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In trying out walks, it's best to keep the figure simple. It's quick to do and easy to fix — easy to
make changes.

ALSC, IN DOING THESE WALKS - TAKE A FEW STEPS ACEOSS The PAGE OR SCREEN —

pm—— ETETEETE L LT TT T R

f DONT | TEY T© WORK OUT A CYCLE WALKING N PLACE WITH Thie FEET SLIDING BACK ETC
THAT AL BECOMES Tor TECHN (CAL . WE WANT OUR BRAIN FREE TC CONCENTIRATE
ON AN INTERESTING WALK PROCGRESS INGT FORWARD.

We CAN WORK OUT A CYCLE FOR. Tlie WALK LATER ... PERHARS JUST FoR The FEET
3ud BODY. BUT THEN HAVE The ARMS aud e HEAD PERFORMING SEPARATELY.

CVCLES ARE MECHANICAL ¢ LOOK JUST LIKE WHAT THEY ARE ~ C’VCLES‘-

CHUCK JONES TELLS CF HIS TINY 3B YEAR LD GRANDPAUGHTER. SAYING,
"G &NDAD WHY DOES The SAME WAVE KEEP LAPPING N The f&mwﬁp

incidentally, if you are using colours as | am here, it works just fine when you film them. | often
have a lot of colours going at first, and you still see the action clearly.

Now we're going to start taking things out of the normal:

l‘_',.-'_"--'_ = My w—e e, = (1l
-

(_The PASS NG PC»& 'mw o Fﬁb,eim@ww)

THERES A VERY SIMPLE WAY T BUILD A WALK.  START WHH TUST 3 DRAWNGS —

;o
FIRST \‘)
WE MAKE OUR A

TWC '
CONTACT
POSITIONS -
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THIS TiME
WE'RE RAISING 1T
HIGHER THAN
PREVIOUSLY.
WE'RE MAKING IT

THEN PutT IN
The MIPDLE POSITION -
The PARIING POSITICN -

CR Lo

| | THE UP ROSITION -

BREAK DOWN —THE HIGH.
WEVE OMITTED
The BENT LEG

TAKING The. WE{GHT
AND iR CONTACTS
WIL- ACTAS  /

. Thie LLOW /

When we join these up with connecting drawings, the walk will still have a feeling of weight
because of the up and down. We can make tremendous use of this simple three drawing device.

BUT LOCK WHAT HAPPENS |F WE GC DOWN ON THE PASSING POSITION !

~ B
@, )
/M O £ NOW THE PASSING
WE GET A VERY f- } ' / } POSITION IS THE
DIFFERENT WALK - | | é{oﬁmﬁf AE?
A " CARTOCNY " WALK [ I

AS THE HIGH -
STiL GIVING A
FEELING OF
WEIGHT.

HE CRUCIAL THING (S THIS MIDDLE POSITICN AND WHERE WE PUr IT.

FASSR
POS.
s O
O Pos. O O
' ABCUT
THIS
ONE S
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THESE CONTACTS ARE ALLTHE SAME BUT THE MIDDLE POSITION UTTERLY CHANGES THE WALK

O O
P

/

Y/

W &

V' the feoi? ﬁ‘ | PP roree:
O BVIOUSEY WELL NEED THE IN A SLOW STEP WE MIGHT GO AS FAR AS THIS—
TIME T© ACCOMOCDATE ALMOST A SNEAK.
BROAD MOVES LIKE THIS

WHAT IF THE FEET SWING OUT SIDEWAYS ON THE PASSING POSITIONS?

Ox Ox O "

_ T STRAIGHTEN
The BOpY
ON The PASS

POSITIONS 7

Nid
524

OR JUST TILT THE HEAD AND SHOULDERS SIDEWAYS CN THE PASS POSTTIONS -

R © @

THE KEY THING ] NOT TO MENTION
N ‘[, ! WHAT WE CAN DO
ANTT® PUT THE | N / e HER,
W _ -\ d/ 4 \ HANDS, ARMS OR
MIDDLE : : : FEET -
POSITION —

_—
a

THE VARIATIONS ARE ENDLESS -
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AND WHY SHOULD WE BE STUCK WITH THE SAME SHAPE?

HOW ABOUT e T;; SAY
INSTEAD OF RAISING e A BEAVIER
“The WHOLE BODY MAN ~ GOT A

ON The. PASS F05 - POT ON HI .

STRETCH IT,

GIVES
FLEXIBILITY PELVIS LEVEL
C e QY
NV, }
ONVEE KEEPING
SQUASH (T. e
GIVES Pﬁ;}f;i
LEXIBILITY Lk

’;@w rmw{ -THRO uT.
WAL

To my knowledge, | think Art Babbitt may have been the first one to depart from the normal
walk or the cliché cartoon walks. Certainly he was a great exponent of the ‘invented’ walk. He
became famous for the eccentric walks he gave Goofy — which made Goofy into a star. He even
put the feet on backwards! He made it look perfectly acceptable and people didn't realize they
were backwards!

Art's whole credo was: ‘Invent! Every rule in animation is there to be broken - if you have the
inventiveness and curiosity to look beyond what exists.’ In other words, ‘Learn the rules and
then learn how to break them.’

This opened up a whole Pandora’s box of invention.

Art always said, ‘The animation medium is very unusual. We can accomplish actions no human
could possibly do. And make it look convincing!’

This eccentric passing position idea is a terrifically useful device. We can put it anywhere and
where we put it has a huge effect on the action. And who says we can't put it anywhere we
want? There's nothing to stop us.
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For that matter, we can keep on breaking things down into weird places - provided we allow
enough screen time to accommodate the movement.

LU
PA:»& E f ]
. 0
WEeE CAN - PRETTY
STikL 7 1 STRANGE
" GO DOWN BT Pu’m ', ol
TO TAKE TEY T
THE WEIGHT PEC'PL—E
.. ;T-EDCEC PC MOVE
=T R = AL
HIGHER R
ON THE

PUSH OFF _gfugen®

, FPASE
INETiHN  FoS

THIS WOULD BE
FRETTY WILD -

WHERE TTHE
POWN PCSITION

PUT WAS ~ Put
THE DOWRN A STEAIGHT
W HERE INBETWEEN
THE WP ELUT DELAY
WD THE LECG
NCORMALLY BE Cﬁ:ga, ;%A;;ANCE)
- AND
BEND THE LEC.
Anyway, back to the normal:
P
| Z? MXA‘}’%‘ 10 PL
L HIGH
LOW rﬁ‘»
, L

EEVIEW ING

The CONTACT? THEN WE
NETHOD PUT IN THE
~IRST WE LOW AND
VIAKE jHE THE HIGH
CONTACT < &
POSITIONS POSITIONS
THEN
NVE PUt IN
The PASSING
FOSITION
( NC‘PJ':‘T r"ﬂr) e



I've found that this contact method is the one that gets you through — takes you home. It's espe-
cially suitable for natural actions — which is what we mostly have to do. I've found it to be the

best way to do most things.

Milt Kahl worked this way. ‘In a walk, or anything, | make the contact positions first — where
the feet contact the ground with no weight on them yet. It's kind of a middle position for the
head and body parts — neither an up or down. | know where the highs and lows are and then |
break it down. Another reason | do it is because it makes a scene easy to plan.’

'l always start off with that contact because it's a dynamic, moving thing. And it's much better
than starting with the weight already on the foot, which would be a very static pose!'*

=~ WHICH IS EXACTLY WHAT THE SECOND SVYSTEM DOES.

THIS (S THE WAY ART BARBITT OFTEN PLANNED A WALK — AND IT HAR
A VERY CUNNING THING T& IT™

DOWN DCOWN
START OFF D O
WITH THE ' -
Z POWN FCSITIONS / / ¥ )
F FOR WANT OF A\ /

EETTER TERM
, We 'L CALLIT
K_ﬁfft;" DOWN POSITION /
METHOD.

NOW PUT IN NOW WEVE GOT

The PASSING BOTH THE (P
FOSITION — AND THE POWN

- 4 OR.-NCW, COVERED

RIGHT IN THE IN JUST S PRAWINGS
MIDDLE

AND ONE OF OUR
NEXT MID - POSITIONS WILL
BE THE CONTACT-

[ ALTHOWEH 113
| KIND OF AWKWARD
T GET GeoD
CONTACT POSITIONS |
THIS WAY =

—— ..
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The cleverness of this approach is that we've already taken care of the up and down in the first
three drawings. Of course, we can put the passing position up, down or sideways — anywhere
we want. But having the downs already set helps us invent; it gives us a simple grid on which
to get complicated, if we want.

We know it'll already have weight and so we're free to mess around and invent eccentric
actions, or actions that couldn't happen in the real world.

Again, we're not stuck with one method or the other. Why not have both? Not only but also . . .

| highly recommend the contact approach for general use, but starting with the down position
is very useful for unconventional invention.

From now on we'll use both approaches.

TS KIND OF ACADEMIC, BuT IF WE TAKE BOTH METHODS...

PES FES

PASS
up oW 2T Do

- _

AND PUSH THEM TOGETHER [ 2N 1

CC}NTF{C: MET] FCJ.D DOWN PCE: METROD

COOOODO0N 7 -

. W 1 a—a
i "1|. H .
: P : i o
v (I N | ! .' ’ ;
Lo om (I | . .
1 - .. . . . - q -
; { { ' P i i | L : !
. i i / ] 1
1 ! L v i H . i
: Pl P : o
L o e o
.! ' - - L =i :
i : hedid =t N
I ':I .JI III 1 o .\
: .
¥
II
+

-

—WE GET ALL The UP auwd DOWN FHASES CF A NORMAL WALK.
I'TS The SAME THING. WEEE JUST STRTING OFF CNE PHASE EARLIER CE CONE PHASE LATER.
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(the pouaLE EOW@E)

‘Truckin' on down.' The double bounce walk shows energetic optimism — the North American
‘can do' attitude. They used this walk like mad in the early 1930s - lots of characters (bugs and
things) all trucking around doing jazzy double bounces.

- THE IDEA 1S 2 BOUNCES PER STEP. YOouU BOUNCE TWICE.
YOI GO DOWN (or up) TWICE INSTEAD OF ONCE TO THE STEP.

SAY T A (6 FRAME STEP (ON ONES BEcAISs THERES A LOT GOING ON. )
WE'LL START W [TH THE BENT LEG DOWN ~ SPREAD THE LEGS APAET FOR CLARITY:
PASS POS 2 W’g Fog

J 72
: W, \T J ]
gﬁ# | e A ....... . e 4; f"’]‘:\

PUT The PASS FOS

N The MIDDLE 4pp iN THE NEXT TWO Mik-
BUT ALSC DOMN PESITIONS UP ~AS THE HIGHS.
/ THE CHART (6 LIKE THIS:
THE STEPPING .
FoT - }—l—H—J‘Hﬂ—l—/‘f“?"'*-H’j

o "o P50 T 4 5k

CONVERSLY
LETS (1SE

The CONTACT
APRECACH -




UADE THIS POUBLE BOUNCE WALK BY COMEBINING The TWO APPROACHES,
DD The STRAIGHT LEG CONTACTS FIRST, BUT ALSC MADE THEM THE [-OW - The DOWN.

THIS IS ON ONES -
TAKING ONE STEP
“FAWALKON 12's ‘L A %?
CONTACT FASS IR , CONACT
pown UFP pown UF  owl

/ 4 L 10 (3
P P v

The INBETWEENS ABE ON
THIRDS - LUNFORTUNATELY.
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(LOoOSENING I7 up ) i A Q

THIS S IMPLE CLICHE WALK
— NOTHING FANCY YET.

THE ARMS NCRMALLY WILL
MOVE OPPOSITE TO THE I-EE5
- BUT SIMPLY BY HAVING

120

TILT THE SHOULDERS e
VITALITY -

ﬂLESWLDERH 2
15 FORWARD /2

'
WELL START QUT W TH N

THE SHOULDERS
OPPOSING THE L-EGS

WILL GIVE IT MORE LIFE he. HIP_TOKT

1$ BACK

PUHLING (T AFAR

FRONT VIEW
T
FOR CLARITY

ir
NOW LETS

WEEE TAKING OUR

BASIC PLAN NOW AND ON THE

ADDING IN THINGS Pﬁgﬁrﬁ
TO BulLpoN - 2&3&&“&
Toe SYSTEM- ﬁ ARE NoRe R IES S
STRAIGHT B

PASS

NOW LETS DO SOMETHING s

WITH THE HEAP
TO MAKE THIS SIMPLE
FORMULA WALK
MOERE
INTERESTING —

LETS TILT -THE HEMD:




HOW ABOUT THIS
LETS DELAY
+he TILT OF The HEAD
ON The.
PACSING POSITICN

e s .
SOMETHI = -
WITHTHE HEAD - péﬁ mm
|FrRERENT
sTi (}KO %ﬁm out” ) E igadh T
PASS ING& PLSITION _-’ ! ﬁiﬁ ggmﬁm
(;;gwg A SIGHT > e FORMULA
PiGesN &FFECT I o
@ BACK VIEW
THE HEAD f@\ rﬁ:a_‘
(OES FORWARD
AND CONTINUES
AT THE ._
END OF THE STEP RN
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ANT SMALL DETAIL ALTERS A WALK - T
LIKE MOVING THE HEAD UP OR DOWN - ﬁff*‘! iiﬁ '
iﬁ?ﬂurN@WTf%ﬁﬂﬂimﬁfﬂﬁﬁﬁbﬁﬂ* N -
OR MOVING [T
EACK AND FORTH -

OR A COMRINATION
OF ANY OF THIS.

CAN THINK
- OFIT
AS ACUBE

W

ECOTISTS WORBLE HEAD - P A g

m‘:/c?{':i SEE THIS A LoT WiTH
f”c’.’-f’LlTli—'-.frc'ﬁfr], ACTORS ok Propic
A WHC IMAGINE
THE CAMERA 1S 0N THEMW
Al THE TIME .

SOME Cbm:ﬁ'l:}fm% ot
WHEN THEY GET A Bl&
AUDIENCE PESPONCE

N HOLLYweoD

INE EVEN SEEN

THE MATLMAN
POING | T

CLOATING ALONG
IN LOVE WITH (TSELE
MTL WONDERS - )
To BE WONPEZAIL-
Wil WOEK N (ceLY
- WITH 1
NOT” M UCH ULP i POAN

= PP PR S

WWHEN | WAS A KID TN
P ALWAYS WONDERED /1 )

WHY ANIMATORS Pesn (1 Gt

HEADS LIKE THIC —~ l\,‘ . ]
WITH CONSTRUCTION }{\\ ;

HINES ONTHEM | L

""*a;j?;a;.; - INOW | BKND
| ) THEYRE TuaNINg
; MASCES
ALLtTHE Tine,

N

e
F
. >--
. i
|

7
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"BUT | A CAUTIONARY NCTE FROM KEN HARRIS

FOR WALKS DONT MAIE CYCLES OF BODY AND HEAD ACTION
IN CIRCLES OB FIGURE B'S - | |
F You Do IT WiLL LOOK LIKE A BIRD OR PIGEON WA (UNLESS YoU WANT THaT.)

FOR SAFETY KEEP THE MASS
MESTLY STRAIGHT (P AND POWN,

ZUT BEARING THIS IN MIND WE SHOULD STiLL BE BRAYE AND TRY Tt HINES...

BULPING ON OUR BASIC PLAN, WNEVE MMWADPJEP iIN MOKE ACTION
(N THE-HEAD, SHOULDERS, ARMS, HIFS AND FEET:

NOW LETS
BEND THE BCDY

ON THE BEXTRENES

i : _.' . . II| .
/ N |

KEEP STRAIGHT \K |
ON THE
PASSING Pos ITION |

AND NOW WERE COING TO Do THINGS To The -GS 0 ARMS THAT LOOKS WEIRD .
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VERE GOING TD ‘BREAK THE LEG.
NEPE GOING TO BEND IT WHETHER T WOULD BEND THAT WAY CRNCT-

OF COURSE THE
EONES RENAIN

4‘\ The SAME LENGTH .
\ \ Tie ONLY TIME
)T CHANGES (S
T J/ WHEN {15
?GEESECQTH!ED

—~ 1
PERSPECTINE

WE'VE TAKEN
A HAMMER AND
‘EBROKEN e

r JOINT

WERE DOING

WHAT ' . = =) ﬁﬁﬁ_
ARTBABBITT o ¢ |
I"\C._-‘Eht.-[,-gf uy ;/ ;\\ s / .; | \"Tﬁ’

I'TTHE

T LOOKS WEIRD ENCUGH | BUT IF WE DRAW A BNLET DANCER ONTOPOF IT, | T LOOKS

SO WE CAN
TAKE [NCREDIBLE
HIBERTIES WIH
The UNDERLYING

STRUCTURE
(IF WE WNT )

ARD [T I(LLBE
PERAECTLY
ACCEPTABLE
— ESPECIALLY
IN MOTION !
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WHY ARE WE POING THIS €

EVERYTHING WERE DoING (S TO GET MORE CHANGE, MOBE ACTION WITHIN
THE ACTION.

0 LIMBER. THINGS UP - GET MORE LIFE INTD T

Grim Natwick said:
‘We used to bet ten dollars against ten cents that you could take any character and walk it

across the room and get a laugh out of it.

‘We used to have about twenty-four different walks. We'd have a certain action on the body, a
certain motion on the head, a certain kind of patter walk, a big step or the “Goofy"” walk that

Art Babbitt developed.

‘While the opposite arm naturally moves with the opposite leg, we'd break the rules eight or
ten different ways to make the walk interesting.'

WERE TAKING G BASIC PLAN NOW AND ADPING (N THINGS TO BUILD LiPON THE SYSTEI.
SAY WE HAVE A KIND OF ANGRY WALK - WED NCRMALLY DO THIS+

Up oy

THE

) pass
Poa

PUT Hid POWN
ON THE PASSING POSITICN
MAKING HiS
EACK CONVEX
— AND Do THiS
WITH THE ARM
‘EREARING”

f H’ a1 _.-:"'....
THE ELBOW, L SWING Ly
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[ ETS TAKE THIS ANGEY WALK MUCH FUBTHER -
THIS IR THE KIND OF THING ART BAEBITT PID ALl HIS LIFE - MAKING IMPORSIBLE MOVES LOOK

CONVINCING 20 BELIEVABLE, He'D SAY, “BE A LTTHE BIT TRUTHFUL.

Sc 1T DOESNT JUST LCOK HIKE ONESTER REPEATING WE Si IGHTLY CH.ANGE The SULHOWETTE
SN fhe 240 CONTACT{ #15) SO THE COUNTER ARM POSITIONS ARE DIFFERENT FROM CONTACT 7 1,

ON The CONTACTS ﬁ& BACK LEG IS 'BROWEN AND Tie FooT SWIVEMED BACKIARDS.
HE'S ON TWCS — EACH STEP TARING 14 FRAMES .

, SR TO #,
PASS FOS. EXTREMET 15 PASR FEe, EXTREME

EXTREME 7 L

CONTRCT

BArik ARCH REVERPSER o PIFFERENT ARM POSITION EACK ARCH FooT BACKWARES aud EBACK
FROM THE FREVMICUS CONTALT ERFVERSES ARCH REVERRES YET AGAN

_ | - BACK ARCH REVERSES, AGAIN
EPEAKING The. FIEST STEP DOWN FURTHER —
Fass fes, .
f = 5 7 G /1 I3 /s

(JUST ANINETIN)  HAND "BREAS ARWEREARS AR ST BRoKE FOOT SIWIVELS BACK, BT FALS AS ifE
“ Buir ISATITS MIGHEST  CONTACTS GEOUIND.

BACK ARCH EEVEESES.  BODY TWISS AWRY
FCOT SOLE FACES AlesY FEOM US
RO US . CLOIEST Fooy iS

NCW e OPROSITE STEP - BoTH LEGS GG STRAGIT  ON BACKWARDS
| PASS RS, L,
15 17 /9 2y 23 25 27 Brek o /)

AND The FooT SWIVELS BACK EARMER —THE REST OF The FATTERN IS7he SAME.

The ARM SWING Roesnt Bresk
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INCIDENTALLY, ON A PROFILE WALK |

e ‘ WALK (T HELFS TO HAVE ONE |

A LITTLE IN FRONT ~ AMD ANGLED SIDEWAYS A BIT-/ 1ve E;HFCOT P
VY DIACRAWMMTIC TILL-NOW

LETS KEEP TAKING THINGS OUT OF THE ORPINARY —
WHY NOT A SIMPLE EEVEESAL OF |
= , o
AVE 0L P THE UPAND DOWN OF A NORMAL WALK?
- -"'I;':li_"l-.-‘f_i.Ef _
THE UF ﬂuf}:f ;ﬁ
OCCUR \

rsr- (Y

W S PREAD DUT —

: T B
] " o b ]
' . P /
g %4 d ' o A
-.I. . 4 ' 7 . i ":'.. -"‘-ul::"-_
o T d 1 '
; II': £y . y ] .-,- 1| ' i L .:I'I.
_.‘I I".| W : 2. W 1 II i e
A -:'I':'._ i | | ok
_.._:l'l:' II';.i'l. b 3 |I A
Lid, '." 9 ' ' "
L~ B, F
L' A = o
o o y LS = _ i . :
L 1 ; 1 3

S :.314.--"

ST KEEPING TO OUE 2 MAIN PCSITIONS -

SWINGING THE
KNEE N
ONTHE
PASSING
POHSITICON —

THIS IS FINE
BUTA BIT
OEDINARY
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