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Research of Mobile 3D Dance Contents Construction Using Motion Capture System
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By improving performance of mobile machine(3D engine, 3D accelerator chip set, etc) and
developing wireless network technology, a demand for actual contents of users is being
increased rapidly. But, there are some difficulties yet for the speedy development of actual
contents because of the limitation of development resources that is dependent on each mobile
device’'s different performance. In general, much of the animated character-creation work for
mobile environment is still done manually by experienced animator with the method of key
frame processing. However, it needs a lot of time and more costs for creating motion,
Additionally, it is possible to cause a distortion of motion.

In this paper, I solved the difficulties by using a optical motion capture system, it was able
to acquire accurate motion data more easily and quickly, and then it was possible to make 3D
dance contents efficiently. Also, I showed techniques of key reduction and controlling frame
number for using huge amounts of motion capture data in mobile environment which requires
less resources. In making 3D dance contents, using an optical motion capture system was
verified that it was more efficient to make and use actual-reality contents by creating actual
character motion and by decreasing processing time than existing method.
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