Principle of Animation
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Slow-In Slow-Out (851457, 9NTILII)
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As an action starts, you may have more drawings near the first
pose (1), one or two in the middle, and more drawings near the
next pose. Fewer drawings make the action faster and more
drawings make the action slower. Slow-ins and slow-outs soften
the action, making it less abrupt.
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Arcs (baulag)
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oul 1 Principle of Animation

Anticipation (n135132711829%1N)
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Exaggeration
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Exaggeration
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Exaggeration
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Squash and Stretch (N15%AA2-N1TEANT)
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Secondary Action (N1515¥11394)
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Follow Through and Overlapping Action
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FOLLOW THROUGH AND OVERLAPPING ACTION
Not everything happens at the same time.
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Straigcht Ahead Action and Pose-To-Pose Action
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Appeal (1&1%0390) -
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Personality (5ﬂ‘wmzqﬂ§ﬂ)
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* Jmaud wyuing. (2553). graphic design principles. laf
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* http://www.brianlemay.com/Pages/animationschool/ani

mation/lipsyncbook/sloin.html (@U@l 4 Augieu 2558 )
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