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Using Blender 2.7 for Animation - Part 10 - Walk Cycles
GOAL: Create a walk cycle animation, including animated arms and legs.
A walk cycle is an animation where a character begins in the middle of walking (such as right foot forward, left hand forward, and vice versa), then goes to the other foot, then back to the first foot so character is back in the starting pose (so that animation is loopable).
Load a rigged character that is ready to be animated:
· Use your character, or a complete rigged character ( File, Open R:\Meshes\Characters\Complete Rigged\Blender\Mega Pack Rig 2 (Bubles Studio at turbosquid)\2.5\ ) – CartoonGuy or one of your own that you rigged will be easiest to use.
· File, Save As, choose your home drive, then then in the second box name it “3da10walk” (then enter enter)
Start frame 0 of the walk cycle mid-stride (arms and legs bent):
· Right-click to select the armature (bones and bone location targets look like circles for CartoonGuy)
· Go to Pose Mode (Ctrl Tab)
· Pose the character so he is in open-stride position (such as right foot forward and left foot back)—that way you’ll know how far off the ground to make him. If you are using CartoonGuy or another character with generated rig, use the horseshoe-shaped widgets to control the feet and the rings to control the hip height.

Animate the movement (you don’t have to animate pose yet, just the body moving and possibly rotating):
· Select the armature, go to Object Mode
· If you don’t yet have any object as ground or floor, click Add (at bottom of 3D view), Mesh, Plane
· Set current frame to 0
· With Rig (not mesh) selectd, hit ‘g’ move him down so his feet are touching the ground (that is why we posed him first—so his legs are bent before you choose how high his body will be)
· At the bottom right click the keyframe type dropdown  box:
[image: ]
then choose “LocRot” for keyframe type for animating location & rotation.
· Beside the keyframe type, Insert Keyframes [image: ] button to save the location & rotation
· Turn on the record button (while it is down, every time you move a keyframe is inserted automatically)
· Go to a frame when the character should be in a different location
· Move and rotate the character as needed
· Repeat for each frame where the character should be in a different place
· Turn off the record button so you can move & rotate objects without animating them
· If it worked, when you push jump to first frame [image: ] then play [image: ], the character should hover along.

Now animate the limbs:
· Using the keyframe type dropdown box (see above) change keyframe type to Whole character (if you don’t see it in the list, start typing it)
· Go to frame 0 and pose the character how animation will start
· Press the Insert Keyframes [image: ] button to save the starting pose
· Turn on the record button 
· Go to whatever frame you want and pose the character again so the opposite foot is forward (such as left foot forward, right foot back) and Insert Keyframe. 
· Go to the time when you want the animation to end and pose the feet so they are back the way they started (such as right foot forward, or whatever way you had them on frame zero, so they can loop)
· Turn off record button so you can move & rotate objects without animating them
· Set the End frame of the animation to the frame number when the animation ends, so when you press play it plays the whole animation then loops right away.
· Go back to each keyframe and for each hand make arms move opposite way as legs and insert keyframe
· Make sure animation is a complete walk cycle (loopable, such as Right, Left, Right). Accuracy is 10% of grade.
BONUS: Make character walk around something (either around an object in a circle, or avoid an obstacle)
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