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List of ideas:
· Dog running cycle
· Strong character walk cycle
· Lifting a heavy sandbag
· Bird flying into a landing position
· A character starting to levitate of the floor

When I started this assignment, I wanted to create some animal animations as I had never properly done them before, and this is where I decided to do a dog running cycle and a flying bird. I also wanted to create a walking cycle but with extra animations such as using the cycle to move onto a different movement.  The last two animations would use objects within them making me have to animate more than just a character or animal. 

[bookmark: _Toc1753933693]Animation 1
Dog run cycle
For my first animation I was creating the dog run cycle where I ended up drawing an animation first to help me visualize the movements and timing before moving onto Maya. I used a reference video I found on YouTube to help me draw the animation which showed me a slowed down version of small dog running. [1]. After creating the drawn animation, I went onto searching for a free dog rig that would fit my animation idea which I ended up finding on Gumroad. [2]. 

Link to drawn animation video: https://youtu.be/BwzKFvodJSk
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Once I had my rig I moved onto Maya where I would start by getting all the base leg movements down first allowing me to get all the right timings before moving onto the upper body. Checking back on the drawn animation I could see that I was ready to start on the rest of the body. I left the tongue and tail part to last as they would require a lot more detail and small changes within the timeline. Once everything was ready, I used an infinity curve cycle allowing my animation to consistently loop.

Link to final dog run cycle animation: https://youtu.be/3sLZBITg9oI
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Bird descending onto feeder
For the idea of a bird landing on a bird feeder I needed to investigate how medium sized birds would fly down into a landing position. I watched slow-motion videos that allowed me to closely see all the movements that allow them to slow down and position themselves. [3]. It also allowed me to see all the smaller details such as their feet position, tail movements and the wings. With these details I went onto making a drawn animation of what I was planning to animate within Maya. For the ending of the animation where the bird lands onto the bird feeder I found an image that showcased multiple angles of birds landing onto a feeder which allowed me to get the final piece of information I needed. [4]. In the end I ended up drawing two animations within Procreate, the first being a bird just flying as before I had the idea of the bird feeder it was just a simple flying animation. Once I decided to add the object, I just had to draw the ending again as the start of the first drawn animation I wanted to keep.

Link to drawn animation video: https://youtu.be/FzLOS3sacrw
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Next, I moved onto finding a rigged bird that would suit the animation I was planning to do. I found this free rigged bird on Gumroad that I could use for this animation. [5]. I created my own bird feeder within Maya that allowed me to adjust the size for the bird so that it would look more believable and therefore give enough gap space for the bird to claw onto when it lands. Finally, to finish the scene I downloaded a HDRI image that I placed onto an Arnold lighting sphere which allowed me to have a background for the final shot with lighting that matches the background. [6]. Once the scene was all set, I started my animation by getting the base movement down on the bird and the bird feeder so that the timing would be right for when I moved onto keying the other movements.  

Using my drawn animation, I would constantly refer back to it making sure all the main positions looked correct. I animated the fly first making sure all the bird flaps and rotations matched the flow of the animation before then moving onto the positioning of the bird after it lands. Attention to the feet on the feeder was also important as the object is swaying side to side, I had to make sure the movement was consistent. I would create multiple playblasts overtime so that I could see the result of the whole animation together and then changing any movements and timing if they needed it. 

Link to final bird descending animation: https://youtu.be/4iKfEzvoo9A
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 Link to the playblasts for animation 2: https://youtu.be/dv7gW124Dug
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Powerful walk cycle
For the walk cycle idea I had I wanted to have a strong character where they look as they are approaching a fight. The walk cycle I would need to make it look as the character is heavy as they have a lot of muscle and also seem aggressive as they are trying to show that they are strong, ready to fight anyone in their way. For this animation I found a rigged model first as I wanted to know what I would be working with for the animation. [7]. I then found a YouTube video of someone walking aggressively which I used for referencing when placing in the keys within the timeline in Maya. [8]. As the model I was using was much larger than the reference video, I had to adjust most of the timing and movements, but it gave me enough information on arm swings, posture and the speed that they are walking. 

For the animation I did not want it to be a simple walk cycle I wanted to add this movement of the character pointing and making a threat to whoever may be ahead of them. This movement will still flow with the rest of the animation making it a clean cycle where the character will first walk, then go onto making the threat and then returning to the original set of keys making it loop. I also used the infinity cycles to allow me to have continuous cycles without having to duplicate the keys. All I had to do was clean up the graph editor making sure there were no sharp curves causing the flow of the movement to be off. 
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There was one issue I ran into when coming to the end of the animation and that was one of the fingers was over rotated making a weird movement in some of the keys. I had to go through and find the frame that it started on and then edit them back to the correct rotation. I also had to make sure that none of the body parts would go through each other as the arms and chest of the character were much larger than an average sized human. However, this was not an issue for me but something I needed to adapt too, so that I could still get a believable outcome. The finger was my only issue within this animation as the rest of the frames flowed with each other and with my playblasts I could see that my animation was getting ready to be rendered. 

Link to power walk cycle animation: https://youtu.be/KZIJLeifeIg
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Levitating character
For my 4th animation I wanted to have a character pressing a red button which ends up causing him to levitate up and then cause him to fall after. At the start of the animation, it will have the character look left to right looking to see if anyone is nearby as he should not be there. The character is unaware of what the button does however continues to press it anyway. After pressing the button, they start to levitate causing panic as they do not know what to do. They end up kicking the button stand over and continue to rise up where they begin to lose control of their position. Once they lose control the levitating stops, and this is where they end up falling to the ground.

Finding references for the levitating was tough as there were not many out there for the animation I wanted to do. However, I did find a clip from ‘Willy Wonka and the Chocolate Factory’ where they start to levitate giving me some idea of positioning and timing however in the video they end up grabbing something to hold onto whereas in my animation they will not. [9]. I also found a reference for pressing a button which came in handy for positioning and giving me ideas on how the button will be used. [10]. After finding some references to use I moved onto acquiring a flexible rigged model which I found on Animation Mentor. [11].

Once I got into Maya and imported the character model, I started to model the stand with a button making sure it was the right size with the character and their hands as they will be pressing it. After getting the scene ready I made a move onto getting the key frames down which were the look around at the start, the button press, the levitating and the fall in the end. As there was more happening in this animation than the previous animations, I had to pay extra attention to all the details making sure that there were no jumps or wrong keys. The part that took me the longest to do was the levitation as I had to try multiple attempts to get the right leg and arm movements.

Link to final levitating character animation: https://youtu.be/YJleILtrVM8
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Heavy lift
For my last animation I decided to have a character struggle to lift a heavy sandbag where towards the end he has got the sandbag on his shoulder and is wiping sweat off his forehead. Halfway through lifting the sandbag the character has to swing the sandbag so that he can get it onto his shoulder. The character model I have used is the same one from animation 4 as I liked the flexibility that this rigged model had, and I thought it would suit this animation idea. [11]. With this animation I also had to import the sandbag as I would also need to animate this object to fit when the character picks it up. [12]. For the animation I wanted to do I found a reference video from YouTube that I could use to give me some of the movements I needed. [13].

Once I had my reference and my rigs I could start my animation within Maya. As there were two main models I had to animate, I started with all the base positions and rotations making sure the timing was correct before moving onto the finer details. If I started doing all the details at once and I had a point that was wrong, I would have to do a lot of adjustments to get back to a good point. With the animation I had to make sure that the sandbag was always in the hands of the character and after getting the base down I could see points where the hands are either off the bag or going through it, this was only some of the adjustments I had to make. I also had to make sure the sandbag was folding the right way as when the character picks it up the edges would need to drop. 

Once all the smaller details were completed, I could therefore move onto rendering the final animation. With both the modelled rigs they came with texture saving me time from having to create them myself. I also made some last checks through the playblasts making sure all the timing was correct making the animation flow together. 

Link to the heavy lift animation: https://youtu.be/V1tOdiwF3h4
[image: ]
 
[bookmark: _Toc289174370]Reflection 
After going through these 5 animations, I have gained a lot of new knowledge that I could use in future animations. I could also see some changes that I could make to them and also add some sound to further advance the animation. Having to do 5 completely different animations allowed me to experiment with what can be done with each modelled rig and how they can be pushed to the limit. 

Link to all animations together: https://youtu.be/jCVmEac8QDA
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Link to PowerPoint: BMCA_DR
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