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Skeleton extraction

technique for producing 3D point cloud-based dynamic 3D model
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Fig 1. Configuration of (a) viewport for extraction of bone
information and (b) method of matching location information of

joints
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Figure 2. Hierarchy of bone information
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Figure 3. Results of extracting bone information based on point
cloud texture by viewport

a9 3% o] 99 7t REEW Wy 7 3bdg e
A ARE vwste] & W) AR A s Lo xml FH)
o ASF dolHZ AAste] W) Ax FE& %Esk

4. 2E
B AT HaA ARE 7R 344 ERIE I ERTE W
ARE FESa FEE M) AR AXYR 2AE A28t o] F

A 3R S fg Ik Tles A P Al o7t v

ol&l 358 W) ARt 3D dolele] B7, 4%, A% SOl P
s el 101 AAAY AE Y ¢ 4 3
5. 74419 2

[1] B. C. Cho, "Success Factor of 3D Movie 'Avatar’ and the
Possibility Analysis of the Korean 3D Contents”, Journal
of the Korea Contents Association, 10(9), p137-145, Sep,
2010.

[2] R. Hartley and A. Zisserman, “Multiple View Geometry”,
Cambridge University, pp-152-247, 2003.





