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1. INTRODUCTION

This paper proposes to research into exaggeration in animation and how far it can be pushed.

Exaggeration as a principle comes from the twelve principles of animation, developed by the nine old men of Disney. The purpose of these principles was to help create more realistic animations and provide the illusion of life to drawings. The twelve principles of animation are:

· Squash and Stretch
· Anticipation
· Straight Ahead Action and Pose to Pose 
· Appeal
· Ease in and Ease Out
· Arcs
· Secondary Action
· Timing
· Follow Through
· Staging
· Solid Drawing 
· Exaggeration
-The Illusion of Life (1995)

Exaggeration itself is a broad concept in animation as it doesn’t just apply to the movement of the character itself. It has an effect on all aspects of the scene and all these elements need to work together in order to prevent any particular aspect from being singled out as out of place. On the contrary to this, there is a need for an element in the
scene to be based in reality, so that there is an aspect to supply a contrast to the audience. This will subconsciously give the viewers something to measure the exaggeration feature or movement against.

At its core, the principle of exaggeration is about isolating a particular trait or set of traits about an object or character and amplifying them. 

“The animator must go to the heart of anything or any idea and develop its essence, understanding the reason for it, so that the audience will also understand it. If a character is sad, make him sadder; if he is bright, make him shine; worried, make him fret; wild, make him frantic.” (J. Lasseter, 1987, p41)

Lasseter states that the animator should define an aspect and take it to the extreme, for example, if the character has a slouch, the pose should be pushed so that the character is as slouched as they can physically be.


2. METHODOLOGY

There are multiple research methodologies open to an artist, but I must choose the collection of those that will allow me to study and present my ideas and findings in the comprehensive way to allow others to understand the work created from the research in the clearest way possible.

My research method will be a mixture of both practice-based research and qualitative research. I believe this mixture of research methodologies to be the best available option to research this subject. As the principles of animation are entirely based around a visual medium, I deduce that this makes practice-based research the best method in which to expand my understanding of it. Animation is a subject where the most improvement to the skill is be gained by practicing it, while reading about theory and techniques does help a great deal, it is only through practice that these skills can be applied.

I do understand however, that practice-based research is a method that can often be subjected to opinion, 

To support my findings provided through practice-based research, I will be providing additional support through qualitive research.

Qualitative research will be used to further refine, understand and explain what I have learnt and will provide a stable launching point for research to take place. These two research methods are the best options to study, document and understand the effect that exaggeration as a principle directly has on both animation and film making and what effect this could have on an audience.

The practice-based research will bring a form of primary research to this project, which I consider to be the strongest form of research as I am one of many who learn the most from performing the tasks in question. 

Secondary research will come in the form of reading excerpts from well-known animators such as Walt Disney’s nine old men, the fathers of the twelve principles of animation. I also have a vested interest in animators that made the leap in applying these principles into 3D animation such as John Lasseter. I often find myself lacking when attempting to apply these principles and techniques to my own work, so I have a personal investment in discovering the ways I can implement these into my own 3D work.


3. PROJECT-SPECIFIC RESEARCH

The research specific to this project that I will be studying, will be finding how far we can push exaggeration as a principle before the audience loses their suspension of belief. 
So, first I must find the point at which exaggeration breaks the audience’s immersion, as a brief example I’ll be focusing on the face.

When a person smiles, multiple muscles across the face contract. The most prominent muscles affect the shape of the mouth, but this triggers a series of changes across the face. The corners of the mouth cause the cheeks to raise which in turn causes the eyes to squint. 

These muscle movements are outlined on figure 1 to the right.

[image: ]
Figure 1
When these traits of the human face are isolated and pushed even further, the intended effect is that the character is made to look happier. However, in this specific case exaggerating the features creates a problem. We have pushed the features too far and the illusion of realism has been broken, in this particular case it has created an effect known as the “Uncanny Valley”. 

The uncanny valley is defined by the Oxford Dictionary as the “the phenomenon whereby a computer-generated figure or humanoid robot bearing a near-identical resemblance to a human being arouses a sense of unease or revulsion in the person viewing it”.

This can be seen in figure 2 below.
[image: ]
Figure 2
Once the breaking point has been established, the level of exaggeration will slowly be reduced. [image: ]This will allow me to find the nearest point in which belief is retained before it is broken.

Keith Lango, a former character animator at Valve states:

“The poses you choose should be true to that anatomy. More normally proportioned and human the character looks, the narrower the range of what 'pushed' can be before things feel broken. The more cartoon the design the greater the range of “pushed” before things break.” (K. Lango, 2008.)

To summarise Lango’s findings, the further you take a character’s design away from the standard human proportion, the more you can exaggerate their movement before it reaches the point where it breaks the audience’s immersion. He continues to state that, it’s important that the character still has a sense of both balance and weight in their exaggerated poses.
Figure 3

[image: ]This implies that the more stylized I make my character’s the more exaggerated I can make the animations with them. The further away the character is from being realistic, the more you can exaggerate the character without breaking the audience’s immersion and encountering issues such as the uncanny valley. 

Ultimately for my research, I am going to select a specific movement to animate, identify the traits that define it, exaggerate those traits to the breaking point and finally lower the level of exaggeration until the suspension of belief is no longer broken.

To test Lango’s theory, I will perform these tests with two separate rigs. One with standard human proportions and another with more stylized elements. I will create the same basic animation with both of the selected rigs before pushing them to their extremes.

To represent the body type with realistic proportions I will be using the Psylocke Rig created by Truong CG Artist. This rig can be seen on the right as Figure 3.
Figure 4

[bookmark: _GoBack]To represent the stylized body type, I will be using the Gnome rig modelled by Julien Ebel, rigged and textured by Truong CG Artist.
This rig can be seen on the right as Figure 4.










4. DEFINITION OF PROPOSED OUTCOME

What I hope to accomplish from this research is to further dissect and understand exaggeration as a principle of animation. My
goal is to figure out the best way to use so that I may apply it further to my own work in all future endeavours such as my 3D animation, concept art and storyboards.

By testing Lango’s theory, it will give me a better understanding of how far I can push my animation based on a character’s design alone. Should Lango’s theory prove true, the rig with more stylized proportions should be able to have it’s poses pushed further than the rig with proportions closer to the average human.

In my tests, should I be capable of pushing the poses of the rig with more realistic proportions as far or even further than the poses of the other rig. I shall consider Lango’s statement untrue.

I believe that I will be able to push both rigs to the same level of exaggeration. I do not believe that the level of body stylization will have an influence on how far I can push the poses. 
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