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Description 
 
Making expansive worlds with enormous effects and several 
characters has always been a daunting task for stop-motion 
filmmakers. The reason is simple -- if it’s in the film it has to be 
built. From puppets to buildings to salt shakers and the salt within, 
an artist needs to create tangible, real world objects in order for 
them to be captured in-camera with real world lighting. Coraline, 
LAIKA’s first feature film, was captured almost entirely in-
camera. But as the scope of LAIKA’s films grew, the studio 
embraced technology in order to create unique, stylized universes 
unlike anything seen before in the stop motion genre. LAIKA’s 
hybrid approach evolved during production of the studio’s 
subsequent films, ParaNorman, The Boxtrolls and the studio's 
current feature in production, Kubo and the Two Strings.  In this 
presentation, VFX Supervisor Steve Emerson will guide audience 
members through the history of visual effects at LAIKA (in-
camera and digital) and the evolution of their production 
processes over the past ten years. He will examine the studio’s 
live action approach to visual effects, the specifics of their 
workflow, the technology they’ve embraced and what the future 
holds. 
 
 
1. Introduction 
 a. Who am I? What is LAIKA? What are the films that we 
have made? 
 b. Intention of presentation: The evolution of VFX at 
LAIKA, how we’ve evolved from film-to-film, where we started, 
where we are headed. 
 
2. Coraline 
 a. About the film 
 b. Visual Effects 
  -mouse circus and scale comps 
  -node-based comps and the perils of stereo depth 
  -seam removal 
  -going procedural 
  -fog/atmospherics 
  -plating for performance 
 
3. ParaNorman 
 a. About the film: why we needed to adapt, fold in more tech 
  -crowds 
  -FX 
  -environments 
 b. What is Hybrid? 
  -more than just CG 
  -reference is key 
  -blurring the lines, finding collaboration 
 b. Visual Effects 
  -implementing stereo disparity vectors 
  -our first crowds: key-framing vs. simulation 
  -our first digital set extension: art dictates topography 

 

 -witch face: geo drives performance, FX drives look 
 

 
 
 
4. The Boxtrolls 
 a. About the film 
 b. Visual Effects 
  -crowds: Massive and autonomous crowd simulation 
  -market square: Stereoscopic scale: optimizing object 
tracks 
  -destruction: Integrated particle systems and dynamics 
 
5. The Future 
 a. Crowds 
  -componentizing for greater efficiency and variation 
 b. Environments 
  -standardizing workflows, approvals and handoffs 
 c. FX 
  -bigger FX, more stylization 
 c. Miniatures and scale comps 
  -keeping them in the mix 
 
6.  Conclusion 
 a. Moving forward, while looking backward 
  -futurists and luddites: a common goal 
 
 


