R[N VA

R T aig iR s = REEER T AR

RO, R RS2, BIRIE D, R

MBS PR KA T 20 2 B B B AR 5 SO S 5t T H 5 S0 %, Jhat 102101)

YAt RHE R AR, Jbat 100083)

ST HEWFERFALE A BRA ], B 750002)

- SNy L R (TR e A e s (VAR S L SR S e e 2 ) £57'S S 2 T RE 25 Sa el (BRI RGBT DR M i e 0
JROEL L R P R AT AR R Bl ) B 8. A SO0 1L )l BACR SR R B s A SIS m H  Jos. RAR T 7L
BRI B IR ARSIV E S, RJGAE Maya FPHET AL, EEANE . SERORBCE T, P
MmmmMm%GDﬁEE@ﬁﬁ%%éy%%%&T%iﬁ%@ﬁ%@%k%@.%i@ﬁ?*&ﬁﬁ%%%
PRI e A7 5, TRLA 13 AN BRI PR B A N 2%, - ) B2 1R DRI e 7 v 1 B

KHRIA: AERHE, PRIEACT L, 3D B, SRR S )

http://www.c-s-a.org.cn 2016 & 255 F 6 M

National Dance 3D Digital Display Method Based on Motion Capture Technology
ZHAOfthmgkZHU}kixu“)xmmFagiZHUNM&Lm‘

1(Mobile Media and Cultural Caleuiation Key Laboratory of Beijing, Century College, BUPT, Beijing 102613, China)

%(School of Automation and Electrical Engineering, USTB, Beijing 100083, China)

3(Ning Xia Daily Media Co. LTD, Yinchuan 750002, China)

Abstract: The 3D model animation plays an important role in the digital design and application. Though many scholars
have got research achievements of 3D model animation, how to reproduce the national dance by 3D digital technology is
a challenging problem now. This paper uses the motion capture technology to display 3D digital national dance and
compared it with the method only based on the 3D model. Firstly, the motion capture equipment gets human motion data
file and then creates 3D model which included skeleton, skin and weight work in Maya. By MotionBuilder, 3D model
was combined with motion capture data. In this paper the real dance of 13 different nationalities%ﬁnélly is shown by
virtual characters at virtual scene. %
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