JA

camera movement

-

; Z 2 each plane can move
independently in six directions

FIGURE 1.4 Multi-plane camera and the allowable movements. The image is optically composited in the

camera.
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Production
Sequence 1 Sequence 2
shot 1 shot 2 shot 1 shot 2 shot 3 shot4
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Frame 1 Frame 2 [ X X J FSmen

FIGURE 1.5 Sample hierarchy of a simple animation production.
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Art Dept.

Modeling Dept
/ Layout Dept.

Shading Dep

\ Animation Dept

Lighting Dept.

|
e

\

Camera Dept.

..

FIGURE 1.6 Computer animation production pipeline (modified from [8])
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Source tape .
\ Monitor

(Special Effects Gener%)\
Editing Station

( Character Generator) ——— \

Output tape

Source tape

FIGURE 1.7 Linear editing system.
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Source Tape

Source Tape

FIGURE 1.8 On-line non-linear editing system.

Digital Image| :
T Store4 Monitor
Processor \ Output tape
Control
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Frames

H+—++ -+ttt

Video 1 | Bird beﬂuence |

Transition D g

Video 2 | ﬁlane beﬂuence |

Audiol |77 e e Night Sounds
Audio 2 ST T TS TT T mTmT T E T Narration

FIGURE 1.9 Simplified example of a timeline used for non-linear digital editing.
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