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I} o] F & SR +3l(decomposition)dF F-oil
Singular Value Decomposition[15]1& 3|4 3| Al

drt.

=[RITI=[R(w,4,5)|1]
= [UWVT | U]

F =SR,
S=UzU"and R = uwV'"

Z =diag (1, 1, 0),

U constructed from basis of column space of F, U;

V constructed from basis of null space of F, and

W is the diagonal matrix.

@ Rotation around x axis,
¢@ : Rotation around y axis
K : Rotation around z axis
R(w, ¢, k) : Rot. matrix associated with camera

orientation
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Figure 10: Results of the subjective questionnaire
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