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Abstract

In the age of digital media, motion graphics have the advantage of being configurable for a variety of
platforms and applications, and are widely used for promotional purposes, such as building branding
through character motion. Rigging is an essential part of the character motion control process, and it
involves building a control system that allows users to control the motion. However, since it requires the
ability to utilize specialized tools, the barrier to entry for beginners is very high. In this paper, a
user-friendly integrated FK character rigging system is designed and proposed. This is to create a forward
connection according to the skeletal structure of the character and set up a slider manipulator at each joint
to build an integrated system for motion control and management. By rigging an experimental character
according to the proposed method and controlling the sliders to create specific motions, we confirmed that
motion can be realized with the integrated connection structure, and the simplified workflow makes it
relatively easy to set up and control compared to the existing method. We expect this integrated system to
be useful for beginner and intermediate users who are new to character motion.
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[Fig. 1] Flowchart for studying integrated rigging systems
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[Fig. 2] Application of the FK Rigging System for 2D Characters
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[Fig. 3] Application of the IK Rigging System for 2D Characters
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[Fig. 5] FK Rigging System Application Design and Examples
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