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Figure 12: Some of our results. Due to space limitations, we show a sample set of images taken from path viewpoint values with ratio of 80%
and better. The clips correspond to the results table in Figure 10. For better impression of our method and its results, we refer the reader to
the supplementary video of this paper, and the user study video.

faster GPU implementation can accelerate this computation
significantly without losing accuracy.

2. Currently, our application uses descriptors which focus on
a single character motion. Analyzing the motion of several
characters, and locating the best single viewpoint, requires
closer consideration of cinematic idioms, and therefore is
solved using our method with only varying success. More-
over, the presented method does not consider the significance
of props, textures and events such as explosions, for the view-
point selection, which are essential to the players experience.

3. Adding the effect of cinematic styles, scene mood and emo-
tion, and use of additional information, such as moving the
camera to show where the character is looking, can also im-
prove the final result.

4. The global optimization which is based on the annealing tech-
nique, may in some cases result in a local minimum for frame
sequences which are not sufficiently significant. This may in-
troduce segments, which demonstrate non-optimal viewpoint
selections for those frames. Such segments in our results are
relatively short and do not include significant motions.

We consider this work to be among the first steps in camera path
planning which is affected by the captured motion and the finer de-
tails of its actions. We argue that such a camera path is essential to
the expressiveness of the generated path. Future work in this direc-
tion can extend this work in providing additional attributes that can
be translated to potential maps, additional motifs and to techniques
for evaluating complex scenes with more than a single character.
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CHRISTIE, M. 2004. Interval constraint solving for camera con-
trol and motion planning. ACM Transactions on Computational
Logic 5, 4, 732–767.

BLANZ, V., TARR, M. J., AND BÜLTHOFF, H. H. 1999. What
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POLONSKY, O., PATANÈ, G., BIASOTTI, S., GOTSMAN, C., AND
SPAGNUOLO, M. 2005. What’s in an image: Towards the com-
putation of the ”best” view of an object. The Visual Computer
21, 8-10, 840–847.

SHOEMAKE, K. 1985. Animating rotation with quaternion curves.
In SIGGRAPH 1985 Conference Proceedings, ACM, 245–254.

SOKOLOV, D., AND PLEMENOS, D. 2008. Virtual world explo-
rations by using topological and semantic knowledge. Vis. Com-
put. 24, 3, 173–185.
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