








projector at a distance of 2 meters in front of geometry. In this 
position , you can make animated character a good rotation 
and deformation on the surface of geometry. The test used 
BenQ Corporation MW512 projector, and did not require the 
use of expensive projector. It showed that when projected on 
small scale, the feedback was not bad 

     

 
 

 
 

Figure 8: Experiment2 

 
The second experiment, a projection test was conducted in 
Ohashi campus of Kyushu University. I set up the projector in 
Ohashi campus of Kyushu University, and tested in different 
place. This experiment also used BenQ Corporation MW512 
projector. When the video was projected in different places, 
the visual effects were also different. Such as when projecting 
in the building closer, the changes of details were well 
presented. But because the test place was too bright, when the 
projection of building far away was not desirable, the images 

of the video was not obvious, too gray. When projected on 
glass and other objects at the transparent, because the light 
could goes directly through the glass, it showed a fun 
phenomenon that the animated characters were just dancing in 
front of you. This experiment was not so perfect because of 
the limitation of the testing space. In future experiments, the 
study of the projection effect of other projectors in different 
lighting levels will be considered, hoping to solve the problem 
of projection video clarity. When editing video, if you 
encounter the problem of high level of gray, adjusting the 
brightness and saturation parameters can solve it. The problem 
of setting projector and animated motion relationship is an 
important direction for future research.  
 

6.Conclusion  
 This study is about by analyzing the existing PM works, 
learning the method of using the PM technology. Though 
animation works using PM technology, hoping to bring 
audience a different visual experience from traditional 
animation. As a result, through two experiments proving the 
feasibility of application of  PM technology in traditional 
animation  field, and bring a closer animation visual 
experience different from the traditional animation. Today PM 
works are generally fixed in one region, or limited on a certain 
scale. About this study, the direction of future research is 
producing PM move works and bringing the PM works to  
different corners of the cities in the world.So  people all over 
the world can enjoy the PM works, get dynamic visual 
experience. By playing PM works in different cities to 
investigate the feasibility of promoting popularity in one 
community by playing the PM works regularly. 
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