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A Method for Generating Kinetic Onomatopoeia based on Lines Drawn to Represent Motion
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The goal of our research is to develop an onomatopoeia management system that supports a novice comic artist
to attach a kinetic onomatopoeia to his/her created cartoon panel for digital media. For that purpose, this paper
presents a prototype system that utilizes a method for selecting an adequate onomatopoeia to be attached onto
a cartoon panel. Our proposed system recognizes a hand-writing line drawn by a user, that represents motion
of a contained character/object in the cartoon panel. The proposed method of creating a kinetic onomatopoeia
is as follows: A type of the drawn line is judged by its shape and drawn speed, then coupled with an adequate
onomatopoeia based on the judged type. Finally, the system determines how the onomatopoeia moves by taking
the direction and the locus of the drawn line into account.
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