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e Skeleton-based Action Recognition of Single Character

Introduction
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e Pairwise Joint Distance BiLSTM (PJD-BiLSTM)

Methodology
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e Fully-Connected Graph Convolution BiLSTM (FCGC-BiLSTM)

Methodology
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e Overall framework e ———— - - N

Methodology
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e SBU Interaction Dataset
e 3D Skeleton Video

/

| Method | Acc.(%) |
Raw Skeleton [18] 49.7
Joint feature [18] 30.3
Co-occurrence LSTM [20] 00.4
ST-LSTM+Trust Gate [23] 03.3
Clips+CNN+MTLN [16] 03.5
SI and JD features [5] 03.9
GCA-LSTM [7] 04.1
CNN+Kernel Feature maps [25] 04.3
Two-stream RNN [9] 04.8
LSTM+FA+VF [8] 05.0
PID-BIiLSTM 94.0
FCGC-BiLSTM 95.1
PID+FCGC 96.8

e UT Interaction Dataset
e 2D Keyjoints in RGB Video

Method Acc.(%)
DBoW [33] 85.0
MSSC [34] 83.3
RGB HR [35] 88.4
IP [36] 91.6
PKM [37] 933
RGB+skeleton PA-DEL [38] 26.7
PID-BiLSTM 91.9
[ skeleton ] FCGC-BIiLSTM 92.7
PID+FCGC 04.4
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e A pairwise joint distance BiLSTM network (PJD-BiLSTM) that models the explicit interaction
patterns from the discriminative geometric features.

Summary

e A fully-connected graph convolution BiLSTM network (FCGC-BiLSTM) that quantifies the

spatial proximity of interaction from joint positions to extract the implicit correlations among
joints.

e A late fusion algorithm is defined to boost the recognition accuracy from probability outputs of
both streams.

e State-of-the-art recognition performance on 3D interaction dataset. Can be easily extended to
2D key joint recognition with comparable results.
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