NeRF2| £2]|2t 7l&

E|%|7I|$|E'I|-Fr:.

5%

2139 ZYE(Metebolacheln HRelaota))

324 £-21(3D reconstruction)-> 7| 2ol A B 532314 0]
RS % o] &3l &A1 32+ P BdlZ Ao g HAsh=
Ipgoleh 3AFH HUE 22} ofm X =R E 32 FHE
off= Bgol7] ol 7hHlet B RdS ZE on|AE &
et 7He et Aol o] AR BA = drofof Fhtt. ofu]R] Ato] €]
Al BAIE ThetshH 32kl 3712 3 F o] 2t o]w|A] &f o
o FAEHA=AIE & 4= Utk 334 B9 72 vheget 5o
ARGEEE 1T HAte|dEo] FAAA 9 EX’“% e =
&4 YEAE okl A4S Fokoll A= T A @} 2
E= A=Y S SYsto] Zagt E'“HL AAE 33T

B Eokol A= A& TS 917 SLAM W A =24, Ao
= 9 QA 2Eal 2R TS o83 A SkE fI't =4
Q1A] ol ARE-I

2T Held S o83 33k 5 7jeo] g WS A

Qa1 7P t) #2491 2 d 2 Neural Radiance Field(©]3} NeRF)
7k Stk & 7] Aol A= NeRF &] 2] ¢} o] & o] 83t 2| 7]
< &l sl 27hgteh -4 NeRF 2] 2] 414 olsfst7] 9
T E e g Ao A ARE-She vl B-o] HA| 1heke] A
B}, 123 NeRF o] 2] 7] 8453} 5%, ehdS orope
th BP9 C 2 NeRFE §-83h= Al 7HA 2 #oK3D

o

==

¢

¢

(9]

reconstruction, visual SLAM, auto labeling) 9] Z|<L T3 =&
7refa] 2l & 7] 12 Ba] SAF50] NeRFE 0] 4337
o =g ¢ shstan, o) vhgko.z A4l

of e} 7ol o) = 3jggtet.

¢

2. NeRF2e| 7|2 &2

2.1, ZARE I A0] £Q 20]

NeRFE 27|57 ObA WA AZE g Ao E 7hx] 7|2
$olZ WA e ok detolele Solol et ol 3% F4l
NeRFo| AH§-5]1 o] & 2453} sheto] e 52 278 0 2 of
et 4 ek
2.1.1. 7ozt £

Bel(Camera Projection Model)

N

7k et F G el 324 B0 A (point) & 24F 7|
2} oju] X of| FJ &= TS FATH A ot} theft
7hil et o mello] A5}, HE 7} 2} X 2 (pinhole camera
model)o] 7Hg @ 2] ARSItk & 7hv| e} S T 9 13} o)
-9 22 2 ol A YAFE= o] o u] ] FH o F P
= HelE Aot mdolth AE Ao A A2 S
FE E= Hlo] A ub= 4, 5 24 (focal point) o] A} 7HH| 2] Z-
4(camera center)0| o}, & 7o g} mdl & H = o] o o] gl =
oot S Ao A FE

3

x = K(RX + t) = KX’

X+= Y= FHE A (world coordinate)of| A FHE 32 A [X
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image plane

‘ ) . camera center

focal length

principal axis

JzH1, g5 702t 224 2] ofo|X| HH(image plane)2 2| £ o,

Y, Z]"o] 11, x= E-2}#} 3 (homogeneous coordinate) & & F 2
2k ol 2] o] A [u, v, wTol Tk FAEEA ] L (ww,
viw)it S At ekE F8f oln|A] o] o2 HHh |
2} dJH(camera matrix)«= ZH AT (focal length) L} 4
(principal point) (¢, ¢,)@ 22 Zho|l2t Y& ah2ba]E(intrinsic
parameters) & EZ55}= ofefj ¢} 22 3x3 ot}

0 ¢
el
0 1

f
K=]0

0

FFollee] 44 (camera pose), 2 7| 2he] 1 orientation) 7+
91X (position) = 717} 3x3 3| M Y R3} 3x1 W E t2 FHHT]
AA Rt t= dEFEA oA £FEH 32 H X5 7hv 2 =
EAN it 3 X' OS2 v F= 7 HEK(point transformation)
oth. 7hH|ete] Fgofl ARg-H = HE R} ti= 72| 912] 9}
Aol whet EebR] 7] wjizof] &5 w}e}r] E(extrinsic parameter)
g}z sich

2.1.2. FH(Ray)

HrE L g o)A FAd(ray)> 521 ©] A H(eye or camera)
02 QA EL WAL We] £7]2 ofujsha, B4 1Y &
d& 2t ofm| A FH(EE F-EE)of| FPE ) A4S AR
o] 917] 09} A1) WS ekl WE a2 o] 83 ofefe}
ol HH 4= k.

r(t)=o+td

A

L

M= A7 004 A2sto] d
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|
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.
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x
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Lo
ok
e =
o

o] = :
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A WA e ds QurE o2 77k 19 Aot w
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rit)=o0+1td

<
I

I8 2, F-ZEo| Fd=l= ZM(ray).

2 Wakstol ALgiet il et Y3t shilete] Wt 91207k
ol 2} 40 xof that BAL) e () =5F 4 9lek
A1) Wl e e el 4 22 G A 9
w39 78 PR AL

1) HFE vl Hofold AHGEE ojux] % W(image

FE g Fokol A= F-EZE(viewport)

=
g
o
rlr
ot

2.1.3. gl (Rendering)

AP e T T 2o 33 AAE ol A Al

2749 o] 0| 2 F5he Tgoleh. UA| Zhvete] £ 24

3} AL, A 379 Aok AA) o] v <] o] ok 7%

o ZRa9e B Hel 3 BAIS H-2ER g

= 7ol o] ik, AFE e ol M o]u] o G35
ZE

A EAE (A o)) AL (AloFe A4+ A Azt

t] ¥(volume rendering)} ¥ #t](surface rendering) O &
LAtk A4 e g A4 0] Wi7bA] dE sk A =i, 3
H A S A o skl i T
PFoR FESHAINE B9t = =1

/I A, 45 e Al 25| flaiA= w1 &

749 A2 A F(volume rendering)S S3f W21 G313 Q1

238 92 4 gk
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50]
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S1ALO| of|: ShA =8 (Pixabay License),

I Tl EA4) 2] A (volume) ALt
.2 AL st (color radiance) S 3 A H-zZEo) AT Yt
Aotk AFE Tefjg o)A [17 319 S Fdof| 23t
S ol AF o] AUA R o YAY BTt EE o H
AESS AT & o ARtk NeRF= A4 el 9, 53] &
4189 2 (ray marching)- ©]-&-7t ®F 4] AME-3HTE.

2.1.4. A M 8Z(Volume Ray Marching)

A& e gol A FA 82 (ray marching)> Blo] g 2
el o} 32 o) AR S Faksto] o AR} et
O X328 5t 7he|etof| YAkshe S HARRITE FAl
FARE W, & 3 [ 1 8]k Zro] 2h2 X7} (sample) © = 1}
2 S-S HARRI) FAEAE (1Y 49 2
1] okoﬂ ul2} ek 3341 8) A (forward ray marching) 1}
J—L/‘Lﬁﬂ Z(backward ray marching) ©.2 LEF T} HH)
AR o] 7hi et Al FE &dsto] FA7HA] o)

FL _1[
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T2l 4, &A™ ZM i Xl(volume ray marching) 2| &
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o] 7ol 2 QAT Htolek 7 et
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Rle wrebd mhe B 8H Q) A4S 19
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z
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2.1.5. EZ5(Transmittance)} AU E(Volume Density),
HA=IH g (Volume Rendering)

22 A2 A Fge, AR Bk 22 thokgk @Al 7
<t A 50l Yol A& Fsh= 4 ol(path length) 7} Z o]
A2 wro oFo| Zaxlo] 1 A|7|7} ksl AIT) up bR 2
|4 9] 1= (concentration) 7} &AL}, R AL o] Fi= 9]z}

S4ote A, & S-S(absorptivity)o] A ol A2S
35k 71 A7) 7} oFsf 21tk Beer-Lambert law [12]= 9FA]

KX
=
%
Fe A Bk Lol A b=, AHe] o2
S
A
=

O

i‘i

| 714 @ 4@} Wl o] B34 (transmittance) T AFo] 2] A=

NeRF+= ofg]| 9} Zho| A& 2 &= (volume density) 71| & ©]-8-3t
ﬂghg}g E34E W e ARSI NeRFOI A A2 W 7 (1(s))
Aro] A 919 3 17 soll ] Abeb 2l (w1 57k e ShE 2
3tek o] 2 417 o]8)|3}7] 8l A= Beer-Lambert lawo]| 4]
19] F=u A4 o] e prl e e s A 4= qloh
R A e A e R R R g e
227k 4 9lek
NeRFL= o} 9} ZHo] 2 712k3}E Beer-Lambert Law S A}
St Fol 2 ¢ A1) - 1) ol kol 77 (nean
A o5 e FA ro] U o, A|A 9 FEoF S 11
ZF 2] o] A& U X (volume density)

of thsl 2 &ste] Qe 4 gtk

0

Lo

o g 22 ox rlr
2 _l>‘

_l>_4

A

o

0 & 1] Ax(infinitesimal)

i)

(b)

2. (a) forward ray marching, (b) backward ray marching,
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Input Images Optimize NeRF
H A DRSS R

AN D

AW EPEP N

ol v v AL e =0 R @
FEbEFEeSEN Oagells 2T % o B0
T I I T 3 o mk
FleregarED g Y 9
B 0 R k% a 7~ K

Y T & o YL

BEY G S AP

721 5. NeRF 32 [1].

5D Input
Position + Direction

F.( .2,0,6) —»I]["]—» RGBo)

T(t) =exp (— /:U(I‘(S))dS)

n

whatA 9le] B 7wk 2 A rol Tt ekl A 77k
(near) X174 £,5-8] 7ol 2bs2 3] w(far) 2|8 744 ol 5519
o ), A AT P2 Saysh o] ofs] A el g sie]
& AR O ofeloh ol B, AW, Aate] B2
Ho] Eakshz Zolof sl M5 Azt 2.

ty
T (@) o(r®) c(r®), d)de

tn

C(r) =

o] A=A Ay 424]9] 282 -2 ¥(quadrature rule)S
ol-g{2]5to] HFElCfA] oA o2 Alto] 7HEElER ofef

o o] =5 = gtk

N i1
C(r) = ZT, (1 —exp(—0;6)))c; where (Ti = exp <— ;i 6,), 8; = tig1 — ti)

i=1

1% s A1 A -7 9] SR Lexp(- 0,0) B %)
Aol o] FF =0 o, = &5 = (opacity) = 1 X A ¢ 7}
e Gk 9l 4 (1~ exp(-0,6))
& a, 2 Helol, 919] 41200 = X e} L 71 A T,
= <l g14d(alpha compositing) [13]3} Zro] Ay zyek == Qlth.

Jl

4= X|Z0ct 2Set Ma(c), J2| 2 0|E 0|

Render new views

Output Volume Rendering
Color + Density Rendering Loss
T
7 Ray 2 |

Ray Distance

() (d)

B MSol2 EaE=d) 1]

2.2, Neural Radiance Field (NeRF)

NeRF(Neural Radiance Field) 2] 32} S -7k A4 9l
Hgoll 2o L= o & M 5 EYdt= ASAIE e
o NeRFS] 4241208 4 9191 3708 Hixp) 2} o
Aol A o] Ao e (0, ¢)& YYo= sh=t, Sh5H A
T 3RFA R ek ofy 2 T1 Abo] 9] 9] 2 o] 912] e} Y
o] Fol A& a+&5E ATE 183t ¢4 (continuous)©| 1L 2]
U e =TT webA [1F 919 o] Skl ARE-H
A S M= Al el EH?& AFEA

Fo7

3%
synthesis) & 4= It} o = A5 A1 Abole) 1A

{0 o

gl

12 A A (novel view

o'

r(x)

"“"HHIH“'*"“
7(d)

02 7. NeRFO| MBI DE: 3312l 2Ix] o Zlol Wt ojzin}
9712| FC 2|o|ojZ 74,
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L © ©

Ground Truth Complete Model No View Dependence No Positional Encoding
12! 8. A o|o|X|2t NeRFQ| £|F Z1t, NeRFOA AR S RAIEH 21, NeRFOlM 2IX|IRE S MESIR| &

rlo
Y
i)

1

NeRF at 0.06FPS NeRF at 31FPS FastNeRF at 200FPS

12l 9. NeRF2} FastNeRF2| A= H| 1l [5]: (Z}) NeRF vs, () FastNeRF,

(uyvawy) u D 1
. (x,y,2) —> III H —bz Bi(uvyw) => (rgbo)
=1
position- (uDvDWD),
dependent
> (rgbo) MLP Fypps
vector
(5, ¢) — > (.BIMSZJ"JﬂD)
(x,y,2) @)
direction-
dependent
NeRF MLP Fyyp FastNeRF
1121 10, NeRF2} FastNeRFQ| =& H| 11 [5]: (=) NeRF vs, () FastNeRF,
PSS Y] REYA SOl Ul 0B WESE L AL FH(ay) 1) = 0+ B B, FHG Fol W 77
o} F=o1 1 G| AR (viewpoint)= S5 A TOWOF sk7] o (tut©ll T3l ThS2t Zro] o+ UstA &g sto] 32kl 9] %3
TLof] COLMAP [3]3} 28 structure-from-motion 7|42 3] A < Aeigict
401 815 448 A1o1o] A17 TS 51 53fodok S, NeRFL=
221320 A](polygon mesh) L} <2 (point cloud)o} T2 32491 & e+ S = ), b (- 0)]
At B7r0) FALS A Ao|n WA H 0w BEsHA) oher.
4] NeRF= E-alal A 0} 7h0 A A kS 0]8-5}0 radiance field AETE A (i, yi 2) 2341 9] e NeRFof| 9] 2jato] 214
2 %3 A O EHSY| ) Eof NeRFS Qb Aimplicity = 7 *H AT OE Aotk Sl g2 AHAEE 442w
O] stz A2k 4 ik 1A T ol Y B A O 9 4 Uk
NeRFZ o] 3| 0] 7l A1 9] Ak @l 212 A|2l2ie] ) NeRF©] 8145 A 2|6 & 7 Al5o] 2] squared error) <4

S Eaf) ATk [27 10]9] ()2 o] YsHAL A1 Ake] 7+ e Bl Ay Eeh o X HolE A 2 F4Fe] 7} FAdo
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L=2 b=15 1/No £
0
é j m(y; @)
rl3 O .0
57 : 1 ‘4. 000
7 O 0.0 0
1/Ny 0 4 L.F — —
g : , 0000
: s 2 OO0
3
: 1 0RO,
L 6
1 7 7 §
(1) Hashing of voxel vertices (2) Lookup  (3) Linear interpolation  (4) Concatenation (5) Neural network
112l 11, Instant Neural Graphics Primitives 22 [6].
dhel 10 BA BT AAAC FS Fol hF B Mg AR FA] Yol uet Bebriof 5] HRolch S 5
7t (=2 AL 2= 9rh. slute] WA WZe g HEL 51} o) o] LA}7|9} T Bl WAL wjiof K= AJH ol whabA 7
ul) ] (batch) T9| 2 sH50] o] 20| x|, s% Bl X|(batch)o]] 2 A ] MAFo] grebA Kol=t]|, NeRFE] 4177 mdl2- o]
A Ao A o] MARZE ()9} %A} dlol el Alo] Gl 3 )% 23t 9w A Knon-Lambertian) HIAMS B3}F 02 BHT

s
2t} NeRF 2] A2} = ©]= multi-view consistent 2} 3} T}
NeRFL: 139] A7k 917] 9] % 7H4 27b20l 3%
AR Aol F83 EAolth Y dlolHE A= 417
Fol 1 of) W] ¢kt 9 %] Q13 Y (positional encoding) y=
sfol Wirh I AlshE o) B4 910 WEL o) mal

3l A&7 A& == (hierachical volume

o] &gk Cmoll thalf 16 = CII3 zre A Fol 2] a7

42 5}ehs 2 45hS T

O.L:

il
N

2.2.1. NeRFS] Al2 7w} Bl

NeRFO] 415-4174% w2 (19 11]3} 2o] ReLU #4522
AMgHE 97 2] FC dflo]ol 2 A o] ik Al we] A2zt
R PCs. EEE REE B FERL
o ofmf o & 1A #flefof ol gk 'l =Sk o] eheh 1 2.2.2. Y*x]912 Y (Positional Encoding)
8 flojofoll 4= 3xhed 91X xih Wz, 59 e o]o o] Azt

o thAl 3291 917 xZ ol Tk dlofoje] 92
aek gA) dojofo] AT AAUE 02 P 5
A elo]ojo] Felo] Wk dS Yol RGB A4z e ith. 3%
21 917 xoh o] W 42 Eolste] i ol A

o] 79 #ele] el TARle] 2L 4hS Aok, RGB

r 1

e
i

<
fuje
e
N
£

NeRF&= 01 g ZAE ?:}Eﬂ%kgl 121 %1 29 (positional
encoding) © 2 3|23} NeRF2] €213 -2 Transformere

iMAP Overview Jaint Optimisation
RGB-D Tracked Rendered poses update: {VT},
« Image Pose Images
a
1 Camera
g | LD —> Tracking —> T Poses T \ /{i ﬁ};\
a.
ADAM
____1 _____ [—‘ _________________________________ Renderer Loss — Lg+L, = Optimiser |
~ Adg  Keyframe Set ré Tmplicit | o Geometric and
ﬁ Is Keyframe? | Keyframe (LD, T}, — Joint B Implicit Network 0 {r.D}; Photometric Losses
g - Yes ‘ Optimisation Network Captured
T J | Images network update: V6

7121 12, IMAP A|AE! Tho|Zateln} Fio|at EX Ul Y| E9|T # X3 B2 [7),

l
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NICE-SLAM
[ |

Reconstruction Loss |

( Depthloss |

Photometric Loss

Input RGB \ | Generated RGB o Color
Prediction

[__| Differentiable Renderer [ Positional Encoding
( Loss Function ] Geometry Encoding
( Method Estimate / Output  [__] Color Encoding
@ Neural Network

712! 13, NICE-SLAMe| 52 [g],

Input RGB-D Stream Input Depth ) Generated Depth

£

Differentiable Renderer Hierarchical Feature Grid

D —
Cuarse level
Occupancy

Volume

Rendering

Fine-level
Occupancy

Cp

Tri-linear

Initerpoldtion

—
Lo
J ARY

%(p)

Coarse Level

Mld Level

‘«’9

Fme Level ¢9(P)

oo || |G

Color Level s

p

Ray -> Point Sampler

™~
Camera Pose . -
&

72! 14, IMAPZ} NICE-SLAM Z 3} H| 2 [8]: (&) IMAP vs, () NICE-SLAM.

o]- g5 thof QIF YT} 2 G| o2 HA 3} o2 e <]
3 W]tk NeRF2] 2] Q1Y) & oW 1219 2k ps
olgfo} Zo] 2LAFY O 2 FAFITE (NeRFO A= [=10 AFR)

R

y(p) = (sin(2°mp), cos(2°mp), -+ sin(2L1xp), cos(2t~1mp))

et

2285 ©

HA @, ol sl N e

o
2 FUSP BEASHE A9 B AUSAY e B

919 QTGS oI ghpol 279 T FH FE e

Hohodl A AR AE G RES S LAHLITE  Neppe g 4B ol BAVE EASH: Bao) B

shidlsd Aapaelo] {REE PaCAOSF LN DR zanpy yagieie = volo) 42 /WS A8 T A

F3t} olg A 2 & Fote= A2 Fo1%l 7l pel 22 ghe NeRFo|| A AR&-5]= ] 2] bl o 8- ofall o} -8 713 %) (weight)

HES FEAVE AU B FEH AW ABO AT g0 pag » a0

7] Bl APZFE7) 4 E7] oge] 25 Ane) 27

s} ghe Aol RS F4) ghol 201 pgk o) 242 7ol = where =1 )]

w38 W= Q15go] HTk. NeRFi ]2} o] 9179150

2 E3) oA ZFo] & 7F g HE 2L 7F A7 12 . i o

0% %LTQ aa;ﬁ;;; ;1;;3 j A iéiil? f!A HQ JTEA I A el WA AT e A e
_ A2A, 2 1EA e 2 AT A 2AE weh 2E0)

Asfeln WS Ars SHAES U 012 Ty yaage o) ool ool 2 NeRFoIAL AT

NeRF= (18] 12]9] 123} ¢ AUst BB R Aol Ly o S e 5 et e

|
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& BT o] &3ttt 7hE Ao WE & MELS I8l o
A 7pE 2 Wo=wi/ T wiol 7o) Afalste] BE 7}
2] 9] gtol 1o] HEg gt} 2] a1 03} 14}0] o] 45 A4
Sto] E2-3 2] 9] stratified samplingS- ©]-83H & 715
A& 2 e o WA MELE 4= Uk

NeRF= 41 €] 371]—-9 /HEHoﬂ 474]4 *“ﬁ%‘ 283t

2.2.3. NeRF<] A

NeRF: A At g o n|&7153h
A SO R 2] oF2 32H $A] L} A Ol-sokoﬂ KHOHHE )2

(continous) 2.2 2Ju|Qli= AIE £t} = NeRFE= multi-view
stereo (MVS)9} o] Aol o3t B4R B4 T W)
o] PR SJEal s BB FE 4 YT, BEH
Hofl Hlsl a2&2 o) A 22 Al F-& A e Gt Ao 7Hestr)
3 IR G ol AlSA AXMED S S 71EY oE
A7 o] &3 FAETH AU e o] 7hsslt) T AT
Ao g kil 22 AR HES AR5 ulel E A
O A A ISMB G =9 vl 2h2- A7) = A = Q=

)
ol
il
pach
o

TR NeRFE Shte] BAIS o}k Ale gt 21 A
7o) 22 EITh. V100 9] GPUSA &= 2] 3}5o] oF 129 4
0] A|7ko] AR EThT Gk EaF Shbo] AR AASH
Al AGhE B g Agho] Bsts] ujEo] SLAMo|ut
VR/AR} o] A1 2ko] U a3t -] ALg5H] = ob4)
st

al
1) 47 WA A S5 A0 A
2} gkt 941 1) NeRF RS 7418k Zof tjgt &
111, 2) visual SLAM £-0Fo]| NeRF & %] -&-5}1=
Az glo] g Al 2l & o] 993t auto labeling F-0Fo]] NeRFE 2

gt a

T8 Aol 5 A o

3.1. Advanced NeRF

7] NeRF& 7HA1% L & T 22 Q1 A - S}1t+=FastNeRF
[51°]t}. FastNeRFi= NeRFQ] Tl & F7HEZ = (space
complexit)o] T2 71 A A A FEe St
FastNeRFi= 7] NeRF Q] Al A2 Ba|5ka1 7 A] v 2] 2] A}
85 St 8l5ko] NeRF 2] T & =-5-5Fa14 5} Q1T FastNeRF
=NeRF2] T 7}#] €18 ¢l position} directionS T+ U E Y A7}
obd =7 Y E A= 25kt + 42t o] & ¢l position
T} directiono] ZFzHke} [ A7) Q) ZF o & el A Y E]o] AFE-E ohar
S, 7] NeRF ] F7HE 4= O (KF) 1 H, FastNeRF o] A=
O x(14+3Dy+Hx D)2} Zro] Zoj £t

NVIDIA]| A] AJQFE Instant NeRF [6]-2 NVIDIA 2] CUDAS} 7|
2= NeRF 2] positional encoding 5-5-2- 3] A| ¥ (hash map) 2} A1 1
o 2 uito A A4kl B85 A A /S RTE NVIDIA 2]
CUDAToolKit [10] & 245t 14HS GPU 745313 o] .3 )
52 A&}l Tiny CUDA Neural Networks [11] = t}&
gtolBeje] o} o] 2h2 849 7 Y EHZE A gt}
Instant NeRF”7} Z3+%] NVIDIAS] Instant Neural Graphics
Primitive+= NeRF 1

ah=7)

F o}y 2} gigapixel image, signed distance
function, neural radiance caching®]] .= %]-&-%] o] 1
TE Bt 3 7] SIGGRAPH 2022 9] 3‘4 QrERoF
S AFEF 3L, GUIS Al ako] 1l ARe-A 417 W) abA] ALg-at
4 QL= Hojlh

aREhE

3.2. Visual SLAM

SLAM(Simultaneous Localization and Mapping)-= 9] %] ¢14] &
Aof| ZEH 0] A =2 Aol 7| R 2ho|u AF-gx), TR o)
#1875 Wk ol 2} ARVRO| = AHSEICE SLAMO A %03
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