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Textures

In my fight scene animation, I wanted to use the same Aang rig but wanted to be able to tell the difference between the two characters (good vs evil) so that it would be easier for the audience to keep track of who's who as it would get confusing if they looked the exact same. 

So firstly I went into the Hypershader to adjust the colours there but I felt I didn't have as much mobility to adjust the colours how I wanted so I decided to take the original texture file that came with the downloaded rig and took it into photoshop and made adjustments to reduce the saturation and using selective colour to make the arrow a darker shade, doing some minor paint over to make sure there were no strange overlapping of colours.

I then went back into Maya and imported the rig and applied the new texture, however, I came across an issue where the new texture was translucent and this caused a strange look in the model especially in the mouth area. 

So I searched for a solution online and came across this forum which had the answer I needed. I just needed to go into the attribute editor and break the connection which fixed this!

I then repeated this process for the eyes, and then went back into the Hypershader to edit the clothing as these were just pure lambert materials with a simple colour on them. 



Scene


To create the set, firstly I quickly modelled props and the scene in a different Maya scene (making sure to freeze transformations and delete the history on the objects). I did this so that I could reference in the geometry into the Maya scene I was animating in. By doing this it helped me organise everything easier and so that the final scene I was animating it would have less information in it to help the computer run Maya smoother. 

After referencing in all the geometry I then put in the lights, camera and characters and organised them into groups in the outliner, this way I know where everything is.

When I get everything put in place I have a rough idea of what will be shown in the final shots, so I tend to not be too fussy with how things look outside of those camera shots, this way I'm not trying to perfect something that will never be seen, my main purpose is to just get what the audience will see looking nice and everything else can be messy. 

As I continue I may change how the set looks (lighting, object placement, etc.) so that I can create nice composition in each of my shots but for now I have the main bulk of preparation done. Now I can move onto the next step. 



Rigs
I decided to set up the rigs before I began animating, this way I would have an easier time working on this animation if I take the time early on to make everything I might need easy to access.
	



I used the AnimSchool Picker so that I could create an easy and UI friendly-looking way of having easy access to the rig's controls. By doing this, I could use the picker and hide the curves on the character model as I prefer to see the character plain with no distractions so I that can just focus on how the character is moving. 

To start this process I took a snapshot of the character model and then added that picture into the picker and started to add in buttons for each of the controllers and placing them on the image in a way where it would be easy for me to understand what each button controls what. 
For the 'evil aang' character instead of spending too much time on making the picker all over again I only had to retake a snapshot and just simply update the buttons so that it would parent the curves on the 'evil aang' rig instead of the 'normal aang' rig.

I did process continuously for all of the character controls (body,clothes) on both 'normal aang' and 'evil aang', double-checking as I did so to make sure that I wasn't missing anything and that it was all connected properly. 

As well as this I also grouped some of the major controls using the aTools plugin (now changed to Animbot), to give myself extra options if I wanted another way to quickly click on a group of controllers and set a keyframe on a section of the character that I was animating. 

With all this done,  I can finally dive into getting the key moments down and planning out the animation fully in the 3D scene!



Starting
 I began by first doing the first base pose. By doing this it helps give me a good idea of how the characters are going to transition into the next part of the animation and where they will move next, it also makes it more motivational to work on and puppet the characters around and allows me to come up with better poses than if I was to begin to create the animatic in their basic 't pose'. 
For both of these poses, I didn't worry about working on any facial expressions or exact hand positions because I just wanted to get down the main idea of what the pose will look like and later on when I come back for a second pass, I can refine the poses more and make sure that everything looks neat and clear, which includes stronger curves and gestures and any adjustments on where the character is holding their weight.
 In my animation, I want to make sure that all of my shots look good and by having clear strong poses I can help achieve this, so I try to avoid any exact symmetry especially in the arms or legs because if it's all symmetrical it tends to look fake and unnatural so I want to avoid this as much as possible by breaking up the poses symmetry. Throughout all this animation I want to make sure that I'm thinking about what the characters are feeling and thinking which will help me make decisions in the body language of the characters, and because I'm trying to get into the mindset of each character, the way they move will feel more human and natural. 
As of now in these first poses, I feel like I'm lacking that idea on what the characters are feeling, but I think this is because I haven't yet started fully on the animatic and I haven't got a full grasp on the motivation behind both of these characters, but this will change as I keep going and then I can get a better idea on what I want the character to be thinking and again adjust to make sure I sell that to the audience.
In going through and making the key poses, I want to be thinking about the camera shot I want to use, this way I can make sure that my pose looks good from the most important angle and not worry too much if it doesn't look great from a different angle that we may never see. By focusing on trying to get it to look good at certain angles, it also allows room for me to break some rules in basic human proportions or anatomy, because there may be cases that by doing this, it sells the gesture better. 
I know that I want a more birdseye/fly on the wall shot to open up the animation so that it helps establish the scene and the two characters and by looking at the poses like this, I can already see that I want to adjust 'Normal Aang' because the pose isn't as strong higher up compared to how it looks closer up.


Animatic

Firstly I wanted to plan out my animation before I started work on it so firstly, I made a quick set of notes writing down my ideas for this short animation and did some quick sketches to help me visualise the main things I wanted to happen. 

Then using the base poses I created earlier on, I created a rough pass of the animation using Maya's Grease Pencil tool, which lets you draw overtop your scene. I like to use a mix of moving around the 3D characters and using the Greaspencil to plan out my animation because I find it helps give me a better idea of what I want when drawing out the movements if I have the characters moving around the scene at the same time, it feels less like a blank sheet. 
Creating this rough animatic is an important step in my work as it lets me plan out ahead without fully committing to anything just yet. It also helps me to get the main beats and timing within this animation and what the camera shots are going to be. 
However I came across an issue where when I would create a new frame to draw over, the viewport would go completely black and I wouldn't be able to see anything, so I searched for some keywords online and found this forum that suggested to change the settings in the viewport. By doing this it stopped this issue from occurring and I could keep going using the Grease Pencil tool, and after I was done I simply changed the settings back to what it was originally. 
There were some key things that I knew I wanted to do that I could get down in this rough version, firstly I wanted to establish the scene and characters so its why I started with a birdseye shot but I also wanted to establish the two characters so to do this without cutting the camera too many times, I plan on creating an effect where 2 close up shots of both the characters come into frame. Similar to what is often seen in Spider-man: Into the Spider-verse (2018) and recently in Raya and the Last Dragon's teaser trailer (2020). 

I also knew that another key moment was I wanted 'Normal Aang' to have a hero moment with the doorway outlining his silhouette. But to do this I needed him to cross the room, and I wanted this to be a bit more interesting/ exciting and I needed to set up this moment so that it would have a bigger impact. So to achieve this firstly I have placed 'Normal Aang' on the right side of the room, along with the shots keeping that consistent (this also avoids confusion in the audience if they kept flipping places constantly) up until he flips over 'Evil Aang' and lands on the other side of the room. By doing this it hopefully accomplishes two things, it means that now he's on the left it feels more balanced, as we tend to read left to right but it also shows that he has literally flipped the situation in his favour. And from doing this, it helps create a more heroic moment because he has achieved a small win within this situation. I want to be able to slip in these subliminal queue's to help influence these moments so that it creates stronger moments in the animation.

The way in which the characters move and interact with each other I also want it to reflect the character's personality but also have them contrast against each other. So for example 'Normal Aang' will tend to duck and dodge and whereas 'Evil Aang' will be more confrontational and head on which I hope to show in examples such as 'Evil Aang' kicking the table and 'Normal Aang' jumping out of the way instead of blocking it or kicking it back. 
By them having opposite ways in which they express themselves, I hope it will help sell the idea that they are against each other by having them each conflict with the other in all they do, whether its facial expressions or the way they choose to react. 

The next stage after creating this rough pass is I will now go in and create the key poses and key bits of animation, using a mix of both pose to pose and straight-ahead animation and work my way through it.


Process

Throughout the animation, I wanted to make sure that it felt as fluid as I could get while using stepped keys, so I would often squash and stretch the characters and deform the models in order to create this effect. For example, when 'Normal Aang' jumps up and onto the table: 

When in a single frame like this it looks very strange but I know that it will not actually be perceived as if the model is being deformed but more like a motion blur instead because these stretches only appear for a short amount of time. 
In this jump section, I also applied another technique where you show the impact happening twice, this way it has more of a punch to it and makes it very clear to the audience what has happened. So what I did was just as 'Normal Aang' was landing on the table, I changed to a different shot where he lands again. So even though in the first shot he has technically already landed on the table, it just creates a better snappy feeling by doing this technique. 

Another instance where I distorted the character models heavily is in the moment where 'Normal Aang' lands after flipping over 'Evil Aangs' shoulders. The reason why I stretched it here was as well as trying to create more motion but to also help guide the audience, by showing 'Normal Aangs' trailing behind in the direction they just were it hopefully helps establish what's happening, which is important especially as these frames are the first things seen in this shot change so I want to avoid confusing the audience as much as possible. 

Also in this animation, I was able to create smear effects with the staff rig and this really helped show the speed and movement I was wanting to create.

For the run-up into the leap, while working on it, I ended up redoing a lot of this because when I first tried it felt more like stomping and didn't have the effect that I wanted. So I looked at some examples in other animations for how they created a run, specifically looking at Frozen 2 (2019) and from analysing clips I could see how I could improve my own animation. I could see that they lifted both legs off the ground and had clear back and forth arm swings that I was missing from my own animation, and taking this information in I was able to create a better running motion. 

For the split-screen part of the animation, I placed in two separate cameras for the facial expressions and playblasted it.

Two different shots separately: 


Then once I finished animating the rest of the scene, I went into Adobe Premiere Pro, and added in the split-screen effect, following along with a tutorial and creating a simple animation sliding these two shots into frame. Then I simply exported the video!



Referencing 

 For the majority of the time, when creating the parts of the animation, I would often act out the movement in order to get a better understanding of where the weight is and what I should exaggerate. By creating references myself, it meant I didn't have to search online looking for the exact thing when I could just do it myself.  For certain movements, I would struggle with, I filmed myself so that I could look and pick out each key pose in the movement. 

By doing this, it meant that I didn't have to guess everything and I could create more believable animation because I was basing it off of real life.
However, I couldn't act out everything, especially the hand flip, so I looked on Youtube for videos of people doing a similar flip and was able to use that and apply what I saw into my animation and adjust as needed (for example they were flipping from the floor whereas my character was doing it from another person's shoulders).

Final Anim
Overall, I feel as If there's a lot that I would have liked to clean up and refine further (for example getting the hand and finger positions done and creating more keyframes) so that I could create smoother and better animation. 
I feel as if there are areas that I could improve on, such as the timing as it feels a little too slow for me and I think the slow-motion effect during the flip doesn't read very well so I reckon that could be made to be more obvious and better executed. I also would have liked time to put in lights and render out this animation properly. 
However even though there are areas in this scene I don't think work well, I still think that from doing this and doing a longer scene like this I learned a lot and found I really enjoyed creating the different camera shots and I was able to find what I'm good at what I'm not so good at. I pushed myself a bit further from my comfort zone because I found I tend to do quite passive/static animation so I wanted to have a challenge for myself and I want to keep experimenting with different scenarios and play with animation more often! 
Link to blog: https://aanganimationfinalassesment.blogspot.com/
Link to final animation video: https://www.youtube.com/watch?v=UZerHgBqFqA



Resources
Free download of the Aang Rig: https://gumroad.com/l/CFLLU
aTools website (retired): https://camiloalan.wixsite.com/atoolswebsite
animBot download (the new aTools): https://animbot.ca/home/
AnimSchool Picker download: https://www.animschool.com/DownloadOffer.aspx

Tutorials 
Basics of AnimSchool Picker: https://www.youtube.com/watch?v=gTUe1YbPAPk
Review of the rig (Jean-Denis Haas): https://www.youtube.com/watch?v=ntudO1Dy1s4
[bookmark: _cfsix94hbvqb]How to use Keyframes in Adobe Premiere Pro CC Tutorial (Learn Animation Effects)
https://www.youtube.com/watch?v=rciIPGhQjqQ&t=30s
[bookmark: _bub9sn60ihv6]Sliding Video Transition in Premiere
https://www.youtube.com/watch?v=gsdsdMmcX14
[bookmark: _12c3cy3bmemu]How To Create Split Screen Side By Side Effect In Adobe Premiere Pro (Tutorial)
https://www.youtube.com/watch?v=PIHAlaYtakU
[bookmark: _pia5lo7hh457]BEST Export Settings On Premiere Pro - HIGHEST QUALITY
https://www.youtube.com/watch?v=IvNf6La5d1c

Forums
Reddit forum about transparency texture issue:  https://www.reddit.com/r/Maya/comments/9qg7cg/how_do_i_turn_off_transparency/
Reddit forum about viewport issues:
https://www.reddit.com/r/Maya/comments/ap7dt8/viewport_screen_is_completely_black/
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[bookmark: _qtw1cyul67f1]Learn Front Handspring Easy by Turning a 360 into a Front Flip with Hands
https://www.youtube.com/watch?v=Dx75Q0A3V5A&list=PL27YhHfgGeTacxvTetCtROvRug6iAvX7t&index=8

[bookmark: _5sfqdrbs4idx]How To Do A Front Handspring
https://www.youtube.com/watch?v=-7xDEofsjrI&list=PL27YhHfgGeTacxvTetCtROvRug6iAvX7t&index=7
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