Real-time Video Based Relighting Technology for Moving Object
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Item Performance and Spec.

CPU(Centeral Process Unit) Intel Pentium4 3GMHz

GPU(Graphic Process Unit) Nvidia GeForce 7900

Visaul Hull (depth map speed) 512*512, 30 (Frame/s)

Real-time Environment Map 640*480, 60 (Frame/s)

Real-time Normal Vector 30~25 (Frame/s)

Real-time Relighting 512*512, 15~20 (Framels)
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