3ZF-6

goooobbgooobobobuoooooobbuooad

oooot oooof

oooof

oooof

fooooooo

1 0000

oo0odoo0o0ooooooDooooooooog
0o0o00doo0o0ooooooDoooOoooOoooo
00000 0oO0oo0o0DOo0oDoooOoooOoooo
00000 000oo00oO00DoooOoooOoooao
0000000000oo0ooooooooooog
oo0oOoooOoooooooooa

oo00o0O0oo0o0ooOo0bOooboooOooooog
0oo0doo0o0oo0ooooooooooooOoooo
0oo0doo0O0oo0oooooDoooOoooOoooo
0o0o00do0o0o0oooooobDoooOoooOoooo
00000 0oO0oo0o0DOo0oDoooOoooOoooo
o00oooooooooooo (1,20

oo0000o0o00o0o0noOooboooooooog
0o0000000O0obO0ooOoooOooooooooog
0000000000000 00000004dMotion
to BeatO OO QOO OO

2 Motion to Beat OO0 00O
O10000000000000000000000
gooooo3000boooooooooobooon
goobo0ooooooooooooooooooon
TOODODODOOOOOoOOooOoooooooooooo
goobo0ooooooooooooooooooono
0000000000000 Microsoft OO Kinect[?)]
gooooooooooooooooooooooo
goooooooooooooooooooooooo
godobo0ooooooooooooooooooon
gdoooooooooooooooboooo

2.1 000000000
0000000000000 Beat Spectrum [4] O
00000000:000000000000000
0000000 R, R, 000000 (1)0(2)000
000

. Nb .
Bo= 3OS0 (1
R = > Su). @

O0D0O0ONON,O0000D0000D000D00000
00D000D0O0oSi(Hos: (j)oooooooooo
0000000000040 ;0000000000

*Beat Music Playing System Based on Motion RhythmO
Yasuhiro SUZUKI TAkinori WAKABAYASHI t, Ryosuke
YAMANISHIT  and Shohei KATOf

TNagoya Institute of Technology

Gokiso-cho, Showa-ku, Nagoya 466-8555, Japan

{yhsuzuki, waka, ryama, shohey}@katolab.nitech.ac.jp

4-719

O
go

Motion Section

Human Motion

BeatMusic
—~. DataBase

Motion
Capture .+ Play Section -

1
1

X= |
Y= bl
Z= |l

bk el
3D coordinate

| N
(Head

Head |

I etc Beat Spectrum

Of Motion

etc p
-

i | Beat Spectruml
4 \Of Music

__________________

0 1: Motion to Beat DO O OO0
00000 (3)D4)oouooooooo

J

SiG) = —B 3)
EAIEA

. ,Ui 'Uj

Si() = —VnUh @)
ERIEA

O0000w00, 000000000¢000000
gboobgobooboaobooboobobooan
gboooboobooboob3boobooon

2.2 00000000000

000000000000000000000000
O0000OKinect 00OOOOOOOOCOOOCOCO
0000000000000000000000000
000000000000000000000000
000 LO0000000000000000000
000 Beatseee 000000

Nop,
Beatseieet = argminz |Ri — R |. (5)

lel 55

3 UDougdgooobod

oboobooboobooboooobooboooog
goooboooobobooooboooooaon
gooobooooboboooooboooooan
00000000000 0O000 1fps00000O0OD
obooooooooooooon T=300 N, <4500
L=1080000

31 0000000000
020000000000000000000000
OD000000000000000 Beatseee: 0 Beat
Spectrum 0 0000000000000 Beatseree: U
0000000000000000000000

Copyright ©2012 Information Processing Society of Japan.
All Rights Reserved.



i
S
N
ik
i
i
El
it
]
>%
b

v 03758  ~
i~ A

e
[ A
0 O #BSHTAI—FlEKnectiHLTEBERLAKES
0 0 3: 00000 Beatowen 0000
oo
o -2V OAGE 4 0OOOd

Beatscroct

Similarity rate between i and j
@ o=
g 8
g 8
—
)
€X&

0 1 2 3 4 5 6 7 8 9

time(s)

0 2: 00000 Beatgsejeer 0 Beat Spectrum 0O O O

0300000000000 Beatseeee 10000
0000000 Beatsee: 0000 ADCODOODODO
000000000000000000000000
000000000000000000000000
000000000000000000000000
00000 BODOOOODOOOOOOOOOOO
0000000000000000000000000
0000000000000000000000000
000000000000000000000000
00000 ADCODOOODOOOOODOOOOOOO
0000000000000 00000000000
BODOOOOOOOOOOOOOOOOOOOOOO
0000000 Beatseey 100000000000
000000000000000000000000
000000000000000000000000
ooo

3.2 000000
00000000000000000000000
00000 10000000000000000000
0000 Beatseey 100000000000000-
0000000-30+430 7000000000000
00000000000 1000030000000
00000000000000000 3100000
0000000000 21000 0540000000
000000000000000000000000
000000000000000000000000
0000000000000000000000000

4-720

obooboobooboobooooboobooog
gooobooooboboooooboooooaon
00000 Motion to Beat 00O 00OODOODOO
goooboooOooooooooooooooooon
ooooboooobooboooooboooooan
oooobooooobooboooooobooooooaon
goboooooboooboooobbooobobooooog

goboobooboooobooooobooboooonog
oooobooooboboooooboobogooo
oboobooooboboooooboooooao
000000000000000 [(fjo00o0ooon
gooobOobooooooboboooooooboaon
ooooboooobooboooooboooooan
oobooooboooobooooobooboooooog
gooobooooboboooooboboooobon
goooobobooooboobobooobobooog
oooobooooboboboooooboooogoo

ud
oboobooboobooboooobobooog

OO0 BOOOOO 2070019900 0000000000

goboobooooboooobooooon

oo

) 000, 0000,0000,000,00000
goboooobobobboooobobboooo
0,000000000, Vol. 50(12), pp. 2900
2909 (2009).

[2] YAMAHA, : miburi:
http://www.yamaha.co.jp/design/products/
1990/miburi/.

[3] Microsoft, : kinect:
http://www.xbox.com/en-US/kinect.

[4] Foote, J. and Uchihashi, S.: THE BEAT SPEC-
TRUM: A NEW APPROACH TO RHYTHM
ANALYSIS, In Proc. IEEE Int. Conf. on Mul-
timedia and Expo, pp. 881-884 (2001).

[ D00O0,0000,0000000000000
ggooobooooo,boooooboboooa,
Vol. 90-D(8), pp. 2242-2252 (2007).

Copyright ©2012 Information Processing Society of Japan.

All Rights Reserved.



