optical illusion

visual component It’s an

SPACE —— The most complex



Due Sept 13 @ 11:59

* Photograph three examples each of the following visual story components
on space.

. (At least two shots with a
person)

. (At least two shots with a
person)

. (Must use a person in all
the shots)

. (Do NOT use a person)










Space is a beautiful illusion

Space
The most complex visual component

Width and height are tangible.
Depth is not.



4 Basic Types of SPACE

DEEP SPACE

FLAT SPACE

LIMITED SPACE

AMBIGUOUS SPACE




The illusion of a three-dimensional world on a two-dimensional surface.



Depth within the frame 1s an 1llusion

Five major conventions of Depth Perception are:
Convergence(the road);

Relative Size(near and far balls);

Density gradient (shade on left, lines on right);
Overlap;

Color












Emphasis on two dimensionality in a 2-D medium.

Emphasis on two dimensionality in a 2-D medium.









Moonrise Kingdom (2012), Wes Anderson
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Oldboy, 2005
Chan-wook Park




Limited Space is a specific combination of both deep and flat space cues.

The key to Limited Space is using surface divisions to separate the key objects we need to look at.

This is one of the hardest visual spatial components to follow.

Alfred Hitchcok and Ingmar Bergman were used it for many of their films..... Rear Window.... A tour-de-force of the use of limited space.



























Limited Space = Surface Divisions




Flat & Deep Space & Surface Divisions

“House of Flying Daggers” Yimou Zhang (2004)

WikY




Creates a state of confusion in the viewer




AMBIGUOUS SPACE

e How to create ambiguous space:
— Lack of movement
— Unfamiliar shapes
— Confusing tonal and textural patterns (camouflage)
— Mirrors and reflections
— Objects of unknown size
— Disorienting camera angles







Ambiguous Space
“Fl.gh’ Club” y David Fincher, (1999)




Contrasting Space

FLAT SPACE




Contrast and Affinity of Space

FLAT SPACE

DEEP SPACE
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PERSPECTIVE

How to control SPACE:
One-Point Perspective
Two-Point Perspective
Three-Point Perspective



One-Point Perspective

"

[NTE

"'If-."-“

One vanishing point.... That’s what that means.






Stanley Kubrick and One-Point Perspective




Limitless (2011) Neil Burger




TWO-POINT PERSPECTIVE

Two vanishing point off into the horizon.

Outside corner of a building. Flip it around... now it’s the Inside of a room



Two-Point Perspective

TWO POINT
PERSPECTIVE
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Three-Point Perspective




THREE-POINT PERSPECTIVE




Here’s an artist who LOVES three-point perspective.
Loves low angle shots. Low angel shots are a particular signature of his style of image making.



Tips to Control Deep Space

Vanishing points increase depth

More vanishing points create more depth










Using color to control Space

e Warm colors appear to advance

e Cool colors appear to recede




Color

Warm colors appear closer. Cool colors further away.

Wl =lcholelr)

Cool colors recede
Warm colors appear closer



Warm objects move forward,

Cool objects recede















Due Sept 13 @ 11:59

* Photograph three examples each of the following visual story components
on space.

. (At least two shots with a
person)

. (At least two shots with a
person)

. (Must use a person in all
the shots)

. (Do NOT use a person)
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A REMARKABLE NEW BALDEKER OF THE TOONS.
GARRY TAUDEAL. MEW YORN TIE'S BOOK AEVEW

What about an art form like comics? How do comics deal with the issues of Movement Time Inference
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AAGH”
THAT FLASH
IS BLINDING,

UNCLE

OM, HENRY S
PUT THAT CAMERA
AWAY, WILL
You?

AWW.,
LET HIM
BE, MOM
HE'S JUST

WELL, IF
OL' HENRY IS
GONNA HAVE MUCH
/MORE FUN, WE
MAY HAFTA
LOCK UP THE
WINE CELLAR.

SURE YOU
WANT TO MOVE
THERE,




IN SOME RESPECTS THIS PANEL BY ITSELF ACTUALLY <778 OQUR
DEFIN/77/C0/NV OF COMICS! ALL IT NEEDS IS A FEW GU77&ERS
THROWN IN TO CLARIFY 7THE SEQUE/NCE.

AAGH
THAT FLASH
1S BL/INDING,

UNCLE
HENRY/S

OH, HENKY S
PUT THAT CAMERA

AWAY, WILL
\l\.'()u 4

/" weElLIF N

OL" HENRY IS
GONNA HAVE MUCH
MNMORE FUN, WE

MAY HAFTA

LOCK UP THE

WINE CELLAR.

SURE YOU
WANT TO MOVE




AAGH
THAT FLASH
IS BLINDING,

UNCLE

HENRY

SMILE/

OW, HENRY S
PUT THAT CAMERA
AWAY, WILL

AWW,
LET HIM
BE, MOM
HE'S JUST
HAVING

\ \\ WINE CELIAR,

WELL, IF
OL' HENRY IS
GONNA HAVE MUCH
MORE FUN, WE
MAY HAFTA
LOCK UP THE

SURE YOU
WANT TO MOVE
THERE,
JED?

IN SOME RESPECTS THIS PANEL BY ITSELF ACTUALLY /78 OUR
DEFIN/77/ONV OF COMICS! ALL IT NEEDS IS A FEW GU77ERS

THROWN

IN TO CLARIFY THE SEQUE/VCE.

AAGH
THAT FLASH
1S BLINDING,

UNCLE

HENRY!

O/NE PANEL, OPERATING AS SEVERAL PANELS.

OH, HENKY S
PUT THAT CAMERA

AWAY, WILL
you?
AWW
LET HIM

FE, MO
HE'S JUST

V" wet,F N
OL” HENRY IS
GONNA HAVE MUCH
MORE FUN, WE
MAY HAFTA
LOCK UP THE
WINE CELLAR.

MHAIVINA,,

SURE YOU
PWANT TO MOVE
THERE,

— A{




IN A THE
MEDIUM WHERE STORYTELLER
TIME AND SPACE HAS SOME UNUSUAL
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http://www.drewweing.com/puppages/13pup.html
http://graphicnovel-hybrid4.peugeot.com/start.html

>How do the properties of a medium,

shape it's form and meaning?

>\What common properties do they share
and what are their significant
differences?







We can alter time. Jump from one point of time to another, from the desert to an Arctic mountain range.
We accept jumps in location as though turning the page of a book or as we do in our dreams.






