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Advanced Character Animation
Spellcasting
For advanced Character Animation I will be researching into the ways that spells can be cast by the caster. This will tie into my major project as the creature within the animation is based off witch doctors and casts a spell at the main character. 
The purpose of this research is to try and develop a unique way for the creature to cast its spell and to test to see which style suits the situation and creatures design best.
The motions of casting spells will be explored and tested with the main goal being to try and find the widest range of casting motions as possible by referencing different sources from games and movies. Care will be taken to avoid the more well-known sources containing spellcasting such as the Harry Potter series, this is to attempt to try and create a more unique take on spellcasting.
I will be focusing primarily on the casting styles from Avatar and World of Warcraft. Avatar displays a variety of casting styles mainly centred around Kungfu fighting styles and World of Warcraft style ranges from minimal to very over the top. I will focus on the more over the top spells used in World of Warcraft.


Though the main character is inspired by witch doctors I do wish to keep some element of uniqueness to the character. For the style of casting traditional methods associated with witch-doctors for example use of voodoo will mainly avoided to avoid the common pop culture association. But if I feel that this would benefit to animation, I won’t be stubborn to entertain the idea.
World of Warcraft (Priest)
Within the game World of Warcraft there contains many spell casters ranging from Shamans, Warlocks and Priests to name a few.
The main spell caster I will be focusing on are the priests. The Priests use primarily holy and shadow-based magic and usually cast them with simple hand gestures and movements, but with some of their more powerful spells they will rise from the ground glowing with the arms spread out. This instantly implies a powerful spell is being cast and that caster has reached a new level of power.

This can also imply power on a spiritual level because the motion could suggest a form of ascension, receiving power from a higher power or a spiritual source.

Though I think this style may not suit the character of the creature as there might be a bit too much going on; I feel that this style may make the creature more visually appealing and give it a stronger animated presence within the scene.
20/11/2018
Started animating the more World of Warcraft style which I will refer to as the "Rising" casting style animation. 
   
Maya 2018 crashed causing me to lose data but will use this as a positive to refine the key poses and make them stronger from the start. Still more issues with Maya crashing not allowing me to make any progress.
Was informed of a website based on World of Warcraft which contains a library of their animations which consist of various poses and actions. Made me realize that I need much more subtle movements and overall more movements from the body in general.
https://www.wowhead.com/dressing-room#Rz0z0zJ89cc0Mmz9m87MvXY87cvXQ87VvYh808vXU808vXZ808vYa808vYk87V
Created a rough 5 seconds of animation, wasn’t happy with it though the model kept deforming, so I still need to work on finding out the limitations of the rig.
First Test of the rising animation. Visible corrections need to be made such as facial expressions and hand movements. There was a part where his right arm crosses through the torso and the shoulder placement is off.
 
The character looks very rigid to, adding subtle movements such as leg swaying may help fix this problem.

There seems to be an issue with crashing using this rig so another one will be investigated to find a better suited one for the desired animation.
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25/11/2018

Changed from the CGTarian Ray Rig to the Ultimate Bony Rig. Kept getting crashes whilst using the ray rig so swapped to a rig that I am familiar with and know it's reliable. 

Today I was able to make a noticeable improvement to the rising animation creating a far smoother and better timed out sequence.
The animation was changed to incorporate more movement and some emphasis some of the principles of animation such as anticipation more.

More bend in the knee was added before the character rises into the air, the legs sway more whilst in the air and hand/finger movements have been added in.
To add a more spell caster element to the animation arm movements were added in the signify the charge and casting of the spell. I found this to be effective and more visually appealing as there is more movement within the scene.

The cast of the spell which is the pushing motion needs more exaggeration to create the illusion of more power. More of a snapping motion from the body especially from the legs could amplify this.
For the final "Rising" animation more movement was added into the sequence overall. 
There seemed to be a lack of charging up the spell within the animation and the cast was almost immediate, this made the animation appear to look sped up. Slight delay as well as more of a lift in the arms while casting were added to try and give it more of charge up.
The casting of the spell seemed very lack luster and weak with little movement and force being used. instead the body, especially the legs are thrown forward during the cast to try and help amplify the illusion of force behind the spell. 
There was also slight clipping between the arm and torso during the cast which was caused by the rig's movements being pushed to far in the wrong directions. Few tweaks to the animation within the early stages helped to eliminate this problem.
The style of the animation overall works well with giving a sense of power to the caster, this coupled with a low camera angle looking up could really show the power that the caster has. 
Minor details such as the head leaning back, and arms spread add were added to try and appear as if spiritual means are being used and the body is open and embracing it.
27/11/18
Within the last animation movement of the arms were added to symbolize the charge and activation of the spell. I felt that this added more to the animation so have decided to explore and research more references containing exaggerated movement to cast spells.
The
main reference I will be using will be the animated TV series Avatar.
Within the World set in Avatar there are certain people who can manipulate the elements (Fire, Air, Water and Earth).
The casting techniques referred to as “Bending” within the show are represented in multiples styles of kung fu; using a kung fu style which matches the nature of the element.
Water bending uses Tai Chi as its influence as the movements are very gentle and flowing fitting the nature of water.
Fire bending uses Northern Shaolin as it is a very aggressive and energetic style like the nature of fire.
Earth bending uses Hung Gar which uses strong and sturdy stances with powerful hand movements. With this technique the stronger your stance is the more connected you are to the earth.
Air bending is based on Ba Gua, a martial art that utilizes circular whirlwind like movements and is known for the constant changing in order to overcome an opponent.
Though the creature doesn’t use any form of Kung Fu, I feel that the movements used within Avatar could greatly amplify the visuals of the spell. 
The style in which I shall be focusing on is the Earthen bending style as the creature is very attuned with nature.  Though the rising spell I feel worked well in a visual sense I don’t think it matches the nature of the creature. I also want the movement to indicate the power is being drawn from the earth.
https://www.youtube.com/watch?v=XWpq2IlgByg

The link above directs to a video of a martial artist performing Hung Gar
Though I shall be taking the idea of exaggerated arm movement and employing it into the next animation.
29/11/2018
Animated the first draft of the earth bending style cast which overall went well for a first attempt.
The style though maybe still be a bit off for the character of the creature as it is maybe to represented of martial arts; I feel that it is a far more suited than the previous rising style.
The sequence starts with a strong step into a powerful stance which is close to the earth. The character then moves closer to the ground placing there hand down to signify drawing power from the earth. The character then rises their hand and retracts the arm closer to their body showing a charge up for the cast. 
They then proceed to hold the charge up then thrust their arm forward initially casting the spell. The extended arm is then swiftly cast to the side to show the snapping leg part of the spell.
During the animating process there were multiple crashes with the rig which caused Maya to crash. Luckily This was in the earlier stages of animating so minimal progress was lost. 
Though this was an inconvenience it did allow me to redo the block-out which allowed for stronger poses.
Care was taken to try and keep to the Hung Gar style by keeping the character in strong sturdy poses while also considering the reason behind the poses being to stay close to the ground.
Though this sequence I feel is the strongest so far, the feedback which was gathered on the overall movement received negative feedback and the hand down drawing power with the primary comment being that the movement was too delicate in contrast with the stronger movements. 
I agree with this feedback and will try a stronger style of charging which will incorporate more body movement. The timing to needs some work as well as the stomp at the start needing to be weightier with the character shifting their mass more into the stomp.

https://www.youtube.com/watch?v=cj9hO3HtQ08

The link shows a clip from the show Avatar and is of an earth bender using the powers.
Working on the final Earth animation where I keep encountering bugs within the rig which causes the characters torso and limbs to either disappear or to glitch out.
Have yet to find a fix once this has happened but going back and cleaning up the animation seems to help prevent this problem from occurring.
Earth Final Animation
Made several tweaks to the previous animation mainly changing the first stomp to try and add more weight to it. The idea was to slow down the movement on the rise and speed up the movement on the descent. The added weight helped transition into the next movement.
Though feedback mentioned that the contrast was to noticeable between hard and soft movements I felt that the charge up was supposed to be delicate as energy is being drawn from the ground and the soft movements indicate a level of respect and care for the earth.
More arm movement was added into the charge up as well as finger movement to make the casting seem more complex and visually appealing. The torso also pulls back more during charge up to indicate more power and to make the cast seem more powerful.
The casting of the spell was made quicker with more jerking movements referring to the Hung Gar martial art.
