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Interactive 3D Animation System based on Gesture Input of Touch

Interface
MASAYUKI FURUKAWA''  SHINYA FUKUMOTO'' YASUHIRO AKAGI"
HIROSHI KAWASAKI'!  YUKIKO KAWAI™

Nowadays tablet devices are considered most important category of information-processing devices, because they attract not only
PC users, but also all generation of people including small kids to elderly people. In addition, tablet devices rapidly increase their
ability and 3D graphics sometimes exceeds desktop PC. However, 3D graphics is mostly used by games and only few
well-known applications exist. In this paper, we propose a new 3D animation rendering system, which dynamically changes the
story dependent on the users' gesture. We introduce a state transition model to efficiently achieve smooth transition of multiple

sequence of 3D animations. We also propose a content creation tools which help user to easily make such 3D animation.
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Figure 1  State transition model.
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Figure 2 Path search among states.

3. OOoOOoooobooono

30 0OOoO0ooO0oooooooood
gbooooboooboboboobfeooboobloo
3ID 000000000 O0000D000 Microsoft OO
Kinect[7][0 0000 OKinect 000000 RGBOO OO
gboboo0obO0oo0ooOob0o0ooooboO0oDbd Point Cloud
Library[8]JU OO0 2D 0000 3DOO0OOOOODOOO
gooboobobooboooooboooboboooobo 3D
booboboobobobobooboobob 3tm

SSEL7)] D 12M3DT—%

BLWT=A—2avD&EE

| 1

| - 1

1

Kinect /W :
FvIFv I L I

1

1

0O 3 3pO00OoOooOoOooooood
Figure 3

3D animation production system.
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Figure 4  GUI for assist the creation of content.
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Figure 5  Space division for starting position of gesture.
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Figure 6

Directional change of gesture depending on

observing point.
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Figure 7 Scene of depth image capture.
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State transition model of All-in-one printer.
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Figure 9  Concrete gesture map.
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Figure 10 Operation on Tablet PC.
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