Storyboards and Gesture Drawing

<Insert images below as examples and links to our storyboard and gesture drawings. I’ll FTP the files to the Descent site>
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[image: image1.png]ALTERNATIVE ENDINGS (Clips 18, 19, 20) Final Scenes
Clip (18) Hero and Love escape the Underworld, reach daylight,
Show reaction, celebration boy
and gl run out of the cave; they embrace; the boy climbs up the
rock face; disiodges a rock that fals over opening; boy and gl
Smile and hold hands (18.1) Scene as 1L.1;
except with two profiles of boy 7 girl embracing

(18.2) Scene 1.2 with z00m towards top of crevice; boy standing
on t0p of cave opening (head shot behind boulder).  (18.3)
Scene 18.2; except with full body of boy; boulder moved to

bottom of scene In frant of crevice/cave opening. (18.4)
‘Scene 18.2; with boy jumping down to side of boulder (ke super
Mario) (18.5) Scene:

18.3; with boy 8 girl embraced (18.1) In front of boulder.
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Storyboarding is a process used to organize a story and develop a reference for its contents. Storyboarding is the spine of any multi-media creation. The complete eejits guide to film-making said the end result looks like a comic book without the speech bubbles (Exposure, 2004, Web site).

Make a template and scribble down some short notes describing each scene, add some reference images to help visualize what is written. Keep each scene numbered for reference (Ibid). Next marry your written description with gesture drawing. 

In his online drawing course, Glenn Vilppu, master animator, demonstrates the classical tradition of gesture drawing in moving from the imagined to the conceptual. Vilppu (1998) writes, “Gesture is the single most important element in the drawing.”

Gesture is a quick sketch (twenty to 30 seconds) that expresses the action of figure(s). It includes its movement, attitude, and body language. Likeness, correct proportions and details are not important. The intent is to capture the essence of what the figure(s) is doing, not create a camera image (Doyle, 2004, Web site). The gesture drawing should provide just enough information for the creative team to get started and a visual reference for the storyboard to keep the team visually on track.

The storyboard and gesture drawing is not intended to constrain creators. These outlines serve as a baseline as features in illustration and animation evolve. In the moment of actual digital creation, visual storytellers may see new angles should and be given the freedom to experiment, make changes and fully develop scenes, as writers/editors would within the general context of the story (Exposure, 2004, Web site).
