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Abstract 

The emphasis of this research is the effect of animated films in Modern society especially in Teenagers.  It will look at how self-image of teenagers is shaped, what elements of animated film influence them the most and how mostly they are like to behave in any particular way regarding a film or from what they have been seeing in the film. What messages teenagers get from images found in fairy tales and what is their importance in their life.  This research will analyse three major Disney Fairy tales such as: Cinderella, Snow White, and Sleeping Beauty.  The findings from this research are important and will contribute to a well organisation of animated films from the conception to the production to unable a positive influence on viewers.
Introduction
It is quoted by Daniel Solis that a graphic animation, such as an animated cartoon, is a sequence of frames, where the objects in each frame are moved just a small bit from where they were in the previous frame. When the frames are shown in rapid succession, the objects in the frames appear to be moving. (Solis, 2009);

 Looking at different definitions of the term “Animation”, it is admissible that Daniel Solis’s definition is descriptive of what animation is in general.  It is a computer-generated motion picture illustrating movements of drawn objects. Although different types of animation exist, this research will aim to analyse the influence or effect of 3D computer animated films in the contemporary society.
It said by Kanfer that animated films have formed a place where usual law has no authority, where ducks may have tantrums and rabbits may be witty, where a cat can break into a hundred little cats and merge into one again, where mice and men fly without wings and dogs explode and birds run faster than jets. (Champoux, 2001).  This is the magic of animation where ideas are usually expressed in different ways from a wide perspective’s range of artists and designers.
Project-Specific Research 

Visual, Narrative and Creative Research Methods is defines by Dawn Mannay as an analysis of claims, Thoughts and assessment of visual approaches as a qualitative tools in the field of social Science and associated disciplines (Mannay, 2016)
Having said that , it is logic that qualitative research method is implemented and used throughout this work with a deeper emphasis on Visual and Narrative to enable the better understanding of characters and the effects that animated films have on the viewers in general and children in particular.   It is important to understand that the purpose of animation film is to engage the audience and generally most people will argue that animated films are made for children audience but the truth is that even a big proportion of adults enjoy watching animated movies. A study been conducted on youngsters and their movies stars favourites and the results of that study has proved the connectional effect between viewers and the movie stars.   The  findings of the research demonstrates that  Youngsters who indicate movie stars who use tobacco on-screen are expressively more likely to have an forward-thinking smoking status and more favourable attitudes toward smoking than youngsters who choose non-smoking stars. This finding supports the suggestion that the representation of tobacco use in modern motion pictures, predominantly by stars that are admired by youngsters, contributes to youngsters smoking (Tickle, 2017). 

This research settings and finding is demonstrated in their original version quoted by (Sargent, 2017) as follow:
632 scholars (Ages 10–19 years) from five rural New England public schools believed to have completed a voluntary, self-administered survey in October 1996. The survey assessed tobacco use, other variables related with youngsters smoking, and preferred movie star. In addition, tobacco use by 43 selected movie stars was measured in films between 1994 and 1996. 
The result of the research actually has shown an agreement between its findings and the personal perception of the author of this work.   Of the 43 stars, 65% used tobacco at least once, and 42% represented smoking as an indispensable character trait in one or more films.  A considered smoker was identified as any stars who smoked more than twice in a film. For youngsters whose favourite stars had only smoked in one film, the odds of being higher on the smoking index was 0.78 (95% confidence interval (CI) 0.53 to 1.15). For those whose favourite stars smoked in two films, the odds of being higher on the smoking index was 1.5 (95% CI 1.01 to 2.32).  Furthermore, those youngsters  whose favourite stars smoked in three or more films (Leonardo DiCaprio, Sharon Stone, John Travolta), the odds of being higher on the smoking index was 3.1 (95% CI 1.34 to 7.12). Amongst never smokers (n = 281), those who chose stars who were smokers in three or more films were much more likely to have favourable attitudes toward smoking (adjusted odds ratio 16.2, 95% CI 2.3 to 112).

 This is proven by the experience of the author of this work regarding the animated movie Frozen, written and directed by Jennifer Lee.  In April 2014, the author of this work was up in the air on-board of Qatar Airways airbus A380 flying to Doha, for the most part of the flight, the animated movie Frozen was his choice and he found himself singing all the songs and everyone else looking at him with different face expressions!!!  After some hours have passed, the author discovered that everyone around the plane was watching animated movies, especially Lions king.  By this experience, it can be said that the animated movies attracts adults audiences as well as children but arguably   tent to affect children’s behaviours more than any other group.    
Methodologies

It is essential that all Objectivism and Constructivism methodologies be used in this document for a better research and understanding of the animated films and the effects they can have on different categories of viewers, especially in children. This methodology emphasizes that the ontological realm of objects and facts exists independently of the mind. The researcher's position is therefore one of objective observation ( A. Pietrykowski & William , 1994).
It is proven and quoted by (Matter, 1990); Saying that Objectivism methodology is dividing into nine sections as follows:

· Concept-Formation:  It is offering philosophies linked to perception development in general. What does it meant when refer to a ‘concept’? “Cognition does not start with concepts, but the other way around: concepts are the result of cognitive processes. ( Levenson, Tirosh, & Tsamir, 2011).  Concepts arise from the manipulation of mental objects
· Abstraction from Generalizations: Abstraction and generalization are the practices of simplifying a particular problem to help creators resolve complications proficiently. It is proven to moderate complication and upsurge creativity             ( Kamarudin, Ridgway, & Ismail, 2016).
· Perceptions of consciousness: This is when the existing scientific theories of mental imagery (quasi-perceptual experience) account for, or accommodate, the greatly broader gatherings of imagination as conventionally apprehended (J.TThomas, 1999) 
· Descriptions : Normally this arise whenever a ‘creative design process’ is projected, founded on an incorporation among an updated agreement view of both the design process from engineering design and the creative process from intellectual thinking ( Howard, Culley, & Dekoninck, 2008)
· Self-evident Perceptions: This method is where the research on self-regulated hypothetical knowledge has grown out of more general ( Zimmerman, 1989).
· The Reasoning Role of perceptions

· Awareness

· Uniqueness

· The Analytic-Synthetic 

Critical and contextual review

The guardian has done some research regarding the consumption of media by teenagers in the United Kingdom, and the results is very fascinating and confirm access to the internet by almost every teenager.   This access to the internet is either at school or home. The research acknowledges that Home use is mainly for fun (such as social networking) whilst school (or library) use is for work. The majority of teenagers are heavily active on a combination of social networking sites. Even though Facebook is believed to be the most common, with almost everyone with an internet connection is registered and believe to be visiting the site more than 4 times a week. Facebook is popular when it comes to interacting with friends and family on a wide scale. Research confirms that teenagers do not use twitter as much as the use other social Networks for the fact that texting twitter uses up credit, and they would rather text friends with that credit instead. In addition, they are concerned that no one will be viewing their profile which would make their 'tweets' pointless.

As the research by the Guardian goes on, it founds that outside of social networking, the internet is used primarily as a source of information for a variety of topics. Either surfing through YouTube or searching the web.    Google is believed to be the most dominant figure of the search engines simply because it is well known and easy to use. A small percentage of teenagers make purchases on the internet (on sites like eBay and Amazon) but this is not frequent, because a credit or debit card is required and the majority of teenagers do not have one. YouTube is the main site used by teenagers to watch and post videos (Stanley, 2009).  The finding of this research lead in the understanding of the consumption of the Media by teenagers and consequentially the effect of this use is noticeable as they mostly rely on the media for their day to day life.  A lot of short animated films can easy be accessed on YouTube, some are available to download on internet but the quality is not as good as expected.  
A number of television Channels provide good animated films for children and teenagers and it is usually at a certain time set which is well known by viewers as quoted in the guardian’s research.  The research found the majority of teenagers watch television, even though is believed to be at a certain points in the year where they watch more than average. This shifting is due to seasonal new programs which influence them to watch a particular show at a certain time for a number of weeks, then stop watching television for certain times after the program has ended.  It is said by The Guardians that teenage boys (generally)  are mostly to watch more television when it is the football season, often watching two games and related shows a week (totalling about 5 hours of viewing).   Service like television on demand, such as BBC iPlayer, Virgin Media Box, Sky TV box, Net flick contributes to teenagers watching less television because of the facilities of watching what they what on their own time provided by this services.   
The effect of animated films on young teenagers 

Research from a variety of sources confirms the connection that exists between animated films and teenagers behaviours.  The different data collection has been used upon a content analysis style that has examined variety types of messages that animated films provide about physical appearances. The data collected for this research entailed viewing the animated film checked on the project's example slope and the detailed information collected has been recorded on predesigned, pretested, pilot tested fixed-format coding sheets.  Before the viewing and coding work for this study began, An intensive training been offered to research assistants, In order to familiarized themselves with the types of data this study is intended to collect and analysed together with the process of decision making on which animated film and character to look at in order for a better and genuine recording.
By looking at the studies of children videos, it has been concluded that the message is being focused on physical appearances.  Looking particularly into the contents of Brothers Grimm fairy tales, it easy to understand that some are popular among youngsters and has been for many years, fairy tales such as: 

· Cinderella
· Snow White
· Sleeping Beauty
The common factor in this fairy tales is their greatest emphasizes of female beauty which connect well in their popularity among teenagers, it affects their way of dressing, self-images and how beauty or pretty is defined.   
Physical attractiveness among 120 characters appearing in 23 feature-lengths Walt Disney cartoons spanning a six-decade period has been studied by Rumble and Cash, the study revealed that leading role characters were shown to be more attractive than their competitors, and in particular female leading role characters were portrayed as extra attractive than male leading role characters. Furthermore, those leading role characters were represented as being thinner than their competitors.  This finding proves to be particularly accurate for female leading role characters when compared with their male colleagues. These studies are predominantly remarkable for their particular findings that addressed attractiveness matters in media pursuing teenagers (Klein, 2006). 
As mentioned above, this research is proven to be effective and confirms the effects that animated films have on teenagers, it affects their physical appearances, their behaviours and this differ between female and males teenagers.  Female are mostly affected on the appearances more than male teenagers who are affected on behaviours, acting like the super hero seen on the animated film and female acting and dressed like princess. 
Sleeping Beauty is worth mentioning in particular for female teenagers particularly for it portrays of physical appearances between a princess who appears to be pretty and thin but the bad characters are not thin and not very attractive, even the maids in the film were designing a dress for the princess and it is easy to get the message by the type of dress that they have designed as the details into it made an enormous difference in appearances as it gives a particular view on how maids thinks of a princess images and pretty look. 
The same perceptive is applied on viewers as confirmed by Rebecca-Anne by quoting “The popularity of the princess in Disney feature animation, merchandise, theme parks, and ice shows makes her one of the best known models of princess construction. This analysis of the Disney princess looks at her in terms of her position in the kingdom, her relationships to femme fatales, fathers, and bad boys, and her performance in a genre largely shaped by film musical and fairy-tale” (Rozario, 2010).
Research’s results establish that children’s writings are among fundamentals of effect in children’s life together with television and Media such as Disney films and story.   Books, magazines and animated Films has influenced teenagers by providing them with visual images that in return gives socio-cultural information and has been the  main source of teenagers Self-image shaping.  The responsibility lied on directors and animated films producers who affect the majority of teenagers in their way of producing and perceptive.  By saying that, a good animated film is more needed in order to educate and encourage other than creating an image for teenagers (Hurle, 2005).
Results
 This research had provided a clear understanding of how animated films are perceived by viewers and their possible effects.  Research has proved the connections that exist between viewers and the animated films.  The existence of this effect is validated and proven further their existence by numerous animated films already on the market and which had created positive effects on viewers, animated films like:

· Toy store
· Finding Nemo

· Up

· Kung Fu Panda

· Ice Age

· Wall E

· Over The Hedge

· Cinderella

· Snow White
· Sleeping Beauty
They all had an effect on teenagers’ behaviours and body images preferences.  Scarlett is one of the best animated short films that have a great emotionally effect on his audience.  

 Children, teenagers and even grow ups all find themselves emotionally attached to Scarlett ‘story whenever watching.  
A great piece of artwork from the start to the end. Capable of making people cry.  The designed colour’s scheme plays a great role on viewers ‘mood.  Every movie director normally has a targeted audience for the film and perceptibly the film has to have a greater influence on the audience targeted to actually achieve its purposes. 
It is quoted by Ed S. Tan & Dylan Molenaar that extremely immersive film has its influence on a straightforward aspect of sensation, specifically excitement that triggers different natures of reactions (Valentijn T. Visch, 2010).  
By considering this quote together with research, a positive approach is recommended when creating and developing an animated film for the fact that it has an effect on viewers in general and teenagers in particular.  They rely on animated film to shape their self-image, to learn about beauty and appearances and how to behave in some extend.  Animated films is used as a learning tool for young ages, babies tent to learn their first word and numbers from animated films specially made for their age.  CBeebies is one of greats examples of television network that offer animated films for children aged 0 to 6 years old and their aims is to encourage a learning style that is safe and enjoyable.  Their colour scheme is well designed to attract babies’ attention, they have brilliantly achieved their aims and this channel was first launched in 2002 and can be viewed in many countries now (trust, 2012).
Conclusion

Animated films are part of the modern film industries and contribute largely in the early educational system as parents and educators recommend them for children, children learn mostly their first word or numbers from animated film designed especially for their age group.  Having said that, the emphasis of this research was to look at the influence of the animated films to the society in general and teenagers in particular; The findings is actually as expected and in fact animated films are a major factor in teenage self-images.  Teenagers define beauty by what is being projected as beauty in animated films such as Cinderella and media in general.  Character design and dresses of princess project more on what beauty or pretty is regarded as and most role models of our society are films personals, actor or a particular character of an animated film.  Story teller through animation has helped teenagers in changing their behaviours or their way of appearances and these occurrences will not stop as the industries is expending and going further.  This is to be looked at in a positive and supportive ways of encouraging teenagers to adapt certain attitudes in life that can actually empower them and recommendation is made for every animator to actually think of passing a positive message through the film instead.   
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