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Rapid Person Identification Method Based on Depth I\nformation
ZHAO Dong-Jie, WANG Tong-Qing ‘
(Key Laboratory of Optoelectronic Technology & Systems Ministry Technology of Education, Chongqing University, Chongqing
400044, China)
Abstract: Traditional person i_dentiﬁcaltion methods have a low tolerance for occluded situation and complicated
background. We focusion an‘ image from an overhead camera.we utilize depth information for the person identification.
We apply three features to the identification method: (1)the height, (2)shoulder width, (3)depth histogram. Experimental
result shows our method has higher accuracy, strong robust-ness and good real-time with the existing methods of person
identification.
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