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Furukawa, Kohei

2,900,000

180
3DCG

CG

The purpose of this research is virtually reproducin? the Bugaku Mandala-ku

at Niutsuhime Shrine; a World Heritage and construct a modern version of "Solemnity Map" using

digital technology.In this research attempted to reproduce the following using 3DCG and motion data.
(1) the shrine grounds in the Edo period, (2) the Bugaku performance using motion capture

technology, (3) the statement at the Bugaku Mandala-ku.Due to the effects of the COVID-19 the
initial goals of the project were not achieved, but (1) and (2) were partially accomplished.

Specifically, we reconstructed the shrine precincts using 3DCG and part of the bugaku performance as
a CG animation using motion data.
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