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ABSTRACT 

Rotoscoping can produce believable 2D animation and movements when the process is done correctly. However, 

not all live-action footage can be easily rotoscoped due to scenes or fictional designs that are impossible to shoot. 

To overcome this technical challenge, 3D playblast can be used as footage for an alternative source for rotoscoping. 

This research aims to explore and evaluate two rotoscoping techniques of transforming 3D playblast into 2D 

animation. Two different animation software (Adobe Animate CC and Toon Boom Harmony) were used to explore 

those rotoscoping techniques. The method began by designing a storyboard with dynamic camera angles. Then, 

animated 3D models were developed based on the storyboard as footage for rotoscoping. Then, those animated 3D 

models were rotoscoped frame by frame using ‘Toon Boon Harmony’ and ‘Adobe Animated CC’. The rotoscope 

outputs were evaluated for their effectiveness and weaknesses. Findings show that rotoscoping frame by frame is 

viable for both software with some nuances. Nevertheless, the proposed rotoscope techniques can maintain 

consistency between frames without losing the proportion of anatomy and style when animating in an extreme and 

distorted scene. 
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INTRODUCTION 

The origin of the rotoscope can be traced back to 1917 when a studio named Fleischer Studios from New York 

officially patent their machine ‘Rotoscope’. For several years, the machine was a success and created the Out of the 

Inkwell (1918-1929) series. Hence, a few famous cartoons and characters such as Koko the Clown, Betty Boop, and 

Popeye became iconic characters from the series (Bratt, 2011). Moreover, the Rotoscope machine is consists of a 

camera that is mounting behind the desk while the film footage is projecting onto a slate of frosted glass. Next, the 

animator will trace it onto a paper before retracing it onto a clear animation cell to create the key drawing. As time 

progresses, the Rotoscope machine begin to evolve towards a new modern look and technique.  

Currently, animators can view the footage while animating it. It helps established and identify easier keyframes as 

well as isolating and separating layers of selected footage. Despite the digital change of the machine, the workflow 

and concept remain the same (Bratt, 2011). However, the issue arises when specific complex or dynamic scenes are 

not easily captured using live-action footage. These dynamic scenes can be critical for the animation’s narrative, 

but they may be too costly or dangerous to capture in live-action in which will be used as the footage for the 

rotoscoping process. Therefore, this study suggests an alternative approach which is by using 3D playblast instead. 

This research aims to explore two approaches of rotoscoping techniques from 3D playblast into 2D animation. The 

project development starts by creating the rough layout of the animation, such as the scripts, storyboard and 

animatics. Once the rough outline is acquired, several scenes are selected and turn into 3D playblast, consisting of 

moving and static models. Moreover, the chosen scene is composed around the element of dynamic: focal lengths, 

horizontal and vertical film aperture, and camera movement with various angles and speeds. Furthermore, the scene 

will be exported into the separate subject matter, consist of background and character models, before rotoscoping it 

in two separate software with a different approaches of rotoscoping. It is hoped that by exploring the rotoscoping 

from the 3D playblast approach, more dynamic scenes and interesting movements can be created for 2D animation. 

LITERATURE REVIEW 

Element of Dynamic Camera Scenes 

Camera angles can direct the audience to see and affect how they perceive it. Dynamic camera scenes are added to 

the project to test further the limitation of a fictional scene that is extremely hard to record. One of the 
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