Overview

Animation Indexing is mapping between an animation index and a name. Game code uses the name to refer back to an animation.

Why this System is Necessary

The current version of Animation Indexing has led to low expandability, high levels of knowledge exchange between animator and engineer, and is extremely error prone. It relies on arbitrary numbers, that if changed in Maya would have to be propagated all the way to the engine to be correct. As result, this creates too tight of a coupling between animator and engineer, in that one has to tell the other what each number means.

A new system is needed that can promote organization and error resistance. We can fulfill this by adding indexing based on meaningful names instead of abstract numbers. Listed below are the problems that we are proposing to fix:

· Problems with accidentally rearranging animations. (Dragging the animation node in Maya could change the animation index)

· Content creators cannot rename or reorganize animations.

· Content creators must ensure that the previous index animation exists before creating their desired index.

· The above also is a waste of disk space if an index is unneeded.

Interaction with Existing Systems

This Animation Indexing system will need to work inside of Maya by allowing the animator to chose which animation links to which game object logic. Example. Frames 205 to 295 are a Panic Animation.

Rough Time Estimate

Requirements ½ day, Design ½ day. Implementation ?? (To be found).

