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Decomposition and Synthesis of Sword Fighting
Play into/from Action Building Blocks
—The Beginning of Computational Tatelogy

Ryunel TENMOKU, ! Fumiaisa SHiBaTaf!
and HIDEYUKI TAMURA !

In MR-PreViz, which supports filmmaking using mixed reality techniques, it
is useful to realize synthesis of complicated action scenes from action building
blocks which are archived in advance. This paper describes building blocks
of sword fight actions which were defined by us in conjunction with a profes-
sional action coordinator, Taketo Nakamura and our synthesizing method of
complicated sword fight action scenes from action building blocks.
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Fig.1 Workflow of filmmaking using MR-PreViz.
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Fig.3 Construction methods of action scenes.
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Fig.4 State transition diagram of character.
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Fig.5 Trajectory of the blade.
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Table 1 Action building blocks and an example action scene.
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Fig.6 Examples of synthesized actions.
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