Tiegan Hughes 1701231
Character and creature:
Introduction:
For this module we were asked to create 5, 8-second-long animations and to choose these 5 from a list of titles. I chose: find a happy place, Icarus soars, Predator, slapstick and Waiting for news. All these animations where made using premade rigs. I chose to use the same rig for my character animations and then I used a dog rig for the creature animation. I used the same rig for the 4 character animations because I found one that worked best for me, it was easy to create facial expression because of the way the face was rigged and was also easy to move in general as there was not any clothing, hair or major details in the model. I did have several others that I was going to use however ran into problems with them for various reasons and I found this particular rig the most reliable to animate and move. I wanted to show various emotions in each animation from happiness, anger and playfulness as I feel this makes the character feel more relatable instead of it being emotionless. 
The reason why I chose these particular titles was because I felt I could relate mostly to these other than the predator one (which I chose for the reason of creature animation) which means it would make it easier to animate in a relatable way to the audience as well as putting across my own experiences with the animations for find a happy place and waiting for news. 



















Find a happy place
[image: ][image: ][image: ][image: ]
For the first one I decided to choose ‘find a happy place’.

Here of course I wanted to find an excuse to make something about the blue screen of death because it is something I have always got to do regardless of what the project is however this one is the last project I will be doing it for as I have done it 3 times now. I have always found it quite funny personally as I have experienced it three times. Here I wanted to show the anger it can cause as it always happens when you are in the middle of something you haven’t saved so I showed the anger in the facial expression of the character and then I made him cover his face as he was feeling so mad he did not want to look at it. For this one I did it in two parts, for the majority of the animation I animated the character, however for the final 3 seconds I wanted to show what was causing the anger as you cannot see this when he is expressing his feelings. I created the texture myself using Krita and then I added it to a cube that I had flattened out. The audience may perceive he was getting mad at someone, however I wanted to put a twist to it by using the blue screen of death as it is a relatable thing to many digital artists and animators. I only animated his head, facial features and arms for this one as it was only showing him from the waist up and I wanted a close shot to him as it allows the audience to get really close to be able to see his emotions. 

Icarus soars:
[image: ][image: ][image: ][image: ]
For the second one I chose ‘icarus soars’ as I really wanted to animate a character flying on a Wacom pen like it’s a witches broom stick. I parented the pen to the character, so it was easier to move. I animated the pen to fly around with him attached, however that would not be seen as character animation, so I moved his arms and legs to illustrate he was flying with the pen. I sat him in the correct position, very similar to how a person would sit riding a horse and then he was ready to go. I wanted to make it look like he was happy and having the time of his life whilst also being daring too, I made him do a loop and then on his way up the second time take his hands off the pen as he was going up. This is to be continued in the slapstick animation that I made. The view of him is from an extreme long shot because I wanted to fit in the whole loop he did and I wanted it to seem like the audience was watching him in the distance so it seems more mysterious and strange. it could also make people wonder if it is a large pen or he is just really small.

Predator:
[image: ][image: ][image: ][image: ]
The third animation I had chosen ‘predator’. For this one I wanted to make it innocent and not nasty at all. I chose to animate a dog chasing a ball, however I ended up changing it to someone throwing a ball to a dog and the dog pushing it back and wagging his tail. I used a long shot so that the whole dog character could be seen, this was so all of the actions of his character could be seen at the same time by the audience including, looking at the ball, wagging his tail and pushing the ball back, this creates a playful mood to the scene.  I did not want to make the dog evil, so I chose to do it this way. Originally I wanted to do a cat chasing a bird up a tree but I got given a dog rig to practice with in class and decided to use that instead, as I was familiar with its process and still utilised a four legged creature. I wanted to show that predator animals can also be sweet and playful too and as I do not like violent or horror films I wanted to make something that was the complete opposite. With this one I wanted the audience to question what he was going to do with the ball. Does he chew it up? Does he chase it around? Or does he leave it? But instead he pushes it back in a playful way. I fell that this also makes him kind of have human characteristics as you wouldn’t normally expect this from a dog and I feel that also makes him more relatable to the audience. 

Slapstick: 
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The fourth animation is the continuation of ‘icarus soars’ but this time it is for slapstick. 
 Slapstick offers the ability although work just as well with silent film “the appearance of the infliction and suffering of pain without the actual anguish” (Peacock, 2014). Slapstick is shown through physical comedy and violent misfortune, humour, unusual situations, acrobatic performance and   timing. I wanted to do something I found funny so after he lifted his arms from the pen he slides off and falls. I did this in two parts; The first part was where he slides off the pen and tries to grip onto it, the pen stays where it is (as it is magic) and he disappears off screen. The second part is where he is sat on the floor after getting himself up, as it is comedy he is ok but a disgruntled. The pen falls out of the sky and bounces off his head eraser side. As the eraser on a Wacom pen is kind of springy I thought that would have been the best side to position the pen to create more interest due to the bounce. He is still a bit distant from the fall so does not really know what has hit him, however, rubs his forehead and then shakes his head as he is seeing stars. The pen then lands next to him on the floor at the end. 
Waiting for news: [image: ][image: ]
[image: ]
For the final one I chose waiting for news and I wanted to base it off my own experience. I wanted to show the emotion of being anxious whilst waiting for an email and then the happiness and relief when it is Good news. In my experience last term when I had to email Wacom asking permission to use their logo, products and name in my animated short I waited nervously on a reply and when I received it I was relieved because they said yes so I wanted to show that similar emotion within this animation. As this one is based off a good experience I wanted to make it as accurate to the way I would feel as possible. As I am always very anxious when I send an important email as I am always concerned that I have said something wrong, I wanted to show that anxious facial expression especially when he got the notification to look at his phone because he was not sure what the email said before he opened it. I then wanted to show the extreme facial expression change of relief and happiness when he saw the email and then I wanted to show the joy that comes afterwards when he puts the phone down and just smiles.
I used a close shot as I wanted the audience to be able to feel the emotions and to be able to relate to it as close shots make this happen.
I did not want to do something sad for the news as I had already shown anger in the find a happy place one and I showed misfortune in the slapstick one. I did show joy in the Icarus soars animation however I wanted to make this one realistic and more relatable. 
I feel as if the phone is too large however I feel that it does not affect it too much as it is more about the emotions I am trying to get across. 





Storyboards:
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For the storyboards I used krita to create them.
I did not really follow along with any of these in the end however they were great for the first idea I had.
I originally sketched out what I imagined each section I chose would be like. The icarus soars was the only one that remained almost accurate as I’d had the idea before I found out what categories I could do. I knew I wanted to do a character flying on a Wacom pen and I was very relieved to see that icarus soars was an option.
They are not really storyboards as they are more like thumbnails as I sketched them up quick and did not want to be too precious about them, this saved time so I could then move on to the animation.
When I sketched my ideas in the beginning I did not realise that some of the things that where included would not have been so achievable at the stage I’m at with my animation skills. So I changed it to suit the skills I had which does mean that the animations are not as accurate to the storyboards as I wished. 









Reflection:
I was very happy with how each of the animations came out in the end. I learnt a lot from using pre made, pre rigged characters. I was very happy that I got to explore quite a lot whilst doing this.
I got to animate emotion and facial expression which I found was the most enjoyable part of this, I also got to animate a creature too (the dog) which was a challenge as he had four legs compared to the normal biped characters I’m used to.
Considering the current situation, I felt like I did the best I could, and I see a huge improvement on the character animation module I did last year.
However, I wish I could have rendered out my animations instead of just play blasting them, this is something I want to learn how to do by next year so my final project can look presentable as with a play blast the quality is not the best and is usually only used as a test to see if the animation works and not as a final sequence. 
I also wished I could have put them together as a sequence, but I do not have premiere so could not do that. 
The other problem I had was that I had to animate in spline as I could not work out how to animate properly in stepped in the 3D film making module and also had that problem with this module too, in the next project I really want to learn how to animate in stepped as maya is not the best at in betweening however I did not notice anything too obvious with any of these animations in this particular module.
I feel like I could have included some camera animation for these sequences however I really wanted to focus the time spent on the actual character animation as that is what this module is about. 
Overall even considering the negatives I do feel like I did the best I could and I am very happy with how these animations came out although I’ve got a few things to learn by the next project I do it helped me identify the things I need to learn by getting things wrong experimenting with different techniques.
These are all things I can improve on ready for the final project next year. 
My favourite animation I made is the predator dog one which would have been something I would never have thought of doing without the prompt title or dog rig. I might animate more animals or creatures in the future as I really enjoyed the process of that. None of them are my least favourite as I felt I learnt so much from each one and I did the best I could do.
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