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Branches, a short animated film is an exploration of line, light, and sounds: A moving drawing, a study in the relationship 
between order and chaos. It is unsettlingly complex and entropic, yet deeply and abidingly orderly. The animation is based 

around a five minute musical improvisation with Hanlin playing a Moog synthesizer and Joshua Dekaney playing percussion. 
The visuals serve in some ways as the melody instrument in the composition, taking cues from the accompaniment, but never 
hewing too closely. The animation is in many ways a controllable physical simulation based loosely around the branching 
patterns of trees. Rendered in 4K HFR, ‘Branches’ is a visceral piece of experience design. Available in DCP format from full 
4K HFR to 2K 24fps.
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Animation studios: Intellectual property development and production services
Jan Nagel
University of Southern California, USA

This master class is in two parts. To fuel the finances for the creation of original intellectual properties, design, animation and 
digital production studios need to bring in paying work, which is known in the business as “work-for-hire” or “service work.” 

In this master class both aspects of the business will be reviewed.

Part 1: Animation Production Services- The most important part of a design, animation or digital media studio is the service it 
can provide to outside producers. This will bring in the income to support the overhead and the labor to keep the doors open. 
Most studios have the talent pool and desire to express their own creativity in the way of developing original content. Providing 
production services could support these endeavors. A successful studio will be able to offer a myriad of services, from character 
and environment design, to storyboarding and layout. From modeling and rendering to the actually making the characters move. 
In this portion of the master class, we will review what international producers are seeking in a production services.

•	 Labor Pool: Skills and Talent
•	 Genre Specialties: Game, Television Animation, Feature Film Animation, VFX, and more
•	 CGI vs. 2D/Traditional: The Different Pipelines
•	 Art Skills and Computer Skills

Part 2: Intellectual Property Development- Content creation is a business. Stories are created for television, feature film and 
home entertainment. Animation can be “evergreen” and remains successful for much longer than many live action productions. 
Animation can move from country to country, from language to language with every little effort. Animation is an expensive 
process, but animation is a method that allows stories to appeal to large and wide audiences. This means the potential for a return 
on investment is greater for an animated story.

•	 Business of Content Development
•	 Acquisition vs. Development
•	 Distribution: Broadcasters and Network vs. Distributor
•	 Co-Production Partnerships
•	 Co-Ventures
•	 Treaties, Tax Incentives and Economic Value
•	 Licensing and Merchandising
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