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The objectives of this research were to: 1) investigate ways for the development
of animal and human cartoon features, and 2) compare the attractiveness accomplishment
between animal cartoon features and human cartoon features.

The respondents in this study composed of 139 matthayom suaksa 4 female
students of the Chiangmai University Demonstration School and 35 private cartoon character
designer experts whose experience was based on at least 3-cartoon-movie productions. Two sets
of questionnaires were used for data collection. The first one was used for the investigation of the
universal cartoons’ features which was popular and could attract audiences in a high level. This
was done in order to analyze and make conclusion on ways for the development of cartoon
features. The obtained cartoon characters was then used in the second set of the questionnaires
for the comparison on the difference of the achievement on attraction. Descriptive statistics was
used for the analysis for finding percentage and mean. This was done by using the Statistical
Package for the Social Sciences program (SPSS / PC).

Resuits of the study on ways for the development of man and animal cartoons
were:

1. Animal cartoon features were composed of 4 types of animals: leopard,
monkey, mountain goat and sea lion kitten. According to this research, the researcher had applied
the dimensions of the Mickey Mouse cartoon features as a main source of reference. In other
words, the head proportion was one-third of the body and to the hands and the feet were similar to

human extremities. Moreover, the cartoon features must to possess the characteristics of intensive
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emotional expression in order to convey the emotions and the feelings to the audiences. The
facial expression must be composed of round eyes and distinctive entertaining lips’ line. The
clothing and garment must be colorful, simple, attractive and easy to remember. Thus, the colors
to be used must not be more than three colors. The border line of the colored area had to be
drawn with black line. In short, the cartoon character must be simple, easy to draw and could be
recognized easily.

2. Human cartoon features development was based on a loving little girl. The
body proportion and the dressing should be closed to the ideal Dream Patcher; but some identity
had to be reserved for the cartoon itself. The big round eyes could express emotional feelings
rapidly and clearly. The head and the body proportion must be resemble to the infant proportion.
Colorful shade with black outlining usually brought out brilliant pictures in the cartoon features.
The thickness of the.line could be identical to paint brush. The magic and fighting postures
delivered movement and power in conjunction with sparkling colorful garment. Briefly, it was
straightforward to recognize.

The researcher made 3 periods of time to consult the cartoon experts in cartoon.
Each time, the improvement of the cartoon had been improved in order to identify the difference
of the attractiveness achievement in the second set of the research questionnaire for data
collection.

Comparison of the attractiveness accomplishment between animal cartoon
features and human cartoon features in this study were as follows:

1. Animal cartoon-the score obtained from the student respondents indicated
that Goatee achieved the most popularity; while the experts gave a highest score on Leo Star.

2. Human cartoon-the score obtained from the students respondents indicated
that Tacy achieved the most popularity; while the experts gave a highest score on Kui-sine.

3. As a whole, the human cartoon obtained higher score on the attractiveness
than that of the animal cartoon score. Additionally, the attractive ness achievement of the
cartoons presented in this research could gain a higher score than the sample cartoons used as the
reference in this study.

4. The utilization of the newly developed animal cartoon was focused on
loveliness, comedy, and entertaining, as well as natural adventure; while the newly developed
human cartoon was focused on fantasy, imagination and miracle as well as comedy, loveliness
and entertainment. The cartoon experts pointed out that bevérages and foods could be promoted
through the use of human and animal cartoons. Next, souvenirs and gifts should also be promoted
in the cartoons. Owing to the data and information collected, student respondents preferred to buy

stuff on stationary as the first choice; the second choice was foods and beverages.





