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Epsilon position camera

Event = occlusion of image, as in the image on the right (the leg is occluded).
Imaging Geometry:
Shadow lies along straight line between e1 and m.  However, it is not possible to know the width of the shadow.  Is it possible to create an artificial shadow?  An artificial light source?

In the Matrix Reloaded, difficult problem is how to create realistic shadows from computer generated objects, such as when you are looking beneath a computer generated truck.

In animation, a constant problem is how to draw accurate shadows, especially when there is varying scenery, such as buildings or trees which the shadow hits.

Surprisingly, the human eye is very tolerant as to the shape of the shadow.  In most video games the shadow of a person is simply an oval.

For the depth edge camera, the 2nd transition of the shadow along the epipolar ray is the depth edge.  This concept also makes it possible to fill objects that are new in the 2nd image with a different color (such as the hand).
Auto spot light, shines light onto different part of walls, which reflects back onto object, so that all parts of the object are lit.
Light waving: take a series of pictures and sort the pictures by where the light is.  Figure out the position of a rigid light source attached to a rigid camera.
SLAM = Simultaneous Localization and Mapping
3d reconstruction of interior (global map).

Light/ Color Wavelength:

Color Scanner: shine lights of different colors.

Synthetic Aperture Modulation:

Take rays from different apertures

Arrays of cameras used as one aperture to increase range of aperture size.

Array of mirrors simulates having 22 different locations.

1’s and 0’s pattern, with multiple projectors pointing in different directions.  At certain depth, they will cancel each other out.  Very bright result at the plane of focus.  Underwater focusing possible.
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