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ABSTRACT

Motion graphic is the recently emerged technique which extends the ways of expression in video industry.
Currently, it is worldwide trends that the image design gets more attention in the field of movie, advertisement,
exhibition, web, mobile, games and new media, etc. With the development of computer’'s new technologies, VFX
methods for the visua content is dynamically changed. Such production methods combine the real scenary and
CG(Computer Graphic) to compose realistic scenes, which cannot be pictured in the ways of ordinary filming. This
methods overcome the difference between the real and virtual world, maximize the expressive ways in graphics and
real space. Match moving is technique of accurate matching between real and virtual camerato provide realistic scene.
In this paper we propose the novel technique for motion graphic image production. In this framework we utilize the
match moving methods to get the movements of the real camerainto 3D layer data.
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Fig. 2 The movement of object with water drop motive
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Table. 1 Experiments parameters

Camera: SPC - A30OM
Preast : NTST DV
Format : avi

Size: 720 x 480
Framerate : 30

Time code : 0;00;10;00

Tool : after effect
texture wall : 57|
text : motion

light : 17}(point)

Tool : boujou
Framerate : 30
Frame: 270
Preast : NTST DV
target number : 40

edit Tool : After Effect

real filming
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