


 Skeleton-based Action Recognition of Single Character

 Skeleton-based Human Interaction Recognition
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 Stacking joint features
 Feature extraction from individual characters

[Fan et al. TMM, 2019] [Ke et al. CVPR, 2017]          [Zhang et al. TPAMI, 2019]



 Pairwise Joint Distance BiLSTM (PJD-BiLSTM)
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 Fully-Connected Graph Convolution BiLSTM (FCGC-BiLSTM)
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 Overall framework
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• Late Fusion
Principle of Maximum Entropy

Larger entropy indicates a 
discriminative classification.
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 SBU Interaction Dataset 
 3D Skeleton Video
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 UT Interaction Dataset
 2D Key joints in RGB Video



 A pairwise joint distance BiLSTM network (PJD-BiLSTM) that models the explicit interaction
patterns from the discriminative geometric features.

 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.

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

 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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