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Functional Joints Post Processing

After accumulating and defining functional joint landmarks, it is necessary to post-process them from
the Model Builder's Post-Process feature (click on the Post-Processing icon on the toolbar
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Functional Joints

All defined functional joint landmarks will appear in the top-half of the tab. Select a functional joint by
checking the associated checkbox to make it active for the tab.

Maodel Builder Advanced Post Processing n

i Digitize Landmarks Functional ..lu:uintsl

! Select Functional Joirt to Associated Motion Files, Checl box to compute

Compute CHECKED Landmarks | Compute ALL Landmarks |
Functional Joirt Evert_Sequence Exclude Event:
M | F RHIP F_RHIP_1+F_RHIP_2 T
] rFLhrp F_LHIP_1+F_LHIP 2
£ >
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Once you're ready, click on “Compute CHECKED Landmarks” or “Compute ALL Landmarks” to
compute the locations of your functional joint landmarks.
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Associated Motion Files

It is possible to specify that a file already open in the workspace can be used for the functional
movement, or to load a C3D file from disk. Note that more than one file can be added to the list, but

each landmark may only be assigned to one movement trial.
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Motion trials need to be selected by checking the checkbox to be made active within the tab.
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Set START Frame to Cument Frame Set END Frame to Cument Frame

Remowve START and END Frames

Note that the selected landmark was created with an Event Sequence defining the range of frames of
the motion trial to use. If this is not the case, the user can select a start frame and an end frame
for each landmark. The buttons “Set START Event to Current Frame” and “Set START Event to Current
Frame” allow the user to play the animation of the movement trial and press the buttons at the
appropriate frames. After loading the movement trials, they will appear in the bottom list box.
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Processing Results
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v Errorz (0]  w “Wamings (0] [v Info [v Summary [w Commands | Recalc [ File [ Signal Hame

g |nfol Create Functional Joint . F_RHIF

{ [Uszing Motion Files : C:AVisual 304D atatfunctional_kipshright_kip.c3d
Functional Landmark : F_RHIP

] Functional Jaint Calculation Parameters

g Murnber of Combinations Possible = 210300, 000000

Reguested Murmber of Combinations = 1000000

g Mumber of Combinations Uzed = 210752
Minirmurn Helical Angle Accepted = 1.000000
Search Radius = 0.500000
kirimurn Helical Angle Accepted = 0.300000
bd @i Mumber of Mode Search lterations = R0

g 0] Radius of Search Yolume=0.500000 : Mumber of Acceptable Yalues=203473 : Center Y alue= 0.006061 , 0.092475 , -0.214593
d 11 Radius of Search Yolume=0.031750: Mumber of Acceptable Yalues=104735 : Center Yalue= 0.004313 , 0.093486E , -0.213415
2] Radiug af Search Yalume=0.013293 : Mumber of Acceptable Values=54351 : Center VYalue= 0.003748 | 0.098167 . -0.212539
3] Radiug of Search Yaolume=0.012345 : Mumber of Acceptable Values=27728 : Center Value= 0.003365 | 0.036621 . -0.212149
£ 4] Radiug of Search Yolume=0.003362 : Mumber of Acceptable Values=14101 ; Center Value= 0002347 | 0.036735 . -0.212123
£ 8] Radiug of Search Yolume=0006626 : Mumber of Acceptable Values=7111 : Center Value= 0002733 , 0.096635 |, -0.212329
6] Radius of Search Yolume=0.005043 : Mumber of Acceptable Yalues=3560 : Center Walue= 0.002737 , 0.096539 , -0.212465
V1 Radius of Search Yolume=0.003365 : Mumber of Acceptable Yalues=1786 : Center Walue= 0.002867 , 0.096441 |, -0.212602
3] Radiuz af Search Yalume=0.003135 : Mumber of Acceptable Values=906 : Center Yalue= 0.002350 , 0096346 | -0.212710

i Functional Landrnark, value= 0.000385 | 0.097241 | -0 212733

g ** Proceszing Completed Successfully,

<4< Emor Errar x> <4< Warning Warning

The processing results from a functional will appear as above. First the name and parameters that
were specified, then a series of intermediate steps in the algorithm in Visual3D that most people can
safely ignore when there are no errors.

Troubleshooting

If Visual3D cannot compute a functional joint landmark, try these troubleshooting steps:

1. Verify that the segments/target names in your functional joint definition also exist in your
dynamic motion trial.

2. Try redefining your functional joint to use more combinations.

3. Try using a different dynamic motion trial (note, you should use a specific functional movement
trial for this purpose and not a general movement trial).

See Also

Check out our documentation for defining functional joints.

Follow along with the Create a Functional Joint at the Right Hip tutorial for a complete walkthrough of
the process.
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