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Abstract— According to a study, present ways of video 

streaming platforms have no specific niche, they are 

unorganized in terms of project exchange, and there are no 

specific social media to get connected with specific niche 

people i.e., animation. To make any business grow 

networking is important. Networking is not only vital for 

growing a customer base, but it is also important for 

animators, artists, and creators to get connected with other 

artists and creators. By analyzing this scenario, we thought of 

building a platform to unite animators, artists, and creators as 

a big market. This platform aims to create animated video 

streaming, social media, freelancing, and avatar exchange for 

animators, artists, and creators so that people can obtain 

maximum profit in the most efficient way possible. 
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I. INTRODUCTION 

Many people are involved in the field of animation and art. 

Various freelancers and creators are not well known as they 

do not have a platform to showcase their skills and art. By 

analyzing the scenario, it can be presumed that this platform 

will give recognition, connection, and livelihoods to 

animators, artists, and creators. 

A. Overview 

This platform is basically to connect animators, artists, and 

creators and to the clients as well, so that creators can easily 

get projects by showing their work to clients in form of 

streaming. Apart from that people can also buy or sell avatars 

from our platform as it is quite difficult to create faces, and 

bodies in animation. Not only that, but viewers can also enjoy 

specific niche video streaming that is animated videos. 

B. Problem and motivation 

According to the survey, many animators, artists, and creators 

are facing difficulties getting projects from genuine clients, 

expanding their network, showing their work, and monetizing 

them. All these factors have inspired us to build a platform as 

a step towards integrating all these services under one roof 

with security, authenticity, and accessibility. 

C. Proposed plan of work 

 
Fig. 1: Diagram Flow of the Website
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D. Objectives 

1) To create an innovative and specific way to get 

connected virtually. 

2) To create only an animated video streaming platform 

with every uploaded video being copyrighted using NFT 

and blockchain  

3) To provide animators, artists, and creators a platform to 

exchange projects and buy/sell avatars. 

4) To reduce the burden on animators, artists, and creators. 

II. LITERATURE REVIEW 

A. Overview 

The literature review is highlighted in the reference to 

performance and the approach to the current situation. With 

the increasing demand for animated videos and a lack of a 

proper platform to fulfill the needs of animators, creators as 

well as users, the need to develop this video streaming 

platform came into view. 

 With the proper use of technology, these creators 

can grow in the markets and gain the deserved profits. Having 

a single platform not only gives a larger audience to these 

creators but also gives customers the option to choose from 

and get authentic local products, videos, or animated avatars. 

 Creating and selling avatars and videos on a 

website/app will make functioning effective, fast, and more 

sustainable in long run. With the features such as 

personalized dashboards for users, and creators and a 

recommendation system, the app aims to attain user-

friendliness and convenience. E-payment gateway is another 

tool that makes this platform good for transactions and 

efficient money management. The users also cannot 

download or screenshot the videos without the permission of 

the creators. This way, the creator’s content would be saved 

from plagiarism. Hence, this small effort of ours will achieve 

the aim to bring more and more creators on the same platform 

and also help create awareness in people about this field in 

terms of career and help clients find accurate creators and 

creations. 

B. Existing System and its drawbacks   

1) No specialized platform for animators & creators. 

It becomes tough for the creators to get jobs or projects on a 

freelancing basis as there is no specialized platform that can 

provide them with animation projects.  

2) Plagiarism.  

As most artists use common platforms like YouTube to 

upload their animation work reel, stealing the work becomes 

easy for people as the artist do not have a copyright to their 

work. 

3) Lack of networking. 

Due to the lack of a proper platform, animators find it difficult 

to get connected with like-minded people and increase their 

network in the field of animation and video editing. They are 

also unable to connect with the correct client. 

 

III. WORKING AND MODULES 

A. Working 

1) Creating a user interface.  

2) Scripting for the user and server side. 

3) Creating a database for the user and the creators.   

B. Modules 

1) User module: The user module starts at the homepage. 

There is a login option available for a buyer to login into 

his/her account. After logging in the buyer can add 

desired avatars to the cart and buy them. For buying the 

avatars there is an option of e-payment. After using the 

avatars, the buyers can give feedback. 

2) Admin Module: The admin module has a separate login 

option. The admin will act as a moderator and keep a tab 

of all the orders and transactions taking place on the 

website. The admin can add, update as well as delete 

products of the vendors. The admin can also approve and 

add creators. Admin will also have access to the FAQs 

section, reviews section, and details of the creators, 

clients, and users. 

3) Creator Module: The vendor module has a separate login 

option. The creator can add, update as well as delete 

avatars uploaded. The order status will be available to the 

creators. 

IV. RESULT AND DISCUSSIONS 

A. Stipulated Development 

As per the synopsis of this website, the development team has 

completed 100 % of the total project work needed to deem 

the project as complete by the project development team. 

 All the work in the project was divided into three 

phases and the work described below stands true for the first 

three phases of the project that involves the development of 

the user interface and admin-creator management. 

B. Hardware Setup for Development 

The development of the user interface for this project 

involving a website was undertaken using three different 

systems working on three different operating systems. 

 The website’s user interface was developed using a 

system running Windows 10 home operating system having 

an Intel Core i5 8th Gen quad-core processor with 8 GB of 

random-access memory.  

 The hardware that was used was working as per the 

requirements of the team.  

C. Software Setup for Development 

The development of the user interface of the website was 

undertaken using Hypertext Markup Language (HTML), 

Cascading Style Sheets (CSS), JavaScript, jQuery, and 

Bootstrap.  

 The entire code was built and compiled in Visual 

Studio Code also known as VS Code.  

 Google Chrome was the web browser of choice for 

testing the website. Hence, the website developed so far is a 

responsive website that can be viewed on any device without 

any user interface issues. 
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V. SUMMARY AND CONCLUSION 

A. Summary 

The video streaming platform for creators and service 

animators is a platform where various creators, animators, 

and artists having similar skill sets can come together and 

connect with potential clients and showcase their skills.  

 The focus of this project is to provide a user-friendly 

interface to the artists as well as clients.  

 The main motive of this website is to bring all 

animators together on the same platform to grow their 

business effectively.  

 The main feature of this project is an avatar-building 

feature with a customized dashboard for admin and 

animators, a checkout page with online payment options, and 

wish list features for the users and clients.  

B. Conclusion 

The project exposed us to the latest technology in software 

development. The project demonstrates a web-based platform 

for connecting creators and animators which will not only 

benefit the animation industry but also help clients find 

correct avatars or creations on the same platform. Through 

this project, we also got some knowledge about the needs and 

problems of clients, creators, and the traditional animation 

process. Hence, this small effort of ours will achieve the aim 

to bring more and more creators and artists on the same 

platform and will help in enhancing the animation industry. 

C. Future Scope 

The current website can be expanded into a mobile 

application by adding feedback and a recommendation 

system. The creators and the users both can be benefitted 

from this. An interactive platform would help the animation 

industry grow and reach more clients. Sales forecasting and 

Pricing Optimization would ensure better rates and sales for 

the sellers. A virtual Assistant that is Chatbot can be added to 

guide the users efficiently. This platform might also help 

creators find potential jobs in their field. Animators will also 

be able to enhance their skills with the help of relevant 

courses and projects that might be available on the website. 

ACKNOWLEDGMENT 

We are very thankful to all the Web developers; whose 

encouragement and suggestions helped us complete the work. 

 Secondly, we are thankful to our friends whose 

encouragement and constant inspiration helped us to 

complete this work. 

REFERENCES 

[1] Start-up India. “Virtual world in developing countries: 

Opportunities and challenges. 

[2] Clark, R.C. (2008). Developing Technical Training: A 

Structured Approach for Developing Classroom and 

Computer-Based Instructional Materials (Third Edition). 

San Francisco: John Wiley & Sons, Inc. 

[3] Tabbers, H.K & de Koeijer, B. (2010). Learner Control 

in Animated Multimedia Instructions. Instructional 

Science, 38, 441-453. 


