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What society thinks I do
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Mapoywyoc

Ao to EKK

QDUOLKO 1] VOULKO TIPOCWTTO TIOU EXEL OTTOKTHOEL T
Sikawpota eplovotlakng pUGEWG TOU UTIO TTapaywyn €pyou

ApuodLoTnTEC:

* JUYKEVIPWVEL TOUG TTOPOUC TTOU artaltouvTal

* ExelL TNV OLKOVOULKN KOl OpYOVWTLKA €uBUVN yLa TNV
oAoKApwOoN TNG apaywyng Tou
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2 U UTTOp Ay WY OC

Elval to dUGoLKO 1 VOULKO TIPOCWTIO TTOU CUMMETEXEL LE
XPNMUATOOOTACELC OTNV TTAPAYWYN TOU EPYOU KOL OITOKTA LEPOC TW
SIKAULWHATWY EKUETAAAEUONC KoL LOLOKTNGOLOC TOU Epyou

AppodLOTNTEC:
* AlaTnpEL LEPOG TWV OPYAVWTLKWY EUOBUVWYV TNG TTOPAYWYNG
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EvteTtaApevoc mapaywyoc

Y€ TIEPUTTWOELC OUUTAPAYWYWV- £Lval TO GUGCLKO N
VOLLLKO TIPOOWTTO TIOU €XEL TRV MARPN CUMBATIKA
géouoLo60tTNOoN Ao OAOUC TOUG CUTTAPAYWYOUC EVOC
Kivnpatoypadlkol £€pyou VoL OpyOVWOEL KOl val
OAOKANPWOEL TNV MOLPOYWYI TOU
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EkteAeoTtnC mapoywyoc

Elval to GUOLKO 1] VOULKO TTPOOWTIO OTO OTIOLO O TP AYWYOC

avaBETEL TNV EKTEAEON TNG OXEOLAOUEVNC TTOPAYWYNC EVOC

£PYOU KO QLpELBETOL ATTO QUTOV

ApHOSLOTNTEC /UTIOXPEWOELC OE OXEON UE TLC TIAPOTTAVW

eLOLKOTNTEC:

e Agv KATEXEL HLKOLWMA TTEPLOUOLAKNC PUOEWC ETTL TOU
£pyou

* Aev gival utelBuvoC yLa Tn xpnpatodotnon TNG
TAPAYWYNG
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XpNUotodotTnc

Elval to duoLko 1 VOULKO TTPOOWTIO TIOU
Xxpnuatodotel TNV mapaywyn voc €pyou

Alkalwpora:

* ATIOKTA OLKOLWHOTOL EKUETAAAELONC N
LOloKTNnolog ML TOU €pyou

e Agv €XEL KU OPYOVWTLKA €VOULVN KaTA TN
daon Tng nopaywyng tTou
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[Tapaywyoc ylo LeyaAec mapaywyec-Disne

(Winderet all,2020)

Producer: oversees film production — untevBuvo atopo pe mAnpn
odalplkn €lkova KatL evBuvn yLa eva Epyo 0cov adpopa OToV
SNULOUPYLKO, TOV OLKOVOLKO TOLLEQL KOL OTOV TOUEQ TOU
npoypappotiopov (Wilder, 2001)

e AlaxelplleTal TOV MPOYPOUUOTLIOMO TIAPOYWYNG
* Ataxelpiletol Tov tpoUmoAoyLopo

* Mapadidel To MPOIOV o€ Eva CUUPWVNUEVO ETILITESO TTOLOTNTOLC
e JuvBeteL TNV opada epyaciog

e Atatnpel apelwTo To eVOLADPEPOV TWV EV SUVAUEL AYOPAOTWY

e Atatnpel apeiwto to evdladEpov TNC opadac mapoywyn
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Disney

Lead animation producer: emontevel OAEC TIC PACGELG TNG
TaPaywyng

KaBopilel Tn oTpaTnNYLKN YLOL TNV TTOPAYWYN TIEPLEXOUEVOU
Eotualel oto OirmoAo annynong - kKEpdouc

Alevepyel Epguva ayopac — yLa vo amodacioel To €160¢
animation mou Ba YpnoLpomoloel W EMELCOOLO, WC LEYAAOU
LLAKOUC TaLviog KATT

Antodaoilel yla tnv pebodo dlavoung — mpooeyyilel Toug
riBavouc cuvetaipoug

Employee producers: vrtaAAnAot pe dtokptto poAo
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Ot mo cvvnbicuéveg e1d0kdTTEC TOL Pacilovial 6TV EUmEPia Kol GTO 1GTOPIKO TOL KAOE
napaynyov, coueovo ue tic Wilder et al., (2020) sivou:
[TAPATQI'EEX YYHAOY ITPOYTIOAOT'IEMOY
MAPATQroz-EIAIKOTHTEZ/APMOAIOTHTEZ

NAPArQroz/LEAD
2YMNAPATQroz/ Cco-
MAPATQroz POHz PRODUCER PRODUCER
/LINE PRODUCER

BOHOOZ NAPAITQroz/
ASSOCIATE PRODUCER

2TEAEXOZ TOY

MAPATQroz AHMIOYPTIKOY
2TEAEXOZ MAPATQIoz CREATIVE PRODUCER AHMIOYPTIKOY/

/EXECUTIVE PRODUCER CREATIVE EXECUTIVE (PR-

/SHOW RUNNER FUNDING)
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director#fproducer

* O lNapaywyocg diaxeipideTal TNV TTAPAYWYN WC ETTIXEIPNON
* O d1euBuvTnC dlaxelpileTal TNV TTOPAYWYN WS dnuioupyia
* YTTap)ouVv TTOAAOI TUTTOI/TTOAAQ €idN TTaPAYWYWV
* YTTAPXEI HOVO €vacg OIEUBUVTAC
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[TapoywyocH oTteEAEYOC TTAPAYWYOC
producer#t executive producer

Executive producer:
* Financial role
* Creative role

Producer:
* Supervisor
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BonBoc mapaywyoc Kot mapaywyoc ponc

Associate producer = line manager=Iline producer :

* Hires crew

* Allocates money

* makes sure the filming is done safely, creatively,
on budget and on time on a daily basis

e Starts work when he knows what the line is
(costs for writers-producers-directors and cast
and everything else )
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|OLOTNTEC TTAPOYWYOU EVOC OTITLKOOKOUOTLKOU £PYOU —
ANIMATION (Dowlatabadi, Zarneke, 2020)

[010TNTEC TOPAY YOV Y10 TOPAYDYES YAUNAOD TPOVTOAOYIGLOD

AWTPOYRATEVTNG TOPAY®YOS ONUIOVPYIKOD owapecorafnmg (facilitator)

(deal maker) (creative producer)

o yvopilel 0 @ yvopilel TNy TEV e I'vopiler Tegyrvoroyia, TEVN Kot
XPMHOTOOUKOVOLLLKG o oyedidlel, epyvydver okitoa agiynon

® gpevva-gvromiler- e yvopilel ™y 10t0pin, TV onoio Oa ATOTEPATAOVEL oA ™mv
avoyVOPIGEL GVAMEYEL |orgrnéyel o8 OmTikG AOYO nOPOyOYH
oToLyEln ’ Ko Snpuovpyei o Awyspiletor TIC  KOONUEPIVEC
OLOTTPOAYLOTEDETOL avéryKec

ou;:)’vou tKEs ] e, o Awc@olilel ™V KOTOAANAOTEPY
TOAEVTO, GTOVVTLO , : .
Kotovoun ypnubtov Bagn  twov

o mpociauPaver  Evav
lead producer 7 line
producer

YNOW. AIA. TAPATQIH ANIMATION, NMAAA

aVOYKOV — TOL  TUTLg
ONULOVPYIKOV



Anpwovpyog/creator/animator
Bon0og

2xebiaotng pe pehavi/inker/clean-up
Aviyveutic/scanner
Xpwpartiotic/colorist

Xpwpouowic/colorist |

Eldko¢ emévduonc nxou/Sound editor
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2D animation
v

v
v
v

3D animation
v
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Apaon mapaywyou oTo GTASLA TTOP Oy WY G

Xaptoypadnon dpdoswv napaywyou o€ OAa Ta oTAdLa mapaywyng

Mpomapaywyn
16éa

Alatunwon

IXEOCELG UE OHAS O KaL JUVTOVIOUOG
OYOPOOTEG ,
Awatrpnon
evlladEpovtog opadog

KalL ayopooTh

Napaywyn

MpoUToOAOYLOUOG

MPOyPALUATIONOG

MepiAndn/layaout

teAelonmoinon
Telelomoinon

JUVTOVIOMOG HE opada
SnuoupytkoL £€ykplon
yloL TIEPLEXOUEVO, TITAOUG

7

‘Epguva ayopadg
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LETAMOpAyWYN
Mey. Mnkouc tawvia

JelpEg

OAokAnpwon
OAokAnpwon
TeAwkn €ykplon

Kat Stavoun

Awavopun

JUVTOVIOUOG
OAokAnpwon

opxeloBeTnon

OAOKANPWHEVO
napadotéo

MopKeTLVYK
Anpooiguon

Mpow6non

JUMHETOXN 0€ hECTIBAA

Aavoaplopa




EANGOO — 0 pOAOC TOU MapOywyou O€
LULKpOU pnkouc tawviec ANIMATION

* MMapaywyoc —OUVTOVLOTHC TNC TTAPAYWYNG —
XpovodLaypoppo opadoTEWV —TIPO-TIAPAYWYLKO 0TASLO

* Mapaywyoc —6LtevBuvinc dnulovpylkov-animator-
OPOAYWYLKO otadlo

* Mapaywyoc- LOPKETIVYK-TipowOnonc-SLavounc-
LETATTOPAYWYLKO oTAOLO
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https://www.lifehack.org/articles/work/7-lessons-entrepreneurship-from-walt-disney.htm|

14/03/21
2UVEVTEUEN e ToVv NTLoVEU wC mapaywyo

. You must be a salesman.

“I'd say it’s been my biggest problem all my life... it’s money. It
takes a lot of money to make these dreams come true.” — Walt
Disney
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2. Leadership is inspiration, innovation and focus.
“You can design and create, and build the most wonderful
place in the world. But it takes people to make the dream a
reality”. -Walt Disney
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3. Always be constantly improving.

“Whenever I go on a ride, I'm always thinking of what’s wrong with the thing
and how it can be improved”. -Walt Disney
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. Develop a high tolerance for risk.

“We keep moving forward, opening new doors, and doing new things,
because we’re curious and curiosity keeps leading us down new paths.”
— Walt Disney
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Change your attitude towards failure.

“All the adversity I've had in my life, all my troubles and obstacles,
have strengthened me... You may not realize it when it happens, but a
kick in the teeth may be the best thing in the world for you.” — Walt

Disney
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6. Believe in yourself, even when everyone say’s you’re
crazy.

“When you believe in a thing, believe in it all the way.
Implicitly and unquestionable” — Walt Disney
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Resiliency is an entrepreneur’s best friend.

“The difference in winning and losing is most often not quitting” — Walt Disney

YNOW. AlA. NAPATQIH ANIMATION, NMAAA


https://www.lifehack.org/articles/work/7-lessons-entrepreneurship-from-walt-disney.html

[Tola elvall N EAANVLKN TIPOY LOTLKOTNTAL

* AnpLoupynoTe AloTa LLE Topaywyo Kol ELOLKOUC TToU
xpeLaleote ya va dnuovpynoete eva ANIMATION
SHORT FILM yia tnv 61kN oac nepumtwon. H Alota Ba
glval ETMOYYEAUATIKA LE ELOLIKOTNTEC KAl POAOUC
/oppodlotntec Tou KABE £l8IKOU Kal LEPAPXLKN.
Nopakatw, nopatiBevrol mapadeiypota Alotoc yla
LEyAAou pnKouc Tatvia. Oa oac Swoel pLa LOEa yLa va
dnuoupynoete tn Owkn oac cupdwva PE To SIKA OO
dedopeva
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Pete Docter: On Developing Story ldeas

March 17, 2016 Artella Staff

Where do you get your ideas?”

This is a question people ask a lot, and frankly it demonstrates
a fundamental misunderstanding about the creative process.
For some geniuses like Walt Disney or Miyazaki, their movies
show up to them fully formed. Kapow: Dumbo. Pinocchio.
Spirited Away. If you're lucky enough to be born brilliant, ideas
just appear all at once in your head.

| used to believe this.

But here’s the brutal truth: I’'ve read through stacks of notes
on nearly every Disney feature film. I've spoken personally to
Hayao Miyazaki about his process. I've been privy to the
development of every Pixar film. I've directed three

myself. Not one of them appeared fully formed.

Great ideas are not given, they’re built. Every seemingly
obvious and brilliant story takes years of refinement and
adjustment. So the real question is not where you get ideas,
but how do you develop them?
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Pete Docter: On Developing Story ldeas
March 17, 2016 Artella Staff

WHERE TO START?

For some people, just getting going is the biggest hurdle. Personally, |
don’t find starting as difficult as continuing. There are tons of ideas out
there. But how do you tell which ones are “good”?

For me as | start, I'm just looking for something that excites me, for any
reason. It might be a concept, a random joke, a new technique, a
feeling, some experience I've gone through in my life (birth, lost on
vacation, a breakup)... anything is fair game, and there are no rules.
Monsters, Inc. began by thinking about beliefs | had as a kid (I knew
there were monsters that lived in my closet waiting to scare me). Up
started as my desire to escape everybody and get away from the
craziness of the world. Inside Out got started by me thinking, “what
concept would demand it look stylized, not realistic?”

| usually make a list of ideas. | don’t just go with the first thing that
comes to me. Finding good ideas is like digging for buried treasure: you
might find a coin or two on the top, but usually the chest full of
doubloons is buried deeper.

But at this point there’s no judgment. Don’t listen to all those books that
tell you how films need to fit a certain structure, and you need to know
your theme up front. That’ll come later. The only rule at this point is: do |
find this interesting? Does it make me excited to think more about it?
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Pete Docter: On Developing Story ldeas
March 17, 2016 Artella Staff

RESEARCH

At Pixar we’re huge proponents of research, and with good
reason: new information feeds the project. The more you gather,
the wider your options. Any fact or concept could open up a
whole new direction. (This is of course why we’re often told to
“write what you know”, because you already have a stockpile of
stuff from which to build with.)

Even better, if you can find an expert who's really enthusiastic
about the subject, their excitement is contagious. | once talked
with a farmer about almonds — not the most thrilling subject, you
might say — but | swear he got my heart rate going faster. He loved
almonds, and | went back to that project with a renewed passion.
Continuing with Mo Willem’s “seed” metaphor, research is like
fertilizer — it feeds the project and allows growth in new areas.
There’s also something to be said about research that doesn’t
directly fit with what you’re doing. Chasing down stuff that’s
interesting to me for no immediately obvious reason can actually
lead to some cool stuff. Maybe this is because — for me anyway —
writing a story is a discovery, not executing a known plan.
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Pete Docter: On Developing Story ldeas
March 17, 2016 Artella Staff

COLLABORATORS

Some people work best with a collaborator —
someone to bounce ideas off of, and push each
other into new areas. Look for someone who
clicks with you but thinks differently, so they
bring something else to the table.
Disagreements are fine; if you both agree on
everything, why have two of you? Just make
sure any disagreements are about the work, not
thinly disguised arguments about who's smarter
or who’s in charge. Also, you’ll want to make
time for you both to work solo at times as well.
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LEFT BRAIN

About now is when | start balancing my gut with my head. There are things | know I’'m
going to need to make this thing good. | may be in love now, but where is this
relationship going? Will this idea turn out to be a shallow halfwit or bizarre weirdo that
has wasted months of my life?

Let me again warn you that what I’'m about to write here is not a formula that guarantees
success. All | can say is that as | move forward in developing a project, | often find I'm
looking for these things:

1.An engaging concept. (i.e. Monsters do exist, and they scare kids for a living.)
2.Emotional heart. (What happens when someone you love dies? When you break up
with someone? When your kid grows up?) It should be something true, that you have
dealt with in your own life. Something you struggle with, not something that has a pat
answer.

3.Character. Not necessarily a nice good character, but someone interesting. Al Capone
isn’t someone you’d likely want to live with, but wouldn’t you love to have had dinner
with him?

Usually one or more of these elements is missing in my pitch, and | have to really think
hard about how to get them. And unfortunately, they’re gossamer; just because they
seemed solid yesterday doesn’t mean they’ll stand up today. I’'m constantly reassessing
and reevaluating.
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GETTING NOTES

GETTING LOST
KEEP GOING

Pete is the director of Inside IS IT SUPPOSED TO TAKE THIS LONG?
Out, Up and Monster’s Inc.
He has been nominated for
six Oscars with two wins for
Best Animated Feature Film.
Read his full bio

here and filmography here.
Ceo at Pixar/ Disney

Toy story
Director-writer-animator-
producer
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