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Introduction

This research aims to shed some light on the relationship between
animation and contemporary theatre. It is oriented in two directions;
one that involves reading and analysing sources and the other is due to
having been part of a team repeatedly working in the creation of the
performing arts. In the 2rst respect, I engage with the work of theatre
scholars, such as Patrice Pavis (1999, 2000), Christopher Baugh (2005)
and Steve Dixon (2007), whose studies extensively cover the
relationship between theatre and the new technologies. However,
exclusive content about theatre and animation has not been so easy to
2nd, although I have followed Teri Silvio’s work (2010) on animation and
performance, which has been continued by Paul Manning and Ilana
Gershon (2013), as well as texts by Lynn Tomlinson (2013) and Malcolm
Cook (2013).

To illustrate some of the issues present in this article and provide a
practical view of them, some experiences, processes and outcomes of
the play Dot will be described. In Valencia, Spain, the children’s play
Dot was performed for the 2rst time in 2013 by the Valencian theatre
company Maduixa Teatre.[1] This was a multidisciplinary project that
combined dance, theatre, illustration and animation. Under Joan
Santacreu’s direction, Maduixa Teatre started its artistic career in
2004 in Sueca (Valencia), offering both street and indoor performances
for the general public.[2] In 2006, the troupe professionalized with
their show Maniatics, which led the group to consolidate itself as a
company in 2008. In 2011, Maduixa launched the Consonant show,
receiving a Feten award in 2012 for new audiovisual technologies for
the new stage proposals. With the intention of growing and working on
new disciplines, the company strengthened its main values, to combine
theatre, dance, plastic arts, new media, careful staging and a solid
performance. A resolute investment in this research work consolidated
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the group, de2ning its own language.

Dot, directed by Juan Pablo Mendiola, was also staged by a team coming
from different artistic disciplines. Choreographers, musicians, dancers
and animators started the project by creating a play focused on
children’s audience. The play is currently on tour in Spain and France.
For this production, a completely digital set design was made using a
transparent screen scrim onto which animated graphics were
projected, and with which the actors-dancers interacted. The play was
inspired in the work of conceptual and minimalist artist Sol LeWitt, and
all of the animated graphics were based on points, lines and simple
geometry.

The challenge now is to discover how animation is expressed through
theatre, and to accomplish this, examine the history of theatrical
projection, as well as the early days of animation and 2lm to provide an
understanding of how this heritage has been transferred to 2lm and
theatre.

First performative projections

The use of projection in theatre goes back several thousand years, as
the 2rst expression of these projections can be situated in the
ceremonies of puppets and shadows. The most sophisticated tradition
of this art form was developed in China and Indonesia, but there is a
lack of evidence to show the exact origin within these countries. Their
origins are also full of myths and controversies, but in an attempt to
shed some light on the matter, Fan Pen Chen (2003) collected a number
of different theories. According to Chen, a

less shadowy theory subscribes to an origin among the nomadic tribes of Central Asia.

It links the characteristics of this theatre to the culture of the Turkish tribes there […]

The use of Iat 2gures made of leather, felt, paper, cloth or bark by the nomadic tribes of

Central Asia may have been related to their shamanic religious practices” (p. 29).

Those practices may have travelled along the old trade route between
China and Russia. Centuries later these traditions were extended to
India, southeast Asia and China, with roots that go deep into native
cultural traditions. Trade routes facilitated export to North Africa and
later to Europe.

Around the 17th century, shadow theatre began to spread across
Europe, and it was the Italians who began to develop these shows but,
as Iglesias (2008) maintains, with some differences; for instance, they
were known as “Chinese shadows,” and were smaller and built of other
materials such as wood, cardboard or metal. The small 2gures were
dispossessed of their ancestral religious and mythological origins to be
used with a satirical sense in Europe. During the second half of the
18th century, the puppeteer Dominique Séraphin created his Ombres
chinoises et jeux arabesques du Sieur Séraphin, breveté de Sa Majesté,
the most successful shadow theatre in Europe, which was set up in the
Palais Royal in Paris. After the disappearance of Séraphin, the theatre
was closed only to be reopened years later by Rodolphe Salis in the Le
Chat Noir. These performances were also introduced into music halls



and vaudevilles, as individual artistic shows, but despite the efforts of
their creators, shadow theatre never had the popularity it enjoyed in
the East. This failure to become popular was also due to the appearance
of the magic lantern in theatre. The magic lantern uses the same
principles as the camera obscura; that is, its light passes through a set
of specially-arranged lenses and mirrors to project a thumbnail image.
Since the 17th century, then, the magic lantern was used in travelling
shows as well as in theatres, where the technology gradually became
more sophisticated by incorporating better lenses and the most
powerful sources of illumination, which improved the quality of the
projection. A number of tricks were also incorporated to give the
impression of movement. In the late 18th century the Belgian Robertson
introduced the most popular kind of magic lantern show called
phantasmagories, an entertainment show that recreates the spectre of
socially and politically recognized deceased people like Rousseau,
Voltaire, or Marat. The assemblies performed by Robertson were very
popular and helped improve different types of technical projections,
including rear-screen projections, projection on substances or the
incorporation of mobile elements. Like the shadow shows, the magic
lantern and other inventions to enhance performances would be seen
in theatres but also at little shows like music halls and vaudevilles.

The industrial era produced countless inventions for use in the
performing arts and entertainment, many of them being gimmicks
seeking to surprise the public through magic, illusions and amazement.
These inventions sparked new forms of creation and encouraged their
inventors, who were the artistic creators in many cases, to improve
those inventions at the same time. This tension between artistic
creation and invention, and this need to recreate imaginary worlds and
interpret reality, fostered the appearance of the inventions that were
to revolutionize the world of representation during the 20  century,
the cinematographer and the camera, which would lead on to cinema,
animation and photography.

In 1914, Winsor McCay jumped from the pages of comics to the screen
with Gertie the Dinosaur, one of the earliest 2lms fully conceived with
drawing-by-drawing animation techniques. McCay himself, like many
other cartoonists, took part in some small vaudevilles called “chalk talk,”
at which the audience could listen to the performers’ discourses while
enjoying their live drawings. On February 8 that same year, McCay
introduced his production at the Chicago Theater Palace. He was
wearing a dinner suit and held a whip in his hand, with the screen only
showing a picture of a rocky landscape. After the order “Gertie will
come out of that cave and do everything I tell her to do,” a shy female
diplodocus appeared in the scene and started to obey McCay’s orders.
This show was made with McCay’s re2ned art, but with the sole
intention of surprising and entertaining the audience, became the
undisputable benchmark for animation, theatre and interaction for
several different reasons. From the point of view of animation, the
quality of the cartoon character was undeniable – Gertie was the 2rst
cartoon character who demonstrated feelings and personality.
Furthermore, her creator contributed to the animation process with
some techniques that would be followed by many cartoonists in the
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future, even though McCay’s main contribution with this vaudeville
was to create (albeit without realizing it) the 2rst interactive play.

Any study dedicated to animation will place McCay and more
speci2cally Gertie the dinosaur as a founding event of animation as a
medium, but this fact is not only situated as an important milestone for
animation. Steve Dixon (2007) highlights two developments that begin
this interrelationship between image and performance in the early
20th century: American dance pioneer Loïe Fuller’s experiments with
projected 2lm on her diaphanous robes, and Gertie the Dinosaur
performed by Winsor McCay. Similarly,  Cook (2013) argues that
animation, “by any de2nition, begins with a performance. This is
equally true of animation’s history as it is of any individual 2lm’s
production” (n.p.). The 2rst of our questions arises here, the
contribution made by McCay’s animation was extraordinarily well
developed by the artists who succeeded him, but why did the
performative side fall into oblivion? And it also leads us to sympathize
with the questions that Tomlinson (2013) explains in her text. She asks,

why has it taken one hundred years for the combination of live performance and

animation to Iourish, as it seems to be now? Is it just that advances in projection and

digital manipulation of images, and more accessible and inexpensive technologies have

led to a boom in these mixed-media performances? Or does it represent a shift in

de2nitions, and a blurring of the sharp distinction between the live and the pre-

recorded?” (n.p.).

Winsor McCay was facing an art that was still unaware of its potential,
and he did it without complexes or prejudices, with an instinctive
playful sense, showing the most performative part, the essence of
animation in a live show. The cartoonist’s experiment was expected to
overstep the physical limits of the screen and, at the same time, the
intangible boundary between 2ction and reality, an extrasensory
experiment that only got its entire meaning on stage, in the moment of
the acting. At the same time he was inheriting from those small shows
where artists showed the public their inventions and artistic creations.
Perhaps the answer to the question lies in his own words when he
addressed his colleagues at a 1927 dinner in his own honour. McCay
said, “Animation is an art. That is how I conceived it. But as I see, what
you fellows have done with it, is making it into a trade. Not an art, but a
trade. Bad Luck!” (qtd. in Langer 2005, p. 149). McCay’s sentiment
stemmed from the fact that around 1910, animation started to become
an industry, and not a solely artistic endeavour. This new industry was
centred in New York, which offered the best opportunities and
production systems, according to Bendazzi (2007). The systematization
of production methods and professionalization of the sector started,
where little by little the rules were increasingly dictated by Hollywood,
and in which the animator’s techniques were more directed towards
technical prowess and virtuosity than to transgressing the boundaries
of the medium or 2nding new ways of relating to the environment or
representation. In the process, the playful character and
experimentation initiated by the early pioneers were lost forever and
the era of the hegemony of the big screen and big blockbusters was
heralded in.



Current Panorama[3]

As I have stated, the commercial interests of the nascent 2lm industry
fractured the performative possibilities of animation, but while this
occurred in animation, theatre began to undergo a number of
transformations, which have continued throughout the 20th century,
straying from the traditional pillars it was based on, due to avant-garde
artists and authors such as Brecht, Piscator, Kantor, Ionesco or Beckett,
who have inIuenced the contemporary theatre scene. Theatre has
explored and continues to explore all the narrative and conceptual
possibilities. In fact, today the boundaries between disciplines seem to
have dissolved. According to Pavis (2007), the development of
technologies has affected concepts like interaction and the fusion of
artistic genres. In this context, then, we have found different artists
that work on animation for performance in different ways. We can
distinguish between those animators who create animation for their
own performances and those who have been part of a theatrical
production team.

In the 2rst case there are artists like Kathy Rose, Miwa Matreyek,
Dandypunk and the Japanese collective Enra. They have all become
heirs to the tradition of vaudeville, which was so characteristic of the
early 20th century, showcasing the performers’ artistic skills and
inventions in front of a small audience in order to entertain and amaze
them, but also for them to reIect upon. Rose condenses her most
creative work between the 1970s and the 1990s. She started working on
short 2lms such as Pencil Booklings (1978), Mirror People (1974), and
The Doodlers (1975), but soon begun combining dance, animation and
performance, becoming an authentic pioneer of this kind of mixed art.
She explores the projection of animated elements on the volume of her
body and face, interacting with different animated characters that co-
exist with abstract textures to achieve suggestive effects. Her best
known performed plays are Primitive Movers (1983), Queen of the
Fluids (2004), or Opera of the Interior (2015). Her non-linear work
concentrates on performance-video spectacles and installations, with
inIuences from symbolist art and Japanese Non theatre. Her themes
border on absurdity and the unconscious in performances where she
herself is the main protagonist of her shows with the choreographies
she herself creates.

Rose describes the magic of performative animation, stating that

in the live event, we are more prepared to wait for what happens because we are there,

and there is suspense, an excitement in the reality of the performer being there, live on

the spot. And anything that occurs integrating two-dimensional imagery seems

impossible, hallucinogenic, and is therefore riveting” (qtd. in Sporn 2011, n.p.).

Rose has toured extensively in live performance throughout the United
States and Europe. She is now Master Lecturer at the California
Institute of the Arts and the Philadelphia College of Art.

Miwa Matreyek is a young artist who, like Kathy Rose, comes from the
most experimental side of CalArts. She builds her own particular
graphic universe in short 2lms, performances and installations where
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her own shadow body is fused with her colourful animations. Although
she has had a short creative career, her production in recent years has
been soared, with internationally acclaimed short 2lms like Panorama
City (2009) and Lumerence (2012), performances like Dreaming of
Lucid Living (2007), Myth and Infrastructure (2010) and This World
Made Itself (2013), and installations like Light City (2009). In her work
she uses lavish animation, as well as digital collages and the silhouette
of her own body. Matreyek reIects on humans and their environment,
about the origins of life and the power of nature. Matreyek creates a
poetic environment, full of expression and visual richness. Her staging
is sometimes naïve, sometimes dark, and is not short on visual and
technical challenges, sometimes daring to employ advanced projection
techniques such as video-mapping.

Joel Sebastian similarly employs cutting-edge technologies in his
performances. He uses the stage name “Dandypunk,” and creates
performances in which he mixes video-mapping and animation with
acrobatic dance movements, demonstrating great agility in his
movements and acrobatics. Indeed, he worked with the Cirque du
Soleil for many years. In The Alchemy of Light, Dandypunk projects
animations and real images on props, walls and his own body, thereby
creating a real three-dimensional feel. Despite the technological basis
of his creations, his style is warm and friendly, with fantastical imagery
– bucolic and gothic universes that blend the magic of animation and
the alchemy of light. The Enra Collective also creates numerous plays,
performances and dance, applying graphics and animation mixed with
sophisticated digital interactivity in their staging. Their latest work,
entitled Pleiades, combines two dancers working with lightning
animations.

The other references that we have focused on are animators who have
worked for theatrical productions. William Kentridge is a South African
artist that has delved into the performance aspects of animation. His
beginnings were in cinema, where he worked as art director and even
creating animated 2lms. His passion for theatre led him to join the
Junction Avenue Theatre Company, where he remained a member
from 1975 to 1991, and just a year later he began to collaborate with the
Handspring Puppet Company, where he worked as an actor, director
and scene director in plays like Woyzek, Fausto and Ubu Rey.His
artwork is closely linked to the effects of post-colonialism in South
Africa, emphasizing racial disharmony and the apartheid laws.
Although this inIuence is not directly illustrated in his work,
Kentridge works in metaphors from building issues that question the
human condition. In theatre he has implemented the use of animation,
puppets and volumetric screenings. His animation style is
accomplished with pastels and crayons, which Kentridge deletes and
then 2lms again, achieving an effect of continuous metamorphosis and
transformation of his drawings. He is internationally known for his
particular vision of Mozart’s Magic Flute for La Monnaie (Royal Opera
House, Belgium, 2005).

Similarly, 1927 is a theatre company from the United Kingdom, whose
winning and best-known artworks are The Animals and Children Took



to the Streets and Between the Devil and the Deep Blue Sea. The
company was founded in 2005 by writer, performer and director
Suzanne Andrade, with illustrations and animations by Paul Barritt. Her
artwork is specialized in combining performance and live music
with animation and 2lm to create magical 2lmic theatre. Andrade’s
style is clearly inIuenced by the artistic and theatrical avant-garde
currents, especially Surrealism, Constructivism and Expressionism. The
staging by Neil Coppen (actor, writer, director and designer in Durban,
South Africa) for the piece Tree Boy should also be considered. Set in
the South Africa of the 1960s, this shows tells the story of Ben, an
eleven-year-old boy whose mother dies. His father, unable to cope with
the loss, starts drinking. Father and son move from a farming area to an
industrial town, and hope is born again through the example of the life
cycle of trees. The show is a mixture of real action and projected
animation, between the reality and fantasy of Ben, who seeks solace in
an overgrown forest. Real and animated shadows are mixed to show the
different levels from reality to an imaginary world. All these references
have been chosen for their graphic and conceptual quality and for
their contribution to animation and performance.

In the following sections I will examine further the hybrid area between
animation and performance. As 2lm animation has been widely studied,
theatre animation does not have that theoretical soundness, so the
comparison between the two media – performance and 2lm – can yield
some ideas that will help us to better understand the theatrical
medium itself.

Theatre vs. cinema

The inIuence of cinema on theatre and of theatre on cinema has been
quite apparent from the technical and narrative point of view. The
beginning of cinema had a strong theatrical aspect, due to the staging,
subject matter, actors’ interpretive styles, the frontal camera or even
representational spaces. The evolution of 2lm language was,
nevertheless, gradually moving away from these common origins to
acquire an entity and style of its own. The editing techniques,
interpretation styles, the two-dimensional projection on the screen,
the prerecording projection and the audience all go to make the
perception of the 2lm very different from the way of making and
perceiving theatrical plays.

Time

The running time of a 2lm is unchangeable, it comes from pre-
recorded photosensitive surface whereas theatrical time is lax – it can
be expanded or contracted. The temporary treatment of theatre is
considerably different to that of 2lm. Thus, whereas in theatre time is
subjected to linearity, in the case of 2lm edition techniques introduce
continuous jumps in time like Iashbacks or Iashforwards, ellipsis,
simultaneous action effects or temporary contractions and dilatations.
But nowadays many of these concepts are being incorporated into
theatre looking to break away from traditional logic.

Presence



Two-dimensional 2lm actors are projected on the screen, their
presence frozen in time and unchanging. However, the theatre actor
breathes, smells, can improvise, and can even make eye contact with
the audience. In the 2rst case, the actor’s indexical presence would be
de2ned by the idea developed by Barthes, in which the record is the
evidence that something had been in front of the camera, which
becomes a witness of that one moment and thereafter becomes a
footprint of what was there. The recorded body becomes immortal and
comes alive in each viewing, or in any case is a statement that at the
time of recording there was life. Conversely, Herbert Blau (1982),
theatrical director and theorist, argues that the stage actor is dying
every second he spends in front of the viewer.

Ephemeral nature

The performing arts, theatre, dance and performance arts are
ephemeral. According to Pavis (1992), the work, “once performed,
disappears for ever. The only memory which one can preserve is that of
the spectator’s more or less distracted perception” (p. 65). The visual
memory of each spectator, as the only way of preserving that
performative act, never will be repeated exactly the same and not even
a recording may maintain the true spirit of the play. However 2lms
remain intact at each viewing.

The viewer

Members of the 2lm audience are hidden, in that the boundary
between the audience and the image is enclosed by the screen; thus,
no direct interactivity is possible between the audience and the
screen. On the other hand, the theatre spectator attending a show
participates in a communion from the very beginning, in which each
viewer will mix with other attendees and the communion is made
evident in the moments of applause and cheers. In this respect, the
theatre-goer is far more active and vulnerable, since it is a
performance where unexpected events can happen.

Focus

The theatre-goer is also subjected to a set of spatial rules where what is
seen is real (in the sense of being a live performance), open and
continuous. According to Itziar Zorita (2010), in cinema, focus of the
gaze is guided by the camera and editing, which are both decisions
made previously by the 2lm’s director. In theatre, the viewer has the
ability to divert his or her attention from the main action and can
spend time watching a detail, an attitude and so on – the theatre
spectator may choose his own framing. The 2lm viewer is subjected to a
partial, seemingly-arbitrary and induced focus, whereas the theatrical
spectator can organize what he sees.

Fi lm animation vs. performative animation

This study also has also found signi2cant differences between 2lm
animation and performative animation, which affects not only the
working methods and relationships with the production teams, but also
the exhibition and perceptions of this kind of art.



The interactive animation modes, historically, have been neglected, as
it is a topic that deserves further development. In addition this
research builds on the work mode designed by the team of the
Maduixa Theatre Company: the theatrical animation on its own,
outside of the total performance, has no dramatic or expressive value.
Without the rest of the parts, and without the presence of the actors or
dancers, theatrical animation can only become imbued with meaning
during the live show, in the present time shared with the live
audience. Furthermore, the animator who undertakes a theatrical
project works a posteriori, and outside of the context of performance,
the work will seem incomplete.

Unlike a 2lm animator whose performance guidelines are and self-
de2ned and who provides character and an acting style from the
dramatic conditions set upon his characters, the theatrical animator is
dependent upon on the actors’ or dancers’ actions, and thus the
animation will be adapted to this acting. The results of theatrical
animation will always be incomplete because in any case these actions
will be completed by the live actor, whereas in cinematic animation,
the animated characters complete the action. A theatrical animator’s
work is thus more closely linked to the team, creating
interdependencies between its members. Actors or dancers require
the animated elements to provide credibility to their interpretation of
the material; at the same time, the animator requires the actions of the
dancers to give meaning to the animation. Thus, the work of the
animator is incomplete for two reasons; namely, because there are
elements that the animator cannot control (because they come from
the needs of drama) and also because the animation depends on the
work of the dancers to acquire all its interpretative fullness. The
relationship between dancers and animation can be initially
mechanical and clumsy, and requires further work for dancers make
the movements of the graphic elements their own.

The entire process requires a fully integrated work by the team, and
the animator’s work bene2ts from the dramatic work carried out in
rehearsals. Thus, the work grows and reaches full integration and
Iuidity. Where the 2lm animator imposes character and interpretation
with his animation characters, the theatrical animator is guided by the
synchronization between the actor’s choreography and the music.
Moreover, the importance is not in the animated elements, as in 2lm
animation. In theatre, the movement of these elements may be the
causes that make reactions in the actor or the consequences of their
movements and gestures giving the feeling of interactivity. It is a
choreographic and interpretive job of the actors or dancers.

Theatre teams of this nature are interdisciplinary and the different
component 2elds include stage directors, choreographers, performers,
musicians and artists. This type of team, despite being from diverging
disciplines, needs to be very compact, and there must be dependency
relationships among all the components as their jobs are interlinked. 
The musician creates compositions from the dramatic work and
choreography; dancers have to work with a musical reference; and the
animator also needs acting references. This becomes a very cohesive



Figure 1: Storyboard for Dot

chain in which a continuous and perfect synchronization and
communication between work teams is necessary. Sometimes
communication is not simple, however, as a variety of different codes
are used between the different members, so it is necessary to generate
“languages” to ensure understanding of the dramatic rhythm and
aesthetic work. A story board from the animation team can help to
determine the graphical style and the composition (Figure 1). In this
particular case, the story board was insuf2cient to carry out the timing
of the animation, and so it became necessary to work with recordings
that show the spatial, temporal and musical references of the action. To
better determine the action and timing it is possible to use other kinds
of documents or schemes that can clarify the communication between
the director and the animator (Figure 2).

Writing and workIow

Since the 1970s, there has been an internal shift in the modes of
production of performing arts. Dramatic work not only revolves around
a prede2ned text as in the Aristotelian tradition, but triggers further
languages and strategies based on interdisciplinary processes and
contents. This is a concept in which the visual is imposed upon the
textual, where writing is a process and in which media and technology
have a speci2c weight in dramatic construction. Pavis (2000) thus
argues that the new media technologies create a crisis for the notion of
staging and no-one can speak of a homogeneous message controlled by
an individual creator that ensures consistent aesthetics, but rather a
transformation of practice into a scene as the staging. In practice, this
promotes a ‘meeting’ (that is, a dialogue) between different
subjectivities, different formats and different ways of perceiving,
designing and building the world. Moreover, in the scenic
transformation that has taken place in recent times, one important
element that has intervened is the use of technology. According to
Chiel Kattenbelt (2008), media changes and co-relations between
media have resulted in new forms of representation; new
dramaturgical strategies; new principles of structuring and staging
words, images and sounds; new ways of positioning performing bodies
in time and space; of creating time-space relationships; of developing
new modes of perception; and of generating new cultural, social and



Figure 2: Schemes provided by stage director

psychological meanings. All these changes have led to the dramatic
construction to be undertaken in the performance space itself. Zorita
similarly argues that

work builds on the performance space and in that space-time is where all the materials

are sorted, tested and rebuilt. Consequently, there are new forms of work processes.

Visual artists begin to form a fundamental part of the group and the creative process.

The stage becomes an experimental workshop where actors work together with all the

technological devices from the beginning of the process. It works directly on a

technical structure without postponing the end of the creative process” (Zorita, 2010).

To create Dot (as well as Consonant and Harket Protocolo[4]), stage
director Juan Pablo Mendiola created a 2rst draft based on
improvisation with just the actors, which allowed him to work on
creating the characters, the relationships among them and the
situations that guide the evolution of these characters. At the same
time, dramatic and physical games were carried out to exploit the use
of technology. This process took about three weeks and was recorded
on video. The choreographer, who works according to the lines that
have been drawn, comes in midway through this process. In this 2rst
part the music has not yet been composed, so it is necessary to work
with similar rhythms of music until the composer can complete the
2nal piece. It is in these more contoured and de2ned parts where the
stage director, choreographer and dancers begin to work in earnest in
different working sessions. All of these sessions will be recorded on
video as reference material for animators and musicians. From this
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Figure 3: Dot, Maduixa Teatre

work comes the 2rst dance sketch, where the animation begins
working (Figure 3). They will work with the 2nal musical piece and the
reference video. Until this moment the dancers have worked blind, the
elements that they interact with do not exist. The dancer’s movements
and the rhythm become the key to integrating the animation that is
made on the basis of the video-recording.

Once each piece of animation has been completed, the actors must
coordinate their movements to the graphic animation. This period is
very important and lengthy; it will be performed during the rehearsals
but is supplemented in the performances where actors-dancers will be
fully inside their role. Tthe actors’ work becomes, in effect, double-
blind, because they can never see themselves inside the graphic
environment, and nor do they have a frontal, or audience-eye view of
their performance, and thus do not have a real-time experience of
their integration with the animation.

DOT

Dot is a play aimed at children between 4 and 7 years old, with a simple
plot but offers lighter or more mature interpretations depending on
the age of the viewer, as in this age bracket children require different
stimuli. Dot is the story of Laia, a girl whose job it is to keep a white wall
clean, but who receives an unexpected visit from an intruder, Dot. Dot
has a playful personality, is something wild and with wonderful powers,
and encourages Laia to undertake a journey full of fantastic episodes,
which, as in the initiation stories, will become a different person. The
work mixes dance and acting, plus an animated graphical environment
where characters interact with each other. Although there is
interpretation, the dialogues are kept to the minimum necessary for
the play to make sense.

Dot initially appears by placing a point on the wall, which the girl
desperately tries to clean, but the stain begins to move, creating a line.
This line is driven by Laia’s movements, and is then transformed into a
wave, with which Laia plays, to the rhythm of the music. But it is Dot
who creates the magic going on behind the screen – the scrim screen,
a projection with a black background and background lights, immerse
the characters within an imaginary graphic world. The little girl,



untrusting but curious, begins to tell Dot how important it is to keep
the wall clean and asks what her name is, but Dot does not speak. She
falls asleep and Dot enters her dreams and whispers her name. From
that moment on, the little girl is taken away by the fondness she feels
for her new friend, going through different graphic emotions and
experiences that will return her renewed to the real world. Before Dot
wakes up, the little girl offers her her own point of light – the magic
object to put on the wall.

The show was inspired by the work of minimalist artist Sol LeWitt, who
already had an intervention in the world of acting and dance in Dance1,
performed at the Brooklyn Academy of Music in December 1979. This
well-known and award-winning work was directed by Lucinda Childs,
with music by Philip Glass, and narrated by Sol LeWitt himself, and was
re-released in 2011. The 2lm was projected on the dancer’s bodies on
stage, via a drape hung at the front of the stage, and consisted of a large
geometric grid on which the dancers performed. The difference in
scale between the real dancers and the ones projected, as well as the
repetitive movements and music by Glass, created a spectacular
performative pattern coupled directly with the minimalist current of
previous years.

Though the 2lmed and the live dances were synchronized, they
seemed at times to be two different activities, each evoking radically
different sensations. The great discrepancy in scale between the 2lm
and the actual dance was primarily responsible. Since the 2lmed
dancers appeared ten times larger than the actual ones, the 2lm had
considerably greater presence than the comparatively Lilliputian live
performance. Indeed, the actual dancers seemed less real than their
photographic images.” (Caniglia 2011, n.p.).

In Dot, the essence of LeWitt’s work can be seen in the use of minimal
graphic forms like the point and line as well as a reduced colour pallet.
The in2nite combination of these simple elements and the purity of
these forms confer sobriety, expression and poetry to the play.

The projection

Projection, in theatre, has a long history, as previously discussed. In
contemporary theatre, there are three main projection techniques:
opaque front projection screen, front projection with transparent
screen, and back projection with a translucent screen, although other
special screening processes are also possible, such as video-mapping
or projection on gaseous or liquid substances. In Dot, the chiffon drape
technique was used, with a 6m x 2.90m screen placed in the centre of
the stage, with front projection. This technique works in different ways
depending on the lighting conditions that are employed on stage:

1. Front projection and lighting in front of the screen (Figure 4).
Although the screen is transparent, such treatment renders the
material opaque, so that the display itself is con2ned in space as though
on a wall. The negative side of this is that the shadows cast by the
performers will be projected on the screen if they are situated near it.



Figure 5: Front projection and lighting behind the screen

2. Front projection and lighting behind the screen (Figure 5). By
lighting from behind the screen, it is transparent, especially when it
absorbs all the light that there is, using dark colours like black and not
illuminating the screen directly at the front or the rear.

Figure 4: Front projection and lighting in front of the screen

Thus the stage was spatially conceived to facilitate the visual
metaphors – events close to reality took place in front of the scrim, and
behind it, the two actors were seen immersed in a graphic universe
that enveloped them; this is where the magic brought by Dot, and the
subjective universe of Laia takes place.

Episodes

The animation performed for Dot was carried out by means of digital
media, using keyframes with interpolation for the movement of objects,
and many special effects like particles were employed. It was
performed on a 1024 × 469 pixel screen, which corresponded
proportionally to the actual projection screen size. The work is divided
into musical pieces interspersed with acting. The work merges
moments of interpretation and dance, up to a total of 12 musical
moments. The graphics and animation played a more prominent role in
these musical moments. Some of them are described below. In the
moment of the wave (Figure 6), a line is hit by Laia and becomes a wave,
which is driven by the girl and moves to the beat of the music. This is
the 2rst moment where the drape/chiffon effect appears: at 2rst, the
line is black on a white background and then it is inverted (white on a
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Figure 6: Waves and points

Figure 7a: Laia’s dream

black background) so that the characters are visible behind it. The two
characters play with these graphic waves throughout the piece of
music and the coloured dots multiply as they also appear in sync with
the rhythm of the music.

As the two characters play the music piece during which the graphic
waves multiply, coloured dots also appear in sync with the rhythm of
music.

In Laia’s dream moment, she dreams about the objects that obsess her
in the play – a whale, a skateboard, an alarm clock. Laia is placed in
front of the screen, and the objects leave her head and fall to the
ground. Dot interacts with them and whispers his name to Laia. Dot
then sneezes, and all the objects hover around, creating an arch above
them. The leading characters move this chaotic construction of objects
that revolve around them, and as their dance advances, the objects
disappear. The use of the silk scrim and the mask tricks used in the
animation create an immersive musical experience, in which the
objects literally surround the dancers (Figures 7a and 7b).



Figure 7b: Laia’s dream

Figure 8a: Doors

In the musical number “Doors” (Figures 8a and 8b), a series of doors are
opened, prompting the characters to enter fantasy worlds: a world full
of eyes, a cave, a storm, spiders’ webs or a starry universe, among other
things. Laia and Dot go in and out of these worlds through the doors,
and the musical number ends in the 2rmament.
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Figure 8b: Doors

Figure 9a: Musical video

 

 

In this sequence, Laia and Dot’s movements suggest a music video,
accompanied by geometric elements forming textures and
backgrounds that blend together to make an abstract work of frenetic
musical entertainment, with the choreography represented in front of
the screen (Figures 9a and 9b).

Figure 9b: Musical video 

 

Conclusions

As argued earlier, the birth of animation was intimately linked to
performance, but the creation of the cinematographic industry will
end up discovering other possibilities for animation. However, theatre
has explored the limits of representation and currently hybrid teams
exist in many companies. Today, the boundaries between  disciplines
are fading, partially due to new technologies, as these allow some

http://journal.animationstudies.org/wp-content/uploads/2015/11/Zornoza-Figure-9b.png


performers/artists to use live animation using new technologies such
as video-mapping or other projection techniques. These performances
explore the possibilities of animation with body and movements, with
surprising results. Animation thus contributes to the creation of new
languages, stage strategies and relationships with actors and dancers
that are not only considered a level of scenography on which to place
or contextualize the action, but which give rise to the generation of
dramatic situations.

Children’s theatre, with its need for simple and direct messages, thus
becomes a special case. Animation can generate virtual universes
where the dancers’ bodies mix with the animation to create a new
visual language. These creations are unique to each performance and
their effect is better understood when witnessed live. On the other
hand, animators are an integral component of an interdisciplinary
team, where each member is an essential part of the scenic creation.
The members not only intervene at the end of the process, but are an
active and evolving part of the project.

The way in which these animators’ work has special conditions that
differ greatly from the process of 2lm animation. But nevertheless, this
kind of animation offers a new sphere for animated experimentation. In
theatre and the performing arts, students and professionals can 2nd
new platforms to take advantage of the possibilities of interaction
between animated pictures and words and dance and interpretation.

Performative animation is presented as a format with endless
possibilities, and not in vain these practices have been introduced in
educational environments, where the students are asked to record
their bodies and then interact with them. As Tomilson (2013) asserts,

performance with our digital double allows both performer and audience to transcend

our corporeally based understanding of the ‘live’ and enter into the realms of ‘magic

[…] In order to be successful, the performance requires the audience’s suspension of

disbelief, the essential desire to be fooled, in short, a desire to enter a liminal

experience somewhere between the cinematic and the theatrical” (n.p.).

Dr. Beatriz Herráiz Zornoza is an Assistant Professor at the Universitat Politècnica de

Valencia, in Spain.

References

Baugh, Christopher (2005). Theatre, performance and technology: the
development of scenography in the twentieth century. New York.
Palgrave Macmillan

Bendazzi, Giannalberto (2003). Cartoons: One hundred years of cinema
animation. Madrid: Ocho y medio.

Berkowitz, Joe (2012). “Pixar’s John Lasseter weighs in on art and
technology.” Fast Company, May 29. Retrieved from
http://www.fastcocreate.com/1680857/pixars-john-lasseter-weighs-
in-on-art-and-technology

Blau, Herbert (1982). Take up the bodies: Theatre at the vanishing
point. Bloomington: University of Illinois Press.

http://www.fastcocreate.com/1680857/pixars-john-lasseter-weighs-in-on-art-and-technology


Caniglia, Julie (2011). Dancing in “Sol LeWitt’s Expanding Grid.” Walker
Art Center blog. Retrieved from
http://blogs.walkerart.org/visualarts/2011/02/17/sol-lewitts-
expanding-grid/

Chen, Fan Pen (2003). “Shadow theatres of the world.” Asian Folklore
Studies (62): 25-64.

Cook, Malcolm (2013). “The performative origins of animation.”
Animation Studies 2.0. Ed. Nichola Dobson. Retrieved from
http://blog.animationstudies.org/?p=492

Dixon, Steve (2007). Digital performance: A history of new media in
theater, dance, performance art, and installation. Cambridge, MA: MIT
Press.

Iglesias, Pablo (2007). De las tablas al celuloide: Trasvases discursivos del
teatro al Cine Primitivo y al Cine Clásico de Hollywood. Madrid:
Fundamentos.

— (2008). “Tentativas para una sistematización del uso de audiovisuales
en la puesta en escena.” Acotaciones 20 (January-June): 47-82.

Kattenbelt, Chiel (2008) “Intermediality in Theatre and Performance:
De2nitions, Perceptions and Medial Relationships.” Culture, Language
and Representation 6 (2008): 19-29.

Langer, Mark (2005). “Winsor McCay: The Master Edition (Review).”
The Moving Image 5 (1): 149-153.

Morales Astola, Rafael (2003). La presencia del cine en el teatro. Sevilla:
Ediciones Alfar.

Manning, Paul and Ilana Gershon (2013). “Animating interaction.” HAU:
Journal of Ethnographic Theory VOL (no): 107-137.

Muñoz, Adolfo and Beatriz Herráiz (2013). “Harket Protocolo, un
proyecto de video mapping escenográ2co.” Ed. Sendema. Retrieved
from http://aniavisuales.blogspot.com.es/

Pavis, Patrice (1992). Theatre at the crossroads of culture. Trans. Loren
Kruger. London: Routledge.

—. (1999). Teatro Contemporáneo: imágenes y voces. Santiago: Libros
Arces-Lom.

— (2000). Las escrituras dramáticas contemporáneas y las nuevas
Tecnologías. Aesthetik der Inszenierung. Frankfurt: Suhrkamp.

— (2007). La mise en scène contemporaine. Paris: Armand Colin.

Saltz, David Z.  (2001). “Live media: Interactive Technology and theatre.”
Theatre Topics 11 (2): 107-130.

Silvio, Teri (2010). “Animation: The new Performance?” Journal of
Linguistic Anthropology 20 (2): 422-438.

http://blog.animationstudies.org/?p=492
file://gfs/Home$/Staff/ratellea/Settings.profile/MyDesktop/Amy%20SAS%20working%20docs/Retrieved%20from%20http:/aniavisuales.blogspot.com.es/


 PREVIOUS NEXT 

Sporn, Michael (2011).  “Kathy Rose – Filmmaker/Performance Artist.”
Michael Sporn Animation Splog. Retrieved from
http://www.michaelspornanimation.com/splog/?p=2668

Tomlinson, Lynn (2013). “Animation and performance.” Animation
Studies 2.0. Ed. Nichola Dobson. Retrieved from
http://blog.animationstudies.org/?p=555

Zorita Agirre, Itziar. (2010) Teatro Contemporáneo y Medios
audiovisuales: primer acercamiento teórico. PhD thesis, Arts
Escèniques Universitat Autònom a de Barcelona.

NOTES

[1] https://vimeo.com/79154716

[2] http://www.maduixacreacions.com

[3] We have collected a sample of many of these artists on a board on
pinterest, which we like to share with everyone who is interested in
this subject. You can follow us on
http://www.pinterest.com/bettyhey/animation-theatre-and-
performance/

[4] For further information, see Muñoz and Herráiz, “Harket Protocolo,
un proyecto de video mapping escenográ2co.”

© Beatriz Herráiz Zornoza

Edited by Amy Ratelle

Posted in Beatriz Herráiz Zornoza - Dot: Animation in theatre for children,
Volume 10 Tagged animation, audiovisual scenography, children, motion
graphics, performance, theatre

LEAVE A
REPLY

Search…

Volume 14

Qing Sheng Ang – A painting-
inspired approach to develop
exploration in 3D animation
visual style

Adriana Navarro-Álvarez –

ARTICLES

http://blog.animationstudies.org/?p=555
file://gfs/Home$/Staff/ratellea/Settings.profile/MyDesktop/Amy%20SAS%20working%20docs/REESCRITURA%20DOT%20ANIMATION%20IN%20THEATRE%20FOR%20CHILDREN_revised.docx#_ednref1
file://gfs/Home$/Staff/ratellea/Settings.profile/MyDesktop/Amy%20SAS%20working%20docs/REESCRITURA%20DOT%20ANIMATION%20IN%20THEATRE%20FOR%20CHILDREN_revised.docx#_ednref2
file://gfs/Home$/Staff/ratellea/Settings.profile/MyDesktop/Amy%20SAS%20working%20docs/REESCRITURA%20DOT%20ANIMATION%20IN%20THEATRE%20FOR%20CHILDREN_revised.docx#_ednref3
file://gfs/Home$/Staff/ratellea/Settings.profile/MyDesktop/Amy%20SAS%20working%20docs/REESCRITURA%20DOT%20ANIMATION%20IN%20THEATRE%20FOR%20CHILDREN_revised.docx#_ednref4
https://journal.animationstudies.org/category/volume-10/beatriz-herraiz-zornoza-dot-animation-in-theatre-for-children/
https://journal.animationstudies.org/category/volume-10/
https://journal.animationstudies.org/tag/animation/
https://journal.animationstudies.org/tag/audiovisual-scenography/
https://journal.animationstudies.org/tag/children/
https://journal.animationstudies.org/tag/motion-graphics/
https://journal.animationstudies.org/tag/performance/
https://journal.animationstudies.org/tag/theatre/
https://journal.animationstudies.org/samantha-haggart-nature-and-technological-innovation-in-the-films-of-iurii-norshtein/
https://journal.animationstudies.org/joao-paulo-amaral-schlittler-motion-graphics-and-animation/
https://journal.animationstudies.org/beatriz-herraiz-zornoza-dot-animation-in-theatre-for-children/#
https://journal.animationstudies.org/category/volume-14/
https://journal.animationstudies.org/category/volume-14/qing-sheng-ang-a-painting-inspired-approach-to-develop-exploration-in-3d-animation-visual-style/


Kijé: The Long Path of a Co-
Produced Animated Short
Film

Qing Sheng Ang – The
Introspective Merlion:
Transculturalism in
Singaporean Animation

Eli Boonin-Vail – Queer
Proteus: Towards a Theory
of the Animated Child

Eric Herhuth – The Animated
Will: Intelligent Movement
and Embodied Intentionality
in Character Animation

Elke Reinhuber, Hannes Rall
& Sebastian Pelz – Layered
Images

Steve Weymouth – Good
Robot, Bad Robot: Design for
Social Robots Based on the
Animation Principle of
'Appeal'

Carmen Hannibal –
Metamorphic Identity Over
Time: interpreting Priit
Pärn’s Some Exercises in
Preparation for Independent
Life

Melanie Hani, Roberta
Bernabei & Antonia Liguori –
The Good Hearts Model
(GHM): an investigation into
the extension of animation
therapy; the GHM method
with Digital Storytelling and
Jewellery

Cátia Peres – Liberated
worlds: Construction of
meaning in the universes of
Hayao Miyazaki

Maureen Furniss Award 2018

Jason Douglass – In Search
of a “New Wind”:
Experimental, Labour
Intensive and Intermedial
Animation in 1950s and 60s
Japan (winner)

https://journal.animationstudies.org/category/volume-14/adriana-navarro-kije-the-long-path-of-a-co-produced-animated-short-film/
https://journal.animationstudies.org/category/volume-14/qing-sheng-ang-the-introspective-merlion-transculturalism-in-singaporean-animation/
https://journal.animationstudies.org/category/volume-14/eli-boonin-vail-queer-proteus-towards-a-theory-of-the-animated-child/
https://journal.animationstudies.org/category/volume-14/eric-herhuth-the-animated-will-intelligent-movement-and-embodied-intentionality-in-character-animation/
https://journal.animationstudies.org/category/volume-14/elke-reinhuber-hannes-rall-sebastian-pelz-layered-images/
https://journal.animationstudies.org/category/volume-14/steve-weymouth-good-robot-bad-robot-design-for-social-robots-based-on-the-animation-principle-of-appeal/
https://journal.animationstudies.org/category/volume-14/carmen-hannibal-metamorphic-identity-over-time-interpreting-priit-parns-some-exercises-in-preparation-for-independent-life/
https://journal.animationstudies.org/category/volume-14/melanie-hani-roberta-bernabei-antonia-liguori-the-good-hearts-model-ghm-an-investigation-into-the-extension-of-animation-therapy-the-ghm-method-with-digital-storytelling-and-jewellery/
https://journal.animationstudies.org/category/volume-14/catia-peres-liberated-worlds-construction-of-meaning-in-the-universes-of-hayao-miyazaki/
https://journal.animationstudies.org/category/maureen-furniss-award-2018/
https://journal.animationstudies.org/category/maureen-furniss-award-2018/jason-douglass-in-search-of-a-new-wind-experimental-labour-intensive-and-intermedial-animation-in-1950s-and-60s-japan-winner-maureen-furniss-award-2018/


Iveta Karpathyova –
Rotoscoping Design for
Bodily Technique and
Interdisciplinary Research on
Animation as Embodied
Practice (runner-up)

Gary Wilson – The Glass
Canvas: Approaching Digital
Direct Under Camera
Animation (runner-up)

Volume 13

Pedro Serrazina – Narrative
Space: From Ozu to Paul
Driessen and Raimund
Krumme

Paritosh Singh – Animating
Indianness: A study of
assimilating Indian images in
a western narrative

Rachel Walls – Waterline: A
documentation of process &
interdisciplinary
collaboration between
tranSTURM and blackhole-
factory

Leila Honari – ReIecting on
Proto-Animation Techniques
in the Mandalic Forms of
Persian Traditional Arts

Volume 12

Tariq Alrimawi – Uses of
Arabic Calligraphy in
Religious Animated Films

Rose Bond – Poetics and
Public Projection: Layered
History, Redrawn Memory

João Paulo Amaral Schlittler
– Animation as a Transmedia
Interface

Lienors Torre – Persona,
Celebrity, and the Animated
Object

Cátia Peres – Out of Gravity:
Physics in animation and in
the 2lms of Hayao Miyazaki

https://journal.animationstudies.org/category/maureen-furniss-award-2018/iveta-karpathyova-rotoscoping-design-for-bodily-technique-and-interdisciplinary-research-on-animation-as-embodied-practice/
https://journal.animationstudies.org/category/maureen-furniss-award-2018/gary-wilson-the-glass-canvas-approaching-digital-direct-under-camera-animation-runner-up/
https://journal.animationstudies.org/category/volume-13/
https://journal.animationstudies.org/category/volume-13/pedro-serrazina-narrative-space-from-ozu-to-paul-driessen-and-raimund-krumme/
https://journal.animationstudies.org/category/volume-13/paritosh-singh-animating-indianness-a-study-of-assimilating-indian-images-in-a-western-narrative/
https://journal.animationstudies.org/category/volume-13/rachel-walls-waterline-a-documentation-of-process-interdisciplinary-collaboration-between-transturm-and-blackhole-factory/
https://journal.animationstudies.org/category/volume-13/leila-honari-reflecting-on-proto-animation-techniques-in-the-mandalic-forms-of-persian-traditional-arts/
https://journal.animationstudies.org/category/volume-12/
https://journal.animationstudies.org/category/volume-12/tariq-alrimawi-uses-of-arabic-calligraphy-in-religious-animated-films/
https://journal.animationstudies.org/category/volume-12/rose-bond-poetics-and-public-projection-layered-history-redrawn-memory/
https://journal.animationstudies.org/category/volume-12/joao-paulo-amaral-schlittler-animation-as-a-transmedia-interface/
https://journal.animationstudies.org/category/volume-12/lienors-torre-persona-celebrity-and-the-animated-object/
https://journal.animationstudies.org/category/volume-12/catia-peres-out-of-gravity-physics-in-animation-and-in-the-films-of-hayao-miyazaki/


Maureen Furniss Award 2017

Jacqueline Ristola – Realist
Film Theory and Flowers of
Evil: Exploring the
Philosophical Possibilities of
Rotoscoped Animation
(winner)

Jason Douglass – Artist,
Author, and Pioneering
Motion Picture Animator:
The Career of Helena Smith
Dayton (runner-up)

Volume 11

Peter Moyes & Louise
Harvey – She’s Not There:
When New Illusions Meet Ol’
Time RealTtime; Mo-cap,
Virtuality and Live Music
Performance

Ellen Rocha – Beyond
Materiality in Animation:
Sensuous Perception and
Touch in the Tactile
Existence of "Would a Heart
Die?"

Jacqueline Ristola –
Recreating Reality: Waltz
With Bashir, Persepolis, and
the Documentary Genre

Dirk de Bruyn – Re-
processing The Mystical
Rose

James Frost – Jan
Švankmajer: Film as Puppet
Theatre

Andi Spark – Pursuing the
Animatrix: Musings on
De2ning a Term to Describe
Woman-Centered Animation

Karen Kriss – Tactility and
the Changing Close-up

Timothy Jones – Rhythm to
Reliance: The Globalized
Discourse of Indian
Animation

https://journal.animationstudies.org/category/maureen-furniss-award-2017/
https://journal.animationstudies.org/category/maureen-furniss-award-2017/jacqueline-ristola-realist-film-theory-and-flowers-of-evil-exploring-the-philosophical-possibilities-of-rotoscoped-animation-winner/
https://journal.animationstudies.org/category/maureen-furniss-award-2017/jason-douglass-artist-author-and-pioneering-motion-picture-animator-the-career-of-helena-smith-dayton/
https://journal.animationstudies.org/category/volume-11/
https://journal.animationstudies.org/category/volume-11/peter-moyes-louise-harvey-shes-not-there-when-new-illusions-meet-ol-time-realttime-mo-cap-virtuality-and-live-music-performance/
https://journal.animationstudies.org/category/volume-11/ellen-rocha-beyond-materiality-in-animation-sensuous-perception-and-touch-in-the-tactile-existence-of-would-a-heart-die/
https://journal.animationstudies.org/category/volume-11/jacqueline-ristola-recreating-reality-waltz-with-bashir-persepolis-and-the-documentary-genre/
https://journal.animationstudies.org/category/volume-11/dirk-de-bruyn-re-processing-the-mystical-rose/
https://journal.animationstudies.org/category/volume-11/james-frost-jan-svankmajer-film-as-puppet-theatre/
https://journal.animationstudies.org/category/volume-11/andi-spark-pursuing-the-animatrix-musings-on-defining-a-term-to-describe-woman-centered-animation/
https://journal.animationstudies.org/category/volume-11/karen-kriss-tactility-and-the-changing-close-up/
https://journal.animationstudies.org/category/volume-11/timothy-jones-rhythm-to-reliance-the-globalized-discourse-of-indian-animation/


Sophie Mobbs – Intimate
Scrutiny: Using Rotoscoping
to Unravel the Auteur-
Animator Beneath the
Theory

Alan Cholodenko – The
Expanding Universe of
Animation (Studies)

Cinzia Bottini – The
Orchestration of Emotions in
Jerzy Kucia’s Animation

Rachel Walls – Abstract
Inclusion

Pedro Serrazina – Spatial
constructions: A
practitioner’s view of
animated space

Jane Batkin – Rethinking the
Rabbit: Revolution, Identity
and Connection in Looney
Tunes

Volume 10

Alan Cholodenko – The
Animator as Artist, The Artist
as Animator

Kay Kane – Animation as
Conservation: Classical
Values in Contemporary
Practice

João Paulo Amaral Schlittler
– Motion Graphics and
Animation

Beatriz Herráiz Zornoza –
Dot: Animation in theatre for
children

Samantha Haggart – Nature
and Technological
Innovation in the Films of
Iurii Norshtein

Terence Dobson – Norman
McLaren Beyond 100

Nichola Dobson – Dancing to
rhythm of the music:
Norman McLaren, the body

https://journal.animationstudies.org/category/volume-11/sophie-mobbs-intimate-scrutiny-using-rotoscoping-to-unravel-the-auteur-animator-beneath-the-theory/
https://journal.animationstudies.org/category/volume-11/alan-cholodenko-the-expanding-universe-of-animation-studies/
https://journal.animationstudies.org/category/volume-11/cinzia-bottini-the-orchestration-of-emotions-in-jerzy-kucias-animation/
https://journal.animationstudies.org/category/volume-11/rachel-walls-abstract-inclusion/
https://journal.animationstudies.org/category/volume-11/pedro-serrazina-spatial-constructions-a-practitioners-view-of-animated-space/
https://journal.animationstudies.org/category/volume-11/jane-batkin-rethinking-the-rabbit-revolution-identity-and-connection-in-looney-tunes/
https://journal.animationstudies.org/category/volume-10/
https://journal.animationstudies.org/category/volume-10/alan-cholodenko-the-animator-as-artist-the-artist-as-animator/
https://journal.animationstudies.org/category/volume-10/kay-kane-animation-as-conservation-classical-values-in-contemporary-practice/
https://journal.animationstudies.org/category/volume-10/joao-paulo-amaral-schlittler-motion-graphics-and-animation/
https://journal.animationstudies.org/category/volume-10/beatriz-herraiz-zornoza-dot-animation-in-theatre-for-children/
https://journal.animationstudies.org/category/volume-10/samantha-haggart-nature-and-technological-innovation-in-the-films-of-iurii-norshtein/
https://journal.animationstudies.org/category/volume-10/terence-dobson-norman-mclaren-beyond-100/
https://journal.animationstudies.org/category/volume-10/nichola-dobson-dancing-to-rhythm-of-the-music-norman-mclaren-the-body-and-performance/


and performance

Volume 9

Victoria Grace Walden –
Animation: Textual
Difference and the
Materiality of Holocaust
Memory

Alison Loader – Re:Animating
Moths

Raz Greenberg – Animating,
Ani-Morphing and Un-ani-
morphing of the
Evolutionary Process in Carl
Sagan’s Cosmos

Daisuke Akimoto – A Pig, the
State, and War: Porco Rosso

Steve Fore – Waliczky in
Wonderland: The Adventures
of Tom Tomiczky in the
Realm of Machinic Vision and
Bodily Engagement

Chris Carter – Digital Beings:
An Opportunity for
Australian Visual Effects

Kirsten Thompson – "Quick–
Like a Bunny!" The Ink and
Paint Machine, Female Labor
and Color Production

Volume 8

Dietmar Meinel – "Space:
The Final Fun‐tier” –
Returning Home to the
Frontier in Pixar’s WALL‐E

Brad Yarhouse – Animation
in the street: The seductive
silence of Blu

Heather L. Holian – Art,
Animation and the
Collaborative Process

Jane Shadbolt – Parallel
Synchronised Randomness:
Stop-motion Animation in
Live Action Feature Films

https://journal.animationstudies.org/category/volume-9/
https://journal.animationstudies.org/category/volume-9/victoria-grace-walden-animation-textual-difference-and-the-materiality-of-holocaust-memory/
https://journal.animationstudies.org/category/volume-9/alison-loader-reanimating-moths/
https://journal.animationstudies.org/category/volume-9/raz-greenberg-animating-ani-morphing-and-un-ani-morphing-of-the-evolutionary-process-in-carl-sagans-cosmos/
https://journal.animationstudies.org/category/volume-9/daisuke-akimoto-a-pig-the-state-and-war-porco-rosso/
https://journal.animationstudies.org/category/volume-9/steve-fore-waliczky-in-wonderland-the-adventures-of-tom-tomiczky-in-the-realm-of-machinic-vision-and-bodily-engagement/
https://journal.animationstudies.org/category/volume-9/chris-carter-digital-beings/
https://journal.animationstudies.org/category/volume-9/kirsten-thompson-quick-like-a-bunny/
https://journal.animationstudies.org/category/volume-8/
https://journal.animationstudies.org/category/volume-8/dietmar-meinel-space-the-final-fun%25e2%2580%2590tier-returning-home-to-the-frontier-in-pixars-wall%25e2%2580%2590e/
https://journal.animationstudies.org/category/volume-8/brad-yarhouse-animation-in-the-street-the-seductive-silence-of-blu/
https://journal.animationstudies.org/category/volume-8/heather-holian-art-animation-and-the-collaborative-process/
https://journal.animationstudies.org/category/volume-8/jane-shadbolt-parallel-synchronised-randomness/


Volume 7

Sara Álvarez Sarrat and
María Lorenzo Hernández –
How Computers Re-
Animated Hand-Made
Processes and Aesthetics for
Artistic Animation

Volume 6

Yen-Jung Chang – Strategies
for a Reduction to 2D
Graphical Styles in 3D
Computer Graphics with
Hybrid Aesthetics

Aimee Mollaghan – "An
Experiment in Pure Design:"
The Minimalist Aesthetic in
the Line Films of Norman
McLaren

Colleen Montgomery –
Woody's Roundup and Wall-
E's Wunderkammer

Hannes Rall – Tradigital
Mythmaking: New Asian
Design Ideas for Animation

Javad Khajavi – Decoding the
Real: A Multimodal Social
Semiotic Analysis of Reality
in Animated Documentary

Maria O’Brien – The Secret
of Kells (2009), a 2lm for a
post Celtic Tiger Ireland?

Nea Ehrlich – Animated
Documentaries as Masking

Pierre Floquet – Actors in Sin
City’s Animated Fantasy

Samantha Moore –
Animating unique brain
states

Shannon Brownlee –
Masculinity Between
Animation and Live Action,
or, SpongeBob v. Hasselhoff

Sheuo Hui Gan – The
Transformation of the
Teenage Image in Oshii

https://journal.animationstudies.org/category/volume-7/
https://journal.animationstudies.org/category/volume-7/httpjournal-animationstudies-orgsara-alvarez-sarrat-and-maria-lorenzo-hernandez-how-computers-re-animated-hand-made-processes-and-aesthetics-for-artistic-animation/
https://journal.animationstudies.org/category/volume-6/
https://journal.animationstudies.org/category/volume-6/yen-jung-chang-strategies-for-a-reduction-to-2d-graphical-styles-in-3d-computer-graphics-with-hybrid-aesthetics/
https://journal.animationstudies.org/category/volume-6/aimee-mollaghan-an-experiment-in-pure-design/
https://journal.animationstudies.org/category/volume-6/colleen-montgomery-woodys-roundup-and-wall-es-wunderkammer/
https://journal.animationstudies.org/category/volume-6/hannes-rall-tradigital-mythmaking-new-asian-design-ideas-for-animation/
https://journal.animationstudies.org/category/volume-6/javad-khajavi-decoding-the-real-a-multimodal-social-semiotic-analysis-of-reality-in-animated-documentary/
https://journal.animationstudies.org/category/volume-6/maria-obrien-the-secret-of-kells-2009-a-film-for-a-post-celtic-tiger-ireland/
https://journal.animationstudies.org/category/volume-6/nea-ehrlich-animated-documentaries-as-masking/
https://journal.animationstudies.org/category/volume-6/pierre-floquet-actors-in-sin-citys-animated-fantasy/
https://journal.animationstudies.org/category/volume-6/samantha-moore-animating-unique-brain-states/
https://journal.animationstudies.org/category/volume-6/shannon-brownlee-masculinity-between-animation-and-live-action-or-spongebob-v-hasselhoff/
https://journal.animationstudies.org/category/volume-6/sheuo-hui-gan-the-transformation-of-the-teenage-image-in-oshii-mamorus-the-sky-crawlers/


Mamoru’s The Sky Crawlers

Volume 5

Alison Loader – We're Asian,
More Expected of Us

María Lorenzo Hernández –
Through the Looking-Glass

Meg Rickards – Uncanny
breaches, Iimsy borders

Michael S. Daubs –
Subversive or Submissive?

Van Norris – Touching cloth

Volume 4

Adam de Beer – Kinesic
constructions: An aesthetic
ana

Alan Cholodenko – Animation
(Theory) as the Poematic

Max Bannah – Revolutionary
cels: The Sydney waterfront,

Paul St. George – Using
chronophotography to
replace Pe

Sheuo Hui Gan – To Be or
Not to Be – Anime: The
Controv

Volume 3

Alan Cholodenko – The
Spectre in the Screen

Amy Ratelle – Half-breed
Dog, Half-breed Film

Birgitta Hosea – TV 2.0

Laura Ivins-Hulley – The
Ontology of Performance in
Sto

Lynne Perras – Steadier,
happier, and quicker at the
wo

https://journal.animationstudies.org/category/volume-5/
https://journal.animationstudies.org/category/volume-5/alison-loader-were-asian-more-expected-of-us/
https://journal.animationstudies.org/category/volume-5/maria-lorenzo-hernandez-through-the-looking-glass/
https://journal.animationstudies.org/category/volume-5/meg-rickards-uncanny-breaches-flimsy-borders-jan-svankmajers-conscious-and-unconscious-worlds/
https://journal.animationstudies.org/category/volume-5/michael-daubs-subversive-or-submissive/
https://journal.animationstudies.org/category/volume-5/van-norris-touching-cloth/
https://journal.animationstudies.org/category/volume-4/
https://journal.animationstudies.org/category/volume-4/adam-de-beer-kinesic-constructions-an-aesthetic-analysis-of-movement-and-performance-in-3d-animation/
https://journal.animationstudies.org/category/volume-4/alan-cholodenko-animation-as-the-poematic/
https://journal.animationstudies.org/category/volume-4/max-bannah-revolutionary-cels-the-sydney-waterfront-harry-reade-and-cuban-animation/
https://journal.animationstudies.org/category/volume-4/paul-st-george-using-chronophotography-to-replace-persistence-of-vision-as-a-theory-for-explaining-how-animation-and-cinema-produce-the-illusion-of-continuous-motion/
https://journal.animationstudies.org/category/volume-4/sheuo-hui-gan-to-be-or-not-to-be-anime-the-controversy-in-japan-over-the-anime-label/
https://journal.animationstudies.org/category/volume-3/
https://journal.animationstudies.org/category/volume-3/spectre-in-the-screen/
https://journal.animationstudies.org/category/volume-3/amy-ratelle-half-breed-dog-half-breed-film/
https://journal.animationstudies.org/category/volume-3/birgitta-hosea-tv-20/
https://journal.animationstudies.org/category/volume-3/laura-ivins-hulley-the-ontology-of-performance-in-stop-animation/
https://journal.animationstudies.org/category/volume-3/lynne-perras-steadier-happier-and-quicker-at-the-work/


María Lorenzo Hernández –
Visions of a Future Past

Sheuo Hui Gan – The Newly
Developed Form of Ganime

Timo Linsenmaier – Why
animation historiography?

Van Norris – Taking an
Appropriate Line

Animated Dialogues

Cathryn Vasseleu – The
Svankmajer Touch

Cordelia Brown – Flowerpot
Men

Dan & Lienors Torre –
Recording Australian
Animatio

Dirk de Bruyn – Performing a
Traumatic Effect

Katharine Buljan – The
Uncanny and the Robot in
the Ast

Matthew Butler & Lucie
Joschko – Final Fantasy or T

Michael Broderick –
SuperIat Eschatology

Miriam Harris – How
Michaela Pavlatova both
incorporate

Paul Wells – Battle2elds for
the Undead

Peter Moyes – Behind the
Flash Exterior

Zhi-Ming Su – Reaching Out
to Touch

Adrian Martin – In the Sand
a Line is Drawn

Alan Cholodenko – (The)
Death (of) the Animator, or:
th

https://journal.animationstudies.org/category/volume-3/maria-lorenzo-hernandez-visions-of-a-future-past/
https://journal.animationstudies.org/category/volume-3/sheuo-hui-gan-the-newly-developed-form-of-ganime/
https://journal.animationstudies.org/category/volume-3/why-animation-historiography/
https://journal.animationstudies.org/category/volume-3/van-norris-taking-an-appropriate-line/
https://journal.animationstudies.org/category/animated-dialogues/
https://journal.animationstudies.org/category/animated-dialogues/cathryn-vasseleu-the-svankmajer-touch/
https://journal.animationstudies.org/category/animated-dialogues/cordelia-brown-flowerpot-men/
https://journal.animationstudies.org/category/animated-dialogues/dan-lienors-torre-recording-australian-animation-history/
https://journal.animationstudies.org/category/animated-dialogues/dirk-de-bruyn-performing-a-traumatic-effect/
https://journal.animationstudies.org/category/animated-dialogues/katharine-buljan-the-uncanny-and-the-robot-in-astro-boy/
https://journal.animationstudies.org/category/animated-dialogues/matthew-butler-lucie-joschko-final-fantasy-or-the-incredibles/
https://journal.animationstudies.org/category/animated-dialogues/michael-broderick-superflat-eschatology/
https://journal.animationstudies.org/category/animated-dialogues/miriam-harris-how-michaela-pavlatova-both-incorporates-and-rebels-against-the-czech-animation-tradition/
https://journal.animationstudies.org/category/animated-dialogues/paul-wells-battlefields-for-the-undead/
https://journal.animationstudies.org/category/animated-dialogues/peter-moyes-behind-the-flash-exterior/
https://journal.animationstudies.org/category/animated-dialogues/zhi-ming-su-reaching-out-to-touch/
https://journal.animationstudies.org/category/animated-dialogues/adrian-martin-in-the-sand-a-line-is-drawn/
https://journal.animationstudies.org/category/animated-dialogues/alan-cholodenko-the-death-of-the-animator-or-the-felicity-of-felix-part1/


Amanda Third & Dirk de
Bruyn – An Animated
Dialogue

Andrew Buchanan – Facial
Expressions for Empathic
Commu

Volume 2

Alan Cholodenko – (The)
Death (of) the Animator, or:
Th

Caroline Ruddell – Breaking
Boundaries

Gunnar Strøm – The Two
Golden Ages of Animated M

Leslie Bishko – The Uses and
Abuses of Cartoon Style in

Maria Lorenzo Hernandez –
The Double Sense of
Animated

Pamela Turner – Early
Connections Between Film
and Emer

Tom Klein – Animated Appeal

Volume 1

Marina Estela Graça –
Cinematic Motion by Hand

Pierre Floquet – What is
(not) so French in Les Triplet

WordPress Theme: Blogdot by TwoPoints.

https://journal.animationstudies.org/category/animated-dialogues/animated-dialogue/
https://journal.animationstudies.org/category/animated-dialogues/andrew-buchanan-facial-expressions-for-empathic-communication-of-emotion-in-animated-characters/
https://journal.animationstudies.org/category/volume-2/
https://journal.animationstudies.org/category/volume-2/the-death-of-the-animator-or-the-felicity-of-felix-part-2/
https://journal.animationstudies.org/category/volume-2/caroline-ruddell-breaking-boundaries/
https://journal.animationstudies.org/category/volume-2/gunnar-strm-the-two-golden-ages-of-animated-music-video/
https://journal.animationstudies.org/category/volume-2/leslie-bishko-the-uses-and-abuses-of-cartoon-style-in-animation/
https://journal.animationstudies.org/category/volume-2/maria-lorenzo-hernandez-the-double-sense-of-animated-images/
https://journal.animationstudies.org/category/volume-2/pamela-turner-early-connections/
https://journal.animationstudies.org/category/volume-2/tom-klein-animated-appeal-a-survey-of-production-methods-in-childrens-software/
https://journal.animationstudies.org/category/volume-1/
https://journal.animationstudies.org/category/volume-1/marina-estela-graca-cinematic-motion-by-hand/
https://journal.animationstudies.org/category/volume-1/pierre-floquet-what-is-not-so-french-in-les-triplettes-de-belleville/
https://wp-points.com/

	ANIMATION STUDIES
	BEATRIZ HERRÁIZ ZORNOZA – DOT: ANIMATION IN THEATRE FOR CHILDREN
	Post navigation
	ARTICLES



