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This project is to work on a short series of animations that I plan to make out of an amalgamation of both real world research and slowly work my way into my own animation made completely from imagination with minimal reference. I am hoping to gain a better understanding of character animation as well as the programs that we will be working in, in order to complete this project. My main goal is to learn more about Maya and be more open and honest with my learning experience. I’m hoping that by doing this I can become a more independent artist and not have to rely so much on peers or the internet for answers when it comes to issues I’m having with my work. 

For the first animation in this sequence I was encouraged to find a clip to study and learn from online. At first I was apprehensive as ideally our animations are meant to aid in our final project, and since mine was of a witch in a magical hut, I was worried I’d be sifting through harry potter clips for hours trying to find a half decent shot at a wand moving. However after some thought and research, I came to the conclusion that studying from more real life examples would help me find more authentic movements and be able to learn more about how my future character could potentially interact with one of his most apparent motifs. 

“If you put four different people on a podium conducting the same downbeat, you get four different sounds. It’s a little mysterious and fascinating. There’s so much you can do with motions and body movement besides giving accurate beats.” This quote, I feel perfectly illustrates an issue I was having after coming to this conclusion, that even though I knew what I wanted my first study to be, I was still a while away from settling on what and who exactly I’d like to study for the best result. Unfortunately conductors aren’t often seen as the stares of the show so finding clips, all though not hard, wasn’t extremely abundant. In the end I did find a class online where a woman was explaining what she does as a conductor to a group of children. Her movements were smooth stable and steady. However a little challenging to follow in parts I am overall happy with the outcome of this first short animation. I did take some artistic liberty’s so it’s not an exact study, I did do some more arm and hand movement in order to give a more animated and lifelike feel to the character.  
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Overall I really enjoyed working on the beginning of this animatic, however following some of her later movements really didn’t translate well into animation which meant I had to go in and change some things making the work load heavier than anticipated. However I did enjoy the learning experience but don’t think I will be taking any more conducting lessons for an example of character animation. 
At some points in my story the character is required to carry a large heavy pumpkin. I have never tried animating a character with a lot of weight to it so I was looking forward to practicing this for the project. For this animatic I decided to portray a character walking up to a large orb, meant to represent the pumpkin in my final project, and then struggle to pick It up. The reason I chose to do this is because I wanted to get a good feel for what the character walks and acts like when not carrying something so large, this also helps build contrast and emphasise how heavy the object is meant to be. For this I also followed an online reference clip, however very loosely. It did help a lot though with things I had never considered before, for example the character stumbling backwards under the weight of the sphere is something completely influenced by the reference video.
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Overall, I feel this one went well, I really enjoyed working on it and it was an experience I learned a lot from, I think one of the most helpful things I learned in the process was, setting up custom shelves and working through those. This experience helped me a lot with developing towards my final project and all though I know my final one will be smoother and more refined I feel like this was a good start towards what I was trying to portray. However some issues did arise later on. The biggest problem I had was trying to render the rig, Things kept going wrong, the skin disappearing, meshes blending into backgrounds, in the end I had to settle on a playblast because it was the only thing that was even remotely viable and viewable. 
For my last animatic I was stuck on what to do, A lot of idea’s I had, For example my character closing a window using his wand as done in my two dimensional animatic, didn’t really come under the umbrella of character animation. I began rewashing my animatic scanning for something to include and in the end I noticed at the end of my story for major project, my main character experiences a surge of power that ultimately saves him in the from the shorts threat. This was something I have been struggling to get to grips with, I couldn’t find a way to portray it correctly. I first had an idea to do a sailor moon-esque transformation, For both comedic and dramatic effect However, I realised that with the context and overall vibe of my animation this seemed out of place. I began practicing with different ways in a 3d space.
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I had the initial Idea to have a character looking down at their clenched fists, when they open them a gust of power blows into their face, This would be made apparent by the rapidly flowing hair being caught in the updraft. This idea of concealed energy that protrudes from the hands was influenced from a many places, as it is not an uncommon trope in media. However I was most notably inspired by , Disney’s Star Vs The forces of Evil season four trailer. I feel like this type of intimate interaction between the character and themselves directly  shows the character in a venerable yet powerful light, a state of feelings that is hard to portray. It’s as if they are not sure what’s happening, but they harness it and work with it anyway. It is this kind of powerful confused like state that I’m really trying to show in my final piece, especially towards the end. 
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Animating just the hair and hands alone, while does get the point I was trying to show across, wasn’t dynamic enough to warrant a whole ten second animation, Because of this I decided to make some adjustments to my workflow. Since this was meant to be a more body language orientated piece, I didn’t want to go overboard with too many extravagant actions, instead I opted for a subtler approach. However I knew I couldn’t leave it as it was so instead of leaving it boring and hard to read I decided to use the environment to implement some more interesting visuals into the scene. What began to slowly take shape was a scene where the character uses his powers to influence things around him, he slowly begins to levitate the assortment of boxes in the room. He then reels in, lifting his foot up off of the floor, and then leaning back down onto it full force stretches out his arms, boxes fly into the direction he gestures showing the quick mastery of this new skill. This was inspired by traditional anime such as dragon ball Z and anime influenced western cartoons like Avatar the last Airbender, particularly inspired by the way the earth tribe bends the stone. 

Overall these animations were extremely different from one another, and I think it is because of this that I had such a disconnect between each stage of work. I feel like the first animation is my strongest, I worked on it hard and tried to follow the study well enough, and make educated guesses after watching her for a while what would look better where. However, I do feel that I got lost towards the end and I think it how’s that I occasionally struggle to find orientation when completely thrown in the deep end. The second animation went well, however I expected it to be a lot more simple than it was. Animating a walk cycle has never been one of my strong suits and I feel like there are clear moments, particularly on the contact frames, where things don’t look right or don’t come out as far as they should. Most of all  I struggled with getting the parenting of the sphere to the arms to work correctly without one clipping through the other, and while in the end it does work, it is still one of those things that I was happy to gai more experience and learn about. The last animation was fun, and in my opinion more light hearted In nature. The fun power surging character was really fun to work with and I feel like working on that project helped me to gain experience with many of the technical sides of animating that before this I was still unsure of. I would like to say that overall I feel this project was really fun to work on and did highlight some areas in which I need improvement. I Do feel like I met most of the goals I set for myself in this project, learning more about the programs, and making things generally easier for me in the long run. However I will say that it is because of my own short comings that I couldn’t figure out a way around the rendering issues I was having, This to me was a downside and shows there is still a lot of improvement needed in that area. Something else I would say needs improvement is my time annegment skills. While I didn’t leave everything completely till last minuit this time, I was still not where I could have been by the time the deadline came around. It is because of this that I hope to take time scheduling much more seriously in the future.
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