


Paprika (2006), screenshots from movies

1. Satoshi Kon
2. Dreamy world of Kon’s animation.
3. Reality world of Kon’s animation.

Satoshi Kon by Midnight eye interview, Tom Mes, 11 February 2002
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One of the greatest Japanese animators,
Satoshi Kon, produced a number of pro-
found works that addressed a variety of so-
cietal concerns as well as topics like reality,
daydreaming, and insanity. Because of his
debut animated picture, Perfect Blue (1997),

¥ = N - which incorporates science fiction, fantasy,
- i and dreaming, he is also renowned for his

o
J I

f

masterful narrative.

Satoshi Kon demonstrated the benefits of
two-dimensional animation by displaying a
smooth transition between the virtual and
the real, demonstrating how perception, re-
ality, and dream can be harmoniously com-
bined to produce an amazing glitter. (2003)
Napier

The Art of Satoshi Kon, Ann Le/ Rufi Cole, 05 May 2011
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Paprika (2006)

hitps://www.youtube.com/watch®v=0-QpilV8dQw
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Dreamy world - Editing and storyhoard

It is the beauty of disrupting the re con-

ceptualisation of time, space and identi-
ty by using a magical way of editing and
storyboarding.

1. The use of the play-within-a-play style
of expression. For examples, the open-
ing of Perfect blue(2006) has five differ-
ent types of dreams one by one flushing
the audience’s perspectives.

Paprika (1997), screenshots from movies

2. The multiple narrative spaces constitute a new way of
expression, leading the audience to navigate between
unreal and real-time space, such as dreams, memories,
hallucinations and the internet. There are many ways to
transfer from one scene to another; like black frame to
jump cut, objects to jump the frame, and etc.

Storyboard from book called “Paprika — Kon Satoshi Storyboard”



3. The stream-of-consciousness crea- )
tive approach blends space, time, reality |
and fantasy experiences, completing the -~ RRASE
transition and bridging of back-and-forth £ | |
developments through a fluid camera
language.

A great example linked to this reference
is the film made in 2001 called Millen-
nium Actress, which is the first original
animation directed by Satoshi Kon. It is
a story about Chiyoko falling in love with
a painter at first sight, who is always just
out of reach, and her becoming an ac-
tress and even a movie star to find him,
and spending her whole life chasing a
phantom.

By switching from one scene to another
scene. Satoshi Kon starts to make time
becomes a complex, unspecified ele-
ment. Chiyoko will jump from one time to
another time immediately thus Chiyoko’s
cinematic era spans the Warring States,
Shogunate, Meiji, Taisho, and Showa
eras. And the most triggering part of this
move is the ‘run’ of Chiyoko.

Screen shots of Millennium Actress

https://www.youtuhe.com/watcha3v=nHzIOrEYDHY



Along the line of consideration, Satoshi Kon showed a really high level
of detailed animation to the viewers, the meticulous control of lighting,
storyboard, character design, and the small things like the restoration of
items or material from life. These seemingly little elements appear jum-
bled and imprecise, yet this is an evidence of Satoshi Kon’s strength and
that they are incredibly realistic. Inspiration for dream topics comes from
real-life events, as well as major factual and spiritual encounters.

Image from: https://mimasroom.com/#diary



| am fascinated by the style of Satoshi kon’ sln A l R ' K p

imation movies and how he can explainedand . —.
combined the reality and dream world together. __i [ Mr.
Blurring the fine line between dreams and reality A\
add layers and layers of complexity to his stories
and characters. What is most worth learning from
the Kon director’s storyline and narrative struc-
ture, apart from the genuine emotion and granqeur
of the film, is that the narrative structure is clea
layered while breaking the linear structure allow-
ing the audience to question themselves%peated- ‘
ly. And in contrast, with the high level of drawing
and control of maklng animation, the details and
real-character design also attracts me as well. In
my future pathway, | would like to explore my an-
imation between dream and reality and learn how
to create a smooth transition in order to tell the
narrative behind it more smoothly too.
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