
Production Diary – Year 2
Joel burns


Semester 2

Week 1
29/01/2018
Research on animation in Unreal Engine 4 has is being started. Research lead to understanding roughly how to make an animation in unreal, and how to make an idle to movement work, will need to be revised by the animation member of the team.

01/02/2018
Had the first team meeting session of the semester. From this session, the team decided that walls should be modelled as simple, equal sized pieces that can be used to flexibly create the level. Team Gantt was decided to be the new Gantt chart planning site, and discussion lead to assigning Joel with the animation role.

Week 2
07/02/2018
Started to look into animation in the unreal engine, ended up with minimal progress learning that the method of code that was used and researched was wrong. A better method should be looked into in the future. Applying a jump animation was the objective.
[image: ]
Retopology for the Brute is now off to a shaky start, though it isn't technically the job of the animator, it is something that needs doing before Studies on character animation start officially.
[image: ] 
The Gantt is as it was a week ago, and the first animation based task is supposed to be completed tomorrow, but based on today’s progress it will not be possible. Unless urgent effort is made to change this, several tasks will have to be pushed back under the character and animation sections. [image: ]
[image: ]






08/02/2018
Slight progress regarding the Brute re-topology. Not a lot has been achieved but checking with other animators has shown that this is now heading in the right direction. More caution will be needed to move onto the legs, hands and feet etc.
[image: ]

The Gantt chart has been updated today, after looking things through in the meeting of the week, all members agreed to make changes to the chart weekly from now on, and with the first update adding % completion to the modelling and rig of the Brute and Drone was necessary. But the biggest change involves pushing back the animation related tasks as they were identified to be clashing with other tasks and more research will be needed before moving onto that stage.[image: ]
[image: ]


09/02/2018
Today, there was a review of the current rigs in progress for the Brute (proxy) and Wendy Locke (proxy) and identified that potentially essential bones like jaw and lower arm twist were missing and that the orientation was not handled correctly in places. Attempting to fix these issues will require discussion with the team and at least a week of practice, though considering these factors the Gantt chart will unlikely be changed.
[image: ]

Week 3

14/02/2018
With progress on the re-topology and rigging coming to a halt, research was pushed forth.  Basic run and idle animations were created and made to work in Ue4 (Unreal Engine 4) and managed to get a jump cycle half working from the idle pose, will need more work for the final animations. Here're some screenshots of the new animation code and testing level.
 [image: ] [image: ]
However, the lack of progress means that the character animation side of the Gantt chart will have tasks pushed back again. In order to move on successfully, a solution to the lack of needed hardware off campus should be found with haste. For the next meeting, this will be a topic of discussion.



16/02/2018
[image: ][image: ]

Began working on the control rigs after studying them. While still unfinished, this means that the animation tasks are slowly getting back on track in terms of completion. By the end of this week, it should be possible to at least finish one of these character control rigs, preferably Locke's rig as asked for by the engine person.

The Gantt shows the expected outcome of the pushbacks mentioned in the previous entry. Seeing as some tasks were not finished such as the brute rig for example, they had to be pushed forwards to see how they could be fit into the plan. The project is still moving at a slow pace, so more effort will be required to catch up to the Gantt chart tasks.






Week 4

21/02/2018
[image: ]
Making progress on the set task for this week, as most of the basic control rig is working on Wendy Locke, some fixing is needed but this has been some decent progress. It was also decided to adjust the scale of the master control (the arrow shaped NURB curve) so that it fits the scale of the model.
[image: ]
Testing the rig to achieve a pose showed a few issues with the feet controls in particular, after this control rig will be done. At this pace, applying this progress to the Brute control rig will be the next task to make up for some poorly used time last week.

22/02/2018
[image: ]
Managed to apply the same amount of progress to the Brute Control rig as with Locke's. With only potentially a few issues remaining on both, it should be likely that both control rigs can be finished this week.

23/02/2018
[image: ]
[image: ]
Progress made today was particularly slow, aside from learning some of the basics and principles of animation in Maya, I only managed to get the Brute both models fixed in the foot control area. After studying the control rig some more, it’s apparent that there are missing controls on the hand controls and upper body controls.
[image: ]
Updated the Gantt chart again this week. Decided to push back the rigging tasks due to issues experienced with software and hardware at home. Finishing this task is an essential step to avoiding the potential bottle neck towards the end of the project.



Week 5

28/02/2018
Very roughly managed to make the finger curl controls work for the Wendy Locke proxy control rig. Target to be completed by today was not achieved and therefore must be pushed back further in the week.
[image: ]




Week 6

07/03/2018
[image: ]
Today's task again was almost completed, with the finger curls on the brute now partially done with a few issues. This minimal progress means that the project will still be lacking any animation even going into crunch time. As shown on the Gantt chart.
[image: ]
Update to the Gantt chart, changed brute rig from 70% to 72%, showing the lack of progress made over the past week. All of the animation based tasks for Locke were supposed to be completed by today (7th March). And so the only option was to push them back a week alongside the control rig tasks. Which leads to a critical bottleneck that can’t be avoided unless action is taken starting today.



08/03/2018

[image: ]
Aside from the eyes which aren't attached to the proxy model, the control rig has been completed. Making the small fixes made on this will be the next step to get the Brute control rig done.
[image: ]
Managed to achieve the same on the Brute proxy control rig. The next step will involve some more research and study on animation, character, and exporting. As well as eyes if it is needed for one or both of the characters.

Week 7

14/03/2018
[image: ]
Started to use the previously completed and fixed control rig for the Brute to make his animations. Starting with the basic idle loop, which feels like minimal progress considering all the animations need to be done and imported to the game project by the time the holidays starts. The idle animation turned out alright, capturing the monstrous presence of a character that the Brute was intended to become. 
This amount of progress is not enough to keep up with the plan, so a solution should be found and optimally get 2 or 3 animations done in a full day's work.






16/03/2018

[image: ]
Walking cycle now working for the Brute and tested it in the unreal engine project file. Having started exploring animation in ue4 previously as well as successfully importing this should make things smoother when moving onto the code for these animations. Aimed to keep the character that was implied from the design stages by creating an impression of a monster like character, through the weight in his steps and the slouched over posture. While the animation fails to loop 100% smoothly, it should be acceptable. 
 A new idea for the AI was also implemented meaning a run animation could be necessary for the Brute. Moving on, starting the higher priority of working on Wendy Locke's animations and then proceed to further test and programme them into the unreal engine with the help of Toby, the engine guy. 













Week 8

21/03/2018

[image: ][image: ]
[image: ]

After a meeting, it was decided that Locke will be a confident type of character, and starting with the now complete idle animation for her, the confidence was considered. An idle animation that appears almost as a fighting stance shows she isn't afraid of what's to come. A walk has also been started. Regarding the eyes and facial controls that are still absent, the issue will be raised once again in the next group meeting. Walk animation also completed today, an ok result, no real need to be redone according to the testers.
Moving on, as shown in the Gantt chart below, the rate in which animations have progressed is too slow and so the only solution is to push back the tasks ahead of the target date, meaning further work during the break. This could be a big bottleneck based on the need to build up an exhibition for Space Peril.





22/03/2018
A second Idle has been completed, being a simple neck stretch. This animation simply feels off, so testing it and reviewing it with others will be crucial.

Gantt chart before Easter
[image: ]
[image: ]
This is the current state of the Gantt chart. As shown there is still a lot to do over the Easter holidays. Having started to work on animations should prove useful when tackling the remaining animations, 3 weeks to do this sounds reasonable. The main focus will be getting animations exported and will spare time for retopology and final skin paint if needed.










Week 10 (Easter Holiday)
05/04/2018
[image: ]
Today's aim was to finish the run animation for Locke as requested by the engine guy. It looks great, by following tutorials online, the weight shift and rhythm to the steps flows nicely. Though testing in engine may prove that it needs more bounce and arm swing, will check with testers to see if they agree.

06/04/2018
[image: ]
Second Locke Idle animation improved based on feedback gathered. Rather than looking like a dance of sorts, it looks more like the intention of it. To improve it, speed was decreased and emphasis was removed from the neck movement. Implementing this will require some research.

Also started to re-skin the UV’d, Re-topology Brute model, and slow progress with this task due to lack of understanding on skinning teeth and other advanced parts. Will aim to finish it next week.






Week 11 (Easter Holiday)

10/04/2018

Brute Re-skin completed. After going back to fix issues with the weight paint on his face and bands, the skin is now complete. With new jaw movements being implemented to the upcoming animations, he should now look fine for the final product.
[image: ][image: ]

11/04/2018
Rough attack animation for the brute created for testing. This was important to help the engine guy start working on the melee system, however, not a lot of time went into the animation and therefore it didn’t turn out very clean. May need to be fixed or removed. Moving on, more animations need to be made and tested in engine, all animations to be finished by the end of Easter holiday.
[image: ]

12/04/2018
Random sequence Player node researched and tested, it works well for the idle animation sequence. This will be implemented in the current version of the project next week.
[image: ]

[image: ]
Death animation Complete for Locke. Focused on feedback received along the way regarding weight and speed. This death animation shows the character fall to their knees and proceed to collapse, an animation that works considering the types of attacks I have planned for the brute and to show the resolve in the character struggling not to go down. After checking it in engine, this animation will be complete.


13/04/2018
Second and Third Attack animations for the Brute completed. Second being a quick and weak swipe, and third being a heavy and strong spin. These animations are fine at least compared to the first attack, more weighty and fitting to the character design. With that, enemy AI combat should be made more enjoyable. 
[image: ][image: ]







Week 12 (Easter Holiday)

16/04/2018
[image: ][image: ][image: ]
The Locke Jump cycle was today's task, including the take-off, the fall and the land in case changes to the level will require longer falls. Watching them play in the Maya scene looks alright, but no part of it looks like a natural jump. No time to fix this as it is crunch time, therefore this will be exported and then attack animations for Locke will be pumped out.

17/04/2018
[image: ][image: ]
Without attack animations, the engine guy had been stuck on the attack functionality, therefore two attacks were pushed out today. Considering the combo function being worked on, a simple right jab into a roundhouse kick were made so that it will flow nicely as a combo. Now most of the core animations are complete, will work on engine most of next week.

18/04/2018
Brute Death animation done. Made it a strong flinch that transitions to a hard fall to fit his physic and size. Testing in engine may lead to minor changes. The Brute now has all his animations complete though the second idle had to be scrapped.
[image: ][image: ]
19/04/2018

The player can now walk, run and jump with the animations in place. Engine guy is taking care of the Brute animations and the attack ones for Locke.  Moving on, adjustments to speed and other factors may lead to changes to this new implementation of movement animation.
Also made a third idle for Locke. A quick breather animation makes the character a little more realistic.
[image: ][image: ]


20/04/2018

[image: ][image: ]
Re-skinned the Re-topologised Locke today, something that should have been done long ago. With this, animations can be tested thoroughly in engine, and adjustments to the jaw bone movements can be identified with the mouth being part of the model now. To skin this model, the same bone structure as for the proxy was used, and worked off of an automatic skin due to complications with the hidden body being separate from the clothing. Unless the UV'd version of the model is completed, this will have been the last task regarding character skinning, and otherwise it will need to be done again.

Week 13 

25/04/2018
[image: ]
An extra attack being a left jab is now ready to use in UE4 to fit the new plan for a 3 hit combo. Making it a left punch seemed natural, though this means more code will have to be applied during the last few weeks of working on the project. This was the final animation, and close to the deadline too. All that remains is to fix up some issues and hopefully re-topologise the Locke model again after getting a UV set on it.

26/04/2018
[image: ]
In Engine, as expected, changes were made to the speed of the player. And improvements have been made regarding the flow of the movement animations, blend spaces allowing the walk to transition to a run and back to an idle, as well as a random sequencer to toggle between idle animations naturally. Plus Initiative taken to allow the player to rotate rather than being fixed to the camera direction.


[image: ][image: ][image: ]
Extra animations - Dash and Block, previously discussed animations made today. Unfortunately it proved a challenge to get them working so only Dash is roughly working in the engine. Block can be used in the future, so despite not having it working on time, it can be kept for future use.
[bookmark: _GoBack]
Final Gantt chart
[image: ]
[image: ]
[image: ]
The Gantt chart went through a big change over the past 4 weeks, the addition of attacks for both characters meant that some comprising had to be made, as shown dodge was removed a while back, but now is done works. The second idle for the brute was also removed however almost everything in the animation role is complete and put in the engine. The final skin is done for Locke, but on an old version of the model, final task is to skin the UV'd model on 1/05/2018 as it's the last chance to use the hardware. Then Expedition prep will ensue afterwards.
Conclusion
The Space Peril project has been completed, with a working but lacking end result. For the animation, enough to fit the bare minimum has been completed, a good number for Locke and a not so good number for the Brute, all fitting their characters but not looking very expressive. Issues with poorly executed aspects of the skinning and control rig also affect the outcome for lots of the animation and nothing is complex. Meaning the animation is one of the downfalls to the game experience, but at least the ones that were made are there and working.
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hsractar design, With a el varity o stacks now complet, Toby should b sble to make
the Almore exjoyable to ight against.

s
Messing around it the project today ead me to find a way to implement random
Sequences of e animations, & Locks an actin s more sfiient snd natural vay. This il
e implemented n thecursent version o the project et wesk.

R |

-

‘Desth snimtion Complet for Locke. 1 rad fofocs o feedback receved slong the sy,
seganding weight nd speed. Thi death animation showesthe chasacterfll o thei knsss
nd procesd to cllapse, an snimnation that works considaring e fypes o atacks Ihave
planned forthe brute and to shorw e resolv in the chiracterstrggling no £ g0 doven,
After chacking it n engins,this snimtion will b complet,

“The ump cycle vas my im fr tody, inchading the ke, th fall and th Jand n case
hanges to the leve il equiseJomger fals. Watching them play in he May:

ook ssight, bt no pact o it ooks ke & natucal o, considaring hove s it i n the
rocess, 1 dowt 1 be sble tofmprove Ehese snimations. Horveves, this momentum it
Showing that Linight e abl o catch up tomy acke et on the Gantt chart
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Without attack amsnations, he engine guy hid been shuck on the atack unctonslity,
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Today I contnued working on the rute insl re-skin. After going back o i issuss with the
t0view detailc et paint on his fac and bands, the skin i nov complete, With vy e mavements
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product
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the Almore exjoyable to ight against.

L2ms208
Messing around it the project today ead me to find a way to implement random
Sequences of e animations, & Locks an actin s more sfiient snd natural vay. This il
e implemented n thecursent version o the project et wesk.

‘Desthsnimtion Complet for Locke. 1 red fofocs o feedback receved slong the sy,
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nd procesd to cllapse, an snimnation that works considaring e fypes o atacks Ihave
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