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Abstract

Cartoonization technique used in 3D digital animation is one of the image conversion techniques, which
is a method of creating a 2D-like visual expression. Animation produced with 3D digital technology
provides a sense of reality that is hard to distinguish from reality, but it is true that there is a hard and
cold feeling. Until now, producers have effectively overcome this problem through non photo realistic
rendering methods of 3D programs, but on the other hand, there is a limit to stereotypical expression.
Therefore, this study proposes Cartoonization technique using computer graphics image conversion
technology in the post-production stage for the purpose of natural and smooth expression that is close to
the resulting product of handwork. The core of this study is to emphasize the outline and simplify the
surface according to the intention of the creator of the original output image and for this purpose, the filter
effect that is combined in the 2D graphic program will be sequentially applied to the image with the
action script function during post-processing. As a result of producing a case work through the proposed
Cartoonization technique, output has revealed that has the strength of the outline, the simplification of the
surface color and the contrast level, and the separation expression that is emphasized compared to the
existing method.
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