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Abstract

Retargeting motion capture for traditional dance animation faces challenges in
maintaining biomechanical accuracy while preserving cultural expressiveness,
especially when human motion data are transferred to character models with
different skeletal structures. This research aims to optimize the retargeting of
East Java Remo dance through an adaptive artificial intelligence-based
evaluation approach. The Remo dance movement was recorded using a multi-
camera optical motion capture system and retargeted to two types of 3D
characters: realistic and stylized. The evaluation was conducted using
quantitative metrics (Mean Squared Error, Structural Similarity Index, Dynamic
Time Warping, and Kalman Filtering), as well as a qualitative approach through
Laban Movement Analysis. Subsequently, Mamdani fuzzy logic was integrated
to synthesize all these parameters into the Fuzzy Retargeting Quality Score
(FRQS). The results showed that the realistic character had higher movement
accuracy (MSE = 0.0032; SSI = 0.89; DTW = 0.92) and obtained an FRQS
value of 86.4 (very optimal category), whereas the stylized character obtained
an FRQS of 71.2 (moderately optimal), reflecting a compromise between
movement precision and visual appeal. The integration of fuzzy logic allows for
more contextual and human-centric retargeting evaluation, as well as

strengthening the dual-model approach to preserving and educating about
traditional dance through digital animation.

1. Introduction

Remo dance is an important representation of Indonesia's intangible cultural heritage, originating from East Java.
Its energetic, dynamic, and expressive characteristics make this dance both an artistic performance and a symbol of
Javanese men's heroism and agility [1]. Technology-based preservation approaches are now a global concern,
especially as they enable the translation of cultural expressiveness into digital forms that can be distributed across
media [2]. However, preserving the authentic movement of Remo Dance amid the challenges of cultural digitalization
and the shifting tastes of younger generations demands a new approach that combines traditional heritage with visual
technological innovation. Motion capture (MoCap) technology has become one of the most promising methods for the
documentation and preservation of traditional dance due to its ability to precisely record three-dimensional movement
data [3]. In recent years, motion capture systems have also been widely used in digital cultural heritage research, not
only for documentation but also for performance analysis and movement learning using artificial intelligence [4]. Its
application has been successfully used in the digitization of the Serampang Laut dance [5] and Dunhuang dance [6],
demonstrating the effectiveness of this method in capturing the essence of complex body movements.

However, significant challenges arise in the retargeting process when transferring motion capture data to
characters with different skeletal structures. These challenges can be categorized into two key problems. First, the
technical problem involves the loss of biomechanical accuracy, spatial distortion, and temporal misalignment during
motion transfer, which often results in artifacts such as joint instability and inconsistent motion phases [7]. Second, the
conceptual problem is the absence of culturally sensitive and human-centric evaluation metrics [8], [9]. Existing
approaches mainly rely on numerical accuracy and visual similarity, which are insufficient to represent the expressive
and symbolic dimensions of traditional dance [10]. These limitations highlight the need for an evaluation framework that
integrates computational precision with cultural interpretation.

Artificial intelligence-based approaches such as Dynamic Time Warping (DTW) and extended Kalman Filtering
are also key in aligning and validating animation results against original motion data [11]. Furthermore, evaluation based
on Laban Movement Analysis (LMA) becomes an important tool for measuring aspects of cultural expressiveness in
digital dance movements [12]. Previous studies on motion retargeting have predominantly focused on improving
numerical accuracy, spatial alignment, or visual realism using techniques such as inverse kinematics, smoothing filters,
and temporal synchronization algorithms [8], [9], [10], [11]. While these approaches are effective in enhancing technical
performance, they lack integrated decision-making mechanisms that incorporate both quantitative metrics and
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expressive evaluation. In the context of cultural dance preservation, this creates a critical gap, as movement quality
cannot be fully represented by numerical indicators alone. This research addresses this gap by introducing a fuzzy
logic-based framework that functions as a bridging mechanism between computational precision and cultural
interpretation. The novelty of this approach lies not merely in the use of fuzzy logic, but in its role in synthesizing objective
metrics and subjective expert knowledge into a unified evaluation system.

This research offers a dual-model approach by comparing the performance of stylized and realistic 3D characters
in representing Remo dance movements through quantitative and qualitative evaluation parameters. Realistic models
focus on biomechanical precision, whereas stylized models aim to appeal to a young audience [13]. The integration of
these two approaches aligns with the trend of human-centered Al-based cultural animation design, which emphasizes
a balance between biomechanical accuracy and user aesthetic perception [14], [15]. Fuzzy-based approaches are also
used for procedural movement in animation, such as camera movement [16], character interaction, and other
environmental assets, which expands the scope of artificial intelligence in optimizing animation production [17].

This combination of strategies becomes the meeting point between cultural preservation and educational
animation design. Thus, this research encourages the strengthening of cultural digitalization while also filling a research
gap in the optimization of data-driven retargeting for local dance movements. The results of this study are expected to
be an important reference in the development of other cultural dance animations while also supporting the creation of
an automated evaluation system that is more sensitive to the aesthetic complexity and meaning of movement in
Indonesian culture. This study is positioned at the intersection of motion capture technology, artificial intelligence, and
digital cultural heritage. Unlike conventional retargeting optimization approaches that primarily emphasize numerical
accuracy or visual realism, this research embeds cultural expressiveness as a core component of algorithmic
evaluation. By integrating computational metrics with human-centered interpretative frameworks, the proposed method
advances retargeting evaluation from a purely technical process into a culturally aware decision-making system. This
interdisciplinary positioning strengthens the relevance of this work for both intelligent systems research and digital
heritage preservation domains. The main contributions of this research can be summarized as follows:

+ Development of a dual-model retargeting evaluation framework comparing realistic and stylized characters.

» Introduction of the Fuzzy Retargeting Quality Score (FRQS) as a composite and human-centric evaluation metric.

* Integration of quantitative methods (MSE, SSI, DTW, Kalman Filtering) with qualitative evaluation using Laban
Movement Analysis (LMA).

* Implementation of fuzzy inference as a decision-making mechanism bridging numerical accuracy and cultural
expressiveness.

+ Contribution to digital preservation methodologies for Indonesian traditional dance through Al-based motion
evaluation.

To address these challenges, this study proposes an integrated evaluation framework that combines motion
capture technology, artificial intelligence, and cultural movement analysis. The proposed approach introduces a dual-
model retargeting evaluation (realistic and stylized characters) and a Fuzzy Retargeting Quality Score (FRQS) that
synthesizes quantitative metrics and qualitative expert knowledge. The novelty of this work lies in the use of fuzzy logic
as a bridging mechanism between computational accuracy and cultural expressiveness, enabling a more human-centric
and context-aware evaluation of traditional dance animation.

2. Research Method

This research uses a quantitative-computational approach to evaluate and optimize the retargeting values of
Remo dance movements recorded using motion capture technology. This approach aligns with current research
directions in the field of human motion analysis, which combine statistical models and fuzzy-based intelligent systems
to assess movement quality multidimensionally [18], [19]. The main goal is to analyze animation models that visually
and structurally closely resemble the original movements of human dancers, considering biomechanical accuracy
parameters as well as the audience's aesthetic perception. The initial step was to record the movements of the Remo
dance using a multi-camera optical motion capture system. This system has been proven to accurately record three-
dimensional movements in ethnic dances and other traditional cultural performances [20]. The MoCap data obtained
were then processed through Blender software to be retargeted to two 3D character types: realistic and stylized, as
shown in Figure 1. This retargeting process becomes a crucial stage because it involves the transformation of movement
between different bone structures [21], which can lead to spatial errors, especially in extremities such as hands and feet
[22]. Pose- and shape-aware retargeting approaches have proven effective in reducing spatial errors through adaptive
interskeleton mapping, as introduced in the latest generation cross-frame models [7], [10].
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Figure 1. Stylized and Realistic Character Models used in this Study to Compare Retargeting Performance,
Representing Two Different Approaches to Balancing Biomechanical Accuracy and Visual Appeal

To optimize retargeting results, segmentation and keyframe mapping based on motion phases were performed,
supplemented by spatial and temporal interpolation to maintain movement continuity. Initial evaluation used joint
position error and pose similarity index as quantitative indicators [23]. Meanwhile, retargeting errors were minimized
through adaptive inverse kinematics techniques and the incorporation of elastic deformation to address character
geometry differences [9]. As part of the validation, an artificial intelligence-based motion evaluation system was used
to compare the animation results with the original motion template. The Dynamic Time Warping (DTW) algorithm was
employed for temporal alignment due to its effectiveness in measuring sequence similarity in motion data, as
demonstrated in prior motion analysis studies [11]. The combination of these two algorithms has also been adopted in
human movement performance evaluation research because it can simultaneously identify temporal and spatial
deviations [23]. This approach is adapted from previous research on optimizing various dance movements using motion
capture and real-time motion tracking systems [24], [25].

Laban Movement Analysis (LMA) is incorporated as a qualitative framework to evaluate movement
expressiveness, extending its application from motion retrieval studies to culturally grounded animation assessment
[12]. This is important because the movements in Remo dance are not just spatial positions but also contain narrative
meaning and a spirit of resistance that must be preserved in the retargeted animation. The results of the subsequent
movement evaluation were interpreted using a combination of metrics: Mean Squared Error (MSE) for joint position,
Structural Similarity Index (SSI) for movement images, and subjective scoring from dance experts and cultural animators
[26]. With these data, a multivariate regression-based predictive model was built to identify the technical parameters
that most influence the suitability of retargeting results compared with the original motion.

To accommodate the multidimensional and ambiguous nature of dance movement quality, this study integrates
the Mamdani fuzzy logic system as a decision optimization layer. The Mamdani inference system was chosen for its
ability to combine quantitative and qualitative parameters in a linguistic form, which closely resembles how humans
evaluate movement performance [18], [27]. Quantitative parameters (MSE, SSI, DTW) and qualitative parameters (LMA
score) were mapped into linguistic sets. The fuzzy inference system was used to generate a retargeting quality score
(Fuzzy Retargeting Quality Score/FRQS) that represents the balance between biomechanical accuracy and cultural
expressiveness. This methodological approach yielded visually realistic dance animations and facilitated the creation
of an Al-driven automated rating system for traditional cultural dances. This methodological design extends prior work
in cultural heritage digitization [6] by operationalizing both computational and interpretative evaluation into a unified
system.

3. Results and Discussion

As shown in Table 1, the realistic character consistently outperforms the stylized model across both MSE and
SSI metrics. This indicates that the realistic model is more capable of preserving both biomechanical accuracy and
visual similarity to the original motion. More importantly, this performance difference suggests that structural similarity
alone is not sufficient without maintaining joint-level precision, which is critical in representing culturally meaningful
dance movements. In addition to these technical metrics, a subjective assessment was conducted by dance experts
and cultural animators to evaluate the aesthetic aspects, fluidity, and cultural authenticity of the animated movements.
In this scoring, although realistic characters were rated higher in terms of movement authenticity and cultural expression,
stylized characters received high scores for visual appeal, particularly for young audiences. This indicates that lower
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MSE and higher SSI values are not only indicators of numerical accuracy but also reflect the system’s ability to preserve
movement authenticity. In the context of traditional dance, this is particularly important, as accurate motion reproduction
directly influences cultural interpretation and learning effectiveness.

Table 1. MSE-SSI Evaluation and Expert Subjective Scoring
Mean Squared Error  Structural Similarity Expert Subjective

Character Type

(MSE) Index (SSI) Scoring
Realistic 0.0032 0.89 8.7
Stylized 0.0068 0.76 7.2

Table 2. Analysis of Laban Movement Analysis (LMA) on the Remo Dance Animation

LMA Realistic Stylized
aspect character character

Interpretation Explanation

Realistic characters show high precision in articulating
Body 9.0 7.5 body joints, whereas stylized characters are less accurate,
especially in the lower extremities.

Realistic characters replicate the dynamics and energy of
Effort 8.8 7.8 the original movement, whereas stylized characters lose
some of the dynamic energy of the movement.

Realistic animation effectively utilizes movement space,
maintaining depth, range, and spatial patterns that closely

Space 8.7 7.3 resemble the original, unlike stylized animation, which is
more limited.
Realistic characters consistently maintain their body shape
Shape 8.9 8.0 and smoother movement transitions, whereas stylized

characters tend to experience some form of distortion.

Figure 2. Details of Motion Capture Movements Translated onto an Animated Character

The experimental results in this study show that the motion capture data retargeting process for the Remo dance
produces significantly different animation qualities between the two-character model types: stylized and realistic. The
realistic model demonstrates higher movement accuracy, requires less adjustment to the graphical data, and can
maintain the authenticity of the Remo dance movements more precisely, as shown in Figure 2. Analysis of Laban
Movement Analysis of the Remo dance animation, as shown in Table 2, reveals that realistic characters can represent
movements with high expressiveness across various key aspects evaluated. In terms of the body, realistic animation
shows joint articulation that is very close to the dancer's original movements, reflecting high technical skill in motion
retargeting through motion capture technology. Conversely, stylized characters exhibit a lack of precision in the lower
extremities, affecting the overall biomechanical alignment of movements. In terms of effort, the realistic animation
successfully captures the energy, tempo, and intensity of the Remo dance's movements, showcasing dynamics that
reflect the courage and agility characteristic of the dance. Although stylized characters remain visually appealing, they
are less capable of reproducing the dynamics equivalent to those of realistic models, resulting in weaker movement
energy.

From a spatial perspective, realistic animation is effective in using three-dimensional space, showcasing depth,
range, and movement patterns similar to the original dancers' movements. This animation more accurately preserves
the characteristic patterns of Remo dance, such as hand gestures, dynamic forward steps, and foot stomps. On the
other hand, stylized characters face limitations in exploring movement space, making some key elements of the spatial
pattern less clear. Recent studies show that the representation of dance movements in three-dimensional space can
be improved through a spatial-temporal graph neural network system, which allows for more accurate trajectory
prediction for stylized visual styles [28]. In terms of shape, the realistic characters show very smooth and consistently
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maintained transitions between poses, making the aesthetics of movement closer to the appearance of real dancers.
The stylized character, although visually expressive, exhibits some form of distortion that reduces the overall aesthetic
quality of the movement, especially during rapid changes in pose or direction of movement. Nevertheless, the LMA
analysis simulation confirms that the realistic character is superior to the stylized character in maintaining the
expressiveness and accuracy of Remo dance movements.

Table 3. Evaluation of Movement using DTW and Extended Kalman Filtering

Evaluation Character Alignment Motion . .
Average Interpretation Explanation
Method Type Value Deviation

The temporal alignment of the realistic animation's movements is very
DTW Realistic 0.92 2.8 high, indicating that this animation is almost perfectly synchronized with
the original movement phases.

Stylized animation has lower temporal phase alignment of movement
DTW Stylized 0.80 5.3 with higher spatial deviation, indicating imperfections in synchronizing
complex movements, such as foot stomps and hand gestures.

The Extended Kalman Filter shows that realistic animation can

KE:Itmearn Realistic 0.94 2.4 dynamically maintain the original motion prediction with a very low error
rate.

Kalman Stylized animation shows less stable motion prediction results,

Filter Stylized 0.77 6.0 indicating the need for additional interpolation and optimization in

motion retargeting to make it more realistic.

As presented in Table 3, the realistic model demonstrates significantly better temporal alignment and lower
motion deviation compared with the stylized model. This indicates that the realistic model is more effective in preserving
the temporal structure and synchronization of movement. In contrast, the stylized model shows noticeable
inconsistencies in timing and spatial accuracy, particularly in complex motion segments, which affects the overall
coherence of the animation. These findings indicate that the stylized model struggles to preserve fine-grained motion
details, particularly in complex movement segments involving extremities such as hands and feet. The use of Extended
Kalman Filtering for further evaluation highlights the performance differences between the two animation types. For
realistic characters, the Kalman filtering results further confirm stable motion prediction and dynamic consistency. This
stability is essential for ensuring smooth transitions and continuity in dance movements. On the other hand, the stylized
model exhibits less stable predictions, indicating the need for additional optimization to achieve comparable motion
fidelity. The high DTW alignment observed in the realistic model suggests strong temporal consistency with the original
motion, which is essential in preserving rhythmic structure in traditional dance. Compared to prior studies that primarily
focus on spatial accuracy [11], this result highlights the importance of integrating temporal evaluation for culturally
meaningful motion representation.

These results show that stylized characters face challenges in accurately predicting movements, especially in
segments requiring rapid and high-intensity changes, necessitating additional adjustments or the use of more advanced
spatial and temporal interpolation techniques. Overall, this simulation clarifies that realistic animated characters offer
better accuracy and stability in digitally replicating the cultural movements of the Remo dance. However, stylized
characters remain relevant, particularly for educational or entertainment media that emphasize visual appeal over
precise movement. Table 4 shows the definition of the membership functions used in the fuzzy system. The value range
is determined based on the empirical distribution of the MSE, SSI, DTW, and LMA scores. This approach allows the
fuzzy system to capture the gradual transitions between movement quality conditions, which cannot be represented in
binary form by conventional evaluation methods. Compared with previous motion retargeting approaches that rely on
single-metric evaluation or focus mainly on visual realism [8]-[11], the proposed method provides a more
comprehensive assessment by integrating multiple quantitative and qualitative parameters. This enables a more robust
evaluation of movement quality, particularly in cultural contexts where expressiveness and meaning play a critical role.
Unlike prior approaches that primarily rely on single-metric evaluation, this study demonstrates that combining multiple
metrics with fuzzy inference provides a more robust and context-aware assessment.

Table 4. Membership Functions used in the Fuzzy Inference System, lllustrating How Quantitative Metrics are
Transformed into Linguistic Variables to Model Expert-based Evaluation of Movement Quality
Variable Linguistic Set Value Range
MSE Low 0-0.004
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Medium 0.003 - 0.007
High > 0.006
SSi Low <0.75
Medium 0.70-0.85
High > 0.80
DTW Bad <0.80
Good 0.78 -0.90
Excellent > 0.88
Score LMA Weak <75
Moderate 7.0-8.5
Strong >8.0

Table 5. Fuzzy Inference Rules Representing Expert Knowledge in Evaluating Movement Quality, Demonstrating How
Biomechanical Accuracy and Expressive Parameters are Integrated into Decision-making Logic

No Rule

R1 IF MSE low AND SSI high AND DTW excellent AND LMA strong THEN FRQS very optimal

R2 IF MSE low AND SSI medium AND DTW good AND LMA strong THEN FRQS optimal

R3 IF MSE medium AND SSI| medium AND DTW good AND LMA moderate THEN FRQS fairly
optimal

R4 IF MSE high AND SSI low AND DTW bad THEN FRQS unoptimal

R5 IF SSI high AND LMA strong BUT MSE medium THEN FRQS optimal

Fuzzy inference rules, as shown in Table 5, represent how animation and dance experts intuitively evaluate the
quality of movement. The combination of biomechanical parameters and cultural expressiveness allows the system to
provide more adaptive decisions than a single numerical threshold-based approach. The defuzzification results in Table
6 show that the realistic character obtained an FRQS value of 86.4 and was categorized as “Very Optimal”. This reflects
a high degree of consistency between biomechanical accuracy, temporal alignment, and cultural expressiveness.
Conversely, the stylized character scored 71.2 on the FRQS and fell into the “Fairly Optimal” category, indicating a
compromise between visual appeal and movement precision. The integration of fuzzy logic allows retargeting evaluation
systems to move from a descriptive approach toward an intelligent decision-making approach. Unlike a single,
standalone metric, fuzzy logic combines various dimensions of movement quality into a single interpretive score that is
more aligned with human perception. In the context of traditional dance, this approach is important because the quality
of movement cannot be reduced solely to spatial accuracy but must also consider cultural meaning, energy dynamics,
and expressive continuity.

Table 6. Defuzzification Results of Fuzzy Retargeting Quality Score (FRQS)
Character Type Quality Score Fuzzy Category
Realistic 86.4 Very Optimal
Stylized 71.2 Fairly Optimal

The retargeting results on the realistic model show that only a little additional animation is needed for the face
and fingers, whereas the stylized model requires frame-by-frame animation for the legs. This finding reinforces that
character bone structure and rigging significantly influence the efficiency and suitability of retargeting results, consistent
with the findings of [7]. Visually, the animation on the realistic model provides a more defined and expressive sense of
movement. This is important because Remo dance is known for its agile and powerful movements, which, if translated
incorrectly, can lose the cultural meaning of its movements [1]. Therefore, a higher smoothing frequency is needed to
maintain the details of the movement dynamics. However, from a visual appeal perspective for children, the stylized
model is considered more adaptable because its cartoonish and expressive forms are more easily accepted by the
target audience, as demonstrated in a study [13] that observed that animated characters with disproportionate character
proportions are more effective in attracting children's attention. Despite their lower FRQS scores, stylized characters
remain highly relevant in practical applications. Their visual abstraction and exaggerated proportions make them more
engaging for younger audiences and suitable for educational media, where accessibility and attractiveness may take
precedence over strict biomechanical fidelity. This reinforces the importance of the dual-model approach as a balance
between accuracy and audience engagement. The fuzzy results reinforce the validity of the dual-model approach,
demonstrating that realistic models are more suitable for precision-based cultural preservation, while stylized models
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remain effective for educational and entertainment purposes. This confirms the importance of balancing movement
accuracy and visual appeal based on application context. These results demonstrate that the proposed framework
offers a significant contribution beyond conventional retargeting evaluation methods. By incorporating both
computational and cultural dimensions, this approach provides a meaningful advancement toward intelligent and
human-centered evaluation systems for digital cultural heritage.

4, Conclusion

This research proposes an interdisciplinary framework that integrates motion capture technology, artificial
intelligence, and digital cultural heritage for optimizing Remo dance retargeting. By combining computational accuracy
with cultural expressiveness, this study moves beyond conventional animation optimization approaches that focus solely
on numerical precision. The proposed framework demonstrates how algorithmic evaluation can incorporate human-
centered and culturally sensitive criteria, positioning this work as a bridge between technical animation systems and
digital heritage preservation. The integration of Mamdani fuzzy logic in this research makes a significant contribution to
bridging the quantitative and qualitative evaluation of the traditional dance motion capture retargeting process. By
mapping numerical metrics (MSE, SSI, and DTW) and expressiveness parameters based on Laban Movement Analysis
into a fuzzy inference system, this study successfully generated the Fuzzy Retargeting Quality Score (FRQS) as a
comprehensive indicator of movement quality. This score allows for a more adaptive assessment of animation quality,
approaching the way human experts evaluate dance movement, which cannot be fully represented by a single numerical
threshold. The defuzzification results show that the realistic character model consistently falls into the “Very Optimal”
category, whereas the stylized model falls into the “Fairly Optimal” category. These findings confirm that fuzzy logic is
capable of revealing the inherent compromise between biomechanical accuracy and visual appeal, while also
strengthening the validity of the proposed dual-model approach. Thus, a fuzzy system can serve as an evaluation tool
and decision-making mechanism in determining retargeting strategies that align with cultural preservation goals or
audience needs.

From a state-of-the-art perspective, this research utilizes a combination of the latest techniques in motion capture-
based animation optimization, such as the use of Butterworth smoothing filters, an inverse kinematics-based adaptive
rigging system, and analysis based on DTW and Kalman Filtering algorithms. The results show that this method can
improve the stability of animated motion and reduce spatial deviation to a score of less than 3 in the realistic model,
making it one of the best performances in the application of Nusantara cultural dance retargeting. This research
successfully fills the research gap that has previously existed between the need for precise cultural movement
preservation and educational character designs that align with the interests of the younger generation. Most previous
studies have focused on technically documenting movement or animation systems [7], [20], while this research
integrates an evaluation of cultural performative aspects and audience visual preferences. This research also
contributes a methodological foundation that can be adapted for other dances through a data-driven parameterization-
based retargeting approach.

Conceptually, the fuzzy logic-based approach developed in this research contributes to the development of a
more contextual, interpretive, and culturally sensitive dance animation evaluation system. This framework can be further
developed as an automated or semi-automated evaluation system for other traditional dance retargeting, including the
integration of machine learning for dynamic fuzzy rule adaptation. Thus, this research can enrich the field of motion
capture-based animation and open up new opportunities for the preservation of intangible cultural heritage through a
human-centric artificial intelligence approach. Further research indicates that the integration of Al into the animation
pipeline can be developed from various aspects, including integration with CAD [29]. The findings of this research can
serve as an initial model for wider application in other Indonesian dance preservation contexts and as an important
reference in the development of a culture-based automatic movement evaluation system. Looking ahead, expanding
the study toward multiple characters and exploring facial expressions and dance emotions through machine learning
will further refine the digital animation-based cultural documentation and education system.

Acknowledgement
The authors are grateful to DRPM and the Department of Visual Communication Design, Institut Teknologi
Sepuluh Nopember, for their assistance in researching and writing this study.

References

[11 S.Basri and E. Sari, “Tari Remo (Ngremong): Sebuah Analisis Teori Semiotika Roland Barthes Tentang Makna Denotasi Dan Konotasi Dalam
Tari Remo (Ngremong),” GETER: Jurnal Seni Drama, Tari dan Musik, vol. 2, no. 1, pp. 55-69, Apr. 2019,
http://doi.org/10.26740/geter.v2n1.p55-69

[2] M. Zhu, “Dance Basic Training Methods Based on Motion Capture Technology,” in 2021 2nd International Conference on Computers,
Information  Processing and Advanced Education, New York, NY, USA: ACM, May 2021, pp. 1278-1281.
http://doi.org/10.1145/3456887.3457507

[3] W.-S. Kim, E.-J. Son, J.-H. Sung, S.-W. Lee, and S.-M. Choi, “Creating Traditional Dance Animation Using Low-Cost Motion Capture
Equipment,” Journal of Korean Dance, vol. 64, pp. 49-63, Feb. 2024, http://doi.org/10.52892/RIKD.2024.64.3

Cite: D. Prasetyo, N. Ramadhani, K. Kusuma Wardani, and I. D. Andiany, “Optimization of Retargeting Motion Capture for Remo Dance Using
Fuzzy Logic”, KINETIK, vol. 11, no. 3, Aug. 2026. https.//doi.org/10.22219/kinetik.v11i3.2663


https://doi.org/10.22219/kinetik.v11i3.2663
http://doi.org/10.26740/geter.v2n1.p55-69
http://doi.org/10.1145/3456887.3457507
http://doi.org/10.52892/RIKD.2024.64.3

468

Kinetik: Game Technology, Information System, Computer Network, Computing, Electronics, and Control

[4]
(3]
[6]

[71
(8]
9]
[10]

(1]
[12]
[13]
[14]
[15]

[16]

[17]

(18]
[19]

[20]

[21]
[22]
(23]
[24]
[25]

[26]

[27]
(28]

[29]

Y. Peng, “Research on Dance Teaching Based on Motion Capture System,” Math Probl Eng, vol. 2022, pp. 1-8, May 2022,
http://doi.org/10.1155/2022/1455849

M. F. Mohd Herrow and N. Azraai, “Digital Micro Visualization Of Movements Through Motion Capture: A Case Study Of Joget Serampang
Laut,” Idealogy Journal, vol. 8, no. 2, Sep. 2023, http://doi.org/10.24191/idealogy.v8i2.473

A. Camurri et al., “WhoLoDancE: Towards a methodology for selecting Motion Capture Data across different Dance Learning Practice,” in
Proceedings of the 3rd International Symposium on Movement and Computing, New York, NY, USA: ACM, Jul. 2016, pp. 1-2.
http://doi.org/10.1145/2948910.2948912

C. Liu, B. Zhang, and W. Wang, “A Pose and Shape-Aware Cross-Skeleton Motion Retargeting Framework,” in 2023 IEEE International
Conference on Big Data (BigData), IEEE, Dec. 2023, pp. 2534—2540. http://doi.org/10.1109/BigData59044.2023.10386650

U. Celikcan, I. O. Yaz, and T. Capin, “Example-Based Retargeting of Human Motion to Arbitrary Mesh Models,” Computer Graphics Forum,
vol. 34, no. 1, pp. 216-227, Feb. 2015, http://doi.org/10.1111/cgf.12507

E. Hegarini, Dharmayanti, and A. Syakur, “Indonesian traditional dance motion capture documentation,” in 20716 2nd International Conference
on Science and Technology-Computer (ICST), IEEE, Oct. 2016, pp. 108—111. http://doi.org/10.1109/ICSTC.2016.7877357

A. Zhang and Y. Li, “Optimizing Motion Capture Data in Animation Sequences Using Machine Learning Techniques,” in 2024 IEEE 6th
International  Conference on Power, Intelligent Computing and Systems (ICPICS), IEEE, Jul. 2024, pp. 116-120.
http://doi.org/10.1109/ICPICS62053.2024.10797215

Y. Zeng and S. Zhao, “Application of Real-time Motion Capture Technology in Street Dance Movement Analysis and Optimization,” Applied
Mathematics and Nonlinear Sciences, vol. 9, no. 1, Jan. 2024, http://doi.org/10.2478/amns-2024-1913

A. Aristidou, E. Stavrakis, and Y. Chrysanthou, “LMA-Based Motion Retrieval for Folk Dance Cultural Heritage,” 2014, pp. 207-216.
http://doi.org/10.1007/978-3-319-13695-0_20

N. Hube, M. Reinelt, K. Vidackovic, and M. Sedimair, “A study on the influence of situations on personal avatar characteristics,” Vis Comput
Ind Biomed Art, vol. 7, no. 1, p. 23, Sep. 2024, http://doi.org/10.1186/s42492-024-00174-7

T. Peng, “Quantitative assessment of human motion for health and rehabilitation: A novel fuzzy comprehensive evaluation approach,” SLAS
Technol, vol. 29, no. 5, p. 100181, Oct. 2024, http://doi.org/10.1016/j.slast.2024.100181

L. Qianwen, “Application of motion capture technology based on wearable motion sensor devices in dance body motion recognition,”
Measurement: Sensors, vol. 32, p. 101055, Apr. 2024, http://doi.org/10.1016/j.measen.2024.101055

N. Ramadhani, D. Prasetyo, A. M. Shiddiqi, I. R. Mutiaz, and M. Hariadi, “Logic-Ca: A Fuzzy Logic-Based Framework for Enhancing the Camera
Angles and the Field of View in Traditional Dance Documentation,” Engineering, Technology & Applied Science Research, vol. 15, no. 5, pp.
26462-26470, Oct. 2025, http://doi.org/10.48084/etasr.12505

G. Deglorie, K. Samyn, and P. Lambert, “Procedural Animation of Human Interaction using Inverse Kinematics and Fuzzy Logic,” in Proceedings
of the 10th International Conference on Computer Graphics Theory and Applications, SCITEPRESS - Science and and Technology
Publications, 2015, pp. 340-347. http://doi.org/10.5220/0005310603400347

L. Peng, “Neuro-Fuzzy Logic for Automatic Animation Scene Generation in Movie Arts in Digital Media Technology,” International Journal of
Computational Intelligence Systems, vol. 17, no. 1, p. 301, Dec. 2024, http://doi.org/10.1007/s44196-024-00709-z

A. Szulc, P. Prokopowicz, K. Busko, and D. Mikotajewski, “Model of the Performance Based on Atrtificial Intelligence—Fuzzy Logic Description
of Physical Activity,” Sensors, vol. 23, no. 3, p. 1117, Jan. 2023, http://doi.org/10.3390/s23031117

Y. Shi, “Research on the Inheritance Method of Minority Music and Dance Art based on Motion Capture Technology,” in Proceedings of the 1st
International Symposium on Education, Culture and Social Sciences (ECSS 2019), Paris, France: Atlantis Press, 2019.
http://doi.org/10.2991/ecss-19.2019.44

C. Zhu and C. Joslin, “A review of motion retargeting techniques for 3D character facial animation,” Comput Graph, vol. 123, p. 104037, Oct.
2024, http://doi.org/10.1016/j.cag.2024.104037

M. Wang and R. Yu, “Digital production and realization for traditional dance movements based on Motion Capture Technology,” The Frontiers
of Society, Science and Technology, vol. 4, no. 11, 2022, http://doi.org/10.25236/FSST.2022.041102

C.LiandY. Yang, “Research on Remote Dance Motion Capture Evaluation System and Dance Injury Prevention Based on Intelligent Terminal,”
2024, pp. 477-482. http://doi.org/10.1007/978-981-99-9538-7_74

Y. Zeng and S. Zhao, “Application of Real-time Motion Capture Technology in Street Dance Movement Analysis and Optimization,” Applied
Mathematics and Nonlinear Sciences, vol. 9, no. 1, Jan. 2024, http://doi.org/10.2478/amns-2024-1913

C. Lu, “Feature data analysis of dance movements by motion capture,” Journal of Measurements in Engineering, vol. 13, no. 3, pp. 701-708,
Sep. 2025, http://doi.org/10.21595/jme.2025.24742

J. N. Mindoro, E. D. Festijo, and Ma. T. G. de Guzman, “A Comparative Study of Deep Transfer Learning Techniques for Cultural (Aeta) Dance
Classification utilizing Skeleton-Based Choreographic Motion Capture Data,” in 2021 International Conference on Computational Intelligence
and Knowledge Economy (ICCIKE), IEEE, Mar. 2021, pp. 74—79. http://doi.org/10.1109/ICCIKE51210.2021.9410796

R. S. Aimeida, F. Vasconcelos da Silva, and S. S. V. Vianna, “Combining the bow-tie method and fuzzy logic using Mamdani inference model,”
Process Safety and Environmental Protection, vol. 169, pp. 159-168, Jan. 2023, http://doi.org/10.1016/j.psep.2022.11.005

H. Wang, Y. Song, W. Jiang, and T. Wang, “A Music-Driven Dance Generation Method Based on a Spatial-Temporal Refinement Model to
Optimize Abnormal Frames,” Sensors, vol. 24, no. 2, p. 588, Jan. 2024, http://doi.org/10.3390/s24020588

H. Sun, “Optimization of Al-Generated Animation Based on Computer-Aided Design in the Digital Media Environment,” Journal of Cases on
Information Technology, vol. 27, no. 1, pp. 1-12, Jun. 2025, http://doi.org/10.4018/JCIT.382562

© 2026 The Authors. Published by Universitas Muhammadiyah Malang
This is an open access article under the CC BY NC SA license (https://creativecommons.org/licenses/by-nc-sa/4.0/)


https://creativecommons.org/licenses/by-nc-sa/4.0/
http://doi.org/10.1155/2022/1455849
http://doi.org/10.24191/idealogy.v8i2.473
http://doi.org/10.1145/2948910.2948912
http://doi.org/10.1109/BigData59044.2023.10386650
http://doi.org/10.1111/cgf.12507
http://doi.org/10.1109/ICSTC.2016.7877357
http://doi.org/10.1109/ICPICS62053.2024.10797215
http://doi.org/10.2478/amns-2024-1913
http://doi.org/10.1007/978-3-319-13695-0_20
http://doi.org/10.1186/s42492-024-00174-7
http://doi.org/10.1016/j.slast.2024.100181
http://doi.org/10.1016/j.measen.2024.101055
http://doi.org/10.48084/etasr.12505
http://doi.org/10.5220/0005310603400347
http://doi.org/10.1007/s44196-024-00709-z
http://doi.org/10.3390/s23031117
http://doi.org/10.2991/ecss-19.2019.44
http://doi.org/10.1016/j.cag.2024.104037
http://doi.org/10.25236/FSST.2022.041102
http://doi.org/10.1007/978-981-99-9538-7_74
http://doi.org/10.2478/amns-2024-1913
http://doi.org/10.21595/jme.2025.24742
http://doi.org/10.1109/ICCIKE51210.2021.9410796
http://doi.org/10.1016/j.psep.2022.11.005
http://doi.org/10.3390/s24020588
http://doi.org/10.4018/JCIT.382562

