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welcome

Why is Sports Photography Hard? (and what we can do about it)
Effcient Depth-Compensated Interpolation for Full Parallax Displays
Model-based Editing of 2D and 3D Video
Looking Around Corners: New Opportunities in Ultra-fast Computational Photography
Robust motion fields for alternate exposure and multi-view video
Automatic construction of non-rigid 3D scene models from video

Deformable Surface Estimation

Convex Relaxations for Multi-Label Problems

A first-order primal-dual algorithm for convex problems with applications to imaging
Tracking and Motion Classification of Swimming Microorganisms in 4D Digital in-line Holography Data
thd

Stereo Production from Wide-baseline Views

3D Shape Reconstruction with Connectivity

Efficient Monocular Object Detection and Tracking - Gearing up for HDTV
Posing to the camera: Automatic viewpoint selection for Human Actions

Online Video Processing

breakout sessions

discussion

thd

A Mathematical Model for Plenoptic Imaging
Free-Viewpoint Video with appr

eandno g ry

Space Varying Parameter Distributions for Interactive Segmentation

Video Tapestries with Continuous Temporal Zoom

A Subspace Approach to Depth of Field Extension in Coded-Aperture Cameras
excursion

thd

Modelling non-rigid 3D shapes

Time-of-Flight Camera Data Processing and Accumulation

Exploiting the Sparsity of Video Sequences to Efficiently Capture Them

Ambient Point Clouds for View Interpolation

Extensions to Free-Viewpoint Video with Special Effects and Dynamic Scene Reconstruction
Video-Based Environments

High Resolution Passive Facial Performance Capture

Image-based 3D Modeling via Cheeger Sets

Mid-Level Representations for Videos
3D Video Under ding using a Top
thd

logy Dictionary

XML3D, XFlow, and AnySL: Making Computational Media and Interactive 3D Available to Everyone via the Web

Multi-camera 3D applications with broadcast cameras

Non-Chr ical Video Manipulation.

What's going on? Discovering Spatio-Temporal Dependencies in Dynamic Scenes
tba
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