3D Mobile GameOiA{2] Animation 12%’3! X2 Al o7
~Game [Fly to The MusiclZ SR

The Study about Application of Animation 12 principles on 3D Mobile Game
-With Game [Fly to The Music]-

23, ofg’
FFA7E 0, TG

Hyeon Kim(icarut@®kpu.ac.kr), Nam~Kook Lee(namkooklee@hanmail.net)"

SelE A Aol pe TRATE 22t islolds Belt (&0l olm A2 AY o
27 7458 vl e & The Fejd otk Aa) AYARIA fulelde) i) e} 2 Sol
W 4851, dgol 2 Bo] 43} 51 gl 2ok AYINE 1 89 =27] 5 e EHoE
Aal B o opsoldel Uel, o) FEHel AT ek

olo] T 20069 Fu7) SKToIA AA] Mul2 A4l 2ok 3D AY [Feho) o Rl Az
of GETZY ARUedA e ofuseld 12 A5 g tal AT

Al

B SHO I AY 1oL mold | =i |

Game and Animation are considered as two different fields. The definition of animation is
"moving picture” and game is a kind of animation which can be controlled by users. Actually,
many principles of animation are applied to the production of games, and are even more
emphasized in the mobile game contents which are becoming popular these days because of the
characteristics of mobile devices such as small screen size.

In this paper, we study on the application of the 12 principles of animation through the making
of a mobile 3D game called "Fly to the music” and that game is going to be serviced in late

2006 by SK Telecom. Moreover, we studied the differences between 3d mobile game animation
and ordinary animation.
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Il. 3D Mobile Game
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Ill. Animation On Game
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IV. Fly to The Music
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3. Animation

AY ool A = A, AGAel W& Aoz
olut ojumo) A gt 2F T WO E oftymo]
A% At [Fly to The Music]® Fat Hammer
x—forge AYANE g3t Z2AE" WA} A

o2 AMRE R AYduos B R Azt
Q& AT, 53 Aol d Ay Al 2A F R4
AP E ARt

2 R WAE A2AY ofHoe]delth

38 7. 3D MAXEH AY Az
ZuE H|21

oA

(28 7148 2A19S A8 Ayl i AL
AolA Adz EEEA e EAVE LA

o] EAE sy X AY dWRE
[GameGraohViewer2) 2 v 1, Optiondl A [2™ 8]A
# Remove Scale@=2| A2E 1H AY A7 delA
% Scale Animation®] A& =& (1Y 918 A &
4= it



3D Mobile Game0|A2| Animation 12#%!

HE A A5 29

Hgleliol A of of|x|

JE 9. 3D MAXSF HY AT HoflAe
Hatg Hlm2

a8y [Fly to The Musicl®] %%, o]gg 2oz
24E FHesta HEEE o, oyt vaA 22
o] FRET @] dowtth

[Fly to The Musicl®) 2|7 (rigging) 22 712 o]
vto] sh=(Biped) A4, ¥ & Z(Bone) MY & Biped
o] ZAl7o] w3 ul 9] Boneoll HAS 0] itk ol
vl 3 = (biped) &t E(bone)2| FA] A}-go] olgE W=
Aow AEE AL [Fly to The Musicloll A& Scale2
AHE8EA] ¢Far Rotate THE AHE-3A] o mfo] & A2}
712 stgrh

a3y 10, JHEE 21

5 WA 2 Mixer Modeo|Th

AU o] A Fge] of T, MEE AR L9
Mixer Modeollq) ZA o mo] S Al Z2 e
Wl Al YAZ) [Fly to The Musicl®] ¢ 223 &
Ao gloll gl g oz folA AFFRol E(bone) ot
o] E(biped)7t 7 AMEEO] AAH AT 22t
Mixer Modeol M Hlo]dZ(biped)3t HEd # &
(bone)9] ofUwo] A 7|7t AL X %= A7 w8t
Act, olo] AZHL AATE BE fUHo)HE A
#1, Mixerg 43 thg, 1 2] gtFojx 22

st Beio B Uulolig e PHe dekc

V. 12 principles of animation

1. Squash & Stretch
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7. Arc
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