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A Study Animation Comparison using Rigging Animation
and Puppet Pin
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F19e: 34 719 (composition technique), 27 (rigging), 33 (puppet pin)
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1.2 Puppet Pin Animation
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lll. The Proposed Scheme

B Qo= 2 ofuulolda st 9 ofuivlolie Altele]
epic,

1. Rigging Animation
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Fig. 1. Origin Source
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Fig. 2. Gangnam Style
and Rigging Dance

Fig. 3. Rigging Tecktonik
Dance
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2. Puppet Pin Animation
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Fig. 4. Origin Source A
and B

Fig. 5. Origin Source A
and B

IV. Conclusions
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