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Construction of Animation Theory to use 3D Animation

Cho Young—Jun, Bang Woo—Song*,

Kim Sung—Nam*
Majoring in Media Design, Yewon Arts
University,
Dept. of Cartoon Animation, Yewon Arts
University*

Z¥F, 48, Be
olciEshe SR T,
R pm e Rl Iy
29
H DR 2 e ©lF 3D efyrleld
o] B2 ¥I Ytk £, AVl 1% =
& o] vhgolzl7] WEolrx s, &
g HY O 553 Ae we) A8 F
%}% A Ezﬂ 2 Folgithe ¥ol H71% tﬂ

Fato] of2fg ofuroly o] &
01‘% l 3D cfuirio]dell HEo] HeA
ot g g} F3k o]F Fsld 3D o]
o WA e sopny ot

(oS mt fLoob it dn
o
rie
%
a

Abstract it st e

Recently, 3D Animation which has developed
rapidly in short term, is taking a great interest.
It has own special method through learning by
mistakes. I'm going to study how to apply the
method at 3D Animation to the theory of
Animation, and find out the way to develope
the skill of 3D Animation in this work.
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II. Timing and Spacing

1. Timing
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2. Spacing
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III. Squash and Stretch

1. Squash and Stretch
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IV. Anticipation, Action and Reaction

1. Anticipation

tzye] duao] S-S BokthH ‘wl7lehe2
‘Tl ge7] A g Wi whEe s 5
< 3 98 Whe E5S 7198 Aot vz
I %32bo] Anticipation, & AFAE2HERTE(E) olet
I EYE Aotk B EAE £3Y ol o)y
528 A sled of2g 3L B o]2 ddF
s 584 A&t 8] Wil e oj& stdF
t}S B2l gl ol 4= YA g [27 3.1]
A R AT o] FAE E7] flsiAe gl vt
Zg Holo} g}, o] vlFE Bo = Falol viz F
&

27) 9% Aol He Aol

i

Tie INHALE 15
fh, ANTICIEATON

»» 1Y 3.1 Anticipation I} Action

2. Action and Reaction
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V. Arc of Action
1.Arc of Action
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Most actions follow arcs. Generalty, an action is in an arc. Most of the time the path of action
is either in a wavelike arc or in a sort of figure 8:
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