films

When producing
storyboards for live action
filrn, you will be working en a
project basis, A shoating
board for a feature filrm
generally involves aver
1,000 frames, and you'll
have on average two to
three months ta complete
the jolb. Some boeards can
take much lonager If the
seript is technically
complicated and the budget
permiis. ©n a shooting
board, you'll be working
from your own studio but in close
cantact with the director, Fiims

tend to pay less than advertising,

but on the other hand, the

projecis are longer and often

more artistically satistying.

Considering that & film tekes a
long time to complete, and it's not
unheard of for a production company
1o fold aurng the process, you
should negotiate a 50% Kill fee. This
i5 an aclvance payment that the
storyboard artist keeps aven it a
project is abanconesd.

Mary directors draw their own
storyboards and, often, the wark of
the staryboard artist s to translate
these notes into skelches that the
crew can read, Some dirsctors are
highly skilled In drawing but, as
producing a storyboard is generally a
lengthy process, It s best to employ
an artist, Hitchcock, for examples,
was a competent llustrator who often
drew his own preparatery storynoard
(or at any rate, the general design of
the sgenes). He then employed the
best storyboard artists as, for him,
this was lhe most Important phase in
a production,

Getting the details O
Sometimes, for a feature
film, 3l
a detalad
espe’l"ll y if fhf— “'L;Li iction
is still lcoking for funding
Often the actors have not

reference pictures 1o help
the storyboard artist, These
atmospheric fram are
drawn by Tim Burgard for
Columbia Pictures for the
filrry A

Cutting frames
The director Alexander With working

an the storyooard for the film
Resident Evil: Anocalypse,




STORYBOARDS FOR FILMS

\—CI Period pieces

The director Patrice Chéreau
requestad storvboard sketches
from Maxime Rebigre in pencil for
La Reine Margot in order to
recraate the style of the sixteenth
century, the satting of the fim.

Thumbnail o
sketches

Initial sketches for the fim
Mighty Joe Young for Disney,
Tim Burgard annotales the
skatches with important
informiation ready for the

next stage.

Working with the artist
The director John Huston
examines storyboard frames for
the 1958 film Moby Dick,

e
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FET BY TIM BURSARD




0 Locations weren't decided al the time the initial
meeting took place. The artist used reference At the end of the drawing
rmaterial of jungles and small vilages to give an process, the storyboard
authentic fesl lo the frames. looked a little too much

like a comic rather than a
storyboard. Depending on
the requirements of the
director, there are often
scenas that need alat

of attention to detall,
especially when thers are
crowd scenes involved or
a lot of actors in the shaot,

Mote how,
ultimately, the
board doesn't
contain any
camera movement
directions.

Client mood storyboard

ryboards are often

— 0 Directing characters

Arrows can be added to illustrate 1

Burgard's 10 for Garfi
itties, 20th Century Fox.




STORYBOARDS FOR FILMS

| ,—D Action sequences

The storyboard is an iImpaortant way of planning out action
zaquenceas in movies, This sequence was drawn by
Iaxime Rebiére for ihe film Oliver Twist, directad by
Roman Polanski.

Working in different media

Maxime Rebigre was asked by the directer of the film Wings of Couwrage,
Jean-dacques Amaud, 1o work in colour for the clent board in order to creais
a more reglistic movie fael, The result was a gouache work on paper that
captures the imagination.
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UNIT

WHAT SKILLS DO I NEED?

If you want to be a
professional storyboard
artist, you have to be able
to draw with both speed
and precision. This unit
sets out some useful
guidelines on how to set
up your own studio and
the kind of equipment
you need. If you're a
filmmaker interested in
doing your own boards,
however, then there are
ways in which you can
plan and communicate
without having a great
command of the pencil.
Turn to page 74 for

helpful tips for the
artistically challenged.
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with will refer to fims all the

time in tems of style,

tempo, colour and framing.
femcv what

films, and keep up to
it's usually 1

commonly refemed to,

Drawing ability
You need a good comm

—0 Speed

You don't just need to be
good — you alsc need [0 be
fast. You'll be working under

5 and to tignt deadiines,
2} is paramount, You
ble to grasp and

ed 1o
skeich ide
meelings, &

guickly in your studio,

5 well as waork




Technigue
You need o know the
medium in which you're
waorking — the language,
the fimitations, the
possitilities and the
different roles of the
members of the
production team. If you
don't, you won'l be able
10 communicale the

director's needs or come

LR with solutions.

— Organization

You need to be organized with your workspace, your time and your
finances, Not only will vou be working o tight deadines, but you will
probably also be working as a freslance artisl. There will be no one
but yourself 1o make sure you get the job done on time — or get the
next job, for that matter. You'll probably be juggling several jobs al
once, creatively and administratively — so be arganized.

WHAT SKILLS DO I NEED?

OVER TO YOU

If you want to increase your drawing
skills and speed, then the only way is to
practise. Try rapidly sketching frames
from the television. You should also get
into the habit of carrying a small
notebook with you at all times, so that
you can sketch wherever
there are pesople
and action —
when you're
sitting in a
coffee shop
or on the
train, for
example.

— Ability to waork as part of a team

A storyboard artist is literally a hired hand. The
degree to which you'll ba involved in creative
decisions varies from one job lo another, but for
the most part you're hired 1o visualize someone
else’s ideas. From an egotisiical standpaint, you
nesd to be able 1o accept this and 1o respact
deadlines. Teamwaork is essential!




UNIT 2
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WHAT SKILLS DO I NEEB?

LESSON 9

Storyboarding Is one
of the few jobs that, at
its most basie level,
still reguires just a
pencil and paper. In
that sense, it's a job
that gives you a lot of
freedom. You can work
on your storyboards in
planes, on trains, and In
the back of automaobiles.
If winter's getiing you
down, you can get out
of town and take your
work with oLl

As far as other drawing
materials are concerned,
what you use is really a
matter of personal
preference, but there are two main
factors to consider — speed and

reproducibility. Storyboards need o

be produced guickly, SO you need to
work with materials that are fast
drying and efficient. And the
storyboard will be photocopied and
handed out to the production team,
50 it has to be done in a style that
iranslates well when reproduced.
Play around with different materials
and technigues, and find
out what works for you,
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Paper

[se regular letter-gize oo
from any office s
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urself the rather

ous Task of drawing the
Nt frame

ater. It's nexpensive and avalable

i by fax
n art stippliers {such
eednroof marker paper ar racing

it 50 that you can race PICIUres,

N and

Tracing paper

Regular copy pag



DRAWING MATERIALS

Work in red pencil |:;J

Make your original sketches in
red pencil, so that you can
2asily clean them up with a
regular penail withaut having to
use a light box, Red pencil
‘doesn't show up when the work
I8 phetocopied, making it easier
1o 0o a clean-up of your work.

.__I—*D Rulers

Keap rulers handy. If they're stashed away
in a drawer, you probably won't bother
getting up o use them, and yvou'll end up
with wobbly lines. Really small rulers that
you can easiy take wilh you or use whan
lraveling ara helpiul.

782 MARS - TECHNICO

Pencils
Ay 0.5 or 0.7
rechargeable pencils
are practical.

TIP

Have extra markers, pens, printer ink
and paper available, so that you don't
suddenly run out of something in the
middle of the night or on a weekend
when yau're working to a tight deadline.



L Grey markers

Use a warm grey marker
to add snadow and
depth to black-and-

whita frames.

My

...'I.:(‘J:"Q"-'
. 'w-;';.& &y

Colour markers O———
Professional colour Markers

are easy to use and fasl

drying. Most brands offer

sets that contain & good

s of colours, Use afine
pointed marker pen (0.3 or

0.5) and a wider (.7 o 1.0)

point for contours. Toirk a

space in black, Use a

larg

wider-tipped permanent
marker pan.

Refillable markers D_J-—'

arkers are quite expensive, S0
v a refilable variety and
purchase exira refills of the

caolours that you Use frequently.

UTSTAL 5
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TIP

To make corrections in a frame, instead of
redrawing the whole thing, use a white pen
ian fluid, or even stick a white

or correct
raw on that

adhesive label over the top and d



DRAWING MATERIALS

i

Light table or light box @
A light box is useful for cleaning up sketches and for tracing photos — for instance, If you have
to reproduce a particular vehicle or product, There are some good light boxes on the markst
lhat photographers use for viewing transparencies, The smaller sizes — roughly 27 x 30 cm

(8 x 12 inches) or Ad size — are not very expensive. They don't get too hot if you leave them

! an for a long fime, and they're reasonably thin {approx. 1 cm/¥ inch), which makes them easy

to use. Some light boxes can be quite bulky and cumbersome. In animation, Its comman 1o
wark at a ight tabls, although this can be awkward if you're not used to L.
—0 White pen g—_—|_.
Use a white pen 1o

quickly add highlights
and details to a frame
and enrich the image.

(&

I_..iibw TO MAKE YOUR OWN LIGHT BOX

Build a simple box out of plywood, as shown, to suit
your particular requirements. For example, if you need
to take it around with you, it needs to be just a little
larger than an A4 sheet of paper. You can buy a sheet
of glass for the top from glass suppliers ar home
improvement shops, or you can use Plexiglas or opague
white plastic. Add a couple of halogen lamps and a
simple switch and there you have it!

Cable and switch O




UNIT 2 WHAT SKILLS DO I NEED?

LESSON 10

o In recent years, the computer has
Eﬁlms become increasingly important in the

creative process of storyboarding.
The kind of computer that you invest
in depends on your budget and the
type of work you intend to use it for.

5 (568 par:,-e
nat you're
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animation

Drawing pad &
Ii you're skiled on the
computer yau might want
1o cansider i-we:—sling in &
drawing pad such

\Wacam. B




DIGITAL EQUIPMENT

\—Epm'nter' and scanner

You'll need both a printer and a scanner. There are some
good all-in-one printars on tha market today, which
include a printer, scannsr, copy machine, fax and smart
card reader for downloading photos from digital cameras,
They are a good solution: with just one USB cable and a
little space, you have equipped virtually an entire office.

—1 USB key drive

These portable axtemal hard drives are about the size of a
key and come In diferent capacities — 128MB, 25608, and
512MB. They're great when you're fraveling or have o go
to a meeting and den't wanl to take a laptop computer, You
can back up recent work an the key, and then plug it In and
worke on any caomputer,

Digital camera
The digital camera is ancther instrumeant that has become
necessary to the storyboard artist, A huge number of models
are on the market, and you can often find a bargain. Cameras
with & large buill-in display are the most useful, 5o you don't
need a computer to go through your pictures. Clearly, the
smaller the camera, the more practical it will be when you are
drawing sketches on location.




Nowadays, accessing storyboards
created for big film productions Is
relatively simple: just look at the
special features section in most
DVDs, Be careful, though! You're
looking at a feature film, and that
type of job requires a different style
than that used in advertising.
However, this still gives you the
chance fo see the work of a
substantial numiper of artists,
Alternatively, make a note of the
names of the artists listed in the film
credits, and then look them up on
the Internet. Most professionals have
their own website, With examples of
thelr most recent work.

The Intermet is also the easiest
way to find examples of advertising
storyboards. [t's really interesting to
see the differences between boarcls:
created for feature fims and boards
created for ads. Researching artists
in this way also means that you
become aware of the styles that the
different production houses prefer.

You can often find material lying
around in the offices of advertising
agencles, and their warenouses
stock a number of old storyboards
mounted on black card. This can all
give you an idea of the type of work
ihe agency is Lsed to receiving from
ariists. Big agencies such as Saatchl

2 Saatchi, for example, nearly always
prefer working with classic and
traditional storyboards, the so-called
'old school”, This is because big
companies have offices all over the
world and very often callaborate with
each other for international clients, o
the style of the drawings needs to be
acceptable to most cultures (see
page &1).

Frame 2

In this frame cross-hatching f

hean used inaffective

ara too many ine

the image look "dirty”.

— there

Humorous style
A purber of sloryboard artists come from the world of
cormics. but advertising storyboerds need 10 be as

money in the productio

Frame 1
This solution 18
oo caroonisn
and rmany
agencies prefer
not to adaopt

this style.

realistic as possible. Their purpose is to sel products
and to convince a client 1o invest enormous sums of
n of an advertising spat, and 0
a humorous approach is generally not appropriate.

Different styles
As you can see, a frame can be created in a

number of different ways.

=]

I

}'_5 Frame 3
! | Tnis frame offers quite @ good
h - solution. It is a littls of
- but it can be effective andis
) is the faster way to sketeh
if using & marker instead af
a compuler,
Frame 4

This image is the best choice -
simple, clean and immediate 0
understand. The key 1s to aiways




Eor animation, the guestion of an
artists individual style is not so
relevant, as here you need to be able
to reproduce the style of the show on
which you are working. You need t©
be able o assimilate the creator's
style and the design speciiic to the
carioon. This is not always easy, angl
it ia mainly for this reason ihat
animation studies have a system of
selection tests, which can be guite
hard to pass.

In the Tollawing examples; you can
see how the approach vares
depending on the purpose for waieh
the steryboard is required. The
difference in approach is due mainly
10 the time available for producing
difierent types of board, For example,
big advertising agencies usually allow
rore time to hand Ina storyboard —
uUnless there Is a last-minute
presentation to be dane. Im fiim
production, you often have weeks o
complete your work — but rememoer
that the amount
of wark Is huge
compared {o that
recjuired for
advertising
campaians,

@ Black-and-white ink

1 and simple black-and wihite ink wWol

L@

ag elerences in storyboard styles this one
@ Coloured inks
-+ a client presentation a colour storyboard is the ©

Fo

Grey tones

Grey tone falls betwe

.. It's good encugh for most

raferable

show e

situation dioa

client a bc o lhern focus on the storyline rathner than the oetails,
@ Different strokes
Anather black-and-white inked example but this time using different thickness
pen. Co

ndering is softer.

Mixed up

[his is a mix of black-and-white ink and pencil. tis 0 - execute and praferable

when warking on &

1 and producing over & thou TAMES.




Different comic styles in different countries

The American markst is dominated by the prasence of superhero comics,
which leads to a style that tends to exaggerate forms, musclss and action.
InEtrope, the predominant style has a more realistic element. There are
aiso differences betwesn the various Eurcpean countries; Spain and
France, for example, go for a more humaorous approach. ftaly has a
number of publications in which the drawings are more realistic.

0 Simple black and white
O The sterectypical “muscle Black-and-whits ink is also
Wt cciesuie s one of the most practical
comic market, : :
styles as it can be faxed and
photocopied easily.

Adding shades of grey |:l—|_d

Adding shades of grey gives
a more elegant sbyle that
allows you o give depth to
the images.

France is known faor ©
its use of hurmour in
comic strips,

O Comice produced in Asia — [
Japan, for example — have a :
different narrative tempa than
Western comics, Japanese
slaryboards often have mare
frames and show an incredible
attention to detail.
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To develop your own skills and style, it's
absolutely vital that you practise — and so you
should get used to drawing even when you're
not working. Have a sketch pad handy or a file
into which you put all your work. If there is
something you don't feel that you can achieve,
then have the discipline to practise. For
example, many artists find drawing cars quite
difficult. Actually, drawing a car from memory
is not that simple even if you see a particular
model every day in the street. Its the details
that escape you. These are all elements that
generally appear in storyboards and so you
need to be able to draw them.

Get into the habit of storing all those
sketches and drawings that you do in your
spare time. It can be really interesting to look
back through your old sketches; you may find
an {llustration you never finished, or inspiration
for some unrelated job.

Another suggestion is to gather reference
material every time your hand goes 1o a
magazine. You never know winat will turm out
to be ussful in the future — for example, a
photo of a beautiful galloping horse. Be
norest — how easily could you draw one
without reference material?

Comic shops have on
their shelves a number
of imports, or catalogues
from which you can
order tne material you
wart, And you always
have the Intamel as a
source for your research,

Comic shops O———

T—d:l Practise drawing difficult subjects

If you find drawing cars difficult draw svery
rodel that you can find, so you'll be able o
recognize their basic shapss and details.

0 Collect reference material
Reference materal showing movernent or difficult poses s
very helpful, Build up your Own personal library of animels,
people, vehicles, buldings — whatsver might be useful,



DRAWING STYLES

Practise drawing from magazines o—
To gel used fo drawing the human figure, copy images from magazinas,
drawing people in various positions and engaged in daily tasks. After a whilg,
you will gain more confidence in your ability and develop your own style.




| ESSON 12

Leaming to streamiing drawings
using simple shapes, as in the:
examples on these pages, s very o ¢ acte ~ OFET s ] ? =
yseiul when you are working with a i n all [ E——
director whois instructing yeu on the o / ¢ fore | Fox | ] WL
#ames to produce, There's always you bagin, -l
very liitle time aveilable and a ot of i |
work to get through, 80 you need 1o

recluce the time you spend I

meetings o the minimum. Obviously,

everyone nas & different drawing

siyle; the important thing s

that your sketches will e

clear to you once you get \i 0)

back to your studio. If ' VUit Simplified forms

necessany, wiite any (W2 ' : In roucH sketches the bodi

irnportant notes i @1 <2 characters can e sug

the frames. N = . | heads and a few lines for the podies.

A lot of information 1n & \B4
storyboard remains vague in
any case, even once you
have finished the job. For
example, it's possible that no
specific location nas been
decided for a given sceng, i
this case, its better to reduce
all detalls to the bare inIRALNT,
s seen in the examples.

To get used to sketehing withy
simplified shapes, Use
photographs (see page &)

Filling in the details
Try working on the rough

skalch on your we

if you have it

another meeting.




Rough sketch

The more you practise,
e more secure your
hand will feal, Your
sketches wil become
clearer and closer io a
finizhed board,

Order of frames

Wery rough sketches can be

made in any order and

sequence, as long as you

remamber (0 annotate tham
“with the comect numbering.

Saving time O—

Finished storyboard seguence
With clean sketches not much time is neadad For lhe final storyboard, the order of
for clean-ups when you've finished and Your frames needs to be correct as there
otput rate will hecome mors effectiva,

will be no numbers,




OFirst series of sketches
= direcior, or anather
m, might warit to

0 yau might have
than usual, in

the mesting. W
cliustrnents and re

56




SIMFLE FORMS

U

To get used to sketching with simplified shapes, use photographs. With the help of a friend, shoot your
own photo sequence and then draw the photos as rough sketches, as quickly as you can. Then complete
the drawings, using just the sketches, without looking at the photos. This will help you get used to
simplifying your drawings and to using just a few lines to convey all the information you need.

1 1 Photo seguence

Plan a sequience as if you are shooting
it for a film. Start with a mid shat and
then move to a close-Up, as shown in
he example below,

2 Rough sketches from photos
With the digital camera display in front of
you (or a monitor it you can download
the photos on a computer) exacLte
quick sketches from the images you
have taken,

3 Finished drawings

from sketches
At this point, with the help of a light
box, trace your sketches into siviized
and simple drawings.




Running

Maintaining balance is a vital part of
the running movement, but styles
vary according o the individual
runner and the length of the sfride
1aken. Some runners will hold

their amns raised and bent at the
elbow, with fists clenched rather
than outstretched as in this
dramatic depicti




One-point perspective
e the most obvious example of a one-point
ar rallway tracks 1 the distance and the
vanishing point on the ho

The vanishing point

threa-dimensio
onal, or flat surf

First vanishing point




PERSPECTIVE BASICS

1o distance through variations in size .
Eg o a_nc poLd V. & .n To understand how perspective works, look at
ing the size of the farthest figure on the right, . : ¢ s e 0

g S : things in a photo that have straight lines — roof
sssion Is given that he is the farthest away . ]
b lines or a pavement, for example — and try to
| D" detect their vanishing points, as shown in the

pictures belaw.

By using a digital camera, you can also see how
the perspective changes when you change the -
slant and angle of the image. Changing the
I [ { angle of an image is a really useful exercisg,
/ hecause when you draw a storyboard you aften
é : need to exaggerate some shots to make them
mare abvious, even if this angle will not be so
dramatic in reality. For example, if you
exaggerate a low-angle shot in a storyboard,
the production team will be aware of it, even if
they then shoot it from a normal low angle.

.-point perspective

poirt perspective takes Into account the concepts of
wn, length, and breadih. With three-point perspeciive
| creale hird's eve (see page 102) or worm's eye views
age 103}, This is achieved by showing that, as wel as
jg off into the two-point distance, objects in space aiso
to & third point either above or below, depending on
\we are standing wihen we observe these obiects.

Third vanishing point
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Same image, different
materials
d artist ahwa
& range of drawing
terials in his or her
riment with them

get o know the
ults of

Using a simple thin
blag

marker,

Using graphite pencils,

Mixing different
thicknesses of
black markers.




DEVELOPING YOUR OWRN STYLE

——
=

g ]—EI Same image, different techniques o—w—

Even when using the same drawing material the
rendering and the results can be guite different when
changing technigues. In both these examples black
markers nave been used but there is variation in the
inking technigues.

aring is too busy
ppears ovenworkead,

A simpla
rendering is the
most effective,

[

¥ou go over the outline of your main subject with
arge-tipped marker, it will stand out more fram
cene. However, do not overdo your

storyboards. Often it is better not to keep touching
Up the board because there is a risk that you'll add

necessary and distracting details, Begin hy

luating hew much time you have ta produce your
work and act accordingly.




ST

One of the more effective
exercises to develop your own style
s to draw an llustration ana then
reproduce it as guickly as possible,
as if you were drawing without really
thinking about your subject, At a
eertain point you will notice how your
hand moves naturally and how
drawing has been simplifled to its
basic campenents,

Detall is impertant for an artist and
50, When you are just starting out,
you aways have a tendeney to add
detalls and to embellish your work,
going over the image countless
times. This is fine if the image is
going to be published as an
ilustration or work of art, but for
storybeards it is unnecessary,

You need to be versatile and to be
versed in a number of styles,
because this will enable you to adapt
to different assighments in different
settings — vital for a professional
freelance storyboard artist.

- Line techniques
Using one pen allows tha storyboard arti
as fast as possible while remaining tn
the brief. Hatching and cross-hatching ar
f form and the direction that

Introducing colour
This storyboard for a tele
commercial required a

seventies Tesl, A black marker
was used for the large ¢

e

1 Creating atmosphere
This steryboard is an exarcise in shyle and compaosition. A
good way of developing your style'is 1o copy stills from a
well-known film in a sequence — this also helps with
continuity practice. In this example only one pen was
used and the techniques of hatching and cross-hatching
eric shadows and patterns.




