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Chosen Task 
NAVIGATING TERRITORY
For this assignment I have chosen the Navigating Territory option because it’s the one I have the most creative ideas for, and I can have the course be similar to the BBC show Total Wipeout which aired from 2009-2012. This option provides multiple opportunities that can be used within a 20 second runtime and this has given me confidence that I will fill out that runtime in a successful way.
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For the first obstacle, I want my character to walk across a tightrope, as this sequence needs to be 20 seconds minimum, I will have this scene last for a maximum of 7 seconds. This will be followed with a scene of the character jumping across four round balls like in Total Wipeout and will last roughly 5 seconds. A third scene where he dodges past bullets, this will be 4 seconds, and the final scene will be my character dodging past falling spikes and then failing at the end of the bridge.
[2]
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I have decided to sketch out a rough drawing of the obstacle course to get a visual idea of how the course will look, this will help with mapping out the outline of models I need for the animation reel. 


Drawing of the Navigating Territory course 
[image: ]
I started to build the tightrope sequence of the Navigating Territory scene on Maya 2025. I used a cylinder shape and stretched it out to the thin and long size, to make it look like a piece of rope. 
For the walk cycle I looked at the Richard Williams book [3] which showed walk cycles for runs and skipping motions, I found this to be useful with animating the main character of this sequence.
I also looked at Eadward Muybridge's walks and runs cycles to get an understanding of how a person can walk up a staircase or leap from ball to ball [4]. 
This sequence was fiddly to edit because trying to get the leg movements right was not easy and the character comes across as a ballet dancer more than a tightrope walker but for a first-time trial I am happy with it. 
[image: ][image: ]
[image: ][image: ]
For the ball scene I used four of the spheres' shapes and had them squash down when the human character jumps onto each one of them. This sequence was rather fiddly to do due to the movement points on the timeline, which kept moving when I moved a leg either back or forward, but the result was satisfying to say the least.
[image: ][image: ]

The gun sequence has turned out better than I initially thought because making the bullets move in time when the character was walking across the screen was a difficult task.
[image: ][image: ][image: ][image: ]
The final sequence of the navigating territory sequence is the main character dodging past four stalactites; these things are landing near him and just miss until the last one where the main character gets knocked off the bridge and falls to his death. 
For the view point, I decided to add a camera to the sequence, and I coded it to track the character’s moving across the screen to get a full rounded view of the obstacle course and so none of it was off screen during the sequence so I had to add in keyframes for the camera so it would be in certain positions at the correct points when the character will be crossing the course and to keep a full screen view of the entire course without any of it going off screen during the sequence. 
I exported this sequence at MP4 and 16:9 Ratio, the picture quality was clear and not blurry, and the camera I encoded was well framed with no shaky-cam. Each section of the sequence was framed on screen correctly to give it a professional.
The final cut of this sequence reached the runtime of 20 seconds and the animations overall I am happy with because they came across as professional and fluid. The captions I added in were using If I had to do this sequence again, I would change up the course and have more difficult obstacles along with having a better walk sequence like having the character jump on to the balls or have the characters dart left and right to avoid the stalactites. 
Final design of the Navigating Territory walk cycle.
https://youtu.be/NH8rxDBSQqQ
[image: ]
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