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Today, Numbers of "0” and ”1” which are represented as a digital code have a role of
communicating with various media, result in the development of IT technology. With the changes
of the times, new media is created and various contents and media are formed. There is
convergence between exiting contents and media at the same time and also is in the rapid
progress of unification and collapse between the boundary of the data. Under these digital
circumstance, the amount of many data which are created and disappeared is rapidly changed
as much as the remarkable growth of the digital technology. The purpose of this thesis is to
make a classified method of a effective data component related to data management, data
recycling and data copyright in 3D animation
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