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[bookmark: _Toc233030385]Introduction
This dissertation will analyse and identify trends and changes in the 3D animation industry, discussing production, popularity and reception of differing styles of 3D animation. The dissertation will attempt identifying if shifts in stylisation in the 3D animation industry are being seen.
For an animator, understanding the current landscape of the industry, the demands of consumers and studios is paramount, allowing the honing of one’s own work to reflect what skills are desirable and helps to create striking and appealing works.
This dissertation will research existing stylised 3D animated works through a case study which will inform the development of stylised 3D animations produced as practical exploration to help better inform how these stylised 3D animations are created. The methods used will not perfectly reflect those used by the media of the case study as many works do not have detailed production documentation available to the public and often use software or engines that are not available publicly.


[bookmark: _Toc233030386]Methodology
This report will use secondary research; it will investigate insights from reputable, influential people in the industry and compare the amount of 3D hyper-stylised major films released to less stylised 3D films to confirm if there is an increase since previous years and discuss the impact certain major films have had on the industry. The case study will investigate what major studios are creating and determine if hyper-stylised 3D animation is performing well.
Practical research will be conducted via several animations created in different styles informed by the research of the case study. There will be three animations total, one is “Spider-Man: Into the Spider-Verse” inspired due to the extreme influence it had on 3D animation, the second will be a 2D pencil sketch inspired in 3D and the lastly, a 2D digital art look in 3D that will utilise blend shapes or duplicate meshes to achieve exaggerated, cartoon expressions. These styles were chosen to ensure a good scope of stylistic difference, practical achievability and to experiment with mimicking a range of styles in 3D.

[bookmark: _Toc233030387]Literature Review
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This short paper notes the importance of lighting and shaders for artistic expression and impacting the audience. Furthermore, the research gives insight into 3D stylised rendering limitations and experiments with techniques in the 3D animation software Autodesk Maya but ultimately admits that their technique is “limited” [3]. This research is solely in Autodesk Maya, so the research scope does not seem to consider what is possible with other programs.

[3] T. Isenberg, “Special section on Non-Photorealistic Animation and Rendering (NPAR) 2010,” Extended Papers from Non-Photorealistic Animation and Rendering (NPAR) 2010, vol. 35, no. 1, pp. 4–5, Feb. 2011, doi: https://doi.org/10.1016/j.cag.2010.11.016.

The paper highlights methods of non-photorealistic animation and rendering from research papers presented at the International Symposium on Non-Photorealistic Animation and Rendering (NPAR 2010).

[4] A. A. Gooch, J. Long, L. Ji, A. Estey, and B. S. Gooch, “Viewing progress in non-photorealistic rendering through Heinlein’s lens,” in NPAR ’10, ACM: Association for Computing Machinery, Jun. 2010, pp. 165–171. Accessed: Jun. 22, 2026. [Online]. Available: https://dl-acm-org.uwtsd.idm.oclc.org/doi/10.1145/1809939.1809959

This article inspects the progress made in research and methods of non-photorealistic rendering for 2D and 3D computer generation methods and proposes how ‘NPR’ can evolve into an a more completely unique medium of art, as opposed to focusing on mimicking existing mediums (such as, mimicking the look of water colour strokes in a digital art program). The article considers this from an artistic perspective as well as how effective stylised rendering is at communicating information efficiently to the viewer.

[5] M. McGuire and J. Collomosse, Proceedings of NPAR 2010: The 8th International Symposium on Non-Photorealistic Animation & Rendering. ACM: Association for Computing Machinery, 2010, pp. 1–181. Accessed: Jun. 22, 2026. [Online]. Available: https://dl-acm-org.uwtsd.idm.oclc.org/doi/book/10.1145/1809939

This compiles 19 papers that were presented at the International Symposium on Non-Photorealistic Animation and Rendering (Annecy, France, 2012).

[6] M. Arief, H. Todo, K. Mikami, and K. Kondo, “Textured splat based rendering for stylized shading,” in I3D: Symposium on Interactive 3D Graphics and Games, ACM: Association for Computing Machinery, Feb. 2017, pp. 1–2. Accessed: Jun. 22, 2026. [Online]. Available: https://dl-acm-org.uwtsd.idm.oclc.org/doi/10.1145/3023368.3036840

This research details a stylised shading method in Autodesk Maya that aims to recreate a brushstroke look for 3D animation. This was presented at the 21st ACM SIGGRAPH Symposium on Interactive 3D Graphics and Games.

[7] P. Bénard, A. Bousseau, and J. Thollot, “Dynamic solid textures for real-time coherent stylization,” in I3D ’09: Proceedings of the 2009 symposium on Interactive 3D graphics and games, ACM: Association for Computing Machinery, Feb. 2009, pp. 121–127. Accessed: Jun. 22, 2026. [Online]. Available: https://dl-acm-org.uwtsd.idm.oclc.org/doi/10.1145/1507149.1507169

This article describes a method created for stylised rendering in 3D game engine ‘OGRE’ which dynamically maintains the size of textures regardless of how close an object is to the camera. There are visual examples of the method being used to convincingly recreate 2D styles in 3D, such as, water colour.
  
[8] G. G. Haetinger, J. Tang, R. Ortiz, P. Kanyuk, and V. Azevedo, “Controllable Neural Style Transfer for Dynamic Meshes,” in SIGGRAPH ’24, ACM: Association for Computing Machinery, Jul. 2024, pp. 1–11. Accessed: Jun. 22, 2026. [Online]. Available: https://dl-acm-org.uwtsd.idm.oclc.org/doi/abs/10.1145/3641519.3657474

This research details a mesh stylisation method created by workers at Walt Disney Company and Pixar Animation Studios for stylised 3D animation in movies that is “production-friendly” [8]. This research is more trustworthy as it comes from industry specialists.

[9] H. Todo, Y. Koyama, K. Sakai, A. Komiya, and J. Kato, “A Practical Style Transfer Pipeline for 3D Animation: Insights from Production R&D,” in SA ’24: SIGGRAPH Asia 2024 Technical Communications, ACM: Association for Computing Machinery, Nov. 2024, pp. 1–4. Accessed: Jun. 22, 2026. [Online]. Available: https://dl-acm-org.uwtsd.idm.oclc.org/doi/full/10.1145/3681758.3698000

The article highlights a “style transfer pipeline” [9] their studio created to produce highly stylised 3D animations (inspired by oil paintings), which they used in an experimental short film.

[10] K. Farrensteiner, F. Chaleur, C. L. Kilshaw, G. Kathale, F. Galluzzi, and F. DelFuoco, “Performance driven Character Effects in ‘The Garfield Movie,’” in SIGGRAPH ’24, ACM: Association for Computing Machinery, Jul. 2024, pp. 1–2. Accessed: Jun. 22, 2026. [Online]. Available: https://dl-acm-org.uwtsd.idm.oclc.org/doi/abs/10.1145/3641233.3664306

This research describes technical challenges faced and how they were overcame when animating ‘The Garfield Movie’ due to the desire to adapt 2D stylistic traits from the original ‘Garfield’ comic strips into 3D animation.
  
[11] F. D. Fiore and F. V. Reeth, “Mimicing 3D transformations of emotional stylised animation with minimal 2D input,” GRAPHITE ’03, pp. 21–28, Feb. 2003, doi: https://doi.org/10.1145/604471.604478.

Section 2.5 discusses advances in 3D animation, mentioning “Toon Rendering” and “a view-dependent model wherein a 3D model changes shape based on the direction it is viewed from”. This displays experimentation with stylised 3D animation as early as 2003. Unfortunately, these techniques were described to give a “too ‘cold’ or too ‘3D-ish’” output at the time [11].

[12] M.-A. Davignon and B. St. Clair, “Non-photorealistic compositing of the Spider-Verse: Showing the hand of the artist without painting every pixel,” in SIGGRAPH ’23, ACM: Association for Computing Machinery, Aug. 2023, pp. 1–2. Accessed: Jun. 22, 2026. [Online]. Available: https://dl-acm-org.uwtsd.idm.oclc.org/doi/abs/10.1145/3587421.3595463

The authors explain new compositing nodes created for “Spider-Man: Across the Spider-Verse”.
 
[bookmark: _Toc233030388]Case Study
[bookmark: _Toc233030389]Spiderman: Into the Spider-Verse
Many claim that “Spiderman: Into the Spider-Verse” had a great influence on the style of 3D animation, ushering in media with inspired-aesthetics. But can evidence be found to substantiate this? 
Caron Maurice Wildy claims that “Spider-Verse was a watershed moment in American animation,” and states that the film and the sequel’s “influence… on the visual style of American animation serves as context” to their dissertation [13].
From observing trends in films released by major studios after ‘Spider-Man: Into the Spider-Verse,’ it seems fairly apparent that films released by major studios after the film’s release year see a significant increase in stylised rendering and animation styles. Sony Pictures recognised their own movie’s success and later released “The Mitchells vs. the Machines,” “Spiderman: Across the Spider-Verse,” “KPop Demon Hunters,” and are producing “Spider-Man: Beyond the Spider-Verse,” and an untitled “KPop Demon Hunters,” sequel [14], all of which have stylised elements. They are still producing movies that fit a standard ‘Pixar-look’ but there is an increase in more stylised films. 
DreamWorks used a somewhat realistic rendering style reminiscent of the ‘Pixar look’ for a long time and, like Sony Pictures, they still do release films in that style but they also are releasing more films that fit more stylised aesthetics since “Spider-Man: Into the Spider-Verse” released, like “The Bad Guys,” and the sequel, “Puss in Boots: The Last Wish,” “Orion and the Dark,” “The Wild Robot,” and “Dog Man”. Before 2022, all DreamWork’s films had a predominantly realistic rendering style, with the most unique style present being from “Captain Underpants: The First Epic Movie,” where they use stylised eyes, stylised lines for facial expressiveness and very stylised proportions but the lighting and rendering is still very realistic.
[image: ]
[bookmark: _Toc233030402]Figure 1: Example 1 [15]

For comparison, below are some examples from their films before 2022:
[image: ]
[bookmark: _Toc233030403]Figure 2: Example 2 [16]
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[bookmark: _Toc233030404]Figure 3: Example 3 [17]
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[bookmark: _Toc233030405]Figure 4: Example 4 [18]
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[bookmark: _Toc233030406]Figure 5: Example 5 [19]
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[bookmark: _Toc233030407]Figure 6: Example 6 [19]

When contrasted with films released 2022 or later, the stylistic difference and experimentation is evident.
[image: ]
[bookmark: _Toc233030408]Figure 7: Example 7 [20]
[image: ]
[bookmark: _Toc233030409]Figure 8: Example 8 [20]
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[bookmark: _Toc233030410]Figure 9: Example 9 [21]
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[bookmark: _Toc233030411]Figure 10: Example 10 [21]
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[bookmark: _Toc233030412]Figure 11: Example 11 [22]

[image: ]
[bookmark: _Toc233030413]Figure 12: Example 12 [23]
The examples show many stylised elements, like less realistic textures, more ‘toon lines’, painterly-looking textures, extreme colour palettes or harsh lights, emulating the look of other mediums for textures on the 3D models and implementing specific visuals inspired by other mediums such as adding the paper cut out text behind the chief in the “Dog Man” example.
Netflix have released some stylised media recently like “Nimona,” and “Arcane,” which is especially notable due to its success and the praise received for the visual style, being called "most stunning piece of animation since Spider-Man: Into the Spider-Verse” [24].  
Disney seems to be the biggest company found that is not following the stylised trend, their films stick generally to their signature style of rendering still.

[bookmark: _Toc233030390]Practical Animation Development Log
[bookmark: _Toc233030391]Introduction & Project Plan
Initially, Gantt charts were created to manage tasks and impose deadlines, however, extenuating circumstances arose, and new deadlines were negotiated and new Gantt charts were created for the remainder of the development time. All Gantt charts are shown below.
[image: ]
[bookmark: _Toc233030414]Figure 13: Self-owned image - Gantt chart created in Mindview 1
[image: ]
[bookmark: _Toc233030415]Figure 14: Self-owned image - Gantt chart created in Mindview 2

[image: ]
[bookmark: _Toc233030416]Figure 15: Self-owned image - Gantt chart created in Mindview 3
The black, pink and purple bars each represent one of the remaining animations to complete, while the titles of the other sections are self-explanatory.
[image: ]
[bookmark: _Toc233030417]Figure 16: Self-owned image - Gantt chart created in Mindview 4
Towards the end of the project, it was decided there would be three animations instead of four due to time constraints and the current length of the first two. The Gantt chart was updated a final time to adjust for this change. 

Not all tasks required for production are listed because it is too mentally restrictive to allocate only one task to be worked on for a day – it results in tasks not getting done. So, only some specific tasks are listed.

[bookmark: _Toc233030392]Animation One: Hand-drawn Pencil Sketch Style
This animation aims to emulate a 2D, pencil sketch style in 3D, inspired by children’s comics like ‘Peanuts’ and pencil drawing.
[image: ]
[bookmark: _Toc233030418]Figure 17: Inspiration 1 [25]

[image: TVアニメ『少女終末旅行』ノンクレジットエンディング｜「More One Night」チト(CV:水瀬いのり)、ユーリ(CV:久保ユリカ)]
[bookmark: _Toc233030419]Figure 18: Inspiration 2 [26]

Below is the initial storyboard.
[image: ]
[bookmark: _Toc233030420]Figure 19: Self-owned image – Storyboard. ‘Terriermon’ character owned by Digimon

Blender was chosen as the main software for this project, since it is accessible; Blender is free, open source [27] and has many tutorials on shaders and nodes [28]. Blender’s Grease pencil creates a 2D cartoon style, outline in 3D space and is very powerful [29].
[image: 2D Sketch Style in 3D Progression Reel]
[bookmark: _Toc233030421]Figure 20: Self-owned content – Progression Reel – ‘Terriermon’ owned by Digimon & rig by Nukorio [30]

Setting the interpolation to ‘Constant’ makes each keyframe snap from the last key frame to the next; the program does not generate any interpolated frames in between the set keyframes. This is to make the animation similar to traditional, hand-drawn animation as each of the frames in hand-drawn animation is drawn by the artist. It also serves to make the animation look “choppy” which adds to the sketchy, un-polished feel. Further adding to the “choppy” look, this was rendered at 8 frames per second (fps). There was experimentation with 12fps but 8fps looked better overall for the timing of the actions and still achieves the desired effect.
[image: ]
[bookmark: _Toc233030422]Figure 21: Self-owned – Keyframe interpolation in Blender
The animation mostly focuses on the 3D character rig [30], but the flower is a 2D animated element in the 3D Blender scene. A snippet of the process can be seen below: 
[image: SPED UP 2D drawing in 3D space Terriermon Blender]
[bookmark: _Toc233030423]Figure 22: Own animation – ‘Terriermon’ owned by Digimon & rig by Nukorio [30]
This was achieved by utilising Blender’s ‘Draw Mode’ and drawing directly onto a transparent, mesh plane. It was ensured that all frames were drawn from the render camera view, ‘Draw Mode’ lines in Blender can look wrong depending on how exactly the lines get placed in the 3D scene; see below:
[image: ]
[bookmark: _Toc233030424]Figure 23: Own Animation Stills [30]
The most important elements to the visual style are the pencil outline effect, pencil sketch shader and the paper background. 
Tutorials helped in understanding which modifiers may be appropriate for the grease pencil effect, but the final effect is not achieved by copying the settings in the videos; experimentation applying various modifiers and adjusting the settings was required before the final result was chosen. Earlier versions of the effect can be seen in the progression reel. 
[image: 7 Ways to Make Lineart in Blender 4.0!]
[bookmark: _Toc233030425]Figure 24: Video Tutorial 1 [31]

[image: Get a Hand-Drawn Sketch Look in Blender - Tutorial]
[bookmark: _Toc233030426]Figure 25: Video Tutorial 2 [32]




[image: ]
[bookmark: _Toc233030427]Figure 26: Self-owned image – Grease Pencil modifiers used 1
 [image: ]
[bookmark: _Toc233030428]Figure 27: Self-owned image – Grease Pencil modifiers used 2
Below displays how Grease pencil looks without any modifiers for comparison to the final.
[image: BAD LINES EG Terriermon Static BG]
[bookmark: _Toc233030429]Figure 28: Own animation [30]
An issue arose with Grease Pencil when applied to the snout. Since the snout is a separate mesh to the head, the Grease Pencil lines would display along the edges resulting in a bad looking line across the face.
[image: ]
[bookmark: _Toc233030430]Figure 29: Self-owned image – Objects in Blender 1 [30]
By default, Grease Pencil uses the camera angle to decide which edges of the geometry to place the outlines on, but there is an option called ‘Mark Freestyle Edge’ which allows the user to tell Grease Pencil where to place the lines.
[image: ]
[bookmark: _Toc233030431]Figure 30: Self-owned image – Objects in Blender 2 [30]
The coloured edges were manually selected to have Grease Pencil lines by using the ‘Mark Freestyle Edge’ function.
[image: How To Create a Custom Sketch Shader in Blender 4.0!]
[bookmark: _Toc233030432]Figure 31: Video Tutorial 3
Following the advice of the tutorial, some textures were drawn in Krita to be implemented into the shader:
[image: ]
[bookmark: _Toc233030433]Figure 32: Self-owned image - texture 1
[image: ]
[bookmark: _Toc233030434]Figure 33: Self-owned image - texture 2
It was decided later that an image sequence would improve the aesthetic since it would emulate the look of each frame having unique, hand-drawn scribbles.
[image: ]
[bookmark: _Toc233030435]Figure 34: Self-owned image - sequence 1
[image: ]
[bookmark: _Toc233030436]Figure 35: Self-owned image - sequence 2

Below is the final node group in Blender:
[image: ]
[bookmark: _Toc233030437]Figure 36: Self-owned image displaying nodes 1
The brown nodes are the image sequences and the ‘Color Ramp’ nodes allow the user to adjust the brightness and intensity of the shader’s effect.

Using Blender’s compositing workspace and more nodes, a paper image was overlayed onto the final render. [image: ]
[bookmark: _Toc233030438]Figure 37: Self-owned image displaying nodes 2
If more time were available, changing the single paper image into an image sequence of paper sheets would further enhance the aesthetic.
[image: Terriermon Static BG FINAL]
[bookmark: _Toc233030439]Figure 38: Own animation – Final [30]

[bookmark: _Toc233030393]Animation Two: Spider-Man: Into the Spider-Verse Case Study
[bookmark: _Toc233030394]Initial Concept & Rigging
Adding greater squash and stretch would significantly improve this next animation. This animation used a pre-existing rig [33] which had better squash and stretch functionality than the previous rig. A phone object [34] was needed for this animation also. See the storyboard below.

[image: ]
[bookmark: _Toc233030440]Figure 39: Self-owned image - Storyboard
This video displays the method used for rigging the squash and stretch aspect of the phone:
[image: How to Add Squash & Stretch to Anything in Blender]
[bookmark: _Toc233030441]Figure 40: Video Tutorial 4 [35]
The method utilises Blender’s bendy bones to control a lattice. Meshes inside the lattice will deform with the lattice when they are set up appropriately with a lattice modifier. It was decided that one lattice could deform both parts of the phone initially, however, the rigging process was re-done as it was realised the held phone would deform strangely when moved too far from the lattice.
[image: phone squash stretch ONE LATTICE]
[bookmark: _Toc233030442]Figure 41: Own animation - Model Provided by Engage Studios [34]

The second time a lattice and bones were created for the phone base and the held phone separately. 
[image: TWO LATTICE example spiderverse]
[bookmark: _Toc233030443]Figure 42: Own animation - Rigs by Engage Studios [34] and XPea [33]

[bookmark: _Toc233030395]Shaders & Animation
Visuals from the “Spider-Man: Into the Spider-Verse” franchise were analysed and referenced for the aesthetic. These movies do not utilise one standard shader or look for all their characters, objects and environments; many characters have wildly contrasting rendering styles.
[image: ]
[bookmark: _Toc233030444]Figure 43: Screenshot 1 [36]
When analysing this image, the character has a ‘toon outline,’ hatching pattern on some places as part of the shading and lighting and drawn facial lines. Additionally, there is a halftone pattern used in the background and seemingly, in small amounts near the edge of some of the ‘toon outline’.
[image: ]
[bookmark: _Toc233030445]Figure 44: Screenshot 2 [36]
This character also has a ‘toon outline’ that seems to be more consistently thick and a halftone effect applied all over the body but not on the accessories.
[image: ]
[bookmark: _Toc233030446]Figure 45: Screenshot 3 [36]
This shot uses very saturated, stylised lighting, halftone and hatching patterns.
[image: ]
[bookmark: _Toc233030447]Figure 46: Screenshot 4 [37]
This is a standard looking shot, but it still utilises subtle halftone and hatching in the shading. You can see it on Stan’s forehead and the left side of his shirt.
[image: ]
[bookmark: _Toc233030448]Figure 47: Screenshot 6 [36]
[image: ]
[bookmark: _Toc233030449]Figure 48: Screenshot 7 [36]
The above two images display the use of multiples and some seemingly hand-drawn line effects to create effective smear frames, aiding the speed and fluidity of the movements.[image: ]
[bookmark: _Toc233030450]Figure 49: Screenshot 8 [36]
Green arrows have been added to this image to draw attention to the outlining of Peter. He has a differently textured outline than others, and he illustrates how the lines can be added to the inner parts of a model.
[image: ]
[bookmark: _Toc233030451]Figure 50: Screenshot 9 [38]
Spider-Punk has a distinct visual style, Miller and Powers state that “We wanted it to look like photocopied punk posters that have that rebellious attitude,” and that he “comes from a world…that’s basically a collage of punk rock posters come to life” [38].
The films draw inspiration from various other mediums, such as, comic books, paintings, collages and 2D cartoons which gives it a mixed media aesthetic. 

The goal for the animation was to create a stylistically similar aesthetic to the “Spider-Verse” franchise and make use of halftone, hatching, multiples, ‘toon outlines’ and comic book style speech bubbles to achieve the look. See the progression reel:
[image: spiderverse style progression reel]
[bookmark: _Toc233030452]Figure 51: Own animation [33] [34]
These tutorials were valuable for understanding how to use nodes to create shaders in Blender. 
[image: Quick toon shader effects, NPR - Blender tutorial]
[bookmark: _Toc233030453]Figure 52: Video Tutorial 5 [39]

[image: Spider Verse Material in Blender 2.8 Eevee]
[bookmark: _Toc233030454]Figure 53: Video Tutorial 6 [40]
Below is the node group used in the final shader for the character:
[image: ]
[bookmark: _Toc233030455]Figure 54: Self-owned image - Nodes in Blender 1
The node on the far left is the base shader used, in this case, a ‘Principled BSDF,’ the node on the far right is the ‘Material Output’ and all the nodes in-between allow the halftone and hatching pattern to be implemented into the material. The top section of nodes are responsible for the hatching pattern and the base image texture used for the character; the bottom section is responsible for the halftone pattern and then a math node set to ‘Mix’ is used to combine the halftone and hatching effects into one final material. Below you can see the two groups of nodes more clearly:

[image: ]
[bookmark: _Toc233030456]Figure 55: Self-owned image - Nodes in Blender 2
Blender allows the nodes to be labelled, one is labelled “Color Ramp: How far LINES cover shadow area.” This is because a ‘Color Ramp’ node was used to control how long the hatch lines were; moving the slider on the node allows one to adjust the length of the lines. 
[image: ]
[bookmark: _Toc233030457]Figure 56: Self-owned image – Nodes  in Blender 3
In both sections, a ‘Brightness/Contrast’ node is used to control the brightness and contrast of the effect. Below is a video showcasing how adjusting the settings of these nodes can effect the visual output, older versions of the node group are included and will not look identical to the final result.
[image: spiderverse nodes in Blender]
[bookmark: _Toc233030458]Figure 57: Own animation [33] [34]
Multiples were used to create effective smear frames. This was achieved by duplicating the hand section of the mesh, separating it as its own object and then modelling it to deform the hand into an appropriate shape. [image: ]
[bookmark: _Toc233030459]Figure 58: Own image [33]
[image: ]
[bookmark: _Toc233030460]Figure 59: Own image [33] [34]
The final step was to add the speech bubble effects and render. The speech bubbles were hand-drawn, then scanned with a printer and manually edited to make the background transparent.[image: ]
[bookmark: _Toc233030461]Figure 60: Self-owned image - Hand-drawn effect on paper
An issue occurred with the Grease Pencil outline not appearing when a transparent object is in front of it. There was an attempt to rectify this in Blender; it was found that a setting allowed the Grease pencil outlines to be visible through the object, however, it would be visible through the whole object, not just the transparent parts.
[image: ]
[bookmark: _Toc233030462]Figure 61: Own image [33] [34]
To rectify this, the bubble effects were added in Adobe Premiere Pro after rendering the animation and a transform effect allowed them to be animated.
[image: ]
[bookmark: _Toc233030463]Figure 62: Own image [33] [34]

[image: spiderverse-style materials FINAL RENDER with VFX]
[bookmark: _Toc233030464]Figure 63: Own animation – Final [33] [34]
[bookmark: _Toc233030396]Animation Three: Digital 2D look in 3D
[bookmark: _Toc233030397]Concept & Rigging

[image: ]
[bookmark: _Toc233030465]Figure 64: Self-owned art - Character owned by Cartoon Network
The storyboard depicts Courage the Cowardly dog, owned by Cartoon Network since the character had not been decided yet; there have been some changes along the development of the project, including the decision to merge the final two animations into one animation instead. This animation will utilise significantly altering the model itself to produce extreme shapes or facial expressions to convey exaggerated emotion. This will be achieved either by duplicating parts of the model and altering the mesh or with blend shapes.

This animation is inspired by 2D digital visuals that utilise, thick cartoon outlines, cel shading and saturated colours. Visuals inspirations are below.
[image: Kirby Twitter Account Posts Special Kirby Artwork For Kirby Star Allies  Launch - My Nintendo News]
[bookmark: _Toc233030466]Figure 65: Artwork 1 [41]
[image: ]
[bookmark: _Toc233030467]Figure 66: Artwork 2 [42]
A model and rig was created of the character ‘Kirby,’ owned by Nintendo. He was chosen for his simple shape. Below are clips from rig development. The lattice method was used again to allow for squash and stretch.
[image: rig showcase]
[bookmark: _Toc233030468]Figure 67: Self-owned content [43] [44]

[bookmark: _Toc233030398]Shaders
The report submission date is earlier than the project’s final deadline. As a result, this final animation is not complete. Below is a mock-up of the shaders and Grease Pencil effect to give an idea of how the final outcome will look.
[image: ]
[bookmark: _Toc233030469]Figure 68: Self-owned content – Shaders Mock-up

[image: ]
[bookmark: _Toc233030470]Figure 69: Self-owned content - Nodes
The shader on the body was achieved using these nodes; the below video displays the method used.
[image: Stop Using Color Ramps For Toon Shaders]
[bookmark: _Toc233030471]Figure 70: Video Tutorial 7 [45]

The animation will be 3-9 seconds long. It will utilise transparent mesh planes parented to the body which will have digitally drawn textures assigned to them. These will be swapped out when needed to display different facial expression textures.

[bookmark: _Toc233030399]Conclusion & Moving Forward
The 3D animation industry is seeing a shift towards more stylised aesthetics kickstarted by “Spider-Man: Into the Spider-Verse”. The practical element gave great insight into the topic, insight into technical aspects of Blender and how the effects can be achieved. Further research into Blender’s nodes, keeping up with new features added to Blender and researching more into the capabilities of programs like Autodesk Maya and Nuke would further expand knowledge and expertise on the subject. Our current technology allows for some truly unique aesthetics that were not possible without it as well as allowing artists to mimic traditional visual styles in a fraction of the time it would take to create it authentically.
The first two animations are complete and will only see minor adjustments; the final animation will be significantly developed between the date of submission for this dissertation and the presentation.
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Character picks up a landline

phone to answer, saying "Hello?".

The person on the phone begins
yelling loudly. The phone cartoonishly
hangs in the air and jitters around a bit
almost as if the phone itself is mad.
Comic-style effects appear out of the
phone to emphasise how loud and
abrasive the caller is.

The person answering slams
down the phone quickly and more
comic-style effects are visible. In
particular, there's a word reading
"SLAM!", and there may be some
actions lines accompanying the
characters movement.
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Courage is inspecting a box
and reaches out to open it.

The box pops open quickly to reveal a
scary spider. This greatly frightens
Courage who yells.This would be an
altered 3D model made for this shot
specifically.

Returning to the original model used
in the first panel, Courage is calming
down and takes a peak at the box.
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