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Introduction

This assignment aims to showcase the research, planning and development of my character animation for this module. Throughout, I will showcase any research that was done and include any concept art pieces that helped develop my animation.
When deciding what to do for my animation, I wanted to integrate my idea with my project, a 3D environment. I first thought of doing a spirit of a robotic arm; however, after some consideration, I decided to animate a mechanical character as I believe this character would work well with my idea for my 3D environment.
Once I decided that I was going to be modelling a robotic character, I then had to decide what style I would be going with for the character design, as to whether I would be using realism techniques or whether I would be going down the stylised route and go for a more cartoony styled character rather than realism. I had to think about what style my environment would be and how the character would fit into the environment based on its style. After some consideration, I am thinking of going down the stylism route so that I would be able to have more freedom with the design of the character and that I won’t have to stick to realistic ideas, and I would be able to design more freely when it comes to the character design.
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Before coming to the idea to animate a robot character, I was thinking about modelling and animating a creature of some nature, so I researched creature design using Zbrush (Zbrush Creature Design: Creating Dynamic Concept Imagery for Film and Game, Scott Spencer, 2012). This was so that I could see how the character would need to be modelled to animate it correctly and give some ideas about how the creature could look. However, after some deliberation, I decided that doing a robot character would suit my project better as I could integrate it into my individual project.
When it came to research, I decided to research popular animations/films that focus on robotic characters, such as Wall-E. Since most of the film's first part was like a silent film, we could only understand the story through the environment or the slight emotion the small robot character could convey. This is why I decided to research Wall-E after deciding to animate a robot character so that I could understand how a robot would be able to portray emotions without having to talk. This led me to read the book ‘The Art of Wall-E by Tim Hauser’ where I would be able to look into the concept art for Wall-E and understand how they went from their concept to the final animation by including the different storyboards that were used to help convey the animation methods.
When looking at Wall-E, I also looked into how the character acted in specific scenarios to see how he would act.
https://youtu.be/SDAX0eVSRc0 [1]
During this scene, we can also see EVA’s motion and how different her and Wall-E’s movements and how their movement reflect the different personalities and characteristics of the two robots.

12 PRINCIPLES;
· Exaggeration
· Follow through actions
· Timings 
· Appeal
Researching into the 12 principles of animations helped a lot for when it came to doing the actual animation portion of this project as it allowed me to figure out the key components on what I needed to include in my animation and then how I can go about including those aspects into my animation without trying to have to much happening in the animation and to make it flow much more seamlessly rather than having a lot more going on than is needed.
I was also able to use this research when I was looking at different  animation cycles and to see how they included these principles in their animation and how they went about using these key princinples to showcase emotion within their animation.
Welcome (linkedin.com)[2]
Another thing I researched before starting my animation was the 12 principles of animation. These were key points that I had to research so that I would be able to develop a smooth animation sequence with the information learned.
What Are Disney's 12 Principles of Animation? (With Examples) (academyofanimatedart.com) [3]

One scene is when Wall-E meets EVE for the first time; during this scene, we can see Wall-E hiding as a cube when EVE wanders towards him. This could showcase that he is scared, nervous or cautious of this new character, and we would be able to understand this without the character having to talk during the scene.
[image: ] [4] Friday Classics - Wall-E: 60 Original Concept Art Collection (iamag.co)
I also wanted to look into the original storyboard concepts when researching Wall-E. I hoped they could demonstrate how the movement would work and how these movements would be presented in drawings. 
Other films I looked into were Beauty and the Beast and Aladdin. I wanted to research the concepts and ideas behind some characters, such as Lumiere and the magic carpet, and see how they would portray emotion since they are not similar to the traditional humanoid characters we tend to see.
[image: ]
[5] Art of Beauty and the Beast (characterdesignreferences.com)
[image: ]
[6] Living Lines and the Magic Carpet | Cluk Animations (wordpress.com)
I wanted to look into these types of characters to understand how they would be able to portray emotions without hands or arms and how they could portray emotions without any expressions, like the magic carpet from Aladdin. This research will help me understand how to show emotions with little movement so that I can use this research in my animation and future projects.
Another thing I had to research was rigging in Maya as it’s one of the things that I tend to struggle with when it comes to using Maya.
https://www.youtube.com/watch?v=e8Z9B39Duvo&pp=ygUkaG93IHRvIHJpZyBhIHJvYm90IGNoYXJhY3RlciBpbiBtYXlh [7]
This was so that I would better understand rigging and how it works, and it’ll help me develop this skill more for future projects.


Concept Ideas

The first thing I wanted to do was to decide what my character was going to look like. I decided to take some influence from Wall-E for my character design as I believe this style would suit my concept idea the best and that I would be able to tie it in with the environment for my project.
[image: ]
[8] EVE | Heroes Wiki | Fandom
One of the first characters I looked into to was EVE; this was because I liked how simple and clean her design was, as well as how she was able to express her emotions through the screen on her face by showing different expressions rather than talking as she was mostly silent throughout the film.
[image: ] [9] 3d robot model (turbosquid.com)
[image: ][10] Sketchfab - The best 3D viewer on the web
I also looked into some models on Sketchfab and TurboSquid so that I would be able to get more inspiration on how I would want my character to look like and how it could behave when in an idle position so that I would be able to convey what type of robot it is and in what ways it could express emotions whether it’s through action or whether it’s through expressions. This would also help me for when it comes to texturing my character, as to whether I want to keep it clean and simple or whether I want to make it appear more grungy and dirty by including dirt and scratches along the body of the character.
Researching into different robot models helped me a lot when it came to deciding on how I wanted my robot to look like, as the appearance can help with portraying personality and expression, such as it the character had harsh lines, it could come across as more harsh and aggressive whereas if the character was made with using softer lines they could come across more gentle and approachable, this idea helped a lot when it came to finally deciding how my character would look as I wanted my character to come across approachable and quite clumsy, in the end I decided to go with more softer lines as it would help my character to come across more gentle.


























3D modelling & Animation

When it came to modelling, I wanted to keep it very simple as I tend to struggle with animation, so keeping it simple would help so that I would be able to focus more on the animation cycle rather than the model itself. 
I decided to model a small robot as I believe it would be best suited to go with my final project later on in the year, I also decided to do this based off some of the research I did for this assignment. With the modelling I took some inspiration from the character EVE from WALL-E as I though a robot in this style would work best for when im doing my final major project.
[image: A grey cartoon figure with a grey background

Description automatically generated with medium confidence]
I wanted to keep all the edges of the robot smooth rather than sharp edges for the robot as I wanted the robot to have a more clean appearance as well as softer appearance rather than having harsh and sharp lines, I did this because I want the robot to appear quite clumsy when it comes to animating
Once I was happy with the model of my character, I was able to go onto the animating portion of this project, however before I started animating the 3D model I wanted to work on how I would be able to make this robot appear clumsy without any expressions or dialogue so I started thinking about different actions the robot could do so that it would come across as quite a clumsy character, in the end I decided to make it so that the robot would pick his head up and separate it form its body and then drop it, to make it appear as clumsy as possible without it being to over the top. 
I did end up struggling a lot when it came to the animation portion of the project as I struggled to keep up with the right keyframes and to make sure none of the model goes askew as I was modelling the model as it was still modular and some of the movement would become quite janky without me knowing how I could fix it, however a lot of the research did help when it came to solving some of the issues that I came up with, however not all of them,
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