


Project diary: semester 2
Prior to 29th Jan:
During the three weeks before the official start-up of the second semester, I have continued to create the rest of the rough animation cycles that need to be completed.
[image: E:\Alex Sheldon year 2\Images\Project EVE\Project EVE Animation\EVE_Knife_attacking_cycle.jpg][image: E:\Alex Sheldon year 2\Images\Project EVE\Project EVE Animation\EVE_throwing_cycle_2018.jpg]The animation cycles completed before 29th Jan are; EVE throwing, EVE slashing with knife and EVE’s death. 
[image: E:\Alex Sheldon year 2\Images\Project EVE\Project EVE Animation\EVE_Death_2018.jpg]




Task(s) for this week (29th Jan – 4th Feb)
I have two tasks set for this week, my first task is to rig the Spider drone model and to skin it as well this will result in all three of the character models are ready to be animated. My second task to continue creating the rough animation, this has so far taken its time and this task has been allocated to this week and the following week as to there being many animations that are needed for all characters.
30th – 31st Jan:
During these two days the Jellyfish and the Spider drone’s death rough animations have been completed, these cycles took this amount of time because of they have more complex bodies then that of EVE.
[bookmark: _GoBack][image: E:\Alex Sheldon year 2\Images\Project EVE\Project EVE Animation\Jellyfish_Drone_Death_2018.jpg]With the death animation for the Jellyfish drone, I decided to have it be flung away from the player and then land on the ground and slightly spin and then short-circuit with an electric buzz around the body. I wanted this animation to be like this because it shows that the Jellyfish drone doesn’t weigh much and I wanted to show it in this death. 





[image: E:\Alex Sheldon year 2\Images\Project EVE\Project EVE Animation\Spider_Drone_Death_2018.jpg]With the death animation for the Spider, I thought about basing it on the death animation for the SpiderDemon form the original DOOM (1993), I wanted to use this death animation as inspiration because of how the SpiderDemon has four legs like the Spider drone. Following on from this, in the death animation the Spider drone leans to the right with its left legs lifting off the floor, the Spider drone then collapses under its own weight hitting the floor with the right front leg lying flat on the ground and then there is an electric buzz. 

 



Both of the deaths for these drones end in then having an electric buzz, I wanted this to happen because this is their power source so this makes sense, it is also common for most electrical devices to short-circuit when damaged and I believe that I have shown this clearly in the rough animation. 
Unfortunately, the rigging and skinning of the Spider drone has had to be pushed to next week as it is still not ready. 
Task(s) for this week (5th – 11th Feb)
My task for this week is to continue with finalizing the animations for all of the characters, this has still taken longer than I have anticipated, 
07th Feb:
[image: E:\Alex Sheldon year 2\Images\Project EVE\Project EVE Animation\Spider_Drone_jumping_cycle_2018.jpg][image: E:\Alex Sheldon year 2\Images\Project EVE\Project EVE Animation\EVE_Staff_swinging_attack_2018.jpg]Today I have completed the jumping cycle for the Spider drone, EVE attacking with the staff, EVE picking up objects, EVE pressing buttons to open doors and EVE using keys to open special doors. The hardest part of this was getting the jumping of the Spider drone to look right, as I have based this on real world jumping spiders and with the number of legs that the Spider drone has. The staff attacking cycle for EVE was also challenging think of have the staff would move and getting the ideas down on paper. The sequences for EVE picking up objects, pressing buttons and using keys were quite easy to create as they are basic movements and are not too complex. 
[image: E:\Alex Sheldon year 2\Images\Project EVE\Project EVE Animation\EVE_picking_up_objects_2018.jpg][image: E:\Alex Sheldon year 2\Images\Project EVE\Project EVE Animation\EVE_opening_doors_2018.jpg]



08th Feb:
Today I have completed the attacking animations for both the Jellyfish drone and the Spider drone. I decided to give each of these drones more than just one attack move only because EVE has so many attacks with different gear and weapons, each of the drones has 2 attacks.
[image: E:\Alex Sheldon year 2\Images\Project EVE\Project EVE Animation\Jellyfish_Drone_thrust_attack_2018.jpg][image: E:\Alex Sheldon year 2\Images\Project EVE\Project EVE Animation\Jellyfish_Drone_swing_attack_2018.jpg]The Jellyfish drone’s attacks include a swing attack with a large front radius were it swings back with its large main tendril and swings it forward, when thinking of the movement of the swing, I remembered about the way a whip moves when being swung, in which when the whip curves round it lines up in a straight line resembling a sports bat, this means that all the energy from the swing is delivered to a single point causing a lot of damage from impact. The other attack for the Jellyfish drone is it thrusting its large tendril forward and thrashing it about, I wanted to have this attack because I wanted to give a reconnection back to how tendrils/tentacles are used in nature by animals such as octopi and squids. Both of the Jellyfish drone’s attacks have electrical energy coming from them, I felt that this was an import visual part of the drones concepts to have seeing as the drone is based on jellyfish and they have stings in their tendrils.


[image: E:\Alex Sheldon year 2\Images\Project EVE\Project EVE Animation\Spider_Drone_slashing_attack_2018.jpg][image: E:\Alex Sheldon year 2\Images\Project EVE\Project EVE Animation\Spider_Drone_shooting_2018.jpg]The Spider drone’s attacks include it shooting and it using its front leg to perform a slashing manoeuvre, since the Spider drone was designed with guns at the front it makes sense for it to be able to shoot, in the animation I have created for this move, I believe that I have been able to show the recoil effect form shooting and I believe that the movement looks correct in accordance with the body design of the Spider drone. The Spider drone’ second attack is it slashing with its front legs, I thought that this attack was appropriate because spiders in nature don’t just use their legs to move around, they use them to jump, hold down prey and to fend off attackers and I wanted to show this in this attack, although I have only shown the Spider drone using one of its front legs, I have decided that it should be able to use both legs to give it an advantage in battle.

I have also completed the idle animations for all of the characters and I have aimed to give each of them subtle differences to make each character feel unique, with EVE’s idle, she is breathing all the time so her chest is moving up and down, in and out to simulate how humans breathe, her hands are also opening and closing as she is readying herself for whatever comes which is part of her character trying to escape the facility. With the Jellyfish drone, it is floating up and down as it is being kept up by the jet, the same jet function is shown in the drone’s movement cycle, its 4 smaller tendrils are swaying back and forth as to relate to tendrils seen in nature and as for it large tendril, it is being held off the ground and is flicking. Finally with the Spider drone, its body is moving up and down slightly as do all of its legs, this is to relate to spiders and how they move in the real world. All of the idle animations for the characters have then surveying the environment around them, with EVE her whole head moves as does part of her body and with the drones only their eyes move, I thought that this made sense as EVE is trying to escape and she would need to see what obstructions there are and where she needs to go and it makes sense for the [image: E:\Alex Sheldon year 2\Images\Project EVE\Project EVE Animation\EVE_IDLE_2018.jpg]drones as they have been put on guard and need to stop EVE.
[image: E:\Alex Sheldon year 2\Images\Project EVE\Project EVE Animation\Spider_Drone_IDLE_2018.jpg]
[image: E:\Alex Sheldon year 2\Images\Project EVE\Project EVE Animation\Jellyfish_Drone_IDLE_2018.jpg]


As mentioned earlier, the task of rigging and skinning of the Spider drone has been moved to this week and I will aim to complete this task before the week ends. 
08th-11th Feb:
At this time, I have completed all the animation cycles for all of the characters, the only animation cycles I had left to complete were the falling and landing cycles for all of the characters. I have made sure that they have all been uploaded to the team’s Google Drive so that they are available to be seen by everyone. 
Task(s) for this week (12th-18th):
For this week, my original tasks were to begin the animation of the characters, however I have had to make some changes to this and to my gantt chart, since the Spider Drone has taken longer than planned to be ready for rigging and skinning, the task has been pushed back to this week, another task I have had to push back to this week is creating control Riggs for all characters.
 13th-14th Feb:
Since I have mentioning the Spider Drone, it has now been finished and was handed over to me so that I could complete my task, I have now finally rigged and skinned it. I also decided to go back to the EVE and Jellyfish Drone models and went about reorienting their joints making sure that their skeletons were more appropriate to their body shapes, I also orientated the joints for the Spider Drone as well.  
16th feb:
Following on from this date, I have had to change my gantt chart because of timing for all the animators to be ready and the animation process to begin, as the team’s animator, I have extended adding control rigs to all characters by an extra week and moved the animation period back a week still with two weeks for this. I have been given a number of tasks to complete before next Friday (23rd) for the animation to start.
20th-21st Feb:
Here I have carried out the task of applying a control rig to EVE, although I have completed most of this I believe that I have only a very small amount left to complete.
[image: ]







21st-22nd Feb:
[image: ][image: ]To prepare for animation, I have conducted research necessary for animation, the research has been informed to the animators in the form of tasks to be completed before Friday 23rd, so far I have researched the principles of animation and the elements of a walk cycle and set out my research in a word document. 






I have also attended to the control rigs for both the drones as well.
23rd-28th Feb:
Between these dates, I have performed an animation test, this has given me a better understanding of the flow of movement and how to create appeal to the animation.
7th March:
I have completed the control rig for the Jellyfish drone and the control rig for the Spider drone.
8th-9th March:
I have started animating EVE’s walk cycle, however a small rigging error was discovered and has been mended quickly. 
13th-14th March:
I have animated an idle animation and redone the walking cycle for EVE. I had redone the walk cycle because I felt that I could create a more realistic looking flow of movement. However I want to do another idle animation because I got the speed for the cycle wrong and there should be more than one idle for the sense of variety. 
[image: ]









15th-14th March:
During these days, I started to animate EVE’s running cycle, this has been more of a challenge in terms of getting the speed at which the charter would move in accordance with the character’s physiology. Unfortunately, there was an issue when trying to export the fully rigged EVE character mesh regarding the textures for the eyes, which were still separate from the rest of the body. This then meant that EVE’s mesh had to be reskinned again, this task is my responsibility as I have rigged all the characters before.
20th March:
Today I have reskinned EVE’s following on from the issue found previously, I have completed this setback and other tasks can continue smoothly, I was able to complete this fixing in just over an hour. I feel that this shows how much I have improved on skinning, having done the rigging before and having increased in this skill. 
Also, after the whole team revisiting and relooking at the game idea as a whole, I have decided to prioritise all the animations and remove the ones that are no longer needed. The animations that have been removed are; crouching/crawling and swinging cycles for EVE and the jumping cycle for the Spider Drone.
21st March:
Today I have completed the running animation for EVE, this was more complex from the walking as it needed to show an appealing form of movement and that it looked as if it matched the look of the main character.
[image: ]









23rd March:
Here I have begun to animate the Spider drone’s walking cycle, this have proved the most complicated because of its 4 legs, I started animating just the legs first and here is where I discovered how to create an appealing flow of movement, as were I went wrong first was animating all 4 legs at the same time, this was unappealing and wasn’t moving the way I intended. So I used video inspiration with spider and cat walks which greatly helped to give a visual indication of appealing movement. I reanimated the Spider drone’s legs making sure that they moved the way I wanted, I also changed the way I animated this, I worked on the front pair of legs first than the back pair, I also made sure that opposite legs would move together and that at least two legs would be off and two legs would be on the ground through put most of the cycle. I will continue with this later on. 
[image: ]







Today I have also started to animate EVE’s Death animation. 
26th – 30th March:
During this week I didn’t do any animations because the main focus was to complete and hand in the task for the Entrepreneurship module, the deadline for which was on 29th March. Also the Alex building was closed for the Easter holidays on 30th March.
 2nd – 3rd April: Easter Monday and Easter Tuesday, Alex building closed for holidays.
4th – 6th April: 
On these 3 days I have completed the death animation for EVE, however I feel as if I can improve this animation to make it a more appealing animation. I have also completed 2 idle animation for EVE, I have given her 2 different cycles because she’s the main character and important for the game idea and for the benefit of the player as well as giving a sense of variety. Finally I have completed EVE’s animation for opening doors, here I have tried to show some of EVE’s character, as she reaches up to press the button she holds her hand up and keeps it there are she uses her energy to open the door, once she has done this she bring her hand back and looks at it concerned as her hand judders, then she composes herself and returns to her starting position, I believe that I been able to show EVE’s character with this animation. 
[image: ][image: ][image: ] 








9th April:
[image: ]Today I have completed the walking cycles for the Spider Drone, I have made the body of the drone bob up and down when all the legs move, this animation was quite quick to complete. 








10th April:
I have started and completed the movement cycle for the Jellyfish Drone, while I was animating this I discovered that the tendrils weren’t moving the way I intended, it seemed as if the IK handles and Pole Vectors were restricting their movement, I made a quick tweak to its control rig and I was able to continue finishing its movement. I also completed EVE’s death animation, I adjusted the timing for it and keyed other parts of the animation so that she would remain stationary at certain points and I have left her completely still towards the end of the cycle because I have planned for an electrical [image: ][image: ]buzz to happen here, this effect will be up to the team’s SFX designer.    


11th April:
[image: ]Today I have created EVE’s jumping animation, I found this one challenging in the sense of getting the jump to look correct as to match EVE’s physicality, as well as the positioning before and after the actual jump. Another important part was making sure that her arms and legs would be in accurate positions basing it on a real human’s jump.    









12 April:
Here I have started to animate EVE’s fall and landing animation, in order to save time I have reused some of EVE’s jumping cycle, I am making small changes to this animation to make it look and feel different to the jumping one. I have also started to work on ideas for the exhibition layout, I have done a small concept sketch with a proposal layout, this idea will be continued to be explored [image: ]though team discussions. 








13th April:
[image: ]I have continued to work on EVE’s fall and landing animation however it didn’t turn out the way I wanted, I believe where I went wrong with this was I was animating the fall and landing in the same cycle, I therefore decided to reanimate both of these movements as 2 separate animations. This will help me out when I get round to animating the fall and landing cycles for both of the Drones later on.









[image: ]16th April:
Today I have completed the landing animation for EVE, I have also completed the both falling and landing cycles for both of the Drones. The main challenge during this was making sure that with the Drone’s animations that they would recover from them falling in a manner that suited their body shape, for instance with the Jellyfish Drone’s landing, since it does have feet it uses its jet to bring itself back up, I also wanted its tendrils to flow with the movement of the main body. 
  
[image: ][image: ][image: ][image: ]











17th April:
[image: ]Today I was able to quickly finish the landing animation for the Jellyfish Drone and I have completed its idle animation as well. I have also begun to exporting animations for the game, I started with EVE’s walking animation. Once I have exported an animation I will upload it to the team’s Google Drive. 









18th April:
I have exported all of the animations I have completed so far, all animations have been baked and all have been brought into the game level, there is still the task of creating the animations trees and character scripts. There has been only small tests done so far as this stage is proving quite challenging.
[image: ]Although I have exported animations already, I still have only a few animations left, following on from now when I finish an animation I’ll export it immediately.  I have completed the idle animation for the Spider Drone. 







I have also started to animate the Spider Drone’s death animation. From what I have planned the animation to look like, this will be an exciting piece to work on. 
19th April:
[image: ][image: ]I have completed the Spider Drone’s death and I have completed its shooting animation as well as the Jellyfish Drone’s death and attack, this has resulted in all animations for both the Drones are finished, all of these have been exported and are in the game level. I also had to re-export EVE’s walk and run, as when moving, she would ‘moon walk/run’ around, this has been fixed and she is now moving smoothly.
[image: ][image: ] 





20th April:
[image: ][image: ][image: ]I have completed some of the last animations to be done; EVE’s Knife attack and EVE shooting with the gun. 








I have also had to create a new animation ‘Idle with gun’ for EVE because of how the camera works in the game level, having 2 animations to work together when in the animation tree will help with the gameplay. 
From this point, I have completed all of the animations need for the game level, I have finsihed all my tasks and I am happy with the work I have done, I believe that I have been able to work to the best of my abilities and have produced final pieces that are of a good quality.
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