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Introduction

For animators, whether they are just starting out or looking to sharpen their craft, a solid understanding of the 

fundamentals is essential. Character Animation Fundamentals: Developing Skills for 2D and 3D Character 

Animationoffers a comprehensive roadmap to mastering the core principles that govern movement, personality,

and storytelling in animation. First published in 2011 by Focal Press, Steve Roberts’ first edition has become a

cornerstone reference for students, hobbyists, and professionals alike. In this article, we’ll explore why this book

remains a vital resource, what you’ll learn from it, and how to make the most of its content to elevate your

animation skills.

Overview of the Book

Author and Publisher

Steve Roberts, an experienced animator and educator, has spent decades working in both the film and video game

industries. His deep knowledge of the animation pipeline informs every chapter of the book. Published by Focal

Press, a respected imprint known for high-quality technical titles, the first edition was released in 2011 and quickly

gained popularity for its clear explanations and practical exercises.

Publication Details

The book is available in both print and digital formats. The first edition contains 320 pages of densely packed

information, including diagrams, screenshots, and step �by �step tutorials that guide readers through the process of

creating compelling characters. The content is organized to cater to beginners while still offering valuable insights

for seasoned professionals.

Why “Character Animation Fundamentals” Is Essential

Core Topics Covered

•  Fundamental animation principles such as squash &amp; stretch, anticipation, and follow �through.

•  Keyframing and motion capture techniques for 2D and 3D pipelines.

•  Rigging basics and character setup for efficient workflow.

•  Storytelling through movement and expression.

•  Cross �disciplinary techniques that bridge the gap between 2D and 3D animation.

Target Audience

While the book is written with accessibility in mind, it serves a broad spectrum of readers: animation students,

independent animators, game developers, and even directors who want to understand the nuances of character

motion. The practical exercises make it ideal for self �study or classroom instruction.

Key Takeaways from the First Edition



2D Animation Principles

Roberts dedicates a substantial portion of the book to the classic 12 principles of animation, originally formulated

by Disney animators. Each principle is dissected with visual examples that illustrate how to apply them in a 2D

environment. Readers learn how to create dynamic, believable motion by manipulating timing, spacing, and

exaggeration. The chapter also covers the importance of reference material, encouraging animators to study real-

life movement and translate it into stylized frames.

3D Animation Principles

Transitioning from 2D to 3D, the book explains how the same principles translate into a three �dimensional space.

Topics include rigging setup, weight distribution, and the use of motion capture data. Roberts provides step �by �step

tutorials that walk readers through creating a basic rig, adding constraints, and animating a character with realistic

physics. The emphasis on workflow efficiency ensures that animators can produce high �quality results without

excessive time investment.

Bridging the Gap: Cross �Platform Techniques

One of the book’s standout features is its focus on transferable skills. Whether you’re working in Maya, Blender,

Toon Boom, or any other software, the core concepts remain consistent. The author demonstrates how to apply

timing charts, keyframe interpolation, and secondary animation across platforms, ensuring that readers can adapt

their knowledge to any toolset.

Practical Exercises and Projects

Every chapter concludes with hands �on assignments that reinforce learning. From animating a simple walk cycle to

creating a complex facial expression montage, these exercises are designed to build confidence and mastery.

Roberts also includes project prompts that encourage readers to think creatively and push the boundaries of their

skills.

How to Use the Book to Develop Your Skills

Step �by �Step Learning Path

1.  Read the Introduction and Overview. Get a sense of the book’s structure and objectives.

2.  Master the 12 Principles. Spend time on the 2D chapter, experimenting with each principle in your chosen 

software.

3.  Apply Principles to 3D. Move to the 3D section, setting up rigs and experimenting with physics �based 

animation.

4.  Cross �Platform Projects. Take on the exercises that require you to switch between 2D and 3D, solidifying your 

versatility.

5.  Capstone Project. Use the final project prompts to create a short animation that showcases your newfound 

skills.

Supplementary Resources

While the book provides a solid foundation, you can enhance your learning by exploring additional materials:

•  Online tutorials on YouTube that cover specific software techniques.

•  Animation forums such as Animation Guild for community feedback.

•  Software documentation for Maya, Blender, and Toon Boom.

•  Workshops and webinars hosted by industry professionals.

Comparing with Other Animation Guides



Strengths and Weaknesses

Compared to other titles like The Animator’s Survival Kit or Animation Mentor’s Guide to Character Animation, 

Character Animation Fundamentalsexcels in its balanced focus on both 2D and 3D. Its step �by �step approach

and emphasis on cross �platform workflow are particularly valuable for animators who work across multiple software

suites. However, some readers may find the first edition’s examples slightly dated, especially in terms of software

interface changes. The 2011 publication date means that certain tools and workflows have evolved, but the core

principles remain timeless.

Reader Reviews and Community Feedback

Testimonials

Many animation students credit the book with helping them transition from hobbyist to professional:

•  “I used this book to build my first character rig in Blender. The explanations were clear and the exercises were 

challenging enough to keep me engaged.” – Alex R.

•  “Steve Roberts breaks down the complex world of animation into digestible chunks. I recommend it to anyone 

starting out.” – Maria S.

Online Discussion Forums

Animation communities on Reddit, Discord, and specialized forums often reference the book when discussing

foundational concepts. Threads about character weight, timing, and facial animation frequently cite specific

chapters from the first edition, indicating its lasting relevance.

Buying Options and Availability

New and Used Copies

For those who prefer a physical copy, the book is available on major retail sites such as Amazon and Barnes &amp;

Noble. Used copies can be found on eBay and AbeBooks, often at a reduced price. Collectors may also find first

edition copies in high demand due to its status as a foundational text.

Digital Formats

The first edition is also offered as an eBook on platforms like Kindle and Google Books. Digital versions are

convenient for quick reference and can be accessed on tablets and laptops, making them ideal for on �the �go learning.

Conclusion

Whether you’re a budding animator looking to lay a solid foundation or a seasoned professional seeking to refine 

your craft, Character Animation Fundamentals: Developing Skills for 2D and 3D Character Animation

remains an invaluable resource. Its clear exposition of timeless animation principles, combined with practical

exercises and cross �platform insights, equips readers with the tools they need to create engaging, believable

characters. By integrating the book’s teachings into your workflow and supplementing them with community

resources, you can elevate your animation skills to new heights. Invest in this first edition, and let it guide you on

your journey from novice to master animator.
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