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A Study on the Applications and Algorithm of 3-Dimensional animation
Tool for the full color Display Panel
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Abstract

As the LED or LCD technology has been developed, if we use LED or LCD pannel, more wide color
range coluld be obtained as CRT monitor. Specially, full color LED display is developed by high brightness
blue LED. It can be applicable to display pannel with a long-life, wide visible angle and high brightness. A
display pannel shows the images of CRT monitor performed by the main computer. Graphic application in
the main computer is therefore more important in the market. Conventional 3D STUDIO, one of graphic
softwares, has difficulties in manipulating and understanding the specific terminology so that one may need
more time to learn it. We, therefore, developed graphic application which can recycle the conventional 3D

images by creating or editing the image easily.
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