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· Industrial magic: generalist & specialist animation roles in games / vfx / film  
· Inside the pipelines: production challenges / workflows / workarounds 
· Power creation: creating engaging pre-vis & pre-production  
· Survival animation: principles defined & re-interpreted 
· Role playing & purpose: character deployment & impact 
· Character in environments: concept & story worlds, levels & navigation 
· Forces unbounded: strides in technology to support visions 
· Affecting character: the interpretive effects of character animation

Week 4 Class 1

Advanced Character Animation Idea 1: Quadrupedal Interaction with Environment
· Character in environments: concept & story worlds, levels & navigation

[bookmark: _Toc184573984]Introduction to Concept and Goals
Focus: Description of character choice (Bulbasaur) and the rationale for exploring its quadrupedal movement to communicate personality and emotion.
Goal: Outlining the objective to combine realistic animal traits with stylized, anime-inspired animation to create an authentic and intent animation.
[bookmark: _Toc184573985]Focus
Exploration of quadrupedal character movement to highlight the emotion and personality of the character with the way they interact with their environment. For example, a quadrupedal character from the Pokémon universe called Bulbasaur, a fictional character who is based on a mixture of animal influences based on look, for example (frogs and flora), in relation to the movement; however it is very corgi like, a short-legged dog and with strong bulldog like quality's in terms of build and personality with amphibious aspects that are built into the character's lore that I can further explore myself. 
I could explore the way in which they interact in the wild, the way they behave when threatened or how they act when curious, there is a range of emotions I want to explore in the intricacies and subtly that they move.
[bookmark: _Int_WrYz2wIz]To achieve this, I would conduct research into the movement of dogs, and other animals that Bulbasaur could relate to that can enhance the character performance and ground it in reality by being plausible whiles having the flexibility to exaggerate in the same style as the anime it is seen in. 
I can base the stylised cartoon on real-life references to firstly build a base knowledge of related creatures to influence my animation; it can also influence the direction I take the character and how I express their movements to encapsulate them in a single moment and by using real-life references to obtain a strong working knowledge and skillset techniques to build upon layer by layer that will be specifically researched and developed for this project.
The rationale of choosing such a creature spans from many of my influences, some which evolved from childhood; watching Pokémon as a child and seeing the animation style gradually change and evolve from 2D to 3D and seeing the different techniques used to bring Pokémon creatures to life has always fascinated me. 
This coupled with my love for animals, visual effects, anime and the 3D industry and looking for my passion inspired me use this module as an opportunity to explore these combined interests to learn and further develop my skills and understanding on many aspects in 3D character animation and the intricacies that lie in understanding, body mechanics, creature movement, psychology and anatomy to fully grasp any character and bring them to life. It is more than just creating a walk cycle etc, anyone can be told to press a button, but to be creative and put ones own spin on a characters to create more than just enjoyment for the audience but empathy and genuine intrigue in their story with out even needing to use words, it lies within how they express themselves physically. As a result, as mentioned above, I will conduct various case studies before production to understand these elements.



[bookmark: _Toc184573986]Goal
Working throughout this module I will be actively thinking about how I can apply the 5 sections including (engagement with literature, knowledge and understanding, cognitive and intellectual skills, practical skills and transferable skills for life and professional practice.)
1. [bookmark: _Toc184573987]Engagement with Literature
In relation to the introduction of this module on exploring my concept and goals I will use engagement with literature to frame the background research to ensure that my sources on animation techniques, quadrupedal movement and character development are robust and credible throughout. Engaging with the relevant literature will equip me with a theoretical foundation to understand my creative approach that will in term inspire practical applications.
2. [bookmark: _Toc184573988]Knowledge and Understanding
I will apply a sound knowledge of animation principles; this will allow me to establish and adapt techniques to create a life-like quadrupedal movement and allows me to explore how these choices express Bulbasaur personality as an induvial and emotion. This section will support my concept by grounding my creative decisions in well-established animation concepts.
3. [bookmark: _Toc184573989]Cognitive and Intellectual Skills
When I am developing critical evaluation and analysis skills during the preliminary case studies, this will allow me to make nuanced judgements about real-world behaviours that can be adapted within the stylised Pokémon universe to create a grounded yet unique and intriguing character but most importantly an engaging and empathetic character that audiences can relate to and not just see as another creature.
4. [bookmark: _Toc184573990]Practical Skills
By applying these animation principles and techniques in Maya, I will transform theory into practice, allowing me to explore beforehand and implement established tools and methods to effectively achieve my animation and keep on track with the timeline in conjunction with the animation goals and best production practices found in the industry.
5. [bookmark: _Toc184573991]Transferable Skills for Life and Professional Practice
Throughout this module I will communicate my findings, managing the workflow and reflecting my independent study that will demonstrate my continuous learning, growth and readiness for professional challenges. This ties my project goals by showcasing my ability to make informed and responsible decision that effectively communicate my creative and technical ideas though my reflective journal and portfolio. This in term always ensures I am up to date on best practices and always work ready and open to any opportunities where I can apply my new skills and knowledge base.

These sections serve as a roadmap on my growth, that aligns with the overarching goal of continuously be able to develop a strong, well-informed animation concept for this project that I will be able to execute effectively with a strong understanding on the above elements that on hand in hand with the criteria of this module that helps guide me and allows me to explore to the best of my ability and learn by nudging me in the right direction. This allows me to learn the processes and proper workflow that will be necessary when working in the industry.
[bookmark: _Toc184573992]Research and Analysis

Animal Movement Studies: Reflect on research into real-life animals (e.g., dogs, frogs,) and how their behaviours and physical traits relate to Bulbasaur’s design.
Environmental Interaction: Discuss insights into how animals interact with their environment, including movement, posture, and reactions to stimuli (e.g., threat, curiosity).
Stylization and Anime Influence: Consider how the anime style allows for exaggeration while grounding the character’s movements in plausibility.

[bookmark: _Toc184573993]Animal Movement Studies:

[bookmark: _Toc184573994]Defining the Objective
Purpose:
I am studying quadrupedal movement because the ability to express emotion through a non-speaking character I find will best show my abilities in advanced character animation, it allows me to focus more on how the character moves, it’s micro expressions and how these can translate emotion to the audience. 
Looking at quadrupeds in real world scenarios will allow me to ground the character of Bulbasaur to real-world inspirations that was used to design the character originally. Rather than designing my own character that would defoldge from the modules focus, instead utilising an already established creature in a well-known universe. This can enable me to create my own spin on the much-loved character of Bulbasaur and be able to creatively and technically learn more by using my references to benefit me.
This will allow me to utilise a labyrinth of 20+ years of references from anime, comics and games to study and judge how I want to showcase my version of Bulbasaur allowing me to focus on the actual animation and principles themselves and executing them with good time management to the best of my ability as opposed to spending valuable time in a character design process, though that may sound intriguing to explore, I need to focus on my goal and work on a task by task basis, this is how I best work, however I do understand the importance of multitasking and this is also something I am continuously improving.

[bookmark: _Toc184573995]Research & Observation
Visual Reference Collection: Gather video references and other resources that capture the animals’ locomotion, postures, and body mechanics. Document why each reference is relevant (e.g., bulldog's stance, frog’s jump).
Sketch and Note Observations: Conduct rough sketches or write observations to break down movements. Identify specific frames or poses that capture core attributes, like weight shifts, limb movement, and the timing of actions.
[bookmark: _Toc184573996]Detective Pikachu (2019) [1]
The first key video reference I am analysing is from Detective Pikachu by Warner Bros 2019, a live-action adaptation of the Pokémon world that showcases many references from the IP in the film more specifically, there is a scene where we can see Bulbasaur as a realistic live action creature in its ‘natural habitat’ that also has humans next to them, integrating them to be believable and real as well as good for reference.

Edited_Detective_Pikachu_Bulbasuar_Scene.mp4
[bookmark: _Toc184573997]Pokémon: Mewtwo Strikes Back – Evolution (2019) [2]
In this film, there is a scene where Bulbasaur is thrown into battle against Dolphan. This is important for me to have in my references because this is the only mainstream 3D animation of Bulbasaur that was created by the Pokémon company. I can also use this to see how they interpret Bulbasaur in a 3D environment for the first time as opposed to their traditional form of 2D digital animation. 
It is also important to note that while this is the first time Bulbasaur is in mainstream film animation, we can also find Bulbasaur animation in Pokémon games that I will also be looking into for this project for a complete understanding of the character in different forms of media.
This is important because it’s a key component to understand how the creators view Bulbasaur and analyse their animation style to be able to ground my animation with plenty of research and knowledge so that I can carry out potentially the same principles, techniques and styles in my animation that I can fine-tune to my version of Bulbasaur.

Edited - Pokémon Mewtwo Strikes Back - Bulbasaur Scene.MP4

[bookmark: _Toc184573998]Bulbasaur joins Ash! Pokémon: Indigo League - Official Clip (1998) [3]
In this scene, we see Bulbasaur for the first time in Pokémon; in the scene, he Joins Ash and battles Pikachu. I have chosen to analyse this reference to not just see how the animation has evolved but to see how their traditional 2D cel animation in the late 90s to that of the company's later transition to drawing on paper and scanning the sheets to digitally painting them from 2002 and most recently to fully digital in the from gen 7 (Sun and Moon) in 2016 into the current gen 9 (Horizons series).

Bulbasaur joins Ash! ｜ Pokémon： Indigo League ｜ Official Clip

[bookmark: _Toc184573999]English Bulldog Morning Walk [4]
Now that I have gather and analysed a variety of video references showing the character Bulbasaur I now need to compare these references to the real world. What animals are Bulbasaur most similar too, which can I analyse to see how Bulbasaur would move, considering his posture, weight and poses. 
To do this I am analysing this video of a bulldog walking. Bull dogs are heavy small dogs, they match the size of a Bulbasaur and also have similar short legs that would have roughly the same joint positioning, I want to analyse this to ground my animation in reality so I can then build on this grounding to exaggerate elements of the character performance for maximum impact.

English Bulldog Morning Walk (YouTube)

[bookmark: _Toc184574000]Bulldogs Play [5]
The next reference I will be analysing are of bulldogs playing. This is so that I can see how their weight shifts from joint to joint, it is important for me to understand how their muscle mass and weight internally and externally effects their movement. With Bulbasaur he will be able to make similar motions for example when he is in battle however this video shows how their body composition shifts while they play.
Bulldogs Play (YouTube)

[bookmark: _Toc184574001]Movement dynamics:
Gait and Motion – [1] In this scene, Bulbasaur walks but tends to trot a lot to get its small legs over the tertian. 
Posture and Balance – Bulbasaur’s head remains still while in motion, this is likely due to its large centre of balance that spans from the large bulb on it’s back. Like many animals, most notably dogs, you can see that Bulbasaur uses its slight head movements when still to communicate with others and to show its own thought process. 
Another example of this motion is when dogs tilt their heads in confusion, for example, when they are trying to understand something. This trait can commonly be linked to when a creature is trying to emphasise with another. Bulbasaur does this here to try and empathise with the injured Pikachu; they know he is hurt and thus guide the humans.
In the scene [1], the Bulbasaur strides are fairly short, because their legs are short, they do not have much flexibility and unable to jump far but do however pounce in concession, despite their weight they seem bouncy, this is so that they can get around mountainous terrain if needed. This also makes them seems friendly and prey like, much like how mouses pounce around when running, Bulbasaur does this only if they either are running or to get over tougher terrain like rocks and large stones.





[bookmark: _Toc184574002]Breakdown of Key Movement Mechanics
[bookmark: _Toc184574003]Weight Distribution and Balance: 
Much like Bulldogs, Bulbasaur also obtains a strong forward and heavy gait even as a small creature, they similarly to bulldogs have a larger centre of gravity than most other mammals that also have a lot of muscle that helps them in the wild to vend for themselves like a small tank. Because of this they tend to have a sturdy balance and can keep this balance very well by traversing the environment.
[bookmark: _Toc184574004]Stride and Rhythm:
Analysing the pace of the various creatures I have gathered for my references I can see that how the stride can affect the rhythm of their movement and mobility. In Bulbasaur’s case, in detective Pikachu you can see that they pause every now and then, they are not too fast and seem empathic creatures full of personality, they all have individualistic characteristics which can help me to establish my own version of Bulbasaur when it comes to the way in which they move and the rhythm.

[bookmark: _Toc184574005]Joint and Limb Movement: 
When analysing the joint and limb movement in Bulldogs we can calculate a real-world similarity between them and the fictional creatures of Bulbasaur. I am specifically talking about how Bulldogs paws move outwards slightly when they move, because of their short limbs this is necessary for them to move their limbs and considering their weight this is what influences their cadence and overall movement.

[bookmark: _Toc184574006]Interpretation for Stylized Animation
· Mapping Animal Traits to Character Movement: I can translate real-world observations into stylized choices that fit Bulbasaur's personality and growth. For example, noticing that bulldogs have a determined walk, I can apply this to Bulbasaur by giving him a firm, purposeful stride using the references of the Bulldog walking that I have gathered.
· Emotion and Personality in Movement: I can analyse how different types of movements convey emotions (e.g., relaxed vs. alert posture) and adapt these for Bulbasaur, who in many cases may need to express curiosity, joy, or determination. This can be an interesting way to articulate his personality and characteristics with the way in which he interacts and reacts to his surrounds in my scene, for example a moving rock or a falling tree.

[bookmark: _Toc184574007]Experimentation & Testing
· Pose Testing in Maya: For this section I can recreate poses and movements based on my research within Maya. Experimenting with variations to see which movements feel most appropriate and expressive for my version of Bulbasaur.
· Feedback & Refinement: In a iterative fashion I can seek feedback from peers via various platforms such as discord to refine the realism and stylization balance, gathering an array of feedback can help me then make adjustments to enhance believability or character appeal.


[bookmark: _Toc184574008]Mood Boards and Inspiration
Creating mood boards for Bulbasaur's character identity, movements, and environment can help me build his individualism for my animation and how the character will express themselves that can be identified as unique to them. These can convey the stylistic direction I intended to take with the help of not just character moodboards but environment moodboards for the surrounds, a secondary important key element that the character will be interacting and reacting with.









[bookmark: _Toc184574009]Character Style:
[image: A screenshot of a cartoon

Description automatically generated]

[bookmark: _Toc184574010]Key words:
Bulbasaur, Frog-inspired, Dinosaur-like, Symbiotic hybrid, Plant monster, Cat-like purring, Dog-like personality, Pokémon, Generation 1, Grass/Poison type, Companion/friend, Anatomy sketches, Short, Stuby, low centre gravity, round, blue and green hues, Character design Height (2'4" / 71.1 cm), Weight (15.2 lbs / 6.9 kg), Evolution line (Squirtle, Charmander, Bulbasaur), Front elevation, Side elevation, Action poses, Pokedex #001, Personality traits, Stylized aesthetics, Movement references, Interaction with Pikachu








[bookmark: _Toc184574011]Environment Style:
[image: A collage of images of a landscape

Description automatically generated]
[bookmark: _Toc184574012]Key Words:
Natural Landscapes: Rolling Hills, Meadows with Wildflowers, Dense Forests, Flowing Rivers and Streams
Atmospheric Details: Bright Blue Skies, Fluffy White Clouds, Golden Sunlight, Soft Shadows from Trees
Architecture and Structures: Rustic Barn, Wooden Fences, Traditional Cottages, Stone Pathways
Colour Theory: Colour Palette (Blues, greens, pinks, oranges), Vibrant Greens (grass, trees), Soft Blues (sky, water), Warm Earth Tones (wood, soil), Pastel Highlights (flowers, sunlight glow)
Mood and Ambiance: Serene and Tranquil, Nostalgic and Rustic, Bright and Cheerful, Harmonious Blend of Nature and Culture
Draw overs and Observational Sketches
I have created  sketches and draw overs of key movements observed in Bulbasaur or similar quadrupeds. This shows my ability to break down motion and plan animation as seen here in the anatomy joint structure and pose breakdown using photoshop.

[image: A frog evolution chart with a frog skeleton and a frog

Description automatically generated with medium confidence]

Here I carried out an exercise to understand the anatomy of a frog. It has similar joints specially the frontal region that Bulbasaur takes influence from as well as another characteristic. For example, when the frog is stationary you can see it’s limbs slightly in front of its head facing inwards as if they are bent, even forcibly so due to its anatomy state, Bulbasaur’s short legs also creates this effect or though less exaggerated that can also effect how both creature move, for example slow moving but able to pounce and leap quickly, I have gathered examples of both as seen here and in my list of references, seen in [3]



[bookmark: _Toc184574013]Reflective Conclusion

· Discussing my research process and findings.
During my research I have discovered exactly how I want to animate the intricacies of this character I have chosen to bring to life in this module. I have researched how dogs move and interact learning about behavioural sociology that I can incorporate real world examples to influence my animation, bringing lifelike qualities and believability to the character whiles maintaining its anime essence in scene by engaging the audience in the world and more importantly the individualism of my version of Bulbasaur.
The process I have been following has been to my strengths, using methodical methods of iteration and adaptability to the creative cycle in which I am using to help steer my research.
· Explaining the challenges I faced (e.g., lack of access to my  PC, learning Maya from scratch) and how I overcame them creatively (e.g., through focusing on the pre-production stages).
As you can see, I have carried out intensive research into the pre-production phase of creating this advanced character animation. I have tried my absolute best to focus on this important phase, that would later influence how I animate the character in production.
However, due to unforeseen circumstances that I will explain here I have had many challenges that has prevented me from progressing the way in which I planned originally. I have also underestimated the time in which it would take to carry out the late production tasks and will write a reflective report below to explain the reasoning and difficulties faced while still managing to be in accordance with the criteria.

Focusing on File Organization and Professionalism
Even without a completed animation, I can demonstrate industry-ready skills by showcasing how I have:
· Organized my references, files, and production pipeline.
· Created structured plans for my animation project.
Examples below: 
[image: A screenshot of a computer
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[image: A screenshot of a computer
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[image: A screenshot of a computer
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[bookmark: _Toc184574014]Current Stages that I got to:
[bookmark: _Toc184574015]Environment design and Bulbasaur character rig placement in Maya (Animation testing)
[image: A screenshot of a computer

Description automatically generated]
As you can see here, I started to experiment with camera positioning, deciding where I could position it to capture Bulbasaur animation.
[image: A screenshot of a computer

Description automatically generated]
I was also experimenting with this Rig, calculating how I would go about key posing and then animating the in-betweens using splines being adding exaggeration and fine tuning the final animation after reding the animation at each to show it’s progression. However, as mentioned, I have only had time to position some key poses like the above and have not been able to render the animation for submission which is why it’s vital I instead show my thought process and why I decided to focus the last efforts on pre-production.
[image: A screenshot of a computer game

Description automatically generated]
Here you can see the environment, anime-esk that I intended for the animation.

[bookmark: _Toc184574016]Animation Tests Conducted using Maya:
As seen in the below 3 examples, I have been testing and practicing the key animation principles that was planned to feature and influence in my animation. Learning and fully understanding the movement mechanics and how to technically achieve this in Maya has been a unique challenge and given more time I would certainly experiment with more exercises like these to build my technical skills and animation theory to evidential practice.
03_BallAnimation_Start
03.1_BallAnimation_Start
102_Follow_Through_Exercise
[image: ][image: ]
[image: ]



Conclusion:
Unfortunately, I have not had access to a PC at home for more than ¾ of this module, creating a challenge of it’s self where I have come into university on as many days as possible including weekends to be able to work on my modules simultaneously. Though this has worked for the most part I have been severely delayed due to my PC issues that is now away being fixed.
I have not had the sufficient time to learn Maya whiles creating this animation as I wanted. Because I am learning Maya from scratch, I should have been more prepared to learn this but miscalculated it as my other modules ate more of my time with other software’s I also had to learn.
In reflection I realised what I should have done instead, allow me to explain my thought process. I chose Maya for this project because I saw it as a good opportunity to learn an industry standard as opposed to the more free-lanced nature of Blender, Maya is typically more widely used in many studios. However, I have had some experience with Blender being the software I used throughout my HND.
What I perhaps should have done to make this more successful is to use Blender instead for this module whiles using a course I brought called ToAnimate a while back that I can use as a learning too which would actively teach me the techniques I would need to learn for advanced character animation in which I would also be supplied with a rig that I should have used instead as my primary goal of being more obtainable in the long run. 
However I chose Bulbasaur at the time because I saw it as a challenge, I didn’t want something too easy and I wanted to explore quadrupeds and how I can use a interest of mine to drive a whole new version of the character, achieving this in reality proofed more challenging than anticipated, and unfortunately too late until I released, which is why I have decided to proactively focus on building my pre-production and understanding of this module without the actual animation reel required. I hope my efforts can be acknowledged with this in mind.



[bookmark: _Toc184574017]Conclusion via Justification:
Key Points to Address Assessment Criteria
1. Engagement with Literature Skills: I focused on the observational research and scholarly material supporting my ideas, this included research and development studies.
2. Knowledge and Understanding: I have highlighted my understanding of the animation principles by experimentation and active practice, character identity, and motion analysis.
3. Cognitive and Intellectual Skills: I have critically analysed Detective Pikachu and justified my pre-production decisions at all stages.
4. Practical Skills: I have Included partial storyboards, sketches, and other visuals that demonstrate my creative process and detailed plan.
5. Transferable Skills: I have shown how professionalism in organization and reflect on how this project connects to industry practices, e.g. using an efficient agile workflow to the best of my ability, using proper naming conventions and file structure and keeping time management in mind while consistently being able to adapt and improve on this skill and other professional aspects needed for industry.

While I understand the importance of the deliverables and the meaning I have tried by best to reflect the criteria in all corners of my work during this module that I have translated in this reflective journal to best show my vision and creative though. process along the way that I can learn from the experiences and challenges faced on this module and take forward into other projects in the future. 


Disclaimer:

While AI was used in the certation of the partial structure in this document, it has not been used for the bodies of text. 

Credits:
Bulbasaur rig: Juan Giraldo
Other Credits:
The Pokemon Company
Game Freak
Creatures
Nintendo
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Thank you for reading.

This concludes my Reflective Journal for my Advanced Animation Module (ACCA5038)
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