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Abstract

Game industry is one of the most popular sector in
the world cultural industries in the digital era. 2D and
3D Animation with development of computer
technology it. Because Animation needs to show real
motion image. The computer hardware and software
technique quick change it leads and 2D and 3D the
animation is the tendency which provides the growth
which is infinite. But recently Game graphic design
have a trend 3D Game that is absorbed and easy
handling. 2D Game Character is changing to 3D Game
Character more and more.

This thesis have significant the real motion capture of
3D Game Character and the types, the shapes of 3D
Game Character animation. First of all this thesis will
define about 3D Game Character as well it will be
show examples of real motion capture also it will
proposal data of real motion capture. Therefore it will
be bring the high technology Animation industry with
Digital Contents industry. also hope for the growth of
Game Character Animation process and 3D Game
Character Animation in Game industry as well
contents industry.

LAE

HZ FAFEY ool Fotolln Qe HEd AF=
A HEE ool MRE ADARA] A
AYS 2J] st 2 A Ve
Bo| Aok AFE 2 ool V=

o wel 1 Y(Keyframing) sfuiwol A, Selizla} 94
o] FHES 7|We g i AlEHolA °H‘4Uﬂ°]"3_ 24 7
A(Motion capture) ofuwo]d o2 27 4 ok o] Fo
A BA QA & 3] S8 HFE Q8] Ad

oz, QM ozl $E3} o) ThAAZ olFolz) ¥

28E &
Agake Ak
2 A|Z} 74 vkl

o~

3 oA 33 AMI(ZE TR 12D A7) )
25k Zolt 24 AAE 1847]4 A& ]88l
v BFAS BAT ZloA AFERTE @ & e
900 Rotoscaping®3H o2 AR 19903 FHH
B AdH 24 A Alzglo] SABIHA o)xol A=Y
ofirilold Az w2l 71Z#U(Keyframe) HyH oS
HAs7) AFsnh2] B4 A Ve ZA dolHE A
Ael7) ga Eeldos gt A0S Qe bl 2
A7 ofymjol e} BA1E A3 5l Bol AH-H= W

ot}

rz i

—_



PO Gi=20x315 2006 EAZEEAUE =27 Vol. 4 No. 2 |

B =70 AL tea 2. 136 E BA A Y3
Adugta 23004 E 3D AUMLEY Alast AR
(Real motion capture)AH&|ell tisf Yol2th 37elAx= 3D
ALY furole] T5HE, el 29 £F Aljke &
o} miRjgte 2 Aol M s A8 E 9 ATHES rledith

II. 3D AYEEY e 2 AANEFY
(Motion Capture) A

1. 3D AIYFHIEQ] TR

1.1 PC(Player character)2l 7H¢

PC# AlY ol AY A3zte] Ygolr] AHEE ¥
= FQ1FA9] Aol YukAl gujzM9] AlY A
2 AY &) Yo 27| A 2 7jg} 55 H 58 29
= A siEe 2D, 3DagP e Y AY

11

o
ﬁ“

AL AL E bl AAsiA 711°‘ ol EAjsh= omﬂ
BAZ AR 2F3 AQQ) @3 FE N8 Wi AR

A4 Q39 PIENE A8 HE Aoz e Fdo B
o} hEe) AY FASE Ade] AR Sko) B}
£ OE Nze 832 Y AYe S5 g WA
24 $2uk} Eelolole] Fa4e) FlzaN AW AHy
47 542 RZT 3 AY FASS AL Felols
WA sl tagde] st AE s} AL S o
AY) AEE okl a0 AAE BT 5 e 719
Bols) Zoh

T 2o A AYEE DFe) ABaol Sl AHeA
7 ANYEe} 48 A1 & A AFE Al AL
49 $R24E $ 101 Felolojge 247 ¥ER W7
Ags7|E Bk AgAE Rl

Fo MpEAS 22 4 s 2 IrE:

T

2YUS ¥ole aa2

N E

»» 18 1. YYX] PC(Player character)

12 NPC(Non Player character)2l 7id

NPCE ddis MEYA PCE ouish}, E24YS 71w
o2 3 A SHske Edolo] olele) FJYE(Non
Player character) & Tab71= @t} 2891 A FalAM 35
AA7t A 23k AYEE F 39, PC AYare 2
2 Q7] 918 9E 5o AF A gEAA NPC AY
B2& 228 (Monster)t A< AYE, 2Ez] 1 7E
o] gltk 28191 AY AHEAR: o] AYEES B3 AYS
24U o) Ad9E £ F U 573_2 Ala & FE Al
on, PC AYdME A8¢ BeliosAM AFE qS
T} 0|52 gutAQl FPE 9} 2] T 3R] d WZJ%I
= 94 Hue A2 o] 44 433 5 e, °lh
AYNLALN N LA g &5 Aska o] B £ 7
z2A38)7) gFolc)t 229 AYAE NPC s42 EUM
we] solsleipy) A e 24

»» 13 2. gyx] NPC(Non Player character)

2. 3D AYUME 24 A

2.1 MARHQ F3S s 2H WX AlAH AR

gutgoz BA A Azl F3& AR HR’} Al
A £ v (Marker)E 9712HActor) ] #-dl] F
7}t alz)e] YIXE AN F e AAE T3k vl F3
H A ARKX, Y, 29 A FRE FHsA AL
2 WA N2 Ax9) 1A AR 2E i Ee de
o wet L%4(Acoustic), A714)(Magnetic), 717414
(Mechanical), ¥8-(Optical) 522 U= F e I
olXE B B WA Azde] 2 AMEH I glon A
7k 7144 wAE =24 AREE R QTh[3]

Arbemel AR
24 AX B2L dolry] S8 2R,
24, opol=, Tl 502 F=2 Astu 7185 84

A1 5 N Saes T# gtk a3 AN AFY
Z2te) e e A AAE FPoR Az Aol



Session VI-A : A|Y2EIx—1 271

rh
>

okol=

aLl ]

25712006

> Y 3. ¥29 Y AYEH FH ER

III. 3D AIUNHY oAurojde] 72

FHE =4 B

1. 3D AYHE oiLimolMel ZRE BF

g=—=7 Human
2alel
(RPG)
oo 2384
oplo|E
2Hi
Sal @At

> 1Y 4. 2 F=29 3D AY AHYH FRYE

22 ER

A AEEE o8 7IRE FEE 7 QA 24 A
(Human), $2(Animal), ETC(E2H, 28 52 788 +
=3

1.1 FHH2e

HE ] FEl Tl 7P Bol 2olE Aoz, AR
U ARAEd Al 22E 4A £ 5 ) WEd 2850t
=0 AY ol whatt ofrio]d, djAERelddlAM A}

F AL 5 Yon RE AW UF 3 it ¥ A ol

57 AURE 71 5 YRS FHaITL 2018 AYE
Wefe} & 5 i,

12 S22

FAANLE olfel A olEH T gle Fe7t vz T
g At & £ dok A 2%, I, AA 5 O
FEEY FHE oINS AY UstF RS %f&t}

FEL IFH ¢ 7&;:4% dxinl MJ QR eJlgtd

i
T
i)
i
&g
_‘2.
i
2
i&‘z
O
_EL
}ﬂ
i_.
.
_33
38
rzl)
o
3

E}‘%}ﬂl el A 3

T e MER 2449 oIPAE A2 5 e Aol

FUAE, 52 AYES FuE A 21T, BAH,
489, FATAE ATHD ASL DAY, ol E
Hejeiolt FARO ATIYT S5 AYE B 5 e

2. 3D HUME ofLimlolMel HENE =R

2.1 Alvlg Hee

Ang AR B 73520 AUHE Bath Fuo)
RPG ﬂeoﬂ e w9 A7} B9 TekRE A A
B 7~8521¢] A2E 2 SDAREF ohd AHaHo) 5 A
=X Bw AR DA 3T AVE BEo] Foink

a@a Foletel A3 A2RAQ 739 Aekoz Qo]

~85A19) AYBE FHHOE ol wolr] e, Felo]

0194 YRR Es) GFt §A2) 9T Aol 8~95219] A
% wo] 27 349 8~954 o)
AYE Be WS A5k k)

©
o
]
rx
}O‘l
ol
rir
ox

22 SD HE
SDANEIDE 235419 Ae 71 welrt s 22



272

SI236x313] 2006 EASEIBANE =27 Vol. 4 No. 2 |

@ 74Eich SD) Bl AT vje), &L 2o, &
& BES B 47} gld), 2354 & 3EEAL) QA ug
2 2 Yt g

A3 AP RA 7ledAdAN B A o] w2 s AHe
AR 1 glon o9} fAISHA 27 HIE-E £Y 35549
AAEE7} SDA—-E Y F& o]&th o]8d SDAYE: F2
339 FA7 Mzshe AT 3tk ol AA Al
o] A AAZFH Al AQL A2 27| YA
2735419 AYEIM BEE 5 UAD 71%50] s
BR7A Zetl6)

2~55A 7~8541
X} EA| = =
SENRY | comEe) | wmisdEe) ETC
2efol
(RPG) :
2lavza 2jyx| Clorgz
opHolE
2l
| 0ezzo0p7 B

>> I8 5 4 P29 3D AY AHE FHY 29 EF

AL l=soe] Pz} tjEe] riex oz} oo
2 7 255} uj$ =olAtkn B & Qo) 279 A A

1) SD(Super Deform %+ Super Deformation) 93¢ #gkatA #
PAZ TR dEA AzolZ 2RO 3] AN wHE AF =
v Fadle] J2lAY e A

e ded) AYTHE 9 AEEE 2 A duie A
9] gisley AQadel #An WskE 3 AY HHHY
ZaAo) A=zl AF ST AY AYE e AL B
A3 AR Boll 98 g Fad A 84 Foshien ¥
F Aok ol@zR A APEE Aumold Tl loiA
AR 1 Ad e E TR Akl B 5SS U
el 22u &4 3D A AlEEY 23UE BY AAE
ga3ld AFgozN itHoR AMEEt e 3DZE
Yol A gHEo)A ofuyujol Mol Hlsto] AFu]E3} AFAIZE
o] dA3| FolEx, AHH o)1 AA2E: TS At
Utk

B4 RAAE 243 3D A " deo] F2E Holyt
3D AY AP ARIAEQ e 278k ARAENA
A o B 355 Fo24, A KA B, 1l
1 953 Quality & AHEAES] 878 XA Itk oF
<2 3D AlY e ek AR YeiE 2Aa 3
A& 3D ofyrlole(Animater)9} A Actorsl =3 3
T F8A Ha gtk

£ =FoAe 3D AYALEY AAL £33 3D AY A
g ouujo|Ae] FH5dE nd 5, ded =g 5 djojg]
E ARgtozA AL 2 tAE ez Al Z840]
E3 wWE Az A4 7Fed AfE ol ARTHE f
3D AYH o] &8l 1 T3} S AR Algdn:

13z34l

[1] 2el<, “Motion Capture Al2%9S o]-8% 3D Al$} Character
ool Aol B A, AFZelx8}3 2006 EATY
&3] =573, Vol.3 Nol p59

[2] o] &3], “=A AR Al2ds F45 AY AMYE AL ufold”,
AR I3z A24F A23, pss, 2006.

(3] o]&3], “BA A A2dL BEF AY AP ool
AuAEEA, A24A A%, p57, 2006.

[4] wi$m], “2 gele Ay gtes W, 7138AL pp33-37

[5] 285 “AIY e =YX B A7, IFZE283),
2004 FAZEeEUE =73, Vol2 No2 plll

6] 285 “AY FdEle] 23] Y A7, FFTA2IF),
2004 FAZEsEUs =3, Vol2 No2 plll

[7) $43%, “TLC Rendering& &-43 &34l 3D 43 B¢
a7, F=AR A8, 2004,

(8] oI %, ukxE “BA QA 7|ee AT FEEF, d=5gH
ujjojsts] ), A3A A1E 1999,

[9] &4, “PCAIYA vepd ALE TRl oidt BdTAy &
A7 ogddigha, 2001

[10] www.gamemeca.com

[11] www.gggame.com



