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[1] Understanding Kinect Coordinate
Mapping -
http://pterneas.com/2014/05/06/understa
nding-kinect-coordinate-mapping/

[2] Kinect 2 coordinate mapping -
https://github.com/Vangos/kinect-2-coor
dinate-mapping
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M TR B P AL B R L -
http://viis.ntl.edu.tw/dl.asp?fileName=p
ublic/Data/412111451571.pdf

[4] R.Monneau, Introduction to the Fast
Marching Method -
http://cermics.enpc.fr/~monneau/cimpa-t
ripoli-040611.pdf
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http://140.112.94.185/ttlin/modules/Teac
hing_TinyD1/Content/Lecture_Note/C1
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201).pdf



