Creative Learning « By CHIP SULLIVAN

AS ANIMATION BECOMES A MORE COMMON REPRESENTATIONAL TOOL
FOR LANDSCAPE ARCHITECTS, \T'S9 IMPORTANT TO STUDY THE
LESSONS & TECHN/ QUES OF ANIMATION PIONEERS, THESE MASTERS
|REALIZED EARLY INTHE DEVELOPMENT OF THE ART FORM THAT DY NVANZ/C
LANDSCALES ENHANCELD THEIR STORYTELLING. THE ABILITY OF
ANIMATION TO 7RANSCENL THE LAWS OF PHYS/ICS, B/OLOGY, AND LOG/C
ALLOWS ITTO BE A UN/QUE FORIT OF SPAT/AL RELPRESENTAT/ON.
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e LanDscare 15 ALIVE . \WHEN WE MOVE THROUGH IT, THE DIFFERENT
PLANES OF FOREGROUNL IMIDGROUND, #BACAGROUNL SHIET AT DIFFERENT
SPEEDS # DJRECTIONS., THE FOREGROUND WILLIZEPEZ D PAST, THE MIDGROUND WILL
|SHIFT INTHE QRR QINN-DIRECTION, 4 THE BACKGROUND WiLL APpEAR ITATIONARY.
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WHIOS EFFECT CAN ALSO HOLD TRUE IN URBAN S

PIAZZA DELLA SIGNORIA IN FLORENCE 15 A UNIQUE LY
ANIMATEL URBAN PLACE . AS ONE MOVES ACROSS THE PLAZA THE
| SCULPTORES APPEAR TO MOVE APART # COMPRESS TOGETHER AGrAIN .o
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PHE FLEISCHER ANIMATION
STUDIO PIONEERED MANY
TECHNICAL INNOVATIONS
IN REPRESENTING
LANDSCAPE, ONE OF THEIR
EARLY INVENTIONS WAS
AN ARCHED CASTERA PiE
DOLLY TO ILLUSTRATE | Moy
CONTOLR-/ 74P READING || N
FORTHE ARMY IN WWTI. ~— %7
|THE CAMERA STARTED ./
SHOOTINGT IN PLAN, THEN
SLOWLY MOVED DOWNWARD
REVEAL/K G- THE CONTOLRS | [l I~ === =
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I% 1N FLEISCHER'S 192 8 “KOKO the KOB” KOKO #
WZ L% HIS DOG ARE INVOLVED IN A SERIES OF SURREAL
-~ TRANSFORITATIONS, WHICH DIS5OLVE INTO A MOV/N G-
ZAA/A?SC‘APE THAT THEN PANS TO REVEAL MAX
——, FLEISCHER CRANKING A LANDOSCAFE TREADIT/LL .

g THIS EARLY EXPERIMENT LED MAX TO DEVELOP AN LS
== REVEN MORE SPECTACULAR LEV/ICE.
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HE STEREOPTICAL SETBACK GAMERA
WN (432 MAX FLEISCHER INVENTED A
DEVICE THAT GrAVE A STON/SHINGLY
REALISTIC DELTH TO THE BACK—
GROUNDS OF HIS CARTOONS, ANIMATED
CELLS WERE MOUNTED (NA GLASS
FRAME IN FRONT OofF A M/N/ATURE
LANDS CALE . WHEN THE TURN ~
TABLE WAS ROTATED, THE BACK-
GrROUNDS VIVIDLY RE-CREATED THE
SHIFT/NG PLANES OF ACTUAL
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B.MTINIATURE LANDSCAPRPE
C.5KY BACKDROP -~ CAN BE | ==
MOVED ON ROLLERS 7
D.ANIMATION CELLS
£.FOREG-ROUND ELEMENTS
£, HAND CRANK--TO ROTATE STAGE
G.S5TAGE--CAN BE TILTED
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ISNEY LATER DEVELOPED A /TULTIPLANE CA/MERA THAT couLD
PRODUCE A REALISTIC ILLUSION OF SPAT/AL DERPTH BY SHOOTING
THROUGH A SERIES OF AN/VAT/ION PLANES, EACH PLANE COULD

| MOVE AT DIFFERENT PROGRESS/IVE RATES of SPEED £L/RECTION.

ADDITIONALLY, TRAVELING 9SHOTS COULD FOLLOW AN AN MATED

CHARACTER THROQUGH THE LANDSCAPE .
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TO @4 DIFFERENT ADJOSTMENTS, e ;}%%rf e

AWN PINOCCHIO, BACKGROUND ART WAS CARRIED /M
TO NEW HEIGHTS oF INVENTION, THE &/
STUNNING OPENING SHOTS PULL BACK /,
A\ FROM A G LOWING STAR, SWEEPING £/,
ACRO55 AN EXAGGERATED CURVELD,
JANORANTA , CLOSING IN ON 7
M GEPPETTO'S COTTAGE 4~ *

O MIYAZAK], .
USES ANIMATION TOVIBRANTLY EMPHASIZE THE W TAL/TY
N\EDYNAST/IS/T OF NATURE. MIYAZAKI'S ANIMATION 1S
FILLED WITHARENMARAABLE LANDSCARLRE SEQUEANCES
OF ANCIENT FORESTS, RUSTLING FOLIAGE, VERDANT
FIELDS, SHIFTING: SHADOWS, BILLOWING CLOUDS, & LIGHT-
REFRACTING WATER., TO ACHIEVE THESE PREATH —
TAKING: LANDSCAPES, UP TO 40 LAYERS OF BACKGROUND %
OVERLAYS ARE USED. MIYAZAK!'S WORK EXPLORES THE
SPECTACULAR POTENT/AL OF ANIMATION TO |NSPIRE

A SENSE OF WONDER ABOUT THE NATURAL WORLD.
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