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Utilization and Prospect of Motion Capture Technology
- Focusing on Design Principles of Animation -

Hunjin Parks¥

o o
2 <%

BEARA 71Ee S8 TEHAE ofyveld Aude dHel FAE IdE AASEE AR A AR 1
2 A% AE 7L ATk ARIAHQ o] dS whEojlle BAAA Ve AE ofyueldel F7
ahz vatt Aol thar] wite] Wed] ool AlFte] glo} wlg ditolut S wAA EAZ
A 71EE AL S vk Q7 Aol ARAER ded] o] V&S uES diste WwHew o
st AU ZlewteFold A RAZNA ] 54E odjetA] Heta o AlFde] ARFeE 7=
Bt o] = 1LY WA ofurolddlM FaAshE vty WdlA A 5457 A Aate

A8k FF ofyvlo] A AFAge] RANA Vled Addshs d glo] Farsiol & ARt A e
HAU27E 5 QEs wEE AR

Abstract

The animation style implemented through motion capture technology is realistic because it captures the
action of the actor as it is, but has limitations. Motion capture technology that creates realistic animation
has a different orientation from the aesthetics pursued in traditional animation, so motion capture
technology cannot be applied simply by considering cost reduction or productivity in animation production.
Some animators simply understand the technology as a cost-saving method or fail to understand the
characteristics of motion capture due to technological omnipotence and suffer from multiple production
trials and errors.

This paper analyzes the characteristics and production cases of motion capture from an aesthetic point
of view that is important in keyframe animation, and presents directions for successful businesses, along
with what animators should refer to in choosing motion capture technology in the future.
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Fig. 2. Motion capture animation pipeline
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Fig. 1. Motion capture using video footage
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