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Mixed Redlity Pre-visualization in Filmmaking (3)
Building-Up of Action Scenes and Action Training System
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Abstract This paper describes a construction method of CG characters' action scene and a MR-based action training
system which are a part of researches of MR-PreViz project. To construct multiple characters’ action scene, we adjust time and
space consistency between each character and manage time schedules, semi automatically. On the other hand, the action
training system enables actors to learn their action effectively.
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