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production planning, 282, 290 
projection speed for, 32 
track analysis, 93-95, 97, 206, 207, 

332
track building, 86-88 
track layout and mixing, 89-93, 98, 

332
See also lip sync; music 

Sound Blaster (software), 368 
SoundEdit 16 (software), 90, 91, 

92-93, 128, 345, 368 
sound effects, 84, 86-87, 93, 207 
sound treatments, 83 
spacing guides, 183, 187, 188 
special effects

computer-generated, 130, 133 
in cutout animation, 64 
motion picture, 42, 44 
in pixilation, 78-79 
sound tracks, 89, 93, 207 

spectral sensitivity, 340 
speed

of computers, 378-81, 382, 389-90, 
397

data transmission and, 266 
film projection, 26, 32-33, 57, 73, 

303, 309, 338 
film  stock, 340 
in pixilation, 78-79 
video playback, 57, 73

Spin Panorama (software), 275 
Splash (software), 362-63 
splicing

audio, 333-34 
film, 39, 46, 334-38 

splines, 237, 245 
spotlights, 240 
spring-wind motors, 302 
squash, 187, 241, 243 
squawk box, 97, 337 
Starevitch, Ladislas, 154 
Stellavox, 333
stop-motion animation, 43, 51, 53-56, 

109, 159-61
stop-motion capture animation, 261, 

264
stopwatches, 325 
story

in cutout animation, 59-60 
in paint-on-glass animation, 146 

storyboarding, 100-105, 106, 207 
digital, 43, 104-5, 108-13 
in production planning, 279, 280, 

287, 290 
of sound, 85-86 

story treatments, 279, 287 
Strata, 359, 396 
Streamline (software), 233 
Street Kids International, 370-71 
stretch, 187, 241, 243 
strobe effect. See flu tte r 
StudioPro (software), 359 
studio system production, 206-9 
Sullivan, Beth, 256 
Sun Microsystems, 271, 377 
super 8mm cameras, 301-11, 315,

316, 317-18, 328, 331 
sound-on-film technology, 332, 

335, 338
super 8mm film, 26, 39-40, 178, 303, 

342
superimposition, 121, 131, 304 
SuperPaint (software), 356 
Swain, Mark, 295
synchronization, 81, 83, 93-94. See 

also gang synchronizers; lip sync 
SyQuest, 386 
Szasz, Eva, 122

Takahashi, Drew, 419 
tape recorders, 89, 332-33 
Taylor, Jennifer, 128, 129, 130, 135, 

139
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TCP/IP, 266 
TeleVirtual, 261
television, 42-43, 128, 178, 250-51 

cel animation for, 209-10 
digital, 267
as distribution outlet, 412-13 
high-definition, 251, 253 

Terry, Paul, 172 
tessellation, 237
texture, 143-44, 195, 235, 237-39 
thaumatrope, 18-19 
Théátre Optique (Paris), 21-22 
Thinkfish Productions, 243 
35mm film, 30-31,35-36 
Thomas, Frank, 172 
3-D Animation Pro (software),

244-49, 359
three-dimensional images 

animation techniques, 150-61 
character animation and, 384-85 
computer-generated, 8-9, 44, 

234-49, 379-80 
software programs, 358-61 
virtual reality, 274 

3-D Studio Max (software), 360 
throbbers, 267, 269 
Tic-Tac-Toon (software), 361, 363 
tilting, of camera, 121 
time/frame charts, 26 
time-lapse animation, 72-75, 79, 150, 

316
time layout window, 136, 141, 367 
tim ing

digital animation, 225 
line and cel animation, 180-83, 204 
three-dimensional animation, 241, 

243
timing charts, 180, 181
titles, film, 128, 132, 133-34
Toon Boom Technologies, 362, 363
toplighting, 315
Toy Story (film), 44, 238, 241

track analysis, sound, 93-95, 97, 206, 
207, 332

tracking shots, 121 
transitions, between shots, 104 
traveling scenes, 200 
tripods, 38, 121, 315, 316 
Trnka, Jivri, 154, 156, 157 
Tunis, Ron, 82, 173 
Turner Entertainment, 261 
24 beat, 183
two-dimensional animation software, 

362-63
Tyrlová, Hermina, 154

Ultimatte (video tool), 251 
UNIX operating system, 374, 377 
UPA Studios, 212

Vargo Studios, 417
variable shutters, 38, 121, 303, 304
variable speed settings, 38
Varsanyi, Frenc, 50
vector images, 8, 357
Vidal, Yves, 377
video, 138, 250

broadcast resolution, 231-32 
as distribution medium, 46, 412 
editing software, 363, 366 
playback speed, 57, 73 

video capture, 165-66, 390 
videocassette recorders, 165, 394 
video editing cards, 390-91, 394 
viewers, film, 39, 333, 334-35, 336 
viewfinder systems, 305 
Viewpoint Datalabs, 237 
Vinton, Will, 153 
Virgien, Norton, 205 
virtual reality, 273-76, 356 
viscous-damped compound, 122-23, 

124, 314

visual stutter, 57
visual thinking, 3-4, 13, 103
voice-over narration, 84, 88
voice tracks, 84, 85, 88, 94-95
VRAM, 383, 386
VRML, 264, 272, 274, 351

Wallach, Peter, 79 
Walt Disney Studios, 101, 103, 171, 

238, 366 
Ward, Jay, 417 
Warner Brothers, 209, 396 
warranties, 300 
Wasilewski, Zenon, 154 
waveform editors, 89, 92 
waveforms, 85, 89, 91, 93 
Waves, 367
Web animation, 265-77 
Wild Brain Studios, 385 
wild tracks, 331-32, 334 
Wilkosz, Tradeusz, 50 
Will Vinton Studios, 153 
W indlight Studios, 261 
Windows computers. See PC platform 

computers
wire frame rendering, 242 
wire frame tests, 107 
work prints, 335 
World Wide Web, 251, 264-77

xerography, 135, 213

Zeman, Karel, 154 
zeroed out, 178 
zoetrope, 20-21
zoom lenses, 38, 121, 305, 307-8, 309, 

338
zooms, 121, 128, 129-30, 313
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