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Abstract This paper will present our method for the synthesization of dancing avatar animation to music. Our
method consists of a motion analysis, a music analysis, and a motion synthesis based on results of the analyses. In
the analyses step, a motion and music feature vector for each frame is acquired. These vectors are derived from mo-
tion keyframes, motion intensity, musical beats, chord changes, and music intensity. The motion is then synthesized
by motion graph tracing. For this step, the most correlated trajectory between music and motion feature vectors is
selected and the resulting motion is generated. We enhanced our method not only for off-line synthesis but on-line
synthesis too by considering the dependencies of each step. Our experimental results indicate that our proposed
method actually creates dance as the system 'hears’ the music.
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