motion models will be defined
in Section 3.4. These models include a camera movement model, an object movement model and a joint
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movement model. In Section 3.6, a non-linear estimation scheme based on Virtual Visual Servoing (VVS)
will be given. This will provide the basis for Chapter 4 where the low level edge information will be
modeled. In Chapter 5, the interaction between the 3D CAD model and the 2D image features will be
derived.

3.1 Camera Model

Up-until now all reference frames of objects have been defined in metric space. In a vision system, however,
the camera sensor is at the crux of information and measurements. In order to complete the link between
movements measured in the image and 3D motion between the camera and an object, it is necessary to
model the physical properties of the measurement sensor. Of particular interest for tracking algorithms is
the geometric formation of the image. This is important because it defines a model which relates the 2D
geometric information seen in the image to the 3D geometric information present in Euclidean space. In
this treatment basic knowledge of optics such as focal length, field of view, angular aperture and lenses
are assumed known. In the literature, a large amount of work has also been carried out on photometric
properties. While not the major focus of this study, photometric information plays and important role in low
level feature extraction.

Camera calibration techniques also provide the basis for accurate estimation of other parameters. In the
literature, most calibration methods rely on the extraction of point features [Brown71, Faugeras87, Tsai89,
Weng92, Wei94], however, approaches also exist based on lines [Caprile90] or ellipses [De Ma93, Tarel95].
In [Tsai89] the extra parameters involved with camera calibration are estimated and it is also shown to be
possible to estimate other unknown parameters to calibrate a robot hand-eye system. More recently, the
estimation of the calibration parameters has been performed online in [Simon99] where image registration
was performed while simultaneously estimating the zoom. In [Marchand02b] camera calibration parameters,
including radial distortion, were estimated simultaneously with the pose from various features. Amongst the
various calibration methods it has been shown in [Brown71, Chaumette89] that those which are non-linear
prove to be more accurate. It should be noted, however, that in a large majority of methods, calibration is
performed off-line using a calibration pattern for precise calibration [Maybank92, Luong97]. This means
that they do not need to be estimated online and that they may be estimated more precisely by using a precise
calibration pattern composed of strong image features (see Figure 3.5).

It should be noted, however, that projective invariant techniques exist which render estimation process
invariant to the camera calibration parameters. A complete treatment of multi-view geometry and projective
geometry invariants can be found in [Faugeras93] and [Hartley01]. Nevertheless, it will be shown that it is
not difficult to calibrate a camera and that the required performance may be obtained without the need for
projective invariants.

Visual servoing minimization approaches can be used for estimating the camera calibration parameters
as will be described in this chapter. In the literature estimation of camera calibration parameters while
simultaneously performing visual servoing has been shown in [Kinoshita94]. In [Marchand02b] the pose
and the camera calibration parameters were estimated simultaneously using the Virtual Visual Servoing
framework.

The intrinsic parameters that define the model of the camera can be divided into three different sets of
parameters:

• The focal length which is present in the projection model.

• The transformation between camera coordinates in metric space and pixel coordinates.
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• The radial distortion of the image formation introduced by the camera optics.

The following section describes these sets of parameters in more detail.

3.1.1 Projection Model

In this study the sensor chosen is the perspective projection or pinhole model. This model corresponds to
the real physical model of the image formation on the sensor and is in widespread use. The perspective
projection of a point corresponds to the simple mapping function:

π : R
3 → R

2; P 7→ pm, (3.1)

where P is a 3D point primitive and pm is the corresponding 2D point primitive in metric coordinates. The
projection of a point can be written as pm = π(P).
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Figure 3.3: Perspective projection camera model. p is a 2D point corresponding to a 3D point P. O is the center of
projection and o is the intersection of the line running through O and perpendicular to the image plane known as the
optical axis. f is the focal distance and Fc is the camera reference frame.

Consider the Figure 3.3. The distance along the optical axis between the center of projection O in 3D
and the image center o is the focal length f . Given a straight line joining the point P = (X,Y,Z) and the
center of projection of the camera O (both in 3D, the corresponding point on the image is p = (x, y). The
perspective projection is found using similarity as :

x = f X
Z , y = f Y

Z , (3.2)

which can be rewritten in matrix form:
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 , (3.3)

or more simply denoted:
p̄ =

1

Z
FP̄ (3.4)

where the focal length corresponds to the depth of an image point f = z and the 2D point is equivalent to
a point P = (x, y, f) in 3D. This is a non-linear equation due to the factor 1/Z which does not preserve
distances between points or angles between lines.
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3.1.2 Imaging Model

The pinhole projection equations describe how rays of light enter the camera and form an image on the
imaging sensor. Incoming light is usually sampled, discretely, by CCD photo-receptors which are arranged
in a rectangular array and transfer the sampled digitized images into memory. Usually, a grey-scale image
contains integer intensity values in the range I(u, v) ∈ [0, 255]. An important assumption throughout this
thesis is that images will always be considered as grey-scale images. A digital image is therefore considered
as a mapping of two positive integers u and v, representing a discrete location on the image plane, to a
positive integer value describing the intensity of the pixel at that location:

I : Ω ⊂ Z
2
+ → Γ ⊂ Z+; pp 7→ I(u, v), (3.5)

where pp = (u, v), the intensity domain Ω = [0, 255], the image domain Γ = [0, umax] × [0, vmax] and
(umax + 1) × (vmax + 1) is the size of the image in pixels. See Figure 4.1 for a 3D plot of the intensity
captured at each pixel location.

The transformation between the metric camera frame and the image pixel frame is related via the center
of the image frame and the effective size of the pixels by a mapping:

ξ : R
2 → Z

2
+; pm 7→ pp, (3.6)

where the pixel coordinates are always positive as long as the point is in the image.
This mapping is defined by the following two equations:

u = sxx+ uo,
v = syy + vo,

(3.7)

where u0, v0 are coordinates, in pixels, of the image center and sx, sy are the size of a pixel (in meters) in
the horizontal and vertical directions respectively (see Figure 3.4).
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Figure 3.4: Image axes for meter-pixel transformations.

These internal camera parameters can be written as a homogeneous relation:
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 , (3.8)
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This relation can be written more simply as:

p̄p = Kp̄m. (3.9)

where it is reminded that the p̄ is expressed in homogeneous coordinates.
If the pixels are not square, a more general form of the imaging matrix can be considered:

K =



sx sθ uo

0 sy vo

0 0 1


 (3.10)

where sθ is a skew factor of each pixel. Typically the skew factor is very small and this is left out.
If the imaging model 3.8 is combined with the perspective projection (3.2) the matrix transformation

according to the camera model becomes:
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3.1.3 Radial Distortion Model

In severe cases the optics used in the imaging process introduce radial distortion (see Figure 3.5). This can
be modeled by the following equations:

x = xd(1 + k1r
2 + k2r

4),
y = yd(1 + k1r

2 + k2r
4),

(3.12)

where (xd, yd) are the distorted coordinates (in meters) of a point (x, y) (in meters), r2 = x2
d +y2

d and k1, k2

are parameters which model the radial nature of the distortion. It can be seen that in this model the radial
distortion has increasing influence as the radial distance increases from the center of the image. The internal
camera parameters are finally given as ξ = (uo, vo, sx, sy, sθ, k1, k2).

The estimation of these parameters can be done online or in an off-line learning step. Appendix A.1
describes the process of estimating these parameters using the Virtual Visual Servoing technique described
in the following chapters. From these results the radial distortion is often minimal and can be usually
neglected in practice.

3.2 3D Object Model

In Chapter 2 a 3D object model was defined by simple points which were defined relative to a reference
frame. The aim of this section is to consider a 3D object representation which is more complex than simple
3D points. In this way more natural and realistic objects may be considered. Since a camera sensor is used,
it is also important to keep in mind that this 3D object representation should be closely linked to the visual
sensor measurements so that it best represents the perceived visual information.

The definition of an object model requires taking different factors into consideration including:
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(a) (b)

Figure 3.5: Image of a 3D calibration pattern (a) With little radial distortion, (b) With significant radial distortion

1. Representation - the model parameters which provide essential a priori information for the estimation
process.

2. Reconstruction - How the model is obtained.

3.2.1 Image-based Models

Various methods exist for representing an environment including those which store a large database of raw
images from different positions so as to form the basis for a visual memory [Wolf02, Menegatti04, Royer04,
Remazeilles04]. Most of the time, however, some sort of off-line processing is performed on the images
including features extraction [Harris88] and correspondence [Shi94, Lowe04] or even 3D reconstruction
(see further). The difficulty of this type of approach is that images of a dynamic environment are subject to
changes such as illumination conditions or even physical movement within the environment.

Two main approaches therefore exist to treating raw images. Firstly, if one is interested in a particular
object within the environment it is necessary to segment the object from the background. Secondly, if one
is interested in the static environment, it is necessary to determine which parts of the images may no longer
be there at a later stage.

Since the interest here is object tracking the second case is the most interesting. This involves segmen-
tation of the images so as to obtain image templates [Kervrann98, Benhimane04, Jurie01, Jurie02] which
are smaller images which have been separated from the background. In [Kervrann98], the apparent mo-
tion or affine motion model parameters is estimated from 2D object templates. In [Simon02a, Simon02b,
Benhimane04, Pressigout04] the planar homography constraint [Faugeras88, Zhang95, Malis00] is used to
estimate motion parameters between planar structures and it is shown that it is possible to estimate the
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full 3D pose up to a scale factor. [Uenohara95] used templates to initialize a model and then used much
smaller feature patches to track points on the model and calculate the 3D pose. In [Jurie01, Jurie02] multiple
templates are used to estimate the full 3D pose and template matching is based on Hyper-planes for fast
convergence. In [Masson04] 3D models are made up of small planar texture patches and used for real-time
tracking. Template images are usually chosen from different critical angles around the object so that con-
vergence upon a global minima is assured. These images then form the basis of a 3D object model. The
disadvantage of this type of method is that it is highly dependent on intensity information in the template
images and therefore they are subject to variation in illumination conditions.K

3.2.2 Reconstruction

It is also possible to obtain a parametric 3D model of the environment from a learning or reconstruction
phase which can be performed off-line or online. Since a monocular image alone does not provide any depth
information, it is necessary to consider various methods to obtain this unknown information. A large body
of work has been carried out on 3D reconstruction and many different approaches exist. Several methods
are summarized in the following paragraphs.

Reconstruction of surfaces has been achieved by extracting 3D curvature properties from occluding con-
tours as was first considered in [Koenderink84]. In [Giblin87], surface reconstruction was later performed
for planar motion using the orthographic projection image formation model. Perspective projection was
considered for reconstruction using known motion in [Cipolla90, Vaillant92] and the central objective of
each methods was to compute the unknown depth parameter. This was achieved using the continuity of
occluding contours within a minimization framework. In the former method the epipolar plane is used to
constrain the system while in the later the radial plane is used. This type of osculating circle approach is
widely used in the literature. In [Szeliski93], for example, reconstruction was improved by simultaneously
estimating the parameters of epipolar curves on the whole surface leading to robust shape recovery using
a linear smoother. More recently 3D surface reconstruction has been performed using occluding contours
as in [Boyer97]. Here it is shown that the local shape can be estimated given three consecutive contours
without any constraints on the camera motion.

Unknown 3D depth information can also be obtained from a stereoscopic system such as in [Faugeras93]
by using triangulation. In [Fua96, Ilic03] a stereo approach is used and a 3D surface is deformed to fit
the object in the image. Instead of dealing with static images it is also possible to actively explore the
environment with the help of a mobile robot. This method involves the so called structure from motion
paradigm. [Xie89] studies dynamic vision via the reconstruction of 3D polyhedral objects using a mobile
camera. [Smith94] focuses on controlled exploration of un-calibrated environments for reconstruction. This
topic was further studied in [Boukir93] where reconstruction of a static 3D environment was performed
using active vision. In [Chaumette96] structure from controlled motion is studied with a particular focus on
what sort of motion is required for accurate estimation. In [Marchand96] strategies for actively exploring
and reconstructing maps of an environments are presented.

3.2.3 Depth Sensors

As considered in Section 3 various other sensors can be used to obtain geometric information. Obtaining
a 3D model of an object can be made much easier using active emitters, such as lasers, to obtain range
data [Jarvis83, Besl88, Nitzan88]. In [Grimson96] a model obtained by reconstruction using a laser range-
finder is presented for an augmented reality scenario and applied to a medical based application. For a
review on range data used for computer vision, a good reference is [Arman93].
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The central difficulty in obtaining a 3Dmodel is to find an optimal internal model representation of the
object which provides the essential information to the estimation process. Once the 3D information has been
obtained it is necessary to form a model from this data. In [Eck96], a method is presented for reconstructing
a tensor product B-spline surface, of arbitrary topological type, from a set of previously scanned 3D points.
This is achieved by defining a network of B-spline patches. A key ingredient in our solution is a scheme
for automatically constructing both a network of patches and a parametrization of the data points over these
patches.

3.2.4 Simultaneous Localization and Mapping

Hybrid methods include those which learn the model while tracking is performed. This type of method is
known as Simultaneously Localization And Mapping (SLAM). This technique basically involves estimating
the motion of a sensor as it moves through a largely unknown static environment and continuously updating
a map of this environment. This problem has been widely studied in the mobile robotics literature and is of
prime importance for exploring unknown environments.

Different types of sensors have been used in a framework based on 2D maps including: user-
given landmarks [Thrun98], sonar [Chong99, Leonard91], laser range finders [Bosse04], or millimeter
radar [Dissanayake01]. Few methods exist using this method with a monocular vision sensor [Davison02,
Bosse03]. The former being combined with a shoulder mounted pan-and-tilt unit and the later based on an
omni-directional sensor and using vanishing points and 3D lines. In [Davison03] the vision based SLAM
was also presented for an augmented reality application. Unfortunately these methods have an increased
computational burden, depending on the number of landmarks used, with respect to those methods that al-
ready have an a-priori model. Furthermore, it is necessary to find very stable landmarks so as to avoid drift
over time.

3.2.5 3D Contour Models

The ideal environment model needs to provide efficient and accurate information to the pose estimation
process. In order to obtain such a model it is necessary to determine the 3D object information that is
essential to the estimation of pose parameters. This leads to the idea of retaining a 3D model which provides
the most information about the relative geometric position and location of it’s visual features. A volumetric
object model defines an object’s occupation of 3D space, however, it does not take into consideration what
information is observed by the camera. In order to study visual information, it is necessary to consider
image formation and low level image processing in detail. Therefore, the extraction of low level geometric
information from the image will be treated apart in Chapter 4. It is noted here that contour based edge
information provides a good source of geometric information while remaining computationally efficient.

In 3D the contours of an object in the image are made up from the object’s surface and occlusion points.
It is only under the projection of the object’s surface onto the image place that contours appear. In this way,
contours can be separated into three main classes: those which define the closed boundary of the object,
in the image; those which are enclosed within the boundary contour and those formed from occlusion
boundaries. In order to determine the appearance of object contours in the image, it is therefore necessary to
consider Hidden Surface Removal (HSR) alongside the projection of the 3D object model onto the image. In
this thesis, HSR is handled using standard computer graphics based techniques whereby the surface normal
is searched for its intersection with other surfaces along the contours (see Appendix B.1).

Many methods in the literature have been based on parametric or wire-frame CAD models. Indeed
work in the computer graphics community has significantly advanced computational modeling of 3D worlds
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and many computational techniques already exist. Many pose estimation methods such as [Fischler81,
Haralick89, Dementhon95, Neumann96] are based on simple 3D points. In [Lowe87, Dhome89, Gennery92,
Koller93, Kumar94, Tonko97] 3D straight line segments and edges were used to estimate the pose with a
gain in precision and efficiency over simple point based methods. In [Liu90, Phong95] and [Ansar02] points
and lines were combined to make up the 3D model and estimate the pose. In [Comport03a], lines, circles
and cylinders were considered. In [Rosenhahn05], conformal geometric algebra was used to model complex
objects in 3D and in [Tahri05] image moments were used to estimate the pose from complex planar shapes.
Of course many complex volumetric 3D objects, modeled in the literature, could form the basis for pose
estimation, including generalized cylinders [Marr78] or super-quadrics [Borges96].

It is clear that having more knowledge about the world introduces certain advantages over methods
without strong models of the environment. Of course, the advantages depend directly on the amount and
type of information available in the model. In the case of a full 3D model of the object and environment,
these advantages include:

• being able to determine the hidden movement of the object,

• increased robustness by reducing the effect of any external disturbances to the tracking process,

• improved computational efficiency by reducing the search space or

• a more precise 3D representation of the environment without 2D approximations.

It can be noticed that the methods which tend towards the model-less end of the spectrum are better suited
to learning and reconstruction of the environment because they are based on using little a priori knowledge.

As mentioned in the beginning of this chapter, a known 3D CAD model is assumed to be known a priori.
Parametric 3D models are considered for points, lines, circles, ellipses, cylinders and spheres. Since the
focus of this thesis is on the tracking procedure, techniques for automatically segmenting and reconstructing
the model are considered outside the scope of this study. In practice, the CAD model is measured by hand
or is known from a design plan of a manufactured object. The 3D parametric surface model is thus defined
as follows:

Three-dimensional Surface Parameterizations

A parametric function describing the type of 3D primitive and its configuration in the scene is given by:

h(X,Y,Z,Φ) = 0, (3.13)

where P = (X,Y,Z) is a 3D point and Φ = (Φ1, . . . ,Φn) are n parameters describing the configuration of
the object in 3D. The 3D point P belongs to the set of all points which constitute the surface model in 3D,
defined by Φ if (3.13) is satisfied.

Assumption: The assumption is made that the configuration of the 3D object is restricted to displace-
ments on an open set R

6 of SE3 such that, ∀r ∈ R
6, no degenerate cases occur. Of course, this depends

on the type of object in question. This assumption means, for example, that a sole line, circle or square
configured perpendicular to the image plane cannot occur since they degenerate to a point and segments
respectively resulting in a loss rank of the system constraints. However, it can be noted that this degeneracy
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is rare for more complex 3D objects which often have a highly redundant system of constraints since they
are composed of multiple types of visual features with different 3D spatial distributions.

In Chapter 5 explicit models for equation (3.13) will be given for a set of objects. Furthermore, this
3D model will be projected onto the image plane using the perspective projection equation (3.2). Hidden
surface removal will be performed so that the visual appearance of a 3D object can be determined from
varying viewpoints. This derivation will be given conjointly with a distance-to-contour based interaction
matrix derivation.

3.3 Tracking Techniques

There exists a full spectrum of geometric motion parameters which can be used to track objects using im-
age sensor information (refer back to Figure 3.2. Motion parameters can range from the spatio-temporal
trajectory of a single parameter particle to the trajectory of a full six parameter 3D-pose and beyond. The di-
mension of the parameters could potentially tend to an infinite number of unknown parameters incorporating
any level of model complexity. In the literature, many variables have been considered including the camera
calibration parameters along with the pose parameters. It has been shown in [Espiau93, Malis98, Malis99],
however, that image-based non-linear minimization methods are robust to a certain degree of modeling error.
Therefore, the model only needs to be accurate and robust enough for the given task.

Pure spatial or temporal methods do not exist since both are intimately related to one another. Even so, as
was mentioned previously, various degrees of constraints exist for both spatial and temporal components in
a tracking procedure. In the following, both strong temporal and spatial methods will be reviewed separately
before looking at more balanced spatio-temporal techniques.

3.3.1 Temporal Motion

Temporal motion estimation methods are based on inter-image measurements and it is rare to find a pure
temporal estimation method since an image provides inherently spatial information. Nevertheless, the meth-
ods considered here are essentially those which exploit the temporal aspect of this information and the
spatio-temporal estimation techniques will be treated in more detail later.

An example of a technique that falls into this class of tracking methods would be temporal correlation
of the image intensity between successive images. The least structural elements which can be found in a
scene are points [Shi94]. Therefore, the methods based on simple point features could be classed towards
the temporal end of the spectrum. Another point based method is [Laptev03] where temporal interest points
are fused with spatial interest points so as to provide an elemental spatio-temporal motion event detector.
In this case abrupt temporal changes signify temporal interest points. Abrupt temporal changes are often
related to a significant event such as the movement extremities of a waving hand or the point of impact of a
ball.

Temporal Filtering and Prediction

In the literature there exists a class of methods which are based on the assumption of temporal continuity.
These methods filter and predict the system state vector from one time instant to the next. Even though
this class of methods is essentially spatio-temporal, the spatial aspect of the method depends on the state
vector. Therefore, the temporal filtering is considered here as a temporal aspect. The most common method
for introducing strong temporal constraints is that of Kalman filter [Bar-Shalom93]. In [Dickmanns88], the
Kalman filter was used for real-time control of a road vehicle within an image sequence. In this paper a road
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vehicle was shown to be driven automatically along a road using correlation detectors to detect the edges of
the road at up to 100km/hr. In [Koller97] a linear acceleration model was used for the camera motion. The
linearity of a traditional Kalman filter is not compatible with non-linear state estimation. In this case it is
more interesting to use an extended Kalman filter [Bar-Shalom93]. In [Wu89], an extended Kalman filter
was used to estimate the 3D motion of a rigid object. In [Taylor03], the extended Kalman filter was used to
fuse model cues for model based object tracking.

These types of filtering and prediction are very well suited to cases in which a strong temporal constraint
exists. For example, tracking targets at large velocities or with large masses is constrained by gravity and
Newton’s laws of physics. Unfortunately, these types of methods are not very reactive in situations where
the target makes an abrupt change in motion such as the impact of an object with a wall. In this case,
undesirable tracking overshoot, or even tracking failure, is observed in the prediction equations. Indeed
there are applications such as augmented reality whereby it is not possible to predict the motion of a target
since no significant prior temporal information is available. This is particularly the case in user centered
Augmented Reality situations where the camera is mounted on a human user.

More recent particle filtering or importance sampling have also become popular in computer vi-
sion [Isard98b]. Particle filtering methods are able to handle non-linear motion and can also be used to
track in cases where either temporal continuity exists or it does not. Furthermore, these types of methods
have been shown to handle multiple targets [Hue02b] or combined with Markov state-machine based meth-
ods shown to fuse different state processes [Hue02a, Taylor03]. Another advantage of the particle filter is its
robustness to varying sources of noise. Unfortunately, the disadvantage of this filter is that it is necessary to
keep track of several states simultaneously. Since in the pose computation case there are 6 degrees of free-
dom for each state, the number of states which must be sampled can become very large and consequently
computationally inefficient and time consuming. Subsequently, in a real-time setting, these methods remain
approximate and less precise, however, they are robust an can treat a wide range of situations.

3.3.2 Spatial Motion

Contrary to temporal estimation methods, there are many different techniques for determining the motion of
an object or a camera using spatial constraints. In this case it is assumed that there is no prior information
about the position or location of the object so that the temporal component is minimal. Thus the main
problem considered by spatial estimation approaches is to find the spatial configuration of an object from
a single image and using no prior temporal information about this configuration. This type of approach is
often required and used to initialize more efficient spatio-temporal tracking methods, which exploit the prior
motion of the target.

Object Recognition

The problem of spatial motion estimation is closely related to the problem of recognizing or detecting
an object in the image. Object recognition is based on the idea that the a model of the target object is
known a priori (not the previous state). In the case where one is only interested in tracking a single target
then the amount of prior information is small, however, the aim of object recognition is also to be able to
recognize a particular object out of a large number of possibilities. Prior information is usually obtained in
the form of images and many preprocessing techniques exist including extracting useful descriptors or even
3D reconstruction. The problem of recognition therefore consists in matching an index image to images in
a data-base by comparing the similarity of their descriptors. In this way, if multiple views of a single object
are stored, it is possible to recognize the position of the object in the current image relative to the position
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of the a priori images.
Different research problems arise in the area of object recognition including: the difficulty of indexing

high-dimensional spaces (the dimensionality curse) and finding stable, transformation-invariant descriptors
or objects (including pose estimation).

The problem of organizing and structuring large amounts of data is important so as to allow easy and
rapid indexing. Two traditional techniques exist: partition-index methods [Berchtold98] that divide the data
space according to the actual values of the data and space-partitioning index methods [Henrich98] that divide
the data space along predefined lines regardless of the actual values (see [Bohm01] for a comprehensive
survey). The process of indexing these structures consists in searching for the nearest neighbor to an index
query [Berrani04].

Content-based image retrieval is also highly dependent on building good image descriptors that
can be used for accurate and efficient detection. In the literature a single global descriptor has tra-
ditionally been computed for each image such as a color histogram or Principal Component Analysis
(PCA) [Murase95, Nayar96a]. This global information allows to retrieve the closest descriptor from a
database to the query descriptor. This results in returning globally similar images, however, it cannot re-
trieve partial matches such as all images containing a certain object. More recently, local image descriptors
have been shown to allow "fine grained" indexing [Amsaleg04] and to be robust in terms of image transfor-
mations. Indeed much effort has gone into developing descriptors which are invariant to different changes
which may occur with the environment. This leads to developing descriptors which are invariant to photo-
metric changes [Schmid97] or geometric changes within the environment such as scale invariant descrip-
tors [Lowe04] or affine invariant descriptors [Rothganger05]. Of course transformation invariant features
become very important when different 3D views of an object are considered.

Pure spatial pose estimation methods also exist in the literature which allow combining local and global
object descriptors mentioned previously. This class of methods involves estimating the pose of an object
within a query image using a 3D model selected from a database. The closest match can then be obtained
by comparing the error-norm for each estimated pose and corresponding 3D model. In [Lowe85, Lowe87]
a model based recognition was performed where an image was initially segmented into line structures that
were likely to be invariant from a wide range of viewpoints. Probabilistic ranking was then used to group
the features and reduce the size of the search space. The pose was then estimated from different sets of
features and the best estimated pose was chosen. [David02] proposed a method for simultaneous pose and
correspondence estimation. Indeed, pose estimation is a particularly good way to make the object detection
invariant to geometric location. In [Lepetit04] a recent method is proposed which treats point matching
as a classification problem for pose estimation. Until recently, these methods have been too inefficient to
be computed continuously in real time. By the use of clustering techniques performed off-line, along with
fast and robust feature matching, this method is able to detect and compute the pose in 200ms. In this
case each class corresponds to the set of all possible views of a point feature. The system is therefore
trained by synthesizing a large number of views for each key-point and a compact description is obtained
using classification tools. This type of method has the advantage over tracking techniques in that if the
detection fails due to occlusion or leaving the image, it is detected again as soon as it reappears in the
image. Although the results are very impressive, this method still remains less efficient than pure tracking
techniques. In [Lepetit03] this technique has been used to initialize a more efficient tracking technique.

Pose Estimation

The pose, as defined in Chapter 2, is the representation of rigid-body motion in SE(3) such that distances
and angles are preserved under transformations. It is represented as a 6 parameter vector r(t) composed



76 3.3 Tracking Techniques

of 3 degrees of freedom in translation and 3 in rotation. The pose is a spatio-temporal representation of
the motion of the object and can be estimated using the spatial information I(t) measured by a camera at a
particular time instant t. Pose estimation can be considered as a spatial estimation method if it is assumed
that no prior information about the pose is known. In this section the spatial aspect of pose estimation will
therefore be considered.

Many papers in the literature have studied the 3D localization and pose estimation problem. In early
approaches, the pose was estimated from a single perspective view along with a 3D model of the target.
In this section, all methods considered estimate the pose using a known model of the target. Different
approaches include: those which treat the feature matching problem, those that use different linear or non-
linear minimization strategies and those which treat robustness.

As in object recognition, pose estimation is highly dependent on correspondences with image features.
Indeed, the correspondence problem is a major obstacle for automatic pose estimation. In model based pose
estimation this involves making correspondences between a 3D model and a 2D image. Another similar
problem is to make correspondences between 2D images [Lucas81, Tommasini98]. The latter approach is
wide spread in recognition as well as stereo based systems and it is also needed in model based systems
where the representation of the model is in the form of template images. A common technique in the
computer vision literature is known as Random Sample and Consensus (RANSAC). The idea is to randomly
choose small sets of correspondences between the image and an object model [Fischler81] (see Chapter 6)
and to compare their pose estimates for consensus. In this case the sets are made as small as possible so
that the pose can still be estimated from them. The pose is then calculated for each set and their poses are
compared so as to reach a consensus on the correct pose. One drawback of this method is that testing many
combinations can become time consuming. Apart from this technique, it is possible to consider Bayesian
approaches. In [Gennery81] a probabilistic approach was used for testing feature correspondences with a
model. A probabilistic tree decision structure was used for making correspondences with parts of a model
in [Grimson87] and in [Brooks81], combinations of potential matches are evaluated for consistency using
symbolic reasoning between 3D models and 2D images. In the next section, it will be shown that this search
for correspondences can be made much more efficient when a priori temporal information about the pose is
available.

Apart from the correspondence problem is the question of solving for the unknown parameters. The 3D
pose estimation problem from a single perspective view is inherently non-linear in nature, however, many
closed form solutions exist. In order to perform registration, correspondences are typically exploited in the
form of a image error to be minimized.

Purely geometric estimation approaches (e.g. [Dhome89]) involve a rigorous analysis of the set of ge-
ometric equations relating a camera to objects in the scene. Analytically the minimum number of points
required to solve the system of equations for pose calculation is three. This is known as the perspective-
3-point problem [Dhome89, Dhome90, Haralick91], however, well known ambiguities in the number of
solutions remain [Navab93]. Of course, pose estimation for a symmetric object unavoidably produces
certain singularities. In order to solve the problem uniquely, the perspective-4-point algorithm was pro-
posed [Ganapathy84, Horaud89]. It is also possible to consider an analytical derivation for visual features
other than points. In [Dhome89, Dhome90] a derivation is given for pose estimation from the perspective
projection of three lines and in [Ansar02] linear pose estimation was performed from either points or lines.

Linear approaches use a least-squares method to estimate the pose and Full-scale non-linear optimiza-
tion techniques (e.g. [Lowe87, Lu00, Drummond02]) consists of minimizing the error between the observa-
tion and the forward-projection of the model. In this case, minimization is handled using numerical iterative
algorithms such as Gauss-Newton or Levenberg-Marquardt. The Gauss-Newton method minimizes by using
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a first order Taylor series expansion to find a first approximate solution which is then solved again for the
next approximate solution iteratively. If the initial starting point close to the solution then this method con-
verges quickly, however, if it is far from the solution the system is ill-conditioned and the estimation may
converge slowly or fail to converge. The Levenberg-Marquardt method can be considered like a steepest
descent method far from the solution and as a Gauss-Newton as the estimation approaches the solution. In
this way the algorithm can avoid the aforementioned problems far from the solution and be fast and accurate
close to the solution. The main advantage of these approaches are their accuracy. The main drawback is that
they may be subject to local minima and, worse, divergence. Approaches that use a Levenberg-Marquardt
approach for pose estimation include [Lowe91] who also used a weighted stabilization method to smooth
the estimate. [Haralick87, Haralick88, Haralick89] also worked on pose estimation using a non-linear itera-
tive technique. Unfortunately, these iterative approaches generally converge slowly far from the solution or
converge upon local minima and require a large number of measurements for stability, however, in a tracking
scenario these techniques are ideal since the inter-frame movement can be considered as small.

Combined Numerical and iterative [Dementhon95] approaches may also be considered. In this method
a scaled orthographic projection is used in order to linearize the estimation process. A single solution using
this approach can be determined when local minima are considered explicitly as in [Lu00, Gao03]. Other
multi-step methods exist such as in the calibration procedures [Tsai89, Wei94, Weng92] where in a first
pass a linear estimation is considered (for example in the case of Tsai a constraint is added to the radial
alignment) for certain parameters and an iterative estimation is used to minimize the rest.

Different combinations of 2D and 3D estimation approaches have also been considered in the literature.
In [Lu00] globally convergent pose estimation is performed on video images by minimizing a collinearity
error in object space. In this paper an orthogonal iterative minimization algorithm is used for 3D-3D pose
estimation. In [Haralick89] different minimization models such as 2D/3D, 2D/2D and 3D/3D are compared
for pose estimation. The 2D based minimization approaches, however, allow to minimize the error in the
image which is useful for applications such as augmented reality where visual alignement is important.

Various types of features have been used for pose estimation. Most techniques are based on a non-linear
iterative minimization process. In [Lowe91, Lowe92] line segments were first segmented from the image
and non-linear estimation was performed to estimate the pose. In [Kumar94] line features were also used
and a sensitivity analysis was also given. In [Liu90] and [Phong95] points and lines were used to iteratively
estimate the pose. In [Marchand02a] a general approach was proposed for considering any type of visual
feature and examples of lines, circles and cylinders were considered. More recently more complex visual
features have been considered using conformal algebra [Rosenhahn05] and moments [Tahri05].

Robustness and accuracy is also another important aspect of pose estimation. Amongst the various
techniques used for pose estimation some use a minimal number of parameters. Methods using minimal sets
of features necessary for resolving a set of simultaneous equations include RANSAC and LMedS. In this
case, however, the resulting estimation is generally sensitive to noise and the estimation process is inefficient.
On the other hand, some methods are based on a redundant number of features [Haralick89] where statistical
M-estimation is used to reject data which are at the extremities of a robust distribution. [Kumar94] has
also considered and compared two statistical estimation methods, namely M-estimation and LMedS, for
estimating the pose. Since there are many open issues the entire Chapter 6 is dedicated to this issue.

3.3.3 Spatio-Temporal Motion

In the following subsections different spatio-temporal techniques which are well adapted to tracking 3D
objects are described and compared. Indeed there are a full spectrum of spatio-temporal methods available
in the literature ranging from low level event detection to global motion estimation. In this section the focus



78 3.3 Tracking Techniques

will be on model based methods with a global tracking focus. In a first part, the evolution of the research
carried out in the local VISTA research project is outlined separately. This has been done so as to highlight
the origins of the 3D tracking method proposed later in this chapter along with the fact that some research
has been undertaken in parallel with techniques proposed in the wider literature. Following this section, 3D
tracking methods in general are reviewed.

Local Historic

Within the local VISTA research project, previous attempts estimate spatio-temporal motion are deeply
rooted in the research. In light of the 3D model-based approach presented here, this review will con-
centrate on this type of technique. However, it will be shown in Chapter 4 that the Moving Edges algo-
rithm [Bouthemy89] also provides a fundamental base for spatio-temporal feature extraction and low level
tracking.

Previous methods proposed based on 3D CAD models have included [Giordana00], where an affine
motion model was first used. In this work, the first step involved initialization of the object’s contour in
the image using a known 3D object model. Next normal displacements were estimated as in [Bouthemy89]
along the projected contour of the object. In a third step, the affine motion was estimated from a modified
multi-resolution estimation method [Odobez95]. Apart from introducing a model based initialization, the
main contribution of this work was to combine local deformations [Kervrann94] with the affine estimation
in order to account for insufficiencies in the 2D model representation. The general idea was to model the
shape change as:

Xt+1(Θ, δ) = ΦΘ(Xt) +Gδ, (3.14)

where X is a vector of sampled points along the projection of the contour, Θf is the estimated 2D affine
deformation, G is a local deformation factor of the affine motion model.

The affine motion model as in [Kutulakos95] attempts to account for 3D motion as seen in the image
plane. The affine 2D transformation is given by:

[
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′

]
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] [
x
y

]
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]
(3.15)

where (x, y) is an image coordinate and (x
′

, y
′

) is the transformed coordinate. The transformation corre-
sponds to an affine transformation given by the parameters a1, . . . , a4 and the translation parameters Tx

and Ty .
Unfortunately, this model is not particularly adapted to full 3D environments since it cannot completely

account for perspective effects of the imaging sensor including large rotational movements or environments
with large disparities. However, it is widely used in video analysis where the determination of the 3D
structure of the environment is difficult [Odobez95]. In particular, attempts to account for these effects
include introducing quadratic displacement parameters (equivalent to a homographic model) which results
in significant improvements, however, this is only valid for planar objects.

A further progression was made in [Marchand99b], which involved using the 3D model to remove the
bias introduced by the affine motion model instead of using local deformations. The method proceeds as
in [Giordana00] for the first three steps. In a fourth step, a common pose estimation algorithm was used
to transform the affine estimation into a full 3D pose estimation. The pose estimation consisted of a linear
method [Dementhon95], using corresponding object points from the quadratic estimation, followed by a
more accurate non-linear pose estimation algorithm [Lowe92]. Unfortunately, this multi-step method meant
that affine bias was still present in the estimated parameters. Thus it was necessary to further refine the fit
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of the data. This was performed by fitting the projection of the known CAD model to the spatial intensity
gradient in the image using the following optimization equation (also used in [Haag99]):

E(Φ) =

∫

ΓΦ

|∇Iζ · nΦ(s)|
||∇Iζ ||2

ds, (3.16)

where nΦ is the normal direction of the projected contour, Φ is the pose, ΓΦ represents the visible part of
the object model and ∇Iζ is the spatial gradient of the intensity function at a point s projected at ζ in the
image.

The fitting based on this cost function was implemented using an explicit discrete search algorithm. Due
to efficiency constraints a recursive search algorithm was used, inspired by fast block matching [Jain81].
For each discrete search-pose the integral of the gradient along the contour was maximized to determine the
next step. Pose estimation was shown to work better than simple 2D displacement estimation and various
scenarios and complex objets were considered. Calibration parameters were also estimated using this proce-
dure and robot positioning experiments were presented. This precursor to more recent techniques provided
a solid basis for progression in the 3D tracking domain. In retrospective this technique provided slightly less
precise results than current state of the art methods mainly due to a multi-step estimation process. In partic-
ular, this imprecision lead to significant jitter in the image. Other disadvantages included, the final discrete
estimation process never guaranteed converging upon a global minimum. Manually tuned parameters were
needed, including the definition of the magnitude and direction for the discrete steps in the discrete search.
The pose estimation algorithm was reported to run at 3Hz and 10Hz for two different objects of different
size on a 400Mhz PC under Linux OS.

The visual servoing framework [Weiss87, Feddema89, Chaumette90, Espiau92, Papanikolopoulos93a]
was used for 3D pose estimation in [Sundareswaran98]. Indeed, the visual servoing framework is similar
to traditional non-linear minimization methods, however, the original framework also gives a very general
and methodological framework for determining any visual feature’s Interaction Matrix (otherwise known as
Image Jacobian). This tracking algorithm was used in the new and emerging context of Augmented Reality,
however, only marker based point features were used to achieve this.

In [Sundareswaran98, Marchand02b, Martin02, Marchand02a] spatial pose estimation was performed
using visual servoing minimization techniques. In [Marchand02a] this approach was coined Virtual Visual
Servoing (VVS). In this paper, the authors avoided using simple markers by incorporating the Moving Edge
tracker for lines, cylinders and circles [Bouthemy89]. Apart from avoiding the use of markers, the advantage
of this approach was an efficient 1D search to the normal of the feature contour. Higher level features such
as lines were then estimated using a least squares estimation procedure before using these higher level
features to estimate the pose (as in [Lowe92]). As in [Giordana00, Marchand99b], manual initialization was
performed by clicking on features in the image and making a correspondence with a 3D model. Given the
initial correspondence between a tracked feature and a projected model feature, a Virtual Visual Servoing,
task-based control law [Chaumette90, Espiau92] was used to estimate the pose.

This last approach has formed the basis of the contributions made in this thesis. As will be shown
later, an oversight in this approach was that the feedback loop was not closed temporally across images to
create a fully fledged spatio-temporal tracking process. In this case errors built up in the system until failure
(see results in Section 3.7). More specifically, line, circle and cylinder parameters were tracked globally
in 2D along the sequence using the Moving Edge algorithm and their positions were not corrected using the
estimated pose. This meant that the rigidity constraints of the CAD model did not constrain the geometric 3D
relationship between the intermediary features. As such the 2D features continued to deviate from the global
model and accumulate error until failure. Another difference between this method and more recent methods
is that this approach involved multiple steps rather than a single minimization procedure. Edge points were
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detected at the low level, higher level feature parameters were then estimated in an intermediary least-squares
step and finally the pose was estimated from these intermediary features. Due to these discontinuities small
error was introduced into the estimated parameters causing jitter in the pose. It can be noted, however, that
this estimation precision is traded-off for a slight gain in computational efficiency. Another issue with this
method was its low robustness to outliers in the data. Robust techniques could not be used effectively with
this method since the features used for estimation were far from redundant.

3D Tracking

It will be shown here that the various spatial pose estimation methods may be adapted to full spatio-temporal
3D tracking. The adaptation of these methods means that it is necessary to introduce some sort of temporal
constraint into the estimation procedure. As mentioned previously, however, strong temporal constraints are
undesirable for many applications where the target may change path unpredictably. It is, however, possible
to introduce a weak temporal constraint by using the fact that the inter-frame movement of the object is
relatively small. In this case it is therefore possible to use the pose rt−1 to initialize the estimation at time t
and also to constrain the search space to a local manifold around the previous solution. This can be shown to
yield a significant improvement in computational efficiency leading to real-time tracking. Furthermore, this
assumption that the initial pose is locally close to the solution means that non-linear iterative minimization
methods are well adapted.

Model-based tracking methods are particularly popular in many applications such as in [Koller93]
where the model is composed of segments which are used to track cars and road traffic scenes in real-
time. In [Koller94] this technique was extended for robust multiple car tracking with occlusion reasoning.
More recently in [Koller97] a 3D real-time pose calculation method was proposed for Augmented Reality.
In [Wunsch97] another edge based real-time 3D tracking algorithm is presented of which also handles dy-
namically occlusions. In [Haag98, Haag99], 3D model-based vehicle tracking is also performed for the case
of complex driving maneuvers. In this method edge elements are combined with optical flow Estimates.
In [Papanikolopoulos93b, Papanikolopoulos95] a visual tracking method is presented for obtaining visual
information to control a six degree-of-freedom hand-eye system. Model-based approach are also useful in
mobile robotics applications such as in [Ait-Aider02]. In [Yesin04] a model based tracking system is pre-
sented for the application of visually guided micro-assembly and the effect of small scale systems is also
investigated including precision and micro vision sensor calibration.

Throughout the literature a multitude of 3D tracking and estimation methods exist with different advan-
tages and disadvantages. One of the earliest 3D model-based tracking systems was proposed in [Gennery82].
It was based on tracking edges within a 5 pixel search range using the Sobel edge detector and only a 1D
search is required rather that a full 2D search as in the case of a point feature. The efficiency gain by tracking
of edges in this way is a very significant advance for real-time applications. In this particular article the pose
estimate was updated by a Kalman filter approach. Many early methods for pose estimation were multi-step
processes introducing unnecessary error and creating computational inefficiencies. The well known model
based tracking method proposed by Lowe [Lowe91, Lowe92] first required the estimation of higher level line
parameters before estimating the pose from these features in a second step. More specifically, line segments
were extracted from the image and chained together. These segments were then matched with model seg-
ments using a probabilistic approach. The lines were then searched for the correct pose via best-first search
in a decision tree where the nodes contain at least 4 segments so as to constrain an articulated object of 7
degrees of freedom. The residual error after a least-squares pose estimate was then used to accept or reject
a certain pose. Non-linear least squares estimation is performed using a Levenberg-Marquardt method with
stabilization using the variance of the measures. The probability of each line belonging to the set in each
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node of the tree are updated accordingly. Real-time line detection required the use of special hardware. Other
multi-step methods have followed in a similar way including [Bray90, Gennery92, Daucher93, Wunsch97],
where high level edge features are first estimated, followed by pose estimation.

Another interesting class of methods are those based directly on image intensities. In [Koller97] pose
estimation is performed by directly matching polyhedral models to gray value gradients. In this paper, the
visual aspect of the contours are modeled with Gaussian noise. This has the interesting property that no
low level edge detection is required. An information theoretic approach was proposed in [Viola95], where
intensity values are also used directly. The pose estimation technique proposed in this paper is based directly
on aligning strips of image intensity and a known model of the target. The pose is then estimated by maxi-
mizing the mutual information between the image and a model. More recent approaches based directly on
image intensity include [Masson04] where 3D objects are tracked in real-time using 3D models made up of
small planar texture patches. In [Pressigout04] both contours and textures are combined. In [Rosenhahn05]
pose estimation is performed using 3D free-form contours. This is achieved by using conformal geomet-
ric algebra which is a geometric algebra which models entities as stereographically projected entities in a
homogeneous model. Impressive results are given for tracking of both rigid and non-rigid objects.

Of course, the different approaches can also be differentiated by the types of information used including
different 3D models as presented in Section 3.2 and different visual information, as will be presented in 4.
Pose estimation from various types of features has also been mentioned in Section 3.3.2. In [Drummond99]
visual tracking is performed using affine transformations of contours which are tracked using an active
snake. Points on the image contour are then integrated into the Lie Algebra to control a five degree of
freedom robot using visual feedback. In [Marchand02a] spatial pose estimation is also combined with the
moving edges contour tracking method to perform pose estimation from lines, circles and cylinders. These
and earlier approaches have shown to be efficient since they are based on an efficient 1-dimensional search.

An interesting technique is therefore to use complex 3D polyhedral objects while retaining real time
efficiency via the use of contours an a 1D search to the normal. Closed loop estimation methods have
also proven to be precise and computationally efficient. In [Drummond99, Drummond02] such a method is
presented for tracking complex rigid 3D structures for visual servoing. Distance-to-contour based estimation
is performed based on a Lie algebraic framework. Contours model the object in 3D combined with a binary
space partition tree for hidden surface removal [Paterson90]. Another advantage of this type of approach
over previous approaches is the use of a common distance measure which allows the use of robust statistics
such as M-estimation. Unfortunately, in this particular approach, iteratively re-weighted least square is not
performed for each image rendering the robust estimation ineffective. Heuristics are also used to increase the
robustness of the system including reducing the probability of a match when multiple edges occur, reducing
the probability of a point when it approaches the edge of the image, using a test threshold for edge strength
and weighting those measures which condition better the Least-squares matrix. Visual servoing is performed
via a teaching by showing approach combined with the tracking algorithm. This approach is compared to
the approach proposed in this thesis in more detail in Chapter 5.

Another recent tracking method with impressive results is [Vacchetti04b]. In this paper stable real-time
3D tracking of textured objects is achieved by taking advantage of online and off-line information. Here the
tracking problem is formulated in terms of local bundle adjustment and stability is obtained by establishing
image correspondences that can handle both short and wide-baseline matching. The wide baseline matching
is due to merging information from preceding frames with information obtained in key-frames which were
created during a training stage. This has been shown to avoid jitter and drift. Real-time capabilities are
reported but depend on hardware accelerated functions to implement many critical parts.

From this review, it is clear that estimating the unknown parameters simultaneously has advantages over
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having multiple estimation steps (i.e. low level feature extraction, intermediary feature estimation and then
pose estimation). A closed loop estimation process is also advantageous so that and errors in the system
are minimized. The technique proposed in this thesis is based on the Virtual Visual Servoing based control
law. In this way, it is possible to draw strong analogies between pose estimation and image-based visual
servoing techniques. The aim of the following sections is to present the visual servoing framework and its
analogous Virtual Visual Servoing method. In the next section the different visual servoing configurations
will be described and the equivalent Virtual Visual Servoing motion models will be defined.

3.4 Motion Model

There are different motion models which may be considered for estimating the pose including the movement
of the camera, object or both. In this section these different models will be presented and analogies will be
drawn with their visual servoing counterpart. In particular, camera and object-based minimization schemes
will be considered. It is noted in particular that the object-based motion model forms the basis for articulated
motion which will be treated in Chapter 7.

3.4.1 Image-Based Visual Servoing

The fundamental principle of the proposed approach is to define the pose computation problem as the dual
problem of 2D visual servoing [Chaumette90, Espiau92, Hutchinson96]. Visual servoing techniques consist
in using the information provided by one or several cameras in order to control the motion of a robotic
system. More often than not, visual servoing systems are eye-in-hand systems whereby a camera is mounted
on a robot end-effector. A visual feedback loop is then closed via the image in order to control the robot
degrees of freedom. It is also possible to consider an eye-to-hand based system, however, in this case it is
more difficult to close the visual feed-back loop as it involves tracking the end-effector of the robot.

The goal of classical 2D image-based visual servoing [Chaumette90, Espiau92] is essentially to mini-
mize the error ∆ between a vector of n image sensor features s seen at the current state and their desired
value s∗ extracted from the current image (see Figure 3.6(a)). The desired features are usually provided to the
robot controller in the form of a desired image that is often obtained from a teaching by showing approach.
The formalism of visual servoing is based on the definition of a visual servoing closed-loop control law
which regulates this error to zero. This error is defined according to the task function approach [Samson91].
If the vector of visual features is well chosen, there is only one final position of the camera that allows this
minimization to be achieved.

The input to the control law is thus the sensor measures and the output is a velocity command which
is sent to control the m degrees of freedom of a robot. A visual sensor provides a potentially large range
of information which can be used to control the robot where classically, features such as points, lines and
ellipses [Chaumette90, Espiau92] as well as more complex ones such as moments [Chaumette04] have been
used.

The regulation of the error ∆ is therefore defined as:

∆ =
(
s(cro(t)) − s∗

)
, (3.17)

where the current position of the visual features, s(cro(t)), depends on the pose of the camera (placed on
the robot end-effector) with respect to the object reference frame.

The counterpart of the image-based visual servoing method is the position-based method [Hutchinson96,
Wilson96, Martinet97] whereby the desired pose c∗ro is provided to the robot or estimated from the desired
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(a) (b)

Figure 3.6: (a) 2D Image-based Visual Servoing where the error to be minimized is defined by features within the image
plane, (b) Position-based visual servoing where the error is defined by the difference between two poses in SE(3).

image (see Figure 3.6(b)). In this case the error is defined from the desired pose and the current pose cro in
3D Euclidean space. This approach therefore depends on a good pose estimation technique to provide the
pose of the robot. With this type of control law, however, it is difficult to ensure that the object of interest
will remain in the field of view of the camera. A more detailed comparison of these two approaches can be
found in [Cervera03, Deng03].

The position-based visual servoing method therefore minimizes:

∆ =
(

cro(t),
c∗ro

)
=
(

crc∗

)
, (3.18)

where the differential pose crc∗(t) is the pose between the current pose cro(t) and the desired pose c∗ro.
This is obtained by multiplying the corresponding homogeneous matrices using equation (2.13) as cMc∗ =
cMo

oMc∗ . The pose vector to be minimized is therefore obtained using the exponential map.
It is possible to use the pose to perform image-based visual servoing with respect to a complex 3D object

as soon as a 3D CAD model of the object is available. To illustrate the principle, consider a 3D object model
with various 3D features S as defined in Section 3.2. The desired pose of the camera reference frame with
respect to the object frame is given as the pose c∗ro. The desired pose can then be used to project the 3D
model of the object onto the image providing an equivalent to the desired image features in the traditional
image-based case.

The image-based visual servoing method therefore minimizes:

∆ =
(
s(cro(t)) − s∗(c

∗

ro)
)

=
[
s(cro(t)) − pr(c

∗

ro, ξ,
oS)
]
, (3.19)

where the current position of the visual features still depends on the pose of the camera s(cro) and the final
position of the end-effector is defined by forward-projection pr(.) of the 3D model features, according to
the desired pose c∗ro and the camera calibration parameters ξ.

3.4.2 Camera-based Motion Model

Historically, the central concepts of virtual displacement and virtual work have allowed the extension of
mechanics from the Newtonian point of view to the Lagrangian. In a similar way, the notion of virtual
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velocity is used to formalize the estimation of position and orientation between two reference frames in
Euclidean space. Combined with a minimization process, this notion of virtual velocity can be considered
under the Virtual Visual Servoing framework. In Section 3.6 the minimization control law will be used to
design a 3D tracking and pose estimation algorithm.

An explanation is now be given as to why the pose computation problem is very similar to visual servo-
ing. Once again an object CAD model is available with various 3D features S. A virtual camera is defined
whose position in the object frame is defined by cro. The approach consists in estimating the real pose by
minimizing the error ∆ between the observed data s∗ (usually the position of a set of features in the image)
and the position s of the same features computed by forward-projection according to the current pose:

∆ =
(
s(cro(t)) − s∗

)
=
[
pr(cro(t), ξ,

oS) − s∗
]
, (3.20)

It is supposed here that intrinsic parameters ξ are available but it is possible, using the same approach to also
estimate these parameters.

In this formulation of the problem, a virtual camera is moved (initially at cro(0)) using a visual servoing
control law in order to minimize this error ∆. At convergence, the virtual camera reaches the position c∗ro

which minimizes this error (c∗ro will be the real camera pose). Considering that s∗ is computed (from the
image) with sufficient precision is an important assumption (this will be treated in further detail in following
chapters).

Figure 3.7: Camera Based - Virtual Visual Servoing (Eye-in-hand). The initial pose of the virtual camera is shown on
the left by a half visible camera. The model of the box is projected onto the image of this virtual camera and an error is
defined between the projected contours and the real image of the box. This error is minimized when the virtual camera
reaches the real pose (relative to the solid camera on the right side).

In terms of visual servoing, most algorithms fall into the equivalent of a camera-based motion model
where the camera is placed on the end-effector of the robot [Hashimoto93, Hutchinson96]. If the movement
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seen in the image is attributed uniquely to the movement of the camera then the dual in terms of visual
servoing is an eye-in-hand system. This can be seen in Figure 3.7.

An important difficulty in minimizing (3.20) is to derive the relation ṡ which links the movement of
features in the image to the velocity twist of the camera cvc∗ . Note that the velocity twist is the instantaneous
velocity between the camera reference frame c and the desired camera reference frame c∗. This relation is
defined as:

ṡ =
∂s

∂crc∗

dcrc∗

dt
= Ls

cvc∗ , (3.21)

where Ls is called the interaction matrix [Chaumette90, Espiau92] or image Jacobian [Hutchinson96] rep-
resenting the mapping from the variation of the pose to the variation of a feature in the image.

3.4.3 Object-based Motion Model

Figure 3.8: Object Based - Virtual Visual Servoing (Eye-to-hand). The initial pose of the virtual object is shown by the
wire-frame model of the object. This model is moved to minimize the error in the image. This error is minimized when
the virtual object reaches the real pose (relative to the solid object).

Here an object-based motion model is presented (refer to Figure 3.8) and it is noted that this type of
motion will form the basis for more complex inter-object motion models in Chapter 7 on articulated motion.

If the movement seen in the image is attributed uniquely to the movement of the object then the dual in
terms of visual servoing is an eye-to-hand system. The link between ṡ and the movement of the object ovo∗
is by definition:

ṡ =
∂s

∂crc∗

∂crc∗

∂oro∗

doro∗

dt
= Ls

cVo
ovo∗ , (3.22)

where ovo∗ is the instantaneous velocity twist between the object reference frame o and the desired object
reference frame o∗. cVo(

cro) is the twist transformation matrix given in equation (2.38) on page 56 which
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depends on the current virtual pose cro between the camera frame c and the object frame o. Note that oro∗

can be considered as analogous to a robot’s joint parameters, however, in this case the robot is a single
link with a full six degree of freedom joint to the camera or base reference frame. This idea will be taken
further in Chapter 7 where articulated objects will be considered. A change in sign can be noted between
equations (3.21) and (3.22) due to the change in the configuration of the visual features with respect to the
unknown parameters (in this case the velocity of the object). For example, if the camera moves to the right
w.r.t. an object, then the visual features in the image move to the left. In order to obtain the same movement
of the features in the image by moving the object, then it is necessary to move the object to the left with
respect to the camera (thus a change in sign).

In terms of visual servoing, methods that use the equivalent eye-to-hand model include [Nelson94,
Kelly96]. Further methods include [Allen93, Cipolla97, Hager95a, Horaud98, Ruf99a] in which a pair of
external stereo cameras are used. Ideally an object-based minimization error should also be obtained so that
the errors in the model are minimized. It can be noted that various 2D and 3D minimization functions have
been studied for pose estimation in depth in [Haralick89].

3.4.4 Camera and Object Motion Model

In eye-in-hand visual servoing it is often possible to decouple the movement of the objects in the scene
from the movement of the camera since the movement of the robot can be measured separately. In the
Virtual Visual Servoing counter-part, the movement seen in the image is ambiguously attributed to either
the movement of the object or the movement of the camera. Even so, if these movements are considered as
distinct, then the link between ṡ and the movement of the camera cvc∗ and the object ovo∗ is given as:

ṡ = Ls
cvc∗ − Ls

cVo
ovo∗ , (3.23)

If both cvc∗ and ovo∗ are unknown, then it is possible to redefine (3.23) as:

ṡ = %Ls
cvc∗ − (1 − %)Ls

cVo
ovo∗ , (3.24)

where % is a constant representing the portion of the movement attributed to the camera and (1−%) represents
the portion of movement attributed to the object.

If % is unknown there are an infinite number of possible solutions. Indeed, with only one camera and
one object, the estimated motion remains ambiguous. In general, however, it is not possible to discriminate
between the two types of movement without a higher level contextual model of the scene or extra informa-
tion. It has been shown in [Odobez95, Csurka99] that the dominant motion in the image can in general be
attributed to the camera while the subsidiary motions are attributed to moving objects. Other options include
using extra sensors such as a second external camera or a position sensor which can be used to differentiate
between the motion of the first camera and the object. In robotics applications the odometry or the position
of the robot is usually readily available. This technique is therefore left open for these specific scenarios and
in the remainder of this thesis only camera or object-based motion models will be considered.

3.5 Multiple Feature Stacking

Within the formulation of the interaction matrix there are two general cases of visual information which can
be considered. The first case being when the number of linearly independent components ι in s is equal
to the number of degrees of freedom m (i.e. ι = m, where m = 6 in the case of the pose). In the case
the unknown parameters may be resolved, however, it is important to verify that no singularities or local
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minima exist. For example, in the case of point features at least 4 non co-linear points are needed so as to
avoid ambiguities (i.e. dim(Ls) = 8 × 6). The second case being when the system is rank deficient and the
number of linearly independent components ι are less than the number of degrees of freedom (i.e. ι < m).
In this case the system of equations can be said to be under-constrained. If this occurs then tracking may
continue, however, certain degrees of freedom will remain uncontrolled.

Another case which can be considered is the number of linearly dependent equations. In the case where
there are no linearly dependent equations then a single feature controls each degree of freedom. On the
other hand, when there exists a redundant number of equations in s (i.e. n > m, where n = dim(s)), then
the noise and errors in the measurements are averaged across all linearly dependent equations leading to
improved statistical robustness in a least squares sense.

Next it is possible to consider combining various different features in Ls. First of all the rows of Ls

correspond to the visual features in s. It is possible to consider features of different dimension d which
provide constraints on the linear system and correspond to d rows of Ls for each feature. In this case the
dimension of the interaction matrix is

(∑t
i=0 nidi

)
× m where t is the number of different features, ni is

the number of features of type i, di is the dimension of feature type i and m = 6 for the unknown pose.
The combination of different features is therefore achieved by adding features to vector s and by con-

catenating each feature’s corresponding interaction matrix into a large interaction matrix as:



ṡ1
...
ṡn


 =




L1
...

Ln


v (3.25)

where n is the number of rows (
∑t

i=0 nidi)
Furthermore, if the number or the nature of visual features is modified over time, the interaction matrix

Ls and the vector error ∆ is easily modified consequently.

3.6 Registration and Virtual Visual Servoing

As already mentioned, the central issue of 3D tracking is pose estimation. Here a focus is made on the
estimation or image registration technique. As already mentioned, Virtual Visual Servoing is a non-linear
iterative minimization procedure which aims to minimize the difference between the projection of a 3D
model of the environment and its corresponding features detected in the real image. This is achieved by
using the task function approach, which consists of regulating an error e to zero:

e = C∆ = C(s(cro(t)) − s∗), (3.26)

where the difference between the task function and the image feature error given in equation (3.20) is the
matrix C, called the combination matrix, which is used to combine different numbers of visual features. C

is a d × n matrix chosen so that CL̂s is of full rank d. The minimum number of independent equations
required for estimating the rigid set of pose parameters is d = 6. Therefore, there must exist a minimum
of n = 6 linearly independent rows of e so as to fully constrain the 6 degrees of freedom of the pose r. In
general the combination matrix C is used to combine features in a redundant system so that a linear relation
can be given between the set of visual features and the parameters to be estimated.
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The next step is to minimize the error by taking the derivative of (3.26) and setting equal to zero.
Since (3.26) is a non-linear equation in the pose parameters, it is necessary to perform a Taylor series
expansion of (3.26) leading to:

ei(
cro, δr) = ei(

cro)+ δtx
∂ei
∂tx

+ δty
∂ei
∂ty

+ δtz
∂ei
∂tz

+ δΩx
∂ei
∂Ωx

+ δΩy
∂ei
∂Ωy

+ δΩz
∂ei
∂Ωz

+O(|δr|2), (3.27)

where ei is a single row i of (3.26), cro is the previous camera pose between the camera and the object,
O(|δr|2) are the higher order terms and δr = (δtx, δty , δtz , δΩx, δΩy , δΩz)

> is the difference between the
initial and desired camera poses.

It is important to note that the difference δr between the initial and final poses can be achieved in two
ways. A common approach is simply the direct difference between the initial and final poses:

δr = cro − c∗ro, (3.28)

however, this quantity does not respect the distances and angles under transformations in SE(3). The second
approach is to determine the difference in pose between the current and desired camera positions as:

δr = crc∗ (3.29)

where this differential pose is obtained from the homogeneous transformation of the pose using equa-
tion (2.13), on page 52, as was done for the position based visual servoing in (3.18) (i.e. cMc∗ =
cMo

(
c∗Mo

)−1). This difference can be considered as equivalent to a twist cvc∗ = δr which is coherent
with the Lie algebra representation of the difference between the two poses so that crc∗ = e[

cvc∗] (see Chap-
ter 2). Note that this representation would be similar in the case of an object motion model with δr = ovo∗ .

If a first order approximation is made and equation (3.29) is used, this leads to:

ei(
cro,

crc∗) ≈ ei(
cro) + ∇ei(crc∗)

cvc∗ , (3.30)

where the second term depends on crc∗ (due to (3.29)) and the gradient is ∇ei(
crc∗) =

(
∂ei

∂tx
, . . . , ∂ei

∂ωz

)>
.

Written in matrix form for the entire error vector e, (3.30) gives:

e(cro,
crc∗) ≈ e(cro) + ė(crc∗). (3.31)

Using the task function (3.26) and a camera-based motion model (3.21), the derivative of e with respect
to time is given by:

ė(crc∗) = ∂e
∂s

∂s
∂crc∗

dcrc∗

dt ,

= CLs
cvc∗ + dC

dt (s− s∗) .

(3.32)

where it can be noted that the combination matrix C is potentially varying with time.
In general, the assumption is made that C is constant so that dC

dt (s− s∗) = 0. Equation (3.32) is
therefore:

ė(crc∗) = CLs
cvc∗ , (3.33)

where L is the Interaction matrix of s given by:

Ls(
crc∗) =




∇s>i (crc∗)
...

∇s>n (crc∗)


 =




∂s1
∂tx

(crc∗) · · · ∂sp

∂Ωz
(crc∗)

. . .
∂sn

∂tx
(crc∗) · · · ∂sn

∂Ωz
(crc∗)


 . (3.34)
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Note that this matrix is called an Interaction Matrix when equation (3.29) is used and when equation (3.28)
is used the matrix J(cro) = ∇s is called the Jacobian.

In order to minimize the error e an iterative minimization procedure is used. An exponentially decoupled
decrease of the error is defined so that:

ė = −λe, (3.35)

where λ is the gain controlling the rate of decrease of the error.
Combining equations (3.33) and (3.35) and solving for the velocity twist cvc∗ , the following is obtained:

cvc∗ = −λ(CL̂s)
−1e, (3.36)

where L̂s is an approximation of the “true” interaction matrix Ls.
To simplify the control law the combination matrix C is chosen as being the pseudo inverse of L̂s.

L̂s
+

= (L̂>
s L̂s)

−1L̂T
s if L̂s is a n × p full rank matrix with n ≥ p. In practice the pseudo inverse is

computed using Singular Value Decomposition (SVD). Using equation (3.26) and (3.36) gives:

cvc∗ = −λL̂s
+
(s(cro) − s∗). (3.37)

Once the control velocity has been obtained it is simple to obtain the corresponding camera pose by
using the exponential map as given in (2.59) as:

crc∗ = e[
cvc∗ ], (3.38)

which give the relative pose between the initial and desired camera positions.
The pose between the camera and the object is obtained from a simple homogeneous transformation:

c∗Mo = cM−1
c∗

cMo, (3.39)

from which the final pose c∗ro is obtained iteratively.
The overall view of the algorithm is given by way of a flow chart given in Figure 3.9.

3.6.1 Convergence Issues

When L̂s is constant, a well known criteria to ensure the global asymptotic stability of a non-linear system
is the Lyapunov positivity condition [Samson91]:

L̂+
s Ls > 0, ∀t, (3.40)

where t is the number of iterations of the control law.
In general it is not possible to demonstrate the global stability of a visual control law, however, it is

possible to obtain the local stability for different cases of L̂s. The different cases which may be considered
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Figure 3.9: Flowchart of the 3D tracking algorithm presented in this chapter. Note that the extraction of distances-to-
contours is treated later in Chapter 4 and the determination of the interaction matrix is treated in Chapter 5.
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depend strongly on the application and which data is available. In [Chaumette98] three different cases
were studied for a visual servoing control law. In visual servoing the objective is not to estimate unknown
parameters but to control a robot to execute a desired task. In this case, it is possible to estimate the final
pose before executing the task. On the other hand, visual tracking involves the estimation of these pose
parameters. In a registration task, the available information includes both the desired position of the image
features as well as the current position of the image features, however, only the current estimate of the depth
parameter is available. Therefore, in the tracking case the following cases may be considered:

• A first feasible possibility is to estimate the interaction matrix at each iteration t. In this case, a current
estimate of the features s(r(t)) and a current depth estimate Z(t) are made at each iteration of the
control loop. Thus:

L̂+
s = L̂+

s (s(r(t))). (3.41)

This choice allows the system to follow, as closely as possible, the intended behavior (ė = −λe).
However, it is impossible to ensure the global stability, since L̂s is not constant. Thus this case has
(L̂s)

+Ls = I,∀t but only local stability can be obtained.

• A second case may be considered where it is possible to consider using a constant Interaction Matrix
by using the initial pose along with the initial or desired features. The interest in doing this is because
the pseudo-inverse of the large interaction matrix does not have to be computed at each iteration
leading to computational efficiency.

L̂+
s = L+

s (s, r̂(0)), or L̂+
s = L+

s (s∗, r(0)) (3.42)

Here condition (3.40) is only ensured in a neighborhood of the desired pose, however, this criterion
is ensured because in a tracking scenario the target and camera have minimal movement between
frames.

Of course, other combinations of parameters exist, however, they do not present any more advantages
over and above the previously mentioned combinations. It is also necessary to ensure that Ls is always of
full rank (6 to estimate the pose). It should be noted here that degenerate cases are not considered, such as
the duality in the image between a projected line and a point, a circle and a straight line or a cylinder and a
circle.

It has been shown that only local stability can be demonstrated. This means that the convergence may
not be obtained if the error s−s∗ is too large. However, in tracking applications s and r are obtained from the
previous image, thus the motion between two successive images acquired at video rate is sufficiently small
to ensure the convergence. In practice it has been observed that the convergence is obtained, in general,
when the camera displacement has an orientation error less that 30o on each axis. Thus, potential problems
only appear for the very first image where the initial value for r may be too coarse.

3.7 Rigid-body Tracking Results

In this section, some preliminary results are given so as to give an overview of the estimation and tracking
procedure. It is important to highlight that these results are based on results from the following chapters and
only results related to the different estimation strategies are presented here.
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The algorithm was tested on various sequences of images using a contour tracking algorithm along
with the VVS control law. The tracking experiments were performed on relatively long sequences of im-
ages using a Pentium IV 1,7 GHz computer. A development environment called Augmented Reality Plat-
form (ARP) has been created to test the algorithms. This platform is protected under the French Software
protection (APP).

3.7.1 Initialization

Initialization of the pose between the camera and a target object is based on correspondences between the
CAD model and the initial image in an image stream. Different manual and automatic techniques have been
considered.

One manual solution which requires well structured objects is based on using the mouse to make these
correspondences between the CAD model and the initial image. An image based representation of the CAD
model is used for making these correspondences as shown for two objects in Figure 3.10. Depending on
the composition of the various objects it is possible to make point correspondences with points defined
on the object. It can be seen that these CAD models are composed of line features, however, the corners
of the object are used for the initialization. More complex CAD models will be considered further in
Chapter 5. Once an initial correspondence has been made an initial pose calculation was made using a four
point algorithm [Dementhon95]. The difficulty of this approach is that it requires well defined points on
the object. If point features are not available, such as in the case of more complex configurations including
circles, infinite lines, etc, it is necessary to use a different approach or guess point correspondences.

(a) (b)

Figure 3.10: A representation of the projection of the 3D CAD model for (a) a micro-controller and (b) a screw. These
models were used to manually make correspondences between the model and the initial image so as to initialize the
pose estimation process.

For the reason mentioned previously, it is necessary to consider another initialization method for objects
without well defined point features. In this case manual initialization is performed by projecting the CAD
model onto the image with an initial guess pose and the manipulating each degree-of-freedom of its pose
separately with the mouse. This has proven to be an effective way to initialize all types of objects.
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Since manual initialization of correspondences is often tedious and time consuming, a third method was
implemented which can automatically initialize textured objects. An example of the initialization step can
be seen in Figure 3.11. This approach is based on the recent scale invariant key-point matching method
(SIFT [Lowe04]) which is kindly provided online. This technique is used along with reference images of
the object and a linear pose computation method to perform an automatic initialization of the pose in the
first image. Unfortunately, much improvement is required to obtain a fully automatic procedure for all types
of objects including those without texture.

Figure 3.11: Automatic initialization of the pose in the first image for two different starting positions. Reference image
on the left with matched point s indicated on each image.

3.7.2 Virtual Visual Servoing: Pose Estimation

In this section, results are presented for the Virtual Visual Servoing approach presented in [Marchand02a]
which has formed the basis of the work in this thesis. These results are presented so that a comparison may
be made with the 3D tracking algorithm that has been developed. Note that only the estimation techniques
are compared here. In this way the basic elements of the algorithms have been made a similar as possible
including the using same low level tracking and no robust estimation as will be presented in Chapter 3.

The VVS algorithm presented here can be classed as a three-step pose estimation algorithm. At the
low level the algorithm is based on the extraction of low level edge elements using the Moving Edges
algorithm [Bouthemy89]. This method will be described in full detail in the following chapter. In this
algorithm the low level edge elements are then used in a second step to estimate global feature parameters
such as lines, and ellipses. In a last step the global feature parameters are used to estimate the pose using
visual servoing techniques [Chaumette90, Espiau92].

A long micro-controller sequence, as can be seen in Figure 3.12, has been used as a test case to compare
the multi-step method with that proposed in this thesis. It can be noted that the major drawback of this
approach was that a closed-loop control law was only carried out virtually and the feedback loop was not
close visually with the image. Considering the flow diagram in Figure 3.9, the projection of the model onto
the image was not performed in the outer loop at step 3. This meant that the estimated features (i.e. lines)
were tracked globally and continued to track independently of their projected position according to the pose
estimate. As can be seen in Figure 3.12(d), the error norm continues to increase as the global features drift
from the actual position of these features in the image (or lock onto background structures). In fact, tracking
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effectively fails at around 130 iterations during an abrupt movement of the camera. It can also be seen in
Figures 3.12(e) and (f) that the velocity as well as the pose is prone to significant jitter.

3.7.3 3D Tracking

In this section, a full 3D tracking method is presented which considers the global constraint imposed by the
CAD model on the lower level features. In a first part it is interesting to compare the estimation procedure
proposed in this thesis with its predecessor presented previously. The results are given in Figure 3.14 and
have been performed on the same micro-controller sequence as used in Figure 3.12. Furthermore, in order to
only compare the base estimation procedures it was necessary to remove unrelated advances which will be
discussed in further chapters. The main objective of these results is to show that it is much more beneficial
to use the re-projected model for the initialization of low level tracking. Furthermore, in the case presented
here the tracking loop is closed with the image eliminating the accumulation of error.

It can be seen in these results that this 3D tracking method has an average error norm in Figure 3.13(d)
of approximately 3 × 10−3m, while the previous approach is in the order of 0.2m. Furthermore, tracking
continues further and only breaks down at around 325 iterations as can be seen in Figure 3.13(e). This
breakdown is expected because several object enter the image and severely occlude the micro-controller.
In fact, this method is able to resist some occlusion without any robust statistical treatment, however, the
occlusion becomes too severe at the end of the sequence. It can also be seen in Figure 3.13(f) that the pose
estimate is much smoother up until failure. This failure will be addressed further in a Chapter 6 on robust
statistics.

3.7.4 Camera and Object based motion models

In this next series of results, the 3D tracking estimation procedure used in this thesis is presented in more
detail. The main analysis is based on the micro-controller scenario presented previously and following this
final results are presented for two different types of objects. More results are given in the following chapters.
It should, however, be noted that these results are obtained by using the full algorithm including the various
contributions yet to be presented. Nevertheless, only the estimation results are analyzed here.

In Figure 3.15 both (a) the camera motion model and (b) the object motion are given. The sweeping
rotational movement of the camera can be seen in 3.15(a) and the return movement of the camera along the
same path can be seen to follow the forward trajectory unlike in Figures 3.14 and 3.13. In 3.15(a) the object
can be seen to translate with small rotations on its axis.

It was verified experimentally that the object-based and camera-based motion models have the same
effect on the pose between the camera and the object by comparing the resulting poses between the camera
and the object. If an object based motion model given in (3.22) is used then repeating the derivation of the
control law from (3.37) leads to:

ovo∗ = −λ(L̂s
cVo)

+(s(cro) − s∗). (3.43)

The corresponding pose is then:
oro∗ = e[

ovo∗ ], (3.44)

and subsequently the pose between the camera and the object is found as:

cMo∗ = cMo
oMo∗ . (3.45)
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Figure 3.12: The Virtual Visual Servoing framework based on estimated lines [Marchand02a]. In the images here and
in the remainder of the figures presented, the object axes are drawn in red, blue and green. The projected model using
the current estimation of the pose is drawn in green while the tracked features are drawn in red. (a) the 1st image in a
sequence (b) the 50th image in the sequence, (c) the 150th image in the sequence where it can be seen that the tracked
edges in red have drifted away from the re-projection of CAD model leading to tracking error. It can also be noted that
pose is completely lost after iteration 250. (d) the evolution of the mean square error of the feature parameters (tracking
starts to fail at around 100 iterations), (e) the estimated velocity of the camera with respect to the object, (f) the evolution
of the estimated pose with the camera drawn as a cone at regular intervals.
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Figure 3.13: Tracking of a micro-controller using the camera-based closed loop 3D tracking method proposed in this
thesis. Again the object axis is drawn and the projection of the CAD model in green can be seen to be well aligned with
the object. The real movement of the camera involves a rotational movement around the object. The camera makes
this rotational movement in one direction and then returns to the initial position via the same path. (a) the 1st image
in a sequence (b) the 99th image in the sequence, (c) the 219th image in the sequence, (d) the evolution of the mean
square error of the feature parameters (tracking continues up until around 325 iterations), (e) the estimated velocity of
the camera with respect to the object, (f) the evolution of the estimated pose with the camera drawn as a cone at regular
intervals. A tiny difference in trajectory can be observed between the forward and return paths.



3D Tracking: Pose Estimation 97

1 1.5 2 2.5 3 3.5 4 4.5 5
0.6

0.8

1

1.2

1.4

1.6

1.8
x 10

−6 Residues for each point correspondance Vs Iterations
R

es
id

ue
s 

(m
)

Iterations
1 1.5 2 2.5 3 3.5 4 4.5 5

−0.02

−0.015

−0.01

−0.005

0

0.005

0.01

0.015
Velocity of Each Parameter Vs Iterations

Iterations

V
el

oc
ity

 (
m

−
ra

d/
∆ 

t)

Tx
Ty
Tz
Rx
Ry
Rz

(a) (b)

Figure 3.14: Virtual Visual Servoing iterative estimation is shown for a single image. It can be seen that 5 iterations
are required to converge upon an error were the convergence test is when the average square error varies less that
1×10−6m. In general very few iterations are required since the inter-frame movement is relatively close to the previous
pose. (a) shows the average squared error at each iteration and (b) shows the virtual instantaneous velocity of the
camera relative to the object during one estimation step. It can be seen that an exponential decrease of the error is
maintained according to equation (3.35).

Since the object based and camera-based motion models yield an equivalent pose it can be said that:
c∗ro ≡ cro∗ . (3.46)

In the velocity plots of Figures 3.15(a) and (b) it can be seen that the velocities are much more stable and
smooth when compared with previous results in Figures 3.14 and 3.13. This has a direct improvement on
the visual appearance of the projected objects and jitter in the image is minimal.

In Figure 3.16 another experiment is presented based on the tracking of a nut. This sequence is difficult
due to low intensity contrast between the different faces of the object along with the presence of shadows and
a total self occlusion by the original face of the nut. In order to project correctly this model it is necessary
to use hidden surface removal techniques. It can be seen that a large rotational movement is made such that
the side of the object is not at all within the field of view in the first image and it comes fully into view by
the end of the sequence.

3.7.5 Iterative vs non-iterative minimization

In this section, iterative minimization will be compared with a linearized non-iterative approximation. In
particular the linearized method given in [Drummond02] has been implemented and compared with our
iterative method using a Uncle Bens rice packet as a model.

The accuracy without iterating gives a higher normalized averaged error across the sequence than when
iterations are performed (see Figure 3.18). Obviously iteratively minimizing for each frame obtains a more
precise minimum of the objective function. Furthermore the larger deviation of error seen in the plot for
Method 1 can also be explained by the failure of robust outlier rejection which will be studied in Chapter 6.
This failure is essentially due to the dependence of the robust estimation upon iterative convergence.

The goal of the first experiment was to determine whether it is advantageous to use an iterative
(Method 2) or a non-iterative minimization scheme (Method 1). The accuracy without iterating gives an
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Figure 3.15: Tracking of a micro-controller using the 3D tracking methods proposed in this thesis. The real movement
of the camera involves a rotational movement around the object. The camera makes this rotational movement in one
direction and then returns to the initial position via the same path. Both object-based and camera-based interpretations
of this motion are given. (a) The trajectory of the object relative to the camera (compare with Figure 3.13). The reference
frame is drawn as a cone at regular intervals. It can be seen that tracking is maintained for the entire sequence (the
end of the sequence is at around 375 iterations). It can be seen that the camera makes a rotational movement around
the object and then returns to its initial position along the same path. (b) The pose of the object with respect to its last
known position for the same sequence. (c) The estimated instantaneous velocity of the camera relative to the object
along the entire sequence. The units are (m/∆t), where ∆t is the time taken for one frame capture which is normally
around 1/30 for a 30Hz (frames per second) camera. (d) The estimated instantaneous velocity of the object relative to
itself along the entire sequence.
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(a) (b)

(c) (d)

Figure 3.16: Tracking of a Nut using a 3D model composed of straight lines. The projection of the model using the
estimated pose is in green. (a) The initialization of the tracking in the very first image, (b) Frame 39, (c) Frame 59 and
(d) frame 79. The computational performance was better that real-time due to an efficient low level tracking procedure
described later in Chapter 4.
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Figure 3.17: The Uncle Ben’s sequence with the projected model drawn in blue and the object axes are drawn in red,
green and blue. The points drawn in red are used for determining the image features and will be discussed in the
following Chapter. The points drawn in green (at the bottom of the box) have been detected as erroneous. This method
will be treated in Chapter 6.
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Figure 3.18: Comparison of error norm over a 500 image sequence. (a) Method 1 without iterating for each image and,
(b) Method 2 using an iterative scheme with a gain λ = 0.7. The iterative method provides better minimization along
with a better outlier rejection.

higher normalized averaged error across the sequence (see Figure 3.18). When iterations are performed
the average normalized error is smaller. Obviously iterating minimization for each frame allows to reach a
better minimum of the objective function. Furthermore the larger deviation of error for Method 1 can also
be explained by the failure of the M-estimator which does not obtain an accurate scale estimate (standard
deviation of the inliers data) without iterating. This could be chosen manually for each sequence, however,
automatic determination of scale is preferred.

3.8 Conclusion and Perspectives

The main contribution of this chapter has been to propose a tracking model analogous to both eye-in-hand
and eye-to-hand image based visual servoing models. Although the different camera-based and object-
based methods are essentially estimating the same unknowns, the different estimated velocities are required
for different applications. Furthermore, the importance of closed loop control and iterative minimization has
been shown to be important for accurate and smooth tracking results.

As will be shown later the estimated parameters may be used in both augmented reality and visual
servoing applications. The object-based motion model described in this Chapter has formed the basis for
tracking more complex inter-object movements. As such it will be shown in Chapter 7 that this model plays
a very important role in the estimation of articulated object parameters.

In perspective, it would be interesting to consider a higher level objective function based purely on image
intensity as was done in [Haag99]. In this way the 3D model could also be exploited further by considering
the 3D transformation of low level image intensities and the scale of this information would be estimated
simultaneously with the pose. Recent particle filtering techniques [Isard98a] have proven to be an effective
way of tracking non-linear systems and maintaining multiple hypotheses. It would be interesting to consider
tracking in this way with the state-space being the pose of the system.
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CHAPTER 4

1D Tracking: Search with Edge Hypothesis

This section considers the low level foundations for position estimation from monocular vision sensor mea-
surements. It will be shown that a 1D search leads to efficient real time tracking. In particular, this section
will review and describe modeling of spatio-temporal edges in an image sequence and the various modeling
issues that arise. This will provide the basis for the following chapter where these low level distance to
contour features will be integrated into a global framework. Further chapters will continue to reference low
level feature measurements including a chapter on statistically robust estimation.

As mentioned in Chapter 3, it is important to exploit the use of high level a priori information so
as to improve tracking techniques. In particular a 3D CAD model provides precious information about the
allowable configurations of low-level information. Other than this CAD model it is also assumed that a priori
information about the previous pose between the camera and a target object is available. As has been noted
this forms the basic difference between tracking and recognition methods. This results computationally
efficient searches for corresponding image elements because it is possible to search a much smaller pos
configuration space between the target and sensor. It will be shown that the forward and backward flow
between global and low level information is very important for obtaining performant tracking algorithms. In
particular, low level methods will be considered here while keeping in mind the implications on precision,
computational efficiency and robustness.

4.1 Local Movement

Modeling low level measurements provides the first step in the large majority of image processing algo-
rithms. Indeed, since an image stream potentially contains an infinite amount of information it becomes
rapidly necessary to extract important and pertinent information from the image. Furthermore, in a real-
time setting it is extremely important that the extracted information holds a high amount of information
while remaining compact and small in size. In terms of the human visual system, [Marr80] makes reference
to early studies on the visual cortex with low level cells which are tuned to detect bars and edges of various
widths and orientation.

At the lowest level of an image sensor an image intensity measurements can exist as a single grey level
intensity or as a triplet of intensities representing elements of a color measurement. An example of raw
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(a) (b)

Figure 4.1: A 3D plot of the intensities captured by a 365 × 256 pixel grey-scale image (a) The original image, (b) The
grey level intensity plot obtained from the sensor measurements gives an intuitive view of the nature of the intensity
information and the contours in an image. This scene has a homogeneous background making feature extraction
simple.

intensity information available from a single image is given in Figure 4.1. As can be seen in the 3D plot,
there are many abrupt changes in intensity leading to useful information.

In the literature there exists two broad groups of methods for extracting position information from an
image stream. Namely, the spatial domain in a single image and the temporal domain across subsequent
images. Ideally, a feature model will incorporate both of these into a spatio-temporal model. In order
to extract these types of information from the image there are another two, yet complementary techniques.
More particularly, these are the techniques based on differentiation versus the techniques based on similarity.
The different combinations can be summarized as follows:

• Spatial

– Intensity differentiation between neighboring pixels.
– Spatial auto-correlation testing.

• Temporal

– Intensity differentiation for the same pixel between images.
– Intensity smoothness constraints by correlation between images.

The objective of these methods is usually to match or make correspondences between images of objects
present in the scene. There are various ways to estimate parameters using these general models including
using an objective function and minimizing. Others include using a test criterion such as the Signal to Noise
Ratio (SNR) or using a likelihood hypothesis test.

A well known spatio-temporal technique for extracting local position and motion information from the
image is the Image Flow Constraint Equation (IFCE). This equation relates velocity vector υ to the spatial
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gradient of the image intensity ∇f and its temporal derivative ∂f/∂t as follows [Horn81, Schunck86]:

υ · ∇f +
∂f

∂t
= 0. (4.1)

From this is possible to remark that only the component parallel to the intensity gradient, or that is
orthogonal to the contour, is measurable:

υ⊥ =
−∂f/∂t
||∇f || (4.2)

This is well known as the aperture problem. In Figure 4.2 a depiction of the edge normal component is given.
It can be seen that if the edge moves along itself then its motion is not observable. Although this model of
image flow highlights the local effect of edges, a direct implementation of this model introduces certain
drawbacks. In particular it is not invariant to illumination changes such as shadows. In highly textured
zones the local intensity is no longer linear while in uniform zones no information is available, it fails in
occlusion situations such as a moving object passing in front of another moving object and it is restricted
to local movement due to linear approximations. Theses weaknesses have lead to adding extra constraints
which compensate. Approaches that work well include those that are combined with global optimization
strategies such as parametric models or multi-resolution approaches. Global constraints using the pose have
already been considered in Chapter 3.

��� �

Figure 4.2: The aperture problem. Only the perpendicular motion component is observable locally on an edge and
therefore only the velocity component perpendicular to the edge holds useful information.

From an information theoretic perspective on tracking, it is necessary to study visual features which hold
the greatest amount of information about the spatio-temporal three-dimensional geometrical configuration
of the scene while maintaining the best compression in terms of the representation of this information so as
to attain optimal efficiency. This trade-off can be investigated further by analyzing the Minimum Message
Length (MML) [Wallace87] or Minimum Description Length (MDL) [Rissanen87] principles concerning
the model and the message related to particular visual features. Under this principle the best model is the
one which allows the smallest encoding of:

1. the model, and

2. the data given the model.

which has been extensively applied to images in the domain of compression techniques. This notion is in
accordance with the used of a global CAD model which provides an extremely compact representation of
the data and the model when compared to purely local approaches.
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4.2 Visual Features

Perceptually relevant information leads to the notion of feature based tracking [Hager95b]. In order to de-
termine important and relevant features, it is also important to consider image formation. Photometry begins
by the study of the light energy or intensity which originates from different light sources. Different models
exist for light sources taking into account the intensity, type and direction of illumination. This light is
projected onto the image plane after having been reflected off surfaces which also have their special proper-
ties. Finally, the light arrives into the camera and different models are used to model the transformation the
sensor has on the signal. Refer to Figure 4.3 for a summary of the different types of visual features present
in a three-dimensional scene.

Specular Reflection

Limb Edges

Extremity Step Edge

Internal Step Edge

Occlusion Boundary

Texture edge

Text edge

Shadow Edge

Figure 4.3: Types of visual features in a simplified model of the environment.

The problem of extracting useful information is a largely unsolved problem. This can be exemplified
by the fact that in real world applications, such as Augmented Reality, many designers resort to the use of
markers for robust and reliable real-time tracking. Indeed, the most common geometric features used in pose
computation which are suitable for AR applications include indoor fiducial/marker based [Billinghurst01,
Kato00, Marchand02a, Sundareswaran98, Zhang02] and outdoor fiducial/marker based [Neumann99] the
latter shows how the size of the marker contributes to robustness and ease of use.

Although marker based methods are still used, an enormous amount of research and effort has been
invested in low level feature extraction and more particularly the case of points and edges. As a first
step an intensity image is usually segmented or searched for occurrences different image features. Even
though it is possible to obtain scene information in varying ways such as shape from shading, shape from
texture, or stereo processing, in general, regions of high variation hold more dense information than ho-
mogeneous regions, therefore leading to the notion of exploiting edges or points as visual features from
the image. As already mentioned in Chapter 3, geometric visual features used for pose estimation span a
very large domain. Low level visual features have also been studied in the wider literature including points
and corners for which a second spatial derivative is tractable [Harris88, Tommasini98] have shown much
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success and have proven to be very efficient for matching and image indexing. More recently scale invariant
points [Lindeberg98, Lowe04, Mikolajczyk04] have been shown to highly improve recognition accuracy and
efficiency. Higher level features include moving edges based on lines and ellipses [Bouthemy89, Boukir98],
circles [Hoff96], ellipses [Vincze01], contours [Blake93, Bascle94, Isard96, Blake98, Ricquebourg97,
Ricquebourg00]. . . Less geometric methods can also be considered such as color, frequency, regions of
interest [Hager98b] or principle component analysis [Murase93, Nayar94, Murase95].

All visual features can be classified to be either low level or high level according to the number of
parameters needed to represent each feature. More particularly, a distance between two points is a one-
dimensional feature, a point is a two-dimensional feature, an ellipse contour is a five dimensional feature
and a region feature is more general and can be represented in different ways. An example region model
is based on principal component analysis which is well suited to textured environments whereby the n
largest components are selected. It is clear that there is a continuity of feature representations between the
lowest dimension features to the highest dimension. Both low level features and high level features have
certain advantages and disadvantages. In particular, low level features are generally very simple and easy
to manipulate and do not over-constrain the representation of the data. On the other hand, they are not very
robust for tracking nor are they very precise. On the other hand, high level features become rapidly complex,
however, they are more robust due and precise due to aggregation across many low level measurements.
Therefore, an ideal tracking algorithm will find a good balance between these two approaches by taking
advantage of both low and high level features.

In order to obtain precise and computationally efficient features, it is important to find the smallest
model which best represents the data in the most precise manner. Research in this direction has lead to
energy based techniques. In [Venkatesh89, Venkatesh90], the first 2D implementation of “local energy” or
phase congruency method is defined in the frequency domain to find image features. Alternatively to edge
compression techniques, the phase congruency model assumes that a compressed image should be high
in information or entropy and low in redundancy. Therefore, this method involves searching for ordered
patterns in the phase component of the Fourier transform. In [Rosenthaler92] a similar method uses a set of
oriented Gabor-based filters for determining local energy. A local energy implementation based on wavelets
was given by [Xie95] and a phase congruency method based on wavelets has been given by [Kovesi96].
Unfortunately, these types of methods can become computationally intensive when compared to convolution
efficient filters.

In order to obtain improvements in computational efficiency it can be shown, however, that the use of
global information at the lower levels has an advantage over purely local methods. In order to highlight this
efficiency gain, consider a line and a point feature. The efficiency of the line feature over a point feature can
be observed in both segmentation and search algorithms. With regard to image filtering or segmentation,
edges can be extracted with a 1-dimensional search to the normal of the line by using the higher level
information about the orientation of the line. On the other hand, a lower level point feature requires a 2D
search which is clearly less efficient. It can be noted, however, that to estimate line parameters at least two
correspondences are required, however, a line feature can model the intensity values of many more pixels
than a point feature for the same number of parameters. As will be shown, it is possible to extend this gain
in “energy” to more complex contours to that a local 1D search strategy may be exploited.

This reasoning thus leads to the notion of an edge. Edges are used in a very large number of systems
as a preliminary image processing step. The advantage of edge detection, over correlation based methods,
is that it is invariant to intensity changes or changes in illumination conditions. Even though many general
edge detection procedures exist, it is necessary, however, to formulate the detection methodology in the
appropriate context. As proposed by [Canny83], the first step in the modeling of any edge detection method
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is to design a set of performance criteria.
Well known edge detection methods exist based on the first and second derivative of the intensities in the

image. Some early methods such as [Roberts65] (2 × 2 mask) and Sobel [Sobel70] (3 × 3 mask) detectors
used the first derivative or local gradient information but only detected edges having certain orientations
and performed poorly in the presence of noisy edges. The result of the Sobel edge detector can be seen
in Figure 4.4 based on the image of a micro-controller already given in 4.1. [Shen92] used a symmetrical
exponential filter for edge detection. [Marr80] proposed a second derivative or Laplacian method with a
broad Gaussian in order to find a balance between position and bandwidth. The Laplacian is, however, more
sensitive to noise in the image.

Another type of edge detection methodology consists in modeling edge surfaces by basis functions and
estimating edge parameters [Prewitt70, Haralick81, Haralick82]. An example of the Prewitt operator is given
in Figure 4.4. Results of Haralick’s edge detector are given in a more in depth treatment in Section 4.3. In
this method image intensities are projected in the direction of the basis functions in order to decouple the
surface parameters to be estimated. As will be shown this method allows more direct estimates of the edge
properties such as position and orientation and can consider different surface models.

(a) (b)

Figure 4.4: The Sobel and Prewitt edge detectors are applied to the micro-controller image. The original image of a
micro-controller as seen in Figure 4.1(a) convolved with simple edge detectors (a) the Sobel edge filter (b) the Prewitt
edge filter. It is clear that the information is highly compressed when compared to the pure intensity plot in Figure 4.1(b).

Since these early methods, a multitude of methods now exist which provide incremental improvement
over the earlier ones. In the following sections a more in depth review will be given for three different
approaches in order to highlight the main directions available. Due to the reasons given previously, the fol-
lowing methods will only be considered in 1D even if they are applicable in 2D. Furthermore, the approaches
described here will only focus on step changes in intensity. As was shown by Canny and others, step edges
are important because they typically contain sharp changes of surface normals or to the boundaries between
objects in a scene. In Section 4.3, one of the models given by Haralick is described based on the zero-
crossing of the second derivative. In Section 4.4, Canny’s performance criteria are described for designing
a filter based on the first derivative of the image intensities after Gaussian smoothing. In Section 4.5, the
method used in this thesis is given. It is based on an elegant maximum likelihood formulation with an ori-
ented spatio-temporal edge model [Bouthemy89]. As will be shown in Chapter 5, the spatio-temporal edge
formulation can be easily integrated into the more global estimation scheme already described in Chapter 3.
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4.3 An Edge Surface Model

In [Haralick81, Haralick82] and [Haralick92], the facet model principle was proposed whereby the image
is considered as an underlying continuous grey level intensity surface and that the observed digital image
is a noisy, discrete sample of a distorted version of this surface. Edge detection therefore proceeds by
first estimating surface parameters. Commonly used general forms of this model are piecewise constant,
piecewise linear, piecewise quadratic or piecewise cubic. Although this method also applies to gradient
maxima detection, here a summary will be given for the zero-crossing of the second directional derivative
of the image intensity function taken in the direction of a non-zero gradient at the pixel’s center.

The particularity of this approach lies in the use of a functional form of the intensity surface consisting
of a linear combination of the tensor products of discrete orthogonal polynomials of up to degree three. The
directional derivatives are then easily computed from this kind of function. The underlying functions from
which the directional derivatives are calculated are represented as linear combinations of the polynomials
in any polynomial basis set. The discrete orthogonal polynomial basis set is chosen because it allows
independent estimation of each coefficient.

4.3.1 Surface Fitting

Given a rectangular neighborhood whose row index set is R and whose column index set is C , first assume
that the underlying grey level intensity function f is given by a two dimensional cubic:

f(i, j) = k1 + k2i+ k3j + k4i
2 + k5ij + k6j

2 + k7i
3 + k8i

2j + k9ij
2 + k10j

3, (4.3)

where (i, j) ∈ R× C and k are the coefficients of the polynomial surface.
Given that the index set R is symmetrical(a window) with N elements, it is possible to construct the

set of discrete orthogonal polynomials {P0(i), ..., PN−1(i)} over R. For each index i an intensity value is
observed I(i) and the polynomial equation is given as:

I(i) =
N−1∑

n=0

anPn(i), (4.4)

where the data is fit to the function by estimating the parameters a0, ..., aN−1.
The exact fitting problem consists in determining allN−1 coefficients. The approximate fitting problem

consist in estimating K ≤ N − 1 coefficients. The approximate minimization equation is therefore given
as:

e2 =

K∑

i∈R

[
I(i) −

K∑

n=0

anPn(i)

]2

, (4.5)

where a particular coefficient am, (4.5) is minimized by taking the partial derivative with respect to am and
setting equal to zero.

The orthogonality property simplifies the determination of the coefficients so that by multiplying both
sides of equation (4.4) by Pm(i) which corresponds to a particular coefficient am and summing over all i
can be solved to give:

am =

∑
i∈R Pm(i)I(i)∑

i∈R P
2
m(i)

, (4.6)

where the discrete orthogonal polynomials can be recursively generated by the relation given in [Haralick92]
and [Forsythe57]:

Pt+1(r) = iPt(i) − βtPt−1(i), (4.7)
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and where:
βt =

P

i∈R rPt(i)Pt−1(i)
P

i∈R Pt−1(i)2
, P0(i) = 1 and P1(i) = i. (4.8)

Once the coefficients have been estimated the corresponding polynomial is given as:

Q(i) =

K∑

n=0

anPn(i) (4.9)

which can now be treated as a continuous real-valued function which can be derived and manipulated easily.

4.3.2 Directional Derivatives

The next step in determining an edge detector is to take the directional derivative of this function. The
directional derivative at (i, j) in the direction α (clockwise from the column axis) is given as:

f
′

α(i, j) = lim
h→0

f(i+ h sinα, j + h cosα) − f(i, j)

h
, (4.10)

resulting in:
f

′

α(i, j) =
∂f

∂i
(i, j) sinα+

∂f

∂j
(i, j) cos α. (4.11)

and similarly the second directional derivative is given by:

f
′′

α(i, j) =
∂2f

∂i2
(i, j) sin2 α+ 2

∂2f

∂ij
(i, j) sinα cosα+

∂2f

∂j2
(i, j) cos2 α. (4.12)

Substituting the parametric representation i = ρ sinα and j = ρ cosα into the surface equation (4.3)
gives:

fα(ρ) = k1 + (k2 sinα+ k3 cosα)ρ+ (k4 sin2 α+ k5 sinα cosα+ k6 cos2 α)ρ2

+(k7 sin3 α+ k8 sin2 α cosα+ k9 sinα cos2 α+ k10 cos3 α)ρ3.
(4.13)

and solving gives the relation between parameter representations:

sinα = k1

(k2
2+k2

3)5
, cosα = k3

(k2
2+k2

3)5
. (4.14)

Therefore, the second directional derivative is finally obtained as:

f
′′

α(i, j) = (6k7 sin2 α+ 4k8 sin cosα+ 2k9 cos2 α)i
+(6k10 cos2 α+ 4k8 sinα cosα+ 2k8 sin2 α)j
+(2k4 sin2 α+ 2k5 sinα cosα2k6 cos2 α),

(4.15)

and substituting (i, j) for (ρ, α) gives:

f
′′

α(ρ) = 6[k7 sin3 α+ k8 sin2 α cosα+ k9 sinα cos2 α+ k10 cos3 α]ρ
+2[k4 sin2 α+ k5 sinα cosα+ k6 cos2 α].

(4.16)
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Given the estimated parameters for this surface, an edge is detected for a given ρ if |ρ| < ρ0, f ′′

+α(ρ) =
0 and f ′

α(ρ) 6= 0. In other words, if there is a zero crossing of the second directional derivative in the
direction of the gradient.

The results of performing this type of edge detection on the micro-controller image is shown in 4.5.
It can be seen that the edges are more evenly detected in all orientations. In this formulation is it noted,
interestingly, that the discrete image intensity values are used to estimate an underlying continuous valued
function. Unfortunately, the method does not provide convolution efficiency and requires a mask convolu-
tion for each surface coefficient. Even so, this is the optimal number of masks required to determine the
local orientation of the contour and the number of parameters could be reduced if only the perpendicular
distance was estimated without any orientation information. As will be shown in Section 4.5, this amounts
to estimating an edge position or spatio-temporal planar patch.

(a) (b)

Figure 4.5: (a) An image of a micro-controller in a cluttered background used in the results given in the remainder of
this chapter. (b) Results of applying the zero-order crossing mask to the micro-controller image with a coefficient of 1.0.

4.4 Edge Detection Modeling Criteria

The approach proposed by [Canny83, Canny86] is based on the definition of three performance criterion.
The three performance criterion are:

1. Detection - This indicates that there is a good probability that an edge is detected and a low probability
that a false positive is made. Since both these probabilities are monotonically decreasing functions of
the signal to noise ratio (SNR), this criterion corresponds to maximizing the SNR.

2. Localization - The detected edges should be as close as possible to the real position of the edge in the
image.

3. Multiple detection criterion - Only one response to a single edge.
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4.4.1 Detection Criterion

The first criterion states that if an edge exists, it must be detected with high probability and vice versa. The
corresponding detection criterion is chosen as the signal to noise ratio. The impulse response of the filter is
denoted f(x) and the edge itself is denoted by G(x). The edge is centered at x = 0. The filter of this edge
is given by a convolution integral:

HG =

∫ +W

−W
G(−x)f(x)dx, (4.17)

where G denotes the response of the edge signal only and the filter is bounded between −W and +W . The
root-mean-squared response to the noise n(x) is:

Hn = no

[∫ +W

−W
f2(x)dx

]1/2

, (4.18)

where n denotes the response of the noise only and n2
0 the mean squared noise amplitude.

The signal to noise ratio or detection criterion is therefore:

SNR =

∣∣∣
∫ +W
−W G(−x)f(x)dx

∣∣∣

no

√∫ +W
−W f2(x)dx

. (4.19)

4.4.2 Localization Criterion

Criterion two states that the detected edges must be as close as possible to the real edge position. This
is chosen to be the reciprocal of the RMS distance between the detected edge and the center of the true
edge, determined as the reciprocal of the standard deviation of x0. First of all, given that the SNR detects
the maximum signal strength of the operator f(x), the first derivative of the response will be zero at these
points, thus giving:

H
′

n(x0) +H
′

G(x0) = 0, (4.20)

where it is assumed that there is a maximum in the response at the point x = x0.
The Taylor expansion of HG(x0) about the origin gives:

H
′

G(x0) = H
′

G(0) +H
′′

G(0)x0 +O(x2
0). (4.21)

Canny reasons that the response of HG will always be symmetric no matter what type of edge G(x) exists
so that the odd terms of equation (4.21) are zero. Considering that H ′

G = 0 at an edge, that the higher order
terms O(x2

0) are negligible and combining equations (4.20) and (4.21) gives:

H
′′

G(0)x0 ≈ −H ′

n(x0). (4.22)

where the variance of the random Gaussian quantity H ′

n(xo) is given by its mean squared value:

E[H
′

n(x0)
2] = n2

0

∫ +W

−W
f

′2(x)dx, (4.23)
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where E[.] is the expectation. Combining this with (4.22) and substituting for H ′′

G(0) gives:

E[x2
0] ≈

n2
0

∫ +W
−W f

′2(x)dx
[∫ +W

−W G′(−x)f ′(x)dx
]2 ≈ δx2

0, (4.24)

where δx0 is an approximate standard deviation of the position.
The criterion is therefore defined by the reciprocal of the RMS distance between the detected edge and

the center of the true edge given by the reciprocal of the standard deviation of x0:

Localization =

∣∣∣
∫ +W
−W f

′

(x)dx
∣∣∣

n0

√∫ +W
−W f ′2(x)dx

. (4.25)

The objective of the first two criteria then becomes to maximize the product of equations (4.19) and (4.25).

4.4.3 Multiple Detection Criterion

The final criterion is designed to eliminate multiple responses. In summary this involves the determining a
criterion which gives the expected number of noise maxima Nn in the region of the filter [+W,W ] as:

Nn =
2W

xmax
=

2

k
, (4.26)

where xmax is the distance between adjacent maxima in the noise response of f which is determined as
twice the distance between zero crossings of f ′ , where the functional is given in [Rice45] as:

xmax = 2π

( ∫ +W
−W f

′2(x)dx
∫ +W −Wf ′′2dx

)1/2

= kW, (4.27)

and where k fixes the number of noise maxima that could lead to a false response.
The original derivation of these criterion were given in [Canny83]. Given these performance criteria it is

possible to determine optimal filters by numerical optimization. Canny determines the optimal filter under
these criteria for a step edge signal. It is then shown that the optimal filter is well approximated by the first
derivative of a Gaussian giving the final algorithm as:

J = ∇G ∗ I, (4.28)

where G is a Gaussian with zero mean and standard deviation σ. It should be noted that it is necessary to
choose the standard deviation of the Gaussian filter as well as an edge detection threshold. It can be noted
here that criterion three is invariant to changes in scale.
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4.4.4 An Optimal Mask Convolution

Thus Canny gives an analytical form of three criteria as functionals of the operator impulse response. It
is also possible to enhance this detector in several ways including non-maximum suppression which thins
edges to be 1-pixel wide, or using hysteresis thresholding to obtain chains of connected contours in order to
avoid streaking. Combining different operators can be done in order to determine optimal mask width and
edge orientation. This is achieved by selecting the mask width with the best SNR and the orientation with
the highest probability.

The work by Canny reaffirms an important result obtained in [Marr80] and even in earlier pa-
pers [Bracewell65]. The notion being that the localization in the spatial domain is in conflict with the
frequency domain. In the case of Canny’s 1D step operator, the analytical derivation of criterion one and
two can be proven to be in contradiction [Canny83], therefore obeying this uncertainty principle. In particu-
lar, if the size of the 1D mask is increased in the direction of the normal to the edge then the SNR increases,
however, at the same time the localization precision or variance of the position increases. In other words,
the localization precision is inversely proportional to the signal to noise ratio. Inversely, however, it can be
shown that with increasing mask width, parallel to the edge, both localization and SNR increase as long as
the application of the operator does not deviate from the edge.

Deriche [Deriche87] uses Canny’s criteria to derive another “optimal operator” for which the filter is
assumed to have infinite extent. The result of applying this edge detector to the micro-controller image is
given in Figure 4.6. It can be seen that the results are similar to that of Haralick’s facet detector, however,
this time edge detection is performed with convolution efficiency. This improved filter is shown to be
sharper than the derivative of the Gaussian and a recursive filter is proposed to improve efficiency. Shen
and Castan [Shen92] describe another operator which extends that proposed by Deriche. The filter is further
shown to be sharper owing to the fact that with increasing scale the central region of the edge becomes
flatter, unnecessarily reducing localization precision. This is resolved by considering information close to a
center “discontinuity” of the filter as being more probable than towards the edges via a weighting function.

Figure 4.6: Results of applying the Canny-Deriche edge detector to the micro-controller image with α = 1.
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4.5 Spatio-Temporal Edges and Maximum Likelihood

The previous edge detection methods have been designed for pure edge detection in a static image and
have not considered subsequent images in an image stream or moving edges explicitly. The third method
presented here is based on the spatio-temporal Moving Edges algorithm. The Moving Edges algorithm
originally developed in [Bouthemy89] is a local and efficient tracker that detects as well as determines
edges in a sequence of discrete images. It is founded on a statistical maximum likelihood framework for
simultaneously determining:

• position,

• spatial orientation,

• velocity component perpendicular to the edge.

The moving edge algorithm is designed so that it is not directly related to the spatio-temporal intensity
changes. In [Ricquebourg97, Ricquebourg00], local smoothness constraints were added to the Moving
Edges methodology using a Markov formulation so as to consider articulated movement. This implementa-
tion also considered sub-pixel precision [Ricquebourg95]. The original formulation of the moving edges is
further optimized in [Boukir98] by using the contour orientation angle from the previous image rather than
estimating it. Furthermore, this method implements a parallel computation procedure based on hardware
and a more global least squares estimation of line parameters.

A Moving Edge (ME) is modeled as a spatio-temporal planar surface. This model follows the premise
that only partial information is available from a local observation and this is referred to as the aperture prob-
lem [Marr81]. In the formulation used here, a planar patch is used (see Figure(4.7(a))), however, different
parametric models as well as non-parametric based models could also be considered. An alternative model
has been given in [Ricquebourg97, Ricquebourg00] for estimating the edge angle as well by using a 3D
mask (see Figure(4.7(b))).
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Figure 4.7: Local modeling of a moving edge where the x and y coordinates define the image plane. The t coordinate
defines the temporal direction. π represents the entire volume while the volumes π1 and π2 represent the volumes left
either side of the dividing patch. (a) depicts the case of a planar patch perpendicular to the edge in the image where
the angle φ defines the new position of the line in a subsequent image, (b) depicts a non-planar patch with local angle
θ in addition to the direction φ.
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In this treatment, only the planar patch model given in Figure 4.7(a) is considered because this leads to a
tractable solution with convolution like efficiency. The planar patch is defined within an elementary volume
π in the 3D space (x, y, t). The geometric configuration of the spatio-temporal surface patch S is defined by
the parameter vector φ.

The configuration φ of a planar patch can be defined by a spatio-temporal position and two angles:

• % being a position within (x, y, t) space, corresponding to an edge’s location in the image sequence.

• θ being the spatial angle of the edge in the image plane with respect to the x axis such that θ ∈ [0, π),

• ψ being the angle corresponding to the observed edge-perpendicular velocity with respect to the t axis
such that ψ ∈ (−π/2, π/2),

The temporal angle ψ corresponds to a perpendicular velocity component in the image given as:

v⊥ = tanψ. (4.29)

As will be shown, this model approximates well a general class of edges and provides a good trade off
between precision and computational efficiency.

4.5.1 Competing Hypotheses

The basic planar patch model, presented previously, is next used as a basis for a decision criterion to decide
if the contour exists at a certain location in the image or not. Two competing hypotheses for detecting
Moving Edges are defined as follows :

• H0: Non-detection - the entire volume π is modeled as a constant intensity level c0 plus a Gaussian
noise with mean µ = 0 and variance σ2.

• H1: Detection - the volume π is modeled as two sub-volumes π1 and π2, separated by the surface
patch S(φ). Each sub-volume having a constant intensity c1 and c2 respectively and the noise is
modeled as in H0.

Contrary to Haralick’s model, the surface patch is defined as a spatio-temporal separation and not just
spatial. In the moving edge methodology it is possible to take into account piecewise linear intensity distri-
butions, however, this is traded off for convolution efficiency. It can be seen that the spatial part of this model
is so far equivalent to Canny’s model, of a step edge signal with mean-zero Gaussian noise, if the planar
patch is chosen. However, in addition to the spatial edge detection, a temporal component is introduced in
the moving edge formalism giving added robustness.

It can also be noted here that the hypotheses are not complete if multiple edges exist within the ele-
mentary volume. In order to avoid this scenario, it is assumed that the volume is sufficiently small for this
situation to be rare. Another incompleteness is the situation where the edge “disappears”or is occluded from
one image to the next. This can be avoided by basic heuristics or by using robust statistics as will be shown
in following chapters. The next problem is how to choose one hypothesis over another.
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4.5.2 Likelihood Ratio Criterion

A likelihood ratio test is used as a decision criterion for choosing between these hypotheses. The likelihood
functions are evaluated using Gaussian distributions of mean c and variance σ2, as follows:

L0 = (2πσ2)−n/2
n∏

pi∈π;i=1

exp

(
− 1

2σ2
(fpi

− c0)
2

)
, (4.30)

where fpi
are the observed intensity values at points pi and n is the number of points.

L1 = (2πσ2)−(n1+n2)/2
n1∏

pj∈π1;j=1

exp

(
− 1

2σ2
(fpj

− c1)
2

)
.

n2∏

pk∈π2;k=1

exp

(
− 1

2σ2
(fpk

− c2)
2

)
, (4.31)

where fpj
and fpk

are the observed intensities at points in volumes π1 and π2 respectively.
In order to decide between hypotheses the log ratio is employed. The log ratio ξ of the likelihood

functions in equations (4.30) and (4.31) is given by:

ξ = ln
(L1

L0

)
, (4.32)

where this ratio depends on the parameter vector Θ = (φ1, . . . , φm, c0, c1, c2) and where φ represents the
geometry parameters of the surface patch and c the intensity distribution. When referring to the Figure 4.7,
it can be seen that the parameters θ and ψ characterize the surface patch, however, it will be shown in
Chapter 5 that θ does not need to be estimated as it is already known from the previous position of the
edge. The variance parameters σ2, at this point, are assumed constant and therefore do not appear in the
parameter vector. Moreover, as the sampled volume is rather small, it is reasonable to assume that second
order statistics are not applicable.

The resulting criterion for determining whether or not a local edge is present in the search area is given
by:

maxφmaxc1,c2minc0ξ(Θ) ≥ λ, (4.33)

where λ is a threshold criteria which also takes into account the variance σ2.
The likelihood ratio can be expanded as:

ξ(Θ) =
1

2σ2

n∑

i=1

(fpi
− c0)

2 − 1

2σ2

n1∑

j=1

(fpj
− c1)

2 − 1

2σ2

n2∑

k=1

(fpk
− c2)

2, (4.34)

where it is clear that the sum domain boundaries in terms two and three depend on the geometric parameters
φ, while the integrand depends on the image intensity values. Thus, it is not possible to obtain a closed form
solution to estimate an optimal parameter set and it is necessary to use predetermined configurations.

In order to obtain a closed form solution, a set of predetermined configurations {φg = 1, . . . , G} are
considered as already defined in Section 4.5. In summary, this involves pre-determining the likelihood masks
in the grid of discrete spatial angles θ and discrete temporal angles φ. This determination can, however, be
reduced to discrete spatial angles θ since all operators with a given spatial angle are the same along different
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temporal angles (i.e. along the normal of the contour at time t). Therefore, given these configurations, it is
possible to determine a set of optimal parameters c0, c1, c2 from the following relation:

∂ξ(φg, C)

∂cr
= 0, r = 0, 1, 2, (4.35)

where C = (c0, c1, c2).
This is evaluated as:

ĉ0 = 1
n

∑n
i=1 fpi

, ĉ1 = 1
n1

∑n1
j=1 fpj

, ĉ1 = 1
n2

∑n2
k=1 fpk

(4.36)

which is simply the mean of the intensity distribution within each respective volume.
This log-likelihood ratio criterion can be compared to Canny’s SNR decision criterion. In the numerator

of the SNR is the convolution of a step function with a Gaussian which is equivalent to the two Gaussian
hypotheses L1 with the same mean and variances. In the denominator of the SNR is a noise term based on
the Root Means Squared (RMS) error. This is comparable to the moving edge hypothesis of constant grey
level with Gaussian noise L0, however, in the latter case only the mean error is used. In this case, the main
difference is that the mean error relates to the a-posteriori probability of a false positive whereas the RMS
error relates to the a-posterior probability of a false negative [Trucco98].

4.5.3 Edge Mask Derivation

In this section, it will be explained how the log-likelihood ratio is transformed into a common mask convo-
lution which can be convolved with the edge normal in the image as given in [Bouthemy89]. This involves
re-writing the ratio given in equation 4.34 such that the mask coefficients are decoupled from the image
intensity value.

In a first step, expanding equation 4.34 gives:

ξ(Θ) = 1
2σ2

(∑n
i=1 f

2
pi
− 2

∑n
i=1 fpi

c0 +
∑n

i=1 c
2
0

−∑n1
j=1 f

2
pj

− 2
∑n1

j=1 fpj
c1 +

∑n1
j=1 c

2
1

−∑n2
k=1 f

2
pk

+ 2
∑n2

k=1 fpk
c2 −

∑n2
k=1 c

2
2

)
,

(4.37)

where this can be simplified by using the following observation:
n∑

i=1

f2
pi

=

n1∑

j=1

f2
pj

+

n2∑

k=1

f2
pk
, (4.38)

Considering the simplified version, equation (4.36) can be substituted into (4.37) to give:

ξ(Θ) =
1

2σ2

(
n1ĉ

2
1 + n2ĉ

2
2 − nĉ20

)
. (4.39)

Re-writing observation (4.38) using equation (4.36) as:

nc0 = n1c1 + n2c2, (4.40)

allows the mean c0, corresponding to hypothesis H0, to be eliminated from equation (4.39). After simple
algebraic development the coefficients and the intensity dependant means can be decoupled to give:

ξ(φg) =
n1n2

2(n1 + n2)σ2
(ĉ1 − ĉ2)

2 (4.41)
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Equation (4.41) can then be applied as a mask related directly to the intensity values by modifying the
likelihood function to be the square root of ξ:

ζ(φg) =

∣∣∣∣∣∣
∑

η∈M

ag
ηf%+η

∣∣∣∣∣∣
(4.42)

where f%+η is the intensity observed at each position %+η in M , where M is the set of points in the volume
π centered on the test position % along the edge normal.

From (4.36) and (4.41) the coefficients are determined as:

ag
η = 1

σ

(
n2

2n1(n1+n2)

)1/2
, if η ∈ π1

ag
η = − 1

σ

(
n1

2n2(n1+n2)

)1/2
, if η ∈ π2

(4.43)

so that a pair of masks can be pre-determined for each geometric configuration g of the planar patch.
From this it is possible to take into consideration two or more images in a sequence such that:

ζ(φg) =

∣∣∣∣∣∣

t2∑

t=t1

∑

η∈Mt

ag
ηf%+η

∣∣∣∣∣∣
(4.44)

where the sets Mt correspond to a volume which incorporates all previous volumes up until time t.
The test criterion then becomes:

max
φg

ζ(φg) ≥ λ, (4.45)

where the standard deviation is often considered to be merged into the test threshold λ.
A further refinement is taken into account which takes into consideration the grid structure of the image

(see Figure 4.8). A weighting factor is applied to the mask coefficients so that the area of a pixel belonging
to the volume π1 or π2 is considered. Therefore equation (4.43) becomes:

αrq
η = νt · ag

η, (4.46)

where rq represent a given configuration of θ, ψ and νt is a weighting factor given by:

νt =
|ε1 − ε2|
ε1 + ε2

, (4.47)

where ε1 and ε2 denote the area of a pixel belonging to volume π1 or π2 respectively.
In the original formulation [Bouthemy89], both the spatial orientation θ as well as the position of the

edge to the normal φwere sought. This required applying a set of masks at each pixel location corresponding
to a set of potential edge angles θ. In this case, to alleviate problems of computational costs, as well
as to take into account the fact that the angles must correspond to discrete image positions, only 4 or 6
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Figure 4.8: The weighting of mask values to compensate for the discrete geometry of pixels. π1 and π2 represent the
part of the image which corresponds to the two volumes in the spatio-temporal edge model. ε1 and ε2 correspond to
the area of each half of a pixel that is cut in two by a line.

angles were considered (i.e. θ ∈ {0o, 45o, 90o, 135o} or θ ∈ {0o, 30o, 60o, 90o, 120o, 150o}). In a later
implementation [Boukir98], global line parameters were estimated and it was possible to consider using the
same angle θ as the line from the previous image. In this case a 1D search was made along the normal to
the line, however, the normal directions were chosen to be discrete angles δ ∈ {0o, 45o, 90o, 135o} closest
to the angle θ meaning that any gain in precision was lost.

Similarly, in the implementation considered in this thesis, the spatial angle θ is assumed to be locally the
same as the angle of the projected contour using the previously estimated pose. However, in this thesis the
search angle is also considered to be much finer accuracy δ = 1o and the nearest pixel location corresponding
to positions along the normal are considered (see Figure 4.9). Points corresponding to new edge positions
are thus found by searching to the normal of the contour in subsequent images and applying a mask which
corresponds to the configuration of the planar patch. This is achieved without any extra computational cost
since the edge masks corresponding to different angles are calculated off-line and indexed in a look-up table
online. Furthermore, the closest pixel location along the true search direction is easy to compute. These
precisions greatly improve the accuracy and the reliability of the normal displacement.
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Figure 4.9: Search for a corresponding point in the current image using the moving edge algorithm. The points p1 to
pj are sampled along the line in 2D and a search is made along the normal (of angle δ) at discret pixel positions. A 2D
mask is applied at each of these locations and the likelihood of an edge being present is obtained up to a scale factor.
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4.6 Automatic Scale Selection and Uncertainty Propagation

In order to model the noise in the intensity measurements a Gaussian distribution has been used in equa-
tions (4.30) and (4.31). This distribution depends on an unknown value describing the variation σ 2 of the
data. The scale is defined here by the standard deviation σ of this intensity distribution. Even though the
previously described method merges scale into the threshold criterion, local edge information is strongly
dependent on this scale. Indeed, some level of image smoothing is needed so as to obtain good localization
properties as mentioned by Canny in the design of his detection and localization criteria. A precise value
of scale is particularly important when the magnitude of the signal is close to that of the noise. However,
many parts of an image differ and have varying levels of noise and types of edges. If the assumption is made
that the scale is constant everywhere, this can lead to failure. This section presents a method for automatic
selection of the scale for the detection of the low level 1-dimensional features described previously.

Previously, much research has been invested into finding a solution to the problem of scale. The coordi-
nate system related to scale is known in the literature as scale space [Witkin83]. It was proven in [Babaud86]
that when 1D signals are smoothed with a Gaussian filter, it is the only filter for which the zero-crossings
of the second derivatives disappear when moving from fine to coarse scale but new ones are never created,
thus making it possible to track zero-crossings across a range of scales. More importantly, this unique
property means that no image features are created and image integrity and information is maintained under
filtering operations. In [Schunck87], an algorithm based on Canny’s edge detector is introduced for detec-
tion across multiple scales. Edges are first detected at multiple scales. The edges obtained with a larger
scale filter then correspond to major edges while edges obtained with decreasing scale contain an increas-
ing number of edges. Edge strengths are then analyzed by their cumulative detection likelihood across all
scales. [Bergholm87] proposes the notion of edge focusing whereby edge detection is performed using adap-
tive thresholding. This is aimed at counter-balancing the blurring effect of Gaussian smoothing by tracking
an edge across scales, thus, finding a good balance between detection and localization. In Figure 4.10, the
effect of changing the scale can be observed. The results have been obtained from the micro-controller
image shown in Figure 4.5(a).

Since the early research on automatic scale estimation many solutions have been proposed. More re-
cently, Lindeberg [Lindeberg98] proposed a framework based on two edge strength criteria:

Gγ−normL = σ2(L2
x + L2

y), (4.48)

Tγ−normL = σ3(L3
xLxxx + L3

yLyyy + 3L2
xLyLxxy + 3LxL

2
yLxyy, (4.49)

where the scale space representation L is obtained from a Gaussian convolution of variance σ with the
image, and γ is used to tune the selection process by varying the diffusion of the edge. Equation (4.48)
represents the gradient magnitude while equation (4.49) is related to the sign of an edge. This definition of
an edge combines sign, magnitude, scale and γ. Scale is then determined by maximizing with respect to
scale. The downside of this method is that it is necessary to choose discrete scales and is computationally
inefficient due to the need to compute higher order derivatives.

In [Elder98], the emphasis is made on edge diffuseness. This approach is local and it is argued that it is
not possible to determine the importance of edges at a low level. A local scale control algorithm is proposed
which detects all edges over a broad range of contrast and blur. The algorithm requires no parameters except
for the second moment of the sensor noise. The idea is based on selecting the minimum reliable scale at
which the possibility of detecting edges is below a specified tolerance. The blur information has been shown
to be related to the depth map.
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(a) (b) (c)

(d) (e) (f)

(g) (h) (i)

Figure 4.10: The output of an a edge filter convolved with the micro-controller image in a cluttered scene. The first row
is based on the Deriche-Canny edge filter with scale values of α = 0.1, 0.5 and 1 respectively for (a,b) and (c). The
second row is based on the basic Canny gradient filter with scale values of σ = 1, 0.5 and 0.1 respectively for (d,e)
and (f). The third row is based on the oriented moving edge detector applied to a single image. The edge is orientated
horizontally and various scale values of σ = 1, 0.5 and 0.1 respectively. This edge tracker is, however, designed to
be applied between two images and only the spatial component shown here. The effect of an oriented detector can
be seen and it can be noted that no thinning has been performed on the edges. Overall it can be noted that various
contours that make up the micro-controller have different scales. These differences in scale are essentially due to
internal object edges vs the external contour of the object. The code used to provide the results for the Deriche-Canny
edge detector is reported in [Monga91].
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Another recent approach involves making use of the heat equation and the convolution of a Gaussian
filter with the image. The scale is considered as the time component in the traditional heat equation. The
linear heat equation eliminates noise via diffusion, however, it also blurs the edges isotropically. [Perona90]
propose a solution to this problem by using a multi-scale image representation based on anisotropic diffu-
sion. This is achieved by making the diffusion coefficient in the heat equation a function of space and scale.
In other words the diffusion coefficient is made to vary with the image gradient leading to spatially adaptive
smoothing which tends to preserve the location of edges across scale. The papers mentioned here as well
as [Basu02] provide a more in depth survey of these different techniques.

The method proposed in this section is a simpler method which aims to take advantage of higher level
estimation introduced in the following chapters. It can be considered as similar to [Kollnig95] where a
global CAD model is estimated directly from image intensity values avoiding the need for edge detection
and threshold selection. In this case and the case presented in Chapter 3, a known CAD model is available
with a known object size and shape. The method proposed here, therefore involves propagating the low level
uncertainty and scale to the higher level estimation process. At the higher level, robust decision methods
are then used to locally adapt the scale and uncertainty of the features simultaneously according to their
agreement with the global model.

The local Moving Edges method described previously determines points along the normal of a contour
using a maximum likelihood approach. The decision as to whether or not a spatio-temporal edge exists is
made by thresholding the local likelihood value. ζj∗ is chosen to be an edge providing that it is greater than
a threshold λ. This threshold is usually chosen manually and it depends on both:

• the likelihood of a particular spatio-temporal configuration denoted γ,

• the scale σ of the Gaussian which is related to the size of the mask being applied.

Therefore equation (4.45) can be rewritten as:

maxφg
ζ(φg) ≥ γσ, (4.50)

Since the scale and the threshold are a priori unknown and need to be chosen manually for different
situations, it is preferable to have an automatic method for estimating this. A method is presented here
to propagate the local likelihood and scale of the points to the global likelihood of the pose. The global
uncertainty will be introduced in chapter 6.

This involves directly relating the global measure of uncertainty to each local measure of scale and
uncertainty ζj(φg, σ, γ). For the moment consider the global uncertainty and the local uncertainty as a
weighting factor. Let the local weighting factor be defined as wζj

∈ [0, 1], corresponding to each test site j.
The local weighting factor is defined by a normalized value of uncertainty:

wζj
=
maxφg

ζφg

maxjζj
, (4.51)

where ζφg
is a local maximum likelihood at a particular test site to the normal of the contour and maxjζj

is the maximum likelihood amongst all the edge points detected. Note also that it is still necessary to verify
that the maximum likelihood is not close to zero.

This has the effect of giving the most certainty to strong contours in terms of the local likelihood. When
combined with the global estimation of uncertainty, the statistical technique employed effectively decides
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upon acceptance or rejection of a particular hypothesis. In other words, the global estimation decides upon
which correspondences should be kept instead of a manually chosen threshold. This is advantageous when
different scenes are considered along with different size masks or scenes with edges of different scales. In
fact, the global estimation can be shown to estimate the scale of the contour via robust scale estimation,
while the decision threshold remains constant. If this is the case the weighting factor can be considered as a
normalized estimate of the scale.

Several methods in the literature such as [Drummond02] suggest choosing the closest likelihood in the
search path that is above a certain threshold. This has the advantage of being more efficient because it is
not necessary to consider the remaining sites once an edge has been detected. The disadvantage is that a
manually chosen threshold is needed. In this case the automatic scale estimation and uncertainty propagation
cannot be used. If multiple edges exist within the search path this method may fail. In particular, it will
fail if the wrong edge is closer that the actual edge which is often the case when and edge is appearing
from a self-occlusion. Another possibility is to choose the closest maxima in the search path. In this case no
threshold is needed but the multiple edge problem remains. This method is also extremely sensitive to noise.
Thus, if the SNR ratio is small this leads to imprecise localization. This type of method would be better
adapted to the zero-crossing of the Laplacian, however, this is also more sensitive to noise than the gradient.
A third method involves choosing the maximum likelihood in the search path. This has the advantage of
not needing a manually chosen threshold. Furthermore, this works well if the contours of the object are
well defined, however, if there are multiple edges in the search path the strongest edge will be chosen. In
practice, this method is used, however, ideally it would be interesting to consider multiple hypotheses at the
global estimation level as has been considered in [Vacchetti04a].

4.7 Results

In this section, several basic results are presented. The technical implementation of the Moving Edge method
and experiments carried out in different scenarios have allowed to refine the algorithm. In particular, several
subtle differences will be made showing that the algorithm needs to be adapted to the problem.

4.7.1 Oriented Edges

In figure 4.11(a) and (b), a close up view of two typical edges is given. It can be seen that this type of edge
closely fits the planar patch model whereby two regions of constant intensity exist either side of the edge.
When the Moving edge mask is applied to these edges with the same orientation (see Figure 4.11(c) and (d))
a clear response is given and a single maximum exists in the search path corresponding to the edge. Indeed
the orientation of the filter has a large impact on the robustness of the results. In Figure 4.12 masks with
different orientations have been applied to the micro-controller image. In this case it can be seen that badly
oriented edges are easily avoided.

4.7.2 Search to the Normal

The Moving Edge detector is applied between two subsequent images of a sequence. In Figure 4.13 several
objects with known CAD models are considered. The object’s projected contour is shown in blue. A search
is performed to the normal of the contour in the image, indicated in red.

While this is beneficial for obtaining 1D computational efficiency, it also has several drawbacks. In par-
ticular, no one-to-one correspondence exists from one image to the next. In this case the information needs
to be modeled as a point-to-contour type feature. This will be investigated further in following chapters.
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Figure 4.11: A blown up view of two real edges (a) and (b) taken from the bottom part of the micro-controller shown in
Figure 4.5(a). In (c) and (d) the likelihood values corresponding to these test sites are given along the normal to the
contour. The mask size used was 6 × 6 and the contour was searched 5 pixels either side of the initial position.

(a) (b) (c)

Figure 4.12: Different spatial Moving Edge mask orientations applied to the micro-controller in Figure 4.5(a). (a) a
horizontal mask, (b) a vertical mask and (c) a diagonal mask. It can be seen that the masks are quite selective on the
orientation of the contour.
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(a) (b)

(c) (d)

Figure 4.13: A search for a corresponding edge in an image with starting from the previously known position. (a) the
micro-controller sequence, (b) the door sequence, (c) the entrance at IRISA and (d) an outdoor air-conditioner. Note
that the search path is marked in red while the model contour are drawn in blue.
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The drawback of this is in the implementation of equation (4.44) which takes into account the temporal
nature of the contour. In this equation it is made clear that the temporal components are separable so that
the likelihood equation between two subsequent images can be re-written as:

ζ(φg) =

∣∣∣∣∣∣
∑

η∈Mt0

ag
ηf%+η +

∑

η∈Mt

ag
ηf%+η

∣∣∣∣∣∣
(4.52)

where the left term is the mask applied at t0 and the right at time t.
In order to evaluate this equation it is necessary to have a one-to-one correspondence between images.

This is of particular importance at corners or on textured objects where the matching of a point at t0 to
another point nearby at time t is flagrant.

In this case the solution is to re-apply the mask convolution after the estimation of the object position. In
this way there is a one-to-one mapping of the edge point between t0 and t1. The downside of this is the fact
that the computational cost is doubled. The effect of this was performed experimentally and no significant
improvement was obtained out of the temporal component across one image. If more than one image is
considered the bias introduced by assuming that a one-to-many correspondence is actually one-to-one is
extremely important. Furthermore, the computational cost is no longer feasible in real-time.

4.7.3 Contrast Criterion

In the original formulation, apart from the test criterion given in (4.44), another double inequality criterion
is usually added in practice to test for large swings in contrast:

µ1 ≤
∣∣∣∣
ζt(φ)

ζt0(φ)

∣∣∣∣ ≤ µ2, (4.53)

where µ1 and µ2 are two predetermined thresholds.
After experiments were performed using this original criterion it was observed to fail in real scenarios.

In fact, even though the criteria is designed to be both invariant to illumination changes and to reject large
swings of contrast, it can be shown that in a real scene large and instantaneous changes of contrast occur
frequently if the object is moving through the environment. For illustrative purposes consider a white object
over a black background at time t0 which moves to a new position with a grey background at time t1(Refer
to Figure 4.14). In this case the likelihood can be taken as being at maximum with ζt0(φ) = 1 and at the
second time instant can be considered to have half the likelihood with ζt(φ) = 0.5. In this case, it would
therefore be necessary to have µ2 > 2 so that this valid transition is not rejected. Furthermore, it can be
shown that as the grey background approaches a likelihood of 0 (i.e. a weak contour) the contrast approaches
infinity meaning that the required value of µ2 → ∞ approaches infinity. Of course the inverse scenario is
also true for µ1 → 0 (i.e. white object on the grey background moving towards the black). Therefore it
can be said that criterion (4.53) does not add any valuable assumptions in many real world target tracking
scenarios. This is particularly relevant in environments with a cluttered background or textured backgrounds.
It can be said that this scenario is mainly relevant the external contour of the object, however, it can be
noted that severe shadows or specular reflection may also interfere with inter-object contours. On the other
hand, if pure camera motion is observed and the environment remains static then the assumption of contrast
continuity is much more relevant. Even though a full range of contrasts can potentially occur in a real
scene, a compromise could be made between temporal continuity and extreme contrast swings by choosing
µ1 = 0.5 and µ2 = 2. Unfortunately, this does not account for all edge configurations. Therefore, the use
of this criterion is considered to be better suited to under-constrained systems where little other a priori
information is available, such as a CAD model in the case of this thesis.
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Figure 4.14: Search for a corresponding point in the current image using the moving edge algorithm.

4.8 Conclusion and Perspectives

Although low level feature analysis has been the object of much study throughout the past, much more work
remains to fully take advantage of forward and backward propagation of information between high and low
levels. Treating this aspect more thoroughly may result in more general methods to solve many of the open
problems.

Amongst those problems which remain open include:

1. How to treat the occurrence of more than one edge in the search path.

2. Only "step" edges are considered and more complex edges are potentially intractable.

3. While methods are shown to obey the given model, robustness under the influence of external influ-
ence has not been considered.

More particularly, the first problem makes reference to the occurrence of multiple edges in the search
path. At present this is avoided by assuming that the search path is sufficiently small to contain only one
edge and that the edge must have the same orientation. It is clear, however, that this is a limiting factor on
the observable displacement magnitude and subsequently hinders the maximum speed with which an object
can be tracked in the image (apart from the physical video cadence limitation). Several solutions to this are
foreseeable:

• Particle Filters - [Isard98a, Isard98b, Doucet00, Doucet01] particle filters provide a means of main-
taining multiple hypotheses simultaneously. In the case of low level tracking this could be employed
to keep track of multiple edge hypotheses during the pose estimation and dynamically selecting the
best hypothesis.

• Bayesian decision tree - [Ricquebourg97, Ricquebourg00] implemented a Markov formulation which
takes into consideration local constraints such as local smoothness linked to an energy function.

• Robust estimators - The use of multiple robust functions that can be used to selection a single
edge [Vacchetti04a].

• Inference - It could be possible to consider more hypothesis by using MML to infer a Mixture Model
of many sources of intensity variation, including multiple edges.
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Of course the choice of such a method would necessitate to take into account many performance criteria
including computational efficiency, and discontinuity problems such as when two edges appear from one or
vice versa.

The second point points out the fact that many different types of surfaces and edges exist in a real image.
In the literature many different types of edges have been considered including roof edges or curved edges.
The conclusion in the studies presented in this paper came to the conclusion that the step edge was the most
general form and could take into account different types of edges easily. Furthermore, it has been shown
that it is possible to separate one dimensional component for this type of edges. Even so, if more estimation
precision is needed this becomes an important factor. Indeed, if a model of the object already exist, as will
be proposed in the following chapter, this type of model could also be a priori known. Otherwise, it could
be possible to extend the set of test hypotheses so that different types of edges could be inferred.

The third point consists in taking into consideration the 3D nature of the environment. In particular
many real dynamic and moving environments involve the occlusion of edges or illumination conditions
which saturate the image intensity at given location. A possible solution could involve exploiting the full
extent of the information available in an image stream such as color [Comaniciu02] or texture. This would
also require some sort of framework similar to those mentioned previously which can handle multiple cue
fusion [Moreno-Noguer04].

As has been shown in Chapter 3, the inclusion of global three dimensional estimation allows for use
of low level information within a global model. The following chapter will complete the description of
the pose estimator by showing how local contour information is used within the global estimation process.
Furthermore, Chapter 6 will introduce robust statistics into the global estimation problem allowing to handle
a large majority of these difficulties including multiple edges, occlusion and saturation.
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CHAPTER 5

1D-3D Interaction Model

5.1 Introduction

Now that the foundations of rigid-body dynamics, image formation and low level feature extraction have
been laid, this chapter will address the cohesion of these concepts into a fully fledged real-time 3D pose
estimation algorithm. At the core of the pose estimation algorithm is the interaction between the movement
of 1D distance features in the image and the movement of the camera and object relative to one another in
3D.

The overall model can therefore be summarized as being composed of:

• a 3D spatio-temporal model,

• a pinhole camera model,

• a low level edge illumination model,

• a general class of parametric 3D rigid object models,

where the velocity twist model will relate the camera to a 3D parametric object while the camera model will
transform the 3D metric coordinates into image coordinates.

Subsequently, the interaction between the movement of the low level search features and a more global
3D model of the object and camera will be derived in this chapter.

5.2 Literature Review

Although the review of different objective functions and visual features has been largely covered in the
previous chapters, a short, yet more focused review is given here on the interaction matrix. The interaction
between features in the image and the 3D pose between an object and a camera is defined by a matrix which
maps the image features to a six-dimensional configuration space, known as a twist vector, as described in
Chapter 2. This matrix can be determined in many different ways depending mainly on the type of visual
information used, as well as the different approximations made in defining it.
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In summary, the most common features used for pose calculation include points [Horaud89, Haralick89,
Dementhon95], segments [Dhome89, Deriche90, Gennery92, Marchand99a]. Common volumetric fea-
tures considered for pose estimation include conics [Safaee-Rad92, De Ma93], cylinders [Dhome90], super-
quadrics [Borges96] and generalized cylinders [Liu93, Zerroug95]. More complex objects have been con-
sidered by using the polar signature or Fourier Transform of a planar contour [Collewet02], using conformal
geometric algebra [Rosenhahn05], or using a moment-based approach [Chaumette02b, Tahri05]. The in-
teraction matrix is then determined analytically from the different parametric equations. The difficultly of
using greater order visual features is that they require a complex and costly segmentation step which is often
side-stepped by using markers. Furthermore, this complex segmentation phase remains very sensitive to
noise in the image as well as the complex 3D configuration of the environment. Even so, one of the interests
of a moment-based approach is that it allows pose estimation from a correspondence between a single image
feature and the entire object. In this way the expensive correspondence problem is avoided. Furthermore
it has been shown to be stable and globally convergent in front of the image plane which also means this
technique is well adapted to the object recognition problem.

Other techniques have been proposed which avoid the complex segmentation problem by working di-
rectly with the image intensities. A common method, based on appearance [Murase93, Nayar94, Murase95],
relies on principal component analysis where the coefficients corresponding to the largest Eigen Vectors are
selected as image features. The interaction matrix is then learnt by generating movements using each de-
gree of freedom separately and observing the corresponding movement of the features in the image. This
type of representation is useful for visual features of complex objects such as in the case of face recog-
nition [Pentland94]. These methods have also been applied to robot vision [Deguchi96, Nayar96b] for
approximating the interaction matrix. The principal advantage of learning the interaction matrix is that the
complex modeling phase is avoided. Therefore it becomes rapidly possible to take into account complex
environments. Furthermore, this approach is reasonably robust to changes in the environment which often
only have a small effect on the principal components. The disadvantage is, however, that it remains im-
possible to prove the stability of the system and the behavior remains unpredictable and approximate. The
modeling phase also remains in the form of teaching methods which need to be devised carefully so as to
minimize introducing error into the learnt matrix.

A second group of methods is based on modeling the geometric nature of the visual information.
It is also possible to learn the interaction matrix corresponding to a particular geometric feature. This
can be achieved via purely numerical estimation of entries in the interaction matrix [Weiss87, Suh93,
Wells96, Hosoda94] and [Jägersand97]. Methods that estimate parameters in an off-line learning stage
include [Weiss87, Ruf99a] and using a batch technique [Lapresté04]. It is also possible to use neural
networks [Suh93, Wells96]. Another approach is to continually estimate and update the estimation on-
line [Kinoshita94, Hosoda94, Boukir93, Chaumette96, Jägersand97]. Amongst these methods there are
those which provide an analytical geometric relationship between parametric models of visual information
and the 3D pose of the camera with respect to objects in the scene and then only estimate the unknown
parameters. These parameters can be the pose parameters [Chaumette90, Espiau92], the intrinsic camera
parameters [Kinoshita94, Marchand01, Marchand02a], the depth parameters [Chaumette96] or articulated
object parameters [Ruf99a]. The advantage of the analytic approach is therefore that it is more precise and it
is possible to analyze closely the stability and convergence characteristics. Nevertheless, it remains difficult
to model increasing complexity of objects and their interaction in a general manner.

Considering both the approach based on image intensities and the geometric approach, in [Hager98a] a
parametric model of geometry and illumination is minimized. This method is robust and learns its image
Jacobian from a template image which is compared to the current image and related by affine deformations
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of the image. This belongs to a class of correlation based methods and in this case the Sum of Squared
Difference is used to minimize an objective function between templates. This approach, however, is limited
to 2D templates. In [Jurie01, Jurie02] several templates of a 3D object are employed to overcome these
problems. Another method has been presented in [Kollnig95] where the pose of a vehicle is estimated
by directly matching a polyhedral vehicle model to image gradients without an edge segment extraction
process. In this work a synthetic gradient image is compared to the actual image intensity gradient of the
current frame using a MAP pose estimation process. As it turns out, this method is nearly equivalent to
using facet based edge detector, however, the notion of directly using image intensities inspires a continuous
estimation process.

With regard to the complexity of the object model, in practical terms the tendency in the computer
graphics literature is towards local approximations which provide an efficient representation without added
complexity. The advantage of an analytical derivation being that it is both more precise and allows one to
obtain a convergence proof.

5.2.1 Lie group formulation of a distance feature

A recent method has been proposed by Drummond and Cipolla [Drummond02] which is relevant to the
method proposed in this thesis. In this work, the velocity field is defined from Lie Group generators
which are projected in the direction of the contour normal so as to represent different rigid motion pa-
rameters as components of a distance (see Figure 5.1). An introduction to Lie groups and Lie algebra
is given in [Varadarajan74, Sattinger86] and the application of Lie Algebras to visual servoing is given
in [Drummond00a].
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Figure 5.1: Computing the generator fields

For the simple case of a point in 3D, a projection matrix is defined from the intrinsic camera parameters
homogeneous transformation matrix K, given in equation (3.9), and the extrinsic pose parameters homoge-
neous pose transformation matrix M, given in equation (2.13) and the homogeneous transformation matrix
F, given in equation (3.4). Combining both these matrices, the image coordinates of a 3D point are then
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given by:


u
v
1


 =

1

Z
KFM




X
Y
Z
1


 , (5.1)

where these transformation matrices have been discussed in detail in Chapters 2 and 3.
In order to perform pose estimation, the derivative of SE(3) corresponding to the tangent velocity vector

space or Lie Algebra is considered. The 4 × 4 basis matrices of the Lie Algebra are used explicitly. These
basis matrices are called generators and are chosen in a standard way to represent translations in the x, y
and z directions along with rotations around the x, y and z axes. These six generators are given as:

G1 =




0 0 0 1
0 0 0 0
0 0 0 0
0 0 0 0


 , G2 =




0 0 0 0
0 0 0 1
0 0 0 0
0 0 0 0


 ,

G3 =




0 0 0 0
0 0 0 0
0 0 0 1
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 , G4 =




0 0 0 0
0 0 −1 0
0 1 0 0
0 0 0 0


 ,

G5 =




0 0 1 0
0 0 0 0
−1 0 0 0
0 0 0 0


 , G6 =




0 −1 0 0
1 0 0 0
0 0 0 0
0 0 0 0


 ,

(5.2)

The Lie Group of displacements is related to the Lie Algebra of velocities via the exponential map given
in equation (2.59), so that:

M = exp(αiGi), (5.3)

where M is the homogeneous form of the pose given in (2.13) and each αi corresponds to an element of the
kinematic screw or twist representing the inter-frame transformations. The motion in the image is related
to the twist in 3D by taking the partial derivative of projective image coordinates with respect to the i th
generating motion:
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Taking the derivative of the perspective projection of a point leads to the motion of a point in the image
as:
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Note that this notation has been kept consistent with [Drummond02] and the derivation of its matrix form
will be reconsidered in more detail in the next section. Furthermore, it will be shown in the next section that
this equation is fundamental to the study of more complex geometric features.
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Continuing with the determination of the inter-frame movement, the different generating motions are
projected in the direction of the normal of the contour as:

fi = li.n̂, (5.6)

where n̂ is the normal direction.

5.3 Interaction Matrices

Definition:
The interaction matrix Ls ∈ R

n×m represents the projection of a m-dimensional velocity field, related to the
pose between a camera and the scene, onto a n-dimensional velocity field in the image. In this way each row
of the interaction matrix relates the 3D configuration between a camera and a three-dimensional primitive to
its corresponding visual information s. Moreover, this matrix relates the measurements in then image to the
3D movement in the scene.

As mentioned in Section 5.2, there are two general methods for determining an interaction matrix for
any type of image feature. The first way is to solve for it numerically by using learning techniques and
the second is to derive it analytically and estimate unknown parameters. In this thesis, preference is given
to the analytical derivation due to its known and accurate representation of the interaction between the
image feature velocities and 3D rigid body velocities. Furthermore, an analytical derivation also allows
one to analyze convergence and stability characteristics related to different feature configurations as well as
difference scene configurations.

As will be shown, all interaction matrices can be derived by reusing the simplest interaction matrix,
being that of a point. This central interaction matrix is founded on the twist model between coordinate
frames combined with the perspective projection model. The interaction matrix is therefore based on the
perspective projection of twist velocities. This projection matrix is at the heart of the interaction between the
2D image primitives and the 3D image primitives due to the fact that 2D image measurements are inherent in
the physical camera sensor and 3D primitives are based on geometric properties of Special Euclidean space.

Although a general formalism has been provided for determining an interaction matrix for any type
of visual feature [Chaumette90, Espiau92], up until recently derivations have only been given for visual
features which have a dimension greater than or equal to 2 (i.e. d ≥ 2). Even so, one dimensional features
have been considered by using a single parameter from a higher dimensional visual feature such as the x
or y coordinate of a point or the center of gravity. More recently, moment based features have provided
the basis for one-dimensional visual features such as the area of a planar object [Tahri03, Chaumette04].
In this chapter, the formalism will be used to derive an interaction matrix for various one-dimensional type
distance primitives (d = 1) related to the projection of 3D contours. In particular, the case of a point-
to-ellipse distance is analyzed in detail and the algebraic as well as geometric distances are considered.
The use of distance features allows for new many-to-one mapping of feature correspondences, where the
corresponding feature parameters φ are considered in equation (5.15). This mapping is one of the major
differences with traditional methods, where one-to-one mappings were previously considered, such as the
case of a point-to-point or line-to-line correspondence. In these cases it was necessary to estimate local
feature parameters before estimating global parameters therefore creating an inefficient two step process. In
this thesis, many to one feature correspondences are considered for various types of contours so as to provide
a distance-to-contour type minimization equation. The advantages of distance features are described in the
following paragraph.
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The remainder of this section describes the derivation of distance interaction matrices between any
projected contour of a rigid 3D object and multiple corresponding points in the image. A 3D object is
defined by a collection of piecewise parametric equations. Distance primitives are advantageous for many
reasons, including:

1. They are computationally efficient due to a one-dimensional search for correspondences in the image.

2. They exhibit a high level of precision and accuracy due to the simultaneous consideration of all the
distances corresponding to a complex 3D object in a non-linear framework.

3. They can be easily compared to one another in order to obtain robust statistical information.

Moreover, a distance feature is considered as a scalar quantity representing an error in the image between
local point features obtained from a fast image processing step and the contours of a more global CAD
model. It is important to note, however, that a point found normal to a contour is nothing more than a
scalar quantity, even if it is considered as a point. This is because the point has been found to the normal
of the contour and a one-to-many correspondence exists. In other words, no two-dimensional information
is known. The desired value of the distance is equal to zero unlike the case of one-to-one type interaction
matrices. Furthermore, by estimating the entire pose simultaneously, intermediate estimation of features
such as lines or ellipses (as was done previously in [Lowe92, Marchand99b]) can be avoided. All distances
are then treated according to their corresponding contour.

The general derivation of the interaction matrix starts by reconsidering the simple case of a point in 3D.
Thus, consider the homogeneous 3D point P̄ already expressed in the camera frame Fc so that no extrinsic
transformation is required. The perspective projection of the point is performed as in equation (3.4) and the
relative motion between a point and the camera is defined in equation (2.13) leading to:

p̄ =
1

Z
FP̄. (5.7)

where the homogeneous transformation matrix F has been given in equation (3.4) on page 66.
The relative motion between a point P and the camera as defined in equation (2.31) is:

˙̄P = [v]∧P̄, (5.8)

where v = (υ,ω) is the velocity twist vector that is transformed into a homogeneous matrix by the operator
[.]∧ and where υ = (υx, υy, υz) is the translational component of the velocity vector and ω = (ωx, ωy, ωz)
the angular velocity.

If equation (5.8) is expanded into components this gives:

Ṗx = −υx − ωyZ + ωzY,

Ṗy = −υy − ωzX + ωxZ,

Ṗz = −υz − ωxY + ωyX.

(5.9)

To obtain the relationship between the velocity of the 3D point P and the velocity of a point p in the
image (as was mentioned briefly in equation (5.5)), the time derivative of equation (5.7) using the quotient
rule gives the motion field:

ṡp =
ZṖ− υzP

Z2
, (5.10)
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where the focal distance is assumed to be f = 1 so that ṡp = (ṡx, ṡy) in expanded form is:

ṡx = vzx−vx

Z − ωy + ωzy + ωxxy − ωyx
2,

ṡy =
vzy−vy

Z + ωx − ωzx− ωxxy − ωyx
2 (5.11)

and in matrix form is written as:
ṡ = Lpv. (5.12)

Finally, the interaction matrix Lp for a point is:

Lp =

[
−Z−1 0 xZ−1 xy −(1 + x2) y

0 −Z−1 yZ−1 1 + y2 −xy −x

]
, (5.13)

which provides the fundamental interaction between the movement of a point in the image and the movement
of the pose between the camera and the object. As will be shown, this forms the fundamental relation for
deriving many different interaction matrices for various types of geometric features.

5.4 Generalized Interaction Matrix

This section is concerned with calculating the interaction matrix Ls for any kind of three-dimensional geo-
metrical primitive of the object and a corresponding point in the image.

Indeed, in classical image-based techniques [Chaumette90, Espiau92, Chaumette00], a general frame-
work exists to analytically compute Ls. Using this framework, visual servoing tasks have been demonstrated
which implement various types of image information including points, lines, circles, quadratics, etc...

Definitions
The general derivation of the interaction matrix for any type of geometric primitive is based on the 3D object
representation already given generally in equation (3.13) combined with the definition of the following
equations:

• Visible Contour Parametrization

This equation is based on the intersection of the line of sight between the image plane and the visible
parts of the contour. The visible part of the contour must therefore be defined by a parametric equation
of the form:

µ(x, y,Φ) = Z, (5.14)

where p = (x, y) is a 2D point and the existence of a unique function around Po is ensured by the
implicit function theorem.
In the case of planar features, this parametric equation can be found by the intersection of a plane
passing through the origin of the object coordinate system and parallel to the image plane. On the
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other hand, if volumetric objects are considered, it is important to take into account and self-occlusion
of the object. In this case the corresponding visible contour is referred to as the limb surface. In
the planar case, consider, for example, a three-dimensional line defined by the intersection of two
three-dimensional planes h1 and h2. In this case, the corresponding visibility of equation µ can be
derived directly from either the two corresponding parametric 3D equations h1 or h2 since the feature
is always visible. In the case of a three-dimensional primitive it is necessary to determine its limb
surface or contour in the image such as in the case of cylinder.

Assumption: Here the important assumption is made that there is no other source of occlusion other
than in the case of the limb surface for a geometric object. However, as mentioned in Chapter 3, various
piecewise features can be combined together to create a more complex object. However, in this case it is
also necessary to take these different components in the calculation of ’visible’ piecewise contours and
limb surfaces. In this way self occlusions are effectively handled by the use of well known Hidden Surface
Removal (HSR) techniques such as Back Face Culling, Binary Space Partition Trees or ray-tracing(see
Appendix B.1).

• Two-dimensional Contour Parametrization

A parametric function describing the contour of the 3D object projected onto the image plane:

g(x, y, φ) = 0, (5.15)

where φ = (φ1, . . . , φm) are m parameters describing the projected contour of the object.

Assumption: In this equation the assumption is made that it uniquely parameterizes the two-dimensional
primitive. For example, in the case of a line it is necessary to define a direction of the line in order to obtain
a unique parametrization.

5.4.1 General Interaction Matrix Derivation

From this general set of equations it is possible to derive the general interaction matrix by first differentiating
a primitive s with respect to time, where its relation to the parameters is given by a function s = f(φ). Given
the definition of equation (5.15), for a general primitive s in the image, it is possible to start deriving the
general interaction matrix. First derive the 2D primitive according to (3.31) with respect to time as follows:

∂s

dt
=

∂s

∂φ

∂φ

∂r

∂r

dt
, (5.16)

where the 2D primitive depends on the 2D parameters φ, which subsequently depends on the pose r and
which finally depends on time t.

Differentiation of (5.15) gives:

∂g

∂φ
(p,φ)φ̇ = − ∂g

∂p
(p,φ)ṗ. (5.17)
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Here the well known optical flow equation is found on the right hand side which is directly related to the
interaction matrix of a point (5.13). In other words, the generalized interaction matrix is based on the point
interaction matrix.

Substituting the corresponding interaction matrix for ṗ, into equation (5.17), gives:

∂g

∂φ
(p,φ)φ̇ = − ∂g

∂p
(p,φ)Ls(p, Z)v. (5.18)

The perspective projection of the feature parameters is done by substituting equation (5.14) into the
interaction matrix for a point from equation (5.13) giving equation (5.18):

∂g

∂φ
(p,φ)φ̇ = − ∂g

∂p
(p,φ)Ls(p,Φ)v. (5.19)

This equation is then solved explicitly for particular primitives, or alternatively, it is possible to solve this
by identification [Chaumette90, Espiau92].

5.5 Point-to-Line Distance

In this section, the most simple 1D feature will be considered before looking at more complex features. Since
the technique presented here is based on efficient 1D searches, the most simple feature that can be considered
is the distance between a corresponding point and the projection of a 3D model line in the image. The line
is then sampled in 2D and a 1D search is made to the normal of the line. In Figure 5.2 p is the desired point
feature position and l is the current line feature position. If the aperture problem [Bouthemy89] is present
then the distance between p and l is characterized by the distance perpendicular to the segment. In other
words the distance parallel to the segment does not hold any useful information unless a correspondence
exists between a point on the segment and p.
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Figure 5.2: Distance of a point normal to a segment
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5.5.1 Definition

To derive the interaction matrix for a point-to-line distance, the 3D configuration is considered as a line and
its 2D configuration is considered as a distance.

For the 3D configuration a line can be represented as the intersection of two planes:

hl1(P,Φl1) = A1X +B1Y + C1Z +D1 = 0,
hl2(P,Φl2) = A2X +B2Y + C2Z = 0,

(5.20)

where Φl1 = (A1, B1, C1, D1) and Φl2 = (A2, B2, C2). The configuration of the line is then hl(P,Φl) =
(hl1(P,Φl1), hl2(P,Φl2)). This parameterizations is not minimal, however, it allows complete description
of a line in 3D.

Since this is essentially a two-dimensional or planar primitive the visibility equation (5.14) is trivial and
can be obtained from hl1 as:

1

Z
= αx+ βy + γ, (5.21)

where α = −A1D
−1
1 , β = −B1D

−1
1 and γ = −C1D

−1
1 . The degenerate case of the projection of a line to

a point in the image(D1 = 0) is excluded.
The perspective projection equation (5.7) applies directly to hl1 and is used to obtain the perspective

projection for a line giving:
gl1(p,φl1) = ax+ by + c = 0, (5.22)

where a = A2, b = B2 and c = C2.
Given that the parametrization (a, b, c) is not minimal, the corresponding representation (ρ, θ) is chosen

as (see Figure 5.2):
gl2(p,φl2) = x cos θ + y sin θ − ρ = 0,∀(x, y) ∈ sl, (5.23)

where θ = arctan(ba−1) and ρ = −c(a2 + b2)−1/2.
Since the 2D configuration is a distance, the 2D configuration is defined as the perpendicular distance

between a point and a line. This is achieved by considering the corresponding point found normal to the line,
as belonging to a second straight line, with the same orientation as the projected contour(see Figure 5.2).
As will be shown, the interaction matrix is subsequently derived from an interaction matrix between two
lines, where one line is the current segment of the model and the other is a line going through p and running
parallel to l. The 2D configuration is determined as:

gdl(p,φdl) = (ρ− ρ∗) − dl = 0, (5.24)

where ρ∗ is the distance from the origin to the point found normal to the contour. This can be expanded by
considering that both ρ and ρ∗ have the same orientation:

gdl(p,φdl) = (ρ− (x∗ cos θ + y∗ sin θ)) − dl = 0. (5.25)

5.5.2 Derivation

From these basic definitions, the interaction matrix is now derived. Firstly, deriving (5.24) with respect to
time and considering the parameters of the line as time varying, leads to:

ḋl = ρ̇− ρ̇∗ = ρ̇+ αθ̇, (5.26)
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where α = x∗ sin θ − y∗ cos θ. The remark can be made here that, the interaction matrix for a point-to-line
distance is essentially a combination of a line’s parameters and Ldl = Lρ + αLθ. The derivation for a line
has already been given in [Chaumette90, Espiau92] and proceeds as follows.

In order to determine ρ̇ and θ̇ equation (5.23) is derived with respect to time giving:

ρ̇+ (x sin θ − y cos θ)θ̇ = ẋ cos θ + ẏ sin θ, ∀(x, y) ∈ L. (5.27)

By using (5.23), x is expressed as a function of y when cos θ 6= 0(or y as a function of x in the other
case). By using (5.7) and (5.21), (5.27) is written as:

(ρ̇+ ρ tan θθ̇) + y
(
− θ̇

cos θ

)
= K2v + yK1v, ∀y ∈ R, (5.28)

where
K1 = [λ1 cos θ λ1 sin θ −λ1ρ ρ ρ tan θ (cosθ)−1]
K2 = [λ2 cos θ λ2 sin θ −λ2ρ sin θ − cos θ − ρ2(cos θ)−1 −ρ tan θ]

and λ1 = (−ai tan θ + bi)d
−1
i and λ2 = (aiρ(cos θ)

−1 + ci)d
−1
i .

This leads to:
ρ̇ = (K2 + ρ sin θK1)v,

θ̇ = −K1 cos θv.
(5.29)

Equation (5.29) written in matrix form leads to the interaction matrix for a line:

Lρ = [λρ cos θ λρ sin θ −λρρ (1 + ρ2) sin θ −(1 + ρ2) cos θ 0],
Lθ = [λθ cos θ λθ sin θ −λθρ −ρ cos θ −ρ sin θ −1]

, (5.30)

with λρ = (A2ρ cos θ +B2ρ sin θ + c2)D
−1
2 and λθ = (A2 sin θ −B2 cos θ)D−1

2 .
Using (5.30) and considering that Ldl = Lp + αLθ the interaction matrix for a point-to-line distance is

finally deduced as:

Ldl
=




λdl
cos θ

λdl
sin θ

λdl
ρ

(1 + ρ2) sin θ − αρ cos θ
−(1 + ρ2) cos θ − αρ sin θ

−α




>

, (5.31)

where λdl
= λρ + αλθ and the subscript of ddl

refers to a point-to-line distance.

5.6 Directional Point-to-Point Distance

The previous method models the 3D primitive as a line feature and projects its 6-dimensional twist onto the
image via the interaction matrix. Subsequently, the points are sampled along the projection of the contour
in 2D and corresponding points are searched for in the direction of the normal. It is possible to reconsider
this formulation as the distance between two points and projected in the direction of the normal. In a first
part the interaction matrix will be determined for a directional distance between two points. Following this,
a comparison will be made with a point-to-line distance as given in the previous section.
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In the present case samples are made along a 3D contour, instead of a 2D contour, and these points are
projected onto the image. As can be seen in Figure 5.6, a search is been made in the direction of the normal
to a contour starting at point p and ending at the corresponding point p∗.

This technique can therefore be applied to a large range of contours without considering the interaction
of these contours explicitly. Unfortunately, however, it is still necessary to determine the normal of the
contour in the image. The easiest way to achieve this is to project the 3D contour onto the image and
determine the tangent at point p. Thus this approach still requires the projection of the 3D contour as was
performed in the previous section.

��

��

���

�	�

v

u

�




Figure 5.3: Directional distance between two points.

The first step is to define the 3D parametric equation (3.13) of the object model, which in this case is
simply a 3D point. The visibility equation (5.14) is simply the depth of the point Z = Z0. The 2D parametric
equation (5.15) is again simply a 2D point. Therefore, it remains to define a distance in 2D. This can be
done by projecting each x and y coordinate’s distance in the direction of the normal as:

gdp(p,φ) = (x− x∗) cos θ + (y − y∗) sin θ − dp = 0. (5.32)

where dp refers to the directional distance between two points as opposed to a point-to-line distance as given
in equation (5.31).

This means that the x and y coordinates of a point, on the contour, are considered as time varying,
instead of the contour parameters themselves. Therefore, deriving (5.32) with respect to time gives:

ḋp = ẋ cos θ + ẏ sin θ, (5.33)

which can be written more generally as:

ḋp =
∂dp

∂x
ẋ+

∂dp

∂y
ẏ (5.34)

where it can be seen that ẋ and ẏ correspond to the interaction matrix of a point times the twist velocity.
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Therefore the interaction matrix related to (5.34) corresponds to projecting the twist velocity related to
a point feature in the direction of the normal θ as:

Ldp
= cos θLx + sin θLy, (5.35)

where Lp is the interaction matrix for a point.
The interaction matrix of a directional point-to-point distance is then given as:

Ldp
=




−Z−1 cos θ
−Z−1 sin θ

Z−1x cos θ + Z−1y sin θ
xy cos θ + (1 + y2) sin θ
−(1 + x2) cos θ − xy sin θ

y cos θ − x sin θ




>

. (5.36)

Although the formulation of the method proposed in [Drummond02] is different, the interaction matrix
of a point-to-line distance can be shown to be equivalent. Let the method proposed in [Drummond02] be
known as Method 1 and the method presented in this thesis as Method 2. First of all, the equivalence
between the notation of Method 1 and the matrix notation of Method 2 is established. The velocities α i to
be estimated in the first method are elements of the velocity twist and can be written as v = (α1 . . . α6). The
index i is chosen to index a feature in place of ξ in the first method. The distances are defined similarly giving
dl = dξ with error vector defined as s = (d1, . . . , dn), where n is the number of features. In Method 1
components of the interaction matrix were determined individually by the use of Lie Group generators and
homogeneous point projection matrices.

The derivation of the interaction matrix of a directional point-to-point distance in the second method can
be written in its matrix form by considering each li from (5.5) to correspond to a column of the interaction
matrix for a point so that the interaction matrix for a point is given by Lp = [l1, . . . , l6]. The dot product
operator that appears in (5.6) is equivalent to projecting each point co-ordinate’s interaction vector in the
direction of the normal as in (5.35). Therefore the resulting interaction matrix is the equivalent.

5.6.1 Comparison of Point-to-Line and Directional Point-to-Point

The distance in the image between a point and a line given in equation (5.25) can be rewritten to eliminate
ρ by using the equation of a line (5.23). This results in exactly the same equation as a directional point-to-
point distance as given in (5.32). The difference lies in the fact that x, y are considered as varying in the
case of a directional point-to-point distance, whereas, θ is considered as varying in the case of a point-to-line
distance. Furthermore, the case of a point-to-line distance is more complete because it takes into account
the projection of the contour normal onto the image plane.

Another difference in the two derivations lies in the computation complexity of the algorithm. This is
due to the fact that for the case of a distance-to-point, sampling of the contour occurs in 3D, whereas, in the
case of a distance-to-line this is done in 2D. Furthermore, each method does a conversion from meters to
pixels in a different way. In the case of a distance-to-point, the 3D points are sampled, projected and then
converted to pixels, whereas, in the case of a distance-to-line, the projected contours are both converted to
pixels and sampled in 2D. It can be shown that the computational complexity of a distance-to-point based
interaction matrix, for the projection for all sampled points onto the image, is orderO(n) and for the intrinsic
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parameter conversion, from meters to pixels, is also O(n) where n is the number of tracked points along the
contour. In the case of a distance-to-line, both extrinsic projection and intrinsic conversion are performed in
order O(m), where m is the number of higher level features and where m << n.

In summary, both methods can be considered as equivalent mathematically yet slightly different in terms
of modeling the interaction matrix. The notable difference in the two derivations, although, lies in the
completeness of the derivation and in computational complexity of the algorithm.

5.7 Point-to-Contour Distance

In this section, more complex 3D objects will be considered using a moment based parametrization of an
ellipse as given in [Chaumette90, Espiau92]. A more recent derivation has been given in [Chaumette04]
and [Tahri05] where a general class of planar moments and have been shown to treat very complex planar
objects in a general manner.

In order to derive a point-to-contour interaction matrix, a planar 3D circle is considered. The closed con-
tour of a circle is shown to project onto the image in the form of an ellipse. A moment based parametrization
is then used to define the closed contour of an ellipse. The interaction matrix for the distance between a point
and an ellipse can then be formulated using the general derivation described above.

The two following distances will be considered:

1. Algebraic distance (see Figure 5.4(a))

2. Geometric distance (see Figure 5.4(b))
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Figure 5.4: The distance of a point p∗ found by searching along the normal to an ellipse at a sampled location p (a)
Algebraic distance determined by using the equation of an ellipse. (b) Orthogonal geometric distance determined by
the tangent.

5.7.1 Definition

A circle can be modeled in three-dimensions as the intersection of a sphere and a plane as:

hc1(P,Φc1) = (X −X0)
2 + (Y − Y0)

2 + (Z − Z0)
2 −R2 = 0,

hc2(P,Φc2) = A(X −X0) +B(Y − Y0) +C(Z − Z0) = 0.
(5.37)
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where hc1 is obviously the sphere with parameters Φl1 = (X0, Y0, Z0, R) and hc2 the plane with pa-
rameters Φl2 = (A,B,C,X0, Y0, Z0). The configuration of the circle in 3D is then hc(P,Φc) =
(hc1(P,Φc1), hc2(P,Φc2)).

Once more this is a planar primitive and the visibility equation µc is easily obtained from hc2 by using
the perspective projection (5.7):

1

Z
= αx+ βy + γc. (5.38)

where

α = A
(AX0+BY0+CZ0)

, β = B
(AX0+BY0+CZ0)

, γ = C
(AX0+BY0+CZ0) = (1−αX0−βy0)

Z0

By substituting equation (5.38) into hc1 the equation of the projected circle is obtained in the image.
After factoring the equation in terms of x and y the two dimensional equation of an ellipse is obtained as:

ge1(p,φe1) = ax2 + by2 + 2cxy + 2dx+ 2ey + f = 0 (5.39)

where ge1 represents this parametrization of an ellipse and where:

a = α2(X2
0 + Y 2

0 + Z2
0 −R2) + 1 − 2αX0, b = β2(X2

0 + Y 2
0 + Z2

0 −R2) + 1 − 2βY0,
c = αβ(X2

0 + Y 2
0 + Z2

0 −R2) − βX0 − αY0, d = αγ(X2
0 + Y 2

0 + Z2
0 −R2) − γX0 − αZ0,

e = βγ(X2
0 + Y 2

0 + Z2
0 −R2) − γY + 0 − βZ0, f = γ2(X2

0 + Y 2
0 + Z2

0 −R2) + 1 − 2γZ0,

It should be noted that this ellipse can degenerate into a line in certain cases.
Equation (5.39) can be factorized under the common form:

ge2(p,φe2) =
(x− xg + k2(y − yg))

2

k2
0(1 + k2

2)
+

(y − yg − k2(x− xg))
2

k2
1(1 + k2

2)
− 1 = 0 (5.40)

where ge2 represents this intuitive parametrization of an ellipse and where:

xg =
(

bd−ce
c2−ab

)
, yg =

(
ae−cd
c2−ab

)
,

k2 =

(
b− a±

√
(b−a)2+4c2

2c

)
, k0 =

(
2(ax2

c+2cxcyc+by2
c−f)

a+b±
√

(b−a)2+4c2)

)
, k1 =

(
2(ax2

c+2cxcyc+by2
c−f)

a+b∓
√

(b−a)2+4c2)

)
,

where xg and yg are the coordinates of the center of gravity of the ellipse, k0 and k1 its major and minor axes
respectively and k2 = tanαwith α being the orientation of the major axes. This parametrization degenerates
when the ellipse becomes a circle. In this case k2 is ambiguous and is the same for any orientation. For
this reason it is preferable to represent an ellipse by the coordinates defined by the center of gravity and the
normalized centered moments of order two.

Parametrization using moments is now considered. In order to define an ellipse in terms of moments it
is necessary to introduce the definitions of a moment, the area based on moments, the center of gravity, the
centered moments and the normalized centered moments. First, let it be noted that the order of a moment is
determined by the value of i+ j.

1. Moment: A general moment related to a set of image points is given by:

mij(t) =

∫ ∫

R(t)
f(x, y)dxdy, (5.41)

where f(x, y) = xiyj and R is the projected region of the object in the image. Note that in the case
of an ellipse only the contour C(t) is considered.
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2. Area:
The area of a contour is equivalent to the moment of order zero denoted:

a = m00. (5.42)

3. Center of gravity:
Similarly, the first order moments m10 and m01 are related to the center of gravity of the object by:

xg = m10
m00

, yg = m01
m00

. (5.43)

4. Centered moments:
The center of gravity can then be used to define the centered moments:

µij =

∫ ∫

R
(x− xg)

i(y − yg)
jdxdy, (5.44)

5. Normalized centered moments:
The normalized centered moments of order two are defined as:

nij =
µij

a
(5.45)

with
µ20 = m20 − ax2

g, µ02 = m02 − ay2
g , µ11 = m11 − axgyg.

By direct integration along the contour of an ellipse (5.40) the area or zero order moment of an ellipse
can be obtained from (5.41) as:

m00 = πk0k1, (5.46)
Using (5.43) and (5.42) the first order moments of an ellipse are obtained as:

m10 = πk0k1xg,
m01 = πk0k1yg.

(5.47)

Using equation (5.45) and (5.44) the normalized centered moments of order two for an ellipse are obtained
by direct integration as:

n20 =
(k2

0+(k1k2)2)

4(1+k2
2)

,

n02 =
((k0k2)2+k2

1)

4(1+k2
2)

,

n11 =
k2(k2

0+k1
1)

4(1+k2
2)
,

(5.48)

where a mathematic software package has been used in [Chaumette90] to do the integration between defined
extremities around the ellipse.

From which the inverse relationships can be determined as:

k2
0 = 2(n02 + n20 +

√
(n20 − n02)2 + 4n2

11),

k2
1 = 2(n02 + n20 −

√
(n20 − n02)2 + 4n2

11),

k2 = (n02 − n20 +
√

(n20 − n02)2 + 4n2
11)(2n11)

−1

(5.49)

By reinserting (5.49) back into (5.40) the ellipse can be represented by the moments of order less than
or equal to two(i+ j ≤ 2) giving the parametrization:

ge3(x,φe3) = n02x
2 + n20y

2 − 2n11xy + 2(n11yg − n02xg)x+ 2(n11xg − n20yg)y
+n02x

2
g + n20y

2
g − 2n11xgyg + n2

11 − n20n02
(5.50)

where ge3 is the moment parametrization of an ellipse.
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5.7.2 Point-to-Ellipse Algebraic Distance

Using the moment formulation from (5.50), the two-dimensional parametrization of an algebraic point-to-
ellipse distance is simply:

gde(p,φde) = n02x
2 + n20y

2 − 2n11xy + 2(n11yg − n02xg)x+ 2(n11xg − n20yg)y
+n02x

2
g + n20y

2
g − 2n11xgyg + n2

11 − n20n02 − de
(5.51)

The algebraic point-to-ellipse distance can then be differentiated with respect to time giving:

ḋe =




2(n11(y − yg) + n02(xg − x))
2(n20(yg − y) + n11(x− xg))
((y − yg)

2 − n02)
2(yg(x+ xg) + xgy + n11)
((x− xg)

2 − n20)




>


ẋg

ẋg

˙n20

˙n11

˙n02




(5.52)

As in the case for the point-to-line distance, the interaction matrix for a point-to-circle distance can be
related to that of a circle by the relation Ldc = LextLc3v, where Lext represents the first term on the right
hand side of equation (5.52) and Lc3 is the interaction matrix for an ellipse parameterized by moments. The
interaction matrix for an ellipse was first derived in [Chaumette90] and later extended to a general class of
moments in [Chaumette04]. The derivation proceeds as follows.

According to the general derivation of an interaction matrix the general equation of a moment (5.41) is
derived as in equation (5.17) with respect to time. The time derivative of an integral is achieved by using
Green’s theorem [Stewart03] given as:

ṁij =

∫ ∫

R

[
∂f

∂x
ẋ+

∂f

∂y
ẏ + f(x, y)

(
∂ẋ

∂x
+
∂ẏ

∂y

)]
dxdy. (5.53)

By using the visibility equation (5.38) in (5.13), the different components of (5.53) can be determined
as:

ẋ = −(αx+ βy + γ)υx + x(αx+ βy + γ)υz + xyωx − (1 + x2)ωy + yωz,
ẏ = −(αx+ βy + γ)υy + y(αx+ βy + γ)υz + (1 + y2)ωx − xyωy + xωz,
∂ẋ
∂x = −αυx + (2αx + βy + γ)υz + yωx − 2xωy,
∂ẏ
∂y = −βυy + (αx+ 2βy + γ)υz + 2yωx − xωy.

(5.54)

Substituting this into equation (5.53) along with the trivial derivations f(x, y) = xiyj , ∂f
∂x = ixi−1yj

and ∂f
∂y = jxiyj−1 the interaction vector for a general moment can be expressed as:

Lmij
= [ Lmij ,υx Lmij ,υy Lmij ,υz Lmij ,ωx Lmij ,ωy Lmij ,ωz ], (5.55)

where

Lmij ,υx = −i(αmij + βmi−1,j+1 + γmi−1,j)
−αmij ,

Lmij ,υy = −j(αmi+1,j−1 + βmij + γmi,j−1)
−βmij ,

Lmij ,υz = −(i+ j + 3)(αmi+1,j + βmi,j+1 + γmij)
−γmij,

Lmij ,ωx = (i+ j + 3)mi,j+1 + jmi,j−1,

Lmij ,ωy = −(i+ j + 3)mi+1,j − imi−1,j, Lmij ,ωz = imi−1,j+1 − jmi+1,j−1.
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Different interaction vectors for moments of any order can be obtained using this general derivation by
just choosing the values of i and j. Thus the different interaction vectors corresponding to the parametriza-
tion of an ellipse can be obtained. Firstly, the interaction vector for an area is simply obtained as:

La = [ −aα −aβ a(3Z−1
g − γ) 3ayg −3axg 0 ]. (5.56)

The interaction vectors for the coordinates of the center of gravity are obtained from xg = m10m
−1
00 and

yg = m01m
−1
00 as:

Lxg = [ −Z−1
g 0 xgυz xgωx xgωy yg ],

Lyg = [ 0 −Z−1
g ygυz ygωx ygωy −xg ],

(5.57)

where

xgυz
=

xg

Zg
+ 4(αn20 + βn11), ygυz

=
yg

Zg
+ 4(αn11 + βn02), xgωx = ygωy = xgyg + 4n11,

xgωy = −(1 + x2
g + 4n20), ygωx = −(1 + y2

g + 4n02),

where n00, n02 and n11 are the second-order, normalized, centered moments given in equation (5.48). Fi-
nally the interaction vectors for the normalized centered moments can be obtained by deriving (5.48) as:

Lnij
=
µijLa − aLµij

a2
=

Lµij

a
− nijLa

a
. (5.58)

In order to determine this it is necessary to determine the interaction for the centered moments. The
centered moments are derived according to Green’s theorem as was done in the case of non-centered mo-
ments (5.54):

µ̇ij =
∫ ∫

R

[
i(x− xg)

i−1(y − yg)
j(ẋ− ẋg)

+j(x− xg)
i(y − yg)

j−1(ẏ − ẏg)

+(x− xg)
i(y − yg)

j
(

∂ẋ
∂x + ∂ẏ

∂y

)]
dxdy

(5.59)

Using equation (5.54) and the interaction vectors for the center of gravity (5.57), the general interaction
vector for centered moments is obtained from (5.59) as:

Lµij
=
[
Lµij ,υx Lµij ,υy Lµij ,υz Lµij ,ωx Lµij ,ωy Lµij ,ωz

]
(5.60)

Lµij ,υx = −(i+ 1)αµij − iβµi−1,j+1,
Lµij ,υy = −jαµi+ 1, j − 1 − (j + 1)βµij ,
Lµij ,υz = −αLµij ,ωy + βLµij ,ωx + (i+ j + 2)γµij ,
Lµij ,ωx = (i+ j + 3)µi,j+1 + ixgµi−1,j+1 + (i+ 2j + 3)ygµij − 4in11µi−1,j − 4jn02µi,j−1,
Lµij ,ωy = −(i+ j + 3)µi+1,j − (2i + j + 3)xgµij − jygµi+1,j−1 + 4in20µi−1,j + 4jn11µi,j−1,
Lµij ,ωz = iµi−1,j+1 − jµi+1,j−1.

Using the centered moment interaction vector (5.60), the interaction vector for an area (5.56), the
area (5.42), the normalized moment (5.48) and knowing that the third order moments are all equal to zero
for an ellipse(µ30, µ21, µ12, µ03 = 0) then the interaction vectors for the normalized centered moments are:

Ln20 = [ Ln20,υx 0 Ln20,υz Ln20,ωx Ln20,ωy 2n11 ],
Ln02 = [ 0 Ln02,υy Ln01,υz Ln02,ωx Ln02,ωy −2n11 ],
Ln11 = [ Ln11,υx Ln11,υy Ln11,υz Ln11,ωx Ln11,ωy n02 − n20 ],

(5.61)
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where
Ln20,υx = −2(αn20 + βn11), Ln02,υy = −2(αn11 + βn02,
Ln11,υx = −αn11 − βn02, Ln11,υy = −αn20 − βn11,
Lnij ,υz = −αLnij ,ωy + βLnij ,ωx + 2γnij , Ln20,ωx = 2(ygn20 + xgn11),
Ln20,ωy = −4xgn20, Ln02,ωx = 4ygn02,
Ln02,ωy = −2(ygn11 + xgn02), Ln11,ωx = 3ygn11 + xgn02,
Ln11,ωy = −ygn20 − 3xgn11.

Finally leading to the interaction vector for a point-to-circle distance:

Lde =




2(n11(y − yg) + n02(xg − x))
2(n20(yg − y) + n11(x− xg))
((y − yg)

2 − n02)
2(yg(x+ xg) + xgy + n11)
((x− xg)

2 − n20)




> 


Lxg

Lyg

Ln20

Ln02

Ln11




(5.62)

5.7.3 Point-to-Ellipse Geometric Distance

As with the case of a distance between a point and a line it is also possible to consider the case of a directional
distance between two points. In this case sampling is performed in 3D and it is necessary to determine the
angle of the contour normal in the image. As will be seen in this section, the use of a directional distance
between points has certain advantages. More particularly, it allows the geometric distance between a point
and an ellipse to be considered as opposed to the algebraic distance, given in the previous section, of a point
to an ellipse.

In the case of the geometric distance, the distance model is based on the orthogonal distance between a
point and the ellipse (see Figure 5.4). In this case there is no high curvature bias and Euclidean distances are
preserved. The orthogonal distance is defined as the distance between a point and the closest corresponding
point on the ellipse. It has been shown in [Zhang97] that to solve analytically for the distance it is necessary
to formulate the distance in terms of the tangent of the ellipse so that the tangent is orthogonal to the line
joining the point p∗ to the closest point on the ellipse pe. In this case, the computational efficiency is lost
because there are two possible solutions to this equation.

The directional point-to-point distance formulation, however, allows to model the geometric distance
between a point and an ellipse without the need to resolve the two solutions for the analytic formulation
of the geometric point-to-ellipse distance. The different effects of the estimation bias introduced by the
algebraic distance between a point and an ellipse, when compared to the geometric distances, has been
investigated in depth in [Zhang97]. In the majority of cases, the major advantage for using the algebraic
distance over the geometric distance is its computational efficiency. On the other hand, the disadvantages
are, firstly, that the algebraic distance introduces bias in regions of high curvature. Secondly, the distance is
usually not invariant under Euclidean transformations.

In the case presented here, the multiple correspondence solutions found when tracing a line between a
point and orthogonal points on an ellipse can be avoided if the corresponding point is already known. This
is the case here because it has been sampled so as to make a search to the normal of the contour. Thus as
was done in the case of a line, the interaction vector for a point-to-ellipse distance can be considered as the
distance between a point and a tangent to the ellipse.

The geometric distance between a point and the closest point on an ellipse is therefore considered as a
directional distance as in the case of a line. The first step is to define the 3D parametric equation (3.13) of
the object model, which in this case is simply a 3D point. The visibility equation (5.14) is simply the depth
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of the point Z = Z0. The 2D parametric equation (5.15) is again simply a 2D point. Therefore, it remains to
define a distance in 2D. This can be done by projecting each x and y coordinate’s distance in the direction
of the normal as:

gde2(p,φ) = (x− x∗) cos θe2 + (y − y∗) sin θe2 − de2 = 0. (5.63)

where de2 is the geometric distance between the two points in the image and θ is the angle of the tangent.
Deriving (5.63), the point-to-ellipse distance (5.51) becomes:

ḋe2 = ∂de2
∂x ẋ+ ∂de2

∂y ẏ

= (2µ02x− 2µ11y + 2(µ11yg − µ02xg)) ẋ+ (2µ20y − 2µ11x+ 2(µ11xg − µ20yg)) ẏ.
(5.64)

Since the angle of the tangent, given a point on the ellipse pe , can be determined as:

θe2 = arctan
dy

dx
, (5.65)

then it can be shown that:

tan θe2 =
dy

dx
=

(2µ20y − 2µ11x+ 2(µ11xg − µ20yg))

(2µ02x− 2µ11y + 2(µ11yg − µ02xg))
=

sin θe2

cos θe2
(5.66)

and the velocity of a distance is equivalent to the simplified version of a line (5.33).
The new interaction matrix is thus obtained by considering Lde2 = cos θe2Lx + sin θe2Ly as:

Lde2 =




−Z−1 cos θe2

−Z−1 sin θe2

Z−1x cos θe2 + Z−1y sin θe2

xy cos θe + (1 + y2) sin θe2

−(1 + x2) cos θe2 − xy sin θe2

y cos θe − x sin θe2



, (5.67)

5.8 Point-to-Projected Volumetric Surface Distance

In this section a 3D volumetric surface is considered. In the previous section the distance between a point
and the projection of a circle was considered. A 3D circle was represented by the intersection of a plane
with a sphere. Thus the interaction matrix for a 3D sphere can be easily derived in a similar way. For the
interested reader, the complete derivation for a sphere has been given in [Chaumette90, Espiau92]. In order
to study the distance between a point and the projection of a volumetric surface, the example of a cylinder
will be considered here. A cylinder can be defined by a set of circles with a radius R whose center lies on a
line L which is perpendicular to the plane of each circle.

First of all, a circle is defined as the intersection of a sphere with a plane as in equation (5.37):

hc1(P,Φc1) = (X −Xi)
2 + (Y − Yi)

2 + (Z − Zi)
2 −R2 = 0,

hc2(P,Φc2) = A(X −Xi) +B(Y − Yi) + C(Z − Zi) = 0,
(5.68)

where Pi = (Xi, Yi, Zi) is the center of the circle.
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To define the constraint that the center of a circle belongs to a line axis, L, the parametric equation for a
line is written as:

Xi = X0 +Aλ,
Yi = Y0 +Bλ,
Zi = Z0 + Cλ,

∀Pi ∈ L and ∀λ ∈ R, (5.69)

where (X0, Y0, Z0) is a reference point on the line and all (Xi, Yi, Zi) are the points belonging to the axis
of the cylinder.

In order to solve for lambda, the parametric equation for a line (5.69) is first substituted into (5.68):

λ2 − 2λ[A(X −X0) +B(Y − Y0) +C(Z − Z0)]
+(X −X0)

2 + (Y − Y0)
2 + (Z − Z0)

2 −R2 = 0.
(5.70)

It is now possible to solve for λ and by choosing A2 +B2 + C2 = 1 this simplifies to:

λ = A(X −X0) +B(Y − Y0) + C(Z − Z0). (5.71)

The three-dimensional parametric equation for a cylinder is then determined as:

hcyl(P,φcyl) = (X −X0)
2 + (Y − Y0)

2 + (Z − Z0)
2

−[A(X −X0) +B(Y − Y0) + C(Z − Z0)]
2 −R2 = 0.

(5.72)

The perspective projection equation (5.7) is used to project the cylinder onto the image. When factorized
as a polynomial in terms of Z−1 this gives:

Z−2

(
(X2

0 + Y 2
0 + Z2

0 − (AX0 +BY0 +CZ0)
2 −R2

)

− 2Z−1

(
(1 −A2)X0 −ABY0 −ACZ0)X − (ABX0 − (1 −B2)Y0 +BCZ0)Y

−ACX0 −BCY0 + (1 − C2)Z0

)

+

(
X2 + Y 2 + 1 − (AX +BY + C)2

)
= 0,

(5.73)

where it can be seen that the projection of the limbs of a cylinder in the image degenerates when the camera
center of projection is on the surface of the cylinder ((X 2

0 + Y 2
0 +Z2

0 ) = (AX0 +BY0 +CZ0)
2 +R2)) or

when the center of projection is inside the cylinder ((X 2
0 + Y 2

0 +Z2
0 )− (AX0 +BY0 +CZ0)

2 −R2 < 0).
Therefore, only the non-degenerate cases are considered.

In order to determine the portion of the projected cylinder, which is seen in the image, it is first noted
that the contours of the cylinder which intersect with the image plane are unique (as in the case of a line).
The solutions of equation (5.73) can be found using the discriminant ∆:

∆ = b2 − 4ac = 0, (5.74)

where, a and b are respectively the coefficients of Z−2 and Z−1 in equation (5.73), and c is the last term.
The visibility equation is then easily determined by noting that Z−1 = b(2a)−1 giving:

1
µ(x,y,Φcyl)

= 1
Z = 1

a

(
(1 −A2)X0 −ABY0 −ACZ0)X

+(ABX0 − (1 −B2)Y0 +BCZ0)Y

−ACX0 −BCY0 + (1 −C2)Z0

) (5.75)
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Furthermore, solving the determinant in equation (5.74) allows two solutions to be obtained which
correspond to two lines. These two lines are the limbs of the projected cylinder and can be written in ρ, θ
format so as to obtain the following interaction matrix:

Lρ1 = [λρ1 cos θ1 λρ1 sin θ1 −λρ1ρ1 (1 + ρ2
1) sin θ1 −(1 + ρ2

1) cos θ1 0],
Lθ1 = [λθ1 cos θ1 λθ1 sin θ1 −λθ1ρ1 −ρ1 cos θ1 −ρ1 sin θ1 −1],
Lρ2 = [λρ2 cos θ2 λρ2 sin θ2 −λρ2ρ2 (1 + ρ2

2) sin θ2 −(1 + ρ2
2) cos θ2 0],

Lθ2 = [λθ2 cos θ2 λθ2 sin θ2 −λθ2ρ2 −ρ2 cos θ2 −ρ2 sin θ2 −1]

(5.76)

with λρi
= (A2ρi cos θi +B2ρi sin θi + c2)D

−1
2 and λθi

= (A2 sin θi −B2 cos θi)D
−1
2 .

Using (5.76) and considering that Ldl = Lp + αLθ as was the case for the interaction matrix for a
point-to-line distance, the distance between a point and the projection of the limb surface of the cylinder is
finally deduced as:

Ldl,i =




λdl,i cos θi

λdl,i sin θi

λdl,iρi

(1 + ρ2
i ) sin θi − αρi cos θi

−(1 + ρ2) cos θi − αρ sin θi

−α




>

, (5.77)

where λdl,i = λρi
+ αλθi

.

5.9 Results

In the experiments presented,“real” images are acquired using a commercial digital camera. Various aug-
mented reality experiments which are based on the 3D tracking approach are reported. The goal, in these
results, is not to build a complete AR-based scenario but just to illustrate the fact that the proposed tracker
is robust enough to provide the necessary information to build such a system. Tracking is always performed
at below frame rate. In all the reported experiments, the tracking and 3D localization is achieved at 50 Hz
on a simple PC (3.0 GHz) running Window XP. Other experiments in a robotic context have been reported
in [Comport04c].

The 3D model-based tracking has been implemented as a software platform known as the Augmented
Reality Platform (ARP). The marker-less tracking component of this software is protected under the French
APP protection laws and is submitted under the name Marker-less (Markerless-based Augmented Reality
KERnel). This software environment has been implemented in C++ under both Linux and Windows XP. It
has been integrated into D’Fusion, a software developed by Total-Immersion Inc.

In the following experiments, the image processing is potentially very complex. Indeed extracting and
tracking reliable points in real environment is a non trivial issue. Avoiding the constraints introduced by
using markers in the environment is an important step toward the industrialization of augmented reality
systems. A large number of 3D localization and tracking algorithms are available in the literature (see
Section 5.2). However, they are not always suitable for augmented reality applications for various reasons
(reliability, computation time, ...). Even so, some marker-less tracking algorithms have been already used in
this context [Simon99, Lepetit03, Klein03, Comport03a].

In this section, results will be presented for various types of visual primitives. The use of more complex
features such as the distance of points to the projection of 3D circles, lines, and cylinders is demonstrated.
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In all experiments, the distances are computed using the Moving Edges algorithm previously described. It
will be shown that different types of visual features, as well as the amount of visual information, has a
direct impact on the stability of our method. For example, enough visual features to constrain the 6 degrees
of freedom is first necessary. The greater the information for each d.o.f. the greater the stability of the
algorithm with respect to noise in the measurements.

Tracking with different contours. In this experiment the result of tracking four 3D circles is shown. This
long sequence (more than 2000 images) tests both translational and rotational movement of the camera.
Some of the circles partially leave the image and return into view without any affect on the tracking of the
algorithm.

Figure 5.5: Tracking 3D circles. Four circles are tracked along a 2000 images sequence. Some of the circles partially
leave the image.

In the second experiment an object whose model is composed of a cylinder, a circle and two lines is
considered (see Figure 5.6). This illustrates the capabilities of the tracking algorithm to consider various
different features within the same minimization process.

It can be seen from the graphs in Figure 5.7 that the estimation of the pose takes only 6 iterations which is
fast enough for tracking to be achieved at camera frame-rate. The maximum velocity of the camera relative
to the object can be estimated from Figure 5.7 as 0.08 ∗ 30 = 2.4m/s where camera frame-rate is taken as
30 frames per second. Note that this is only a relative velocity and it is not the instantaneous velocity of the
object or the camera. It can be seen that the error norm is maintained at around 1.2 mm in the image. The
trajectory of the camera and the object are clearly seen in the pose plots. Furthermore, at around iteration
175 the bottom part of the CAD model starts to leave the image and continues to leave the image up until
iteration 300. At this point the object returns gradually into the image up until iteration 350. It can be seen
when referring to 5.7(d), that this correlates with the increase in the error norm, indicating the sensitivity of
our algorithm with respect to the amount and type of visual information within the image.
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(a) (b)

(c) (d)

(e) (f) (g)

Figure 5.6: Tracking considering a circle, a cylinder and two straight lines. (a-d) The projection of the CAD model in blue
and the points tracked along the normal in red. Large rotational movements are made and parts of the object leave the
image. (e-f) The resulting augmented reality sequence using the 3D pose estimated from the tracker to project virtual
objects onto the image.
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(a) (b)

(c) (d)

(e) (f)

Figure 5.7: Analysis of the tracking of a circle, a cylinder and two straight lines. (a,b) The convergence of the Virtual
Visual Servoing control law on the first iteration of the sequence for the virtual velocity and visual errors respectively.
It can be seen that the number of iterations to converge upon an error of 10e−5 is 6 which has been obtained for a
gain of λ = 0.7. Some of the errors remain large because they have been rejected by a robust estimator treated in
Chapter 6. (c) the estimated velocity of the camera at each image, (d) the error norm at each image in the sequence,
(e) the trajectory of the camera relative to the object and (f) the trajectory of the object relative to itself.
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5.9.1 Tracking in an Augmented Reality Scenario

In this next example (Figure 5.8) the 3D tracking algorithm is used to track a domestic or industrial object
that is the subject of a maintenance operation. In this case it is an electrical panel, however, many other
manufactured objects could be considered using the same technique. Within the experiment, large motions
of the object are made along with large camera motions. Forward projection of the model appears in blue
and the image of the object is augmented with various textual information which is positioned in alignment
with the object.

(a) (b)

(c) (d)

Figure 5.8: Tracking of an electrical panel with augmented text and the projection of the CAD model in blue (a). The
sequence features large motion of the object (b), partial occlusions (c), and large motion of the camera(d).

The model of the object is represented as a hierarchical scene graph (encoded in VRML) that allows
online modification of the model used in the tracking process. Since the relative position between the
camera and the tracked object is subject to large movements, it is indeed necessary to automatically select
which features to use online. Indeed when the camera moves away from the object, some details become too
small to be useful for tracking (or may even induce miss-tracking). In Figure 5.9 the white bands (modeled
by two lines in the CAD) are used when the camera is close from the object (see the red points on the right
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image and on the video), while when the camera moves away from the object (left image), these two lines
are too close each another to provide reliable information. Finally, in order to maintain tracking at video
rate, the number of tracked points is restricted to be lower than 400 (L is then a 400×6 matrix). This is
achieved by constantly modifying the sampling density of points along the lines of the model.

(a) (b)

Figure 5.9: Tracking of an electrical panel: illustration of the dynamic modification of the model whereby some parts are
added or removed according to the relative camera/object position. (a) Only the outline of the box is necessary when
far from the object, (b) More detail is useful closer to the object since many primitives are no longer within the view of
the camera and able to constrain the pose.
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5.9.2 High Velocity Tracking and Modeling Error

In Figure 5.10 a chair is tracked and a virtual Lego-man is augmented in the view. The model of the chair is
very rough. Each leg of the chair is only modeled by a simple line in the VRML model (and the back of the
chair by a simple polygon). The motion of the chair in the video stream was very fast.

Figure 5.10: The Lego-man experiment: tracking a chair. This experiment illustrates the robustness of the algorithm
with respect to rough CAD model as well as to fast object motion.

5.9.3 Environment Tracking

In this experiment an entire conference room was modeled. Tracking starts from one corner of the room and
the camera pans around the room. In this way the camera completely leaves its initial position an returns to
its initial position after a long period of time without any accumulation of tracking error.
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(a) (b)

(c) (d)

Figure 5.11: Tracking and augmenting a conference room. The camera pans around the room and returns to the initial
position without any accumulated error. (a) The initial position, (b) the augmented room, (c,d) intermediary positions
with the CAD model displayed.
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5.9.4 Interactive Augmented Reality

In this section two augmented reality experiments are presented involving interaction between the real world
and the virtual world. In Figure 5.12 the 3D tracker proposed in this thesis has been used to track a castle
ruin (the tracked object and the lines used in the tracking are shown in red). A virtual car model can then
be rendered and its motion is handled using an animation engine (ODE). The car is subject to gravity and to
collision with the ruin model. The ruin model moves accordingly to the real ruin motion and the car interacts
with its environment in realistic way.

(a) (b)

(c) (d)

Figure 5.12: Interactive augmented reality based on tracking the ruins of a castle. The object model contours used for
tracking are displayed in red. A remote-control virtual car is augmented into the video stream. The user can control the
virtual car using a game controller. The car is able to interact with the real environment thanks to the tracking algorithm
combined with an animation engine (ODE). 1

1Images obtained in collaboration with Total-Immersion
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(a) (b)

(c) (d)

(e) (f)

(g) (h)

Figure 5.13: Interactive augmented reality based on 1D/3D tracking. The algorithm tracks the castle while the motion of
the balls is handled by a dynamic engine. (a) real castle and tracked features in red, (b) castle model (c) castle model
with virtual ball, (d) final results, (e-h) four images acquired during the experiment.2

Another interactive augmented reality game is shown in Figure 5.13 where the 3D tracker has been used
2Images obtained in collaboration with Total-Immersion
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to track an entire castle. In Figure 5.13, the tracked object and the lines used in the tracking are shown.
An augmented model can then be rendered (Figure 5.13b) along with some interactive balls (Figure 5.13c)
which are handled using an animation engine (ODE). The balls are subject to gravity and to collision with
the castle model and the other balls. The castle model moves accordingly to the real castle motion and the
balls move in realistic way. Figures 5.13e-h show four images of the final result.

5.10 Conclusion and Perspectives

In conclusion, different distance-to-contour based features have been modeled and verified experimentally.
In particular distances to points, lines, circles and cylinders have been considered. The results have proven
to be accurate and computationally efficient. This work has laid the basis for further investigation into 3D
tracking. With respect to another recent method in the literature [Drummond02], a theoretical comparison
has been made and a unifying framework has been given.

Nevertheless, it would be interesting to consider deriving interaction matrices for various other types of
visual information including planar features and texture such as in [Pressigout04]. It could also be interesting
to continue the development of interaction matrices for more complex contours modeled by B-Splines or
Nurbs [Pressigout04]. More complex 3D models could also be integrated into such a framework by using
super-quadrics [Terzopoulos91, Bardinet94, Leonardis97]. Indeed, it would be interesting to take advantage
of the global convergence properties of moment based interaction matrices [Tahri05], however, it would be
necessary to develop this theory to include 3D moments and not only 2D moments.

Another perspective is to render this type of tracking technique more automatic by considering both
reconstruction of the 3D world so as to obtain a CAD model as well as automatic initialization. The re-
construction could be approached by learning or generating a higher level parametric representation of the
world via techniques such as information theory and Bayesian inference. In particular, inference techniques
such as the Minimum Message/Description Length principles(MML/MDL) could be used to generate a
compressed 3D map of the environment. This type of method would allow the extraction of only the per-
tinent information by using a Bayesian decision tree which adapts to the best model of the environment.
Furthermore, it would be interesting to consider hidden surface removal and Binary Space Partition Trees
(BSP-Tree) within this type of framework to account for the full 3D nature of the environment.



CHAPTER 6

Robust Estimation

6.1 Introduction

Real-time model-based tracking of 3D objects is subject to varying degrees of error. If base correspondences
or tracking contain errors then registration usually fails or converges upon an imprecise position. Therefore
it is necessary to improve these techniques to be robust to various sources of error so that a good estimate of
the global pose parameters is obtained.

The control law presented previously falls into the more general category of estimation techniques or
more particularly, non-linear iterative least-squares minimization. Estimation techniques have been studied
extensively both in pure mathematics and in applied domains. In this chapter the more general class of
robust estimation techniques will be studied. This term robust is used in many varying contexts, however,
in this thesis it will be used in a precise sense. In the theoretical statistics literature, the term robust was
coined by G.E.P. Box in 1953 [Press02], where robustness signifies insensitivity to small deviations from
the assumptions [Huber81]. In the control literature, robustness of a control law has traditionally been
defined as “stability results which remain true in the presence of modeling errors or certain classes of
disturbance" [Samson91]. In the latter, two typical solutions emerge. The first is to create a more accurate
model of the system and the other is to treat the different classes of disturbances.

With regards to system modeling errors, it is clear that when ideal measurement are available a particular
model defines the accuracy and performance boundaries of an objective function. In computer vision and
visual servoing literature, this has lead to modeling of the camera in terms of orthographic or perspective
projection and estimating the depth parameter online [Maybank92, Grosso96, Chaumette96, Taylor99]. In-
trinsic parameters have been modeled using the pixel size, the origin of the image, radial distortion and many
more which have been shown to reduce modeling error and improves results [Tsai89, Luong97, Zhang00].
Image features have been modeled extensively as covered in Chapters 4 and 5. Sources of modeling error
that remain include those introduced by local detection and matching of features between the first and de-
sired images. Overcoming this class of error is often achieved by better modeling by improving the quality
of tracking algorithms [Tommasini98] and feature selection methods [Papanikolopoulos93a]. Other ap-
proaches attempt to continuously update model parameters online such as in SLAM techniques mentioned
in Chapter 3. In the control literature, improving estimation by modeling has lead to the development of
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techniques such as the H∞ and µ-synthesis for robust control system design which factor quantifiable plant
uncertainty into the design process.

The solutions mentioned in the previous paragraph are partial solutions to categorized error by further
modeling, however, a real time image sequence represents a practically infinite source of information which
is extremely difficult to model exhaustively by analytical development. This includes dynamic problems
such as moving objects, multiple occlusion, changes in illumination due to varying light sources, specular
reflections, different visual medium such as water and air, etc... It is clear that handling all the potential
sources of error by analytical classification is near impossible when an infinite source of information is
available. In order to represent all the possible external sources of error the correspondences may contain a
statistical measure of position uncertainty is sought.

Therefore the different sources of error can be categorized into certain groups:

1. Gross error or "large outliers" - this type of error usually has a destructive effect on the estimation
process.

2. Small scale noise - this type of error is usually averaged out via maximum likelihood frameworks,
however, it may have a small influence on the error norm.

3. Bias - the types of error causing bias fall into the class of small scale noise at the initial iterations of
the minimization process, however, they are rejected as large outliers at the end of the minimization
process. They are more problematic when far from the solution. This type of error usually has a small
deviating influence on the trajectory and efficiency of the estimation process.

It can be noted that for the local tracking method considered in Chapter 4, the small search window
ensures that outliers have a bounded effect on the estimation process. Thus in this case small scale errors
are more frequent. If the search window is widened then faster inter-frame movements can be observed and
larger errors including outliers need to be considered as well.

In the robust statistics, computer vision and visual servoing literature, many different robust estimation
techniques exist. Some of these have come about independently and provide different perspectives on similar
problems with sometimes, slightly different goals. In Section 6.2, different techniques developed in the
computer vision community are described. In Section 6.2.2 the LMedS method is reviewed in a visual
control context and in Section 6.2.3 the M-estimation framework is introduced. In Section 6.2.6, scale
estimation is considered and shown to be a determining factor in robust estimation. In Section 6.3 a robust
visual control scheme is proposed. This is achieved by introducing a weight matrix in the error minimization.

6.2 Robust Estimation Techniques

Various robust estimation techniques exist in the literature. In this first part a short overview of these various
techniques will be given. Following this each of the main approaches will be presented in more detail. In
particular there are those methods that have originated in the computer vision literature and those that have
originated in the statistical literature or other applied domains.

One of the oldest and most well known robust techniques in computer vision is the Hough trans-
form which was published in a US patent [Hough62] and originally implemented for bubble chamber
picture analysis [Hough59]. This method essentially extracts low dimensional parameters from mea-
surements with noise. In the computer vision literature the Random Sample and Consensus paradigm
(RANSAC) [Fischler81] is popular. In its original formulation it was applied to the pose calculation problem
or the perspective n-point problem, however, it is applicable to model fitting in general.
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More recently, another class of robust methods exist which have had success in producing ro-
bust computer vision algorithms. This class involves integrating multiple cues from different measure-
ments [Brautigam98, Kragic99, Li04]. While this type of approach is far from optimal, the use of many
sources of information provides good results for immediate real-world application.

Apart from these techniques there are also those which have originated in the statistics literature from a
more theoretical point of view. In the statistics literature, the definition of robustness is of core importance
in designing a robust estimation technique. In particular several performance factors have been considered
and they can be summarized by the following principle factors which have played a determining role in the
design of robust estimators:

1. Influence Function [Huber81, Hampel86] - is related to the change in an estimate from its “true” value
when outliers are added to the data as a function of the distance of the data to the true estimate. For
example, the influence function for the least squares estimator is proportional to the distance of a
measure from the estimate.

2. Breakdown point - is the smallest percentage of outlier contamination that will force the estimated pa-
rameters to deviate arbitrarily far from their “true” estimate [Rousseeuw87]. For example the break-
down point of the mean is zero since a single outlier can break the estimate.

3. Relative Efficiency - is defined as the ratio between the lowest achievable variance for the estimated
parameters (the Cramer-Rao bound) and the actual variance provided by the given method. This
also depends on the underlying noise distribution [Lindgren93]. For example, in the case of Gaus-
sian noise, the mean square estimator has an asymptotic efficiency of 1 (which is the maximum
value) [Mosteller77]. Asymptotic efficiency as the number of data tends to infinity as well as small
sample efficiency needs to be considered.

4. Computational Efficiency or Time Complexity - is related to the number of measures n and the number
of parameters to be estimated p. For example, the time complexity for the least squares method is
O(np2) and the feasibility of the computation requires at most O(n2) [Meer91].

Even with these different comparison criteria, however, it is important to keep in mind the application
at hand. In recent work, Meer highlights this fact by proposing a different definition of robustness which
involves the application. “An estimator is considered as robust only when the estimation error is guaran-
teed to be less than what can be tolerated in the application” [Meer04]. For example in computer vision
applications a very high breakdown point is needed since it is often necessary to take into account multiple
instances of the same data. Under the definition of breakdown point considered above this would mean that
a robust computer vision algorithms would need to be able to tolerate 100% outlier data even if the match is
good or to consider multiple instances.

Theoretical statistics started in the early 1960s, with the maximum likelihood estimator (M-estimator)
being introduced in the 70s [Maronna76, Huber81, Huber96]. This approach focuses on a single geometric
error function with a robust distribution. Outliers are then rejected which do not correspond to this definition.
Standard M-estimators have been shown to have a breakdown point of less than 1/(1 + p) where p is the
number of estimated parameters [Hampel86, Li85]. The time complexity is the same as least squares,
namely O(np2). The relative efficiency for large sample sizes is n−1/2.

Under a similar framework other methods have been proposed such as R-estimates [Jaeckel72] which
are based on ranking the error and using a monotonic scoring function such as the Wilcoxon rank test.
An important advantage of this method over M-estimators is its invariance to scale. L-estimates use linear
combinations of order statistics such as the median or the α-trimmed mean.
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Another type of statistical robust estimator is the least median of squares (LMedS), which was introduced
by Rousseeuw [Rousseeuw84, Rousseeuw87]. LMedS is essentially a sampling based method which is
similar to RANSAC. This estimator achieves a breakdown point of 0.5. The time complexity of this method
can be improved using a Monte Carlo type speed-up technique. In this case the computational complexity
is O(mn log(n)). The relative efficiency for large sample sizes, when Gaussian noise is present, is n−1/3,
which is low compared to M-estimators.

Robust statistical techniques are now widely used in the computer vision community. Haral-
ick [Haralick88] proposed to use M-estimation for 2D/3D pose estimation. [Lee89] used M-estimation to
estimate full 3D motion parameters. Quantitative results have shown that it is possible to obtain a correct
solution with up to 30% miss-match errors. In [Tirumalai88] the least median of squares method was used
for robust surface approximation and in [Kim89] it was proposed for computer vision in general. [Kumar89]
used the least median of squares to solve the pose estimation problem.

The two significant algorithms in the statistics literature are both LMedS and M-estimation. M-
estimation based techniques differ largely from the sampling based methods. Both will be considered more
in-depth in the following sections and formulated in terms of pose calculation. The core difference between
these two classes of methods can be related to their trade-off between breakdown point and efficiency. For
the interested reader, good reviews of robust estimation in computer vision can be found in both [Meer91]
and [Stewart99b]. In [Zhang97] and [Press02], robust estimation is also covered in a general context.

In the following subsections various important robust algorithms will be presented in more detail includ-
ing Random Sample and Consensus, Least Median Squares, Maximum Likelihood Estimation, Cue Fusion,
Combined techniques and robust scale estimation (robust standard deviation) .

6.2.1 Random Sample and Consensus

The Random Sample and Consensus (RANSAC) principal was proposed by Fischler and Bolles [Fischler81]
for robust model-based pose estimation for computer vision applications, however, it is also applicable
to a general class of model fitting. Other than pose estimation, this method has been studied for var-
ious different problems including homography estimation [Hartley01], the fundamental matrix estima-
tion [Torr93, Torr97].

The base criterion of the RANSAC method is to maximize the number of data points η within a user
defined boundary. This boundary if defined by a distance threshold τ which relates to the probability of a
particular error distance being an outlier given a particular model. It is assumes that the errors are Gaussian
with zero mean and standard deviation σ. Since the objective is to minimize the square of the error then
the data belong to a Chi-squared distribution χ2

m with m degrees of freedom. The rejection/inclusion error
bound is thus defined as:

if
(
si(r) − s∗i

)2
≤ τ2, then outlier.

else inlier.
(6.1)

where τ 2 = Φ−1
m (α)σ2, with Φ being the cumulative Chi-squared distribution. The value of α is usually

chosen so that a 95% probability is ensured in the case of Gaussian noise. With α = 0.95 and m = 6 this
leads to τ 2 = 12.6σ2.

The RANSAC algorithm involves randomly selecting data subsets of size m from the entire data set of
size n. In general, the size of m is the minimum number of data points required to obtain a unique solution
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to a given estimation problem. In the case of this thesis, the data are image features. The pose estimation
problem has a minimum subset corresponding to the perspective-4-point problem. According to [Hartley01]
The various steps can then be summarized as follows:

1. Randomly select a sub-sample Si of size s from the entire data and compute the model param-
eters (i.e. s = 4 points in the case of the pose r).

2. Determine the number of data ηi which are within the threshold bound τ around the solution
of set i. These point are considered to be in consensus with this model.

3. If the number of data ηi is greater than some threshold, then re-estimate the model using all
the data and stop.

Else select a new sub-sample and goto 1.

4. After N trials the largest consensus set Si is selected.

where N must be chosen so that the computation time is not too long. This factor is considered in the next
section.

As noted in [Wang04a] this depends entirely on a good estimate of the scale. In this paper an adaptive
scale method is proposed based on mean-shift probability maxima and minima estimation. Scale estimation
will be treated in more detail in Section 6.2.6.

Computational efficiency

When the number of data n increases the number of possible sub-samples increases drastically and it is
impossible to treat exhaustively all of them. Assuming that the whole set of features contains up to ε
outliers (e.g., ε = 50%), the probability that at least one of the N sub-samples contains only inliers is given
by [Rousseeuw87]:

P = 1 − [1 − (1 − ε)s]N . (6.2)

where s is the size of the subsamples.
In order to obtain a good probability of detection (P ' 1), N can be computed from (6.2) given P , N

and ε:

N =
log(1 − P )

log[1 − (1 − ε)s]
. (6.3)

For example, when n = 20 and s = 6 an exhaustive search leads to Nmax =
(

20
6

)
= 38760 sub-

samples where as, with P = 0.99 and ε = 50%, only 293 sub-samples are required. These N samples can
be drawn using a Monté Carlo technique.

This process can be made more efficient if “guided sampling” is employed. In this case it is necessary
to have prior information about the nature of the data which is often not the case. In [Ruppert90], however,
guided local line searches have been performed. Other approaches involve using heuristics.
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6.2.2 Least Median of Squares

Both RANSAC and LMedS can be considered as similar algorithms which have been developed indepen-
dently in the computer vision and statistics literature respectively. Even so, both domains now have much
crossover and LMedS has also been used in many computer vision problems such as the recovery of epipolar
geometry in [Zhang95].

Both RANSAC and LMedS are algorithms which select sample sets from the data and estimate a solu-
tion based on these subsets. The difference is that RANSAC maximizes the number of inliers while seeking
the best model while LMedS minimizes a robust residual measure of the model [Meer91]. These methods
remain largely inefficient from a computational point of view compared to a simple least squares solution be-
cause they must search the entire space of possible estimates generated from the data with a time complexity
of O(n2) [Edelsbrunner88].

The Least Median of Squares (LMedS) [Rousseeuw87] method estimates the parameters by solving the
non-linear minimization problem:

min Medi=1,...n r
2
i , (6.4)

where ri is the residual for each available measure and n is the number of measure.
Consider a non-linear system of equations to be composed of a vector of unknown parameters v and a

matrix L that projects these parameters onto the error space si−s∗i , where s and s∗ are the initial and desired
values of the data. In order to simplify the relationship between the general case and the minimization
approach presented in this thesis, the notation of the variables are reused, however, another non-linear system
of equations could equally be used. Thus in the VVS approach v corresponds to the virtual camera velocity
which is estimated by solving the following linear system: Lsv = −(s − s∗), the residual ri is given by:

r2i = (Lsi
v + (si − s∗i ))

2

where Lsi
, si and s∗i are, respectively, the i-th line of the interaction matrix Ls and of the vector s and s∗.

The LMedS method is solved by a search in the space of possible estimates generated from the data.
This space is usually very large with n independent measurements, each with m parameters, the number
of sets generated from the data is ( nm

d ) where the dimension of the data d is greater than or equal to the
minimal number of linearly independent equations required to solve the system of equations (6 ≤ d < nm).

The algorithm is outlined as follows. Given n measures si, i = 1 . . . n:

1. draw N subsamples sJ , J = 1 . . . N of d independent visual features. The maximum number of
subsamples is Nmax = ( nm

d ), therefore if nm is large Nmax may be very large and a Monte Carlo
technique may needed to draw the N subsamples so as to improve computational complexity (see
Section 6.2.1).

2. for each subsample J , the unknown parameters vJ are computed according to:

vJ = −L+
sJ

(sJ − s∗J)

3. For each vJ , the median of square residuals is determined, denoted MJ , with respect to the whole set
of features, that is:

MJ = Medi=1...n(Lsi
vJ + (si − s∗i ))

2
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4. The minimal value M ∗ is retained amongst all N MJ ’s along with each corresponding vJ .

In order to detect and remove outliers. Rousseeuw [Rousseeuw87] proposes assigning a binary weight to
each feature according to:

wi =

{
1 if |ri| ≤ 2.5σ̂
0 else (6.5)

where σ̂ is a scale estimate defined more clearly in Section 6.2.6. The following scale estimate is directly
related to LMedS (see [Rousseeuw87] for details):

σ̂ = 1.4826(1 + 5/(n− d))
√
M∗ (6.6)

Computational Efficiency

Since LMedS is similar computationally to RANSAC, the method described previously in Section 6.2.1
for calculating the number of required samples can also be used here. Even so, the computational cost is
O(Nn log n) which remains significant, meaning that this method is not well suited to real time applica-
tions. Furthermore, if an iterative non-linear minimization method is used and LMedS is performed at each
step then this cost increases dramatically. In terms of asymptotic efficiency, this method has been shown
to perform poorly in the presence of Gaussian noise. The main advantages of LMedS are its 0.5 break-
down point as well as the fact that it can be used with globally convergent pose estimation methods such
as [Dementhon95, Tahri03].

6.2.3 M-Estimation

M-estimators can be considered as a more general form of Maximum Likelihood Estimators(MLE). They are
more general because they permit the use of different minimization functions not necessarily corresponding
to normally distributed data. The maximization of this likelihood would then correspond to minimizing
the log-likelihood of the observations. Many functions have been presented in the literature which allow
uncertain measures to be less likely considered and in some cases completely rejected, thus inferring that
the data is not normally distributed.

The following review is separated into three sections. The first explaining the effect of the loss function,
ρ, upon the estimates of the parameters otherwise known as the location estimates. The second explains how
the robustness of these location estimates are influenced by a scale estimate, i.e. the standard deviation of
the ’good’ measures. Finally different objective functions, otherwise known as influence functions will be
investigated for their different properties.

Location Estimates

Once again, consider a vector of measurements s∗ and a vector of parameters to be estimated r. In a non-
robust maximum likelihood minimization framework it is assumed that noise in the measurements is additive
leading to:

s∗i = s̄∗i + δs∗i , s∗i ∈ Rp, i = 1, . . . , n, (6.7)

where s̄∗i is the “true” value of the noisy measurement s∗i .
In a statistical sense it is generally assumed that each feature measure has independent and identically

distributed (i.i.d) error:
δs∗i ≈ N (0, σ2C), (6.8)
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where N (.) is a normal (Gaussian) distribution around the “true” model s(r). σ is the standard deviation or
scale of the data and σ2C is the noise covariance with C = I in the case of i.i.d noise.

The minimization function can be re-written so that the objective becomes to maximize the probability
or likelihood of a model, given normally distributed data. This is written as:

P (r|s) ∝
n∏

i=1

{
exp

[
−1

2

(
si(r) − s∗i

σi

)2
]
δsi

}
, (6.9)

where P is the probability of a model given the data and n is the number of measures.
Taking the log of (6.9) leads to the Chi-square merit function. In order to simplify it is assumed that the

standard deviation of the image feature errors σi belong to the same distribution σi = σ. In this case the
merit function Q to be minimized is:

Q(r, σ) ≡
[

n∑

i=1

[si(r) − s∗i ]
2

2σ2

]
− n log(δs), (6.10)

where the constant terms, n, σ and δs are dropped as they do not influence the minimization procedure
leading to:

r̂ = argmin
r

(
n∑

i=1

[si(r) − s∗i ]
2

)
, (6.11)

which can be minimized using a non-linear least squares minimization procedure.
In robust M-estimation the assumption is made that the image feature measures are not normally dis-

tributed around the “true” value. Therefore, the maximum likelihood formula for the estimated pose param-
eters r becomes:

P (r|s) ∝
n∏

i=1

{
exp

[
−ρ
(
si(r) − s∗i

σi

)]
δsi

}
, (6.12)

where ρ is the negative logarithm of the probability density, and the standard deviation of each feature
measure σi is independent.

Transforming this into a minimization problem is again done by taking the log of (6.12) and minimizing.
Thus the M-estimate of the pose parameters r is given by minimizing the log-likelihood merit function:

Q(r, σ) =
n∑

i=1

ρ

(
si(r) − s∗i

σi

)
, (6.13)

where ρ(u) is a robust loss function that grows sub-quadratically and is monotonically nondecreasing with
increasing |u|.

The robust estimate is therefore obtained from (6.13) as:

r̂ = argmin
r

(
n∑

i=1

ρ

(
si(r) − s∗i

σi

))
, (6.14)

Equation (6.14) can then be minimized by taking the derivative w.r.t. time and minimizing:
n∑

i=1

ψ

(
si(r) − s∗i

σi

)
1

σi

dsi(r)

dr
= 0, (6.15)
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where σi is assumed constant and ψ(u) is called the influence function with ψ(u) = ρ′(u).
Iteratively Re-weighted Least Squares (IRLS) [Deming43] is a common method of minimizing the M-

estimator [Holland77] and [Huber81](pp. 179-192). It converts the problem into a weighted least-squares
problem. This transformation is defined by a weight function w(.) such that ψ(u) = w(u).u giving:

n∑

i=1

w

(
si(r) − s∗i

σi

)[
si(r) − s∗i

σ2
i

]
dsi(r)

dr
= 0, (6.16)

which can be considered as a weighted modification of the non-robust objective function. For instance,
consider the case where the data is normally distributed with ρ(u) = 1/2u2. In this case ψ(u) = u and
w(u) = 1.

Up until now the notion of the robust probability distribution ρ(.) has remained rather abstract. In
Section 6.2.3, different functions of robust distributions will be given. Following this robust statistical
measures of the variation or scale of the distribution will be determined. It will be shown that this also
involves determining a robust center of the distribution.

Influence Function

In theoretical statistics, the analysis of robust properties are based on a weak-star topology in the space of
all probability measures such that:

F →
∫
ψdF (6.17)

is continuous for all bounded continuous functions ψ, where F (.) is a distribution function.
Without going into the theoretical proofs of consistency and asymptotic mini-max theory [Huber81], it

is important to consider the influence function criterion. The influence curve, first derived by [Hampel86]
provides a unified description of the asymptotic properties for any arbitrary functional T (.). The influence
function is derived as:

IC(x;F, T ) = lim
t→0

T ((1 − t)F + tδx) − T (F )

t
(6.18)

where T (.) is a given functional, δ is a point mass 1 at x and 0 ≤ t ≤ 1 corresponds to a t-quantile range.
The influence function gives the influence of a single observation with value x as the sample size n→ ∞.

In the case of an M-estimate, the influence curve is proportional to ψ(.). Many influence functions exist
in the literature which provide different infinitesimally robust characteristics of the underlying probability
distribution. In all cases the function must be symmetric and positive definitive so as to ensure convergence
upon a minimum value. The different functions can be analyzed and compared in terms of their convergence
rates and breakdown points.

In this section some of the various forms of ρ, ψ and w are compared. Of the various loss and corre-
sponding influence functions that exist in the literature Huber’s monotone function is considered, Cauchy’s
and McLure’s soft re-descending functions are considered with ψ(∞)=0 and Tukey’s hard re-descending
function is considered with ψ(u) = 0 for |u| ≥ b, where b is a constant. Figure(6.2) and Table(6.1) permit
easy comparison of the different functions and their convergence characteristics. A more detailed analysis
can be found in Section 6.4 where simulations are performed for various functions.

When referring to Table 6.1, in the case of Tukey’s influence function, u
b corresponds to the point

at which an outlier is totally rejected. Furthermore, the proportionality factor of b=4.6851 ensures 95%
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Type / Function ML Function ρ(u) Weight Function w(u)

Least Squares u2

2 1

Huber
1
2u

2, |u| ≤ a

1
2a(2|u| − a) |u| > a

1, |u| ≤ a

a 1
|u| , |u| > a

Tukey
b2

6

(
1 − (1 − (u

b )2)3
)

|u| ≤ b

b2

6 |u| > b

(
1 − (u

b )2
)2
, |u| ≤ b

0, |u| > b

Cauchy c2

2 log
(
1 + (u

c )2
)

1
(1+(u/c)2)

McLure/Geman (u2)/2
(1+u2)

1
((1+u2)2)

Type / Function Influence Function ψ(u) Chi Function χ(u)

Least Squares u u

Huber
u, |u| ≤ a

a u
|u| , |u| > a

−u2

σ , |u| ≤ a

−a|u|
σ , |u| > a

Tukey
−u

σ

(
1 − (u

b )2
)2
, |u| ≤ b

0, |u| > b

u2

2

(
1 + 3u2

b (1 − 5u2

3b3 )
)

|u| ≤ b
1
3σb

2, |u| > b

Cauchy u
(1+(u/c)2)

u2

(1+( u
c
))2

McLure/Geman u
((1+u2)2)

c2

2 log(
c2+u2

c2
)

Table 6.1: Different Cost Functions and their corresponding Influence Functions. ρ(.) corresponds to the robust proba-
bility distribution, ψ(.) is the partial derivative of ρ(.) w.r.t. the parameters r, χ(.) is the partial derivative of ρ(.) w.r.t. the
scale σ and w(.) is the corresponding weight factor for an IRLS implementation.
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efficiency in the case of Gaussian noise. To ensure 95% efficiency in for Cauchy’s function a proportionality
factor of c=2.3849 is required. For the standard normal distribution, Huber’s function requires a tuning
constant of a=1.2107 for 95% efficiency.

The first two functions in the table guarantee unique solutions and give a partial derivative with respect
to the scale which has a single global minimum. This allows a convergence proof to be obtained, however,
they do not completely eliminate the effect of large outliers. On the other hand the last three functions in
the table do not guarantee a unique solution and do not give a χ function which has an absolute minimum
at x = 0. They are, however, favorable in terms of outlier rejection. Tukey is the only function given here
which completely rejects outliers and gives them a zero weight.

Considering Figure 6.2 it can be seen that the McLure/Geman function is the most severe outlier rejector
with its weighing function tending rapidly towards zero. However, further from the center of the error
distribution this function only approaches zero whereas the Tukey function cuts directly to zero removing the
effect of outliers completely. For Tukey’s function the cutoff point for total rejection of outliers corresponds
to 4.7 deviations of the residue from its initial median. It also has a similar shape to the Cauchy function.
The other functions asymptotically reduce the influence of an outlier towards zero. The Huber estimator
assumes that all values within the bounds of 95% of the data given the normal distribution are 100% correct
and makes a gradual elimination for features outside of this region. Figure 6.2(c) shows how the scale
varies with the residue for different influence functions. It can be seen here that Huber’s function is the
only function with an absolute minimum at χ(0) = 0, and can therefore be the only function which gives a
minimum σ simultaneously with a minimum residue as suggested by Huber.

6.2.4 Cue Fusion

It is possible to improve the previous robust estimation techniques by considering the fusion of multiple
cues. Indeed, an important technique that almost always improves estimation robustness is the use of highly
redundant number of measurements. In the case of Gaussian noise, not only does this make aberrant mea-
surements less likely but it also makes good measurements more likely. In most estimation problems the
input measurements are related to unknown parameters via a model. In the case where the measurements
contain highly aberrant data or large outliers, the estimation process fails and it is necessary to use robust
techniques mentioned previously. The aim of cue fusion in computer vision is therefore to exploit the many
sources of information which are available from a vision sensor such as luminance, color, shape, motion,
or even information from other sensors. In this way, extra redundant information is introduced into the
estimation process with the aim being to improve the robustness of the algorithm.

In one hand, many cue fusion methods are based on optimization theory whereby it is necessary to
correctly model the physical interaction of each type of measurement with the unknown parameters to
be estimated [Clark90, Bulthoff87, Aloimonos89, Pirjanian98]. Progress in this area, however, has been
relatively slow due to the difficulty in identifying valid mathematical models and the fusion of these models
into one simultaneous estimation process. More recently much research has been invested in the fusion of
different cues within the computer vision literature with very promising results [Isard98a, Isard98b, Pérez04,
Li04]. Unfortunately, these techniques remain imprecise, are computationally expensive and do not yet run
at frame-rate for the pose estimation problem.

In the other hand, another approach is to avoid the complex fusion process and avoid the interdependence
of mathematical models by using a binary voting approach such as in [Brautigam98]. In other words, visual
cues were fused while avoiding dependence upon each individual model by determining uncertainty using a
binary voting scheme. In this way it was possible to cue incommensurable cues such as intensity and surface
orientation. Furthermore, the use of a binary weighting function avoids uncertainty normalization. In this
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a) ML Function ρ(u) b) Influence Function ψ(u)
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Table 6.2: Simultaneous plot of different robust functions: a) The robust probability distribution, b) The partial derivative
of ρ w.r.t. r, c) The partial derivative of ρ w.r.t. σ and d) The corresponding weight function.
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paper, the technique was applied to the detection of planar surfaces from binocular images. In [Kragic01]
this binary method was applied to visual servoing. This approach provides a robust input estimate (cue) to
a control loop and as such treats outlier rejection, in an image processing step, prior to the visual servoing
task. Furthermore, this type of method requires the tuning of parameters to deal with the complexity of the
system. Of course, this type of approach provide rapid prototypes for real-world situations, however, this
solution is far from optimal in terms of precision and efficiency.

The difference between these two approaches is summarized in Figure 6.1 which treats the binary
weighting method as a two-step method so the two groups of estimation algorithms emerge:

1. Remove outliers by applying binary outlier rejection rules.

2. Estimate unknown parameters simultaneously from all sources of information.
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Figure 6.1: (a) Two step outlier rejection: outlier rejection is performed in an initial step prior to a second step involving
accurate parameter estimation. (b) One step robust estimation: the outlier rejection is performed simultaneously with
parameter estimation.

As will be shown, not only are two step approaches discontinuous but they are also a source of unwanted
error. This is due to the fact that only binary weights are used as opposed to a continuous range of uncertainty
values in the one-step case. In this way false positives and negatives are more easily made with respect
to a simultaneous estimation process. This either results in fewer good measurements being used in the
estimation process or on the other hand more outliers are retained within the estimation process. In a visual
servoing scenario this error can be exacerbated since outliers can be difficult to recognize unless the robot
is already close to the final position. Empirically, it can also be shown that one step robust estimation
procedures are more efficient [Hampel86] due to their smooth transition between rejection and acceptance.
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6.2.5 Combined Techniques

A recent trend has been to consider using random sample style methods such as LMedS or RANSAC com-
bined with an M-estimator as was done by [Rousseeuw84] for robust statistical estimation or combining
RANSAC with M-estimation as was done by [Torr97] for the Fundamental Matrix estimation. In this im-
plementation RANSAC or LMedS was essentially used to ensure global convergence while the M-estimator
was used for fine tuning in the presence of Gaussian Noise. This did not take into account the loss of
precision introduced by false rejections, and it was necessary to manually tune parameters using RANSAC.

In [Marchand04], the LMedS method, was combined with an M-estimator [Comport03b] in a visual
servoing context. This implementation aimed at reducing any bias in the M-estimator because any bias
introduces a small deviation in the trajectory of the robot. Small bias can be present in an estimator when
outliers which are not initially detected disturb the estimator. It can be noted, however, that this only occurs
when outliers are of the same magnitude as the errors to be minimized. In [Marchand04], this was overcome
by using LMedS to initialize the weights of an M-estimator. The M-estimator was then used to ensure
robustness during execution of the task. The LMedS could not be used at each iteration because it is not
computationally feasible to compute it at the cadence of the control law. The more efficient M-estimator
is therefore necessary to ensure robustness to dynamic and transient errors which can appear during the
movement of the robot.

The difficulty in this implementation was that the LMedS method often rejected good points along with
the bad leading to false rejection. This was overcome by gradually reintroducing the initially rejected points
via a manually tuned process. This meant that full robust control was handed over to the M-estimator by the
end of the convergence. Unfortunately, this also meant that the visual servoing task had a breakdown point
of zero during the transition period.

In the analogous VVS context this dual method would be too time consuming, however, it could be
interesting to consider random sampling for pose initialization. In any case, the bias in the trajectory is not
important in a virtual estimation process and any outliers not detected initially are usually rejected towards
the end of the convergence.

6.2.6 Scale Estimates

In order to obtain a robust objective function, a value describing the certainty of the measures is required.
The scale is a robust estimate of the standard deviation of the good data and is at the heart of the robustness of
the estimation procedure. It is sometimes dubbed a nuisance parameter for location and regression problems
because pure scale problems are rare. In non-linear regression such as Virtual Visual Servoing, this estimate
of the scale can vary dramatically during convergence.

It can be shown that both sampling and M-estimation based methods can be considered under a unifying
framework [Meer00]. In this case all techniques are considered as an M-estimator with an auxiliary scale
estimate. In this way the influence function for LMedS and RANSAC are considered as binary (i.e. either a
measure is good or bad). The significant difference between these two techniques then lies in the estimation
of the scale.

Pure Statistical methods such as LMedS and M-estimators [Huber81] treat scale as something to be
estimated while RANSAC and the Hough transform traditionally require a tuning variable. In LMedS,
however, the scale estimation can be considered as being more robust since it is based on the residual error
after a minimization step whereas in the M-estimation case the scale can only be estimated from the initial
error. This effectively gives a breakdown point of 50% for LMedS compared to a lesser percentage for M-
estimation. Even so, M-estimation combined with a scale estimator such as the Median Absolute Deviation
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(MAD) can be shown to empirically work well even if a break down proof does not exist. No breakdown
proof is available because this depends on the discontinuity of the median operator.

Robust Mean and Normalization

The standard deviation of a distribution is relative to the center of the distribution. Therefore, in order to
determine a robust standard deviation, it is first necessary to define a robust center of the distribution. The
usual center of the distribution is its mean, however, this has a breakdown point of zero. The median has
traditionally been considered as a robust estimate of the mean.

When using a robust estimate of the mean, it is usual to normalize the distribution so as to center the
data around zero. In the case of the median operator, the normalized residue is given by:

∆̄i = ∆i − Med(∆i),∀i, (6.19)

where ∆i = [si(r) − s∗i ] and Med(.) corresponds to the median value taken across all the errors.

Median Absolute Deviation

In the past scale has been treated as a tuning variable which can be chosen manually for a specific application
[Odobez95]. Alternatively, a robust statistic can be used to calculate it. One robust statistic is the Median
Absolute Deviation (MAD), given by:

σ̂ =
1

Φ−1(0.75)
· Medi(|∆̄i|). (6.20)

where 1
Φ−1(0.75) = 1.48 represents one standard deviation of the normal distribution and Φ() is the cumula-

tive normal distribution function. This estimated standard deviation can accordingly be used with a tuning
variable which makes a particular function mini-max [Huber81] with respect to bias. In Table 6.1, a, b and
c represent the different tuning variables calculated by a Monté-Carlo method for different functions.

The MAD is widely used and appears in popular algorithms such as [Tommasini98]. A convergence
proof for non-linear regression using the MAD only exists if it is calculated once as an ancillary scale
estimate due to its lack of asymptotic properties [Holland77]. Empirical results, however, show that de-
termining the MAD at each iteration not only converges, but drastically improves the results. In the case
of an estimation problem the introduced discontinuity does not affect the application. In a visual servoing
scenario, however, it is necessary to smooth the discontinuity so as to converge along a smooth trajectory to
the desired position.

6.3 Robust Visual Control

In this section the aim will be to address the problem of robust estimation in the context of visual control. A
secondary objective will be to design a robust technique which may be applied to both tracking and visual
servoing domains. Following on from the review of different robust techniques, it is clear that robust statis-
tical M-estimation has many advantages over the other techniques presented and have even been considered
to be a unifying banner for these estimation techniques [Meer00]. In particular, the computational efficiency
can be shown to improve upon sampling style methods which is of major importance for applications with
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real-time constraints. Furthermore, this technique has strong theoretical foundation which addresses closely
the remaining performance factors including, influence function, relative efficiency and breakdown point.
The core framework is therefore based on robust statistics which is extremely general in that these methods
may be applied to a general class of optimization problems.

Therefore, the robust visual control law proposed in this thesis is based on statistical M-estimation which
provides a solid statistical basis for detailed analysis. The estimation of the scale using the Median Absolute
Deviation (MAD) is used due to its computational efficiency and so that no tuning is required. In order to
integrate this theory into the control law various techniques exist. For the group of methods which compute
scale as an auxiliary estimate two variants exist. They are the modified residuals method and the modified
weights method. The most common implementation is the modified weights method which is commonly
known as an Iteratively Re-weighted Least Squares (IRLS) method [Holland77]. As will be shown, this
method allows simple integration directly into the visual control law.

Pose estimation approaches are numerous including the RANSAC approach [Fischler81] which was
originally based on pose estimation. [Haralick89] presented work on robust pose estimation based on
M-estimation techniques. In [Kumar94] a detailed sensitivity analysis was given for robust pose com-
putation and in [Stewart99b] a survey is given for computer vision. The 3D tracking method proposed
in [Drummond02] was also based on M-estimation. Unfortunately this method required manual tuning
and it did not perform iterative estimation at each image. Subsequently, it was also necessary to augment
robustness with various heuristics.

In the augmented reality literature statistically robust estimation techniques have also proven to be use
full as given in [Berger96, Simon98, Berger98]. In these works M-estimation was considered in the frame-
work of pose estimation of a bridge from local point data. Scale estimation is also performed using an
LMedS style approach. Work presented in [Comport03a] was also based on M-estimation and MAD scale
estimation for robust augmented reality.

Of the robust methods focused on visual servoing control there is [Kragic01] who used a two step
technique based on cue fusion. This approach was analyzed in detail in section 6.2.4. More recently the
approach presented here based on M-estimation has been presented in [Comport03b]. In these results the
accuracy, efficiency and stability in the face of outlier data were demonstrated. An important difference
between robust VVS and VS is that the trajectory in a VS scenario is more important. Furthermore, the
sources of error are different in each case. In the VVS case, error may come from the CAD model or the
image, while in the VS case the error may come from the initial or desired images as well as the depth
parameter.

6.3.1 Robust 3D Tracking

As in non-robust 3D tracking, the aim of robust tracking is to minimize the error between a pose dependent
feature s(r) and a desired feature s∗. Robust tracking, however, also has the added objective to minimize
outlier data. In order to minimize outlier data a weight wi is associated with each image feature si. This
weight represents the confidence or uncertainty of a measured feature related directly to its deviation from
an underlying statistical distribution. This weight effectively modifies the previous assumption of a nor-
mal or Gaussian distribution so that those measurements which deviate significantly from the true or ideal
distribution are considered as less likely in the sense of Maximum Likelihood.

For the moment, the focus will be made on the integration of the weights into the visual tracking control
law. The determination of the weights can be obtained from the previously mentioned methods in Sec-
tion 6.2.1, 6.2.2 and 6.2.3. In the following section, the combination of low level uncertainty along with the
weights will be considered.



Robust Estimation 179

The first step is to reconsider the control law originally given in equation (3.26). Introducing the
weighting factor according to an Iterative Re-weighted Least-Squares procedure [Holland77] gives the new
weighted objective function as:

e = CD(s(r) − s∗), (6.21)

where

• where matrix C is a common combination matrix of dimension m × k where k is the number of
features and m the number of controlled robot degrees of freedom (6 in the case of a rigid-body
system),

• and D is a diagonal weighting matrix given by

D =




w1 0
. . .

0 wn




and where the computation of weights wi corresponding to various influence functions was given in
Table 6.1.

As is done traditionally, the reasonable assumption is made that C is constant, since it usually does not vary
much close to the solution.

The partial derivative of equation (6.21) is then given by:

ė =
∂e

∂s

∂s

∂r

dr

dt
= CDLsv +

∂D

∂s
C(s(r) − s∗), (6.22)

where it can be noted that D is potentially varying with time.
In the case where D is considered to be varying with s, the minimization of equation (6.22) is highly

non-linear. In order to take into account this variation it is necessary to derive the chosen weight function
with respect to s. This loss function ultimately depends on a scale factor which potentially varies with time.
As soon as the MAD operator is used in any of these calculations, the possibility of obtaining a continuous
derivative vanishes due to the median. It could be possible to approximate the exponential decrease of
the median using initial values, however, since the ultimate goal is to determine the steepest gradient, the
approximate changes in the topology introduced by the variation of the weights would have little influence
on the minimization. For these reasons, the assumption of ∂D

∂s
= 0 is made. It can be noted that the variation

of the weights will affect the trajectory of the camera, however, this is not important in a tracking context.
Thus if both C and D are constant, the derivative of equation (6.21) is then given by:

ė =
∂e

∂s

∂s

∂r

dr

dt
= CDLsv. (6.23)

The exponential decoupled decrease of the error e still holds as in equation (3.35). Combining equa-
tion (6.21) and (6.23) using (3.35) and solving for v now gives:

v = −λ(CD̂L̂s)
−1e, (6.24)

where L̂s is a model or an approximation of the real matrix Ls and D̂ a chosen model for D.
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Since D̂L̂s is a k ×m matrix with full rank m < k, the control law can be simplified by choosing the
combination matrix C to be the pseudo inverse (D̂L̂s)

+ of D̂L̂s. More precisely this is:

C = (D̂L̂s)
+ = ((D̂L̂s)

>D̂L̂s)
−1(D̂L̂s)

>,

= (L̂>
s D̂>D̂L̂s)

−1(D̂L̂s)
>,

= (L̂>
s D̂2L̂s)

−1(D̂L̂s)
>,

since D is a diagonal matrix and D> = D.
Considering an exponential decrease of the error as ė = −λe along with equations (6.21) and (6.24),

the robust control law is finally obtained as:

v = −λ(L̂T
s D̂2L̂s)

−1L̂sD̂(s(r) − s∗). (6.25)

The corresponding control diagram, given in Figure 6.2, is similar to the non-robust case. This diagram
presents different ways of presenting this robust control law for the case of the distance. The first diagram
considered the visual error, to be minimized, as the error between a point and a contour.

Robust Iterative Convergence

The Lyapunov positivity criterion [Samson91], given previously in equation (3.40), ensures global asymp-
totic stability of the non-linear system. In the re-weighted case, a sufficient criteria to ensure global asymp-
totic stability of the system is given by:

(D̂L̂)+DL > 0, ∀t, (6.26)

where t is the number of iteration of the control law.
As usual for a visual control law, it is impossible to demonstrate the global stability, however, it is

possible to obtain the local stability for different cases of L̂ and D̂. The different cases which may be
considered depend strongly on the application and which data is available. In the case of visual tracking,
one has access to the desired position of the image features as well as the current position of the image
features. On the other hand, only a current estimate of the weights and depth parameter are available.
Therefore, the following cases may be considered:

• A first feasible possibility is to estimate both the interaction matrix and the weights numerically at
each iteration t. In this case, a current estimate of the features s(r(t)), a current depth estimate Z(t)
and a current estimate of the weights D(s(r(t)), Ẑ(t)) are made at each iteration of the control loop.
In this case:

(D̂L̂)+ = [D(s(r(t)))L(s(r(t)), Ẑ(t))]+. (6.27)

This choice allows the system to follow, as closely as possible, the intended behavior (ė = −λe).
However, it seems impossible to prove analytically that condition (6.26) is satisfied, since D and L

are not constant (refer to (6.23)). Thus if the weights are correctly computed then (D̂L̂)+DL = I,∀t
and only local stability can be obtained as in the standard visual control law. The convergence of
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Figure 6.2: (a) The same robust 3D tracking control law represented in only two different ways. In both, the weighting
matrix D is applied via Iteratively Re-weighted Least Squares within the control loop and is determined simultaneously
with the estimation of parameters. (a) The desired image features are considered as the tracked 2D points and the
current image features are considered as sampled contours, (b) The current image feature is considered as a distance
and therefore the desired features or reference signal is zero.
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the weights depend on the MAD which has a maximum breakdown point of 0.5 for symmetric error
distributions so reasonable performance may be expected. Even though it has been assumed that
∂D
∂s

= 0, the actual variation of the weights between each iteration is relatively small since the MAD
is also minimized at each iteration. On the other hand, no convergence proof exists for simultaneously
iterating the MAD and the pose estimation, however, empirical evidence is good.

• Another case is to consider using a constant Jacobian by using the estimated depth from the first
iteration Z(0) along with the initial or desired features, s(0) or s∗. The interest in doing this is
because the pseudo-inverse of the large interaction matrix does not have to be computed at each
iteration leading to computational efficiency. Furthermore, in the case of a re-weighted control law,
simplifications can be observed. Consider using the initial depth Z(0) and the initial or final value of
the features s(r(0)),Z(0))). Furthermore, the weighting matrix in the initial step is assumed to be
D̂(0) = I so that the interaction matrix is given by:

(D̂L̂)+ = L(s(r(0),Z(0))+. (6.28)

where it can be seen that the initial weights do not intervene in the pseudo-inverse of the Jacobian
leading to a simpler control law:

v = −λL̂+e = −λL̂+D(s(ri) − s∗) (6.29)

and a simpler convergence criteria:

L(s(0),Z(0))+DL > 0. (6.30)

Note also that, even if the model (6.28) is constant, the evolution of the weights during the realization
of the control law are taken into account through the computation of e, as in (6.27). Furthermore,
the weights D(0) could be computed instead of choosing them to be equal to 1, however, these initial
weights may be equally incorrect if the outliers are initially of the same magnitude as the image feature
error. Once again, only the local stability of the system can be demonstrated since equation (6.30) is
only satisfied around s∗.

Of course, other combinations of parameters exist, however, they do not present any more advantages
over and above the previously mentioned combinations. It is also necessary to ensure that a sufficient number
of features will not be rejected so that DL is always of full rank (6 to estimate the pose). It should be noted
here that degenerate cases are not considered, such as the duality in the image between a projected line and
a point, a circle and a straight line or a cylinder and a circle.

6.3.2 Robust Visual Servoing

In this section a brief overview is given on the visual servoing counterpart to the Virtual Visual Servoing
presented previously. Although the methods are intrinsically similar, they have subtle differences in their
implementations.

As can be seen in Figure 6.3, the control law acts on a real robot and not on a virtual camera. The desired
features are now obtained from the desired image and not from the tracked features. The current features
are now the features tracked in the image as opposed to the projection of a CAD model at a given pose.
Another difference between visual servoing and tracking is that a VS task usually controls the robot along a
long trajectory whereas in tracking inter-image differences are relatively small. In visual servoing it is also



Robust Estimation 183

Track Features

Joint Controller��

�������

�
	 � �� ��� � �� � � � � � ��

Figure 6.3: Robust control law

possible to have the final depth Z∗ and not Z(0) as in the Virtual Visual Servoing case. Other than these
subtle differences, the control law and weight computation is carried out in the same manner.

In visual servoing the trajectory of the robot is particularly important. As mentioned previously, the
variation of the weighting matrix modifies the distribution of the data and subsequently the trajectory of the
camera. This is particularly important when the MAD is used as a scale estimate since the Median is not
continuous and may produce a rough motion. This is best avoided by smoothing the Median.

It can also be noted that some small bias may influence the trajectory of the robot around the ideal
trajectory. This occurs when outliers are of similar magnitude to the real data. In the case where these
outliers are present at the beginning of the visual task, they are usually rejected towards the end of the task.

It should be noted that small sample sizes are traditionally used in visual servoing methods. In this case,
many of the asymptotic proofs from the statistics literature may no longer be valid and it is necessary to
carefully consider all scenarios [Raudys91].

6.3.3 Automatic Scale Selection and Propagation of Uncertainty

The local ME method described in Chapter 4 determines points along the normal of a contour using a
maximum likelihood approach. The decision as to whether or not a spatio-temporal edge exists is made
by thresholding the local likelihood value. ζj∗ is chosen to be an edge providing that it is greater than a
threshold λ. This threshold is usually chosen manually and it depends on both the contrast of the contours
in the image as well as the size of the mask being applied. A method is presented here to propagate the local
likelihood of the points to the global likelihood of the pose.

Assuming that the local measure of uncertainty ζj∗ ∈ [0, 1] is independent of the global measure of
uncertainty wi, the weights are given by:

wpi
= wi ∗ ζj∗, (6.31)

where wpi
is the propagated weight and matrix D is then given by

D =



wp1 0

. . .
0 wpn




This has the effect of giving the most certainty to strong contours in terms of the local likelihood and,
amongst those correspondences, the M-estimator converges upon those which conform globally to the 3D
shape of the object. Effectively the robust estimator chooses which correspondences should be considered
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instead of a manually chosen threshold. This is advantageous when different scenes are considered along
with different size masks.

6.4 Results

As stated previously, one of the aims of robust estimation is to avoid many external sources of error by
using a single general function. Common external errors in 3D tracking include partial occlusions, lighting
variations, miss-tracking, etc... The results given in this section will demonstrate the application of a ro-
bust control law to real-world scenarios. As mentioned this involves a Virtual Visual Servoing control law
combined with robust M-estimation.

The control law used in each example is that which has been given in equation (6.25) using a camera-
based motion model. As two different iterative minimization possibilities were considered for convergence
in Section 6.2.6 both these cases will be presented. However, it can be said that empirical results were better
when (DL)+ is calculated at each iteration. Thus all the experiments will use this technique except in the
simulation where the constant case was considered. The desired features were used in each case to calculate
the interaction matrix since it allows better accuracy at the solution, however, it could equally be computed
from the initial features.

The convergence criteria of the residue r is modified to include the effect of the weights is given as:

ri =

√∑n
i=1 Di(si − s∗)2∑n

i=1 Di
, (6.32)

where convergence is achieved if |ri − ri−1| × 10−8 = 0,∀i.
It should also be noted that when the scale is estimated adaptively using the MAD a lower bound is

required so that it does not converge to zero and create large weight variations. This threshold was was
chosen so as to avoid it reaching the level of the noise in the image. The basic resolution of 1 pixel in the
image is approximately 0.0017 of a meter. Thus the lower bound on sigma was given as:

σ ≥ 0.0017. (6.33)

This value was confirmed practically by converging upon a solution of the pose with no outliers in the
image. This image was then reused and the starting pose was given as the pose previously obtained. At this
level the noise in the image is present and it was noted to converge upon varying poses and occasionally
enter into a state of non-convergence if the threshold was not present. When present the threshold resolved
this problem.

In a first part simulated experiments will be considered for pose estimation with various sources of
error, various influence functions, various minimization techniques, various 3D motions. Following this
experiments will be considered on real images with markers as features, thus allowing easy manipulation of
the image feature to test for small and large scale errors. In a last part, real 3D tracking scenarios will be
considered including indoor and outdoor sequences, scenes with heavy occlusion, large lighting variation.
The 3D tracking is also applied to augmented reality and visual servoing scenarios.

6.4.1 Simulations

In order to compare and validate the different algorithms it was necessary to look at the convergence of the
estimated pose upon the correct pose in the presence of outlier noise. With this in mind a simulated object
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with precisely known coordinates was created and projected onto an image using a virtual camera pose. In
practice the coordinates of the object in the image are defined as feature correspondences between an object
model and the captured image and the camera pose is what we are looking to calculate. The difference
between the projected object and the corresponding points seen in the image was then minimized and a
result was converged upon using a non-linear estimation algorithm, called Virtual Visual Servoing.

The simulations have been performed using basic point features based on the interaction matrix given in
equation (5.13). The CAD model is a 3D cube composed of 16 3D points such that the side lengths of the
cube are 5cm long. Each corner of the cube has two points associated. The cube is placed 1m in front of
the simulated real camera so that the pose to be estimated is r∗ = (0, 0, 1, 0, 0, 0). The initial guess pose of
the virtual camera is then chosen to be r(0) = (0.1, 0.31, 1.4, 0.1, 0.3, 0.1) where the rotation is in radians.
Another control variable that was chosen to be constant throughout these tests is the gain λ = 0.1 which
was chosen to be small so that the transient effects of the various test are more apparent. For all the test
cases where the influence function was not investigated Tukey’s function was used so as to keep a control
case on the comparisons. The residues were always normalized using the MAD given as in equation (6.19)
and a separate M-estimate was calculated for each coordinate.

In the following test cases several of the ideal correspondences between the image and the model points
were perturbed in order to simulate outliers observed in practice. In each test case two very large outliers are
introduced along with two small errors. The large errors are produced by summing large values to the actual
image features. Since these errors are large they are detected immediately and their weight is set to 0. The
small errors are obtained by miss-matching adjacent correspondences between the model and the simulated
image features. These errors are considered as small since they remain within the standard deviation of the
error during several iterations of the minimization process. As such the transient response of their weights
is visible during minimization and they can be seen to converge upon a rejection weight of zero.

An analysis of the robustness of this approach is based on various factors. To allow easy interpretation
the first subsection presents an ideal case, a worst case (i.e. when there are outliers and no M-estimator)
and a control case. The control case is given by a particular implementation of a M-estimator. Trials are
presented as follows:

• Ideal case

• Outliers only

• Control case of a M-estimator

• A combined M-estimate of un-coupled x,y coordinates.

• A coupled M-estimate of the distance between two points.

• Different influence functions: Tukey, Cauchy, McLure/Geman and Huber

• Simultaneous minimization of the location and scale

• The effect of pure translation and rotation

• The effect of the number of outliers

• Calculation of the interaction matrix at each iteration vs calculation only for the first iteration

• Static images
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Ideal Case

The case presented in Figure 6.4 has no added errors and is a simulation of an ideal situation where the point
correspondences obtained are considered perfect.
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Figure 6.4: The control case with no outliers. The evolution of the (a) pose (b) residuals (c) weights (d) velocity at each
iteration.

This clearly converges easily to the desired position with the final pose r = (0, 0, 1, 0, 0, 0). In
Figure(6.4(b)) the convergence of two sets of residues grouped together is noticeable. This represents the
residues of each coordinate, x and y. It can also be noted that the convergence takes 162 iterations. The
number of iteration is representative of the computational efficiency of the algorithm.

Outliers

The outliers introduced here are representative of the errors found in practice. One large error is introduced
and two other points are mismatched. After 227 iterations of the algorithm the effect of the introduced
outliers can be seen in Figure 6.5 and in the accuracy of the final pose which was erroneous (i.e. r =
(0, 0, 1, 1, 41, 1)). This pose has a considerable amount of error particularly in the rotation. This is evident
in the plot of the camera pose trajectory (Figure 6.5(a)) as well as in the plots showing convergence of the
error (Figure 6.5(a)) and the plot showing convergence of the pose (Figure 6.5(d)).

Tukey’s influence function

Firstly a control case is established for comparison of the simulations carried out in the following sections.
In the simulation reported in Figure 6.6 Tukey’s function was used and the MAD was calculated at each



Robust Estimation 187

−0.1

0

0.1

0.2

0.3

00.050.10.150.20.250.30.350.40.45

1.2

1.3

1.4

1.5

X direction

Pose of Estimated Object Each 12 Iterations

Y direction

Z
 d

ire
ct

io
n

Trajectory
Red = X Direction
Yellow = Y Direction
Green = Z Direction

0 50 100 150 200 250
−0.1

−0.05

0

0.05

0.1

0.15

0.2

0.25
Residues for each point correspondance Vs Iterations

R
es

id
ue

s

Iterations

0 50 100 150 200 250
0

0.5

1

1.5

2
Confidence Weights for each point correspondance Vs Iterations

W
ei

gh
ts

Iterations

0 50 100 150 200 250
−0.02

0

0.02

0.04

0.06

0.08

0.1
Velocity of each point Vs Iterations

Iterations

V
el

oc
ity

(a) (b, c, d)

Figure 6.5: The effect of outliers without robust estimation. The evolution of the (a) pose (b) residuals (c) weights (d)
velocity at each iteration.

iteration. As will be shown later in the report this leads to the necessity to rely on the MAD as being a
’robust’ and ’invariant’ estimate of scale.

Furthermore, if we calculate the median at each iteration it is possible to use this estimate to normalize
the data and provide an unbiased set of data. The weights are then given by:

wi =
ψ(∆̄i)

∆̄i
, (6.34)

where the normalized residue ∆̄i is given by equation(6.19) at each iteration.
In addition an M-estimate is made for the ensemble of x coordinates and another for the ensemble of

y coordinates, in-effect decoupling the M-estimate. This can be compared to Figure 6.8 where a distance
measure is used to couple the M-estimate and Figure 6.7 where a single M-estimation is made for the
combined ensemble of x, y coordinate residues.

It can be seen here that the mismatched outlier points are rejected very rapidly in around 5 iterations.
Due to the separation of coordinates it can be seen in Figure 6.6(c) that each coordinate of a pair has a
separate weight. The weights of the ’outliers’ are given as 0 representing a complete rejection. Note that
when one coordinate is rejected the other is manually discarded as well. The large outliers are rejected
immediately and thus do not appear in Figure 6.6(b). Convergence is achieved in 139 iterations which is
the same as the ideal case. The weights for the inlier data are kept close to 1 compared to the following
simulations.
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Figure 6.6: Decoupled x and y weight computation. The convergence of (a) the pose with outliers and an M-Estimator
(b) residuals (c) weights (d) velocity at each iteration

A combined M-estimate of x, y coordinates

The effect of treating the residues of the x and y coordinates as equivalent and calculating the weights upon
an entire vector of residues is presented in Figure 6.7.

It is clear that this case is not as good as computing weight for x and y coordinates separately because
the x and y coordinates are not decoupled resulting in a bad distribution of residues. This results in a wide
spread of weights given to good values and total outlier rejection occurs much later at around 20 iterations.

M-estimate of the distance measure

In the following subsections an investigation is made between either defining a residue for the entire point
(i.e. a distance) or calculating different M-estimates for each coordinate as given in the control case.

The distance measure is given by:
∆̄d =

√
∆̄2

x + ∆̄2
y,

where ∆̄d represents the distance of the normalized residues x and y.
Note in Figure 6.8(c) that there are no longer weights for x and y coordinates but weights for each

distance. It can be seen that this converges and does so in 166 iterations. The mismatched points or the outlier
points are rejected at around 20 iterations which has similar rejection properties to the previous section. The
outlier weights make a slight oscillation before being rejected which could be attributed to the movement
of the median value of the residues during convergence. The weights for the correct correspondences are
acceptable in this case.
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Figure 6.7: Coupled (x, y) weight computation. The convergence of (a) the pose with outliers and an M-Estimator (b)
residuals (c) weights (d) velocity at each iteration.

−0.05
0

0.05
0.1

0.15
0.2

−0.2

0

0.2

0.4

0.6
0.9

1

1.1

1.2

1.3

1.4

1.5

X direction

Pose of Estimated Object Each 12 Iterations

Y direction

Z
 d

ire
ct

io
n

Trajectory
Red = X Direction
Yellow = Y Direction
Green = Z Direction

0 20 40 60 80 100 120 140 160 180
0

0.1

0.2

0.3

0.4

0.5

0.6

0.7
Residues for each point correspondance Vs Iterations

R
es

id
ue

s

Iterations

0 20 40 60 80 100 120 140 160 180
0

0.2

0.4

0.6

0.8

1
Confidence Weights for each point correspondance Vs Iterations

W
ei

gh
ts

Iterations

0 20 40 60 80 100 120 140 160 180
−0.04

−0.02

0

0.02

0.04

0.06

0.08
Velocity of Each Parameter Vs Iterations

Iterations

V
el

oc
ity

(a) (b, c, d)

Figure 6.8: A distance measurement. The convergence of (a)the pose (b)the residuals (c)the weights (d)the velocity at
each iteration
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The reason why the separation of the coordinates as given in Figure 6.6 performs better in certain situ-
ations can be explained by the decoupling of the x and y translation. It should be noted that this case only
rejects outliers more quickly when the object is away from the translation diagonal (y = x or −y = −x) in
the image frame. If the object lies on the diagonal it rejects the outliers in a similar fashion to the control
case presented above. The only difference being that in this case the correct values are more widely spread
and result in worse weights being given after outlier rejection.

Cauchy

In Figure 6.9 the response of the soft re-descending Cauchy M-estimator with the same perturbation as
used previously. The normalized residue is used in conjunction with decoupled M-estimate of the x and y
coordinates.
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Figure 6.9: Cauchy’s influence function : The convergence of (a)the pose (b)the residuals (c)the weights (d)the velocity
at each iteration

Convergence was achieved in about 180 iterations with a final pose of r = (0, 0, 1, 0, 0, 0). It can be
seen in Figure 6.9 that the weights taper off gradually as opposed to Tukey’s function where the weights are
quickly rejected.

McLure/Geman

Figure 6.10 gives the response of the soft re-descending McLure M-estimator with the same disturbance as
used previously. The normalized residue is used in conjunction with decoupled M-estimates for the x and y
coordinates.



Robust Estimation 191

0

0.2

0

0.5

0.9

1

1.1

1.2

1.3

1.4

1.5

X direction

Pose of Estimated Object Each 12 Iterations

Y direction

Z
 d

ire
ct

io
n

Trajectory
Red = X Direction
Yellow = Y Direction
Green = Z Direction

0 20 40 60 80 100 120 140
−0.5

−0.4

−0.3

−0.2

−0.1

0

0.1

0.2

0.3
Residues for each point correspondance Vs Iterations

R
es

id
ue

s

Iterations

0 20 40 60 80 100 120 140
0

0.2

0.4

0.6

0.8

1
Confidence Weights for each point correspondance Vs Iterations

W
ei

gh
ts

Iterations

0 20 40 60 80 100 120 140
−0.04

−0.02

0

0.02

0.04

0.06

0.08
Velocity of Each Parameter Vs Iterations

Iterations

V
el

oc
ity

(a) (b, c, d)

Figure 6.10: Geman/McLure influence function: The convergence of (a)the pose (b)residuals (c)weights (d)velocity at
each iteration

Convergence was again achieved in 139 iterations with the correct final pose of r = (0, 0, 1, 0, 0, 0).
When considering Figure 6.10(c) it can be noted that the outliers are rejected rather quickly, however, the
remainder of the good data is attributed a spread of weights. This is due to the fact that the weighting
function descends more sharply than the other functions and thus results in a greater spread for the correct
values.

Huber

Figure 6.11 gives the response of the Huber monotone re-descending M-estimator with the same perturbation
as used previously. The normalized residue is used in conjunction with decoupled M-estimates for the x and
y coordinates. The MAD is updated at each iteration.

Convergence was achieved in 197 iterations with a final pose of r = (0, 0, 1, 0, 0, 0). It is apparent that
the M-estimator is successful in finding both outliers. The weighting given to the outlier correspondences
descends smoothly according to the parabolic maximum likelihood function. The Huber function attributes
the highest weights to the correct correspondences, out of all three functions tested here.

Translation vs Rotation

The case given above for the Tukey M-Estimator, with two points mismatched, is re-applied in the case of
a pure translation (see Figure 6.4.1) and pure rotation (see Figure 6.13). The case of pure translation takes
166 iterations to converge while the rotational estimation case took only 142 iterations simply because the
magnitude of each error was not the same.
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Figure 6.11: Huber’s influence function: The convergence of (a)the pose (b)residuals (c)weights (d)velocity at each
iteration
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Figure 6.12: The case of pure Translation.
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Figure 6.13: The case of pure Rotation.

The outliers are rejected successfully in both cases, however, it can be noted that in the case of the
rotational weights, the spread of weights is larger than the translational case. If no lower bound threshold
is given for the scale then this spread of weights is much more evident. It can be seen in Figure 6.13(c)
the point where the lower bound on the scale is reached. Apart from this difference, a trial was also made
for separate translational and rotational motion using the distance given by equation (6.4.1). In the case of
translation the outliers are not rejected completely until around iteration 20, however, in the case of rotational
motion the outliers are rejected immediately. This suggests that the distance measure is a better M-estimate
for rotational error.

These differences between rotational and translational motion are due to the fact that a rotational motion
induces a wide range of errors whereas the translational motion gives a constant error in the image. For
example, with a square object, the contours that are closer to the center of rotation have smaller errors that
those which are towards the extremities. This means that the errors are distributed across a wide range
of values and subsequently the M-estimator incorrectly tries to compensate for this. However, since the
errors tend towards a normal distribution the estimation converges along with the spread of the weights.
Furthermore, the decoupled coordinates only improves the weight computation for the translational motion
and not the rotations since the rotational error is not decoupled by these projections of the error.

Number of Outliers

This part looks at the effect of increased outliers. The Tukey function is used with the normalized residue
and separate M-estimates for x and y coordinates. First of all 25% outliers are tested and it can be see to
compare well with Figure (6.6) with only four outliers.

From Table 6.3 it can be noted that the 50% outlier case does not converge. Several tests were made in
attempt to achieve convergence in this case and it was noted that it is only possible to achieve 50% outlier
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rejection in particular cases. Although the MAD can be shown to have an absolute breakdown point of 25%,
it can be shown that symmetric data distributions approach a maximum breakdown point of 50% [Huber81].
Furthermore, if the MAD is calculated iteratively, no convergence proof is available [Holland77]. As ex-
pected the 62.5% case doesn’t converge as the MAD breaks down. It can be seen here that this has the effect
of rejecting too many correspondences, resulting in divergence.

Indeed, the median is a very simplistic method for calculating the scale. Another simple solution could
be to manually select a value of σ based on the application. Future research must be directed in the direction
of using improved estimates such as simultaneous pose and scale estimation or the use of Kernel Density
estimation [Meer04, Wang04a] techniques.

Constant interaction matrix

As mentioned previously in section 6.3.1, several choices exist for the interaction matrix and weights accord-
ing to the control law given in equation(6.29). In these experiments the effect of using a constant interaction
matrix is investigated. All variables are kept the same as in the control case.

The first case considered in Figure 6.14 is such that the pseudo-inverse is calculated in the first iteration
using the position of the features in the image calculated by the guess pose. Furthermore the weights D

were assigned to I in this first iteration thus making the assumption that all correspondences are correct. The
number of iterations 351 was much larger than the control case, however, the algorithm still converged upon
the correct pose.
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Figure 6.14: The convergence of (a)the pose (b)residuals (c)weights (d)velocity at each iteration.

The second case considered in Figure 6.15 is such that the pseudo-inverse is calculated in the first
iteration using the position of the features in the desired image. The number of iterations 338 was also much
larger than the control case with a final pose r∗ = (0, 0, 1, 0, 0, 0). It was also noted that when increasing
the gain of the system significantly, this system took longer to converge when compared to the optimal
case. Furthermore, failure to converge was observed with large gains. In conclusion, it is better to use an
interaction matrix calculated at each iteration.
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Iterations = 169, Iterations = 163,
Final pose r∗ = (0, 0, 1, 0, 0, 0) Final pose r∗ = (0, 0, 1, 0, 0, 0)

50% 62.5%

0 20 40 60 80 100 120 140
−0.1

−0.05

0

0.05

0.1

0.15

0.2

0.25

0.3
Residues for each point correspondance Vs Iterations

R
es

id
ue

s

Iterations

0 20 40 60 80 100 120 140
0

0.2

0.4

0.6

0.8

1
Confidence Weights for each point correspondance Vs Iterations

W
ei

gh
ts

Iterations

0 20 40 60 80 100 120 140
−6

−4

−2

0

2

4

6

8
Velocity of Each Parameter Vs Iterations

Iterations

V
el

oc
ity

0 20 40 60 80 100 120
−0.1

−0.05

0

0.05

0.1

0.15

0.2

0.25

0.3
Residues for each point correspondance Vs Iterations

R
es

id
ue

s

Iterations

0 20 40 60 80 100 120
0

0.2

0.4

0.6

0.8

1
Confidence Weights for each point correspondance Vs Iterations

W
ei

gh
ts

Iterations

0 20 40 60 80 100 120
−8

−6

−4

−2

0

2

4
Velocity of Each Parameter Vs Iterations

Iterations

V
el

oc
ity

Iterations = 129, Iterations = 110,
Final pose r∗ = (0, 1, 20, 73, 63,−77) Final pose r∗ = (0, 1, 18, 48,−77, 51)

Table 6.3: The convergence upon the pose for different percentages of outliers.
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Figure 6.15: The convergence of (a)the pose (b)residuals (c)weights (d)velocity at each iteration.

6.4.2 Static images

The simulations carried out previously were confirmed on real images. In Figure 6.16 a lplanar square ob-
ject is considered. The correspondences between the image and the CAD model were chosen manually. The
green cross-hairs represent the manually selected correspondences and the red cross-hairs are computed
from the green cross-hairs by determining the center of gravity of the white area. These red points then
become the desired points which correspond to points on the CAD model. It can be seen that one large
incorrect correspondence was made. Less evident in the image is the miss-matching of two point correspon-
dences. The initial pose is shown in blue. In this example Tukey’s influence function was used along with
the normalized residue and a separate M-estimate for x and y coordinates. In this test an iteratively com-
puted interaction matrix was also used and the current image features were used to calculate these interaction
matrices.

The final pose was checked by comparing it to the pose calculated with no outliers created. The system
converged upon the correct pose and in Figure 6.16(c) it can be seen that the rejected points do not even
appear and are immediately given a weight of zero. It can be seen Figure 6.16(a) that the residues for the
outliers remain large while the rest of the errors converge.

6.4.3 Robust Visual Servoing

Since robust Virtual Visual Servoing is equivalent to visual servoing, the robust control law can easily be
applied directly to a visual servoing task. As seen in figure 6.17, the resulting control law successfully
converges in the presence of outliers. More complete results are given in [Comport03b] and [Marchand04].

6.4.4 Real-time robust tracking

Tracking a micro-controller

In the following section, several real-time tracking experiments are performed. The experiment reported in
Figure 6.18 was performed using a long sequence of a micro-controller. This sequence presented difficulties
associated with complex objects such as close object edges which lead easily to mismatching when using a
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Figure 6.16: (a) The test image with correspondences displayed with cross-hairs. (b) The convergence of (a)the pose
(b)residuals (c)weights (d)velocity at each iteration.

ME algorithm. It can be seen in the sequence that external objects rapidly occlude the micro-controller. Fur-
thermore, the micro-controller partially leaves the camera field of view during motion. Rapid and dramatic
changes in illumination due to shadowing introduces further sources of errors. The outlier rejection and
overall tracking was shown to be able to track this object throughout the entire sequence and to effectively
reject erroneous points. Real-time tracking (i.e. framerate) performance was also achieved.

Tracking in an indoor environment

In this experiment an object whose model is composed of a cylinder, a circle and two lines is considered (see
Figure 6.19). This long sequence features numerous occlusions. Although the images are quite simple in this
experiment, if no robust estimation is considered tracking fails after a few images because the minimization
process has to deal with miss-tracking and problems due to occlusion.

Tracking in an outdoor environment

In the next experiment (see Figure 6.20), an outdoor scene is considered. Here, distance to the projection
of a 3D cylinder and to two 3D lines are used to compute the pose. Despite very noisy images (wind in the
trees, multiple occlusions, etc.) tracking is achieved along a 1400 image sequence. The images display the
tracked lines and cylinder limbs as well as 3D information inserted after the pose computation (the reference
frame and the projection of the cylinder and lines (in blue)).

It can be noted that in this case the target object is static while the camera moves. Therefore it is possible
to consider using the full spatio-temporal contour tracker including the temporal test on the edge contrast
(see Section 4.5 in Chapter 4 for details). In this scenario this contrast test helps when the person passes
behind the pillar since the pillar provides the only vertical constraints on the pose. This interference is not
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(a) (b)

(c) (d)

Figure 6.17: A classical positioning task with a classical control law and a robust control law. The desired or final
image has been acquired off-line by a teaching by showing approach. Image (a) shows the initial image. The three
remaining images correspond to images acquired after execution of the positioning task. (b) corresponds to a classical
control law without any outliers(the reference experiment), (c) uses the same control law but false correspondences are
made between current and desired points, introducing outliers (this is a possible source of error, however, other cases
are also possible [Comport03b, Marchand04]). As one would expect, the robot converges towards a local minimum,
(d) considers the same experiment but with a robust control law. In spite of outliers, the positioning task converges
correctly.
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Initialization CAD Model

Frame 99 Frame 219

Frame 239 Frame 279

Frame 319 Frame 379

Figure 6.18: Tracking of a micro-controller using a 3D CAD model composed of lines. A a large quantity of occlusions
can be observed (hand, tools, etc).
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Figure 6.19: Tracking considering a circle, a cylinder and two straight lines with occlusion and severe background noise.
This sequence features multiple occlusions of some of the features.

detected by the M-estimator since the person provides a strong contour that is initially within the certainty
region and then gradually pulls an entire contour away from the actual position of the model line as they
continue to move.

In Figure 6.21 this approach was applied to a real-time augmented reality application. These images are
extracted from the sequence after the insertion of virtual objects. Due to both the introduction of the robust
estimation and to the high redundancy of visual features, visual alignment is satisfactory to the human eye.

6.4.5 Computational Efficiency

The computational efficiency was measured by timing the critical inner loop for execution time. The pie
chart in Figure 6.22 is the result of an analysis of the computation time occupied by the different functions.
These include:

1. It can clearly be seen that the major factor for computational efficiency is the convolution for deter-
mining edge locations at 38%. This could be improved by implementing the mask convolution in
specialized hardware or in standard graphics cards.

2. Coming in second at 21% is the computation of the velocity twist. This computation involves simple
matrix multiplication and the computation of the pseudo-inverse of the interaction matrix in the control
law. In order to improve this computation a parallel SVD computation could be considered. Other
than this it could be interesting to consider a constant interaction matrix so that the pseudo-inverse is
only computed once for each estimation.

3. In equal second are groups all the remaining computation after all the interesting factors had been
extracted. This includes various communication between matrices and functions.

4. In third is the computation of the interaction matrix involving several computations for each feature
including projection, pixel-to-meter transformation, etc... It can be noted here that it is preferable to
use the interaction matrix in its fully derived form as proposed in Chapter 6. More particularly, the
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Figure 6.20: Tracking in an outdoor environment. Despite multiple occlusions and disturbances, tracking is still very
reliable and handled in real-time.
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Figure 6.21: Tracking considering a cylinder and two straight lines with application to augmented reality.

Percentage Computation Time

1% 7%

38%

1%

1%
9%

21%

1%

21%

Projection
Hidden Edge Removal
1D Search Convolution
Compute Error
Compute Weights
Compute Interaction Matrix
Compute Velocity Twist
Update Pose
Other

Figure 6.22: Percentage computation time of different parts of the algorithm. Note that the ’other’ category contains
code such as the contour display or weight display times as well as other code that does not impact on the tracking
efficiency.
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method give in [Drummond02] was compared to distance-to-line based interaction matrices and it
was shown to be more computationally expensive due to the need to calculate the intermediary steps
of projection and meters-to-pixel for each generator at each iteration.

5. The last significant computation is at 7% involving hidden surface removal. This code could be
optimized somewhat and most standard graphics hardware can be used to compute this.

An augmented reality application for system maintenance

In this example (see Figure 6.23) the 3D tracking algorithm is used to track a domestic or industrial object.
A mock AR scenario is presented in Figure 6.23(e-h) for guided maintenance of an air-conditioning system.
Many lines with different contrasts along with two circles are considered in the pose computation. This
illustrates the capabilities of the algorithm for considering various features within the same minimization
process. Large images of size 768 × 576 pixels are used in the tracking and real-time performance is still
obtained. The scenario deals with heavy occlusions and the effects of video interlacing. In the images
displayed in Figure 6.23, red dots correspond to inlier data and green dots correspond to the outliers rejected
by M-estimation. Forward projection of the model appears in blue. In Figure 6.23(c) a large occlusion is
present. One can see that most of the dots on the left part of the object are correctly detected as outliers
along with small areas on the bottom right of the object where the model is not perfect. Despite these large
occlusions, tracking is correctly handled.

Severe Background Noise

To demonstrate the robustness of the algorithm, a small non convex object was placed in a highly textured
environment (an electronic board) as shown in Fig. 6.24. Multiple temporary and partial occlusions were
also made by a hand and self occlusions of the object itself were imposed during the tracking task. Despite
these difficulties, tracking was correctly achieved and once again images were acquired and processed at
video rate.

6.4.6 Robust Tracking for Visual Servoing

A positioning task using a CCD camera mounted on the end effector of a six d.o.f robot has been considered.
This application requires both a fast and reliable tracking algorithm. From an initial position, the robot has
to reach a desired position expressed as a desired position of the object in the image (depicted in blue in the
images). The object of interest in this experiment was a micro-controller device.

To prove the robustness of the algorithm, the micro-controller was placed in a highly textured envi-
ronment as shown in Figure 6.25. Tracking and positioning tasks were correctly achieved. Images were
acquired and processed at video rate (25Hz). Multiple temporary and partial occlusions by an hand and
various tools as well as modification of the lighting conditions were imposed during the realization of the
positioning task.

The robust 3D tracking algorithm has also been used to track and perform model-based visual servoing.
Indeed the tracking algorithm has been widely used at IRISA in visual servoing applications. Other than its
robustness to occlusions (due to the integration of M-estimation into the control law), to lighting variations
(due to the robustness of the low level ME), to random movements (not compatible with the use of prediction
filters such as Kalman), it also provides 3D and 1D localization at a cadence compatible with a closed-loop
control law. In Figures 6.26 and 6.27, polyhedral objects have been placed in a highly textured environment.
2 1/2D visual servoing [Malis99] has been implemented. Many partial occlusions (hand, tools, etc) as well
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(a) (b)

(c) (d)

(e) (f)

(g) (h)

Figure 6.23: Tracking and AR for a constructed maintenance scenario. Even with heavy occlusion and disturbances,
tracking is still very reliable and handled in real-time. (a-d) Tracking results (e-h) AR sequences corresponding to
images (a-d) respectively
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Figure 6.24: Tracking a non convex object on a highly textured environment.
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(a) (b)

(c) (d)

Figure 6.25: Tracking in complex environment within a classical visual servoing experiments: Images are acquired and
processed at video rate (25Hz). Blue : the desired position defined by the user. Green : position measured after pose
calculation. (a) first image initialized by hand, (b) partial occlusion with hand, (c) lighting variation, (d) final image with
various occlusions
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as large lighting variations were introduced during the execution of these visual servoing tasks. In all the
experiments, the tracking was always performed at a cadence compatible with video rate (often less than
10 ms).

6.5 Conclusion and Perspectives

In conclusion, a method has been presented for robustly tracking complex objects in an image sequence
at a high processing rate (50Hz) using visual servoing techniques. High robustness has been demonstrated
with a robust model-based approach using an iteratively re-weighted least squares implementation of a
M-estimator. The use of a non-linear minimization approach coupled with a redundant number of distance-
to-contour visual features leads to efficiency and robustness. The presented method was implemented in
an Augmented Reality scenario and was also used for fast and accurate positioning of a eye-in-hand robot
with respect to real objects (without any landmarks) in complex situations. The algorithm has been tested
on various real scenarios demonstrating a real usability of this approach.

In perspective, it would be interesting to research the initialization and recognition problem. One pos-
sible approach could be to use sampling style methods such as RANSAC to initialize correspondences
between an image and the 3D CAD model at the beginning of a tracking or visual servoing task. Interest
point detectors such as [Harris88] could then be used to extract useful information from the initial image.
Globally convergent pose estimation methods such as [Dementhon95, Tahri03] could then be used to find a
consensus between different sets of correspondences.

Other techniques have recently become popular based on factored sampling [Isard98a]. In this type
of method multiple hypotheses are maintained over time making the estimated state of the system more
robust. It would be interesting to explore compatible real-time approaches to this algorithm. Furthermore,
this framework also allows for the fusion of multiple cues. Indeed it would be beneficial to consider the
local spatial dependence in the observation of visual contours such as in [MacCormick98]. Indeed there
are many sources of information available in an image stream such as color which could also improve
robustness. Local spatial consistency constraints could also be introduced into a probabilistic framework
at the lower level of the estimation process. Primitive likelihood information could also be used to guide
the sampling process such as in [Stewart99a, Armstrong95]. In the later primitive stability is considered by
varying uncertainty over time, computed as a decaying average of the frequency with which the primitive is
found.

Another avenue for research is based on the fact that orthogonal least squares will produce a sub-
optimal estimate because the residuals to be minimized do not have Gaussian distributions [Bookstein79,
Sampson82]. The variance is therefore heteroscedastic meaning that it depends on the measurement frame
of reference. Sampson proposed a first order approximation of the geometric distance. In [Weng89] Samp-
son’s method was adapted to the estimation of the Fundamental matrix and in [Shapiro95, Torr97] outlier
detection was considered for orthogonal regression.

With respect to the propagation of uncertainty, the proposed method is useful to avoid manually setting
edge detection thresholds. However, the method presented in this thesis is based on two steps, the first
involving feature extraction and the second, pose estimation. It has been shown in [Kollnig95], however,
that the global CAD model is estimated directly from image intensity values avoiding the need for an edge
extraction step. This method also avoid the requirement of edge detection thresholds.

Finally, the scale estimation using the MAD is only a very simplistic method. Indeed, one of the major
limitations of traditional methods is that they have relatively low breakdown points which are unsatisfac-
tory in computer vision applications. Current methods are unable to handle multiple instances of the same
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Figure 6.26: Tracking of an object during a 2 1/2D eye-in-hand visual servoing experiment. (a-d)The object tracked is in
green and the desired position of the object is in blue. The red points correspond to the points found with a 1D search to
the normal using the modified ME algorithm. Plots correspond to (e) Pose (translation) (f) Pose (rotation) (g-h) camera
velocity in rotation and translation (i) error vector s − s∗
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Figure 6.27: Tracking of an object during a 2 1/2D eye-in-hand visual servoing experiment. The object tracked is in
green and the desired position of the object is in blue. The first four images correspond to the initial positioning steps of
the robot. In the following images, both the object and the robot are moving.
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structure [Meer00]. More recently, the mean-shift procedure originally investigated for pattern recogni-
tion [Fukunaga75] has become an interesting way of analyzing the feature space so as to improve traditional
robust techniques. In recent computer vision literature, this issue had been popular and relevant work can be
found in [Suter04, Wang04a, Wang04b, Comaniciu02, Comaniciu03]. The use of these techniques in visual
control would be of great interest.



CHAPTER 7

3D Tracking of Non-rigid Objects

7.1 Introduction

A large amount of research has been invested in tracking objects from a stream of images based on visual
information such as contours, color, texture, appearance, shape or combinations of these. In the previous
chapters, rigid 3D tracking methods based on a 3D model and contour information have shown to be efficient
and robust while remaining computationally efficient. The rigidity assumption, however, largely restricts the
use of these techniques to a certain class of applications. Many real-world scenarios that involve non-rigid
motion are either impossible to track or tracked poorly using these techniques. This is particularly the case
when only limited or rank deficient visual information is available or when strong noise is present in the
data. On the other hand, tracking of non-rigid and deformable structures is a relatively new field with few
publications focused purely on the aspect of visual perception of these types of objects. In this chapter, a new
approach is given for real-time visual tracking of the articulated class of non-rigid objects in 3D. The main
idea consists in symmetrically modeling the motion and velocity of an articulated object via a kinematic set
approach. The method proposed is a model based approach composed of the geometric structure of rigid
components along with mechanical joint definitions. It is shown to be precise and perform in real-time in
complex environments.

An “articulated” object is defined as a multi-body system composed of at least two rigid components
and at most five independent degrees of freedom between any two components. With articulated motion,
a non-rigid but constrained dependence exists between the components of an object. In the past, articu-
lated motion has been well studied in many domains including geometry, mechanics, and more recently
in the computer graphics and animation communities. In computer animation the main interest is inverse
kinematics and positioning of articulated figures. This is usually achieved via a classical kinematic chain
approach [Badler91, Zhao94]. On the other hand in visual tracking of articulated structures the research is
based on a forward kinematics approach whereby the aim is to determine the positioning of an articulated
structure from a view of this structure. This is particularly the case in model-based approaches to tracking
where the projection of a known model onto the image requires the use of inverse kinematics [Lowe91].
As will be shown, a tracking approach may involve both forward and inverse kinematics since, in a Virtual
Visual Servoing approach it is also necessary to control a virtual model of the real environment.
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A taxonomy of non-rigid motion has been given in [Aggarwal94, Aggarwal98] including articulated and
elastic motion. Of particular interest are those methods which are based within a computer vision context.
Non-rigid motion has been classed into three categories [Huang90] describing different levels of constraints
on the movement of a body:

• Fluid - the motion of elements that make up a fluid do not necessarily remain connected creating
a discontinuous type of motion and can involve topological variations and turbulent deformation
(eg. [Zhou01, Corpetti02]),

• Elastic - motion with a fixed deformation factor involving continuity or smoothness (eg. [Metaxas02])

• Articulated - preserves rigid distances and angles for components but globally motion between com-
ponents is not entirely rigid (eg. [Comport04a]).

According to these different classes of motion the different approaches to modeling them are wide and
varying. At the least constrained end of the spectrum are the methods based on tracking fluids such as in
oceanography [Das Peddada96], meteorology [Ottenbacher97] or even medical imagery [Song91]. In this
case accurate and precise tracking is extremely difficult due to the number of unknown parameters as well as
the observability of pertinent information. As a consequence, techniques designed for estimating this class
of motion are approximative and lengthy off-line calculations are common place. Thus the probability of
the measures plays a large role in the validation of this type of motion analysis.

On the other end of the spectrum are rigid tracking methods which have already been presented in
Chapter 3 which are more deterministic and highly constrained. Other approaches which further restrict the
motion include constraining the estimation to a certain number of possible system states of an articulated
object by using techniques such as Markov chains [Wu03]. Such an example can be found in the restriction
of the motion of a walking person to a gait cycles, where each cycle is composed of a limited set of allowable
positions.

In the middle of the spectrum is a group of methods which draw from both extremes to track deformable
objects. An example of elastic movement includes the movement of the heart and an example of perma-
nently deformable material is bending of metal. Some approaches to modeling non-rigid motion draw from
techniques more adapted to the under-constrained end of the spectrum. The aim is then to constrain the
motion so as to obtain an optimal system model for a given application. For example, in [Fua97] hard con-
straints were applied to deformable snake like models via optimization within orthogonal subspaces. On the
other hand, some approaches draw from rigid-body techniques, which can be considered as over-constrained
systems, and a bottom up approach would seek to relax these constraints until the model of an ideal system
is reached. For example, in [Plankers03] articulated 3D soft objects were defined via implicit surfaces for
which rigid constraints were relaxed. There are also those applications which require the unification of the
different approaches such as tracking of a human body where deformable tissue or clothing are attached to
an underlying rigid skeleton.

In the literature, relatively few recent methods focus on relaxing constraints on physical rigid-body
geometric models for articulated motion tracking. In this chapter, certain advantages of these model-based
methods such as precision, efficiency, robustness to occlusion etc... are presented within an articulation
motion model.

7.1.1 Applications

Motivating the articulated motion model presented previously are a large number of applied domains which
range from robotics to human motion analysis and beyond.
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In the visual servoing literature, tracking of articulated objects is most interesting for eye-to-hand robot
control. In this application, a camera looks externally upon a robot manipulator and the visual information is
used to control the robot. The major advantage of this approach to robot control is that it allows a feed-back
loop to be easily closed via the image leading to precise and robust results. The main challenge in closing
the feedback loop for an eye-to-hand system is to track a robot manipulator and all its articulations in 3D
space. The eye-to-hand technique differs from the more common eye-in-hand based visual servoing systems
because of the view angle offered by each system respectively. In the eye-to-hand case it is possible to easily
have a wide view of both the target and the manipulator. In the eye-in-hand case it is difficult to close the
control loop between the target and the manipulator for grasping objects because the camera is mounted on
the end-effector. In this case the camera only has a limited view when the end-effector is close to the target.
Furthermore, since the camera is mounted on the end-effector and next to the manipulator it is difficult to
obtain a view of both the target and the manipulator, thus requiring precise calibration between the camera
and the manipulator. The tracking application presented in this chapter is therefore specifically interesting
for accurate performance of visually guided object grasping. An example of this approach is [Horaud98]
where visual alignment is performed between two solids in three-dimensional (3-D) projective space using
an un-calibrated stereo-rig. This method was used for hand-eye coordination of a robotic manipulator. A
particularity of this approach was a 3-D projective representation which is view-invariant or independent of
camera parameters. Another similar approach was given in [Ruf99a, Ruf99b] where rigid and articulated
motion is also modeled and estimated via an un-calibrated stereo rig.

Another major application domain is the analysis of human motion or even animal se-
quences [Bregler04]. The goal of human tracking is a very interesting and challenging research topic which
has been the object of much in depth attention. The problem of human motion tracking is very complex
since it requires the solution of many important issues which are yet to be solved making research in this
area difficult. As such most methods which have been proposed in the literature are very approximative
and less precise than the rigid-body tracking method already proposed in previous chapters. The different
challenges include but are not limited to:

• 3D Model: obtaining a geometric description of a 3D model. Human models vary and are not defined
by simple geometric objects.

• Low level information: The low level image processing aspect for human subjects is difficult and
requires taking into account deformable motion such as the movement of clothing. This problem
could be avoided by using silhouettes or skin color for example and approximating the parameter
estimation.

• Joint types: Human joints are once again difficult to model but are often approximated by simple
linear rotational joints.

With regard to the image processing, human subjects can be very difficult to track locally. To date many
common tracking algorithms have been employed such as in [Bregler98], where image processing was per-
formed using an affine motion region tracking. One of the most common techniques is based on the extrac-
tion of shape information using silhouette contours such as in [Delamarre99, Plankers03]. In [Metaxas00]
spatio-temporal analysis of the subject’s silhouette is performed. Other simplifications can be found includ-
ing simple background subtraction or using skin color.

Silhouette extraction is usually performed with the help of multiple cameras. Indeed in [Delamarre99,
Metaxas00] and [Plankers03], multiple views were used to capture the shape and motion of human subjects.
In [DiFranco99] another multi-view approach was used for tracking of dancers. In this paper the motion of



214 7.1 Introduction

the figures in the image plane were described by 2D Scaled-Prismatic Model (SPM) and a 3D reconstruction
problem was formulated as a batch optimization over a series of SPM measurements. Another approach
using 4 cameras along with color blob tracking is found in [Caillette04] where 3D voxel-based reconstruction
is performed.

Amongst all the approaches presented here including [Bregler98, Bregler04, Plankers03, Deutscher05],
processing is performed off-line in a post-production step and are therefore limited to video based applica-
tions. Furthermore, filtering and smoothing is also often used to improve results along with manual user
intervention to select key-frames such as in [DiFranco99]. In [Drummond01] real-time results are reported
with a single camera, however, in the single camera experiment image processing is simplified by using a
stick figure and moving the stick figure off-line to avoid occlusion. The tracker was then allowed to converge
in a static situation online before introducing the next movement off-line.

In order to further improve robustness, 3D CAD models are often introduced. In [Metaxas00] upper
body extremities are modeled in three-dimensional by a deformable model which is related to the subject’s
silhouette. In [Drummond01] the intersection of pairs of rigid quadrics are used. In [Plankers03] articulated
soft objects are modeled by an implicit surface approach. In this case a distance function is defined between
data points and models which can be minimized allowing accurate description of both the shape and the
motion using a fairly small number of parameters. The generic soft model is deformed so that it conforms
to the image data. The major advantage of these model based approaches is that they permit prediction of
the expected location of image features, thereby increasing the robustness.

Amongst all these techniques, however, lies the fundamental problem of articulated motion model-
ing. Indeed, the articulated motion model forms an underlying basis for tracking of articulated objects.
In [Bregler98], people are tracked using twists within a classic kinematic chain, formulated using the prod-
uct of exponentials formula. In [Plankers03] a classical robotics approach is also used to handle articulated
bodies. Other approaches rely on more statistical approaches to apply constraints such as [Metaxas00] where
the positions and orientations of each modeled body part of the subject’s body are related using a Kalman
filter framework or [Caillette04] where a statistical framework is used to update blobs.

In summary, methods proposed in the literature for real-time tracking of human structures have required
simplified image-processing, specialized hardware and very approximate pose estimation leading to easy
failure. On the other hand it is possible to estimate human movement in an off-line processing step, however,
this limits the application domain. Even though this is a very interesting problem, it is important also to
create a solid foundation for the construction of such applications. The methods presented in this chapter
therefore aim to address the fundamental problem of modeling physical articulated motion and subsequently
the techniques presented here would naturally apply to tracking human body motion.

7.1.2 Multiple Cameras

In many of the papers presented previously, results have been improved significantly by using multiple cam-
eras. In this case it is possible to solve both the 3D reconstruction problem and the registration problem
simultaneously. Furthermore, with an adequate set of viewpoints, the state space is fully observable mean-
ing that the state estimate will be well conditioned. Apart from those multi-camera methods for human
motion tracking, include [Drummond00b] where multiple cameras are used to track manufactured objects
and [Ruf99a, Ruf99b] who also tracks manufactured objects using a stereo-rig.

There exists a significant similarity between multi-body motion models and the modeling of multiple
cameras which are rigidly linked together. As such most geometric model-based techniques can be easily
extended to a multi-view system by simply performing a twist transformation of all camera twists so that
they may all be minimized within a common reference frame. As such the multi-camera approach presented
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in [Drummond00b] was first based on a monocular rigid-body tracking formulation. Another monocular
based tracking method was given in [Nickels01] where an a priori 3D model was used to provide the missing
3D information. The approach proposed in this chapter is a model based monocular tracking method that
can be easily extended to a multi-camera scenario.

7.1.3 Filtering

A group of techniques used for articulated object tracking can be classed as filtering methods. This frame-
work is based on the propagation of probabilistic uncertainty from one time instant to the next and is usually
used to make predictions about the future state of the system. Amongst the various filtering methods, differ-
ent techniques exist. In [Metaxas00] a simple Kalman filter was used, however, this type of filter is not well
adapted to non-linear 3D motion equations. More realistic filters such as the extended Kalman filter take
into account the non-linearities in the prediction step. In [Borges96] an iterative extended Kalman filter is
used to apply constraints between poses with no prior uncertainty. In [Nickels01] the extended Kalman filter
is also used to update the state of a 3 degrees of freedom robotic arm including joint positions and all extra
degrees of freedom in the model. Each degree of freedom in the model has an uncertainty associated with it,
indicating the confidence in the current estimate for that degree of freedom. These uncertainty estimates are
updated after each observation. In [Metaxas02] a spatio-temporal probabilistic filtering framework is also
used to estimate forces that are computed from an error between the model and the data.

Another approach has been recently presented in [Deutscher05] based on a stochastic search of the con-
figuration space. In this paper, a multi-camera system was used for marker-less human motion capture. The
approach presented in this paper was called annealed particle filtering, based on the well known particle fil-
tering framework [Isard96]. This approach initially generates particles within the configuration space of the
articulated motion and particle weights are updated according to the measurements observed. This method
has been shown to be effective at searching high dimensional configuration spaces (30+ dimensions). The
advantages of particle filtering include robust tracking in clutter because it can represent arbitrary functional
shapes. Furthermore, less likely model configurations are not discarded immediately but given the possi-
bility to prove themselves later by propagating multiple hypotheses. This therefore makes tracking robust,
however, it is also computationally expensive and does not run in real-time.

The use of filtering methods have not been employed in this chapter since there are many situations
where movement is unpredictable such as in the case of human motion, or human manipulation of manufac-
tured object. It would be interesting to consider multiple state vectors simultaneously as in the particle filter
case, however, this would require a significant improvement in computational efficiency to run in real-time.

7.1.4 Real-time Processing

A large majority of the methods proposed in the literature to date have been focused on post-processing of
video sequences due to the heavy computational costs in estimating articulated motion parameters. Indeed
most of the papers presented based on human motion tracking are post-production. The reasons for these
inefficiencies vary and can be attributed to various factors including estimation techniques, the number of
hypotheses tested and low level image processing techniques.

Many of the algorithms that are reported in the literature to perform in real-time make reference to
different benchmarks. More often than not, real-time efficiency refers to the requirement of a particular
application. For example in [Caillette04] real-time is reported at around 15fps whereas for applications
considered in this thesis, real-time is taken to be at around a frame-rate of around 30fps.
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Approaches based on filtering techniques have proven computationally expensive including [Borges96,
Metaxas02, Deutscher05], where in the later case, computational cost can be attributed to the simultaneous
treatment of multiple high level hypotheses. More recently, however, with advances in articulated object
modeling along with computer processing power, articulated object tracking has become more efficient and
real-time performance has been demonstrated using filtering techniques such as in [Drummond01], however,
simplified image processing was required.

The advantages of a real-time processing goal are numerous and include a much wider application
domain. Furthermore, this goal forces the design of such methods to be focused on the essential factors
required to estimate articulated motion. In the 3D rigid tracking results given in previous chapters, it has
been shown that the largest computational cost comes from the low level image processing and feature
extraction stages as well as the computation of the matrix inverse within the global estimation procedure.
Thus an efficient 1D search to the normal of the projected contour in the image is an important factor for
real-time performance.

Therefore, amongst the various real-time algorithms proposed for articulated motion tracking, the large
majority are based on a known CAD model. The use of a CAD model allows to globally constrain the
search space of possible solutions leading to more efficient 1D searches. In this way the low level image
processing stages are more efficient such as the 1D search presented in Chapter 4. Even so some model-
based approaches have also required off-line processing such as in [Nickels01]. Here poor efficiency was
attributed to expensive low level tracking based on the Sum of Squared Difference of image regions.

7.1.5 CAD and Motion Models

As has been discussed already in Chapter 3, there exists a full range of information that can be used in a 3D
tracking context. In summary, this information can be obtained in various ways. First of all it is possible to
provide a priori information to an estimation process. This a priori information is associated with a CAD
model. On the other hand it is possible to estimate unknown parameters online. Indeed various degrees
of a priori and unknown information is present in tracking methods presented in the literature. Another
approach is to add more information via different measurements such as multiple cameras or different types
of sensors. For the same reasoning as in the rigid-body case, in this chapter a complete 3D CAD model is
used due to greater robustness and computational efficiencies. Furthermore, knowing the object’s structure
helps to predict hidden movement, which is particularly interesting in the case of articulated objects because
there is an increased amount of self-occlusion. Knowing the model also allows an analytic relation for the
system dynamics to be more precisely derived. It is also possible to consider parameters such as elastic
constants and material types within the CAD model.

In the articulated motion tracking literature various approaches have been made either with or without an
a priori model of the object. Alternatively to the rigid-motion model, non-rigid motion depends on further
parameters which define the relationship between rigid components. In the particular case of articulated
motion, this extended model includes the type and position of mechanical joints. This type of model has
been used for a long time in the robotics and mechanics literature. Since the CAD model must be obtained
at some point in time, a priori knowledge can also be associated with off-line processing techniques. a
priori knowledge the encompasses many different types of information including joint positions, joint types,
contours, texture, camera calibration parameters etc...

In [Lowe91] a CAD model composed of lines is combined with articulated joint parameters as well
as camera calibration parameters. In [Drummond02] the CAD model is also composed of 3D contours,
articulated joint parameters and camera calibration parameters. In [Ruf99a, Ruf99b] point features are
combined with articulated joint features, however, the model is simplified since a stereo rig is used to
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provide unknown depth information online. An advantage of this approach is that it is invariant to camera
calibration parameters since it was implemented using projective geometry whereas many other approaches
need estimates of the camera calibration parameters. In [Nickels01] an appearance model is provided along
with the kinematic structure.

On the other hand, if certain parameters cannot be given a priori, it is often necessary to estimate
them online. In [Lowe91] rigid pose parameters were estimated simultaneously with the length of object
segments. In [Marchand01] it was shown that camera calibration parameters could be estimated online.
Another example is [Metaxas02] where a deformable model’s elastic parameters are estimated simultane-
ously with unknown forces related to a physics based geometric model. Deformable models include implicit
models.

Amongst the various parameters that are used to define the motion of an object, different mathematical
models exist which relate these parameters to the measurements. In the articulated motion case several tech-
niques are presented here. In [Lowe91, Bregler98, Ruf99a, Ruf99b, Nickels01] articulated object tracking
was performed using kinematic chains in a tree structure. In [Delamarre99, Drummond00b] a similar al-
gorithm is applied to multiple articulated structures. Poses are first computed independently for individual
components and constraints are then imposed using Lagrange multipliers. These techniques will be analyzed
in more detail in Sections 7.4.1 and 7.4.2.

In summary, the monocular articulated tracking method proposed in this chapter is based on the previ-
ously presented results including local tracking of distance-to-contour features as well as robust statistics.
In a first part, an overview of the objective of articulated object tracking is made. In Section 7.3 a articulated
joint motion model is proposed for a general class of articulated objects by using velocity constraints. In
Section 7.4 several different methods for modeling the a minimal set of articulated object motion parame-
ters is presented. These methods include kinematic chains, Lagrange multipliers and a new approach called
kinematic sets. Finally, the closed loop control law is derived in Section 7.5 aimed at minimizing a set of
distance errors in the image and estimating the system parameters. In the results, the proposed articulated
tracking system will be shown to be efficient and precise leading to real-time performance (frame-rate) and
accurate measurements. Experimental results also show prismatic, rotational and helical type links and up
to eight general parameters.

7.2 Articulated Tracking Overview

As in the rigid-body tracking presented in Chapters 3 4 5 6, the extension of this method to a new class of
articulated object is also based on an a priori CAD model. The new model includes a priori information
about an articulated object which is composed of rigid-body components as well as joints. 3D parametric
equations describe the structure of a rigid component with respect to an object reference frame Fo. Ar-
ticulated objects are represented as rigid components(or feature sets) with joints that link the components
together. Each joint has an associated reference frame Fi,∀i = 1, ..., l, where l is the number of joints, and
an associated joint type. The representation of a joint or link is a central part of this model and it will be
derived in detail in Section 7.3. In a first instance an overview of the approach will be presented.

Apart from an a priori model is the motion model which is to be estimated online and in real-time. The
articulated object motion model is first based on rigid body differential geometry. Each component of an
articulated object is individually defined by a full rigid-body pose r ∈ R

6, originally defined in (2.10). In
summary, the Special Euclidean Group, SE(3), is the configuration space of a rigid body and is also known
as a Lie Group. An element of SE(3) is referred to as a pose or location and belongs to a 6-dimensional
differential manifold. A rigid-body pose is defined so that Euclidean transformations preserve distances and
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orientations of object features with respect to one another. In order to estimate the pose of a rigid object
from visual information, rigid-body velocities are required. An element v ∈ se(3) is known as a twist as
defined previously in (2.27). Finally, rigid-body velocities v are directly related to rigid-body poses r by
Rodriguez’s exponential map (2.59). The Lie Group is defined so that Euclidean transformations preserve
distances and orientations of object features with respect to one another.

The objective of the articulated object tracking approach is to maintain an estimate of a set of minimal
parameters describing the configuration of a 3D articulated object in Euclidean space. This is defined by
the vector q ∈ R

m. This is a minimal vector (or set) of m parameters describing the configuration of
an articulated object in SE(3)κ, where κ is the number of rigid components making up an articulated
object. Instead of modeling articulated motion directly using the pose it will be shown that a more general
approach may be taken by modeling the velocities of an articulated object. Rigid components are then
related to one another by constraining the allowable velocity twists of each rigid component (Section 7.3.2).
In the definition made here, the space of articulated pose is defined so as to incorporate all different types
of articulated objects including the case where both components are completely independent, however, in
practice this space is configured to contain an explicit articulated object and is usually much smaller.

Thus, non-rigid bodies, or articulated objects, belong to a m-dimensional configuration space q ∈
SE(3)κ in which the extra degrees of freedom describe internal parameters allowing intra-object move-
ment. It is a m-dimensional differential manifold. The tangent space of velocities is denoted se(3)κ. In this
chapter, the main focus of modeling articulated motion will be based on the tangent space. An element of
this generalized configuration space, q̇ ∈ R

m, is defined as:

q̇ = (q̇1, . . . , q̇m), (7.1)

For this generalized configuration space, the Lie Group defines Euclidean transformations which preserve
different subsets of distances and orientations of object features. The subsets of velocity parameters within
this manifold are also related to their Special Euclidean counterpart by Rodriguez’s exponential map.

In order to maintain an estimate of q, the underlying idea is to minimize a non-linear system of equations
so that the projected contour of the object model in the image is aligned with the actual position of the
contours in the image. To perform the alignment, an error ∆ is defined in the image.

∆ =

(
s(q) − s∗

)
(7.2)

where s(q) is a vector of feature parameters projected from a 3D model onto the image and s∗ is a vector of
corresponding features found by a local tracking procedure in the image (desired features). In this Chapter
distance features are also used (see Chapter 5).

Once again, a monocular camera sensor is used where the center of projection is referenced by the
camera reference frame Fc. The formation of the image is a standard perspective projection model. The
error in equation (7.2) can be written as:

∆ =

[
pr(q,o S) − s∗

]
, (7.3)

where oS are the 3D parameters of any type of visual feature associated with an object which are expressed in
the object frame of reference o. pr(q,o S) is the camera projection model according to the generalized pose
parameters q. The features of each component are projected onto the image using their associated camera
poses crFi

(q) where each component’s camera pose is composed of a 6 dimensional subset obtained from
the parameters q.
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For the very first image at t0, the parameters of the object are initially needed and they can be computed
using different globally convergent methods. These include manually making the correspondence of four
point features with the model [Dementhon95], a manual manipulation of the object projected on the image
(using the mouse) or an automatic procedure in the case of textured objects [Lowe04]. The initial estimate
is then refined using the Virtual Visual Servoing [Comport03a, Marchand02a] non-linear iterative mini-
mization approach. Following an approximate initialization procedure, the closed-loop tracking procedure
proposed in this chapter takes over. Since a closed-loop method is employed, any errors in the initializa-
tion procedure are eliminated. As mentioned already, the advantages of using a non-linear minimization
procedure include accuracy, robustness, and real-time efficiency. Although non-linear iterative methods are
not globally convergent, they are ideal for tracking since any inter-frame movement of the object is rela-
tively small. Even if large movements are observed within the image, the estimation process still converges
since a large cone of convergence exists around the previous solution. A proof of convergence is given in
Section 7.5.

As presented in Chapter 6, in order to render the minimization of these errors more robust, they are
minimized using a robust approach based on M-estimation techniques.

∆R,i = ρ
(
si(q) − s∗i

)
, (7.4)

where ρ(u) is a robust function [Huber81] that grows sub-quadratically and is monotonically nondecreasing
with increasing |u|. As in the rigid tracking case, Tukey’s function is used because it allows complete
rejection of outliers.

This is integrated into an iteratively re-weighted least squares (IRLS) minimization procedure so as to
render those errors at the extremities of the distribution less likely.

7.3 3D Non-rigid Geometry Model

In this section, an a priori CAD model for an articulated object is defined in detail. As mentioned previ-
ously in Chapter 3 a 3D CAD model provides many advantages to a real-time tracking problem over those
approaches which assume no prior knowledge is available. Indeed, this allows many interesting results to be
obtained including estimations which are robust to many sources of error and high computational efficiency.
Furthermore, in many modern applications prior information is readily available such as in the case of CAD
diagrams for manufactured objects. Therefore, in this section the aim is to extend the definition of a rigid
geometric model to an articulated model.

It is first necessary to define clearly what assumptions have been made and to define clearly the problem.
As mentioned already, articulated motion is defined by rigid components which are linked together by
joints. The rigid component model is defined as in the rigid tracking case, with the geometric structure
known a priori. In addition to this, it is also assumed that the mechanical relationship between the different
components, as well as the location of the joint, are also known a priori.

In Section 7.3.1 rigid-object tracking is revisited and a notation is introduced for dealing with multiple
objects. Following this, constraint matrices are introduced with the aim of constraining both the full pose
and velocity of a rigid object. The configuration and location of a joint is then used to build a general
Jacobian Matrix which relates individual rigid body velocities (twists) to an underlying minimal subspace.
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7.3.1 Multiple Objects

In general, the methods which have been proposed in the past for articulated object tracking rely on a good
rigid tracking method. In this treatment the rigid-body tracking method presented in this thesis is therefore
extended to include multiple rigid components. In this way the articulated motion model is also considered
within the context of Virtual Visual Servoing. This duality, has been explained in depth for rigid objects,
however, articulated objects are slightly different. In articulated object tracking, minimizing a visual error
in the image can be considered as analogous to controlling an arm-to-eye system so as to observe the arm
at a given position in the image. In the articulated object case, however, the base of the object (robot) is not
necessarily fixed to the ground.

The rigid 3D CAD model is now redefined to include multiple objects with their own corresponding
visual features. In this way, each cluster of rigidly linked 3D visual information is associated with a unique
reference frame in space. This is known as the component reference frame. Thus the definition of multiple
objects require certain extra notation. The error in the image of the two components are defined separately
as follows: 


∆1

...
∆κ


 =




s1(crF1) − s∗1
...

sκ(crFκ) − s∗κ


 (7.5)

where the visual features s of each component i ≤ κ, depend on the pose r between the camera and each
individual component i.
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Figure 7.1: Case 1: Pose calculation for two components

Thus differentiating equation (7.5) with respect to time and using a Taylor series expansion as in Chap-
ter 3 gives:




∆̇1
...

∆̇κ


 =




∂s1
∂crc∗

dcrc∗

dt · · · 0n1×6

... . . .
0nκ×6

∂sκ

∂cκrc∗κ

dcκrc∗κ

dt


 =




Ls1
cvF1 · · · 0n1×6
... . . .

0nκ×6 Lsκ
cvFκ


 (7.6)

where :
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• Lsi is the interaction matrix of dimension ni × 6 of component i. It relates the change of the im-
age features si to the velocity twist between the camera coordinate frame c and the desired camera
coordinate frame c∗.

• ni is the number of features of component i or the dimension of si.

• cvi(υ, ω) is the velocity twist between camera and a component composed of the velocity of transla-
tion and rotation vectors.

The separate poses are easily determined using a visual control law for each individual component as
previously given in equation (3.37). The velocities are converted into poses using the exponential map and
the pose between the camera and the object can be computed using the initial pose crFi

for object coordinate
frame Fi. It can be noted that in this multi-object model the individual poses, related to each component,
are completely decoupled and the number of estimated parameters is κ × 6. In this form the parameters
estimated are not minimal.

The Lagrange Multiplier approach given in Section 7.4.2 uses this individual estimation of parameters.
Alone, the approach presented here is very simple and easy to implement, however, as will be shown in
the results, individual tracking can be unstable and not very robust in extreme situations. In the following
sections, the minimal form of the pose parameters will be modeled by constraining the rigid formulation
presented here. As will be shown, this leads to improved computational efficiency as well as more precise
estimation of parameters.

7.3.2 Constraint Matrices

There are two main avenues one may take to define a mechanical joint. The first is to derive analytically the
mechanical configuration of each joint separately according to the type of parameters defined within that
joint. The second method is to define the space of all joints and constrain this space so that it represent
the required configuration. The later method is interesting because it is based on a general definition of the
entire configuration space rather than requiring analytical derivation for each different object configuration.
Furthermore, the 3D configuration spaces SE(3) and se(3) have already been defined for rigid objects.
Therefore, in this section, constraint matrices will be considered for constraining these spaces.

The aim here is to first present the mathematical concepts behind constraining a linear system of equa-
tions with the final aim being to define a general class of mechanical joints. In general, a constraint matrix
is used to define two subspaces of a vector space. A single constraint matrix defines two subspaces since
each of these subspaces is defined so that the Image of one subspace coincides with the Kernel of the other
and vice versa [Edwards95]. As will be shown later, these subspaces can be easily used to define the config-
uration of an articulated joint.

In the next section, pose constraint matrices will be considered and in the following section velocity
constraint matrices will be considered.

Pose Constraints

Since the Virtual Visual Servoing concept provides a direct analogy with visual servoing, it is possible to
consider constraint techniques which have already been formulated for visual servoing. In visual servoing,
visual constraints have been considered for achieving hybrid visual servoing tasks [Samson88, Samson91,
Chaumette93]. Hybrid visual servoing aims at combining a principal task with a secondary one by con-
straining the second task so that it does not interfere with the first. An example being a road following task
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whereby the principal task is to minimize the error between the parallel lines found on a road, while the
second being to advance along the road. Traditional visual servoing constraint techniques fall into the first
class of pose constraints presented in this Section.

In visual servoing, a hybrid task is composed of two tasks which are specified by task or error vectors
e1(q, t) and e2(q, t), where these are the principal and secondary tasks respectively and q is the robot joint
vector. In visual servoing e1 is defined by visual features in the image and e2 is defined by a secondary
contraint. The primary task is fully defined so that m ≤ n independent components exist. For this visual
task constraints are defined by carefully selecting visual information for the first task that leaves certain
degrees of freedom uncontrolled. In this way the principal task is defined so that it leaves free the range of
allowable parameters to be controlled by the secondary task e2. The free parameters therefore correspond to
movements which do not create any error in the image for the visual features that correspond to the principal
task. In this way, the constraints are considered within the task space of e. The downside of this approach is
that it is necessary to find visual features that correspond to the desired constraint.

Following on, once the principal task has been well chosen it is necessary to combine it with the sec-
ondary task in a redundancy framework. Therefore the main task is chosen to be of dimension m while
the secondary task is defined by a cost function hs. The different choices of cost functions can be found
in [Samson91]. Minimizing hs under the constraint that e1 = 0 requires the subspace of motions left free
by this constraint to be determined. This is equivalent to knowing the null-space of the interaction matrix
(Jacobian) L1 for the principal task (Ker(L1)), which is equivalent to knowing the range of L>

1 . Therefore
it is necessary to define a m× n subspace projector from the Jacobian of the principal task as:

kerW = kerL. (7.7)

The subspace projector can then be used as in [Samson88, Samson91] to define the hybrid task to be
minimized as:

e = W+e1 + β(I6 −W+W)
∂h>s
∂r

, (7.8)

where

• β is a positive scalar which determines the priority of task 1 over task 2,

• W+ = (W>W)−1W> is the pseudo-inverse of W,

• I6 −W+W is an orthogonal subspace projection operator of the Kernel of W.

In the mechanics literature, constraints of this form are of common use and it is possible to consider a
general holonomic constraint which restricts the motion of a rigid body to a smooth manifold. In this case, a
holonomic constraint is represented locally as an algebraic constraint on the configuration space [Murray94]:

eh(r) = 0, h = 1, ..., d. (7.9)

where h indexes the class of the constraint which is of dimension d. This matrix constrains the pose r which
is the configuration space of a rigid object.

Each function eh(r) is a mapping from the configuration space Q to R which restricts the motion of the
system. It is assumed that the constraints are linearly independent giving the full rank matrix:

∂e

∂r
=




∂e1
∂r1

. . . ∂e1
∂r6... . . .

∂ed

∂r1

∂ed

∂r6


 . (7.10)
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where it is assumed that the unconstrained system is of dimension d× 6, where d is the dimension or class
of the constraint and 6 is the dimension of the pose vector.

The difficulty of this first approach is that it requires algebraically defining the space of joint positions
by defining allowable positions. This was achieved in the visual servoing case by geometrically defining
visual information to constrain this space. As will be shown in the next section, the form of the constraint
can be made much more simple by using velocity constraints. In Table 7.2, various different classes of
configuration types are given.

Velocity Constraints

In this section a formalism will be presented for applying velocity constraints to twists. It will be shown that
this constraint formalism gives a more general definition than the constraints expressed in the task space.
The definitions provided will form the basis for modeling articulated motion, however, they also provide
much potential for application to visual servoing as well as other computer vision problems.

Velocity constraints are widely known in the classical mechanics literature as Pfaffian con-
straints [Rosenberg77]. A velocity twist is constrained as follows:

S+(r)v = 0, S(r) ∈ R
d×dim(v), (7.11)

where d is the class of the joint and the dimension of v is 6 in the case of a velocity twist.
The constraint matrix S represents d velocity constraints and S+ is the pseudo-inverse of S. It is assumed

that constraints are point-wise linearly independent meaning that S(r) is full row rank at r ∈ SE(3).
As shown in Chapter 2, there exists a natural duality between the space SE(3) of the pose parameters

and the tangent space of velocities se(3) via the exponential map. Thus it is easy to pass from a twist to a
pose with ease. Likewise, according to the definition of a Pfaffian constraint, if it is holonomic, it is therefore
integrable and it can be used to determine an algebraic constraint in SE(3) as presented previously.

A velocity constraint is defined to act on the range of allowable movements for a particular configuration.
It is defined as a projector onto a standard basis that represents the type of constraint. The constraint matrix
is given in transposed form w.r.t equation (7.10) as:

S⊥
j =




∂S1
∂r1

. . . ∂Sd

∂r1... . . .
∂S1
∂r6

∂Sd

∂r6


 =





∂S1
∂r1

∂S2
∂r1

∂Sd

∂r1...
...

...
∂S1
∂r6

, ∂S2
∂r6

, ∂Sd

∂r6




, (7.12)

where this is a holonomic constraint matrix and is defined such that each column vector defines one degree of
freedom at the corresponding constraint. Once again, the particular case of motion in se(3) is considered so
that the dimension of v is 6, however, this dimension may be different for other applications. This constraint
applies to the range of allowable velocities defined by the rigid twist vector.

As mentioned previously, the number of non-zero columns of S⊥
j is referred to as the class d of the link.

The rows of a column define the type of the link by defining which combination of translations and rotations
are permitted as well as their proportions.

Let S⊥
j be the Image matrix subspace so that its corresponding Kernel subspace is given by (with abuse

of notation):
Sj = Ker((S⊥

j )>). (7.13)
where kerS⊥ := {v ∈ se(3) : S⊥v = 0}.

Thus, a velocity constraint matrix has been defined which constraints a general class of rigid configu-
rations by constraining sets of allowable velocities. Each constraint can be easily defined according to the
desired geometrical behavior of a rigid object.
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Type of Joint Degrees of Freedom Translation Rotation Diagram
(Class) (Tx, Ty, Tz) (Ωx,Ωy,Ωz)

Rigid 0 0 0

Revolute 1 0 1

Prismatic 1 1 0

Helical 1 1
a a

Cylindrical 2 1 1

Constrained Ball Joint 2 0 2

Planar 3 2 1

Ball Joint 3 0 3

Sliding Ball Joint 4 1 3

Rectilinear Sliding Wedge 4 2 2

Spindle 5 2 3

Figure 7.2: Different classes of mechanical joints, where a is the ratio of translation to rotation for a helical type joint.
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7.3.3 3D Mechanical Joint Model

Following on from the a priori model-based reasoning for rigid-body tracking, it is assumed here that the
CAD model also contains known information about mechanical joints which connect different components
of an object. Therefore it is necessary to define a general joint. As will be shown, any type of joint or link
can be fully defined by a velocity constraint matrix and a pose of the joint with respect to a fixed reference
frame.

A joint matrix for joint j is denoted by:

Jj(S
⊥
j , rj), (7.14)

where:

S⊥
j is a velocity constraint matrix as was defined in Section 7.3.2 used to define the mechanical constraint

of the joint j. This information is considered to be defined a priori and it remains constant over time.
Some examples are given further in this section.

rj(t) is a 6-parameter pose vector, defined a priori, representing the location and orientation of the joint in
3D which varies over time. This is used to further derive the different parts of the articulation matrix.

In Section 7.4 various different joint matrices will be given for the different motion models proposed.

Joint Type

In this section a velocity constraint matrix is used to define two subspaces of a single rigid mechanical link.
One belonging to the rigid part of the link and the other to the non-rigid part.

In terms of the physical joint, the set of velocities that a first component can undertake which leaves
a second component invariant is defined by S⊥ ⊂ se(3). This is the orthogonal compliment of the sub-
space S ⊂ se(3) which constitutes the velocities which are in common between two components. Since a
component, that is linked to another, is composed of these two subspaces, it is possible to project component
twists onto these subspaces with these standard bases for the kernel and the image.

It should be noted that due to the assignment of sets to matrices, the column vectors of the matrices
should be considered as unordered and dependent upon numerical calculation methods. This unknown order
is avoided by defining projection operators. In the following, the matrix Sj and its orthogonal compliment
S⊥

j , defined in equations (7.12) and (7.13), are used to project the kinematic twist (velocities) onto two
orthogonal subspaces. In Section 7.4.3, the more complicated case of more than one link is considered.

A subspace projection matrix is given as:

Pj = SjS
+
j ,

P⊥
j = S⊥

j S⊥+
j = I6 −Pj .

(7.15)

This ensures that the resulting projected velocities are defined according to a common basis defined by
the parameters of the velocity vector in equation (2.27). Most importantly, this allows the twist transforma-
tions, given in the following section, to be applied to these quantities.

Examples
In this example, the constraint matrices for two different types of class 1 links are given. These two joints

are shown in Figure 7.3.
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(a) (b)

Figure 7.3: (a) A class one rotational hinge link, where component 1 and component 2 are both rectangular components
, (b) A class one helical link where component 1 is a screw and component 2 is a square plate that is not shown in the
diagram.

A single rotational link is defined around the x axis by a constraint vector:

S⊥
j =




0
0
0
1
0
0



, Sj =




1 0 0 0 0
0 1 0 0 0
0 0 1 0 0
0 0 0 0 0
0 0 0 1 0
0 0 0 0 1



. (7.16)

where the corresponding constraint matrix is found by solving for the Kernel of S⊥
j and where S⊥

j belongs
to a set of 6 constraint vectors with the remaining vectors being NULL.

It is possible to verify that the constraint in (7.16) effectively constrains the velocities of a twist as in
equation (7.11) as:

(S⊥
j )+vj = ωx,

S+
j vj = (vx, vy, vz, ωy, ωz).

(7.17)

where it can be seen that the first subspace is composed of a pure rotational velocity around the x axis and
the compliment subspace contains the remaining degrees of freedom.

A helical link around and along the z axis has a slightly different constraint vector:

S⊥
j =




0
0
a
0
0
1



, Sj =




1 0 0 0 0
0 1 0 0 0
0 0 0 0 − 1

a
0 0 1 0 0
0 0 0 1 0
0 0 0 0 1



, (7.18)

where the value of ’a’ relates the translation along the z axis corresponding to a single rotation around the z
axis. Note again that Sj is determined automatically by determining the Kernel of S⊥

j .
Once again it is possible to verify that the constraint effectively constrains the velocities of the system

as in equation (7.11):
(S⊥

j )+vj = avz + ωz,

S+
j vj = (vx, vy, ωx, ωy, − 1

avz + ωz).
(7.19)
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where it can be seen that the determined velocities no longer correspond to the common basis velocities
defined by the twist vector v. This potentially poses a problem if one wants to transform this vector using
the adjoint map. This problem is overcome by considering a projection matrix.

For the example of a helical link, defined in equation (7.18), the mechanical configuration projector
becomes:

Pj =




1 0 0 0 0 0
0 1 0 0 0 0
0 0 1

a2+1
0 0 − a

a2+1

0 0 0 1 0 0
0 0 0 0 1 0

0 0 − a
a2+1 0 0 a2

a2+1



, P⊥

j =




0 0 0 0 0 0
0 0 0 0 0 0

0 0 a2

a2+1
0 0 a

a2+1

0 0 0 0 0 0
0 0 0 0 0 0
0 0 a

a2+1 0 0 1
a2+1



, (7.20)

The columns are now orthogonal with respect to the chosen twist basis as desired. It can also be noted here
that the columns are not linearly independent and they must be reduced to their linearly independent form
before being used in the following developments. In their reduced form the dimension of the column space
for Pj and P⊥

j is still 5 and 1 respectively.

Joint Pose and the Adjoint Map

In addition to the type of a mechanical joint defined in the previous section, it is also necessary to define the
pose of a joint with respect to a 3D reference frame. The joint location and orientation is fully defined by the
well known pose vector. The joint pose may be defined relative to any arbitrary reference frame, however,
the most natural choice is with respect to one of the components. Other choices include the camera reference
frame or the reference frame associated with object center of gravity. It is assumed here that the joint frame
coincides with a component frame. Several cases simplify the definition of joint positions including the
case where all components have their reference frames aligned with the joint degree of freedom, however,
this is not always possible. The full joint pose vector is used here so as to provide a general description of
the position of a joint for any type of joint configuration including the case where the joint and component
frames do not coincide. This situation is necessary when a single component has multiple joints all at
different locations. In the simple case where both component and joint reference frames coincide, the pose
F1rF2 between the two components corresponds to the unknown joint parameter which is to be estimated.

The general joint pose vector for joint j is therefore defined with respect to a connected component’s
reference frame as:

rj = FirFj
= (tx, ty, tz, θx, θy, θz), (7.21)

where Fi indicates an adjoining component’s reference frame and Fj represents joint j’s reference frame.
Since the previously defined mechanical constraint projector Pj is only valid in the link frame of refer-

ence, it is necessary to determine the kinematic twist velocities as seen at the joint reference frame. This is
achieved by a generic kinematic twist transformation matrix which is used to obtain the velocity of the link
frame with respect to the camera. In representation theory, the Lie algebra provides the adjoint matrix V(r)
for transformation of vector quantities as given in equation (2.40). This is a kinematic twist transformation
from frame a to frame b. As will be shown in section 7.4, it is possible to choose different methods of
applying the constraint matrix within the joint reference frame.
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7.4 Articulated Motion Models

Within the context of modeling articulated motion, there are several methods which have been proposed for
estimating the pose of an articulated object. In this section, different articulated motion models are given
and compared. In Section 7.4.1, kinematic chains are considered and in Section 7.4.2, Lagrange multipliers
are considered. Following this a new kinematic set method is proposed which combines the advantages of
the previous two methods.

7.4.1 Kinematic Chains

A well known method for modeling 3D articulated motion based on a kinematic chain representation is
presented here. A standard method for implementing a kinematic chain is the Denavit-Hartenberg formula-
tion [Denavit55] which lays out a complete symbolic notation for defining the kinematics of a multi-body
system. In particular, a methodology is given for selecting successive link coordinates such that a transfor-
mation across a joint is only the function of four parameters. This is directly related to the screw relationship
between any two lines in space (a screw is given by translation and rotation about the same line). Another
method for deriving a kinematic chain is known as the product of exponentials formula [Brockett84] which
is usually based on a world reference frame rather than multiple reference frames as in the previous case. In
terms of visual tracking, a kinematic chain is used to describe the velocities of a sequence of components
connected by joints making up a mechanism. The velocity of the different components and joints is deter-
mined by taking the partial derivative of their position along the chain back to the root. See Figure 7.4 for
the visual representation of a kinematic chain in terms of visual tracking.

In the literature, a good example of articulated object tracking based on kinematic chains appears in
work by Lowe [Lowe91]. In this work the partial derivatives of image features are taken with respect to
object pose and articulation joint parameters which vary with time. In this paper, the kinematic chain of
articulations is represented as a tree structure of internal rotation and translation parameters and the model
points are stored in the leaves of this tree. The position and partial derivatives of each point in camera-
centered coordinates is determined by the transformations along the path back to the root.

Recently, more complex features have been used for non-rigid object tracking in [Nunomaki00]. They
make use of deformable super-quadric models combined with a kinematic chain approach. However, real-
time performance is traded-off for more complex models. Furthermore, this method requires multiple view-
points in order to minimize the system of equations. As Lowe points out, the tendencies in computer graph-
ics have been toward local approximations via polyhedral models. Ruff and Horaud [Ruf99a] give another
kinematic-chain style method for the estimation of articulated motion with an un-calibrated stereo rig. They
introduce the notion of projective kinematics which allows rigid and articulated motions to be represented
within the transformation group of projective space. The authors link the inherent projective motions to the
Lie-group structure of the displacement group. The minimization is determined in projective space and is
therefore invariant to camera calibration parameters.

In the following the kinematic chain approach will be derived using the Virtual Visual Servoing ap-
proach. An articulated object is described as a tree of components whereby there is a root component which
is rigidly connected to the camera and the subsidiary components extending down to the leaves of the tree
are dependent on all parents along a path back to the root. Since all subsidiary components depend on their
parent component and subsequently all components depend on the root component, the order of selection of
the components is significant. As will be shown, with this approach is possible to consider the calculation
of the velocities and the location parameters for all degrees of freedom simultaneously. This has the effect
of canceling the errors across all components of the object and is more accurate than calculating the poses
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separately.

Camera at t−1 Camera at t

Component 2

Component 3Component 1

���

Pose component1

�����
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�	� Final pose component1�
�

��� �

� � �	� � ��

� � ���
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Articular pose

Figure 7.4: Kinematic chain method: The pose of an articulated object is determined via a kinematic chain of rigid
bodies extending to sub components. Each circle represents a rigid component. The root component is rigidly linked
to the camera via the pose crF1

and each subsequent component is linked by the parameters contained within a pose
such as F1rF2

from component 1 to 2.

To achieve this goal, one of the two components is related, as in subsection 7.3.1, to the camera frame
of reference by its pose. The error ∆ is defined as in equation (7.5). By doing this the pose of the first
component is calculated by using its error in the image with:

∆̇1 = Ls1
cvc∗ . (7.22)

The pose for the child components can be determined by the simple observation that the pose between
the root component and a child component can be related by using the poses between all the components
along the chain back to the root as (see Figure (7.4)):

cMFi
= cMF1

F1MF2 · · · Fi−1MFi
,

= e[
cvF1 ]e[

F1vF2 ] · · · e[Fi−1vFi ],
(7.23)

where i is any arbitrary component in the chain such that the components are numbered in increasing order
along the chain with 1 being the root component. The homogeneous transformation matrix M as defined
in equation (2.13) corresponds to the poses r. The second line corresponds to the product of exponentials
formula which defines this relation in terms of twists.

By considering equation (7.23) it can be seen that the visual error (7.5) depends on the poses along the
kinematic chain back to the root as:

∆i = si(
crFi

) − s∗i = si(
crF1 ,

F1rF2 , . . . ,
Fi−1rFi

) − s∗i. (7.24)

where it can be noted that the inter-component poses arb can be reduced to their minimal form aqb which
have a dimension corresponding to the dimension of the corresponding joint.

Now that the visual features have been defined for a general component i it is necessary relate this
information to the movement of the camera and the object (including all joint movement). In order to
achieve this it is necessary to define common reference frames amongst the different components so that the
resulting simultaneous set of equation are defined within a common basis for minimization. It is assumed
here that all joint frames coincide with all parent component frames. Thus the first joint is defined in the first



230 7.4 Articulated Motion Models

components reference frame, the second joint is defined in the second components reference frame, etc...
The basis reference frames will therefore be defined accordingly with the exception of the root component
which is also linked to the camera reference frame. In this case the basis frames is chosen to be the camera
reference frame.

It is now interesting to reconsider the object-based motion model as was considered in Chapter 3. This
model makes it possible to determine the relationship between the movement of each component’s visual
features and the movement of each individual joint. Since each component’s twist is initially defined within
the camera reference frame it is necessary to transform each components twist from the camera reference
frame to each joint reference frame. Using the poses between each joint and the camera (computed using
the components poses), the adjoint transformation matrix V given in (2.40) can be used to perform this
transformation according to the following relation:

lvi
l∗ = cVl

cvi
c∗ , (7.25)

where cVl is the adjoint map which depends on the object configuration from the previous estimation step.
lvi

l∗ is the twist related to component i’s features, expressed in the joint reference frame l and cvi
c∗ is the

twist of component i in the camera reference frame. This can be used to relate the error in the image of each
component to the movement of each unknown parameter defined in a particular reference frame.

Using a Taylor series expansion of (7.24) the image feature velocities become:

ṡi = ∂si

∂crc∗

dcrc∗

dt + ∂si

∂crc∗

∂crc∗

∂F1rF∗
1

∂F1rF∗
1

∂F1 q̇F∗
1

dF1 q̇F∗
1

dt + · · · + ∂si

∂crc∗

∂crc∗

∂
Fi−1

rF∗
i−1

∂
Fi−1

rF∗
i−1

∂Fi−1 q̇F∗
i−1

dFi−1 q̇F∗
i−1

dt

= Lsi

cvc∗ + Lsi

cVF1
F1PF2

F1 q̇F∗
1

+ · · · + Lsi

cVFi−1
Fi−1PFi

Fi−1 q̇F∗
i−1

(7.26)
where:

• Lsi
(crFj

, si) is the interaction matrix derived in Chapter 5. It defines the interaction between the
visual features from component i and the velocity of the camera (or the object).

• aVb(
arb) is the 6 × 6 twist transformation matrix or adjoint matrix defined in equation (2.40). It is

used here to transform a twist defined in the camera reference frame to a corresponding joint reference
frame.

• P = SS+ is a 6× di joint subspace projector that is based on the velocity constraint matrix S defined
in equation (7.15), where di is the dimension or class of the joint for component i. It is used here to
constrain the velocity twist to a subset corresponding to a particular joint type.

• cvc∗ is the camera twist and aq̇b are the joint parameter velocities.

Therefore the full unknown parameter vector is:

q̇ = (v, F1 q̇F∗
1
, · · · , Fi−1 q̇F∗

i−1
). (7.27)

where the dimension of this vector is (dim(q̇) = 6 +
∑l

i−1 di) where di is the dimension of the joint i and
where l = κ− 2 is the number of joints (i.e. there is no joint between the camera and the root component).

It can be seen that the joint constraint projector, as given in equation (7.15), is applied in the joint
reference frame by first transforming a twist to the joint reference frame using the adjoint map V and then
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applying the joint projector P. Furthermore, it can be seen that the first term relates the visual information
of a component to the pose between the camera and the root component. Each subsequent term relates the
visual information of a component to the joint parameters along the chain. Therefore the dimension of the
resulting Jacobian matrix is minimal.

The set of simultaneous equations can now be defined for the articulated object as in the case of multiple
components (7.6). The velocity model for an articulated object is therefore derived as:




ṡ1

ṡ2
...
ṡκ


 =




Ls1 0n1×6

Ls2
... . . .

0ni×6 Lsi







I6×6 06×d2 · · · 06×dκ

I6×6
cVF1

F1PF2 · · · 06×dκ

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

I6×6
cVF1

F1PF2 · · · cVFκ−1
Fκ−1PFκ







cvc∗

F1 q̇F∗
1...

Fκ−1 q̇F∗
κ−1




ṡ = LsHq̇,
(7.28)

where

• ṡ is the combined feature velocity vector in the image and κ is the number of components,

• Ls is a block diagonal interaction matrix with rigid component interaction matrices on the diagonal.
They link the image feature velocities and to each components individual twist. Ls is of dimension
(
∑κ

i=1 ni × (6κ)) where (
∑κ

i=1 ni) is the dimension of the combined error vector.

• H is the full Jacobian between the rigid velocity twists of each component and the minimal space
of velocities associated with the camera velocity plus all the joint velocities. The dimension of H is
(6κ × (6 +

∑l
i=1 dim(di)) where di is the dimension of each joint i which are summed across all l

joints.

• q̇ is the combined twist vector of minimal dimension.

It is important to point out that in this formulation the combined interaction matrix H is block triangular
of size n×mwhere n is the total number of visual features andm is the dimension of the minimal parameter
vector. Once this relation has been defined it is easy to obtain the velocity screw of the root component with
respect to the camera frame of reference, along with the joint velocities with respect to the joint reference
frames.

Firstly, by solving (7.28) for q̇ the following relation is obtained:

q̇ = −λLsH
+ṡ, (7.29)

which forms the basis of a visual control law. The articulated motion control law will be developed further
in Section 7.5.

Once all the parameters have been estimated, the individual pose of each component is determined by
first applying the constraints and transformations of equation (7.28) in the reverse order as:

v = Hq̇, (7.30)

where v is the stacked vector of full poses between the camera and each component.
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The the exponential map can then be used to obtain the poses associated with each component.
The updated pose of the camera is simply obtained from the first twist in the stack v. This pose is
cMcc∗ = e([cvc∗ ]). The pose of the root component is then obtained by updating the original pose of
the root component with this transformation as c∗Mo = cM−1

c∗
cMo. In order to obtain the poses of all

sub-components, the adjoint map is used to transform this initial pose down the chain as:

c∗vFi
= cVF1

F1VF2 · · ·Fi−1 VFi

Fi−1vFi
, (7.31)

where the adjoint maps depend on the previously calculated poses: cVF1(
crF1), F1VF2(

F1rF2), etc... so
that the calculation of the poses depends on the calculation of the parent poses along the chain and where
the pose between two components is easily computed as:

aMb = cM−1
a

cMb. (7.32)

To verify if this derivation is in agreement with the multiple free object case, consider that there is a free
link between the two components and the two components are defined in the same coordinate frame then:

P⊥ = I6×6, P = ∅, and F1VF2 = I6×6, (7.33)

and when this is inserted into equation (7.28) it can be easily shown to be equivalent to equation (7.22).
The drawback of this formulation is that it requires selection of a ’master’ component and any errors

retained in determining its pose are propagated along the chain and into subcomponents. This renders the
estimation imprecise and iterative convergence may take longer. Consequently, it would be preferable to
have the most robust and accurate pose as the primary component. As will be shown in Section 7.4.3, this
can be overcome by considering a symmetric kinematic set approach.

7.4.2 Lagrange Multipliers

Another approach has been proposed in [Delamarre99] for modeling articulated objects and using mul-
tiple views for tracking people using silhouettes. Poses are stored independently for individual com-
ponents and constraints are then imposed using Lagrange multipliers. More recently, Drummond and
Cipolla [Drummond00a, Drummond02] also considered articulated objects as groups of rigid components
with constraints between them, expressed directly in camera coordinates (see Figure 7.5). In this formu-
lation, the full pose of each rigid component is initially computed independently requiring the estimation
of a non-minimal number of parameters. In a second step, Lagrange multipliers are then used to constrain
these parameters according to simple link definitions. In this approach, Lie Algebras are used to project
the measurement vector (distances) onto the subspace defined by the Euclidean transformation group (kine-
matic screw). In previous works, only linear links have been considered, however, it will be shown that the
constraint matrices defined in Section 7.3.2 easily allow extension of this method to non-linear joints.

In this formulation, estimation of unknown parameters of a multi-body articulated object is based on a
multi-step estimation process. In a fist step the individual poses are estimated for each component separately
as in Section 7.3.1. The poses are defined directly in the camera reference frame by c twists v̂i, where c
is the number of components. The hat is used to signify an approximation due to the fact that the visual
information of the other components has not been taken into account in the estimation process.

The subsequent estimation steps involve applying constraints to all components of an articulated object
one-by-one while taking into account all previous adjustments of the estimates. The number of secondary
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Figure 7.5: Lagrange Multiplier method: The poses between the camera and each part of the object crF1
, crF2

and crFc

are calculated directly in a first step. Constraints between the components are then enforced in a second minimization
step via Lagrange multipliers. In this case, a kinematic chain or tree is also used to represent the articulated structure.

estimation steps correspond to the number of joints. For each joint, the velocity constraint matrix S, as
defined in equation (7.10), is used to create another constraint equation between two components:

Sv1 − Sv′
2 = 0, (7.34)

where the twists v are the true velocities of the fully constrained system which are to be determined here.
v′

2 corresponds to the transformation of component two’s twist into component one’s reference frame as:

v′
2 = (cVF2

−1cVF1)v2 = F2VF1v2, (7.35)

where V is the adjoint matrix (2.38). It should be noted, however, that this basis reference frame is arbi-
trary. This equation effectively defines the subset of velocities in common between the two components
(corresponding to a joint) within the same reference frame.

A secondary minimization equation can then be written by considering the difference between the ideal
velocities v and the previously estimated approximate velocities v̂ such that:

δ = (v1 − v̂1)
>L>

s1
Ls1(v1 − v̂1) + (v′

2 − v̂′
2)

>L′>
s2

L′
s2

(v′
2 − v̂′

2) (7.36)

is minimized subject to equation (7.34), where L′
s2 is the interaction matrix corresponding to v′

2.
This is then easily minimized by using Lagrange multipliers as:

∇
(
(v1 − v̂1)

>L>
s1

Ls1(v1 − v̂1) + (v2 − v̂′
2)

>L′>
s2

L′
s2

(v′
2 − v̂′

2)
)

+ λ∇(Sv1 − Sv′
2) = 0 (7.37)

where λ is a vector of scalars each corresponding to a column of the constraint matrix S, which gives:

2

(
L>

s1
Ls1(v1 − v̂1)

L′>
s2

L′
s2

(v′
2 − v̂′

2)

)
+

(
λS

−λS

)
= 0 (7.38)

and solving for the unknowns gives:

v1 = v̂1 − 1
2(L>

s1
Ls1)

−1λS,

v′
2 = v̂′

2 + 1
2(L′>

s2
L′

s2
)−1λS

(7.39)
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The Lagrange multiplier constraint ensures that the twist of the first component is dependent on the
second and vice-versa. In this way it is possible to describe the error of the entire object in the image as a
function of the pose of the different components.

It now remains to calculate λ. This is achieved by substituting (7.34) into (7.39) to give:

Sv̂1 + Sv̂′
2 −

1

2
λ
(
S(L>

s1
Ls1)

−1S> − S(L′>
s2

L′
s2

)−1S>
)

= 0. (7.40)

and the unknown is then solved as:

λ =
(
S(L>

s1
Ls1)

−1S> − S(L′>
s2

L′
s2

)−1S>
)−1

2(Sv̂1 + Sv̂′
2) (7.41)

The second component’s twist can then be transferred back to its own reference frame and the exponential
map can be used again to obtain the poses corresponding to the twists.

The major disadvantage of this approach is that the estimation of unknown parameters is not simulta-
neous and is carried out in a multi-step procedure. This has repercussions such as the propagation of error
to subcomponents or the necessity to further constrain the components if their visual features are not of
full rank 6. This method allows unwanted noise and error to enter into the estimation process at the initial
rigid pose calculation step. Furthermore, as in the kinematic chain case, noise is propagated to its subparts
rendering estimation in-efficient and potentially in-accurate.

In previous work on this method [Drummond02], each estimation step was considered in a chain order
and this method was thus likened to a kinematic chain. However, it is noted here that multiple paths may be
chosen simultaneously through a graph of rigid-kinematic velocities until all unknowns have been estimated.
In this way this approach may be considered as being more symmetric than the kinematic chain approach.
This idea of a more symmetric estimation process is now developed into a new theory which combines the
advantages of both kinematic chains and Lagrange multipliers approaches.

7.4.3 Kinematic Sets

In this section, a new method is proposed for modeling 3D articulated motion. This method is called
a kinematic set approach as opposed to a chain or tree approach. The formalism aims at modeling the
interaction between visual features in the image and the movement of the articulated object simultaneously
as in the case of a kinematic chain, however, another aim is to achieve this symmetrically (as is possible
using Lagrange multipliers). In particular, this section describes how the minimal parameter, generalized
velocity vector is obtained. In this case, a novel subset approach is used whereby the minimization is carried
out on decoupled subsets of parameters by defining subspace projectors from the joint definitions. These
subsets are considered by using velocity constraints which allows a general treatment of the entire space
of configurations. This translates as a definition of a class of mechanical joints which includes both linear
joints such as rotational, translational, planar etc.. as well as non-linear joints such as helical joints. This
formulation allows the error seen in the image to be partially decoupled from the velocities of the object by
determining the independent sets of velocities present in object space.

The kinematic set theory has been traced back to the Lagrange-Alembert theory in classical physics.
This theory states that instead of applying constraints which apply forces to a system, the coordinate basis
is changed to be orthogonal to the constraint so that the only forces in the system are the real physical
forces [Rosenberg77]. However, in terms of modeling and tracking an articulated object, it is only necessary
to derive the equations in terms of 3D location and orientation velocities as opposed to the more complicated
equations of potential and kinetic energy involved in the Lagrange-Alembert theory.
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When compared with existing Kinematic Chain approaches, it will be shown that there is no need to
sum partial derivatives along a kinematic chain back to the root in a visual system as the camera has a direct
visual link with the movement of each component of an articulated object and not only the root component.
In this case errors in the pose between the camera and the root component are propagated to subcomponents,
potentially leading to tracking failure.

On the other hand, when compared to the Lagrange multiplier approach, there is no need to estimate
in multiple steps. The advantage is then that components with under-constrained visual information w.r.t.
the pose can now be considered. Furthermore, unwanted noise and error is eliminated from the estimation
process due to a simultaneous closed-loop estimation process. These advantages lead to improved compu-
tational efficiency and greater accuracy.

In the proposed kinematic set approach, the joint reference frame plays an important role. This reference
frame can be thought of as the point of intersection between two rigid components which together make up
an articulated object. In the model presented in this chapter, a general mechanical joint is defined leading to
simple a generic articulation descriptor.

In motion estimation problems, there exists an inherent duality between the motion of the sensor and
motion of the scene. More precisely, the motion between a single camera sensor and a rigid object can be
attributed to the movement of either the camera or the object. Similarly, in the case of multiple objects,
the movement can equally be considered as movement of multiple camera sensors. Furthermore, with
articulated motion, unlike the case of rigid motion, the subsets of movement which may be attributed to
either the object or camera are not unique. In this treatment, the focus will be placed on a monocular camera
observing a constrained multi-body object, however, these methods may equally be applied to the case of
multiple cameras [Delamarre99, Plankers03].

The principal advantages of the kinematic set approach are that it:

• takes into consideration any type of mechanical link (i.e. helical, translational, rotational, ball joint
etc...).

• allows tracking of under-constrained or rank deficient components (e.g: can track components with
less than 3 points).

• eliminates the propagation of errors between free parameters (Important for noisy sensor measure-
ments and approximations).

• is efficient in terms of computation as well as representation space.

• models closely the real behavior of the system. (i.e. multiple objects or multiple cameras).

In the remainder of this section, an overview of the Jacobian mapping required to pass from the rigid
velocity vector of each component to a generalized minimal parameter velocity vector is first considered.
Following this, the velocity constraint matrices defined in Section 7.3.2 are used to constrain rigid-body
twists at the joints. This provides the basis for creating two subspace projection operators for each joint.
Following this, an articulation matrix is provided which combines all joint subspaces in a combinatorial
fashion so as to determine all the subspaces of the object. These subspaces are referred to as Kinematic
Sets. The full Jacobian mapping is referred to as the Articulation matrix.

The Generalized Twist

The approach laid out here aims at reducing multiple rigid-body six dimensional velocity twists v1, .,vκ

describing the motion of κ rigid components to a minimal set of parameters q̇ describing the configuration
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of an articulated object.
First, reconsider the interaction matrix which defines the rigid-body mapping between a vector of visual

feature velocities, s, and the velocity twist, v, containing linear and angular velocities of the pose as given
in equation (7.1). 


ṡ1
...

ṡni


 =




L1 0n1×6

. . .
0ni×6 Lni


vi (7.42)

where v is the stacked twist vector composed of each individual components 6-dimensional twist vector.
The configuration of a multi-body articulated object is completely defined by a differential mapping

from (se(3))κ to R
m, where m is the minimum number of parameters and (m < 6κ). The central idea is

to relate the movement ṡ of the set of sensor features to the movement of the generalized object parameters.
This is defined as:



ṡ1
...
ṡf1

...

ṡn




=







L1
1,1 . . . L1

1,6
... . . .

L1
f1,1 L1

f1,6


 0f1×6

. . .

0fn×6




Lκ
1,1 . . . Lκ

1,6
... . . .

Lκ
fκ,1 Lκ

fκ,6










A1,1 . . . A1,m

... . . .

A6×κ,1 A6×κ,m







q̇1

...

q̇m



,

(7.43)
where n is the number of image features, fi is the number of features in rigid component i, κ is the number
of components, and m is the minimal number of parameters.

This is summarized in matrix form as:

ṡ = LDAq̇, (7.44)

where
• LD ∈ R

n×6κ is composed of multiple interaction matrices, Lsi
, along the diagonal. The different rigid

bodies or components have a corresponding interaction matrix (7.42) with ṡi = Lsi
vi for all i = 1...κ.

Each block’s column width is of dimension 6 corresponding to the six parameters of each vi. The row
vectors each correspond to one of n visual feature parameters.
• A ∈ R

6κ×m is an Articulation matrix describing the differential relation between component’s velocities
vi and the minimal parameter subspace q̇. This matrix is composed of different subspaces which will be
derived in the remainder of this Section.
• LDA being the Jacobian between the visual features and the configuration of the entire object.

The Articulation matrix is the central issue of this work and it is defined separately as the mapping
R

6κ → R
m:

v = Aq̇ (7.45)

where v ∈ (se(3))κ is a vector of ’stacked’ 6-dimensional twists each corresponding to the full velocity
twist in se(3) of each component.
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This series of definitions implies that relative environmental modifications of the geometrical kind are
the only ones allowed to vary. Each component can be represented individually as a rigid body and there
exists a minimal subspace related to the entire object’s geometrical variations.

The subsets of parameters which make up the object parameters are illustrated by a Venn diagram in
Figure 7.6. In order that the generalized sets can be obtained, it is necessary to find the basis vectors repre-
senting the minimal subspace. As will be shown in the following sections, this depends on the configuration
of the object.
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Figure 7.6: Kinematic set method: Each circle represents a component as set of velocities in se(3) which are rigidly
linked together. The intersection of these sets define the minimal subspaces that correspond to the minimal parameters
q̇, where q̇12 is a vector of twist parameters resulting from the intersection between C1 and C2. Since each subset is
orthogonal, there is no interaction between subsets and decoupling occurs within the articulation matrix.

Generalized Joint Projectors

The general form of the articulation matrix, that links the rigid velocity twists of different components, can
be derived by first generalizing the application of a joint constraints within the joint frame of reference.
The idea is to fully define a general joint projection matrix J and its complement so that the velocities of a
component can be divided into two orthogonal subsets at a joint.

These subspaces can be determined by re-considering the definition of a joint. The velocity constraint
projector as given in (7.15) must be applied in the joint’s spatial reference frame. The joint reference frame
is given by the joint pose (7.21). The full rigid twist must first be transformed to the joint reference frame
using the Adjoint map (2.38) before the constraint may be applied. However, before defining the final
joint projector, it is necessary to consider the generality of the resulting velocities. In order to minimize
an objective function it is also necessary to have all linear equations defined within the same basis frame.
Therefore, a general joint projector must also be defined such that it projects all velocity twists onto the
same basis frame. The choice of this reference frame is rather arbitrary and it is possible to choose either
the camera or the object reference frames as considered in Chapter 3. In what follows, the camera reference
frame is chosen to be the common basis. The interested reader can refer to previous works [Comport04b]
where the object reference frame was used.
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These choices lead to a generic subspace projection operator which defines the two subspaces of a joint
as:

Jj = Im(FcVFj
Pj

FjVFc),
J⊥

j = Ker(Jj) = Im(FcVFj
P⊥

j
FjVFc),

(7.46)

where Im represents the Image operator which reduces the column space to its mutually independent basis
form. The first transformation FcVFj

maps the rigid velocities of a component to the link frame l where the
mechanical constraint is applied. The second transformation FjVFc then re-maps the subspace velocities
back to the common camera reference frame.

The projector between features on a rigid object being Jj = I6 and for two completely independent
objects Jj = 06

1 meter

1 meter

z

y

x

y

F
c

z

x

F
o

Figure 7.7: Example considering a helical joint 1 meter along the x and z axes of the camera.

Example
For simplicity, let the object be 1 meter along the z-axis and 1 meter along the x-axis of frame Fc and is

in front of the camera (see Figure 7.7). By definition, the object reference frame is chosen to be the same as
the joint reference frame for this example. The adjoint matrix cVo is then given by:

cVo =




1 0 0 0 −1 0
0 1 0 1 0 −1
0 0 1 0 1 0

03 I3


 . (7.47)
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If a helical joint configuration is considered, then using equation (7.20), (7.48) and (7.46), the joint constraint
matrix is determined as:

Jj =




1 0 0 0 0
0 1 0 0 0
0 0 1 0 − 1

a
0 0 0 1 0
0 0 1 0 0
0 0 0 0 1




and J⊥
j =




0
−1
a
0
0
1



. (7.48)

Since the transformation is orthogonal, the rank of the matrix’s column space before and after transfor-
mation stays the same. Once taking the kernel and the image of the resulting matrices as in equation (7.46),
the dimension of the column space is equal to its rank.

Generalized Object Subspaces: Kinematic Sets

The aim of this section is to define the form of the articulation matrix A which itself will define how all joint
subspaces are tied together. In particular, the two previously defined subspaces of each joint (Jj , J⊥

j ) are
combined with the subspaces of other joints giving a certain number of subspaces for the entire object. This
will in-turn define a basis for the minimum number of parameters which define the objects configuration.

An intuitive interpretation of the different subspaces can be obtained when referring to Figure 7.6. With
one joint and two components, there are three distinct subspaces, the subspace in common between the
components plus the independent subspace of each component. With two joints and subsequently one virtual
joint, there are possibly seven distinct subspaces. This is determined by looking at all the intersections
and non-intersections between each subspace. It can be deduced that an articulated object that contains κ
components has possibly 2κ−1 distinct subspaces. Likewise each individual component has 2(κ−1) possible
subspaces which are in common with the other components.

Virtual Links
To maintain the geometric symmetry of the problem, it is necessary to have a description of the links

between all rigid bodies of an object. If no link is defined between any two components, a ’virtual link’
exists such that:

Jab =
⋂

∀l∈P Jj,

J⊥
ab =

⋂
∀l∈P J⊥

j = Ker(Jab),
(7.49)

where P is a path of joints connecting component a to b and where the intersection between two subspaces,
represented by the basis matrices U and V, is defined as:

U ∩V = Ker

(
U⊥

V⊥

)
. (7.50)

The result of this intersection being an unordered basis for the intersecting subspace.
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Kinematic Sets
In order to determine all the subspaces of an object and eventually determine the form of the articulation

matrix A, it is necessary to use the intersection operator to create projectors for all combinations of joint
Image subspaces. Let the set O be the set of all combinations of joint subspaces for the entire object, where
dim(O) = 2κ − 1. First, consider the basic cases of two and three components.

For two components and subsequently one joint, O, excluding the empty-set ∅, is given by:

O = {(v1 ∩ v2), (v1 /∈ v2), (v2 /∈ v1)} \ ∅,
≡
{
J12,J

⊥
12,J

⊥
12

}
\ ∅, (7.51)

where in the first line each vi ∈ se(3) and the intersection between two sets is related to, but not equal to,
the intersection operator in equation (7.50). In the second line each element refers to a joint with l = 12
being the joint between component 1 and component 2. Note also that the subspace J⊥

12 is the same for both
(v1 /∈ v2) and (v2 /∈ v1).

For three components, there always exist three joints if virtual joints are included. The reason that virtual
joints need to be determined is to provide a set of symmetrical equations with a general form. Furthermore,
this allows the formulation to take into account redundant and parallel architectures. In this case, O is given
by:

O = {(v1 ∩ v2 ∩ v3), (v1 ∩ v2 /∈ v3), (v1 ∩ v3 /∈ v2), (v2 ∩ v3 /∈ v1),
(v1 /∈ v2 /∈ v3), (v2 /∈ v1 /∈ v3), (v3 /∈ v1 /∈ v2)} \ ∅,

≡
{
(J12 ∩ J23 ∩ J31), (J12 ∩ (J⊥

23 ∩ J⊥
31)), (J23 ∩ (J⊥

12 ∩ J⊥
31)), (J31 ∩ (J⊥

12 ∩ J⊥
23)),

(J⊥
12 ∩ J⊥

22 ∩ J⊥
31), (J

⊥
12 ∩ J⊥

22 ∩ J⊥
31), (J

⊥
12 ∩ J⊥

23 ∩ J⊥
31)
}
\ ∅,

(7.52)

where the order of the intersection operator and non-intersection are commutative.
Thus using simple boolean algebra, the set O can be written generally for κ components as:

O = ℘ {v1, ...,vκ} \ ∅, (7.53)

where ℘ represents the intersection of all the combinations of subsets, selected from v1 to vκ, which are not
an element of the remaining sets and not including the empty-set.

These sets can now be used to define projectors for each subspace of a component corresponding to a
component’s ’row block’ of the articulation matrix (7.45). Furthermore, these sets must be ordered so that
each column for each component is aligned with the corresponding subsets of the other components.

Using this definition, all subspace projectors are defined by the following simple equation:

∀ (so ⊂ O) ,Qso =


 ⋂

∀{va,vb}∈so

Jab


⋂


 ⋂

∀{va,vb}/∈so

J⊥
ab


 , (7.54)

where so is a subset of the object set O and ∩ is the subset intersection operator, defined in equation (7.50).
Note that this equation creates the link between the components and the joints (including virtual joints).

Articulation matrix
The articulation matrix fully defines a generalized coordinate basis for representing the minimal parameter
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vector q̇. In general terms, the Articulation Matrix corresponds to:

A =




∂r1
∂q
...

∂rκ

∂q


 . (7.55)

The different subspaces determined in equation (7.54) are to be mapped to each component’s subspace
Ci. In the case of a three component system, as in equation (7.52), component 1’s subset would be given as:

C1 = {(v1 ∩ v2 ∩ v3), (v1 ∩ v2 /∈ v3), (v1 ∩ v3 /∈ v2), (v1 /∈ v2 /∈ v3)}
≡
{
(J12 ∩ J23 ∩ J31), (J12 ∩ (J⊥

23 ∩ J⊥
31)), (J31 ∩ (J⊥

12 ∩ J⊥
23)), (J

⊥
1 ∩ J⊥

2 ∩ J⊥
3 )
}
.

(7.56)

The Articulation matrix is defined according to equation (7.45) and taking into account the joint sub-
spaces given by equation (7.46). The Articulation Matrix can thus be written as:

∀ (i = 1..κ) and ∀(so ∈ O) Ai,so = δvi∈soQso,

where, δ =

{
1 if vi ∈ so,
0 otherwise,

(7.57)

where (i,so) is in (row, column) format and indexes the elements of the Articulation matrix.
The columns of A are grouped in 2κ−1 sub-matrices of dimension p, each corresponding to a particular

subset of object parameters. The rows are all in sub-groups of dimension 6 each corresponds to the six
degrees freedom of each component.

The decoupling effect within the articulation matrix is directly related to the zeros represented by the δ
operator in equation (7.57). In particular, there are more zeros introduced into the articulation matrix than in
the case of a kinematic chain. In the case of a kinematic chain, zeros are only found in the upper diagonal of
the articulation matrix, whereas, in the kinematic set case there are zeros both above and below the diagonal.
This has an effect on the computational efficiency as well as the propagation of measurement error.

Example
Consider an object with three components (κ = 3). The first component has a x-rotational link to the

second component 1m along the camera’s z axis. The second component has a y-rotational link to the third
1m along the first joint’s x axis (refer to Figure 7.8).

After computation of the different subspaces, the dimension of the objects subspaces are given in Fig-
ure 7.9. It is interesting to note that different subsets are decoupled automatically when the link reference
frames are in an orthogonal position. It can also be noted that (J31 ∩ (J⊥

12 ∩ J⊥
23)) is always equal to zero,

unless there is a physical link defined between component one and component three.
A Maple program was written to prove the subset orthogonality properties of different mechanical

and spatial configurations. It automatically creates all the matrices needed to create the articulation ma-
trix from joint definitions (Sj , rj). A Venn diagram, shown in Figure 7.9, which displays the dimen-
sions of the different subspaces is created from the matrix calculations. It can be downloaded from:
http://www.irisa.fr/lagadic/code-eng.html
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Figure 7.8: Example configuration of a camera and a three body system.

(a) (b)

Figure 7.9: Dimensions of kinematic sets for a two component object with two rotational links. (a) Link locations are not
orthogonal (b) Link locations are orthogonal
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For an object with three components and two joints, and using the orthogonal subspace projectors given
in equation (7.54), A is given by:

A =




∂r1
∂q123

∂r1
∂q12

0 ∂r1
∂q31

∂r1
∂q1

0 0
∂r2

∂q123

∂r2
∂q12

∂r2
∂q23

0 0 ∂r2
∂q2

0
∂r3

∂q123
0 ∂r3

∂q23

∂r3
∂q31

0 0 ∂r3
∂q3


 =




Q123 Q12 0 Q31 Q⊥
1 0 0

Q123 Q12 Q23 0 0 Q⊥
2 0

Q123 0 Q23 Q31 0 0 Q⊥
3


 ,

(7.58)
where q123, q12, q23, q31, q1, q2, q3 are vectors representing the sets of intersecting velocities and each
components free parameters respectively.

It can be noted here that ∂r1
∂q123

= ∂r2
∂q123

= ∂r3
∂q123

for the first column and similarly for the other columns.
This is because the pose subsets (i.e. ∂r2

∂q123
) are defined within a common reference frame since the differ-

ential component in the Taylor series expansion of the error around each r (see Chapter 3) is determined for
a common camera motion. An example of the different components of A can be found in a Maple example
which can be downloaded at: http://www.irisa.fr/lagadic/code-eng.html

These sets are easily identified when referring to Figure 7.9. It can be verified that indeed the minimum
number of parameters for a particular articulated object is:

∑

∀so∈O

dim(Qso) = 6 +
∑

cj , (7.59)

where cj is the class of joint j.
The mapping A is indeed of dimension (6κ) × (6 +

∑
cj), remembering that κ is the number of

components. Figure 7.9(a) and (b) show the case of a single object in different configurations. It can be seen
that even though the dimensions of the subsets may vary for a same object, the total sum of the dimension of
the subspaces remains constant. The reader can refer to [Comport04b] for the articulation matrix between
two components and one joint.
The generalized parameter vector is therefore:

q̇ =
(

q123, q12, q23, q31, q1, q2, q3

)
. (7.60)

Once these velocities are obtained, they can be related back to the camera frame as in equation (7.45):
(

cv1
cv2

)
= A

(
q123, q12, q23, q31, q1, q2, q3

)
. (7.61)

It is important to highlight in this example the decoupling of the minimization problem. This is apparent
in equation (7.57) where extra zeros appear in the Jacobian compared to the traditional case of a kinematic
chain. In the particular case of three components and two joints, a kinematic chain has only 3 zeros in the
articulation matrix compared to 9 in the kinematic set case.

7.5 Closed-loop Registration

In this section, a tracking control law is derived for the general class of articulated objects. The aim of the
control scheme is to minimize the objective function given in equation (7.4). Thus, the error function is
given as: 


e1
...

eκ


 = D




s1(q) − s∗1
...

sκ(q) − s∗κ


 , (7.62)
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where q is a vector composed of the minimal set of parameters corresponding to the object’s configuration
and each ei corresponds to an error vector for component i. D is a diagonal weighting matrix corresponding
to the likelihood of a particular error within a robust distribution:

D =




D1 0
. . .

0 Dκ


 ,

where each matrix Di is a diagonal matrix corresponding to a component which has weights wj along the
diagonal. These weights correspond to the uncertainty of the measured visual feature j. The computation of
the weights have been described in Chapter 6.

If D were constant, the derivative of equation (7.62) would be given by:



ė1
...

ėκ


 =




∂e1
∂s1

∂s1
∂r1

∂r1
∂q

...
∂eκ

∂sκ

∂sκ

∂rκ

∂rκ

∂q


 q̇ = DLDAq̇, (7.63)

where q̇ is the minimal velocity vector, A is the articulation matrix describing the mapping in equation (7.57)
and LD is the block diagonal interaction matrix as in equation (7.44) given as:

LD =




∂s1
∂r1

. . .
∂sκ

∂rκ


 =




Ls1 06

. . .
06 Lsκ


 . (7.64)

If an exponential decrease of the error e is specified:

ė = −λe, (7.65)

where λ is a positive scalar, the following control law is obtained by combining equation (7.65) and equa-
tion (7.63):

q̇ = −λ(D̂L̂DÂ)+D̂(s(q) − s∗), (7.66)

where L̂D is a model or an approximation of the real matrix LD. D̂ is a chosen model for D and Â depends
on the previous estimation of the object configuration q. Once these velocities are estimated they can be
related back to the camera frame as in equation (7.45). The stability of this system can be proven in the
same way as the various cases already considered in Chapter 3 and 6.

7.6 Articulated Object Tracking Experiments

In this section four experiments are presented for tracking of articulated objects in real sequences. The
results presented here have been performed using a monocular vision system. Local tracking is performed
via a 1D oriented gradient search to the normal of projected contours as has been detailed in Chapter 4.
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It should be noted that the programming task involved in obtaining these results was not trivial due to
the symmetric nature of the model. Indeed it involved modeling the storage of information within an object
oriented C++ hierarchy of feature sets and correct implementation of the interaction between these feature
sets represented as a graph of feature sets. The basic implementation of the algorithm gives the following
pseudo-code:

1. Obtain initial pose.

2. Capture a new image.

3. Project the model onto the image.

4. 1D Search for corresponding points normal to the projected contours.

5. Determine the distance errors e in the image.

6. Calculate (D̂L̂DÂ).

7. Determine minimal subspace velocities as in equation (7.66).

8. Update the generalized parameters as in equation (7.45).

9. Re-project onto image using each component’s pose & goto 5 until the error converges.

10. Repeat to 2.

The information included in the following results are aimed at proving the advantages of our articulated
tracking method. The experiments test for the following performance factors:

• 3D motion - In order to show that this method is capable of handling all types of 3D movement, both
camera and object motion as well as articulated motion have been introduced into each experiment.

• Minimal parameters - Velocity plots show the evolution of the minimal parameter kinematic sets
which are used for the tracking. At the same time the velocities attained by this system are given.

• Rank deficient visual information - one of the advantages of this method is that components with
little visual information can be tracked stably and robustly since they are now supported by visual
information from other components (unlike in the case of the Lagrange Multipliers or individual object
tracking). Furthermore, this interdependence of components allows one to avoid badly conditioned
Jacobian or noise in the image which would normally lead to failure. This involves using different
configurations of distance-to-line type features including simple lines, planes and full 3D objects and
comparing with individual object tracking.

• Joint types - linear and non-linear joints have been implemented so as to show the general class of
joints which can be defined using our velocity constraint matrix.

• Robust estimation - also enhances the robustness of the method to external occlusion and miss-
tracking.

• Precision - the performance of our method is evaluated by looking at the re-projection of the model
onto the real scene which presents the data in a visual manner. Furthermore, a plot of the error norm
is given, where the ground truth for the error norm is governed by the noise in the image. A pose
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plot is also given in order to show the large movements imposed within the experiment as well as the
smoothness of the estimated pose.

7.6.1 Rotational Link

This first experiment was carried out for a class 1 type link with a single degree of rotation on the x axis.
Images at different points of one of the test sequences are shown in Figure 7.10. The constraint vector
was defined as in equation (7.16) and the object frame was chosen to coincide with the joint frame. This
sequence, along with others performed using the same object model, have shown real time efficiency with
the tracking computation taking on average 25ms per image. In the plots given in Figure 7.11, individual
tracking (a) is compared to articulated tracking (b) using kinematics sets. Both the hinge and the object were
displaced during tracking without failure in the kinematic set case.

In the case of the hinged door visual information has been removed from the door to demonstrate one of
the benefits of the kinematic set approach. In part of this experiment only two parallel lines which are very
closely spaced are used as visual information for the door component as seen in 7.10(a) and (b). In this case
the visual information from the door only constraints 5 degrees of freedom. Furthermore, since the lines are
closely spaced, the rotational parameter around the line is also weakly conditioned. Other than this there are
also many shadow artifacts and false lines apparent in the sequence.

Individual tracking failed in this situation. It can be mentioned that for the hinge, tracking failure is more
easily observed by visual inspection since the tracking continues without fully breaking down in the plots.
Even so, the plot of the individual tracking shows different velocities to that of the articulated case. This
failure was due to a shadow on the box which was better defined than a contour on the object. The miss-
tracking due to this shadow broke down the estimation gradually in the individual case. In the kinematic
set case the miss-tracking did not disturb the pose estimation because more information from the other
component balanced out these errors.

The Lagrange Multiplier method would also fail because it depends on the pose for each component
before applying constraints in a second step. Furthermore, the kinematic chain approach would also fail if
the root component was chosen as the one with miss-tracking. It can be seen that the kinematic set approach
succeeds by better distributing the information between components so as to constrain the uncertain param-
eters of the first component. The improvement in estimation precision can be observed between the two
plots shown in Figure 7.11.

7.6.2 Prismatic Link

This second experiment was carried out for class one link with a single degree of translation on the x axis.
The constraint vector was defined as a prismatic link along the x axis:

S⊥
12 = (1, 0, 0, 0, 0, 0), (7.67)

and the object frame was chosen to coincide with the joint frame.
The sequence, shown in Figure 7.12, also runs in real time with the tracking computation taking on

average 20ms per image. Both the camera and the slide were displaced simultaneously. It can be seen in the
image that the alignment of the projected contour with the actual image of the object is visually acceptable
for the kinematic set case.

As in the previous experiment, the estimated parameter velocities are compared in Figure 7.13 for indi-
vidual component tracking (a) and kinematic set tracking (b). It can be seen that tracking fails in 7.13(a) at
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(a) (b)

(c) (d)

Figure 7.10: Rotation of a hinged door while undergoing various movements. In this and all the following figures the
reference frames for each component are shown in green, blue and red for each axis. The projection of the CAD
model contour onto the image using the estimated pose parameters is shown in blue. It can be seen that the projected
position of the contours are visually acceptable. The points rejected by the M-estimator are shown in green. Changes
in illumination on the surface of the door can be seen between (a,b) and (c,d) and partial occlusion by a hand is shown
at the top of the box in (c) and (d).
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Figure 7.11: The velocity parameters for tracking of a hinged door. In these plots only one component of the object
has been moved and thus the only movement visible is the movement of the rotation of the door on its axis (see
Figure 7.10(a) and (b)). The plots for the full object and hinge movement shown in the images in Figure 7.10(c) and (d)
are not given here, however, later experiments will be show tracking of both components and the camera simultaneously.
The units are in meters-radians per ∆t, where ∆t is the time for 1 frame capture of the camera. In these experiments
frame capture is approximately 30fps, therefore, ∆t = 1/30. (a) Objects tracked separately with 12 parameters. In
this case tracking failed almost immediately due to severe shadow interference. It can be seen that both objects have
been estimated to be in movement since there are more than 6 significant velocities at a time. (b) Articulated object
tracking with 7 parameters. It can clearly be seen that only rotational hinge movement was performed. This movement
corresponds to the opening and closing of the door which is apparent in the figure. The maximum velocity of the door
was approximately 0.15rad/s
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around 350 iterations when individual tracking is used. In this case, there was not enough visual informa-
tion from the rail to constrain a 6 parameter pose. Indeed the object model is essentially composed of two
parallel lines in close proximity. In 7.13(b) tracking is successful. Once again the kinematic set approach is
able to draw on the other component to fully constrain the tracking.

7.6.3 Helical Link

This experiment, reported in Figure 7.14, was carried out for class one link with helical movement simul-
taneously along and around the z axis. This type of link is more complex due to the nonlinear articulation
matrix mapping from the different component twists to the minimal subspaces. The constraint vector was
defined as in equation (7.18) and the object frame was chosen to coincide with the joint frame. Note that
the constraint vector was defined by taking into consideration that for 10 × 2π rotations of the screw, it
translated 4.5 centimeters along the z axis.

Tracking of this object also ran in real-time with the main loop computation taking on average 25ms
per image. Once again individual and articulated tracking are compared and the resulting plots are shown
in Figure 7.15. In this experiment a case is presented where individual tracking succeeds, however, it
should be noted that this sequence was chosen specifically for comparative purposes. In many similar
sequences individual tracking often fails completely due to the limited contour information, background
noise or occlusions. When tracked simultaneously with the plate, as an articulated object, the tracking of the
screw is also based on the measurements of the plate making the tracking more stable and computationally
efficient. It can be seen that tracking continuous throughout a long sequence of approximately 1100 images.
Robust weights were calculated for each component’s feature set individually as outlined in Chapter 6.

In the screw case, the background is essentially black against a silver object making strong visual fea-
tures. Furthermore, each component is well constrained individually, therefore individual tracking succeeds,
however, the computation time is twice that of the articulated case.

7.6.4 Robotic Arm

An experiment was carried out for two class one links on a robotic arm so as to generalize the approach to
3 or more joints. The articulations tracked were rotational links around the z and x axes. The constraint
vectors were each defined by a pose and a constraint matrix as given in equation (7.16). Note that the
constraints are no longer defined in the same coordinate system as in the previous case.

The sequence, shown in Figure 7.16, also displays real time efficiency with the tracking computation
taking on average 25ms per image. As mentioned in the caption of Figure 7.17, only two line features are
used to track the forearm components and are therefore not full rank for rigid pose calculation. Consequently
the rigid pose plots could not be compared. As in the previous experiment, the kinematic set formulation is
able to handle tracking this situation.

In what follows, a table comparing and showing the improvement in accuracy for tracking multi-body
objects is given.

type / mm Hinge Slide Screw Robot
Individual miss-track 1 badly conditioned 2.2 Rank deficient
Articulated 2.2 0.8 2 2.2

Table 7.1: A comparison of the error norm between individual tracking methods and articulated tracking via kinematic
sets
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(a) (b)

Figure 7.12: Translation along a sliding mechanism while the camera is moving. The first component is the rail and
the second is the square which slides along the rail. It should also be noted that all CAD models were measured very
roughly by hand using a simple ruler. Therefore, it can be seen that the tracking is able to support a certain degree of
modeling error also.
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Figure 7.13: The velocity parameters for a sliding mechanism: (a) Objects tracked separately with 12 parameters. It can
be seen from the large spike in velocity that the tracking fails after 350 iterations. This is due to a badly conditioned Ja-
cobian since visual information of the two parallel, closely spaced lines, belonging to the rail, provide unstable disparity
information. The maximum velocity of the slide was approx. 0.45m/s. (b) Articulated object tracking with 7 parameters.
Note that translational movement of the object was performed along with movement of the camera for this experiment.

7.7 Conclusion

The method presented in this chapter demonstrates an efficient and accurate approach to real-time tracking
of complex articulated objects. A framework is given for defining any type of mechanical link between
components of an object based on constraining the velocities of rigid components. These constraints have
been used to define a kinematic chain, a Lagrange Multiplier and a new kinematic set approaches to articu-
lated motion modeling. The kinematic set approach has been derived via minimal object subspaces which
adhere to a Lagrange d’Alembert formulation where the constraints act parallel to the forces (or velocities)
in the system. It has been shown that it is possible to partially decouple the interaction between articulated
components using this approach. This approach has been derived and implemented in a closed loop control
law for 3D articulated object tracking. Subsequent robustness, computational efficiency and visual precision
have been demonstrated. This fundamental approach has founded the basis for many new and improved
applications in many areas.

In perspective, it would be interesting to explore the possibility of treating closed link systems using
kinematic sets for visual servoing. First of all it would be interesting to study the use of a kinematic set
approach instead of traditional kinematic chains for modeling a robotic system. In visual servoing it would
also be interesting to implement a closed-loop control law for an eye-to-hand based visual servoing system
by closing the control loop with a model based tracking of the robot and its end effector. This could be
applied to a precise grasping task which is not always possible using classical eye-in-hand based methods.
Furthermore, it would be interesting to take advantage of a wide-area view using an external eye-to-hand
camera, combined with an eye-in-hand camera so as to eliminate ambiguity between object and camera
movement and also draw upon the advantages of each approach.

Constraint matrices are well defined mathematical concepts that have a very large application domain.
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(a) (b)

(c) (d)

Figure 7.14: Helical movement of a screw while the screw and the platform are simultaneously in movement. Partial
occlusion is made by a hand and a wide range of positions and configurations are tested. The object is moved and
manipulated by hand and smooth movements of the projected model are observed without the need for filtering.
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Figure 7.15: The velocity parameters for helical movement of a screw. (a) Objects tracked separately with 12 parame-
ters. (b) Articulated object tracking with 7 parameters. (c) The pose of both the screw (in blue) and the plate (in red) of
the components w.r.t. the camera. Note that helical movement of the screw was performed by turning the screw and
the object was also moved during these experiments. The helical movement is in green in figure (b). Any jitter observed
in the pose can be attributed to hand jitter. It can be seen that only one parameter more than required for a rigid object
is needed to estimate the helical movement along and around the z axis.
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(a) (b)

(c) (d)

Figure 7.16: Movement of a robotic arm with two degrees of freedom. In this example, it can be seen that this approach
generalizes to more than one parameter. In (a) and (b) it can be seen that even when very little visual information is
available, the estimation of unknown joint parameters can be achieved by relying on the more stable estimation obtained
from the base of the robot. Various positions and configurations have been tested.
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Figure 7.17: The estimated velocity parameters for tracking of a robot arm with 8 parameters. Note that two fore-arm
components are rank deficient so it was not possible to estimate their pose individually.

The constraint based formalism presented in this chapter provides the basis for many other interesting appli-
cations. Indeed, since visual servoing notations have been used, the velocity constraint based formalism can
now be easily applied to visual servoing applications. More particularly, it would be interesting to pursue
further the duality between pose estimation techniques and visual servoing techniques based on velocity
constraints. This could lead to interesting avenues for constraining a robot along a particular trajectory or
even constraining the configuration space between different cameras. This could benefit various applications
such as passively constraining medical robot manipulators for surgical tasks. Another important constraint
that could be considered is the joint limit constraint [DiFranco99] so that the range of allowable joint angles
(or translational displacements) is limited.

Finally, another interesting application would be to track human figures or even hands for numerous
applications including human computer interaction and human movement analysis. Tracking of human
hands would provide the ideal computer interface for augmented reality based application. In this chapter,
manufactured objects were considered with a well defined geometric structure and contours which could be
parameterized precisely. As a consequence the kinematic set algorithm provides a much more precise and
robust estimation of location and position than that which can be obtained from human tracking. The contour
approach, however, remains general and precise by using edge information. The model proposed in this
chapter could therefore provide interesting avenues for research in the area of human motion analysis when
combined with existing techniques in this area. The fact that human figures are highly articulated structures
would make the kinematic set approach an ideal candidate for improving performance over traditional chain
structures. This is because decoupling gained with the kinematic set approach would have even greater
effect due to the exponential increase in zeros within the articulation matrix in direct relation to the increase
in the number of parameters. In order to track a human body it would also be necessary to further relax
rigid-body constraints such as introducing some degree of elasticity for modeling clothing and human skin.
Indeed, elastic and other sorts of physical parameters could either be introduced into the constraint matrix
as known a priori information or added as extra parameters to be estimated. It would also be interesting to
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implement a kinematic set approach with multiple cameras so that any ambiguities in the tracking process
may be avoided, rendering the tracking process more robust.



CHAPTER 8

Conclusion

8.1 Overview

In conclusion, a method has been presented for robustly tracking complex objects in an image sequence at
a high processing rate (50Hz) using visual servoing techniques. The relationship between a virtual model
of the 3D world and the visual perception of this world using a monocular camera sensor has been estab-
lished. Real-time pose estimation has been achieved by using visual servoing techniques for real-time 3D
tracking by performing visual servoing virtually where the Virtual Visual Servoing control law is equivalent
to an iterative minimization procedure. This approach has proven to provide precise estimates via a closed-
loop control law. Furthermore, different scene models have been investigated including camera-based and
object-based movement models showing the respective sensitivity to noise in the object model and image
measurements. Hidden surface removal has been shown to allow tracking of complete 3D objects which are
never fully visible from a single camera.

Various types of 1D distance information have been considered and corresponding interaction matrices
have been derived. These features have included distances to the perspective projection of 3D points, lines,
planar contours (ie. circles) and volumetric surfaces (ie. cylinders, spheres), however, any polyhedral model
could be considered under this framework. Distance features of different types were effectively combined in
a redundant, simultaneous estimation procedure. The results have proven to be accurate and computationally
efficient.

The oriented Moving Edges algorithm was used to provide efficient low level edge tracking with convo-
lution efficiency. It was shown how the scale and uncertainty in these low level features could be propagated
to the global pose estimation. A robust estimator then allowed for a decision to be made as to which features
belong to the object contour and those that do not.

High robustness has been demonstrated with a robust model-based approach using a statistical M-
estimator that was integrated into the visual control law via an iteratively re-weighted least squares method-
ology. This was shown to benefit both tracking and visual servoing applications by remaining robust to
various sources of external error including occlusion, changes in illumination and miss-tracking. The Me-
dian Absolute Deviation (MAD) was used as an estimate of the standard deviation of the inlier data and
Tukey’s influence function was used to completely reject the effect of outliers. This combination is advanta-
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geous because of its high efficiency, high breakdown point and desirable influence function. The robustness
and stability of the control law was shown to be dependent on a subsequent measure of position uncertainty.
Furthermore the convergence criteria of the control law were investigated.

In a last part, a new method has been proposed for accurately modeling and tracking articulated objects
in real-time. In a first part, multiple independent objects were defined. Velocity constraint matrices were
then defined for velocity twist vectors so that the rigid-body formalism could be constrained to include non-
rigid objects. An articulation Jacobian was then based on minimal parameter subsets which were derived by
applying velocity constraint matrices to rigid components. The model has been shown to track various 3D
objects with different joints such as rotational, prismatic and helical. Real-time tracking has been shown to
work in extreme situations with limited visual information where the multi-object tracker fails. Furthermore,
it has been shown that it is possible to partially decouple the interaction between articulated components
using this approach. Subsequent computational efficiency and visual precision have been demonstrated.

A video see through Augmented Reality system has been presented based on the 3D tracking method
presented in this thesis. The system has been shown to be capable of treating complex scenes in a realistic
live real-time environment without the need to modify the environment. The closed loop tracking scheme
has provided accurate and stable estimation of the pose so that virtual objects are rendered onto a real
image in a visually acceptable way. The system is based on CAD models of manufactured objects or urban
environments.

Robust visual control has been applied to both 3D tracking and visual servoing allowing continuous
estimation of the uncertainty in visual features and rejection of outliers during each step of a real-time visual
servoing task. Results of 3D tracking applied to an image-based visual servoing control law have also been
presented. The 3D tracking approach has introduced advantages such as improved stability and behavior of
the system since the depth parameter is estimated. Furthermore, this provides all the essential information
for globally convergent methods such as 2.5D visual servoing. Most importantly, however, is the fact that
by using this method, visual servoing tasks can be carried out even when the final parts of the object are not
initially visible, therefore making the visual control more flexible. Furthermore, by minimizing using IBVS,
the target can more easily be kept within the image frame.

In what follows is a more global summary of the important points that have been raised in this thesis:

• Motivation - This work has been closely related to applied research in the domains of Augmented
Reality and Visual Servoing, which has provided many motivating factors towards the progression
and direction of this thesis. Advances in research is therefore easily tied to user-end applications such
as: medicine, manufacturing and industrial processes and human computer interfaces. An important
motivating factor has been the collaboration with the industrial partner Total Immersion based on
Augmented Reality.

• Continuity - It has been seen that the continuity of the estimation procedure has a qualitative impact
on its estimation precision. This has been seen at the estimation level where a closed loop control law
has been used to estimate the pose simultaneously from multiple distance features. This has also been
seen in non-rigid object model where all components have been considered simultaneously.

• Symmetry - It has been seen that real world physical phenomena are more directly modeled via sym-
metrical approaches which have several advantages including improved precision and efficiency. This
has been seen in Chapter 3 where camera-based and object-based estimation models have been con-
sidered and related to asymmetric estimation processes. Furthermore in Chapter 7 it has been seen that
Kinematic Sets provide an improved articulation Jacobian. It can also be noted from this that mathe-
matics and computer computation are largely based on serial processes which make the definition of
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symmetric entities difficult.

• Generality - The robust statistics approaches open the door to a class of more powerful and general
estimation procedures that are more widely applicable than traditional least squares approaches. In-
deed, robust statistics is based on the modification of the distribution of the objective function so as
to treat a general class of errors. Therefore, this potentially defines a general class of “everything”
except the objective function. In this way, it would be very interesting to use this generality to design
methods which are much more widely applicable.

8.2 Perspectives

The different areas studied in this thesis have provided a working technique for tracking rigid and non-rigid
objects in real time, however, many problems remain to be solved before a complete working system is
available for real world applications. These problems include:

• Visual information - Extracting useful and robust visual information is a central problem. The method
presented in this thesis could be improved by: deriving interaction matrices for more complex con-
tours; finding a solution to the problem of multiple contours in a search path; using all important
visual information such as color and texture and using different sensors to improve performance.

• 3D CAD Model - The a priori model has allowed the tracking procedure to remain robust within a
3D environment. This model could be improved by obtaining it automatically and updating it online.
Furthermore, more complex 3D models could be considered and different types of information could
be added such as object texture and edge type.

• Estimation - The problem of pose estimation is a central problem that brings together the various
aspects of this thesis. In perspective, automatic initialization could be considered, robustness could
be improved by developing methods with higher breakdown points that are able to handle multiple
object occurrences,

• Non-rigid Motion - the problem of non-rigid motion using velocity constraints and kinematic sets
provides a formulation with promising results for different application. Research in this area could be
continued by considering robotics applications such as parallel robots or considering other applica-
tions such as human motion tracking.

These problems are somewhat overlapping and solving them may be achieved by multiple methods.
Indeed treating the more general problems will have an effect on many of the problems mentioned here. Of
course the choice of any such a method would necessitate to take into account many performance criteria

• computational efficiency,

• precision,

• robustness,

In the following subsections the various points made here are investigated in more detail.
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8.2.1 Visual Information

Extracting visual features with high information content is a central factor in the design of tracking algo-
rithms. In this thesis, contour information has be used as a basis for estimating and tracking the 3D pose
of an object because they provide a rich source of geometric information in an efficient manner. There
are many real situations that exist where little other information is available which is particularly the case
when only homogeneous surfaces are present. In this thesis only certain types of parametric contours have
been considered and an extension would be to derive interaction matrices for more complex contours such
as has been done in [Pressigout04] where B-Splines or Nurbs were considered. Another approach to treat
more complex contours is to extract higher level visual features directly from the image such as in [Tahri05]
where moment based features such as the area or different orders of moments were considered to obtain
visual features that are invariant to different 3D motions. The advantage of this approach is that it decouples
the interaction between the pose and the visual features and provide stable features and near linear glob-
ally convergent estimation properties. However, in order to make this approach computationally efficient
it would be necessary to treat the complex segmentation step. This could be overcome by developing the
relationship between different contours and their corresponding moment representation as was used in the
case of an ellipse in Chapter 5.

In the case of contour features, a significant problem occurs when there are multiple edges which are
detected within the search path. In this thesis, the inter-frame object movement and subsequently the
search path have been assumed small so that this problem rarely arises. Even so, this problem occurs
when there is a hidden edge that is appearing at the same position as the occluding edge. In this case
it has been necessary to continue considering an appearing edge hidden until it de-passes the search path
to the normal of the occluding edge. However, it would be interesting to solve this problem and extend
this approach to fast moving objects. Different solutions exist, including using recent particle filtering
techniques [Isard98a, Isard98b, Doucet00, Doucet01] at either the low level with the state-space being the
search path to the contour normal or at the high level with the state-space being pose of the system. Of
course, it would be necessary to further investigate efficiency and real-time performance issues using this
sort of methods. An interest of this approach is that it provides a means of maintaining multiple hypotheses
simultaneously making the system more robust to ambiguity and perturbation. Another advantage is that
this framework lends easily to the fusion of multiple cues. Indeed it would be beneficial to consider the
local spatial dependence in the observation of visual contours such as in [MacCormick98]. Indeed there
are many sources of information available in an image stream such as color which could also improve ro-
bustness. Local spatial consistency constraints could also be introduced into a probabilistic framework at
the lower level of the estimation process. Primitive likelihood information could also be used to guide the
sampling process such as in [Stewart99a, Armstrong95]. Another alternative would be to consider a purely
spatial approach and use Bayesian techniques such as in [Ricquebourg97, Ricquebourg00]. In this case a
Markov formulation was used to take into consideration local constraints such as local smoothness linked to
an energy function.

In perspective, however, an image has many other sources of important information which must be ex-
ploited to a maximum efficiency so as to obtain an optimal performance of tracking procedures. These
different sources of information may include illumination, texture, appearance, color, or other measures
which can be extracted from an image. In [Comaniciu03] a real-time tracker using color feature information
was proposed based on a mean-shift probability density estimation framework. This type of method relates
to a Bayesian framework and motion filters and information fusion techniques are also discussed. Many
information fusion techniques (ie. [Moreno-Noguer04]) avoid modeling the relationship between different
information sources when fusing different sources of information. However, without a precise analytical
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model describing the relationship between each type of information source and the unknown variables, the
behavior of the system becomes unpredictable and estimated parameters remain more approximate and un-
certain. Few methods in the literature combine multiple sources of information in a simultaneous estimation
procedure. In order to achieve this it is necessary to derive interaction matrices corresponding to each types
of visual information such as in [Pressigout04] or [Vacchetti04b] where planar features and texture have
been considered. It would therefore be interesting to further extend this optimization function to include
even more sources of information.

Finally, it can be mentioned that other types of visual sensor exist which can provide more visual infor-
mation than in the case of a monocular CCD camera. For example, it could also be interesting to consider an
omnidirectional camera which provides a wide angle view of the environment. Another possibility is to use
multiple cameras which not only provide hidden depth information but also give information from different
views so that features which are usually occluded are visible.

8.2.2 3D Knowledge

Another important factor in knowledge based tracking system is the information which is stored within
the off-line CAD model. In this thesis, the a priori information has been intimately related to the contour
information and wire-frame models have been used. As in the 2D image information case, it would also
be interesting to consider more complex type of contours. This could be achieved by using super-quadrics
as in [Terzopoulos91, Bardinet94, Leonardis97] or other types of 3D parametric models. As in the 2D
visual feature case, it would also be interesting to take advantage of moment based planar models [Tahri05].
Furthermore, it would be interesting to explore the extension of such approached so as to describe complex
3D objects. This would require developing this theory to include full 3D moments and not only planar
moments. Apart from more complex contours it would also be interesting to develop the a priori model
further to include many sources of information such as texture or color information.

Another perspective would be to consider obtaining this 3D model in a completely automatic manner.
This would require a reconstruction step which is often performed off-line due to computational costs. The
reconstruction could be approached by learning or generating a higher level parametric representation of
the world via techniques such as information theory and Bayesian inference. In particular, inference tech-
niques such as the Minimum Message/Description Length principles(MML/MDL) could be used to generate
a compressed 3D map of the environment. This type of method would allow the extraction of only the per-
tinent information by using a Bayesian decision tree which adapts to the best model of the environment.
Furthermore, it would be interesting to consider hidden surface removal and Binary Space Partition Trees
(BSP-Tree) within this type of framework to account for the full 3D nature of the environment. Another pos-
sibility would be to combine more closely the interaction between the a priori information and the unknown
parameters by continually learning and updating the model. This technique is widely known as Simulta-
neous Localization and Mapping (SLAM) [Davison02], however, it would be interesting to approach this
problem differently by considering a large amount of information already known.

8.2.3 Pose Estimation

Apart from the visual information and the 3D model, considered previously, the problem of estimating the
pose can also be improved.

In this thesis a non-linear technique was employed for estimating the pose which depends on a pose
initialization procedure. Various techniques have been considered including manually making the cor-
respondence of four point features with the model [Dementhon95], a manual manipulation of the object
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projected on the image (using the mouse) or an automatic procedure in the case of textured objects using
point matching [Lowe04]. In perspective, it would be interesting to use sampling style methods such as
LMedS to initialize correspondences between the initial image and the final image at the beginning of a
tracking or visual servoing task since it can be used with globally convergent pose estimation methods such
as [Dementhon95, Tahri03]. This would correspond more closely to a recognition process rather than a 3D
tracking context. In this case, the solutions would then be used to find initial correspondences amongst all
the combinations of correspondences between the set of image features and model feature. Furthermore, this
could be combined with other quantitative based techniques for obtaining these correspondences [Harris88].

Although low level feature analysis has been the object of much study throughout the past, much more
work remains to fully take advantage of forward and backward propagation of information between high
and low levels. The method presented in this thesis has been based on two steps, the first involving feature
extraction and the second, pose estimation. In perspective, it would be interesting to consider a higher level
objective function based purely on image intensity as was done in [Haag99] so that the estimation process
is a pure one-step estimation process. It has also been shown in [Kollnig95], that the global CAD model is
estimated directly from image intensity values avoiding the need for edge detection and threshold selection.
In this way, the scale of the edges would be related directly to the size of the edge on the object. The 3D
model could also be exploited further by considering the 3D appearance for different types of object edges.
For example, only "step" edges have been considered, however, many different types of surfaces and edges
exist in a real image including roof edges or curved edges. This is particularly important if more estimation
precision is required.

Another important problem is the problem of robustness. The statistical M-estimation method used
in this thesis has proven to work well in many different situations, however, it is highly dependent on a
good estimate of scale. In this thesis the preferred automatic scale estimation method was the MAD due
to its efficiency and relatively high breakdown point of up to 50% outliers. However, in computer vision
applications this breakdown point is unsatisfactory. The ideal would be a method that is not only able
to estimate parameters from a large number of outliers, but also to handle multiple instances of the same
structure. Therefore it is necessary to further consider the problem of scale estimation. More recently, the
mean-shift procedure originally designed for pattern recognition [Fukunaga75] has become an interesting
way of analyzing the feature space so as to estimate the scale of the distribution. In recent computer vision
literature, this issue had been popular and relevant work can be found in [Suter04, Wang04a, Wang04b,
Comaniciu02, Comaniciu03]. The use of these technique in visual control would be of great interest. Apart
from the problem of scale estimation is the problem of a non-Gaussian distributions producing sub-optimal
estimates. In this case the variance is heteroscedastic meaning that it depends on the measurement frame of
reference. Sampson proposed a first order approximation of the geometric distance. In [Weng89] Sampson’s
method was adapted to the estimation of the Fundamental matrix and in [Shapiro95, Torr97] outlier detection
was considered for orthogonal regression. It could be interesting to pursue this idea further by designing a
multi-modal M-estimator. The robustness could also be improved by modeling the environment better such
as tracking objects that occlude the edges. Specular reflections could also be managed by estimating the
light source and detecting this type of effect.

8.2.4 Non-rigid Motion

As has already been mentioned in Chapter 7, the proposed kinematic set approach is a fundamental problem
that touches upon many domains. Velocity constraint matrices used to form the kinematic sets are well de-
fined mathematical concepts that also have a very large application domain. The kinematic chain approach,
is currently used in many domains, could be replaced by a set approach. The various application domains
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include robotics, computer animation, mechanics and even electrical circuits.
In robotics community velocity constraints are of fundamental importance for controlling the entire

space of allowable configurations of a robot in a general manner. The use of these techniques could lead
to interesting avenues for constraining a robot along a particular trajectory or even constraining the con-
figuration space between different cameras. The kinematic set approach is also of fundamental importance
in robotics applications and could be used to model robotic structures in a more symmetric manner than
traditional kinematic chains. In this way many difficulties in parallel systems, such as robotic hands, could
be resolved. It could also be used in visual servoing to close the control loop visually via an eye-to-hand
system. If the kinematic set approach was used in computer animation for the control of human figures,
computational efficiencies could be observed and it would become much easier to control a particular joint
without the need of passing along a chain structure. In the mechanics literature the principals of the Lagrange
d’Alembert theory have been studied in depth and it would be interesting to study these techniques in more
detail and to derive a solid mathematical link with the kinematic set approach proposed here. Furthermore, it
can also be noted that there are many parallels between mechanics and circuit theory and similar approaches
have been applied to circuit theory. These techniques are known as a Port-Hamiltonian based systems which
define the concept of a power port as known in electrical networks [Stramigioli00, Stramigioli02].
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Appendix

A.1 Virtual Visual Servoing Based Camera Calibration

The basic idea of the camera calibration method presented here is to use the Virtual Visual Servoing principal
presented in Chapter 3 to estimate the camera calibration parameters simultaneously with the pose. In this
case simple point features that can be tracked accurately will be used. The approach presented here was
given in [Marchand01, Marchand02a].

A virtual camera is defined with intrinsic parameters ξ located at a position such that the object frame
is related to the camera frame by the pose r. The position of an object feature cS in the camera frame is
defined by a perspective projection onto the image plane. The projection of this point onto the image in
pixel coordinates is then given by:

s = pr(ξ,c S) = pr(ξ, cro,
o S) (A.1)

where pr(.) is the projection model according to the intrinsic parameters ξ and the pose parameters r. s and
S are vectors of 2D and 3D features respectively. The goal of calibration is to minimize the error between
the observed data denoted s∗ and the position of the same features computed by back-projection according
to the current extrinsic and intrinsic parameters s (as defined in equation A.1). In order to minimize this
function, a virtual camera is displaced (initially in ciro) along with the intrinsic camera parameters (initially
ξi) using a visual servoing control law. When the minimization is achieved, the parameters of the virtual
camera will be related to the estimated pose cfro and the calibration parameters ξf .

A.1.1 Calibration

The goal is to minimize the error between a current feature position and a desired feature position, ‖s− s∗‖.
The error in the image e is defined as:

e = s− s∗ (A.2)
The motion of the features in the image is related to the camera velocity v and the time variation of the
intrinsic parameters by:

ṡ =
∂s

∂r

∂r

∂t
+
∂s

∂ξ

∂ξ

∂t
(A.3)
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which can be rewritten as:

ṡ = Hsw with w =




v

ξ̇


 (A.4)

Matrix Hs is the interaction matrix or image Jacobian relating the image feature velocities to the movement
of the virtual camera as well as the movement of the calibration parameters. It is given by:

Hs =
[

∂s
∂r

∂s
∂ξ

]
(A.5)

As usual an exponential decoupled decrease of the error e is defined as:

ė = −λe (A.6)

where λ is a proportional coefficient that tunes the decay rate, finally giving:

w = −λHs
+e (A.7)

A.1.2 Multi-images calibration

In this calibration process only a planar calibration pattern is used, therefore requiring multiple images
with different depth disparities to be used so as to calibrate the camera with uniform uncertainty in the
estimations. This is due to the fact that the parameter uncertainty in the direction perpendicular to the plane
is much larger than the uncertainty in the plane (see the results presented in [Marchand01]).

The calibration approach is therefore to compute the set of calibration parameters which remain constant
across multiple images. The aim is to compute these parameters simultaneously using all images. In this
case s virtual cameras are defined and their corresponding visual features are related to the variation of p
intrinsic parameters. Thus there are 6s+p unknown variables since each virtual camera pose is of dimension
6. Furthermore, there are

∑s
i=1 si equations (where si is the number of features observed in the ith image).

If pi is the set of features extracted from ith image, the interaction matrix used in the calibration process
is then given by the relation:




ṡ1

ṡ2
...
ṡs


 = H




v1

v2
...
vs

ξ̇




(A.8)

with

H =




∂s1
∂r1

0 . . . 0 ∂s1
∂ξ

0 ∂s2
∂r2

. . . 0 ∂s2
∂ξ

...
...

...
0 . . . 0 ∂ss

∂rs

∂ss
∂ξ




(A.9)
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Minimization is handled using the same methodology:



v1

v2
...

vs

ξ̇




= −λH+




s1 − s∗1
s2 − s∗2

...
ss − s∗s


 (A.10)

A.1.3 Calibration from points

The calibration technique considered here will use simple point features on a planar calibration pattern.
These point features will have known object coordinates.

Camera model

Consider the coordinates of a point in the camera frame P = (X,Y,Z). The coordinates of the perspective
projection of this point onto the image plane, in metric units, is given by p = (x, y) with:





x = X
Z ,

y = Y
Z ,

(A.11)

From equations (3.8) and (3.12) in Chapter (3) the pixel coordinates (u, v) are related to the coordinates
(x, y) by: 




u = u0 + sxx+ k1r
2(u− u0)

v = v0 + syy + k1r
2(v − v0)

(A.12)

Furthermore, the term k2r
4 has been removed so that only the radial distortion is used. This has been shown

as usually sufficient for accurate estimation (see [Marchand01]).
The five parameters to be estimated are thus ξ = {sx, sy, u0, v0, k1}.

Deriving the interaction matrix

It remains to compute the interaction matrix Hp that links the motion ṗ = (u̇, v̇) of a point p = (u, v) in
the image to (v, ξ̇). For one point, this Jacobian is given by:

Hp =
[

∂p
∂r

∂p
∂ξ

]
(A.13)

where ∂p
∂r

is a 2 × 6 matrix and ∂p
∂ξ is a 2× 5 matrix. Considering a calibration with n points, the full image

Jacobian is given by the 2n× 11 matrix:

H = (Hp1
, Hp2

, . . . , Hpn
) (A.14)

The interaction matrix ∂p
∂r

that relates the motion of a point in the image to the camera motion has
already been given in 5.13 leading to the image Jacobian with the intrinsic parameters as:

∂p

∂r
=



sx 0

0 sy


Lp (A.15)



268 A.1 Virtual Visual Servoing Based Camera Calibration

Furthermore, from (A.12), differentiating u and v for ξ leads very easily to:

∂p

∂ξ
=



x 0 1 − k1

(
r2 + 2ũ2

)
−2 k1 ũṽ ũ r2

0 y −2 k1 ũṽ 1 − k1 (r2 + 2ṽ2) ṽ r2


 , (A.16)

where ũ = (u− u0), ṽ = (v − v0) and r2 = ũ2 + ṽ2.
This completes the relation between the motion of a point in the image and both the camera motion and

the variation of the intrinsic camera parameters.
Furthermore, if radial distortion is not considered, ∂p

∂ξ becomes simply:

∂p

∂ξ
=



x 0 1 0

0 y 0 1


 (A.17)

with ξ = (sx, sy, u0, v0)
Thus, these parameters are easily estimated using the non-linear iterative approach already given in

Chapter 3.

A.1.4 Experimental results for multi-image calibration

The proposed algorithm has been tested on a 2D rectangular rig composed of 24 points.(Figure A.1)

Figure A.1: image of 2D calibration rig with 24 points

Multi-image calibration

For each image, the extrinsic parameters are initialized with the parameters computed by a linear pose
calculation and intrinsic parameters are chosen roughly. In a first step, calibration is computed without
considering any distortion. Then the results are used for initialization of the calibration with distortion.

Figure (A.3) shows the evolution of the intrinsic parameters over time during the minimization process.
The minimization algorithm is fast and converges after about 50 iterations with λ = 0.1. This method is
advantageous because it can be used to calibrate easily any kind of camera using a simple 2D pattern and
does not require precision placement of the different planes as in a 3D rig. To obtain good results, 10 images
were used since the greater the number of images, the better the calibration precision.
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Figure A.2: Evolution of the mean error in pixel for 10 images (radial distortion is introduced after the convergence of
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Figure A.3: Evolution of the intrinsic parameters (a)u0 and v0, (b)sx and sy, (c) k1
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Although point features were considered here, any kind of feature can be considered within this control
law as soon as it is possible to compute the image Jacobian Hp [Chaumette90, Espiau92]. Furthermore, ∂p

∂ξ
is simple to compute. In this way many different types of features can be used simultaneously to calibrate
the camera.
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Appendix

B.1 Hidden Surface Removal

A classical problem in computer graphics is to determine which parts of a 3D object are visible to a 2D view-
ing plane. Indeed, this has many repercussions on the different computations required within an algorithm.
Of course it is computationally inefficient to render the surfaces of a scene which are not visible. The 3D
tracking case presented in this thesis differs slightly with computer graphics techniques and it is necessary to
determine which technique amongst the various techniques available, best applies. In particular, the tracking
algorithm is based on the contours of the object and only the contours need to be taken into consideration. In
order to improve the robustness of the algorithm, it is essential to only consider those visual features which
are visible to the camera. As will be shown this is achieved by a Hidden Surface Removal Technique.

Due to the fact that the local tracking algorithm is based on the forward-projection of model contours
(lines, ellipses, cylinders, etc ...), the result of removing hidden surfaces is equivalent to the display of the
wire-frame model in computer graphics using techniques such as ray tracing. To carry out low level tracking,
the projected contour of an object is sampled into elements. From these elements, corresponding points are
detected using a convolution operator which is applied to the normal of the contour. In order to determine if
an element should be taken into account, it is sufficient to determine if it is visible to the camera. To achieve
this different methods exist which will be mentioned briefly in the following.

B.1.1 Z-buffer

In this method the visual display is associated with a frame of memory designated to store the intensity of the
pixels as well as their depth. The primitives of an object are handled in any order without any prior sorting.
During the drawing phase of a primitive, if the depth of a pixel is greater than that which is memorized
(calculated for the previous frame), then the pixel is not treated. In the opposite case, the pixel is memorized
and the associated intensity is saved. Even if programming a Z-buffer is complicated, most video cards
perform this function in their hardware. It is therefore sufficient to access the graphics card to implement
this approach. However it would seem that the manufacturers are limiting easy access to this function since
for improved bandwidth it is necessary to compress the data making them difficult to access. Furthermore,
this approach is often hardware dependent.
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B.1.2 BSP Tree

The BSP (Binary Space Partition) Tree technique is used for navigating in 3D scenes. It provides a static
definition of the visibility between primitives for all primitives in a 3D scene. It consist of building a visibility
tree of which each node corresponds to a plane which contains a geometric primitive. From this plane it is
possible to class all other primitives into two groups corresponding to those primitives which lie each side
of the plane. This classification structured into a tree allows to define the order to treat the visible features
according to where the camera viewpoint is located within the tree. This method also requires a significant
effort to implement since it is necessary to define mathematically the intersection of a plane with all the
different types of features along with a data structure which stores all sub slices of primitives. Furthermore,
this method only applies to static scenes and may require adaptation for non-rigid scenes.

B.1.3 Back-face Culling

This method is very simple to implement and is not very computationally expensive. It consists of testing
the depth of the normal corresponding to each face of an object. The normal vector no is calculated off-line
when the CAD model is first loaded, for each face, in the object reference frame. Thus from two vectors
u = (ux, uy, uz) and v = (vx, vy, vz) defined by two difference faces, the normal vector is obtained as:

no = u× v,

where × is the cross product operator.
Next, for each pose of the camera, it is necessary to determine this vector as seen from the camera

reference frame. Using the rotation matrix cRo between the camera and the object the normal vector as seen
from the camera is:

nc = cRono

In Figure (B.1), the vectors in red belong to the visible faces. The visible features are thus those that
belong to these faces. The corresponding face is visible if nz < 0 .

Even if this approach is computationally efficient, it does not function for objects made up of multiple
components. As shown in Figure(B.2), certain contours are displayed using this method even when they
should be hidden. In particular certain features of the horizontal block that are behind the vertical block
should not be visible. They are omitted since this technique only tests the visibility of an entire face and is
not able to handle partial faces. Thus it is not sufficient to test just the orientation of the faces, but it is also
necessary to test the visibility of each sample of the contour individually. In this case it is necessary to use
the ray tracing method.

B.1.4 Ray Tracing

This method consists in tracing a ray from the optical center of the camera to each point-sample made along
the contour (see Figure B.3(a)). If the ray does not intersect any faces then the sample is visible. If this ray
intersects a face then the sample is not visible.

In practice, however, a face is represented by an infinite plane with no boundaries. In this case it is
necessary to determine if a ray intersecting a plane is inside or outside the corresponding face. In order to
test this case, another ray is traced from the point of intersection with the plane in a direction tangent to
the plane. In this case it can be shown that the parity of the number of intersections of this secondary ray
indicates whether the sample point is inside or outside the face. For example, consider Figure B.3(b). If the
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Figure B.1: Visible faces of a parallelepiped with their normals drawn in red. The corresponding face is visible if nz < 0
.

Figure B.2: Limitations of the Back-Face Culling Method. Partial features of the horizontal block that are behind the
vertical block should not be visible.
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���
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(a) (b)

Figure B.3: Ray tracing for visibility testing. (a) Intersections I1 and I2 of rays with planes of the object where the faces
F1 and F2 are represented by infinite planes. The rays run between the optical center C of the camera and points e1
and e2 that have been sampled along the object’s contour, (b) Testing the intersecting point to determine if it is inside
or outside a face of the object. P1 is inside and any ray running tangent to the face has an odd number of intersections.
P2 is outside the face and only has an even number of intersections (note that the intersection at tangents must be
handled explicitly).

number of intersections is odd then the sample point is inside the face. If the number of sample points is
even it is outside the face. This method has been used since it takes into account objects that are convex.

In the case of a cylinder, the plane passing through the center of the cylinder and parallel to the image
plane is considered. If the intersection with this plan occurs between the two lines of the cylinder then the
sample is not visible. The end limits of a cylinder are defined by two circles.

B.1.5 Hybrid Solution

In order to have the most efficient method, the chosen technique was to apply successively the Back-face
Culling and the Ray tracing methods. In this way the number of faces for which rays are traced is kept to
a minimum. The computation time for computing hidden surface removal using this technique was in the
order of 2 to 3 ms for the object shown in Figure B.2 comprising around 100 point samples in total.
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Résumé

Ce manuscrit traite du suivi 3D d’objets rigides et non-rigides en temps réel par un système de vision
monoculaire, en se basant sur un modèle CAO de l’environnement. Ce suivi permet d’estimer la pose entre
la camera et son environnment, information essentielles pour de nombreuses applications, comme la réalité
augmentée ou l’asservissement visuel qui sont considérés ici. La pose est estimée à travers une relation
non linéaire entre des primitives visuelles extraites de l’image et la projection d’un objet 3D sur l’image.
L’estimation est considérée comme une loi de comamnde d’asservissement visuel virtuel.

Les primitives locales, consituées des éléments de contours de l’objet, sont suivis par la méthode efficace
des Eléments de Contour en Mouvement (ECM). Une adaptation de ce suivi est proposé qui permet de le
rendre invariant à l’échelle du contour, et de s’affranchir d’un seuil de détection. Les primitives et le modèle
sont reliées à la pose par des matrices d’interaction de type distance-à-courbe.

Afin de prendre en compte des données erronées, une loi de commande robuste est proposée. Elle se
base sur une technique statistique robuste de M-estimation. Ceci permet de considérer une grande variété
d’erreurs : bruit dans l’extraction des indices visuels, faibles erreurs de suivi, et importantes erreurs de mise
en correspondance entre les contours dans l’image et la projection du modèle.

Dans une dernière partie, l’approche est étendue pour considérer une classe d’objets non-rigides en 3D.
Plus particulièrement, le modèle CAO est élargi pour prendre en compte différents types de liaisons mé-
caniques. La configuration d’un objet articulé est alors définie comme un ensemble de paramètres général-
isés décrivant à la fois la pose de tous les composants de l’objet ainsi que les poses relatives entre ces
différents composants. Pour deriver la représentation minimale, une approche d’Ensemble Cinématique est
proposée. Des sous-ensembles cinématiques sont dérivés de façon symétrique à partir des contraintes de
vélocité associées aux liaisons mécaniques. Les sous-ensembles sont ensuite combinés pour former une
matrice d’articulation qui permet d’obtenir la représentation minimale.

Des résultats expérimentaux sont finalement présentés, sur de nombreuses séquences d’environnements
intérieurs et extérieurs. Ils démontrent l’efficacité de la méthode de suivi 3D proposé, et ce même en présence
d’erreurs plus ou moins importantes dans les données image. Dans le cadre du suivi d’objets articulés, les
expériences montrent la validité de l’approche pour des liaisons de type prismatique, rotoide, helicoidale.

Mots-Clefs: Suivi visuelle 3D, motion non-rigide articulé, temp-réel, baseé-modèle, realité augmenté, as-
servissement visuel, control robust



Summary

This thesis presents a real-time 3D tracking method using an a priori CAD model of the environment and
a monocular vision sensor. Both rigid and non-rigid object models are considered. 3D tracking is essential
for many applications and in this thesis it is applied to both Augmented Reality (AR) and Visual Servoing
(VS). The tracking is based on the estimation of the pose between the camera and its environment and is
estimated via a non-linear relation between visual features extracted from the image and the projection of
the 3D object onto the image. The estimation is considered as synonymous to a Virtual Visual Servoing
control law.

Local object features are tracked by an efficient Moving Edges (ME) technique. An adaptation of this
tracker is proposed to make it invariant to changes in scale of the contour and so that no predetermined
threshold is needed. These features, combined with the 3D model, are then related to the pose by point-to-
contour type interaction matrices.

In order to take into account a erroneous data a robust closed loop control law is proposed. It is based on
the robust statistical technique of M-estimation which allows to consider a general class of errors including
: noise in feature extraction, small tracking errors and large correspondence errors.

In a last part, the approach is extended to a class of non-rigid objects in 3D. More particularly, different
types of mechanical joint are defined within the CAD model. The configuration of an articulated object is
therefore obtained from a set of generalized parameters which represent both the pose of all the components
of the object as well as the relative poses between the different components. In order to derive the minimal
parameter representation a Kinematic Set approach is proposed. Kinematic subsets a derived in a symmetric
manner using velocity constraints associated with the mechanical joints. The subsets are then combined to
form the articulation matrix which defines the minimal representation.

Experimental results are presented on several indoor and outdoor sequences. They show the efficiency
of the proposed 3D tracking method even with severe outlier contamination including occlusion, changes in
illumination and miss-tracking. In the case of articulated motion tracking, experiments have validated the
approach for prismatic, rotational and helical type joints.

Key-words : 3D visual tracking, articulated non-rigid motion, real-time, model-based, augmented reality,
visual servoing, robust control.


