[bookmark: _Int_mMGUo29P][bookmark: _Int_q3tQukSn]Advanced Character Animation Write-Up:

YouTube links to both animations:
1. Goblin Rig Animation - 1
[image: ]
2. Goblin Rig Animation - 2
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Introduction:
[bookmark: _Int_AsQfOfQY]I decided to use a rig of a goblin for my advanced animation assignment as I believed that it would provide a wide range of opportunities in terms of motion and bringing out the character in doing so. In terms of the length and number of animations that I created, I believed it would be the best outcome to create two separate animations, one being 10 seconds and the other being that of 15, to provide a variety of expressive movements between 2 separate contexts, with a noticeable difference with how the character acts in each.

Animation 1:

Character and Tone:
[bookmark: _Int_EbhAgl1A][bookmark: _Int_UogGniIQ][bookmark: _Int_mcQnwfDs][bookmark: _Int_XDKOU6I5][bookmark: _Int_Nrti9DoP]For the first animation, I decided to keep things simple in terms of the tone. With the use of a goblin rig, I knew that the most stereotypical nature for a goblin would be mischievous and cunning, not necessarily powerful by any means but cruel in a playful way. Through this insight on the layout of the nature of the character, I laid out a plan of 4 – 5 main segments of the first animation, all of which to display the nature that I was aiming for, thus showing a genuine personality through movement alone.

Part 1 - Sneak:
One of the most challenging aspects to animating the character was the walk cycle, or in this case, a sneak cycle. With goblins being small creatures with the previously mentioned mysterious nature, I wanted to encapsulate the creepy, walk cycle which someone of their stature would have, particularly in this case as this would eventually end in a prank of sorts.
[bookmark: _Int_e8Jj4JaH][bookmark: _Int_lCpaFrLP][bookmark: _Int_uI0Gck8b]To animate the cycle, I used a frame-by-frame 2D guide of a character walking and using Maya’s snap to Left or Right feature to make the model seem like it is also in 2D, thus providing me with a more accurate way of animating the action.
Due to the animation itself so far being dedicated to leg movement, I believed that the best way to show that the rig was sneaking was to raise its hands in the air, similarly to how someone in a cartoon would when attempting to be quiet while walking down the stairs, doing this allowed the walk-cycle to seem much less of a regular walk and more so that of the sneak that I believed would fit the character and situation much more.
[bookmark: _Int_Lq7evqPh][bookmark: _Int_pNngr7xJ]The animation itself was very much inspired from a movement found in an old viral video found on the internet, with a gnome character pretending to be a goblin and walking across the screen in a similar fashion, as a result it is evident that the video had a genuine influence on the animation in general.
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Frame of [1] Gnome Acting as a Goblin (Inspiration for walk cycle)
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Goblin Rig Sneaking Frame

Part 2 – Scare: 
[bookmark: _Int_JQUYGApl][bookmark: _Int_mvPpCqDW][bookmark: _Int_lFbZvNby][bookmark: _Int_nUDJfHSb][bookmark: _Int_rrm2hdFG]After the sneak-cycle was over, the next goal was to give it a payoff. The initial plan was to make the goblin rig jump up and scare the imaginary victim. However, I realised that this simple action needed a form of build-up, to do this I had the idea of having the rig bend down before jumping up, this was to make the rig seem to propel itself upward, with the apparent force of this movement reinforcing the idea that the jump-up is meant to be that of a scare. I enhanced this idea by having the goblin’s head quickly tilt back and forth to exaggerate the effect. Finally in terms of the initial scare itself, I had the goblin’s tail rapidly move and spike upwards, like that of a cat’s when it is threatened, when in this case it is more so mocking the victim rather than the goblin being frightened by his own prank.
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Goblin Rig Scare Frame

Part 3 – Laugh 1:
[bookmark: _Int_PIxokzi3]Once the initial scare has ended, I believed that it would be in the nature of the creature to immediately start laughing seeing that his prank has worked. In order to present this idea whilst also showing that the creature itself is not much of an actual threat, I believed the best way to show this was through having the rest of the animation dedicated to the goblin laughing, transitioning through 3 laughing motions, showing that the intention wasn’t to be threatening but was more-so to get a good laugh from scaring someone else.
[bookmark: _Int_9DKbNijZ]The first laugh I chose to animate was a belly laugh, with the goblin holding his stomach and bouncing up and down to exaggerate a laughing gesture before it transitioned into two other laughing motions.
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Goblin Rig Belly Laugh Frame

Part 4 – Laugh 2:
With the first laugh being a spontaneous outburst from the situation, the next I thought should be in a mocking sense, to show this, I had the goblin rig point toward the victim and continue to bob in an exaggerated form of laughter.
[bookmark: _Int_xdHwg71f]I had the tail of the goblin also spike up to also seem like it is pointing at the victim in this case. Giving the tail a form of personality would allow the animation to seem unique and add to the nature of the goblin itself. I believed the tail itself was that of a simple extra aspect to animate so giving it a sense of purpose motivated me to ensure it had a place in the animation itself.
[bookmark: _Int_hazgcf1q]At first, I did not really draw many specific inspirations from this part of the animation, until I came to the realisation that the movement itself was reminiscent of Nelson from The Simpsons [2] and his iconic mocking laugh, simply missing the mouth movement as the rig did not allow any facial functions other than moving the head itself.

[image: ]
Nelson Muntz iconic laugh from The Simpsons (Inspiration for laugh and point)
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Goblin Rig Mocking Laugh Frame

Part 5 – Laugh 3:
[bookmark: _Int_PgzeOU7f][bookmark: _Int_5GZGZqJU]To end off the animation, I decreased the exaggeration of the goblin’s laugh by simply bringing his hand up to his mouth to finish with a simple chuckle as he slouched back into his crooked stance, this was to transition the rig back to the default positioning whilst also replicating the bodily movements one would have after a humorous moment, with the goblin not being able to contain himself adding to his mischievous yet somewhat harmless nature.
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Goblin Rig Chuckle Frame


Additional Comments:
[bookmark: _Int_gaPRMGcS]This animation is mainly inspired by that of the nature of the goblin in various forms of media, that being a mischievous, mostly evil being which is usually seen as a typical trickster or enemy in mass which is not seen as a genuine threat and is more so that of a devious entity that is often used for comic relief due to their small stature and sinister yet humorous tactics.
[bookmark: _Int_sbBxFFD2]It was my goal in this animation to capture the general characterisation of a goblin in media within a small animation, with each segment providing a simple yet understandable introduction to the creature-type in media to one who has not seen, read or played any fantasy media which they are involved in.
As a result of this, the animation’s goal is to paint a negative light on the creature due to them being typically seen as an enemy, whilst also toning down the sinister aspects of an evil character and replacing it with harmless fun to make the character seem likeable and charming in a comedic form to demonstrate the general tone fantasy media has set for them.

Animation 2:

Character and Tone:
I decided that creating two separate animations would allow me to experiment much more with a completely different outlook to the character I was animating, as only having a single animation would restrict me to a single line of emotions and actions. By segmenting my animations into 2 I was able to again a fresh template on what the attitude and nature of the rig could be rather than a continuous animation with a one-note character, thus expanding on the personalities I could develop through the rig’s movements.
For the second animation I had the rig be much less mischievous, deviating from this nature to a more sinister and even elegant portrayal of the character using much slower movements, rather than the jovial and snappy movements of the previous animation.

Part 1 – Rise Up:
[bookmark: _Int_kaJ4RrjN][bookmark: _Int_Jr5rH9FO]I decided to begin this animation by having a slow rise-up, this was to set the tone for the rest of it and immediately differentiate it from the other. There was no specific inspiration for this part of the animation, and I simply decided it would be a fitting start due to the personality and nature I was attempting to capture in this animation.
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Part 2 – Wave:
[bookmark: _Int_lpR12N6X][bookmark: _Int_6PMzxubW][bookmark: _Int_tAxalAOv][bookmark: _Int_uGfRRRd6]The wave in this animation specifically was made to have a sinister, cunning, and almost regal nature, due to this, it is much slower than the actions of the previous animation to enhance the theming. The goal with this specific segment was to make the wave seem ingenuine, with the entire body moving and hunching over to make it seem like the rig is using most of its strength to hide a facade of a character like the previous animation.
[bookmark: _Int_pybMUMA6][bookmark: _Int_R81ozIeh][bookmark: _Int_UsxHeYX9]Due to the wave being friendly in nature, through the odd movements such as the swaying of the other arm and the bobbing of the head, make the segment seem to hide a more sinister goal, with the exaggeration of the segment enhancing its uncanny theme and nature and to show the goblin in this scenario is up to no good.
The wave is very much inspired by royal figures throughout history, especially that of Queen Elizabeth and how she typically waves to crowds passing by.
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Queen Elizabeth waving to the crowds (Inspiration for the Goblin’s wave animation)
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Part 3 – Bow:
[bookmark: _Int_F40BMUZ0]After the wave, the animation then shifts into a bow, with the goblin’s body hunching over into what I aimed to be a sarcastic bow, with the slow method of the animation purposely making the bow seem mocking. 
[bookmark: _Int_NuZ9Jo45]The rig droops down entirely into the bow, with a noticeable feature being the tail sinking to the ground, I wanted this to seem like a sign of modesty and that of fake-defeat, to continue the sarcastic and sinister nature of this specific animation. Through the creation of the previous animation, I realised that the goblin’s tail is an incredibly crucial tool when it comes to personification and enhancing the general personality of the animation at hand, either making the tail more of an extra appendage, or can even be described as a creature of its own.
[bookmark: _Int_MuIc133d]Continuing the illusion of some sort of royalty, this specific segment of the animation was inspired by the knighting process which takes place in Buckingham Palace, where a royal provides a figure of respect with the title of “Sir,” this is ironic in the sense that a goblin is considered one of the furthest things from a figure of respect in forms of media and as a result, this part of the animation aims to mock a life that a creature of that position would not live.
The added arm movement of the goblin bowing is a gesture of fake-respect, which adds to the entire nature of the goblin mocking a position that it will never have.
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Kenneth Branagh getting knighted (Inspiration for bow animation)
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Part 4 – Wave/Salute:
[bookmark: _Int_WpLLAeSD]The final segment of the animation is a quick salute, out of all the segments of the animation, this is the one which is most themed around royalty, this was done in an ironic sense seeing that the concept of royalty and the nature of goblins in wider media such as that of Lord of the Rings [3] and Harry Potter [4] is evidently more so that of the previous animation, as a result regardless of how the rig acts, it’s especially odd to see such a creature be presented in such a light. It was my goal to ensure that this presumption was met with the slow moving and sinister nature of the rig matching the theme of a mischievous creature feeling a sense of elegance and power, even if in this case, it is all meant to be that of a ruse.
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Additional Comments:
The entirety of the second animation’s more graceful and mocking theme had elements of ballet throughout it, this was also to contrast between the goblin’s stereotypical nature as a villainous figure in media and replace what is considered a repulsive creature with an activity which is typically seen as graceful and precise, everything a goblin should not be, this can easily be seen as a sinister yet odd display, however there is a comedic undertone to the concept as a whole.
[bookmark: _Int_W4yO8jjf]There are also influences of the Queen and other royal figures interwoven in the animation itself, the wave was very much inspired by royal events where the Queen would travel around the country, on that of a horse and carriage and wave to the civilians passing by in a slow and gentle manner, something that the animation is reminiscent of.

Overall Conclusion:
[bookmark: _Int_QEShCtmU]In summary, the two animations I created contrast between each other in tone, despite being that of the same character, thus providing more variety for me to work with.
The overall goal I set myself by creating two separate animations was to add to the stereotypical nature of the goblin archetype in two differing ways, with each being related to the general nature of the character whilst also expanding on the typical normalities and stereotypes seen in the creature in other forms of media but at the same time, keep what makes the character and creature charming due to the immense popularity of the character in various forms of fiction, whether that be in books, films, games or any other form of media.
[bookmark: _Int_LZSl8WQj]Using a goblin as the model for the animation opened many opportunities for me to animate a creature that is not necessarily human, yet displays human-like qualities, this allowed me to experiment in terms of movement and go outside my comfort zone for animation as typically I have animated much more humans in the past rather than other creatures so animating a goblin was somewhat out of my comfort zone. However, despite it being a challenge to concept what the animations should be, through my general understanding of how goblins are portrayed in media, I was able to gain a grasp of what should be included in the animation itself.
[bookmark: _Int_VC5486PR][bookmark: _Int_3ts7fSld]Overall, by using this specific model, I was given a large amount of creative freedom whilst also challenging myself by animating a body-type which was almost human yet deviated in a multitude of ways. I was able to add personality in places where I would not have first expected any to be found, such as that of the tail and pretending to give it a mind of its own to add to the goblin’s chaotic nature and as a result, through understanding the character tropes and expanding upon them I was able to create sequences which match the character’s troublesome nature whilst also providing a comedic undertone throughout both of the animations themselves.
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