
For this assessment I was tasked with creating an animation through using the software tools I was most familiar with. I started in Photoshop where I was able to construct ideas and rough sketches, thereafter I started work in Maya as I felt this was the best software to create my model. However, after discussing with one of my mentors about what I wanted my model to be, it was clear that Zbrush was the better of the software and more effective for what I wanted to create. The process was quite daunting, as I eventually want to create a BSL character who can sign as well as speak. 
The character I am working on animating is a humanoid fox. I am thinking of how my final project will link into the character I am animating.
Below is an initial, rough photoshopped example of how I wish my main character to look.
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This my first attempt at working in Zbrush and detailing the model to make it look more human. This formed the basis of my character where I will add fox features to give it the humanoid effect.
[image: ]
I attempted to model the fox head but I felt it looked too ‘duck-like’ and this took me some time to create the fox look I was going for. This task was much more arduous than I anticipated. 
[image: ]
I added fox ears and legs whilst moulding the face to create a better image of what I wanted to create. I do feel this version is much closer to the final model I wish to create for my final project.
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Here I added legs and paws to develop the image into a more fox-like humanoid where I see my [image: ]
character really coming together. I created an additional 512 lines to make the fox look more smooth and gradually create that finish I was looking for. At this point, I am happy with my character design.
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My final part of my character was to add the fox’s tail. This took quite a while to compile but I finally finished off my character for my animations and project. Now to try and paste into Maya for animation - hopefully it works out.

I found an example of what I wanted to create so as I tried to export it as an fbx model the issues occurred. This was because there are so many bones on my model so it’s not easy for me to animate so I had to complete my animation on a basic rig which I was so disappointed with.
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This rig above allowed me to produce the basic movements which I could do but the frustration of not using the fox as intended still rang true. It was a very stressful time but the lesson learnt was to not add too many layers to the model as exporting it becomes troublesome.

[image: ]Here I created a normal walking sequence, just as a NPC would walk in the game.  [image: ]
Here the rig was a faster paced walk or a ‘quick’ walk for a character.
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Here is a ‘panic’ run, as if they are being chased by zombies or a gunman potentially.
[image: ]
Here the mannequin is detailed trying to steal a bag of coins or treasure. 
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So above is how I wanted my character at first to look. This is how I want my character to look and he will be the main character within my final project who will be BSL enabled.

When starting to create the animations I found this part quite hard. The way the software uses tools to create different shapes and also with the need to do lots of dots and lines to create them meant that as a learning tool it was very useful. Although quite stressful at times. There were many issues I faced when constructing my animation, from not being able to access Maya due to invalid user ID or when using Maya, it would crash before I had saved it - this was the biggest learning curve, always save regularly! However, I also found that using alternative software programs such as Zbrush are easier to navigate and work within. 
As mentioned earlier I started a lot of my work in Photoshop drawing first onto paper and initially, just doing light sketches of ideas before I put it onto photoshop for editing and using tools to create the effect I was after.
I then attempted on Maya to create my character and after going into Zbrush this allowed for more elements to the character to be achieved. After initially struggling, I found the software quite easy to create the effects I was after and the animation which was needed.
However, exporting my animation was where the problems started and I didn’t realise until too late as I had spent so much time modelling my character that I left too little time to adjust the model so I could animate it. Despite creating animations with a rig I found, I am massively disappointed with how it turned out as I had high hoped when modelling my character. 

Research 

https://www.youtube.com/watch?v=n5V4JlN1ZPU
Here I was able to look at how to layer on my animations and create a more realistic look for my humanoid. 

https://www.youtube.com/watch?v=A6upCiKYW3A
These tutorials helped me in Zbrush and developed my skills in using the software which I needed to create my character.

https://www.youtube.com/watch?v=XUjZqqD-TD4&t=343s
Here I researched how to create fur onto my character and allowed me to put the tail on my fox. Whilst I did not finish it, it has certainly put me in good stead to complete it for my final project. 

https://www.youtube.com/watch?v=n5V4JlN1ZPU&t=397s
This allowed me to develop my layering skills more intensely and create a more textured finish onto my character.

https://www.youtube.com/watch?v=7tOW5DwEQHQ&t=128s
Working on the face daunted me the most as I worried about creating the symmetry on both sides of the face. This tutorial showed me how to do it without too much fuss.

https://www.youtube.com/watch?v=1kLOTWBnkXM&t=101s
This tutorial allowed me to look at how to mirror my image and meant I spent less time on trying to create textures and layers that were unnecessary.

https://www.youtube.com/watch?v=BL46Qnef6N0&t=577s
Again, this tutorial helped me work on creating hair for my fox and showed the different ways in which this can be achieved. A very informative and worthwhile tutorial which assisted me quite a lot for future work as well. 

Full part of my work for you to access
https://drive.google.com/drive/folders/1f8L916Ch9ub5v21O98VCbs2f6dadxuDH?usp=share_link 
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