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3DCG Animated Short Film “Fossil Tears”

NAHOMI MAKI?

Nowadays, photo-real computer graphics(CG) is developed as it looks real. On the other hand, visual design based CG which is
pursued originality. In this paper, | describe how the 3DCG animated short film “Fossil Tears” was created to give an example.
Starting with the story and concept art, | describe the process of converting original 2D design to final 3DCG rendering.
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Figure 1 Character rough design
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Figure 2 Finalized 2D character design
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Figure 3 Character rendering 1
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Figure 4 Cloth texture and leather attributes
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Figure 5 Character2 rendering
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Figure 6 Pencil drawing of moss
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layeredShader 15G layeredshader1

Type Layered Shader

¥ Layered Shader Attributes

7T LAY—v=aA X =T M) E=a2—F
Figure 7 Layered Shader Attributes
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Figure 8 Four layered shader
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Figure 9 Ground polygon only with moss texture
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Figure 10  Ground polygon with 4 layered shader
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Figure 11 Stage set on Maya
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Figure 12 Background rendered image
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