uni 2

NSTUIUNISUAZHANNIS INNSaS 19 NAREU LD

A1999NLUVAS 19N INAFDUIILUTTUN UMD USIAU AILATUNITHTEUIU TUNT
asdlavhnuwazIunsRaaUunaunsilaue tnensldndnnisiiugiunddgyusznouiiu

L“f]umaﬂmaaﬂLLU‘iJm‘WLﬂﬁlaulm
Y] o
ﬂi%‘U’Juﬂq{luﬂqiﬁi'\ﬂﬂqWLﬂﬁ@‘iﬂaﬁ?

nsadummadoulmidulivannvaemaielims  fngusrasdnisldauunnsg
fu wiavdesvuindunazenaliviify unanuasiaussiunsasiingsuaunnsnng
vaudugdunuuiefuniondiefunaiun nsvuiunssananitunoudugsusse
Tuil
1. SuasennufauNsHAR (Pre-Production)
Tudupeuildudunusuiounsudanaciy  SmEnnsUmnsianisiasansae
Lﬁaﬂmﬂmia%wmmaaﬂqum‘wm?iaulmifuﬁmmﬁa;:iﬂwmaﬂﬂﬂaiuﬂWivaqwui'amﬁ’u
nsnauudadudsiiddyielimndodlansaiunazannisfianaialunisieu lu
Sumdsnnunounsraniulssneuludetuneu fil

(%

1.1 Fumsneunuiiedes (Story Planning) Lﬁaﬁiauﬁu@mﬁuﬁuﬁﬁmm W57y
Hushrmuaauiaulavewanu Wedetenidifinanissaunssy wide wialudesd
wistulul Tnelutunouiiisunoudenn el

1) Sunssvuaufn (dea) WWunsmvuauuamasuduindeanisiiam
suvesmanudusuulng Wy aanvudu srudaseiule ?‘iamssﬁ’aaﬂa Fao1aruaLLIAn
IFnuanudedus W 255053y Bead du Snu enudeludauinnsssu

2) fumsivuaiBesde (Treatment) WumsimuanisdiiuFossiousdy
U ﬁmamaaﬁaﬂﬂﬁwﬁuﬁw dumstmuawuameaesSedlaesi

3) Jumsideuun (Script) Wumsimussmeasdenimunvenies saun

WA UNUTTENY TIUDITeazideanavainvediies (Big duan, 2558, u.41-42)
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Wesesamsaglinnutuiie quanaunuasyillvian awnsafsmeaueaula
vosgruilinaduiiimed)  waniegasmsdusesidilademungauiunguivud

Muualy

(%

a '3 A a a S a A A v )
AN 2.1 .ﬂ']‘WEJumiﬂ']‘WLﬂaau'lﬂ')lﬁ@\‘ﬁﬁmlﬂfﬁm :HL‘L!’e)Li@x‘i‘vﬂ,ﬂLLi\‘i‘U‘lJmaIﬂmmiimﬂﬁiJ

s
a a

(BN - ST Ne5H DU wolwtu)

7y 391 watlwu (2560)

1.2 $uniseonuuufiazas (Charactor Design) Hudunoulunisimun
yadndnuarresiiaras  TnslduannndeuseasiBeaieg  vesiazas  avnadu
nuAM (Demographic) Suldindnwazniousnitu de eng e US1e @i Ana wihan
Hugu wazdnvarnadudunnm (Psychosraphic) suldiua Auwey Anudes Snva
0 yadnam drusududes wndnualianzvesiasasiug duemnAenisnanmin
avasiiomenondnuasiitinustuindusUssatu - mIsenuuuiiasasiinbuataeli

amndeulnuinaufgaaulaty

Phra Lsak
peum e mamenndadu mzsm Tl dov uos Sadinuie verwszom sunisiusoou
1 - 2 a4 Zd =

2

mizarf wz o eveuimilunz 1S Fams wizam uss wndm T miz

 neiag dedan s niAndundonse
)

AW 2.2 NSEBNLUUMIAYASNSTaNYA
(Wszanual)

AU SUNYTA & 51188 (2553)
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[

1.3 Jumseonuuuunnn  (Storyboard Design) unnwiieidudiudidey
pg1anBenINTuLNLRTaIalunsYae utnamAensusuldsuanunidudisnys
wndunmifisneaziBonveaguaImeigg  Uaueniansanduises  n1suansesiiasas
e uaswaziBondug (385 Junn, 2558, 1.43) unmwasidudaivualiniiediag

v ‘:4' Y] a a o I3 o 8 Vi ! a Ao v
Wilaninseiy  BelimuasidenlasdmaunagyinliignenIsnan  unaminuualIsusnta
Fauindmanisaleslafevutng lasvihesls fluu agls dules swdeensuainuendiu

v ' Y A | 1Y) v Yoo cal 1 1Y) < A Ao o A
WUNGeN  Jundesiiuandaiualimuidnuarersuaiiineiy  [Wuisesddyiun

AmRzuandliiuiiavng msiedounvesyundes Muazideafiusingagluaintue

SET Storyboard Motion PVD Length : 1 Min.

— < = 3 &
Mestcwpanans  CONCOPE : NSIVNANUIBUY ( 22UIAY IRUAY

<

Voice: - Voice : IULAUIN #ncdIUTAs foenaue Voice

Visual : junefiodu Judonanu “UAUEMSIKOU Visual : 1nGe
rhoumnusINSIVIRD (V) WS v

Visual

Voice: 1.0 Volce : IWs1:A00 UUINC2UINCD

Visual : Visual : mwiu \ IRuAURNIADEULNU

Awdi 2.3 unam (Storyboard)

fun: Sulnns1iin nsuaus (2557)

1.4 Fun1stiufinides (Voice Recording) ifudumeumstufinissynosied
Usnglumaau Téun Foan dosussens Bessznausiag antusnarhnsanusiie
Ansaidssmelusunsuanusalnd@ides Wy nsusuwdadediaudn  USuudalnudesdi
wangauduiiazas  desunazgnimusl ey saiteunsviinua  (G3suUny
Asunelun, 2550, 1.36) Asfisndulunistufindesdonsiuundnvay UPANNNYBIA

azAT wazn1svuindssazidudmdvusssoznattazsurunsulunisineu
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AT 2.4 n1studinidesnndusznaunimeunsnmiadeulin
(It's Monster Spice: Geri Halliwell signs up to voice new Disney character for cartoon
show Henry Hugglemonster)

fiun: Dadds, K. (2013)

1.5 dunismeaeuidssuazunam (Story Reel) Sunauiidoifuduanineves
nswseRunieun1skads azidunsieinmanunanundaseiuidesys @esUsznau
Foanuniussiaduszoznaiidnunly Weganumsnzauvesweanan Mstaizes guam
Wialusuuuuliinesnwuunmiadeulmihlundananusely

2. $un1su@n (Production)
ndsnaieunnegidludusisununounisudn (Pre-Production) ASUEIULE?
fusemfetunounsuaananueenuunadelm  nsfruanatlussazainuaseag
natludes msdnesduseneu miﬁmumgmawaqmwLLazmﬂﬁwmluﬁaq 118579
mMapdeulmmuunam ﬁ/iﬁflmﬂ‘ijju%L%Hﬂ?iLﬁUi’]SangﬂmﬁiN"‘] WU N1sUSULAsIani
WAl N1TLanse1suairIen sudulinuesiiaas  Msee1an1suTulskasa gl

UI58INALAZINRLNYU
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AW 2.5 MmsaframanunmafoulmsliuvaieUludu
(Frame-By-Frame, Filmmakers Make The Mundane Miraculous In 'Anomalisa’)

flun: Fresh Air (2015)

AN 2.6 NM13as1HaUNINLeAaUlINABUAIADS
(Animator)

fiun: ACME (n.d.)

Tuduilidevhnmadeulniasaauysaludrvzundeunaulunstuiinlwdiiion

. = a 13 o [ I a =
LAUD (Renderlng) FAUSUATUADUNULADIATINNITATUILAELERINaD D NN LT UNINT T
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‘:i & 1 ¢ o = ¢ v o a
muedaulmaunsRaee) taglunisiswnes (Render) msailsisdadodan sssuunu
douelan (2550, w. 44-45) nanld aguladal

1) AMAINYBININ (Quality) AeNsAIAIANUANTA (Anti-Alias) ViSEAIULUAB
vaaingiilewndioun (Motion Blur)

2) mstudalwa  (Optimization) Asn1TAIMUATUIATRSbWATALALNZ ANAM
Toguszasanisldeu  wunisdusalwdlidiauimanasiiomnzauivauiluausly
Aulae

3) AUALLBEAYRININ  (Resolution)  ABNISATVUAAILALLIUATDININILAL
a ° v ‘:4' v P ' & . .

FWle lngmmuanuniluazaueNfkdasRauutnge taediwiieidu ppi (Pixel per
Inch) %39 .ppc (Pixel per Centimater)

4) anavedlvld (mage Format) Aenisimueanaveslwdlivanzauiv

InguszasAnsilUlgonu Gwtinvesdlndazuanddavanavealnd Inealudssi
- llaveslnasy loun Indana GIF (Graphic Interchange Formula) Heuld

I s = I3 o 1% o ] !
uluduled WWesnnfvuadn inlwldnatlunmsanitilnantey winunmvasnInazll
azidentin Tldana JPEG UJoint Photographic Expert Group) ulwanfvunaidnusdd
Anuazenvesn niias uazlidana TIFF (Tagged Image File Format) {ulWanfinaunin

a a i saa e 1 v
Yo ndlanuazdengs wilnandivwniluganulaae
- aflavadlidnmeuns liun udana MoV ulwdnmeunsves Quick
Time Player lvdana AVl Julwdnldlulusunsy Window Media Player uazlvdana
MPEG (Moving Picture Expert Group) \Hulnanmeunsifinnuazideaneld wasdlauin
Inanidn wangiunsldauludeseulad
3. YUWAIN1IWER (Post Production)

) X a o a_ & < a v ¢

Tumeuildunssuiumvamsudn Wunsiungasdenvemasilyiauysal 1wy

1) nMsUsuussussenalunn (Envelopmental Animation) gunislduseon
At d lu msUFuwsiasuanasd s

2) msldwmailafiiew (Visual Effect Animation) wunistausenigll wasiitee
fionws nTAnAdeuln

3) NNTTIMAIMNAINRLA (Composite) NMTARABUAZAITUININGIE NNIUAITAS

4' | ) A a = Y <, A
nswdeulm msldussennia nisldmalinfivivaus wdunuszneulunanuiauysally

Juanvng wailddisnystoses lafia uasiashnnauyinelsas
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a) auewadnu  (Presentation) Aen1sviUszanduiusiiolinasiunim
indoulmiliadeasysalndidnfangudmneidosnis
nsgurumslunmseenuuunmadeulmvsusazesdnsvidoanilotulinssuiunis
wang  ladusansnsiuin maﬁmiﬁwejuaé’uﬁgumauiuw%umau desanlutagtunis
Waunalulagreuiunesinnuinmiiediwnn  weluladuazaunsaiuiesiiniggiuag
AuAzAINuarantunouustuluntseenuuy  usleddnuosausenuuuaw
indeulmAsruAnaiiassd Jusuins wazvinuemsnuAaus salufemansusianig

Yo

\diSeaiiazyiounmAnesual uardeasteyaiifinulugiiury
Y v =
nann1stumsaiisnwadaulng

nUseiamnuidunivesniseanwuunmadsulnl  asasenedeuluitu
@1130MMuAISNISle 2 35 AN sssuUnu B81uielem (2550, w.50-53) nanald agulenadl
1) nsadrenwmaaulniuuy Straight Ahead Aensyaniniadeulmiiavivsy
aznmsaanisiedeulmasiwsnluauauises  Jaiisadeadsiunisinayania  (Flip
Book) fidaffaanunsaaseasseastulaliniesa 9948 sAaainmisiwiuslunisnalaein
granaRasiumule dauassunulunisnangs
2) AN5a5190 1NAABULNALUY  Pose to Pose TIN15719bANUNIIIANINLARD UL
pgrafuszuy dnsSesaiunewndslunsneegradutunsumuniudidey vilidiese
° ' & ac A aa ) '3 v &
nseuandwu WWuIsmsnduntedlulqiu ssddsznavlunisaianmedeulmiiuy
Pose to Pose fA®
< = A a | P | P [y
- sy (Frame) 1 Uudeilisonamusazainiiateseiiloaiu  laeinsuazgn
AruAa U LR LAY
A & o w o ad = o A a X A v ac a
- A (Key) WunmdRgranidenin1snsziiiintu lnsunfudiad (Key) Ag
AmAgnaluunan (Storyboard)
- BngviSy @y (Extreme Position) nsastaninadaulmitiusndusosenfunis
° & 2 & ad e a v &£ 4 o 2 ° ! Y] | | & ° '
vieduiiy ondnsy nddu JugnAnduduiiedmuadudumimdn danlngidudumiusn
wasumisganevasnsiedeulmluidazyiy Wy msiy duwmadndrty Wnddu anadu
swmdafiindudadiuiuluisazin . lnednesnuuuaznasmuvdudndniy Inddu aniuliiy

YIYNAALNAUITENI19NAS (In Between) Mivide



¢ A o | = I 2 & a a o
- U5AAIY  (Breakdown) ABSLMLININAI9TENINGONTGNSY  IWATY  (Extreme
Position) 1usmnuakuINsiedaulmanawiianie b nenwntaniia
- 8u 93U (n Between) Fennswmisiiogsswinaudndviu Inddu (Extreme Position)

Tualvnmedsulmienuazideausedinwazuiaula

Msasanneaaulniluu Pose to Pose

Extreme Extreme
Position Position

AN 2.7 NFYIN9IUVINTTAS1NINLARDULIMILUU Pose to Pose

Nun: go1ing vieugIsId (2560)

Tunsadamasnunmedeulmdindy llsfesnsvilinmedeulmls urazdeq
mmaaﬁﬂﬁmwmdwﬁuaﬁ%ﬁmﬁu Tnesnwuunmadeulmainioas pads andle unseA
WisTa (Frank Thomas) wasled 2eviudu (Ollie Johnston) levhnmsieseiieatundnnns
Tumsasnmmeadeulm  Tngldauouwmisls 12 9o delddunuimsunisadinm
Lﬂ%ﬂ%ﬂﬁ@ﬁﬂﬁﬂ% 3un31 “The Fundamental Principles of Animation” @ssiounlé
LfJuLLU*uLmeuaqm'iaamemwLﬂ?{auiwaiuﬂﬁ]qﬁ’u Thomas and Johnston (1984, pp.
47-69) namamdnnislunisadrsnmadeulmls fdselud

1. nsludanazn1sea (Squash and Stretch)
n1INIMUALan (Timing)
NNSLAIBUNISLERS (Anticipation)
NNSARUANIIASEVINlURIA (Staging)
M3 mMunaNsINsAEeuln (Straight Ahead Action and Pose to Pose)

aruseLiiosuazn1sTiudiou (Follow Through and Overlapping Action)

N s e

nsiLLazansmsINIseasulin (Slow Out and Slow In / Ease in Ease out)
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8. MeAdeulniBuuluUsIIHTIA (Arcs)
9. nsirdeulses (Secondary Action)
10. NMSLAALAUI9 (Exaggeration)

11. 1153719210 (Solid Drawing)

12. M3fsgaruanle (Appeal)

1. msfunauazn1sda (Squash and Stretch) udiudrdglunisisuaiis

muedeulu  ndnnistazdanslimiuindantussunsaudsndnals  Favinlaannnis

q

WasuwUasguiamsesunswesing uisesesseisliliuasusuialvaunsenuiudiuns

vaeIng Mstdwdnnsiinineaniutisannudaneu adusssuya auaswiniu

AN 2.8 FIBENNNNNTIAYBINURA
(Squash and Stretch)

§iun: Electronic Visualisation Laboratory (n.d. a)

ENAIBEINTUNINNITHAIVIGNUBATLLAUTININNIIATUYINDL YALDT
snninflesaniinisusuiasusuinswesgnuesliigiimnuBavguinaannssnunasdeiy
FamsTumn (Squash) Tuasiiedestudemenimin wazn1stn (Stretch) Tuaziieados
fudosmasanudy  mslivdnnsdannsailuldtunsiedeusivosasasidiiolgdu

§55UYP ENFIBLIIUNITAS1IFALATEDAINDUNITNIEIAALALEARI9DNIAINTLIAN
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] 5y 1 Y
AT 2.9 AIDE1NNINAINTELAATDIRIALAT

(Squash and stretch can also be applied to the body of a character as well)

fia: Lin, S. (2016)

2. astmiuaa (Timing) Nsivunsreznallumsndeulmlussussnou
°o & v = - < dl' ] 1 1%
Jdusnlunisaianmedeulm  Weananusuasnsedeulmiuaunsavivenls
flagusne vwm Uil yedinuazensualvesingriomazasls Megraudunisniioulnives
o A ! < v yee 1 A a ! A o 1Y 2
Mazas mnndeulmegsmiinliauidniilyurfnadeuwaainudi uwiduadeuln

Friaglianuaninmasseundensetaels

p—— 1 Second ——

| | ] L
| | I I

—-23 Seconds

o . < e o a4
AINN 2.10 mimwumiwzLaanLLmﬂmﬁﬂﬂummz’mqmaauw
(Timing)

§iun: Electronic Visualisation Laboratory (n.d. b)



AN 2.11 NSHEAASYINNISAANTLANAAUAIUTIIIAN
(Timing by a master animator, Eric Goldberg)

flun: Riki, JK. (2012)

nMsfruasEezal (Timing) flanuiietaaiuAdmnsy (Key Frame) @af

AonmnuenusnNIsaingn vimenuenitineslstueglussesiiaiig

5 L,

@ @ =

PAT NG Posmes
ce
BRearoown :w OaN BOWN Eowy BowWN

63¢16)¢ Sﬂ /]de/f” r!ﬁ'
ﬂ(\ " ‘ 'Q'W 8L,
W

- \:{ o
,;x\!;m\‘\

sﬁ

{1
P
.l‘
i{'b,
"

"4“

AT 2.12 ANWLEAIYITNIUEN (Key Frame) Wagvnn1eseningiiu (Inbetweens)
(Key Frame Animation)

fan: Bush, H. (n.d.)
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3. MSM3EUNTISUENAS (Anticipation) Msuanenswedeulm (Action) ves
fngvidediazas azifiadu 3 svue fio

1) sz8in3eu (Setup for Motion)

2) szyzdng (Action)

3) szuziailos (Follow Through)

NSLASEUNITLARNS ABTEELLASEN LWUNISLERINNILASENNBUINYINN9T59
WEoNISuEnIINIIRs iU LEnsass TunsindeulmmusssumfvsiinseSeudinou
Wy nsdesnounisnsylan mawRssauieunisloy Wudu TusvevwIoutuazildndy
M9e3EUNEY (Create Enerey) Tluanadenslandsanu wu n1sis n1sie ssdosuans
ThAudansTdndsnuneunisiadoulm  ludwiinisviausiuiunsdunauasnisia

(Squash and Stretch) n1sadaszesimseunIsuansinlininUsslevinei 385 Juun (2558,

[
Y a

. 59) a3y aguladiall
- A3ENAIBLAT NBUTILUARIYIMNIVEN FULUANI 0l
- ASPUNAIU NAUNIZUAREBNU WY N15919 NISNANUAzUADE

- ITENAUY WiBNNAUNITLAAIIMIANINeNSERAIIMINgNITALIY

iy

] ] = &
AINN 2.13 .ﬂ’]'WLLﬁG"IQ‘V]’Wl’Nﬂ'ﬁLﬁ]iﬁJﬁﬂ‘Uﬂ’ﬁLW’JEJ\T
(Anticipation)

§iun: Electronic Visualisation Laboratory (n.d. ¢
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ANTICIPATION

AR 2.14 A wuansyihmanswesedlunisnselan
(A broad form of anticipation as illustrated here by Richard Williams)
fiun: Hurtt, C. (2017)

anticipation action reaction

AWl 2.15 Mnuanwimanaedodlunsu
(12 Priciples-02 Anticipation)

17im: Hallucinationrain (2013)
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Donald draws back with
raised leg in anticipation
of the dash he will make
out of the scene?.

AT 2.16 NIMUARIINNNSETEL
(Contoh Anticipation pada Donal Bebek)
fiun: Juliansyah, W. (2014)

4. asmvuanisnszdinluan (Staging) Wumisvihmnudnlanisyinguees

v [y '

funIefuingvsedavasiiay  Jufgatesdurimuenisuaninisadeulnd  seesiaa
N3YNNUTDINGRITUIARAYUNABILAZIZEY  NITIWWAUL NITEFUNIN UagnIsdnse
wianliusgneuniuiuieiiaueranulviesnindeasensuaiiuguy aswanuhaulanay

UnaveauAneenulieg ntaumuingUszasnaeld  Tumsdiaueazdesse sl

'
Y A a

asrUsEnauwdsiueslumIniug FweneliinAnuaniuneduan Mnidifasasduie

' ' [
Y A YU W &Y

Turuzifazasdu  wasulm  asteadinanuiaulaliiudiazasiug 385 Juun

o w v

(2558, u.60) namsndndfguesnisuansluain (Staging) fail
o < a £% 1 1 [ a 1% a
- PUUUNILADILFNININIDY VALY aamif’mwmdwmmqm
' ~ ' = | a vy N =~
- paEnyIMaiitegufenlursssuEaideIn1sdennunuiY  Liioan

AN AR A TUNTWERS
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n1329msluainfinisuiuu e N399I luR NN gau

A 2.17 swSeudisunisuandluain
(Staging)
fin: Muwakhid, 1A, (2013)

5. nstuAnINsIuNIseaaUlNg (Straight Ahead Action and Pose to

Pose) Tunaun1sasanImeaauli 2 wuu

(% '
=

1) Straight Ahead Action Aan1sIIAnIMiazinsuILAUgANISIAGaULIN

2) Pose to Pose AoMINauHuNINALT ud3aneddmsumdniiddyian
mﬂﬁ?u?iqmmﬁél,mmaﬁqaQizmdwﬁémiwé’ﬂ (In Between frame)

nsfmuanmsnnedesulmiduduiiddglunisadenmedeulnm
LﬁumimaLLmui'wammaqﬂ’]im?iaulml*’iﬁau%L%'ﬂgjﬁ?jgumaumiaamwuwmw LU
Mssnmdnsarnsedeulmvssiiazasitzwanwimegsls  dWevaelinisyheu
f1eu vdnmstgniauntuandin Pose to Pose tawaisarmdulualumauansyimig
fanudusssunalidfndn  uavaunsoadeuwannudsinlg  WhinTuanduneunis

4
Y
o &
NNNIUU



AW 2.18 nmnIsimuamsIInseaeulaLuY Straight Ahead Action
(Straight Ahead Action)
#ia11: AnimDesk (2012)

AT 2.19 NMNAISAIUUANINTIUNTIARDULAILUU Pose to Pose

(Straight Ahead & Pose to Pose - 12 Principles of Animation)
#ian: AlanBeckerTutorials (2015)


https://plus.google.com/+AnimDeskStudio?rel=author
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dl o lﬂl
AWA 2.20 AMNNISMRUANINTINASIAAR UL

(Straight Ahead Action and Pose to Pose)

fiyn: Burger, K. (n.d.)

6. Anusaifissuaznsiutou (Follow Through and Overlapping
Action) nswndeulmiiseidoasiudeusziisanmsedoulmmdniaue Tnendnmsany
sialiles (Follow Through) Aeamilseiilesannnsindeulmvsaglimgnogisnssiuiu 9zl
naanndsrddnmsivakiusely Wy nsufewaudloshavasiu  Wielidusssuniing
whssuziedeuiivelledlivgnasngiuiu daalvinsiedeulmansds Yuwnaliufad
Vugus dumannisnisviudeu (Overlapping Action) A aleiinmsedoulmmdniiniy ez
Aansedeuiinnuinvesdiunisadelndy T,cswaﬁlﬂﬁaasdﬁﬂmﬂﬁaﬂmLLiﬂmmﬁau N3
wdoulmiviudeutusilrnsndevlnidusssuninnniy wu nmsvduvesdelio uwwy uas

fetaaziinnisinasulmfviudauauineiuseLilaiu

ﬂ'ﬁ/\lﬁ 2.21 ﬂWWLLﬁﬂﬂﬁﬁﬂﬂqiﬂﬁqﬂﬁiaLﬁaﬂ
(Follow Through)

‘ﬁm: Kaufman, B. (2014a)
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Initiator—>
Hand follows

shoulder
1

Effector\

AR 2.22 AnLaRIEANSASITUSaU
(Follow Through and Overlapping Action)

fi31: Electronic Visualisation Laboratory (n.d. d)

— \ ) N\
; ~\ / VoW e \
~a WL / >~/
N AEPG
=\ —y 2
\\( F \',( ~ ( /; ( A~ /',\:'-
AR UAR— O\ F e\

ﬂﬁ‘W‘I‘?i 2.23 ﬂ’]WﬁﬁiaLﬁaﬂﬁ]’lﬂﬂ’liLﬂgaﬁLV’J
(Overlapping Action)
#iu1: Kaufman, B. (2014b)

7. nsHidLazandnsIN1sAaaulna (Slow Out and Slow In / Ease In
I3 [ d' d' [ AI [ d' d' [ d' d'd'
Ease Out) {JundnnsmieniunisiiuuaensantessnsINsafeuiivesing nswmaeuii

andusssusAtUEinIsdauieneAuS LA einsiiiuwazNINe LS v3anis

oe &

CY

uminuazanusilunisedeun Jamdnmsiiazdesihnusaudunisinuana Tuvaeiing

o A

aglaiuiaslifienngy desdinsiiunnusuiieliingedeulm sunseivigaas anwus)

Y
I% '

N TNLTULAZNISHOUAY  NMSLN WLazYITmsluduinelrnmedaulmiinudu

o/

SITUTRUINVY BNFIDL1TU ﬂ'1sLm'jﬂfdmwaqqﬂmmﬁﬁﬂmmmmwsiaulf’u"]LLazm'auaaﬂ

q



71

AT 2.24 NINUEAINTITHOULAZIINAIINSIVEINITUNTIGNFY
(Slow In and Slow Out)
31: Tarby, C. (2015)

a a o =
AINN 2.25 ﬂ']‘WLL?I@I\‘Iﬂ'ﬁL‘WlILLa%aﬂ@ﬁi'}ﬂﬂiLﬂa@‘lﬂﬁﬁ
(Ease In or Ease Out)

finn: Gordon, N. (2014)
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Timing - Constant Speed
I8 % é
“'-2 BQ O 8 Path of
@ @ .‘,,--'action
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ﬂ’TIN‘VI 2.26 mwuammsmaaulm“ mwmmmmw

(Timing - Constant Speed)

‘ﬁll'l: Bentham, H. (n.d. a)

Timing - Slow Out
®

Q Path of

.-~7action
3

o
%(Q'ogg .
@

o

i
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..@
le

(Timing - Slow Out)
i Bentham, H. (n.d. b)
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Timing - Slow In
@

© ]

'3 APath of
¢ .~~~ action

[y

Al 2.28 Mnuaninisindeulniisnsianusuuvesndatntignausa
(Timing - Slow In)

ﬁm: Bentham, H. (n.d. ©)

Timing - Slow In & Slow Out
®
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Q G Path of
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—e
-+ 0o

~N -+

AR 2.29 Mnuanin1sndeulNisnsiAsmuUeENFITIRIgRIUT
(Timing - Slow In & Slow Out)

i Bentham, H. (n.d. d)

8. MaARUIMIABULUUSTINYIRA (Arcs) MusTINnFRWINTIAGaUlmYs
FaliTinazmdouludulAs (Arcs) lawe msndaulmfiegluwuiduldsegdusssumfuay
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e WUlAY (Arcs) Aadunemaiadieulnivesing Wy nsiefeunvegnueaiiauii
EuIn1suduveuau MauluinsiedaulmvesuUInseninanIsaunu

a a v sy
o, mswadeuludulAs
[\ YDIGNUDATIAIULHY

= A g v 5 v
AsinaeududulAg \/ %
Ypruvdu k}

AN 2.30 nnnanansieasulidudulag
(What is an arc?)

fiu: Wong , A. (2017 a)

1% Y & [ Ao o [ Y A @ -di 1 a2 1%
whldadundnnisnadglunsyilvingrseingiadeulisgvauate  nsasa
P [ | = 1 = = - v o § ¥ a

maadeulmasilullegenuiuliaenn  mninnsiedeulmnguainsennagyinliinny
vee & o A a ada = = A Y v x v o
SAnudanseane  nswndeulmvesddidinasiinisndeunidudulas  udlunenduiunis
wasulmuuuidulAngadunsolauannsalddmiunisinfeuiidenalavued funai
foenns wWulAngadurseidauyisliniseioulmginduuiniu (Wong, 2017)

ASIARBUTYDI LU MsinReuTveEdiTin
I £ v ; v ) ;7 v
apfudulradaduy zPudula

A
o7

o = P a Y s v w Y Y a v
AN 2.31 ﬂ']WLU??J‘UL‘V|EJ‘UﬂqiLﬂa@‘Lﬂ,‘VT’JLL‘U‘ULﬁuIﬂQﬂ‘ULL‘U‘ULa‘NIﬂQLsU\‘iLau

(Linear Arc vs. Circular Arc)

fiu: Wong , A. (2017 b)
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0 0

Straight Arc gives power
S -
o ave e
- -,T LA R R LR

o ~ ~ o 4' Y Y o Y §Y a v
AINN 2.32 ﬂ'TWLUiEJULVIEJUWﬁG\“I’]U‘U@\Tﬂ'ﬁLﬂﬁ@lﬂ,W}LLUULﬁUIﬂGﬂULLUULﬂuIﬂQL‘U\‘iLﬂu
(Straight Arc gives power)
fu1: Wong , A. (2017 ¢)

9. nsdeuluaTes (Secondary Action) Aemsindeulmiiogseudseney
funsedeulmvdn  maedeulmseniiurruniaule  aduayunisia@osasiiiuaay
aussdlifummadoulmld  Tngwdnnnshezyhausuiundnnisanudeiewasnnsiu
4w (Follow Through and Overlapping Action) 1 #azasiid Wluersualings nsim
Wudesfings emeeulusunindntios iunmsndeulnsewnenIsuAIMal ASWUes
Aswziflowiuonsual winsnsevidaglinnaulusumumsiudaiunsindedlwvén wie

WafarAsItumntn AYEARNISALTAYDIAUNLALLN

= - @ a a
29 2.33 nsaasnisiadeulmsesvesiavasiiuluensuallngs

(Secondary Action - 12 Principles of Animation)

filun: AlanBeckerTutorials. (2015)
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< o o < % A o 4w
AIN 2.34 ﬂ’]‘INLL?WNﬂ’]ﬁLﬂﬁE]UiM’Ji@\?‘UENG]'Jﬁ%ﬂiVILLﬁﬂ\i@@ﬂﬂ\?uﬂaﬂm’JaSﬂiﬂLLG\ﬂGﬂ\‘iﬂu
(Secondary Action - 12 Principles of Animation)

filun: AlanBeckerTutorials. (2015)

10. MIUEAAUITY (Exaggeration) auvifianansafsgaguladuniafinan
maadeulmNgiugse winnsheasunmadeulmlvianunsadeaisensualaneg felviia

v o w

AuITIndwiliiaasgiau eglstinundnddiglunisuanaiiuisefierumngan
wazAwauna  lunseenuuudeudilaasedfyiiseantsdeansielifuudilauasdndud
svdpadenldlyignivaniunisaliuazanuieans Wy Wedazasiensualiain  iedeans
ansualmiegdnueIduNsuansievi e nInnduase  Msuaneitn

a A ) ! < a o b4 2 1 & = A Y& ¥ 1%
maduimilenitanuluswsihbinanunmefoulmeuiaulaty - ddeolainludela
Wisuveansasmanunadoulvy wu nsvienaauileliennsanla nsdadmsenistn

AANDLANIVITNIIUIDE MU UMD
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AsuaRIEMLUUNILlY ASUWARIFVLUULTUS

AH 2.35 AUSEUEUNSkARENTNWUUI U UNSERSERT LU ULAURS
(Exaggeration - 12 Principles of Animation)

17i3n: AlanBeckerTutorials. (2015)

ﬂ']‘Wﬁ 2.36 MWUSHUTIEUNITUAAININSITHTIRAUAISLEALLUULALIS
(Exaggeration - 12 Principles of Animation)

fiun: AlanBeckerTutorials. (2015)
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11. 152190 (Solid Drawing) lAuWAMENTUAITINANING 188AT AINUIDDIA

! A Y

Usgnousngg  Adunldlunsadiisniedeulnn  msnetuinegsiiifuaridndiuniansos

Y
a

wandbiuiaimmin mnudniuazauauns ssiglinanumesnitauls 9itie dany
[d a a
LU TIUYIRANAT

= Y & % P a X . =

Wesnnmannsiugulunisaiesnmedouln 12 Yssms gnAnduneud
azfimsasnmedoulmensufiames #annsnnm (Solid Drawing) Aerluiiugiusu
drfyresineaniuunmndeulmikuuaniy  Inglugaasuiamesiiinisisennannisian
"Solid Poses” dwfunmsanninaivianng fail

- uanIBaNINIEInNIMagAsiIGYet

- uAnsteNTHRuAEANLIANTRIALATRE TR Wy TAudAned §

= vee @ @ v

Anuge dauianiiula WJuau

- uansfansegdlasineg Andnaulvivindda

= ] Y o a vee 3 o A @ v

- uARAReIUTI AnuzvasazAsNvtuanlafedmin visediugs s

- wansdanundusssuwf uazdndslade

- Jamg i desgihaula deansladeyainan

- AnnsalaEeviteEeaslanwinvng eglidesdifasuleUsenau

o Antractions Merchandise winnie the Pooh

Disncy Standard racter Reference 1966 - Winnie the Pooh - 01

A9 2.37 Msfviuadndiuiaryadnvesitazas

(Poohmodelsheet1)
fiun: The Disney Wiki (n.d.)
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il 2.38 MwidSeuiisunsnedazasivananinilignieuazgndes
(Solid Drawing)
#1: Nova, V. (2016)

fhagasnldinisinainmia @ ;ii E/’E

FarATTIINYITMNGENNe d@1nsadeansynanta

AN 2.39 N15IIAFIALATTILAAIYINNIIANE
(Action and Energy)

flun: Animator Island (2013)
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a a Y a ¢
AMNN 2.40 ﬂ']ﬁ')']ﬂﬂ'w\lLﬂa@uvLﬂ'Jﬂ’JEJﬂE)lIW'JLG]E]i
(Create a 2D Character Animation)

fun: Labrecque, J. and Bubnis, R. (2016)

2l 2.41 pasunnedeulmanaeuiimes

(BOQ - Unlikely Match)
fiun: BWM Dentsu (2013)

12. mshspanduaula  (Appeal) wasuiutauladunanunlasunis

=3

yaNa a a 9 1A i @ 7 52 =
'E]E)ﬂLL'U‘UIVﬂJ‘U'JW‘U'N ﬁ\ﬁﬂ@ﬂﬂ@ﬂ?qNﬁUIQINSL%LWENLLﬂﬂJﬂ'quJuqiﬂW]']uu NS IINGIRIAIAN

Y

i gUdnual dnwageulide yadnatm nswedeulmifiiiauls Teedaueriunig

sonuuuiBeuiedeasidedisdaau nsdidussuansliiuisimuinisvesyadnnim



81

asgannuaulavesun  Yislvguusnuasidntieitavasuasiiiezedasdite Tnenannisil

WETDNUNITDDNLUULALAIUEIBINY

AN 2.42 M3fagaaaulanianteenHIUYAINA YN

(Appeal - 12 Principles of Animation)
flun: AlanBeckerTutorials (2015)
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MW 2.43 nsiagaaaaulannsuiufeudadu

(Appeal - 12 Principles of Animation)
fisun: AlanBeckerTutorials (2015)

vannislumsaiuamedouln 12 do Wundnddgifetestunguineiu
AMsoRNLUUANLAGDULIN Imsﬂ,umﬁaaﬂquﬁ”’umsﬁmmLsﬁﬂaﬂmﬂﬁaﬂmmaqi’mq Aafl
{P3auazlifiddn Wensuallddaaurawimslunisuans saluinnudlalubemwes
sarUsznavdal  mslilasduasussennmavesy  Wefiezanusedeanumngldedi

auysalunminsesiSesiaiilotag1aildingn
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d3d

o
LYY

nsrurumslumsademmadeulmilsisutuneundnie Susssnnuieun1snan
(Pre-Production) ifususieusunounisnanisuainnsimuauuwannuan Tasases s
penuuuiazas  Tufinidesuazosnuuuunam  mnduiadudunounisndanacu
(Production) gadutunerluniseonwuunmmadeulmnuildnunull wdennanne
nuasnfunafueandeamanuliauysal Tamadafiumy uasdiauananusioly Sedu
pausnamilfotundsnisuan (Post Production) Tnethlunssuiumsnannanuveusias
osdnsviioanAlotudinszuaunisudng luumnsedu enafinsBangu aduduneuthdluuis
Fumou
Tunsadamanunmedeulniidindn aunsaaSedlddnausniudeede
wdnnsluntsasieanmadeulm (Principles of Animation) 12 48 il
1. n1sUudalazn158n (Squash and Stretch)
n15AvUALEAT (Timing)
N19LHIBUNITUERS (Anticipation)

nsMuuAn1ITEIintuan (Staging)

2
3
q
5. msfuanmsInmsedeuln (Straight Ahead Action and Pose to Pose)
6. Anuseiosuaznsiudeu (Follow Through and Overlapping Action)
7. msiuuazandnsnsiadeuln (Slow Out and Slow In / Ease in Ease out)
8. N1swADUlMILAULUUSTTIYR (Arcs)
9. nsirdeulses (Secondary Action)

10. N15HEA9LAYAI9 (Exaggeration)

11. 1153719210 (Solid Drawing)

12. Mshsgaauaula (Appeal)

TnevdnmstiieatestuanudlaluFesims  naindeulmuesingeriitinuae

L1ifiF3n msdeansrmenmildevenensuaiiag uaznsaisassrnanulvigiianst awnsn

AagaauaulangSuvy
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ANNIUNUNIUY
fds  ameudawsell

1. 29UenIonstunsimualIAn (Idea) unedauay

2. W52l MUASN BENI9UNIEAM  (Demographic)  Waganyue
NFUIURNIN (Psychographic) Tudunouvasnseenuuuiazas (Charactor Design)

3. UDNUNUIMANNEIAYVDINITIDNLUUUNAN (Storyboard Design)
Fupsunistufinlidiitetiaus (Rendering) Stladaylsthefiinatulngny
UananavetnNadmsununINEUnS
ssesursmsvhauluduneundeniswan (Post Production)

9905 UNENaNN1STEINMIETIIIAGEUlIWUY Straight Ahead

a % a6
90TVLANYAULVBIAE (Key)

o o N ok

Tasidugilsvinnsnneiifiumdnmslumsainsammadoulm 12 1o

10. saSU1endnnITEAgUeINIsTUNALAZN15EA (Squash and Stretch)

11. Msuansmsiadoulm (Action) wesTnguiesazas awintu 3 svox Torls
Uee5uny

12. 9pndsegranisuansiildndnnisanusdeidosainnisiadeulm  (Follow
Through)

13, 2BV MVBIMENNMINSLiLUAzansmsINsLARBNlM (Slow Out and
Slow In / Ease In Ease Out)

14. Snvauzdunuulaiuanseglunsindeulmvesdsdivin

15. iz ladsiedlduannisnisiadeulnises (Secondary Action)
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