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Abstract

Rapidly changing 3D rendering technology is expanding its fields of display fast towards
Non-Photorealistic Rendering beyond Photorealistic Rendering. It is now attainable to realize
conventional 2D visual animated cartoons with 3D animation technology. It is not complex to
create two shades of color or more with the rendered outcomes, made by Toon-Shading, of 3D
total packaging animation Maya with black outlines brought through the process of 2D
animation. It the reality of 3D animation being one of the prevalent mechanisms of animated
films, it is valuable for familiarized animated cartoons to be realized by the technology of 3D
animation. Thus, I hope to help in many ways create more effective 3D cartoon animation
production process by optimized Toon-Shading attributes method and technology in this

research.
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