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Systematization and Evaluation of Lighting Information based on Analyzing of
Digital Contents
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In this research, we place our primary focus on a dramatic rendering
technique expressing intention of content creation. The goal of this project is two fields. (1)
Content design support method and its database such as lighting, camera work and so on for design
support and high quality of video content, (2) a method for evaluating quantitative lighting design
by electroencephalogram measurement. As a result, it became possible to support storyboard design by
constructing a scrapbook based on an implicit knowledge by the analysis of lighting information.
Moreover, by analyzing quantitatively CG animation by electroencephalogram measurement, common
impression received at viewing time was analyzed. We were able to investigate the relationship
between lighting and timing of appearance of characters.
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71 scenes and 2573 shots
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* Result: 97 shots in 11 scenes

First selection: 4 shots (following camera motion
path, with weapon, 1 robot, high lighting, moving
emotion...)

* Final selection: No.59--1
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