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0:03– 0:13 Saints Row Universe Customization pipeline

On SR1 and SR2, I was the technical animator responsible for the Max-side model integrity, rigging, and export pipeline for all customization components. I also wrote the tools that prepared the data for game, including auto-generating table entries. I worked closely with the art directors and character coordinators to develop naming conventions, nail down proportions, direct mesh flow, and develop model style to ensure the best possible outcome.

0:13 – 0:50 In-Game balance simulation R&D

The drunk and balance simulation R&D was done to show how we could use existing animations and pose libraries to simulate balance in-game without developing an expensive realtime system that would calculate such behavior. I developed the max-side previsualization tool to work with Biped and the Mixer toolset, using existing animation as well as a weighted blend value (from stand to full reaction motions) and a direction value to drive what would happen if a character was bumped in-game.
0:50 – 1:13 Animation and Pose Variation R&D

The male-to-female walk variation was done with an animation layer over the male walk that pulled the shoulders back, swayed the hips, lowered the root to compensate, and flared out the arms. This was done to try to find a way to save animation memory while allowing the player to be a female for SR2. The attack pose variation was created to show how using just one pose layered over an existing animation, plus so foot IK tech, could change the look and feel of an animation for use on a more meek character. The hurt variation was an extension of the previous idea to show how using poses based on health, layered over the same stand motion could create a good silhouette to communicate the health of a character.
1:13 – 1:54 In-Game character physics R&D

The helicopter skid and motorcycle tests were done to show how using poses driven by a ball-and-tether physics simulated object could look better than just using ragdoll, but that both options were viable. The incline R&D was developed to show how using the normals of the ground plane could affect a walk by blending poses as well as using IK to lock the feet for more realistic uneven surface movement.

1:54 – 2:02 Facial Rigging and Animation

This was the rig and toolset used for facial animation on Saints Row 2. The toolset was comprised of 4 pieces: A rigging tool, an animation and pose tool, a spline rig in the viewport and an asset bucket system inside Max.

The rig was based on morph targets that I helped develop with the art director and a character artist. The rigging tool used pre-defined math to determine how the splines on the control rig would affect the values of the morph targets they controlled. 

The animation and pose tool contained sliders for each morph target that would in turn drive the spline rig (if the animator preferred to animate with sliders over splines). This tool was also designed to handle the splines driving bones instead of morph targets. The pose tool also allowed the animators to crate buckets of poses that they could share with each other via our internal network, as well as save/load animation and lock down face sections when done. 
The spline rig worked like any other rig, with movement constraints driven by the aforementioned math. The system could also impose limits on a per-character basis in case art direction decided that wanted a character to not hit such extreme poses (or to hit MORE extreme poses, if called for).

Overall, the tool was a success, and was deployed without issue to outsourcers as well as used internally.

