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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 Survival Kit: 

 



 
 

 

 

 



 
 

 

 

 

 



 
 

 

 

 

 

 

 



 



 
 

 



 

 

 

 

 

 

 

 


