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Abstract

Animated film industries in the world have been modifying
systems and processes to meet changing conditions : Technological
Changes, Production Challenges, and Global Shifts. Computer
graphics technology have came a very important role in the production
of animated film. But 2 Dimensional Animated Film still popular, do not
have changing and its improving to the high quality of the visuals as
innovation and technology in animated film. Arising from the system

and process of contemporary 2D animated film production in present.
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ameunsuaiindulutytu IEsuanudsuuardnisfvlmnniuly
nanuarAeTivened v 1w Tnsvied widads 3avien] wazdodumediin
wazanauATImtmanalulaglnle lnaawizssuuasuiimesnain.,
ASEEINI e maIaRanSaTarn1suslaAn e unsue gy vihld
ameuniuofiuduiinsnanuazinisiuralulsemesineg uniy Tuii
Junsiin “Tanlugivadniswdn” ivinlidnssuunaznszuiunisnan
AnunsLedwdufiiialuen I zuaz LANA19IINNISRERN TN UASALY
AULERY (Live Action) Ima%uazjﬁ’mmiuiaﬁ, TNUL VDI ANAS
fusarflanuiiindafinvanssainnisndnnmeunsildauanadunau
nlanatngd wiinmeunduuuilaundansuaznneunsue iy
willnssadauaziefotemananuuieiva) lnenguusmaemlansuieaii
fina (Yoon. 2008)

sruumeNIweinT Tinwazuofudi 3 iR (3D Graphics and Anima-
tion) lagnihunlduaziiunumgalunssuiunisudnnineuns uazaneuns
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AT ULLAENSEUIUNSRARLAd Ao
SEUULAENTEUIUNMINARAMNEURsLe Tindulssian 2 SRuuy
faaeludagtuuiady 3 funeulnguiotussuuuasnszuiuns
KA EuRSkaznneunsuetiudulnevialy Ao 1) duraunuwdeunis
WAR(Pre-Production) 2) tunisudn (Production) uay 3) Fundsnssin
(Post-Production) dsluseazidenazliszuunaznszuiundnvesagiloly
Uﬁzmmﬁﬁu 79 Anime International Co,Inc.(AICX(1982) sidunumaite
msvhanudnlatinfy suuuuaesiiuszgndtu wuusiaesd 1) Taed
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1. UIHULATENNISHEAR (Pre-Production)
1.1 YumBuaLLIAnLaslATINITHERN

a

Tudull Fuinduturouusn anauRe3By videiiuwAndiey
rnanmmeuasLedudusa Ut uiiunuvEensausy (Planning) ewie
Mswan MsBudutull 2 Sy Fefu

- anwaszusn fe WwwRandnvieanudeinisfiagndnunann
fiFessuatiu (Original Authon) enalsinannuedisinesvidediniu tiaue

HudewIgn1sasviselusiwesluagilendnaineunsieiiudu (Anima-
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tion Production Studio) wagiausuuIAnvselasINSsielUguungnaEn-

(Production Companies) IfBIN15899UHEH
- anwaueilaed fie USHN ANERTlANRDINTIEHERLAAME

lWévanilondny viseRndevetodvansanuiadenisau w3e reuilad v3e

wllene Wislusuisesdmsunisuds Wudu

[ Contemporary 2D Animated Film Production System and Process }
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1.2) FUIUNUTUNTTHER

Tudumout] sxdutunousiazlsin S wuafn (Concept) ilodes
(Story) Suazthlugnsiamnfulasimsudnuediudu (Project) flututit
wiimsUssqufinnsanvesmniefiadesedisaieds wu femnensaia
(Producer) §iifu (Director) densnana (Marketing) waineduq ma= Lo
f150ALIELTdlATINNG, WHUILATSNARTIT WKNTUNISAATR
LazUHUILBUg AR se1sinnuLarATaUAq Tnensruau Mfugua
WAZEIWILNITHENTBIKEWIBN1TAI(Producer)

1.3) %"uﬁmuﬂgﬂLLUULLazLﬁammswﬁm

Tuduil avusznousodundamdng 2 du e

1.3.3) é"mff'mumﬁamt?’aasn(Scenario Writing) 1Jun1s
uIAnlasedes wardessivdn wiwuduunameunsuediudy
ano3uesn ey “wedudiaee” videfiSuntuin uedwin(Animetic) i
funumddny Ao filsuum (Scripts/ Scenario Writen), fifsuansiuain
(Storyboarder) uazf{ifunweunsuadudu(Director) wazmingiiu=
fufimuannsameiunsdouun  Aalsuazniseenuuudiie 199w
Fhiivadouun Meaneiuedn waznsiifummeunswedududnge

1.3.2) Aun1snmunsluuusazIIuaanuuunan(Designing)
fio dufidiiumsesnuuuiudauy Wy MusenwUUALIAAESTRARIEN
fugnsses uazgUnsaiUsznoumeg(Characters Design) DoNLUUIATEILUS
naln (Mecha Design) (1 #7137 “Mecha Design” #3a “Mechs Design” 111
Tusruuedusuduinlda131 “Mecha Design” Ao s1usenuyuasAngs
Fauiiiuniesing naln tnSesdleanseting yueus e1ueINIA e T8
5199 Fainnulalunmeunsue dusulszinnidereine mans) Nueenkuy
21n1&4 (Backeround Design) waga1uaenwuuLieniud (Color Design) vos
AmeunslaesmTmLe WU Andn wardvean MEoLeiILEanT (Shading)

YN o alui b N5NY1AY - FUNAYL bede



oL sasRaUNsUANERS U INeNSe ULy

aluthanaidne wu nansTunionansiu dlaesiuvesesdusznounmitan
atadesnegFauiuLayoutiluusiazain vas
filenafesddivheth dulafiduiunieaunsazdodliinaie
oufiumesnilnuedindu 3 SRdanaliuayy Wy aindin 015 aaui
visosnuans 1w viusud dniuszvann vide gunsal inseseudnalnsine Wy
Y 508 1e3090U v1uDINA Y8 Tedesiimseenuuuiiiownieunsaiig
Tunaviodun Mieadasiussuuuasnssuunsuanuuuneuiamesnsiin
woflwdu 3 13 Lﬁam%'aumsiﬂzj%uwamaiﬂ UARULLAYUEINLUY
fiatosdug FefTuegiuudazanilofivedniunmsdnge
Tunsdifinmeunsuotuduiududnunzvssnmouniussamdd
Fezitumeuresnmsdauntunnmeunseeniunouy wasdinsnsyaeun
ameund eenludfiBouaneivesauayiivluusasnousely
2. dun1swda (Production)
2.1) uuunaanuuuInINavAUsEnaUeIU(Layout Designer)
SlowFeunmananud udiusingg gnasngtunisuan lasidu
NN WNAAMAN aneTUDSA LAz UBBALUUSY 1NfinNsaNdnualy
Y8IN30ONLULININIBIAUTENBUANSY (Layoutlulmavainusazdon nou
3189 LUSsazuNunaEs JSURnTUNUDaNKULININTeIA
Usenau (Layout Designer) i Fosfinrsandunmsinvssuwin (Concep-
tualization) Ingdaadnla wazuein nsinvesulaegsgniednau sy
ANLNIVIUNUAZNTZABNULADEN NI EN ATINUANLADINITIUNITHER
YOI MTOUTENGHER
2.2) upunauaidiuduvian( Key Animators)
mmmumﬁﬁﬁqﬂud’mﬁ THun wnunawedudundn (Key
Animators) fie fanmaneadundoulmwisundnlundazen wWu Weld
YU 18 nMwseTdl fauefiudundnfaznaniwd 1/5 /9 /13 /18
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Tneusann ituegifuviimeniaedeulmludentug feinfidnuaedu
wuls

2.3) wnunaMnIaIEd UL TITUUN TN TENTINTUNIN
(Inbetweeners)

nunanmaneduefisduumsnszrinasisiam (Inbetween-
ers) fio udidledanedndundninaniwmdndl 1 /5 /9 /13 /18 wiln
Fanmaneidutediduumsnsgninaslsuain Aaznanmunsn Ao i
230 / 6-7-8 / 10-11-12 / 14-15-16-17 Inguszanas auldinmmiadeulmi
asuauysalluusiarfon taglududagdosimatitu gua uaznsiaaeunma
gndsanysaivesunsadouln lnegidunimnsedeulmi(Animation
Directors) WazfiU3nwidunminansewinamlsy (Inbetweeners Frame
Supervisors) Tilanmiadeulyndildeorsuainnuidndeideatuluusiazden
yaeagAlovsiiununasadey (Checker) ilevhmihiiilagnss

2.4) urumMIEuNIMRINYad(Background Artists)

dndruApuaUNTEUN RIS (Background Artists) 1uunun
finennmannvdsiesnuuuly ianinszuned snusslsiauysalasa
p1NAsyUedmeile vselduuuAdvia (Digital Painting) Ala wu T4lusunsuy
Adobe Photoshop %38 Corel Painter Wugu siufiadsarnudaiu fed &
duddymeiugurisnmegsnnlunmsndnnanunmeusiiefiudy

2.5) usiunantdu(Clean-Up)

&N NuNAnmeTiuTuvan waznaamunsnTET I
HIUNIIRTIDAOULAY uNUNFRLEY (Clean-Up or Tracing) asvinnsmnLauy
Tngaenaunmeaieduse Tudundnuazunsnisy fidsulngduans
WuRudeuazAuaed n1sdnduIzAndumeUINnmilne lngadsdianisee
GllRaderunngs Wlfilduen iWelmAnfufionnuinasesdiuseg
flaunsnarasdldie Wieonsinsednifewdedaforlusiard G
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Wunseuiunmsasdmelusunsumeuiamesluununaunell uenanagldis
Aaldumeiioudy Jsanunsasndunuuaavia lnensunluasdumelusunsy
AoufiLmesTA T umuNAR Wi Adobe Photoshop 13e Adobe Illus-
trator 1Judu
2.6) waunszuednana (Digital Painters)
dlevhnsdndund usaznmazgnaunudunmddsia wwn
asdavinsasdluusazdiuusarn ldSesiuliiasdon Gannsacdcu
aiuluginazidenldlusinsu Adobe Photoshop wseanaagldlusinsuaeng
i Toonz #3e Toon Boom A< Jusgivanilefkanazdenuaytmusld
Tunsu@n
2.7) wmunnIwwiAY (Special Effect Artis)
wnunisdusmunidemgnisaamaiannivae Wy ammen
A¥u Il s Ty dushen thlva wasssne mas Safnavidedaisay
dosiivinusianemeierruilumadaimaiiiognigs whinadanmiiy
e avannseldlusunsuneuiaunosnaiinueiiudu 3 Tivild usuisann
v medlakuu 2 35 ndugiiaula naunduwarilnuAmnsesuaiiinnd
Gl UNUURNT SN MRINAT UELNGALEY UsinseIeERATA uay
Wrinn Y 1 Feafin1snsivaeu uusi Usuusaudlvannihediuinm
M35z ULENTUAIW (Painted Frame Supervisors) Wagn1sinAuAMAILAY
ALNzaNningeanuuud(Color Desien) wisliAnanunaunduly
AT LA
2.8) wwunasuRunasnsfinuadiuvy 3 4§ (Computer
Graphic 3D Animation)
madnnmeuasieliuuuaelutiegtu unund fuindanm
ddfyegnannuiy lutull winfldwnuiifeddmaiawuuneuiunes

a «

nsmnwatiugu 3 17 unatvayuagilednaniddlriununaauiiunesnsiiin
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wafitu 3 iR viiooridagiledusndunsfld wunifduiunsadg
Tana Tdfiuin lasemuaumateiaslmuuusneg Tudufuanamvdn duans
399 NN %39 uUmATAn LAY (Visual & Special Effect) i 1w
vanadu Tllngl sede fiug a9 Feonafiszuu nsgwiums uasdelden
unnansiueanlthadntios Tuseifuiagileidenlilusunsueslslunsudn
W1 MAYA, 3D Studio Max, Light Wave 21a tJusu

deldnmrsonunaiifenisinumain 2 37 way/vie oy
3 §f uéh udwiiug gnaslugagiiunmm (Cinematography Director) Lt
fsanviierivun Refunisadieassdaunindivay (Visual Effects) va
wadiansiedeulmmniandas (Camera Movement) fauyilugtunaustely

2.9) usiunpaulw@anin(Composite)

fie wHunMuiTIsedUsEnauTe I ULAATIENLTLS U 1wy
21vida, AmAusALADS, MsiusuATiaisnTUsuATILUY 3 TR vmen
AUl 5200 @189 wiedanswwunin ( Pan),n15vinnnsnsi (Motion Blur)
78 sinee) g TeinsrenTndaemiluusiazden avdeatulunuansivedn
LazAuFBINTYRsEifUA e UASILe TsTy

2.10) unundnfa(Editing)

fﬂ1ﬂﬁﬁzumaumiﬂamiw%amw%amNqmué’a Fom (Shots) fineq
wgniandadedesfenindeiuduain (Scene) viaifuneuy Tuduilss
Hudusinsedesiuniednsiouuumenu (Rough Cub) ileligiitunimeuns
wodlwdufinnsanyivlss wily ielfanuiuveudounsuduiiunis
Fumeusioly

3. Yunden1swan (Post-Production)

Fuilisenirdundinisdei Weldtunisdeinmeuaduuy
T¥uuans (Live Action) Momsanevhaneunsueiiuduuuuiiasmsu T
Tagtutisunsldssuudyann Advialunistuiinides Send1 seuu Digital
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Sound Mixing wagn13iasann iun31szuu Digital Non Linier Editing &4
ssuuARTiadinatl aunsntaelimsianuie Usendn insuasiinnnm
i mm??qmma‘aLLUaaé’zyzyma%ﬁaaaﬂmLﬁuﬁaiué’ﬂwmssiwa6] U e
mneund wauiavietssuuse vise &R wan Ialaede sunoui Tne
a3y Usenaume

3.1) n15Uuiiniders ( Sound Recording)

Laun n1sduiinesduans v3edin1usamesanieg (Voice
Recording ) MUUNEAUNUT 139MSUEAINIENEIRN uazldususenoumnige
U LAEIUTINNTA LEsaeNAR1SY (Sound Effects) iy ldassziln, 1@ed
Insey, 1n3esdynnudiannsetind mav suadssauns (Music) fe Tu
Fuihdutunevhaududestomalvauysel wu nstuiindosuandd
mniilsuiinldosuiteduwumdunsnamadeulmuesinluns
e vizaLdsedue Wl uaniian (timing) Mswndaulwasingg unvhnnstudin
wniAes waAss (mixing) avalsidianuawysal

3.2) nisanuazAuiduNaunIweuns(Film Developing
and Printing Process)

fie Tutuil anuuusiaesinediu asmned Wuarudhumsih
Ty ndavailddadell sgnsdinnuasinunan sudesunaun
AMNYNIVDINDU U0 deygyrainlonuatu (Video Master) snangasuuilau
AMeuRs (transferred to fitm) a0 dulduun 9 (Film Negative) sy
H&uINi (Film Positive) w5efi3anin Answer Print w3 Work Print Ll
Tilunstuinsiuudeygrondes MsiuiRausuatiuluy Interpositive(IP)
e Internegative (IN) saudan1sfiasifidunmeundiiienisate (Release
Print) Fadunszuaunisiviluieswduninewns (Film Lab)

3.3) msUUNMEeNAUNINT AU (Dubbing)

Ao MsuaUEsS wazuauTauA weURIUse Work Print a1
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thudingruiu asuuildudnegemis ilelnnstufinamuazidesdard (synchro-
nize) fiu Fearldfdusuatuiiiudouasnminiy sy Aoussfud
Juitdunmeuniiivanzandmiunmsanslulsanmeuns

FoiaeAunsruaunissdafiomaudn nanunmeunsueliadus
wihlugdunoulumsindming vietumeunsviinismaia wu msanely
Tssnmeund, mevedvdvdlituandlnsvied, vio wdndiminelusuves
OVA (Original Video Animation) dsn1sdasmirelustalantdu azfoednyh
ameupsueisduatiuauissemea vidodmsnusdussens (subtitle)
Aweng 4 Wilenandusnasgiuana
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Ifinsiauinszuiunswanegedisreiies amunnuaiyianiiives
welulafnoufinmesuarlusunsy S9szuuLasnsUIUNINARTA1INTD
UsuiAsu Ussgndld Lifafionesauintn Suegiunmsesnuuussuuias
NIEUIUNSWER e auudnunereImay LazsunvesanileNHan

o w

amweunsteludududdny
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