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Computer Animation Based on Artificial Intelligence and Artificial Life
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Abstract Computer animation based on artificial intelligence (AI) & artificial life (AL) is a new animation technique
which applies AI& AL into computer animation in order to realize animation self-generation, reduce the animators’ la-
bor and make animation characters alive with autonomy and intelligence, First, the main research contents and achieve-
ments in this field are summarized and categorized. Features and strengths of computer animation based on AI&AL o-
ver traditional computer animation are evaluated. Then the viewpoint that computer animation based on AI/AL integra-
tion is the necessary developing direction is proposed. Finally, prospects about the future research trends are given.
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