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Abstract

Study on making real-time music by Motion Capture Data
(Focus on Multimedia Music "Motion Fantasy; )

Hong, Hyokui

This Subject used a 3D motion capture system to produce animations from
actor and generate the sound from the actor’'s movements. Movement
analysis 1s performed to extract the important features of a particular
gesture. Based on the parameters chosen from this analysis, various
mappings between gesture and sound are applied. In particular, the motion
capture data 1s used to trigger and modify the timbre of sounds. This paper
describes the method and the interactive environment that are under

development.

This paper analyzed a work of "Motion Fantasy; which is based on a
"motion capture data for music,

First of all, this paper explained a data converting process which concerned
BVH file format. Data converting system is important to understand Motion

sound.
"Motion Fantasy; retains potentiality of turning point as well as some

problems which are limits of 'Jitter Plug-in; , text - unpack object in

Max./MSP.
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Consequently, this paper will be of help understatnd a new method of the

multimedia work presentation by a 'Interactive music
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