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The definitive book on animation, from the Academy Award-winning animator behind Who Framed
Roger Rabbit?Animation is one of the hottest areas of filmmaking today--and the master animator
who bridges the old generation and the new is Richard Williams. During his fifty years in the
business, Williams has been one of the true innovators, winning three Academy Awards and serving
as the link between Disney's golden age of animation by hand and the new computer animation
exemplified by Toy Story. Perhaps even more important, though, has been his dedication in passing
along his knowledge to a new generation of animators so that they in turn could push the medium in
new directions. In this book, based on his sold-out master classes in the United States and across
Europe, Williams provides the underlying principles of animation that every animator--from beginner
to expert, classic animator to computer animation whiz --needs. Urging his readers to "invent but be
believable," he illustrates his points with hundreds of drawings, distilling the secrets of the masters
into a working system in order to create a book that will become the standard work on all forms of
animation for professionals, students, and fans.
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I took about 5 days to get through this book. It is clear that Mr. Williams knows his craft. It is written
well enough, beginning with simple examples and progressively getting more complicated. By the
time you reach pg.300, you'll get into the more fun stuff. At times he does preach a little, and drops
some names to emphasize his point, but I overlook that knowing he's trying to drive the concept
home. For example, the author spends a lot of time discussing the 'walk' and proceeds to show you

as many ways of doing it as to put one to sleep. In hindsight though, it's all for a good cause. He
specifically says that if the animator masters the walk cycle, the rest will fall into place. Other area's
discuss dialogue, snaps and whips, as well as accents and anticipations. Perhaps the best part was
the beginning, where he takes time to talk about equipment, forms and animation charts....this goes
a long way into helping us to understand the industry language when faced with later examples. I
give this book four stars, not because I found flaw with the text, but because the publisher hit a great
pet peeve of mine. Included in the book is a brief CD that talks a little about Richard and his 16 DVD
set....the CD was glue dotted to page 379, right on top of a series of drawings. Of course, this led to
the page being a bit ripped when i went to pull it off (gently even...having faced this before). When
are the companies going to learn that Cd's and security strips should be affixed to the inside cover?
This one was blank.... My own area is 3d animation using Maya, but it was my investigation into 2d
animation that led me to this book. I am really looking forward to drawing out some frames and will
find this to be an invaluable reference in the future. Thanks Richard....great job.Chris

Length: 0:36 Mins

i made this in like 5 minutes with my ipod, so dont kill me.. i know it gets a little uncomfortable to
watch when i turn the device.this is not a "review".. its just a better "look inside", in my opinion this is
a must have for every animator..i think should allow besides reviews, also accept "look inside"
videos so you will really know what you are buying

Any animator looking for a book to help them improve their craft knows that most books on
animation usually fall short in so many ways, it's easy to think it's impossible to write a
comprehensive and accurate book on the subject (don't even get me started about the abysmal
state of computer character animation books). Williams is the penultimate animator's animator and
he tells it like it is. Williams systematically demystifies virtually every aspect of animation from simple
walk cycles, to breaking joints to dialogue and acting. Along the way, he corrects or eliminates
information that is inaccurate or practices that distract (lose the headphones and the rad tunes when
you work and watch your quality and quantity improve). Williams also is a great storyteller and
writer. His accounts with Milt Kahl, Art Babbit and Ken Harris are gems, giving real insight into the
personalities of these ingenious men. Since so much of the book is gleaned from his tutaluge under
the now-gone "greats" of animation, any price for this tome is a steal. His gift to the world is this
book.If you want learn to REALLY animate characters with life and believability, get this book.

I bought this book a year ago and took time to write the review so I could compare with others out
there.This is BY FAR the best book on animation out there with thousands of drawings
demonstrating the basic and advanced concepts of animation. What differences these book from
the others is that this one has more drawings than words.In my opinion when trying to learn drawing
and animation a drawing is better than million words.

Richard Williams is a man who is largely responsible for the revival of the art of animation in the
early 1970s. Williams had Disney animator Art Babbitt and Warner great Ken Harris working in his
studio in London and training a new generation of animators in the techniques of good character
animation, which was not taught at the time in any school or considered an art form.Williams' long
awaited book on animation technique is the logical successor to Preston Blair's CARTOON
ANIMATION and it successfully updates some of the weaknesses of that book, particularly in
handling dialogue animation. He covers a lot of the same ground that Frank Thomas and Ollie
Johnston did in their now out-of-print THE ILLUSION OF LIFE.There is some history, but that's
available in other books. What is unique about this book is that Williams writes how surprised he, an
Academy Award winning animator with a successful professional studio, was to learn that he
needed to learn just about everything over again from Harris and Babbitt. Fortunately for us he is
now sharing these priceless lessons with the public. The most important thing that an aspiring
animator will get from this book is: that animation IS an art form, and good animation has nothing to
do with whether it is done on computer or on paper. Williams exhorts his readers to 'draw whenever
possible' and even though there is a computer modelled figure on the cover of the book, there is not
a single piece of computer generated imagery in it. The book is about the bare bones, about
creating life in art. Animation is the twentieth century's contribution to world art and deserves to be
taken very seriously.Buy this book.
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