Stumbling into place
Jensen Noble 
Animation insights and perspectives
This is a productive visual journal of my insights and research on the history of animation.


For a long time I’ve tried to discover creative outlets through my drawings, I’ve peeked into different ideas of where I could take myself in a creative sense, tattoos, graffiti, prints, but ever since I was small an intrinsic source of inspiration and interest in art in the first place has always been from watching cartoons, animated films and Video games that boasted its animation, I was all was curious how they were made wanting to understand the magic of how it all done.
The style ive developed over the years are inspired by bits and pieces of cartoons I used to love watching cartoons from the late 90s early 2000s, thick out lines bright colours, maybe slighty edgy imagry.
I hope to see my characters animated one day, bring life to my drawings and utilize the basic foundations of animation create something meaningful to me. 
In the next few weeks, I will research and make insights on what I learn and hopefully discover a workflow and knowledge to help me in my journey.My Art
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My Inspirations


The illusion of motion:
[image: ][image: Eadweard Muybridge - Wikipedia]
The origins of animation can be traced back long before the invention cinema, “Sallie Gardner at a Gallop” - Eadweard Muybridge (born 1830) originally a bookseller took on a new passion for photography after recuperating from a stagecoach accident. Over time his studies in photography and motion laid the groundwork for how we perceive how bodies and animals move frame by frame influencing how we can make animation to this day, his most well-known work is the horse in motion. a motion picture that plays a sequence of 24 cards in a fast-motion slideshow shown through a zoopraxiscope (an early form of the projector) creating a loop of a horse trotting tricking the human eye into perceiving motion (1). This is one of the earliest known ideas of understanding and laying out a sequenced timeline of images to create the illusion of motion; despite finding this passion later in life his innovation and ideas are still referred to to this day, an invaluable piece of history. 
[image: The Surprise and Wonder of Early Animation | The New Yorker]
Another important landmark of this era was Gertie the dinosaur (2) a 1914 animated short created by Winsor Mcay regarded as the first film to utilize a character brought to life through detailed hand drawn frames, giving the dinosaur his iconic charm. 
the film introduced several fundamental techniques ahead of its time, weight, keyframes and emotional nuance influencing early animators like Walt Disney and warner bros, paving the way for future studios.

[image: Steamboat Willie - Wikipedia]

The Golden age:
the industrialization of animation - this era spans from the 1920s to the 1960s where the history of visual story telling gets interesting, key studios like Walt Disney, Warner bros, Metro Goldwyn Mayer are established as dominant forces within the entertainment industry. Characters still popular today like Bugs bunny, Donald duck emerge becoming powerhouse icons of film and animation (arguably) to this day, this is the era where animation started to evolve from a disposable novelty into a more significant art form, emotional storytelling, character acting, refined animating techniques leading to the development of the “12 principles of animation” :
· Squash and Stretch
· [image: Squash and Stretch: The 12 Basic Principles of Animation | Animation Mentor]Timing and motion
· Anticipation 
· Staging
· Follow through and overlapping action. 
· Pose to pose action. 
· [image: My 12th favourite: cursed Simpsons screenshots - Funny post - Imgur]Slow in and out
· [image: 12 Principles of Animation - Squash and Stretch]Arcs
· Exaggeration 
· Secondary action
· Solid drawing 
· Appeal



[image: The 12 Principles of Animation: Essential Techniques for Animators][image: STRETCH & SQUASH - DELVIEW MEDIA ARTS]These techniques showed people and the film industry the potential of building worlds, characters in a new creative and innovative way inspiring future animators for generations.
A significant breakthrough of the time was synchronized sound in animation, most associated with Steamboat Willie (3), cementing an icon of Disney, Mickey Mouse and demonstrated how music, movement, and character performance complement each other to create emotional engagement with the viewers.
[image: First And Foremost: The Significance Of "Steamboat Willie" - Animation Scoop]
 Over time other studios such as Warner Bros. would develop their own style focused on exaggerated slapstick humour, fast paced episodes, and expressive character animation through Looney Tunes from talented animators Chuck Jones and Tex Avery.
[image: You Should Watch Old Looney Tunes, the Best Thing on HBO Max | GQ] [image: HBO Max Brings Back Bugs Bunny And The Looney Tunes Gang In Classic Style]v

I might not be a massive Disney fan today, but I would be ignorant to look past what was established during this time.
The Golden Age had laid the foundation for modern animation and visual effects and established many of the artistic, technical, and cinematic principles still used in digital animation today, proving that animated films could do things live action could not.


Perspective & cinematic techniques: 
Perspective and cinematic techniques would grow to become an essential part of making any animated film creating a stronger sense immersion and grounding the audience in the movie for an emotional experience. animators would further refine their techniques incorporating ideas from live action movies people gained a better sense of camera angles, lighting, composition and bringing depth to these animated worlds providing a cinematic experience not seen then. 
[image: Snow White and the Seven Dwarfs (1937) - Lucille La Verne as The Evil  Queen, The Witch - IMDb]
The use of linear perspective would be a commonly used trick in helping create the illusion of a three - dimensional space within two - dimensional drawings, backgrounds painstakingly painted by artists would complement these methods leaving a better overall emotional impact and could give control better control of the audience should feel and could give a  grand sense of scale and atmosphere. A major innovation during this period would be the multiplane camera developed by Bill Garity (4) at Walt Disney Studios,
This would separate the background into multiple layers that could all be moved at different speeds to create and sense of vastness, a realistic sense of depth and camera motion. 
[image: Bambi - What's On - Bristol24/7]
[image: ]these techniques would also be seen during movies like Snow White and the Seven Dwarves, Sleeping beauty and Bambi.
The Rise of Visual effects
As movies became more popular so did the demand for spectacle this marked a major turning point in the special effects of film and animation history, animators and filmmakers were looking to innovate in new and exciting ways to create images and VFX that could not be normally captured by normal cameras,  new visual effects were emerging Animators and filmmakers  around were using practical effects and experimenting with these methods from the late nineteenth and early twentieth centuries and still used this day.
[image: 4 Shots From 4 Films: Celebrating Double Exposure | Through the Shattered  Lens]
[image: The Magic of Matte Painting – Its Long History and Film Examples | CineD]

[image: Weta's BLADE RUNNER 2049 Miniatures Are Mind-Bogglingly Detailed - Nerdist]
[image: King Kong - Wikipedia]




these interesting new methods were double exposure, matte paintings, miniatures and most notably stop motion animation all ways to create different illusions on screen.
[image: The magical films of Georges Méliès make him a name to conjure with -  Apollo Magazine]
George Melies (5) was one of the earliest pioneers of visual effects in movies demonstrated by his editing, camera manipulation immersing audiences in the visual fantasy. As the technology developed, stop motion would be most influential practice in early VFX, particularly through the works of Ray Harryhausen, who brought iconic monsters and freaks to life meticulously frame by frame in such films like King Kong and Jason and the Argonauts. During the 1970s and 1980s, filmmakers were looking for more ways to take advantage of new technology, motion control cameras, and computer technology would transform the VFX industry forever, especially through a well-known film by a director called George Lucas “Star Wars” introducing these complex space battles, detailed puppets and  miniature effects for the purpose of cinematic realism which revolutionized the film market and changed movies forever. 


CGI revolution:
The dawn of CGI transformed animation and visual media by introducing computer generated graphics as a new method of creating believable and realistic effects, environments that felt alive and in-depth character models within the new era of digital media.
 [image: Frankly it blew my mind': how Tron changed cinema – and predicted the  future of tech | Movies | The Guardian] [image: A lone Gunstar - the two-man interceptor from The Last Starfighter  [1024x1024] : r/StarshipPorn]
Before CGI animators would toil away relying on hand drawn animation, practical effects and stop motion, all of which consumed a large amount of time, a large amount money and a ton of labour and effort to get a project done in time on a strict deadline.
During the late twentieth century CGI made massive leap in technology improving computer generated rapidly over time, allowing creators to experiment with digital imagery, this led to the most technological rise in cinematic history. A few examples of early CGI in cinema were TRON, The Last Starfighter which demonstrated a new creative potential which wasn’t seen in cinema at this point it was impressive despite the primitive tech. Environments and effects generated at a more efficient rate and cheaper and seemingly no end to the capabilities from creators be although still limited at the time due to processing and rendering capabilities. Ahead of time a new and groundbreaking movie called Jurassic Park (6) releases, 
a story where Alan Grant and Ellie Sattler, along with Ian Malcolm, are invited to a new theme park featuring genetically cloned dinosaurs on a remote island. When a security fails, predators are set free and run loose, the visitors must survive a terrifying escape from the island the film boasted a remarkable level of detail and impressive quality, digital creatures seemingly brought to life through CGI, combining practical effects and computer-generated renders blending them in perfectly with the live action footage 
[image: Jurassic Park (franchise) - Wikipedia] [image: Jurassic Park (1993) - IMDb]
The CGI revolution became popular with audiences and more influential throughout media especially after the release of Pixar’s Toy Story, a fully digital animated feature film a first of its kind. CGI animation would rely on modelling, rigging, rendering and use a special virtual camera system to experiment with, creating environments and characters within a computer-generated digital space. The technological development changed had altered production completely, which allowed filmmakers greater control over their work. CGI also progressed to new possibilities of realism and immersion this technology could curate. Real-world physics, shadows, and movement could simulate better and quicker than previous animation techniques. As technology continued to improve, films pushed CGI further into realism and motion capture and performance capture systems allowed human performances to be captured perfectly and to be refined and polished further with time.
However, people will say that the CGI revolution has changed the artistic identity of animation and filmmaking itself,  there are some critics that argue that the decline of hand-drawn animation lowered the quality and stylisation associated with traditional norms and techniques, others believed CGI did the opposite and help expanded creative freedoms allowing artists to create more complex and detailed worlds and characters. Eiter way it is here to stay, and CGI now dominates modern animation, filmmaking, gaming influencing media from everyday blockbuster cinema to virtual and interactive worlds through modern gaming. The CGI revolution represents not only our technological advancement as people but also a major shift in how we see and feel stories, characters, music perceived by modern audiences. 

Conclusion:
In conclusion, the history of animation and visual effects can demonstrate to us how far we have come technologically, innovation, artistic drive and creativity have and will continue to influence and push forward this fascinating evolution of visual storytelling, and I still don’t know what to expect despite a barrage of bad movies. From the earliest ideas of expression of motion to the early development of hand-drawn animation techniques, cinematic perspectives and ideas, practical and digital effects, and CGI which is still moving forward at a rapid rate, each new era introduced new ways for creators and animators to engage with audiences on an emotional and visual level. Early pioneers such as Eadweard Muybridge or Winsor McCay established the foundation of character movement while the Golden Age of animation established a new potential in cinema and transformed the medium into a brand-new cinematic art form through stories, the blending of music sound and animation, refined the principles for an efficient workflow of that time. Perspective and filmmaking techniques moved animation further forward by creating greater depth of realism, believable environments, and a level of immersion you do not get anywhere else.
Although animation technology has grown and changed over time, many of the core principles developed are still utilised and remain essential to this day I am learning it right now. Overall, I believe animation can reflect the ongoing relationship between people, art, and technology, showing us, the true capabilities of our passion continuing to adapt and create more immersive, expressive, and emotionally engaging experiences for future generations. I am hopeful of the future of animation It all stumbles into place.
Top of Form
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