The Other One Here

In the game I am creating, you, the player, will be completing puzzles around a rather serene house. It sounds quite peaceful and meditative, and sure, it is at first. But as you make your way through the game you start to realise you aren't alone in the house. You only hear them at first.


And then you see it.


And I say 'it' because it isn't human.


And because you see it, it must move on screen, thus it is an animation. Which is why this is under the new heading of Advanced Character Animation.


How does one begin the process of animating some kind of monster thing? I hear you ask.


Well, the first issue is what does the 'monster thing' look like? I didn't know until a few days ago when I sat down at a computer and sketched the thing out. The result of that was a pretty bad looking piece of mouse art.
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Description automatically generated]
I think of it like a shadow, a spikey one. However, this one looks a bit more blobby then spikey. I played around with the idea of it corrupting the surfaces near it, like you can see on the wall.


Speaking of the wall, I also developed a bit of an art style. I'm not very good at drawing or painting or illustrating real life. I'm far more proficient at creating a cartoon-y or comic-y style. That wall was a very quick creation to show what kind of style I was after.


There will be some difficulty matching the character to the environment, I imagine. So moving forwards I will need to do some extra tests.


Before I do that, I wanted to get a better idea of the character by using a tablet for a version of the above with a little bit extra skill.
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Far more spikey. And, looking at it now, it does fit a bit better in this image. But will definitely need more development.


Next step for me, will be some storyboarding.

Storyboards
The first step of creating my animation was to map out the action that would take place with some storyboards. To get the angle of my shots correct I opened up my game in the engine and took a series of screenshots. 
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The areas I have screenshotted aren't finished, but the basic look/feel is there and by using these I will have accurate proportions for when I scribble all over them.


Here is said scribbles:
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Description automatically generated]
It's split into 4 sections, all of which conveniently fit onto a nice appealing grid. The first five frames show the monster walking into a room and closing the door behind it. The second set of seven panels shows the monster attacking the player and pushing them through a doorway. The door then slams shut on the monster. The next set show the destruction of the house and the return of the monster in the last panel. The final set of panels show the monsters overcoming the player.


These basic storyboards will help planning out specific actions in the final animation.

Sculpting the Monster
As intimidating as my little doodles of the monster have been, I'm going to need something bigger for actual use in the game. Now sculpting is a time consuming process, especially when working in an area that is not within my comfort zone.


So I tracked down a humanoid shaped model that someone had put on the internet for free. I used that for the foundation of my work. To create the spikes I grabbed vertices and pulled them away from the body, I did this over most of the surface of the model, avoiding areas that would interfere with movement.
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Description automatically generated]
I then created a basic material inside of blender so I had a better idea what the finished model would look like.
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Description automatically generated]
I like the colour, but in the future I aim to add more variety to the model by highlighting the tips of the spikes.

Now that I was happy with the way the model looked, I built a skeleton and attached it to the mesh so I could move and animate the mesh.
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There are some missing bones in the fingers. I may go through and add these later, but this is enough for me to begin animating.

Now with the bones inside and parented to the mesh, I can move the monsters body. Here's a little stumble so you can see it in action.
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Corruption:
One day, I tried to open up a file on my hard drive and was met with this popup:
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Description automatically generated]
I was unable to open the folder or delete it. Luckily I had a backup of that folder that remained uncorrupted.


For awhile I had assumed I had been careless and bashed my hard drive around too much. But then I opened up my blender file and saw this.
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Having not encountered this, or used Blender very much, I hadn't paid this window much attention. I had mostly clicked ignore but I believe at one point I must've clicked Allow Execution and fired off some sort of virus.


So I thought it best to not use this model anymore.


Which left me in the precarious position of needing to start over.

Re-Sculpting the Monster
One advantage of re-starting is that I may be able to improve upon my work. When sculpting the original model, editing was mirrored and whatever changes I made on one side of the model translated to the other side.


This time I could add a bit more variety.
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This is the model I found. And edited to remove his sunglasses and ears. This gave me a very low poly base to work with.
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Description automatically generated]
The model came with some sort of weird setting where all of the edges were blue and appeared to be double-layered. From restarting, I didn't have the luxury of time to try and work out what it was or how to remove it so I pressed on.
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I added a bunch of edge loops all over the model so when I sculpt the spikes they would be thinner and sharper, while effecting less of the humanoid form.
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I then dragged a some of the vertices away from the model to create large spikes. I focused these spikes on areas that would have less interaction. So there's less spikes between the legs or under the arms.
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I then built a skeleton once again and automated it's weighting. This led to some issues while animation as the automated weighting picked up the tips of some of the monster's spikes.

I then quickly made a very very basic texture and got stuck into animating.
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Animation 1
I began my animations by starting with a basic walk-cycle. I did this for two reasons; it's a simple thing to do and I needed it for the first animation I had planned. I found a reference for a walk-cycle online.
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I tried my best to follow this basic reference.
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It's a pretty shoddy job. The movement is fairly robotic and the arms snap between some positions very quickly.
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I pasted the same keyframes that I used for the leg motion without the arm movement for when the monster arrives at the door. Instead the head twists, looking at the player, before it enters and slams the door.

Animation 2
For the second animation I needed a run cycle that transitions into a shove. Using the same walk cycle reference I made a more extreme version of the walk.


I then transitioned the run into a grasping motion, the monster having it's arms outstretched to grab the player. Once the monster reaches the player it reaches back and shoves the player, before sliding to a stop.
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On the fourth image you can see an example of the model tearing in it's arm. This is because of the multi-layered model and the automated weighting. I believe the different layers are being separated as the model moves.


Animation 3
For my third animation I went with a more elaborate idea then I initially had. I thought the new idea was more dynamic and interesting than doing what would've essentially been another walk-cycle.


My third animation would've had the monster chasing the player as the house collapses around it. I changed it so the Monster is dodging the falling debris.
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To end the animation the determined monster crawls after the player before falling down, defeated.
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