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E M O T I O N S  O F  C H A R A C T E R S  &  H O W  T O  F O R M  A  
C O N N E C T I O N  W I T H  T H E  A U D I E N C E  A N D  W H Y

I want to do a deep dive and study into the 
general premise and practice of character 
animation; this includes the overall movement 
and a heavier focus on the actions themselves 
rather than the whole, I am going to be looking 
into the small movements and actions that turn 
an animated character from moving picture to 
a living breathing being.

The overall arching goal is to create pieces of 
animation that can create that connection that 
makes the characters feel real to the audience 
on an emotional level.



Goal breakdown

To understand character animation with a focus on emotional movement and how to create an 

emotional connection with the audience.

To improve my overall animation skills and understanding.

A better understanding of translating real world actions into animations for both people and 

animals.

Faster animation.

An understanding of performance & timing.

A greater understanding or mastery of the 12 principles of animation.

An understanding of facial expressions and emotional movements and how they can provoke a 

reaction or connection with a viewer.
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L O O K I N G  I N T O  E M O T I O N S  &  M O V E M E N T

• Getting facial expressions correct & how I 

create a facial expression that isn't off putting 

to a viewer.

• Putting life into them and creating a realistic 

or cartoon movement and how to make both 

connect with the audience. How can I make 

my character connect with a viewer regardless 

of logic and physics? What do I do to create 

appeal? 
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To understand how to animate movement in any way I 

need to understand the 12 principles of animation & put 

this into practice. Going into such a general idea of 

"Character animation" I want to nail down the basics so 

that I don't trip up later.
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Appeal + Anticipation + Secondary action + Exaggeration



W H A T  A R E  M Y  A I M S  F O R  T H I S  &  H O W  C A N  I  
J U S T I F Y  T H I S  A S  W E L L  A S  M Y  F O C U S

• To gain an advanced understanding of character animation, which will be useful 

in my goal of becoming as an animator.

• I prefer creating little short animations with lots of character rather than long 

pieces since I get more time to add more impact and details to it, so I want to 

focus on adding those details to bring my character to life so that they can be 

conceived as real and breathing creatures. It's what I'm most interested and 

invested in doing.

• I want to aim for a final of ending with the full skill set and understanding of 

character animations and how to make what I am animating connect to the 

audience.
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B O O K S

• The Animator's Survival Kit by Richard 

Williams

• Animated Performance By Nancy Beiman



The Animator's Survival Kit by Richard Williams

This book is very slandered for animators, and 

I've used snippets from this book before and 

want to use it more as well as read/use all of it 

that I can in my study.

While I will be focusing on 3D animation and 

this is mainly geared towards 2D it still has a lot 

of application with 3D work.

It provides a good base line to work towards 

with basic animation methods and a good 

reference of what to work towards.
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Animated Performance By Nancy Beiman

Since I will be focusing on the connection to the 
audience, I thought of looking into more of the actions of 
my character and how I can do that and came across this 

book. It has a heavier focus on the performance of 
animated characters and how to look at them in terms of 
animation and use the fact they are animated/not real to 

add a bit extra into them that humans can't express.

"The acting challenges for animated characters differ 
from those faced by human actors since they may not 

even be human. The movement of a human body is 
restricted by natural constraints, while an animated 

character has no such limitations." - Animated 
Performance.



C R E A T I N G  S H O R T S  A N D  W H Y  I  W A N T  T O  
C O M P I L E  A N D  C R E A T E  T H E S E  T H R O U G H  T H I S  
P R O J E C T

I want to get to the level of being able to know the proper difference and all 

the reasons why something in my chosen field is bad down to fine details, 

and the only way to do that is constant practice, creating lots of little 

videos would help immensely in this project as proof of constant work 

towards my final viva but also practical skills & portfolio work.

This means I'll be able to build up a bulk of references for myself that'll 

allow me to better see my progress throughout the whole project as well 

which can serve as proof of my progress which can be used later in my 

work.



B L O C K I N G  O U T  M Y  T I M E
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October- February :

Character focused study: How are characters animated for the mainstream (The Simpsons & other animated 
shows) and the expressions of real-life actors in TV shows such as The Big Bang Theory. 

Recreating segments, I find with the most emotional expression into animated shorts for my studies.

Creating more shorts in the form of different animation methods of interviews to further myself and widen my 
skills for future prospects.

Study on emotional display, looking into what invokes different emotions and how best to express that into a 
character through animation. This focuses on real life examples as well as animated.

Finding new study materials and building up a reference sheet of facial expressions and body movements to add 
to my portfolio.

Study on stage actors, pantomimes and their appeal to people with their look and performance. Using this as 
reference for more animation projects to translate the emotions in 2D & 3D.

Start work on final project



M A R C H  -  M A Y
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Lay out final viva and work current studies, refresh on any older studies and compile all into one 
book/site for future reference. Outline final goals and achievable workload for the final viva.

Continue any needed studies and find potential new ones related to final viva, match them up 
to current workload and any areas I am lacking in to fill up my workload with useful work.

Double check with aims to patch any holes I may or may not have.

Continue work on final project and re-evaluate workload and what is achievable with current 
time left and consult with if this is going as planned. Finish early April or get the basic work 
done so there is room for any error to be fixed in time for deadline and re-writes that are 
needed. 
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