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For my independent project, I would like to look at how the animation of elements in games effectively convey to the player what’s going on, not just in terms of the story and character, but also in terms of gameplay as well. I believe that this is an interesting topic as I feel clarity on what’s going on is arguably more important in games than in videos and movies, due to them being played by people with the progression of the game often having to be unlocked by the player. I think an example of this comes within the form of attacks in video games from enemies, where there is usually some build up in animation needed before the enemy attacks to prepare the player for what it’s going to do.  I believe this is important in gameplay as if something is telegraphed wrong, it can cause frustration as players would find that unfair [1]. There are several other reasons why players like variety of animation in games, such as bringing the world and characters to life [2] and making the player feel more immersed [3]. 
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[1] A drawing from Chaotic Stupid, showing how telegraphed attacks work
I also feel that it’s interesting to see type of games and specific gameplay sections in them where the animation shines, as different types of animation is to be expected with games with different genres, stories, theming, and even the time coming out to see how it compares to others, something also to be expected when shifting from 2D game animation to 3D game animation. Namely, I always think it’s fun to explore how animation changes from an old game series as it goes on, such as seeing Mega Man, a series originally confined to sprite animation on the NES, adapt graphically as the software increased, though still managing to keep a consistent style in animation throughout moves, even from the switch from 2D to 3D, making it iconic and memorable. Similarly, games intentionally try to go for a more pixelated retro style, such as Shovel Knight, which still manages to contain a large variety of animations, using it’s modern tech to do things older consoles couldn’t achieve at the time, such as being able to use more colors and having sprites flicker less [4]. To find out more about these topics, I can look at both books covering animation, such as The Animator's Survival Kit by Richard Williams, and other gaming websites or articles explaining how and why games are animated the way they are, finding out whether it was to help the player, based on the trends and technology of the time, or both.
For the practical part of my independent project, I would like to make some game animation myself, giving myself various characters and giving each of them a handful of animations, seeing how well I can convey something about either the character, the action, or the hypothetical game to the viewer. This will mostly be in 2D, mostly since I feel comfortable with that style of animation. Furthermore, the program I plan to use for this is Aesprite, a program for making pixel-art sprite animations, which ties nicely with the topic of looking at older games’ animation, and newer games trying to keep the same art style while expanding on the animations. While I think it would be good to experiment with styles, I think I’ll mostly stick to a cartoony style for these animations, mainly so I can experiment more with exaggeration [5], a trait more seen in cartoony games than others with a more serious tone. As I’m mostly interested in seeing how well I can make it clear what the animations are supposed to represent to the player, it would be good to have multiple variations of animations for one action, to compare which one relays the weight of the action the best. I could even possibly get other people to see them and see which one has the best feedback. 
By the end of this project, I would like to have created more than 3 characters, designed for a 2D platformer game, with a wide set of animations, one of them being a playable character, and the other being an enemy character, both having a wide range of animations for movement, attacks, damage taken, and any other bits to show personality such as idle animations. I think a basic stance, two attacks, and a form of movement from the playable character, and a range of animations for the enemy such as attack and damage taken would be achievable by the interim. 
On top of this, I would also like to create a boss character. Not only should this be more complex than the regular enemy character, as it could move, but it should also have more emphasis on the attacks as it’s a stronger foe. At this point, I would have also researched the topic more, being more prepared to tackle the animation. 
Other elements of a game I would like animate are a collectible item, a damaging obstacle and the UI, though those will take lesser priority than the characters. These should also be done by the end of the project.
In conclusion, I would like to do a literature dissertation on how games animation feedback to the player to keep them immersed, and if they’ve improved or not in doing so, along with the practical being me making animations as a test to see if it’s as easy as it seems and how many ways I can do it.
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