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. DEXGHLTLEBEGE AWEIL  RTHEKER
(wireframe rendering), 4 H B (hidden-line rendering),
Fok # ¥ & B H (shaded rendering) 24t hF ZEHEEE - 1
PRt EE - BRAHH H (inage-based rendering) » FwJFfR A H
M H B (Non—potorealistic Rendering) % % % #@# R, » H 4T3
IREEHE A EREE SR AREE kR ATERER ?
(20%)

2. —EBZ4BERHRAEBARGSZE THREHH KRB _4E
o BE—F UM ER Y G - BRI ERARER LB E R
ERIEF A FRAMBFEEER  LRLENHEXLR T DAY -
(20%)

3. s TE&sE kA eEHELREL KR Key Pose #o Inbetween
animation ¥y F R4 - AASEBBER LD ERHER > AlE—
¥ A Motion Capture % S48 - A ERAES X 0945 & 24T 7
HHeETHRz o (20%)

4,  FHE{TE %A B4 (rotoscoping) 7 (10%)

h. HHRUBFTHEFDERH IS B L TR AR LF AL
BB THER @I M XFERERAENEE  Hiai= -
(30%)




