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INTRODUCTION

Within the vibrant world of animation, achieving lifelike character 

movement emerges as a paramount goal, essential for crafting 

compelling narratives and captivating audiences. This exploration 

plans to uncover the artistry behind animation techniques, spanning 

movement principles to the subtleties of body language and 

character portrayal.

RESEARCH GOALS

This research explores animators' methodologies and strategies for 

infusing their creations with realism and authenticity. It offers 

insights for students into the creative process and the complexities 

of animation craftsmanship behind lifelike character movements 

and explores its profound impact on the art of storytelling 

in animation. This exploration plans to help students better 

understand how animation can bring characters to life on the 

screen.

RESEARCH METHODOLOGY

To understand character movement in animation, a qualitative 

approach was used. A literature review explored previous 

animators' work and their stories of being at the forefront of 

animation development. This research aimed to identify key themes 

and trends in the animation literature to help students improve their 

animation quality.

THE PRINCIPLES OF ANIMATION

At its core are the timeless principles of animation, a set 

of guidelines and techniques refined by animators for 

decades. These principles are the foundation upon which all 

animated sequences are built, offering a roadmap for creating 

believable, engaging, and compelling movement.

The twelve principles of animation introduced by Disney animators 

Ollie Johnston and Frank Thomas serve as the foundation for 

creating captivating and believable animated sequences. These  pri

nciples encompass squash and stretch, anticipation, staging, 

and follow-through.
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Squash and stretch add flexibility and weight to objects, 

anticipation builds anticipation before an action, staging directs 

the audience's attention, and follow-through ensures continuity 

and realism in movement. By mastering these principles, animators

can breathe life into their characters and narratives, captivating  au

diences with the magic of animation.

BODY LANGUAGE

Body language is the nonverbal communication of our body. It 

includes hand gestures, posture, facial expressions, and motion 

patterns. Body language is the first language we learn as children; 

most kids can tell happy and sad apart before they learn the 

meaning of the words.

Body language can tell a lot from a character before they say 

anything. An actor can deliver a line, but what sells it is the body 

language they display while saying it. Animators are like actors, but 

the characters are the ones performing.

Observation will show that almost any emotion has unique 

characteristics. For example, Anger is indicated by a stiff gesture, 

with many muscles straining against one another. The stance often 

looks like two upward-pointing arrows, one over the other.

ACTING

In Shamus Culhane's book Animation from Script to Screen (1998), 

he points out that Disney-style realism is more challenging than 

restrictive, stylized cartoons. Adhering to realism means observing 

the laws of physics and volume. That is why, even if you do not 

aspire to realistic animation, it is still wise to learn what it is all 

about.

Nine Fundamental Principles of Acting:
• Thinking tends to lead to a conclusion, and emotion tends to 

lead to action.

• Action in pursuit of an objective while overcoming an obstacle

• We humans empathize only with emotion, not with thinking. Your 

job as a character animator is to create a sense of empathy for 

the audience with your character.

• Theatrical reality is not the same thing as regular reality.

• Acting is doing. Acting also is reacting.

• Your character should play an action until something happens to 

make him play a different action.

• Scenes begin in the middle, not at the beginning. (and they do 

not end at the end)

• A scene is a negotiation.

• Relationships are factors of how characters feel about one 

another.

CONCLUSIONS

For students aspiring to improve their animations, this exploration 

offers a roadmap for growth and development. By studying the 

Principles of Animation, students can enhance the believability and 

fluidity of their character movements. Additionally, understanding 

body language enables students to imbue their characters with 

personality and emotion, elevating the depth and realism of their 

animations. Drawing from acting theory empowers students to 

create characters that resonate with audiences. By delving into the 

motivations and emotions of their characters, students can craft 

compelling and relatable narratives, fostering a deeper connection 

with viewers. By embracing the artistry of animation and honing 

their skills in movement, body language, and character portrayal, 

students can unleash their creativity and breathe life into their 

creations, captivating audiences with the magic of animation.

Anger
• The joints in the legs and arms 

are locked, and the muscles of 

the limbs strain against one 

another.

• The feet are firmly planted on the 

ground, and the hands are 

clenched.

• The head is often lowered 

forward with shoulders raised.

Surprise
• During recoil from surprise, 

the hands are open with 

palms forward.

• The arms and sometimes legs 

are cocked.

• A strong line of action curves 

dramatically from the foot 

through the body to the head.

Happy (Joy)
• Arms often form a diamond 

shape, with the elbows spread 

wide.

• The head is almost always at an 

angle following the body's arch .

• Happiness is often a sweeping, 

uplifting gesture .

Sad (Dejected)
• Drooping shoulders Characterize 

sadness.

• The arms and legs are held close 

to the body.

• The head is downcast.

• The final movement of the action 

curve is downward.

Visuals sourced from Williams, R. (2012). The Animator’s 

Survival Kit. and Goldberg, E. (2015). Character Animation 

Crash Course!
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