Walk Cycle

Required Actions (walk cycle):@

* SMOOth action(=)......ccccevvrrrrrriiiinnnennnnnn.
* arms opposite egs.@ ...........................

. overlapping@ .......................................

+ up and down’in body.@ ........................
* torque & twist.@ ...................................

Graded Areas:

+ Strong Key PoSINg{=).....ccccccovvmmrrrnernnns
* Appropriate, Realistic Timing.@ ............
* Proper Body Movements.@ .................
* ACtON = J...ovriiiiiii
* Reactions{=J.....cccomirriiiiiiii
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brian
Sticky Note
• There's no jerking movements anywhere
• Paths of action form 'S' or 'C' curves
• Inbetweens are in "half way" positions
• Inbetweens don't deviate from path of action

The more stuff I see wrong, the lower the grade.

brian
Sticky Note
This might seem obvious but you can't have the right leg in the forward position and the right arm forward at the same time.  The arms MUST swing in opposition to the legs.

This will either be a zero or a 4.

brian
Sticky Note
There must be some form of overlapping action somewhere in the animation.  The more, the better.


• In the head
• In some hair
• In the spine
• In the arms

One point for each one animated.

brian
Sticky Note
The torso must bob up and down.  If you keep it static, chances are, you're making the legs shrink and grow and that is wrong.

You don't need to go crazy, just a bit is fine, but it must be evident.  It gives a better feeling that gravity is acting on the character and it adds weight.

brian
Sticky Note
The arm and leg actions must produce a twisting action in the shoulders and hips.  Because the arms are swinging in opposition to the legs, there will be torque in the body.

You can show this more clearly by drawing a center line through the character's torso and then animate it accordingly.  If the line is not there you'll get a zero for this.

brian
Sticky Note
These are the things that you MUST have.
None of these are optional.  If something is missing completely, it's 0/4.

Some are "grey scale" and others "black and white".

brian
Sticky Note
Your two key poses set the attitude for the walk cycle.  You can have two strong key poses but then mess up the action inbetween.

The two keys must be mirror images of each other, otherwise you will end up with a lop-sided walk.

Be sure the arms are in their proper positions, the legs are following a proper perspective for the scene and that the spine is on the correct mirrored angle.

Do not confuse "strong" with "exaggerated".  You can have a very subdued/realistic type of walk cycle and still have strong keys.  Strong essentially means properly mirrored.

brian
Sticky Note
While everyone is doing a 16 drawing cycle, the timing applies to how you inbetween the forward action of the legs, the swinging action of the arms, the up and down of the torso, and any overlapping action that you put into the spine.

You can have slo-ins and slo-outs, fast movements, and hard cushions but they must be appropriate to the walk that you are animating.

This also applies to the treadmill action of the feet on the surface: is the spacing between the forward heel plant and the back point evenly spaced from beginning to end? or are there big gaps and points where the foot doesn't move back at all, it just stalls out for 2 or 3 drawings?

If this happens, your grade here will drop dramatically.

brian
Sticky Note
Look at these as a scale of 1 to 10.

5 is just enough to pass, but it's only half way to being perfect with a 10.

5 is not good. It actually means: that's bad.
6 is "Ehhh, it's kinda o.k., but not really.
7 is "It's o.k. but it could be better.
8 is "Pretty good. Almost there."
9 is "Nice. Looks really good with just a few mistakes."
10 is "Really nice animation. Maybe just a couple of minor errors."

If you get a 4/10, it's a mercy grade.  What you did was pretty bad and you deserve a 3 or less but I'm not gonna kill you for it.

0/10 means it wasn't done at all.  You either forgot to do it or you just left it out completely.  There's no good excuse for getting a 0/10.  I don't give out free grades if it doesn't exist.

brian
Sticky Note
Each part of the body must move a certain way.

Yes, you are the animator.  You are the one in charge of how the character walks, but it's gotta make sense.  Even in the "Crazy Walk" assignment, you can do some pretty weird things, but it must look plausable.  Walt Disney called it, "the plausable impossible".  It can be physically impossible to walk a certain way, like wind-milling the legs at the knees as I did on the Ostrich Walk, but it's still plausable in the way I animated it.

brian
Sticky Note
Is the action of the character's walk a good action for you to have animated and how well did you do it?

brian
Sticky Note
For every action, there needs to be a reaction.  The swing back of the arm is the reaction to the swing forward of the opposing arm.  When the torso moves up and down, what is the reaction of the chest, shoulders and head?

brian
Sticky Note
Same stuff as was noted above in the "Required Actions" grade but now, how well or badly did you do it?

brian
Sticky Note
Is there a feeing when I watch your cycle that there is gravity acting on the character.  The feeling that they are actually pushing their own weight up from the ground on each step that they take?  That after they reach the high point, gravity is pulling them back down?

Are the legs acting as cushions for the body?  Is the overlapping action enhancing the feeling of weight?

brian
Sticky Note
This has more to do with the mirroring of all the drawings in the cycle.  The keys: 1 and 9 are obviously supposed to be opposites... but so are all the other drawings as well.

If your character appears to be limping, that means your drawings are not properly balanced.  If all the leg and foot positions do not mirror the opposite drawing, the character is not properly balanced.  Same goes for the head. arms and hands.

1 - 9,  2 - 10,  3 - 11,  4 - 12,  5 - 13,  6 - 14,  7 - 15, and 8 - 16.

brian
Sticky Note
Obviously the total grade, adding the Required Actions and Graded Areas together.

brian
Sticky Note
This is what this assignment is worth towards the overall semester.

brian
Sticky Note
Later, this will turn into your "Overall Grade-to-date" which will be a running average that you have accumulated to that particular point in the semester.

This will also include the average with any missing or incomplete assignments to that point.

brian
Sticky Note
This is who you are.

brian
Sticky Note
This space will be used to write out any notes about what is wrong with your assignment in a bit of detail.  If I need more space, I'll flip it over and continue on the back.

If it's really good, I'll just write, "Nice job!" or "Very good."

I'll still review your assignment with you, one-on-one at the computer in class and go into as much detail as you need.

These notes are more for me so I can remember what I saw or was thinking when I was grading it at home.

I suggest that you bring some paper with you during our review so you can take notes or I can do any drawing as is necessary.

Hang on to these throughout the semester.  I will also keep copies for my own records for year end review.


