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Links 

Animation Assignment – Portfolio Josh West (wordpress.com) – Link to the Website

https://youtu.be/MJapMcbfSIQ - Link to the First animation
https://youtu.be/CqJlPYFjN7M - Link to the second animation
https://youtu.be/32i0klxQX3g - Link to the third animation
https://youtu.be/jFwzBq_pZvw - Link to the Fourth animation

Content of Website
Introduction
In this blog, I am going to talk about the different animations that I will create and weekly updates on what I have been doing. Including research, references, software used and updates on the animation itself.
The animations that will be created are:
· Walk Animation
· Sprint Animation
· Bouncing ball animation
· Stretch animation
Over the weeks I learned the different types of animation and the principles that are used to create good animations. The first animation that I created was a bouncing ball animation, this taught me the basic of creating the animations.
After the Bouncing ball animation, I created a Sack animation that jumped across a hole. I did so use a tutorial, and this allowed me to learn about squash and stretch. I also learnt how to add some personality to the character that is a simple object.
The Next animation required some referencing, and it took me a while to understand the different poses needed to create the animation. For example, the contact poses and the passing poses. I needed to make them look good and show the weight shifts in the movement. They needed to look real in different angles and smooth throughout the key frames.
First Animation
I created this using a tutorial on Udemy. The animation taught me how to use the timeline and the graph editor in Maya. I learnt a lot creating a scene and creating the different animation. This taught me the timing and different weights of animation.
Second Animation
This animation was a Sack jumping across a gap and using squash and stretch and trying to show the movement and different stages it goes through before it hits the ground. I like this animation a lot because it is not a normal character and the rig allow you to add some cool animation to it.
Third Animation
This animation was created because I wanted to make something that had all the different parts of the character walk. I used the animation survival guidebook for references to see the different key possess and the different contact possess.
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Fourth Animation
The final animation was a run cycle, the beginning of the cycle turned out well but I couldn’t make it cycle properly becuase after a couple of seconds I was not able to keep the legs from breaking. It was still a good excercise and animation to create as it taught me more about poses and how different the run animation is because of the leg movement compared to walk animations.
Summary
I am happy with the amount that I learnt from animating the different rigs and creating the different animations. I feel a lot more confident going forward to create animations for my final year project using maya and unreal engine. I need to tweak the final two animations more to add character to the animations.
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