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Abstract

The purpose of this research article is to approach the standards of regulations and
practices which exist in the world of Motion Graphics and Animation, not only in technical
terms but also in an entire pipeline. The final project created encompasses the knowledge
acquired in different areas learnt throughout 2 years program of Motion Graphics.
Animation production is a long term and coordinated process where different teams of artists
work together, depending on their specializations. Solution to utilizing resources in the time
available, was to create a trailer version of the animated short. Actually it involves all the
stages of a production pipeline but requires less time and recourses; on the other hand it

requires an additional mastering for presenting an animated short in an attractive light.

The results of the entire work accomplished display the skills that you should have in order
to become a motion graphics. The biggest challenge was to create a high-quality product in a
limited time with limited recourses. No theory can ever be completely certain, that's why
many tests have been made and many experimental results have been observed in a

particular area in order to optimize ways and perform a task.

Coming from the field specifications, optimized working technique is your guide to the
successful completion of your tasks in a timely manner. The concept of a cost effectiveness

makes up the focus of the entire work outcomes.

Key Words: Animation, Motion Graphics, Trailer
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