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RESUMEN

Exploracion de expresiones graficas innovadoras
del 3D mediante la reinterpretacion de la acuarela
tradicional aplicada en un entorno tridimensional

Esta tesis explora como superar las limitaciones tecnolégicas en el modelado 3D para
innovar en expresiones graficas, transformando técnicas analdégicas como la acuarela en for-
matos tridimensionales virtuales. Se analiza la evolucion de la ilustraciéon tradicional a la 3D
y la animaciéon hibrida mediante metodologias experimentales que documentan la conver-
sion de ilustraciones clasicas en experiencias inmersivas, documentando las observaciones
y experiencias del autor. Los resultados confirman la relevancia de las técnicas tradicionales
adaptadas a nuevos medios, evidenciando que avanzar tecnologicamente implica también
superar barreras creativas y abriendo vias para la exploracion de diversas técnicas analogicas

en entornos tridimensionales innovadores.

Palabras clave: Experimentacion 3D | Ilustracion hibrida | Metodologias experimentales |

Barreras tecnologicas | Exploracion estética.
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ABSTRACT

Exploring innovative 3D graphic expressions through
the reinterpretation of traditional watercolour
applied in a three-dimensional environment.

This thesis explores how to overcome technological limitations in 3D modelling to inno-
vate graphic expressions by transforming analogue techniques such as watercolour into vir-
tual three-dimensional formats. The evolution from traditional illustration to 3D and hybrid
animation is analysed through experimental methodologies that document the conversion of
classical illustrations into immersive experiences, documenting the author's observations and
experiences. The results confirm the relevance of traditional techniques adapted to new media,
demonstrating that advancing technologically also implies overcoming creative barriers and
opening avenues for the exploration of diverse analogue techniques in innovative three-di-

mensional environments.

Keywords: 3D experimentation | Hybrid illustration | Experimental methodologies | Tech-

nological barriers | Aesthetic exploration.
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