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ABSTRACT

This study is to suggest the facial animation methodology for that 3D character animators can use
CGS system effectively during on their stage which they create ideas and use repeating a process of
facial animation, it has suggested the CGS{Character Generation System) that is a creative idea generation
methodology identified and complemented the problem of the existing computerized idea generation. in
addition, this research being extended on the article vol.13, no.7, "CGS System based on Three-
Dimensional Character Modeling I (Part2: About Digital Process),” on Korea Multimedia Society in July
2010 issue. Through the preceding study on 3D character facial expression according to character’s
feelings as an anatomical structure and the case study on character expressions of theatrical animation.

this study is expected to have effectives as one method for maximization of facial animation and idea
generation ability.
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