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Principles of Animation 



Principle of Traditional Animation –
 Disney  

http://www.siggraph.org/education/materials/HyperGraph/animation/character_animation/principles/prin_trad_anim.htm 



Squash and Stretch 



Slow In and Out 



Anticipation 



Exaggeration 



Secondary actions 



Animation – A broad Brush 



Computer Animation 



Keyframing 



Keyframing 

From “The computer in the visual arts”, Spalter, 1999 

How are we going to interpolate? 



Linear Interpolation 

Simple, but discontinuous velocity 



Nonlinear Interpolation 

Smooth ball trajectory and continuous velocity, but loss of timing 



Easing 

Adjust the timing of the inbetween frames.  Can be automated by adjusting the stepsize of parameter, t. 



Interpolation 



Interpolation 





Examples 



Examples 



Examples 



Motion Capture Strengths 



Motion Capture Weaknesses 



Motion Capture Weaknesses 



Motion Capture Weaknesses 





Procedural 

www.sodaplay.com 

http://jet.ro/dismount  



Examples 



Procedural Animation 



Procedural Animation Strengths 



Procedural Animation
 Weaknesses 


