Jordan D. Davies

Module: 3D Character and Creature
In this module using the five chosen titles, five separate animations lasting 7-8 seconds will be created to then come together for a 35-40 second film reel. Showing the capability of creating different emotions and using pre rigged models for the animation. Throughout this module the hope is to gain more knowledge on animating different scenarios and being able to carry a story using both human and creature models. Having chosen a vast range of scenarios the hope is to show the capability of completing this module with a clear representation of each scenario. From the pre-production stages to the creation of each animation, timing out each movement and turning them into a finished film reel to present. 

Slapstick
Described as comedy based on deliberately clumsy actions and humorously embarrassing events. The creation of a slapstick animation is keeping to the basic principles of animation. For the animation, the character is walking down the stairs before slipping and falling onto the step, throwing their head back in embarrassment. Portraying the emotion is important in a piece such as this as the comedy and humour is crucial to meet the title of slapstick. Perhaps using the principle of squash and stretch to add emphasis to the action of the character falling and hitting the ground. As one would do when creating an animation of a bouncing ball, the effect would still be the same. [image: ]
[image: E:\University\Character & Creature\Animation_01_Slapstick\Thumbnails\Thumbnail_01.jpg]
[image: ]
2005 Pg. 42) Animation The Mechanics of Motion
How weight affects the body is helpful to know for when the character falls the weight of his body has to be seen in the animation otherwise it will not look realistic to the audience. 

Goosebumps
The feeling crawling over your skin as the fear rises, something the character experiences in the piece. Looking through the channels on their television to find something that peaks their interest when something catches their eye, without knowing what genre the film is. The interest overcomes and they peer in for more with the anticipation of what is going to happen until BAM something jumps out and scares the character enough to throw the remote across the room and to then collapse back into their chair. Looking to the side hoping no one saw the somewhat embarrassing scene.
[image: ]

[image: E:\University\Character & Creature\Animation_02_Goosebumps\Thumbnails\Thumbnail_06.jpg]
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(Maestri 1999, Pg. 156) Digital Character Animation 2
Knowing how the body moves in certain situations will make the difference between it making sense to the audience and the story not being represented correctly.


[bookmark: _GoBack]
I’ve Got an Idea
The idea for this animation came from the feeling that most people have experienced. Being already late for something whether it being their job or something else. Leaving the home in a quickened pace to then look at your watch seeing that the time is not what you thought it initially was. Later than you presumed you become a panicked mess and run in the direction you need to head towards hoping that you’ll stick make it on time even though the chance is slim. [image: ]
[image: E:\University\Character & Creature\Animation_03_GotAnIdea\Thumbnails\Thumbnail_06.jpg]

Find a Happy Place
Having had enough of something and having no other choice but to lash out your feelings onto something. In this case is a desk, walking towards in and inevitably slamming your fists in anger. Still not being able to hold back feelings brushing everything on the desk off onto the floor. Not feeling accomplished from the actions as they haven’t caused much affect they then turn and make their way out from the situation, still expressing anger in their exit. [image: ]
[image: E:\University\Character & Creature\Animation_04_HappyPlace\Thumbnails\Thumbnail_07.jpg]
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(Maestri 1999, Pg. 250) Digital Character Animation 2

[image: ]
(Webster 2005, Pg. 10) Animation The Mechanics of Motion
Knowing how to create certain emotions with the face will be helpful when trying to carry out different situations and have them make sense and have the audience know what is happening in the scene.









A Star is Born
Taking the song “My Boy” by Billie Eilish, the beginning of the song contains no words to be exact but a more scatting style. A way of singing that can express more emotion in the singers’ face. Feeling the song, they perform with all emotion. How that affects the facial expression considering what genre of song it is and the feeling that the artist wants to create.
[image: ][image: ]

[image: ]
(Osipa 2007, Pg. 12) Stop Staring

[image: ]
(Osipa 2007, Pg. 53) Stop Staring
[image: ]
(Osipa 2007, Pg. 54) Stop Staring
Knowing what shapes make certain sounds is crucial when creating the animation as it will give a more realistic look to what they are saying, and have it made more sense to the sound playing with the animation.

[image: ]
(Osipa 2007, Pg. 63) Stop Staring

[image: ]
(Osipa 2007, Pg. 65) Stop Staring
These images help to take inconsideration the sound waves and how they can help when creating the animation. Noticing how certain peaks and falls can represent certain letters and the way the mouth moves to fit.
[image: ]
(Webster 2005, Pg. 192) Animation The Mechanics of Motion










Draw Overs
One part of research for this module was looking through video clips that include similar actions to those seen in the animation made for each title, and then drawing over certain elements to gain more knowledge in the key actions and how the body reacts to certain situations and movements.

[image: ]
(Montgomery 2012, Pg. 390) Traditional Maya

[image: ]
(Montgomery 2012, Pg. 361) Traditional Maya

[image: ]
(Montgomery 2012, Pg. 198) Traditional Maya
These images can provide inspiration how a draw over or sketch can later represent the animation itself.
[image: ]
Homing in how the body reacts to the unexpected slip, how the second foot still raises as if it were to keep walking down the stairs as the body falls. Things like this will benefit in animating the character and having the movement look more realistic and have better timing from the walk to the fall itself.
[image: ]
When anticipating a scare, the body starts to envelop into itself as a form of self defence against the danger however it doesn’t work as when the scare comes the body still reacts greatly and the hands cover the face. Even after the scare the body remains closed as the person waits for another.

[image: ]
(Catmull, 2014 Pg. 205) Creativity Inc
Showing how overexaggerating can help to carry out a certain emotion and have it made more sense to the watching audience. 
[image: ]
This scene consists of Captain Jack stood thinking about the situation he is in and how it suddenly dawns on him how serious the situation is as he runs off. The body seems to take time to react, the second foot remains in the same position for most of the clip as the body initially turns but then follows and moves just as fast when in action.
[image: ]
The speed of how the arms move in this scene is something that can be carried over to the animation. How his actions affect the area around him, how sudden it goes from somewhat calm to a mess from one swift movement.
[image: ]
How the person singing shows emotion from their facial expressions will be keyed into when animating the head as this is how the feeling of the song will be carried. This singer also uses their hands to express the song that their singing. The head will have to express this without their hands and just through facial expressions and how they move with the song.
















Developments
During creating the animation for Slapstick some changes had to be made to give a better pay off in showing the full action of the character falling down the stairs. Initially he would go to hold the handrail but not succeed, however after some thought when you were fall on the stairs your instinct would be to grab what is close to you to support the fall. Doing this would then give a sense of direction to the character and not having it be so linear. 
In the creating of Goosebumps, the character being stuck in a very boxy way of movement became a problem. Having the character holding the remote from the beginning made it very restricting in the movements that he could have completed in the short clip. However, putting it to the side and as the character watches what is on the television and slowly gets more intrigued but at the same time getting more and more scared he would go to grab the remote and use it as an almost weapon against what is on the screen before the jump happens and he would then throw it in shock.
The animation process of I’ve Got an Idea changed in certain stages. Initially when the character discovered that he was running late and became a panicked mess he would throw his arms ahead of him and run off-screen. However, after debating how realistic it would be it was decided to change how he would find out that he’s late and the way he would exit the screen. As he leaves the house instead of looking at his watch he would instead go into his mind, using smaller gestures with his hands trying to pin point where he needs to be and as time passes it slowly clocks on. This gives a better chance of showing the emotion of him panicking as it will now slowly develop over time and not just jump out. Making more realistic to how someone would react to being late to something. Jones (2008/68) says that “The connection you feel to the character will come through clearly in his performance when you use your memories and experiences.” Everyone has had the unfortunate memory of running late for something and having that sudden rush of trying to still get there on time with the hope of not falling too late. The way that he closes the door was thought over, thinking myself how you would close the door when leaving, in this case it would be the left hand as then he can turn and face the direction he wants to be heading in quicker and the movement can be smoother.
For Find a Happy Place the walk toward the desk was initially to linear compared to the emotion that is being expressed in the piece. Instead of walking in a very straight line, the way the character walks should also express how he is feeling. Heavier steps and the twisting motion of his waist and the way that then translates to the rest of his body. Being more realistic in his movements and not having him walk like a robot will contribute to the scene, being able to express the emotion of anger throughout and not just showing it when he contacts the desk as he slams it with his fists.
In the development for A Star is Born thinking how just a head would move and express the song was a challenge as you wouldn’t have the accompaniment of the other body parts such as the hands that usually express a singer feeling thoroughly. Instead just putting it into the way that the head moves with the song and the eyes was an element that expressed the feeling more. Closing and opening during different parts showing how much the character is feeling the song, closing their eyes to hold onto the note that they’re singing and opening as the note ends ready to begin the next.



The Final Animations
The process for animating for the final of Slapstick consisted of firstly blocking out the key moves of the person walking down the steps, missing the step and then falling. Getting these key features would ensure that the animation would flow together once the rest was animated afterwards. Focusing on the main elements of the piece ensured that the animation would represent the action correctly and the audience would understand the story happening in the picture. The speed and reaction of the man falling was an element investigated greatly as it shouldn’t be too fast that the action is missed or too slow that it doesn’t look realistic. Using the draw overs to see how the action carries throughout the body as it falls to the ground. Keying in on the major changes and using that in the animation.
From beginning to end for Goosebumps there are differences from the initial idea and thumbnails. Adding the character sitting to begin the action as he will be even more un-prepared for what is about to appear on his television screen. Picking up the remote and as the television plays the attention is completely taken and he drops it besides him before the jump scare that makes him jump out of his seat, looking to the side almost out of embarrassment. The body language of this piece was important to get correctly, having seen clips of people getting scared in different situations and drawing over a clip of a similar situation would help to recognise the common actions someone takes when being scared while watching something on screen. The whole thing can feel rushed however as the reaction is from a horror film where things don’t move fast the sudden actions then make sense.
Through animating I’ve Got an Idea, the way the body moves was harder to figure out. How the head wold move as he thinks over what he is missing, for his arms to then move to play out his thoughts and how that would then all follow through to him running off screen. Timing it out with blocking out several poses and then filling them with more animation and ensuring that is doesn’t look rushed and would make sense to the audience when watched. 
Timing for Find a Happy Place was difficult to get right, from when he hits the desk to him walking off in anger. How those two actions would connect. In addition, the thought that he hurt himself would show how much he acted from anger as you wouldn’t commonly think for your actions until afterwards. He takes hold of his hand for a second registering the pain before bringing his hands to his face while turning in a ‘I can’t deal with this anymore’ manner and walks away from the situation before it could get even worse. As Hooks (2000/8) explains, “Thinking tends to lead to conclusions, emotion tends to lead to action.” The character acted out on impulse and the consequence is seen almost immediately as he takes his hand.

Overall the final animations show the titles correctly and should receive a reaction from the audience when watched. From the emotions shown on the characters face as for one that is the only form of showing any form of emotion to how the body language can show how a character feeling form how they sitting to the way that they walk. The sounds added have given another element to the piece as it deepens the story, not just it being silent give more realism to the actions in which the character is doing. In the future timing will be observed even more to have cleaner animations with no key framing issues and certain elements being out of place and not lining up with the rest due to the timing being off when key framing certain parts of the animation. However, all animations show off the skill of creating a story to a given title, how it can be interpreted from an idea to the finished piece.
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