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This independent study had an objection to study human perception and to develop 3D
animation media by applying 2D animation techniques. The researcher had designed animation in
each action of character such as walking and running. The design was alike the animation in
common 2D flash game. The researcher developed 2D animation to be more virtual reality and also
designed 3D character and 3D screen by using perception and communication theory to specify
each presentation, to get the animation which promoted the effective learning of watching 2D to be
3D and to be more interesting. There were evaluation forms which were evaluated by 3 content and
design experts and 20 graduate students in academic year 2009 who were interested in playing
games. The students were divided into 2 groups, 10 students each. And they got the evaluation form
to compare the 2D and 3D animation.

The result showed that both 2 student groups had harmonious comments significantly. The
satisfaction of 3D énirhation media which was created by using 2D animation techniques was in
good level and also better than the 2D animation media which was created by the same techniques.
The satisfaction was in good level in every issue included animation content, appropriate element,

media efficiency and satisfaction in animation media.





