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Conclusion
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Digital artistic processes have significantly contributed to the increase in the annual
production volume of animated films and series, enhancing the competitiveness of
studios while reducing production costs.

The new dimensions enabled by digital artistic processes have empowered directors to
present innovative artistic visions, leading to the exploration of new forms of
expression and the integration of diverse techniques to achieve groundbreaking results.
Digital artistic processes have played a crucial role in delivering artistic messages with
precision and high quality by employing advanced tools and techniques that enhance
aspects of design and animation. This innovative approach allows for the creation of a
visually rich and expressive experience, engaging viewers on multiple levels and
ensuring the film's artistic message is conveyed with clarity and impact.
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