Cwv30asane u Obpabomka Ha
Buoeo u Anumayuu

AHMaumna. OCHOBHUTE NOHATUA, MPUHLUNNU U
K/laCMYeCcKM Nnoaxoau.

ooy. 0-p Anexcanovp Ilenes



AHUMaUUA

TepMUHB®M UMa MPouU3xo0 om AAMUHCKU animatio, "oxcusasam”
om animo ("oxcusasam" unu "0asam »cusom") + -atio (" pencrane").
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Anumayus
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Anumayus
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[loHaAMUA
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Ocnosnu [ousmus 6 Anumayusma

** AHUMaUusA;

* dunam (Movie);

** Kagbp (Frame);

“* Knouos Kaabp (Key Frame);

* UHTepnonaumna/MopduHr (Morphing);
% BupTtyaneH Aktbop (Character);

% Ctopubopg (Storyboard);

* nap.

I 7 Annmanus. [IoHATHS ¥ NPUHLIMIIN. 6/22 M I



OcHosHu [llpuHyunu Ha
TpaouyuoHHama AHumauyuama

(AucHu)
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lpunyunu

[lpe3 1981 B KHUraTta cu
, The lllusion of Life: Disney Animation”
aHUMmaTopute B AncHM,
®paHKk Tomac n Onm [JXKOHCTHH,
nednHUpat 12 npnHUmMna 3a Cb34aBaHETO Ha NO-
peannucTMyHa aHMMmaumA.

B nocnedocmesue me ca npepabomeHu, ornpocmeHu u
ymOoYHeHU om 0pyau asmopu.
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of Life
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I punyunu

1. CBuBaHe n Pa3taraHe (Squash and Stretch): Korato TonkaTta otckaya ot noaa ta ce
CBMBA JIEKO, Npean Aa OTCKOYM.

2. OuaksaHe/MNogrotoska (Anticipation): lepos rnena n3BbH ekpaHa npeam HAKOM A3
aownpae. Paznnynute gencremsa oOMKHOBEHO Ca npeaLwecTtBaHn OT NpeaBapuUTesiHa
NOAroTOBKa, HaNpumep Npeaun Aa XBbPau TOMKa, YOBEK TPAOBa Aa 3aMaxHe.

3. CueHun4yHocT (Staging): AKLEeHTMpaHe Ha BaXKHOTO Ypes CBET/IMHA, CAHKA, MOJIOXKEHME
Ha repouTe, N031LUMA, BIba Ha KamepaTta u ap. 3putena TpabBa Aa e BOAEH HaKbAe
Aa rnega, Aa nma noaxoaALlm naysu, 3a A4a NpoveTe HaaAnNnCKU Uan Aa CXBaHe KakBo
CTaBa.

4. PucyBaHe Hanpepa 1 PucyBaHe no3a no nosa (Straight Ahead Action and Pose to
Pose): PucyBaT ce KN1H04OBUM KaZipy BbB CLEHATa U Cne ToBa Ce PUCYBaT MEXKANUHHUTE.
PucyBaHeTo Hanpej, ce U3N0a3Ba, KOraTo He MOKe NeCHO Aa ce NpeasuanT
nocneaBawWmTe NO/IOXKEHUA, HANPMMEP KOraTo Ce puUcyBa NAaMbK, NYLIEK, AbXKA U

| Ap. .
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I punyunu

5. Mocneacteua n 3actbneHu genctema (Follow Through and Overlapping Action):
Korato 4oBeK ce ABUXW U CNPE, YaCTU OT TANOTO UM APEXUTE MYy NPOAbL/IKABAT Aa Ce
ABUKAT. BCAKO OCHOBHO AENCTBUE € CbMPOBOAEHO C HAKAKBM AONbAHUTENHMN
ABUKEHMUS.

6. baBHO 3ano4yBaHe 1 baBHO npukatouBaHe (Slow In and Slow Out): HayanoTo n Kpas Ha
elHO ABUMKEeHNEe HMKOora He ca BHe3anHW. KoraTo Kona noTterns, Ta yCKopsABa NAaBHO,
a KoraTo cnupa nocteneHHo 3abaBAa cBOA X0, M OCTaBa HENOABUKHA.

7. Obra (Arc): Hat-yecto ectecTBeHUTE ABUXKEHUA CNeaBaT AbroBuaHa TpaekTopuA.
Korato XxBbp/inM TOMKa TA HE Ce ABUKM NPaBOJIMHENHO, @ ONNCBA HAKaKBa napabona.

8. BTopuunu aenctemsa (Secondary Action): BbpBsLLMa YOBEK MOXKe Aa cM NOACBUPKBA.
JloKaTo Aae caHABMY YOBEK MOXe Aa ce 06amn3Ba v T.H. BTopnyHute gencrema cayKat
33 aKLEHTMPAaHe Ha BaXXHM acneKTn Ha OCHOBHOTO Aenctamne. ObMKHOBEHO He €
nobpe BTOPUYHUTE AENCTBUA A3 AOMUHMPAT Ha OCHOBHOTO.

| BTopuiyHU aenctemsa # 3aCTbneHn AeNCTBUA. |
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I punyunu

9. Pa34et Ha BpemeTo (Timing): MNpaBun ABUKEHUATA TOYHN, PABHOMEPHU U
peasiuCTUYHMN.

10.MpeyBennyaBaHe (Exaggeration): TouHOTO Npecb3gaBaHe Ha PeanHOCTTa YecTo €
CKY4YHO.

11. dnsunyeckm kopeKTHo pucysaHe (Solid Drawing): AHaTomua, 6anaHc, cBeTIMHA,
CEHKM, NepcneKkTnea... AHUMMpPaAHUTE Fepoun ca OTPAXKEHME HA peaniHn 06eKTu.

12.MpuBnekatenHoct (Appeal): NepcoHaxkute TpsabBa ga nputexkasaT xapmuama. Jopwu
3noaeAT TpsbBa Aa e cumnaTuyeH (No eanH 310Kko6eH HaumH). CTporo e AHOTUMNHUTE
NEePCOHAXWN He AONPUHACAT 3a NPUEMAHETO Ha KPaMHUA pe3ynTarT.
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I punyunu — [ lpumepu

The 12 Principles of Animation
by Frank Thomas
& Ollie Johnston

5t
v

https://youtu.be/haa7n3UGyDc?list=PL-
bOh8btec4CXd2yalNmSKpi92U 1l6zJd
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TpaouyuoHHa AHUMAUUSA
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Texnuxku na Tpaouyuonnama Anumayus

% PucyBaHe Kaabp No Kagbp;

“* PucyBsaHe Ha cnoese;

“* PegyumpaHa aHMMaUms;

“* CHMMaHe Ha GUIMOBA JIeHTa;

** PotockonuHr (npaaaaorto Ha Motion Capture);
% Stop-motion aHUMauus;

** uBa aHnmaumsa;

N/
"‘ L
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Pucysane kaovp no xkaowvp

Anumanus. [ToHSATHS U OPUHIIUIIA.



Cuumane Ha uimosa nrenma
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Pucyeane HdA cjloeese
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Peoyyupana anumayus

HEDIER =
BRI RAE—F
ZDFO ZHEE
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Pomockonuue
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Stop-motion anumayus
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Bvnpocu?

apenev@uni-plovdiv.bg

Refraction Using Vertex Programs
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