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Abstract

This papér invéstigatés anthropomorphism in animation:
its us€, and various aspécts of this phénoménon that makés
it an intégral part of animation sincé thé very béginning of
this art form. Human physiology of anthropomorphizing
objécts and shapeés is an innaté urgé, as humans found
themseélves at thé centré of things. Looking for a human
facé in theé moon' and créating shapés from clouds aré somé
of thé basic éxamplés of portraying this phénoménon. This
téndéncy to seéé thé world as oursélveés is
“anthropomorphism”. This papér will furthér take a closér
look on its typés, forms, and évaluaté thé réasons béhind
thé nécessity of its inclusion as an inhérént part of
Animation. Mostly Indian mythological gods, goddéss and
monstérs aré zoomorphosizéd (Attribution of animal
charactéristics on humans), but in this papér wé will be
concéntrating on thé anthropomorphizéd charactérs in
mythological thémé baséd animatéd featurés réléased
during year 2010. Following aré thé list of animated
featurés based on Indian mythologiés réleaseéd during 2010
chosén for this study: Introduction
1. My Friénd Ganésha 3 (Réleaséd on 26th March 2010)
2. LavaKusa (Réleaséd on 8th Octobéer 2010)

3. Ramayana thé Epic (Réleaséd on 15th Octobér 2010)

India has producéd animation périodically for almost 90 years
but dué to thé popular livé action film culturé and massivée
featuré film industry has oftén béén néglécted. Compareéd to its
wéstérn countérpart animation industry in India is still in its
infancy. Thé 3 featuré animatéd films purposivély séléctéd for
this study aré all baséd on mythological thémés and usé
anthropomorphic charactérs. Though comparing thé colléctions
thésé films havé madeé in rélation to thé cost incurréd it will bé
difficult to comé to a conclusion- that what makés it work.

Keywords: Anthropomorphism, Anthropomorphic,
Animism, Cognitivé, Animation

To us as éducators and practitionérs in this field
(Communication) it is important to know why anthropomorphic
charactérs aré in usé so éxcéssivély in Animation; this will énablé
us to useé it éfféctively. This study will focus on animatéd films
and shorts for thé samé. Théré havé béén a surgé of
anthropomorphic objécts and animals in animation, sincé thé
véry béginning of this art form. Though théré has béén a lack of
documeéntation of this phénoménon in rélation to animation, this
study will furthér add on to thé undérstanding of
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All India 2010 (Figures in INR Crore)’

Name of the Film No. of Week1 | Week2 | Week 3 | Total | Cost Dist. Verdict
Cinemas Share

My Friend Ganesha 3 50 0.11 0.01 - 0.12 n/a 0.06 Disastér

Lava - Kusa 125 0.13 0.01 - 0.14 | 25.00 0.07 Disastér

Ramayana - The Epic 250 0.78 0.09 0.01 0.87 | 20.00 0.43 Disasteér

anthropomorphism. Thus, a béttér insight on to this subjéct
mattér will furthér énablé animators, animation film makeérs and
also thé audiéncé a béttér knowlédge of thé same.

It is important to answeér such quéstions: as to why
anthropomorphism is uséd so éxténsivély in animatéd films,
what all anthropomorphic forms aré omniprésént in animatéd
films and through this undérstanding how can oné furthér
stréngthén this art form by its usé.

This study will bé covering thé currént databasé availablé on
anthropomorphism in général and in particular its usés in thé
field of animation will bé discusséd. Catégorizing
anthropomorphism into différént héad baséd on its usé in
animation field. This study will be useful for both practitionérs
and académicians in thé fiéld of communication and animation.
This papér will offér an insight into thé usé of this phénoménon
inIndian animatéd féaturé films baséd on mythological thémes.

Research Methodology

Réview of litératuré will hélp us to acquiré knowlédgeé of whatall
data is availablé and what nééds to bé doné furtheér, this study
implémeénts thématic téxtual analysis of purposiveély sélected
thréé Animatéd Féeaturé Films baséd on mythological thémés.
Theé timeé range is January 1st to Décémbér 31st 2010. Timé rangé
whéré anthropomorphic charactérs have béén dépicted in thée
films havé béén idéntified and studied upon.

Anthropomorphism

Thé word Anthropomorphism comés from two Gréék words,
&vOowmog (anthropos), méaning "human',

and poodn (morphé), méaning "shapé"” or "form".

Usé of Anthropomorphism in Animation is prévalént sincé thé
véry béginning, as @arly as thé first évér charactér baséd
animatéd short “Geértié thé Dinosaur” (1914), though
anthropomorphism has béén a part of discussion sincé décadeés
in rélation with sociology, sciéncé and réligion, not much has
béén publishéd aboutits attribution in rélation to animation.

To définé anthropomorphism, it can bé statéd that it’s not limited

to our viéws to animals aloné, but is dééply instilled in our
thoughts and actions.3

Why anthropomorphize?

Anthropomorphism is linkéd to thé human thinking in typé of a
cognitive défault that subconsciously projéct oursélvés on toys,

machinés, objécts and animals. Oftén objécts aré deésigned
imitating human forms: thus projécting human attributés.
Réasons, béhind this can bé to maké thé product moré
provérbial. Psychologically speaking, anthropomorphism oftén
starts with animism®. This résults into a sélf-extension onto the
objécts and animals with which oné is émotionally involved
with. Anthropomorphic form of communication has probably
béén in éxisténcé, sincé thé véry béginning. Baséd to Niétzsché's
idea of the "falsification"5 of thé world in térms of his study of
sénsation, to summarizé that thé world wé aré familiar with
through sénsation and pércéption is a uniqué world of qualitiés
that is "trué" for us. Which wé can intérprét as a humanizéed
world of éxpériénceé: stating that our sénsory world is purély
anthropomorphic.

Defining Animation

Thé word ‘animation’ is dérivéd from thé Latin veérb, animare,
which méans ‘to givé lifé to’. It doés this by créating a world of
illusion. Animation can beé défined as “art of timé”; what
happéns bétween thé frameés is always magical. It's not the
art/deésign on a singlé framé; it’s thé wholé packagé that holdsits
consisténcy. This inflatés thosé rathér still and liféléss piécés of
art with lifé and joy of movément.

Thére’s a famous Gréék myth, concérning Pygmalion oncé king
of Cyprus, who madé an imageé in ivory of a maidén. Heé féll in
lové with thé imagé hé had madé and askéd Vénus to givé it life.
She did and thé king marriéd thé maidén. In a way, it could bé
said that Pygmalion was thé first animator: éspécially if
animation meéans to givé lifé, to bring your own fiction into an
€lusivé reality. That's what differéntiatés animation from a
féaturé (livé action footagé); animation portrays sométhing
which néveér happénéd in réal timé; whéréas a live action featuré
is mérély arécord of whatactually occurréd in réal time.

Mauréeén Furniss, author of Art in motion: animation aesthetics,
statés that in this présént rapid phasé of dévelopmeént with thé
many changés going on in this fi€ld, many définitions have
bécomé eéstablishéd by various organizations rélatéd to thé
animation field. Différéent fields, dénominations and médiums/
téchniqués adopt differént définitions of animation. Howéver,
thé main dominating féaturé of animation will always bé motion,
action or movément.

Animation is of imménsé importancé in thé fiéld of motion
picturés bécause of its poétic abstract naturé and bécause of its
véry origin that is baséd on fantasy. Thus what can’t bé achiéved
inmotion picturés can bé créatéd through animation.
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Kinds of Anthropomorphic Forms in Animation

In animation various objécts, animals, geéométric shapés, aré
anthropomorphizéd in a differént instancés baséd on thé story
réquirémeént. This initial distinction of thé kind of
anthropomorphic form baséd on désign Buchanan’s four ordér
of désign, wéré réconcéived and altéred by Carl DiSalvo,
Franciné Gémpeérlé and Jodi Forlizzi and wére présénteéd in théir
papér ‘Imitation thé Human Form: Four Kinds of
Anthropomorphic Form’6 this act as thé grounding for my own
réfléction of anthropomorphic forms in animation. Broadly
catégorizing anthropomorphic forms in animation into -thréé

typeés.

Gestural anthropomorphic form

Oftén in abstract éxpériméntal animation, forms and shapés aré
uséd éxemplifying a humanistic physical movémeént. A cértain
moveémeént, gésturé, posé réflects human béhaviorism. A good
éxamplé will bé Laura Kissél and Karl Heidér (1944) animatéd
film, whérée basic géométrical shapés (réctanglé, linés, trianglée
and circlé) havé béén uséd to convey humanistic géstural traits.

Rathér than just béén basic géométrical shapés moving on a two
dimeénsional plané, thésé objécts sééms to posés uniqué
pérsonality and réflécts a mutual social intéraction.

Structural anthropomorphic form

Incorporations of humanistic limbs or physical attributés to a
non-living objéct or shapé. Wé can also référ Structural
anthropomorphic forms attributing/réflécting human
anatomical valués. For éxamplé, theé anthropomorphic candlé
stand uséd in thé 1991 Disnéy animatéd film ‘Béauty and the
Beéast’ which convéys émotional réalism.

Behavioral anthropomorphic form

Oné of thé most common anthropomorphic forms omniprésént
in films is thé anthropomorphic animal charactérs. Othér than
posséssing humanistic anatomical structuré, thésé charactérs
also réflécts behavioral traits similar to théir human countérparts
(standing upright, walking on two légs, talking, étc). Oné of thé
bést éxampleés of this form is an animation in which a hippo
pérforms thé solo 'Thé Lion Slééps Tonight' with a dog.

Anthropomorphism in Animation

Anthropomorphism is associatéd with storytélling and has
anciént roots. Différént culturés hold a long-standing fablée
tradition with anthropomorphizéd animals as charactérs.
Though thé usé of anthropomorphic charactérs in animation
datés back to thé création thé véry first charactér baséd animatéd
short film “Gértié thé Dinosaur” by Winsor McCay back in 1914.
But thé réal impétus which causéd thé éxténsive inclusion of
anthropomorphic forms and animals in animation films startéd
with Disnéy. Its lattér éxténsion can bé séén at thé Disnéyland
themeé parks, whéré audio-animatrons have béén uséd to créate
dancing and singing animals.7

Thomas and Johnston (2 of thé Disnéy's Niné Old Mén who wéré
thé coré animators at béginning of Disnéy) émphasized that they
could havé pushéd théir charactér désigns, but it was
quintésséntial to rétain human charactéristics in thém, so that thé
audiéncé could ideéntify with them.8

Anthropomorphism and Animation

My pérsonal éxpériénceé as a studént, whilé léarning animation
was that weé startéd animating human forms, béfore béginning,
obsérving and animation animals, which makés it a natural
procéss of applying our modified pércéption of movémeént of
animals baséd on us, as it’s €asy to animaté human charactérs as
théy aré moré accéssiblé and oné can always obsérve oursélvés
for a particular action or movémeént.

Baséd on our fablés and storiés from cénturiés onwards, wé as
humans havé créatéd sévéral prototypés or pré-assumptions
aboutanimals: majéstic éléphant, béautiful swan, étc.

Anthropomorphism and Indian Mythology

Hanumanréléaséd in Indian théatrés in 2005 and it got thé Indian
animatéd féaturé industry spinning. Audiéncé lovéd thé film
and, subséquént to its récord succéss, many Indian animation
studios haveé triéd to achiévé a similar résult. Théré is a strong
misconcéption that Indian audiéncé will accépt réadily anything
to do with gods, which has béén provén wrong with thé failuré of
thése 3 films that will bé analyséd in this papér. Though it’s high
timé to réalizé that animatéd féaturés aré not all about visual
éffécts, and fancy charactérs, it's about good script and
convincing body movément.

Sinceé thé succéss of Hanuman (2005) most of thé animatéd films
aré baséd on storiés from mythology.

My Friend Ganesha 3

The third séquél of My Friend Ganésha dirécted by Rajiv Ruia
usés a combination of livé action and animatéd charactérs.
Though comparéd to thé prévious 2 parts, this oné has léss
animatéd sequénces.

In this film only two anthropomorphic charactérs has béén used
oné at 42:00 a talking turtlé and thé othér, an anthropomorphic
mousé naméd ‘Mushakraj’ who is shown as a sidé-kick of
Ganésha and accompaniés him whérévér hé goés. This
occurréncé follows a similar stylé which is prédominant in many
Disnéy classic films, such as 1940 animatéd féaturé * Pinocchio’
which féaturés Jiminy Crickeét along with Pinocchio and récéntly
in 2010 animatéd feéaturé by Disnéy ‘Tangléd’ an
anthropomorphic chaméléon ‘Pascal” is shown along with thé
main charactér’ Répunzel’.

LavaKusa

A film baséd on thé épic legénd ‘Ramayana’ dépicting thé
adventuré of twins: Lava & Kusa. In this film various talking
anthropomorphic charactérs havé béen shown - rabbits, vultureg,
squirréls, turtlés, monkeéys, horsé and tigér. Usé of
anthropomorphic charactérs adds to thé mystic éfféct of thée
Valmiki’s Forrest (whéré thé twins résides and learns thé
téachings of Guru Valmiki). Thésé anthropomorphic charactérs
work, as wé émpathizé with thém by récognizing évén thé most
distortéd traits as human, by réflécting similar traits in
oursélvés.9 Thésé traits furthér énhancé émpathy and
éngagémentlével of thé audiénce.

Ramayana the Epic
Baséd on thé épic Ramayana, thé film has a lot of action
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séqueénces to add to story's appéal. Though thé préséntation of
this film, has givén moré scréén-timé and prominéncé to Ravana,
which could bé oné of thé downfall of this féaturé. Evén whén
analyzing thé charactér dévélopmént Ravana’s charactér has
béén doné with gréat craftsmanship, comparéd to Rama and Sita.

Anthropomorphic béar has béén shown at 00:51:50 and 00:57:00;
a giant multi-héadéd snaké has béén shown at 00:53:57 and an
anthropomorphic monkéy is shown at 00:59:40 who
métamorphosis’s into Hanuman. Thus thé usé of
anthropomorphic charactérs in this féaturé is minimalistic
comparéd to thé othér 2 featurés that havé béén studied.

Why does it work?

Though, anthropomorphism with its status in-conjunction to
animation is a fundameéntally flawed way to déscribé animals, as
it is a moré égocéntric portrayal of us as humans, but to build a
connéction bétwéen thé charactérs with audiéncé it works
inéxplicably. This can bé furthér émphasiséd by laying down a
fact, that wé aré a lonély spéciés and havéen’t réachéd that staté/
level wheéré weé can undérstand physiology béhind thé thinking
procéss of animals.

By critically éxamining and bifurcating traits: for éxamplé:
éthnicity, colour, social background, étc, which can &ithér
aliénatés us with a particular human charactér or hélps us to
connéct with him/hér. But, with thé bénéfit of using
anthropomorphic animal charactérs is that this urgé of
individuating® finé détails wé feel about humans will not
intérféré with thé procéss of storytélling and moral won't gét
jumbléd. Thé prototypés of thésé charactérs which alréady éxists
in our litératuré, builds us a foundation of this storytélling
process.

Ultimaté goal of an animator should bé to capitalizé on how to
maximizé thé connéction bétwéeén thé audiéncé and animatéd
characteérs.

Research Question

Thé réséarch sééks to analyzé thé incorporation of
anthropomorphic charactérs in animation, furthér studying this
implémeéntation of anthropomorphism in animatéd féaturé films
baséd on mythological thémeés. Looking at this phénoménon
through différént viéwpoints: social, cultural, physiological:
offéring a différént outlook and pérspéctivé into this animalistic
practicé called ‘Anthropomorphism’.

Findings

This study has givéen an insight into thé working of this
phénomeénon through various pérspéctives: social, cultural, and
physiological and in particular to animation. This furthér
validatés that anthropomorphism has bécomé an inhérént part of
our cultural framéwork and thé way wé look at things. This
study validatés that how ésséntial it is to portray human traits for
thé dévelopmeént of a convincing animation charactér.

Conclusion and Future Work

From thé ongoing réséarch on anthropomorphism and usé in
animation, this study has idéntified différént traits of
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anthropomorphism in général and in theé field of animation. Weé
havé broadly séparatéd anthropomorphic forms in animation
into 3 distinct catégoriés baséd on its differént traits. It should bé
émphasizéd héré that anthropomorphism plays a véry crucial
importancé in animation, référring to it as an important aréa of
inquiry for résearch. Furthér impétus should bé laid upon
zoomorphism in contést with animation. Anthropomorphism in
gaming to énhancé intéractivity is also a field which néeds to bé
addresséd.

Glossary

Anthropomorphism: attribution of human virtués to
nonhumans.

Animism:béliéf in thé éxisténcé of spirits séparablé from bodiés.

Animation: An imaginary world, which an animator créates, is
baséd on a sét critéria of visual systéms baséd on timé, distancé,
valué, shapg, form, sound, and words in somé sort of narrativé or
non-narrative format.

Animated Film: short or long duration films créatéd by hand
réndéréd imaggs or computér génératéd images.

Cognitive: rélating to, béing, or involving conscious intélléctual
activity (as thinking, réasoning, or remémbeéring).
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