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Abstract

Animation production is collaborated by many experts and gives many ideas for new and interesting
video production. Interesting video production is a problem directly related to the success of the project,
so it can be said that it is better to create an environment that is not burdened with technical aspects in
expressing ideas. In the actual keyframe animation production environment, ideas are frequently modified
to obtain better results, and techniques that are re-used so that the animation key pose data developed at
the early stage of the possible stage can be rewritten without abandoning it, and functions that can
temporarily change the center of gravity contribute to the productivity of animation work and greatly help
the creator to improve the creative atmosphere. This study analyzes action animations implemented in
computer animation software to examine the factors that hinder actual productivity, and derives the
technical concepts that can contribute to the improvement of animation production productivity and the
necessity of developing related tools.
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Fig. 5. Blocking animation using the main control
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