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A prototype tool in TrakMark to generate data sets

for visual tracking methods using virtualized reality models
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Abstract In TrakMark WG, a benchmark test that permits objective and accurate evaluation of the tracking

methods has created. In this paper, a prototype tool to generate data sets for evaluating visual tracking meth-

ods is shown. A aim of this tool is to generate data sets that include images of virtualized reality models and

interest points. This data sets contribute to evaluation and simulation of various methods of extrinsic camera

parameter estimation.
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