How To Master Graph

Editor In
AfterEffects

The Art of timing and spacing in motion graphic
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What is The
Timing






How to
Perfect The
Timing

- Analyze Existing Animations
- Use Reference Footage
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What is
Spacing



It is the art of Control the distance
between the keyframes “tween, in
between”.

This distance directly influences the
perceived speed and acceleration of
an object's movement.



Key Concept

Even Spacing: This creates a Linear or constant
speed of movement.

« Increasing Spcacing: This creates acceleration,
making the object move faster over time.

- Decreasing Spacing: This creates deceleration,
making the object slow down over time

« Ease In and Ease Out: This technique involves
gradually increasing and decreasing spacing 1o
create smooth, natural-looking motion.
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Poses In
Animation

- Always define your key poses



poses are the key positions or
influences that a character or object
act or do throughout a scene. They are
the building blocks of animation,
defining the starting and ending points
of movement



Always
think of key
poses in
INFLUENCE
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Speed Graph



The higher the
graph the faster
the movement



Bezier Handles

They control the shape of the curve
between keyframes.

The Influence

The "influence" is the degree to which the
curve is affected by the position of the
handle.
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Curved Path
with Speed

Graph
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Value Graph



The More Steep
The More Speed
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Curved Path
with Value
Graph
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Rove Across Time
VS
Continous Velocity
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Pinball Animation
Speed Graph
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Pinball Animation
Value Graph
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Advanced Easing
Technique



Thanks
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