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Hello, this is my hand-in for our Advanced Character Animation module. 

Here is a small animation I did during lecture time that correlates towards my final showreel. I wanted to test follow-throughs and weight with a bipedal character— as I chose ‘heroic roles’ as my starting topic. 
https://youtu.be/24qhqpemY88

The rig used within my final showreel was sourced from online [1] and is affiliated with Riot Games [2].

For the main (uninjured) run-cycle, I looked at online tutorials and forums. The main blog I utilised was Animschool [3], for help with ‘down poses’ and ‘tangents’ within my poses [4] . I also referenced another blog of theirs for help with the hands within my animations [5]. 

To understand how to pose my character for the ‘kick’ (in my showreel), I referenced a quick video on YouTube[6] . I tried to utilise the ‘overshoot’ aspect the video talks upon to add more impact. 

Here is my final showreel:
https://www.youtube.com/watch?v=mBs5bULnGWs
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