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A portable body information visualization system

for physical training in the living space

Shinya Miyazaki
(Chukyo University)

Abstract :

In general, sports training requires a special place and equipment. However, for a general person
who is not a top athlete, there are few opportunities to train in such a dedicated environment. It is
important to maintain training in everyday life, such as repeating how to use the body at home
while being compatible with work. In order to respond to such needs, this research concretely
targets martial arts, and develops a human body information visualization system in the living
space. The state of the body is visualized in real time following the motion of punching, kicking,
locking techniques, and so on. By sensing the state of the body, calculating the state of the center
of gravity and weight movement of the body from the obtained information, and visualizing the

result in real time, the user can practice repeatedly in his/her daily life.
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Joint Name
Spine Base
Spine Mid Hip Left Hip Right
Spine Shoulder Knee Left Knee Right
Shoulder Left Neck Shoulder Right Ankle Left Ankle Right
Elbow Left Head Elbow Right Foot Left Foot Right
Wrist Left Wrist Right
Hand Left Thumb Left Hand Right Thumb Right
Hand Tip Left Hand Tip Right
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Head Correspondence
2
Neck Kinect body joints Character bones
X £
ShoulderLeft SpineShv:)uIds.-:'rgho'J|derRight Spine
" . Elbow Left Left Arm
Ll ElbowRight
S| Mid
Elbow Left’—f RIS Wrist Left Left Forearm
SpineBase
® 4_’ HipRight Hand Left Left Hand
WristLeft"‘f ,l—' Elbow Right Right Arm
HandLeff—fThumbLeft 2
HandTipRight Wrist Right Right Forearm
Hand Right Right Hand
Kneeleft KneeRight
I ‘I HREBR Knee Left Left Thigh
Ankle Left Left Lower Leg
AnkleRight Knee Right Right Thigh
AnkleLeft = eete £ 1g
FootRight i i
pe—ps I ootRig Ankle Right Right Lower Leg
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