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In Japanese martial arts, as typified by karate, Maai” is regarded as one of the most important concepts. This
concept has two meanings: one pertains to the time taken to start a movement and the second pertains to the
distance between two objects. In particular, a precise blow, corresponding to the player’s motives, is considered
more essential than a powerful blow. Thus, a match of karate can specify the adjustment task of temporal and
spatial distances for striking a precise blow. The purpose of this study is to extract each player ' s Maai in karate
match. In previous studies, spatial Maai has been chiefly extracted. In this research, a player’s posture was defined

by using five planes to extract temporal Maai.
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