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Statement of Problem
Reliable and robust identification and verification of individuals is critical to homeland
security applications such as surveillance, authorization for entry to secure areas, and
passport identity verification. Traditional biometrics, such as mug shots, fingerprints, and voice
recognition, have been used with some success. However, they exhibit serious disadvantages
for some tasks. These three biometrics, for example, are problematic for surveillance
(identification); even the traditional mug shot is difficult to use in automated surveillance
applications because many factors, such as lighting and frontal visibility, cannot be controlled.
A relatively new biometric, 3D facial recognition, holds great promise. Although the
technology is nascent, in a comprehensive 2006 study (Phillips et al., 2007) recognition
performance using 3D shape and texture matched that of the much more mature technologies
of high-resolution image recognition (which featured controlled lighting) and iris recognition.
Additionally, 3D modeling promises to enhance recognition performance because it can be
used to recognize people in profile as opposed to a typical forward-looking, mug-shot pose.
Even when using 3D to match to a mug shot, an advantage is that a 3D model allows one to
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render a view of the person from any desired perspective—the pose, distance, and even
lighting can be factored into the rendering to match any photos.
Scenarios in which 3D recognition could be profitably used include (a) verification of
identity at an airport (for example the subject’s face could be rapidly scanned while his or her
smart-card ID is being examined, and the system could then match the scan with data on the
ID); (b) identification at a secure site or even at an airport while people are walking down the
hallways or standing in line; or (c) 3D pose extraction of a moving subject, thereby potentially
enhancing recognition performance and enabling intent analysis.
This brief presents the technical background of the 3D scanning technologies, briefly
surveys related biometrics that may be combined with 3D recognition, provides an overview of
the major technical issues, and highlights research opportunities to overcome those issues.

Background
Probably the most studied technology for 3D modeling is baseline stereo vision. Two or
more cameras image the scene, and corresponding points are selected in the images. If the
cameras are calibrated (camera position and orientation, as well as lens and imager
characteristics), the correspondences can be used via triangulation to determine the distance,
and thus the geometry, of the visible structures in the scene.
A major problem is to determine the correspondences. A scene with very uniform color,
such as white walls, is clearly problematic. If the scene is highly textured, however, then
correspondence points may be extracted automatically. Stereo imagining techniques fall into
two categories, intensity matching and feature detection (Faugeras, 1993; Forsyth & Ponce,
2002), with the latter having proven more reliable. Stereo reconstruction may also be
performed from video sequences (Pollefeys & Gool, 2002; Pollefeys et al., 2004). The problem
of accurately finding correspondences, however, has proven to be difficult and not always
robust, leading researchers to investigate active approaches, primarily laser scanning and
structured light.
Laser Scanning
When used for faces, human bodies, or other objects at short distances, triangulation is
typical employed. A laser stripe scanned across the subject essentially provides
correspondences for the camera(s). Cyberware makes a well known laser scanner of this type
that has been extensively used in the movie industry. Unfortunately, this scanning technique
takes anywhere from seconds to minutes—not a problem for scanning a seated and supported
actor’s face, but prohibitively long for identification purposes. Some laser techniques project
complex patterns using interference of two beams, essentially the structured light technique
described at the end of this section.
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Another laser-scanning technique uses time of flight (the time for illumination to travel to
and from a surface, divided by the speed of light) to determine distance. This is also known as
LIDAR. Typically this method is used for longer ranges. Some new devices, such as the Swiss
Ranger (from Mesa Imaging, http://www.mesa-imaging.ch) and Canesta (http://canesta.com)
cameras work at ranges of a few meters and at video rates. However, their low resolution—
160 x 120 pixels (Canesta) and 176 x 144 pixels (Swiss Ranger)—makes them unsuitable for
biometrics. The marketing focus for these devices seems to be in vehicle safety applications
(backup alarms for cars, for example) and human-computer interaction (potentially for video
games).
Structured Light
The second general approach, structured light, is very similar to laser triangulation except
that a light projector is typically used to project a pattern onto the subject. This provides a rich
field of correspondences across the subject that can be used to extract a 3D model from the
camera images. The use of time-multiplexed coded structured light patterns was first proposed
by Posdamer and Altschuler (1982) and has sparked a great deal of research. Typically a
small number of patterns are projected in sequence and the result imaged. Monochrome
cameras can be used to capture geometry, and a color camera to add texture. This is the
technology used by the 3D Snapshot system from SIS, Inc. The following sections focus on
structured light (since it is the most suitable for human-subject scanning) and examine the
challenges as well as possible research directions.

Issues
•

The process should not disturb the subject. A major problem with conventional
structured light approaches is that the rapidly flashing patterns are uncomfortable for
the people being scanned. There may also be situations in which it would be important
to scan a subject without his or her knowledge.

•

Speed of capture is critical for any moving subject, especially for human biometrics.
Many systems take less than a second (0.3 seconds for 3D Snapshot) to scan, but
humans can move significantly in that time. An ideal scan duration would be from
1/10th to 1/30th of a second.

•

Speed of processing is also important. The result must be available within a second or
two. Ideally, the processing could be done at real-time rates in order to generate 3D at
video rates.

•

Accuracy is a major issue, of course, especially under less-than-ideal lighting and
environmental conditions.

•

The scanner should have a reasonably wide field of view so the subject does not have
to be in a very precise location. Analogously, the scanning device should have
reasonable depth of field.
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•

Eyeglasses are a problem because of reflections from, and refraction through, the
lenses.

•

Geometry of hair can be difficult to capture, and a beard can also be used to hide
features.

Research Directions
Research directions in this section are proposed in priority order, based on the
importance of the problem to be solved, as well as the amount of time expected to develop a
technical solution.
Imperceptible Scanning
The authors see two fruitful technical directions to make the scanning process invisible to
the subject. The first, imperceptible structured light, was invented at the University of North
Carolina at Chapel Hill (Raskar et al., 1998) to enable 3D modeling of persons for 3D video
conferencing applications. The key idea of imperceptible structured light is to flash a pattern
and its inverse rapidly enough that it will appear to the subject as white light. A fast camera can
be synchronized to the projector and will capture an image of the pattern. Most of the work in
this area has been to calibrate projector systems shining on non-planar environments (Cotting,
Naef, Gross, & Fuchs, 2004; Cotting, Ziegler, Gross, & Fuchs, 2005; Zollmann & Bimber,
2007). Although the authors have demonstrated the concept, many challenges remain with the
hardware implementation.
The other potential approach is to use infrared illumination. Infrared may be imaged
directly (essentially to detect skin temperature) (Abayowa, 2009; Colantonio & Benvenuti,
2007), or infrared patterns can be projected, much as with visible light. There has been little
work on infrared structured light. The authors know only of a bench prototype tested in Japan
(Akasak, Sagawa, & Yagi, 2007).
Speed
Two factors account for the time required for a scan: acquisition and processing. Carefully
synchronizing the camera with the projector, such as the authors have done with their
prototypes (Cotting et al., 2004; Cotting et al., 2005; Raskar et al., 1998), can make the image
acquisition process faster. However, imaging in a shorter amount of time, or with less light,
tends to make sensor noise more problematic, and this should be combated using techniques
such as those of Bennett and McMillan (2005). To make the processing faster, the authors can
use the graphics processing unit, an approach they pioneered (Harris, Coombe,
Scheuermann, & Lastra, 2002) that is now becoming popular. Speed increases of 20 to 40
times are possible.
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Improved Biometric Accuracy
It is possible to combine multiple biometrics, with the resulting biometric fusion potentially
increasing accuracy. A promising approach may be to combine iris/retinal scanning with 3D
scanning. The texture of the human iris forms during the gestational period, and it exhibits a
great deal of detail, including furrows, freckles, and other features (Daugman, 2004). The iris
can be imaged unobtrusively, and the near-infrared modality used brings out patterns even in
persons with dark pigmentation. Because imaging of the iris requires cooperation from the
subject, however, it may be less useful for identification from surveillance imagery (Abayowa,
2009). A survey of techniques is presented in Bowyer, Hollingsworth, & Flynn (2008).
Field of View and Depth of Field
The ability to capture 3D models of people over a wide working area will provide a very
powerful biometric tool. This is a very difficult problem, however. For the hardware part of the
solution, the authors propose overlapping, synchronized structured light projectors and a set of
cameras. The prices are dropping rapidly for both of these devices, so cost is not the primary
barrier.
This net of projectors and cameras could be coupled with software algorithms for a
progressive refinement of the biometric over time. For example, the scanning might occur as
people are standing at the line waiting for the TSA screening. Even if there is no wait, just the
walk through the cordoned area could serve.
A potentially powerful strategy is to combine structured light approaches with extraction of
correspondences for a combined modeling approach. The longer observation time allowed in
the screening-while-walking scenario can be used to improve the models by predicting the
subject’s motion and tailoring the imperceptible structured-light patterns to improve the model.
Extraction of Subject Pose and Posture
The way a person walks is a very characteristic identifier for recognizing someone.
Furthermore, pose and posture analysis could be used to analyze intent in certain situations.
The authors have been working with the Navy to estimate the posture of Marines during
training and using the posture to analyze their performance. Because a multitude of views is
necessary, this work is using multiple video cameras. Structured light would be a very useful
enhancement that is not possible for the outdoor Marine-training scenario.
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