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ARTISTIC TRENDS IN COMPUTER ANIMATION 

 

 

Chronology Techniques Artistic applications 

 

1950s 

 

First Concepts 

 

 

None 

 

1960s 

 

First Systems in Laboratory 

 

 

Experimental Movies 

Visual Music 

 

 

1970s 

 

First Steps of Operational 

Exploitation 

 

 

The Quest for Realism 

Cartoons 

 

1980s 

 

Attempting Wider Use of the 

Techniques 

 

 

SFX in Movies 

Ad spots in TV 

 

1990s 

 

 

Wide Daily Use of the 

Techniques 

 

 

3d animation movies 

Computer Games 

 

2000s 

 

 

Wide Daily Use of real-time 

interactive techniques 

 

 

Console Games 

Nintendo Wii 

 

2010s 

 

 

Widening the Technical 

Innovation 

 

 

Stereo 3d animation 

Interactive TV 

 


