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Animation Proposal Statement
 
In order to develop a better competency in essential animation techniques and an effective design workflow. I will create a short series of animations demonstrating emotive performances and body language, through the context of an 'over the table interrogation. Before animation, I will construct a simple whitebox styled scene/diorama which will harbour the necessary compositional elements for all interrogation shorts (including any props or framing objects). The animations will act as excerpts as for what would be a much larger animated scene, the shorts will demonstrate key components and overall style towards what a final length scene would look like.
 
By developing animations which are grounded with believability, I will be able to apply and reference this knowledge (of the performance aspects of digital design), to my continuation of study towards how the compositional outline of traditional cinema can enhance the audiences' immersion in video game design composition. Researching cinematic performances will provide a basis of knowledge for how 'effective' visual performances can add to the viewers immersion, alongside my main aim of study (cinematic composition in relation to 3D digital environments). 


I will reference and critique my past animations, as to develop from prior animation knowledge, and utilise any aspects that I deem effective and applicable to the Interrogation shorts. I will critically comment on the animations to determine what aspects are emotively weak or lacking in; believability and sincerity. 
 
To target believability within the animations, I will ensure that the body language will convey 'life-like' nuances and mannerisms. Developing an animation which has familiar tropes, which the audience will understand from prior knowledge (how an interrogation scene plays out). I will also apply the software extension, aTools, to experiment with more efficient/effective 'slow in, slow out' frame utilisation, and improve on better timing compositions.  
For implementation of sincerity, I will use elements of exaggeration (traditionally cartoon-ish), in accordance to the '12 Principles of Animation'. Considering the serious thematic style of an Interrogation, I will need to carefully balance the use of exaggeration with animating sincerity (as to apply emphasis on certain movements). The performance of the animated characters will convey recognisable, visual traits and allow the viewer to determine the thoughts/feelings of the characters in that short moment (about 10 seconds each).


Animation Show-Reel Contents 

The animations (approx. 8 - 10 seconds each) will focus on:
1. Explaining an Alibi (Dialogue)
- Character talks directly to audience, conveying his innocence through clean cut dialogue and use of seemingly 'natural' body language and mannerisms.
 
2. Physical Confrontation (Two characters interacting)
- Interrogator pushes agitated character back into their chair. Should provide better actions to present animating style in faster paced motion.
 
3. Imposing Interrogator (Focus on display of power)
- Characters sitting across from one another, interrogator displays confident/comfortable body language, and the interrogated displaying dejection/bleakness.


Interrogation Performance Research

The Dark Knight (Dir. Christopher Nolan, 2008)

Energetic sequence which focuses upon the physicality of two strongly iconic characters and questioning through the medium of 'brute force'. 
*Physical contact between the interrogator and the interrogated.


Inglourious Basterds (Dir. Quentin Tarantino, 2009)

Focuses on the shift of a power dynamic, interrogated character is broken down by the unnerving and witty dialogue of the interrogator.
*Lecturing gestures from the interrogator and both characters' sitting positions. 


Criminal UK, TV Series (Dir. Jim Field Smith, 2020)

Interrogated character addresses the camera directly, whilst being candid and persuasive with his alibi. 
*Subtle mannerisms and hand movements attempt to give the performance an aspect of realism/believability.


The Lego Movie (Dir. Chris Miller, Phil Lord, 2014)

An exaggerated parody of the good cop/bad cop interrogation technique, comedic wordplay and energetic timing create humour within the scene.
*See amount of performance captured in relation to the seemingly restrictive build of a Lego figure.


The Matrix (Dir. Wachowski Sisters, 1999)

Centralises around a threatening/impending atmosphere, with clinical aspects of the interrogator's performance and the uncomfortableness of the interrogated. 
*See confidence shown by the interrogator, in a place of power.

 
Blade Runner (Dir. Ridley Scott, 1982)

Interview styled cinema noir, a lax agent interrogates a skittish imposter, and the demeanour of the agent is slowly undermined. 
*See the rise to climax of the scene (primarily through facial expressions), effect of the 'explosive' ending (punchy dialogue- ending with a shooting set piece).


L.A. Noire (Rockstar Games, 2011)

(Clip Time: 5.14.00). Player interacts with an interrogation cut scene, controlling character via picking choices and assumptions from the previous investigation (ultimately effecting the outcome/reactions).
*See emotion captured through the format of Motion Capture, typically much more expressive body language than a live action film (possibly overacting to compensate for the detachment felt from the mocap scene).



Analysing Preliminary Practise Animations

Lip Sync Dialogue- The Shining

In this animation, I practised implementing a dialogue track within the animation. This involved using pose to pose animating, to first plot out when body language would be utilised to emphasise the aggressively, emotive language and attempting to highlight the character's mental disposition (first illustrating argument through pointing/waving finger, secondly illustrating anguish by raising hands to head).
 
[image: ]
 
A dope sheet was utilised for this, as it provided better reference and planning for mouth movements/shapes according to frame timing. 


Pros
· Camera is placed in a position which puts the viewer in a close personal proximity of the character, reminiscent of the 'Tatami Mat' framing by Japanese filmmaker/auteur Yasujiro Ozu (Singer, 2016).
 
· Motion of finger waving has believability, in the use of slowly curling the finger and the snappy directive positioning when character addresses with the word 'you'.


· With the exception of the lack of an extra blink, the facial animation delivers the sincere wildness that reflects the erratic and passionate vocal performance. 


Cons 
· Lack of correction for the artefacts such as; elbow clipping through the table and hovering over the surface. Need to either counter animate or correct through the graph editor to adjust positioning.
 
·  Some arm raising movements could be paced quicker, to add more energy and emphasis to the performance.


· Needs a short hold towards the middle of the performance, to add drama and punctuation to the dialogue. Also to space out the actions and give a natural break to the body language.


Kinetic Action Sequence- Rock Climbing


Critically this clip serves to demonstrate an attempt to test my use of squash and stretch. It capably shows what the action is (swinging to, followed by jumping from a rock, to safety).

Squash was subtle and effective on landing, but the main stretch to the rock dominated far too much for the pacing. The stretch would be less blatant and smoother, if the torso stretched for only 1 or 2 frames.

Pacing could be better as; anticipation was not exaggerated enough (hardly noticeable when watching full speed), and a short hold could be used to emphasise the push off jump from the left rock.


Overall, I should better consider the pacing of movements/actions, when developing my more 'kinetic' interrogation short elements. Also remembering to be careful with the amount of frames containing distorted squashes/stretches.


Scene Environment Development

[image: ]
Above- UK Criminal (J. Smith, 2020), Reference for a contemporary TV show's questioning room, clean and simple allowing for better representations of shape language.


Preliminary Brief/Reference Research


The most prolific and obligatory element to traditional police interview scenes is the 'One-Way-Mirror'. This mirror usually dominates an entire wall, and is present in most wide shots (as seen in images above). The mirror can be used to reflect the characters within the room, possibly alluding to the two sides of that character's narrative (one side is their outward behaviour, and the other is what they personally believe or trying to subvert). The mirror's application in my scene will be to primarily frame the animations and give blatant negative-space (allowing performances to take centre stage).


In any future development of this animation show reel, I would likely consider developing a short which would focus around the character and their mirrored reflection. To assist framing in my environment, I will add additional shapes to a second wall of the environment, as to ensure framing and negative space is defined.


It is unnecessary for the environment to be 'too busy', as the performance needs to take centre stage. Props are similarly not essential, as the shorts will rely upon the character's body language and what they are conveying (not so much interacting with surroundings).
[image: ]
Above- The Dark Knight (C. Nolan, 2008), Reference for a more brutalist and grimy styled interrogation room (appropriate for the films style and theme).


Development of Environment


In Blender, the props essential to all 3 animation shorts were created, if this project was further developed, more consideration would be put towards environment design and how this would affect the tone and feel of the final scene (e.g. A light source could be better established within the scene, desk lamp or ceiling light, etc.). The props included two chairs and a table (the over-the-table composition, making this essential), papers and glasses were added to quickly break up the clinical minimalism of the mise en scene.


[image: ]
Above- Preview of essential prop assets


As previously stated, the walls utilise extruded cuboids to clearly define framing and present negative space, in which the animations can be staged. The one-way mirror features as standard along the side wall. Along the wall behind the interrogated character's seating position are two wall features, these would act practically as acoustic baffles (appropriate for audio recordings of the interview), and also aesthetically they provide extra opportunity for framing the interrogated character as the person of interest.


[image: ]
Above- Near professional, render display of environment


The version of the environment (seen above) is suitable for the animations, as it provides all elements which allow the animation to be deemed appropriately as an interrogation scene, however, to expand upon this project, a better understanding of the environment's composition should be developed, in consideration two; lighting (also of actors), asset list, refined textures, better developed assets, and this would all be in accordance to what the scene's narrative is trying to convey.


Development Work for 'Explaining Alibi' Short 1.

[image: ]
Above- Storyboard for movements influenced by audio excerpt. 

Brief
This short focuses on the subtleties of the subject character attempting to tell his alibi as convincingly as possible. During the middle of this animation, the character will display his frustration (leaning back, hands on head) and then returning to explanation.
Due to the contained nature (and close up) of this shot, dialogue will be implemented, in the form of the monologue from the 'Criminal: UK' clip (See Performance Reference). Although the character in the clip speaks placid and restrained, the animation could help accentuate the character's irritation and feel of self-victimisation.


Animating
When having the character interact with the table surface, I wanted to convey a subtle sense of both authority/correctness and nervousness/unease. When illustrating his point by waving his finger, it is purposefully counteracted by his other hand grasping at the desk and trying to ground himself (evoking anxious fidgeting). I could have made this hand stationary, by using a constraint locator, parenting the table to the hand, but decided against this as I wanted to maintain a feel of constant unease (through body language) as he holds the table.
[image: ]
Above- Key pose (of initial pose to pose planning), finger point
The hand grasping the desk could benefit from better timing (by pausing for a moment when the other hand is dominating), however due to the contained dialogue, the grasping was utilised where it best fit. For future development, a tremor like shake could be implemented when moving the hand off the table (to emphasise nerves).
In an attempt to carry through my aim of utilising 'cartoonish' animation techniques (from the 12 Principles of Animation) within a 'realistic' animation, I attempted to add an element of anticipation to the moment the character closes his hand after pointing. This proved difficult as the pacing of the animation resulted in being fairly slow, as to match the energy of the dialogue.  
[image: ]
Above- Anticipation as hand stretches wide, then snaps closed

From attempting this use of anticipation in animating, I have found that pacing can be detrimental to the effect of exaggeration, and to solve this in the future; I would take into consideration the overall pacing of an action and how the speed ramps up to deliver the exaggerative motion (so the effect is in-keeping to the performance and does not stand out so much). 
 
The premise to using anticipation was to visualise whether this kind of exaggeration could engage the audience more with the animated body language (illustrating the tone of the dialogue), from doing so I found that it is a struggle to blend the calm nuances (which matched the audio) with heightened/stylised poses (types found in cartoonish animating).
[image: ]
Above- Dope Sheet for Lip Sync


To ensure audio was synchronised with mouth movements, a dope sheet was utilised in order to; work out the practical mouth movements for words and the time frames these movements would exist in. Fortunately, the audio excerpt flows at a manageable speed (allowing for certain words being negligible to pronounce) and no words are over pronounced (taking less attention to how the mouth would correspond). 
 
However, if I used audio which had much clearer enunciation, I would consider using an alternate rig which had more freedom for mouth shapes (as opposed to the third party 'Goon' used in the animation, which centred around jaw movement) and for a much more finalised version, I would spend time developing a custom character rig (with attention to mouth shape controls). 
[image: ]
Above- Using locked, face camera and framing camera, to add in mouth movements
Utilising the environment setup, I framed the character between the two audio buffers, aesthetically putting him at the centre of attention, and also, due to him being in the middle of the two frames of negative space, it signifies the character being in two frames of mind (as mentioned in the Environment development), between the truth and his alibi.


Development Work for 'Physical Confrontation' Short 2.

[image: ]
Above- Storyboard, highlighting in red when squash/stretch can feasibly effect the movement style and focusing on the style in which the character's weight can best carry over the chair

Brief
Due to the stationary nature of an interrogation, performance is reliant on the characters' body language and emotive gesturing (as stated in the proposal). Short 2. has been purposely chosen to involve a sample of quick and punchy actions (e.g. Interrogator pushes irate character back into chair, chair falls over).
The purpose of this short should be to present the animation style of more fluid and kinetic movements, focusing on the entire body actions of the characters, and how weight influences actions (as represented in the storyboard/thumbnail sketch above). This short should make it easier to delineate the hybrid style of both realism (believability in a grounded interrogation) and exaggerated movement (referring to animating sincerity, following the 12 Principles of Animation). 


Development
The characters were positioned close enough, that there was no need for any pre-amble, and the main animation focus could take place from the start. Using a character rig (from online third party) which was bigger in stature to the other (averaged dimensioned) rig, assisted in preestablishing the power behind the action of shoving the character over the chair and provides explanation for the strength of the effect (as the falling character attempts to combat the force, carrying the chair backwards).
[image: ]
Above- Applying C-Curve shape to pose, improving the motion, more fluid

I referred to my 'Self-Aware Character Animation', to work out a decent timing for the character to counter balance in the chair. By animating the interrogator to move the glass forward avoids the need for an awkward idle animation, and adds an element of nonchalance to the character's narrative.


Development Work for 'Imposing Interrogator' Short 3.

[image: ]

Brief
This short visualises what a typical interaction between the interrogator and the interrogated would look like. Taking inspiration from the interview scene in Inglourious Basterds (Tarantino, 2009, see Performance Research), I want to develop upon how body language within a scene like that can emphasise the engaging dialogue.
The short will demonstrate how characters could be physically representing the power dynamic within a scene and how best to express this between two characters (without the reliance of an audio sample, though this could be implemented to this scene in the future).


Animating
Although the storyboard displays an establishing wide shot of the characters, I altered the camera position, after I discovered a much more dynamic angle and which made the framing of the two subjects much more interesting (also adding to the audiences' connection to the characters).
[image: ]
Above- Screenshot of animation, sketching negative areas and framing

Using a wide shot for this short would distance the audience from some of the emotive effect of the body language. By framing the composition more nearer to the 'Tatami Mat' level (stated previously when critiquing The Shining Dialogue), which better places the audience within the tone of this scene. By placing the more dejected character close to the camera, the audience should feel more sympathy towards them through closeness, and the opposite for distancing the character making gestural observations. The use of foreground, midground, background, makes a much better and visually organised shot.


A larger character rig was purposefully chosen for the receiving end of the interrogation, as this exaggerates the dichotomy of the power dynamic, which the background character emotively holds (through confident and self righteous posing). Although the larger rig has no facial expression capability, the audience should be able to understand the feeling of despondence through body performance and through applying the Kuleshov effect, the background character should influence what emotions to project upon the character in foreground.
[image: ]
Above- Graph editor displaying curve of arm movement under the table.

When animating through in-betweens of the pose to pose setup, I discovered the character's hand passed through a part of the table, and counter animating this section caused unnecessary additional frames, making the arm jitter in place. To correct this, I looked through the graph editor and adjusted the curves of movement to fit the arm around the table. However, in future improvement of this project, I would alter this arm movement, as although it avoids the table, it's timing can seem to quick for the rest of the short and could be revised.
The graph editor remained to be used as the quickest way to fix and eliminate any anomalies in the animations (e.g. flattening unwanted curves in the graph).
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