J K I Journal of the Korea Institute of Information and
Communication Engineering

A B EASHS| =2 X|(J. Korea Inst, Inf, Commun, Eng.) Vol, 21, No, 5 : 991~1002 May, 2017

The Education Plan for 3D Animation-Focusing on University Education

Sung-Dae Park'” - Junsang Lee® - Young Chul Kim®

"Digital Contents Major, Dong-Eui University, Busan 47340, Korea
product Design Engineering Major, Dong-Eui University, Busan 47340, Korea
®Digital Contents Major, Dong-Eui University, Busan 47340, Korea

2 o

A7) Akl LTVl 4 AR )31 gl ol sflo] A2 55 3D el silo] dofch. Fuje] ofuimo] 4 -t phe-
713D Al2bE I 9or, o] 233D ofimlo]H A2 ¢ R 4 v Z745ta ik, gk e ol mo) A 2l
el 0] Sy A2kl Aol 4] Thabet Ui o] o Lol 4.2 ARFshaL olet. o] efat oo 4 Akelel 4] A2} gl ]
24 I fobx 3 gick, 1 Ak S B thslel 4= 3D ool A< A 12 ool mefsar glc.
152 ) 3D ool 4 &gl hsfe] thizrk B3] @) S 3D i o] A AlAASo] Hefat HEAS
Hheto & o] & BAIEE ), chstel A 39 2]01 3D ofLjmlo] 4 A2} ql2lab Aol sk} =0)ak At gtk o] thstel
4] 3D efjjmlo] 4 mgo] Su}E 3D ofuo] A A% Ql2E: QFysha o] elst Qo] BEF Fuje] 3D ofumo]
A ARS] W] 7] elsHs Wrake A sHaY] 1 B Ae ok

== L

re of¥ w2 4>

ABSTRACT

Most animation films running on cinema or TV are based on 3D images. Domestically, a lot of 3D animations are
produced, and the number of 3D animation films are on the annual rise. Many human resources relating to animation
participate in a variety of domestic and foreign animation projects of domestic producers. In the animation participate
in a variety resources are of more importance. As a result, many university make the effort to raise human resources for
3D animation. In this paper, we will look into the curriculum of 3D animation. In particular, based on the questionnaire
survey in which domestic 3D animation producers participated, this study analyzed the survey results and tried to
discuss how to rise human resources for creative 3D animation in university. It is aimed at suggesting the directions of
raising human resources for 3D animation in proper 3D animation education and of their contributions to the
development of the domestic 3D animation industry.
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Fig. 1 Disney animation
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(a) Toy Story (b) Frozen

Fig. 2 Overseas 3D animation
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Fig. 3 Korean 3D animation
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Table. 1 Annual business status in Animation industry (Source :

2015 Content Industry Statistics, p.223)

unit(pcs)
Division 2012 ratio(%) 2013 ratio(%) 2014 ratio(%)
Creative manufacture 182 178 181
Number Manufacture | Sub contractor 96 84.8 98 84.2 101 84.6
of Online manufacture 11 12 14
business Circulation and distribution 52 15.2 54 15.8 54 15.4
Total number 341 100.0 342 100.0 350 100.0
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Table. 2 Regional business status in Animation industry (Source :
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2015 Content Industry Statistics, p.224)

Unit(pcs)
_ Type Animati_on Animatic_)n c_ircu_lation Onli_ne gnin_wation Total ratio
Region production and distribution distribution (%)
Seoul 191 33 11 235 67.1
Gyeonggi-do 48 2 53 15.1
Other 57 1 62 17.8
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Table. 3 Annual workers status in Animation industry(Source :

3D ofLinfokd Tzt mS; et -thstm

2015 Content Industry Statistics, p.239)
Unit(persons)

Year e Elif:slenss Management | Production | Marketing/PR /DeR\fjﬁ)agr?em (dist?itQStri on) Total
2012 313 394 3,073 283 136 304 4,503
ratio(%) 7.0 8.7 68.2 6.3 3.0 6.8 100.0
2013 333 502 3,007 255 134 271 4,502
ratio(%) 7.4 11.2 66.8 5.6 3.0 6.0 100
2014 333 496 2,998 257 135 286 4,505
ratio(%) 74 1 66.5 5.7 3.0 6.4 100.0
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Table. 4 Educational status of workers in Animation industry (Source :
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2015 Content Industry Statistics, p.239)
Unit(persons)

Type Animat!on Animatic_)n qircqlation Onlipe gnin)ation Total ratio

Status production and distribution distribution (%)
Below high school graduate 167 2 175 3.9
Collage graduate 505 15 528 11.7
University graduate 3,425 116 118 3,659 81.2
Over graduate school 141 - 143 3.2
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Table. 5 Regional workers status in Animation industry (Source :

|(J. Korea Inst, Inf, Commun, Eng,) Vol, 21, No, 5 : 991~1002 May, 2017

2015 Content Industry Statistics, p.235)
Unit(persons)

Type A - Animation circulation Online animation ratio
Region AILETEI o L and distribution distribution Uizl (%)
Seoul 3,226 92 95 3,413 75.8
Gyeonggi-do 442 9 36 487 10.8
Other 570 0 31 601 17.8
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