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ABSTRACT

This thesis analyzes four existing animation languages that are quite diverse in their designs:

GRAMPS, ASAS (Actor/Scriptor Animation System), Dial (Diagrammatic Animation

Language), and SCEFO (SCEne FOrmat language for describing scenes in the Brown

University Animation Generation System). The analysis is performed using measurements

designed from computer graphics concepts, animation requirements, and aspects and design

principles of programming languages. In particular, the data structures (primitive graphics

objects), control sffuctures and name structures aspects of the four languages are thoroughly

examined, as well as those design principles, slightly adapted to computer graphics and

animation, found to exist in good programming languages. Other important aspects of the

languages are discussed, such as how an animation sequence is represented, how any particular

frame of a sequence may be viewed at any time, and how user-friendly yet controllable the

languages are. \Morking with the findings from this analysis a new animation language is

designed and partially implemented, incorporating the most positive parts of each of the four

languages studied and adding other useful features.
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