For the Character and Creature module  I chose to do the scenes:
· Slapstick
· Predator
· Icarus Soars
· I’ve got a great idea
· Bushido

I think this provides a good selection of different styles of animations and each scene will be unique.  I also thought that some of these such as the predator one would be difficult to do, however they would look great if  I could make them look smooth and natural.

I began with the slapstick scene.
When first thinking of what to make for a slapstick animation  I looked into many types of slapstick, from Tex Avery to Buster Keaton and one of my favorites, Mr. Bean.
In the end  I came to the conclusion that nothing beats the classic slapstick slipping on a banana peel. However  I didn't think that this would be very interesting to watch as an animation. So taking inspiration from this  I decided to switch out the banana for a puddle of oil, which will cause the animated character to slip for much longer and look a lot more interesting as an animation.
Fortunately there are many videos on the internet of people slipping on ice which provided me with many great references.
While watching all these videos  I realised that this was going to be a lot more difficult than  I had at first thought as getting the character to appear both unbalanced and balanced at the same time would be difficult to carry out.
Before  I began animating  I looked at some of the reference videos that  I had found and picked out some key frames to see how a person would move in a situation like this.[image: ]
I found this useful when beginning the animating as it allowed me to visualise what a person would do in this situation and how they recovered.
I also learnt that if you want to recover you need to crouch to lower your center of gravity close to the ground and spread your arms as much as possible. This helped me with the animation because y as my character to fell ,  I needed to keep him tall with his arms not fully extended.
Knowing this allowed me to create a much more natural fall.

I think the slapstick was one of the most difficult ones to animate as it was very difficult to get the weight of the character correct throughout the whole animation.
Looking back at the animation there are many things not quite right with it.  I think one of the main issues is that the arms do not move enough for it to be accurate to how a real person would fall, which is a big contrast to the amount that the legs are moving which makes the whole falling sequence look very peculiar and unnatural
I also felt that the animation was very rigid as the character was falling and if  I were to do this this again  I would spend a lot more time smoothing everything out in the graph editor.

This was also the first animation  I made using this rig and so it took me a while to become confident using it, however this animation was a good first lesson for me with this rig.


The second animation that  I created was for the “Predator” scene. My goal for this animation was to have a lion jumping at a deer. Straight away  I knew that this would be the most challenging as it would include two 4 legged animals, however my main focus was on getting the tiger to have a smooth leap towards the deer.

Before  I began animating  I carried out some draw overs of a tiger jumping to learn how a tiger is able to do these huge leaps with perfect balance.
I was shocked and fascinated by the amount that a tiger moves to keep its balance, even down to the tail movements.
[image: ]
Having these images was invaluable to me while animating as it showed me exactly what to do. They allowed me to make the jump of the tiger very accurate as everything down to the tail affects how a real tiger would jump.

I also had a deer in my animation which wasn't as hard as the tiger, because the deer wasn't the main focus of my animation therefore  I simply made a walking cycle with the door and duplicated it.
I then changed it after the tiger jumped to more of an unbalanced hop/run which makes the deer looked very panicked and eager to get away.

I found the tiger animation very difficult as when they walk their footprints leave a line, meaning the balance of the tiger had to be perfect to look realistic.

Looking back at this animation it could definitely be improved, like the slapstick animation the jump itself looked very rigid and not as smooth a movement as a real tiger would make. .
Because of the creatures complexity  I spent a lot of time simple moving pieces around.
For these first two animations  I did pose to pose animation. However  I soon realised that the poses themself weren't my main issue,  I really struggled to get the timing right. So for the next animation  I animated the whole 7 seconds with the biggest influence controller and got the timing perfect, then moved on and animated the smaller parts of the character.

Even though this is not my best animation  I am definitely happy with it as it was my first ever time animating an animal and  I managed a scene with two animals.

The third animation  I made was for the scene “Icarus Soars”.
For this animation  I decided to create a man flying around a spaceship corridor in zero gravity.  I thought this would be a good animation to do and really focus on the movement on the body, and how the momentum from movements is carried over to move the body in specific ways which wouldn't happen with normal gravity.

The film Ender's Game came to mind as it has one of my favourite zero gravity sequences in it.
I took screenshots of the main parts of a zero gravity movement and looked at what made the character able to move in zero gravity with great control.

[image: ]

I began this animation by moving the root controller from wall to wall throughout the entire 220 frames. Doing this first helped me get the timing of the movement perfectly ready for when  I begin animating other parts such as the arms and legs.
I spent a lot of time on the graph editor on this stage as  I felt it was most important on this animation to make the character feel graceful and relaxed instead of being very rigid.
To help me with this process  I decided to try and use as small an amount of keyframes as possible.
After  I had the timing perfect  I moved onto the arms and legs. This was more difficult than normal as  I was moving the hands and arms separately to the main root controller that  I had animated previously. This meant the hands and feet went through the walls when the character landed on them, to help with this  I used several more keyframes than  I had planned to keep the arms and legs fixed in place.
It also took a long time to make the “launching” from a wall feel more natural so  I had to use a lot of Anticipation (one of the twelve rules of animation) in the arms and legs to achieve the more realistic look.
I then added some follow through on his hair which gave the character a slightly more natural gliding look as he was floating through the air.
I then added some facial animations such as blinking, and opening and closing the mouth which gave more personality to the character.

Looking back at this animation  I think it definitely looks like one of the simplest ones but it was actually quite difficult to make it look as it does. The animation really benefited from the time  I had spent in the graph editor at the beginning and  I am pleased that  I put that extra effort in and will definitely be doing my future animations in the same way.

My fourth animation was a “Bushido” scene.
I chose this one as  I felt it would look “cool” as an animation and also be quite a challenging animation to do..
I decided that  I didn't want just a basic swinging sword animation and so d t  I added a jump at the end.

I found some reference footage and began picking some key moments of a jump and doing some draw overs on them.[image: ]
I think that this animation was definitely one of my favourites to do as the jump took a lot of time to perfect but it was very satisfying to see it completed at the end.  I spent a lot of time in the graph editor and the dope sheet while doing this animation to make sure that everything was smooth and not rigid.
The main jump of the animation is definitely the most smooth part of the animation, as parts of the sword swinging section looks quite rigid and  I feel that t the movements do not seem like very natural sword swinging movements.

Having the drawovers was incredibly useful while animating as there are many small movements causing the character to appear balanced, having the drawovers meant  I could see exactly where the character needed to be positioned and in what way. However this did not mean that  I didn't have any issues. During the jump the front of the character had to stay almost level throughout the whole process , while the legs are going from all the way down, to all the way up and then back down again. Also something  I noticed during the draw overs and something  I tried hard to replicate was that the body while jumping was symmetrical, whenever a leg was in the air. There was an extended arm the other side of the character allowing him to be balanced, getting this symmetry with the leg on the ground in the middle took some work but in the end  I was happy with how it looks. 

Because there were no real big movements during this animation it was difficult to use the same method that  I had used previously with the big movements first. This meant that  I had a huge issue with the timing and took me a long time to get the character to appear like he was actually jumping into the air and then falling again at the appropriate speed and not floating in the air for too long or falling back down too quickly.

For my final animation  I chose the “I’ve got a great idea” scene.
I decided that  I would try and do an animation with lip sync, something that  I had never done before but felt  I could manage.
For the animation  I decided to lip sync a character to the famous scene at the end of “Back to The Future”, “Roads? Where we’re going we don’t need…. Roads”.
I thought this would be quite a challenge as he says it very quickly, and my original thought was correct.

I didn't really use any reference videos for this and instead just had a mirror next to me while animating.  I think this worked well as  I didn't need to keep stopping and pausing and rewinding to get the correct image  I wanted, instead  I could just look in the mirror and say the word I needed, as slow and often as  I needed.

I wanted this animation to be quite humorous  instead of just a character sitting in a car.
Therefore  I decided to give the animation a little twist at the end. I made the character look like he was sitting in a car, but as the engine sound started  I moved the camera angle back to reveal he is actually in a flying bathtub.

I quickly modelled the bathtub and the taps, set up the picture frame behind him and textured the wall, and then I was ready to animate.
I started by positioning him in the bathtub and then focused completely on the mouth until it looked correct.

This particular animation was by far my favourite to animate as it was making me laugh as  I was animating it. However I did also have some challenges. This was my first ever time lipsyncing and there are a lot more things to it than I originally thought and if something is slightly off then it doesn't look like the words are coming from the character,  I also learnt that the animation looks better if you offset all of the mouth keyframes back by a frame or two as the sound takes about that time to leave your mouth.

I also did a lot more animation of the face itself in this animation, such as the eyebrows, nose and some in the positioning of the mouth separate to the lip sync. This was fun as it really allowed  me to add more personality and “humanness” to the character which makes the animation more appealing and enjoyable to watch.

All in all, some of my animations are better than others but I am still very happy with all of them.
I’ve learnt a lot from carrying out these animations and they're all skills I will use in the future.
I think the one thing that needs to be improved with all of my animations are the rigidness of them.  I also need to spend a lot more time on the graph editor in order to smooth out the animations so they look more refined.
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