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FENBIET  HFESEE—HBERSE - WEASTEIAE (interpolation ) ( #fE
(tweening ) ) WA ZREENEERE - IHEREREFSEERIE (spline ) - WRFKIS
(Hermite ) « BZ%% ( Bezier ) & B #1%& ( B-spline ) 2Ri#&1T - WA ARMNSEEELEMEN
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1. RIFRARB IS EN Z RO

o EHERRESN ERBWEHEARENEN - AU Bl - B8EAE (animatic
character) - EBEEE K4

o HIRBHEREEREFMRH

o ERBREHENRE  DURFEBRERIMESKERERMT ZBNOD R - I 7 #EEE
din

o ERFAuRESHERGTAEKERREI - fW : Maya - 3DsMax ~ Blender X Lightwave

o EREVRBINEERIMARMBE

2. RIFRARIB IS BN &
o WUTHREERIFEURDENTIFEK
o BE/RIEWE
o MEWMAREZLEY
o RRETIRAE
o FEELEFENSI  SRFHEBREEBFNRERE  REEASSNEFRFBEZES
FEREEGAFTREEMEE R
o EEBEVFERSENUEHERG BIUREL/BE/IZERRIFRER
o« BBEEARNEERESERELIF  SRERRRUTEIER

o MUIEKFME
o BREER
o EEBFEHE
o WBEERKRK
o HBHA
o IETEIRENERE - B : & (linear) ~ 3175 (cubic) REE M4 ( parametric
curve )

o EEHRENRERM AN BEEREKEALEZL (ease-in ease-out )
o HAEBBEREVUELDTEIE (in-between frame)

o HIEPAAE—ERGRLAR  FELENRE WIRFEEFHARIUNS
o DIFMERAEHTNERBEERLEZERT BN —EERBRER
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o« RNEMRETRERREENX  WEEEBFERPABSERMTS
o EEGRRRMFERSHENESEUELIERE/TE
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