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Abstract 

New techniques are evolved in the field of media. Innovation in media is expected by the 

audience. This current study is about the use of animation sequence to narrate a short flashback 

or horror scene in between a full length movie. Animation is a process of making the illusion of 

motion. Using that technique for varied reasons in a movie is one of the current techniques to 

make the movie with additional impact. Some of the Kollywood movie directors adopt this 

technique to narrate a short story sequence like narrating flashback, or to avoid horror and 

bloodshed which may affect some viewers psychologically. The technique of animation makes 

the move more impressive. 
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Introduction 

Animation is a dynamic medium in which images or objects are manipulated to appear as 

moving images. In traditional animation, images are drawn or painted by hand on 

transparent celluloid sheets to be photographed and exhibited on film. Today most animations 

are made with computer-generated imagery (CGI). Computer animation can be very detailed 3D 

animation, while 2D computer animation can be used for stylistic reasons, low bandwidth or 

faster real-time renderings. Other common animation methods apply a stop motion technique to 

two and three-dimensional objects like paper cutouts, puppets or clay figures. The stop motion 

technique where live actors are used as a frame-by-frame subject is known as pixilation. 

Commonly the effect of animation is achieved by a rapid succession of sequential images that 

minimally differ from each other. The illusion as in motion pictures in general is thought to rely 

on the phi phenomenon and beta movement, but the exact causes are still 

uncertain. Analog mechanical animation media that rely on the rapid display of sequential 

images include the phénakisticope, zoetrope, flip book, praxinoscope and film. Television 

and video are popular electronic animation media that originally were analog and now 

operate digitally. For display on the computer, techniques like animated GIF and Flash 

animation were developed. 
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Apart from short films, feature films, animated gifs and other media dedicated to the 

display moving images, animation is also heavily used for video games, motion 

graphics and special effects. The physical movement of image parts through simple mechanics in 

for instance the moving images in magic lantern shows can also be considered animation. 

Mechanical animation of actual robotic devices is known as animatronics. 

Animators are artists who specialize in creating animation. It can include from 2D games and 

movies(Anime) to 3D games [1] 

 Keeping the creative mind open is important in media, to come up with simple yet 

powerful output. Something catchy attracts the mob. A new technique of an animation story line 

was used as an insertion in the flashback footage to narrate the story. It has become a trendsetter 

in film-making and has got a wide-spread media coverage.  

Research Methodology: 

The technique used in this study to support the topic is ‘Qualitative Analysis’. It analyses 

the animation and graphical elements of six Tamil feature films such as O KadhalKanmani,  

Aalavandhan, Nee Naan Nizhal, Sathuranga Vettai, Moodar Koodam and Theeran.  It 

critically analyse the use of animation techniques as an alternative tool to avoid violence, horror, 

actions and racial discrimination on screen. At times this technique is used to narrate flashback to 

kindle interest among the viewers. 
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Review of Literature: 

Many researchers have made research on animation. Chen & Sun (2012) in a study 

assessed the Effect of different Multimedia Materials on Emotions and Learning Performance. In 

this study, three different multimedia materials, static text and image based multimedia material, 

video based multimedia material, and animated interactive multimedia material, were presented 

to verbalizers and visualizers to investigate how different multimedia materials affect individual 

learning performance and emotion, identify relationships between learning performance and 

emotion. Experimental results show that video based multimedia material generates the best 

learning performance and most positive emotion for verbalizers. Moreover, dynamic multimedia 

materials containing video and animation are more appropriate for visualizers than static 

multimedia materials containing text and image. 

Power (2012) in his report examines the nature of playfulness in animation and describes 

play as a critical tool in animation studies. Examining studio character animation from such 

perspectives as creative production, animated output, and audience reception, he builds on 

findings of animation studies, neuroscience, cognitive psychology, anthropology, semiotics, 

sociology and aesthetics to propose a specific or lucid mode of animation. He concludes that 

animation is a playground for the mind and the engagement with animated entertainment is 

authentic play. 
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I.J.Palmer made a study on “Object oriented computer animation: virtual perfection or 

Mickey Mouse software”. Computer animation is a rapidly expanding field, both in the number 

of application areas and the amount of research effort being expended. The desire for more 

complex and realistic animations produces requirements for more complex software and more 

powerful hardware to produce these animations. Much of the current research effort is aimed at 

producing autonomous entities that control and define their own behaviour in a simulated world. 

This increase in the level of abstraction leads to even more strain being placed on current 

software models. The application of object oriented techniques to animation has long been seen 

as an answer to many of the complexity issues raised by intricate modelling, but there are issues 

that current paradigms do effectively support.  

Objectives: 

1. To study and compare the animation elements that contributes and enhances the 

aesthetics and beauty in Indian cinema 

2. To study how animation is an alternative tool of live action sequences that produce 

violence and horror on screen 

3. To analyze how animation components helps to keep the cost minimal 

Findings and Analysis : 

Kollywood filmmakers are increasingly using animation sequences to add more 

impact to their storytelling. The latest in this list is Mani Ratnam, whose O 

KadhalKanmani contains animation sequences that depict the game the film’s hero is 

working on. Interestingly, the very idea of using such forms of storytelling in live action 

films is something that was first attempted in a Tamil film Kamal Haasan’s Aalavandhan .  
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Varied views are presented for using the technique of animation to narrate a few lines 

along with the full length movie.[2] 

The title sequence of the movie O Kadhal Kanmani, is worth crediting, as it has some 

great use of animation to communicate the theme of the movie and sets the tone for Aadi’s role 

throughout. The idea must be commended for promoting the use of animation in a full length 

feature film and also giving the lead character an off-beat role of playing a game developer, 

which is highly encouraging seeing the kind of progress the Indian gaming ecosystem has made 

in recent years[3]. 

For presenting flashbacks and depicting sensitive issues like pedophilia in Nee 

Naan Nizhal, communal riots and extreme violence, animation has now become a handy 

tool to effectively convey what directors have to say without being dragged into a 

controversy for depicting all that gore and violence on screen[4]. 

Director H Vinoth, in his movie Sathuranga Vettai, felt that animation will be 

cheaper and better than live action because he can get the look and feel he had 

envisioned.[5] He was impressed with what Naveen had done in MoodarKoodam. He used 

references to the period that were relatable to the audience and to keep the cost minimal, 

the team made only drawings of the scenes and then used the camera to create a sense of 

movement[6].  Some directors prefer animation since filming it in live action would not 

have created the same impact. The implementation of this technique made impact in the 

movie Theeran and received much appreciation. Thus the directors prefer his technique for 

varied reasons and has hit the mid of the viewers. 
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