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Introduction
[bookmark: _Int_mbHrZid5]In this report, we will review the animations I created and the process of creating them. To start with, from the beginning of this module I was almost certain I would be creating a 2D sprite animation of some kind. I had done some 3D animation work in my first year and was not happy with the result of my work then. I tried to lean more into a cartoon-like feel for my first-year animation, though the models and movement looked stiff and basic among other things. During my second year, while I had no animation class this year, any practical games work was again done in 3D. Wanting to change my approach to things in the third year, I have planned to move to 2D sprite work for most of my projects where appropriate, including this module.

Tutorials
To begin with however, we were given tutorials to do during our first half of the module. Most of these tutorials were 3D animation using either Maya or, if preferred, Blender, though I decided to stick with Maya as I am more familiar with it. The majority of these tutorials focused on models like humanoids or monsters, giving us the chance to use different models and rigs. Most of these classes were focused on how we posed the characters, how they moved, subtle movements, and many more. Despite me knowing from the second lesson, focused on a 2D drawing animation, that I would want to follow a 2D approach to the module, the lessons taught in the 3D classes were still relevant to me when creating my 2D animations.

Ideas
[bookmark: _Int_NOq2WuJC]Moving onto my final ideas, firstly, I would have to settle on a character to animate. A large part of my Independent Project is designing and creating characters for a theoretical 2D fighting game. The idea of the game is a theme of fantasy vs sci-fi, so I will be creating characters for both settings. With only one design I’m happy with at the moment, I decided to simply choose that character for this project. They are a small goblin girl with a large axe, quite the excitable character who is always ready for a fun battle. Taking this into account I now had to decide on a set of animations to draw out.

Considering I am making sprite sheets for a fighting game, I thought I would stick with what I could find on one of those. Sprite sheets are a large digital sheet of a character's sprites for every movement they have. For example, each frame of a walk, jump, attack, etc. With me needing to create these anyway, I decided that I would simply animate a few of these. I decided on a walk cycle animation of the character and a jump animation. I will decide to add more later, though I will mention that when it becomes more relevant.

[bookmark: _Int_pcWR6dIK]Upon getting the basis of my idea onto paper, I decided to figure out how the character would carry themselves in the walk animation. How would they walk? Strut, stomp? Taking her characterization into account I decided a more comical or cartoony approach would work out better, something like exaggerated or invigorated steps as she strolls forward with her axe in hand. As for the jump I imagine her leaping into the air, legs behind her, arching her back as she holds her axe behind her head, as if she is ready to swing it down in front of her at any moment. With this idea-making part done I could then focus on quickly sketching out some of the key movement frames that I would need to hit in the animation. I did this on paper for both the walk and jump.

Dropping a photo of the very basic shapes into photoshop I shrunk it down to make the image far more pixelated in order to give me a better idea on how my sprites should look. However, as I was creating the sprites, I quickly found out I was not happy with them. They lacked a style that I found appealing for the animation. So, looking into some sprite games I enjoy I came across a few styles I liked, though I finally settled some of the older Fire Emblem [1] games, specifically the titles for the GameBoy Advance [2]. Seeing the sprite sheets for some of the characters in the games gave me the idea for another set of smaller animations.

Animation One
Firstly, there would be an idle animation for the character when standing still. This would be small, perhaps a few bobs side-to-side as most spite art does in games. And the second involved implementing motion blur between frames as I really liked how the below art looked. I also decided to try and incorporate the motion blur in the jump animation too.

Using this motion blur-like motion, I would have the character swing her axe back and spin it in a circle, almost like a ‘taunt’, a quick animation found in some fighting game series, like Super Smash Brothers [3], used to taunt your opponent. These are a staple of some series as a way of expression in the game or a way to get on your opponent’s nerves. 
[image: ][4]
Now that everything had been settled, I began my sprites from scratch again, using the same pose sketches to make sure I was on the right track, I began work on my animations once again, making sure to incorporate the motion blur like I wanted. Firstly, I made the taunt animation, since it would likely take the longest time to complete. With it being the first animation, I also had to first create the base sprite I would be basing the rest of the animations from. I attempted to stick to the style I had chosen and quickly found a base I was happy with and began the animation. To do this, I simply took the first completed sprite and duplicated it, this way I can edit the sprite as much as I need for the next frame. I also kept the axe as a separate layer, keeping the character and axe layers in a folder for each frame, that way I can easily edit them as needed. As seen below on my completed sprite sheet I have the axe and character separate on the bottom of the page. These are not in the animation themselves, just assets I can turn to if I need a specific pose or item. [screenshot of sprite sheet]
[image: ]
With the sprite sheet completed, I then combined the separate sprites into another Photoshop tab. Here, I opened the Timeline tab from the Tools menu and chose to create a Frame Animation Timeline. I created the appropriate number of frames and lined up my sprites. From here it was a simple yet annoyingly time-consuming process of hiding all the layers that would not be on screen during a certain frame. I repeated this for each frame, made sure to select an appropriate time between each frame, mostly 0.1 seconds, and my first animation was done.
[image: ]
I think I could have improved this animation by just adding a few more details to the animation itself. If I had more time to work on these then I would add some more frames to the animation to make it flow better. While I never planned for it to be super fluid to begin with, I think it would benefit from one or two more in-between frames. In addition to this I would have liked to bring the spinning axe inwards towards the end of the animation before it stopped spinning. I would have also liked to add a little more weight to the axe as it stops, perhaps have the character’s hand get pulled up a little by the handle before settling.
I think the motion blur effect I gave the sprites worked well in general. Perhaps I could have given more frames to the axe, or even separated the spinning axe from the character in order to do this. I will not implement this in the next animation, as I was working on them side by side, but it will be something I address in the final animation as it allows me to loop the spin much easier.
Animation Two
[bookmark: _Int_WRshvYNk]Due to some technical issues on my end that restricted my ability to produce work for this project I decided to cut the walk cycle animation from the project. It was a short animation that I could possibly do, but I believed my remaining three animations would be more than enough to meet the requirements of this project. 

[bookmark: _Int_tRaKyQn6]Next was idle animation, this one would not take all too long to complete as it was a simple bobbing back and forth mixed with a little taunt, meant to be looped. This animation was the one I was least proud of. Due to my lack of time remaining thanks to my technical issues I was not able to complete this one to the best of my ability, to me it looks rather janky and easily the weakest of my three animations. In order to do this animation better I would firstly have it be far more fluid by adding in more in-between frames, maybe even a few redraws so it looks as if her body is actually turning a little. The animation is supposed to be a slight sway from side to side, so having her body turn a little would be much more expressive. Even small details like the spiked hair swaying as she moved would add a bit more life to this animation.
[image: ]
One thing I do like about this animation is the fourth sprite where the character is leaning forward a little. If I used this as a base, I would have redrawn the animation to be her swaying to the right from that pose and back.
[image: ]

Animation Three
Moving onto animation three, this was easily the biggest of the three animations that I have done. While the others are longer, they are able to be looped easily. This one does not have that luxury all too much. The only things able to be looped are the spinning axe and the axe and character spin.
This animation begins with the character holding their axe and start to spin it, this starts off slow at first but builds up in speed before she tosses it into the air. It spins in the air as she readies to jump and grab it. Once she reaches it, she pulls back and swings forward. I use the motion blur effect here to turn her swing and the axe into a quickly loopable spin before shooting them down to the ground and landing.
[image: ]
This animation was the one I was most proud of without a doubt. The animation plays out well and looks pretty much as I was hoping it would. I made sure to add in small details like the character’s hair moving as she swings the axe and jumps, as well as make better use of the motion blur effect I had used previously. For example, the use on the hands as she readies to jump and when she lands. It gives more of a feeling of movement without needing to create two or three more sprites and frames in order to convey the same movement.
I would however, like to add an extra frame or so to the axe swing at the beginning of the animation instead of having it blur so quickly. I would like to have it so there are a few frames of the axe beginning to blur before going full motion blur on it, though the slower swings at the start were a relatively late decision to give more weight to the axe itself. I might also want to add another frame to the jump itself, while it flows well as is, I would not mind making it flow together even better. But overall, these possible additions are small, and I am still happy with how the animation looks.
[image: ]
(In the event that these imbedded videos do not load for whatever reason, please see the Shaun Tierney file on Teams for the .mp4 files of these animations.)
Final Thoughts / What I Learned 
Overall, I enjoyed this module more than I thought I would. I was not looking forward to doing 3D animation all that much, but upon hearing we could go 2D with this project I knew it would be much more exciting for me. Going 2D let me keep in line with my Individual Project by creating sprite art. I will be doing a lot of this for my Individual so being able to do it here is a good practice for me.

[bookmark: _Int_T9mmiCQR]The main thing I learnt how to do is use motion blurs effectively. I added them in fine during my first two animations, but the third animation was where it really came together and worked effectively. The only thing I wish I had done in general was to try and make the animations look more 3D. As I mentioned with my second animation, the sway from side to side would have worked much better than what I decided to do. This would also allow me to try and keep in style and stay on model when changing the perspective of my characters. I will need to do this for my individual projects anyway, but practicing it here would have been a much better way to lead into it. This has also given me a good grasp on what goes into making animations like this, how many frames I will need to create for certain actions as well as what movement looks natural, how to give a bit of weight to movement and many other small aspects.
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