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摘要 

 I

摘 要 

三维动画又称3D动画，是近年来随着计算机软硬件技术的发展应运而生的

新兴产物，并被广泛应用于影视、教育、娱乐等诸多领域。 

随着时代进步，三维数字动画正逐步取代传统的二维手工动画，进入无纸

动画的时代。现今上映的大制作影片中，几乎都应用到大量的三维动画技术。

在视觉感受上，运用三维技术完成的动画，要比二维动画来的更加真实而丰

富，更符合当代人对影视作品的审美。 

本文以三维动画短片《旅途》的创作为项目背景，根据剧本进行原画的设

计和创作，并通过对计算机技术实现该角色模型的建立和动作， 终输出画的

完整过程讨论了3维技术的实现。论文首先介绍了根据项目背景，简单的讨论了

角色设计的基本概论，以及使用计算机三维技术对角色创建的方法，接着讨论

了创作和设计人物原画的过程；然后根据原画，详尽的介绍了角色创作的方法

和应用软件技术实现的过程。包括模型的建造、贴图的刻画材质的赋予、灯光

上的调试、角色绑定和动画以及 终渲染输出后调整修改实现完整动画的创

作。 

论文从动画角色带来的功能和作用以及角色的设计理论出发，分析了使用

计算机三维技术创作动画短片的意义和优势。然后以《旅途》为项目背景，研

究一个完整的三维角色动画所过所需经历的步骤，其中包括理论基础、创作方

法和解决方案等。 后对该项目进行梳理总结，对未来计算机三维技术会给角

色动画和制作的发展带来如何的影响进行展望。  

 

关键词：动画；人物建模；三维角色
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Abstract 

 III

Abstract 

Three dimensional animation, also known as 3D animation, is a new product 

resulting from development of computer hardware and software technology in recent 

years. It is widely used in film, television, education, entertainment and many other 

domains. 

As time goes by, digital painting is replacing the traditional 2D hand animation 

gradually. This is a new epoch of paperless animation. In recent years, three-

dimensional animation technology is not only used in a lot of cartoons，but also used 

in some hit movies. In terms of visual enjoyment, the animation which is using three-

dimensional technology will be more real and vivid than the two-dimensional 

animation, and it suits the aesthetic needs of today's people. 

Bases on the three dimensional-animation short film "The journey", this passage 

tries to create a vivid 3D animation character to display. It discusses the entire process 

of designing and creating of the original drawing according to the script, establishing 

the character model by computer, and outputting the animation in the end. 

In the beginning, the dissertation simply introduces the general theory of 

designing character based on the project background and methods of character 

creating by computer 3D technology; then the thesis talks about the process of 

designing and creating the character original drawing; the thesis goes further to 

introduce the character creating method in detail based on the original painting and 

how to achieve it by soft ware technology which includes the modeling, giving the 

characterizations of material of mapping, lighting debugging, character bindings and 

animation of model; and adjustment of the model after rendering output to complete 

the creating of animation. 

This dissertation analyses the significance and advantages of using the computer 

3D technology to create characters based on the function and design philosophy of 

animation character. And then using the "The journey" as the project background  to 

studying a complete process of 3D character creating which is including theoretical 

basis, creating methods and solutions, etc. Finally, the paper shows that the future of 

what kind of influence the computer 3D technology will bring to the character 

animation and making development. 

 

Keywords: Animation; Character Modeling; 3D Character 
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