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The Implementation of Visualization Tool for Snowboard
Using Kinect Sensor Data
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Abstract

This paper proposed visualization tool for motion of snowboarding using Skeleton data obtained
by the Microsoft’s Kinect sensor. The BBP(Balanced Body Position) posture is a most basic motion
in the Snowboarding. This posture is the primary technology for stable turns. The implementation
of visualization tool to analyse the BBP posture of snowboard. comparative analysis with standard
postures to the ankles, knees, hips and spine angle of joints and body tracking using coordinate
information obtained by the Kinect Sensor. Analysis of the final results of the screen through the

OpenGL library. This research result could be used to analysis for turn postures of snowboarding.
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4. Kinect for Windows SDK
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Code:
SkeletonFrame SkFrame =e.OpenSkeletonFrame():

Skeleton() SkData = new
Skeleton(SkFrame.SkeletonArrayLength]:

SkFrame.CopySkeletonDataTo(SkData) ;
Spj = SkData.Joints(JointType.Spine):

depPoint =
depthImageFram. MapFromSkeletonPoint (Spj. Position) ;
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Table 3. Main Information for Visualization
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