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History and theory of your area of the creative
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Tabletop

Set, props,
characters,
background

Tripod or mount
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JsinnuonAnimation

° / QulU c[ay animation
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KissS
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KISS = Keep lts Simple, Stupid.
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Every Character Want To
Reach a Goall!!

Character
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Beat

Again -_-"
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Story beat

Story Beat

1
1

Acting Beat

Movement Beat
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Sequence
Story Beat
Acting Beat
Movement
Beat
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Stage Ahead / Post to Post
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Animation is

Timing & Spacing
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Timing = SE0aUoLMsinaoulnodU)(Beat)

Spacing = SEVSHNOMWCOMW(Frame)
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[ Key

[ Extreme key

[ Breakdown

[ In-between
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Key = Beat = Change
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KENEIRAME

Extreme key = mMw(post)Na Ay
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Breakdown = dounuon Lline of Action / Spaceing / Character
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In-Between = WsUQSONAOSHID Extreme NU Break Down
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Beat = Change
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In Action
e ACOWIWUIKI IS0 AU NA1L DU vovlcia:Action

4 FACETS OF ANIMATION

ACTION
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In Action

Anticipation Neilely Reaction
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Anticipation

e MIOSEUING Action

e UnoIUlunANbasLUAU

Action
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Action

e MSNSMMUUA

e MUUKBONAQ
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Reaction
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e 0Actionlisd Reaction E0ISD
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Stage Ahead / Post to Post
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