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[bookmark: _Toc181441861]Research/Ideas
I went through looking at character models that were already rigged and found 5 that interested me to use in my animation. My first initial idea was to do a rocket Girl [2] that was injured by a shot to the stomach trying to get away. While she is trying to get away, she trips and gets onto one knee. She checks her hand that has been holding her stomach to see if much blood has come out and then proceeds to get back up attempting to limp away from danger.
I did not go for the first ideas as I found another character rig which was the Munkei character [3]. Once I saw the rig and the pole weapon that came with him, I started to get a lot more ideas over the Rocket girl character. The ideas for the Munkei character included fast swings of the pole within the air and attacking the ground showing his strength. While doing actions with the weapon I also wanted to show off the character's flexibility and agility in his movements. I wanted to show this off by having him do flips and high jumps within the animation. The animation would be fast paced with slowed down areas where he wants to do a heavy swing of the pole weapon to show his strength.
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Once I had the character and an idea of what I wanted to animate I wanted to get some extra research to find out the most realistic actions that could be done by using the pole weapon. I found YouTube videos of people using a pole weapon within a fight or combat and a video of someone showing the correct way to spin the pole with the correct hand positioning. With this knowledge I could go and create a more realistic animation as I know the basics of the movements and I could even go and exaggerate some parts to make it feel more impactful.
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Blockout
When creating the block out I had to create it so that it had a duration of 30 seconds and that I was able to include all the movements that I wanted to animate. The block out allowed me to see that some action poses did not look correct within the whole sequence and before putting more time into finer details I could change it and therefore create a better flowing final animation.
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Playblasts of progress
https://youtu.be/2Qapz-XEbjw
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[bookmark: _Toc847898394]Final Link to Finished Animation
In my final animation I wanted my character animation to have multiple camera angles as the character is moving all around the scene.
https://youtu.be/Pin6gsbMrEY
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