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Abstract

Artistic efforts to visualize the trajectory of human motion have been tried consistently. By visualizing
the trajectory of motion that occurred during a period of time in one frame, it is possible to visualize the
characteristics of motion. In this paper, visualization technique that expresses the trajectories of motion
based on spatial data generated by motion capture technology has been studied using a game engine. In
particular, we studied about the production technique of media art that expresses the trajectory of
Taekwondo, representative martial art of Republic of Korea, which has dynamic technique of aerial motion
and splendid technique of kicking.
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[Fig. 1] Tackwondo Motion Capture System
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[Fig. 5] Avatar Based Tackwondo Animation
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[Fig. 6] Geometry Based Tackwondo Animation
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[Fig. 7] Visual Effect Component
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