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This source here for #7 is a blog made by Rey Mendoza Jr, a photographer and web designer 
who teaches these careers on academic and corporate settings. In this blog, he talks about the 
basic concepts and “backbone” of traditional, or 2-D, animation. He explains that traditional 
animation can either be produced through “traditional” cel-animation or a computerized 
animation software, which especially includes Adobe Flash/Animate. It is also quite amazing to 
know that most of our childhood memories focused on animated TV shows/movies that use the 
structure for traditional animation, like Disney movies for example. After explaining what 2-D 
animation is about, he then moves on how we can fully prepare ourselves before we even start on 
creating the animation itself. One of most important methods in order for your animation to be 
well-made is to have a good storyboard, a set or collection of events compress themselves into 
one story, a decent animation software, knowledge for the 12 principles of animation, and a clear 
message. 
 
What it means to have a good animation software is that the program itself has to have as many 
features and functionalities that makes animating look a little bit easier to use. However, the 
program wouldn’t be as decent as you think if none of these features meet the standards. It would 
also need to be as painless and simple to use so then it would draw many animators into the 
animation field that isn’t related to the craft. 
 
There’s two different methods in the way you can manipulate frames to create an animation. One 
way is “onion-skinning,” a process in which you can enable this in many animation programs to 
see a faint outline of the previous frame, thus, this makes tracking and tracing the movements 
much easier to do. Another process is “tweening,” which is a much simpler method that allows 
you to select two cels at once and make it to which the animation will take action between the 
two of them. 
 
However, just as time flies, we get fascinated by the media that often focuses on digital 3-D 
animation, especially the films that have been created by Pixar, one of the biggest entertainment 
corporations of all time. But when we think about traditional animation, we think back to our 
childhood to remember how impressive they were to this day. But it’s not just how amazing it 
was back in the past, but how it remains to be impact to the majority of us. Traditional animation 
shows to us that even the imagination that it sends to us can inspire many people to learn and 
create their own. 
 



I’m sure that this annotative bibliography is decent enough to be included in my senior mastery 
because the author who published this wanted to excite our reputation by showing how big 
traditional animation has become and how it interests us. It also teaches many people who desire 
to become animators themselves the very basics on what it is about and how to get started into 
practicing it. 


