Research – Lukas Grochowski
Introduction

Rigging
How to create a good rig for animation. To create good animations with any characters you need a good rig to accomplish all the desired features that you would need in order to create appealing animations, such as FK/IK switch, squash and stretch, scripts and other functions applied to a rig.
The research for this project character animation/rigging has come most from tutorials, trial and errors 

forums, books in order to accomplish the sort of character rig for this project.

Animation

How to achieve appealing animations for this project with minimum 4 different characters. Achieving appealing animations with just one character is hard enough, but doing so with 4 different is truly a challenge, the goal is to give each character personality mainly based on their looks. To sell a style or attitude the character has to behave in a very cliché or legible way so that people who plays or observes this project has to be convinced what kind of person this character is in just his movements.
Method

Rigging
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The method that was chosen was a trial and error period. Proper testing and learning had to be done in advanced before going into production for animation. That led to several dummy rigs where all the mistakes were made. Also dissection of other peoples rigs was needed to achieve the results that where up to the demands for this project.

Animation

There are several methods of animating as there are animators but the two main ways are pose to pose and straight ahead. Where you in pose to pose block each pose out and sort all the spacing and thereafter the timing. And in straight ahead you pretty much begin with the timing and “feel” your way through the animation. But the possibilities in which you animate are endless. As the project progresses so does ones knowledge and method of animating, as one constantly evolves. But pose to pose seems to be the fastest way of achieving good animations and after that tweaked in the graph editor.
Result

Rigging

The result became a good rig with IK/FK switches for legs, arms and spine, scripting of the forearm and some minor modifications to the joints to achieve the desired bends in certain areas of the body.
  Animation
The animation so far looks good and has appeal to it in a way that was described earlier. Animations are made without any trouble by the rig.
General Workflow

  Rigging

There is not only one way to create a good rig but I found the fallowing way to the best suited for this project. The joints are created after the side and front view of the concept sketches which is then taken in to maya where the joints are created and applied to their corresponding places. Then another joint hierarchy is created and located to the exact same position as the old ones to delete all of the garbage values and rotation errors. So the first skeleton is only there to sketch up the joints in 3D space where you can adjust them to where you want them exactly for that rig since two flat images cannot compensate for a 3D model.

After that is complete, proper naming is done for the smooth joints (the actual joints that are later smooth-binded ), which are then duplicated 2 times and renamed for the IK and FK joints. Different nurb shapes are created and named correctly for both the IK and FK joints. Custom attributes are applied to some shapes that require them. Legs, arms are rigged separately and then attached to the main skeleton to maintain maximal control throughout the process. 

  Animation

Depending on what kind of animation to make, different methods are applied. In a runcycle for example the best method would be pose to pose, where key- poses are sketched on paper first with timing sorted. In-betweens are placed later on, in which you transfer the paper into maya and create the poses in 3D on the correct keys. Thereafter you adjust your graph editor for overlapping animations and other tweaks. Once the basic structure looks good you generally go in and frame to frame animate the rest to keep full control over you animation and to achieve exactly the feel that you want.
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But in other animations such as a death animation where no cycling occurs you still have to pose each pose out but with more of a straight ahead approach. You create the poses one after the other but don’t consider timing, instead you value spacing more over timing and when the spacing looks correct you time your poses. 

The main difference between animating for games and for film is that the character actually has to stand still when animated for games since it’s the programmers that move the character. In that aspect the way you animate drastically changes since you want to be able to see your character progress forward but when exported to the programmers he has to stand still but perform the same actions. The way to achieve this is by creating a master control that moves everything that has to with the character. This master control stands for all the translations and you can animate the legs separately without actually moving the character. After the animation is done you zero out the translation on the master control and the character stands still. 
Also all the animations has to be in the same file, that means several run cycles and actions all in the same file, which is a lot if you do not keep a clean graph-editor. The best way to achieve this is to animate only on 100, 200, 300 and so forth to create a certain structure in your graph editor so you can easily scrub to where you want to go. It also gives you enough space to create shot sinus curves in which you can scrub back and forth in which you can change overlapping animations and still keep the cycle.
Discussion

Different projects with different people probably requires other methods of working, but working closely together has been extremely valuable for instant feedback and information in which you can directly apply into your workflow. For example in what speed the character should run had to be set so that the animator can begin to work. Working closely together with the programmers in a game is pretty important since gameplay decides the overall speed of the game, and if the speed is tweak or changed so does must the animations, one can tweak them by code but not if there are a lot of changes. Another example is a shooting cycle with reload, if the cycle is to slow he will shot faster in the game than what is visible shown and you lose appeal to the game.   

Software and licensing

Software


License

Maya 2008


University
Photoshop CS3


University

Sources

www.11secondclub.com
Animator’s survival kit (literature)
