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Abstract:

This paper investigate the possibility of a choreography authoring system of the dance

agents’ formation. The purpose of our research is to enable the visualized agents with each body-

motion and formation of them. The agents are expected to emphasize the ability of choreographer

to imagine the total view of the dance formation. The proposed system can save the body motions

of the dancers for each 3D coordination. We examined our developed functions, ”creating the

formation of the dancers,” with using reference lines and reference figures.
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