Physics 101: Learning Physical Object Properties from Unlabeled Videos
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Overview

Goal: building a benchmark and a model to interpret physical scenes s
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RGB (oracle) 0.79 0.72
Depth (oracle) 0.67 0.51
RGB (spring) 0.40 0.35
RGB (liquid) N/A  N/A
RGB (joint) 0.52 0.32
Depth (Joint)  0.33  0.27
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Descriptive Physical Properties
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Physics 101: A Benchmark
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II. Sliding III. At collision I'V. Final result

(a) The ramp scenario. Several physical properties will determine if object A will move, if 1t will reach
to object B, and how far each object will move. Here, N, R, and G indicate a normal force, a friction
force, and a gravity force, respectively.
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I. Initial

(b) The spring scenario

I1. Final

I. Floating II. Sunk

[. Initial II. At collision III. Bouncing

(c) The fall scenario (d) The liquid scenario

4 Scenarios
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Descriptive Physical Properties
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17,000+ Videos from 4 Viewpoints



