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Natural and fun character action based on relevance / non-relevance with speech
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We considered the strength of the connection between action and reaction and
the strength of the connection between speeches and movements towards a new production method of
animation. First, if the action and reaction are strongly connected, the movements must be strongly
related to the speeches. On the other hand, if the connection between action and reaction weak due
to the content of the dialogue, actions unrelated to the speeches are better. The familiar movement
tends to be favored among unrelated movements. In addition, people who perform actions unrelated to
speech contents are often psychologically strong to the other person. Based on these ideas, we
created an animation that switches between action related to speech and action unrelated to speech
in the scenario. In order to enhance the motion database, we developed and evaluated a motion
capture with pan / zoom function.
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