Computer Games Design- BA
Advanced Character Animation- Aspects of Identity 
Paige Hodgson- 2305278

Aca tests/ progression: 
Very Early model/ rig testing
Gwen prog version 0.1
Gwen prog version 0.2
Gwen prog version 0.3
Gwen prog version 0.4

Aca Final Reel: 
SpiderGwen Final Playblast

Maya was used to create videogames such as Assassin's Creed, one of my main inspirations for wanting to initially create a stealthy character walk. I found the camera functions challenging and so I opted for just panning up and down, where I can portray my model, Spider Gwen, standing on the edge of a building top.
I ran into issues with play blasting but eventually solved the problem by having to select the pers box to stop grey play blasting screens.
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The model used was provided through Animation Methods[2] . I also looked at sketchfab[3] but ran into more issues with submitted models. Spider Gwen is the perfect stealthy character portrayal.
[image: ][4]
When referring to the 12 principles of animation [5], I made use of multiple principles including Anticipation when standing up from the wall. Ease in and ease out I found that he frantic head turns conveyed her feelings when she sunk against the wall quickly. Her hood was a fun way to demonstrate a mixture of potential squash & stretch and secondary action to the model, bringing it to life with her bouncy movements.
[image: ]Showcased Basic understand of squash and stretch. 
I also referred to the Maya help page for various tips and tutorials on features within using Maya. [6]
Relevant showcases of core elements of 2D and 3D animation principles to apply towards my own animation.
SpiderBot scuttle movement.
Wipeout raised Movement
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[image: ][7] The Hitman game series also provides fitting examples of hidden crouched positions when looking at animation for 3D games.
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