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Realtime 3D Object Tracking Using Partial Shape Templates

Abstract: This paper presents a new realtime 3D object tracking method using a single depth camera for
Spatial Augmented Reality systems. The method is based on template matching and frame-to-frame tracking
of point cloud data captured from depth camera. Point clouds of different views of the object are first trained
as patial shape templates. Then the best shape matching template is chosen and initialized to the current
frame. Tracking continues by frame-to-frame matching of the point cloud. New template is chosen when
the view of the object has changed. Experement result shows that our method is able to track 3D object in
different lighting conditions.
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Fig. 1 flow chart
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Fig. 2 view changes and trained template
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Fig. 3 difference between frames
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Fig. 5 3D objects
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Fig. 4 Pro-Cam Snapshot
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Fig. 6 Object 1 result
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Fig. 7 Object 2 result
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Fig. 8 SAR result
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