F/ERODAAITELIZ3DF D AD E K FiE

Miki Okamura

B G - IEEORMR THLA /~ M, ZFOOEZ L TV S A R B TX 5L ED
D, AWFFETIL, PR BRI DA )~ bLEF L ADBRIZONTEERL, A/~ 3hbH
2T A2 BIET, FISROEKOEIINNZ , &/~ bUYTEIE D/ T —RoA— R Y
ZFBIL ., EH - BRI DO PRI ED b D EEND, £, WERE FEBRTH U REA
~IROT =By b5 T, EDXHA )~ IXPBE L ADIRV AT IR L TA A= E DD
LT H U RABWESDF )~ M EEK DT )~ M OB G A b+ 5 AT LT/~
MR REZR B IC L RINSRT T D, HHTEEATTL 3DCG ¥V AE AT 53y
"I —2EFT N TCThD FACT IZA /<M RORINRI VA NT) X A ERTHIET, A /~h
PO A RN G E S ARG T D2 a2 T,

Onomatopoeia, a generic term for onomatopoeic and mimetic words, is said to be able to express
sensory impressions delicately with a single word. In this study, we examine the relationship
between onomatopoeia and dance from subject experiments, and aim to generate dance from
onomatopoeia. In addition to expressing impressions and textures, onomatopoeia is said to be able to
express the power and speed of movement and to enhance understanding and interest in movement
and motion. First, a dataset of dance and onomatopoeia was obtained in a subject experiment to
collect what kind of onomatopoeia is imagined for dance choreography. The onomatopoeia for the
dance movements were converted into learnable values using Shimizu et al.’s system for quantifying
texture impressions of onomatopoeia, which were then converted into a series vector. By inputting
the onomatopoeia vectors to FACT, a network model that generates 3DCG dances conditioned by
music, and by generating dances, we attempted to apply the complex impressions of onomatopoeia
to the generation of dances.
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