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IOR Foot Model 2007

This tutorial describes the 2007 publication. For the updated 2014 IOR foot model see
here.

Sample Data

Sample data can be downloaded here.

Once the zip file has been downloaded, you can find a static C3D and three dynamic trials in the
SampleFiles folder. These files will be used to complete the tutorial.

The model, planar angles and joint angles for the right side were defined and plotted in the
Leardini_2007_Angles.cmo. Once the left side angles have been defined, the report template will
graph both the left and right angles.

Introduction

Visual3D is a general tool capable of implementing many different foot models.
This tutorial describes the IOR Foot analysis as it was published in the ORIGINAL paper (shown below):

Leardini, A., M.G. Benedetti, L. Berti, D. Bettinelli, R. Nativo, and S. Giannini. “Rear-foot, Mid-foot and
Fore-foot Motion during the Stance Phase of Gait.” Gait & Posture 25 (2007): 453-55

Modifications were made to the original IOR Foot analysis (published in the paper below). The
modified tutorial can be found here.

Portinaro, N., A. Leardini, A. Panou, V. Monzani, and P. Caravaggi. “Modifying the Rizzoli foot model to
improve the diagnosis of pes-planus: application to kinematics of feet in teenagers.” Journal of Foot
and Ankle Research (2014) Below is a tutorial demonstrating how to implement the ORIGINAL analysis
in Visual3D. If you would rather see a fully completed model you can simply download the following
file [blank] and open it in Visual3D.

Multi-Segment Foot Marker Set
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CA™(FCC) 1% = posterior Surface of Calcaneus ST"(FST)® = Sustentaculum Tali of Calcaneus
PT(FPT)" = Lateral apex of the peroneal tubercle TN"/(FNT)"! = Medial apex of the tuberosity
navicular FMH™(FM1)* = Head of 1st Metatarsus SMH"(FM2)"”! = Head of 2nd Metatarsus
VMH™(FM5)® = Head of 5th Metatarsus VMB"/(FMT)"! = Tuberosity of 5th Metatarsal PM"(PM6)* =
Proximal Medial Phalanx FMB" = Base of First Metatarsal SMB" = Base of Second Metatarsal

Metatarsus (Met)

Landmarks
= workspace | & Signals and Events 7 Modsls | Mnll Feports | &1 cal
Segments II Landmarks Muscles | Subject Data / Metrics |
Landmarksl Fundionall Digtizing RMET_DIST |
Landmark Name: IRMEI’_DIST
— Define Crientation Using:
1. Create Starting Point |F{FMH LI (Reference)
RMET DIST: Landmark Name: {* Targets and.or Landmark: Landmark ls:
- RMET DIST i ) i i
- Ending Point ~ [RVMH | (Onaline)
“Lateral object [RSMB _~| Onaplane)
Click Landmarks I?efme- . Do NOT Check: Offset . fmja.i From _[RSMH E ;F'ﬁﬁﬁi‘r'"T;;;“;’
button Orientation Using: by Percent (1.0 = = Optional n
Starting Point: }o/oty : " Edsting Seamert | =
RFMH 100%)
* f P r— Landmark Offset from Start Point (Reference) or Segment Origin
Click Add New R\E[\l/;:l“g Point: . ~ (ffzet to BEdsting Calibration I LI
Landmark button Lateral Object: | check: Calibration Only Tegeim v
RS I\?Bera ject: | ndmark (% Offset Using the Following ML/AP/AXIAL Offsets
* : . ML
Create Landmark: RSF;‘;:ject From: I
RMET DIST AP
AXIAL |
[~ Offset by Percent (1.0 = 100%) (Meters when not checked)
v Calibration Ory Landmark (Mot generated for assigned mation file(s))
Undo Changes Apply Build Model Close Tab
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Segment Definition

1. Creat workspace | 4" Signals and Events Models l ol Reports | &l Eaﬂ{
. Create
RMet Define Proximal Segments  Landmarks | Mugscles | Subject Data / Metrics |
Segment: |, . .
Joint and Radius Segments] Segment F‘n:uperties] |K Constraints  RMet l
N Laterajxl:. t Define Proedmal Joirt and Radius
one oint:
. . Lateral Joint Cent Medial
In the RSMB  Medial: = i =
S None |Nu:une j |H,SI'U'IE j |Nu:une ﬂ
egments| " g dius: 0.1
tab, select " Radius (Meters) |[:-.1
RMet in
tshe ¢ Define Distal Joint Define Distal Joirt and Radius
Nigrjnrre‘ek?ox and Radius o Lateral Joint Center Medial
"| Lateral: Click on None ~| |RMET_DIST | [None |
None Joint: Build
telect  |[RMETDIST Medial: Model. Radius (Meters) |0
Kinematic None
Only Radius: 0.1 . Extra Target to Define Crientation {f needed)
(C:LISIS(eOQab Location [Medial | [RFWH -]
Click on Extra Target to before _ : _ _
Define Orientation proceeding. Select Tracking Targets (Cid-Left Mouse Click to Multiselect)
the ian: [ Use Calibration Targets for Tracking
Create Location:
Segment Medial RFMH [IRF2P_Offset [JRFME_proj  [JLCA CLmm
button EL-‘-\B_O EHSMHij ELFMB ELPM
) LAB_X RSMB_proj LFMH LPT
. Select Tracking CJLaB_Y CJRVMH_proj  [JLHF [CJLsme
In the Targets: ] RFMH_proj ] RYMB_praj LLm [JLsMH
RMet tab, RFMB, RFIMH, < >
enter RSMB, RSMH, RVMB,
these RVMH Depth (Meters):
values: Cloge Tab | Guess Properties | Apphy Build Model
2. Modify
the
Segment
Coordinate| A/P
System: |Axis: +Y
Distal
to
. Proximal:
Define the |-X
Segment
Orientation
as:

The image to the right (and all other images in this tutorial) show a mediolateral view of the segment
coordinate system after it has been modified.
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Landmarks
= Wnrkspace] w5 Signals and Events 5 Models l|]|]|] Hepurts] i) Call
Segments | Landmarks Muscles | Subject Data / Metrics |
Landmarks] Funn:tinnal] Digitizing RID l
1. Create Landmark Mame: |HID
RID J°int ¢ Define Onentation Using:
Center: Oﬁfset Starting Point |HTN j (Reference)
Using Fhe {» Targets and/or Landmarl: Landmars ls-
Following . . '
. Landmark AXIAL Ending Point  [RVMB | (On aling)
Click Name: RID | ntreet: 0.5 “Lateral object | | ©naplne)
Landmarks *Project From | j ({Projection onta
button Defi N * = Optional a line or plane)
emnne
. . Check: (™ Existing Segment | J
. Orientation Offset by
Click Add USing: Percent Landmark Offzet from Start Point (Reference) or Segment Origin
N Starting 10 = ~ Offset to Bxisting Calibration | J
ew Point: RTN (1. o_ Target or Landmark
Landmark "/ jing  |100%) % Offset Using the Following ML/AP/AXIAL Offsets
button .
Point: RVMB
. ML
. Check: ap |
Create Calibration
Landmark: Only AXIAL [05
RID Landmark
[v Cffset by Percent (1.0 = 100%) (Meters when not checked)
[v Calibration Only Landmark (Mot genersted for assigned motion file(s))
Undo Changes | Apply Build Model Close Tab
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. workspace | 4" Signals and Events todels l ol Repotts | & Call
1. Create Define
R.Mid Proximal Joint Segmerts  Landmarks | Muscles | Subject Data / Metrics |
S t: and Radius _
egment: Lateral: Segments] Segment F‘n:uperties] |K Conetraintz  RMid ]
None Joint: Define Proximal Joint and Radius
. RID Medial: Lateral Joint Center Medial
None
In th . MNaone | |RID | |Mone -
Se ;ents Radius: 0.1 | =l &y E
tabg select Radius {Meters) |n.1
RMid in the . .
Se Define Distal Define Distal Joirt and Radius
gment oint and
Name box. JRadius . Lateral Joirt Center Medial
i M -| |RSMB | M -
Lateral: C|I(Ek on one J | J | one J
. None Joint: Build |[:.1
. . Radius (Meters) |Y-
i?Leecrtnatic RSMB  Medial: Model
None
nly. . o Bxdra Target to Define Crientation (f needed
Only Radius: 0.1 Click on rg ' )
Location Medil ~| |RTN -
. Close Tab
Click on before _
Extra Target : Select Tracking Targets (Cto-Left Mouse Click to Multiselect)
the fi proceeding.
Create to Define [ Use Calibration Targets for Tracking
rientation
Segment o Lsca:io:- [ RF2P_Offset  [] RFME_proj OLca [ LMm
. ) ’ LAE_O RSMH_proj LFMB LFM
button. -y eial  RTN ClLae. C1RSMH proj - [ o
CLae % [C1RSME_praj [ LFMH LeT
. [JLae_ [ AWMH_proj [CJLHF [JLsME
In the Select CORFMH_prsj  [JRVMB_proj  [JLLM [CJLSMH
RMid t .
ente? ab, Tracking < >
Targets:
these RSMB, RTN, Depth (Meters): |7
values: RVMB
Close Tab | (Guess Properties | Apphy Build Maodel
LShiE:
2. Modify
the S RFNE g MM
Segment A
Coordinate| A/P
System: |Axis: +Y
Distal
to
. Proximal:
Define the |-X
Segment
Orientation
as:

Calcaneus (Cal)
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Landmarks
= Wnrkspace] w5 Signals and Events 5 Models l|]|]|] Hepurts] i) Call
Segments | Landmarks Muscles | Subject Data / Metrics |
Landmarks] Funn:tinnal] Digitizing RIC l
1. Create Landmark Mame: |HIC
RIC Joint * Define Orientation Using:
Center: Offset Starting Point |HST j (Reference)
Using the
. {» Targets and/or Landmarl: Landmars ls-
Following S ndmark Is:
. Landmark AXIAL Ending Poirt |HF'T j {On a ling)
Click Name: RIC Offset: 0.5 “Lateral object | | (Onaplane)
Landmarks *Project From | j (Projection onta
tton . . * _ Ot a line or plane)
butto Define Check: - .O.ptlonal | J
Orientation . ST L E
. Usina: Offset by
Click Add SSTgt Percent Landmarl Offset from Start Point (Reference) or Segment Crigin
arting _ ~ Offset to Existing Calibration
rer‘::lm rk Point: RST _([10(())7—) Target or Landmark | J
a a Ending ? {* Offset Using the Following ML/AP/AXIAL Offsets
button .
Point: RPT
. ML |
. Check: ap |
Create Calibration
Landmark: Only AXIAL |[:-.5
RIC Landmark
[v Cffset by Percent (1.0 = 100%) (Meters when not checked)
[v Calibration Only Landmark (Mot genersted for assigned motion file(s))
Undo Changes | Apply Build Model Close Tab

Segment Definition
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Define Workspace | & Signals and Events b odels l il Reports | & Call
Promma! Joint Segmerts Landmarks | Muscles | Subject Data / Metrics |
and Radius
N Lateral:_ Segments ] Segment Properties ] |K Constraints RCal l
1. Create one jom_t. Define Proximal Joint and Radius
RCA Medial:
RCal None Lateral Joirt Certer Medial
Segment: oo dius: 0.1 [None ~| |Rca ] [None =]
Radius (Meters) |[:-.1
In th Define
nthe Distal joint Define Distal Joint and Radius
tsaebg':eek?ctts and Radius . Lateral Joint Center Medial
RCal in the Lateral._ . Cllc_k on None ~| |RIC ~| [None ~|
Segment None Joint: |Build _ X
RIC Medial: Model. Radius (Meters) |0
Name box.
None
. Radius: 0.1 | Extra Target to Define Orentation (f needed)
Click on Click on Location Medial ~| |RST ~|
Close Tab
the Create
Extra before
segment Target to proceeding. Select Tracking Targets (Cid-Left Mouse Click to Multiselect)
button. Define [ Use Calibration Tangets for Tracking
. i i _ffset _praj
Orientation [l RF2P_off [CIRFME Olca v
In the RCal Location: [OLwse o [C] RSMH_proj CILFME CLPm
tab. enter Medial RST [CJLaB_x [C] RSME_proj [ LFMH et
the:s,e CLae_Y [ RVMH_proj [CJLHF [CJLsme
[C1 RFMH_proj [C] RVME _proj L [CLsmH
values:
Select
Tracking < >
Targets: Depth {Meters):
RCA, RPT, '
RST Close Tab | (Guess Properties | Apphy Build Model
2. Modify
the
Segment
Coordinate| A/P
System: |Axis: +Y
Distal
to
. Proximal:
Define the |-X
Segment
Orientation
as:
Foot (Foo)
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Landmarks
= Wnrkspace] w5 Signals and Events 5 Models l|]|]|] Hepurts] i) Call
Segments | Landmarks Muscles | Subject Data / Metrics |
Landmarks] Funn:tinnal] Digitizing RFT_DIST l
1. Create Landmark Name: |HFI'_DIST
RFT DIST: Landmark Define Crientation Using:
Name: Starting Pairt  |RCA v | (Reference)
RFT DIST {+ Targets and/or Landmark: Landmark ls-
* * Ending Point  [RFMH | (On aling)
Click Do NOT .
. “Lateral object |FYMH | (On a plane
Landmarks | Define Check: - FJ |HSMH E {P . p. :
button Orientation |Offset by . _EJE'_:* o | =~ glﬁffr';?af;;“}ﬂ
Using: Percent (1.0 | . S | 7]
. Starting |= 100%) ST L E
Click Add Pomt:_ RCA Landmark Offzet from Start Point (Reference) or Segment Origin
New Endlng ¢ ¢~ Offset to Existing Calibration | J
Landmark |Point: RFMH Check: Target or Landmark
button Lateral Calibration ¢ (Offset Using the Following ML/AP/AXIAL COffsets
Object: Only ML |
. RVMH Landmark
Create Project |
Landmark: |From: RSMH
RFT DIST AXAL |
[ Cffset by Percert (1.0 = 100%) (Meters when not checked)
[v Calibration Only Landmark (Mot genersted for assigned motion file(s))
Undo Changes | Apply Build Model Close Tab

Segment Definition
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Wurkspace] 14" Signals and Events Maodels l il Hepu:urts] k| Call
1.C t Segments Landmarks | Muscles | Subject Data / Metrics |

. Create

Eight Define Proximal joint Segments] Segment Pruperties] 1K Cu:unstlairds] RCal  Right Foot }
S:o:nent' and Radius Define Prosdmal Joint and Radius

9 "| Lateral: None Joint: Lateral Joint Center Medial

R%Aadi(:g?dial: None |N0ne ﬂ |HD‘R ﬂ |Nune j

I.n the 0.5*DISTANCE(RST,RPT) Radius (Meters) |I}.5‘DIST;’-'\NCE[HST.F~!P'I'}
Segments Define Distal Joi d Radi
tab, select Def DI , . d ine Distal Joirt and Radius
Right Foot R de' ne Distal Joint an Lateral Joint Certer Medial
. adius :

Mone = | |RFT_DIST | |Mone -
g]eghrﬁent Lateral: None Joint: gtci:(don ~| |RFT- =l =l
Name box. ZZZE.DIST Medial: Model. Radius (Meters) |I}.5‘DISTANCEI,HFMH.HVMH}

o Radius: . Bxra Target to Define Orentation (f needed)

Click 0.5*DISTANCE(RFMH,RVMH) Click

thlc on CIIC 02 b Location [Medial | [RFMH -]

e ose la

Create Extra Target to Define before . Select Tracking Targets (Ctr-Left Mouse Click to Multiselect)

Segment . . proceeding. o _

button. Orlenta_tlon [~ Use Calibration Targets for Tracking
M"g.cz;'tm;,_:MH CIRF2P Ofist [IRFMBproj  LILCA CILvM

. éadla [JLee O [CIRSMH proj  [JLFMBE CILem

In the CLee_x [JRsSME_prej  [JLFMH CLeT

Right . [JLeB_Y [ RVMH_praj [CJLHF [JLsME

Foot tab, TaSrZI:::-TraCklng CIRFMHproy  [JRVMBprj  [JLLM ] LSMH

enter RCA, RFMH, RVMH < >

these

values: Depth (Meters):

Close Tab ‘ Guess Properties Apply Build Model
2. Modify
the
Segment
Coordinate| A/P
System: |Axis: +Y

Distal

to
. Proximal:
Define the |-X
Segment
Orientation
as.
Shank (Sha)
Landmarks
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“ Workspace | &' Signals and Events 1 Models l mall Reports | &) Call
Segments | Landmares  Muscles | Subject Data / Metrics |
Landmarks] Fun-:tinnal] Digitizing  RIM l
Landmark Mame: |RIM
1. Create |
RIM: o Define Orentation Using:
Offset Using Starting Poirt R _v| Reference)
the {* Targets and/or Landmark: Landmark s:
. Landmark [Following Ending Poirt  [RMM v | (Onaline)
Click Name: RIM |AXIAL “Lateral obiject | <] (Onapiane)
Landmarks Offset: 0.5 L o
button Project From | ﬂ ({Projection onto
. * = Optional a line ar plane)
Define . - = | B
. Orientation |Check: Bisting Segmert
Click Add Using: . Offset by Landmark Offset from Start Point (Reference) or Segment Crigin
New Starting  |Percent (1.0|| |~ Offset to Existing Calibration | 7]
Landmark |Point: RLM |=100%) Target or Landmaric
button Ending f (Offset Using the Following ML/AP/AXIAL Cffsets
Point: RMM |e ML
. Check:
Create Calibration AP
Landmark: Only
AXIAL [05
RIM Landmark
[ Offset by Percent (1.0 = 100%) (Meters when not checked)
[+ Calibration Only Landmark (Mot generated for assigned motion fileds))
lUndo Changes | Apphy | Build Model | Close Tab |
“ workspace | 4" Signals and Events (7 Modsls ]|]|]|] Reports | & Call
Segments | Landmarks Muscles | Subject Data / Metrics |
Landmarks] Fundional] Digtizing RSK_PROX l
Landmark Name: [RSK_PROX
Define Crientation Using:
2. Create Starting Point |RIM j (Reference)
Landmark Name:
RSK_PROX: RSK PROX {+ Targets and/or Landmarlc: Landmark Is-
- Ending Poirt  [RLM | ©naline)
. . “Lateral object |HHF ﬂ (©On a plane)
Click Landmarks Define Do NOT Check: Offset “Project From |RTT x| (Projection arto

button

Click Add New
Landmark button

Create Landmark:
RSK_PROX

Orientation Using:

Starting Point:
RIM

Ending Point:
RLM

Lateral Object:
RHF

Project From:
RTT

by Percent (1.0 =
100%)

Check: Calibration
Only Landmark

= = Optional a line or plane)

(" Existing Seqment |

=]

Landmark Cffset from Start Point (Reference) or Segment Origin
¢~ Offset to Bxisting Calibration |
Target or Landmark

{* (ffset Using the Following ML/AP/2XIAL Offsets
ML |

=

AP

AXIAL |

[~ Offset by Percent (1.0 = 100%) (Meters when not checked)

[# Calibration Only Landmark (Not generated for assigned motion fileds))

Undo Changes Apply Build Model (Close Tab
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Segment Definition
'W'Drkspace] 14 Signals and Events Models } il Hepnrts] k1 CalTl

1. Create Segments  Landmarks | Muscles | Subject Data / Metrics |
Right

g . . . Segments ] Segment Properties ] IK Constraints ~ Right Shank l
Shank Define Proximal Joint
Segment: and Radius Define Proximal Joint and Radius

Lateral: None Joint: Lateral Joint Certer Medial
) Zﬁ’;_ePROX Medial: [Nore | [FskPROX +] [Nore |
In the Radius: Radius (Meters) |DISTANCE[HSK_F‘F-!O}<.HHF}
Segments|DISTANCE(RSK PROX,RHF)
ta_b, select Define Distal Joint and Radius
g;ﬁaf;]tk in Define Distal Joint o Lateral Joirt Center Medial
[ i i .

. N - | [RIM - IN -
the and Radius gt‘;ll(don e =l ] [Nore =
Segment Lateral: None Joint: Model. Radius (Meters) |0-5"DISTANCE(RLM.RMM)

Name box. [RIM  Medial: None

Radius: S
. Extra Target to Define Oriertation (f needsd
. 0.5*DISTANCE(RLMRMM) |\ e
i Locati Lateral | |RLM -
frlleck on Close Tab cation | era J | J
before =
Create Extra Target to : Select Tracking Targets {Ctd-Left Mouse Click to Multiselect)
. . . proceeding.

Segme“t Define _Orlentatlon [ Use Calibration Targets for Tracking
button. Lalzg:aaltlogll_M [CIRF2P_Offset [ RFMB_proj OLca CILMM

. [JLse 0 1 RSMH_proj [CJLFME [ILPM

In th [JLse_x [1RSMB_proj  [JLFMH et
nthe . [JLae Y [CIRVMH poj  [JLHF [JLSME
Right Select Tracking CIRFMH prsj  [JRVMBproj  [JLLM ] LSMH
Shank Targets:

tab, enter RHF, RLM, RMM, RTT < >
these

values: Depth (Meters):

Cloze Tab | Guess Properties | Apphy Build Model

2. Modify

the

Segment

Coordinate| A/P

System: |Axis: +X

Distal
to

. Proximal:

Define the |+Y

Segment

Orientation

as.
Angles
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Landmarks

The F2Pt and F2Ps planar angles are calculated as the angle between the lines created by the targets
FMB-FMH and FMH-PM. To calculate this angle using the Compute Planar Angle command, an offset
along the line between FMB and FMH is created to define the 3 point angle.

® ‘workspace | & Signals and Events 7 Models l mnll Reports | &) Calf

Segments | Llandmarks Muscles | Subject Data / Metrics |

Landmarl-:s] Funu:tinnal] Digitizing RFZF_Offset l

Landmark Mame: |HF2P_OHset

1. Create .
RF2P_Offset: Offset Define Orientation Using:
Using the Starting Point  [RFMB v | (Reference)
Landmark Following f* Targets and/or Landmark: Landmark ls-
) : Name: AXIAL Ending Paint |HF|"-"|H j {On a line)
Egﬂiimarks RF2P_Offset Offset: 1.5 *Latersl ohject | ﬂ {On a plane)
button . *Project From | = | (Projection onto
Check: * = Qptional a line or plane)
N Define Offset by (" Bdsting Segment | J
Click Add Orientation p ¢
Ic Using: ercen Landmark Cffset from Start Point (Reference) or Segment Origin
Landmark 100%) Target or Landmark

Point: RFMB

button {* (ffset Using the Following ML/AP/AXIAL Offsets

Ending .
. Point: RFMH | v ot M|
Create Check: AP |
Landmark: Calibration
RF2P Offset Only AXIAL 15

Landmark
[v Offset by Percent (1.0 = 100%) (Meters when not checked)

| Calibration Only Landmark (Mot generated for assigned motion file(s))

lUndo Changes Apphy Build Model Close Tab

2. Create LF2P_Offset:

When defining the left signal, use same definitions as for the RF2P_Offset landmark

The F2G, S2G and V2G angles are calculated in the plane orthogonal to the ground. These landmarks
will need to be projected onto the ground. To project landmarks onto the ground, the Lab_O, Lab_X
and Lab_Y landmarks will need to be created to identify the plane of the ground.
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IOR Foot Model 2007

Offset Using
the Following
3. Create ML/AP/AXIAL
Lab O: Offsets:
X:0.0 Y:
0.0 Z:0.0
Click .
Landmarks Do NOT
button Check: Offset
Landmark|by Percent
. Name: (1.0 =100%)
Click Add |Lab O (Meters when
New not checked)
Landmark
button .
Do NOT
. Check:
Create Calibration
Landmark: Only
Lab O Landmark
(Not
generated for
assigned
motion file(s))

® ‘workspace | & Signals and Events 17 Models l null Peports | & Call

Segments | Landmarks Muscles | Subject Data # Metrics |

Landmarks] Funu:tic:nal] Digtizing LAB_O l

Landmark Name: |

LAE_O

Define Orentation Using:

Starting Point

(" Targets and/or Landmark:

Ending Poirt
“Lateral object

“Project From
* = Optional

j (Reference)
Landmari |s:

J {On a line)

J {On a plane)

(¥ Existing Segmert ||-":"-B

=

(Projection anto
a line or plane)

Landmark Offget from Start Point (Reference) or Segment Crigin

¢~ Offset to Bxisting Calibration |

Target or Landmaric
{* (ffset Using the Following ML/AP/AXIAL Offsets

E2

X |[:-.[:-
Y |[:-.[:-

Z |[:-.[:-
-

[ Calibration Only Landmark (Mot generated for assigned mation file(s))

Undo Changes

Apply

| Build Model | Close Tab |

4. Create Lab_X:

Click Landmarks
button

Click Add New
Landmark button

Create Landmark:
Lab_X

Landmark
Name: Lab X

Offset Using the Following
ML/AP/AXIAL Offsets:
X:0.05 Y:0.0 2Z:0.0

Do NOT Check: Offset by
Percent (1.0 = 100%) (Meters
when not checked)

Do NOT Check: Calibration
Only Landmark (Not generated
for assigned motion file(s))

“ workspace | 4" Signals and Events {7 Models lm][| Reports | &] Cal

Segments | Landmarks Muscles | Subject Data / Metrics |

Landmarks] Functional ] Digitizing  LAB_X l

Landmark Mame: |LAB_X

Define Orientation Using:

Starting Poirt |
"~ Targets and/or Landmark:

j {Reference)
Landmari: Is:

Ending Poirt |

J {On aling)

“Lateral object |

J {On a plane)

“Project From |
* = Optional

J (Projection onto
a line or plane)

¥ Edsting Segment ||-AB

=

Landmark Cffset from Start Point (Reference) or Segment Origin

¢~ Offset to Bxisting Calibration

Target or Landmark

=l

¥ Offset Using the Following ML/AP/AXIAL Offsets

X |D.D5
¥ |D.D

z |D.D
-

Undo Changes

Apply

[ Calibration Cnly Landmark (Mot generated for assigned motion file(s))

Build Model Cloze Tab
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- Wurkspace] 4" Signals and Events £ Models l nal Hepurts] #:] Call
Segments | Llandmarcs  Muscles | Subject Data ¢ Metrics |
Offset Using Landmarks] Functional] Digtizing LAB_Y l
the Following
Landmark Name: |LAB_Y
5. Create ML/AP/AXIAL|| e Neme: [LAB
Lab Y: Offsets: Define Crientation Using:
X:00 Y: Starting Point | ﬂ {Reference)

0.05 Z:0.0 " Tangets and/or Landmark: Landmark: ls:
® . El'ldll'lg Pairt | J {I:In a |i|-|e}
Click * “Lateral ohject | J {On a plane)
Landmarks Do NOT Pt E Froection ot
button Check: Offset NI | B i oriane)

= Optiona
Landmark|by Percent £ Busting S A8 B

. Name: (1.0 = 100%) sting Segment
Click Add |Lab_Y (Meters when Landmark Cffset from Start Point (Reference) or Seament Crigin
New not checked) ¢~ Offset to Buisting Calibration | J
Landmark Target or Landmark
button o (¥ (Offset Using the Following ML/AP/AXIAL Offsets

Do NOT ¥ ||}_|}
. Check:
Create Calibration y |05
Landmark: Only 0
Lab'Y Landmark = | '

(Not -

generated for

assigned — _ —

motion file(s)) | Calibration Only Landmark (Mot generated for assigned mation file(s))

Unda Changes Apphy Build Madel | Close Tab |

6. Create RFMH_proj:

Click Landmarks button

Click Add New
Landmark button

Create Landmark:
RFMH _proj

= Workspace] L&y Signals and Events -} Models ] mal Heports] ““I Call

Segments | Landmarks Muscles | Subject Data / Metrics |

Landmarksl Functional] Digitizing  RFMH_proj l

Landmark Name: |RFMH_proj

Define Orientation Using:

Landmark Name:
RFMH_proj

Define Orientation
Using:

Starting Point:
LAB O

Ending Point: LAB_X

Lateral Object:
LAB Y

Project From: RFMH

Do NOT Check: Offset by
Percent (1.0 = 100%)

Do NOT Check: Calibration

Only Landmark

Starting Poirt |LAB_O ﬂ (Reference)
{» Tangets and/or Landmarks et
Ending Peint ||_AB_}{ j {On a line)

“Lateral object |LAB_Y
“Project From  [RFMH
* = Cptional

" Existing Seament

Landmark Offset from Start Point (Reference) or Seament Origin
Offset to Existing Calibration
~
Tanget or Landmark | J

% Offset Using the Following ML/AP/AXIAL Offsets
e |

j (On a plane)

j (Projection onta
a line or plane)

|

BAL |

[ Offset by Percent (1.0 = 100%) (Meters when not checked)

[ Calibration Only Landmark {Not generated for assigned mation file(s))

Undo Changes Apply Build Model Close Tab
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IOR Foot Model 2007

Create landmarks 7-17 by following the same format as the RFMH_proj landmark for: ****

KRk

12. LFMH
7. RFMB |13. LFMB
8. RSMH |14. LSMH
9. RSMB |15. LSMB
10. RVMH|16. LVMH
11. RVMB|17. LVMB
Skokokok Fotokk

Planar Angles

F2Pt

F2Pt - the angle between the lines FMH-PM and FMB-FMH projected onto the transverse plane of the
metatarsus
Represents - valgus of the first metatarsophalangeal joint

2 - TARGET::ORIGINAL::RFMH

Compute the angle between two vectors, represented by 3 or 4 points pd

Rezulting Signal

Mame |FRF2Pt

Folder |PROCESSED

Specify 3 or 4 paints

1 1 |LANDMARK:ORIGINAL:RF2P_offs « ||| | & 3 Point
1. Create ™ 4 Paint
RF2Pt 7 2 |TARGET:ORIGINAL:RFMH ||| -&ngle Direction
planar " Right Hand Rule
angle: 3 [TARGET-ORIGINAL-RPM v[|| L LeftHand Rule
1- |lze Range
LANDMARK::ORIGINAL::RF2P_offset 3 " Oto 360 degress

{* 1800180 degrees

Defin
Resulting| . 3 - TARGET::ORIGINAL::RPM _
Sianal 9/Angle Direction: Left Hand Rule Projected onto Plane
N 9 . Use Range: -180 to 180 degrees oy If the angle is projected onto ane of the principle planes, the direction of the
ame: projected onto Plane: XZ v W2 normal to the bwao wectors iz the third prinicple ares. The Right Hand Rule and the
RF2Pt vz Range are with respect to this normal.
[ ]
Calculat Note: The reference segment 3D Space
a3CU a et will need to be changed to " 30 Always 0 to 180 degrees (Unspecified Direction)
a 3 POINt | p et within the text option.
angle
between (" 3D Specify aYector Narmal to the Two Vectors
the
following
targets:
Example
Wwith rezpect to the figure, Aszzume the bwo vectors lie in the =7 plane; Botation iz about the Z-axiz.

30 Angle = 95 degrees

Projected anka 3 Use RHR: Uze O- to 360:  Angle=265 degrees

Projected onko 37 Uze AHA: Use -180t0 180 Angle=-95 degree:

Canicel
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2. Create LF2Pt planar angle:

When defining the left signal, use same

definitions except set:

Angle Direction: Right Hand Rule

Note: The reference segment will need to be
changed to LMet within the text option.

S2F

S2F - the angle between the lines FMB-FMH and SMB-SMH projected onto the transverse plane of the

metatarsus
Cormpute the angle between two vectors, represented by 3 or 4 points >
Rezuling Signal
Mame |RS2F
Folder  |PROCESSED
Specify 3 or 4 points
l 1 |TARGET:ORIGINAL:RSMH  ~|| | & 3Paint
1. Create| , f¢' 4 Point
RS2F TARGET--ORIGINAL:-RSMH 2 2 |TAFH3ET::EIF||I3IN;5‘-.L::F|SMB j fingle Direction
planar 7. v " 3 " Right Hand Rule
angle: | ARGET::ORIGINAL::RSMB 3 [TARGET-ORIGINAL-RFME -] | L LeftHandFuie
3- lze Range
R TARGET::ORIGINAL::RFMB 4 4 |T."1".HGET::|:|H|G|N."1\L::F|FMH j (" 0to 360 degrees
Define 4 - {+ -180ta 180 deqrees
Resultin TARGET::ORIGINAL::RFMH _
Sianal 9 Angle Direction: Right Projected onto Plane
9 . Hand Rule = If the angle iz projected onto one of the principle planes, the direction of the
Name: Use Range: -180 to 180 v %7 normal to the bwo wectors iz the third prinicple ases. The Right Hand Rule and the
RS2F degrees ~ R ange are with respect to this narmal,
. Projected onto Plane:
XZ 30 Space
Calcula_te i 2D Alwayz 0 to 180 degrees [Unzpecified Direction)
a 4 point
angle Note: The reference _
between segment will need to " ab Specify a Yectar Mormal ta the Twa Wectars
th
foﬁowin be changed to RMet
9 |within the text option.
targets:
Example
With respect to the figure. Azsume the bwo vectors lie in the 3% plane; Rotation iz about the £-axis.

30 Angle = 95 dearees

Projected onto 34" Uze RHR: Usze 0- to 360:  Angle=265 degrees

Projected onto 34" Uze RHR: Uge -180t0 180 Angle=-95 degrees

Cancel

except set:

2. Create LS2F planar angle:

When defining the left signal, use same definitions

Angle Direction: Left Hand Rule

Note: The reference segment will need to be changed to LMet
within the text option.
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Ss2v

S2V - the angle between the lines VMB-VMH and SMB-SMH projected onto the transverse plane of the

metatarsus
Cormpute the angle between two vectors, represented by 3 or 4 points
Rezulting Signal
Mame RS2V
Folder |PROCESSED
Specify 3 or 4 pointz
1 1 |T.~'1':.F|I3ET::F'F|EII:ESSED::F|SMH ﬂ " 3 Paint
f* 4 Point
1. Create
RS2V ’ ) 3 2 |TARGET:PROCESSED:RSME  ~ ||| angle Direction
planar TAZRGET..ORIGINAL..RSIVIH 3  Right Hand Rule
: ) - - - fo Left Hand Rule
angle: | o T ORIGINAL::RSMB 3 |TARGET:PROCESSED:RVME  ~|
3- Uze Range
. TARGET::ORIGINAL::RVMB 4 4 [TARGET:PROCESSED:AVMH  ~[|| | * ”1;3;5”1 g;gd'ees
. 4 - . - a egrees
Define 5 5
. |TARGET::ORIGINAL::RVMH :
Resulting ; Lo Projected onta Plane
Signal Angle Direction: nght oy If the: angle iz projected onto ohe of the principle planes, the direction of the
an ule normal to the bwo vectaors is the third prinicple ases. The Right Hand Rule and the
" Hand Rul
Name: Use Range' -180 to 180 o =7 R ange are with rezpect to thiz nomal.
RS2V !
s degrees NT
. Projected onto Plane:
Calculate (X4 I S e
a 4 point 30 Always 0 to 130 dearees [Unspecified Direction)
angle )
bet Note: The reference Specify aector Momal to the Two Yectors
cween segment will need to £ a0
the
. be changed to RMet
following e .
within the text option.
targets:
Example

IOR Foot Model 2007

With respect to the figure. Assume the hwo vectors lie in the =7 plane; Botation iz about the Z-axiz.

30 Anale = 95 degrees
Projected onto =7 Uge RHR: Usze 0- to 360:
Projected onto =7 Uee RHA: Uee -180 to 180; Angle=-95 degrees

Angle=265 degrees

Cahcel

2. Create LS2V planar angle:

When defining the left signal, use same
definitions except set:

Angle Direction: Left Hand Rule

Note: The reference segment will need to be
changed to LMet within the text option.

F2G

F2G - the angle between the lines FMB-FMH and the ground, plane orthogonal to the ground (3D
angle relative to the ground)
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The FMH_proj and FMB_proj landmarks will be used to calculate the F2G planar angle which are
described in the landmarks section.

Compute the angle between two vectors, represented by 3 or 4 points *

Rezulting Signal

Mame |HF2G
Folder  |PROCESSED
Specify 3 or 4 paints
1 1 |TAF|GET::F'FEEII:ESSED::F|FME j i~ 3 Paint
1. Create f 4 Foint
RF2G 5 2 |TARGET:PROCESSED:RFMH || —angle Direction
planar 3  Right Hand Fule
angle: 3 [LANDMARK.ORIGINAL:RFMH_prc v || | & LeftHand Fule
1- Use Range
. TARGET::ORIGINAL::RFMB 4 4 |LANDMARK ORIGINAL:RFME_prc v| | | @ 0to 360 degrees
Define 2 - " -180 to 180 degrees
. |TARGET::ORIGINAL::RFMH
R_esu“mg 3- Projected onta Plane
SIgna.I TARGET.'.'OR/G/NAL.’.’RFMH_pFOj £ Ry | the angle is projected onto one of the principle planes, the direction of the
Name: 4 - w7 narmal to the bwo vectors is the third prinicple axes. The Right Hand Rule and the
RF2G Flange are with rezpect ta this normal.

TARGET::ORIGINAL::RFMB_proj & YZ
Angle Direction: Right Hand
Rule 30 Space

Calculate 3D space: Always 0to 180 f+ 3D Alwayz 0 to 180 degrees [Unzpecified Direction)

a 4 point
angle degrees

between 30 Specify a Yectar Mormal ta the Twa Yectars
the
following
targets:

Example
Wwith rezpect to the figure. Aszume the bwa vectaors lig in the 3Y plane; Botation iz about the Z-axis.

3D Angle = 535 degrees
Projected onto =7 Use RHR; Use 0- to 360;  Angle=265 degrees
Projected anta =Y Use RHR: Usze -180ta 180; Angle=-95 degrees

Cancel

2. Create LF2G planar angle:

When defining the left signal, use same definitions as for the right angle

S2G

S2G - the angle between the lines SMB-SMH and the ground, plane orthogonal to the ground (3D
angle relative to the ground)

The SMH_proj and SMB_proj landmarks will be used to calculate the S2G planar angle which are
described in the landmarks section.
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1. Create
RS2G
planar
angle:

Define
Resulting
Signal
Name:
RS2G

Calculate
a 4 point
angle
between
the
following
targets:

1-
TARGET::ORIGINAL::RSMB

2 -
TARGET::ORIGINAL::RSMH

3-
TARGET::ORIGINAL::RSMH _proj

4 -
TARGET::ORIGINAL::RSMB_proj
Angle Direction: Right Hand
Rule
3D Space: Always 0 to 180
degrees

Compute the angle between two vectors, represented by 3 or 4 points 4

Fesulting Signal

IOR Foot Model 2007

Name |AS2G
Faolder  |PROCESSED
Specify 3 or 4 points
1 1 |TARGET:ORIGINAL:RSME =l |« 3Peint
{* 4 Paoint
5 2 |TARGET:ORIGINAL:RSMH =]l -annle Dirertinn
: {* Right Hand Rule
3 [LANDMARK:ORIGINAL-RSMH_pr | || © Left Hand Fuie
ze Range
4 4 [LANDMARK:ORIGINAL:RSME prc v |||  0to 360 degrees
(" -180 to 180 degrees

Praojected onto Plane

Ry |f the angle is projected onto one of the principle planes. the direction of the
W narmal to the_two vectars is t_he third prinicple axes. The Right Hand Rule and the
oy Range are vath rezpect to this normal,

3D Space
& 3D Always 0 ta 180 degrees [Unzpecified Direction)
3D Specify a Wector Mormal to the Two Yectors

Example

With respect to the figure. Assume the two vectors lie in the =<7 plane; Rotation iz about the £-axis.
30 Angle = 595 dearees
Projected onta =Y Uze RHR: Use O- to 360:
Projected onto =" Use RHR: Uze -180 ta 180 Angle=-95 degrees

Angle=265 degrees

Cancel

2. Create LS2G planar angle:

When defining the left signal, use same definitions as for the right angle

V2G

V2G - the angle between the lines VMB-VMH and the ground, plane orthogonal to the ground (3D
angle relative to the ground)

The VMH_proj and VMB_proj landmarks will be used to calculate the V2G planar angle which are
described in the landmarks section.

Wiki Documentation Site - https://has-motion.com/wiki/



https://has-motion.com/wiki/lib/exe/detail.php?id=visual3d%3Atutorials%3Amodeling%3Aior_foot_model_2007&media=planarangle_rs2g.png

Last

update: visual3d:tutorials:modeling:ior_foot_model_2007 https://has-motion.com/wiki/doku.php?id=visual3d:tutorials:modeling:ior_foot_model_2007&rev=1721231220

2024/07/17
15:47
Compute the angle between two vectors, represented by 3 or 4 points >
Resulting Signal
Name |RW2G
Folder  |PROCESSED
Specify 3 ar 4 paints
1 1 |T.~'-‘-.F|GET::DFEIGINAL::FNME j ™ 3 Paint
1. Create f 4 Paint
RV2G 7 2 |TARGET:ORIGINAL:RyMH ||| -Ange Direction
planar 3 {* Right Hand Rule
angle: 3 [LANDMARK:ORIGINAL:RVMH_pr ||| | Left Hand Rule
1- Usge Range
. TARGET::ORIGINAL::RVMB 4 4 |LANDMARK ORIGINAL-RYME_pr v || | * 0to 360 degrees
Define 2 - " -180to 180 degrees
. |TARGET::ORIGINAL::RVMH
R_eSUItmg 3- Projected onto Plane
SIQna.I TARGET::ORIGINAL::R VMH_pI’Oj o=y |f the angle iz projected onto one of the principle planes, the direction of the
Name: 4 - W niarmal to the bwo vectars iz the third prinicple axes. The Right Hand Rule and the
, R ith t ta thi .
RV2G | TARGET::ORIGINAL::RVMB proj|| | vz ~ Tiangeaewithisspect othis noma
. Angle Direction: Right Hand
Rule 3D Space
Calcula'te 3D space: Always 0to 180 f+ 3D Alwapz 0 to 180 degrees [Unzpecified Direction)
a 4 point
degrees
angle
between " 3D Specify a Vectar Marmal ta the Two Vectars
the
following
targets:
Example
With rezpect to the figure. Assume the two vectors lie in the XY plane; Botation iz about the Z-axis.
30 Angle = 35 degrees
Projected onto =7 Use RHR: Use 0- to 360:  Angle=265 degrees
Projected onto =7 Use RHR: Use -180 ko 180; Angle=-95 degrees

2. Create LV2G planar angle:

When defining the left signal, use same definitions as for the right angle

F2Ps

F2Ps - the angle between the lines FMH-PM and FMB-FMH projected onto the sagittal plane of the
metatarsus
Represents - dorsiflexion of the first metatarso-phalangeal joint
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1. Create
RF2Ps
planar
angle:

1-
LANDMARK::ORIGINAL::RF2P_offset
2 - TARGET::ORIGINAL::RFMH

ng;rllfting 3 - TARGET::ORIGINAL::RPM

Signal Angle Direction: Right Hand Rule
) Use Range: -180 to 180 degrees

Name: Projected onto Plane: XY

RF2Ps '

éalculate N9te: The reference segment

a 3 point will need to be changed to

RMet within the text option.

angle

between

the

following

targets:

Compute the angle between two vectors, represented by 3 or 4 points

ey

Resulting Signal

Mame |FFZPs
Folder |PROCESSED
Specify 2 or 4 points
1 1 |L.~’-‘-.NDMAHK::DFIIGINAL::F!FZP_fo:j {+ 3 Paint
" 4 Paint
3 2 |TAF|GET::DF|IGINAL::F|FMH j &ngle Direction
* Right Hahd Rule
3 [TARGET DRIGINAL FPM ||| L Left Hand Pue
Uze Range
3 (" Oto 360 degrees
f«" -180 to 180 degrees

Projected onto Plane

v =y If the angle iz prajected anta one of the principle planes, the direction of the
Wz normal o the twa vectars iz the third prinicple akes. The Right Hand Rule and the
oz Rahge are with respect o thig normal,

30 Space
i ao Alwaps 0 to 180 degrees [Unzpecified Direction]
i ao Specifip aWector Mormal to the Two Wectors

Examnple

With regpect to the figure, Szsume the bwo vectors lie in the =5 plane; Rotation iz about the Z-aws.
A0 Angle = 95 degrees
Frojected onta <Y Uze RHR: Uze O- ta 360:
Frojected onto 37 Uze RHRA: Use -180t0 180; Angle=-35 degrees

Angle=265 degrees

Cancel

2. Create LF2Ps planar angle:

When defining the left signal, use same
definitions as for the right angle

Note: The reference segment will need to be
changed to LMet within the text option.

MLA

MLA - the angle between the lines CA-ST and ST-FMH projected onto the sagittal plane of the foot

Represents - navicular drop
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Compute the angle between two vectors, represented by 3 or 4 points >
Resulting Signal
Marmne |HM|—A
Folder  |PROCESSED
Specify 3 or 4 points
1 1 |T.-’-'«F|GET::EIF|IGIN;‘-\L::F|I:-'-‘« j {* 3 Paint
1. Create £ 4 Foint
RMLA 1- 2 2 |TARGET:ORIGINAL:RST =l =arciebieaten
planar TARGET::ORIGINAL:-RCA = Pight Hand Riule
angle: 2- 3 [TARGET-DRIGINAL-RFMH || | LeftHand Rl
TARGET::ORIGINAL::RST Uze Range
3- 3 (" 0to 360 degrees
L]
Define TARGET::ORIGINAL::RFMH {+ -180to 180 degrees
. ___|Angle Direction: Right
gies:a:il:mg Hand Rule Frojected onto Plane
9 ) Use Range: -180 to 180 fw my If the angle is projected onto one of the principle planes, the direction of the
Name: degrees w7 normal to the bwo wectors iz the third prinicple axes. The Right Hand Rule and the
RMLA . Fange are with respect to this nomal.
Projected onto Plane: N2
. XY
3D Space
Ca3|CUIate i 3D Alvaayz 0 to 180 degrees [Unzpecified Direction)
a oint
an ’I)e Note: The reference
9 segment will need to _
between be changed to RMet 3D Specity a Yectar Mormal ta the Two Yectors
the o .
. within the text option.
following
targets:
Example
With respect to the figure. Azzume the bwao vectars lie in the XY plane; Rotation iz about the Z-axis.
A0: Angle = 95 degrees
Projected onta v Use RHR: Use 0- to 360;  Angle=265 degrees
Projected onta v Use BHR: Use -180 to 180 Angle=-95 deagrees

2. Create LMLA planar angle:

Note: The reference segment will need to be
changed to LMet within the text option.

When defining the left signal, use same
definitions as for the right angle

Joint Angles

Sha_Foo_Angle
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IOR Foot Model 2007

1. Define the
RSha_Foo_Angle:

Data Name:
RSha_Foo_Angle

Compute Model Based Data

Data Marme |F|Sha_F00

Folder |OIRIGINAL

Rezult Folder waill abwayz be Original

Joint Angle [degrees):

Model Bagzed Item Properties

*

Use Megative

|JOINT_ANGLE

Mormalization

ﬂl?x

v
rz

|Normalizalion OFf

Open the Segment: Use ] _
Compute Model nght Foot Negative: Segme_nt a_nd Hefere:nce Segme_nt define the angle desired,
. - Momalization is relative to standing posture,
Based d|a|09 Reference X: TRUE The Cardan Seguence defines the order of rotations.
Segment: Y: TRUE | ‘“Waming!!! If you are using the anatomical axes (ML, AP, ar - -
. Right Shank Z: #7141 ) the sign of the angle follows the Right Hand Rule about | Segment |F||ght Wirtual Foot ﬂ
Select Cardan FALSE the actual comesponding segment coordinate system axes. Feieenes Benet |F|ight Shark j
JOINT_ANGLE Sequence: Z-
from drop down  |X-Y
list Cardan Sequence |2 |
Done Reset Dialog Cancel
Sha_Cal_Angle
Compute Model Based Data >
1. Define the [rata Mame |HSha_CaI_.t‘3.ngIe j hodel Based ltem Properties Use Negative
RSha_Cal_Angle:| Data Name: JOINT AMGLE -] ¥
RSha_Cal Angle Folder |ORIGINAL | HOINT = ¥
Fresult Falder will always be Original . Iz
. . o , W armalization
int Angle [degrees): —
Open the Segment: |Use PomsTz=ter 0 =l
Compute Model |RCal Negative: Segme_nt a_nd _Flefere_nu:e Segme_nl define the angle desired.
. - Maormnalization iz relative to standing posture.
Based d|a|09 Reference X: TRUE The Cardan Sequence defines the order of rotations.
Segment: Y: TRUE || 'Wamingl!! If you are using the anatomical axes (ML, AP, or
. Right Shank Z: AxIAL] the sign of the angle fallows the Right Hand Rule about Segment |F|Ea| ﬂ
Select Cardan FALSE the actual comezponding segment coordinate system axes. Riieeiee Seam=il |F|ight Shank ﬂ
JOINT_ANGLE Sequence: Z-
from drop down  |X-Y
list Cardan Sequence |Z“><“Y j
Create Fieset Dialog Claze
Cal_Mid_Angle
Compute Model Based Data >
1. Define the [rata Mame |F!CaI_Mid_Angle j hodel Based ltem Properties Use Negative
RCal Mid Angle: Data Name: IOINT AMGLE v =
- - , Fold ORIGIMAL | - j
RCal_Mid_Angle ot | =l 2%
Rezult Folder will always be Original M lizati rz
ormalization
(.-) th S t l.J Jaint Angle [degrees] |Normalization uli} J
pen the egment: se
Compute Model |[RMid Negative: Segmept qnd Beferqnce Segmelnt define the angle desired.
. _ Marmalization is relative to standing posture.
Based d|a|09 Reference X: TRUE The Cardan Sequence defines the order of rotations.
Segment: Y: TRUE || “waminglll If you are using the anatomical ases (ML, &P, or -
. RCal Z: 25¢4L) the sign of the angle follows the Right Hand Fule about | Segment |F”"'|":| j
b the actual comesponding segment coordinate system axes.
Select Cardan FALSE P g s&d ¥ Reference Segment |HCaI j
JOINT_ANGLE Sequence: Z-
from drop down [X-Y
list Cardan Sequence |Z“><"Y j
Create Reset Dialog Cloge

Mid_Met_Angle
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1. Define the
RMid_Met_Angle:

Data Name:
RMid_Met_Angle

Compute Model Based Data

Data Marne |HMid_Met_.t‘-‘«ngIe

Folder |ORIGINAL
Fiesult Folder will abvways be Original

Jaint Angle [degrees):

=l
=l

Model Bazed [tem Froperties

[JOINT_ANGLE

Mormalization

x

Uze Megative
ﬂ v =
[ v
~z

|Normali2ati0n Off

Open the . Use
Compute Model Segment: Negative: Segment qnd Befere_nce Segmelnt define the angle desired.
. RMet - Marmalization iz relative to standing posture.
Based d|a|09 Reference X: TRUE The Cardan Sequence defines the arder of rotations.
., Y: TRUE || “Warning!!! If you are using the anatomical axes ML, AP, or
. Segment: RMid Z: A3|AL) the zign of the angle follows the Right Hand Rule about Seament |F”"'|Et ﬂ
Select . Cardan FALtSE the actual corresponding segment coordinate system axes. Rizfizanes Seamet |F|Mid j
JOINT ANGLE  >Sduence: &
from drop down
list Cardan Sequence |Z“><“"f' j
Create Reset Dialog Cloze
Cal_Met_Angle
Compute Model Based Data >
1. Define the Data Mame |RCal_Met_éngle | [ Model Based Item Propertiss Use Megative
RCal_Met Angle: Data Name: JOINT AMGLE v =
- - Fold ORIGIMNAL | - j
RCal_Met_Angle oest | =l T
Rezult Folder will ahvways be Original N izl rz
ormalization
E) th s " l.J Joint Angle [degrees): |N0rmali2ati0n i J
pen the egment: se
Compute Model [RMet Negative. Segment and Reference Segment define the angle desired.
. . ‘| Mormalization is relative bo standing posture.
Based d|aIOg Reference X: TRUE || The Cardan Sequence defines the order of rotations.
Segment: Y: TRUE || Warning!ll If you are using the anatomical axes (ML, AP, or
. RCal Z: £XIAL] the sign of the angle follows the Right Hand Rule about Segment |F”"'|Et j
Select Cardan FALSE the actual corresponding segment coordinate system axes. Bielirenes Semmert |HCaI j
JOINT_ANGLE Sequence: Z-
from drop down  |X-Y
list Cardan Sequence  |Z-5-Y |
Create Fezet Dialog Cloze
References

1. 10O TOL 102 103104105106 107 108 109119 | eqrdini, A., M.G. Benedetti, L. Berti, D. Bettinelli, R. Nativo,
and S. Giannini. “Rear-foot, Mid-foot and Fore-foot Motion during the Stance Phase of Gait.” Gait

& Posture 25 (2007): 453-55
2, 1202t 22232425262728 garge van Sint Jan “Color Atlas of Skeletal Landmark Definitions:
Guidelines for Reproducible Manual and Virtual Palpations” 2007 - Churchill Livingstone

From:

https://has-motion.com/wiki/ - Wiki Documentation Site

Permanent link:

https://has-motion.com/wiki/doku.php?id=visual3d:tutorials:modeling:ior_foot_model_2007&rev=1721231220 I

Last update: 2024/07/17 15:47

e

https://has-motion.com/wiki/

Printed on 2026/09/15 04:11


https://has-motion.com/wiki/lib/exe/detail.php?id=visual3d%3Atutorials%3Amodeling%3Aior_foot_model_2007&media=ior_foot_rmid_met_angle.png
https://has-motion.com/wiki/lib/exe/detail.php?id=visual3d%3Atutorials%3Amodeling%3Aior_foot_model_2007&media=ior_foot_rcal_met_angle.png
https://has-motion.com/wiki/
https://has-motion.com/wiki/doku.php?id=visual3d:tutorials:modeling:ior_foot_model_2007&rev=1721231220

	IOR Foot Model 2007
	Sample Data
	Introduction
	Multi-Segment Foot Marker Set

	Metatarsus (Met)
	Landmarks
	Segment Definition

	Mid-foot (Mid)
	Landmarks
	Segment Definition

	Calcaneus (Cal)
	Landmarks
	Segment Definition

	Foot (Foo)
	Landmarks
	Segment Definition

	Shank (Sha)
	Landmarks
	Segment Definition

	Angles
	Landmarks
	Planar Angles
	F2Pt
	S2F
	S2V
	F2G
	S2G
	V2G
	F2Ps
	MLA

	Joint Angles
	Sha_Foo_Angle
	Sha_Cal_Angle
	Cal_Mid_Angle
	Mid_Met_Angle
	Cal_Met_Angle


	References


