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ABSTRACT

The 3D animation these days is confronted with a situation that should develop new contents fit for those
circumstances of media in which new platforms such as smart phones, tablet PCs, and smart TVs, etc. are in a
rapid change and establish media strategies. Attempts are made of developing methods to diversify content type
coping with new smart media characteristics including smart phones, tablet PCs, and smart TVs, etc., with
materials of the same story and character, and developing animation video contents based on new media
technology. This study made avatas utilizing iClone, avata 3D production technology and investigated 3D
animation production methods through costume editing and motion editing.
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