CALIFORNIA STATE UNIVERSITY LONG BEACH
ART391-Animation 1 Fall 2017 Santucci

An Interesting Walk...

This assignment is one of three assignments (along with the character jump and box push) to be included in
the final project, the 30 Second Film. The walk may be a cycle with a panning background, or a walk across
the field.

From your Intro to Animation class, you remember that in a walk, there are generally four standard keys:
contact, down (or “weight), up and passing. You may choose to add breakdowns to create interest.

As always, think story. Who is this character that is walking? Is the character physically heavy like a hippo, or
light like a squirrel? What is the emotion of the character? How does that affect the walk?

When you have answered these questions, gesture out keys. Which key can you alter to create an interesting
walk? Think of legs attached to hip mass, then body rotation, arm timing, head bobble.

Is your character earthbound, or does your character float? This will determine where you put your
inbetweens. When you have worked out your timing, log your keys for half of the cycle on your x-sheet.
Repeat the exact timing for the other half or you will have a “limp.” Don’t forget to take your hook-up
drawing into account.

Some ideas for advanced walks from Richard Williams Animator’s Surviv_al Kit:
WAYS TO GET VITALITY IN A WALK
(e Recipe )
/ LEAN fhe EOPY

2 USE STRAIGHT LEGS O CONTACTS 9 PUSH OFF PCS‘)T}ON-S
(GONS FROM STRAIGHT To BENT OR BENT 70 STRAIGHT )

8 TW(CTthe BODY — it he SHOULPERS d HIPS
BTt FODY Z!—AVE mee SHOULPERS OPPoSE T HIPS
SWIVEL T HIPS

FLOP fie KNEE IN OR OWT

a »

TUT Hhe BELT LINE FAVCULING T LEGTHATS LOWEST
FLOP The FEET

(o)

7 DeAYthe Feer AND TOE HEAVING i GROUND
UNTI-The VERY LAST INSTANT

8 TP The HEAD OB MAKE IT GO BACK aud FOICTH

: DONT HAVE EVERYTHING WORKING
Dal PARTS TOGCETHER. AT The SBAME TIME.

10 USE COUNTERACTION - FAT, BUTTOCKS BREASTS,
DELAYED CLOTHES, PANT LESS | HAIR k.
[ BREAK fhe JOINTS

2 MORE UPS 20 DOWNS (for weleHT )

(2 (USE DIFFERENT TIMINGS oN LEES VERIUS ARMS VERSUS
HEAD VeesSuS BOpY Efe -

4 TWIST T FEET - TAKE THEM OFF The PARAHEL .

15 |F WE TAKE A NOBMAL CLICHED ACTION 2ud ALTER ,
ONLY ONE TINY PART— WE GET SONMETHING PIFFERENT.



IS WE NFAR THE END OF THESE WALKS LETS LCOK AT WHAT THE END (S DOING.. -

A WOMAN WALKING -
The BUTTOKE WOULD NORMALLY E‘E
CENTERED ON T PASKING POSITIONS
7 Bur (DELAY) THemM - @ \
1l |

fla MO\IEMENF

oF tle PPAPERY
[ACMENTARILY

OPPOSES T HIPS.

WHEN Tiie HIPS
MOVE -Tue

DRAPERY
Movs e
OTHER. WAY .

POTHE
HAR
LATER
OR

LAST

on 12's
| 4 I (03 2 11w ts

Wo—rl I—ﬂ—%f-H*l

AGAIS, WE{ZE SHOWING THESE THINGS IN EXAGGERATED
FoRrM. (TS ACCORDING To TASTE HOW BROADLY O

HOW SURTLY WE (SE THESE PEVICER...

D BEMEMBERING THAT WOMEN
TP To WALK ON A STRAIGHT
LINE - TI6HT ROPE WALKING.

¢




( COUNT{E(ZAOTIOI\D

EXAGGERATED COUNTERACTION -~ AS IN A FAT MANS WALK

MOVES DOWN

e STOMACH MASS - STOMACH MASS /7~

MOVES 4P TN MOVES DOWN (

AS The BOPY MASS ( ) ASBAR MASS =
. s NNES WP~

(ruLe) ==
—— 4
He CHARACTER GOES UP -THE PRAPERY OR

WHEN T
AGAIN, & AGCHERATING - BUTTOCES AND BREASTS AND HAIR

X
COUNTER The BODY UPS AND DOWNS -
B

HAIR OR SOFT BITS GO PO

"BuT RESTRAIN THESE AC
JUST G IVE SOME MOVE



UERES AN ADAPTATION OF A SUPERBLY ANIMATED FLAMBOYANT ARM SWING ~
BEEAKING The JOINTS LIKE MAD —

BREAKING
THE JOINTS
o’ WHATEVER You
WANT TO CALL T )
IS SECOND NATURE
- o THE EXPERTS.

Lol You HaveToDOTHAT! g
EVERYBCDY KNOWS THAT.




S0, FOR GREATER FLEXIBILITY -
c g A
"R |

(A
) K

BY BREAKING THE JOINT
WE CAN GET LIMBER MOVEMENT FROM STRAICHT LINES,
WE WONT HAVE TO DRAW INA RUBBERY CARTCONY WAY TO BE L IMBEK .

LETS MAKE THIS REAUY CLEAR - A5 WERE GOING T HAVE A LOT OF THIS ..,

BUT WONT IT LOOK STRANGE? NOT ON THE SCEEEN . WHEN IN BETWEENED (TS PROEAB
GOING TTO BE FOR A FRAMES ORSO, /6 OF A SECOND. Teo QUICK To 'READ. BUT WELL FEE
I ELL. PEEL THE INCREASED FLEXIEILITY = INCPEASED CHANGE. <!TH:NF0F

| “The PouBlE

SOMEONE ASKED FRED ASTAIRE HOW ON EARTH HE

CouLD DANCE AND MOVE LitKE THAT - AND He SAID

\OH, | Just STRT BY PUTTING BOTH FEET INfie AIR”
BUT (F You ANALYSE FEED ASTAIRE ERANE BY FRAME
YoulL SEE THAT HES EREAKING JOINTS ALLTHE TIME
Al-L OVER THE PLACE.

SENSING THIS ¢

THEY PERCEPTIVELY CALED Hitk The

HUMAN MICKEY MOUSE |



[0 GET SoMe FLEXIBILITY IN AN ARM SWING
WE'D DRAG THE HAND -

[ MANTAINS
THE ARC

» / THE wm«;r)
<

Gome Tuis WAY

NP THIS WILL GIVE S A NICE
ITTLE CVERLAP OF THE HANDS
T EACH END CF TTHE SWING - AND WE CANGETA BIT DI2OP SHOULDER. ON PASS PO,

MORE FLEXIBWHTY =

INTO T BY

PROPPING The SHOULDER

ON fie PASS POSTION -

MAKiING
A DEEPER ARC.

{
ut STHE SECRET - WHEN WE GO
s T FORMARD WE'U- \
"BREAK' (2ENWD) AND WHEN WE COME BACK , WE'LL BREAK
o) Y ELBOW JOINT (BEND) 1T ACAIN - AMHAUGH GOING THES WAY
- WHETHER IT Laoks [T HeOKS CoultE
RIEHT OR WRONG ;) Oy HERNMEE
AND WHETHER JT A NATURAL
‘BREAK/OR
WOuLd EEND

THAT WAY O NCT. ik






