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Creation and Evaluation of Synthetic Fulldome Fisheye Image Dataset for Video
Surveillance using 3D Game Engine

T YUGA AKITA, SHIRO KOMIYA, HIRONOBU ABE, Tokyo Denki
University
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Item Content
3D game engine Unity[4] ver2019.2.4f1
Rendering pipeline High Definition Render
Pipeline
Building model UnityJapanOffice[5]

Human model Survival stylized characters +

5 Weapons[6]

Fulldome fish eye camera FulldomeCameraForUnity[7]
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Specification items Specifications
Normal images 4000
Human model types 4
Human model poses types 1
Room types 1
Fisheye camera angles 2
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pattern 1 2 3 4 5
epoch 10 10 5 3 5
Step_per_epoch 80 50 50 50 50
Learning rate 0.001 0.001 0.001 0.002 | 0.002
loss 0.0463 | 0.0313 | 0.0486 | 0.0841 | 0.0689
val_loss 0.3307 | 0.4568 | 0.351 | 0.3248 | 0.2768
Detection rate 0.804 0.724 0.5 0.216 | 0.672
mIOU 0.87 0.884 | 0.883 | 0.861 0.90
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