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The First Cartoon and Its Pioneers
The first modern cartoon as a published satirical 

illustration is credited to John Leech, who published 

it in Punch magazine (UK) in 1843. This cartoon 

mocked the grandiose plans of the British Parliament, 

and it marked the start of cartoons as visual social 

critique in print media.

When it comes to animated cartoons, Émile Cohl, a 

French caricaturist, is widely considered the creator of 

the first fully animated cartoon. His short film 

"Fantasmagorie" (1908) used hand-drawn animation 

and is regarded as the first traditional animated 

cartoon.

Soon after, animation pioneers like Winsor McCay 

(USA) with Gertie the Dinosaur (1914) and Walt 

Disney with Steamboat Willie (1928, introducing 

Mickey Mouse), revolutionized the medium and 

brought it into the cinematic world.
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Origin and Concept of "Cartoon”
The word "cartoon" originates from the Italian term 
"cartone", meaning a large piece of paper. In 
Renaissance times, cartone referred to full-sized 
preparatory drawings for artworks like frescoes and 
tapestries. Over time, the meaning evolved. By the 19th 
century, cartoon began to be used in England to 
describe satirical illustrations in newspapers and 
magazines. These humorous drawings were not just 
art—they were a form of social 

commentary. 

Today, a cartoon refers broadly to a drawing, animated 
or static, that uses humor, satire, or storytelling to 
entertain or provoke thought. Cartoons exist in many 
forms—editorial cartoons, comic strips, and animated 
films and series. 

Print Media and Early Popularity
Cartoons gained prominence through print media in the 

late 19th and early 20th centuries. Newspapers featured 

political cartoons and comic strips like The Katzenjammer 

Kids (1897) and Popeye the Sailor. These characters became 

cultural icons, generating merchandise and widespread fan 

following.

Broadcast Media and Animation Explosion
The real boom came with the rise of broadcast media. 

The 1930s-1960s marked the Golden Age of American 

Animation, with studios like Disney, Warner Bros., Hanna-

Barbera, and MGM producing theatrical animated shorts 

that would later be repackaged for television.

In the 1980s and 1990s, cartoons shifted from pure 

entertainment to powerful marketing tools with the rise of 

animated shows tied to toy lines—Transformers, He-Man, 

Teenage Mutant Ninja Turtles, and Pokémon.

With cable networks like Cartoon Network, Nickelodeon, 

and Disney Channel, cartoons became a staple of 

childhood and even adult culture (e.g., The Simpsons, 

Family Guy, South Park).

Digital Age and Globalization
The 2000s brought in digital animation, 3D CGI (like Pixar's 

Toy Story), and streaming services. Cartoons became more 

diverse, international, and accessible. Now, creators from 

Japan (anime), Korea, India, and across Europe contribute 

significantly to the global cartoon industry.

Web-based platforms like YouTube have democratized 

cartoon creation, allowing independent animators to find 

audiences without traditional gatekeepers.

Intellectual Property (IP) and Commercial 

Potential
Cartoons are not just entertainment—they are valuable 

intellectual properties. Characters like Mickey Mouse, 

Doraemon, Spongebob Squarepants, and Chhota 

Bheem are worth billions in merchandise, licensing, 

publishing, gaming, and more.
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Decade Notable Cartoons/Series/Films

1910s

1920s

1930s

1940s

Gertie the Dinosaur, Krazy Kat, Felix the Cat 

Felix the Cat, Krazy Kat, Out of the Inkwell, Alice Comedies, 

Steamboat Willie  

Silly Symphonies, Popeye, Betty Boop, Looney Tunes 

Tom and Jerry, Bambi, Looney Tunes

1950s
Tom and Jerry, The Flintstones, Crusader Rabbit

 The Woody Woodpecker Show 

1960s
The Flintstones, The Jetsons, Peanuts animated specials,

Scooby-Doo, Where Are You! 

1970s

1980s

1990s

Scooby-Doo, Super Friends, Fat Albert and the Cosby Kids Sesame Street 

He-Man and the Masters of the Universe Inspector Gadget, Duck Tales, 

Teenage Mutant Ninja Turtles

The Simpsons, Rugrats, Batman: The Animated Series, Animaniacs 

2000s SpongeBob SquarePants, Kim Possible, Avatar: The Last Airbender, Ben 10 

2010s Adventure Time, Gravity Falls, Steven Universe, Rick and Morty 

Bluey, The Owl House, Invincible, Arcane 2020s
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Cartoon Name Owner / Rights Holder First Appearance

Mickey Mouse

Tom and Jerry

Looney Tunes 

(Bugs Bunny, Daffy, etc.)

SpongeBob SquarePants

The Simpsons

Pokemon (Anime)

Doraemon

Dragon Ball Series

Naruto

Rick and Morty

Adventure Time

Peppa Pig

Ben 10

Chhota Bheem

Shinchan

The Walt Disney Company

Warner Bros. Discovery 
(via Turner Entertainment)

Warner Bros.

Nickelodeon 
(Paramount Global)

20th Television (Disney)

Nintendo / Game Freak / The 
Pokémon Company

Fujiko F. Fujio / Shin-Ei Animation

Toei Animation / Akira Toriyama

Shueisha / Studio Pierrot

Adult Swim (Warner Bros. 
Discovery)

Cartoon Network Studios 
(Warner Bros.)

Hasbro 
(formerly Entertainment One)

Cartoon Network Studios

Green Gold Animation (India)

TV Asahi / Shin-Ei Animation 
(Japan)

1928 (Steamboat Willie)

1940

1930s

1999

1987

1996 

1969 

1984

1997

2013

2007

2004

2005

2008

1992

Johnny Bravo 

Popeye 

Flintstones 

Woody Woodpecker 

Road Runner 

1995

1929

1960

1940

1949

Van Partible

King Features Syndicate

Warner Bros. Discovery

Walter Lantz

Warner Bros

Mowgli  Nippon Animation 1894  



PUBLIC DOMAIN CARTOON CHARACTERS 

(EXPIRED COPYRIGHTS & YEAR)
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Character First Appearance Public Domain Year

Mutt and Jeff

Gertie the Dinosaur

Farmer Al Falfa

Felix the Cat (silent era)

Koko the Clown

Oswald the Lucky Rabbit

Mickey Mouse (Steamboat Willie)

Minnie Mouse (Steamboat Willie)

Clarabelle Cow

Horace Horsecollar

Bosko

1907 (comic)

1914

1915

1919

1919

1927

1928

1928

1928

1929

1929

1983

1970

1943–1950s (varies)

2019

1995–2020

January 1, 2023

January 1, 2024

January 1, 2024

By 2024

January 1, 2025

January 1, 2025

Count Screwloose 1929 1939



1.

2.

3.

4.

5.

6.

7.

8.

9.

10.

The Walt Disney Company

Warner Bros. Animation

Nickelodeon Animation 
Studio

USA (Burbank, California)

USA (Burbank, California)

USA (Burbank, California)

DreamWorks Animation

Pixar Animation Studios

Toei Animation

Cartoon Network Studios

Studio Ghibli

Illumination Entertainment

Hanna-Barbera 

(now part of WB)

USA (Glendale, California)

USA (Emeryville, California)

Japan (Tokyo)

USA (Burbank, California)

Japan (Tokyo)

USA (Santa Monica, 

California)

USA

Mickey Mouse, Donald Duck, 

Goofy, Disney Princesses, Pixar films

Bugs Bunny, Daffy Duck, Scooby-Doo, 

Tom & Jerry, DC cartoons

SpongeBob SquarePants, Rugrats, 

Avatar, The Loud House

Shrek, Kung Fu Panda, Madagascar, 

The Croods

Toy Story, Finding Nemo, 

Cars, Inside Out

Dragon Ball, One Piece, Sailor 

Moon, Digimon

Ben 10, Powerpuff Girls, Adventure 

Time, Dexter’s Lab

My Neighbor Totoro, Spirited Away, 

Howl’s Moving Castle

Minions, Despicable Me, The 

Secret Life of Pets

The Flintstones, The Jetsons, 

Yogi Bear, Scooby-Doo

Famous Cartoons/CharactersRank Company Name Headquarters
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TOP MOVIES BASED ON CARTOON CHARACTERS

Movie Title Release Year Notable Characters

The Lion King 1994 Simba, Mufasa, Scar

Rugrats in Paris: The Movie 2000 Tommy, Chuckie, Angelica

Pokémon: The First Movie 1998 Pikachu, Mewtwo, Ash

SpongeBob SquarePants Movie 2004  SpongeBob, Patrick, Plankton

Scoob! 2020 Scooby, Shaggy, Velma

The Simpsons Movie 2007 Homer, Bart, Lisa, Marge

The Adventures of Tintin (3D) 2011 Tintin, Snowy, Captain Haddock

Looney Tunes: Back in Action 2003 Bugs Bunny, Daffy Duck, Elmer Fudd

Space Jam: A New Legacy   2021 Bugs Bunny, LeBron James (live-action)

Alvin and the Chipmunks series 2007 Alvin, Simon, Theodore

Tom and Jerry: The Movie 1993 Tom, Jerry, Spike

Peanuts Movie 2015 Charlie Brown, Snoopy

Teen Titans Go! To the Movies 2018 Robin, Raven, Beast Boy

The LEGO Batman Movie 2017 LEGO Batman, Joker

  Despicable Me series 2010 Minions, Gru
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Potential Patent
No direct patents on Mowgli. Disney's animation and VFX methods 

(e.g., virtual camera rigs for the 2016 film) may be proprietary or 

protected under trade secrets, not public patents.

Creator/Studio
• Original Creator: Rudyard Kipling (English author, 1865–1936)

•  Original Publication: The Jungle Book (1894) and The Second 

Jungle Book (1895)

• Key Adaptation Studios:

• Disney: 1967 (animated), 2003 (sequel), 2016 (live-action/CGI)

• Netflix: Mowgli: Legend of the Jungle (2018, directed by Andy 

Serks)

Launch Year
• Literary Debut: 1893–1895 (first stories appeared in magazines; 

collected as books in 1894 & 1895)

• Film Debut: 1942 (live-action), major popularity with Disney's 1967 

animated version

• Modern Media: 2016 Disney remake and Netflix's Mowgli (2018)

Design Technology
• 1967 Disney: Ink and paint on cel, limited animation for 

economy, musical timing with visual comedy.

• 2016 Live-Action/CGI: Photorealistic characters using MPC's 

virtual production tools, motion capture, and CGI rendering in 4K.

• Other Studios: Netflix's Mowgli used facial capture and stylized 

dark visuals.

Production Tools
• Disney's 1967 film used traditional hand-drawn animation.

•  Later adaptations used CGI (e.g., 2016's live-action/CG hybrid 

directed by Jon Favreau).

Colour Palette
Mowgli Earthy browns, bare skin tones, red loincloth

Jungle (1967) Lush greens, sunset oranges, sky blues

Jungle (2016) Realistic green foliage, darker shadows, gritty 

aesthetic

Personality Traits
• Brave, curious, instinctive, occasionally impulsive

• Fiercely loyal to his wolf family and jungle friends

• Struggles with identity and belonging between animal 

instincts and human heritage

Iconic Features
• Barefoot jungle boy with red loincloth

• Friendships with Baloo (bear), Bagheera (panther), and Kaa (python)

• Iconic moments: stealing the fire, standing against Shere Khan, 

singing “Bare Necessities”  

Cultural Impact
• Literary Legacy: Core school text in global literature curricula

• Disney Franchise: 1967 version defined the musical-animal 

genre; 2016 remake grossed nearly $1 billion

• Global Reach: Translated into 50+ languages; adapted in comics, 

TV, anime, and games

• UNESCO & Educational Use: Stories of harmony, survival, and 

stewardship widely used in environmental education

Mowgli, the courageous boy raised by wolves in the Indian jungle, first leaped 

from Rudyard Kipling's pages in 1894 and has since prowled through countless 

adaptations—from Disney's 1967 animated classic to live-action epics. His story 

of belonging, bravery, and the bond between man and nature has made Mowgli 

a timeless character, swinging across generations and continents.

Copyright 
• Rudyard Kipling's The Jungle Book (1894) and The Second Jungle 

Book (1895) are in the public domain (Kipling died in 1936). 

• However, adaptations like Disney's 1967 animated film and 2016 

live-action remake are under copyright, typically protected 70–95 

years (depending on jurisdiction).

Trademark 
Names and designs of Disney's Mowgli, Baloo, Bagheera, etc., are 

trademarked by Disney. These marks are registered with the 

USPTO, EUIPO, and other national IP offices. Trademarks are 

renewable indefinitely and protect logos, character likenesses, and 

movie titles.

Mowgli Mowgli 
  
Mowgli 
 
Mowgli 
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Engineering Field
• Animation Engineering:

• 1967: Hand-drawn cel animation (Disney) with Xerox process for background art.

• 2016: Hybrid CGI + motion capture (Jon Favreau's version used virtual production technologies).

• Anime (1989): Traditional cel animation with Japanese stylization.

• Sound Engineering:

• Original songs and background scores, such as “The Bare Necessities” and “I Wanna Be Like You.”

• 2016 version used advanced surround mixing and animal vocalization realism.

India 



Launch Year
1928 (debuted November 18, 1928, in 

Steamboat Willie)

Production Tools
 • Rotoscopes for realistic movement

 • Optical printers, Disney's proprietary CAPS 

(Computer Animation Production System) for 

digital animation

Cultural Impact
Global icon of animation, symbol of Disney, 

influencing character design and pop culture 

for nearly a century; a universal emblem of 

joy and nostalgia.

Commercial Potential
Generated over $100 billion in revenue through

• Animated films (Steamboat Willie, Fantasia)

• TV shows (The Mickey Mouse Club)

• merchandise (toys, apparel)

• video games (Epic Mickey)

• theme parks (Disneyland, Disney World)

Potential Patent
Early sound synchronization in Steamboat Willie, 

not patented, kept as trade secrets by Disney.

Mickey Mouse, that plucky little steamboat captain from Disney's early years, danced onto 

screens in 1928, bringing back memories of simpler days with his cheerful whistle and 

timeless charm.

Those round ears and white gloves still tug at the heartstrings of a black-and-white world.

MICKEY MOUSE

Trademark 
Mickey Mouse name, ear silhouette, 

renewable indefinitely, registered globally 

with USPTO and other trademark offices.

Creator/Studio
Walt Disney (conceived by Walt Disney, designed by 

Ub Iwerks at Walt Disney Animation Studios).

Iconic Features
Round ears (always circular), white gloves, red shorts 

with yellow buttons, oversized yellow shoes.

Copyright 
Mickey Mouse 1928 design & Steamboat Willie, 

protected for 95 years from 1928 under U.S. law 

(expired 2023, entered public domain 2024 for 

original version).

Engineering Field
Animation Engineering Sound Engineering

Personality Traits
 Cheerful, adventurous, optimistic (evolved from 

mischievous in 1928 to wholesome hero).

Colour Palette
Black (body), white (face, gloves), red (shorts), 

yellow (shoes, buttons)

Design Technology
• 1928: Hand-drawn animation (ink and paint on celluloid sheets)

• 1930s: Enhanced with multi-plane cameras for depth

• 1990s onward: CGI integration (e.g., Fantasia 2000)
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Copyright 
Popeye debuted in 1929 in Thimble Theatre comic strip; protected for 95 

years under U.S. law from first publication (expired 2024 for original 1929 

design—now public domain in U.S.). 1933 cartoons and later works remain 

copyrighted until 2028+ with extensions.

Trademark 
what I yam”; renewable indefinitely, registered with 

USPTO and globally enforced by King Features 

Syndicate (Hearst Holdings).

Potential Patent
No patents filed for Popeye's creation; animation techniques (e.g., spinach 

strength gimmick) were trade secrets of Fleischer Studios.

Creator/Studio
E.C. Segar (comic strip, King Features Syndicate); animated 

by Fleischer Studios (later Famous Studios, Paramount).

Launch Year
1929 (debuted January 17, 1929, in Thimble 

Theatre comic strip); animated debut 

July 14, 1933, in Popeye the Sailor (Fleischer short).

Engineering Field
• Animation Engineering (early cartoon production).

• Sound Engineering (voice work and musical scores).

Design Technology
• 1929 Comics: Hand-drawn pen-and-ink illustrations for newspaper strips.

• 1933 Animation: Hand-drawn animation on celluloid sheets, using Fleischer's 

fluid, rubber-hose style; later Technicolor adoption (1930s-1940s).

• Later (1970s-2000s): Simplified 2D for TV (The All New Popeye Hour, 1978) and 

CGI tests (e.g., 2016 shelved film).

Production Tools
• Rotoscopes for realistic punches and sailor swagger (Fleischer's specialty).

• Optical printers for layering spinach-powered transformations.

• Early sound sync for Jack Mercer's iconic muttering voice (1935 onward).

Colour Palette
Black (hat, jacket), white (shirt, pants), 

red (bowtie), tan (skin), green (spinach).

Personality Traits
Gruff, loyal, resourceful; a scrappy sailor who 

turns adversity into triumph with spinach-fueled 

strength and a moral compass.

Iconic Features
 Squinting eye, corncob pipe, oversized forearms, 

anchor tattoo, and spinach can as a power-up.

Cultural Impact
• A Depression-era icon, Popeye boosted spinach sales (credited 

with a 33% increase in the 1930s) and defined underdog heroism. 

• His enduring appeal spans comics, cartoons, and a 1980 live-

action film, cementing him as a pop culture legend.

July 2025 | 14 July 2025 | 15

Popeye the Sailor, the squinting, spinach-chomping mariner with fists of steel, sailed into 

the world in 1929 via comics and hit screens in 1933, delivering a wallop of charm and grit. 

This pipe-smoking underdog from E.C. Segar's pen and Fleischer Studios' reels became a 

Depression-era hero, proving that a can of greens and a big heart could conquer anything.

Commercial Potential
1929/1933 Onward: Popeye's popularity sailed strong, driving: 

• Films: Over 230 theatrical shorts (1933-1957); Popeye (1980 live-action with Robin Williams) earned $60 million.

• Merchandise: Spinach cans, toys, comics, and sailor-themed apparel; a licensing staple for King Features.

• TV: Syndicated Fleischer/Famous shorts (1950s-1960s); reboots like Popeye and Son (1987) and The Popeye Show (2001).

• Licensing: Video games (e.g., Popeye, 1982 arcade), food tie-ins, and a planned CGI revival (rumored for 2020s).

POPEYE  
USA



Copyright 
• Donald Duck debuted in 1934 in The Wise Little Hen; 

protected for 95 years under U.S. law from first 

publication (expires 2029 for original 1934 design). 

• Later versions remain under copyright with extensions.

Trademark 
Donald Duck name, distinctive voice, and sailor 

outfit; renewable indefinitely, registered with 

USPTO and globally enforced by Disney.

Potential Patent
No patents filed for Donald's creation; innovations 

like his unique voice (by Clarence Nash) were kept 

as trade secrets rather than patented.

Launch Year
1934 (debuted June 9, 1934, in the Silly 

Symphony short The Wise Little Hen).

Design Technology
• 1934: Hand-drawn animation using ink and 

paint on celluloid sheets, typical of Disney's Silly Symphonies.

• Later enhancements (1930s-1940s): Multi-plane camera for 

depth in shorts like Donald's Nephews (1938).

Colour Palette
 White (feathers), blue (jacket), 

red (bow tie), yellow (beak and feet).

Personality Traits
Temperamental, stubborn, comical, prone to 

frustration (contrasting Mickey's optimism); debuted 

as a lazy, reluctant helper in The Wise Little Hen.

Cultural Impact
Became a foil to Mickey's cheerfulness, 

representing a relatable everyman with flaws; 

a key figure in Disney's Golden Age of Animation 

and a global symbol of comedic resilience.

Commercial Potential
1934 Onward: Donald's popularity exploded after 1934, leading to: 

•  Films: Starred in over 150 shorts by the 1950s, generating significant box office revenue.

•  Merchandise: Toys, apparel, and comics (e.g., Donald Duck comic strips starting in 1938).

•  Theme Parks: Meet-and-greet character at Disneyland (opened 1955) and Disney World.

•  Licensing: Collaborations with brands and media (e.g., DuckTales reboot in 2017).

Engineering Field
• Animation Engineering

• Sound Engineering (notable for Clarence Nash's 

vocal technique creating Donald's iconic speech).

Production Tools
Rotoscopes for realistic movement of 

feathers and waddling gait.

Optical printers for improved layering in 

color films.

Creator/Studio
Walt Disney (conceived by Walt Disney and 

team, with voice by Clarence Nash; designed 

by animators at Walt Disney Animation Studios).

Donald Duck 
Donald Duck is a grumpy but lovable Disney duck who debuted in 1934. 

His quacking, hard-to-understand voice is super funny. He gets into silly 

trouble with nephews Huey, Dewey, and Louie. His wild adventures 

make him a cartoon favorite.
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Iconic Features
Raspy, semi-intelligible voice (by 
Clarence Nash), blue sailor jacket, red bow 
tie, exaggerated waddling walk, expressive 
beak and eyes.

 

Netherlands  



Copyright 
• Debuted in 1939, protected under U.S. copyright law 

for 95 years from publication (expires 2034 for 

original comics).

• Later works (TV, films, animations) extend 

copyright beyond 2050. 

Trademark 
“Batman” name and character designs trademarked by DC 

Comics (under Warner Bros. Discovery), enforceable globally.

Potential Patent
 No patents filed; costume design and storytelling 

techniques kept as trade secrets by DC Comics.

Launch Year
• 1939 (May 1): Batman debuted in Detective Comics #27 by Bob Kane 

and Bill Finger, published by DC Comics.

• 1966 (January 12): First animated appearance in The 

Batman/Superman Hour, with the live-action TV series also 

premiering.
Engineering Field
• Animation Engineering (2D to CGI evolution).

• Sound Engineering (dramatic scores, e.g., 

Danny Elfman's theme, voice modulation).

Iconic Features
• Bat-symbol on chest, cape, cowl, and utility belt; Batmobile and Batcave.

• Gotham City as a dark, crime-ridden backdrop; villains like Joker and Penguin.

Cultural Impact
• Redefined superhero archetypes with a dark, 

detective-driven narrative, influencing The Dark 

Knight Returns and modern comics.

• Became a cultural icon, with Batman 

symbolizing justice, remaining a top franchise 

through films and merchandise by 2025.

Commercial Potential
• Comics: Over 80 years of publications, with thousands of issues and graphic novels.

• TV: Batman: The Animated Series (1992–1995, 85 episodes), The Batman (2004–2008), streamed on HBO Max.

• Films: 13 theatrical films (e.g., The Dark Knight, 2008), with The Batman (2022) and upcoming projects.

• Merchandise: Toys, video games (e.g., Batman: Arkham Asylum, 2009), apparel.

• Licensing: Global broadcasts and merchandise in over 100 countries, with localized dubs.

Colour Palette
Black (cowl, cape), grey (suit), yellow (bat-

symbol), dark blue (accents).

Design Technology
• 1939–1960s: Hand-drawn comics with a dark, gothic art 

style.

• 1968–1990s: Limited 2D animation for early TV shows; 

Batman: The Animated Series (1992) used a 

noir-inspired cel animation.

• 2000s–Present: CGI and motion-capture for films (e.g., 

The Dark Knight Trilogy, 2005–2012) and animated 

features (e.g., Batman: Hush, 2019).

Creator/Studio
• Creator: Bob Kane (concept) and Bill Finger 

(development).

• Studio:  Comics published by DC Comics.

Early animations by Filmation (The Batman/Superman 

Hour, 1968–1969); later by Warner Bros. Animation

(e.g., Batman: The Animated Series, 1992).

Personality Traits
• Bruce Wayne/Batman: Brooding, disciplined, and 

resourceful vigilante driven by a desire to combat 

crime after his parents' murder.

• Alfred Pennyworth: Loyal, witty butler and confidant 

who supports Batman's mission.

•  Robin (Dick Grayson): Acrobatic, youthful sidekick 

with a cheerful demeanor, evolving into Nightwing.

Production Tools
• Storyboards for action sequences and detective 

narratives.

• Voice acting with notable casts: Kevin Conroy 

(Batman), Efrem Zimbalist Jr. (Alfred), and Loren 

Lester (Robin) in Batman: The Animated Series; 

earlier by Olan Soule.

• Transition from 2D animation to CGI in modern 

adaptations (e.g., Batman: Arkham series tie-ins).

The Animated Series follows Bruce Wayne, Gotham’s brooding 

vigilante, who dons the Batman cape to combat crime. Using high-

tech gadgets and razor-sharp detective skills, he faces iconic foes 

like the Joker and Harley Quinn. With allies like Robin and Batgirl, he 

protects Gotham in this dark, stylish cartoon.
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Woody Woodpecker, that zany, red-headed bird with a 

piercing laugh, pecked his way onto screens in 1940, evoking 

memories of raucous cartoon chaos and tree-drilling 

antics. Born from Walter Lantz's wild imagination, this 

feathered troublemaker brought slapstick energy to wartime 

audiences and beyond with his relentless mischief and 

signature “ha-ha-ha-HA-ha!” 

Trademark 
“Woody Woodpecker” name, his red crest, blue feathers, 

and distinctive laugh; renewable indefinitely, registered 

with USPTO and globally enforced by Walter Lantz 

Productions (later Universal Studios).
Potential Patent
No patents filed for Woody's creation; animation 

techniques and sound design were kept as trade secrets 

by Walter Lantz and Universal.

Creator/Studio
Walter Lantz (creator), produced by Walter 

Lantz Productions and distributed by Universal 

Pictures.

Launch Year
1940 (debuted November 25, 1940, in the 

theatrical short Knock Knock as a supporting 

character; became a headliner in subsequent 

shorts).

Engineering Field
Animation Engineering

Sound Engineering (iconic laugh and 

exaggerated effects amplifying comedy).

Design Technology
• 1940: Hand-drawn animation using ink and paint on celluloid 

sheets, standard for theatrical shorts of the era.

• Later (1940s-1950s): Refined with Technicolor and sharper timing 

for physical gags; simplified designs in the 1950s for TV budgets.

Production Tools
• Rotoscopes for fluid bird movements (e.g., pecking, flying).

• Optical printers for layering effects in shorts like The 

Barber of Seville (1944).

• Voice recording innovations (Mel Blanc's original laugh, 

later refined by Grace Stafford).

Colour Palette
Red (crest and head), blue (feathers), white (gloves and 

shoes), yellow (beak), green (eyes in early designs).

Personality Traits
Brash, cunning, irreverent, and anarchic; a 

trickster who delights in outsmarting foes 

with a mix of charm and chaos.

Iconic Features
Red topknot, wild laugh, woodpecker beak, and a knack for 

turning mundane situations into comedic disasters.

Cultural Impact
A wartime cartoon staple, Woody embodied escapist humor and 

resilience. His infectious laugh and antics earned him a star on the 

Hollywood Walk of Fame (1990) and a lasting spot in animation lore.

Commercial Potential
1940 Onward: Woody Woodpecker's popularity soared in the 1940s and 1950s, contributing to: 

• Films: Over 200 theatrical shorts by 1972, a reliable box office draw for Universal.

• Merchandise: Toys, comics, and Woody-themed products (e.g., woodpecker dolls, lunchboxes).

• TV: The Woody Woodpecker Show debuted in 1957, with syndicated reruns and reboots (e.g., 1999's The New Woody Woodpecker 

Show) extending his reach.

• Licensing: Modern adaptations like the 2017 live-action/animated Woody Woodpecker film and YouTube series (2018-2025) 

keep the bird pecking along.

WOODY WOODPECKER 

Copyright 
Woody debuted in 1940 in Knock Knock; protected for 95 years under 

U.S. law from first publication (expires 2035 for original 1940 design). 

Later shorts and redesigns remain under copyright with extensions.
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Copyright 
Bugs Bunny debuted in 1940 in A Wild Hare; protected for 95 

years under U.S. law from first publication (expires 2035 for 

original 1940 design). Later versions remain under copyright 

with extensions.

Trademark 
Bugs Bunny name, catchphrase (“What's up, Doc?”), 

and gray bunny design with white gloves; renewable 

indefinitely, registered with USPTO and globally 

enforced by Warner Bros.

Creator/Studio
 Leon Schlesinger Productions (later Warner Bros. Animation);

conceived by multiple creators, with Tex Avery directing his 

defining debut and Bob Clampett, Chuck Jones, and others 

shaping early designs. Voiced by Mel Blanc.

Launch Year
1940 (debuted July 27, 1940, in the 

Merrie Melodies short A Wild Hare).Engineering Field
 • Animation Engineering

• Sound Engineering (Mel Blanc's versatile 

voice work was groundbreaking).

Production Tools
Rotoscopes for fluid movement (e.g., Bugs' 

casual carrot-chomping stance).

Optical printers for layering and effects in 

shorts like Rabbit of Seville (1950).

Colour Palette
Gray (body), white (muzzle, gloves, tail), 

pink (ear insides), black (whiskers).

Personality Traits
·Witty, resourceful, unflappable; a trickster who outsmarts 

foes with humor and cunning (debuted tormenting 

Elmer Fudd in A Wild Hare).

Iconic Features
Long ears with pink insides, white gloves, 

carrot as a prop, laid-back stance, and 

signature line “What's up, Doc?” delivered 

with a Brooklyn accent.

Cultural Impact
Defined the “smart-aleck” cartoon archetype; a 

symbol of wartime resilience (1940s propaganda 

shorts) and a cornerstone of animation history, 

rivaling Mickey Mouse in recognition.

Commercial Potential
 1940 Onward: Bugs Bunny's popularity soared during the Golden Age of Animation, contributing to: 

• Films: Over 160 theatrical shorts by the 1960s, generating significant revenue.

•  Merchandise: Toys, comics, and clothing featuring his likeness and catchphrase.

•  TV: Syndicated Looney Tunes broadcasts boosted his reach from the 1960s onward.

•  Licensing: Collaborations like Space Jam (1996) and modern reboots (Looney Tunes Cartoons, 2020).

Potential Patent
No patents filed for Bugs' creation; 

animation techniques and character 

design innovations were kept as 

trade secrets by Warner Bros.
Design Technology
• 1940: Hand-drawn animation using ink and paint on 

celluloid sheets, typical of the Merrie Melodies series.

• Later (1940s-1950s): Enhanced with Technicolor and 

refined timing for comedic effect.

Bugs Bunny, that slick gray trickster from Warner's wild days, hopped 

onto screens in 1940, bringing back memories of carefree times with 

his carrot-crunching wit and cool-headed swagger.

“What's up, Doc?” still rings through the haze of Saturday morning 

cartoon bliss.

BUGS BUNNY 
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Tom, that scheming gray cat from MGM's slapstick heyday, pounced onto screens in 

1940, bringing back memories of rowdy afternoons with his relentless chases and 

flattened-tail flops. His silent battles with Jerry still paint the picture of a 

mischief-filled past.

Copyright 
Tom debuted in 1940 in Puss Gets the Boot; protected for 95 years 

under U.S. law from first publication (expires 2035 for original 1940 

design). Later versions remain under copyright with extensions.

Launch Year
1940 (debuted February 10, 1940, in the short 

Puss Gets the Boot; initially named “Jasper” 

before being renamed “Tom” in later shorts).

Engineering Field
• Animation Engineering

• Sound Engineering (exaggerated 

sound effects for comedic impact).

Design Technology
• 1940: Hand-drawn animation using ink and paint on 

celluloid sheets, standard for MGM’s theatrical shorts.

• Later (1940s-1950s): Enhanced with Technicolor and 

smoother timing for physical comedy.

Production Tools
Roto scopes for realistic cat movements (e.g., stalking, pouncing).

Optical printers for layering and effects in shorts like The Cat 

Concerto (1947).

Colour Palette
 Gray (body), white (paws, chest), black 

(whiskers), red (tongue).

Commercial Potential
1940 Onward: Tom and Jerry's popularity exploded during the 1940s and 1950s, contributing to: 

• Films: Over 160 theatrical shorts by 1958, generating substantial box office revenue.

• Merchandise: Toys, comics, and clothing featuring Tom's likeness and the duo's rivalry.

• TV: Syndicated broadcasts from the 1960s onward broadened their audience.

• Licensing: Modern reboots and crossovers (e.g., Tom and Jerry & The Wizard of Oz, 2011).

Creator/Studio
William Hanna and Joseph Barbera at 

Metro-Goldwyn-Mayer 

(MGM) Cartoon Studio.

Personality Traits
Scheming, determined, easily frustrated; a predator 

perpetually outwitted by Jerry, blending menace with comedic 

ineptitude ( debuted as “Jasper” in Puss Gets the Boot).

Potential Patent
No patents filed for Tom's creation; animation techniques 

and slapstick choreography were kept as trade 

secrets by MGM.

Cultural Impact
Defined slapstick animation with timeless cat-and-mouse antics; won 

7 Academy Awards for shorts between 1943-1953, cementing its legacy 

as a pinnacle of physical comedy in animation.

Trademark 
“Tom and Jerry” title, Tom's gray cat design, and dynamic 

with Jerry; renewable indefinitely, registered with USPTO 

and globally enforced by MGM (later Warner Bros. for 

some iterations).
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Iconic Features
Gray fur with white accents, sharp claws and 

teeth, exaggerated reactions (e.g., bulging eyes, 

flattened body after mishaps).

USA
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Potential Patent
 No patents filed; design and production methods kept as 

trade secrets by early producers and later studios.

Production Tools
• Early books featured hand-drawn illustrations by Harmsen 

van der Beek (1949–1953) and later artists like Robert Tyndall.

•  TV series used string puppets (1955–1963), stop-motion 

(Noddy's Toyland Adventures), and CGI (Make Way for Noddy, 

Noddy, Toyland Detective).

• Voice acting evolved with narrators like Richard Briers and 

actors like Louis Ashbourne Serkis.

Colour Palette
 Red (taxi, hat accents), yellow (taxi, hat), 

blue (hat), brown (wooden skin), green 

(occasional toy elements).

Iconic Features
•  Wooden boy with a nodding head, blue hat with a bell, and a 

red-and-yellow taxi.

• Accompanied by Bumpy Dog and friends like Big Ears and Mr. 

Plod.

Cultural Impact
• A beloved children's icon since 1949, Noddy's simple stories and 

Toyland setting captivated generations.

•  Faced controversies over early racial depictions, leading to 

character updates in the 1990s; remains a nostalgic yet evolving 

figure.

Copyright 
•  Debuted in 1949, protected under U.K. and U.S. copyright law 

(duration varies by region, typically 70 years post-author death 

in the U.K., expiring 2035; U.S. may extend based on 

publication).

• Ownership transferred from Chorion to DreamWorks Classics 

in 2012.

Trademark 
 “Noddy” name and character design trademarked by DreamWorks 

Classics, enforceable globally.

Design Technology
•  1949–1963: Hand-drawn illustrations with simple, colorful 

designs for books.

• 1955–1992: String puppets and basic animation techniques.

•  1992 Onward: Transition to stop-motion and CGI, with modern 

updates like flying planes and detective tools in later series.

Engineering Field
•  Animation Engineering (puppetry, stop-motion, CGI 

advancements).

• Sound Engineering (distinctive bell jingle, character voices).

Launch Year
• 1949 (June 5): Noddy first appeared in the Sunday Graphic, 

created by Enid Blyton, with the book Noddy Goes to Toyland 

published later that year.

• 1955: First TV series debuted on British television.

Creator/Studio
• Creator: Enid Blyton.

• Studio: Initially produced by various 

companies, with later adaptations by 

Cosgrove Hall (Noddy's Toyland Adventures, 1992–2000), 

Chorion (Make Way for Noddy, 2002–2006), and DreamWorks 

Animation (Noddy, Toyland Detective, 2016–2020).

Personality Traits
•  Naive and childlike initially, growing wiser over time; cheerful 

but prone to a hair-trigger temper when offended.

• Known as a kind, honest toy who often gets into mischief due 

to misunderstandings or tricks by others.

Commercial Potential
• Books: Over 24 original books (1949–1963), with numerous spin-

offs and merchandise like jigsaws and games from the 1950s 

onward.

• TV: Series like Noddy's Toyland Adventures (1992–2000) and 

Noddy, Toyland Detective (2016–2020) aired globally, with 

streaming on platforms like PBS Kids.

• Merchandise: Extensive range including toys, games (e.g., Little 

Noddy's Taxi Game, 1956), and apparel.

• Licensing: International adaptations in France, China, and the U.S., 

with over 600,000 annual book sales in France alone.

Noddy is a cheerful wooden boy who lives in 

Toyland, created by Enid Blyton. He drives a 

red and yellow car, solving mysteries with 

friends like Big Ears and Tessie Bear. The 

beloved character stars in books and animated 

series, charming kids with his adventures.

NODDY

UK



Launch Year
• 1960 (September 30): The Flintstones premiered on ABC, 

created by William Hanna and Joseph Barbera.

•  1961: Expanded with additional episodes and merchandise.

THE FLINTSTONES 

Design Technology
•  1960–1966: Hand-drawn limited animation with bold outlines 

and vibrant colors, pioneered by Hanna-Barbera.

• 1990s–2000s: Digital remastering for reruns and new specials 

(e.g., The Flintstones: On the Rocks, 2001).

•  2010s: CGI enhancements for modern adaptations and 

merchandise.

Production Tools
• Storyboards for episodic gags and prehistoric-themed humor.

•  Voice acting with original cast: Alan Reed (Fred), Jean Vander Pyl 

(Wilma), Mel Blanc (Barney), Bea Benaderet (Betty); later voices 

like Henry Corden (Fred after 1977).

•  Limited animation techniques using cel animation.

Colour Palette
•  Orange (Fred's tunic), white (Wilma's dress), green (Barney's 

outfit), blue (Betty's dress), grey (stone accents).

Iconic Features
• Stone-age setting with modern conveniences (e.g., foot-

powered cars, dinosaur appliances).

• Fred's orange tunic, black spots, and tie; Wilma's white dress; 

Barney's green outfit; Betty's blue dress.

Cultural Impact
•  Pioneered prime-time animated sitcoms, influencing 

shows like The Simpsons.

• Became a cultural icon with its blend of prehistoric humor 

and modern satire, remaining popular through reruns and 

merchandise by 2025.

Copyright 
•  Debuted in 1960, protected under U.S. copyright law for 95 

years from first publication (expires 2055 for original series).

• Later specials and films extend copyright.

Trademark 
 “The Flintstones” name and character 

designs trademarked by Hanna-Barbera 

(now Warner Bros. Animation), 

enforceable globally.

Creator/Studio
•  Creator: William Hanna and Joseph Barbera.

•  Studio: Produced by Hanna-Barbera Productions.

Personality Traits
•  Fred Flintstone: Boisterous, lovable, and sometimes impulsive 

cave man with a big heart.

• Wilma Flintstone: Kind, patient, and level-headed wife who 

balances Fred's antics.

• Barney Rubble: Fred's loyal, shorter best friend with a goofy 

charm.

• Betty Rubble: Sweet and supportive, Barney's wife with a 

practical nature.

Commercial Potential
• TV: Original series ran 1960–1966 with 166 episodes; 

specials like A Flintstone Christmas (1977) and The 

Flintstones: On the Rocks (2001); streamed on HBO Max.

• Films: The Flintstones (1994 live-action), The Flintstones in 

Viva Rock Vegas (2000).

• Merchandise: Toys, lunchboxes, cereal (Fruity Pebbles, 

Cocoa Pebbles), and clothing.

•  Licensing: Global broadcasts and merchandise deals, 

including Flintstones-themed amusement park attractions.

"The Flintstones" is a groundbreaking animated television series that aired on prime 

time, starting on September 30, 1960, produced by Hanna-Barbera Productions. This 

innovative move made it the first cartoon to be broadcast during peak adult viewing 

hours, marking a significant shift in television programming.

Potential Patent
 No patents filed; animation techniques kept 

as trade secrets by Hanna-Barbera.

Engineering Field
• Animation Engineering (limited animation techniques).

• Sound Engineering (Yabba-Dabba-Doo! catchphrase, 

prehistoric sound effects).
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Copyright 
• Debuted in 1964, protected under Japanese and U.S. copyright law 

for 70 years post-author death (Abiko, born 1934, expires ~2104) or 

95 years from publication (U.S., expires ~2059 for manga).

• Anime and remake extend copyright.

Trademark 
 “Ninja Hattori” name and 

character designs trademarked 

by Shueisha and Shin-Ei 

Animation, enforceable globally.

Potential Patent
No patents filed; animation and story techniques kept as trade 

secrets by Shin-Ei and partners.

Launch Year
• 1964: Ninja Hattori-kun debuted as a manga series in Shonen Book 

by Fujiko Fujio A (Motoo Abiko), serialized until 1988.

• 1981 (September 28): Anime adaptation premiered on TV Asahi, 

produced by Shin-Ei Animation.

• 2013: Remake anime series launched as a joint venture with Indian 

studios Reliance MediaWorks and Green Gold Animations.

Engineering Field
• Animation Engineering (traditional to digital evolution).

• Sound Engineering (ninja sound effects, Shunsuke Kikuchi's music).

Iconic Features
• Kanzo's blue ninja robes with yellow inner sleeves and red belt; 

Kenichi's casual schoolboy outfit.

•  Ninja techniques like Smokescreen and Walking on Water; 

Kagechiyo's black-and-white cat design.

• Sodor-like setting with Tokyo and Iga Province backdrops.

Cultural Impact
• Blended ninja folklore with modern comedy, influencing 

shows like Doraemon (also by Fujiko Fujio).

• Gained a strong following in India and Asia, with the 2013 

remake and merchandise boosting its legacy by 2025.

Commercial Potential
• Manga: Serialized in Shonen Book with collected volumes.

• TV: Original series (694 stories, 1981–1987), 2013 remake (2013–2015); aired on TV Asahi, Animax, and 

Nickelodeon India.

• Films: Four anime films (e.g., Ninja Hattori-kun: Nin Nin Ninpō Enikki no Maki) and a 2004 live-action film.

•  Merchandise: Toys, video games (e.g., by Hudson Soft), apparel, popular in India.

•  Licensing: Broadcast in over 100 countries, with dubs in Hindi, Tamil, Telugu, and English.

Colour Palette
Blue (Kanzo's robes), red (belt), yellow (inner sleeves), green 

(Kemumaki's robes), black/white (Kagechiyo).

Design Technology
• 1964–1988: Hand-drawn manga with simple, expressive ninja 

designs.

• 1981–1987: Hand-drawn cel animation for the original anime 

series.

• 2013–2015: Digital animation for the remake, with a modernized 

look tailored for Indian and Asian audiences.

Creator/Studio
• Creator: Fujiko Fujio A (Motoo Abiko).

•  Studio:  Manga published by Shueisha.

Anime produced by Shin-Ei Animation; 2013 remake by 

Shin-Ei with Reliance MediaWorks and Green Gold Animations.

Personality Traits
• Kanzo Hattori: Disciplined, 11-year-old ninja from the Iga Clan, 

brave but terrified of frogs, protective of Kenichi.

• Kenichi Mitsuba: Lazy, stubborn 10-year-old who struggles 

with school, often reliant on Hattori.

•  Kemuzou Kemumaki: Mischievous Koga Clan ninja and antagonist, 

competitive over Yumeko.

Production Tools
• Storyboards for comedic ninja antics and school-life scenarios.

• Voice acting with original cast: Junko Hori (Kanzo), Masako Sugaya 

(Kenichi), Kaneta Kimotsuki (Kemumaki); 2013 remake with new 

voices.

• Transition from traditional animation to digital techniques in the 

2013 remake.

Ninja Hattori follows Kanzo Hattori, a young Iga Clan ninja, who arrives in Tokyo to train and 

befriends Kenichi Mitsuba, a clumsy schoolboy. With his brother Shinzo and ninja dog 

Shishimaru, Hattori tackles everyday adventures and faces off against Kemumaki, a rival Koga 

ninja. Through humor and heart, the gang navigates school life and ninja challenges.
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Scooby-Doo, that lovable, snack-obsessed Great Dane from Hanna-Barbera's 

mystery-solving crew, bounded onto screens in 1969, conjuring up nostalgia for 

Saturday mornings filled with spooky hijinks and unmasked villains. His goofy 

charm and cowardly heroics alongside Shaggy and the gang have kept audiences 

howling with laughter for decades.

Copyright 
Scooby-Doo debuted in 1969 in Scooby-Doo, Where Are You!; 

protected for 95 years under U.S. law from first publication (expires 

2064 for original 1969 design). Later iterations remain under 

copyright with extensions.

Trademark 
“Scooby-Doo” name, the character's brown Great Dane 

design with black spots, and catchphrases like “Ruh-

roh!” and “Scooby Snacks”; renewable indefinitely, 

registered with USPTO and globally enforced by Hanna-

Barbera (later Warner Bros.).

Potential Patent
No patents filed for Scooby's creation; 

animation techniques and character 

development were maintained as trade 

secrets by Hanna-Barbera.

Creator/Studio
William Hanna and Joseph Barbera at 

Hanna-Barbera Productions.

Launch Year
 • 1969 (debuted September 13, 1969, in the TV 

series Scooby-Doo, Where Are You! on CBS).

Engineering Field
Animation Engineering

Sound Engineering (distinctive voice 

work and atmospheric soundscapes 

for mystery settings).

Design Technology
• 1969: Hand-drawn animation using ink and paint on 

celluloid sheets, typical of Hanna-Barbera's cost-

efficient TV production.

• Later (1970s-1980s): Enhanced with brighter colors 

and simplified backgrounds for TV budgets; digital 

animation adopted in reboots (e.g., 2000s onward).

Production Tools
 • Storyboards for plotting mystery reveals and comedic timing.

 • Voice recording innovations (e.g., Don Messick's iconic Scooby 

voice with added “R” sounds).

 • Limited animation techniques to reduce frame count while 

maintaining humor and action.

Colour Palette
Brown (body) with black spots, white (eyes), 

red (tongue), blue-green (collar with “SD” tag).

Personality Traits
Loyal, cowardly yet brave when it counts, food-obsessed 

(especially Scooby Snacks), and comically clumsy; speaks in 

a raspy, broken English laced with humor.

Iconic Features
• Lanky Great Dane physique, oversized paws, 

droopy ears, expressive eyes, and a goofy grin 

that sells his endearing panic.

Cultural Impact
Redefined animated mysteries with a blend of humor, suspense, and 

teamwork; spawned countless series, films, and a devoted fanbase. The 

“Scooby-Doo formula” (meddling kids unmasking villains) became a 

pop culture trope.

Commercial Potential
• 1969 Onward: Scooby-Doo's popularity took off in the 1970s and remains strong into 2025, driving: 

 • Films: Theatrical releases like Scooby-Doo (2002 live-action) and animated features like Scoob! (2020), raking in box office revenue.

•  Merchandise: Scooby-Doo toys, lunchboxes, apparel, and Scooby Snacks-branded treats.

•  TV: Multiple series (The Scooby-Doo Show, What's New, Scooby-Doo?, etc.) and streaming dominance on platforms like HBO Max.

•  Licensing: Crossovers (e.g., Scooby-Doo and Guess Who?, 2019) and video games (e.g., Scooby-Doo! Night of 100 Frights, 2002).

SCOOBY-DOO 
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DORAEMON
Doraemon, the robotic cat from the 22nd century, crash-landed into manga in 1970 and onto screens in 1973, 

whisking audiences into a world of futuristic gadgets and heartfelt hijinks. Crafted by Fujiko F. Fujio, this blue-

bellied time traveler turned Nobita's mundane life into a sci-fi playground, blending whimsy with life lessons 

that resonate across generations.

Potential Patent
No patents filed for Doraemon's creation; fictional 

gadgets and animation techniques were kept as trade 

secrets by Fujiko F. Fujio and Shin-Ei Animation.Creator/Studio
Fujiko F. Fujio (Hiroshi Fujimoto and Motoo Abiko), 

produced by Shogakukan (manga) and Shin-Ei Animation 

(anime), distributed by TV Asahi.

Personality Traits
Kind, clumsy, resourceful, and loyal; a future cat 

with a 4D pocket of gadgets, balancing mischief 

with a mission to guide Nobita.

Iconic Features
Round head, bell collar, 4D pocket, and 

gadgets like the Anywhere Door and Time 

Machine.

Cultural Impact
Japan's beloved cultural ambassador, Doraemon blends nostalgia 

with futurism. With over 100 million manga copies sold and a 

UNESCO “Asian Culture Ambassador” title (2008), he's a global icon 

of imagination and friendship.

Engineering Field
• Animation Engineering

• Sound Engineering (distinctive voice and gadget 

sound effects enhancing storytelling).

Colour Palette
 Blue (body), white (face, paws), yellow 

(bell), black (eyes, whiskers).
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Launch Year
1970 (debuted January 1970 in Shogakukan's 

CoroCoro Comic and other magazines as a 

manga series; anime premiered April 1, 1973).

Design Technology
• 1970: Hand-drawn manga using ink on paper, simple yet 

expressive for serialized publication.

• 1973: Hand-drawn animation using ink and paint on celluloid 

sheets, standard for early anime; later refined with digital 

techniques (2005-present) for TV and films.

Production Tools
• Storyboards for gadget-driven adventures and emotional moments.

• Voice recording innovations (Kōichi Yamadera's original voice, later Wasabi 

Mizuta's nasal tone from 2005).

• Digital tools like Toon Boom and CGI for films like Stand by Me 

Doraemon (2014).

Trademark 
“Doraemon” name, his blue robotic cat design, and 

bell collar; renewable indefinitely, registered with Japan 

Patent Office and globally enforced by Shogakukan and 

Fujiko Pro.

Copyright 
Doraemon debuted in 1970 in CoroCoro Comics and other 

Shogakukan magazines; protected for 95 years under 

U.S. law from first publication (expires 2065 for 

original 1970 design). Later anime and works extend 

copyright with extensions.

Commercial Potential
1970/1973 Onward: Doraemon's popularity exploded from the 1970s onward, contributing to: 

•  Films: 41 theatrical films by 2025 (e.g., Doraemon: Nobita's Dinosaur, 1980), a consistent box-office draw in Japan and 

Asia.

• Merchandise: Toys, comics, and Doraemon-themed products (e.g., plushies, Dora-yaki snacks).

• TV: Multiple anime series (1973, 1979-2005, 2005-present with 1,800+ episodes), syndicated globally and streaming on 

platforms like Netflix.

• Licensing: Modern adaptations like video games (Doraemon: Story of Seasons, 2019) and museum exhibits (Fujiko F. 

Fujio Museum) keep the cat tinkering along.

 Japan   



Copyright 
He-Man debuted in 1982 with Mattel's Masters of the Universe toy line; 

animated series launched in 1983, protected for 95 years under U.S. law from 

first publication (expires 2077 for original 1982 design). Later iterations 

extend copyright.

Trademark 
“He-Man” name, “Masters of the Universe” title, and his 

muscular design with Power Sword; renewable indefinitely, 

registered with USPTO and globally enforced by Mattel.

Potential Patent
No patents filed for He-Man's character; toy designs (e.g., 

action figure articulation) were patented by Mattel (e.g., 

Patent US4579540A, 1986, for figure joints), but 

animation techniques remained trade secrets.

Creator/Studio
Mattel (toy concept by Roger Sweet and team); 

animated series by Filmation Studios.

Launch Year
1982 (toy line debuted); animated series He-

Man and the Masters of the Universe 

premiered September 5, 1983.

Engineering Field
• Toy Engineering (action figure design and articulation).

• Animation Engineering (cost-efficient TV animation).

• Sound Engineering (dramatic music and voice work 

amplifying heroism).

Design Technology
• 1982 Toys: Sculpted plastic figures with minimal articulation, painted in bold colors.

• 1983 Animation: Hand-drawn animation on celluloid sheets, using Filmation's 

limited animation style (reused frames, static poses) to meet TV budgets.

• Later (2000s-2020s): Digital animation for reboots like Masters of 

the Universe: Revelation (2021).

Production Tools
• Toy molds and injection molding for action figures.

• Storyboards and rotoscoping for battle scenes (e.g., sword fights).

• Synthesizers for the iconic He-Man theme music by Shuki 

Levy and Haim Saban.

Personality Traits
Courageous, noble, selfless; a heroic alter-ego 

(Prince Adam) who transforms into He-Man, 

balancing strength with wisdom.

Iconic Features
Chiseled physique, Power Sword, flowing 

blond locks, and the transformation sequence 

from meek Prince Adam to mighty He-Man.

Cultural Impact
• Defined 1980s toy-to-TV synergy, blending action with 

moral messaging (e.g., teamwork, honesty). 

• He-Man became a symbol of power and nostalgia, 

influencing pop culture and spawning a passionate fanbase.

Commercial Potential
• 1982 Onward: He-Man's popularity exploded in the 1980s and persists into 2025, driving: 

• Toys: Masters of the Universe sold over $1 billion by 1987; relaunched lines (e.g., MOTU Origins, 2020s) keep sales strong.

• Films: Masters of the Universe (1987 live-action) and planned reboots (e.g., Netflix's stalled 2020s project).

• TV: Original series (1983-1985) aired 130 episodes; reboots like He-Man and the Masters of the Universe (2002) and Masters of the 

Universe: Revelation (2021) on Netflix.

• Merchandise: Comics, clothing, and collectibles (e.g., San Diego Comic-Con exclusives).

• Licensing: Video games (e.g., Tappers of Grayskull, 2016) and crossovers with brands like Teenage Mutant Ninja Turtles.

He-Man, the muscle-bound hero of Eternia, thundered onto screens in 

1982, wielding the Power Sword and igniting imaginations with cries of “By 

the power of Grayskull!” This blond barbarian from Mattel's toy-driven 

empire brought epic battles and moral lessons to Saturday mornings, 

carving a legacy as the ultimate 1980s action icon.

He-Man 
He-Man He-Man 
He-Man 
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Copyright 
Debuted in 1984, based on books from 1945; 

protected under U.S. and UK copyright law (70 

years post-author death, Awdry died 1997, expires 

~2067 for books; 95 years from publication for TV, 

expires ~2079).

Later series and films extend copyright.

Trademark 
 “Thomas & Friends” name and character designs 

trademarked by Mattel (via Mattel Television), 

enforceable globally.

Potential Patent
No patents filed; model-making and animation 

techniques kept as trade secrets by production 

companies. 

Launch Year
•  1984 (October 9): Thomas the Tank Engine & 

Friends premiered on ITV in the UK, based on The 

Railway Series by Rev. W. Awdry, adapted by Britt 

Allcroft.

• 1986: Expanded with additional episodes and 

international distribution.

Engineering Field
•  Animation Engineering (model to CGI evolution).

•  Sound Engineering (whistle sounds, narration, 

and engine chugs).

Iconic Features
• Blue tank engine with the number 1 for Thomas; 

Edward's blue tender engine design; Gordon's 

black express engine with red stripes.

• Sodor Island setting with talking trains and 

human characters like Sir Topham Hatt.

Cultural Impact
• Became a beloved children's franchise 

promoting friendship and 

responsibility, influencing 

educational TV.

• Maintained a global following 

through merchandise and 

adaptations, with a legacy enduring into 2025 

despite the 2021 reboot.

Commercial Potential
• TV: Original series ran 1984–2021 with 584 episodes across 24 seasons; All Engines Go! (2021–present); 

streamed on Netflix and Amazon Prime Video.

• Films: Direct-to-DVD movies like Hero of the Rails (2009) and The Great Race (2016).

• Merchandise: Toys (e.g., wooden train sets), books, video games (e.g., Thomas & Friends: The Great 

Festival Adventure, 2003), apparel.

• Licensing: Global broadcasts in over 185 countries, with localized dubs (e.g., Hindi on Pogo TV).

Colour Palette
 Blue (Thomas, Edward), black (Gordon), red 

(accents), green (other engines like Percy), grey 

(tracks).

Design Technology
•  1984–2008: Live-action model animation with physical train models and miniature sets.

• 2009–2012: Hybrid of models and CGI for facial expressions and effects.

•  2013–2021: Full CGI animation for Thomas & Friends, with All Engines Go! (2021) using a stylized 2D/3D 

blend.

Creator/Studio
• Creator: Rev. W. Awdry (original books), adapted 

by Britt Allcroft.

• Studio:  Early seasons produced by Clearwater 

Features (1984–1992), later Gullane Entertainment 

(1998–2003), and Mattel Television (2014–2021).

Personality Traits
•  Thomas: Cheeky, optimistic, and hardworking 

blue tank engine with a strong sense of adventure.

•  Edward: Kind, wise, and gentle older engine who 

mentors younger trains.

• Gordon: Proud, boastful express engine with a 

tendency to learn humility. Thomas & Friends
Thomas & Friends follows Thomas, a cheeky blue tank engine, and his locomotive pals 

on the Island of Sodor. Through adventures and mishaps, they learn lessons about 

friendship, teamwork, and responsibility. Guided by the Fat Controller, the engines puff 

along, delivering fun and moral tales for kids.

Production Tools
• Storyboards for episodic moral tales and train-based 

adventures.

• Voice acting introduced in Thomas & Friends: 

All Engines Go! (2021) with new cast; early seasons 

used narration by Ringo Starr (UK) and George 

Carlin (US), with engine sounds.

• Transition from live-action models to CGI in 

King of the Railway (2013).
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Bart Simpson, the spiky-haired, 

skateboard-riding prankster from 

Springfield, ollied onto screens in 1987, 

sparking memories of rebellious 

laughs and chalkboard gags. This 

underachieving troublemaker from The 

Simpsons has been sling-shotting his 

way into pop culture infamy with his 

brash attitude and endless mischief.

Trademark 
“Bart Simpson” name, his spiky yellow hair, red shirt, and 

catchphrases like “Don't have a cow, man!” and “Ay, 

caramba!”; renewable indefinitely, registered with USPTO 

and globally enforced by 20th Century Fox (later Disney). 

Potential Patent
No patents filed for Bart's creation; animation techniques 

and satirical storytelling were kept as trade secrets by 

Matt Groening and Fox.

Creator/Studio
Matt Groening, developed by 

Groening, James L. Brooks, and 

Sam Simon at Gracie Films and 

20th Century Fox Television.

Launch Year
1987 (debuted April 19, 1987, in The Tracey 

Ullman Show shorts); full series launched 

December 17, 1989, with The Simpsons.

Engineering Field
Animation Engineering Sound Engineering 

(voice acting and musical scores 

enhancing satire).

Design Technology
• 1987-1989: Hand-drawn animation on celluloid sheets for early 

shorts and initial seasons, with rougher, simpler designs.

• Later (1990s-2000s): Transition to digital ink-and-paint (mid-

Season 13, 2002), then full HD animation (Season 20, 2009) for 

sharper visuals and smoother motion.

Production Tools
• Storyboards for timing gags and social commentary.

• Early use of overseas animation studios (e.g., Film Roman, 

AKOM) for cost efficiency.

• Digital workstations (e.g., Toon Boom) in later years for 

streamlined production.

Colour Palette
Yellow (skin), red (shirt), blue (shorts and shoes), 

black (eyes), spiky orange-yellow hair.

Personality Traits
Rebellious, sarcastic, street-smart yet 

underachieving; a perpetual 10-year-old with 

a knack for chaos and unexpected heart.

Iconic Features
Spiky hair, skateboard, slingshot, devilish 

grin, and chalkboard punishment scenes 

(e.g., “I will not waste chalk”).

Cultural Impact
Launched The Simpsons as a cultural juggernaut, redefining 

animated sitcoms with biting satire and family dysfunction. 

Bart became a 1990s icon of youth rebellion, influencing 

TV, fashion, and slang.

Commercial Potential
 • 1987 Onward: Bart Simpson's popularity skyrocketed in the 1990s and sustains into 2025, fueling: 

 • Films: The Simpsons Movie (2007) grossed over $527 million worldwide.

 • Merchandise: Bart-themed skateboards, T-shirts (e.g., “Underachiever and proud of it”), toys, and video games.

 • TV: The Simpsons remains TV's longest-running scripted series (36 seasons by 2025), syndicated globally and streaming on Disney+.

•  Licensing: Crossovers (e.g., Family Guy meetups), shorts (e.g., The Force Awakens from Its Nap, 2021), and endless parodies.

BART 
SIMPSON
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Copyright 
Bart debuted in 1987 in The Tracey Ullman Show shorts; 

protected for 95 years under U.S. law from first publication 

(expires 2082 for original 1987 design). 

The Simpsons series (1989 onward) extends 

copyright for later iterations.

USA



Copyright 
• Shin-chan debuted in 1990 in Weekly Manga Action; 

protected for 95 years under U.S. law from first 

publication (expires 2085 for original 1990 design). 

• Later anime and works extend copyright with 

extensions.

Trademark 
Buri!” phrase; renewable indefinitely, registered with 

Japan Patent Office and globally enforced by 

Futabasha and Shin-Ei Animation.

Potential Patent
No patents filed for Shin-chan's creation; animation 

techniques and sound design were kept as trade secrets 

by Yoshito Usui and Shin-Ei Animation.

Creator/Studio
Yoshito Usui (creator), produced by Futabasha 

(manga) and Shin-Ei Animation (anime), 

distributed by TV Asahi.

Design Technology
• 1990: Hand-drawn manga using ink on paper, deliberately 

crude and sketchy for comedic effect.

• 1992: Hand-drawn animation using ink and paint on 

celluloid sheets, standard for early 1990s anime; later 

refined with digital techniques (2000s-present) for TV and 

films.

Colour Palette
Black (hair), red (shirt), yellow (shorts), white 

(socks), pink (skin).

Iconic Features
Spiky hair, thick eyebrows, red T-shirt, and 

a bare-butt “Buri Buri” dance that's both 

infamous and adored.

Cultural Impact
Shin-chan's unapologetic humor made him a 

Japanese icon, blending kid-friendly silliness with 

adult-edge satire. With global dubs and a tragic 

creator backstory (Usui's 2009 death), he's a 

bittersweet legend of mischief.

Commercial Potential
1990/1992 Onward: Shin-chan's popularity soared in the 1990s and beyond, contributing to: 

•  Films: 31 theatrical films by 2025 (e.g., Crayon Shin-chan: The Storm Called: The Adult Empire Strikes Back, 2001), a 

reliable box-office draw in Japan.

• Merchandise: Toys, comics, and Shin-chan-themed products (e.g., Action Kamen figures, butt-dance dolls).

• TV: Crayon Shin-chan anime debuted in 1992, with over 1,100 episodes by 2025, syndicated globally and streaming on 

platforms like Netflix.

• Licensing: Modern adaptations like video games (Crayon Shin-chan: Strongest Family Kasukabe King, 2006) and 

international broadcasts (50+ countries) keep the kid causing trouble. 

SHIN-CHAN 
Shin-chan, the mischievous five-year-old with a penchant for butt 

dances and blunt honesty, scribbled his way onto manga pages in 

1990 and TV screens in 1992, turning suburban life into a riot of 

irreverence. Created by Yoshito Usui, this pint-sized terror from 

Kasukabe—full name Shinnosuke Nohara—delights in shocking his 

family and fans alike, making chaos a crayon-colored art form.

Personality Traits
Cheeky, fearless, crude, and endearing; a 

kindergarten rebel who loves Action Kamen, snacks, 

and embarrassing adults with unfiltered antics.

Launch Year
1990 (debuted August 1990 in Weekly Manga Action as 

a manga series; anime premiered April 13, 1992).

Production Tools
• Storyboards for episodic gags and family antics.

• Voice recording innovations (Akiko Yajima's original voice from 

1992-2018, later Yumiko Kobayashi from 2018).

• Digital tools like Toon Boom and CGI for films like Crayon 

Shin-chan: Burst Serving! Kung Fu Boys (2018).
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Engineering Field
• Animation Engineering

• Sound Engineering (iconic voice and 

exaggerated effects amplifying humor).

 
Japan  



Copyright 
Buzz debuted in 1995 in Toy Story; protected for 95 years 

under U.S. law from first publication (expires 2090 for 

original 1995 design). Later films and series extend 

copyright.

Trademark 
“Buzz Lightyear” name, his white-and-green 

spacesuit, and catchphrase “To infinity and beyond!”; 

renewable indefinitely, registered with USPTO and 

globally enforced by Pixar/Disney.

Potential Patent
No patents filed for Buzz's character; toy designs 

inspired real-world patents (e.g., US Patent 

6,702,645, 2004, for action figure articulation), but 

animation tech remained Pixar trade secrets.

Creator/Studio
• John Lasseter and Pixar Animation Studios, 

produced with Walt Disney Pictures.

Launch Year
• 1995 (debuted November 22, 1995, in Toy 

Story, the first fully CGI feature film).

Engineering Field
• Computer Animation Engineering 

(pioneering 3D CGI).

• Sound Engineering 

(voice synthesis and orchestral scoring).

Design Technology
• 1995: Fully computer-generated imagery using Pixar's RenderMan 

software; hand-modeled and rigged in 3D for a plastic-toy aesthetic.

• Later (2000s-2020s): Enhanced textures and lighting in sequels 

(Toy Story 2, 1999; Toy Story 3, 2010); photorealistic rendering in 

Lightyear (2022).

Production Tools
• Proprietary Pixar software (e.g., Marionette) for animation.

• Digital sculpting for Buzz's sleek suit and expressive face.

• Voice recording for Tim Allen's commanding yet comedic delivery.

Colour Palette
•  White (suit), green (accents), purple (helmet trim), 

red (laser button), black (boots).

Personality Traits
• Confident, heroic, initially delusional; a space ranger who 

evolves from toy denial to loyal friend with a knack for 

leadership.

Iconic Features
• Retractable helmet, wrist laser, wing-popping 

jetpack, and a square-jawed, toy-soldier look.

Cultural Impact
• Launched Pixar's CGI revolution and became a 1990s toy icon. Buzz's 

journey from arrogance to humility resonates across generations, 

boosted by memes and a 2022 spin-off exploring his “real” origins.

Commercial Potential
1995 Onward: Buzz Lightyear's star power has soared by 2025, driving: 

• Films: Toy Story franchise (Toy Story, 1995, $373 million; Toy Story 4, 

2019, $1.07 billion); Lightyear (2022, $226 million).

• Merchandise: Action figures, costumes, and Buzz-themed Happy 

Meals; a top-selling Disney toy line with over $10 billion in revenue.

• TV/Streaming: Buzz Lightyear of Star Command (2000-2001 series), 

shorts on Disney+, and theme park rides (e.g., Buzz Lightyear's 

Space Ranger Spin).

• Licensing: Video games (Toy Story 3: The Video Game, 2010), apparel, 

and crossovers (e.g., Kingdom Hearts III, 2019).

Buzz Lightyear, the laser-toting space ranger with a mission to infinity and 

beyond, rocketed onto screens in 1995, blasting through toyboxes and into 

hearts with unwavering bravado. Hailing from Pixar's groundbreaking Toy 

Story, this plastic hero redefined animated storytelling, proving that even a 

deluded action figure could find real courage and friendship.

Buzz Lightyear 
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Copyright 
Pokémon debuted in 1996 with Pokémon Red and Green (Japan); protected 

for 95 years under U.S. law from first publication (expires 2091 for original 

151 designs). Anime (1997) and later works extend copyright.

Trademark 
“Pokémon” name, Pikachu's yellow design, and slogans like “Gotta Catch 'Em 

All!”; renewable indefinitely, registered with USPTO and globally enforced by 

Nintendo, Game Freak, and The Pokémon Company.

Potential Patent
Patents filed for game mechanics (e.g., US Patent 

6,251,012, 2001, for trading card system linked to 

games); character designs and animation techniques 

remain trade secrets or copyrighted.

Launch Year
1996 (debuted February 27, 1996, with 

Pokémon Red and Green on Nintendo Game 

Boy in Japan); anime premiered April 1, 1997.

Engineering Field
• Software Engineering (RPG game design).

• Animation Engineering (TV and film visuals).

• Sound Engineering (iconic cries and chiptune music).

Production Tools
• Game Boy development kits for early games.

• Storyboards and voice recording for anime (e.g., Ikue 

Ōtani's Pikachu voice).

• Trading Card Game (TCG) design software for card layouts.

Colour Palette
 Yellow (body), black (ears and cheeks), 

red (tongue), white (eyes).

Iconic Features
151 original monsters (e.g., Pikachu's 

lightning tail, Charizard's wings); 

battling/trading mechanics; Poké Balls.

Cultural Impact
Pokémon redefined gaming with its collectible 

RPG formula, sparking a multimedia empire. Pikachu 

became a global ambassador, headlining parades, 

Macy's Thanksgiving floats, and a $90 billion franchise by 2025.

Commercial Potential
 1996 Onward: Pokémon's dominance has grown exponentially, powering: 

•  Games: Over 480 million units sold across mainline titles (Red/Blue to Scarlet/Violet, 2022) by 2025.

• Anime/Films: 26+ seasons, 23 animated movies, and Pokémon: Detective Pikachu (2019, $433 million box office).

• Merchandise: Trading Card Game (43 billion cards sold), toys, apparel, and Pikachu plushies.

• TV/Streaming: Syndicated globally, thriving on Netflix and Pokémon TV.

• Licensing: Pokémon GO (2016) earned $6 billion+; spin-offs, crossovers (e.g., Super Smash Bros.), and live events.

Pokémon, the pocket-sized monsters that sparked a global “gotta catch 'em all” frenzy, debuted 

in 1996, whisking kids and adults alike into a world of battling, trading, and bonding. Born from 

Satoshi Tajiri's vision and Game Freak's pixelated brilliance, this franchise—led by the electric 

mascot Pikachu—turned handheld gaming into a cultural tsunami, evolving across screens, 

cards, and beyond.

Pokémon Pokémon 
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Creator/Studio
Satoshi Tajiri and Ken Sugimori (Game Freak), 

published by Nintendo and Creatures Inc.; anime by OLM, Inc.

Design Technology
• 1996 Games: 8-bit pixel art on Game Boy, coded in assembly 

language for limited hardware.

• 1997 Anime: Hand-drawn 2D animation on celluloid, later 

digitized (2000s) and enhanced with 3D CGI (e.g., Pokémon XY, 2013).

• Later (2010s-2020s): 3D modeling for games (Pokémon

 Sword/Shield, 2019) and films (Detective Pikachu, 2019).

Personality Traits
Loyal, brave, cheeky; a pint-sized electric 

mouse with a big heart, 

evolving from a sidekick to Ash 

Ketchum's iconic partner.
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Copyright 
Debuted in 1997, protected under U.S. copyright law for 95 

years from first publication (expires 2092 for original series).

Later specials and episodes extend copyright.

Trademark 
· “Johnny Bravo” name and character design 

trademarked by Cartoon Network (under 

Warner Bros. Animation), enforceable 

globally.

Potential Patent
No patents filed; animation techniques kept as trade 

secrets by Hanna-Barbera and Cartoon Network 

Studios.

Creator/Studio
• Creator: Van Partible.

• Studio: Produced by Hanna-Barbera Cartoons (1997–2004), later 

Cartoon Network Studios.

Launch Year
• 1997 (July 14): Johnny Bravo premiered on Cartoon Network as part of the What a 

Cartoon! showcase, created by Van Partible.

• 1999: Expanded into a full series with additional episodes and merchandise.

Engineering Field
• Animation Engineering (limited animation 

with retro stylization).

• Sound Engineering (Elvis-inspired vocals, 

slapstick sound effects).

Production Tools
• Storyboards for episodic gags and pop culture parodies.

• Voice acting with original cast: Jeff Bennett (Johnny), Brenda Vaccaro 

(Bunny), Mae Whitman (Suzy); later seasons retained core cast with 

minor adjustments.

• Limited animation techniques using cel animation, transitioning to 

digital in later seasons.

Iconic Features
• 1960s greaser look with a black pompadour, 

sunglasses, and tight black shirt and pants.

• Catchphrases like “Whoa, Mama!” and slapstick 

comedy involving failed romantic pursuits.

• Settings include Johnny's hometown with retro 

diner and suburban vibes.

Cultural Impact
• Revived the 1950s cartoon style with modern humor, influencing shows like The 

Powerpuff Girls in its early Cartoon Network era.

• Became a nostalgic icon with its blend of retro charm and self-aware comedy, 

maintaining popularity through reruns and merchandise by 2025.

Commercial Potential
• TV: Original series ran 1997–2004 with 66 episodes; specials like 

Johnny Bravo Goes to Bollywood (2004); streamed on HBO Max.

• Films/Specials: Johnny Bravo Goes to Bollywood (2004) released 

as a TV movie.

• Merchandise: Toys, T-shirts, video games (e.g., Cartoon Network: 

Punch Time Explosion, 2011), and apparel.

• Licensing: Global broadcasts on Cartoon Network channels, with 

localized dubs (e.g., Hindi on Pogo TV).

Colour Palette
Black (hair, shirt, pants), yellow (skin tone), white (accents), red (occasional background elements).

Design Technology
• 1997–2004: Hand-drawn limited animation with bold outlines and a 1960s retro aesthetic, 

inspired by Elvis Presley and 1950s cartoons.

• 2000s: Digital remastering for reruns and specials (e.g., Johnny Bravo Goes to Bollywood, 

2004).

• 2010s: CGI enhancements for modern merchandise and potential revival concepts.

Johnny Bravo 

Personality Traits
• Johnny Bravo: Confident, dim-witted, and self-obsessed ladies' man with a muscular 

build and Elvis-like persona.

• Bunny Bravo: Johnny's patient, sassy mother who  often bails him out of trouble.

• Little Suzy: Precocious, clever neighbor girl who frequently 

outsmarts Johnny.

Johnny Bravo is a classic Cartoon Network series (1997–2004) created by Van Partible. It 

follows Johnny Bravo, a self-absorbed, muscle-bound guy with a massive pompadour and 

sunglasses, obsessed with women and his own "coolness." His over-the-top flirtations and 

clueless antics lead to constant comedic failures, often landing him in ridiculous situations. 

The show’s humor blends slapstick, pop culture references, and Johnny’s absurd bravado, 

making it a cult favorite.
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Production Tools
• Storyboards for slapstick gags and chase sequences.

• Silent comedy with unintelligible vocalizations and gestures, no 

spoken dialogue.

• Transition from traditional animation to digital techniques, with 

CGI in Oggy and the Cockroaches: The Movie (2013) and Next 

Generation (2022).

Colour Palette
 Blue (Oggy's body), red (Oggy's nose), grey (Oggy's tummy), 

purple-pink (Joey), silver (Marky), orange-blue (Dee Dee), black 

(accents).

Iconic Features
•  Oggy: Light blue cat with a red nose, white 

gloves, grey tummy, black cap with ears.

• Cockroaches: Joey (purple-pink, 

pink/yellow eyes), Marky (silver, pink eyes), 

Dee Dee (orange-blue, green eyes), all 

with black caps and gloves.

Engineering Field
•  Animation Engineering (hand-drawn to CGI evolution).

• Sound Engineering (slapstick sound effects, no dialogue).

Creator/Studio
• Creator: Jean-Yves Raimbaud.

• Studio: - Seasons 1–2 produced by 

Gaumont Multimedia.

- Seasons 3–7 produced by Xilam Animation.

Personality Traits
•  Oggy: Lazy, diplomatic, and easy-natured blue cat with a love 

for TV, eating, and chores; occasionally retaliates when 

provoked.

• Joey: Smallest cockroach, intelligent leader with a love for 

money and elaborate plans.

• Marky: Tallest cockroach, laid-back and charming, less 

mischievous over time.

•  Dee Dee: Fat cockroach, gluttonous and focused on food, 

occasionally an opera singer or detective.

Cultural Impact
•  Popular in Southeast Asia 

and India, less so in the West; 

inspired by Tom and Jerry 

with unique slapstick humor.

• Controversial for excessive 

violence, leading to censorship; Next 

Generation softens tone with Piya, an elephant character. 

Copyright 
•  Debuted in 1998, protected under French and U.S. copyright law 

for 95 years from first publication (expires 2093 for original 

series).

•  Later works like The Movie and Next Generation extend 

copyright.

Commercial Potential
•  TV: Original series ran 1998–2019 with 7 seasons, Next 

Generation (2022) on Netflix, and spin-off Oggy Oggy (2021); 

aired in over 190 countries.

•  Film: Oggy and the Cockroaches: The Movie (2013) released 

theatrically.

• Merchandise: Toys, comics, and coloring books.

• Licensing: Global broadcasts (e.g., Nickelodeon India, Cartoon 

Network) and localized dubs (e.g., Hindi, Tamil).

Potential Patent
 No patents filed; animation and production techniques kept as trade 

secrets by Gaumont and Xilam.

Oggy is a blue cat living in a colorful house, constantly pestered by three 

mischievous cockroaches: Joey, Dee Dee, and Marky. The French animated series, 

known for its slapstick humor, follows Oggy's comedic attempts to outsmart the 

roaches. With minimal dialogue, the show delivers chaotic, family-friendly fun. 
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Design Technology
• 1998–2000: Hand-drawn animation with a simple, colorful style.

•  2008–2019: Refined with digital animation for later seasons.

•  2013: CGI introduced in The Movie, featuring 

3D segments like "Oggy-Wan Kenoggy."

• 2022: Next Generation uses modern 

CGI with a softer tone.

Launch Year
•  1998 (September): The series premiered on France 3, created 

by Jean-Yves Raimbaud and produced by Gaumont 

Multimedia.

• 2008: Revived by Xilam Animation after acquisition, running 

until 2019.

Trademark 
 “Oggy and the Cockroaches” name and character designs 

trademarked by Xilam Animation, enforceable globally.

France  



Potential Patent
No patents filed for the creation; design and 

animation techniques kept as trade secrets by Craig 

McCracken and Cartoon Network Studios.

Design Technology
• 1995–2002: Thick-line cel animation with angular, 

blocky shapes, blending Hanna-Barbera and 1950s 

pop art styles.

• 2002 Onward: Transition to digital ink and paint with 

updated designs and brighter palettes after The 

Powerpuff Girls Movie.

• 2016 Reboot: Modernized with new hairstyles and 

CGI elements for special effects.

Production Tools
• Storyboards for action-packed episodes and humorous scenarios.

• Voice recording innovations with original cast: Cathy Cavadini 

(Blossom), Tara Strong (Bubbles), E.G. Daily (Buttercup); 2016 reboot 

cast: Amanda Leighton (Blossom), Kristen Li (Bubbles), Natalie 

Palamides (Buttercup).

• Digital ink and paint animation introduced in Season 4 (post-2002 

film).

Iconic Features
• Round heads resembling powder puffs, giant eyes inspired by 

Margaret Keane's waifs.

• Distinct outfits: Blossom (pink dress), Bubbles (blue dress), 

Buttercup (green dress), each with unique hairstyles (bow, pigtails, 

bob).

Cultural Impact
Blended cute aesthetics with adult humor and irony, breaking 

cartoon barriers and appealing to all ages.

Became a pop culture phenomenon with a 25-year legacy, 

influencing toys, comics, and Halloween costumes, despite 

creator's initial cult-hit expectations.

The Powerpuff Girls are Blossom, Bubbles, and Buttercup, three superpowered 

sisters created by Professor Utonium. They fight crime and villains in Townsville, 

balancing kindergarten life with their heroic duties. Known for their distinct 

personalities and teamwork, they star in the beloved animated series.

Trademark 
 "Powerpuff Girls" name and character designs trademarked by 

Cartoon Network, Inc., enforceable globally.

Engineering Field
• Animation Engineering (UPA revival style with digital 

enhancements).

• Sound Engineering (drum and bass music tailored to 

character themes, e.g., brass for Blossom, rock for Buttercup).
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Colour Palette
Pink (Blossom's dress and bow), sky blue (Bubbles' dress), lime 

green (Buttercup's dress), black (accents), light skin tone.

Copyright 
• Debuted in 1998, protected under U.S. copyright law for 95 

years from first publication (expires 2093 for original series).

• Later works, including the 2002 film and 2016 reboot, extend 

copyright with additional protections.

Launch Year
•  1995 (February 20): Pilot episode "Meat Fuzzy Lumpkins" 

aired as part of Cartoon Network's World Premiere Toons.

• 1998 (November 18): Series officially debuted on Cartoon 

Network.

Creator/Studio
• Creator: Craig McCracken.

• Studio: Initially produced by Hanna-Barbera, later taken over 

by Cartoon Network Studios.

Personality Traits
•  Blossom: Level-headed, intelligent leader with a compassionate 

nature.

•  Bubbles: Sweet, innocent, and curious with a childlike joy.

• Buttercup: Tough, hotheaded tomboy with a brave, action-oriented 

spirit.Commercial Potential
• Films: The Powerpuff Girls Movie (2002), with merchandise 

driving it as a flagship brand for Warner Bros. Consumer Products.

•  TV: Original series ran 1998–2005 with 78 episodes, 2016 reboot 

added more episodes, streamed on platforms like HBO Max.

• Merchandise: Extensive range including toys, T-shirts, video 

games, and lunch boxes.

•  Licensing: Global licensing deals, including a 2016 app (Powerpuff 

Yourself) and collaborations like New Jeans avatar pack.

USA



SpongeBob SquarePants, the bubbly, fry-cooking sea sponge of Bikini Bottom, 

splashed onto screens in 1999, soaking Saturday mornings with infectious 

optimism and nautical nonsense. Born from Stephen Hillenburg's marine 

biologist imagination, this yellow blockhead turned absurdity into a global 

phenomenon, flipping burgers and flipping expectations with every giggle.

Copyright 
SpongeBob debuted in 1999 on Nickelodeon; protected for 95 years 

under U.S. law from first publication (expires 2094 for original 1999 

design). Later episodes and films extend copyright.

Trademark 
“SpongeBob SquarePants” name, his square yellow design, and 

catchphrases like “I'm ready!” and “Sweet Victory”; 

renewable indefinitely, registered with USPTO and globally 

enforced by Nickelodeon (ViacomCBS/Paramount).

Potential Patent
No patents filed for SpongeBob's creation; animation 

techniques and merchandise designs (e.g., sponge-

shaped toys) remain trade secrets or copyrighted by 

Nickelodeon.

Creator/Studio
Stephen Hillenburg, produced by United 

Plankton Pictures and Nickelodeon Animation Studio.

Launch Year
1999 (debuted May 1, 1999, with a preview; 

full series launched July 17, 1999, on 

Nickelodeon).

Engineering Field
• Animation Engineering (2D animation for TV).

• Sound Engineering (voice work and quirky sound effects).

Design Technology
• 1999: Hand-drawn 2D animation using ink and paint on celluloid, digitized 

with Adobe After Effects for vibrant underwater effects.

• Later (2000s-2020s): Fully digital production with Toon Boom Harmony; 

3D CGI in films (Sponge Out of Water, 2015) and spin-offs (Kamp Koral, 2021).

Production Tools
• Storyboards for slapstick timing and emotional beats.

• Voice recording for Tom Kenny's high-pitched SpongeBob laugh.

• Sound libraries for bubble pops and squeaky shoes.

Colour Palette
 Yellow (body), white (shirt, eyes), red 

(tie, cheeks), blue (eyes), brown (pants).

Personality Traits
Cheerful, naive, hardworking; an eternal optimist who finds joy 

in the mundane, from jellyfishing to flipping Krabby Patties.

Iconic Features
 Square shape, porous texture, buckteeth, 

red tie, and knee-high socks; lives in 

a pineapple under the sea.

Cultural Impact
Redefined kids' TV with surreal humor and heart, 

becoming Nickelodeon's flagship. SpongeBob's 

memes (e.g., “Mocking SpongeBob”) and Super 

Bowl halftime nod (Sweet Victory, 2019) cement 

his zeitgeist status.

Commercial Potential
1999 Onward: SpongeBob's tidal wave of success has drenched markets by 2025, fueling: 

• TV: 14+ seasons, over 280 episodes; a ratings juggernaut on Nickelodeon, streaming on Paramount+ and Netflix.

• Films: SpongeBob: Creature from the Krusty Krab (2004, $140 million), Sponge Out of Water (2015, $325 million), 

Sponge on the Run (2020).

• Merchandise: Toys, apparel, Happy Meal tie-ins, and SpongeBob-shaped mac-and-cheese; over $13 billion in revenue by 2025.

• Licensing: Broadway musical (SpongeBob: The Musical, 2017), video games (Battle for Bikini Bottom, 2003; Rehydrated 2020), 

and spin-offs (Patrick Star Show, 2021).

SpongeBob 
SquarePants 
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Copyright 
Debuted in 1999, protected under Japanese and U.S. copyright law for 70 years post-author 

death (Kishimoto, expires ~2089) or 95 years from publication (U.S., expires ~2094 for 

manga).

Anime and Boruto extend copyright. 

Trademark 
 “Naruto” name and character designs 

trademarked by Shueisha and TV Tokyo, 

enforceable globally.

Potential Patent
 No patents filed; animation and story techniques 

kept as trade secrets by Studio Pierrot and Shueisha.

Launch Year
• 1999 (September 21): Naruto debuted as a manga series in Weekly 

Shonen Jump by Masashi Kishimoto, published by Shueisha.

• 2002 (October 3): Anime adaptation premiered on TV Tokyo, 

produced by Studio Pierrot and Aniplex.

Engineering Field
Animation Engineering (traditional 

to digital evolution).

 Sound Engineering (epic 

soundtracks by Toshio Masuda, 

voice modulation for jutsu).

Iconic Features
 Orange tracksuit and headband for Naruto, symbolizing his ninja village, 

Konoha.

 Sharingan eye and Uchiha clan crest for Sasuke; pink hair 

and forehead mark for Sakura 

 Signature jutsu like Rasengan and Chidori.

Cultural Impact
• Revolutionized shonen anime/manga with themes of 

perseverance and friendship, influencing One Piece and 

Bleach.

• Became a global phenomenon, with Naruto's journey 

resonating across cultures, maintaining relevance 

through Boruto and merchandise by 2025.

Commercial Potential
Manga: Over 72 volumes, with 250 million copies in circulation by 2025.

TV: Original series (220 episodes, 2002–2007), Shippuden (500 episodes, 2007–2017), Boruto: Naruto Next 

Generations (ongoing since 2017); streamed on Crunchyroll and Netflix.

Films: 11 movies (e.g., The Last: Naruto the Movie, 2014), with Boruto films extending the franchise.

Merchandise: Toys, video games (e.g., Naruto: Ultimate Ninja Storm series), apparel.

Licensing: Global broadcasts in over 100 countries, with localized dubs (e.g., Hindi on Animax India).

Colour Palette
Orange (Naruto's tracksuit), black (accents), red (headband), 

dark blue (Sasuke's outfit), pink (Sakura's hair).

Design Technology
• 1999–2007: Hand-drawn manga with detailed ninja designs and dynamic layouts.

•  2002–2007: Hand-drawn animation for the original series using cel techniques.

• 2007–2017: Naruto: Shippuden and Boruto adopted digital animation for enhanced fight 

scenes and effects. 

Creator/Studio
• Creator: Masashi Kishimoto.

• S tudio:  Manga published by Shueisha.

Anime produced by Studio Pierrot and Aniplex, distributed by TV Tokyo.

Personality Traits
• Naruto Uzumaki: Energetic, determined, and optimistic ninja with a 

dream to become Hokage, hiding loneliness from being a jinchuriki.

• Sasuke Uchiha: Brooding, skilled, and revenge-driven, evolving into a 

complex anti-hero.

              • Sakura Haruno: Intelligent, compassionate, and strong-willed, 

                            growing from insecurity to confidence.

Production Tools
Storyboards for 

action-packed ninja 

battles and emotional 

arcs. 

Voice acting with original cast: 

Junko Takeuchi (Naruto), Noriaki 

Sugiyama (Sasuke), Chie Nakamura 

(Sakura); English dub by Maile Flanagan, Yuri Lowenthal, and Kate 

Higgins. 

Transition from traditional animation to digital techniques in Naruto: 

Shippuden (2007). 

Naruto
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In a hidden ninja village, Naruto Uzumaki, a spirited orphan with a powerful fox spirit sealed 

inside him, dreams of becoming Hokage. Facing rejection and challenges, he trains relentlessly 

to prove his worth. Through grit and loyalty, he forges bonds and battles threats to protect his 

home. 
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Copyright 
Dora the Explorer debuted in 2000 on Nickelodeon; protected 

for 95 years under U.S. law from first publication (expires 2095 

for original 2000 design). Later episodes and spin-offs extend 

copyright with extensions.

Trademark 
Phrases like “Swiper, no swiping!”; renewable indefinitely, 

registered with USPTO and globally enforced by Nickelodeon 

(ViacomCBS/Paramount).

Potential Patent
No patents filed for Dora's creation; animation 

techniques and interactive formats were kept as 

trade secrets by Nickelodeon.

Creator/Studio
Chris Gifford, Valerie Walsh Valdes, and Eric Weiner 

(creators), produced by Nickelodeon Animation Studio.

Launch Year
• 2000 (debuted August 14, 2000, with the 

episode The Legend of the Big Red Chicken on 

Nickelodeon).

Engineering Field
• Animation Engineering

• Sound Engineering (interactive dialogue and 

catchy songs enhancing engagement).

Design Technology
• 2000: 2D animation using Adobe Flash, designed with bold, 

simple shapes for young viewers.

• Later (2010s-2020s): Enhanced with smoother digital 

animation and CGI for spin-offs like Dora and Friends: Into the 

City! (2014) and live-action (Dora and the Lost City of Gold, 2019).

Production Tools
• Storyboards for interactive pauses and problem-solving segments.

• Voice recording innovations (Caitlin Sanchez, later 

Fátima Ptacek as Dora's spirited tone).

• Digital compositing for Map and Backpack animations.

Colour Palette
Purple (backpack, shirt trim), orange (shorts), 

pink (shirt), brown (hair), red (Boots' boots).

Iconic Features
Bob haircut, purple backpack, talking 

Map, and monkey sidekick Boots.

Cultural Impact
A preschool TV pioneer, Dora broke ground with 

bilingual education and Latina representation. With 

global reach and a 2007 Peabody Award, she's a 

cultural touchstone for early learning and diversity.

Commercial Potential
 2000 Onward: Dora the Explorer's popularity soared in the 2000s and beyond, contributing to: 

•  Films: Over 200 episodes by 2019, plus a live-action movie (Dora and the Lost City of Gold, 2019), grossing $120 million.

• Merchandise: Toys, books, and Dora-themed products (e.g., backpacks, dolls), generating over $20 billion in sales by 2025.

• TV: Original series aired 2000-2019, syndicated globally; spin-offs like Dora and Friends (2014-2017) and streaming on Paramount+.

• Licensing: Stage shows, video games (Dora's Cooking Club, 2010), and educational apps keep Dora exploring.

DORA 
Personality Traits
Curious, brave, helpful; a 7-year-old explorer who 

teaches Spanish and teamwork with unwavering 

positivity.
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Dora the Explorer, the intrepid bilingual adventurer with a trusty backpack, swung onto 

screens in 2000, inviting kids on interactive quests filled with maps, monkeys, and 

“¡Vámonos!” cheer. Born from the minds at Nickelodeon, this plucky Latina heroine turned 

preschool TV into a vibrant classroom, blending education with exploration in a trailblazing 

animated journey.

USA



Copyright 
Finn debuted in 2010 in Adventure Time; protected 

for 95 years under U.S. law from first publication 

(expires 2105 for original 2010 design). Later 

episodes and spin-offs extend copyright.

Trademark 
“Finn the Human” name, his white bear hat, 

blue shirt, and “Mathematical!” catchphrase; 

renewable indefinitely, registered with USPTO 

and globally enforced by Cartoon Network 

(Warner Bros. Discovery).

Potential Patent
No patents filed for Finn's character; animation 

techniques and merchandise designs 

(e.g., hat replicas) remain trade secrets or 

copyrighted by Cartoon Network.

Creator/Studio
Pendleton Ward, produced by Frederator 

Studios and Cartoon Network Studios.

Launch Year
2010 (debuted April 5, 2010, with 

Adventure Time on Cartoon Network; 

pilot aired 2007 on Nicktoons).

Engineering Field
• Animation Engineering (2D animation with 

experimental flair).

• Sound Engineering (voice work and whimsical 

scores).

Design Technology
• 2010: Hand-drawn 2D animation using Adobe 

Flash, with a loose, sketch-like style for Ooo's 

oddball aesthetic.

• Later (2010s): Digital enhancements with Toon 

Boom Harmony; occasional 3D experiments (e.g., 

“Guardians of Sunshine,” 2010).

Production Tools
•  Storyboards for episodic absurdity and emotional arcs.

•  Voice recording for Jeremy Shada's youthful Finn (later 

deepened as he aged).

•  Sound design for Jake's stretchy effects and Ooo's 

ambient weirdness.

Colour Palette
Blue (shirt, shorts), white (hat), blonde (hair), 

tan (skin), green (backpack).

Personality Traits
Courageous, loyal, naive; a teenage hero 

with a thirst for adventure, growing from 

reckless to reflective over 10 seasons.

Iconic Features
White bear hat with ears, green backpack, 

sword (e.g., Scarlet), and a missing 

arm (later seasons).

Cultural Impact
Finn anchored Adventure Time's blend of kid-

friendly fun and mature themes, redefining animation 

storytelling. The show's Emmy wins (8 by 2018) and 

fandom fueled a legacy of quirky heroism and memes 

like “Algebraic!”

Commercial Potential
 2010 Onward: Finn's adventures have built a vibrant empire by 2025, driving: 

• TV: 10 seasons (283 episodes, 2010-2018), specials (Distant Lands, 2020-2021), and a Fionna and Cake 

spin-off (2023).

• Films: No theatrical films, but streaming specials on Max keep Finn alive.

• Merchandise: Finn hats, swords, Funko Pops, and apparel; a steady seller for Cartoon Network.

• Licensing: Comics (BOOM! Studios), video games (Adventure Time: Pirates of the Enchiridion, 2018), and 

live events (e.g., Adventure Time Live tours).

Finn the Human, the blue-shirted, sword-swinging hero of the Land of 

Ooo, leapt onto screens in 2010, bringing a mix of bravery and boyish 

wonder to Cartoon Network's surreal post-apocalypse. Crafted by 

Pendleton Ward, this last human adventurer—alongside his shape-

shifting dog Jake—turned quirky quests into a decade-long odyssey, 

blending heart, humor, and existential vibes.

Finn The Human 
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Copyright 
Peppa Pig debuted in 2004 on Channel 5 in the UK. Copyright is held by 

Entertainment One UK Ltd (now part of Hasbro), protected under UK 

copyright law for 70 years after the death of the creator.

Trademark 
“Peppa Pig,” her distinctive character design, family names, 

and associated visuals are trademarked globally. Trademarks 

are registered with the UKIPO, EUIPO, USPTO, and many other

jurisdictions. These are renewable indefinitely and actively 

enforced. 

Creator/Studio
Neville Astley, Mark Baker, and Phil Davies

Launch Year
• 2004: Premiered on May 31, 2004, in the UK on Channel 5's 

“Milkshake!” programming block.

• US debut: August 2005 via Cartoon Network's Tickle-U; Nick Jr 

began airing it in 2011.

Engineering Field
• Animation engineering (CelAction2D pipeline)

• Sound/post-production engineering for clear dialogue and child-

friendly music.

Design Technology
• 2004: Flat 2D digital animation using CelAction2D; designed to look as 

if drawn by children but structured professionally for clarity and humor.

• Present: Continued use of digital animation with minor improvements 

in resolution and background design; consistent character art to 

maintain brand recognition.

Production Tools
•  2D digital animation via CelAction2D software 

•  Voice talent over time: Lily Snowden-Fine (s1), Cecily�Bloom (s2), 

Harley�Bird (2007–2020), Amelie�Bea�Smith (2020–2025), 

Harriette�Cox (2025–) among others. 

Colour Palette
Dominant pink (skin), red (dress), often paired with 

pastel backgrounds, bold outlines.

Personality Traits
• Playful, friendly, curious, slightly bossy, and confident.

•  Often seen leading her friends on fun adventures and engaging in 

daily routines that teach emotional and social lessons.

•  Known for her laugh, snorts, and witty one-liners suitable for 

toddlers.

Iconic Features
• Round head with snout on side view, two dots for eyes, a giggling 

voice, signature “oink” sounds, and scenes involving muddy puddles.

• Family-focused narratives, catchy theme song, and unique side-

facing animation style.

Cultural Impact
 A beloved preschool global franchise (~20 years), recognized by kids 

and parents alike; spawned catchphrases, educational influence, 

theme parks, and cultural resonance.  

Commercial Potential
• 400 TV episodes across 8+ series, aired in 180+ countries 

• Films and specials: The Golden Boots (2015), Peppa's Cinema Party 

(2024), Peppa Meets the Baby (2025). 

• Merchandise: £200�m UK toy sales in 2010, growing to $1�bn+ 

global by mid-2010s; Lego Duplo launch in 2024. 

• Live experiences: Peppa Pig World theme park (2011) and touring 

shows.

Peppa Pig is a cheeky four-year-old anthropomorphic pig who lives 

with her family in a pastel-coloured, everyday world. Created to blend 

playful childhood antics with gentle life lessons, she has become a 

global icon since 2004.

Peppa Pig

Potential Patent
No patents are registered for Peppa Pig itself. The 

character's creation, animation processes (e.g., 

CelAction2D software), and episode structure are kept 

as production techniques and proprietary tools.

Distributor
Channel 5 (UK), Nick 

Jr (US), Netflix, 

YouTube, and global 

syndication.
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Launch Year
•  2005 (December 27): Ben 10 premiered on Cartoon Network, 

created by Man of Action (Duncan Rouleau, Joe Casey, Joe 

Kelly, Steven T. Seagle).

•  2008: Expanded with Ben 10: Alien Force.

BEN 

Potential Patent
 No patents filed; Omnitrix design and animation techniques 

kept as trade secrets by Cartoon Network Studios.

Design Technology
•  2005–2008: 2D hand-drawn animation with a vibrant, comic-

book style.

• 2008–2012: Alien Force and Ultimate Alien refined with digital 

ink and paint.

• 2012–2014: Omniverse introduced CGI for alien transformations 

and dynamic backgrounds.

• 2016–2021: Reboot used simplified 2D with 

modern animation techniques.

Production Tools
•  Storyboards for action sequences and character-

driven plots.

• Voice acting with original cast: Tara Strong (Ben), 

Meagan Smith (Gwen), Charlie Schlatter (Kevin); later 

voices like Yuri Lowenthal (Ben in Alien Force 

onward).

• Transition from 2D animation to CGI for 

transformations in Ben 10: Omniverse (2012–2014).

Colour Palette
Green (jacket, Omnitrix), white (shirt), black (accents), 

blue/pink (Gwen's outfits), grey (Kevin's gear).

Iconic Features
•  Omnitrix watch, allowing transformation 

into aliens (e.g., Heatblast, Four Arms, XLR8).

• Ben's green jacket, white shirt, and 

cargo pants; Gwen's blue/pink outfits; 

Kevin's evolving streetwear.

Cultural Impact
•  Became a global phenomenon, inspiring 

a franchise with diverse alien 

designs and mature storytelling.

• Influenced toy sales (e.g., 

Omnitrix toys) and shaped 

action-hero archetypes for kids, 

with a legacy spanning 

20 years by 2025.

Copyright 
•  Debuted in 2005, protected under U.S. copyright law for 95 

years from first publication (expires 2100 for original series).

• Later series (Alien Force, Omniverse, Reboot) extend 

copyright.

Trademark 
 “Ben 10” name and Omnitrix design trademarked by Cartoon 

Network, enforceable globally. Engineering Field
•  Animation Engineering (2D to CGI evolution).

•  Sound Engineering (unique alien sound 

effects, voice modulation).

Creator/Studio
•  Creator: Man of Action (Duncan Rouleau, Joe Casey, 

Joe Kelly, Steven T. Seagle).

•  Studio: Produced by Cartoon Network Studios.

Personality Traits
•  Ben Tennyson: Clever, adventurous 10-year-old with a knack 

for humor, maturing into a responsible hero over time.

•  Gwen Tennyson: Intelligent, resourceful cousin with magical 

abilities in later series.

• Kevin Levin: Initially a rogue, evolving into a loyal ally with 

shapeshifting powers.

Commercial Potential
•  TV: Original series (2005–2008) with 52 episodes, followed 

by Alien Force (2008–2010), Ultimate Alien (2010–2012), 

Omniverse (2012–2014), and Reboot (2016–2021); streamed on 

HBO Max.

• Films: Ben 10: Secret of the Omnitrix (2007), Ben 10: Destroy 

All Aliens (2012).

• Merchandise: Toys (Omnitrix replicas), video games (e.g., Ben 

10: Protector of Earth, 2007), apparel.

•  Licensing: Global broadcasts in over 

100 countries, with localized dubs 

(e.g., Hindi on Pogo TV).

Ben Tennyson, a 10-year-old boy, discovers the Omnitrix, a 

device allowing him to transform into various alien heroes. 

With his cousin Gwen and grandfather Max, he battles 

villains and saves the world. The animated series, known 

for action and adventure, captivates kids with Ben's 

heroic transformations.
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Chhota Bheem, the pint-sized powerhouse of Dholakpur, burst onto screens in 2008, swinging 

laddoos and a heart of gold into the lives of Indian kids. This brave little hero from Green Gold 

Animations turned Saturday mornings into a whirlwind of adventure, battling demons, outsmarting 

rivals, and teaching lessons in courage and kindness.

Copyright 
Chhota Bheem debuted in 2008 on Pogo TV; protected for 95 years under U.S. 

law from first publication (expires 2103 for original 2008 design). Indian 

copyright lasts 60 years post-creator's death, with extensions for later 

works.

Trademark 
“Chhota Bheem” name, his orange dhoti, and catchphrases like 

“Jai Bajrang Bali!”; renewable indefinitely, registered with Indian 

Trademark Office and globally enforced by Green Gold Animations.

Potential Patent
No patents filed for Bheem's character; animation 

techniques and toy designs (e.g., laddoo-powered 

strength gimmick) remain trade secrets or are covered 

by Mattel-like toy patents for similar figures.

Creator/Studio
Rajiv Chilaka, produced by Green Gold 

Animations (Hyderabad, India).

Launch Year
2008 (debuted April 6, 2008, on Pogo TV 

with Chhota Bheem animated series).

Engineering Field
Animation Engineering (2D animation for TV).

Sound Engineering (distinctive voices and 

festive soundscapes).

Production Tools

• Storyboards for episodic adventures and moral endings.

• Voice recording for multilingual dubs (English, Hindi, Telugu, Tamil, etc.).

• Basic CGI in films like Chhota Bheem and the Curse 

of Damyaan (2012 animated, 2024 live-action).

Iconic Features
Orange dhoti, bare-chested look, tousled hair, 

and a knack for turning laddoos into power-ups.
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Commercial Potential
2008 Onward: Chhota Bheem's rise has been unstoppable, powering: 

• TV: Over 500 episodes across multiple seasons, a staple on Pogo TV and streaming on Netflix/Prime Video.

• Films: 64 animated movies by 2025 (e.g., Chhota Bheem and Krishna, 2009) and a live-action hit, 

Chhota Bheem and the Curse of Damyaan (2024).

• Merchandise: Toys, comics, apparel, and laddoo-branded snacks; a merchandising goldmine for Green Gold.

• Licensing: Video games, crossovers (e.g., Little Singham), and a YouTube series (2018-2025) keep 

Bheem booming.

Colour Palette
Orange (dhoti), brown (hair), tan (skin), 

gold (pendant), black (eyes).

Design Technology
• 2008: Hand-drawn 2D animation using Adobe Flash and 

traditional cel techniques, ptimized for TV production.

• Later (2010s-2020s): Enhanced with digital tools (e.g., Toon 

Boom) for movies and smoother visuals in reboots.

India  

Personality Traits
Brave, clever, kind-hearted; a 9-year-old with superhuman 

strength (boosted by laddoos), always ready to protect 

Dholakpur with a mix of wit and brawn.

Cultural Impact
India's answer to global cartoon heroes, Chhota Bheem blends 

mythology (e.g., Hanuman, Krishna) with modern fun, celebrating 

Indian festivals and values. It's a cultural juggernaut, dominating 

kids' TV and inspiring a live-action film in 2024.



Copyright 
Motu Patlu debuted in 2012 on Nickelodeon India; protected for 

95 years under U.S. law from first publication (expires 2107 for 

original 2012 designs). Later episodes and films extend 

copyright with extensions.

Trademark 
“Motu Patlu” title, Motu's red tunic and Patlu's yellow kurta, and 

theme song “Motu Aur Patlu Ki Jodi”; renewable indefinitely, 

registered with USPTO and globally enforced by Cosmos-Maya 

and Nickelodeon (Viacom18).

Potential Patent
No patents filed for Motu Patlu's creation; animation 

techniques and gadget designs were kept as trade 

secrets by Cosmos-Maya.

Creator/Studio
Kripa Shankar Bhardwaj (original Lotpot comics), 

adapted by Niraj Vikram, produced by Cosmos-Maya 

Studios, distributed by Nickelodeon India (Viacom18).

Launch Year
2012 (debuted October 16, 2012, with the 

episode John Banega Don on Nickelodeon India).

Engineering Field
• Animation Engineering

• Sound Engineering (catchy theme and 

exaggerated effects amplifying comedy).

Design Technology
• 2012: CGI animation using Autodesk Maya, tailored for fast-paced 

TV production with a vibrant, cartoonish look.

• Later (2010s-2020s): Enhanced with richer textures and fluid 

motion for films and streaming (e.g., Motu Patlu: King of Kings, 2016).

Production Tools
• Storyboards for episodic chaos and quick gags.

• Voice recording innovations (Saurav Chakraborty's 

dual role as Motu and Patlu in Hindi).

• Digital rendering for Dr. Jhatka's quirky gadgets 

and John's villainous antics.

Colour Palette
Red (Motu's tunic), yellow (Patlu's kurta), black 

(Motu's vest, hair), orange (Patlu's leggings), brown 

(Motu's mustache).

Personality Traits
Motu—plump, impulsive, samosa-obsessed; 

Patlu—slim, clever, the voice of reason; together, a 

dynamic duo of folly and fixes.Cultural Impact
India's homegrown hit, Motu Patlu blends desi humor 

with universal appeal, topping kids' TV charts and 

earning a global fanbase. Its 10th anniversary in 2022 

marked it as a cultural juggernaut.

Commercial Potential
 2012 Onward: Motu Patlu's popularity skyrocketed in the 2010s and beyond, contributing to: 

•  Films: Over 25 theatrical movies by 2025 (e.g., Motu Patlu: King of Kings, 2016), a box-office draw in India 

and Asia.

• Merchandise: Toys, comics, and Motu Patlu-themed products (e.g., samosa plushies, wall stickers).

• TV: Over 1,000 episodes across multiple seasons by 2025, a Nickelodeon staple, streaming on JioCinema 

and YouTube (Wow Kidz).

• Licensing: Video games, brand tie-ins (e.g., Horlicks, Colgate), and a metaverse push keep the duo thriving.

MOTU PATLU
Motu Patlu, the samosa-loving, trouble-stirring duo from Furfuri Nagar, burst 

onto screens in 2012, sparking waves of laughter with their bumbling 

adventures and unbreakable bond. Born from the pages of Lotpot comics and 

brought to life by Cosmos-Maya, these two pals turned everyday mishaps into 

comedic gold, delighting kids and families with their slapstick charm.

Iconic Features
Motu's samosa-powered strength, Patlu's lightbulb “Idea!” 

moments, and their rented Furfuri Nagar flat.
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RIPA aims at meeting the present and future requirement for growth and development of indigenous IP. RIPA further strengthen and 
complements the efforts of indigenous R&D and innovations.

Vedanshi Tanmay Yuwikaa Sumedhaa

Suggestions Taken From 



IP BAZZAAR TECHNOLOGY CONSULTANTS PVT. LTD.
716, Seventh Floor, DLF Prime Towers, 

Okhla Phase-1, New Delhi-110020, India
Web: www.ipbazzaar.com 


	Copyright Canvas 01
	Page 1
	Page 2
	Page 3
	Page 4
	Page 5
	Page 6
	Page 7
	Page 8
	Page 9
	Page 10
	Page 11
	Page 12
	Page 13
	Page 14
	Page 15

	Copyright Canvas 02
	Page 1
	Page 2
	Page 3
	Page 4
	Page 5
	Page 6
	Page 7
	Page 8
	Page 9
	Page 10
	Page 11
	Page 12

	Copyright Canvas 03
	Page 1
	Page 2
	Page 3
	Page 4
	Page 5
	Page 6
	Page 7
	Page 8
	Page 9
	Page 10
	Page 11
	Page 12
	Page 13
	Page 14
	Page 15

	Untitled-1.pdf
	Page 1

	Copyright Canvas 03.pdf
	Page 26

	Copyright Canvas 03.pdf
	Page 26


