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ABSTRACT

Today, one of the most important reasons that 3D software becomes a core part of the essential tools in the video
contents field like the movies, animation, CF, motion graphic, games and etc. is that they can save budget of contents
makings and can produce better effects than conventional methods like miniature, matt painting, extra mobilization and
etc. and can save time and have the merit that they are not limited in space.

In this paper, I analyzed IK(Inverse kinematics) system characteristics for the efficient education of 3D character
animation particularly most used of 3D applications which is now supposed to be nearly necessary elements in game,
animation, movie and contents.

And by analyzing merits and demerits of each tool on Bone, Character studio and Character Animation Toolkit, systems
which are most used practically in the various Inverse kinematics tools, I showed the result of analyses about the fact
that educating which of the above three Inverse Kinematics tools is helpful and beneficial for the students for the
efficient education in the university where should teach much in the limited time
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