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Development of Dynamic Analysis Tool of Force
Display for Virtual Arm Wrestling System

Shinpei Matsumoto* and Takashi Yamada**

Abstract
We have developed an arm wrestling system with virtual human for the affect display of facial

color and expression, and for the application to training and rehabilitation support.

In this paper, for

the battle algorithm of virtual arm wrestling, we develop a dynamic analysis tool of force display of
human arm wrestling. By using the tool, we examine the transition of human movement and force

display of human arm wrestling.

Keywords : Virtual arm wrestling, Force display, Analysis, Human movement
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Fig. 1 Concept of this research.
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Fig. 2 Overview of virtual arm wrestling system.
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Fig. 3 Virtual human.
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Fig. 4 Relation between spatial position of magnetic
sensor and joint angle.
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Fig. 5 Value of magnetic sensor by absolute
coordinate.
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Fig. 6 Coordinates after the conversion.
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Fig. 7 Virtual spacel
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Fig. 8 Rotation conversion of coordinates.
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Fig. 9 Setting of aspect in virtual space.
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Fig. 10 Upper arm in virtual space.
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Fig. 11 An example of measurement results by
experiments
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