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(a)
VISSS1

y = 0.0170x+0.4930

1000 1500 2000 2500 3000
calibration target Dmax [ m]

(b)
VISSS2

y = 0.0231x+0.8157

20 40 60 80 100
artificial target Dmax [px]

(c)
Spheres

blur 0 px
 y = 1.006x+0.632
blur 1 px
 y = 1.004x+1.516
blur 2 px
 y = 1.009x+1.113
blur 3 px
 y = 1.012x+0.866
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(d)
Squares

blur 0 px
 y = 1.000x-1.414
blur 1 px
 y = 1.000x-1.405
blur 2 px
 y = 0.995x-2.435
blur 3 px
 y = 0.981x-2.851
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(e)
VISSS1

y = 0.0169x-0.4239

1000 1500 2000 2500 3000
calibration target  Deq [ m]

(f)
VISSS2

y = 0.0230x-0.2692

20 40 60 80 100
artificial target Deq [px]

(g)
Spheres

blur 0 px
 y = 1.000x+0.006
blur 1 px
 y = 1.002x+0.641
blur 2 px
 y = 1.005x+0.341
blur 3 px
 y = 1.009x+0.075
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(h)
Squares

blur 0 px
 y = 1.000x-1.118
blur 1 px
 y = 1.000x-1.120
blur 2 px
 y = 1.002x-0.706
blur 3 px
 y = 1.005x-0.692
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(i)
VISSS1

y = 0.0178x-0.9393

4000 6000 8000 10000
calibration target  p [ m]

(j)
VISSS2

y = 0.0242x+0.0674

100 200 300
artificial target p [px]

(k)
Spheres

blur 0 px
 y = 1.058x-0.199
blur 1 px
 y = 1.057x+1.816
blur 2 px
 y = 1.059x+1.066
blur 3 px
 y = 1.062x+0.459
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(l)
Squares

blur 0 px
 y = 1.002x-3.840
blur 1 px
 y = 1.000x-3.974
blur 2 px
 y = 1.039x-5.519
blur 3 px
 y = 1.025x-5.953
1:1


