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E-motionl] a Tool for Easily Generating Various Poses
with a Drawn Picture

Ryonrr Havasui®® Yu Suzukit:P)

Abstract: In this research, we propose a tool “E-motion” which can generate various poses from a drawn
picture. When drawing a picture of a character, it is necessary to redraw the picture from the beginning in
order to generate a different pose. Even if the characters to be drawn are the same. In recent years, software
exists that can generate different poses by creating image data. However, skill is needed to use such software.
Therefore, in this research, we develop a tool for easily generating various various poses. Introduction I
draw pictures with paper and pen. Next, the pose of the character is determined from the movement of the

person’s body. By doing so, everyone can easily generate poses of the paintings drawn.
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Fig. 1 Drawing the difference between two images
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Fig. 2 The appearance of the body puzzle
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Fig. 3 Mechanism of the body puzzle
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Fig. 4 The screen reflecting the skeleton information of a hu-

man on a picture
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Fig. 5 Position of head joint
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Fig. 6 Position of arm joint
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Fig. 7 Position of leg joint
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Fig. 8 The screen shown to the subject in the experiment
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