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The History of 3D Animation Project Proposal
For my Project I propose that I research the history of Digital 3D animation. This would consist of looking at the origins of where Digital 3D animation began, who played key roles in the development and what technologies were used. Specifically I would like to see how Digital 3D animation became a successful medium for film making. 

This topic is significant to the history of computing because Digital 3D animation brought together not only a unique culmination of computing power, but a unique set of developers. Digital 3D animation brought together art and technology through visual representations of compiled code. Digital 3D animation has also helped make significant software and hardware advances because of their taxing production and playback needs. 

My paper will consist of an introduction, 3 main topics, with 2 minor topics per main topic and conclusion. In my introduction I will layout the overlying theme of my paper, then introduce my 3 main topics of the paper. These 3 topics are: flight simulators, early 3D animation and technology developed through 3D animation. The two subtopics for flight simulators are: the origin of 3D flight simulation and the development of 3D simulators. For my second main topic the two minor topics will be: the origins of commercial 3D animation and the development of commercial 3D animation films. The third topic's minor topics will be: technologies used and who developed them. I will then conclude by restating my over lying theme and provide insight into how this topic has contributed to the history of computing.

Introduction

Three dimensional (3D) animation has brought technology and art together in a way that has wowed the movie going crowd.  Movie making has always been an art to push the envelope of its medium.  Optic, film, mechanical and computing technologies have progressed film to where it is today, giving film makers greater freedom in the way they tell their stories.  In this paper I will look at the history of 3D animation through its use in movie making, noting key technologies, people and productions.
Early 3D animation


Before 3D animation hit the big screen, much of its development was initiated by military funding and collegiate institutions.   Technologies such as the Sketch pad (1) which used a Cathode Ray Tube (CRT) and a “light pen” to sketch models on computers was developed by MIT in the 1960’s and used by General Motors to do 3D modeling of new automobile designs.  Another technology that was invented in the 1960’s which would help progress 3D animation was the invention of the mouse by Doug Englebart.  The mouse gave 3D animators the ability to input information in a way that keyboards and peripherals of the time did not allow, such as fluid movements along an X/Y axis.  
Flight Simulators

The origin of 3D flight simulation
The development of 3D simulators

Early 3D Animation


The origins of commercial 3D Animiation


The development of commercial 3D animation films

Technology developed through 3D animation


Technologies used


Modeling, Keyframing, Scenes, Polygons, Texturing


The people who developed them
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