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Advanced Character Animation

For my animation | decided to have the focus be on character deployment and look into walk cycles
showing a character's personality and attributes, | did two animations, for the first one | took the Fred
model, and animated him in a way that made them appear as a jolly old man. For the second, | took the
Herc model and made them look like a proud body builder. For my research | looked at the walk cycles
of two League of Legends champions; Renata Glasc, and Ivern, two champions with stark differences
when it comes to their personalities. With Renata having a proud and authoritative walk, and Ivern
having a jolly whimsical walk, | then used this to gauge how much movement should be in these
characters walk cycles

https://youtu.be/FBw0JJhSxgY

https://teemo.gg/viewer/league-of-legends/champions/renata/0

https://teemo.gg/viewer/league-of-legends/champions/ivern/0
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GRADEMARK REPORT

FINAL GRADE

/100

GENERAL COMMENTS

Thanks for this submission Toby.

Research is sadly quite sparse and could benefit
from a greater variety and quantity of sources.
Reflection on the research shows an
understanding of contrasting styles, well done.

Animations themselves appear somewhat rough. I
feel more effort could have been invested in
ensuring that limbs move in a fashion that is more
related to the researched characters
physique/kinematics.

The characters also don't appear to be animated in
a coherent cycle as intended. In future, clearly
define the start and end pose of the animation
before adding poses etc. to ensure a clean
loop/cycle.
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