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Resumo

Senna, Marcelus Gaio Silveira de; Gamba, Nilton Gongalves. Concept Art:
Design e Narrativa em Animacdo. Rio de Janeiro, 2013, 172 p. Dissertagdo de
Mestrado — Departamento de Artes e Design, Pontificia Universidade Catolica do
Rio de Janeiro.

Concept art: design e narrativa em animacao tem o objetivo de investigar se
existe clareza nas fungbes que compreendem a atividade do concept art,
particularmente na relacdo entre design e narrativa. A motivacéo e objetivo geral
da pesquisa € ampliar o entendimento a respeito do campo e delinear melhor os
contornos da atividade. A referéncia para a construcao deste perfil é o cinema de
animacdo comercial norte-americano. Divide-se a pesquisa em trés partes. Na
primeira, faz-se uma investigacdo bibliografica sobre questGes etimoldgicas,
historicas e de linguagem pertinentes ao concept art. Na segunda parte, avalia-se a
posicdo do concept art na inddstria a partir de trés aspectos: como se difunde o
conhecimento a respeito do campo; o contexto de producdo do concept art no
esquema de grandes estddios; e quais as caracteristicas de producdo do concept
art a luz da metodologia projetual do design. A terceira e ultima parte concentra-
se no profissional da area, investigando o que a industria busca desse profissional
e 0 que ele pensa sobre concept art. Primeiro, analisa-se o relato de um concept
artist atuante na industria cinematografica norte-americana, para depois ouvir
profissionais que trabalham ligados a funcdo no mercado nacional. Concluiu-se ao
final deste trabalho que existe certa clareza nas fungGes que compreendem o
concept art, mas ainda ha a necessidade de se definir melhor estas funcgdes.
Exatamente por isso ndo se verificou consenso entre os profissionais entrevistados
na relacao entre concept art e narrativa, que neste trabalho julgamos como sendo a

base do campo.

Palavras-chave

Design; Animac&o, ilustracdo; concept art; cinema; industria da animacéo;

direcdo de arte.
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Abstract

Senna, Marcelus Gaio Silveira de; Gamba, Nilton Goncgalves. Concept Art:
Design and Storytelling in Animation. Rio de Janeiro, 2013, 172 p. Dissertacéo
de Mestrado — Departamento de Artes e Design, Pontificia Universidade Catolica
do Rio de Janeiro.

This work aims to investigate whether there is clarity on the roles that
constitute the Concept Art, especially with regard to the relation between the
design and the narrative. The motivation and main objective of this research is to
enlarge the understanding concerning the field and to define the contours of the
practice. The construction of this profile is based on North American commercial
animation movies. The research is divided into three parts. The first one illustrates
a bibliographic investigation about etymological and historical issues and the
specific language concerning Concept Art. The second part assesses the position
of the Concept Art in the industry from three aspects: how the knowledge
concerning the field is disseminated; the context of the Concept Art production
according to the major studios scheme; and which are the features of producing
Concept Art in the light of design projective methodology. The third and final part
focuses on the professional, investigating what the industry seeks and what the
professional thinks about Concept Art. Fist of all, it analyses the report of a
concept artist active in the North American film industry, and the professionals
related to the practice in the national market then. Finally, the conclusion of this
work is that there is certain clarity about the roles that constitute the Concept Art,
but it is still imperative to better define those functions. For that reason, there was
no consensus among the interviewed professionals concerning the relation
between Concept Art and narrative, which is, according to this work, the basis of
the field.

Keywords

Design, Animation, illustration, concept art, cinema, animation industry, art

direction.
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