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Introduction
My objective for this assignment is to create five character or creature animations with emphasis delivery, personality and motivation. Each animation has to stick to a chosen theme of either: Goosebumps, waiting for news, slapstick, predator, find a happy place, Icarus soars!, a star is born!, I’ve got a great idea and bushido. Each animation must be between 7-8 seconds in length, 35-40 seconds in total and needs all accompanying pre vis’. The five themes I’ve chosen for my animation are Goosebumps, slapstick, predator, Icarus soars! And bushido.

Goosebumps
[image: ]I’ve gone with Goosebumps as one of the themes for an animation because I could instantly visualise a scene with a monster in a dark corridor creeping towards its target. After doing initial research I started the pre vis process by doing sketches of the scene followed by storyboarding, all of which was done on paper due to current circumstances. The sketches helped develop my initial idea for the animation and the storyboards helped with the timing and staging of the animation. Once I was done with the pre vis I had a clear outline for the animation, I ended up with a scene in a dark tunnel with a creepy flickering (red) light and a monster at the end of the tunnel. The monster would get closer to its prey using the flickering light to its advantage, disappearing in the dark and reappearing closer and closer until it finally jumps at its prey knocking it to the ground. With the scene being planned out I started to look for pre-rigged characters (free for educational use), the process of finding a free, well rigged character that matches the theme took a lot of time but in the end I found one on Turbo Squid “Demon (no eyes)” by cvbtruong. The character could quiet literally give you Goosebumps and was well rigged meaning that it was a great match for the animation. The first thing I did after loading up the character in MAYA was creating a quick environment and putting the character in its starting pose (based on the storyboard). Once I had all that done I started to work on the lighting as it was crucial to set the mood and atmosphere, I used a directional light at one end of the tunnel (facing the camera) to create a shadow of the monster for dramatic effect, I also made a custom ambient light with lower intensity and a red hue which served as the main light. To test which lighting works best I did multiple renders with different lights and settings. After setting up the scene and lighting I made a new camera to figure out a place holder position. While animating I timed the monster’s movement (and visibility) to match the flickering of the light which built tension and had a jump scare effect. The rendering process took a lot of trial and error for this scene as I wasn’t getting any shadows which was crucial for the eerie effect, I had to render this scene around five times with different settings before I managed to get the render I wanted.




Slapstick
[image: ]For the slapstick themed animation, I was thinking of replicating a classic cartoon style of comedy like Looney Tunes with a lot of exaggeration and comedy physics, but I’ve decided to do something a bit more original. When coming up with ideas for the animation I thought of animating a jolly and goofy animal, like a monkey that’s jumping up and down having a laugh, but I wanted to subvert expectations with a more serious animal. I’ve decided to meet somewhere in the middle and picked a gorilla because they can be looked at as big and intimidating animals but also are part of the ape species. When working on the storyboards I wanted the gorilla to look intimidating at first, that’s why I went for a low angle shot with a strong starting pose and serious expression. The gorilla walks towards the camera, after a couple of steps it swiftly jumps and after landing stretches its body out playfully beating its chest with a wide grin on his face. Once I was done with all the storyboards and planning, I started looking for a gorilla character rig, the closest thing I found was a King Kong rig on Turbo Squid by cvbtruong. The King Kong model was rigged well and looked like a gorilla which was great in terms of the accuracy to the storyboard. Before I started animating, I made an environment using Polygon Primitives in MAYA to have some sort of indication of scale and where the ground is. I later added material properties to the environment to give it some life, I used lambert for the ground with a dark green grass colour. I also inverted the sphere mesh to apply it a blinn material with a light blue colour which made it look like the sky. After finishing the environment, I put the gorilla in its starting pose and began animating, I focused on doing the primary animation first and then going back and adding more detail such as the head movement and expressions, this made the animating go smoothly and allowed me not to take too much time on one area of the animation. Before rendering I tried different camera angles such as a higher angle and more of a side view but in the end decided to follow the storyboard.

Predator
[image: ]This was the first theme to stand out to me, I immediately thought of a wild tiger sneaking up on its meal. I started working on this theme by doing research on wild tigers and their movement and anatomy. I found some useful videos on YouTube which showed how tigers move, I used the videos to break down their movement and drew some frames of a tigers walk cycle. The tiger anatomy images I found were very useful in identifying which part of the tiger moves and how they move, found that there’s a lot of movement in the shoulder blades when a tiger moves.
[image: ]Before doing the storyboards, I made some rough thumbnails to figure out the pose and shape of the tiger, this was useful as I wasn’t too precious about the work and could experiment a bit. I used a lot of the ideas from the thumbs in the storyboard, I used similar poses but did a different sequence form a different angle. Once I was done with the storyboards I found myself searching for a tiger rig, I’ve tried out many rigs for this animation and in the end used a free tiger rig from CS SPECTRUM, the reason I chose this rig over the others is because it was well detailed and easy to pose. Initially I started animating the tiger walking before the sneaking up part but in the end had to cut it as I had too many frames and would’ve gone over the time restrictions. The animation ended up lining up with the storyboard as planned but could’ve been better paced. Creating the environment for this animation followed the same process as the other themes and had similar lighting (directional light and ambient).


Icarus Soars!
[image: ]I had a different approach with this theme, I decided to start the process by finding a good character rig and working from there. I associated the theme with a flying creature like a large bird or a mythical dragon and found many rigs that matched the description, the problem was that the rigs were either broken or not compatible with MAYA, while searching for a working rig I came across a bee on Turbo Squid (by can ocak) and downloaded it as a place holder. After doing some thinking I ended up using the rig, it might not be the first thing that comes to mind when thinking of a flying creature, but bees are quite important to the ecosystem and deserve this tribute. The process of finding a 3D model first allowed me to be more precise with my research and storyboarding, I knew what I was working with and wouldn’t have to be plain and simple with the outline for the animation. My plan for the for the storyboard was to show a bee that’s struggling to fly due to the wind, being pushed around in the air. This was hard to show in the storyboard so I’ve decided to place a flower in the scene to show how windy it is by moving the flower in the direction of the wind.  Animating this scene was the easiest out of the five, the bee didn’t need a lot of movement apart from its wings and flight path and moving the flower when in sync with the bee gave a wind effect. On the other hand creating good lighting for that scene was the hardest out of the five, I ended up using two point lights and a spotlight, this lit up the scene well and had a nice effect, but in the render had too many conflicting shadows and looked terrible, I had to go back and turn off shadows on the point lights which solved the problem.


Bushido
[image: ]I chose to work on the bushido theme because I like the idea of animating a warrior. A lot of ideas (inspiration) sprung to mind such as Aragorn fighting the Uruk Hai from Lord of the Rings, Duel of the Fates scene with Darth Maul and Qui-Gon Jinn from Star Wars and many more, but I knew I was limited to 7-8 seconds of animation meaning that I had to limit the scale of the action. Initially I envisioned a ninja character being stealthy but after giving it some thought I knew I had to go for a rougher warrior ready to fight to the death. My storyboards had an armoured warrior doing a battle cry followed by a cutthroat gesture. I wanted the character to be proud and fearless and I used strong poses and serious expressions to convey that. The process of finding a fitting rig for the animation was difficult, I couldn’t find any warrior characters with a weapon and the ones I found had a bad rig. After spending more time searching for a rig, I found a Conan character rig once again by cvbtruong on Turbo Squid. The rig was a little different to my storyboards but had more similarities than differences. The character matched the description of proud and fearless but had an axe instead of a sword (like in the storyboards) but the same rule applies. This is probably my favourite animation, maybe because I liked the theme the most, but I also worked on this one last which means I was warmed up and had experience from the previous animations. I also think that the timing is the best in this animation, it feels smooth and nothing feels out of place, the storyboards played a big role in this. One thing I’ve changed from the storyboard is the angle, I had two cameras set up in the scene and the new angle worked better for the animation, it showed the character off more. The environment also matches the mood of the scenes with the colours and doesn’t distract from the animation. I had to use higher render settings for this animation as it looked too sharp in lower resolution with lower settings, I also had to figure out how to remove the face controllers as they were being rendered too.


Conclusion
I’m happy with the outcome of this assignment, I found it informative, it tested my abilities and developed my skills. Working with pre rigged characters allowed me to focus and spend more time animating, the high quality of the rigs also gave me a better experience of animating, rather than using an amateur rig that restricts the animation or even breaks. I definitely improved my animation skills, if I look back at my earlier animations from the start of the term and compare them to my five scenes there is a big improvement. My two favourite animations from the five are slapstick and bushido, I feel like the characters have realistic movement, the animation is well paced and fits the theme. Looking back, one animation I would approach differently next time would be the predator, the movement of the tiger is good and detailed, but the pacing with the first jump feels too slow. Some of my feedback on the animation said that it looked good, but I feel like it needs more energy. I haven’t talked much about the pre vis and research, as I feel like I have the most experience in that aspect of the production and found it straightforward. As for the research, I took a lot of inspiration from the memories of my favourite childhood films like Star Wars and also applied my anatomy knowledge from university classes. The rest of the research will be uploaded with my submission. The rendering on the other hand had me push myself, I tried a lot of different settings for the renders, I tried different file formats, different renderers, settings and tried ray tracing for the first time. I feel like the quality of the renders has gotten better. I also compressed the final renders as the files took up around 1-2GB each which was too large to hand in. In conclusion I am pleased with the final show reel, I improved and learned new skills, I know how to properly light a set on MAYA, render and improved my animation. One thing I would do differently next time is model and use my own characters.
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