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With my Independent project in mind, I picked ideas that I could expand upon and research. Considering my project is Intended to be a Fashion show, clothing , materials and physics would be an essential component. Therefore, I decided to incorporate some research into Houdini.  Ncloth in maya, though useful for simple clothing, wouldn’t be as efficient. I wanted to take this opportunity to familiarise myself with the software to make the process easier down the line.  
As well as garments, the models themselves are an integral part of the show.  I was concerned a walk cycle would be too simple. However, after analysing various primary and secondary refences I realised there was much more to a walk. The gate and subtle changes in pose, timing and weight can carry drastically different emotions as shown by this example, [Blaire, P (1949) Advanced Animation. Walter Foster Publishing]  Here
A model on a stage has only a few seconds to sell their performance and their personality. I wanted to get this personality across in my work as well as well as make the movements feel intuitionally exaggerated and performative.
From previous work I have an idea of where my animation skills are lacking. I wanted to focused on realism and believability here and prefect that basics such as timing, arcs and holding poses. Moving away from the more complex dramatic scenes I have done in the past. I felt this would helped me advance my core knowledge on animation and therefore implove my Overall animation quality.  


Time management 
Once my main topics of research were established, I began setting out a time table for myself. I had the basic stages planed in advance though additions and notes were made as I progresses. I would often need to edit this plan as things wouldn't take the expected time to complete. 

Research - rig
To begin, I gathered various free rigs and compared them. The best one I came across was a PsyLocke character model. Rigged by Truong. Animation by Ton Tuan Bao Long. It had an Ik/ Fk switch on the limbs and various hand controls that allowed for easy finger animation and posing.

It was at this point that I thought about creating a walk cycle with a creature that has unconventional legs e.g blade legs, goat legs. This would give me the opportunity to explore that inhuman side to my IP and understand how a character would move in accordance with their inhuman legs. This would be difficult to do as I would need to mix human and animal references to achieve a realistic fantasy creature. 
This is where the idea for floating limbs comes in. In my earlier concept art I designed a character with dethatched pointed blade-like legs and decided it would be a worthwhile challenge to attempt this. 

I was largely inspired by Viktoria Modesta | Prototype Dark Dance for the design

With the movement itself, I wanted to achieve an almost magnetic effect. The legs and body would sort of float above each other like two magnets repelling and attracting each other. The legs would move first then the boddy would sort of pull after it in theory.
I  looked at the movements of various LegaueModels  , specifically kayn’s scythe as it has a similar offset drag effect when it swings. I also studied the character Camille. She is beaned on two scissor like legs which helped me better understand how the body might move and shift wight to accommodate them.

From my various inspiration and references I created a rough 2D sketch to aide in animation later. Using photoshop, I separated the torso and legs into two movie layers. This made it simpler to offset the two slight to create a floaty effect.

3D Animation
I then begin research into methods of achieving this in 3D. This research took up a large amount of time, but it was worth it given the number of skills and tricks I learned from it. 
First, I went right into rigging using the psylock geometry as a premade base. I wanted to separate the legs form the torso and add deformers to the body for a squash and stretch effect.  I realised early on I wouldn’t have the time to rig a model myself. Though I did follow along with tutorials to learn the basics, I was often running into issues I was finding hard to fix. I decided to call this a learning experience and move onto other ides.
	I also realised the squash and stretch ide wasn’t that useful as manipulating the existing torso controllers gave me the same effect. 
I then tried simply cutting the mesh at the thighs. This gave the desired look however it lacked that floaty effect I was looking for. The distance between the leg and the torso was equidistant and the two halves couldn't move without influencing the other even. Even when using a ik/fk switch, though I was able to move the torso further away from the legs, the geometry was deforming and hard to work with.
Finally what ended up working the best was the following. I animated as normal using the Psylocke rig, then when done I duplicated the whole thing. I split the body and the leg geometry by hiding select parts rather than deleting them. This meant the whole rig was still there and posable so I could line up and match the animation of the feet to the thighs even while separate.  I had also tried parent constraining the two but realised this was unnecessary since the animations lined up regardless.
From my research I knew there were cleaner methods of doing this. The set-up time would pay off for a simpler process however this worked for my purposes, I intend to attempt this again potentially using sdk and sections sets.

Overall achieved the desired look, however there as some issues I can make out right away. I keys the head global so that it would face forwards and not be too influence by the body and shoulder sway. This however meant her head ended up too stiff and any attempt to add life too it looked too dramatic. The arms are too fast and floppy in comparison to the hip sway though the shoulder move I feel was done smoothly enough. 
 My amin focused was the legs and lining the knees up to the thighs. I wanted her to appear as if she was floating above her own legs but followed them enough to feel attached. When she swings into a step or lands, her body overshoots and sways past where her legs would have stopped.

Primary ref

To further my animations believability, I decided to film some of my own reference videos. This gave me much clear understanding of how each pose fed into the next. Creating my own references, I could better control the camera angle and kind of shots I wanted rather than trying to find a secondary source that was close enough. 
I asked my model to walk in various “emotions” , asking her to walk towards me like she was furious about being there and so on. This made the changes in walk cycles more apparent when paired with a feeling.  For example, when angry, her feet cam down harder, her head was more still, and her arms lacked flow. 
This also helped me when it came to subtle variations. To make a walk more believable, the arms wont swing the exact same way with each step nor will they follow echoer perfectly.
It was challenging to work with another person and explain the exact move I was looking for. However, though trial and error we achieved some solid references. I kept the filming light heard and enjoyable to get more organic, confident movements. Things tended to flow better when stress and seriousness were kept at a minimum. 
	 the weather was cold and made it difficult to get good walking shots and the large coat would obscure most of the body. I manged a few shots without the coat at my models expense.


link to all referance videos

Pose breakdown – Walk cycle 

I drew over the main three I liked the most using techniques form the animator's survival kit. [Williams R (2001) “The animator's survival kit”]
Shoulder Sway last – from this reference I got both the main timings for the walk cycle walk and light. Using my understanding of anatomy, I drew over screenshots of the video. The head will always line up with the foot that has the most waight on it. I paid attention to the angle of the shoulders and  hips finding that they lined up I'm most frames

SideWalk_silly. - this was an accidental shot where the model kicked my camera for fun. I ended up likening it and keeping it. The body is a little of balanced and her foot doesn’t go up very hight, but I liked the naturalness of it. 

Successful_Stomp – this was one of the last videos and by now my model had loosened up and was more confident stepping into the model walk I was looking for. I used this one to key out my “pushed poses” Walk and the stomp. 



Walk step and turn– 3d 
Here is one of my final animations, 

My machine wasn’t powerful enough to render a my work. So I lit up the scene and, hid the controllers and with a few setting changes I was able to fake a render using a play blast. It took some tries to retain the quality and make the sequence playable.
The process of aniamtion was greatly aided by my breakdown and I found myself following a strict process rather than just keying anything. First, I posed each key and pass pose in stepped. This was a perfect opportunity to use aniamtion layers. Ideally, I would have duplicated my aniamtion layer before putting it in splines. 
I also waned to sperate arms, legs and torso to their own layers for convenience. However, the aniamtion layers kept giving me trouble, refusing to key and crating overlap keys that wouldn’t override. 
 
Then I move onto the kick animation. I liked the idea of her kicking out towards a camera that then shatters and shakes form the impact. OfCourse I didn’t end up doing this but I still liked the idea.
The leg stomp was hard to achieve, at first it felt too fighter and not enough model. The arm was too high, and the movement was too planed and deliberate. I feel a model will be sure on her feet, but a fighter will be focused and plan her movements. She knows where her pose ends. I wanted to remove that; I wanted her to feel more of an elegant model very aair of the camera. By making the impact of the foot more overshot, unbalancing the right foot and generally lowering the arc of the leg sweep achieved this.
I animated the arm poses next, then pushed the pose and the overshoot using the torso manipulators to twist the body. I had to be careful not to overdo these movements. I struggle with timing often and holding poses and I feel I did a much better job here than usual.
 I achieved a snaky sassy shoulder movement, I liked it but it worried it would come across as too floaty or an unnational jitter so I smoothed out the movement. Hair was last, I used it to extenuated the momentum of the action.

Finally, I mixed the kick aniamtion with a new walk cycle. This time I tried to achieve that angry look rather than the elegant flowing one shown previously. This was difficult to do, and I went through a roundabout method to get it to work. Though they were both done on the same rig, the animation wouldn't copy across. To get around this I thought about two methods.
	 One was to simple cut the work renders together in after effects however every attempt was much too far off and didn’t look right. 

I ended up referencing in the kick file and keying the viability at around farm 150 to transition between the animations. This worked well hoverer looking at the render now I realise the arms and hair starting positions are slightly off. I could have remedied this by being more careful with my line up or speeding up the transitional frames.
Overall I find my timings here to be a little stand though I did my best to keep a flowing arc through most movements.
