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Resum

“Light and legend” és un treball basat en les vigegjeccions. La representacio d’'una
llegenda tradicional amb un format actualitzat idexm. S’ha volgut treballar un tipus de
mapping projectat sobre una superficie plana, srefelctes i les animacions facin canviar
la percepcio visual de I'espectador. El treball @ibi 2D son claus per crear la sensacio
de profunditat en una superficie on no n’hi ha. Asna més del producte final, aquest
treball també ha servit per assolir uns coneixemeniiovisuals i técnics que fins al

moment no tenia.

Resumen

“Light and legend” es un trabajo basado en lasovigi@yecciones. La representacion de
una leyenda traicional con un formato actualizadooderno. Se ha querido trabajar un
tipo de mapping proyectado sobre una superficr@lldonde los efectos y las animaciones
hagan cambiar la percepcion visual del espect&darabajo con el 3D y el 2D son claves
para crear la sensaciéon de profundidad donde haylaA parte del producto, éste también
se ha utilizado para alcanzar unos conocimientogoaisuales y técnicos que no tenia

hasta el momento.

Abstract

“Light and legend” is a project about the video jpations. The representation of a
traditional legend with an updated and modern forrttahas sought to work a type of

mapping projected on a flat surface, where thectffand animations make the visual
perception of the viewer change. Working with 3@ &D is the key to create a sense of
depth in an area where there is not. Besides ti@ firoduct, this work has also been
useful for me to achieve an audiovisual and teairknowledge that up to the moment |

did not had.






| ndex
INAEX OF FIQUIES ... e e et e ettt bbb e nnaae s e e bbb e e e e e e e eaaaas 1]
INAEX OF TADIES ...ttt b e e e e e e e aaaas Vi
TEIMS GIOSSAIY .. .ciiiiiieieiiititt et e e e e e e e e e e et e et e eae e bbbt e e e e e e aeeaeaaas Vi
a1 oo [¥]ox 1o o TR URRPPPPPPTRTRPRRPIN 1
N | 01 TSRS 3
2. OVerall CONCEPLION.....ccoiiiiieiieee et ceeeee ettt e e e e e e e e e e 5
2.1 MappPINg tECNNIGUE ...cceeeeiiiiiiii ettt e e e e e e e 5
P20 N = - T o | (o 11 ] o [P SRURPPP 5
2.1.3 ACtUAI SITUALION ...t emmmme e a e e e e 6
P2 T = 10 = ST PTR R RRPPPPIN 7
3. Idea development and refErE€NCES ........ceeeeeeeie i i iii e 9
70 R © 1 T [T S0 i 1 =N o] {0 = o S 9
3.2 SYNOPSIS ceeeeeeittiuiiias e e ee e e e e e et eetaaaeeeeaettttee et ataa— et aaaaaaetaataaaaaaaatattrrr———————————_ 10
TR T I -] T PO PP PPPPPPRP 11
O N o 4 = L1 [PPSO PPPPPPPPPPPP 12
3.5 General structure. Ideas eVoIULION ......cccccciiiiieiiiiiii e 12
T A 151 A T = PP TPPRPP 12
3.5.2 SECONU IUEA ...ttt mcee ettt e e e e e e e e e e e e e e e e e e e e e e as 13
GRS B I 11 (o [T [T TP PPPPPPPPRPPPPPPRP 14
3.6. Aesthetic and visual referenCeS......oo oo 15
3.6.1 General rEfEIrENCES ........ciii ittt 15
3.6.2 Mapping over a flat SUMACE ....... .o 17
T o Tox 1 1[0 1 PRSP PPTPPPPUPPPP 19
4. PreprodUCTION PrOCESS .....vuuuruuuiiaiaeaeeeaeeeaeeeeeeeeestattannaaaasaeeeaaaaaaaaaaaaaaeaeeeeeesessnees 23
Nt I (o [ PSP 23
A o | 81T ] 1= o | SRS 23
4.2.1 Stage €VOIULION ......ccoiiiiiieiiiiit ittt e e e e e e e e e e e e e eeeeeeeeeeennnnes 23
A.2.2 COMPULET ...ttt ettt e e e ettt e e e e et et e e e e e ettt s e e eeeeemmmnsan e e eaeeennnnns 27
G B o o [T od (o TP 27
N =11 4[] - PP 29

A 2. D OIS e e 30



4.3 Characters

............................................................................................................. 30
4.3.1 RETEIEINCES ... .ttt ceeeeee ettt ettt e e e e e e e e e e e e e e s s nnnnne e e e e e e e e e e e eeeas 30
4.3.2 FINAl CRAIACIEIS ......uuviiiiiiiiiees sttt ettt e e e e e e e eeee e e e e e e e e 32

S0 111V U= PP 35
7 F= T T 11 T PSSR 36
5. PrOCUCEION PrOCESS ... .ciiiiiiiiiiiiiiitceeeemn s s e e e e e e e e e e e et e e e tabatb s see e e e e e e e e e e eeees 39

ST 1 |5 PP 39

L0 0 |V [ To [ 11T T TS SSTPP 39
R A Y o111 0 = 1 [0 o S 44
5.0.3. TEXIUING ..ottt e e ettt ettt e s s e e e e e e e e e e aeeaaeeaaeeeeeeeessnnees 46
5.2 2D i ———————— e e e ————— e 47
5.2.1 2D @NIMALIONS .....coiiiiiiiiiiiiiiiiiara e e e e e e e e e e et bbb s e e e e e e e aaaeaaaaaeeaaaeeeens 47
5.2.2 Animations of the Characters ... 51

5.3 EffECIS CrEALIONS ....ueiiieiie et e e e e et e e e e ee e e e e e e eeeerebannes 52

5.4 Music and SOUNd EffECES ......coviiiiiii e 53
6 POSIPIrOAUCTION PrOCESS ... . ii i i i e e eeeie e eeeeeee ettt e e e e e e e e e e e e e e eeeeeeeaeeeeeeeessnnnnnns 55

6.1 Effects and cOloUr @ditiON .........coooeeeeee e 55

6.2 MusiC and SOUNd EFfECTS ......couiiiiiii e 56

(SRS € =10 ] (o0 {11 o | o 1 PPSRRSRR 56
A VA [ =T o I o] ] = ox 1 o o PSS 57

7.1 Problems and SOIULIONS .........oooiiiiiiiieeee e 58

8. FINAI VIAEO ...ttt a e 59

S I (01 (= | LoT o (U F= L o] 0] o] £ =3 1Y/ 61

10. CONCIUSIONS ...ttt ettt e et et e e e e e e e seeeesb b b e et e et e eeeeaaaaeeeas 63

References



Index of figures

o TG 20 A 0o 4 Y7 T F= TRV o - 13
Fig 3.2 Three panels and draft............ouueceiiiiii e 14
Fig 3.3 FIrst 3D MOUEI.......oviiiiiiies et e e ettt s s e e e e e e e anaeaneeaeeeaaeeeeeennnnnes 15
Fig 3.4. Audiovisual performance. New Songdo City...........cccvvvviviiiiiiiiiiiieeeeeeeeeeenn, 16

Fig 3.5 Mapping WESE VIrQINIA ........cuuuuuuueaeeeeeeiieieiiiiiiiieese e e e e e e e e e e e eeeeeeeeeeeannnees 16
Fig 3.6 ThEe ICEDOOK ... 17
Fig 3.7 “Despertares”. Light PaiNtiNg ........cc.eeeeeeeeeeeeeeeeeiiiiiii s 18

Fig 3.8 CitySCape 2095 ... .o eeeeem ettt a e 18
Fig 3.9 Eyjafjallajokull video Projection..............eeooiiiiiieeeieeieeeeeeeiiiii s 19

Fig 3.10 Castle refErenNCEeS .......oooeiiiiiiieeee s 20
Fig 3.11 Cave and buildings referenCeS ... . eeeiieeiiiiiiiiiiiiiineee e 21

Fig 3.12 BASE FEIALIONS ....euuuvuiiiies e s oottt e e e e e e e e aaaeeeeeeeeaaeeeeeeeennnes 22
Lo T O - S = SRR 24
Fig 4.2 Stage @VOIULION ......c.eeiiiiiiiiciee e r e e e e e e e e e e e e e e eeeeeeeees 26
Fig 4.3 Characters refErenNCEeS ............vceemmmmm s eeeeeeeeeeieee et eeree e s e e e e e e e e e aeees 30
Fig 4.9 characters references. SHOUETL. ..o oiiieeeeiiiieie e 31
Fig 4.5 Firsts drafts of the characters ........coooovveviiiiiii e 32
o TR B G O g = = Tox (= = 32
1o TR S A O o = = Tos = = 1 33
Lo TR S B O o = = Tox = = 1 34
Fig 5.1 Cinema 4D OrganiZation.............ccceeeeereiiiieee e e e e eeeeee e e 39
Fig 5.2 Mountains and PErSPECHIVE VIEW .....ccceeeeuuiiiieieeeeeeieiieeeeeiiintinins s seeseennn s 40

Fig 5.3 plug-in @NiMAtIONS...........uuvuees e eeeeeeeetsese e s e e e eeeeeeeeeeeeeesssrnnnnneenesnnnnnnas 45
Fig 5.4 CharacCters SEQUENCES ............eeceemmmmmisssseeeeeaeeeereeteeeersnnnnnnn e saaeeesaaseeeaaaaeeees 51
Fig 5.5 Characters sSequenCes iN AE ..o 52

Fig 5.6 Scene production in AE.........coo e 53
T G I Y, [0 ] (o =T 1o PP 56
Fig 6.2 TYPOGIrapRY ...t e ettt e e e n e e e e e e e e e e e e e eeeeeeeeeees 56
T I VAo [=To] o o] [=Tod 1 o] o TSSO 57
FIQ 7.3 TOWN SUITACE ... a e e e e e e e e e e e e e eeeeeanees 58

Fig 8.1 Final VIAEO PrOQUCTION .........uu.etcms e e e e e e e e e e ettt e e e e e e 59






| ndex of tables

TaDIE 4.1 PrOJECIOIS .. ..ottt e e e e e e e e e e e e e e e eaeeeeeeaeeeeeeeensnnnnnns 28
TaADIE 4.2 SOMWAIE ......eiiiiiiiiieie e 35
Table 4.3 PIaNNING ......covviiiiiiie e e e e e e e e e e e e e e e e e e e e e e e e 37
Table 5.1 3D EIEMENTS ....coiiiiiii e et e e e e e e 44
TaDIE 5.2 TEXIUIES ...ttt e e e e e e e e e e e e e e e e e e e eeeeeeeneennnnas a7

TabIE 5.3 2D ANIMaAtiONS ... cn e e e e et e e et e e e me e e e e e e anans 50






Terms Glossary

3D

2D

VJ

BOE

XGA

VGA

SVGA

LCD

DLP

HD

TV

AE

Three dimensions

Two dimensions

Video jockey

“Boletin Oficial del Estado”
Extended Graphics Array
Video Graphics Array
Super VGA

Liquid Control Display
Digital Light Processing
High-Definition
Television

After Effects

Vi






Introduction 1

I ntr oduction

In this report you will be able to find the stepatthave been carried out to develop a
different audiovisual project based on the mappagew emergent technique that is

changing the concept of projections up until now.

What you will subsequently read about is an inneeatvay of explaining a traditional
story. A legend explained with 2D and 3D animatjosychronized with music and
voice. It will be projected over a flat surface ttall acquire movement and volume,

and it will change the visual perception of thewee about this static element.

Another aim of this work is to show the evolutidrtlee knowledge that | have acquired
along this year. It has been an individual projectyhich | have done a process of self-

learning through courses, through Internet anthénstreet.

The errors and impediments that have been founds maproved and matured this
work. On the other hand, these have helped me a@wnel creativity and creating an

audiovisual product different to those we are useske.
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1. Aims

The main objective of this work is to create aniaudual show based on video
projections and the mapping technique. We wanwibeer to have the impression of
seeing a surface that moves around and has depém, w fact, the surface will still be
flat. It is about of changing the visual perceptafrthe people through the effects, the

music and the light that will be projected.

The purpose of this project is to develop indivithuan audiovisual content from the
preproduction, passing through the production &edpostproduction, to be able to end
up distributing this product where people ask for i

The goal | want to achieve with this product is tme of creating a video showing the
assembly of the project set, the realization of &l 3D animations and the final
product that will be projected. In this way thetdisution will be much more practical

and effective to share through social networks.

My prior scope is to learn new techniques and im@nmy present knowledge. | expect
to use new software’s and to develop new audioVigehniques | have never worked
with until now, such asapping For this reason one of the main purposes of usiisg

technique is of knowing it, working on it, explogiit and deepening into up to the point

of dominating it and being able to work in this swisual field in the future.
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2. Overall conception

2.1 Mapping technique

Video projections are video signals that are ptegon a surface. If we evolve and
project different content than the actual until nivns, presentations, conferences...)
and project something adapted to the structure,willeget to give temporally to
something a new life. That is mapping.

Mapping born for the new technologies, the compmutéhe new projectors, the
evolution of the software, Internet and of coutsgthe society. They are the bases of

video projections development.

Every time there are more people interested indo@mroduced or improving their
knowledge about projections and it's because df step-by-step we will know more

this technique that we can see in a lot of appboat

This is one of the reasons for which it has ket society inserted it herself. The fact
of being able to create, produce a different amiBoal or multimedia and feel like
artists, has made that conscious or not, we am@wsuwted with every type of video

projections.

The part of projections that has stood out, forri@mnent, is the VJ (Video Jockeys).
People that play with light, doing real artistications. They appear for first time at
1981 as announcers of a program featuring museogidAt present they are knew as an
artist who creates and mixes video live and synubknog it to music. They are

audiovisual and multimedia artists.

2.1.1 Background

We could say that the origins of musical video @ctipns are in the dance halls of the
eighties. It was here when the image started tonb@d with the sound. People was
choosing the music, named DJ (DisckJoqueys), adatgps of images (random or not)

and had to sync them with the audio, in such a thay generated some contents that
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went in accordance with music. It creates a spatdaeffect by the age. They were DJ

and were in charged playing live video.

This technique has kept on improving along years erery day it has evolved more,
already not only for environments of discotheques,also in many type of shows.

At the end of 70’ born the electronic music, whigbens a new way in the ‘House’
music. There was the need to have new visual expeas, beyond the music. In this
moment the ‘figure’ of VJ was born. First VJ's appat the end of 70’ at New York, in
the Peppermint Lounge Club, a place destined talévelopment of the video art and
performances. It was the ordinary headquarter o tlew one that was based on
reinforce visually Trance, House and Techno muaimong others, to fill in the

emptiness that there was on stage for the moment.

VJ culture has evolved. At the end of"™2Ccentury society wanted to experience, to
create contents related with cinema, architectuesic, design, improvisation, creation
and the digital art. Later on this culture wasoaknown with the name of ‘ve-je’,

‘vijing’ or ‘vi-ji’, and they helped to develop thelements of the audio-visuals live

performances.

At any rate, the term VJ means “presenter of vidaohe chains of musical videos”
and they act as disk jockey. MTV (Music Televisiovgs the main promoter thanks to
having a programming based on video clips thattbdze showed to give more rhythm

and dynamism.

Some of the most respected VJs: The Light Surgefetsp, D-Fuse, UVA, 8gg, Elliott
Earls, Coldcut/Hexstatic, Visual Kitchen, AntiVihda large etcetera. [1]

2.1.3 Actual situation

At present video projections are a very widespreatinique. Firstly were only on the
cinemas, presentations or any other show that detdproject a video or image, but
now has appeared the VJ culture, people that platyslight and visual arts. We can
mainly find them in discotheques, clubs or concartere they working making live

performances.
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They are people who works with a computer and sas&al content synchronized with
the music, in such a way that when we it is projgat images move around in the same
rhythm than the music.

This technique has kept on improving along the yehanks to the technological

evolution and the society needs. They do not ondyepts in musical spaces, but can
find in every type of spaces like theatres, shags)ptures, museums, music festivals
and other electronic music events, over peopleam or any other elements which until
now we could not imagine. In this way, the cre@yinas been developed and we can

achieve to product works of art only playing wiightt, sound, a basis and imagination.

This has made that other demonstrations relatdd patformances have appeared, like
live art—in a space of art to make a session of VJ, whesdlialso be instructive-live
painting—improvisational performance art, in which artistsmplete a visual art piece
in a public performance-jve performance —project which it can be represented like
an act that it is part of an exhibition of art’s vks-. Andlive cinema —That one that is

represented in cinemagf

The audiovisual performances and live cinema fma inew electronic culture and in
the new media art. The VJ culture represents a preguction technique, of a video
creation in time with the realization and mixturfetiee contents at real time. Moreover,
there is a big community behind this technique.pRethat want to grow, to be formed,
to create, to improve and to become a name in thagé world and Internet. New
technologies have been the fundamental root ahlldevelopment. [3]

2.3 Target

The target of this project is mainly young, age agn®2-30. The content is suitable for
children as well as for youngsters since the st®gbout a legend that year after year it
has kept on transforming on a tradition. That iy wte public objective main audience,
regarding the content, is for all ages. On theextlgf the format, it is more pleasant for
the young public; due to fresh it is newer and midAlthough effects, animation and
images have an adult look, the style of the charadtas been designed in such a way

that they were like drawings for children, with thesthetics of puppets.
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The music is also an element to distinguish thdipulh has a marked rhythm, but in
some points it bring us a sensation of fantasy,tfier high-pitched tones that it has.
Therefore, this is another factor that remarkshad the target is generally youngster,

but without discarding other ages.
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3. Idea development and references

3.1 Origins of the project

When | had to choose the idea of the project | kmemould not choose to make a
documentary, a report or a short film, for examplevanted a new thing, creating
something out of scratch. | had no doubts aboutdbknique | would use, that is, the

animation, and therefore | should create the ertingronment myself.

The previous months to start it, | happened to matét people that had experience with
the video projection technique called mapping.d dot know what it was exactly, or
how it worked, and it was interesting. | was mated by the fact of playing with the
visual perception, creating effects, playing wilte tight and music and transmitting
emotions to the viewers either live or in a videatehhed from the computer. This first
contact was enough to decide which way would mysgtdollow, and then | only had

to choose its subject.

| made a research on Internet to know more abasitvibrld, to take references, to get
deeper on the technique, etc. | noticed that thenihaof the mappings were created by
random effects synchronized with music as a basanked to make something similar
but instead of creating different effects, | wantedexplain a story to by using visual
cues full of meaning. In this moment | had the ite@xplain a children tale or legend

adapting it to an adult or young public, sinceté@hnique requires so.

When choosing the subject for the mapping, Sevdesls came out. | could create an
own story or use an existing tale that was miniypniiown. Several ideas came to my
mind: ‘Three Little Pigs’, ‘The Cinderella’ or th&egend of Saint George”. | finally
chose this last one.

The reason is very simple, Saint George is theoR&aint of Catalunya, as well as in
England, and | thought it could be a good link émmect both cultures, since | do the
project in English. In this way, | can influentea much wider audienc©n the other

hand, the popular culture has always been integedtir me and carrying out a project
with these characteristics, combining both my kxés and motivations, seemed fair

enough to start developing the whole project. [4]
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Regarding the name of the project, “Light and letjeit represents with two words all

you can see in it. The light is the basis of thedpct. To make a mapping it is
necessary to use a projector which sheds a ligittrtdmains over the corresponding
surface. The word “legend” symbolizes what has beguained above. The content.
The story. Therefore, after thinking about it callgfand discarding other alternative

titles, | decided that it was the suitable one.

3.2 Synopsis

In Catalonia, in particular, every 23rd April thaydof Saint George is celebrated.
Traditionally it is the day of the book and the d#ythe lovers, as ‘Saint Valentine’s
Day’. To celebrate it, men give a rose to womerml women give a book to men. This
has its origin in the legend, which is really paus | explained at the previous point.

“Light and legend” pretends to be a representatiothis tradition, it wants to show, in
an innovation way, this story that people have leqpiaining along years and that it is

important in several places of the world.

The script is the story of a town, which live witbmplete calmness. Their inhabitants
are in the service of the king and the princess lve in the main house of the village.
The calm finished when a dragon destroyed evergthincame across, it ate the
animals, it burned the crops of the villagers, kaadd houses, and it invaded all of, the

inhabitants with fear.

They attempted to find a solution to the probleng ¢he king decided that every day
they had to bring a different animal to the cavehs& dragon in order to keep it far
away, but, on day they ran out of animals. Theydedeanother solution and it was to
raffle every day a different person of the villagenake the same process. The problem
came when the person chosen was the princess.illdgexs were displaced, but they
had to act in the same way than with the rest opfge so they brought her to the cave,
but when the dragon was nearly going to eat henghk appeared with a horse towards
there. He came to save the village, to kill thegdraand to free the princess from that
beast. The knight, named George, stuck a landgetdriagon, and from the blood of the

dragon a bush of res roses was grown. George tnekaad gave it to the princess.
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Everybody was very grateful with him and to celébria people gave him some books
as a sign of gratitude. This was the beginning batwould end up being a tradition,
year after year, every 23pril, the boys give a rose to the girls, and gfits present a
book to the boys. It is the day of lovers and &teoday of the book. [5]

This is the basis | followed to start working witie story. On the other hand, | also
wrote a longer version, as you can see in the @mend afterwards, some graphical

outlines to be able to start with the visual parirfex 1).

3.3 Trailer

After writing the story, the next step was to trfans it into images. | began designing

a trailer, which would be the presentation of thajext.

Firstly, the idea of my trailer was to show whatduld make in my final project, the
video projection, the projector, and some scenethefstory and some effects. This
however, in that moment was complicated, sincexfaking it, | had to have very clear
the basis where the project would be, which efféoctsould create, etc., and it was my
first mapping, | could not describe all these chemastics with accuracy yet, | needed
an experience that | did not have yet. So | decidedhow the story only; | made a
trailer of the content and forgot the most technaspects that | would already show

later on.

The next step was to create a storyboard of thd repsesentative moments of Saint
George story. | made two versions, the first onihthe images of each scene (Annex
2.1), without using the general stage that | wotakie into account. In the second
version, | already took into account all the spioa | would use, as if it was seen from

the eye of the projector (Annex 2.2).

One of the points to take into account is thatdtoey was already created, therefore,
what | only had to do was to adapt all this legem@dn own personal style and to give
life to it.
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3.4 Animatic

To give life to the storyboard | had to place htte drawings | had made in a program
that animated them, and besides, | could add veaeand some background music.
This program is “Toomboom” [6], and it allows anitimg an images sequence to
preview the final result. The movements of the ganoan also be added and the timing
of each scene, therefore, is used to have a quiittidea of what and how will be our
final project. [7]

By the same way | did it with the trailer, | als@ade two versions of the animatic. One,
with the individual images of each scene, and #wid one, with all the stage that |
would use and drawing over it. In the following iges you can see both versions

mentioned.

Finally | created an animatic of the entire produtt(Annex 2.3)and then, with the
correct basis, the final storyboard (Annex 2.4)

3.5 General structure. |deas evolution

The majority of projections are made over a bugdior static surfaces that have relief,
in this way, afterwards we will be able to work otbkis form and modify it, so that

seems to have a different aspect than the real one.
3.5.1First idea

The first idea was to project over a surface treat olume, but a volume created by
me. As | explained next (3.6.1 General referenca®),of my main references has been
a book made with the pop-up technique. | wantefltow this technique and to create

the different scenes of the story with this styleing papers and cardboards. | also
wanted to play with the thickness of these cardi®&r make the impression of more or
less transparency where it was convenient. By demd was be able to give an added

value to the projection.
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After taking a course of mapping and seeing whielnenthe secrets of that, my plans of
pre-production changed slightly. It was the fiista | worked this technique; therefore,

| did not have experience, so | decided to followtaer way and make the expectations
a little bit simpler. At any rate, the objectiveena being the same, | only modified the

format.
3.5.2 Second idea

The second idea was to focus on another mappimhg Jtiye fact that | did not have an
own projector and therefore | had to hire one oovenaround in some other place to
project, made me change the idea | had formerly &im was to work with a flat

surface and to search the depth in a place. Whidhat is flat, that means that means
that from the flat surface objects kept on coming; @and that flat images could move
around. The reason why most people work with 36hts and shadows is to create
objects and effects that the viewer will perceiger@al, as if they came out of the flat
surface. Appart from that, some audio componerthasmusic or voices, which are

synchronized with images.

In this surface it is where | had to representttinee main spaces that | will detail in the
next selection (point 3.7 locations)... The objpetwas to divide this panel in three
parts, in such a way that the three scenes weredséerent. The main reference | took
was a television programme about an interview betwavo people. The stage’s
background was formed by three panels that werafireddaccording to the subject of

the conversation, and the effects that it transthittere awesome.

Fig 3.1 “Com va la vida”

This mapping was created by Telenoika, a specthlggeup in mappings. Mapping for
tv show. This had a duration of two sessions dutimg days and the interviewed was

Eduard Punset, lawyer, economist and scientifise Jubjects were various, therefore,
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the material to project had to be a wide rangeisiial content. The inconvenience of
this reference was that it needed three projecsinse the panels were not in a straight
line but they formed something like a “U” shapedl éiney therefore used different angle

that could not cover with only one projector, akatd thought firstly. The next images
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show the first drafts done in 3D of what they woli&d They are divided into three parts
according to the three panels that there would be.

You can see more images at (Annex 3)
3.5.3Third idea

My third idea came out from this part. This woukklwa projector, and besides also only
a flat surface. Without any change of angle thguired more than one focus of light.
But, in this moment, | had to change a bit the stégsign and therefore merge the three
main elements in only one space. For this reasoa,0b the changes that | decided to
make was to use a panoramic format to be ableacepdll the buildings, mountains,
and the cave, and at the same time to be abledcefiperspective that joined all these
items for me. Further on, | will develop more thldea with the corresponding outlines.
(point 4.2.1 Stage). | show you a first outline3iD of the base | would use to start to

work.

Fig 3.2 Three panels and draft
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Fig 3.3 First 3D mode

3.6. Aesthetic and visual references

3.6.1 General references

The video projectionand mapping, in general, are used in shows, prasems,
discotheques, any kind of important events, eteyTlbringan interesting, outstandin
and spectacular visual addition [8]. Manythere, however, are only video effects
light projected on a surface. For example the péxttography’s about an Audiovist
performance done in New Songdoy, in South Korea. This is made by AVJ. [9].
These are mappings projected on buildincd they play with the light and shadows
transmit the sensation that the building movesrdpthat it has life.
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Fig 3.4. Audiovisual performance. New Songdo City

But | wanted to go beyond, to explain a story v and 2D animations, but adquiring
the disposition of video projection that the maggirhave. That is, | also wanted to
play with the forms, the shadows and light, buthat same time | also wanted to work
with real buildings, created by me, the changewéen the day and the night, and the
characters animations. Creating a story fromrttages, as if it was an animation short
but bringing this added value as the projection is.

Some example of explaining stories projected omrfase and with animations could be
the following images from a video. A mapping prégeton the State Capital of West
Virginia to celebrate West Virginia’s 150c on Ju22nd 2013. Here images of the
history of West Virginia, appear, and it is a lmeduction produced by Monster Media
3D. [10]

Fig 3.5 Mapping West Virginia
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Another of the most important references | have imathis work has been the work
done by Davy and Kristin McGuire, story named ‘“Thebook’ which works with the
technique of pop-up cut-outs and video projectidnss a wonderful performance, a
work of fantasy. The story is projected over a btlwkt represents a theatre made by

paper. The light plays an important role [11].

There are many other artists dedicated to thisnigolke. AntiVJ have been one of the

most representatives and that has served as nfanemee to me. They are a group of

Without Projection With Projection

= . 2 deviee
Without Projection  WVith Projection

Fig 3.6 The icebook

people dedicated to create audiovisual projectidhey have an appealed length and
have projected on a large diversity of surface®iTmappings are of high quality, for

this reason they are one of the referents andridettevn names. [12]
3.6.2 Mapping over aflat surface

Formerly | have explained the evolution of the érdeas that | had to carry out my
project (point 3.5 General structure. Evolutiortted ideas). The one that finally | chose
was the last one, using a flat surface. In thige ¢he 3D effects have to be worked very
well so that is not a normal projection of 2D vide&or his, is added a very distinctive
element that brings him some extraordinary chariaties. It is the case to follow with

a line the edges of the static elements that wilh up on stage. In this ways what we
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achieve is to stand out the objects and then ta getume that of the other one way we
could not perceive. In order to understand it bettehow you next three examples that
describe this technique very well.

In the first case, we see a flat surface wherdithiés of the forms have been followed
afterwards to project on with several lightingsthis way a depth sensation that really
is not there is given it. The fundamental questiothis case is to create all figures that
we will draw in 3D, like this we achieve the effébtit we are searching and transmit
these sensations. [13]

Fig 3.7 “Despertares”. Light Painting

The following cases have been designed by the dianfpVvJ” and have used also this
technique with some spectacular results. The iimstges refers to a video where is
showing a city projected and they appear keep Bowimg the limits of the buildings
little by little, in this way it can be seen cleathe optic effect that it provides, since the
process of the change is seen. They are mixingidgawith 3D animations in order to

reach a result that would go beyond a realistiGrenment. [14]

Fig 3.8 Cityscape 2095
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Next images refers to a mapping inspired in theatod Eyjafjallajokull, which erupted
into Iceland. It is a stage of two panels, in whtblere is great amount of lines that
represent the 3D mesh of the volcano. It is a teckenthat adds depth to a flat area and

plays around with visual perception. [15]

Fig 3.9 Eyijafjallajokull video projection

3.7 Locations

In this project is explained the legend of Sainbfge, three different main scenes can
be distinguished there. One is the village, theeotne the castle and finally the cave.

For this reason, the main idea was to divide thiesee parts in a visible way.

In the village it is where on the day on day angl eélrolution of the town that receives
the unpleasant visit of a dragon are representeel pEople, their behaviour, and we see
so the passage of time. This is represented bghtadows that are caused of the natural

light on the buildings during the day or night.

The castle is one of the most relevant points Where live the king and his daughter,
the princess, and it is one of the important paimtthis story, since they take away the
most important decisions that make the story evolve

The cave is where the dragon lives. Where it spamelsights and where it is preparing
itself to attack to the town. On the other handsitvhere it take away the preys for

eating them, animals or persons, and one of the mp®rtant actions happening is the



20 Light and legend - Report

appearance of Saint George and the moment wheavies ghe princess of the dragon,

and on the rebound, to all the people.

The legend of Saint George is a much known stoay s why | had to differentiate it
somehow, to give it an added value, to persondlizavas thinking on changing some
part of the story, to modify it, but finally | del#d that what would change would be the
aspect. | wanted to relate it with my village, Céguies. | made this inspiring in some
buildings that there are, as the church, the toaumncil, the cave or the paper mill
museum. These were elements which | wanted to stahdomehow, and it seemed
right to me to add them in my project.

The relations of the real elements with my ideaentbe following ones:

The town. There are some different buildings; thesmmportant ones are tlehurch
and thetown council. | mixed them in order to create the final facademy Saint
George’s legend.

Fig 3.10 Castle references
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There is also theave that represents the house of the

dragon. In my town there is an archaeological
Palaeolithic Park. Every summer some excavations
to know more about where our ancestors lived (the
Neanderthals) take place. This cliff was shaped by
the flow of water which created this form over the
stone that | can use as the house of the dragéh. [

This building is théPaper Mill - Museum.
It is an important element of the tow '
Actually the manufacture or the handma
paper is explained there and it can still | _
seen how it is made. It is much known fc :
the amount of the schools and families thg
visit it. This is the reason why | thought
was important to be added into the scene
[17]

The buildings of the “El Poble Espanyolg

of Barcelona have been also useful |
inspiration for me. All of these make
rest of the buildings that appear in th
project. It is explained that the legend Q
Saint George was from the medieval a
and these buildings seemed a go
reference to me to represent it. On
other hand, they have also been useful
me as help to draw the correct perspecti

of the town and the buildings around the Fig 3.11 Cave and buildings references



22 Light and legend - Report

In this outline in 3D that formerly | had alreadyosvn you (point 3.5 General structure.
Ideas evolution), it is made a relation of the tealdings with what afterwards | have
drawn for setting oneself the town where all thigoactook place.

Fig 3.12 Base relations
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4. Preproduction process

4.1 1dea

The main idea about this project was to make aovidejection on a flat surface,
playing with the visual perception and giving depahan area where there is not. The
final result, however, is a video that will sumnzarithis project and at the same time,
the video projection will be able to visualize, too

4.2 Equipment

The necessary equipment is quite extense, sincedsssary elements to make the
projection, but the recording of the video andieditof all process has also to keep in
mind at the same time. In the following points iplained step by step all the

equipment and the use of this, as well as alsccliamges that have been able to be

made to improve the process that | thought inytiall

4.2.1 Stage evolution

As it explained (point 3.5.3 Third idea), finallyused a flat surface, in which | would
project some visual content that later it wouldhfeice painting some lines on the main
elements that appeared, in this way, to changevidwal perception and to bring a
fourth dimension that bring us closer to the rgaléés what we see it had depth and

therefore, palpable.

The first drafts | made have ended up being qufferdnt to the final result. The main

elements of the story appeared there, but witlefit aspect.
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This would be the first used basis. It was useihity to create the first storyboard and
the animatic of the trailer. It can be seen howehe still the castle and it is far from the
village, or as the cave it is also
shown in a background. Thes

points, however, | modified

afterwards when | decided tha
the division of the stage woulc
be different, one beside the othe p!
one and not superimposedig4.1Basel

Moreover, | would also change

the aspect of the houses and | would inspire irvithgge (point 3.7 Locations).

So, the second version was already carried oukitignin the people and with this
different disposition. In a beginning it was concplie to fins the correct perspective,
since there had to be a lot of depth and the d@iffespaces had to be coordinated good,
| had to find an harmonic environment among thedhparts (mountains, cave and
village). What | made was to search an image @resfce, which already had a marked

perspective, and from here, drew my idea.

It is also necessary to highlight that the vanighpoint of the drawings falls directly on
one of the element that have more importance, thielibg that represents the castle
where the king and the princess lives. It is beeanfsthat that | have focused on the

main point on this zone, to be able to stand omnate. (a)

The next step was to transform this draft with arbdel, in order to be able to work

there over. (b)

Firstly, appeared there more buildings than inethd, there since more buildings, more
depth, and on the other hand, more details thdtgimy during the projection would not

be appreciated, so | limited myself to placing fourdings. (c)

Moreover, as it has been commented formerly (tp8i6.2 Mapping over a flat
surface), my objective was to focus on the progectivith lines, it is because of that,
that in the 3D model | also attempted to recrelagse, to get a more faithful vision of

what could be the final result. (d)

You can see the process to design these outlirthe annexes (annexes 3).
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The software that wassed to make these designs was Autodesk Maya,firnuee,
however, | decided to change it for Cinema 4D. &helution was ver good since the
results were aesthetically much better. Besidedsd modified the perspective of t

stage slightly, so that it had a more realisticorisand adjusted to the eye of the viev

(€)

b)
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d)

Fig 4.2 Stage evolution

One of the other changes was the sizes of thecauttaproject. Firstly these were
120x50cm but | preferred to use a still more pamicdormat of 120x40cm. As a res
of that | achieved to reduce the altitude but trease the length sensatioven if it
was the same one. In this way | also approach farmaat of screen similar than tl
cinema, fact that gives him a pleasant aspect. Meryethese sizes also haa
disadvantagand it is that the formats of the files with | wetk(3401,57 x 113,86px)
were very heavy and therefore, slow to use. Thatisol was to reduce the pixe
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(1700,79 x 566,95 px) and the quality of thesefifwally to increase it again to achieve

an optimum result.
4.2.2 Computer

The files with which is worked making a mapping/&sy extensive and heavy, for this
reason it is necessary to have a good computer seithe appropriate characteristics
depending of the use. Given that we work with gdagxtent with 3D it is necessary to
have a good processor, an amount of considerabM RAmputer memory), minimum
4 or 8GB. Since it is not like this, the lost timmerenders would be very high.

It is also necessary to have an enough good gragainet to have more fluency in the
work. Finally not to forget a good Motherboard thaéit contain the former elements for
us [18]

In my case | had an iMac de 27" with 4GB of RAMo®€ i7, 4 nucleuses at 3,4GHz.

4.2.3 Projector

It is very important to know which projector we Wilse in our mapping. This will
describe us the resolution with which we will waikd will project. On the other hand,
it is also important to know other aspects as thece where we will work on; the
amount of people who will see the projection (itedmines the size of the projected
image); the distance that there will be betweenligi# source and the surface that will
receive light (the sizes of the surface have ttabed with the distance, and the content
has to be created, according to the suitable mes)sithe contrast (for the brightest or
dark images); and the surface of the screen, thisncase, the model or the base where

we will project on.

Projectors have a large variety of technical sjpeatibns. The most important are the
resolution, the amount of light or brightness, sieasor technology or the lenses angle.

You can see these most relevant features and timeamaracteristics below. [19]
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Native resolution: it's the real resolution. (Non-compressed and-expanded)

Input signals Resolution (px)
SVGA 800 x 600
Standard XVGA 1024 x 768
WXGA 1280 x 720
1280 x 1024
HD Ready 1440 x 1080
1920 x 1080 16:9
FullHD 1920 x 1280 4:3
2K or 4K (cinema)
DLP (Digital Light Processing) LCD (Liquid Crystal Display)
- Height brightness and contrast
- Low efficiency - Rich colours
- Smoother video - Low contrast
- Smaller box - More visible pixels (screen door effect)
- Generate more dark blacks; the mirrors - Larger box
inside the System reflect all light. - Blacks more grey. More lighters
- Need more lumens in ambient light. - Good quality in ambient light

It is a very relevant aspect for projectors. Meagim ANSI lumens. Defined by the
audience, the size of the room or the place brighte

For smaller and closer rooms, without any ambiwgfhtl It is a cheaper

1000 or less option. Is becoming a Standard for the  industry.

For rooms with normal lighting condition. It's noecessary an extreme
darkness. Used for conferences, schools and a mediuration
presentations. However, it's advisable to reduesdhvironmental light
that there can be.

For an ambient light and an audience less than 10& used for
presentations or conferences of a large duratiobitAnore expensive
than the previous one

1000 to 2000

2000 to 3000

For big places and for different applications léditoriums, concerts,
conferences, nightclubs, churches, etc. They avallysfixed for the
3000 and up  projection. They are used for audiences of 200 waitrambient light. If
we have 100 or more in a place with bright lighteg will use 5000
lumens or more. These types are expensive.
Table 4.1 Projectors
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Moreover, we can pay attention to other aspects.ekample the lenses, these works
like a camera, where the smaller number means hgbrte The lens also can be without
zoom, including a manual zoom or with a power zdomotorized, we can adjust the

image at the moment).

We can also consider the portability, the size thedweight. We have to know why we
are going to use the projector for. There are 8gmies. The ultra light projectors can
be transported without any problem; the conferemaan projectors are heavier but
brighter and better; finally, the fixed installatigrojection has a higher price, on the

other hand can be adaptable for bright rooms affierelint resolutions.

In my case, | used two projectors. The first ones wa make the tests (rented in the
University in the rental equipment service (Anngx Phe second one was to make the

final projection, it was from a friend.

First projector:Hitachi CP-X440. It has an aspect ratio of 4:3 &Gnd a native
resolution of 1024x768p. It is compatible with HDTAhd has a brightness of 2500
Lumens. The contrast of it is 500:1. Sensor teagolLCD.

Second projectoMitsubishi XD280U. It has de same aspect ratid:@f (XGA) and a

native resolution of 1024x768. It has more comgpliibwith other formats as
progressive as interlaced and the brightness ha@ BOmens. In this case, the contrast
is of 2000:1, better than the first one. Sensdmretogy of DLP.

We can see some differences, and arrive to thelusion that the second one is better

than the first one, so | used it to do the finalea projection. [20]
4.2.4 Camera

The final result of this project is not only a gcjion, but it is the recording of this and
transformed to a video that pretend to be sharemlgfin Internet. The indispensable
element to be able to make it is a Camera. Inddée | used an own camera Canon 60D

with a focal length of 17-85mm and an aperture4f f

Besides | also had another camera Nikon to maKerdiit perspectives, shots of views
and details to finish dressing the audiovisual gebj This camera was a Nikon D5100

with a focal length of 18-105mm and an apertur8.65.6.
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4.25 Others

In the process of preproduction the drawings antdin@s of the project are very
important, and there is a great amount. In ordesaiee time and to be more effective |
decided to use a graphic tablet, then | could hdivectly all these drawings in the
computer and at the same time, spearing the pradessanning the drawing made by

in paper.

In my case was a Wacom tablet Bamboo pen & touch.

4.3 Characters

4.3.1 References

The characters which appear in my story are chenatihat already exist in the legend,
that is, that | have not created from zero. WHadd to think was how to represent them
and making it some different, adapted to the teplmithat | used and to the type of the

legend.

Initially 1 doubted about of making the charactar2D, 3D or use real persons. This
last option required to depend on third personshkasides, to have a time that | did not
have. At any rate, | took several references tgiathas idea to the animation. One of
them is a mapping made in the Council Town of Barte where appear animated

characters that seem to be real.

Fig 4.3 Characters references
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The following option was to make it in 3D, usingppets directly in a black silhouette,
but that the movements and shape were in 3D, lsitwths also complicated, since |
carried out the project alone and | did not hateaan of people to create the skeleton
for me, makes the rigging and later animates itfisally, | believed that the best was
to make the characters in 2D. | could make the mrgsvmyself, and the animations
would be simpler. On the other hand | wanted teegivan image like a tale, without
being frame for frame animations, but that the mosets were more cut and

interrupted.

| had clear from the beginning the style of therahters. Black drawings with a thin
white line that delimited the reliefs and the diéfiet parts of the character. With this |
wanted to transmit a sensation of elegance andimdss in the image that it made they
were pleasant in sight. It also brings it a magdfeat that in another way it would not
achieve, and | thought that it would be coherenthwny story since it have more

category of tale or legend.

The images that you will see next are referencasIthook to decide the style of my
characters. These are drawings of Michel Ocelotlantte Reininger, which they used

these styles in their productions.

1)
AL

:n
ink

Hal Hﬂi
‘HI‘F‘““’ .
BnBnBa0

i

Fig 4.4 characters references. Silouett
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4.3.2 Final Characters

On the other hand this legend explains a storytthak place during the mediaeval a
that is, that | had to makeresearcho know the way of life, how were the people,
dresses, the houses, etc., and from tto start to make the first outlines to define

image. (Annex 5)

Fig 4.5 Firsts drafts of
the characters

You can see how I took the style of tsilhouette, but | added the white detail along
bodies to stand out it. In a first moment the cbi@a had eyes and mouth. Howey
later on | changed this style and | only standtbatmain features of the cloth and
hairs in order to be able differentiate them. Besides to make the basis imageo
focused on drawing different views and positione&xfNyou will also find a sma
explanation of ach character, and in the annexes you will findariaformation ant

other drawings, too(Annex £.2)

The king is one of the main characters, develon
important role. He is respoise of the village and wh
will have to take several compromising decisionsthe
village and for himself.

Fig 4.6 Characters |
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The dragon is the main responsible for all 4.*'
problems, whichorought the fear to the peog
and ate all it could. Inhis imag: we can see

several points of viewdlying, sleeping, etc.

searched to give it a bad aspect, aggressive

at the same tie an aesthetic coherent with 1

rest of easygoing character:

The princess is also one of the main charac

-

I

Fig 4.7 Characters

She hasan important weight in the story. Firstly <

appears in the background, but later she end
being indispensable. | wanted to e her a young
style, attractive, clothed with a dress and longst

with a distinctive hat.

Saint George is the knight who arrives to the t
with his horse and kills the dragon. He saves
village of the beast and he ends up becor
Saint for ths act. Finally, he faed in love with
the princess and here starts the romantic pe

this legendand all it has entailed from th until

now.
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We do not have to forget the secondary characteese are also importabecause
they represent sompart of the story, in this case they the population and tt

animals.

AL

The villagers turrup at all times representing t
town. They defendhe village of the dragon ai
they are also affected by tpeoblems of the bea
Every momentjn which an inhabitant had to |

eaten by the dragon, they backed it up and !

with the person to the last moment. There
diversity among the persons, we can see that

do not have facial expressions, but they have

that follow me of the details of the characi

The animals represent the ranching that the dr
ate every time that it flew over the villacAt the
beginning of the story the animals were ratio
and every day they gave a different one to itsel
order to keep the dragon as far as they couldhi®
village. At the end, however, they run out

animals.

Fig 4.8 Characters Il
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4.4 Software

The used software was different depending of thietmd production in which | was.

On the following table you can see the softwaralisgeecifically in every moment and

the use that has been given to them.

SOFTWARE USE

Preproduction

Toomboom Animatic creation

After effects Camera movements, trailer effects

Flash Characters creations, draws

Production

Maya and Cinema 4D Modelling, Textured, animation

Real Flow Fluids creation

After Effects Composition, Editing, Apply effects
lllustrator Characters creation, vectorization.
Photoshop Image retouches, draws

Audition Edit music, compose and apply sound effect
Garageband To record voiceover and other sound effects.

Postproduction

After Effects Color corrections, video corrections,
Audition Sound edition

Premiere Final video edition.

Madmapper Video mapping projection

Table 4.2 Software

It can bee seen how there has been a change softfiare used to make the modelling
and the animation in 3D. When | started the progewt of my aims was to learn new
softwares, one of them was Cinema 4D. Actuallyunid more facilities when | was

learning and using it thant Autodesk Maya, that Wasother software. The interface is

easier to use and the accessibility in any todtittls faster, too. On the other hand, the
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tools of Motion Graphics allow to make animatiomstt with Maya they would be

unthinkable, or it would take longer time to achikiem.

In the case of mappings there are a lot of animatith creations made with motion
graphics, therefore, | tended every time more te@®ia 4D. The course that | did to go
in depth into this software also was the causechmosing it as main software of my
project. | learned a lot and at the end | achiewvepeed and effectiveness that | did not
have with Maya. That is, that to be able to camuy the work in an efficiency way, it
was better if | used this one.

We also have to talk about the final results, ie tenders is also appreciated the
difference. With Cinema | achieved some much meged renders than with Maya, and
with a long less time. It can also be worked maypes$ of renders, therefore, it fits

better to the needs of every moment.

4.5 Planning

The development of this project has been dividad three stages: pre-production,
production and post-production... Here is a surofupy planning. Later I will explain
if | was be able to accomplish this phases oranad, why.

PLANNING

Storyboard. Animatic. Trailer July

First characters design July

Knowledge: courses (Cinema4D, After Effects, September, November, April, May
Mapping)

Draft of the base. Design. To choose the s November-December

resolution, type

Final characters design February
Final model design 3D March
Final storyboard March

Modelling April
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3D motion graphics April-May
3D animations April-June
First characters animations June
2D animations July
Composition 3D and 2D June-July
2D effects July
Edit corrections July
Sound and colour corrections July
Credits July
Video projection, Recording, Edition, Colot August
Sound

Distribution August

Table 4.3 Planning

The first pretensions were to reduce the lengtthisf calendar to be able to finish the
preproduction to dedicate more time in the produrctiThe time did not work in my
favour and for different causes | spent more tilve t wanted, fact that it made that |
was against time during the last weeks of the pto@lso the fact of learning two new
software’s practically from zero, retarded it exbnyg, since at first | carried out the
vases made with Maya, but | reworked it with Cinedia and it means lost time,

relatively. At any rate, these changes, eventublyge been totally positive.
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5. Production process

513D

All the 3D animations of this project have be i
made with cinema4D. To have an organiz
development | divided the entire story
scenes, | could start to work in this way in t
representation in 3D. However, before maki
the animations, | modelled the enti
environment and several elements. The ime
of the right represents a fourth part of t
organization that | had in the software Cine
4D.

5.1.1 Modedling

As | have explained firstly | started to us

different software that not in the end (point 4

(Annex 6)
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Once | had the base, | was modifying the views patspectives as | agreed. The
position of the camera had an important role, sincepresented the eye of the viewer
and therefore, the effects in 3D would see of a wragf another according to this eye.

Formerly we have already been able to see whichtmeasesult with which | worked
posteriori (point 4.2.1 Stage evolution). At any rate, | stiflrried out some changes
more, as the case of the mountains. In the follgwmages you can see these. In a
beginning these were higher (first image), butoutpht that they did not remain enough
adapted with the rest of the stage and that dichpptoximate very much the result that
| had thought, so | reduced the height to get sbimgtlike a fields and on the other
hand the scene had more depth (second image).iAat/f the stage | used to work, in

perspective view (third image).

Fig 5.2 Mountains and perspective view
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Other individual elements that | modelled were flolowing ones, by order of
appearance:

I mages and explanation

Book Saint
George

Book that represents that the story is a tale. Appat the beginning and
at the end.

Mountains

There are some variations of the mountains depgnalirthe situation
The first one is when the dragon attacks the towwmsed red tones to
represent the blood, fire and evilest. The secomel @presents Saint
George arrival, when he saves the village and tileucs were more

brilliant.
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Mountain2

Mountainsduring the night with balls in each vertex of thegh.

Gears
While the king is thinking about to found a solutidis head is workin
and the gears represed that.
Bulb
Represents an idea. The idea of the king whenngittyg about to resolv
the situation
Streetlight

Appear when night is and the lights turn
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Rafflegrid

Roses

Blood

There are three raffles. 1 to choose a villageo, éhoose the princess a

3, tochoose the dragon. The last one represents thdtdlyen is deac

:\}5, »

oy

The tradition says that from the blood of the drageew a rose bush a

then Saint George presents the princess with e
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When Saint George kills the dragon appear a podiladd. It is done
with Real Flow software.

- )\ "ﬂ g\

Represents the tradition, the years are going ah emery 25 April
people celebrates the win of the town.

Car and

bike
The last image of the evolution scene appears dhedrrepresents the
modern age. The same for the bike.

Bench
In the evolution scene appears a bench that regsesige modern age,
there are some benches, every time are newer.

Tents

Is where the books are sold every®2&pril. As a tradition the people
starts to sold books to the villagers.
Table 5.1 3D elements

5.1.2 Animation

One of the animation techniques used in this woak #Wlograph’ or Motion Graphics.

It is a tool in Cinema 4D that make easy to createrything we want to animate. We
can clone a lot of objects, apply effectors thdl @antrol this cloners or for example to
extrude a text and create 2D thing in 3D, all @it twithout any keyframe. [21]
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The simplicity and speed to create the animatidia bffers theMograpt tool in
Cinema4D, made that | finished deciding to use $bi$ware, since the majority of tl
animations that | thought in the |-production were based on motion graph

On the other hand | also made the basic animations Weth frame, de position,
rotation and scale to move the elements |

The rest of the animations were made using seplug-in that helped me with tr
creations. For example the rose bush thgrowing (a); either the constructions of t
houses at the beginning of the mapping (b); orstheets of the book (c) when it

opening or closing.

Fig 5.3 plug-in animations
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5.1.3. Texturing

The textures had been made from images, but also mnaterial created directly in the

software. The images were extracted from a web padeapplied taking into according

the form of the objects, if it were flat, spheregjndrical, etc. [22]

| added some ripples and several layers of eftectgproach the material to the reality

a bit more. This is the case, for example, of thmumtains, which are created with a

material that contains several layers.

8.0.0 Material Editor

Shader...

Effect... Folder

Cave

Narmal -

iy | SoftLight =

Material Editor

M ountai

Shader.., Effect... Folder

Soft Light

ns

Soft Light

% Hus

Object Materials

Remove

Remove
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Mat.40 Mat.40 Mat.40

Paper
Mill

Town
Council

B ul | dl ng dat.22 teulada casa es¢ Mat.4 Mat.21

Ajuntament Casa esguerra Moli

= =
* s Ee -

Mat.16 Mat.14

Table 5.2 Textures

5.22D

The 2D animations were created with Adobe AfteeEf§. These were made directly in

the same software from images or other objectsniMaihe animations have been the

characters, the transitions between the sceneshtmges in the sky, special effects and
the integrations of the 3D animations on the 2Dgesa

To create the images that later | would use in Aiséd other software as Adobe
lllustrator or Photoshop. The first one mainly tbtain images in vectors, and the

second one to retouch the images or other congset®

5.2.1 2D animations

The following table is explained some of the aniored made in 2D, without taking
into account the characters, which | will speakutbo the next point.

E That was done with some videos of fire. Using sonasks | adapted it
ire
to the buildings and | worked the scale to repred@nappearance of it
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Masks There are a lot of masks in each scene.

o These are found in each change of scene, somergrasgkable than
Transitions .
others, but they always turn up. These are crastid) masks.

Shadows The majority of the shadows are created in 3D, whth light of the sky,
directly. The only ones | had to create with 2D was shadows of the
characters
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| pretended to symbolize the rose that grew frommrthse bush using a

Petal lot of petals, and moreover, to have a transitmmpass from the cave

etals
zone to the town. | used a lot of different petaisl | animated it one per

one.

This was one of the most complex scenes. | hadito gnd square
different images and create a 3D effect but | drdg 2D images. | used

Evolution a “null” to link the different groups of images atiten | changed the
rotations to make the corresponding turns. In thage you can see a
good part of the layers and keyframes.
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It is a feature very characteristic of the mappjnide most of them

always has a moment in which some lines turn upssad to follow the
Strokes edges. Here it could not be missed and | createtthtan effect named

“stroke” of the software and following a mask cezhtformerly with

vectors, which you can see of yellow colour in miegt image.

Table 5.3 2D animations
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5.2.2 Animations of the characters

The animations of the characters were made framfdoye, at any rate, | wanted
give them an intermittent effect, withctoo much fluency, on the one hand | wante
bring them an effect gfuppe and for the other one, andwias a great amount ofork
for only one person. So | decided to take this paithto make cuts in the animations

if they went jerkily.

In some of the scenes | placed the characterstigineth the basis that | hi (point
4.32 Final characters), others however, | creea recreation of the scene w

lllustrator with the sequences of the movements ¥an see it nex

Fig 5.4 Characters sequences

Once created all these series, | brought it to A& faom there | already started to we

individually each charaet placing it is at the correct position and s
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In the following image you can see a capture ofsiece of work while | carried out the
animations of the characters. | made it placinghal series of steps and next moving

the layers so that they went turn up progressively.

Fig 5.5 Characters sequences in AE

5.3 Effects creations

The main special effects that we can find are tfee the smoke, the light, effects of

lighting over the raffle grids, or the stains i thuildings, among others.

As an example, one of the scenes that have moeetgfis the first appearance of the
dragon. In this one the different layers that lateel can be seen. On the one hand we
find there the fire, that turning up while the dwagis flying over there, at the same
time, the smoke starts to grow and with him thénstaf ash of the walls, simulating
that the buildings are being burned. There wergegeld from images, playing with the
opacity to integrate it into the images.

There were also the bones that turned up whenrdgod passed over the animals and
ate them. On the other hand the sky also kept angihg according to the moments of
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more tension. First, without clouds, then covergdvith black clouds and finally, when

the dragon had already gone, it came back toitialistate, without any cloud.

Besides these effects we also have to add the amality to it. Mainly it can be
observed how the mountain change of colour and theysform in red and these
reflects on the rest of the scene, in which orseleen added a layer of adjustment to

apply a red tone that affects on the rest of thierks too.

This would be an example of scene where appearaleskects, the rest of the short

film follows the same style and procedure.

Fig 5.6 Scene production in AE

5.4 Music and sound effects

The soundtrack of my project is based in only cmegs | spent a lot of hours trying to
find a song that sounded good during the videoranceover, that it is squaring with

the images, since it was one of my aims. But it wexy difficult to find it.
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Many of the people that creates mappings firstcketlte music and next, work over
this, since in this way, they already know whemré¢hare the most important changes or

variations of rhythm, in such a way that they cdjust the image and sound easily.

As was my first experience in this sector, | deditleat | would make the inverse order,
which is possible, but more complicated. Then ldmetp design the visual part and

finally the music and the sound.

Finally | found a song that was adapted to all tgrs is squared with the images and
the high-pitched tones provided it an style ofla,tas | searched. Besides, the rhythm
was light, therefore, perfect for my project

Using the Adobe Audition software | placed the musn the video and | retouched
some effects later to finish synchronizing it wilie sound.

On the other hand | added some light effects ohdda it as for example the voices of
the people, exclamations, sounds of surprise, especially for the moment of more

tension, as the persons went out chosen or thedi@g them.

The music was extracted from a web page, freeceh$ies (Free Music Archive) [23]

and the voices belong to two girls who helped mmabe the effects and the narration.
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6 Postproduction process

6.1 Effects and colour edition

At that point, the tasks of postproduction consista fixing some of the effects that |
had made, as well as retouched the colours andjbrdbiem a more cinematographic

style. Besides, another objective was to give umity to the whole project.

The tasks that | carried out were especially tsfiroff the details of the transitions. In
some of the scenes, the position of the buildingsnged slightly by some previous
render errors. Therefore, what | had to make wagljost the parameters in order to be

the minimum jump possible in the image.

The scene where the fire and the dragon appeanlsasetouched of colour. | wanted
to transmit with the fire and the red tones, aifeebdf the hell, terrifying sensation; so |
added some colours to the scene to get it redakthenfire seemed that it was reflected

in the buildings.

Another important retouch of colour that can benfbwat the end of the video is the
moment of the evolution, in which the stage is didgd into three parts and the calendar
turns up. In this part, as it represents an advantee time, an evolution, | edited the
first images with black and white tones to indicttat | was speaking about an antique
story that, little by little, would be taking colguso as to say, they would keep on

spending the years and periods up to the moment.

Other tasks were to adjust many other masks inrdadeliminate possible jumps of

positions and sizes among the several objects.
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6.2 Music and sound effects

This point consisted on placing the effects of sbtivat were missing and adjusting the
music and image in order to search the maximumrsgmization. Besides, | added

voiceover and | regulated the volumes to searcfoumity in the final editing.

Fig 6.1 Music edition

6.3 Graphic design

Regarding to the credits design | decided to makeasier with an understandable
without standing out and elegant typography. Adingl the project | have tried to keep a
same visual line, without great changes in thegiesrherefore, the credits had to be
done in the same way. To make them, | chose tawsecolours, with the maximum
contrast, black and white: black for the backgroand white for the letters, keeping the
style followed with the design of the characters.

The chosen typography was “Helvetica Neue” with
variants of style of “Ultralight” for the task ofi¢ person

Paula Mayor
Sandra Gutierrez

and “regular” for its name. So, | managed to stand

the names and not too much the rest of the text

transitions between the texts are dip to black alsd

synchronized with the music. Fig 6.2 Typography
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7. Video projection

The video projection was the next step after makigentire video creation. Once |
had it prepared, it was the moment to do the physimd real assembly of the
projection. The needed elements were a projectoongputer, the basis to project and
the cardboard surface by 140x40 cm, which woultdreged on the wall.

The procedure was the following one. First of athdde the technological assembly,
which is to connect the projector and the compuitbe next step one was to open the
mapping software, Madmapper, and configure it witle sizes of the projection.
However, | opened before the video with this praogiend with the projector turned on

| adjusted the video output so that it remainethanlimits of the structure of cardboard

that was hanged, which had the size of 120x40cm.

Fig 7.1 Videoprojection
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Once this procedure was made | started with thggiion, and with that, the recording.
| had two cameras, one with a fix shot and theratine with different camera positions
from different angles. | wanted to show the vistbat could have a person visualising

it, and also to show the edit and the procedurzdate the mapping.
7.1 Problems and solutions

As | have explained above, the first idea was swdthe limits of the building and the

cave with a black line made with a pen. When le@st, however, | saw that the result
was not the one | expected and it could not be ambreciated. Furthermore, when the
video covered 100% of the surface and the builddigshot appear, but the lines, they

were annoying and it was not the effect that | exgeto obtain.

| decided that | had to change this idea, or astl@aodified it. Finally | found the
solution. What | made was to make a second carddager on the basis structure that |
already had, so | managed in this way to haveiefthlat made surface not completely

flat, but stood out half a centimetre more in tiilage zone and the cave.

Also, | did not eliminate the idea of the linesyc® | already had one relief, shadows
were projected and they already gave the senstiairthe edges were stood out. A part
of the buildings, in particular, the belfry of thieurch-town council, | decided to follow
it since it was a zone that it was not annoying #rad it had quite detail that it could

stand out.

Finally, my project has ended being up a mix betwae types of mapping, with relief
and black lines. At any rate, | have kept the idemaking it on a flat surface, since the

relief is minimum and only the cave and the buidgin stand out.

Fig 7.3 Town surface
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8. Final video

Once made and recorded the projection was the moimesdit the final video, get the
master file and place all the images and videosdbald be relevant for the project. As
it would be the video to distribute, it had to aintthe part of visual contents of the

video, as well as the procedure to achieve it.

The software used was Adobe Premiere and | useddiffierent music, the first one
was used to show the assembly (Everlone - BlindsEged the second one was the

same used of the video | had to project (Dronealidg my toothache). These two were

extracted from “Free Music Archive” web, free afdnses.

Fig 8.1 Final video production
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9. Intellectual propriety

This project is for an academic purpose and haattibution of creative commons

license. People will be able to share and downtbhadsideo but with some restrictions.

The intangible assets, such as literary, artistarka;, designs and inventions have

exclusive rights of Intellectual propriety.
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10. Conclusions

This project has helped me to think through thecbusf ideas | had. | have worked and
dealt with a technique that | did not know. Alsosthrted a project from the very
beginning, and that means to learn and discovdahalprograms and the secrets that |

have found and needed.

It was not an easy job. An animation project reegiia lot of effort, patience and time.
Also, to do this kind of project alone is more aliffit than doing it in groups or in pairs.
However, | am quite satisfied with the result, fobk into account the circumstances,
and also, at the beginning of the adventure | ditl mave even the half of all the
knowledge | am having currently. For only that mwgsl achieve one of the main
objectives. Although the results may not represdirthe visual work | have done, what

| take away from this project is much more.

| have learned from the mistakes, the inexperiemteproblems that, at the beginning |
had not foreseen and | have found while | was ddinggproject. All of that is what

made me learn.

I know that if | have to do a project of this kiathd magnitude again, | will not do it
alone. And if | did it, | would take a differentha Currently, it could work much better

in the preproduction, since | know how to develgm@ect as video projections.

The fact of changing the software at the beginrohighe project made me lost a
valuable time. However, | do not regret it, becatiseade the work easier, even if | did
it more slowly. Also, | did the animations that etvise they would have been much
more difficult. Therefore, the production time wasluced. Besides, since | was being
trained at the same time | was doing the projechuld not dedicate all the required

hours.

| think that | have accomplished most of the aimset. | created a video of the
projection, and, foremost, | created a visual aginbased on the animation, which later
would be used to project. | told a traditional gtasing modern techniques, as both 2D

and 3D. These techniques are reflected in the giroje
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Another of the main objectives that | set was &ms$form a flat surface in an area that
had movement, so as to say, it had life. | thirdt thhave achieved quite this purpose,
which was one of the most important aims. Howetlegre is much to improve and |

think that, in future projects, | can achieve maceurate results.

On the one hand, | would have liked to dedicateenione to the characters. | believe
that they are one of the weak points of the projeeigarding the animation, | think it
could have been more worked and precise. On thex dnd, their design and the style
are approximately the one | had proposed to, thekiband white in a silhouette shape,

but | think it could be improved and better inteégdhwith the rest of the scene.

One of the last parts to be improved might be thesioa The chosen song is very
appropriate and it fits perfectly in my project,tlio achieve perfection would be
convenient to have an original soundtrack, spedilfidor the video. Anyway, | am very

satisfied with the chosen piece.

Finally, I think | have achieved most of the airosat least, | was closer. | have learned
many things that | know they will be useful in mytdre and | have found many errors

that helped me to improve and to find solutionstke this project real.
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1.Cost of production

In this document you can see the economic expeetated with the project. These are

divided by different important steps to createdewi projection.
Here we consider several aspects as:

+« Material costs
* Human resources costs

* Amortizations costs (technical material used fer pinoject realization)

The references of the salary costs are extractad BOE (“Boletin Oficial del Estado”),
in the section of the audiovisual sector [1].

1.1 Material costs

The costs to construct the set to make de projeetie the following ones:

DESCRIPTION QUANTITY PRICE/UNIT(€) TOTAL (€)

5,70 (+cost of

Cardboard (200x100) 1 o

cutting in 120x60)
Marker 1 2 2
Pencils 1 0.75 0.75

Cable Mini display Port
to VGA Adapter

TOTAL 39,75 €

Table 1.1 Material costs
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1.2 Human resource cost

CONCEPT WEEK PRICE/WEEK (€) TOTAL (£€)

Script & planner 315,65 315,65
Designer 2 394,73 789,46
3d modeller 5 726,23 3631,15
Animator 5 726,23 3631,15
Video Editor 3 392,38 1177,14
Sound Editor 3 354,01 1062,03
Video Postproducer 2 394,73 789,46
Audio Postproducer 1 356,14 356,14
VJ 1 392,38 392,38
Camera Man 2 days 42,06 (day) 84,13
Audio Technician 2 days 42,06 (day) 84,13
Attrezo 2 days 42,06 (day) 84,13
TOTAL 12396,95 €

Table 1.2 Human resource costs
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1.3 Amortizations cost

EQUIPMENT PRICE/ RENT TOTAL (€)
UNIT(€) COST/H (€)

Computer iMac 1500 0,75 1125
Suite Adobe 400 1,00 400
MadMapper 177,905 48 0 177,905

Cinema4D Student version 700 0 0

Microsoft Office 150 1,00 150

Projector
Kit Camera Canon 60D 48 5,00 240
Kit Camera Nikon D5100 48 5,00 240
Canon 17-85mm f4 48 2,50 120
Nikon 18-55mm 3.5 48 2,50 120

Tripod Dorr 48 2,00 96

Table 1.3 Amortitzations costs
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1.4 Final theoretical cost

CONCEPT PRICE (€)

Material costs 39,75
Human resources cost 12396,95
Amortization costs 2812,90
TOTAL 15249,60 €

Table 1.4 Theoretical cost

So, for one unit of my product, we should sp&b@49,6CE.
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2. Distribution

2.1 Distribution method

The main methods of distribution will be basicaliyough Internet, by Social Networks as
Facebook or Twitter. This is an audiovisual prodacvideo, therefore, the visualization
has to be through the computer and the own Internet

However, we could consider to transfer the indtialtain some other space. In this case, it
is an extra cost of a person that transports &l rttaterial needed (computer, cables,

projector, surface)
2.2 Distribution cost

In the case of the Internet distribution, the cedt be of zero €, without taking the

expenses of internet or electricity into account.

For the other hand, if we consider that the vidaes & resolution of 3402x1134 and the
standard account from Vimeo only allows resolutiopgo 720p, here we can find an extra
cost, to purchase a “Vimeo plus” account, thatveslovideos with HD resolution up to
1080p with the price of 7,95€/month (49,95€/year).

If we have to transport the installation, the cagtsild be the following ones:

CONCEPT PRICE(€)

Public transport 33,38(day)
Petrol 1,568(L)
Diesel 1,364(L)

Table 2.1 Distribution cost

Therefore, depending of the distance of the plecost will be more expensive or less.
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3. Real cost

3.1 Material costs

Expenses carried out in the “Light and legend” gcoj

DESCRIPTION QUANTITY PRICE/UNIT(€) TOTAL PRICE(£)
Mini Display Port to 1 30 30
VGA Adapter
MadMapper 1 177,905 177,905
Cardboard (200x100) 1 5,70 (+cost of cutting .

in 120x60)

Table 3.1 Material costs

3.2.Final real cost

CONCEPT PRICE (£€)
Material cost 137€
Human resources cost 0€
Amortization costs 0€

Table 3.2 Final real costs
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Annex 1. Synopsis
1.1 Storyline

SAINT GEORGE (SantJordi) Story line.

Once upon a time, in a far, away land there wasallsnedieval village with a wonderful

castle on the top of a hill. There lived the Kinglahis daughter, the Princess.

The village didn’t have many villagers so dailyelifvas really quiet. Each family had their

own animals and their jobs, which allowed themrycan with a normal life.

It was at the beginning of spring and one day shimgthappened and broke the calm of
the village.An enormous and fierce dragon appeareds living in a cove near the town
That beast was the worst thing that could have &g to them. It was the evilest, ugliest

beast those villagers had ever seen. The dragdd atso walk, swim and fly!

Moreover, it was very big so it was always starvilige dragon ate everything it came

across: flocks of sheep, horses, cows, vegetalledestroyed all the villagers’ crops.

The villagers had to found a solution. They warttedeturn to their relaxed and peaceful
way of life and stop that chaos. So they decideda to the castle, looking for the King
and tried to make a decision to fight the beasterA§ome hours they agreed that they
would gave two animals to eat every day to keeplthgon far from the village. They had

to bring him sheep, bulls, horses... to the covera/the dragon lived.

They had a problem. One day the villagers ran danonals. They hadn’t got anything to
give to the beast. They decided to go to talk withking another day and to found another
solution. They decided to give to the dragon aedé#iht person every day, as a meal, like a

raffle to keep the dragon as far from the villagehey could.

The days were passing by and they couldn’t stoppé¢last. Every day the king went to the
village to do a “raffle” and choose the unlucky smr. One unlucky day the King’'s
daughter was chosen. That moment was very drang&te.was the King’s only child so
the king didn’t want to give her to the dragon. Tde®ple were angry because he had to act

like all the other villagers. The king had to addép
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The entire town brought the princess to the dratikeevery other day with every chosen
person. The moment the princess was going to eneahs getting closer. The dragon
prepared his big nasty mouth to eat the princeaddénly appears a handsome knight
riding a white horse that came to the place whdir¢ha people was. The boy named

George brought a shield and a spear with a red ¢has identified him.

He went towards the dragon and started to fight ite beast. All the people were
surprised. They didn’t know anything about that boy but heswgaving the village of that

ugliest animal.

Finally, after the battle, St Jordi killed the doagwith his spear. From the blood grew a
rose bush, and from its branches bloomed red rétesook one of them and gives a rose

to the princess.

All the villagers were grateful to George. The dmagvas dead and the village could return
to its relaxed and calm way of life. Saint Georgel o return to his village, but he didn’t
go back alone, he returned with the princess arld same books that people gave to the

boy as a present for the battle.

They decided that from that moment they'll celebrtite Day of Saint George every year

at the same day, to remember his fight with thgalnaand him saving the population.

There starts the tradition which says that every 8faSaint George, at 23th of April. The
boy has to present a rose to the girl and thehgid to present a book to the boy as a

romantic sign.
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1.2 Storyline by scenes

Saint Geor ge legend (Story divided by
scenes)

SCENE.1

Once upon a time, in a far, away land there
was a small medieval village with a
wonderful castle on the top of a hill. There
lived the King and his daughter, the Princess

SCENE.2

The village didn't have many villagers so
daily life was really quiet. Each family had
their own animals &their jobs which allowed
them carry on with a normal life.

SCENE.3

It was at the beginning of spring and one day
something happened and broke the calm of
the village. An enormous and fierce dragon
appeared, it was living in a cove near the
town. That beast was the worst thing that
could have happened to them.

SCENE.4

It was the evilest, ugliest beast those villagers
had ever seen. The dragon could also walk,
swim and fly!

SCENE.5

Moreover, it was very big so it was always
starving. The dragon ate everything it came
across: flocks of sheep, horses, cows,
vegetables... It destroyed all the villagers
crops.

SCENE.6

The villagers had to found a solution. They
wanted to return to their relaxed and peaceful
way of life and stop that chaos.

SCENE.7

So they decided to go to the castle, looking
for the King and tried to make a decision to
fight the beast.

SCENE.8

After some hours they agreed that they would
gave two animals to eat every day to keep the
dragon far from the village. They had to
bring him sheep, bulls, horses... to the cove
where the dragon lived.

SCENE.9, a, b, c, d

They had a problem. One day the villagers
ran out of animals. They hadn’t got anything
to give to the beast

SCENE.10

They decided to go to talk with the king
another day and to found another solution.

SCENE 11

They decided to give to the dragon a different
person every day, as a meal, like a raffle to
keep the dragon as far from the village as
they could.

SCENE.12 (every day lesspeople) a, b

The days were passing by and they couldn’t
stop the beast. Every day the king went to the
vilage to do a “raffle” and choose the
unlucky person.

SCENE.13

One unlucky day the King's daughter was
chosen. That moment was very dramatic. She
was the King's only child so the king didn’t
want to give her to the dragon.
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SCENE .14, b

The people were angry because he had to act
like all the other villagers. The king had to
accept it.

SCENE 14b

All the town brought the princess to the
dragon, like every other day with every
chosen person.

SCENE.15

The moment the princess was going to be
eaten was getting closer. The dragon
prepared his big nasty mouth to eat the
princess,

SCENE.16

Suddenly appears a handsome knight riding a
white horse that came to the place where all
the people was. The boy named George
brought a shield and a spear with a red cross
that identified him.

SCENE.17

He went towards the dragon and started to
fight with the beast. All the people were
surprised. They didn’t know anything about
that boy but he was saving the village of that
ugliest animal.

SCENE.18

Finally, after the battle, St Jordi killed the
dragon with his spear

SCENE.19

From the blood grew a rose bush, and from
its branches bloomed red roses.

SCENE.20

He took one of them and give a rose to the
princess.

SCENE.20

All the villagers were grateful to George. The
dragon was dead and the village could return
to its relaxed and calm way of life.

SCENE .21

Saint George had to return to his village, but
he didn’t go back alone, he returned with the
princess and with some books that people
gave to the boy as a present for the battle.

SCENE.22

They decided that from that moment they’ll
celebrate the Day of Saint George every year
at the same day, to remember his fight with
the dragon and him saving the population.

SCENE.234a, b, c,d

There starts the tradition which says that
every Day of Saint George, at 23th of April,

The boy has to present a rose to the girl and
the girl has to present a book to the boy as a
romantic sign.
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Annex 2. Storyboard
2.1 Storyboard of thetrailer

Sc:1 Timing: 3s Sc:2 Timing: 4s Sc:4 Timing: 4s

there was a dragon that ate
all the animals he could

A pop-up scene (M @7\

Sc:§ Timing: 4s Sc: 6 Timing: 7s Sc:7 Timing: 3s Sc:8 Timing: 3s

The animals and the

town had to found a solution... 1 4 . Vs Nl
every day they'll give one \ @ | ? ’ \
different people chose by “sort” \ = L& WS
PR - T~
h B T
| T ] A\

Sc:9 Timing: 4s Sc: 10 Timing: 8s Sc: 11 Timing: 4s Sc: 12 Timing: 55

one day was the

princess who had been but saddundy appeare a boy what will happend?

chosen that wanted to save her... we'll know it to next year!
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2.2 Animatic of thetrailer.

voow storyboard Page 2/6

Scene Duration |Panel Duration Scene Duration |Panel Duration _— Duration
Dissolve
4 09:21 2 04:00 5 05:00 1 05:00 01:00
=
=
\an
s
They had to find a solution ‘%ﬂ:
Dialogue Dialogue
(cff) They had to found a solution... ... so the king decided one different

person per day...

Action Notes
visual effects on the castle.

Camera Camera

cut camera Zoom in to the windows and fade to
black
Effects

intriguing sounds like going in another
space.
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storyboard
Duration |Panel Duration
8 01:09 1 01:09

mom storyboard

Scene Duration |Panel
7 05:00 1

Dialogue

(off) One day the princess was chosen

Action Notes
The king randomly choose one person and
we see that's his daughter

Slugging

population starts to murmur when they
knows that princ was chosen. The
ing was sad.

Camera

zoom in to

he king and the princess

Effects
people murmur. King

Dissolve

Dissolve

Duration
00:08

Duration
00:22

-

Page 3/6
Scene Duration |Panel Duration
6 05:00 1 05:00

Dialogue
(off) ...

sacrif

.should be randomly chosen and

~ed to the dragon. Every day, a
different person.

Slugging
King is thinking and worried to found a
solution. He's s tching his head.

Camera

zoom in to the king. From to back.

Effects

murmur and grunts

Page 4/6
Scene Duration |Panel Duration
8 1 00:23 1 00:23
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storyboard

e

Page 5/6

Scene Duration |Panel Duration Scene Duration |Panel Duration Scene Duration |Panel Duration
8 3 04:00 1 02:00 8 3 04:00 2 02:00 8 2 A 04:23 1 04:23
—~——
\ y
B A
~5 @) b
1 = £
\ / Lil wl!
-_‘kv—' I\ 11
N\ -
> )
) o
Action Notes Dialogue Dialcgue
Horse and Saint George go forward (?) (off) but suddenly appears a handsome (cff) boy named George who pladged to

Slugging
concetrated and worried for the dragon

Effects
horse galloping

storyboard

Duration
01:00

Dissolve

save the maiden.

Action Notes

Horse and Saint George go forward (?)

Slugging

The princess is terrorised. Dragoen
looks hungry and evil. Saint George is
concerned and troubled.

Slugging
concetrated and worried for the dragon

Notes Camera

Horse will walk Very little zoom ocut

Camera

zoom in to him

Effects
horse troting. Princess shouts and ask
Effects for help. dragon's grunts.

horse gallcoping

Page 6/6

Panel Duration
2 06:20 1 06:20

Scene Duration

NO PANEL

what will happen?
find out next year in wonderful
p-up projection

technical

Dialogue

(off) What will happen? find out next
year in wonderful technical pop-up
projection
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2.3 Storyboard of the entire production
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2.4 Final storyboard of the entire production
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Storyboard. Saint George mapping
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Storyboard. Saint George mapping
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Annex 3. Stage
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Annex 4. Rental equipment

29/08/13 Gmail - Lloguer projector

.
GM I l Ndria Xaubet <nuriaxp@gmail.com>
yCoogl

Lloguer projector

4 missatges

Nuria Xaubet <nuriaxp@gmail.com> 14 de juny de 2013 19.54
Per a: sermat@tecnocampus.cat

Hola, volia demanar el projector petit per la setmana que ve. A poder ser el dimarts, dimecres i dijous. El
necessito pel projecte final de carrera. D'altra banda, me'l podria emportar a casa, o I'haig de fer senir a la
universitat?

pd: com a professor responsable tinc el David Minguillén.

Gracies!

Raquel Rodriguez <modriguez@tecnocampus.cat> 14 de juny de 2013 20.15
Per a: Nuria Xaubet <nuriaxp@gmail.com>

Hola,

latens el material reservat des de dimarts 18 al dijous 20, t'el pots quedar i tornar-ho el mateix dijous.

Salutacions,

Raquel Rodriguez Sanchez | Departament Audiovisuals | rrodriguez@tecnocampu.cat | sermat@tecnocampu.cat

Construim futur

Av.DErnest Lluch,32 | 08302 Matard (Barcelona) | Tel 937574404 (central) , 672349571 (mbdbil) o 10617 (Intern)

www.tecnocampus.cat

de dilluns a divendres de 7.30 a 20.30h

https://mail.google.com/mail/w/0/?ui=2&ik=9d7efdb7218view=pt&q =sermat%40tecnocampus .catdqs=truesearch=query&th=13f43d2e4fddd 100

13
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29/08/13 Gmail - Lloguer projector

-
GM I I Niria Xaubet <nuriaxp@gmail.com>
AN ';.l-

Lloguer projector

2 missatges

Nuria Xaubet <nuriaxp@gmail.com> 25 de juny de 2013 20.35
Per a: sermat@tecnocampus.cat

Hola! wlia llogar el projector petit aquest dijous i divendres i també la sala de pospo7, per fer el TFG.

Gracies!

Servei Reserva material video <sermat@tecnocampus.cat> 26 de juny de 2013 8.05
Per a: Nuria Xaubet <nuriaxp@gmail.com>

Okay Ndria, tot reservat!

Salutacions,
Raquel Rodriguez
Luca Saavedra
David Valverde
Ramon Rosa

SERMAT

- RETORN: de 7.30h a 8h.

- RECOLLIDA : de 7.30h a 14.30h.

NORMATIVA DE SERMAT :

- Tots els préstecs s'han de sol-licitar amb 48h D' ANTEL-LACIO mitjancant el fomulari web (o si no
funcina a sermat@tecnocampus.cat), si no, no es deixara el material.

https://mail.g oogle.com/mail/u/0/?ui=28ik=9d7efdb7218view=ptdq=sermat%40tecnocampus.cat&q s=true&search=q uery&th=13f7c9ec73f15b7e 13
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Annex 5. Characters

5.1 Charactersreferences

Ducs, comtes i alts prelats

LN

a
pV)

Cavallers, senyors, bisbes i abats
G
Soldats. pagesos i serfs

o
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Corretja amb picarols
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5.2 Characters
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Annex 7. DVD documentation

- Project documentation
- Subtitles in catalan
- Short Movie to project

- Final Video






