Advanced Character Performance
Module: ACCA6031
Student Name: Paige Hodgson
Student ID: 2305278

This module focus was to create a 20-30 second animation to showcase personality. My aim was to create an animation that explored how expressive motion can enhance character believability within the animation of a chest. It showcases an inanimate object that takes on the role of a living creature referred to as a Mimic. The Final link features expressive motion and believable behaviors like a dog in the way the lid “breaths” and pants with its tongue. The chest still moves and clumsily bounces across the floor without limbs to walk. This was like the research and storyboard I planned and showcased within my previous PowerPoint presentation.
 The model [1] I acquired was pre-rigged by the creator. Any/all uploaded animations from the creator’s page were wiped so that I could animate my own from scratch. The environment within the animation was created by me and modelled after the photo bashed image concept I showcased on my previous presentation.
FINAL Chest Mimic Animation:
https://youtu.be/lza2UnkhHwI



No camera, no texture test animation:
https://youtu.be/Z_sMRfi9R4k

One Drive Link to Maya file:
Mimic Animation FINAL.mb  



Progression Screenshots over time:


[image: ]Recreating the background scene based on my photo bash concept art
[image: ]Utilising each animation function for the hopping sequence i.e, lid, base, tongue once the model is imported.
[image: ]Current keyframe Timeline example
[image: ]Warped tongue to a larger scale to accommodate for the camera perspective as it swallows.
[image: ]Showcase of complete 34 second animation keyframes for both the Mimic model and the Camera. 

The main issue I ran into with my animation was the Maya [2] software freezing and crashing on my computer. To accommodate for this, I had to ensure I backed up multiple save copies to various instances in case of corruption or data loss.
 [image: ][image: ]
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