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i Abstract

Among culture industry that greet digital generation and is observed 21th century the most
representative game industry latest is caught what and more interest degree is rising. 2D and 3D
animation accomplish continuous growth and development depending action expression along with
development of computer technology, and 2D and 3D animation practical use extent are trend that
is widening the area in TV, movie, GAME industry etc. through computer hardware and fast
change of software technology. The trend of latest game graphic is trend that the weight is
changing from 2D to 3D by 3D game and activation of 3D game character that raise player’s
immersion stuff and Control in 2D’s simplicity manufacturing game balance for one side. This
treatise that is reality of 3D game character to classify kind of (Motion Capture) and 3D character
animation, form model the sense put . Recognize that is overview and reality of 3D game character
first for this about example, and is considered to efficiency is high game industry and digital
contents industry hereafter by proposing kind model classification of 3D game character animation,
form model classification data and character animation manufacture process that application is
possible at fast time and effect in 3D character animation application are big.
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