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Abstract

In 1970s, Computer Graphics of still and geometry
changed Computer Animation of Image, and Computer
Animation has diversely been used in movie, TV, fashion,
sports, education, basic science, medical science, etc. by the
development of LS| technology and the large size of
computer in 1980s.

Since Computer Animation was first used by movie of
Futureworld in 1973, we easily experienced the essence of
Computer Animation made of the Little Mermaid, Beauty and
the Beast, the Lion King, Aladdin, etc. in Disney Animation
and Terminator, Jurassic Park, the Mask, etc. in movie.

And in other countries that have got the diversely special
effect and knowhow in technology are effectively using the
Computer Animation now.

What situation we Korea are in now, if we compare the
Computer Animation with that of other country using the
progressive movie 7

Although we first producted the movie title of Ticket, 10
years ago, we have rarely been used it in movie, yet.

Therefore, we know that it is very important for us to
examine the historical and technical side for the purpose of

overcoming the technological gap.
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