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A Fast Skeleton Extraction Algorithm for 3D Cartoon Character

SHUYi, YANG Xubo
(School of Software, Shanghai Jiao Tong University, Shanghai 200240, China)

Abstract: To simplify the skeleton-binding procedure, an algorithm which can automatically extract
skeleton from 3D cartoon model was designed. The algorithm used a 2D outline image as the input where
the candidate joints were extracted from, and then the 2D skeleton was constructed. Finally, the
skeleton was mapped to the 3D model. A neural network was used to improve the generality and quality
of the skeleton. It is demonstrated that the algorithm greatly improves the skeleton extraction
performance and maintains great quality. It can extract the skeleton in 1 s on mobile devices. This
algorithm can deal with different cartoon characters and help the users or professional designers finish
the skeleton-binding work more efficiently.
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Fig. 2 Pipeline of the algorithm
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Fig. 4  Automatic extraction skeleton results of some
cartoon characters
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