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SAZETAK

U ovom radu opisan je postupak izrade aplikacije koja omogucuje ucitavanje neke scene snimljene
kalibriranom kamerom, rucni odabir toCaka interesa te trodimenzionalnu rekonstrukciju scene na

temelju odabranih tocaka.

Aplikacija je izradena u programskom jeziku C++ koriste¢i Microsoft Visual Studio 2008
integrirano razvojno okruzenje te je koriStena OpenCV biblioteka. Za prikaz 3D pozicije tocaka
koristen je MATLAB programski sustav.

Postupak odredivanja 3D pozicije toCaka sastoji se od estimacije fundamentalne matrice,
odredivanja esencijalne matrice, dekompozicije esencijalne matrice na singularne vrijednosti te

triangulacije.

Kljucne rijeci: trodimenzionalna rekonstrukcija scene, graficko sucelje, kamera
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ABSTRACT

This work describes process of creating an application that allows the user to load scenes taken from
calibrated camera, manual selection of interest points and three-dimensional scene reconstruction

based on the selected points.

Application is created in C++ programming language using Microsoft Visual Studio 2008 integrated
development environment and uses OpenCV library. The output of the application are the 3D

positions of points shown in MATLAB computing language.

Process of determining the 3D positions of points consists of estimation of the fundamental matrix,

determining the essential matrix, essential matrix decomposition and triangulation.

Keywords: three-dimensional scene reconstruction, graphical interface, camera
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