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Introduction
For this assignment, it will be a great opportunity to expand my skill level on Maya 3D, it is a software I need practice with and this assignment will boost my enthusiasm for learning what I can achieve with 3D animation. 
Initial Ideas
1. The Dragon Model has been selected to try a flying rig. This idea came from watching the TV show House of the Dragon. As House of the Dragon has a lot of CGI dragon battle scenes, it shows how effective a computer animated dragon model can be and has been influential on this project. Other options could include the dragon's mouth opening and closing, or a dragon claw lashing out for attacking a person.
[1] 
https://www.youtube.com/watch?v=-S6mbgDd8bM
[image: ]





Dragon flying scene from House of the Dragon
[2]
[image: ]

2. Bat flying – as dragons can be difficult to animate compared to a bat, it will make for a good counter model to do instead of the dragon, as it could be too time consuming. 
[3]
[image: ]
3. Horse Galloping – a galloping horse is something that has been done multiple times in different forms of animation styles dating back to early 1920s, it is the one creature that has the most amount of research on for animating advice. This animated sequence was created by Eadweard Muybridge in the 19th century [4], and it is still being used today for inspiration.
[5]
[image: ] 
4. Spider – A moving model with eight legs would be a challenge to make, so a spider would fit this category nicely.
[6] [image: ]
Main Goal
For this project I want to have the animation clips to be 3D rather than 2D because I want to get more experience with using Maya. As this software is complicated, I want to see what it can be capable of when I get to understand the various tools and improve my previous walk cycle projects.
Animation: The Mechanics of Motion 
In this book written by Chris Webster it shows the after actions in animations, a technique that did not accour to me when originally creating these scenes. The best example is the Need a bigger boat clip. The second after the whales submerges, the water has a ripple effect. As when any fish comes above the water level and go back under, the water does not stay still it reacts to the impact and ripples are formed ar a result. [7]

Five Animation Shorts
1. He’s Using the Trees https://youtu.be/ErWtGEiVzek 
This idea of a hunter hunting down its prey is inspiring because I can do a creature on four paws tracking a human on two legs which will cover both an animal and human walk cycle. 3D Maya will be the software of choice. 
[image: ]
In the first year I made a simple walk cycle, as it went well, I want to push myself to a character running alongside trees with a werewolf of a bear jumping across each tree chasing him. This sequence sounds like a challenge, a big step up on my previous assignment, and that is why I want to make it. 
[image: ][image: ][image: ][image: ][image: ][image: ][image: ]
When it came to animating this scene; Maya only allowed one rig cycle in the sequence, so when I added a walk rig to the werewolf model it deleted the human rig and all the keys in the human model. This was frustrating as I spent 2 days getting this character to run properly and then it was in a second, so I had to re-animate the human character again from scratch. Unfortunately, the Werewolf model must stay static, so to get round this problem I decided to make the trees bend and squash when the Werewolf lands and jumps off them to disguise the issue of the non-limb moving creature. 
2. There is No Spoon https://youtu.be/-cwB43x7J18  
For this scene I can have a spoon that is a wand in disguise and when a spell is cast it transforms into a fork or a knife. This will be created in 3D Maya.
[image: ]
[image: ][image: ][image: ][image: ][image: ]
The sequence of events shows the spoon firing and knocking over the pillars to cause a domino effect which rolls a ball around the area to knock over a cylinder and that rolls over to the main character. This sequence comes round full cycle to show the magic of the spoon and the bending ability of reality. 
[image: ]
[image: ][image: ]
[image: ]
The last object rolls across the floor in navigating different positions that would not happen. This option was chosen because the scene would be unrealistic, as the spoon is not supposed to be a spoon. The audience does not need to think the domino objects are genuine, normal objects. As it is animation, the purpose is to suspense disbelief to make it unique and unusual.
3. Set Moves https://youtu.be/80unmmY3CCA  
This one is a simple walk cycle; I can do this to get more practice on making walk cycles to show how I have improved since my previous project. I am going to try and make the arms swing back and forth when walking to give a naturalistic look using secondary action. The animation will be created in 3D Maya.
[image: ]
[image: ][image: ]
The created scene features a human character walking with a plane flying above them. This sequence not only has a better walk cycle but includes more realistic environmental objects such as dust bins and a plane to give impact and to develop skills with the software. These objects came from the Maya Content browser.
[image: ][image: ] 
As the character’s walk cycle speeds up at the end, I decided to have the ground move in the opposite direction like a treadmill, so the quick walk moment makes sense, his was selected to show two different types of cycles, a normal even walk cycle and a running cycle in one sequence. The running part was difficult to animate because the leg movements are slightly different to the walking cycle. And having the ground move, it shows another animated object in this clip along with the plane and the main character. 
4. We Need a Bigger Boat https://youtu.be/guFKEBGXPXs 
This task sounds like a real challenge because it requires two objects and one will be eaten by the kraken. This will be fun and challenging at the same time. For this task, I will be using a speed boat from the Content Browser and a Shark, dragon, or dinosaur object for the villain. The shot will playout with the shark chasing the speed boat and eating it, and then it spins round and either eats a cat or something else. 
[image: ]
[image: ]
[image: ][image: ][image: ][image: ]
When animating this sequence, I decided to scrap the cat part because it made the sequence too busy for the 8-second run it was playing out. When watching it, any new viewer who had not seen it will not understand what is going on, so the cat part had to be removed. 
[image: ][image: ]
The rather annoying thing happened when animating this sequence is the shark itself. The quick rig on it was always visible when I exported the sequence, so the surprise element of the shark eating the boat was always expected. To fix this problem, I decided to re-do the shark and take out the quick rig and have the shark simply rise and take the first boat and have a whale eat the second the boat.
 [image: ][image: ]
I prefer this option because it is a slower sequence, and it gives the viewer enough time to understand what is happening on screen in a single viewing. By having two different animals on screen it gives the sequence more life, the addition of having the sea added a lot to the environment of the sequence, by telling the audience where it is taking place and it clearly explains the outcome of the scene. 
5. It’s Alive: https://youtu.be/wRJyVyQGxww 
This idea can be a zombie walk cycle or a completely original monster that has its own unique walking trait; it could be a mix of an ordinary human walk and a zombie walk as one. This will be created in 3D using Maya.
[image: ]
[image: ][image: ][image: ][image: ][image: ][image: ][image: ]
As this creature is supposed to be like a zombie, I wanted it to walk in an unusual way and have it bend forward and backwards to show its unusual behavior. Animating this creature was a fun process, having it walk and then fall forwards and back up is entertaining to watch and shows it is not a normal human. Having the main body twist one way and back the other way shows the unnaturalness of the creature giving it that “how is it alive” vibe which is the main aim of his chosen clip. 





Sketch figure Drawings for 2d animation ideas
[image: ][image: ][image: ]
[image: ][image: ]
Show Reel: https://youtu.be/P300ysLSWT0
[image: ]
The show's reel runtime ended up being 39 seconds. This is the timeframe that’s required for the project, and as it fits this, there’s probably not much else I can do with these animations. 
[image: ]
Conclusion 
In conclusion, this assignment has gone well and has turned out better than expected. If it came to doing this assignment again, to up the skill level; one of the clips would be drawn in 2d animation. Now that using Maya has become easier, expanding my skill knowledge with 2d animation would be the natural next step and a strong way of progressing into walk cycles for 2d cartoons instead of computer-generated rigs, and it would show the different quality of animations that are possible on this course. 
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