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We Want to Believe the Characters 
Moved Themselves

1- Set Moves – walk / run / climb / swipe
Example: walk> run> attack
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[bookmark: _Int_T3OjDDoZ]For this assignment, I created an animated sequence of a cat in Audesk Maya, focusing on natural movement and behavioral realism. Before starting the animation process, I conducted visual research by observing videos and images of real cats walking, running, and pouncing. This helped me understand their body mechanics, timing, and subtle movements, such how their spine flexes, how their weight shifts, and how their reactions change depending on what they see. 
Once I had a clear reference, I began setting up the rig. I manually positioned the rig controls to match the anatomical structure of the cat, ensuring that each part of the body, like legs, spine, tail and head, was correctly aligned. This step was essential to achieve believable deformation and movement during the animation.
First, I animated the cat walking at a calm and steady pace. I paid attention to the rhythm of the walk cycle, making sure the motion felt smooth and natural. Then I introduced a change in behavior: the cat notices a ball. At this point, I animated a moment of surprise, adjusting the posture, fast head movement to both sides, and slight pose to convey curiosity and alertness. 
[bookmark: _Int_bS7Oz7xS]After this reaction, the cat transitions into a faster movement, running toward the ball. Here, I increased the speed of the animation and exaggerated certain poses. Finally, I animated the attack or pounce, focusing on anticipation, jump, and impact. 
[bookmark: _Int_tK3F4qWP][bookmark: _Int_rMxTR2qO]In addition to character animation, I also worked with camera placement. I positioned a few cameras at different angles to enhance the storytelling. This allowed me to present the animation from various perspectives, highlighting key movements such as the surprise and the final bounce.

2- Free Running – Parkour
Example: a character jumping a wall> rolling > final jump
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For this animation, I reused the same cat model from my previous work to save time and ensure I could complete the assignment. This allowed me to focus more on the animation itself rather than setup.
In this sequence, the cat performs a series of movements; it first jumps onto a wall, then rolls to avoid an obstacle (such as a fence), and finally jumps again onto another block. I used some visual reference of cats jumping to guide initial movement, especially to understand the preparation and take off.
Although the sequence includes more complex actions, I kept the execution relatively simple to manage the workload and meet the deadline. The focus was on clearly communicating each action rather than achieving realism. I paid attention to the transitions between movements, making sure the jumps and the roll connected in a readable way.
Overall, this animation served as good practice for combining multiple actions in one sequence. It helped me develop a better understanding of timing, basic body mechanics, and how to link different movements together in a coherent way.


3- Between a Rock & a Hard Place – pushing or moving weight
Example: a character trying to pick up a heavy rock.
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For this animation, I worked with a simple 3D T-Rex model available in Autodesk Maya. Unlike the cat, which I rigged manually, I used an automatic rigging system for the T-Rex, allowing me to focus more on the animation itself.
The scene shows the T-Rex attempting to push a wall. At first, the movement is slow and lacks force, showing that the wall does not move. To communicate this, I animated the character leaning forward and applying pressure, but with no visible result. Then, the T-Rex reacts by stepping back and preparing for a stronger attempt. This anticipation phase was important to suggest that the character is gathering strength.
After this pause, the T-Rex moves forward more quickly and forcefully, hitting the wall with greater impact. As a result of this exaggerated effort, the wall collapses. I focused on contrasting the slower initial attempt with the faster, more energetic second movement to make the action clearer and more dynamic. 
Although I used some reference, much of the motion was based on my own interpretation. This allowed me to experiment with timing, weight, and exaggeration in a more creative way.
Overall, this exercise helped me explore the use of anticipation. contrast in speed, and basic physical storytelling to create a simple but effective animated sequence.

4- He’s Using The Trees – hunter/predator
Example: a character jumping between branches or stalking prey.
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For this short animation, I focused on capturing the behavior of the same cat stalking its prey, without including the final attack. The main objective was to study timing, tension, and controlled movement, as well as how poses contribute to a sense of anticipation.
Before animating, I’ve watched some videos of how felines move in this situation, particularly the way they slow down, stay close to the ground, and carefully place each step. 
In the animation, I started with very slow and deliberate motion. The cat moves cautiously with a low posture to reflect focus and stealth. I included small pausesto between steps to slow hesitation and build a sense of anticipation. As the animation progresses, the movement becomes slightly faster, with shorter pauses, to suggest that the cat is getting closer to its target.
Overall, this exercise helped me practice timing and pacing in a simple way, focusing on how pauses and gradual speed changes can make the action more engaging.

5- I’ve Got a Bad Feeling About This – weird/distorted movement
Example: a creature with strange or unsetting movement.
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For this second animation project, I focused on expressing emotion through drawing and visual composition. The scene was inspired by a moment featuring Blue from the animated film Rio, in which he appears inside a box, looking frightened and uncertain. My goal was to capture and emphasize his emotional state, rather than focusing on complex movement or action.
I was focusing on the scene of Blue to better understand Blue’s posture, facial expression, and body language. I paid close attention to subtle details such as the position of his eyes, the tension of his pose, and how his feathers contribute to the overall impression of fear and vulnerability.
I then created the drawing, carefully recreating the character while slightly exaggerating to make the emotion more readable. For example, I focused on the eyes and posture to highlight the sense of anxiety and discomfort. The intention was to make the viewer immediately understand how the character feels, even without a lot of movement. 
After completing the drawings, I used Adobe Photoshop to modify the composition. I removed the original background and replaced it with a yellow-toned one. The yellow background creates a strong contrast with the character and can evoke a sense of unease or tension, further supporting the emotional theme of the piece. It also simplifies the scene, ensuring that all attention remains on Blue and his expression.

A link to the 5 separate animation videos 

1- Set Moves: https://youtu.be/InQ-6G4My9s

2- Free Running: https://youtu.be/J2BBA-iJhqk

3- Between a Rock & a Hard Place: https://youtu.be/mRe0BWmTASY

4- He’s Using the Trees: https://youtu.be/SbsUmIeoKhM

5- I’ve Got a Bad Feeling About This: https://youtu.be/lMjBZ6uybqY

Compilation Reel:

· https://youtu.be/F4UlttUpn3U

Software Used:

· Autodesk, Maya 2024, San Francisco, CA, USA: Autodesk, 2023.
· Adobe Inc., Adobe Photoshop 2023. San Jose, CA, USA: Adobe, 2022.
· ByteDance, CapCut. Singapore: ByteDance Pte. Ltd., 2024.

Source of Free 3D Animal Models:

· https://free3d.com/3d-models/animales?dd_referrer=
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