Moho MAITZHER: —#AFE LS RESMRIEE
& ZEmEFAMRA
& FBRA: Moho Pro 14 & )t

Als: AfF A& Moho?

Moho (E7#R Anime Studio) {2 Lost Marble FAxmT W —#zmE T HE, REXELEESE
BHPERERE, 2N CRTE)Y (FRZA) EMNBEBLMGEIEFRE. BT
Flash (Animate) fmiziEiZ%E, Moho [ “BERIKE)" AU TIER, SARRKAE)
E R HE e A, Xttt Toon Boom Harmony (Y& Z:#21E, EXREFTRENNF I M.
APEAHZXEFTE: SEMNBETE. BECABOES. NEE THEERA. BT
28 ML ERHIE 6 K ER, REEEMNERLH ZIERHEHNTERRE, RELLW R
SEBEMEMET WEIE" 1 ETR.

E—&B5: Moho E#fiiAZ (55 1-2 &)
% 1 E E it Moho HyziE 5}

1.1 Moho HEIH4 &

* 2001 fEifE4E A 45 4 4 Anime Studio, 2016 £E# Lost Marble {5 ¥ & Moho
© RLEED RELE + BRITE + MESI BN AR

- RAGHE: AemE. TERR. BXER. BRESHEREY

1.2 fRAEFSIHREE

kA Kl IEE & AR
Moho Debut EM2E S5 S8mE HFANID
Moho Pro NTFEZ. SBDEE. B TUVEMEESIEE

YR



SSRRECE: EiY Windows 10/macOS 12 | E& %, #EEEf4k (20 Wacom Intuos) 2F42
ERR, FF/E GPU &ML 46

1.3 shiE i E R AR

Moho iz TYER BTG A =4

1. BN EAEERR 8 HIRESEENR)
2. B BB EMENRSE (il RO ESRE)

3. AMHMREmEPIELR (Bfr: LEFERAHRFR)

£ 2E FESEMBRE

21 FEE =BT

© REE XAEESSRRE (ERXI'MERE RFHMESNHE)

© IAE: ZESEEIAKETX (BEXEHIAZRERE)

- BEER: ETERNEAEE (B8R FRET. ABED. FYEL RU)
© HEHE KENSHENKES (EMRERREENERREDR)

- BEER NRSBOOBHIFT (BERALLTFNEREREBE)

2.2 \HEW B 2% H 3

KERRG: HIE 10 B zhE

1. FTETNE: BENPE 19201080, DX 24fps, = #F5F5F5

2. HIER. BERIRCEEHRERRK, aEE “WXER

3. AnEhE: ZEREHE 0 M558 240 MURMNM BEX BN, IERER LML

4. BHIRE: EF MP4 830, Lb4EK 8Mbps, St EH” e H
2.3 pMERERIER

IhgE Windows ‘[ $E5 macOS |R{E5E
BB F6 F6

SHEE Ctrl+D Command+D



TRIR TN LT Space Space

DHRiEFET R \Y \Y

FE: BobiaE#H (5 3-6 F)
FIEXELE: HENER

1 LBTRARENA

© BHMTR: A/ HMETR (R Shit 2HTER) . LT (BPTBESEIRL
%)

COMRHE FMATE (BEHEMT) . HRATE VRARSHES)
BYHTS FLESEE (ABRTFHREHE) . EXURTA (REFEERLEE)

SREHI 1: SHLOER

1. BHETALHHNEBHERL (342 200px)

2. ML TREREBIE, HARUTRE

3. EMEIRIRTREPHEHE, ERLE #FF2442, $H5ih 2px RE

3.2 RRSHARSE

RN FTHRGEN (ERAEBERLE)

- RRAEE: ARHATR (G-REREHER)

- BRI WEHEASLIREM (B RRRS)

2B W [e) SRR
Q: 4HIMER T SERHE

A RERRERZTEHE, FH ERMEL 6SWIATH S, BNKK, A EhEE
TEBERET S,

Q. KEXHINFEE?
A EEMENRE NEE"1RN 4, SHEE®

W
il
%



FA4ERBEERG: HENER
4.1 ¥ RERXE RN

S)=Sid 2L IEE SKE =
FERZE EihER 65 i Ae St
BHRERE 4 BRI KT s AN B s E
T ERE ERAEBEETRIED W. F. WEHR
HEEMILR ERE Shifhi=l RERBERE
3D El= 2.5D HEiEE ENGZEIRRN

4.2 ERBRIEZ RIS

- BREER HEEE (10'AHT 408 S E TAR)

OHOAEE: BEERRL (BRXTHABREEEN)

- BENA CREAREE (SN CAMREITR QEEER)
TR 2: ISR

1. FREABERLSHSH (A + ZARRE)

2. QlEEH AR, FIMUEXEN (FOh: £T, £120 00 HL)
3. MBRTERE, FMAGHERENTENLHRH

% 5% F#shE: Moho FYRz}

FEREIE S EMAE
- BRIA SAEHROEERE (8% METFEIMmE fI6F)
© HBEAR:

a. BaiE (EEEEEE, —REN)

b. mPE (FBAERHENTR, BATEBAD)

c. EEME (BAHBBE WAREHIEF)



LRER 3: EHHNEE

1. LHIEEE (5 BRELRER, SREREE)
2. CIEEMER AEEPLEES RER

3. T EBERENNER, T HERE" B
4. FERSEHAINTERE R B, FEB RBEHMR

52 B EHRE RN
ZHETHE (Smart Bones) TR E @ ABENIEFIRE, = Moho BIFREMEIIEE:
1. CIEBEREHIRE (A0 RR L =HI88)
2. XFIBREINFY (REEHSERRE)
3. WINSERS (i AEREIE 9 &)
KERRG 4: NEEERIRHIR
1. 2H/NS L (RE. BESER)
2. CIEEREERR:

o EERIETIRE KB ARECE R AINALE KR

AEESIER: Uk S FORER (AL EC 1L O U)

1. Witk EahBRIALEREEL
5.3 BR&RIE LIS
- B K (REiEzsh%) © fIE " AEHEFERRE NaFEEA
¢ AMBBAR: RHEXTEISEE (BB RAEEHH)
© RE FKIK: $x+HA FKizH], HEA IKET

5 6 T XSz E RE
6.1 X RMUF AR
- EEAR

o GMHEE (IFEE), BEVIMsE)

© NERHEE (HMZiEs), E5BRME)

- [EERHE (RAZE, EETFRIR)
SKERRB 5: /NERTEBkED



1. BHILENER (F12 50px)

2. 8 0Mmi ArE (200,300), FRANKERMT

3. % 30 Mmi: E (400,100) (LF)

4. % 60 ifi: fIE (600,300) (TBE)

5. mHKEM, RENEREE, FAEVLAEENERY

6.2 L2 H) B RE N

* **squash and stretch (HfESHf8R) ™ NIKEHBNER, HBENTK
- anticipation (Fi&={E) : AEBEKAILTHE

- follow through (ERBEIZZN) : ABFILE, KABEER

F=#n: HREGHRERE (78 F)
B 7ERNTEMEREN

71 RNTFRFEXIK

NFERTUCEN. . WEFEANR, WLSHERE:

- WTEGER: HEERN 480 (FIEER)

- BEESMEER: WExASE (1.2) + @ TNERE

© REERE RS (BA) ( &xHH (TW)

LERRG 6: HEREHE

1. R ANRERER, SFRERENIER blob B

2. IR FEE, ¥4 blob BRENEATEE

3. RESH: HanAH 48, RE 0.3, mAMRE, EFXO0.5
4. BHNE, SHNAE KL% WRIGEALR

1.2 YB RGN A
- BHRE: EUMETE (BHEERNY 9.8)
- REEGR: HRIERRIEGE (BE) | ENECEH R



- RENHFE: HIEEHEENE (RN 02, FHILE0.3)
%8 & 2.5D ZERE
8.1 T EGHIHEHIE

1. £ Procreate %l =R (iR, &8, EH) , SH PNG 838
2. 7£ Moho # % 3D ER, GIBRFEENMR, SAKGLIE

3. AIEESEE, A% Z MABRMIR

4. FFRRRRAR, REICRTTEIBE T AR

8.2 I | A E XI5

© EREREER: SIERKNLTIE (2 hIEER)

o AMEREE): SIEAYER, REMEXBMSIIERES
© DREFR BRmEER. AR HUEE RHaRERE

SMED: KKWMESTIYNVA (5 910 %)
%9 E TRUALR: A\MESREIHF

9.1 AR

- BHIBE HERSHIL. KT, OE (BREPLBEER)
© BITEE R 124REE (B 1R, WAE 2R, I 14R)
- REHR 5—RAERE, B EEHEY mAER

9.2 e SahE H{F

BRASE:

- BTABEHGEE, HHASGEE

- BIESRAN IK e, ETRES K
1. XRUORE (24 1R

- H O ZRRENE, AREE



o B emu WL, ShRS
o B 12M ARRENE, ARREE
o B8 M WL, SHRR
1. W@HIA AMFEBRED, LBEMLETER

9.3 5N H

© SHHGIF (BTMR) | REBIKECN TR

© SN PNG F3l (ATEHIAR) @ @it BHRER

© SUHIR (ATAERE) © H.264 5D, 1080p HPHE

£ 10 FE TUXBRKITERIR

10.1 AE{ER Moho 7 A
BEE: SIESRIEE (AUHREERIIRIEEN)
¢ HXRER ®IT 2D AR ERIE (FHA Spine #£1)
o TEHE RaEEEraRETSR (BD BR + BEVIES))

10.2 AXRRATH
© HAYT R RE ERAHZHRER WA RECIEZEFEE
© TiRE: REFARTIRR (WBRKE. KE) Ak
© IR CIRAYERIER HACERER
10.3 ZIHFREHKX
BEIRIR: Lost Marble EM#EiE (BEMEISREH)
© PYHFA: B4 “Moho HF2” £42. YouTube “Lost Marble Channel”
© #XZR: Moho BT RIR. EA “Bh@EKAILIZ" Moho iR

B %

fii% A EREEBE (FAQ)



1. Q: Moho 14 fi g Ri/E 4 /7

Al KINEEAR, BEMBROPHE, 7 RFRE” 773 GPU &,

2. Q. BRACREEERRE?

A REBRERAESEER, WBRITREHR FH ZUHSE BR BIMHE .
3. Q: IS A Photoshop 4 B3 4?

A! {rf7 PSD XS A)IE “RAREM", % Moho H#i4T 3+ > §A > PSD", it “{RE
ER".

fff% B fRIZRAE
(EUEEN%, BELE. DE. ERBRES 8 KRR, 3t 68 Maith)
fif% C HIETH

o ARBHEFENXMHE: www.mohohome.com/ebook-resource
© BAMRESGERE: BEARL. fFiEF 200 + B HELSIE
BERIRRE: A, 1% 10 FERFHEER



https://www.mohohome.com/ebook-resource

	Moho 从入门到精通：二维动画全流程实战指南
	前言：为什么选择 Moho？
	第一部分：Moho 基础认知（第 1-2 章）
	第 1 章 走进 Moho 的动画世界
	1.1 Moho 的前世今生
	1.2 版本选择与环境配置
	1.3 动画制作的基本逻辑

	第 2 章 界面与基础操作
	2.1 界面全景解析
	2.2 从新建项目到输出动画
	2.3 必须掌握的快捷键


	第二部分：核心技能进阶（第 3-6 章）
	第 3 章 矢量绘图：动画的基石
	3.1 绘图工具深度应用
	3.2 填充与样式系统
	3.3 绘图常见问题解决

	第 4 章 图层系统：动画的骨架
	4.1 常用图层类型全解析
	4.2 图层操作核心技巧

	第 5 章 骨骼动画：Moho 的灵魂
	5.1 骨骼创建与基础绑定
	5.2 智能骨骼高级应用
	5.3 骨骼动画优化技巧

	第 6 章 关键帧与动画原理
	6.1 关键帧精准控制
	6.2 经典动画原理应用


	第三部分：特效与场景搭建（第 7-8 章）
	第 7 章 粒子与物理特效
	7.1 粒子系统实战
	7.2 物理系统应用

	第 8 章 2.5D 场景搭建
	8.1 基于图像的场景制作
	8.2 场景动画技巧


	第四部分：实战项目与行业应用（第 9-10 章）
	第 9 章 完整项目实战：人物走步循环
	9.1 前期准备
	9.2 绑定与动画制作
	9.3 输出与应用

	第 10 章 行业实战技巧与资源
	10.1 不同领域的 Moho 应用
	10.2 效率提升工具
	10.3 学习资源与社区


	附录
	附录 A 常见问题解答（FAQ）
	附录 B 快捷键大全
	附录 C 资源下载



