A Theft-Based Approach
to 3D Object Acquisition
Ronit Slyper
Jim McCann

Work supported by:
NSF Fellowship

A Theft-Based Approach
to 3D Object Acquisition
Ronit Slyper
Jim McCann

Work supported by:
NSF Fellowship

A Theft-Based Approach
to 3D Object Acquisition
Ronit Slyper
Jim McCann

Work supported by:
NSF Fellowship

A Theft-Based Approach
to 3D Object Acquisition
Ronit Slyper
Jim McCann

A Theft-Based Approach
to 3D Object Acquisition
Ronit Slyper
Jim McCann

A Theft-Based Approach
to 3D Object Acquisition
Ronit Slyper
Jim McCann

A Theft-Based Approach
to 2D
3D Object Acquisition
Ronit Slyper
Jim McCann

Computer Graphics
Final Fantasy #1 !!!!!

26:4

•

R. McDonnell et al.
Rachel McDonnell

Clone Attack! Perception of Crowd Variety
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Perception of Human Motion
With Different Geometric Models
Jessica K. Hodgins, Member, IEEE,
James F. O’Brien, Student Member, IEEE, and Jack Tumblin
Abstract—Human figures have been animated using a variety of geometric models, including stick figures, polygonal models, and
NURBS-based models with muscles, flexible skin, or clothing. This paper reports on experimental results indicating that a viewer’s
perception of motion characteristics is affected by the geometric model used for rendering. Subjects were shown a series of paired
motion sequences and asked if the two motions in each pair were the same or different The motion sequences in each pair were
rendered using the same geometric model. For the three types of motion variation tested, sensitivity scores indicate that subjects
were better able to observe changes with the polygonal model than they were with the stick figure model.
Index Terms—Motion perception, motion sensitivity, computer animation, geometric model, perceptual study, biological motion
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1 INTRODUCTION

F

movements are as familiar and recognizable as hu- geometric model? There are three plausible but contradicman walking and running. Almost any collection of dots, tory answers to this question.
lines, or shapes attached to an unseen walking figure is
Possibility 1. Simple representations may allow finer disquickly identified and understood as human. Studies in hu- tinctions when judging human motion. Simpler models may
man perception have displayed walking motion using only be easier to comprehend than more complex ones, allowing
dots of light located at the joints and have found test subjects the viewer’s attention to focus more completely on the details
quite adept at assessing the nature of the underlying motion of the movement rather than on the details of the model. For
[1]. In particular, subjects can identify the gender of a walker example, a stick figure is an obvious abstraction and rendering
and recognize specific individuals from light-dot displays, flaws may be easily ignored. When more detailed models are
even when no other cues are available [2], [3], [4].
used, subtle flaws in rendering, body shape, posture, or exIn part because people are skilled at detecting subtleties pression may draw attention away from the movements
in human motion, the animation of human figures has long themselves. Complex models may also obscure the motion.
(b)
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