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The storyboard panel border is always a plain old rectangle,
so keep your drawings filled with lively angles to
prevent them from flattening out.

Whenever possible, keep the characters and background
elements OFF of the horizontal and verticall
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Think of what you're drawing as a real object
that has weight, roundness and depth.
When drawing rounded shapes, emphasize
and exagerrate the curves. Use construction
lines to trace the forms all the way around.
It all helps your drawings pop out

of the flat page or screen.
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SPONGEBOB BURGERKING COMMERCIAL -- *
Storyboard commentary in RED

by storyboard artist Sherm Cohen
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" Because it opens with a Right-to-left
pan, the scene starts on the far

| right side of the page. This panel is

' blank because the director cut the

. extra pose out of the board.
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can.see from the faint marks around SpongeBob
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| drew his pose on a separate paper
pasted it on top of a xeroxed background

(_Q’MH poft)

This image (below) is a Point-of-View shot (POV); This image is
a closer view of the painting as seen from SpongeBob's

point of view. The pattern starts with Spongebob looking

at the painting in 5c.2/Panel 3, then we see what he sees in

the image below...
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The point-of-view shot is “resolved” by cutting
back to the character who's looking. This tells
us that we're no longer seeing things “through their eyes”

MNote that SpongeBob's eyes now shift away
from the painting and toward Patrick

CwupisT PAINTING of C?:r.w;@“a-‘s:;& SBob Looks Spettieal

e ANSon: Action:
Dialoa: </ ,hi?lz:'}«:ﬂm. i i pialoa: S Wﬂ}.\!‘((é ﬂﬂwcfj Disloa: —_ py7 17 0 DEFNT
__F; ez RE ALYy Lﬁaxa LB aE,
- 1 S THIS pote e
- TS "START 20SE" i e
o D vea [\ MBS CREATER (OVTRAST @ BzomESTURNIER
GTWEEn IRTRCE'S ' bicae e Quicay " Sug
EXORESSON (., r'd %S Thom QeNSie
| 1 1% “‘A"" +E:K$ITED .

PAT Dons HiS CHN

Action:

It CovAPS HU Finsepc
Action: TN Looks Like he'S GoT

AN 1DEA
Scene (‘7 CONTRgngl 13 Sug = CONFRgl o Siig
Notice that there's more dynamic

angles in this panel (compared to Panel A) | drew SpongeBob from behind in these two panels
Those maore dynamic lines of action
create a contrast that makes
the scene more effectwe

because | didn't want to give away the joke in the next scene.
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“Hook up tells the animators to match Patrick’s —
first pose to his pose in the previous panel.
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If you're going to draw a gag or something funny,
make sure to get your “camera” close enough
to really see it!
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Notice that the horizon line is much lower in
this close-up; It's important to make the
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to avoid what is called a“jump cut”
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background different from one scene to another
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