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2D And 3D the animation joins in and with
development of computer technique it
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accomplishes a continuous growth and a
development. The computer hardware and
software technique quick change(evolution) it
leads and 2D and 3D the animation is the
tendency which provides the growth which is
infinite. 3D Present time in the technique
which produces the animation it uses the
Motion Capture System which and it is using
plentifully 3D the process which produces the
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animation of game Character it leads and
against a Motion Capture technique it
examines and against the animation production
which it follows in quality of the Character it
Tesearches.
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