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The Method for Uniquely Determining the Joint Point of a Picture
Divided by Body Parts

RyoHEI HAYASHI!®)

Yu Suzuki!:P)

Abstract: In this research, we develop a tool that can change the pose of a picture divided by body parts
according to the posture of user. In order to change the pose of a picture without discomfort, it is necessary
to determine an appropriate joint point for each part. Therefore, we conducted an experiment to find a
method of uniquely determining the joint point using pictures with different positional relationships of body
parts. As a result, it is possible to determine the method of uniquely determining the joint point from the

positional relationship of each body part.
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Fig. 1 Position of head joint
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Fig. 2 Position of arm joint
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Fig. 3 Position of leg joint
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Table 1 Types of used pictures
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Fig. 4 The character of the body shape used in the experiment
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Fig. 5 The screen shown to the subject in the experiment
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Table 2 Average value of the joint point evaluetion of the head

0@ 0@ 06 0¢%
Oad | 073 120 080 167
ObO | 060 167 127  1.80
OcO | 187 173  1.00 147
0do | 153 200 1.87 193
Oed | 020 027 047  0.80
Of0 | 060 147 040 047

0300000000000

Table 3 Average value of the joint point evaluetion of the arm

0@ 0@ 0O
Oal | 200 180  1.73
ObO | 187 167 147
OcO 193 1.33 093
0do | 173 127  0.87
OeD 1.67  1.53  1.00
0 0 140 153 1.60

U4 00000000000

Table 4 Average value of the joint point evaluetion of the leg

0@ 0@ 0B 0@ 06 06
Oal | 160 127 120 127 040  0.93
ObO | 1.80 1.80 1.80 180  1.00  1.00
OcO | 173 187 187 180 093  1.27
0do | 193 193 167 187 167 167
Oed | 107 1.07 140 160 053  0.80
Oofo | 087 153 113 1.00 087  0.73
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