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	When the project has started the only things I had in my mind was the main character and what the overall theme should be.  For the main character of my animated project I wanted anthropomorphic animal, to be exact an anthropomorphic frog. This means the character would be bipedal humanoid frog, bearing human qualities and abilities, which would go out fishing. 
I decided to research two topics in this case, the anthropomorphic characters overall and similar characters to the one I had in mind. Very good case study for anthropomorphism in animals, also referred to as personification, for my project were fables and certain fairy tales. Aesops fables often featured animals that assume the ability of speech or other human qualities. This was not exactly what I was looking for being I wanted inspiration for the looks of my main character as well. I had to look for something in newer literature or other media. I found what I was looking for in books The Wind in the Willows by Kenneth Grahame with his character Toad, The Tale of Mr. Jeremy Fisher by Beatrix Potter with her character Mr. Jeremy Fisher and in the TV series Over the Garden Wall by Patrick McHale. Characters from these stories inspired not only my main character but also the mood and the story I want to go for. All of these stories are set in early 1900s and I really liked the natural countryside setting which is almost fantastical to current age. I decided I want to aim for my animation to be simply enjoyable fairy-tale like cartoon. 
Next step was designing of the character Mr. Toadman as I had named him. The question was if he is going to be a toad, broader and bigger character, or a frog, slender character with long legs. After trying out few sketches I decided I will go for slender look not only out of my personal preference but I also thought it is going to be easier to rig and weight paint character of that build. Another test sketches I did were those of clothing. As anthropomorphic frog character he can wear clothes yet he doesn’t have to. From the previous research I did the idea of Mr. Jeremy Fisher wearing Macintosh raincoat and shiny Galoshes really appealed to me. The piece of clothing I really liked from that era is tailcoat jacket which I ended up drawing on him in the concept art. Later along the line the decision was made that he isn’t going to be wearing any clothes preserving his simple froggish look. One thing that stayed with him is his fishing rod which he will bring with him on his adventure. Firstly I sketched and designed simple bamboo/reed pole with classic red and white bobber. Later it was changed into a shiny wooden pole with custom handle but I kept the classic coloured bobber.
As I previously mentioned I was charmed by the setting of The Wind in the Willows and The Tale of Mr. Jeremy Fisher, especially by the second one. It takes place at the English Lake District in North Western England, a place almost magical. This put me on the course of creating slightly fantastical environment. Initial thought was a dark forest with a river, lots of reeds and fireflies flying through the air. I tried to block out this idea and afterwards decided to not go with it the reason being I didn’t know how to light the scene to my liking or where the lighting should even be coming from. To preserve the moody atmosphere I decided to change it into a cave and came up with a way how to light the scene effectively by using crystals on the roof of the cave as a light source. To keep the whole thing natural as I intended from the very beginning I designed the cave lake in a way that there is a small grassy island with a tree in the middle. I also preserved the fireflies from the initial idea to give the cave and the whole scene more life.


	After having a main hero with environment in my head I had to finish the story of my character and the animation. I had some things in my head already, The Tale of Mr. Jeremy Fisher has been a great influence on me and really helped me to get the direction I want to go but I only decided on the story after discussing it with my lecturers. Before drawing the story boards I decided to write a proper script to help me visualize the animation. I wrote a correctly formatted film script which included camera shots.
	Since I was planning on doing fishing animations and boat paddling sequence the water effects will be needed. Since the effects were on small scale I decided to run some tests with Maya fluids vfx. From the two options of ocean and pond I chose pond, looking for small mass of still water. I was doing my tests on a boat model I created beforehand. Firstly I tried using the boat function which would allow simple floatation of an object on the pond emitter. I didn’t like this very much because I could achieve the control I wanted over the object and I wasn’t sure how exactly it would behave with the finished character. I found solution to all my scenes including water animation in wakes. In case of the bobber and the fish I could just make the whole object wake emitter, adjust the strength and other values of the emitter. This is a bit different in case of the boat since it is quite large and it would create unrealistic water effects even if the strength of the ripples was lowered enough. I solved this by simply creating standard emitter and attaching it on the front of the row boat. After small adjustments of ripple strength I got the exact effect I was looking for with complete control over the boat itself.
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	The character was sculpted in zBrush from scratch with the concept art and researched characters as reference. Before when I was creating a character I was adding each part separately and sculpting along the way of this process. This time I knew I am not going to be sculpting too much and that I am going to be working with relatively low poly model since that’s the style I decided to go for. I decided to use the zSpheres function to create the entire base mesh. This function was simple and intuitive and I will be working a lot more with zSpheres in the future. After I applied the adaptive skin on the zSpheres I got my base mesh. I already really liked the result and there wasn’t any major sculpting left to do just adjustments such as thickness of certain parts (fingers, neck, heels,…) and creating the eye sockets. With the use of Decimation Master plugin I decimated the character end exported it from zBrush and into Maya. First I did retopology of the whole mesh using quad draw, this went pretty smoothly with the only difficult areas being the eye sockets and hands with fingers. 
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	Originally I was planning on using a special animation rig for Unreal Engine which was recommended to me by other students but my skills were insufficient for it and it is definitely something I will look into after I finish this project. In the end I decided to use the quick rig function Maya offers, with you telling it where it should place the joints and bones it is a reliable way to rig a character. Or is it. After I quick rigged the character I decided to add him eyes before I paint the weights. I wanted the eyes to be movable during animation so I used joints to attach them to the head joint. For some reason which I nor any other person was able to figure out the eyes just weren’t moving with the head joint no matter what. My honest opinion would be that it has to do something with the quick rig function which I will be trying to avoid from now on. In the end I managed to attach the eyes to the head joint by constraining them to the locators inside, and constraining those locators to the head joint. This still left me able to move and animate the eyes to a certain extent. After the eyes and every other join were tested and working it was time to apply weight paints. This wasn’t extra difficult since the mesh was low poly with clean geometry but I did lot of testing on how the geometry is deforming accordingly to the sorts of animations I will be working on. Especially the geometry around arms, legs and stomach needed adjusting. After few animation tests the character was more or less ready for animation. 
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	Apart from character and environment I created a few props. Most of them were small props but there is one I want to talk about and that is the fishing rod. From the very beginning I had in mind fishing rod that moves aka rigged fishing rod. So when the character is pulling out the fish the fishing rod actually bends under the weight and force of the fish. I managed to do that by constraining bend function into the fishing rod. I tested it quite a few times and it worked perfectly and exactly like I wanted it to. Unfortunately during the final animation it broke and I wasn’t able to make it work again.
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	My animation only has one environment setting which is the cave illuminated by the light of pinking crystals growing from the ceiling. After modelling and setting up the entire scene it was time to set up the lights. I wanted it to be bright enough so it is possible to see everything, but not too bright that it ruins the mood of the cave environment. For this the area lights were used, set to a pinkish light colour to mimic colour of the crystals, with differently adjusted values. One positioned on top of the cave entrance which illuminates the character when he enters the cave, yet tilted away from the entrance so he emerges from the dark. Other than lights the environment included the pond which values I set to those which I acquired during the wake tests.
	Animation sequences which I was animating were boat paddling using a pole, walk cycle, overhead casting, fishing, pulling out the fish and other minor ones. I did some smaller test animations but I did fishing and casting animations for Character Animation assignment which I also used as reference for my animations in this final project. Thing which I should definitely practice more in which I am lacking is how character is interacting with props. It would also be beneficial to my animation if my character possessed hand controls which I simply didn’t add. Really challenging was animating the row boat and matching its speed with the speed the character was rowing it forward.
	Post processing is what I think gave my animation its true mood. After creating a list of sounds I want to use and acquiring them all I started editing all the shots in Sony Vegas video editing software. I used this software to apply the firefly overlay I acquired.  I used cave ambient sounds together with the piano music to create moody but pleasing atmosphere.
	Overall I am content with how the final animation and the whole project ended up looking but I am aware how much more options I have in my work. I should definitely try and more develop my rigging skills and UVing skills. One goal I set myself and didn’t accomplish was to render and work more in Unreal Engine which is going to be one of the software I will be using a lot in the future especially as an aspiring environmental artist. 
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