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A Simple Choreography Creation System  
Using Motion Data of Traditional Dances 

 

TOMOHIRO HAGIHARA†1 ASAKO SOGA†1 
 

Abstract: Traditional dances, which are intangible cultural assets, have been preserved mainly in the form of video, and there are 
few three-dimensional archives. In this study, we developed a simple authoring system that uses motion data to record and 
reproduce the choreographies of traditional dances. The motion data used to create the choreographies were acquired from 
professional dancers in advance with motion capture systems and a Leap Motion controller. Dance motion clips of body parts such 
as arms and hands are provided, and dance choreographies can be created by combining motion clips both by human body part and 
in chronological order. The start and end poses of each motion clip are defined, which allows users to create traditional dances 
easily. We tried to recreate a traditional Ryukyu dance piece by using the proposed system with motion data from Ryukyu dancing. 
As an additional application, we used the created motions in the AR Sarira casket system to support an exhibit of cultural assets at 
museums. 
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