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Lesson One
Animation and its Characteristics

Text

Abstract

B — AR TR T W BN T AT A — AR ARE, B — Fh B
ARFA B A B 5 BE A R A4 L RO 1 1 gl A 7 AR . BRAE A1 3 A D 3h
] SE T R E A LR ORI A DA B R A2 2% B ) AL

Animation comes from the Latin word animare which means to give
life to. This is what our animators do. They create characters and bring
them to life. Whether a spoon, a dog or a person, all characters take on
human mannerisms. In the English language animation is mostly associat-
ed with the work of filmmakers. Animation refers to the process in which
each frame of a film or movie is produced individually, whether genera-
ted as a computer graphic, or by photographing a drawn image, or by re-
peatedly making small changes to a model (see claymation), and then
photographing the result. When the frames are strung together and the
resulting film is viewed at a speed of 16 or more frames per second,
there is an illusion of continuous movement. Generating such a film is
very labour intensive and tedious, though the development of computer
animation has greatly sped up the process.

Now, people believe animation is good for:

e |llustrating processes.

e Describing things not possible in real world.

e Summarizing complex real —world events.
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Animation and Its Characteristics

New Words
Latin [leetin;(US)'leetin] n. B T i& string [strin] v, HEM—4R
animator [eenimerta(r)] ». ZhiE i illusion [1'lu:z(e)n] n. ZJAE 455
character [ 'keerikta(r)] n. A#¥) continuous [kan'tinjuss]ad;. E LM
mannerism [ 'menariz(e)mn. #%k J | intensive [in'tensiv] adj. IRFUK)
associated [ a'sauf1otid] adj. XK labour intensive I FHERL , TEER
frame [freim] ». #% . # pN: ()]
produce ['prodju:s] v. A= tedious ['tridies] adj. ZHRK)
individually [1ndr'vidjuali]adv. 4~ %l #b development [dr'velopment] n. % &
generate ['dzenarert] v. A= illustrate ['tlastreit] v. @
graphic ['greefik] n. EJE describe [di'skraib] v. #iif
image ['tmidz] ». B& summarize [ 'samaraiz] v. #¥%
repeatedly [ri'pi:tidit] adv. EE H#b complex [ 'kompleks; (US) kamp'leks]
model ['mod(a)l] n. BRI adj. 2K

1. Make judgements according to the text

(1)Animation comes from a Latin word.

(2)Now animation means a kind of film.

(3)Animation is good to describe something abstract.

2. Translate into Chinese

(1)Whether a spoon, a dog or a person, all characters take on human
mannerisms.

(2)Animation refers to the process in which each frame of a film or
movie is produced individually, whether generated as a computer graph-
ic, or by photographing a drawn image, or by repeatedly making small
changes to a model (see claymation), and then photographing the result.

(3) Generating such a film is very labour intensive and tedious,
though the development of computer animation has greatly sped up the
process.
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Animation and Its Characteristics

3. Translate into English

AR TR ER,

(/N B AN 2 AL T B XA
(D BIEM FRR BT HL T BT,
(DIFMHE— T X R LCEHRE.
) FE B N — £ B i .

(6) Zh i F A F0 5l 24 4% .

(7) W i 4 = 1 2l i A 7 B
4. Discussion

R AN B T TR
Reading

In French and Italian especially, “animation” takes on a further
meaning. It is linked to the activities of community workers, arts work-
ers and others, for example:

Using theatre and play as means of self —expression with community
groups., children and people with special learning needs (sometimes
called creative-expressive animation).

Working with people and groups so that they participate in and man-
age the communities in which they live (sometimes called socio-cultural
animation). Developing opportunities for pre-school and school-children
such as adventure playgrounds, toy libraries, outdoor activity centers,
and organized sports activities (sometimes called leisure-time anima-
tion).

Questions
(O FEZ EME KA Animation it FH A F X2
(2) v ] §5 22 40 2 1 Y fgo At 407

At B

5
e
#t
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Lesson Two
Animation History

Abstract

AXHENBTHBEERMERIL.

EFE LA K & B FRE A 5l 1 8 i 1 AR e 2 R BB B AR, A 7= T 58— 0
EENEEA HEERTSHARELNDEHE —KER, 20 it 30 A3
50 4L, R EARREETE) WKLY BT 60 FR HEHRUKN L R, SR
EAE T AIRER, 1977 £, BEEREERKBO T AR S FE, KSR M
EREMERENAMES ., Nt RS ERERE, AEFLNARBELFER
R .

The history of animation that most people are familiar with is the
Disney version. You can clearly see that to this point, there were many
people and studios that came before Disney. But, the infiuence of the
Disney animated films should not be understated. Disney designed a
character called Mortimer Mouse. He later changed the name to Mickey.
They produced two silent films with Mickey, but it was their third that
was actually released first. The third film was “Steamboat Willie”,
which not only made Mickey a star, but also was the very first sound car-
toon.

The Golden Age of animation is generally considered to be the period
between 1937 and the late 1950°s. During this time the studios produced
some of the best and funniest cartoons of all time. Disney continued to
make animated features, but also short cartoons with Mickey Mouse,



Donald Duck, Goofy.

In1960° s, people were staying home more for their entertainment
than going out. This created a new demand, but required a new kind of
studio, one that could produce a |lot more animation in much shorter
time. Televisions took off.

INn 1977, the world changed with “Star Wars”. This really ushered in
the age of the special effects movie. With the Star Wars films, ET, ani-
mation moved towards effects. Much like Disney did in the 1930’s, péoplé
invested a lot of energy and money into R & D, and greatly improved the
quality and quantity of animated visual effects.

Computer animation also took off. The original CG studios did anima-
tion for commercials, and flying logos for network TV. And as the com-
puter hardware dropped In price, newer CG studios came to take their
place. Studios like Pixar and Blue Sky began during this time. Also, in
the late 1980’s personal computers were pbecoming more capable, and the
first desktop CG animation tools started coming out. Most of today’s 3D
tools can be traced back to these programs.

Note
1. Pixar HERITEZE—IF
2.Star War BB
3.ET %2 A
4 R&D BRI
New Words

version ['va:[(e)n;(US) 'vezn] n. %3,
A, B RE

studio [ 'stju:rdrau; (US) 'stu:- ] n. L
fE=E

influence ['influens] n. B W, &R , Ak

understate [ Anda'stert] v. {f<FHL %, B

HIRE
release [ri'liis] v. B, &47
steamboat [ 'sti:mbout] n. ZEIKH
entertainment [ ente'teinment] n. &4k,
BARRE, KT
demand [dr'ma:nd; (US) di'meend]
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n. TR H B AR
usher ['Afo(r)] v. 518, B~ commercial [ke'ma:f(@)] n. J 3% . B H
invest [1n'vest] v. &% B

quantity ['kwonteti] n. (&
visnal ['vizjuel] adj. ¥ W
original [a'rid3in(a@)l] adj. BeWI Y, MLl

1. Make judgements according to the text

(1)Disney is the first animation producer.

(2)Steamboat is the first fllm with Mickey.

(3)Golden age of animation is between 1937 and 1950°s.

(4)In the 1960°s, TV animation show became popular.

(5)Computer has greatly improved the quality and quantity of anima-
ted visual effects.

logo ['lougeu; 'logau] n. ¥rik
trace [treis] v». B, &, ¥

2. Translate into Chinese

(1)The third film was “Steamboat Witlie”, which not only made Mick-
ey a star, but also was the very first sound cartoon.

(2)Disney continued to make animated features, but also short car-
toons with Mickey Mouse, Donald Duck, Goofy.

(3)In 1960’s, people were staying home more for their entertainment
than going out.

(4)And as the computer hardware dropped in price, newer CG studios
came to take their place.

(5)Als0, in the late 1980’ s personal computers were becoming more
capable and the first desktop CG animation tools started coming out.

3. Translate into English

(DORLE T hiERARERSE .

() AL E SR Bh B, T EL B K I 3K

(DHBEXRET NTEELZRHEEES I MARRERE,

(OFERBEREL N EESET L MARIEETRIL L.

(5) " E 3hil & RIBR.
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(7) 9 H 3hE i & e A REAR AL 1Y .

(B AL 218 Flash shiE , B S HAE =430 HE .

(Q)?@iﬁ@%ﬁ%ﬂ&iﬁ#ﬂ@]i’l\ﬁﬁmo

AOFEIEENFE MR BIRATEEZHAHFY I,

4. Discussion :

MO RshiE KBTS,

(OPt vt E RS .

(DOWBE A ANTEERBIE?
L

The future of animation is all about the Internet, broadband, moder-
ately budgeted features, uninhibited access of artists to production and
distribution. The future of animation is not in the major studios. It is in

all the independent studios that a'r‘e popping up and generating content.
The future is all about us and what we do.

broadband 7. FEAHH, S5 ER " uninhibited adj. TR
moderately adv. i JE #i distribution 7. &7

budget v. ZHWE pop up v. EA K
budgeted adj. {REERT, EERAZH '

Questions

WRIRRIN RIS RREIRK.



