HEAORD =Y 5 HSEBFis" DI EANDEEEZFH S F I DILRORER

ICTZERUR. RCRD 3 REEEF — ARFIN DBESZIR

MRBIRREE : B —18 HFAY AFRAAILHRR 58

REAFHERE : HRAF KFRIBEHRFIR

B9 :

DF SRR EID R, FEEREDBE I ZGEAL. EFBRKICENIT LD -
ERFEROTUVS, TR TIE. BEEEMPF—AZR—YICHBITD BRI LW AKRBMESHRIFE EDBIK
AFWVEIRIC, TOINZ LETERWICARIAL, WRNMDRTEIHEIRTL | ERETO BovgusL

KBRS B, BRIIR R ORRIADRSIC. AEREEFE T RABHLNAARENE S n
Y,

sTAIFEEZ LI D

BEDAIVT LCBEETOERNRE COFADORR
HRMHE : =

O SHENRBAFL QMRS FEORMFE \ ] tro L g (B ERHR - £ IERER) + Y E
ST HEEBEDBADEREIHE, /(TA—I2Y - 7=y, F-LAR-YELTO P
iy &E%;?w%m SUNBZFVEERNINL. EOMRER o L pim=nomse
O FHULWAKENESHIF & 1 %%ﬁ*ﬁ'iﬁﬁ% ,
BEDAIST ©APEESREDLEHEI TOZ ADRV\ENEZ, BIRREOETE ol -
HERE (CEIEZNMNIBERGTRITES. CNEXTICRVEFTIRFTDEIRZ TN a'S
E}bg-o VAd b 3 = rFx B ¢ ‘
= BADGHELE /SN T+—ILTT7—Y F—LRKR—Y
- /

NICED., BENRIBEICFESRV, IEFT O RICEDIDCEFERNBIEEL D,
EFOS AZEI LT, D FEhn bR ICHSHUVBE RO 5/ EH1RE T 3,




Improving intellectual capability to enhance “a Socially Active Life”

for overcoming the reducing labor force

Support using ICT for succession of skills concerning body coordination and team

cooperation

Project Leader : Kazuhiro UEDA

Professor, Graduate School of Arts and Sciences, The University of Tokyo

R&D Team : Interfaculty Initiative in Information Studies, The University of Tokyo

Summary :

In the aging society with fewer children, it is considered to efficiently hand embodied skills, as a type of “tacit
knowledge,” on to the next generation in order to develop young people. This research project aims to quantitatively

clarify the underlying mechanism of embodied skills in performing arts,
including Japanese traditional arts, and team sports such as basketball.
In addition, it aims to construct teaching systems which enable to hand
such embodied skills on to the next generation. For these purposes,
this project also aims to establish a revolutionary method for human
motion capture that is completely different from the existing ones in
measurement principle and accuracy, as well as application range:

/Development of a new method of

human motion capture
for those who wear costumes, in wide-range
areas, with high sampling rate and accuracy

Measurement of performers and athletes
\ on actual stages and sports stadiums

This method will enable us to measure the rapid motions of

performers and athletes in wide-range areas like actual stages or
sports stadiums under such a natural condition that they are wearing
their costumes or sportswear as normal.

In the end, evidence-based methods for development of young
players, which do not rely on an oppressive and commanding way
of teaching and meet the needs of the aging society with fewer
children, will be provided, which enables young people to enter
performing arts and team sports at ease.

‘ Sensing (motion/physiological measurement) + Machine learning ‘

/Analysis of the underlying mechanism of embodied
skills and construction of teaching systems enabling to
hand such embodied skills on to the next generation

\Japanse traditional arts ~ performing arts team sports

\




