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Presenter
Presentation Notes
I’m Zack, and I’m an indie developer from Toronto. I want to share with you how my skills as an animator benefit from being exposed to multiple disciplines within a studio. I’ll illustrate how it can be beneficial, and give you a few tips on how you can do the same.
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Presenter
Presentation Notes
So, I co-founded a company called OddBird where I focus mostly on game design, and I also do freelance work for Vertex Pop where I focus on animation.
�


Design o Animation
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Presenter
Presentation Notes
To best illustrate my point, I want to frame this as the area where my design skills, and animation skills, overlap. I’m going to use examples that have helped me, but I think it can apply to any discipline really.
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Presenter
Presentation Notes
I’ll start with how my design knowledge can improve my animation.
�


‘Designing” Animations

Upcoming Title, OddBird, 2019
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Presenter
Presentation Notes
I want to start with an example from OddBird’s current unannounced project, and how I was able to frame it a little differently.

The game revolves around little fruit with big personalities, and I needed to animate 84 unique fruit, with 2 states each; an idle and an interact. The goal was to maximize personality, but it wasn’t realistic to create 168 different animations.

To tackle the quantity of animation I actually needed to produce efficiently, I thought of it as ‘designing’ the animations which helped me come up with a more creative solution. 


‘Designing” Animations
Modular/Reusable Setu

A E C D E F G H J K L M M
1 Apple G_Bounce Golden Delicious G_Looking Granny Smith Old Walk_Grann Macintosh Computer G_Looking Name
2 | Orange G_Happy Blood Orange Mandarin Orange G_Blissful Naval Swim Idle Interact
3 Strawberry G_Bounce Seedy Glare Shortcake G_Blissful Ina Jam ‘Wobbly General
4 | Avocado G_Dumhb Russian Doll G_Dumh Hipster Drink Coffee Guac’ G_Looking G_Looking Surprised Total
i Banana Scream Unripe G_Looking Frozen G_Mervous Rotten G_Steam G_Steam PunchScale Surprised
[ Fineapple G_Bounce Fineapple G_Showy Furious G_Angry Pina Colada G_Drunk G_Drunk " PunchScale
# Kiwi G_Bounce Exira Fuzzy G_Blissful Bruised Old Walk Kiwi (Bird) G_Dumb G_Dumb Jump Spin
F Avocado 2 |Pomegranate  G_Happy Bloated G_Dumb Renegade Ready To Fire  Kingly G_Looking G_Happy Jump Spin Jump Scared
P 0 9 Peach G_Happy Fuzzball G_Dumh Handsome G_Showy UGLY G_Steam G_Bounce " Jump
range 10| Dragonfruit G_Showy Short and Yellow G_Happy Radical Skrrit Dragon G_Dumb G_Showy
¥ Strawberry 11| Blugbermry G_Bounce Blubbery G_Dumb Kitty-Kat KittyBounce  Bad Kid G_Dumb G_Mervous Jump Scared
h Straw b BTy Prew I B 12 |Lemon Hyper_Lemon  _.alime? G_Looking Muclear G_Hyper Meringued G_Looking G_Blissful Happy shake
- . 12 | Grapes G_Looking Raisin Old Walk Groovy G_Showy Footkick Dropkick G_Hyper PunchScale
¥ Shortcake d—P Feview 14 |Mango G_Bounce Monsterous Intimidating Athletic G_Hyper Popsicle Wobbly G_Angry Jump
¥ Visual Object 15 | Durian G_Looking stink-Bomb G_Steam Pacifist G_Blissful Deathball G_Angry
SM Straw b erry = h artca k & d 16 | Coconut G_Looking Young G_Bounce Beach Bum G_Drunk Strikel Strike Duplicate
— ) - 7 | Tomato G_Looking Definitely A Fruit G_Mervous Sun-dried G_Steam Meathall Marinara G_Steam Swim PunchScale Happy shaks
b Seedy_Preview 12| Rambutan G_Looking Clean-Shaven  G_Nervous Shagay G_Looking Pufferfish Swim Old Walk Surprised
h Straw b erry Ja m_p rey | ew 12| Cherries G_Bounce Annoyed Argument Mismatched Mismatched Absorbant G_Dumb Old Walk_Granny Shake cane
.’ K L i Watermelon G_Looking Doofus G_Dumb Poolside G_Drunk God-bod Lift Weights Hyper_Lemon
0 1| Xub'nub Hyper_XUBNUB Tim'Jim G_Angry Cho'Rax G_Hyper Abductee G_Looking KittyBounce
F Pomegranate 1 Wobbly
b Blusberry g
b2 Specific
> Mango 25 Strike Jump Spin Shake cane
- ' % Skrrt PunchScale Drop Cofiee O
= Lift Weights "
8 Argument
0 Intimidating Surprised
10 Ready To Fire Jump
31 Scream Jump Spin
12 Glare Surprised
13 Dropkick Surprised
i Drink Coffee PunchScale
35 Mismatched Drop Coffee
i Hyper_XUBNUB
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Presentation Notes
Instead of rigging each of them, I used a few empty game objects to create a setup that let me reuse animations for any character. I planned out which fruit would get what animations and ended up with 37 unique ones in the end.
�


Unique

Re-used
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Presenter
Presentation Notes
Out of these 37, some were specific to individual characters but most could be applied to any fruit. I made a few variations as well to add a little more personality.

These was also animated directly in Unity, so if other team members needed to edit them, they didn’t have to open a program they weren’t familiar with.
�


Mechanics Informing Animation

e Collaborate with designers

e Giving context

e ‘Show, don’t tell’

Super Random Heroes,
OddBird, 2018
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Presenter
Presentation Notes
Another example can be found in how animation can be informed by the mechanics of the game. This is especially easy to do in character cinematics or things like highlight intros, but collaborating with the designer will make your animations much more effective in game. This will also help give context to the game mechanics and it’s always better to show than to tell.

Last year OddBird was working on a game called Super Random Heroes, and I created this intro cinematic for a mini boss. The enemy does a jumping attack and tries to land on the player, so I put that right in the cinematic. This gave a lot of context to the mini boss,  and created an opportunity for players to feel smart for picking up on it.
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Presentation Notes
Now lets flip it. How can animation help make a better design?
�


Animation Principles Informing Design
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Animator’s Survival Kit,
Richard Williams
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Presenter
Presentation Notes
Let’s use the principles of animation as an example...what perspective can they give to a design?
�


How do you design:
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Super Crush K.O., Vertex Pop, 2019
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Presentation Notes
Well,
Consider things like
How much time are you giving players to learn something?
How can you anticipate a design beat in your game? Can you anticipate player progression?
How can you use staging to draw attention throughout a level? Or what order are things presented?
How many things are you requiring the player to mentally keep track of at once?

This kind of thing is really useful to me since using it as a lens allows me see my work differently, I’m able to ask myself questions I otherwise wouldn’t have thought of.


Visual Language

Communicating an emotion, or some kind of information

without using words™

Super Crush K.O., Vertex Pop, 2019
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Presenter
Presentation Notes
Another interesting perspective that animation can give design is visual language. Games are interacting with a system that’s behaving a specific way, and at the end of the day, you’re communicating an emotion, or some kind of information without using words.

Pause

Okay... designs can use words, but I think communicating the same information without using words can be a lot more engaging.

I worked on both the level design and animation for Vertex Pop’s new game Super Crush K.O., and I needed to work with the team to communicate the game’s visual language, through both disciplines.


Wrap up

e Increasing the quality of your work by seeing it from a different
perspective

e Learn from the people around you
e Coworkers
e Dev friends

o People in completely different fields
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Presenter
Presentation Notes
I hope this gives you an idea how you can learn from other perspectives or workflows to improve your own work. It can be a lens to critique existing work, or a basis for your approach to something new. And the best part is you can learn this from the people already around you.
�
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So.

You forgot to flip the canvas

11:18 AM - May 17, 2018 - Twitter Web Client
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Presentation Notes
Problem is, seeing something from another perspective can be unsettling at first.


What to ask others

e What they consider before starting

e Principles they follow as they work

e Criteria they use to measure the quality of their own work
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Presentation Notes
So I want to leave you with some ways to do this on your own. Try asking someone:
-What do they consider before starting their work
-What principles do they follow as they work

And this one’s really cool...
-What criteria do they use to measure the quality of their own work


Bonus

You may find more creative solutions to a problem.
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Presentation Notes
And as a bonus, you might find a more creative solution to a problem.


@zackmwolfe
zack.wolfe@oddbirdstudio.ca
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