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Extraction and visualization of the important features of motions by experts for
supporting training of motion forms.
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The purpose of this research was to extract the important features of
motions by experts such as athletes, dancers, and craftsmen in order to utilize them for novices to
learn how to move like experts. We had developed various methods for computation of kinematics
motions features, selection of important motion features by applying machine learning, construction
of statistical models of motion features and their relationships, visualization of spatial ranges of

motions, visualization of the difference between the motion model and an input motion, and
generation and deformation of motions of experts by several approaches such as deep learning,
optimization, and motion interpolation. Based on these methods, we had developed a prototype of
motéon training for testis shot forms and evaluated the effectiveness of our system through a user
study.
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(b) using an arched arrow for visualizing rotational difference (d) visualizing related motion features together
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