From Traditional stop motion techniques
to 3d animation directly to the computer



To give the impression of 3d

to a projection in a 2d screen



Stop motion main categories

* Horizontal shooting m)
* Vertical shooting



Computer connected
Camera in a tripod with the Camera

The tripod

3d Scene



Clay —Plasticine

Puppet

. | Pixilation



Clay -Plasticine




Clay -Plasticine




Clay -Plasticine

Substitute the mouth
in the head and shoot




ik The mirror stage

Puppet

Siakas , 2005







L , , Light in 90 degrees
Light in 90 degrees Camera in a tripod




Cut Out

Powder

Mosaic

Painting directly
behind of the camera



CUT OUT




MOSAIC




POWDER




PAINTING




3d computer animation : Interface

Basic shapes
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3d computer animation: Interface of Blender

. List with all the components of my scene
Panel of actions P y

Panel of all the experts
of a 3d animation project:
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The interface of Blender is very Simple and Flexible

You can split the screen
depending ov your Work.

Blender
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3d Computer Animation in Blender:

Configuring the interface into particular sub-surfaces
which are formed by the program Blender 3D

depending on the type of work we perform in Blender
3D and which corresponds to a particular specialization
in the field of animation
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Configuring the Desktop sub-surfaces according to the specific nature of each, of their work and

the way, of their work of each author
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Configuring the Desktop in vertical shooting environment animation
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3d animation directly :

Configuring the interface in horizontal shooting mode of animation
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3d Animation: DIGITAL VS TRADITIONAL

Advantages of digital 3d

Space saving

Control of all the devices

Photorealism

Direct combination with other digital applications

Advantages of traditional stop motion 3d

Immediacy in the creation

Utilization of artistic skills without a lot of technology

Utilization of traditional art techniqgues (painting, sculpture, mosaic etc)



