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Development of motion synthesis method and its application for Japanese traditional
Noh dance for education, promotion and analysis
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We developed a motion synthesis method for composing a continuous motion from a
number of motion capture data by making smooth transitions between the motions. As an application of the
motion synthesis method, we developed an authoring system for Japanese traditional Noh dance with which a
user can create a Noh dance animation by combining unit motions of Noh dance so-called Shosa. This system
is expected to be useful for studying and promoting Noh dance. By comparing the synthesized and actual
Noh dance motions, the effectiveness of the developed motion synthesis method was evaluated. In addition,
we identified some characteristics of Noh dance during transitions between unit motions that cannot be
simply reproduced by a motion synthesis method.
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