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ABSTRACT

This paper manufactured animation to use expression for efficient action control of character animation.
Animation to use expression is method to express natural animation little more easily and usefully in
expression of motion. Find urea that could control animation in expression analyzing action control points of
character and used in ceremony. Embodied animation to control automatically action of character on the
basis of this. Efficiency of expression that animation by expression can create natural and realistic action by
manufacturing that is simple was expose by advantage, but showed awkwardness than animation by key
frame way by animator.
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