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A method for making 3D statue that represents motion of human body
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Abstract: Recently, inexpensive, off-the-shelf motion capture systems have become available, and capturing
human motion data is getting easier. While most of the captured motions are used for 3D CG animations or
user interfaces, using those data for for making artistic pieces would be a promising field for application. In
this report, a method for making “sculptures representing human motion” as pieces of art from motion data
of human bodies. In the proposed method, 3D shape polygon mesh whose shape represents a human motion
is generated from the output of the motion captured human bones of series of time frames. Then, the shape

data is materialized as a real 3D statue using a 3D printer.
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