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When Pig‘s free-spirited, rambunc-
tious new neighbor, Duck, plunges 
himself into Pig‘s quiet, orderly life, 
Pig learns that having friends is 
what he has been missing all along.
 by Bela Beier

The Pig on the Hill

DP: How did you get involved in making 
a movie from John Kelly’s book?
Milovan Mladenovic: John Kelly is a dear 
friend of one of our partners from Light
stream Animation Studios (LSA). Crater Stu
dio got involved soon after the initial creative 
steps were made. 

 
DP: While you were developing it, what 
was your design process?
Milovan Mladenovic: The idea from the start 
was to stay true to the original book artwork. 
Of course some additional stylization and 
detailing were done following some mod
ern trends in 3D animation. Anthropomor
phic characteristics to both characters were 
carefully and thoughtfully added to con
vey the friendship and care for each other.  
Jamy and his animation team did a wonder ful job illustrating the characters’ emotions, 

keeping them at all times funny and lovable. 
You can think of our short as a true filmic 
book adaptation.

 
DP: How many iterations were there on 
Duck’s house?
Milovan Mladenovic: Probably 2 to 3 itera
tions, we had a good visual reference to start 
with, and it was fun! The whole team was 
jealous of the duck and his fabulous house 
with the super duper water slide.

 
DP: How long did you have to finish the 
project from start to finish?
Milovan Mladenovic: We spent almost three 
years on the making of this little gem. We 
were coming back to it every time we were 
free from the ongoing commercial projects. 
That had its own benefits, as we had some 
extra time to rethink some of the details. In 
general, the pipeline worked well. John and 
Jamy (LSA) were taking care of animation 
scenes and were fantastic visual consultants. 
All look development, lighting and compos
iting took place in Crater Studio with all cre
ative freedom given.

 
DP: Speaking of the team: What is your 
software pipeline? And has it changed 
since you started the project? (Any new, 
cool tools you tried?)
Milovan Mladenovic: Maya – Houdini – Nuke.  
Rendered in Arnold. Textures were produced 
in Mudbox. We stayed in the same pipeline 
from the beginning until the end. 
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Team

DP: I hear that you might be developing 
that story into a streaming / TV series. 
Will you change your pipeline and work-
flow for that?
Milovan Mladenovic: When things are good, 
why change them? Jokes aside, we are al
ways testing new tools on the market. It is 
crucial to stay up to date with the new soft
ware and follow the latest trends. We are 
already using Redshift and Unreal Engine 
on other projects. Also we have immense
ly improved our organizational pipeline and 
project tracking, including asset sharing and 
overall project management and efficiency.

 
DP: Towards the final look: Could you 
talk about your rendering and finishing? 
Milovan Mladenovic: We rendered all shots 
in Arnold, and composited in Nuke. The aim 
was to have the best possible beauty ren
ders, so the minimal touches are done in 
composit. In order to achieve that, we spent 
a considerable amount of time in the light 
and look dev stages of the process. Composit 
served to unveil our hard work in full color 
and glory.               › ei

The Jury: A Pixar 
like short of an  
unexpected 
friendship of next-
door neighbors, 
who are worlds 
apart. Beautiful 
characters and  
fine animation.
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