Nepogresljiva znanja

o filmu in animaciji

|lzobrazevanje za mentorje, Timon Leder



star.ang. lat. dusa
filmen = membrana
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vizualno, zvokovno in vsebinsko ustvarjanje

filmski jezik diegeza
rez in globinska ostrina filmski prostor
plan in kadriranje filmski liki

prizor in sekvenca filmski ¢as
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rez in globinska ostrina

vodimo zgodbo in pozornost
kader in elipse



daljnji plan

splosni plan / total

srednji / ameriski

bliznji / veliki

detajl, kontraplan, dvoplan

plan in kader
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1zmenicna Insert

sekvenca opisna
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sekvenca sintagm

kader-sekvenca enostavna sekvenca

sekvenca z epizodami
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animiranega filma




osnove animiranja

1 2 3 4 5
nacini animiranja 1111
slika za sliko [straight forward] 13 2
poza za pozo [pose to pose] 110
kombinacija e
(ne omogo¢ajo vse tehnike!) i i

proces animiranja

nacrtovanje ¢asa (dope sheet)
narisemo klju¢éne poze [keyframes]
prehodne in vmesne poze [inbetweens, passing positions]



osnove animiranja

ne animira se vedno 12 fps,
ne narise se vseh 1440 slik za 1 min

241tps premiki kamere, hitri gibi
6/8fps pocasnejsi gibi, ali poceni animacija
ponavljajoci gibi = cikli

kako prihraniti ¢as

dobro nacrtovanje, kadriranje, uporaba ciklov
staticne slike ali enostavni cikli, kjer ni pozornosti
snemanje vec kadrov hkrati
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osnove animiranja

ne animira se vedno 12 fps,
ne narise se vseh 1440 slik za 1 min

241tps premiki kamere, hitri gibi
6/8fps pocasnejsi gibi, ali poceni animacija
ponavljajoci gibi = cikli

kako prihraniti ¢as

dobro nacrtovanje, kadriranje, uporaba ciklov
staticne slike ali enostavni cikli, kjer ni pozornosti
snemanje vec kadrov hkrati






proces produkcije

ideja, sporocilo, koncept

zgodba, scenari

zgodboris

(zvok, dialog)

animatik

(izbor tehnike)

nacrtovanje, izdelava likov in scene
animiranje in snemanje

ZVoKk

postprodukcija



proces produkcije

ideja, sporocilo, koncept

zgodba, scenari

zgodboris

(zvok, dialog)

animatik

(izbor tehnike)

nacrtovanje, izdelava likov in scene
animiranje in snemanje

ZVok

postprodukcija



risani film

The storyboard Sound analysis entered

on dope sheets
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The idea 751y of frames
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Layout for scene
drawn up

Director uses layout and dope
sheet to plan movement
and timing

Movement
drawing
on paper

Background

painted on paper Completed drawing

entered on dope sheet Movement drawings

tested on linetester

Correct drawing
and timing

Trace movement

drawing onto cels

Paint or color cels

Cels and background
come together

Sound and
pictures edited

Exposed egative
sent to | for
processir

Sound tracks mixed
in dubbing studio

Cels and background
combined on film

Negative to lab for
cutting, with cut
print and final
sound

Lab makes final print

... Film
transferred to
videotape

Print projected
to audience
or ...



lutkovni film

Design puppet

o and sets

Analyze sound length
in number of frames

Make puppet
and sets

Animate puppet

o on set

Record
to tape

Negative sent to
lab for
processing

.............
......

Negative to
lab for
cutting, with.
cut print and
final sound
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racunalniski film

The storyboard

The idea

Timing breakdown
and planning.
Proceed to 5 or 5a

5a 5C

Approved version of drawings
scanned into computer

i

5b

Line test

Animate and
background on
computer
(wire frame)

Color and complete
&‘333531‘ animation and background
SRS
sy 6

o o

Completed picture on disk with o
sound elements to dubbing

Sound synched and laid digitally

; Sound and

picture on
digital tape

(o2)

To film recorder
for film copies



kontrolna
konzola

vodila za vertikalno
premikanje kamere

steklena plosca
za osvetlitev od zadaj
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fenakistoskop

1829, Joseph Plateau (princip Ze Evklid in Newton)
grs. phenakizein zavajati, grs. skopos gledalec




zoetrop

cca 180 n.s., Ting Huan
grs. zoe Zivljenje, grs. trope vrteti




praksinoskop

1877, Charles-Emile Reynaud
grs. praksis dejanje, akcija, grs. skopos gledalec
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kineograf, flipbook, ¢ [l«oirce

1868, patent: John Barnes Linnett
grs. kineos graphos gibljive slike,
nem. Daumenkino palcni kino

THE EII'EOGRAPH.



taumatrop

grs. tauma Cudez,
grs. trope vrtetli




