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ABSTRACT

Among them a fusion animation that

includes all genre, which has low production
cost and can emphasis mediums special
quality is one of the ways to product and is
presently entire

receiving  the spotlight.

3D(dimensional) animation was first

introduced in 1980s with a combination of
2D and 3D with Golgo13(1982), and
afterwards in 1995 Disney and Pixars joint
production  Toy Story was introduced and
developed a 3D animation market. In year
2000 few of the 3D animation had success
and on the other hand few of the 3D
animation regardless of a lot of interest and
huge production cost has failed to appeal.

At the end of 1990 and entering 21st
century interest of Fusion and Crossover has
elevated, and fusion became the highlight in
the world of animation. A lot of animation
that combines 2D and 3D has started to be
introduced, and they used 2D for Human
characters and 3D for mechanics and
background is an example. This style for
work is being produced worldwide and this
is a result of effort of trying use mediums
special quality to make more efficient scenes.
work is

This fusion style of being

introduced in products, because of its
engagement of low production cost and
merit that comes from production style. In
the beginning due to lack of techniques it
did not receive a spotlight, and the problem
came from quality that floated on the screen,
but as cartoon Shader was introduced the
techniques

improved and as production

environment and users increase 2.5D
animation has even been separated into one
of the production.

A lot of

animations that are being

produced presently use part 3D image or



full, and number application is increasing,
even if it has been used before. Also the
techniques are being improved day by day.
Due to 3D computer graphics special quality,
which can continuously use whats been
produced, and spaces that can capture high
level of angles increase the field of
expression. In improvement of 3D being
Cartoon

Shader,

transformed into 2D  using

rendering, Cell Rendering,
Non-Photorealistic Rendering, and Dot
Rendering to render 3D graphics real fixed
direction and realistic feeling into 2D
animation, through a lot of research and
development in technique.

In this research I would like to look how
3D was applied in animation and methods

of 25D animation and its ability.
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