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For the advanced character animation, I was tasked to construct a single or series of self-directed animations that specifically ranged from 20-30 seconds. After careful consideration, I decided that I kind of wanted to do a collection of animations rather than just one, this particularly was largely done as I kind of wanted to test the chosen character animation rigs with different scenarios. Overall, I decided that I would essentially do three different animations, which would give me a bit for all intents and purposes more diversity to play around with some different animation, to see what I could use for the advanced character animation in a way that allowed me to try different scenarios with the character rigs. I will specifically say that I for the most part feel that I mostly have not pushed these animations to the best of my ability’s due to poorly laying out my schedule over this year’s modules causing my work to sufferer and will generally be something I must better prepare for in the future if I am to be able to give in work that I am proud of and will definitely be of the quality of standard that it should be. All the character animations used were done on MAYA and the rendered as JPEGS then taken to Adobe Premier to be put together and edited into the character animation reel before it is exported as an AVI and put on a disk to be presented for this module on Monday 3rd December  
These animations would specifically be done using online rigs rather than making our own. I, for the most part, decided to use the Norman rig and the Ray rig for my animations. The Norman rig kind of was the simplest of the rigs I am using as it has no facial features solely relying on his body language to basically create emotion. The rig is great for this module as its definitely simple design removes any feature that may distract you from the characters animation, Whereas the Ray rig was fulling rigged making it sort of easier to play around with expressions more. This character rig is very good for facial expression giving the user a wide range of control although it takes some time to understand how everything works for the facial features, the rig is very easy to use with a variety of IK handles that help position the characters in a believable way

My first animation for the character animation reel that I have created was the sword and shield test sequence with the Norman rig, the sequence will be five seconds long. For this sequence, I looked at different historical films mostly looking into Greek and Roman films such as the film Troy, specifically the fight scene between Hector and Achilles which was where a large portion of the inspiration for this animation comes from. It is an impactful scene in the movie as Hector confronts and seems to be toyed with by Achilles who utilizes flashy and aggressive motions clearly showing his dominance against a troubled Hector who attempts to catch him off-guard but fails to do so and it defeated.  Looking at my animation I believe that it is a bit shorter then I would like it to have been and is not as fluid as it should be for someone who’s swinging a blade around should be. However, does give him some over the top flashy animations that make it seem more striking than your average sword and shield attacks which is something I want to clearly show to my audience by overexaggerating the motion however still making it seem realistic albeit a bit impractical. This animation in particular also helps me better understand how I want the have my characters move and act in my major project as then help me test out the animation that I would likely try to incorporate into my final project helping me see how it looks, what looks good and what I can still improve upon in order to increase the quality of my future work making me look into more of the smaller details such as how the weight of the shield and sword affect his stance 
and the way he would position himself which trying the swing his sword or how he defends himself with the shield. Striping away the model, textures, and effects and just looking at the animation allows me to be able to understand how I can improve upon it and refine it so that when it's done the animations are fluid and eye-catching to my audience as well as the model and effects with it.

For the second animation, I decided to use one of the clips giving to use during our lesson featuring the Norman rig. Which showed the character stating his faults being short and fat when he was once adorable, struggling to come to terms with getting older, however, becomes angered when the person he's talking to says "I made you short" possibly meaning he was the creator of this character. I decided on using this for my character animation module as I wanted to test my animation ability through sequences with different phases such as with my first animation being fast and aggressive my second animation is fast and much more overexaggerated to almost a cartoon-like fashion, however, does feature a moment where the character seems to slow down, depressed over his situation. This is something I hope to be able to accurately show in my animation demonstrating my ability to slow down my animations while keeping a fluid and believable animation for the audience to enjoy.   Using the Norman rig, I decided to put more exaggeration into my characters movement to see how far I could go with trying to exaggerate the scene rather than trying to stick with how it was portrayed in the video which was much more realistic in motion including subtle movements to convey the characters emotions. Whereas in my attempt at the animation my movements will be grander and more expressive, achieving the same result in a completely different type of way. In order to help evoke the point, my characters are trying to get across. When looking at my animation I feel that the over the top expressions his body language give off do work with the sequence however there are small faults in the animation that I feel have created a more negative effect on the overall sequence however the overall performance does get across the desired style that I wanted to go with for this animation and gives the emotional response I feel works for the animation. I will want to take this knowledge to further improve my quality of animations in order to help my future animation from having any kind of problems due to the quality of animation, one of the best ways to do this would be to utilise4 the graph editor more on MAYA as that would help make my animations more fluid and help me present the best quality animations I can in future project.  

The next sequence of my advance character animation reel is the scared walk. For this animation I wanted to have my character worryingly walk while continuously looking back and forth as if paranoid he then gets surprised and turns around. When preparing to do this animation I was able to get a lot of inspiration from animated clips on YouTube of scared character walks, how they move, and act is renunciant of characters being stalked by a killer in horror films as there on edge unaware of where the killer is or how close. This was great research as it gave me a better understanding of how my character should act if I'm trying to make him seem a bit worried although I did not want to treat my animation as a horror sequence rather I wanted to portray a lighter tone where the character is just surprised behind him. Following this meant that I needed to pay attention to how my character moves and how he will react when he turns around to look behind him, maybe he should be shaking take smaller steps and have his arms lowered to give him a more vulnerable look to help 
portray to the audience that this character is uncomfortable in the situation he is currently in. For the animation I used the Ray rig, this rig was very easy to posture which made it easier for sort out the walk cycle and turns. The character also has an extremely diverse facial animation unlike the Norman Rig meaning that I could play around with the facial animation to help further express the characters emotions no only through their body language. The Rig really is incredibly useful and easy to use however while using it I seemed to encounter  some issues when trying to apply cameras or lighting into the sequence, this was a major problem for me as it meant that I could not utilize the angles and shots the way I wanted to produce the best version of the animation for the audience, such as having the camera turn with the character at the end closing in on his face to show the facial animation for him being surprised at the end. 
[bookmark: _GoBack]Lastly, my final animation features a character reading a book as a box above him rocks back and forth on a shelf until it finally falls forward banging the characters head, who turns around in surprise. With this animation I wanted to try heightening tension through the audience being able to see the box as it rocks on the shelf knowing that something will happen to the unsuspecting character below, creating interest in what will happen next. To get a better understanding of how I wanted the scene to work I looked at different ways to create tension I decided throughout my research that the best way to use it in my animation would be to show the audience the problem, creating an expectation that something will happen, something the character has not found out and will likely have a negative impact on him when it happens. When reviewing my animation for this sequence I can see the possibility of the tension however I believe its not as effective as I would have liked it to be due to the fact that the sequence isn’t very long those not giving much time to create tension that is mainly due to the fact that the overall reel must be 20-30 seconds long, making it difficult to create that tension is just one sequence of the reel. However, I still believe it gets my desired point across in the animation albeit no as well as I would like it to be.
When looking back on all my character animations for the advance character animation reel I can say that there are some useful details that I will need to take with me onto my future project to make sure that they stand out and are of the best possible standard that I could do. Major tools such as the graph editor have not been employed as well as they should have been in my prior animations and I feel that this is something I will need to incorporate more to help improve for a future project. My animations, for the most part, do work in showing the audience the characters move and actions in a clear and noticeable way, however, I believe they still struggle in producing the emotional response best suited for their scenarios making them feel plain and kind of dull at times which is something that needs to be avoided if my goal is to entertain and excite the audience with my work. I was also able to further understand just how important it is to research these movements as without seeing exactly how they moved and reacted from existing media clip I would most likely have made several mistakes when it came to making my own animation making poses seem awkward and stiff giving off an unnatural feel to the sequences and would likely distance the audience as the motions don’t feel right when watching it. I was also able to help improve my understanding of animation better through looking at the twelve basic principles of animation something I briefly mentioned earlier through exaggeration which is one of these basic principles. These an incredibly useful and important things to help you when creating an animation whether it’s a short animation or a big budget film that will help bring your characters to life and capture the imagination of your audience. I will be sure to incorporate these principles into my future research and animations in the future as they will help improve the quality of my animations thus creating a better viewing experience for my audience. 
Due to technical issues I was having trouble getting the AVI renders of my character animations to show up when I was using the university computers this could have resulted in me giving in a final product that could not be viewed, to counter this I changed the files to JPEG, so it would render every frame of the animation. Once this was done I put it into Adobe Premier whereas could render the piece as a whole as an AVI which seems to work rather than when done on the MAYA software. This also gave me the chance to piece all my sequences together rather than giving in the animation as individual videos.  












Links
· https://ohmy.disney.com/movies/2016/07/20/twelve-principles-animation-disney/
THE 12 PRINCIPLES OF ANIMATION AS ILLUSTRATED THROUGH DISNEY AND DISNEY PIXAR FILMS
· https://www.youtube.com/watch?v=80SsC_ZNbyI
Achilles Vs. Hector - TROY (2004)
· https://www.youtube.com/watch?v=lTmlYKiLBHI
Gladiator | The Battle with A Retired Gladiator (ft Russell Crowe and Joaquin Phoenix)
· 



Sequence two animated video clip
· https://www.youtube.com/watch?v=I_qry27Mgpg
Scared Walk Cycle
· https://www.youtube.com/watch?v=_n3W-repfoo
The scared and lonely walk cycle
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