Animating Quill

Creating an Emotional Experience

Richard Lico
Animation Director
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People seem to like Quill

The relationship I've built
With Quill is like nothing I've
evenr experienced.

There's just... @ connection
here. Areal one. With a real
partner, I ¢an rely on.

It's like... Now, at long last, I
truly understand what it is
to love and be loved by
another living creature.
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Connecting with Quill

Driving an emotional response




Exploring the

human condition

-

optimism_

contempt

-

remorse 7~ ~ disapproval

Wheel of Emotion by Robert Plutchik, 1958. (Image Source: Wikimedia Commons)
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Original Moss Demo




YOUR WORLD
WILL NEVER BE THE SAME.

16-bit. The n game play.

Confronting

the past

Traditional gaming is a
learned experience

Unretouched Photo

Altered Beast, the Sega
arcade hit, comes with
the Genests system.
TeleGenesis Modem,




Accepting
compromise

Being mindful of
gameplay abstractions

Wile E. Coyote

Defying physics to a whole new level




Characters as
gameplay

avatars

Maintaining player
Immersion

Oh, man. This

I wasn't doing

d

'/ Whatever. Ijust Y
need to get past this
level.

e LN

Image Credit: Penny Arcade

You're 50 strong :

and powerfuol!

You're doing
really good!

7 N
Don't jomp on
Me, Mario! )

CoMe on, budady!
You can do it/

7 Jomp all the way )
£0 the top!










Y DEADPOOL, DEADPOOL. ¥
"\ DEADPOOL... HOW LONG 43

Bringing the
player into the
experience

Image Credit: Marvel Comics

Fuck it.




Quill Makes Eye Contact







Petting Quill



High Five



Puzzle HiNts
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Stage plays
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Compelling VR
Characters

o
Honest Performances O U -|-| I n e

Animation Workflow




Inventing QuiIll

The evolution of a character
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Image Credit: Telltale Games II.;noge Credi’r:.-.-SNK

No fropes

. Some actions franscend the
Image Credit: Marvel character USiﬂg them




NO cheesel

This is not how we make
Quill unigue




Honest
performances

only




The
animator’s

[e]e

A focus on acting
and honest
characterization




Quill speak

Using sign language
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Interrupting
gameplay

Limited interruptions, utilizing
Quill's idle cycles




Gameplay animation inspiration

What do the best have in common?
















Compelling VR
Characters

o
Honest Performances O U 1-‘ I n e

Animation Workflow




Right...
And we start...
Where?¢

ldentify where time is spent




Character pipeline

Keeping the pipeline simple, yet powerful



Iteration limits

Animation must never be a workflow blocker for design






Character sefup vs...




Character setup vs. Animation control rig




Understanding a guestion

s Nalf an answer.

Socrates



Questioning
existing process

Screenshot credit: Anna Fredriksson




Leveraging the FBX file format

UNREAL

ENGINE




Those who have

come before us




FREEDOM

Supporting one archival format




(m Swteet D-.h A Avvoonas Saeeton ' - (m -
gs | BB SCc |- one | HhER | -EBE : a1 QOCCCCQ wimiwne | AP I GEEEe® | F - . z

Berrer 1y

Tarews  Safise Futygan Sadgling Baggerg Assmalor BTN PN =T} Mhaien Festnts Faw ywrt el Sgeeral e Bstar'y Fragiing Teria iciche
) ] ' ' /] t . /] _ ] J 4 y i 4 4 _ J 4 4 J Y]
aren b Ll 0 a Ban P Lo S gyt gl pletee ey o

3 4 4
S N e e e Paete laseel F 0 Big On Bt 0 FCWR SR dgn

Yew Shedng lghhng  Show  Berdewr  Barwh
.I-'!béﬂucu BEE e

.

]
,-6\‘ ?.

.

-

a8
-a
==
I
|
E-|
=

e e 4P PipIm
o Crmencter Set [




Saving Maya

animation data

Saving Maya animation files
remains an option.







Nlele]lgle

pipeline
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Animate faster

without quality loss




Finding the optimal | Unlocking the animation

rg setting in every

possible context SaAn d bOX







“I need to alter
my rig in
meaningful ways,
as | work to be
most effective”
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foot_R_ball_pointConstrainti
Node State  Normal
OffsetX O

st Allow for automation

Display
Layers Options Help

/| rig_layer2
/| rig_layer1
/| rig_layer
/| SwordOld
/l skeleton




e

Doubling-down
on space
switching

Limiting custom attributes to the
face rig
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Using particle physics

Physics can set you free | toaidinoverapping

action
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Animating
QuIll

Creating an emotional
experience







Check out Polyarc’s
other session in the
GDC vault

How Quill defined Polyarc's VR character
design process



e www.Bandicam.com .
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creen Size: 2.24

Triangles: 7609
Vertices: 4857
UV Channels: 1

Approx Size- 142x68x133




