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Research into Animation Principles

The 12 Animation Principles [1] And Applying Them to My Animation


· [bookmark: _Int_ksudK3R1]Timing and Spacing – speed and frame distance
· Squash and Stretch – gives objects flexibility
· Anticipation – sets audience up for an action about to happen
· Ease In and Ease Out – acceleration and deceleration for natural movement
· Follow Through/Overlapping Action – separate parts of objects move for natural movement
· Arcs – realistic movements are not usually straight, but arched
· Exaggeration – adds more appeal and more readability
· Solid Drawing – clear silhouette, correct balance, and weight
· Appeal – adding charisma/individualism to your character
· Straight Ahead Action and Pose to Pose – adds detail and simplicity when combined
· Secondary Action – adds more life to animation 
· Staging – placement and background to make purpose






Timing and Spacing
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My animation is 24fps and 120 frames. I used the graph editor to show the timing and spacing of my animation and used it to edit to create smoother transitions between moves.



Squash and Stretch
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I demonstrated the use of squashing and stretching through stretching the torso and squashing it when my character walks, which shows a shift in weight and adds more character to my animation. I also showed squash and stretching through sucking in the cheeks and blowing them out when the character blows hair out of her face and lifting the shoulders and torso to seem surprised. 


Anticipation

[image: A cartoon of a person

Description automatically generated]


I showed anticipation through sucking in the characters cheeks, which suggests to the audience she is about to blow out to push her hair back into place.









Ease in and ease out.
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[bookmark: _Int_xXFyXiXe]I used easing in and easing out to simulate a more natural movement with my characters walk reel. Originally, my character was to stop walking and start again which shows the use of easing in and out and the deceleration of coming to a natural stop when walking.











Follow through and overlapping action
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The use of easing in and out with my walk shows the follow through and overlapping of the arms swinging down once my character has come to a stop. It is also demonstrated when my character’s facial expressions stop moving after blowing her hair, yet her hair still moves from the impact of the blow hitting it.




Arcs
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Arcs are shown throughout my character’s movement, especially when my character looks up from writing in a swooping motion, and the writing on the paper. Arcs are also noticeable when my character moves her legs in the walk reel.





Exaggeration
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Exaggeration is clear in my animation through the exaggerated movements of the squashing and stretching within the walk reel, and the puffing out cheeks and the amount that the characters hair falls into her face.





Solid drawing
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Elements of solid drawing are noticeable from my character's clear silhouette and showing correct weight and balance during the walk. Correct weight and balance are also shown through the positioning of holding the pencil and notepad, symbolizing they are quite light through the hold my character is positioned in.





Appeal
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My character holds appeal most through her stylized features and large doe like eyes. This adds a gentle feel to my character, and gives of a friendly aura, which is what you would like to see in a waitress.




Straight ahead action and pose to pose
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Pose to pose is shown through my characters walk reel, and how I positioned the main poses first. Straight ahead action is shown through the writing and nodding of my character, where I moved each pose slightly to imitate a smaller movement.




Secondary action 
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Secondary actions are shown through the movement of my character's shoulders when writing and walking, not only to show movement but also breathing, especially when my character gasps in surprise. Another way secondary action is implemented is through my characters blinking and smiling.


Staging
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Staging is implemented through the actions my character takes, as writing on a notepad and pen and walking would be required within a waitress occupation. It is also implemented through the hdri that I used of a restaurant [2] which would be a place of interest for a waitress.


What went well with my animation

[bookmark: _Int_96CLt8QD]With my animation, I wanted to add a looped walk reel and a close-up, with facial expressions. I believe that I was able to successfully animate the facial expressions of my character, writing notes whilst listening to customers and blowing hair out of her face. I am proud of the hair movements as I was able to study my course mates face pulling similar expressions I wanted to implement, so I was able to really focus on the smaller details and movements of the face. My character responded to her hair falling with emotions of surprise and acted quickly by blowing her hair out of her face to be able to quickly get back to her job. I was able to add life to my animation through breathing, natural movement, and blinking. I also used locators within my animation, which meant I was able to move the pencil and notepad when the hand of my character would move, which made my animation simpler to animate, smoother and more realistic. I was able to model my character to hold a pencil accurately which I was also proud of as I struggled with this initially and had to improvise. And I was able to show realistic movement of writing within my animation.
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What did not go well with my animation

I ran into a lot of problems within creating my animation. I had trouble using locators in my animation as every time my character would walk, the pencil and notebook would not follow. I ended up deleting the pencil and notebook models as I was unsure how to fix this issue, however afterwards I found out that it was due to me highlighting my entire model when I was setting a key, which I now know is not how you animate, and my animating has improved drastically since learning this. To improve my animation, I  added in the pencil and notebook model again with correct locators and animated the walk whilst my character holds the objects, to add realism to my waitress. Another issue I had with my animation was making the walk smoother and more realistic. I can notice there are elements of sliding the feet, which I tried to fix by moving the feet and bending them when my character moves them, and making sure they are straight when they are on the floor and moving my character not too much to prevent anymore sliding, however it is still noticeable and not to my standard of animation that I would of hoped. The pinky finger of my model also broke early on as I moved one of the nodes by accident and did not want to undo as I had perfected a part of my animation before realizing, so to fix this issue I attempted to move the pinky back into place, which was stressful, but I managed to make it look normal. I was also unable to render my character as the materials broke in Arnold renderer.
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Storyboard
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Extra Screenshots
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Early Animation

Link - 

https://youtu.be/K1-XrNXQILA







Finished Animation

Link - 

https://youtu.be/aKZZVBFREU8
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