Intro to 3D Animation Crane Crit Sheet
Each member of the critique team will show their animation in turn.  

The other members of the team will give feedback based on the animations’ display of the Principles of Traditional Animation:

· Squash and Stretch - defining the rigidity and mass of an object by distorting its shape during an action 

· Timing and Motion - spacing actions to define the weight and size of objects and the personality of characters 

· Anticipation - the preparation for an action 

· Staging - presenting an idea so that it is unmistakably clear 

· Follow Through and Overlapping Action - the termination of an action and establishing its relationship to the next action 

· Slow In and Out - the spacing of the in-between frames to achieve subtlety of timing and movement 

· Arcs - the visual path of action for natural movement 

· Exaggeration - Accentuating the essence of an idea via the design and the action.

· Secondary Action - the action of an object resulting from another action.

· Appeal - creating a design or an action that the audience enjoys watching 

Personality in character animation is the goal of all of the above.

All members of the team, (including the person being critiqued), come to a consensus and  rank each animation on its effective display of each principle, creating one feedback sheet, (the “Fundamental Principles Score Sheet”, see below), for each persons’ animation.  

These feedback sheets will then be turned in electronically, saved in Word document form, with the critiqued animators’ name in the file name.  

(For example:  Paul_Steve_CraneCrit.doc)

The team will then choose two animators work to showcase to the rest of the class.  After we have critiqued as teams, each group will present those two animations and discuss why they are particularly successful, and what they should, and will, improve on for the revision. 

Fundamental Principles Score Sheet

Critiqued Animator Name:________________________________________________
Not evident (---------------------------------------------------------------------( Exemplary
	Demonstration of Fundamental Principles of Animation
	Score
(1=low, 10 = high)

	Squash and Stretch
	

	Timing
	

	Anticipation
	

	Staging
	

	Follow Through and Overlapping Action
	

	Slow In and Out
	

	Arcs
	

	Exaggeration
	

	Secondary Action
	

	Appeal
	

	Total
	


