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Motion file generation with KinectV2
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Abstract: Using dedicated software for generation of the motion file, it is required technical and time. Therefore, using KienctV2, and

generate a motion file from the action of the body. In this study, we have developed a motion capture system for the purpose of reducing

the technical and time costs in motion file production.
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Figure 1. System overview
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Figure 2. Flow of Motion
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Figure 3. Conversion from the Kinect camera base angle to
the parent joint base angle

MainWindow

Figure 4. Application view of motion capture
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Figure 5. Comparison actor attitude and BVH file and
playback motion in Unity

416



