



Contents
Blog	3
Introduction	3
Research	3
Reaction Speed	3
Storyboard	3
Pre-Syncing	4
Body Language	4
Animation Layers	4
Anticipation	5
2nd November 2020	5
9:50-12:10	5
4th November 2020	5
20:00-21:15	5
5th November 2020	5
10:00-12:00	5
13:30-15:10	6
20:00-20:40	6
9th November 2020	6
10:00 - 10:45	6
10:45 - 12:05	7
12th November 2020	7
10:00-12:10	7
16th November 2020	7
10:00-12:25	7
23rd November 2020	9
10:00-12:00	9
25th November 2020	9
13:20 - 15:20	9
19:15-21:25	10
26th November 2020	10
10:30-12:30	10
19:45-20:45	11
28th November 2020	11
16:10-18:10	11
29th November 2020	12
15:00-17:15	12
22:15-23:30	14
30th November 2020	14
10:00-12:10	14
13:20-15:40	15
18:15-20:15	16
1st December 2020	16
09:00-11:00	16
13:00-15:20	16
17:40-19:25	17
2nd December 2020	18
11:00-12:30	19
13:50-16:00	20
18:50-20:15	21
3rd December 2020	22
10:00-12:15	22
14:15-16:05	22
23:00-23:40	23
7th December 2020	23
Evaluation	23
References	24
Bibliography	24
Appendix	26



[bookmark: _Toc58272816]Blog
[bookmark: _Toc58272817]Introduction
In this project, I will be creating a 3D scene animation of 20-30 seconds, themed on another project; a fantasy shop. The animation will be of a character working on a document. He will knock over an inkwell, which he will try catching before it falls off the table. Once caught, he will place it on the table, sighing with his hand supporting his head. After a few seconds the character stands up, taking the object and walking off the scene.
The software which will be used in this project is Maya; for creating the animation, GIMP; to create the storyboard, and Audacity; to modify the audio.
The rig being used within the project isn’t created by me, and is just being used to create the animation.
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[bookmark: _Toc58272819]Reaction Speed
The human body has a limit to its reaction speed. This is conveyed to us by FuseSchool – Global Educations[footnoteRef:1], as they explain about the human body’s reaction speed, senses reaction speed, variables impact this, and how the reaction speed can be measured. In this, they point out that the body has a delay in reaction speed, which varies depending on the source. This links into the animation, as it will affect the speed in which the character can react to the falling object, and still remain realistic. [1:  FuseSchool - Global Education. Human Reaction Time | Focus & Motion | Physics | FuseSchool. [Video]. Available at: https://www.youtube.com/watch?v=Ez4-Dt9AQQg] 

[bookmark: _Toc58272820]Storyboard
Story board don’t have to be beautiful. This is explained to us by Drasner[footnoteRef:2], as "A common misconception is that your storyboards have to look like polished comics...I encourage you to forget the platonic ideal of a storyboard." This shows us that story boards having to be beautiful is a false assumption. This links into the project, as it will impact the amount of time which is spent on the planning phase of the project. [2:  Drasner S. (2015). Practical Techniques On Designing Animation. [Online]. Available at: https://www.smashingmagazine.com/2015/06/practical-techniques-on-designing-animation/] 

Creating a story board is a key method in planning an animation. This is explained to us by Drasner[footnoteRef:3], as "Before you begin animating, you must storyboard. Storyboarding is a very important part of the process because it allows you to work modularly in your code, in scenes. It allows you to plan out timing. And it allows you to work backwards: to draw something and then slowly unveil it." This shows us that the storyboard is important, as it allows us to plan when events would happen, and how the scene changes over time. This links into the project, as it will affect how the animation is planned. [3:  Drasner S. (2015). Practical Techniques On Designing Animation. [Online]. Available at: https://www.smashingmagazine.com/2015/06/practical-techniques-on-designing-animation/] 

[bookmark: _Toc58272821]Pre-Syncing
Pre-syncing is an animation method which uses audio as a foundation for animation. This is explained to us by Falk[footnoteRef:4], as "Once you've recorded and edited your voice track, you can begin bringing your characters to life. What you have done is called pre-syncing. You've laid down dialogue that you will now sync your animation to." This shows us that the animation is built around the audio in order to line up both the audio and animation. This links into the project, as this method can be used to plan the scene and understand how long the animation would be. [4:  Falk, B. (2008). Music, Sound, and Audio Technology. [Online]. Available at: https://www.studentfilmmakers.com/news/article_1670.shtml] 

[bookmark: _Toc58272822]Body Language
Posture can convey information about the person. This is explained to us by Cherry[footnoteRef:5], as “Sitting up straight, for example, may indicate that a person is focused and paying attention to what’s going on. Sitting with the body hunched forward, on the other hand, can imply that the person is bored or indifferent.” This shows us that posture can be used to tell information on a person’s emotions. We can tell that this is true, when we compare it to what Han, Wong, Jung, Lee[footnoteRef:6] says, as “When one person is feeling sad, the body posture will generally react according to the emotion and shows a shrunken closed-up representation. On the other hand, If one person is feeling happy, the body posture will express openness and widespread limbs and show excitement.” This shows us that a person’s posture will shrink when a person is sad, and open up when feeling happy. This links into the project, as means that the posture can be used to convey the character feelings. [5:  Cherry K. (2019). Understanding Body Language and Facial Expressions. [Online]. Available at: https://www.verywellmind.com/understand-body-language-and-facial-expressions-4147228]  [6:  Han, E. Wong, C. Jung, K. Lee, H, K. (2010). Emotion Gesture Art. The MIT Press. 43 (3). P.308.] 

Hand can show a range of emotion. This is show to us by Cherry[footnoteRef:7] as, “A clenched fist can indicate anger in some situations or solidary in others.” This shows us that body language can be used to convey emotions. We can tell that this is, as if we compare this to what Han, Wong, Jung, Lee[footnoteRef:8] say, “The hands play an important role in expressing emotions in the absence of facial expression and vocal pattern.” This shows us that while hands might not show as much about a person’s emotions as a face or voice, they can still be used to understand them. This links into the project, as it means that hands can be used to tell the audience about what a character is feeling. [7:  Cherry K. (2019). Understanding Body Language and Facial Expressions. [Online]. Available at: https://www.verywellmind.com/understand-body-language-and-facial-expressions-4147228]  [8:  Han, E. Wong, C. Jung, K. Lee, H, K. (2010). Emotion Gesture Art. The MIT Press. 43 (3). P.309.] 

[bookmark: _Toc58272823]Animation Layers
Animation layer create a modular animation. This is conveyed by Sir Wade Neistadt[footnoteRef:9], as you are able to add onto an existing layer or overwrite the animation, without editing any of the previously done work. This links into the project, as it effects the work flow of the animation, making it easier to modify the animation, without ruining it.  [9:  ] 

[bookmark: _Toc58272824]Anticipation
Anticipation tells the audience about the next action. This is explained to us by Williams[footnoteRef:10]: “Because it communicates what is going to happen. The audience sees what is going to happen – they see the anticipation and so they anticipate it with us. They go with us.” This tells us that anticipation tells the audience tell the audience what’s going to happen next. This links into the project, as anticipation could be included within the animation to improve the animations quality. [10:  Williams, R. (2009). The Animators Survival Kit [Expanded Edition]. Faber and Faber. P.274] 

Anticipation is present in most everyday actions. This is explained to us by Williams[footnoteRef:11]: “Because for almost every action we make there is an anticipation. We think of things first – then do them.” This tell us that the due to us thinking, it leaves a delay in actions, which can be used to add anticipation. This links into the project, a it means that most actions within the animation could contain anticipation. [11:  Williams, R. The Animators Survival Kit. P.274] 

[bookmark: _Toc58272825]2nd November 2020
I did some research, reading about body language and facial expressions, written by Kendra Cherry[footnoteRef:12]. From this, I found how emotion is conveyed through blinking, stares, and how eyes change when feeling emotion. This will be useful to the animation, as it helps convey emotion. [12:  Cherry K. (2019). Understanding Body Language and Facial Expressions. [Online]. Available at: https://www.verywellmind.com/understand-body-language-and-facial-expressions-4147228] 

[bookmark: _Toc58272827]4th November 2020
I did some research into staging, after which I started planning the scene.
[image: ]
[bookmark: _Toc58272829]5th November 2020
I completed stage 1 and 2 of the staging. Stage 1 and 2 show the characters starting pose, and the character interacting with the object. Stage 2 may be removed to reduce the animations play time.
I made stage 3 the same a stage 1, showing the character returning to his original pose after interacting with the object, however, the object was mode closer to the tables edge.

[image: ]
I made a new character image for stage 4, to show the characters change in rotation. Stage 5 shows the character arm change rotation in order to support him, as he reaches out.
Stage 6 shows the character reach for the item reaching for the fallen object, with just their forearm on the table to support them as they fall with the object.
[image: ]
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I thought about the method I would use to create the animation. I decided to use audio to plan out where certain event would be on the timeline in Maya. I decided that I would do some research into the 12 principles of animation.
I added stages 7, 8, and 9 to the storyboard. Stage 7 has the characters forearm on the table. Stage 8 has the character place the object on the table, while stage 9 has the character show exhaustion, supporting their head with their hand.
[image: ]
[bookmark: _Toc58272836]12th November 2020
Stage 10 of the storyboard shows anticipation for stage 11, with the character moving their arms to the knees to support their self. Stage 11 has the character standing up with their hands on their knees.
[image: ]
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Stage 13 shows the character reaching to pick up the object. This was done using the perspective tool to modify the characters pose quicker.
[image: ]
Stage 14 shows the character holding the object, changing their direction to face the direction they’re about to walk towards.
[image: ]
Stage 15 show the character with their side to the table, about to walk away. The character was created using the flip tool to change their direction, and modified to change the characters appearance. Stage 16 has no character, to show that the character has left the scene.
[image: ]

[image: ]
[bookmark: _Toc58272840]23rd November 2020
I did some research into reaction speed and found a video by FuseSchool – Global Education[footnoteRef:13] on reaction speed. From this, I leant about the limitation with the body’s reaction speed. This made me think about the animation reaction speed, and whether it was realistic. [13:  FuseSchool - Global Education. Human Reaction Time | Focus & Motion | Physics | FuseSchool. [Video]. Available at: https://www.youtube.com/watch?v=Ez4-Dt9AQQg] 

[bookmark: _Toc58272842]25th November 2020
I recorded some audio for the animation. This audio will be used to understand when certain actions would be taken along the timeline in Maya.
When recording the audio, I recorded three separate recordings, each with different mic level settings; influencing the amount of noise the mic detected. Repeatedly recording while changing the settings gave me a range of different audio to choose from.
While recording, I used an item to create the sound of the item dropping, while using pen and paper for the characters writing. The finished audio has the character setting down, knocking the item off the table, sighing. Placing the item on the table after picking it up, then sighing. Then picking up the item before walking off, opening then closing the door.
I did some research, reading articles by: Sarah Drasner[footnoteRef:14]; learning about storyboarding, Bryant Falk[footnoteRef:15]; pre-syncing, Mary Skweres[footnoteRef:16]; lip-syncing and the animation industry. I decided to use pre-syncing in animation, as it will give me an understand of how long the animation will be. [14:  Drasner S. (2015). Practical Techniques On Designing Animation. [Online]. Available at: https://www.smashingmagazine.com/2015/06/practical-techniques-on-designing-animation/]  [15:  Falk, B. (2008). Music, Sound, and Audio Technology. [Online]. Available at: https://www.studentfilmmakers.com/news/article_1670.shtml Falk, B. (2008). Music, Sound, and Audio Technology. [Online]. Available at: https://www.studentfilmmakers.com/news/article_1670.shtml]  [16:  Skweres, A, M. (2006). Audio for Animation. [Online]. Available at: https://www.awn.com/animationworld/audio-animation] 

I found a journal article by Eunjung Han, Chee-0nn Wong, Keechul Jung, and Kyung Ho Lee[footnoteRef:17]; learning about emotions effect on body language. [17:  Han, E. Wong, C. Jung, K. Lee, H, K. (2010). Emotion Gesture Art. The MIT Press. 43 (3). P.308, 309.
] 

[bookmark: _Toc58272845]26th November 2020
I researched how I could get a character to hold an object, learning at I would have to use constraints, I started to create the scene and assets which would be used within the animation. The assets which I created were a chair, table, quill pen, and an inkwell. I decided to use a rig called “goon” for the animation. After the assets were created, I readjusted their scale to match the character.
[image: ]
I decided to recreate the ink well asset with a better one, making it more detailed and easier for the character to hold. I did this, as I didn’t know whether it would be simple to replace this object later.
[image: ]
I created two locators, and used a parent constraint on each locator and the new object. By selecting the constrain, I was able to decide whether the locator influenced the objects position, allowing the character to drop or pickup item based on the constraints settings.
[bookmark: _Toc58272848]28th November 2020
Creating a simple pen for the character, I assigned parent constraints to it and two locators; One in the characters hand allowing it to be held, and the other so that the pen could be dropped in a designated location.
[image: ]

[bookmark: _Toc58272850]29th November 2020
I imported the animations audio into Audacity, so that I could listen and decide upon the best recording to use. All the recordings were under 45 seconds, however, there was a gap at the start and end of the audio, due to recording alone.
[image: ]


After doing some research, I began removing unneeded parts within the audio, and increasing its volume so that actions were easier to hear. While doing this, I split the audio, so that I could increase the volume of certain parts without effecting others.
[image: ]

I imported the audio into Maya, giving me an understanding of when certain events would occur along the timeline. I started working on the writing animation, moving the character hand, while ensure that the eyes were following the pen.
[image: ]

However, as the eyes weren’t always visible when following the pen, I made it look past the pen, while still following its general location.
I added poses throughout the animation, selecting all of the keys and saving them once I was happy with the pose, ensuring that the poses weren’t affected by future editing.
Creating the character sigh, I added some facial expressions and body language to the animation. However, I found that there was a problem where parent constraint wouldn’t be affected by the timeline, remain the same throughout the animation.
[bookmark: _Toc58272853]30th November 2020
I added some poses within the animation timeline, selectin all of the controls before creating a key, so its unaffected by future editing.
The animations which I added were:
Character sighing.
[image: ]

Standing up to leave room.
[image: ]


Reaching to pick up dropped item.
[image: ]
I added the walking animation to the scene, in-line with the audio.
[image: ]

I added some poses for the character knocking the item off the table. I watched the animation, and found certain part of the animation were too fast, negatively effecting the animation.
I fixed an issue where the character actions weren’t in-line with the audio, as the character was dipping a pen when there were sounds of pen writing on paper.
[bookmark: _Toc58272857]1st December 2020
Improved the quality of the walking animation by raising the character feet when he’s walking, and changing the waist and should rotation; each in opposite directions.
After doing some research, I found that the central controller wasn’t supposed to move with the character, and decided to edit the animation to fix this. 
While working on the object movement, I found that the object couldn’t leave the character’s hand, without removing the pen from the animation.
[image: ]


After doing some research, I managed to get the object to follow the characters hand. The problem was due to the keys being set through the object and not the constraint. Through this constraint, I could set which locator the object was following; the hand or the other locator.
I encounter an error where the objects movement keys, which were intended for their own animation layer, were in the base animation. When I tried moving these keys between layers, it would break the rig.
[image: ]

I found that the pen object was slightly off. I fixed this by deleting the animation layer. I updated the object movement, adding it to the characters hands as he walks off the scene.
[image: ]

[bookmark: _Toc58272861]2nd December 2020
I found that the hand was moving through an object within the scene, negatively impacting the animation. After fixing this, I improved the ink dipping animation by making it dip into the ink well. I improved the animation of the item being knocked by making it so that the pen was pushing the ink well off the table.
[image: ]

I noticed that the ink well was moving when the character wasn’t interacting with it, so I added some keys to keep it in place. However, although it would return to its original position, the object still moved. Checking the constraints, I found that there was nothing wrong.
I improved the ink wells animation by changing the rotation as it was being pushed off the table.
[image: ]
I did some research into animation layers, finding a video by Sir Wade Neistadt[footnoteRef:18] that demonstrated how they’re used. [18:  Sir Wade Neistadt. (2020). The Secret Animation Workflow You Should be Using. [Video]. Available at: https://www.youtube.com/watch?v=7dAzk2oeQoA] 

Through reopening the project, the problem concerning the inkwell fixed itself. I started adding character emotions to the animation, adding them to a new animation layer.
While looking at animation layer settings, I found two settings; additive and override. Depending on the setting, any changes made on these layers would either add onto, or override pre-existing animations. I increased the size of the keys, to make keys within the animation layers more visible.
[image: ]

Within the new override animation layer, I changed the angle the characters hand was at when writing.
Created a new override animation layer for facial expressions, importing all of the facial expressions done into the new layer, before doing further improvements to them.
[image: ]

[bookmark: _Toc58272865]3rd December 2020
I looked at some real-world inspiration, so see how I could improve the writing animation, making it look more realistic. I found a video by ASMR Dream More[footnoteRef:19], and comparing it to the animation, I found the animation needed to cover less distance and be slower. [19:  ASMR Dream More. (2020). ASMR • Handwriting Russian Love Letter • Feather Pen, Dip Pen, Old Paper Sounds | No Talking. [Video]. Available at: https://www.youtube.com/watch?v=_7qJb7bV3zs] 

I also found that a quill pen could cover multiple lines, before needing dipping. This would influence the animation, as it would change whether this part of the animation was realistic.
I edited the left hand, making it hold the paper still, instead of remain still on the tables edge.
I updated the eye animation, making them follow the pen in the new writing animation, saving the keys in a new override animation layer.
[image: ]

I added an arc movement to when the character goes from writing to dipping the pen, adding anticipation to the animation.
I created an additive animation layer for the character writing, making the hand change rotation to show the character writing. The rotation of this would return to its original rotation when the arm stopped moving horizontally. However, as the rotations were too wide, I decreased the weight value; decreasing the additive layers effect on the base animation.
I found that the character was writing too fast. To fix this, I changed the distance the hand travels, and updated the eye movement due to match the pen movement.
[image: ]

I updated character expression, so that the character looks angrier while walking away.
I researched into anticipation within animation, learning more about it from the Animator survival kit[footnoteRef:20]. [20:  Williams, R. (2009). The Animators Survival Kit [Expanded Edition]. Faber and Faber. P.274
] 

[bookmark: _Toc58272869]7th December 2020
Using OBS, I recorded the animation[footnoteRef:21] and uploaded it to YouTube. I used this method, as AVI formats cannot be uploaded to YouTube. [21:  [See Appendix 2].] 

[bookmark: _Toc58272870]Evaluation
The animation shows use of anticipation; hinting at the next action, and facial expressions and body language; convey emotion. However, the animation could be improved by including more anticipation within certain actions. Pre-syncing has been used, aligning actions with audio; improving animation quality.
The animation could be improved by including eyelid movement; conveying emotion, and use of the graph editor; adding diversity to the flow of the animation, changing how the animation moves.
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