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Z2nd Annual Disney Institute
Animation Event



Pmncxples of Ammatlon

& Squash and Stretch
& Antlc1patlon
& Stagmg

& Stralght Ahead Actmn and Pose to
Pose -

© Disney

Principles of Animation
# Follow Through and Overlappmg
Actlon
# Slow In and Slow Out

& Arcs R
¢ Secondary Action

© Disney



Pririfci"pl’és’fo'f Animation
& Tmﬁng ) o |
& Exaggeratlon

& Sohd Drawmg
& Appeal

© Disney

Seven Steps to Animating a Scene
< Think
& Thumbnailg
» Thé Staging
» The cutting and continuity
& Mechanics of Pr»esentation
» Pergpective

© Disney



» Scale L
& Solve Specxal Drawmg Problems
& Double Check Your Ideag
& Blow Up Drawmgs Full Slze
& Put The ' Julce init

© Disney

The Storg

¢ "The storg sketch ig not geographg
- it is not continuity and it is not a
d1agram Nor does it merelg
illustrate the d1alogue for the
sequence..

© Disney



¢ "The storg sketch should show
character, attxtude feehngs |
. entertamment expresswns tgpe of

action, ac well ag telhng the story of
what's happening. When you look at a
board, it should reflect the feeling of
the sequence so the viewer starts to
pick up some excitement and

stimulation.”

© Disney

Seven Guidelines from
“Iusion of Life”

& Avoid scenes that are only continuity. This type
of action ig difficult to do convincingly and is
always judges critically by an audience.

& Avoid scenes whoge only function is to explain.
Sequences where the characters have have to
stand around and talk are always difficult.

& Make sure the story incident or situation is really
interesting.

© Disney



¢ Be sure the characters have an
opportumtg to come to life.

¢ Look for places to show the
characters thinking. Show them
hanglng attitude, and look for
more wags to show more facets of
their personalities: they should
grow through the film.

© Disney

& Be sure theéce_nes call for action, or
acting that can be caricatured if you
are to make a clear statement. It
should be believable, but not realistic.

& Tell your story through the broad
cartoon characters rather than through
the “straight” ones.The more real, the
legs latitude for clear communication.

© Disney
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The Characters

# To Walt Disney, the characters,
"..were the story. He could not
relate of business that did not
relate to a specific personality.”

© Disney



e A Character should not do anything
that doeg not applg to the story.

¢ Know the kmd of ac’aon gour character
would have o

& Broad pantomlme is. better than subtle
speech or movement

& Slmple characters can be duphcated by
many articts that mag have to handle
them.

© Disney

& Once the general type of character hag
been found, work begins on finding the
refinements, the details, the specifics
that make him an individual - unique
and entertaining.

# It ig important to know how this
character"'feels' about himself. Until you
do he will be vague and indecisive.

© Disney



& “Look forthmgs in your characters

that make them <o interesting that
you end up loving them. They
should be appealmg to thern you
are creatmg them” -

© Disney

While one character is being
considered, close attention must be
given to the other players that work
around him, for it is only their
interaction that brings the scene to life.
" The greatest challenge in animation is
to create a relationship of characters
through a picture that the audience
believes in. To them thege characters
exist - they're real..”

© Disney
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The Look: Backgrounds

« The background painter:
» m_us’t know color well :
» possesses a good sense of design
» know how to pull a picture together
» be able to handle the medium
» have some reputation as a painter of

landscapes or abstractions

© Disney



¢

The Look Color

The dehnea’aon of any personahtg
almost starte with color, T. Hee: "On
some of the characatures.. I would
make the quy’s face green, because of
his character he didn’t look good in
any other color...if you're around a
person for a while.he takes on color.”

© Disney

It is not enough to choose characters
for one character that will work
throughout the whole film...colors
must also be related to those of all
other characters...

Settl_ng the color models is a difficult
and time consuming process. It takes
more than one nice sketch to find the
answer.

© Disney



The L(K)ok:\Special Effects

 Types of effects: falling snow,
fallifn_gf"l’teaw}és, movement of water,
smoke, shadows, tears,clouds, dust,
speed lines,wind, fog, drizzling mist,
fire storme,rain hard rain,, heavy
rain, blowing rain, swirling rain..

© Disney

Znd Annual Disney Ingtitute
Animation Event



o Musi@

& Musxc 1s undoubtedlg the mos’c
1mportant addltlon that W111 be made to
the plcture It can do more to bmng a
stglé emphasw and umtg than ang
other single 1ngred1en’c |

© Disney

& "I think a good study of music would
be indispensable to the animators - a
realization on their part of how
primitive music is, how natural it ig for
people to want to go with mugic - a
study of rhythm , the dance - the
various rhythmg that enter into our
liveg every day.”

Walt Dicney

© Disney



Sound Effects

¢ "The sound man must think about
what the sound is gomg to do for the
plcture not just how 1t ought to
sound Jlmmg MacDonald |

& Good sound effects wﬂl add hfe and

ordlnarg sounds W111 qmcklg dram
what life there might be in the action.

© Disney
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Animator’s Glossary of Terms:

Acme Registration - The established industry standard for animation registration.

Acting - To give dramatic or theatrical style body movement to an animated character.

Animation - Bringing a character or object to life. To give a character breath or spirit.
Animation Disc - A flat, circular drawing surface with register bars and tracing glass.
Anticipation Move - Initial action prior to a movement of a character or object.
Backgrounds - lllustrated backdrops used to give animation depth and staging.

Bird’s Eye View - Looking down from above towards a particular character or scene.
Camera Cut Off - The extreme outer edge of the movie or television screen.

Camera Shake - Rapid up and down camera movement to indicate heavy impact.

‘Cel” - Celluloid acetate, a clear plastic sheet once used for inking and painting animation.
Clean Up - Pencil tracing of rough animation for final compositing.

Color Mode) - A diagram indicating the exact color specifications for a character or object.
Compound Move - Camera movement >North, South, East, West, angular or 360 rotation.
Digital Paint - Painting animation frames electronically on a computer.

Director - The head of a particular film, stage or television production.

Directing Animator - The top animator on a production. Reports primarily to the director.
Exposure Sheet - Numerical log of each frame of animation, camera instructions and shots.
Field Guide - A rectangular outline which indicates the retical or ‘eye’ of the camera.

Film Speed - Motion picture films run at 24 frames per second, video runs at 30 fps.
Foley Artist - An audio technician who has expertise in creating sound effects.

Foley Stage - A sound stage w:th a variety of materials for making sound effects.

Frame - One exposure of motion picture film, video tape or computer imagery.

In Betweens - The break-down drawings which smooth out an animation sequence.



