Advanced Character Animation Assignment
In this assignment I was tasked with creating a series of animations with a character of my choice, the goal of which was to use the assignment to help practice the skills I will need to complete my individual project. I decided to do a series of three animations of my chosen character performing several different actions
Character:
The character I used was a free online model called “Crocwarrior”. It’s model is that of an anthropomorphic crocodile with a short sword in their hand and a shoulder pad strapped around their torso. The character model is great for a learning opportunity as it allowed me to get used to many things I haven’t had the opportunity to try, such as tail movements, characters holding props, and lose clothing. However, it kept the rig controls simple enough as to not overwhelm me with the new challenges.
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Animations:
For my first animation, I decided to make a couple of sword slashes, followed by a lunge and ended with a magic spell being shot off. This could be used as practice in my individual project, as my project involves animating characters doing certain attacks and magic spells. It also could be helpful practice for my future career, as many genres of video games need people who are able to make attack animations.
This was by far the most complex animation out of the three, as I had to keep track of the sword to make sure the character had a proper grip, and the dynamic movement meant that I had to keep an eye on the tail movements in order to account for the weight of the sword and where the character’s body weight would be, as well as keeping the head steadied as it would keep moving along with the torso otherwise.
The hardest part of this animation was dealing with the sword. This is because the character must shift the position of the sword in their hand for each different type of slash. For example, the thrust was tricky as I had to change the type of grip that the character had on the sword in order to give them a believable stance, as well as having to micromanage the arm position since the joints used were made for rotating, and as such would cause the arm to curve if left without guidance, rather than moving straight.
My inspiration for this was a game called Hollow Knight. Although the theme and visual style are different, I wanted to experiment with a character who uses both a sword and magic projectiles. The first two swipes were somewhat inspired by the knight’s basic attack, where they can do side to side swipes, and their thrust was loosely based on Hornet, a boss in Hollow Knight that uses a lot of lunging stabs during her fight.
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For my second animation, I decided to make a walk cycle. This will be useful in my line of work as most video games require characters to have at least a basic walk cycle. 
This animation was probably the most simple, as walk cycles are one of the first few things we are introduced to when we start learning character animation. The main challenge is to match up the poses so that when the animation loops back to the start it looks like is continuous.
There was no real inspiration for this animation, as a walk cycle is a pretty standard test when it comes to character animation.
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[bookmark: _Int_QuvrJHag]For the last video, I decided to do an animation of the character doing a finger gun and firing a magic spell as if it was from the finger gun, then the character proceeds to blow imaginary smoke away from the “barrel” of the gun. I could see this being useful as an in game taunt in an online video game.
The biggest trouble here was the fact that the rig did not have a mouth controller, and because of that, I had no way of opening the mouth of the character to make the blowing animation. To solve this, I instead used the rig’s snout controls to make the illusion of the character blowing away the imaginary smoke. 
This is inspired loosely by the idea of cowboys who are stereotyped to blow smoke away from their guns after firing. I wanted to capture that confident feeling, while also adding in a bit of sass as of course, the character doesn’t need to blow any smoke away, and doesn’t need to do the finger gun at all as shown in the first animation.
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