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g Level 1: mwuaniwalvaittkvaistnasaulko

uatilvau {Anlmatmn} Asnau:msasiv "mwaam" (lllusion of
Movement) G2emsangnIwivdolliovAuaL1vsIaisd - \

» FPS (Frames Per Second): Hmms:li'umamumw
’  On Ones (24 fps): 2nalnunniwsu quu:an:qu (untdlu CG/nmwauas)
’}% il » On Twos (12 fps): 21a 1 Wsu [éuaav 2 m'su ds:kdnadoonnavanlda (ra1adn)
' « [Collectible Trivia): mwouasuaiiluguiSoousn “Fantasmagorie” (1908) Aldinnia

>\ | 2 On Twos!
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| ——  Choose Your Animation Class: “ ', 4
- Frame-by-Frame vs'icu;‘- ut |
' msidanarginaunuwalneasvAdtiunu 19a) ia:alnavouinu 2 b .
« ' ' o W q;:i
+ L T4

| : [Class 1]:
 Frame-by-Frame

[Class 2]: Cut-Out
(vousudou)

4 . : -
(97ARazIWSL) « NS=UUNTS: VBUBUAIL i\
. . (Props/Characters) N91al3 .
» NS:UUNTS: MATHUNNIWSU N@onazwsu o\
| . - -y /
» QAIAU: NSIAGOUINIWSIIHD Y < saiAu: fiuusoni$o thou A

iUugssuan@ auesyiiga
» INUT:EMHSU: ARBUINU,

JIUNUSURJANINIWEY,

llonaunsusou

daunduulélndls Us:ndmou
« INUT:dIKM5U: Inudiona, Halo
Explainer, nadiuguuuidu

N ;:ﬁ?’ 'H_.______M '

o - Cost: [Low] ‘===
“Speed: [High!

Smoothness: [Medium)
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2. Production (Haaguviu):
asholuwna/matdu = Tdns=gn (Rigging)
| = (atiun (Animate) ™

3. Post-Production (kavn1sHan):
S3UaorUs:=nau (Composite)
=» (odonawua:idev
=» (SuL0as (Render)

1. Pre-Production [msau_n'l'_suanl. ‘ e
" To(dig = un => 98NIUUCJE:AS __ )
— aqosuasa = uouwan
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ﬁﬁ y 2 > l The Blueprint: NOASKAINOSUDSA (Storyboard) |

I'.x‘“:;._ #/’ = b PP o =] - —
yZ S0 EXE 7 IuunUaungaetHALIIUIRUNIWASIAUNDUAVDEIIADSY
Uaununisinnyaunfgnunuay %

— =

%

(] I —

EﬂﬁUs:nauﬁﬁﬂﬂmuamaéuas'n 1 tiima

e Scene No:
| a’lmumnlwan'lsﬁaa'ls'iunu

o Sketch (Naws):
NWRA%A=AS Q1N llazlldangunan

» Camera & Duration: uunaaﬂ
N1SIA3oUNADY 1a:5:8:19a7 (nuwﬁ}

* Script & Sound: "

unwrussene (Voice Over) nas

idouioWiwna (Sound Effects)
——
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; vmmmw}(Shut Sizes): .
» ECU / CU: IWndansuniiia-s1ga=158nluriin
e MCU / MS: |ﬁun’wmﬂﬁauﬂ'm:}mﬁmnvuldﬁ
' WGIGERe

W il e

Ade

x

. %, msiAdaundey (Camera Moves):
g w * Pan / Tilt: AUG18-vI1 / AU-NY

"« Track / Dolly: Indoundevvuiull

| .NUIAN / IAUKN-NDYHAY
: , - —— .
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—"[Skill Unlocked!] &<, ¢
A A d
R A §

o TR :

Ilr Tl

4
“=~ 50/100 EXP S

il Skill Tree: i T — ——
1 __ .:_FIUHSI:JnUUFISImUIUtEIu {j2 Principles)
.4 _-_HUUﬂﬂ"lElﬂ’IWI[a:U'IHUﬂ
nNAMIASAN 2 UAqudaNa:nouaussialsdTiLtauMTauENesy

= I
."....

&

1. Squagh & Stretch (mséniaina): Sneuda
VoudnNILOSUISINS:INN 6IBASWAILBANEL

2. Anticipation (n1SIASULIAY). rhmaeigunm
NaUNIOAGU?SY INGUANKBUINe=IAC:ISL
3. Slow In & Slaw Out (ORSISAA:ALIL): AN

TuTanaEuﬁaﬂ‘fﬁmmTun15|s.m:nm‘§m|a:|usn
4 Solid Drawing (MsNAIADDR). y1loneamA

 dun a=RuR 3D u0sAlu 2DAMY
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Sklil Tree: ﬂunsumuumsnaumau |
- AUdARYWAUTKANA:TRIDAT.
nunuaaaﬂnﬂwuuwns AN mThmsmaaulnmjﬂunﬁna'ma mmuaaf
I
5. Arcs (ﬂﬁm)'msmaauIHamusssumﬁ\rauﬁﬂu'a'ﬁmﬁnlﬂuraulﬁu )

6. Follow Thrnugh & Overlapping: onoa: ASKER Audun

- (1dauh, U) 9:GIAIVEURD I iAgouAdBAUISILIMAU
7. Secondary Action (msinaeulkasav): loAGUALNIASUMMIKaN

{AtDAVU
8. Straight Ahead &

Pose-to-Pose: ‘AlUiGo8q Ma:wsu (Straight

|'.*.'5ums.1na1.1 |
Ahead) vs:}1nﬂmwsunannauua:mummu LD

(Pose-to-Pose)




> [Skill Tree Complete!]

Skill Tree: AURSIONUURASIIDTILEY
L - HuoANSIidAvIa: L
nafRvRRaTeIadoarsorsuniliifiainap

9. Timing (SKa=19a1): FrusuWsuiHUARUSIIA:Idn
Uwanoaoisunilnensy |
10. Staging (n1sdAann): msuniausloiRglrgniuNEaINe
onineoluve Widwa:ndoetnanem
1. Exaggeratinn (msvmﬂﬂmgrﬁuqﬁﬂ): AYINANUIUIG:
o1sunifAgaIound[andsy IWeannJILLILY
12. Appeal (1dur): n1soaniiuuAdasASIAdisIAIRR

el el

tnaulo auBdA
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Level 4: nalnanluum (Tweening & Inbetweening)
ID9IVIZEARING AOUWOINDSI:IVILIBIBFAIUIN “IWsUTIagnsINay" ;
sz=nIWAEIWSUdeJ9n (Interpolation) IWoamaaIN1NU i

Us:innveu Interpolation: | |
- Linear: IndeunAoenauISoAInaLIALe (AAd1BKUBU) |
» Hold: Tulimsinaauis:nInunan v:IlasuANURIDaMAEIWSUGRIU |
» Bezier / Ease: Msv1aeuwWand (Slow In / Slow Out) [HamnAaeq

Sun0uISalia:a-aom QIdusssuANER

A —— T ——




The Mechanics of Keyframes:
WIS0IRDSIIKINSIAGaUlH)

- -t -l a . . : *
Keyframe (REIWSU) naqnn|515:qmuﬁua|m:mwwswﬁmas'a§uﬁuf§uaa

fulusiinsu 2D

qmauﬁﬁﬁﬁniﬁﬁfilwsunnuqu (Transform Properties):
« Position (FMIKUY): shedmnanqa ATUB
« Scale (VUA): §0-Ve1e aﬁwﬁﬁ[ne'ﬂnansnn'lsmuh

» Rotation (MsHLU): nquﬁmqs_auqﬁnqu

I HFIUEJHHWVEJIJH"ISHU




J!
——
Inventory: mosnn'wunaS"|u|mU|uau (Software Tools)

msidonlUsinsulinsuiuaneinAdn (Class) DIsZan '
» Adobe After Effects: yainuniu Motion Graphics,
n1sid Keyframe '-.*usm VEX, 13:n18s2unIw (Composite) :
- U
e Adobe Animate (oAnAa Flash): gaiuAU
Frame-by-Frame, nsaWn Vector, 1azinu 2D hig Tweening

» Toon Boom Harmony: uhasgiueaagnnssudnsu
Cut-Out Rigging llazeuiusundssd

» Photoshop / lllustrator: 919sguAUd1SUNISAS1Y Asset,
0MMNJazAS, llasn1ankay (Background)
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msasmwinasulkod1nsuiny 2 DANAUUSAINUU

INAYINNISSIUAIVOY 3 lINUKAN: y

1. Pipeline (ns:uaunis): MSIWIWUERISOEWSANU
anAuNUIazIoan

2. 12 Principles (nnun): msl@mndryryaru wand
la:1aurinnoa:As

3. Software & Keyframes [lnsadua)
n1sTuF|auwmmasnuusaIua.Jnmsiﬂaﬂuamn (Tweening)

U9 3 autinvausounu iau:luTaAund *nwnswnveula® b
Inv:lAguwanu “dulsanlulanveinu® aevINISy!




e By S e b Eg[.'-.""‘:' - T A ] = i
e ..r:‘g._ .-5,.!“ . ﬁ{lﬁi -..,-_}.T:ﬁ:_::". el a1y h e P g
ik ettt " paat o I i

iiii_llﬁdrﬁ_ti iU -,

éuﬁmﬁaﬁaums§umsﬁaﬁdd?
[PRESS ANY KEY TO ASK]

[SUBMIT YOUR QUEST (ASSIGNMENT)]




