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3DCG Animated Short Film “Fossil Tears”
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Abstract: Nowadays, photo-real computer graphics (CG) is developed as it looks real. On the other hand,
visual designed based CG works which are pursued originality have been established successively. In this
paper, I describe how the 3DCG animated short film “Fossil Tears” (11 min 27sec) was created to give an
example of those visual design based works. Starting with the story and concept art, I describe the process
of converting original 2D design to final 3DCG rendering.
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Table 1 Synopsis.
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M1 HoxyF-are7b7— b (fudhd)
Fig. 1 Snow bed, concept art (Color pencil).
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Fig. 2 Snow bed, concept art (Digital paint).
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Fig. 3 Fossil tears pencil rough design.
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4 REOLARETIA >~
Fig. 4 Fossil tears final design.
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Fig. 5 Fossil tears model.
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Fig. 6 Fossil tears final rendering.
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Fig. 7 Character rough design.
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Fig. 8 Finalized 2D character design.
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Fig. 9 Character 1 rendering (Only color setting).
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Fig. 10 Character 1 rendering (With hand drawn texture).
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11 A7 7 AF ¥ & Leather 7 M) ¥ 2 — b
Fig. 11 Cloth texture and leather attributes.
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Fig. 12 Character 2 rendering.
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Fig. 13 Pencil drawings of moss.
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Fig. 14 Four layered shader.
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Fig. 15 Ground polygon only with moss texture.
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Fig. 16 Ground polygon with 4 layered shader.
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17 Maya 2B} AEEDOET
Fig. 17 Stage set on Maya.

18 HHL ) v UEE
Fig. 18 Background rendered image.
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