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[bookmark: _Toc1853054354][bookmark: _Toc152922478]Part 1 
The 12 principles of animation are the basic rules that people that make animation used to help make a strong and accurate or just an over exaggerated but still realistic animation. They were created decades ago and even with the change in technology they are still used to this day. They principles have been used by Disney animators since 1930s and they were also outline by Oille Johnston and Frank Thomas in The Illusion of Life: Disney Animation book in 1981. The 12 principles of animation are squash and stretch, anticipation, staging, straight ahead and pose to pose, follow through & overlapping action, slow in and slow out, arcs, secondary action, timing, exaggeration, solid drawing and lastly appeal.
[image: 6 principles of animation]
1. Squash and Stretch- This is the principle that they use to make objects or characters get longer or flatten to help emphasise the movements, mass, wight and the speed. For example, when you see a ball drop and bounce on the floor if it doesn’t have that more squash and stretch then it will look stiffer like a bowling ball but with more squash and stretch it will be a softer bounce like a bouncy ball. It also works for characters as well for example if a character was to jump then they focus need to come from somewhere so the character will start to bend their knees and when they push off, they stretch their bodies out. Squash and stretch helps show more exaggerated movements for comic effects. 
2. Anticipation- This principle that helps show the views any upcoming movement or action that is going to happen. It does it by using subtle movements that’s going to lead to the main action. For example, if a character was to throw something they wouldn’t just throw it as it won't look to realistic, instead they will draw their arm back then throw it, doing this makes it look more realistic and will help give more power to the throw. 
3. Staging- This helps the animators set the mood of the scene or a scene that is going to happen, it also allows them to draw the attention of the viewer to  important element that is in the scene. 
4. Straight Ahead/ Pose to Pose- This principle is where the drawings are done one by one so that they are in order from start to finish. They will figure out watch of the subsequent frames as they work then plan out it beforehand. This helps the animation sequences fell more real and natural, it also allows there to be experienced to see what works best for that shot. But pose to pose is the principle where they draw the first, middle and last drawing in and then filling in the other ones after.
5. Follow Through & Overlapping Action- Follow Through is the principle that is where if a motion is made it will continue even if the character or object has stopped proving the force. For example, if a female character was walking and swaying their hair as they walked but stopped then the hair should still have a bit of sway in it before it stops, if it just stopped when they stopped then it would look unnatural and robotic. Overlapping action is their principle that refers that the movements of the actions after are to convey the weight and the realism. 
6. Slow In and Slow Out- This principle is to help add life and characters to the movements that are made. It refers to how the movements starts off slowly builds some speed and then finishes slowly. By doing this it will allow the action to have more of a lifelike motion without making it feel mechanical.
7. Arcs- This principle allows the animators to add arcs to the bodies to make them more realistic, as if a character was to jump or throw something if it was just straight lines, it would make the characters feel and look rugged and tense but adding a curve it adds fluid to the movements. 
8. Secondary Action- This adds other more settle movements to action that is being made. By doing this it can allow the viewers to relate to the character that they are watching. For example, if someone was talking then they might use hand gestures to go with that to add more emotion or emphasis on something. By adding a secondary action, it can add more visual interest to a sense and allowing their personality and small habits to come through with motions that they make. 
9. Timing- This is what refers the action that is set in a frame. It helps add emotion that can impact a scenes at the perfect time. It takes time for animators to develop the ability to make sure that the time fits the action to the scene. 
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Description automatically generated]10. Exaggeration- even though you want animation to be realistic but if you add to much then it can ruin the animation by making it look to static and quit boring. By using exaggerated actions then it can give some more dynamic to the objects or characters in the animation. It also can help had humour into the animation. For example, in Tom and Jerry they made tom’s eyes exaggerated in size to show that he is begging for something or when his eyes shout out of his when he is shocked to see something that Jerry has just done. 
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11. Solid Drawing- this is what gives the feel of a 3D drawing will its still a 2D drawing. By adding curves to the drawing it transforms the drawing to 3D from any angle you look at it from. As the curves add the sense of 3D it gives the illusion that there is volume, balance and weight to that character. 
12. Appeal- When someone is watching something then there must be appeal to the viewer. The creates must add things in that are easy to read, things that can relate to the views in a personality way or gives a sense of freedom. Most animators will the charters to tell the story through as that is one of the easier ways to do so. By adding appeal to an animation will help views stay in grossed in it and can help the show to do things like teach a lesson or to sell a product.  Views are also more likely to remember the show, to watch more or to recommend it to other people if there is a sense of appeal in the animation.
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My Animation
[bookmark: _Toc577334195][bookmark: _Toc152922480]Part 2
 For my animation I am going to create a short animation of a character throwing a paper airplane. It will use the knowledge that I learned from the research I did on the 12 principles of animation, it will help me to create an animation that will feel and look realistic. 
I did some planning on what I was going to do first and then I choose the idea of someone throwing a paper airplane. I broke it down, so I know what I wanted to do and how I wanted it to look. I also created a rough story board so see how it was going to look. After some research on how people look when throwing a paper airplane, I then made my animation once I was happy with the planning and research I did. 
It took me a couple of try’s to get a animation that I was happy with. After looking at my final try there was still things I wasn’t happy with but it is better then the rest. 
Here are my planning documents-  
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[image: Paper Plane Throwing Animation][image: Paper Airplane Throwing Tips]These are two of the clips I watch on throwing a paper airplane-
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[bookmark: _Toc1567319546]Here is the link to the animation. You may have to download to be able to watch it 
https://uowtsd-my.sharepoint.com/:v:/g/personal/2205432_student_uwtsd_ac_uk/EZe95tV_NhpNl6X24q-35aABjTjm6dK3vxeLOAAtqnClrw?e=hMrWgM 
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