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Virtual Participation in Ukiyoe Appreciation using Body Motion
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Abstract: As one of the genres of Ukiyoe, there is something called ”Yose-e” (literally, an assembled pic-
ture). It is made by gathering humans or animals to build up a larger people or animal. In this research,
we develop a puzzle game which create Yose-e. In this game, members of Yose-e are regarded as pieces of
the puzzle. A player imitates the pose of the members and assembles some pieces in virtual space. Also, we
have various users experience the puzzle game. We aim for a new viewing experience of paintings through
the experience of difficulty or fatuousness of poses taken by members and creation of Yose-e with own poses.
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Fig. 1 ”Yose-e” drawn by Kuniyoshi Utagawa
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Fig. 2 Mikake ha kowai ga tonda ii hito da
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Fig. 3 Appearance of assembling poses
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Fig. 5 Making puzzle pieces (nose)
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Fig. 6 3D model created by player, and model created based
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Fig. 8 Image like Ukiyoe with superimposing 3D model on

player’s pose
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Fig. 9 Appearance of experience by contest visitors
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