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Animating the Jabberwocky
Introduction
As part of the Creative Practice 2 module we have been given a task to develop an animated artefact as a group project. The animated artefact will be based on the Jabberwocky script inspired by Lewis Carroll’s Jabberwocky poem that we had previous experience with in Creative Practice 1 when creating pre-production work along with an animatic. This time we are expected to work on the production side, create models with scenes and have a basic animation. Since we have a small group of 4 it was difficult to divide all of the roles fairly but I believe that since we all picked our roles for this project everyone is happy with what they’re doing. I said from the start that I am willing to give anything a go in order to work on my weaknesses and face a challenge and let my class mates pick what they want to do. 

Roles
[bookmark: _GoBack]Initially the roles were as follows: We all had 1 to 2 characters to model depending on how many final character designs we have developed, in my case I had 2: Father and Son since I made the final designs for them, Dylan had 2: Jabberwocky and Bandersnatch, Tiegan had the Jub Jub bird and Kiera had the Tum Tum tree. As a group we decided that we all deserve a chance to model our characters to make it fair. Initially Tiegan and Kiera wanted to work on the environments but since it was my role to animate the majority of the scenes, which included the characters and environments that at the time weren’t made, left me with no scene to work with and no other choice but to create one myself, which became the final version that I animated and then passed onto Dylan who was in charge of camera animations and renders. After running into further difficulty with transferring work and our time schedule, we decided as a group that it would be easier if we split into two’s giving us more time to work with our partners and made communication between the smaller groups easier. In order to produce work most efficiently myself and Dylan let the girls decide which scenes they wanted to work on out of a total of 14 which left us with 7 scenes per group. The scenes that I worked on independently were scene 4, scene 6 and scene 8. The scenes that Dylan worked on independently were scene 5 and 10. As for scene 3 and scene 9 we worked on collectively myself setting up the scene alongside character and environment animation while Dylan did character work and changed animation. For most of the scenes we have reused my environment template moving around the trees and rocks etc.
Character proxies 
I started working on the character proxies on Maya by making a Nurbs Primitive cube and adding edge loops as well as re sizing it to a rectangular shape. After adding the edge loops I used vertexes to manipulate the shape of the object to make it look similar to an upper body.
[image: C:\Users\Animationstudent\AppData\Local\Microsoft\Windows\INetCache\Content.Word\Progress 2.png]Once I was happy with the basic shape of the model I used the Extrude tool to pull out legs from the existing edge loops that I had made. After Extruding the legs and rotating them into place, I had to move the vertexes around to give the legs more depth as they were way too narrow.

The next step was a very similar process to the last one as extruding the arms was the same process but more difficult as the shape of the upper body was more complex that the pelvis area.


[image: C:\Users\Animationstudent\AppData\Local\Microsoft\Windows\INetCache\Content.Word\Progress 4.png]
After making minor tweaks and adjustments I have smoothed the body to give it a cleaner look, to keep symmetry in my character I have duplicated one of the sides and merged it together.
The process for the second character was identical.

[image: C:\Users\Animationstudent\AppData\Local\Microsoft\Windows\INetCache\Content.Word\Progress 6 angles.png]
The final step to finish off this character proxy was to create a simple head which ended up being a sphere, and make him a base colour to further distinguish him from the second character. The I based the colour off the pre-production 2D Photoshop designs.


Environments and Props

Stage 1 – Putting the Environment Together
I put the environments together in Maya using mine and Dylan’s models such as trees and rocks which were made in zbrush (using zsphere’s and other tools). I made the plane on Maya using the Nurbs cube.  






Stage 2 – Texturing 

I added texture to the scene using the Hypershade in Maya. I referenced the colours based on the storyboards and natural colours. I used the blinn texture on all of models.




Vorpal Sword Prop
I modelled the Vorpal Sword based on my 2D sketches and designs from the pre-production and modelled it in Maya once again using edge loops and working with vertexes and faces.

Animating
All of the animation was made on Maya using keyframe inserts, I used 24 frames per second for this animation process. I found it challenging to animate some of the scenes as it was a first for me when it came to the walk cycle. I did primary research by observing Dylan walk and have him photograph and record my walk which allowed me to plan out a rough walk cycle on Photoshop.
[image: walk]
I also animated some of the environment such as the trees moving in the wind as well as the camera movement.
[image: C:\Users\Animationstudent\AppData\Local\Microsoft\Windows\INetCache\Content.Word\Forrest Plain scene9 Progress 1.png]






After playblasting the all of our scenes I used Adobe Premiere to edit and export them, creating our half of the Jabberwocky animation. This was my first encounter with Adobe Premiere.

Conclusion
In conclusion I am very happy with the finished product and my part in the creation of the animation. I enjoyed the high pressure setting with a lot of roles to take on as I do like a challenge and believe that it is the best way to learn and adapt, I would say that if I was to repeat this project with the experience I have gained it would have an even better outcome. I enjoyed the animating aspect of the project a lot as it was the most challenging and I would say that I have definitely improved.  The environment is what I’m most pleased with as it is the closest to a final product. In order to improve for next time I would definitely make more time for the animating to make the movement look more natural, I would also remake the character proxies into more developed designs.
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