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The cinema is truth 24 frames-per-second.
-Jean-Luc Godard



•



Acknowledgements

The preparation of this book was made possible by INRIA’s Associate Team VAMP
(Video and Mesh Processing for 3-D Cinematography).

vii



•



Contents

Image and Geometry Processing for 3-D Cinematography:
An Introduction . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 1
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