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9f Abstract
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o] 3D ofjyHo]ld 7oz A= ik A9k 3D Animations are made by the technique of 3D Animation.
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However, 3D Animation obstructs visual elements and
deteriorates an acquaintance with the limit of unfamiliar
material methods and dispersion of light. For this
reason, a large of number of 3D Animations are
repacked with the style of 2D Animation. Most of
previous studies for the conversion of output 3D
Animation to the style of 2D Animation are analysis for
2D rendering techniques. In case of Non-realistic 3D
it needs
investigation of the basic producing method for the 2D
Animation is different with the realistic expression way

Character Animation, first and foremost

of the one for the 3D animation.
study, expression methods for the
non-realistic and the non-actuality 2D Character

For a case

Animation come with impossible ways in the real life.
This study for the 3D Animation with the style of 2D
Animation is to investigate on the keynote for effective
expression methods, when we turn 3D Animation into
the style of 2D Animation.
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1) Squash and Stretch
2) Anticipation
3) Staging
4) Straight Ahead Action and Pose to Pose
5) Follow Through and Overlapping Action
6) Slow In and Slow Out
7) Arcs
8) Secondary Action
9) Timing
10) Exaggeration
11) Solid Drawing
12) Appeal
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if(conditionl.outColorR <= LeftHandCtrl.stretch)
{Left_Arm.scaleX = conditionl.outColorR;
Left_ForeArm.scaleX = conditionl.outColorR;
Left_Elbow.scaleX = conditionl.outColorR;}
else

{Left_Arm.scaleX = LeftHandCtrl.stretch;
Left_ForeArm.scaleX = LeftHandCtrl.stretch;
Left_Elbow.scaleX = LeftHandCtrl.stretch;}
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string $material = ‘mrCreateCustomNode —asUtility ””
contour_shader_simple';

setAttr "contour_shader_simplel.width” 0.065;

string $SG = ‘select -r —ne "*SG"";

string $names|];

$names = 'Is —selection';

int $i;

int $j=size($names);

for ($i = 0; $i < §j; $i++) {

eval ("connectAttr —f contour_shader_simplel.message
"+$names[$il+”. miContourShader”);

}



898 KOSTI 2007 | St=ZHIxsIS| FAZRISIES]

> 17 8. 2DR AU AP HE AvE

III.
& ATE S ofyroldel 7 LSS QBAE
2 A=} =& 3D AR WA ARt 2D ofyHlolA
7o) Bl FAUHE A AR e s Al Wt A3
gAY ZrAE GE5AZ & A0 EE 2D ofyro]
A on|AE FAFHE QAT sl ATl glele] z3to
1149 ) sk AEAS molt o] 912 ¥
Qick. 2D efulelelA] = 4 gl AjeE e 234
o) Wslol w2 Skl Mshurks ARele] EUA
= o} & |tk v, ojuuolAle] 7)1
i Sestel AYE ] MATA $HUAE A
ofF 4 %S 3D AU AP selof @), A
3R A0 vgow FdenE FEsn 9
wlolA] efuulold AztALe] AFESo] AEoldl o]
o B84 EE HobARt 7hu Qi Aaelrk AR 3
FHkE = A& 7171 AgjiEo|el= nd Aol ) A2}
o7V, TTHRe] 27 AAE S WEAe e dele] Fu
71sERs 228 ofoltel Tl Y e Hoprr)
R R e I R

e

=

u\l

[ B wo rlo O ol
°F o o &
NIO -1ﬂl _>r_‘
. PH

il
X,
l'E =
2

o=
>
r
B

2 N

13231

[1] &34, 2D, 3D ©lAE ofyHel o] g Aty 7ol #3t
A, YAEYRIRISRIT ppl31-132 Vol.6 No.2, 2006

[2] Richard Weisher. "The Animator’s Survival Kit” faber and
faber, 2002 .

[3] David M. Regan. Human Perception of Objects: Early
Visual Processing of Spatial Form Defined by Luminance,
Color, Texture, Motion, and Binocular Disparity, March
2000.

[4] The Goelins. "Le building” (http://www.le-building.com),
2005 .

[5] Mark R. Wilkins, "Mel Scripting for Maya Animators”, July
2005.



