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 the Computer-Animated Film
Christopher Holliday, King’s College London

Abstract
If the interrelationship between animation and genre remains a series of fractious critical engagements and cultural negotiations – as many genre theorists and animation scholars have acknowledged – then how can we speak of the animated medium in generic terms? Just as the process of defining a genre as opposed to a mode, cycle, series or formula has been wrought with difficulty and contradiction (Neale 1980; 2000; Altman 1999), there is much contention over whether genre remains a suitable descriptor for ‘cartoons’, or if animation is better qualified as a medium, form, style or technique in service of other generic structures. This paper identifies the ways in which the shifting, contradictory relationship between animation and genre is sharpened by a consideration of the computer-animated film as a genre in its own right. I first interrogate the shape of contemporary film genre theory, as well as the problem of generic classification when placed within the specific context of animation, to work through the possibility for identifying animation’s generic “deep structures” (Wells 2002). By also considering broader shifts within critical approaches to digital imagery and CGI from ‘technicist’ to ‘textualism’, this paper argues that a ‘computer-animated film genre’ emerges through a contract or structure of formal codes of signification that are historically and technologically contingent. I therefore consider how computer-animated films as a current of global film production both create and announce their own textual attributes (in ways similar to genre parody) in the very process of ‘doing’ and coming into contact with recognisable genres.
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