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WHY A STORYBOARD IS ESSENTIAL IN DEVELOPING AN
ANIMATED VIDEO?

If you'd like to create an animated video — or even a flip-book, there's one step you should never
skip when realising your vision; you need a storyboard

Figure 1. Storyboard-making via www.studiopigeon.com

What is a storyboard?

A storyboard is a graphic organizer in the form of illustrations or images displayed in
sequence for the purpose of pre-visualizing a motion picture, animation, motion
graphic or interactive media sequence. The storyboarding process, in the form it is known

today, was developed at Walt Disney Productions during the early 1930s, after several years of
similar processes being in use at Walt Disney and other animation studios
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Figure 2.

Walt Disney in work and some Walt Disney Pictures storyboards
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The storyboard is like a map...

A storyboard is a visual representation of your script. It's a document that shows the narrative
flow of your video, scene by scene. A storyboard is like a map. And who would embark on a
road trip without a map?
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Figure 3. (left) A storyboard for The Radio Adventures of Dr. Floyd episode #408 drawn by
Tom Ray. and a boardsample (right)

The function of storyboards

Staging: The positioning of characters in each scene for maximum emotional content and clear
readability of actions. In Animation it refers to the purpose of directing the audience's attention,
and make it clear what is of greatest importance in a scene; what is happening, and what is
about to happen. This can be done by various means, such as the placement of a character in
the frame, the use of light and shadow, and the angle & position of the camera. In live-action
this is referred to as '‘Blocking'.

Storytelling: Each panel's sketch clearly communicates to an audience the important ideas
expressed through the action of each scene. This is all compromised of different types of shots,
framing / editing principles, and scene transitions, and how they are used by filmmakers to help
tell a story.

Figure 4. Function of the storyboard: Staging and Storytelling

Most of the time, storyboards are made from hand-drawn sketches and notes scribbled in the
margins. Don’t expect, however, any colours, background details or character design on a
storyboard! These elements are part of project illustrations that are created later on, once the
storyboard is confirmed.
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STORYBOARDING USAGE

Which media genres use the Storyboards?
1. Film/ Television / Video Games

The storyboard is essentially a large comic strip of the film or some section of the film produced
beforehand to help directors, cinematographers, video game cinematic director and advertising
clients to visualize the scenes and find potential problems before they occur.
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Figure 5. Storyboard examples

2. Animation

In animation and special effects work, the storyboarding stage is followed by a mock-up called
"animatic"” (also known as Leica reels or story reels) to give a better idea of how the scene will
look and feel with motion and timing. All the panels get strung together in a slideshow with the
voice actors saying their lines in conjunction to the scenes. This is how you plan out the length
of ever shot and sequence and ultimately time out the length of the entire episode or film.

Figure 6. Storyboard example
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A leica reel, or: the animatic

In film, specifically animation, a leica reel® is a type of storyboarding device used in the
production of potential series or features. Leica reels are used later in the development process,
usually after voice actors have been hired and recorded. It is made from animated stills, or
sometimes preliminary artwork or storyboard frames, arranged with recorded material. In many
cases it is only the vocal soundtrack is arranged, along with a selection of sound effects.

The modern term for "'leica reel' is animatic.

Figure 7. Stills from the Gorillaz animatic?
3. Interactive Media / Advertising / Business

Storyboards were adapted from the film industry to business for planning ad campaigns,
commercials, workflow proposals or other projects intended to convince or compel an audience
to action, and to pitch a concept to the client. Storyboarding is even used in the fields of web
development, software development and instructional design to present and describe interactive
events as well the display of flowcharts, audio elements and motion graphics.

Figure 8. A board sample developed for a client

Nevertheless, probably the most important reason for developing the storyboard is yourself.
Whatever animated thing is about to be created or developed, storyboarding it first will always
help to plan the work. It is vital to figuring out the staging of all the characters and backgrounds
and how the camera will frame these elements.

1 The name "leica reel" is derived from the German make of cameras called Leicas, which were used to make
these filmed storyboards in the early days of animation.
2 Video link: https://www.youtube.com/watch?v=MRyPSOyC7 ¢
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Importance of the storyboard in the student work

“Planning is probably the step most often missed by students, and at the same time, it is
probably the most essential tool in your entire animation toolbox, especially in the first few
years of your animation life. You should never sit down in front of your computer, animation
disc, puppet, or camera setup, until you know exactly what poses you are planning to use, when
you are planning to use them, and why. Before you begin any shot, it's so important to study
references, work out your thumbnails, and make your timing and acting decisions on paper.
This may seem like an "extra" step to some of you, but believe me, it will save you time in the
long run and your work will look so much stronger than it would have otherwise.
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Figure 9. Sample board via floobynooby.com

"I know how to animate that, I'll just sit down and do it." Planning Comes First. ALWAYS!
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Figure 10. Sample board via floobynooby.com

TERMINOLOGY & EXAMPLES

In the following the terminology and some examples will be introduced in order to can create
your own storyboard. At the end of this paragraph you can find a blank template for to tell your
story.

Figure 11. (On the next page) Terminology

8 http://www.floobynooby.com/comp1.html
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THE ANATOMY OF A STORYBOARD

Everytime the shot cuts to a new scene
@J\Q —ﬁ: the panel # goes back to one. Otherwise The name of the episode, or feature.

multiple panles or poses call for an increase The name of the artist, the production number,
in the nunber here. and any other titles or show logos to brand the storyboard
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Notice that the Background is drawn in for the first panel, then (unless indicated otherwise) remains the same in all the other poses and panels in the same shot.
Lots of arrows to indicate the arcs of motion and direction of gestures and body movements.
The scene numbers stay the same as long as the camera does not cut. The Panel numbers accumulate until we cut to a new shot (thus resetting the Panel number back to 1).
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Figure 12. Anatomy of the storyboard and sample storyboards
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ASSIGNMENT STAGE 2 EXERCISE

1. Hopefully, you’re finished with the creation of your character.
2. Create a storyboard for your animation sequence!

[Scene: | [Scene: | [Scene:

Scene:

[Scene:

[Scene:

Create your own at Storyboard That

o "

What's your fist st What's happening now And now:
4] 5 ]
And now Andd now Last Shot! How does your wory end?

Figure 13. Storyboard template 1 and 2
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