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I started by modelling my character, spending as much time as I could on details making him look exactly as the drawings that I initially created for the design. From here, I created a skeleton, adding IK Handles to control him. From here I created controllers for each part of his body I would be animating, creating a master controller for his entire body.

I wanted to create a walk cycle. A somewhat complex animation for any first time animators. I started by looking at the 12 principles of animation, and how they are incorporated into the walk cycle. By having him walking, this is pose-to-pose. I used lighting and different camera angles I was able to use straight ahead techniques. I used follow-through and overlapping action by having his limbs all moving a different times, but still in sync for the walk cycle.

I also tried to create a sense of character appeal in his design, but creating a friendly looking creature. This is something I want to expand on when working on the final project, as this character is our main character for the group film. The last thing I incorporated was solid modelling and rigging.

For the timing, I started with his legs, timing each major motion to either the 5th frame or the 10th frame.

Things I wanted to add were eye movement, and head control. I had difficulty with creating the body moving up and down, and so these things were left out, but they will be added in for future projects.

